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Welcome to the first issue of our Quarterly magazine devoted 
to all kinds of Chess Variants. In this issue we have articles 
on Refusal Chess, Chatty (4-Handed Partnership) Chess, 
Chinese Chess, Chess Patience, a page of Original Problems 
to solve, the first part of a series on Generalised Chess, 
and games of Progressive Chess and Progressive Circe Chess. 
Subscription to four issues is £3.00($6) , payable to G.P.Jelliss. 
Write to us with your News, Views, Games, Problems, Articles. 

Refusal Chess 

By Paul NOVAK 
Refusal Chess (also known 
as Rejection Chess or Out
law Chess) was invented by 
C.H.O'D.Alexander, who 
composed some problems 
but recorded no games to 
my knowledge. The only 
rule change from normal 
chess is that you may refuse 
one of your opponent's 
moves each turn (you can
not leave your King in check 
though and reftlse opponent's 
piece takes your King). 

Since its conception two 
very similar siblings have 
appeared; that the number 
of refusals is limited (which 
I have not played); and where 
two moves are proposed 
together on each turn, the 
opponent accepting one and 
refusing the other. This form 
is ideally suited to postal 
play as it saves a lot of time. 

Different Pawn promotions 
count as different moves. 
Queens are much stronger 
than in normal chess, as 
they can m unch through an 
opponent's position and not 
allow themselves to be taken. 
In the example game here the 
refused moves are bracketed. 
No refused move was given 
for the first White move. 

Refusal Chess 
Correspondence 19S5 

David Murphy v Paul Novak 

1. (-)e4 (e5)c6 
2. (Qf3)Qh5 (Qb6)Nf6 
3. (Qxf7+)e5 (Nxh5)g6 
4. (ef)Qf3 (Bg7)Qa5! 

Not now 5.Qxf6?? when 
5 ••• (ef)Qxe5+ wins WQ. 

5. (ef)Nc3 (Qxe5+)Bg7 
6. (ef)Bc4 (Qxe5+)d5 
7. (ef)ed,e.p. (Qe5+)OO 

A thematic position from 
this opening: Black is under 

pressure but develops quickly. 

S. (de)Nge2 (ed)Nbd7 
9. (de)d4 (ed)e5! 
10. (Be3)de (Nxe5)Qxe5 
An active square for the Q 

11. (Bf4)Qg3 (Qc5)Nh5! 
Spotting a combination. 

12. (Qxe5)Qxg6? 
Apparently a crushing move 

as 12 ••• hg is refused, 
but actually a trap. 

12. (hg)Qxe2+ 
winning a piece. 

13. (Nxe2)Bxe2 
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The main line, which 
David did not play, was: 
13.(Nxe2)Kxe2/(hg)Nf4+ 
14.(Bxf4)Kf3/(Nxg6)Ne5! 

15(Kxf4)Kg3/(Nfxg6)Nexg6! 
16.(Bxf4)d7/(Bxd7)Nh5+ 

17 .(Kh3)Kg4/(Bxd7+)N e5+ 
lS.(Kxh5)Kh4/(Bxd7)Nxd7 

When Black is a safe 
piece up. 

13. (hg)fg 
14. (Bc4+)OO (Nhf6)Ne5 
15. (d7)Bxh5 (gh)Bg4! 

Another surprise, 
trapping the Bishop. 

16. (Bxg4)Re1 (gh)Bxh5 
17. (Rxe5)Bg5 (Nf3+!)Rxf2! 

. lS. (Kxf2)d7 (RafS)Rxg2+ 
19. (Kxg2)Kh1 (Bf3!)Rxg5 
20. (dSQ)dSR+ (RxdS)BfS 

and Whi te resigned, 0-1 
He would soon be mated. 

C.H.O'D.Alexander 
The Problemist 
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Refusal Chess. Mate in 2. 
(The refusal rule continues to 
apply in the mate positions.) 

SOLUTION on page 12. 
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Chatty Chess By Ian RICHARDSON 

Introduction. As the name of this variant 
implles, ~a) it is a four-handed game (Cf. 
Chatty Bridge) for partners, (b) there is 
some verbal communication between the 
partners, although in the game as descr
ibed here this is strictly formalised, and 
(c) it is in some sense derived from Chat
uranga, the old Indian four-handed game. 

The layout of the pieces at the start is 
similar to Chaturanga, but there are not 
four Kings on the board - in fact, the 
game is played with a normal chess set, 
and normal board. A possible starting 
position is shown in the diagram. But this 
is only one of many possible placements 
of the pieces, which provides great var
iety and complexity, as in Chaturanga. 

The aim of the game is for the partners, 
working together, to checkmate the oppo
nents' King. The names 'White Attacker', 
etc. are for convenience only, and do not 
imply that any player is restricted to 
attack or defence. 

Procedures and Rules. (i) Decide partners 
and who will be 'Attacker' (i.e. have the 
Queen) on each side. (ii) Toss for colour -
White starts. (iii) Setting up the Pieces. 
The Pawns are always on the same squar
es: see diagram above. White Attacker 
decides first on his or her arrangement 
of pieces on the four squares behind the 
Pawns. Then Black Attacker, and so on 
clockwise round the board. The Def end
ers, who can be very vulnerable, must be 
careful in positioning the King and other 
pieces in relation to other players' pieces. 
For example, in the diagram above, if 
the Black Band N on h2 and h3 are inter
changed White has an immediate mate. 
Note that both Bishops on one side can be 
on the same colour squares. Partners may 
consult on the placing of pieces. 

(iv) The Moves. The Pieces move as in 
normal chess. The Pawns move forward 
and take diagonally, but they cannot 
move two squares in one move, and each 
player's Pawns have to stay on their own 
4x8 section of the board, e.g. White Att
acker's Pawns operate only on the a,b,c,d 
files, and Black Defender's Pawns only on 
the 5,6,7,8 ranks. Thus a White Pawn on 
d4 cannot capture on e5. This rule avoids 
ambiguity of direction of movement of 
Pawns - each player's Pawns move for
wards on his or her 'side' of the board. 
There is no 'En passant' rule, and no 
'Castling'. All other rules, such as Pro
motion of Pawns, Perpetual check and 
Repetition of moves, are as in normal 
chess, except where stated otherwise. 

(v) Starting the Game. White Attacker 
starts, and play proceeds by turn in a 
clockwise direction (as setting up). For 
the first four rounds each player moves 
his or her own pieces only, except when 
check is given, when the player whose 
turn it is must get out of check, and to 
do so any piece of the relevant colour 
may be used. From round five onwards, 
a player can move any piece of his or her 
colour. At the start of the fourth round 
White Attacker must announce that this 
is the last restricted round, for the 
change to unrestricted play means that 
a double-move situation arises, in which 
for example the same piece could be 
moved twice to attack and perhaps take 
the Queen. This can be countered by a 
check. (In trial games played with these 
rules, there was no great difficulty in 
dealing with this matter.) 

(vi) The Chatty Element. It is intended 
that this be formalised in a game among 
good players, but as in Chatty Bridge this 
is a matter for the players to decide. The 
formal communication between partners 
can be along these lines: a player in doubt 
about his or her move makes the move 
and says "Shall I?". The partner can say 
"Yes" or "No". Alternatively, when a 
move is made, the partner can take the 
initiative and say "Think again". In either 
case the final decision rests with the 
player of that move. It follows from this 
that the usual 'Touch and move' and 'Let 
go, move over' rules do not apply until 
the player has reconsidered. 
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Strategy. Attack can develop very quick
ly, and if partners combine well, then this 
can be blistering. It is interesting to con
sider the possibilities of two Bishops on 
the same colour. As in Chaturanga and 
normal chess the four central squares are 
especially important. In the early stages 
of the game the Black King is particularly 
vulnerable and m ust be carefully protect
ed. If the game reaches a K&P ending, 
with the Ks remaining close to their start
ing positions, White has a definite advant
age in a race for promotion, as a White Q 
on a8 covers all the queening squares of 
the opponent on the a-file. Black must be 
aware of this in advance. 

Sample Game. Played during the 'Deviant 
Chess' week at Bournemouth in April 1989. 
Starting position as in the diagram above. 

Players: 
W A: Patrick Donovan BA: Ian Richardson 
WD: Paul Novak BD: Ray Brooks 

WA BA WD BD 
1. a3 c6 Nf6 Nf4 
2. d3 Qc5 h6 f2 
3. Qd2 Qxe7 Re8 Rxh6+ 
4. Bh7 Qxf7 gxh6 Nh5 
In the four restricted rounds, Black has 
already launched an attack, involving a 
Rook sacrifice, and maintains the initi
ative throughout the game. 

5. Nxh5 Qxe8+ Kg7 Ra4 
6. Qg5 N c7 Bg8 Rd4 
7. Nf6 Qe7+ Kh8 Rd8 
8. Nd2 Ne6 Qg6 Nf4 
9. Qg7 Qe2 Qxg4 Kg2 
A respite for White at this stage, but it 
doesn't last long. 
10. Qxe2 Nxe2 b3 c7 
11. a4 c5 a5 d7 
12. Nde4 e7 Ng4 f7 
13. Ngf6 d5 Nc5 f3 
14. Nxa6 e5 Nc5 exf6 
15. Bxf6 Rxg8+ Kh7 Nf4 

and White resigned: 0-1 
Although Black has a strong attack, per
haps White underestimated the potential 
of the a-Pawn (the Black P on b8 cannot 
interfere). It is a close-run thing. Play 
might have proceeded: 
16. a6 Nh5 Bd4 

17. 
18. 
19. 
20. 
21. 

Nd7 
Ra1 
Ra6 
h5 
b4 

(threat of Be5) 
c8 a7 
Be5 Bxe5 
Nf6+ Rxf6 
Kg3 h4 
Rg5 a8(Q) 

d6 

cxd7 
dxe5 
exf6 
Kxh4 
Rh5~ 

The author hoped that this game might 
be used as an introduction to chess for 
beginners, but was assured by the players 
at Bournemouth that it is too difficult. 
He is currently working on a simplified 
version. Players are welcome to tryout 
variant rules. Suggestions are invited. 

Chinese Chess By Malcolm HORNE 

It can be argued that Chinese Chess lacks the variety, and even the profundity, of orthodox 
chess, but it is undeniable that it is frequently a more exciting game. It is actually hard to 
obtain the kind of symmetrical or blocked positions which can send both players yawning 
towards the draw. Moreover, the passive and uncreative player is much more readily punish
ed in Chinese Chess, and that is perhaps how it should be. 

Chinese Chess, unknown by many chess players, is beginning to gain just a little popul
arity amongst westerners. In Europe there are now groups in Britain, West Germany, France 
and Holland. The Germans are the most advanced, and they number GM Robert Hubner among 
their players. In Britain, the recently formed UK Chinese Chess Association (for details send 
a large stamped self-addressed envelope to Malcolm Chandler at 88 Charterhouse Avenue, 
Sudbury Town, Middlesex HAO 3DB) issues a small magazine, and runs tournaments, etc. From 
the same address you can also purchase an excellent new book, Chinese Chess for Beginners 
(Ishi Press 1989), written by an American, Sam Sloan. It's £5.50 including postage. 

One major factor probably inhibiting the growth of Chinese Chess in the West is that the 
playing pieces usually consist of discs bearing Chinese characters, and books and magazines 
may give diagrams in Chinese and/or make use of a cumbersome notation. This notation is 
frequently different from one book to another, and many of the pieces will have different 
names too. Thus the beginner often has to confront not merely the rules of the game, but also 
a small dose of the Chinese language, and perhaps a peculiar notation. It is no wonder that 
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many people don't look further. Actually it is not that hard to learn to recognise a few charac
ters and to decipher a new notation, and it is a pity if this is the reason for ignoring what is an 
excellent and very tactical game. 

There is in fact disagreement amongst Chinese Chess players on the question of how to 
present the game, and this is partly responsible for the lack of standardisation. In France 
there have been experiments with western style playing pieces, using conventional Rooks, 
Knights, Bishops, PaWns and Kings, and just adding new figures for the Cannons and Aides. 
The Aide, by the way, is variously known as Guard, Assistant, Mandarin and Counsellor, 
which serves to illustrate the lack of standardisation! I personally favour the westernisation 
of the game in order to extend its appeal, but in the UK Chinese sets are preferred at present, 
and Chinese diagrams and a Chinese style notation too. 

Here is a game (using western algebraic notation) from a tournament in London in 1988, 
in which I was quickly flattened by one of the stronger German players. 

London 1988 
Malcom Horne v 

Boris Mirnik 
1. Ch3-d3 

The Cross-Palace Cannon 
Opening, slightly unusual. 

1. Cb8-e8 
2. Nh1-g3 Nh10-g8!? 
3. Cd3-d8 
This wins a piece - the only 

drawback is that it allows my 
opponent a dangerous attack! 
3. Ce8xe4 
4. Cd8xh8 Ce4-e6 
This Cannon on the central 
file makes it very awkward 
for me to develop normally. 
5. Ril-h1 RilO-i9 

6. 
7. 
8. 
9. 
10. 

10 

Ch8-h9 Ra10-a9 
Rh1-h8 Ri9xh9 
Rh8xg8 Ra9-f9 
Nb1-c3 Rh9-h2 
Rg8xg7 Nb10~c8 

a 

11. Rg7xg10? Rf9-f2! 
Black will follow up with 

12 ... Rf2-e2 mate and 
there is no intelligent way 
of stopping it. At move 11 

I should have played 
Rg7-g6 to meet l1. •• Rf9-f2 
with 12.Rg6xe6, although 

this still leaves me in 
some difficulty. 

12. Resigns. 0-1. 

Finding partners for Chinese 
Chess is a problem. One answer 
is computers: Novag have one 
which sells at about £50, also 
available is a program called 
OGRE (only £5) which runs on 
a Spectrum 48K. 

POSTAL TOURNEY. Another answer is postal chess. I've just started up a 
'CONTINUOUS' Postal Tournament, based on gradings, with players of all 
strengths (including beginners) from both the U.K. and abroad. You can join 
at any time and play one or several opponents. SAE to Malcolm Horne. 

Chinese Chess Problems. These problems are quoted from Chinese books or magazines. 
Apart from standard problems such as the first two here, the Chinese are als~ keen on 
problems in which the pieces create a visual pattern (often the. shape of ~ <?hmese char-
acter). All the problems are: Red (i.e White) to play and Mate m the speCified moves. 

A. Mate in 4. B. Mate in 5. 

" ,~r-1,' I , t I , 

-'-I~;~~;-llj-'1 

-iT~ I I ~ T 1 ... 'i-- ' 
._~_L.- ·J . ..1-a-.J 

g-"-,-'r' -I!-~r--! '! 
B-~ 11-1 I-t.-l .L.I!!Lm·_- .-- .--...... U 

'!?! i-t±i-I I' I' , ---6 .-Ai: 
_, .. Y@\l.. ____ L_ 
C. Mate in ,12. 

Solutions on page 12. Hint for c: 'a;)uanbas :Bun-BW IB!;)!J!.I;)BS 
B sawo;) ualn 'saAOW XIS lS.IU a1n .IaAO s)f;)alp JO sa!.Ias B lIl!M s)fo0'H alll suorHSoda.I pa'H 
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Chess Patience By Dr C.M.B. TYLOR 
Chess Patience, like Card Patience, is a system rather than an individual game. It involves 
playing through a normal game using special rules to determine the sequence of moves. [On 
the same principles as 'Parallel Time-Stream Chess'.] Various sets of rules can be used, and 
the game started by a random move (or series of moves). There are two general ways of 
playing. In an inflexible game the rules determine the moves unambiguously; the player 
simply plays the game through to discover its outcome. In a flexible game the rules allow 
a small element of choice of moves; the player uses it to try to steer the game towards a 
particular outcome. 

The best way of getting interesting play without too much difficulty seems to be to 
choose the piece to be moved on the basis of the opponent's previous move, and then to 
choose its destination on the basis of the overall position. The choices depend on the chosen 
piece having a legal move, and its move to the chosen destination square being legal. It will 
generally be necessary to have subsidiary rules to decide between equally favourable pieces 
and between equally favourable destination squares. 

One fairly straightforward set of rules for inflexible play is as follows. The piece to 
be moved is that which is (i) geometrically closest to the 'antipodean' square at a (4,4) leap 
from the arrival square of the opponent's previous move, (iD furthest from the 8th rank, 
(iii) furthest from the line between the d and e files. The destination square is that which is 
(iv) nearest the opposing King, (v) nearest the 8th rank, (vi) nearest the line between the 
d and e files. Promotion is to Queen or Knight, depending on which could make the best 
move according to rules (iv) to (vi). 

Games are likely to be long and end in repetition ! ~~ Gl ~ ~ ~~ 
of moves, but it so happens that this Antipodean Chess ;:;.i?ti'·~~ /.~ /.~/'" 
Patience leads to a short decisive game from the open- (~/.%('":'/'~;~/~%; ~.~;;; 
ing move 1c4. It is given with the antipodean square f ////. ;:(-0. %//;::: ;:(~. 
shown in brackets after each move: 1c4(g8) Nf6(b2) I~j .~ ~.i6 ~~! 
2b4(f8) g5(c1) 3Ba3(e7) e5(al) 4Nc3(g7) h5(d1) 5Qa4(e8) \ ~'\@/~/.~:(r~/.///.·~ 
Ke7(a3) 6Bb2(f6) Ne4(a8) 7Qxd7+(h3) Kf6(b2) 8Ba3(e7) ?:;)' ~~~ ;;:;;; ~ 
Bxb4(f8) 9Qxf7+(b3) Kxf7(b3) 10Bxb4(f8) Ke6(a2) lla4 1@;;;;;;/·\\~.;0.//././0 ~%W I 1/,/- >_/. ~ ;;g% ~ /~ 
(e8) Qxd2.J... For flexible play, rules (Hi) and (vi) would /'c/ ///.W.&'''/·/rVJ./~·/~/~/· 

i /~;; ~ ~~' 8 ~~ i=\ 
be omitted. In the above game, the player could then L;~--'!~~,/ •. ./. -

deviate by 10Nd5, or 8 •.• Qe7 or 2 ..• e5. Fmal pOSItIOn. Mate 
Some alternatives to rule (i) are that the piece moved is that closest to (a) the line of 

action of the previous move, (b) the line through the piece's arrival square perpendicular to 
its line of action, (c) the 'target' square that would heve been reached had the last piece 
made a further move of the same length in the same direction. For the knight move b1-c3, 
these would be (a) the line b1-e7, (b) the line a4-'g1, (c) the square d5. These would result in 
different styles of play, but could require more complex calculations, sometimes involving 
squares outside the board. Rules (iii) and (vi) could be taken before (ii) and (v). Rule (iii) 
could relate to the distance from the opposing King, and (iii) and (vi) to the distance from 
the centre point of the board. A further, more drastic, change would be to switch from 
normal chess to some other known variant. 

Of interest in relation to the above article is a note 
on 'Double Maximumming' in John Beasley's Some 
Flights of Chess Fancy (see review, page 7). He asks 
for the shortest game to mate, both players being 
obliged to make their longest legal moves. "We must 
start with Knight moves: 1Nc3 Nf6 2Nb5 Ng4 3Nd6+. 
Black must now get out of check, and his two legal 
moves are equally long; let him play 3 ... exd6. This 
releases the Queen, and after 4Nf3 Qh4 5Ng5 Qxf2 
we have the position shown ... this is indeed mate, 
even though Qh4 is longer than QxK . ... I believe 
this to be the only mating position which can be 
reached within five moves. 
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Original Problems to Solve 
Judge for 1989-1990 (including G&P Journal) Denis BLONDEL 

1. Peter WONG 

5. E. HOLLADA Y 
Stalemate in 4 
2 solutions 

2. E.HOLLADAY 

7.H.GRUBERT 
Helpstalemate in 2 
Duplex 

I W~., ---C%§=;:/;;;;-;-~ ~%§;-;--;;~-;---. ~l 
;;;;-;~ ;..M; w;;; /'-:;c/ 
'%;:'Q1; w,;;: ~ 
~ ~ ~ ~I 

~.~ ~ ~ t ;;;;;; ;;;;;; ;;;;;; ;;;; 

~ ~ ~, ~'I 
;.-: ;;W ~ ~- . 
~', @ /% '%:1 . ~;;0 ;n.-C ;;:;;:; :1;:; 

:;:;0. ~, W;;;' 0/1 
f4-i ~ ;;W ~M L'@'~ ~ ~_ 

11. M.OLAUSSON 
Serieshelpmate in 9 
2 solutions 
Exchange Play 
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Notes for Solvers 
1 is a 'synthetic game'. You are required to reconstruct the play. It claims the record 

for the shortest unique game where the final position has 'biaxial' symmetry. 
In help-play problems pairs of moves are counted and the Black King is the victim, thus 

in a H+2 there are 4 single moves B-W-B-W and Black moves first, but in a H+2 ~ there are 5 
single moves W-B-W-B-W. Set play is what happens if the first player is allowed to 'pass' on 
the first move. 'Duplex' means that the roles are reversed and the White King is the victim 
in the second solution. In 6 there is one solution in (a) but three in (b) after swap of WK &WP. 
3 is dedicated to Norman Macleod and Byron Zappas (cf. the recent Problemist 'Twins' tourney). 
In 8 you have to find the right Bishop retraction, e.g. retracting Bf3xP still allows the help
mate cl=Knight, Qb2+. 

In Haaner Play (9-10) no piece may revisit a square p:reviously occupied during the play. 
(The stipulation 'Haaner Chess' would mean that this rule was in force from the start of the 
game, but 'Haaner Play' only begins at the diagram position). In Reflex Chess (9) either player 
must mate-in-Qne if able (but since White has only a WK the rule only affects Black here) -
White must play so that Black is obliged to checkmate the WK. 

'Exchange Play' in 11 is my translation of 'Platzwechsel Circe', meaning that the captur
er and the captured unit change places (e.g. if Kxe6, WR reappears at d5). This is not really 
'Circe', which should be applied only to replacement variants based on the initial game array. 

In 'Chameleon Circe' a captured piece transforms, according to the cyclic sequence 
N-B-R-Q-N- and is reborn on the home square corresponding to its new status (e.g. KxNb3, 
N reappears as B at fl). Pawns are reborn as in normal Circe. The second of these Serieshelp
mates in 12 has two variations on the last move of the series. 

13 and 14 are normal 'Problem Circe' (see page 12 for a note on the difference between 
Problem and Game Circe). e.g. if QxPf3 the BP reappears at f7 regardless of past history, since 
there is no evidence to show, uniquely, where the BP began, and if BKxNd7 the N reappears on 
the white square bl (the same colour as the capture square d7) not at gl. 

The 'Maximummer' condition means that Black must make only his longest moves (if in 
check, this means the longest move to counter the check). 000 is a 5-unit move. 

In 15 Wazir is (O,l)L and Nightrider is (1,2)R. See pages 8-9 for a full explanation. 
In Madrasi Chess, like pieces that guard one another are paralysed, thus the Knights at 

bl and c3 cannot move and WK is not in check. Rex Inclusive means the rule applies to Kings 
also, so the Ks a4, a5 are mutually paralysed, thus to checkmate you need only to check. 

SOLUTIONS (to G.P.J.) by 15th February please. 

Review 
Some Flights of Chess Fancy by John BEASLEY 
(£3.95 from the British Chess Problem Society, 
R.C.McWilliam, 'Amizome' Moor Lane, Brigh
stone, Isle of Wight, P030 4DL). A42-page A5 
ring-bound booklet, containing a selection of 
John's compositions ranging from orthodox two 
movers, through endgame studies to fairy chess, 
with instructive insights into the thinking that 
led to many of the results, clear explanations 
of the fairy ideas, and step-by-step guidance 
through the solving processes. Of interest to 
'Variantists' is Chess in Disguise in which the 
back-row pieces (except Ks) are randomised 
and disguised as Draughtsmen and are only 
revealed in the course of play, by their moves 
or when captured. This idea can obviously be 
applied to any Variant - the example given is 
of Knighted_Chess, using R+N an~ B+N in place 
of one R and one N on each side, In a retro
analysis proving a Draw by the 50-move rule! 

Notes for Composers 
In view of the title of our new magazine, 
in future preference and priority will be 
given to compositions in Variant games -
rather than variant play in normal chess. 
The Variant need not necessarily be a 
practicable game for players - many ideas 
lend themselves to illustration in problems, 
such as helpmates or maximummers, but 
need modifications before they will work 
in direct-play bias-free conditions. 

As a concession to players we will 
use the 'N for Knight' convention instead 
of the problemists' 'S for Springer' and in 
case of confusion will use NR or (1,2)R 
for Nightrider - or simply identify a man 
by the square on which it stands. 

Our aim is to bring problemists and 
players interested in variants together. 
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Notes on Generalised Chess By George J ELLISS 

Introduction 
Generalised Chess is another 
name for 'Fairy Chess' , but 
with emphasis on the mathe
matical approach rather than 
the fanciful. The name Fairy 
Chess was coined by Henry 
Tate, chess columnist in The 
Australasian in 1914, for all 
variations from the normal 
laws of chess. The name was 
adopted by the problemist 
T.R.Dawson (1889-1951) who 
studied the subject systemat
ically and promoted it vigor
ously, notably in his maga
zine Fairy Chess Review. We 
celebrate his centenary. 

Leapers 
Generalised Knights, called 
Leapers in Dawson's termin
ology, were studied by the 
mathematician Edouard Lucas 
in his Recreations Mathemat
iques 1894 (and probably by 
others earlier). An (r, s) Leap 
carries a piece to a square r 
ranks and s files away (or r 
files and s ranks). Most of the 
shorter leapers have acquired 
names (some dating back to 
mediaeval times). e.!!.: 

(0,1)L = Wazir (W) 
(1,1)L = Fers (F) 
(0,2)L = Dabbaba (D) 
(1,2)L = Knight (N) 
(2,2)L = Alfil (A) 

Composite Leapers, capable 
of two or more different 
leaps can also be defined. 
The best known of course is: 

(0,1)L+(1,1)L = King 
Since 35 different leaps are 
possible on the 8x8 board, 
ranging from (0,1) to (7,7), 
235_1 leapers , simple or 
composite, are possible in 
all (since each leap can be 
selected or not, but at least 
one must be). This works out 
to 34,359,738,367. It is 
thus not worth attempting 
to name them all! Some 
assorted examples follow. 

l.T.R.DAWSON 
Cheltenham Examiner 1913 
(1,3)L = Camel e6. Mate in 6. 

~ ~ @. f@. ~~Y; 
~ ~ ~ ~ 
~~~(N]~ .~ 

~ ;.:,/. '; /.%:;.:; /.% ,'//. 
%.@~~~ 

1Ne7 Ka7 2Kb5 Ka8 3Ka6 
Kb8 4Kb6 Ka8 5Cb5+ Kb8 
6N c6+ Showing that N &C 
can force mate (N&N cannot) 

2. Th.STEUDEL 
Feenschach 1958 
(1,7)L. Seriesmate in 15. 

1Na2 and 8 mates by Lb3. 

An alternative method of 
describing leaps is by their 
length. The length of an (r,s) 
leap is v(r2 + s2) thus Knight 
is Root 5 Leaper . Different 
patterns of leap may have the 
same length - the first two 
cases are the 5-Leaper and 
the v50-Leaper shown here 
The first triple-pattern fixed 
distance leaper is the y'325-L 
or (1,18)L+(6,17)L+(10,15)L, 
too large for the 8x8 board! 

4. W.KARSCH 
Fairy Chess Review 1939 
(1,2)L+(1,3)L Gnus. Mate in 2. 

rn~{i~ ~{i~ 
:{~ ~:0 ~ W ~/. W. W. 0:% 
!?% ~ ~ ~ 
::;~ %"; ~; t!~ 
/,//% ~/. /""/. ;-,(1 

~ ~ ~!~ 
~ ~ ~.~ 
~ ~~~~~ %3 W. y///.~ '''/. W. 

/. .. ~ Wf fff ~ ~; ~ ,;;:j; ;:% @. 

1Rb7 (thr. Re7+) Le2-d4/e4/ 
d5/e5 2L-e2/d2/e7/d7+ 

5. P.MONREAL & F.CALVET 
The Problemist 1974 
(1,3)L+(2,3)L Bison. Mate in 2. 

MS. m ~ \iJJ ~i ~ ;~/,~~ I 't! ;//~: B ////. _ ~/. /'/,&. 

r;:;;0~{;;;:; ~ ~ X0. ~m. //~ w. 
.1 w;; , .... /,{0 W . 0X, 
- %;; -s~ :W~ W. 

;/,n;~ r~! ~ ~ :?-7/. /oy. W. w.. 
~i.{~~ W ~i~ /";< -:;m. ~ .... ~ .... 

0.0~W r~!~~ ~ ////. ~~ / .. /. 

~/ffi ~~ ,~~ ;~ 
////, /,., Y. ~ ,///. 

W. .~ ~~§% 

1Rb8 (thr. Qxa6+) Lxb3/Ld3/ 
Lf4/Lf7/Lelse/Bxd6/d4 2La7/ 
Rc2/Rd4/Lf5/Qxc5/Le1/Qe6+ 

6. W.E.LESTER Problemist 
Fairy Chess Supplement 1932. 
(0,5)L+(3,4)L Fiveleaper. +2. 

1Qb8 Bb7/b1-b6/b1>/g4-c7/ 
g4> 2Qd6/Nfe5/Nfe5/Qb5/ 
Nfd8+ (set Qc5/Qd7/Nde5/ 
Ndb4/Ndb4+) Pendulum 
mutate. 

Notations: + Mate (in) 
> Moves anywhere (else) 
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7. T.R.DAWSON 
Eskilstuna Kuriren 1922 
(5,5)L+(1,7)L Rootfifty L. =1=4 

~ {!1 110 ?% ~~I 
.... ,,:/. /,u-/. Y/0. ////. 

~J..!~~w.. W. . 
~%%{&~ . ""'/. W. ~///. @. 

{!§. @ '~ 1%. 'Wi gi 
1La7 Nc2/h3 2Lh8/Lh6 any 
3Lgl/La5 any 4Lf8/Lh4=1= 

8. N.KOVACS Mate in 2. 
Fairy Chess Review 1937 
(0,2)L+(l,2)L+(2,2)L Squirrel. 

~iS_~~, ~ ~ is_~ ~, " ., /, 0//. 00. /,-,.: 
:%!~~~ ~~ '/~-;., ////. W. ::'l'« 
~ ~ ~@*~ 
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1Rc7 with 14 discovered and 
1 direct mates. Square 'wheeIT. 

Many of the problems shown 
are the earliest published 
examples of the pieces. 

Riders 
The second main family of 
pieces studied by Dawson 
are the Riders. An (r, s)R 
can make any number of 
(r, s) leaps in a straight line 
in one turn of play, captur
ing only on the last move 
(i.e. any squares passed 
through must be clear). 

Those corresponding to the 
first five leapers listed are: 

(O,l)R = Rook 
(l,l)R = Bishop 
(0,2)R = Dabbabarider 
(1,2)R = Nightrider 
(2,2)R = Alfilrider 

On the 8x8 board there are 
nine such Riders capable of 
a ride of at least two leaps, 
namely those derived from 
leapers with rand s <4. 
These combine to produce 
29-1 = 511 compound riders, 
of which the best known is: 

(O,l)R+(l,l)R = Queen 

VARIANT CHESS - 1 

9. T.R.DA WSON =1=2 
Chess Amateur 1927 
(2,2)R e8, g2; (3,3)R hI. 

~~@~~~ ~ 
~ * ~ ~ 
~ffl; ~ ~ ~ ~/- ~ ~ %. 
~ ~ ~ ~ 
~ ~ ~ ~ 

~ * ~ ~ * * ~~* ~ {f%' ~ ~4' 
1e8-a4 (g2-e4 or h1-b7 
2Bb7=1=) (h1-e4 or g2-c6 ' 
2a4-c6=1=) 'Grimshaw' 
on one line! 
10. T.R.DAWSON 
Chess Amateur 1927 
(1,2)R c2; (1,3)R cl; 
(2,3)R a2. Mate in 2. 

%It '~0~~W -;.% @ ~!. %%, @ 
~ ~ ~~~~~ 

.% ~~ ffi; 'W) @ /,.,/. ~/ ~..1. 
~ '~~~. ~ .. 

%% 0./. ~ ~ %. //. %., /!'!"/, 

~ ~~~~ ~~ 
I~~ ~ ~ ~ ~Jfi, 
0. 'l/ ~ ~ ~ % ~7J~_~ __ ~0. 

1d4 c2/c1/a2xd4 
2Kg6/f8=(0,1)R/Kf5=1= 
Triple 'Novotny' 
12. W.KARSCH 
Fairy Chess Review 1952 
(l,2)R+(1,3)R. Mate in 2. 

-;;:;::;; ~~ W: W 
~ ~ ':-'M. @ 
~~~~*-~ /;-'/' ~ Y/fi: /"/: 

I! ~ ~, ~rn'f~ 
r~l 'fa;. ~ ~ ~ 
I ~ffi ~~~ ~ I /m, Wo W. W. 
!~W.~~ 
1fi~~~~ ~ w. w. Wo w. 
~ Jffi. Jffi.a~ 

If8-d4 N c>/Nf>/h5 2d4-b3 
(set f8-d7)/d4-g3(set f8-d1)/ 
d4-g5(set f8-g5)=I= 
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Readers of my former magazine Chessics and of The Games 
and Puzzles Journal will know that I was hoping to publish a 
glossary of 'fairy pieces' called All The King's Men, but this 
got out of hand and has now evolved into this Introduction to 
Generalised Chess, which will appear here in serialised form. 
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Progressive Chess By Malcolm HORNE 

The first (U.K.) postal Progressive Chess tournament ran from October 1988 to April 1989, 
and was a double-round all-play-all between five players. Patrick Donovan emerged as the 
champion, with a score of 7 out of 8, followed by Malcolm Horne 6, David Murphy 4, Eddie 
Fierek 2!, and Paul N ovak !. 

The rules adopted were as follows: (1) As orthodox chess, except White one move, then 
Black two, White three, Black four, etc. (2) Any check terminates a sequence immediately -
likewise a player must move out of check immediately. (3) En passant is only possible if the 
double pawn move has not been continued further forward, and the en passant capture has to 
be made on the first move of the next sequence. (4) A draw by stalemate is possible if player 
has no legal moves, or runs out of legal moves, e.g. W: Kb6, Rb7 and B: Kb8, Black to move 
plays Ka8, runs out of moves, and draws. 

Progressive Chess is ideal for postal play. The obvious reason is that it is short, and 
games rarely last long (less than half the games in the tournament reached move 7, and the 
longest game reached only move 13). The other reason is that it needs time and care not to 
get mated, and hastily played moves can lead to an immediate demise! 

David Murphy discovered this for himself in his White game with Patrick Donovan: 1.d4 
2.d5, Nf6 3.Nc3, Nf3, Bg5 4.Ne4, Qd6, Qg3, Qxf2 mate! He allowed an almost identical begin
ner's mate against me, but reco'-'ered well with some much improved play thereafter. Against 
Eddie Fierek, David (playing White) delivered my favourite mate of the tournament: 1.d4 2.d5, 
Nh6 3.Nc3, Nf3, Bxh6 4.Bg4, Bxf3, Bxe2, Bxd1 (4.Bf5, Bxc2,Bxdl, plus one, looks a better idea) 
5.Nb5, Bc4, Bb3, Ba4, Nxc7 mate. 

Progressive Chess calls for some quite exact play and it could be said that it combines 
competitive play with something of the precision of problem solving. Apart from the need to 
avoid being mated, the material balance can also be important, and it is vital to make life as 
hard as possible for your opponent. Pawns threatening to queen are a constant danger, and 
blocking pawn advances becomes a vital tactic in the later stages. 

A couple of other games from the tournament: 

Paul Novak v Patrick Donovan 
1.e4 2.e5 Nh6 3.d3, Bg5, Bxd8 4.d6, Bg4, Bxd1 
Kxd8 5.Nc3, Nb5, Nxc7, Nxa8, Rxdl (better is 
5.Nc3, Na4, Nb6, Nxa8, Rxdl, leaving the c
file closed) 6.Kd7, Be7, Rc8, Rxc2, Bh4, Bxf 2+ 
0-1. 

Patrick Donovan v Malcolm Horne 
1.e4 2.e5, f6 3.f3, Be2, a4 4.b6, Ba6, Bxe2, 
Bxdl 5.d4, Bg5, Bxf6, Bxd8, c4 (taking queen 
and bishop would allow mate) 6.Ba3, Bxb2, 
Bxal, a5, Kxd8, Ke7 7.h4, Nh3, Kd2, Rxd1, 
c5, Nf4, Nd5+ 8.Ke6, Nh6, Rf8, Rf4, Rxe4, 
Kxd5, Kxd4, Re2+ (see diagram, next page) 
9.Resigns. 0-1. White is forced to give an 
immediate check, thus instantly ending his 
turn. Mate next move is inevitable. (Under 
Italian rules (see next page) the diagram 
position is Mate). 

A bulletin containing all 20 progressive 
games (with notes) from the 1st postal 
tournament is available from me for 2 
15p stamps. Address on page 1. 

----- _._---------_._ .. _._._---------, 

PROGRESSIVE CHESS 
2nd UK Postal Tournament 

To start February 1990 

The tournament will go ahead provided at 
least four players enter (two games against 
each opponent). If eight or more enter there 
may be a split into two groups, with winners 
playing off. 

There will be no formal time limits, but 
players are asked not to take too long over 
their replies - within a week unless some 
exceptional situation prevents it. (If anyone 
feels unable to play at this sort of speed, it 
might be better not to enter.) If you would 
like to play, the closing date is 

31st January 1990 

Please send a stamped and self-addressed 
envelope for me to contact you in February. 
Please give brief details of your experience, 
if any, in Progressive Chess. 

For address see page 1. 
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The centre for Progressive Chess is Italy. Everywhere else, it seems, the game has only 
been played very spasmodically - but in Italy it is the mainstay of A.I.S.E. (Associazione Itali
ana Scacchi Eterodossi) and their quarterly magazine Eteroscacco. A book (in Italian) has been 
pub~ished on the game, and a collection of about 5000 Progressive Chess games on IBM com
patIble floppy disks is in preparation. The Italians have also organised a postal International 
Team Tournament, in which two British teams of three players each are currently taking part. 

However, there is a very slight difference in rules between 
us and Italy. This concerns rule (2), given at the beginning of this 
article, " ... any check terminates a sequence immediately". Under 
Italian rules any premature check loses immediately, the logic 
being that you have not completed the requisite number of moves. 
Thus, in the diagrammed position (my game with Patrick Donovan), 
it would in fact be "mate" in Italy. In 19 games out of 20 the result 
would not be affected - if your turn is reduced to just one move you 
would almost certainly be mated next turn anyway. However, it is 
not impossible that the premature check you force your opponent 
to give you would actually mate you by U.K. rules. Or, more likely, 
that despite forcing this immediate check, you cannot mate next 
turn - perhaps due to shortage of. material. 

P.Donovan v M.Horne 

Final Position. 

The current U.K. rule seems to apply in some other countries, and it is also the rule 
mentioned in the few books or compendiums that I have seen - where Progressive Chess is 
often known as Scottish Chess. On the other hand, the game is undoubtedly more advanced 
in Italy than anywhere else and there is a strong argument for standardising our rules with 
theirs, even though the Italian rule, to some of us, appears less satisfactory. Any thoughts 
on this would be most welcome. 

Progressive Chess Problems. The following four problems (given in order of difficulty) are 
taken from recent postal games. The basic methods are probably, but not necessarily, unique. 

A. White (5 moves) C. White (7 moves) 

In all the problems the player to move gives mate in one series. Solutions on page 12. 
«-«----<-- <--- -------------- --------

First Results of the AISE Progressive Chess Team Tournament 
Notes by G.P.J. - Having a few dollars to spare I p~id the fee to en~er two UK t.eams in this 
event - only to find one UK team (or at least the fIrst two players m each) play10g t?e other. 
UK 1: 1.P.Donovan, 2.J.Sturgess, 3.J.Stone, UK 2: 1.G.P.Jelliss, 2.R.Brooks, 3.S.Bomface. 

P.Donovan (UK 1/1) v G.P.Jelliss (UK 2/1) G.P.Jelliss (UK 2/1) v P.Donovan (UK 1/1) 
l.e4 2.N c6, d5 3.Ba6, Bxb7, Bxc6+ (this is a 1.e3 2.e5 Nh6 3.Nh3 a4 Bb5 (a development-
common opening) 4.Qd7, Qxc6, Bg4, Bxd1 delaying pin) 4.Ng4, Nxf2, Qh4, Nxd1 + 5.Kx 
5.exd5, dxc6, Kxd1, Ke2, Nc3 6.e5, Ne7, Nx d1, a5, Ra4, Rxh4, Ke2 6.Be7, Bxh4, a6, axb5, 
c6, Bb4, Bxc3, Bxb2 7.Rb1, Rxb2, Rb6, Rxc6, Ra6, Ke7 (both players defending against the 
Rxc7, Rxa7, Rxa8+ (not apparently leaving threat of Pawn promotions) 7.g3, gxh4, d4, dx 
Black with much - but the e5 Pawn can get e5, c4, cxb5, bxa6 (trying to eliminate all the 
through) 8.Ke7, f5, f4, Rd8, e4, e3, exd2, threats)-but 8.d6, dxe5, Rd8, Nxa6, Nc5, Ne4, 
e1=Q mate. Rdl, Bg4 mate. Honours exactly even! 
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Progressive Circe Chess 
Notes by M. H., P. D., & G.P.J. 

Progressive Circe is of course a combin
ation of Progressive and Circe chesses. 
In Circe chess, when a piece is captured 
it is replaced on its exact starting square 
if that square is unoccupied (should it be 
occupied, however, then the piece is perm
anently removed as usual). If replacing the 
piece gives a check to oneTs own King then 
the capture is illegal. 

Problemists in particular should note that 
the special conventions adopted in Circe 
chess problems of replacing Rooks and 
Knights on the home square of the same 
colour as the capture square, and of repla
cing a Pawn on its home square in the file 
of capture, do not apply, since the actual 
home squares are known (provided the 
players have kept a careful eye on the 
Knight, Rook and Pawn moves!) 

Another interpretation different from 
problem Circe is that a promoted Pawn 
when captured is demoted and replaced 
on the PawnTs starting square. 

Patrick Donovan organised a postal tourn
ament in Progressive Circe which ran from 
April to July 1989, and won it himself with 
5 points from 6 games. Then came Malcolm 
Horne 4, Ray Brooks 3 and Ian Richardson O. 
The longest game went to move 9 - with 
most of the pieces staying in circulation, 
there is not much chance of an endgame in 
Circe! Indeed, around move 5 or 6 it can be 
extremely difficult to stay alive if you do 
not yourself have a mating sequence. 

A couple of games from the tournament 
follow. The starting square of a replaced 
piece is shown in brackets. [For a bulletin 
containing all 12 games (with notes) send 
two 15p stamps to Patrick Donovan at 
Flat 2, 85 Enys Road, Eastbourne, East 
Sussex BN21 2DX.l 

Ray Brooks v Patrick Donovan 
I.e3 2.d5, Qd7 3.Bb5 Qf3 Ke2 4.a6, ab(f1), 
Nc6, h5 5.a4, ab(a7), d4, h4, Nd2 6.Ne5, 
Qc6, Qxc2, Qxc1, Bf5, Bd3+ 0-1. 

Ian Richardson v Ray Brooks 
I.a4 2.Nh6, Nc6 3.e3, Qf3, Ke2 4.e5, d5, 
Bg4, Qd7 5.Ra3, Rd~ Rxd5, Rxd7(d8), Rxd8+ 
6.Rxd8(a1), Rd4, Rf4, Rxf3(dl), Nf5, Rxe3t 

Solutions to the Examples 

REFUSAL CHESS 
l.Qd7+ l.Qe6+ 

(Ke5)Kc5 (Kxe6)Kc5 
2.(b4+)Qc6+ 2.(bM)Qc6+ 

Note that the refusal element is present 
in the mates as well: the Black KingTs 
escapes by Kb5, Kb6 or Kxc6 are refused. 

CHINESE CHESS 

A. If10+ Kxf10 (not Axf10 becausl" Ks may 
not face each other) 2Rf8+ Axf8 3Nh9+ Kf9 
4Nh8+. 
B. 1e7xe8+ Kd9 2e9+ Kd8 3Nd9+ Cxd10 
4Nb8+ Rxa8 5Nc6+ (attractive N-tour). 
C. 1Rc8+ Kd9 2Rc9+ Kd10 3Rc10+ Kd9 
4R3c9+ Kd8 5Rc8+ Kd9 6R10c9+ Kd10 
7Rd8+ Axd8 8Rc10+ Kd9 9Rd10+ Kxd10 
10Nc8+ Kd9 11Nb10+ Kd10 12Ca10+ 

PROGRESSIVE CHESS 

A. 5.d3, Bg5, Nc3, Nd5, Nxc7+ (this mate 
was actually missed in the game, and 
Black went on to win!) 
B. 6.d5, d4, d3, Bh3, Bxf1, Be2+ 
C. 7.h4, Rh3, Bc4, Rc3, Ke2, Bg5, Ba6+ 
D. 9.Kg1, Nf4, Nxg6, Nxh4, Nf5, g6, g7, 
Nd5, Nf6+ 

Short Notes 
Shogi Variants. G.F .Hodges writes that .the 
(U .K.) Shogi Association was wound up m 
Nov. 1987, but that he still supplies Shogi 
sets, and claims to be the only supplier in 
the world of some Variant Shogi games. 
P.O.Box 77, Bromley, Kent BR1 2WT. 
For details of the Shogi (and Tori Shogi) 
Postal League send SAE to Phil Holland, 
11 Honeyway, Royston, Herts SG8 7ES. 

The British Shogi Federation organises 
tournaments: Secretary Vincent West, 
31 Simms Close, Tilehurst, RG3 6GA. 

Draughts. Should Draughts (Checkers) be 
counted as a Chess Variant'? True it does 
not involve check and checkmate, but it 
does have TPawnsT that promote - one of 
the essential ideas of Chess. The English 
Draughts Association, founded 1897, is 
still active and publishes the quarterly 
English Draughts Journal. SUb. £10, EDA 
Treasurer, Mrs J.Caws, 54 Mayfield Road, 
Isle of Wight, P033 3PR. 

vc. Next issue out 1 st March 1990. 
Deadline for news copy 15th Feb. 
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Variant CHess 
The first issue of our magazine has met with an encouraging 
reception and recognition in a wide range of chess media, even 
those that are normally immovably orthodox. New Variants in 
this issue are: Shoot Chess, Japanese Chess (Shogi), Cubic Chess 
and All-Mate Che'ss, plus more Original Problems, notes on 
Generalised Chess and games from Progressive Chess events. 
Subscription to four issues is £3.00($6) payable to G.P.JELLISS. 
For airmail add 50p($1) per issue. US$ checks are acceptable. 
Write to us with your News, Views, Games, Problems, Articles. 

SHOOT CHESS 
A Variant of Rifle Chess 

By Patrick DONOVAN 

The differences between ordin
ary Chess and Shoot Chess are 
two-fold: (1) The capturing 
piece does not actually move, 
but in effect fires a bullet to 
'shoot' an enemy piece, which 
is then removed from the board. 
(This is the basic 'Rifle Chess' 
rule.) (2) If a player is able to 
make a capture then capturing 
is compulsory. If the player has 
more than one possible capture 
there is a free choice as to 
which capture is effected. 
(The 'Must-Capture' rule.) 

In the game that follows, capt
ures are indicated by the square 
on which the captured piece 
stood, followed by a colon. 

The fact that captures are com
pulsory tends to lead to a tact
ical kind of game. Unfortunately 
White's advantage is often 
alarmingly large. 

SAMPLE GAME 
White: Patrick DONOVAN 

Black: Ray BROOKS 
Played by Post in 1986 

1. e4 c6 
A crucial line is: 1. .•. e5 2d4 d4: 
3d7: d1: 4g4!? g4: 5Bb5+ Ke7 
6Bg5+ and White wins back the 
Queen with some advantage. 

2. Qf3?! 
Correct is 2.e5! with the terr
ible threat of c3, d4 and Bd3 
ganging up on the h-pawn. But 
2.d4? is bad after 2 ••.. e5 3e5: 
Qa5+ 4Ke2 a2: 5a5: d5 6a7: a1: 
7d5: Bg4+ winning back the Q 
with an extra rook. 
2. d5! 
3. d5: 
The other choice 3f7: e4: 
would cost White his Queen 
(since the Q has to keep taking 
While Black can bring round a 
Knight to win the Q, e.g. 4f8: 
Nd7 5d5: Ne5 6c6: f3:). 
3. d2: 
4. f7: Be6 
5. f8: a2: 
6. a7: a1: 
Black, with Rook for Bishop, 
should have the advantage. 
7. b4 
So that 7 ..•• Ra1 can be answ
ered by 8Bb2 bl: 9a1: 
7. Qd6 
8. h4 
To save the Rook. 
8. b4: 
9. c3 
Necessary defence to •.• Qb4+ 
9. Nd7 
10. Be2 b5 
This move sets in motion a 
tactical sequance which is not 
totally convincing for Black. 
Instead I like 10 •••• Ra4 threat
ening the e and h pawns, e.g. 
llQe3 e4: 1.2e6: h4: 13e7:+ 
Kd8 14h7: h1: with Black now 
two exchanges up, or llc4 c4: 
12Qc3 e4: 13g7: h4: 14h8: Nb6 
15h7: Nd5 16c6: c3: 
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11. b5: 
12. Qe3 
13. e5 
14. e6: 
15. e7:+ 
16. Bc4 
17. Ke2 
18. b1: 

Rb8 
b1: 
e5: 
Rb1 
Kd8 
c1:+ 
gl: 

Now after 18 .... Ngf6 chances 
are balanced. But Black 
makes a losing error -
18. 
19. 
20. 

g8: 
h7: 

21. Qc1! 
Or 21. .. c3: 22.Qf1! 
22. Qa1! 
23. f6: 
24. g7: 
25. Qd1 
26. Kf3 
27. d7:+ 
28. Qc2 
29. Ke2 
30. Kfl 
31. Kg1 
32. c6:+ 
Black resigns. 1-0. 

Qf6? 
h4: 
h1: 

f2: 

c3: 
Rh4 
c4: 
Re4+ 
Re7 
Kc7 
Rf7+ 
Re7+ 
Rf7+ 
Rg7 

He loses the Rook - 32 ... K 
move 33. Qb2 g2:+ 34.g7: 

More on Rifle Chess p.24 
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SHOGI By David MURPHY 

Shogi, the Japanese form of Chess, has, like Chinese Chess, been 
little known outside of its native borders up until quite recently. 
But now, 14 years after the foundation of the Shogi Association 
in England by George Hodges, the game has achieved a certain 
level of popularity in Europe, with organisations in England, 
France, Holland and Belgium, and even an annual European 
Championship, which is in its fifth year. Even so, as yet the 
number of those who play the game in the West is not great; the 
game has still to catch on in a big way. Yet those who have tried 
it have seen its potential. James Plaskett, an English Chess GM, 
has described it as ITa splendid game!! and forecasts ITa big future 
for it in Europe!! [writing in Playing to Win, Batsford, 1988]. 

The oustanding feature of Shogi is that captured pieces are not 
taken out of the game but simply change sides, to be re-entered 
on the board by the capturing side when desired. This, at a stroke, 
eliminates the big drawback of Chess, and indeed Chinese Chess, 
of drawn games resulting from lack of pieces left to mate with. 
In contrast to those games, Shogi is inherently geared towards a 
decisive result. Essentially one or the other player has to win by 
mating the opponent first. In fact draws in Shogi are such a rarity 
that achieving one becomes an event in itself! Of course the other 
side of the coin is the game's far greater complexity than Chess. 
It is a fact that in a great number of games of Shogi the advantage 
can change from one side to the other many times, even at the 
level of the top class players in Japan. 

However, the game is not quite so mind-blowing as a person used 
to chess pieces might imagine from the above account. For there 
is no Queen in Shogi; the Rook (one on each side) is the strongest 
piece, though the Bishop (again one each) rivals it in power, and 
all the rest of the pieces are comparatively minor, as can be seen 
from the fact that the King is the third most powerful in mobility! 
The Knights in Shogi are certainly minor pieces, having only the 
ability to move directly forward, never back or sideways, some
thing a chess player may take time to get used to. 

Another excellent feature of Shogi (Which it has in common with 
Go) is its facility to accommodate players of widely disparate 
strength through a handicapping system. The stronger player re
moves a number of his pieces (ranging from the smallest, a lance, 
to the 'Queen odds' of 6, or even 8, pieces). Thus the disparity of 
strength can be compensated for, and a player's strength can b~ 
assessed by the size of the handicap he requires to win from a 
stronger player. Here is an example of handicap play, a game 
which I was privileged to be able to play against a visiting top 
Pro, in fact a title challenger of some 15 years ago. Though rather 
short for a typical Shogi game it does illustrate how the major 
pieces (R & B) can combine with the minor ones to produce a 
winning attack. However, my undefended King on the centre file 
is usually to be avoided. Here it worked because the opponent 
lacked the time to exploit it. 
In handicap Shogi it is the usual convention that removal of the 
pieces counts as the weaker player's first move. Note that the 
pieces removed are taken out of the game completely and not 
held in hand. 

April-June 1990 

SAMPLE GAME 
(Handicap) 

David MURPHY v. 
Noboyuki OUCHI 
(conceding R & B) 

Hythe, Kent, 5 xi 1989 
1. Pass S7a-6b 
2. P7g-7f P5c-5d 
3. P4g-4f S6b-5c 
4. P4f-4e . G4a-3b 
5. P3g-3f S3a-2b 
Possible, as No B on 2b. 
6. S3i-4h K5a-5b 
7. P3f-3e G6a-7b 
8. S4h-4g P7c-7d 
9. P2g-2f G7b-7c 
10. P2f-2e G7c-6d 
11. P2e-2d P2cx2d 
12. P3e-3d P5d-5e 
13. P3dx3c'l S2bx3c 
14. P5g-5f P4c-4d 
15. P5fx5e P4dx4e 
16. S4g-5f S5c-4d 
17. G4i-4h K5b-4c 
18. G4h-4g P*5d 
19. N2i-3g G6dx5e 
20. S5fx5e S4dx5e 
21. N3gx4e S3c-4d 
22. P*4f S*3e 
23. P*3f S3ex4f 
24. G4gx4f S5ex4f 
25. R2hx2d G*3d 

OUCHI (PPPP in hand) 
987654321 

1'N i H-L~1 a 
! ,I: ! 101 i -b 
- -+--+--+--'--~-t----!--- -

d id' 'd' ')I' : id C 

; I--d; ; di-si 0 tId--- d --r-, it1-N ; t--r--: e 
_ ' ~ . _--! __ ~ __ -L-_I_ 

I 4I--~~El--+--1- f 
Pi PI P I i I ! i P g 

. B r-r-rl. --r-r--._ h 
L N S -GTKl-t-T-+L " i 

i\lURPHY (GSPP in hand) 

Now the Silver General 
parachutes in to decoy 
the K from defence of 3d. 
26. S*5b + K4cx5b 
27. R2dx3d S*4c 
28. B8hx4d S4cx4d 
29. R3dx3b'l + P*4b 
30. G*7b Resigns 
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The Westernisation of SHOGI By George JELLISS 

pg 
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h 

The first two diagrams here are reproduced from Shogi World, 
a bulletin published by Ishi Press International (1400 North 
Shoreline Blvd, Building A 7, Mountain View, CA 94043 U .S.A. 
$14 surface mail) in conjunction with the Japan Shogi Feder
ation. The first shows how Shogi is presented in Japanese and 
the second is the westernised form used in Shogi World. Using 
a suitable typeface, in which inverted Sand N are distinguish
able from normal Sand N, the little frames round the letters 
can be omitted, as in the diagram on the opposite page. 
The third diagram represents the pieces by symbols formed of 
straight lines that indicate the directions in which they move. 
A doubled line shows the piece can move long-distance. Base 
or head lines are necessary for those with symmetrical powers, 
to indicate which side of the board they come from. 

987654321 

King (Gyoku) * Gold (Kin),~ Silver (Gin) >'C Knight (KeOV Pawn (Fu) ,.1. 
Lance (Kyo) JL Rook (Hisha):iE Bishop (Kako) ~ Promoted Rook (RYU)~ 
Promoted Bishop (Uma)~. Placement move * Promotion,r Check + 

a 
b 

The fourth diagram indicates how the game might be further westernised, using the normal 
coordinate system, and with White moving first, and chess figures of two sizes (which are 
readily available). If the game is played with coloured figures then an extra supply is needed 
(so that captured men can be changed to the capturer's colour) and 'sashes' to show promotion. 

Promotion normally occurs when a piece passes into the three ranks that are the opponent's 
domain - or makes a move in that domain in the case of a 'parachuted' piece - but it is also 
permitted to delay the promotion to (the end of) a later move. Pawn, Lance, Knight, Silver 
all promote to Gold. Rook and Bishop promote to King, but retain their Rand B powers also. 
When captured, promoted pieces revert to their normal values. There are two restrictions on 
replacing pieces on the board: P, and L may not be placed on the far rank, nor N on either of 
the two farthest ranks (since they could not move) and you may not have two L in one file. 

I have taken these details of the rules from How to Play Shogi by Japan Shogi Federation 
(Nihon Shogi Remmei) kindly sent to me some years ago by M.Hanazawa. 

The British Shogi Federation: Vincent West, BSF Membership Secretary, writes to correct 
his address, given on page 12, Which should be, in full: 31 Simons Close, Tilehu,rst, Reading, 
Berkshire RG3 6GA. The BSF, founded 1984, is the organising body for Shogi in Britain. It 
publishes a quarterly newsletter, Shoten, runs the British Championship and British under-
18 Championship, organises postal tournaments, and so on. Subscription is £3.50 (or £2 for 
under 18). The BSF however does not supply playing equipment, books or magazines. (For 
these apply to G.F .Hodges, P .O.Box 77, Bromley, Kent BRl 2WT.) 
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CUBIC CHESS 

Invented by Vladimir PRIBYLINEC 
Described by Malcolm HORNE 

The first version of Cubic Chess (then known 
as Gemini) was published in the Czechoslov
akian magazine KVIZ in 1977 - but it was not 
until 1987, after many changes, that the 
rules were finalised. In Czechoslovakia the 
game has received publicity in the media 
(in print and on TV), and a patent has been 
taken out for it. Manufacture is to begin soon. 
In the meantime, a prototype set is available 
from the inventor: Dr V.Pribylinec, Marxova 
460, 02743 Nizna, Czechoslovakia. The rules 
and the sample game which follow are based 
on the information which he kindly sent us. 

The Opening Position 

THE RULES 

All the pieces are cubes, which each have two 
blank sides (these face the two players), and 
four sides marked with chess symbols. The 
symbol on the upper side determines the move
ment of the piece. The starting position (on a 
7x7 board) is shown in the diagram. 

The king is an invariable piece (four sides of 
the cube are marked with a king symbol, with 
the other two blank), but all the other pieces, 
although starting life as pawns, may be trans
formed into either rooks, knights or bishops. 
Thus these cubes all have two blank sides, 
while the others are marked as pawn, rook, 
knight and bishop. There are no queens in 
Cubic Chess. 

The Designs on the Cubes 

A player can move a piece on his or her turn in 
the conventional fashion or, alternatively, can 
rotate a piece into something different (whilst 
keeping it on the same square). All the pieces 
move as in orthodox chess, with the exception 
of the pawn. It moves or takes by travelling one 
square forward, either diagonally or straight 
ahead. For example, on c2 a White pawn can 
move to, or take on, b3 or c3 or d3. Also there 
is no double pawn move at the start (and so no 
e.p. capture), and since a pawn can 'promote' on 
any square, reaching the far rank has no special 
significance. Having promoted, a piece can 
subsequently be transformed into a differ-
ent piece, or indeed 'demoted' back to a 
pawn again if desired. 

Draws are possible by agreement, or by stale
mate, or if by move 100 there has been no mate. 

The Pawn's Powers 

There is one final rule, which is unique to the 
game. This rule prevents a massive build-up of 
powerful material on both sides (e.g. nine rooks 
each!). Kings excepted, the pieces have values: 
pawn 0, knight 1, bishop 1, rook 2. The total 
value of a player's pieces must not exceed eight. 
Even when a piece has been captured it still 
counts in this equation. For example, if a player 
has had a rook and knight captured (total value 
three), and on the board has a rook and two 
bishops plus pawns and king (total value four), 
then the total used is 3+4 = 7. So transforming 
a pawn into a rook would then be illegal, as it 
would take the total to nine. But the value can 
decrease again, e.g. bishop to pawn would bring 
the total down to six. It's fairly simple after a 
little practice. 
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SAMPLE GAME 

1. bl=R e6=B 
Black threatens the pawn on a2. 

2. a2-a3 f7=B 
3. f2=R f6-f5 
4. b2-c3 d6=B 
5. a3-b4 

There is no point in a move like 5.Rblxb6? 
Black would recapture with 5 .•• b7xb6 and 

White would only be able to have pieces on 
the board up to a value of 6 instead of 8. 

5. b6=B 
6. e2-e3 

White's last move protects the rook at f2, 
and the e-pawn is protected by the d-pawn. 
The value of White's pieces is now 4 (=2+2), 

ditto for Black (=1 +1 +1 +1). 
6. d6=R 

Pinning the d-pawn, and thus threatening 
the e-pawn. See diagram. 

7. c3-d4 a6=B 
8. c2-c3 Be6-b3+ 
9. Kdl-el Bb3-c2 
10. Rbl-b2 Bf7-b3 
11. d2=N 

Better is 11. d2=R when maybe 11. .. b3=P. 
11. Bb3-a4 
12. e3=N Rd6-e6 

Pinning the Knight. White's pieces now have 
a total value of 6, and Black the same. 

13. fl-e2 Re6xe3 
14. e2xe3 c2=N+ 

15. Rb2xc2 
After 15. Kel-dl ?!, 15 ..• Nc2xe3+ would be 

double check. See diagram. 
15. Ba4xc2 

16. b4=N Ba6-d3 
Protecting the threatened bishop, but 

retreating was a better idea. 
17. N d2-f3 c6-b5 
18. Nf3-e5+ Kd7-c7 
19. Nb4xd3 Bc2xd3 
20. Ne5xd3 Bb6-a5 
21. Rf2-c2 

If White had played 21. d3=R?! Black's next 

21. 
22. 
23. 
24. 

would have been stronger. 

Nd3-b4 
Nb4-d5 
c3-b4 

b5-c4 
Kc7-d7 
b7-c6 

c4-d3 
See diagram. White now plays a 

surprise sacrifice. 

-

25. Rc2xc6! Kd7xc6 
26. d5=P+ Kc6-d7 
27. b4xa5 

The captured White pieces total 6 (=2+2+1 +1) 
in value, so White is limited to a value of 2 on 

the board. Black is in the same situation. 
27. d3=R 

Reaching the Black limit of 8 (but Black is 
allowed to decrease again by transforming 

28. 
29. 
30. 

the rook). 
a5=R Kd7-e7 

Kel-e2 Rd3-b3 
d4-e5 Black resigns (1-0) 

Black can give a few checks, 
but after that cannot stop mate. 

), 

PUZZLE - 1. Chess Dice. 
How many different Dice can be formed 
that have the six different chess symbols 

~ \iV ii a, ~ .1 on their six faces? ------
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Original Problems to Solve 
Judge for 1989-1990 (including G&P Journal) Denis BLONDEL 

25. M.OLAUSSON 
Chameleon Circe 
Serieshelpmate in 16 
(b) h8-f8. 

18. N.PLAKSIN 
Mate in 2. 

22. V.PRIBYLINEC 
Helpmate in 2 
2 solutions 

26. Erich BARTEL 
Circe. Helpmate in 2 
Grasshoppers 
Neutral Pawns 

27. Erich BARTEL 
Madrasi Rex Inclusive 
Duplex 
Helpma te in 2 

24. N .A.MACLEOD 
Mate in 2. 
Grasshoppers. 
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Notes for Solvers 

The first and last problems are new versions 
of problems that appeared in Chessics. 

In 17(b) the Black PaWn a5 is removed. In this 
and 18 past play must be taken into account. 
In 19 Black must play his longest legal moves, 
and White, who has first move, must force 
Black to give checkmate. There are three 
problems in one in 20. (a) Add Black Bishop 
g8 and Mate in 3. (b) Add BBe8 and Stalemate 
in 4. (c) Rotate board 180 0 and Selfmate in 5. 

The second row problems use Grasshoppers, 
which move along Queen lin0s, but only by 
hopping over one man to the square beyond. 
Thus Gd5 in 21 has no move, Gb7 in 23 can 
capture NRe7 (but this would not be Helpful). 
Helpmate in 2 means that Black moves first, 
then W, then B, then W mates. Black helps in 
the search for the checkmate position. Night
rider moves like Rook or Bishop, but along 
straight lines of Knight moves. 

The third-row problems show Variants. Circe 
Chess: captured men are replaced on their 
home squares if vacant. In the case of a Pawn 
this means the P home square in the file of 
capture. For a R or N it means the Rook or 
Knight home square of the same colour as the 
capture square. In Chameleon Circe however, 
the captured piece transforms, according to 
the cyclic sequence N-B-R-Q-N- before re
appearance, while in Circe Malefique the 
captured men reappear on the opponent's 
home squares (but do not change colour). 

Neutral PaWns promote to Neutral pieces 
(including fairy pieces if any are present in 
the diagram). Neutrals may be regarded as 
White or Black by the player to move. 

In a Serieshelpmate Black plays the series to 
reach a position where White mates in one. 
Duplex means there is also a solution in which 
the roles of Black and White are reversed. 
In Madrasi Chess, like pieces that attack each 
other are paralysed. Aim in 28 is stalemate. 

All-Mate Chess is explained alongside. In it 
pieces are only removed from the board if 
they are 'mated' - no normal captures. In 31 
the aim is 'supermate' with all BKs checked 
simultaneously and none able to escape -
checks to only one K are ignored - Ks may 
not be captured. In 32 'Rex Inclusive' means 
the Circe rules apply to Ks also. 

SOLUTIONS (to G.P.J.) by 15th May please. 

ALL MATE CHESS 
By Dr C.M.B.TYLOR 

This variant has the normal aim of mate, 
achieved through the destruction of the 
opposing forces. However, an attack on the 
king or any other piece carries no threat, 
provided that a move is available that will 
nullify the attack (by escape, intervention 
or capture) without reference to any effect 
the nullifying move (which is not actually 
played) might have on kings or other pieces. 
An attacked piece which has no nullifying 
move is mated and (unless it is a king) is 
removed from the board. Its removal may 
well expose another piece to mate, or else 
allow an otherwise mated piece a nullifying 
move. There are thus no captures [of the 
normal kind] in the actual play. 

After each move, the player having moved 
must remove all mated pieces of either 
colour, having the choice of which of several 
simultaneously mated pieces to remove first. 
(If any mated piece is missed in an over-the
board situation, the opponent has the option 
of either removing it or leaving it.) A move 
leaving the player's own king mated would 
be legal (though inadvisable). Castling may 
be out of through, or into check (since 
checks have no significance), but may not be 
used as a nullifying move for an attacked K. 

An example of play, in which everything goes 
wrong for White. Removals are denoted by 
asterisks. 1. e4 d5 2. d4 Nc6*d4,e4 (but d5 has 
the nullifying move N d4) 3. Bc4 (now d5 has 
Pxc4) e5 4. Qg4*d5 Qd3 5. Nf3 (not seeing the 
threat) Nb4*c2,c4.b1 (and threatening N c2 =F) 
6. 00 Nc2*f1 [the Rf1 is already attacked, 
the N move just completes its mate] 7. Qf5*e5 
Qf1 (threatening Ne3=F; note that this would 
still be mate if the White Q and R happened 
to be on c2 and c4, since although the BQ 
would then be mated, Black would elect to 
consider the WK mated first!) 8. Bh6 Be7 . 
(allowing White to play his next move without 
mating his own bishop) 9. Ng5*f7,h7 Qe1 *a1=l: 

Rules & Regulations 
By Michel OLA USSON 
In this position, White neither 
mates nor stalemates. How? 
Why? How many ways 
according to FIDE Laws? 
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Notes on Generalised Chess By Georg-e Jelliss 

Leapers + Riders. 
Having looked at Leapers and 
Riders last time, we now look 
at additive combinations of 
them. Any combined piece 
whose components are of two 
or more different classes can 
be termed a Hybrid. 

In view of its age, Ark seems 
an appropriate name for the 
Rook+Alfil in this example: 

16. BONUS SOCIUS (c.1275) 
R+Ae7, Fers h7. Mate in 2. 

11 ~;~ ;:% .. ~%1 /% /~/. ~. //.«! 
~ ~ ~ W/Y:fjl /'&. W :8-l0. 0~ , 
I'~ ~ ~ ~I 
1R+Ae6 any 2.R+AgSt 

Knighted Chess. 

The idea of a Variant Chess 
using a widened board 10x8 
with two extra pieces R+N 
and B+ N was first proposed 
by Pietro Carrera author of 
11 Giuoco degli Scacchi 1617. 
This idea is re-worked every 
50 years or so. Bird proposed 
a version in 1874 (in The City 
of London Chess Magazine) 
and Capablanca was credited 
with a version circa 1928 (in 
The Daily Mail by W.Hatton 
Ward I was told). The placing 
and names of the new pieces 
vary. Carrera called them 
Campione and Centauro, but 
they are now usually called 
Empress and Princess 

1R+Ne4 with 12 R+N mates. 

18. T.R.DA WSON 
Cheltenham Examiner 1913 
Bishop+Knight d4. Mate in 2. 

t~ ~ ~. ~ 
~ '~I::~ ~ 
I::'~~'~~ ~. ~. 
~ ~ ~ ~ 
fi'~ '~.; ~ ~ 
- ~ /):II/. ~. 0//. 

~~?~~~. 
~ ~I::~. ~ 

~~~t {@.~ r@ ~ 
1c4 with 8 mates by B+N 

Knighted Queen. 
Lucena, the first to write on 
modern chess (c.1475), noted 
Q+N as a transient state of a 
promoted pawn. Travellers' 
tales of the 19th century, and 
earlierl report chess with Q+N 
for Q customary in Russia and 
elsewhere, but I take these 
stories with a grain of salt. 
Q+ N is now usually called an 
Amazon (or Terror). Dawson 
mentions a problem by G.C. 
Wainwright in which by using 
two· Q+N the Black K is given 
EIGHT flight squares without 
a checking key (composed c. 
1912). Does anyone know it? 

The R+K(Ryu) and B+K(Uma) 
occur in Shogi as promoted 
Rand B. (Of course Q+K=Q). 

Next, two more elaborate com
posites, Camelopard & Lynx. 

19. R.J.DARVALL. Mate in 2. 
Camelrider+Fiveleaper f2,a2. 
Fairy Chess Review 1949. 

1c6 (threat cxb7t) Rb2/Bb2/ 
Rb7 /Bb7 /Xd1/Nf7 2X-c3/a2/ 
h8/g5/b5/f7t 

20. C.R.FLOOD. Mate in 2. 
The Problemist 1975. 
Rook+Knight+Zebra(2,3) e4. 

1Ra4 and 8 mates from Lynx. 

Pawn Hybrids 
Pawns are neither Leapers nor 
Riders (though they do leap 
and ride) but belong to a class 
of their own. Here are a few 
examples of Pawn composites. 

21. T.R.DA WSON 
Reading Observer 1912. 
Dragon(N+P)d5. Mate in 2. 

22. T.R.DAWSON 
Reading Observer 1914. 
Ship(R+P)f3. Mate in 2. 

~ .. ~~ I:: {@. {@.I 
~I:: ~I:: ~ ~, ;':'// = ~ ;/:-:/ 

~~ ~-g:.. @. fffi 

~ ~ ~~~ 
~ ~rn~ WJ. 
.~m1~~ 

1Kd2 R-/e5/Kc4 2S-f4/d3/c3t 
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23. W.E.LESTER 
Fairy Chess Review 1933. 
Q+N+Pb6. Mate in 2. 

~" ,~~,~,. ,~~"I >-3 
,~ (]:Jll ~I~ !fi~ I~ ~I~I ~ ;"::,,,-,-,: :\:",- ~,~," ,"'" 0-

lQNPc5 b5 2QNPxPe.p.=I= etc. 

Other Combination Methods. 
So far we have only examined 
one method of combination -
the 'addition' of pieces to form 
Composites. Other methods of 
forming Combined Pieces also 
occur, as these examples show: 

Chameleons. 
Pieces that take a sequence 
of different powers. Simplest 
are Alternators that move as 
X, then Y, then X, arid so on. 
Tours by alternating Knight
Fers and Knight-Alfil were 
given by as-Suli (c.920AD). 
W.E.Lester Chess Amateur 
1925 applied the nam e to a 
P-N-B-R-Q- cycling piece. 

24. C.D.LOCOCK 
70 More Chess Problems 1926 
Chameleons f3,f7. 
Helpmate 2. 

INe5(=B) Qf2(=P) 2Bh6 
Pf4(=N):j: 

Changeling. 
This is a curious chameleon
like piece that makes a R,B, 
Nand P move (one of each) 
all in one go in any sequence, 
moving after each change, 
Kings being allowed to stay 
in check during the sequence. 
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25. B.HARLEY 
The Problemist 1925. 
Mate in 1 (sequence). 

r %§.~~ ~ ~ 

~!~ ~ ~~~ ~~~ ~ ~ 
f~! ~~! ~rn ~.%. 
! ~~~ ?% ~ 

Note WK in check at start. 
lQ=N ,NfS;N=B,Bxc5;B=P, 
PxPe.p.+;P=R++,Re6=1=. 

Hunters. 
Pieces that move forwards 
(i.e. towards the opponent's 
side of the board) as X but 
backwards as Y. R/B & B/R 
Hunters introduced in 1943 
by K.Schulz, according to 
Dickins (Guide to Fairy Chess) 

26. E.HENKE Feenschach J 953 
Maximummer Selfmate in 4. 
(a) B/R Hunter (b) R/B at as. 

(a) lKxc3 Hhl 2Kd4 HhS+ 3Kd5 
Hal 4d4 HaS=I= (b) lKxc3 Hal 
2Kb4 HhS 3Ka5 Hhl 4b4 HaS=I= 
Reverserl corner-rattling path. 

Transform ers. 
Pieces that can change their 
powers in a given order, the 
'transformation scene' count
ing as a 'move'. The first used 
were Turn-Symbol Pieces i.e. 
Queen-Grasshopper, Knigi'lt
Nightrider. (B.Formanek 1973). 
Two-value transformers in 
general are Jekyll & Hyde 
Pieces (Chessics 15 19S3). 

page 21 

Querquisite. 
Has the power of the ortho
dox piece whose file it is in. 

(a) lXeS(as N) KcS 2Xd7(as K) 
mate (checking as Q). (b) lXdS 
(as N) KhS 2Xf6(as Q) mate 
(checking as B). 

Snipers. 
Pieces that move like X but 
capture like Y. The orthodox 
combinations were used in a 
game called Thinktank Chess 
by Frank Maus in 1927 under 
the names Rookni, Kniroo, 
Biskni, Bishroo, Knibis, Roobis 
(Items in the BCPS Archive). 

28. E.ALBERT 
Fairy Chess Review 1952 
N/R Sniper a2. Mate in 2. 

INe2 Kb3/N-/c2 2Bd5/Sb4/ 
Sc3 (set 1. .. c2 2Sxc2). 

The Pawn is a type of sniper, 
also the Chinese Cannon, and 
Mohammad Ali/Cassius Clay 
the former World Boxing Ch
ampion, since he "moved like 
a butterfly, stung like a bee"! 

What happened to No. 11? 
It may yet turn up one day! 
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Solutions to Original Problems 

1. Peter Wong (Australia). 1d3 d6 2Bg5 Bg4 
3Bxe7 Bxe2 4Bxd6 Bxd3 5Bf4 Bf5 6Bc4 Bc5. 
Remarkable that each QB makes 4 moves -
I usually avoid Synthetic Games, but P. W. 
keeps them short and his diagrams have sol
ver appeal. [D.N.] Symmetry loosely inter
preted, Qs not Ks after all! Symmetric play 
not so interesting. [S.P.] Symmetric play is 
an important theme in SGs [G.P.J.] . 
2. Edgar Holladay (USA). 1Nfe3 Kd3 2Nhf2+ 
Ke2 3Nh3 Kd3 4Kg3 Ke2/Ke4 5Nf4/Nhf2:j: 
Triangle [E.H.] Stalemate all too easy with 
four Knights! [A. W .1.] 
3. lan Shanahan (Australia). (a) 1000 N a6+ 
2Bc4 Bg4:f (b) 1Bf8 Bh5+ 2Bf7 Re1:f Fine 
change of pinning and unpinning the Black 
Bs [E. B.] Bg7 prevents cook in (a) [I.S.] 
4. Edgar Holladay (USA). 1. .. f1=R 2Nd3 Rf
d1 3Nf4:f 1Nd3 Kd1 2Kf3 f1=B 3Ne3:j: 1Kh1 
Kfl 2Nf3 Re2 3Nh2:j: Pity no P=N. [A. W.I.] 
Quasi-symmetry. Model mates. [E. H.] 
5. Edgar Holladay (USA). 1Bb5+ Kd8 2Bf4 
Kc8 3Bc6 Kd8 4Bd7:j: and 1Bg5 Kf8 2Bd3 
(2B/Kf6? Kg8 3Bc4 Kh7!) 2 ... Kg8/g7 (Ke8? 
3Ee7=) 3Bh6/Ke7 Kh8/Kg8/Kh8 4Kf7/Bf6/ 
Kf7 or f8=. Quasi-symmetry. [E.H.] Second 
solution an object lesson on how to make a 
hard problem with only four units. [S.P.] 
6. Edgar Holladay (USA). (a) 1Rc3 Kxc3 2K 
e3 Bg4= (b) 1Re1 Bh4 2Re3+ Pxe3= 1Rc2 K 
xc2 2Ke2 Bg2= 1Rc4 Kxc4 2Ke4 Bg4= Ideal 
stalemates. [E. H.] Pleasing echoes. [A. W .1.] 
7. Harald Grubert (East Germany). 1 Black 
Nb1 Qd6+ 2Kc3 Kxbl. 1 White Qc3+ Kxc3 
2Nb3 Kxb3. New type with two fine ideal 
mates. [E. B.] 
8. Peter Wong (Australia). Retract Bf5xN. 
Set 1Bd5 Qxf4:f Tries -Bf5-e4 1Rd4 Qxf5:j:, 
-BxQ 1Kxf6 d8=Q:j:, -Ba8xR 1Kxf6 Qxf4:f, 
-Bf5xR 1Kxf6 d8=Q:j:, -Bf3xR 1Kd5 Qd4:f, 
-Ba8xB/P 1Rfg5 Nf7:j:, -Bd5xB/P 1Rxe4 
Nxg6:j:, -Bf5xB/P 1Bxd7 Nxd7:j:, -Bf3xB/P 
1c1=N Qb2:j:, -Ba8xN 1Bd5 Nxg6:j:, -Bf3xN 
1b5 Qc5:j:. Skilful construction but tedious 
verification. [A. W .1.] Interesting form! The 
tries and refutations are moves by the same 
side! [S.P.] 
9. Hilmar Ebert (West Germany). (a) 1Kb1 
c4 2Kb2 c3 3Ka3 'c2 4Ka2 c1=N:j:. (b) 1Ka4 
c4 2Ka3 c3 3Ka2 c2 4Ka1 c1=Q:j:. Could 
equally well be 'Helpmate'. [A. W.I., E.B.]. 
10. Hilmar Ebert (West Germany). (a) 1Kf2 
Be2 2Kg1 Bg4 3Kf1 Bh3:j: (b) 1Kg3 Bg4 2Kh4 
Be2 3Kh3 Bf1:j: Short COOK: 1Kg1 B various 
2Kh1 B mates at f3, e4, d5 or c6. Note also 
that it is assumed that line pieces do not act 
through 'used' squares, else other cooks. 

11. Michel Olausson (Sweden). 1Ke6(Rd5) 
2Bd6 3Kd7 4Kc7 5Kb7(Bc7) 6Kc6 7Kc7(Bc6) 
8Kc8 9Bc7 for Rd8:j: and 1Kc5 2Bd6 3Kb6 4 
Kb7(Bd6) 5Kc6 6Kb6(Bc6) 7Kc7 8Kd8 9Bc7 
for Re8:j:. COOK: 1Ke6(Rd5) 2Be5 3-7Kh1 8 
Bh2 for Rd1/g4:j: [D.N. and I.G.R.] 
12. Michel Olausson (Sweden). Left: 1Kb3 
(Bfl) 2Ka3 3-5b1=N 6-7Nfl(Rhl) 8-9Nhl(Qdl) 
10-12Nb2 for Qa4 [Na4 ?(Nb1 +!)]. Right: 1-6 
Ka8 7-11g1=Q 12Qa7/Qb6 for Ra7(Nb8:j:)/ 
Nb6(Nb8):j:. Words fail me! [A.W.I.] The com
poser has found a rich new source of 'wenig
steiner' - see recent Springaren. [S.P.] 
13. Kjell Widlert (Sweden). Castling is illegal! 
The last maxi-move was with K or R. Hence 
1Qa4? Ra4(Qd1)! The key is: 1Qe3+ Ne3(Qd1) 
2Qa4 Ra4(Qd1) 3Qa4(Ra8) OOO! 4Qc6:j:. White's 
3rd move gives exact repetition of the position 
a move earlier, but now Black can castle with 
the newly created Rook. I would be curious 
to know if the composer provided a test 
game (Maxi-Circe) with the black K never 
moving. I keep wondering when I see prob
lems of this type just how deep the retro
analysis could get. Any examples? [S.P.] 

14. Edgar Holladay (USA). (a) 1Qgf3 Be3 
2Qa2 (Qd3?) Bd3:j: (b) 1Qbc3 Bd3 2Qg2 (Qe3?) 
Be3:j:. Two pairs of withdrawal unpins of WBs 
[E. H.] COOKS in (a): 1Qd1 Be2 2Qd4 Nd6:j: 
1Qbf3 Bc4 2d4 Nd6:j: etc. [E.B.] 
15. Harald Grubert (East Germany). 1Black 
Nd4 Kd2 2Kc4 Nf6 3Wc5 Wb4:f 1 White Nd4 
Kd6 2Kc4 Nf2 3Wc3 Wb4:f COOKs: 1Black 
Wa5 Na6+ 2Kb5 Nc7+ 3Ka4 Wb4:j: 1 White Wa3 
Nf7 2Kb3 Nc1 + 3Ka4 Wb4:j: [A. W .1.] also 1 Wa5 
Kc2 2Kb5 Ne2 3Ka4 Nc3:j: and 1 Wa3 Nd8 2Kb3 
Nc6 3Ka4 Wb4:f [I.G.R.] If we move WN to h2 
the reasons for the echo are apparent! [S.P.] 
16. Slawomir Woszczynski (Poland). 1b4+? c5! 
1d5? d1=Q or e6! Key: 1Nxd2 Ne8 2Nc4+ Nd6 
3Rf2 Bg7 4Rf5+ e5 5Rxe5 Bxe5 6d5 d2 7b4+ 
c5 8dxc6 e.p.:j: or if 6 ... c5 7dxc6e.p. and 8b4:j:. 
But A. W .1. and I.G.R. have 5.Rf7 6Rxc7 7Ra7:j: 
and S.P. has 5.b4+ c5 6Rf7 7Ra7:j:. 

Solvers' Scores 
S.Pantazis 30 
A. W .Ingleton 28 
I.G.Richardson 21 
Erich Bartel 19 
D. Nixon 18 

(Maximum 30) 
One point scored 
for each 'solution' 
whether the com
poser's intention 
or a cook. 

Double Maximumming: The diagram of 
John Beasley's double maximummer mate 
quoted on page 5 in VC 1 should have a 
Black Bf8; otherwise Black would have to 
play 5 ... 00 (4-units) instead of 5 ... Qxf2:j:. 
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AISE International Tournaments 

The Italian Association of Heterodox Chess 
announces the following International Corres
pondence Championships (deadline for entry): 
The 2nd N-Relay Chess Ch. (30 June 1990) 
The 3rd Progressive Chess Ch. (30 June 1990) 
The 4th Avalanche Chess Ch. (31 May 1990) 
Entry fee per person is US$3 (or 'chess mater
ial of equivalent value') payable to: 

Alessandro CASTELLI 
via Potenza, 11 

1-62010 Villa Potenza (MC) 
ITALY 

Entrants will receive detailed rules. Progress
ive Chess was explained in VC 1 pages 10-11. 
The basic rule of Knight-Relay Chess is that 
a man guarded by a Knight acquires added 
power of a Knight. The basic Avalanche rule 
is that after each move you must move one 
of the opponent's Pawns. But in each case 
there are further embellishments. 

AISE Progressive Chess 
International Team Toumament 

Notes by G.P.J. 

Here is one of my games in this event that 
I had to win twice, due to a mistake! 

George JELLISS v Manlio MANZINI 
l.e3 2.e5,f6 3.g4,Bb5,Nh3 (I recorded this 
as 3.a4, ... which was my intention, but my 
handwriting must have been careless) 
4.N c6,d5,Bxg4,Bxd1 (I wondered why my 
opponent wrote Bxg4 instead of Bg4, but 
carried on regardless with: 5.Ng5,Ra3,Rc3, 
Rxc6,Re6++ Mate, but Manlio now wanted 
to know how the Ral got over the P at a2! 
Fortunately a reply to the alternative P
move Was available:) 5.Rg1,Rxg7 ,Bd3,Bxh7, 
Bg6. Mate. 1-0. Two nice mates too! 

Manlio MANZINI v. George JELLISS 
Our other game was equally short, but not 
so lucky for me: l.e4 2.f5,f4 (experiment
ing with a different opening idea) 3.d4,Bx 
f4,Nc3 4.d5,dxe4,Bg4,Bxd1 5.Kxd1,Nf3,Ne5, 
Bc4,Bf7. Mate. 1-0. 

Will team members please note that it is a 
requirement of the tournament rules that 
the Winner submit a score of the g:ame when 
reporting the results (to me or to AISE). 

A fuller report should appear in VC 3. 

The Heterochess Olympics 
Notes by G.P.J. 

This ambitious event continues - it is due to 
carry on until 15 October 1991 - a print-out 
of the results to date, with game scores, has 
been issued by the AISE - though I must admit 
I find it difficult to assess the overall situation. 
At least all of the UK team have results to 
their names - not having heard direct from 
some team members I was worried that we 
might have defaulted. The Progressive vari
ants are naturally those nearest to completion. 
Here are the six !?"9.mes between the leading 
players (all of Italy) in the Progressive Chess: 

Deumo POLACCO v. Mario LEONCINI 
l.Nf3 2.e5,Bb4 3.e4,Bb5,Ke2 4.Qg5,Qxg2,Qxh1, 
Qxd1 + 5.Kxd1,a3,axb4,Rxa7,Rxa8 6.b6,Bb7,Bx 
a8,Bxe4,Ke7,Bxf3+ 7.Be2,Bxf3,d4,dxe5,Be3,K 
d2,b5 8.h5,Rh6,Re6,Rxe5,Rxe3,Rxf3,Kd6,Kd5 
White Resigns. 0-1. 

Giuseppe DIPILATO v. Deumo POLACCO 
1.d4 2.d5,Nc6 3.Bf4,Bxc7,Bxd8 4.Kxd8,a5,e5,B 
b4+ 5.Qd2,Qxb4,Na3,dxe5,Qd6+ 6.Bd7,Nxe5,R 
a6,Rxd6,f5,h5 7.f 4,fxe5,exd6,g3,Kf2, Nf3,N d4 
Black Resigns. 1-0 

Giuseppe DIPILATO v. Mario LEONCINI 
l.d4 2.Nf6,c5 3.Bf4,Bc7,Bxd8 4.Ne4,Nxf2,Nxd1, 
Kxd8 5.Kxd1,dxc5,c6,cxb7,bxa8=Q 6.e5,Bb4,R 
e8,Re6,Rf6,Rxf1. Mate. 0-1. 

Mario LEONCINI v. Giuseppe DIPILATO 
1.e4 2.d5,dxe4 3.d3,dxe4,Qxd8+ 4.Kxd8,c5,e5,h5 
5.Bf 4,Bxe5,Bxg7 ,Bxh8,Kd2 6.h4,h3,hxg2,gxh1=Q, 
Qxg1,Qxf1 7 .e5,e6,exf7 ,fxg8=Q,Qf7 ,Be5,Bc7. 
Mate. 1-0. 

Deumo POLACCO v. Giuseppe DIPILATO 
1.e4 2.d5,dxe4 3.d3,dxe4,Qxd8+ 4.Kxd8,c5,e5,h5 
5.Bh6,Bxg7,Bxh8,h4,Kd2 6.Bh3,Bxg2,Bxf1,f5,Nf6, 
Nxe4+ 7.Ke3,f3,fxe4,exf5,Nd2,Nxf1,Kf2 8.c4,c3, 
cxb2,bxa1=Q,Qxa2,Qd5, Qxh1,Qc6 9.Bg7,Bxf8,B 
d6,Bxb8,Bxa 7 ,f6,Nf3,Nxe5,Nxc6+ lO.Ke8,Kf7,Kx 
f6,bxc6,Rxa7,Ra4,Rxh4,Rd4,Rc4,Rxc2+. 
Draw. i-i. 

Mario LEONCINI v. Deumo POLACCO 
1.e4 2.e5,d5 3.d4,N c3,Bb5+ 4.Qd7 ,Qxb5,Qd3,Qxd1 + 
5.Kxd1,Nxd5,Nb6,Nxa8,Nxc7+ 6.Kd7 ,Kxc7 ,Bh3,Bx 
g2,Bxh1,Kd7 7 .Bh6,Bxg7 ,Bxh8,Ke2,Nf3,Rxh1 ,Nxe5+ 
8.Kc7 ,Nf6,Nxe4,Nxf2,Nxh1,Bg7 ,Bxe5,Bxh8. 
White Resigns. 0-1 

The score in this little match is L3, D1 i, PI ~ 
each has Won 10 other games L13, Dll~, Pll~. 
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SHORT NOTES 

What piece is on f5? 

Refusal Chess 
The statement that Alexander 
invented Refusal Chess was 
quoted from Anthony Dickins 
in The Problemist Hi 1970, but 
David Pritchard writes: 
III very m uch doubt this. Boyer 
and NOST credit Fred Galvin. 
NOST's rules ('Compromise 
Chess') are slightly different 
but Boyer's ('Echecs au refus') 
are unambiguous. 1I 21 xii 89. 
And: liThe reference ... is from 
neither of Boyer's books but 
the later (scarce) manuscript 
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addition (30 games). This is 
unfortunately undated, how
ever it does offer the author's 
two books by post and quotes 
prices in old francs. Since the 
new franc was introduced in 
1959, I must assume that the 
ms is 1959 or earlier./ Cert
ainly Alexander never laid 
claim to the game in my pres
ence - his preference was for 
Rifle Chess as I recall. I don't 
think Dickins is very reliable 
here. I recall that he credits 
Distler and Wade as variant 
players (he played with them 
in Mandrake days) but both 
were only occasional players, 
whereas there was a committed 
variant 'school' at the Gambit 
that Dickins fails to mention, 
presumably because he was 
unaware of it. 1I 29 xii 89. 

J.P.Boyer's two books, Les 
Jeux d'Echecs Non Orthodoxes 
(1951) and Nouveaux Jeux ... 
(1954) we have not seen, but 
would obviously find helpful -
(will anyone sell/lend them?) 

Rifle Chess 

April-June 1990 

Progressive Chess 
Norman Macleod writes: liOn 
Progressive Chess. I think we 
should adopt the Italian rule. 
A check before the last move 
of the series does not simply 
lose, it is an illegal move. As 
far as the game is concerned 
it makes very little difference, 
but for problems it opens up 
very interesting possibilities 
which would otherwise not 
exist. I enclose an example 
problem: 

Norman MACLEOD 
Mat 1985 

Mate in 1/2/3 
Progressive Play 

'dii 
~~ 

(i.e. the progression starts 
at the diagram position) 

Malcolm Rorne reports that 
the start of the Progressive 
Chess Postal Tournament 
(VC 1 page 10) is delayed. 
To enter send him an SAE 
(address on title page) not 
later than 20th March 1990. 

Solutions to Examples 

(a) Rifle Chess was first 
described by W.B.Seabrook 
[not W.J. as several prom
inent sources say] in 1921. 
(b) But apparently there 
were earlier war-game exp
eriments with rifle capture 
back to early 19th century. 
(c) Patrick Donovan's art
icle, page 13, was' orfginally 
titled 'Rifle Chess' but by 
coincidence Stew art Reuben 
mentioned the compulsory
capture variant under the 
name 'Shoot Chess' in BCM 
February 1990 - so we have 
adopted this name. 

'SUMEd i\q pa)fOoN SOEW '(alEw 
-a1ElsOJlaJ +9J;)Xy J;» SJ UOUUE;) 
al!4M E lON '(UOUUE;) = ;» +9J-;) 

'+9J;)Xy J;) saAOW l SE1 al[l ~U!M01rB 
SJ )foo'H )fOE18 V :ssal[;) asau!l[;) 

(d) The Oxford Companion 
to Chess describes another 
variant of Rifle Chess in 
Which check from Q, R, B 
that has just made capture 
cannot be anSWered by inter
posing a piece on the capture 
square. 

(:f0=8J' LJ'9~X)l'£ 9~x'H'9l['H'Z ... ) 
:f0=8J'LJ'i8a)l'£ SJ'H'Sl['H'Z .. . 

:f0=8J'LJ'iLa)l'£ 9l[8'£1'Z .. . 
:f0=8J'LJ'i9a)l'£ LPN'S°N'Z .. . 

i LJ)l1 :ssal[;) aA!ssaJ13oJd 

Next issue out 1st June 1990. 
Deadline for news 15th May. 
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In this issue: Bouncy Chess, Eureka (Induction Chess), ·Chinese 
Chess, Original Problems, Generalised Chess (Hoppers) and more. 
SubScription to four issues £3.00 ($6)payahle to G.P.JELLISS. 

Bouncy Chess 
by Paul NOV AK 

Bouncy or Billiard Chess has 
doubtless been invented, with 
slight variations in rules, many 
times over; this version was 
invented by Patrick Donovan 
and myself. (Stuart Conquest 
and Ray Brooks later crossed it 
with T.R.Dawson's Nightriders 
to produce the hybrid "Knight
rider Bouncy".) There are no 
Pawn or Rook bounces, and 
the other pieces don't have to 
bounce, but if they do Queens 
and Kings bounce at 90° only 
[i.e. according to the normal 
laws of reflection] but you 
can't escape zugzwang by 
retuming to where you started 
[i.e. no "circular" moves]. 
Knights however bounce at any 
angle (but not back the way 
they came). The diagram 
shows some typical bounces. 

EXAMPLE GAME 
Postal 1988-89 

Jed STONE v Paul NOVA 
1. 
2. 

e4 
d3 

stopping 2 .... Bxfl! 

b6 

. . .. 

2. e5 
3. NB Be7 

Now if 4.NxeS?? (Nf3 guards 
f2 via g1, h3) Bxf2+ S.Ke2 
Nf6! 6.c4 -/+. If 6.Nc3 Bxc3. 
If 6.Kxf2?? Nf4+ 7Ke3 Qf2#. 

4. g3 d6 
5. Nc3 c6 
6. Be2 Nd7 

A good opening set-up; Perrin 
v Novak 1988 went: l.e4 eS 
2.b3 d6 3.Bb2 Be7 4.Nc3 c6 
S.Qe2 Nd7 6.000 bS! 7.Nf3?? 
b4 (threat Bxe2) 8.Nc4 dS 
winning a piece . 

7. h4 
I expected 7NfS to try to swap 
Black's dark-squared Bishop; I 
would have played 7. '" NxfS 
8.exfS (if 8.BxfS Ng6 with a 
good game) hS! 9 .BxhS (or 
9.h4 Nf6 =/+) Nf6 1O.Bf3 
BxfS! (strongest) 11.Bxc6+ 
Kf8! =/+ (12.Bxa8? Qxa8 -/+). 
Or, if 1O.Bg4 NxfS! 1l.Be2 
Nxg3! 12.Bxf7+ Kf8 13.Bxc6 
(if 13.Qf3 Nf6 =/+) NfS! 
14.Ne4 Rh3! 1S.Be2 (1S.Bxa8 
Nf3+) Re3!! 16.Bxe3 (or else 
16 .... Nf3#) Nxe3 17.Qc1 
Bxf2+ 18.Nxf2 Qxf2#. 

7. Ng6! 
Setting a trap; 8.hS? Nxf3+ 
9.Bxf3 Bxg3! and now not 
10.fxg3?? Qxg3#! 

8. Be3 b5 
Now if 9.Bd2 as! 10.Be3 
(threat Nb6) Rb8! 11.Bxb8(?) 
Bxe2 12.Qxc2 Qxb8 =/+. 

9. Qd2 d5!? 
10. exd5 cxd5 

Games Consultant 
Malcolm HORNE 
lOB Windsor Square 
Exmouth EX8 1JU. 

Fascinating but unsound is 
11.Bxg7, e.g. 11.. .. d4? 12.NcS? 
Bxg7 13.Nc7+ Qxc7!! (for if 
13 .... Ke7/Kf8 14.Qxg7#!! -
Nc7 guards d7) 14.Qxc7 Bf6 
recovers the Q. White can 
improve on 12.NcS with 12. 
Bxe7! but Black can improve 
on 11.. .. d4 with 11.. .. Bxg7! 
12.Qxg7 d4 13.NxeS Nf6! 
14.hS Rg8 wins (not 13 .... 
dxc3(?) 14.Nc6! (QdS?? 
1S.Nc7+) unclear, e.g. 14 .... 
Qb6 1S.NcS Qe7 16.Qxe7 
Kxe7 17.Bf3! cxb2 18.Rb1 etc. 

11. d4 b4 
12. Bb5+ Bxb5 

12.NcS deserved to come into 
consideration. 

13. Nxb5 Qd7! 
threats QxbS/Qg2 

14. Qe2 Qxe2+ 
15. Kxe2 e4 
16. Ng2 Ng4 
17. Bd2 00 
18. h5?? Nxg2 
19. Kxg2 NB# 

Mate even minus the Ps f2, g3! 
(+/- means W is decidedly better, 
+/= means W is slightly better, etc.) 

More Bouncing: pp 30-31. 
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EUREKA 
Induction Chess 

by Ian G.RICHARDSON 
Introduction 
This is a game for three or more players. It 
could be played, with modified scoring, by two. 
The idea came to me after reading (in Martin 
Gardner's More Mathematical Puzzles and 
Diversions, Penguin Books, 1966) about 
ELEUSIS, the famous induction card game 
devised by Robert Abbott. Eureka is similar to 
Eleusis in its induction element and in the 
principles of scoring, but otherwise quite 
different. The induction stage is, I think, quite 
unique among chess games, but its second stage 
can be compared to other chess variants. 

Induction is the process of reasoning 
used in science to establish "laws". The stages 
in this process are (1) observation, (2) form
ation of a theory, (3) checking the theory by 
further observation and experiment. In Induction 
Chess, one player (the Ruler) invents a secret 
rule, to be used in addition to the normal rules 
of chess: e.g. "Pieces and Pawns can only move 
to a square of the same colour as their starting 
square" (Monochrome Chess). He or she then 
plays a simulated game (moving both White 
and Black) and the other players (the Subjects) 
have to guess what the rule is. Having guessed 
it (Theory) they can check by continuing to 
observe, asking a formalised question, and then 
if fairly certain they have got it, they call 
"Eureka" and take over one side at the board 
(Experiment). Each then plays to win, so as to 
achieve the maximum score (see opposite). 

Procedure and Rules 
1. Choose a Ruler, by chance or otherwise. 
2. The Ruler must write out his or her secret 
rule, for later checking. 
3. Sample Rules. The rules should be fairly 
simple (at least at first) and allow a game to be 
played to a finish, but should not be too easy. 
The Ruler scores most if only one or two 
Subjects guess the rule. Each rule applies to 
White and Black equally; for example: 
(a) Play alternate Pawn and Piece moves. 
(b) Play moves in sequence: Pawn, Minor 
Piece, Major Piece (including King). 

(c) Play a Pawn move every third move, and 
respond to your opponent's Pawn move by 
moving your Queen. 
The rule must operate in 1, 2 or 3 moves, not 
more. If a group of people play the game 
regularly, they will have to relax this restriction. 
One possible extension would be to alter the 
standard move of one of the units, say: 
(d) Bishop moves only two squares at a time. 
The Ruler may give a hint of the type of rule 
chosen, if this doesn't make it too obvious. 
4. First Stage: Guessing the Rule. The Ruler 
sets up the board as for a normal game, and 
proceeds to play both White and Black, using 
the secret rule. The Ruler should try to make 
the game seem as normal as possible, and hence 
the rule more difficult to guess - but on the 
other hand, not completely normal, because the 
Subjects must get some clues to go by before 
too long. The game is recorded. 

If any of the Subjects thinks they have 
guessed the rule, they can ask: "Is __ a legal 
move?" If the reply is "No" then the Ruler 
states a legal move. If then, or later, any of the 
SUbjects is ready to call "Eureka", they take 
over the side of their choice and play against 
the Ruler. (It is not essential to ask a question 
before calling "Eureka".) When a second 
Subject is ready to call "Eureka" they replace 
the Ruler and the game continues. The Ruler 
records throughout, numbers the moves and 
notes when each Subject takes over. He or she 
announces the completion of move 10, and if 
any Subject requests it, the game is played over 
from the start; similarly at moves 20, 30, etc. 
If the Ruler observes that any Subject does not 
play the rule correctly, that Subject is banished 
for the duration of that game, and scores zero 
(to be replaced by the Ruler or any other 
Subject ready to say "Eureka"). 
5. Second Stage. This commences as soon as 
the first Subject begins to play against the 
Ruler. Each plays to win as quickly as possible, 
as this will give the maximum score. But the 
players must be careful that the game does not 
break down (i.e. no legal move possible 
according to the rules of normal chess and the 
new rule), because the scores of both players 
will be much reduced. The game at this stage is 
a typical chess variant. The players can take 
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advantage of the new rule, and some unusual 
mates are possible (see sample game below). 

Each Subject plays at least five moves 
before another can replace him or her. After 
each has played five moves, the Ruler must 
announce the fact to allow the next SUbject the 
opportunity to say "Eureka" and enter the game, 
If all Subjects (who are ready) have played their 
five moves, then the first Subject takes over 
again for a further five, and then the others in 
sequence until the game ends or breaks down. 
(The Ruler concentrates on the recording.) 
6. Before proceeding to the scoring, the Ruler 
checks that each Subject has correctly guessed 
the rule, and reveals the written rule. If there is 
any argument about the interpretation of the 
rule, the Ruler's decision is final. 
7. First Subject becomes Ruler in the next game 
in the series. 

The Scoring 
There are two parts to this, corresponding to the 
two stages of the game. 
(1) Guessing the rule. 

(a) Subjects; 1st scores 5, 2nd 4, 3rd 3, 
4th 2, 5th and subsequent l. 

(b) Ruler: Scores according to the 
number of Subjects to guess the rule (before the 
finish of the game) on the scale: 1 guesses 
Ruler's score = 5, 2 = 4, 3 = 3, 4 = 2, 5 or 
more = 1, none guess = -3. 
(2) Finishing the Game. 

If the game is played to a definite finish 
by two subjects (i.e. checkmate, stalemate, 

perpetual check, repetition of moves) scores for 
these Subjects are: win 3, loss 1, draw 2 each. 
Other Subjects who have taken part score 1. 
Ruler scores 2 because the chosen rule allowed 
the game to finish. 

The two parts of the score are added 
together to give a total for the game. 

If the game finishes with Ruler and first 
Subject at the board (before any others have 
guessed), the Ruler can score 10 (highest 
possible) if winning (5+3+2) and 8 even if 
losing (5+1+2). The highest score for first 
Subject is 8 (5+3). 

If the game breaks down, Subjects at the 
board score -2, others who have taken part -1 
(these scores to be added to the scores for 
guessing), and Ruler's maximum total score is 
2. If it breaks down during the first stage, 
Ruler's score is -5. If the game fizzles out into 
a drawn position, agreed by all, there is no 
score for Subjects in part (2) but Ruler scores 2. 

This scoring system is rather complex, 
but is designed to encourage appropriate choices 
and strategies by the players, with a view to 
producing an interesting game. If it is to be fair 
to all players, each should have an opportunity 
to be ruler, and so a series of games should be 
played. For those without a strong competitive 
approach and with insufficient time for a full 
series, the scoring could be dispensed with, and 
the game enjoyed just for the fun of it - the fun 
of guessing, and the fun of trying to win under 
the restrictions of rule and number of moves 
that the game imposes. 

SAMPLE GAME 
Secret Rule: Pieces or Pawns 
must be moved in the 
sequence; straight forward or 
back (S), right (R), left (L). 
First Stage: Ruler only (other 
players A, B, C, D). The 
Ruler plays as normal a game 
as possible, and records the 
moves. l.(S) e4 eS 2.(R) Nc3 
Nf6 3.(L) Nf3 Nc6 4.(S) d3 
d6 S.(R) BgS Be7 6.(L) Be2 
Bg4 7.(S) h3 dS - The first 
clue: obvious move is a 
Bishop move. 8.(R) NxdS -

Second clue: obvious move is 
hxg4. A asks: "Is 8 .... Qxd5 
legal?" Answer: "No, but 
8 .... NxdS is legal". A says 
"Eureka", and chooses White. 
Second Stage: Five moves 
minimum for A. 9.(L) hxg4 
BxgS 10.(S) RhS g6 -The 
Ruler announces completion 
of 10 moves. C asks to have 
game played over. This is 
done. B asks "Is 1l.Kf1 
legal?" Answer: "Yes". B says 
"Eureka" and takes over 
Black. H.(R) NxgS Ndb4 

12.(L) Ne6 - Black cannot 
capture with the Pawn as this 
is a right move. 12 .... Nxc2 -
A bombshell for White as it is 
mate! White's next move must 
be straight, so 13.Qxc2 is not 
legal, and the King cannot 
move either. 
Final Stage: The Ruler now 
asks A and B what they 
thought the secret rule was. 
Both are correct. The Subjects 
are shown the written rule. 
Scores: A: 5+1=6. B: 4+3=7. 
C and D: =0. Ruler: 4+2=6. 
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CHINESE CHESS 
Continuous Tournament 

by Malcolm HORNE 
About 20 players (from Britain, the U.S.A., the 
Netherlands, Germany, France, Finland and 
New Zealand) plus one stateless computer are 
currently taking part in the tournament. The 
tournament is based on gradings (grades go up 
and down after each result) and new players can 
join at any time. You can choose to play just 
one or several opponents (two games against 
each). Beginners or near-beginners are 
welcome. For more details please contact me at 
the address on the front page. 

For more information on Chinese Chess 
itself see the article in Variant Chess - 1. If 
anyone is unclear about the rules of the game 
they are welcome to write to me too, for a 
home-made explanatory sheet (U.K. players 
please enclose a stamped addressed envelope). 

Here are two games from the postal 
tournament, both featuring spectacular finishes. 

lan JONES v Novag COMPUTER 
1. Che3 CheS 2. Ng3 NgS 
3. Rhl Ri9 4. Nc3 Rd9 
5. Ra2 CbcS 6. Rah2 Cxc4 
7. Rh7!? Sacrificing the Bishop at cl in 

favour of a counterattack. 7 .... Cxc1 + 
S. Ke2 CcS 9. Rxg7 BeS 

10. Rh5 Cxc3 11. RxgS Rxdl 
12. Cxe7 + Ade9 It looks as if Black's 

attack is much the more dangerous, but it 
actually helps Red (i.e. White) to have an 
exposed King because the Black Cannons lack 
screens with which to be effective. If Black 
could get the other Rook into play it might be 
a different story, but this never happens. 

13. Ch7 13. Cxe9!? was an interesting 
sacrifice, when the other Aide would probably 
fall to the invading Rooks. 13 .... AdS 

14. Rf5 Afe9 15. ChlO Kdl0 
16. Cb5! Threatening a fatal check on dS. 

Black has to retreat. 16. ... Rd7 
17. RflO+ Kd9 IS. Rf9?! 18. RelO! 

looks better, when Black seems helpless, e.g. 
18 .... Cxg119. Ch9+ Ad10 20. Rg9+ A8e9 2l. 
Rgxe9+! Kd8 22. Rxd10 mate. IS .... Rd3 

19. CaS! Cxg3 20. RxeS RaS 
There is nothing better. Moving the Knight or 
Bishop loses the Rook to the other Cannon! 

r-.-~ r<.I411 ri·-i--,;,*,--bt 
I=r~t-jj'!1-'~7 _ J. 

f_LI.-1- .=t__ -_. -
~-.. -- --T......--......--r-I 

~. .. -.fJ,~~. fJ, r.--f--~-~. 1_- ~i 
-~ ~ 

~~ ~-~ 
21. Rf3! A beautiful move, which could easily 

have been overlooked. It wins the black Cannon 
on g3; the Red Rook canot be taken because of 
the Cannon mate on dS. After the mundane 2l. 
Cxa8 Nxa8 Black would still have been alive. 

21. ... Kdl0 22. Rxd3 BxeS 
23. CxaS NxaS 24. Rxg3 (1-0). 

Han BROWN v Alan JONES 
1. Che3 NgS 2. g5 Rhl0 
3. Ng3 CeS 4. Rhl Ch4 
5. Na3 Ra9 6. CbS NcS 
7. CxeS BcxeS S. Rbl Rah9 
9. Nf5 Rh5 10. Nd6! Due to the 

special Knight movement in Chinese Chess, the 
Red Knight cannot of course be captured. 
Instead, Black has to put a Knight on e9, giving 
a very poor cramped defensive position, which 
is nicely exploited. 10. ... Nce9 

11. Rb7 Rxg5 12. Rxc7 Rd5 
13. Nb7 Ch7 14. Nc9+ Rd9 
15. Cb3! With mate on b10 threatened, black 

is forced to cede material. The Knight on e9 is 
completely paralysed! 15.... Rxc9 

16. Rxc9 Bc10 17. Cbl0 Ch9 

IS. Rxh9! Black resigns (1-0). A clever 
finish. After 18 .... Rxh9 19. Rd9, Black has to 
move the Knight off e9 to avoid mate on d10, 
and thereby loses his Rook. 
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"CHINESE" PIECES 
in Western Chess Problems 

by George JELLISS 
Chinese Chess has been "known" somewhat 
sketchily in the West since before 1600, though 
not actively played until recently. The earliest 
accounts are incomplete. For example the BCPS 
Archive has a print (white on black) of "An 
Account of the Game of Chess as played by the 
Chinese" by Eyles Irwin that was published in 
the Transactions of the Royal Irish Academy in 
1793 (Vol 5, 53-63). He allows the King a 
diagonal move, does not specify the moves of 
the Aides (which he calls the King's Sons, i.e. 
Princes), gives the Bishops (which he calls 
Mandarins) the western move, except that 
"through age" they cannot cross the river, and 
does not specify the blockability of the Knights 
nor the increased power of the Pawns on 
crossing the river. Even Edward Falkener's 
Games Ancient and Oriental of 1892 (reprinted 
by Dover Publications in 1961 and still 
obtainable) is wrong about the moves of Knight 
and Cannon (he gives the latter the moves of a 
Rook-line hopper, see p.33, which is like the 
move the Cannon has in Korean Chess). 

A standard Chinese work on the game, 
The Secrets of the Orange Grove, dating from 
1632, was accurately translated by 
W.H.Wilkinson for his Manual of Chinese 
Chess of 1893, a source relied upon by 
H.J.R.Murray for his accurate account of the 
game in his 1913 History of Chess. 

In the same year, 1913, T.R.Dawson 
introduced his Grasshopper, commenting that 
"It is somewhat similar to the Chinese Cannon, 
which only attacks an adverse man if some 
other man intervene." By 1930 he could report 
that "The Grasshopper is easily the most 
popular new piece yet studied, the world's 
output being now well into the second 
thousand" (i.e. of chess problems). 

It seems surprising therefore that the two 
most distinctive Chinese pieces, the Pao 
(Cannon) and Mao (Blockable Knight) did not 
apparently find their way onto the 8x8 board as 
new pieces until February 1936 in Die 
Schwalbe where P.Seyfert published four 
problems by himself and two by F.Dreike. [Ken 
Whyld kindly sent me a copy of this article, 

and says that the author's full name is Paul Karl 
Edmund Seyferth (1870 - 1938).] Since then 
the two pieces have maintained a steady 
popularity. About 220 problems using them 
appeared in the pages of Fairy Chess Review 
alone from 1936 to 1957. 

The Pao has led to the introduction of 
two other popular analogous pieces. The VAO, 
which is to Pao as Bishop is to Rook, was 
introduced as "The Third Wise Man from the 
East" in an article written by Zdenek Mach of 
Prague for T.R.Dawson's 50th birthday 
celebration in FCR December 1939. The LEO, 
which is Pao+Vao (analogous to Queen=R+B) 
was first mentioned in an article - "Kings at the 
Court of Leo" - by Major J.Akenhead of 
Newport (Monmouth) in FCR April 1947, in 
which he proposed a game using Leo, Pao, Vao 
and Mao in place of Q, R, Band N, and with 
Berolina Pawns (these capture straight forward 
like Chinese Pawns but can also move 
diagonally forward). 

In the following selected problems the 
upright symbols are orthodox men, the sloping 
symbols show Leo, Pao, Vao and Mao. 
A. Zdenek MACH B. J.E.H.CREED 

C. Zdenek MACH D. Zdenek MACH 

*Version by G.P.1elliss. I have moved Vb8 to h6 and 
added Me4 to make sound (I hope) and to add a 
variation. Solutions on page 36. 
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37. Erieh BARTEL 

45.Erieh BARTEL 
Mate in 2, B+ Knight f6 
R+Nightrider h7 

V ARrANT CHESS - 3 

Original Problems to Solve 
Judge for 1989-1990 Denis BLONDEL 

38. A. MOCHALKIN 

42. Erieh BARTEL 
Ciree, Helpmate in 2 (set) 
Neutral Pawn & Lion 

46. A. MOCHALKIN 

35. Michel OLAUSSON 
Maxi-Selfmate in 3** 

47. Peter WONG 

July - September 1990 

44. Erieh BARTEL 
Helpstalemate in 2 (duplex) 
Fers h6 Wazir d5 Giraffe dl 
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Notes for Solvers 
For solving 33 one point can be scored; an 
outline history will be sufficient. HM = 
Helpmate, HP = Helpstalemate; in these Black 
moves first and is the one mated, except in 
Duplex problems where there is also a solution 
in which White moves first and W is mated. 

In a maxi(mummer) Black must make 
his longest (legal) move, or one of them. In 3S 
there is set-play following each of Black's two 
set moves (i.e. 3 pts can be scored). In a 
Selfmate White moves first and Black is forced 
to checkmate. In Madrasi Chess (38) like men 
that attack each other are paralysed. 

In Circe Chess (39 - 43) captured men 
return home. Pawn returns to the 2nd or 7th 
square in the file of capture. Knight or Rook 
returns to the N or R home square of the same 
colour as the square of capture. True capture 
occurs only if the home square is occupied. 40 
is "after C.P.SWINDLEY". In 41(b) rotate 90° 
clockwise, i.e. a1-a8. In 41(c) reflect left for 
right - two solutions now. In 42 Neutrals may 
be regarded as White or Black by the player 
whose turn it is to move. For Lion see page 33. 

In 43 White retracts a series of 19 
moves to reach a position where Black is in 
stalemate. RI means "rex inclusive" and it is 
assumed the Royal Fers h2 has appeared by 
promotion, and if captured would be reborn on 
the 8th rank, so last move was not RFg1xPh2 
(Ph7) as RF would be in check (g8 blocked). 

Fers (43, 44) is single-step Bishop, 
Wazir is single-step Rook. In 44 both are 
Royal, i.e. may not be left en prise. Giraffe is 
(4, 1) leaper, i.e. Gd1 guards c5, e5, h2. 

In 45 f6 is Bishop+ Knight (Princess) and 
h7 is Rook+Nightrider (which E.B. calls 
"Waran" whatever that may be - not in my 
dictionaries!) In 46 the Rose(ncavalier) is a 

. Nightrider along "curved" paths of the type 
h5-f6-d4-c3-d1 or h5-g3-e2-c3-b4-c7-e8-
g7-h5, etc. For Pao and Vao see page 29. 

For Bouncer (47) see next column. In 48 
the Knight from Bouncy Chess (see page 25) is 
featured. After moving without capture to an 
edge square, it may move again but not back in 
the same direction. 48(c) WK-e2, Series HM4, 
two ways 48( d) All men in the diagram two 
files left for HM2, two ways. 

Bouncers 
Peter Wong's definition of the Bouncer in 47 is: 
"The Bouncer moves by bouncing off either 
another piece or the edge of the board. It travels 
on Queen lines; when it hits another piece the 
Bo "bounces" and, travelling back along the 
same line, lands on a square that is twice as far 
from that piece as the Bo's starting square. The 
bounce from the edge is similar, e.g. a Bo on 
the 1st rank (taken to be 1 square away from 
the bottom physical edge) can move to the 2nd 
rank (2 squares away); on the 2nd rank it can 
move to the 4th, and so on. In the diagram bBo 
a3 can move to a4 by bouncing from the wPa2; 
it can also bounce from the left edge to b4, b3 
or b2. The Bouncer is closely related to the 
Equihopper. A Bo and E on the same line can 
reach the same square via each other." Note that 
if the board edge is considered to be replaced 
by an encircling border of pieces, then the 
bounce off the edge is covered by the same rule 
as for bounce off a piece. 

Puzzle 3 - Bouncer Tour 
by Peter WONG 

The Bouncer can make a 60-move closed tour 
on the 8x8 board. Construct one using fewest 
diagonal moves. Which 4 squares cannot be 
included in the tour? 

Reviews 
Retro-Opposition and other retra -analytical 

chess problems by TR.Dawson (compiled by 
G.P.1elliss for the Bournemouth 1989 meeting) 
is reprinted with minor corrections. Price is £3 
(24 pages, 135 diagrams, B5 format). The main 
correction is the addition of bOa5 and wPf2 in 
01964 (p.16). Thanks to John Beasley for 
noting this and other points in preparing his 
review in The Problemist, November 1989 . 

Systematic Terminology by TR.Dawson 
(compiled by Ken Whyld from Dawson's BCM 
column). This was re-issued in January. I find 
Dawson's notation difficult to understand (e.g. 
a "Grimshaw" is a 0/; 2-line PS-cut, and an 
"Indian" is a c./O/T.PS XY -cut), but the booklet 
contains 291 two-movers illustrating basic 
themes. Price £4.50 (A5 format) from K.Whyld, 
Moorland House, Caistor LN7 6SF. 
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Notes on Generalised Chess - 3 Hoppers by George J elliss 

Dawson's third main family of 
pieces, after the Leapers and 
Riders, are the Hoppers. A 
pure hopper cannot move at 
all on an empty board - it 
requires the presence of other 
pieces, standing on appropriate 
squares, to act as guides for 
the move. In the simplest case 
the move of the hopper passes 
across the square occupied by 
the guide, which thus acts as a 
hurdle, but other types are 
also possible - e.g. the guide 
may act as a pivot round 
which the hopper tums, or a 
target towards which it moves. 
We will consider here onl y 
straight-line hoppers. 

Certain, often unstated, 
conventions normally apply: 
(1) The squares (if any) that a 
hopper passes through must be 
clear, but squares it passes 
over may be occupied or clear. 
A blockable hopper is one that 
passes through every square in 
its line of movement, other 
than the square of the hurdle. 
(2) Like most other pieces, 
hoppers capture on the squares 
they move to. Pieces that 
capture their hurdles are 
locusts and form a separate 
family of chessmen. (3) The 
hurdles can be of any colour. 
A hopper restricted to hops 
over allied pieces may be 
termed an auto-hopper, and 
one over pieces of opposite 
colour an oppo-hopper. 

From any given leaper 
(X) we can derive various 
types of straight-line hopper. 
Systematic names for four such 
are: X-hopper, X-riderhopper, 
X -contrahopper, X -linehopper. 
Examples of these follow. 

Basic Hoppers 
An X-hopper starts an X-leap 
in front of the hurdle and lands 
an X-leap beyond. On the 8x8 
board 9 single-pattem hoppers 
of this type are possible, 
ranging from (1,0) Whopper!? 
to (3,3). The most mobile is 
the Knight-hopper. But these 
are all very weak - even when 
added together the resultant 
Non-stop Equihopper (also 
misnamed "Equileaper") can 
onl y get to a quarter of the 
squares on the board. The 
blockable version of this piece 
is the original Equihopper. It 
hops over one man only to an 
equidistant point, that is the 
man bisects the move. 

29. George LEATHEM 
Fairy Chess Review viii 1938 

Mate in 2, (b) Rotate +900 

Equihoppers a7, b8; a2 

(a) l.Kh5 d5/e4 2.Eh2 (set Et2)/Eg3 
(b) l.Kc7 c3/d4 2.Eg8 (not Ee4 
selfcheck)/Ee6 (set Eg6) mate. 

The Equihopper was the first 
example of a universal piece 
among the hoppers - i.e. it is 
capable of moves along any 
geometrical line of square
centres, not just along Queen 
lines. [When restricted to Q
lines it is known as an Orix 
(J.deA.Almay, FCR iv 1940) or 
an Equigrasshopper (J .E.H. 
Creed, FCR x 1945).] 

Riderhoppers 
An X-riderhopper can start 
any number of X-leaps in 
front of the hurdle, but can 
only pass one X-leap beyond. 
On the 8x8 board only five 
single-pattern hoppers of this 
type can make a true riderhop: 

(1,0) Rookhopper 
(1,1) Bis(hop)hopper 
(2,0) Dabbabariderhopper 
(2,1) Nightriderhopper 
(2,2) Alfilriderhopper 

Of these the RH, BH and NRH 
are continuous riderhoppers, 
i.e. all squares in their line of 
move, other than the hurdle, 
must be clear. 

30. T.R.DA WSON & F.DOUGLAS 
Chess Amateur viii 1928 

Shortest closed tour of NRH over R 

By far the most popular hopper 
is the Grasshopper [which is 
the "Queen-hopper", RH+BH]. 

l.Nf5 b4 or c4/Gg3/d5 2.Nxd6/ 
Nxg3/Rel mate. Note that G at g3 

retains guard on d6. 
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The resultant of all single
pattern continuous riderhoppers 
is another universal hopper, 1 
call the Greater Grasshopper. 

32. George JELLISS, New Ideas 
Tourney, Bournemouth 1989 

Helpmate in 2, (b) c2-g2 
Greater G c2, Gs d8, f8 
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Ca) 1.Gc5 GGf8 2.Gd5 GGb2# 
(b) 1.Gd5 GGd8 2.Gc5 GGb2# 

Contrahoppers 
An X-contrahopper starts an 
X-leap from the hurdle and 
hops any number of X-leaps 
past. The Contra-grasshopper 
was introduced by Michael 
CRUMLISH Chessics 131982. 
These are little used so far. 

Linehoppers 
An X-line hopper goes from 
any number of X-leaps in 
front of the hurdle to any 
number beyond. Only two can 
do their distinctive action on 
the 8x8, the (1,0) Rookline
hopper and the (1,1) Bishop
line hopper. Adding these two 
together produces the Lion. 
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By adding all the continuous 
line-hoppers we get another 
universal hopper, which 1 call 
the Tiger. It hops over one 
man only in any direction to 
any distance beyond. 

34.George JELLISS, Original 
HM2 with set play, Tiger e8 
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1. ... Kc3 2.Ke5 Tb2# 
1.Ke7 Te5 2.Kf6 Ta1# 

Jibberish 
Straight line hoppers are also 
possible that end up on the 
same side of the hurdle as they 
start The first such was 
C.D.LOCOCK's Jibber (FeR 
iv 1937) which "moves on 
same lines as Q, but stops 
short of the first man it meets 
in any line of move". 

1.Kh3 Jg4!b4/Nc4/Nc2/Nb1 
2.Jf4/Jc4/J d4/J d3/Jc2# 

Various types of Jibber are 
possible: some capture or make 
null moves. (1 have sent some 
examples to Yves Cheylan for 
Diagrammes). The hopper part 
of the Bouncer (p.31) might be 
called a Back-hopper. 
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Finally two straight-line 
hoppers using two hurdles in 
the line or guides alongside: 

Kangaroo 
Moves along Queen lines to 
next square beyond two men. 

Woodworm 
Moves along Rook lines but 
only between two men, one 
each side of the path. 

37. T.G.POLLARD, Chessics 5 
1978, 5 Woodworm, Mate in 4 

lr-~ %J. ~!!> ~V 
/' //% /'/./ /. /'/.'l. /~;I 

/;~« ".?'ffi * /.://,/ 
I~~;% ~ ~; ;!IQ]: 311' 
~;~i~ /.~ ,,/,~'//7.~~ 
~& '?'0 ~ %"f I·.·'l. W. ~ w 
'~~~~'~m 

;;-0 Y.0. "//. //7/.1 
~ ~ ~ ~: ~/. 0/; w. /.,'7. 

~ ~ ~~~ 
fi(',; .~ ~ ~ J 
~/.,,,,,. ////, ;/r'//. .. ///."_ 

1.Wg5 Wxh6 2.Wg3 a6 3.Wg6 Kxg7 
4.Wg3#. The Wa1 gives a last move, 
P=W! - the only way a W can get in 
a corner - it can never get out again! 

Hoppers add an important extra 
dimension to chess. They make 
it possible to show "antiforms" 
of rider effects, such as 
"antipin" or "antibattery" in 
which interposition of a piece 
in a line of action of another 
causes a check instead of 
preventing one. They also give 
new effects of their own. 
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Solutions to Original Problems - 2 
17. Leonid Borodatov (USSR). (a) 1.Rb6 Kxa7 2.c7 
KaS/Kxb6 3.Rxa6/cS=N# 1. ... dxc6 RbS+ 2.Kxa7 Nxc6# 
(1.Kc7? d6!). Black's last move could have been Pb6xaS. 
(b) Now Black has no possible last move, so it is his turn 
to play O .... as 1.Kc7 (threat 2.Kb6 ... 3.RbS#) d6 (now 
Kb6 stalemates) 2.RbS Kxa7 3.RxaS# (0 .... dxc 1.RbS+ 
Kxa7 2.Nxc6#). Even without the retro twin, some good 
play in (a) - Could we have said (b) -a6 to get the same 
play (i.e. 1.Kc7 etc) without the retro element? [S.P.). 
18. Nikita Plaksin (USSR). Not 1.QdS+ Kxa7 2.QbS# 
but 1.e1=Q\B+ Bd2 Q\Bxd2# since White moved last. 
Previous moves could be, in reverse order: 1.Bc1-e3 fS
f4 2.QhS-h4 gS-g4 3.Rh4-h3 g6-gS 4.Rd4-h4 g7-g6 
S.Rd1-d4 f6-fS 6.Rg1-d1 f7-f6 7.BfS-d7 e3-e2 S.Bd3-
fS e4-e3 9.Bfl-d3 eS-e4 1O.e2xBf3 etc. 
19. Michel Olausson (Sweden). (a) 1.Rh2 QaS 2.Rg2 
Qxg2 3.Kd1 QaS 4.Kc1 Qh1# (b) 1.Rh6 QhS 2.Kd1 QaS 
3.Rc6+ Qxc6 4.Kc1 Qh1#. No castling by White! Same 
mate in each. A little elegant geometry - Note that the 
last move could have been QxhS so 00 is still on, on the 
face of it [S.P.]. 
20. Michel Olausson (Sweden). (a) 1.Nf6+ Kh6 2.Nxg3 
Bh7 3.Nxg4# (b) 1.Nf6+ Kh6 2.KxeS Kg7 3.Ke7 Kh6 
4.KfS= (c) 1.Nd2 Ka3 2.Nxb6 Ka2 3.bS=B Ka3 4.Bd6 
Ka2 S.Bxb4 b2# This is self-anticipated to some extent 
(see 6529 Springaren ix 1989) - the earlier problem has 
the same matrix with play similar to (c) but better [S.P.] 
21. Vladimir Pribylinec (Czechoslovakia). l.f7 (threat 
2.ReS#) Kxe7/Kg7/GxgS 3.fS=Q/fS=G/fxgS=N#. Three 
good promotions [E.B.] Nice lightweight, with a generous 
key and three accurate promotion mates - only the set 
stalemate makes it a bit too solver friendly [S.P.] 
22. Vladimir Pribylinec (Czechoslovakia). 1.Qh1 Be2 
2.Kg2 Gg1# and 1.Qg2 Bf3 2.Kh1 Nf2#. Cooks 
1.Kfl/Qg2 Ra/b/dS 2.Qg2/Kf1 Ra/b/d1#. Add bPe2 to 
stop these? Sols interesting but do not quite match [S.P.). 
23. V.A.Krivenko & J.V.Belokon (USSR). (a) 1.RdS 
NRaS 2.Ge4 NRc4# (b) 1.Gd4 GeS 2.RdS NRcS# but also 
2.Rd6 NRc3# [E.B., LG.R., S.P.] 
24. Norman Macleod (UK). 1.Gh3 (threat 2. Ra4#) 
Ge2/GeS/Ga2/GdS 2.hS=Q\B/G/dS=Q\R/G. Nxf3 has to 
be met [D.N.] 1. ... Nd3 2dS=R or Rxd3# dual [E.R] 
Vertical-diagonal echo [S.P.] 
25. Michel Olausson (Sweden). (a) 1.Kb3 2-3.KdS(Pd2) 
4.KeS S-7.KhS(R=Qd1) S.exd1=B(Q=Nb1) 9-
1O.Bb1(N=Bfl) 11-12.Bfl(B=Rh1) 13-14.Bh1(R=Qd1) 
lS-16.BgS for Qa1# (b) 1-3.KdS(d2) 4.Kxd6 S-
6.KfS(R=Qd1) 7.exd1=R(Q=Nb1) S.Rb1(N=Bfl) 9.Rb4! 
1O-11.Rfl(B=Rh1) 12.Rh1(R=Qd1) 13.Rh214.Rxd2 lS-
16.Rg7 for QdS#. Two different model mates. Cook in 
(b): 1-3.KcS\KdS(d2) 4.Kd6(d2)\Kxd6 S-6.KfS(Qd1) 
7.ed1=R/Q(Nb1) S.R/Qb1(Bfl) 9-12.Kb4 13-1S.Kd1 
16.Ke1(Ra1) for Rb1(NgS/QdS)# etc. [S.P.] 
26. Erich Bartel (West Germany). 1.h1=nG as=nG 
2.gxh1=nG(nGhS) bxaS=nG(nGa1)#. Neutral 
Grasshoppers in all four corners. Pity there has to be a N 
on board [AW.L). The four corners attack! [S.P.] 

27. Erich Bartel (West Germany). l.bKg3 Ke2 2.Kf4 
Kxf3# and 1wKd3 Kf2 2.Ke4 Kxe3#. All S moves by Ks 
and all different. For the record only [S.P.). 
28. Erich Bartel (West Germany). 1.hxg1 =N(BfS) 
cxdS=Q(Ra1) 2.gxh1=B(NgS) axbS=R(Qd1) stalemate. 
Allumwandlung plus. S.P. notes: bK is in check. My only 
complaint is the move order forcing. E.B. has been 
composing a fine series of (minimal length) HM2 (one 
line) AUWs in a variety of fairy genres. 
29. Charles C.Frankiss (BrasH). l.e1=N 2.Nxd3 3.Nf4 
4-6.d1=B 7-S.Bfl 9-10.e1=Q 11.0xe6 12.0gS 13-
17.e1=R lS.Re7 19-20.Bh7 21.Ng6 22.KhS 23.Rg7 for 
Gh6#. Cook: 1.Kg6 2.KfS 3.Kxe6 4.KdS S-7.exd3 S-
9.d1=G 1O.e1=G 11.d3 12.e2 13-14.Kc3 lS.Gb4 16.Kc4 
17.KcS lS.Gd6 19.Kc4 20.Kc3 21.Kd2 22.Ke1 23.d2 for 
Ge6# [LG.R.] 
30. C.M.B.Tylor (UK). l.R2-e1 *h4,h3,h2,hS,h6,h7# 
clearing the h-fi1e.Stefanos Pantazis comments: The rule 
of allowing one a move to mate one's own King seems 
unfortunate. Anyhow, the word "mate" is used in a 
different way than in almost any other fairy variety: 
"Mate" should be a :tlln&l to make a move that would 
cause the disappearance of the opposing K (i.e. "check"), 
that cannot be parried by Black. Thus I consider this the 
first genuine "mate in 0" problem that I have seen! (i.e. 
find a move that "captures" the bK). 
31. A.W.lngleton (UK). A(top) l.bKf6 Kg7 2.Kfe7 Kd7# 
and 1wKe6 Kf4 2.Kf6 Kf7#. B(bottom) 1.Kd3 Kd2 2.Kc4 
Kc3 3.Kcb3 Kb4# 1.Kb3 Ka1 2.Kc2 Ka2 3.Ked1 Kd2#. 
Note Ke1-fl gives l.Kb3 Kg2 2.Kc2 Kc1 3.Kcd1 Kd2# 
for a third echo [S.P.]. This is a new type of "supermate", 
which contradicts my statement in G&P ]ournal10 p157 
about stalemate with mutiple Kings - the final positions 
in Edgar Holladay's problems there (#131-2) are Il.Q1 

stalemate under this definition. Dr Ingleton has provided 
some notes on logical difficulties in the traditional forms 
of monomate and supermate (as discussed in Chessics 4, 
1977) but I will save these for fuller treatment next year. 
32. Alexander George (USA). (a) l.Qa3(Ra1) OeS 
2.QaS(Ke1) 000# (b) l.Qf3(Rh1) QeS 2.0aS(Ke1) 00#. 
Castling with reborn King and Rooks! QeS is a bit of a 
(necessary?) deadweight, nonetheless, nicely done [S.P.]. 

Solvers' Scores VC1 VC2 Total 
Maximum 30 2S SS 
S.Pantazis 30 2S SS 
AW.Ingleton 2S 26 S4 
LG.Richardson 21 19 40 
D.Nixon IS 12 30 
E.Bartel 19 11 30 

Puzzle 1 - Chess Dice (VC2, p17 by George JELLISS). 
If we take no account of the relative orientations of the 
symbols the problem is the same as that of colouring a 
cube with 6 colours, and there are 30 cases. Taking 
account of orientation however, and assuming that each 
symbol is placed with its base parallel to an edge of the 
cube, there are 41S times as many, i.e. 1024x30 = 30720. 
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Nxe3,Nxd1 5.b3,Ba3,Ng5,Bc4,Bf7# 1-0 
t;JI] l.d4 2.d5,Nc6 3.Bf4,Bxc7,Bxd8 
4.a5,e5,Kxd8,Bb4+ 5.Qd2,Qxb4,Kd1, 
Nc3,Qb6+ 6.Ke7,Ra6,Rxb6,Nb4,Nh6,g5 
7.e4,f4,fxe,h4,hxg,Rxh6,Rxb6 
8.h6,h5,h4,h3,hxg2,Rh2,gxf=Q# 0-1 

Puzzle 2 - Rules & Regulations (VC2, p19 by Michel 
OLAUSSON). (1) White Sld.ll..s. wrongly, and Black can, 
on the firm grounds of the sealing rules, claim the whole 
point - but in this position possibly only half the point. 
White can demand loss of points himself(!): asking that 
they obey the Laws and no one can stop W from "turning 
himself into justitia & the consequences of trespassing". 
(2) White doesn't make a move before losing on time. (3) 
It is Black's move and Black is already stalemated, so W 
does not Ilill¥: stalemate as it has been done previously. 
(4) The board has been rotated 180 degrees. (5) White 
gives up(!) before Black has claimed stalemate. (6) 
l.Ka7-b7 Kxb7 Black wins under Blitz Chess Laws -
there are FIDE regulations regarding that too! (Even 
World Championships under their organisation). Some 
players claim it is not OK to take K with K but that the 
side who has attacked K with K has lost already, simply 
by completing an illegal move. [The above solutions are 
strict in so far as they do not involve any non-chess 
circumstances - any other offers from readers?]. 

2nd UK Progressive Chess 
Postal Tournament, iv-v 1990 

Results compiled by George Jelliss 
white\black R 0 J W 
Ian Richardson \ 0 J R 4 
Barrie Oakes R \ J 0 4 
George Jelliss R 0 \ J 3 
Peter Wilson ROW \ 1 

I was disappointed that we could only muster 
four players for one all-play-all round. All the 
players were different from those in last year's 
event. Peter Wilson and Barrie Oakes, were 
new to the game. Ian Richardson got well ahead 
at one stage, but Barrie caught him up with a 
late surge to tie. My own games began with a 
stupid error. The following are all the games in 
alphabetical order of players, (notes in 
parentheses by the winner). 
!BI1.e4 2.e5,Nh6 3.Bb5,Nf3??,a4 intended 
Nh3 of course 4.Bc5,Qh4,Qxf2# 0-1 
~ l.e3 2.e5,Nh6 3.Qg4,Qg5,Qxd8+ 
4.Kxd8, b6,Ba6,Bxfl 5.K"Xfl ,Ke2,a4,Nh3,d3 
6.Ba3,Bxb2,Bxa1 ,d5 ,Kd7 ,a5 
7 .e4,Bxh6,Bxg7 ,Bxh8,f4,Na3,Nb5 
8.c6,cxb5,b4,b3,bxc2,c1=Q,Qxh1,Qxg2+ 
9.Ke3,f5,Nf4,Nxg2,Nf4,Nxd5,Nc7,Nxa8, 
Nxb6+ A draw surely? But Ian has an 
ingenious reply: 10.Kc6,Kxb6,Nd7,Nf8, 
Ng6,Nxh8,Ng6,Nf4,f6,Bd4+ All squares of 
the 5th rank guarded to stop wK getting 
through! 1l.Resigns. 0-1 
..., l.e3 2.e5,f6 3.a4,Bb5,Nh3 4.Ne7,Nf5, 

~ l.d4 2.d6,Nf6 3.e4,e5,exf6 
4.Bg4,Bxd1,gxf6,Kd7 5.Kxd1,Bh6,Bxf8, 
Bxe7,Bxd8 (Robbing Black of Q and both Bs, 
but leaving K in back rank) 
6.Nc6,Ne5,Nf3,Re8,Re1# 0-1 
[,X4\11.e4 2.e5,Nh6 3.d3,Bg5,Bxd8 
4.Kxd8,Nf5,Ne3,Nxd1 5.Kxd1,Nf3,Nh4, 
Ng6,Nxh8 6.a5,a4,a3,axb,bxa1=Q,c5 
7.h4,h5,h6,hxg,Rh6,Rc6,gxf=Q# 1-0 
[aJ1.e4 2.e6,Be7 3.d4,f4,Ke2 
4.Bg5,Bxf4,Bxc1,Qh4 5.Qxc1,Qf4,Qxh4, 
Qxh7,Qxh8 6.Ke7,Nh6,d5,Bd7,Na6,Rxh8 
7 .g4,g5 ,gxh6,hxg7 ,gxh8=Q,Kf2,Bxa6 
8.e5,exd4,d3,dxc2,c1=Q,Bh3,d4,Qe3# 0-1 
~ l.e4 2.e5,d5 3.d4,Bg5,Bxd8 
4.Bg4,Bxd1,Kxd8,Bh5 5.g4,gxh5,Nc3, 
Nh3,Kd2 6.Nh6,c5,Nc6,Kd7,cxd,dxc+ 
7 .bxc,Ba6,Bxb7 ,Bxa8,Ng5,exd,Bxc6+ 
8.Kc7 ,Bd6,e4,Rb8,Rb 1,Nf5,N g3,Bf4# 0-1 
' •• 1\'.4 l.e4 2.e5,f6 3.a4,Bb5,Nh3 (Cf. Jelliss 
v Mancini ve2 p23 - Peter mustn't have been 
aware of this game, as the rest is almost 
identical) 4.c6,d5,Bg4,Bxd1 5.Ng5,Ra3, 
Rc3,Rxc6,Re6 double check# 1-0 
iD]1.e4 2.e5,d5 3.d4,Bg5,Bxd8 
4.exd4,d3,dxc2,cxQ=Q+ 5.Kxd1,Nc3,Nf3, 
exd5,Bxc7 6.Bf5,Na6,Nxc7,Nxd5,OOO, 
Nxc3++ 7.Ke1,Nd4,Ne6,Rd1,Rxd8# 1-0 
W'." l.e4 2.e5,d5 3.d4,Bg5,Bxd8 
4.Bg4,Bxd1,Kxd8,Bh5 5.g4,gxh,exd,dxe,Nh3 
6.Nf6,Ne4,Nc3,Nc6,Nd4,Nf3# 0-1 
l\'ii~ l.e4 2.e5,f6 3.Bc4,Bxg8,f3 (Patrick 
Donovan's idea - if B. .. xQ, Ns out, B# on f7) 
4.Rxg8,g5,d5,b6 (If W takes Q, Black has 
several chances of mate with a combination of 
Bs, Ps and R) 5.g3,exd5,d6,dxc7,cxd8=Q+ 
6.Kf7,Ba6,Bc5,g4,gxf3,f2# (despite White's 
two Qs!) 0-1 

A Continuous Tourney for Progressive Chess, 
open to UK residents only is proposed. Those 
interested please send ssae to G.PJ. 

Further games from the AISE Team Tournament 
postponed to next issue due to lack of space. 
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Progressive Chess 
David Pritchard writes: 
Norman Macleod is wide of 
the mark on Progressive Chess. 
He says that a check before the 
last move of a series is 
"illegal". Illegality suggests 
legality, and if there is any, 
then it is [in] the first recorded 
rules of the game. These were 
given by E.Znosko Borowsky 
in 1947, and state: "des qu'un 
jouer fait echec, il renonce a la 
suite de coups qu'il avait 
encore le droit de jouer dans sa 
serie" [As soon as a player 
gives check, he renounces any 
following moves that he has 
yet the right to play in the 
series] - which is how almost 
everyone has been playing the 
game ever since./Comparing 
this with the AISE rule, 
Norman says " ... as far as the 
game is concerned it makes 
very little difference". I think 
most players would disagree 
with that. In fact, the AISE 
rule, which prohibits check 
until the last move of the 
series, is not infrequently the 
source of entertaining games, 
often by threat rather than 
execution. One of several that 
spring to mind is Dipilato v 
Leoncini (Italian Corre
spondence Progressive Chess 
Championship, 1986): l.d4 
2.Nf6, d5 3.e4, e5, Bb5+ 4.c6, 
Ne4, Kd7, cxb5, 5.Nc3, Nxe4, 
Ke2, f4, Nc5+ 6.Kc7, Bf5, 
Bxc2, f5, b6, Bxdl + 7.Kd2, 
Kc3, Kb4, Na4, Nxb6, Ka5, 
Nxa8!lNorman rightly says that 
AISE rules open up very 
interesting possibilities for 
problems, but omits to say that 
his, and almost all similar 
problems are illegal - the only 
position in Progressive Chess 
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in which a 1, 2, 3 sequence is 
possible is the starting position. 
That's a cavil, of course, but it 
emphasises that game and 
problem rules should not be 
forcibly reconciled. 

Draughts 
Paul Yearout comments: In 
your 1st issue you asked if 
Draughts was a CV. I say Yes. 
The evidence is meagre, but 
that's usually true of the 
history of chess. First, the 
move of the K (in Draughts 
that is) is the move of the 
Chaturanga piece that ulti
mately turned into the Q (in 
Chess that is). And the French 
name for Draughts is the Game 
of Queens [Jeu de Dames]. 

Rifle Chess 
Ken Whyld has unearthed 
more details on the inventor of 
Rifle Chess: William Buehler 
Seabrook was born 22 ii 1886 
in Westminster, Maryland, 
USA. He became an explorer, 
and in due course an alcoholic. 
He wrote various books, 
including, in 1935, one called 
Asylym, an account of his 
experiences in an alcoholic 
asylum. On 20 ix 1945 he died 
in Dutchess County, New 
York, from an overdose, aged 
59. The information comes 
from New York Times 21 ix 
1945 p.22 and Who was Who 
1941-1950 pp.l035-6, and is 
the result of research by K.W. 
at the Colindale Library and by 
Jeremy Gaige in the USA. 

Our knowledge that 
W.B.S. invented Rifle Chess in 
1921 is based entirely on an 
article by T.R.Dawson in Fairy 
Chess Review viii 1947 p.94 
where he reports receiving a 
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galley proof of the "Rules for 
Playing Rifle Chess" from 
W.B.S. in October 1921. In 
response Dawson composed 
four Rifle Chess problems 
"which Seabrook and the 
master, F.J.Marshall, solved 
together and found remark
able". Unfortunately the galley 
proof is not now in the BCPS 
Archive. Here is one of 
Dawson's problems: 

Shogi 
Correction to VC2 p.15: It is 
Pawns (not Lances) that may 
not be two to a file. 

Solutions 
'#1qO'Z S/9qd 1BO'1 (q) #SP(yz 

(~mldB:J WUUB:J d) S/9Qd ZBO'1 (B) 
(9£'d) Ss;}q;) ;}Drn 

'(ZJX)IQ SB ~lBUI lOU SBM. 
v/OX;) TBU!~!l0 ~ql uI) #ZPW/v1XJ 
/OX;)/9B'TZ (+SJ'l ':JU!) ~u!l u!d 
~uoTB S~J\OUI 'l/S1W1£.JW/l~XW (#1B'l 
lB~lql) LB'l'1 '0 (TBnp ou S! ~l~ql 

XOpOqllO S! l! 1! lnQ - TBnp "lOU!UI" 
B - S~lBUI oSTB o~ Ol UO!lOUIOld 
'o~ B S! ~UIB~ S!ql U! "u~~nO" 

~ql JI) #;)=8qx:J/#A=8:J'Z 8qAl9~A 
(#W=8:J'Z lB~lql) LP)l'1 ';) #SP/#9~ 
l#zqX;)'Z Sq;)lvq;)/£:JXJ (#£qX;)'Z 
lB~lql) m;)'1 'R #tBA/#£P)l'£ 
£~/1.J)1 £~O/Z:J)I'Z IP)l/Z~)I SQA'1 'V 
OBd/UoUUB;)=;) (6Z'd) S;};);}!d ;}S;}U!q;) 

The master for this issue has been 
produced on a word processor, 
Next issue out 15th September. 
Deadline for news 15th August. 
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In this. issue: The Royal· Game, Chessgi,KiwiCheckers, 
tno.()f Progressi"es, Progressive Circe,Problems; .. 
&ubscription1991 (4 16-page issues): £5 ($10). 

Notes on Generalized Chess - 4 

The Royal Game 
by George JELLISS 

So far we have plunged into 
the subject of Variant Chess 
without defining some of the 
basic concepts. I have been 
asked to remedy this defect, so 
here goes. Write to let me 
know if you have other views. 

Definition of Chess 
In his History of Chess of 
course HJ.R.Murray defines 
chess historically: "I include 
under it all the games which I 
trace back to the Indian 
chaturanga, and all the freak 
modifications that have been 
attempted from time to time". 
For our purposes this is too 
vague. Is it possible to modify 
all the rules of chess to any 
extent and still call the game a 
form of chess, or are there 
certain features that must be 
retained? My own view is that 
the one essential for chess is 
the presence of a "royal" piece. 

Royalty and Check 
A royal piece is one that may 
not, after a move by its player, 
be left "en prise", i.e. in a 
position where the opponent 
can capture it. 

A royal piece that could be 
captured if it were the 
opponent's turn to play is said 
to be in check. We also say 
that the player of the royal 
piece is himself in check, since 

he is obliged to make a move 
that will annul the check, and 
is thus generall y restricted 
more in his choice of moves. 
In many languages chess and 
check are the same word. 

In this definition, the term 
" t" 11 cap ure usua y means the 
removal of a piece from the 
board, though variants may be 
worth investigation in which it 
is given other interpretations. 
The rule implies that a royal 
piece is never actually taken. 

A move in accordance with 
the laws is a legal move, and 
the rule about royalty is one of 
the laws of chess, so a move 
that places or leaves its player 
in check is illegal. 

Checkmate & Stalemate 
A position in which there is no 
legal move, is a mate. If the 
player to move is in check the 
position is a checkmate, if not 
it is a stalemate. [The term 
" t" + 1 ma e unlortunate y tends to 
be used also as an abbreviation 
for "checkmate", so that its 
own meaning gets lost.] 

A special type of mate is a 
lock in which no move is 
possible (i.e. considerations of 
avoiding self-check are not 
involved). Lock with check is 
checklock, a special case of 
checkmate, while lock without 
check is deadlock, a special 
case of stalemate. In checklock 
a player is forced to leave his 
King in check - but this is not 
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an illegal move, since it is not 
a "move" at all. 

W.Heidenfeld BCM iii 1956 
Simplest checklock position. 

I ~ ~ ?%. ~'~;I 
.~~ ~t:% ~ wo', 
~. ~ 00. ~ 
~ ~J..~J..%W w. W. - :Cb:3/. - /_/ 

~ .%.~ .~~{~ .~~~ 
/'?//. /// ;W; - /~.!~ , 

[A game can also end in non
mate positions, where legal 
moves are still available, e.g. 
by resignation, degeneration, 
agreed result, or repetition.] 

Win, Loss or Draw? 
It is not always clearly 
recognized that the laws about 
how a game ends can be 
separated from the laws that 
determine who wins, or 
whether the honours are even. 

According to the current 
laws of orthodox chess the 
checkmate finale (including 
checklock) is a win (for the 
player who made the last 
move) while stalemate is a 
draw. This is not necessarily 
always the case in variants. 

For many years in England 
(c.1614-1808) stalemate was 
counted as a loss (for the last 
player) i.e. the stalemated 
player won! On the other hand , 
those who advocate that the 
AIM of the game is capture of 
the King, and that we only 
stop short of this to placate 
Royalist susceptibilities, must 
realise that this would imply 
that stalemate is a win. 
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A good case has also been 
made for checklock to be 
considered a draw. Other ways 
of winning may also be 
alowed, e.g. in Shatranj a win 
by "Bare King" applied. 
Misere Variants 
Most games can also be played 
in a misere form in which a 
win counts as a loss and vice 
versa. The aim in Misere 
Chess is known as selfmate, 
i.e. both players play to be 
checkmated and to avoid 
gIvmg checkmate. This may 
not be a practical variant for 
actual play, but selfmate 
problems date from early 
times, e.g.: 

Bonus Socius c.1285 
Selfmate in 13, Fers h2. 

it{~it~ ~ ~ 
'~!f~ ~ Wf. 
m~~Wd. 

~ '® ~ ~ 
®. ~ ~ ~ 

~ ~ W2 ~~ 
~ ~ ~ ~ @.~@.~. 

~ ~ ~ ~rn 
l.Nc6 Kb6 2.Na5 Kb5 3.Nc4 Kb4 
4.Na3 Kb3 5.Nc2 Kb2 6.Nal Kbl 
7.Rc-b8+ Kc1 8.Ra2 Kdl 9.Nb3 Kel 
1O.Rd2 Kfl Il.Rc8 Kel 12.Re8+ 
Kfl 13.Rg2 PxR# (reduced from 15 
to 13 moves by W.Lewis in 1827). 

A more practical form of 
misere chess is Reflex Chess, 
invented by B.G.Laws in 1880. 
This has the extra rule that 
either player must checkmate 
in one if able. 

N.M.Gibbins The Problemist 
iii 1930. Reflex# in 2 

l.Bbl (threat 2.Rg6 for Rh7#) 
1...Ke7/8 2.Rb/d6 Rc/f8# 

1...Rxc/f6 2.Rf5/c2 Rxh6 etc. 

VARIANT CHESS - 4 

Various forms of Losing 
Chess are played, using the 
"must-capture" rule (but if the 
aim is simply to lose all your 
pieces first - the King being 
non-royal - as in the Italian 
Vinciperdi - then this is not 
chess at all under my 
definition - more draughts). 
Pinning 
One of the orthodox laws 
states that a piece that stands 
in the way of a check to an 
allied royal piece, i.e. a pinned 
piece, can still give check to 
an opposing royalty. (The 
argument for this being that if 
the pinned piece is allowed to 
make the capture of the 
opposing royalty, then the 
game ends before the counter
capture can be made.) 

In Pin Chess the contrary 
rule applies: pinned men do 
not check. According to 
T.R.Dawson there was a 
sustained correspondence on 
this rule in Westminster Papers 
1872-5. "Rusticus" (i 72) 
quoted an instance of it in 
actual play, "Civis" (ii 72) 
upheld the idea, "Suburban" 
negatived it humorously. 
"Puzzled" (xii 73) raised it 
again, and S.J.Stevens, City of 
London Chess Club, (xi 75) 
gave a clear enunciation of the 
rule (which is hence sometimes 
known as Stevens' Principle). 

J.P.Taylor Chess Chips 1878 
Checkmate in 2, Pin Chess 

~rn~ ~~~ 
~~ ~~~~ ~ "", ~~ ~ ~~ 

:--"" ~:-.,'.; );&" ":-"'.; ~~ :--~ '.\\YI,' ~~ 
:-.,~, .~" """,!~ >-~ 
~ ~ ~~~ 

~ ~Yfi~~ ~ ~ 
~ ~at~2 ~ 

~~~ ~~ ~> ~ .""",,-: ~"'" .'. ,'~ ~:~ 

~ ~it~~ ~I 
l.Kc7 (threat Qe4#) Nd5+ 2.Bc4# 
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Brunner Chess 
In this variant releasing your 
royalty from check takes 
priority over capture of the 
opposing King. 

E.Brunner FCR vi 1939 
Checkmate in 2 

--~ ~- ~it~ 
~ ~ ~ ~ ~ ~0. ~0. ~ 
~ ~~it~~~%% w. /"Y. /,,;/' - W. 

{(2. ~ ~ ..~ 
~ ~.~ ~ 

~~~.~?;W }~ @. %"1::: % 
~ ~ ~rn~ 

~«t ~ ?% ~ a~ @ ~((, __ @ 

l.Qxf6+ Kxf6(into check)+ 2.Rxg6# 
This "impossible" mate with two Rs 
and N is famous as shown by Sam 
LDyd in an engraving in American 
Chess Journal 1876 which has the 
master Harrwitz pondering a board 
with this absurd position upon it. 

Checkless Chess 
The rule of this variant is that 
no player may check except to 
check-mate. [Invented c.1830 
according to Anthony Dickins.] 
This leads to some tricky logic, 
as in the following example: 
H.Stapff Einfuhrung im die Mar
chenschach 1948. Checkmate in 2 

l.Rf3 Rf8 2.Bc7# (now 2 ... Ke7 is 
illegal, since it is check, not 
checkmate since w has 3Nc8#!). 
1...d62.Nc6#! 1...exf 2.Bc7# 
Royal Leapers (cf VCl p8). 
In the above account I have 
avoided using the name "King" 
for the royal piece, since in 
general a royal piece can have 
moves of any kind, not just 
those of the orthodox King. 
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The King is the smallest 
royal leaper that cannot be 
stalemated by an opposing 
leaper of the same type (on a 
rectangular board). It might be 
worth investigating others with 
this property, e.g. Wazaba 
(1,0)+(2,0), Caliph (1,0)+(2,2), 
Prince (1,1)+(2,1), Templar 
(2,0)+(2,1), Alibaba(2,0)+(2,2) 
or Hospitaller (2,1)+(2,2). 

Single-pattern royalleapers 
can always stalemate their 
opposite number. 

Examples: Fers (1,1), 
Dabbaba (2,0), Knight (2,1): 

Royal Fers 
J.Hartong PFCS viii 1932 

Stalemate in S 

::'I~ ~ ~ %. ~w. w. Wo ~ 
00 ///~ W ~ 
~%3.~W 
~~ ~ ~ 

~."'~ ~ ~. 
~ ~!~ ~ Wo W. 0:% W. 
~t0~~~ /%. @. ~"" @. 

l.Fd5 Fb7 2.Fxe4 Fc6 3.Fd3! Fd5 
4.e4+ Fe6 5.Fc4 Ff7 6.Fd5 Fg6 7.Fe6 

Fh517 S.Ff517 = 
Royal Dabbaba 

T.R.Dawson FCR 1949 
HM2 (b) fS-f4 (c) further -f7 

~~(~~% '//:1. ~ "'/. ~ 
rd§. ~ ~~ Wi 
~w.~~ 

Ca) l.Df4 Bd6 2.Dh4 Bg3# 
(b) l.DfS Ne5 2.DhS Ng6# 

(c) l.DfS Bh6+ 2.DhS Bg7# 
Royal Knights 

T.R.Dawson Hamburg Correspondent 
15 vi 1926. Checkmate in 2. 

l.e6 with 6 self-blocks. 

VARIANT CHESS - 4 

Royal Riders (cf VCl p9). 
Here are a couple of examples: 

Royal Bishops 
T.R.Dawson FCR x 1949 

HM2 b, c, d-files; HM3 g-file 

~~. ~ ~!~ 
~,~ ?~! m @. 
/.~~!~ ~!~ 
~!~~ ~~ ~~ 
//~.' ~ ~ 
~ ~ :-%. ~(% 
~~~ ~~///~ ~ 

W. /F//. W. Wo 
~ W~ ~ ~~. 

(b) l.Bf8 Bf4 2.Rc5 Rf7# 
(c) l.Bf8 Bd2 2.Ne7 Ne6# 
Cd) l.Ba2 Nb3 2.d5 Nc1# 

(g) l.Nf6 Bd4 2.BhS PxN 3.Rg7 
PxR# change of axis. 
Royal Nightriders 

T.R.Dawson & C.E.Kemp 
FCR 1949 & 1950. HM2 

(b) all down 1 (c) Qb5 Nh-h5 

~ ~ ~ ~ 
~ ~ ~ ~ 
~ ?W ~ :-~ ~ ~@'J. 

.~ ~ ~ '. 
~~ ~w. ~-0 . 
@J.~~~ 

~ ~ ~ ~ 
rfj :.<M(; ?W ~ W. ~/. W. W. 
~W~~%§. 

(a) l...Na2+ 2.NgS Qg5# 
l.Nf5 Nf3 2.Nb7 Qd5# 

(b) l.Nf4 Nf6 2.Nb2 Qd4# 
Cc) l...Nc3 2.Ng7 Qe5# 
l.Nf6 Na2 2.NgS Qg5# 

In chess with pieces that can 
pass through intermediate 
squares a passing check is 
possible, i.e. one that occurs 
during a move but is not 
evident at the beginning or 
end. This can occur, for 
example, (1) when a piece 
passes through a square on 
which, if it stopped, it would 
check, (2) when a pinned piece 
or front piece of a battery 
moves off the line and back 
again (e.g. in games with 
curved-path pieces such as the 
Rose), (3) when a line-moving 
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royal piece (e.g. a Bishop or 
Nightrider as here) passes over 
a guarded square. Passing 
checks of type (1) are allowed 
freely in orthodox chess, so it 
is usual to allow passing 
checks unless specifically 
barred. Royal riders can be 
made easier to catch by 
specifying the non passant 
rule: i.e. checks of type (3) are 
barred, the royalty may not 
ride through check. (This 
applies to the orthodox King in 
its special castling move). 
Royalties of Various Types 
Protean pieces take the powers 
of those they capture, losing 
their previous powers (but 
retaining qualities such as 
royalty and proteancy). 

Protean Kings 
J.Niemann FCR 1945 (version) 

Helpmate in 4 

@r$rffi;J//. @.~m.~0 
;~~~?W~ ,,,/,~/~,,%,,W.~i'·/.~; 
~ ~ 0.0 ~./ 

Wh W 0".0;: W./ 
~ ~:i. ~;;; ?,~j 
~ ~ ~ ~ w. w. ~« w. 

~. ~ ~ ~1 . ;.0. W. ;/.0. /;.;,:,-. 
~ ~ ~-:~~ w. w. 0.:~ - ////. 

I~ ~ ~ ,~tl 

l.Rg5 Bgl 2.KxB=RB KxR=RR 
3.RBa7 RRb5 4.c5 RRb7# 

Protean Kings - non passant 
P.Schlensker Schach-Echo 1954 

Checkmate in 2 

1~~Wi.-~l 
'~ ~ ~ 'fi~ !;/Y~. @ @. ~,,; 
~. %; ~J1%; '///% ~. ..._/. //// 

2? ?:0: ?:0: ?'; /(//. ~ i~ ;;:~; 
~ ~ ~~ ~~ ?'/0 . 0',-% :.->;//. /'//.c 

':;'~; /m~ '7'/./ W~ 
~~/. ?#; @ ~ 

l.Re5 KxR=RR/KxN=RN/KxP=RP 
2.Kd4/BfS/Rg5# 

Multirex or Rex Multiplex 
Multiple royal pieces lead to 
complications, such as several 
types of checkmate. This is a 
subject for a future article. 
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Chessgi 
by Paul NOV AK 

East meets West in this cross 
between Chess and Shogi, the 
Japanese version of Chess -
where captured pieces change 
sides and are yours "in hand" 
to place on any vacant square 
in lieu of making a normal 
move - and check, or mate by 
the placed piece is not barred. 

The supplementary 
rules are: You can't drop 
Pawns on the 8th rank (but you 
can on the 1st - where they 
have the basic Pawn powers, 
and the double step option); 
You can't castle with a 
"nouveau Rook" (i.e. it must 
be the original Rook); And a 
promoted Pawn keeps its new 
piece identity for good (unlike 
in Shogi where it reverts to a 
Pawn again on capture). 

EXAMPLE GAMES 
(In these games, placements 
are marked by an asterisk; and 
it helps to have two identical 
chess sets, as captured pieces 
have to change colour!) 

AISE Postal 
. C. ARNO vG. GALLOZZI. 

1. e4 e6 
2. e5!? 

Unusual but not necessarily 
bad - the only try at refutation 
would be 2 .... d6!? 

2. d5 
White can now transpose back 
into a norn13l French. 

3. d4 cS! 
4. Nf3 Nc6 

So it's a French defence after 
all, which seems to be an 
Italian speciality. 

5. Bb5 Qa5 
6. Nc3 Bd7 
7. dxc5!? Bxc5 

If 7 .... NxeS 8.NxeS BxbS 
9.Bd2 +/-

8. Be3!? Bxe3 
9. fxe3 Nxe5? 

losing a piece [This game was 
printed in the AISE bulletin, 

VARIANT CHESS - 4 

where Black got a ! for his 9th 
and !! for his 10th - Paul 
obviously disagrees. M.H.] 

10. Nxe5 Bxb5 
11. N*d6+ Ke7 

! ~ ~-Wi t ?~~:3. 
~Ji.1.W '~.1.*-~.1. /"/. - ~m. ... ,.,./: - /,,;.;:-
~ ~!W .~) :/'..-0, / •• Y. //0. »~. 

~~6l'~! ~~ W ,..,./.- Wo .... " w . 
. ~ ~ ~ .%..~. 

W ~1.~~ W %%.% ~r/\w ".\~ @.Z' 
~i~~~ ~~i~ 
/~ .~~.~-.~~ 

12. Nxb7? (12.NxbS 
wins easily) 12. ... *f2+? 
Black has an inspired idea, but 
plays the moves in the wrong 
order! Instead Black must play 
every move with check, or he 
himself will get mated: indic
ated was 12 .... Qxc3+!! Black 
has no choice but to sacrifice 
the Queen (if 12. ... Qb6 
13.B*d6+ Ke8 14.NxbS wins 
or 13 .... Kf6 14.Qf3 mates) 
13.bxc3 *f2+ 14.Kd2 (14. 
Kxf2? N*e4+ lS.Kf3 B*e2+ 
16.Qxe2 Bxe2+ mating next 
move) N*e4+ lS.Kc1 B*a3+! 
(to stop White playing *d6+) 
16.*b2 B*d6! (in my opinion 
the best move in a very 
difficult position for Black). 

17.Nxd6 Bxd6 18.Nd3! 
N8-f6! White is 8 points up 
on material by my count (Q=8, 
R,B,N=3, P=l) but Black has 
some attack and active pieces: 
19.*eS? BxeS 20.NxeS *e2! 
and White doesn't have 2l. 
Qxe2 Bxe2 22. Q*d7 mating 
because of the Nf6. 

Worse for White is 
17.bxa3? BxeS 18.*d3? 
(18.*d4? *e2!) Bxc3!! 19.dxe4 
*b2+ 20.Kb1 bxa1=Q#. Or if 
17.*d3 *e2!? 18.Qxe2 BxeS 
19.bxa3 - unclear. Back to the 
game! 

13. Kxf2 Qxc3 
This should lose, so should 
anything in this position. 

October - December 1990 

14. B*d6+ Kf6 
This allows forced mate, but 
14. ... Ke8 also loses to 
lS*d7+! Bxd7 16.bxc3. 

15. bxc3? a double 
mistake, as White can' mate 
with lS.Qf3+ N*fS 16.*gS+ 
KxgS 17.h4+ Nxh4 (Kf6 or h6 
18.gS#) 18.Nxf7+ Kg6 19. *hS# 
Now he himself gets mated: 

15 N*e4+ 
16 Kf3 B*e2+ 
17 Qxe2 Bxe2+ 
18. Kxe2 Q*f2+ 

White resigns, with mate next 
move. Quite a few mistakes, 
but some imaginative "Chess
gic" ideas. It is easy to criticise 
someone else's play in the light 
of hours of armchair analysis -
let's see how well I do when 
it's my turn to play the moves. 

Match 1990 
. D. MURPHY v P. NOVAK. 

1. d4 e6 
2. Nf3 b6 
3. e4 Bb7 
4. Bd3 h6? 

This move loses a tempo and 
weakens the King-side 
better Nf6 at once. 

5. 00 Nf6 
6. ReI Be7 
7. c4 d5 
8. Nc3 

~ ~~~ ~~~ %0 ~~ - ... ~/. ~~/. - W. ~~/. 
;;~ 6l ~~ ~6~.1 ~~ 
~~ - ~"% ;~~. - j;;'l. 

~~ ~.1 ~~ ~~ 
~ 'u"y;0 /;:~'~/.~/'~/ 
~ w.- ~ ~;/. 

W 0'% 0'0 ~ w.~ ~d~~. @ 
~ ~iJ~~f%~~ 
r~~'''y.~ ~\~ 0.~~ 

/n/. % /oz ~ /"Z 

;~ ~Y!i~ ~~ .. /, @ ;;w/ @ 

8. dxc4? 
The wrong Pawn to capture; 
correct was 8... dxe4! e.g. 
9.Bxe4 Nxe4 or 9.Nxe4!? 
which is risky as it allows 
9 ... *g4! 10.Nxf6+ (10.Nh4? 
Nxe4 or 10.NeS? Qxd4 
1l.Nxg4 Nxe4 - Black wins 
material) 10 .... Bxf6 
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(10 ... gxf6? 1l.Nh4! +/- e.g. 
l1. .. fS? 12.NxfS exfS 
13.N*g7+ Kf8 14.NxfS threat 
*g7+ or 11...Qxd4 12.Rxe6!! 
g3 13.Rxe7+ Kd8 - complex 
but it must be +/-) ll.NeS 
Qxd4! 12.Nxg4 Nd7 =. 

9. Bxc4 Nbd7? 
Initiating an ill-conceived 
counterattack which loses. 

10. *eS! Nb7 
11. dS! *g4. 
12. Nd4 NxeS 

If now 13.dxe6? cS! 14.BbS+ 
Kf8 lS.NfS =. Or, as I'd 
planned during the game, 
13 ... Qxd4 14.Qxd4 N*f3+ 
lS.gxf3 Nxf3+ 16.Kh1 Nxd4=, 
e.g. 17.exf7+ Kd8 18.*g2 *f3! 

13. BbS+ KfS 
Black is busted. 

14. Bf4 Ng6 
or 14 ... Bf6 lS.BxeS BxeS 
16.N*g6+! 

IS. Qxg4 eS 

lS ... *eS is no better, nor is 
lS ... Nxf4 16.Qxf4 *f6 17.*g6! 

16. Ne6+ fxe6 
17. Qxg6 exf4 

17. ... *f7 18.N*d7+ Qxd7 
(18 ... Kg8 19.dxe6! fxg6 
20.*f7#) 19.Qxf7+!! Kxf7 (not 
19.Bxd7 fxg6 20.dxe6 N*gS!) 
20.Bxd7 mating. [Murphy] 

17 .... N*h4 18.Qxe6! 
*f7 (if 18 ... exf4 19N*d7+ 
wins) 19.N*d7+ Kg8 20.*g6!! 
Nxg6 2l.Qxf7+ Kxf7 22. *e6+ 
Ke8/g8 23. *f7# [Murphy]. 

18. dxe6 NgS 
19. N*d7+ Qxd7 
20. Bxd7 N*d6 
21. *f7! 

with the double threat of 

VARIANT CHESS - 4 

22.Q*e8 mating and 22.QxgS 
hxgS 23.N*g6# 21. ... B*bS 

22. QxbS g6 
23. Qxg6 1-0 

Some careless play by me 
punished in very convincing 
style by David. 

Here are a few more games 
~Selected by G.PJ.t .C:Jgtl •• :u.]IJ~. 

NOST 1980 (Eteroscacco 49) 
l.e4 eS 2.Nf3 Nc6 3.Bc4 Nf6 
4.00 Nxe4 S.Qe2 dS 6.BxdS 
QxdS 7.*c4 Nd4? (should play 
7 ... Qd6) 8.Nxd4 Qxd4 9.N*f3 
B*g4? (9 ... Bc8-g4) 10.Nxd4 
Bxe2 11.N xe2 Bd7 (prevents 
12.Q*bS+) 12.Q*dS Q*c6 (if 
Bc6 13.B*bS) 13.QxeS+ Qe6 
J4.Qxe6+ Bxe6 (fxe6? lS. 
Q*hS+ g6 16.QeS) lS.Q*bS+ 
Q*c6 16.Qxc6+ bxc6 17.Q*b7 
Q*c8 18.Qxc6+ Black resigns. 
ID~,."~(·i'.D;~iia.I' 

AISE Heterolympics 1989 
l.e4 e6 2.d4 dS 3.eS cS 4.dxcS 
BxcS S. *d4 Bb6 6.BbS+ Bd7 
7.Bxd7+ Qxd7 8.Qg4 f6 9.B* 
hS+ B*f7 10.Bxf7+ Qxf7 1l. 
B*a4+ B*d7 12.Bxd7+ Nxd7 
13.B*g3 fxeS 14.dxeS B*hS 
lS.Qa4 Ne7 16.Nh3 *e4 
17.Nc3 a618.NbS *c7? 19.*d6 
NfS 20.NgS Qg6 2l.Nxc7+ 
Bxc7 22*f7+ Black 

~ ...... =1"I'J':i 
AI SE Heterolympics 1989 

l.e4 eS 2.Nf3 Nc6 3.Bc4 BcS 
4.c3 Nf6 S.d3 d6 6.NgS 00 
7.h3 h6 8.Nf3 Qe7 9.Bd2 Be6 
10.Nh4 Bxf2+ 1l.Kxf2 Nxe4+ 
12dxe4 Qxh4+ 13.g3 Qxe4 
14.B*d3 Qxc4 lS.Bxc4 Bxc4 
16.Bxh6 N*e4+ 17.Ke3 B*f2+ 
18.Kxe4 B*g2+ 19.KfS Be6+ 
20.KgS f6+ 2l.KhS *g6+ 
22.Kh4 *~+ 23.White resigns. 
.a~(·~"H;"iia ••• 

AISE Heterolympics 1989 
l.e4 e6 2.d4 cS 3.dS Nf6 
4.dxe6 fxe6 S.eS NdS 6.c4 
Nb4 7.Nc3 dS 8.a3 Nc6 9.cxdS 
NxeS 10.QhS+ Nf7 1l.dxe6 
Bxe6 12. *fS Resigns. 
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. F.FAHYS v R.CASSANO . 
AISE Heterolympics 1989 

l.d4 dS 2.c4 dxc4 3.Nf3 c6 
4.Qc2 *dS S.Bd2 g6 6.b3 BfS 
7.Qb2 cxb3 8.axb3 *e4 9.NeS 
f6 10. *f7 mate! 

Kiwi Checkers 
Michael Keller of World Game 
Review sent a copy of the rules of 
this game, invented by John 
Bosley of 27 Melanesia Road, 
Auckland 5, New Zealand. (Write 
to him for further details). It is a 
type of "Draughtsgi"! 

Twelve stackable checkers are 
needed on each side, preferably of 
the type that are used for Reversi 
(Othello) that can be turned over 
to change their colour when capt
ured, else you need an extra set. 

A single checker is a Kiwi, a 
stack of two checkers a Tui 
(Two-ey, get it!), and a stack of 
three is a Moa (More-er?); Kiwi, 
Tui and Moa being New Zealand 
birds of increasing size and rarity. 
Kiwi and Tui both move like 
ordinary Draughtsmen, but the 
Moa like the Draughts King. 

The game starts as for Draughts, 
except that your back rank is 
vacant and the four checkers are 
placed instead on top of the 
pieces in the second rank. 
Capturing is compulsory, and a 
player must make the move that 
captures the most pieces. 

[The term "piece" is used ambi
guously to mean checker or stack, 
but I think it means checker here. 
I can see this rule leading to 
disputes if there is not a careful 
count before a capture is made.] 

The captured checkers can be 
re-used, a "drop" being of 1, 2 or 
3 checkers on a vacant cell or to 
promote a Kiwi or Tui to Moa 
[there does not seem much point 
in promoting Kiwi to Tui]. This 
promotion can take place on any 
cell, not just on the 8th rank. 
Capturing has precedence over 
re-entering of pieces. 
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A Trio of Progressives by Malcolm HORNE 

1.Randomized Progressive Chess 
This very interesting sidestep to the normal 
Progressive game (see VC1, plO) is played with 
the same rules, but at the start of play all the 
back rank pieces are placed in random order, 
e.g. Nal/a8, Qb1!b8, and so on. It is best, 
however, to ensure that each side has two 
Bishops which run on opposite colour squares. 

You can of course do exactly the same thing 
with orthodox chess, and almost any computer 
program will happily give you a game. It gets 
rid of all opening theory, and it is quite 
interesting, if not spectacularly so. What will 
generally happen is that the game will, after a 
time, unravel into what looks like an ordinary 
chess game, and there mayor may not be a few 
fireworks along the way. 

But when you try the same trick in 
Progresive Chess, it transforms the game, and 
introduces a wide range of new tactical motifs 
and original mating patterns. 

The fact that opening theory is dispensed 
with is also arguably a plus. Of course, the 
study of openings in the normal Progressive 
game can be and is of interest, but a player who 
is armed to the teeth with theoretical variations 
(or who, like me, has access to various Italian 
bulletins!) has a decided advantage over a less 
well prepared player, and may easily be able to 
virtually win the game with an advantageous 
book line. 

The same is true of orthodox chess, but to 
much less extent. In Progressive the range of 
openings is narrower, and you cannot sit back 
and play quiet non-committal moves. I have 
never thought that too much opening theory 
spoils orthodox chess, but I do think it may 
spoil Progressive. An answer is Randomization! 

An example game: the back row order runs 
from a to h-file on each back rank. I prefer 
Black's pieces to mirror White's, but "total" 
randomization is another possibility, or indeed 
independent choice by both players. Note that 
in this game all the squares in front of the King 
are protected (contrasting with the unprotected 
f2/f7 in the normal game). 

N.B. In this article I have used a slightly 
different numbering system to the one used in 

other VC articles; I prefer the system here 
because it distinguishes more readily between 
White and Black. 
. Malcolm HORNE v. Eddie FlEREK . 

Postal 1988. Back row: QRNNBKRB 
l.g4 / d6, Ne6 Probably a mistake already. I 
prefer 1...d5, g5 which allows the Black King a 
little fresh air. However, the text moves do 
threaten 2 ... Bc6, Ng5, Nf3, Nxh2 mate, a good 
example of the "new" type of mate that this 
variant throws up. 2.Bxb7, Bxa8, f4 A strong 
reply which threatens mate in at least five 
different ways! The most attractive is 3.b3, Qf6, 
Nd3, Nc5, Nxe6 mate. With his King cramped 
and under fire, Eddie concluded there was no 
time to capture my Queen. For example, 2 ... g6, 
Bxb2, Bxa1, Rxb1 fails to 3.Bd5, f5, fxe, exf, 
fxg=Q mate. 2 ... Rxa8, gS, Kg7, Nxf4 In the 
circumstances a good reply. The King on g7 
hinders the development of my Queen, and if I 
try 3.h4, hxg, g6, gxh, hxg=Q+ I bump into 
3 ... Kxg8, Nh3, Rb8, Rb3, Rg3, Rxg1 mate. It 
took me some time to find a good response. 
3.e3, exf, fS, Ke2, f6+ / exf, Rb8, Rxb2, Rxbl, 
Rxal, Ne7 This loses, but I don't think there 
was a saving sequence. The theme of the game 
has really been the cramped position of the 
Black King, leading to its downfall. 4.Nc3, 
NdS, Rfl, Rxf6, Bh4, BxgS, Bh6 mate. (1-0). 

2. Progressive Chinese Chess 
This variant is interesting, but not as interesting 
as the Progressive version of Western Chess. 
The problem is that the Chinese Pawns are 
rather boring, and of course they do not 
promote when reaching the back rank. 

If you are able to see off the opposition's 
major pieces (R, Nand C) whilst leaving 
yourself with one such piece behind the 
opposition's Pawn front, and invulnerable to 
capture, then you have an almost certain 
victory. Nevertheless, there are interesting 
complexities in the earlier stages of the game. 
. Malcolm HORNE v Michael TRENT . 

Postal 1988 
l.ChS The threat is 2.Ce3, Cxe7, Che5 mate. 
1...Bge8, Nc8 In a subsequent game, M.T. v 
M.H., I answered l.Ch5 with 1...Ke9, Ch6, a 
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stronger reply I think. 2.Cbh3, CxhS, CxcS A 
materialistic approach, bearing in mind the 
comments made in the introduction. 2 ... Cb6, 
Ca6, Cxal, Cxcl + 3.Ae2, Be3, Bxcl, CaS, 
Cxal0 With only two major pieces left to Red's 
five, Black is in great difficulty. 3 ... Ri9, Rc9, 
RxcS, RaS, Rxal0, Afe9 4.Ri3, Rb3, Rbl0, 
Rxal0, Kdl, as, is / AflO, Nf9, NdS, Nb7, 
Nc9, Nxal0, a6, axaS S.eS, e6, exe7, exeS, 
Nf2, Ne4, Nd6, Nf7, Ng9 mate. (1-0). 

3. Progressive Shogi 
In this game the Rook and Bishop are 
extremely powerful and most of the other pieces 
are left out in the cold. Capturing a Rook or 
Bishop as soon as possible makes good sense, 
but you also have to avoid being mated. The 
game is unlikely to last long! Example game: 
. Malcolm HORNE v Michael TRENT . 

Postal 1988 
I.P-9f / P-ld, P-le 2.R-3h, P-ge, P-9d I 
spent hours on this very complex position. The 
Rook move sets a trap, whilst the pawn push to 
9d is an attempt to slow down his own Pawn 
push by threatening a mate. He ignored this to 
his cost! 2 ... P-lf, Pxlg (promotes = PA), 
PAx2g, PAx3h 3.Px9c (promotes), PAxSb, 
R*6b, P A x7a, p A x6a mate. (1-0). More 
interesting was the method of dealing with 
2 ... N-1c, N-2e, Nx3g (not promoting), Nx4i 
(promotes). The check scuppers the game mate, 
but the opening of the third file allows the 
subtle 3.Kx4i, Rx3c (promotes), RAx4c, RA_ 
3b!, N*4c mate. 

I have wondered if the introduction of one 
or two artificial rules might slow the game 
down and improve it. For example, you could 
have a rule that a piece could not be captured 
and re-entered during the same sequence. 

Progressive Ciree Chess 
Here are some games from this section in the 
AISE Heterolympics. Cassano led with a score 
of 12/14, with Donovan, Sala, and Salvadori all 
on 9/14. In this variant "captured" pieces, 
except Kings, are replaced on their home 
squares, and are only removed from the board 
if the home square is occupied. (See VCl, p12). 
It is disappointing that the mates do not show 
Circe effects, as are seen in problems. 

· RCASSANO v P.DONOY AN . 
l.e3 2.dS, Qd7 3.BbS, Qf3, Ke2 Advanced 
pieces are invulnerable so long as their home 
squares are clear. 4.a6, abS(Bfl), Nc6, Nf6 
S.Qf6(NgS), Qc6(NbS), QbS(Pa7), d4, g4 
Literally throwing back the Black forces 6.a6, 
abS(Qdl), e6, Ke7, Nf6, Qd6 7.Nc3, Ne4, 
Nf6(gS), gS, Qd3, QbS(Pa7), QeS mate. (1-0). 
· P.DONOV AN v RCASSANO . 
l.e3 2.dS, Qd7 3.BbS, Qf3, Ne2 4.QbS(Bfl), 
Bg4, Nf6, Kd7 S.Nd4, Nc6, NdS, Nc3, BxbS+ 
Occupying the BQ home square to allow its 
capture. 6.c6, cbS(Bfl), Bf3(Qdl), Bxdl, Bxc2, 
hS Sending wQ home to be captured. 7.a4, 
abS(Pc7), b6, bxc7, cxbS=Q, h4, BbS #. (1-0). 
· RCASSANO v RSALVADORI . 
l.e3 2.Nc6, Nh6 3.BbS, Qf3, Ke2 4.e6, NeS, 
Nf3(Qdl), Nxgl+ S.Qgl(NbS), d4, e4, BgS, 
BxdS 6.KdS(Bcl), BcS, Ke7, b6, Nc6, 
Nd4(Pd2)+ 7.Kdl, c3, cd(NbS), dc(BfS), Kc2, 
d3, BgS+ S.f6, Kf7, fg(Bcl), g4, g3, gxf2, 
fgl=Q(Qdl) RS forgets this "Q" came from f7, 
not d8, and f7 is occupied so: 9.Rxgl, c6, cxd7, 
dS=Q, Bh6(NgS), BgS, ... , QeS mate. (1-0). 
· RSALVADORI v RCASSANO . 
l.e3 2.dS, Qd7 3.BbS, Qf3, Ke2 4.c6, Qg4, 
Kd7, Nf6 S.h3, hg(QdS), Qf6(NgS), RhS, 
RxdS+ Strong-looking attack, but easily 
repulsed. 6.Kc7, QdS(Rhl), ef(Qdl), BfS, Kd7, 
Bg4(Ph2)+ Putting the genie back in the bottle! 
7.Nf3, Bc4, BdS(QdS), Kd3, NgS, Nxf7, Be6+ 
S.Be6(Bfl), Qb6, QcS, ... , Qc4 mate. (0-1). 
· RCASSANO v T.SALA . 
l.e3 2.dS, Qd7 3.BbS, Ke2, Qe1 4.b6, Ba6, 
Nh6,BbS(Bfl)+ S.d3, QaS, Qxa7, QxaS, 
QxbS+ OK in next game, but not here! 6.QdS, 
QbS(Qdl), c6, Qg3, Ng4, Qxf2 mate. (0-1). 
· T.SALA v RCASSANO . 
I.Nc3 2.eS, Qh4 3.e3, BbS, Qe2 4.Be7, Qxh2, 
Qxhl, Qxgl+ S.Qfl, Qgl(QdS), Qfl, Qe2, f3 
Sticking to a fixed plan it seems - usually a 
mistake. 6.f6, Kf7, e4, ef(Pf2), fe(Qdl), 
exdl=Q+ 7.Kxdl, Ke2, NdS, Nxc7, Ne6, d4, 
NxdS+ ("Q"d1 vanishes because e7 is shut, not 
d8!) S.Kg6, KfS, Ke4, a6, abS(Bfl), Bb4, dS, 
Bg4 mate. (0-1). This is mate under AISE 
rules, but under the original "Scotch" rules 
White could reply 9.f3+ (illegal under AISE 
rules because 9 moves have to be played) then, 
say 10.Kf5, Nd7, Ne5, Nf3(f2), Ke4, ... , Ng1#. 
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Original Problems to Solve 
Judge for 1989 - 1990 Denis BLONDEL 

A different layout this time, 
with the "Notes for Solvers" 
interspersed among the 
problems. I've been trying to 
obtain a program to print chess 
diagrams - does anyone know 
of a suitable system? 

49. Nikita PLAKSIN 
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Least number of 
Black Bishop moves? 

One point for the number. Two 
points for outline retroanalysis. 
Will solvers say if they would 
prefer other scoring methods 
for retros? It is difficult to ask 
for specific facts without 
giving away the solution. It is 
probably too much labour to 
ask for a full proof game. 

50. Michel OLAUSSON 
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Serieshelpmate in 4 
3 ways 

Black plays a series of four 
moves to reach a position 
where White can give mate in 
one move. A Helpmate in 2 is 
like a Serieshelpmate in 3 
except that the moves are 
alternately by Band w. 

51. Hilmar EBERT 
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Helpmate in 3 
(b) Ne5-e8 

This problem, found by Edgar 
Holladay among the late Fred 
Mihalek's papers, may be the 
last of his famous series of 
one-line asymmetrics. I've 
always found them enjoyable 
to solve. (1 took the liberty of 
transposing the two parts here). 

53. V.A.KRIVENKO 
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Helpmate in 5 
Grasshoppers g1; b1 

A Grasshopper moves by 
hopping over one man in the 
same rank, file or diagonal to 
the next square beyond, and 

captures on the same square. 
54. Erich BARTEL 
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Helpmate in 2 
Neutral Giraffe a2 

Neutral Equihopper c3 
Neutral pieces may be regarded 
as White or Black by the 
player to move. Giraffe = (4,1) 
mover. Equihopper makes any 
move bisected by one man 
(e.g. c3-g1 in the diagram). 

55. Michel OLAUSSON 
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Maximummer 
Serieshelpmate in 15 

with set play 
Neutral Grasshopper b5 

The "maximummer" is a 
problem-stipulation rather than 
a game-condition. It applies, 
usually, only to Black, who is 
required to make his longest 
legal moves. (When in check, 
this means the longest un
checking move). The condition 
thus does not appl y to the 
hypothetical Black moves that 
capture the White King when 
trying to escape checkmate. 
The length of a move is 
measured in a straight line 
from centre to centre of the 
squares involved. The length of 
an (r,s) move is ..[(r2 + S2). 
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Vertical Cylinder 
Helpmate in 4 

Rookhoppers el, c8 
Maorider g2 

A Rookhopper is like a Grass
hopper but restricted to Rook 
lines. A Maorider is like a 
Nightrider but moves in a 
series of Mao moves instead of 
Knight moves. A Vertical 
Cylinder Board has its left and 
right sides connected, so that a 
move off one side re enters in a 
parallel direction on the other. 

57. Michel OLAUSSON 
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Circe Chess 
Helpmate in 2 

2 ways 
In Circe Chess a captured 
piece is reborn on its home 
square and only vanishes if 
this square is occupied. 

58. Erich BARTEL 
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Circe Chess 

Helpstalemate in 2 
(b) wK-c8 
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61. Aubrey INGLETON 
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Circe Rex Inclusive 
Helpmate in 4 

In "Rex Inclusive" problems 
the rules apply also to Royal 
pieces. Thus in Circe RI a 
King can be "captured" and 
return to its home square, and 
is only considered to be in 
check if its home is occupied. 
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Circe Rex Inclusive 
Helpmate in 6 

2 ways 
64. Edgar Holladay 
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~ Jr~ '~ ~rn 
Vulnerable King f5 

Orphans (1+4) 
Mate in 2 

A Vulnerable King cannot 
move itself out of check 
(though other men can move to 
stop the check.) Orphans have 
no powers of their own but 
adopt, temporarily, the powers 
of pieces of either colour -
including other orphans - that 
guard or attack them. (Thus w 
cannot play l.b8 since 0f3 acts 
like Ba8 and checks wK.) 
. Solutions to G.PJ. . 
. by 15th November please . 
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Solutions to Original Problems in Variant Chess 3 

33. N.Plaksin (U.S.S.R.) The last 
move OO+! Scheme of play was: 
BPh7xBg6 (wSq), wPh2-hS=Q, 
wPg2xh-hS=Q, wPf2xgxh-hS=Q, 
BPa7-a3xQb2xQa1 (or cl) =B, 
BPc7-c3xQb2xQcl (or a1) =B, etc. 
34. C.Frankiss (Brazil) (a) 1.Kg3 
BxhS 2.BgS BeS 3.Kg4 Bxa4 4.KhS 
Bd1# (b) 1.Kb2 Bxa4 2.Bb4 BeS 
3.Kb3 BxhS 4.Ka4 Bd1# Pleasing 
double rundlauf by B [AWl] Merry
go-round [EB] but cooks: (a) 1.Kg3 
Ke4 2.Kh3 Kf3 3.Bf4 Be2 4.Bh2 
Bfl# or 1.Kg3 BxhS 2.Kh3 Ke4 
3.Bf4 Kf3 4Bh2 Bg4# or 1.Bcl KcS 
2.KeS Bc2 3.Bd2(or gS) Bb1 4.Bf4 
Pd4# (b) 1.Kb4 PcS 2.KbS Be2 
3.Bb4 Pd4# or 1.Pa2 KcS 2.Pa3 B-
3.Kb3 B- 4.Ka4 Bd1# [SP DN IGR] 
Hard theme to get right. [SP] 
35. M.Olausson (Sweden) Set: 
l...Qg2 2.Ka6 QaS# l...Bc6 2.QcS 
Qb1 3.Qb6+ Qxb6# Try: 1.cS? Bc6! 
(not Qg2) Play: 1.QdS Qb1 2QcS+ 
Bc6 3.Qb6+ Qxb6# Set play 
disappoints. [AW.L] 
36. M.Olausson (Sweden) 1.Kh7 
Ndxf6+ 2.KhS Kg5= 1.BhS Nef6 
2.Kg7 KgS=. Same W moves [E.B.] 
37. E.Bartel (Germany) 1.BPg1=R 
PcxbS=B 2.Rg3 Bxg3= 1.wPcS=N 
Pgxh1=Q 2.Na7 Bxa7= Yet another 
example of the inexhaustible AUW 
[DN]. Delightfully matched auw 
duplex [AWl]. Nice interchange of 
captures between BbS & Pc7 [MO]. 
38. A.Mochalkin (U.S.S.R.) 1.Ka1 
PbS 2.Rb1 Pb6 3.Re1 Pb7 4.Bcl 
PbS=R S.Re3 Rb2 6.Ne1 Ra2+ 7.Rh2 
Nc3= Cooks, e.g. in 6: 1.Rc3 Nxc3 
2.Ka1 Rxe3 3.eS Re2 4.e4 Rxc2 5.e3 
Ra2+ 6.Rh2 KxgS= [CCF]. 
39. H.Ebert & Steran Wining 
(Germany) Apologies for omitting 
the co-author! l.e4 Bxg7+ 
2.Kg7(Bc1) Kd4 3.Kf6 BgS(Pg7)# 
The "ninepins" pattern. Legal position 
in Circe. [Authors' alternative: Pd2 
instead of Kc3, 2 ... Pd4]. Funny Circe 
interpretation of the coal-box [MO]. 
40. C.C.Frankiss (Brazil) 1.Bh3 
Qe7(Bcl) 2.Nd3+ Kc4(Nb1) 3.Qa2+ 
Kxd3 4.Bf1+ Qe2 S.Rh2 Qxf1# but: 
l.Bh3 Qd7(Bc1) 2.Na4+ Kc4(Nb1) 
3.Bfl+ Qe2 4.Na3+ Kd3 S.Rh2 
Qxf1#. [SP, IGR] Composer adds 
wPa7, solution as second line. 

41. M.Olausson (Sweden) (a) 
l.Qe2+ Kb3 2.Qa6 Re1# (1.Qe4+? 
Kb3 2.QaS Re1# l...Kdl!) (b) there 
are in fact 2 ways here: l.Qf4 RhS+ 
2.QbS+ RbS(Qd1)# l.QbS+ Kc7 
2.Qa4 Ra4(Qd1)# (c) l.Qe2+ Kg3 
2.Qd1 Rxd1# 1.Qd6 RhS+ 2.Qh2+ 
Rh2(Qd1)#. A twin by ISO degree 
rotation gives the branching (or 
dualled) solution: 1.QdS+ RdS(Qd7) 
2Qd4/QhS+ RhS# /RhS(Qd1)# Nice 
Circe mates [EB]. 
42. E.Bartel (Germany) 1...KfS 
2.NLM NPM(NLh1)# (Kh4? NPh2 
and K still in check). l.NPg2 NLh3 
2.Kh4 NPh3(NLh1)# Echo with 
slender force [DN]. Surprising 
combination of Circe & Neutral 
elements in elegant form [MO]. 
43. P.Wong (Australia) 1.wFa2 
(+P,-b7) 2.Fb1 (+P,-a7) 3.Fc2 (+B,
cS) 4.Fd1 (+P,-c7) S.Fe2 (+K,-eS) 
6.Ffl (+P,-e7) 7.Fg2 (+R,-aS) 8.Fh1 
9.Fg2 (+N,-gS) 1O.RFg1 (+P,-h7) 
11.RFf2 (+B,-fS) 12.RFg3 13.RFf2 
(+P,-g7) 14.RFe1 (+P,-f7) lS.RFd2 
(+Q,-dS) 16.RFcl (+P,-d7) 17.RFb2 
(+R,-hS) lS.RFa1 19.RFb2 (+S,-bS) 
and Black is in stalemate. Not S.Fe2 
(+Q,-dS), i.e. swapping K and Q in 
the final position, since BQd1 would 
guard el, which becomes inaccessible 
to RF as eS is blocked. Very nice 
"dark doings" seriesmover. [S.P.] 
Remarkable tour-de-force. [AW.I.] 
The statement on p31 is not strictly 
accurate: the last move .QQlli.d have 
been RFg1xPh2(Ph7) but there the 
~ retractions would have to end, 
the next retraction being BPh3-h2+. 
44. E.Bartel (Germany) l.bPcl=R 
PfS=B 2.RcS BxcS= l.wPfS=G 
cxd1=Q 2.Gg4 Qxg4= (G=Giraffe). 
Whimsical! [AWl] Amusing. I like 
promotion problems where orthodox 
Knight is replaced by some other 
leaper [MO]. 
45. E.Bartel (Germany) l.Wa7 (zz) 
Kb6/Kd6/Kc4 2.Pd4#/Wa6#/Wc3#. 
(p=Princess,B+N; W=Waran,R+NR). 
B+N the perfect fairy piece, but 
R+N/NR gains ground with this #2 
[MO]. Name is from French [EBl 
Varan = a type of (big!) monitor 
lizard. Seems to be accepted [chessic] 
terminology (i.e. >2 people use it!). 
[SP]. I prefer "Raven", another bird 
of the same family as Rook [GPJ]. 

46. A.Mochalkin (U.S.S.R.) 1.Qh2 
(threat 2.Rose-e8#) Pao-c3Nao-c3 
2.Rose-f6#/Rose-g3# (Set: 2.Nf6#/ 
Qf3#). Tries: l.dxc4? (threat 2.Nf6#) 
Nd4 2.Rxd4# but l...Pao-c3! 1.Bcl? 
(threat 2.Qf3#) Nd4 2.Qe3# but 
1...Vao-c3! Dombrovskis theme. 
Cook: l.Nc3+ bxc3Ngxc3 2.Qf3# or 
even l.Rose-gS#! [SP, AWl, EB] 
"Ros-e-ate" threat! [GPJ]. 
47. P.Wong (Australia) 1.RhS 
1.. .Bo-a4/Bo-b4 2.Bo-c6#/Bo-b6# 
l...Bo-b3/Bo-b2 2.Bo-b7#/Bo-bS# 
1...Bo-M/Bo-fS 2.Bo-d8#/Boxf7# 
1...Bo-g7/P-eS 2.Bo-eS#/Bo-c6# 
Try: l.RfS? Bo-g7! Good introduct
ion to the new piece - intensive, but 
not too complex. [S.P.] 
48. G.P.Jelliss (U.K.) (a) l.KeS Ke3 
2.KfS Nf7# Exact echo of the 
diagram position. (b) l.Kf3 Kc3 
2.Ke3 NgS= (c) 1-4.K-dS-c4-bS-a6 
for Nc6# or 1-4.k-fS-g4-hS-h6 for 
Nf6# (d) 1.Kd3 Ka3 2.Kc3 Nb3# but 
the other intended mate: l.KdS Kc3 
2.KcS Nc7# is illegal since Nc6 is 
guarding cS (via bS, a6). A gallon 
out of a pint pot! [AWl]. Incredible 
economy [MO]. Bouncy N shows 
promise for Rose-type work because 
of its bent riding lines [SP]. Bouncy 
N really is a mighty fellow! [EB]. 
Would composers oblige us solvers 
with a mutate (#2) or two? [S.P.] 

Solvers' Scores 
1 2 3 T 

Maximum 302S 30 SS 
S.Pantazis 302S 29 S7 
AW.Ingleton 2S 26 2S S2 
E.Bartel 191120 SO 
1. G.Richardson 21 19 7 47 
D.Nixon IS 12 16 46 
M.Olausson -- -- 17 17 
Y.AKrivenko -- 14-- 14 
C.C.Frankiss -- -- 10 10 

Corrections 
25. M.Olausson. Composer adds 
wPa2 and moves bK-c4 for SH#14 
(two moves less). Moves as before. 
29. C.Frankiss. Composer alters Ga6 
to Rookhopper d6. 

T.R.Dawson Nightrider Tourney 
The Games and Puzzles Journal has 
closed down at No 12, so solutions 
and award will now appear in VC5. 
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Puzzle Corner 
Puzzle 3 - Bouncer Tour. Peter Wong's solution 

(left) using only two diagonal moves is not 
symmetric. The other (right) by G.P.J. is quatersym
metric, but uses 16 diagonal moves (inc 60-1): 

41 48 54 13 34 55 27 20 
42 43 49 14 35 56 28 21 
09 12 01 08 05 04 
37 44 50 15 36 57 29 22 
40 47 53 18 35 60 26 19 
10 11 02 07 06 03 
39 46 52 17 32 59 25 24 
38 45 51 16 31 58 30 23 

59 12 48 13 39 21 15 14 
60 07 49 26 40 16 22 27 
06 01 02 05 04 03 
24 25 50 08 23 17 41 28 
58 11 47 53 38 20 55 54 
33 34 35 32 31 36 
57 52 46 10 56 19 37 30 
44 45 51 09 43 18 42 29 

The squares c3, c6, f3, f6 cannot be reached, or if 
the bouncer starts there it cannot leave them. 

Puzzle 4 - Bouncy Queen. In Bouncy Chess the 
Q is just an ordinary Reflecting Q. A true Bouncy 
Q obeys the same rule as a Bouncy N: after moving 
to an edge square it can move again, but not back in 
the same direction. How many BQs are needed to 
guard or occupy all the 64 squares? [by G.P.J.] 

Progressive Chess 
In the game JvR (CV3 p3S) Black could have won 
outright by 10 ... Kc6, KcS, Kb4, Kc3, Kc2, Nc6, 
Nd4, Ne2, Ng1, Bd4 mate! [pointed out by M.H.] 

Michael Keller, who is preparing a special issue 
of his World Game Review (No. 10) on CVs writes: 

"I think the point Norman Macleod was trying to 
make about the Italian rule for Progressive Chess is 
that the player forced to countercheck on the first 
move of his series (in unrestricted progressive) in 
order to get out of check is generally going to lose, 
because his opponent has so many extra moves. I 
agree with this point. I notice that several games 
[one actually! - MR.] in the first U.K. Postal 
Tournament ended with immediate resignations in 
positions which would be mate under the Italian 
rules. In NOST [Knights of the Square Table], 
Scottish Chess (our name for unrestricted 
progressive) was for many years the most popular 
CV, but is giving way to the Italian version." 

"We also play what we call Progressive Chess, 
but which is actually a very different game. I am 
calling it (in WGRlO) English Progressive 
(apparently it originated in England) to distinguish 
it from the Scottish and Italian forms. In English 
Progressive, one may not move a piece twice in a 
series until every piece has been moved once (pieces 
blocked are exempt, and it is permissible to 
purposely block one's own pieces). Similarly, every 
available piece must move twice before a piece may 
move three times. Each new series starts fresh. It's 
a much more positional game than Italian/Scottish, 
and frequently lasts past fifteen move series." 

"I think the practical differences between Italian 

and Scottish are very small. For example, openings 
should be the same. I hope to compile a short 
dictionary of openings. The Italians have already 
done quite a bit of work classifying openings." 

AISE Progressive Chess 
International Team Tournament 

(Notes by G.P.J.) 
Most of the results for this tourney are now in. We 
entered two UK teams of three, I have not received 
any results from Jed Stone or Ray Brooks, but good 
results have been reported by the other members: 
UKA: Patrick Donovan 12/22, John Sturgess 6/24. 
UKB: George Jelliss 9/24, Steve Boniface 11/20. 
A few games were quoted in VCl pll and VC2 p23. 

Here are the two remaining UKA v UKB games: 
'*U""l.e4 2.dS, Nc6 3.f3, exdS, Nc3 4.QxdS, 
NeS, Qe6, Nd3# (0,1) One of the traps you have to 
watch out for in Progressive. ., ... *, 1.e4 2.eS, f6 3.Qf3, Qxf6, Qxd8+ 
4.KxdS, d6, Be7, Nd7 5.d4, dxeS, exd6, f3, dxe7+ 
[Missing S.Be2, BhS, Nf3, Nd4, Ne6# - M.H.] 
6.Kxe7, cS, c4, c3, cxb2, bxc1=Q+ 7.Kf2, g3, Nc3, 
Rxc1, Ba6, Bxb7, NdS+ 8.Kf7, Bxb7, BxdS, Rb8, 
Rb1, Rxc1, Rxg1, Rxhl 9.f4, fS, f6, fxg7, gxhS=Q, 
exdS, Kg2, Kxhl, Qxh7+ (K to hl is a mistake, 
better: ... =Q, Qa1, Qxhl, eS, QxdS+) 10.Kf6, KgS, 
Kg4, Kf3, Kf2, Kf1, NeS, Ng4, Ne7, Nf2# (0,1) 

The following are our best results against some 
of the Italian players: 
PD v Vito Rallo 1.e4 2.Nc6, dS 3.Ba6, Bxb7, 

Bxc6+ 4.Qd7, Qxc6, Qxc2, Qxd1+ 5.Kxd1, Ke2, 
exdS, d4, h4 6.Bh3, Bxg2, Bxh1, BxdS, Kd7, hS 
7.b4, bS, b6, b7, bxaS=Q, Nc3, QxdS+ 8.KeS, e6, 
exdS, Rh6, Rc6, Rxc3, Rxcl, Rxal 9.Nh3, Nf4, 
NxdS, Nf4, Ng6, dS, d6, dxc7, c8=Q# (1,0) 
PD v Gianluca Scovero 1-7. Same as PD v Rallo! 

8.Kc8, e6, exdS, Kd7, fS, Bb4, Bxc3, Bxa1 9.Nh3, 
Nf4, NxdS, Ne7, dS, d6, dxc7, Ba3, cS=Q# (1,0) 
WaIter Sorana v SB 1.e4 2.eS, Nh6 3.d4, BgS, 

BxdS 4.Ng4, Ne3, Nxd1, Kxd8 5.Kxd1, Ba6, Bxb7, 
BxaS, Ke2 6.cS, c4, c3, cxb2, bxal=Q, Ba6+ 7.Ke3, 
Nc3, NdS, Ne2, Rxal, Rbl, Rxb8+ 8.Bc8, hS, Rh6, 
Rg6, RgS, g6, Bh6, Rg3# (0,1) 
SB v Salvatore Figura 1.e4 2.eS, dS 3.d4, BgS, 

BxdS 4.KxdS, Bg4, Bxdl, exd4 5.Nc3, Rxdl, Rxd4, 
h4, RxdS+ 6.KeS, Be7, Nf6, NxdS, Nxc3, Nxe4 
7.Rh3, Rc3, Rxc7, Rc6, BbS, ... , Rc8# (1,0) 
GJ v Luca Bertello 1.e4 2.eS, dS 3.Qg4, Qxc8, 

QxdS+ 4.KxdS, Nc6, Nb4, Nxc2+ 5.Kd1, Kxc2, d4, 
dxeS, exdS 6.Nf6, NxdS, f6, fxeS, Bd6, Nb4+ 
7.Kb3, Nc3, NbS, Nxd6, BbS, Kxb4, BgS# (1,0) 
Michele Cesaro v GJ 1.e4 2.Nh6, gS 3.d4, BbS, 

Nf3 4.f6, eS, RgS, Bb4+ 5.c3, BxgS, Bxf6, BxdS, 
NxeS 6.KxdS, Ng4, Nxh2, Rg3, Rxc3, Re3# (0,1) 
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Chinese Chess 
Even the Greatest... 

Ma1colm Home quotes this 
Chinese Chess position from a 
tournament played in China in 
January 1990. HU RONGHUA 
(the "Kasparov" of Chinese 
Chess, and China's top player 
since the 60's) is Red and LID 
DAHUA (China's No.7) is Black. 
Liu played 30 ... Nf6-g8 and Hu, 
who was not in time trouble, 
responded 31.i4-i5?? There are 
no prizes for guessing Black's 
reply. The blunder, in a drawn 
position, cost Hu joint first place. 

Draughts 
Michael Keller: "The question of 
whether draughts/checkers should 
be considered a chess variant is 
tricky, especially when you 
consider hybrid forms such as 
Cheskers (Bishop, two Kings and 
Camel(!) on the back rank; object 
is to capture both opposing 
Kings). A recent variant is ... 
Kiwi Checkers ... " [see page 41]. 

Ken Whyld: "Paul Yearout 
[VC3 p36] suggests that draughts 
could be regarded as a chess 
variant because the move of the 
draughts king is the move of a 
fers, the shatranj piece that was 
displaced by the queen in modern 
chess, and because the French 
name for draughts, jeu de dames, 
means the game of queens. The 
connection is perhaps less direct. 

"A draughts king moves like 
a fers, but it does not capture like 
one. On the other hand it does 
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move and capture exactly like an 
alquerque man. * Without specul
ating about the origin of the 
alquerque move, I maintain that 
the immediate ancestor of 
draughts is alquerque. However, 
in that game, the men were placed 
on the intersection of points, in 
much the same way as in Chinese 
Chess, or Nine-men's Morris,· 
rather than in squares. 

Draughts does appear to be 
indebted directly to chess for its 
playing board. A fanciful idea, 
but perhaps worth thought, is that 
draughts took over the chessboard 
just about the time that chequer
ing was being introduced. Such 
marking was not necessary with 
shatranj, where the longest 
diagonal move was that of the fil, 
to the next but one square. How
ever, the longer moves possible 
by successive captures of a 
draughtsman would be easier to 
visualize on a chequered board. 
Could it be that draughts acceler
ated the move towards the bi
coloured board? And draughtsmen 
do remain on squares of the same 
colour. Perhaps the chessboard is 
a draughtsboard variant! 

"Regarding the second point, 
I recommend to those interested A 
History of Draughts by Arie van 
der Stoep, 1984. As far as I know 
it is still available from the author 
at Prunuslaan 23, 3235 VL 
Rockanje, The Netherlands, and it 
is in English! The French for 
queen is not, of course, dame, but 
reine. English is one of the few 
languages which actually uses the 
equivalent of "queen" for the 
piece. However pieces for all 
board games have been called 
"dame", and before that "fers". In 
one of the earliest English
language references to draughts, 
Chaucer's Book of the Duchess, 
the author mentions the "ferses 
twelve". "Dames" means nothing 
more than board game men. It is 
even argued by van der Stoep that 
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"echecs" meant simply "a game 
piece for any board game". The 
linguistic connection is therefore 
only that which existed between 
all board games in mediaeval 
times. The pieces used in the 
original draughts and in alquerque 
were pretty certainly those used 
for the older game of 
backgammon, and no doubt they 
served equally in many a game 
long forgotten." 10 iv 1990. 

* According to R.C.Bell's 
Board and Table Games (1) the 
board for Alquerque (described in 
the Alfonso X manuscript of 
1283AD) looks like this: 

r . 1 

IIST/Ki/l 
! -~'~-,I 
~' ~)y 

~F~~ 
So the pieces move and capture 
orthogonally as well as on the 
"black" diagonals. 

Rifle Chess 
Ken Whyld sent a copy of a page 
of one of his book lists from 30 
years back including a list of 
Dawsoniana, 18 files of cuttings 
etc, among which is the Seabrook 
Rifle Chess proof. The set was 
sold to F.M.Holz at a box number 
in Washington DC. Maybe a U.S. 
reader can trace him? 

Questionnaire 
& Pairing Forms 

This issue is accompanied by a 
questionnaire, subscription 
renewal form, and pairing forms 
to request opponents in postal 
chess play of variants of your 
choice. Please make use of these. 
If response is sufficient we can 
make up some all-play-all 
matches. Further pairing forms 
will be sent out with the next 
issue. Requests are already in for 
Alice Chess & Chancellor Chess. 
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Patt-Schach 
by Erich BARTEL 

Patt-Schach is one of a 
number of chess variants that I 
played about 30 years ago that 
may be of interest to readers of 
Variant Chess. In the new 
opening position, both players 
begin stalemated! 

~ ~W @ ~ 't\( ~~ l1 ~r:t /, .. Y, ~/. /"y, /O'/. 

~ [1 ~~ [1 ~~[1 ~ ~ /,,% /u/' /,,/,: 

f~ ~ ~~Wd. 
~.'~ ~ ~ 

\
% @ ~ ~ 
~ ~ ~ ~ 
~!W ~ t.~ /,-% W. W. /7/% 

~ r.~!~~!~~~~ /,,% //7/' /Ji'/. w. 
~2~ 'i ~6~ fiJ ~~ & ~~% ~ /.".1- ~",,7. - ~~~ - ~~-

Since neither player can make 
a legal move, therefore both 
begin with an illegal move! 
(but no capturing and no 
mating!). After the first 
(illegal) move both play 
normal rules, except as regards 
Pawn promotion. Promotion 
may only be made if there is a 
captured piece (of the same 
colour) to take the place of the 
Pawn. If no such piece is 
available the Pawn has to wait, 
on the 7th or 2nd rank. 

Here are the moves of four 
games played at that time. The 
first shows a danger to avoid. 
. Dr A. von Wilpert v EB . 

Game 160 o.t.b. 4 ix 1960 
l.NhS-cS?? Nhl-eS! White 
Resigns (2.Any Nc6 mate). 
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· EB v Dr A. von Wilpcrt . 
Game 159 o.t.b 4 ix 1960 

I.QeS-fS Qel-a7 2.Qxc2+ 
b3xc2 3.b6xa7 el=Q 4.eS=Q 
(these are the two Queens just 
captured) Bd3 S.Nb6 Nb3 
6.Bb4 Ral 7.RaS Nd4 
S.Bxd2?? Ne6 mate. 
· Dr A. von Wil ert v EB . 

Game 161 o.t.b. 4 ix 1960 
l.NhS-dS Qe1-d4 2.RhS 
QxdS 3.gS=N (promotion to 
Queen is not allowed, only a 
Knight is available) Qxb7 
4.Rxb7 el=Q S.Ra7 Qe4 
6.Rh6 Bd3 7.g7 Kel S.Bb7 
Qxb7 9.Rxb7 dl=Q (these 
rapid sequence captures and 
reappearances give the game a 
character quite different from 
any other) 10.eS=B Bxh6 
1l.Nxh6 c1=B 12.gS=R Ne2 
13.Re7 Ral 14.Bb7 Nd4 
IS.KeS Be3 16.Bxg2 Rxg2 
17.b7 Ba6 IS.Rg6 Bxb7+ 
19.Kxb7 Q13+ 20.Rge6 Nxe6 
21.Rxe6 Ra7+ 22.KbS Qxe6 
White Resigns. 
· Dr A. von Wil ert v EB . 

Game 180 o.t.b. 8 iii 1961 
I.NaS-13 Qel-f4 2.Nxgl 
Qxe7+ 3.Kxe7 f2xgl=Q 
4.dS=N Qxb6+ S.Kxb6 gl=Q+ 
6.Ke7 el=R 7.Qe6 g2 S.BfS 
Qh2+ 9.KeS QxbS+ 10.KxbS 
gl=Q 1l.eS=R Re2 12.BeS 
Qh2+ 13.Ka7 Kel 14.Bd6 
Qxd6 IS.Rxe2+ Bxe2 
16.Qxhl+ Kf2 17.f8=R Qa6+ 
IS.KbS Qd6+ 19.KeS B13 
20.Be4 Qd7 +! ! 
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21.Kxd7 dl=Q+ 22.Ke7 
(22.Qxdl cxdl=O+) Qxhl 
23.Rx13+ Qx13 24.Bx13 Kx13 
2S.Rf8+ Bf4+ 26.Kb6 c1=Q 
27.bS=Q Qe3+ 2S.Kb7 Qe7+ 
29.KaS Qe4+ 30.Qb7 Qxb7+ 
31.Kxb7 Rei 32.gS=Q Re7+ 
33.KaS bl=Q 34.Rxf4+ Kxf4 
3S.Qf8+ Kg4 36.Qxe7 Qhl + 
37.Ka7 QxhS 3S.g7 QgS 
(Oh7!?) 39.Qf7 b2 40.QxgS 
bl=Q 41.Qe6+ Black Resigns. 

Upside-Down Chess! 
Editor's Note 

"Patt-Schach" is of course 
"Stalemate-Chess", but this 
suggests a game in which the 
aim is stalemate. "Stalemate
Start Chess" may perhaps be a 
more descriptive name. 

A similar game can be 
played from the usual opening 
position, using "Upside-Down 
Pawns" - i.e. the White Pawns 
move down the board, and the 
Black up. In this legal moves 
l.Na/c/f/h3 are available, but 
l.Nc3 forces 1...Nf6 and 2.Nb5 
forces 2 ... Ne4 to stop 3.Nd6#. 
1...Nh6? 2.Ne4 and 3.Nd/f6#. 
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Scotch Chess in Holland 
by GM John VAN DER WIEL 

(from Schaaknieuws 194, 13 ix 1990) 
In general grandmasters abhor aberrant forms of 
chess. So do I most of the time, but not in the 
case of Scotch Chess. The rules are not 
difficult: everything is as usual, except that 
White makes one move from the initial 
position, then Black makes two moves, then 
White three, Black four, and so on. When you 
check your opponent this automatically becomes 
the last move of the series allowed to you. The 
opponent has to get his King out of check with 
the first move of his series. Furthermore all 
moves must be legal, and if you mate on your 
last move this means that you win the game. 

This Scotch Chess I consider to be a really 
nice game, during which one can sometimes get 
the most brilliant ideas. The game knows a 
number of very unusual motifs. The most 
spectacular of these is the "Coup Royal". An 
example: l.d4 2.fS, Nf6 3.BgS, Bxf6, Kd2 
4.exf6, Kf7, gS, g4 S.dS, d6, dxc7, cxd8=Q 
Qxc8 and Black strikes with 6.Ke6, KdS, Kd4: 
Bd6, Rxc8, Bf4+!! 

,~r~lI~ ~ ~ 
~~!~!~ ~! 
~ .~ ~~ ~ 

~ ~ ~!~ %:0 /'..6<;(: /AI.,'/. ~ 
~j ~). ~~~! ~ 

.~ ~ ~ ~ 
(l %n~ %~~ //cf~ //cf~ 
B ;;~/. ~ / /. ~ ~~/. ~ ~~ , ////. ....... y. ////. ////. 

~~~~~~~f~~ 
A curious situation. White must get his King 
out of check, but can only do so by immediate
ly checking, which ends his series of moves! 
Black then simply mates in eight. What is 
funny is that the White response 7.e3+ is most 
easi.ly taken adva.ntage of with 8.Bxe3+!, which 
agam forces WhIte to check immediately, after 
which Black has no less than ten moves at his 
disposal. Note also that if on his fifth move 
White hadn't ended with Qxc8 but with Qxf8+, 
Black would have won with another Coup 
Royal, viz: 6.Ke6, KdS, Kd4, NaG, NcS, Ne4+! 
and then 7.Kc1 + 8.KeS, g3, gxf2, fxg1=B, Nd2, 
Be3, Nb3++ mate as the prettiest finish (or 
7.Ke1+ 8.KeS, g3, gxf2 mate). 

After a little experience some conclusions 

can be drawn about Scotch Chess; the most 
important one is that here too White has the 
best chances. The reason for this I think is 
~urely arithmetical. White is continuously the 
fIrst to take a lead of one extra move, which 
can .be seen as an average lead of half a tempo. 
A sImple addition illustrates what I mean: after 
one move White has a lead of one move (w+ 1). 
Then after Black's two moves, Black has a lead 
of one move (b+ 1). It continues as follows: 
w+2, b+2, w+3, b+3, w+4, and so on. White is 
therefore always the first one to have the 
greater lead. [Malcolm Horne, from almost 1000 
AISE 1988 games, finds only 53.2% to -white.] 

Other conclusions about the game are 
concerned with opening theory. The first 
conclusion is that here also l.e4 is the best 
opening move. White threatens mate on f7 and 
this seriously limits Black in his responses. 
About responses to l.e4 also a lot is known: 

(a) 2.e6 in combination with most moves is 
bad because of 3.d4, BgS, Bxd8' in combination 
with 2.Nf6 it's not so good on a~count of 3.QB, 
?xf6, Qxd8+ [but this may not be as strong as 
Lt looks - MH.]; in combination with 2.Ne7 or 
Be7 it's at least passive. 

(b) 2.dS in combination with most moves is 
w~ak d~e to 3.Qg4, Qxc8, Qxd8+; in combin
atIOn WIth 2.Nd7 or Bd7 it's quite passive; as to 
~he combination 2.dS, fS the following example 
Illustrates a general risk of fS. White answers 
3.exfS (ideas with e4-eS are also strong) Be2 
BhS+!? Now 4.g6, BxfS, Bg4, Bxd1 Zvould 
lose to S.Kxd1, NB, Nh4, Nxg6, NeS mate, 
amongst other things. The question, though, is: 
how ~s White to meet 4.g6, gxhS, BxfS, Nh6? 
SolutIon at the end of the article. 

""~';; l..iiT 0& ~(-;; /.u/. 
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(c) 2.fS is probably best combined with Nh6 
or Nf6 (not with g6?: 3.QhS, Qxh7, Qxg6 mate; 
after 2.fS, eS 3.d4, BgS, Bxd8 is again 
awkward). As you can see, Black doesn't have 
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an easy game in Scotch Chess!. 
(d) At this moment 2.Nh6 combined with 

Nc6, c5 or a5 seems to be Black's best choice. 
[Malcolm Horne IS statistics show that in fact 

1.d4 has been far more successful than 1.e4: 
win draw loss %of pts won by W 

1. e4 225 4 260 46.4 
1.d4 242 5 135 64.0 
others 35 2 46 43.4 
Total 502 11 441 53.2] 

Scotch Chess is a difficult game, don't let 
yourself be fooled. It calls for great imagin
ative powers (and may be a useful activity 
because of that) and continuously present is the 
shaky balance between the safety of one's own 
King and aggression or materialism. Here's an 
example game, in which this balance is 
disturbed almost unnoticeably. 

l.e4 2.e6, Bb4!? in' order to protect QdS 
3.c3, cxb4, Nh3 dubious is 3.a3, axb4, Nh3 
because of 4.a5, axb4, Rxal, Qe7! Not however 
Nh6 instead of Qe7 because of 5.Qf3, Qf6, d4, 
Bg5, QxdS mate! 4.Qf6, Qxb2, Qxcl, Qxdl+ 
5.Kxdl, b5, b6, bxc7, Kc2 probably not an 
impressive idea by White 6.Na6, Nxc7, d5, 
dxe4, Ke7, e5 White now has all kinds of 
mating constructions in eight moves, such as f4, 
fxe5, e6, exf7, Be2, Rfl, Bg4, fS=Q or d4, 
dxe5, e6, exf7, fxgS=Q, Bc4, Rdl, Qf7 but it 
seems to be impossible in seven moves. The 
knight on c7 nicely thwarts the idea d4, dxe5, 
Bb5, Rdl, RdS, ReS. White now loses sight of 
caution. 7.a4, a5, a6, axb7, bxa8=Q, Qxc8, 
Qxc7 +? may look all right, but: 8.Ke6, e3, 
exd2, Nf6,' Rb8, Rxbl, Nd5, dl=Q mate! a 
beautiful mate would also have followed after 
7.Nc3, Rbl, Rxb7, Rxa7, RxaS, RxcS, Rxc7+?: 
S.Ke6, e3, e2, exfl=Q, Nh6, RbS, Nf5, Nd4#. 

It's a hazardous game, as this example 
illustrates. It's clear that a King is safer the 
more room (flight squares) he has, but there's 
no such thing as complete safety. Once you get 
to be a bit of a natural at the game, it can very 
well be played with the clock, e.g. 15 minutes 
per player. Once you master the game even 
better, you would find out that a draw is a less 
unlikely result than one would expect at first 
glance. Have fun with Scotch Chess - but don't 
forget real chess! 

Solution: White can mate by 5.Qe2, Qe6, 
Nc3, Nxd5 (or Ne4), Nf6! 

Scotch Chess in Germany 
"Schottisch" was one of the games that Erich 
Bartel played nearly 30 years ago (see p49). 
· Erich Bartcl v Joseph Boyer . 

Game 195 15 iii 1961 
l.e3 2.e6, Be7 3.Nh3, b3, d4 4.c6, Qb6, Qxd4, 
Qxdl + 5.Kxdl, Ng5, Nxf7, NxhS, g4 6.b6, 
Ba6, Bb4, Nf6, Ne4, Nxf2# 
· Erich Bartel v W. Neukirch . 

postal 1962 
l.e3 2.Nf6, Nc6 3.Bc4, Qh5, Bxf7#. This must 
have been played by most beginners. 
· Edmund Hoffmann v Erich Bartel . 

In a notebook dated 1962 
l.e3 2.Nc6, e6 3.Qg4, Qg5, QxdS+ 4.KxdS, d5, 
e5, Bd7! (Not Be7? 5.Bb5, Bxc6, Nf3, Ng5, 
Nxf7#) 5.Ba6, Bxb7, BxaS, Bxc6, Bxd7 6.d4, 
d3, dxc2, cxbl=Q, Qxal, Kxd7 7.Ne2, 00, b3, 
Bb2, Bxal, g3, Kg2 S.h5, h4, hxg3, gxh2, 
hl=R!, e4, Bd6, RSh2#. 
· W.Neukirch v Erich Bartel . 

Game 223 postal 20 iv - 19 vii 1963 
l.d4 2.d5, Nf6 3.Bf4, Bxc7, BxdS 4.Bf5, Bxc2, 
Bxdl, KxdS 5.a4, a5, a6, axb7, bxaS=Q 6.Ne4, 
Bc2, e6, Be7, Bh4, Bxf2# 

Continuous Progressive Chess 
The Continuous Tourney proposed in VC3 p35 
has resulted in a few pairings being arranged. 
The idea is to provide U.K. players with 
practice - and we certainly need it! The 
following are some games already played: 
· Ste hen Tavener v John Sturgess . 
(A) l.e4 2.Nc6, d5 3.Qg4, QxcS, QxdS+ 
4.RxdS, dxe4, Nb4, Nxc2+ 5.Kdl, Kxc2, Ba6, 
Bxb7, Bc6+ 6.Rd7, g6, Bg7, e3, exd2, dl=Q# 
(B) l.e4 2.Nc6, d5 3.Ba6, Bxb7, Bxc6+ 4.Qd7, 
Qxc6, Qxc2, Qxdl + 5.Kxdl, Kc2, exd5, d6, 
dxc7 6.a5, a4, a3, axb2, bxal=Q, Qxa2+ 7.Kdl, 
Nc3 Nxa2 h4 Rh3 Rd3 RdS# 
· John Sturgess v Stephen Tavener . 
(A) l.e4 2.d5, e5 3.Qg4, QxcS, QxdS+ 4.KxdS, 
dxe4, Nf6, g6 5.d4, dxe5, Bg5, f4, Bxf6+ 
6.Be7, Bxf6, Bxe5, Bxf4, c5, ReS (Stephen says 
that he mislaid the Pawn on e4! - with it one 
would think a mate should be possible, but it 
seems not. AISE rules do not permit 6.KcS, exf 
e.p, Bh6, RdS, Rd2, f2# since the e.p. capture 
must be made on the first move of the series) 
7.h4, h5, hxg6, gxf7, Rxh7, bb5, fxeS=Q# 
(B) l.e4 2.d5, Nc6 3.Qg4, QxcS, QxdS+ 
4.RxdS, dxe4, Nb4, Nxc2+ 5.Kdl, Kxc2, Nc3, 
Nxe4, Bb5+ 6.c6, cxb5, e5, Nf6, Nxe4, RcS+ 
7.Kb3, d4, d5, d6, Bg5, Rdl, d7# 
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Shatranj 
Early Mediaevaf Chess 

by George JELLISS 
A very full account of 
Shatranj, the chess played by 
the Arabs in mediaeval times, 
(thus also called Arab, Muslim, 
Islamic, or Muhammadan 
Chess) is given in six chapters, 
pp167-338, of HJ.R.Murray's 
History. It is on this that my 
brief account is based. The 
game is also identical in most 
respects with the forms of 
chess played in Europe in 
Mediaeval times to which 
Murray devotes a further seven 
chapters pp452-755, so it is 
quite an extensive subject. 

Shatranj is the earliest 
form of chess for which 
accurate rules are known and 
for which the moves of actual 
games have been preserved. 
We also have endgame studies 
and problem compositions. 

The Arabs adopted the 
game from the Persians, who 
called it Chatrang, and the 
Persians are generally thought 
to have got it from India where 
it was called Chaturanga, but 
unlike Shatranj these games 
have no literature of their own, 
so we cannot be sure about 
detailed points of law relating 
to them. We only know that 
they were broadly similar. 

The Arabs acquired chess 
through their conquest of 
Persia in the decades following 
the death of the prophet 
Muhammad (632AD), and the 
game quickly prospered with 
them, perhaps because other 
games involving dice and 
gambling, were proscribed. The 
Muhammadan stricture against 
making images was complied 
with by using pieces of 
abstract design. 
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Among the early masters 
was an African Sa'id bin Jubair 
(665-714) who is the first 
known "blindfold" player - i.e. 
he played, without touching the 
pieces, his back to the board, 
the moves being told to him. 

The famous caliph Harun 
ar-Rashid (763-809AD) is said 
to have favoured good players 
and granted them pensions. 

The first books on chess 
were written from this time on, 
notably by Al-'Adli (fl.840), 
As-Suli (c.880-946) and AI
Lajlaj (-c.970). They do not 
survive complete, but extracts 
are quoted in manuscripts 
compiled later, such as that by 
al-Baghdadi (1140AD). 

For our purposes the game 
can be played on the usual 8x8 
board (at that time it was 
unchequered) with the usual 
pieces and opening position. 
The usual moves of the pieces 
apply, except: King (Shah) has 
no castling privileges; the only 
move of "Queen" (Firzan) is 
one square diagonally; the only 
move of "Bishop" (Fil) is two 
squares diagonally, whether the 
intermediate square is occupied 
or vacant; and Pawn (Baidaq) 
has no double forward move 
(and so no e.p. capture) and 
can promote only to Firzan. 
The Knight (Faras) and Rook 
(Rukhkh) move as usual. 

The only other difference 
in the rules is that, besides 
checkmate (shah mat), stale
mate (za'id), and isolation 
(m u/ra d) , are also wins. But if 
an isolated King can capture 
the last remaining opposing 
piece, this is a draw (qa 'im). 

As-Suli valued the pieces 
as: Rook 1, Knight 2/3, Firzan 
1/3, Fil 1/4, Pawn 1/4 on 
centre files to 1/8 at edge. 
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The following games are 
given by Al-Lajlaj who was 
As-Suli's pupil. It is not clear 
whether they are moves of 
actual games or the result of 
analysis - probably a mixture 
of both. I use the "modern" 
names and letters for the 
pieces: King (K), Fers (F), 
AIfil (A) , Knight (N), Rook 
(R), Pawn (P). 

The custom seems to have 
been for the two players to 
play a series of 12 or more 
opening moves to build up a 
battle array (ta'biya) before 
engaging forces. In the games 
that follow both players use 
the "Wing" array (Mujannah): 

~~§l~!!~;I ~ 
/u/. ~/, ~/, , ;//, 

~ ~ ~ ~l. ,~/.. @. j%". ~.";" . 
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L!~ ~_)1;!L 'tj( iW; ~ ~~ __ ~ 
A player who wishes to try a 
game of Shatranj may get a 
better idea of what it was like 
by starting from this position 
instead of the usual array. 

@mtN' 
13.b3 a6 14.a3 (or 14.Rb2 b5 
15.bRf/g2 ignoring the 
counterattack on the F wing 
115 ... bxc 16.bxc followed by 
F-b3, Aa3, Na4 winning the 
cP 115 ... b4 16.Ne2! a5 17.h4 
a4 18.Fc2! axb 19.Fxb3 Ra8! 
but W can eventually bring his 
F-b5 115 ... Na7 leaves W time 
to continue his attack on the 
other wing) bS IS.cxb! axb 
16.b4 cxb 17.axb Rg7 (17 ... h6 
18.g4 fxg 19.hxg g5 20.fxg 
hxg =) 18.Rg2 Rc7 19.Rc2 (or 
19.94 e5 20.fxe dxe 21.d4 e4 
22.Nd2!) eS (19 ... d5 -20.Ne2 
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Ad6 21.Nfd4 Nxb4 22.Rxc7 
Fxc7 23.Nc3 and Ndxb5 = 
-20.Ne5 Ne7 21.Aa3 and Ac5) 

~ 
~:i1 ~ ~ !fl ~~ ?% /,,/. ~/. ~" ~//. 

~ ~~ ~ ~! /'~~/':%;j/c; \'A~V ' /,~/,,; 
~~ ! d~~ ! ;;;~: ! ~ 
~!~ %i!{@ 
~~~~~~ ////: @/. ///;/: @ 

~ WJ1~~~~~J1 W, /,,/. ,,>,/. ////. 
['%i ~{@ i% ~ 
~~~W~~@~ 

20.e4 (J20.fxe? dxe 21.e4 fxe 
22.dxe Ad6 23.Nd5 Nxd5 
24.exd Nxb4 25.Rxc7 Fxc7 
26.Nxe5 Nxd5 with a P more 
120.else e4 21.Nd/h2 d5! 22.g4 
d4 -23.Na2! exd 24.Axd3 Ad6 
winning Pb4 -23.Ne2 dxe 
24.Axe3 exd 25.Axd3 fxg 
26.hxg Nxg4 and will win the 
Pb4 -23.g5? Nxb4 winning) 
fxe (20 ... Nd4 21.Nxd4 exd 
22.Ne2 Rxc2 23.Fxc2 fxe 
24.Nxd4! exd 25.Fxd3!) 
21.dxe exf 22.gxf Ah6 
(22 ... Nh5 23.Nd5 with better 
game) 23.eS dxe 24.fxe NhS 
2S.Ad3? (correct is 25.Nd5 
Rd7 26.Rxc6 Rxd5 and W has 
the advantage since his Ps 
block entry of the Black F) 
Nf4 26.AxbS! (26.Nxb5? 
Nxd3+ 27.K- Rxb5 with better 
game) NxeS 27.NxeS Re7 
2S.Re2 Nxe2 29.Kxe2 RxeS+ 
30.Ae3 [Here the commentary 
breaks off.] 

-@~Ui-t.~ 
13.h3 Rb7 14.Rb2 h6 IS.g4 
Rf7 16.Rbg2 RhS 17.Nh2 Fc7 
(or Pa6) IS.h4 fxg (lS ... any on 
F wing 19.h5 119 ... Ne7 20.hxg 
Nxg6 21.gxf Nh4 22.Rf2 Nxf5 
23.Ah3 N- 24.f5 119 ... g5 
20.gxf exf 21.fxg hxg 
119 ... gxh 20.gxf exf 21.Ah3 
with better game 119 ... fxg 
20.hxg Rg7 21. Nxg4 Rxg6! 
22.Nxf6+ Rxf6 and White 
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continues Ah3, Rf2, f5 with 
better game) 19.Nxg4 NhS 
19 ... Nxg4 20.Rxg4 Ne7 21.h5 
(21.g5 fxg) gxh 22.Rh4 any 
23. Rxh5 followed by Rh2, 
Rf2, Ah3, f5. If then Black 
plays e5 White replies Rfg2, 
but if exf then Rgfl and Axf5 
with better game 20.Fe2 Ne7 
21.Nh2 (or Nf2) a6 (or other, 
but not 21.. .d5? 22.cxd exd 
23.Nf3 with better game) 22. 
Ff3 as (or other) 23.Fg4 Nf6 
24.hS gS (24 ... gxh 25.Ff3 d5 
26.f5 or cxd! with better game) 
2S.fS! (25.fxg hxg) eS (25 ... exf 
26.Fxf5 sacrificing Ph5 for the 
better game) 26.Ne4 NfgS 
27.Ng3 Rg7 2S.Ff3 g429.Ne4 
following with Fxg4 and the 
superior game. 

13.h3 Rb7 14.Rb2 Rf7 IS.Rf2 
h6 16.g4 fxg 17.hxg gS IS.fS 
exf (llS ... d5 19.fxe Axe6 
20.cxd Ne7 21.Ne5! Nxg4! 
22.Nxf7 Nxf2 23.dxe6 Nxdl 
24.Nxdl 11S ... Fe7 19.Nd2 
Rfg7 20.Fe2 d5 21.fxe dxc 
22.bxc Axe6 23.Ff3) 19.9xf 
Nd7 (19 ... Ne7 20.d4 -20 ... 
Nxf5 21.Nxg5 -21...Nxd4/e3 
22.Nxf7 K'{f7 23.Rxf6+ Kxf6 
24.RxgS winning -21...Rxg5 
22.Rxg5 hxg5 23.Rxf5 with 
better game ~O ... cxd 21. 
Nxd4) 20.Nd2 Ne7 21.Ah3! 
(21.e4 Nc6 followed by Rfg7, 
Kf7, and Black can establish F 
at d/f4 winning) g4 22.Rfg2 

~A1~!fl~~I~ 00 ~" /,,/. 00 
~ ~!~~!~ ~/. 00 /'u, 00 
~:~%~~~ 
/~% /~% ~~ ;/-"'/. 

~ ~ {@J1{@ 
! f;{0;;;;~ ~ ~~ ~ ! ~a; ~/./. ;/:/Y/. 0'/; 00 
~J1~:;J1~~ ~~ >0 /.,/. '/'0, 0'/:/. 
~ ~ ~ti: ~ ~ ~~ 00. , // /, /;;;/, %/. 
~ '/,4;-:/ UAJ ~ ~~-: %3<- ~~? B ;:w:~~:;; 
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From this position three lines 
of play are given: 

(a) 22 ... Nf6 22 ... Ne5 
123.Fe2 ~3 ... RhS 24.Rf2! 
gxh3 25.f6 -25 ... Nc6! 26.Nde4 
or Nd5 -25 ... NgS 26.Nd5 
-25 ... N7g6 26.d4 W has the 
better game ~3 ... else 24.d4 
cxd 25.exd N5c6 26.Rxg4 with 
the advantage 123.d4 Nd3+ 
24.Kf1 ~4 ... Nxf5 25.Axf5 
Rxf5+ 26.Nf3 (26.Ke2 Nxc1 + 
drawn) Rxf3+ 27.Ke2 -24 ... 
cxd 25.exd Nf4 26.Rxg4 Rxg4 
27.Rxg4 Nxh3 23.Nde4 Nxe4! 
23 ... gxh3 24.Nxf6+ Rxf6 25. 
RxgS with the better game 
24.Nxe4 hS 2S.Fe2 RhS 26. 
NgS Rf6 (-26 ... gxh3 27.Nxf7 
-26 ... Rg7 27.Nf3 Rhh7 2S.Nh4 
gxh3 29.Rg5 W retains the 
advantage) 27.Ne4 Rfh6 
(27 ... Rf7 2S.f6 followed by 
Rf2) 2S.Rf2 any 29.Afl White 
will bring K to c3 for Pd4. 

(b) 22 ... RhS 22 ... Rfg7 
23.Nde4! Kf7 24.f6 Nxf6 
25.Rfl Rg6 26.Rgf2 wins the 
Knight 23.Rxg4 NeS 24.R4g2! 
24.R4g3 Nxd3+ 25.Kf1 125 ... 
Nxf5 26.Axf5 Rxf5+ 27.Ke2! 
drawn (27Nf3? Rxf3+ 2S.Ke2 
Ne5 winning) 125 ... Nxcl 26. 
Fc2 followed by Kf/g2 wins 
the N Nxd3+ 2S.Kfl NxfS 
25 ... Ne5 26.Fc2 followed by 
Ke2, Q-d5, Nde4 winning 
26.AxfS RxfS+ 27.Rf2. 

(c) 22 ... hS 23.Nde4 RhS 
24.NgS Rg7 24 ... Rf6 25.Nce4 
Rfh6 26.Rf2 gxh3 27.Nxh3 or 
Rh1 and Rxh3. White plays 
Nc3 and advances d-Pawn 
2S.Nf3 RggS 25 ... Rgh7 26.Nh4 
gxh3 27.Rg5 followed by Ne4, 
Kc3, Pd4; if now Black takes 
dP White replies exd and then 
Ae3 to keep the Black F out of 
the game. Next Rh1, Rxh3 26. 
Nh4 gxh3 27.RxgS NxgS! 2S. 
Rhl to follow with Fe2, Rxh3. 
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Chinese Chess 
by Ma1colm HORNE 

These games are from the News
letter Number 2 of the Chinese 
Chess Postal Tournament, issued 
in January. Entry fee is £4 (£2 in 
UK). There are 20 players part
icipating (including a computer). 
. P.Blommcrs v V.Contoski . 
In this game Black's strong piece 
sacrifice at move 8 gives Red (i.e. 
White) too many problems. 
1.Ch3-e3 NblO-c8 2.Ng3 Ng8 
3.Ril-h1 Rh10 4.gS Ca8 (usual 
here is 4 ... c6) S.Cb8 Rb10 6.Cxg8 
Cxg8 7.Rh7 BclO-e8 8.Rxg7 

~ J 
'f 

,,~ c; 

It-i'~-~-'i!t-'~~-~-~ 
8 ... Rb2! 9.Rxg8 Rg2 10.NhS 
Rxg1 l1.Ng7? (Ceding the h-file 
eases Black's task, but after say 
l1.Nc3 Ci8 Red is still in 
considerable trouble.) 1l ... Chl! 
(Not 11...RxgS? 12 Ch3! RilO 
13.Rxh8 when Red is back in the 
game.) 12.Ni8?! (12.Cd3 looks a 
better idea, but after 12 ... RxgS+ 
13.Kel-12 Rh2+ 14.Ke3 Cg1 
Red is struggling badly once 
more.) 12 ... Rh2 (A simpler path 
to victory is 12 ... RxgS+ 13.Afl
e2 Rg1 + 18.Af1 Rxg8+ lS.Ae2 
Rxi8) 13.Ng9+ Ke9 14.Rf8 
RxgS+ lS.Ae2 Rg1 + Red resigns. 
(After 16.Af1 Rxg9+ 17.Ae2 
Rg1 + 18.Af1 Rg8+ it is all over.) 
. M.Horne v M.Nagler . 
This game is printed mainly to 
illustrate a problem with the 
UKCCA rules about repetition of 
moves. 1.Ch3-e3 NhlO-g8 2.Ng3 
Rh10 3.Rh1 CM 4.gS Ce8 S.Cb8 
Nc8 6.Cxe8 Bg10xe8 7.NfS 
RblO!? (I found a game in a 
Chinese magazine which went 
7 ... Ch3 and now Red played the 
very interesting sacrifice 8.Nc3 
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Cxc3 9.Rxh10 Nxh10 10.Ra3 
Cc2 1l.Ra2 Cc3 12.Nd6 Ra8 
13 .Rh2 and went on to win. 
Under UKCCA rules, used in the 
postal tournament currently, it is 
however no longer a sacrifice as 
Red could decide to chase the 
Cannon back and forth if content 
to draw! The problem is that in 
China, Hong Kong, Taiwan etc, 
different repetition laws are in 
force. The most important rule is 
that the chasing of an unprotected 
piece is not allowed - except in 
special circumstances. If we play 
to simplified rules, as at present, 
then a significant amount of 
opening and endgame theory 
becomes inaccurate for us. 
Unfortunately the two main 
Chinese Chess organizations in 
the Far East do not agree on the 
rules! One organization has a 
simpler set of rules than the other, 
but still rather complicated. In 
tournaments in China an exper
ienced arbiter can decide, but this 
is not practical in the West for 
postal chess.) 

8.gG Cxc4 9.RxhlO Nxh10 
1O.NdG CcS l1.Bc1-a3 c6! 
12.Nf7 ChS 13.Ra2! (13.g6xg7 
Rb2! threat ... CbS) Rxb1 14.Rh2 
RbS lS.eS CfS 16.g6xg7! 
(16.Rxh10 regains the piece but 
after 16 ... g7xg6 Black looks well 
placed, so I preferred to sacrifice 
for active counterplay.) 16 ... Nf9 
17.g8 Cf4 18.Rh4 Cf3 19.Bc1 
AdlO-e9 20.g9 Ng7 (It is now 
quite hard for Black's Cannon and 
Knight to dodge attacks from the 
Red Rook, and the UKCCA rules 
allowing repetitive chasing 
increase the chances of a draw.) 
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21.Rg4 NhS 22.RM Nd6! 23.NgS 
RxeS 24.Nxf3 RfS 2S.Af1-e2 cS 
26.Ca3 Nc8 27.Nd4 RdS?! 
(Admittedly 27 ... RgS 28.Nf3 RdS 
seems to avoid the forthcoming 
repetition and Black might still 
hope to win.) 28.Cd3 Draw. 
(28 ... RgS 29.Nf3 RfS 30.Nd4 etc 
would follow. Under Chinese 
rules chasing the Rook 
repetitively would be illegal, and 
Red would have to vary!) 
. A.Brown v M.Horne . 
In this game Black establishes 
two united Pawns across the river 
and this eventually proves too 
strong. 1.cS Bc10-e8 2.Nb1-c3 
Nd9 3.Ra2! c6!? 4.cSxc6 Re10 
S.Rd2 Nf8 6.c7!? (6.Rd6!? 
expected) Rxc7 7.NbS ReS 
8.Cb3xb8 RxbS 9.Nxa7 Rb4 
10.Nc8 Rxe4+ l1.Ce3 Af10-e9 
12.Ni3 Nh7! (Prevents 13.Rh1 
and attacks the Knight at c8.) 
13.Nb6 Rf4 14.NdS Rf7 lS.Ril
i2 Ri9 16.Ri2-f2 Ri9-f9! 
17.Rxf7! (Not falling for 
17.Cxe8+? Ad8 {17 ... Kf10? 
lS.CaS!!} 18.Rxf7 Rxf7 after 
which the Cannon gets trapped.) 
17 ... Rxf7 18.Ng2 e6 19.Nc3 eS 
20.Ad1-e2?! (20.Rd4!?) g6 
21.Cf3 gS! 22.Rd4!? (22.g4xgS!? 
Cg8l also awkward for Red) Rc7 
23.Bg1-e3 gS-fS 24.NbS Rb7 
2S.Nd6 Re7 26.Nf7! Ch9 27.Rd6 
e4 28.Rg6 Nf8 29.Ch3 Rxf7 
30.CxhlO+ Af10 31.Re6 Ch1+ 
32.Bg1 fS-f4 33.Rxe8+ AdlO-e9 
34.ReS Rh7 3S.Cxhl Rxhl 
(Black has survived a tricky 
period but now life gets easier. 
Red's Knight is very awkwardly 
placed and he soon gives it up for 
counterplay against Black's King.) 
36.RcS Rxg1 37.Rc10+ AdlO 
3S.Kd1!? Rxg2 39.Rxd10+ Ke9 
40.RxflO Ng6 41.RxglO Rxg4 
42.Rg7 i6 43.aS Nh4 44.Re7+ 
Kf9 4S.a6? Rg6 46.Rd7 (46.a7? 
Rd6+ and Black soon mates) 
Rxa6 47.Rd3 Rc6 48.Ba3 Ng2 
49.Rg3 Rd6+ SO.Rd3 Rxd3+ 
S1.Axd3 Ne3+ S2.Af1-e2 f3! Red 
resigns. (One line is S3.Bc1 f2 
S4.Bxe3 e4xe3 SS.Kd2 Ke9! 
S6.Ad1 Kd9 S7.Ae2 f2xe2+.) 
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Must-Capture Chess 
by Paul NOV AK 

The rules are as for normal 
chess with the modification 
that you must capture if legally 
possible. If there are two or 
more possible captures anyone 
may be played, but you are not 
obliged to make a capture that 
exposes your King to check 
since this is illegal. 

It is therefore well-nigh 
impossible to do anything at 
all [not much of an advert for 
the game! - MH] as a devel
oped piece can easily be made 
to sacrifice itself for a pawn. 

EXAMPLE GAME 
.Jed STONE v Paul NOVAK. 

Correspondence 1988-9 
l.Na3 e6 Played to stop Nb5, 
Nxc7, Qxc7, g3!, Qxg3, 
fxg3+/- (Irrelevant moves in 
sequence not shown.) 2.e3 bS 
3.NxbS exbS 4.f3?! Played to 
allow e4 without having to 
worry about h5, Qxh5, etc, but 
weakening the el-h4 diagonal. 
4 ... g6 Hoping to be able to get 
Nh6 in, and then play e6, 
hoping for h4??, Qxh4, Rxh4, 
Bd6, Rxh6, Bg3 mate! As 
virtually any move White plays 
stops this, it's hoping a bit! It 
may well have been better to 
play 4 ... a5, threat a4 - I felt it 
was a stronger move but had 
fallen in love with the dark
square diagonal cheapo plan, 
and thought I could make it 
work later if he didn't notice it. 
After 4 ... a5 5.b4 axb4 6.cxb4 
Rxa2 7.Rxa2 Na6 8.Rxa6 
Bxa6 it looks about equal. 
S.b4(!) Now I can't play Bd6 
ever - it must take the damned 
bP! S ... Nh6 Still trying. Now I 
pinned my hopes on play-ing 
Nf5 and keeping a straight face 
[not that it mattered, in a 
correspondence game!] hoping 
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he wouldn't notice: Ng3!, 
hxg3, Qc7, Rxh7, Qxg3 mate! 
6.g4 Unfortunately these things 
don't happen in real life. 
6 ... N xg4 7.fxg4 a6 to avoid 
Bg2 8.a3 hS pinning his eP 
again 9.gxhS gxhS 10.Bb2 
Rh6 White is better; I was 
forced into contortions with 
my Rooks to avoid losing 
material to Il.c4 1l.Rbl Ra7 
Welcome to the wonderful 
world of wood-pushing; "both 
sides lack chances" as 
Alekhine might have said. 
12.h4 as!? Losing patience. 
13.bxaS RxaS 
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I expected 14.Ral (If 14.Rcl 
Rxa3 15.Bxa3 Ra6! 16.Bxe7 
Kxe7 17.Rc2) 14 ... Rxa3 
15.Rxa3 Ba6 16.Rxa6 Nxa6 A 
piece down, it looks as though 
Black is lost ... but (A) 17.Bg2 
Nc7! The threat of 18 ... Ra6 is 
hard to meet, e.g. 18.Nf3 (or 
18.Bb7 Rb6! or 18.Bel? Ra6! 
and White can't stop ... Ra4) 
18 ... Ra6 19.Bal Rxal 20.Qxal 
b4 21.cxb4 f6 etc, and black 
also has just b4, cxb4, f6, 
Bxf6, exf6 regaining his piece. 
... or (B) 17.Nf3 and Black has 
the Petrosian-like 17 ... Nb8!! If 
18.Rh3? Black now mates by 
force: 18 ... e5 19.Nxe5 Qxh4+ 
20.Rxh4 Ra6! 21.Nxf7 Kxf7 
22.Rxh5 Bd6 23.Rxb5 Bg3 
mate. 
14.Nf3 Rxa3 IS.Bxa3 Rb6! 
16.RxbS RxbS 17.Bxe7 
Kxe7(!) 18.NgS RxgS 19.hxgS 
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Bb7 20.RxhS Na6 and so the 
smoke has cleared; White is a 
Pawn up. 

~~ ;(,,"; ~'; ~~ ://~ ~/ /" W ///. ~/. ~/, :/~ 
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21.Rh3 Qb8!? And still trying! 
Threat: 22 ... Bhl Rxhl 23.Qg3 
mate. White should now have 
forced the draw with: 22.Rh2 
Qxh2 23.c4 Qxe2+ 24.Kxe2 
Bg7! (not now 25.Ke3? Bc3!) 
25.Qc2 or with 22.e4 Bxe4 
23.Bxa6 Bbl 24.Qxbl Qxbl +. 
22.d3?? Spotting Bhl but: 
22 ... Be4! 2~.dxe4 d6(!) 
24.Qxd6+ Kxd6 2S.Kf2 Ne7 
White must be lost now but I 
didn't want to take any 
chances. 26.Rd3+ KeS 27.Kf3 
Bd6 28.Rxd6 Kxd6 29.e4 KeS 
30.e3 Ne6 31. White resigns. 

Editor's Note 
This variant is one of the games 
in the Alfonso X MS of 1283AD, 
According to Murray's History 
and Whyld & Hooper's Oxford 
Companion to Chess it was 
known as Juego fon;ado (Forcing 
Game) or Juego de Doncellas 
(Maidens' Game), attributed to the 
ladies of Ultramar (Morocco); i.e. 
it has the same Moorish origin as 
Alquerque (see VC4 p48). 

The Alquerque/Draughts rule 
is stronger: a player must con
tinue capturing if able. Dawson 
applied the rules, to Black only, 
as long ago as 1911-12, in his 
"Black-Cap" and "Mad-Cap" 
Zigzag problems. The game in 
which the stronger rule applies 
(OCC attributes it to M.Charosh) 
is thus Mad -Cap Chess. 
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Original Problems to Solve 
Judge for 1991-1992 Kjell WIDLERT 

Thanks to Kjell Widlert for 
agreeing to be judge for the next 
two years compositions. The 
selection of problems this month 
has been put together in no 
particular order, so read the 
stipulations carefully. The solving 
should be easier this month since 
all the composers are 
economizing on pieces! 

65. Michel OLAUSSON 

%;~h~h~ % y~ /~ ~ 

%' ~!~ ~ . 
r~ ~ ~ W ~,,~ w. w, w. 

~ ~ ~ ~ @i ~ ~"v. ~ 
~rn~. ~.~ 
Serieshelpmate in 13 

Chameleon Circe Chess 
-0- In Chameleon Circe, a piece 
when captured transforms into a 
different type of piece (in the 

. order N-B-R-Q-N) before 
reappearing on the appropriate 
square of the base line. 
-0- In a Serieshelpmate in N, 
Black plays a series of N moves, 
never moving into check, and 
checking White only on the last 
move, to reach a position where 
White can mate in one move. 

66. Erich BARTEL 
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Seriesselfmate in 8 

Circe Malefique Chess 
Q- In Circe Malefique, captured 
pieces reappear on the opponent's 
base line instead of their own. 
-0- In a Seriesselfmate in N, White 
plays a series of N moves, not 
moving into check and not 

checking until the last move, to 
reach a position where any legal 
Black move checkmates White. 

67. Michel OLAUSSON 

~.~ .. ~~~ 

~ ~ ~ ~ 
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Circe Chess 
Helpmate in 21h (2 ways) 

-0- In Circe Chess captured men 
reappear at home, if the home 
square is vacant. Home square for 
Knight, Bishop, or Rook is the N, 
B or R home square of the same 
colour as the capture square. A 
Pawn reappears on the Pawn 
square in the file of capture. 
-0- In a Helpmate N the players 
co-operate in playing a series of 
N pairs of moves leading to a 
position in which Black is mated. 
(Thus here White moves first.) 

68. Adam SOBEY 

Circe Chess 
Serieshelpmate in 14 

69. Edgar HOLLADA Y 
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Helpmate in 21h (3 ways) 

70. Frederick M. MIHALEK t 
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Helpmate in 3 
(b) Black Princess (B+N) g2 

-0- Princess moves and captures as 
Bishop or Knight. 

71. Frederick M. MIHALEK 

Stalemate in 3 
-0- A Stalemate in 3 problem is 
like a Mate in 3 but with stale
mate as the aim. White plays the 
first, key move, and must force 
stalemate of Black. The position 
here is stalemate already, but it is 
White to move so he must release 
Black before binding him again. 

72. Michel OLAUSSON 

Neutral Berolina Pawn g7 
Series Check in 2 (4 ways) 

-0- This amusing minimanner goes 
with the comments on check 
problems (page 63). White plays 
two moves, the aim being simply 
to check Black. 
-0- A Berolina Pawn captures by a 
single step straight forward, and 
moves by a single step diagonally 
forward (i.e. the other way round 
from the normal P). 
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<1- A Neutral can be regarded as 
White or Black by the player 
whose turn it is to move. 

73. Michel OLAUSSON 
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Chameleon Chess 

Neutral Knight & Bishop 
Help-Interchange in 2 

(b) d1--d4 
<1- In Chameleon Chess (a new 
variant?) when R, BorN moves 
to an R, BorN file it transforms 
to the piece designated by the file. 
[cf. "Querquisite" VC2, p21] 
<1- The stipulation requires two 
pieces to be interchanged. The 
result is somewhat paradoxical! 

74. Peter WONG 
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Royal Bouncer c6, Bouncer g6 
Diagonal Bouncers d4, g4 
Helpmate in 4, (b) g6-f2 

<1- A Bouncer (VC3, p31), moving 
along Queen lines, doubles its 
distance from the edge, or from 
another piece in line with it. e.g. 
if Bo were at f6 it would be 
checking the royal Bo via a 
bounce from the h-edge (like 
bouncing from a piece at "i6"). 
<1- Diagonal or Bishop-Bouncer is 
Bo restricted to Bishop lines. 
[Solvers: please denote c6 by K, 
g6 by Q, d/g4 by B] 
Solutions to G.P.J. inc1udin 
No.55 from VC4) by 15th April. 
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75. George JELLISS 

Serieshelpmate in 10 
I sent this to Fred Mihalek for 
Canadian Chess Chat a few years 
ago but it seems it did not appear. 
It is one of a set with White King 
and Pawn only. 

76. Nikita PLAKSIN 

Bichromatic Circe, Alfil e8 
Last 8 single moves? 

<1- I think Bichromatic here means 
that every move in the game was 
between squares of opposite 
colour. The author gives a series 
of twins according as the piece at 
e8 is ( a) AIfil, (b) Bishophopper 
(c) Camel, (d) Dabbaba, (e) Equi
hopper, (t) Fers, (g) General (I 
take this to mean a Silver General 
from Shogi) and (h) Happy New 
Year! But since all of these, 
except the last, are mono
chromatic movers the solution is 
the same regardless. 

77. Vladimir PRIBYLINEC 

~~ ~ ~ ~ 
~ ~ ~ ~ 
~ ~ ~ ~~ @. 0;; ~ /,r/ 

~ ~ ;/R:;; ~~ 
~ ~ ~tfff <!J i~ 
~ ~ ~ ~ 

~ ~ ~!~~ 
~ ~ ?%.'tf/..r~ w. w w. /,,% 
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Grasshoppers 
Helpmate in 3 

(b) after 1st move of (a) 
P. A Grasshopper travels and 
captures by moves along Queen 
lines to the first square beyond 
one piece which acts as a hurdle. 
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78. V.A.KRIVENKO 
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Circe. Zeroposition 
Serieshelpmate in 10 

(a) a7-b8 (b) h2-g1 
The two parts of this look the 
same to me! - So only 1 point. 

79. Ian SHANAHAN 
"To Nigel Nettheim" 
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Solutions to Original Problems in Variant Chess 4 

Due to last-minute rush I made a 
number of silly errors in the 
stipulations in VC4, viz: set play in 
SI; two solutions to S4, selfmate in 
SS, definition of orphan in 64. My 
apologies to the composers. Also, I 
did not give enough attention to 
testing the Circe RI problems. They 
jumped the queue because they fitted 
the "Royal" theme of the issue, and 
all are multiply cooked. 
49. N.Plaksin (USSR). Three Black 
Bishop moves, namely BcS-b7/a6-
f3/e2-hS. Retract: l.e7xQf6 Qd6-f6 
2.eSxRf4 QbS-d6 3.d6xQeS b7-
bS=Q 4.a7-a6 a6xRb7 S.RbS/c7-b7 
etc. Now take RbS back to g4 and 
QeS to hS for h7-hS=Q and gSxRh6. 
Now take Rf4 back to cS for c7-
cS=R and c2-c7, RaS-g4, g4-gS, 
RgS-h6, c7xQd6, QhS-d6, 
h6-hS=Q, h7xBg6, B-g6, Nh3-h4, 
Kh4-g3, N-g2, Q-f2, g3-g4, ??? 
50. M.Olausson (Sweden). 1-3.KbS 
4.Bc7 for RaS# 1-3.KdS 4.Bc7 for 
RhS# and l.Kxc6 2-4.KfS for RhS# 
What is it? - 3 cooks? [EB.] 
51.H.Ebert (Germany). l.Ke4 Kel 
2.Ke3 QeS# and l.Ke6 Ke3 KfS 
Bg4#, also set play: l...Qf6 2.Ke4 
Bf3# exact echo of second mate. 
Really good! [E.B.] Nice royal play 
and mate variation. [M.O.] 
52. F.M.Mihalek (USA). (a) l.KfS 
Nf7 2.Kg6 Kf3 3.KhS Nf4# (b) l.KfS 
Kf2 2.Kg4 Nf6+ 3.Kh4 Kg2# Part 
(a), rotated 180°, was a part of a 
Mihalek S-part composite which won 
an honourable mention in 
Probleemblad in 1973, but the newer 
part (b) with its nice battery 
formation makes this pair of twins an 
original [Edgar Holladay]. Two nice 
mates [E.B.] 
53. V.A.Krivenko (USSR). l.GfS 
Gbl 2.GhS GfS 3.Ghl GhS 4.Gbl 
Ghl S.Ra2 Nd3# Circuit by Gbl. 
Cooks by BR-a2, WG-bS/6 for 
Nb3#. [AE, AW.L] Also: l.Ra2 
Gg6 2.g4 Gd3 3.g3 Gh3 4.g2 Gfl 
S.gl=BIN Nd3# [D.N.] Also: l.Rd2 
Gg6 2.Rd6 Gc6 3.Rd2 Gf3 4.Rg2 
Ghl S.Ra2 Nd3# [LG.R.] 
54. E.Bartel (Germany). "2 ways" 
was omitted from the stipulation. 
l.NGel Kd3 2.NEe3 Kc2# and 
l.NGb6 Kd2 2.NEel Kcl# 

"Undiscovered" check [AW.L] Two 
neat and original ideal checkmates, 
well echoed. [M.O.] 
55. M.Olausson (Sweden). The 
stipulation should of course be Maxi
SELFMATE in IS (with set mate). 
So I will hold the solution over to 
next issue. The Grasshopper in this is 
Neutral only so that White can 
capture it, other ploys tried by the 
composer fail for various reasons. 
56. Smook (Canada). l.f4 MRg6 
(via a3 and fS) 2.d4 RHc6 3.Kd6 
MRa3 (via dS) 4.KeS e4# MR pins 
both BPs d4, f4. Cook: l.f4 MRg6 
2.f3 RHc6 3.Kd6 MRhS+ 4.KeS e4# 
[AW.L] Black RHg3 stops this. 
57. M.OIausson (Sweden). l.Khl 
(Bfl) Bg2+ 2.Kh2(Ngl) Nf3# and 
l.Kh2(Ngl) Nf3+ 2.Khl(Bfl) Bg2#. 
Alas also: 2.Kh3 Bg2# [E.B.] All 
moves reciprocated! [M.O.] Clever 
use of Circe to produce this solution
scheme so economically [AW.L] 
Possibly anticipated by Y.Nebotov 
Probleemblad 1/SS (1314) [VAK.] 
58. E.Bartel (Germany). (a) l.fl=Q 
dS=N 2.Qh3+ Kxh3(dS occupied) 
stalemate (b) l.fl=B dS=R 2.Bd3 
Rxd3( cS occupied) stalemate. AUW. 
Circe rule only prevents promotion
duals [AW.L] Our "AUW-Einstein" 
strikes again! As usual with utmost 
economy. [M.O.] 
59. H.Ebert (Germany). l.Kh2 
QbS(RhS)+ 2.Kh1 QaS(BcS)+ 3.Nf3 
QxcS 4.Nh2 QxhS stalemate. Queen 
circuit, visiting files b,a,c,h, hence 
the dedication! 
60. Frankiss (BrazilIUK). Note 9-
rank board! Tries: l.cb3(pbS)+? 
bc7(Pc2)! l.cS? Hd7 2.cb3(pbS)+ 
Gc6(Pc2)! and similarly on the right. 
Key: l.CRb7 (threat 2.CRd1#) CRbS 
[for 2 ... CRe7(Bc1)] 2.cxb3# l...CRhS 
2.gxh3# l...CRc3(Ngl) [allows 
2 ... Kxd1] 2.Nf3# l...CRg3(NRg9) 
[following the convention that fairy 
pieces reappear on the promotion 
rank] NRd3#. Alas, boycotted by 
solvers - stipulation too involved? 
61. A.W.lngleton (UK). l.Bd4(Ral) 
Re1(Ke8) 2.de1(Ra1)=R Rel(RhS) 
3.KdS Re4(e7) 4.ReS Rd4(BfS)# 
Cooks by dl=N-f2, P-e2, K-eS 
for Rd1# or l.Bd4(Ral), Bf2, Rd1, 
Pe2 for KeS# etc. [AE., EB.] 

62. M.Olausson (Sweden). 
l.Kc7(Kel) Nc7(Ke8) 2.Kf7 Kf2 
3.Kg6 Kg3 4.KhS(h2) Kh4 S.g3 
hg3(g7) 6.g6 NeS# Ideal mate! (WN 
acts only as a block of eS). Cooks 
with WKg4, Ph3, BKhS or h4 also 
WKg3, Ph2, BKh3 also WKf7, Pg6, 
BKfS but not WKb7, NcS, BKbS, 
Pgl=Q-e8, since Q just moves 
away. [AE, AW.I] 
63. A.W.lngleton (UK). l.Rb3 
Nb3(RaS) 2.d4 Nd4( d7) 3.Bc3 
NfS(f7) 4.Bg7 Ng7(BfS) S.RdS 
NeS(NgS) 6.Ne7 Nc7(KeS)# and 
l.Rd3 Nd3(RaS) 2.f4 Nf4(f7) 3.Kd6 
NdS( d7) 4.Bc7 Nc7(BfS) S.RdS 
NeS(Ng8) 6.Ne7 Nd6(KeS)#. Cooks 
with BKdS, WKd7, NcS/eS [AE] 
64. E.Holladay (USA). The 
composer omitted to define the 
Orphan, and my memory was at 
fault: Orphans only adopt the powers 
of pieces that ATTACK them. l.Kg1 
waiting Ke4 2.bxaS=B# 1...KeS/Kf4 
2.bS=B# l...Ke6 2.gS=B# 1.. . Kg 6/ 
KgS/Kg4 2.gS=R# l...Kf6 2.gS=N# 
In the first four variations the Black 
Vulnerable King interferes with 
Orphans on f3, g3, b3 and g3, 
respectively. White cannot reply with 
Queen promotions since other 
Orphans would be activated. 
Correction: 16. Madrasi RI, Mate in 
8, Slawomir Woszczynski adds 
WBa6, BBbS. l.Nxd2 NeS 2.Nc4+ 
Nd6 3.Rf2 Bg7 (3 ... e6 4.RxfS d2 
S.RbS dl=Q 6.RxbS#) 4.RfS (threat 
S.RxbS#) eS S.RxeS (S.b4+? cS 6.Rf7 
d2! or S.Rf7? d2!) BxeS 6.dS d2 
7.b4+ cS 8.dxc e.p.# or if 6 ... cS 
7.dxc. e.p. and S.b4# Tries: l.b4+? cS 
then as solution, but 7.gS d2 = ! 
l.dS? (threat 2.b4+ cS 3.dxc e.p.#) 
l...eS? 2.Nxd2 NeS 3.Nc4+ Nd6 
4.b4+ cS Sdxc e.p.# 1...dl=Q or e6! 
Solvers' Scores 

1-3 4 T 
Maximum SS 26 114 
AW.Ingleton S2 23 lOS 
S.Pantazis S7 S7 
E.Bartel SO 14 64 
1. G.Richardson 47 14 61 
D.Nixon 46 14 60 
M.Olausson 17 14 31 
V.AKrivenko 14 13 27 
AEttinger IS IS 
C. C. Frankiss 10 10 
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Grid Chess 
Grid Chess, invented by WaIter 
Stead, first appeared in Fairy 
Chess Review August 1953, where 
it was the subject for the 
T.R.Dawson memorial tourney. 

To play this variant a "grid" 
of lines is placed over the board, 
and the only modification to the 
orthodox rules is that every move 
must cross at least one grid line. 

Any arrangement of grid lines 
can be considered, but the original 
and most popular type divides the 
board into 16 areas 2x2. With this 
grid the Kings can never get to 
the corner squares (unless put 
there by a problem composer), 
and at the edge the King's moves 
are reduced from 5 to 2, and 
away from the edge from 8 to 5, 
so that the K is less mobile and 
less force is needed to give mate. 

A White Pawn can never get 
to a6 or h6, nor a Black Pawn to 
a3 or h3; and Pawns can only 
progress beyond the fifth rank by 
capturing. I think the game should 
be practical for play, but as far as 
I know it has hitherto only been 
used by composers. 

Strange juxtapositions of 
pieces are possible, such as two 
Kings or King and opposing 
Queen, provided there is no grid 
line between them, since there are 
no actions within a grid area. 

Here are some direct-mate 

l.Be1 Rd8/Rf6/Kd6 
2.Rd7/Re61Bb4# 
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A.Chicco FCR ii 1954, #2 

l.Qh5 Qel/Qelse 2.Qb5/Qd1# 
1.. .Rf3,4/5,6/7,8 2.Qf3/5/7# 

l.Bc3 Kd7/Kf7 2.Qd4/Qd5# 

G.P.Jelliss Chessics 3 1977, #2 
(corrected Chessics 7 1979) 

l.Nd5 Ke6,Re5/Ke5,Re6 
2.Qg6/Qf4 

Alternative Grids 
Mannis Charosh (FCR Vlll 

1955) noted that the number of 
arrangements of grid lines 
between pairs of squares is 2 t 112 
(including the cases with all 
square edges as grid lines = the 
normal board, or with none as 
grid lines = every position 
stalemate!). A more manageable 
number is obtained if a grid line 
must cross the board from edge to 
edge, this gives 2t14 = 16384. 

The following problem uses a 
minimal full-line grid that still 
allows all pieces to move from 
the normal opening position: 
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M.Charosh FCR 1955 
Helpmate in 2 

% ~,.-

~/oF'/.~%" %%" 
~~% ~~' 
/~ r..£.L ,/ • , 

l.f5 Be3 2.Be5 Rd1#. Not 000 
as Bg7 is fP promoted at el. 

The following "slipped grid" 
has no "dead" squares: 
C.E.Kemp FCR 1956 version with 
J.G.lngram. Autostalemate in 27 

l.Kf7 17.Kd7 19.Rb8 24.Rf7 
25.e7 26.Ke6 27.d7. 

Review 
R Qu 36 Gitterschach -aufgaben 
by Rudolf Queck. (Published by 
Feenschach, price unknown). This 
is a little collection of Grid Chess 
compositions, all by R.Q., but 
disappointingly containing illl 

direct mate problems apart from 
three with special conditions. 

R.Queck Feenschach 1981 
SeriesH# in 5 (4 ways) 

'i'~ % % ~ 
~ ~ 

l.Qa3 2.Ke6 3.Ke7 4.Kd8 5.Qe7 
Rh8#, l.Qa4 2.Ke6 2.Kd7 4.Ke8 
5.Qd7 Rh8# or same reflected. 
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What is a Chess Variant? 
by David PRITCHARD 

We all have a fairly clear idea of 
what is meant by a chess variant. 
The problem is that our idea 
probably does not coincide 
exactly with anyone else's. 

There are a lot of games of 
course that all of us would agree 
on: Rifle Chess is a chess variant, 
Monopoly is not. The difficulty 
arises with those games that stand 
uncertainly on the periphery, 
having some genes that are 
indisputably of Caissic origin 
combined with others that are 
indisputably not. 

For example, most people 
would I think agree that Draughts 
is not a chess variant, but one or 
two authorities think otherwise. 
They point out that Draughts was 
invented about the 13th century, 
probably as a sort of simplified 
chess, based on the standard 
chessboard and the fers, or queen, 
which at that period moved one 
square diagonally. I've even met 
Draughts players who considered 
Chess to be a Draughts variant, an 
aberration misguidedly supported 
by the Egyptian government who 
many years ago issued a postage 
stamp depicting Senet, the ancient 
game of the Pharaohs (the rules 
of which are unrecorded) and 
naming it Draughts. 

So let's see if we can come up 
with a satisfactory definition. 

What is meant by Chess is the 
first question, and an easy one: 
the game as laid down by F.I.D.E. 
(Even here we have to be a little 
cautious, for in Japan Chess is 
sometimes referred to as Western 
Shogi, whilst in China chess is 
the indigenous form of the game, 
Xiangqi. Still, our definition is 
watertight.) 

Many attempts have been 
made to define a variant. David 
Hooper amongst others has 
suggested that the factor that 
distinguishes chess from other 
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board games is the vulnerability 
of the king. If each player's 
objective, or one of his objectives, 
is to attack (and defend) a mobile 
king, it is chess or a chess 
variant, otherwise it is not. Note 
the word "mobile". If this were 
omitted it would let in an 
avalanche of games far removed 
from chess. 

1.1.Secker concurs but adds a 
second factor: the infinite move 
(as the Q, Rand B in the 
orthodox game, where the board 
limits define the extent of the 
move). Another factor commonly 
advanced is that of pieces with 
different powers of movement and 
capture, a feature found in no 
other ancient game. 

Jerzy Gizycki, the Polish 
lexicographer, advances a 
composite definition of a variant: 
(1) A board game between oppo
sing forces, (2) The opponents 
make one move per turn, (3) The 
aim is to capture ( checkmate) 
your opponent's principal piece. 
On the face of it a valid 
definition. But wait a moment: if 
we accept Gizycki's definition, we 
must drop Progressive and Mars
eillais chess for a start. And that 
requirement to checkmate your 
opponent's king - doesn't that 
effectively rule out Losing 
(Giveaway) chess as a variant? 

Try again. I posed the 
question "What is a chess 
variant?" to Alex Randolph, the 
world's foremost and most prolific 
games inventor. "Any Game," he 
instantly replied, "that includes 
the knight". Facile perhaps, but 
worth considering. Mathematic
ians have long understood the 
concept of the knight's move 
outside chess, but in game terms 
the knight is, or at least was until 
quite recently, exclusive to chess. 
(Could this definition possibly 
disclose a prejudice? Alex is the 
inventor of Twixt, for the last 20 
years a best-selling strategy game 
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which involves linking units 
spaced a knight's move apart. 
Twixt is arguably not a chess 
variant. He also invented 
Pferdapfel (which decency 
prohibits me from translating) 
where two knights are moved 
around a chessboard according to 
certain simple rules. Pferdapfel is 
arguably a chess variant.) 

It would be possible to 
appoint a panel to rule on what 
game is, and what is not, a chess 
variant, but panel members, 
however distinguished, would 
have to agree some sort of 
criteria, which takes us back to 
where we were. No better would 
be some legal phrasing like "in 
the judgement of any informed 
and reasonable citizen". 

If you don't agree, have a shot 
at drafting a definition that 
includes all games that you 
consider to be chess variants, and 
excludes all games you consider 
not to be. I wish you luck. 

In the end, the only secure 
definition seems to be a 
subjective one: a chess variant is 
what you think it is. 

D.B.P. 2 vii 1990 
Editor's Note 

This item by David Pritchard 
was sent before my article on 
"The Royal Game" appeared, and 
so covers some of the same area. 
Some further comments by him 
appear among the correspondence 
on the following pages. 

Over the Christmas period I 
made a lot of progress in putting 
my untidy manuscript notes into 
the word processor to prepare a 
Guide to Variant Chess (on the 
lines of Anthony Dickins' Guide 
to Fairy Chess). I hope to publish 
it later this year, but there is 
much still to do. It seems that 
David's ambitious Encyclopaedia 
of Chess Variants will not appear 
until 1992 at least. 

The following item is based 
on the "Variant Chess" entry. 
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Types of Variant Chess 
by George Jelliss 

By a variant chess we mean any 
type of (at least theoretically) 
playable chess differing from the 
orthodox. The change may be in 
just one rule: a monovariant (e.g. 
Grid Chess, Checkless Chess, 
Cylinder Chess, Must-Capture 
Chess, Rifle Chess - the list is 
vast, and provides the principal 
supply of material for the 
continued flourishing of our 
magazine) or the changes may be 
in almost all of the rules: a 
multivariant (e.g. Shogi, Chinese 
Chess, Ultima, Escalation). 

The consequences of a rule
change can often be more far
reaching than may appear at first 
sight, and a single rule may need 
to be supplemented to account for 
new situations that can now arise 
that are not covered by the 
orthodox canon. For example, a 
question that often arises is what 
happens to a Pawn moved to a 
back rank? Does it have its usual 
single-step move and capture, can 
it make a double step, or is it 
simply a powerless Dummy, or 
does it promote? (Another case is 
where the King is given a long
range move: It mayor may not be 
allowed to pass through check). 
There is no one "right" answer. 
Each possible interpretation leads 
to a different subvariant. 

Some variants are not really 
practical games but may provide 
opportunities for problem or 
puzzle composition or theory. 
Gamers should not however 
dismiss them on this account; it 
may be that only a slight extra 
modification will provide a 
playable game (e.g. Reflex Chess 
is probably a much more practical 
game than plain Misere Chess, 
although Selfmate problems are 
well established almost 
orthodox). 

An important class of games 
are the new-piece variants. Any 
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new piece can be introduced into 
the orthodox game in several 
ways, thus producing a whole 
range of chess variants. 

In the absence of any 
statement to the contrary, the 
assumption among problemists is 
that any fairy piece in a diagram 
has arisen as a result of pro
motion of a pawn (but this does 
not work in all cases, e.g. the 
Equihopper). 

Gamers would probably prefer 
the new pieces to be present from 
the start of play. This can be done 
by substituting the piece for one 
or more of the orthodox men. 
This results in a New King, New 
Queen, New Rook, New Bishop, 
New Knight or New Pawn Chess. 
Alternatively the new men can be 
added to the usual forces. 

Other methods of introducing 
new pieces are also possible, e.g. 
simply holding them in reserve 
and placing them when rules 
permit (as in Shogi or Pocket 
Knight Chess) or allowing them 
to materialize under specified 
conditions (e.g. Double-guard 
promotion). 

Another major class of games 
are promotion variants, made 
possible by changes to the rules 
of Pawn promotion. 

Questionnaire Response 
The questionnaire sent out with 
VC4 resulted in a good response. 
A preliminary analysis shows: Ca) 
All readers have played orthodox 
chess, but only 1/2 are currently 
active, mainly o.t.b, and only a 
mighty handful admit to a grade. 
Cb) About 2/5 play variants, and 
2/5 partake of problems (1/5 of 
these do both), what the other 2/5 
do I'm not sure! Cc) Every reader 
has his own special preferred 
variants that no one else wants to 
play. This makes pairing difficult! 
Cd) There was a good vote pro 
more puzzles, hence page 64. (e) 
Only seven votes for a meeting, 
preferably near the voter's home. 
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Correspondence 
"The Royal Game" VC4, p37-39, 
provoked much response, summarised 
here. (Also some further views on 
Draughts, following VC3, p36 and 
VC4, p48.) Sorry if I have cut some 
comments short, but space is limited. 
[Editors responses thus.] 
!BY chance, I also came across some 
items on the status of stalemate in 
British Chess Magazine of 1940-41: 
In "The Stalemate Fallacy" (xii 1940, 
p390-1) T.H.Tylor advocated that the 
player who stalemates should win. 
L.Illingworth (ii 1941, p39) said that 
when he learnt the game the opposite 
rule that the stalemated player wins 
was still current in his family; and 
noted, as I did in my article, that if 
stalemating wins then capture of the 
King could just as well be the aim. 
lE.Richardson (ii 1941, p40) pro
posed an interesting points system: 
6-0 for checkmate, 5-1 for stale
mate, 4-2 for material superiority 
against lone king, and 3-3 for draw. 
lPaul Novak: 27 vi 90. Draughts: is 
it a CV? I say no; it doesn't have, (1) 
a line of soldiers along one rank who 
move 1 step forwards, and promote, 
(2) A king, positioned in the middle 
of the first rank, who moves 1 step, 
and whose capture would forfeit the 
game, (3) Rooks (originally chariots) 
in the corners that move in a straight 
line (in Shogi this mutated a bit), (4) 
Next to them, horses who move one 
square orthogonally and then diagon
ally forwards. 
IF'urther: 8 x 90. It is a small point 
but I would take issue with your 
statement that Vinciperdi is more 
draughts than chess - to my mind 
this is rather like saying that a bat 
must be a bird because it flies. If you 
consider penguin, killer whale, shark 
and ichthyosaur, they all look rather 
alike (streamlined shape, black with 
white underbelly), have similar diets 
and could swim pretty fast. But one 
is a bird, one a mammal, one a fish 
and one a dinosaur. Their similarity 
in appearance is caused by their need 
to adapt to their environmental niche 
in the ecosystem - a tendency 
Darwin called "convergence". But 
they are still from different species. 
Thus, in my opinion, if you looked at 
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an "evolutionary tree" of board games, 
it might look like this: 
(a) Main line: 

Modern CVs 
Ch~ss 

Mediaeval C~ess Variants 
Shathnj 

Xiang-Qi---Cha{uranga---Shogi 
I 

[Protochess] 
(b) Branch line: 

Hypercube Draughts 
9-Men'~ Monis Alquerque .... ,. 

Noughts & Crosses 
(c) Another Branch: 

Ludo Backgammon 
~chisi Nfrd 

Egyptian/African R~ce Games 
[Editor has added items, e.g. his 
game Hypercube from Games and 
Puzzles Journal 1987, p20, and has 
omitted a questionable connection 
from Alquerque to Protochess.] 
It is after all unlikely that there was 
one original game from which all 
board games are descended. Vinci
perdi has lost its royal piece but it is 
only convergence which makes it 
look like a draughts variant. 
[Reply: 12 x 90. Your "evolutionary" 
arguments about games are inter
esting but there is a major difference 
between games and life-forms in that 
games cannot really become 
extinct - they can only go out of 
fashion, or be forgotten for a while -
also they are more easily subjected to 
the equivalent of "biological engin
eering" - i.e. Dr Frankenstein can 
easily put together bits of Chess, 
Monopoly, Poker and Tiddlywinks to 
make up his latest Monstrosity for the 
games market. Games can converge 
to generate a new species of game; 
unlike biological evolution.] 
!Further: 8 xi 90. The reason for 
draughts being called "Jeu de Dames" 
in France is either that it was played 
by ladies a lot, in the same way that 
Must-Capture chess was known as 
"Maiden's Game", or Draughts was 
re-named in France after the chess 
piece whose move was the same as 
the promoted draughtsman. If it can 
be shown that it was "Jeu de Dames" 
before the Fers had become female 
my theory is wrong. 
11 do think it's useful to think of the 
development of games as evolution-
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ary, survival of the best ideas. If a 
bird loses its power of flight, it is 
still a bird, because of its evolut
ionary pedigree. For this reason I 
wouldn't agree with you that "in 
general a royal piece can have moves 
of any kind, not just those of the 
orthodox king" - in all forms of 
chess the king has only ever been 
able to move one square. 
lfJavid Pritchard: 9 x 90. Off-the
cuff comment on your editorial VC4: 
I am afraid I cannot concur with your 
view that the one essential element of 
chess is the presence of a royal piece. 
You define "royal" as a piece that 
cannot be left "en prise". This is to 
an extent academic; if we simply 
ended the game when the king was 
taken (as it was in chaturanga) then 
the only difference, as you say, 
would be that a stalemate would rank 
as a loss for the stalemated player -
justice indeed, as many have argued. 
[As many have argued the opposite.] 
The rules of chess are indivisible; it 
is no more nor less a violation of 
these rules to leave your king in 
check than to move a knight like a 
bishop. [One is resignation the other 
desperation!] 

To define a CV we need first to 
define chess. [Or the essence of chess 
common to all CVs.] Without getting 
bogged down in the argument as to 
precisely which chess we are defining 
(the FIDE version?) we can separate 
the principal elements of the game 
(there are others less important): (1) 
A perfect-information board game 
for two players who start with equal 
forces and who move one man each 
in tum. (2) The forces are made up 
of men with different powers of 
movement. (3) The object is to 
capture a nominated piece the loss of 
which entails the loss of the game. 
(4) The weakest men move in one 
direction only and are promoted at 
the end rank. 

A chess variant then is a game 
whose elements differ in some way 
from those given above. For example, 
Progressive Chess breaches element 
(1) and Losing Chess breaches 
element (3). Alert readers will 
recognize that most regional chess 
games like Shogi and Xiangqi don't 
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meet the anogant qualification (4). 
We also must apply some common 
sense. For example, Fox & Geese 
qualifies arguably under (2) and 
under (3), but I don't think anyone 
would contend that it is a CV. 

It seems to me that any attempt 
to arrive at a more-or-less precise 
definition of a CV enters the absurd. 
After struggling for an acceptable 
definition for a couple of years, I 
cannot do better than advance the 
view thjat a CV is a game that is 
evidently derived from or inspired by 
chess. In short, judgement on whether 
a game is or is not a CV must ultim
ately be subjective. Inevitably there 
will be a penumbra of games on 
which no consensus can be reached. 
!Ken Whyld: 25 x 90. Your article 
set me thinking about the similarities 
and differences between your quest 
now and mine in BCM a year ago. I 
was trying to formulate a method of 
determining exactly when, in the 
course of the evolution that produced 
chaturanga, could we say yes, this is 
now proto-chess. You are trying to 
define the point at which a variant 
ceases to be chess. On the face of it, 
the answers to both questions ought 
to be similar, but 1 am not sure. I am 
afraid I took a cavalier attitude by 
saying that variants are chess if we 
say they are. Even so, 1 am not sure 
what benefit it is to decide if 
Vinciperdi is or is not chess. My 
purpose was to tackle the question of 
the originator of chess. It seems to 
me that some single person must 
have invented one feature which 
enables us to say that we are looking 
at proto-chess. My guess is that 
chess features appeared one by one, 
rather than the game of chaturanga 
appearing from nowhere. 
IVincent West: In Shogi it is legal to 
capture the opposing King, and of 
course ends the game. So you .!dill 

move your King into check and (if 
your opponent notices!) he can 
capture it. Equally, if your King is in 
check you may make a move which 
leaves you still in check and the 
opponent may capture your King. 
Kings do get captured in tourna
ments! [As noted above this implies 
there is no stalemate in Shogi.] 
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lMichel Olausson: 26 x 1990. 
I agree with separating royal

piece games from other "variants". I 
consider Circe the "essence" of chess. 
Anders Olson has also studied 
"checklock", with some interesting 
opinions on it. [In Swedish he calls it 
"schackpatt" and classes it a draw. 
He gave a Hopchess problem with it 
in Tidskrift for Schack, 1977, that I 
quoted in Chessics.] 

Your article clarifies a lot, but I 
have some questions: If we have a 
"check in 2" problem and El checks 
Wh before Wh has fulfilled the 
stipulation, is it to be considered 
"unsolvable"? [Yes!] 

If in a "stalemate in 2" problem, 
El stalemates both Wh and El on his 
move - what is that??! [Also unsound 
- the fact that El would also be in 
stalemate if Wh ''passed'' is 
irrelevant. ] 

If in a "stalemate in 3" problem 
Bl stalemates only himself on his 
first move, has he made the 
composition unsound? [No.] Wh's 
second move, to fulfil the stipulation, 
would have to break up the already 
achieved stalemate? [If Wh has a 
move to maintain the stalemate then 
this is a short variation. If not, he 
must give El a move and stalemate 
him next move.] 

Is Wh allowed to stalemate also 
himself in a "stalemate in 2" 
problem? [Yes, he is also allowed to 
"stalemate" himself in a "mate in 2" 
problem, apart from the virtual move 
that captures the King - this is a 
"stalematemate". ] 

In a "mate in 2" he isn't. [True, 
because self-check is illegal.] 

If Wh checkmates in a "check in 
2" problem is that illegal? [No, 
checkmate is a special case of 
check. ] 

If in a "check in 2" problem Bl 
checkmates Wh can Wh then fulfil 
the stipulation by a last check (before 
Bl captures the WhK)? [No - since 
the "game" ends at the checkmate -
any moves after are "virtual".] If Wh 
stalemates El on the first move of a 
"check in 2" can he then give check 
in move 2? [No - same reason.] 
!What are the most economical 
checklocks and deadlocks with fairy 
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pieces: (a) Wh Royal Bishop b7, El 
Royal Vao as = checklock, (b) Wh 
Royal Moa as and Pawn b7, Bl 
Royal Moa bS = Wh in deadlock, (c) 
Interchange the Moas = El in check
lock, (d) Bl Ka1, Pa2, Pb2, Vao or 
Moa b1, Wh K c2 = deadlock, (e) or 
with Wh Royal Knight c2 = check
lock. [Moa is Knight that makes its 
move as a diagonal step followed by 
an orthogonal step, obverse of Mao. ] 
!peter Blommers: 12 i 91. You wrote 
in VC4 that you think that royalty is 
the crucial determining factor for 
chess-type games. In fairy chess 
problems one could go that far, but 
for actually played games to my 
mind no less than four conditions 
have to be satisfied: (1) Royalty (a 
target piece whose capture ends the 
game and determines the winner), (2) 
All men capture according to the 
replacement principle [by eviction], 
(3) Types of men with different ways 
of moving, (4) A row of pawns (all 
alike) that forms a buffer to both the 
opposing army and their own force. 
11 once asked Christiaan Freeling the 
Dutch games inventor to give me a 
classification of games, he too came 
up with (1) royalty (defined by him 
as mate) as the single defining factor 
for chess-type games. He then class
ified other games as: (2) when there 
is no royal piece, elimination of all 
pieces is the defining principle -
Draughts; (3) when the pieces are 
fixed, domination of territory is the 
game object - Go; (4) games of 
connecting areas [or making other 
formations] - Twixt, Havannah (his 
own game); (5) when the board be
comes a track, racing becomes the 
aim; (6) games without boards etc. 
The idea is nice in that one principle 
defines all categories. 
I[Peter then makes the same point 
about Shogi as Vincent West, see 
above.] If you have some experience 
with this way of play (as I have) it 
becomes very natural to regard this 
as the normal situation. In fact the 
Western rule looks artificial. The 
Japanese capture of the King 
allowance looks closer to the main 
object of the game. Yet it is a most 
essential point to know whether this 
was ~ the way with Shogi or 
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not. It could be a recent ruling. 
!The chess condition of a pawn row 
surely looks to be inessential, but I 
included it after Freeling once told 
me he improved on Ploy by reintro
ducing a pawn row in it. Ploy is a 
chess game in which the pieces are 
flat discs that can move along arrows 
depicted on the pieces themselves. At 
anyone turn, instead of moving a 
piece it has the option of changing its 
direction of threat by rotation. 
Freeling felt something was lacking, 
then realized a pawn row was absent. 
Pawn rows seem to be responsible 
for a delay in immediate mutual 
attack, thereby making an opening 
possible that distinguishes itself in 
character from the middle game in 
which the actual fighting takes place. 
lA "fortress" looks to me like having 
a function comparable with that of a 
pawn row: the prevention of attack in 
the early stages. Chinese chess has 
both, but the pawn line isn't much in 
that game, it has "holes" in it. 
[Enough to control the Maos - see 
Peter Wong's puzzle in VC2, p24.] 
IMy four-fold definition of chess is 
probably true for all historical and 
regional traditional variants of chess. 
A game is more than the sum of its 
elements, in that the interplay of the 
elements makes the game good or 
bad. Searching for an "essential" 
feature inevitably means stripping the 
game of the interplay of its 
components. In chess the definition 
of a crucial piece, the capture of 
which forms the goal of the game, 
almost calls for other pieces with 
different movements; both facets 
work splendidly together. 
!The more varied the game compon
ents, the easier it is to invent variant 
games. Hence the abundance in CVs. 

Publishers Note 
With this issue VC becomes A4 size. 
Back issues are also being reprinted 
in this size, and can be ordered for 
£3.75, or exchanged for the smaller 
VCl-4, if returned in good condition. 

Preview of VC6 
The Award in the Dawson Centenary 
Tourney is postponed now to VC6, to 
accompany articles on Nightrider 
Chess and on Games on larger boards 
(up to lOxlO), including Wolf-Chess. 
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PUZZLE PAGE 
The puzzles given here will 
usually be chess-orientated, but 
we may occasionally branch out 
into other realms of puzzled om. 

Bouncy Queens 
Puzzle 4 - Bouncy Queen. 
One Bouncy Queen is sufficient 
to guard/occupy every square on 
the board! It can be placed 
anywhere except a corner square. 
At a corner it guards all the edge 
squares and the two long diag
onals except for the square on 
which it stands. For example BQ 
bl guards c5/e3 via bS-a7 or h7-
a7, and g4/5 via a2-gS or h7-gS. 
[Solved by I.G.R. at least. If other 
solvers will report their results a 
solving ladder can be introduced.] 
Puzzle 5.1 - One-Bounce Q. 
If we restrict the Bouncy Queen 
to one bounce per go then it 
leaves at least one vacant square 
unguarded. How many geometric
ally distinct ways (i.e. not 
counting rotations and reflections 
of a position as different) are 
there of placing two OBQs on the 
board in mutual unguard? [G.P.J.] 

Synthetic Games 
I've been putting my collection of 
Synthetic Games onto floppy disk 
with a view to publishing some
thing on the topic (as promised 
some time ago in the "Chessays" 
series but postponed). The idea of 
a "synthetic game" is to find a 
shortest possible sequence of pairs 
of moves, alternately White and 
Black, starting from the opening 
position, to fulfil specified 
conditions. The play is legal, i.e. 
Kings do not ignore checks, but 
not adversarial, i.e. a synthetic 
game is a "help-play game". 
Puzzle 5.2 - Surrounded Queen. 
Play a shortest possible game to 
leave the eight pawns surrounding 
a queen of opposite colour. I 
dedicate this puzzle to Or Ebert 
who is studying such "Nine-pin" 
positions (usually with the same 
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colour King in the middle of 
course), e.g. problem 39 in VC3 
p30. My solution (dated 5 i 19S0 
but apparently not published at 
that time) takes 17 pairs of moves 
to this position: 

~ /,,,,//. x:" /'Ao{/' .... /,~: .. y 
ii ~!~ ~ ~~;;; ~ ~2l:% ~ V'=;" 
- /;'//. .I",/, ;,,,//; ///y. 

i{% '~ ~ ~ 
! t% ~ ~. ~ 
"//i .. /'//~.1:r~ .1 ~:// 
;;:;/;; ~ - ~"'/. - :;;;-;1 
! ~ ~~\W~~ ~ , /:/fi: //7'/. B /,,7/. :////. 

!I~X: ~! r!~ .?% I /./~,~ . ~//. ,,//% W: I 

i. n r~ ~~ ?:% f~1 i B w. //~ W. h//. 

i~~ '~ ~@ ~~I 
t'u/, ~ /u" % . 

If you can play a game that 
leaves the Q on another square, or 
that leaves White with different 
pieces left uncaptured, that would 
also be an acceptable solution. If 
you can do it in one move less -
ending say with BQ surrounded 
by WPs - that is even better! 

The move sequence is not 
very tightly controlled, but the 
number of ways can be consider
ably reduced by asking for 
"Quick-Cap Play", by which I 
mean that a capture must be made 
at the first opportunity, otherwise 
the right lapses, e.g. if l.d4 e5 
2.dxe5 may be played now but 
not on the next move. (This 
condition may have retro poss
ibilities, since it is time
conditional like the e.p. capture). 

Maximumming Chess 
In the maximumming section of 
my synthetic games collection I 
found that John Beasley's double
maximummer game, quoted in 
VCl, p5, was in fact first done 30 
years ago by Eero Bonsdorff and 
I.Miikihovi in Ilta-Sanomat 31 
xii 1960! 

In the book Schach und Zahl 
1971, in which this result is 
quoted, Bonsdorff gives another 
double-maxi game, one move 
longer, ending in mate by Rook: 
l.Nf3 Nf6 2.Ng5 NdS 3.Nxh7 
Nc6 4.NxfS Rxh2 S.Ne6 RhS 
6.RxhS#. 

January - March 1991 

Double-maximumming chess, 
known in German as Doppel
liingstzugerpartie, seems to have 
been in vogue in the early sixties, 
since Erich Bartel records two 
trial games played by him at the 
time, the first ends in a similar 
Rook mate, the second shows that 
it is a very drawish game (it can 
easily terminate with endless 
repetition of the same moves): 
. Or A. von Wil ert v. E.B. . 

Game 234 o.t.b. 11 ix 1964 
l.Nc3 Nf6 2.Nf3 Nc6 3.NgS NeS 
4.Ne6 Nfg4 S.Ne4 Nxh2 6.NxdS 
Nxfl 7.Rxh7 Ne3 S.Rhl Rxhl# 
.. E.B. v Dr A. von Wilpert . 

Game 237 o.t.b. 11 ix 1964 
l.Nf3 Nc6 2.NgS Nd4 3.Nxh7 
Ne6 4.Nc3 Nf6 S.NxfS Rxh2 
6.Nxe6 RhS 7.RxhS+ NgS S.Rhl 
Nf6 9.RhS+ NgS 1O.Rhl Nh6 
11.Rxh6 fS 12.Rhl d5 13.RhS+ 
Kf7 14.Rhl QhS IS.RxhS Bxe6 
16.RxaS BcS 17.Nxd5 Be6 
IS.RhS BcS 19.RxcS? (illegal as 
Rhl must be played, but error not 
noticed) eS 20.RhS c5 21.Rhl bS 
22.RhS as 23.Rhl gS 24.RhS Ke6 
2S.Rhl KxdS 26.RhS draw. 

Bonsdorff, in Schach und 
Zahl, also gives synthetic games 
ending in mate by Knight, but he 
in turn is effectively anticipated 
by T.R.Dawson (who invented the 
maximummer) in Chess Amateur 
1923: Shortest game to mate by 
Knight, each player moving one 
Knight only: l.Nf3 Nf6 2.NgS 
Ng4 3.Ne6 Ne5 4.NxfS Ng6 
S.Ne6 Nf8 6.Nxg7 pure 
smothered mate. If Black is 
allowed to move both Knights the 
similar mate on the Queen-side is 
possible (given by Bonsdorff): 
l.Nf3 Nfii 2.Nd4 Nc6 3.Ne6 NaS 
4.NxdS Nc6 5.Ne6 NdS 6.Nxc7 
pure smothered mate. The under
lined move is the necessary 
tempo-loss. 
Puzzle 5.3 - Busy Bee. 
To solve: Play a double-maxi 
game to mate by Bishop. I have 
found a mate on Black's 9th 
move. Can you do better? 
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Randomised Chess 
by Malcolm HORNE 

Even if, like me, you find chess 
opening theory quite stimulating, 
it does make an interesting 
change to throw all theory to the 
winds by randomising the position 
of the back rank pieces at the start 
of a game. 

Human opponents for chess 
variants tend to be few and far 
between, but with this variant 
there is a tidy solution - you can 
play it against a computer. The 
machine I have is NOVAG 
FORTE which, when playing at 
tournament speed, is realistically 
graded at just under 160 BCF or 
ISS0 ELO (as usual somewhat 
short of the manufacturer's 
claims!). This grade is slightly 
above my own. 

I decided to play a short 
four-game quasi-postal series of 
Randomised Chess with the 
computer, giving it 15 minutes 
per move and playing at 
approximately the same speed 
myself. (I had earlier played a 
longer series, at 30 minutes per 
move, of orthodox chess against it 
which I very nearly won but 
ended in a 6 - 6 draw. Such 
quasi-postal speeds undoubtedly 
benefit human rather than 
computer, as given more time the 
human is less likely to fall foul of 
the surprise tactic that computers 
so greatly rely on.) 

For the first two games I 
randomised the position of the 
White pieces and then made the . 
Black pieces mirror the chosen 

set-up. Note that it's best to make 
sure that each side has Bishops of 
opposite colour, and that castling 
will only be possible if King and 
Rook happen to occupy their 
normal squares. 

Game 1 
. Malcolm Home v Nova Forte. 
aI-hI (& as-hS): BRRQNNKB 
l.e4 eS 2.b4 dS 3.exdS QxdS 
4.Ne3 Qe6 S.Nf3 e4 6.Nd4! Qg6? 
An awful start for the computer. 
It has to make yet another Queen 
move and, although avoiding 
6 ... QxaZ? 7.Bc3 (with 8.Ra1 to 
follow), it now blunders. Given 
longer time it would have found 
the more satisfactory 6 ... Qa6. 

7.NefS QgS 
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Mate on e7 was threatened 
(7 ... Qf6 fails to S.Nc6!) 

S.Qg4! h6 Black has nothing 
significantly better. taking the 
Queen allows mate in one, as 
does S ... QdS 9.Nh6 mate, while 
8 ... Qf6 9.Nc6 and S ... Ne6 
9.Nxe6! are both terrible. 

9.QxgS hxgS IO.Ne7+ Kh7 
1l.Rb3 g4 12.NxcS RxcS 13.Rg3 
Black has no compensation for 
the exchange and I won the game 
with little difficulty. 

Game 2 was fairly even, but 

lOB Windsor Square 
Exmouth EX8 1JU 

I scraped an endgame victory. 
For the next two games 

randomised the pieces completely 
(i.e. Black's pieces no longer 
mirrored White's) and in Game 3 
Forte got on top after my unsound 
Pawn sacrifice, but it then lost 
concentration (if that is the right 
word), ran into some unpleasant 
tactics, and had to resign. 

The final game turned out to 
be the most interesting of the 
series. 

Game 4 
. Novag Forte v Malcolm Home. 

Black as-h8: NNRBQKBR 
White al-hl: RKBQNNRB 

1.g4 c6 2.d4 dS 3.e4 e6 4.f4 h6 
At this stage I was wondering 
how I was going to develop my 
Bishop on gS and Rook on hS 
without undermining the defences 
around my King. White's 
development looked much easier 
to arrange (e.g. b3 and KbZ 
freeing the Rook). However, 
Forte's next move helped me 
solve the problem . 

S.gS? hxgS 6.fxgS Bh7 
7.exdS cxdS S.Bf4 Bc7 9.Qf3 
Qa4!? lO.g6! Bxg6 1l.Rxg6 I 
had overlooked White's sharp 
tenth move. Now 11...fxg6 
lZ.Bxc7+ KgS 13.Bd5 (or indeed 
the retreat lO ... BgS one move 
earlier) leaves me with awk-ward 
defensive problems. So instead I 
decided to sacrifice a Piece for 
two Pawns. 

1l ..• Qxd4! 12.Be3 Qe4 
13.Qxe4 dxe414.Rgl fSlS.BcS+ 
Kf7 16.Bd4 Rh7 17.Bxa7 Bxh2 
lS.Nxh2 Rxh2 
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An interesting position: White has 
a slight material plus, but Black's 
four-Pawn wedge looks fright
ening. Against another human I 
might have been unsure as to who 
was better, but against a computer 
I felt reasonably confident - I did 
not think it would "understand" 
the position. 

And so it turned out to be. 
Developing the Rook on a1 
should be a priority for White, but 
it remains an imprisoned 
spectator. Moreover, White's next 
locks in another of its pieces. 

19.Bd4? Rd2! 20.Be3 Rdl+ 
21.Bc1 Nc6 22.Nf3 Rxgl 
23.Nxgl Rh8 24.Bg2 Rh2 
2S.Bxe4! The lesser of two evils 
(although it would have been 
preferable a move earlier). The 
alternative 25.Bh3 (25.Bfl is 
similar) allows 25 ... Rh1 26.Be3 
f4! 27.Bc5 e3 etc. 

2S •.• fxe4 26.Bf4? Another 
misjudgement. Better 26.a4 to 
unglue White's Rook. 

26 ... Rf2 27.Bc1 Nd4 28.Nh3 
e3! 29.Bxe3 Rf1 + 30.Bc1 Ne2 
31.b3 Rxc1 + 32.Kb2 Rxal 
33.Kxal The g-Pawn marched up 
and White soon resigned. 

Tim Harding, in The New 
Chess Computer Book (Pergamon 
1985), recommends Randomised 
Chess (with the Black pieces 
mirroring the White pieces at the 
start) as something to play against 
your computer to handicap you if 
you're too good for it at ordinary 
chess. He reasons that most 
humans know a lot more about 
openings than computers, and that 
this built-in advantage now 

V ARrANT CHESS - 6 

disappears. It will all be the same 
to the computer, but for the 
human it's a strange new world. 
This sounds reasonable, but my 
experience is that (at least at 
slower speeds) it's a handicap to 
the computer: it finds it more 
difficult than the human to solve 
unusual problems of development. 

Edward Brace in his 
Illustrated Dictionary of Chess 
(Harnlyn 1971), mentions the very 
similar Baseline Chess. With two 
humans playing, each of them 
chooses the arrangement of his or 
her back-rank pieces without 
knowing the opponent's 
formation. Apparently the game 
was "growing in popularity" and 
a tournament was held in 
Brighton in 1976. Does anybody 
have further details, or know of 
any subsequent developments? 

Editor's Notes 
The Oxford Companion to 

Chess says that Baseline Chess, 
under the name Screen Chess (a 
screen being placed across the 
board while each player sets up 
his pieces), was pioneered by two 
French players, Delannoy and 
Ordonneaux, as long ago as 1825. 

Erich Brunner in Cahiers de 
l'Echiquier Franfais (1928) gave 
a version in which the back row 
pieces are placed one at a time, 
White placing a piece, Black 
placing the similar piece opposite 
and then placing another piece, 
White copying this and placing a 
third, and so on. 

For archival interest, Erich 
Bartel sends the following game 
of "Freischach nach System 
Brunner" played 30 years ago: 
. Erich Bartel v Otmar Gansler . 

Game 131, o.t.b. 27 i 1960 
a1-h1 (& a8-h8): NKRBNRBQ 
I.f4 fS 2.Rf3 gS 3.fxgS eS 4.e4 
BxgS S.Be3 f4 6.Bf2 dS 7.Qgl 
Nb6 8.BcS Rf6 9.exdS BxdS 
lO.Rh3 Nd6 1l.Nf3 Qg8 
12.NxeS?? Bxa2 mate - just as it 
was beginning to get interesting! 

April - June 1991 

Curtains! 
by George JELLISS 

The mention of Screen Chess 
reminded me of this Randomised 
Rifle Chess variant that I devised 
but have not previously published. 
It was inspired by those scenes in 
Westerns, such as "Gunfight at 
the OK Corral", where two gangs 
shoot it out from behind 
improvised barricades. Each 
player's pieces are confined to his 
own half of the board. Unlike any 
other chess variant that I know of 
the moves of the two players are 
made simultaneously! 

A screen (or curtain) is 
brought down across the centre
line of the board while each 
player makes his move. Then the 
curtain is raised and the shooting 
begins. Any piece in the sights of 
a gunman is shot down (removed 
from the board). It is necessary to 
note all the shot pieces first 
before removing any. A pair of 
like-shooting gunmen, e.g. two 
Bishops on the same open 
diagonal, can shoot each other. 

The Pawns, representing the 
barricade, have no moves of their 
own but are pushed or pulled by 
other pieces, e.g. Nb 1-d2 pushes 
Pd2-f3. Only one Pawn can be 
pushed or pulled at a time. Pawns 
are invulnerable to single or 
double shots, but can be removed 
by a triple shot. 

The King is also invulnerable 
to a single shot "check", but is 
"mated" by a double shot. The 
King moves (and pushes or pulls) 
as usual but has the added power 
of shooting (but not pushing or 
pulling) along camelrider {3,1} 
and zebrarider {3,2} lines. 

Rooks, Bishops and Queens 
are reduced to single steps for 
moving but shoot long-range as 
usuaL Knights move as usual but 
shoot like Nightriders. A "backed 
up" piece (e.g. Rook in front of 
Queen) can shoot through a single 
barrier Pawn. 
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Enlarging on Chess 
from notes by Malcolm Home, Erich Bartel 

George Jelliss and David Pritchard 
Introduction 

Is standard 8x8 chess the ideal size for the game, 
the perfect balance between simplicity and 
complexity? Even if the answer is yes, it is still very 
interesting to take a look at, and try out, one or two 
of those variants which expand the board and add 
new pieces. The field, obviously, is limitless. But in 
these notes we look at variants which are close to 
the flavour of the orthodox game and make only 
modest alterations. 

The board is widened by one or two extra 
files, or lengthened by one or two extra ra~s, or 
enlarged all round to 9x9 or lOx10. A ShOgl. board 
comes in useful for any 9x9 game, and Contmental 
Draughts boards, 10x10, are apparently readily 
available in France, though unknown in the U.K. 
Best of all, draw yourself a board of appropriate size 
and shape with colouring pens on a sheet of card. 

The new pieces most used are the Rook + 
Knight and the Bishop + Knight, which combine the 
powers of the two pieces in just the same way that 
a Queen is a Rook + Bishop. The R+N and the B+N 
both repeatedly turn up under a bewildering variety 
of names, all of which, to avoid confusion, we will 
dispense with as far as possible. 

Some improvisation is called for in making 
up the e:xiended chess set. Pieces borrowed from. a 
larger set are probably the simplest answer. ~avId 
Pritchard has a set with specially. made-up pIeces 
(knights surmounted by turret or mitre) whic~ .he 
says are easily made if one is prepared to sacnfIce 
pieces from an old set: just cut and glue. In our 
diagrams the R+N is shown as a slanted Rook and 
the B+N as a slanted Bishop. 

The following listing of variants, in order of 
increasing board dimensions and date of publication, 
has been collated from various sources, most of 
which are cited in the text. For some of the 

. information we are indebted to David Pritchard 
(from the material collected for his proposed 
Encyclopaedia of Chess Variants). Some of the 
historical details are sketchy, or even contradictory, 
however, and David is still therefore "examining the 
evidence". His list has at least 120 games in this 
category, not including proprietary games or multi
player games, the vast majority of which only ever 
received local recognition. 

To avoid giving repeated diagrams of 
opening positions it is assumed that the usual White 
and Black pieces are arranged along the back ranks 
in their normal sequence RNBQKBNR, King in 

same file as King, so that only the files on which 
the new pieces are inserted need then be stated. 

In describing rectangular boards it is usual 
to give width x depth, thus the 8x10 for Wolf Chess 
has ten ranks, while the 10x8 for Carrera's game has 
ten files. It is convenient to use the same board for 
each of these games, but if you rotate a chequered 
8xlO board, with a1 black, to use for a lOx8 game, 
then a1 will be white, so the orthodox regulation 
requiring a1 to be black is uneconomical. On 9x9 
chequered boards it is usual to have all corners 
white, so that black pieces on black squares are 
reduced to a minimum, for clarity of printing. 

On the other hand a more elaborate 
colouring could be used. For his 10x9 game the 
editor has made a four-colour board, with the dark 
diagonals alternately blue-green and the light 
diagonals alternately yellow-orange! 

Bx9 and 9xB Boards 
The editor notes that just adding an extra rank to 
give an 8x9 board does not seem to have oc~urr~d 
to anyone before, but it is just as effective m 
cancelling orthodox opening theory as more 
elaborate modifications. And giving the Pawns an 
extra move to reach the promotion square may also 
have a significant effect on Progressive Chess. 

Bird's Rook + Pawn Game 
In his 1874 article on the 10x8 game (see later) 
RE. Bird incidentally suggested an alternative game 
using a 9x8 board, with Rook + Pawn as the extra 
piece. "In case it should be found in practice that the 
two new pieces on each side form too great an 
addition to the power of the forces". 

Malcolm Home wonders if a 9x9 board is 
the best bet for Chancellor Chess (see below), since 
the pawns start the game rather aloof from their 
opposite numbers. It may be better on a 9x8 board. 

. 9x9 Board 
Foster's Chancellor Chess 

"Chancellor Chess", played on a 9x9 board and 
adding only the R+N, was described in a book by 
Ben R. Foster published in 1889. The R+N starts on 
the f-file and the King's Bishop and Knight swap 
positions, so that the Bishops still run on different 
colours. Kings castle two steps right or left as usual. 

Malcolm Home suggests that the line-up for 
Chancellor Chess could perhaps be further 
improved: R,N,B,Q,K,~,R for White would not 
only look more natural, but would also give the 
right-hand Bishop more choices for development. 
He would also be inclined to switch the Black 
Chancellor to the other side of the board (i.e. a9 to 
i9: R,N,C,B,K,Q,B,N,R), lessening the chance of an 
early swap-off of Chancellors. 



page 68 VARIANT CHESS - 6 April - June 1991 

Here is a game in a version of Chancellor 
Chess. The starting line-up was not the official 
version, due to lack of information at the time. 
. Andy SKINNER V Malcolm HORNE . 

Postal, 1987 - 1990 [Notes by M.H.] 
a9-i9:R,B,N,C,K,Q,B,N,R 
a1-i1:R,N,B,Q,K,C,N,B,R 

l.e4 f62.b3 e63.Bb2 d6 4.f4 Ng7 5.d4 BfS 6.Nc3 
a6 7.Nge2 Qe8 8.Qd3 OO(Kg9) 9.00(Kcl) b6 
10.a4 c6 (The Six Pawns Attack?) ll.i4 b5 12.Bi2 
Bd7 (12 ... Qxi4? 13.Bxe6 is not healthy for Black) 
13.Bg4 cS 14.dxc dxc 15.Bh5! Nxh5 16.ixh i7 
17.Qh3 bxa 18.Nxa4 e5 19.Qi4 Cb8 (With White's 
attack looking threatening, e.g. C-i3 via g3, it is 
vital to counterattack quickly against the Black 
King. The last move threatens 20 ... Bxa4 21.bxa 
Rb9! with mate on b1 if the Bishop vacates.) 
20.fxe? (Either N to c3 was advisable, although 
Black has 20 ... c4!? The game move may be good 
for White after 20 ... Bxa4 21.Cxf6! Instead, however 
... ) 20 ••• Bh6+! 21.Rd2 (The alternatives are not too 
attractive: 21.Kb1 Bxa4 22.bxa Rb9, or 21.Nf4 fxe.) 
21 ••• Bxa4 22.bxa Rb9 23.Cdl Cb4! (Not the only 
good move.) 24.Nc3 (24.Nf4 fails to 24 ... Ca2+ 
25.Kb1 Qxa4, mate on a1.) 24 .•• Rd8 Resigns 0-1. 

Attacking the opposing King with a 
Chancellor can be quite enjoyable! The diagram 
position comes from a practice game: 
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Black won with 21...Cf9! 22. Cxi8 02+ 23. Ke3 
Cxc2+ 24. Kd3 Cxb2+ 25. Kd4 Cc2+ 26. Kd3 
Cxc3+! 27. Kxc3 Qc6+ 28. Kd3 Qa6+ 29. Kc3 
Qa3+ 30. Kc4 Rc1+ 31. Kd4 Qc5+ 32. Kd3 Qc3#. 

Kristensen's Symmetric Chess 
The Danish writer Ejnar Kristensen proposed a well 
thought-out alternative 9x9 chess in Arbejder Skak 
in 1948. He adds an extra Queen, on the other side 
of the King, to give a symmetrical layout (like 
Chinese Chess). He also gives the Rooks added 
Knight power (abolishing castling), and allows the 
Bishops to change the colour on which they run by 
a single non-capturing step forward or backward. 
He moves the c,d and f,g pawns forward one rank 
initially, so that every Pawn is guarded and every 

back-row piece can move in the opening position, 
and gives the Pawns a single-step backward move. 
He also replaces the King's pawn by a piece ("pion 
de barrage" - i.e. Barrier) that moves like a King 
but cannot be captured, and cannot capture opposing 
pieces, but can capture pieces of its own side! 
[Source, Boyer, 1951]. 

Maura's "Modern" Chess 
The name "Modern Chess" (which can mean any 
form of chess current since the middle ages) was 
appropriated for a very close relative to 9x9 
Chancellor Chess, using the B+N (under the name 
of Prime Minister) in place of the R+N, which 
surfaced in Puerto Rico in 1965, the idea of Gabriel 
Vicente Maura. A "World Federation" with players 
from 16 countries was established, and a World 
Championship was held in Puerto Rico in 1974. But 
is it still alive and kicking? The answer is probably 
No. The order of the pieces is R,N,B,B+N,K, 
Q,B,N,R. (The Q is said to be placed to the right of 
the King. If this applies to both players then each Q 
would be in the same file as the opposite B+N). 
[Amie Sunnucks, Encyclopaedia of Chess, 1976]. 
Ma1colm Home comments that in this game, having 
all four Bishops patrolling the same colour squares 
is dubious (though admittedly the B+N can travel on 
either colour), and that the interchange of a pair of 
Bishops and Knights as in Chancellor Chess, if a 
trifle ugly on the eye, seems the better choice. 

Bx10 and 10xB Boards 
Carrera's Knighted C.hess 

It was as long ago as 1617 that DOM. Pietro Carrera, 
in the last chapter of his book on chess (1/ Gioco 
degli Scacchi) suggested for the first time a 10x8 
game with addition of the two knighted pieces. The 
R+N (Centauro) on the b-file, and the B+N (Camp
ione) on the i-file. [H.J.R.Murray, History, p827] 

This was reinvented by H.E.Bird in The City 
of London Chess Magazine, [1874, pl11-114], 
except that he placed the R+N (Guard) on the d-file 
and the B+N (Equerry) on the g-file. His diagram 
shows the squares d1, d8, gl, g8 blank and he says: 
"Two blank squares remain to be filled up, and as to 
the name, form and powers of the two pieces to be 
placed thereon, some diversity of opinion may 
reasonably be expected." 

According to Edward Lasker [The Adventure 
of Chess, 1949, quoted in John Gollon's Chess 
Variations] Capablanca also proposed a lOx8 game 
(a cut-down version of his 10x10 game: see later). 
He placed the R+N (Chancellor) on the h-file and 
the B+N (Archbishop) on the c-file. 

Nikita Plaksin has sent a retro-composition 
in a lOx8 variant (see the originals for solving). 
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Von Wilpert's Wolf Chess 
Erich Bartel has sent us a copy of a booklet on 
"Wolf-Schach", invented by Dr Arno von Wilpert, 
and published (by Kommissions-Vedag Heinz 
Loeffler, Bad Neuheim) in 19S9. This adds two 
extra ranks to the board, making it 8xlO. An R+N 
("Wolf') takes the place of one of the Rooks, while 
a B+N ("Fuchs" = Fox), and a Nightrider replace the 
Knights. The sequence of the pieces on the back 
row is also revised, and four extra-powerful pawns 
("Vogt", translated as Sergeants or Inspectors) are 
added. The opening position is illustrated. 

Wolf (gl, bl0) is R+N, Fox (fl, clO) is 
B+N, Nightrider (bl, glO) rides like Rook or Bishop 
but along straight lines of Knight moves, Sergeant 
(b2, c2, f2, g2, and b9, c9, f9, g9) is Orthodox Pawn 
+ Berolina Pawn, except that it does not have the 
double diagonal step of the Berolina, and cannot 
make e.p. captures (though it is subject to e.p. 
capture by ordinary Pawns). Pawns and Sergeants 
can promote to Q, R, B, N-rider, W, or F. Also, 
Pawns (but not Sergeants) promote to Queen + 
Nightrider (called "Elephant"). CasHing is abolished. 

l-.w~~~~ ~ ~e!?- ~~, ~~ ~:f- ~.i ~ _ ;r....".. .. ,. ,.... ... •• v. ~ ~ /h;/,. //fi'. ~ 

I~~~·! ~~~%! ~\W~ ~ ~ 
~!~ ~!~ ~!~ ~ ~ . !X0~~ 0.~,,",/.~:Y~ ~~ 0.~~{?~w.~ :Y~ 

1%3.~%@ ~~%@ 
I ~ ~ ~ ~ ~~. ~.!~ 

!~~//~~.~ ~~m:~ ~ @. ~ ~ @J. @ 0'i. ~;. 
~1' ?}' ~ ~ ~ ~' ~J..~ ~ .. ~j @ @ @ W. ~,~-~~ 

~ .ljf(/- .~ ~ ~ ~ M~ U0\MJ I@ J,) ~~ :@ J,) ~,y. m3. @J.. ~ ~ B 
h/ %" :.i Y. Z ?} ::;(1 ~ W? 

.J,) ~%>~~J,) ~~~ ~ ~ 0~rn~ 
r~:QH~{@~~~~Vff ~ f@ ~ ~ ~'_'_....f.,_-,-,-. ____ ,. __ y. %. ~ <:(t% ~ 

Opening position Mate in 3 

The problem alongside, by Wilhelm Sieber and 
Erich Bartel, from the booklet, is the only one 
composed till now. [Solution: l.FfS (all three 
officers en prise) 1...gxh3+ 2;Fxh3 Kxal0 3.Fxc8#, 
1...gxfS 2.QhlO c7 3.QclO#]. 

The following sample game is given: 
. Jaques Berthoumeau v Arno von Wilpert . 

By correspondence 19S5-S7 
(between Charenton-Ie-Pont & Augsburg) 

l.d2-d4 d9-d7 2.e2-e4 e9-e7 3.h2-h4 c8-c6 
(Pawn has double move even though already on an 
advanced square) 4.h4-hS b8-b6 S.g3-gS a9-a7 
6.f3-fS Sb9-b7 7.hS-h6 Sc9-c7 "Black plays the 
Neanderthal Opening" 8.gS-g6 a7-a6 9.g6-g7 h9-
h7 10.g7xh8 (e.p.) Sg9xh8 Il.e4-eS b6-bS 
12.Nbl-d2! a6-aS? "Black is clueless" 13.h6-h7! 
Khl0-h9 (g8 is pinned by the Nightrider d2) 
14.h7xg8+ Sf9xg8 IS.c3-c4 bS-b4 (for S-b6-cS, 

22.Rg4xg8! Bel0xgB 23.Nd2xgB Fe9-fB (FxgB? 
Wg7+ and WxgB#) 24.Fe3-h6 Ff8xh6 2S.Qhlxh6 
NgI0-a726.Wgl-g7+ Kh9-g10 27.NgB-e9+ Black 
resigns. (If 27 ... Na7xe9 28.QxhB wins. If 
28 ... Ne9xb3+ 30.Sc2xb3 RdlO-d9 3l.Qh8-eB+) 

Here is another game against the inventor: 
. Erich Barte} v Arno von Wilpert . 

Game 132. o.t.b. 7 ii 1960 
1.h4 e7 2.hS d7 3.gS c6 4.e4 Bc7 S.d4 Ne9 6.b4 b6 
7.Na3 FeB 8.Sf2-g3 (Berolina-type move) d6+ 
(revealing check from the Nightrider e9) 9.Kbl cS 
10.Bf4 cSxb4 1l.c3xb4 a7 12.Re3 e6 

-.w ~A0 ~~ iSl ~~ ~, -~ ~/.-~ ~ 
~ .. ~ ~~~~! 0.0. wr;: ""~ ~ 
~ ~~~!~ 
~~/,~~ m~ '"""? ~. ~,,/. 

~~ ... ~x J..~ ~ 
~ ~~-~ ~ 

~ ... ~.".~ ~J,) 
~~ ~z ~z ",,%~ 
.. ~W@.~ ~~~ ~Wf% ,~ 

Z% ~ ~ ~ 
J,)~~~ ~~~ 
m.rn~~ ~~~Vff· 

13.FbS Sb9-c8 (second guard on c7) 14.FxF 
Sf9xFeB 15.Nb5 e516.Ra3 e5xBf417.Nxa7 Sc9-d8 
IB.Ng4 QxR 19.5xQ f4xSg3 20.NxSe8 NxgS 
2l.NxR WxN 22.We2 Ne6 23.Sg2xg3 (Berolina 
capture) Wal0 24.Kb2 Na4+? 2S.Sa3xN WxSa4+ 
26.Kb3 Bf9 27.Wc3 WaB 28.f4 Black resigns. 

In addition to the printed booklet Erich has 
a handwritten booklet, dated 1962, in which is 
mentioned what he believes may have been the first 
ever international match over the board in variant 
chess! The results were: First match, Rossi 0 Bartel 
1, Boyer ~ Gansler 1h, Rossi 1 Wilpert 0, Boyer 0 
Bartel 1 (Paris 1~ Augsburg 2~). Second match: 
Rossi ~ Wilpert 1h, Choisseau 0 Gansler 1, Boyer 0 
Bartel 1 (Paris ~ Augsburg 2~). 
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The following is the text of the only 
surviving game from this event. 
. Jose h Boyer v Erich Bartel . 

Game 16S, o.t.b. Paris 2S ix 1960 
l.h4 b6 2.e4 a7 3.c4 c64.fS a6 S.gS as 6.a4 Sb9-b7 
7.Nc3 d7 S.g6 e7 9.Kb1 Sc9-c7 1O.hS Sc7-d6 
1l.d4 cS 12.dS Sd6-eS 13.Qh2 Bc7 14.Sf2-f4 SeS
d4 lS.Na2 NcS 16.h6 Fb8 17.Sg2-f3 Rd9 

'VJI ~~~ f0' ~ %;i: ~ _ ~/~ /;~ - ~0. ;:~/. 
0~ 0.w. W W/. %///. /0. %:0 ~ 1'-0 ~ ~p ! Y..'l. :/./'/. ,,'/. //7/' 

~i~ 1~!~f5 /./. /: Y~'/. ~" ~//. 
~~~.~~~! ~g ?% ~;/, .... y; /,uZ ~ 

~V ~-0 ~~~ ~m ~ @. ~s>/. 
~ @~~~~~ 
,////, ,"',% ~ ~ 

~.0 ;.W~ %.,~ % 
~~~~~%~~% ~J. 
Wi. ~'w. ~~~ 
R~~~ ~ ~ /V?. m%z .}-///. .. ,00z .,/.~~ 
~rn~~~~~ 

lS.Sb2-c3 Sd4xSc3 19.5c2xSc3 Sb7-a6 20.Be2 
Fa7 21.Be3 Rb9 22.Wh3 Bd9 23.Ncl Be8 24.h7 g7 
2S.h8 Sg9-g8 26.Kc2 d6 27.WgS NdlO 2S.eS Bxa4 
29.b3xa4 NxQ 30.Fxh2 bS 31.c4xbS SxbS 32.BxbS 
RxbS 33.a4xbS FxbS 34.We4 Fa3+' 3S.Kd1 Wb2# 

Here is a later game, from the same booklet: 
. Erich Bartel v K.H.Achatz . 

19 i 1964 
1.d4 e7 2.Nd2 Ne9 ("Standard" Opening, Ns pinning 
Ps g8 and b3) 3.h4 a7 4.hS a6 S.h6 KgI0 6.gS!! 
NxgS? 7 2..1 

. ~ ff~ ~ ~~~ ~ ~Q'\'~ i{;) ~ I \\11 ~~j ~~ ~ ~~ i{;)?% _ //~/. ~ ~/. - ... ~/. - 0:~1 - /~/. ~.-': - ... ~/. - ~-7/: 
W ;/"// W /';"'/ IIW %///. ~,,0 ':0:-?ti. ~ ~t.! ~. ~ ~~. !. '~" ~ ~i..' W."'" w.. 
~~!~ ~~!~ ~. ~&~ ~ /,,/: 0:% ~/. ~//:I W W/% ~ ~//. /0/ 

~ .@. f~ ~ ~ %%. ~ r~~ 
I!~ ~ ~ ~ . ~ ~~ ~ .~ 
~ . '/.'rf£ '/. W).'h \~~/;''/.I ~~. ~~':"'/.W '/"m- ... 
@ ~1~ @ ~JJ. ; .. '/. ;,,'/. ~;; W 

%i. ~ ~. w. ~~~~~. ~ 
?&.~ ~~ ~~ ~ ~~ ~ ~~~ 

':~ .... / ;.W/. ~ ;/,(,z W ~~ 0"/ 
~ ???~ ~ ~.i ~ ~~ ~ %': ~ ~/. ~ ~ W;. ~~ 

@.3 ~~ ~~~'&. I@; ~~ ~ ~Y!i 
7.Nxg8! (the g-file is now open) Nxf3 S.Wxf3 
Sg9xgS 9.Sg4 d7 1O.SgS c6 11.e4 b6 12.Fd3 cS 
13.d4xcS bS 14.c4! d6 IS.h7 Sg7 16.Sh6 bSxc4 
17.Fxc4 as IS.SxSg7 fSxSg7 19.Rgl h8 20.Bh6 Fe8 
(see diagram) 21.Bxg7 hSxg7 22.WfS! Bh8 23.BhS 
dS 24.BxFe8 dSxFc4 2S.Wf8!+ Kg9 26.Wf7+ Kh9 
27.BxSf9 WcS 28.BgS+ Bxg8 29.h7xgS+ WxgS 
(see diagram) 30.Wf9+ KgI0 31.WxBh8+ Wxh8 
32.Qxh8 Kf9 33.Qxg7 Qc10, 34.Qxe7 Qg6! 
(3S.RxQ?? Rdl#) 3S.Rhl Rd9 36.Sb2-c3 c4xb3 
37.a2xb3 SdS 3S.Qh7+ Qxh7 39.Rxh7 KgS 

30 40 
0';;:.,..----Cr-77.77~-.,..,?;:.,...,%7"', ---,~=~.".,. ~ ~ ~ % 

"!' ~ ~/. ~~ y;.0. W /.~ '/.~////'0."~/.:;;;;: 
;%~~ ~ ~i{;) %1.~%3.! ~ ~ 
Who". %% 0.0. - ~ . '/, 0. % 

~ ~ ~.&~r~. ~. ~~~. ~.~~ 
~ .~ ~~~~ %. ~ .~ ~~ 
/.~ /.~§/~/.~;{"/.~ .. ~ -~ .~. ~ 

~:g 'f~ t%. ~ ~ifA ~ . t%.. t%.. . 
~!~~~ ~. ~ ~.~~; ~.%. 
~~~ ~ ~ ~~~~.~. 

;,V" 0)/ ~ 0."/ ~ 0.~ ;~ 0~ 
~ ~ ~~;;. .~~ ~i~1 ~ ~ ~j./. ~%. ~. 

[;W ~'-_~ ~'t'fJ rw @j _~ ~ . 

40.Rh3 Rf9 41.Rf3 Re9 42.Sc2-d3 Se7 43.Sc3-d4 
SCS 44.eS Se6 4S.Rf6 Sd7 46.Sc4 Re7 47.Kb2 Rf7 
4S.RxRf7 Kxf7 49.Sf4 Kg6 SO.Sd4-dS KhS 
Sl.SdSxSe6 Sd7xe6 S2.c6 Kg4 S3.c7 KxSf4 S4.CS 
SxeS SS.c9 Sd4 S6.c10=E+ (Queen + Nightrider!) 
Ke3 S7.EcS! a4 S8.b3xa4 Kf2 S9.ExSd4+ Kg2 
6O.Ee3+ Kh2 61.Ef3# 

9x10 and 10x9 Boards 
Chinese Chess and Korean Chess of course use, in 
effect, a 9xlO board. Here is a new 10x9 variant: 

Jelliss's 21st Century Chess 
With the idea that pieces _on larger boards need to 
move more quickly, the editor proposes making all 
the back-rank pieces" except the King, riders: 
Nightriders in place of Knights, and the two added 
men, Rook + Nightrider and Bishop + Nightrider. 

The King is given the added power of an 
Equihopper, and is allowed to hop through check, 
and castling is abolished. (The pieces may be 
arranged on the back row in standard order with 
R+NR on d-file, B+NR on g file, or Randomised.) 

The Pawns are moved forward to the third 
and seventh ranks, so that the second and eighth 
ranks can be occupied by a row of Hoppers. The 
hopper placed in front of each rider is analogous to 
it: Rookhopper for Rook, Bishopper for Bishop, 
Nightriderhopper for Nightrider, Grasshopper for 
Queen, BH + NRH for B + NR, RH + NRH for 
R + NR, and a Lion as the King's Hopper (see VC3 
p32-33 for definitions of hoppers). 

Opting Pawns are used, that may make the 
double step from any square (including from 7th to 
9th or 3rd to 1st) always subject to e.p. capture (i.e. 
if the square passed over is guarded by an opposing 
Pawn it may capture there next move as if only one 
step had been taken). These Pawns promote upon 
reaching either of the two back ranks of the enemy. 
Promotion is to the rank of the piece that occupied 
the promotion square initially, except for promotion 
on the King square, which is to Q + NR. 

The inventor feels that these ideas all fit 
together quite well, but he could be biased! The 
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scheme was originally devised for a 10x10 board, 
but this suffers from the serious flaw that both 
Kings start in check from Nightriderhoppers! 

10x10 Board 
The lOx10 board is mentioned in old Indian sources 
dating to "long before the Christian era" under the 
sanskrit name "dasapada" (as opposed to "ashtapada" 
for the 8x8) but the board was probably used for 
race games at that time. [Murray, History, p33]. 

Decimal Shatranj 
Various lOx10 versions of Shatranj are mentioned in 
the mediaeval manuscripts. The earliest recorded 
seems to be that of al-Khalil b. Abmad (c.718-791) 
who (according to al-Masudi, writing about 950) 
added "Camels" at either end of the back row 
(presumably with the corresponding Pawns in front 
of them), though it is not known what their move 
was. Firdawsi (writing about 1000) describes a 
version with "Camels" cl, h1, that are {0,2} leapers. 
Al-Baghdadi (writing 1140) has two "Dabbabas" d1, 
gl, that move like Kings but are non-royal. The 
Alfonso X manuscript (1283) mentions a game with 
two "Judges" added, but does not give their moves. 
[Murray, History, p341, 348]. 

Piacenza's Arch-Chess 
The lOx10 mediaeval variants were obviously the 
models for a 10xlO chess proposed by Francesco 
Piacenza in his book I Campeggiamenti deg/i 
Scacchi (forino 1683). David Pritchard, who has 
seen a photocopy of the relevant parts of the book 
says he named the game Arch-Chess ("a term given 
to improvements and corruptions of chess" 
according to the author of Chess, 1784). His extra 
pieces are a {0,2}+{1,2}+{2,2} leaper (Centurion), 
and a {1,1} leaper (Decurion). The same idea was 
reinvented by Pinsard in 1919, who used two 
Centurions [Boyer, 1951, p60]. 

Deccan Decimal. Chess (Atranj) 
A manuscript dated 1796-8 (now in the Bodleian 
Library, Oxford), written by Shir Mohammad-khan 
for Hussainaddin-khan Bahadur who was in the 
service of the Nizam of Deccan (Central India) 
contains 12 problems in a form of Decimal chess. 
[John Gollon, Chess Variations 1974, describes this 
game under the title "Turkish Great Chess", but on 
what authority he does not state]. 

This has B+N ("Wazir") glO and Q+N 
("Zurafa") no, plus two R+Ns ("Dabbabas") e9, f9, 
with the e and f Pawns moved to e8, f8. The White 
forces reflect the Black in the centre point, i.e. Kf1, 
e10, Qg1, dlO. Pawns do not have the double step. 

An almost identical game, called Atranj or 
Qatranj, but with Knights e3, f3 and "Armed Female 
Attendants" (moving like Chinese Pawns) e2, f2, in 

place of R+Ns, and different names for the pieces: 
B+N as "Bukhshi" = "Paymaster" or "Kotwal" = 
"Chief of Police", Q+N as "Prince", is given in a 
later Indian book by Lala Raja Babu (1901). 
[Murray, p181 and p346-7]. The rules of indigenous 
games in India apparently vary considerably from 
place to place and time to time. [D.P.] 

Capablanca's Decimal Chess 
David Pritchard writes that J.R.Capablanca did not 
get the idea for his 10x10 game after losing the 
World Championship to Alekhine in 1927 (a popular 
myth, this) but after the match with Lasker in 1921, 
and he voiced his opinions well before the 1927 
match. See for example the article "Is Capablanca a 
Revolutionary?" in the November 1925 American 
Chess Bulletin in which the 10x10 board with the 
two extra pieces are specifically mentioned. 
Admittedly however, it was not until 1929 that the 
general public took notice, and Capablanca 
demonstrated it at Selfridge's in London that year to 
good press coverage. A heated world-wide debate 
ensued and in The Times alone there were 25 letters 
on the subject! 

In this game the initial pawn moves can be 
one, two or three squares forward, with en passant 
capture applied to the triple as well as the double 
step. In V.R.Parton's account of the game in his 
booklet 100 Squares for Chess + Damante, he 
names and places the new pieces as in the lOx8 
version mentioned above, but according to Joseph 
Boyer's Nouveaux Jeux D'Echecs Non Orthodoxes 
the B+N (called Chancellor - just to be even more 
confusing!) goes on the d-file and the R+N (Herald) 
on the g file! 

Schulz's Falcon/Hunter Chess 
In a similar game proposed by Karl Schulz the two 
extra pieces are B/R (Falcon) and RIB (Hunter) 
(invented by him in March 1943) able to move 
forward as the first-named piece and backward as 
the second-named (for an example problem see VC2 
page 21). These are placed to either side of Queen 
and King. The Pawns can move 1, 2 or 3 steps 
initially, as in Capablanca's game, and in addition 
the Knight is also given the option of an initial (2,4) 
leap (e.g. from b1 to d50r f3). In castling, the King 
moves three squares left or right (Le. Ki1, Rh1 or 
Kc1, Rd1). [Source, Boyer 1954]. 

Parton's Half-Queens Chess 
V.R.Parton in 100 Squares for Chess + Damante 
describes a similar game to Schulz's, using instead 
RIB and B/R "Snipers" (invented by Frank Maus in 
1927 - see VC2 page 21) which move as the first
named piece and capture as the second-named. He 
called these "Half-Queens" or "Roshop" and "Bick". 
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Original Problems to Solve 

Notation: I have gone back to the 
old-style signs t for check and :j: 
for checkmate, since they are 
available on my word-processor. 
So ;>t (not equal to) and # 
(number) can revert to their more 
usual meanings. 

Sorry I can't seem to get 
#55 right. Let's try again: 

55. Michel OLAUSSON 

:::~ ~~.Wj ~ 
~ .~ ~; ~ W W ~/. ~ 
'~'~ ~ ~ 
/1/% ~/. ~ ffJ. 

~~~. ~. t~. 
~~ ~ ~!~ 
~~.~ ~ ~! 
~~ W ~ W ,~ m3., %a ~ 

I~ ~ ~ ~ 
Maxi-Selfmate in 15 

with set play 
Neutral Grasshopper b5 

<:t In a Maximummer ,Black can 
make only his longest legal 
moves. <:t In a Selfmate White 
moves first and tries to 
manoeuvre Black into a position 
where he is forced to checkmate. 
<:t Maxi-Selfmate combines both. 

<:t A Grasshopper moves 
along Queen lines to the first 
square beyond one man. 

<:t A Neutral is regarded 
as Black or White at the choice of 
the player who has the move. 

82. Edgar HOLLADA Y 

~ W ~ ~. ~ ~ @' J!1; 
~ ~ ~ ~ 
~ ~ ~~~ 

Pff ~ ~ ?W' ~ ~ % ~ 
~ ~ ~~ ~ @~/ .. ~@ 

~ ~ ~ ~ 
~ ~~~ ~ 
~ ~ ~ '~ 

Helpmate in 2 
(b) Black Pawn e2 

(c) White Nightrider e2 
with 2 variations 

Judge for 1991 - 1992 Kjell WIDLERT 

<.t In a Helpmate Black moves 
first and helps White to give 
mate. <.t A Nightrider moves in 
straight lines of Knight moves. 

83. George JELLISS 

I ~ ~ .~ Z~' ~ W. ~ ;,,/. % ;~I 
I~./; ~/-t) ~%~ ~/
,}ft; ~ ~ ~ ,~ ??d.1 
W~~ ~ ~ I 
/"\0:w.~w.~w~ 

W. //.B: w. W 
(~ ~ ~ ~ I.fi& 1;;;-: d% ~ 

I·~ ~ ~ ~ %: ~ @ % 
~ ~ ~ ~ " .. /. W. W. 0. 

Mate in 2, Grasshoppers 
This one arose from trying to 
compose a problem with BKc6 
and flight-giving key Ra7-a8; a 
composing challenge set by John 
Beasley who took over the BCM 
"Problem World" in February, but 
as usual with my attempts at 
orthodox problems it ended up 
different from expected. 

<:t In a (Direct) Mate in N 
White moves first and checkmates 
Black on the Nth White move 
against Black's best defences. 

84. Valery NEBOTOV 
& Chris TYLOR 

~ ~ ~, ~ 
~ ~~~ ~ 
!~ ~ ~. WJ 

W; . '%/ ~ ~Vii ~~~/ @%{0.w.~///z~ 
~ ~ @. ({i 

~~~~~~ ~ 
'''%r@~'~ Z@.. ~ 
{f//. ~,; ~ ~ 0% ~~ W. ~ 

All-Mate Chess, Mate in 2 
<:t In' All-Mate Chess there are no 
normal captures, instead a piece is 
removed if, treating it as a royal 
piece, it is mated. Thus l.Bc8 
"mates" the BPa6 which is 
removed (Rxc8 is not permitted). 
[The rules of All-Mate Chess 
were given in detail in VC2 p19, 
but Dr Tylor does not now permit 
a move mating one's own King!] 

85. Erich BARTEL 

~ ~ ~ ~ 
Wl.; W %0~ ///',. m; ~ ~~~I~.~ 

~ ~ ~, ??d. 
~ .~ ~ ~ 
~ ~ ~. ~ 

~31.1~ ~ ~ 
'~I~~ ~. ~ 

.~ r% ~ ~ 
5 Neutrals: Rook b3, Pawns f7,e7 

Nightrider c2, and Zebra g7. 
. Circe. Helpmate in 2 (2 ways) 

<.t A Zebra is a {2,3} mover. 
86. Erich BARTEL 

~",.~~~, ~ 

~ ~ ~ ~ 
/ .~ '~t)~; ~ 

@ ~/. ~/. W 
~ 'W ~~~ w W ~/..-;SlJ W. 
~ ~ ~.~ 
~ ~ ~ ~ 

Lions e3,f3. Circe. 
Helpmate in 2 (set play) 

<.t A Lion travels and captures 
along Queen lines to any square 
beyond one man. <:t In Circe 
Chess a captured piece reappears 
on its "home" square. In the case 
of a fairy piece the home square 
is taken to be the promotion 
square in the file of capture. 

87. George SPHICAS & 
Stefanos PANT AZIS 

~ ~ ~' ~ ~ ~ W Wo 

~~~ ~ ~ , 

~ ~~~~ 
~~~ ~;~~ .'. @ ~/- ~/. ~ 
~~~~ 

~ '~ ~ ~ W. ///% W W 
~~~~ 
~ ~ ~ '~ .. ~ 

Serieshelpmate in 15 
<.t In a serieshelpmate Black plays 
a series of moves, White not 
moving at all, to reach a position 
where White can mate in one. 

• 
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88. Erich BARTEL 

rf} %/1" "%% w~~~!JJF; ~ 
~ ~~~~~ 

~ '~~rn%; ~ w ~/. W. W. 
~~~ ~ ~ w -~ ~ ~ ~ 

;:;;;;: ~.~~. ~ ~ 
0',-% /~% @. @ 

Giraffe b2, Antelope cl 
Nightrider e4, Grasshopper eS 

Circe Malefique 
Serieshelpmate in 2 (4 ways) 

P. In Circe Malefique captured 
White Pawns reappear on the 
seventh rank. [For fuller rules see 
previous issues, but this is all that 
is needed here I think.] 
p. A Giraffe is a {4,1} mover. 
P. An Antelope is a {4,3} mover. 

89. Ian G. RICHARDSON 
"The Cocked Pistol" 

~ ~ ~ ~ · 0WW.~ 
?% ~!~ ~ 
~ ~~~~~ · %. /,//. /u/.· ~; 

1%; fID. ~~ ~ /"~/: ////. ~/:: W 
I. ~~~\W'~ .~ 
I%(~~~ ffi. /u/. @ i0. . 
Commit Suicide in 16 moves 

Single Series Play 
(i.e. Serieshelpmate in 16) 

P. Single Series Play (see also 
p.SO) means that no piece makes 
more than one series of moves. 

90. lan G. RICHARDSON 
"Hands Across the Sea" 

~ 7;ff;~. ;~j .~. · W ~~ ~« w. 
~ ~ ~ ~ 

. ~.~ ~ ~ 
~ %' ~ ~ ~ % :m'/. ~ 
~~~~ 

~ .~ ~ ~ 
.~~::?,~~ ., ~ ///'1. ~.,/. ~ 
W ~ ~ W~ ~ ~~~n;I~ 
(a) Chinese Cannon d1, f1 

Chinese Pawns dS, f8; Gold eS. 
Mate in 5. 

(b) Clear Sth rank and 
add Crane e7. Mate in 7. 

P. Chinese Pawns only move 
sid~ways on the promotion rank. 

v ARrANT CHESS - 6 

Cannon move like R but capture 
like Lion along Rook lines. 
p. The Gold and the Crane are 
from Shogi and Tori Shogi.They 
are like Kings but with two 
moves prohibited, as shown here: 

rm~ 
91. Hilmar EBERT 

~i§.~~~ 

I~ ~ ~ ~ ~ ~ ~. ~ m .. /. W W 

I~ ~\W~rn~ 
I ~~~ ~. ~ 

. (a) :j:3 (b) :j:4 exactly 
p. In a Mate in N "exactly" White 
can mate in less but has to delay. 

Please note: the next five 
problems end in STALEMATE. 
92 & 93. Edgar HOLLADAY 

~\W ~~ ~ 
~. ~ .~ /.~ 0-

~~. ·rn~ ~I 
~ .~ > .. -!~.~ w. 
~ i0.~% ~ 
~ .~ '~. 

~. ~~ ~.'~ . 

~.rn .~~ ~ 
W~W~ W / .. ~ ~ ~ 

92: Stalemate in 3 (b) cl ~c5. 
93: Stalemate in 4. 

p. In a (Direct) Stalemate in N 
White plays first and forces 
stalemate of Black on or before 
the Nth White move. 

94. Michel OLAUSSON 

~~~ .~ .~ 
~ ~~~ W 
.'77'/. W. W. W. 
.~.~ ~ ~ 
~ %? ~ ~ /V%~~~ 
~~ ~ ~ .~ 

" ~ ~ ~ 
/ .. ~ ~ ~ ~ 
~ ~ ~!~ ~/. ~ W. W. 

f·· ~ ~ ~ ..~ ~ ~ @ 
Helpstalemate in 2, Duplex 

p. In a Helpstalemate, Black 
moves first and helps White to 
stalemate him. P. In a Duplex 
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Helpstalemate there is also a 
solution in which White moves 
first and is stalemated. 

95. Fred. M. MIHALEK 

~ ~ ~. ~ 
~ ~ ~~~~. 
~ ~~~~ '%3 /. w. ////. W. 

~~~~ 
~ ~ ~~rn'~ 
~.~ ~ ~., 

!~ ~ ~ .~ 
W ~ ~ 0 . ~ ~ @ W. 

Helpstalemate in 3 
96. Peter WONG 

~ ~ ~ ~ 
~ ~ ~ ~ 
~ ~ ~ ~: ~.1% w. W. //. "c 

rf}~~~I' @~~/.~ 
~ ~ ~.~, 

~~.~ ~. ~ I 
Royal Alfil h6, Bouncer b3 

HP4 (b) h6-g4 
(c) h6-b1 (d) b3-d7 . 

p. An Alfi! is a {2,2} mover. 
P. A Royal piece may not move 
into, or be left in, check. 
p. A Bouncer (see VC3 p.31 for 
full details) moves along Queen 
lines by doubling its distance 
from a piece or board edge; e.g. 
Bob3 can bounce off the board 
edges to d1, d3, dS or b6. 

97. Nikita PLAKSIN 

I~~~.·~~~~ 
\
. %. :m'/'/".-,:@ .. §Pi. 
(1~ ~0 :;-6<% %;::~ x.'~ /!!!!!/ ~~ ~ ~Yf// 0:% ~ ~"",;-;; ~ m% /~% ~~ j/,'i: - /~..z -
~ '~.1 .~~. .'~ '%: 00%'; /7>%;.-;- ,~~ ~ ~ W. 

%. ~,11 ~.!~ ~ 
.~~~~~ 

.c@· . ~.~ ~.: ~~ ~ 
/. ~'l-//'~~'~} ~~ ~ 
~. ~~~~irn~ ~ 

Board lOxS. Superschach. 
Bishop + Knight d1, e2 

Last 9 single moves? 
p. "Super-Schach", described in 
Europe Echecs #24 1979 p.163 
has two B+Ns (called Janus) on 
each back row. 
Solutions to O.P.J. by 1 Se t. 



page 74 VARIANT CHESS - 6 April - June 1991 

Solutions to Original problems in Variant Chess 5 

65. M.Olausson (Sweden). 1.d6 
2.de5(Q-Ngl) 3-6.el=N! 7-8.Ngl 
(N-Bel) 9-10.Nel(B-Ral) I1.Na2 
12-13.Ka4 for Ra2(N-Bc8):j: Not 
6.el=B? 8.Bgl(Bc1) 1O.Bc1CRal) 
I1.Ba3 13.Ka4 for Ra3(Rh8) as 
Ka3(Qdl)! [A.E.] 
66. E.Bartel (Germany). I-S.gS=Q 
6.Qe6(pe2) 7.Qc6(Bfl) 8.Qg2 for 
d2:j: (Black's only move). Witty and 
beautiful switchback. [M.O.] Quiet 
last move - I like that in ss:j:. [S.P.] 
S ... Bxg2(QdS) is selfcheck. [A.E.] 
67. M.Olausson (Sweden). 1.Bd3+ 
Kel(Bel) 2.Be2 Qf2 3.Bd2:j: and 
1.Bd2 Kdl 2.Bc2+ Qc2(Bfl) 3.Be2:j: 
Wonderful Circe-specific echo! 
[E.B.] Elegant leastform. [S.P.] 
Trivial. [A.E.] 
68. AJ.Sobey (UK). 1-2.Kb4(pb2) 
3.Kb3 4.Ka2 S.Kbl 6-9.Kfl 
1O.Kg2(Rhl) I1.Kg3 12.Kf4 13.KgS 
14.f4 for RhS:j: Well known. [E.B.] 
Try: S.Kf3(pf2) 6.Ke4 9.fg2(Rh1) 
10.gl=Q I1.Qh2 14.Kh6 IS.QhSt 
Rh5(QdS):j: [S.P.] 
69. E.HoUaday (USA). 1.Kc3 Kf3 
2.Nd4t Ke3 3.Re2:j: 1.Kb3 Ke3 
2.Re2t Kd2 3.Nf4:j: and 1.Kc1 Kd3 
3.Ngxe5t Kc3 3.Rg3:j: Quincunx. 
Quasi-symmetry. Mates ideal but for 
single doubly-guarded square. A 
beauty! [LG.R.] Well hidden. [D.N.] 
70. F.M.Mihalek (USA). Ca) 1.KcS 
e6 2.Rc7 e7 3.Bb7 eS=Q:j: (b) 1.Rb6 
e6 2.B+Nb7 e7 3.Kc6 e8=B+N:j: 
Promotion to B+N not allowed in (a) 
by the convention that promotion is 
only allowed to Q,R,B,N or fairy 
pieces present on the board initially. 
Excellent promotion-change. [M.O.] 
An outstanding "find". [D.N.] All 
solvers liked this one. S.Pantazis 
suggests: (c) R+Nb7 for 1.Bc6 e6 
2.Kd6 e7 3.R+Nd7 e8=R+N:j: (seren
dipitous if sound!). 
71. F.M.Mihalek (USA). 1.Kd6 Ke8 
2.Kc7 Kf7 3.Kd7= Asymmetry. 
Triangulation to lose a tempo. As you 
were! [A.W.L] A "genre" of its own 
where Holladay's :j:5 (VCl problem 2) 
has the lead. [M.O.] Not everything 
that is "ideal" is also good! [A.E.] 
Erich Bartel notes this is the so
called "theme zero" and quotes the 
following which may be the oldest 
known example: 

Dr E.J.van den Berg 
Aachener Anzeiger 1931 

~ ~ ~ ~~ %@~/.W 
~ ~ ~~~., 
~ ~ ~ ~ @@~c@: 

stalemate in 3 (with set stalemate) 
1.Bh5! KgS 2.Bg6! Kf/hS 3.Bf7/Kf7= 

72. M.Olausson (Sweden). 
1.NBPfS=NN/NR 2.NNd7t/NRbSt 
1.NBPhS=NB/NQ 2.NBd4 t /NQb2 t 
Not P=QfS or Qd4, selfcheck. (Only 
scored as 1 point). Fine AUW. [E.B.] 
73. M.Olausson (Sweden). (a) 
1.nBb2=nN nNc3=nBt 2.nBd4 nNd1. 
(b) 1.nNf3=nB nBb3=nNt 2.nNd4 
nBd1. The pieces interchange but 
nothing appears changed! Plus <;a 
change, plus c'est la meme chose. 
[A.E.] In Ca) there is a duplex 
solution: 1.nBb2=nN nNf2=nBt 
2.nBd4 uNd1, but not in (b). 
Selfchecks must be avoided. 
74. P.Wong (Australia). K=royal 
bouncer, Q=bouncer, B=Bishop
bouncer: Ca) 1.Kf6 Bb2 2.Be6 Qg3 
3.Bh3 Qf3t 4.Kc3 Qf6:j: (b) 1.Be2 
BhS 2.Bc4 Bg7 3.Bfl Qf3t 4.Kf6 
Qc3:j:. Found difficult by solvers. 
Several could find the mate but could 
not reach it. 
75. G.P.Jelliss (UK). 1.RcS 2-
6.g1=B 7.Bh2 S.BbS 9.Rc7 1O.Rb7t 
for Pxb7:j:. Profundior (Black 
excelsior) and minor promotion 
followed by sacrifice makes S pieces 
few. [M.O.] Not bad! [A.E.] Fine 
determination of key. [E.B.] 
76. N.Plaksin (USSR). Last moves: 
1.RgSxAf8 f7-fS=A 2.RhSxAgS 
g7-gS=A 3.RgSxAhS h7-hS=A 
4.Ng4-h6 h6-h7 etc. Looks imposs
ible until you see the trick. [S.P.] 
77. V.Pribylinec (Czechoslovakia). 
Ca) 1.g4 GdgS 2.KeS Be4 3.Kf4 Ge3:j: 
(b) with gS-g4 1.f2 GggS 2.Kf4 
GdSt 3.Kf3 Gg2:j: but also Ca) 1.Kf4 
Ge4 2.f2 BxgSt 3.Kf3 Gg2:j: and (b) 
with Kf5-f4 1.Kf5 GxgS 2.Ke5 Be4 
3.Kf4 Ge3:j: [A.W.L] This pair could 
be a second solution. But cook: 1.g4 
- 2.Kg6 Be4t 3.Kh5 BgS:j: reducing 
to short solution to (b) [A.E., S.P.] 
78. V.A.Krivenko (USSR). 
(a) 1.Gc8 2.GdS 3.GeS 4.GfS S.GgS 
6.GhS 7.Gh1 S.Ge4 9.Gg2 1O.Ggl for 
Rh3:j: (b) 1.Ga6 2.GaS 3.Ga4 4.Ga3 
S.Ga2 6.Gal 7.Gh1 8.ge4 9.Gg2 
10.Gh2 for Rf1:j: Photographic echo. 
[M.O.] This kind of symmetry isn't 
very interesting. [E.B.] Not original; 
first published in Springaren #3S 
September 19S9 [6S43] but without 
the twinning. [S.P.] 
79. I.Shanahan (Australia). 1-
3.g1=Q 4.QxgS S.Qcl 6-10.g1=B 
12.BxaS 13.Be114-16.axb3 17.bxa2 
lS.a1=R 19-20.Rd2 21-22.a1=N 
23.Nc2 for Nc3:j: AUW. Many cooks, 
shortest: 1-3.Kxa2 6.g1=Q 7.Qxg5 
8.Qxa5 9.Qc1 1O.Qal 13.axb3 
IS.g1=R 20.Rb2 for Nc3:j: [E.B.] 
A.Ettinger quotes this beautiful 
doubling of the theme (not AUW). 

J.Lois Feenschach 19S4 

?%.!!l?%. ~ ~ 
:;;;i 4\ ~ .1.'~ . W 
~ 1=3 1=1< - .~/, Y',-0. 

~ .~~~ ~ 
~ @a ~ ~ %~::%~%~%~ 
~. ~ ~. ~ 
0,:i~~Z6;'':~%<Y~W-"W 
~ ~.6'l "a>. ~ 

0.0. z ~'-\;?;{ . v.~ {fi 
~_~_.,0 ~ ~% @. 
Serieshelpmate in 14 

(b) Black N g2 
(a) 1.dxe6 5.exf2 6.f1=B 7.dl=R 
S.Rd7 10.Bxb7 l1.KdS 12.Bc8 
14.ReS for Ne6:j: (b) 2.Nxe6 3.NdS 
8.e1=B 9.d1=R I1.Rxc7 12.Bxf2 
14.Bb8 for Nd6:j: 
80. I.Shanahan (Australia). 1.c1=Q 
2.Qxc3 3.Qel 4-6.el=B 7-S.Bxg3 
9.Bxh2 1O-12.g1=N 13.Ne2 14.Bgl 
lS-16.h1=N 17.Nf2 for Ne3:j: One to 
trick those looking for AUW! But 
numerous cooks, with BK mated as, 
h5, h3 or f1. [A.W.L, M.O., A.E.] 
Shortest:1.c1=R/B 1O.KaS 12.R/Ba7 
for Nb6/c7:j: [A.E., E.B.] 
81. G.P.Jelliss (UK). (7-rank board) 
Specify "oppo-equihoppers" (hop 
only over opposing pieces) then: 
1.Kb7 Gd7 2.Kc7 Gc3 3.Ee3 Gg2 
4.Kd7 Kd5 S.E3c7 Gh6:j: Asymmetry. 
Without the "oppo" condition there 
are mates with Ka61b7, e.g. 3.Ea7 
Gg2 4.Kb7 Kb5 5.E4c7 Gf6:j: 
Solver's Scores 1-4 5 T 
Maximum 114 22 135 
A. W.Ingleton 105 20 125 
S.Pantazis S7 22 109 
E.Bartel 64 16 SO 
LG.Richardson 61 14 75 
D.Nixon 60 13 73 
M.Olausson 37 IS 52 
V.A.Krivenko 27 14 41 
A. Ettinger IS 21 39 

Corrections 
57. M.Olausson. Composer removes 
WK, adds BPg3. Solution as before. 
61. A.W.lngleton. Composer moves 
WKb7-aS and adds WNa7, WNh1, 
BPc7. Solution as before. 
63. A.W.lngleton. The cooks 
claimed by A.E.are invalid, but the 
composer finds another flaw and so 
moves BKc7-d6, BaS-g3, Rh3-f3 
and deletes PcS. Solutions now: 
1.Rb3 Nb3(Ra8) 2.d4 Nd4(Pd7) 
3.Kc7 NfS(Pf7) 4.Bd6 Nd6(Bf8) 
5.Rd8 Ne8(Ng8) 6.Ne7 Nc7(Ke8):j: 
1.Rd3 Nd3(Ra8) 2.f4 Nf4(Pf7) 3.Bh4 
NdS(Pd7) 4.Bf6 Nf6(BfS) S.RdS 
Ne8(Ng8) 6.Ne7 Nd6(Ke8):j: 
Grid Chess (VC5, p59). 
Erich Bartel finds a cook in my :j:2 
by l.Ne8+ Ke6 2.Qg6/Qd5# 1...KeS 
2.Qg5#. To correct: move Nf6 to f4. 
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Knight's Tour News 
In 1985-6 the editor published 
special issues of Chessics on the 
Knight's Tour, Magic Tours and 
Theory of Leapers, and aimed to 
complete a book on the subject. 
This work continues, and quite a 
lot of material has been accumu
lating from various sources; some 
is summarised here. If there is 
sufficient interest, it may be 
possible to produce a newsletter 
(with the KIN title) that gives 
more detail. 

Magic Rook Tours 
In Chessics 26 p.181 a method of 
constructing magic tours with 
double axial symmetry was 
explained. This is only possible 
with pieces that have a Rook
wise move capability. [Note for 
new readers, I use "magic" to 
mean that the rows and files add 
to a constant sum. If the diagonals 
also add to the same sum the tour 
is "diagonally magic".] The 
following is a Diagonally Magic 
Rook Tour that I found in 1986: 

63 6 26 62 35 7 27 34 
44 45 25 24 9 ~ 52 53 
22 46 50 23 10 47 51 11 

@ 5@ 429@28@ 
c:I)60(DD61 36Q1?37~ 

43 19 15 42 55 18 14 54 
21 20 40 41 56 57 13 12 

2 59 39 3 30 58 38 31 

47 54 10 46 19 55 11 18 
28 29 9 8 57 56 36 37 

6 30 34 7 58 31 35 59 
@53~52 13@)12@ 
~44~45 20 CJD21~ 

27 3 63 26 39 2 62 38 
5 4 24 25 40 41 61 60 

50 43 23 51 14 42 22 15 

This tour has the property that the 
renumbered form shown in the 
lower diagram, 1 at 17, 2 at 18 
etc, is also diagonally magic, and 
furthermore the numbers on the 
diagonals remain the same. Each 
quarter tour is a "bisatin" with 
two entries in each diagonal also. 
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Magic 5-Leaper Tours 
The Five-leaper's {5,0} move is 
Rook-wise, so magic tours by it 
with double axial symmetry are 
feasible. Tom Marlow has been 
studying such tours. He has found 
18, however none is diagonally 
magic. Here is one of them: 

10@)60 3 30 37@23 
21 58 13~ 20 39 12 
56 15 46 25 8 51 18 41 
31 36 27 54 43 6 61 2 
34 29 38 11 22 59 4 63 

9 50 19 40 57 14 47 24 
44 7 52 <:YQlJ 45 26 53 
55@ 5 62 35 28@42 

With his computer he has also 
investigated magic tours with a 
single axis of symmetry, and finds 
a further 40 (geometrically 
distinct). Two of these proved 
diagonally magic (as reported in 
The Problemist in March) one 
being open and the other closed. 
I have noticed that some of these 
tours have the 16-17 link and the 
48-49 link as skew leaps instead 
of rook-wise leaps, for example: 

14 53 58 19 38 15 4 59 
41 30@ 2 55 40 43@ 
@11 8 23 34@62 9 
37 26 21 60 13 36 47 20 
28 39 44 5 52 29 18 45 
CD54 57 42 31@ 3 56 
24 35 @63 10 25 22@ 
51 12 7 46 27 50 61 6 

Perhaps there is a clue in this 
example on how to transform a 
Rook-linkage to a Knight-linkage 
so that the biaxial method can be 
applied to Knight's tours (such as 
on a 12x12 board). 

Since the 5-leaper has 
four moves at every square, it 
follows that in a closed tour the 
llD.l!S.ed moves are also two to 
every square, and therefore form 
either a tour (is this possible?) or 
a pseudo-tour (Le. a set of closed 
circuits). To use network-theory 
terminology, this would be a pair 
of Hamiltonian tours that together 
form an Eulerian tour. A trivial 
example of this is provided by the 
moves of a Wazir on a 2x2 torus: 
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Chronological Bibliography 
Last year I produced a 30-page 
draft bibliography on Knight's 
Tours and other Chessic Paths, 
which I sent to interested parties. 
A few copies are still available 
for any who can help to improve 
it or to trace copies of the many 
references that I have not yet 
seen. The Koninklijke Bibliotheek 
in the Netherlands has been very 
helpful in providing copies of the 
key works by Collini (1773) and 
de-Hijo (1882). 

Non-Intersecting Paths 
This branch of the subject has 
been receiving intensive study by 
Robin H. Merson. He has given 
solutions for open and closed 
Knight paths on square boards up 
to 24x24, together with some 
general enumerative results. The 
most symmetrical cases are these 
amusing "tetraskelions": 

T.R.Dawson Nightridet Tourney 
The award for this .is postponed 
yet again due to lack of space. It 
will certainly appear in VC7. 
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PROGRESSIVE CHESS 
Paul Novak finds another solution to van der Wiel's 
problem in VCS pSO-Sl: S.c4, Nc3, NbS, Qa4, Nd6#. 

Malcolm Home notes that in the Tavener
Sturgess game (B) in VCS pSI Black missed: 6.Be6, 
Bxa2, RdS, Rd3, Re3, Bb3 mate. 

In the "Continuous Tournament" several 
two-player Progressive Chess matches have been 
played by Step hen Tavener against John Bosley 
(NZ), George Jelliss, lan Richardson, and John 
Sturgess, as reported here and in CV5 page S1. 
Others may have been played, but results not 
reported. It is now proposed to replace this scheme 
by more formal 3 or 4-player tourneys, once the 
current events are over. More details next time. 

Continuous Tourney: Scottish Rules 
(On the nth turn n or less moves may be played, 
~ a check is ~layed the series must end.) 
_m·"gSbi.*"Wi€hi@\iiMQ _ 
(A) 1.e3 2.dS, eS 3.Qg4, Qxc8, QxdS+ (looks good, 
but is it?) 4.KxdS, BcS, Nh6, bS S.BxbS, b4, bxcS, 
Nc3, Nxd5 6.a6, axbS, c6, cxdS, Rxa2, Rxal 7.Ke2, 
Bb2, Bxal, BxeS, Bxg7, BxhS, Bf6+ S.Kd7, Ng4, 
Nxh2, b4, b3, b2, bl=Q, Qfl# (0, 1) 
(B) 1.d4 2.dS, Nf6 3.Nc3, e3, Nf3?? (careless, must 

Qxf2# 
:mm. • ~ 

1.e4 2.eS, f6 3.BbS, Nc3, d4 4.fS, QgS, Qxcl, 
Qxdl+?? S.Rxdl, dxeS, Rxd7, NdS, Nxc7# (1, 0) 
(B) 1.e4 2.d6 Be6 (experimental) 3.Bc4, Bxe6, Bb3! 
4.a5, a4, axb3, Nh6 S.axb3, RxaS, RxbS, d4, RxdS+ 
6.KxdS, Ng4, Nxf2, Nxdl, Ne3, Nxc2+ [Malcolm 
Home notes a missed win here: 7.Kf2, Nf3, NeS, 
Nc3, Bd2, Rat, Ra8#] 7.Kd2, M, hS, h6, hxg7, 
gxhS=Q, QxfS+ S.Kd7, Ke6, Nxd4, KeS, cS, Kf4, 
hS, Nxb3+ 9.Resigns (e.g. 9.Kdl+ IO.dS, d4, d3, h4, 
~2, Kxhl=Q, QXK1#) (0, 1) 
_ mlttf.iliiiY;{,·';Wl&li@WQ@ _ 
1.e4 2.eS, Nh6 3.d4, BgS, BxdS 4.dS, Bg4, Bxdl, 
KxdS S.Ba6, Bxb7, BxaS, BxdS, Kxd1 6.Bb4, gS, 

f1=Q# 

.,. ... ,."u'u. N-g4xf2xdl 
S.Kxdl, B-a6xb7xaS, h4 6.Bb7, Bxe4, Bxg2, Bxh1, 
h5, Nc6 7.Bxc6, dS, d6, a4, Ra3, Rb3, RbS# (1, 0) 
. lan Richardson v Stephen Tavener . 
l.e4 2.eS, dS 3.Qg4, Qxc8, QxdS+ 4.KxdS, dxe4, 
Nc6, h5 S.d3, dxe4, f3, M, BgS+ 6.f6, fxgS, Ba3, 
Bxb2, Bxa1, Ke7 7.BbS, Bxc6, Bxb7, BxaS, hxgS, 
RxhS, RxhS S.Nf6, Nxe4, NxgS, Nf7, NxhS, Bd4, 
Bxg1, Bh2 9.Nd2, Nfl, Nxh2, Ng4, NxeS, Nf7, 
N 10. 

:f. • ,. 

l.e4 dS 3.d4, BgS, BxdS 4.KxdS, Bg4, 
exd4 S.f4, Nc3, Rxd1, Rxd4, RxdS+ 6.Nd7, Ngf6, 
NxdS, Nxc3, BcS, Bxgl [Malcolm notes a missed 
win: 7.eS, e6, exf7, h4, Rh3, Re3, Re8#] 7.bxc3, 
Rxgl, BbS, Bxd7, BcS, Bxb7, BxaS S.gS, g4, g3, 
gxh2, RgS, Rxg2, hxgl=Q# (0, 1) 

Cumulative Scores: Richardson 2/2, Sturgess 
3/6, Tavener 6/12, JelIiss 1/4. 

Continuous Tourney: NOST Rules 
(No piece moves twice in a sequence 
unless every mobile piece has moved) 

Stephen Tavener writes: "I think I prefer NOST rules 
to "normal" Progressive - it makes for a more chall
enging game, much more strategy involved. I wasn't 
sure in these games whether you had to make all 
your moves or not, so I played safe. It caused a bit 
of trouble in JB vs ST, since I couldn't play ... Nxf3, 
... Qxgl# I had to move the Q before the last move, 
which meant I'd it from ! 

:mm. " m. ~ 
l.e4 2.eS, f6 3.Nh3, Nc3, Bc4 4.Bb4, Ne7, dS, Qd7 
S.NxdS, c3, d4, a4, Qf3 6.NxdS, exd4, BcS, c6, Qe6, 
007.00, exdS, cxd4, Bd2, Rael, Qg3, Nf4 S.cxdS, 
g6, fS, Qb6, Bxd4, KhS, RgS, as 9.Re7, BxdS, Bc3, 
b3, KhI, Rfel, f3, Qh3, g3 1O.gS, h6, Rg7, Kh7, 
Bxc3, Be6, Nd7, RagS, QdS, b6 1l.b4, Bc4, ReS, 
~, Nd3, Kg2, f4, g4, QhS, M, ilih6# (The Q 
can move twice here since every movable piece has 
moved and now a second 0) 

l.d4 2.Nf6, Nc6 3.BgS, Nf3, e44.Nxe4, f6, eS, Bb4+ 
S.c3, Bc4, Qd3, Be3, 00 6.dS, Bg4, fS, Bd6, Qf6, 
000 7.dxeS, Bd4, BxdS, Qe3, ReI, h3, a4 S.BxeS, 
RxdS, Bxf3, Nxd4, Nxc3, ReS, Qg6, cS 9.Nxc3, 
KhI, gxf3, M, b4, as, Qf4, RxeS, RgI 1O.a6, bS, c4, 
&£3., Rdl, RxeS, Kb7, Qh6, g6, ~# (Again, 
everything else that can move has moved!) (0, 1) 

3rd UK (Scottish Rules) Postal Tourney 
Malcolm Home writes that seven entries have been 
received for this event: only two from the UK 
(George Jelliss and Stephen Tavener), three from 
Italy (Mario Leoncini, Aldo Kustrin and Vito Rallo), 
one from Yugoslavia (Mirko Babic) and a late entry 
from the USSR (Vladimir Trusov) so it's more an 
International than a UK event this year. 

AISE International Team Tournament 
In VC4 page 47 I reported the best UK results 
against the Italians. Here are some other games that 
contribute towards the discussion of whether the 
~e Queen at turn 3 is advisable or not: 
1-.11 IWII@JiR1Sii;mmmS-
l.e4 2.eS, Nh6 3.Qg4, QgS, QxdS+ 4.KxdS, Ng4, 
Nxf2, Nxhl S.M, hS, h6, hxg7, gxhS=Q 6.dS, Bg4, 
Kd7 Bf2# 

"iP.IJ!II!l!Rnm:P.l!lfl 

Bb4, e4, Rel#~O,~ 
_Sgc;L6tS¥'WI1IAi@@_ 
l.e4 2.dS, Nc6 3.Qg4, QxcS, QxdS+ 4.KxdS, dSxe4, 
Nf6, hS S.BbS, Nf3, NgS, Bxc6, Nxf7+ 6.KcS, bxc6, 
Kd7, Ke8, Kxf7, g6 7.g4, gS, gxf6, fxe7, eS=R, 
RxaS, RxfS+ S.RxfS, Ke6, Rxf2, KfS, Kf4, Kf3, 

Rxh1# 
~ 

dS 3.Qg4, QxdS+ "T ... ,."u.u. 
Nf6, hS S.d4, dS, dxc6, cxb7, bxaS=Q+ 6.Kd7, NdS, 
Nc3, Rh6, Rd6, Rdl# (0,1) John played an identical 
game in the same event, against Angelo Mapelli. 
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AISE 3rd International 
Progressive Championship 

This event attracted 36 players in 
four eliminators. I was the only 
UK entrant, among 17 from Italy, 
6 Lithuania/USSR, 4 Poland, 
3 Czechoslovakia, 3 Germany, 
1 Yugoslavia, 1 Georgia/USSR. 
Here are my games from elim D. 
How many go through to the final 
I'm not sure. My score of S/16 
(including two points claimed by 
default) may not be enough to 
qualify. I fell into several Sth 
move traps that may be worth 
noting to avoid. [J am trying out 
a more condensed way of writing 
the series-moves here: When a 
piece moves repeatedly its symbol 
is only mentioned at the start, and 
its moves (-) and captures (x) 
follow without a comma betwe~ 
• d··j@tjk4MiI'!i~iw 
1. e3 (I am still persisting with 
this opening, which few others 
play. My results as White have 
been better than as Black, but 
whether this can be ascribed to 
the opening is doubtfuL) 2. dS, 
Nc6 3. Qg4xc8xdS+ 4. KxdS, as, 
Nf6, hS S. b4-Sxc6xb7xaS=Q+ 6. 
Kd7, g6, Bg7, RxaS, Ng4, Bxal 
7. Bc4xdSxaS, h3xg4, RxhS-h7 
S. Resigns. None of the BPs can 

throu to 

1. d4 2. dS, Nf6 3. a4, BgSxf6 4. 
exf6, BfSxc2xdl 5. Nf3-gSxf7 
xdS, Kd2 6. Bxe2xfl, Na6, RxdS, 
Kf7, Bb4+ 7. Kc2, Rxfl-el-eS 
xdSxhSxh7 S. NcS, Bd2, fS-4-3 lfi-gl=Q, Qc1# (0,1). 

DNi'1l1Sj1m$I@JCW_ 
1.e3 2.dS, Nc6 3.Qg4xc8xdS+ 4. 
KxdS, RbS, hS, Nf6 S.h4, BbSxc6 
xdSxf7 6.cS-4-3xb2, gS-4 [M.H. 
notes 6.Ne4-g3, Rh6-f6xf2-fl# 
or Rc6xc2xcl#] 7.Bx b2-eS, 
Nc3, BeS, Rb1xb7xb8# (1,0). 
. Valeri Tokarev GA V G.J. . 
1. d4 2. bS, hS 3. Bf4xc7xdS 4. 
Rh6-d6xd4xd1 + 5. Kxd1, g4-S 
-6xf7+ 6. Kxf7, Bb7xh1-g2xfl 
xe2+ 7. Kxe2, c4xbS-b6xa7xbS 
=Q, QxaS S. Resigns. (I can see 
no way to avoid mate next turn, 
since White's pieces are too well 
spread out to eliminate. The best 
I found was: S. gS-4-3xf2xgl 
=Q, Qxblxalxb2+ 9. Kel, Qc6, 
a4-S-6-7-S=Q, Bxc7, QxfS#) 
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· G.J. V Z.Woronowicz PL . 
1. e3 2. eS, Nb6 3. a4, BbS, Nb3 
4. c6, dS, Bg4xdl 5. Kxdl, Ra3-
c3xc6-e6# (1,0) Zbigniew falls 
into ~ne of ~ own 

1. e4 2. e6, as 3. d4, BgSxdS 4. 
Ra6-d6xd4xdl + [Here Zbigniew 
missed: S.Kxd1, Bf6, Nc3, NbS, 
Nxc7# M.H.] 5. Kxdl, Bxc7 
xaS-b4xfS 6. Kxf8-e7, Nh6, eS, 
d6, Bg4+ 7. f3xg4-gSxh6xg7 
xhS=Q, Qxh7 S. Nd7-f6xh7, fS-
4 -3xg2xhl=Q 9. Nf3-gS, c4-S-
6-7-S=Q, Nc3-dS# (1,0) 
· G.J. V Vito Rallo IT . 
1. e3 2. Nh6, eS 3. Qg4-gSxdS+ 
4. KxdS, Ng4xf2xhl S.Bc4, Ke2, 
Nf3xeSxf7+ 6. KeS, dSxc4, Kxf7, 
Nc6, Bg4+ 7. Ktl, a4-aS, 
Ra4xc4xg4, Ke2 S. Be7-h4, KeS, 
RfS-fl, NeS, -, Rel# (0,1) 
· Vito Rallo (I V G.J. . 
1. e4 2. e6, hS 3. d4, BgSxdS 4. 
Nf6xe4xf2xdl 5. Bf6, Bc4, dSxe6 
xf7# (1,0) Tr~ one! 
_dWiiJI.I·.l1mn_ 
1. e3 2. Nh6, eS 3. Qg4-gSxdS+ 
4. KxdS, Nc6-b4xc2+ S. Kdlxc2, 
a4, e4, h4 6. dS, Bg4-e2, Bb4, 
NfS-d4# (0,1) Here S ... e4 is 
inconsistent with the e3. 

1. d4 2. dS, 
4. Qd7xbS, Bg4xd1 5. c4xdS-d6 
xc7-c8=Q# (1,0) Tra~ three! 
• dUl1WS·iQM M.IW_ 
1. e3 2. eS, fS 3. Qg4-gSxdS+ 4. 
KxdS, f4xe3xf2+ 5. Kxf2, b3, 
Ba3xfSxg7 6. dS, cS, b6 Ba6xfl, 
Kd7 7. Nh3, b4xcSxb6-b7xaS=Q, 
QxdS+ S. Kc7, Bxg2xhl, Nh6, 
RgSxg7, BxdS, Rd7 9.c4xdS, Na3 
-c4-d6, NgS-f7, Rbl-b7# (1,0) 

• MliS·i~!qi~{1·IWDd;. 
1. e4 2. cS, QaS 3. f3, b4xaS 4. 
a6, Nc6, eS, Nh6 S.Ba3xcSxfS 
xg7, Ke2 [M.H. notes S.d4, BgS, 
Na3-bS-c7#] 6.Ke7-d6-cS-c4, 
NfS-d4# (coup royale) (0,1) 
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Scotch Chess in the USA 
Michael Keller: wrote 6 iii 91: 
The Scottish article was very 
interesting - though the expert 
Italian players would disagree 
with most of van der Wiel's 
conclusions on openings. As 
Malcolm Home noted, l.d4 has 
been a much more successful 
opening than l.e4 (and only 
slightly less popular). AISE's 
magazine Eteroscacco gave some 
statistics in 19S7: By far the most 
common response to e4 at that 
time was 2.eS,f6 (62%). This 
scored 54% for Black, and four 
less common defences were even 
more successful: 2.dS,d4; 
2.dS,dxe4; 2.eS,Nh6; and 
2.dS,Nc6. On the other hand, 
White scored over 60% with d4! 
The three move series (White's 
second) ending with the Queen 
being captured are not feared by 
Black. Incidentally, the passive 
opening l.e3 (used in most of 
Bartel's samples, and often seen in 
older NOST games) appears 
NEVER to be used in AISE! 

Incidentally I would argue 
[against] Malcolm Home's state
ment that Progressive Chess has 
been played only "spasmodically" 
outside of Italy. Granted, the 
AISE players have taken to it 
enthusiastically, but AISE was 
founded in the mid 1970s, and 
Scottish Chess has been a NOST 
mainstay since the early 60s! Phil 
Cohen's 19S7 statistics show 23S 
matches and IS tournaments up to 
that point, by far the most popular 
(all-time) chess variant in NOST. 
[US] Scottish is the same as the 
progressive form being played in 
the UK tournaments - except that 
NOST forbids en passant capture. 

UK v Italy Match 
Paul Novak got together with 
Alessandro Castelli to start a 
friendly team match in June. The 
UK team is M.Horne, P.Donovan, 
P.Novak (captain), G.Jelliss, 
S.Tavener, I.Richardson and the 
Italy team M.Leoncini, V.Rallo, 
ACastelli (captain), G.Buccoliero, 
R.Salvadori, S.Figura. It is being 
played in three 2x2 groups so that 
each participant will play four 
games. Thanks to Alessandro and 
the AISE for help organising this. 
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Correspondence 
I Keith Naylor: Our only correspondent from Africa 
so far writes, from the Republic of South Africa: 
22 x 89: Over the last few years the RooseveIt Park 
Chess Club has set aside one night for "alternative" 
chess. We had the variation selected by Black. I 
dominated the first few events with the aid of 
Putback Chess. People were confused by early 
"sacrifices" of heavy material in order to open up the 
King side. More recently players have realized finally 
that the pieces are not "lost". This, combined with 
the arrival of a large number of "miniaturists" who 
like Progressive Chess has resulted in the "all 
rounder" crown going elsewhere. Keith enclosed a 
copy of "Octal 100'~ an AS magazine edited by him, 
Vol 1, No.1 dated JanlFeb 1987. Page 11 item F is: 
Is there a Mate? Some years ago, in a "fun" tourney 
I reached the position: White to move. 

~ ~ ~rn~ 
~ ~ ~ ~ 

~ ~ ;~; ~ @ @ ~ .... /. @ 

I was unable to give mate, and a draw was agreed; in 
a brief post-mortem after the game nobody could 
find a ~ win. So is there one, or is it a draw? 
Oh yes, I almost forgot: we were playing Cylinder 
Chess. (No corners, the King keeps going!) Further: 
18 ii 90: As to Octal-lOO, I'm afraid it didn't survive 
its second year. I finally got fed up with the total 
lack of cooperation from tournament organizers, 
clubs and even the Federation. None of which made 
the slightest effort to send me results, games, or even 
names of winners to whom I had offered free 
subscriptions. [Afamiliar story, alas.] ... My club has 
decided to change the format of our annual 
"Alternative Chess Night" into a three-night, six
round Swiss (30 minutes each) instead of the old 
round robin 15 minute event. The other major change 
which might be of interest to any club holding this 
type of event is to use a grid: 

A B C D 
1 chess Alice Rifle Fairy chess 
2 Two-move Shogi Cylinder Putback 
3 Progressive Pole Hsiang chi' Refusal 
4 Pre-Chess Protean Kriegspiel Shatranj 
5 Capablanca Combination Pocket-N Prohibition 

White would choose a letter and Black a number and 
play whatever appears at that intersection. This 
should be more satisfactory than our old method of 
Black picking the variant to be played. If B5 is 
picked then both players pick both a letter and a 
number and play the combination - Al and B5 may 
not be picked. Combinations of B2, C3, D4 and Dl 
cannot be picked. A combination of AS and one of 
B2, C3, D4 means that the two extra pieces are 
added to that game. For D1 various Fairy Chess 

pieces are chosen: the King and Pawns are as 
normal. A grid for selection of pieces is: 

A B C D 
1 Dragon Grasshopper Nightrider Archer 
2 Locust Boyscout Hippogriff Prince 
3 Berolina Griffin Mermaid Joker 
4 Archbishop Hunter Chameleon Cannon 
5 Falcon Chancellor Diamond Wheel 

Further: 6 iv 91: During July my club will be 
holding a "Set Variation" event. Rounds 1 & 2 -
Alice, Rounds 3 & 4 - Cylinder, and Rifle for the 
last two rounds. I will let you know if anything 
interesting happens. 
I Mirko Babic: 7 viii 90: I'm on the Management of 
"Groteka", the World Council for Games [sounds 
impressive!], and Director of one part: the 
International Correspondence Games Club (ICGC). 
The ICGC organizes tournaments in Go, Shogi and 
its variants, Renju, Five-in-a-row, Penta, Othello 
and Progressive Chess. Fee per player per tournament 
is US$lO. Write to: Mirko Babic, Zagrebacka 47, 
41320, Kutina, Yugoslavia. Also through ICGC you 
can play other Chess variants [types not stated], 
Xiang-Qi, Hexagonal Chess, Chess-Draughts, 
Aabalone, and Fanorona. I'm also interested in 
exchanging stamps, old money, cards, badges, or 
other collectables. [More details about variants, and 
moves of vc games played, please Mirko!] 
I Frands Fahys: 5 xii 90: Also organizes 
International Postal Go. 7-person tournaments or 
individual matches on 9, 11, 13 or 19-1ine boards. 
Apply to: Francis Fahys, clo GASC, La Fontaine de 
Valescure, 83700 St Raphael, France. [Surely postal 
Go must take centuries to play!] 
I John Bosley (New Zealand): 5 i 91: Alice is a lot 
of fun. I play it with my neighbour. But however 
many games we play we always return to Dynamo, 
the King of boardgames. What I like about Dynamo 
is the enormous number of possible moves at any 
time. You have to play by instinct. Computers are 
trying to have it banned. [We hope to feature 
Dynamo Chess in VC soon. Moves of recent games 
would be welcome from any source.] 
I If you like something simple, how about Racing 
Kings? 28 i 91: Racing Kings is just a bit of fun 
really, but quite tricky. From a special starting 
position: 

~ f% ~ ~ 
~ ~ f% ~ 
~~~~~~~~~W 
~!f~!~}~~m~ 

All pieces move and capture as normal. Players race 
to get their Kings to the eighth rank. Kings cannot 
move into check, and pieces may not check the King. 
If White gets his King to the 8th rank first, Black has 
one "catch-up" move to draw. 
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113 iii 91: A couple of points re VC5. First of all 
Patt-Schach. I like it. I like games which introduce 
a new concept. You can keep your "fairy" pieces. 
Anyway, I don't understand this controversy 
regarding checkmating a King (sorry! a royal piece) 
and capturing it. Surely a checkmate is only a 
capture one move previously. What's the difference? 
Also! what is a CV? Who cares? Is Racing Kings a 
CV or Ultima? I realise when you are publishing a 
magazine called Variant Chess it is important to 
know what to include, but the difference between a 
VC and an NCG [Non-Chess Game] is purely 
academic. I am a gamer. I just like to play. 28 iii 91: 
I like Vc. I think it fills a hole. I find some 
pontificating correspondents a little verbose and 
diffuse, but I guess that is the pommy way. I should 
know; I spent the first 20 years of my life there. 
I Philip Cohen 23 iv 1991: On what makes a CV: I 
think it's clear from the discussion that no airtight 
definition is possible; one has to give a set of 
criteria, with games getting less CVish the more 
criteria they violate. Curious that one of the most 
important criteria (in my opinion), replacement 
capture, was only mentioned by Peter Blommers. 
[Eviction capture, is preferred term - replacement 
suggests Circe type 'capture'.] Others I think are 
important are perfect information, royalty, and 
variety of pieces. Two players and a Pawn row are 
somewhat less important. I'd put variety of pieces 
even above royalty; Vinciperdi is much chessier to 
me than a variant with, say, K+8P on each side. 
I You say that capturable Kings imply there is no 
stalemate in Shogi. Not so; stalemate is inability to 
move, and royalty doesn't come into it. In Shogi, for 
example, one can take advantage of the fact that 
promotion is optional to construct a stalemate on the 
7th to 9th ranks: + ~ :~ ~ ~ ~ ~ * ~ Jl .1. .1. ..L .1. J.. ..L ..L JL 

Y 'JL. 
Here the initial game array and nothing else is 
present, except that two Pawns have promoted to 
Golds to fill the back row. The remaining Pawns, 
Lances and Horses are all on squares whence. they 
could still move further if unblocked, so they don't 
have to have promoted in the past. If you don't care 
for that, capture 16 enemy pieces, use them to fill in 
ranks 7-8, turn everything into a promoted piece, 
and fill the 6th rank with Pawns. There may be 
something in the rules to forbid this, but not in any 
rules I've ever seen; the possibility is so ridiculously 
remote in standard play that I doubt there's ever been 
any push to handle it in the rules. [I should have said 
stalemate is impossible except as deadlock.] 

New Ideas for Variants 
Under this heading we will describe new variants that 
are proposed but have not been tried out in practice. 
Criticisms or suggestions for improvements are 
invited, as are details of any test games played or 
problems composed as illustrations. The following 
related ideas all appeared about the same time. 
Maze Chess by Stephen Tavener, viii 1990. 
In Maze Chess the board is converted into a maze by 
placing a number of 'walls' between adjacent squares. 
Knights are not affected by walls. If a wall lies 
between two squares no piece may pass from one of 
those squares to the other, or make a move which 
takes it through both squares. If two walls meet, a 
Bishop or Queen may not move through the junction. 
The initial positions of walls can be determined by 
agreement or by each player placing a number of 
walls [say 6] so that the squares that are separated 
both lie in his half of the board, or so that each wall 
has a mirror image in the other half. 
The (Berlin) Wall Game by George Jelliss, ix 1990. 
I felt that fixed walls are contrary to the spirit of the 
times, and so propose movable walls. Initially there 
is a wall of 8 sections across the middle of the board. 
A wall guarded by a Rook and with no obstruction 
behind it may be pushed to the other side of the 
square (away from the Rook). A wall guarded at one 
end by a Bishop can similarly, if not obstructed, be 
rotated 90 degrees (not towards the Bishop). A King, 
Bishop or Pawn, guarding both ends of a wall can 
slide it aside (but not off the board). A Queen can 
bring about any of these types of wall move. A wall 
move counts as a turn of play, and once done may 
not be reversed by either player. A wall once moved 
against an edge of the board thus offers no further 
obstruction, and cannot be reactivated. 
Mirrors by Jens Baek Nielsen, 19 x 1990. 
One of several new pieces he describes, Jens' Mirror 
is two square-sides long and can be White or Black. 
Each side starts with two placed 'vertically' between 
the cid and elf files and across the second and third 
ranks. They are captured by placing two enemy 
pieces of the same kind next to them. The mirror 
works as a barricade for Kings and Pawns and does 
not affect the Knights. Diagonal line pieces reflect 
off the mirror at right angles. Orthogonal line pieces 
impacting the mirror deflect at right angles to either 
side. With two parallel mirrors two reflections in one 
diagonal move are possible. Mirrors meeting at a 
corner prevent passage along the diagonal. A mirror 
may slide one or two units lengthwise, or may rotate 
about its centre or move bodily one unit, provided 
the cells are vacant. It cannot capture another mirror, 
but can block its moves. 
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PUZZLE PAGE 
Answers 

5.1: One-Bounce Queens. 
There are three ways of placing 
two OBQs on the board in mutual 
unguard: b2, g4; c3, g6; d4, fS. 

~ % 

Thus one of the OBQs can be 
placed on any square in the 
central 6x6 (the position of the 
other is then either fixed or has a 
choice of two squares). No OBQ 
can be placed at the edge since all 
OBQs guard or occupy all the 
edge squares wherever they are 
placed. An off-edge OBQ 
"observes" an edge OBQ not in 
direct Queen-line with it without 
being observed in return. 
5.2: Surrounded Queen. 
A shortest game to surround a 
Queen with 8 pawns of opposite 
colour was asked for. The 
following solution uses Quick
Cap Play, Le. a capture must be 
made at the first opportunity. 
l.b4 h5 2.bS gS 3.Nc3 fS 4.Na4 
e5 5.Bb2 dS 6.b6 axb6 (the first 
quick-cap) 7.Nc5 bxcS 8.Qbl bS 
9.Bd4 cxd4 lO.e3 dxe3 Il.g4 
hxg4 12.f4 gSxf4 13.Nf3 gxf3 
14.c4 bxc4 15.Qe4 cS 16.d4 
c5xd4 17.Bd3 cxd3. (length 17). 
5.3: Busy Bee. 
A shortest double-maximummer 
game to mate by Bishop was 
asked for: 

My 9-unit solution was: 
l.Nc3 Nf6 2.Nf3 NdS 3.NeS Nf4 
4.Ng4 Nh3 (This N can also 
guard f2 from hI, but not from 
d3, e4 or f4) 5.Nf6+· gxf6 6.Nd5 
Bh6 7.Ne3 Bxe3 (not 00 which 
is of length 4 = .f16, whereas this 
is of length .f18) 8.b4 Bb6 9.Ba3 
Bxf2 mate. 
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John Beasley beat this 
most ingeniously in only 71;2 units 
by: 1-3.Ngxf7 Nbxe2 4.NgS Nf6 
S.Nxh7 Nf4 6.Ba6 Nd3+ 7.Bxd3 
Ng4 8.Bg6 mate. 

But Peter Wong shows 
how to save another two moves: 
l.Nf3 Nc6 2.NgS Nd4 3.Nc3 
Nxe2 4.NbS Nf4 S.QhS NxhS 
6.Bc4 Nf4 7.Bxf7 mate. It's 
simple when you know how! 

Questions 
Puzzle 6.1 - Horse Box. 
The problem to play a shortest 
game to surround a piece with the 
eight pawns of opposite colour 
can be solved in one move less 
(i.e. 161;2 pairs of moves) if the 
piece is Knight instead of Queen, 
e.g. to this position: 

!~ ~!!l~' ~~ ~ ~ ~~ ////. 

~ ~ ~ ~.1. 
/u/: ~ W. W. -
~ f~~f~ .~ 
;/"/;;:; 1///. I///. W 

~. ~~f~~~ 
~ ~~f~ ~ /0. ///% /,,/. ;::0 
~.~ ~ ~. 
Ww.w.~ 
~ ~ ~ .~ 

~#3. ~~:~ $W ~ ~% ~. ~~ I" y; It 
In this case the move-sequence 
can be made more precise by the 
"Single-Series Play" condition: 
No piece makes more than one 
move or one series of moves. 
Puzzle 6.2 - Fools' Mates. 
Synthetic Games were originated 
by Sam Loyd in Le Sphinx 1866, 
where he gave his famous shortest 
game to stalemate, and several 
other results. The only earlier 
example I know of is the simple 
"Mate at two Draughts, a Fooles 
Mate", which (according to 
Murray's History, footnote p832) 
was so described by Arthur Saul 
in his book Famous Game of 
Chesse-Play published in 1614. 

A "Fool's Mate" (i.e. a 
shortest game ending in check
mate) can be sought in any Chess 
Variant - I tend to regard the 
existence of a good one as a test 
of potential in a game. 
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You are invited to look 
for fools' mates in the Enlarged 
Chess variants described in this 
issue. Some simple examples are: 
In 8x9 chess Gust add an extra 
rank): l.f4 d6 2.g4 Bh4 mate, 
very similar to the orthodox. In 
Wolf Chess, equally short is: l.e4 
f6 2.Be2 Nxc2 mate. 
Puzzle 6.3 - Two-Ring Circus. 
The idea of games in which Black 
imitates every move of White also 
originated with Sam Loyd in 
1866. He gave a symmetric game 
to mate: l.c4 cS 2.Qa4 QaS 3.Qc6 
Qc3 4.Qxc8 mate, and to 
selfmate: l.e4 eS 2.Ke2 Ke7 
3.Ke3 Ke6 4.Qf3 Qf6 S.Ne2 Ne7 
6.b3 b6 7.Ba3 Ba6 8.Nd4+ PxN#. 

Here is a more elaborate 
symmetric game. Another way to 
surround a Knight with eight 
pawns of course is to place the 
pawns at the ends of the spokes 
of its "wheel". In fact there are 
just enough pieces to capture to 
enable us to form two 
encirclements in one position: 

~ ~!!l~ .. ~ 
~ ~.1.?/0.1."W. 0":% ~-~-%?: 
~ !.fg;~ ~ !,~ W. I.d; //~ W 

::0~. ~; /oil",.' /1f"h' W. /.~ ,/I"/.. ;/~,.; 
/"'-%0. /,,/.~ /~/.~. /'''~0. 
~!~~~!~ 

W ~i/- ~ ~if/;;% ~~! ~.! ~~ 
~ ~ ~~ ~ d%. . ////. ~/% -%. 

~ .. ~ ~m; ~ . ~ @ ~~ @ 
The puzzle is to play a shortest 
game to this position, or to any 
similar position showing two 
Knights encircled by Pawns, (a) 
every Black move imitating 
White, (b) without this condition 
- how many moves can be saved? 
Puzzle 6.4 - Sadness of Ravens 
Five Queens are needed to guard 
or occupy all 64 squares, e.g. on 
c6, d3, e5, f7, g4. Surprisingly 
only four R+NRs (Ravens) are 
needed (this was solved by 
T.R.Dawson). How many B+NRs 
are needed? And (much more 
difficult) how many solutions are 
there in each case? 
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Editor's Note: Apologies to subscribers for the long delay in producing this issue, and to correspondents to whom I have 
not been able to write. The break in communications has been caused by a combination of health and financial reasons. 
I am now hopeful that it may be possible to continue; a firm decision will be announced in the next issue. 

Alice Chess by George Jelliss 

Probably the best of the many chess variant 
inventions of V. R. Parton, Alice Chess first 
appeared in Fairy Chess Review under the editorship 
of Dennison Nixon in June 1954. The idea is simple 
but its consequences on the play of the game are 
quite profound. The only extra equipment required 
is a second board, initially empty. The opening 
position is diagrammed. [Having run out of white 
pawn symbols I am experimenting with stencilled 
"blobs" for the pawns in this issue.] 

"Twin Portland" boards (made of card-board with 
slot-in pieces) are useful for recording postal Alice 
games, I got some from the B.C.M. some years ago 
but unfortunately they do not seem to be 
manufactured any more. 

All the moves on both boards are normal except 
that after completion of any move the moved piece 
must be transferred to the square with the same 
coordinates on the other board. Furthermore this 
square must be vacant; if it is occupied then the 
move may not be made. Kings may not move 
through check. 

The original statement of the rules also specified 
that the final mate must be of "Alice" type in which 
the K has apparent flights from check, which 

however lead to check on the other board. Also there 
is no statement in the original article about the 
interpretation of en passant capture. I wrote to 
Mr. Nixon, who is still active in variant chess as a 
solver, for his views on the "correct" rules but he 
replied: "In all fairy chess activities, problem or 
play, where "rulings" prove necessary, I think it is 
up to the participants to make the necessary 
decisions, even to the extent of altering the official 
rules, so long as it is made clear what has been 
done. With regard to the necessity for a genuine 
"Alice" mate, I quite agree that it has been almost 
completely ignored and agree that it should be. 
However, in your amusing short example [1.e4 d5 
2.Bb5 h5 3.Ba4t, provided by Peter Wilson] you say 
this is normal mate, which it is not, Black having 
several drop-ins, all ruled out by the Alice rules; 
thus a genuine Alice mate .... On the e.p. question I 
think the capturer should only be allowed to capture 
on the square which has been moved over - in your 
example [WPb2-b4 with BPa4 on either board] b3 
on board A, thus PAa4xb3 e.p." In the first two 
games that follow we adopted this ruling (though the 
situation never arose to apply it), but in subsequent 
games, following the practice of NOST in most 
variants, it was agreed to cancel the e.p. law. 
. G. J. v Peter Wilson: ostal ii 1990 . 
Notes by G.J.:1.g4 d6 2.Bg2? Qxd2! 3.Qd3!? (if 3 ... 
Qxg2 4.Qb5t KdS 5Bg5t but 5 .. .f6 and Black may 
be able to escape) 3 ... Qxd3 4.c2xd3 g6 5.Nc3 Bg7 
6.Bg5 h6 7.Bf4 (this does not guard h2 but is aimed 
at c7) 7 ... Bd4 S.Bxc7 Na6 9.Ba5 Bxb2 lO.Rd1 Bh3 
11.Bd5 Nb4 12.Bxb4 Bxc3t 13.Bd2 (!) Bxd2 
14.Rxd2 RbS 15.f4 b5 16.Nf3 b4 17.Bb3 Bxg4 
lS.Kf2 Be6 19.Ba4t KfS (although the BK has open 
air all round he actually has only one move!) 20.Re1 
g5 21.114 g4 22.Ne5 Rh2t 23.Ke3 g3 24.Rg1 
(attacking g7 rather than g3) Pg2? 25.Ng6t (1-0). 
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. Peter Wilson v G. J: postal ii 1990 . 
Notes by P.W.: 1.b3 Nf6 2.a3 Nc6 3.Bb2 Ne4 
(Knights are stuck on squares of one colour per 
board. Thus this N can never take or be taken by the 
Nb 1. Furthermore this N can never be attacked by a 
pawn.) 4.Qc1 cS S.g3 (S.Qc4 with a triple attack can 
be met with ... Nd6 or perhaps even with the sacrifice 
... Nxd2) S ... hS 6.h4 RbS 7.Rh2 (Defends f2, frees 
the WQ, blocks ... Rh2, develops a piece but 
nevertheless feels defensive.) 7 ... RbS S.e3 RdS 9.Qc4 
(This move can be answered by ... Nd6 to protect cS 
and f7 or by 9 ... ReS. An alternative was 9.BeS but 
I felt this was too defensive. The text seems to put 
pressure on and may threaten to win a piece.) 
9 ... ReS (While this R is here any capture would be 
illegal on e4, exposing the WK to check!) 

1O.Bd4 (The second phase of the game has started, 
pieces returning to board A. I'm not sure who is 
better but Black lags in development especially of 
the Bishops.) 10 ... Qc7 (As expected. I've a number 
of problems and have to look out for mating 
combinations. Also in many variations the BQ 
comes to eS attacking my Ra1. So I am committed 
to my own attack.) 1l.Ra4 (Which allows the 
defence 11...Nxf2t 12.BxeS QxeSt 13.e4 I think 
(and hope!) while opening-up moves like RaS for 
the future) 1l ... RgS (Probably aimed at protecting 
the back rank. Despite leaving the Bishops at home 
Black has play. Infuriating! My pet theory of leaving 
Ns at home is being flaunted!) 12.BxeS (With Q&R 
lined up on g3 a White Nxf2t was a serious threat. 
My defence rests upon Black playing QxB (not 
NxB) with Re2 as the linch-pin.) 12 ... QxeS 13.Re2 
a6 14.Rd4 (A blocking move aimed at preventing 
... Qa1 and ... Nd4 in one go while applying more 
pressure to the Ne4. Perhaps White's main threat is 
now to play Qxf7, attacking rook and dislodging BK 
with check next move.) 14 .. .f6 lS.Qd3 (A very sharp 
move, threats of Qg6t and the devastating Rxe4 (not 
ambiguous because Rexe4 is illegal) with a 
discovered attack on the Q now that the WRe2 is 

protected.) lS ... Nxf2? (A mistake. Even though the 
game is unpredictable I've got to try this:) 16.Qg6t 
KdS 17.RxeS f6xeS (Note the strange imbalance of 
forces on each board. Perhaps I can force exchange 
of rooks by a mate threat.) lS.Qf7 eSxd4 19.QxgS 
Ne4 20. QxfSt Kc7 21.Qf4t Black resigns (1-0). 
· G. J. v Stephen Tavener: ostal xii 90 . 
1.g4 dS 2.Bg2 Qxd2! 3.Qd3 Qxg2 4.QbSt KdS 
S.Nf3 Qxh1 6.NeS Bd7 7.Qxb7 Qg1 t S.Kd2 Qxh2t 
9.Kc3 Qh3t 1O.Kb4 aSt l1.KcS e6t 12.Kd4 cS* 
(0-1) An efficient king-hunt. 
· Stephen Tavener v G. J: ostal xii 90 . 
1.Nf3 h6 2.Nc3 e6 3.d4 Bb4 4.Qxd7? BaSt! S.Nd2 
Qxd2* (0-1) Very aesthetically pleasing! (S.T.) 
· G. J. v Ste hen Tavener: postal ii 1991 . 
1.Nf3 e62.Rg1 Qf6 3.Nc3 BcS 4.RgS Qh4 S.d4 Bb6 
6.e3 (if 6 ... Bxf2t 7.Ke2) 6 ... dS 7.RhS (a step back 
to leap forward) h6? S.ReSt KfS 9.QdS* (1-0) 
· Ste hen Tavener v G. J: ostal ii 1991 . 
1.e4 bS 2.Qf3 Bb7 3.Qf4 Nh6 4.Be2 Ba6 S.a4 bSxa4 
6.Qxa4 QcS 7.Rxa6 Qxa6 S.BbS (S.T.: I seem to 
have got my Bishop on the wrong board last move!) 
Qb7 9.Qd4 RgS 10.Qxd7t (discovered check from 
the BbS) Qxd7 1l.BxQd7 c6 12.d3 eS (game broken 
off viii 91), advantage to Black. 
· G. J. v Paul Yearout: postal vi 1990 . 
1.g4 Nf6 2.gS e6 3.h4 BcS 4.Nf3 Bd4 S.Rh2 d6 6.a4 
Ng4 7.Rxa7? (although this places the R on a clear 
rank on board B, in fact it can only go to d7, or e7 
where it would be captured, this move also opens 
the a-file for the Black rook as.) Nc6! S.e3 BfS 
9.Bh3 Bxh3 1O.Qxg4 QdS 1l.Re2t eS 12.Qg3 Ra1! 
(threat Rfl*) 13.RaSt Ke7 14.d3 RhSxaS lS.g6 
(clearing gS for checks) Ra1-flt 16.Kd2 Rxf2t 
17.Kd1 Qxf3 lS.Qxg7t KdS 19.QfSt (expecting 
Kd7 Qg7t) ReS! 20.Qa3 (else 20 ... Rflt 21.Kd2 
Q/Bc3*) Qxe2 21. White resigns (0-1) 
· Paul Yearout vG. J: postal vi 1990 . 
1.d3 Nf6 2.e3 bS 3.BgS Bb7 4.Qd4 QcS S.Nc3 Bc6 
6.e4 Na6 7.Nf3 h6 S.Bxf6 g7xf6 9.Rg1 QcS 1O.NeS 
ReS I1.Rc1 dS 12.Be2 Rh7 13.RgS hS (threat Rh1 t) 
14.h3 Qa3 lS.Rd1 Qb4t 16.Kf1 Qxb2 17.Nxc6 
Qxc3 lS.Kg1 Qxc2 19.QxdS Qxe2 20.Qd4! NcS? 
(20 ... RdS seems the only move to stop both Q mates 
at d7 and dS) 21.QdS* (1-0). 

Paul wrote that Alice Chess used to be played 
regularly by the Knights of the Square Table 
(NOST) but has not been in vogue there recently. 
These games are the first I, Peter Wilson or Stephen 
Tavener have played and are intended to show what 
the game is like, not as examples of expert play! 
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Bouncing Back 
by Paul NOVAK 

To recap the rules for new 
readers: In Bouncy Chess (VC3 
page 2S) the queens, kings and 
bishops can bounce off vacant 
edge squares at 90°, knights at 
any angle, pawns and rooks not at 
all. You can't escape zugzwang by 
rebounding to your original 
position! Is this a playable CV or 
does the ability of the pieces to 
bounce mean they are too likely 
to be swapped off? These games 
(played without a clock) may 
contribute towards that question. 
. Paul Perrin v Paul Novak . 

Bexhill 1990 
l.e4 b6 2.d3 eS 3.Be2 Nc6 4.c3 
hS!? S.BxhS? RxhS (I estimate 
the piece values as Q=9, 
R=N=B=4, P=1 but here Black's 
bishop on d3 is plainly much 
better than the Rh1) 6.QxhS Bxd3 
7.NgS Qe7 (White's seventh does 
not threaten mate as the NgS 
guards f7 bouncing off h6, but 
Black does not want to allow 
NxfS. 7 ... Nf6 does not look good 
after S.Qf3, 7 ... Bxg2? S.Rg1 is 
very bad for Black, and 7 ... g6?? 
S.QhS loses on the spot.) S.h4 
000 9.Rh3 Bxg2 (not 9.Nc4?? 
Nxc4 1O.b3 Nc2t wins) 1O.Rg3 
g6 (avoiding the trap 1O ... Nf6? 
11.Nxf6 gxf6 12.BxfS QxfS 
13.Rxg2 Qxb2 14.Qe2t winning 
a piece) 11.Qdl (or 11.QhS 
Be6(!) 12.NxfS Rxf8 13.hS Nf6 
14.Bxf8 Nxf8 1S.h6 Qxb2 16.h7 
Kb7! wins, or 1S.Kd2 Nc4t =/+ 
or 13.Qxg8 Rxg8 14.Bxe7 Nxe7 
=/+) 11...BxgS 12.BxgS Qe6 
(simplifying to a won ending) 
13.Nd2 Nc4 14.Rxg2 Qxg2 (if 
14.Nf3 Bd3!) 1S.Nxc4 Qxc4 
16.Qe2 Qxe2t 17.Kxe2 f618.Bd2 
Nf7 19.f3 dS 20.exdS RxdS 
(20.a4 looked a better chance) 

VARIANT CHESS - 7 

21.Rh1 NfS 22.Rg1 Rxd2t! 
23.Kxd2 Nxh4 24.Ke3 Kd7 
2S.Rd1 t Kc6 26.RdS fS 27.ReS 
Ng2t 2S.Kf2 Nd3t 29.Kg3 Nf4t 
. Paul Novak v Paul Perrin . 

Bexhill 1990 
l.e4 b6 2.c4?! (I was trying to 
improve on the "book" 2.d3) 
2 ... eS 3.d3 Nc6 4.Nc3 Nd4 S.Nf3 
Nxf3t 6.Qxf3 Qf6 (equalizing 
effortlessly) 7.Qb3 c6 S.Be3 Bd6 
9.000 Ng4! 10.Be2 hS (we both 
missed that Black can, and 
should, take the f-pawn: 
10 ... Nxf2! now not 1l.Rdfl? 
Nxc3! for if 12.Qxc3?? Qxc3 -
12.Rxf6 Bxb2t 13.Qxb2 Nxb2 
14.Rxf7 Nxe3 1S.Rxd7t hS wins 
but not 14 ... g6?? 1S.Rxh7! Rxh7 
16.Bxg6t wins. Best is 11.Bxf2 
Qxf2 12.Rdfl QgSt - and not 
12 ... Qxg2? 13.Rxf7! Qxh1?? 
14.Rflt - 13.Kb1 g6! 14.cS bxcS 
now not 1S.Rxf7?? c4! 
1S.Qxf7t KdS 16.h4 Qe7 =/+) 
11.Bd2! (preserving the bishopand 
threatening 12.f3! Nf2 13.Rhfl 
winning a piece) g6! 12.Kb1 
Nxf2 13.Be1 BgS 14.Rfl Qe7 
1S.g3 Ng4 16.cS? (I should have 
taken the Ng4 first as 16 ... Ne3! 
gives Black the better position. I 
was hoping for 16 ... bxcS? 
17.Bxg4 hxg4 1S.NdS - and not 
1S.NxcS? as! - 1S ... Qe6 19.Rf6! 
Bxf6 20.Nxf6t Qxf6 21.Bxf6 
wins) 16 ... 00(?) 17.Bxg4 hxg4 
1S.cxb6 
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Black to play 

(I was hoping for 18 ... Rb8 - not 
1S ... axb6? 19.Nxb6 wins material 
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19.NdS QeS 20.b7 Rxb7 21.Bxg5 
Rxb3?? 22.Nf6t KhS 23.Bg7*, 
but Black has far better moves at 
his disposal, e.g. 19 ... cxdS 20.b7 
- not 20.bxa7? Rxb3 21.aS=Q 
Rxb2t 22.Ka1 Bc3 wins -
20 ... Rxb7 21.Bxe7 Rxb3 22.BxgS 
Rxd3!) 1S ... Qe6?? 19.NdS?? (we 
both overlooked 19.b7 Qxb3 
20.bxcS=Q! - and not 20.bxaS 
=Q?? Qxd1 t! 21.Nxd1 Bxd3t 
22.Ka1 RxaS wins [Perrin] -
20 ... Qxd1 t 21.Nxd1 RxcS 
22.BxgS wins) 19 ... axb6 20.Bxb6 
Bxb6 21.Nxb6 Qxb3 22.axb3 
RbS 23.NxcS RbxcS 24.d4 and as 
the "bounce" has gone out of the 
position, we agreed a draw. 
. P.G.Donovan v R.P.Brooks . 

This game began as "Knightrider 
Bouncy Chess" but by this stage 
has become "bouncy chess" as the 
knightriders have been swapped 
off - and when bouncy gets down 
to a rook and pawn ending it's 
virtually chess, rather like the way 
a radioactive isotope decays to a 
more stable element. 17.Re1!! (A 
mysterious rook move to puzzle 
Lasker himself!) 17 ... RcS 1S.Bf4 
Bd4 (1S ... bS was an idea) 19.Bg3 
QfS?? (He had to play 19 ... Qd7 -
now White springs his trap - can 
you find what he played? Answer 
inverted below). 

Answer 
jS;)l1nu +tQTZ pxg"'OZ J~ it;)'OZ 
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3rd UK Progressive 
(Scottish) Chess 
Postal Tournament 
(Notes by G.P.J.) 

This began in April 1991. There 
were six participants: Mirko 
Babic (Yugoslavia), George Jelliss 
(UK), Aldo Kustrin (Italy), Mario 
Leoncini (Italy), Vi to Rallo 
(Italy), Stephen Tavener (UK). 

A seventh entrant, Vladimir 
Trusov (Russia), was introduced 
at a later date but postal 
communication with Russia has 
been extremely slow and several 
players claimed wins by default. 
My own games with him are still 
in progress. It seems best to 
eliminate the Trusov games from 
the event, at least for now. 

Mario Leoncini, the Italian 
Progressive Chess Champion in 
1977, 7B, 79, B1, B6, 90, and 91, 
floored all opposition to win with 
an unbeaten score of 10/10. His 
progressive score overall in the 
Italian championships is 274/324 
(+271, =6, -SS), so anyone who 
lost to him is in good company! 

Table of Results 
First column is player of White 
@ is win by White • by Black 

BJ KLRT@ 
B - •••• @ 1 
J @- @ •• @3 
K@@- •• @3 
L@@@-@@S 
R@@@.-@4 
T @ •••• - 1 
.022S40-

The following are the moves 
of all the games reported to me. 
(We have not yet received the 
moves of the games of Kustrin 
with Babic and Tavener.) 

VARIANT CHESS - 7 

· M. Babic vG. Jelliss . 
1.e4 2.e6 Ne7 3.Ba6 Bxb7 BxaB 
4.NdS BcS Qf6 Qxf2* (0-1) 
· M. Babi~ v M. Leoncini . 
l.e4 2.Nc6 dS 3.Qg4 QxcB 
QxdBt 4.KxdB dxe4 Nf6 hS S.d4 
f3 fxe4 eS exf6 6.Nxd4 Kd7 as 
a4 ReB exf6t 7.Kf2 Na3 Bh6 ReI 
RxeB RxfB RxhB B.bS b4 b3 bxc2 
c1=Q fS f4 Qe3* 
· M. Babi" v V. Rallo . 
l.e4 2.Nc6 dS 3.Qg4 QxcB 
QxdBt 4.KxdB Nf6 hS dxe4 
S.Bd3 Bxe4 Bxc6 Bxb7 BxaB 
6.Ne4 Nc3 Rh6 Rd6 Rxd2 Rd1* 
(0-1) 
· M. Babi' v S. Tavener . 
l.e4 2.dS eS 3.Qg4 QxcB QxdBt 
4.KxdB Nc6 Nb4 Nxc2t S.Kd1 
Kxc2 e4xdS f4 fxeS 6.Kd7 cS c4 
c3 cxb2 bxc1=Qt 7.Kxel a4 as 
a6 axb7 bxaB=Q Ra7* (1,0) 
· G. Jelliss v M. Babi -l.e3 2.dS f6 3.Bd3 Bxh7 Bg6t 
4.Kd7 Rxh2 Rxh1 Rxg1 t S.Ke2 
Kd3 Kd4 QhS QxdS* (1-0) 
· G. Jelliss v A. Kustrin . 
l.e3 2.eS fS 3.Qg4 QgS QxdBt 
4.Kf7 BcS Nf6 RxdB S.b4 bxcS 
f3 Kf2 Bc4t 6.dS c6 e4 exf3 fxg2 
gxh1=Q 7.Nf3 Nc3 Bb2 Rxh1 
Bb3 d4 NeSt B.KfB ReB RxeS 
Rxe3 ReI Rxh1 as Rxh2t 9.Kg3 
NxdS Nc7 Bel Bf4 Bd6* (1-0) 
· G. Jelliss v M. Leoncini . 
l.e3 2.Nc6 Nh6 3.Qf3 Qxc6 Qf3 
4.eS e4 exf3 dS S.Nxf3 NgS Nxf7 
NxdB BbSt 6.c6 cxbS Bg4 RcB 
Rxc2 Rxc1* (0-1) 
· G. Jelliss v V. Rallo . 
l.e3 2.Nc6 dS 3.Qg4 QxcB 
QxdBt 4.RxdB eS e4 Nf6 S.d4 
BbS g4 gS gxf6 6.exd3 (e.p; must 
be made first move of series) as 
a4 a3 axb2 bxc1=Q* (0-1) 
· G. Jelliss v S. Tavener . 
l.e3 2.dS eS 3.Qf3 QxdS QxdBt 
4.KxdB Ba3 Bxb2 Bxel S.Nc3 
Rxel f4 fS Kf2 6.Nf6 bS b4 bxc3 
cxd2 d1=Nt 7.Ke1 Bc4 Bxf7 Ne2 
Nd4 Rxd1 Nc6* (1-0) 
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· A. Kustrin v G. Jelliss . 
l.e4 2.e6 Ne7 3.BbS Ke2 Nf3 
4.a6 axbS Na6 hS S.NgS Ke1 Qf3 
Qf6 Qxf7* (1-0) 
· A. Kustrin v M. Leoncini . 
l.e4 2.Nc6 dS 3.Qg4 QxcB 
QxdBt 4.KxdB dxe4 hS Nf6 S.d3 
dxe4 eS exf6 Nd2 6.gxf6 Kd7 M 
h3 hxg2 gxh1=Q 7.Bg2 Bxh1 
Nb3 BgS Bxf6 Bxh8 Ne2 B.Nd4 
Nxe2 Nd4 Bh6 RgB Rg1* (0-1) 
· A. Kustrin v V. Rallo . 
l.e4 2.Nc6 dS 3.Qg4 QxcB 
QxdBt 4.KxdB dxe4 Nf6 hS 
S.Ba6 Bxb7 BxaB M Bxc6 6.NdS 
Nc3 Rh6 Rd6 Rxd2 Rd1* (0-1) 
· M. Leoncini v M. Babi .. 
l.d4 2.Nc6 Nf6 3.e4 BgS Nf3 
4.dS Bg4 Bxf3 Bxd1 S.Be2 BhS 

eS e6 Bxf7* (1-0) 
· M. Leoncini v G. Je1liss . 
l.d4 2.f6 d6 (preventing capture 
of Q) 3.Bh6 Bxg7 BxhB 4.Nh6 
BfS Bxc2 Bxd1 S.Bg7 BxfB Bxe7 
BxdB Kxd1 6.aS a4 a3 axb2 
bxa1=Q Qxb1 t 7.Kd2 e3 Ba6 
Bxb7 BxaB Nf3 Rxb1 B.Kf7 Nc6 
NxdB Nc6 Nb4 Nxa2 Nc3 Nxb1 t 
9.Kd3 Nd2 Nxb1 g4 gS gxh6 Be4 
BfS Kc3 10.cS Ke7 KdB Kc7 Kc6 
KdS cxd4t l1.Kd3 exd4 Bd7 c3* 
(1-0) 
· M. Leoncini v A. Kustrin . 
l.d4 2.Nc6 dS 3.Bf4 Bxc7 Bxd8 
4.Kxd8 eS e4 Bb4t S.Qd2 Qxb4 
Qxb7 QxaB Kd2 6.Kd7 Bb7 BxaB 
Nge7 as RdB 7.Nc3 NxdS Nxe7 
Nxc6 NxdB a3 Nxf7 B.hS M h3 
hxg2 gxh1=Q Qxg1 Qxfl Qxa1 
9.b4-S-6-7-B=Q dS Qd8* (1-0). 
· M. Leoncini v V. Rallo . 
l.d4 2.cS cxd4 3.e4 eS Na3 4.d6 
dxeS Bg4 Kd7 S.Bd2 BaS Bxd8 
Be2 Bxg4t 6.e6 e4 e3 e2 exd1=B 
Bxg4 7.Nf3 Nxd4 Nxe6 f3 fxg4 
BM NxfBt B.Black resigns. (1-0) 
· M. Leoncini v S. Tavener . 
l.d4 2.dS Nc6 3.Bf4 Bxc7 Bxd8 
4.Kxd8 BfS Bxc2 Bxd1 S.e4 
exdS dxc6 cxb7 bxa8=Qt 6.Kc7 
Be2 Bxfl Bxg2 BxaB Nh6 7.f4 fS 
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f6 fxg7 gxhB=Q QxfB Qxh6 B.aS 
a4 a3 axb2 bxa1=Q Qxa2 Qxh2 
Qxh6 9.Rxh6 Rxh7 Rxf7 RxfB 
RxaB Ra6 Re6 dS Kd2 and Black 
does not reply. (1-0) 
· v. Rallo v M. Babic . 
l.d4 2.cS cxd4 3.e4 eS Na3 4.d3 
dxc2 e6 cxd1=Qt S.Kxd1 Kc2 
BgS NbS Nc7t 6.Qxc7t 7.Kd3 
Rc1 Rxc7 RxcB* (1-0) 
· V. Rallo v G. Jelliss . 
l.d4 2.d6 f6 3.Bh6 Bxg7 BxhB 
4.aS BfS Bxc2 Bxd1 S.Nf3 NeS 
e3 Bc4 Bf7* (1-0) 
· V. Rallo v A. Kustrin . 
l.d4 2.d6 Nf6 3.BgS Bxf6 Nc3 
4.BfS Bxc2 Bxd1 gxf6 S.Nf3 NeS 
e3 Bc4 Bxf7* (1-0) 
· V. Rallo v M. Leoncini . 
l.e4 2.dS Nc6 3.Qg4 QxcB 
QxdBt 4.KxdB dxe4 Nf6 hS 
(Leoncini's variation! M.L.) S.d3 
dxe4 BgS Kd2 Nh3 6.Nh7 NxgS 
Nxh3 Nxf2 Kd7 Nxe4t 7.Ke1 
Be2 Nc3 Nxe4 NgS Nxf7 NxhB 
B.e6 Ba3 Bxb2 RfB Ne7 NfS Ne3 
Bc3* (0-1) 
· V. Rallo v S. Tavener . 
l.d4 2.dS Nf6 3.e4 eS BbSt 
4.Bd7 Ne4 BxbS Kd7 S.a4 axbS 
b6 bxc7 cxdB=Qt 6.KxdB Nd7 
Nxf2 Nxd1 e6 hS 7.Ra6 Rxe6 
Re7 e6 exf7 Bf4 ReB* (1-0) 
· S. Tavener v M. Babi .. 
l.e4 2.Nc6 Nf6 3.Bc4 QhS Qxf7* 
(1-0). 
· S. Tavener v G. Jelliss . 
l.e4 2.gS Nh6 3.d4 BxgS Nh3 
4.e6 QxgS Qel Qxdl t S.Kxdl dS 
dxe6 e7 exfB=Qt 6.RxfB fS fxe4 
Ke7 c6 Rf6 7.Nc3 Nxe4 Nxf6 
Nxd7 NxbB Bc4 Nxc6t B.Kd6 
Nf7 NeS Nd3 Bd7 RfB Rxf2 
Bg4* (0-1) 
· S. Tavener v V. Rallo . 
l.e4 2.Nc6 dS 3.Ba6 Bxb7 Bxc6t 
4.Qd7 Qxc6 Qxc2 Qxd1 t S.Kxd1 
exdS d4 Bf4 Nf3 6.eS e4 exf3 
fxg2 Be7 gxh1=Q 7.Kd2 Na3 
Rxh1 Bh6 Bxg7 d6 dxe7 B.hS 
Rh7 Rxg7 Rg1 Rxh1 Kxe7 Kd7 
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Kc6 9.NbS Nxc7 NxaB Nb6 NxcB 
Ke2 f4 fS Nxa7t 1O.KdS Ra1 
Rxa2 Rxa7 Ra3 Rb3 M Ne7 
NxfS Nxd4t 11. No reply. (0-1) 

The following games with 
Trusov were completed: 
· M. Leoncini v V. Trusov . 
l.d4 2.dS Nh6 3.Bxh6 Bxg7 
BxhB 4.BfS Bxc2 Bxd1 Qd7 
S.Nf3 NeS Nxd7 NxfB Kxd1 
6.Nd7 NxfB Ng6 NxhB Kd7 RdB 
7.Kc2 Kc3 Kb4 KcS KxdS e4 
BbSt B.c6t (if B.KcBt 9.KcS dS 
d6 dxe7 Rd1 exdB=Q*) 9.KeS 
ReI Re3 Rg3 RgB dS d6 dxe7 
exdB=Q* (1-0) 
· V. Trusov v M. Leoncini . 
l.e4 2.dS Nc6 3.Ba6 Bxb7 Bxc6t 
4.Qd7 Qxc6 Qxc2 Qxd1 t S.Kxd1 
Ke2 exdS Nc3 M 6.Bb7 BxdS 
Bxg2 Bxh1 Kd7 hS 7.f4 fS f6 
fxe7 exfB=Q Qxg7 QxhB B.aS a4 
a3 axb2 bxc1=Q Rxa2 Bg2 
Qxd2* (0-1) 

Frankfurter Chess 
This is a type of Protean Chess, 
in which capturers transform to 
the type of pieces they capture. 
This was another of the variants 
played by Erich Bartel in the 60s. 
When a King captures it retains 
its "royal" properties. RP = royal 
Pawn, RN = royal knight, etc. 
When a W piece captures a BP it 
becomes a WP moving in the 
usual direction for WPs (there is 
an alternative game where it alters 
to an "upside-down" WP, which 
moves like a BP!) 
· Erich Bartel v Otmar Gansler . 

Game 231, IS viii 1964 
l.e4 b6 2.Bc4 Bb7 3.Bxf7( =P)t 
Kxf7(= RP) 4.Nf3 Nf6?? S.NgS* 
· A. von Wil ert v Er. Bartel . 

Game 229 24 vii 1964 
l.e4 eS 2.c3 BcS 3.Qg4 Bxf2(=P) 
4.Kdl f2xg1(=N) S.Qxg7(=P) d6 
6.g7xhB(=R) Bg4t 7.Kc2 Nc6 
B.h3 Be2 9.Bxe2 Nxe2(=B) 10.d4 
exd4 11.cxd4 Nb4t 12.Kc3 cS 

page BS 

13.a3 Qc7 14.dS QaS lS.Bd2 
Na2tt 16.Kb3 QbSt 17.Kxa2 (= 
RN) Qc4t 1B.b3 Qc2* 
. A. von Wilpert v Er. Bartel . 

Game 232 30 viii 1964 
l.e4 Nc6 2.d4 Nb4 3.a3 Nxc2(=P) 
4.Qf3 Nh6 S.Bc4 e6 6.Nc3 Be7 
7.Nh3 00 B.Qg3 dS 9.exd exd 
1O.Bd3 Ng4 11.f3 BM 12.fxg4 
(=N) Bxg4(=N) 13.00 Nxh2 
(=P)t 14.Kxh2(=RP) hS lS.BgS 
BxgS 16.NxgS(=B) Qd6 17.Bf4 
RadB 1B.QM gS 19.Qg3 h4 
20.Qg4 fS 21.K(P)h3! RfeB 
22.Rae1 c1=N 23.BxfS(=P) Nd3 
24.RxeBt RxeB 2S.BeS! Qa6 
26.QhS g4t 27.K(P)xg4 RfB?? 
(NxeS=B was needed) 2B.Qg6t 
Black resigns. 

Correspondence 
Randomised Chess (VC6, p.66): 
I wrote to Brian Denman, who 
was Secretary of the Southern 
Counties Chess Association, to 
enquire about the Randomised 
tournament held in Brighton in 
1976. He provided a report by 
Julian Simpole that appeared in 
the Brighton and Hove Gazette, 
April 23, 1976 (p.17), which 
includes one game. The winner of 
the tournament, Dave Springgay, 
also won the British Hexagonal 
Chess competition in the same 
year (a true variant enthusiast) but 
is not currently active in chess. 
Keith Naylor (3 vi 1991): Gives 
details of variants mentioned in 
his letter (VC6 p.7B). Putback: 
captured pieces are replaced 
wherever the capturer wishes. 
fule.: Described in a novel by 
Piers Anthony; each player has a 
number of "poles" which he can 
place on the board at any time. 
Once placed they cannot be 
moved or captured, so take a 
square out of the game. Prechess: 
Start with empty back rank and 
place pieces (Chess Life xi 197B). 
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Original Problems to Solve 

The following two problems were 
misprinted in VC6. Please correct 
and solve again for this issue: 

55. M. OLAUSSON 
Pawn g4 should be White. 

87. G.SPHICAS & S.PANTAZIS 
Pawn c3 should be White. 

98. Hilmar EBERT 

Exact mate in 2 

99. Nikita PLAKSIN 

Minimal number of Rook moves? 

100. Vladislav BUNKA 

Helpmate in 2 C4 ways) 

Judge for 1991-92 Kjell WIDLERT 

101. Vladislav BUNKA 

Zeroposition. Helpmate in 2 
C a) add WQf2 Cb) add WRc1 
Cc) add WBg6 Cd) add WNc8 

102. Raimondas SENKUS 

Helpmate in 2 C2 ways) 

103. Raimondas SENKUS 

Helpmate in 2 
Ca) 2 ways Cb) h2-d7 1 way 

Cc) g4-a1 in Cb) 1 way 
Cd) a5-b4 in Cc) 1 way 

. Send Solutions to the Editor . 

. before 15th July 1992 . 

104. Laszl6 ZOLTAN & 
Gyorgy BAKCSI 

Helpmate in 3 C2 ways) 

105. Ian SHANAHAN 
"To Peter Wong" 

Serieshelpmate in 11 

106. Alexander GEORGE 
& Jim MAULDON 

Ca) as given Cb) rotate 1800 

Which is a sound 
Serieshelpstalemate in 7? 

[See the Note "On Legality in 
Seriesplay Problems" below 

by Alexander George] 
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107. Raimondas SENKUS 

Selfmate in 2 

108. Michel OLAUSSON 

Maxi -Selfmate in 8 

Variant pieces: Lion and Leo both 
capture by hopping over one man 
to any distance beyond along 
queen lines, Lion also moves this 
way, but Leo moves like a Queen. 
Grasshopper hops over one man 
to the next square beyond along 
queen lines. Berolina Pawn moves 
diagonally takes directly forward. 

109. Michal DRAGOUN 

Helpmate in 2 (2 ways) 

~ LIONS 
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110. Michal DRAGOUN 

Helpmate in 2 (2 ways) 
(b) d8-d6 

~ LIONS & GRASSHOPPER .i. 

111. Michel OLAUSSON 

Zeroposition 
Mate in 5 

GRASSHOPPER a8, LION h1 
(a) c1-a2 (b) h8-h2 

112. Michel OLAUSSON 

Helpstalemate in 2 (3 ways) 
BEROLINA PAWN f7 

Some partial Kings appear in the 
following problems: Fers 1 step 
diagonally, Soldier like Wazir (1 
step orthogonlly) but not back
wards, Crane like King but not 
sideways. 
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113. Elmar & Erich BARTEL 

Gnu is Knight + Camel. 

114. lan G. RICHARDSON 
"The Carnivores and the Crane" 

~ CRANE & SOLDIERS. Mate in 3 
~ Ca) LIONS (b) LEOS 

115. lan G. RICHARDSON 
"The Vegetarians and the Crane" 

W CRANE and Horses of two types 
(MAOS and KNIGHTS) Ht in 3 

Mao is Knight that makes its 
move in two King steps, the first 
a non-capturing Wazir move. 

• !two more a es of roblems. 
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116. Peter WONG 

BOUNCER FAMILY 
ROYAL BOUNCER al 

Helpstalemate in 11 (2 ways) 

Bouncers (VC3 p.3l) move back
wards from another piece until 
they are twice as far away from 
it, they also bounce back from the 
board edge (as if from a piece on 
a cell just beyond the wall). 

117. Paul BYWAY 

(1,1)+(2,0) LEAPERS 
( a) Black to play draws 

White to play wins 
(b) Lc4-g2 White wins 

118. Paul BYWAY 

(1,1)+(2,0) LEAPERS 
Show that either to play draws 
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See Paul's note "On Semi-pieces" 
below. I dub (1,1)+(2,0) Duke, 
then the corresponding Rider (B + 
Dabbabarider) is the Duchess! 

We now enter the realm of 
variant games: in Circe captured 
pieces reappear on their home 
squares, if vacant. 

119. Michel OLAUSSON 

Maxi-Selfmate in 12 
CIRCE CHESS 

The composer comments: The 
maxi-diagonal a8-hl is very hard 
to block. How can white have any 
blocking influence on black's 
queens when his bishops are tied 
to dark squares? Only by forcing 
the black K to block! 

120. Frantisek SABOL 

Helpmate in 3 
CIRCE CHESS 

121. Michel OLAUSSON 

Seriesmate in 6 
A. CIRCE 

B. CIRCE REX INCLUSIVE 
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122. Erich BARTEL 

Helpmate in 3 (2 ways) 
GRASSHOPPERS, CIRCE 

Neutral pieces (next problems) 
may be regarded as White or 
Black by the player to move. 

123. Michel OLAUSSON 

Series check in 7 
A. CIRCE + NEUTRAL PAWN a5 

B. (a) NORMAL CHESS 
(b) h3-h2 CIRCE CHESS 

124. George P. SPHICAS 

Seriesselfmate in 14 
CIRCE CHESS 

NEUTRAL PAWNS AND BISHOP 

Now some other Circe varieties: 
in Chameleon Circe the captured 
piece transforms before 
reappearing, according to the 
sequence N-B-R-Q-N. 
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125. Michel OLAUSSON 

CHAMELEON CIRCE 
Helpstalemate in 4 (b) b1-e4 

126. Michel OLAUSSON 

Helpstalemate in 3 (2 ways) 
CHAMELEON CIRCE 

In Hydra-promotion Circe when 
a pawn promotes a second pie~e 
like the promotion piece appears 
on the appropriate home square. 
In "Rex Multiplex" pawns may 
promote to Kings. 

127. Nikita PLAKSIN 

HYDRA-PROMOTION QRCE 
REX MULTIPLEX 

Add 17 figures to give a 
stalemate position reached by 

maximum long castling! 
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In Mutant Circe (a new idea from 
Valery Nebotov, 7 x 1991) the 
captured piece transforms to the 
rank of the capturing piece before 
being reborn (except for capture 
by King which is plain Circe) e.g: 

White: R:c5 (Q-Rh8) R:a2 
(P-Ra8) R:d2 (R-h8) Pf:e3 
(N-Pe7) K:h2 (P-h7) K:g2 
(N-g8). Black: Kxd5 Q:d5 
(P-Qd1) Q:c2 (R-Qd1) Rxc2 
Rxd5 R:f2 (P-Ra1) B:c2 
(R-Bfl) B:d5 (P-Bfl) N:c2 
(R-Nb1) N:d5 (P-Nb1). 

128. Valery NEBOTOV 

Mate in 2, MUTANT QRCE 

129. Valery NEBOTOV 

Helpmate in 4 (2 ways) 
MARTIAN QRCE CHESS 
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In Martian Circe a piece can only 
capture by first leaping to its 
home square and then making the 
capture from there. 

130. Valery NEBOTOV 

Helpstalemate in 5, MARS QRCE 

131. Erich BARTEL 

Selfmate in 2, MADRASI RI 

Madrasi: like pieces of opposite 
colour paralyse each other (RI: 
including Kings). Malefique: 
captured men go to enemy homes. 

132. Erich BARTEL 

Seriesstalemate in 4 
CIRCE MALEFIQUE + MADRASI 

ne more roblem to solve 
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133. Valery NEBOTOV 

Helpmate in 2 
(a) ORTHODOX CHESS 

(b) Remove Rh1 PATROL CHESS 
(c) f7-h3 ANTI-ORCE CHESS 
(d) f7-g2 ALL-MATE CHESS 

Patrol Chess: pieces can only 
capture or check if they are 
guarded. Anti-Circe: capture is 
only permitted if the capturing 
piece can reappear at its Circe 
home square (the captured piece 
vanishing). All-mate Chess: 
pieces are captured only by being 
mated as if they were the only 
royal piece on the board. 

On Legality in Seriesplay 
by Alexander George (l/xi/91) 

The rules employed in our 
problem can be summarised as 
follows (an even more general 
formulation might be possible, but 
I state them so as to relate most 
directly to the kind of problem we 
sent you): 
Helpmate in 1: 

(i) It is legal for Black to 
move in the initial position; 

(ii) Black moves (in accord 
with the power of the pieces - a 
stipulation assumed from now on) 
yielding a legal position in which 
White may move; 

(iii) W moves mating Black. 
Helpmate in N· 

(i) It is legal for Black to 
move in the initial position; 

(H) Black moves yielding a 
legal position in which White 
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may move; 
(iii) White moves leading to a 

helpmate in N-l. 
Serieshelpmate in 1· 

Same as Helpmate in l. 
Serieshelpmate in N: 

(i) It is legal for Black to 
move in the initial position; 

(H) Black moves leading to a 
serieshelpmate in N-l. 

And analogously for Help
stalemate and Serieshelpstalemate. 

A few comments: According to 
these rules, in a serieshelp
stalemate, neither player can make 
a move that would yield an illegal 
position, and Black's last move 
must yield a position from which 
White may legally move to stale
mate. By contrast, all Black's 
moves except his last must yield 
a legal position in which Black 
may move, and may yield a legal 
position in which Black must 
move (e.g. because Black is in 
check). These rules focus on the 
legality of the position arrived at, 
and are blind to the legality of the 
move itself (except to ensure that 
it is consistent with the powers of 
the pieces). 

They lead to a distinctive kind 
of problem, we believe, and one 
not investigated to our knowledge. 

On Semi-Pieces 
Paul Byway (18 xii 91) noted that 
in its own private domain Bishop 
is like Rook, and the (1,1)+(2,0) 
piece used in his studies is like 
(non-royal) King. He termed it a 
"Semi-Sage". The relation of 
pieces to "Semi-pieces" is: 
Wazir (1,0) - Fers (1,1) -
Dabbaba (2,0) - Alfil (2,2). 
Rook - Bishop - Dabbabarider. 
King - F+D. Queen - B+DR. 
Knight (2,1) - Camel (3,1) -
(4,2) Leaper. In each case the 
move is rotated 45° and its length 
multiplied by >12. 
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World Game Review 
Michael Keller's latest issue #10 
(dated June 1991) of his World 
Game Review is a massive 102 
page survey of Chess Variants. 
($10 from Michael Keller, 3367-
I, North Chatham Road, Ellicott 
City, MD 21042 U.S.A.). 

His index lists 677 named 
variants from Absolute Checkless 
Chess to Zombie Chess, with 
carefully researched details of 
inventor, date and place of first 
publication, and a classification 
code which refers one to the main 
text which is "A Panorama of 
Chess Variants" (pages 16-68). 

This Panorama describes the 
variants according to their main 
distinctive rules, in a scheme 
based on the Taxonomy of Games 
that appeared in earlier issues of 
WGR. There are 25 sections 
lettered Ca to Cy, most of which 
are further divided into numbered 
subsections. The main headings 
summarised are: a,b,c game array 
variants, d,e,f,g new pieces, 
h,i,j,k,l,m new boards, n,o,p,q,r,s 
new movement rules, t,u,v,w 
capture variants, x new objectives, 
y multiple players. 

A list of inventors and their 
inventions is given (pages 76-78). 
I am listed for Antipodean chess, 
Escalation and Upside-down 
chess, but must disclaim any hand 
in Chameleon circe which is all 
Michel Olausson's work. The 
most prolific inventors listed, are 
V. R. Parton (63) best known for 
Alice chess, and Ralph Betza (57) 
known for Avalanche chess. But 
many of the games listed I would 
describe as "subvariants". The 
most influential inventions, which 
have led to endless offshoots, 
have undoubtedly been Robert 
Abbott's Ultima and Pierre 
Monreal & J. P. Boyer's Circe. 



July 1991 - March 1992 

T.R.Dawson Centenary 
Nightrider Tourney Award 

Nine entries were received for this 
tourney, first published on pages 
165, 170, and 191 of The Games 
and Puzzles Journal. I was hoping 
to be able to repeat the diagrams 
but there is insufficient space. 

The following are the solutions 
to the problems, with some solver 
or composer comments, all *2. 
NI. C. Poisson. Board 113x105. 
l.P(1,105)=NR and 13 mates by 
NRs. Interesting geometry! 
Waiting key provides for capture 
of NRs and for advance of BP on 
file 94. Dual after advance of P62 
is a minor blemish. [AW.I.] 
N2. R. Bedoni. Board 11x16. 
l.Qf16 (threat 2.QxflO mate) 
g6/h5/d2/a5-f8 2.Qall/c13/ 
k11/h14 mate. Superbly controlled 
"quadruple Grimshaw" [AW.I.] 
N3. E. Holladay: l.Rxf3? Ne6! 
l.Nxf3 NRxa7/NRc3/Ne6/Nelse 
2.Ne5/Nfe1/Nfd4/Qxd7 mate. The 
line-pinned Black Nightrider 
makes two withdrawal unpins of 
each of two White men which pin 
themselves on f3. In each phase, 
the unpin of this Nightrider on a7 
is thematically used to force 
accuracy (e.g. in the solution 
2.Ne5* closes line a7-g4). The 
solution has a third battery mate, 
this one by the f3 Knight moving 
along its own pin line to d4 
where it can unpin the d7 Bishop 
thanks to the Goethart inter
ference 1...Ne6. Fortunately the 
Rg3 is used after the key. [E.H.] 
N4. M. Segers. l.NRd4? Nxd7! 
l.NRb6? Nxe6! l.Bd6! (threat 
2.Ng6 mate) Nxe6/Nxd7/Rh8 
2.NRd4/NRb6/Qxg7 mate. Reci
procal error: loss of guard of BK 
flight square e7. I think that for 
this reciprocal theme such a 
mechanism of B-pin for the two 
thematic mates would be imposs
ible with classic pieces. [M.S.] 
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N5. E. Holladay. l.NRgxe4 and 
seven mates. Four unpins of the 
e4 battery Nightrider, two of its 
mates made accurate by White 
line closings by Black's moves. 
Pin-unpin restoration: the give
and-take key (h7/h6) pins the 
White Nightrider which is later 
unpinned and pins the Black 
Queen which is later unpinned. 
The first unpin of the BQ 
(1.. .Qxg2) forces the double
check mate, and the second one 
(1.. .Kf5) prevents NRh4 mate. 
The mates following 1.. .d4 and 
1.. .dxe4 are pure mirror pinmates, 
and the mate after 1...Kh7 is a 
third pure mate. Two other mates 
are mirrors. Flaw by conventional 
standards: unprovided check 
(1...Pxd3t). [E.H.] 
N6. A Mochalkin. (a) l.Rxf2 
(threat 2.Rxf4 mate) Rd5/NRd5 
2.Qe2/Qc2 (set Re2/Qb1) mate. 
(b) l.Qxf2 (threat 2.Qxf4) 
Rd5/NRd5 2.Re2/Qd4 (set Qe2/ 
Qc2) mate. 
N7. Z. Hernitz. l.NRg2 Ra6/Re1 
2.NRe-c1/c6 (set NRa) mate. 
(version B. l.NRh2 etc.) 
N8. Z. Hernitz. (a) l.NRa3? 
(Rh7/Rb2 2.NRc4/NRc7) Rb5! 
l.NRf3! Rh7/Rb2 2.NRd2/ NRg5 
mate (b) l.NRg2? (Rh7/ Rb2 
2.NRc4/NRe6) Rg7! l.d6! 
Rh7/Rb2 2.NRc4/NRc7 mate. 
N9. D. Muller. l.NRh8 (threat 
2.NRd6 mate) NRi7/DRi7/ 
CRh6/ZRh6 2.NRe7/CRc4IDRf3/ 
ZRi3 mate. l.Bi7? a1=ZR! l.Bh6? 
ji=NR! Unfortunately j1=NR does 
not stop DRf3 mate. Unsound. 

AWARD 
1st Prize NI (how the composer 
envisaged such large-scale 
geometry is amazing in itself). 
2nd Prize N3 (elaborate pinning 
effects, not exploited by the other 
composers). Hon Mention N2, 
Commended N4, N5. 
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My work on a collection of 
Nightrider problems, which was 
to be the prize, has been delayed 
by the same factors affecting 
publication of this magazine. 

Knight's Tour News 
T. w. Marlow (16 xii 1991) sent 
the following in a Christmas card: 

6 59 44 25 12 15 38 61 
4328 5 5837641114 
54 45 24 3 18 51 36 29 
21 4 55 46 33 30 19 52 
48 53 2 23 50 17 32 35 
1 22475631 34 49 20 

60 7 2641 16 9 6239 
27 42 57 8 63 40 13 10 

A diagonally magic square on the 
8x8 torus. The broken diagonals 
a2-g8,h1 and b1-h7,a8 also sum 
to 260. Also all rectangles 
(a1,b4), (c1,d4) etc, and some 
horizontal rectangles - (a2,d3), 
(a6,d7) etc. 

Milenko Dukic (writing from 
Osijek in Croatia but making no 
mention of the battles going on in 
the area according to the news 
bulletins) has also been construct
ing some magic squares. This one 
is 8x8 with ranks files and 
diagonals adding to 260. Each 
successive set of four moves is a 
king-tour of one of the sixteen 
2x2 grid blocks. 

25 27 34 36 6 8 63 61 
28 26 33 35 7 5 62 64 
23 21 4647 11 10 52 50 
22 24 48 45 9 12 49 51 
4037 19 17 58 59 14 16 
38 39 18 20 60 57 15 13 
434232315553 1 3 
41 44 30 29 54 56 4 2 

Of course a magic square that is a 
complete King tour is possible. 
Some were given in Chessics 26. 
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Solutions to Original Problems in Variant Chess 6 

In the Wolf Chess *3 by Bartel & 
Sieber p.59. PgS white (misprint). 
55. M.Olausson. 
This is still not correct, pawn g4 
should be white (as it was in VC4). 
Please solve again in this issue. 
57. M.Olausson. Correction p.74: 
still cooked: loKhl(Bfl) Nf3 2.g2 
Bg2(g7)* [AE.] 
82. E.Holladay (USA). (a) loBc4 
NRe2 2.BgS Kh6* (b) loel=NR 
NRe2 2.NRh7 Kf7* (c) loKgS 
NRc6t/NRdS 2.KhS Kh6/Kf7* 
Asymmetry on a skew axis. 
83. G.P.Jelliss (UK). Intended was 
loBeS, but I failed to notice that a4 is 
guarded by Ga6, which lets in 
multiple other solutions. 
84. V.Nebotov (USSR) & C.Tylor 
(UK). I regret to say my statement of 
the rules was at fault here. Chris 
Tylor corrects me as follows: "loBcS 
does Dill mate BPa6 because of ... 
RxcS. Although this move cannot be 
played, it is still available as a 
nullifying move. A piece is only 
mated if it stands mated under 
normal rules, but assuming it to be 
the only royal piece in its side." See 
also the notes to #30 opposite. 

Key: loQg4! threat 2.Qb4* 
l...Rc4(*b3) 2.Nb3* l...Bc4(*c3) 
2.Bc3* l...Kb4 2.QfS* (other BK 
moves do not defeat the threat) 1...bS 
2.Qb4(*bS)*. Some fairly close tries: 
loQh4? threat 2.Qb4* l...Kb4! or 
1...Rc4! (since dl is not now 
guarded, BB is not mated) loKc4? 
threat 2.Kb4* l...Kb4? 2.KbS* l...bS! 
(giving a flight) or l...Rf4 etc! (since 
2.Kb4?? would now leave the WK 
mated as well - illegal) loQeS? threat 
2.QaS(*a6)* 1...Rc7! or RcS!. 
Of the solvers only ran Richardson 
really understood this. AW.L wrote: 
"I found the "rules" given in VC2 
rather vague - particularly the 
reference to a capture as possible 
nullifying move. It appears from the 
specimen game that an attacked unit 
is allowed to capture to escape the 
threat, but that the attacking unit may 
not be captured by another unit (i.e. 
other than its target) - except in the 
case of an attacked King, when it 
seems checkmate must be normal." 

85. Erich Bartel (Germany). loKc4 
eS=nZ 2.nNRe6 feS=nNR(nZel)tH 
lonNRa3 f8=nZ 2.nRc3 efS=nNR 
(nZfl)tH. Chameleon echo [E.B.] 
"Pawn-Pair Theme" one of my 
favourites [G.P.1.] Try: lonNRg4 
f8=nZ 2.nRc3 efS=nNR(nZfl)tt is 
stopped since lonNg4 is selfcheck! 
86. Erich Bartel (Germany). 1... 
Ne2t 2.Ke4(Nbl) Nd2* 3.Ke3? 
(LeS!) loKe3(LeS) KfSt 2.Kf3(LfS) 
LaS* In the set play the BK perishes 
in hand to hand fighting, in the 
solution he is gunned down from 
afar! [AE.] Rather good (many 
mates to choose from) [S.P.] 
87. G.Sphicas & S.Pantazis. 
Misprinted. Pc3 should be white. 
Please solve again with this issue. 
88. Erich Bartel (Germany). Pc3 
should obviously be white. (AE. says 
I should have explained that BK 
cannot capture WGeS since it is 
reborn on el with check.) loal=Gi 
2.GibS(pb7) bS=G* (KxeS? Gel! 
malefique) loal=G 2.Gc3(pc7) cS=M 
l.al=A 2.AdS(Pd7) dS=NR* 
loal=NR 2.NRg4(Pg7) gS=Gi*. 
Delightful cyclic fairy AUW. 
[AW.L] Only fairy piece AUW by a 
fine trick finely used! [M.O.] Quite 
an achievement [AE.] Cycle of 
promotions using four different white 
pawns [S.P.] 
89. I.Richardson. loRxcS 3.RgS 
S.Kxd6 9.KfS l4.dl=B l6.BeS for 
e7* Ingenious! [AE.] The K with the 
hand on the trigger (rather than the 
one facing the barrel of the gun) ends 
up being shot. [S.P.] Erich Bartel 
also provides a self-mate solution: 
loRxcS 3.Kxf6 4.Kxe6 S.Kxd6 9.KhS 
l4.dl=Q l6.QgS for e7t and Qxg7* 
90. I.Richardson. Duals (a) loGe7 
Ke4 2.Gf7 or Gd7 KeS 3.f3 or d3 
Ke6 4.Gd6/Gf6t KeS S.GdS*/GfS* 
(b) loCd6 Ke6 2.CcS KeS or e7 3.d4 
Ke6 or eS 4.Cc6 Ke7 S.dS KeS 
6.Cd7t Ke7 7.d6* Cooks loCf6t Ke6 
(if Ke4 2.CfS/dSt KeS 3.f4/d4*) 
2.Cg6 KeS/Ke7 3.f3 or d3 Ke6 or 
KeS 4.f4 Ke7 S.fS KeS 6.Cf7t Ke7 
7.f6* with many variations (e.g. 
2 ... Ke7 3.f4 Ke6 or KeS 4.Ke2 or 
Cannon f2 etc) [S.P.] 
91. H.Ebert. (a) loRc6 Kd4 2.Rc2 

Ke3IKdS 3.BcS/Rd2* (b) loRc6 Kd4 
2.Kf4 KdS 3.Bb4 Kd4 4.Rd6* 
92. E.Holladay. (a) loBf4 KdS 2.Re3 
KcS 3.Rd3= (b) loBb6 KbS 2.Rb3 
KcS 3.BaS= But also 2 ... KaS 
3.Bgl/f2/e3/d4/cS [E.B.] (a) has -ive 
and (b) +ive asymmetry [S.P.] 
93. E.Holladay. loNd7 KdS 2.Kd6 
KcS/KeS 3.Ba6t/BhSt KdS 
4.Nf6/Nc6= Try: loNf7 KfS 2.Kf6 
KeS 3.BbSt KfS 4.Nh6 (KgS!). Ifnot 
anticipated, Edgar has a find! [E.B.] 
94. M.Olausson. Black lobl=R 
dcS=Q 2.Rb6 Qgl= White lodS=N 
bal=B 2.Ne6 Bxe6=. A fine AUW, 
but Pg2 is a pity [E.B.] A J.Q1 of this 
type of problem published recently in 
Problem Kiste including the economy 
record 7 units for these promotions: 
C. Poisson 2S73 PK72 Dec'90 WKhl 
PhS g7 BKh7 Rg2 Pf2 g3 [S.P.] 
95. F.M.Mihalek (USA). loal=N 
Bbl 2.Nc2 Kf3 3.KfS f8=N =. Very 
neat! [AE.] This was composed for 
a USPB tourney for pin-ideal mates 
some years ago, but not published 
then. Critical WB move. [E.Holladay] 
Nice sol, together with what really 
counts here: the tries (in vain)! 
[M.O.] Best of the stalemate 
problems [LR.] Two N promotions 
can be done almost trivially in 
helpstalemate: WKhl Qfl Pe7 BKh8 
QfS Pe2 Duplex HP2, 4N promotions 
N.Geissler PK70 Aug 90. Which has 
nothing to do with this problem 
which is a neat puzzle to solve. [S.P.] 
96. P.Wong. Note: Q = bouncer 
(along queen-lines), A = royal alfil 
(a) loKe4 Qdl 2.Kf3 Qd2 3.Kg2 Af4 
4.Khl Qh2= Order would not be 
unique if Alfil was not royal [S.P.] 
(b) loKf6 Qd3 2.Kg7 Qg6 3.Kh7 
Qg8t (bounces off Alfil) 4.KhS Ae6 
(c) loKd4 Qdl 2.Kc3 Qc2 3.Kb2t 
Ad3 4.Kal Qb 1 (d) loKd6 Qd8 2.Kc6 
AfS 3.Kb7 Qb8 4.Ka8 Ad6. (d) is as 
given by solvers, the author gives: 
loKd6 Af4t 2.Kc6 Qc7 3.Kb7 Ad6 
4.KaS QbS, but 2 ... Qc7 is impossible 
if the Q starts at d7 (should it have 
been at a7 or f7?). 
97. N.Plaksin. Stephanos Pantazis 
notes that I should have mentioned 
the position of Bs in the array. 
Intention, Retract: loPf2xQel=Qt 
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BaS-d2 2.Pe3xQf2 Qb4-e1 3.Pd4x 
Qe3 QbS-b4 4.PcSxQd4 Pb7-bS=Q 
S.Pb6xQcS Pa6xb7 etc. (Note that 
one can conclude that for this to be a 
legal position, Bs begin at dl/S, gl/S 
and not at cl/S, hl/S as BdS would 
be trapped out of hS when we retract 
g7 to unlock!) However we can 
equally well unpromote B+N and 
uncapture 4Q & 1B+N in any order: 
l.fxB+Ne1 2.Bbl/c2/e4-d3 3.exQf2 
4.B+Na6-e2 S.dxQe3 6.B+NbS-a6 
7.cxQd4 S.b7-bS 9.bxQcS. Perhaps 
fix with b2-b3, Bd3-c4? [S.P.] 

Solvers' Scores 
S. Pantazis 2S (137) 
A W. Ingleton 24 (149) 
1. Richardson 22 (97) 
A Ettinger 21 (60) 
Er. Bartel IS (9S) 
M. Olausson 16 (6S) 
D. Nixon S (SI) 
C. M. B. Tylor S (S) 

Solving Rules. Alexander Ettinger 
asks for the points system for 
solutions to be repeated. (VC2 p22). 
The rules are as simple as possible: 
one point for each "solution" (or 
distinct line of play). In the case of a 
cooked problem finding the cook is 
sufficient to score the full point -
there is no extra point for guessing 
the composer's intention. 

Cooks/Comments/Corrections 
VC1: #11. Additional cook with 
duals in 7: 1.Kd4 2.beS S.Kf1 7.Bf2 
Re1t [AEttinger] #15. The 3rd 
"cook" is wrong - NR prevents 
3.Ka4! [AE.] #16. has very simple 
cook in 4: 1.b4t cS 2.Nfxd2 NfS 
3.gxfS and 4.Nb3t or 4.Nc4t [AE.] 
VC2: #30. Chris Tylor wrote (20 viii 
90): "I have noted the comments of 
Stephanos Pantazis on All-Mate 
Chess in VC3. I don't quite agree that 
my 'mate in l' problem is really a 
mate in 0; imagine the play as ending 
~ the mated king is removed (as 
happens in normal chess). However, 
he may have a point in criticising the 
rule allowing one to make a move 
that mates one's own king. I had in 
mind a game situation where the fact 
of the mate may not be realised until 
some time after the move is made, 
possibly after the other pieces have 
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been mated first, and the players 
might be unable to reconstruct the 
position before the move. But I had 
not thought of problems involving 
help-play or with the possibility of 
stalemate, which could be messed up 
by the rule. So I think that it would 
be better to rule that a move mating 
one's own king is after all illegal - at 
least as far as problems are 
concerned. Of course, such a move 
would still be legal if another piece is 
also mated whose removal would 
stop the mate - or if the enemy king 
is also mated! I add examples of both 
cases: 

A All Mate Chess. 
Black to play, Qill play RbS(*b4) 

with the BR on d4, Black to move 
would be forced, under present rules, 
to move the R and so mate himself! 

B. All-Mate Chess. 
White Qill play KeS 

and elect to declare the BK mated 
before looking at the WK. 

Under present rules he could in a self 
or help mate problem play KeS and 
elect to declare the WK mated! 
VC3: #34. Short cooks: (a) 1.- KcS 
2.KeS Bc2 3.Bf4 d4t (b) 1.Kb4 cS 
2.KbS Bb3 3.Bb4 Bc4t [AE.] 
VCS: soln of #49 p.5S. The ??? at 
the end should be ... [N.Plaksin] 

Correspondence 
Grid Chess 

Michael Keller (6 iii 1991): In your 
article on Grid Chess, you stated that 
you did not know whether Grid had 
ever been played as a variant game. 
Grid has also been a reasonably 
popular game in NOST, with seven 
tournaments and two dozen matches 
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played (as of Phil Cohen's 1987 
statistics). Nearly as popular (and 
probably a better game, due to the 
increased mobility of the Pawns) is 
the combination Berolina Grid. Grid 
has also been combined on occasion 
with U-Chess and Scottish Chess. 
Another variant is Doug Grant's DG 
Chess (DG also stands for Displaced 
Grid) - he shifts the normal grid one 
square diagonally, leaving 
a1,aS,h1,hS as isolated squares - this 
increases overall mobility a bit. 
Erich Bartel (1S vii 91): Your t2 
Grid Chess (VCS p.59) corrected 
VC6 p.74 (Nf6-f4) now correct 
(computer tested! by a friend). 

Mechanical Puzzles 
Dr. Christoph Bandelow sent a 
catalogue of Rubik-cube type 
puzzles, and books on the subject, 
Magic Cubes 1991, available from 
him at Haarholzer Strasse 13, D-
4630, Bochum-Stiepel 1, Germany. 
The prices range from 10 to 40 DM 
(the most expensive a SxSxS !). 

SxS Shogi 
David Wurman (whose book on 
Chinese and Korean Chess is 
reviewed on the next page) also sent 
an article (from Schach Magazin 64) 
on a SxS version of Shogi. 

The opening position has King, Gold, 
Silver, Bishop and Rook on the first 
rank, with a single Pawn in front of 
the King. Black is similarly arrayed 
(WKa1, BKhS). The same rules apply 
as for standard Shogi, but promotion 
takes place on the back rank only. 

V.Pribylinec (12 iii 91): Sends the 
following game in Progressive Chess 
with the restriction: no unit can move 
more than twice in one series: 1.d4 
2.e6 Nf6 3.Nf3 BgS h4 4.Ne4 QxgS 
Nxf2 Qe3 S.Qd2 Qxe3 Kxf2 Nc3 g3 
6.Nc6 BcS Bxd4 00 fS Rf7 7.Kg2 
Qh6 Nxd4 Nxe6 Ne4 N4-gS Qxh7t 
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Chinese Chess in Print 
by Ma1colm Home 

Chinesisches Schach/Koreanisches Schach by David 
Wurman (Verlag Harri Deutsch 1991) is probably 
the most comprehensive account of Chinese (and 
Korean) Chess yet published in the West. It is 345 
pages long and covers the history of the game, 
moves of the pieces, strategies, openings, endings, 
annotated games, problems, and so on. And a paper 
board and cut-out pieces are also included. 

Of course it helps if you are German or, like me, 
can get by in German with the help of a dictionary. 
With no German at all you will be struggling -
unless perhaps you like problems, as there are over 
100 pages of them here (ranging from the 
elementary to the very complex) and for the most 
part the solutions are self-explanatory. 

David Wurman believes that the best way to 
popularise Chinese Chess in the West is to simplify 
the learning task by using algebraic notation and 
westernised diagrams, and in this I agree with him 
absolutely. Indeed it baffles me that so many books 
and magazines persist in printing diagrams in 
Chinese and/or continue to use the complex 
Chinese-style notation (e.g. l.C2=5 N8+7) or some
times full Chinese notation (the same as before but 
written in Chinese characters). 

a bed e 9 h 

The diagrams in this book (the starting position 
is reproduced here - considerably reduced) are the 
best Western diagrams that I've seen. I might prefer 
the traditional bishop on the c and g files in place of 
the elephant, but that is a small point. The diagrams 

and notation used here mean that the beginner can 
concentrate on the actual game. and is not asked to 
simultaneously struggle with several Chinese 
characters and a convoluted way of writing the 
moves. Surely that is a big step forward. 

The book's appeal is enhanced by the inclusion of 
a good number of sketches and photographs 
(Chinese masters, street players in China, traditional 
boards and pieces, etc), though I did find the front 
cover design - a bloodthirsty real life battle on a 
chessboard - rather offputting. It may be true that 
chess originated as a war game, but it is something 
I would prefer not to be reminded of so graphically. 

Perhaps the section on openings is something of 
a missed opportunity. So little has been published on 
this in the West, and a book of this size could have 
incorporated a really detailed openings reference 
section. There are 22 pages here, to be sure, but 
there is too much on rare and irregular openings, and 
too little on the regular lines. 

Some 50 pages are devoted to a discussion of 
Korean chess, a more positionally based variant of 
the Chinese game, and 12 full games (with light 
notes) are included. Although the standard of play in 
these games is disappointingly low, David Wurman's 
account of Korean chess is I think unparalleled in 
the West for its detail. I hope it will prompt more 
players to investigate what may be an excellent 
chess game, combining the tactical mayhem of 
Chinese chess with some of the positional subtleties 
of our Western game. 

David Wurman's book costs DM48 (about 
£16.50) including postage, and is available from 
China-Schach Spielerkreis, Postfach 6530, D-6300 
Giessen, Germany, or from the publishers Verlag 
Harri Deutsch, GrM Str. 47-51, D-6000 Frankfurt 
am Main 90, Germany, or via any good English 
bookshop (ISBN 3-8171-1166-5). 

Another new book on Chinese Chess, this time in 
English, is C. K. Lai's Checkmate in Two: One 
Hundred Chinese Chess Problems for Beginners 
(self-published 1991). The title of the book reveals 
it all - it is simply a collection of two-move 
problems. Most are direct mates, but some are mates 
by stalemate (which of course is a loss in Chinese 
Chess, not a draw). The rules of the game are given 
for beginners, but Chinese characters rather than 
western symbols are used in the computer-generated 
diagrams. There is no system of notation; the 
answers are given descriptively (e.g. "rear pawn 
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moves left with check"). The book costs £4.99 and 
is available from C. K. Lai at 12 Lagan House, 
Sumner Road, London SE15 5RB. Try this problem 
taken from the book (answer on back page): 

From the same address you can order another 
book, translated from the Chinese by C. K. Lai, 
Victories All The Way (self-published 1991). It costs 
£11.95 and is a collection of 35 historical games, all 
of them brief (the longest is 28 moves), and all of 
them spectacular. The games are given both in full 
Chinese notation and then again in Chinese-style 
notation, and light notes are provided. Here's the 
shortest game from the book: l.Cbe3 Ng8 2.Nc3 
Na8 3.Ra2 Bge8 4.Rf2 Afe9 5.Rf7 RflO 6.Rxg7 
ChlO? (better 6 ... Ch9) 7.Ng3 CglO 8.Rxg8! Cxg8 
9.ChlO Cxg3 1O.Ri3 Cxc3? (too greedy - better is 
10 ... Nbl0 Il.Rxg3 Nc8 defending the central area) 
Il.Cxe7 NblO 12.Rf3 Nc8 13.RxflO# 

And yet another new book translated by C. K. Lai 
(self-published 1992) is Fifty Games of GM Li 
Laiqun, costing £15.75. On the last rating list I saw 
Li was rated China's No.3 player; the games (all 
from the period 1980-84) are against a variety of 
strong opponents and are given in Chinese-style 
notation with comprehensive notes. 

Moving on to magazines and newsletters, C. K. Lai 
(address as above) has been publishing a small, but 
expanding, Chinese Chess Newsletter fairly regularly 
over recent months. Write to him for details. 
Although the newsletter is in English, games are 
given in full Chinese notation, and diagrams are in 
Chinese too. 

This to some extent fills the vacuum created by 
the non-appearance of the UK Chinese Chess 
Association's magazine Chinese Chess. The last issue 
(No.6) came out a year or so ago and there is 
uncertainty about its future. 

From America comes a new English-language 
magazine Xiang Qi Review published by David 
Woo, Chinese Chess Institute, P.O.Box 5305, 
Hercules, California 94547-5305 USA. An annual 
subscription is $10.00 in USA/Canada, and $15.00 
(international money order in US currency) 
elsewhere. The plan is to publish it every two 
months, and five 20-page issues have already come 
out. Diagrams are in Chinese, and Chinese-style 
notation is used. The emphasis is very much on 
news and games from China, but reviews, computer 
chess, and a beginners column, are all mixed in. 
This excellent double rook sacrifice from a game in 
the first issue between Edward Chan (New York) 
and Frank Eng (San Francisco) caught my eye: 

Red (Edward Chan) allowed Black to fork his rooks 
with 16.Nxg5! Nf6 but then broke through 
spectacularly with 17.Ne6!! Nxh5 18.Nf8+ KflO 
19.Cf3+ Nf6 20.RxdlO+! Kf9 (20 ... AxdlO? 
21.Nh9#) 21.Rxhl0 at which point Black resigned. 

I am still running a Chinese Chess continuous postal 
tournament (U.K. and abroad) and providing a small 
annual newsletter - the last isue featured an article 
on Korean Chess rules, with a sample postal game. 

And the first "Chinese Chess Week" (with main 
tournament plus subsidiary events) is about to take 
place in Devon, April 25 - May 2, with about eight 
players expected. We hope to repeat this event in 
future years, in the south or south-west of England, 
using cheap self-catering accommodation. 

For more details of any of the above please send 
a stamped self-addressed envelope (or international 
reply coupon) to Malcolm Home, lOB Windsor 
Square, Exmouth, Devon, EX8 lJU. 

Agostino Guberti (28 iii 92) writes that the 9th 
European Championship of Xiang-Qi is to be held 
in Milan on 11-12th July 1992. 
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PUZZLE PAGE 
Answers 

Puzzle 6.1 - Horse Box. 
Shortest game to surround a 
Knight with 8 pawns of opposite 
colour. Single-Series Play. l.c4 
d5 2.cxd5 e6 3.cxe6 b6! (a tempo 
may be wasted) 4.d4 b5 5.e4 b4 
6.f4 b3 7.g4 f5 8.gxf5 Ba6 9.axb3 
Bc4 10.bxc4 Qd5 11.cxd5 Bd6 
12.h4 g5 13.hxg5 Nf6 14.gxf6 c5 
lS.b4 Nc6 16.bxc5 NeS 17.cxd6. 
Length 1611z units. [G.P.J.] 
Puzzle 6.2 Fool's Mates 
Ken Whyld wrote; (24 vii 91): On 
p.80 of VC6 you refer to "Fool's 
Mate" and cite Murray's footnote 
p.832. However, Murray was 
misleading. The text he quotes is 
from a later edition, revised by 
Barbier, and you can see from the 
enclosed photocopy that Saul 
never used the term "Fool's 
Mate". He does indeed describe it 
in chapter xi, but he gives it no 
name, simply saying "but seldome 
or never shall you see a good 
player receive such a Mate." 

The text reads (modern 
typography): "The diversity of 
Mates, and which are worthy of 
praise, or disspraise. The' Mate 
with a Queene, a loving mate. A 
Mate with the Bishop, a gentle 
mate. The Mate with a Duke, a 
gracious mate. A Mate with the 
Knight, an honourable mate. The 
Mate given with a Pawne, a 
disgracefull mate. A Mate by 
discovery, the worthiest of all. 
The Mate given in a corner of the 
field, was Alexanders mate. A 
Mate in the Mllka of the field, an 
unfortunate Mate. The Mate given 
on the side of the field, a foolish 
Mate. A blinde Mate, a shamefull 
mate. The Stale, a dishonourable 
mate." Thus he does at least 
imply that the mate is "foolish". 
I like the use of "Duke" for rook. 
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What might a "blinde mate" be? 
No offers of Fool's Mates in the 
Enlarged variants so far. 
Puzzle 6.3 - Two-Ring Circus. 
(a) Imitative game to leave two 
Knights encircled by Pawns: l.b4 
b5 2.Bb2 Bb7 3.Bd4 Bd5 4.Bb6 
Bb3 S.h4 hS 6.Rh3 Rh6 7.e4 e5 
8.Bc4 BcS 9.Rd3 Rd6 lO.Nh3 
Nh6 11.Nf4 NfS 12.Qg4 QgS 
(this delays the first capture as 
long as possible) 13.exf5 exf4 
14.f6 f3 lS.hxg5 hxg4 16.g3 g6 
(that completes the King-side) 
17.bxcS bxc4 18.cxd6 cxd3 
19.axb3 axb6 20 Ra4 Ra5 21.Rc4 
Rc5 22.b4 b5 23.bxc5 bxc4 24. 
Nc3 Nc6 2S.Ne4 Ne5 26.c3 c6. 
(b) A non-imitative game can be 
played in one move less: l.b4 b5 
2.Bb2 Bb7 3.Bd4 BdS 4.Bb6 Bb3 
S.h4 e5 6.Nf3 QgS 7.hxg5 e4 
8.Rh4 exf3 9.e4 hS lO.eS Rh6 
11.Rg4 BcS 12.Qe2 Rd6 13.Qc4 
Nf6 14.Bd3 hxg4 lS.exf6 g6 
16.g3 bxc4 17.bxcS cxd3 18.cxd6 
axb6 19.axb3 RaS 20.Ra4 RcS 
21.Rc4 bS 22.b4 bxc4 23.bxcS 
Nc6 24.Nc3 NeS 2S.Ne4 c6 
26.c3. (In the final sequence 
White imitates Black). A count of 
the shortest routes for each piece 
to its capture square suggests that 
without the imitative condition a 
pair of moves could be saved, but 
in fact, due to interferences, only 
a single move can be saved. 
[G. P. Jelliss, original, 23 in] 
Patrick Donovan wrote (11 vii 
91): with some other simple 
examples of imitative synthetic 
games found by him and Graham 
Lipscomb, as follows (only the 
White moves are given): (a) Mate 
in 4: l.d4 2.Qd3 3.QfS 4.Qxc8t 
[This was given by Sam Loyd in 
1866 along with the other line I 
quoted.] (b) Mate in 6 without 
pawn move: l.Nf3 2.NgS 3.Nxh7 
4.Nxf8 S.Kxf8 6.Rxh8* or l.Nf3 
2.NeS 3.Nxd7 4.Nxf8 S.Kxf8 
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6.Qxd8t. (c) Mate in 6 moving 
only pawns: l.d4 2.c4 3.dxcS 4.c6 
S.c7 6.cxd8=RlQt (d) Mate in 6 
by knight: l.e4 2.c4 3.Ne2 4.N1-
c3 S.NbS 6.Nd6t. (e) Mate in 7 
by Q/B on hS-e8 diagonal: l.e4 
2.f4 3.exfS 4.f6 S.fxg7 6.Be2 
7.BhSt. [No doubt many of these 
have been published before.] 
Puzzle 6.4. With S B+NRs we 
can guard 63 of the 64 squares, 
the 64th can then be guarded (or 
occupied) by a 6th piece in many 
ways. Some 5-piece solutions are: 
c3, dS, e5, g3, g6 (d8 unguarded); 
c3, dS, e5, e6, g3 (d8 unguarded); 
c3, d3, dS, eS, e7 (e8 unguarded); 
b4, dS, e5, f3, g4 (a4 unguarded). 
We can also place 6 B+NRs to 
"dominate" the board, i.e. they 
guard all squares except those on 
which they stand: e.g.: c3, c7, d3, 
d~g~M;d,c~~,~,~,~. 

Question 
Puzzle 7.1 Peter Wong (3 xi 91) 
Starting from the usual opening 
position, with White to play, in 
Double-Maximummer Circe, play 
to reach the initial array again, 
with Black to play. (2911z moves). 

One-Day Variants Event 
David Pritchard has offered to 
stage an all-day chess variants 
event at his home near Godalming 
in Surrey. Probably a Sunday, 
sometime this summer, with a 
mixture of variants according to 
choice. This event will only go 
ahead if there's enough support. If 
you're interested in taking part 
please send a stamped self
addressed envelope to Malcolm 
Home (address on front cover) as 
soon as possible, and details will 
be sent to you when available. 

Chinese Chess 
Solution to the problem on p.95: 
l.Nd4 (check by C) Cd2 3.Nc2t. 
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New Varieties of Hexagonal Chess 
by G. P. Jelliss 

Various schemes have been proposed for playing 
chess on boards on which the cells are hexagons 
instead of squares. A brief account can be found in 
The Oxford Companion to Chess 1984 where games 
by Siegmund Wellisch 1912, H.D.Baskerville 1929, 
Wladyslaw Glinski 1949 and Anthony Patton 1975 
are mentioned. To these should be added the variety 
by H. E. de Vasa described in Joseph Boyer's 
Nouveaux Jeux d'Echecs Non Orthodoxes 1954 
(which also has the Baskerville and Glinski games). 

On any board whose cells are at regular intervals 
in straight lines we can define all the familiar chess 
and variant chess pieces. A WAZIR moves to one of 
the nearest cells and a ROOK is an extended wazir 
(Le. it makes a move equivalent to a series of wazir 
moves in a straight line). A FERS moves to the 
nearest cells not commanded by a rook and its 
extension is a BISHOP. A KING combines wazir and 
fers, while a QUEEN combines rook and bishop. A 
KNIGHT moves to the nearest cells not commanded 
by a queen. These are the moves of the chess pieces 
accepted in most versions of hexagonal chess. 

Instead of two bishops we need three to patrol all 
the hexagons. The three different families of cells on 
which the bishops move are usually distinguished by 
colouring or shading. In the illustrations I use white 
and lines sloping in two different directions. 

If we seek to retain the orthodox back rank order 
of pieces as far as possible, then we must insert the 
third bishop in among the usual eight officers, and 
to ensure that the three bishops all run on different 
squares we find that there is only one place it can 
go, namely between king and queen: 

RNBQBKBNR 
This base-line was first proposed by de Vasa. 

If we require that all the pieces on our back row, 
other than knights, start with their lines of action 
blocked by pawns, as in orthodox chess, then we 

find that we need 8 pawns on the second rank plus 
5 on the third rank. I prefer to add 2 more so that 
there are 5 pawns on each colour, and the rooks are 
more securely blocked in. There is then one pawn in 
each file except the edge files. A FILE being a line of 
cells perpendicular to the base-line. 

Now how should the pawns move? If they are to 
continue to block the files we must allow them only 
to move directly forward. This is a fers move. For 
their capture moves we have choices: the other two 
forward fers moves, or the two forward wazir 
moves, or both. The wazir moves seem best, else a 
pawn is confined to cells of one colour. This is also 
consistent with the pawns having the same types of 
moves as the king. These rules for pawn movement, 
though derived by direct analogy with orthodox 
pawns, differ from those in all the other variants 
mentioned above. [They all use wazir moves and 
captures, except de Vasa who gives the pawns fers 
type captures.] 

Now, how far apart should the two sides, 
similarly arrayed, be placed? To allow the central 
pawns a move each before they confront each other, 
and for the knight to take at least 4 moves to reach 
the opposite back rank requires at least 11 ranks. (A 
RANK is a line of cells parallel to the base-line.) If 
we keep to a roughly rectangular shape of board the 
ranks contain alternately 9 and 8 cells, making a 
total of S4 cells. Thus our opening position is: 
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The pawns in this variant retain the properties of 
orthodox pawns of being able to guard each other in 
diagonal chains (a DIAGONAL here meaning not a 
bishop-move line but a line at an angle to the base
line) and if pawn A guards pawn B then a forward 
move by A results in a position where B guards A. 
This seems a good feature. For orthodox pawns this 
only happens when A is on the second rank and B 
on the third, but our hexagonal pawns can do it on 
any ranks. A pair of pawns can thus "steamroller" to 
promotion under mutual guard. Though some pawns 
are already advanced one rank, and have a long 
forward step, nevertheless I have found it advisable 
to retain the optional double step, and e.p. capture, 
since otherwise stone-walling spoils the game. 

The second-rank pawns can only reach the 
opponent's back rank with the aid of a capture, either 
on the back rank or earlier in the play. And a 
capture by a third-rank pawn means it cannot 
advance to promote. This is an entirely new feature 
of the game. (Alternative rule: allow pawns to 
promote on reaching the last or next-to-Iast rank.) 

To record games we number the ranks 1 to 11 
and letter the files a to q. Cells on the a-file are thus 
aI, a3, a5, a7, a9, all and on the b-file b2, b4, b6, 
b8, blO; there are no cells a2, a4, bl, b3 etc. 

The following is a trial game played with my 
father: White G.P.J. Black G.J. senior l.j2-j4 jlO-j6 
(the optional double step) 2.b2-b4 Bmll-jlO 
3.Nol-n4 i9-i7 4.g3-g7 nlO-n6 5.Nc1-d4 Noll
n8 6.h2-h4 dIO-dS 7.f2-f6 Qgll-a9 8.Ral-c1 e9-
e5 9.f6xe7(e.p.) Bellxe7 lO.Bel-h2 k9-k5 
1l.Nd4xBe7 dSxNe7 l2.j4xk5 j6xk5 13.h4-h6 
Ncll-d8 l4.h6-hS Rall-cll l5.Rc1-el NdS-e5 
l6.Nn4-m7 Rcllxg7 l7.Bml-g3 Rg7-f6 l8.d2-d4 
Ne5xi3 19.Bi1xi3 RfGxi3t 20.Kkl-ml NnS-j6 
21.e3-e5 Nj6-f4 22.Qgl-il Nf4xel 23.Qilxel 
Qa9-j6 24.hSxg9 flOxg9 25.Bg3-d2 Qj6-j2t 
26.White resigns. 

Although the above variety of hexagonal chess 
solves the problem of constructing a chess variant on 
a board of hexagons, with minimal alteration to the 
chess rules, it may be thought not to be sufficiently 
"hexagonal". Accordingly the next step is to adapt it 
for play on a hexagon-shaped board. If we insist on 
keeping the back rank of 9 men, the inevitable result 
is the 217-cell hexagon board as used in Patton's 
three-handed game. But this is far too large for a 
two-handed chess (and probably for three). So there 
must be some modification to the game array. A 

simple modification is to bring two of the pieces 
forward to the second rank. The knights seem the 
best choice. This enables us to fit the array onto a 
hexagon with 7 cells per side (total 127 cells): 

The 15 pawns once again occur 5 on each colour. 
(Placing the Ns on the outer cells of the second rank 
would isolate the end pawns on the third rank from 
support by other pawns. Similarly putting the knights 
in the middle of the second rank isolates the centre 
pawn, so the illustrated array seems best.) 

Since pawns may become stranded against the 
sloping edges on the opponent's side of the board it 
seems fair to allow them to promote upon reaching 
these edges as well as on the opponent's back row, 
but only to R, BorN, not Q. 

The same board and game array can be used for 
a three-player version: 

This position has the nice feature that the end 
pawns on the third rank are inhibited from moving 
since they would be immediately en-prise to two 
opposing pawns. 
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Values of Pieces in Hexagonal Chess 

by Miroslaw Miodoriski 

I have been interested in Hexagonal Chess (W. Gliriski type) since 1981, when the game started to develop 
in Poland and many tournaments took place. The 91 cells and 6 directions for movement considerably increase 
the possibilities for combination play. A knowledge of the values of the pieces is very important in theory, 
and in practice, particularly for a beginning player. It is a valuable indication of how to play, though there are 
a lot of restrictions in practical games of course. Initially I used values given by Wladislaw Gliriski in his book 
First Theory of Hexagonal Chess. But this question was discussed all the time and other systems soon 
appeared. The following table presents several alternative schemes, by Ryszard Slawiriski, Ryszard Filutek and 
Jan Roczniak, all calculated by mathematical methods. The final line shows the results of my own method 
[similar to that described in "Mobility of Chessboardmen" by G.P.Jelliss Chessics #11 p.7 (1981)]. 

Author King Queen Rook Knight Bishop Pawn 
W.Gliriski 10 S 4 3 1 
R. Slawhiski 4 14 10 4.S 2.2 1 
R. Filutek 3 11 7 3 4 1 
J. Roczniak 2.34 6.66 4.46 2.30 2.60 1.00 
M. MiodOliski 10 3S 23 8 12 2-7 

As you can see the relations among the pieces cause a lot of controversy. The biggest disagreement is 
between the relative values of Knight and Bishop. On the square board a nominal equality of these pieces is 
accepted; the details of any given position decides which of them is just better. On the hexagonal board the 
situation is different; generally the superiority of the knight is admitted here. My calculations apparently show 
that a bishop has a considerable advantage, but we have to remember that it covers only a third of the board. 
On the remaining part of the board the bishop is simply absent, and its value is zero there. A knight is 
intrinsically worth less than a bishop, but it operates everywhere, and that is its advantage. 

My calculations mathematically estimate the power of each piece when alone on the empty board. This is 
an idealised situation, but it does provide a sound basis for further considerations. The more pieces there are 
on the board, the more do the comparative values of pieces become variable. Only in endings as a rule do the 
positions approximate to the ideal conditions. Many games demonstrate that an exchange of a knight for a 
bishop, as long as there are both queens on the board, i.e. in an opening or middle game, makes possible an 
efficacious attack. Here are some examples from my correspondence games. 

Game 1. M. MiodOliski v. D. Fatyga, Tournament KGK(M)16, 1984-8S 

LdS g6 2.gS hS 3.Ndf4 Bh6 (if a knight is better than a bishop then 
Black is threatening to gain the advantage of the exchange, but White 
simply says: please do!) 4.ghS B:f4 S.Nf4 (White gains a tempo) S .... ghS 
6.N:hS! (and immediately offers to exchange the second knight for an 
attack) 6 .... Ndf8 (now, this exchange is too risky, however Black will 
carry it out after a few moves) 7.Rg3+ KflO 8.Bc4+ Kd9 9.Ng8! Qe9 
10.e6 R:g8?! 11.R:g8 Bi3+ 12.hi3 Q:g8+ 13.Kf1 (see diagram 1). White 
has three bishops and an advantage on light and medium cells, which will 
soon be felt; all the White pieces have free space. 13 .... k6 14.Rg4 QkS+ 
1S.Bi4 QlS 16.Qgl! Rd8 17.ef7 ef7 18.d6 b6 19.Bb7! Re9 20.Bh8 QhS? 
21.Qb7+ and Black resigns; he is checkmated on the following move; 
apart from a mistake on the 20th move, Black's position is very difficult 
to defend. 
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Game 2. Jaroslaw Lewandowski v. M. Miodoriski, IIIrd Championship 
of Poland, 19S4 

The position after White's 12th move was as shown (diagram 2). It is true 
that Black has developed a little better. However, the position does not 
seem dangerous, does it? 12 .... Ni4! (suddenly it proves to be almost lost 
for White! Black's attack is very strong.) 13.k3?! (maybe 13.k2 was 
better, but would not have saved) 13 .... N:g3! 14.R:g3 Ok1+ lS.Rh1 0:k3 
16.0f2 h5! 17.h4 0141S.Rf4 Bk3 19.Rg2 011+ 20.Ke1 hgS 21.hgS RglO 
22.Nh3 Ok1 23.b2 Bk2! 24.Rk4 R:k4 25.N:k4 Bi4 26.Rg4 Ob1+! and 
Black won soon in the ending. 

Game 3. M. Miodoriski v. A. S. Biezobrazow, Tournament K-2-SS 
organised in USSR. 

The position is given after White's Sth move (diagram 3). S .... B:c3?! 
(Black without proper consideration accepts the offered exchange of the 
medium bishop for a knight) 9.0:c3 Rf9? (a mistake again; it was 
necessary to move the King; a crushing attack follows.) 10.Rb4! Ke10 
11.B:b7 RffS 12.R:fS R:fS 13.0;c7 Ne7 14.Rg4 RcS lS.Bc6+! dc6 
16.0:e7+ Be9 17.Bb6 Rd9 lS.0:c6+ and Black resigns. 

Game 4. A. S. Biezobrazow v. M. Miodoriski, Tournament K-2-S5 
(USSR). 

This last example, on the other hand, illustrates bilaterally correct play 
and two exchanges of knight for bishop enacted at the proper moments. 
Black Rook's Opening. 1. g5 g6 2.Nhf4 e6 3.eS Rk4 4.Ng2 Rb4 S.c4 
R:c4 6.R:c4 B:c4 7.N:g6! fg6 S.R:c4 Ne7 9.R:e6 Bg9 1O.Rb3 (diagram 
4). White has gained two pawns and wants to fortify his position, 
however Black has the initiative) 1O .... Bd4 1l.B:d4 N:d4 12.k2 Rc1! (two 
Black pieces impudently break into the enemy's camp. It seems very 
risky, but what can White do?) 13.0e4 N:b1 14.dS BhS lS.0d3 Ne3+! 
16.Kf2 R:f1+ 17.K:e3 Rh11S.Kf2 Ril19.i3 Og9 20.e6 d6 (and a tie was 
agreed, though the position was still tense). 

W. GliIlski wrote in his book First theory... in 1973: "In the 
developing phase of the game the comparative values of the knight and 
bishop ... are also usually dependent on the position of the moment and 
on the player's personal preference." In my opinion it is always worth 
considering an exchange of knight for bishop at the beginning of a game. 
As a rule such an exchange makes a game more animated and leads to 
dynamic positions which are difficult to evaluate. It is true that a knight 
is slightly better in endgame positions than a bishop, but this does not 
decide who wins; the exchange must be carefully thought over, taking 
into consideration the position on the board. 

The pawns must be treated entirely differently. They are special pieces. They move only forward one cell 
on the files and their capture power is 2, except on files a and 1. The power of a pawn should be regarded as 
increasing as it approaches the promotion square, thus pawn b1 is valued at 2, pawn b4 is S, pawn b6 is 7, 
pawn b7 promotes. [Mr Miodoriski, together with co-author Jan Roczniak, is looking for a publisher for a 
book on Hexagonal Chess.] 
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The Courier Game 
by FIDE Master Paul V. Byway 

Many enlarged varieties of chess are described in 
H.J.R.Murray's History of Chess, and what they 
have in common is a very short life. There is 
however a startling exception - the Courier game, 
which is known to have been played for about six 
hundred years: it should therefore be ranked 
alongside the handful of successful chess variants, 
such as Shatranj and Shogi. The game was already 
in existence at the beginning of the thirteenth 
century, for it is mentioned in a German poem dated 
to 1202AD. One writer of the early fourteenth 
century described the introduction of the couriers as 
an improvement of chess, and another reported in 
1337 that he had seen the game being played at 
Constance but not elsewhere. All that we know of 
the method of play was given by Gustavus Selenus 
in his Das Schach - oder KOllig-spiel of 1616. 

The game was played on a board of 12xS 
squares, and a well known painting of Courier in 
progress (Lucas von Leyden, Berlin, 1520AD) 
indicates that a1 was black: Murray on the other 
hand shows a1 as white with the white king 
standing on the left, a reflection of the modern 
arrangement. The layout of the white men is shown 
below for both Mediaeval chess and Courier: 

Chess: RNA F K A N R 
Courier: RNA C S F K M CAN R 

The alfil or mediaeval bishop (A) leaps 
diagonally over one square to the square beyond and 
the fers or mediaeval queen (F) moves one square 
diagonally only. The rook (R) and knight (N) 
remain unchanged, but the player disposes of four 
new pieces: two couriers (C) with the modern 
bishop's move, a schleich (sneak, S) which moves 
one square orthogonally [known in fairy chess as a 
wazir (Editor)], and a mann (sage, M) which moves 
like the king (K) but is non-royal. Castling is not 
permitted and the rules of pawn promotion are 
unknown: the following opening moves are 
obligatory: 1.a4 as 2.14 15 3.f4 f5 4.Ff3 Ff6. [These 
F-moves being an opening privilege only.] 

The popularity of Courier was probably due to an 
increase in fire-power: the mann was a new 
"sufficient mating force" worth 3-4 pawns and the 
schleich though even slower than the fers was more 
useful at close quarters; the value of two modern 
bishops is well known. These augmented forces 
offered many more ways of forcing checkmate in 

the endgame than were available to the player of 
Mediaeval chess. The endgame ideas below (all 
composed 22 iv 1992) show some of them. 

(A) interested me because all the pieces are from 
one family of semi-pieces [see Correspondence 
page in this issue]: the possibility of (B) was 
pointed out by John Beasley. 

(A) (B) 

~ ~ ~ ~ ~.---~ 

~ .• ~O~ ~b~. 
~~. ~~?% 

I~ ~ ~ ~ ~O ~_w. ~/'~ 

I~~~' ~~~~ 
! %-:« W /,;0 W. /'...0 

(S = Schleich, A = Alfil, F = Fers) 
o. ~. <>. 

(A) Black to play loses: 1...KaS 2.Sa6 Kb7 Sa7* 
White to play wins: 1.Ae3 (or a3, e7) KaS/i 2.Sa6 
Kb7 3.Sb6t KaS/ii 4.Kd6 Ka7 5.Kc6 KaS 6.Kd7 
Ka7 7.Ac5t KaS S.Sa6 Kb7 9.Sa7* (a pure mate). 
/i 1. .. Ka7 2.Kc6 KaS 3.Sb5 Ka7 4.Sb6 KaS 5.Kd7 
Ka7 6.Ac5t KaS 7.Sa6 Kb7 S.Sa7*. 
/ii 3 ... Ka7 4.Ac5t KaS 5.Sa6 Kb7 6.Sa7*. 

(B) 1.Kk5 KlS (best) 2.Kk6 KkS 3.Kl6 KlS 
4.Nk6t KkS 5.SjS (or k7)* 

(C) (D) 

-~.~---~.--'-~ .~~%=%c-r-. -""'.~% 
@@M%;; ~~ W. @ /% /% ~./ %/OW ~ ~ /:. W ~ @WW~ ~@~ 
~ ~ /'~ (~ ~. ~.\1 //'/% .",; 0'.« @ //. W. 

~~~.~ ~?m?m 
(C) Mating the caged king. 1.SgS KdS 2.SfS KcS 

3.SeS Kb4 4.SdS KaS 5.Fg7 KbS 6.Ff6 KaS 7.Fe7 
KbS S.Sd7 KcS(or as) 9.Sc7t KbS 1O.Sb7t KcS(or 
as) 11.Sb6 KbS 12.Kd7 KaS 13.Fd6 KbS 14.Fc7t 
KaS 15.Sa6 Kb7 16.Sa7* 

(D) The other alfil. 1.SgS KiS 2.Fg7 KjS 3.Sh8 
KkS 4.SiS KlS 5.Fh6 KkS 6.Fi7 KlS 7.Kk6 KkS 
S.Fj6 KlS 9.Fk7t KkS 1O.SjS:j: 

The courier game later faded away, together with 
mediaeval chess, in competition with the modern 
variety and became associated particularly with the 
village of Str6beck in the Hartz Mountains. 
Frederick William of Brandenburg donated a board 
and set to the village in 1651, and Frederick the 
Great of Prussia visited and played in 1744, but 
visitors in lS25 and lS31 reported that the game 
was extinct. Apparently there are articles on the 
courier game in Schachzeitung: lS47, 214; lS53, 7; 
lS61, 223; lSS3, 330; and in BCM: 1902, 421. 
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Modern Courier Chess 
by FIDE Master Paul V. Byway 

This is the result of an attempt to reform the 
courier game by emulating the development of 
modem chess: I have enhanced the powers of some 
of the weaker pieces and reorganised the central 
section which, in the original, doesn't leave a very 
aesthetic impression. The layout from white's side is 
as follows: 

RNCBFQKFBCNR 
Firstly the piece that moves like a modern bishop 

is called a bishop, and the name courier is given to 
an alternative generalisation of the alfil - a leaper in 
eight directions - a monochrome knight - Cc3 can 
leap to aI, a3, a5, c5, e5, e3, el, cl [Le. alfil + 
dabbaba]. The mann is transformed into a modern 
queen and stands centrally, next to the king, while 
the schleich is replaced by a second fers. An 
unmoved fers has the option of a courier's leap into 
a vacant square and pawns have the familiar double 
move option. Castling is not defined but the 
unmoved king may take a double step to a vacant 
square, provided that it can be expressed as two 
legal single moves and he is not in check: moving 
a royal piece into check is, of course, not allowed. 

It was intended that Modern Courier Chess would 
play much like modern chess but with added depth 
of strategy and tactics: perhaps fortunately, it proves 
to be subtly different. The king will usually be 
found somewhere near the centre, with a mobile 
screen of ferses providing the most economical 
defence, sometimes supported by couriers. In 
consequence the game takes on the style of Chinese 
chess, but is more heavily orchestrated, with a 
strong diagonal element in the play. Another point 
is that the number of monochrome pieces, vis-a-vis 
chess, is increased from 25% to 50%: as a result 
there are often strong middlegame attacks on 
squares of one colour. 

Finally, in chess scholar's mate is essentially a 
white-square attack on the weak point in the black 
position, f7: three pieces can reach f7 in five moves. 
In MCC the weak point is j7, and four pieces can 
reach it in six moves. At present this attack is a 
heavy point-scorer: Game 1 is a good example. As 
for fool's mate there are quite a few versions of the 
same mate in three moves whereas in chess we have 
four versions in two moves: this is probably a fair 
reflection of the difference in complexity and 
timescale that exists between Chess and MCC. 

There now follows a selection of illustrative 
games. 

Game 1 
· P.v.Byway v. R.Talbot, 11 vi 1992 . 
l.e4 a5 2.Nj3 h6 3.g3 e5 (3 ... Bxe4 is answered by 
4.Bxj7 or Qj5t) 4.Bxj7 Bxe4 5.Bi6t Bh7 6.Bxh7t 
Kxh7 7.Nk5 Nj6 8.Qj5t Kg6 (8 ... Ki8 must be 
better) 9.Ch3 (threatening mate in one) f6 (better 
9 .. .f5) 1O.Qj3t Kh7 (10 ... Kg5 11.Ce3t Kg4 12.f3:j:) 
11.Cf5t Kg8 (1l ... Ki8 12.Qj6t Nh7 13.Qxh7:j:) 
12.Qj5t Resigns (lL.Nh7 12.Qxh7:j:). (1-0). 

Game 2 
· M.Lester v. P.V.B way, 12 ii 1992 . 
l.g3 e5 2.e4 Nj6 3.f4 exf4 4.gxf4 f5 5.d3 g6 6.Ff3 
(courier leap) Ch6 7 .Fg3 (courier leap) fxe4 8.Fxe4 
(avoiding slight material loss) 8 ... d5? 9.Fxd5 Qc5t 
1O.Qf2 Qxd5 1l.Bf3 Qb5 (in order to protect the b
pawn) 12.c4 (12.Nc3 was better; 12 ... Qxb2? 13.Rb1 
wins the Queen) 12 ... Qd7 (threatens both d3 and i2) 
13.Qe2 Nc6 14.Bxj7 Nd4 15.Qd1 Bxj7 16.Qxj7 •-~~-~~.~f.~-~--~--~.-~~ /);;;Att. ;//;;;. ~; W 'I 

;;;;~ ';;;;// ';~;);~;;;;; ',/~IU~ I / .. / • ~ ,/;;0/;;;. ::~t:J~< • 
//;--: /7/", ,n,:,?//., 'm' -~ "'/:'i/ 
~ It %§. . • w., -, ;;;/~ 

-W ''i// ;?/%'~ ~ ~ ~ % 1% .@ ;;% w. 
'~o'. ~. ~,-~, ~ 
~ ~o~<>,W, ~, ~, 
o~ ~ Wi ~o~o~ )f1;WW~w.~ 

! ~i)'. -~ ~ ~~~O 

16 ... Nh5 (cutting off the Queen) 17.Qxk7 Nf3t 
18.Kf2 Qxd3 19.Nc3 Cxf4t 20.Fxf4? Bh4t 
21.Resigns. (0-1). 

Game 3 
· R.Waldteufel v. P.V.Bywa , 3 vi 1992 . 
l.e4 e5 2.Ce3 Nc6 3.Nj3 Ce6 4.h4 d6 5.Nc3 Nj6 
6.g4 g6 7.f4 exf4 8.Bxf4 Ch6 9.Bg3 Ff6 1O.g5 Fe5 
(Black overlooked that g5 is protected by Ce3) 

1l.Nd5 (initiating a tactical sequence) 1L.Cxe4 
12.Cxe5 dxe5 13.gxh6 Qxh6 14.Nf6t (the point) 
Bxf6 15.Qxf6 Nh5 (the answer) 16.Qf2 Nxg3 
17.Qxg3 j6 (with two pawns for a fers, Black has a 
small material advantage) 18.Ff3 Ce6 19.Fg4 Qf4 
20.Qb3 Bk6 21.Ch3 Cxg4 22.Qxb7?? Qg3t 23. 
Resigns (since 23.Kh1 Qg2t 24.Ki1 Qxi2:j:) (0-1). 
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My opponent in the next two games has an 
uncompromising attacking style: his opening is 
totally foreign to my concept of Modern Courier 
Chess opening theory, but has not been refuted. I 
call it the "central cannon opening". 

Game 4 
. R.Talbot v. P.V.Byway, 10 xii 1991 . 
l.f4 fS 2.a4 cS 3.Ra3 Cc6 4.g4 fxg4 S.Rg3 hS 6.i4 
Ch6 7.e3 gS S.ixhS gxf4 9.Rxg4t Fg7 1O.QjSt i6 
1l.hxi6 Ni7 12.QiS Ng6 13.Qxk7 RjS 14.Rxg6 
Bxg6 lS.i7 RiS 16.Qxj7 Fe6 (courier leap) 17.Ch3 
KeS (two-move privilege) lS.Nj3 16 19.NiS Bxk2 
(suicidal) 20.Rk1 Bi4 21.RkS Resigns. (1-0). 

Game S 
. R.Talbot v. P.Y.Byway, IS i 1992 . 
l.f4 fS 2.a4 e6 3.Ra3 Nj6 4.g4 fxg4 S.h3 gS 6.e4 
gxf4 7.Bxg4 hS S.Bf3 (the rook has been kept off 
the g-file: Black now embarks on a faulty 
combination, overlooking an intermediate check) 
S ... Bxj2? 9.Qg2t Fg6 1O.Bxj2 Qj4t ll.i3 Qg7 

i •• ~ ~ .".~~*~.' f ,. ~; ;:~'S: ~ ... ~ I 
!.~.~ ~W~.,~.~1 
I~~. ~~ ~~ ~~ ~~.~ ! f::..'0: :::::~"':: ~ ~ ~" ~~ I 
! ~ ~ ~""': ~ ~ 0~'1 I ~0: ~0: ~~ ~ :::::;\:, ~;I' 
I~ ~~ ~.~ ~ ~~~ 
!~ ,. ,?-S~ ,~ .~'S: .~ .~"j 
!00~ ~ ~ ~O~ ,,~, 
I.c:.~ '0::::::;~" 0:~ l::1.'l»'~ '0:c:.~' '''~! 
f~ o~o~~ _ ~A.~'OI 
I if!i.:~?:.~ ::.~~ ~ Mi 
L ... ~""":"';;~~'~: ~ ~ 

12.Cj3 (White invites the destruction of his Q-side, 
confident in the strength of his central attack) 
12 ... Qxb2 13.QgS Nc6 14.CxhS Qxc1 lSKf1 Qxb1 
16.Rd3 Qxc2 17.Rxd7 CeS lS.Cxj7 Fh6 (courier 
leap) 19.Bi6t Bh7 20.Bxh7t Nxh7 21.Qxf4 

.~ ~*~.~ •.. 
~ ·WO~~~~.'J,t~· w. • ~ W ~.J% ~?P(W 
.~-S.~ • '~ .. ~. ~. ~ 
~ ~ ~~. ~ .. ~. 

~O~ ~o. W. ~. ~ 
%§, %§, ~~. 0 ~. ~. 
~Uf~ %/. ~ /}f(; 0 ~ ;;%. o/~ ;;% ;;/; ~irnJX 

%/ ~m ~O/>;<>~ ~O @~ ~ ~ W ~ 
(prevents the Black queen from returning to the 
scene of battle) 21...NiS 22.Ni2 Cj6 23.Ff3 Nxj7 
24.Qk4t KhS 2S.Rg1 NiS 26.Qf4 (realising that 
Qxk7 gets nowhere) 26 ... Nxh3 27.Qf6t KiS 2S.Bl4 
Nxg1 29.Bxj6 Nxi2 30.QfSt CgS (I couldn't resist 
the opportunity to play this move: the Black king 
now finds safety) 31.QxaS Kj7 32.Bf2 NeS 33.Re7 

Qd3t 34.Resigns (34.Kg2 Qxf3t 3S.Kh2 Ng4t soon 
mates). (0-1). 

Finally a game in which the players "slug it out" 
to the end. 

Game 6 
. P.V.B ay v. R.Talbot, 10 xii 1991 . 
l.e4 (I believe this is the best opening move) 1.. .d6 
2.Nj3 IS 3.h4 Nj6 4.g3 h6 S.Nc3 Cc6 6.d3 e67.Ch3 
RkS S.CjS (at this point I decided to break through 
on the white squares, whatever the cost) S .. .i6 
9.Cxj7 Bxj7 1O.NkS Ki7 (two-move privilege) 
11.Nxj7 Kxj7 12.Fh3 gS 13.Fi4 hS 14.FxhS NxhS 
lS.BxhS ixhS 16.QjSt (down to my last white
square piece, a pawn or two will at least restore the 
material balance) 16 ... Fj6 (it wasn't necessary to 
give away a rook: 16 ... Cj6 was better) 17.QxhSt 
Kk6 lS.QxkS gxh4 19.Ke2 (two-move privilege 
again: a poor move, the king was safer on its 
original square) 19 ... Cxe4t!? 20.dxe4 Nc6 21.Fe3 
QiS (the weakness of c2 now shows itself) 22.Qg4 
dS 23.gxh4 Kl7 24.NbS Ch6 2S.Bg3 Bf6 26.Cc3 
Fd7 (perhaps 26 ... d4 or 26 ... RdS was better) 

• ~ -~-- ~---~'.W~---~ 
;--~ :;/~ ~~ ~ ~. ~.o/~.@.w. W w 
%/.~.~ ~ ~ ~ ~@_~~w. 

~'i):W • ~ .~ :w ~. 
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~ ~ ~ ~. ~ ~ W ~ ~ ~ /ffi W 
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f/f ~. f/f ~f ~tJ e==~00=%~_ W. _@ ~ __ W 
27.Rad1 RgS 2S.Qh3t k6 29.exdS Qxc2t 30.Rd2 
Qa4 31.Na3 Qa6t 32.Ke1 Nb4 33.Qf1 Qb6 34.Nc4 
Qa6 3S.a3 NxdS 36.NeS bS 37.Fd4 Cf4 3S.Bxf4 
Nxf4 39.Nxd7 Ng2t 40.Kd1 Qa4t 41.Kc1 Bxd4 
42.NcS (Black must exchange queens or give up 
material) 42 ... BxcS 43.CxcS Rg4 (throwing in his 
last reserves) 44.Rc2 Nxh4 4S.Rg1 (the tide turns) 
4S ... Rd4 46.Rg7t Fk7 47.Rxf7 b4 4S.Rxc7 Nf3 
49.Rxa7 Qb3 SO.axb4 Re4 Sl.Ce3 Qxb4 S2.Rcc7 
Qd2t S3.Kb1 Rb4 S4.Rxk7t KlS SS.RI7tKkS 
S6.Qxk6t Resigns. (1-0). 

It might be thought that MCC would be longer 
and slower that Chess: experience so far (we're all 
beginners!) doesn't show this, although it will 
probably be so at World Championship level in a 
couple of hundred years. All games so far have been 
decisive, and the play attacking throughout. 

If any readers are interested enough to want to 
play MCC, I'd be happy to undertake some postal 
games. [Please write to: Paul Byway, lSS Lampits, 
Hoddesdon, Herts ENll SOU.] 



page 104 VARIANT CHESS - S July-December 1992 

Modern Courier Chess Endgames 
by FIDE Master Paul V.Byway 

I have added a selection of endgame studies in 
MCC. Some of them, particularly (10) & (12) are, 
I suppose, not strictly speaking (artistic) studies but 
( didactic) finales; important for covering those areas 
of endgame theory extra to Chess. 

(1) OKc7, Pf6, Pf4 eKc4, FfS. Win. 
After As-Suli (#1 in History of Chess). 
l.KdS/i KdS 2.Kd7/ii Ke4 3.KeS KfS 4.Kf7/iii Kf4 
S.Kf8 wins. 
/i l.Kd7 KdS 2.fS (2.KeS Ke6 3.KfS Kf6=) KeS 
3.f7 KfS= or l.Kd6 Kd4 2.Ke6 Ke4 3.fS Kf4 4.f7 
KgS S.f6 Kg6= or l.KcS KcS 2.KdS Kd6 (or 2.Kd7 
KdS= or 2.Kc7 Kc4 rpt) 
/ii 2.KeS Ke6 3.f7 Fg7= /iii 4.KfS Kf6= 

(2) OKc6, NgS, CkS e KcS, Pk6. Win. 
(After CB223/BC1S3 HoC p.672) 
l.Nf7 KbS 2.Nd6 Ka7/i 3.KbS KaS/ii 4.Ka6 KbS 
S.Kb6 KaS 6.Kc7 Ka7 7.Nb7 Ka6/iii S.Kc6 Ka7 
9.NcS KaS/iv 1O.Kd7 KbS/v l1/KdS KaS/vi 12.KcS 
Ka7 13.Kc7 KaS 14.Na6 Ka7 lS.NhS KaS 16.CiS 
kS 17.CcS k4 lS.Ce5 k3 19.CcS k2 20.Nd7 k1 tQ 
21.Nh6*. 
/i 2 ... Ka8 @ 6. /ii 3 ... KbS @ S. /iii 7 ... KaS 8.NcS 
Ka7 9.Kc6 KaS @ 10. /iv 9 ... KbS 1O.Kd7 Ka8 
(1O ... Ka7 @ 13.) @ 12. /v 1O ... Ka7 @ 13. /vi 
11...Ka7 @ 13. 

The same process works with blockaded pawn on 
a4, c4, e4, g4, i6, k6. There is a second corner 
where this mate can be prepared, e.g. OKj3, Ni7, 
Ce3 e Kl3, Pe4. White wins when the pawn is 
blockaded on a6, c6, e4, g4, i6, k6. Against the Pk6 
the White knight must go to h2 rather than 12. 

(3) OKc6, NgS, Ck7 eKc8, Pg7. Win. 
(After unsound CB224 HoC p.672) 
1.Nf7 g6/i 2.CiS gS 3.Ci3 g4 4.Cg3 Kb8 S.Nd6 etc 
as in #2. /i 1...gS 2.CiS g4 3.Cg3 KbS 4.Nd6 etc. 

(4) OKh1, PbS, Cc7 eKc2, Pf3. Win. 
(After Kubbel & Reti) 
1.Kgl/i Kd3 2.Kfl/ii Kc4 3.b6 KbS 4.b7 Ka6 
S.b8tQ wins. /i 1.b6 Kd3 2.b7/iii f2 3.bStQ f1 tQt 
(=) /ii 2.Kf2 Kc4 3.b6 KbS 4.b7 Ka6= /iii 2.Kg1 
Ke2 3.b7 f2t (=) 

(S) OKbS, Pf6 eKh6, Cc2, Pb4. Draw. 
l.Kc7 Kg6/i 2.Kd6 Kf6 (or f7)/ii 3.KcS= 
/i 1...g3 2.Kd6 Kg6 3.Ke7 b2 4.f7 b1 tQ 5.fStQ 

Qb4t 6.KeS QbSt 7.Ke7 Qc7t 8.Ke8 Cc4 9.Qd6t 
(=) /ii 2 ... g3 3.Ke7 transposes to /i. 
(Sa) C-c4, 0 to play, e wins. In /i after S ... Qb4t 
6.KeS we have 6 ... Ce6t wins. 
(Sb) Reverse colours, move bP back one square then 
o win, beginning 1.bS. 

(6) OKbS, Ba6, Ce3, ChS, Pb2, Pf2 
eKaS, Pa7, Pb3, Pd2, Pd6, Pe4 
Win. (After Kubbel TGW #23). 

.~ ~ ~ ~ ~ ~ ! 
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1.Kc6 d1 tQ 2.Kc7 QdS 3.Cc3 e3 4.f3 e2 S.CfS 
e1 tQ 6.CdS Qe7(or Qk7)t 7.Cd7 wins 

(7) OKd6, Fc6, Rll eKaS, Rk2. Win. 
l.Kc7/i Ra2/ii 2.Kb6 Rb2t 3.FbS Kb8 4.RlS* 
/i 1.Ra1t KbS 2.Rb1t KaS 3.Kc7 Ra7=. 
/ii 1...Rk7t 2.Fd7 Ka7 3.Ra1*. 

(8) OKj6, CcS, Cj3, FkS, Pc3, Pg2, Pg6, Pk2 
eKlS, NdS, FgS, Fk3, PhS, Pi2, Pj4, Pl7 
White to play and win. 

1. Kj 7/i il tQ/ii 2.Fj6/iii Qe1/iv 3.CeS Qf2/v 4.g3 
Qa7t 5.g7 wins. 
/i 1.Fl6 KkS. /ii 1.. .l6( or IS) 2.F16 (or Fj6) Kl7 
3.Fk7 il tQ 4.Cj5(or CIS)*. /iii 2.F16 QiS 3.CeS Nf4 
4.Cg5 Ng6 S.CiS NiSt 6.Kj8 Nh7t draws. 
/iv 2 ... Qg3 3.CeS Qj6 4.Kj6 Nf4 S.g7 Ng2 6.Ki7 
Nf4 (6 ... Nil 7.KhS) 7.KhS Ff7 S.c4 Nd3 9.Ce7 with 
the idea 1O.ChS wins. /v 3 .. .l6(or IS) 4.g3 Qf1(or 
Ph4) S.Fk7t Kl7 6.ClS* ot 3 ... Qh4 4.g3. This is a 
version of (6): Principles governing development of 
(S) from (6): 1. To make it more of an MCC and 
not a Chess study. 2. To spread the play to make 
full use of the board. 3. To improve the material 
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balance. 4. To make the position more natural. In 
some of Kubbel's studies (the original is one) the 
bones of the construction show through, in the form 
of blocking pawn pairs to cut down the play. 

(9) OKf7, PcS, Pd3, PeS, Pj4, PkS 
eKf3, ChS, FdS, FjS, Pc6, Pe6 
White to play and win. 

;::;:; 1iIt ~ ~. ~~~~~~ 
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l.Kg7/i Cj6/ii 2.Kxj6/iii Kg4/iv 3.KhS/v KhS/vi 
4.Kh7/vii Ki4 S.KiS/viii KjS/ix 6.Kj7/x Kj4 7.KjS. 
/i l.jS Fi7 2.Kg7 Fj6 3.k6 CjS e win, or l.Kg6 Kg4 
2.Kh7 KhS 3.KhS Ki6 4.KiS Fk7 S.k6 Kj6 or l.KgS 
Ch6 2.jS Fk7 3.Kh7 Cj4 4.Ki6 Fl6 or l.k6 Cj6. 
!ii 1.. .Kg4 2.KhS KhS 3.KiS Fk7 4.Kj7 wins, or 
1...Fi7 2.Kh7 Ch6 3.Ki7 Cj4 4.k6, or 1...Ch6 2.Kh6 
Kg4 3.jS Kh4 4.j6 Ki4 S.k6 KjS 6.k7, or 1...Kf4 
2.KhS KeS 3.KiS Fk7 4.Kj7 Kd4 S.Kk7 Kd3 6.jS eS 
7.j6 e4 S.j7 e3 9.jStQ e2 1O.Qcl. /iii 2.jS Fk7 
3.Kh7 Cj4 4.Ki6 Fl6 S.j6 FkS 6.j7 Cl6 wins for e. 
/iv 2 ... Kf4 3.Kh7 KeS 4.KiS Kd4 S.KjS Kd3 6.KiS 
eS 7.j7 e4 S.jStQ e3 9.Qf4 wins. /v 3.Kh7 KhS 
4.KiS Ki6 S.j7 Fk7 (or S.KjS Kj6) draws at least. 
/vi 3 ... Kh4 4.KiS Ki4 S.KjS wins. /vii 4.KiS Ki6 
S.j7 Fk7 = or S.Kj8 Kj6 =. /viii S.Ki6 Kj4 6.Kj7 
KjS =. fix S ... Kj4 6.Kj8 wins. /x 6.Kj8 Kj6 =. 
The Black structural element on the Q-side is 
invulnerable and he threatens to capture White 
pawns there and win. The OK's counterattack takes 
advantage of the poorly placed Black pieces holding 
up the White connected passed pawns. (C + con
cordant F is worth a little more than a B in general). 

Some terminology: A mutually defending group 
of pawns and fers: alfferzada e.g. Pb2, Fc3, 
possibly with Pd4, or Pd2. A mutually defending 
group of pawns and courier: alffilada e.g. Pb2, Pc3 
with Cd4 or Cb4. Two pieces are concordant if 
restricted to squares of the same colour, and 
discordant if on opposite colours. The line
operating pieces, B, R, Q are major pieces while 
the point-operating pieces, F, C, N are minor. 

A conjecture: K + 3 minor pieces v. K is a 
general win. Considering only combinations of 
pieces originally present there are 8 cases: NNF, 

NNC, CCN, CCF, FFN, FFC, NCFd, NCFc, where 
in NCF the F may be discordant or concordant with 
the C. An exception is CCF which is a draw if the 
eK can reach a corner accessible to none of them. 
In fact Black can draw against four pieces and 
pawn, e.g. OKdS, CaS, CbS, Fc7, Bd4, Pa7 eKaS ! 

(10) o Kc6, CcS, Ne4, FgS eKcS. Win. 
l.Ff6 Kd8 2.Fe7t KcS/i 3.Nd6t Kb8 4.FdS Ka8 
S.Nc4 Kb8 6.Fc7t KaS/ii 7.Nb6* (a pure mate, each 
W piece covering one square). 
/i 2 ... KeS 3.Nd6* /ii 6 ... Kc8 7.Nd6(or Nb6)*. 

(11) OKg7, Qc7 eKe8, Cd8, Nd6, Cc4. Draw. 
Black cannot be stalemated: he plays Cc4-e4. 

(12) OKc3, Nd2, CdS, Fc7 eKa8. Win. 
The Black king is already restricted to the a-file: it 
can be mated by N + C at 11 and by N + F at 18, 
al. Mate cannot be forced at as, even with 3 pieces, 
but the eK can be driven down the short side and 
mated at al. Note that the courier, while playing a 
vital role, never moves. l.Nc4 Ka7 2.Nb6 Ka6 
3.Nc8 KaS 4.Fb6t Ka6/i S.Fa7 KaS 6.Nd6 Ka6/ii 
7.NbS KaS 8.Nc7 Ka4 9.Fb6 Ka3 10.Na6 Ka2/iii 
11.NcS Kb1 12.Nd3 Ka2 13.FaS Ka3 14.Fb4t 
Ka2/iv lS.Kc2 Ka1 16.Kb3 Kb1 17.Fc3 Ka1 lS.Nf4 
Kb1 19.Ne2 Ka1 20.Fb2t Kb1 21.Nc3*. 
/i 4 ... Ka4 S.Nd6 Ka3 6.Nb7 Ka2 7.NcS Kb1 8.Nd3 
Ka2 9.FaS Kb1 1O.Fb4 Ka2 @ 15. 
/ii 6 ... Ka4 7.Fb6 Ka3 8.Nb7 see note /i. 
/iii 1O ... Ka4 11.NcSt Ka3 12.FaS etc. 
/iv 14 ... Ka4 lS.Nb2*. 

A Magic Bx12 Rectangle by G.PJelliss 
The following magic rectangle adds to 582 in the 

ranks and 38S in the files. It is an extension of the 
SxS Beverley tour of 1848, by a process I call the 
BRAID METHOD, which is based on extending the 
"braid" formed by four knight moves within a series 
of 2x4 areas. It can be used to extend a number of 
8xS magic tours, which contain the braid feature, to 
larger boards 4mx4n. The earliest example of such 
an expanded tour was a 16x16 tour given by 
H.Wihnyk in Schachzeitung ex lSSS p.202). 

1 46 71 76 5 44 67 78 7 42 65 80 
72 75 2 456877 6 436679 8 41 
47 70 73 4 37 1283 62 39 10 81 64 
74 3 48 69 84 61 38 11 82 63 40 9 
49 94 23 28 13 36 59 86 15 34 57 88 
24 27 50 93 60 85 14 35 58 87 16 33 
95 22 25 52 29 20 91 54 31 18 89 56 
26 51 96 21 92 53 30 19 90 55 32 17 
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Escalation 
by G.P.Jelliss 

Escalation first appeared in The 
Games and Puzzles Journal page 
107 in 1988. The account here 
has three modifications: the 
making of pieces, the re-use of 
captured pieces, and the opening 
position recommended. 

Making a set of pieces that 
will work in practice has been the 
main stumbling block. A new set 
I have made uses some small 
transparent plastic squares. Each 
piece in the opening position is a 
pile of two square plastic tiles. 

The lower tile, which can be 
opaque, is white or black to 
indicate the player to which the 
piece belongs. The upper tile, 
which has to be transparent, bears 
a pattern of spots (marked in 
yellow on top and in red 
underneath) which indicate the 
moves of the piece it represents. 

When the yellow spots are 
uppermost the piece is a leaper, 
while when the red spots are 
uppermost the piece is the 
corresponding rider. 

The five patterns occurring, the 
pieces they represent, and the 
number of each type in the set are 
as follows: 

r- ~-... 
Wazir (2) ~ . 

,. 0 (Rook) 
0 0 

0 

~~'"".--: 

t"'""---

Fers (4) , ... 
l' 

0 0 (Bishop) 

0 

. ~,<-. -"~~"'.-., 

Dabbaba (8) 0 . ; 

(Dabbabarider) 
:0 0 

, .. 1-•. _. 
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......... _, 
Knight (2) 0 0 

0 0 (Nightrider) 

'0 0 
.. 

0 
..... : .. J 

r 61 Alfil (16) [0 
i 

(Alfilrider) 

The number of pieces of each 
type used is determined by their 
mobilities. An Alfil has access to 
only 8 squares of the board, so 
each player needs 8 of them to 
patrol all 64 squares. Similarly a 
Dabbaba has access to 16 squares, 
so each player needs 4 of them. A 
Fers is confined to squares of one 
colour so each player needs 2. 
The Wazir and Knight can reach 
any square in a series of moves. 

A piece always consists of two 
or more tiles, transparent ones 
resting on an opaque base, and 
the pile moves as one piece. 

When a capture takes place the 
opaque base of the piece captured 
is removed; the opponent keeps 
these displayed alongside the 
board as a record of the number 
of captures that have taken place. 

The transparent upper tiles of 
the captured piece are placed on 
top of the capturing piece, any 
duplicate tiles being held in 
reserve for possible re-use. These 
must be displayed where the 
opponent can see them, and must 
not be turned over. 

The pattern of spots (seen 
through the transparent tiles) 
indicates the powers of move of 
the new piece, which now 
combines the powers of capturer 
and captured. Thus the result of 
captures is the formation of ever 
more complex pieces. 

When a leap er (i.e. a piece 
whose visible spots are all 
yellow) reaches .cithcr of the 
opponent's back ranks it promotes 
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to the corresponding rider. This is 
shown by turning over the 
transparent tiles of which the 
piece is composed (so that the 
spots showing are now red). 

It is possible, after capture of a 
rider by a leap er, or vice versa, 
for a HYBRID to be formed that 
can make certain moves as leaps 
and other moves as rides. Such a 
piece cannot be promoted further. 

The Wazir's spots are trimmed 
with purple to indicate its royal 
status. This it retains in capture or 
promotion. A royal rider may not 
move through check. 

The new rule about re-use of 
captured tiles allows a player, 
instead of making a normal move, 
to place one or more captured 
tiles on top of one or more 
existing pieces of his own colour. 
This move may even mate; 
possibly by multiple check! 

The new opening position 
recommended is as follows: 

r~-' 

.ADANWADAi 
AAFDDFAA 

.. AAFDDFAA 
,ADANWADAi 
1-....... ..J 

The number of possible opening 
positions, with the 16 pieces of 
each side on the two back ranks, 
is over a billion! To be exact 
(2t15)t2 = 1,073,741,824. (Two 
choices of square for each A, D, 
F and N, then the W must occupy 
the last remaining space, hence 
2 t 15 ways for each side.) In 
every case the Wand N occupy 
opposite coloured squares. 

The recommended position has 
been chosen for symmetry and to 
ensure that a Fool's mate in 1 Vz 
moves is no longer possible, it 
now takes 2 moves as follows: 
l.Fe3 Ae5 2.Dg3 Axg3* or 
l.Dg3 Ae5 2.Fgl/e3 2.Axg3*. 
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Solutions to Original Problems in Ve7 

55. M.Olausson (Sweden) Set 
1...000:j; Play 1.GhSt Rxa4 2.bS 
Rxg4 3.Gf3 Ra4 4.Gd3 Rh4 S.Ga6 
Ra4 6.Gc6 Rh4 7.bxc6 Ra4 9.cS=N 
Ra4 1O.Na7 Rh4 12.NeS Rh4 14.Kf6 
Rh4 1S.Ng4 00:j; [I mislaid the 
composer's solution, the above is the 
solution as found by AW.I.] 
S7. G.Sphicas & S.Pantazis. 1.Kd6 
4.KxbS S.Kc4 6.bS 1O.b1 +N 1l.Nd2 
12.Ne4 13.KdS 14.KeS IS.Nd6 Nd3:j; 
9S. H.Ebert. (Set 1.RcS:j;!) 1.NeS 
Kd4 2.Rd3:j; 1.Nb4 Kd4 2.Bg7:j; 
(1.Ne7? Kd6!) [Are we back in the 
middle ages? AE. Several solvers 
succumbed to the try.] 
99. N.Plaksin. The original Rooks 
did not move! The Rg6 is a promoted 
pawn which moved ~ from gS! 
Retract: 1.g7xRhS=Qtt b2xRa1=Q 
etc. with Black Ph7-h1=Q and White 
Pa2-aS=Q. Promotion to Queens in 
all corners! 
100. V. Buiika, Czechoslovakia 
1.Rxd3 Qxa3 2.RxdS NxdS:j; 1.RxdS 
Rxc7 2.RxfS exfS:j; 1.Rxc7 Qa4 
2.Rxe4 Qxe4:j; 1.Rxe4 QgS 2.Rxg4 
Qxg4:j; Black rook cross. [S moves 
by black rook ending in sacrifice. A 
fine problem E.B.] 
101. V. Buiika, Czechoslovakia 
(a) WQf2 1.e2 QcSt 2.Ke4 Nxd2:j; 
(b) WRc1 1.Nd4 RcSt 2.Ke4 NgS:j; 
(c) WBg6 US BeS 2.Ke4 Bc6:j; 
(d) WNcS 1.Ke4 Kxf7 2.KfS Nd6:j; 
[A good idea, but the twins are too 
dissimilar E.B. Very satisfying LR.] 
102. R. Senkus (Lithuania). 
1.Nxe3 Ng3 2.NfS Qxc3:j; & 1.Nxe4 
Ng2 2.Nf2 QxdS:j; Many cooks. 
Some correspondents claim that Mr 
Senkus's problems are not original; 
but no-one has quoted the sources he 
has allegedly copied. 
103. R. Senkus (Lithuania). 
(a) 1.Rxg2t Be3t 2.Kxe4 Rd4:j; (b) 
1.Bxg2t BgI t 2.Kxe4 NcS:j; (c) 
1.Rxd3t Re3t 2.Kxd4 Nc2:j; (d) 
1.Bxd3t ReI t 2.Kxd4 Nb3:j; Many 
cooks, including 1.Bf4 exf6 2.Bd6 
ReS, given as a second solution to (a) 
but also works in (b) (c) and (d). 
104. L. Zoltan & G. Bakcsi 
(Hungary). 1.Qf3 Kc2 2.Ke4 e3 
3.BdS Kc1:j; 1.Bc4 Kb2 2.Kd4 e4 
3.Qc5 Kel:j; [Twice Anderssen-

verstellung, well known theme, E.B.] 
105. I.Shanahan (Australia) 
1.BcS 3.Qh1 4.Ba6 S.al=R 7.Rg2 
9.fl=N 1O.Nh2 11.Bfl for Nh3:j;. 
[Underpromotions and a good series 
of moves E.B. Neat geometry M.O.] 
106. Alexander George 
& Jim Mauldon (USA) 
Not (a): 1.Bc4 2.Nb3 3.Rd2 4.Bd3 
S.Nc4? impossible check 6.Rb2 
7.Qdl for KxQ=. But the Sth move's 
analogue in (b) presents no problem. 
107. R. Senkus (Lithuania). 
1.Qd7 Nc4/Nb3/Nb7 2.Be3t/Qd2t 
/Qxb7 Nxe3:j;/Nxd2:j;/g2:j;. Set: 
1...Nc4/Nb3 2.Qxc4/Qxb3 g2:j;. 
Tries: 1.Qc4? Nb1! 1.QcS? Nb3! 
10S. M.Olausson (Sweden) 
Set 1...QhS:j; Play 1.Bf3 Qxd6 2.Kg4 
Qdl 3.KxgS QdSt 4.Kh6 Qd1 ... 
7.g6 QdS S.BdS Qh4:j; [Correct short 
solution: 1.d7 Qxd7 2.g4 Qd1 3.BdS 
Qxg4 4.Kh2 Qa4 S.Be4 QeS 6.Kh3 
Qa4 7.Bg2 Qh4:j;, 3 ... Qa4? 4.Bg2 
Qxg4 S.Kh2 Qa4 6.Kh3 Qh4:j;,E.B.] 
[Cooks in S, E.B., AI., AE.] 
109.M.Dragoun, Czechoslovakia 
1.Lg3 Qb4 2.Nf6 RgS:j; & 1.Lb4 Rg4 
2.Lf6 Qc5:j; [Two fine thematical 
variants E.B.] 
110.M.Dragoun, Czechoslovakia 
(a) 1.Gh3 BeS 2.Bc4 Bc6:j; & 1.Lh3 
Bg4 2.Ne4 Be6:j; (b) 1.Bh3 Be2 
2.Gc6 Bc4:j; & 1.Nh3 Bg6 2.Le6 
Be4:j; [Four "Sternmatts" by WE - I 
named it so 2S years ago, compare: 
Erich Bartel, 7SS6, Feenschach 1966 

~ 0:/;: W' ;~ ~, ~j;, 
~ ~' ~ ~ :;%, ~ :% W 

%/ ~~ ~ ?m /;~ 0'~ 
~ ~ ~ ~ I w. ~ ~ ///~ 
~ .. ~ ~I f/~ 0.-'0:'. 0.~ °1 

f~'0;; ':;;x:; .~ ;//'%%.',' l" ~;,:; 0" :/;:;; ~~ 
I~~~~ll 

H:j;2, 2 ways, (a) diagram (b) black 
Grasshoppers c3/e3. Solution: (a) 
1.Nc4 Bel 2.NeS Ef2 & 1.Bb4 Bel 
2.BeS Bb2, (b) 1.GcS BgS 2.G3e3 
Bf6 & 1.GeS BaS 2.Gec3 Bb6. E.B.] 
[Doesn't appear to be a Lion problem 
at all; G might suffice at b3 AW.L] 
111. M.Olausson. (a) 1.RbS Ka3 
2.GcS Ka4 3.Rb7 KaS 4.LaS Ka4 
S.Ga6:j; (b) l.Lh3 Kdl 2.Rg2 Ke1 
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3.Gh1 Kd1 4.LfI Kel (switch-back) 
S.Ge1:j; Ideal mates. [Beautiful, I.R.] 
112. M.Olausson (Sweden) 
Circe condition missing. 1.g1=R gS= 
Bt/R 2.KhS/RgS Qxg1=/QgS (RhS)= 
& 1.gl=B QgI(BfS) 2.KhS fxfS=N= 
113. El. & Er. Bartel. (a) 1.Ge3 Ke4 
2.Gg4 Kf3 3.Gh1 Fg2:j; (b) 1.Ge3 
Kd4 2.Gc2 Kc3 3.Gal Fb2:j; (c) 
1.Ga2 FcS 2.GbS Kc6 3.GaS Fb7:j; 
(d) 1.Gf2 Ke6 2.GgS Kf6 3.GhS 
Fg7:j; Exact echo in 4 corners. [Welsh 
would say "nice and tidy" I.R. Duals 
in Gnu paths to the corners are 
cleverly avoided by self-check A.E.] 
114. I. Richardson (UK) 
(a) 1.Le4-b7 KcS 2.La4-f4 KdS 
3.Cd7:j; [Cooks 3.LbS:j; & 1.Le-e7 
KcS 2.La-a7 KdS 3.Cd7:j; Composer 
removes soldiers e6, g4] (b) Duals 
1.LaS/h7 KcS 2.Lh7/aS KbS 3.Cb7:j; 
115. I.Richardson (UK) 
1.Nf3 Mc4 2.Md3 Bc3t 3.Ke4 CfS:j; 
[Composer notes black moves 2 & 3 
interchangeable. ] 
116. P.Wong (Australia) 1.Qb7 RaS 
2.Qc6 Ra7 3.Qb1 RxaSt 4.Kb2 Ra1 
S.Kc3 Rxb1 6.Qdbl Rxd1 7.Qf-g2 
Rh1 S.Qgf3 Rh2 9.Qh4 RxM 10.Qh
g7 RhS 11.Qf6 RxgS= and 1.Qg-g7 
RhS 2.Qf6 Rxh7 3.Qh1 RhS 4.Q3-g2 
Rxh1 S.Qgf3 Rg1 6.Qe1 Rxe1 7.Kb2 
Ral S.Kc3 Ra2 9.Qa-b4 Ra4 1O.QS
c6 Rxb4 11.QbS RxbS= 
117. P.Byway (UK) (a) Black: 
1...LbS! 2.Lc2 Lb3 3.Le2 Ld3 4.Lg2 
Lf3 S.Lh1 Lg2 draw. White: 1.LdS! 
with respect to the white-square 
leapers White has the opposition: he 
outflanks and wins after 1... La6 
2.Ld7 or 1.. .LcS 2.LbS or 1... LbS 
2.Ld7/Lc6 LdS/Kc6 3.Lb7:j;. (b) 
White wins by releasing the stalemate 
and playing to trap the black L, e.g.: 
1.Lg4 LbS 2.Lg6 LdS 3.LgS (3.Lf7? 
Le6=) Le6 4.Kd6 Le4 S.LeS Kb7 
(other moves also here) 6.Lb4 Lc4 
7.Ld7+ Ka6 S.KcS LbS 9.Lb6 Lb7 
1O.LdS Ld7 11.LbS:j; The analysis is 
truncated here. [In general 2L v K 
obviously win, A.W.I.] 
l1S. P.Byway (UK) White: 1.Kf6 
Lc3! 2.La1 Lb2= or 1.La3 LcS 2.Lb2 
Ld4 3.Lc1 Le3= Black to play must 
give ground: 1...LcS 2.Ld2 or 1...Le3 
2.Lb4 or 1.. .LeS 2.Lc3 note that 
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while the K outflanks at an N move 
the L outflanks at a camel's move. 
Nevertheless White cannot win: 
l...LcS 2.Ld2 Ld6 3.Le3 Lf6 4.Ld4 
Kg7! S.Le3 Kg6 6.Lf4 Kh7 (9 ... KhS 
loses) 1O.KfS Lg7=. Paul also gave 
the following example of the double 
opposition: 

~ ~ ~. ~ 
~ ~O~ .~ 

\' ·~O~.~. ~ ~",'~. ~, ~ ... 
(=/-) 

Black: 1...KeS 2.Lf6+ wins 
White: 1.Lg7 LdS = 

119. M.Olausson (Sweden) 
1.Be3t Kh2 2.Kd2 QaS 3.Ke1 QhS 
4.Bb2 Qb2(Bcl) S.Bb2(QdS) Qf-aS 
6.Ke2 Qh1 7.Bf4t Kg1 S.Bd4t 
Qd4(Bc1) 9.Bc-e3t Qe3(Bc1) 
1O.Bce3(QdS)t Kg211.BeS Qal/QhS 
12.Bxal/BxhS Qd1:j:. An example of 
what Hilmar Ebert calls "Pairdance". 
[Short cook in 10 - no Circe 
involved: 1-2.BaS Bd6 Q-aS-hS 
3.BeS QfaS S.Ke2 QaS 6.Bb6t Kg2 
7.Bf4 Qha1 S.Bb2 Q1hS 9.BcS (or 
other) Qha1 10.Bd4 Qf3:j: (6 ... Kh1 
7.Ke1 Qg2 S.Bd6 Qa1:j:) AW.L] 
120. F. Sabol (Czechoslovakia). 
1.QbS! Rc3(pc7) 2.RhS Kh2(Ph7) 
3.bc3(Ra1) Rd1:j: [not 1.ba3(Ra1) 
Rd1 ??]. [Critical (?) moves by Q & 
R for closing lines by circe effects. 
E.B. Nice evacuations for circe 
purposes, M.O.] 
121.M.Olausson. A 1.Kf1 2.Re7 
S.Kc4 6.Ra7:j: B. 1.Kf7(NgS) 2.KeS 
4.fS=R 6.Rh7:j: Circe-ideal mates 
with un capturable rooks. [Nice, but 
very small, E.B.] 
122. Er.Bartel. 1.Ke1 Gdl t 2.Kfl 
Gd3t 3.Kel Ge3:j: 1.Kd2(GdS) Ge3 
2.Kc2 Gd3 3.Kdl Gd2:j: Exact Echo. 
[A beauty! 1.G.R. Pretty echo AW.L 
The second solution was hellishly 
difficult! AE.] 
123. M.Olausson. 
A 1.Kc4 4.Ka7(NbS) S.Kb6 6.KaS 
(nPa7) 7.abS=nNt [Cook I-S.Pa6 & 
Ka7(NbS), AW.L] B.(a) 1-2.Kxg3 
3-7.hS=Nt (b) 1-3.KhS! 4.hxg3 S-
7.g6t [I can't see any thematic 
connection? E.B.] 
124. George P. Sphicas (USA) 
l.WKa2(nPa7) 2.aS=nB 
3.baS=nR(nBcS) 4.nRaS(nPa7) 
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S.aS=nQ 6.nQb7 7.nBd7 S.nRdS 
9.Ka3(nPa7) 1O.aS=nN l1.nNc7 
12.nBgl-b6 13.nBaS 14.nNdS 
(nRaS)tt for nRaS(nBcl):j: AUW, all 
promotions on as. 
125 M.Olausson (Sweden) 
(a) 1.g2 h7 2.g1=Q hStQ 3.QgS 
QxgS (QgS-N which cannot 
reappear on gS) 4.Kal Qb3= (b) 
1.Kf3 h7 2.Kg2 hS=B 3.Khl Bd4 
4.g2 Bgl= (Kxgl? B=RaU) 
126. M.Olausson. 1.Kxf2 hS=B 
2.Kgl Bd4 3.Khl Bgl= (Kxgl? 
Ral!) & 1.g1=Q Ne2 2.QgS hxgS=Q 
3.f4 Qgl= (Kxe2? Bfl !). [First sol. 
like 12S(b) but superfluous men E.B.] 
127. N. Plaksin. 
W & B both promoted 4Ps to Ks and 
4Ps to Rs. The stalemate position 
required is: 

,~ ~ ~ -::J:!XI % ~ .: ~ 
~~Q~ .~.~ 
~ ~.~.-,;;0, ;{-0, ~ ~ 

~ f% f%.~ 
~ ~ ~ .~ ~ ~ % . 

I~ ~ ~ ~ 

;
w, % ::% 'J({,I •• e ~[Jm 
/..~ ~ ~ v,WW% 

There were 10 long castlings! 
128. V. Nebotov (Ukraine). Contrary 
to the example moves given in VC7 
the pieces in this problem reappear 
on the opponent's back rank! (Or is 
the problem upside down!) 1.Qg6! 
[threats 2.QhS:j: BxhS?? (Q-BcSt!) 
& 2.Qg3:j: Rxg3?? (Q-RhSt!)] 
l...Kh4 2.Qg4:j: l...Qxgl (R-QdS) 
2.QhS:j:. Tries: 1.Qh7t? BhS! 
2.QxhS?(B-Qdl) QxhS !(Q-QdS). 
1.Rhl t? Kg4 2.QfSt KxfS(Q-e1, 
K-cap is "normal" circe)! [Almost a 
natural idea, should have a future, 
M.O.] Some claim l...Qdl or Qfl 
defeat the threats, but this is on the 
assumption that the pieces reappear 
on their own home rank. Clearly we 
have two Mutant variants here! 
129. V. Nebotov (Ukraine). 
1.Ke7 h6 2.Kf6 h7 3.KgS hS=B 
4.Kh6 R-alxhl tt:j: (BhS via cl) 
and 1.Kc7 c6 2.Kb6 c7 3.KaS cS=B 
4.Qb6 Kb4:j: (Rcl via al). 
130. V. Nebotov (Ukraine). 
1.Rf6 cS=N 2.Rf2 K-elxf2 3.Bc4 
gS=B 4.Ba6 B-flxa6 S.RdS Ncd6= 
(S ... Nbd6? R-aSxcS!). 
131. Er.Bartel (Germany). 
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Key: 1.NdU Ng2 2.Ne3 NS-:j: Tries: 
1.Nd3? N4g6 2.Nf4 Nf7:j: l...Ng2/f3 
2.Nel NS-:j: but 1...NSg6t! 1.Ng4? 
Ng2 2.Ne3 NS-:j: 1...Nf3 2.Nh2 NS
- but l...Nf7t! 1.Nhl? Ng2! 
132. Er.Bartel (Germany) 1.axbS=B 
2.edS=Q(Ral) 3.fgS=N (Qdl) 4.gfS=R 
Auwwith promotions only. [Amazing 
- at first sight I thought it must be a 
reflex problem. 1.G.R. Beautiful & 
funny Auw Erich! M.O.] 
133. V. Nebotov (Ukraine). 
(a) 1.Rxh6 Rxh6 2.Kfl Rhl:j: (b) 
1.Kfl Rf4 2.QhS Kf2:j: (c) 1.Kfl Re6 
2.QhS Rel:j: (d) Remove h6 (mated) 
and play 1.Rh7 Rh6 2.Kfl Rhl:j: (not 
1.RlhS? since then Black can remove 
Rhl as a mated piece!) [(b) is a good 
problem, but why all the rest? K.W.] 

The rules of Anti -Circe are 
disputed. V.N. seems to assume that 
the capturing piece reappears on the 
square of same colour as that from 
which it moves (othelwise 3 ... Re1 is 
not check since hI is occupied). He 
also assumes the rule does not apply 
to Ks since, as K.W. points out, 
black escapes by 3.Kf/g2! (3 ... KxK 
being illegal as e1 is occupied). 
Puzzle 7.1 P.Wong (Australia). 
Double-maxi circe tempoverlust. 
1.Nc3 Nf6 2.Ne4 NdS 3.Nf3 Ne3 
4.Nf6t gxf6(Ngl) S.Nd4 Bh6 6.Ne6 
Bf4 7.Nf3 Bh6 S.NeS Bf4 9.Nc4 Bh6 
1O.Nd6t exd6(Ngl) I1.Nf3 Bf4 
12.Ng7t KfS 13.Nh4 Bh6 14.Ng6t 
fxg6(Nb1) IS.Nc3 Bf4 16.Ne6t 
dxe6(Nb1) 17.Ne4 Bh6 lS.NgS Nd7 
19.Nxe6(pe7) KeS 20.Nf4 BfS 
21.Nxg6(Pg7) Nc4 22.NeS NbS 
23.Nf7 Bh3 24.Nxd6(Pd7)t Nxd6 
(Ngl) 2S.Nxh3(BcS) Ne4 26.Nf4 
Nd6 27.NhS Ne4 2S.Nxf6 (Pf7)t 
Nxf6(Ngl) 29.Nf3 Ng8 30.Ngl. 

Solver's Scores 
VCI-6 VC7 Total 

AW.Ingleton 149 S6 20S 
1. G.Richardson 97 46 143 
S.Pantazis 137 137 
AEttinger 60 4S lOS 
D.Nixon SI IS 96 
M.Olausson 6S IS S6 

Stefanos Pantazis has less time for 
solving since he took over editorship 
of the US Problem Bulletin in 1991. 
Problems and articles to him at 710 
Dobson St #2, Evanston, IL 60202. 
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(Subscription is $9 overseas or $12 
airmail to R. Sostack, 2484 Ramona 
St, East Meadow, NY 11554). 

Eugene Albert of Ideal Mate 
Review also has a new address: 1740 
Interlachen Road #39-G, Seal Beach, 
California, CA 90740. 

Corrections 
-o-Slawomir Woszczynski sends the 
following correction to problem 16 in 
VCl: Add white Ba6, black B b5. 
The solution is then as before. 
-0- Michel Olausson corrects #57: 
WKf6, WNh2, WEhl, BKgl, BPg3 
H*2 Circe, 2 ways, sols as before. 

Semi-Pieces by Paul Byway 
(A brief note on this topic was given 
in VC7. The following are further 
notes from Paul's letter, 18 xii 1991.) 

Semi-pieces were a detour in the 
development of Modern Courier 
Chess. It began with a piece I came 
to call a SEMI -SAGE. (A sage being a 
commoner with a king's move.) That 
is a {l,l} + {2,0} leaper. [Here Paul 
gave problem 117, solution above.] 

When I introduced this piece to a 
club mate who was a mathematician 
he said " .. .1 see, it moves to the first 
square of the same colour in all 8 
directions"; a way of looking at it 
that hadn't occurred to me. 

Thinking of the relationship of 
this piece to the bishop I came to 
consider the private world they 
inhabited in which squares of the 
opposite colour might as well not 
exist. Considering the white squares 
only for example, the bishop moves 
in effect as a rook, while the {l,l} + 
{2,0} leaper moves as a king, or 
rather as a sage, since the king is 
royal. [Here follows the example of 
double opposition quoted above, and 
problem 118. He notes "it will tum 
out that the camel is a semi-knight".] 

It was while working through 
studies such as these that the idea 
arose of semi-pieces as a class: we 
have the definition:- a SEMI-PIECE 

moves like a PIECE on a semi-board. 
A SEMI-BOARD is produced as 

follows:- (1) Delete from the board 
all the squares of one colour: imagine 
yourself left with a piece of 
lacework, full of holes. (2) Rotate the 
board clockwise by 45 degrees, while 
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leaving the orientation of the 
individual squares unchanged. (3) 
Compact the board and rechequer. 

From the 8x8~~rd we get: 

[I was sure I'd seen this somewhere 
before, and sure enough, I located it 
on page 125 of The Problemist Fairy 
Chess Supplement, VoU, No.18, 
June 1933 where T.R.Dawson writes, 
following the four symmetric 8x8 
camel tours by F.Hansson: "I wonder 
how many solvers have realised that 
Camel tours on the 8x8 board can all 
be represented as Knight's tours on 
the attached board?" (he diagrams the 
same serrated board, rotated 90°). 

The same idea also appears in 
S.W.Golomb's "Of Knights and 
Cooks and the Game of Cheskers" 
(his cooks are our camels) in Journal 
of Recreational Mathematics VoU, 
No.3, July 1968, pp.130-7, where it 
is attributed to his colleague Dr 
Lloyd R.Welch. Great minds think 
alike! But Dawson has the priority.] 

A further application of the semi
board process reduces the board to 
the quarter-board (4x4). 

A possible development of this 
idea is to have a problem on the first 
board, having a second problem 
hidden within it on the semi-board. 
An idea that particularly appeals to 
me is to have a nest of problems 
inside one another like Russian dolls. 

Another possibility is the problem 
containing only related pieces (except 
for kings and pawns). The problem 
by Dawson in YCl is of this type (N 
+ semi-N, i.e. camel). A hierarchy of 
semi-pieces is possible [as noted in 
YC7: Wazir - Fers - Dabbaba -
Alfil (- denotes 45° rotation of 
moves combined with increasing 
length by factor v'2.] In order to 
show pieces of the same family on a 
diagram (e.g. rook, semi-rook) I 
suppose one could show their 
position in the hierarchy by rotating 
the figure of the piece clockwise or 
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anti-clockwise by 45° or 90°. 
[Paul also gives some notes on 

"Magic Pieces"; for example a rook 
on the 8x8 board becomes a "Magic 
Bishop" on the serrated board if it is 
still allowed to move to the squares 
of the cancelled colour - it vanishes 
into the interstices between the 
squares! But I don't feel these are yet 
sufficiently developed to discuss at 
length. Roger Smook wrote to me on 
a similar idea several years ago.] 

Chess Variants Day 
Report by David Pritchard 
An informal Variants Day was 

held in Godalming on 11th July 
1992. There were some late 
cancellations but a dozen people 
tumed up including problemists John 
Beasley and Adam Sobey. Others 
present included Frank Parr, the 
games inventor Graham Lipscomb, 
Steve Jackson, who is writing a book 
on Sir George Thomas, and Trevor 
Jones from the Guildford Chess Club. 

C.K.Lai brought along his xiangqi 
(Chinese Chess) computer which was 
constantly in use. He was accom
panied by a former Asian xiangqi 
champion, Che, and his wife, a 
modest and delightful couple. 

George Jelliss demonstrated his 
game Escalation using a set that he 
had made for the occasion. A five
minute chessgi tournament was won 
by Patrick Donovan, Phil Simpson 
second and David Pritchard third. 

Further Notes by George lelliss 
Considerable thanks are due to 

David Pritchard for hosting the 
meeting so affably, providing 
nourishment, and opening his home, 
in a pleasant countryside setting, to 
so many visitors. 

Chessgi, Chinese Chess and 
Madrasi Chess proved the most 
popular activities. Chessgi was made 
particularly easy to play with a 
special set in which the pieces are of 
cotton-reel style, with a black piece
symbol on one end and white the 
other, so that upon capture it only has 
to be tumed over. 

Adam Sobey kindly gave my 
game Escalation a trial, and showed 
up some faults (which I hope have 
been overcome: p.l06). 
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Chancellor chess 67-68 
Chatty chess 2-3 
Checkless chess 38 
Chessgi 40-41 
Chinese chess 3-4, 12, 24, 28, 29, 

48, 54, 94-5 
Circe chess: too many to index 
Circe malefique 18, 56, 73 
Circe malefique + Madrasi 89 
Circe RI 18, 30, 45(3) 
Courier chess 101-105 
Cubic chess 16-17 
Curtains 66 
Cylinder chess 45, 78 
Decimal chess 71 
Decimal shatranj 71 
Draughts 12, 36, 48, 61-62 
Early mediaeval chess 52-53 
Enlarged chess 67-71 
Escalation 106 
Eureka (Induction chess) 26-27 

Fairy chess 8 
Foster's game 67-68 
Frankfurter chess 85 
Generalised chess 8 
Grid chess 59, 93 
Hexagonal chess 97-100 
Hydra-promotion circe 89 
Induction chess 26-27 
Kiwi checkers 41 
Knight-relay chess 23 
Knighted chess 20, 67-71 
Mad-cap chess 55 
Madrasi 18, 30 
Madrasi RI 6, 18, 89 
Madrasi + Circe malefique 89 
Mars circe = Martian circe 
Martian circe 89(2) 
Maura's game 68 
Maximmumming chess 64 
Maze chess 79 
Misere variants 38 
Modern chess 68 
Modern courier chess 102-105 
Multirex 18, 39 
Must-capture chess 55 
Mutant circe 89 
Parallel time stream chess 5 
Patrol chess 90 
Patt-schach 49 
Pin chess 38 
Pole chess 85 
Prechess 85 
Progressive ch 10-11, 12, 23, 24, 

35, 36, 47, 50-51, 84-5, 93 
Progressive chinese chess 42 
Progressive circe 12, 43 
Progressive shogi 43 
Putback chess 85 
Racing kings 78 
Randomised chess 65-66, 85 
Randomised progressive chess 42 
Refusal chess 1, 12, 24 
Rifle chess 13, 24, 36, 48 
Scotch chess (see also progressive 

chess) 50-51, 84-5 
Shatranj, 52-53, 71 
Shogi 13, 14, 36, 62, 63, 93 
Shogi variants 12 
Shoot chess 13 
Superschach 73 
Twenty-first century chess 70 
Upside-down chess 49 

Vinciperdi 38, 61 
Wall game 79 
Wolf chess 69-70 

Variant pieces 
Alfil, {2,2}-leaper, 8, 52-53, 57, 

73, 101, 106 
Alfilrider 9, 106 
Alfilriderhopper 32 
Alternators 21 
Amazon (Queen+Knight) 20 
Antelope (3,4) 73, 75 
Ark (Rook+Alfil) 20 
Auto-hopper 32 
Back-hopper 33 
Berolina pawn 56, 87 
Bis(hop )hopper 32 
Bishoplinehopper 33 
Bison, {3,1}+{3,2}-leaper, 8 
Bouncers 30, 31, 47, 57, 73, 88 
Bouncy king 83 
Bouncy knight 25, 30, 83 
Bouncy queen 47, 64, 83 
Camel, {3,1}-leaper, 8 
Camelopard (Camelrider + 

Fiveleaper) 20 
Camelrider 9, 45 
Cannon see Pao 
Chameleons 21 
Chancellor see Empress 
Changeling 21 
"Chinese" pieces (see also Leo, 

Mao, Pao, Vao) 29, 73 
Composite leapers 8-9 
Compound riders 9 
Contra-grasshopper 33 
Contra-hoppers 33 
Courier 101-105 
Crane 73,87 
Dabbaba, {2,0}-leaper, 8, 39, 106 
Dabbabarider 9 
Dabbabariderhopper 32 
Diagonal bouncer 57 
Dragon (Pawn+Knight) 20 
Duke & Duchess 88 
Emperor, (Wazir+Knight) 8 
Empress (Rook+Knight) 20, 67-

71 
Equihopper 32, 44, 57 
Equigrasshopper 32 
Fers, {l,l}-leaper, 8, 20, 30, 39, 

52-53, 87, 101, 106 
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Fiveleaper, {5,0}+{4,3}, 8,75 
Fu (Shogi pawn) 15 
Generalised knights 8-9 
Giraffe, {4,1}-L 30, 44, 57, 73 
Gnu, {2,1}+{3,1}-leaper, 8, 87 
Gold general 15 
Grasshopper: too many to index 
Greater grasshopper 33 
Hoppers 32-33, 70 
Hunters 21, 71 
Hybrids 20-21 
Jibber 33, 45 
Kangaroo 33 
Kei (Shogi knight) 15 
Knighted pieces 20, 67-71 
Knight-hopper 32 
Lance 15 
Leaper 8-9 

{7,1}, 8 
{1,1 }+{2,0} 8 
see also Alfil, Camel, Dabbaba, 
Fers, Giraffe, Knight, Wazir, 
Zebra. 

Leaper+Rider 20-21 
Leo 29, 87 
Line-hoppers 33 
Lion 30, 33, 45, 72, 87 
Lynx (Empress+Zebra) 20 
Mao 29, 87 
Maorider 45 
Mirrors 79 
Neutrals 18, 30, 44, 57, 72, 88 
Nightrider 6, 9, 39, 45, 69, 72, 73, 

91 
Nightriderhopper 32 
Non-stop equihoppper 32 
One-bounce queens 64, 80 
Oppo-hopper 32 
Orix (Equigrasshopper) 32 
Orphan 45 
Pao (Cannon) 29, 30 
Pole 85 
Princess (Bishop+Knight) 20, 30, 

56,68,73 
Protean pieces 39, 85 
Querquisite 21 
Raven (Rook+Nightrider) 30, 31 
Rex multiplex 89 
Riders 9, 70 
Rider (3,3) 9 

(1,2)+(1,3) 9 
(1,2+(2,3) 9 
(1,3)+(2,3) 9 
Queen+ Nightrider 9 
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Rider-hoppers 32 
Rookhopper 32, 45 
Rooklinehopper 33 
Rootfifty {5,5}+{7,1} 9 
Rose 30 
Royal bouncer 57 
Royal pieces 37-39 
Royal leapers 38-39 
Royal riders 39 
Schleich 101 
Semi-pieces 90 
Ship (Pawn+Rook) 20, 67 
Silver general 15 
Sneak 101 
Snipers 21, 71 
Soldier 87 
Squirrel {2,0}+{2, 1 }+{2,2} 9 
Tiger 33 
Transformers 21 
Turn-symbol pieces 21 
Universal pieces 32, 33 
Vao 29, 30 
Vulnerable king 45 
Walls 79 
Waran = Raven 
Wazir, {l,O}-leaper, 6, 8, 30, 

101, 106 
Whopper 32 
Woodworm 33 
Zebra, {3,2}-leaper, 72, 75 
Zebrarider 9 

Problem composers 
Albert, E. 21 
Alexander, C.H.O'D. 1 
Bakcsi, G. 86* 
Bartel, Elmar 87* 
Bartel, Erich, 18(3), 30(4), 44, 45, 

56, 69*, 72(2), 73, 87*, 88, 
89(2) 

Beasley, J.D. 5 
Belokon, J.V. 18* 
Bonus Socius 20, 38 
Borodatov, L.N. 18 
Brunner, E. 38 
Bunka, V. 86(2) 
Byway, P. 88(2) 
Calvet, F. 8* 
Charosh, M. 59 
Chicco, A. 59 
Chinese composers 4(3) 
Creed, J.E.H. 21, 29 
Darvall, R.J. 20 
Dawson, T.R. 8, 9(4), 20(4), 

39(3+1 *) 
Dragoun, M. 87 
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Ebert, H. 6(2), 30, 44, 45, 73, 86 
Flood, C.R. 20 
Frankiss, c.c. 18, 30(2), 45 
George, A. 18, 86* 
Gibbins, N.M. 38 
Grubert, H. 6(2) 
Harley, B. 21 
Hartong, J. 39 
Heidenfeld, W. 37 
Henke, E. 21 
Holladay, E. 6(5), 45, 56, 72, 73 
Ingleton, A. 18, 45(2) 
Ingram, J.G. 59* 
Jelliss, G.P. 29*, 30,57(2), 59, 72 
Karsch, W. 8, 9(3) 
Kemp, C.E. 39*, 59(1+1 *) 
Kovacs, N. 9 
Krivenko, v.A. 18*, 44, 57 
Lester, W.E. 8, 21 
Locock, C.D. 21 
Lois, 1. 74 
Mach, Z. 29(2+ 1 *) 
Mac1eod, N.A. 18, 24 
Mauldon, J. 86* 
Mihalek, F.M. 44, 56(2), 73 
Mochalkin, A. 30(2) 
Monreal, P. 8* 
Nebotov, V. 72*, 89(3), 90 
Niemann, J. 39 
Nixon, D. 59 
Olausson, M. 6(2), 18(3), 30(3), 

44(2), 45(2), 56(3), 57, 72, 73, 
86, 87(3), 88(3) 89(2) 

Oudot, J. 8 
Pantazis, S. 72*, 86* 
Plaksin, N. 18, 30, 44, 57, 73, 86, 

89 
Pribylinec, V. 18(2), 57 
Queck, R. 59 
Richardson, 1. 73(2), 87(2) 
Sabol, F. 88 
SchIensker, P. 39 
Senkus, R. 86(2), 87 
Shanahan, 1. 6, 57(2), 86 
Sieber, W. 69* 
Smook, R. 45 
Sobey, A. 56 
Sphicas, G. 72*, 86*, 88 
Stapff, H. 38 
Steudel, T. 8 
TayIor, J.P. 38 
TyIor, C.M.B. 18, 72* 
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van den Berg, E.J. 74 
Widlert, K. 6 
Wong, P. 6(2), 24, 30(2), 57, 73, 

88,96 
Woszczynski, 6 
Zoltan, L. 86* 

Problem & Puzzle Stipulations 
Add pieces 89 
Arrangement puzzles 47, 64, 80 
Autostalemate 59 
Board 8x7 57 
Board 8x9 45 
Board 8xlO 69, 73 
Board 8x12 105 
Checklock 37 
Chess patience 5 
Double maxi 5, 22, 64, 80 
Duplex 6(2), 18(2), 30(2), 73 
Endgames 88(2), 104-105(12) 
Exact mate 86 
Exchange play 6 
Four White Knights 6 
Haaner play 6 
Help-interchange 57 
Helpmate/stalemate: too many to 

index 
Legality in seriesplay 90 
Magic rectangle tour 105 
Mate in one 18, 21, 24 
Mate in two or more: too many to 

index 
Maxi-mate 6 
Maxi-selfmate 18, 21, 30(2), 44, 

72, 87, 88 
Multiple stipulation 18, 30, 73, 

88(2), 90 
Progressive play 24 
Reflexmate 6, 38 
Retractors 6, 30 
Retroanalysis 18(2), 30, 44, 57, 

73,86 
Royal pieces 39(7) 
Selfmate 30, 38, 87, 89 
Seriescheck 56, 88 
Serieshelpmate: too many to index 
Serieshelpstalemate 86 
Seriesmate 8, 88 
Seriesplay, general rules 90 
Seriesselfmate 56, 88 
Seriesstalemate 89 
Set play: too many to index 
Stalemate 6, 39, 56, 73 
Supermate (multirex) 18 
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Synthetic games 6, 64, 80 
Tours and paths 31, 32, 47, 75, 

91, 105 
Twin (see also multiple 

stipulation, zeroposition) 
by move of piece: too many to 

index 
by interchange 6, 57 
by piece-change 21, 72, 74, 87 
by reflection left-right 21 
by all men moved same 30, 39 
by rotation of board 32, 86 
by moving two pieces 36, 39 
by retaining key move 57 

Two solutions: too many to index 
Vertical cylinder 45 
What piece on given square? 24 
White neither mates nor 

stalemates 19 
Zeroposition 18, 57, 86, 87 

Reviews 
Flights of chess fancy 5, 7 
Gitterschach aufgaben 59 
Retro-opposition 31 
Systematic terminology 31 
World Game Review 90 

Miscellaneous 
AISE international tournaments 

23,77 
AISE progressive chess 

international team tournament 
11,23,47 

Alternative grids 59 
Award for compositions 1991-92, 

by Kjell Widlert 110-111 
Checkmate and stalemate 37, 61 
Chess dice 17 
Cooks/Comments/Corrections 93, 

108 
Correspondence 61-63, 78-79, 

85,93 
Dawson Centenary Nightrider 

Tourney Award 91 
Definition of chess 37 
Heterochess olympics 23 
Knight's tour news 75, 91 
Mechanical puzzles 93 
Notes for solvers 7, 19, 31 
Notes for composers 7 
Notes on generalised chess 8-9, 

20-21, 32-33 
Original problems 6, 18, 30, 44-
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45, 56-57, 72-73, 86-90 
Pinning 38 
Puzzles 17, 19, 31, 34-5, 47, 64, 

93 
Questionnaire 48, 61 
Royal game, the 37-39 
Royalty and check, 37 
Rules & Regulations 19 
Solutions to original problems 22, 

34, 46, 58, 74, 92-3, 107-9 
Solver's scores 22, 46, 93, 108 
Solving rules 93 
Types of variant chess 61 
UK progressive chess postal 

tournaments 10, 35, 84 
UK v Italy match 77 
Variants Day 96, 109 
Westernisation of Shogi 15 
What is a chess variant? 60 
Win, loss or draw 37 

The AWARDS for roblems 
1989-90 b Denis Blondel 
1991-92 b K ell Widlert 

are to appear in a supplement 

New Editor/Publisher 

must apologise for the 
considerable delay in publishing 
this issue of Variant Chess. It is 
the last I will be producing, and 
includes an index to the eight 
issues, thus completing the set. 

I have decided I need a rest 
from editorial and administrative 
work, but expect to continue to 
contribute articles and to work on 
my Guide to Variant Chess. 

Fortunately Peter Wood, has 
agreed to take on the task of 
keeping Variant Chess going, and 
I have passed all rights in it to 
him with effect from 1/i/1993. 

Fuller details of the 
subscription arrangements for 
Volume Two of the magazine will 
be shown on a separate sheet 
circulated with this issue. 

Write to: Peter Wood, 39 
Unton Road, Hastings, East 
Sussex, TN34 1TW (U.K.). 

THE END OF VOLUME ONE 
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RANDOMISED CHESS 

Randomised Chess has featured in 
VC before~ there was a long article by 
Mr.MHome in issue number 6. 
Mention has been made of a 
tournament held in Brighton in April 
1976 which unfortunately only 
attracted 10 competitors, (Ve7). One 
game was published in the Brighton 
and Hove Gazette of April 23, 1976 
with annotations by Mr. G. H. James. 
This is published below. 

White and Black have separate 
randomisations. 

White: Gluckman W. 
RBBQKNNR 
Black: James G. H. 
QBRRBNNK 
(Annotations by G.H. James). 

This game was awarded the Best 
Game Prize. 

l.c4 cS Black wants to open lines 
quickly for the bishops and rooks and 
use the knights defensively. White's 
idea is to be as flexible as possible, 
but failure to place his rooks in the 
centre leaves him behind in 
development. 2.Nfl b6 l.bl d5 
4.cxdS QxdS S.Ne3 Qb7 6.Bb2 f6 
7.h4 Bg6 S.hS Be4 9.Nh4 Nh6 10.fl? 
Weakening the black squares on the 
Kingside. Better was 
1O.Bxe4,Qxe4,11.d3. 10 ••• Bgl+ 
11.Kf1 Bxbl 12.Rxbl Qd7 1l.dJ cS 
Black now dominates the centre. 
14.Qc2 Ne6 IS.Rhl If 15.Nhf5, Nd4 
wins a piece. IS ••• Bf4 l6.Ndl Or 
16.Kf2 Nd4 17.Bxd4 cxd4 etc. 
16 ••• bS 17.Nn Nd4 IS.Bxd4 cxd4 
19.Qb2 Rc6 20.QaJ Rdc8 1l.g4 Be3 
22.Kg2 Rc2 2l.Rel as Threatening 

24 ... Bd2 and 25 ... Bb4,trapping the 
Queen. 24.Ne4 

24 .... Ng4! 25.fxg4 Qxg4+ 26.Ngl Or 
26.Kh2,Bf4+.26 ••• Bdl 27.Rlhl Bb4 
28.Ng6+ Kg8 Not 28 ... hxg6 29.hxg+ 
KgS 30.Rh8# 29.Qxb4 Rxel+ White 
resigns. 

I will be making attempts to find 
and publish other games from this 
tournament especially as there were 
several strong players participating, 
(the winner D. Springgay, G.H.James, 
D.N.L.Levy, D.Goodman). If any 
readers can assist in this I would of 
course be grateful. 

Mr.MHome takes an interest in 
Randomised Chess and has been 
conjecturing whether Black's pieces 
should mirror White's, or whether the 
white and black pieces should be 
separately randomised, (with the 
exception of each player's Bishops 
which should run on different 
colours). Having a different 
randomisation for the white and black 
pieces leads to the possibility of one of 
the players gaining an advantageous 
array, which led Mr. Home to favour a 
mirror-randomisation. However a 
telephone game between Mr. Home 
and myself when both Kings were on 
the "g" file led to a certain stodginess 
in the opening and early middlegame 
play. In the following game, which 
was played in a tournament in 1992, 
the separate randomisation 
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produced an unbalanced position and 
dynamic play. The players' approach 
to the game obviously was another 
cause of the dynamism, but 
Mr.Home, I believe, is now inclining 
to the view that separate 
randomisation is preferable to 
mirror -randomisation. 

White: Murphy D. 
QNBRRNKB 
Black: Wooldridge L 
KQNRBNRB 
"Medley" Tournament 18.1, 1992 
(Annotations by P. Donovan, with 
comments by the editor in Italics.) 

1.g3 g5 2..41! David thought 2.d4 
would have been better. 2. •• dS 3.d4 
is 4.85 Rd6 S.Ne3 f4!? A lively pawn 
sacrifice. 6.Nxd5 Bc6 7.Nbc3 Ne6 
Maybe just 7 ... e6. - Then 8.Ndb4 
&hI 9.KxhI fog 10.hxg Bxd4 Il.Ne4. 
with a double-edged game. S.e3 h5 

Or 8 .. .ftg 9.ftg RgdB 10.Qa2 h5. 
9.b4 fxg3 lO.hxg3 fxg3 is perhaps 
better. 10 ••• g4 11.bS BxdS 12.NxdS 
h4 Better is immediately 12 ... Ng5; 
with NJ3 + to follow cutting off the 
Bishop's diagonal. 13.c4 a6 is very 
strong here. ego J3 ... Nd8 14.axb 
Nxb7 15.Qc3 Rd7 J6.Qc6 Rgd8 
17.Nb4 Nd6 18.Na6 Qc8 J9.Nc5 and 
wins. If 13 ... c6. then simply 14.axb+ 
Qxb715.bxc6Rxc616.Nb4. 13 ••• Ng5 
Now that Black can block by Nf3+ he 
should be all right. 14.b6 c5 forces 

Black to play 14.Rxd5. ie., if Rdd8 
15.b6; while ifRd7 then 15.c6, and if 
then bxc, 16.Nb6+ wins, (or 15 .. 
Rdd8. when cxb+ wins). 

14 ..• RxdS Nice move! - I beg to 
differ. Much stronger here is cxb and 
if 15.axb Nh3+ 16.Kfl Nxb6. and if 
then 17.c5 Rxd5! 18.cxb6 Rj5. If 
17.c5 is not played, Black's Kingside 
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attack is very' strong. - If 15.a6,then 
Nj3 + stops everything. lS.cxdS If 
15.Bxd5, then e6 15.Bg2 hxg, 
followed by Nf3+. IS ••• hxg3 16.e4 
This, and the previous move, are the 
moves that turn the tide. 16 .•• Nh3+ 
Black's 16th looks a bit odd as against 
16 ... Nf3+. If 16 ... cxb6 then 17.e5, 
blocking out Queen and Bishop. - If 
16 ... Nj3+. 17.Bxj3 gxJ3. 18.Bf4 stops 
Black's attack. 17.Kf1 gD2 18.Re2 
cxb6 19.e5 g3 bxa5 should be played 
here. 

20.Bgl Perhaps unneccessary. 
White missed a6! (threatening d6). 
20 ... Rg7 21.Qc3! with Rc2 to follow; 
White has too many threats. and 
Black must shed material. 20 ••• Ngl 
21.Re4 This aims to back up Bf4, but 
it's a lemon blocking the Bishop.It 
should go, if at all, to c2, but I would 
suggest 21.a6. - ego 21 ... Nxe2 
22.axb+ Qxb7 23.d6 wins. 21 ••• Qc7 
He must activate the Queen to have 
any chances. 2l.Qal bxa5!? 
Interesting. Stopping a6. If 23.d6 then 
23 ... Qb6 and White cannot take the 
Rook. 2l.Bf4 Qb6 24.Qc4 Qg6 
lS.Re3 Preparing to take the "gM and 
"t'" pawns followed by the advanced 
Knight. 2S ••• Qg4 Attacking Rook and 
Bishop, but David whether by 
accident or design has a strong 
reply. 26.Rcl Nb6 27.Qc7 ReS If 
27 ... Qxf4, then 28.d6 Rb8 29.dxe7 
with a cmshing game, (if 29 ... Qxe3, 
30. Qxb8+). 
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28.Qxc8+ Nxc8 29.Bxg3 Nh3 30.e6 
Nb6 31.d6 Nc4 With two threats of 
mate .But it's just the last kick of the 
dying horse. 32.Re2 Qxd4 33.dxe7 
Black resigns. 

A most faSCinating tactical battle -
the kind of game that can result, I 
believe, more .from a randomised 
opening than from the standard 
stQl1ing array. 1-0 

Obviously the "normal" chess 
starting array is a mirror-array, and 
this need not lead to stodgy play. 
Having the King centralised with the 
possibility of either Kingside or 
Queenside castling gives a certain 
degree of randomisation even in 
"normal" chess and this can create 
uncertainty and tension,often giving 
difficult choices to the players.A 
limited form of randomisation might 
be for the King to be placed only on 
the Md" or Me" file with the other 
pieces randomised,( either mirror or 
separate). If castling choices are to be 
kept, (potential further 
randomisation), the Rooks could 
remain in the corners and the other 5 
pieces randomised. This might be 
interesting. I give a game played 
between computer programs recently 
where the Kings and Rooks are placed 
on their normal squares, while the 
remanung pieces have separate 
randomisation for White and Black. 
Castling is permitted. 

White: Fritz 486 RNBNKBQR 
Black: M-chess 286 RBBNKQNR 

l.e4 Ne6 2.Bc4 c6 3.Bxe6 Botli: 
computers seemed to like this move 
and the reply 3 ... dxe6, although 3 ... 
fxe6 seems better. After 3 ... dxe6 the 
black queen is hemmed in. 3 ••• dxe6 
4.d3 Nf6 S.Nbc3 b6 6.D M-Chess, 
which throughout played a more 
active game, was expecting 6.f4. 
6 .•• Bd6 7.Qe3 e5 8.Qe2 Be6 5 ... b6 
enabled the bishop c8 to be developed 
at a6 (or b7) but as e5 has been 
forced on Black, e6 is a better square 
for it. This has rendered b6 rather a 
waste of time and has left it as a 
potential weakness. 9.0-0 0-0-0 Both 
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"players" have castled into rather 
exposed positions, but Black has had 
to do this because of the problem of 
his Queen's development 10.Be3 
Rd7 11.a3 M-Chess was anticipating 
a4 here. 1l .•• Kb8 12.Nfl Nb5 Fritz, 
which altogether played a more solid 
and wary style of chess than 
M-Chess, gave as Black's best plan: 
h6,g6,Qg7,and Rhd8. Black's play is 
more interesting though. 13.Rad1 
M-Chess expected b4. 13._f6 
14.Rfe1 g5 15.Rd2 Nf4 16.Bxf4 gxf4 
17.b4 The game is developing in a 
most interesting way. The players are 
attacking on opposite wings. 
M-Chess was expecting 17.d4 here. 
17._RgS 18.Rb1 Rg5 19.bS Qg8 
Fritz suggested cS first; although the 
cS square is taken from the bishop, 
there is the posstbility of cS-c4 later. 
20.Qfl Rc7 If 20 ... Bxa3, then 
21.bxc6 followed by NbS; but of 
course cS can still be played either on 
this or the next move. 21.&4 Ik5 The 
immediate threat is Bh3. 22.Khl 
Bd423.Nfdl 

23.... Qc8 Fritz's rating of Black's 
game was gradually increasing; after 
the next few moves its increase was 
more rapid. Interesting is 23 ... Rh5, 
(threatening Rxh2+), 24.Ne2 Be3 
25.Nxe3 fxe3 26.Rdl cxb5 27.a5 
Rxc2 28.axb6 Bb3 29.Rdcl Rd2 
30.Qel Ba4, and Black is rampant. 
24.Rc1 Qe8 Black loses the 
momentum of the attack after these 
last two Queen moves as White 
defends his weak points, and although 
White is forced to give up the 
exchange he gets strong Queenside 
pressure in recompense. 25.bxc6 
Qh5 26.Rf2 26 ... Qxh2+ is threatened 
with mate to follow. If 26.h3, then 
Bxh3 27.gxh3 Rg3 28.Kh2, (if 
28.Rh2 Qxf3+), 28 ... Rxf3 and Black 
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is winning. 26 ••• Bxfl The exchange 
is the exchange, but from now on 
White's game gradually improves, 
(there are green shoots appearing.) 
27.Qxf2 Rxc6 28.35 Rg6 Fritz 
suggested f6-fS. White has been 
using a lot more time than Black over 
his moves. 29.Rb1 Rb6 30.Qgl Ka8 
31.axb6 Rxb6 32.Rxb6 axb6 33.Nb2 
fS The position is most interesting. 
White is the exchange down, but 
Black's Queenside is threadbare. The 
mate threat is needed to stop White's 
Queen coming decisively into the 
game. Meanwhile the White Knights 
can infiltrate. 34.Nba4 fxe4 35.dxe4 
Qb4 36.Nxb6+ Kb7 37.NcdS Kc6 
This is a mistake: Bxd5 should have 
been played, ego 38.Nxd5 Rc6 39.Qf1 
K.c8. M-Chess bad about 5 minutes 
per move before the time control at 
move 40, but played badly under this 
"pressure". 38.c4 Kb7 39.Na4 

39._ Bc8 Not the best. Again 
39 ... Bxd5 is all right, ego 40.exd5 
Qg3 41.Nc5+ Kc8 Ne4, when Black 
can force a draw by Rb2+. Fritz gave 
39 ... Bti 4O.Nc5+ Kc8 41.Nd3 Bxd5 
42.exd5 Qg3, (when if 43.Nxe5 then 
43 ... Rxh2+ and draws; and if 
43.Qc5+, then 43 ... Kd8 44.Qgl Kc8 
also draws), 43. Nf2 Qg7, ( 
threatening Ra6). Interesting is 
44.Qal, (44.Ne4 is simpler and 
should draw, 44 ... Rb6 45.c5 e4! when 
Black may be winning. 40.Nc5+ Kb8 
Both computers actually lost on time. 
M-Chess, after thinking for 8 
minutes, was three seconds over the 
time limit on move 40! 41.b3 If 
Bxh3,then 42.Qbl+ Kc8 43.KgI! and 
White wins. The rest is a clean-up 
operation which Fritz smoothly 
accomplishes. 41...Rg6 42.Qal Qg5 
43.Qb2+ Ka7 44.NdJ Ra6 45.Nxe5 
e6 46.Nb4 Rb6 47.c5 Rxb4 48.Qa3+ 
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Ba6 49.Qxb4 Qxe5 SO.Qb6+ Ka8 
51.Qxa6+ Kb8 52.c6 Qc7 53.Qb5+ 
White wins. 

A VARIANT FOR 
THE NINETIES. 

Readers' attention is drawn to MWTay'S 
"A History of Chess," ( page number 37 ), 
where he quotes the Arabic historian 
al-Mas'udi writing about 950 AD. : 

"But by far the most frequent use of 

ivory is for the manufacture of men for 

chess and nard. 'Several of the chessmen 

are figures of men or animals, a span high 

and big. or even more. During the game a 

man stands by. specially to cany the men 
from one square to the other. When the 

Indians play at chess or ruu:d, they wager 

stuffs or precious stones. But it sometimes 

happens that a player, after losing all his 

possessions, will wager one of his limbs. 

For this they set beside the players a small 

copper vessel over a wood fire, in which 

is boiled a reddish ointment peculiar to 
the country, which has the property of 

healing wounds and stanching the flow of 

blood. If the man who wagered one ofhis 

fingers loses. he cuts off the finger with a 

dagger, and then pltmges his hand in the 

ointment and cauterizes the wound. Then 

he returns to the game. If the luck is 

against him he sacrifices another finger, 

his hand, his fore-arm, his elboW, and 

other parts of his body. After each 

amputation he cauterizes the wound with 

the ointment, which is a curious mixture 

of ingredients and drugs peculiar to India. 

of extraordinary effectiveness. The custom 

of which I have spoken is a notorious 

fact. " 

"Variant Chess" recommends that this 

quotation should be brought to Mr. N. 

Short's notice immediately. He should be 

warned that this is the sort of thing that 

playing chess outside the jurisdiction of 

FIDE could lead to. Of course a 

Championship played under these 
regulations might command a higher fee ... 
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A BRIEF INTRODUCTION TO THE 
HISTORY OF JAPANESE CHESS 

The above was the subject of a lecture given in Paris at the 
annual "Collector's Society" meeting in 1992. The lecture 
was given by Mr. Masukawa and is a copy of his notes. 
This has already been published in the "Collector's Society 
Magazine" and Mr. Masukawa has kindly let me publish it 
here. I hope it will be new to most, if not all, of vc readers. 

I would like to give an outline of the history of Japanese 

Chess, or SHOGI as it is known in Japan, and draw your 
attention to some of its characteristics. I would also like to 

make some comparisons between SHOGI and the form of 
chess commonly played in China called SlllANG-CHI. 

From about the seventeenth century until comparatively 
recently it has been generally thought that SHOGI came 

from China. 10 what follows, I sball attempt to explain how 

this view came to be accepted. Then I would like to 

illustrate why I believe this theory to be erroneous. 

At various stages throughout Japanese history, Chinese 

people brought much of their civilisation and culture to 

Japan. 10 turn, Japanese students went to China to study 

and brought back the fruits of their learning. 10 this way, 
both technological know-how and culture found its way to 
Japan. It therefore naturally followed that SHOGI too bad 
come from China. 

In a Japanese encyclopaedia called TIN RIN KUMMO ZUE 

published in 1690 we find an entry on the origin of SHOGI. 

We are told something to the effect that a Japanese 

intellectual by the name of MAKIBI KIBI went to China 

sometime during the eighth century. While he was in 
China, he learnt a kind of chess, probably SHIANG-CHI, 

that is, Chinese Chess, and upon returning to Japan 

brought the game back with him. Although there is no 

historical evidence for this story, from the seventeenth 
century up to the present day it has been widely believed as 

constituting historical fact. 

10 1726, a government official in charge of the department 

dealing with cultural affairs under the TOKUGA W A 
Shoguoate ordered the players of SHOGI and GO to 

disseminate knowledge of their skill. Actually, these 

official players belonged to what might be called, 'SHOGI 

families', or 'GO families'. That is, certain families who 

passed on their skills from generation to generation, thus 
enabling them to maintain their status. 

In a report drawn up by SOYO OHASHI, there is a 

statement something to the effect that SHOGI most 
probably came to Japan from China. The reasoning behind 

this is that Japan adopted Chinese characters as a means of 
transmitting the written word. And as Chinese characters 

are used to identify the pieces in both SlllANG-CHI and 

SHOGI, it followed that SHOGI came from SHIANG-CHI. 

This theory has been thought to be a reasonable one since, 

in contrast, International Chess and some other variants of 

chess differentiate the pieces by their shape. 

Incidentally, when I say, 'pieces', I refer to what in 

International Chess is called material, that is, the pawns as 

well as the pieces. And for the sake of convenience, I would 

like to continue to use the words 'piece' and 'pieces' in this 

way. 

To return to seventeenth century Japan then: There was 
little if any knowledge of the outside world In general, 

people were ignorant of world history and therefore 

ignorant of the history of chess. Moreover, the Japanese 
people of that time thought that anything and everything 

that came from China was excellent So to present SHOGI 

in an attractive light, the authorities of the day attnbuted 

Chinese origins to the game. 

Since that time, many introductions to books on SHOG! 

have pointed to its supposed origin in China. As I am sure 
you are all very much aware, if you keep repeating some 

doctrine, no matter how erroneous it roay be, people start to 
believe it as unquestionable fact. This is what has happened 

in Japan with regard to the origins of SHOGI. The view 

that SHOGI came from China continued up until the 

mid-1980s. 

In 1975, I wrote an article for a SHOGI magazine in which 

I pointed out the error ofthis theory. Since then, I have also 
written a history of SHOGI in two volumes published by 

HOSEI DAIGAKU. The first volume came out in 1977 and 
the second came out in 1985. Once again, I showed why I 

believe the theory that SHOGI came from CHINA to be 

mistaken. And while the theory of the Chinese origins of 
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SHOGI still persists in some quarters, this belief has THREE: In the initial set-up, the pawns are placed in 
the front on every other line. SHIANG-CHf 

has fewer pawns than any other form of 
chess, with the exception of the form of 

chess which is played in Korea, called by 
the rather similar sounding name of 

CHANG-GI. 

definitely declined. 

Actually, academic or scientific research in the field of 
SHOGI is quite new. This is largely because SHOGI 

players, quite naturally, are more interested in playing the 

game than studying about it. 

If we take a closer look at SIDANG-CHI and SHOO I we FOUR: In SHIANG-CHl, there is a piece called the 
Cannon with special characteristics. can find some differences which I believe to be quite 

significant. First of all, let's take a look at the board: 

ONE: 

TWO: 

1HREE: 

SHIANG-Cm is played on the lines of the 

board not on the squares as in SHooI. The 

board is 9 lines by 10 lines. And the pieces 

move along the lines. 

There is a river in the centre of the board 
called the K.AKAI in Japanese. This river 
divides the two sides. The piece called the 
Elephant can not cross this river. 

In SlllANG-Cm there is an area called the 
KYUKYU that is usually referred to as the 
Imperial Palace in English. The King and 
the Guards are not allowed to leave this 
area. 

SHooI on the other hand, as I said a moment ago, is 

played on the squares. The board being 9 by 9. Later on I 

would like to say a few words about an earlier variant of 

SHooI called CHU-SHooI which is played on a board 12 
by 12 squares. Anyway, whatever the SHooI, there is no 

area called a river, or even equivalent to a river. Neither is 

there an Imperial Palace. Therefore, all the pieces move in 
a comparatively free way as there are no restricting rivers 
or palaces. 

So now let us take a look at the pieces: 

ONE: "The pieces in SHIANG-CHI are round and 
the name of each piece is indicated by a 
single Chinese character. 

TWO: In SHIANG-Cm, each player has a total of 

16 pieces. The pieces are red and black or 
dark blue. The senior or stronger player has 

the red pieces and the other player has the 

black or dark blue pieces. 

FIVE: In SHIANG-CHl, the names of the pieces on 

one side are written differently from the 
names of the pieces on the other side. 

As you probably know, the pieces in SHooI are five-sided 
and wedge-shaped. The names of the pieces are usually 

indicated with two Chinese characters. 

The colour of the pieces on both sides is the same. A 

particular characteristic of SHooI as it is usually played 

today, is that a captured piece may ~ used again as one's 
own piece. This characteristic has added considerable 

complexity and fascination to the game. 

If SHooI had come from China, it would more closely 

resemble SIllANG-Cm in the same way Korean Chess, 

that is CHANG-GI, does. However, as I have tried to point 
out, there are several differences between SIDANG-CHI 

and SHooI - differences which I believe to be significant. 

The forms of chess to be found in South East Asia, like 
International Chess, have pieces which resemble small 
statues, on the other hand, the pieces in SHooI are flat and 
the name of each piece is inscribed on it. However, I 
believe these characteristics to be of minor importance. 
Rather, there are certain similarities which I believe to be 
relevant. 

To begin with, the pieces move on the squares not on the 

lines as they do in SHIANG-CHI. In fact, the SHooI of 

ancient Japan most closely resembles the form of chess 

played in Thailand. 

So far, I have been dealing largely with the characteristics 

which make SHOGI and SHIANG-CHI different. 

We know that SHIANG-CHI was played at least as early as 

the eleventh century. Emperor HUI ZONG who reigned 

from 1101 to 1125 often played SHIANG-CHI and the 
pieces he used are still in existence today. These pieces are, 

-



page 6 VARIANT CHESS Jan - Mar 1. 993 

in fact, no different from the pieces used by players of 
SHIANG-CHI today. 

In 1973, some Chinese historians excavated a ship in a 

derelict port called QUAN ZHOU on the south coast of 

China. The port is thought to have been used from the 

eighth century. The ship, dated as being from the thirteenth 

century, was found to have been used for carrying cargo 

overseas and for trading. As excavation continued, some 

coins were discovered. And later on, some SHIANG-Clll 

pieces were found. There were both red and black pieces -
eighteen in all. 'These pieces are at present kept in QUAN 

ZHOU Museum. Two things seem to be apparent from this 

excavation.. One. SmANG-Cm was played by people on 

the social level of a ship's crew as well as by the 

aristocracy. And two. there appears to have been no change 
in the game up until the present day. 

Having spoken at some length on the differences between 
smANG-Cm and SHool, I would now like to go on to 

say a few words on the history of SHool, the Japanese 
version of chess. 

Among the board games played in ancient Japan, 

TRICKTRACK or BACKGAMMON, and GO were the 

most common. It appears that SHooI came after these 
games. some three hundred years later. 

The first reliable document in which we come across the 

word SHOGI, is an essay entitled 'SHIN SARUGAKKI' 
written around 1058. Recently. some SHooI pieces which 
have been dated at 1094 and 1095 were discovered in the 

ruins of an old government office in Hyogo in the west of 

Japan. It now becomes clearer that SHooI was played in 

Japan in the eleventh century, however the eleventh century 

SHooI pieces do not resemble the ones used in 

SInANG-CHI. Rather they look like the pieces used in the 
SHooI that is usually played today. 

In an encyclopaedia compiled in about 1120 called 'Nl 

CHU REKI', two kinds of SHooI are mentioned. The first 
kind is simply called 'SHool'. We know how all the pieces 

move, and judging from the pieces, the game was played on 

a board of nine by nine squares. In fact, this game is rather 

similar to modem-day SHooI. the only differences being 
that there is no HISHA. the equivalent of the Rook in 
International Chess, or KAKU, the equivalent of the 

Bishop. However, the game is rather simple when 

compared with the SHooI of today. The second type of 
SHOGI played in the twelfth century is called 

'DAI-SHOGI'. It was played on a board thirteen squares 
each way with a total of sixty-eight pieces, that IS, 

thirty-four pieces to each side. 

Of the two forms of SHQGI that were played in the 

eleventh and twelfth centuries the larger one gradually gave 
way to the smaller one. This was probably due to the 

political upheavals towards the end of the twelth century 

when power shifted from the aristocracy to the SAMURAI. 

In the fourteenth century another form of SHooI appeared. 
The game was called 'CHU-SHool'. (Ell. This is sometimes 
known as "Middle Shogi"), in contrast to the smaller and 
larger forms that came out earlier. CHU-SHooI is played 
on a board of twelve squares each way. There are 
twenty-one different pieces not including promotions. The 
total number of all the pieces is ninety-two, that is to say, 
forty-six pieces on each side. There are many fascinating 
pieces with many complex and different moves. We can see 
from the ~es of Buddhist monks and the aristocracy, 
that up until the sixteenth century. CHU-SHooI was a 
game that was played and enjoyed more than any other 
form of SHool 

There was also a game called SHO-SHool, which 

appeared in the middle of the fifteenth century. This game 

was very similar to the SHooI which is generally played 
today. It was also similar to the smaller form of SHooI 

that was played in the twelfth century. Unlike the SHooI 

of the twelfth century. the SHooI of the fifteenth century 

had at least two additional pieces. The two pieces are the 

ones I mentioned a moment ago, namely, the mSHA, that's 
the Rook, and the KAKU. that's the Bishop. There may 

have also been an additional piece called the SUIZO which 
may be translated as the 'Powerful Elephant'. Incidentally, 

this piece appears in CHU-SHool It seems that 

CHU-SHOGI was as popular as SHO-SHOGI. Somebody 

would play CHU-SHOGI on one day. and then the same 

person would play SHO-SHooI on another day. 

At this point, I think I had better mention briefly another 

characteristic of SHOGI - that is, promotion. In SHooI 
most of the pieces can promote once they enter the territory 

of the other side. This means the pieces are able to take on 

new powers. This is rather like the pawn in chess which 
can become a Queen upon reaching the final rank. 

To continue then: It is thought that by the middle of the 

sixteenth century SHO-SHooI evolved into the form of 

SHooI which is generally played today. The military 

commander IETADA MATSUDAIRA, painted a picture of 
the SHOGI we know today in his diary in February 1587. 

-



page 7 VARIANT CHESS Jan - Mar 1993 

However, it is not known exactly when the 'drop' was 
adopted. By the word 'drop' I mean that a captured piece 
may be used again as one's own piece. 

At the end of the sixteenth centwy some larger variants of 

SHOGI appeared.. There was a member of the lower 

aristocracy called MINASE who used to make SHooI 

pieces. Moreover, there is a list still in existence of the 
customers who came from 1590 to 1602. During the course 

of the thirteen Years between 1590 and 1602 there were 
ninety-four customers, among which were aristocrats, 

Buddhist monks, military commanders, wealthy merchants 

and master craftsmen. Altogether seven hundred and 

thirty-five sets were made. Although most of the pieces 
were either for CHU-SHOGI or SHO-SHooL there were 

eleven sets of pieces which belonged to two of the larger 

variants of SHOGL It is thought that these larger forms of 

SHOGI were never actually played but were made for 
ornamental purposes. This is easy to understand when one 

considers the sheer number of pieces and the amount of 

time it would take to play a game. 

After the seventeenth century the popularity of 

CHU-SHOGI declined. I believe there are two main reasons 

for this. One reason is. there are no 'drops' in CHU-SHOGI 

as there are in SHO-SHOGI and modem~ SHOG!. That 
is. in CHU-SHOGI you can not use the pieces you have 
captured. The other reason is. the TOKUGA WA shogunate 
officially adopted SHO-SHOGI. There was a kind of family 

of SHOGI players who were appointed by the government 

to serve as SHOGI players to the SHOGUN. In this case 
SHQ-SHOGI was used. There was a tradition that the 

SHOGUN should watch the players in action once a year. 

Actually, this did not happen very often. Instead a high 

official would take the SHOGUN's place on such occasions. 
This system did not exist in Europe for Chess. 

Before IEY ASU TOKUGA WA became SHOGUN, he was 
a powerful and influential feudal lord in the east of Japan. 

He often visited KYOTO, the then political capital of 

Japan. He probably did this in order to glean political and 

economic know-how. He used to hold banquets to which he 

would invite the influential members of society as a way to 

glean such knowledge. In addition, some players of SHOGI 
and GO would be invited as entertainers. In 1590, IEYASU 

TOKUGA W A, the GO player HONIMBO, and the SHOGI 

player SOKEI OHASHL associated with each other. 

Players of SHOGI and GO were invited to temples and 

residences of aristocrats. Although these players would 
receive an honorarium they did not receive a regular salary. 

In 1612, eight players of SHOGI and GO were taken on as 
pennanent professionals by the TOKUGA W A shogunate. 
They served at the lower levels of the department dealing 
with cultural affairs. These players had the right to give 

ranks to other players. I have written about this system at 

some length in a book I wrote in 1987 called 'YUGEISHI 

NO T ANJO', which may be translated as 'The Birth of the 

Professional Entertainers'. 

From 1635, three families of SHOGI players and four 
families of GO players received salaries. These seven 

families received salaries from the government for the next 

two hundred and thirty years until the MEll Restoration. 

When the TOKUGA W A shogunate fell in 1868 the salaries 

of these players were cut. They fell on hard times and by 

1890 they disappeared. 

From 1895 newspapers started to sponsor SHOGI players. 

Each newspaper drew up conttacts with several players and 
carried diagrams of SHOGI games. This brought about the 

rebirth of professional SHOG!. 

Nowadays, SHOGI players belong to the Japan SHOGI 

AssocIation which is financially backed by newspapers, the 

Japan Broadcasting Association and some other publishers. 

KOICIU MASUKAWA 

DRIVE CHESS 

Here is an odd kind of variant - the player who captures 
first loses. In German this is called "Treib" Chess. "Treib" 
has multiple meanings in German. "Drive" is the literal 
etymological translation in the sense of "to urge" or "to 
induce" 

Erwin Gansler - Erich Bartel 8th March, 1961 l.NfJ 
Nc6 2.g3 Ne5 3.d3 Nc4 4.Be3 Nd2 5.Bh3 e6 6.Nc3 Nf6 
7.Ne4 Bd6 8.c3 Nd5 9.Nf6+ Kffl 10.Qc2 Nf4 1l.Bg2 c6 
12.Rdl Qa5 13.a3 Qd5 14.Bb6 Qe4 15.Bd8 Be7 16.e3 h5 
17.Qa4 Nb3 18.Nh7+ Kg8 19.Qd4 f6 20.Qe5 Qg6 21.Ba5 
Bd6 22.h3 b6 23.Nd4 08424.0 Qf5 2S.R.d2 Ba6 26.Rc2 
BbS 27.Rfl a6 28.K.f2 Nd2 29.b3 Ne4+ 30.Kgl Ne2+ 
31.Kh2 Nf2 32.Bb4 g5 33.R.d2 Bc4 34.Qf4 Rf8 Yl-Yl 

A variant of little interest. The defence is too strong for 
an attack to succeed .... unless of course a player blunders 
badly. Drive Chess would appear a most excellent game for 
lifelong insomniacs. 

-----------------------------------------------------
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ITALIAN 
PROGRESSIVE CHESS 

Variant Chess 6 gave details of an 
international match between the 
United Kingdom and Italy in the 
above variation arranged by P. Novak 
and A. Castelli. This was in 1991. As 
was stated this was played in three 
groups, each group consisting of 2 
players per side who played 2 games 
against each of the opposing players. 
The results given in Issue S9 of 
"Eteroscacco" were as follows: 

Italy UK 

1 LeondaJ.M 4 HorueM 1 
2 RaIoV 3 Donov_P 0 

3 CIIIteIIi A 4 NovakP 0 
4 BuceoIIero G 4 JeIIbIG 0 

5 s.hwIorlR 4 Tav_rS 0 
, FlpnS 3 RicIIanIMa I 1 

Italy therefore won by the rather 
overwhelming score of22-2. 

Here are all the games I have been 
able to obtain from this match. The 
three games that are missing all 
involve S. Tavener and I am assuming 
that he withdrew from these with the 
games unfinished. 

I have sorted the games according 
to the openings employed. The 
openings are as named by M. 
Leoncini in an article in 
"Eteroscacco", (with the exception of 
the Jelliss Opening.) 

In Italian Progressive Chess a check 
may ONLY be given with the last 
move of a sequence. This means for 
instance that move 7 in the first game 
is indeed mate. 

A.Castelli - P.Novak 1-0 
Orthodox Defence 
l.d4 
2.dS Nf6 
3.e4 eS BbS+ 
4.c6 cxbS Ne4 Kd7 
S.f4 Ke2 Nc3 Nxe4 NcS+ 
6.Kc7 r.; Qd6 QxcS Qxd4 Qxdl + 
7.Ke3 e6 Bd2 Kd4 KeS - BaS # 
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M.Home - V.Rallo 0-1 
Orthodox Defence 
l.d4 
2.dS Nf6 
3.e4 eS BbS+ 
4.c6 Bg4 Bxdl Qa5+ 
S.b4 bxaS Kxdl exf6 Nfl 
6.exf6 Be7 Kd7 cxbS Nc6 NxaS 
7.Bd2 h4 h5 h6 hxg7 gxh8(Q) Qxa8 
S.b4 b3 b2 bal(Q) Nc4 Na3 Nxbl Ne3 
# 

M.Home - M.Leondni 0-1 
Orthodox Defence 
I.d4 
2.d5Nf6 
3.Bf4 Bxe7 Bxd8 
4.KxdS Ne4 Nxt2 Nxdl 
S.KxdI a4 h4 e4 Kd2 
6.K.c7 Nc6 Nxd4 Nxc2 Nxal Nb3+ 
7.Ke3 h5 h6 hxg7 gxhS(Q) exdS 
QeS+ 
S.Kb6 f6 fxeS Bg4 NcS Bg7 Rf8 Bh6 
# 

G.Buccoliero - G.JelIiss 1-0 
Semi-Orthodox Defence 
l.d4 
2.d6Nf6 
3.Nc3 BgS Bxf6 
4.e6 Qxf6 Qxd4 Qxdl + 
S.RxdI e4 Bc4 Bxe6 BxeS 
6.Ke7 Kf6 Nd7 Rxc8 Re8 h5 
7.Rd5 ReS Nfl Nh4 f4 - NdS # 

G.Buccoliero - P.Novak 1-0 
Benoni Defence 
I.d4 
2.cS Nf6 
3.e4 eS exf6 
4.dS Bg4 Bxdl gxf6 

S.Nfl NeS Nd7 BbS Nxf6 # 

Jan - Mar 1.993 

M.Leoncini - M.Home 1-0 
Trinacria Defence 
l.d4 
2.cS dS 
3.Bf4 Bc7 BxdS 
4.Kxd8 Bg4 Bxe2 Bxdl 
S.dxcS c6 cxb7 bxaS(Q) Kd2 
6.d4 Bfl Bxa8 Bxg2 Bxhl Ke7 

7.Ba6 Nc3 Ke2 Rdl Rxd4 Rd6 NbS # 

LRichardson - S.Figura 1-0 
Trinacria Defence 
l.d4 
2.cS dS 
3. e4eSBbS+ 
4.Qd7 QxbS Qd3 Qxdl+ 
5.KxdI dxc5 c6 cxb7 bxc8(Q) # 

LRichardson - R.Salvadori 0-1 
Pseudo-Roman Defence 
l.d4 
2.cS cxd4 
3.e4 eS Na3 
4.e6 QgS Qxcl Qxdl+ 
5.Rxdl BbS Ke2 f4 fS 
6.ex5 Bxa3 Be7 b6 Ba6 BxbS+ 
7.c4 cxbS Rxd4 Ra4 Rxa7 RxaS 
RxbS+ 
S.BdS Ne7 Nc6 NxbS d6 Kd7 Re8 
RxeS+ 
9.Kf3 h3 Ne2 Nd4 Nc6 ReI RxeS Re4 
Nxb8+ 
lO.Kc8 d5 d4 d3 d2 f4 Be7 BcS Be3 
dl(Q) # 

\. 

Original articles, letters, 
and comments will always be 

welcomed from readers. 
It would be helpful if anything 

submitted for publication 
could be printed. 
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V.Rallo - P.Donovan 1-0 P.Donovan - V.Rallo 0-1 S.Figura - LRichardson 1-0 
Pdeudo-Roman Defence Senese Defence Aperta Defence 
1.d4 l.e4 1.e4 
2.c5 cxd4 2.Nc6d5 2.d5 eS 
3.Na3 e4 e5 3.Qg4 Qxc8 Qxd8+ 3.Qg4 Qxc8 Qxd8+ 
4.d6 dxe5 Bg4 K.d7 4.KxdS dxe4 Nf6 h5 4.KxdS as dxe4 h5 
S.Bd2 BaS BxdS Be2 Bxg4+ S.d4 d5 BgS Bxf6 K.d2 5.Ba6 Bxb7 Bxa8 d4 Bg5+ 
6.e6 Nf6 Nxg4 Ne3 Nxdl Kxd8 6.gxf6 e6 exd5 Ne5 Kd7 Bh6+ 6.f6 fxgS Be7 Ke8 exd4 Nh6 
7.Kxdl Ke2 f4 f5 f6 fxg7 gxhS(Q) 7.f4 Nh3 Ba6 Bxb7 BxaS c4 cxd5 7.M bxg5 Rxh5 Rxh6 Kd2 c3 Rxh8+ 
S.Kd7 Bxa3 Bxb2 Bxal Na6 RxhS S.c6 cxd5 d4 d3 Ke6 ReS ReI Bxf4 # S.Kf7 Ba3 Bb2 Bxal g6 Kg7 Kxh8 
RgSRxg2+ KgS 
9.Kd3 NO RgI Rxg2 Rg6 Rxe6 Rxa6 P.Donovan - M.Leoncini 0-1 9.cxd4 d5 d6 dxc7 Na3 Nc2 Nxal 
Rxa7Rxb7+ Senese Defence Bxe4 c7xb8(Q)+ 
10.Resigns. l.e4 Black resigns. 

2.d5 Nc6 
M.Leoncini - P.Donovan 1-0 3.Qg4 Qxc8 Qxd8+ G.JeUiss - G.Buccoliero 0-1 
Pseudo-Roman Defence 4.KxdS dxe4 Nf6 h5 Jelliss Opening 
1 d4 S.Bb5 Bxc6 Nc3 Nxe4 Nxf6 l.e3 
2.c5cxd4 6.exf6 bxc6 M b3 hxg2 gxhl(Q) 2.d5 e5 
3.Na3 e4e5 7.M h5 h6 hxg7 gxhS(Q) QxhlO 3.Qg4 Qxc8 QxdS+ 
4.e6 Qg5 Qxcl Qxdl+ S.cS c4 c3 cxb2 bxal(Q) Qc3 Qxf3 4.Kxd8 as e4 h5 
5.Rxdl Bb5 Ke2 f4 f5 Qxhl 5.a4 M Nf3 NeS Nxt7+ 
6.exf5 Nc6 Nxe5 NO Bxa3 Nxgl + 9.Resigns. 6.Kd7 Nh6 Nxf7 Ba3 Bxb2 Bxal 
7.Rhxgl M h5 h6 hxg7 gxh8(Q) bxa3 7.g4 gxh5 h6 hxg7 gxhS(Q) Qxal 
S.Resigns. V.RaIIo - M.Home 0-1 Bb3+ 

Areto-Barlettano Defence S.Kd6 Nc6 Nd4 Rh8 Rxh4 Rxb3 -
A.Castelli - G.Jelliss 1-0 l.e4 Rxhl# 
Nord-Barese Defence 2.e5 f6 
l.d4 3.BbSNc3d4 G.JeUiss - A.Castelli 0-1 
2.e5exd4 4.Nh6 exd4 Bb4 Bxe3+ Jelliss Opening 
3.BgS Bxd8 f4 S.Bd2 Bxe3 Bxd4 Bxf6 BxdS l.e3 
4.Kxd8 Nf6 c6 Bb4+ 6.Kxd8 dS Bg4 Bxdl Be2 BxbS 2.eS dS 
5.Qd2 Qxb4 Nc3 NdS Qe7 # 7.c4 cxbS g4 gS gxh6 bxg7 gxh8(Q)+ 3.Qf3 QxdS QxdS+ 

4.Kxd8 Bb4 as Ke7 
P.Novak - G.Buccoliero 0-1 5.a3 axb4 Rxa5 RxaS Ne2 
Senese Defence 6.Nf6 Ng4 Nxe3 Nc6 Nd4 Ndxc2 # 
1.e4 
2.Nc6d5 R.Salvadori - LRichardson 1-0 
3.Qg4 Qxc8 Qxd8+ Irregular 
4.KxdS dxe4 Nf6 h5 l.e4 
5.d4 dS dxc6 BgS Bxf6 2.dS Bd7 
6.Rh6 Rxf6 Rxf2 e3 e2 exfl(Q) # 3.d4 Bb5 Ke2 

4.dxe4 Bc6 Qxd4 Qxdl + 
P.Novak - A.Castelli 0-1 8.K.d7 d4 as a4 a3 axb2 Rxa2 5.Kxdl NO Ne5 Nxc6 Nxb8+ 
Senese Defence bxal(Q) # 6.c6 cxb5 Rxb8 eS Be7 f6 
1.e4 7.c4 Be3 a4 axb5 b6 bxa7 axb8(Q)+ 
2.Nc6d5 8.Kd7 Bc5 Bxe3 Ne7 RxbS RaS Rxal 
3.Qg4 Qxc8 QxdS+ R.Salvadori - S. Tavener 1-0 Rxbl+ 
4.KxdS dxe4 Nf6 h5 Aperta Defence 9.Kc2 Rxbl fxe3 g4 g5 gxf6 fxe7 
5.d4 d5 dxc6 Bg5 Bxf6 1.e4 e8(N)! Nxg7 
6.Rh6 Rxf6 Rxf2 e3 e2 exfl(Q) # 2.e5 d5 1O.b5 bxc4 c3 cxb2 Ke7 Kf7 Kxg7 

3.Qg4 QxcS QxdS+ Kf7 Ke6 h6,(aforlorn hope - IR). 
(This is not a mistake. The moves of 4.KxdS Nc6 Bc5 dxe4 11.Rxb2 Kd2 Ke2 K.t2 Kg3 Kg4 Kh5 
this and the previous game are 5.Bd3 Bxe4 Bxc6 Bxb7 Bxa8 Kxh6 Kg7 Rg2 Rg3! 
identical. ) 6.Retired. Black resigns. 

l 
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PROBLEM PAGES 
By G.P' Jelliss 

In view of the limited space, and the 
purpose of the journal, we will 
henceforth only accept originals in 
variant forms, (though orthodox may 
occur as part of a multiplet). We will 
also consider new types of play that 
are otherwise orthodox, such as: 

MAXIMUMMING BY SQUARES: 
Black must play his longest moves, 
these being assessed by counting the 
number of squares passed over 
(instead of the usual geometrical 
distance). In the diagram Black has a 
choice of Ra-g8la2, Rh-b8lh2, Qa-a7, 
Qh-b71h7, all 6-square moves. 
Knight-move counts as 2 squares. 

1. Ian G. RICHARDSON, UK 

Mate in 3. Maximummer by squares. 
(a) diagram (b) a8=Q, h8=Q, al=R, 
hl=R, + white Pe3 & black Ng8. 

Two problems dedicated to 
M.Olausson & V.Nebotov follow. 

CIRCE: Captured pieces reappear 
on their home squares, if vacant For 
R, B or N the home square is the R, B 
or N home square of the same colour 
as the capture square; for P it is the P 
home square in the file of capture. 

CHAMELEON CIRCE: (due to 
MOlausson): A captured piece 
transforms according to the sequence 
N>B>R>Q>N and then reappears on 
the appropriate home square if vacant. 

VARIANT CHESS 

MUTANT CIRCE: (due to V. 
Nebotov): A captured piece 
transforms to rank of capturing piece 
before being rebom 

2. lan G. RICHARDSON, (UK). 

Helpstalemate in 4, (a) Chameleon 
Circe, (b) Mutant Circe. 

3. Ian G. RICHARD SON, (UK). 

Helpstalemate in 4, (a) Chameleon 
Circe, (b) Mutant Circe h7>f7. 

4. V. NEBOTOV, (UKRAINE). 

Grasshoppers, Helpmate in 2 Patrol 
Chess, (b) Gbl>d2. 

Jan - Mar 1993 

GRASSHOPPER: moves and 
captures along queen lines by hopping 
over one man to the first square 
beyond the hurdle. 

PA1ROL CHESS: (due to F.von 
Meyenfeldt): A piece cannot capture 
unless it is "backed up. by another 

man of its side. 

ALL-MATE CHESS: (due to 
C.MB.Tylor): A piece can only be 
captured by being .mat:fd. as if it is a 

royal piece. 

5. V. NEBOTOV, (UKRAINE). 

Helpmate in 2, (a) Orthodox, (b) 

Patrol Chess, (c) All-Mate Chess. 

ALSATIAN CIRCE: All positions 
must be legal in orthodox chess. 

6. V. NEBOTOV, (UKRAINE). 

Mate in 2. Alsatian Circe. 

Please continue to send your 
SolutionslCommentslOriginals to 
G.P.Jelliss, 99 Bohemia Rd. SI. 
Leonard's on Sea, TN376RJ. 
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LION: moves and captures along 

queen lines over one intervening piece 

(to any distance beyond the hurdle). 

7. Erich BARlEL, (GERMANY). 

Lion a5. Stalemate in 2. 

ZEBRA = {3,2} -leaper 
CAMEL = {3,1} -leaper 
NIGlITRIDER= {2,1} - rider 

8. Erich BARlEL, (GERMANY). 

Zebra aI, Nightrider bl, Camel cl 
Grasshoppers dl,c3. 
Helpmate in 2, 4 ways. 

ANTICIRCE: The captured piece 
disappears, but the capturer is reborn 
on its own home square. Capture is 
illegal if the home square is occupied. 

9. Christian POISSON, (FRANCE). 

Anticirce. Mate in 2. 

VARIANT CHESS 

ST AFETlENSCHACH (Baton 
chess): This is "single-series play" 
(VC6 p.80), i.e. no piece makes more 
than one move or one series of moves. 
Mates and stalemates, are orthodox. 
Castling counts as a king move. The 
rule is applied from the diagram 
position, (i.e. no need to consider 
what the last move might have been, 
to justify the next). 

10. Peter ROESLER. (GERMANY) 

Stafettenschach. 
Series selfstalemate in 50. 

11. Ladislav SALAI. (CZECH) 

Circe. Mate in 2, 2 ways. 

12. Michel OLAUSSON, 
(SWEDEN). 

King - Circe. Helpstalemate in 16. 

Jan - Mar 1993 

KING - CIRCE: The Circe rule 
applies to the kings also. So K can be 
"captured" and reborn, and is only "in 
check" ( Le. threatened with true 
capture) if attacked when its home 
square is occupied. 

13. Michel OLAUSSON, 
(SWEDEN). 

Serieshelpstalemate in 14. 
(a) Circe. (b) remove a3, c5, h8, add 
WBh8 for Chameleon Citee. 

CHESSGI 

In the February 1993 edition of 
"Chess" there is a letter from a Mr. 
Bruce Matzner of San Jose, CaHfomia, 
USA where he remarks upon the rule in 
Shogi that in any tum to move a 
captured piece can be replaced. by the 
other player on any open square on the 
board, (with cm';" exceptiom). He 
suggests incorporating this rule into 
standard-Chess. He writes that in 
games played to date at his local chess 
club there have been encountered many 
surprises as established chess theory 
does not always help. "Try a game!" he 
says, .. it is guaranteed to be different" 

Mr. Matzner obviously does not know 
of the game of Chessgi which has this 
precise rule he mentions in his letter. 
This was one of the games played in the 
1st Heterodox Chess Olympics, 
(1989-1992). There is an article by P. 
Novak on Chessgi in "Variant Chess" 
issue number 4. 

Here is an amusing game sent to 
this magazine some time ago by Mr. 
Philip Cohen of the USA. Mr. Cohen 
has such appalling handwriting that I 
hope I have got the playen and colours 
corred. ( I'm fairly certain about the 
moves! ) 
Groenendyk - P. Cohen 
1990 
1.e4 e5 l.NfJ Nc6 l.BbS Nd4 4.Nxd4 
exd4 S.d3 86 6.Bc4 bS 7.BbJ c6 8.0-0 
Ne7?? 9.N "d6 mate. 
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This sounds rather grand. but the 
English equivalent is "Losing, (or 
Givaway), chess" which sounds rather 
less exotic than the original Italian. 
The aim in this variant is to lose all 
one's pieces and if you can do that 
before your opponent you are declared 
the winner. Kings have no special 
status and are treated as just another 
piece ie. they can be captured and the 
game continues. Pawns are promoted 
to the piece of your choice. Capturing, 
if possible, is obligatory, although you 
can choose which piece to capture. 
Stalemate is a draw. 

Vmciperdi is my choice as variant 
in the recently started Heterodox 
Chess Olympiad. I have investigated 
this variant and discovered how subtle 
and complex it can be - it has a charm 
all of its own. It also has well
developed opening theory, and its own 
grading list, (p.Donovan says that in 
Italy a variant having its own grading 
list is nothing special!). 

A player needs to be constantly on 
his guard to avoid being sucked into a 
long series of forced captures that can 
lead to inexorable defeat. Here is an 
example from the previous Olympiad. 
R.Magari, (Italy 1) - P.Yearout, 
(USA) 1-0 
l.e3 bS 2.BxbS NfU 3.Bxd7 Bxd7 4.c4 
BbS S.cxb5 Qxd2 6.Qxd2 Nc6 7.bxc6 
NdS 8.Qxd5 Kd7 

9.Qxf7! Kxc6 10.Qxg7 Bxg7 
11.b4 Bxal 12.b5 Kxb5 13.a4 Kxa4 
14.Bb2 Bxb2 15.Nc3 Bxc3 16.h3 
Bxel 17.Ne2 Bxfl 18.RdI Bxe3 
19.Nf4 Bxf4 20.g3 Bxg3 2l.h4 Bxh4 
22.ReI Bxel White wins. 

VARIANT CHESS 

Here is a, (very), short game out of 
the VII Italian Vinciperdi 
Championship from the early 80s. 
Readers might like to finish the game 
off for White. 
A.Kustrin - R.Cassano 1-0 
l.b3 c5 2.d4 cxd4 3.Qxd4 e5 4.Qxd7 
and Black resigned. 

I hope to publish theoretical articles 
on Vinciperdi in future issues of VC. 

In the meantime here are a few 

problems. 

This problem is taketl from an article 
in the Russian magazine "64" in 1919 
by E.Gik. White is to play and win. 

This problem is by R. Sekhar and R. 
Shankar, (Bandalore,India). It was 
published in "Eteroscacco" in 1981. 
White is to play and win in 6 moves. 
Solutions on page 16. 

2nd HETEROCHESS 
OLYMPIC GAMES 

Jan - Mar 1993 

The participating teams with their 
chosen chess variants are as follows: ' 

CZECH-MORA VIA-SLOV AKIA 
Triplets 

ENGLAND 
Circe Progressive 

ESPERANTO 
Mutation Progressive 

ITALY 1 
Balanced Marseillais 

ITALY 2 
Vinciperdi, ( Losing, 
Give-away) 

NOR1H AMERICA 
Avalanche 

POLAND 
Italian Progressive 

UKRAINE 
EaIglish Progressive 

Each country nominates one player for 
each of the variants, (although North 
America have nominated t\W players for 
some of them), and each of the players 
plays t\W games, (one with White and 
one with Black), with each of the other 
countries' representatives. Each player in 
each variant therefore plays 14 games, 
although as Poland is only xepresented in 
four variants, some only play 12. 

Many of the playecs are playing more 
than one variant. The most that one 
p1ayec is playing is 4; this is Alessandro 
Castelli of the Italy 1 team. The only 
woman playing is Rasa Gadzinskaja of 
the Ukraine. The Esperanto team is for 
those players whose countries cannot 
raise the minimum of 4. 
It consists of two Lithuanians, (Saulius 
Miliunas and Vitautas Ciegis), the other 
6 places being filled by Italians. 

The England team members and the 
variations they are playing are as follows: 

P. Donovan 

G. Jelliss 

P. Novak 

Triplets 
Circe Progressive 

English Progressive 

Mutation Progressive 

Balanced Marsellais 
AvaIanche 

'-___________ ...1 D.B. Pritchard Italian Progressive 

After a delay of several months the 
commencing date for the above has 
finally been fixed for 15th May, although 
many games are being started earlier. 
Play is by correspondence and the 
tenninating date is 14th May 1996, 
which gives plenty of time for errors. 

P. Wood Vinciperdi 

The Olympics are being organised by 
the Italian Heterodox Chess Association, 
(AISE), whom everyone should thank for 

their efforts. 
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OBITUARY 

GIUSEPPE DIPILA TO 

The magazine ·Eteroscacco· has 
announced the sad death of the 
above-mentioned which occurred 
in the morning of the 20th 
December 1992. He suffered a 
cerebral haemonhage ·Pino· was 
born at Borletta In Italy on the 28th 
January 1961 which means that he 
was only 31 years of age when he 
died, a tragically early age for such 
a talented player In so many forms 
of variant chess. He was a tax 
consultant by profession. 

His particular strength was 
Italian Progressive Chess and he 
was the AISE champion in 
1982,1985,1986 and 1988. He also 
contributed many extremely 
detailed and informative articles in 
this variant to "Eteroscacco·, and 
his analytical work on the defence 
2.eS f6 to 1.e4 contributed to this 
being known as the 
·Areto-Bartettana·. He also did 
important analysis in the defences 
2.Nc6 d5 and 2.d5 eS to 1.d4. His 
death has cut short a massive 
comprehensive review of the 
openings which he was writing. 
(However ParI 1 of this unfinished 
work,. -Progressive Chess 
Queenside Openings-, has been 
published posthumously by 
-Eferoscacco'. 

He was also strong in many 
other variants and In the 1st 
Heterodox Olympics he scored 13 
points out of a possible 14 in 
Marsellais Chess to top his section. 
He won the 10th Italian 
Championship in Vinciperdi. 

This was the first game of Italian 
Progressive Chess that Giuseppe 
Dipilato won in a Progressive 
Chess tournament; it was played in 
1978. 

G.Dipilato - F.Galimberti 
1.e4 
2.d5 dxe4 
3.d3 dxe4 Qxd8+ 
4.Kxd8 Bh3 Bxg2 Bxfl 
5.Nc3 Be3 Nf3 Rxfl O-O-O+! 
6.Nd7 e5 Bc5 Ke7 f6 Bxe3+7.fxe3 
Ng5 Rxf6 Rf8 Rdfl Nb5 Rlf7 # 

VARIANT CHESS 

CHESS BY 
TELEPHONE 

by Malcolm Home 

If you are interested in playing 
chess variants, but suffer from a 
lack of opponents, then salvation 
may be at hand ... 

The telephone (or fax machine) 

could of course be used to speed up 
"postal" chess, but P.Wood, P. 

Donovan and I have been 
experimenting in recent months 

with playing chess variants by 

phone as if we were playing normal 

face..to..face games. 

In our games we used a time limit 
of 20 moves an hour followed by 10 

each half hour, (acute time trouble 
is to be avoided), and each move 
was phoned through separately. 

Here in the UK it's not expensive: 

just 5p a move. You get 38 seoonds 
at off-peak long-distance rates to 
transmit your move, and that is 

more than enough time. So a game 

of 40 moves will cost each player 

only about £2, (40xSp). 
This seems to us a vety 

promising new approach for anyone 

with a phone line that is not too 

busy. The occasional interruption, 

(someone else ringing you up), 

should not matter too much. 

We haven't experienced any 

major problems. You do have to be 
very careful with notation, and as a 

double check we've verified the 

board position evety 10 moves using 
the simple Forsyth system. Only in 

one game, (out of eight played so 

far), were there a few small 

problems, but these were easily 

resolved. 
A chess clock isn't essential as 

you will only be recording your own 
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time taken. Indeed I find it simpler to 
use the stop-watch on my wrist-watch. 

At a pinch an ordiruuy watch or clock 

could also be used. 

International telephone chess isn't 

completely out of the question, 

provided there are no language 

problems, but obviously it will be 
significantly more expensive. (For 
example, a call from the UK. to 

France, Germany or Italy costs 5p for 

every 9 seconds, so at a guess the cost 

of a game might be at least doubled.) 

Between January and March this year 

P. Wood, P.Donovan, and myself 

played a small telephone variants 

tournament, and these were the 
results: 

(1) P. Wood 1 M. Home 0 
(RANOOMISED CHESS ). 
(2) P. Donovan 1 P. Wood 0 
(BOUNCY CHESS ). 
(3) M Home 1 P. Donovan 0 
(KOREAN CHESS, a variant of 
Chinese Chess ). 
(4) P. Wood 0 P. Donovan 1 
(ITALIAN PROGRESSIVE CHESS, 
best offour games ). 
(5) P. Donovan 1 M. Home 0 
(CIllNESE CHESS with an unusual 
starting position ). 
(6) M Home 1 P. Wood 0 
(GRAND CHESS, a IOx10 version of 
Western Chess). 

+ = - ~ 

1. P. Donovan 3 0 1 3 
2. M Home 2 0 2 2 
3 . P. Wood 1 0 3 1 

If you want to follow up the idea of 

telephone chess please contact me. A 
"Guidelines for telephone chess" 
leaflet is available, giving some 

further hints and information. 

MALCOLM HORNE, lOB Windsor 
Square, Exmouth, Devon EX8 lJU, 
England (tel: 0395-270280) 



page 1.4 

CHINESE 
CHESS 

TheUK 
ChineseChess 
Championship 
1992 
by Patrick Donovan 

Mr. Donovan's book is a clearly 
printed soft back of 85 pages 
produced, in his own words, on "an 
absolutely dreadful word processor". 
If that is so, he is to be congratulated 
on the result 

The first 26 pages are an 
introduction to the game of Chinese 
Chess with a fine clear account of the 
rules and how the pieces move, as 
well as an extremely informative 
account of Chinese Chess computers, 
current literature available in English, 
and more. There is also information 
about the chinese system of notation 
used in Chinese Chess. 

Mr. Donovan writes well and 
imparts the information in a clear and 
interesting manner. 

The rest of the book has 16 games 
from the Championship annotated by 
the author with a round by round 
account of the contest. Sixteen players 
took part. although not all played the 
full number of games. The winner 
was R Aw who won all 5 of his 
games, followed by Guo Shulong and 

Kwok Wai Leung with 4 points. 
fourth was P. Donovan with 3 112 
points, and fifth C.K. Lai with 3 
points. The annotations to the games 
include plenty of explanatory prose as 
well as analysis. About half the games 
have a diagrammed position which 
except for a couple are reasonably 
clear. There is a photograph of the 
contestants where Ms. Shulong comes 
out well, even if the people in the 
second row, including Mr. Donovan. 
do not 

Notation 
But .... the notation is the chinese 

style of notation. Although Mr. 
Donovan explains it well, it is, at least 
to a westerner, most difficult. For 

VARIANT CHESS 

example, the files are numbered from 
both White's and Black's point of view 
1 to 9 right to left. Going through 
games and getting the pieces on the 
correct squares becomes a major task, 
and takes away much of the pleasure 
in the games themselves. What is 
wrong with plain algebraic? 

The book is recommended to all 
those interested in Chinese Chess, and 
at £4 is a bargain. It can be obtained 
direct from the author at : Flat 2, 85 
Enys Road, Eastbourne, East Sussex., 
BN2120X. 

C. T. Tsang - C.Hann 

15.Rd9 
This move is very tempting, placing 

another Rook in proximity to the 
black King and freeing a point for the 
move NdS, (perhaps with c6 first as a 
sacrifice). Also Red has in mind the 
moveRc9. 
IS ••• Kf10 16.Ce3 Nxi4 17.NdS 

Of course not 17.Nxh4? Rxfl+ 
18.Ke2 Rf2+ 19.Ke1 Chl+ 20.Bi3 
Cil and mates. However 17.Cf3 is a 
more consistent follow-up to Red's 
16th move. 
t7 ••• RflI8.Gde2 Ch3!? 

An interesting move, but perhaps 
not the best. Black seems to have a 
strong attack through the simple 
18 ... Nxg3 19.Cxg3 ChI, threatening 
Rg2 or Rhh2, ego 20.Cb3 Rhh2 
21.Nc3 Rbg2 22.Cb2 Rxg1 23.Cxf2 
Rg2 mate. 
t9.CxhJ N:D3 20.Ch9 Ce6 

Threatening mate. 
2t.Bel NIe4 22.Rc7? 

This loses a piece. 22.Kd1 is 
possible. Then 22 ... Cd6+ 23.Ke1 Ce6 
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may mean a draw by repetition. My 
preference would be for 22.Cb2 Rf5 
23.Nxc7. 
22 ••• Nc3! 

Threatening mate by 23 ... Rxfl and 
preventing the Red King from 
running. Red is now lost . 
23.CbtO+ BclO 24.Cbt NIbt 
2S.Nxc7 RIO mate. 

If25.KdJ Cd6+, and if then 26.KeJ 
then Na3 wins. 

With the exception of the final one 
the annotations are taken from 

P.Donovan's book, (abridged with the 
notation converted to algebraic). 

Quick-Play Tournament - Saturday 
30th January 1993 

The above was played at the Chinese 
Community Centre in Gerrard Street 
in the heart of London's Chinatown. 
Use of the venue was only available 
from lOam to 4pm, which left time 
for 4 rounds played under the 
Swiss-pairing system and a lunch 
break. The time limit was 30 minutes 
per player per game. Fifteen persons 
took part, (7 Chinese. 8 Westerners). 
Although the centre's premises are not 
over-large, for the number of enttants 
it proved an ideal venue. Mr.C.K.Lai 
and Mr.P.Donovan were enthusiastic 
organisers and free coffee and tea, 
(mundane tea-bags rm afraid), plus a 
selection of tasty Chinese savoury 
snacks, also free, made the £2 entry 
fee magnificent value. 

Out of form 
The tournament favourite, Guo 

Shulong, was out of form and nearly 
came unstuck in round 2 against 
M.Trent. In round 3 she turned down 
a draw against P.Donovan when she 
stood worse, and both players were 
down to their last minute; then shortly 
after, she fell for a trap allowing a 
forced mate. 

A last round draw between Kwok 
Wai Leung and P.Donovan meant 
they shared 1st place with 3 1\2 
points; Patrick's extra pawn in an 
ending was useless.The 3rd and 4th 
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places were shared between Guo 
Shulong and C.T.Tsang with 3 points. 
Although the winners shared the prize 
money the destination of a small 
"silver"cup, (the Hong Wei Cup 
donated by Mr.H.Chung), was 
decided by the toss of a coin. By this 
means Mr. Donovan added to the 
number of his trophies. N.McLean 
won a subsidiary prize for being the 
"most improved player". 

Despite a wide spread of strengths 
and only 4 rounds players soon found 
persons of their own level to play, 
(Mr. Donovan felt in retrospect that 
the tournament may have been better 
run in 2 sections selected according to 
strength). 

New faces 
Mr.Donovan remarked that there 

were a lot of new faces on the scene~ 
attending their first Chinese Chess 
tournament were P.Wood. D.Yang, 
V. West, (the President of the British 
Shogi Fedemtion), Eva Wilson, and 
Frank May, a Canadian who is a 
strong standard-chess player, very 
knowledgeable and enthusiastic about 
Shogi and its variants, and is a 4-Dan 
expert at Go. He admitted being very 
much a novice at Chinese Chess, but 
then won his first round game! 
Although he did not add to his score, 
Mr. May's advancement in Chinese 
Chess may be worth watching. 

Most competitors would agree, I 
believe, that it was a most enjoyable 
day. Afterwards Mc.Donovan led a 
rather straggly party on a "long 
march" to the Festival Hall at 
Waterloo which was apparently the 
place for an after-tournament drink. I 
had to leave the group at Charing 
Cross unfortunately so I cannot report 
on events there. 

The vivacious Irene Li took several 
group photogmphs, one of which is 
shown. 

Cbinese Cbess Game 
The following game with the notes 

is taken from the book "Victories All 
The Way" by Chinyang Daoren, 
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left to right: N. Mclean, Guo Shulong, Kwok Wai leung, Patrick Donovan, 
C. K. lai, and C. T. Tsang. 

tmnslated by C.K.Lai. This book was 
reviewed by G.Jelliss in VC 7. The 
games are wondeIfully entertaining to 
play over. 

1.Cbe3 Cbe8 2.Nc3 Nc8 3.Ra2 RblO 
4.Rfl Gde9 5.Rf9 Ni8 6.Pi5 Rb4 
7.Ni3 Rxc4 8.Ri2 ChfS 9.NhS ReS 
lO.Nf6 RfS 1l.Nxe8 Dxe8 12.Ch8 
NdlO 13.Rb2 RhlO 

"White sacrifices the Cannon for the 
Bishop, and is well on the way to the 
execution of a brilliant plan of 
checkmate" . 

14.Cxe8+ Nxe8 15.RblO+ GdlO 
16.Cxe7+ Nc9 17.Rb8! Rf7 
18.Re8++ Gde9 19.Rexe9++ KdlO 
20.RxflO+ NelO 21.Rfxe10 mate. 

"In this game notice how damage is 
inflicted against Black's defence by 
the Knight. The sacrifice of the 
Cannon on move 14 is a master 
stroke~ from then on White's sequence 
of winning moves is simply 
irresistible and breathtaking!" 

The 3rd World Xiangqi 
Championships 

This was held from the 3rd to the 11th Apri1 in 
the Acadeiny of Cbcss, Beijing, China. The 
March "Chinese Chess Newsletter" reports that 
the composition of the UK representative team for 
tins event was : 

Team Leader. Mr. C.K.Lai 
Secretary : Ms. Feng Zhenjiao 
Players : Ms. Guo Shulong, Mr. Liu Si 

Hinh, Mr. Sirnon Li. 

I was surprised that Mr.P.Oooovan was not in 
the team, but he tells me that he was asked to 
compete but declined the invitation as he did not 
wish to undertake the long plane journey. The 
expense may well have been another reasorL. 

STOP PRESS 

The June "Chinese Chess Newsletter" reports that 
the UK players were Ms. Guo Shulong, Lin Si 
Hinh, and CKLai, (not Sinon Li). The winner of 
the Men's Team Event was allna, 2nd. Chinese 

Taipei, 3rd. Hong Kong. 
The wirmer of the Men's Individual was XU 
Tianhong, (China); Wonen's Individual. Hu 
Ming, (China). 
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2ND CHINESE CHESS WEEK 
11-18 September 1993 

M.Home writes: 
Last yeaI's tournament was very 
successful, ("as enjoyable a week as rve 
ever spent": Patrick Donovan), and we're 
hoping for an even better event this year. 

It will again be held in Exmouth on the 
East Devon coast, (10 miles from Exeter), 
with a rented self~tering holiday home 
as our base. 

The cost for the whole week, (including 
accommodation but not food). should be 
in the £45-£60 range. Accommodation 
c::ould also be booked for non-playing 
family or friends, (Exmouth is a good 
holiday centre with sea, coastal walks, 
and normal towist attractions). 

If practical. smoking will be allowed in 
some areas, but not in the playing room or 
the kitchen. 

The main tournament will be one game 
a day, (mornings, starting Sunday 12th). 
40 moves in 2 hours, then 20 in 1 hour. 
UKCCA repetition rules. Unfinished 
games will continue in the afternoon or 
evening. Otherwise afternoons will be 
free, and one or two optional trips out will 
probably be arranged - last year we went 
walking on Dartmoor). 

Optional evening events will include a 
quickplay tournament, friendly games, 
Korean Chess or other chess variants, or 
anything that anyone wants to suggest. 
There will be a few small prizes or 
trophies, (townament winner, quickplay 
winner, best game). 

I have to book accommodation well in 
advance - if you're interested please send a 
£30 deposit per person, (or equivalent in 
foreign currency), with any cheques 
payable to me, by WEDNESDAY JUNE 
23rd. All money will be returned if the 
event is cancelled. If you require a single 
room, (this will cost maybe £10-£15 
extra),- please let me know when sending 
your deposit. 

It may be possible to reduce the charge, 
(by up to 50%), for one or two players 
wanting to come but not easily able to 
afford the full amount - please enquire. 

Entries after June 23rd: we will fit you 
in if possible, but the charge may be 
higher. 
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If you have any questions please contact 
me. We will probably be starting with a 
speed tournament on the evening of the 
ftrst Saturday, and closing down early the 
following Saturday morning. 

Write to: Malcolm Home, lOb Windsor 
Square, Exmouth, Devon EX8 lJU, 
England. 

CHINESE I KOREAN CHESS 
NEWSLETTER 

Malcolm Home's two-page newsletter 
number '3' dated April 1993 is now 
available and can be obtained direct from 
him at the address shown below. For a 
copy send a SAE, (or International Reply 
Coupon). As Malcolm says in the 
Newsletter, the Newsletter itself is free 
but donations of a few stamps or coupons 
help to defray costs. 

This issue includes news and 
information on books, magazines, postal 
and telephone chess, plus Korean Chess 
rules and a few annotated Chinese and 
Korean games. 

There is a wealth of interesting 
up-to-date material in this Newsletter. 
The editor of VC can unreservedly 
recommend it; it must be the finest 2-page 
magazine in the world! 

Write to: MALCOLM HORNE, lOb 
Windsor Square, Exmouth, Devon EX8 
lJU, England, ( telephone: 0395-270280. 

ENCYCLOPEDIA OF CHESS 
VARIANTS 

The world is waiting for this 
compilation by D.B.Pritcbard which, it is 
to be hoped, will increase the popularity 
of non-standard forms of chess in this 
country and elsewhere. 

Included are some 60 regional varieties 
of chess with 'major up-to-the-minute' 
sections on Bwmese, Chinese, Japanese, 
Korean and Thai chess; over 120 
commercial variants with sources of 
supply, space chess, four-handed chess; 
chess with exotic pieces on boards of all 
shapes and sizes and, (I quote!), much, 
much more. 

Kriegspiel is treated in depth, but of 
more interest I feel is that Losing Chess, 
(Vinciperdi), and Progressive Chess are 
also treated 'in depth'. There is a lot of 
theory about these variants which is 
simply not available in the English 
language. Losing Chess in particular 
deserves to be much more widely known. 
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Many annotated games between leading 
masters are promised. Almost half the 
variants can be played with a standard 
chess set. 

It is interesting that about half the 
variants are post-1970. As a total number 
of nearly 1,500 variants are promised that 
means that ,(get the calculators out), there 
have been on average between 35 and 38 
new variants each year since 1970. (l 
should definitely increase tire size of the 
magazine). 

'990/0 of the contents will be unfamiliar 
to 990/0 of the readers' - I quote. 

Unfortunately the publication date is 
1ate 1993/early 1994', so there might still 
be some wait before the book appears, ( it 
is to be hoped that Mr.Pritchard is 
keeping up with the 3+ new variants that 
appear every month). The estimated price 
will be £25, (UK), but I understand there 
is a special subscription price of £19.99 
for orders received before 1st July 1993. 
Further details from 'Cadogon Books', 
Mercury House, 195 Knightsbridge, 
London SW7 IRE, UK. The first 500 
copies will be numbered and signed. 

There is little doubt that this book will 
be eagerly sought by all variant chess 
enthusiasts, and it is to be hoped by 
standard-chess players and others too. . 

SHOGINEWS 

11th September 1993 - Royston Shogi 
Congress, (Shogi and Tori Shogi). 

Contact: Phil Holland, 94 Green Drift, 
Royston, Herts SG8 5BT. 

An annual subscription to the British 
Shogi Federation is £4 per year, which 
includes the magazine 'Shoten'. This 
seems very good value. 

Contact: Richard West, 5 Weston 
Avenue, Royston SG8 5DR, 
(reI: 0763-246995). 

Results of Vinciperdi Problems 
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BOUNCY CHESS 

In VC numbers 3 and 7 there are 2 
large articles on Bouncy Chess with 
several well - annotated games. I was 
immediately attracted to this variant, 
(where pieces rebound from the edge 
of the board like billiard balls off a 
cushion), after playing through these 
games. The play is complex, 
"different", and would appear to 
favour an attacking approach to the 
game. When I entered M Home's 
telephone tournarnent Bouncy Chess 
was my choice of variant in my 
contest with P. Donovan. This game 
appears below. 

I would point out that this was my 
first serious game of Bouncy Chess, 
while Mr. Donovan has played quite a 
lot of it in the past. My play has quite 
a few errors, but the annotations aim 
to give some idea of the scope of the 
game and to point out a few o~ the 
many unresolved positional questIons. 

Played 27\1\93 
P. Donovan - P. C. Wood 

(The annotations by Patrick 
Donovan are in nonnal type, and 
those by P.Wood are in italics). 

1.e4 e6 [ This move creates 
difficulties for Black; e5 is better.] 
2.Nc3 [Not sure about this move; for 
one thing Black can play 2 .... Bb4 and 
then ... Bxc3. - This is an interesting 
observation of Mr. Donovan. lIe quite 
clearly rates the Knight as of greater 

value than the Bishop. I was taking 
Mr.P.Novak's estimation of the piece 
values in Ve7: Q=9, R =N=B =4, 
P=I. as a yardstick] 3 .... b6 [In all of 
the previous annotated games I have 
seen this was played on move 1.] 3.d3 
Be7 [ This does look a bit passive. -
Is Bb4 better here? After 4.Bd2 Bxc3 
5.Bxc3, there is a nasty attack on the 
pawn g7. Maybe Nc6 or h5 are all 
right. and "less passive". At the time I 
thought Be7 was quite aggressivel] 
4.h4 [A good move in this type of 
position cutting out bounces from h4.] 
4 .... NcS [ If 4 .... Bxh4 I was going to 
play S.Bclxg7.] 5.Nxc5 [ White 
cannot win a pawn here by Bxg 7, 
because of the bounce Be7-j'8-xg7.] 
5 .... Bxc5 [ I expected 5 .... b6xc5 
opening the "b" file for the Rook, ~d 
clearing one of the pawns blocking 
the Queen. This seems a bit 
unadventurous. - Black's move order 
has lost him at least one tempo.] 
6.Bg5 Be7 7.Be2 [ Played to prever:'t 
... h6.] 7 .... BxgS [ I expected 7 .... g6.] 
8.hxg5 Ne7 [ Here I thought that 
better were 8 .... Qe7, (to give the King 
the d8 square), or 8 .... g6. But after 
8 .... g6, then 9.Qd2, planning 10. 
0-0-0 with good development; or 
10.Qc3, 
(lfthen. (after 8 .... g6 9. Qd2), 9 .... Qe7 
to reply e5. then JO.e5! ; so therefore 
in this line 9 .... e5 straightaway is 
better.} - After the text ~ve , 
(8 .... Ne7). the Knight still defends 17; 
but 8 .... g6 does stop White's 
combination. Patrick has suggested 
8 .... Qe7, 9.g6 .fxg6. lO.Bxg6+ Kd8 
1l.Rxh6 Rxh6 I2.Bxh6 Nf6, and I 
agree with his assessment that Black's 
position is better than in the game. 
(eg. White's pawn on b2 is hanging.)] 
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9.g6! [ I saw the combination but 
thought I could hold things in the 
ensuing endgame especially still 
having the Bishop. P. Donovan 
pointed out afterwards that the 
Knight is stronger than the Bishop.] 
9 .... fxg6. 10.Bxg6+ Nxg611.Qxg6+ 
[ The safe move. I had been tempted 
by Il.Rxh7 but after 11.. .. Qf6, 
t2.Rxh8+ Ke7, I wasn't too sure.] 
11.. •• hxg6 12.RxhS+ ~7 13.RxdS 
KxdS [ Now I have a ctear 
advantage. In one of his articles Paul 
Novak said the value of pieces was 
R==&-N=4 ifI remember rightly. This 
may or may not be correct; but rm 
sure that my Knight here is worth 
more than Black's Bishop, which is 
blocked out of the game.] 14.Nf4 d6 
IS.Kd2 ~71 [ A better try is 
IS .... Bd7, (- My original plan was 
Bb5 which achieves the same aim of 
defending both the "e" and "g6" 
pawns), t6Nxg7 Ke7, (with the aim 
of Kxg7), t7,Ng3 Rh8 t8.Rht Rxhl 
19.Nxhl eS 20.Ke2! White should 
win the ending.] 16.Nxg6+ KeS. [ 
Before playing my previous move I 
thought that I could play Kf6 on this 
move. I now see why the Knight is 
strong. - 16 .... Kd8 is more natural so 
as to follow with ... Bd7 hitting the 
Knight. But it must be hopeless now. 

l7.Rh1 Bd7 18. Rh8 + Be8 
19.Nxe6+. but after l7 .... Bb7. 18.Rh8 
is mate.] 17.Rhl eS lS.RhS+ Kfl 
19.RxcS+ [ This is discovered 
check.'] Black resigns. 1-0 

Let us return to the point in the 
game where Black could have played 
IS .... Bd7 instead of the weak Ke7. 
Then after the moves in the note, we 
get this position after 20. Ke2. 
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The position after 20.Ke2. 

P. Donovan has stated that White 
should win this ending - let us 
investigate. 

White defends both g2 and c2. 
20 .... Kf6 2l.Ng3 Kf7 22.b3 Be6 
23.Ne3 Ke7 24.Kf3 Kf7 2S.Nc3 c6 
26.g4 Ke7 27.Kg3 Kf6, (to stop KgS), 
2S.Ne3 Kg7, (this also stops KgS), 
and seems to keep White at bay. If 
White plays Nc4, threatening d6 and 
therefore forcing the exchange of 
minor pieces, White is a pawn to the 
good; but the increased power of the 
Kings makes the evaluation of the 
pawn ending difficult to assess. 

Let us try: 29. Nc4 Bxc4 30.bxc4 
Kf6 31.f4 exf 32.Kxf4 Kg7 33.d4 Kf6 
34.eS dxc 3S.dxc+ Kg7 36.c3 cS 
37.a3 a6 38.a4 as 39.Ke4 KgS 
40.Kd5 - and White wins. 

Mr. Donovan says he is sure that 
29.c3. 29f4. or 29. Ne3-f3!. (with 
30.Ng5 to follow). would also win. 
The piece exchange is unneccessary. 

Patrick Donovan has recently 
spoken to P .Novak and suggested that 
the Knight is a stronger piece than the 
Bishop. P .Novak was challenged to 
justify his assertion that they were of 
equal value. 

P.Donovan: "( White: K,B,8 
pawns; Black: K,N,8 pawns) -
Paul played the Bishop and got first 
move. I won the first game easily 
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because he played very carelessly. 
But we had a second game where 'he 
played much more carefully; he even 
had the audacity to suggest that the 
game was heading for a draw. But I 
ground him down and won. At that 
point Paul was happy that I had 
proved my point. Maybe we should 
amend the scale of values Paul gave. 
Knight = S, Bishop = 4? Rook =? I 
don't know - more research is 
needed." 

VARIANT5-PLA YER 
EXTRAORDINAIRE 

Readers of 'Eteroscacco', and 
competitors in the tournaments 
they run, are familiar with the 
name of Aldo Kustrin ofTrieste. 
If a tournament director asks 
for competitors, he can rely on 
Aldo being one of them, no 
matter how obscure the 
variation. 

In the 1993 AISE Grand Prix he 
has entered the following 
events: Italian Progressive 
Chess, (Group 11. Billiard 
Progressive, English 
Progressive, . Kamikaze 
Progressive, Balanced 
Marseillais, Triplets. Alice, 
Bughouse Chess, Knight-Relay. 
Chinese Chess, Shatar, 
(Mongolian Chess). The only 
event he did not enter was 
Italian Progressive (Group 21 
(ineligible!) In the 'fourth 
phase' of the 1992 Grand Prix 
he entered all 8 events ..... and 
as Cadogan advertising might 
say 'much much more'. 

I recently asked Aldo about 
his enormous number of 
correspondence games. He 
tells me he is playing about 
800 games in normal Chess. 
heterodox Chess, athello, Go. 
and 'some other non-chess 
games'. He believes he is 
playing about 50 variants. He 
says, 'I wanted to try all of 
them,' and then bravely. 'but 
with the next year I'll eliminate 
a 10L.'. 
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TORI SHOGI 
by lan Richardson 

Tori Shogi, (Bird Chess), is an 18th Century invented 
game. It is the most compact of the Shogi variants, and 
perhaps the most like Shogi itself, having all the main 
features, including drops. The following article is an 
introduction only to the game. The board and initial lay-out 
of the pieces is shown in the diagrams opposite. 

Note that opposing SWALLOWS, (pawns), are close 
together, so that battle can start much more quickly than in 
Shogi. In fact the very first move can be a capture. It was 
~is feature of the game that attracted me to it; it means 
that a postal game "gets going" faster than in Shogi. 

The game shares with Shogi the following features which 
differ from other chess variants:-

I) The pieces are all the same colour, but the direction of 
movement is indicated by the pointed shape. 

2) The usual convention is that the first player is "black", 
(the other white) and plays up the board in the diagram. 

3) Captured pieces can be "dropped" back into the game on 
the side of the player who has them "in hand". 

4) It features a promotion zone: movement into the last 2 
ranks in Tori Shogi means compulsory promotion, (see 
below for details of pieces promoted). 

The pieces on the back rank, starting from the corner, are: 

The QUAIL (Q) which moves straight forward any number 
of squares but cannot jump over another piece. 
There are two Quails: a right Quail and a left Quail. The 
left Quail, when it is possible, can also move diagonally 
backwards to the right any number of squares; but in the 
opposite direction, (to the left), can move one square only 
at a time diagonally backwards. 
Vice-versa for the right Quail. 

The PHEASANf (P) which can jump 2 squares forward, 
and when it is possible, can also move to the two squares 
diagonally behind it. 

The CRANE (C) which moves like a King but not to the 
side. 

The PHOENIX (px) which moves like, and has the status 
of, the King in normal chess. 

The piece in front of the Pheasant is the FALCON (F) 
which moves like a King but not to the square directly 
behind it. 

The SWALLOWS (S) move one square forwards, (and 
capture forwards); it is possible to have 2 Swallows of the 
same "team" on the same file, but not more than 2. 

Only two pieces can promote: 

The Swallow, which promotes to a GOOSE. This jumps 
two squares away in the following directions: 
a) Diagonally in front. 
b) To the rear, (straight back). 

Think of a letter Y. 

The Falcon, which promotes to an EAGLE. This is very 
powerful. Its movements can be described thus: 
a) It has the moving power of the King. 

b) It moves in the same Y directions as the Goose, but to 
any mumber of squares. 
c) It moves diagonally backwards two squares. 
d) It cannot jump over another piece. 

To obtain a leaflet with more information, sample games 
etc., write to G.F.HODGES, P.O.BOX 77, BROMLEY, 
KENT. BRI 2WT, (£3 including postage). 

If you are interested in playing this fascinating game, you 
may wish to join the Postal Tori Shogi League. Write to:
Phil Holland, 94 Green Drift, ROYSTON, Herts, SG8 SBT. 
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Earlier this year" RocIuule Europa" tuUi "New in Chess 
" published interviews with 22 year-oId Xie Jun, the 
wonren's World Chess Chtunpion fro", China, who was 
taking part in a tounuJlllDll in Boden Batkn in 
December. Both llUlgazilu!s have kiIully ~ me to 
publish short extracts from these long and tk:tailed 
interviews, which I hope 1'eIIJIers wiN foul interesting. 

Rochade Europa: As an expert can you explain to our 
readers the essential difference between our kind of chess 
and the Chinese variety? 
Xie JUB: 11te biggest difference is in the rules. In Chinese 
Chess the King is not allowed to leave his fixed area. 
Before I took up the standard kind of chess, I also played 
Chinese Chess. After several years I lost the appetite for it, 
because there is less dynamic force at the bottom of it 
Several pieces are only there for the King's defence, and are 
not allowed to engage in an attack. A further example 
relates to pawn promotion: In Chinese Chess there is no 
reward for the pawn when it reaches the last rank. 
R.E.: How many of your countrymen play Chinese Chess 
and how many of our "royal" variety? 
Xie JUB: I estimate that rather more than 20% of the 
population play Chinese Chess", for it is very popular with 
us. 
RE: More than 200 million people? 
Xie JUB: Perhaps even more. 
RE: An astonishingly high number. 
Xie Jun: Yes. The reason for it is that many village 
dwellers are less able to pursue other alternative 
leisure-time activities. They have much work to do and can 
usually only manage a few games as a diversion. 
RE: What is the position of "our" kind of chess? 
Xie Jun: It is becoming increasingly popular, especially 
with children. It is not possible to give an exact number of 
players, but my feeling is that there is an increasing band. 
In China alongside both forms of chess there is also Go, 
which is very popular. 

R.E.: In fact your countrymen have a soft spot for mental 
sports? ' 
Xie Jun: Of course. We live with very many people around 
us, and we have less space for types of sport that need more 
room, (laughs), so we play chess. Many people are still 
relatively poor. 
RE: So it is cheap to play chess? 
Xie Jun: Exactly. A chess-set can be made use of for many 
years. 
RE: What was your playing strength in Chinese Chess? 
Xie Jun: As a schoolgirl I really played very well, and my 
trainer attested to my talent in both kinds of chess. 
RE.: Do you believe as a young girl you could have played 
better at Chinese Chess? 
Xie Jun: I believe that if I could have continued my 
training at Chinese Chess, I would have become very 
strong at it also. (The above conversation between Xie Jun 
and "Rochade Europa" has been translated into English 
from the original German.) 

New in Chess, (Dirk Jan ten Geuzindam): How could you 
become World Champion? Without a computer or a lot of 
information at your disposal? 
Xie Jun: Maybe I am overconfident, but I think that if I 
bad had the same opportunities as the Polgar sisters or as 
other western chess players, I would play much better than 
I do now. When I was a child I played Chinese Chess. I was 
really talented. At that time there were too many children 
of my age. There were insufficient schools for all these 
children. So, I went to school two years late, when I was 
eight. Until then I stayed at home. In suinmer people 
played chess under the street lights and my father took me 
to watch them. I found it very interesting. Nobody really 
taught me to play, but I learned it from just watching. No 
special training. After some two years I became champion 
of the children in Beijing. Unfortunately they already had a 
champion at the Beijing club and that was enough. We 
don't have team championships in China, only individual 
championships, so one was enough. At that time she was 
eighteen years old already and I was only ten, so how could 
I play her? (laughs) But (mocking malice) I think that I was 
more talented than her. She now is a business woman and 
we are good friends. Then a very famous Chinese chess 
player. who is dead now, discovered that I also had a talent 
for (western) chess. So, he suggested, if I could not play 
Chinese Chess I should get some training in (western) 
chess. 

Xie Jun has a refreshing approach to life and chess. 
Later on in the interview when asked about the big culture 
gap between China and the West, she says: . 
I compare things. but I don't want to change everythmg. 
...... I don't want to be blinded by outward appearances. I do 
not simply conclude that people here (in the west) are living 
better than in China. . ..... One of the good things in my 
country is that we have five thousand years of history 
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behind us. Over these centuries there have been many 
thinkers and philosophers, of all kinds of directions, who 
have left their traces. I think [ follow the way of thinking of 
Kong-tse, (Confucius). Many Chinese follow his way of 
thinking. I am not a staunch follower, but I have taken 
some of his ideas. Most of them are right. You know, we 
Chinese do not dream too much ..... The people .... they prefer 
to do something rather than to dream. For me that's OK. 

Later on she says that after she won the World's 
Championship in J 99 J she was so popular in her country 
that she was elected Sports Person of the Year. 

New in Chess: You sound proud of this award. Yet, you 
keep stressing the relative importance of fame and prizes. 
Xie Jun: I think that many chess players, also Kasparov, 
they want to win too much. This may be good in chess, but 
in life they should be more friendly. To live on equal terms. 
No champions, no best players. Sometimes they can be so 

arrogant ....... One day these arrogant people will lose their 
titles or will get old. Long-lasting friendships and true 
feelings are more important than some short-lived moment 
of pride. Some people are very natural. Others are always 
thinking about their position and may think that they are so 
important. I think this is just because they are very young, 

(laughs). [ have talked to and read abOut many important 
people and some of them were very wise and friendly. They 
had come up all these stairs and at a certain point they were 
proud of themselves. Until they realised that there was 
always someone one step higher. In China we have a saying 
that when you think that you are fast, there is always 
someone faster. You may think the sky is high, but there is 
.always something higher than the sky. I want to do my very 
best to keep my title, but I want to stay like I am. 

It is to be hoped that Xie Jun will keep her approach to 
Chess and Life. Bob Wade said of her that she was 'a totally 
unspoilt young lady', (BCM Dec J 99 J). 

OLDEST SHOGI MEN DISCOVERED 

Following the publication of 'A Brief Introduction to the History of Japanese Chess' in VC9, I have had a letter 
from Mr. Masukawa with interesting information. Because his English is not good I shall summarise points he 
has made. 

1) He has written many books on the history of board games, gambling, dice, Go-games, including 'A History of 
Shogi' (1 and 21 published by Hosei-University Press in Tokyo. And now he is preparing a history of Goose-games 
and Tric-trac in the world and Japan. Up to the present none of his books have been translated. In January this 
year he received a letter from Italy that there were plans to translate all of his books into English, but so far 
nothing has come of this, so his books are not translated into English or other languages. 

21 Two months ago in Japan there was discovered 'oldest Shogi men' at an old temple in Nara-city, which was 
the old capital city of the Emperor, (A.D. 710-7841. 

Also a friend of his, Assistant Professor of Japanese-Language Institute, has found some short writing about 
great-Shogi in Buddhist document, (end of 13th centuryl. It has shown that great-Shogi was played in the Middle 
Ages in Japan. 

Both these new pieces of information are very important about Shogi history and the journal, (he says 'our 
journal'in his letter), 'Study of History of Games No. 5', (perhaps published in October, but in Japanese), will show 
these two discovered 'informations'. 

3) He has of course read 'A History of Chess' by H.J.R.Murray and other books, but since Murray the study of 
Shogi history has developed; also since the Second World War study about disparity between Chinese culture and 
Japanese culture has developed. 

If Japanese Shogi came from Chinese Chess, Shogi should 'nearly equal' Chinese Chess. In fact it is 'not so 
equal'. 'Japanese chess had approximately to South-Asien include South China', (sid. Of course details about this. 
have been written in his books. 

41 In his opinion Europeans do not understand about old Chinese board game(sl and their relation with Chinese 
Chess. If possible he will speak about this problem in English. He hopes to speak about this in Amsterdam on 
27th and 28th November 1993. But beforehand he must 'spend very long time and hard work: 
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ITALIAN PROGRESSIVE CHESS OPENINGS 

In issue number 55 of "Eteroscacco", 
(September 1991), there is list of 
progressive chess openings by M. 
Leoncini. I give these below. I have 
corrected obvious mistakes and 
included a few extra lines which have 
appeared subsequent to the article -
these are in italics. Obviously because 
of lack of space only some main 
variations are shown, but I hope the 
list will be useful in providing a 
framework for further analysis. This 
is a very analysed variant and new 
lines are constantly being brought 
forward. 

The difference between l.d4 and the 
King's pawn opening is that White is 
not threatening mate, and in that case 
it would appear that Black has an 
abundant choice of defensive systems. 
In reality White' threat of capturing 
the Queen after (3.Bf4 Bxe7 Bxd8) 
much reduces the number of piayable 
options. 

2.Ndi Nf6 (Canosina Defence) 
3.Nfl e4 BgS, (3.Nc3 Bg5 Bxf6 
4.exf6 Bb4 Ke7 Bxc3+). 
A) 4.d5 dxe4 Qxd4 Qxdl+ S.K.xdl 
Bn6 Bxg7 Bxb8 NgS 
B) 4.Nxe4 NxgS dS Qd6 S.NxgS Ne4 
Nbc3 Kd2 Nxd6+. 

2.Ndi dS (Campana Defence) 
3.Bf4 Bxc7 Bxd8 
A) 4.Kxd8 a5 e5 Bb4+ S.Qd2 Qxb4 
Qxb7 Qxa8 Kdl. 
B) 4.K.xd8 e5 Nf6 Bb4+ S.c3 cxb4 
dxeS en6 f4 
C) 4.K.xd8 e5 Nb6 Bb4+ S.c3 Qd3 
Qxh7 Kd2 Qxh8+ (5.c3 cxb4 Na3 
dxe5 Qxd5+ 6.!Ke7 Nxb4 Nxd5 Bg4 
f5 f41) 6.!Ke7 Bf5 Rxh8 Ng4 Ne3 
Nxf1+ 
D) 4.!?Kxd8 e6 h5 Bb4+ (A novelty 
from Cesaro). 
3.!c4 cxd5 Nc3 (Introduced in 1991 
by Buccoliero) 4.Qxd5 Qxd4 e5 
QxdI+ 5.KxdI e4 Bh6 Bxg7 &h8. 

2.cS cxd4 (Pseudo-Roman Defence) 
One of the most interesting defences 

in Italian Progressive. Black seeks to 
seize the initiative. 
3.NaJ e4 e5 (3.Bf4 Bc7 Bxd8 4.Kxd8 
d3 dxc2 cxdl(Q)+ ; 3.Qxd4 Qb6 
Qxd8+ 4.Kxd8 d5 e5 h5). 
A) 4.d6 dxe5 Bg4 Kd7 S.Bd2 BaS 
Bxd8 Be2 Bxg4+ 
B) 4.e6 QgS Qxc1 Qxd1+ S.Rxdl 
BbS f4 fS Ke2 (6.exf5 Bxa3 Be7 b6 
Ba6 Bxb5+ - Salvadori). 

2.di dS (Trapanese Defence) 
3.Bf4 Bc7 Bxd8 4.Kxd8 BfS Bxc2 
Bxdl 5.K.xdl e4 Ba6 Bxb7 Bu8. 

2.cS d5 (Trincria (Sicilian) Defence) 
3.Bf4 Bc7 Bxd8 4.Kxd8 BfS Bxc2 
Bxdl S.dxcS c6 cxb7 bxa8(Q). 
(Meriting attention is the Castelli 
Attack: 3.e4 exd5 Bb5+). 

2.d5 e5 (Mediterranean Defence) 
3.BgS Bxd8 Bxc7 4.BfS Bxc2 Bxdl 
Kd7 S.e4 Ba6 Bxb7 Bxa8 Kxdl. 

2.d6 f6 
3.Bb6 Bxg7 Bxh8. 

2.cS Nf6 (Benoni Defence) 
A) 3.e4 e5 en6 
B) 3.Nc3 BgS Bn6. 

2.d6 Nf6 (Semi-Orthodox Defence) 
3.Nc3 BgS Bxf6. 
(To be considered is 3.g4 g5 gxf6). 

2.dS Nf6 (Orthodox Defence) 
3.e4 e5 BbS+ (3.Bf4 Bxe7 Bxd8 
4.Kxd8 Ne4 Nxf2 Nxdl) 
A) 4.c6 cxbS Ne4 Kd7 (4.Nc6 Bg4 
Bxdl Qc8 S.exf6 fxg7 gxh8(Q) Ne3 
Bxc6+) S.Nc3 Nxe4 f4 Ke2 Nc5+ 
B) 4.c6 Bg4 Ne4 Kd7 S.Bd3 Bxe4 
BO Qe2 Bxg4+ (S.Bd2 BaS Bxd8 
Be2 Bxg4+ 6.e6 Ne3 Nxd 1 Nxb2 hS 
Bb4+). 

2.e5 exd4 (Nord Barese Defence) 
A) 3.BgS BxdS f4 4.Bc5 d3 dxc2 
cxdl(Q)+ (4.Nc6 Kxd8 Nf6 Bb4+ 

5.Kf2 e4 Bb5 Qxd4 Qxf6+) S.Kxdl 
BgS Nc3 NbS Nxc7+ 

. B) 3.BgS Bxd8 BgS 4.f6 d3 dxc2 
cxdl(Q)+ S.K.xdl e4 Bxf6 Bxg7 
BxbS 
C) 3.e3 exd4 Qe2+ 4.Qe7 as Nf6 
Qxe2+ S.Kxe2 Bb6 Bxg7 Bxh8 Bxf6. 

2.gS g4 (Turin Defence) 
3.Nc3 h3 bxg4. 

2.Nc6Nxd4 
A new defence from M.Leoncini. 

A) 3.d extI4 Nh3 
B) 3.Q;ctl4 Qdl Nf3 
C) 3.Q;ctl4 Nf3 Ktl2 
D) 3.B/4 &c7 Bxd8 
E) 3.Na3 Nf3 Bg5 (Very interesting -
Leoncini). 

With this first thrust White already 
threatens checkmate, (3.Bc4 Qf3 
Qxf7#). Black has various methods of 
defending himself:. pushing the 'd' 
pawn, the 'f' pawn, the 'e' pawn to e6, 
the Knight to h6. A combination of 
these moves, or one of these four with 
another move, are source of all the 
defences, (Ed. Except the Trieste 
Defence). 

2.35 fS 
3.BbS exfS Nb3. 

2.b6 e6 
3.d4 BgS Bxd8 4.Ba6 Bel Bxdl 
Bb4+ S Kxdl aJ axb4 Rxa7 Rxa8. 

2.dS d4 (Roman Defence) 
3.Qg4 Qxc8 Qxd8+ (4.Kxd8 Kc81 c5 
h5 - a novelty from Gadzinskij). 

2.Ndi dS (Sienna Defence) 
Introduced into practice in 1976, 

this defence is today perfectly 
playable. The rapid Queenside 
development seems to compensate for 
material. 
A) 3.Qg4 Qxc8 Qxd8+ (Coming into 
consideration is: 3.BbS f3 Bxc6+ 
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4.Qd7 QxOO Qxc2 Qxdl+{ Not 3.Bb5 
e5 0, because Black has the strong 
reply 4.Bd7 Nxe5 Bxb5 Kd7}) 
4.Kxd8 dxe4 b5 Cf6 (The Italians 
scored 4-0 against UK using this 
variation. Theory condemns 4.Kxd8 
dxe4 h5 Rb8, because of 5.ND NeS 
Nd7 Nxb8 Nxc6+) S.BbS Bxe6 Ne3 
Nxe4 Nxf6 (6.exf6 bxc6 h4 h3 hxg2 
gxhl(Q) - was played by Leoncini in 
the UK-Italy match.}. 
B) 3.Ba6 Bxb7 Bxc6+ 4.Qd7 Qxe6 
Qxc2Qxdl+. 
q 3.!d4 exd5 Ke2 (-4n interesting 
novelty introduced by Salvadori) 
4.Qxd5 Qxd4 eS QxdI+ (4.!Qxd5 Bf5 
Bxc2 Bxdl+; 4.Bf5 Bxc2 Kd7 Bxdl+) 
S.Kxdl Bh6 Bxg7 BxhB Nd2. 

2.dS Bd7 
3.BbS Ke2 NO, (3.d4 Bb5 Ke2 -
played by Salvadori). 

2.dS dxe4 (Lunga (Long) Defence) 
One of the most outward-going 

methods of reply to the Kings pawn 
opening. Black defends himself from 
mate, captures 3 pawn, and brings his 
own pawn into an advanced position. 
A) 3.d3 dxe4 Qxd8+ (A continuation 
apparently modest, but in fact 
venomous. After Kxd8 there is no 
clear way that Black can develop his 
pieces), 4.Kxd8 cS eS b5 (4.Kxd8 eS 
Nf6 Bb4+ S.c3 Bh6 Bxg7 Kd2 Bxf6+; 
4.Kxd8 Bh3 Bxg2 Bxhl 5. 34 e5 e6 
Bg2 Bxhl; 4.Kxd8 Nc6 Nf6 e6 seems 
solid enough) S.Bf4 BxeS Bxg7 Bxh8 
Kd2 
B) 3.Qg4 Qxc8 Qxd8+ 4.Kxd8 e3 e2 
exf1(Q)+ S.Kxfl Ke2 NO d4 d5 
(S.Kxfl Ke2 ND h4 h5 6.aS a4 RaS 
RxhS Rxhl Kd7). 

2.d5 eS (Aperta Defence) 
A violent method of grasping the 

initiative. 
A) 3.d4 BgS Bxd8 4.Kxd8 Bg4 Bxdl 
exd4 (4,4.Bxc2 S.Kd2 Kxc2 Ba6 
Bxb7 Bxa8; 4,4.dxe4 S.Nc3 R.xdl 
Nxe4 BbS dxe5+) S.Kxdl exd5 Bd3 
Ke2 h4 (S.Ba6 Bxb7 Bxa8 Kxdl Ke2 
6.Ke7 dxe4 e3 exf2 fxgl(Q) Qe3+) 
B) 3.Nc3 d4 Bb5+ 4.Qd7 Qxb5 Qd3 
Qxd1+ (4.00 Bg4 Bxdl Kd7 S.BgS 
Bxd8 R.xdl Ke2 NxdS). 
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C) 3.Qg4 Qxe8 Qxd8+ 4.Kxd8 as b5 
Nf6 (4,4.dxe4 5.Ba6 Bxb7 Bxa8 d4 
Bg5+; 4.Kxd8 Ba3 Bxb2 Bxal S.Ba6 
Bxb7 Bxa8 exdS Ba3; 4.Kxd8 dxe4 
Bb4 Ke7 5.Ba6 Bxb7 Bxa8 Ne3 NdS+ 
6.Ke6 Nf6 NxdS Na6 Rxa8 f5 7.f4 
Kf2 a3 axb4 Ra5 RxdS Re5+) 5.Ba6 
Bxb7 Bu8 a4 h4. 

2.d6 f5 
3.eS NO Bb5+. 

2.dS f5 (Bull's Horns Defence) 
3.eS NO Bb5+. 

2.eS Nb6 
3.d4 BgS Bxd8 4.Ng4 Nxfl Nxdl 
Kxd8 5.Ba6 Bxb7 Bu8 Kxdl Ke2. 

2.eS Qe7 (Trieste Defence) 
3.d4 BgS Bxe7 4.d5 Bg4 Bxdl Bxe7 
5.Nc3 RIdl dxeS NxdS Nxc7+. 

2.eS f5 (Classical Defence) 
3.d4 BgS Bxd8 
A) 4.d5 fxe4 Bg4 Bxdl 5.Kxdl Bf6 
Bxg7 Bxh8 Nb3 
B) 4.d5 f4 Bg4 Bxdl. 

2.eS f6 (Areto-Barlettana Defence) 
An opening more often played than 

any other today.There is rich vitality 
in the play. 
A) 3.Nc3 d4 BbS (3.BbS Nb3 a44.a6 
axbS b4 Qe7; 3.BbS Nh3 d4 4.Nc6 dS 
Bg4 Bxdl) 4.Nb6 exd4 BM Bxc3+ 
(4.c6 d5 Bg4 Bxdl S Kxdl NO NxeS 
NxOO Nxd8+; 4.exd4 d3 dxc2 
cxdl(Q)+ S.Kxdl BgS Bxf6 Bxd8 
NO; 4.Bb4 a6 axbS Kf7 S.Qd2 NdS 
Nxb4 Nc6 Nxd8+; 4.Qe7 Qd6 Qxd4 
Qxdl+ S.Kxdl Ke2 Bh6 Bxg7 Bxh8) 
S.bxc3 cxd4 Bf4 Bxe7 Bxd8 (5.Bd2 
Bxc3 Bxd4 Bxf6 Bxd8 - played by 
Rallo. led to the strong reply 6.!Kxd8 
d5 Bg4 Bxdl Be2 Bxb5. from Home). 
B) 3.f4 f5 NO 4.Nb6 d5 dxe4 exO 
C) 3.Bc4 Bb3 0 4.d5 BM Ke7 Nb6 
(4.a5 Bb4 Ke7 Nh6 S.a3 axb4 RxaS 
Rxa8 Kfl). 

2.e6 BM 
3.a3 axb4 Nb3 (4.?aS axb4 Rxal Qe7 
5.Nf4 Nxe6 Ne3 Nb5 Nbxc7#). 

2.e6 Be7 

------------------~~~~~~~~-- ~-
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3.d4 Bd2 Nb3, (Also good is the 
simple 3.Ne3 NdS Nxe7). 

2.gS Nb6 
3.d4 Bb5 NO. 

l.Nh3 

A) 2.Ne6 Nf6 3.b4 b5 bXc6 (? 3.e4 eS 
exf6 4.exf6 Ne5 Qe7 ND#) 4.dxe6 
Bxh3 Bg4 Kd7 
B) 2.d5 Bxb3 3.gxb3 e4 Bb5+. 

2.eS BM 3.a3 axM g3 (3.e4 BbS Ke2 
4.QgS Qxg2 Qxhl Qxdl+) 4'e4 exO 
fxe2 exdl(Q)+. 

2.Nc6 dS J.e4 BbS Bxc6+ 4.bxc6 
dxe4 Bg4 Bxdl. 

(Jelliss Opening? English Opening?) 
This opening is played 3 lot by the 

English. 

A) 2.eS Nb6 3.a4 BbS Nb3. 
B) 2.eS dS. 

WARNING 

From George Walker out of 
the May 1838 issue of 'The 
Philidorian' : 
"We are no great admirers, 
in general, of new varieties 
of Chess, believing the 
ordinary mode of playing t~e 
game to be morally 
unimpt"ovable ... " (GWs 
emphasis). 
Well well! However 
4-handed Chess met with his 
'heartiest approbation'. 
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PROBLEM PAGES 
By G.P' Jelliss 

14. Erich Bartel 

Anticirce. Helpstalemate in 2. 

ANTICIRCE: The captured piece 

disappears and the capturing piece is 
rebom Capture is illegal if the 

capturing piece cannot be rebom A 

pawn capturing on its promotion rank 
promotes before being reborn. 

HELPSTALEMATE in 2: Each side 

plays two moves. Black moves first 

and helps white to stalemate him. 

IS. Erich Bartel 

Anticirce. (a) Helpmate in 2. (b) 
Helpstalemate in 2. 

16. Erich Bartel 

VARIANT CHESS 

Nightridcr h2, Grasshopper g7, Zebra 
h7, Camelrider h5. Platzwechsel 
Ciree. Helpmate in 2. 
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HELPST ALEMA TE in 2 I12: whi~e 
makes 3 moves and black 2 moves. 

2 WAYS with 2 VARIATIONS: 
there are two choices for white's first 

PLA TZWECHSEL CIRCE: a move, and following each of these 
captured piece reappears on the 

square vacated by its capturer (not 
really "capture" sinee nothing 

disappears, nor "ciree" sinee nothing 

returns home) but checks on the king 

are normal. 

CAMELRIDER: makes a series of 
{1,3} moves in one go in a straight 

line. 
GRASSHOPPER: moves along queen 

lines to the first square beyond one 

man. 
NIGHTRIDER: makes one or more 
knight {I,2} moves in a straight line 

in one go. 
ZEBRA: {2,3}leapcr. 

17. PeterWong 

Lion + Jaguar e3 Maorider d4 

Helpstalemate in 2 II2 (2 ways each 
with 2 variations). 

JAGUAR: moves on queen-lines 

towards another piece and stops on 

any of the intermediate squares. 

LION: moves on queen lines towards 

and over another piece and stops on 

any of the squares beyond it. 

MAORIDER: makes a series of Mao 
moves in one go in a straight line. 

(Mao move is a knight move made as 

an orthogonal step followed by a 
diagonal step, and is blocked if the 

first part of the move is blocked.) 

black has a choice of two first moves 

(this is shown by the pattern 

0.2.2.1.1.1 ). 

18. George Jelliss 

Overhoppers. 
Two problems, whole board for each. 
Left: Helpmate in 4 (a) diagram, 

(b) b5>f5, cS >e5 Right: Helpmate in 

5. 
OVERHOPPER Hops in straight 

lines, in any direction, over occupied 

squares only. 

~_I:! 

1;II.llill~ lNJ'l4}JJ,'« ........ . 

SOLUTIONS TO VC9 

1. I.G.Richardson. (a) 1.Qf2 l...Ra2 

2.Qg2 Rh-a8 3.Qxhl# l...Rh2 2.Qb2 

Ra-h8 3.Qxal# l...Qh7+ 2.Qf5 Qa7 
3.Qf1# (b) l.e4 l...Qa2 2.e5 Qa2-h2 

3.Qxal# l...Qh2 2.Qh8 Qh2-a2 

3.Qxhl# l...Ra7 2.Qb2 Ra7-h7 

3.Qd2# or Qbl# 

2. LG.Richardson. (a) l.Nd8 h8=B 

2.Rb8 axb8=Q (R>Q") 3.Nf7 Qf8 
4.Ne5 Bxe5 (N >BI\) (b) l.Rg8 

bxg8=Q (+IlPg7) 2.Nd8 Qxd8 3.g5 

Qd6 4.g4 Qg3. 
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3. I.G.Richardson. (a) I.Qb8 axb8=Q 
2.Kb4 h8=B 3.BxB(RaI) QxB 4.Kb5 
Qd4. (b) I.Qb8 axb8=Q(+Pb7) 2.Kb4 
f8=B(or Q)+ 3.Kb5 KxB 4.b6 Qa8. 

4. V.Nebotov. (a) I.Kd3 Gd2 2.Kd4 
Gd3# (b) 1.Kf5 Qf7 2.Ke6 Gd5:: [G 
over K activates Q! K cannot captuIe 
because not backed up by any other 
black piece.] [E.B. finds multiple 
cooks: (a) I.Kd5 Kcle2 2.Kc4 Qb3. 
1.Kf3/d3 Qf7 2.Ke2/c2 Qf5. I.Kd3 
Gd7 2.Kd4/c2 Qd5. (b) I.bl=NIR. G6f4 
2.Kd3 Qc2. I.bl=N Gd7 2.Kd3/4 Qd5. 
I.bl=N Qf7/Qe6 2.Na3lPc2 Qf5. 

I.bl=N Qc4 2.Kd3 Ge2.] 

5. V.Nebotov. (a) I.Ka6 Rxc2 2.Ka5 
Ra2# [B.B. finds cooks: l.Ka6 Kc6 
2.0. Ra4 or I.Q ... 2.Ka6.] (b) I.Ka6 
Kb5 2.Ka5 Re5# [but Kb5 is 
selfcheck, so no solution.] (c) set: 
0 ... ·d3! 1.Kb6??(·c5!) sol: l.Ka6! ~5 
2.Ka5 Rb4# (2 ... Rc5#??·c5!). [* 
indicates mated piece to be removed.] 

6. V.Nebotov. tries: 1.Qe4? 
(2.Qbl#,Qb2#) c2! I.Qa3+? (2.Qb2#, 
Qcl#) b2! I.Qe3+? l...KbI 2.QcI# 
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I...Kdl! Key: I.Qxa7! (2.Qal#) 
[2.QgI#? Rxc4(Bfl)!] I...Be42.Qgl. 

7.Er.Bartel. [Misprint: the PM should 
be White.] 1.f8=N! Nclexd7 2.Nxd7 all 
other N-moves answered by RxN. Try 
l.Ra7? Ng6! [Three complete 
knight-wheels!] 

8. Er.Bartel. I.Ka4 Bc7 2.Rb3 e8=G. 
I.Kc4 Ba7 2.Rb3 e8=NR. I.Kc2 e8=C 
2.b3 Cd5. 1.Ka2 e8=Z 2.b3 Zc5. 
[Star-flights by black K, fairy 
promotions by white.] 

9. C.Poisson. I.Kc2 threat f8=Q mate 
(A) Qd4 2.f8=R mate (B). Set play: 
l..Qal 2.f8=Q and l...Qdl 2.f8=R. 
Tries: 1.f8=R+?1Bc2? Qat! 
1.f8=Q+?IBa2? Qdl! I.Na2? Bd4! 
[C.P. describes themes as: Banny (set 
play and promotion tries) 
Dombrovskis (set play and bishop 
tries), Le Grand (knight try and actual 
play) plus Urania.] 

10. P.Roesler. 1-5.b8=B 6-7.BgI 
8-12.b8=B 13.Bh2 14-18.a8=R 
19-20.Rg2 21-24.c8=B 25.Bh3 
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26-29.e8=N 30-31.Ng4 32-36.c8=,N 
37-39.N12 4O-44.Kg3 45-49.c8=Q 
50.Qe2+ for KxQ stalemate. 

11. L.Salai. I.Kb2 ba6(Pa2)/fg6(Pg2) 
2.RgllRal mate or I.Rf4 threat Rfl 
gf6(Pt2)/Kh2 2.Rh4 mate. Tries 
1.Rb4? cb6(Pb2) I.Rc4? bc6(Pc2) 
I. Rd4? cd6(Pd2) I.Re4? fe6(Pe2) 
I.Rg4? fg6(pg2) l.Rh4? gh6(ph2). 
[E.B. notes dual: I.Kb2 gf6(Pt2) 2.RgI 
or Rh4 mate.] 

12. M.Olausson. I.bl=B Kf6 2.el=B++ 
Kg5 3.Bh8 Bg2(pg7) 4.B12 Ba8(Ke8) 
5.0 BO(Pf7) 6.f5 Bg4 7.fg4(Bfl) 
Bd3(pd7) 8.Kf7 Bb5(Pb7) 9.Bg6 
Kg6(Bc8) lO.hg6(KeI)+ Kxf2 1l.g5 
Bxa6 12.Kg6 Bxb7 13.Kh5 Bxc8 
14.g6 Bxd7 15.Qh6 Be8 16.Rh7 
Kg3(pg7) stalemate! 

13. M.Olausson. 1-7.Kh8(Ra1) 
8-12.Kc4(pc2) 13.Kc3 14.c4 for 000 

stalemate. (b) 1-3.Kc4(pc2) 4-8.Kh8 
(B >Ral) 9-14.Kb2 for Kd2 stalemate. 

THE 1st 
TOURNAMENT IN 
CHESS, CHINESE 
CHESS, SHOGI 
AND GO 

Handicaps were used where 
appropriate. The games were 
played without clocks. A few 
games had to have a blitz 
finish and one game was not 
finished. 

Randomised Back Rank Chess 
game which was given in VC9. 
Here is another Randomised 
Chess game from the same 
event with notes by 
P.Donovan. 

Rather better seems 
lO.Nee3. 
10 .•.. Nxg2! 1l.Kxg2 g4 

David said that Black's 
sacrifice was strong, and 
White should seek to return 
the piece by Ng3 though 
Black would still be better. 
12.Khl Qg6 Patrick Donovan writes: 

On Sunday 181 1/ 93 there 
was an unusual sort of 
tournament held in 
Eastbourne. The three 
competitors were P. Donovan, 
D. Murphy, and L. 
Wooldridge. Each had to play 
4 consecutive games against 
each of the other competitors, 
1 each at: 

1) Chinese Chess 
2) Shogi 
3)00 
4) Chess, (with Randomised 
Back Ranks). 

The overall results over 8 
games each with the 
unfinished Shogi game 
between David and Patrick 
being notionally called a draw 
are .... 

D. Murphy 7/8 
P. Donovan 5/8 
L. Wooldridge 0/8 

Editor: Despite the haphazard 
organisation the tournament 
was interesting because all 
competitors are potentially 
strong players at all the 
games. It was agreed that 
the best game in the 
tournament was the 

White: L Wooldridge 
RQNBBRNK 
Black: P.Donovan 
KNBRRBQN 

Ibe black rooks placed in 
the centre are strong whereas 
the white bishops are 
awkward there. White's trump 
is his rook facing the opposing 
king. 
l.e3 d5 2.a4 e5 3.dJ Bd6 
4.Nce2 g5 5.b4 15 6.b5 f4?! 

David Murphy suggested. 
6 .... Ng6 rather than this 
committal move. 
7.e4 dxe4 8.dxe4 Ng6 9.&5 
Nb4 10.0 

David was very impressed 
by this obvious "quiet move" 
planning to double up on the 
"gO file. 
13.Rt2? 

This does not help White's 
plight at all. Look at the sorry 
disposition of his forces! 
13 .... gxO 14.Nc3? 

A feeble move. Much better 
is 14.Nxf4 when 14 .... exf4 
15.Bxf3 holds. 
14 .... Rg8 15.NxO BbJ 

White's position is utterly 
hopeless so he resigned. 
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History 

The modem rules of Vinciperdi 
were given in VC9. According to 
Major G.H. Vemey in "Chess 
Eccentricities" the inventor of the 
game was Walter Campbell, and it 
was played at Boynton Lodge, 
Wiltshire in 1876. The game was 
known as "Take Me" Chess. There are 
two important differences in the rules 
compared to the modem game. The 
first is. that a pawn can only promote 
to a piece that has already been lost, 
(maybe Mr. Campbell had only one 
set). The second difference is , I 
quote, "if a player places one of his 
pieces in such a position that his 
opponent can take it , he can insist on 
his antagonist taking it by saying the 
words "Take me"; and the antagonist 
is bound to take the piece in the 
manner the player desires"; this 
appears to mean that if more than one 
piece is en prise, the player can 
choose which piece he wants taken; 
and presumably if for some reason he 
does not want any piece taken, he 
does not say "Take Me". There is no 
information about what happens when 
a position is stalemate. 

Professor 1. Boyer in "Les Jeux 
D'Echecs Non Orthodoxes" (1951) 
surmises that the game is much older, 
but gives no evidence in support. Mr. 
Ken Whyld in the second edition of 
his book 'The Oxford Companion to 
Chess' says it was played much earlier 
and known as 'alla ganapierde·. In a 
letter to me he says the term may have 
been used more widely than just 
chess. 

Philidor 

In C.M.CarrolI·s book 'The Great 
Chess Automaton' he reports a game 
between the machine and Philidor at 
the Academie des Sciences in Paris in 
1783, I quote," The day before the 
game Kempelen approached Philidor 
with a remarkable proposal: • .... .It 
is .... my only means of earning my 
living at present. Imagine then, what 
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it would be worth to me to be able to 
announce and publish in the 
newspapers that my automaton had 
defeated you.' Philidor ..... acquiesced 
to this presumptuous proposal to the 
c,,-ient that he would allow the Turk to 
win if he played a strong game 
against him, for otherwise it would be 
obvious that he was not playing up to 
his usual strength. But the Turk did 
not play a strong game, and Philidor 
defeated it." In a footnote on page 97 
of George AlIen's book 'The Life of 
Philidor', (kindly pointed out by Mr. 
Why Id), it states: "It was in like 
manner reported, (Twiss, Chess, 
vol.(l), p.188,) that Philidor had been 
beaten by Kempelen's Automaton, in 
1783 ...... for Philidor, to favour the 
good baron's interests, played alia 
ganapierde - he tried to get beaten 
and could not. " 
But what was Twiss, (or Philidor), 

here referring to by the term alia 
ganapierde? The term literally means 
"in the manner of 'who wins loses'" in 
Spanish. This is given in the glossary 
of Christopher Beeker's 1984 edition 
of Ercole de Rio's book 'The War of 
the Chessmen'. This book was written 
around 1800, but not in fact published 
until this 1984 edition. Ercole de Rio 
was a contemporary of Philidor and in 
his book quite clearly in my opinion 
used ganapierde in the meaning of 
self-mate as applied to chess 
problems. For example on page 158 
he says: "Queste due Gana-pierde 
sono le piu semp/ici, e meno involute 
di Pezzi, che far si possano, " which is 
translated from the Italian as "These 
two self-mates are the simplest and 
most economical possible." Two 
self-mate positions are given. So 
Twiss's report that Philidor had 
played alia ganapierde against 
Kempelen seems to mean only that 
he had played in the manner of 'a 
self-mate' problem. 

Whyld disagrees 

I would point out however that when 
I put this to Ken Whyld he did not 
agree with me. He said: "The del Rio 
(extract) is most interesting, but I 
have to say that I do not concur with 
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your assessment. I think he. (del Rio) 
was applying a game term to 
problems although the definition 
(given by Christopher Beeker) ..... 
does describe it as a self-mate rather 
than loss of all material. " 

To sum up 

To sum up, here is my hypothesis. I 
believe that odd people may well have 
sat down and played a form of Losing 
Chess over the centuries, but the aim 
of the game could well have been to 
be self-mated. This no doubt led to 
unsatisfactory play so the game, (if 
played at all), would have been soon 
set aside. The object of the modem 
game of 'Losing Chess' is to lose all 
ones pieces, and pieces en prise have 
to be taken. Despite Professor Boyer 
and alia ganapierde Waiter Campbell 
might well have invented the first 
form of playable Losing Chess, with 
his Take Me rule. (Again I must point 
out that Ken Whyld does not agree 
with this. His belief is 'that if 
Campbell did originate anything, it 
was the optional element~. 

According to an article by R 
Kluever, (who championed the game 
in Germany), in Schachspiegel no. 9 
1948, it had been studied in the 
Dresdner Schachkalender in 1901, 
and later in the Deutsches 
Wochenschach in 1924; and after this 
date in the Chess Amateur, and the 
Fairy Chess Review ofT.RDawson. 

A correspondence tournament was 
organised by RKniest of Frankfurt 
am Main to commence on the 30th 
November 1948. Two versions of the 
Rules of the game are given in the 
American publication "The New 
Complete Hoyle" (1947), although 
both differ from the rules of the game 
that was played in Germany, which 
are identical to those of today. 
(The information in the last two 
paragraphs have been taken from 
Professor Boyer's book mentioned 
above). 

When the great upsurge in Italy in 
chess variants came in the 70s and 
thereafter, Vinciperdi, together with 
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(Italian) Progressive Chess were the 
two most popular games. The first 
Italian, (AISE), Championship was 
started in 1975, and won by 
RMagari. 

The Endgame in Vinciperdi 

The endgame seems to be a 
neglected area in chess variants in 
general. In Vinciperdi there have been 
several problems published most of 
which have few pieces on the board; 
there have also been quite a few 
theoretical articles in "Eteroscacca" 
some of which touch on the endgame. 
I consider the endgame stage of 
Vinciperdi to be possibly the most 
interesting part of the whole game. 
Captain Verney in "Chess 
Eccentricites" says: A curious feature 
in this game is that not until almost 
the last move can it be guessed which 
player will win; for it often occurs 
that when a player has only one Piece 
left on the board, his antagonist 'may 
by careful play cause this one Piece to 
take all his own Pieces which may be 
left." How true that is. Let us first 
look at the end of a game between 
Roberto Magari and Aldo Kustrin 
which was played in the 9th AISE 
Vinciperdi Final: 

White's last move was 35.g8(Q), 
whereupon Black resigned. I follow 
the notes of the winner from 
"Eteroscacco" . 

If 35 .... hl(Q) or (R), then 36.Qh4, 
(eg. 36 .... Qxh4, 37.e4 Qxe4, 38.Qf7 
Qxa4, 39.Qa7 Qxa7#). If 35 .... hl(B), 
then 36.e4 Bxe4, 37.Qc6 and wins. If 
35 .... hl(N), 36.Qg3 Nxg3 37.Qfl 
Nxfl 38.a5 Nxe3 39.a6, the pawn 
promotes to a Knight, and White 
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wins. 

Why does this win? Let us consider 
a few facts. When the white "a" pawn 
reaches the 8th rank and promotes to 
a Knight, the black Knight must be on 
a black square; as it is Black's turn to 
move, if one of those black squares is 
b6 or c7 then Black is forced to play 
Nxa8 and White wins. If it is some 
other black square, then Black's next 
move will place his Knight on a white 
square, the same colour square as the 
White Knight is on, squares that the 
White Knight cannot move to. 
Therefore Black can never win this 
position; or to put it another way, the 
only one who can win this position is 
White. 

When the "a" pawn promotes to a 
Knight at as Black's Knight has the 
opportunity to be on many of the 
black squares. One line of play could 
be: 39 .... Nc4 40.a7 Na5 41.a8(N) 
Nb7, and after 42.Nb6 Black is 
forced to play 42 .... Nd8 when 43.Nd7 
wins, because wherever Black plays 
White can place his Knight where it 
can be taken. This is a KEY 
POSITION. 

It can be easily verified that 
wherever Black chooses to place his 
Knight prior to 41.aS(N) White can 
force the key position. For 
example,39.a6 Nc2 40.a7 Nel 
41.a8(N) NO 42.Nb6 Nd4 42.Nd5 
NO 43.Nf4 Nd2 44.NdJ Nfl 45.Nf2 
and wins. White would still \\in ifthe 
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pawn were promoted to a Knight ~m 
cS, eS or g8. 

A general rule can be formulated 
thus: [n the ending Knight versus 
Knight: if both the Knights are on 
the same coloured squares the 
player whose Knight is to move 
wins; if the Knights are on different 
coloured squares the player whose 
Knight is to move loses. 

Let us return to the second diagram. 
White can reach a8 and promote in 
two moves. An interesting point is 
that when this happens if the black 
Knight were to be anywhere in the 
area bounded by the square 
"dl.d5.hl.h5". White could win by 
promoting his pawn to a Rook as well 
as a Knight. For" example.3S .... Nc4 
39.a7 Ne5 4O.aS(R) NO 41.Rm. 
attacking the Knight, (note there must 
be at least two intervening squares 
between the pieces). and when the 
Knight moves the Rook takes its place 
and wins, (eg. 41.. .. Nd4 42.Rf3). (In 
this example White could also win if 
his pawn were promoted to a King). 

Finally at diagram I Black can also 
promote to a King. There would 
follow 36.Qg2 Kxg2 37.Qf2 Kxf2 
38.a5 Kxc3 39.a6 and White wins by 
promoting to a Rook. For 
example,39 .... Kd4 40.a7 Kc5 
41.a8(R) Kd4. when the standard 
winning method is 42.Ra6 Ke4 
43.Rc6 Ke3 44.Rc5 KO 45.Rd5 Kf2 
46 Rd4 Kg2 47.Re4 Kgl 4S.Re3 Khl 
49.Rf3 Kgl 50.Rfl Kxfl#. 

Here now is an instructive endgame 
study: 

Dr. E. T.O.Slater - The Probkmist,· 
Fairy Ches:r Suppkmenl, 1935 

Black has a choice of two captures. 
One wins and one does not win. Let 
us try l.Nxd7 first. There follows 
l.. .. ~ 2.NxfS. Black now has a 
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choice. After 2 .... h5 3.Ne6 h4 4.Nd4 
h3 5.Ne2 h2, White wins by 6.Ngl. 
After 2 .... h6 3.Ne6 h5 4.Ng5 M, 
White can draw by 5.Nh3. Has he 
anything better than a draw? 5.Ne4, 
(instead of Nh3), h3 6.Nf2 h2 7.Ng4. 
Now it can be easily seen that if the 
pawn is promoted to a Q,R,N,or ~ 
Black loses. So 7 .... hl(B) 8.Nh6 Bc6 
9.Nf5 Bd5, and Black wins. White's 
Knight at move 7 can be placed on 
any white square on the board, 
(except hi I), and they all lose to a 
correct promotion by Black. 

Let us now try the other capture -
l.Nxh7. There again follows 1.. .. Kxf8 
2.Nxf8, and once more Black has two 
choices. If he plays 2 .... d5, White 
wins in the same fashion as after 
2 .... h5 previously, by sacrificing his 
Knight at el. So Black plays 2 .... d6. 
There then follows 3.Ne6 d5 4.Ng5 d4 
S.Ne6 d3 6.Ng5 d2 7.Ne4! dl(B), 
(everything else loses too), 8.Nd6! 
and wherever the Bishop moves the 
white Knight can sacrifice itself. 

General Rules 
Now for a few general rules in the 

endgame Piece versus Piece. Karl 
Fabel expounds these very well in his 
1955 book "Rund um das 
Schachbrett". I would emphasise that 
these are general rules; obviously in 
many positions a player on the move 
could force the sacrifice of his piece 
whatever the two pieces were. 

"The King wins against the Knight, 
makes a draw against a King or 
Bishop, and loses against Queen or 
Rook. .... The Rook and the Queen win 
by forcing the King into the corner 
until he runs out of moves. 

The Knight is the weakest piece in 
the endgame; it loses against all the 
other pieces. If two Knights battle 
against each other, the one that is to 
move and is on the same coloured 
square as his opponent. wins. 

The endgame 2 Pieces versus 1 
Piece - as a rule the great majority of 
these are drawn; for example. King 
and Queen against King. and equa/~v 
King with any other piece against 
King. also Queen and Knight against 
King. as well as Rook and Knight 
against King. Especially interesting is 
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the play of 2 Knights against 1 
Knight; in most cases it being drawn. 
But in Vinciperdi. 'There is no rule 
without an exception. ' " 

I wish to add a few words to what 
Karl Fabel has written. The ending 
King versus Bishop is drawn, but the 
player with the King has to be careful. 
Mr. Fabel said the draw results from 
distant opposition. Consider the 
following position: 

If White plays l.KeI, then Black 
wins by 1.. .. Be5! But after l.KdI he is 
allright, for after 1.. .. Be5, White can 
play 2.Kel. There could follow 
2 .... Bb2 3.Kf2 Bf6 4.Kg2 Bg5, when 
White must play the King to either h2 
or gl; S.Khlloses after 5 .... Bh4. 

Mr. Fabel stated that the ending 2 
Knights against 1 Knight is mostly 
drawn. He gives the following study 
by F.Hansson. Black is to move and to 
win: 

F.Hansson 
- Fairy CIun Review, 1948 

lf 1.. .. NfJ 2.NxfJ and wins. 
Remember the rule! The solution is 
1.. .. Ne4 2.Ng4, (he is forced into a 
capture no matter where he 
moves),2 .... Nf6 3.Nxf6 and it is Black 
who now wins because the Knights 
are on the same coloured squares and 
it is Black to move. 

It is certainly difficult for the player 
with the two Knights to win this 
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ending as a little e)..-perimentation 
shows. In practical play it is probably 
best for the player with the 1 Knight 
to keep it as near the other Knights as 
possible so as to hinder his opponent's 
plans, and of course only having the 
one piece to sacrifice he has winning 
chances of his own. 

There is an interesting article by 
Geogi Evseev and Christian Poisson 
in the current issue of the French 
problem magazine 'Rex Mu/tiplex' 
which covers this very endgame. The 
following rules are given· I quote: 

The side having the two Knights 
wins ifhe can offer up one of his 
pieces and after the capture the 
'parity' is favourable. (rhat is to say 
both the opposing Knights are on the 
same-coloured squares. Our rule 
given earlier.) 

The side possessing a lone Knight 
wins in one of the following cases: 
a) He can deliver afork. 
For example in the following diagram 
White wins by l.Nd3! threatening 
2Nc5 and 2.Ne5. After 1 .... Nc5We5 
2.Nxc5Wxe5 White wins because he 

b) He is able to 'dominate' the two 
opposing Knights. In the following 
diagram. after 1.Nj5! whatever Black 
plays, the white Knight can offer itself 
up on the foll~ow,inJ! 

In other cases the position is drawn. 
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Of course these rules are rather 
broad, and they can be difficult to 
apply to particular positions. For 
example, consider the following 
position. 

G.Evseev - Bonn 1992 

Is one of the sides winning, or is it 
one of the 'other cases'? 

In fact this is a position that was 
found by a computer and White can 
force a win in 11 moves, (22 
half-moves). This is given in the 
article from 'Rex Multiplex' 
mentioned above where it mentions 
that the complete analysis iakes 
several pages. For that reason only the 
best moves of Black are given. I 
reproduce the analysis below: 
1.Ncl! Nb8! 
All other moves lose immediately: 
1.. .. Nb4 2.NdS (orNa2) NxN 
l....Nc5 2.Ne4 (or Na4) NxN 
1.. .. Nc7 2.Nb5 (orNdS) NxN 
l....Nf7 2.Ne4 (orNb5) - fork 
l....Ng6 2.NdS - fork 
2.Ndl!! 
2.Nd5?Nf7= 
2~ ••• Na6 
If 2 .... Nf7 3.Nf2 Nd8, then 4.Nd3 
'dominates' the Black Knights. 
3.Nfl (or Nb2) Ne7 
4.Nd3 NbS 
Black is not able to play the Knight at 
h8. 
S.Nc5 NaJ 
6.Ne6! Ne4 
7.Nd4 Nb6 
8.Ne6 Na4 
9.Nb4 
Forcing Black to play the Knight at 
h8. 
9 •••• Nf7 
10.NdJ (fork) 
1 0 •••• Nc3 
H.NeS Nxe5 
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White wins. It was certainly difficult 
to envisage that at move 1 conditions 
a) and b) applied, and led to a win for 
White, the possessor of the single 
Knight 

Other combinations of 2 pieces 
versus 1 piece can also lead to 
difficult play,and there have been 
several studies in this field. Here is 
one by Dr. 1.Niemann. White is to 
move and win: 

Dr.J.Nienumn - Schtu:lllfUltt, 1948 

The solution is: l.Rh4 Bxh4 2.Nc4! 
and wins. 

• • • 
Here following are two positions 
which bring in many of the points 
relating to endgames in this article. In 
the first position White is to move. 
Who is winning this game? (WP 011 a7). 

In the next position White is to 
move. What should his move be, and 
why? 

The full analysis of these positions 
will be given next time. 
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Finally here are two studies - White 
to play and win, solutions are at (he 
bottom of this page. 

W.Roese - 1923 

LRichardson - 1993 

Correction. In VC9 it was stated that 
the first Vinciperdi study was taken 
from an article in "64" by E.Gik. This 
is no doubt true. but the actual study 
was composed by Fabel and Kluever 
in 1947. 

The answer to this problem should 
read l.Ke4! (If l.Kg4 or Kf4, then 
1.. .. Qa6!) 1.. .. Qd8! 2.Kd4! 

Vinciperdi Problem Solutions 

'SU!M puo ilN)g6'£ 
9JxS 94S'Z 
saxs s6~n (Z 

'SU!M puo i£jtH; 
(da) )xq vYZ 

LOxS Lo~n (L 



page 30 

CHESS IN ORBIT 

"100 Other Games to play on a 
chessboard", by Stephen Addison does 
not appear in the bibliography of 
Michael Keller's special issue of 
"World Game Review" on chess 
variations, nor in Alessandro 
Castelli's "Manual of Chess Variants". 

An unusual variant from this book 
is "Quarter-Turn Chess" said to be 
devised by A.E.Farebrother. 

Normal chess rules apply except 
that when a piece moves to one of the 
four central squares of the board 
either from one of the three other 
central squares or from elsewhere, the 
contents of these four squares make a 
quarter-turn clockwise. Therefore in 
the following diagram, White can fork 
his opponent's King and Rook by 

playing l.Nd4. 

Michael Keller in WGR calls this 
variant 'Actuated Revolving Centre 
Chess', (ARC), and describes it as the 
oldest of the rotation chesses. He also 
mentions a variant where the area 
c3-d>-fJ-f6 rotates, (4x4). 
The idea of certain areas of the board 

being rotated is most interesting. In 
the science-fiction game "Buck 
Rogers, Battle for the 25th Century", 
the counters representing the planets 
are moved one space round their 
orbits at each game turn. Because 
each orbit, (circles), has a different 
number of spaces depending on how 
far the planets are from the sun, (eg. 
Mercury has 2, Venus has 4, Earth 
has 8, etc.), the connections between 
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the planets on the board are 
constantly changing. Let us transfer 
this concept to the chessboard. 

Instead of the squares being 'turned' 
as in "Quarter-Turn Chess" when a 
piece-movement ends on one of the 
squares, the alternative is that certain 
squares are in constant orbit, so that 
at the end of each move those squares, 
(and the pieces on those squares), 
automatically shift around. The 
orbiting squares could be the 4 , (or 
16), central squares, but there can be 
other choices, so long as the orbiting 
pattern is Symmetrical. Here is one I 
put forward; (I would suggest the 
movement be clockwise). 

The orbiting squares could be 
marked in some way on the board. 
Any pieces 'in orbit' would shift 
around to the next square in the orbit 
at the end of a turn, when the move 
would be completed. This means, for 
example, that a piece on the orbit 
could only deliver mate after it has 
orbited. A player's King should be out 
of check when a turn, (including the 
rotation), is completed; the player's 
King could be placed or left in check, 
if the immediate rotation removes that 
check, (these rules apply equally to 
Quarter-Turn Chess). 

I would point out that this variant is 
very much experimental. As Mr. 
Keller says, the number of possible 
variants of rotation chess is almost 
unlimited. 

GAY CHESS 

Here is a variant that comes out of 
the pages of "Eteroscacco" from 1982. 
The rules are as follows: 
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1) Normal chess rules app.ly, 
including Castling and e.p. 
capture,except: 
2) King, Bishop, Knight, and Pawn 
are MALE. 
Queens are FEMALE. 
Rooks are HERMAPHRODITE. 
3) The object is the capture of one 
King by the opposite King. Only a 
King may capture a King; but all 
pieces may check a King. 
If the King cannot move out of check, 
the result is a Draw. 
The two Kings may stand on adjacent 
squares because Kings do not check, 
but they may capture any piece that is 
not female, and they may remain 
adjacent indefinitely while other 
moves are being made. 
A guarded King may not be captured. 
4) MALES may only capture or be 
captured by MALES or 
HERMAPHRODITES. 
FEMALES may only capture or be 
captured by FEMALES or 
HERPMAHRODITES. 
HERMAPHRODITES may capture or 
be captured by MALES or FEMALES 
only. 

"Eteroscacco" reports that the first 
game of Gay Chess took place 
between Antbony Dickins and Markus 
Ott on 29th September 1981 and was 
a draw after 47 moves. 

Here is a "Gay" mate in 10 moves by 
A.S.M.Dickins. 

Solution: 

Not 1.Qc6+? e4! or l.Qg2+? draw. 
l.Qe4+! Kh2 2.Qh1+ Kg3 3.Qg2+ 
Kf4 4.Qf3+ Kg5 5.Qg4+ Kf6 6.Qg6+ 
Ke7 7.Qf6+ Ke8 8.Qf1+ Kd8 9.Qe8+ 
Kc7 1O.KxK and wins. 
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MARSEILLAIS CHESS 
In VC9 in the obituaIy of Guiseppe 

Oipilato it was stated that he had 
topped his section at the First 
Heterodox Chess Olympics at 
Marseillais Chess. He also did well in 
other events in the same variation. 
Here is a selection of games. 

1st Olympiad 
G.Dipilato-ACastelli 1-0 
Two Knights Opening 

Malcolm Home writes to say that the 
second Vinciperdi problem in VC9, 
(page12), is solved in 5 moves not 6; 
'Victories All the Way', (page IS), 
was reviewed in VC7 not by G.Jelliss 
bUt by M.Home! 

He also pointed out that there were 
a few notation errors in the 
Tsang-Hann Chinese Chess game on 
page 14. Move 19 .... Nxg3, (not 
Nxf3); 22.Rc9, (not Rc7); in the note 
after move 17 it is 17.Nxi4, (not 
Nxb4). 

He thought that the 2 pages of 
problems was more appropriate than 
the previous half dozen or more. 
Ian Richardson - I personally 
welcome the greater emphasis on 
Chinese Chess. 
George Dodges - I read the 
Masukawa article with some interest. 
He is a very old friend of mine and we 
have spent many an interesting hour 
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I.Ne3 NO; Nf6 dS 2.e4 eS; Bf5 Ng4 
3.NgS BbS+!; c6 exbS 4.e6 exf7+; 
Kd7 Nc6 S.Ne6 Nxd8; Bxe2 Bxdl, 
(GO. Perhaps preferable is Nxt2 
Nxdl), 6.Nxc6 Kxdl; bxc6 Nh6? 
7.d4 Bxh6; b4 bxe3! 8.Bd2 Bxe3; 
Ke6 Kxf7 9.Rel ReS; Ke8 Kd7 
IO.RcI Ba5; e6 Bd6 ILRg5 Rxg7+; 
Resigns. (GO.Loss of material is 
inevitable. ) 

1st Olympiad 
G.Dipilato-A.Pane 1-0 
Two Knights Opening 

- LNe3 NO; b6 Bb7 2.d4 e4; Bxe4 
Bg6 3.Ne5 Nxg6!?; (In an earlier 
game between the same players White 
played 3.Bd3 Bxg6), fxg6 dS; 4.BgS 
BbS+!; c6 Nf6 5.Bxf6 BeS; Nd7 
Nxe5 6.dxe5 Bxc6+; Kf7 Rb8 7.Ne4 
NgS+!; Resigns. 

1st Olympiad 
A.Pane-G.Oipilato 
l.NO e4; b6 g6? 2.NgS Bc4; Ba6 
Bxc4 3.Nxf7 Nxd8; Be2 Bxdl 4.Ne6 
Nxf8; Bxe2 Bxe4 S.O fxe4; Kxf8 eS 
6.d40-O+; Ke8 Ne7 7.dxeS Ne3; Rf8 

here, in Europe and in Japan together. 
He is a most important Shogi 
historian and can be relied upon fully. 
P.Wong, (Australia) - More 
problems! 

Mr.LRichardson and Mr.M.Home 
have both pointed out that sometimes 
I am unnecessarily formal with 
names. 

In the Italy-UK Progressive Chess 
games, Malcolm Home pointed out 
that in the game Buccoliero-Novak 
there was no need for pyrotechnics, as 
S.Nfl NeS Bd3 Bg6 Bxf7# is a very 
simple mate. He also spotted a 
slightly simpler end to 
Donovan-Rallo; Rook to cl via h3, 
Knight to d4, then Bxf4#. 

In the game Figura-Riehardson, 
Pat rick Donovan points out that 
White Could have mated by 9.f4 fS 
fxg6 g7 g6 NO Nh4 NfS BdS#. 

Note: In the Stop Press on page IS it 
is Simon Li, not as written. 
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Rxfl+ 8.Kxfl Bd2; Nbc6 NxeS 9.Ke2 
RfI; Nc4 Nxd2 1O.Kxd2 Kd3; NdS 
Nxe3 I1.Kxc3 Rn; Ke7 Re8 12.Rh3 
Rxh7+!; Kd6 ReS 13.Rh3 Rd3+; 
Ke6 RcS+ 14.Kd4 b4; bS Rc4+ 
IS.Ke3 b3; Ke5 Rxe4++ 16.Kf3 g3; 
Rd4 Rxd3+ 17.Ke2 Kxd3; gS gxb4 
18.gxh4 Ke3; a6 Kf5! 

19.Kd4 Kc5; Kg4 Kxh4 20.a4 axb5; 
axb5 Kg5 21.KxbS Ka6; c6 Kf5 
22.Kb6 Kc5; Ke6 KeS 
23.Kc4 b4; Ke4 dS+ 24.KeS Kxc6; 
d4 d3 2S.bS b6; d2 dl(Q) 26.Kb7 
Ka8!; KdS Qa4+! 27.Kb8 b7; Kc6 
Qa6 and wins. 

USEFUL ADDRESSES 

British Shogi Association -
N.P.Bobbin (Membership 
Secretary) 
83 High Street, Woudham, 
Rochester, Ken4 MEl 3KG. 

Chinese Chess Newsletter C.K.Lai 
12 Lagan House, Sumner Rd., 
London, SElS SRB. 

Chinese Chess News - etc! -
Malcolm Home 
lOB Windsor Square, Exmouth, 
EX81JU. 

EteroSCtICCo A.Castelli 
62010 Villa Poten~ Macerata, 
Italy. 

N.O.S.T. (Knights of the Square 
Table) - Les Roselle 
111 Amber Street, Buffalo, NY 
14220 USA. 
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SHOGI EVENTS 
12 - 15th August 1993 - European 
Championships. 

Contact: Oude GToenwoudseweg 162 
6524 WD Nijmegen, Holland ' 
11th September 1993 - Royston Sbogi 
Congress, ( Sbogi and Tori Sbogi ). 

Contact: Phil Holland, 94 Green Drift, 
Royston, Herts 8G8 5BT. 

·4 - 5tb December 1993 - Kent Sbogi - 10 
Year Anniversary. 

Contact Steve Campbell, 9 fan's Walk, 
Seabrook, Hythe CT21 SIT. 

CHINESE CHESS NEWS 
The Chinese Chess Newsletter' is a 

valuable source of information about 
future events. I pick the following items: 

A continuous tournament has been 
started at the Community Centre, Gerrard 
Street, London, attracting many top 
players. Meet on Swtday afternoons - new 
players are always welcome. 

~~inese Chess workshop and 
competitions etc. will be held on Saturday 
21st and Sunday 29th of August 1993 
(both in the afternoon), at the Victoria and 
Albert Musemn. For more information 
contact Ms. Alice Wong, 071-938 8638 or 
8636. 

MalcoIm Home's Chinese Chess Postal 
Tournament, begun in late 1989 is 
closing down through lack of support He 
will still help persons who want 
opponents for friendly games though. 
A small telephone tournament, running 
from about October to December, will be 
organised if there is enough support. 
Otber items of interest: 

The World Xiangqi Federation' has 
been founded. Mr. Henry Fok has been 
elected as President. Among the 8 
Vice-Presidents are two from Europe: Dr. 
M.Naegler, (Germany), and Mr. Li 
Hongdai, (France). 

MalcoIm Home may be producing a 
4-~e AS-size lcaflet introducing 
Chtnese Chess to Westerners. lrus should 

only cost about lOp - for the photo-copy. 
U K Chinese Chess Cbampionship 1993 

This will take place on Saturday 4th 
. ~tember at 'Poons" Minster Pavement, 
M.mster Court, Mincing Lane, London, (5 
mtnutes from Monwnent LT Station). 

The tournament will be a 5 round 
'Swiss'. The rate of play will be 40 
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minutes per player to complete all his 
moves. Play starts at noon, (registration 
11.45), and the tinish will be around 7.50 
pm. The prizes are generous, (eg. £40 first 
prize + trophy). Prizes and playing 
~ements may have to be adjusted in 
the hght of entries received. 

Entry fee £5, (send to C.K.Lai - address 
elsewhere in magazine). Closing date for 

entries 31st August. 

MIDDLE SHOGI MANUAL 
by George Hodges 

(An 88 page A4-sized booklet together 
with an 8 page supplement.) 

After more than twelve months' of 
painstaking preparation this 
comprehensive survey contains all that is 
currently known about the greatest of all 
Shogi variants. It includes material for 
beginners and experts with sections 
cov~ the rules of the game, the 
handicap system, (including examples of 
how to play each handicap), the full scores 
of the six historical games dating from 
1718 and hints on strategy. There are no 
less than 224 Middle Shogi mating 
problems dating from the seventeenth and 
eighteenth centuries and ALL are brought 
together here for the first time in one 
publication. All the given solutions, 
~ether with additional analyses are 
mcl~ in addition the supplement 
contains suggested solutions to a nmnber 
of hitherto unsolved problems. 

lltis absolute mine of vital information 
will be a MUST for all Middle Shogi 
enthusiasts. This is a limited edition -
only 250 copies will be produced. 

Price including postage & packing: 
Inland £22.50 Overseas £25.00 
Make remittance payable to: George 
Hodges, P.O. Box 77. BROMLEY, Kent 
BRl2WT, UK. 

The above information was sent to me 
by George Hodges. The supplement 
sounds intriguing. If the solutions are 
only 'suggested' could it mean that the 
problems are still ... well.... unsolved. The 
material sounds marvellous. however the 
price seems a bit steep for only 88 pages! 

Mr. Hodges has also sent me his latest 
Shogi equipment catalogue, which as it is 
dated August 1992 means that the prices 
have not been increased despite the fall in 
the exchange rate of the pound following 
Black Wednesday, (or Golden, or 
whatever), last Autmnn. It is an 
interesting publication in its own right 
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and there is background infonnation on 
the goods he has for sale. ' 

~s well as selling conventional Shogi 
eqwpment, Mr. Hodges claims he is the 
only supplier in the world for the major 
Shogi Variants, and rule leaflets are also 
available. An interesting point is that 
because many of the pieces in the variants 
are the same, the extra pieces to complete 
the set of a further variant can be supplied 
separately. For example a Middle Shogi 
set has 92 pieces; to complete a Dai Shogi 
set, (~ch uses 130 pieces), means only 
purchasmg another 38 pieces. Of course a 
new board must also be bought. Pieces 
can also be specially stamped which 
means I suppose one could invent an even 
bigger variant than the 354-piece Tai 
Sh~gi, or more usefully create piece 
designs one could understand if there is 
difficulty in visualisation of the 
oriental-style originals. 

For a catalogue write to GEORGE 
HOOOES - Address as above. 

3RD CHINESE CHESS (XIANQI) 
WORLD CHAMPIONSHIPS 

Beijing 3-11th April 1993 

The main results of this event were 
given in VC9. Here are a few more 
snippets of information. 
The men's event bad 76 participants and 
was run on the Swiss System over 9 
rounds. The individual results of the 
English representatives wae: 
Liu Si Hinh 44= 4 points 
C.K. Lai 71 = 2 112 points 

Germany bad 12 participants, the highest 
scoring being Robert Huebner with 4 1/2 
points in equal 35th position. The Italians 
had 5 participants, all westerners, the 
highest scoring Guberti Agostino in 60th 
position. The highest rated player on the 
European Elo Rating List, Dang Thanh 
Trung of France, was equal 13th with the 
good score of 6 points. 
ID the. women'~ event, following the first-placed 
Hu Mmg of China were seoond, Huang Yuying of 
Canada and third, Chang Hong of Australia. 

MINDSPORTSOLYMP~ 
A ful\-page advertisement for the above was 
inserted in February's 'Chess'. 'Ibis was to take 
plaoe in London over two weeks in August. 
Among the 35 games featured were Chinese 
Chess and Sltogi. To be put on the mailing list one 
had to write to a P.O. box number in London. 
Everyone I know who has written has received no 
reply. It might be termed a 'dead duck'. I have 
oonfinned that the above 'cvent' has !!Q connection 
with the London Chess Festival which is being 
held at the same time lIS 'The Times' World Chess 
Championship in September. 
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The new problem editor from 
this issue will be Stefanos 
Pantazis, who edits the 
magazine American Problem 
Bulletin. We look forward to a 
long and happy collaboration. 

Patrick Donovan is now 'Games 
Consultant' of Variant Chess. 

CHANCELLOR CHESS 

Following Ben Foster's book, 
Chancellor Chess, a piece with the 
movements of either a Rook or Knight 
is known as a Chancellor. However 
there have been other names for the 
same piece some of which are the the 
Centauro, { Centaur}, used by Pietro 
Carrero in his book II Gioeo degli 
.Scacchi in 1617; the Concubine used 
by the Duke of Rutland in 1747; the 
Marshall used by L.Tressan of Lcipsic 
in 1840; the Guard used by H.Bird in 
1874. In the problem world the R+N 
is an Empress. There may be other 
names also for this piece, but 
Chancellor it will be from now on. 

Ben Foster's book Chancellor Chess 
was published in 1889 and attempted 
to popularise the use of the 
Chancellor. He says, (page 65), 'Quite 
a number of experts have 
eXl>Crimented with the Chancellor and 
pronounce it a brilliant piece, and we 
have no doubt that the new game of 
chess "ill be adapted, not as 
supplanting, but merely as 
supplementing the old'. G.Reichhelm, 
the chess editor of the Philadelphia 
Times at that time said of the 
Chancellor. 'The new piece deserves a 
respectful hearing: if it's found to be 
heavy, it'll sink, if it wears well. it'll 
stay.' Well it obviously sank; but let us 
retrieve it from the deep and once 
more cast it upon the waters - maybe 
since that time the consistency of the 
liquid has been transformed into that 
of the Dead Sea. We can but hope. 

Ben Foster's Chancellor Chess 

Mr. Foster's book from where 
obtain this information is a small 
80-page yolume. It is dedicated to all 
Liberal-Minded Chess Players 
Throughout the World. 

The game which is therein 
described is played on a 9x9 board, 
having a black square at each 
comer.The starting array for cach 
player is as shown in the diagram 
following. (Chancellor = ~ ) 

As can be seen the Chancellor fits 
in next to the King on the side away 
from the Queen; on the kingside the 
Knight and the Bishop change places 
so that a player's Bishops run along 
opposite colours; each player gets a 
ninth pawn which goes on the square 
immediately in front of the 
Chancellor. Castling on the Kingside 
is effected the same way as on the 
Queenside with the King moving 2 
squares and the Rook 3 squares. All 
other rules apply as for orthodox 
chess. 

Mr. Foster's lavishes much praise 
on his new form of chess which leaves 
one quite breathless. I give a few short 
extracts: 'With a new and powerful 
piece and a larger board, what grand, 
original combinations \\ill 
resultL ..... some say that the old game 
is sufficient for the ordinary player. 
We answer that the same argument 
can be applied to the harpsichord by 
those who object to the piano-forte of 
to-day ...... whether or not the fossil 
chess-players will adopt it does not 
matter ...... we predict that ere long 
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eve/}' problemist of note will be 
adding to his list of productions 
problems having the Chancellor.' 

To champion the game. and 
'develop the beauties and powers of 
the new piece'. Mr.Foster organised a 
problem tourney \\'ith the stipulations 
that a Chancellor shall be used. the 
problems shall be 2 or 3 movers, they 
shall be composed for either an 8x8 or 
a 9x9 board. The judge was 
A.H.Robbins. There was also a 
solvers' tourney. The book is mainly 
an account of the results of these 
tourneys with most of the problems 
entered being given, plus some 
additional ones. In all the book 
contains 43 problems, (23 from the 
tourney, 20 'additionals'.) 

Nineteen people took part in the 
composing tournament. The winner of 
the tourney for 2-movers was John 
Keeble of Norwich, (under the motto 
'Who are You')~ second was Eugene 
Woodward of South Granville. NY. 
The winner of the tourney for 
3-movers was L.H.Jokisch of 
Centralia, Illinois; second was 
C.Planck of London, (under the motto 
'The Centaur'). I give the winning 
2-mover and 3-mover problems. The 
solutions are given on page 48. 

J.Keeble-White mates in 2 moves 

L.Jokisch - White mates in 3 moves 
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One of those who contributed an 
'additional problem' was Samuel 
Loyd. This is what he had to say: 'I 
solved the Chancellor problem(s) in 
two winks. I think very well of the 
plan. so far as problems are 
concerned. and perhaps in the matter 
of giving odds. or an occasional 
novelty game, until the public 
becomes acquainted with the use and 
power of the piece. The new piece 
might be made to become popular, but 
it will be a gradual process'. His 
problem is given below. 

S.Loyd - White mates in 2 moves 

Others were less charitable than 
Samuel Loyd about the new piece. 
Max Judd, (the chess champion of the 
west), gave vent to his feelings: 'There 
is no need of the Chancellor. The 
game as it is played is difficult 
enough for all ordinary people. If you 
are trying to get up a game for 
extraordinary minds, then of course I 
have nothing to say, why not add two 
Chancellors instead of one, or give the 
King the Knight's move? ..... ifthey all 
approve of the change, it will lead me 
to think that our problemists of the 
present day are not what they used to 
be, in short, are lacking in 
imaginative powers'. 

lW.Miller of the Cincinnatti 
'Commercial Gazette': 'Why gild pure 
gold or paint the lily'1 ...... to alter its 
forces would be to disturb a 
world-wide pastime and sweep away 
existing chess literature'. 
J.B.Rcdwine. (chess editor of the 
'Sunny South'): 'We have no sympathy 
with it ....... We do not believe (chess) 
is now sufficiently analyzed. and in 
our opmlon never will be ..... . 
Incomparable Morphy ...... must have 
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felt his utter inability to understand 
all of chess, and until we do, (and that 
"ill never be), let us be contented 
with old-fashioned Chess'. 
The London Chess Month~v was more 
constructive in its criticism: 
'Mr. Foster's board with its 81 squares 
may lead to a ve(v interesting game, 
but it can hardly have much in 
common with chess. After the pawns 
advance on either side 2 squares,a free 
row of squares separates them still. 
How shall they get into 
fighting? ..... his problem composer 
adopted his new piece, but constructed 
his composition on our old board of 
64 squares'. 

Chancellor Games 

Mr. Foster gives five games of 
Chancellor Chess, played between 
various players between December 
1888 and February 1889. The quality 
of these games is rather disappointing 
with too many pieces being needlessly 
given away. Although mainly lacking 
fireworks, and not free from error, I 
believe the following game to be the 
best played out of the five. It appears 
With the original short notes~ I have 
added a few extra, which are in 
italics. 

A.H.Robbins - C.Juehne 

This was played on Deeember 7th. 
l888 at the rooms of the St. Louis 
Chess, Checker and Whist Club. 

l.b3 (It appears so far from actual 
play that the development of the 
wings is stronger than that of the 
centre.) Nh7 2.Bb2 g7 3.e4 b7 4.f4 
Ne7 5.g3 d6 6.BfJ BgS 7.d3 f6 8.Ne2 
Ba7 9.Bd4 Bb8 10.cn Ne6 
11.0-O-O(K) Nxd4 12.Nxd4 Cd8 
13.Khl e7 U.Ch3 O-O-O(K) 15.Nf5 
Qe8 16.Nc3 e6 17.Ci3 Kh9 18.Bh5 
g6 19.Nh6 i7 (/t is douhffu/ whether 
White has suffiCient compensation 
after 19 .... gxh5) 20.NxgS QxgS 21. 
Bi6 Qg7 22.f5 Rg9 23.fxg Qxg6 
24.Qh5 Ng5 25.Rf5 Nxi6 26.Cxi6 
Qxh5 27.Rxh5 CgS 28.Ne2 Ki8 
29.Nf4 d5 30.Ne6 
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30 .••• Bxg3 (Very well played and 
replied to) 31.Ng7+ hxg7 (3J .... Cxg7 
seems better.) 32.hxg3 Rh9 33.i4 Rh6 
34.Rxh6 gxb6 3S.Kh2 dxe 36.dxe 
Rd9 37.RgI Rd2+ 38.Rg2 Rxg2+ 
39.Kxg2 Kh7 (The fight is now 
between the Chancellors and well 
illustrates their powers.) 40.Ch4 i6 
41.Kfl Cg5+ 42.Kf4 e6 43.g4 e5+ 
44.Ke3 is 45.Ch2 Kg6 46.b4 b6 
47.a4 a6 48.c3 Kg7 (If 48 .... 06 
followed by Ch4. White can defend 
with Cg3.) 49.Kd3 Cg6 SO.ChS+ Kf7 
51.CfS Ke6 (51 .... Cf4 is more 
interesting and seems to win. I:.:g. 
52. Ke3. (if 52.Cxf4 exf4 53.Ke2 Kg6 
wins). 52. ... Cxg4+. and if 53.Kj3, 
then Cf4+ wins. Best is 53.Kd2 
Cxe4+ 54.Kd3 Cg5 55.Cd6+ Kg7 
56.Cxc6, although I believe Black is 
still winning after 56 .... e4+.) 52.Cn 
Kd6 53.Cf5+ Ke6 54.Cn cgg 
55.Ch2 Cd8+ 56.Kc2 Cf7 Drawn. 

The game between Ben.R.Foster and 
A.B.Hodges, (played on December 
9th. 1888), had a good finish. 

This was the position after Black's 
21 s1. move. Black is a Bishop up for a 
pawn. Black now played: 
22.Cxi6? (As Ben Foster said, 'this is 
bad because it gets the Chancellor out 
of play'.) 22 •••• Qa3+ 23.KbI Bxc2+ 
24.Kxc2 Qxa2+ 2S.Kc1 Qa3+ 
26.Kc2 d4 27.Qc4 Qa2+ 28.Kcl 
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Qat+ 29.Kc2 d3+ 30.Qxd3 Qa2+ 
31.Kc3 Rxd3+ 32.Kxd3 Qxb3+ 
33.Kc2 Cxf4+ 34.Kf2 Rxe3 ('Played 
in fine style by Mr.Hodges'. - B.F.) 
35.dxe3 Qc2+ 36.Kg3 Nf5 mate. 

Chancellor Chess on a 9x8 Board 
f have played two games of 
Chancellor Chess with Alalcolm 
Horne by post, both games starting in 
September of last year. One game was 
drawn and Malcolm won the other. 
He has annotated his win and this is 
given below. The games were played 
on a 9x8 board with the starting array 
as given in the diagram. 

P.Wood - M.Home 
Postal Game - commenced Sept. 
1992. 
Annotations by Malcolm Home. 

1.g4 Nc6 (Ed: An opponent of mine in 
a friend~y postal game played here 
1 ... .f5? when after 2.gxj5 Qxj5?? 
3.Cxg7+ White won the Queen), 
2.Bg2 e5 3.Ng3 Ng6 4.Nc3 f6 S.e3 
Cb6 6.a4 dS 7.a5 Cd7 8.a6 b6 9.b3 
Be7 IO.NfS i5 1l.Nxe7 (On a larger 
board a Bishop's edge over a Knight is 
probably a little greater than usual.) 
11 .•.. Ncxe7 12.Ba3 Nh4 13.Bhl Be6 
14.g5 Qf7 IS.i3 Nhg6 16.Qh5 
O-O(Kc8) 17.0-O(Kcl)!? (Of 
course 17.Qxh7?? is met by 
17 .... Rdh8, but White could have tried 
17.d4 rather than castle into an 
attack.) 17 •.•. d4! (Ed: A very good 
and surprising move - I did not 
anticipate that Black would play this.) 
18.Bxe7? (But this seems to be the 
real mistake, virtually losing the 
game. After 18.Qf3! {threatening 
mate on b7} the position is very 
unclear. Instead, the text move gives 
up White's strong bishop, and Black's 
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attack soon becomes overwhelming.) 
18.... Qxe7 (If 18 .... dxc3?! White 
plays 19.Bb4! {not 19.Bxd8? Qf8! 
and if then 20.dxc3 Qa3+ 2LKbl 
Bxb3! Black \\-ill win.}) 19.Nb5 

(If White had tried 19.QO here, then 
19 .... Qa3+ 20.Kbl Qxa6! deals with 
the mate threat, and Black is doing 
quite well.) 19 •••• c6! (A nice pawn 
sacrifice, {stopping 20.Nxa7+ 
followed by 2I.Nc6} which 
completely messes up the 
co-ordination of White's pieces.) 
20.Bxc6 Cc5 (With both Chancellor 
and Queen pointing towards the white 
king it looks very bad for White. One 
feature of Chancellor Chess is that 
these two high-value pieces can 
combine in devastating fashion.) 
21.Qxb7 (White could have tried 
21.Nxa7+ here, hoping for 
21.. .. Qxa7? 22.Bb7+ trussing up the 
queen, but the simple 21.. .. Kb8! keeps 
Black on top.) 21.... Bxb3! 
(2l.. .. Cxc6 22.Qxg6 is less clear.) 
22.Qh3+ (The obvious 22.Qxg6 falls 
foul of 22 .... Cxb5! with a huge attack. 
If White takes bishop or chancellor he 
gets mated.) 22 •••. Kb8 (After Be6? 
23.exd4! White is still alive.) 23.exd4 
(23.Cel {protecting c2} is a better try, 
but 23 .... d3! looks terminaL) 23 .••. 
Cxc2+ 24.KbI Qb4 25.Qc3 Ba4+ 
26.Qxb4 Cxb4+ 27.KaI Cc2+ Kbl 
28.Cxc6 White resigns. (0-1.) (His 
position is hopeless). 

I would not want 10 say that this 
array is the 'best' necessarily. J think 
RNBQKBCNR for both sides is quite 
OK - but there is the possibility of an 
early swap-off of chancellors, (eg. 
l.CO Cf6 2.Cx(6), which would be a 
shame. It is difficult to say how often 
that would actually happen in 
practice. (M.H.) 
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Editor: The starting array used in the 
preceding game works vet:v well and I 
think should be taken as the standard 
in (modern) Chancel/or Chess. All 
credit should go to Aialcolm Home 
for proposing it. The 9x8 board I 
consider a big improvement on the 
9x9 board as the opposing fi>rces can 
get 10 grips wilh each other much 
qUicker. 

The correspondence games I have 
played in Chancellor Chess have 
been most enjoyable and although 
one feels that one is still playing 
chess. the combination of the extra 

piece plus the extra file lifts one into 
uncharted and unexplored territory. 
The play can get very complex and I 
feel that an attacking approach to the 
game has more chance of success 
than a defensive one. although 
obViously more evidence is needed to 
confirm this. There are no laid-down 
'rules' of tactical and positional play. 
and the endgame is virtually 'terra 
incognita'. Whoever plays Chancellor 
Chess can make his own 'handbooks'. 

chess'. Why not' Nigel Short has 
said. (Daily Telegraph 5th September 
1992). 'Artificial intelligence should 
...... spell the extinction jor that most 
slow-moving variant: correspondence 
chess. It is hard to devise a game 
where cheating is easier. ' In the same 
article he also says. 'Chess is a game 
and not a science. It should be a 
struggle between two individuals.' 
Come on correspondence players of 
the world! Take a small step for 
mankind. and throwaway your 
shackles - take up Chancellor Chess.! 
You will never regret it! 

Correspondence Chess could be 
transformed overnight by substituting 
Chancellor Chess for 'orthodox 

TORI SHOGI 
(conclusion of an arlicle commenced in VC 10) 
by fan Richardson 

In VClD there was an article on Tori Shog; which showed 
how to play this most interesting Shogi variant. There now 
follows one of the games from the leaflet produced by 
George Hodges which was mentioned in that article. 

This game was played in 1830 when Black played down 
the board. (Ed. I have ignored this and Black plays up the 
board as is the practice nowadays in Tori Shogi.) If you 
have not a set, then you can use a modified Shogi board and 
set, or a Western Chess set, which has exactly the right 
number of pieces. 

(Ed. I have 'translated' the convoluted Shogi notation into 
standard algebraic. The symbol * means a drop. Please 
refer back to the original article to see how the pieces 
move. Although these movements may seem confUSing at 
first please persevere. for as Ian Richardson says, it is a 
most fascinating variant. I used a 'modified' chess-board 
and normal chess pieces. which works quite well. although 
the promoted Swallows. (Geese), and Falcons. (Eagles), 
need extra. (and contrasting). pieces. 

I should point out that when a Swallow or Falcon is 
dropped into the promotion zone. it is only transformed to 
the Goose or J!agle respectively. after it has moved within. 
(or out 00, the zone.) 

Black 
Pieces on Hand 

Falcon 
Crane 

.~ 

~ 

5 

Q 

G ~ ~ 

~ 5 5 

~ ~ ~ 

IJi> 

~ 

P ~ 

·5 5 
Px 
c P 

~ 

~ 

5 

Q 

White 
Pieces on Hand 

Pheasant 
Swallow (1) 
Swallow (2) 
Swallow (3) 

I.Sxe6 Sxc3 2.Fxc3 Se4 3.Fb2 Fxe5 4.Se4 Fxe4 S.C(c1)d2 
Sd4 6.S*e3 FdS 7.Sxd4 Fxd4 8.Px-e2 S*d3 9.Cxd3 Fc3 
10.Fc1 S*d4 It.Ce2 Fxe2(E) 12.Fxe2 C*d3 13.Fxd3 Sxd3 
14.S*dS F*b2 IS.S*eS Fxbl(E) 16.S*b6 Exb3 17.Sxb7(G) 
Sc3 18.P*eS Cf6 
At this point sec if you can work out a winning sequence -
checking each move to mate. See Diagram. 

19.C*e6 Px-e6, (if J9 .... Lxc6 20.F*d7 mate.) 20.F*d7 
hxeS 21.Fxe7(E) Px-d4 22.Sd6(G) Px-<:4 2l.C*dS Px-b4 
24.CxbS mate. 

Progressive Ton Shogi 

This has rules similar to Progressive Chess: the first 
player has one move, the second two, then the first player 
has three, etc.. If check is given, the series ends, and the 
nex"t player must get out of check with the first move of his 
series. This game gives opportunities of using the pieces 
which tend 10 be neglected in ordinary ganles, alleast in the 
early stages, as can be seen from the sanlple game. If drops 
are allowed of pieces taken DURING THAT SERIES. then 
the game is sure to be very short, so an extra rule must be 
that this is not allowed. 

I.Sxe4 2.Sxe4, Sxe3 3.S*f6, Sxf7(G), GxfS, (Not 3.S*d4, 
Sxd5, Sxd6(G), because of 4.S*b2, Sxbl(G), S*c3, Gxb3 
mate.) 4.Px-<:6, S*b2, Sxbl(G), Gxb3 (If a drop is allowed 
in the same series, there is a mate here! - 5.Px-c2, S*b4, 
Sxb5, S*b4, P*d7 mate. But with the extra rule forbidding 
this the game might procced. ... ) S.Px-<:2, P*d4, Pxd6, PxeS, 
Pxe7, 6.P*d4, Pxd2, Pel, Pxcl, Sd4, Px-dS, (The Phoenix 
is out in the open and cannot be attacked at the head with 
Falcon or Crane. But there is a mate none-the-Iess.) 7.Pd6, 
C*e5, Px-<:l, Sc5, F*e6 mate. 

The progressive game is an interesting and quite difficult 
ganle in its own right. The key to it. apart from finding a 
mate, is to find a balance between preparing a male, 
avoiding mate, and taking pieces for use in future drops. 
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MODERN COURIER CHESS 

Paul ~vwa}' has sent some more information about 
Modern Courier Chess. It should be read in conjunction 
with his long article in VCB. 

To remind readers: the Fers (~ ) moves I square 
diagonal(v; the Courier ( @ ) is a monochrome Knight 
(on c3 it can leap to al. a3. a5. c5. e5. e3. el. cl). An 
unmoved Fers has the option of a Courier's leap on to a 
vacant square. An unmoved King may take a double step to 
a vacant square provided it can be expressed as 2 legal 
single moves. and he is not in check. All other pieces move 
as normal. Two pieces are 'concordant' ~r restriced to 
squares of the same colour; 'discordant' if on opposite 
colours. 

1) A curious feature is that a Courier created by promotion 
is. discordant with both originals, and may be exchanged 
with one of the opponent's Couriers. 

2) A detail overlooked: a Fers created by promotion does 
not have the option of a Courier'S leap, unlike the original 
pair of Ferses. This is a difference from mediaeval chess 
where the created Fers did have this privilege. The reason? 
- the Fers is created at the choice of the player, who 
therefore takes it 'warts and all' whereas in mediaeval chess 
the player had no option. 

3) In 'History of Chess' Murray says that in the Courier 
game the Bishop (Courier) was popularly believed to be the 
strongest piece. This is not as 'daft' as it sounds: the Bishop 
plays a major role right from the start after ego l.e4 and 
holds its importance into the farthest reaches of the 
endgame whereas the Rook does not usually come into play 
for quite a long time. When moving from Chess to 
Courier-board the Bishop has not one long diagonal but 
(3+2) giving (3x2) central squares from which a Bishop 
can cover 14 squares. 

4) I have been looking at complexity with my friend and 
collaborator Roy Talbot, with the following results:-

The number of unique positions with White King + Black 
King for a square board of side S (S being even) is : 

(S47S1 + 6S) 

For S=S this comes to T=462, obtained by geometric 
reasoning, taking account of symmetry. Roy, using 
algebraical reasoning, derived a long formula, full of 
summations, which I shall spare you. He confirms the 
result - and at least he got it right first time! 

For a rectangular board R(ranks) x F(files) {both even} we 
have: T=RF (RF 9) + (R + F) I 
which for R=lt F=12 comes to: T=2117 

I find it curious that the result should be even in one case 
but odd in the other. 

Editor: I do not pretend to understand the mathematics 
involved here. but George Jelliss has checked the figures 
and pronounced them correct. 

'Here are some MCC endgames and studies. 

The first 3, (13, 14 and 15), summarise what Murray's 
'History of Chess' has to say about the mate with Fers· + 
Knight. 

ill> (H.O.C. p.668 CB. 179) 
Mate with Knight and Fers. 

Mate inS. 
l.NhS KbS 2.Nd4 KaS 3.Nc2 KbS 4.Nb4 KaS 5.Kc7 Ka7 
6.Fc6 KaS 7.Fb7+ Ka7 S.Nc6 mate. 

(14) (H.O.C. p.607 ASH.39) 
Mate with Knight and Fen. 

The position is taken from the Ashmole Afanuscript. This 
has been dated as circa 1470 by a Mr.F.Madan. Murrav 
says that 'The text is a little ob~re'. As the solution give~ 
in 'History of Chess' is corrupt, I have re-solved the 
problem. 
Black is to play. 
After Black's first move, White mates in 9 moves at most. 

1.. .. Ka7 (i) 2.Kb5 KaS (ii) 3.Ka6 Kb8 4.Kb6 Ka8 5.Kc7 
Ka7 6.Fc6 KaS 7.Nd3 Ka7 8.Nb4 KaS 9.Fb7+ Ka7 
1O.Nc6++ 
(i) l....Kb8 2.Kb6 and White mates on move number S. 
(ii) 2 .... Kb8 3.Kb6 and White mates on move number 9. 

(15) (HO.C. p.S9S K.30) 



page 38 VARIANT CHESS Jul - Sep 1. 993 

This shows there is no mate in the corner not controlled by (ii) 2 .... Ka8 3.Qe8+ Rd8 4.Qd8# 
the Fers. 

l.Nk5 Kh8 2.Nj7 Kj8 3.F17 Ki8 4.Ni5 Kh8 etc .. 

Incidentally in ASH 39, (MCC 14), it is remarked that 
against good defence, from the centre of the board mate 
cannot be forced with F + N. 

{ill 
Queen versus Rook. 

This and number 20 are studies ansmg from an 
investigation of the ending Q v. R which of course cannot 
be assumed to be a win on the larger board without 
investigation. (This is currently incomplete.) 
Black to play loses. 
The piece configuration occurs in a study by Euwe 1958 but 
shifted one file to the right: in that study 1.. .. Re I is the only 
move, and loses to a check on the 'a' file followed by a fork. 
(or skewer). In the present study that method is not 
possible, but White wins with a manoeuvre on squares to 
the right, that do not exist on the 8x8 board. See Averbakh, 
Lehrbuch Der Endspiele, Vol. iv, p.149. 
L.Rdl (i) 2.Qe5+ Kc8 (il) 3.Qf5+ wins. (Hi) 

(i) l....Ka8 2.Qc8# 
or l....Ra7 (e7, d6, d5, d4) 2.Qa7 (e7, d6, dS, d4). 
or l....Rb7 2.Qf8+ Kc7 3.Qe7+ wins. 
or L.Rc7 2.Qe5 Ka8 (2 .... Kc8 3.Qe8#) 3.Qe8+ wins. 
or L.Rf7 2.Qe5+ Rc7 (2 .... K- 3.Qe8+) 3.Kb6 wins. 
or 1.. .. Rg7 2.Qf8+ wins. 
or 1.. .. Rh7 (i7, j7, k7, 17) 2.Qb6+ Kc8 3.Qc6+ Kd8 
(3 .... Kb8 4.Kb6! wins immediately) 4.Qa8+ Ke7 5.Qb7+ 
wins the rook. 
or L.Rd8 2.Qb6+ K- 3.Qb7# 
or L.Rd3 2.Qb5+ 
or l....Rd2 2.Qb4+ 

(iii) 3 .... Rd7 4.Kb6 Kd8 (4 .... Kb8 5.Qd7) 5.Qf8# 
or 3 .... Kc7 4.Qc2+ 
or 3 .... Kb8 4.Qi8+ Kc7 5.Qc2+ 
or 3 .... Kd8 4.Qi8+Kd7 (e7) (4 .... Kc7 5.Qc2+) Qi7+ wins. 

ill} 
King + 3 minor l)ieces versus King. 

This and the ne)."! study continues the investigation of K + 3 
minor pieces v. K. 
The black King may be checkmated in any corner. 
White to play. 
1.Cc5+ Ka2 (1.. .. Ka4 2.Nb6#) 2.Kc2 Kal 3.Nb8 Ka2 
4.Na6 Kal 5.Cc3+ Ka2 6.Nb4# 
Black to play. 
(a) 1.. .. Ka4 2.Ccl Ka5 3.Kb3 Ka6 4.Kb4 Ka7 5.Kb5 Ka8 
6.Cc3 Ka7 7.Kc6 Ka6 (Ka8) 8.Kc7 Ka7 9.Cc5+ and now 
9 .... Ka6 10.Nb8# or 9 .... Ka8 lO.Nb6# 
(b) 1.. .. Ka2 2.Nb6 and now: 
(bl) 2 .... Kbl 3.Kb3 Kal 4.Cc3+ Kbl 5.Cd3# 
(b2) 2 .... Ka3 3.Cc5+ Ka2 4.Kc2 Kal S.Na4 Ka2 6.Nc3+ 
KaI7.Ca3# 
(b3) 2 .... KaI 3.Kc2 Ka2 4.CCS Kal 5.Na4 Ka2 6.Nc3+ Kal 
7.Ca3# 

{W 
King + 3 minor pieces ,'ersus King. (IV) (NNC) 
The board is asymmetric with respect to a single Courier: 
the two discordant corners differ only in the length of the 
sides, which on rare occasions may be relevant. There is a 
mate in each of the corners. The 'ai' and '18' corners are 
symmetric and there is a mate in each. The mates at 'a8' 
and '11' each occur in both corners. In general the cage is 
formed by K + 2 mp. while the tIllrd mp. manoeuvres to 
constrict the King. 
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White to play and win. 
l.Cel Kal 2.Cc3+ Kbl 3.Nd2# (This position is also a 
mate with 2 minor pieces + King (C+N}) 

(ISb) 

White to play and win. 
l.NfS Kb8 2.Ne7 Ka8 3.Kb6 Kb8 4.Ka6 Ka8 5.Nd6 Kb8 
6.Nc4 Ka8 6.Nb6+Kb8 8.Nc6# 

(18c) 

White to play and win. 
l.Ni5 Kj8 2.Nh7+ Kk8 3.Ni6 Kl8 4.Nk5 Kk8 5.Nj6+ and 
now: 5 .... Kl8 6.Nj7# or 5 .... Kj8 6.Ni6# 

White to play and win. 
l.Ni3 KIl 2.Ni4 Kkl 3.Cil+ KIl 4.Nj2# 

U2l 
Queen + Bishop ve~'Us Queen. 
After White's first move the endgame position also occurs 
in standard 8x8 chess. To me the interest here is that in the 
main line given here a mate is possible in Courier chess. 
but not in standard chess, however in the variation on move 
4 (4.Qd8+) the situation is reversed: a mate is possible in 
standard chess, but not in Courier chess. 

White to play and win. 
I.Qg2+ Qb7 2.Qg8+ Qb8 3.Qd5+ Qb7 4.Qa5+(i) Kb8 
5.Bg3+ Kc8 6.Qc5+ Kd7 7.Qf5+(ii) Ke8 8.Qi8+(iii) Kd7 
9.Qh7+ Kc6(c8) IO.Qg6(g8)+ Kd7 11.Qf7+ Kc6(c8) 
12.Qe6(e8)# 

(i) In standard chess Centurini's mate is possible. but here 
it fails. 
4.Qd8+ Qb8 5.Qa5+ Kb7 6.Qb6+ Kc8 7.Qe6+ Kb7 8.Kb5 
Qil!=, but not 8 .... Ka8+ 9.Bb6!~ or 8 .... Kc7 9.Bb6+; or 
8 .... Qc7 9.Bc5!; or 8 .... Qf4(h2) 9.Qc6+ Kb8 1O.Ka6! wins. 

(ii) Less direct is 7.Qd4+ Ke6 8.Qe5+ Kf7 9.Qh5+. 

(iii) On the standard chessboard this move is not available, 
and thus Berger's mate is not possible. 

(20) 
Queen versus Rook. 

White to play and win. 
l.Qf5+ Kc7(i) 2.Qf4+ Kd7(ii) 3.Qg4+ Kd8(iii) 4.Qg5+ 
Kd7(iv) 5.Qd5+ Kc7(v) 6.Qc6+ Kb8(vi) 7.Kb6 wins. 

(i) 1.. .. Kb8 2.Qf4+ Kb7 (2 .... Ka7 3.Qf2+: 2 .... Ka8(c8) 
3.Qj8+) 3.Qf3+ wins the Rook on any reply. 

(ii) 2 .... Kc8(d8) 3.Qj8+ 
or 2 .... Kb7 3.Qf3+ etc .. 

(iii) 3 .... Ke7 4.Qh4+ 
or 3 .... Kc7(d6) 4.Qg3+ 
or 3 .... Ke8 4.Qc8+ etc .. 

(iv) 4 .... Kc8(e8) 5.Qj8+ 
or 4 .... Kc7 5.Qg3+ 
or 4 .... Re7 5.Kc6 Ke8 6.Qg8# 

(v) 5 .... Kc8(e8) 6.Qa8+ 
or 5 .... Ke7 6.Qb7+ 

(vi) 6 ... .Kd8 7.Qa8+ 
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After more than 17 years of edito
rial work in the service of Fairy 
Chess, George Jelliss is taking a well
earned sabbatical to recuperate and con
centrate on his book on Knight Tours. 

George has encouraged the exper
imental in these pages, always taking 
the wide view of Chess, from the 
whimsical to the mathematical, in the 
best FCR and Dawson tradition. It 
would then be a great pity, were the 
artistic side of chess to become extinct 
in Variant Chess. With your help we 
can make sure this is not so. 

Composers: Send me your fairy 
originals at 710 Dobson Street, 
#2, Evanston, IL 60202 (USA). 
Our supply is low and needs replenish
ing. As I also edit the US Problem 
Bulletin, you should specify that your 
problem is for VC (or for either). 

Solvers: Your work is especially 
important in a fairy column! Send 
your solutions, cooks, and comments 
on the originals. Let me know if you 
think I should start a new ladder. 

19. Eugene A. DUGAS 

Helpstalemate in 2; (b) Pc2-+e2. 

20. Michel OLAUSSON 

Helpstalemate in 3; Duplex. 

VARIANT CHESS 

In the first two problems Black 
plays first and helps White to stale
mate him. In a dupLex the stipulation 
can also be satisfied with the colours 
reversed, i.e. in 20 White can help 
Black to stalemate him in three 
moves. 

21. Edgar HOLLADA Y 

Stalemate in 5. 
Add white Knights on: (a) a7/g7, 

(b) a8/g8, (c) g8/a7, (d) as/f5, 
(e) g71h7, (f) cs/n, (g) e6/b3. 

Here the aim is still stalemate, 
but the lone black King resists instead 
of cooperating. The diagram position 
is not for solving, which is just as 
well, since there are no less than seven 
parts (twins). Note in particular the 
asymmetry in the first two. 

22. Joe C. YOUNGS & Newman 
GUTTMAN 

Helpmate in 2; Two solutions, 
Grasshopper dS. 

The Grasshopper moves on Queen 
lines by hopping over the first man it 
meets (the hurdle) to the next square 
beyond (which must be empty, or 
occupied by unit of a different colour, 
which is thus captured). 

A cyclic twist could be given to 
the play of 23 by adding (b) Gb )-+c2, 
Kd3-+d4, Pc3-+c4: h=4, 2 Solutions; 
but I prefer the diagram version. 
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23. Stefanos PANT AZIS 

Helpstalemate in 4; Grasshoppers. 

24. Edgar HOLLADA Y 

Mate in 12; Dragon c7. 

The Dragon is a combination of 
knight and pawn (the pawn has no 
promotion powers, however). In 
orthodox chess mating with a single 
piece is a humdrum affair: but th~s 
problem shows the interestmg POSSI

bilities of a weaker fairy piece that can 
still mate at the board's corner. As 
three-men databases seem within the 
personal computer's capabilities, 
perhaps a programmer amongst our 
readers can 'solve' the K+D Vs K end
ing (determine longest dual-free line, 
general outcome, maximum number of 
moves required to mate, etc.). 

25. Michel OLAUSSON 

Selfmate in 3; Maxi, Circe. 
Empress (R+S) on hS. 

(b) Black Amazon (Q+S) on hS. 

\ 
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In Michel's 25, the Empress and 
Amazon are also combination pieces 
('knighted' Rand Q respectively). In 
Circe captured units are reborn on their 
game array squares, if vacant. (The 
colour/file of capture determining the 
specific square.) For fairy pieces the 
rebirth takes place, by convention, on 
the promotion square of the file they 
are captured on. In a Maxi (or Maxi
mummer) Black is constrained to play 
his longest legal move. (Distances are 
calculated between the centres of the 
squares.) 

26. George P. SPHICAS 

Series selfmate in 9; Neutral Pawns, 
Circe. 

A Neutral man can be taken as 
white or black at the discretion of the 
side moving. (Thus, in particular, 
neither K can be left en prise to a 
neutral unit.) Neutral pawns promote 
to neutral pieces. When a neutral man 
is captured by White it is reborn as if 
it were black, and vice versa. 

In 26 White plays the series, 
leaving Black in a position where he is 
forced to give mate on the move. 

27. Erich BARTEL 

Helpstalemate in 2; Three Solutions, 
Anticirce. 

In the increasingly popular Anti
circe captured units disappear in the 
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orthodox manner, but the capturer also 
vanishes to be reborn (following Circe 
rules). If the rebirth square is occupied 
the capture is illegal. Thus a piece 
occupying the rebirth square of an 
enemy unit which would otherwise be 
able to capture the side's K would be 
pinned. Pawns first promote and then 
are reborn accordingly. I have not seen 
the amusing possiblity pointed out in 
28 used before. Black plays the series 
enabling White to stalemate in one. 

28. Erich BARTEL 

Series helpstalemate in 4; Anticirce. 

29. Valery A. NEBOTOV 

Helpmate in 2; Shield Circe. 
(a) Remove Ph5, (b) Ph2 .... h7. 

Shield Circe is my proposed name 
for a new Circe variant invented by 
Valery (he calls it Brian-Circe; but I do 
not understand what the reference is 
meant to be). When a capture gives 
check, the captured unit is reborn on 
any square where it can neutralize the 
check, at the discretion of the 
defending side. When this is impossi
ble, and for all other captures, rebirths 
take place as in regular Ciree. Thus 
with wKal, Qbl, Pb2 and bKa7, Qgl; 
we would have 1.Qg2/8 Qg6 2.Qa8 
Qb6i: (Kxb6?? is self-check: wQ can 
be reborn on a5-7) or l.Ka6 Qxg 1 
(Qd8) 2.Qa8 Qb6i: 
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Some Cooks from VC 9: 
1 lan G. Richardson. 
(b) l.Qg4+ Qf3 2.Qb4 (or Qg2) 

Ra8 3.Qd2i: 
2 lan G. Richardson. 
(a) Short Solution: I.Rg8 

hxg8=RlQ (Qd8) 2.Qb8 axb8=B 
3.Sh6 RlQh8= 

(b) l.Rxa7 (Ral) h8=Q1R+ 
2.Sh6 Rxa7 3.Kh2 Rh2+ 4.Kh 1 
R-2= (or Rg7-g2) 

13 Michel Olausson. 
(a) Short Solution: 3.Kxc4 (c2) 

... 5.Kxc2 6.Kcl ... 9.c2 Rb8= 

VC 10 Solutions 
14 Erich Bartel. 

1.bxcl=B (BfS) gxfS=Q (Qdl) 
2.axbl=S (Sg8) hxg8=R (Rh1)= 

15 Bartel. (a) l.f1=B g8=R. 
2.Bxg2 (Bc8) Rxc8 (Rhl)i: 
(b) l.f1=S g8=Q 2.Sg3 Qxg3 (Qdl)= 

16 Bartel. 
N: Nightrider, C: Camelrider, Z: Zebra 
1.Rt7 f4 2.Rxf4 (f7) fS=Gi: 
l.Re7 Cxh2 (Nhl) 2.Rxe4 (e7) e8=U 
1.Rd7 d4 2.Rxd4 (d7) d8=Ni: 
l.Rb7 b4 2.Rxb4 (b7) b8=Ci: 

17 Peter Wong. Let M = Moa
rider, and L = Lion+Jaguar. Then: 
1.- Lc5 2.Mc2 Lc3 3.Mal Lb2= 

2.Mf5 Ld5 3.Mhl Lg2= 
1.- Lb6 2.Mb5 Lb2 3.Mh8 Lg7= 

2.Me6 Lc6 3.Ma8 Lb7= 
One of a series of four-corner echoes 
by Peter using the Moarider. 

18 G. P. Jelliss. In the first 
two parts White has to arrange for a 
'double' jump of the Overhopper (0). 

Left: (a) l.Kb2 Kc4 2.Oc2 Kd3 
3.0a20e3 4.Kal Kc2i: 

(b) 1.0g5 Ke4 2.0a2 Kd3 3.Kb2 
Oe3 4.Kal Kc2i: 

Right: I.Kf2 Oel 2.Ke3 (or g3, 
dual) g5 3.Kf40g7 4.Kf5 g4+ 
5.Kg60g3i: 

Send originals, 
articles, musings, solutions, 

cooks & comments to S. Pantazis. at: 
710 DOBSON STREET, #2, 

EV ANSTON. IL 60202 
(USA). 
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In Vinciperdi the opening is very 
important. A player should think very 
carefully before playing each move, 
because the game can be over 'in a trice' if 
an Wlwary move is played. 1l1is does of 
collrse apply to all phases of Vinciperdi -
but in the opening it is difficult, (and 
folly), to play a few nondescript moves 
and then think about the position. It is 
then probably too latc. 

111C aim of this article is to give basic 
advice about the openings, which, it is 
hoped, \vill lead the Vinciperdi player 
from committing the worst excesses. No 
Variant Chess reader would I hope do 
that. 

The most popular opening move for 
White is 1.e3. Some other moves are 
playable, although less popular, other 
moves are 'unplayable'. Here are 
examples of'unplayable' moves: 
1.d3? gS 2.BxgS Bg7 3.Bxe7 Bxb2 
4.Bxd8 Bxal S.Bxc7 Bc3 
I.d4? eS 2.dxeS Qg5 
1.e4? bS 2.BxbS Nf6 3.Bxd7 Nxe4 
4.Bxc8, (or 4.Bxe8 Nxt2 S.Bxf7 Nxdl 
etc.), 4 .... Nxt2 S.Kxt2 Qxd2 6.Nxd2 13. 
(1.e4 scored O-S in the 1st. Heterodox 
Olympics.) 
J.Nf3? eS 2.Nxe5 Ba3 3.Nxd7 Bxb2 
4.Nxb8 Rxb8 S.Bxb2 Qxd2 etc .. 

Examples of 'play able' first moves are: 
1.c3 
1.bJ 
1.b4 is a difficult line when, l....c5 2.bxcS 
Nc6 may be best for Black. 
l.g3 is played quite often, and all three 
Italian players in the current Olympiad 
have played it against me.1.. .. g6 2.b3 c6 
has been played by the openings expert 
Roberto Magari. I have played 1 .... g6 2.b3 
gS, but the games are still in progress. 
However Black must not play 1.. .. e6?!, 
when after 2.b4 BxM 3.Bg2 Bxd2 
4.Bxb7, White \\-;ns. 

To l.e3, Black has many choices. I will 
analyse a)1....a6, b)l....Na6, c)1.. .. b5, 
d)1.. .. e6. 

a) 1. ... a6 2.Bxa6 bxa6, when White has 
had good results with 3.Qe2, although 
3.Na3 is also playable and a safe move. If 
2 ... .Rxa6, 3.Qf3 Rxa2 4.Rxa2 is good for 
White. 
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b) 1.. .. Na6?, 2.l3xa6 bxa6 3.Qe2 wins 
because of the 'mobility' of the Bishop on 
c8. (Magari). 

c) l.. .. bS. 'Dlis, with l....e6, is the most 
popular reply to l.c3. 

After 2.Bxb5 the two main replies arc 
2 .... e6 and 2 .... Ba6. Other options have 
their drawbacks. 
il2 .... Bb7, (the Suicide Defence). This is 
a difficult line which has been extensively 
analysed. Roberto Magari indicates that 
White should get the upper hand. lnc 
main line is 3.Bxd7 Bxgl, (if 3 .... Nxd7, 
Kxd7 or Qxd7, then 4.Nh3 wins), 4.Bxe8 
BIhl 5.Bxf7 QId2 6.Kxd2 BfJ, (Black 
has also played here: 6 .... hS, and 
6 .... BdS), 7.BxgS RIgS 8.QxfJ Nd7, 
(forced), 9.QIf8 Nxf8 lO.e4, in which 
White has achieved good results. 
ill2. ... Nc6? 3.Bxc6 dxe:(; 4.Qg4 wins. 
iill 1 .... Na6 3.Bxa6 Bxa6 4.c4 B:s:c4 
5.Qg4! Bxal 6.Qxg7 B:s:g7, (if 6 .... Bxbl 
7.Rxbl Bxg7 8.KdI! Bxb2 9.Rxb2, and 
White should win), 7.RIal Bxb2 8.Rxb2 
is good for White. 
ID 2. ... 00 3.Bxd7 Nxd7 4.b4 Bxb4 S.Qg4 
(a) Bxcll 6.Qxg7 Bxe3 7.Qxg8, (Black 
has had good results in this line). 

(a) S.04 Bxd2 6.Bxd2 NfS, (6 .... Qg5, 
6 .... Qh4 and 6 .... a5 have also been 
played), 7.Nc3, (also playable is 7.Na3). 
This is a quieter line than 5.084 and gives 
both sides chances. 
y) 2 .... 8&6. Very popular. Both 3.Bxd7 
and Bxa6 lead to positions which give 
plenty of scope for analysis. 
i) 3.Bxd7 QId7 4.c4, (or 4.Qg4; a quieter 
line is 4.d3, ego 4 .... Bxd3 5.cxd3 {also 
playable is 5.Qxd3 Qxd3 6.cxd3.} 5 .... 
Qxd3 6.Qxd3 and White has a sman 
advantage, (Magari» 4 .... B:s:c4, (if 
4 .... Qxd2 S.Bxd2 Bx04 6.Qg4), S.Qg4, 
when Black's best appears S .... Qxg4. 
ii) 3.Bxa6 Nu6 4.a4 (The main line). 
Now: 

4 .... Qb8 S.b3 Qxb3 6.cxb3 is an right 
for White. 

4 .... Rb8 5.b4 Nxb4, (if S .... Rxb4 
6.Na3),6.Bb2. 

4 .... e6 S.Qt1 favours White. 
4 .... cS leads to all even game, (Magari). 

White can also play 4.h4. 

d) l .... e6 This is the oUler popular reply to 
1.e3. 

There is now a long forcing line that has 
bet."tl the subject of two long and complex 
articles by the late G.Dipilato in 
Eteroscacco. 
2.b4 BIb4 3.Qg4 Bxd2 4.Qxg7 BIe3, 
(4 .... Bxcl 5.Qxh7 Rxh7 6.t1 is good fi)r 
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White, or 4 .... Bxel? S.QxI7, (if 5 .... Kxt7 
6.Nc2 Bxt2, 7.Be3 and \\ins}, 5 .... BxI2 
6.Qxh7 Bxe3, (6 .... Rxh7 may be better), 
7.Bxe3 Rxh7 8.Bxa7 etc .. ) S.Bxe3 and 
now Black has either: 

a) 5 .... b6 6.Bxb6 cxb6 7.Qxh7 Rxh7 
8.h4 RxM 9.Rxh4 Qxh-4 10.f4 Qxel 
l1.fS exfS, or: 

b) 5 .... 0 6.Bxo Qc7, (better than 
6 .... Qa5), 7.Bxa7 Rxa7 8.Qxh8 RIa2 
9.Qxh7 Rxe2. 

The lines are complicated and critical. 
Roberto Magari has even suggested that· 
this variation demolishes the 1 .... e6 
defence. White can avoid these 
well-analysed lines by playing: 2.Ba6 
Nxa6, (2 .... bxa6 is also possible), 3.b4 (or 
3.Qf3) Bxb4, (not 3 .... Nxb4 because of 
S.Qf3 - Magari), 4.QO. (4.Qg4 or 4.04 is 
playable here), 4 .... Bxcll S.QIb7 Bxel 
when both sides have chances. 

s~ e. 'Z'u-elj6~ 
.,.",U Uf. "lie I () 

1) N<H>IIC is winning. White should 
promote to a King or Bishop. If a King, 
Black should answer by promoting to a 
King or Bishop; if a Bishop, Black should 
answer by again promoting to either a 
King or Bishop. fn all these cases correct 
play will lead to a draw. 

2) If White plays 1) a2-a4, he promotes 
one move in front of Black:. . 

If White promotes to a Queen or Bishop, 
Black wins instantly by promoting to 
anything. 

If White promotes to a Knight, Black 
can win by promoting to a Queen, Rook, 
Bishop or King, (but White \\ins if the 
promotion is to a Knight.) 

If White promotes to a King, Black wins 
by promoting to a Rook. 

If White promotes to a Rook, Black 
wins by promoting to a Bishop. 
If White plays 1) a2-a3, he promotes one 
move behind Black, and as we have seen, 
the second player to promote wins the 
game. So White should play I) a2-a3. 

Original orticles, letters, 
and comments will afwoys 

be welcomed from readers. 
It would be helpful if 

anything submitted for 
publication could be 

printed. 
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CHINESE CHESS 

~ UK 'J....l CHAMPIONSHIP 

This took place on September 4th in 
'Poons', an up-market Chinese restaurant, 
(closed for the day), in the strikingly 
designed Mincing Court in the City of 
London: 12 players started the tournament 
which included 4 westerners and a 
Vietnamese, Tan Hoa Pham. It was a 
disappointingly low number. The time 
limit was 40 minutes per player per game. 
5 rounds were played in all. 

At the lunch break after the first two 
rounds, Guo Shulong and C.K.Lai were 
the only persons with 100% scores. Tan 
Hoa Pham, who looked a useful player, 
scored one point from his two games - and 
then withdrew from the Championship. It 
was said to me after the tournament that 
he had wagered a bet on a game; and 
apparently he lost. Whatever the truth of 
this, the man from Vietnam was nowhere 
to be seen for the rest of the day. 

In. the 3rd. rotmd Guo Shulong drew 
against C.K.Lai, while the 4th. fOWld 
proved crucial. Guo Shuloog won against 
Kwok Wai Leung, while C.K.Lai was 
fortunate to draw against Michael Trent 
material down, but both clock flags having 
fallen. 

The final round started with Guo 
Shulong, the clear leader with 3 112 
points, paired against Li Tak Kuen who, 
after a first round loss against David 
Young, had won 3 consecutive games. 
C.K.Lai, the other player on 3 point"!, was 
paired against David Young, (2 112); 
Michael Trent and Kwok Wai Leung, both 
on 2 112 points, played each other. The 
crucial top board game was won by Li Tak 
Kuen, who, playing swiftly against Guo 
Shulong, (at one point he had 30 minutes 
left, while she had 8 minutes), seemed to 
unsettle her with his attacking style. 
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This is how the game finished. Black 
has 2 Knights and a Bishop for his Rook. 
Black is threatening mate in 2 moves. 
1.Kf1 Rxe2 2.Cf7 (possibly CjJ3 is 
better.) 2 .... Rxe4 3.Rxg7 Nge9 (Good. If 
4.Cxi7 then Black can play Nd7 
sometime.) 4.Ch3? (A dreadfitl blunder. 
The COl/non on J7 is now lost.) 4 .... Rf4+ 
S.CO Nxf7 6.Rxf7? (A second blunder. 
This loses Red's Rook.) 6 .... Rxf7 7.Ke1 
Gfe9 Red resigned in another 7 moves. 
(Notes by Patrick Donovan. ) 

l11is is the second year in succession 
that Guo Shulong, when leading the field, 
has made a bad blunder in the last round 
of the UK Championship. Last year she 
was a Cannon to a Bishop and pawn 
allead on material when she let her 
opponent mate her on the move. lbis year 
she was very dissatisfied with her own 
last-round performance. 

C.K.Lai beat David Young to fmish with 
4 points and become joint UK 
CHAMPION with Li Tak Kuen. Michael 
Trent beat Kwok Wai Leung to finish 
equal 3rd.l4th. with Guo Shulong, on 3 
112 points. A good performance by him. 

Li Tak Kuen is 58 years of age and 
came to this country from Hong Kong 34 
years ago in 1959. He lives in Pimlico in 
London. During his days as a young man 
in Hong Kong he played a lot of Chinese 
Chess for money stakes in cafes, (a hard 
training ground). He has a quick sight of 
the board, moves fast, and has an eye for 
combinations. 

Compared with the January tournament 
in Gerrard Street, Chinese tea was now 
'on tap', hut alas cake had replaced the 
'tasty snacks'. As usual the presence of 
C.K.Lai, (with able assistance from his 
daughter), was a guarantee that the 
tournament was run most efficiently. 

EXMOUTH 

The Exmouth toumament was held from 
Sunday 12th. September to Friday the 
17th. in the Red Cross Hall, an admirable 
venue giving plenty of space to the players 
with all facilities provided. The players 
included Uwe Frischmuth and 
Hans-Joachim Siewert from Germany, 
Jouni T olonen and Raimo Lindroos from 
Finland, XU Juemin from Norway, Carlo 
Alberto Veronesi from Italy, and leading 
the British challenge, Patrick Donovan, 
C.K.Lai, and Malcolm Home. Miss Olga, 
(the Ogre computer), was also in the 
loumament so as to make the contestant,; 
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an even number. She Wa'i under 'the 
paternal eye of her creator, Allan Brown. 

In. the first round the strongest players 
on paper were drawn against the weakest. 
A couple of surprises ensued. 111e 'new 
improVed' Ogre lost against Mike Pennell, 
while Carlo Verouesi beat C.K.Lai. XU 
Juemin won against Jouni Tolonen, who, 
however, could possibly have acheived a 
draw by perpetual attack on a piece. 

I am indebted to Patrick Donovan for 
most of the annotations to the ganles, and 
I have also included the many useful 
comments ofXu Juernin. 

Xu Jucmio \' J. Toloocn 
1.Che3 Che8 2.Ng3 Nc8 (PD - 11,e 
Knight is misplaced, being undefellded by 
a Cannon. 2 .... Ng8 is better.) 3.Ri2 Ri9 
4.Rd2 c6 S.Nc3 Raa9 6.Raa2 (PD - This 
seems a bit passive. The critical line is 
6.Rd7 Rid9 7.Rc7 Rd8. when Red appears 
to have a good game.) 6 .... Rid9! 7.g5 
Nd6! 8.RdS Cb6! 9.Rfl (I'D - Why not 
the simple Cxe7+?) 9 .... Cd8 IO.ReS NgS 
(Xu - lO .... Ce8 =) 11.Cb5 

(PD - Now Black has a perpetual attack 
on the Rook with 1I .... Ce8 12.Rd5 Cd8 
etc .. Under the UK MIles this wOllld be a 
draw. Both player.~ were unaware of this. 
Red would have to give up a Rook if he 
wished to play on.) 11. ... Nxc4 12.RefS 
Gde9 13.NhS! (PD - This is vet:\, strong. 
14.Nxi7 is the threat. If I -I .... Nxi7 
15.Cxe7+. and if 15 .... Be8. then 16.RifIO 
mate. If 14 .... Nxe3. then the simple 
15.Nxg8. threatens Rifl O. This call only 
be satisfactorily parried by ef8.) 13 .... e6? 
(XU - Better is 13 .... Cc8, with the idea of 
Rd8 and KdLO.) 14.Rf7 Ce8? (Xu -
14. ... Rac9!) 15.Rxg7 RdJ 16.Rc2 Cxe4+ 
17.Gfe2 Ra8 18. Cb3 Rd4 19.Cb4 Cg4 
20.Rc7 Black resigns. (Black loses a 
piece. a,ui his game is ill disarray.) 
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In round 2 Uwe Frischmuth drew a hard 
game against XU Juemill which lasted 57 
moves and was continued after an 
adjoununent. C.K.Lai lost again, this time 
to Jouni Tolonen. Malcolm Home beat 
Carlo Veronesi in one of the hest ganles of 
the townament. 

Malcolm Home v Carlo Veronesi 

l.Cbd3 Nc8 2.0 RblO 3.Nc3 Ca8 
4.Bge3 Ce8 (XU - Better is 4 .... Bge8 with 
Cj8 and Ng8 to follow.) S.Ngl NgS 6.RhI 
RhlO (XU - Better is Ri9) 7.Ch7 Rb4 (XU 
- Better is g6. PD - 7 .... Rh4 looks more 
natura!.) 8.CdS! Rc-4 (Xu - Better is 
8 .... c6! 9.cxc6 Rc4 =. PD - B .... Rc4 is 
very bad.) 9.Ra3 Ni9 (PD - A horrible 
move. Better is again c6. or Cf5.) 

IO.Cxe7+(Xu give., IO.Ch9 as better to 
the text continuation. The move actually 
played wins a Rook for' two CallnOPlS and 
leads to a most interesting duel. Theory 
says that a Rook ;s worth more than 2 
Callnons. but Black has active pieces and 
was happy to go into this line as he 
thought he was winnillg. However Carlo 
Veronesi felt in retrospect that he should 
have been aimillg at a draw in the ensuing 
play. as there proved not suffiCient attack 
to press for a win.} 10 .... Nxe7 1l.RxhIO 
NxdS 12.Rh9 Nxc3 13.Rxi9 Cxa4 
14.Rd9 Nxe4? (XU - 14 .... CXe4! In this 
position the Knight mllst be better than a 
Cannon.) IS.Nxe4 Cxe4+? (XU 
15 .... Rxe4 is better. with the idea of taking 
all the Red pawns.) 16.Gfe2 Rxd? (XU -
16 .... Cxi4!. with the same idea mentioned 
on the previolls move. PD - Takillg the 
Rook off the correct line.) 17.Rad3 Gfe9 
IS.KO 
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18 .... Ral? (XU - Better is I8 .... Rc4! 
19.R3d4 Cxi4 20.Rxc4 Cxc4. Taking the 
'i' pawn is important as in the endgame 
the remaining c' and g' pawns can be 
blocked by the enemy Bishops to prevent 
them crossing the river. PD - Black felt 
that OIl an exchange of Rooks he would 
lose any winning chances, and IB .... Ra 1 
does avoid the exchange of his Rook; but 
Black is not winning!) 19.R9d7 Ct8 (PD -
Looking to his defences. But this is 
inconsistent play. Why 1I0t Cxi4; although 
Red can play Rxg7 I would certainly play 
actively in this position.) 18.Rxg7 BeeS 
(Veronesi - Probably better is 20 .... Ra6. 
sacrificing the Bishop to win a tempo. 
PD - Holding on to his Bishop, but here I 
would give it up for the 'i' pawn by 
playing Cxi4.) 21.g5 Ra6 22.Rd4 Rf6++ 
23.KeI Ce5 24.Re4 Ce6 15.Rxc7 (PD -
Probably better is Rri7.) 25 .... Cb6 (pD -
Better is a6 or i6. This would give Black 
more endgame chances.) 26.Rxa7 Rh6 
17.Raa4 Rhl+ 28.GO Cbf6 29.Gde2 
KflO 3O.Rh4 Ri131.Ra6 Cf2 32.g6 Cgl 
33.g7 (pD - 33.f1 is safer.) 33 .... Ke10 
(PD - Why not 33 .... C.lJ2. threatening CgJ 
mate?; although Red can play 35.GfJ. 
when his position is pretty solid.) 3-4. f7 
CfgS? (PD - This loses a piece. 34 .... Ci6 
seems a reasonable move and may still 
give Black some drawing chalices. 
although Red has good chances of a will 
in this position.) 3S.Rg6 Black resigns. 
(An unfortunate end to a difficult alld 
interesting game.) 

In round 3 Patrick Donovan did not have 
a good game against Xu .Iuemin, giving. up 
pawns and then finding nothing to do 
against Xu's solid position which he had 
built up by accurate play. 
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In the end the game was shortened, when 
in this position Red walked into a mate. 
t9.Ce2 Rf4 20.Cge3 KflO Red resigns. 

Xu was revealing himself to be a very 
strong player indeed. He has a 
phenomenal quick: sight of the board, 
analyses at lightning speed. and can 
remember all the moves of even off-hand 
blitz games he has played. His comments 
and views on other people's games showed 
possibilities that put these in a new 
dimension. Xu, I learnt, was the Shanghai 
Junior Champion in 1979 when he was 17 
years old When in China he played in 
many tournaments. He has been in 
Norway for four or five years where he is 
employed as a cook; and playing 
opportunities have been limited. He is 
potentially 'grandmasteI' class. 

C.K.Lai was not having a good 
tournament and was fortunate to win 
against the inexperienced Peter Wood. At 
one time it looked as if he might even 
lose. 

This is the position after Black's 22nd 
move. White now played: 
23.Rxi8 (This is a bit dubious. Black 
.~hould 1I0W take the KniKht Oil d6: Red 
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would have 2 Bishops and 2 pawns ill 
compensation. A good line for Black is 
13 .... R.:cd6 24.e8xe9 Cc7!) n .... RbS 
24.Rxi7 Rb7 25 Rh3!'? (A .flashy move. 
but what is the altemative? {( 25.Cd3. 
then Re6 is all right for Black. although 
Red still stands better. However Red was 
in severe time pressure here'; he had 
about a minute to make the lIexl 15 moves. 
So it was all or lIothing!) 25 .... Rxb3 
(25 .... Rc7 loses 10 26.eBxe9 Gxe9 
27.RbIO+ Kd9 2B.Rb9+ KdlO 19.R.'Ce9 
RfJO 30.Rb9. and willS. If 28 .... Kd8. thell 
29.Rxe9 Rj8 30.Nj7- Ce8 31.RiIO. alld 
wins.) 26.Rxd7+ KetO 27.e8xe9+ Kxc9 
28.Rc7+ (Not the best. 28.Nj7+ should 
win in all lines. Eg. a) 28 .... Ke8 29.Rd8 
mate. b) 28 .... Kel0 29.Ng9+ R}lJ. (if 
29 .... Ke9 30.Rxd5 and Black has a lost 
ending). 30.Rd9 and if 30 .... Nxe3 3 J .Rx19 
Ng2+ 32.Rf1+ and wins. c) 28 .... K19 
29.Cf3. (or the simpler 29.Nd8+. followed 
by 30.Rxd5). is good for Red.} 28 .... KN 
(28 .... Kd9 is better.} 29.Rf7+? (Now Red 
has 29.Cf3+ which seems to win. If 
29 .... Rbxf3 30.Gxf3 Rxd6. 31.Rj7 is mate. 
So 29 .... Rxd6. Then 30. Gd3 !!. 
(threatening mate). 30 .... Ne3! 3J.Bgxe3 
Ge9 32.Rj7+ Gj8 33.Rb7+ Rf6 34.Rxb3 
Rxf3. alld Red has good chances of a 
win.} 29 ••.. Rxf7 30.Nxf7 Nxe3 (If 
30 .... Ge9 3l.Cf3 Gj8. (if Nf6. 32.g6). 
32. Gd3! and wins) 31.Bgxe3 (Nd8+ 
followed by Bgxe3 is bener), 31.. .. Rb4 
(3J....Ge9 is better.) 32.Nd8+ (Red has B 
moves to make in barely a few seconds so 
is flOW moving practically iflstafltly. III 
fact the game was broken off twice by the 
controller so that both players could 
make up their scoresheets and the number 
of moves could be verified. Red makes for 
the safety of a draw.) 32 .... KfB 33.Nxc6 
Rxi4 34.Nxa7 (Gfl should be played. Blit 
even after the loss of the Guard the 
position is clearly drawn.} 34 .... RH + 
35.Gfl Rxfl+ 36.Ke2 Rf6 37.Nb5 Ra6 
38.Nc3 Ke8 39.Nd5 (KeJ is simpler) 
39 .... Rxa4 40.Nc3?? {Red has a number 
of safe moves. He fiflds a distinctly 
'unsafe' ofle - Ofl the move prior to the 
time contral.} 40 .... Rc~! (The Red Kllight 
is lost. and Black easi(v won the elldillg ill 
allother 8 moves. A game of high drama.) 

The leader of the tournament was Hans 
Siewert with a 100% score, but in this 
round he had to face Xu. When the game 
was adjourned the result of tile game was 
unclear, and Hans, after an afternoon's 
analysis, put up a most deternlined 
resistance when the game was resumed in 
ilie evening. In the end Xu won a very tine 
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ending indeed, ilie game going to 97 
moves. The game itself was awarded ilie 
'best game prize' after a vote anlOng the 
competitors. 

JL 

L J 
r , 

l. J 
r , 

JL ,r 

This is the position after Black's 89th 
move, Nb6-d5. White, over many moves, 
has got his pieces on to favourable points 
in his palace. Note in particular the 
flexibility of the Guards on their diaganal 
line, combined with the availability of el 
and d 1 to the Cannon. Meanwhile ilie Red 
King prevents the Black King from 
moving away to the 'f file. Here is how 
the game finished: 
9O.Cel Ne7 91.Cdl Ge9 (Aiming for 
Gd8.) 92.Gfl Gd8 9J.Gde2 Ge9 94.d7 
Na6 95.Gd3 Nb8 96.c7 Na6 97.Ccl 
Black resigns. If 97 .... Nxc7. 98.d9xe9+ 
Kll0 99.Cdl +. a"d Black loses his Knight 
to escape the immediate mate. 

Boili Frischmuili and Donovan won, so 
the position was now: Xu and Frisclmmth 
- 3 112 pts; Siewert and Donovan - 3pts. 

In round 5 Xu swept C.K.Lai aside, and 
became the sole leader as Patrick won an 
important victory against Uwe 
Frisclunutil. After his efforts of ilie 
previous evening Hans Siewert lost 
against Jouni Tolonen. 

In ilie sixth and final round Xu became 
the deserved tournament victor with a 
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com1ortable win against Carlo Veronesi, 
while Patrick Donovan drew against Hans 
Siewert. As Uwe Frischmulh beal Jouni 
Tolonen he drew level wiili Patrick and 
shared second place. flans Siewert 
finished in sole fourth position. 

Here is ilie end of the game between 
Frischmuth and T olonen. 

This is the position after Black's 23rd 
move. Red has a Cannon and a pa\\l1 for a 
Bishop. He now finds a crushing move. 
24.Cbxe9! KdHI (If 24 .... Gxe9. then 
25.RxgJO mate.) 25 Cf9 (But here Red 
missed 25.CeJO! &9 26.Rgd7 with RbJO 
to follow. winning immediately. The win 
was clinched in another 6 moves 
however.) 

Xu was a well deserved wilUler as he 
played all the strongest players and did 
not need luck to win. 

Of ilie rest of ilie players C.K.Lai was 
disappointing, but Jouni Tolonen had a 
good sound result, and has a serious 
approach to tile game. Of the rest 'Miss 
Olga' did well, (she did in fact win one 
game against Patrick Donovan in the 
quick-play tournament), as did Allan 
Brown who scored 3 points, and won a 
prize for ilie best result among the 
'inexperienced' players. 

Evening events were arranged at 
another venue. During the week many 
chess variants Were played, including 
Korean chess, Shogi, Progressive chess, 
Vinciperdi, and Ian Richardson's 
'Super-pawn' game, (Ian may write on this 
for the magazine.) TIlere were a couple of 
'discussion' periods when views were 
expressed on a variety of topics including 
westernised Chinese Chess pieces and 
notation, and repetition rules. The policy 
of tilis magazine is to make Chinese chess 
more easily understandable and thereby 
encourage people to take up this 
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marvellous game; but C.K.Lai made tlle 
interesting point iliat if one takes away tlle 
Chinese symbolled pieces from the game 
then it becomes :iust anoilier variant'. 

In tlle quick-play knock-out tournament 
which was played at various times 
throughout ilie \ .... eck. Xu lost to Patrick 
Donovan in the semi-final. who went on 
to win first prize. beating HaIlS Siewert in 
the final. A good pcrfom1aIlce by Patrick. 

Congratulations and tl1aI1ks must go to 
Malcolm Home who almost 
singlehandcdly organised the toumrunent. 
booked ilie accommodation, dealt wiili 
both acconunodation problems aI1d 
day-by-<lay nuUUllg of boili the main aI1d 
the quick-play tournaments, as well as 
playing in the tournaments iliemselves. 
On one of the rare swmy afternoons he 
even led a lengthy 'Exmouth walk'. A 
phenomenal perfOffi1aIlce! 

The competitors were split between 
three places, but the flat in town where 6 
of the competitors stayed was a constaI1t 
hive of chess activity aI1d became a central 
meeting place for the majority of the 
players. Games aI1d aI1alysis were still 
going on up to one aI1d two o'clock every 
night. C.K.Lai, throughout the week, 
tortured us all by producing this position 
which can be found in one of his books. 
Red to play aI1d win. Xu did not get the 
solution right away, aI1d I must reveal iliat 
even C.K. himself on one occasion had to 
resort to his own book when the winning 
meiliod was forgotten. Solution in VC12. 
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JL 

~ 
-IL ,r ,r 

C:. ~ 
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It was a most friendly tournament, aI1d I 
am positive iliat all players thoroughly 
enjoyed ilie week, and look forward to 
next year. Regarding Exmouth itself, 
Carlo Veronesi could not have put it 
better when on 'the Walk' he confided, 
'tlUs place shows every sigri of high 
civilisation'. 
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LETTER-BOX! 
From Ken Whyld. 

Re: Vinciperdi, I think it would have 
helped had you given ilic Spanish 
dictionary definition of gallapierde. 
which demonstrates tllat it is an 
established term for tlle losing game at 
draughts. This gives a basis tor my 
ilieory iliat del Rio was using a term 
normally associated witl1 losing all of 
one's material in tlle gaIne ratller tllaIl 
self-mate problems. 

By co-incidence, yestcrday I saw a 
letter in The Observer, 28th Oct. 1934, 
from Brian Harley discussing 'Freak 
Chess'. He described Losing Chess, 
essentially ilie same as VC9, adding 'Sir 
George 111Omas, our present chess 
chaInpion, is a practitioner of this.' 

Koichi Masukawa's notes are most 
interesting, aI1d I look forward to 
meeting him in Amsterdam in 
November. It is not clear to me if he is 
suggesting, page 21 note 2, that ilie 
'oldest Shogi men' date from 710-784 
AD. 
Ed: Mr. Whyld had previous~v sent me an 
extract from d,e Spanish Larousse dated 
[913 which says: 'method qf playing 
draughts in which he willS who is the 
first to lose all his pieces'. [ did not 
mention this in the Vinciperdi article. 

When I published extracts from 
Mr.Masukawa's letter on page 21, I was 
under the impression that the Shogi men 
were from the period 710-784. but [ 
agree that they may be of a later date. 
All will no doubt be revealed in 
November. 

From Dr.KG.Beauchamp 
(Mr.Masukawa) ... .labours railier a lot 

in producing an English transcript of his 
papers .... He can speak GenUaI1 railier 
well however aIld I have in mind asking 
him what are the possibilities of 
traI1slation into GermaI1, which should 
make a more lucid presentation (of his 
works) aIld open the possibility of a 
translation of his books into that 
laI1guage. 

(Dr.Beauchamp has written a book 011 

oriental boord games which so far has 
not found a publishe,~. 

From Stefanos Pantazis 
I found ilie material on 'Vinciperdi' 

very interesting; tIus is a possible area 
where players and problemist<; can 
interact and find overlapping interests: 
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endings in a chess variant, (fairy studies). 
By the way, why don't you use the term 
'Maiden's game'? fil the first edition of the 
Oxford CompaI1ion it is c1ain1ed iliat tlle 
Alfonso manuscript (c.1283) describes the 
gaIllC .... tlle source of tlUs information is 
no doubt Murray's 'History'. (see page 459 
for a translation). 

(fhe A,fust-capture or ~\faide,,'s game' 
that is mentioned in AJurray is not l.AJsing 
chess. as is made clear from page 459 of 
HOC. [ncic/entally Must-capture chess 
was featured in VC5, (page 55). 

·However the similarity of the musl 
capture rule with that in Losing chess 
does make one wonder whether this small 
step in imagination was ever made before 
Campbell. If so I have not seen allY 
concrete evidence of it. This is not to say 
it was NEVER made of course) 

From Jens B.Niel50D, (Denmark). 
I would like to see a (computer) 

program that plays one or more variants of 
chess. Perhaps I will make it myself some 
day ... 

Right now I aI1l playing a postal game 
with a variaI1t iliat I have invented myself: 
in lWIKNIGHT each player is allowed to 
move twice with a Knight, but only once 
in the gaI1le! This special move is 
considered as a single move, so after I.d4 
c6 2.Nd2 Qa5?? White is allowed to 
capture the Queen even though his King is 
in check from the first part of the move. 

It becomes a little sinUlar to Pocket 
Knight chess: should you use the power 
now to win (say) a Bishop and have to 
live with the threat of the opponent's 
hidden power for the rest of the gaI11e; or 
not? 

If both players use their new weapons, 
ilie game becomes normal chess, aI1d so 
what? Some inventors of new variant'> are 
afraid of tlUs situation, aI1d make rules 
that simply influences the game too much. 

Torbell Osted aI1d myself have started 
two postal games of Twiknight.We 
consider if it is a too big advantage for 
White to play 1.Nc3, (threat NbS mate -
not Ne4: it is covered by Ng8). Black 
cannot play 1 .... d5 2.Nb5+ Kd7 3.NG 
mate, aI1d l....Nc6 2.Nb5+, Nc6-d4xbS 
'only' gave Black a Knight for the 
doublemove and a bad position. Our first 
testgame ended 3.c4 Nd4 4.e3 Ne6 5.d4 
d5 6.NG, Black resigned. 

Our nel\.1 game has started witll the 
improvement 1.. .. c6. 1.Nc3 c6 2.Ne4+ 
Ng8-f6xe4 3.d3 Nffi 4.Nf3 d6 ... We want 
to find out if ilie forced jumping twice is 
more worth thaI1 a piece. If it is we can 
prohibit a Knight to make the first move, 
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so each player has time to cover some 
dangerous squares. 

As you can sce 1\viknight gives a 

complete new game right from the start' 
I have (also) just invented a new, (to 

me), variant: once in a game each player 
is allowed to make a kinglUove \\;th am 
piece, (only interesting for N, R, B, and 
P). I wonder if this is fun to play!? 

From David Woo (Editor of Xiallg Qi 
Review) 
On the Xie Jun interview I would like to 
make a couple of comment'>. TIle 'other 
champion' that Xie Jun referred to is 
undoubtedly 'Xiang Qi IGM Xie SiMing, 
same surname and also of Beijing. 1 ler 
comment that We don't have team 
championships in China only individual 
championships ... ' is not quite complete. 
China started its women's individual 
Xiang Qi national championship series in 
1979, so Xie Jun is correct that there was 
no team event at the time when she was 
junior champion of Beijing, However, 
since 1982 the women's Xiang Qi team 
championships have been held annually. 
Other than that, I agree with most other 
comments she made. 

From Hugh Myers (Editor of Tire Myers 
Opening Bulletin) 

I would guess that you, or at least others 
in the British Chinese Chess community, 
are acquainted with Sam (Ismail.) Sloan, 
who wrote a book on the game, ('Chinese 
Chess for Beginners' which is i" fact 
recommended in Malcolm Home's latest 
leaflet). He is a very interesting and 
intelligent person, but also 
controversial ........ He's in prison for trying 
to 'kidnap' his daughter, the custody of 
whom was given by a judge to an 
ex-'nmmy', a non-relative. The mother, 
who is in Pakistan, abandoned her. Sloan 
became a Moslem years ago and it looks 
like the main reason his daughter, (who I 
know and who I think was happy and 
well-treated when I knew them in Dubai), 
was taken from him, is that he 
accunmlated four wives " .. hile he was in 
Dubai, (1 don't know if that includes the 
onc who returned to Pakistan), and that 
made him look like an unsuitable parent 
to the US judge. Sam has a unique talent 
tor irritating people, and he has a history 
of legal problems - but he's not what I 
would call a criminal. He might be in 
prison another 4 or 5 years, although 1 
think that's unlikely. 

(Sam Sloan) .... doesn't want what has 
happened to him to be a secret - in fact he 
wants publicity. If anyone would like to 
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write to him, his address is: lsmail Sloan, 
# 204991, P.O.Box 670, Dillwyn 
Correction Center, Di11 wyn, VA 23936, 
USA 

From Bob Ncwman 
I otTer an idea l had recently for a family 

of fairy pie!ccs. It is based on the to\1owing 
view of caslling in conventional chess: the 
rook moves towards the king, stopping 
one square! short; the king then hops over 
it. 

So the CASTELLAN moves and 
captures like a rook, but whenever it stops 
one sqllare short of a piece, (of either 
colour, and whether or not a capture has 
been made), that piece hops over it onto 
the nex1 square. So a castellan moving 
from 'a2' to 'a4' \vill automatically cause 
any piece on 'as' to move to 'a3'. 

TIlere is a possible complication if the 
piece being approached is another 
castellan, whose hop would in turn cause 
a third piece to hop. Depending on the 
colour of the third piece, such a move is 
either illegal or suicidal. (It should be 
possible to devise a 'kamikaze' mate.) We 
also need to say Whether a pa"'ll returned 
to the second rank, (or indeed reaching 
the second rank via the first!), regains the 
right to move 2 squares. I think it should 
not, (which perhaps opens up new 
possibilities for retro problems). For 
consistency with conventional castling, we 
should also say that a casteUan can never 
hop its O\\TI king out of check, or across 
check, (much as we would like it to be 
able to). 

A queen \vith similar tendencies 1 call a 
REGAN, (very cultured), and the bishop 
equivalent is an ANGLICAN. 

l have not yet played \\;th these pieces, 
or devised any problenls featuring them, 
but would be delighted if anyone else 
wanted to. 

PS. TIlere is also the PAWAN, of course, 
and e!ve!n the KINGAN. 

From Geor-ge Hodges 
One thought.. .. occurred to me .... How to 

detine tenns? Your magazine is called 
'Variant Chess' and I take this to mean 
variants of chess. 

I see a distinction between Variant of 
chess, which is a game using the normal 
chess board and tile nonnal pieces or 
some of them; but with different rules, 
such as losing chess, progressive chess, 
Knight in the pocket etc.. Chess variant, 
on the otht.'f hand, is surely a game of 
chess using either other pieces and/or a 
ditTcrent board from tile 'normal' game. 
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Hence Middle Shogi is a Shogi Variant, 
but losing Shogi, (tor example), would be 
a variant of Shogi. What do you say? 

(Ed. [ am illclilled to agree with YOll, 

although [ believe the distillctioll between 
the two is easi(v blurred by wrollg usage. 
[t shows what a good name the previolls 
editor chose for the magazine when he 
picked 'Variant Chess, ' which in it5 slight 
'inexactness' call incorporate both the 
temls.) 

What do readers think? 

• 
Patrick Donovan reports that a unusual 

toml of Losing Chess has been spotted in 
Hastings. The nomlal rules apply exccpt 
that the King must get out of check, and 
has to be the last piece to be captured. It 
sounds an interesting form of the game. 
So far I have had no sightings myself. 

• 

FOREIGN MAGAZINE ADDRESSES 

XIANG-QI REVIEW - Probably the best 
Chinese Chess magazine in English. 

Write to David WWoo, 1'.0. Box 5305, 
Hercules, CA 94547-5305, USA. 

WORLD GAME REHEW - Includes 
chess variants and other 'brain games', 
including dice, card, board, mathClnatical 
games. Issue number lOon chess variants 
is a 'classic', (no exaggeration!) 

Write to Michael Keller, 1747 Little 
Creek Drive, Baltimore; MD 21207-5230, 
USA. 

ETl!..1l0SCACCO - Highly recorruncndt.'d. 
Full of interest to lovers of chess variants. 
In Italian, (an odd article is sometimes in 
English), but do not be deterred. 

Write to Alessandro Castelli, 62010 
VILLA POTENZA (Macerata), Italy. 

THE MrERS OPENING BCLLETIS
No variants, although the otT-beat 
openings could maybe delude YOU' 

Extremely interesting and honest 
editorials and book reviews. Ven· good on 
chess history. Recolmnended. 

Write to lIugh E.Myers, 1605 E.12 SI, 
DavCllport, lA 5803-3801, USA 

PLEASE NOTE. 
BRITISH SHooI FEDERATION 

1be Membership Secretary is now: 
Richard Wt.'St. 5 Westoll Avenue. 

Royston, Herts. SeTS 5DR. 
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SHOGI TOURNAMENTS 
20th November 1993 - Bracknell Shogi 

Tournament (3 rounds). 
Contact Vincent West, 31 Simons Close, 
Tilehurst, Reading, Berks, RG3 6GA. 

4 - 5th December 1993 - Kent Shogi - 10 
Year Amuversary. 

Contact Steve Campbell, 9 fan's Walk, 
Scabrook, Hythe CT21 5IT. 

'Chinese Chess Explained' 
Malcolm Home has produced his 4-page 

leaflet on Chinese Chess. As one has 
come to expect from him it is 
well-produced with a wealth of 
information included. Anything that is 
needed to be known about Chinese Chess 
is here: history, how to play, some 
rudimentary opening and endgame 
knowledge, problems to solve, two 
annotated games, wllere to obtain sets, 
books, magazines, computers. Malcolm 
explains the chinese system of notation, 
but uses western algebraic for the games 
etc.. This, coupled with diagrams using 
normal chess pieces plus specially 
designed cannons and guards, makes the 
playing over of games and positions 
simple, and consequently renders the 
learning process very much easier to 
absorb than is the case when a beginner is 
confronted from the outset with 
chinese-style pieces and an alien notation. 
It is an ideal introduction to a game that is 
played ex1ensively throughout the Orient, 
(it is estimated that over 200 million play 
it in China alone), and is becoming 
increasingly popular in western countries 
also. 

The cost? Absolutely FREE- if a~ 
SAE or hlternational Reply Coupon is sent 
to : Malcolm Horne, lOB Windsor 
Square, Exmouth, Devon EX8 lJU, 
England. (Tel: 0395-270280) 

* There may be a charge if bulk 
quantities are required, especially from 
outside the UK. 

With Malcolm's permission, his piece 
designs are being used in this issue's 
Chinese Chess diagrams. 
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SHOGI IN EUROPE 
by Hiroyuki Iida 

This is a \vell-produced 10 I-page 
glossy-covered sotlback published in 
Holland, where the author, a 5-dan 
professional Shogi player from Japan has 
been living for the past year. It is written 
in English. 

All the 33 games in the book are 
handicap games. The handicaps used by 
Mr.Iida when he plays wcstem Shogi 
players range from a Bishop or left Lance 
against a 6-dan; to a lO-piece handicap, 
(Rook, Bishop, 2 Golds, 2 Silvers, 2 
Knights, 2 Lances), against a IO-kyu or 
weaker. The player giving the handicap 
gets first move. As Mr. Iida says, many 
strong Japanese shogi players learn 
important things from handicap games 
against a grandmaster where tlte disparate 
strengths of the players are compensated. 
He ha., hardly seen any people wIlo know 
the opening theories of handieap games in 
Europe although they know the opening 
theories of even games very well. 

Most of the games involve the author, 
although one of the few that doesn't is a 
very good win by David Murphy, 
(receiving a Bishop), against the 7-dan 
grandmaster AShima. All the games are 
annotated by Mr.Iida in a most 
informative manner w\rich would repay 
careful study. 

On page 12 it is mo!>1 heartening to read 
this: ' hl the conventional shogi books, 
Japanese and Chinese characters were 
used in all diagrams. However, in the 
author's view, it is very difficult for 
western people to recognize each piece in 
diagrams. Therefore, new figures for shogi 
pieces, sinlilar to western chess piece 
figures, are used in tlus book.' How very 
tme! It is a pity more western teachers 
have not thought along these lines. All 
that is wanted now is the further step of 
creating better designed 'international' 
playing pieces that are acceptable 
everywhere, (including Japan), for seriOtL'> 
play. I personally would also prefer 
conventional westem algebraic notation in 
game scores rather than the confusing 
Japanese notation. To me it is as plain as 
a pikestaff, or anytlling else you wish to 
nanle, that why so few westerners play 
Shogi, (this applies also to Chinese 
Chess), is becalL';e of the oriental 
logographs and the obscure notation. TIle 
diagrams in Mr.Iida's book are the best 
and most comprehensible that I have seen 
anywhere. It is a pity however that the 
lance is ditlicult to distinguish from the 
rook. A regular Shogi player has also 
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mentioned the similarity between ,tlle 
svmbols for the Gold and Silver. 
. Chapter 4, 'How to become a Shogi 

Grandmaster' is only 8 pages long but is 
full of interest. I suggest that much of this 
chapter could be studied with advantage 
by ambitious orthodox chessplayers. The 
fmal paragraph of this chapter reads: 
'Although much basic knowledge is 
available from shogi books, the advanced 
concepts of a shogi grandmaster can not 
be obtained in tltis way, due to tile 
difficulty of expressing tllem'. 

As can be guessed the editor thoroughly 
recommends this book. It has been 
distributed free of charge to all present 
members of tlte British Shogi Federation, 
(memberslup fee £4 per alUlum - address 
elsewllere on this page). Apart from tllis 
source tile book is not freely available, 
although if there is a demand for it I 
lmderstand that the BSF could perhaps 
contact Mr.lida, (wIlo is now back in 
Japan), to obtain further copies; if they did 
I do not know what the cost would be. 

• 
Philip Cohen reports in the July/August 

NOST magazine on 'Amazons', an 
invention of Waiter Zamkauskas of the 
Argentine. The complete rules will appear 
first in Michael Keller's World Game 
Review, but Mr. COOen says it has a 
territory-making feel to it like that of Go. 

hl brief, it is played on a lOxlO board 
with White having Amazons on 
a4,dl,glj4, and Black on a7,dlO,glO.j7. 
At each turn an Amazon moves like a 
chess queen, tlten 'fires an arrow' a queeu's 
move from its stopping square; both parts 
of the move being mandatory. Amazon 
and arrow cannot move over or onto an 
occupied square. The arrow's landing 
place becomes a permanent block to all 
amazons and arrows. The last player able 
to make a complete move wins. A 
NOST -Argentina match is planned 

POSTAL TOURNAMENTS 
Competitors ill the Italian Progressive 

Toumament, which was advertised to all 
UK readers, are Ian Richardsoll, Paul 
Archer, Jouni Tolonen, and Steve 
Boniface. 

The closing date for the Vinciperdi 
Postal Tournament is now 1st. NOV. 
This is open to all. 
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TRANSCENDENTAL 
CHESS (TC) 

This is the brainchild of Max 
Lawrence of Brooklyn, New York, 
USA, who conceived it in 1978; it was 
first described in an article in the 
March 1979 issue of the postal chess 
magazine 'Zugzwang'. The 
Transcendental Chess organisation 
was formed in 1981 'in order to give 
correspondence chess players the 
opportunity to compete in a variety of 
attractive events featuring 
transcendental chess exclusively'. 
Interested parties can write to 
Mr.Lawrence to obtain a free 
prospectus and magazine. 

What is Transcendental Chess? In 
fact it is nothing more or less than 
Randomised Chess with a few 'extras'. 
There is nothing wrong with that; 
RandOlnised Chess is the most natural 
extension of orthodox chess and has 
featured several times in past issues of 
Vc. 

Mr.Lawrence is an enthusiastic 
propagandist of TC. As he says, "the 
entire gamut of opening literature is 
at the disposal of every 
correspondence player, thereby 
making the typical correspondence 
game a 'battle of the books' ...... more 
and more of this literature is being 
stored in home-type chess-playing 
computers, so that in the not too 
distant future the typical 
correspondence game will become a 
'battle of the computers' ...... the 
primary purpose of the game (being) a 
mental contest ., between two 
individuals and not between past 
masters, it must be modified in such a 
way that the use of opening 
compendia is impossible." The 
solution of Mr.Lawrence is to 
randomise the pieces on the back row, 
(although of course the playing of 

many other chess variants would fill 
the bill as well.) 

Procedure 

1) All games are played in pairs, 
(called 'couplets'), with each player 
facing his opponent with the identical 
starting position, being White in one 
game and Black in the other. Games 
are designated' A' and 'B'. 

2) Random starting positions are sent 
out to the players, (a player's Bishops 
must be on opposite coloured 
squares). 

3) Castiing is replaced by 
'transposition'. In Transposition, 
which is optional, any two pieces may 
be interchanged, but only on the first 
move, the only restriction being that 
the Bishops remain on 
opposite-coloured squares. The player 
who has White in game 'A' sends his 
first move either as a conventional 
one or as a transposition, (eg. l.elg1). 
In reply to this the Black player can 
also send a conventional move or a 
transposition; also of course sending 
his first move in game 'B' in the same 
way. 

4) The rest of the game is played as in 
conventional chess. 

Auction TC 

This is a version of TC that is 
played as a single game, (not a 
couplet). In Auction TC both players 
bid tempi for the right to have the 
superior side; and except for the first 
few moves, the game is played just 
like TC. There is no limit to the 
number of tempi bid, the higher 
bidder winning the desired side in 
exchange for his opponent having the 
right to transpose andlor make a 
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number of pawn moves before the 
winning bidder touches a piece. The 
procedure for bidding Mr. Lawrence 
gives is a trifle lengthy and 
complicated so I shall omit it, but 
with a little thought interested readers 
can work out a reasonable method. 

The motive that is given for Auction 
TC is interesting. I quote: 'Those who 
cannot stand the thought of being 
positionally behind right at the 
outset.. .... or are anxious to improve 
their positional play, will find Auction 
TC to be an excellent alternative to 
couplet play...... (it) replaces the 
challenge of fighting an uphill battle 
from an inferior position ...... with that 
of evaluating a positional advantage 
in terms of pawn tempi. Both 
challenges are formidable tests of a 
chess player's skill. ' When I told 
Malcolm Home about Auction TC he 
said that it confirmed his feelings that 
some set -ups are more favourable than 
others when there is no mirror image. 
I myself rather feel that it introduces 
an unnecessary complication into 
Randomised Chess, although to be 
fair it is not the main point of 
Transcendental Chess, being only an 
'optional extra'. Where there is 
separate randomisation, my idea in 
VC9 of keeping the Rooks on the 
corner squares, the Kings on either 
the 'd' or 'e' files, and retaining the 
option of castling, would seem to 
mostly offset any supposed 
inferiority/superiority in starting 
arrays. The same could be said of 
Transposition in TC. As Mr. Home 
says, 'the optional first move 
transposition is an interesting, 
(probably good), idea. 

The magazine 

'Transcendental Chess' magazine is 
a 16-page BCM-sized publication that 
is well produced and includes not only 
TC games, results in the TC 

TOR( SHOGl - POSTAL PLAY 

Postal play is an excellent way to learn 
the game and find suitable opponents. 

Write to : Phil Holland, 94 Green Drift, 
Royston, Herts SG8 5BT. 
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tournaments, and TC rating lists, but 
also a few chess positions and 
problems for solving, cartoons, 
unusual chess stories, and non~hess 
puzzles. The latter include 
mathematical puzzles, and in one 
issue I have been sent, a most 
interesting Test for Perception and 
Recognition' . 

There are also what might be termed 
'unusual' items, which, I may be 
wrong!, appear to have little or no 
connection with any form of chess, 
variant or otherwise. For instance in 
the March ] 993 issue there is almost 
six and a half pages on American 
Lotteries and random numbers; in the 
May issue there is a four-page article 
entitled 'Wheels' which is about the 
motor car, energy-saving forms of 
power generation, and much elsc; in 
the June issue there are almost four 
and a half pages devoted to 'Energy 
Farming in America' which goes into 
great detail about biomass conversion 
into energy. The conclusion of the 
article is that 'this mighty nation' 
could once again become energy 
independent and smog free if farmers 
were to be allowed to grow American 
hemp again. This is not to imply that 
the articles are not interesting - they 
are, and they certainly give an 
singular flavour to the magazine. 

Max Lawrence is not afraid to speak 
his mind, which is commendable. A 
subscriber obliquely suggested that 
TC might need a touch more humour 
within its pages, which is maybe true, 
but it would not then be the same 
magazine. 

As I stated earlier Mr. Lawrence is 
an enthusiastic propagandist for TC, 
and he seems to have an active dislike 
of computers. On page 12 of the 
March TC he states: 'the inability of a 
chess computer to look ahead more 
than a handful of moves, coupled with 
a complete lack of positional 
judgment, renders it virtually useless 
as an aid in playing any form of TC 
by correspondence.' This may have 
been tme a few years ago but it is 
surely not tme now. From my own 
experience 1 find that computers play 
randomised chess very well indeed - it 
is quite enjoyable to see how they 
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cope with the unusual positions that 
can arise. 

Game 

There follows a game from a recent 
issue of the TC magazine. 
White: Erich Lundstrom 
RQBNKNRB 
Black: Samuel Playfair 
RRQNKNBB 

l.elg1 eSgS 2.c3 e5 3.g3 d6 4.d4 g6 
5.Bh6 Qh3 6.Bxf8 Kxf8 7.Bg2 Qh6 
S.d5 b5 9.e4 c6 10.Nd2 Nb7 1l.Ne3 
as 12.Qc2 Re8 13.83 Bd7 14.b3 Ra6 
IS.e4 Bf6 16.Qdl Rd8 17.Qe2 Rb6 
IS.dxe6 Bxc6 19.NdS BxdS 20.cxd5 
KgS 21.114 a4 22.Racl Qf8 

23.Rc6 Resigns. 

If readers wish to subscribe to 
Transcendental Chess, ($17 per year 
for overseas subscribers), which 
includes 8 magazines per year, write 
to: TCILawrence 1502; 1655A 
Flatbush Ave.; Brooklyn, NY 11210, 
USA. Mr. Lawrence will also give a 
free prospectus and magazine to 
enquirers. 

This is what Erich Lundstrom, a 
subscriber, says about TC: 'The joy of 
TC becomes greater each year. It is 
the most worthwhile way of playing 
chess ...... Oh, how I wish the 
thousands of other postaiites had the 
guts to play the real game of kings!' 

Original articles, letters, 
and comments will always 

be welcomed from readers. 
It would be helpful if 

anything submitted for 
publication could be 

printed. 
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SECOND HETERODOX 
OLYMPIAD 

This event is in progress at the 
moment. Here is a selection of games 
involving the British representatives. 

Vinciperdi 
R. Vanous (USA) v P.Wood 
1.b3 e6 1.Nfl?? fA bad move that 
actually loses by force) 1 •••• Qh4 
3.Nxh4 BaJ 4.Nxal (Relatively best. 
If 4. Bxa3 Kj8 5.Bxj8 Na6 6.Bxg7 c6 
7.BxhB Nfo 8.Bxf6 e5 9. Bxe5. and 
then Black plays d6.Nc7.RbB.b6 
• c5.Bd7.Bh3.f5.h6. (0-1)) 4 •••• b5 
5.Nxb5 as 6.Nxc7 e5 7.Nxe8 (If 
7.NxaB. then 7 ... .f5 B.Nxf5 Na6 
9.Nxg7 d6 JO.NxeB Bd7 ll.Nxd6 e4 
12.Nxe4 Nc7 13.Nxc7 Nf6 14.Nxf6 
Bh3. and ~r 15.gxh3 Rj8 16.Nxh7 
Rx/2. followed by a4. (0-1) If 
15.Nxh7. then Rxh7 followed by Rxh3 
and a4. (0-1)) 7 •••• d6 8.Nxg7 (If 
B.Nxd6. then Ra6. and if&. 9.NxcB 
Rd6 10.Nxd6 Ne7 II.Nxj7 h5 
12.NxhB. (If 12.Nxe5, Black wins by 
playing Nd7.Rj8.g6.Nxg6.h4.a4 (0-1)) 
12 .... Nf5 followed by e4.Nc6.a4.e3. 
and Nd4 (0-1). And.Jll 9.Nxj7 Ne7 
JO.NxhB. (if JO.Nxe5. Black wins after 
Bh3.Nd7.N/5.h5.RhaB.Rj8.Rg6. a4 
(0-1)). 10 .... Bh3 followed by 
Nf5.h5.e4.e3.Rf6.Nd7.a4 (0-1)). 8 ...• f5 
9.NhxfS BxfS 10.NxfS 

It took a long time to calculate the 
winning line here. Perhaps readers 
would like to work it out for 
themselves as an exercise. The 
solution is on page 64. (Note: 
Stalemate is a drmv.) 

Italian Progressive Chess 
David Pritchard v Deumo Polaceo 
(notes by David Pritchard) 

l.d4 
2.d5 Ne6 
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3.Bf4 Bxe7 Bxd8 
4.Kxd8 Nh6 e5 Bb4+ 
S.Ne3 Qd2 NxdS Nxb4 Nxe6+ 
(Hoping for 6.bxc6 Nj5 Ne3 Nxfl 
Nxd2 exd4 (Polacco-Rallo 1992) 'with 
an uncertain game' according to 
Dipilato - but 7.h4 Rh3 Re3 Re7 Nj3 
Nxd4 Nxc6# /) 
6.bxe6 NfS Nxd4 e4 e3 exd2+ 
7.Kxd2 h4 h5 h6 hxg7 Rxh7 Rxh8+ 
(Here I reasoned that Black would 
have to take the Rook and advanced 
pawn leaving him with at most four 
attacking moves and helpless against 
my multiple threats. I awaited his 
reply with some satisfaction. It 
arrived as a considerable shock.) 
8.Ke7!! (The move I overlooked; I 
assumed Kc7 to prevent the 'b' or 'c' 
pawn queening: the remaining moves 
I had foreseen but deemed them 
innocuous). fS f4 fl fxe2 Nxe2 Bf5 
el(Q)# 0-1 

English Progressive Chess 

V.Ratlo v Pat rick Donovan 
l.e4 
2.e6 b6 
3.al Nc3 d3 
4.Bb7 d6 Nd7 h6 
5.Qf3 Ke2 g3 h4 Bh3 
6.NeS Nf6 g6 Bg7 Ke7 Qe8 
7.a4 b3 Ba3 NbS Rbl Qc3 Nfl 
8.NhS f6 N£1 Bf8 Rh7 as Qe6 Bc8 
9.NbSd4 Bg2 Bbl b4 Qdl g4 Ke3 
Ral Nhl 
10.fS Nf6 Rb8 Qd7 Ne5 Kf7 h5 Rh8 
e6 b5 
11.axb5 RxaS Nxe6 Bxe5 Qc3 f4 
Kfl g5 Ng4 ReI Bh3 
12.dxe5 Bd6 Kg7 Rb7 hxg4+ 
13.Kfl Ra6 b6 Qe4 Re3 Ne7 exfS 
fxeS Bg2 gxf6+ 
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l4.Kf7 Rxb6 Bxa6 Bxb4 Rd8 g3+ 
l5.Kfl h5 Bfl Qal fxg6+ 
l6.Ke8 Qd4 Be4 Rbb8 Bal Rd6 g2+ ' 
l7.Bxgl Qxa3 dxe4 exd6 Re4 Ke2 
g7 Ng6 £1+ 

l8.Kxf7 e5 Rb3 Qxd6! Kf6 Rxa3 
Qb6! Rfl KgS Qa7! Rf4 Kg4 Qc5! 
Kg3 Qa7 Rf81 Rd8 Qf2# 

Patriek Donovan v Frank Cunliffe 
(USA) 
1.e4 
1.e5 f5 
3.Be4 Nc3 d3 
4.fxe4 d5 c6 Bb4 
S.dxe4 Bb3 Qf3 Kel h3 
6.h6 Be6 Nd7 NgSf6 Rf8 Ke7 
(Now White sees the chance of a 
quick self-mate - PD) 
7.Bdl Rdl Qg3 Nfl al Rhe1 Ba4?? 
8.d4 Be4# 

• 
FIRST MEMORIAL 'GIUSEPPE 

DIPILATO' 

This Italian Progressive Chess game 
won first place in the ballot. (see 
page 64) 
Gionanni Lantillo - Luea Stefanelli 
(0-1) 
1.d4 
2.d6 Nf6 
3.BgS Bxf6 Ne3 
4.exf6 dS Bb4 Bxe3+ 
5.bxc3 Qbl Qxb7 Qxc8 Qxd8+ 
6.Kxd8 Nd7 RbS Rbl Rxal Rxa1+ 
7.Kd2 cl Bb5 Bxd7 Bc6 Ne2 Rxal 
8.fS f4 fl fxe2 e1(R) Rul Ra6 Rxe6 
9.Ke1 c4 exd5 dxc6 h4 h5 h6 hxg7 
gxh8(Q)+ 
10.Ke7 fS f4 fl fxgl gl(N) Nh3 Ng5 
N£1 Nxh8 
1l.Kd2 Kc3 Kb4 Ka5 Ka6 Kxa7 
Kb7 Kxc7 Kb7 e7 c8(Q) 
12.Kd6 Kd5 h5 h4 h3 h2 hl(Q) N£1 
Ne5 Ne6 Qal Qa7# 
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MIDDLE SHOGI: 
AN APPRECIATION OF A GREAT 
GAME 
By George Hodges 

Readers of this magazine will surely have heard of the 
Japanese game of Shogi; the most highly developed form of 
chess anywhere in the world, which is played by millions of 
devotees in its home country and boasts a large and 
well-established corpus of professional players. In its 
current form, Shogi is much older than Western Chess 
(whose present rules are only some two hundred years old) 
and is today played almost exactly as it was nearly four 
hundred years ago. It is so near perfect a game that there 
are precious few variants played on the 9 x 9 board with the 
usual set of pieces. 

However, Shogi has a very long and colourful history 
developing many centuries ago from a family of larger 
chess-type games, ranging from the very playable Chu 
Shogi and Dai Shogi up to such giants as Maka-Dai--Dai 
Shogi (played on a board with 19 squares each way and 
with a total of 192 pieces) and Tai Shogi, the biggest 
historical "chess" ganle known definitely to have been 
played, fought out on a board of no fewer than 25 squares 
each way and with a staggering total of 177 pieces for each 
player packed into seven solid ranks! The play in these 
larger Shogi variants is, of course, necessarily very slow 
and, in the opening stages at least, games are rather 
ponderous. For example, games of Tai Shogi can easily 
reach 1000 moves per player spread over many days or 
even weeks of play! In short, the larger Shogi variants are 
more suited to the real Shogi fanatic than to the occasional 
player. In this article, however, I want to tell you a little 
about the smallest of these, surely the very best of them all. 
Middle Shogi (Chu Shogi in Japanese) is a game that is 
both very playable and immensely enjoyable; a great board 
game by any standards. 

Regrettably, there is simply not enough space in this 
article to give you the moves of the pieces and all of the 
rules (see note at end), but those who wish to pursue the 
game will find many hours of fascinating play and 
engaging combination to delight them. Middle Shogi is, 
without any doubt, a giant among Shogi variants and has 
an ever increasing band of devotees in the West. 

Middle Shogi is played on a board with 12 squares each 
way -and with 46 pieces on each side. In many ways it is 
like an enormous game of Western Chess, for there are no 
"drops", as in normal Shogi, to complicate matters; and, 
moreover, it is by no means as difficult to play as it might 
appear at first glance. Opposite we see how the board looks 
at the beginning of a game_ Players of normal Shogi will 
recognise several of the pieces: others might seem familiar, 

whilst the rest will seem strange - at first. Do not be put off 
by all this Japanese calligraphy; it is not as difficult as you ' 
might suppose to master which of the pieces is which and 
to learn the moves that they can make. Once you are 
underway with a game, it is surprising just how quickly you 
will feel confident with Middle Shogi. Like all chess 
games, the object of Middle Shogi is to capture the 
opposing King - although there is a delightful sting in the 
tail here! 
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Amongst the pieces seen in this game, we have not only 
the Gold and Silver Generals of normal Shogi, but also a 
Copper General. The promoted Rook and Bishop of the 
smaller game also appear as unpromoted ranks (Dragon 
King and Dragon Horse) and we also meet such 
intriguingly-named pieces as the Ferocious Leopard, Blind 
Tiger, Phoenix and Kylin to name but fOUT. But far and 
away the most interesting and powerful piece of all is the 
Lion - a fearsome beast indeed! Its move is not at all easy to 
describe - perhaps it is easiest to say that it moves like a 
King, but optionally twice. That is, it may move to an 
adjacent square and then, if desired, on to a further such 
square. In addition it can jump over that first square, be it 
occupied or not by a piece, friendly or not. If both squares 
are occupied by enemy pieces, then it can capture both of 
them, or merely that on the second square. But most 
intriguing of all is that it may capture just one piece on an 
adjacent square and then move back again to the square it 
came from, effectively taking without moving, a concept 
known as igui in Japanese or, as it has been dubbed, 
"eating" in English! Weirder even than that, a player can 
move his Lion to an adjacent empty square and then back 
to the square whence it came, making thereby a "passing 
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move"', in effect, no move at all! This sort of manoeuvre is 
said to have some merit in certain endgame positions. 
There are, in addition to all this complex moving power of 
the Lion, a number of special rules effectively inhibiting 
some of the Lion's power, but most importantly making it 
somewhat difficult to exchange them off. Players of Middle 
Shogi soon come to appreciate that whoever invented this 
marvellous piece and its power, was truly a genius amongst 
games inventors. 

Yet another interesting piece is the rather oddly-named 
Drunk Elephant (moving exactly like a King except for the 
square immediately behind it). This name sterns from the 
fact that the logograph used on top of the kanji for this 
name, today has connotations to do with intoxication. In 
ancient times, the Japanese meant some kind of violence or 
anger - so we should correctly call it a "Violent Elephant" 
for whatever reason - but "Drunk Elephant" is what it says 
and it sounds lovely, doesn't it? Should this piece manage 
to penetrate to the opponent's zone, then it can promote to 
"Crown Prince", which counts as a second King no less and 
your opponent would then have to capture both your King 
and your Crown Prince in order to win the game. This can 
lead to a most fascinating situation in which in order to 
escape check one could promote the Drunk Elephant, 
thereby creating a new King on an entirely different part of 
the board from the centre of the fight. 

Whilst playing Middle Shogi you must be very careful 
never to underestimate your opponent's seemingly 
innocuous moves, otherwise you may lose your ranging 
pieces or most of them rather quickly and you will be 
completely defeated. With the many and varied powerful 
long-range pieces, massive attacks can be launched and it is 
often the case that a great force is coming at you, 
apparently, from all directions, and to find the right moves 
is not always easy. It is absolutely essential, if you wish to 
play Middle Shogi seriously, that you move your pieces in 
harmony and co-ordination with one another -
concentrating too much on one piece or area of the board 
will most likely lead you to defeat. Having said this though, 
it is not necessary to play seriously, and much fun indeed 
can be had by playing a wild and adventurous, hack, hack 
game. It will be over quickly, no doubt, but it will most 
certainly be a lot of fun. Players of (normal) Shogi may 
think that because there are no drops to complicate matters 
in Middle Shogi, it might be quite a simple game: this is 
not the case; compared to this game, the pieces used in 
Shogi are quite tame! There are several pieces that can 
jump over other pieces, as well as those that can range the 
length and breadth of the board. But, for all its complexity, 
it is not true to say that novices cannot enjoy the game, they 
can. Many people who do not play normal Shogi well, find 
that Middle Shogi is, for them, an absorbing and 
enthralling game. The object of playing any such game 
being, at heart, to enjoy it, rather than simply to be the 
victor. 

The history and the background to Middle Shogi is very 
long and makes a fascinating story in itself. During the, 
period from 1928 - 1939 there were very many players in 
Japan, but after World War II there were so few that the 
game was in serious danger of dying out altogether. Thanks 
to the sterling efforts of the great Oyama Yasuharu, former 
Shogi Meijin (Grand Champion) and the player with the 
greatest record of wins ever seen in professional games, this 
did not quite come about. Together with onc of his 
contemporaries he produced a booklet about the game 
which generated much fresh interest in it. In the late 1960s 
Oyama presented Middle Shogi on television, where it was 
received with great enthusiasm. At that time, there were 
thought to be about 30 to 40 professional Shogi players who 
played it to a very high standard. Since the demise of 
Oyama in 1991, the game has sadly gone into decline once 
more in Japan. 

Going much further back into the history of Middle 
Shogi, we find that the very first mention of it was around 
1350. By the time we reach the early part of the 15th 
Century the game was so popular and well-established that 
it had completely ousted all the other forms of Shogi then 
extant. It was played avidly by the nobles of the Emperor's 
Court and since the centre of Court life was then in Kyoto, 
this is the area where the game enjoyed its greatest 
flowering, reaching such heights of popularity that the 
courtiers were said to be quite obsessed with it. As a result 
of this status, it became known as "Chu Shogi of the 
Imperial Court". It was much later, after the introduction of 
the revolutionary drop rule into normal Shogi, at some 
stage in the 17th Century, that the smaller game began 
slowly to overhaul Middle Shogi in its appeal. 

Despite the vast number of games that must have been 
played in historical times, we only have six top-level game 
scores on record. These date back to 1778 and some of 
them are played with handicaps. Few as they are, these 
games are most instructive for the beginner since they 
demonstrate very well how to play the game at a high 
standard. Apart from the handicaps that are demonstrated 
in these games, there is also a well documented system of 
handicaps designed to make games between players of 
widely differing abilities enjoyable for both. The largest 
such handicap results in five pieces being taken from the 
stronger player's army and, in addition, as if this were 
already not enough handicap, the weaker player starts the 
game with no fewer than three Lions!! The system then 
gradually reduces all the way down to the removal of just 
one minor piece from the stronger player's ranks. 

Handed down to us also from centuries ago are four 
manuscripts containing a simply superb and gratifying 
collection of Middle Shogi mating problems. In all we have 
224 of them - a truly varied and valuable collection that 
demonstrates every aspect of play including some that 
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could hardly ever occur in actual games. For the problem 
enthusiast they do demonstrate the most deep and 
intriguing aspects being, as they are, in a world of difficulty 
all their own. Two of the manuscripts gave solutions and 
two did not. One of the books was written by the truly 
greatest of all problem composers, in Middle Shogi as well 
as in normal Shogi: Ito Sokan Ill. He gave no solutions and 
to date only a little over half of them have been 
satisfactorily solved! 

To sum up what I think about Middle Shogi: I would, 
from my long experience of the delights of the game, say 
that it is not just another Shogi variant; it is a fantastic and 
totally compelling pastime. Just as chess players a-plenty 
have become much stronger at their chosen game by 
studying normal Shogi, so the Shogi players becomes better 
by studying Middle Shogi - it teaches them to take their 
time and to pay much more attention to co-ordinating their 
pieces. There are those who would claim that Middle Shogi 

CAUGHT SHORT AT SHOGI 

The follOWing is taken from George Hodges's fine 
magazine Shogi (now defunct), Jan. 1987 (J.Fairbaim), 
and is reprinted with his permiSSion. 

Overtime, (byoyomi), is part of the pro. world, not the 
amateur world - at least in Japan. (Ed: When a player has 
used all his allotted time he is allowed a set amount of 
time to play each remaining move - in this instance it is 
one minute). Among pros the most notorious overtime 
player is Kato Hifwni. He has used over two hours before 
in overtime. In one game against Moryasu he was in the 
toilet when his opponent was thinking. Moriyasu played 
his move nonetheless and put the young scorekeeper into a 
terrible tizz. But he counted and got to 52 seconds before 
Kato returned, and played in time. In another such incident 
Kato could hold himself 110 longer while Nakahara was 
thinking and set off for the loo. Whereupon Nakahara 
bellowed, 'rm playing now!!' and caused great 
consternation in the cross-legged Kato. Nakahara fell about 
laughing, but then let Kato go anyway. Can you imagine 
this in chess? 

These photographs were taken at the Hythe Shogi Tournrunent in December. 
The players are left, Anthony Fedder, and right, Les Blackstock. 

is even better than Western Chess in many aspects, better 
even than normal Shogi in some ways. But, whatever your 
point of view, whether you are familiar with Shogi or not, 
even if you are a weak Chess player, take a long look at this 
fabulous game. It will reward you handsomely if you take 
the time and trouble to pursue it properly. 

George Hodges 1993 

NOTE: For those who wish to learn the moves of the 
pieces and the rules, the booklet "Middle Shogi and How to 
Play it" is available from P.O. BOX 77, BROMLEY, 
Kent BRI 2WT, priced £5 including postage and packing. 
Playing equipment is also available as is a "Middle Shogi 
Manual", which contains all that is currently known about 
the game including the complete handicap system as well 
as all the historical problems. 

CHANCElLOR CHESS 

Here are two more problems from Ben Foster's 
1889 book, Chancellor Chess. The Chancellor ~ 
is a combination of Rook and Knight and was 
featured in VCll. 
(Solutions on page 64) 

E.Woodward: Mate in 2. 

Wm.A.Shinkman: Mate in 4. 
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.I. m 4-.r SHOGI Events 

Over the weekend of the 4th and 5th 
December, there took place at the 
Canon Newman Hall in Hythe, the 
10th Kent Shogi Anniversary 
Tournament. Both organiser and 
controller was the eternally keen and 
optimistic Steve Campbell, sporting a 
near white bushy beard which belied a 
youth-like vigour. He was happy and 
proud to tell me that he had been 
organising Junior and Adult events 
and sharing his obvious enthusiasm 
for Shogi among hosts of Kentish 
schoolchildren, for ten years now. 
Backgammon, draughts, (a special 
love of his), chess and even Mah Jong 
have been other games that he has 
taught; but overwhelmingly his 
teaching has been in Shogi. He told 
me that he has found that Shogi is 
picked up easily by schoolchildren -
using sets where the directions the 
pieces are allowed to move are 
marked by arrows. 

However, despite the 10th 
Anniversary and scores of invitations 
being sent out, the numbers 
competing were disappointingly less 
than expected - about 25 by my 
estimate. This was a pity as the Hall is 
a good venue, refreshment facilities 
are good, and there are 
reasonably-priced restaurants and 
pubs within easy reach. Hythe itself is 
a lively and pleasant place to spend a 
weekend. 

The tournaments were split between 
a fairly small top section, and a bigger 
minor section which was itself divided 
according to strength. A few players 
only came for one of the two days; the 
controller was happy to accommodate 
this arrangement. 

The premier section was won by 
Anthony Denver-Fedder, (young, 
pleasant, all in black), with five 
straight wins out of five games. Many 
congratulations! Second was his 
younger brother, Graham Denver
Fcdder, with 3 points, while on 2 
points third place was shared between 
Mike Coyne and a Japanese 
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gentleman hailing from London, Mr . 
Inohara, whom I understand no one 
had heard of before. Mr. Inohara, 
nominally given a I-Dan grade, beat 
Graham Denver-Fedder and Les 
Blackstock in the first two rounds, 
but then lost to Anthony 
Denver-Fedder in a game that could 
have gone either way. Unfortunately 
Mr. Inohara did not come on the 
Sunday to play the final 2 rounds. Les 
Blackstock, playing with an almost 
permanent cigarette alight, had what 
can only be described as a disastrous 
tournament. He arrived too late for 
the first round and was defaulted. He 
then lost to Mr. Inohara, then picked 
up somewhat by defeating Mike 
Coyne. He then lost a vital game on 
Sunday morning to Anthony 
Denver-Fedder, and lost in the last 
round to Graham Denver-Fedder. One 
point out of four completed games for 
one of this country's best Shogi 
players - not good. Prize winners in 
the Minor section were A. Springate 
and Neil McLean. 

Enjoyable 

It was an enjoyable weekend, and as 
a first-timer myself I recommend to 
readers Mr. Campbell's next 
tournament which is on the 23/24 
April 1994 in Hythe. Anyone at all 
interested in Shogi no matter what 
standard, or anyone just wishing to 
discover about the game, would be 
genuinely made welcome. 

TORI SHOGI 

The British Open Tori-Shogi 
Championship took place at the Coombes 
Centre, Royston on Saturday 11th. 
September. There were six competitors. 
(there was also an open Shogi tournament 
which was won by Sieve Cain from 
London, second was Paul Smith.) . 

The wilmer wa<; Anthony 
Dcnver-Fedder from Kent, with Richard 
West from Royston gaining 2nd. place, 
both with 4 wins out of 5 games. Only a 
tie break separated them. The tinal scores 
were: A Denver-Fedder, R.West 4; 
F.Roads 3; M.LaxtOll, P.Holland 2; 
R.Marounck (Belgium) O. 

I gi ve Utrce games from the 
Championship. The first was Ule crucial 
game in round 2 between the 1st and 2nd 
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prizewiImers. TIle second was a short win 
by the winner, Anthony Denver-Feddcr. 
The third is the win in round 3 by Richard 
West against 3rd. placed Francis Roads. 
(Note: See VClO for how the pieces move. 
The notation is 'no/mal' algebraic. * 
means a piece has been dropped. Dropped 
Swallows and Falcons in the promotion 
zone promote to Geese and Eagles 
respectively only after they have moved. 
(.) means just that Swallows and Falc<Jns 
have been dropped into the promotion 
zone.) 

Anthony Denver- Fedder v. Richard 
West 

l.Cb2 Cb6 2.Px-e2 Sxe4 3.Sxe4 S*d4 
4.Ct2 Cf6 5.Ce3 Sxd3 6.Fxd3 S*d4 
7.Fc2 Px-e6 8.S*f4 Sxf4 9.Sxf4 S*e5 
10.Sxe5+ Cxe5 11.S*e4 Cf6 12.Pt3 
S*b4 13.S*g4 Sxc3 14.Cxc3 Sxg4 
15.Sxg4 Qxg4 16.S*g3 Qxg3 
17.Qxg3 S*g4 18.Qf2 Sxb3 19.5f5 
Cg5 2.Q*f6 Cxf6 21.Sxf6(G) Q*c4 
22.Cf4 Qxc3 23.C*e5+ Resigns 1-0. 

Philip Holland v Anthony 
Denver-Fedder (White, the 2nd 
player, has the handicap of a Quail. 
Remove White's left Quail.) 

1.. .. Cf6 2.Sxc4 Sxc4 3.Sxe5 Cxe5 
4.Cf2 Px-c6 5.Cb2 Cb6 6.Px-el Cc5 
7.Se4 Cxe4 8.Ce3 Cxe3 9.Fxe3 S*e4 
1O.Fd2 C*e3 I1.Fxe3 Sxe3 12.C*dl 
Sd4 13.C*e4 S*e5 14.Cxe3 Sxd3 
15.S*c3 S*e4 16.Sxc4 Cxc4 17.Cd4 
Cd5 18.Cxd5 Fxd5 19.Cc3 C*e3 
20.S*e2?? F*t2 mate. 0-1 

Francis Roads v Richard West 

l.Sxe5 Fxe5 2.Sxc4 Sxc4 3.Ct2 S*d4 
4.Cc2 S*b2(.) 5.Se4 Fd6 6.Sxd4 Sxd4 
7.Ce3 Fc5 8.S*c3 S*d3 9.Fe2 
Sxbl(G) 10.Sxc4 Fxc4 11.S*c3 
Gxb3+ 12.Px-el Fd5 13.Cxb3 S*c5 
14.S*c4 S*b4 IS.Ce2 Sxc4 16.Sxc4 
Fxc4 17.S*c3 FdS 18.S*f4 P*d2 
19.Ct2 S*e3 20.Cxe3 Pxe3 21.Fxc3 
S*c5 22.P*e5 Cf6 23.Pxd4 C*d2+ 
24.Fxd2 Sxd2 (G) 25.S*c6(.) Px-x-c6 
26.Px-x-d2 S*t2(.) 27.S*e5 Sxf1(G) 
28.C*e6 Fxe4 29.Cd3 Fxf3 30.Sc4 
S*d6 31.Sxc5+ Px-x-e5 32.SxfS Pxf5 
33.Pc3+ Px-b6 34.S*c6(.) Cxc6 
35.S*c5 Cd5 36.Cxd5 Sxd5 37.Cc4 
P*d4+ 38.Px-c2 Fc2(E) 39.S*d3 Gt3 
40.Sxd4 Fdl(E)+ -l-l.Px-b2 F*cJ+ 
42.Px-a2 C*bl matc. 0-1 
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DENNISON NIXON 
(*13-12-1912 - t11-09-1993) 
A link with the golden age of 

British fairy chess is no longer with 
us. Dennison Nixon, whose solving, 
composing, and editing spanned some 
65 years, from the Chess Amateur to 
the nineties, has passed away. He 
edited the FCR after Dawson's death, 
was an international judge of the 
FIDE, and a former president of the 
British Chess Problem Society. Never 
prolific as a composer, he has produced 
works that will live, in genres such as 
Neutrals and Alice Chess. His solving 
record impresses with its length and 
breadth: 40 ladder ascents infeenschach 
and even more in The Problemist. He 
was a regular solver in VC and its pre
decessors, as well as in several other 
problem magazines up to his death. 

Cedric Lytton, who has been the 
editor of the fairy & retro section in 
The Problemist for 23 years, will be 
judging our 1993-94 originals. I hope 
composers will be sending me enough 
interesting material to keep Cedric's 
work from becoming a drudgery! 

Special thanks to Erich Bartel, 
Paul Byway, Aubrey Ingleton and lan 
Richardson for their contributions! 
However, there is both need and room 
for many more solvers: may I expect a 
larger company next time? 

Like last time we start with two 
helpstalemates. Eugene's 30 was orig
inally submitted as a zeroposition, i.e. 
the diagram position was not meant to 
be solved, but perhaps it adds some
thing to the whole? 

30. Eugene A. DUGAS 

Helpstalemate in 2; (b) Pa2-+c2; 
(c) Ph7-+g7. 
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31. Norbert GEISSLER 

Helpstalemate in 3; Two Solutions. 

Those familiar with Edgar's com
posing style will not be surprised to 
hear that the main line in each part of 
his asymmetric concludes with an ideal 
stalemate. The initial game array has 
perennial popularity as a setting for all 
types of problems. In 33 our Hunga
rian friends use it for a series-mover: 
after five moves by Black, White can 
stalemate in one. 

32. Edgar HOLLADA Y 

Stalemate in 7. 
(b) All men one square left. 

33. Gyorgy BAKCSI & Laszl6 
ZOLTAN 

Series helpstalemate in 5; (b) bBb7. 

Each of White's five moves must 
be a check in 34. What interesting 
thematic content makes this possible 
in such spare setting? 
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34. utf HAMMARSTROM 

Helpmate in 5; White must check. 

Another fine series-mover from 
George follows: the content is perhaps 
not quite what you would guess from a 
first glance. White plays the series, 
leaving Black in a position where he is 
forced to give mate on the move. Re
call that in Circe captured units are 
reborn on their game array squares, if 
vacant. (The colour/file of capture 
determining the specific square.) 

35. George P. SPHICAS 

Series selfmate in 9; Circe. 

36. Aubrey W. INGLETON 

Helpmate in 4; Three Solutions, 
Tigers. 

In 36 Aubrey puts the powerful 
Tiger through its paces. It leaps like a 
Lion over a hurdle to any distance 
beyond, but in any direction, not just 
Q-lines! Thus a Tiger on al with a 
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hurdle on b3 could move to c5 or d7. 
A Neutral man can be taken as 

white or black at the discretion of the 
side moving. (Thus a K cannot be left 
en prise to a neutral unit.) When a 
neutral man is captured by White it is 
reborn as if it were black, and vice 
versa. In Madrasi when a unit is 
observed by an enemy piece of the 
same type it is paralysed and loses all 
powers, except that of paralysing. The 
convention for neutrals is that they do 
paralyse each other. (Not entirely 
consistent in my opinion, but that is 
another fairy tale!) 

37. Vladimir GURVICH 

Series mate in 9; Neutral Bf3, Bg8 & 
Sh2; Circe-Madrasi. 

38. Erich BARTEL 

Helpstalemate in 3; Duplex, 

Anticirce, {SO -leapers. 

By Pythagoras a ..J5O -leaper can 
jump to any square (1,7) or (5,S) units 
away; say Lal to bS, h2, or f6. As I 
explained last time, in Anticirce cap
tured units disappear, but the capturer 
vanishes only to be reborn according 
to Circe rules. If the rebirth square is 
occupied the capture is illegal. This 
causes many interesting effects; Bo 
Lindgren described Anticirce as "a little 
like kissing a woman who is not 
there". Fairy pieces are reborn on the 
promotion square of the file on which 
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the capture takes place. 

39. Valery A. NEBOTOV 

Helpmate in S; Mars Circe. 

40. Paul RAICAN 

Selfmate in 8; Reflecting Bishops. 

Mars Circe is another variant in 
which the capturer gets reborn, but 
here this takes place before the capture! 
Thus a wS from a white square any
where on the board can only capture or 
give check from bl to a3, c3, or d2. In 
40 Reflecting Bishops bounce any 
number of times off the board edges 
(e.g. RBxb2 is check), but cannot 
make null moves bouncing back to 
their initial position. How can White 
take advantage of the pin? Try to solve 
this in 6 with bRB on d2 first! 

41. Peter WONG 

White & Black retract one move for a 
helpmate in one; Kamikaze Circe 

Mal6fique RI; (b) bKc64-c7. 

Peter writes about 41 that "the 
very uneconomical stipulation con
trasts with, and perhaps is compen
sated by, the economical position". In 
Kamikaze Circe both capturing and 
captured units are reborn according to 
Circe rules. Somewhat confusingly if 
a piece is captured on its rebirth square 
it disappears, although the square will
be empty after the rebirth of its captor. 
RI stands for 'Rex inclusiv', meaning 
that the Circe rule applies to Ks too. 
So a K is not in check if it can be re
born. Finally in Mirror, or Malefique, 
Circe rebirths take place in the array of 
the opposing side. So in this example 
White could retract Kb2xRal, but not 
Kb2xSal, as the black S would have 
been reborn on g 1. 

19 Eugene A. Dugas. 
(a) l.c1=B dxc8=S 2.Bg5 Rxg5= 
(b) l.el=R dxc8=Q 2.ReS QxeS= 
AUW with ideal stalemates and 
reciprocal roles for Rg6 and Pd7. 

20 Michel Olausson. 
(Black) l.cl=B bxa8=R 2.Bf4 Rxa7 

3.Bh2Rh7= 
(White) l.b8=Q c1=S 2.Qxa7 Sxb3 

3.Qa2Rxa2= 
Erich Bartel sends for comparison to 
19 and 20 two miniatures showing 
the same promotion types. E. Dugas's 
own 6173feenschach, xl1991: wKaS, 
Re6, Bd6, Pa6,g7; bKc6, Pe2. h=2, 
(b) Pe2-+a2: (a) l.el=R g8=Q 2.Rxe6 
Qxe6= (b) l.al=B g8=S 2.Bf6 Sxf6= 
And Z. Maslar, Problemkiste iv/1990: 
wKal, Pd7; bKhl, Re8, Pd3, e4, h2. 
h=3, duplex: (B) l.d2 dxeS=R 2.dl=B 
Rxe4 3.Bg4 Rxg4= (W) l.dS=Q d2 
2.Qc7 Rb8 3.Qcl+ dxcl=S= 

21 Edgar Holladay. 
(a) l.SbS? Kc6 2.Kc4 Kb7! 
l.Sf5 Ke6 2.Ke4 Kd7 3.Ba4+ Kc7 
4.Bc6 Kd8 S.Be5= 
(b) l.Bg4 Kc6 2.Kc4 Kb7 3.Se7 
Kxa8 4.Bf3+ KbS S.Bb6= 
(c) l.Se7+ Kd6 2.aSc6 Kc7 3.Bg4 
Kb7 4.BcS+ Kc7 5.BcS=; 2.- Kd7 
3.Be5 Ke8 4.BhS+ Kd7 S.Bf7= 
2.- Ke6 3.BeS Kdlf7 4.BhS(+) Ke6 
S.Be8= 
(d) l.Se7+ Ke6 2.aSc6 Kd6 3.Bg4 
Kc7 4.Bc8 Kd6 5.Bb6= 
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(e) l.Bf3+ Kd6 2.Sf8 Ke7 3.gSe6 
Kf7lKeS 4.BhS+ Ke7 S.BeS= 
(f) l.Ba4 Kd6 2.Kc4 Ke7 3.SgS KdS 
4.BeS Ke7 S.cSe6= 
(g) Try: l.eScS? Kc6 2.BeS KbS 
3.Bf3 Kb4 4.Bc3+ KbS S.BaS=, but 
1.- Kd6! l.bScS Kc6 2.BeS KbS 
3.Kc3 Kc61b6laS 4.Bc7(+) KbS S.Bf3= 
Stalemates listed are models. 

22 Youngs & Guttman. 
l.Gf6 SfS 2.SdS exdS=S* 
l.Gd6 Sd5 2.Sf8 exf8=S* 
"Change of promotion square; very 
simple! too symmetrical" (BB! AI) 

23 Stefanos Pantazis. 
l.Bd5 bGe4+ 2.Rf3+ Kc2 3.Bc4 
Gxc3 (3.- Gb 1 +? 4.Bfl stalemate, 
but White lacks a waiting move ... ) 
4.Bfl Gcl= The choice between a 
switchback and line-change is dictated 
by time pressure. The wGc6, and not 
the wK, has to lose the tempo. "Gs 
interchanging their lines of attack." 
(AI). "A fine change of places by R & 
B." (BB) 

24 Edgar Holladay. 
l.Dd5 Ka6 2.Kc6 Ka5 3.Dc3 Ka6 
4.Dc4 Ka7 S.KbS Kb7IKbS 6.Dd6(+) 
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Ka7 7.KaS KaS S.Ka6 KbS 9.Kb6 
KaS 10.Kc7 Ka7 11.DbS+ KaS 
12.Db6* "White's 7th and Sth are 
tempo moves, the second forced by 
Black's sly 7.- KaS." (Composer) 

25 Michel Olausson. 
(a) l.dS=S (zz) ExdS (Sgl) 2.Sh3 Bd1 

3.Sf2+ Exf2 (Sgl)* 
(b) l.d8=Q (>2.Qf6/Bc3) Axa1 (Bc1) 
2.Qf6 AaS+ 3.Qf3+ Axf3 (Qdl)* 
"It's a pity the wBal is not really 
needed in (a)." (EB) "Delightful under
promotions" {an Amazon will not do 
in (b)} "in both parts." (AI) 

26 George P. Sphicas. 
l.eS=nS 2.fxeS=nQ (nSgS) 3.nQxe2 
(nPe7) 4.nQa2 S.Kdl 6.cS=nR 
7.nRf8 8.e8=nS 9.gxf8=nS 
(nRbS)++ KxhS (nRal)* 
"Beautiful-but tough solving!" (AI) 
Note in particular the subtle means 
used to determine the move order: all 
but one of the pawns are already on the 
seventh rank. 

27 Erich Bartel. 1. cl =S 
bS=Q 2.Sxb3 (SgS) QxgS (Qdl)= 
l.c1=B bS=Q 2.Bf4 Qxf4 (Qd1)= 
l.c1=R+ Kd2 2.RcS bxcS=Q (Qd1)= 
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"Not much variety." (AI) A clever 
touch or two, like the anticipatory 
interference Ke2? stopping a bQ pro
motion. Compare with E. Bartel, 
Suomen Tehtiiviiniekat xiil93: wKe5, 
Bb4, Sc7, Pf2, h7; bKa4, Pe2. 
Anticirce h*2, 3 solutions. 

28 Erich Bartel. 
1.Ra1 2.Sd1 3.Bgl 4.Qc1 g7= 
"Nice idea!" (AI) As el is not occupied 
Kxglh7 would be self-check, so the 
wK need not be on eS. 

29 Valery Nebotov. 
(a) 1.h1=S Rxh1+ (Sh7) 2.b1=R 

Rxh7 (SgS)* 
(b) l.bxa1=Q+ (Rb2) h6 2.Qh1 RbS* 
''The end scarcely justifies the invented 
means." (AI) We will need to see some 
better advocacy for this Circe-spawn to 
believe in its survival chances ... 

LADDER Scores: 
Maximum 24, A. W. Ingleton IS, E. 
Bartell4, I. G. Richardson 6. 

Send your solutions, originals 
and comments to: 

710 Dobson St. #2, 
Evanston, IL 60202 (USA). 

TWO MODERN COURIER CHESS ENDGAME STUDIES by Paul Byway 
Here are two more of Paul's MCC studies; he has 

already presented some of his work on this variant in VC8 
(p.l04) & VCll (p.37). Both belong in the near-orthodox 
class, and are best appreciated in contrast to classic similar 
positions in the 8x8 chessboard. 1 give Paul's full solution 
to the first, and perhaps our readers can see if their analysis 
0/43 agrees with the intention (to be published next time). 

42. Paul V. BYWAY 

White to play and draw. 
After Centurini lSS6 (with colours reversed). On the ortho

dox chessboard this position is a standard win for Black. 

Solution: l.Kb3(l) Bf7+ 2.Ka3 Bc4(2) 3.BiS(3) Be2 
4.Kb3(4) Bd1+ S.Kc3 Bj7(5) 6.Bd3(6) Be2 7.BiS BkS(7) 
S.Bd3 Bj7 9.Kb3(8)= 
I White must prepare to cover a2. If e.g. I.Bi8? Bt7 2.Bh7 
Ba2 3.Bg6 Bbl 4.Bt7 Bh7 5.Ba2 Bg8:J. 
2 Black achieves nothing with 2.- Be6 3.Bd3! Bg4 4.Kb3 

Bdl+ 5.Kc3 Be2 6.Bi8 Bj7 7.Bd3= 
3 On the 8x8 chessboard White would be forced to a vulner-
able square and would lose: 3.Bg6 Be2 4.Kb3 Bdl+ 5.Kc3 Bh5 
6.Bd3 Bf? 7.Bh7 Ba2 8.Bd3 Bbl 9.Bc4 Bh7 lO.Ba2 Bg8+ 
4 In order to prevent Black cutting the line at c2. 
5 From here Black cannot reach the crucial diagonal a2-g8. 
6 This is the second safe square for White because the wK 
covers c4. 
7 Black plays to give the move to White. 
8 Now the bishop has no safe move, but White can tempo 
with his K, keeping in touch with a2, c4 and c2. 

43. Paul V. BYWAY 

White to play and win. 
This is a correction of Grigoriev, Shakhmatny Listok 

1931 (quoted as #177 in 1234 Modern End-game Studies by 
Sutherland and Lommer; the original position on the SxS 
board having the bB on hS). A correction that has been made 
necessary-and possible!-by later researches of A. Cheron. 
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'CHUCK-A-CHESS' 

During 1993 there has been widely 
advertised in chess magazines, 
'Chuck-a-Chess'. It has been presented as 
'a strategy game that is fun, exciting and 
addictive' - in fact a certain R Jolmson of 
Nottingham has stated that it is 
'completely addictive'. This sounds 
dangerous. What is the truth about 
'Chuck-a-Chess' (CAC)? 

The latest price for CAC is now £5, 
(including postage and packaging). For 
the money you get 9 dice: 4 white dice 
with the six chess-piece symbols on their 
faces, 4 black dice likewise, and a 
'doubling die', (2 up to 64). They come 
with a small neat black bag. 

In the enclosed leaflet four games are 
described. These are: Kamikaze, 
Pair-Feet, Pair-Less, and Four-Fun. All 
these games are really quite similar in 
their mechanics and they share many 
common rules. A player rolls a certain 
number of his dice, (2, 3, or 4 according 
to the particular game), and then moves 
any of the pieces shown uppermost on the 
dice. If a double is thrown a player can 
roll the dice again in two of the games, 
and can move nothing in the other two. 
Throwing trios and four-of-a kinds give 
privileges that also differ according to 
which game is being played, (in one of the 
games throwing 4 queens is an outright 
win). If a player cannot move any of the 
pieces he has uppermost on the dice he 
has rolled, he does not move; he also has 
the option to decline to move on any of his 
turns. 

The 'Chuck-a-mate' occurs when a 
player's King is put into check. The 
opponent has then a certain amount of 
throws to escape from check, ( ego in 
Kamikaze it is 3). If he fails it is 
'Chuck-a-mate' . 

The doubling die has no bearing on the 
actual 'chess' game. It is used when the 
game is being played for stakes; and even 
in tins instance its use is only optional. 
The player who has control of tlUs die is 
given the opportunity of doubling the 
stakes if he tlUnks he has the advantage in 
the game, (or in fact for any other reason). 
The opponent can either withdraw from 
the game, or accept the doubling of tile 
stakes. In the latter instance the die passes 
into his controL 

To be frank I found the game is not very 
interesting to play as a substitute for 'real 

VARIANT CHESS 

chess'. I suppose it could be used to pass a 
few idle moment.<; between players of 
difIering abilities, or as a 'fun' game in a 
pub for instance. I feel however that one's 
initial entImsiasm would soon wane. 
Inere are more interesting and 
challenging variants than CAC. 

What about its use as a gambling game? 
Perhaps the presence of the doubling die 
gives a clue to the best area for its use. If 
the stakes were 'interesting' enough it 
could just possibly be 'addictive'. But 
gambling can be addictive anyway, and I 
feel that players who are prepared to bet 
money in any quantity would choose more 
conventional ways than 'Chuck-a-Chess'. 

Here is a version of dice-chess that will 
not cost £5 - all it needs is a chess-set and 
one normal die. 

• 
DICE CHESS 
by Paul Novak 

I know for a fact that Dice Chess has 
been invented many times over and that 
the forerunner of modern chess, 
chaturanga, used dice. My version is as 
follows: 
RULES 
1) The first five moves under normal 
chess rules are played by either side. 
2) The players then roll a die each turn 
to determine which piece they should 
move, starting with White on his sixth 
move. 
3) The pieces are numbered thus: K=6, 
Q=S, R=4, B=3, N=2, P=1. 
4) If the player does not have the piece 
indicated because of capture, he rolls 
the die again. 
5) If the player has that kind of piece 
but cannot legally move it, he loses the 
game. 
6) If a player is in check he does not roll 
a die but moves freely as in normal 
chess. 
7) Castling is on a king-move (6) only. 

Astute readers will already have 
spotted that far more games are lost 
due to rule 5 than to checkmate. It is 
essential in the opening 5 moves 
therefore to free all your pieces and 
ensure the safety of your King as best 
you can. One opening trap is: 1.e4 eS 
2.d4 exd4 3.NfJ d6 4. Bc4 Bg4? 5.Bxt7+! 
and Black will have no rook-moves 
when the dice-time begins. 

There is room for skill in calculating 
the odds, but the basically random 
nature of the game makes it impossible 
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to take too seriously - it's ideal for when 
you've just come back from the pub and' 

don't want to think too hard! 

EXAMPLE GAME 

Patrick Donovan v Paul Novak 

1.e4 d5 2.exd5 e5 3.f4?! (fo give the 
King space) 3 .... exf4 4.a3 Qe7+! S.Kf2 
(Forced, because if 5.Qe2 White will have 
no bishop moves, or if 5.Be2 or 5.Ne2 no 
bishop or queen moves!) 5 .... hS (fo free a 
Rook. As Patrick says ... Now let the dice 
decide! I have not bothered to record the 
die rolls) 6.Bc4 Qe4 7.Bb3 Qd3! (Now 
White's dark-squared B. is well and truly 
hun·ed; Black has only to take the other 
one and wait for White to roll a three) 
8.Kel Bc5! (On rolling a '5', not 8 .... Qf3? 
hut 8 .... Qxb3! There are no king moves 
now) 9.Ne2 (fo allow Kfl but .. .) 9 .... Nf6 
10.Q move -loses. Black wins (0-1). 

• 
To return to 'Chuck-a-Chess'; the 

presence of rule 5 in Paul Novak's dice 
game gives his game more scope for 
strategy compared to CAC. The CAC dice 
are quite attractive in their own right, 
although of course the games could be 
played with ordinary dice. I rather feel 
that not enough thought has gone into 
devising the games. 

I throw it open to tile readers. One chess 
set, five dice, one doubling die: can you 
come up with a good and original game? 

'Chuck-a-Chess can be obtained from: 
Chexi Games Ltd., 39 Castle Street, 
Leicester LEl 5WN. 

HIGHCASTLE CHESS 

This is explained in the latest Nost Bulletm, I 
quote: 'In place of a regular move, a player may 
castle. To do this, one of the player's pieces moves 
two spaces toward another, of either colour), 
orthogonally or diagonally, and the 'castlee' is 
moved to the space that the castler moved over. 
The two pieces must be separated by at least two 
squares, with no other piece intervening. The 
King may castle or be castled into, through, or out 
of check. No en passant capture. A pawn on its 
second rank always has the right to a two-square 
move.' 

The idea in this game has close affinity with 
Bob Newman's 'family of fairy pieces' mentionoo 
on page 47 ofVCI!. There it is a particular piece 
(Castellan, Anglican etc.) that has the property of 
'ca.<rtling'; in Highcastle Chess !!!:!y two pieces may 
castle - so long as the conditions are correct. 
There are other differences as well, for example 
the Castellan etc. cannot hop the King out of 
check; for others - see page 47. 

As for 'Amazons' NOST are nlllning a pos!.11 
toumament in 'Highcastle Chess'. 
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CHINESE 
CHESS 

With David Woo's pennission I am 
publishing the following game from a 
XiangQi Review of 1992. The comments 
about handicap play in Chinese Chess, 
and the game annotations, are, all by Mr. 
Woo. 

Handicap play has always been an 
integral part of Chinese Chess. 
Historically it dates back a long way, as it 
was recorded in the earliest classical 
manuscripts in the 17th Century, like 'The 
Golden Condor' and the 'Secret Inside the 
Orange'. 

The way it came about can almost surely 
be linked to gambling, or playing for 
stakes. But it does provide a way for 
players of disparate strengths to compete 
more closely. 

Xie Jun is to be congratulated on 
regaining the women's World 
Championship in orthodox chess, with a 
score of 8 1I2 - 2 112 against N. Joseliani. 
In VC I 0 there were extracts published 
from interviews she gave to two 
magazines. In them she mentions that she 
was the Beijing children's Chinese Chess 
champion at the age of 10. This was 
before she took up the western form of 
chess. 

It is good to know that she has not 
entirely neglected XiangQi. When she and 
the Chinese chess delegation were visiting 
the Philippines in 1991, she was pitted 
against the veteran Xie TianShun who 
represented the Philippines many times in 
the Sixties and Seventies in international 
events. 

She was given two-move odds. Please 
note that the last rank is now given as 0 
instead of 10. 

Xie Jun v Xie TianShun 

I.Che3 .... 2.Ng3 Ng8 3.Rhl RhO 4.gS c6 
S.NaJ Nc8 6.Cbc3 Nb6 7.NfS Bge8 
8.Ra2 Nxa4?! (fhis move is not suitable 
under the odds situation, as the Knight 
will be sidelined without the usual .vupport 
of the black right Rook.) 9.Cb3! (fhis is 
supen'or to Ccd3: a) it leaves the option 
for her Rook to land on the 'd' file; b) it 

hinders both RbO and Nb6.) 9 .... CdS 
IO.Rd2 Gfc9 (The game so far has 
followed Ihe usual line of the popular 
'five-sevell Call/lOll', but sillce Red is 
playillg with all extra move, she has a 
strong initiative.) Il.Nxc7 Ci8,? (This is 
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questionable. After the exchange of 
Rooks, Blacks left wing will be controlled 
by Red. 11 .... Nxe 7 12. Cxe 7 RflJ appears 10 
hold better.) 12.RxhO+ NxhO 13.Rh2 Nf9 
14.Rh9 RbO (fhe black Rook seeks to 
rush into play. but the only trouble is that 
it will not have a good poth to transport 
to his left.) lS.CbdJ Nxe7 16.Cxe7 Cfs 
17.CiJ! Rb7 ([his move is ineffective, but 
there's nothing better.) IS.Cixi7 KID (fo 
prevent g6 by Red.) 19.Ct7+ CgS (Or 
19 .... KeO 20.RhB+ CjlJ 21.Ce7, tying 
Black up and Red could march the g' 
pawn at leisure.) 20.CfJ 

20 .... Cd7 (If 20 .... g6 21.RhO+ egO 
(forced). 22.CiO winning the Cannon; or 
20 .... Rb5 21.RhO+ Kf9 22.Bi3 to be 
followed by 23.Ci5 and g6 etc .• and Black 
is lost. At this time. Black is in trouble too 
deep. and Red can take her time and win.) 
21.Ci6 RbS 22.BiJ GdS 23.RhS CgO 
24.RfS+ KeO 2S.Rf9 Gd0e9 26.CiO+ CgS 
27.Rg9 Cfs 28.RgO+ Cft) 29.Rxg7+. This 
wins the Cannon and the game. 

Here is a game from last summer's 
Exmouth tournament. 

Patrick Donovan v Uwe Frischmuth 
Allnotations by Patrick Donovan 

1. Chd3 (fhe Cross-Palace-Cannon 
opening.) 1.. .• Cbe8 (More usual is Che8. 
XII recommended 1 .... Ri9. followed by 
Rd9.) 2.Ng3 NcS 3.Rhl Chg8 4.NaJ (An 
idea to be aware of. is the interesting 
4.Rh9!? RbO 5.Ra3 Gde9 6.Cd2 Cd8 
7.Cdb2 RaO B.Ch2 Cd9, with an IIl1clear 
position. Red can draw if he wishes by 
9.RhB Cd8 IO.Rh9.) 4 .... NiS S.Rbl Ri9 
6.Cbc3 (1 can play a Bishop to e3, bllt 
instinctively avoid this so as to keep ope" 
the option of maybe playing the Call1lon 
to e3.) 6 .... Rf9 7.RbT!! (I thought this 
was mavhe too ear(v. but Xu seemed to 
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think it was OK.) 7 .... Rf6 S.Rxc7 Rd6 (It 
has taken 4 moves for this Rook to arrive. 
here. If Black wanted it here he should 
have played 6 ... . Rd9 instead of Rf9.) 
9.Gfe2 RbO (Better is 9 .... Cej8 with the 
idea of moving a Bishop to eB, when both 
Cannons protect the Knight 011 cB.) IO.cS 
BaS (Black thought that 10 .... Rbb6 failed 
against Il.Nc4, but Black can play 11 .... 
Rd4 and if 12.c6, then Rxc4.) 1l.RhS 
a6?! (1l .... h6 12.c6 Rxc6 J3.Rxc6 Bxc6 
14.Rc5 Nd6, with the idea of Nf5. (Xu). 
Black may be holding.) 12.aS! axaS 13.c6 
Bxc6 (Maybe the Rook should have taken 
here.) 14.Nc4 (fhe best move. In 
compellsation for the pawn that Red has 
given up, Red has brought his Knight 011 

03 to a better position, the black Bishop is 
awkwardly placed on c6, the black Knight 
on cB is now more exposed to attack. 
Black does not have a very good game. 
Red is clearly better.) 14 .... Rf6 IS.NxaS 
Rb6 

16.Rd5 (I spent 30 minutes 011 this move. 
I looked at 16.Nb7 with the idea of Nc9+, 
and bringing a Cannon over to the open 
'a' file. The reason I did 1I0t play it is 
because of 16 .... Rf9 17.Ca3 Rb9 1B.CaO+ 
Gde9, which is good for Black. Another 
line is 16 .... Rf9 17.R'(cB CxcB 1B.NdB+ 
Ke9, (the only move). The idea is 19.CxcB 
CxcB 20. Nxf9. BUT 20 .... Cxcl is mate! 
The move played is a semi-waiting move. I 
remembered a game from the 1992 UK 
Chinese Chess Championship between 
Kwok Wai Leung and Chris Hann where 
Red having the same fonnation on the 'd' 
file gave up a Cannon for the Guard and 
mate followed. A{v future play is based on 
this 'model'. Black has a natural weakness 
on dlO.) 16 .... Gfc9 17.Nb7 (Onwards!) 
17 .... Cg9 (fhis is mayhe a mistake. 
/7 .... Cej8 is a better possibility here. The 
motifs: g) The Canllon is not under attack 
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when the Red Knight goes to c9,Jll The 'j' 
file is defended in readiness for the King 
to move there, fl Either Bishop can be 
posted to eS, which strengthens cS and 
makes Black's position more solid.Al The 
Cannon can retreat to jD in some lines. so 
as to protect the Guard on dO.) 18,Nc7+ 
(If 18.RxcS Rxb7 19.CxdO GxdO 20.RcO i6 
(say). 2I.RdxdO+ Ke9 and neither Rook 
can check because of the positioning of 
the black Cannons. I believe the text move 
is a good idea. It gets the Cannon on g9 
to the other side of the board.) 18 .... Cxc9 
19.Rxc8 Ca9 (XU recommended Cb9; but 
Ca9 is more aggressive.) 20. Rd9 (Afore 
accurate is 20.CxdO GxdO 2I.Rd9, 
stopping the Call/lOn from coming back 
along the 9th rank and threatening RcO.) 
20 .... Ca4 (An interesting move. It 
threatens Cc4 forking the Rook on cS alld 
the Bishop on cl. (with mate). If 21.RcO 
Cc4 22.Ba3 CxcO 23.CxcO mate! BrIr. in 
this line. 22 .... Cd8!. (this move could also 
be played on move 21). and Black is solid. 
This shows the danger attached to the 
premature advance of the Rook to d9.) 
21.Rd4 caS 22.BaJ (I'his is UIIIlecessary. 
22.RcO is more accurate. for if 22 .... Cc5 
23.Ba3 wins a tempo. because Black 
cannot play CxcO.) 22 .... CnJ! (I'his can 
now go to jD.) 23.CxdO (Now 23 .... GxdO 
24.RcO CjD seems to be a dejimce; but 
perhaps Red still has good chances after 
Cd3. He has good compensation for the 
piece.) 23 .... Bge8 (I'his atklcks the Rook. 
and attempts to prevent RcO.) 24.RcO! 
BuO?? 25.CxcO mate. (Is 24 .... CjD!? 
playable? If 25.CxjD. then Black can play 
BxcO. So Red must play 25.RaO. or Cd6+. 
when Black will still be worse. 24 .... Ba8 
forces Rc5. when Xu's opillion. which I 
agree with, is that Red has a slight 
advantage. Maybe 23.CxdO is not so 
strollg as it looked. An evelltful game.) 

• 
From Andrew Pereira (Singapore) 

I am presently competing in 
international chess by correspondence. I 
have worked with the local Chinese Chess 
association in an effort to popularise the 
game by using symbols instead of 
characters, and also to introduce the 
algebraic notation system. However, 
beyond publication of a book, nothing else 
was done to promote the new ideas. I 
think the Chinese are too chauvinistic to 
change the nature of the ganle. The use of 
characters and their archaic notation 
system are great hindrances to 
non-Chinese taking up the game. I am 
sending you our book 'Chinese Chess for 
BegillneJ:~' which has the approval of the 
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governing body - the Asian Xiangqi 
Federation. 

I am happy to share Malcolm Home's 
and your enthusiasm about Chinese 
Chess. But I think we have to guide it 
through the right channel if we are to 
achieve anything. I worked with the local 
association over this book and could sense 
their feelings of outrage at the thought of 
Chinese Chess being hijacked by the 
international chess counterpart by the 
introduction of terms like rook, bishop 
and knight. I think they prefer to maintain 
their unique identity. Therefore it is best 
that we follow the lead as given in the 
book. We could then, hopefully have a 
dialogue with the governing body, without 
which I don't think any international 
Chinese Chess competitions can be 
successfully organised. However if you 
wish to go about it independently I wish 
you luck against the 'Great Wall of China' 
- their xenophobic symbol. 
i!.aitor: There are three aspects to this. 

One, the actual pieces. These are as 
shoW1l in the diagram opposite. I rather 
like these and would be happy to play with 
them. Their use would I feel encourage 
more non-Chinese to play the game. 
Perhaps some of the symbols in diagrams 
could be made clearer though, (for 
instance the elephant. horse and king). 

Two. the nokltion. Normal algebraic 
nokltion is used in the book with the ranks 
being numbered from 1 to 0 (instead of 
JO). Nothing controversial here. Infact in 
Variant Chess I have decided to use 0 
instead of JO for the last rank. 

Three. the names of the pieces. In the 
book the pieces are named thus: King. 
Chariot (Rook); Gunner (Cannon); Horse 
(Knight); Assistant (Guard); Elephant 
(Bishop); Pawn. This is where difficulties 
could arise at least in the 
English-speaking world. Different authors 
have used numerous names for the 
Chillese men. This has caused confusion. 
There has been a degree of 
standardisation in the last few years. and 
in VC I have used what 1 consider to be 
the standard names. Personally speaking I 
have no objection to the use of Horse. 
Assistalll. or Elephant instead of Knight. 
Guard. and Bishop. The Chariot and 
Gunller? There the difficulties arise. 
Using the letters C alld G would surely 
cause untold confusion. Cannon has been 
used so widely that sure~v it must remain. 
That leaves the Chariot. Another letter C. 
Oh that it was a different word in the 
English language! But Rook actually 
mealls chariot, coming from the Persian 
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word Rukh. so there is 110 reason surely 
why it cannot be accepklble. 
Stop Press! Malcolm Home has told me 

that the Asian Xianqi Federation has now 
in fact switched from Chariot to Rook. 
and from Gunner to Cannon. According 
to the 2nd. edition of Sam Sloan's book, 
this was from 1990. 

a bed e D h 

• 
Jouni Tolonen writes concerning tlle 

amlotation following the diagram, in his 
game against XU Juemin on page 43 of 
VC 11. 'I believe Black doesn't have a 
perpetual attack on move 11. If II.. .. Ce8 
12.CaS, and when the Rook on a9 moves, 
then 13.RbS. It seems that the red pieces 
are not well positioned, but surely he 
could play on. If 12.Ca5 Cxc5, 13.Cxe5+, 
and 14.Cxa9 Rxa9, and material is about 
even.' Editor: After 1l .... Ce8 12.Ca5. why 
not 12 .... Rb9 13.Rb5 a6. when the Cannon 
on a5 looks dead. Red would of course 
still mainklin his Rook. 

lIe also points out that ill round 2 of the 
Exmouth tournament C.K.Lai lost not to 
him, but to Hans Siewert, (p. 44). 

Solution to 'Mr.Lai's problem' on page 
46 of VC 11. 

Red has a Bishop which covers the central tile, 
allowing the King to move left or right, hence the 
King and the pawn each can take full control of the 
vital 'd' and 'f' files, thereby securing final victory. 
t.e8 Ge9 2.Ke1! GfO 3.d8 (Fhe pawn moving to 
the side withoul Ihe Guard. is the key 10 the 
winning line.) 3 .... KdO (Fhere are two alternative 
lines of play. with Red winning: a) 3 .... Ke9 4Xfl 
KeO 5.d9 Ge9 6.Bc5 GjO 7.Kj2 Ge9 8Xe2, 
winning. b) 3 .... Ge9 4.d9 Gd8 5X/1 Ge9 6.Bc5 
Gf8 7Xj2 KjO 8.e9 and wins.) 4.Kdl Ge9 5.d9+ 
KeO 6.Kel GdO 7.KfO! Ge9 8.ReS GdO (If 
8 .... Gj8 then 9.Kf2 KjO JO.e9 win.~) 9.Kt2 Ge9 
to.Kc2, and following to .... KfO, wilUling with 

tt.dxe9 capturing the Guard. 
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ENDGAME STUDIES IN 
CHESS VARIANTS 
By John Beasley 

In a recent letter to me, Peter Wood 
commented on the paucity of 
endgame studies in chess variants. 
Problems appear in profusion, even in 
variants impracticable for actual play. 
Endgame studies, by contrast, are 
rare. However, the field is not totally 
bare, as Paul Byway's work in Modem 
Courier Chess is showing. Perhaps a 
few more examples may be of interest 

Diagram 1 - Moslem Chess: win 
Diagram i) comes from the n Alfonso" 
manuscript of 1283. It was composed 
when a pawn could promote only to a 
fers, but a player could win by 
reducing his opponent to a bare king 
provided that his own last man could 
not be captured on the move 
immediately following. After l.b7+ 
Nxb7, therefore, 2.Nxb7 would not 
win for White because Black could 
recapture. Instead White must play 
2.Nc6! (Diagram la). 

Diagram la - After 2.Nc6 
In this lovely position.. Black' s king 

cannot move at all, and his knight can 
move only to be captured. The 
opening position also admits a 
complicated alternative win by I.Kd6 
which the original discoverer mayor 
may not have spotted but the given 
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solution is so striking that this hardly 
matters. 

Diagram 2 - Losing Chess: win a) 
diagram, b) WPe2 to gl. 

Diagram 2 recently appeared under 
my own name in The Problemist, 
though it does no more than combine 
ideas already known. There are two 
questions: whether to start with a 
one-step pawn move or a two-step, 
and how to promote the pawn when it 
reaches the last rank. If White starts 
with a single-step move, l.e3, he 
prevents Black's knight from 
sacrificing itself to the pawn because 
the knight will always be on the 
wrongly coloured square, but to what 
should he promote after 1...Nd3 2.e4 
Nf2 3.e5 Nd3 4.e6 Nf4 5.e7 Nd5? The 
only move to avoid immediate loss is 
6.e8(B), after which 6 ... Ne3 wins for 
Black. Instead, White must play l.e4! 
After four moves by each side, the 
knight will again be on a dark square, 
and 5.e8(N)! will win because N v N 
is a loss for the player who is to move 
when the knights are on squares of 
opposite colour. In part (b), however, 
this line doesn' t work because the 
Black knight can sacrifice itself on f8 
(l.g4 Nd3 2.g5 Nc5 3.g6 Nd7 4.g7 
Nf8); but now the single-step line 
l.g3! and 6.g8(B)! does work because 
6 ... Ng3 can be met by 7.Bb3 or 7.Ba2. 

Diagram 3 - Optional Replacement 
Chess: draw! 
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Diagram 3 was a lucky discovery (I 
was trying to compose something 
quite different) and was used in my' 
British Chess Magazine Christmas 
competition in 1992. In Optional 
Replacement Chess, a player, if he 
chooses, may put a captured man back 
on the board (a bishop only on a 
square of the same colour, a pawn not 
on the first or last rank). In ordinary 
chess, this position is a simple win 
for Black (l.Rcl+ dNc7+ 2.Rxc7+ 
Nxc7+ 3.Ka7 Nd5 4.Ka8 Kc7 5.Ka7 
Ne7 6.Ka8 Nc8 and mate next move) 
but in ORC a double use of the 
replacement rule enables White to 
draw: l.Rcl+ dNc7+ (if 1 .. bNc7+ 
then 2.Ka7 and Black must allow the 
White king to escape) 2.Rxc7+ (BN 
back on a7!) Nxc7+ 3.Kxa7 (BN back 
again on b6!) White is now 
threatening Kxb6 (see Diagram 3a) 
capturing the knight for the third time 
and this time actually taking it off, 
and whether Black moves it or 
defends it he gives stalemate. 

Diagram 3a - After 3.Kxa7 (Nb6) 
By the standards of modem endgame 
studies in orthodox chess, all these are 
trifles. However, one of the beauties of 
variant chess is that trifles like this 
can still be discovered, and I hope that 
this little sample will tempt others to 
experiment. I am sure that Stefanos 
will be pleased to receive the results. 

Not a Problem Magazine (nor a 
Variant one) 
Kingpin - I fmd some of the most readable 
magazines are the 'small' ones. This one now 
comes out 3 times a year, and with 48 pages in 
the current issue it is good value for a 
subscription of £7 p<-'f year. In the cUlTent issue 
there is a I6-page 'Not the World 
Championship Special'; Basman's 'Confessions 
of a Crooked Chess Master'; an Edward Winter 
colunUl, and much more. Reconullended. 
Write to: J.P.ManIey, 45b Empl'ess 

Avt"Dut",llfoni, ESSt"x IGl 3DE. 
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t=/)=-oJ LETTER 
<:Y BOX! 

From Peter Blommers (Holland) 
Concerning Mr.Masukawa's article (in 

VC9) I was surprised by his translation 
'Powerful Elephant' for Suizo' George 
Hodges uses 'Dnmk Elephant' and this is 
the correct translation as far as my 
Japanese dictionary is concerned. 
Moreover, the Drunk Elephant promotes 
to a Crown Prince in Chu Shogi and the 
Crown Prince (a new King) seems to 
stand for the Buddha. The theme seems to 
be Buddhist: a dnmk elephant (read: the 
world) roamed the streets of Benares and 
was pacified by the Buddha. Many more 
such connections seem to lurk in the 
symbolism of names in Shogi variants. 

In VC 10 Masukawa mentions the link 
between Shogi and S.E.Asia. This 
concerns the move of the Bishop-piece in 
Burmese and Thai Chess: they are exactly 
that of the Silver in Shogi. 

VClO page 26 has Boyer (described as) 
a professor, but note that 'professeur' is the 
French word for 'teacher'. Boyer was a 
communist, writing for a workers' chess 
magazine. 
Editor: Mr.Masukawa says that his 
English is very bad. His thesis )t Brief 
History of Japanese Chess' was corrected 
(exact(v speaking fast translated) by an 
Englishman in Japan. This maybe was the 
reason for the trallSlation 'Powerful 
Elephant' instead of 'Drunken Elephant'. 

Also see George Hodges's article on 
Middle Shogi - page 53, 2nd paragraph. 

From Ken Wbyld 
Perhaps it is natural that someone living 

in South America should give the name 
'Amazon' to a powerful new piece, but 
what a pity Zamkauskas was not more 
original. What about a little competition 
to invent new names for such pieces? How 
about calling a queen that fires arrows a 
'Thatcher'? 
Ed: Yes I feel that suggestion will go 
down ver:v well in Argentina. Original 
names for new pieces? How about the 
YETI - one doesn't know where it is. only 
where it has been. Over to you readers. 

From Hugh Mycrs 
In Myers Opening Bulletin 4 I am pretly 

negati ve about 'Randomiscd Chess, which 
has been well publicised lately. (In the 
above MOB. llM quotes from Inside 
Chess that Fischer went to Budapest alld 
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agreed to play a 'blitz' match against 
Judit Polgar; Fischer said that he wants 
to play more matches. but because of 
'theoretical novelties' since 1972 he wants 
only random placement 'in a symmetn'cal 
way' of the pieces on the first rank. llM 
says of this that it is depressing that he 
still has this anti-chess notion .... if true it's 
a sign of a pathetic loss of confidence. 
Editor: Of course the match never took 
place. and I have heard nothing else 
about Fischer and Randomised Chess). 
There are lots of chess varieties, including 
Randomised Chess that I don't oppose 'as 
such', but this one is achieving a 'political 
status' among those who want to oppose 
the study of openings either because they 
are inferior in them, or because they hope 
for success which has evaded them in 
chess as it is. I say it's a bad way to go; it 
would be chaotic, the element of luck 
would increase, and it would make a large 
literature obsolete. Mainly, there's no 
need [or replacement of chess as it is. 
Even with computers, new discoveries in 
the openings will continue to be made for 
centuries. 

And there are lots of ways to play 
different kinds of chess without adding 
pieces or squares, or radically changing 
the rules. Put Black's Queen on e8, and 
King on d8, (although I think this 
increases White's advantage.) Let pieces 
take en passant, (a Swedish IM argued 
strongly for that.) Try the 'omnipotent 
Queen', (adding the Knight's move.) Score 
3/4 - 114 for delivering stalemate or 
'robado'. Or 3/4 - 114 for accepting a draw 
offer. rm not endorsing any of that 
necessarily, (and of course not saying all 
should be done at once!). If chess is 
replaced maybe something else in Variant 
Chess will do it. And I respect Chinese 
Chess and Shogi. 

Editor: There are a lot of points here. I 
shall not attempt to address them all and 
certainly not refute them. A few points 
though. ... Computers are getting stronger 
alld stronger. As they get faster they must 
surely reach the GM level before long. 
and not just in blitz chess. That beillg so 
any new discoveries in the openings will 
increasingly be made by computers. 1I0t 
by humans. Although this vast increase ill 
opening kllowledge may no/ af/ect 
over-the-board play more than it has 
already. (humans can not be expected to 
remember all opening knowledge). if will 
have. alld indeed sure(v already has had. 
a profoulld effecl 011 postal play. I have 
suggested that playillg 'serious' variallts. 
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such as Chancellor Chess for example. 
are the way forward for correspondence' 
players. If then a variant were to gel 
established, I feel it would ollly be a 
matter of time before it would be 
increasing(v played OTB. 

It has been suggested before. but why 
not give 1 II2 points for a win and 112 
point for a draw. The English football 
league changed to 3 pointy for a win and 
1 point for a draw a few years ago. and it 
has led to less defensive play in that 
sport. 

• 
PROBLEM MAGAZINES 

The Probl.emist - 24 closely packed 
pages, attractively produced, 6 issues a 
year. 

Subscription £18 per year. Write to: Ivor 
Sanders, 123 Cockerell Close, Wimbome, 
Dorset BH2I 1XR 

Die ScwaJbe (The Swallow) - 32 pages, 
small print but attractive. In Gennan. 

Subscription 40 DM per year. Write to: 
Hans-Dieter Leiss, Kronprinzinstrasse 10, 
54295 Trier, Germany. 

Problem Kifse - 20 pages, Fairy Chess 
magazine produced by Erich Bartel. Small 
print and diagrams, but full of interest. In 
German. 6 issues a year. 

Subscription 20 DM per year. Write to: 
Erich Bartel, Rockensteinstrasse 37, 8900 
Augsburg, Germany. 

PhenilC - In French. Comprising 3 
separate magazines in a folder (Phenix, 
Themes 64, Rex Multiplex (which is 
exclusively about 'fairies'». Small format 
but well produced and has 100 pages 
all-told, plus occasional supplements. 4 
issues a year. 

All 3 rnags. 280 F - it is cheaper to not 
have all. Write: Denis Blondel, 19 rue de 
Rome, 94510 La Queue in Brie, France. 

Springaren - In Swedish. Clear, well 
produced magazine. 4 issues a year. 

Subscription 45 DM per year. Write to: 
Kjell Widlert, Asogatan 109, 6 tr, S-119 
29 Stockholm, Sweden. 

US Problem Bulletill - Very attractively 
produced by the Variant Chess Problem 
Editor. 14 pages, issued 6 times per year. 
Reasonably priced. Write: R Sostak, 2484 
Ramona St. East Meadow, NY 11554, USA. 

ERRATUM 
Stefanos Pantazis edits the US Problem 

Bulletill, not the 'American P.B.' as given 
on page 33 of VC 11. Apologies. 



page 64 

PROGRESSIVE CHESS OPENINGS 
by Giuseppe Dipilato 

TIris is an attractively printed book in 
A4 format securely bound. It is the most 
detailed work on Italian Progressive 
openings that I have seen, and has a very 
large number of complete games. It was 
lmfortunately left unfinished after the 
untimely death of the author, and the 
manuscript was tidied up for publication 
by Mario Leoncini. It was given to Patrick 
Donovan to review, and this is what he 
has to say: 

'It is very detailed. There are 98 pages 
on l.d4 openings, but nothing about the 
Orthodox, (l.d4 2.d5 Nf6), or the 
Pseudo-Roman, (l.d4 2.c5 cxd4). There 
seem to be a good number of mistakes in 
the book. Of course the book was 
unfinished, but it should have been 
proof-read before publication. 

I thought I would I would look at l.d4 
2.e5 exd4, (the Nord-Barese). After 2 and 
a bit pages I had already found 5 errors, 
and there may be others which I have 
missed. 
Page 81, line N. This should read 4 .... d3, 
dxc2, cJ=D. Ab4# 
Page 81, line Q. 4 .... De7. D:e4, D:g2. 
D:f1 is check, but not given as such. 
Page 82, after diagram 142. At move 9 it 
should say Axc8, not Axa8. 
Page 83. after diagram 143. 7 Ag7, g4, 
g5, g6, gxj7. Ah3. j-g8=D#, should read 
7Ag7. g4. g5. g6, gxj7. Ah3. f8=D# 
Page 83, next variation. The last move of 
the series is wrong(v given: 8 .... D:b8 
should be 8 .... D:h8 

It seems a shame that the unchecked 
errors should be left to mar a work over 
which the author must have spent so much 
time.' 

Despite the drawbacks pointed out by 
Patrick Donovan this is a very important 
book. There is a wealth of knowledge here 
about the opening lines that are covered, 
information that has taken a lot of effort to 
amass, and which would be difficult to 
obtain from any other source. 

The book is in Italian and can be obtained 
from A.Castelli, 62010 VILLA 
POTENZA (Mace rata), Italy. The price 
is 25,000 Lire. 

VARIANT CHESS 

MEMORIAL TO 
'GIUSEPPE DIPILATO' 

In memory of Giuseppe Dipilato the 
Italian Heterodox Chess Association 
(AlSE) organised a ballot to select the 
best Italian Progressive Chess game of 
1992. The winning game was Luca 
Stefanelli's win with black against 
Giovanni Lantillo in the 3rd International 
AlSE Championship, (See page 51). 

2nd HETERODOX OLYMPIAD 

Latest results of English players. 
Circe Progressive 
Patrick Donovan I I III ! 
Italian Progressive 
David Pritchard 7112 (D.Polacco (Italy) 
has 8/8, lGadzinskij (Ukraine) has 6n) 
Mutation Progressive 
George Jelliss 2/6 (Mapelli (Italy) has 
7n) 
Balanced Marseillais 
Paul Novak 3/3 
English Progressive 
Patrick Donovan 115 (A.Castelli (Italy) 
has 6/6, F.Cunliffe (USA) has 4/4) 
Vinciperdi 
Peter Wood 6/6!? 
(No results from the Triplets or Avalanche 
sections yet.) 

POSTAL TOURNAMENTS 

In the Variant Chess Italian Progressive 
Tournament there is an additional player: 
lan Smith. I regret to say that lan 
Richardson was the only entrant to the 
Vinciperdi postal tournament. He is 
playing two games with the VC editor 
instead. After the fIrst 6 moves lan's 
comment is: 'What a fuscinating variant!' 

UK v SCANDINAVIA MATCH 

Following the Exmouth tournament a 
Chinese Chess match was arranged 
between a Scandinavian team and a UK 
team, to take place at the Chinese 
Community Centre at Gerrard Street, 
London on Sunday 19th September. TIle 
contest took place amid the usual Sunday 
afternoon hubbub: Nintendo games being 
played on the television, pool table in use, 
constant comings and goings. The players 
seemed oblivious to all this. The result 
was a victory for the UK team by 2-1. The 
individual results were: 

UK 
David Young 

Guo Shulong 

Scandinavia 
o XU Juemin (Norway) I 

I R.Lindroos (Finland) 0 

Kwok Wai Leung I J.Tolonen (Finland) 0 

Oct-Dec1993 

After the match XU was the centre of 
attention, and played triendly games 
against many of the strongest players of 
Chinese Chess in the country. 

AMAZONS 

This game was reported in the 'News' 
page last issue. I should point out that the 
Amazons are the only pieces in the game, 
so it is not really a chess variant. It seems 
a good game though. NOST are accepting 
entries for a postal tournament . - Write: 
Les Roselle, III Amber Street, Buffalo, 
NY 14220 USA. 

ERRATA 

Formulae - On page 37 of VCll two 
formulae were shown as part of Paul 
Byway's article on Modem Courier Chess. 
These were incorrect, (my fault, not Mr. 
Byway's). The correct formulae are: 

lis (S4 - 7S2 + 6S) 

T = 1/4 RF (RF - 9) + 3/2 (R + F) - 1 

GAMES AND PUZZLES 

I understand this once fine magazine is 
to make a comeback. From information I 
have received, David Pritchard has agreed 
to act as Editorial Consultant and a 
number of 'eminent games authorities' 
have been invited to join the Editorial 
Board. The aim will be to produce an 
authoritative and varied magazine along 
the lines of the previous Games and 
Puzzles. TIle fIrst issue is pl&11led for 
March 1994. 

ENCYCLOPEDIA OF CHESS 
VARIANTS 

In VC9 it was reported that the world was 
holding its breath in anticipation of the 
publication of the above book. I 
understand that despite extensive 
publicity, Cadogan Books will not now be 
bringing out the above. A pity. However it 
has been written and does exist. David 
Pritchard has no doubt other plans for 

getting it published. 

Finish of Vanous-Wood 

'Vinciperdi' game on page 51 

su6!saJ at!4M 
VPN voxq·LL VD SlXN·9L SRI 

ZJX)r~L lPQI L4x~rvL 9l4~ 9P<N"£l 
9lN vax~rll va 9pxNll 9::>N····OL 

Solutions to Chancellor Chess 
problems on page 54 
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CHAKRA 
lbis is a game that was 
invented by Christiaan 
Freeling and originally 
featured in issue 3 of The 
Gamer in 1981. It was also one of the 
variants in the book 100 Other Games to 
play on a Chessboard by Stephell 
Addison published in 1983. To quote Mr. 
Freeling, "Cholera is a relatively orthodox 
chess-game. It is built in a logical, yet not 
entirely logical, way to create a home for 
a new piece. A supemwnermy piece, as 
pieces that are not derived from normal 
chessmen are called in Fairy Chess, the 
Transmitter, is both sow-ce and 
justification of Cholera." (Mr. Freeling 
called his new piece the Transmitter which 
consists of two parts called chakras. Stephen 
Addison in his description of the game ignored 
the word 'transmitter). 

The game is played on a normal 8x8 
chessboard. Originally all the pieces 
were given new names. With the 
exception of two pieces Mr. Addison 
uses the existing chess piece names, 
although some of these have altered 
movements. I shall follow his lead. 

Here are the rules with the original 
names of the pieces in brackets. 

1) In place of a bishop, rook and 2 
pawns, two new pieces are introduced. 

2) The KING (Emperor) the QUEEN 
(Empress) and the KNIGHT (Ape) have 
the same movements and mode of 
capture as in normal chess. 

3) The PAWN (Sword) has the same 
movements and mode of capture a') in 
normal chess, except that there is no 'en 
passant' rule, and it may only be 
promoted to a piece that has been 
captured. 

4) The ROOK (Samurai) has the option 
of moving any number of squares 
orthogonally, or one square diagonally. 
This is the same movement as the 
promoted Rook in Shogi. 

5) The BISHOP (Monk) has the option 
of moving any number of squares 
diagonally, or one square orthogonally. 
This is the same movement as the 
promoted Bishop in Shogi. 

Two new pieces are introduced. 
6) The COURTESAN. Each 

player begins the game with two 
of these. She has the movement 
of the King, and an additional 
power. If the Courtesan is on the 
same vertical, horizontal or 

diagonal straight line as her King and 
there are no pieces on the line between 
them, she has the power of being able to 
move any nwnber of squares along the 
straight line in either direction until she 
reaches the edge of the board or another 
piece. 

7) The CHAKRA. Each player begins 
the game with two of these. Each chakra 
is basically a counter with a square drawn 
on one side and a circle on the other. A 
chakra with a circle showing may move as 
a knight. A chakra with a square showing 
may move as a king. At the beginning of 
the game all the chakras have the circle 
showing. 

If any piece, (other than another 
chakra), could move to a square occupied 
by a chakra if the square were vacant, it 
may do so and come to rest on top of the 
chakra. In this ca'lC the chakra is unable to 
move until the piece on top of it has 
moved off it. A player's pieces may pass 
over a square containing a vacant chakra 
of the same colour, (but 1101 one of the 
opponent's). as though it were empty. 

The chakra is the only piece that cannot 
make a capture. It is also inmmne from 
capture by every piece except the 
opposing king. A chakra may only be 
captured if it is vacant, although a piece 
lying on top of a chakra may bt: captured 
as though the chakra were not there. 
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There are several factors that 'tie' a 
player's chakras together: 
a) If one cbakra is occupied by its king, 
the opposing king may not capture or 
move on to the other cbakra of the same 
colour. 
b) If one cbakra is captured, the other 
cbakra of the same colour is also removed, 
whether or not it is occupied. If the other 
chakra is occupied, the occupying piece 
remains on the board. 
c) If the player can move a piece on to one 
of his own chakras he may place it on the 
other instead, provided it is not occupied 
by another of his pieces. 
d) If a player's piece lies on a cbakra and 
it could move to the O"ther cbakra of the 
same colour on its move, the player may 
miss his turn. 

If on his turn a player moves a chakra, 
he may, at the end of the move, turn the 
cbakra over. A player may also turn a 
cbakra over instead of taking a turn. 

N.B. If there are one or more vacant 
chakras, of either colour, on the 
connecting line between a Courtesan and 
her King, but no other pieces, the 
Courtesan still has the additional power of 
movement mentioned in (6), although she 
may not of course pass over an opposing 
cbakra. 

8) The initial positioning of the pieces is 
shoWll below. 

The moves of the Rook, Bishop and 
Courtesan are shoWll. 

VARIANT CHESS 

Although Mr.Frecli.ng has based bis 
piece movements 'on mathematical 
principles rather than arbitrary choice', I 
feel it may well be possible, (and indeed 
better), to play the game with the rook and 
bishop having the same movements as in 
nomlal chess. 

111e game is interesting to play and 
leads to unusual situations. Although the 
rules relating to the chakra and courtesan 
may seem complicated, (l have tried to 
make the explanations as simple a'> I 
can!), most of the difficulties are 
overcome when one plays the game. 

Perhaps readers could suggest possible 
rule changes, (variant Chakra?)~ also any 
games would be welcome. 111e game has 
similarities to .... 

Jan - Mar 1994 

Transporter chess 
By Jens Nielsen 

This was Invented by T orben Osted. 
Each player has a new piece, the 
transporter. Imagine it as a coin. In the 
startposition these are placed at e lIe8 
under the kings. The transporter also 
moves like a king. It can move alone or 
bring the piece upon it with its move. A 
piece on a transporter can bring the 
transporter along or leave it when it 
moves. The move of a transporter is an 
ordinary move whenever it moves alone or 
with a piece. A transporter can never 
move your opponent's pieces; nor can the 
opponent's pieces move your transporter. 
Both the wbite and black transporter can 
be on the same square. 

In the main it is probably in closed 
positions that you would move the 
transporter alone and 'lose' a tempo; if the 
mission is important enough it might be 
worth doing, for example to create a 
passed pawn, get both bishops on 
wbitelblack squares, or avoid zugzwang. 
See also the following game, where a 
dangerous attacking piece is created. 

A transporter can move freely all over 
the board; also under enemy pieces. A 
transporter cannot capture anything itself; 
only if it brings along a piece. It can, if it 
carries a rook for example, make a 
diagonal (king) move and capture, even 
though a rook doesn't move/capture with 
diagonal moves. A transporter can never 
be captured. 

A pawu can be carried to the first rauk; 
and no matter how often a pawu comes 
back to the second rank, it can make it'> 
doublemove. 

'Ole trmlsporter cannot be promoted. 

Here is the first game with these rules. 
T orben Osted was White. It was played in 
the second half of 1993. The position of 
the transporter is given in O. 
l.e4 eS 2.NO Nf6 3.d4 Nxe4 4.dxeS dS 
S.BdJ Nc6 6.hJ B5 7.Be3 Be7 8.c3 
O-O(te8) 9.0-0{tel) ReS lO.Rel Rd7(td7) 
ll.Qc2 Re6(te6) 
The transporter has moved the rook to e6, 
and the bishop is still on e7. In a nonnal 
game it would now have been on f8. 
l2.Nd4 Nxd4 13.cxd4 Rg6(tg6) 
I hoped for the continuation 14.K112 Qd7 
15.Nd2 Rh5(th5)! with the threat 
IG .... Bxh3 etc. Even this very first game 
shows many possibilities using the 
transporter. 
14.0(?) 
White now expected to win the Knight e4 
or the Hishop f5 • but... 
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14 .... Bh4 15.Re2(e2) Ng3 
White had forgotten that Rg6(tg6) covers 
the bishop 011 f5; and now he has to move 
the rook again. 
16.Rd2(d2)? 
The transporter should have stayed on e2, 
so it could with a single move go to f3 and 
make the pawn attack/cover all its 
surrounding squares! The transporter 
could even move the pawn back to £2 and 
thereby repair the bad pawn chain. 
In our next game we are using the 
transporter under a pawn much morc. It 
has started with 1.(td2), and becomes a 
powerful piece which is cheap to sacrifice 
because its power - the transporter - is not 
lost, and can be used by another pawn or 
piece. 
16 .... BId3 17.QId3 (tg5) 18.Nc3(?) 
This was the last chance to move the 
transporter to e3. Now it comes too late. 
lS .... (th4) 19.(te3) (tg3) 
White's king cannot move now, and 
White's transporter is stopped. For 
example 20.(tf3) Nxf3(tf3)+ removes the 
capturing power of White's transporter 
and wins the exchange, or 20.B£2(t£2) 
Nxh3(th3)+ 21.Kfl Nxf2(tf2)+ wins the 
exchange. 
Also note 20.Ne2 Nxg2(tg2) mate. 
20.Rc2 Qd7 
With the threat 2l....Qxh3! 22.gxh3 
N£2(tf2)++ 23.Kl12 Rg2 mate. 
21.NId5 Nxh3(th3)+ 
22.Ne7+! prevented Black from the queen 
sacrifice. 
22.Kfl Ng3(tg3)+ 
If now 23.Kel,Nf4+ 
23.Kgl Qxd524.Be4(tc4) 
White hopes at the least to get a powerful 
transporter/pawn with a strong pawn 
centre after 24 .... Nxe4 2S.fxe4(2S .... Qe6? 
26.f5(tfS)!), but. 
24 .... Rh6! 
If 2S.BxdS(tdS) Nh2(th2)+! 26.Kxh2 B£2 
mate. 
White saw 2S.B1'S(tfS) Nx1'S 26.Qx1'S 
Qxd4+ 27.KO Bg3 (on the transporter!) 
28.Qc4 Rhl+ 29.Ke2 Bf2(tt2) mate, so ... 
White resigns 
Black had planned 2S.B5(t1'S) 8gS 
26.Bh3(th3) Rxh3 27.gxb3 Nxf1(tfl)+ 
28.KO Ne3(te3)+ and White loses his 
queen. 

Original articles, letters, 
and comments will always be 

welcomed from readers. 
It would be helpful if anything 

submitted for publication 
could be printed. 

VARIANT CHESS 

ANGEL CHESS 
In the May 1934 issue of the British 

Chess Magazine there is an account of 
Angel Chess: a new variation. It is one of 
those variants that nothing was ever 
heard of again. 

It was a variant that was placed on the 
market in America by Louis Paul 
d'Autremont, 1401 East First Street, 
Duluth, Minnesota, and was exhibited at 
the Chess Museum at a Century of 
Progress. Chicago 1933. The board is 9 
by 8 squares, and the game has an extra 
piece called the Angel, which is placed at 
the right of the King and has the moves 
of the Queen and Knight combined. 

There is a rule to the game, which is 
that a player cannot capture his 
opponent's Angel if in the next move his 
own Angel can be captured. This is to 
reduce the possibility of an even 
exchange of Angels, giving a chess game 
in which it is claimed the draw is 
prdctically eliminated. There is a 
supplementary rule that an Angel cannot 
check his opponent's King from a square 
threatened by any of his opponent's 
pieces except the King. A pawn, on 
reaching the eighth rank, must promotc 
to an Angel. The remaining rules and 
moves of the pieces are the same as in 
chess. 

The account in the BCM states that 
the average number of moves is less than 
in normal chess. 

The initial set-up of the board and 
pieces is as below (Angels on fl and d8). 

'Ole following illustrated game, (and a 
rather poor onc at that), is given. 

l.Ag3 Ac6 3.c3 b5 3.a4 Ba6 4.Ni3 Ni6 
5.Ng4 d6 6.al:b Bxb5 7.NaJ Ab6? 
8.Qb3 Nd7 9.Nc4 (Wlty not QxB?) Ac5 
to.AD Nb6? 1l.Nxb6 cxb6 12.AxaS+ 
Kd7 13.Rxa7+ Ab7 14. Axb7+, and 
mates next move. 

The rules designed to keep Angels on 
the board and thereby greatly reduce the 
possibility of a draw arc rather artificial 
and unnecessarily create complications 
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For example, why should a pawn have to 
be promoted to an Angel? Presumably a 
player would want to promote to the 
strongest piece, an Angel, in the vast 
majority of occasions. The cases of 
underpromotion would be unusual and 
interesting; and under the rules forbidden. 

Both a player's Bishops travel on 
same-coloured squares, which are not the 
same as the squares one's opponent's 
Bishops travel on. Although unusual this 
should not, I believe, be condemned out of 
hand. It could well lead to Wlusual and 
interesting play. But of course the initial 
piece array can always be changed if it is 
felt that there should be opposite-coloured 
Bishops. The Angel can switch places 
with the Bishop next to it for instance, in 
the same fushion as the Chancellor in 
'modern' Chancellor Chess, (see VCll). 

It might well be thought that both a 
Queen and an Angel is too much force for 
a player to have. If so the Angel could 
take the place of the Queen, and the game 
would be played on a normal 8x8 board. 

Amazon 

A combined Queen and Knight is better 
known as an Amazon. Under this name 
The Oxford Companion to Chess says it 
was fIrst described in a 16th century 
manuscript now in Perugia The piece was 
sometimes used in the next two centuries 
as a substitute for the Queen in otherwise 
orthodox chess. 

In Murray's HOC, page 384, there is 
quoted, (from Twiss's Chess), a Mr.Coxe 
who was in Russia in 1772: 'Chess is so 
COlmnon in Russia, that during our 
continuance at Moscow, I scarcely entered 
into any company where parties were not 
engaged in that diversion; and I very 
frequently observed in my passage 
through the streets, the tradesmen and 
conunon people playing it before the doors 
of their shops and houses. The Russians 
are esteemed great proficients in chess. 
With them the Queen has in addition to 
the other moves, that of the Knight, 
which, according to Philidor, spoils the 
game, but which certainly renders it more 
complicated and difficult, and of course 
more interesting.' Murray also noted that 
in 1821 I.Butrimof, the author of the tirst 
Russian text-book of chess, protested 
against the practice of gi ving the F crz, 
(precursor of the Queen), the power of 
three pieces and allowing it to gallop like 
the Ko/!, (horse or Knight). 

In Dickins's A Guide to Fairy Chess 
thrther alternative names tOT combined 
Queen and Knight are given. These arc: 
Onmipotent Queen, Terror, and General 
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Malcobn Horne Interviewed 

"A bit like exploring Africa 
in the 19th century .... " 

Malcolm HoTtle started plAying 
serious chess lit Southampton 
University abouJ 1970. 
Subst!llllenlly he plllyed for 
Islington, Gwucester IUUl Exmouth. 

He IU1W collCDltTlItes on varitutts, only playing ot1hodDx chess 
tHXlISiotudly. 

Over the IIIst S yurs he IuIs organised Chinese & Progressive 
postal tIHInuunents, IUUl edited the fust 3 issues of the UKCCA 
lIUIIfllZine Chinese Chess pIMs various other newsletters. He 
TtIII 11 'Deviant Chess Week' in Bournemouth 1989, tuUl two 
CIUIu:se Chess Weeks in Exnwutit 199213. 

How long have you been interested in variant chess games, 
and from where did that interest arise? 

Well, for many years I played only orthodox chess. My 
knowledge of variants was just about zero - except perhaps 
for a pretty vague acquaintance with 3D Chess and 
KriegspieJ, both of whlch struck me as much too 
complicated. 

Then in 1983/84 I spent six months over in Taiwan.. 
where I was studying Chinese language, and of course I 
came across Chinese Chess. There was a book in English on 
it in the college bookstore, and I played my first ever game 
of it against an Australian friend - he won. 

Then when I came back to Britain I investigated a bit 
further and discovered that Shogi existed. And then I found 
John Gollon's stimulating book Chess Variations. 

But for several years there was hardly anyone to play 
these games with .... which was very frustrating! 

Why do you think that no chess variant has really caught 011 

in western countries, except among a select circle of 
adherents? 

Difficult to answer that. I imagine that almost everyone 
who likes variants has e,,--perienced that negative feedback 
you generally get from players of ordinary chess. Most 
people are very conservative I suppose, they're reluctant to 
try anything new. That applies to lots of things in life, not 
just chess. 

Maybe we can only aim at a fairly marginal presence? 
There's quite a healthy number of variant players over in 
Italy it seems, which shows it can be done - but I guess that 
even there it's still a tiny minority. 

What spec~fic measures do you think might encourage wider 
acceptance of oriental chess games such as Shogi and 
Chinese Chess? ' 

In a word: westernisation. I think it's bizarre to expect 
westerners, western beginners anyway, to grapple with 
Chinese and Japanese characters on the pieces, and 
decipher peculiar notation systems. 

OK, I know that some people wish to preserve the 
traditions of these games ... .I'm interested in Chinese and 
Japanese culture and traditions myself .... but still I'd be 
happy to see the games played with three-dimensional 
symbolic pieces. As for notation, the 'upside-down' Shogi 
algebraic system is perhaps not too bad, although I know 
you don't like it. (Ed: I don't!). But with Chinese Chess I'm 
afraid the Chinese C2=5 system really drives me up the 
wall. I just don't think it's very good. 

Westernising the pieces and the notation would make the 
games so much more accessible. I don't fool· myself that a 
massive number of western players would then flow in, but 
it would at least make a positive difference .... surely? 

What are your favourite chess variants, and in what order 
ofpreference? 

Well, I still like ordinary chess, and so I'm interested in 
those variants which expand the board a bit and add one or 
two new pieces. The essence and style of the game remains 
much the same, but there's something new too, and added 
stimulus. 

But you can't just enlarge the board to any size you like, 
and throw in any old pieces. You've got to think about 
balance, and about not creating something too complex. I do 
like the Chancellor, that's a combined Rook and Knight; 
it's a nice piece, and it's there in both the enlarged games 
that at the moment I like best. Namely Chancellor Chess 
itself and Grand Chess. Grand Chess, played on a IOxIO 
board and including Chancellors and Archbishops (B+N), is 
a fairly recent invention I think, from Christiaan FreeIing in 
Holla~d. It has some interesting ideas, especially the 
Shogi-like early pawn promotion. 

Of course there are really lots of other enlarged chess 
games which are very playable, but I guess one snag, one 
thing that restricts their popularity, is the need for a bigger 
board and e,,"tra pieces. You probably have to improvise 
your own, and I suppose that puts people off. 

I tend to be less keen on, how can I put it, the more 
'artificial' or rather complicated games played on a normal 
8x8 board. But of these Avalanche Chess is quite 
entertaining. and Double Move (or Marseillais) is a decent 
game. I used to like Progressive a great deal, but I confess 
I've gone off it. Ideal for postal play of course, but the 
trouble is that to play it well you really have to put a LOT of 
time into it. Hours not minutes. And you can still get the 
envelope back and find you've just been mated! 

Then there are the oriental games, Chinese and Korean 
Chess. Korean Chess is my favourite chess variant right 
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now. I'd probably put Chinese second, maybe Chancellor 
third .... 
J¥hy do you rate Korean Chess so highly? 

Well., it seems to have all the tactical excitement of 
Chinese Chess, but it also has a stronger positional 
flavour .... and more interesting pawn play than Chinese 
Chess. That's what I think is missing in a lot of Chinese 
Chess games, the pawn play I mean. I find it interesting to 
compare Chinese and Korean and Western Chess, one with 
another. Western Chess has all these different pawn 
structures, it looks to me to be the richest and most varied 
g~~. On the other hand you can get stodgy or boring 
POSItIOns rather too easily; Chinese Chess doesn't suffer 
from that. 

I can't be too precise about Korean Chess at the 
moment... .I'm still in the fairly early stages of exploring it. 
But most of my games so far have been fascinating. Maybe 
there are snags ... .it might be that two strong players could 
too easily block each other out. But we're not in any danger 
of accumulating strong players in the West just yet! 

Converse(v. you don't rate Shogi very highly - why is that? 

I don't want to say that Shogi is actually a bad game. 
Several people, whose opinions I respect, tell me that it is 
in fact a very good chess game, maybe the best of alL For 
me though, the opening is slow and quite boring, and the 
middle game too complicated .... and 1 know others who feel 
the same. 

Perhaps I simply haven't played it enough. I might be 
telling you in a year or two that I've changed my mind and 
really like Shogi. 

On the other hand you can't play everything. And it also 
comes down to individual taste. No two players have 
exactly the same taste in variants, any more than they do in 
music. 1 like folk music, I'm not verv keen on blues .... but 
I'm not saying that folk music is th~ best of all, and that 
blues is rubbish. It's the same with chess variants. 

What happened to the old UKCCA Magazine Chinese 
Chess? Why did you resign after editing only three issues? 

Well, the magazine has folded for now, although I 
suppose it might start up again one day. Basically, after the 
seventh issue, Malcolm Chandler. the editor, dropped out 
of the Chinese Chess scene and there was nobody to take ov 

I'd edited the first three of those issues, and y~s I dropped 
out myself. It was the time of the student demonstrations in 
and around Tiananmen Square in Beijing in 1989. Then 
came the massacre, with about a thousand people being 
killed by government troops. I was appalled and verv 
depressed; Chinese Chess seemed inconsequential at such ~ 
time. 

I wanted to say something about Tiananmen in the 
magazine, and I remember suggesting that the prize fund at 
an upcoming tournament in London be donated to a fund 
for helping Chinese people in trouble. But the others in the 

UKCCA didn't agree with me - they felt that as chess 
players we shouldn't get involved. And so I resigned. SOllle 
other people did agree with me, or at least sympathised. I 
still think we should have said or done something, however 
little difference it would have made. 

Do you think the promotion and organisation q( 
non~rthodox chess could be improved? 

Not much to comment on here, as there's so little. We 
could certainly do with one or two populists, people with a 
flair for publicity or for persuading others that variants are 
worth taking seriously. I'm not really a populist in that way. 

Most of all we need more players, rather than organisers. 
I'd be happy to organise more things if there were enough 
players to take part. The Chinese Chess Week has been 
successful, but other initiatives often haven't. I'd like to get 
more people playing by telephone - it's cheap and it's 
practical; but it's difficult to get anyone interested. 

And then there's postal chess, but it's hard to organise 
anything other than the occasional Progressive tournament. 
There just aren't the players. My impression is that the 
majority of people simply prefer their chess face to face. 

But you used to run a Chinese Chess Postal Tournament -
what happened to that? 

Yes. That started off quite brightly, back in 1989 I think. 
Twenty-something players from several different countries, 
and you could play against just one or two people, or 
several. 

But after a year or two the rot set in and not too many 
games were being played. I'm afraid I got very fed up with 
the number of people dropping out in mid-game, or playing 
very slowly, or not sending in results - so I called it a day. 

Postal chess can be great. In fact it's my favourite wa;', to 
play, because you've really got time to study the position, 
avoid howlers, and even produce a game which approaches 
something like a small' work of art. On the other hand. 
there are a lot of potential problems ... .I just mentioned 
some of them. but there are others too - getting stuck in a 
boring position, or a long endgame, or having an opponent 
who won't resign a lost position .... 

The Chinese Chess Week has been successful though, 
hasn't it? 

Yes it has. I've been pleasantly surprised. Eight players in 
'92. fourteen in '93. Not huge numbers, but verv healthv 
given the tiny number of people playing the game. Of 
course it's been boosted by people coming from Europe. 

Maybe it can be built up in future years, although I 
actually like the fact that it's fairly small. It's much more 
intimate and friendly than the large-scale Western Chess 
tournaments I'm used to. where so much of the emphasis is 
on winning and losing. I want to steer clear of that. I've 
deliberately kept the prizes fairly low, (£30 first prize in 
'93), so that the competitive spirit isn't too rampant! Instead 
I've channelled money towards charity - Amnesty 
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International and the Red Cross in Yugoslavia. And that's 
something I'm very keen to continue with. 
What about a Variant Chess Week? 

Certainly. If enough people tell me they're interested. But 
just at the moment it might be difficult to get off the 
ground. Of course there already has been a variants week, in 
Bournemouth in '89, with just five of us. That was perhaps a 
bit too small. 

To some ell."tent, I'm incorporating variants within the 
Chinese Week. Anyone who wants to can concentrate on 
variants in the evenings or afternoons, outside of the main 
Chinese tournament in the mornings. 

What are your other interests apart.lrom chess? 

Well, my main interest over the last 20 years or so has 
been the vegan and vegetarian movement in this country. 

GAMES & PUZZLES 
Issue 1, (April 94), of this 'new magazine for the games player' 

has been produced and is for sale. Very welcome it is too. It is 
very similar in content to the 'old' G&P which was last seen in 
1981 - and this is no bad thing. G&P actually shed its puzzles in 
1981 and became The Gamer, which although not a bad magazine, 
gave maybe too big an emphasis to computer, war, and 
role-playing games. The last issue was dated Sept/Oct 1982. Since 
that time there have been several attempts to start up a similar 
magazine, the best of which was Games International which, after 
16 issues, closed in July 1990. 

G&P is a well produced 48 page A4 format magazine. The first 
thing to emphasise is that there is a lot of content. There is no 
padding; one can keep coming back to the magazine to find fresh 
things to read. There are articles on playing cards, chess, Go, 
draughts and bridge; as well as others on computer, postal and 
role playing games, which are interesting, but are not allowed to 
unbalance the magazine. There is a special article on Edmond 
Hoyle (of Hoyle's books on games) - I was not aware before that 
he lived to 97 - and a most welcome start of a series by RC.Bell 
looking at games of different countries. 

There is an information section where details of forthcoming 
events, clubs and 'gatherings' in a wide variety of games are listed, 
and 'contact,,' if one is interested in playing particular games. 
There is also a 'Classified Ad.' section. 

The number of pages devoted to the puzzles section has 
regrettably been reduced compared with the 'old G&P, and the 
number of puzzles on each page is also less than it was, despite 
the page size being larger. As compensation there is however a 
3-pagc '11leseus and the Minotaur' puzzle in another pal1 of the 
magazine. 

The review section is also smaller than it was. The games 
reviewed are not given ratings. -[fiis is a pity as the reviewer when 
giving a rating to a game has to stick his neck out to some extent, 
and say whether or not he realZv likes the game. TIle real duds are 
pinpointed. 

Well in conclusion I am sticking my neck out and saying that I 
really like the new Games & Puzzles. It deserves to succeed. 

Subscription - 1 year, (12 issues), is (UK) £19.95. Single 

issue - £1.95. 
Write to: Games & Puzzles, 8 Arbor Court, Stoke Newington, 
London N16 OQU. 

I've been quite involved in that on and off, less so now. I 
used to edit a magazine on veganism. 

Chess, you could say, has been my No.2 interest. But 
there are other things too: walking, words and writing, 
languages, world cinema. Folk music I think I mentioned 
before .... perhaps I should add that it's as a listener not a 
performer! 

What do you see as the future of orthodox chess? 

Ab, that's like asking about the future of life itself. 
simply don't know. 

But probably orthodox chess will survive. I wouldn't 
denigrate it, it's a great game. But I hope a few more people 
will explore variants in the future. Orthodox chess is quite 
well mapped out, and variants can offer a huge amount of 
new and exciting territory. A bit like exploring Africa in the 
19th century... 0 

WORLD GAME REVIEW No.12 
This is Michael Keller's magazine, the first one to come out 

since JWle 1992, (No.l1). The previous one to that was the highly 
recommended 'Special Issue on Chess Variations', (No.IO), dated 
June 1991, so the statement on the contents page that it is 
'published irregularly' is quite correct. 

Because of the gap between issues WGR12 might be tenned a 
catching-up OT consolidating issue. There is a 14-page index for 
WGR7-12, and an updated address list as well as a 'polyfonn 
update'. There is also a detailed mail-order sources list; and 5 
pages on 'game news', giving details of games catalogues and 
magazines, including resumes of their contents. 

The magazine has always concentrated on board games, card 
games and puzzles. The writing is of a high standard and the 
readership is assumed to be 'intelligent'. 

There are many reviews in this issue: 20 commercial puzzles, as 
well as numerous board, dice, and card games; also many books, 
and a computer 'Games Pack'. All are detailed and give much 
infonnation about the relevant game or puzzle. Two commercial 
chess variant'> are included: 1) QuickChess, ($6.95), a 5x6 variant 
advertised as the '10 minute Chess Game', and a way to introduce 
new players to chess. There is one piece of each type, and five 
pawns. CastIing is eliminated, and the pawns do not have an 
initial double step. The QuickChess rules also suggest that 
different starting arrays may be used to add variety to the game; 2) 
Centre Chess, ($29.95), which has a circular board of 64 \vedges' 
arranged in four rings of sixteen. Unlike ordinary circular chesses 
the central wedges are extended so that they meet at a central 
point. A barrier divides the White and Black halves of tIle board. 
Pieces can pass through the central point to reach the other half of 
tIle board. It is stated that the variant player looking for something 
different will enjoy this game. Both these games were invented by 
Joseph A. Miccio, and can be obtained from Amerigames 
International, 15 Barlow Avenue, Glen Cove, NY 1 1 542, USA. 

There are also detailed rules on 'Amazons', (see page 79 ), some 
puzzles to solve, a new card game (Super Crazy Eights for Two), 
an article on the history of Stratego by David Pritchard, a roundup 
of games in the Esperanto language; and more' 

It would be hard to tind so much condenscd intonuation about 
this subject matter in any 52 pages. Recommend<.xi. 

Subscription $11 for 4 issues, (WGR12 has a cover price of 
$4). Write to Michael Keller, 1747 Little Creek Drive, 
Baltimore, I\ID 21207-5230, USA. 
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PROGRESSIVE 

Variant Chess Postal TournameJU 

This tOlUTIament has, except for one game 
between the two bottom-markers, now 
been completed. Each player played 2 
games against each opponent. TIle wimler 
is fan Richardson with 7 wins out of 8 
games. He lost one against Jouni Tolonen, 
who finishes second with 6 points. Third 
is Steve Boniface with S points. Paul 
Archer with I point, and lan Smith with 
no points have one game unfinished. 

The games with e4 and d4 openings are 
given below. 11le rest will be in VCI4. 

P.Archer - J. Tolonen 0-1 
Orthodox Defence 
l.d4 
2.dS Nto 
3.e4 e5 Bb5+ 
4.c6 Bg4 Bxdl QaS+ 
S.Bd2 BxaS exf6 fxg7 gxf8(Q)+ 
6.R.xf8 RgS Rg3 Bg4 Rd3 Rdl # 

S. Boniface - J. Tolonen 0-1 
Orthodox Defence 
I.d4 
2.d5 Nf6 
3.e4 eS Bb5+ 
4.c6 Bg4 Bxdl QaS+ 
5.Bd2 BxaS exf6 fxg7 gxh8(Q) (paul 
Archer played gxj8(Q) ill this series, and 
was mated ill a different way.) 
6.e5 exd4 d3 dxc2 cl(Q) Bh5 # 

S.Boniface -lRichardson 0-1 
Pseudo-Roman Defence 
I.d4 
2.c5 cxd4 
3.Na3 NB Bf4 
4.Nc6 Nb4 Qa5 Nd3 # 

S.Boniface - P.Archer 1-0 
Pseudo-Roman Defence 
I.d4 
2.c5 cxd4 
3.c4 e5 Na3 
4.e6 Qg5 Qxcl Qxdl+ 
5.Rxdl R..xd4 Bb5 Rc4 Rxc8+ 
6.Ke7 Nc6 Rxc8 Nd4 Nxb5 Nxa3 
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7.c4 Kd2 Kc3 Kb4 NB Rdl Rxd7 # 
(Italian mate.) (SB-Neat that, eh!?) 

P.Archer - S.Boniface 0-1 
Benoni Defence 
1.d4 
2.Nffi c5 
3.e4eS exf6 
4.exffi d5 Bg4 Bxdl 
5.Kxdl NB BgS Bxf6 BxdS 
6.c4 c3 cxb2 bxal(Q) Kd7 Qxbl+ 
7.Kd2 Ba6 Bxb7 BxaS Rxbl RxbS NeS+ 
S.Ke6 Bd6 BxeS Bxh2 Bc7 RxdS RxbS g6 
9.Bc6 BbS Bd3 Bxg6 Bxh7 Bg6 B c3 
Bxf7+ 
1O.Kxf7 KfO KfS Kf4 Kg3 Kxg2 KxB 
Rb3 Rxc3 Re3 
11.Resigns. 

S.Boniface - I.Smith 1-0 
1.d4 
2.e6d6 
3.BgS BxdS Na3 (SB-It's impossible to 
take White's Queen and stop mate.) 
4.eS Bg4 Bxe2 Bxdl 
5.dxeS e6 Bf6 NhS Nxc7 # 

LRichard50n - S.Boniface 1-0 
Sienna Defence 
1.e4 
2.Nc6dS 
3.Qg4 QxcS Qxd8+ 
4.KxdS hS Nf6 dxe4 
S.Nc3 Nxe4 Nxf6 Be2 h4 (lR-III this 
series Be2 h4 are my own idea - I thillk 
they are an improvement on what has 
been played before.) 
6.exffi Kd7 Nd4 Nxe2 ReS Nxcl+ 
7.Ne2 Rh3 Re3 RxeS Rxf8 RxhS Rxc I 
S.Resigns. 

I. Richllrdson - J. Tolonen 0-1 
Sienna Defence 
l.e4 
2.dS Nc6 
3.Qg4 Qxc8 Qd8+ 
4.Kxd8 dxe4 hS Nf6 
S.Nc3 Nxe4 Nxf6 d4 Be2 (IR-I think h4, 
as pLayed agaillst Steve Boniface, is better 
thall d4 in tlris series.) 
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6.cxf6 Nxd4 Nxe2 Ba3 Bxb2 Bxa 1 
7.Bh6 Bxg7 Bxh8 Kxe2 NB Rxal Bxf6+ 
S.Ke8 bS b4 b3 b2 bxal(Q) Qxf6 Qa6+ 
(lR-I could have reSigned here, but I'm 
glad I didn't because Black came up with 
a clever series 10.) 
9.Ke3 Nd4 Nc6 Nb4 Nxa6 Kf3 Kg3 D 
Nxc7+ 
lO.Ke7 Kf6 Kg5 ReS Rxc7 Rxc2 Rxa2 as 
a4 h4 # (Italian mate - White is forced to 
check prematureLy.) 

LSmith - J.Tolonen 0-1 
Sienna Defence 
1.e4 
2.d5 Nc6 
3.exd5 dxc6 cxb7 
4.Be6 Qd3 Bc4 Qxf1 # 

LSmith - S.Boniface 0-1 
Sienna Defence 
1.e4 
2.Nc6d5 
3.exd5 dxc6 Qe2 
4.Bg4 Bxe2 Bxfl bxc6 
S.Kxfl ND NgS Ne6 Nxd8 
6.5 f4 B Rxd8 Rxd2 Rdl # 

LRichard50n - P.Archer 1-0 
Areto-Barlettana Defence 
1.e4 
2.eS f6 
3.BbS NB d4 
4.Qe7 Qd6 Qxd5 Qxdl+ 
5.Kxdl Bh6 Bxg7 Bxh8 g4 
6.c6 cxbS d6 Bh6 Bxg4 Bxf3+ 
7.Kel RgI Rg7 a4 Ra3 Rc3 Rc8 # 

I.Smith - I.Richardson 0-1 
Long Defence 
1.e4 
2.dS'dxe4 
3. QB Qd3 Qxd8+ 
4.Kxd8 e3 e2 exfl(Q)+ 
S.Kxfl d3 Bh6 Bxg7 Bxh8 
6.cS c4 cxd3 d2 h6 dl(Q) # 

I.Richardson - I.Smith 1-0 
l.e4 
2.e6 d6 
3.d4 BgS Bxd8 
4.e5 Bg4 Bxdl Kxd8 
5.dxe5 Nc3 Rxdl Be2 h4 
6.Nf6 Nxe4 Nxc3 Nxdl dxe5 Nxb2 
7.Bb5 Rh3 Re3 RxeS a4 a5 Re8 # 

ETEROSCACCO 
Italian variant chess magazlllC. 
32 pages, quarterly. Highly 
recommended. Write: A.Castclli, 
62010 ViIIs Poten7.3 (MC),ltaly. 
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Another pre-eminent figure in the 
small world of fairy chess has recently 
passed away. Peter Kniest (*15-12-
1914 - tl5-12-1993) was without 
doubt best known as the editor ofJeen
schach. His editorial career started 
when he was very young, under the 
influence of his older brother Albert, 
and included some ten years as editor 
of Die Schwalbe. He also published 
many books, notably the popular 
series of problemistic mini-autobiogra
phies Caissas Schlo,Pbewohner. With 
all this, one tends to forget that he was 
also a distinguished composer: he 
received the IM title in 1975. 

I am glad to welcome Paul Raican 
and Mark Ridley as new solvers. A 
solver suggested that perhaps there has 
recently been too high a proportion of 
tough chess-nuts. The bill of fare 
depends more on what composers 
submit than on my choices, but this 
time we have a plentiful collection of 
easy-to-digest appetizers. I hope some 
new solvers will be tempted to have a 
go, and that I will not be accused of 
letting too many plain dishes pass 
through. If you feel you have not been 
challenged enough, you will oblige me 
if you could test Paul Byway's and 
Peter Wood's analysis of their studies 
on page 75. 

44. Michel OLAUSSON 

Helpstalemate in 2; Duplex. 

We start with what is becoming 
our traditional helpstalemate. In a 
duplex the stipulation can also be 
satisfied with the colours reversed, i.e. 
in 44 White can help Black to stale
mate him in two moves. 
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In Circe captured units are reborn 
on their game array squares, if vacant. 
(The colour/file of capture determining 
the specific square.) In 45 there is one 
orthodox, but four Circe solutions. 
Four "ways" is my shorthand for 
pointing out that two of these start 
with the same first move. 

45. Zden& LmIS 

Helpmate in 2; (a) Orthodox, 
(b) Circe, four ways. 

46. Valery A. NEBOTOV 

Helpmate in 2; Circe (b) bK-bl, 
(c) bK-f5. 

47. Michal DRAGOUN 

Helpmate in 2; Circe. 
(b) Ke4-+f3 (remove bPf3). 

In 48 Black plays six successive 
moves, allowing White to mate in 
one. The theme shown is familiar, but 
there is enough of a sly touch to keep 
solvers amused. 
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48. Gyorgy BAKCSI & Laszl6 
ZOLTAN 

Series helpmate in 6. 

Solvers who skipped Edgar's 
longer direct-play problems in past 
issues should find this pair much more 
inviting. Both problems feature com
posite pieces: The Dragon is a combi
nation of knight and pawn (the pawn 
has no promotion powers), while the 
Princess is a B+S combination. White 
plays first in 49, and the twinning is 
progressive, i.e. each change occurs in 
the previous part rather than directly 
from the diagram position. 

49. Edgar HOLLADA Y 

Helpmate in 2 ~; Dragon g4. 
(b) Dg4-+g2; (c) then Sa7-+e8; 

(d) then Dg2-+b2; (e) then Se8-+d8. 

50. Edgar HOLLADA Y 

Mate in 4; Princess a6. 
(b) Pa6<-+Kc6. 
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The Grasshopper moves on Queen 
lines by hopping over the fIrst man it 
meets (the hurdle) to the next square 
beyond. The Tiger encores in 51. It 
leaps (like the Lion) over a hurdle to 
any distance beyond, but in any 
direction, not just Q-lines! For 
example, the Tiger on g 1 could move 
to c7, or if the black Grasshopper was 
on f3 instead, to e5 or d7. 

51. Aubrey W. INGLETON 

Helpmate in 4; Tiger gl. 
(b) White men one square left. 

A Neutral man can be taken as 
white or black at the discretion of the 
side moving. (Thus, in particular, 
neither K can be left en prise to a 
neutral unit.) Neutral pawns promote 
to neutral pieces. When a neutral man 
is captured by White it is reborn as if 
it were black, and vice versa. 

52. Erich BARTEL 

Helpstalemate in 3; Circe, Neutral 
Pawns a2, b2, h7. 

Reflecting Kings, when in check, 
add to their own powers of movement 
those of the checking piece(s). So, if 
the bK were on b6 in 53, after a8=S+ 
the bK could move as either K or S. In 
addition to the two solutions in three 
moves, there is a set play with White 
playing first. In PlatzweehseL (German 
for place-exchange) Circe a captured 
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unit is reborn on the square vacated by 
its captor. In effect, captor and captive 
exchange places. The Camel and Zebra 
are the (3,1) and (3,2) leapers respec
tively. The Equihopper, also featured 
in 56, leaps over any occupied square 
to a square in the same distance and 
direction beyond. Thus the hurdle is 
the midpoint of the line segment 
joining the initial and fInal squares 
(e.g. Eg4-c2 in the diagram). No prizes 
for guessing the theme of 54! 

53. Stefanos PANTAZIS 

Helpmate in 3; Reflecting Kings. 
Set play & two solutions. 

54. Erich BARTEL 

Helpmate in 2; Four Solutions, 
PWC (Platzwechsel Circe), Camel g2, 

Zebra g I, Equihopper g4. 

55. Paul RAICAN 

Selfstalemate in 4; Maxi, 
Grid Chess. Two solutions. 
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In a Maxi (or Maximummer) 
Black is constrained to play his 
longest legal move. (Distances are 
calculated between the centres of the 
squares.) In Grid Chess every move, to 
be legal, has to cross at least one of 
the grid lines. So the two Kings could 
safely sit right next to each other, if 
both were situated in the same 2x2 
grid square. 

56. utf HAMMARSTROM 

Stalemate in 7; Equihoppers, 
Imitator e7. 

The Imitator is a restriction on the 
mobility of each unit: each move is 
accompanied by a simultaneous paral
lel move of the I, which behaves as a 
shadow of the moving unit. A move is 
illegal if the Imitator's move is 
impossible (because it is blocked by a 
piece, or the board edge). The conven
tion for imitating hoppers' leaps is 
that the Imitator must also have a 
hurdle;, for example, in 56 Ed5-f3 is 
illegal because there is no hurdle at f6 
forIe7-g5. 

Valery Nebotov explains that his 
Brian·Circe was so named in honour of 
Brian D. Stephenson, editor of The 
Problemist Supplement. He likes my 
proposed name of Shield Ciree, and 
will adopt it, but would like to 
dedicate this new genre to Brian. 

30 Eugene A. Dugas. 
(a) l.al=B h8=Q 2.Be5 Qxe5= 
(b) l.c1=R h8=Q 2.Rhl Qxhl= 
(c) l.al=B g8=S 2.Bf6 Sxf6= 
Six-man AUW with ideal stalemates 
in parts (b) and (c). Erich Bartel 
answers my question on whether the 
diagram position adds anything in the 
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negative. So we will go with a zero
position, omitting (a). This was 
Gene's original intention in any case. 

31 Norbert Geissler. 
1.bl=S gS=Q 2.Sd2 QaS 3.Sf3 Qxf3= 
1.bl=B gS=R 2.Bg6 Rxg6 3.g2+ 
Rxg2= 
Another miniature helpstalemate AUW. 
"The pinning variation is interesting." 
(EB) Erich is reminded of the economy 
record by Alfred Gschwend, Feen
schach 1961: wKf3, Pg7 & bKhl, 
Pf2; h=2, two solutions: 
(1) I.fl=B gS=R 2.Bg2+ Rxg2= 
(2) Ul=S gS=Q 2.Sg3 Qxg3= 
and he comments: "THE classic!!!" 
Indeed, I agree, and had quoted this 
myself in the USPB a while ago. 

32 Edgar Holladay. 
(a) I.SfS Kc7 [1.- KdS 2.Kc6 or 
Kd6 (in 6); 1.- KcS 2.BbS or Kc6] 
2.BbS Kb6 [2.- Kb/cS 3.Kc6 (in 6); 
2.- Kb7 3.Se7 or Bc6+; 2.- KdS 
3.Kc6 or Kd6 or Bc6] 3.Bc6 Kc7 
4.Se7 Kb6 S.Kc4 Ka6/S 6.ScS KaS/6 
7.BbSIKb4=; S.- Kc7 6.KcS KdlbS 
7.KdIb6= 
1.- KeS 2.Ke6 KdS [2.- KfS 
3.Se7 (in S)] 3.Kd6 KcS 4.Ba6+ KbS 
S.Kc6 Ka7 6.Bb7 KbS 7.Kb6= 
(b) 1.BaS+ Kd7 [1.- Kb7 2.Bb6 (in 
S); 1.- KcS 2.Kd6 or SbS or SeS] 
2.KdS KeS [2.- KcS 3.Kd6] 3.Ke6 
KfS 4.Se7 Kg7 S.Bd2 KhS 6.Kf7 
Kh7 7.Sg6=; S.- KfS 6.Bh6+ KeS 
7.Sc6= 
Edgar asks me to mention two lines in 
tries omitted from the solution of his 
21: (a) l.Sb5? Kc6 2.Kc4 Kd7? 3.Bg4+ 
Ke7 4.Be6 Kd8 5.Bc5=; (c)1.Bh5? 
Ke6? (Kd6!) 2.Ke4 Kd7/6 3.Bb6 Ke6 
4.Bg6 Kd6 5.Bf5= 

33 Bakcsi & Zoltan. 
(a) l.Ka4 2.Rxb2 3.Rxbl 4.Rb2 
S.Ka3 c3= (b) l.BdS 2.Bxa2 3.Bc4 
4.Bxe2 S.BhS QxhS= 
Minimals with the black initial array 
were once dubbed Minimaler SPASS = 
Schwarzer-Partie-AnfangS-Stellung 
(SpaS = fun, joke) ... "Surprising that 
most white units are actually 
involved." (A. W. Ingleton) 

34 Ulf Hammarstrom. 
I.Kd8 Sc6+ 2.KeS Bg6+ 3.Kf8 Bd6+ 
4.Kg8 Se7+ S.KhS BeS:;t: 
The must-check condition makes it 
possible to show three switchbacks 
with just four men. Orthodox h:;t: with 
triple switchback (Riickkehr) was first 
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set in minIature by E. Albert, 
Feenschach Aufsatze v11963: wKcS, 
Sa7; bKe6, Rd6, Pb6, cS, d5; h:;t::4: 
I.Rd7 KbS 2.Kd6 SbS+ 3.Kc6 K£8. 
4.Rd6.Sli:!: 

3S George P. Sphicas. 
l.aS=B 2.bxa4 3.KxaS (SbS) 
4.cxbS=B S.Bd6 6.bS=B 7.bBc7 
S.Bxg2 (QdS) 9.Bb6+ Qxb6 (Bcl):;t: 
"The B-promotions are not unexpected, 
but very pretty." (AI) 

$ 36 Aubrey W. Ingleton. 
I.Tc6 TaS 2.Te2 Kd3 3.Ta6 Kc2 
4.Kal TaS:!: 
I.TaS Tcl 2.Kbl Kc3 3.Tel Kb3 
4.Kal Thl:!: 
I.Kb2 Ke4 2.Td2 Te3 3.Ta2 Kd3 
4.Kal Kc2:t: 
Dual in the last solution: l.Kb3 Ke4 
2.Ta2 Te3 3.Kb2 etc. (P. Raican) 
This seems hard to fix; a pity, as this 
was a fine material study, getting 
much interesting chess out of 4 men. 

37 Vladimir Gurvich. 
I.Bc6 2.Sf3 3.Sd4 4.SbS S.Bc4 
6.4BxbS (SgS) 7.Kc7 S.Se7 9.Sxc6 
(BcS):!: (All units except Ks neutral.) 
"Ingenious use of Madrasi-Circe to 
produce double<heck mate." (AI) 

38 Erich Bartel. 

Let L = ../So -leaper: 
(Black) l.KhS Lxg7 (LgS) 2.Kh7 Ul 
3.Kh6La6= 
(White) I.Kg6 KfS 2.Kh7 Lxb2 (Lbl) 
3.KhSLaS= 
In the stalemate of Black there is an 
interesting try that brings up a 
controversy regarding Anticirce: After 
2.Kh7, why not Lhl 3.KhS Kg6? The 
answer is that it depends! If one 
interprets "if the rebirth square is 
occupied the capture is illegal" to 
mean that the square is occupied before 
the capture, then no capture can take 
place on a rebirth square and Black can 
play 4.KgS! If, on the other hand, the 
moment after the capture is meant, 
then such captures are legitimate, and 
the 2.- Lhl line would indeed be a 
dual or cook. Unfortunately there is no 
general agreement, and two of the 
main exponents of the genre have 
diametrically opposed views (see recent 
articles in diagrammes and Phenix). 
Perhaps of a greater practical 
significance is that both computer 
programs for testing fairies (Popeye, 
which was used to test this problem, 
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and Chloe) can handle the first variety 
only. This impedes natural selection, 
and although one would not in general 
want to have the confusion of 
(identically named) very similar fairy 
genres, in this case I would like to see 
one of the programs at least become 
able to test both flavours. 

$ 39 Valery A. Nebotov. 
Intention: I.Qd7 Kc6 2.RcS Qe3 
3.KdS QeS 4.Qd6 Kd7 S.QfS Ke7:;t: 
But half a move can be saved by sacri
ficing the bQ: 1.- Kc6 2.Qd7 Qxd7 
3.Ke7 QeS 4.RcS Kd7 5.KdS Ke7:;t: 
(AI) The first cook in my watch, and I 
rather suspect not the last, so keep 
your knives sharpened. Is this sound if 
shortened by a half move? Most of the 
content is retained, but the bQ is then 
uneconomical. 

40 Paul R8i.can. 
B will denote the reflecting Bishops 
l.QaS Bel (Bd2IBa3lBb4IBcS 2.Qhll 
Bd2lBcllBb2) 2.Qb7 Bd2 (Bb2IBa31 
Bb4IBc5 3.Bd2IBcllBb2IBa3) 3.Qhl 
Bel 4.Bd2 Bb2 S.Bel Ba3 6.Bb2 
Bb4 7.Ba3 BcS S.Bb4 Bxb4:!: 
[l.Qb7? Bcl! I.Qhl? Bd2!] 
"Careful handling needed to shorten the 
pin to the limit." (AI) Works rather 
like a Nim game, with one pile the 
distance between the Bs, and the other 
the wQ's tempo moves. 
Here is an alternative version for the 
judge's consideration: 8/5RIP/3k2PKI 
7P/3P4IbB4PII3B4IS7; s:;t:7 (I.Ra7 Bb2 
2.Rb7 Bel 3.Rg7 Bb2 4.Bcl etc.) 

41 Peter Wong. 
(a) -1.KelxQdl (KeS) Qd7xQdS 
l.lQdS Qb6:;t: (b) -1.KelxQdI 
(KeS) Qc6xPb7 l.dQd7 bS=Q;t: 
I had made clear that in this problem a 
piece captured on its rebirth square dis
appears (making the initial retraction 
feasible), but Paul Raican points out 
that in earlier Kamikaze Circe prob
lems such pieces would be reborn. 

LADDER Scores: 
Maximum 47 (= 24+23), 
A. W. Ingleton 33 (= 15+1S), 
E. Bartel 23 (= 14+9), 
P. Raican 19 (= 0+19), 
1. G. Richardson 19 (= 6+13), 
M. A. Ridley 6 (= 0+6). 

Send your solutions, originals 
and comments to: 

710 Dobson St. #2, 
Evanston, IL 60202 (USA). 
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OUR STUDY CORNER 
We start with the solution to Paul Byway's 43 from 

our previous issue. Nobody attempted this, so I give the 
composer's analysis (to this, and the two new original 
studies below). The position was wKc3, Bc6, Pb2; bKh4, 
Bi4. (White to play and win.) 

Solution: 1.b4 BW\) 2.Bd5(2) KgS(3) 3.Bc4 Bh3(4) 
4.bS Kf6 5.b6(5) BcS(6) 6.Kd4Ke7 7.KcS(7) Kd7(8) 
S.BbS+(9) KdS(lO) 9.Kc6(ll) Bd7+ 10.Kd6 BfS-jl(l2) 
Il.b7 BcS 12.bS=B BfS-jl(l3) 13.Bc7+ KcS 14.Ba6± 
1 1.- Kg5 2.b5 Bfl 3.b6 Ba6 4.Kb4 Kf6 5.KaS BcS 
6.Bb5 Bb7 7.Ba6 Bg2 S.BcS Ke7 9.Ka6 wins 
2 2.Kd4? Kg5 3.BdS Kf6 4.Bc4 Bh3 5.Kc5 Ke7 6.Ba6 (to 
prevent the bK reaching bS) Bg2 7.Bc4 KdS S.Kb6 KcS 9.Ka7 
Bc6 or 3.Ke5 Kf6 4.Bb5 Bi4 5.Bc4 Be8 6.Bd5 Ke7 7.Be6 Bi4 
S.bS KdS 
3 2.- BbS 3.Kd4 Kg5 4.Ke5 Ba6 S.Be4 BcS 6.b5 Kf6 
7.Kd6 
4 3.- Bg2 4.bS Kf6 S.Kb4 (not S.Kd4 Ke7 6.KcS Bh3 
7.Kb6 Bd7 S.- BxbS or 7.b6 Kd7 S.Ba6 Bg2) Ke7 6.Ka5 Bb7 
7.Kb6 and the King reaches a7 
5 S.Kb4? Ke7 6.KaS (6.Ke5 KdS 7.Kb6 Bd7) BeS! 7.b6 Bb7 
8.Bfl Kd7 9.Bh3+ Ke7 10.KbS Kd6 11.Bg4 Ke7 12.KcS KdS 
13.Kd6 Bg2 = The Zugzwang position of Dehler and Cheron. 
6 S.- Bg2 6.Kd4 Bb7 7.BdS and now: (a) 7.- BcS S.KcS 
Ke7 9.Kc6 KdS 1O.Bc4 Bh3 11.Kb7 - 12.Ka7 
(b) 7.- Ba6 S.KcS Ke7 9.Kc6 KdS 1O.Be6 BeS 11.Bc4 Bh3 
12.Kb7 - 13.Ka7 
7 Threatens S.Kc6 
8 7.- Bb7 S.BdS 
9 S.BdS? Ba6 = (threatens K-cS-bS) or S.Bfl? Bb7! S.Bh3+ 
KdS 9.Kd6 (Be6) Bf3= 
10 S.- Ke7 9.Kc6 KdS (9.- Bd7+ W.Kc7) lO.Bc4 Bg4 
Il.Kb7 - 12.Ka7 
II 9.Kd6? Bb7 lO.Bd7 Bf3 11.Be6 Bb7! = This is the 
position of Dehler and Cheron. (=1-) 
(a) 12. Bd7 (12.BdS KcS) Bf3 13.BfS (g4) [if 13.Bc6 Bxc6 
14.Kxc6 KcS] 13.- Bg2! 14.Be6 Bb7! (only move) = 
(b) 12.KcS Bf3/g2 but not 12.- Ke7 13.BdS! Followed by: 
(bl) 13.- BcS 14.Kc6 KdS lS.Bc4 Bg4 16.Kb7 - 17.Ka7 
(b2) 13.- Ba6 14.Kc6 KdS lS.Be6 Bc8/Ke7 16.Bc4! 
13.BdS Be2 14.b7 (14.Kc6 KcS=) Kc7!= 
12 10.- BcS 11.Bc4 Bb7 12.Be6 wins. This is the position 
of Dehler and Cheron again. 
(a) 12.- Bf3 13.BdS BxdS 14.KxdS Kd7 IS.KcS KdS 16.Kd6 
etc. 
(b) 12.- Ba6 13.Kc6 Be2 14.Kb7 Bf3+ IS.Ka7 Be4 16.Bc4 
Bf3 17.Ba6 Be4 IS.Bb7 BfS 19.Bf3 BcS 20.Bg4 
13.- BcS 14.Bc4! BfS IS.Kb7! Be4+ 16.Ka7 KcS 
13 12.- Bb7 I3.Bd7 - l4.Bc7± 

We continue with a Losing Chess study. The basic 
rules are that each side must capture when able, and Ks have 
no royal properties (so pawns can promote to Ks). Stalemate 
is considered a draw. See Peter's articles in previous issues 
for examples and some endgame theory. 
57 Solution: l.h4(1) Be3(2) 2.hS BgSO) 3.e7! Bxe7 4.g4(4) 
Bb4 S.gS(5) and Black cannot win: e.g. S.- Bc3 6.g6 Bb4 
7.h6 BfS S.h7 Bb4 9.h8=K = 

(A) I.g4? Bc7 and now: 
(i) 2.gS BeS 3.g6 Bg7 4.h4 Bh6 S.hS (S.g7 Bxg7 6.hS Bh6) 
Bg7 6.h6 Bxh6 7.g7 Bxg7 8.e7 BfS and Black wins. 
(ii) 2.h4 Bf4 3.hS Bh6 4.gS BxgS S.e7 Bxe7 6.h6 BgS/fS 
7.h7 Bh6 S.hS=K,Q,B,S/h8=R Bg7/BfS and Black wins. 

57. Peter C. WOOD 

White to play and draw. 
Losing Chess (Must-Capture-Chess or Vinciperdi). 

58. Paul V. BYWAY (After P. Keres) 

White to play and draw. Fers j2, 'Modem' Courier i6. 
(B) l.g3? Be3 2.g4 Bb6! 3.gS (3.h4 Be3 4.hS Bh6 etc.) 

Bd4 4.g6 Bg7 S.h4 etc. as in (A). 
2 If Black waits, White achieves an easy draw by promoting 
the h-pawn to a King. 
3 2.- Bh6? 3.g4 B- 4.h6 Bxh6 5.gS & 6.e7± 
4 4.h6? Bf6 5.h7 Bg7 6.g4 (6.g3 Bf6) Bh8 7.gS Bf6 
5 S.h6? Be3 6.h7 BhS and Black wins. 

Recall that in Modem Courier Chess the Fers is the 
historical piece, i.e. the (1,1) leaper, but that the 'Courier' is 
the combined (0,2)+(2,2) leaper. This is not a common fairy 
piece, but it has been amusingly named the Alibaba, as it is 
a combination of the Alfil and the Dababa ... Paul writes 
that this is based on an unsound study by P. Keres. Chess 
World 1933. [3B3k/SppllSR2Ip4pKIIP7/S/p7/S; Draw] 
58 Solution: l.RI6+(I) kxI6(2) 2.KlS(3) Kk7(4) 3.Bf6 
el=Q(5) 4.Bh4 Qxh4 = 
1 I.RjS+? Kl7 2.Bc3 bxc3 3.ReS c2 -+ . 
2 1.- KkS? 2.Rll and White eventually wins with the bP. 
3 2.KjS? el=Q 3.Bj6+ Qxj6+ 4.Kxj6 K17 and now: 
(a) S.Kxi6 Kk6 6.KiS KkS; or (b) S.KjS Fk3 6.KiS Kk6; or (c) 
S.KiS Fi3 6.KjS Kk7 7.Kxi6 Kk6 etc. -+ 
4 (a) 2.- el=Q 3.Bj6+ Qxj6= 
(b) 2.- el=B 3.Bf6 Fil 4.BeS Fj2 S.Bf6 Fk3 6.Bg7 
(c) 2.- K17 3.Bj6 Fi3 4.Bel Fh2 S.Bxb4 Fg3 6.Bd2 Ff4! 
7.b4 FeS 8.bS Fd6 9.b6 draw. 
5 3.- el=B 4.Bxj2 draw: White threatens to sacrifice his B 
for the b-pawn. 
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THE CONNECTION BETWEEN CHI<:SS 
AND OTHER BOARD GAMES IN CHINA 

4~1Ita4~ 

I shall talk about old Chinese board games with reference 
to the work done by H.1.R.Murray earlier this century. 

I have always found it a strange story that Chinese chess 
was in some way cOlmected with astronomy or astrolo1:,'Y. 
Several monographs have been written on the subject 
quoting A History of Chess by H.J.R.Murray. I wish to 
point out a few errors from which this misconception may 
have arisen. 

a) Murray in Chapter 7 of his book HOC wrote the Chinese 
name of chess in Chinese character Kanji, (the Japanese 
name Kartii is mistaken but I shall not go into this here 
(Editor: Peter Blommers has pointed out that 'Kanji' in Japanese means 

'Chinese character'.}). Chinese characters are ideograms and 
Siang has many meanings as he correctly stated, but Siang 
does not mean astronomy, and Siang K'i, (Editor: Old spelling 

o!Xiang Qi), therefore cannot be translated as the Astronomy 
game. Siang K'i does pose a problem as it has two 
meanings:- one, 'Chinese chess', (Editor: bteraUyElephant game), 

the other 'ivory pieces of a board game', but not chessmen. 

b) Until recently Japanese and possibly Chinese scholars 
thought there was only one meaning for Siang K'i, that of 
Chinese chess. Old Chinese documents, for example the 
4th century BC. poetry of Qu Yuan, contained references to 
Siang K'i; as a result many people concluded that Chinese 
chess already existed at this time. Also it was believed that 
the origin of board games was connected with astrology, so 
it was assumed that Chinese chess, a board game, was in 
some way connected with astrology. 

c) I doubted that the origin of Chinese chess was as early as 
it was thought to be by the Shogi players of the 18th 
century. I was aware that the old Chinese board games, for 
example Ryu-po, (Editor: Peter Blommers has painted out that Ryu-po 

is the Japanese rendering of Liu-po. (the Japanese cannot say the 'n, the 

'/iu' part meaning ·sixJ. played from 5th century BC. until 
around the 3rd century AD., used dice. Ryu-po was nearly 
as complicated as the goose-game and other board games 
found in ancient tombs. Examples of such board games are 
exhibited at the British Museum. Ryu-po however was 
different from the game of chess or chaturanga. 

d) After the second world war many Ryu-po boards were 
unearthed in various districts of China. They were made of 
several different materials, for example wood, stone, 
semi-precious stone, ivory etc .. The word for ivory Ryu-po 
games pieces is written 'Kanji' which is identical to the 
ideogram for Chinese chess. 

e) Confusion of the two words must have begun with the 
misreading and misinterpretation of Kanji. (ie. Siang K'i: 
ivory pieces of old board game R)'1J-po, and Chinese chess.) 

Of course Murray misread the word as he could not have 
known of the existence of the game Ryu-po, see chapter on 
race games and war games in History of Board games 
other than chess. 

Prior to the second world war Japanese researchers 
believed that Ryu-po was partly related to astrology and 
divinity. Today this opinion has been discredited. If one 
relies solely on documented records onc often forms 
wrongful conclusions. Research workers who had, until the 
present time, only the old Chinese documents to study, 
thought there was only one meaning for Siang K'i, that of 
Chinese chess. New evidence has now been unearthed 
which relates Siang K'i to ivory pieces of the Ryu-po game. 
This should come as no surprise as the Chinese played the 
popular game Ryu-po from about the 5th century BC. 

No real evidence has been found for the 'existence' of 
Chinese chess before the 11th century AD; it is only later 
documents which suggested it may have originated in the 
8th century AD. Li Song Fu wrote in his 1981 book A 
History of Chinese chess that the origin of Chinese chess is 
not clear and positive proof does not exist until the 11th 
century AD. 

It is my opinion that Chinese chess dates from a period 
somewhat earlier than this. With the continual energetic 
investigation of historians and archaeologists into newly 
excavated material, it is to be hoped that they will soon 
succeed in providing some firm evidence of this. Moreover 
as the oldest chessmen discovered in Japan at the temple in 
Nara date from the first half of the 11 th century, it is fair to 
surmise that if Chinese chess was transmitted from Central 
Asia to Japan as is generally thought, it must have existed 
in China prior to that date. However I do not believe that 
Chinese chess originated before Christ or that its origin has 
any connection with astrology. 

While r~searchil1gforthereview .. to Games & PUzzles, I 
discovered thiS Vdridnffrom G&P79 in 1980.·llisdPPQrently 
'A!exRandolph'sgame', Normal chess rules apply except 
that captured men change sides and are kept·in hand,as in 
Shagi. A mOnin hand may be dropped on the board onto any 
vacant square, thiSCoDnJingos amove. Promotion is only to 
a man which 1hebppooenthas inhand.The game is Similar 
to Chessgi, (see VC4fordifferences in the rules\. 

MurrayChandler,tnowGM and editor of the BCM the 
magaZine that fled Hastings to avofd the competition!, won a 
small tournament. Here is one of his wins. 

Tim leeney - MurrayChondler 
l.Nf3 Nf6 2.d3 d5 3.Bg5Nc6 4.e3 e5 5.Qe2 Bd6 6.Nc3 Be6 
7.0-0-0 0-0 6.M d49.exd4 exd4 10.Ne4 Bxa2 l1.Ph6 
Be7 12.hxg7 Kxg7 13.Qd2 Pe3 14.Bh6+ Kh6 15.095 Pd2+ 
16.Rxd2 Pg6 17.Pg7+ Kg6 16.bxc3 Nxe4 19.dxe4 Bxg5 
20.gxf84'(Q)+ Oxf6 21.Pb1 Pb2+ 22.Kdl Bxh6 23.N*f6+ 
Kh8 24.R·g8+ Qxg8 2S.Nxg8 R·cl+ 26.Ke2 N4'4 mate. 
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SUPER-PAWN 
By lan Richardson 

One day as I was puzzling over a 
variant problem containing a berolina 
pawn, (moves diagonally, takes 
straight), it occurred to me that it 
would be interesting to consider a 
pawn that was both a normal and a 

. berolina pawn! I quickly realised that 
it would be very strong, and coined 
the name'super-pawn'. Its strength is 
shown by the two mates shown on the 
left of the following diagrnm. These 
are similar to typical mates by 
generals in Shogi. 

P = Super-pawn. 

When it comes to Illi!Y, I considered 
two methods:-
I) All pawns are normal on 
odd-numbered moves, and berolina on 
even-numbered moves. 
2) The player can choose which type 
of pawn he is pushing or capturing 
with at any time. One feature of 
Super-pawn is that it stops opposite 
pawns getting blocked, as happens 
with normal, or berolina, pawns. In 
method I they can be blocked for one 
move, but will be released on the nex1 
move. In the case of method 2. the 
opposite pawns cannot approach each 
other without threat of capture, and 
because of this I at first dismissed this 
method from my consideration. 

Using method I, alternate normal 
and berolina play, Peter Wood and I 
played a game at Exmouth, (Chinese 
Chess Week), with pawns and kings 
only. (He won!) There were several 
snags: 
I ) It was difficult to remember 
whether the move was odd or even. 
2) White has an advantage. (always 
first to unblock), and the game had to 
be handicapped. 
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3) To avoid difficulties, (ambiguities), 
it was found necessary to assume that 
the king was in check when placed on 
any of the squares in front of the 
pawn, and this seemed artificial if 
moves were alternating. 
4) When a pawn queened, the game 
was as good as over. Allan Brown, 
(inventor of the Ogre Chinese Chess 
computer), suggested restricting 
promotion somehow. We tried several 
possibilities, but none seemed perfect. 

When I came home from Exmouth, 
I felt very dissatisfied with all this, 
and decided to try method 2. I found 
to my joy that it gave an interesting 
game after all, and all the snags listed 
above disappeared, except for the 
matter of promotion. Here I have 
decided to restrict promotion to 
'super-rook' - the '+Rook' or 'Dragon' 
of Shogi, which moves and captures 
like a rook, but also diagonally t%n 
adjacent squares. (Ed. See second diagram 

on page 66). (At the board, an inverted 
rook can be used.) 

Before going on to the game, 
readers might like to play, (by method 
1 or 2), from the position on the right 
of the diagram above left. The method 
of play in the game and in the studies 
that follow is method 2 - with free 
choice of moving as a normal or 
berolina pawn at any time. Note:--.!l 
first move of a berolina type pawn can 
be for I or 2 squares,.l.l super-pawns 
on their start-squares can capture (or 
check) only pieces or pawns on the 
next rank, n there is no 'en-passant' 
rule, (it would be difficult to explain). 

Sample game 

Pawns and Kings only, from the 
normal starting positions. An obvious 
strategy, followed here. is to build up 
a pawn majority on one wing. 
1.h4 as 2.e-g4 d-bS 3.g3 b6 4.d-fS c5 
S.f3 f6 6.b3 g6 7.Ke2 Kd7 S.Ke3 
Kd6 9.Kc4 Ke6 10.hS gm It.gm a4 
12.bxa bxa 13.g4 bS 14.f-g5 fxg 
15.gxg b4 16.f4 c4. Now, to attack or 
defend? White attacks. 17.f5+ Kf7 - a 
mistake by Black. He should play 
Kd6. and then both sides will promote 
at least one pawn. IS.g6+ hxg 
19.fxg+ KgS 20.h6 (threatening 
mate) 20 .... KfS 21.h7 (threatening 
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mate) 21 •••• e5+ (to gain a move) 
22.Kxe5 a3 23.Ke6! axa 24.h8(+R)# 

Whereas this game ends wilh 
promotion, the super-pawn is 
remarkably strong against a 
super-rook. In the following position 
Black to play cannot force a win. 
White: Kh4. Pe6. Black: Ka5. +Rdl. 

Studies to illustrate of 

White mates in 8 by: 1.b6 KbS 
2.Kf6 Kc8 J.Ke7 Kb8 4.Kd7 Ka8 
5.Kc6 Kb8 6.c7+ Ka8(a7) 7.cS(+R) 
and mate next move. 

White mates in 5 by: I.Kc6 Kb8! 
2.d6 Ka7, (if 2 .... K.c8 3.c7#, and if 
2 ... J(a8,· 3.a6 etc.). 3.c7 Ka8 
4.c8(+R) Ka7 5.+Rb7#. 

Mate in seven 
Solution. l.a6 Bf4! 2.b7+ Ka7 
3.c8(+R) Nc5 (forced) 4.Kxc5 Bc3+ 
S.Kc6 Ka6 6.+Rb7+ Ka5 7.+Rb5# 
If L. .. Nc3, mate in 6:- 2.b7+ Ka7 
3.c8(+R) Ka6 4.+Rxb8 Ka5 5.+Rb3 
and mate next move. 
If L..Ba7, 2.b7#! 
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L70=:J lETIER 
<:Y BOX! 

Chinese Chess 
From Paul Byway (Hoddesdoll, Hens). 

I have been surprised and, frankly, 
appalled at the tone of some approaches to 
the presentation of Xiang-Qi in the west: 1 
think the Chinese could reasonably expect 
more respect for their culture. Xiang-Qi 
and its representation should be 
appreciated as it is and not turned into a 
pale imitation of Chess. Any cbauges 
should be restricted to finding suitable 
translations of name and symbol for our 
easier Wlderstanding. 

Notation 

Algebraic notation is good for 
representing positions: ifs not so good at 
showing play where there are two points 
of view. There is, for instance, no concise 
way of describing the bishop sacrifice at 
R7 or the knight outpost at K5: for this 
you need descriptive notation. This is 
particularly useful when the game is 
unfamiliar, as I discovered while working 
on Modem Courier Chess: the move Bk3 
doesn't mean much until familiarity from 
long practice brings vision, but B-KN3 
can be placed immediately. The price you 
pay is a longer notation and two-way 
mnnbering of ranks. The elegant Chinese 
descriptive notation, fEd.: used in China; by 
David Woo, (Xiang-Qi Review); and CKLai), 

has two-way numbering of files instead, 
but is almost as compact as short-form 
algebraic. (1 would improve it by 
replacing 'r' and 't' by '-' and '+' 
respectively, ego +C-2.). After playing 
through a few games I can now read the 
excellent 50 games of GM Li Laiqull, 
(translated by C.KLai), and begin to 
visualise the board. If I read an algebraic 
score my mind is a blank - and probably a 
good thing too, since fm so familiar with 
this notation in a different context. It's 
pretty clear that, tor demographic reasons 
if no other, Chinese descriptive will not 
be displaced as the international standard: 
tius being so it would be helpful if VC 
were to adopt it. If it is felt that algebraic 
notation would be helpful in introducing 
Xiang-Qi I believe it should he used 
sparingly - being clearly understood to be 
a transitional arrangement only. In any 
case I can't think of a good ~eason f~r 
changing the name of one of the pieces, 
(Guard tor Queen): Murray's usage was 
more consistent. 
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Diagrams 

The problem with diagrams is that, given 
the size they must be, the Chinese symbols 
are too complex to be easily legible. It 
doesn't matter so much that they are 
unintelligible even when they can be read, 
but having different symbols for the same 
piece is wlhelpful. A simple solution was 
provided long ago by Murray - replacement 
of the Chinese characters by capital letters 
of the Latin alphabet. His use of a rather 
elongated board was another aid to clarity. 
I'm happy to see that VC has retracted 
somewhat from the 'Frankenstein's 
Monster' of westernised diagrams, (&I.: 
only 'somewhat'), but in my view Murray 
provides the best model. In this way the 
distinct character of Xiang-Qi is retained 
while Wlderstanding is improved. 

Names 

rm looking for a suitable set of 'original 
and genuine' names for the pieces. Let's 
start by making it clear that this means 
more than a set of names that some people 
at some time have agreed to proclaim as 
standard: there seems to have been a great 
deal of this already. From this point of 
view the 'Asian Xiang-Qi Federation' 
names, contaminated as they are by chess, 
have no particular status even if they have 
achieved a fix~ form. Furthermore I don't 
think we should concern ourselves too 
much with standardisation between 
cmmtries - just compare the names of 
Chess pieces within Europe. We can 
readily go quite a long way towards a 
suitable set of terms as follows:- the four 
divisions of the fudian army were adopted 
into Chaturallga as Chariot, Horse, 
Elephant and Soldier. These names were 
carried to Persia, the Arabs, Europe and 
China. Half the Chinese Elephants were at 
some time re-titled Assistants: this is a 
complication we could well do without. 
The Chinese introduced the Cannon and 
this name seems to be as standard as one 
could hope for in tbis field, (the efforts of 
the AXF notwithstanding. ) The fudian 
Rajah was adapted to the local culture 
thus: Shah, King, and in China, General. 

The last piece is the most difficult but 
even here there is uniformity of meaning if 
not of name. Mandarin, Minister, 
COWlse\lor, Firzan (=Vizier); all carry the 
sense of a high functionary. The use of 
Assistant is a bad idea given tilat tIus name 
has been applied to the Elephant. 
Demotion to some kind of sentry (Guard) 
is even more depressing - where did that 
one spring from? ; that the initial letter 
dashes with General IS a further 
complication. Counsellor suffers a similar 
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cla"h with Cannon, Chariot, so it has to 
be Mandarin or Minister. Those who 
prefer mundane names will go for 
Minister, but for me it has to be 
Mandarin, which has the· cultural 
reference and that slightly antiquated air 
which clings 10 names like Carulon, 
Knight. Perhaps past political events 
have affected the use of Mandarin and 
Guard? I was pleased to see that you 
point out in VCl2 that Rook is merely the 
untranslated Persian/Arabic for Chariot: 
that solves the last problem. One could 
say that it is fitting that the only piece 
with a move in common with chess 
shares the name also. 

Editor: In a later letter to me Paul 
Byway makes some additional point~. 

The King and Pawn are the names I 
object to most strongly, because, (without 
any history of their own), they have 
clearly been lifted straight from 
international chess. On reflection it 
would be better to use capital X, (greek 
letter CHI), for Chariot. 

This now gives: Cbariot(X), 
Horse(H), Elephant(E), Mandario(M), 
General(G), Canoon(C), Soldier(S). 

Thus there is no possibility of 
confusion with chess names. 

• 

From Xiang-Qi Review. Red to play and 
lorce mate. Solution in nexl issue. 

• 
Randomised Chess 

From Hugh Myers (Editor of the _\~vet:v 
Upening Bulletin, Iowa USA). 

I have nothing against Randomiscd, (or 
Shuffie), chess as an independent game, 
just as an 'improvement' on chess. The 
attitude expressed by M.Lawrence ill 
r 'C12, that a 'typical correspondence 
game' is a hattle of the hooks; when a 
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game should not be a contest between 
past masters, is wrong for more than one 
reason. It's like saying that players of ball 
games shouldn't get coaching or refer to 
books on technique; they should only 
start from scratch, with results based on 
nothing but innate ability. Why fear 
openings only? What about the player 
who has an advantage because he has lots 
of books on endings and middle game 
themes? But as for openings, I enjoy 
having opponents who refer to 'the entire 
gamut of opening literature'. That 
literature is full of mistakes, and much of 
it becomes obsolete every year. Chess 
players study, it's part of the game, and 
part of their ability is how well they 
evaluate what they study, not just how 
well they research it and memorise it. 
Chess isn't just a question of 1-0 & 0-1, 
nor of ratings and prize money, as too 
many pros seem to think. It's a challenge 
to overcome strong opposition and to play 
brilliant games; those who think winning 
is everything can get all the wins they 
need by playing patzers and computers on 
their lowest levels. 

What does Randomised chess do 
anyway except make study more difficult 
and perhaps start the middle game 
sooner? I see the main thing as easing the 
fears of weak players who have been 
embarrassed by losing games in less than 
20 moves. Maybe Mr.Lawrence would 
like to see improvement of tennis by 
changing the weight of the balls and the 
height of the net after every game. 

Computers 
You and I disagree about the potential 

of 'perfection' of opening play by 
computers. So far there's little indication 
of it. One reason is that the strongest 
computers are stutTed with libraries of 
contents of defect-filled opening books, 
and master games which often have 
incorrect moves which are not always 
seen as incorrect until new ganles show 
that they were. GM opinions have been 
proven wrong many times. So a computer 
usually doesn't 'compute' during the 
opening; it refers to a file. But can it? 
Yes, if utilised properly, and I havc 
credited innovations to computers Here 
too there is prograrnming weakness, in 
that computers don't get enough 
evaluation instruction for unclcar 
positions. ·Ibe reason the progress will be 
slow is that there are so many millions of 
variations. ·Ibe computer has to be gi ven 
the opportunity to evaluate each one, and 
humans with talent have to evaluate the 
computer's choice~ computers make 
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mistakes too, and they often choose one 
move in one time frame, but a different 
one - but not always a better one - when 
allowed more time. The hunlan element 
will be there for a long time. And if the 
day comes when everyone plays perfect 
openings, (something that's hard to 
believe), then that's when rules should be 
changed. But even then .... we would still 
have middle games and endings. 

From Max Lawrence (Editor of 
Transcendental Chess, New York USA). 

In response to Mr. Hugh Myers' 
commentary, we wish to point out that 
Transcendental Chess is not randomized 
chess, as games are always played in pairs, 
with a tnmsposition feature which makes 
the game form absolutely unique. We have 
no idea what 'Shuffle Chess' is, except to 
note that Bobby Fischer reportedly became 
interested in it after we sent him our 
prospectus and sample magazine. 

Since Mr.Myers publishes a bulletin on 
orthochess openings, we would not expect 
him to be enamored with a concept which 
trashes such openings at the very outset 
We certainly agree with binl that current 
chess literature is loaded with errors in 
analysis, but we do not agree that 
randomization results in the middle game 
being started sooner. Quite the contrary, 
randomization in conjunction with the 
transposition privilege makes the opening 
so difficult, that the slightest imbalance in 
player skills shows up in just a few moves. 
Not only that, but in TC, a player can 
'blow' a game with just one poor 
transposition. If two players are more or 
less equally skilled, the opening in TC can 
be just as long or longer tllat in orthochess, 
as each player tries his damndest to 
impede the development of his opponent's 
pieces. 

There is a vast difference between 
opening theory and opening praxis. In our 
club we allow the use of books and 
computers without restriction of any kind, 
and even encourage the use of books 
dealing with theory, be it opening or 
otherwise, because the idea behind TC is 
to force a player to be on his o\"n from 
start to finish. Any idiot cml copy opening 
moves from a book or push buttons on a 
computer. TIlis is about as challenging as 
tuming on the radio. 

Our club wa'l fonned for the benefit of 
experienced postal chess players who arc 
not afraid of a challenge and are willing to 
work hard at chess analysis. Those who are 
not, simply get slaughtered in a hurry. The 
vast majority of chess players are either too 
lazy or incapable of serious study, and 
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therefore play postal orthochess, so that 
they may freely copy from books or push 
computer keys. Bully for them! 

• 
Amazons 

From Michael Keller (Editor of World 
Game Review, Baltimore USA). 

I would like to clarify a couple of points 
concerning NOST and the game of 
'Amazons'. I was the one who translated 
the rules of the game from the original 
Spanish. The term 'arrow' is my 
translation of the Spanish word meaning 
projectile, (proyectil). I did so in 
reference to the legendary race of temale 
warriors who used bows and arrows. 
Although 'amazon' is widely used in chess 
variants for 'queen plus knight" I think 
there could be no more appropriate name 
than 'Amazon' for a queen-like piece 
which fires arrows. 

I also introduced the game informally 
into NOST in 1992. The first NOST 
tournament is already underway. NOST 
tournaments are open to members, 
(contact Philip M.Cohen, 50 DeKalb 
Avenue, Apt. S6, White Plains, NY 
10605-1445, USA). 

Editor: If any readers would like to play 
. Amazons in a postal match UK v USA, 
please let me know. 

• 
En Passant Piece Capture 

Editor: Hugh Myers has told me that his 
recollection is that the Swedish player he 
refers to in his letter in VC12 who 
endorsed en passant captures by pieces, is 
Folke Ekstrom. 

Ken Whyld points out tllat his 'Quotes 
and Queries' colllllUl in the March BC/d, 
has an item on this topic. Here is a 
problem from that colUlnn published with 
permission, from the BCM. 

This composition by Rui 

Mate in Two. Pieces can captw-c en 
passmlt. Solutioll Oil page 80. 
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MATCH BCCA v ITALY 
A variant-chess match has been 

arranged between a 'British Chess 
Correspondence Association team' and an 
Italian team. It will be over 8 boards. Each 
player plays two games against his 
opponent. The Italians have chosen 'Italian 
Progressive' as their variant on four of the 
boards; the BCCA choices are the other 
variants. The BCCA players and variants 
are: 
1) Patrick Donovan 
2) David Pritchard 
3) tan Richardson 
4) Peter Wood 
5) Paul Archer 
6)SteveGuy 
7) Patrick Connelly 
8) Dik ter Haar 

Circe Progressive 
Italian Progressive 
Circe Progressive 

Italian Progressive 
Italian Progressive 
Italian Progressive 

Chinese Chess 
Marseillais Chess 

VINCIPERDI 
Wood - Vanous. 

tan Richardson has found an alternative 
method of winning following the diagram 
on page SI of VeI2. This is: lO .... Ra? 
Il.Nxd6 Rb? I2.Nxb? Nh6 13.NxaS Nc6 
I4.Nxc6 Rf8(or a8) 15.Nxe5 Rxf2 
16.Kxf2 Nc?17.Nxc? h618.Nxh6. 

tan has also taken up my challenge of 
fmding a good and original dice game 
using one chess-set, 5 dice, plus 1 
doubling die, (page 59). This will appear 
in VCI4; it is really good! For other 
readers the challenge still stands. 

ERRATA 
A few errors were spotted on page 60 of 

VC. by David Woo. 
Xie Jun re!ained her World Title; her 

challenger was Nloseliani; in the Xie Jun 
- Xie TianShun game, in the notes 
following 19.Cf7+ Cg8, 20.Rh8+ should 
read 20.RhO+; in the diagram in the 
right-hand column, Red's 't' guard should 
be on e2. 

Several readers have pointed out that 
the diagram to the first Chancellor Chess 
problem on page 54 is incorrect. Replace 
the d? pawn on f7. 

2ND HETERODOX OLYMPIAD 
In the team competition, England is at 

present in 3rd place.; behind Italy I and 
the Ukraine. 
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3RD CHINESE CHESS WEEK 
10-17 Septenlber1994 

Malcolm Home writes: 
This will again be held in Exmouth, on 

the East Devon coast, with self-catering 
acconunodation provided. The cost for the 
whole week, (excluding food), will not be 
more than £70, (probably around £60). If 
a single room is required add £15. 
Acconunodation can also be booked for 
non-playing family or friends. 

The main tournament, (11-16 Sept.), 
will be one game per day in the mornings, 
40 moves in 2 hours. Excluding 
unfinished games afternoons will be free. 
Optional evening events will include a 
knockout quickplay tournament, a 
round-table discussion, friendly games 
and analysis. For those interested in chess 
variants there will be plenty of 
opportunity to play these. There will be a 
few prizes, and some money will be raised 
for charity. 

Acconunodation has to be arranged well 
in advance. If you would like to come 
send a deposit of £30 per person, (or 
equivalent in foreign currency), with any 
cheques payable to me, to arrive by MON 
20rn JUNE. If entering after this date the 
charge may be £15-£20 higher. If you are 
unemployed or on low income, efforts will 
be made to reduce the cost if there are 
difficulties in affording the full amount. 
Please enquire or mention this when 
sending your deposit. 

If you have any questions please contact 
MALCOLM HORNE. lOB Windsor 
Square. EImouth, Devon EX8 lJU, 
England. More details will be sent out in 
July to anyone who has booked. 

Exmouth is a good holiday centre with a 
sandy beach, good coastal walks, and 
noTlllal tourist attractions. 

CHINESE I KOREAN CHESS NEWS 
The latest issue of this interesting 

2-page newsletter is now out. Cranlmed 
full of up to minute infoTlll8tion on the 
games in question. Includes 3 complete 
games. It is FREE on receipt of a SAE or 
International Reply Coupon. Write to 
Malcolm Horne, (address above). 

Malcohn is also pl8lUling a small book 
or booklet on Korean Chess. However at 
present he does not have as much 
intormation on the game as he would like. 
He is trying to locate some 'master games', 
8lld needs to clarify some of the minor 
rules, (which seem to be subject to 
regional variations). If 8l1yone knows 8lly 
chess-playing Koreans, or can help, please 
get in touch with him. 
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CHANCELLOR CHESS 
F OTlllS are being sent to readers who 

may wish to enter for the Variant Chess 
Chancellor Chess postal tournaments. 

AISE POSTAL INTERNATIONAL 
CHAMPIONSHIPS 

Entries are invited for international 
tournaments in the following variants, 
(deadlines are in brackets). 
Italian Progressive Chess (31.7.94) 
Avalanche Chess (31.7.94) 
English Progressive Chess (1.10.94) 
4th Team Championship (3 player) -
Italian Progressive Chess (1.10.94) 
Except for the team championship which 
is free, the entry fee is $3 or equivalent 
value. The rules of the variants will be 
sent on request. Write to A.Castelli, 
62010 Villa Potenza (MC), Italy. 

BRITISH CHESS SOLVING 
CHAMPIONSHIP 1994-95 

Here is the starter problem - White to 
play and mate in 2 moves. Solutions are 
invited from anyone resident in the British 
Isles. Give key move only and send to 
Brian Stephenson., 9 Roydfield Drive, 
Sheffield S19 6ND, postmarked no later 
than 30th June 1994. Please indicate 
where you saw this starter problem. 
Please also accompany your entry with the 
entry fee of £2 and a SAE for receipt of 
the postal rOlmd. Cheques and postal 
orders payable to BCPS please. The postal 
round will be sent out late in July. 

The winner will be offered a place in 
the British team for the World Chess 
Solving Championship in 1995. A prize of 
£50 will be awarded to the first randomly 
drawn correct answer to the starter 
problem. 

Solution to Problem on page 79 

'lS'lO 'S'IN 'S'PXOI 
S810W IU8J8U!P 01 Poa1198)1 'vP)I'S'PI 
sasuodsaJ Ja410 'Ialow lI:Ja4:J-ajdIJII 

'cIa 9:JXN'Z; ua41 S':J""ll! puo 
raloun/Jolun s! Aall5u!lI:Ja4:J 84lJ +S'QO'l 



The -.gazlne to expand your ehca horizons, an. with tbt yoar ehess pleasure. 

Subscrifld- 1 year (41ssaes) UK £7; 

EuropeIRest of World (surface) £8 ($12); Rest 

of World (airmail) £9.50 ($15). 

Single Issue (lac: postqe) UK £1.75; 

EuropeIRest oCWur\d (surface) £2 ($3); Rest of 

World (ainnail) £2.50 ($4). 

Make cheque. payable to : P. Wood 

Address: 39 linton Road, Hastings, 

East Sussex, TN34 ITW. EngJand. 
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FOOTBALL 
CHESS ~ 

big - and that the players and the ball 
are moved roWld it as the Queen at 
Chess, according to certain rules. The 
exception is the goalkeeper which 
moves as a Rook - horizontally. But 

To commemorate the great contributions 
made to tJre World Football Cup of 1994 
by the two mighty f()(}[balling nations oJ 
Engkmd and France. what follows is CUl 

English adaptation of an article in 
French. taken from Joseph Boyers 
Nouveau Jeux D'Echecs Non-Orthodoxes, 
(1954). 

Vive la France! Up England! 

This elaborate game was invented in 
1940 by Henri Boissier of Lausanne, 
Switzeriand, and was so well thought of 
at that time that several Swiss and 
German newspapers published problems. 
The game has a somewhat distant 
connection with chess other than it is 
played on a chequered hoard - extremely 
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what is remarkable is that the mles of 
football are used, and many of its 
manoeuvres are realised and transposed to 
the board in a· quite simple manner: 
passes. offside, corners, etc .. The game is 
said to lend itself to nwnerous and fme 
combinations. 

The game is played on a board of 23x 17 
squares representing the pitch, between 
two opponents. each having a team of 11 
players: 1 goalkeeper, 2 backs, 3 
half-backs, and 5 forwards. The 
goalkocpcr is a special piece; the 2 backs 
are also somewhat special. The halves and 
the forwards are alike. In addition there is 
the ball (abbreviated to B). The diagram 
shows how the players and the ball are 
placed at the kick-off at the start of each 
half, and after a goal. 
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The lines on the pitch show the half-way line, mark off the 
penalty and goal areas, and, limited to one square fOWld the 
perimeter, show where the ball is out of play. A match consists of 
two halves of 45 minutes, and each player must execute 23 moves 
(turns) per half If one player exceeds the time limit (23 minutes 
for 23 moves) his opponent is awarded a goal· l

. At half time the 
players change ends, but keep their own colours. The half time 
break must not exceed 10 minutes. Other time limits can be fixed 
by mutual agreement e.g .. a game can be over when a certain 
number of goals have been scored. 

Apart from the goalkeeper who can only move on the five 
squares g, h, i., j, le, on ranks I or 23 of the goal area, all the 
pieces and the B move as a Chess Queen. Pieces cannot be placed 
on an occupied square, nor pass over another piece, except in the 
special case when they can jump over the ball. Each piece plays in 
two manners: with the B, or without the B. The B can only be 
played by a piece. To do this the piece must be on the same line 
as the B, at any distance without a piece intervening. The B can 
be moved (kicked) as far as one likes. When the B is kicked and 
placed on a square, the kicking piece can remain where it is, or 
follow the line of the ball and be placed on any square up to 
where the B finishes. These ndes do not apply to the goalkeeper, 
who can only play the B in front of the goal area on the same line 
as itself~ when kicking the ball he can only send it as far as the 
half-way line, and cannot follow the ball - he must remain on the 
square from where he kicked it If a piece is played without the B, 
it can be placed adjacent to it The two backs can move at will 
around the field as the halves and forwards do, but one or other of 
them must always remain in its own penalty area. If this nde is 
not observed, a back cannot score a goal·'. If a piece is on a 
square adjacent to the B, it can jump over it and kick it in the 
opposite direction. but only if the square to be jumped to is 
unoccupied. A piece can also jump over the B without playing it 

The players play alternately, and there are 3 kinds of move: 

I) A simple move without B: simple displacement ofa piece. 
2) A simple move with B: this takes 3 forms - a) moving the B, b) 
jumping the ball without displacement, 3) jumping the B with 
displacement. 
3) A double move with B. This is permitted when a piece kicks 
the B, or jumps over it without playing it. Another piece of the 
same side can then continue the play. It must always be 2 
different pieces which execute the two parts of the double move. 
In the double move it is not permitted to make one move with the 
B, and the other without the B~ but jumping over the B without 
kicking it has, in this particular instance, the same value as a 
move of the B being kicked. 

The double move can thus have 4 forms: 
I) 2 pieces successively playing the B, with or without a 
preliminary jump. (Passing). 
2) I piece plays the B, and a second jumps it without playing it. 
3) I piece jumps the B without playing it, and the second plays it. 
4) 2 pieces successively jump over the ball without playing it. 

The centre forward of the team who starts the game executes 
the kick~ff by first advancing to h 12 or j 12, to the right or to the 
left of the B, followed by dispatching it with or without a double 
move. Thus if White starts, he can place his centre forward on 
j12, (in the kick~ffposition this is not classed as a move). The B 
can then for example be kicked to cl2, and (according to the 
ndes) the kicker can follow up and be placed on say e12. Then 
the left winger on b II can kick the B to j 19, and place himself on 

h11. This double move at the start will be noted thus: DoUble 
move:jI2-(BcI2}e12, and bll-(BjI9)-h17. Each move of the B is 
indicated by a) the initial square of the piece which kicks, b) the 
square where the B arrives, and c) the square the kicking piece 
fmishes. For simple moves without the B, there is indicated, a) 
the departing square and, b) the arrival square, of the piece. 

Thc penalty arca consists of 28 squares in front of the goal. Thc 
defending team must never have more than 5 pieces there (not 
including thc goaJkccpcr) and a maximum of 4 on rank 2 or 22 
directly in front of the goal. This is to avoid a 'water-tight dam'. 
There are no such restrictions on the attacking team. 

On thc 8 squares which surround the B there can only be placed 
a maximum of 6 pieces, no more than 3 for each team: a minimum 
of 2 squares is therefore allowed free to allow the B to be pla}'Cd. 
If the B is played onto a square where the neighbouring squares 
arc occupied by more than 3 pieces of onc team, that player must 
eliminate the blockage of the B by onc or several simple moves 
without the B. Each of these moves is followed by a move of the 
opponent. 

The squares on files 'a' and 'q' are in-touch: the B can not be 
played there, only pieces can be placed there. 

The squares behind thc line to the right and left of the goal, 
(a,b,c,d,e,f and l,m,n,o,p,q - on ranks I and 23), arc behind the 
by-lille. If the defending team sends the ball there (the only 
instance where the B can go 011 exterior squares) the attacking 
team takes a corner kick. To execute this the D is placed on the 
nearest corner square (b2,b22,p2.p22) to where the B left the 
pitch. The nearest attacking piece to the B is then placed on the 
square behind it (a2,a22,q2,q22) and the D is kicked aloog rank 2 
or 22 in front of the goal. If the corner cannot be taken on the side 
where the D was sent·], it is taken on the other side of the goal. If 
it is impossible to take the corner on either side, the players are 
sent back to the starting position and a kick~fftakes place. 

Offside only occurs inside the penalty area. The attacker is 
offside if, after a move by either of the players, no piece of the 
defending side (except for the goalkeeper) is bet\wen him and the 
opposing goal line. The offside attacker cannot score a goal, and 
on the next move that piece must be withdrawn to an onside 
position (foifeit move). If there are several pieces offside, they 
must be withdrawn one after another in any order. These 
withdrawals must be made by simple moves without the B. Each 
of these moves is followed by a move of the opponent The 
defending team can deliberately, by an adroit manoeuvre, put his 
assailants offside. These fot;{eit moves can not only quell an 
attack. but put the opponent's goal in danger as well. 

If simultaneously a player has to eliminate both an offside and a 
blockage of the B, he must first of all eliminate the offside. 

Here is a sample game showing progress from the kick-off to a 
goal: 
1. Having placed the centre-forward on j12: Double-move 
jI2-(Bg12)-i12, and hll-(Bli8) (after jumping over die 
baIQ-hll. 1. .•. p13-(8hS)-i6 2.k4-b4 2 ... .i6-h6 3.Double-move: 
g4-(Bo12)-ml0 and pll-(BhI9)-j17 3 .... g20-g19 4.bll-hI7 
(tlueatening tI gM tit Ia2J) BUT: 4 .... Double-move: 
gI9-(BkI9)-hI9 and taO-(Bkl) Goal! 
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This game has no pretensions to quality. For example Black 
could have shut the le-flle easily enough on his 4th move. 

A very interesting problem by H.Kluever shows a rescue 
manoeuvre on the flle, by a clever utilisation of the rules of the 
corner. 
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MODERN COURIER CHESS 

Here is a win by Paul Byway. The game is annotated by him. 

Roy Talbot - Paul Byway 
Hoddesdon October 1992 

16 

16 

14 

13 

12 

11 

10 

9 

8 

7 

6 

6 

4 

3 

2 

1 

1.e4 eS 2.d Nj63.d4 d6 4.Fel bS S.O Fb6 6.b3 gS (4.Fe3 and 
5 .... Fh6 shOlf,' developing opening theory: formerly the Courier 
was developed on this square. White has sla!tched out a promising 
development on the queenside. but 6.h3 is bad. weakening black 
squares round the King. Black. on the other hand, overlooks the 
loss of a pawn.) 7.dxe5 che5 S.Bxe5 Nc6 9.Bh2 Ce6 10.Bb3 g4 
l1;Ce1 (After this common manoeuvre. a Courier can rapidly 
appear on the opposite wing. White offers a pawn for 
development.) 11 .... Bxj2 12.NIl BdS 13.Nal .6 14.Nc2 (A 
mistala!: the minor exchange is probably worth half a pawn in 

White scores a goal in 3 moves. 
Solution. 
1.b12-m23 (threatening 2.m23-(Bm2I) and n20-(Bk23) goal) 
1 ••.• qlS-(BIl3)-a21 (the only defence. for if I .... i23-k23 then 
2.m23-(BmI9)-m2I and qI5-(Bi23) goal) Corner! The ball is 
placed on p22. and n20 at q22 (rule of the comer) 
2.Double-move: q22-(Bc22)-e22; and c2J..(Bc1)-c3 Another 
corner! The ball is placed on b2. and hI 1 at a2 (rule of the 
corner) - this clears the 'h' file! 2. ... a2-{lk2) or d2,e2,f2,g2 
3.Double-move : d3 QC. el,fl,gl,b3, (after jumping diagonal(v 
over the B) -(Bb?) or b6,bS,h4,b3; and b3 or h2 tben kicks tbe 
B into the goal at h2l. 

Editor: There are some faults in a few of the minor rules. In the 
text I have marked these with an asterisk *. 

I} A player could be 2 goals ahead and deliberately lose on time 
to win the game. An improvement would be that after a player 
exceeds the time limit (and his opponent is awarded a goal) he is 
allowed an extra minvte (rum his oeponent's lime. Huwever if his 
opponent has less than 2 minutu left. that opponent can declare 
that the half is ended. 
2) The regulations with reganJ to backs are not satisfactory. It 
seems better to say that 010/ one player (excluding the goalla!eper) 
of the defending side must always remain in its own penalty area. 
if the rule i.'l not oh.wrI1ed. on hi.'l next move. in.ttead of a dooMe 
move. his opponent can maIa1 a triple move. 

3} In what circumstances can a corner be taken? My suggestion: 
tlte 5 squores horizontal to the kicla!r on the 2nd. or 22nd. rank 
must be vacant. (e.g .. a2-e2; a22-e22; q2-l2; q22-122). 

Note: Malcolm Home has suggested that a player adjacent to the 
B. before kicking. should have the option of a King move (staying 
adjacent to the B) in addition tojumping tire B. He/eels the game 
flows better. 

MCC.) 14 .... NaS lS.Nd4 Nxbl 16.axbl Fg6 17.Cj3 16 lS.Rjl 
ChS (White overloola1d this: the Courier is assumed to be worth 
about 2 pawns.) 19.Cgl Cf6 20.Ce5 c6 21.Qd3 Cxd4 22.cxd4 
Bf6 23.f4 Rd8 24.f5 Cxe4 25.Qxe4 Fd5 26.Qf4 BhS 27.00 f6 
2S.Cc5 Fg5 29.Bxg5 (Over-optimistic) flg5 3O.Qxg5+ Bg6 
31.Rfl 
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(Logical; but now the weaknesses round the white King mala! 
themselves felt.) 31.. .. Bf6 32.Qi7 Bi3+ 33.Kf2 Fe4+ 34.Ff4 
(34.KeI Bh4+ 35.Ke2 Fd3+ wins; nor is my opponent the man to 
volunteer for 34.Qf4 Qxf4+ 35.Fxf4 Rxd4.) 34 .... RiS 3S.Qc7 ReS 
36.Qe5 ReS 37.Qc7 BdS Resigns. (38.Qxb7 Qxf4+ 39.Ke2 Fd3+ 
40.Kdl Fc2#) 
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SHAHMOT 
Shahmot is described as taking the game of chess to a new 

social level. 'From one on one to mega fim!!!' 
Shahmot is designed as an extension to ordinary chess. It is split 

into three parts: 
I) SHAHMOT. This is a 2-olayer game. one aMinst one. 

It is similar in nature to normal chess. 
2) ALliANCE. This is a team game for 2.3. or 4 players. 

a) For 2 players. 
Eaclt player has 2 armies that are allied together. The game is 

over when both of the enemy Kings have been captured. 
b) For 3 players. 
One team has 2 players each controlling one army. The other 

'team' of I player controls the other 2 armies. The game is over 
when both of one team's Kings have been captm-ed. 

c) For 4 players. 
Both teams have 2 players, each of which controls one army. 

The game is over when both of one team's Kings have been 
captured. 
3) FEUDAIlSM This is a 4-olayer game where each player is 
independent and controls one army. 

The object is to be the sole survivor at the end of the game. 
Once a player has captured an enemy's King. that player then 
acquires control of the captured King's remaining pieces. 

The 3 parts of Shahmot can be played on three sizes of board; 
the Alpha, Beta, and Gamma. One of the three boards can be 
purchased and 'inserts' can be separately purchased, if required, so 
as to change the size of the board. As I have only the smallest 
Alpha board, I shall confine my remarks to the games which can 
be played on that board. 

SHAHMOT. This is only played on the Alpha board as shown. 
There are 4 levels. The explanation of level I is rather 
ambiguous, but I take it to be the normal chess set-up in the 8x8 
square in the middle of the board. The set-ups for levels 2,3,and 4 
are shown below. 

All1ANCE & FEUDALISM. These also have 4 levels. Only level 
I is played on the Alpha board and this is shown below. 

Level 2 needs the Beta board; level 3 and 4 need the Gamma 
board. Levels 2,3, and 4 need more pieces than is provided with 
the Alpha board 

Standani (Alpha) edition games are equipped with four sets of 
chess pieces (2 sets of 31 pieces, and 2 sets of 13 pieces). 

In play normal chess rules apply except as follows: 
a) Pieces move out of and into the triangular corners. 
b) Castling has been replaced by SPRINT. On its initial move the 
King has the option of moving two squares away in a straight line. 
n must not move through or out of check. The straight line must 
be unobstructed. 
c) A game ends not in normal mate, but when the King is actually 
captured. When a player cannot get out of check he must pass. 
d) On the Alpha board, pawns promote on the 'normal' eighth 
rank. 

There is also a gambling guide based on point values of the 
pieces. 

I have tested the 2-man game (Shahmot) in play. After 
advancing one of the 2 centre pawns, a nasty pin is threatened by 
the Bishop on the Rook - tactics start to happen straight away. 
The presence of 2 Queens and the enlarged board makes the game 
open and encomages attacking play. Because the King is deprived 
of close pawn protection, it is more exposed to dangerous attacks. 

The Queen is a very powerful piece in Sbahmot, and it can 
make much use of the open central area of the board, especially 
from the two corners (East and West) where it not only moves 
along the two diagonals, but along both of the long central 
16-square ranks. To give some comparison. on an orthodox 8,,"8 
board, from the centrnl squares the Queen has access to 27 
squares - on the Alpha board the Queen has access to 43 squares. 
From the corner on an orthodox board, 21 squares - on the Alpha 
board, 46 squares. At the starting position on an orthodox board, 
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the vacant squares comprise 5()o~ of the total number, on the 
Alpha board, 6"]o~. This makes for a certain practical difficulty, 
the openness of the board means that pieces are liable to be 
inadvertently placed en prise. 

I feel that although the game is certainly playable, and the extra 
Queen to some extent compensates for the extra space, the 
balance does not quite feel right. 

However the board and the additional men provided are really 
geared to Alliance and Feudalism. But there are difficulties when 
4 chess-annies have to be addressed. These playing difficulties do 
not just apply to Sbahmots multi-army and multi-player games. 
Major Vemt::'/s book Cheu Eccentricities (1885) gives quite a 
few varieties of 4-banded chess, and there have been others -
many are given in Michael Keller's WGRlO. Four-handed chess 
had a certain vogue in the late 18th and the 19th century, 
particularly in Germany; and in Britain too, especially after Major 
Verne'/s books were published. It was played in the Four-Handed 
Chess Club, which used 10 meet at the Holbom Restaurant in 
London. According to the Oxford Companion, this club lasted for 
half a century. However, whatever 'popularity' it did have, did not 
last. 

The rules of chess are based on a I vI game, and do not easily 
transfer to a 4-man game. To make the game 'playable', extra rules 
and compromises have to be made. I have played Alliance as a 
2-man game, as described in the rule book, where each player 
controls 2 armies. I found it tedious to play and do not recommend 
it. Played with 4 players Alliance could be interesting, and I 
believe this to be the most appropriate form of Shahmot. 
Feudalism, where each of the four players is on his own, is just a 
free for all. 

Verne'/s Chess Eccentricities devoted many pages to dealing 
with correspondents who had problems with the rules. There are 
inherent difficulties in playing 4-handed chess (FHC). The main 
ones are: a) what happens when one of the Kings is mated? b) the 
movement of pawns, and their promotion. 
a) - In Verne'/s FRC, when one player's pieces were checkmated 
they remained frozen on the board - the remaining pieces had to 
play round them. But .... the checkmate was not permanent, it 
could be removed. When it was, the pieces came back to life 
again. In Altenberg's FRC of 1792 the Kings of the team giving 
checkmate could not expose themselves to check from the frozen 
pieces. 

Shahmot is different. The checkmated King is removed, and the 
pieces that are left can be used by the remaining partner of the 
same team. However there is an option that a King in a 
checkmated position can just be 'checked' instead of taken. When 
this happens that player loses his twn and his pieces are frozen. 
They can subsequently be brought to life as in Verne'/s game. 
b) - Although some forms of FRC have partners playing side by 
side, it is more natural and has proved more popular for partners 
to be opposite as in Bridge. In Verney's FRC, following orthodox 
chess, pawns promote when they reach the rear rank of their 
opponent. However they can only reach this following captures. 
This led to the strange rule that when pawns reached the last row 
of their partner (straight forward) they had then to go backwards 
until they reached their original position, when they could move 
forward again. Other FHCs had complex pawn movement options, 
which sometimes involved having to mark the pawn in some way 
so it could be recognised. In K.Enderlein's FRC of 1837, a pawn 
could be promoted at the back rank of both the partner and the 
opponent's. In Shahmot a pa\\l1 is only promoted at the back 

piece-rank of the partner (straight forward); a commonse~se 
solution. Ifwished a pawn may be promoted to a lost King. 

Michael Keller says (WGRl 0): 'The majority of four handed 
variants are played on a cross-shaped board, consisting of an 8x8 
board with a wing added to each of the four sides. Most often the 
wings are 3x8, but 2x8 and 4x8 have been tried.' Verney's FRC is 
played with 3x8 wings. 

One game mentioned in Murray's HOC is Kieseritzky's FHC 
played on a board in the shape of an 8-rayed star. The game was 
invented about 1835, and was featured in Livonus's Vas Baltische 
Vierschach 1855, and Schachzeitung 1865. Sbahmot is played on 
a 4-rayed star. As was stated earlier about the 2-man game, the 
balance does not seem quite right. Queen and Bishop on the same 
strong diagonal rewards attacking play, but there seems too much 
power. 

Anthony L.Britton, the inventor of the game, says, 'the ability to 
play with 4 players on the same shape board as when playing with 
2 players, should enhance the popularity·of chess as a whole.' I 
have a certain sympathy with this quest for finding some 
opportunities to remove the anti-social character of the 2-man 
game; to try to give chess a more social character as in Bridge. 
But maybe multi-player chess where each player has an army in 
one quarter of an expanded board is not the way to achieve this. 
In chess, players' actions do not interact with and influence each 
other in so interesting a manner as in many other games, for 
example Monopoly and Scrabble (possibly 4-handed Go may also 
work quite well). 

One way to increase the social or fun factor is to play a normal 
game of chess, Chinese chess or other appropriate variant, with 
teams of say 3 players, with each player making one move out of 
3 - and no communication. I have played Chinese chess this way. 
It is enjoyable and can be instructive. It is a good and friendly way 
to enjoy chess with players of varying abilities. 

Although I have reservations about Shahmot, the pieces and 
board are well constructed, and a lot of effort has gone into the 
attempt to popularise this game. However the rule book, although 
attractively produced, is often confusing to use, as relevant 
information can be difficult to find when needed. The rules could 
be better 'focused'. 

The game can be purchased from: BrittOD Enterprises, PO 
Box 19239, Portland, Oregon 97280, USA. 

CHINESE CHESS 
A l-day tournament was held at the Singha 1bai restaurant near 

Clapham Junction in London on Sunday 19th June. It was 
organised by C.K.Lai; there were 9 participants. 5 rounds were 
played, each player having 45 minutes on the clock per game. It 
was a strong tournament, keenly contested. C.K.Lai was the 
leader with a 100% score after round 3, including a win against 
the Thailand player, David Young, when his opponent resigned 
rather too early - Mr.Lai's clock flag was just about to fall. He lost 
both his last 2 games however. This was David Young's only 
lapse, and he emerged joint-winner of the tournament with Guo 
Shulong, each scoring 4 points. Paul Byway scored 2 points - this 
was his first townament in Chinese Chess, and his play was most 
creditable. There was a welcome reappearance in CC circles from 
Chris Hann.; but no Patrick Donovan, whose absence from the 
scene is a pity for so talented a player. 

The final scores were Guo Shulong, David Young, 4; Liu Si 
Hinh 3 112; C.K.Lai, Kwok Wai Leung, 3; Chris Hann, 2 112; 
Paul Byway, Michael Trent, 2; Peter Wood 1. 
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AVALANCHE CHESS 
By Paul Novak. 

Avalanche Chess was invented by Ralph 
8etza of the U.S. postal club NOST in the 
late 70s. As in all the best variants a 
simple rule change produces a very 
different game: after each nonnal move 
(which must be legal) you move an 
opponenfs pawn one square towards you 
(no captures) - unless all his pawns are 
taken or blocked. Check may be given 
with either or both halves of your move, 
but must be removed with the first part of 
the move. En passant capture is illegal. 
The owner of a pawn chooses its 
promotion regardless of who moved it to 
the 8th rank. If every legal pawn pu.c;h 
puts you in check. you lose (self mate), 
even if you mated on the first part of your 
move! Tactics and strategy are very 
complicated as initially the pawns are 
treacherous, being pushed to undefend 
pieces or squares, or open lines or 
diagonals - the fool's mate is l.g4/e6?? 
Qh4/f3# ! But come the middle game and 
their value increases with each passing 
move as they inch their way down the 
board towards you like space invaders. 

The firm example iIIlLc;trates the power 
of the avalanching pawns and also the 
very high standard of play that was 
reached in NOST games: 
J.McCallioD - T.Gardner Played in 1987. 

Play continued l.Qxg6+1b2! (not 
allOWing Black's 'h' pawn to molest 
Whites King) l....Kxg6ld8(Q) 
2. Qxb61b I (Q)! (White had phmned 
2.RhI1b3 blockading d,e pawns but saw 
the brilliant trap 2 .... Qe3+113.Kh211 
Qh31g3# ! -for if 4.Bxh3!f1 Black chooses 
a N and takes the white King!) 2 ..•. Qelll! 
3.NIb411 (and not 3.Q:cb4I/?? Qe3+I/ 
again) 3 .... Nb6 4.Ndlll! Resigns. White~~ 
play flows beautifully. 

When I first played Avalanche I didn't 
play too badly but there was a whole 
world of tactics that I didn't realise you 
could do - namely Planet-Yearout. The 
NOST champion Paul Yearout discovered 
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things that I don't like to think how long it 
would have taken me to figure out myself. 

After the moves 1.e4/f6 e6/fJ 2.Bb5/g6 
Bd6/g3 ... 

... White can play 3. Qe2lh6!! for 
3 ... Bxg3+/h3 is answered by 4.Qg2Id6+! 

1.e4/f6 h51fJ (a good move in 
Avalanche) 2.Bb51b6 Bb7lc3 3.f4/g6 
(apparently a mistaken push. as without 
this White would threaten Qxh51d6# !) 
3 .... BIe41gl1 4.Qxh5/d6+ Kf7/al 

5.Be8/g5+!! and mate next move! 

P. Yearout - R.Culbertson Played in the 
early BOs. 
1.e4If6 d51fJ 2. Bc4/d4 c5/gl 
3. Bb5+/d3! 1 (Correct is 3.Bb5+lc4 
winning a pawn. Now Black's 'ti' pawn is 
very strong.) Kf7/c3! 4.f4/c4! Be6/g4! 
(Not 4 .... Qd5!e5? 5.Qh5+le6! g6!h3 
6.Be8lg5+! and mate next move. Play now 
becomes extremely complicated with the 
black King exposed in the middle of the 
board. but his pawn wedge is driven into 
the heart of White's position) 5.ffl1h6 
Qd5Ie5! (if 5 .... Bd5Ie5 6.e6+! (pY}) 
6.fxe6+/a6 Kxe6/al 
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7. Bxc4/ffl! fA vel)' good move breaking 
the grip of the black pawns. 7.Qj3/a5 sets 
the trap 7 .... Q:cb5? (8.Q/5+ and 9.e6+). 
but 7 .... Qxe5+ B.Kj11b6 Q:cb5 9.Qxa8 
looks good for Black. as does 7.Nf3la5 
/xe5/h3} 7 •... Qxc4/g5 8.Qf3Ib6! (lhis 
looks a lot better than B.Qg41f5+ Kxe5/h3 
9.Nf3+1b6 Kd6lh4) 8._.Nc61b3 9.Qe31h5 
(lhere are a lot of possible moves here ego 
9 .... Qh4+1c4 followN:l by IO .... Q:cc4; 
9 .... RdB/h4; 9 .•.. Kj7/h4; or the interesting 
piece sac 9 .... Nf6Ig6 .... but taking the 
pawn allows a horrible pin: 9 .... Nxe5Ih4? 
IO.Nf3la5 Qd51b3 1l.0-01b5 and Black 
can't stop ReI because if KJ6 I2.Qf4 
keeps the pin. Also bad is 9 .... Nd4/h4? 
IO.cxd4Ia5) 9 •••• Qd4lc4 (1!) 10.ND/aS 
QIe3+/g6 1l.dle3/a4 N1e51h4 
12.Nxe5/f4 Kxe51e4 

13.B1f4+Ib5!! (!"his intuitive sacrifice 
wins. but I think any other move loses. 
Pawns are suddenly worth much more 
than they were a minute ago.) 
13 .... Kxf4/e5 14.KdlIb4 (J4.0-O+ld2? 
10s('o3: 14 .... KuJ/b3 15.Nxtl2lh4 a:cbJ/c5 
/6.N:cb3Ie6 Bxc5+la4! 17.Nxc51b3 
RMla5 willS.) 14 •.•• blal/c5 15.e6Ia2!! 
(Shutting in the black KB - the natural 
I5.Rj1+la2 fails to Kxe51c6 I6.b41a3 
a:cb1(Q)/c7 I7.RfxbIla2 axbl(N)+lcB(Q) 
IB.RxhIIe6 Bxh4+11 and RxcB winnillg.} 
15 ...• axb1(Q)1b3 17.Rhxb1/al Kf51b4 
17.Rellal Nf6/c6 18.Rfl+1I Kxe61b5 
19.Rfe1+11 Kd51b61o.Re6Il! (An echo of 
the fifteenth move - 20.b7 or c7Ie6? 
Bb4+ wins (or Black.) 20 ..•• Rc8/c7 
21.Rxa2// . Rxc71b7 22.Ra5+11 
Kxe6Ib8(Q) 23.Qxc711 Nd511 24.Qc411 
Kf611! (A bolt from the blue - White call't 
take the N and must watch out for d,e 
Bishop fork after he pushes e6.) 
25.Kxdl/e6 Nf4+11! 16.Ke4/e5 KJ.g611 (If 
26 .... Nxg6I/? he gets mated.) 27.Rxe5/1 
Klt711 28.Kxf4/g6 Bb411 (Here I 
wondered about 2B ... .Bd6//. At first &16/1 
looks very strong. but White has 29.Kg511! 
Rj8I130.Qc6l1J wins.) 19.Kg3/g5 

And "'hite mopped up in a Jew moves. 
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PERSONAL NOTES 
By Peter Blammers I 

At the Chess Collectors' meeting in Amsterdam at the end of 
November 1993. Peter Blommers wrote notes about various 
lectures. and gove some of his own ideas relating to them. 

What strikes me when I play a game like Xiangqi or Shogi is 
the fact that the games are so perfect. In both games everything 
seems to be balanced. In Xiangqi the river, nine-castle, Cannons, 
the holes in the Pawn line, the blocked Elephants and Knights~ in 
practical play all elements fall perfectly together. In Shogi the 
balance between major and minor pieces, the drops, the limited 
Knights and Lances, the vertical~pturing Pawns, the general 
forward direction of the game. the elaborate promotion system. It 
is difficult to believe that games like these are the result of a slow 
evolutionary process, they look more like the result of a 
momentary brilliant flash of insight, a grand concept Such must 
have been Murray's sentiments when he called chess the 
mind-product of a single individual, the Philosopher. 

Yet historians of Shogi tell us that 10th century Shogi was 
ahnost exactly modern Shogi, but without the drops, Rook and 
Bishop, and in fact was more like a children's game than a 
superior game. It stayed in existence for some half a millennium, 
and then suddenly blossomed into a mega-game capable of getting 
millions hu.c;y for another half-millennium. The wonders ofhistoty 
never cease to amaze me. 

ITALIAN 
PROGRESSIVE 

CHESS 

Five more games from the VC 
postal tournament - see VC 13 

P.Archer -I.Richardson 0-1 
1.Nh3 
2.dS e5 
3.Nc3 NdS Nxc7+ 
4.Qxc7 B13 Bxc2 Bxdl 
5.Kx.dl b4 b5 b6 bxc7 
6.Na6 Nxc7 Ha3 Hb2 Hxal f5 
7.g4 gxf Bg2 Bxb7 Bxa8 Ba3 
Kc2 
8.e4 e3 exf2 f1(Q) Qxhl Nb5 
Nc3 Qbl #. 

J.Tolonen - P.Archer 1-0 
l.d3 
2.e5 Nf6 
3.Bg5 Bxf6 BxdS 
4.dS Bg4 Bxe2 Bxdl 

5.f4 fxe5 Be2 Bxdl Bxc7 
6.Na6 Nxc7 Ba3 Bxb2 Bxal 
bS 

7.c4 e6 BO cxdS e7 d6 Bc6 # 
(A very nice finish.) 

J. Tolonen - LRichardson 0-1 
1.d3 
2.e5 Bb4+ 
3.Bd2 Bxb4 Kd2 
4.dS 5 Nc6 Nxb4 
S.NO Nxe5 Nc6 NxdS f4 

Game principles tend to cluster. Differentiation of pieces goes 
well with the concept of a crucial piece, displacement capture and 
promotion (chess). Uniformization of pieces goes well with leap, 
custodian or encirclement capture, total elimination of forces or 
optimal possession of the playing ground (draughts, Go). Dice and 
race-tracks, and storage &. sowing make two other game principle 
clusters. New mechanisms are hard to come by and most newly 
invented games are just old wine in new baskets in my opinion. 
Maybe all newly invented games. 

I believe that the origin of chess has to stay in the dark. not just 
because of lack of data and artefacts, but also because a game first 
and foremost is a concept Comparable with· a language, but 
man-invented, not naturally grown. A game is a set of rules, like a 
language, but not 8 medium as such. A meta-Ianguage is possible, 
a meta-game hardly (the meta-game concept in fantasy role 
playing games is a matter of detailment of rules). When we 
imagine how games actually transported themselves across the 
borders of civilizations we are coru.1.antly at a loss. The vertical 
Pawn capture in all East Asiatic chess games: did somebody 
forget a rule during his travels? Or did it show (force of logic: the 
simple version is the original) that chess came from East Asia 
instead of going there? In our studies we constantly switch 
between concept and artefact ....... So, again. I suppose the digging 
of data and artefacts is all we can do. And much, they say, is still 
lingering there in the texts and earth of the far East. Let's dig that 
up, is my suggestion. 

6.Nxd3 c5 c4 d4 Nf6 Ne4 # 
(lR-I'm proud afthis mate - it 
was prepared when I sent 
move 4.) 

J.Tolonen - LSmith 1-0 
1.d3 
2.Nf6 c5 
3.Nc3 Bg5 Bxf6 
4.c4 cxd3 dxc2 cxdI(R)+ 
5.Kx.dI Nb5 RcI Rxc8 Nc7 # 

J. ToIonen - 8.Boniface 0-1 
I.d3 

2.Nf6Nc6 
3.Bg5 Bxf6 Bc3 
4.Nd4 NbS Nxc3 Nxdl 
S.a4 Nd2 NdfJ Kx.dl Kd2 
6.eS e4 exf3 fxg2 gxhl(Q) 
Bb4+ 
Resigns. 

• 
2"d IIeterodox Olympiad 
V.eiegis (Lithuania) v 
D. B.Pritchard (England) 0-1 
1.d4 
2.Nc6Nxd4 
3.Na3NO e4 
4.d5 dxe4 Ne6 Qxd1+ 
5.Kxdl Ne5 Bc4 Bxe6 Bxfl+ 
6.KdS Nb6 Nxfl NxeS Ng6 
Bg4+ 
7.0 fxg4 Nc4 Ne5 Nxg6 
NxhS Bd2 (The position looks 
grim for Black. thanks to the 
wasted Knight moves; 
ironically he is saved by a 
Knight move.) 
S.aS a4 a3 axb2 bl(N) Rxa2 
Rxal Nc3 # 
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Welcome to Valery Krivenko, and 
welcome back to Alex Ettinger and 
Michel Olausson rejoining our solving 
ladder. A pleasure to see some new 
faces amongst our composers as well: 
Branko Koludrovic from Croatia, 
Sergey Tkachenko from the Ukraine, 
David Dana-Bashian from the USA, 
and Torsten LinS from Gennany. 

59. Michel OLAUSSON 

Helpstalemate in 2; (b) Pc2-+b3, 
(c) Ph7-+b7, (d) Pd2-+h2 in (c). 

A gentle but interesting start, 
once again with a helpstalemate. Note 
that the last twinning change is from 
(c) rather than the diagram position. 

We have not had any retros in our 
column for a while, so a gentle glance 
backwards is in order, as I am planning 
to publish an article by Nikita Plaksin 
on 'retro-excelsiors' in our next issue. 
The light 60 requires no retroanalysis: 
after each of two different move 
retractions by Black, there is a two
solution h~lpmate in one (for a total of 
2x2 = 4 solutions). 

60. Branko KOLUDROVIC 

Black retracts one move for a 
Helpmate in 1; Four ways (2.2.1). 

VARIANT CHESS 

In contrast to this 'non-analytic 
retractor', which was practiced as far 
back as Mrs. Baird, the 'SPG' -genre of 
61 is quite recent, but has quickly 
become the most popular type of retro. 
Some purists would regard it as more 
of a neighbour than a citizen, however! 
How could the position of 61 arise 
after Black's 10th move? (In an 
orthodox game.) 

A head-spinning chess variant 
suitable for leisurely correspondence 
games is SPG-Chess: In a chess game 
(with orthodox or variant rules) the 
winner is the first player to show that 
the opponent's last move yields a 
position that could arise from a 
sequence of moves (of shorter or equal 
length) other than the one played. I 
would suggest treating mate and 
stalemate as a draw (most games are 
likely to end long before this ... ). 

61. Sergey TKACHENKO 

Shortest Proof Game in 10. 

62. David DANA-BASHIAN 

Helpmate in 2; Horizontal Cylinder. 

A lot of composers these days get 
their start in fairy chess. The main 
reason is that one need not be extreme
ly erudite or lucky to hit on something 
new. Constructing good problems, 
however, is as difficult as in any other 
field. And to' create a significant 
problem one needs to know what can 
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be, or has been achieved with orthodox 
means. For example, the task shown 
in 62 and 63 is almost certainly 
impossible in a 'straight' helpmate in 
2, although some efforts have come 
tantalizingly close. A modification of 
the playing field suffices in 62. Two 
edges of the board can be' glued 
together to fonn a cylinder. If the 1st 
and 8th ranks are identified we get the 
Horizontal Cylinder. Sb8 could move 
to a2, c2, d 1; as well as to a6, c6, d7. 

63. Torsten LINSS 

Helpmate in 2; Couscous Circe, 
Neutral pawns. 

With some extra fairy fuel, 
Torsten perfonns the task with abso
lute economy: in Couseous Ciree 
captured men are reborn on the captur
ing unit's rebirth square. For example, 
after wRxd6 the black unit from d6 is 
reborn on al (whatever its nature). 
Pawns reborn on their promotion rank 
promote instantly, with the eapturer 
choosing the type of the promotion. 
The combination with Neutral pawns 
causes no difficulty; just remember 
that they promote to neutral pieces 
(which can be taken as white or black 
at the discretion of the side moving). 
So when a neutral man is captured by 
White it is reborn as if it were black, 
and vice versa. 

Once again Edgar dons the mantle 
of Saint George to tame the Dragon: a 
combination of knight and pawn (the 
pawn has no promotion powers). 
White plays first in 64, and as you 
will see there are really two problems 
in this remarkably compact package. 

In Ciree captured units are reborn 
on their game array squares, if vacant. 
(The colour/file of capture determining 
the specific square.) In 65 White plays 
the sequence of 11 consecutive moves 
leaving black forced to give mate. The 
final result may not be unexpected, but 
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I hope most solvers will have some 
surprises along the way. 

64. Edgar HOLLADAY 

Helpmate in 2 ~ ; Dragon b6. 
(b) Db6-'a6, (c) wK-'a7, (d) wK-'a8. 

65. George P. SPHICAS 

Series selfmate in 11; Circe. 

In Platzwechsel (German for 
place-exchange) Circe a captured unit 
is reborn on the square vacated by its 
captor. In effect, captor and captive 
exchange places. The Camel, Zebra, 
and Giraffe, are the (1,3), (2,3) and 
(1,4) leapers respectively. The Berolina 
pawns, used in part (b), capture 
forwards, in the direction orthodox 
pawns move, and move in the 
direction orthodox pawns capture. 

Another task which has proved 
unattainable in an orthodox h#5 is 
shown through the use of the Imitator 
in 67. Recall that the Imitator is a 
restriction on the mobility of each 
unit: each move is accompanied by a 
simultaneous parallel move of the I, 
which behaves as a shadow of the 
moving unit. A move is illegal if the 
Imitator's move is impossible 
(because it is blocked by a piece, or 
the board edge, etc.). Our young friend 
from Sweden was not aware of it, but 
Variant Chess is a very appropriate 
place for the publication of this 
problem, as the first attempt at this 
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task with the use of an Imitator was 
published in our predecessor, Chessics, 
by Thomas Brand (in 1984). It proved 
unsound, so Ulr s problem could well 
be the first correct realization. (Note 
that the wK is jettisoned to avoid cook 
troubles.) 

66. Erich BARTEL 

Helpmate in 2; Two Solutions, PWC 
(Platzwechsel Circe). Nightrider dS, 

Camel h7, Zebra c7, Giraffe d1. 
(b) Neutral Berolina Pawns c4/e4. 

67. Ulf HAMMARSTROM 

Helpmate in 5; Imitator a6. 

And finally a picaresque tale with 
cooks, but a happy ending: 68 was 
first published in VC7 (iiilI992) with 
the bB on f5. Kjell Widlert (see his 
award on pp. 90-92!) was intending to 
gi ve this the Fourth Hon. Mention, 
commenting: "Very traditional in 
style, but the form is superb. I 
particularly like the wK shields from 
all three directions." However, a last
minute cook was found forcing this off 
the award. When I wrote to lan, he 
pointed out that he had noticed the 
cook himself and sent a correction 
with bBd7 which was-for whatever 
reason-never published in VC, so he 
sent it to The Problemist instead as a 
New Year's wish problem (iiill993). I 
would have been happy to reinstate 
this "very sweet miniature" (P. Valois) 
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in the award (if Kjell approved), but' 
then I saw another cook! So where is 
the good news you ask? Well, as you 
can see below, there is a square 
between f5 and d7 where the bB can be 
safely placed! I hope Cedric will agree 
to consider this in his judgement of 
our 93-94 tourney. As for solvers, 
they can send in the cooks to the two 
earlier versions (easy to find if you 
know they are there!). 

68. lan SHANAHAN 

Series helpmate in 11. 

I.Bc8 2.Qh8 3.Qhl 4.Ba6 5.al=R 
7.Rg2 9.fl=S 10.Sh2 11.Bfl Sh3# 

44 Micbel Olausson. 
(Black) l.bl=R e8=Q 2.Rb3 Qxg8= 
(White) l.e8=B bxc1=R 2.BhS Rhl= 
"Twice pinning of promoted piece" 
(Composer) "Wot!? No AUW?" (A. 
Ingleton) 

45 Zden(k Libis. 
(a) l.Ke5 Kxh2 2.Kf4 Qg3# 
(b) l.Kd4 Qxh2 (Rh8) 2.Kd3 Qd2# 

l.Kc5 Sb7+ 2.Kb4 Qb3# 
I.Ke5 Sc4+ 2.Kf4 Qg4# 
l.Ke5 Sf7+ 2.Kf4 Qf3# 

"Echoed Circe mates neatly engineered. 
Pity Rh2 is needed to stop duals." (AI) 
But also gives some point to the diag
onal-orthogonal echo between (a) and 
(b): Kxh2 becomes a selfpin in Circe. 

46 Valery A. Nebotov. 
(a) l.Qxd4 (Bcl) Bb5 2.Qb6 BdU 
(b) l.QaS (tempo) Bb2 2.Qa2 Be4# 
(c) l.Kg4 Bf2 2.Kh3 Bd7# 
Note tries l.Qb4? in (a) and l.Qa2? in 
(b). "Well done. Three varied Ciree BB 
mates." (M. Olausson) 

47 Micbal Dragoun. 
(a) l.Rxb2 (Bcl) Be3 2.Bxd7 (Bft) 
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Bd3;t (b) I.Sxb2 (Bel) Bf4 2.Rxd7 
(Bfl)Bg2;t 
"Excellent variation of Circe models, 
plus double change of black capture." 
(MO) Dual avoidance in one capture 
motivated by having to lose control of 
the mating square, and in the other by 
avoiding to gain control. 

48 Bakcsi & Zoltan. l.Rxf4 
2.Bd4 3.Qc5 4.Rd6 5.Bc6 6.Kd5 
Sxf4;t "Nice packing sequence." (AI) 

49 Edgar Holladay. 
(a) 1.- Df2 2.Rc7 Kd6 3.Rc4 SbS;t 
(b) 1.- Dg3 2.RdS Ke7 3.Ke5 Sc6;t 
(c) 1.- Sc7 2.Ke4 Sa6 3.Rd4 ScS;t 
(d) 1.- Sg7 2.Re7+ Kd6 3.Re4 
Sf5;t 
(e) 1.- Kf5 2.Rd6 Kf4 3.Rd5 Se6;t 
Note tempo move 2.Rd6 in (e). 
"Pleasing set-especially final diago
nal flip." (AI) One solver comments 
"disappointingly similar; several 
possible mating nets not used." But of 
course, this is the whole point: a good 
problem has to have some unity. The 
role of thematic relations of a formal 
or strategic kind is taken by the echo 
in the Bohemian-style problem. And 
an echo is most pleasing when it is 
not automatic, but only one of several 
possibilities of the material used. 

50 Edgar Holladay. 
(a) I.b7 Kb6 2.bS=PR Ka5 
3.bPRc7+ Ka4 4.PRc5;t 
(b) I.b7 Kb6 2.Kd6 Ka6 3.b8=PR+ 
Kb6 4.PRc7;t "I liked this!" 
(I. Richardson) "Very nice with two 
Princess promotions." (MO) 
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~ 51 Aubrey W. Ingleton. 
(a) l.Kh7 Kf6 2.KhS Kg6 3.Gh7 
TgS 4.Gf5 Te2;t 
(b) I.KgS Td7 2.GeS Th7 3.Ge6 Tb5 
4.KhS Kf7;t Echo, but also 
Cook: I.Ge8 Kf6 2.Kh7 Tf8 3.Gg8 
Tf4 4.KhS Kg6;t (found by P. Raican 
and I. Richardson) "Tiger uses G & 
wK as hurdles at the same time." (IR) 

52 Erich Bartel. 
l.bl=nS hS=nR 2.axbl=nB gxhS=Q 
3.nBf5 Qf6= "Slightly spurious use 
of Circe to contrive AUW" (AI) 

53 Stefanos Pantazis. 
Set: 1.- dS=Q 2.b6 Qd5+ 3.Ka6 
a8=R;t 
l.Kal as=Q+ 2.Ke5 Qa5+ 3.KbS 
d8=R;t 
I.b5 d8=Q 2.b4 Qd5+ 3.Ka4 as=R;t 
Sometimes more is less, so some may 
prefer an alternative setting with just 
the two exact echoes bK -+f6: 
1.- a8=Q 2.Ke5 Qa5+ 3.Kb8 dS=R;t 
1.- dS=Q+ 2.Ka6 Qd5 3.b6 as=R;t 

54 Erich Bartel. 
C=Camel, Z=Zebra, E=Equihopper. 
I.Sf7 dS=C 2.SxdS (Cf7) Cxg4 
(Et7);t 
I.Se6 d8=G 2.Sxd8 (Ge6) Gxh3 (e6);t 
I.Sc6 d8=Z 2.Sxd8 (Zc6) Zf4;t 
l.Sb7 d8=E 2.Sxd8 (Eb7) Eb5;t 
One of Erich's favourite themes (fairy 
AUW) combined with a half-wheel of 
bS switchbacks, shown thanks to 
PWC in a remarkably light position. 
"Easy but fun." (AI) (Some did not 
find this so easy!) 

55 Paul Rrucan. 
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l.Kf6 RhS 2.Qh7 Kg8 3.Kg7 f5 
4.Kh6 Kf8= 
I.Kg4 Rh8 2.Qh7 f5+ 3.Kh5 Kg7 
4.Qh6+ Rh6:= 
"The pin rather than capture of the Q 
is a clever touch." (IR) "Ages before I 
realized Q could be pinned ... " (AI) 
Fine first solution with forcing of 
'short-move' K switchback and grid
specific pin. Not surprisingly, it was 
the plain second solution which proved 
elusive. 

56 Ulf Hammarstriim. 
I.Ed4 (1e7) f6 (lc6) 2.Ed3 (lc4) d5 
(lc2) 3.EgS (le6) fS (le5) 4.Ee5 (lg5) 
f4 (lg4) 5.Ec5 (le4) f3 (le3) 6.Eb7 
(lc7) f2 (lc6) 7.Ee3 (le4)= 
1.- d6 (lc6) 2.Ef4 (le6) f6 (le5) 
3.Ee7 (lg7) f5 (lg6) 4.Eb6 fe4:1f4 
5.Ef41Ef3= This messy scrummage 
defeated all solvers, except for one who 
admitted to some computer help! 

LADDER Scores: 
Maximum 81 (= 24+23+34), 
A. W. Ingleton 63 (= IS+IS+30), 
P. Raican 50 (= 0+19+31), 
I. G. Richardson 45 (= 6+13+26), 
A. Ettinger 32 (= 0+0+32), 
E. Bartel 23 (= 14+9+0), 
M. A. Ridley 23 (= 0+6+17), 
M. Olausson 21 (= 0+0+21), 
V. Krivenko 17 (= 0+0+17). 

Send your solutions, originals 
and comments to: 

710 Dobson St. #2, 
Evanston, IL 60202 (USA). 

Informal Tourney Award: VARIANT CHESS 1991-92 
It is sad that this award marks the end of a lovely 

magazine, ['1fuz~ to Peter 'Wood; this Iias fortunately provetf 
prenuzture in tk meanwlii1el S.P.] but the quality of the 
tourney was worthy of the occasion. Out of 69 originals, 8 
had to be eliminated for various flaws. Among the rest there 
were some that did not quite live up to the fairy character of 
the magazine, showing hackneyed ideas without new points, 
and on the other hand some that were quite unorthodox, but 
really more bizarre than good. The great majority had 
something of interest, however, so I can present a long list 
of honours. 

First Prize: 113 Bartel & Bartel. I always find 
the four-corner echo a most impressive "ultimate theme", 
with its optimal use of the space available. It has very nirely 
been done in minimanner form, but this is a perfect three
piece setting with very good twinning (a single man 
moved). Of course there is only one mate possible in each 

case, but to find the accurate and quite different lines of play 
is a great achievement. Human intelligence had to select the 
material that made this possible, even though the computer 
may have helped with the drudgery. 

Second Prize: 124 G. Sphicas. Neutral AUW 
has been done in Series sit several times before, even with 
the minimum material of Ks+4nPs. This example stands 
out by its complex sequence of moves with very precise 
timing, by having all promotions on a single square (a8), 
and by the good work of the wK. 

Third Prize: 96 P. Wong. I must admit to not 
being very friendly with the obscurely-moving bouncer, but 
this is another admirable setting of the four-corner echo task 
with varied play. Only the twinning in (d) is inferior to the 
First Prize. (Incidentally, the solvers' solution to (d) seems 
to be the correct one-the composer must have made a 
mistake. The alternative positions suggested by GPJ are 
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unsound.) 
First Hon. Mention: 88 Bartel. [with wPc3] An 

ingeniously simple fairy promotion cycle, very profession-
113 El. & Er. Bartel 124 George P. Sphicas 
First Prize, VC 1991-92 Second Prize, VC 1991-92 

h*3 (b) Ffl-+a3; (c) -+b7; Series s*14 Circe, Neutrals 
(d) -+fS Fers n, Royal Gnu dl 

Solutions: 
113 Bartel & Bartel. (0 = Royal Onu, F = Fers) 

(a) l.Ge3+ Ke4+ 2.0g4 Kf3+ 3.Gbl Fg2:;a!: 
(b) l.Ge3+ Kd4+ 2.Gc2+ Kc3+ 3.0al Fb2:;a!: 
(c) 1.0a2 FcS 2.0b5 Kc6+ 3.0aS Fb7:;a!: 
(d) 1.0f2 Ke6 2.0g5+ Kf6+ 3.0hS Fg7:;a!: 

124 Sphicas. 
I.Kxa2 (a7) 2.aS=nB 3.bxaS=nR (nBcS) 4.nRxa5 (a7) 
5.aS=nQ 6.nQb7 7.nBd7 S.nRd5 9.Kxa3 (a7) IO.aS=nS 
Il.nSc7 12.nBb6 I3.nBa5 14.nSxd5 (nRaS)++ nRxa5 
(nBcl):;a!: 

96 Wong. (BO = Bouncer) 
" (a) l.Ke4 BOdI 2.Kf3 B0d2 3.Kg2 Af4 4.Khl Bh2= 

(b) l.Kf6 BOd3 2.Kg7 BOg6 3.Kh7 BOgS+ 4.KhS Ae6= 
(c) 1.Kd4 BOdI 2.Kc3 BOc2 3.Kb2+ Ad3 4.Kal BObl= 
(d) l.Kd6 BOdS 2.Kc6 Af8 3.Kb7 BObS+ 4.KaS Ad6= 

88 Bartel. (A = Antilope, GI = Oiraffe) 
l.al=G 2.0xc3 (c7) cS=A:;a!: l.al=A 2.Axd5 (d7) dS=N:;a!: 
l.al=N 2.Nxg4 (g7) g8=GI:;a!: l.al=GI 2.0Ixb5 (b7) bS=G:;t: 

Solutions: 
70v Mihalek. 

Help interchange in 2 
Neutrals; b) dl +-+d4 

ally constructed: only the theoretical minimum of material' 
is used. 

96 Peter W ong 
Third Prize, VC 1991-92 

88 Erich Bartel 
First Hon. Mention 

h=4 (b) Ab6-+g4; (c) -+bl; Sh:;a!:2 4.1.1; Circe Malefique 
(d) BOb3-+d7. Royal Alfil h6, Giraffe b2, Antelope cl 

Q Bouncerb3 
nota model. 

Third Hon. Mention: 73 M. Olausson. One of 
those entries both unorthodox and good, with a strong 
paradoxical flavour. With neutrals you would expect at least 
two solutions (with Black and White reversing their roles), 
and you would expect the converse interchange in (b) to be 
solved as in (a) but backwards-and none of this really 
happens due to the cleverly placed Ks. 

Fourth Hon. Mention: 104 Zoltan & Bakcsi. 
The echoed play makes a fresh impression. I would have 
liked it even better if both solutions hadn't ended with the 
same move Kc 1. 

Fifth Hon. Mention: 97v N. Plaksin. [with 
Pb2-+ b3, Bd3-+ c4] The large board makes five Q 
uncaptures possible, preceded by one Q promotion in the 
West (bS), and three in the East (gS). The effect is rather 
orthodox; I believe more unusual things are possible on this 
board. 

First Commendation: 116 Wong. The problem 
must be almost impossible to solve, so I don't want to 
encourage composition in this style, but I am impressed by 
the two large tours of the board edge (clockwise and counter
clockwise) by the white R-bouncer. I also appreciate the fact 
that all S black Q-bouncers meet different fates in (a) and 
(b~nly the pairs fllh3 and gSlh7 are simply reflected. 

*0*0*0*0* 

h= 11 Two solutions 
"Superschach" Princess dl, e2 Bouncers, Royal BOal 

(PR = B+S = Princess, E = R+S = Empress) 
(a) l.KcS e6 2.Rc7 e7 3.Bb7 eS=Q:;a!: 
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(b) l.Rb6 e6 2.PRb7 e7 3.Kc6 e8=PR;t: 
(c) I.Bc6 e6 2.Kd6 e7 3.Ed7 e8=E;t: 

73 Olausson. 
(a) I.nBb2=nS nSc3=nB+ 2.nBd4 nSdl 
(b) l.nSf3=nB nBb3=nS+ 2.nSd4 nBdl 

104 Zoltan & Bakcsi. 
I.Qf3 Kc2 2.Ke4 e3 3.Bd5 Kcl;t: 
I.Bc4 Kb2 2.Kd4 e4 3.Qc5 Kcl;t: 

97v Plaksin. 
In Superschach two Princesses (B+S) join the initial array. 
Retract l.f2xQeI=Q+ BaS-d2 2.e3xQf2 Qb4-e1 3.d4xQe3 
Qb8-b4 4.c5xQb4 b7-b8=Q 5.b6xQc5 a6xb7 etc. 

116 Wong. (Q = Queen Bouncer, R = Rook Bouncer, 
K = Royal Bouncer) 
I.Qb6-b7 Ra8 2.Qb7-c6 Ra7 3.Qb5-bl Rxa5+ 4.Kb2 Ral 
S.Kc3 Rxbl 6.Qd5-dl Rxdl 7.Qf1-g2 Rhl 8.082-f3 Rh2 
9.Qh3-h4 Rxh4 lO.Qh7-g7 RhS 11.087-f6 RxgS= 
I.088-g7 RhS 2.087-f6 Rxh7 3.Qd4-hl Rh5 4.Qh3-g2 
Rxhl 5.082-f3 Rgl 6.Qf1-el Rxel+ 7.Kb2 Ral S.Kc3 
Ra2 9.QaS-b4 Ra4 1O.Qb5-c6 Rxb4 1I.Qb6-bS RxbS= 

Second Commendation: 69 E. Holladay. The 
greatest impression is made by the picturesque position, but 
the content is satisfying too: three very different mates 
united by the initial wK moves and by their 44not-quite
model" character. 

Solutions: 
69 Holladay. 

1.- Kc3 2.Kf3 Sd4+ 3.Ke3 Re2;t: 
1.- Kb3 2.Ke3 Re2+ 3.Kd3 Sf4;t: 
1.- Kc1 2.Kd3 gSe5+ 3.Kc3 Rg3;t: 

84 Nebotov & Tylor. (* = mated unit) 
1.084 (>2.Qb4;t:) Rc4(*b3)/Bc4(*c3)IKb41b5 
2.Sb3/Bc3/Qf5/Qb4(*b5);t: 

120 Sabol. 
I.QbS Rxc3 (c7) 2.RhS Kxh2 (h7) 3.bxc3 (Ral) Rdl;t: 

122 Bartel. 
I.Kel Gdl+ 2.Kfl Gd3+ 3.Kel Ge3;t: 
1.Kxd2 (GdS) Ge3 2.Kc2 Gd3 3.Kdl Gd2;t: 

110 Dragoun. 
(a) I.Gh3 BeS 2.Bc4 Bc6;t: 1.Lh3 Bg4 2.Se4 Be6;t: 
(b) I.Bh3 Be2 2.Gc6 Bc4;t: I.Sh3 Bg6 2.Le6 Be4;t: 
(Same solution for llOv with L=gG.) 

99 Plaksin. 

target, i.e. in the middle of the move-and not one move 
before as in orthodox chess. This is a good problem anyway, 
showing two specific square-vacations (b3 and c3) by black 
'selfmates'. The key is only perfunctory. 

Fourth Commendation: 120 F. Sabol. A spec
tacular man~uvre to clear hI for Rdl;t:, but in a single line 
of play only. 

Fifth Commendation: 122 Bartel. An exact echo 
differing only in the position of one piece (bK). The capture 
in one solution provides unexpectedly lively play. 

Sixth Commendation: 110 A 
Dragoun. The idea with the white 
and black play on c4/c6/e4/e6 com
bined with four unpins of Bh5 is 
excellent, but the construction is 
sloppy. The lions are not justified by 
the play, and it is in fact easy to save 
five pieces as in diagram (A). In that 
form, the problem would have been 
placed much higher. ~2 (b) SdS-+d6; 

Seventh Commendation: 99 Plaksin. Four 
corner Q promotions, an amusing idea, but Queens (rather 
than Rs) are not forced by retro arguments alone: the 
solution would still be unique with rooks on allhS in the 
diagram, and only the extra condition about minimum R 
moves stops rook promotions on a81h 1. 
Stockholm, March 1993 Kjell Widlert 

~~~~~~~~~~~~~~~~ 

h;t:3 Two solutions h;t:2 Two solutions 
(b) Sd8-+d6; Lions 

Retract I.g7xRhS=Q++ b2xRal=Q with Ph7--+hl=Q, Pa2--+ 
a8=Q. Thus the original Rooks did not move, with Rg6 a 
promoted pawn which moved once from gS. Q-promotions 
on all 4 corners. 

Computer tested are: 113, 88, 70, 104, 69, 120, 122, 110. 
Please test the remaining problems! Send all claims of cooks or 
anticipations to the problem editor by December 1st. A prize (a 
year's subscription to the USPB) is offered for the best set of 
cooks (speed being the tie-break). 

Apologies to all participating composers for the late 
appearance of this award, which was submitted in a timely way 
by the judge. George Jelliss had been planning to publish a 
special issue with the remaining awards, and other loose ends, 
but this proved impossible. 
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CHANCELLOR CHESS 
lan Richardson suggests chess with two 
Chancellors per side. Out of the many 
possible opening set-ups he likes: 
a) 8x8 board; the two Chancellors replace 
a Rook and a Knight. 

Black - RCBQKBNC 
White - CNBQKBCR 

b) I Ox8 boar~ the two Chancellors are 
extra. 

Black - RNCBQKBNCR 
White - RCNBQKBCNR 

He considers that Makolm Home's 
set-up is good for Chancellor Chess on a 
9x8 board with just one Chancellor. Two 
Chancellors could be used on a 9x8 board, 
but it is difficult to know which piece to 
replace. 
Editor: The Quem is tJw. obviou choice 
for removal. The array WOIIld then be: 

Black-RNCBKCBNR 
White - RNBCKBCNR 

Mslcolm Home mentions that (b) is 
probably just a less interesting form of 
Capablanca Chess. In this form of chess 
the Chancellor and Archbishop (B+N) are 
used on a IOx8 board, (see fC6). 

He adds that maybe both <a> and (b) 
suffer from introducing too many major 
pieces and thereby upsetting the balance 
between the weak: and the strong. 

• 
BOUNCY CHESS 

From Bob Newman: 
I played through the game from issue 

10, and liked it a lot. I am not sure about 
the rules though. The Knights are not 
bouncing at all~ they are getting two 
moves for one when they are at the edge 
of the board. And the Kings and Bishops 
are bouncing wrongly. And so is the 
Archbishop who I met once. They would 
be 'righf on a Chinese Chess board, but 
western pieces move on the squares, not 
on the vertices, (let us pause a moment to 
enjoy the notion of a bouncy Elephant). So 
a truly bouncy Bishop moving from dl to 
hS, through the centres of the squares, 
would hit the edge of the board where h5 
meets h6, and would rebound into h6, and 
on to g7 and ts, where a further rebound 
could take it to cS, d7, and so on. The 
bouncy Bishop could change from white 
squares to black, or vice versa, each time 
it bounces. This must make our Really 
Bouncy Bishop quite powerful. 
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I can't see that thece is any such animal 
as a Really Bouncy King, but the Really 
Bouncy Bishop appeals a lot. As tOr the 
Really Bouncy Queen, perlJ.aps she is just 
Illouch loo potent. 
Editor: To recap. - in Bouncy Chess the 
Queens, Kings and Bis/wps can bounce 
off vacant edge sqruzres at ~, Knights at 
any angle, Pawns and Rooks not at all. 
You cannot escape zugzwang by 
rebounding to your original position. 

Although no-one semu interested in 
playing this variant, I like it It is maybe 
over-complex. Perhaps i1J§1. allowing the 
Bishop (ordinary or RBB) to bounce, 
would make it more popular. Or not 
allowing the Knight to bounce. 

• 
PROGRESSIVE CHESS 

Also from Bob New-man: 
Is not the ban on ca.'ltling acros.oo: check 

just another instance of the 'en passanf 
principle? I never did understand why it 
should be illegal to castle out of check, 
though. This seems morally 
irreproachable to me . 

The rules for Progressive Chess state, 
'En passant is only possible if the double 
pawn move has not been continued fUrther 
forward, and the en passant capture has 
to be made on the first move of the next 
sequence'. TIle castling rule may be 
consistent with the c.p. principlc, but this 
certainly isn't. I therefore propose to an 
unsuspecting world Progressive En 
Passant Chess <PEP). 

Rules are as for Progressive Chess, 
except that all the following pieces are 
vulnerable to e.p. capture: 
a) A pawn making its initial 2-square 
move can be captured as if it had moved 
only I square, as in standard chess. 
b) Any piece moving more than once in 
the same sequence which alighted on 
squares where it was ell prise, ego N 
moving from b 1 to c3 to d5 could be 
captured e.p. on c3 by a R on c6. 

Several ep. captures may be possible at 
the mart of a sequence. Each ep. capture 
must be made by a piece, to which pieces 
were en prise en route to their destination. 
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A single non-ep. move removes the riibt 
to make any more ep. captures in that 
sequence. 

Of course any 'posthumous' captures 
made by a piece taken ep., remain valid. 

Under the PEP rules the game between 
David Murphy and Patrick Donovan in 
VCI is not fwished. 

David Murphy - Pldrick Donovan 
1st UK Postal Progressive Chess 
Tournament 1988189. 
l.d4 
2.dSNf6 
3.Nc3NO BgS 
4.Ne4 Qd6 Qg3 Qxf2# 

Here Murphy can play 5.hxQg3 ep., Rh6, 
&16, Nxd5, Nxc7# (Black cannot capture 
the Rook ep. at h6 because he is in check -
from the N that cannot be taken, ep. or 
otherwise.) 
Editor: An interesting idea? 

• 
MUTATIONS 

From Paul Byway 
Following on from the idea of replacing 

the Queen by a Chancellor, how about a 
list of allowed mutations? 
For example: 
R » Lance, Cannon 
N » Chinese Knight, Nightrider 
B » Alf1l, Courier, Cannon 
Q» .Amazon, Chancellor, Mann, Fers 

I also fancy replacing the Queen by a 
Corona (Knight + Courier). 

The idea would be to have a tournament 
and choose ~ mutation before each 
round - perhaps by chance. 
Editor: I like this suggestion. It would be 
a good way to introduce chess variants to 
'non-believers' at a chess congress - as a 
special event. 

• 
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The Mad Mate tournament mentioned 
in VC13, which took place in 1980, was 
organised by Raymond Keene and Andrew 
Wbiteiey. The final scores were: Murray 
Chandler 3, Andrew Whiteley 2, Roger 
Lancaster I, Tim Leeney O. Here are three 
more games from this event published 
with permission from Games & Puzzles. 

In Mad Mate normal chess rules apply 
except that captured men change sides 
and are kept in hand as in Shogi. A man 
in band may be dropped on the board onto 
any vacant square, this counting as a 
move. Pawn promotion is only to 8 man 
which the opponent hac; in hand. The 
asterisk denotes 8 dropped piece. 

Tlm Leeney - Roger Lancaster 

1.04 cS 2.NO Nc6 3.Bc4 Nf6 4.Ng5 d5 
5.exd5 NaS 6.Qe2 Nxc4 7.Qxc4 Nxd5 
S.N*O P*ffi 9.P*e4 fxg5 10.exd5 Bd6 
11.().Q 0-0 12.Nc3 B*a6 13.N*b5 Bd7 
14.Rel ReS 15.84 g4 16.No4 gxf3 17.Qb3 
B(a6)xb5 IS.axbS N*<14 19.Qd3 Bxb5 
20.c4 N*f4 2t.Qc3 Nde2+ 22.Rxe2 
Nxe2+ 23.Kfl R*gl mate. 

Andrew Whiteley - Roger Lancaster 

1.04 e6 2.<14 d5 3.Nc3 dxe 4.Nxo4 P*d5 
5.Nc3 BM 6.Bd3 cS 7.Be3 c4 8.Be2 Nf6 
9.BO Qa5 10.Ne2 b5 11.0-0 Bxc3 
12.bxc3 Nbd7 13.g4 Nb6 14.g5 Nfd7 
IS.ReI N84 16.Bf4 Nxc3 17.Nxc3 Qxc3 
IS.N*c7+ Km 19.Bxd5 N*h3+ 20.KD 
Nxf4 21.BxaS N*d2+ 22.Qxd2 B*h3+ 
23.P*g2 g6 24 R*e8+ Kg7 25.P*h6 mate. 

Mumy Chandler - Andrew Whiteley 

1.c4 g6 2.<14 Bg7 3.Bc4 d6 4.NO Nf6 5.c5 
Ne4 6.Nbd2 Nxd2 7.Bxd2 d5 8.Bb3 Bg4 
9.h3 BxO 10.Qxf3 N*o4 Il.N*g5 Nxg5 
12.Rxg5 N*o4 13.R*h6 Nxg5 14.Rxg5 
N*e6 15.Be3 c6 16.0-0 0-0 17.RadI 
Nd7 IS.c4 Nb6 19.cxd5 cxd5 20.P*h6 
BhS 21.N*c3 P*o4 22.Qg3 ReS 23.N*h5 
Qd7 24.Nxo4 dxo4 25.Bxe6 fxe6 26.P*g7 
Rf5 27.N*f4 B*g5 2S.gxhS*B Bxf4 
29.Nxf4 Rxf4 30.Bxf4 N*e2+ 31.Kh2 
Nxg3 32.fxg3 N*f5 33.Bg7 Nxg7 34.bxg7 
Kxg7 35.Bh6+ Kxb6 36.N*g4+ Kg7 
37.R*f7+ KhS 3S.B*g7+ Resigns. 

• 
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DRAGONFLY 
By Christiaan Freeling 

'Mad Mate' is very similar to the game 
of Dragonfly which has been sent to me by 
Christiaan Freeling. the well-known 
games inverrtor from the Netherlands. 
Christiaan considers the game as one of 
his most deadly efficient chess games. 

Dragonfly is a 7x7 chess game featuring 
King, Pawns, and a set of pieces based on 
the Rook I Knight I Bishop moves. All 
pieces (except King and Pawns) are 
double-faced, showing the same piece in 
either colour. Captured pieces are 
reversed and may be re-entered as in 
Shogi. 

Because pieces MC always in the game, 
(either on the board or 'in hand'), but 
pawns disappear when captured, the 
balance will eventually turn one way or 
the other. Draws are extremely rare. 

The game has 2 Rooks. 2 Bishops, and 2 
Knights, which are as in Chess. but for 
the dropping option. The King is as in 
Chess. Pawns are basically Chess pawns, 
but lack the option of an initial double 
step. They are promoted upon reaching 
the back rank, to any piece the opponent 
has in hand. If the opponent has no piece 
in hand, a pawn may not move onto the 
back rank. 

A piece in hand may be entered on any 
vacant square at the cost of a turn. 

Castling is as in Chess. 

Two sets of Chess pieces are useful. 
Caplured pieces MC lhen exchanged for 
the same piece in the other colour. 

As one can see the rules are almost the 
same as 'Mad Mate'. The Queen has been 
eliminated though and this seems a good 
idea. In the original Shogi there is no 
piece with the range of the Queen -
aldlough the promoted Rook alrd Bishop 
have enhanced powers compared with the 
originals. 

It is surprising that Chessgi type games 
are not played more often. Play is 
complex. and interesting. Draws are rare 
too. In fact it would be all ideal way to 
decide tied World Championship 
candidate matches. 

Apr. Sep 1.994 

OBITUARY 
ROBERTO MAGARI 

EterosctICco reports tbe death of 
Roberto Magari. He was born in 
Florence in 1934. and died in Sienna iD 
1994, after a grave illness. 

He was one of the founding memben 
of tbe Italian Heterodox Association 
(AlSE) in the middle 19705 and 
contributed numerous articles to 
EterOSCtICCO on Progressive Chess and 
especially Vinciperdi. He was the very 
fint winner of the AISE Progressive 
Cbess Championship in 1975, and be 
tied for the 4th Championship in 1978 
with Mario Leondni. In Vindperdi he 
won the fint AlSE Championship in 
1975 and followed this up by wbming 
the 2nd, 4th, 7th, 9th, and 10th (equal 
with A1do KustriD). This last was in 
199112. In the lit Heterodox Olympiad 
be was a member of the ItaUan fint 
team, and scored 6 112 points out of 8 in 
Vindperdi. In Italian Progressive 
Cbes. be played in 152 recorded games 
attaining a success rate of 64.J8-J .. 

He was an exponent of 2.Nc6 d5 to 
1.04 in Italian Progressive. gaining 
many notable victories. This defence 
was named the Sienna Defence, after 
the town where he lived. 

He was the co-author with Mario 
Leoncini of tbe book MIUUUIl.e di 
SctlCchi EterOtWssi which was published 
in Sienna in 1980. 

Roberto Magari was a mathematician 
of tbe highest class. He gained a degree 
in mathematics at Florence; afterwards 
he attained the highest seat in logical 
mathematics in Italy. He had the 
distinction of having introduced tbe 
study of logical mathematics into Italy, 
(logical formulae. logic of mathematics, 
mathematics of logic etc.). He obtained 
an international reputation by 
inventing a form of algebra which 
carries his name. He was much 
influenced by Bertrand RusselL He was 
also interested in the problems of 
morality, writing two important works: 
Morale e Mdamo,ale and VII Approccio 
ProbabilisUco tU Problemi Morllli. 

In a moving tribute in Eteroscacco, 
Roberto Salvadori pays tribute to his 
extraordinary capadty for the 
generalisation of problems, for his 
acute originality, and great inteUectual 
honesty. He finishes by laying that he 
feels he has lost a part of himself. 
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r ,----11 lETTER 7P BOX! 
VARIANTS OF CHESS 

From George Jelliss (Hastings) 
I was amused by the fine distinction of 

Ueorge Hodges (V<..11 p.47) between 
Variants of Chess and Chess Variants. 
This made me think or Men or Kent and 
Kentish Men. I can never remember 
which are north and which south of the 
Medway! "Variant Chess" is the study of 
the effects of changing the rules of chess, 
either singly (monovariants) or in 
combination (multivariants) and the 
history of such changes. Could I appeal to 
inventors of new variants to have the 
courage to see the consequences of their 
new rules through to the logical 
conclusion? In too many cases it seems to 
me that they have a good idea, and then 
spoil it by hedging it about with all sorts 
of provisos. 

XiaDgqi Piece Names 
Paul Byway (VC13 p.78) proposes 

changing the translations given to the 
names of the Chinese pieces on the 
grounds of respect for Chinese culture, but 
surely it would show greater respect if we 
simply used tnmslitendions or the 
Chinese names, at least of those pieces 
distinctive to Chinese chess. This is 
indeed already done by problemists who 
call the Chinese knight the Mao and the 
Chinese cannon the Pao. Paul appears to 
agree at one point that Rook (derived 
from Persian for Chariot) is an acceptable 
name for the Chinese piece, which has all 
the properties of the nonnaI chess rook. 
On the same reasoning then the mediaeval 
names. still used by problemists. Fers 
(meaning counsellor) and AIfil (Arabic 
version of the Persian for Elephant) are 
equally acceptable for the corresponding 
Chinese pieces. The problcmist's name for 
a piece that moves one square 
orthogonally is Wazir (taken from a piece 
in Timur's Gt-eat Chess). This leaves us 
with only the Chinese pawn to name. The 
Chinese have two names for it Ping and 
Tsu. To avoid two pieces beginning with 
P we arrive at Tsu. 

The above proposed names for pieces 
in Chinese chess follow the general 
principle that the earliest name for a piece 
should be preferred to later suggestions, to 
avoid proliferation of unnecessmy names, 
or multiple meanings. The name 
Elepbant has been given confusingly to 
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numerous different pieces. May I make a 
plea that it be used in variant chess for the 
Fers with forward Wazir move? This is 
the Elephant as used by Rudrata 
(c.900AD) and in Burmese and Thai chess 
(and apparently. if Mr Masukawa's 
interesting theories are correct. the source 
of the Gin in Shogi). The Fers move 
symbolises the Elephant's legs and the 
Wazir move his trunk and tusks. The slow 
movements of this piece are also far more 
pictorially appropriate to an Elephant than 
the great leap of the AIm. is. 

• 
ASIAN XlANGQI FEDERATION 

From David W.Woo (Editor of Xiangqi 
Review) 

On the name translations of the pieces. I 
remember a newspaper article that I read 
dated around the time of the last Asian 
Cup Tournament (November. 1992). Tt 
was an interview with the cmrent AXF 
secretary (and also president of the 
Singapore Chinese Chess General 
Association) CHAN Fook Loi. He was 
quoted announcing the word (acronym) 
"C-H-A-R-G-F ..... 'i" for the ReveI1 types of 
Xiangqi pieces. The word also signifies, 
he said, how the game will forge ahead 
(charges) outside of Asia and into the 
world. So apparently now the Rook 
(previously Chariot), CaIlDOD (formecly 
Gunner). Soldier (fonnerly Pawn). and 
General (previously King) have been 
designated; while Elepbant and Horse 
remain unchanged. and the A now is for 
Advisor, not Assistant any more. 

While this kind of change seems sudden 
and irrational, I can tell you from my 
experience. that is the way they do things 
in the AXF. They would often annolmce 
or adopt some system. and then change it 
overnight. without reasons. But then the 
most outrageous thing is that they would 
not even have the courtesy of informing 
other promoters. who are doing their job 
tor them. on these abrupt turnarounds. 
When I was among the members of the 
AXFs two wmmiUees. I got. Cliughtll few 
times. I was sending out information over 
here in the US and Canada. as they 
requested, and then learnt from other 
~ that the system had changed, 
causing a lot of embarrassments and 
confusions. That's the chief reason I 
decided to cut my ties with the AXF. The 
sad thing is that the majority of WXF 
(World Xiangqi Federation) staff are also 
from the AXF. so it will be the way things 
will be handled for times to come. 
Basically. there are simply too many 
politicians in Asian organizations. and the 
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majority of the "management level" 
people just do not care too much about 
Xiangqi outside of Asia. in spite of their 
mottos. To internationalize the game, I 
don't think we can rely much on Asian 
promotion efforts. We just have to take 
charge and do things as we see fit. 

• 
VlNCIPERDI 

From John Beasley (BCM Problem Editor.) 

I prefer the name 'Losing Chess'. When 
we played it at school in the tifties 
stalemate was a win for the player 
stalemated and tlle same seems to be true 
of the game as played in the 30s. 
Ed: This is the NOST stalemate rule. 
However AISE has made stalemate a draw 
since iLs VP championships started in 
Italy ill 1975. Now from Eteroscacco a 
study by W.Dittman using the NOST rule. 
White plays and wins. Solution next iSSIJe. 

• 
SUPER-PAWN 

From Stefanos Pantazis 
The term 'Super-pawn' is already in use 

(since 1967 - invented by Dr. Spec:kmann) 
in fairy chess to describe a pawn that 
moves any number of squares 
orthogonaIly forward, and captures by 
moving any nwnber of IIqlIIIfeS diagonally 
forward. Moreover. a combination of 
BeroIina and orthodox pawn (without any 
promotion restrietions) has been used 
(since 1969) under the name 'doubler' or 
'twin' pawn'. The current name seems to 
be 'complete pawn'. 

Editor: Michael Keller (WGRIO) 
mentions another 'Super-Pawn Chess', 
where the 'd' and 'e' pawns can move and 
capwre up to 3 squares forward or 1 
square sideways. 

ERRATUM 

Stef.nos Pantois also points out that on 
page 77 of VC13. the Super-Pawn mate in 
5 in the last column is cooked. "Inere is a 
mate in 3: 
l.axb6 Kb8 2.00 Kc8IK.a8 3.bxc7/cxb7# 
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CHINESE CHESS 

11th European Champioship 
This will be held in Holland on 24-25th 

October at Sporthallen Zuid, Ijsbaan 9, 
Amsterdam. Please contact Mr.Ding Wa 
Chong, Oltmanstraat 20, NL-3842 ZX 
Harderwijk, Netherlands, for more details. 

Other events: 
20 - 21 August - Jarvenpaa, 2nd Finnish 
Open. 
Write to: Raimo Lindroos, Aholruja 2, 
04430 Jarvenpaa, Finland. 

For a full list of future Chinese Chess 
events across Europe write to: Franci.s 
Corrigan. 7 rue des Batignolles. 75017 
Paris. France. 

ITAUAN PROCRESSIVE CHESS 
AlSE P.RBASE Venion 3.0 

This is the lal.est version of the 
PRBase dated April 1994. This current 
version has 9090 games compared to the 
previous version dated November 1992 
which had 7791 games. Italian 
Progressive is the most widely played 
postal variant. It is easy to see why: play 
is complex and exciting with surprising 
turns; and games are over comparatively 
quicldy. It is ideal for postal play. 

Version 3.0 can be purchased as a 
packed 160 page spiral-bound book; or as 
a floppy disc. The games are sorted into 
opc:nings.. and to pinpoint any particular 
line there is an easy-to-use index. Players' 
records are also listed. From these indexes 
onc can find interesting statistics. 

For pioneers 1.13 and 1.h3 have still to 
be played on move 1. 

Out of the total number of games White 
has won 51%. Black 45.6%, Draws 1.7%, 
Unfmished games 1.']0/0. 

Renato Salvadori has played the most 
number of games, 600. achieving 55.58%; 
closely followed by Alessandro Castelli -
593 games, 60.88%; and Roberto Cassano 
- 533 games, 68.48%. The best overall 
performance seems to be that of Mario 
Leoncini who has achieved 80.19% over 
371 games, while the late Guiseppe 
Dipilato achieved 75.85% over 443 
games. Out of the present Italian experts 
Deumo Polacco has 77.98% from 361 
games; Luca Stefanelli 78.12% from 128 
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games and Giancarlo Buccoliero 77.08% 
from 168 games. The prolific variant 
games player, Aldo Kustrin. has a 
swprisingly low percentage of 28.92 from 
325 games. 

All the above players are Italian. Special 
mention should be made of the husband 
and wife partnership from the Ukraine; 
Jaroslav Gadzindkij has 78.28% from 145 
games, while Rasa Gadzinskaja has 
74.83% from 145 games. There are few 
British players. From these Steve 
Boniface has 59.09% from 22 games; 
Patrick Donovan 52.78% from 36 games; 
George Jelliss 37.50% from 56 games; 
and John Sturgcss 31.82% from 44 games. 

This book/disc is highly recommended 
for serious players of Italian Progressive 
Chess. It is probably essential if anyone 
wishes to lock horns with the top Italians 
in international tournaments. 
The price is most reasonable. 

Floppy disc version: 10.000 Lire. 
nook version: 25.000 Lire. 

Write to ACastelli, 62010 Villa 
Potenza (MC). Italy. 

ITALIAN PROGRESSIVE CHESS 
VC Tournament 1993/4 - Final Scores. 

IR JT SB PA IS TOT 
I.Ricbardson - 10 11 11 11 7 
J.Tolonen 01 01 11 11 6 
S.Bonifacc 00 10 11 11 S 
P.Archer 00 00 00 11 2 
I.Smith 00 00 00 00 0 

AISE POSTAL INTERNATIONAL 
CHAMPIONSHIPS 

4th Team Championship (3 plaver) -
Italian Progressive Chess 

If anyone would like to play in this 
please let me know. I will fit players into 
teams. The starting date of the tournament 
is 1.l0.94, so let me know well 
beforehand Entry is free. More than one 
team can be entered. 

The rules of this variant have been 
given in previous issues of VC, but I will 
send them lo IIDYbody 00 request 

CHANCELLOR CHESS POSTAL 
TOURNAMENTS (see VCI3) 
The following entries have been 

received: 
Chancellor Chess: Brian Grant, Deana 
Morris, Paul Archer, Malcolm Home, 
TobyHowes. 

Progressive Chancellor Chess: !an 
Richardson, Paul Archer, Peter Wood, 
Toby Howes, Marco Fabbri (Italy), Aldo 
Kustrin (Italy). 

Play commenced on the 1st August. 

Apr. Sep 1994 

COMPUTERS 
Novag Chinese Chess (about £80). 
Write to: Eureka Electronics Ltd., Unit 4, 
Hove Business Centre, FonthilI Road, 
Hove, East Sussex BN3 6HA. 

Software Programs 
Oxford Sofuwrks - Intelligent Strategy 
Games 10. includes Chinese Chess. Price 
around £35. 
Write to: Oxford Softworks. Stonefield 
House, 198 The Hill, Burford, 
Oxfordshire OX8 4HX. 

Battle Chess 2 is a (weak) Chinese Chess 
program available from computer software 
outlets at around £25. The OS program 
above is better value. 

Shogi Master Although far from perfect 
this is the only Shogi program available in 
this country. Price about £35 from Ishi 
Press International Ltd, 20 Bruges Place, 
Bayes Street, London NWl OTE. 

ERRATA 
The Rev'd P.R.Kings has pointed out 

that in VCIl. page 63. the names of the 
Gennan magazines should read Problem 
Kiste (Kiste means chest or box) and Die 
Schwalbe (the swallow). 

SOLUTION 
Chinese Chess position on p. 78 of VC13. 
l.Ra8+ Gd8 2.ReO+ Ge9 3.e7+ Kf8 
4.Rxd8+ Gxd8 5.Re8+ Nxe8 6.f1 mate. 

• 
Chinese Chess 
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Red to play, mate in 5. Solution next time. 
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PROGRESSIVE 
CHESS 

Progressive chess is where the number 
of moves at each tUnt is increased (or 
sometimes decreased) Itccording to a 
fontmlu. llle French expert on 
unorthodox games, Joseph Boyer 
( 1895-1961 ), suggested the name 
progressive chess, and said it was known 
in Frunce us Scotch chess because 
Znosko-Borovsky noted that he had seen 
it played when he visited Scotland in 
1947. Ken Whyld says the gmne is also 
known as 'Blitzkrieg' (lightning wur) 
because of the short, devastating nature 
of the play. Progressive chess can be 
broadly divided into two categories. 

I) Ordinury chess mles apply except 
for the 'progressive fonnula' and various 
other particular conditions. 

2) ~;, Chess variants pluyed to u 
'progressive fonnula', with muybe other 
particular conditions. 

In category (2) any chess variant can be 
played us progressive chess, und many 
have been, lor example Chinese chess or 
Shogi (sce VC4 p.42) and Chancellor 
chess. Onc motive for pluying chess 
variants this way is for players to get the 
feel of a variant without the need for a 
long game. 

I am going to address category (I) in 
this article. 

Scottish chess is the basic lonn of 
progressive chess. White makes one 
move, Black replies by making 2 moves, 
White makes 3 moves .... and so on. 'Illc 
number of movcs a player has increases 
progressively until the game finishes. A 
player may not expose his own King to 
check during aseries, and must gel out of 
check with thelirstmove of his series, or 
he is checkmated. When a player gives a 
cheCK he loses any further moves in that 
series. If a player mns out of legal moves 
belore making his allotted nUlllber of 
Illoves, the game is druwn, by stalemate. 

Italian progressive, adopted by the 
Italian Heterodox Association (AISE) for 
its tOlllmllnents over tIluny yeurs, 

incorporates a so-cal\ed Ilaliall mall! into 
Scottish chess: if the only move(s) to get 
out of check would put the opponent ill 
check before his required numher or 
moves is cOlllpleted, the player in chcd, is 
'muted', Here is an example from u gume 
between ACustel\i und Paul Novak. 
White has just played his series 7, imd 
nIack is mated Ilulian-style - he CUll only 
avoid nonnul mate by playing h6, which 
checks the White King. 

An en passant capture is allowed. If a 
. pawn mukes a double step, docs not move 

further in the sUlne series, and the slJuure 
behind it is unoccupied ut the cnd or the 
series, the opponent I\IUY cuplure it on the 
first move of the f()l\owing series. 

A draw can bc claimed if 10 series puss 
without u capture or a pawn move, unless 
onc side can demonstrate a Ii:)rced win. 
This rule hus the same motive as the 50 
move rule in chess. 

Huliun progressive is very populur, 
especially in Hilly where there have heen 
championships hc\d since 1973, und il hus 
been u vuriunt in both of the Ilelemc.lox 
Olympiads organised by AISE. I have 
used the AISE mles Ii:)r the recent Variallt 
Chess postal touOlUlllent. 

English progressive wus invcnted by an 
unknown Englil;h pluyer. It is 1111 event in 
the current 2nd. Ilelerodox Olympiud. The 
main c.Iillcrence between this und Huliun 
progressive is thut in ellch turn evc.:ry 
mobile piece lIlust have moved ollce 
beli:)re any cun move a second time. As in 
Scottish chess, when u pluyer gives u 
check he loses any further moves in thut 
tUnt. A plllyer muy not expose his own 
King to check ill any of his series or 
moves. If a player moves illlou stulelllute 



page 98 

position belore completing his series, the 
game is u dmw. 

Multiple sequence moves (where pieces 
can move a second or more time) nommlly 
~Io not begin until well into the game, 
(perhaps series 10 or so). 'Ille game Ulen 
clln become complicatcd, in foct at times 
unhclievuhly complicated, and sometimcs 
it hus hecn suid, ulUlIlalysable. In MichacI 
Kellcr's World Game Revit!w 10, Tony 
(iurdner olTers several tactical hints. 

11 i.~ qllife legal 10 block or pill olle~f 
011'11 IlIIil.~ 10 elld a .~eqllellce mort! qllickly. 
gaillillg I!xlra II/m'es Jor pmmillelll pieces. 
1I i.v possill/e 10 move a Wlillwice ilia row 
if YOII mOl'I! if a.~ lire la.vl move oJ olle 
sel/lllmce. allll lire firsl move (if Ihe /lexl. 
III lire midcllegall/e alld elldgame. placillg 
YOllr Killg Oil a file a((jacelll 10 all 
opposillg pawlI. wlrere lire pawlI will give 
cltl!ck wlrell il ad"mlce.f. C(III elld lite 
(lPPollelll:v IlIm early. Fillally. he alerl 10 
IIII! po.~.vibilily (if IlIIdeI1,romolim, 10 avoid 
a IIml-elldillg clreck. 

Ilcre is a game takcn from I!teroscacco, 
with un instructive commentary. 
.1.J.McCallion - .1.McCurty C)-I (1989) 
(Nole.v by.l . .I.McCallioll) 
I.d4 
2.g6 Bg7 
3.c3 Bc4 Nd2 
4.d5 e6 115 Bd7 
5.113 BII2 Nb3 Ne2 Bd2 
6.114 b6 c5 Bh5 Nc6 Nf6 (Wlrite:r hopes 
(if IlIler blockadillg lire qll(!ellside (10 gaill 
/!xlra mol'l!.~ hecalt.ve (if hi.~ immohile 
piece.v) are Ilrwarleel by lJIack:r 'a' pawlI.) 
7.13 Kfl Nf4 c3 Qc2 Bel Net (Rallrer 
11r(1II ca.f/k I pr/ft.!r 10 Irave lire King 
ready 10 he 'c1reckl!d' by ellemy pawl/.v. 
IIIII.~ ab",plly eliding lire oppo//(ml:v 
.veqltellce. I/owever alllrollgh lhi.v varialll 
i.f nlllclr 'qllit!ler' llrall Italiall progre.uive. 
Olle nlll.vt 1101 expo.ve tire Killg loo mllclr ... ) 
8.c4 Ne7. Bd7 g5 Qc7 h5 0-0-0 Rh6 
(Wlrite see.' a way to will IJ/ack:, Qlleell. 
lIml doe., lIollresitale .. .) 

9.Qhl Nb3 KgI Bg3 Nh3 e4 f41 fS Bxc7 
(Sltclr blockade., "re Iypical oJ Ellglislr 
progressive: Wlrite. lI'ifh two move.' left. 
cml :vlarl' agaill.) 
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10.cxh3 Kxc7 g4 Rhh8 Bh6 eS BhS h4 
NhS Nc6!! (Black:, respollse proves Ihal 
W/,ite:, 91h was Slllpidly greedy alld 
lackillg ill posiliollal il/.viglrl. /J/acks 
'Nh5' is especially good: if W/,ile plays 
Kf2 ill lire hope oJ beillg clrecked by Ihe g' 
pawlI. lJIack will m'oid Ilri.f by ... Ng3! 
After mltclr allaly.vi.f. I cO/lc/llded Ilral I 
Irad al leasl a velY difficlIll game allcl 
C01l1d ollly make Ihe best oJ a bad job.) 
II.c4 f6 Kfl Rgl Nfl Qel Rdl h3 g3 
exdS Bxb3 (/1,e black 'a' pawlI is 11011' 
re/t!ased. thlls /orcillg JJlack 10 IIse all his 
piece.f in Ihe .feqllellce or check earlier!) 
12.axb3 hxg3 gxh3 Nxd4 Bd2 Nf4 e4 
Rde8 Rh6 Bxc4+! (lJIack's posilioll is 
ol'envlrelmillg! Clearly lire elld i.f lIear.) 
13.Nd3 Rxd2 Qc1 Rxg3 KgI a4 d6+ 
(/J/ack 11011' reaps Ihe rewards oJ his bet/er 
jlldgemellt.) 
14.Kxd6 exd3 BdS Re2 Rxf6 Ng6 h2# 
(WitlwlI1 a male ill siglrl. /J/ack wo1l1d oJ 
cOIII:,e play ... Kc8 10 Jorce lire 'd' pa»7' 10 
clreck lIexl lime!) 
All excellelll example of lire power of 
positioll: tire wlrile Qlleell sllrvived. bill 
was lI.veles.v. 

Thcre hflve been ocher varieties of 
progressive chess, some of which are 
quite interesting. I pick out Scottish 
Modern chess. TIle mles fire the smne as 
Scottish chess with onc important 
exception. As in Scottish chess os soon os 
o ployer gives check he Io,ses any 
remuining moves he muy have in: that tum: 
bill also wlrell a lI/1it elld, its move 011 all 
attacked .fqllare. Howevcr if 0 piecc 
moves, cxposing u shielded piece to 
uttack, it doesn't cnd the tum. As MichacI 
Keller says, this is a trcacherous game. 
When a player becomes forced to put a 
piecc on un 'uttuckcd square' to remove a 
check, ond thus loses his remoining 
moves, the other player con guin u big 
initiative which can be dillicult to ward 
on: Here is a simple exomple: 

1st Italiun Chess Festivlll Venice 1990 
Plllyed ·over-the-board'. 
T.SIIIII - A.Castelli 
l.e4 
2.e6 Qf6 
3.d3 Bc3 Q13 
4.Nc6 NeS g6 Nx13+ 
S.Ke2 Nu3 c4 g4 Nx13 
6.Bb4 d6 Bd7 BIl4 115 Qxb2+ 
7. Nd211 
8.QxIII Qdl# 

l.d4 is a bod move. After 2 .... e6 I3b4+ 
then 3. Bdl (end of tum), 4.Nffi Ne4 Qf6 
Qxf2# (3.c3 or 3.Nd2 lose in similor 
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foshion.) 3.Qd2 and 3.Nc3 ~void 
immediate mates, but oiler 4.c6 Qa5 
Whitc's gomc is vcry bod. 

1.c4 2.e6 Qf6 is difficult to meet, eg. 

G.Scovero - A.Castelli 
AISE Grand Prix 1990 
l.c4 
2.c6 Qf6 
3.?? Bc4 Qc2 N 13 
4.Qg6 Qxg2 Nf6 Qxhl+ 
S.Qflll 
6.Qx13 Nc6 Nd4 Nxc2# 

DOUl English progressive and Scottish 
Modem progressive have been regularly 
feotured in the pages of Etcroscacco. 
There have been AISE chflmpionships in 
these variants since 1990. 

Ian Richardson has devised a new und 
intcresting fonn of progressive chess. 11lis 
game originated in response to my 
chollenge on page 59 of VC 12 asking 
readers to come up WiUl 0 good ond 
original game from: onc chess set, live 
dice, and onc doubling die. 

• 
DICEY DROPSY 
/Jy lall Rie/ran/soll 

'I11is is quite dilTerent from the usual 
dice games, such as UlOse reported in 
VCI2. It starts with an empty board, and 
Ule dice Uuows decide which pieces will 
be 'dropped' (in Ule Shogi sense). 111e 
player chooses the square for each drop, 
but the choice is restricted somewhot by 
the throw of Ule doubling die. TIlis idefl 
was prompted by the fuct that the highest 
number on 0 doubling die is 64, the 
number of squares on a chess board. TIle 
game is divided into two parts: I) dice 
Uuows and drops; 2)~, WiUl the 
usual aim of checkmate, without Illrther 
use of dice. Both purts of Ule game arc 
progressive. Now to Ule details: the' 
description can be read in conjunction 
WiUI the tables that follow. 

TIlis is a game for two. Equipment: a 
nonnol chess set ond boord; 5 dice of ony 
type, and I doubling die (numbers on 
faces are 2,4,8,16,32,64). I use poker dice 
and a 'doubler' from a backganunon set. 
I3efore playing you must agree which 
piece is indicated by each face of a die, 
ond decide who wiII be White. 

White throws onc die to decide which 
piece to drop, and the 'doubler' to decide 
which area of Ule board he can use. 
2 - his Iirst 2 nulks. 
4 - his Iirst 4 ranks. 
8 - anywhere on the boord. 
16 - his Iirst 2 liIes on lell. 
32 - his Iirst 4 liIes on lell. 
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64 - anywhere on the board. 
OUler restrictions: Pawns C!Ull1ot bc 

placed on milks I or 8; Bishops must be 
on different coloured squares. 

Black then does the same. 111en White 
UlfOWS 2 dice, Black the same, ete. (see 
tables). 'lllere is plenty of scope for 
initiativc in placing pieces (cf. 'Go'): for 
example, ol1e can gamble on Ule 
opponent's King being restricted to the 
edge of Ule hoard (this happens in the 
s:ll1lple game). A special rule is needed 
for the King: if it has not come up by 
throw 4, it must he dropped Ulen (as in 
the sample game). Note that multiple 
c!u:cks are allowed: Ule ultimate aim is to 
checkmate the King at this stage - sce the 
exercise at Ule end ofUle article. 

White moves first, only once. His 
priority lIlust be to get his King out of 
check, (if he cannot, und Black cun, Black 
has won; if neiUler has, Ule game is 
drawn). 'lllen Black moves - again only 
Q!!££. 'nlCII White moves twice, Black 
moves twicc, etc" until one King is 
chcckmated. 'I1le game will probably be 
short - it is intended to be a quick gume. 

Sample Game 

11lrows 

White 
1- Q 
2- B,N 
3 - K.Q,B 

64 
2 
2 

4 - P,P,B.R 8 
5 - K.K.Q,R,P 4 

Drops 

White 
1- Qe5 
2 - Be2,NIl 
3 - Kc2.Bd2 
4 - Rg7,Pb7,Pg3 
S - Rfl,Pa3 

Moves 

Black 
R 
B,B 
P,N.Q 

16 
8 
16 

Q,B,B,P 64 
B,B,P,P,N 8 

Black 
Rg5 
Bc3, BdS 
QgI,Ng4,Ph2 
Pb3 + Kb4 
NcS,Pa2.PdJ 

l.Kdl; Kxu3 
2.Qxc3,b8(Q); Bb7,al (Q)+ 
3.Qxul mute. (lllis ends the series us in 
English Progressive. It is not mate for 
mack.) 
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I think the game involves a good 
balance ofluck aud skill. 

In the ubove position Black is on his last 
throw: it is (Q,N) N,U,P,64. Where should 
he place the N,B,P so the white King 
cannot escape from check, but UJe black 
king can? There are 2 solutions. 

solutions 
'Il)! Aq sado)sa 5u!)! S.lI)OI9 saso) 410q UI 
·lkf~aa·IPN III 'Cqd'PS'lIN IJ 

• 
Dicey Dropsy hus some similarities to a 

variant featured in Hleroscacc053 from 
1990. 11lis is Bosley Progressive chess, 
named because it was invented by the 
New Zealander John Bosley. 

71,e 11tles are Ihe same as for Italiall 
Progrej.vive c,'less. wilh Ihe jollowillg 
differellces: 
I} At Ihe stal'l of Ihe gllme Ihe board i.y 
clear of pieces. 
2} Sellillg Ill) Ihe pieces. 

Move I. While commellces by placing 
7 of his pieces 011 tile board. mack replies 
similarly. 

Move 2. White places 5 pieces. Biuck 
places 5 pieces. 

Move 3, IVilile places 3 pieces. Black 
places 3 pieces. 

Move 4. While places his Killg. Black 
places hi.v Killg. 
3} Dllril/g seltillg liP' players may place 
their pieces 011 allY vacallt square.v, alld ill 
any on/er. with Ihe followillg exceptions: 

- Ihe King may not he placed 01/ Ihe 
boarel until move 4. 

- pawl/s may be placed ollly 011 the 211d, 
3nl. or 41h rt/llks. 

- olle Bishop ml/.fl he placed 01/ a white 
square ami the other Oil a black slJuare. 

- 'he Queell mll.f1 he placed 011 Ihe board 
durillg move I. 
4} Ollce the pieces arc ill place, tlte game 
plVper comnlf!llces liS ji:Jr /taliall 
Progressive chess, bUI White commet/ces 
with (l 3 move sen·es. 

111is game does 110t seem to have been 
mcntiolll:d ugain in Hleroscacco. No 
games have been quoted. 
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Instendor the simple 1,2,3 ... progress.ioll, 
other sequences of move lengths have 
IlI..'Cn tried. Pllrllllel Progressive has 
1,1,2,2,3,3, ... , which nccording 10 Michucl 
Keller gives White !l l<lfgc advuutagc; 
Slow Scotch llUs 1,1,1,2,2,2,3,3,3, ... 
Cyclic Progressive sels It IIlUXillllllll move 
length und Ule sequences vary between 1 
IInd Ule muximulll. For eXllmple if the 
maximum is set ut 6 (a good vlllue) the 
sequences would run 1,2,3,4,5,6,5,4,3, 
2.1,2, ... In Very Scotch, when a pluyer's 
series is shortened by a check (inlentiol1nl 
or involuntary) the opponent is allowed 
onc more move thun the pluyer giving 
check just mude; series lengUI increases 
onc per move therealler until shortened hy 
a check again. 

111ere ure I Icel many interesting idells 
ill Progressive chess just wliiting 10 he 
discovered by invcntivc minds. PC is a 
very populur fonn of varimlt chess. It is 
idcul lor postnl plny. Games do not last 
loo long; hopelessly lost games arc lIot 
allowed to dmg on. Postal Progressive 
chess can ulso be l)lIite addictive. 

• 
CIRCE PROGRESSIVE 

~~i';AA .. lt4iial!.·";ogreSslve.ClI':SlI,exc\!Pt:· 
·H.Wllenapill~iscaPtt,nxlit rCllp,iI!;lfII· •.. 

. ()l1iIllRlart;ngIKIUllre.. .. 
i) •• 1(lIta(squllreis 9Ccupicd. .lhc Jliccui~ ... 

. •• pemIll1\~\tly ~lI.oved froln dlil b()atd~· 
3 ) Ifrep'lIciing tll.1'I piec.: gives C1le!:k tu< 

tlrui'.~W!l !<i!l80 ~he i.:nrtllreis iIIeW'!' .••. 

211d fletelVc/ox Olympiacll99J
AIII/olatiolls by Patrick /)ollol'lm. 
Patrlck Donovlln - Robcrto CUllS 11 no 
1.c3 (I have iJel!ll trying IM.r move olfl. 
71le ideas are to give extm cover 10 fhe 
e l-a5 diagol/al to make Ihe Killg .mj;..,.. 
and ill some /i1ll!S provide the King willl a 
.WJlllIre 011 c2. III this tOIlI1111melll my l.c3 
has been .fllcce.rsjitf severallim(!.f.J 
2 .... cS Qc7 
3.d3 Bf4 Kd2 (My King heads for c2.) 
4 ..•. Qc6 Qxgl Qxfl Qxdt+ 
S.Kxdl(dS) BxbS Bc7 BxdS h4 (/!/il!r 
caplllring Ihe IJ/uck KI/ir."' al /18 While 
C{l1l I/OW p/all Kc2 willlOlIl lI'onying 
IIl/dl//y lI/JOIII 1I Iilw .fllCh 

as ... Nc6 ... Na5 ... Nb3.,.Nxal+) 
6 .••• b6 Bb7 Bxhl Kxd8(cI) Kc7 h5 
7.Kc2 Nt3 BgS Nl13 Nc" Nxh6(h7) 
Nxa8+ (Aiy Knight 011 a.'l is sllYJllg al/tI 
/J/ack lI'a.v IIl1able to jind a good rep(~I.) 
8 .... KcH bS b.. bxd cxh2 Kh7 115 
bxal(N)+ 
9.Kc3 Kc4 KbS Nh6 Of .. Nd2 Nb3 13 
Nb3xnS(u7) 11 
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THE ORIGIN OF JAPANESE CHESS 

(I!'dUor: 71li.r ((rlich~ was Irrltls/aled info Gemtan and from fhi.r 1 
have mm"! all lil/glish w!I:'.ion. 1 have also made lI.n! of rough 
lIole.f 011 flli., lopic which Mr. A,fasllkawa made al fhe Clwss 
Col/ectOf:' nw(!tillg al Am.,terdam 1993. 1 would like 10 ,hallk 
Gabriel/e KIIIIII for II(!r help ill lite lrans/ation, alld most 
particularly to Peter IJ/omm(!rs for hi., c,xpert a.,.vislllllce alld for 
ilu! mlllly.fllgge.,liOlI.f of hi., which Iltave illcorporated. llis I/oles 
ill 'he texll //(we labdled PIJ). 

In 1993 [ received vely imporlnnt information nbout the 
history of J<lpnnese Chess (Shogi). This brought to light 
new discoveries. Onc is the exCt1vation of the oldest known 
Shogi pieces frolll the ancient Kofukll-Ji Tcmple in Nara; 
another is .Ill interprctntion of somc old Buddhist 
documents. 

Beforc explaining the nbovc, I want to brieny speak about 
how Shogi started. 

How Shogi started 
In J(lp.1n Bnckgammon and Go have been played since 

Ihe IHh century, but Shogi cnme from abroad several 
ccnturies later than Backgammon and Go. 

AOer the death of Emperor Shomu (he reigned AD 
724-749), his wife donnted his many V(lrious goods to the 
Too(li-Ji Temple, in order that his dead soul would be at 
c(lse. The Ct1tnlogue of the properly (AD 756) includes 
severn I game-boards of Backgammon and Go, which, it is 
writtcn, Emperor Shomu was always happy to use. But 
nothing is writlen of Shogi boards and pieces. Today one 
enn see these very magnificent game-boards (but no 
Shogi-boards) once a year in the exhibition of the Nara 
Provincial Museum. 

In J;lpan's first encyclopaedia, the WAMYO-RUIJU-SHO 
(published AD 931-937), Backgammon and Go arc written 
nbout, but there is nothing on Shogi. Perhaps during the 
first half of the 10th century, Shogi was not played. 

Until today the first reliable record concerning Shogi is in 
the account from the 'SHIN-SARUGAKU-Kl' (AD 
1058-1(64), which deseribes persons from famous families. 
Only the name of the game, Shogi, is wriUen~ no other 
details are given. Subsequently one can find the game of 
Shogi mentioned in diaries of the aristocratic court~ for 
example, the 'CHO-SHU-KI', the diary of the Steward of 
the Empress, from 20th May 1129; the 'TAI-KI' of 
Yorinaga Fujiwara, from 12th September 1142; and the 
'MEJGETSU-KI' of Teika Fujiwara 1199, 1205, and 1213; 
ete .. It is also written (1185) that Shogi was forbidden for 
Buddhist monks in the Jingo-Ji Temple. 

At thnt time Shogi was more difficult than Backgammon 
and Go, because to play Shogi, one had to distinguish the 
ideogram on the piece. At that time almost all the 
population were illiterate, so only educated persons could 

play the gnme, that is, the aristocratic court, high officials, 
3uddhist monks, and so forth. 

Ni-Churcl<i 
The ancient encyclopaedia, the 'NI-CHUREKI' (published 

AD 1210-1221), wrote about two kinds of Shogi. This was 
the first account which explained Shogi. The first kind is 
simply called 'Shogi' and is the small type, the other is 
'Dai-Shogi' (Dai mcans big). The description, which 
applies to both kinds, is as follows: Shogi nceds 
GYOKU-SHO (Jewelled General, King), KIN-SHO (Gold 
General), GIN-SHO (Silver General), KEI-MA (Horseman, 
Knight), KYO-SHA (Lancer, Spearman), and FU-HYO 
(Infantryman, Foot-Soldier)~ an account is also given of the 
movement of each· piece. A piece moved into enemy 
territory (the last thrce ranks on the board) can be 
promoted. If the enemy King (GYOKU-SHO) is left alone 
on the board, that is a win for the other player (PH: ill 
anciellt Shog; there were 110 drops, hellce a bare Killg COl/id 

exi.vt). 

Dai Shogi is played on 13x13 squares (pB: Thisfomwl is 
ill fact jll'sl €I deductioll based 011 lite other ill/omlalioll given). 
The King stands in the middle of the piece-row, next (0 the 
KIN-SHO, then the GIN-SHO, then the DO-SHO (the 
Copper General), then the TETSU-SHO (the Iron General), 
then a piece which is not mentioned in the ancient text, but 
was the KEI-MA (Knight), then the KYO-SHA. An 
account is given of the actual movement of the DO-SHO 
and TETSU-SHO. There is also information on other 
picces; for example the OU-KO (Horizontal-Gocr) is placed 
in front of the King, MOU-KO (Ferocious Tiger) in front of 
the Silver General, HI-RYU (Flying Drngon) in front of the 
Horseman (Knight), HON-SHA (Running Chariot) in front 
of the Lancer, CHU-NIN (Armed Coolie) in the middle of 
the infantry row; and the movements of these pieces. The 
last ten characters were not understood; maybe this was 
because of a mistake in the handwritten manuscript. 
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Pieces in Dai 
Shogi differing 
from those in 

Sho Shogi 

The previous explanation is 
not so full as one would like, but 
a rough outline can be drawn. 
And at least we are able to 
obtain very important 
information and meanings, e.g.: 
(I) The description of Shogi is 
quite short. The 'NI-CHUREKI' 
writes about Backgammon and 
Go also. This section lists many 
masters ovcr rather a long period 
of time who played these two 
board games. But there is 
nothing written about masters 
playing Shogi; just an account of 
how the game is played. 

(2) The total number of Shogi 
. pieces is not so clear, because the 

number of squares on the board 
is not obvious. From the above 
aecount of'Dai-Shogj' it is stated 
that the ' King stands in the 
middle of the piece-row' - what 

can we deduce from this? It shows, does it not, that the 
Dai-Shogi board had an odd number of files? 

But how many files had the smaller (more normal?) 
Shogi? Did the Shogi board have an odd number or not? Is 
there the possibility of the game-board being thc.same type 
as the European board (8x8)? (PB: Because the NI~Cl/uREKI 
specijie.v Ihal ill Dai-Shogi tile Killg is .villing ill Ihe middle. olle 

ca" a.ullme Ihal ill IIIe .vmaller Shogi lhis wa.f nol so. And hemill 
lies a cllle 10 a pos.vible 8x8 fom/al (will/ a single Gold General 
a.v a Japanese counterpart of tile 'millis(!r'. I,izir elc. ill III(/iall 
elc. che.u). I" Ma.mkowa~f Japanese hook.v 011 the /lislory of 
Shogi. he pll/.v 'he paWI/S 01/ the 3rd. rallk.) See first diagram on 
page 100. 
(3) Dai-Shogi had 13 kinds of pieces; altogether 68 pieces~ 
it revc.1ls evidence ofthe original Jap.1nese chess. 

Zogci-Sosho 
This Dai-Shogi had soon disappeared. In a book of 

games, 'ZOGEI SOSHO' (AD 1443), there is written 
concerning the Dai-Shogi of that time, t1lat it was just the 
name that was the same - but it was a different sort of game 
to that played c.1rlier. It had different kinds and names of 
the pieces compared to the Dai-Shogi of the NI-CHUREKI. 

From the middle of the 14th century Chu-Shogi c.1me in. 
Chu mc.1ns middle; the name was 'middle', but Chu Shogi 
has 22 kinds of piece; altogether 92 pieces; 12xl2 squares. 
(See diagram 011 page 51 i;, VCI1.) This was a greater number 
of pieces than in Dai Shogi. The interesting Chu Shogi was 
played for a long time - until the 19th century, (pH: 11 is 
IInclear whether or IIOt CIIll-Shogi died at all. Oyama. ill a 1970 
Shogi Sckai a11icle, promoted Ihe game ill public. Oyama was all 
ardent C!1lI-Shogi player. Oeol'15e Hodges. ill his 0I1icle ab01!l 
CIIII-Shogi ill 1976. claimed Ihe game had aill'ay.v stayed alive.) 

The 'ZOGEI SOS HO' writes about many other pieces, not 
just those for the thrce types of Shogi just mentioned. For 

example the largest form of Shogi (Tai Shogi) had 93 
kinds; altogether 354 pieces; 25x25 squares - probably this 
type was just for ornamental purposes. One can find exact 
information about the very large forms of Shogi from the 
piece-makers' price lists from AD 1590 till 1602 (.V(U! 

K.Ma.mkawa~v article ill VC9). In the Middle Ages it was 
thought pleas.:1nl 10 create more kinds of Shogi, with more 
pieces. Bul it is doublful whether Ihese Shogis were 
actually played. 

Out of all these experiments with different form;lts and 
forms, normal Shogi as it is played today evolved. One 
finally arrived allhe most interesting form, Modern Shogi, 
which has 8 kinds of piece~ altogether 40 pieces; 9x9 
squares, with the special mle that captured pieces are not 
eliminated from the game, but are held in reserve by the 
capturer, who can, when a suitable occasion arises, drop 
them on to any square. The militalY commander lelada 
Matsudaira gives a picture of the Shogi we know today ill 
his diary of Febnmry 1587. 

New Information 
I now wish to come back to the new information of 1993. 

During building restoration ancient Shogi pieces were 
unearthed from the precincts of the ancient Kofuku-Jj 
Temple in Nara city. Nara in AD 710-780 was the c.1pital 
city of the reigning emperor, and it was at lhis time (hat the 
Kofuku-Ji Temple was founded. Later this Temple became 
a great Feudal centre - up to the 16th century - with many 
buildings, many officers and workers. and further domains. 

Since the excavation work of 1992, workers have found 
many Shogi pieces in a well, and also some half-finished 
articles with Shogiideograms on them. 

On the lop surface of the pieces there c.1n be read Gold 
General, Silver General, Foot-Soldier~ and some impossible 
to decipher. 

At the same time there were found several mixed-up 
separate chits of wood among the goods. On one of these 
chits of wood there is written the year of the emperor Tenki 
6, which is AD 1058. In factlhe date of the Shogi pieces is 
determined by this. Up to now these are the oldest known 
pieces in Japan. 
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Sul-Zou 

They show the following chnrllcteristics: 
I) The Shogi pieces were made from left-over wood that 

was normally used for other daily purposes. 

2) The right and left sides of the 5-sided (pentagonal) 
pieces were very similar to those of later pieces. 

3) On the reverse side of the Silver General there was not 
just wriuen 'Gold', but 'Promoted Gold'. The elaborate 
instruction on the piece shows th<ltthe game was 
relatively unknown at the time. 

4) The study of the writing on the pieces especially 
surprised the investigator. On one of the pieces the 
name SUI-ZOU (Energetic Person) is written. (PH: this 

i.Y tile precursor of the 'J)l1l11kell Elephant'.) 

This was a wholly new discovery. Because both of the 
Shogis from the 'NI-CHUREKI' do not make use of this 
name, until now it was believed to be first used in 
Chu-Shogi in the 14th century. We must look back again 
and re-examine the history of Shogi, so as to throw light on 
its origins. 

Reliability is needed for this SUI-ZOU of the old Shogi 
type to see how it fits in with the explanation from the 
'NI-CHUREKI'. It shows the existence of another type of 
Shogi. But where is the SUI-ZOU to be placed? It is not 
clear at present. 

Old Buddhist Document 
Futsu-Shodo-Shu 

The interpretation of an old Buddhist document, the 
'FUTSU-SHOOO-SHU' (AD 1297-1302) of Bishop Ryoki, 
also imparts important material about the history of Shogi. 
As Mr.Shinichi Saeki, Assistant Professor of the Japanese 
Literary Institute, has written in Research into the History 
of Games No.)) (1993), the 'FUTSU-SHOOO-SHU' is the 
standard anthology of the lectures of this particular 
Buddhist bishop. The contents of one chapter are 
fI!coIlections of each profession, and the Sho-Shogi p1<1yer 
and the Dai-Shogi player are mentioned. Sho means small; 
Sho-Shogi is the same as 'Shogi' in the 'NI-CHVREKl'. 
Under Sho Shogi is listed the names of the pieces, e.g. 
Foot-Soldier, Gold General, Silver General, and Horseman. 
Under Dai Shogi is listed KYO-SHA (Lancer), HEN-SHA 
(Returning Chariot), HI-SHA (Flying Chariot, similar to a 
Rook), CHU-NIN (Negotiator or Courier), SHIN-I 
(Ferocious Wild Boar), and KEI-MA (Horseman). 

We must give this explanation about Oai-Shogi close 
attention. There is nothing about the way of playing, and 
only a few of the pieces are written about. But HEN-SHA, 
HI-SHA and SHIN-I make their first appearance. In the 
Oai-Shogi of the 'NI-CHUREKI' nothing is written of these 
three pieces. Also CHU-NIN has the same pronunciation as 
a piecc'<from the 'NI-CHUREKI' but the ideogram is 
dilTerent.: As is well known, Japanese ideograms are all 
similar to Chinese, and when there is the need for another 
ideogram for the same pronunciation, there is another 
meaning. 

Because of several Shogi documents in the 17th century, 
until today it was believed that the new pieces given in the 
previous paragraph were first used in the Oai-Shogi of a 
new type in the 15th century. But the tmth shows that the 
'new' Oai-Shogi was already being played at the end of the 
13th century. Thus: 

I) Oai-Shogi of the 'NI-CHUREKI' played until the end of 
the 13th century, had a very short life. 

2) Oai-Shogi of the 'FUTSU' needed 29 kinds of piece; 
altogether 130 pieces; 15x 15 squares - and at that time 
it was really played, although naturally not too much. 

3) As previously mentioned, Chu-Shogi was quite big, 
possibly bigger than the Oai-Shogi of the 
'NI-CHUREKI'. But if the Oai-Shogi of the 'FUTSU' 
(I5x 15 squares), was already being played in the 13th 
century, Chu-Shogi when it appeared would really be 
the middle type. So, at the beginning there existed the 
small type, after that the large type was invented, and 
after both these types the middle type (Chu-Shogi) was 
created. The 'FUTSU-SHOOO-SHU' has cleared up a 
mystery. 
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An arrangement: 
About 1058 - Shogi with SUI-ZOU. Probably the small 
type. 
About 1210 - Shogi of the small type without SUI-ZOU; 
and Dai Shogi I3x 13 squares. 
About 1300 - Shogi of the small type; and Dai Shogi 15x 15 
squares. 
About the middle of the 14th century - Chu Shogi (onc can 
find it mentioned in several documents). 
About the middle of the 15th century - various Shogis, from 
small (0 big. 

Where did Shogi come from? 
Now I am going to talk about the origin of Shogi. Where 

did Shogi come from? Where is the birthplace of the first 
Shogi? Its most distant ancestors were born in fact in India. 
So which was the path, and which were the ways that Shogi 
came? 

Very many people believe unequivocally, and without 
foundation, that Shogi came from China; because it is a 
geographical neighbour (if one includes the Korean 
peninsula). and was a cultural innuence. In the 181h 
century it was reported, in the omcial Players' Report of 
the Authority by an officer of the Tokugawa Government, 
that Shogi came from China.This was in order to give 
Shogi and the Shogi player more prestige. AOenvards 
several Shogi books gave out the same story. As you know, 
Japan has obtained mllch culture and scientific knowledge 
from China. Until modern times, particularly in', antiquity 
and the Middle Ages, almost everyone has': without 
qualification, held Chinese culture in high regard. It was at 
this time that many persons thought that Shogi came from 
China. 

It is clear that Chinese chess and Japanese chess have 
some common characteristics, e,g. the pieces are flat. The 
greatest common factor is the recognition of the pieces by 
the ideograms, 

However, as I have already written in my books /lisiOl:V 
(?f ,\'/lOgi (Vol. I al1d Vol. 2), and as I recenLly told tile 
Chess Col/ectors' Institute General Assembly in 1992 at 
Paris, there are quite a number of differences between 
Chinese chess and Japanese chess, e.g. 

1) Chinese chess is played 011 the lines ofthe board, but 
Shogi is played on the squares. 

2) Chinese chess has the so-called 'River' and 'Palace'. 
Japanese chess has neither. 

3) In Chinese chess, the differentiation betwccn friend and 
foe is by way of eolour. Japanese chess pieces are not 
coloured. 

4} Chinese pieces are round (Korean arc octagonal). 
Japanese pieces arc characteristically pentagonal. 

5) On the Chinese chess pieces the writing is 'Singular' 
(one character). On Japanese chess pieces it is 
'Binomial' (two characters) - emperor Genmei (p/J: a 

woman) in AD 713 instructed that place names must be 
changed to Binomial, so as to bring forth good luck-

sometimes the upper part is used as an epithet meaning 
joyous or precious. 

6) There arc gaps in the pawn line in Chinese Chess. In 
Japanese Chess the pawns are lined up next to each 
other. 

7) The kind and number of the pieces are different between 
Chinese chess and Japanese chess. 

These points of difference have been there throughout the 
long history of the two games. 

According to the His/my of Chil1ese Chess by Li Song 
Fu, the present type of Chinese chess is from about the cnd 
of the 11th century, or the beginning of the 12th century. In 
the Board Games ill Ancient C'hina by XU Jia Liang the 
same opinion is given. He writes that an early rorm of 
Chinese chess existed played on a board or 11 x 11 lines 
with 32 pieces, as is shown by the Legend of AD 762; but 
there is no material evidence for this. (Ed.: I quote the c//(!,u 

IIi.vtoriall DrJJeallchamp: The fir.'t recorded descri/1Ii(m oJ the 
Chillese game is that contained ill Ihe IIUAN KWAI I~U or Book 
of Marvels, a collectioll oJ allecdoles af(ribllfed to Wiu SI/(mg-jll 
II'ho was a gOl'e17lmelll minister ill 847 AIY. I" thi.v book there i.v 
all acco""t oJ a slIpposec/ battle ill AD 762 where mOl'en/(ml.' oJ 
the army IIl1it., are described ;11 ten"" oJ ches.T mOl'e.f,) I have 
seen an old Chinese chess board and men frol11 the 
beginning ofthe 12th century or so, in the museum at Xian 
in Shaanxi province. This wholly resembled present-<hlY 
Chinese chess. Really, since the 12th or 13th century 
Chinese chess has not changed. The changes have only 
been in Japanese chess; and these have reflected the 
development of a characteristic Japanese culture. 

If Japanese chess was passed on from China, Shogi would 
have been very similar to Chinese chess. But, as mentioned 
above, the pieces of Shogi were in existence in 1058. The 
form, name, and ideograms etc. from Kofuku-Ji arc wholly 
different from those of Chinese Chess. From the 12th to the 
13th century Japanese aristocrats from the court have 
played Shogi; and at the same time Chinese people have 
played Chinese chess. 

Another Parentllge 
So, if Japanese chess was not passed on from China, we 

must seek another parentage. Fortunately H.J .R.Murray has 
given us important information (concerning Shogi he has 
given us much t11at is false!), e.g. the Pawn piece from 
Burma and Malaya was flat, (Rd.: I have c/wck(!d M"rray and 
other rejereIlC(!.f. Nat paw"" (Ire ill Malaya" GIld Tlm; che.f.f -
NOT /Jum/e.Te ches.f. However thi., may not have beel/ 'he ca.fe ill 
the distant past.); Thailand's Chess is very similar to the 
Shogi of 'NI-CHUREKI', apart from the use of solid pieces 
(statues) etc .. It is obvious that if Asia is roughly divided, it 
gives us North Asia and South Asia. Probably Shogi 
belongs to the South Asia region. 

From ancient times the ocean current, called Kuro-Shio 
in Japanese, has flowed, and still flows today, from 
South-East Asia to Japan. The old Japanese envoys to 
China (from AD 630-894 approximately) regularly made 
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use of this current to return home, and a noted Chinese 
bishop came to Japan from ports in southern China using 
this ocean current (AD 753). There was a close connection 
between South China and Japan. 

Concrete Exnmple 
I should also like to show a concrete example for the 

passing on of chess. The Ohara-Sanko-Kan Museum in 
Kobe-city has a few small wooden clothes boxes from South 
East Asia. On the boxes are carved chess boards or game 
boards. The dating of this :ut work is not clear, but it 
belongs to an early period. 

When sailors embarked in a ship from an Indian or 
South-East Asian port, they loaded up quite a few planks, 
and during lheir free lime on the voyage they made clothes 
boxes on board out of the planks. They carved out a playing 
board on the boxes, and during breaks played on this 
playing board. At the sale of the boxes in the ports of call, 
they could play the board g:lmes of their home with the 
natives. The sailors or tradesmen, and naturally also the 
merchants in the ports of call, had every opportunity to 
spread this alien board game. Probably chess was spread in 
this way. Japan, rich in islands, has a theory of the 
so-called 'Silk Road of the Sea'; and this 'road' would not 
only have brought ceramics and porcelain, but also chess. 

If chess came through this region from South China to 
Japan, was there not a large possibility that identification of 
the pieces by way of ideograms would have been learnt 
from the Chinese'lln fact the use of Chinese ideograms as a 
way of transmitting the written word had been passed on 
from China (at thnt time Korea \vas a colony of China) to 
Jllpan very much earlier - by the 3rd or 4th century. 
Perhaps when chess came to Japan later, the ideograms 
would shortly anerwards have been marked on the pieces. 

The passing on of chess through South East Asia to Japan 
was not done all at once, but extended over a long period of 
time. The start was possibly modest, and the game may be 
referred to as Proto-Shogi. It is not clear if solid pieces 
were used, and although onc can speculate, there is no 
material evidence. But it seems that the publisher of the 

encyclopaedia in the city of the emperor, Hcian, 
(present-day Kyoto), in the 10th century, had received no 
information about Proto-Shogi in the outlying regions. 
Finding out about Proto-Shogi will from now on become an 
important theme of research. 

My Opinion 
Today my opinion is as follows: concerning the 

introduction of chess, I conjecture that Shogi came from the 
Indian estuary region, through South East Asia including 
the coast from South China to Japan. Afier the 10th or lUh 
century when Shogi had taken root, the use of written 
ideograms on the pieces, so that their types could be 
identified, had already spread. 

May I add something extra'! I have already written that 
the characters on the stones are binomial. It is rare that the 
character on top'adds any relevant information. Thus if one 
takes away the adjective there is len the following 
underlying structure: from the len side, Chariot, Horse, 
General, General, and King - and Soldiers in the front row. 
H.J.R.Murray said, 'the Elephant has four legs and a long 
trunk'. A movement of the Silver General is 5-dircctional; 
thus the piece 'Elephant' and Silver General can be said to 
be the same, (Eel. III support o/this, ill 71Uli chess allel BlIl7IlI!se 
chess the piece: occupyillK the 'Bishop sqllare' has the eXlletmove 
o/Ihe Silver General. nil! piece is called Klum ill nUli chess, and 
Sin ill Bllrmese chess - Sin mealls Elephallt.) This makes the 
Japanese arrangement of the pieces, Chariot, Horse, 
Elephant, General, and King. 

Peler B1ommers: 1111~ earliest melllioll 0/ a SlIi-loll (Dnlllkell 
E1eph{I!II) ill literature dales from J 350. So the piece discovered 
allledat~s its first melllioll by 300 years! Accordillgly thi.r is Cl 

HUGE discovery for Nlr.MaSllkawa. 'J)l1Il1k E1ephallt' verslls 
'Ellergetic Persoll' is 0/110 relevallce here. 

11le D/1mk Uleplltllll ill 'slIIlIlI-SllOgi-IJtjore-c1rops' sat ill/rollt 
o/the Killg, jllsl as is Ihe case ill 1'ori Shogi (lIltlwllgh the IIl1l11e 
o/the piece was challgeel illlo a bird-lIame 10 be ill Iille wilh the 
gelleral theme ill Tori SllOgi (fori mealls binl)). Iu IIse alld 
illlroductioll (especially whell compared 10 it.f II.fe ill CII/I alld 
larger Slrogi where il Ctlll proll/ote 10 a re.ferw Killg) i.f .1·liII 
illtrigllillg alld atopic /or/III/1re research. 

THE ENCYCLOPEDIA OF CHESS VARIANTS by Sent by Jens Nidsen. Tense moment at Double Bughouse (p.113). 
D.B.Pritclum.l 3114 p. Price £21.91) (posllh:c Oil orckrs lip 101.3.95) 

I wrote in VCI) that 'tht: world was waiting' for this book. It has 
now arrived. And a wonderlill production it is! It is a joy to open 
and I<x)k ut, and (with a few exceptions) the illustrations and 
diugnlllls, or which there ure IIlllny, ure clear and of good quality. 

But it is the sheer ull10unt of infonnation that makes the book so 
importulll. It has been collected over muny years and now put 
down Oil paper (good quality paper) for all to sce. And the 
overwhdming bulk of this inlonnation will be totuIly new to 
readers I am sure. 1450 variants arc explained. These include lOO 
FIles, 65 regionul variunts, 160 conullercial games etc. etc .. 

The book needs a IhIl and considered review - I hope to produce 
onc for the next issue. 'nlOroughly rcconunended! 
Availuble only from Gumes & Puzzles, PO Box 20, Gollllming, 
Surrey CV9 "YP, VI(. (MuslcrclIrd! Visu! J\mcx Ilcccpc\cd.) 
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StC\'C Han'cy - Palll DywlIY 
Wail/mill Ahbey ./al/lulI)' J 993 
AII/lOlalecl by Palll Byway 

l.Cj3 cS 2.c4 Nj6 3.Cc3 (This wOllld .reem 10 be a lIatural 
del'tdopillg move according to ches.r theOlY: bill Fe3 looks equally 
reasollable.) 3 .... Nc6 4.i3 g6 S.Ni2 Fc6 G.h4 hS 7.Fh3 (A 
del'elopment oJ the milia" piece.r which wa.\" piol1eec!,.ed by Slcl'e 
011 fil:rl acquailltance with II1CC; bUI ill this position he could 
hal'e wall tlte 'e' pall·II.) 7 .... d6 8.f4 exf4 (Giv;lIg up e5 alld 
gail/illg a tempo.) 9.0xf4 Ch6 10.Bg3 FfG II.d3 i6 12.Nd2 FeS 
I3.CgS f6 14.Ci5 g5 (Ralher Iiglllhearted. 15.Cxk7 Rk8 /6.05 
Rxk2 I 7. CH J<!ads to horrihle complicatiolls: illcideJltallya good 
example oJ ju.rl Itow mobile a Courier call be.) lS.Kh2 Ff4 
I6.hxg5 (A .ierioll.r miMakc!: ill MCC tlte Bishop i.v er majo/' piecc!.) 
16 .... Fxg3+ 17.Nxg3 fxg5 18.QxfS+ CxfS 19.Rfl Ch6 

8 

7 

6 

5 

4 

3 

2 

a bed e 9 h k 

(l7,,-eatc!llillg 20 .... Cf4+ Jorkillg Killg alld Kllight. III the openillg 
Cl Courier may he worth lIearlya.v mllch as er Knight. bUI se"iolls~v 
declilles ill vallle as the endgame approaches.) 20. FeJ Cc8 
21.Cxh5 (two pawl/sJor a Courier may be ajilir exchange. Black 
gel/emu.rly offel:r Ihree illstead!) 21.. .. ixh5 22.Nxh5 NxhS 
23.0xh5 Og6 24.0xj7 RjS 25.Bi6+ Oh7 26.Bxh7+ Kxh7 27.j4 
Cg(j 2S.NO g4 29.Ng5+ Bxg5 (With his Killg foeling 
/lIIcomJ0I1able Black gives "l' material 10 complete developmellt 
alld simplify into a wall eliding. III Ihe eVI'1I1 Ite nUlS COl/siderable 
risks.) 30.Cxg5 RafS 31.1\3 Rxfl 32.Rxfi RfS 3J.RxfS CxfS 
J4.i4 (11 is sI/reil' con'ecl la offer Ihe Fe/:f Jar three cOl/l/ecled 
passed paIl7lS.) 34 .... k6 35.KgJ gxhJ 36.gxhJ Nb4 37.iS Nxc2 
JH.h4 Nh4 39.h5 CIH 40.d4 Nu2 41.k4 Ci6 (Now 42.hxi6 Kxi6 
43.KIr4. would gil'e While excellellt chalices.) 42.13 Fn 43.j5 
Cxk4 44.1xk4 kxjS 45.kxj5 Ch8 (Plalllling 10 break (he pawn 
phalallx with allolller piece sacrifice. alld sel lip a bloc/wde 011 
the white .rq/lores. III MCC elldillgs the colour cOlllrol oJ the 
remaining pieces i.f frequelltly oJ crucial imp0/1ollee.) 46 j6 Cxj6 
47.ixj6 KiS 4S.h6 Fg6 49.Kh4 (While is I/OW losl beca/lse oJthe 
widely spread black paWI/S. Evell 49.e5 dxe5 50.dxe5 Nb4 5J.e6 
Nd5 52.e7 Nf6Jails.) 49 .... Nh4 50.Ki5 Kj7 5I.c5 dxc5 52.Cxc5 
(52.dxc5 musl be beller.) 52 .... c6 5J.Fd2 15 54.KjS 14 5S.Kk4 
Kxj6 56.Kx14 Ki6 57.h7? Kxh7 5S.Kk4 Nd3 59.Cc5 Nxe5 (Tlw 

siml'lesl.) 60.dxeS Kg7 61.FcJ Kf6 62.Fh4 Kc5 6J.Fa5 KdS 
M.b4 Kc4 65.Kj5 Kb5 66.Ki6 b6 67.cxh6 axb6 6H.Kh6 bxa5 
69.bx;15 KX;15 70. Kxg6 cS Resigns . 

• 
A VALAN CIIJ~ CJlESS 

lJy Paul NOIJak 

TI1C following gamc of Avalallcc chess was the first I or my 
opponent Imd ever played: 
Paul Novak - Patrick Donovan 
Raslbollme J 989. 30 mil/I/te game. 
J.c4/f6 c5/0 2.f4/g6 hS/g3 3.Bc4/g5 Nc7/fS (Alt/mllg!; lie didn'l 
tell me about it ull/iI .wme mOlllhs later. ralrick had .reel! b40re 
hemolledthatWhilewas.hrealell;ng4.Bd5/b6! willlling Ihe Roll 
(for if 4 .... Nc6. 5.Bxc6/d6~). II wasn'l ulltil years laler I reali.fed 
that if mock does lIothing. he call answer 4./ld5/b6 with Bd and 
Ihell c6. or if While takes Ihe Rook. Bd4/b3.) 4.NcJ/g4! Nbc6/aJ 
(4 .... d5/h3 is a good idea .m Ihat if 5. Na4/(/4. -1114 .veclwe.r Ihe g4 
pall'lI: but after Ihe lexlmove. 5.hxg4/d4! looks like a .vlrong sac. 
I had a moment oJ inspiralion here alld .mw the line 5.Qxg4/h4 
Nd4/I/3 6.Nd5/b6 Nxd5/h3 7.exd5/a6! Nxc2+/a4 1l,Kdl/a5 
Nxal/b4 9.d6/b5. when after Rh6 Black nlll.rl push cl3 aI/owing 
White Bxlr6 and willlling.) S.Qxg4/h4 Nd4/hJ 6.Nd5/h3 

6 .... Nxd5/b4 (lJ6 ... .RI/6. 1101 7.Qh5+? Ng6: Im17.cl3 is gOlI(/ jiJl' 
While.) 7.cxd5/a6 Nxc2+/a4 8.Kdlla5 Qc7/b5 9.Kxc2/b6 
Kd8/d3 IO.Bf4/e4! Qb4/d4 J I. Bxc7+1c3! Resigns. (After 
Ke8ld6. J 2.Qg6/e2 malesjusl in lime; Kxc7k16 i.f self-mate.) 

• 
Entry details of tile Xiangqi UK Championship is given on page 
116. Regarding this the Jatcst Chine.ve CI/e.vs New.flc!ller rCjx)rls: 

'Who i.f going 10 be tire ltel'O .... lhi.r is anybody's gues.f. Great 
players alway.v appeming Jrom the horizoll. for example. 
1I4r.Chan Fazuo. thell the hotJavourite Ms.GlIo S/m[ollg. the Star 
oJThailand David Young. Ihe King ofCl'Os.r Palace Callnon Mr. 
Kwok Woi Leullg. lire 'Old Venerable' Mr. T.volIg. l/re IJragoll oJ 
/long KOl/g Mr.U Tak Ku(!n. lire Stmngmall of North-Ea.vl 
1141'. Wallg. elc. F/1I1"e/~ mallY unknown players are secretly 
lrainillg day & lIight. wit" illtelltioll of burstillg illlo the ches.v 
.~celle. Ihlls makillg Ilreir l1ames kl10WII ill alllalldf under the SUII!' 

Beware 'Ancient Chess Hdiforfrom Ihe Soullt'! Day and night.. .. 
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. A large number of friends new to 
VC join us to provide entertainment 
for the Christmas season: Vladislav 
BlIlka, Alexander Zolotarev, E. A. 
Vaulin, Nikolay Vasyuchko, Jorge 
Kapros and company, Pavlos Moute
cidis, and Bernard Rothmann. So pulI 
up your armchair and join your cat(s) 
by the fire. No doubt puss will be able 
to provide some sensible advice if you 
get stuck ... 

69. Edgar HOLLADA Y 

Stalemate in 5. (Try) 

We start with an asymmetric 
minimanner. White stalemates Black 
(against any defence) in five moves. 
Edgar comments: "Simple setting with 
not-so-simple play." 

70. Vladislav BUNKA 

Series helpmate in 12 with set mate; 
(b) wK-te5, Series hi:ll. 

The tirst of our two series-movers 
is u Black-to-play position with an 
immediate mate for White, but some 
manreuvring is needed before another 
mate becomes possible. 71 resembles 
a duplex: Black's series alIows White 
to mate in one, while White's series of 
moves forces Black to mate. 
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71. Gyorgy BAKCSI & Laszl6 
ZOLTAN 

Series helpmate in 11. 
(b) Series selfmate in 9. 

72. Paul RAICAN 

Selfmate in 10; Maxi. [Set mate) 

Paul's 72 also has an immediate 
mate. In a Maxi (or Maximummer) 
Black is constrained to play· his 
longest legal move. (Distances are 
calculated between the centres of the 
squares.) 

73. Alexander ZOLOT AREV & 
Nikita PLAKSIN 

Legal mate? 

The question in the stipulation of 
73 is somewhat rhetorical. The solver 
is supposed to find if and, more 
importantly, how this position could 
arise. If the composers' intention is 
sound, you should be able to discover 
the exact fate of three of the four 
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missing white pawns. (The Ceriani or 
Frolkin theme.) 

Charming Circe celebrated her 
silver anniversary last year, and, unlike 
some of her siblings born in that 
annus mirabilis, she has more than 
fond memories to offer us ... (Captured 
units are reborn on their game array 
squares, if vacant. The colour or file of 
the capture square determines the 
specific square.) In the first two 
problems the sides cooperate to reach 
mate or stalemate, while in George's 
miniature White plays 11 consecutive 
moves forcing Black to mate with his 
next move. 

74. E. A. VAULIN 

Helpmate in 2; Circe, Two solutions. 

75. Erich BARTEL 

Helpstalemate in 3; Circe, 
(b) wKhl ~bKg6. 

76. George P. SPHICAS 

Series selfmate in 11; Circe. 
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77. Nikolay V ASYUCHKO 

Series helpmate in 23; 
Nightriderhopper fl, Grasshoppers. 

A Nightriderhopper is related to 
the Nightrider as the Grasshopper to 
the Queen. It moves on Nightrider 
lines by hopping over the first man it 
meets (the hurdle) to the next square 
beyond: if a piece (of either side) was 
on e4 or d6, the NHf2 could jump to 
d6 or c8 respectively. 

78. Pavlos MOUTECIDIS 
(after Zdenek Li bi~ ) 

Reflexmate in 2; Amazon al. 
Two solutions and tries. 

Pavlos feels that the original 
version of 78, which appeared in a 
recent Problemist, did not make good 
use of the material's possibilities. The 
Amazon is a Q+S combination piece. 
A rej1exmate is similar to a selfmate, 
but either side has to give mate when
ever able to do so on the move. 

Our next two originals feature 
chess variants that will be new to 
most readers. Inflation or Descent 
Chess is fairly easy to explain, but its 
history is complex. Each moving unit 
(except Ks & Ps) loses value, with 
pieces transforming in the sequence 
Q-'R-'B-.S-'P. (Knights moving to 
the promotion rank do not become 
pawns, nor do promoting pawns 
transform before moving again.) 

VARIANT CHESS 

79. Ernesto ALTINIER,Albo 
DESTEFANI t & Jorge M. KAPROS 

Helpmate in 3; Inflation (or Descent) 
Chess. Try and Solution. 

80. Bernard ROTHMANN 

Helpmate in S; Plus Chess. 

In 79 an apparent second solution 
fails for subtle reasons! The variant 
was introduced by Otto Dehler as 'Auf
wertungschach'. It was an explicit 
comment on the hyperinflation of the 
Weimar Republic (see Neue Leipziger 
Zeitung 211iil1926; Funkschach iv/ 
1926 p. 208, 241; feenschach 1987 p. 
90, 94). It was revived by German
born US composer Maxwell Bukofzer 
in the FCR (xii/1940, p. 118). It was 
invented independently (as 'Descenso') 
by Virgilio Fenoglio in 1974. Initially 
only the white pieces were subject to 
inflation, but further problems by 
Argentine composers extended the rule. 
(In the 1926 version pieces trans
formed after the opponent's next 
move, while in Bukofzer's problem 
pawns also transformed to immobile 
blocks.) 

PillS Chess is a new genre invent
ed by the composer, which emphasizes 
the importance of the central squares 
d4-dS-e4-eS. Any unit on one of these 
squares can move or give check as if it 
was placed on any other unoccupied 
central square (in addition to its normal 
powers). For example, a R on d4 
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standing on an empty board controls a-' 
h4, a-hS, d 1-8, and e 1-8. Some new 
effects are possible; e.g. with wKb I, 
Re4, bKhS, BeS, the R & Bare 
mutually pinned. 

81. Aubrey W. INGLETON 

Series selfmate in 13; Circe. 
All units are Neutral. Maos e3, 17, ... 

Kangaroos a7, d7. 

A Nelltral man can be taken as 
white or black at the discretion of the 
side moving. Neutral pawns promote 
to neutral pieces. When a neutral ma.n. 
is captured by White it is reborn as If 
it were black, and vice versa. The 
rebirth square for a fairy piece is the 
promotion square on the file it is 
captured. The Mao moves t? the same. 
squares as a knight, but Instead of 
leaping, it takes one orthogonal and 
then one diagonal step. Thus Me3 
could go to fS, but it cannot then 
return to e3. The Kallgaroo is similar 
to the Grasshopper, but leaps over /Wo 

units landing to the next square 
beyond. (The two hurdles may have 
vacant squares between them.) KAa7 
can move to g7 or f2. 

Trying to mate a neutral King has 
been compared to playing football 
with a single set of goal-posts for both 
teams. To avoid scoring an own goal a 
piece that moves differently if it is 
White or Black must be used to check 
(or mate) the King. Of all the units in 
81 only that very fairy piece, the 
pawn, has this property. (There are 
other pieces like the Hunter family, or 
Shogi men, which share this property, 
but I have never seen them lIsed to 
hunt the neutral King ... ) 

We conclude with another of 
Paul's Modern Courier Chess studies, 
based on a Mansuba attributed to as
Suli. (The date must be that of the 
manuscript-probably MS. 'Abd-al
Hamid I, quoted as AB in Murray-
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sincc as-Suli flourished in the first half 
of thc 10th century.) The Fers moves 
one square diagonally in any direction 
(= (I.I)-Ieaper). Paul describes it as "a 
good old-fashioned king hunt". It 
should not prove too hard. so the only 
hinl I will give is that the main line 
ends wilh mate on the 10th move. 

82. Paul V. BYWAY 
after As-Suli (- 1140) 

White to play and win; Ferses d2, i6. 

Correction: Aubrey Ingleton 
suggests the following resetting of 
51: wKc7. Tiger gl; bKg8, Te4. 
Hclpmatc in 3 ~; two solutions. This 
will be part of our solving ladder, so 
please test it again. Recall that the 
Tig e r leaps over a hurdle to any 
distance beyond, but in any direction, 
not just Q-lines! For example, the 
Tiger on g I could move to c7. 

Solutions to 
originals in VC 14 

59 Michel OIausson. 
(a) I.d I =S h8=13 2.Se3 13xc3= 
(b) I.d I =13 h8=Q 2.13xb3 Qc3= 
(c) I.dl=S b8=R 2.Sb2 Rxb2= 
(d) I.h 1 =13 b8=S 2.Bxe6 Sxc6= 
"Curious coupling of two blaek 
underpromotions with white AUW." 
(A. Ingleton) Pawns-only miniature. 

60 Branko Koludrovic. 
-l.c2xQbl & I.cl=R Qd3:;t 

l.cl=S Qc2:;t 
-1.c2xSb I & I.c I=S Sc3:;t 

I.KcI Rel:;t 
Interestingly, more than one solver 
went for a B promotion, hoping for 
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more than the position could deliver ... 

61 Sergey Tkachenko. 
l.c4 d6 2.cS Kd7 3.e6+ Ke6 4.cxb7 
cS S.bxc8=R e4 6.RcS c3 7.RgS e2 
8.Rxg7 cxbl=R 9.Rxh7 Rxcl 
10.Rxh8 Rxa I 
Pseudo-Platzwechsel of a I/h8 rooks. '" 
like this kind of Retros, especially 
when they are not too difficult. but 
this one was too easy!" (A. Ettinger) 
"It took me a while to realize that the 
white promotion to R was on c8 and 
not on h8." (1. Richardson) 

62 David Dana-Bashian. 
I.dl=B axb8=S 2.el=R hxg8=Q:;t 
Unfortunately the bSs were needed for 
soundness. "Eine fein motivierte 
AUW, but see Henning Muller, Die 
Schwalbe vi/1988: wKal, Pc7,g7; 
bKe8, Bd7, Pd2,h2. Horizontal 
Cylinder, h:;t2: I.dl=B c8=S 2.hl=R 
g8=Q:;t" (E. Bartel) Muller's version is 
more economical and ends with a 
model mate. 

63 Torsten Linn. 
1.nPfI=nS nPf8=nR 2.nRxf6 
(nPh8=nQ) nQxhS (nPdl=nB):;t 
"A fine neutral AUW of the Ks+4Ps 
form and promotions only (twice 
passive)." (EB) "Very cunning." (AI) 
A solver paid me the compliment of 
assuming that Couscous Circe was an 
illiterate spelling for Cird Coucou, 
but in fact the two are slightly 
different. (The distinguishing factor is 
who decides on the type of rebirth 
promotions.) The French pun, quite in 
the fairy chess tradition (the Nightrider 
and the Edgehog spring to mind), is 
understandable if one recalls how 
common North African restaurants 
have become in France. 

64 Edgar Holladay. D=Dragon 
(a) 1.- Kc3 2.KbS Dc4+ 3.Ka4 b3:;t 
(b) 1.- Kc4 2.Kb6 DcS+ 3.KaS b4:;t 
(c) 1.- DdS+ 2.KbS Dc3+ 3.KaS b4:;t 
(d) 1.- b4 2.KbS Dc4+ 3.Ka6 bS:;t 
"Four mates by the wP with two nice 
chameleon cchoes." (AE) 

65 George P. Sphicas. 
l.a8=R 2.Rxa2 (a7) 3.bxa7 4.a8=Q 
S.Qxf3 (f7) 6.gxf7 7.f8=S 8.Sh7 
9.Kh8 lO.g8=B 1l.Qxhl+ (Ra8) 
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Rxg8 (BfI):;t 
"The best in this issue." (P. Rruca,n) 
"A neat AUW with nice Circe effects." 
(AE) (One solver claimed a try as a 
cook, so this was quite tricky as well.) 

66 Erich Bartel. C = Camel, 
Z = Zebra, GI = Giraffe. 
(a) I.Zxe4 (c7) c8=nZ 2.Cxc4 (b7) 
bxc8=nGI (nZe7):;t 

1.Cxc4 (b7) b8=nC 2.Zxe4 (c7) 
cxb8=nN (nCc7):;t 
(b) I.Zxe4 (c7) b8=nZ 2.Cxc4 (b7) 
bxb8=nN (nZb7):;t 

I.Cxc4 (b7) c8=nC 2.Zxe4 (c7) 
. cxc8=nGI (nCc7):;t 

"Doubled fairy AUW with fantastic 
construction." (AE) "Ingenious but 
very repetitive." (AI) 

67 mr Hammarstrom. 
l.cS (la4) f4 (la6) 2.c4 fS 3.c3 f6 
4.c2 f7 S.c1=S (Ia4) f8=S (Ia6):;t 
[S.cl=R? f8=S+ 6.Rdl! 
S.cl=B? f8=S+ 6.Bd2!] 
"A nice variation of the $100 theme." 
(EB) Probably the first sound version 
of the task using the Imitator. 

68 Ian Shanahan. 
The solution of the correction was 
given in our last issue (computer 
tested using Chloe). The earlier cooks 
were of the type: (a) with bB-I- fS: 
I.Qdl S.Kcl 6.Bbl 8.fl=S 9.Sd2 
lO.al=S II.Sc2 Sd3:;t 
(b) with bB-I-d7: 2.f1=S 3.Sd2 4.QfI 
S.Ba4 6.al=R 8.Re2 9.Bdl II.Kel 
Sd3:;t 

LADDER Scores: 
Maximum 104 (= 47+34+23), 
A. W. Ingleton 86 (= 33+30+23), 
P. Rrucan 73 (= 19+31+23), 
E. Barte1 67 (= 23+26+18), 
I. G. Richardson 60 (= 19+26+IS), 
A. Ettinger SS (= 0+32+23), 
M.A.Ridley 31 (=6+17+8), 
M.Olausson 21 (= 0+21+0), 
V. Krivenko 17 (= 0+17+0). 
[Includes E. Barters score for VC 13.1 

Send your solutions, originals 
and comments to: 

710 Dobson St. #2, 
Evanston, IL 60202 (USA). 

THE RETRO-EXCELSIOR 
The retro-Excelsior theme (see L. Ceriani "32 Person

aggi e I Autore", pp. 342-7) includes three factors of the 
pawn movement that have to be made exact: path, captures 
and promotion. 

Especially interesting-amongst the 70,688,912 theore
tical possibilities-is the case of a diagonal path where each 
pawn move is a capture of an identical figure resulting in a 
promotion of the same type. The thematic piece in the 
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orthodox A is a rook. Circe and its variants are particularly 
fruitful with this theme: B shows the theme with a Bishop 
and C with the Knight, while D employs a fairy piece. Two 
final examples, E & F given in notation, have the R & Q 
as thematic units: 

E. N. Plaksin & A. Kornilov, feenschach 1982: Is3B2 
IbRrlP3/kprP2p1l8IBrpS/rp4PI/QKSp/rS6 (9+13). Last 9 
moves? Monochrome Circe. 

F. N. Plaksin, Chessics 1982: 3qkbsl/lpPp2pp/4plpl 
16K 1 ISp2/P7/SPRP4/l SB3q 1 (9+ 12). Last move? Promo-
tion Hydra Circe. N. Plaksill 

A. Nikita Plaksin B. Nikita Plaksin 
3rd Prize, Europe Echecs 1980 Sth HM, feenschach 1979 

Minimum number of moves Last 9 moves? Circe 
by the bK? 

Solutions: 
A. (dedicated to R. Diot) One move, Ke8-d7, is 

sufficient: The promoted bP [=bRg 1] came from a7 
capturing 6 units on black squares. Thus wBfl was captured 
on fS. Because of the position of the Be I, the unit captured 
on f2 was not a pawn. Similarly, the capture of a pawn on 
e3 would leave Black short of pawn moves to retract. Thus 
all missing white Ps were promoted on e8 to Rs (a S
promotion would force the bK to move when departing 
though f6). Retract: 1.- f2xRg I =R+ 2.Q--e3 e3xRf2 
3.c4 d4xRe3 4.bS cSxRd4 S.Re8 b6xRcS 6.e7-e8=R 
a7xRb6 7.f6xYe7 etc. (Y = unspecified unit) 

B. Retract: l.Sfl-d2 d2xBc 1 =B+ 2.Kf3-e3 e3xBd2 
(BcI) 3.Bcl-d2 f4xBe3 (Bcl) 4.Bcl-e3 gSxBf4 (BcI) 
S.Bcl-f4 h6xBgS (Bcl) 6.Bcl-gS g7xBh6 (Bcl) 7.h3xg4 
(g7) gS-g4+ 8.g2xh3 h4-h3 9.BfS-h6 h6xgS (g2) etc. [The 
judge, A. Hazebrouck, remarked: "Si le retro-Excelsior est 
assez facile, la suite est ardue et adroitement justifiee."] 

C. Last move: f2xSgl=S+. To account for the (present 
or captured) 18 white men the two missing wPs promoted 
on f8. The North box cannot be unlocked until the wPs 
unpromote, hence only Ss can get to fS via d7. So the path 
of the bP is a7xSb6xScSxSd4xSe3xSf2xSgl=S. 

D. (U = Ubi-ubi) l.Ub8xUbl c2xUbl=U (Ub8)+ 
2.Uc8-bl d3xUc2 (Uc8) 3.Ud8-c2 e4xUd3 (Ud8) 4.Ue8-d3 
fSxUe4 (Ue8) S.UfS-e4 g6xUfS (Uf8) 6.Ug8-fS f7xUg6 
(Ug8) 7.Re4xf4 (f7) fS-f4 8.Uf8-g6 g6xUfS (UfS) 9.Ug8-
fS f7xUg6 (Ug8) 1O.e2xf3 (f7) f4-f3 etc. 

E. Retract: I.Kc3-b2 b2xRa I =R 2.Kd4-c3 c3xRb2 
3.KeS-d4 d4xRc3 4.Kf6-eS eSxRd4 [4.- cSxRd4? S.
retrostalemate] S.Kg7-f6 f6xReS 6.Kh8-g7 g7xRf6 7.f2x 
g3 (g7) f4xRg3 (Ral) [7.- h4xRg3 (Ral)? 8.- retrostale
mate] 8.Rd2-b2 gSxf4 (f2) 9.Qc2-a2 Ral-a3 etc. 

DEFINITIONS: 
Promotion Hydra Circe: (invented by G. Balbo 1979) 

After a pawn promotion, a clone of the promoted piece 
appears on the appropriate game array square if empty. 

Ubi-ubi: (invented by F. Hoffmann 1971) Makes any 
number of S-moves in succession (in any direction). A 
capture can only take place at the last S-Ieap. 

Monochrome Circe: A combination of MOllochrome 
Chess and Circe. All legal moves must be between squares 
of the same colour. (Pawns or a promoted Q call change 
square colour through rebirth.) 

C. Nikita Plaksin 
Chessics 1981 

Promotion Hydra Circe 
Path of bPa7? 

D. Nikita Plaksin 
feenschach 1982 

Last 10 moves? Circe 
Ubi-ubi bl 

F. After the Q-promotion is retracted, all four missing 
wPs must unpromote on f8. Since e7-e6, Bf8 out, and 
f7xBg6 took place before the promotions, Knights cannot 
escape from f8, so all promotions were to Queen. Nine wQ 
captures, including an Excelsior. 

REVISION: 1991-92 AWARD 
Only one cook claim has been received for our 1991/92 

tourney award published in VC 14, but sadly it involved one 
of the top ranked problems. Paul Ruican was alone in 
spotting this cook to George Sphicas' Second Prize (124), 
and so wins one year's subscription to the US Problelll 
Bulletin. [The position was: wKa I, bKd8, nBg I & nPs a2, 
a3, as, b7. Series selfmate in 14, Circe.] 
Cook: I.Kxa2 (a7) 2.b8=nB 3.a8=nR 4.RxaS (a7) 
S.RcS 6.a8=nR 7.Ra7 8.Rb7 9.cRc7 lO.bBa7 II.Kxa3 
12.aBb6 13.BaS 14.Rxb7 (Ra8)++ RxaS (Bcl);t 

124 will have to come out of the award, and Peter 
Wong's 96 becomes the new Second Prize. I hope GeOl'ge 
will be able to correct this fine problem. so that it can 
compete in our current tourney. 

Note: Regarding the proposed Really Bouncy Bishop (see 
p. 93 ofVC14) it is worth pointing out: 
(a) The logic of conventions is in the eye of the beholder. 
One could equally well argue that since pieces move on 
square centres, this is were the reflection should occur. 
(b) A piece like the RBB already exists: the Cardinal, which 
like the Archbishop is restricted to a single reflection. 
(c) George lelliss had proposed calling this type of piece a 
diffracting Bishop, but the name never gained currency. (The 
terminology from physics seems inappropriate.) 
(d) The knight can be treated in the same manner; a RBS on 
d I would control b I, b2, c2, c3, e2, e3. ft. f'2. 
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KlnE(;SPIEL, OH CII[<;SS IN 
A BLACKOUT 

I~.' 1,.A.lIII/f 

Kriegspicl, or War-gallle ifyoll prefer the 
English lranslation, has mlllly IIltruclions 
lill' Ihe chess-player. '/lle clement of luck 
Ihal plu}'s n large purt in it gives hope 10 
Ihe weaker plnyer lmu al Ihe same lime 
nllures his lllore skilful opponenl with the 
prospect of devising some diabolical tmp 
gllnrunleed 10 produce male inside 11 dozen 
Illoves. 

This arlicle is inlended to serve merely 
liS :1Il introduction to Kriegspiel for those 
who have no previous IIcqullintllnce with 
Ihe game and IlO allempt is made to dive 
inlo ils deeper IIspeds. 

Rules 
The I'lIles of play arc (llIite simple. Three 

hoards with complete seL-; or men llre 
placed in n line with Iwo screcns erecled 
hetween Ihem so Ihat each of the two 
plnyers, . who sit nl opposile ends. has 11 

hoard of his own, equipped with 11 full sel 
or 32 pieces, and can sec only this one 
hoard. Each player keeps upon his hoard 
Ihe correcl position of his own men. Ilis 
opponenl's men he can shin !lnd plaee liS he 
wishes, following deductions he may make 
in the course of the game. '111e b.1sis for 
Ihese deductions is provided by Ule umpire 
who sits at the middle board. Ilis funetion 
is 10 make each move upon the middle 
hoard in accordance with the moves made 
hy Ihe players Ihemselves and lo infonn 
them or eaplure. checks and whether the 
moves Ihey Iry 10 make un.: possible or not 
hy fCllSOn of the position on the centre 
h;)urd. 1\ player cm1 'Iry' nny move and ir it 
is not possihle the umpire will answer 'no' 
or 'nol 11 move'. To save trying eHptures 
with :111 the pawl1s ench time, it is 
pennissihle to ask the umpire 'uny pawn 
captures·' (abbrcviated to 'antr>, to which 
lhc ulllpire will answer either 'no' or 'try'. 
On being told to 'try'. n player must try at 
least onc cnplure with n pawn. If desired he 
can go on hying the whole lot unlil the 
capture is made. Captures are nnnollnced 
us laking plnce on the slJuure in question. 
I\n en passnnt pmvll cnpture is simply 
announced liS 'Cllplure on e3·. but if it 
follows lIn injunction to try. iL-; nature Illlly 
he evident. 

The only other infonllatioll given is Ule 
nature of a check. '111is is briefly described 
liS either 'check on the nmk' or 'Tanker'; 
'check on the file' or 'filer'; 'check on the 
long diagonal' or 'long'; 'check on the short 
diagOlllll' or 'short'. Check by a Knight is 
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U1mollnced as such. '111e length of the 
diagonal refers to the number of squares on 
the two diagonals which intersect at the 
square on which the checked King stands. 
The checking player cannot always be sllre 
of the positioll of his opponent's King as 
there lire often two positions which would 
give a check on the 'long' or 'short'. '111e 
checked pluyer alwllYs knows the diagonal 
hut Illay not be able to detennine the 
direction of the check. 

Method of Play 
The method of plH)' call be followed by 

watching a game in the middle board and 
listening to the questions ulld answers that 
pass between players and umpire. 

White plays l.c4. tile umpire announces 
'White has moved'. Dlack plays 1 .... d5. 
White tries PxdS. 111e umpire announces 
'cupture on d5' or more mdcly 'that's gone'. 
pushing the said piece with his finger. 
('1l1is sort of thing is IIsuully reserved for 
pieces that deserve to be captured through 
negligence.) Black plays 2 .... QxdS; 
announced by the umpire as 'recaptured'. 
and White plays 3.Bc4. 

There are several small points which 
deserve comment here. White diu not ask 
'any?' on his second move as he half 
expected 1 .... dS. To ask would confinn to 
Black that he had played a pawn at first. 
Not usking leaves the possibility of a 
capture with a Knight to confuse Dlack. 
Similurly the answer 'no' to the allempt 
2.Pxf5 before Pxd5 would tell Black of an 
udvanced pa\\II1. mack for his pmi assumes 
u pa\\IIl cupture but so far cannot tell 
whether it is U1C 'c' pa\\IIl or the 'e' pa\VI1. 
He can make a partial test with 3 .... Qe6, 
and if a check is announced lhen the 'c' file 
is open. This is risky as White mighl have 
played 3.13c4. If no check is called he may 
!lssume the 'e' filc to be closed by lhe pawn 
but Ule test is incomplete inasmuch as 
White may have played 1.c4 and 3.ilc2. 

However, Black now plays 3 .... Qd8 
making u mental note that so far he does 
not know which jX1wn captured his jX1wn 
on d5. It is better for the Queen to retire 
along her own file. to guard against 3.Qg4. 
followed by 4.Qxc8. which would be mate 
ifthc hlack Queen had lell her 0\\111 file. 

White asks 'any?' not really expecting a 
pawn capture but loath to miss a chance of 
deceiving his opponent in the belief Ulat 
his third move had been made WiU1 a pawn, 
gets the answer 'no'. and plays 4.QO with 
obvious intentions. mack usks 'any?', 'no'. 
and plays 4 .... f6. White now tries 5.Qxf7. 
the umpire says 'not a move' and to test 
whether the 'r pawn has moved he tries, 
S.Bxg8. 'Capture on'g8'. H1ack replics with 
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5 .... Rxg8. his mind now at rest about his 
opponent's pa\\II1 position; the umpire again 
announces the move as a 'recapture'. 

Now 6.Qh5+. 'Check on the short 
diagonal'. and Black answers with 6 .... g6 
7.Qxh7 and White is a pawn to the good. 

By now Black should have the white 
position set lip accurately. 111e two movcs 
of the Queen might be deduced from the 
answer 'no' to the attempted 5.Qxf7. White 
on the other hand does not know where the 
hlack Queen is. ncither can he be sure of 
the position of the kingside p.1wns. nlack 
plays 7 .... Qd5 covering the Rook. 

White tries 8.Qd3 WiUl a negative result. 
I re contemplates 8.Qxg8 but renlises Umt 
Black may have played 7 .... Rg7 in which 
case 8 .... Kf7 would detect the presence of 
the Queen, and suddenly rcalises Ulat the 
gain of the pawn has become embarrassing. 
He makes for possible safety with 8.Qh3 
but Black, accurately fo\lowing his 
opponent's thought. tries 8 .... Kd7 and when 
thc IImpire says 'no', swoops on lhe Quccn 
with 8 .... Bxh3 9.Nxh3. and muck trics 
Qxh I before playing 9 .... Qxg2. with 11 

probably won game. 

'[11e example has been given in detail as 
an introduction to the game. It is rarely that 
such continuous contact is maintained 
between the opposing forces and without 
this it is obviously impossible to follow all 
one's opponent's moves. By kCt..'Ping count 
of the number of moves made on euch side 
in the opening Ute probable position can be 
judged when exchanges begin. 'n1e best 
opening strategy ilierefore is to push 
forward as far as is col11jX1tible WiUl safety 
and try to engage tile enemy carly in the 
game. 'n1e oUler altemalive is to make a 
concerted attack upon some particular spot 
regardless of the consequences: 

Another Example 

J.d4 d6 2.(a.n.) f4. (a.n.) f6 3.(a.n.) NO, 
(a.n.) Nc6 4.(a.n.) bJ, (a.n.) c5 5.(a.t.) 
dxe5, fxe5 6.fxc5 dxeS 7.NxeS Nxc5 
8.(Kd2 'no!') Qxd8+. Kxd8. 

In U1is notation attempted moves are in 
brackets - a.n. means 'any?' with Ule 
answer 'no'; and a. t. 'any?', 'Iry'. 

---~=-=== 
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No matter what the opening moves were, 
White, by trying 8.Kd2, is sure of the black 
position except that a pawn may have 
recaptured last on e5 instead of the Knight. 
In the number of moves made, no oUler 
explanation of llie black position is 
possible. White can now continue willi 
9.Bb2 and follow it up with lO.e4. He Ulen 
tries II.e5 and, if it is obstructed, proceeds 
with II.Nd2 12.Rdl and e5 again. If the 
obstruction persists llien e5 is most likc1y 
to be occupied by a pawn. 'nle advance of 
Ule King may be necessary to establish its 
identity beyond doubt. 

The Opening 
TIle opening abounds in prepared traps, 

double check being particularly effective. 
'nle following is an example of a 

prepared double check resulting in mate: 
1.c4 dS 2.(a.t.) ndS, QxdS 3.Nc3 (Qxhl 
'no!'), Qd8 4.(a.n.) NhS, (a.n.) CS S.(II.n.) 
Q1I4, (a.n.) Nh6 6.(a.n.) Nd6H and 
mate! Black has been following the line of 
defence adopted in llie former game, 
anticipating a king-side attack. 

White's last move is naturally a shot in 
the dark and it would be sounder for him to 
have played 6.Nxc7 wiUI a double check 
followed by 7.Nxa8. If Black had played 
5 .... c6 Ule whole plan would have failed 
und the Knight would huve been lost 
WiUlOut compensation, but 5 .... Nc6 
followed by 6.Nxc7+ would not have been 
so serious as Ulere is little difference in 
vulue between a Knight and a pawn in 
Kriegspiel. 

Concerted attacks on a particular spot 
ollen gain pawn or piece. 
l.d.j dS 2.(II.n.) c3, (a.n.) Nf6 3.(a.n.) c3, 
(a.n.) e6 4.(a.n.) Bd3, (a.n.) Nbd7 S.(a.n.) 
Qc2, (a.n.) cS 6.(a.l.-tries all except 
dxc5) NO, (a.l.) cxd4 7.exd.j Nb6 8.h.j 
(a.n.) Bd7 9.(a.n.) NgS, (a.n.) ReS 
10.(a.n.) Nxh7, Nxh7 11.Bxh7 Rxh7 
12.Qxh7, und gains a unit. 

Certain Moves 
Certain moves normally follow each 

oUler. For instance if Ulere are exchanges 
on g(b)5, Rxh(a)8 is usually attempted at 
once to ascertain if Ule rook liIe is clear. 
Aner fJ it is customllry to plllY KI2 or 
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another piece to that squure as otherwise a 
N may slip in undetected. 'nle fianchettoed 
Bishop usually attempts to reach u(h)8 as 
soon as it gets in position. Much can be 
leamed by what the mnpire tells the other 
fellow. A host of 'noes' preceding each 
move ollen denotes the presence of the 
King in Ule firing line. TIlree 'noes' in rapid 
succession when the only advanced unit is 
a pawn on g4 for example, and there are no 
'anys', suggests a Rook or Queen on the 'g' 
liIe, and so on. 

Although the nsking of 'uny' becomes 
more of a habit UUIJI anything, Ulere are 
many occasions when it is preferable not to 
ask but to attempt Ule capture first. In lliis 
wuy a passed pnwn may be oblained 
wilhout one's opponent suspecting it! Also, 
following the umpire's invitation to 'try', n 
capture can be made by a piece instead of a 
pawn, WiUI misleading elTect. 

When checked by unything but 11 Knight, 
ulwuys try a move by your King in the 
direction you suspect the checker to be. He 
may be unsupported and you nUIY capture 
him. 11le discovery of the position of the 
opposing King should be the signul for un 
attack upon him. It is surprising what 
pretty mutes can be obtuined with a little 
pructice and a livc1y imagination. '111e 
problemist has an advantage over the 
ordinary chess-player in this department. 

The Endgumc 
As lhe pieces disappear from the board 

the position of both sides be;:comes evident. 
'111e end-game is usually fairly accurate but 
there are certain peculiarities. The odd 
pawn always wins uguinst the lone King as 
there is no sllch thing us 'opposition'. (,llle 
only exception to this is a pawn on the 
rook's file.) lbe Queen cannot win against 
u Rook or minor piece except by luck, and 
two Bishops, or a Knight and a Bishop, 
cannot give mate. Rook and King can mate 
the opposing King, but it requires practice. 

The Umpire 
The umpire;:, needless to say, needs 11 

sharp eye; he must not overlook discovered 
checks or pins. To say 'try' when a pawn is 
pinned, and thcn to retract it, is to give the 
whole game;: aWlly. He must make his 
announcements WiUlOut modulating his 
voice. If the players like to express surprise 
when Bd8 does Hot result in a capture, that 
is their lookout. Some umpires adopt a 
comic vdn which is calculated to entertain 
the spectators rathe;:r than the players. 
Remarks like 'Black has captured a -
square' or 'try' when a pawnless player 
accidentally asks 'any?' ure instances. 

11le spectators must maintllin lIbsolute 
silence until the game is over. '11len there 
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is usually a super-inquest, both players 
trying to explain what was going on in their 
minds and everyone demonstrating what 
should have been done. 

The lollowing game, played at the 
National Centre shortly berore its 
destruction, was reported in a chess colullln 
under the heading 'B1itzkriegspiel!'. 

Slr.R.Robinson - RH.S.StevenSIlII 
1.c4 eS 2.(II.n.) e4, (n.n.) dS 3.(1I.t.) cxd5 
Qxt15 4.(u.t.) Ne3 Qe6 S.(II.n.) (Provillg 
Ihal a black pawlI Iw., 1101 mowc/lo c/5) tl4, 
(n.t.) exd4 6.Bg5 t1xe3 7.QdH #! 

If you would enjoy playing Kriegspiel do 
not Luke it too seriously. Light-heurted 
gumes in the spirit or the lIbove ure most 
enjoyable to players and spectators ulike. 
The player who tries to gel every piece und 
pawn protected two or three times produces 
a most dreary fbnn of gallle. 

• 
Dllvid Li of Bethestlll, Mllrylllntl, USA, 

has written Kriegspiel - Chess lIl/(ler 
Vllcerlaillly. 'lllis is reviewed 011 puge 113. 

• 
Mr.Li 1I1s() sends details or 11 Kriegspiel 

Toumament which was to have heen held 
in Wushingtoll, USA, on November 4-6th 
wiUla prize limd totalling $2540. Ilowever 
the Washillgloll Cily Pape,. reports that 'I.i's 
grand vision foundered; not onc person 
registered for the Novelllher tOllnlUlllen\.' 

• 
Chincsc Ch.:ss 

~ ~ ... ~ JL JL 
;t1 , r ';;I ,r 
L JL JL ...JL J 
r ,r ,r ,r , 

L JL JL JL J 
r ,r ,r ,r , 

JL C. ~ JL 
,r 

~ ty ,r 

1/ ~ 
Red to play and win. Solutioll IICX limc. 



page 112 VARIANT CHESS Oct - Dec 1994 

FOUR HANDED CHESS 
TWO GAMES ON THE MARKET 

DOUBLES CHESS 
UD 

Rules 
'nle game can be played by 2,3,or 4 players. rf played by 4 each 

player can play separately, or there can be 2 scts of pairs playing 
each other. rf the latter, the winning pair of players is the lirst to 
checkmate one of the oUler two players, or to force a stalemated 
opponent's pieces to be removed from the board, (when a player is 
stalemated his King is removed but he continues playing.) 

111e playing board has 4 zones of 29 playing squares each, and 
12 yellow playing squares, (marked in the diagram by X), in 
between the 4 zones. 

The centre square has a special function. 'nlis is the promotion 
square. Pa\"IS reaching it can be promoted either to a Queen, or to 
a lost piece. Promoted pieces, or pa\\11S UUlt lire unable to be 
promoted, must leave the centre square on the following move, 
(unless Ule player has to get out of check). 

III.AI:K I;HAV Apart from Ule pa\\11S, Ule oUter pieces move as in normal chess, 

WIII'1ll 

Douhles Chess is a game for 4 plllyers - 2 teams of 2 plllyers. 
Tellnlll1utes sit opposite ellch other. To win one tellln must 
checkmate or capture, both of the opponents' Kings. A checkmated 
player loses just that tum, but continues to play when his temn is 
d0\\11 to onc King. Your King can be physically captured. 111is can 
happen when opponent (I) clln discover check from 11 piece of 
opponent (2), who has the move hefore you do. A player whose 
King is captured does not lose IItum. 

There arc options for playing with 2 or 3 persons. 

Nice Looking 
The hOl1nl is nice-looking 111111 the merging of 2 nonnal hoards 

together is original and well done. One advantage over Ule 
Shahl110t hoard (VC 14), is that the length oflhe Iiles and ranks lire 
of a rel1sonahle size. However the Queen still seems too powerful a 
piece - filr illstunce from one (lf the centrul slJuares it commands 35 
slJuares. The movement of the Knight and Bishop arc difficult to 
visualise when they lire IIWllY from the edge squares. 

PU\\1\S move und cllpture as nonnal, but the pllth of the pa\\11 is 
always to the cnd square of the closest opponent, from whence it 
promotes as in nonnal chess. If the pa\\1l captures outside its 
sector, its promotion path is still to Ule cnd square of the same 
opponent it was heading for at the start of the game. 

1.l1rry Evans calls Doubles Chess 'the best four-handed version I 
ever saw ... .' My verdict: Too complicated piece movements, 
dillicuJt to play.' 

Send to: Doubles Chess, 1040 Grnnt Rond, Suite 155-145, 
Mountllin View, CA 94040, USA. Suggested retnil price is $29, 

FOUR ZONE CHESS 
This game is part or a packuge of 3 games which can be played 

Oil the Four 1.01le hoard. 111e other two games are Wipe Out and 
Draughts. '11lere arc 4 sets of chess pieces, each set comprising 14 
pieces - 13 on the hoard and the Queen placed outside the board. 
See diagram. The pieces arc discs, not 'statues'. 

but cannot enter Ule centre square, cmmot move over Ule centre 
square, and cannot give check across the centre square. 

l'a\\1\S are dilTercnl. 'nley move as in nonnal chess within their 
0\\11 zone, (including the initial 2-move option), but once they 
leave their 0\\'1 zone they cannot move back into it, nor cnter the 
centre zone. However outside their 0\\11 zone they gain enhanced 
powers. 111ere the pa\\11 can move as a King, alUlough can only 
take diagonally, (as a Ferz, both backward and forward). 

111ere is no casHing or en passant capture. 

Inthe mic book Rooks arc called CasUes and Knights arc Sh0\\11 
as old-fashioned KN instead of N. However appearances can be 
deceptive - Ule mles are well laid out and take up less than four 
and a halfpagcs. 

Balance Better 
111e game is most interesting too. Compared to Shalullot, (sec 

VCI4), the balance between major and minor pieces is better, as 
the OIlC Queen only comes into play after promotion. The Rooks 
and Bishops are still pretty powerful Utough, despite Ule 'dead' 
centre square. 

'nle two pa\\11S on Ule central Iile arc the only ones that can 
promote without capturing, and arc Uterefore especially valuable. 
111e enhanced powers of Ule pa\\11S when they leave Uteir 0\\11 
zone is a neat and original idea. It is not mentioned in the mles, 
but to make a KingIFerz I put a hlank draught piece over U\C pa\\11 
(itlits neatly) giving thc appearance of a 'Draughts King'. 
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I also like the way the game is brought to a conclusion with 4 
players playing as 2 pairs. Checkmating ol/e of the opposing Kings 
is a simple target to aim for. One docs not have to worry about 
what to do with the first checkmuted player's pieces when botlt the 
Kings have to be checkmated. Games are over quicker too. 

Plays Well 
TIle game plays well. An obvious plan is to push the central 

pawn directly to the promotion square; opponents can prevent this 
by Bishop and Knight, hut the Rooks (pieces difficult to develop 
quickly) can become exposed to attack. However Rooks appear no 
more powerful than Uishops (in fact maybe less so). As only one 
pawn can be promoted at a time, and the promoted piece has to 
spend anoUler move vacating the central square, pushed pawns can 
expose themsc\ves to danger as they await their turn to promote. 
'111e transfonnation from a pawn into a KinglFel7. makes for 
interesting play - this promotion is easier to achieve, and the piece 

BOOK REVIEWS by J)clI'id I'ritcllClrcl 

To receive two books, each on a single variant and wiOlin 11 few 
days of each other as I did recently, is hardly a commonplace 
event. Books on single varinnts arc rare indeed. As an investment 
they have, without exception, proved gilt-edged', though, as the 
financial people warn, past perfonllance may not be a guide to 
future profit. 

Both, I stress, are proper books; well produced and with 
handsome nexi-covers. 'Illey are essential to anyone interested in 
the variants cuncerned and to chess book collectors I can also 
recommend them as a modest investment. 

SIAMESE CHESS - HOW TO PLAY - HOW TO WIN by 
John F. Manson Jr. & Todd Hoover - 200 pp many diagrams. 

You might be forgiven if, like l11e, you thought from the title that 
this was a book about makruk (TIlIIi chess). It is not: it is about 
Double Bughouse. Clear? Perhaps you know the game us 
Bughouse or Simultaneous Chess or Double Speed or Double Fire 
or New England Chess or Tandem Chess or even some name I've 
never heard of. 

Siamese Chess (Siamese twins is presumably the link to the 
title?) is a variant for two teams each of two players. Teams sit 
side by side facing each other. 11le arrays ure as for chess. One 
player of each team is white, the other black. Play is as in chess 
but when a capture is made by onc player the pawn or piece is 
passed to tile partner who may Ulen introduce it into play on his 
hoard at any time and on any vacant square instead of moving. 
(Understandably, no pawns on I st or 8th ranks.) TIle first mate 
decides the match. TIle game is usually played to a fast time limit 
and has proved a popular diversion at nCF congresses. 

So how is it possible to fill 200 pages intelligently on so slight a 
variant? Wel\, Ute auUtors appear to have done so without much 
difficulty. '111e skill, apart from that required for non11al play, is to 
monitor partner's position and if he wants, say, a knight to deliver 
a smothered mate you gllldly surrender your queen for one and 
pass it over - checking of course that Ute mate is still on and it is 
your partner's turn to move (he meanwhile is marking time until 
you pass Ule desired piece). A less reputable, but wholly legitimate 
wuy it would seem, is to communicute your mutual needs in 11 

prearranged verbal code. 
TIlis throws up an interesting feature of the variant IInd explains 

why it should be played to a fast time limit. If you are losing, you 
simply don't move hoping your opponent will either win or pass 
you ilie piece you have been waiting for before your nag falls. 

is quite strong too. Criticnl decisions need to be made fairly'eady 
in the game, and co-operation between partners is important. 

'111e plastic discs are fairly thin, but seem rCHsonahly strong. 
Because the pieces arc discs there may be some diflicully in 
distinguishing other players' pieces (especially the black, green and 
red ones). I feel that with practice players can become used to 
them. Solid pieces could be used from oUler gamcs (e.g .. 'complete' 
edition version of Shahmot; or Doubles Chess), but as there need 
to be 4 dilferent coloured sets, this could be an expensive option. 

TIlis is the best FHC game commercially available lit the 
moment. TIlose who wish to venture into FHC should try Four 
Zone Chess. There is also the added bonus of Four Zone Wipe-Out 
and Four Zone Draughts! 

Send to: Four Zone Game~, E~tate House, Evesham Street, 
Redditch, Worcestershire B97 4HP. The price is £25.99. 

Space does not allow further discussion of the contents which 
concentrate on the tactical and stmtegical dilTerences between 
chess and Bughouse. Onc chapter in particular might justily the 
cost of the book: 111e Fourteen Most Common Mistakes in 
Siamese Chess. Games scores, openings IInd (fairly ellsy) exercises 
make up an attractive book. 

A statistic I've never been able to come to tenns with (could 
you?) is that onc U.S. chess club lays claim to 75 Double 
Bughouse teams. If tme, then on this evidence nlone Siumese 
Chess should find a responsive market. 

Write to: FllrnslVorth Enterprises, 4(i(J(i Jones Creek Rd., Dox 
223 D, Bllton Rouge LA 7(J817, U.S.A. - $19.95 +$5 postuge. 

KRIEGSPIEL - CHESS UNDER UNCERTAINTY hy David Li 
- 144 pp illustrated. 

At first I admit to being 11 bit put on' by the uwkwurd subtitle und 
more so by the fuct that f(xlk is spelt throughout as rock - un 
extraordinary mistake. That said, the book is well written und the 
large, crisp diagrams are a treut. 

'111e game as described here has one or two mles that diner from 
Ulose we are familiar with, particularly as regards the umpire's 
responses, but this is of no great import. Anywuy, the uuthor 
suggests that the infon11ation impllrted by the umpire could he 
sensibly udjusted to the players' experience, which is good IIdvice. 

TIle book c1l1ims to be the first one on kriegspiel and this sc\!ms 
likely as Cayley's KriegspicI, or War Chess (1905) is, I believe, 
only a booklet although I have never seen it, whilst Anderson's Ar(~ 
Tltere Any? (1960) is a collection of problems. 

Kriegspiel - Chess under Uncertainty is aimed at the beginner 
rather Utan the serious player but Ule author also has good advice 
for the experienced even though he occasionally labours tile 
obvious. A feature of Ule book is the very full annotations which 
follow almost every move and the lessons to be leumt which 
conclude each game. (Li s hook has another claim to fiulle: nil the 
games arc between professors!) 

This is the work of un enthusiast rather than an authority. The 
author claims it is also a learning device (his discipline is 
infon11ation liystems) in which he discusses techniques of 
gnthering intell igel1ce, huilding models of the OJlIXlIlent's )x)sition, 
jarmlling his infonllation network unll making decisions on 
imperfect data. An entertuining introduction to the gamc. 

Write to: Premier Publishing Company P.O. Box 341 Y,7 
Bethesdll Murylllnd 20827 U.S.A. - LI2, post free, sterling 
cheques accepted. 
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, 
. .. .::. ,:. . .: .... ' : .. , pieces, all the pieces you captured on your 

GAMES WORKS ... HO .. p previous tUnt could he d~opped back on the 
L. __________ . _~~~. _-1.. board to fight on your side! (Hc/itor: Cht!U 

for real mell!?). 

IIllHUlCANE CHESS 

From IIllrold Bohn (Sooke. Callac/a) 
I shonld like to oiler a Inscinnting new 

chess vnriant I reccnlly dcveloped. 
Hurricllne Chess wus inspired by the 

classic war strategy board game 'Axis & 
Allies', anti is bused on a simple ideu -
players cun move thcir entire unny in a 
IUnl, insleutl of tuking tUnlS moving onc 
uuit lit a time. More realistic? You must 
move at least one piece, and each piece 
lIlay move only once per tUnl; so in a tum 
y?U can make from I to 16 moves. If you 
give a check that ends your tum. If you arc 
in check, you must escape on the lirstmove 
o~ your tum. Any en passant capture you 
wish to muke cun also be done only on the 
first move of your tUnt. You cannot expose 
yom King to check at any time, evcn if you 
can get out with a subsequent move before 
the cnd of your tUnl. (Ed: CClsl/t!s is bOlh Cl 

Killg alld Cl Rook move.) 
That's all there is to it. It's tempting to 

assume White would huve an 
overwhelming advantuge with the fin;t 
tUnI, but it is dillicult to prove this. It 
might secm nightmurishly complex at first, 
hut it isn't once you try a few games und 
gct a grnsp of the dillcrent principles it 
operntes on. Since a game would usuully 
only last 5 or I () tUniS, it is probllbly much 
simpler than nonnal chess. "IlIC opening 
phuse or the game is uccomplishctl on the 
lirst tUnl, and on the second tUIll you can 
hlast right into the middle gmne und 
glorious cUnluge. It's fun experimenting 
with dillcrent opening set-ups; it doesn't 
pay for White to he overly umbitious .... 

Uditor: IlItereslillg. As Air.BollII says. 'it 
mighl .feem lIighlmarish/y complex al firsl. 
bl/I il iSII'1 ollce YOII Ily "few games'. 71,is 
hlls similarilies 10 lingli.rh Progressive 
Ches.f (VC 12). lIlICl provokes Ihe ic/(!(I Ihal 
maybe Ihe opellillg pllClse of Hnglish 
l)rogre.uive cOIIM be speeded lip by making 
II,e progl"l!.uil'(! seqllenc(! 1.3.5.6. 7.8 ..... elc. 

• 
AHMAGE()()ON CHESS 

Also from Hllroll) Bohn. 
A rmlllteddon Chess (or 'All hell hrcuks 
loose from the sky and rains down on the 
hOllrd chcss') 

If you want u tOlly originul und 
nightmurish chess variant, how ahout 
comhining Ilun'icane anti Chessgi'l In 
addition to being ablc to move nil your 

• 
SHOGI VAHlANTS 

From Pcter B10mlllcrs (lio/llllu/) 
Shogi vnriants arc not limited to dillcring 

fonnuts. Fairy fonns exist on the nonnal 
shogi board also. Onc is strangcly called 
"Korean Shogi": all pier;/!s move as the 
picce immediately behind it in close 
contact. If the squure to the rear is empty 
the piece moves as itself. In order to avoid 
the Rook pawns und Bisl!op pawns moving 
as Rooks and l3ishops on move onc, all 
pawns on the second and cightll files, (ie. 
those in Iront of the Rooks and Bishops), 
arc pushed forward one spacc at the start. 

'Illerc arc also Shogi variants that lIrc not 
Shogi or chess. These arc with thc NAME 
Shogi in it and using Shogi cquipmcnt, but 
with dillcrcnt rules. Mllwari Sholti 
(going-round Shogi) is a race game at the 
edgc of a Shogi board. Four Golds act as 
dice and tlle picces promote aller each 
round. Tobi Sholti UllInping Shogi) seems 
to be a draughts game, and Furl Shogi 
(swinging Shogi?) is the use of Shogi 
picccs as tlice - lor gambling perhaps? 

Most cnjoyable is Blind Shogi, which is 
Kricgspic\ Shogi. 'Ille drops arc fantastic in 
IIlis gamc. 'nle handing over of capturcd 
pieccs by thc referee is hilarious at all 
times. And the best fun is whcn tlle referee 
writes the moves down: then one can sce 
what really happencd. I saw tears of joy 
with this gamc with the players. 

There arc two Chinese chess variants. 
'Illese games werc playcd at the Japanese 
Shoglm's court but were not Japanese 
gmnes proper. One is a gamc on the Go 
board witll seven annies. TIlis is refcrrcd to 
liS Shogi-of-thc-Seven-Kinltdoms, 
(interestingly, the Japanese use the word 
"shogi" liS a gencric tcnn for "chess-type 
game"). 11le othcr, ("Wide Chess"), is 
also played on the Go hoard lIccording to 
George Hodges, hut on an IIxll board 
according to 11 Chincse Chess Dictionary 
(in Chinese). 'nle IIxll Chinese Chess 
variant scems to have had Lance-type 
conter pieces; and that makes the 
conncction with Shogi again intcresting. 

• 

THAI CHESS 

This tends to be a neglectcd castent 
variant. It is assumed to be too slow for 
modem tastcs. Ernest Pllrk (New York. 
USA) has been asking for the Ollcs. 

Piece 

Rua 

Ma 

Khon 

Khun 

Met 

Bia 
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Equivalent 

Rook movcs as a Rook. 

Knight movcs (lcaps) as a 
Knight. 

Bishop movcs I squnre at 1I 

time eitllcr diagonally 
or straight ahead. 

King moves as a King. 

Qucen moves diagonally I 
square at a time. 

Pa wu moves and takes as a 
pawu. It has no 
douhle-step on its Iirst 
move. 

Pawns (Bias) promote on thc 6th mnk to 
a Queen (Mct). 

'nle game is wou by checkmate; 
stalematc is a draw. 

Duvid Pritchard tells me that first move 
options for the King and Queen, givcn by 
so many authorities, cun no longer be 
cxercised in modcm "I1lai chess. 

lIere is tlle initial piece arrangement. 
Dluck moves lirst. TIle 'I1tai board is 
unchcquered, but a nonnal board can of 
coursc be used. 

• 
nEALLY BOUNCY BISHOP 

From Jens Nielsen (Del/mark) 
(lMilor: Re. Ieller from Bob NewmclII in 
Games Worbhop VC14) 

'nIt: logic about bouncing depends on the 
sizc ofthc bouncing piL'Ce. (See also p.l09) 
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Variants af Chess 

From Peter Blommers (I1/e I/aglle) 
Replying to George Jelliss in VCI4, I 

would like to note that George J-Iodges's 
distinction between Variants of Chess and 
Chess Variants concems the usc of the 
word 'chess' in different senses: 'chess' as 
generic concept versus 'chess' as the name 
of a game. My proposal would be to 
distinguish between these taxonomic layers 
by means of lower-casclupper-casc 
discrimination. Accordingly, a 'chess 
variant' would be any game with Kings, 
Pawns, mate-concept, and' pieces with 
different types of movement. And a 'variant 
of Chess' or a 'Chess-variant' a game like 
Chancellor Chess or Courier Chess (but not 
Ton Shogi or three-handed Chinese 
Chess). 

Mao 
Commenting on George Jelliss's leller 

(VCI4), I would like to note thut the tenn 
'Mao' is not correct in connection with the 
Chinese Knight. 11le Chinese Knight is 
'Ma' in Chinese. 'Mao' is best remembered 
as the 20th-century criminal who 
mass-killed sparrows and nearly obliterated 
Chinese Chess as a reactionary pastime. 

Personal Notes 
Concerning my personal notes in VCI4 I 

hasten to add that my personal opinion (in 
spite of the title) was not stated there. 
Personally I don't believe that chess was 
the mind-product of a single indi vidual. On 
the contrary, I believe that not only chcss 
but all great traditional games evolved at 
Ule hands of a series of anonymous 
persons. And I believe that Ule strengths of 
these games arc to be sought in this 
circlUllstance. I lefl out my personal 
opinion in my notes because I was wel! 
aware that my own pet ideas were 
irrelevant there. 

• 
Promotion of Xiangqi 

From C.KLai (Editor oJ Chinese Chess 
News/el/er. alld Vice ChaimulI/ oJ Stlldy 
Commiuioll. World Xiallgqi Federatioll) 

I have read David Woo's leller (VCI4) 
with interest. In the long history of the 
development of the game of Xiangqi, and 
of its promotion and propagation in Asia 
and now in every part of Ule world, it is 
inevitable that different people, groups and 
organisations, should do, and will continue 
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to do, things more or less differently, in 
their own way, (reacting and adapting to 
dilTerent circumstmlces and to a multitude 
of other factors). TIlis is indeed 
understandable, given the great complexity 
of Ule su~ject matter (Xiangqi) itself. For 
example, some IlCople will tell you that 
Xiangqi or any oUler fonn of chess is only a 
game, to be looked at (or be ignored?) 
and/or played (or kicked out?) when one 
has leisure and in the mood, while for 
some other people, Xiangqi is a very 
serious Uling, it is life and death itsell1 
How arc we going to reconcile these 
opinions? 

Anyway, if we arc keen to 
intemationalise and share the joy of the 
game of Xiangqi, maybe it is more 
rewarding and productive to encourage 
people to try every effort, individually and 
collectively, with a mind and in an 
atmosphere of resllCd, understanding, 
friendship, and co-operation. 

• 
Problem Pages 

From Ernest Pllrk (BrookIYII. NY, USA) 
I find your problem section not consonant 

WiUI the rest of the pUblication. If you must 
have it, then please explain or give 
reference to endgame hooks, such as 
Dickins's. hooks. How about illustrating 
Plachutta interference, double Novotny 
etc.? I must admit your problems tum me 
off. 'Ibere arc problem bulletin 
pUblieations. Why must we have it in our 
publication? Aller all your IlCriodical is 
called Variant Chess, not the British Chess 
Problem Bulletin! 
Editor: The Faily Problem.f sectioll has 
always beell all illtegral part oJ the 
magazille - alld will remaill so. 71/ere have 
beell complaillt.f ill the pa.ft that the 
percelltage oJ space devoted to problems 
was too large. I believe that the pre.fellt 4 
pages Ollt oJ 16 gives a rea.fOllablc! balallce 
(the 5th page ill VC 14 was dlle to the 
belated 'Problems Award'). 

DickillS~f A Guide to Fairy Chess i.f a 
mal1/el/olls illtrodllctioll to the field if olle 
call get hold oJ it. The Jom/er editor oJ VC. 
George Jellis.f. will be brillgillg Ollt a 
Guide to Variant Chess which. amol/g 
other things. will explaill the tem/.f u.fed ill 
Jairy problems. Allyway the Problems 
Editor does explaill tem/s il/ hi.f columll -
al/d velY well too. 

• 
Vinciperdi 

From Michael Muff (St. J'alll. MN. USA) 
I am writing a hook involving the theory 

and complete analysis of Losing Chess 

page llS 

(also Vincipierde (sic) and other 
namesakes). 1 have demonstrated a li)reed 
win for Hlack in 19 of the 20 possible tirst 
moves lor White. The move li)r which I 
have not demonstrated a conclusive win is 
I.b3. (I still favour Black here). However 
the stnlemate-equals-druw mle in 
Vinciperdi (Editor: cOli/pared to the NOS'/' 
I1Ile thal the pel:WII stalemated lI'ill.v) 
represents a significllnt enough dil1crence 
to possibly change some of my endgame 
evaluations from wins to dmws. 

TIle analysis has beell scmpulollsly 
reviewed by myself and a host of musters. 
Among these are FM Ell Zelkind, five time 
Minnesota Stute Clullnpion, NM WiIIiam 
Harrison, a member of a recent Pall Am 
Collegiate championship team. und NM 
Leo Stefurak, who was one of Minnesota's 
strongest plllyers before moving to 
Califomia. 

• 
Mad Mate 

From Du\'ill Pritchard (G()(lalminK. 
Surrey). 

Mad Mate is the non-proprietary version 
of Neo-chess marketed by 3M in America 
in 1972. It wus played by a number of 
grandmasters, Petrosian, Spassky. and 
Larsen in particular, among them. 'llle 
game was develollCd by Alex Rundolph 
(the Kasparov of games inventors 
incidentally) following residence in Japan 
during which he became proficient at 
Shogi. '1l1e pieces arc shallCd like rather 
elegant cotton reds with the symbol of 
ellch piece at either cnd in eontrusting 
colours. 'llms when a capture is made the 
piece is simply tumed over ready lor 
re-entry, avoiding the confusion that almost 
invariably arises if the gllme is played with 
two ordinary chess sds. A few 
beautili.llly-cralled Mad Mute sets were 
subsequently mllnllfactured in Gennuny. 

In the mid-1970s I demonstruted the 
game to the head of a UK games company. 
I le was (briefly) ecstutic. dec1uring that he 
would market the game as 'chess' since it 
would certuinly replace the traditional 
game. A more sober appraisement took 
several duys to munifest itsdf and the game 
was never produced here. 

Super-pawn 
Your mention of the SUllCr-pawn 

highlights a problem of the CV jungle: the 
same name coming up aguin and again in 
ditTerent contexts. It might be un idea, in 
the case or conullon names of pieces und 
games, to identify the subject by giving the 
name of the inventor in brackets uner it. 
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CHINESE CHESS EVENTS 
UK Chinese Chess Open Championship 
1994 
--This will tuke pluce on Saturday 10th 
December 1994 ut Fo KUllng Temple. 84 
Murguret Street. London WI 711D. The 
tOUnllllllent will be 11 5 round ·Swiss'. The 
mte of pluy will be 45 minutes per pluyer 
to complete ull his moves. Pluy starts at 
11um (registrntion 10.30) and the finish 
will be uround 8pm. First prize L 100 
+trophy. Entry fee L I O. (Editor: 71/e 1 sI 

prize has gOlle "l' from [40 10 1."100; bill it 
i.' a pity that the elltly fee has had to be 
dOllbied to accommodate this!) 

Send entries to C.K.Lni, 12 Lngnn 
House, Sumner ROlld, London SE1S 
SRB. (Closing dute 4th December). 

Europcnn Chnmpionship - Xillng(Ji 
C.K.Lui is European Chumpion and the 

LJK won the team championship, lit 
Amstenlum in October. As C.K.Lui says: 
'the whole of Europe's Xiungqi Irutemily 
wus shuken! What u perfonnance!' 

CHINESE CHESS IN FINLAND 
14 pluyers all told took part in the 

second Jarvenpaa Open Xiangqi 
tounlument on August 20-21 (the largest 
Xiangqi event ever in Finland). Separate 
swiss tOUnlaments took place on each day. 
'nle joint winners of Ule first tournument 
were Nguyen The Nlum from Vietnam 
(but shorlly to become a Finnish citizen), 
und Jouni Tolonen. Nguyen 'I1le Nhan 
IIlso won the second tournament: equal 
sccond were Ruimo Lindroos und Jukku 
Tuovinen, u most promising young player. 

Beclluse of the lively Ruimo Lindroos 
Chinese Chess is goiHg from strengUI to 
strength in Finlllnd. There ure 23 pluyers 
on the current gruding list, of which only 
2 IIppellr to be of oriental extrnction; three 
Xiungqi Illusters visit in November. 

For delails of Xiangqi activities in 
Finlund contuct Rllimo Lindroos, 
Ahokujll 2, FIN-04430 Jarvenpnn, 
Finhmd. 

BOUND VOLUMES 
Soil-back bOlUld volumes of issues I to 

8 of Variallt Chess are now obtainable. 
Single copies of these issues ure no longer 
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available. TIle price (including postage) is 
UK-LIO; Europe-LII; Worldwide-LII 
(Surlilce mllil), L 12.50 (Ainl1ail). 
Contnct: G.P.Jelliss, Unit 6, Merclltorin 
Business Centre, 100-102 Normnn Rd., 
S.Lconnrds on SrD, E.Sussex, TN38 OEJ. 

SHOGI NEWS 
EVENTS 
19th November 1994 - Brucknell Shogi 
Tournan1ent. 3 round 'Swiss'. Also 5x5 
Shogi side event. 
COllhld: Vincent West, 31 Si mons Close, 
Tilehurst, Reading, Berks, RG3 6GA. 

llle 11th British Shogi Championship, 
held in March. was won jointly by Les 
Blackstock, Anthony Fedder IInd Tony 
Hosking. Following play-on:~ Les 
Blllckstock has emerged 'Champion'. 

London Shogi Club meets at the 
East-West Centre (Room 20 2nd floor) 
188 Old Street, EC I (near Old Street 
tube) - Tuesdays from 7pm. 
Reading Shogl Club meets at Ule ICL 
Sports und Socilll Club, 53 Hlnygrove 
Street - first working Monday of every 
month lrom Spm. 

2nd HETERODOX OLYMPICS 
Based on thc percentage scores of the 

results so far obtained, the lellding teams 
lit presentnre I) Ukraine 76.8%, 2) Italy I 
75.3%, 3) England 67.4%. (Will the 
Italiall (lomillatioll be broken?) 

Leading scorers in the sections arc: 
Circe Progressive - Patrick Donovan 
(England) 13114 
Mutation Progressive - Angclo Mapclli 
(Itllly 1) 11/11 
Triplets Chess - Alessru1<lro Cllstclli (Italy 
I) 6/8 
English Progressive - AlesSllndro Castelli 
(Italy I) 8/8 
Italian Progressive - Jaroslav Gadzinskij 
(Ukraine) 11112 
Balanced Marseillais Alessundro 
Castelli (Italy I) (agaill) 5 1/2 out or7. 
Vinciperdi - Peter Wood (England) - 10 1/2 

out of 11. 
Avalllnche Chess - insufiicient results. 

'VARIANT CHESS' POSTAL 
TOURNAMENTS 

Italian Progressive Chess 
English Progressive Chess 

Entries ure invited for postal 
tournatllents in the above vurirulls. UK 
residents only. Newcomers to these 
interesting ruld popular variants are 
encouraged to 1lave a go'. Free entry for 
subscribers to· VC. L2 lilr 
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non-subscribers. Closing datc lor entries 
24th DI.:cember, with games to comlllcnce
on 1st Jl1IllIary 1995. Write to the editor. 

CHANGED ADDRESSES 
JJJU11SlI SlIOGI FEDERATION 
Membership Secretary: M.Brewer, lISt. 
Donatl's Road, New Cross, London SEI4 
6NU. 

NOST(Knights of the Square Table) 
Write to Ronleigh Dale, NOSTmaster, 
700 South Shafler Avenue 10 I Shafler, 
CA 93263-2643, USA. 

BCCA v ITALY POSTAL MATCH 
TIlis match (see VC13) is now finlllly 

underway - from I st October. The final 8 
boards of this 68-board match arc devoted 
to chess variants. 'nle Italiruls, as might be 
expected, have liclded 11 strong 'vllriant 
team'. David Pritchnrd has another tough 
stmggle in prospect ugainst Deumo 
Polacco atltalirul Progressive. 

SOLUTIONS OF PROBLEMS IN 
VC14 

I) Chinese Chess (page 96) 
While males by I.CI7+ RxJ7 (If I....KCO. 2.RgO+ 
wins easily. ego 2 .... DxgO 3.RxCOII; or 2 .... Gm 
3.RxftH Ke9 4.Rc9I1) 2.Rx~-o+ DxcO 3.RgO+ KI9 
4.Rlll+ GxJO 5.NhO 11 

Losing Chess (page 95) 
While wins by I.Rd6! g4 2.Rf8 - 3.hS(R) - 4.h7 
g4 5.032 blH 6.Bxbl Bb2 7.D02 Bxa3 S.DgS 
Dxd6 9.17 BxllI. While is now stalemah:d, which 
wins for him under the NOST rules. 

• 
PLEAS 

SUPER-CHESS 
Dllvid Pritchard writes: An early 
Superchess was invented by the mystic 
Charles Hoy Forl (1874-1932). A 
photograph showing Ule inventor and (part 
of) the board was published in a recent 
book (Livillg WOllders, Mysteries ami 
Cllriosities of the AllimClI Worlcl by John 
Mitchell and Robert Rickard - l11rullcs 
IInd Iludson, 1982). 11le same photogruph 
IIppeared in DOl/bt, the ForlelU1 Society's 
journal, in the I 930s, Ulere dcscribed 
(surely incorrectly) us 'Super-checkers'. 
Apart from Ule game having a very large 
board and n lot of pieces, I have not been 
able to get any other infornultion on it. It 
is not mentioned, so far liS I Cru1 trace, in 
any of Fort's books, apart lrom the above 
reference, in DOl/bt. [ end with a common 
plea: can any readcr help? 

Reader Toby Howes wants to hear of 
anyone who does play, or might be willing 
to play or experiment with, a game or two 
of 3D or Splice Chess. 
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TWIKNIGHT 
By Jens Nielsen 

While reading about chess variants. a 
new one with a simple rule suddenly 
occurred to me: once in a game you may 
make a doublemove with. Knight (e.g. 
Ne5xf7xh6+). Perhaps this was inspired 
by Bouncy chess where similar moves 
may occur at the edge of the board. The 
Knight may move twice; hence the name 
Twiknight. 

This diagram makes some details about 
the rules clear. 
A) It is possible to be in check after the 
first part of the doublemove. Although 
Nf4 is pinned, it is possible to play 
Nh3xf2 with the doublemove. 
B) The Twiknight must use a ~ 
square in the middle of its 
doublemove. 

If Ne5 captures Rh8 with a 
doublemove, it must capture the pawn at 
g6. If the pawn at g6 were a white pawn, 
the Rook could not be captured at all 
(just like backgammon: if you move 
twice with a checker it must pass an 
unblocked "square"). 

~ 
I started to play some games with 

Torben Osted. but the game didn't work 
properly yet. We feared that the 
doublemove was worth more than a 
piece, and this was confirmed by two 
games. Torben Osted was White and can 
force a piece sacrifice for the 
doublemove. 

Game 1. l.Nc3 (with the threat Nb5# 
Ne4 is not mate - it is covered by Ng8.) 
1.... Nc6 2.Nb5+ Nd4xb5 3.c4 Nd4 4.e3 

Ne6 S.d4 d5 6.NfJ (with the threat of 
7.Ne5 catching Qd8) 1-0 

It is an early resignation. but 6 .... c6 7.Ne5 
Q!;7 (the only square) 8.cxd5 is hopeless 
for Black, as 8 .... cxd5 (8 .... NdS 9.Nc4#) 
9.Bb5+ wins the Queen. 
Also bad for Black is 6 .... ffi 7.cxd5 Qxd5 
8.Bc4! e.g. 
1) 8 .... Qh5 9.g4! 
2) 8 .... Qa5+ 9.Nd2! (threats on as and e4) 
9 .... Q51O.0 
3) 8 .... Qd8 9.Nd2! 5 1O.NO 

Game 2. I.Nc3 c6 (better, but after ... .) 
2.Ne4+ Nf6xe4 3.d3 Nf6 .... White won in 
25 moves. 

I thought of limiting the power of the 
Twiknights by prohibiting the Knights 
from moving in the fIrst two turns. This 
should give the players time to make 
moves to defend against the Twiknights. 

lan Richardson 
Peter Wood got me in contact with fan 

Richardson, and fan came up 
independently with my rule: The Knights 
must not move until move 3. 

But !an came up with another 
interesting rule, one that speeds the game 
up. : Even if you have used your 
doublemove, your Knights always 
attack the enemy King with a 
doublemove. 

This rule has turned out so essential, 
that you can even consider stopping the 
Knight actually making the doublemove. 

.Before we started playing any games, 
!an and I composed some problems with 
these rules. In all of these the Knight has 
yet to moke its original double move. 

Mate in 2 moves . .lens Baek Nielsen 
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Mate in 3 moves. Jens Baek Nielsen 

Mate in 3 moves. lan G. Richardson 
(Corrected by G.P Jelliss) 

Solutions: 
I) Mate in 2 moves: LRd4! KId4 
l.Ng6-f4#. On other Black moves White 
mates by Nt7-d6. This position 
demonst:rates the power of the Twiknight 

2) Mate· in 3 moves: l.Ba4 Rxe2 
l.Bxc6+ Kb8 (Ne7 does not cover b8 
when a white piece is on 00) 3.&4#. A 
new way of giving check by opening a 
route by moving another piece. 
l....Kb72.Bxc6+ Kb8 3.Be4 (O.g2,hl)#. 
1.. .. &5 2.Bxc6+ also mates in 3 in the 
same way. 

3) Mate in 3 moves: I.Kc6 Kc8 
l.Ndl-c4+ KdS (2 .... Kb8 3.Nb6#) 
3.Nd6# 
If l....Ka7(aS) 2.Nc:H15 Kb8 3.Nb6# 

Postal Games 
Game I: JBN v lan G. Richardson: 
l.c4 c6 1.c5 e6?? (Black only had eyes 
for Nc3-b5+, but White has made the 
square c4 available again with his second 
move:) 3.Na3-c4+ Black resigns. 
(3 .... Ke74.Nd6#). 

Game 2: lan G. Richardson v JBN 
Le3 d5 l.d4 Bg4 3. fJ 
I thought of 3 .... Nf6 4.fxg4 Ne4 and 
Whites Queen is trapped, but: 

VARIANT CHESS 

A: 5.Nh3 with the threats 6.Nf4-h5# and 
6.Nf2xe4, when White has a Bishop for the 
doublemove (enough!?). 
B: 5.Na3!? c6 (5 .... Nc3xdl?? 6.Nb5+ 
Kd7 7.Nf3#) 6.Nh3! g6 7.Nf4 Qd7 
8.Nxg6xh8, but even with 8.any, 
8 .... Nc3xdl 9.K.xdI hasn't White too much 
for the Queen?: a Twiknight, and a 
Bishop, the Bishop pair, and two 

Twiknights that can attack the King with a' 
doublemove against a single Twiknight of 
Black that can do this. 
J .... Bh5 4.NcJ c6 5.Nhl eS!? (At this 
point I had already won 'Game l' and was 
ready to risk something to get on amusing 
game.) 6.dxeS Nd7! 
(!'his saves the doublemove as a threat for 
later use. After 6 .... Nd7xe5+ 7.Ke2 Nh6 
8.e4 I could find nothing. White can now 
(after 6 .... Nd7!) try to cover e5: 

7.Ng5? Qxg5! 8.Ne4xg5 Nxe5+ 9.Ke2 
Nxf3xg5+ winning back the Queen and 
being left with 2 Twiknights and a pawn 
to the good. 

7.Qd4 Nh6 (/'hreatening Nf5xd4+. 
Unclear is 7 .... Bc5!? 8.Na4xc5 etc.) 
8.Qf4? Nxe5+ 9.Qxe5+ Ng4xe5+ 

7.Nf4 Nc5+ 8.Na4xc5 (8.Ke2 Nh6-f5#) 
8 .... Bxc5 9.Nxh5+ Nf6xh5 with a 
Twiknight against a Bishop and a pawn.) 
7.BdJ Nxe5+ (If now 8.Ke2 Nxf3-d4+ 
(not 8 .... Nxf3-g1 + because of 
9.Nh3xgl-f3) 9.K/l (if 9.Kf2 Nh6+) 
9 ... .Bxdl 10.exd4 and White has only a 
Knight, the doublemove and a pawn, for a 
Queen and pawn.) S.Kf1 

(lfnow 8 .... Qh4? (with the threat 9 .... Bxf3 
10.Ng5xf3· Qfl#) 9.Nf4! Bxf3? White 
simply plays JO.Ncxd5-c7+ Kd7 ll.Bf5# 
instead of 10.gxf3 (or 10.Ng6xh4 
Nh6-g4+ ll.KgI Bxdl#) IO .... Qj2+! 
11.Nh3xf2 Nf6-h5#. But Black con reverse 
his moves.) S .... ~xfJ!? 9.gxfJ Qh4 
IO.Kg2? QJ:bJ+! 1l.KIhJ Nf6-h5# (Let 
us look at the alternatives: 10.Ne2!? 
Nxf3+ II.Nd4xf3 (11.Ng5xf3? Nf6-g4+ 
12.KgI Qj2#)Jl .... Nf6-g4+ 12.KgI Qxh3-
is Black better? 
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Best was 10.Nxd5-c7+ Kd7 ll.Nxa8+ 
Ke7 12.Nc7+ withperpetua/ check. Notice. 
12.Nf4+? Qxf4! 13·exf4 Nf0-h5#. 
I had hoped for the interesting I 0.Nf4?! 
Qxf4!? 1l.Ne2xf4 g5 (the Knight cannot 
move because it must cover Nf6-h5#) 
12.h4 gxf4 12.h5 fxe3 .... 

.... and now if 13.Bxe3? then 
13 .... Ng4xe3+. 
Black, surprisingly, has enough for the 
Queen.) 

Game 3: JBN v lan G. Richardson l.c4 
eS2.g4 Bc5 J.Bgl? (My idea in this game 
was to get control of e4. A Knight there 
would check Black. I thought of 3.g5 and 
if Black later played Ng8-e7 - its only 
square - it didn't cover e4. But 3 ... ./5 was 
a good move for Black after 3.g5. I was 
not afraid of 3 .... Bx/2+ and 4 .... Qh4+ 
because of the answer 5.Nf3xh4.) 

3 .... Bxf2+! 4.Krl2 (Has Black really 
missed that 4 .... Qh4+ con be answered by 
the doublemove Nf3xh4?) 4 .... Qh4+!! 
(No! This is a brilliant combination with 
a Bishop sacrifice followed by a Queen 
sacrifice! After I sent my 10 .... Qxh3 + ! in 
the previOUS game, I received 4 .... Qh4+!! 
in this game. As Ion said when he wrote to 
me, it was amazing that we both had on 
eye for a Queen sacrifice followed by the 
powerful attack of two Twiknights, but 
had no eye for the opponent's similar 
combination.) 5.NfJJ:h4 Nf6+ 6.Kf1 
(6.Kj3 Nc6-d4#) 6 .... Nxg4+ 7.KgI (Or 
7.Kel) 7 .... Nc6-d4#. 
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Values 
These games provoke an interesting 
observation. In nonnal chess we use these 
odd values for the pieces: 
P=l, N=3, B=3, R=5, Q=9 
But Twiknight "repairs" this and gives 
these straight values: 
P=l, B=3, R=5, N=7, Q=9 

The above studies and games show clearly 
that this chess variant gives a lot of active 
and interesting play - the Twiknight 
influences the game all the way through. It 
has good speed, and in my opinion has an 
advantage over progressive variants, 
where series of 6 or 7 moves - or more -
are so hard to calculate that it is a little 
random who wins the game. Endgames 
are also impossible in progressive 
variants, but should with a little practice 
be possible in Twiknight. (Editor: the 
remarks about progressive variants are a 
trifle debatable!) 

So enjoy yourself with these ... 

Rules for Twiknight: 
1. Knights can make a doublemove. 
la. It is only allowed once in a game. 
lb. It is possible to be in check after the 
fint part of the doublemove. 
I c. The Twiknight must use a distinct 
square in the middle of its doublemove. 

. Here are a couple of interesting games 
from the 2nd. Heterodox Olympics. 

V.Petruk (Ukraine) - P. Wood 
1.e3 e6 2.Ba6 Nxa6 3.b4 Bxb4 4.Qf3 
Bxd2 S.Qxb7 Bxel 6.Qxc7 Bxtl7.QxcS 
Rxc8 S.e4 Bxgl 9.RxgI Rxc2 
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2. Knights must not move until move 3. 
3. The Knights always attack the enemy 
King with a doublemove. 

• 
Editor: A proposal to simplifY the rules 
that meets with Jens Nielsen's approval is: 

Rules for Twiknight (2) 
1. Knights can make a double move. 
2. It is only allowed on the move 
following a pawn move by the same 
player. 
3. It is possible to be in check after the 
fint part of the double move. 
4. The Twiknight must use a distinct 
square in the middle of its doublemove. 
S. Pawns can promote to Twiknights. 

So far no games have been played using 
these particular rules. 

SUPERKNIGHTS 

David Pritchard's Encyclopedia has a 
game called 'Superknights' which was 
created by Adam Sobey for a 'Christmas 
chess club meet'. In the game Knights are 
allowed to make two consecutive moves 
instead of one with the only restriction 
that the ftrst move cannot be a check. 

After I.Nc3-b5 it is not mate because 
the ftrst part of the doublemove is a check 
on the King (either from c7 or d6). 

10.BgS Rxal 1l.Rxal (ll.Bxd8 Kxd8 12 
Rxa2 is obviously good for Black.) 
1l .... QxgS 12.Rxa6 QIgl 13.Rxa7 (If 13 

Rxe6 dxe6 14.Rxg2 g5 15.Rxg5 Kd7 
16.Rxg8 Rxg8 17.Nc3 e5. the position is 
drawn. 

What should Black do now? 
a) If 13 .... Qxe4. then 14.Rxg7 Qxbl 
15.Rxd7 Kxd7 16.Rxh7 and wins. 
b) If 13 .... Qxh2 14.Rxg7 (If 14.Rxd7. Kxd7 
15.Rxg7 Qd2 16.Nxd2 Ne7 17.Rxh7 Rxh7 
18.Nf3 Rh4 19.Nxh4 Ng6 and draws.) 
14 .... Qd2 15.Rxd7 (Or 15.Rxj7 Kxj7 
16.Rxd7 Qxd7) 15.... Kxd7 16.Nxd2 e5 
17.Rxh7 (17.Rxj7 h5 18.Rxd7 Ne7 19 Rxe7 
Rg8 wins for Black) 17 .... Rxh7 18.Nb3 
Kc6 19.Nd4 dxe4 20.e5 Nf6 and draws.) 
After 13 .... Qxh2 correct play seems to 
lead to a draw. but at the time the game 
was played I thought that the one drawing 
line was ... .} 13 •••• Qxgl 14.Rxd7 Qxbl 
IS.Rxf7 Qxe4 16.Rxg7 Nxh6 17.Rxh7 
Qxh7 IS.h4 Draw agreed. 

A.Kustrin (Italy 2) - P.Wood 
l.g3 g6 2.b3 gS 3.h4 gxh4 4.gxh4 e6 S.b4 
Qxh4 6.Rxh4 Bxb4 7. Rxh7 Bxd2 
S.Qxd2 Rxh7 9.Qxd7 Nxd7 10.Bh6 
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In the position below White can mate by 
l.NfSxg7. Note that Black CIllmot defend 
by 1.. .. NfSxg7, because his ftrst move 
checks the white King. 

In a letter to me Adam Sobey says there 
was an additional rule in 'Superknights' 
not given in ECV. This was that no 
doublemove could be played while any 
one of the four Knights still remained on 
its starting square. 

Rxh6 1l.BhJ RxhJ 12.NxhJ Ne7 13.e3 
Ng6 14.Nf4 Nxf4 exf4 

IS .... NeS 16.fxeS Bd7! (Fhere is no 
answer to this. which forces promotion on 
d8 and Wins.) 17.f4 (Although the moves 
were not identical. my game against 
Salvatore Figura (Esperanto) had also 
reached the position after 16 .... Bd7!; 
Figura played 17.Na3 and lost in a 
similar fashion to Kustrin.) 17 .... f6 
IS.exf6 Ke7 19.fxe7 RdS! 20.exdS(N) 
(Fhe best) 20 .... BbS! White resigns. 

(If 21.Nxe6. then 21 .... Be8 22.Nxc7 Bb5. 
followed by b6 and b5; or 21.Nxb7. Bfl 

22.Kxfl e5,followed by a5 and c6.) 
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THE WESTERNISATION OF CHINESE 
CHESS AND SHOGI 

The policy of this magazine with regard to Regional Variants is 
to try to make these games more acceptable to non-orientals so as 
to increase their popularity in the west. The two main re~ional 
variants are Chinese Chess (Xiang Qi) and Japanese Chess 
(Shogi). I will address these separately. 

CHINESE CHESS 
This game is nearer to orthodox chess than Shogi is. Cheap sets 

can be bought in London's Chinatown district, and maybe other 
places in Britain as well, e.g. discount stores which sell cheap 
oriental knick-knacks. There are a sizeable number of Chinese 
people in Britain who know the game, many of whom are good 
players. Although limited, there are opportunities to meet with 
and play other players (for those interested contact C.K.Lai or 
Malcolm Home). It is, in my opinion, a game that could become 
much more popular here in Britain, and in the west generally. 

To make the game more easily acceptable, especially to 
potential non-oriental converts, in Variant Chess I use algebraic 
notation, adopt 'standard' English names for the pieces so that 
English language study material can be consulted (e.g. C.K.Lai's 
Chinese Chess Newsletter and books; David Woo's Xiang Qi 
Review; etc.), and am using westernised pieces in the diagrams. 

However there is a problem here. It is clear that in Britain most 
of the people who play the game are Chinese, many of whom are 
probably unknown to the organisers of Chinese Chess events; 
almost all the strongest players are Chinese. Westernising the 
game will not convert Chinese people to play the game, nor bring 
unknown Chinese players of the game 'to light'. Only publicity 
within the Chinese Community will do that. In this respect 
C.~Lai's efforts in publicising and writing about the game in 
Chinese language periodicals are very important. 

What about westerners? How is one to increase the number of 
CC players? This is difficult. It is my personal experience that, if 
a little effort is made, one can become competent using the 
Chinese-charactered discs (men) in a reasonably short time. But 
how does one know if it is worthwhile putting that effort in? One 
solution is to represent the Chinese pieces in another way. Some 
books (David Wurman's books in the German language, and 
David Pritchard's Encyclopedia for instance) give alternative 
(non-Chinese) piece representations. David Wurman advertises 
sets with the pieces shown in pictorial fashion on one side of the 
disc (as in the diagram on page 61 of VC12) and by the Chinese 
c~ters on the other side. The price is not cheap though, 
deSPlte the sets being manufactured in China (I have bought the 
sanle type of , conventional' set for about £2 in London). 

Normal Pieces 
Another solution, and one I have used myself, is to use normal . 

chess pieces on a CC paper board. Guards and Cannons are the 
only problem pieces. The actual Chinese-eharactered discs could 
be utilised for these - the representations for Guard and Cannon 
are quite distinct from one another, and are in fact two of the 
easiest to remember. Or pieces from a second chess set could be 
used: two upside-down Rooks for the Cannons, two Queens for 
the Guards. However, after an initial period, newcomers to the 
game shOUld be prepared to use pieces with Chinese symbols. To 
those wishing to make progress in the game, it is essential. 

Chinese notation? Not a big problem I believe. I prefer 
algebraic, and wish it were more widely adopted, but although 

'odd' and often frustrating to use, the Chinese descriptive notation 
can be picked up reasonably quickly. However, in playing over 
games, it is often very difficult to go back and 'repair' errors.. ' 

The names of the pieces? A lot has been written on this topic. 
Some people seem to have their own (sometimes strong) opinion 
on what the anglicised names of the pieces should be. As 
mentioned earlier, the names I use are the sanle as those used in 
nearly all modern English language study material. This is despite 
my having a certain sympathy for those -favouring the use of 
Elephant and Mandarin instead of Bishop and Guard. However it 
is not the piece names that deter westerners from the game. 

SHOGI 
This game is less like orthodox chess than Chinese Chess. 

Compared to orthodox chess some pieces have unusual 
movements e.g. the Gold and the Silver. But it is the 'dropped 
pieces' that makes the game distinct from normal chess. 

There are few Japanese players in this country. What Shogi 
players there are, are mainly westerners. There are probably 
fewer Shogi players overall compared to Chinese Chess players; 
but more westerners who play Shogi than who play Chinese 
Chess. The reason for this must be better organisation, for I 
consider CC is less forbidding than Shogi at first sight. 

The oriental charactered pieces I find confusing and much more 
difficult to learn than Chinese Chess pieces. Pieces, when they 
are promoted, are turned over. Many promote to a Gold (Lance, 
Knight, Silver and Pawn). The original piece must be known in 
case it is captured. But it is confusing that the oriental characters 
on promoted pieces, instead of being the same as on an original 
Gold, are different from it; and worse, that they are different from 
each other as well, i.e. a Knight promoted to a Gold has different 
characters to a Pawn promoted to a Gold. 

Instruction books make little allowance for this. For example 
the popular instruction book Slwgi for Beginners by John 
Fairbairn makes light of the difficulties, saying the oriental 
characters are not difficult to learn. All the diagrams have oriental 
characters, and this book (together with most other Shogi books) 
also adopts the confusing Japanese algebraic notation. In this the 
files are numbered 1 to 9 right to let!, and the ranks by letters 'a' 
to 'i' top to bottom 

On the plus side, the English names of the pieces have been 
standardised, and are universally accepted. 

I shall now address the problem of making Shogi more 
accessible to westerners in Variant Chess. I shall concentrate on 
two areas - the notation used, and the representation of the pieces. 

1) Notation. 
I have used ordinary algebraic in my reporting of T ori Shogi, 

and I shall also do this with ordinary Shogi. It is unfortunate that 
almost all textbooks and magazines in the West use the Japanese 
algebraic notation, which is opposite to normal algebraic. When 
players reach a good standard they may want to read Japanese 
texts, but beginners and 'ordinary' players surely need not have to 
grapple with this alien notation. I appeal to authors to bring out a 
textbook and/or magazine in ordinary, and easily understandable, 
algebraic. In this regard the Encyclopedia o/Chess Variants is a 
notable exception; the author should be congratulated for using 
nOmlal algebraic in the entry on Shogi, as well as for giving a 
most readable account of how to play the game. 

2) Representation of the Pieces 

a) On diagrams. 
At present oriental symbols in diagrams are almost universal in 

textbooks and magazines in the West. Almost .... 
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Last year Hiroyuki Iida, a strong Shogi player from Japan, 
brought out a book Shogi in Europe. This gives well annotated 
games played (mainly by Mr.Iida) at Shogi events in Europe. The 
book was reviewed in VCII. This is what the author says on page 
12: 'In the conventional Shogi books, Japanese and Chinese 
characters were used in all diagrams. However, in the author's 
view, it is very difficult for western people to recognise each 
piece in diagrams. Therefore new figures for Shogi, similar to 
western chess piece figures, are used in this book'. 

It is a pity that most western Shogi authors have not discovered 
this difficulty! Potential Shogi converts are made to grapple with 
text books full of alien eastern symbols. As a Frenchman might 
say: 'It is not possible!' 

On page 15 of VC2 several alternative piece representations are 
shown. These alternatives are not wholly successful. One of those 
given has pieces which have the initial English letter of the piece 
in place of the oriental writing. This system was adopted by Shogi 
World in its 9 issues before it stopped publishing in 1991. This 
was a well produced magazine, edited by Glyndon Townhill, and 
published by Ishi Press. I personally do not particularly like 
letters representing pieces - in any form of chess - but for 
novices, letters are I believe preferable to the oriental characters. 

In the Encyclopedia of Chess Variants Christiaan Freeling 
designed the following pieces for use in Shogi diagrams. 
Promoted pieces are ringed. 

I"" I~~e I""" ~ 
~~ ~ 

W W W W W W W W 'ill 

11\ 11\ 11\ 11\ 11\ 11\ 11\ !I\ ~ 
~ ~ 

tr .~. ~ ~ ~ ~ ,Q.. IT 
7~' n1 

Although these are far preferable to ordinary Shogi diagrams, I 
prefer Mr.Iida's. It would be better I feel if all the second player's 
pieces in ECV were upside down (as in Mr.Iida's book) not just 
the Golds, Silvers and Lances .. Having all upside down pieces for 
the second player means that both players' promoted pieces can be 
represented in black in Shogi in Europe, which is clearer than the 
ringed promoted pieces in ECV (although both are inferior to 

using the colour red as in many Shogi sets - a solution that would 
of course be inappropriate in the two books.) 

In Variant Chess I intend to use a modified (improved, I hope) 
form of Mr.Iida's piece representations, and will adopt his plan of 
putting all the second player's pieces upside down and colouring 
both players' promoted pieces black. To aid clarity I will also 
adopt his plan of using a chequered 9x9 board. 

b) On the board. 
Apart from the traditional Shogi piece sets, there m 

are other piece sets that westerners may feel more ~G 
happy playing with. 

One is the so-called 'learning' set where the initial 
English letter of the piece is shown together with 
lines showing how the piece moves. On the reverse it is clearly 
shown how the promoted piece moves as well. Although these 
representations do not come over too well on diagrams, these sets 
are attractive and made of sturdy plastic. They can be obtained 
from Ishi International Ud., P.O.Box 3288, London NW5 
1RQ. Tel: 01712844898. Prices have been quite reasonable in 
the past. A Gold is shown above. 

Another 'modern' set is the Universal Shogi 
set that can be obtained from Steve Nichols in 
Lowestoft. In this set the way the pieces move 
is shown in a more artistic fashion. I like these 
representations and feel that they could be 
used in serious Shogi events as an alternative 
to normal Shogi piece representations. 
However the pieces are made of inferior 
material (easily creased cardboard) thus 

making the cost of a set at £9.50 overpriced. The thick paper 
'board' provided is also poor quality. A great pity.... Address: 
Actuality Reality Games, 172 Nonnanston Drive, Lowestoft A 
Lance is shown above. 

George Hodges sells an 'International Graphic Shogi' set which is 
illustrated below. The well-made pieces are made of tough plastic 
and, according to his last list, cost £9, which includes postage. 
Address: P.O.Box 77, Bromley, Kent BR12WT. 

Another solution would be for an enterprising manufacturer to 
use Mr.Iida's piece representations (including my intended 
improvements?) as the basis for a Shogi set. 

In. his article The Origin of Shag; in Vel5, Koichi Masukawa 
says in reference to the Shogi played in the 12th and 13th 
centuries: 'At that time Shogi was more difficult than 
Backgammon and Go, because to play Shogi one had to 
distinguish the ideogram on the piece. At that time almost all the 
population were illiterate, so only educated persons could play the 
game, that is, the aristocratic court, Buddhist monks, and so forth.' 

Westerners today are in the same position as the illiterate 
Japanese people of that time. The way forward should be towards 
playing Shogi with 'modern' pieces. Sweep away the mystique 
surrounding Shogi! Let everyone have an opportunity of enjoying 
the game. Remove the self-imposed obstacles that deny this 

opportunity. 
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UK XIANGQI CHAMPIONSHIP 1994 
The Chinese Chess championship took 

place at the London F 0 Kuang Buddhist 
Temple on Saturday the 10th December. 
The temple has beautiful coloured statues 
within its simple rooms; but unfortunately 
the heating was inadequate in the large 
room the chess players used, so that 
players shivered for most of the day. 

The Championship was a 5-round 
'Swiss' and attracted 14 players, which 
included almost all of the best UK 
players. It was a very hard-fought contest, 
and, as in all Xiangqi events I have taken 
part in, players were keen to win their 
games. Each player had 45 minutes per 
game to complete all the moves. 

Guo Shulong won her frrst 4 games, but, 
as in the previous two years, lost her last 
round game. However this year it did not 
cost her the Championship, although it 
allowed Liu Si Hinh and Chen Fazuo to 
draw level with her on 4 points. The tie 
break was decided by adding the sum of 
opponents' scores; Guo Shulong had a half 
point (I) advantage over Liu Si Hinh and 
therefore became Champion; Chen Fazuo 
took third place. Kwok Wai Leung was 
fourth on 3 112 points, while Robert Aw, 
four times a former Champion, made a 
welcome reappearance to take flfth place 
with 3 points. Chung Wen Sung followed 
in the tradition of Vietnamese entrants to 
the Championship - he withdrew after the 
3rd. round. 

The trio on 4 points all played each 
other and won one and lost one against 
their rivals: Liu Si Hinh beat Chen Fazuo, 
Guo Shulong beat Liu Si Hinh, while 
Chen Fazuo beat Guo Shulong in the last 
round in a good game which is given 
below. The full list of scores is: Guo 
Shulong, Liu Si Hinh, Chen Fazuo 4; 
Kwok Wai Leung 3 If2; Robert Aw 3; 
David Young, Wang Shunqi 2 112; 
C.K.Lai, Paul Byway, Chris Hann, 
Stephen Chan 2; Chung Wen Sung 1 112; 
Peter Wood, Mike Pennell 1. 

The champion Guo Shulong is 31 years 
old (she was actually born on the 29th 
February) and came to this country about 
4 years ago. In China she was at one time 
the Beijing Ladies Champion and received 
special coaching by He Yu Shan. She is 
married to Kwok Wai Leung and they 
have a 3 year old son. They live in the 
Victoria district of London and she works 
in the family supermarket business. Her 
other interests are swimming, table tennis 
and reading. She knows how to play 

orthodox chess and in fact was coached 
while in China. But she now only plays it 
'for fun'. 

Chen Fazuo is a newcomer to the 
championship. While in China he was one 
of a group of strong players in Shanghai. 
He lives in St.Leonards on Sea and has 
been in this country for about 5 years. He 
is one ofC.K.Lai's recent 'discoveries', and 
is without question a very strong player 
indeed. 

After his Amsterdam triumph (see 
p.123) C.K.Lai was out of form and only 
scored 2 points. He ran the tournament 
ably and brought along the impressive 
European Championship trophies. These 
were displayed on a side-table, rivalling 
the Buddhist statue set on high. 

Chen Fouo - Guo Shulong 
(Annotations by Chen Fazuo) 
1.Che3 Nc8 l.Ng] Cfs 3.Rh1 NgS 4.c5 
g6 S.CbS Bge8 6.Nc3 Gfe9? (Not so 
good. 6 .... Nf6 is better. stopping Red's 
next move.) 7.NdS Cb6 S.Gdel (Played 
so as to avoid the forced exchange of 
Cannons after B .... Ce6. which would 
increase the chances of a draw. A draw 
would sWt Black, but Red needs to win 
this game.) S •.•. Cd6 (If now B .... Ce6. then 
9.Cc3 with good play. The text move stops 
the Red Knight hitting c7.) 9.Rh7 RgO 
lO.Rbl (Red must be careful. If JO.RfJ. 
then 10 .... Cd7.) 10 ..•. RbO 11.Cb9 (If this 
is not played Black can play Rb6. 
stopping the infiltration.) 1l .... Cf9 
11.Cb8 (If 12. Cb 7. then 12 .... Cd7 with a 
double attack.) 1l .... CdS 13.Cb6 (The 
best. This is an important move.) 
13 •..• Cd6 (Again stopping the Red 
Knight.) 14.Cc3 
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(The best move of the game. Black is in 
danger on the 'c' file; Red has good 
long-term prospects.) 14 .... CfS 15.Cxc7'(I 
thought for a long time over this move. 
Moving either of the Bishops to e3 is not 
good. because of 15 .... c6.} 15 .•.• Ba8 
(Stopping the planned 16.c6.) 16.Cb8! 
BecO! (Better than BacO. because Red 
then plays 17.c6. and if 17 .... Bxc6. then 
J8.Cxj8 Gxj8 (Not JB .... RxbJ because of 
19.CxcO mate.) 19.RxbO NxbO 20.Rxe7+ 
and if either 20 .... BceB or G(dJ)e9. then 
21.RgO; Red is a pawn up with an 
aggressive position. (If following 
20 .... G(dJ)e9 21.RgO B(c6 or cO}eB. then 
22.Nf6 with a good game.) If instead of 
the text move Black had played 16 .... Cd8. 
then 17.Cb6 Cd6 1B.Cb9 would avoid the 
repetition.} 17.Cbb7 Cfd8 fA clever 
move. If 17 .... 017. 1B.Cxe7+ is goodfor 
Red.) 1S.Rh5 Be8! (A good move -
stopping c6.) 19.Cd7 (Forcing through 
c6.) 19 .... Cb6 (Threatening Rxb7.) lO.c6! 
(If now 20 .... Rxh7. then 21.c7 (21 .... Rb8 
22.cxcB RxcB 23.Rxb6)} 20 .... CxdS! 

(Now 21.Rxd5. Rxb7 22.cxb6 Rxb6 
23.Rxb6 Nxb6 24.Rd6 Nxd7 25.Rxd7 and 
Black has a good game; she can play the 
manoeuvre RfD-f4.) l1.c7! (Very strong. 
Black must lose one of her Cannons and 
Red has a very good game. The whole 
sequence of moves from J 4.Cc3 has been 
very good from both players.) l1 .... Cd4 
ll.Rxb6 Cxg413.Bge3 (Avoiding mate!) 
13 .... Na9 24.a5 fA good move. It stops 
Cxa4. from where the Cannon would be 
usefully placed.} 24 .... Rm (Black is tied 
up on the other wing.) lS.Cb9! Rf6! 
26.RbS (26.Rxf6 Nxf6 is not goodfor Red 
- the Cannon is en prise.) l6 .•.• Rc6 
l7.Cxa7 Rxc7 l8.Cxa9 RaO 19.Rh4 Nf6 
30.Rb6 Bac6 31.Ca6 RbO 31.Rb5! BaS 
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33.Rf'5! Rxb9 34.Rxg6 fS 3S.BxgS (Both 
players were in time trouble. 35.Rj9 is 
best To avoid mate Black must play GftJ. 
shedding a Rook.) 3S .... Rxcl+ 36.Gdl 
RbJ 37.Rxg4 (Red is a Cannon and 
Knight to the good. He must win.) 
37 •... RCS 3S.Be3 Rxe3+ 39.Gfe2 RxaS 
4O.Rf9 Gm 41.Ch6 (If now 41 .... Rh5. 
then 42.RgO Gde9 43.Nxh5.) 41. •.. Rxgl 
42.Rxg3 (fime trouble. 42.ChO+ Gfe9 
43.RgO mates. But Black resigns anyway.) 
Resigns. 
Chen: This was the best game I have 
played since I came to England 5 years 
ago. If Red's play had not been accurate. 
Black could have created a lot of chances. 

Paul Byway - Guo Shulong 
UK Championship 1994 
Annotated by Paul Byway. 
I.Che3 NgS 2.Ng3 RhO 3.Rhl Ch4 
4.Nc3 c6 S.g5 Ce8 6.Cb8 (Red eases the 
pressure with an exchange of Cannons -
at considerable cost in time.) ...... NCS 
7.Cxe8 Bae8 S.Rbl Gde9 9.NfS ChS 
lO.Nxg7 (!Maybe 10.Rb8 would have been 
a good move.) lO ..•• ChJ 1l.Cgl 

(Black had a good long think after this. 
After 1l. ... CXC3 Black wins a Knight. but 
has no more threats. Red plays 12.RxhO 
NxhO 13.Nf9. threatening both CxgO mate 
and NxhO. Also Black's Cannon might 
never get out again.) 11 ..•. RdO 12.Nxe8 
(perhaps 12.Bce3 or 12.Gde2 was 
correct.) 12. •.• Bxe8 13.Cxg8 Nd6 14.Rb7 
(l4.Rb8 is better.) 14 •••. CS 15.Rxe7 CIc4 
16.Ne2? (A horrible blunder. but lift is 
getting hard. If 16.Rxe8 Nxe8 17.Rxh3. 
Black doesn't capture the Rook. and keeps 
a good game.) 16 ..•. Ce3+ 17.Bae3 Rxhl 
18.Rxe8 RhO 19.Re7 (19.Re6 was better. 
e.g. 19.Re6 Rd8 20.Cg6 Nb7 21.Ng3 GdO 
22.Gfe2 and Red can generate threats 
after Rc6 or Rb6. and Cg9. Perhaps I 
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almost have enoughfor the Rook. and still 
have afighting chance.) 19 .•.• RdS 20.Cg6 
NfS 2l.Rh7 (Another blunder. 
overlooking the deadly reply.) 21 .... KdO. 
Red resigns. 

EUROPEAN XIANGQI 
CHAMPIONSIllPS 1994 

Chris Hann reports: 
The European Chinese Chess 

Championships for 1994 were held in 
Amsterdam in October. The tournament 
was held over two days at the exotic Sea 
Palace Restaurant which gloats 
majestically on a canal near Central 
Railway Station. Many of the competitors 
were staying at the Amstel Botel moored 
next door. 

A splendid opening ceremony was held 
at a Sports Centre in the south of the city 
adjacent to the Olympic Stadium. The 
Chinese Chess Championships were being 
staged as part of a vast festival of Chinese 
sports and the Chess team marched into 
the arena under the England banner to 
rapturous applause from the assembled 
spectators. The welcoming speeches in 
Dutch were all translated into Cantonese 
for our benefit, but it was all equally 
boggling to me. Of more interest were the 
spectacular martial arts displays which are 
always the pinnacle of Chinese sports 
extravaganzas. Surprisingly the Chess 
teams did not perform at the ceremony. 

After the opening ceremony came a bus 
ride to our venue and a sumptuous 
Chinese meal. The chess tournament was 
a seven round Swiss with 'unintelligible' 
pairings designed both to produce an 
individual European Champion and the 
European Team Champions. (by an 
aggregate of individual scores). The 
England team consisted of Guo Shulong 
(soon to be UK. Champion), Liu Si Hinh. 
Kwok Wai Leung. and the indefatigable 
English Organiser, Mr.C.K.Lai. Most of 
the major Western European countries 
were represented, together with some 
guest teams from Asia. There was a team 
from Shenzhen and a Chinese team led by 
XU Tian Hong. fresh from Championship 
triumphs in China and currently rated 
number 6 in the world - and rising. 
Grandmaster Tao from Jilin was also a 
notable competitor. 

The frrst day's play saw four rounds 
completed and steady results from the 
English team. Guo Shulong in particular 
suffered from long complicated battles 
with high quality opposition. By lunch on 
the second day however it was clear that 
Lai with his own particular brand of 
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'figllting chess' was still in the running for 
the title if he could dispatch a formidable 
German opponent in the last round. 
Moreover the team Championship was 
also too close to call, with the England 
team still in with a medal chance. 

As the last round progressed it was 
obvious from the excitement that 
everything was going England's way. Lai's 
game, however, proved a clifThanger. 
Poised for the kill, his palace looked 
thinly guarded at the back, and his 
opponent flung pieces forward in 
desperation. With the tenacity which those 
who have played him know wen. he coolly 
blocked the attacks, and then slashed 
home the winning combination. Lai was 
European Champion! 

The drama did not end there however -
as the points were added up for the team 
Championship it was clear that a 
'multiple-tie situation' had emerged. This 
caused a frantic searching of the rules. 
which showed that the team with the 
highest-placed member in the individual 
Championship would win on tie-break. 
Thus C.K.Lai had struck a double blow 
for English Chess, and he and Liu Si Hinh 
went up to bag the major trophies. 

England had in two days come from 
nowhere to take Europe by stonn. This is 
a foundation on which all our players can 
now build. 

Editor: The frrst six places were taken by 
the Chinese 'guest players'. Their 
superiority was so overwhelming that in 
~ game they played against a player 
from Europe they won (not one draw 
conceded). 

This of course made the contest for the 
European Championship somewhat of a 
lottery. Those who could avoid playing the 
Chinese too often were at an advantage. In. 
this respect C.K.Lai did wen. as he 
avoided playing !mY of the Chinese. This 
should not detract from his great 
perfonnance in becoming European 
Champion. Uwe Frischmuth of Germany 
told me that his last round victory against 
X.K.Huang (Germany) was a marvellous 
game. full of sacrifices. and a worthy 
game to win the Championship. 

Leading Scores 
S.Liu, T.KXu, KM. TaG, Y.K..Ju 6; 
O.Qi-Lin, T.e. Yu S 112 (allfrom China); 
C.K.Lai (UK) 5; Y.M.Chan (France), 
Y.K.Huang, W.O.Cheung. W.S.Ng (all 
from Netherlands) 4 112. 

The scores of the remaining UK players 
were: Liu Si Hinh, Kwok Wai Leung and 
Guo Shulong 3 112; Chris Hann 2. 
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ENCYCLOPEDIA OF 
CHESS VARIANTS 
By David Pritcharri, 384 pp. 

This is a reIIllUkable book. Before 
discussing it, let us look at its 
predecessors. 

Predecessors 
Chess Eccentricities by Major George 

Verney, published in 1885, is the great 
pioneer work on chess variants (CVs). It 
is very strong on 3 and 4 handed chess, 
but there is much else in it besides: 
regional variants, boards with additional 
squares, different p1acings of the pieces, 
etc .. 

Joseph Boyets two books, Les Jeux 
d'Echecs Non-Orthodoxes (1951),. and 
Nouveau Jeux d'Echecs Non-Orlhodoxes 
(1954). give over 100 ~ of variant all 
told; e.g. Losing Chess, Chess without 
Castling or with Modified Castling, 
Chinese Chess, Hexagonal Chess etc. 
Within each category there are a number 
of different variants. The book goes into 
detail, has many diagrams, and is good on 
the historical background to the variants. 
There are a number of CV problems. 

John Gollon's Chess Variations. Ancient 
Regional and Modem (1968) has much on 
regional and ancient variants, but there is 
not a great deal on more modern variants 
(30 pages out of23O). 

Micbael KeUets World Game Review -
special edition number 10, published in 
1991, lists 677 variants in the index, 
sorting them according to certain criteria, 
e.g. fixed initial position, variable initial 
position, unequal armies, delayed 
deployment, historical 8nd regional 
games, etc.. This is a very useful 
arrangement, as variants can be easily 
compared with one another. There is 
much other infonnation of interest, e.g. 
useful addresses, computer games, 
bibliography, magazines, inventors, etc .. 
Apart from the cover this publication is 
not illustrated. 

1 Manuali di Eteroscacco by Alessandro 
Castelli published in 1992 lists 101 of the 
most popular variants giving the rules of 
play and a small amount of historical and 
background infonnation. These are 
variants that have been included over the 
years in the pages of Eteroscacco, and 
AlSE have organised postal tournaments 
in most, if not all, of them. There is a 
good bibliography. 

An obvious disadvantage to this and the 
Boyer books for English language 
speakers is that the books are in foreign 
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tongues. A reasonable knowledge of the 
language concerned is needed to 
appreciate fully these particular books. 

How does ECV compare? 
The book is the best produced of all the 

books on CVs and covers the widest field. 
It is printed on good quality paper and has 
illustrations and many well-produced 
diagrams to break up the text and impart 
information. Variants are given 
alphabetically and there is good 
cross-referencing between CVs that are 
similar. There are also wider categories 
that make finding information reasonably 
easy. For instance under ROUND CHESS 
one is offered B¥ZANTINE CHESS, 
ASlRO CHESS, ORBITAL CHESS, 
SPIRAL CHESS; as well as imparting 
background and historical information on 
Round Chess. Looking up SPIRAL 
CHESS one is then offered 
STEREOCHESS - and so on. The process 
makes browsing a p1easme. and finding 
information easy. 

Although the entries are predominantly 
CVs, there is other information given, e.g. 
there are entries on AISE (Italian 
Heterodox Association), NOST (Knights 
of the Square Table), Variants in Fiction 
(this is especially interesting, al~~ it 
would have been easier to find if It had 
been listed under Fiction), Taxonomy, 
Designing a Variant, etc .. There is a 
useful bibliography. 

The book is especially strong on 
regional variants, e.g .. Chinese Chess. ge~ 
10 pages, Shogi 11 pages, Makruk (Thai 
Chess) 2 pages, Burmese Chess 4 pages. 
And within these pages all is relevant 
concentrated infonnation with instructions 
how to play, history, games, problems, 
diagrams. The reviewer can vouch how 
difficult it is 10 extract up-to-date 
information on some of these regional 
CVs (unanswered letters etc.); I 
understand the author has expended much 
time and money in garnering information. 
I must applaud him for westernising ~e 
Xiangqi and Shogi diagrams and notation 
(see my gripes about this on pages 
1201121). Shogi variants are also treated 
in depth, and very well too. The 
correctness of the information can be more 
relied on than in older authorities like 
Gollon, and even Murray. 

The acknowledgement section runs to 
some 140 names, with many libraries, 
chess and otherwise, also being cited. It 
can be truly said that the author has 
scoured the world and gleaned 
information from every useful and 
relevant source. 
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The individual entries all contain 
pertinent and concentrated information, 
and little 'waflle'. However the book is 
never dull and is often lightened by 
amusing asides, for example following a 
description of STAR TREK CHESS the 
author remarks that 'no games, so far as is 
known, have yet been recorded by space 
travellers'. 

In the introduction it is noted that the 
total number ofCVs has been estimated at 
between 40,000 and 300,000 (although 
these are just wild guesses). Within ECV 
are listed 1450 odd variants - about half of 
these date from between 700 AD and 
1970 the other half from 1971 to 1992. 
Alm~t half of these CVs can be played 
with an ordinary chess-set. There are over 
100 Four-Handed chess games, 50 
3-Dimensional variants, another 50 or so 
fonns of Randomised chess. There are 
150 games played on boards larger than 
8x8; there are 65 Regional games 
(including the older fonns of chess). The 
lists go on.... The sheer range of the 
contents is staggering. 

Readers, (the writer of this review in 
particular). will be in debt to the author 
for having brought together all these 
variants, a great many being extracted 
from obscure sources. A case in point - in 
the review of 'Shahmot' in VC14 I 
mentioned Baltic FHC as being a 19th 
century game played on an 8-rayed star. 
The rules proved too difficult to easily 
fmd. On p.16, there they are - taken from 
19th century German sources. Another 
example: Indian Chess. After Murray (his 
account is mther muddled) this is ignored 
in most references. David Pritchard has 
grasped the nettle and gives 2 pages of 
valuable information from such sources as 
the Indian Bulletin, Shashtree's Essays of 
Chess (1814), and old Chess Amateurs. 
Getting the information for this one entry 
alone must have taken an immense effort. 

Speaking personally the presence of 
ECV will make the task of checking on 
variants and their history considerably 
easier. But it also acts as a challenge. It 
will not be enough from now onwards just 
to give details of variants which are to be 
found in ECV. To give readers value for 
money new 'angles' must be given on these 
CVs - something extra that is not in ECV. 
And of course there must be the quest for 
variants that are 'not in ECV.' 

Faults 
It is such an attractive book that it is 

difficult to come to terms with the fact 
that it might have faults. But it has. The 
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author himself is aware that any venture 
as ambitious as ECV has shortcomings. 
Some of the errors in the text that I have 
found, and others have told me about, are 
more serious than others of course. Some 
are pretty minor. Quite a few can be 
attributed to faulty proof reading: the 
reviewer became editor of Variant Chess 
from 1993 not 1994, the key move in the 
Rifle Chess problem on page 256 is 
l.Ra5+ not 1.Rh5+. But there are some 
rather more important. Under Losing 
Chess, a popular variant, four different 
sets of rules are given, but NOT the set 
used nowadays in the many tournaments 
organised by AlSE, which is type 1, 
except that stalemate is a draw (an 
important difference). In fact the second 
Losing Chess game given (between 
Magari and Kustrin) is played under these 
AlSE rules. The rules of Chessgi (another 
popular variant) are also incorrect. It is 
wrongly stated that the rules of this are 
the same as those of Mad Mate. The rules 
of Mad Mate are actually given under Neo 
Chess, but nowhere is it stated what 
happens to a promoted pawn. In Cbessgi 
promotion is as in ordinary chess; in Mad 
Mate (Neo Chess) it is to a piece which 
the opponent has in hand (see VC13). As 
stated by Michael Keller, if the opponent 
has no piece in hand, the pawn remains on 
the last rank (as a pawn) indefinitely_ 
Under Chessgi it is not stated that after 
pawns are dropped on the I st rank, they 
can acquire the two-move option on 
reaching the 2nd rank. 

I put these points about ChessgilMad 
Mate to the author and I give his reply in 
brief: 'I should not have used the word 
'identical' to describe Neo Chess and 
Chessgi. And yet of course they are the 
same game. Discounting Belza's 
WlSUbstantiated comment that the game 
dates back to the 1960s, Chessgi really 
came into being after Neo Chess became 
popular. Chess players decided, rightly, 
that there was no need to buy the game 
since you could use two chess sets to play 
it. No commercial CV game that I've seen 
has ever carried spare pieces in case of 
promotions, hence the need for the rule 
that you can only promote to a piece 
already 10sL.I repeat, they are the same 
game (although not 'identical'l). My own 
equally unsubstantiated opinion is that 
Neo ChesslChessgi must have been 
invented earlier - I cannot believe that 
no-one thought ofmanying the two games 
(Chess and Shogi) before.' 

George Jelliss has pointed out that in 
Jelliss's Game the board is 10x9 not 
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IOxlO; the opting pawns do not move 
backwards, and are subject to e.p. capture 
when they 'opt'. Burnier Chess ascribed to 
led Stone (1982) is in fact due to Roger 
Smook. Among several errors in the Shogi 
sections that George Hodges has found I 
mention that the King is the Osho not the 
Gyokusho; on page 62 (Chu Shogi) Free 
Board should read Free Boar, players in 
Heian Dai Shogi (13x13) had two Flying 
Dragons which moved exactly as Bishops. 
I will give more of these in VCI7. 

Of course errors are inevitable in such a 
book, and the author would I feel welcome 
readers writing to him 'putting him right', 
so that if not a second edition (that may 
prove unrealisable), but at least an errata 
list can be compiled and published. This 
is an important reference book which will 
be quoted from for years to come. Its 
usefulness depends on the accuracy of the 
information contained therein. There is 
such specialised information in this book 
that it will be difficult for most people to 
check up on many of the facts, so if 
information is wrong the error may well 
be spread far afield. It is the actual 
publication of this book that should make 
possible the putting right of any errors of 
course. 

To round up, ECV can be put alongside 
such classics as MUIIay'S History of 
Chess, Betts's Chess - An Annotated 
Bibliography of Works Published in the 
English Language (1850-J968), Gaige's 
reference books and Ken Whyld's Oxford 
Companion to Chess. It will be a constant 
source of inspiration. reference (see my 
proviso in the previous paragraph) and 

sheer pleasure for years to come. 
What games does the author suggest to 

readers 'in a hUllY' as being good to play 
(over the board. for 2 players)? These are: 
Alice Chess, Avalanche c., Mad Mate 
(Chessgi), Knight Relay c., Re, Refusal 
C, Rifle c., Progressive C, Shogi, 
Xiangqi. 

Re (?!?) - what on earth. ... ? Buy the 
book and find out! 

In conclusion I most wholeheartedly 
recommend this book not only to variant 
chess enthusiasts, of which there are still 
too few, but to every chessplayer. I predict 
that this book will not only be 'Book of the 
Year', but become a good seller as well. I 
leave David Pritchard with the last words: 

'Variants offer a wonderful field for 
researchers weary of the minutiae of 
orthochess analysis. Be it in tactics, 
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strategy, the opening, middle-game or 
end-game, or in compositions, all but a 
handful of variants are crying out for 
expioration ..• My hope is that this 
collection may serve as a starling point 
for serious research into CVs, long and 
unjustly treated as Cinderellas. ' 

The book is priced £21.99 and is only 
available from Games & Puzzles 
Publications. PO Box 20, Godalming, 
Surrey GU8 4YP, UK. (Mastercard I Visa I 
Amex accepted) 

• 
From tbe 
Encyclopeclia •••• BYSTANDER CHESS 

'Since it is well known that onlookers 
see more of the game than the players, 
Frank Maus in the Chess Amateur issue of 
September 1927 sensibly suggested a 
rearrangement of the initial position so 
that the players should not be 
disadvantaged. The pawns now advance 
along the ranks and castling is on the 
files,· but otherwise little has changed. 
Because the players now occupy the 
superior points of observation between the 
two armies, the bystanders are forced to 
the inferior positions formerly occupied by 
the players'. 

• 
JANUS CHESS 

The German magazine Rochade Europa 
has been featuring a small section on 
Janus Chess for the last month or so. The 
Janus is a combination of Knight and 
Bishop. Each side has two Januses which 
are placed between the Rooks and Knights 
on a 10x8 board. Here is a mate in 3 
(White to move) - solution in the next 
issue. 
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Welcome to Vlaicu Cri~an, a 
young composer and solver from 
Romania, and Roberto Cassano, one 
of the many strong variant players 
from Italy, as new solvers. My best 
wishes for a speedy recovery to regular 
contributor Erich Bartel. 

83. Ott6 KEREKES 

Series helpmate in 7. 

84. Alexander CmSTY AKOV 

Selfmate in 5; Maximummer. 

We warm up with a pair of 
originals from new contributors. First 
a tasty tidbit from Budapest: Black 
plays the series of seven moves 
allowing White to mate in one. Then 
Alexander shows an economic and 
straightforward doubling of a favourite 
problemistic motif. In a Maximummer 
Black has to play at each step his 
longest legal move. (Distances are 
calculated between the centres of the 
squares.) 

The ''White must check" condition 
forces a long accurate sequence in an 
astonishingly simple position in 8S. 
Note that this means White must 
check with every move, not just 
whenever able to do so. 
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8S. utf HAMMARSTROM 

Helpmate in 11; White must check. 

86. Branko KOLUDROVIC 

Series selfmate in 20. 

87. Alexander ZOLOTAREV & 
Nikita PLAKSIN 

Shortest route of Sh3? 

A fine series mover from Zagreb 
follows; White plays the series here 
forcing Black to mate in ono. If you 
work through the solution of the retro 
in our last issue, you should have a 
good starting point for solving 87. 
The question boils down to whether it 
is possible-in a legal game-for the 
wS originally on f1 to have made a 
single move to h3. If the problem is 
sound, you should be able to determine 
the exact fate of the four missing 
white pawns. 

In Ciree captured units are reborn 
on their game array squares, if vacant. 
(The colour of the capture square for a 
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RlBIS-the file for a P-determines , 
the specific square of rebirth.) In 88, 
as in 84, Black has to play his longest 
legal move. 

88. Michel OLAUSSON 

Selfmate in 4; Maximummer, Circe. 
(b) bPfl-+b6 

89. Daniel MEINKING 

Helpmate in 4; Dummy Pawn f7 
(a) bBb5, (b) bRb5, (c) bQa4, 

(d) bGa4. 

90. Edgar HOLLADA Y 

Helpmate in 2; Platzwechsel Circe, 
(b) Qe5-+b5, (c) KdS-+d4, (d) Pe7-+f6. 

The white Dummy Pawn in 89 is 
an inert block: it cannot move, but 
may be captured by Black. Dan shows 
a nice task, but faced some construc
tional difficulties: for example, can 
you see the problems with using a 
Grasshopper on f7? Each of the four 
parts involves changing a unit in the 
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diagram position (which is not itself 
for solving). In Platzwechsel Circe 
(90) captured units are reborn in the 
square vacated by their capturer. 

91. George P. SPHlCAS 

Series selfmate in 14; Circe, Neutrals. 

92. Nikolay VASYUCHKO 

Helpmate in 2; (b) Gc2-+g2, 
Grasshoppers, Paos bI, b3. 

George presents a correction of his 
defrocked prizewinner (see 124 in VC 
14). The economy has suffered 
somewhat, but the play has improved. 
A Neutral man can be taken as white 
or black at the discretion of the side 
moving. Neutral pawns promote to 
neutral pieces. When a neutral man is 
captured by White it is reborn as if it 
were black, and vice versa. 

The Pao, or Cannon, is a member 
of the 'Chinese' family of pieces 
corresponding to the Rook: it moves 
as a Rook, but when capturing it has 
to jump (on R-lines) over a hurdle to. 
any distance beyond. Thus Pb 1 can 
move to b2 or gl, and stops the bK 
from capturing on b4. 

My Imitator direct mate is based . 
on a classic two-mover by Jensch (see 
the Stereo-Chess article on p. 129!). 
Recall that the Imitator restricts the 
mobility of each unit: each move is 
accompanied by a parallel move of the 
I, which behaves as a shadow of the 
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moving unit. For example, 0-0 leaves 
the I fixed. A move is illegal if the 
Imitator's move is impossible. In 93 
(b) is the main part, but the diagram 
position logically comes first, as it 
gives White's general plan that has to 
be modified in (b), thereby making a 
virtue of necessity. 

93. Stefanos PANTAZIS 
Gerhard W. Jensch in Memoriam 

Mate in 3; Imitator d4 
(b) wKa3-+a2, Mate in 7. 

94. Paul RAICAN 

Helpstalemate in S; Circe, 
Augsburg Chess (no white King). 

We conclude with something 
bizarre but amusing. Augsburg Chess, 
named after Erich Bartel's home town, 
features the chessic equivalent of 
fusion and fission. Two (or more) 
pieces of the same colour (other than 
Kings) can combine by moving one to 
the square occupied by the other. The 
resulting piece can separate by leaving 
behind one (or more) components. For 
example, with a wRg4 and wSf2, 
White can play Sg4=RS, and the 
resulting unit can move as R or S. 
Either component can move away 
leaving the other behind: say Rg6 
(Sg4), or Sh6 (Rg4). The combination 
with Circe seems problem-free, but 
note that components are reborn 
separately. 
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$ 6S George P. Sphicas. 
(from VC 14) Valery Krivenko, whose 
solutions arrived too late to be reported 
in the previous issue, finds a dual: 
I.b7 2.b8=R 3.Rb2 4.a8=Q S.Qxf3 
(f7) etc., as in the intention. Aubrey 
Ingleton points out the same dual, and 
also a non-AUW sequence: 2.b8=Q 
3.Qh2 4.Kh8 S.g8=B 6.a8=Q 7.Qxf3 
(f7) 8.gxf7 9.f8=S 10.Sh7 I1.Qxhl+ 
(Ra8) 

69 Edgar Holladay. 
Try: I.Rg6? Ke7! (Kc7 2.Ra7+ etc.) 
l.Ra6 Kc7/e7 2.Rg7+ Kc8/e8 
3.Rd6 KbS 4.Rc6 KaS S.Rb6= 
3.- Kf8 4.dRd7 Ke8 S.gRf7= 
2.- Kf8 3.aRa7 (duals in further play) 
The composer gives some sidelines: Kc7 
2.Rd4? Kb7! [KbS? 3.Rd7 KeS 4.aRa7 
KbS 5.dRc7=]; Ke8 3.Rd6 thr. 4.dRd7 
Kf8 5.dRe7=; Kf8 3.Rc77 Ke8 [KgS? 
4.Rf6 KhS 5.Rg6=] 4.Re6+ Kf8! [KdS? 
5.eRe7=]; claiming "set of 5 echo non
models and another set of corner-to
corner echo non-models". 
"Nice change to be able to solve one 
of Edgar's stalemates!" (A. Ingleton) 
Asymmetric minimanner. 

70 Vladislav Bunka. 
Set: 1.- SfS~ 
(a) I.hxg6 2.gxh5 ... 6.hI=S ... 
8.Sg4 ... IO.Kf4 ... 12.SfS ShS~ 
(b) 6.hI=B ... S.Bg4 ... IO.Kh4 
I1.Bh5 SfS~ 
Echo models. ''Nice inversion of posi
tions of mating and black promoted 
man." (A. Ettinger) "Reversal of wlb 
moves to fS & h5 spices this up to 
quite a tasty Sh~" (M. Olausson) 

71 Bakcsi & Zoltan. 
(a) l.e3 '" 3.eI=S ... S.Sb2 ... 7.Kc2 
8.SdI 9.Sc3 ... Il.Kc4 Rxc3~ 
(b) 1.d3 2.dxe4 3.exd5 ... 6.dS=S ... 
9.Sc2+Sxc~ 
Solvers commented on the twinning: 
"Were it not for the different lengths 
... , this would be a nice example of 
the Tema Argentina!" (AE) "Unusual 
twinning; pity (b) is rather routine." 
(AI) Perhaps this is more of a new 
duplex type (with both Ks mated) than 
a version of the Argentine theme (Sh~ 
and Sh= in the same position). 

72 Paul Riican. 
Set: 1.- Qc8~ Sol.: l.Kb7 QcS+ 



page 128 

2.Kb6 Qh3 3.aS=R QcS 4.Ra6 Qh3 
S.Kb7+ Qe6 6.Ra3 Qa2 7.Rb3 Qh2 
S.Rb6+ Qd6 9.KaS Qg6 10.RbS Qa6* 
Echo of the set mate cleverly prepared. 
The wR returns to the 6th rank after a 
Roman-like manreuvre two critical 
squares closer to the hQ. Proved diffi
cult; apart from the composer, only 
Alex Ettinger cracked this. 

73 Zolotarev & Plaksin. 
Yes, this is a legal mate. Retract: 
l.g7xSh6(*) Sg4-h6 2.e6xQfS QeS-:
fS 3.a7-a6 QbS-eS 4.d6-d5 b7-bS=Q 
S.f7xRg6 a6xRb7, and now the wRg6 
can unpromote at cS, Black uncaptures 
b7xBc6, wSg4 unpromotes at dS, and 
then d7xSe6 unlocks the East side 
with KfS-g5 Qh4-h3+ etc. (Qc6xPbS, 
Ph2xSg3, Pg3xSf4). 
The CerianilFrolkin theme: capture of 
promoted Q+R+S, but, as Aubrey 
Ingleton points out, there is a dual: 
the squares on which the Q and R are 
captured can be interchanged (f7xQg6 
Qd6-g6+ e6xRf5). 

74 E. A. Vaulin. 
l.gl=B+ Sfl 2.Bxf2 (Sgl) gSf3* 
I.gxhl=S (Sbl)+ Sd2 2.hSf2 dSf3* 
Mating wS selfpins twice and gets 
reborn on both wings, but "the same 
mate is a pity." (AE) . 

75 Erich Bartel. 
(a) I.cl=S as=Q 2.Sa2 Qxa2 (SgS) 
3.Kh6 Qxg8= (b) l.cl=B as=R 
2.Be3 Rf8 3.BgI Rf2= 
"Latent pin of Bg I" (AI) "Good work 
in (b)." (MO) "AUW with minimal 
means."(AE) 

76 George P. Sphicas. 
l.eS=Q 2.QhS 3.gS=S 4.exf7 
S.fS=R 6.RxfS (QdS) 7.RdS ... 
IO.Ke6 Il.Se7+ Qxe7 (Sgl)* 
Three different promotions in 
miniature. "Clever coordination of P 
moves." (AE) "Elegant and difficult." 
(AI) 

• 77 Nikolay Vasyuchko. 
Intention: 1.Ka2 2.Gal ... 4.Kcl 
S.Gdl 6.Gbl ... IO.Kg3 I1.Gg2 ... 
14.Kd6 IS.NHc8 16.NHe4 ... 
22.Kal 23.NHa2 Ghl*, with a pretty 
King Rundlauf: ''Tres bien Nikolay!" 
(PR). Unfortunately few found this, as 
there are various cooks: 1.Ka2 2.Gal 
... 7.Kd6 S.NHcS 9.NHe4 1O.Ke6 
11.Gd5 12.Gb7 .. , 17.Ka3 18.Ga4 
19.NHa2 GaS* (Note that moving the 
Ga3 up the a-file does not fix.) 

VARIANT CHESS 

78 Pavlos Moutecidis. 
A = Amazon (Q+S) 
Tries: I.Be6 Ac2 2.Kd5 Ad3*, but 
1.- Ab3! l.BcS? Ab3 2.Kd7 Af7*, 
but 1.- Ac2! 1.Kd5? Ac2 2.Be6 
Ad3* or I.Ke6? Ac2 2.Qd5 Ag6* 
but 1.- Ab3+! 1.Qe4+? Ac2 
2.Qe7 Ac#, but 1.- Kcl! 
I.Qb7? (zz) Ab3 2.Kc6 Ac#, but 
1.- K-! (Ac22.Qc7) 
Solutions: (1) I.QcS (zz) Ac2 2.Qc7 
Ae#; 1.- Ab3 2.Bc6 Af7* 
(2) I.Qc7 (zz) Ac2 2.Bc6 AfS* 
1.- Ab3 2.Kc6 Ab4* 
Two groups of five echo models, in
cluding a 2x4 Zago, in miniature set
ting. Opinions differed: "Very nice 
adaptation" (AE), "I prefer the Prob
lemist version" (AI), but several give a 
try as one of the solutions, so perhaps 
not as dry as it might seem! [The 
original was F1474 viil1994; wKd5, 
Rc6,cS same black position: I.Kd6! 
Note that l.Rcl+? given as a try in 
The Problemist is spoiled by duals.] 

79 Altinier, Destefani & 
Kapros. 
Try: l.Sb7=P Rxf3=B 2.()"()"'() (BdS)?? 
Bc6=S 3.Bc7=S Bb6=S* Castling is 
illegal, as the wRf2 must have resulted 
from a Q-promotion on fS. Only Paul 
Riican and Michel Olausson find the 
correct explanation for the try' s failure 
(some opt for not degrading the rook 
when castling). 
Solution: l.Sf7=P Ra2=B 2.RdS=B 
Be6=S 3.Be7=S Bf6=S* 
"Excellent! Classical castling try, 
commonly used in maximummers; ... 
a brand new retroanalysis and an echo!" 
(MO) 

80 Bernard Rothmann. 
Apologies to the composer and solvers 
for an error in my explanation of Plus 
Chess. A unit on a central square can 
capture (not move!) as if it were placed 
on any other unoccupied central square. 
Luckily some knew, or guessed, the 
correct rule (full credit given to all 
who gave either type of solution). 
l.Kg7 e4 2.Kf6 e4xe5+ 3.Kxe5. 
Sd3+ 4.Kd4 e3+ S.Kc3 Se5* 

81 Aubrey W. Ingleton. 
M = Mao, G = Grasshopper, KA = 
Kangaroo. (All units are neutral.) 
I.Mh6 2.8Mf7 3.KAg7 4.MgS 
S.Me6 6.eMfS 7.KAg4 S.MgS 
9.fxgS (Mgl) IO.GM I1.Mf4 
12.Mh3 13.fxg4 (KAgl)+ KxM 
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(GhS)* The degree of 'fairiness' 
proved too high for solvers! 

82 Paul V. Byway. 
I.Rc7+ Kd8(l) 2.Sc6+ Ke8 3.RcS+(2) 
Kf7 4.Se5+ Kg7(3) S.Rc7+ Kg8(4) 
6.Fh7+ Kf8(S) 7.RfJ+ Ke8 8.Re7+ 
Kd8 9.Sc6+ Kc8 10.Rc7* 
I 1.- Kb8 2.Sc6+ Ka8 3.Ra7i/: 
2 3.Re7+ Rxe7 4.Sxe7 is a draw 
3 4.- Kf6 5.Sg4+ 
4 (a) 5.- Kh6 6.Sg4+ Kxi6 7.Sxe3 
Fxe3 8.Rt7± (b) 5.- KhS 6.Sg6+ Kg8 
/lG8 7.Fh7IRcSi/: (c) 5.- Kf8 6.Rf7+ 
KeS (Kg8 7.Fh7+ Kh8 S.S~) 7.Re7+ 
KfBIKd8 S.Sg6ISc6+ & 9.Fh7IRc7i/: 
S 6.- Kh8 7.Sg6i/: 
Some model mates (like Sg61Fh7*), 
and a switchback of the wS to eS to 
interfere with the bR for Re7+. 
Unfortunately nobody tried this, "too 
much like playing chess" (AI) being 
perhaps the general feeling. 

Slv Aubrey W. Ingleton. 
1.- Kf6 2.Kh8 Kg6 3.Th7 Tg8 
4.TfSTeU 
1.- Tc7 2.Te8 Th7 3.Te6 ThS 
4.Kh8Kf7* 
Two solvers assure me that this is 
sound with a black Grasshopper, but 
perhaps the conceptual economy of 
using only one type of fairy piece is 
preferable to a small saving in black 
force? Aubrey has the final word! 

LADDER Scores: 
Maximum 12S (= 81+24+23), 
A. W. Ingleton IOS (= 63+23+19), 
P. Raican 90 (= 50+23+17), 
A. Ettinger 72 (= 32+23+17), 
I. G. Richardson 68 (= 45+15+8), 
E. Bartel 67 (= 49+18+0), 
M. A. Ridley 39 (= 23+8+8), 
V. Cri~ 37 (= 0+22+1S), 
M.Olausson 3S (= 21+0+14), 
V. Krivenko 33 (= 17+16+0), 
R. Cassano 12 (= 0+4+8). 
[Includes R. Cassano's, V. Krivenko's 
and V. Cri~an's score for VC 14.1 

Send your solutions, originals 
and comments to: 

710 Dobson St. #2, Evanston, 
IL 60202 (USA). 

STEREO-CHESS SOLs. Rehm: 
<D 1.d3D=Q Se4B-c3B 2.Qd3D-c4C 
Sc3B-d3i/: (2) l.d3D=R d2-d4 2.Rd3D
d3A d4xc4Ai/: ® l.d3D=B f4-f4A 
2.Bd3D-d4C Se6C-f4Ci/: ® 1.d3D=S 
Se4B-c4C 2.Sd3D-c3B Sc4C-e4Di/: 
Jensch - Badano: 
21.- Qc7-e5B! holds everything and 
threatens Bd5A-e6A. White resigned. 
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STEREO·CHESS 
Three dimensional chess is fascinating even to people who 

hardly ever play orthodox chess, let alone chess variants. It 
frequently appears in science fiction, the optimistic assumption 
being that our Obermensch descendants will need something 
more challenging than mere chess to exercise their grey matter. 
Now there are many kinds of complexity, and I would think that 
playing a top-flight game of plain-vanilla chess is much harder 
than playing a blunder-free game of 3D-chess. It is true, how
ever, that the difficulties, both practical and of visualization, 
are formidable, and there is much more talk about than play of 
3D-chess. This is why I hope it will be of some interest to 
briefly describe what is reputed to be the most playable of the 
several 3D-chess variants, Stereo-Schach or Stereo-Chess. 

The motivation for this article came from the recent book 
Bans + Peter + Relun = Schach, a collection of the problems by 
one of the greatest living composers. It is a weighty tome (542 
+ x pp.), and essential readiqg for anyone interested in 
problems, especially more-movers and fairies. Amongst many 
riches, it includes the most complete description of Stereo
Chess in print, together with a small selection of problems, a 
couple of games, and even a photograph of a board. 

Stereo-Chess was invented by Gerhard W. Jensch in 1975, 
a German problemist (*271i11920 - t261x11990) best known 
for his column in Schach-Echo, and his tenure as President of 
the FIDE PCCC (permanent Commission for Chess Composi
tion; 1971-74). At his death he left a manuscript for a book on 
the game which is scheduled to appear in the same series as the 
Rehm book (published by b. ellinghoven and D. Blondel). 

The general idea of Stereo-Ches~ is to preserve as much as 
possible of the orthodox game. It takes the standard SxS board 
with the normal initial array as the base, and adds a 4x4x4 tower 
placed above the central c3-f3-f6-c6 square. Thus, to have a 
working model it is enough to construct the tower out of an 
extra board made of transparent plastic and cut in four. (See 
diagrams on the right.) The notation for squares on the base is 
the usual algebraic, while the four levels of the tower are denoted 
A, B, C, D, with A just above the base and D the top level. For 
example, a square three levels above d4 is called d4C. 

In three dimensions there are three types of basic riders 
corresponding to the usual Rook and Bishop. If you think of a 
piece standing at the vertex of a unit cube, it can move along: 
(a) the edges of the cube, (b) the diagonals of the faces, (c) the 
diagonal joining opposite vertices. [Corresponding to vectors 
of the type: (l,O,O), (1,1,0), and (l,I,I).] If we keep anyone of 
the three coordinates fixed, the movement of the riders (a) and 
(b) on the resulting planes are those of the orthodox Rook and 
Bishop, respectively, while (c) can be thought of as a 'true' 3D
rider (called a Unicorn in the older 'standard' 5x5x5 space 
chess). The rules in Stereo-Chess opt to use (a) and (b) as Rook 
and Bishop, but the Queen combines all three types of move
ment. Thus a Rook on d4A can move to c4Ne4A1f4A, d3NdSAI 
d6A, and d4ld4B/d4CId4D; while a Bishop on the same square 
could reach c3A1e5Nf6A, c5A1e3A, c4/e4B/f4C, e4/c4B, d31 
dSB/d6C, and dS/d3B. The colouring of the squares is s\}ch that 
the Bishop moves are monochrome. Note also that the B cannot 
ride through vacuum, so a move like el-e3B is illegal (there is 
no e2A square!). A Queen on d4A could, in addition to all those 
squares, also go to c3/e5B/f6C, e3/c5B, c5/e3B, and e51c3B. A 
problemistic corollary of this extra freedom of the Q is that a 
black AUW is possible in a helpmate in two (see diagram!). 

The King can also move in all directions, but of course 
only one step at a time. The Knight is simple to define: it 
moves just like the 2D Knight in any of the three coordinate 
planes. The movement of the Pawn is, as usual, a much more 

delicate matter: it can move up or forward (e.g. d3A-d3B or -d4A 
for a wP), and capture sideways in the same directions (d3Axc4A 
I e4A I c3B I e3B I d4B). The promotion squares are naturally 
those from which no further legal moves can be made (as-hS & 
c6D-f6D for White, ai-hi & c3D-f3D for Black). The special 
moves (castling, pawn double step, e.p. capture) all take place 
on the base, and are thus exactly the same as in ortho-chess. 

Let us conclude with a game by the game's inventor; after a 
sacrificial attack starting with 17.Rflxf6 Black's castled 
position seems to· have collapsed, yet a counter-thrust forces 
White's resignation! I chose a game that is easy to follow 
without special equipment most of the play takes place on the 
base, till Black's deciding move makes essential and didactic 
use of the third dimension. 

Gerhard W. Jensch - Remo Badano (1981) 
1.f2-f4 c7-c5 2.e2-e4 d7-d6 3.Bfl-b5+ SbS-c6 4.Sgl-f3 SgS
f6 5.QdI-e2 Bc8-g4 6.0-0 a7-a6 7.Bb5xc6+ b7xc6 S.d2-d3 
e7-e5 9.f4xe5 d6xe5 1O.Bcl-e3 BfS-d6 Il.Sbl-d2 QdS-c7 
12.h2-h3 Bg4-e6 13.Sd2-d4A Bd6-d5A 14.Sf3-g50-0 15.c2-
c3 c5-c5A 16.Sd4A-f4B c5A-c5B 17.Rflxf6 g7xf6 IS.Qe2-h5 
f6xg5 19.Qh5xg5+ Kg8-hS 20.Qg5-f6+ KhS-gS 21.Be3-h6 
(diagram) 

Hans Peter Rehm 
feenschach 1990 
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G. Jensch - R. Badano 
Vasia (ITA) xl1981 

c 

B 

A 

ht2 Four Solutions Black to play 

Solutions: See bottom of p. 128. 
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KRIEGSPIEL: RULES ON 
PAWN-CAPTURE 
OPPORTUNITIES 

By David H.Li 

The recent pUblication of my book, 
Kriegspiel - Chess Under Uncertainty, has 
stirred anew controversies concerning 
Kriegspiel rules, which are far from being 
standardised. Space permitting, many 
issues need to be aired. For the moment, 
let me discuss one that is both pervasive 
and troublesome: infonnation on 
pawn-<apture opportunities. 

In Kriegspiel as in chess, a pawn moves 
forward ordinarily and moves diagonally 
only when in the process of capturing an 
enemy chessman. Since Kriegspiel is 
played without knowing what your 
opponent's moves are, the pawn's unique 
movement pattern raises two questions: 
1) whether a player should be provided 
with information on paWJH:apture 
opportunities, and 2) if so, how. 

When Kriegspiel was invented by a 
London journalist, Michael Henry 
Temple, back in 1898, it appeared that no 
thought was given to addressing the first 
question affirmatively. So, with every 
opportunity, a prudent player would move 
all his pawns diagonally for a possible 
capture. This was at once tedious and 
monoton~ it made the game slow and 
boring rather than fast-paced and exciting. 

To remedy the situation, the rust 
question was answered in the affmnative. 
The shift was then to the second question: 
how? 

In Britain, the solution is by allowing a 
player, whenever it is his turn to move, to 
ask: 'Are there any. pawn-capture 
opportunities?', or 'Any?' for short. The 
referee then answers 'No' or 'Try' as 
appropriate. When the answer is 'Try', the 
player must then proceed with a 
pawn-capture attempt by moving one of 
his pawns diagonally forward. If that 
attempt succeeds, it becomes his legal 
move and the referee makes an 
announcement on captures. If it fails, the 
player has the option of either continuing 
with other pawn attempts or moving 
another chessman. 

1. Pawn Capture Without Query 
This sounds both simple and sensible. 

But, in practice, it is neither. Consider the 
following, from a model game in 
L.A.Hulfs Kriegspiel, or Chess in a 
Blackout, VCI5, p.lIO: 

'White plays I.e4, the umpire announces 
'White has moved'. Black plays L .. d5. 
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White tries Pxd5. The umpire announces 
'capture on d5. " 

Note that White's second move, Pxd5, is 
made without being preceded by either an 
'AnYl' or a 'Try'. Before reading on, let me 
pose a question to you: 
Ql. After 1.e4 eIS, White plays 1.PxclS 
without asking 'Any?' How should you, 
as the referee, rule on it? 

o Accept the move and announce 'capture 
ondS'. 
o Reject the move and announce 'No'. 

If you accept the move, you have 
Mr.Hulf on your side. In explaining the 
move, he considered it not only acceptable 
but admirable: 

'White did not ask any?' on his second 
move .... To ask would confirm to Black 
that he has played a pawn at first. Not 
asking leaves the possibility of capture 
with a Knight to confuse Black~ 

I have an entirely different view. To me, 
White's second move must not be allowed 
to stand. Why? Because he has not been 
given the authorisation to move in this 
manner. To me, to query 'Any?' is to seek 
permission to move diagonally. 'No' denies 
the pennission, while 'Try' requires a 
diagonal-move attempt When 'AnYl' is 
not queried in advance, no permission is 
sought nor given. and a diagonal-move 
attempt must not be allowed. Otherwise, 
the consistency in Kriegspiel rules is 
violated. The fact that such a move, under 
the circumstances, is legal, is, to me, 
beside the point. Consistency in rules 
must take precedence. 

1. Query When Capture Is Impossible. 
The opposite of making a pawn capture 

without first asking 'AnYl' is asking 'Any?' 
when a pawn capture is impossible. 
Suppose White plays l.e3. Before his 
second move, he asks 'Any?' How should 
this query be handled? 
Q2. After 1.el, White, before making 
his second move, asks' Any?' 
How should you, as the referee, rule on 
this query: 

o Respond with a 'No'. 
o Feel uncomfortable, glare at the player, 
but respond with a 'No'. 
o Respond with a reprimand such as 'An 
illegal query'. 

Routinely, British umpires would field 
such queries with a 'No'. Many justifY this 
on the ground that asking 'Any?' is such a 
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habit that attaching any devious motive to 
it is overreacting. 

Again, I beg to differ. To me, this query 
is unethical and deserves a reprimand 
from the umpire. Why so? When none of a 
player's pawns can effect a capture, asking 
'Any?' is to create an improper impression 
and take an unfair advantage. Here, the 
improper impression White wishes to 
leave with Black is that White has played 
a pawn to the 4th rank as his rust move. 
Since this is not the case, any ruling short 
of a reprimand makes the umpire an 
accomplice to this unsavoury scheme. 

3. Query When Pawnless. 
An extreme case of asking 'AnYl' when a 

pawn capture is impossible is when a 
player has no pawns in his possession. 
Q3. After a fierce battle rendering him 
pawnless, White, before making his 
next move, asks' Any?' How should you, 
as the referee, rule on this query: 

o Respond with a 'No'. 
o Look at the player in amazement, but 
respond with a 'No'. 
o Respond with a reprimand such as 'An 
illegal query'. 

Again, this is intended to create a false 
impression that the player querying has at 
least a pawn. Needless to say, this scheme 
is so blatant that only a strong reprimand 
befits the occasion. 

I hasten to add that a player is tempted 
to indulge in this scheme only when 
another Kriegspiel ruling is in effect: 
when a player's query on his opponent's 
remaining chessmen is either disallowed 
or is answered without giving the number 
of pieces and of pawns separately. 

4. Query When In Check. 
A more difficult case involves a player's 

King being in check and the check may be 
parried by a friendly pawn. If he asks 
'Any?' at this point, how should the 
referee/umpire handle it? 
Q4. Black has his King at cS and a 
pawn at as. White moves his Queen to 
b4 and you, the referee, announce: 
'Black is in check on the short 
diagonal'. Black asks 'Any?'. How 
should you respond to this query: 

o Respond with a 'Try'. 
o Ignore his query and repeat the 
announcement. 
o Respond with a reprimand such as 'An 
illegal query'. 

I have yet to come across any Kriegspiel 
literature discussing this point. If posed, it 
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creates an ethical problem on the part of 
the umpire. He cannot say 'No' because 
clearly this is not so. Nor can he say 'Try' 
because that is tantamount to playing the 
player-in-check's next move for him. Even 
in repeating the 'Black is in check on 
short', the umpire is acquiescing. Given 
the choices, perhaps responding with a 
reprimand is the least damaging. But, why 
should the authoritative umpire be 
confronted with such a dilemma? 

5. Query Witb No Intention to Capture. 
Let me discuss one more scenario. On 

occasion, the pwpose of a player's asking 
'Any?' is to seek information about the 
opponent's position preparatory to 
launching an attack. He has no intention 
of capturing an enemy chessman with one 
of his pawns; indeed, he dearly prefers 
not capturing. else his tempo is slowed 
and his attack is side-tracked. But, having 
asked 'Any?' and being given a 'Try' 
response, he is obligated to make one 
pawn-capture attempt. 
Q5. After 1.d4 eS, Wbite asks, before 
making bis second move, 'Any?' Upon 
bearing 'Try', but with no intention of 
capturing, White plays his King's Pawn 
from e2 to d3 to meet his pawn-capture 
obligation. How should you, as the 
referee, rule on this attempted move?: 

o Respond with a 'No'. 
o Look at him in disbelief, but respond 
with a 'No'. 

The two possible choices are almost 
alike. Indeed, the umpire's hand is tied; 
there is little he can do to White's 
perfimctory attempt that is guaranteed to 
receive a 'No' ruling, so that he can be otT 
the hook. 

Generally, British players think nothing 
of it. Indeed, Charles Compayne/David 
Pritchard, in the July 1976 issue of Games 
& Puzzles merrily advised the following: 

'In this position White is quite safe in 
trying to make a capture with. say. his 
king's pawn .... The umpire will say 'No'. 
meaning an illegal move. and Whites 
obligation will have been fulfilled. ' 

Similarly, Gerald Anderson, whose Are 
There Any? was cited by David Pritchard 
(in Vel5 on page 113), built many of his 
brilliant Kriegspiel problems around this 
technicality. 

To me, this perfunctory attempt also 
poses an ethical dilemma. The issue is a 
corollary to another British Kriegspiel 
rule, discussed earlier. If a player is 
prevented from asking 'Any?' when a pawn 
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capture is impossible, if asking 'Any?' 
presupposes a pawn capture configuration, 
does it not follow that a pawn-capture 
move must involve a pawn that is capable 
of making a capture? A perfunctory pawn 
move does not meet this criterion. Thus to 
me this is in violation of the rule's spirit. 

Questionnaire 
Having said all these, you might ask: 

Are there alternatives? The answer is: yes. 
But before I continue, let me have your 
answers to the five scenarios posed above 
as well as your opinion on the following 
questions. Please send them to me at 
P.Q.Box 341267, Bethesda Maryland 
20827, USA (Fax: 301-469-7051). 

Q6. The practice of asking 'Any?' 
should be continued without any 
restrictions. 

Oyes 
Ono 

Q7. The practice of asking 'Any?' 
should be disallowed under the 
following conditions (check all that are 
applicable): 

o when a player's King is in check 
o when a player has no more pawns 
o when a player's pawn configuration 
cannot etTect a capture 
o 
Q8. The penalty of asking' Any?' when 
it is disallowed is: 

o a reprimand, with two reprimands 
constituting a 'yellow card' 
o a 'yellow card', with two 'yellow cards' 
constituting a forfeit 
o a 'red card', declaring his opponent as 
the winner of the game 
o 
Q9. The practice of releasing 
information on pawn-capture 
opportunities should be initiated not by 
players but by the referee/umpire. 

o agree 
o disagree 
o 
QIO. Kriegspiel rules 

o are in good shape; no tampering is 
needed 
o are in need of standardisation; it is a 
worthwhile pursuit 
o on the following issues need discussion 
and agreement 

• 
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XIANGQI CARDS - A Note 
By David Pritchard 

Culin refers to a number of packs of 
19th century xiangqi cards (now in the 
Brooklyn Museum?) with designs usually 
in four colours, preswnably to allow for 
up to four players, and with pieces 
duplicated. It is not known what games 
were played with these cards. 

The Department of Oriental Antiquities 
at the British Museum has a single small 
collection of xiangqi cards (reference: 
1836-1850) that are clearly part of the 
same pack. They are almost certainly of 
late Ch'ing (Qing) dynasty and in poor 
condition. The cards are of the usual 
Chinese format: thin strips of cardboard 
about 8 ems long with Wliform red backs. 
Each card carries an identical piece 
symbol at either end. It appears that the 
faces of the cards have been crudely 
coated, which suggests that they are 
conventional playing cards converted for 
the purpose. 

There are 15 cards in all; two cannons, 
two chariots, two horses, two red 
elephants, two red guards, one red king 
and four black soldiers. All the designs 
are in red, including the black soldiers. 
Most of the pieces are classified as 
unknown or have been wrongly identified. 
Since there is no duplication it seems 
likely that the complete pack constituted a 
single set of pieces, although of course 
one cannot be certain. 

Unlike our chess cards, of which a 
number of ditTerent packs have been 
marketed over the years, Chinese cards do 
not lend themselves to being stacked and 
then turned over to detennine the piece to 
be moved. Also, this would not explain 
the duplicated design which suggests that 
the cards are dealt and held in the hand. 

It is interesting to speculate how the 
cards might have been used and why all 
the pieces are of the same colour. Perhaps 
a player started with the usual 16 pieces 
and was obliged to play (say) ten cards, 
moving the appropriate men, before 
gathering them into hand again? Or 
perhaps xiangqi was not played at all and 
instead the cards were used for a form of 
gambling? Any ideas; or any information? 

DA VID PRITCHARD 
From the next issue the above will 

be contributing a regular feature on 
new, experimental, and commercial 
variants; he is also taking charge of 
the 'Games Workshop'. Readers may 
write to him at: Badgers Wood, 
Hascombe Rd. MWlstead. Godalming. 
Surrey GU8 4AA. Tel: 0143 416205 
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AVALANCHE CHESS 
By Paul Novak 

In the spring of 1989 Malcolm Home 
very kindly organized the most enjoyable 
chess townament rve ever played in - the 
'Deviant Week' in Bownemouth. Patrick 
Donovan and I were the experienced 
Avalanche players (2 games) as Malcolm, 
Ray Brooks, and fan Richardson had never 
played at all. 

P.Novak - R.Brooks 
Bournemouth 1989, Ihour game. 
1.e4/f6 e5/0 2.Bc41h6 dS/g3! (A good 
pawn sac since 3.Bxd51b6 Bc51g4 
4.Bxa8lg6? Qd4lb3 5.Nh3lb5 Qxalla3 
wins the Nb 1. I tried to cross his plans.) 
3.f4/d4 exf4/g4 4.Qf3/g6 gS/c3! 

(I spent a long time looking at 5.e5lb6 
806la3 6.Bxa61c6 Nxa6/h3 7.Qxc6+lb5 
Kj7la4 8.Qxa6lb4 Qd5lb3, and Black 
wins. I tried to sidestep this but 'mined' a 
tactic. Correct is 5.Qg31j3! =) S.Bd5lb6? 
Bxg4!/e5? 6.Qe4!IbS? (Again the right 
move but the wrong push. Correct is 
6.Qe41j3! allowing 6 ... ./5la3 7.Bxa8lf4, 
with an unclear position; I played Qe4 
because I'd seen 8.Bfl+.) 6.... fS/a3 
7.Qxd41b4 cS/c4? (Black must be winning 
after 7 .... Nf6Ie6! 8.d3!j3 Nxd51a4, but I 
think 8 .... Qxd5Ia4 loses after 9.Qxf6lc6, 
eg.9 ... .j'2+lh3 1O.Kxf2lc5 Qxh11h4 
11.Bxg51h5.) 8.Bf7+1b3 (I didn't consider 
8.Bfl+!j3 Ke71b3 9.Qxg4!J4 at all, but I 
think Qd41e6! is good for Black.) 
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8 .... Ke7la4 9. Qxd8+IhS Kxd8/a5 
lO.BdS/h4 Bg7/a6 1l.Bxa8/h3? (Too 
greedy. 11.h3!j3 and 11.d4!j3 are unclear 
despite Blacks kingside pawn mass. ) 
1l ..•. Bxe5/d3 12.d4/0 Bxd411? (We both 
starl to lose our way here - 12 .... cxd4/c5 
wins.) 13.NxO/f4?? (Unbelievably 
mlssmg 13.Bxg5+!f4 winning.) 
13 .... Kc711? (13 .... Bxj311 wins.) 14.Rfl/l 
Nc6/1 lS.Bxc611 Kxc6/1 16.NxgS/O? 
(16.Bxf411! wins.) 16 .... Bxb211! 17.NxOIl 
Bxc1l1!? 18.Ra31b2 BfSlI?·! (A terrible 
oversight in time trouble - Bf411 draws.) 
19.NeS+1I Kd6/1 20.RxfSlI Ke6/1 0-1 
(I threw away the rest of the score of the 
game in disgust at losing from this 
position.) 

R.Brooks - P.Donovan 

1.e4/f6 e5/0 2.Bc41h6 Ne7lg3 (To stop 
Bd5lb6, as mentioned in the arlicle in 
VC15) 3.f4/fS! fe4/g4 (Forced.) 4.d4/a6? 
(This pawn sac isn't quite sound but 
4.Qj3le3 looks =) 4 .... dS/fS! (The 
refutation.) s. BgSIhS! (But White finds a 
way to get an attack.) S .... dxc41b36.f6/g6 

6 .... exd4/b4 (Avoiding a very nice trap: 
6 .... Qxd4lb4? 7.fl+le3!! and 8.Qxd4Ie4.) 
7.Qf3/e3 Qd6/c3! 8.fxe71b6 Bg71h3 
9.Bxe3/d3 (For if 9.Qxa8lh4 Qg3+la3 
1O.Kdllb5 Q/2la4 is much too strong.) 
9 ..•. Nc61h4 (Continuing with his Rook sac 
plan rather than Qxe71h4) 10.bS/a5 
Ne5/gS 1l.Qxa8/a4 d2+/a3? (This isn't 
quite sound; Il. ... Kxe7Ia3 must win.) 
12.Nxd2/c6 Kxe711 13.NgtJ/cS Nd3+11 
14.Ke211 Rd8/1 (If 14. ... Bxc311 not 
15.Ne411? Nf4+11 16.Bxf411 Qd3+11 
17.Kj211 Bxalll and wins, but 15.Nxc411! 
and White wins.) 15.Qe4+11 KfSlI 
16.Rhfl/lKg8l1 17.Nxc4/1 Qg311? (Qe6!) 
18.Radlfl (Qe7!) BfSlI 19.Qe711 Rd711 
20.Qe8+11 Kh711 21.Qxd711! Bxd711 
22.Rxd311 BxbSII Resigns?? 0-1 

(White wins after 23.Nxb6/c4! cxd3+/c4 
24.1&211 Qg2+lc5 (If 24 .... Bb21c5. then 
25.Nd411! Bxd41c6 26.Rfl+11 wins.) 
25.Rf211 Bc3+/c6 26.Kxc3ld2 Qxf2lc7 
27.Bxd211 Qxj3 +1c8(Q) 28.Kb411. 
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LRichardson - P.Donovan 
1.e4/f6 e5/0 2.Nc3/a6 Glb3 3.Nh3/g6 
Qh4+/b4 4.Nn/c6 Bxb41h3 (Black sets (l 

brilliant trap.) 

S.Nd5/cS? Qxe4/dJ#!! 
(I was really impressed when I saw this 
move.) 

• 
For those many readers (one actually) who 

enquired about the meaning of Bughouse, it is 
Americano for Madhouse (litera1ly and 
figuratively). 

• 
LUFrWAFFE CHESS 

Chess (March) 1942 reported that during the 
War thousands of sets were distributed among the 
Luftwaffe and the Gennan Air Observer Corps. 

Boards had a map of the German coast 
superimposed on one side, and the English coast 
on the other. Kings. Queens, Rooks, etc., were 
represented by wooden models of leading combat 
aircraft types - Gennany white, Britain black. 

The German. Air Ministry officially 
reoommended this game to familiarise personnel 
with aircraft types. 

Are any sets still in existence? 

• 
CHECK LIST 

Michael Keller has written in World 
Game Review that many of the oldest 
variations involve various prohibition or 
obligations involving check. Here are 
some examples he gave (1 to 6). 
1) Checkless Chess - Check may only be 
given when it is mate. 
2) Absolute Checkless Chess - Any Wlit 
is forbidden to cross a square from which 
it would give check. 
3) Patzer Chess - Check must be given 
whenever possible. A player wins by 
giving ten consecutive checks 
(decimating) or by checkmate. 
4) Presto Chess - The rust player to give 
check with an uncapturable unit wins. 
S) Reflex Chess - The object is to be 
mated by the opponent; a move giving 
mate must be made when it is available. 
6) Contramatic Chess - The objective is 
the same as in Reflex Chess, but it is legal 
to put yourself in check, but not the 
opponent. 
7) ..... . 
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Gambler Chess is a variant that has 
a simple original idea. It has been 
invented by Kevin Lawless of Halifax. 
who writes: 

Rules are as orthodox chess except for 
the following ... 

The fIrst person to check the opposing 
King S times wins. The fIfth check counts 
as checkmate. Each time a player checks a 
King, he takes a playing card. This 
records his running total of checks to date 
and also builds his 'hand'. When he has 
fI ve cards he has won the game, and has a 
poker hand. Each player plays one game 
as Black and one as White. If one player 
wins both games he chooses the best 
poker hand of the two (not the best from 
10 cards!). If each player wins, the best 
poker hand wins. A double check allows a 
player to take 2 cards. (If a double check 
is given when a player has 4 cards he will 
win and fmish with 6 cards; out of which 
he will choose the best 5.) The player who 
wins overall is paid as follows: 

High card lOp. Pair 20p. Two Pairs 
lOp. Three of a kind 40p. Run 60p. 
Flush 70p. Full house £1. Four of a 
kind O. Running flush £5. 

All cards are kept face down until both 
games have ended. A player who loses a 
game discards any face-down cards he has 
acquired. The gambling element is timing 
sacrifices to achieve checks and thus 
cards. Either player achieving checkmate 
immediately makes his hand up to fIve 
cards and of course wins that game. 

• 
RULES - KEEP TIIEM 

SIMPLE? 
By Malcolm Home 

PROGRESSIVE CHESS (vC15 front 
page. also VC14 p.93 Bob Newman's 
letter). 

I would suggest that an en passant rule 
is quite unnecessary in Progressive Chess. 
Its advantages are obvious for the ordinary 
game - lessening the number of blocked 
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positions - but such blockages are most 
unlikely in Progressive, and e. p. captures 
are exceedingly rare anyway. 

When I organised the first UK 
Progressive postal tournament in 1988 
(see VCI plO for rules) I didn't know that 
the game was actively played in Italy, the 
USA, and elsewhere, so I had to formulate 
a complete set of rules without much 
guidance. I did unthinkingly include an en 
passant rule; then later I fOWld that AISE 
(Italy) had a similar rule, but NOST 
(USA) scrapped en passant altogether. 

The NOST ruling makes sense. Rules 
should be as simple as possible, and 
complications introduced only if there is a 
real need. (Likewise NOST do without en 
passant in Marseillais or Double Move 
Chess, where again it is not needed.) 

Progressive Chess is undoubtedly far 
more advanced in Italy than anywhere 
else, and so there's a strong argument for 
the rest of us to follow AISE rules. But it 
is a pity that they are unnecessarily 
complicated. Apart from the en passant 
rule, the 'Italian mate' rule that gets you 
'mated' if you are forced to check early, 
and can't make the full number of moves, 
is unaesthetic and adds further 
complications. Most people I have spoken 
to are not terribly keen on this rule 
(though some like it). It makes so little 
practical difference to the game, and it 
would I think be better scrapped. 

On balance fd prefer to see Progressive 
Chess in the UK played with NOST rules 
- no en passant, no Italian mate. 

AVALANCHE CHESS (Opposite page, 
also VC14 and 15.) 

I am no expert on Avalanche, but I 
gather there may be a case here for 
adapting the rules slightly. In Balanced 
Avalanche Chess White on his or her ftrst 
move makes a standard move only, 
without pushing an opposing pawn - the 
idea is to reduce White's strong opening 
advantage. I assume (for example) that 
1.e4 on its own poses less of a problem 
for Black than does 1.e4/f6 (threatening 
an awkward check on hS). The 'balanced' 
idea has also been applied to Marseillais 
Chess (White starting with one move, not 
two), again to reduce White's supposedly 
large advantage. 

An interesting alternative method in 
Avalanche that I have seen, recommended 
by Alessandro Castelli of AISE I believe, 
is to retain the usual rules, but switch 
Black's King to d8 and Queen to e8 in the 
starting position, so that White's threat of 
a Queen check on hS no longer applies. 
(Editor: This is given a separate entry in 
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Castelli's I Mantiali di Eteroscacco. There 
have been a few games in Eteroscacco.) 

I note, incidentally, that en passanl 
appears to have been scrapped in all 
versions of Avalanche! 

CHINESE CHESS 

One of the worst examples of terribly 
complicated rules comes in Chinese 
Chess, where the repetition rules (some 
repetitions allowed, some not) vary 
between the Chinese and Asian 
authorities. 

.JL 

I.. .J L. .JI.. .JL .J 
r , 

L .JL .JI.. .JL .J 
r ,r , 

JL JL 

For example, in the diagram above, the 
repetition I.Rh9 Cc8 2.Rc9 Ch8 3.Rh9 
Cc8 4.Rc9 (in which Red chases an 
Wldefended Cannon back and forth, which 
is normally not allowed, but after each 
turn Black's Cannon threatens a back rank 
mate) is permitted under Chinese rules 
and leads to a draw, but under the Asian 
rules it is illegal and Red must vary (and 
lose). 

This sort of thing (there are scores of 
different examples, and some themes do 
occur quite frequently in practical play) is 
far too difficult for beginners or 
occasional players to get to grips with. 
Recognising this, the UK Chinese Chess 
Association tried in 1989 to simplify the 
situation by allowing all repetitions 
(except perpetual check) to lead to a draw 
exactly as in Western Chess. 

This solution is not without its 
problems. Allowing all repetitions except 
perpetual check inevitably means more 
draws (at a high level of play, with slow 
time limits, this increase might be 
serious). It is also hardly desirable to have 
three different sets of rules in circulation; 
two is bad enough. Other European 
countries have, perhaps surprisingly, not 
copied the UK example, and have usually 
preferred to struggle with the Asian rules. 
It is a difficult dilemma. 
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[ _/>,-----J1 LETTER 
0/ BOX! 

Promotion of Xiangqi 
From David Woo (Editor - Xiangqi Review.) 
In response to Mr. C.K. Lai's comments in 
the Letter Box column (VC15): 

The primary reason I wrote (in VC14) 
was to claritY a little the name translations 
of the pieces, a question previously raised 
by others. As I went through the same 
experience a few times, I felt sympathy for 
those who put in good-faith efforts to help 
promote Xiangqi, but were unfortunately 
"neutralized" by the principal Asian 
organiser. 

Let's focus on the main issues, so that 
one will not have to run around in circles, 
or branch off into different directions. 
There are 3 points I made in my last letter: 

1. The Asian Xiangqi Federation (AXF) 
have in the past always changed things 
abruptly, without reasons, and not 
infonning others. 
2. I do not consider this kind of practice as 
courteous (to others) nor proper (for 
promoting the game ofXiangqi). 
3. The majority of officials in the World 
Xiangqi Federation (WXF) are AXF 
officials. So one should expect this routine 
practice to continue. 

The view that "it is inevitable that 
different people, groups and organizations 
should do, and will continue to do, things 
more or less differently, in their own way, 
reacting and adapting .... " is, what I would 
consider, off the track. Is Mr. Lai saying 
that every nation or region should, say, 
change the system and the name of their 
currencies once every few months, for no 
apparent reasons, without telling those 
involved, and expect the world to know 
plus the economy to soar? (Besides, 
'reacting' and 'adapting' to what?) 

It is also against common sense to keep 
changing things without good reasons. A 
very simple case: if you keep changing 
names and addresses, without telling 
others, you would be "lost" pretty quick. 

The main issue in question is far from 
'complex' and 'inevitable' as Mr. Lai would 
like to paint it. Nothing could be more 
complex than the game of life itself. 
While no panacea could 'reconcile' all 
different opinions and situations in life, 
age-old wisdom offers help in the form of 
principles. One of the most traditional is 
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that people should treat others with 
common courtesy. The problems in 
question could be totally avoided by 
exercising a bit of common sense. 
Extending common courtesy (dropping old 
habits) and unifYing the rules should be 
the fIrst two steps for the AXF and WXF 
to begin fulfllling their pledged role of 
globalizing Xiangqi . 

If, however, Mr. Lai feels this kind of 
practice (that I cited (in VCI4), and others 
also went through, and what most people 
would consider wishy-washy, and 
certainly lacking in common courtesy) is 
'understandable', 'rewarding', 'productive' 
and indeed 'should' be the way to promote 
the game; and that it helps to create 'an 
atmosphere of respect, understanding, 
friendship, and co-operation', then I have 
nothing further to say. I can only conclude 
that he fIts in a lot better than I did. 

• 
Kriegspiel 

From David Li (Bethesda. MD. USA) 
I am preparing a book on the 

development of Kriegspiel over the last 
100 or so years, for possible publication in 
1998 to celebrate the centenary of the 
invention of this game. I would welcome 
receIVIng citations or copies of 
materials/instructions on its play or 
strategies, particularly those at the turn of 
the century (such as Cayley's Kriegspie/ 
(1905) mentioned in David Pritchard's 
review of my book, in VCI5). Rules of the 
game, townament results,' game scores, 
and anecdotes are all welcome. 

I am also interested in hearing from 
readers about the feasibility of holding a 
Kriegspiel townament in London in 1998 
in honour of its invention there by a Fleet 
Street journalist, Michael Heruy Temple. 
Perhaps readers would have information 
on this gentleman and/or his heirs as well. 
Please send them to me at P.O.Box 
341267, Bethesda Maryland 20827, 
USA (Fax 301-469-7051). 

• 
Korean Shogi 

From Roland Marounek (Brussels) 
I wish to comment on Peter Blommers's 

note about Korean Shogi in VCl5 p.114. 
The Korean variants I know are rather 

different from the variant described by 
Mr.Blommers; in my opinion they are also 
much more interesting. They are my 
favourite CVs and can be played with any 
kind of chess, including Orthodox Chess. 

As there are (in the main) two kinds of 
these Korean variants, I have called these 
the 'South Korean', and the 'North Korean'. 
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In the 'South Korean' variant, each piece 
moves as all friendly pieces that control it. 
In the set~up in VCl5 p.97 for instance, 
(rnb2blr/ppklplpp/4P3/BpKplp2/SP2! 
8IPPP3PPlR2q2NR) the Knight on gl is 
a Rook; the pawn on b7 a Bishop and a 
King .... of course the value of a piece 
changes once either that piece, or a 
controlling piece moves. 

I personally prefer the 'North Korean' 
variant, which is less aggressive, and 
really beautiful. Here, each piece moves 
as all tlle friendly pieces it controls. In the 
same position in the diagram on page 97: 
tlle Rook on hI is a pawn + Knight; the 
Bishop on f8 is a pawn, as is the Queen 
on dl; the black King is a pawn + Bishop 
+ Knight....I must add that this principle 
soon becomes very natural, as for instance 
the introduction of drops must have been 
in early Shogi! 

Of course this 'Korean principle' can be 
extended in many ways, and combined 
with other variants, like Alice chess. I will 
just mention the 'Kim n Sung Variant' 
where each piece moves as tlIe friendly 
pieces that control it, but captures as tlIe 
friendly pieces it controls. By the way it 
seems to me interesting to generalise the 
names of those pieces, like pawns in 
Chess and Cannons in Xiangqi, that move 
and capture differently. One can also 
consider introducing in a normal game 
just one piece, calling it the 'South Korean 
Barbarian' for example, which only moves 
as the pieces that control it, if any -
otherwise it will be motionless. Or a 
'North Korean Queen', etc.! 

Large Shogis 
Furthermore I would also like to 

comment on the assertion by 
Mr.Masukawa concerning the large forms 
of Shogi, that 'it is doubtful whether these 
Shogis were actually played'. In my 
opinion some of the ideas introduced in 
these large Shogis are so interesting, so 
well thought-out, so beautiful, that it is 
very unlikely that they were never tried! 
In the Maka Dai Dai Shogi for instance 
(19x19), we find the following features: 
1) The promotion by capture (this 
changes the game very deeply; it can be 
played in normal Shogi and is an 
interesting variant). 
2) The de-promotion by capture of some 
very powerful pieces. Those pieces are 
then to be used with moderation, just 
once! This makes me think of a possible 
game where each piece would be 
continuously de-promoted by capture, so 
that after 3 or 4 captures it remains 
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completely motionless (the pieces of that 
game would be prismatic). 
3) The promotion (by capture) of the King 
into Emperor, a piece that can move on 
any protected square. Once again this can 
be tried in nonnal Shogi. It would also be 
interesting to try this in orthodox chess, to 
produce a variant similar to 'Checldess 
Chess' (where the King cannot be checked 
. if there is no mate). 

Finally, the main inconvenience of the 
large Shogis is the time required to play 
them: so why not invent something like a 
'Little Maka Dai Dai', played on a more 
reasonable board, 13x13 for instance? 
Editor: In a later letter Mr Marounek 
says he has heard from another source 
that the 'official Korean~hogi(!)' is the 
one Mr.Blommers described. However he 
still considers the ones he himself has 
mentioned as being more beautiful. 

• 
Scotch Chess 

From David Pritchard 
You made a slight mistake in your 

introduction to Progressive Chess when 
you remarked that Boyer had said that it 
was called Scotch Chess because 
Znosko-Borovsky had seen it played when 
he visited Scotland in 1947. Boyer did not 
say this (see Jeu d'Echecs 
Non-Orthodoxu p.43). My information is 
that Z-B was never in the UK between 
1939 and 1947 (he was certainly in France 
throughout the war). His statement (I have 
his article dated April 1947) merely says 
that he saw it played in Scotland but he 
does not say when. Ken Whyld has 
suggested that it was possibly in Dundee 
1939 (see ECV). (Ed: Correction agreed.) 

• 
13x13 Heian Dai Shogi 

From Neil McLean (Rochester, Kent) 
The articles 'The Origin of Japanese 

Chess' and Peter Blommers's 'Shogi 
Variants' (from VC15) are interesting. 

In 13x13 Dai Shogi it seems strange the 
Side-Mover (Ed: I translllted it as Horizontal 
Goer) cannot move one square directly 
back, and that the Iron General moves 
exactly as the Silver. 

Editor. George Hodges's Shogi magazine 
(September 1980) has a long and 
interesting article by John Fairbairn 
covering much of the same ground as 
Masukawa's article. He gives an accoWlt 
of the piece movements from the 
Ni-Chureki. Included within the article are 
diagrams of the movements of those 
pieces not in normal Shogi. These are the 
same 7 pieces illustrated in Masukawa's 
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article on p.10l of VC1S. Before the 
diagrams Fairbairn writes: 'But there is 
some doubt about the moves. Giving more 
credence to later texts Marwo Manabu 
(Ed: Peter BlIlmmers nggem this is Manabe) 

suggests the followingfor those pieces not 
in ordinary Shogi. ' 

• Regarding piece movements, Fairbaim 
quotes the Ni-Chureki: 'the Iron Generals 
cannot go back in three directions. ' In the 
diagram it is shown as moving thus: 

._-
• • • 

I 

This movement is inconsistent with the 
movement in the diagram in Masukawa's 
article which is as Neil McLean says is 
the move of the Silver General. 1 have 
taken soundings from the various 
authorities on Shogi history. Masukawa 
agrees that the movement of the Iron 
General shown in his VC article is 
incorrect (in fact all these diagrams were 
taken from one of his History of Chess 
volumes). He confinns that the diagram in 
Fairbairn's article (shown above) is 
correct George Hodges says: The 
Generals have a kind of descending order 
in the larger games and the Iron is lower 
than the Copper even, so it is not likely to 
have the same reach as a Silver General. ' 

• Fairbairn quoting the Ni-Chureki: The 
Side Mover .... can go one step forward or 
any distance left and right' In a diagram: 

• 
SM 

• 

The move in the diagram is inconsistent 
with the quoted move in the Ni-Chureki. 
George Hodges writes: The Side Mover 
moves in ALL games exactly the 
same .... that is left and right along the 
rank and one step only lip and down.' 
Masukawa did not mention the move of 
the SM in his letter, but Peter Blommers 
wrote: 'In all later (Ed: my emphasis) (and 
bigger) Shogi variants the moves of the 
more basic pieces (like Silver, Copper, 
Side Mover) are completely standardised, 
they are the same in all variants. ' And he 
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gOes on to say ' .... of course it is possible 
and maybe even likely that the backward 
move lftU added later and the 'Heian Da;' 
move is only the original fonn. ' 

Regarding the Ni-Chllreki Side Mover, 
my conclusion is that the movement is 
likely to be not as shown in the diagram in 
Fairbaim's article, but as in the VCtS 
diagram, thus: 

• 

• Fairbairn quoting the Ni-Chureki: The 
Copper General .... cannot go to the four 
comers. ' In a diagram: 

• • • 
C 

• 
The move in the diagram is the move of 

the Copper General in the later Chu 
Shogi. From his letter George Hodges 
seems to think this was the correct 
movement in Heian Dai Shogi. However 
the move in the diagram is clearly not the 
move given in the Ni-Chureki. Masukawa 
writes: The movement of the Copper 
General (Ed: in the diagram quoted abol'e) is 
not correct~ Peter Blommers writes: The 
CG Masukawa-style (below) is of course 
in complete agreement with his own text 
of not going into the four comers. Being 
the orthogonal variant of the diagonal 
Fierce Tiger it makes sense to accept it ' 

• 
• C • 

• 
The diagrams of the other four pieces 

agree with those in VClS. 

To sum up - My Conclusions 
1) The movements of the Side-Mover and 
the Copper General given in the 
Ni-Chureki agree with those shown in 
VC1S - NOT Shogi magazine. 
2) The movement of the Iron General 
agrees with that shown in Shogi 

magazine - NOT VClS. 
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COST OF VARIANT CHESS 
Editor: Because of the increased cost of 
printing and postage since 1993. I regret 
that the price of the magazine has had to 
be increased. The new price will be: 

Subscription 1 year (4 issues) UK. £8~ 
EuropelRest of the World (surface) £9 
($13)~ Rest of the World £11 ($17). 

Single issue (ine. postage) UK. £2~ 

EuropelRest of the World (surface) £2.25 
($3.50); Rest of the World (ainnail) 
£2.75 ($4.50). 

The new rates will apply from 20th 
June 1995. 
The mtes shown on the front cover will 
apply up to the 20th June only. 

VARIANT CHESS POSTAL 
TOURNEYS 

The Italian Progressive and the English 
Progressive tournaments are now 
undeIway. 
Entmnts 
Italian: Allan Brown, Toby Howes, 
George Jelliss, Peter Wood. 
English: Paul Archer, Toby Howes, !an 
Richardson, Peter Wood. 

MODERN COURIER CHESS 
A postal tournament has been started 

with the following players: Paul Byway, 
Toby Howes, Roy Talbot, Peter Wood. 

CHINESE CHESS NEWS 

COLLECTED GAMES OF THE 
EXCELLENT & MIGHTY 

TOURNAMENTS 
ByC.K.Lai 

It is a 'mighty' title, but the 24-page 
book is in fact the scores of 17 games 
from a tournament held at Liu Si Hinh's 
house on Boxing Day. It was produced in 
under a week, which is in contrast to the 
lengthy wait for the author's promised 
Exmouth 1993 book. It was a strong 
tournament with most of the top UK. 
players participating. Chen Fazuo was the 
overall winner, with Wang Shunqi and 
Liu Si Hinh being placed second and 
third. The games are recorded in Chinese 
with no annotations. Price: £4.99 Write 
to: C.KLai, 12 Lagan House, 15 
Sumner Road, London SElS SRB. 

VARIANT CHESS 

XIANGQIEVENT 
14th May 1995 - Kung Ho Association 
Tournament at Willesden Sports Centre, 
Donnington Rd., London NWI0. £10 
entry fee (under 18 £5). 5 round 'Swiss' -
in two sections. 10.30 start. 
Contact: C.KLai - address, see earlier. 

ETEROSCACCO 
This Italian magazine remains highly 

recommendable. 
There is a wealth of different games that 

one can play by mail at the very 
reasonable price of 4000 lire (or 
equivalent) per game. Write to: 
ACastelli, 62010 Villa Potenza 
(Macerata), Italy. 

• 
RANDOMISED CHESS 

Bons Spassky, when asked in an 
interview given in December's BCM 
whether there would be a Fischer-Judit 
Polgar match, replied: 

'Why not? One is planned and it would 
be great if it comes to pass. Bobby wants 
to play under a new system, in which the 
basic starting position is varied in every 
game. Theory and the lnfonnator would 
then lose their point It could be that the 
dmw would throw up the normal starting 
position of the pieces, but that would be a 
rare exception.' 

Valery Salov in January's Chess 
Monthly: 'I am not a supporter of changing 
the rules,' but at the moment it seems 
inevitable to me because opening 
preparation makes too . heavy an 
impression on the game. It is not the best 
player who wins the game but the one 
with the best opening preparation - and in 
this respect a lone player is bound to lose 
against a team of experts. Today opening 
preparation is even more important than 
the serve in tennis, just to give an 
example. One possible way to eliminate 
this advantage is to shuffie the positions 
of the pieces on the first and eighth ranks, 
an idea that was suggested earlier by 
people like Capablanca, Bronstein and 
Fischer That might bring back a fair ftght 
between players with equal chances ..... .I 
am conservative by nature and would look 
upon changing the rules as a disaster (Ed: 

a disaster!??), but at the mon'ient I don't see 
any other way to solve the problem.' 

• 
SHOGI 

The result of the Bracknell Shogi 
Tournament of November 19th last was a 
win for Tony Hosking with 3 wins from 3 
games. Tied for second place with 2 wins 

Jan - Mar 1995 

were Les Blackstock, Michael Trent and 
Anthony Fedder. Some 5x5 games were 
also played. 
British Sbogi Federation - subscriptions 
£4 adults (Under 18 £2) Send to: Mike 
Brewer, 11 St Donatt's Road, London 
SEI46NU. 
EVENT 
131l4th May 1995: Kent Championships 
atHythe. 
Contact: 8.G.Campbell. 9 laos Walk, 
Seabrook, Hythe, Kent CTll STT. 

SOLUTION OF PROBLEM IN velS 
Chinese Chess (page Ill) 
Red wins by 1.o,l! Bc:6 2.CeI Ba8 3.ChI Bc:6 
4.Ch8! 
Paul Byway has suggested an extension to 
this problem: 

~ ~ ~ C ~ .JL .JL 

~'r 
,. ,r 

L .JL .JL .JL .J 
r ,r ,r r , 

L .JL .J .JL .J 
r ,r ,r ,r , 

.JL .JL 
,r 

~ k( ,r 

L I~ D. 
'\!i ~ 

Red wins by 1.KeI Bc:6 2.CbS Ba8 3.Ke2 
Bc6(cO) 4.Ke3 Ba8 5.CbI Bc:6 6.CeI Ba87.ChI 
Bc:6 8.Ch8. 

Here is another endgame. Red to move 
and win. It is a 'no-King' type. Solution next 
time. 

~ ~ 

~ ~~ ~ 
.JL ~ .JL 

r ~ ~ 
,r 

L L .JL .JL .J 
r r ,r r 

.IIIII~ 
Q 

L .JL .J .JL .J 
r ,r ,r ,r , 

.JL .JL 
,r 

'" V ,r 

V '''' Both this and the position in the previous 
issue were taken from the 'Fun Corner' in 
Xiangqi Review. 
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KOREAN 
CHESS 
By Malcolm Home 

Korean Chess (or Chang-gi) is a little 
known gem amongst regional chess 
variants. Its close affinity with the much 
more widely playea Chinese game is 
obvious, and indeed it can happily be 
played using a Chinese board and pieces. 

Korean sets do exist, however, and the 
octagonal pieces are in three sizes: large 
(King), small (Guard and Pawn), 
medium (others). In these diagram pieces 
(which are circular rather than octagonal) 
the light pieces are almost identical to 
those used in Chinese Chess, but the 
dark pieces are rather different From left 
to right: King, Rook, Knight, Bishop, 
Cannon, Guard and Pawn 

All chess games have their plus and 
minus points, and preference for one or 
other is partly a matter of taste. western 
Chess is very rich and varied, but dull or 
lifeless positions can arise rather too 
easily. Chinese Chess is more explosive, 
and rarely dull, but on the other hand it is 
less varied and the pawn play is not as 
interesting. Korean Chess falls 
somewhere between these two: it is more 
positional than Chinese Chess, but 
exciting tactics still abound. Pawn play is 
more prominent than in the Chinese 
game, but not quite on the level of 
Western Chess. 

W.H. Wilkinson, writing on Korean 
Chess a century ago (a chapter in Cutin's 
Korean Games, USA 1895) came to this 
interesting conclusion: ' .... (The) 
restriction of the power of the Cannon 
makes it inferior to the Chinese Pau 
(Cannon) and its movements more 
cumbrous. In all other respects the 
Korean game is a distinct advance on the 
Chinese, and, this drawback modified, 
might even aspire to rivalry with Western 
Chess were the King and Queens 
(Guards) permitted to move freely over 
the board.' 

Wilkinson lived for a time in Korea, 
and had earlier written a manual on 

@0@@~O@ 

®®®®®®® 
Chinese Chess. Actually I don't 
completely agree with him about the 
inferiority of the Korean Cannon; its 
clumsiness is deceptive, and ifs a very 
interesting piece. As for the King and 
Guards being restricted to the palace, this 
is one reason why both Korean and 
Chinese Chess are less varied than our 
western game - but if they were allowed 
to roam freely then the balance of both 
games would be upset (e.g. advanced 
pawns would become less dangerous). 
However there is room for experiment -
modern variants of the basic Chinese or 
Korean game seem to be few and far 
between, and this could well be a fruitful 
area for experiment 

Wilkinson's chapter in Culin's book 
remains the most detailed account of 
Korean Chess that I know of in English. 
But in 1991 David Wurman's 
Chinesisches Schach! Koreanisches 
Schach provided qnite a thorough account 
for German readers. Both these accounts 
of the game, however, and others too, are 
a little hazy at the edges, and they leave a 
few of the minor rules ambiguous or 
unstated. 

According to Wwman a Korean Chess 
association was formed in Sonth Korea in 
1956 and a dan-rating system classifies 
the strongest players. My efforts to contact 
this organisation have unfortunately failed 
(a 1anguage problem perlu1ps?). Although 
the basic movements of the pieces are not 
in doubt, all the evidence suggests that 
some of the subsidiary rules of Korean 
Chess (King facing King in particular) are 
a touch variable - perhaps changing 
slightly from region to region, e.g. North 
and South, as was once the case with 
Western Chess, and still is the case with 
Chinese Chess (repetition rules not 
standardised). 

Friends who have spoken to Korean 
contacts in the West have reported back 
with contradictory information concerning 
some of the minor rules. What to do in 
such a situation? I have selected as 'good' 
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a set of rules as possible, and it's with 
these rules that rve played all my postal 
games. In Italy AlSE have been running a 
small four-player postal tournament, with 
marginally different rules. 

If Korean Chess is so good, why isn't it 
better known? Even in Korea its 
popularity appears to be limited, and 
literature is not extensive - Go is 
preferred to any type of chess. And 
outside Korea the game is hardly known 
at all - even Chinese players are usually 
unfamiliar with it. 

This point is difficult to answer, but 
certainly all my Korean games have been 
fascinating, containing much of the 
tactical fireworks of Chinese Chess and 
the positional richness of western Chess. 
It is the ability of the pawns to link 
together from the word go which, more 
than anything else, gives Korean Chess a 
quite different feel to Chinese Chess. 

For anyone who'd like to delve finther, I 
can supply a few extra annotated games 
(some from Korea., some of my own), and 
also more background details and 
information. Write to me at lOB Windsor 
Square, Exmouth, Devon U8 lJU, 
England. If you live in USNCanada then 
an alternative contact is David Rock.well 
at 8514 TrumbuU Avenue, Skokie, IL 
60076-2440., USA. 

If you're interested in postal play contact 
either David or me. We can also pass on 
details of at least two software programs. 

RULES 
These rules assume a basic knowledge 

of Chinese Chess. (For a free leaflet 
Chinese Chess Explained, giving rules, 
games, etc., please send an SAE or IRC to 
me or David Rock:well, or to Variant 
Chess.) 

1ofj~~~~~~~If~ 

• 
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VARIANT CHESS 

There is no river in Korean Chess, SO if 
you are using a Chinese board just ignore 
it The first player takes the Green 
(sometimes Blue) pieces, and the second 
player Red. 

Note that the Kings start on e21e9. 
There is one other difference here 
compared to Chinese Chess: both players 
can interchange Knight and Bishop on one 
or both sides if desired. In the diagram 
above both players have interchanged on 
the gib files, and this appears to be the 
most common set-up - but there are ten 
different starting set-ups possible, 
discounting mirror images. (Two Knights, 
or two Bishops, cannot sit next to each 
other however.) 

Apart from some special extra moves 
(given later) the pieces move like this: 

ROOK and KNIGHf as Chinese Chess. 
BISHOP. A completely different piece -

it can move all over the board and has the 
move of an extended Knight, one point 
orthogonally and then two diagonally, e.g. 
cl to a4/e4/0. But the two points in 
between must be vacant (e.g. c2 and d3 if 
Bcl-e4). 

GUARD and KING. Both pieces have 
the same move, one point along any. 
marked line within the 3x3 palace, e.g. 
dUe2Iel. 

CANNON. More restricted than its 
Chinese counterpart: it must leap another 
piece not only to capture but also when 
making an ordinary move. However there 
are two important restrictions: a C cannot 
leap another C (so in the starting position 
the C's cannot move), and also a C can 
never capture another C. 

PAWN. From the very start of the game 
it can move or capture one point forwards 
or sideways (like a Chinese pawn across 
the river). There is no pawn promotion. 

SPECIAL EX1RA MOVES FOR 
ROOKlCANNONIPAWN 

This is a little complicated. 
The PAWN, on reaching the opposing 

3x3 palace,. can move one point forwards 
(never backwards) along a marked 
diagonal, e.g. from d8 it could move to (or 
capture on) e9, as well as the usual 
c8/d9/e8. 

The CANNON, in the comer of either 
palace, can if desired leap to the opposite 
corner if there is a screen (not another Cl) 
on the centre point to leap over, e.g. d3 to 
fl if screen on e2. 

The ROOK, in either palace, can move 
one or two points along the marked 
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diagonals, e.g. d8 to e9 (or to flO if e9 
vacant), as well as its normal moves. , 

In general these extra moves increase a 
player's attacking possibilities. Note that 
these moves can never be made along an 
unmarked diagonal. 

OTHER RULES (These are the ones that 
may not be standardised) 

I) All repetitions are allowed, including 
perpetual check (not very common). so 
these can be treated exactly as in Western 
Chess. 
2) A player can pass, instead of moving, at 
any time - this can be useful in the 
endgame. It means there is no stalemate. 
3) In his book David Wunnan 
recommends using the Chinese Chess rule 
that Kings cannot face each other directly 
on the same file (advanced Korean 
players, he says, adopt this rule). It's my 
preference too - the Kings can be used as 
attacking pieces and I think the game is 
significantly improved - but, in the few 
Korean books that rYe seen, a rather 
confusing rule allowing a player to face 
Kings (probably at any time. but possibly 
only when materially worse oft). and then 
claim a draw if the opponent does not 
immediately move the King away or put a 
piece in between, appears to be in very 
common use. If the game continues after 
the Kings have briefly faced then, 
apparently, the player who initiated the 
facing can only draw at best. 

Some version of this rule was probably 
used in the second annotated game given 
here, but it does not directly affect the 
play. In my own game, however, the 
Chinese rule was used. 

PIECE VALUES 
As ever these are a general guide only: 

Rook 13, Cannon 7, Knight 5, Bishop & 
Guard both 3, Pawn 2. 

GAMES 
It's easy to forget that the Korean 

Cannon always has to leap over another 
piece (not another C) when moving. I have 
occasionally given extra information about 
the Cannon's move, e.g. C(b3)e3, so that 
the wrong C is not moved Chinese-style. 

• 
GREEN: Carlo A1berto Veronesi (Italy) 
RED: Malcolm Home (UK) (postal 
1993/4) 

STARTING POSITION: Knights bl, gl, 
clO, hlO, and Bishops accordingly (quite 
common). 
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l.Nc3 (Moving a Knight is a common way 
to start; the Cannon on b3 now has a 
piece to leap over.) l. ... ab7 (Another 
common opening move, clearing a path 
for the Rook.) 2.C(b3)e3 Ra6 3.85 Rb6 
4.bS!? (A surprising pawn sacrifice to 
activate his Rook, leading to the liveliest 
game of Korean Chess I've played so far.) 
4 .... RxbS S.Ra9+ Kd8! (Using the King 
as an attacker - if Carlo now 
allows .... Rb2+ he won't be able to reply 
with Gd2. Also the King now acts as a 
screen for either of my Cannons to leap 
over.) 6.Cb3! (Cuts out a check on b2.) 
6 .... C(h8)c8! 7.ed4!? (7.Rc9?! would be 
met by either 7 .... Cc6 or 7 .... Cxc4, but 
7.Rh9!? is possible.) 7 .... Gfe9 S.NfJ Cc6 
(8 .... Rxb3?? 9.Cd3+) 9.c5!? (Another 
pawn sacrifice to deal with the threat to 
his Knight on c3. An aite1fUltive pawn sac 
was 9.b4!?) 9 .... Rxc5 10.Cbd3+ Ke8 

10 

9 

8 

1 

6 

5 

4 

3 

2 

abcdefgh 

Il.CxdlO! (And now a Cannon sacrifice. 
Green has to play actively here otherwise 
Red. two pawns uP. will consolidate.) 
1l ..•• Gxdl0 12.Rh9 ih7 (l2 .... CXc3?! 
J3.CxhIO is risky.) 13.Ne4!? Rc2+ 
14.Gd2 Ge9 IS.Bf4? (Carlo hod missed 
my reply. which pins his Knight to the 
e-file. Stronger is I5.Nf6+! gf7!? 
(or .... Kj8!?) and only then I6.Bf4. hitting 
both my Rook on c2 and Cannon on c6.) 
IS .... ef7! 16.Kfl Rxd 17.m2?! (And 
here 1 7.Nd6+! d7. and then 18.Nxj7!? or 
18.Bxc6!? is a better chance. Instead the 
game now begins to slip away from 
Carlo.) 17 .•.. Cc9 IS.Rxhl0 Rxhl0 
19.Cxhl0 Bi7 20.Cxbl0? (frying to 
reduce the material deficit. but allowing a 
mating attack.) 20 ...• Cb2+ 21.Gfe2 Rdl! 
(fhe Rook arrives inside the palace. and 
the 'special move' applies; 22 .... Rxe2 mate 
is threatened.) 22.Nd6+ KfS Green 
resigns (0-1) 

VARIANT CHESS 

(23.Bc2 Cxc2 only delays the mate. Had 
Carlo's Cannon not left h10 at move 20 
then 23.Ch2 would now defend. in the 
short term at least.) 

• 
GREEN: Moon 
RED: Kim 

Played 1988. (80th players are 7-<lan 
Korean masters. ) 

STARTING POSITION: 
Knights cl, gl, clO, hlO (mther unusual). 

I.Nd3 NgS 2.C(b3)e3 NdS 3.NfJ Cbe8 
4.e5 ih7 S.gh4 Ri6 6.Bf4 Rg6 7.Bd4 
Rg2+ S.Kel Cxe5 (Not check because a 
C can't leap anoth;r C. Green quickly 
regains the pawn by exposing an attack 
on Reds Cannon.) 9.Bxh7 Cee8 lo.Bf4 
Ne6 1l.Bi6 NgS 12.NxgS Rxg5 13.Gde2 
Bd7 14.ab4 erT IS.Kdl Kel0 16.Cel 
Gde9 (Both Kings are now quite well 
protected. The first game was very 
tactical; this one is quieter and more 
positional.) 17.Rgl C(hS)fS lS.g4 (If 
18.Rxg5? Bxg5 Greens Knight. and the 
Guard on e2, are both under fire. After 
the N moved Red would probably swap 
Bishop for Guard to weaken Greens 
defences.) IS .... RbS 19.1h4 Ri5 20.Bf4 
Bxf4 2l.gxf4 Cdl0 (The Cannons special 
diagonal move inside the palace.) 22.Cc3 
Be7 (Not bothering about the c-pawn.) 
23.Gd2 Ni7 24.Cxc7 Rbl0 (Giving up 
further material for the attack.) l5.Rxa7 
Bxc4! 26.bxc4 Rb3 27.Rg3 RibS 28.Ral 
RbS (probably intending ... .Rc8) 29.BxrT 
Ng6! (With the arrival of the Knight Reds 
attack proves too strong. Not 29 .... gx/7? 
30.Cxi7.) 30.Cxg7 Nxf4 31.Cd7 RSb7 
32.Re3 Rxd7 33.Rxe8 Cxd3+ 34.Gde2 
(34.Gxd3 allows mate.) 34 .••• CdlO+ 
3S.Gd2 Rxd2+! 36.Kxd2 Rd3 mate (0-1) 

• 
AVALANCHE CHESS 

By Paul Novak 

This was the best Avalanche game from 
the 1989 Bournemouth 'Deviant Weelt. 

RBrooks v. LRichardson 
1 hourgame. 
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l.e4/f6 e5/fJ 2.Bc41h6 fS/g3!! (Now if 
White wins Blacks Rook with Patrick 
Donovan's move 3.Bd5lb6 he replies 
Bc51h3 when 4.Bxa8lb5? Qh41g4+ 
5.Ke21a6 Qj2ld3 is mate; so 4. Qe2lb5, 
then either 4 .... c6/b3 saving the Rook. or 
Bd4lb3 winning White's Rook in return!) 
3.exfSlb6 Qh4/g4+ 4. Kfl/a6 aS/gS 
5.Qe2/c6 Bc5/f4! (Continuing in brilliant 
style - if 6.Qxe5+lg6 KJ8lb3 7.Qxc5lb5 
Qxf4+lb4 8. KeIlh5 Qe4+1h3 (Not 
bxc41a3 9.Qb6+Ic5!) 9.KdIla4 Qxc41a3 
10.Qb6+lc5 Ke8lf6 with both sides on the 
attack; or 6.fxe51h5 Ba6/b3 (fhreatening 
Bxc4lb4!) 7.Bxa6/b5 Nxa61c3 8.Nj3lg6 
Qh3 + followed by Qxf5 with chances for 
both sides.} 

6.d4/g6!! (fhis is amazing. because 
despite Blacks play I think this wins!) 
6 .••• Bxd41b3 7.f6/e4! (Now the defensive 
sac Nxf6la3 fails to 8.gxf6lg5! Kd81a4 
9.Be31h5! while 7 ... .BxaIlb4 8.j7+la4! 
(Not 8.Qxe4+lc5 Kd8lb5 9. Qxg6lh5 
Nxf6/f5! lO.gxf6/a4 Qxc4+1a3. unclear) 
8 .... Kf8lf5 (Or else Qxe4 wins) 9.fxg61h5 
Ne71a3 allows a brilliant finish -
IO.Nj3lb5!! exj3/h3 (10 .... Qh3+1c3 
l1.Qg2lh4 wins the Q) l1.Qxe7+lc5! 
Kxe71c3 12.j8(Q)+/j2 Rxj8Ig 7 
13.gif8(Q)+ld6 Kxf8Ig6 14.Bh6+ld5 
wins. Black tries for counterplay from the 
a6-j1 diagonal.} 7 •••• d5/a3 S.Bxd5/c5 
Ba6/b4 9.c41b5 bxc4/fS lo.Qxe4+/a4 
Qxe4/h3 1l.Bxe4/h5 c:J+1h4 12.Kg2Ic4 
c21b5 13.b6Ic3 gxf5Ig6 14.Khl/f4?? (By 
now both players were very short of time. 
14.Bxf5//wins.) 14 •••• Bxf6/g7? (Bc8+lg7 
wins.) 15.ghS(Q)lfJ? (Nj311 wins.) 
15 •••. Bxh8lb7? (j2/b7 wins.) 16.NxfJ/I? 
(Bxf311 wins; but now 16 .... Bxh711 should 
win.) 

Due to transcription errors 1 couldn't 
follow the rest of the game. but White won 
on move 18. 1~. 

o 
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PROGRESSIVE 
CHANCELLOR CHESS 
By Malcolm Home 

Chancellor Chess (see VCll) is very 
similar to orthodox chess. In the adapted 
modern version the board is widened to 
9x8 and each player additionally has a 
Chancellor (combined R+N) and a ninth 
pawn - the asymmetrical starting position 
is shown below. Kings castle on the c/g 
files, and of course a pawn may promote 
to a Chancellor if desired. 
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2 
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Last year, for the first time, some of us 
experimented with the progressive form of 
Chancellor Chess, and five players (UK 
unless stated) later took part in a small 
Variant Chess postal tournament 
1= lan Richardson, Peter Wood 718, 3. 
Toby Howes 318, 4.Paul Archer 218, 
S.Aldo Kustrin (Italy) 118. 

A sixth player dropped out after failing 
to complete his games on time. The basic 
Italian AISE rules for Progressive Chess 
were adopted. 

The first thing to note is that, whereas 
in ordinaIy 8x8 Progressive the squares 
Wfl are rather vulnerable in the early 
stages of the game and need defending, in 
Progressive Chancellor, by contrast, there 
are no such weak. squares near the Kings. 

Secondly, in basic Chancellor Chess the 
Chancellor is probably marginally inferior 
to the Queen (say eight points in 
comparison to nine?). But in the 
progressive version it's arguable that the 
Chancellor is actually the stronger piece. 
It can swing into action more rapidly, 
jumping over its own pawns. And when it 
gets near the opposing King it seems that 
it often controls an extra key square. It 
was interesting that promotion of a pawn 
to a Chancellor proved more popular in 
the tournament than promotion to a 
Queen, seven times to two. 

What is the best opening move for 
White? Well, e4 was by far the most 
popular (11 games out of 20), but 
d4,c4,g4,b3,h3 and Cf3 were also tried. 

VARIANT CHESS 

Certainly 1.e4 looks logical (it opens 
diagonals for both Queen and Bishop). It 
was also very successful, scoring 10111 for 
White, whereas the other moves managed 
only 3/9 between them. These statistics 
sound overwhelming, but jumping to 
conclusions from a small number of 
games played by inexperienced players 
might be a mistake. Many of the losses in 
the tournament were to rather simple 
mates, and in this report rve concentrated 
on those games with 'interesting' mates. 
No games were drawn incidentally. 

Peter Wood v lan Richardson 1-0 

The two co-winners produced the 
longest game of the tournament 

l.e4 
2.Ng6 c6 (No fewer than seven other pairs 
of moves were tried: e5/i5 (see next 
game), e5/f5, j5/g5, d5/dxe4 (allows 
3.Qg4 Qxc8 Qxb7 - possibly strong for 
White), Cb6/d5, a6/c6 and j5lBc4. The 
last three or four pairs look a bit 
questionable to me, and perhaps Ian's 
rather passive choice in this game is also 
somewhat dubious.) 
3.Ba6 BIb7 BIeS 
4.h6 Bi6 BIdl Qg8 (If Black's Bishop 
had tried to run away after taking on d 1, 
then White would easily mate the caged-in', 
black King - hence the Queen's side-step 
to give her companion some air. (Pushing 
the 'tI' or 'e' or 'f pawn might look a more 
straightforward alternative, but there's a 
simple mate every time. And moving the 
Bishop off d8 falls to the attractive 5.Cj3 
Cd Cxc6 Cxb8 Bxd7 mate.)) 
S.ChJ Cxh6 CIi8 Ni3 CxgS+ (Black is 
getting too far behind on material. White 
wisely played Ni3 here (Kxd1 succumbs to 
the quick march of the 'f pawn)). 
6.NfS Bi6 BxgS HaS Kd8 KIeS 
7.b4 bIaS e5 e6 ex.f7 fIg8(q a (White's 
big material plus virtually ensures the win 
- but again he had to be alerl. If Cxf8+ 
(instead ofj3) then Black's 'tI' pawn would 
promote to a Chancellor and give mate.) 
8.Kc7 Nh7 Na6 Rxg8 Rb8 Rxbl Rxal 
Rxd+ 

a bed e f 9 h 
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9.Kfl Rxd Rbl a4 f4 fS f6 fIe7 e8(C) 
mate. , 

The a4 move is only included to make 
up nine moves. This was !an's only loss in 
the tournament - the reverse game 
between Ian and Peter was rather 
disappointing, with Peter allowing a 
simple mate at move five. 

Aldo Kustrin v Peter Wood 0-1 

1.e4 
2.e5 is 
3. ca CIf7 CIfS+ (In the game 
Richardson v Kustrin, Ian went wrong 
with 3.Ba6 Bxb7 Bxc8. He was lucky that 
A/do didn't spot 4.i4 i3 ixh2 hxg1 (C) 
mate! Instead Aldo blundered in turn, and 
was mated simply next series.) 

However 3.b3 Ba3 Bxj8 seems playable, 
and more challenging tJum the text - in 
fact Toby Howes won two friendly games 
against Peter with this line. 

On general principles it makes sense to 
capture Q or C with a minor piece 
whenever possible, rather tJum with your 
own Q or C if it can then be instantly 
retaken. Let your opponent do some work 
before capturing your big pieces! Ian 
Richardson doesn't completely agree with 
me though: ' I don't think one can have a 
general rule. Treat each case on its 
merits .... several standard lines in 
ordinary Progressive involve QxQ. ') 
4.KIfS Bb3 Bxc2 BIdl 
S.Ba6 BIb7 BIeS KId 1 Ke2 (This 
allows quite an attractive mate, but it's 
difficult to see a good sequence for White 
here. Any substitute for Ke2 also allows 
mate, while leaving Black's Chancellor on 
the board, or the Bishop at d1, is hardly 
appealing.) 

abcdefghi 

6.85 a4 aJ axb2 RaJ bId(C) mate. 

Aldo Kustrin v lan Richardson 0-1 

l.d4 
lobS cS (The c5 move sets a trap, which 
Aldo falls into.) 
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J.dxc5 00 cxd7+ ? 

4.Nxd7 Cel Ba5 CdJ mate. 

Something very similar happened in a 
friendly game I played with Peter Wood. 
Like Ian I saw the double check 
possibility, played 2.c5 g5 and won after 
3.dxc5 Bd2 Ng3 4.Ba5 Cd6 Cxd2 CO 
mate. 

How can White improve? Against either 
2.b5 cS or 2.c5 g5 it's possible to play 
3.Ch3 Cxh7 Cxf&+ (or the same via 0 
and f7), but it's not too appealing - see 
general comments about this sort of 
capture in the notes to the previous game. 
Maybe 1.d4 isn't too great an idea in the 
first place? 

Aldo Kustrin v Toby Rowes 0-1 

1.Cf3 
21600 
J.CiJ Cn7 CU8 ? 

abcdefghl 

4.BaS Cd6 Cxlll CfJ mate. 

The same double-check theme! White 
can also by starting with l.Ch3 - this 
didn't feature in the tournament, but a 
friendly game Rkhardson v Wood went 
l.ChJ 2e6 Bf6 3.Cxh7 g4 Cxf8+ 4.KxfS 
Bh7 Bxc2 Bxdl 5.Kxdl Kc2 Bg2 Bxb7 
BxeS 6.Bg5 e5 e4 eJ exlll dxcl(q mate. 

Toby Rowes v laD RichardsoD 0-1 

l.bJ (playable, but rather slow I think. In 
ordinary chess (or ordinary Chancellor 
Chess) a flank opening, or something 
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quiet, is fine - but in Progressive it pays 
to get forward at the earliest opportunity -
preferably creating some space for one's 
King to move around in at the same time}. 
2h6Bb7 
3.eJ Bd3 Bxh7 
4.e6 d5 c5 Kd7 
S.BaJ Bxc5 BxfS f4 Kfl ? (foby can be 
excused for overlooking the very nice 
'Italian mate' that follows. Capturing on 
j8 via g7, instead of via c5. is probably 
safe, as Black's Chancellor can no longer 
reach e3 in two.) 

8 

7 

6 

6 

4 

3 
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abcdefgh 

6. Cel fieJ e5 Ng6 NiS Ng4 mate. 

Not really 'mate' but White can only 
relieve the check by Qxg4, thus checking 
Black prematurely - illegal under Italian 
rules. Under Scottish or NOST rules 
White would play 7.Qxg4+ and lose all 
further moves, then Black would mate 
easily next series. It usually comes to the 
same thing. 

Toby Rowes v Paul Archer 1-0 

l.hl?! (Actually this was a clerical eTTOr 
- g3 (opening a diagonal for the Bishop) 
was intended!) 
2.e5 d5 (paul himself tried I.h3 as White 
in a friendly game with Peter Wood. but 
lost after 2.e5 b5 3.b3 Ba3 Bxj8 4.Ni6 
Kxf8 f6 Ce7 5.a4 axb5 b6 bxc7 cxd8(C)+ 
6.Ce8 Ke7 Kxd8 Kc8 Cc7 Cxc2 (another 
attractive 'Italian mate?.) 
3.CfJ Cxt7 Cxf8+ 
4.Kxf8 Bil Bill BxU 
S.e4 exd5 d6 d7 dxeS(q+ ? 

8 

7 

6 

6 

4 

3 

2 

1 rgmlfHCllIJ 
abcdefgh 
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6.Kf7 NOO Rxc8 Rd8 Rxlll Rxdl+ ? 
(Missing 6.Kp Kg6 Bc4 Nc6 Nb4 NxcJ., 
'Italian mate' again. Instead Paul gets 
Italian-mated himself. ... ) 
7.Kxdl Kill KdJ Kc4 NgJ Ne4 Ng5 
mate. 

o Ian Richardson and Peter Wood also 
experimented with several games of 
Progressive Co-CbaDcellor Cbess, lan 
winning the series 5-1. In the starting 
position players have a second Chancellor 
in place of the Queen (meaning that the 
squares c21g7 are now vulnerable). 

The best game (peter white) went: 
I.CfJ 2d5 NOO J.NaJ Cxt7 CxfS+ 
4.Kxf8 e6 Bg5 Ke7 S.dJ e4 Bf4 Kill 
Bxg5+ 6.Ke8 Nd4 CM Ca4 CxaJ Cxc2# 
A rather short game (Ian white) went 
l.CbJ 2d5 e5 J.Cf4 Cxt7 Cxg7# 
(emphasising the weakness of g7!) 

• 
FILE LETrERS 

Pbilip CobeD in his interesting 'Olla 
Podridd column inNOSTmagazine, gives 
details of some correspondence, mainly 
between himself and Gianluca Veccbi of 
Carpi, Italy, on the subject of file 
lettering. Here are some short extracts. 
GiaDluca writes, ' ...... we think that the 'i', 
'1' and '0' should be dropped as file letters 
because of evident problems of ambiguity 
with the numbers one and zero. I strongly 
think that we need a standardisation of the 
file-letter list, to avoid discussion about 
the notation and endless argument before 
starting to play (or while playing). I would 
like to know what the majority think ...... In 
every codified language, the most 
important (things) are linearity, simplicity 
and unambiguity: it's so in music, Morse 
alphabet, chemistry etc.' 

Philip CoheD says, ' ... .It's been my 
practice for decades to omit the 'i' file, but 
not the '1' or '0' files .... What we gain in 
unambiguity we lose in clarity, as the 
letter sequence gets to be a bit arbitrary if 
we start dropping pieces of alphabet.' 

Wayne Scbmittberger writes, ' ..... .I do 
not favour dropping any letters in 
algebraic notation for any game, and I feel 
strongly that to do so causes more 
confusion than it cures ...... as for 'X it's not 
even used in standard algebraic notation 
(captures are not distinguished from other 
moves), and in games where it's used, 
context will... ... make the meaning clear.' 
(philip Cohen has said that he would 
prefer to make ':' for captures standard -
as in Gennan notation.) 
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DARKNESS CHESS 
By Jens Nielsen 

Torben Osted and I have played a postal 
game of chess with changed rules. 

It is inspired by Kriegspiel, and like that 
game the goal is to come as close as 
possible to a real war. To do this, it is 
most important that you do not exactly 
know where the opponent's pieces are! 

We have called this variant 'Darkness 
chess', as you feel as you are moving in 
the dark: when you play the game. 

The start-position is as usual. The rules 
are easy if you imagine that a piece is able 
to 'see' the squares it attacks or can go to 
(Torben invented this essential rule for 
the variant). If you open e2-e4 you are told 
what the pawn can see on d5,e5,fS, and 
what the Bishop and Queen can see on 
their opened diagonals. For each single 
move both Black and White are told what 
they can see. 

We have discarded the en passant move, 
as it is difficult to handle and does not 
influence the game anyhow. If an 
Wlprotected piece of yours is captured, 
you are only told that it has disappeared. 

The goal is not to mate the opponent's 
King, but is to capture him! This means 
you are not told if your King is in check, 
or if you have put him into check yourself. 
During castling the King is allowed to 
jump over an attacked square. 

The game is not so serious as normal 
chess, but quite amusing and exciting! 

To run the game we used a third party. 
It was my wife who acted as games 
supervisor (the task could perhaps be 
done by a computer program with 
passwords for Black and White. But who 
will make it?). 

Now to the game which was played 
from 7th Nov. 1989 to 30th May 1992. 
First an explanation of how the 
information given from the games 
supervisor is notated here: 
1. The empty squares a moved piece can 
see are not notated (Black's first 2 moves). 
2. A '-' denotes that no information was 
given to Black about the opponent's move 
(White's first 6 moves). 
3. Any information given is shown in 
brackets ( ). 
4. If an opponent's piece moves to an 
attacked square or captures there, that 
piece is shown in brackets (White's 7th. 
and 9th. moves). Similar notation is used 
for which opponent's pieces a moved piece 
of yours can see (Blacks 3rd move). If 
more than one piece, they are separated by 
commas (Black's 14th. move). 
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5. If a move by either player opens a 
ranklfile/diagonal of a piece, the 
information is given after a "/" as shown 
in White's 22nd. move where he played 
Ne2-c3. This move opens the view of 
Blacks Ba6, which can see an empty 
square at fl (empty squares are notated in 
this instance). 
6. If an unprotected piece is captured it 
looks as White's 15th. move. 

To give the right feeling of the game, it is 
only reported from Black's point of view. 
(The whole game is given afterwards.) 

White: Torben Osted 
Black: .Jens Baek Nielsen 
1.-, Nf6 
2-, b5 
Hoping that White has not played g3 and 
Bg2 .... 
3.-, Bb7(pgl) 
.... 1 still hoped the same! But with this 
look at g2 1 would now welcome the pawn 
to move. 
4.-, as 
5.-, Ra6 
6.-, Re6(pe3) 
7. (BO), Qc8 
8.-, Rd6(Pd4) 
9.(Bd6), cxd6(/Qc8-Pc3) 
I have made Imusual moves to make it"· 
harder for my opponent to guess my 
moves. 1 tried to use the Rook as a spy 
and have now lost the exchange. The loss 
of material is probably not so important 
in this variant of chess, where information 
is important. But following 9 .... cxd6 1 
have got a cramped position, requiring 
many moves to develop. 
10.(pa4), b4(Pc3) 
11.-, Ba6(Ne2) 
12.-, d5(pd4) 
13.(pe4), dxe4(BO) 
14. (Ne4), Nxe4(Pf2,Pc3) 
15.(Ne4 captured), d5(pd4,Be4) 
The pawn is not protected, but White did 
not know! 
16.-, e6 
17.-, Qd8 
18.-, Bd6(ph2) 
19.-, g5 
Something has to happen ... 
20.-, h5 
21.(pb4), Bxb4(Rel) 
22. (Nc3lBa6-fl), Kd7 
I feared a capture at d5, as White 
probably had a Rook on the e-file. The 
move also cleared the Bth. rank, and gave 
an unusual placement for my King which 
might be hardfor White to guess at. 
23.(Be2), g4 
24. (Ba6), Nxa6 
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25.-, Qb8(ph2) 
1 had to see if the White Queen wouJd 
come to b5 giving check. I did not bother 
to defend Na6. 
26.-, Bd6(ph2IQb8-Pb2) 
27.(Qb5) 
The white Queen actually came to b5! 1 
had not expected this following White's 
safe play so far and realised I could have 
won with the trap 25 .... QaB and 26 .... RbB. 
At this point I felt 1 had a reasonable 
position with the plan h4 and g3 (hoping 
White had castled kingside), but White has 
now forced the exchange of Queens and 
knows where my King and Knight are 
positioned. 
27 .... , Qxb5(pa4,Pb2) 
28. (QbS captured! 

Pa5-a4), Nb4 
29.-, Rg8 
30.-, h4 
31.-, g3(Pf2,Pg2,Ph2) 
32. (pg3), hIg3(pg2,Ph2) 
33.(Ng3), Rb8(pbS) 
34.-, RIbS 
35. (lBd6-Ph2), e5(d4) 
36.(pe51Pd5-d4), Bxe5(Ph2,Rc3) 
37.(IBd6-Pb2), d4 
38.-, d3(Ne2JBe5..Pb2) 
39.(Nc3IPd3~2), Rc5(Nc3) 
40.-, Bg7 
1 would lose if White played Rxj'7+. 1 had 
let my King stay at d7, as White probably 
had assumed 1 had replaced it after 
27.Qb5+. He doubtless thought the King 
covered fl. My plan was now to play the 
Bishop to h6 to support the pawn to d2. 
41. (IBg7-Pb2), Rc2(pbl,Ph2) 
1 assumed White had played the Knight to 
dl and dropped the plan to promote the 
d-pawn; but moved the Rook in case 
White had played 41.Ne4. 
42.(1Rc2-h2), Bd4 
White moved his h-pawn (and has earlier 
moved the g-pawn), and I cannot stop 
them. With this move I took a risky look at 
gl. (White could have a Rook at f4 or 
more likely e4.) But of course White's 
King was not on a black square. 
43.-, Rh2+(Khl,Ph5) 

(B1ack's perspective) 
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I had a strong feeling that Whites King 
was at hI. If this chance were to succeed. 
it required that: 
I} h2 was only covered by the White King 
2} White did not know whether my Bishop 
covered gI-a7 or h2-b8. which meant .... 
3) the white g-pawn was not at g3 or 
(unlikely) a white Rook was not atf4. 
44.(Rh2 captured) 
White captured the Rook and said he 
would play his King to hI next move. so I 
resigned. He thought it most probable 
that I would like him to play 44.KgI and 
have had the pleasure of playing 
44 .... Bxgl. winning the game andfooling 
him. He was right! But it was still a 
fifty-fifty chance. as I could have 
calculated that he would think so. and so 
have played my Bishop to e5 etc. 
42 .... Be5 would have won the game. 

Here is the complete game. 
l.d4 Nf6 2.Bf4 bS 3.c3 Bb7 4.Qc2 as 
S.e3 Ra6 6.Be2 Re6 7.BO Qc8 S.Ndl 
Rd6 9.Bxd6 cxd6 10.a4 b4 1l.Ne2 Ba6 
12.Rcl dS 13.e4 dxe4 14.Nxe4 Nxe4 
lS.Bxe4 d5 16.BO e6 17.0-0 QdS 
IS.Khl Bd6 19.Rfel g5 20.Qbl hS 
21.cxM BxM 22.Nc3 Kd7 23.Be2 g4 
24.B186 Nxa6 2S.Re3 QbS 26.Qd3 Bd6 
27.Qb5+ 

QxbS 28.axbS Nb4 29.Ne2 Rg8 3O.RaJ 
h4 31.Rlc3 g3 32.fxg3 hxg3 33.Nxgl 
RbS 34.Ral RxbS 3S.Ne2 e5 36.dxe5 
BIeS 37.Rfl d4 38.Rafl d3 39.Nc3 ReS 
4o.g4 Bg7 41.Ndl Rc2 42.h4 Bd443.hS 
Rh2+ 44.Kxh2 Black resigns. 

• 
KRIEGSPIEL - A FEW NOTES 

By David Pritchard 

At the FebruaIy, 1%2, meeting of the 
Twin Cities Branch of the 
grandiloquently-named World Kriegspiel 
Federation, Fred Galvin (who invented 
Refusal Chess, inter alia. a variant 
wrongly attributed by Dickins to 
C.H.O'D.Alexander), together with Don 
NetT and Jim Seifert, presented one of 
those ideas which is so obvious that 
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someone must have thought of it before 
though I have no record of anyone doing 
so. Galvin calls it Scotch Kriegspiel but is 
quite happy to change the name (at my 
suggestion) to: 

PROGRESSIVE KRIEGSPIEL 
We know that most variants are 

amenable to being played as progressive 
games, so why didn't anyone think of PK 
before? 

The reason I ask is because it seems to 
me that combining the two games makes 
kriegspiel, a variant that has been around 
close on a century, a lot more interesting. 
Kriegspie1 has two drawbacks which have 
long been apparent to serious players. In 
the ftrst place, it is common for 20 or even 
30 moves to be played before the two 
sides come into contact This preparatory 
phase, in which conflict is avoided whilst 
each side builds an attacking formation 
whilst providing shelter for the king, can 
vary from the tedious to the downright 
boring. The other weakness of the game is 
that the players have very little idea of the 
opponent's deployment This ignorance of 
what the opponent is up to usually extends 
right through to tlle endgame, a stage at 
which strong players begin to get a hold 
on the position. PK would seem to 
overcome both objections at a stroke. 

One or two rules need to be agreed. 
What happens if a player checks before 
the end of a move sequence? One 
possibility would be to terminate the 
players turn at that point, as in the game 
given below. Another idea, and probably a 
better one - Galvin's suggestion - would be 
to make the move illegal which would 
give useful information to the attacker and 
would therefore add interest to the game. 
Another rule to be resolved would be that 
governing possible pawn captures. For 
example, a player who asked 'Any (pawn 
captures)?' at the start of a turn and given 
the reply 'No', should not be permitted to 
ask the question again during that turn 
unless he moved a pawn (which 
incidentally would then give useful 
information to the defender). Here is a 
game between two of the inventors, 
played on the day of that auspicious 
meeting (illegal attempts in brackets): 

White Fred Galvin Black Don Neff 
I. e4 2. d6,Kd7 3. Nh3,c3,Qb3 4.eS,Kc7, 
bS,Kb6 S. (Qb7,Qb6) Qxb5+ 6.Kc7,a6, 
axbS,Rxa2,Rxal,Rxbl (White is now able 
to construct Black's position perfectly. If 
Black's d-pawn had been at d5 for 
example. White would have had a positive 
response to ~?' at the starl of his turn.) 
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7.BxbS,b4,Bc6,bS,Nf4,0-0,NdS mate. A 
splendid example of the game's potential. 

Which prompts me to an article drawn 
to my attention by Galvin. Thomas S. 
Ferguson published a piece on mate with 
B+N in kriegspiel (Theoretical Computer 
Science #96 [1992] pp. 389-403). In it, 
Ferguson wrote: 'It has long been an 
unsolved problem whether the king. 
bishop and knight can win against the 
king alone in the game of kriegspiel. In 
this paper it is shown that in general (say. 
with the king initially guarding both 
bishop and knight). the player with bishop 
and knight can win with probability one 
... whether or not there exists a strategy 
that guarantees mate within a fIXed 
number of moves is still unknown. ' 

Back in 1924, four members of the Los 
Angeles Chess Club researched this same 
problem and, without the beneftt of 
modern (or any!) computer technology, 
came up with some ftrm conclusions. 
These gentlemen, Messrs Hubbard, 
Isham, Knox, and Pray, claimed that the 
ending was always a win for the first 
player with the longest variation running 
to 96 moves 'with a chance that we may 
ftnd some variation that will reduce or 
lengthen it by a few moves.' The complete 
analysis was apparently written up by Mr 
Pray. I am still trying to get hold of a 
copy. (It is not in the White collection.) 

And a last word. The origins of 
kriegspiel have been well documented. 
The game was invented at the time of the 
Boer War (&1: In ECV the date is thus given as 
1899; wheroos Companion to Chess. 
WhyldlHooper. and Li give 1898.) by Henry 
Michael (or Michael Henry, depending on 
which book you read) Temple, right? 
Make way now for R.C.Griffith (one-time 
British chess champion and co-author of 
that long-standing bible Modem Chess 
Openings) who once occupied the flat next 
to that of my parents. He insisted that he 
had played the game in 1890. He was a 
very responsible gentleman. Indeed the 
early history of chess variants sits on 
shaky ground. 

• 



page 144 

KRIEGSPIEL MADRASI 
by John Beaslcy 

The French chess problem enthusiasts 
have an annual meeting at Whitsun 
(usually at a holiday centre near Dijon 
where the food is excellent) and one 
afternoon nonnally features an all-play-all 
townament at some form of variant chess 
under five-minute rules. Last year 
somebody forgot to bring the clocks, so 
the nonnal tournament could not take 
place, but as a substitute I was invited to 
try my hand at Kriegspiel Madrasi. 

This is an hilarious game. The Madrasi 
rule is that like-moving men (excluding 
Kings) paralyse each other, and lose all 
powers other than that of paralysing 
further men (see David Pritchard's 
Encyclopedia, page 182). From the game 
array, play I d4 e5; these pawns are now 
paralysed, and will remain paralysed until 
one of them is captured. Play 2 Qd2 085 
and the Queens are paralysed as well; but 
3 f4 will release them, at the cost of 
leaving the f-pawn paralysed .... 

The Madrasi rule is normally seen only 
in problems, where I like it not; it tends to 
generate problems which are clever rather 
than entertaining. It shows to better 
advantage in normal play, and to better 
advantage still in Kriegspiel. It can be a 
fascinating exercise to work out just how 
a particular man is paralysed and how to 
release it to advantage. Umpiring is not 
easy, and games between beginners have a 
tendency to gravitate towards double 
stalemate by complete paralysis (much to 
the delight of the onlookers). I have no 
idea how the game would work in serious 
competition, but as a light-hearted 
relaxation it is very entertaining indeed. 
Readers who find themselves in 
threesomes are strongly recommended to 
try it. 

• 
CHESS DETECTIVE.: KRIEGSPIEL, 

STRATEGIES, ENDGAMES, AND 
PROBLEMS 
by David H.Li. 

This is a follow-up to the author's 
Kriegspiel - Chess Under Uncertainty, 
which was reviewed in VCI5. It consists 
of 24 Kriegspiel positions where 
questions are put to the readers, who are 
encouraged to use deductive reasoning 
and be 'chess detectives'. The book is very 
well printed and includes many diagrams. 
A full review will appear in VC18. The 
book costs £12 (airpost paid). (191 pp.). 

Write to: David RIi, PO Box 341267, 
Bethesda, Maryland 20827, USA. 
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ITALIAN PROGRESSIVE 
CHESS 

The result of the Variant Chess postal 
tournament started at the beginning of this 
year is as follows: 
1. Toby Howes, Peter Wood 4pts; 
GeOl'ge .Jelliss 3pts; Allan Brown Ipt 

Competitors played two games against 
each opponent. Toby Howes won both of 
his games against Peter Wood, but 
dropped points against the 3rd. and 4th. 
place players. Here are three games from 
the event. 

T.Howes - P.Wood 1-0 

1.e4 
2.Nf6 g6 (PR Base version 3 gives only 
one game in this variation - G. C. 
Buccoliero v. Sorazo. 1983 which went 
3.Qh5 Qxh7 Qxh8, 4.Ng8 Bg7 Bxh8 b6 
5.h4 h5 hxg6 Rxh8 Rxg8 #. It is not hard 
to improve on Black's play. A game 
RCassano v. P.Wood (BCCA v. Italy 
match) went: l.e4 2.Nf6 g6 3.Qj3 Qxf6 
Qxh8 4.f5 Kf1 Bg7 Bxh8. 5.d5 exf5 f6 fxe7 
exd8(N)+, 6.Kj8 c5 c4 c3 cxb2 bxel{Q}+ 
(maybe Black can improve on this 
sequence, but at the time he thought he 
lmS winning!) 7.Ke2 Na3 Rxel Kd2 c4. 
Nfl Nxh8 (a very fine riposte). Black 
resigns. (There is no way Black can avoid 
mate, or lose most of his pieces.) 

The PR Base version 3.1 update gives 7 
more games in the 2.Nf6 g6 variation, all 
played in a 1992 German tournament. The 
total score of the variation up till and 
including PR Base 3.1 is White 6 Black 2. 

Quieter lines (such as the one Toby 
Howes played in the present game) make 
it hard for Black to achieve 1IIflch. A 
clever trap is: 3.e5 exf6 Qe2, and if: 
4.d5 Bg4 Bxe2 exf6? 

5.Nf3 Bxe2 Kdl ReI Bb5 #) 
3.e5 exf6 fJ 
4.e5 Qxf6 QxfJ Qxdl+ 
5.Kxdl Nc3 Ne4 Ne2 Nf6+ 
6.Ke7 Kxf6 e4 e3 extll dxel(Q)+ 
7.Rxel Nd4 Bc4 ReI Re7 NfJ Rxf7 # 
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ABrown - T.Howes 1-0 

1.e4 
2.e5 f6 rrH: Probably too passive) 
3.b3fJNc3 
4.aS g5 Bc5 Kf7 rrH: Yuk!) 
5.Na4 Nxc5 Ne6 d3 Nxd8+ 
6.Kg6 a4 axb3 b2 bxcl(Q) Qxdl+ 
7.Kxdl h4 hxg5 Rxh7 Nh3 Ne6 NfS # 
TH: 'Hoist by his own petard' is the 
phrase I think. 

G . .Jelliss - T.Howes 0-1 
Notes by George Jelliss. 

1.e3 
2.d5 e5 (After studying back issues of VC) 
3.Qf3 Qxd5 Qxd8+ 
4.Kxd8 h5 as e4! 
5.a4 d4 f4 h3 Ke2 (Here the Pe4 has 
apparently the choice of two en passant 
captures. However under the rules these 
can only be made on the first move of a 
series. Here it would mean that the WK 
would be checked prematurely, so 
therefore they cannot be played.) 
6.Ra6 Rf6 Rxf4 RIft RId RIc2+ 
7.Ndl Rd RId RIc7 Nxe4 Nd6 RIc8+ 
(There are mates in eight moves, but not 
in seven.) 
8.Kd7 Bxd6 Nh6 Rxc8 Rd RIgl Rxhl 
Bg3 (The Bishop could also have gone to 
b4, and another try for Black is 8.Kd7 
Bxd6 Kxc8 .... RxhI) 
9.b4 bxaS .6 .7 axb8(Q) (The best way 
to promote a pawn.) Qxg3 Qel Qxhl 
Qgl (The Rhl has to be taken otherwise a 
P promotes and mates. Qgl prevents both 
WPs g2,h3 being taken with promotion) 
lO.g5 g4 gxh3 hl bxgl(Q) Ng4 b5 bxa4 
Ke6 Qxe3+ (Very little left) 
White resigns. 

The final position is remarkable in that 
White has a mating sequence of 17 moves 
that is uniquely almost determined like a 
problem position: Kfl g3 Kg2 Kh3 Kh4 
Kxh5 Kxg4 Kh5 g4 g5 (or g5 Kh6 Kg7 
etc.) g6 gxj7 Kg6 Kg7 Kj8 Ke8j8(N) # 

Unfortunately White only has 11 moves 
available, and Black can mate in the 12 
moves left to him. 
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VARIANT STUDIES 
By Paul Byway 

Editor: This is a new regular feature that 
I hope readers will enjoy. Fairy problems 
have been around for many years now. 
This column is a pioneer effort to extend 
the boundaries of the Endgame Study. 

I was with the editor at a Xiang Qi 
tournament not too long ago, when he 
invited me to contribute a regular column 
to Variant Chess - so here we are! The 
subject will be the endgame in playable 
variants and readers' contributions will be 
most welcome. An obvious candidate for 
inclusion would be Vinciperdi, for we 
have seen some fine examples in previous 
issues. I would expect progressive chess 
to give rise to interesting end-plays too, 
but don't recall seeing many examples -
perhaps a knowledgeable reader could 
conftrm that the problemist's 'series mover' 
is exactly the same thing. 

At present I'm trying to learn all I can of 
the ending in Xiang Qi, so that's where 
this colwnn starts. H.T.Lau's book 
Chinese Chess gives a single example of 
C+P vs. B with the comment 'One Bishop 
can always force a draw against one 
Cannon and one Pawn!' This appears to be 
rather less than comprehensive: in fact a 
counter-example was given in VCI5 and 
elaborated in VC16. After looking at the 
position more deeply I came up with the 8 
following general rule:- 7 

Red wins when the Black King is 6 
stalemated on his third rank by a Red 
pawn at the centre of the palace _ no 6 

matter where the Cannon and Bishop are. 4 
The reason for this is that the Bishop 3 

must return to the third rank every other 2 

move, and his own King acts as a screen 1 
for the Cannon. It seems then that when 
he is checked the black King must retreat 
in order to survive. There are other red 
wins in addition to this: here is one:-

1. Paul Byway Xianggi 
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Another pretty fmish by Cannon and 
Pawn is the following, adapted from a 
problem in C.K.Lai's Checkmate in Two. 
Red to play and mate in three. 

Curiously, despite the title, many of the 
problems in this book end in stalemate. 

2. Paul Byway Xil!nra.i 
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We end with an example of my other 
major interest, Modern Comier Chess. 
This study is a version of one I composed 
some time ago. In this setting there is a 
small improvement in one line of play. 
Materially White is up against it unless he 
can find an immediate tactical solution. 

3. Paul Byway (Note: the Fers on d3 
moves one square diagonally.) MCC 

abcdefghijk 

Solutions to all studies on page 153. 

Address: 188 Lampits. Hoddesdon, 
Hem ENll SDU. 

• 
SOLUTIONS TO PROBLEMS IN 
VCl6 
Janus Cbess (p.12S) 
White mates in 3 by: l.Rxh8+ Kxh8 2.Qj8+ 
Nxj83.Jj6# 
If 1. ... Kj7 2.JiS+ NxiS 3.RlQj8 # 

Xiang Qi (p.136) 
Red wins by: l.CeO Kf8 2.e9 eS 3.CxeS Ke8 
4.19 Kf8 S.g9 Ke8 6.Ch5 Kf8 7.ChO Ke8 
8.CID Kf8 9.CeO Ke8 10.19 Kf8 11.e9. 
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XIANGQI 
BLINDFOLD PLAY 

By David Woo (reproduced with 
permission from Xiang Qi Review.) 

Chinese Chess history was made on 
February the 2nd, 1994 when 
Grandmaster LID DaHua broke his own 
record on the number of boards that he 
played blindfold simultaneously. LID 
successfully took on 18 boards in Wuhan, 
scoring 10 wins and 7 draws after five 
gruelling hours in front of a thousand plus 
spectators. 

Most games were hard fought and some 
of these players were playing at the level 
of, or even better than, some 
representatives constituting the national 
teams from Asian regions. It was the 
opposition's strength that made this a 
remarkable feat. 

Those familiar with Western Chess 
would quickly point out the world record 
for blindfold chess is over 52 boards, so in 
comparison this Xiangqi world record is 
quite a bit paler. But in our opinion, this 
contrast is like between apples and 
oranges and the records between the two 
games should be examined with caution. 
There are a number of reasons the records 
for Chinese Chess would seem low when 
compared to those set in Western Chess 
by Alekhine, Koltanowski, Najdorf and 
Flesch: 
a) The Chinese Chess board is much 
bigger. Theoretically, you have more 
points (our calculation shows 400fc, plus) 
to memorise or visualise. 
b) The games are different, e.g., the 
presence of 'pure' defensive pieces in 
Xiangqi, and the absence of the Queen, 
etc. 
c) Probably the utmost factor - the level of 
competition might be quite disparate. It's 
doubtful if the participants of those 
record-setting occasions in Western Chess 
were of near expert strength. 

• 
WESTERNISED PIECES AT WORLD 

CUP 
Editor: I understand that solid pieces, not discs., 

are to be used at the Wodd Cup in Singapore in 
September. National Federations have been given 
the new pieces so that the players can become 
familiar with them. I bave seen the pieces and the 
Cannons in particular are very good. However the 
Chariot (Rook) is rather unattractive, and the 
King is rather too like the Mandarins (Guards). 

The UK players 1 spoke to were rather 
unimpressed by them. It will be interesting to see 
what the reaction of the <ltinese and other teams 
from the far east is going to be. 

However pklyer:r brought up on normal chess 
will find Xiangqi much easier to pkly. 
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I try to give full explanations of 
the fairy stipulations and pieces used 
in these pages with the hope of 
encouraging players to give problems 
a try. I hope I am not merely wasting 
space; after all variant players should 
know that competition without 
creativity is not much fun ... 

Along with a number of regular 
contributors, some newcomers provide 
us with good summer fare: Zvonimir 
Hemitz, Albert Grigoryan, Gilnter 
GlaB, and the late A. Simonet. Don't 
miss an additional problem by Ronald 
Turnbull in Mark Ridley's article, first 
in a series presenting some of the 
more oddly behaved members of the 
Royal family. 

95. Zvonimir HERNITZ 

Selfmate in 2; Maximummer. 

96. Eugene A. DUGAS 

Helpstalemate in 2 Y2 
(b) wK-+b5, (c) wK-+h6, (d) wP-+c7, 

(e) wP-+g6. 

We start with the usual 'near
orthodox' selections. In a Maximum
mer Black has to play the longest 
move amongst all legal alternatives. 
(Distances are calculated between the 
centres of the squares.) Gene shows 
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some interesting play with the lightest 
force possible. White plays first in 
96, and both sides cooperate to 
stalemate Black. Gene includes a sixth 
part: (t) bK -+g4. 

The first of our two series-movers 
is another elegant miniature by George 
Sphicas. White plays 13 consecutive 
moves forcing Black to mate with his 
next move. while in 98 Black plays 
the series, allowing White to stalemate 
him in one move. 

97. George P. SPHICAS 

Series selfmate in 13. 

98. Albert A. GRIGORY AN 

Series helpstalemate in 17. 

In Madrasi a unit observed by a 
piece of the same type is paralysed and 
loses all its powers (moving, giving 
check, etc.) except that of paralysing. 
For example, in 99 after c3 the b41c3 
pawns would be paralysed. There is 
some set play changed by the key. 

In 100 Black retracts four moves 
in a row, reaching a position with a 
helpstalemate in one move (of forward 
play). In Ciree, also used in 103. 
captured units are reborn on their game 
array squares, if vacant. The colour or 
file of the capture square determines 
the specific square. Question to solvers 
regarding 100: does the nature of the 
black pieces matter (other than that the 
wK must be in check)? Does this 
detract from the task shown? 
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99. Alexander MOCHALKIN 

Mate in 2 (Set); Madrasi. 

100. Peter WONG 

Retract 4 black series moves for 
helpstalemate in 1; Circe. 

Mirror Ciree (or Circe Mal6fique). 
used in 101, is a Circe variant: 
captured units are reborn as if they 
were of the opposite colour. If the wR 
and B were captured on their present 
squares they would be reborn on as and 
cS respectively. 

101. Erich BARTEL 

Mirror Circe; (a) Helpstalemate in 2, 
(b) Series helpstalemate in 3 
Two solutions in each part. 

Our selection concludes with five 
problems using fairy pieces. Recall 
that pawns can promote to any fairy 
units present in the diagram. First a 
pair using an old friend. the Grasshop
per. It moves on Queen lines by 

\ 
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hopping over the first man it meets 
(the hurdle) to the next square beyond. 
When fairy pieces are captured in a 
Circe problem, they are reborn on the 
promotion square of the file they are 
captured on (8th rank for White, etc.). 

102. Andre SIMONET t 

Helpmate in 3; 
(b) +bGc2, (c) wPg5-+-b5. 

103. Gilnter GLASS 

Helpmate in 4; Circe. 

104. Paul RAICAN 

Help-doublestalemate in 2; Duplex. 
Royal Moose. 

How appropriate to see the Moose 
make an appearance in 104, as it was 
introduced in the first issue of 
Chessics, VC's forefather, some 19 
years ago. It can be best described as a 
refracting hopper: it moves like a 
Grasshopper, but its line of motion 
bends over the hurdle by 45· in either 
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direction. Thus Mb5 can move to f4 or 
f6 using Me5 as a hurdle. The entire 
herd in 104 is royal, so no Moose 
should move to a square controlled by 
the other side. The aim is to stalemate 
both sides simultaneously, with either 
Black or White moving first. 

105. Erich BARTEL 

Series mate in 7; Four solutions, 
Camel b6, Zebra c7, Kangaroo a6. 

106. Nikolay V ASYUCHKO 

Series helpmate in 23; Kangaroo g7. 

The family of leapers is one of the 
most popular in fairy chess. An (m,n) 
leaper moves m squares vertically and 
n horizontally (or vice versa) in any 
direction [thus a knight is a (2,1) 
leaper]. The Camel and Zebra are the 
(3,1) and (3,2) leapers respectively. 
The Nightrider (on e4 of 105) makes 
any number of knight leaps in the 
same direction. 

The Kangaroo, present in both 
105 and 106, is also similar to the 
Grasshopper, but leaps over two units 
landing to the next square beyond. 
(The two hurdles may have vacant 
squares between them.) If in 106 the 
wB stood on g4, the KAg7 could hop 
to g3. White plays the series in 105, 
delivering mate with his final move. 

Finally, turn to Mark Ridley's 
article on pp. 148-9, and solve Ronald 
Turnbull's original 107. •••••••••••••••••••• 
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Note to Composers: Here is 
an update regarding the delayed 1989- , 
90 award. I talked to the original 
judge, Denis Blondel, and we decided 
that because of the many demands on 
his time (he is editing the 1986-88 
FIDE Album) it would be best for a 
new judge to be appointed. Yves 
Cheylan has kindly agreed to replace 
Denis, and I hope the award will be 
forthcoming without much further 
delay. I am sure that Denis would like 
to apologize to all participating 
composers! 

Corrections: 36 by Aubrey W. 
Ingleton; add white Nightriderhopper 
on h6. 65 by George P. Sphicas; 
move bK from el to cl, add bPg3. 
Both solutions remain unchanged. 

83 Otto Kerekes. 
1.0-0 2.Rf5 3.Kxh7 4.Kg6 5.Kxg5 
6.Kf4 7.Kf3 O-<ht: 
"Unusually difficult Sh:;t:; I kept trying 
to mate with bK on g or h file." (M. 
Ridley) "'Tasty' indeed: 0-0 at both 
ends." (I. Richardson) ''Castling versus 
castling; always nice" (E. Bartel), but 
"not enough paprika" (A. Ettinger). 

84 Alexander Chistyakov. 
I.Ke8 Rh5 2.Qa7+ hRc5 3.Sf7 Bh5 
4.Qe7+ Re5 5.Sd7 Rc8:;t: 
Double pin-model mate; not so easy 
either. "Pinned white Queen and 
Knight A good painted picture." (BB) 

85 Ulf Hammarstrom. 
1.Kh5 g4+ 2.Kh6 g5+ 3.Kh7 g6+ 
4.Kh8 g7+ 5.Kh7 g8=Q+ 6.Kh6 
Qf8+ 7.Kh5 g4+ 8.Kg5 Qc5+ 9.Kh6 
g5+ 1O.Kh7 g6+ Il.Kh8 Qf8:;t: 
Long switchback (g5-h8-g5 and back 
to h8 again) by the bK to shepherd the 
wPs. Three-man asymmetric. "A very 
nice Wenigsteiner" (AB) "Not easy to 
do in 11." (IR) 

86 Branko Koludrovic. 
l.e8=B 2.Bxf7 3.Bg8 ... 5.f8=Q 
6.Qb4 ... 10.c8=R I1.Rxc3 12.Rg3 
... 16.cxd7 17.d8=S 18.Se6 19.5g5 
20.Qf4+ Rxf4:;t: 
A. Ingleton asks whether this would 
be sound as a Ss:;t:21 without the bPd7. 
'Nice AUW!" (AB) 

87 Zolotarev & Plaksin. 
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Yes, it is possible for Sh3 to have 
made a single move from g 1. 
Retract: 1.- Qg3xSg2+ 2.Selle3-g2 
Bg2-hl + 3.S--elle3 fSxQe4 4.QaS! 
b7-e4 g6xBfS S.QbS-aSIb7 h7xBg6 
6.b7-bS=Q a7-a6 7.a6xRb7 and then 
the position can be unlocked: the fS!g6 
Bishops unpromote on cS to become 
the b & c wPs (uncapturing b4xRcS). 
The bRs can return to aSIhS, and we 
can uncapture c7xBd6. The wS uncap
tured on g2 unpromotes on dS, allow
ing the uncapture d7xSe6. Finally the 
SE knot is untied by Ke6-f6 O8S-g4+. 
The judge may wish to compare this 
with Plaksin & Zolotarev, n° 1935, 
Phenix xii/1994. 

88 Michel Olausson. 
(a) I.b6 Bh3 2.gxh3 (BcS) Bg4 3.b7 
RaS 4.bS=S Ral:;t 
(b) l.Kgl Bh3 2.gxh3 (BcS) Bg4 
3.Khl RaS 4.hxg4 (BcS) Ral:;t 
"Both solutions nearly the same." (BB) 
"Very good use of the maximummer 
and Circe condition." (AB) 

89 Daniel Meinking. 
(a) I.Be8 e6 2.Bxf7 e7 3.Bc4 eS=Q 
4.BbS Qel:;t 
(b) I.Rb7 2.Rxf7 3.RfS 4.RbS 
(c) l.Qa7 2.Qxf7 3.Qb3 4.Qa4 
(d) 1.Gc4 2.Gxf7 3.Gd7 4.Ga4 
"The dummy is a good boy here!" (BB) 
"Four excellent Rundlaufs; use of 
dummy pawn is justified." (MR.) ''The 
direct returns are very cleverly pre
vented by the moves of the wP." (AB) 
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90 Edgar D. Holladay. 
(a) l.Qd6 Ke3 2.e6 RcS:;t 
(b) I.Kd6 Ke4 2.Qd7 Rc6:;t 
(c) I.QdS+ Ke2 2.eS Rc4:;t 
(d) l.Qe6 Rd2+ 2.KeS RdS:;t 
uWell-done (very nice) fourfold 
(quadruple) echo" (EB! AB), but no use 
of PWC in the play. 

l'il 91 George P. Sphicas. 
Intention: l.aS=nS 2.nSc7 3.nBxb6 
(b7) 4.Kxa3 (a7) S.aS=nB 6.bxaS= 
nR (BcS) ... S.nRdS 9.aS 1O.nBxaS 
(a7) 11.aS=nQ 12.nQb7 13.nBxd7 
14.nSxdS (RaS)++ nRxaS (Bcl):;t 
Intended as a correction of 124 from 
VC 7, showing neutral AUW with all 
promotions on as, but difficulties 
persist: Paul Raican shows that the Q 
promotion is unnecessary: 
Dual: l.aS=nS 2.nSc7 3.nBxb6 (b7) 
4.aS S.nBxaS (a7) 6.Kxa3 7.aS=nB 
S.bxaS=nR (BcS) ... 1O.nRd6 ... 
12.nBc4 13.nRdS 14.nSxdS (RaS)++ 
nRxaS (Bc 1):;t 

92 Nikolay Vasyuchko. 
(a) I.Pxd3 Ge4 2.PdS Gxc3:;t 
(b) l.GxaS Gd6 2.Gd5 d4:;t (P=Pao) 
ULovely problem." (IR) uA beautiful 
Zilahi!" (AE) [Unit captured in (a) 
mates in (b) and vice versa.] Choice of 
hurdlelblock on dS. Both mates would 
be models (in fact ideal) if one's 
definition allowed for the non-blocking 
hurdle Pb3 in (b). 

93 Stefanos Pantazis. 
(a) l.Qc2 (lal) (zz) Kf8 (Ibl) [1.- 0-0 
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(lal) 2.Qh7 (lf6):;t] 2.Qb2 (lal) KgS 
(Ibl) 3.Qa2 (lal):;t 
(b) I.Qc2 (lal) (zz) Kf8 (Ibl) 2.Qb2 
(lal) KgS (Ibl) 3.Qd2 (ldl) Kf8 (lcl) 
4.Qb4+ (la3) 
4.- Kg7/KgS 5.KallQa4 Kh7 
6.Qa4/Kal KgS 7.Qb3* [S.- KgS 
6.Qb3:;t] ''What a difference between 
(a) and (b) only by moving the wK 
one square." (BB) 

l'il 94 Paul RAican. 
I.c2 gS=B 2.cl=R.B Ba2 3.RBxa3 
(a2) BPdS 4.RBaS BP*.a8=BS 5.KbS 
BSxb6 (b7)= but Ian Richardson and 
the composer fmd: 
Cook: l.c2 gS=Q+ 2.Kb7 Qc4 3.bS 
Qxc2 (PPc7) 4.b4 axb4 5.Ka8 Qxc7= 
An improvement suggested by the 
composer is sadly still cooked. 

LADDER Scores: 
Maximum IS1 (= 105+23+23), 
A. W. Ingleton 121 (= 86+19+16), 
P. Raican 106 (= 73+17+16), 
A. Ettinger 90 (= 55+17+18), 
1. G. Richardson 84 (= 60+8+16), 
E. Bartel S3 (= 67+0+16), 
M. A. Ridley S2 (= 31+8+13), 
V. Cri~an 37 (= 22+1S+O), 

.. M.Olausson 3S (= 21+14+0), 
V. Krivenko 33 (= 33+0+0), 
R. Cassano 17 (= 4+8+5). 

Send your solutions, originals, 
articles and comments to: 

710 Dobson St. #2, 
Evanston, IL 60202 (USA). 

FAIRY KINGS PART I 
by Mark A. Rid/ey 

. The magazine Problemas held a theme tourney in 1988 
for Siamese Kings and the problems quoted come from this 
competition. Introduction 

The purpose of this article is to examine the various 
types of fairy kings that problemists have experimented 
with. This is a somewhat neglected area, and I hope that the 
examples below prove that much more can be achieved in 
this genre. 

Section 1: More than one Kin~ 
Two types of fairy king are considered here: (a) Rex 

Multiplex, and (b) Siamese Kings. Both of these are well 
known, but are included for completeness. 

(a) Rex Multiplex 
In Rex Multiplex each bK must obey normal ruleS, but 

White must mate them all simultaneously. It should be 
emphasized that a King may not move into check, even to 
throw himself in front of another. 

Problem A shows a clever way to eliminate a bK. 

(b) Siamese Kings 
Each side has two Ks and the threatened and inevitable 

capture of either K constitutes mate. 

Problem B comes from the direct mate section. It is 
easy to see that moving wBe2 threatens ReU. However the 
wB must be careful where he goes. In all, there are four 
thematic tries: 
I.Bc4? fails to O-O-O! 1.Bd3? fails to Kd8! 
I.Bf3? fails to Kf8! l.Bg4? fails to O-O! 

In each of the four tries, the wBe2 interferes with 
wRb2. The key is l.Bd1 (>2.ReU). With the wB now out 
of harm's way we get: 
1.- 0-0-0 2.RcU 
1.- Kf8 2.Rf'U 
A most amusing idea! 

1.- Kd8 2.RdU 
1.- 0-0 2.RgU 

Problem C comes from the 'other types' section. In 
both parts Black unpins one of his men, and this is matched 
by similar strategy from White. A black Grimshaw inter
ference follows on d3, which White exploits on mating. 
Although the definition of Siamese Kings stipulates two 
kings per side, no doubt examples could be composed with 
three or more kings on each side. 
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Section 2: Kings that move differently when in check 
We will look at three types of fairy' kings with this 
property: (c) Vaulting Kings, (d) Transmuting Kings (Rois 
Transmutes), and (e) Reflecting Kings (Rois Reflecteurs). 

(c) Vaulting Kings 
The Vaulting King was introduced by J. G. Ingram, in 

his article "Escape on Horseback" (FCR xil1939, p. 34). 
The Vaulting King when in check has the additional 

power of moving like another piece stipulated by the 
composer. Several types of added power have been tried, but 
VKs have not gained wide currency. 

It seems appropriate to start with a simple example by 
the piece's inventor: in D the Vaulting Kings have Night
rider power. J. G. Ingram, The Problemist 1969 
D: h:t2 wVKg2, Qd3, Ne2; bVKa7, BeS,e8, SdI, Ng3 
After l.Bc6+ the wK goes to as (moving as a Nightrider). 
2.Be4 opens the line e2-b8 and closes the line g3-a6, 
thus allowing Qa6:t. 

Turnbull's 107 uses Vaulting Kings with Equihopper 
power in a direct mate. The Equihopper leaps over any 
occupied square to a square in the same direction and distance 
beyond. Thus the hurdle is the midpoint of the line segment 
joining the initial and final squares (e.g. EbS-h3 over e4 in 
the diagram). There is set play and a thematic try. 

(d) Transmuting Kings 
This is a form which has become quite popular in recent 

years. These kings when in check, can only move like the 
checking piece. Ronald Turnbull is one composer who has 
worked a lot with these kings and it is appropriate to give 
one of his problems as an example. 

Problem E is a Proca-type Retractor. In a defensive 
Retractor, the players alternately retract any legal move they 
wish, each striving for a position in which there is a forward 
mate (for their side). In a Proca Retractor, the side retracting 

A. B. J. J. Burbach 
3rd Pr, Problemas IT 1988 

decides what unit (if any) has been 
uncaptured. In E White can retract 
l.Kc8xSd6, forcing 1.-- SfS-d6++ 
(maybe with uncapture on d6), or 
l.Kd4-d6 but not 1.Kf4-d6?? since, 
with the wK moving like a Q, the 
bK would have been in check with 
White to play_ 

Problem E is complex with 
its kaleidoscope of batteries, and 
many tries. The use of promoted 
force is well justified. 

Without a doubt, one of the 
classics of the genre is F, showing 
a double AUW with only six men. 

(e) Reflecting Kings 
Reflecting Kings in check 

have the power to move like the 
checking piece or like a normal 
king. Problem G shows an AUW 
where Black has to be careful 
about the first promotion. Note 
how the promotion to a Queen on 
the first move is determined. If 
1.g1=R? then lS.Rxa3+! and thus 
the final position is not stalemate. 
After l.glQ! then lS.Qxa3+?? is 
illegal self check from the wKc3! 

Section 3: The King can be reborn 

F. Alfred Gschwend 
3rd Pr, feenschach 1979 

h.,r:2 (b) Se5-+f6 , 
Transmuting Kings; Two 

solutions in each part 

G. Fran\;ois Gournay 
3rd HM, 5th 1T Rex 
Multiplex 1986 

Sh=14 Reflecting Kings 

This section will examine Circe-style rebirths of the 
King after a capture. Mate only occurs if the King's rebirth 
square is blocked and he cannot be reborn. Two ideas that 
have been tried are Antipodean Ks and Circe Ks. 

(To be continued!) 

107 Ronald Turnbull 

(b) Sb 1-+ d 1 ~ Vaulting Ks (Equihopper 
Siamese Kings Siamese Kings type), Equihopper b5 

Solutions: 
A Powell. Retract: l.f2xQgl=K for l.fl=B Qd4 2.Bc4 
QbZ.,r: -1.h2xQgl=K for l.Kal Qb6+ 2.bKa2 Qb2:t 
B Burbach. See article text! 
C Fougiaxis. (a) l.Qc3 Rf3 2.Rd3 Qxc4:t 

(b) l.Qc2 Bf4 2.Bd3 Qxdl:t 
D Ingram. See article text! 
E Tumbull Retract: 1.Ka3~d6 Bg3-d6++ 2.Ke7xQa3 
Qa2Jb3-a3+ 3.Kg8xSe7 SdS-e7++ 4.Ke6 Kg4xSh2+ 
S.Sfl-h2+ for 1.Se3:t 2.- Qa6-a3+ 3.Kg6xSe7 Sc6-
e7++ 4.Ke6 etc. [2.- Q- 3.Ke6] 

F Gschwend. (al) l.Kf5 f8=Q+ 2.Kh7 g8=B:t 
(aZ) l.Kf6 ffl=R+ 2.Kh6 f8=S:t 
(b 1) l.KfS f8=Q 2.Kg6 g8=R:t 
(b2) l.Ke7 f8=S 2.Kf7 g8=B:t 

G Goumay. l.gl=Q 2.Qg4 3.Qa4 ... 7.g1=R 8.Rg6 
9.Rb6 10.Ka5 11.el=S 12.Sd3 13.Sb2 14.al=B Be2= 
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JSOL.~ TtD P ~ WIG 
By David Pritchard 

Editor: From this issue I am happy to 
announce that there will be a regular 
column by David Pritchard, the author of 
the recently published Encyclopedia of 
Chess Variants. He has for many years 
been the foremost authority on board 
games in this country. 

David will be concentrating on new and 
commercial variants, and his column will 
also incorporate the Chess Workshop 
feature, which deals with questions and 
queries relating to variants, and 
suggested alterations and improvements 
to existing games. He will be happy to 
receive game scores of rarely-played 
variants. To save space sometimes the 
rules of variants are not given fully, 
especially when they are shown in ECV. 

n LA TREL Congratulations to Richard 
Morgan for having lATREL selected as 
one of Germany's top ten games for 1995. 
It is from amongst these that the Game of 
the Year will be finally chosen. Keep your 
fIngers crossed for Richard! Incidentally, 
!an Richardson is testing a progressive 
version of the game. Meanwhile, here is a 
game ofpostaI LaTrel. It is played without 
blockers and with the rule that a piece in a 
corner may be captured by displacement 
(T=Trident, S=Sabre, W=Warrior, 
defenders not identifIed). 

White Gareth Edge Black Derick 
Green 
I. cl g6 1. Wa4 Tg7 J.dJ SfS 4.eJ Shg8 
5. Tel h8 6.Sfl d6 7.gJ re 8.d4 Te4 
9.Tg4 WeB IO.hJ b6 1l.Wedl Wa6 
ll.aJ Txhl IJ.Sxhl Sb7 14.Tdl Woo 
15.Se111 Wxc3,xdl. xeJ, xg4, xhJ, xn, 
xbl, ul, xd4, Igl. 
The Black W finishes its move on h2 and 
White, understandably, resigns. 

1) SUPERCHESS •• ER .. CHECKERS. 
In VCl5 I appealed for any information on 
Charles Fort's 'Superchess' (also described 
as Supercheckers). Micbael Keller's 
brother kindly sent me an excerpt from a 
book on Fort which makes clear that in 
fact the game was a checkers variant 
('played with armies of men on a board 
with thousands of squares'). In a letter 
written by Fort to Tiffany Thayer in 1930 
Fort says 'Supercheckers is going to be a 
great success. I have met four more 
people. who consider it preposterous. ' On 
this yardstick, there must be a number of 
highly successful chess variants around. 
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J) CHESSAPEAK CHALLENGE. This 
is yet another four-handed chess game 
(8x8 board plus four 8x3 extensions) with 
the inventor, Bruce Jones, adamant that 
some day it will be as popular as 
orthochess, thereby joining a large and 
growing fraternity of inventors with a 
mystical belief in their creations. The 
usual four-handed rules plus a few new 
ones. The two central pawns can move 
one or four squares initially, the ones next 
to them ('c' & 'f pawns) one or three 
squares, the 'b' and 'g' pawns one or two 
squares and the wing pawns one square 
only. There are apparently diagonal 
demarcation lines on the board where the 
pawns change direction. I am awaiting 
further details. 

4) ULTIMA Here is the score of an 
Ultima game from AISE correspondence 
tournament GP 91. 
Kings dlle8~ immobilizers allh8; pawns 
move as rooks; X=cbameleon. 

White Francis Fahys Black Paul 
Yearout 
I. hlhS fT-fS 1.a2-aS g7-g4 J.e1-e4 If6 
4.d1-dS Kf7 S.cl-c6 Kg6 6.Lhl g4-h4 
7.f2-f4 KIhS 8.WgJ Ig5 9.Wehh4+ 
h7-h6 lO.gl-g4 e7~ 1l.b1-b6 a7-a6 
11.e4-e5 Lh8 lJ.We4 Wf6 14.WdJrl5·
Wg7xe5 IS.XaJ Ca7xaS 16.KeI La8 
17.Ktl Wf618.Xe7 d7-d8 19.d5-e5xe6 
Xe6 lO.Xg7 Lh7 11.Xh8xf6 CbSxh8 
21.WfS XefTxdSlJ.c:6-g6xg5 Resigns. 

5) A NEW PIECE FOR YOUR 
SCRAPBOOK. Anyone who has visited 
France has probably also visited a 
Mammoth hypermarket. Recently the 
Belfort chess club combined with the 
Mammoth at Bessancourt to organise a 
promotional fortnight within the store. 
Star of the show was a new piece: the 
Mammoth. The Mammoth moves like a 
knight then moves one square like a 
bishop. There is one problem outstanding 
apparently: where to fIt the Mammoth in 
the starting position (Europe Echecs 
suggests il & i9.) (Editor: A 9x9 board?) 
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6) QUANTUM CHESS. Quantum Chess 
is a compendium of four interrelated 
games. There are two boards, 10xIO and 
12xl2 squares, or rather one board with 
the two playing areas set back-to-back. 
You can also use the set to play 
conventional chess, an improbable choice. 
A feature of all the games is the functional 
pieces: square tablets with tapered corners 
that carry on the top stylised 
representations of the pieces' moves. The 
whole concept has been well thought 
through, although I do not predict a rush 
of players to tackle Quantum IV. 

The introduction in a variant of 
additional powerful pieces and an 
enlarged board, as in all four Quantum 
games, usually results in a diminution of 
the powers of the knights and pawns. In 
Quantum this defIciency has been 
elegantly counter-balanced. Firstly, pawns 
have the option of the two-square move at 
any time (but remain vulnerable to e.p. 
capture). On reaching the end rank, a 
pawn promotes to any previously captured 
piece and itself returns to any vacant 
square on the second rank. In addition, it 
is also 'larighted' (it is replaced by a 
knight) if a knight is available (i.e., has 
been previously captured). A pawn 
reaching the end rank before a piece has 
been lost simply stays there until one 
becomes available (prompting the player, 
one imagines, to an early sacrifice). 

Knights can also promote by reaching 
either corner square on the end rank, the 
piece itself returning to one of the empty 
squares occupied by the knights in the 
array. If both are occupied, the knight is 
lost. 

In all four games there is only one 
original piece; the Bowman. All other new 
pieces are combinations of familiar 
pieces. 

A Bowman (W) moves exactly like a 
knight but does not check or capture. The 
piece can then without moving, check or 
capture an enemy man a knights move 
away along the same line of movement. 
That is, exactly like a (limited) nightrider. 
The Bowman is, to the best of my 
knowledge, an innovation and a most 
interesting one. 
Quantum! Board IOxlO; 20 men a side. 
The two extra pieces are an Archbishop 
(B+N) and a Crown-Prince (R+N) plus 
two pawns. Thus with the Q (R+B), each 
player has a triad of dual pieces in all 
combinations of RlBIN, not in itself a new 
idea of course. Pawns and knights have 
the added powers referred to above. The 
array (al-jllalO-jlO) is RNBCKQABNR 
with 10xP on the 2nd/9th ranks. Usual 
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rules governing castling in which the King 
moves three squares to left or right with 
the Rook brought to the inside. If the King 
is checkmated and the Crown-Prince is 
still on the board, the player can remove 
the Prince and place the King on its 
square and continue to play. (If the Prince 
is under attack at the time then the game 
is over.) There is an optional scoring 
system in which the player who delivers 
checkmate is awarded points in proportion 
to the values of the opponent's pieces 
remaining on the board. Values are 
inscribed on the underside of the pieces 
and are: Pawn = 1; Knight = 3; Bishop = 
4; Rook = 5; Archbishop = 7; 
Crown-Prince = 8; Queen = 9. 
Quantum 11 Board IOx 10; 30 men a side 
of which 20 are pieces and 10 are pawns. 
The pieces are: one each of King IT, Queen 
n, Archbishop IT (R+B+N), Crown-Prince 
IT (R+N+W), Counsellor (R+B+W), 
Princess (B+N+W), Baron (B+W), Squire 
(N+W), Marquis (R+N), Duke (R+B), 
Viscount (B+N) and Earl (R+W); two 
each of Rooks, Bishops, Knights and 
Bowmen; ten pawns. Notice that there are 
six dual-combination (duplex) pieces and 
four (triplex) pieces that combine the 
powers of three pieces; also that the King, 
Queen, Archbishop and Crown-Prince are 
referred to as 'Il'. This is because their 
roles differ slightly from the 
corresponding pieces in Quantum I. The 
King IT cannot castle. The Queen II, apart 
from her orthodox move, can ignore (leap) 
the fIrst man of either colour in her path 
and can also change places with any 
friendly piece after doing so, including the 
King provided the latter is not in check. 
The Crown-Prince IT and the Archbishop 
IT appear to be so designated because they 
have each assumed the power of an 
additional piece compared with their 
namesakes in Quantum I. 

Quantum III Board 12x12; the pieces are 
identical to those of Quantum IT and the 
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array is the same within the I Ox 1 0 central 
area leaving the perimeter squares vacant, 
thus the WR on ru. in Quantum IT is now at 
b2 etc. The extra squares permit greater 
mobility. 
Ouantum IV Board 12x12; 36 men a 
side. The pieces are as in Quantum 1I/III 
but with the addition of two Bowmen, two 
Knights and two pawns. A megagame of 
awesome complexity. 

Comment So far, I have only attempted 
Quantum I but I have also played the 
game with two Bowmen instead of the 
Archbishop and Crown-Prince and admit 
to a preference for this. As with any large 
chess, it takes time to familiarise oneself 
with the pieces so that more effort can be 
spent on planning and less on trying to 
focus on movemenr patterns. A very 
positive feature of Quantum is the piece 
symbols: they are clear, simple and 
instantly comprehensible which is more 
than can be said of the pieces to be found 
in a lot oflarge chess games. 

QUANlUM is marketed in four versions: 
Economy Vinyl IOxIO board; 40 teak: & 
maple pieces; 42-page rulebook ($49) 
Basic: As Economy set but with 62 pieces 
($79) 
Standard IOx1OI12xl2 plastic sectional 
boards; (74 pieces), rule book ($135) 
Premium As Standard but with teak: 
gameboard ($260). 

The Economy set is for Quantum 1, the 
Basic set for Quantum I & II, the Standard 
and Premium for all four versions. 
Write to: Quantum Development Ine. 
2S1 Jeanell Drive, Suite #3, M-B 802 
Canon City. Nevada 89703, u.s.A. 
Check extra postage if ordering from 
outside the U.S. Telephone: 
800-353~111. 

7) UNACHESS. The idea behind 
Unachess was to eliminate opening theory 
whilst staying as close to chess as 
possible. An ordinary set is used. There 
are three versions numbered, predictably, 
I,llandill. 
Venion I invented by JeffMiller. 

The board is empty at the start of a 
game. During a turn a player may either 
(1) enter a piece on any vacant square; or 
(2) make a move on the board. Pawns may 
only be entered on the 2nd, 3rd and 4th 
ranks. Capturing is prohibited until the 
player's king is on the board. All other 
chess rules apply. 
Venion n invented by Edward Jackman. 

As Unachess 1, but a man may not be 
dropped so as to attack the enemy king. 
Pawns may also be entered on the 1st 
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rank. No two-step pawn move, en passant 
or castling. , 
Venion ill invented by Edward Jackman. 

Also known as Parachute chess. Same 
as Unachess IT except that no man may be 
dropped so that it is attacking an enemy 
man whether or not one's king is on the 
board. Here is the score of a game of 
Unachess I from a Unachess 
correspondence tournament: (* = drop): 

White David Scott Black Hugh 
Denoncourt 
1. P*f2 B*c6 2.P*fJ R*b2 3.B*dl R*g8 
4.K*al K*hl S.R*el+ N*gl 6.P*b2 
Q*a5+ (Winning a Rook but returning the 
initiative.) 7.P*a2 Qui 8.R*bl NxfJ 
9.BxfJ+ BxfJ 10. Rxel+ Rgl 1l.N*g3+ 
Kg2 12.Rxgl+.Kxgl 13.Q*fl+ mate. 

Here is a Unachess ill game: 

White Edward Jackman Black Hogh 
Denoncourt 
1. K*b2 K*g7 2.R*f2 Q*g4 3.B*e8 
Qd4+ 4.Kb3 Qxf2 S.Q*e6 Qf6 6.Qd7+ 
B*e7 7.R*hS N*e6 8.B*e3 R*g2 9.Rh6 
Qb2+ 10.Kc4 Qb4+ 1l.Kd5 N*g5 
12.Rg6+ KtS 13.Bxg5 Nxg5 14.Rxg5 
Rxg5+ lS.Kc6 ReS mate. 

Comment Unachess is clearly a violent 
game in which strategy can have little part 
and the humble pawn is humbler still. 
Edward Jackson believes that White has a 
big, perhaps overwhelming advantage. He 
could well be right Meanwhile he is 
experimenting with modifications to bring 
pawns more into the game (in several 
recorded games no pawn has entered play) 
and also to restrict the placing of the 
kings. 

8) FOOLS' CHESS This game is 
marketed by lda Games who produce a 
number of 'instant recognition' games at 
modest prices. Usual board and 16 
chessmen a side. The game has a number 
of novel (one might almost say 
idiosyncratic) features. The pieces, for a 
start: each side has a King, Queen, two 
Rooks, a Bishop, a Right Bishop, a 
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Knight, a Right Knight, two Esquires, a 
Fool Pawn and five conventional pawns. 
They occupy the first two ranks on either 
side and their positions are marked on the 
board. In addition, each player has four 
cards, one each depicting the Bishops and 
Knights which are shuffied and placed 
face down on the table. All men move 
normally except the Esquire and the Fool 
Pawn. The Esquire does not move and is 
removed from play, if not previously 
captured, when the Knight immediately 
behind it moves, thereby creating an 
instant open file. The Fool Pawn does not 
capture; it moves as a Pawn for its first 
move and thereafter moves one square at a 
time 'towards its own King'. 

After the third move has been 
completed, each player takes one of the 
opponent' s cards but does not reveal it 
These pieces are henceforward traitors. 
Neither player knows which is the traitor 
in his camp. If a player moves a traitor to 
a position where his own King is in check 
('inadvertent check,) from it, then the 
opponent must announce it and henceforth 
the piece is moved normally by the 
opponent Alternately, a player may call 
'consummate' (and hope he is not 
misunderstood!) whereupon he reveals his 
card and moves the opponent's piece 
which is now revealed as his own. A 
revealed traitor may be captured like any 
other piece. It' s a little more complicated 
than that, but you've got the idea. 

The price is $4.95 for the game which 
includes a cardboard board and men 
(which are pushed out and then folded to 
stand) and rules. Add postage, no doubt 
Write to Ida Games, 516 West 159th 
Street, New York, NY 10032 U.s.A. 

9) CUBICAL CHESS Cubical Chess is a 
three-dimensional variant invented by 
Clive Berry more than 20 years ago. It 
uses a 8x8x8 cubical board. Each side has 
1 x King; 3 x ~ 20 x Rook, Bishop, 
Knight; 64 x Pawn; a total of 128 men. 
The reasoning behind these formidable 
battalions is that they retain the same mtio 
of men to squares as in the normal game. 
There is some logic in this: it has been 
shown that in variants on an 8XSXS board 
with only a modest number of pieces per 
side it is often impossible to mate even 
when a Queen ahead. However, one is 
driven to the obvious comment that, since 
n<H>ne has yet been able to conquer the 
game on the 8xS board, what is the point 
of this monster? Research into 3D chess 
over 70 years ago has shown that the ideal 
board configuration is 5x5x5 (see, for 
example, Stereo-Chess in VC 16) but 
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8x8x3 and 4x4x4 boards (neatly 
encompassing the 64 squares of the 
ordinary game) can also offer very 
playable games. The inventor has 
produced a nice Cubical Chess brochure 
and has also transferred the game to a 
PCIDOS/windows disk . He is willing to 
play a game with anyone by post, 
telephone or e-mail and even 
over-the-board (if you live close to 
Oxford). 
Contact him on (01993) 882080 
(evenings) or CompuServe 100120,1643. 

10) BEE BRAIN SUPER CHESS 
HONEYCOMBEHEXADOUG 

Described as 'the brilliant Game of the 
Future' in an advertisement in the 
December, 1994 issue of the BCA.f, Bee 
Bmin Super Chess Honeycombe 
Hexadoug can at least lay claim to what is 
probably the longest recorded name for a 
variant. In fairness, the name has gone 
through several transformations since then 
but I am not sure of its current title. None 
of which is very relevant as the game 
itself has not changed. The board is 
hexagon-shaped and is made' up of 91 
hexes (six on each of the sides) coloured 
regularly orange, violet and green. The 
game is for two players, each player 
having 1 x King; 2 x Queen, Rook; 3 x' 
Bishop; 11 x Pawn. The bishops, known 
as hoppers, move one each on the three 
colour complexes. There are no knights. 
The moves of the King, Queen, Rook and 
Pawn are orthodox for a hex board. A 
hopper moves in any direction to the 
nearest cell of the colour on which it 
stands. In other words, it moves over the 
corners of cells mther than through the 
edges like the other pieces. Checkmate, 
stalemate and promotion are all orthodox. 
The game is available from Doug Reid 
M.A. (Oxon.), 106 Sackville Crescent, 
Romford, ESIex RM3 OED price £25 
including postage. It comes complete with 
a board, set of chessmen in a wooden box 
and rules. 

That's all we've got space for this time. 
My apalogies to everyone whose 
brainchilds have been held over ... 

Address: Badgen Wood, Hascombe 
Rd. Munstead. Goda'min", Surrey GU8 

iM-
• 

ITALYv. REST OF THE WORLD 
AISE have organised the above postal match, 

which started at the end of May. 17 Italian players 
are taking on the representatives of 17 countries 
at Italian Progressive Chess. The English 
representative is David Pritchard. 
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CREATING DIFFERENT SIZED 
BOARDS 

By TobyHowes 

An important aspect to playing chess on 
different sized boards is to consider how 
to create an effective board on which to 
play. It is easier now with the advent of 
cheap computing, powerful software, and 
inexpensive laser printing and 
photocopying. An alternative which you 
might consider is laminating. I designed a 
9x8 chancellor board on a 'desk top 
publishing' package and photocopied up 
the printouts on to A3 sheets to give a 
decent sized chancellor board of 
approximately 4Ox48 cm. I also made 
Chinese and Shogi A3 sized boards in the 
same way. All three of these boards were 
then laminated in durable plastic. Another 
two boards (IOx8 and 12x8) were 
laminated in medium weight plastic. The 
boards look good, and the price for all five 
was about £6. 

When I dabbled with Hexagonal Chess 
10 years ago I had a few problems. A 
simple but effective way I found of 
creating a hexagonal board was to create a 
template hexagon out of card using a ruler 
and a pair of compasses or a protractor. 
The board was created by tracing around 
the template and forming a large pattern 
on some heavy paper (I used the back of 
old gummed vinyl wallpaper). A little bit 
of care had to be taken that the hexagons 
did not get too far out of shape as you 
went further from the starting point. The 
hexagons were coloured using wax 
crayon, but I think water-colour paint 
would do just as well. 

There is also a problem with 3D chess 
boards. When the texts suggest using a 
clear medimn for the boards, they are 
right. The first 'board' we experimented 
with was made up of five 5x5 boards 
stacked on top of one another using large 
A4 books to support the boards 
cantilevered from a pile of larger books. 

This was most unsatisfactory as it was 
difficult to see clearly into the darlcer 
areas on the lower boards - I managed to 
avoid checkmate by my opponent 
blundering away his Queen in one of the 
dimmer regions! We next tried 8"xS" 
pieces of frosted glass which were 
trimmed offcuts from a local 
glass-merchant, who trimmed them to 
identical sizes and ground down the edges 
so that there were no dangerous and sharp 
corners. The glass had a greenish tint and 
transmitted light but it was impossible to 
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see anything through the frosting. TIle 
glass cost arOlUld £4-5 for 5 pieces, which 
is not too expensive (have you ever priced 
perspex?). We would have preferred to 
use plastic or perspex, as it would be less 
likely to shatter, or at least be a bit safer. 
The black squares were traced on using a 
ruler, a pennanent marker pen, and a 
paper board placed beneath the glass. 
Support was still a problem, and as a 
temporary measure we used Lego building 
bricks to create a framework on which to 
rest the boards. A more pennanent and 
solid framework would be fairly simple to 
construct from some wood and dowelling. 
11lis set-up with glass boards was far 
superior to the books/paper boards and 
even the bottom board was well lit. An 
alternative is always to play on five 
boards set alongside one another on a flat 
table .... but I think this is defeating the 
object of playing 3D chess a bit. 

It might be interesting to find out how 
other VC readers solve the problems of 
creating largerlunorthodox boards and 
pieces. 

• 
JANUS CHESS 

In the July 95 edition of the BCM in an 
interview with Leontxo Garcia, Victor 
Korchnoi was asked if he was worried 
about the progress of computers. He said 
that he was pessimistic. The human brain 
has taken on the task of undermining itself 
and we have no doubt about the strength 
of the human brain. If it has that target it 
will do it. I think this will do great 
damage to the popularity of chess. The 
computer will beat the world champion in 
two or three years time. ' 

In the May 95 edition of Rochade 
Europa Korchnoi was interviewed by 
Stefan Blasius. He (Korchnoi) said that he 
was unhappy that so many computers 
already beat humans, and that they are 
becoming better opponents than humans. 

'I have a Janus Chess set at "9' home 
and play whenever I can fmd an 
opponent. ... I like playing Janus Chess 
because one can show more creativity 
than in nonnal chess, which is fast 
moving from a game or sport into a 
science .... there are very many books and 
computer programs on chess openings. 
but on Janus Chess 'openings' there are 
none .... the opening principles are not yet 
clear. ' Later in the interview he said 
that he was very happy in the previous 
year when he beat the best Janus Chess 
player, IM Christian Bauer. Against the 
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top Janus Chess players he would 
normally expect to score 6 III out of 7 
points in normal chess, but at JC he wins 
no more than 40%. 

'In 1994 at Horgen I spoke to lvanchuk. 
Kasparov and Gelfand about Jc. When 
there is a convenient time for a JC 
tournament, I would like to be included.' 
He hopes that tournaments will be 
organised with well-known players 
competing. First in Europe and then in 
other continents .... 

Later Korchnoi said that when Robert 
Hubner and he were playing in the big 
tournament in San Francisco earlier this 
year, Huhner played a lot of Chinese 
Chess in Chinatown. The interviewer 
suggested to VK that it would have been 
better if he had playOO Janus Chess! 

In Saarbrucken in March this year there 
was a combined Chess/Janus-chess 
(SchalJa) tournament. Rounds consisted 
of 2 games: one a quickplay chess game, 
the other a Janus-chess game against the 
same opponent but with colours reversed. 
Winners of each game scored 2 points. but 
drawn games only gained a III point for 
each player. The prize fund was 5,000 
DM! 18 year old IM Christian Bauer of 
France won with 23 points out of a 
possible 28. Sergei Galdunts of Armenia 
scored 22 points, while Victor Korchnoi 
was placed 8th with 16 III points. 

Here is a game from the event, by the 
tournament winner. Notes from Rochade 
Europa translated into English. 

JC is played on a 10xS board. Each side 
has two Januses (a combination of N+B), 
which at the start-position are placed 
between the Rooks and Knights. Kings 
and Queens are reversed. The starting 
position is shown below. In casding the 
King moves to the Janus file: 

8 

7 

6 

6 

.-
3 

2 

1~~~~~~~~ 
a bed e f 9 h i 

Christian Bauer - Perti Perilanta 
l.f4 IS 2.Bd4 Ni6 3.e3 g5 4.Ngl g4 S.e4 
Nd6 6 . .Jcl .Jc6 7.e5 Ne4 (Black needed to 
play 7 .... Nc8) 8.Nxe4 he4 9.Bxg4 Jh6 
10.Bh5+ Bf711 . .Jj3 .Ji5+! (Blackforces a 
weakness in the White pawn structure; 
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although it leads to unintentionol 
consequences.) 12.g3 .Jxj3 1l.Bxj3 Bxj3 
14.ixj3 Qf7 IS.Nb3 b6 16.0-0 as 17.&3 
0-0-0 18.f5! (White starts an attack 
against the King in which the opening of 
the 'it file on the 14th move plays an 
important role. Blacks counter-attack 
fails because of poor co-ordination 
between his pieces - a consequence of 
Whites space advantage.) 18 .... e6 19.f6 
d5 20.Qf4 h6 21.Nd4 .Jd7 22.j4! c6 23.jS 
NgS 24.h4 Nh7 2S.Rjil Nj6 26 . .Je2! 
(White mobilises all his pieces, while 
Black can only look on. It is now only a 
question of time until a decisive 
breakthrough takes place.) 26 .... Rh7 
27.Qg4 h5 28.QgS Bc7 

abcdefghij 

29.Rxi7+ Rxi7 3O . .Jf4! (l'he winning 
move. The Rook dare not move; for 
example, 30 .... Ri2 31.Qj8+ Kh7 32.Jg5+ 
Kg6 33.Qh6 mate.) 3O .... BxeS 31.Qxi7+ 
Qxi7 32..Jxi7 Ni4 33.Ril Kh7 (l'he threat 
lttlS 34.Rxi4 hxi4 35.Jj6 mate. The black 
position can no longer be maintained.) 
l4 • .Jxh5 Bxd4 35.Bxd4 Ri8 36.Rxi4 and 
White won. 

Editor: In earlier issues I have been 
enthusiastic about chess played on larger 
boards, and about 9x8 Chancellor Chess 
in particular. A postal tournament in this 
variant is nearing completion and there 
will be a report in a future magazine. 
Having two of the new piece instead of 
one, means it is more likely that at least 
one will be left at the end of the game. A 
LOxS board also means that it is easier to 
remember the starting position than on a 
9xS board where the Bishops have to 
placed artificially to keep them on 
opposite coloured squares. 

Solutions Vtriutt StIuIiD Cobmm (p. 145)-

1) 1.d9 Bc6 2.00 Ba8 3.Ce7 Bc6 4.Cd7 Ba8 
S.Cb7 Bel0 6.Cb9 stalemate. 

2) 1.c9+ KdIO 2.cI0+ Kd9 3.Cf9 stalemate 
(winning). 

3) l.Rj2+ Kil(i) 2.Nj3+ Khl 3.Rjl+ Kg2 
4.NM+ Kf2 S.Rj2+ Kfl 6.Fe2+ KgI 7.Rg2+ 
Khl 8.Rh2+ Kil 9.Nj3+ Kjl 10.Rj2 # 
~i) l....KkI 2.Nj3+ KlI 3.Rj I + Kk2 4.RkI # ./ 
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r -/)-------IllETTE R 
<Y BOX! 

ECV- Shogi 

From Geor-ge Hodges (Former editor of 
the now defunct Shogi magazine) 

The introduction to the Shogi section in 
David Pritchard's Encyclopedia of Chess 
Variants is quite long and having devoted 
such generous space to the game, mther 
than extol the virtues of it as one of the 
great games of the world, which it 
undoubtedly is, the author picks out 
quotations from long ago by people who 
understood little of what they were 
experiencing. ~ .. the game (shogi) was 
exclusively confined to the middle and 
lower ranks.' This is hardly the case 
today. The top professionals are 
millionaires in sterling terms and many of 
the lower ranked professionals make a 
very comfortable living from Shogi and its 
spin-offs - hardly lower classes. 

We read again: 'In the opinion of 
Alekhine .... Japanese chess cedes nothing 
in depth or beauty to the European game. ' 
This opinion from 1933, no less! Let us 
examine this cwious claim. It is an 
established fact that Shogi is 
immeasurably deeper than Western chess. 
In computer terms, for example, an 
average middle game position requiring 
around 40 moves to be looked at in 
Western chess, simply explodes into a 
figure of around ten times that number in 
Shogi. To give another example of depth: 
consider sacrifice and those delightful 
combinations that are a part of every 
Shogi game. In its Western cousin, 
sacrifice or a multi-move combination 
resulting in mate is a rare delight. To 
sacrifice a major piece is usually 
considered to be a brilliancy. These 
aspects are surely suggestive of the 
paucity of invention and sparkling ideas 
which we experience in Western chess -
compare that with Shogi! Don't forget all 
those boring dmws either (over 55% in 
championship games) - who could ever 
forget Karpov vs Kasparov in 1984/5, 
abandoned after only eight positive results 
out of 48 games? Yet another example: 
Western chess is limited in Pawn play, 
whilst in Shogi it is immensely deep and 
much more inventive and delightful to 
behold than the locked-up positions that 
one sees in the Western version. What do 
we read about pawns? 'Shogi is an 
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invertebrate game in C.H.DV. 
Alexander's phrase'. This is yet another 
example of bias. The statement as it 
stands says nothing. Why not say Western 
chess has a vertebrate Pawn structure that 
can lead to dull locked-up positions in 
which there are only one or two moves to 
consider? To go further: look at today's 
situation in respect of opening lines and 
their memorisation, which is essential in 
top-class Western chess. This surely 
suggests the limited depth of the game is 
being felt. In Shogi, by contrast, we are 
seeing new and exciting moves all the 
time from the vibmnt young players, such 
as Habu, in Japan. 'Shogi cedes nothing in 
depth'?? Indeed it is the Western game 
that cedes nothing! Beauty, of course, is in 
the eye of the beholder. 

The only perceivable defect in Shogi, 
that I can detect, is the mther unreal 
situation with impasse positions and to a 
much lesser extent with repetition (which 
really only occurs in Double Fortress 
openings anyway). Since we are talking 
here of certainly less than 2% of 
professional games, it is hardly a 
dmwback. 

Bias 
Another good example of bias occurs 

under strategy on page 272: 'Many axio~ 
of orthochess are true in shogi'. This is 
yet another 'true' statement designed and 
presented in such a way as to put Shogi 
down. There are some 200 plus proverbs 
in Shogi - a good few of which might be 
applied to the Western game. There are in 
addition a goodly number of aspects of 
Shogi that cannot be applied to other 
games. Again it is stated in such a way as 
to put Shogi forward as a game of fewer 
riches, whereas the opposite is true. 

Cho¥o 
Finally, why, oh why, are we treated to 

the ranting of Cho Yo? His book is 
delightful and he must have been a real 
character in the eccentric class. I would 
have loved to have met him.. We even 
used to call him the 'Father of Shogi' as a 
joke. The author does not seem to realise 
that the man was a nutcase! I feel here 
that this is put in largely to paint Shogi as 
it were with some kind of weirdness and 
is totally ridiculous. 

David Pritchard comments: 

I will take George Hodges's points in 
sequence. 

1) I have not 'extolled the virtues' of any 
game in the ECV - it is out of place in the 
book. 
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2) The quote in the first sentence is out of 
context. And, yes, I have dared to go ~k 
in history to 1933 to quote the then world 
chess champion. Hodges goes on to 
confuse depth with excellence: on his 
curious reasoning, there must be dozens of 
better games than Shogi. 

3) To quote Alexander - known to every 
western reader and an enthusiast for 
variant chess - is taken as 'another 
example of bias'. Why didn't I say that 
chess has a vertebrate structure? Because I 
was not writing about chess and 
Alexander didn't say it. 

4) My statement that many axioms of 
orthochess are true in Shogi is, in 
Hodges's opinion, 'designed to put Shogi 
down'. The ECV is (surprise!) directed at 
western readers who are probably familiar 
with the axioms of orthochess so it is 
logical to progress from the known to the 
unknown. Hodges accuses me of bias at 
least four times. Bias, like beauty, can 
also be in the eye of the beholder. He will 
be disconcerted to learn that I first learnt 
Shogi and Go from a professor at Tokyo 
University in 193718 and have always 
slightly preferred both games to chess. 
Since all three games have proved to be 
beyond the power of man to master, and 
all three were developed within different 
civilisations, arguments about them strike 
me as sterile. 

5) Regarding the Cho Yo quote, Hodges 
should read the very first sentence of my 
introduction where I stress that the book 
has entertainment amongst its aims. He 
should then look up the meaning of the 
word egregious which I applied to Cho 
Yo. 

6) Finally, referring back to the 'errors' 
Hodges found and quoted in your review 
of the ECV in VC16, he corrects me for 
using the term Gyokusho for King. It 
should, he says, be Osho. Turning to Mr 
Masukawa's fascinating article on Shogi 
in issue 15, I find (page lOO) the anthor 
twice uses the term GYOKUSHO (King) -
your capitals, Mr Editor! I wonder 
whether George Hodges also wrote to 
complain of Mr Masukawa's poor 
command of Japanese? (Bd: No) 

• 
Too Many Variants 

From navid Ii (Maryland USA). 
My feeling is that, with so many 

varieties, it is difficult for people to go 
into anyone game deeply. There are at 
present too many variants. We need to 
concentmte on a select few that are 
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intellectually absorbing, that have 
strategic implications, and/or are truly 
entertaining. In connection with my 
research on the history of Kriegspiel, I 
read T.R.Dawson's treatises. My 
conclusion from his work is that he 
controlled the extent of his variations, and 
then did in-depth work - strategy of play 
etc. - so that more people were attracted to 
them, more played them, and more wrote 
or composed. Soon, the snowball effect 
takes over. Even then, the chance of 
success was limited - and temporary. I 
suspect Fairy Chess was less popular after 
Dawson passed away. 

I am, undoubtedly, biased. But, in my 
view, a lack of literature on a specific 
game is definitely a detriment. 

• 
Variants of Chess 

From Michael Keller (Baltimore USA) 
I agree with George Jelliss - I don't see 

any distinction between 'chess variants' 
and 'variants of chess'. Every form of chess 
undoubtedly has developed, directly or 
indirectly, from a common thread. I think 
ifs silly to put, say Avalanche Chess in 
one class and Maka-Dai-Dai Shogi in 
another, merely because one has been 
around a lot longer, or because one has 
altered the board and the other has not. 
And if every game played with the same 
board and pieces as standard chess is a 
'variant of chess" wouldn't it be more 
accurate to call it a 'variant of shatranj"? 
I don't know why one would want to 

make an awkward use of terminology (or 
even worse, capital letters) to make a 
distinction. 

Westernisation 
I have somewhat negative feelings about 

the westernization of Shogi and Xiangqi. I 
think that the task of learning the few 
symbols necessary to play is a pretty easy 
one, much easier than learning the 
complexities of the games themselves. 
And if you're going to study either game 
seriously, you HAVE to learn to read 
native diagrams, as there just isn't enough 
material in English. The difficulty as I see 
it is for western editors to produce 
authentic diagrams - fortunately this will 
soon cease to be a problem. Alpine 
Electrics, which makes fonts for chess 
diagrams in three styles (Hastings, 
Linares, and Zurich), has just produced a 
'Beijing' font for Xiangqi, and a Tendo' 
font for Shogi. Anyone interested can 
write for information to Alpine 
Electronics, 529 West 7th Street, 
Powell, WY 82435 USA. 
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The ideal Shogi pieces for beginners are 
probably ones with Japanese characters 
and English initials - the beginner can 
learn the moves in association with the 
English initials, and will soon learn the 
oriental characters without even trying. 

Mr. Iida says that 'it is very difficult/or 
western people to recognise -each piece in 
diagrams'. That was exactly how I felt 
when I saw an example of his diagrams 
from Shogi in Europe. To me ifs hard to 
tell gold from silver at a quick glance, and 
I found it impossible to distinguish 
accurately between rook/chariot and their 
owners, particularly when promoted. And 
making promoted pieces black is hardly 
going to appeal to western players, who 
are used to seeing color as a mark of 
ownership. I also --disagree with the 
checkering of the board - it hardly seems 
worth breaking with tradition for the sake 
of one piece which has a long diagonal 
move! I might feel differently about the 
matter if I saw an attnIctive westernised 
Shogi diagram, but I have not seen one 
which did not strike me as ugly. 

CheckUst 
I wish you had included what might be 

the most interesting 'check' variant: 
Stationary King Chess. This is my idea 
for improving 'Presto Chess' - check may 
be relieved by either capturing the 
checking piece or interposing. The idea 
for the stationary King came from Wayne 
Scbmittberger's 'Generalized Chess'. 
Actually there might be two forms: 
1) King can never move (I've tried this 
and it seems to work well), 
2) King can only move when not in check 
(this might be an even deeper, but still 
quick game). David Pritchard also 
discusses .... Three Check Chess (win by 
regular checkmate or by giving any kind 
of check three times). (Editor: This is 
similar to 'Gambler Chess~) 

Avalanche Chess 
It is the belief of John McCallion that 

A1essandro Castelli's modification of 
Avalanche (reversing Black's K and Q) 
will prove the most equitable form of 
Avalanche. En passant was specifically 
barred in Ralph Betza's original rules for 
Avalanche - doubtless this was done 
because so many pawns are pushed a 
single space in Avalanche, and e.p. 
situations occur too rarely for the rule to 
be worthwhile. 

Xiangqi 
I agree that standardization of the 

Xiangqi rules for repetition should be 
simplified and standardized. I wonder if 
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the best rule would be to forbid 
repetitions of all kinds. This would also 
presmnably have a desirable effect of 
decreasing the number of draws. 

• 
3D Chess 

From Toby Howes (Cambome) 
I would like to try some 3D variants 

such as Stereochess. I still know very little 
about Star Trek: Chess (Ed: Another 3D 
variant) apart from the entry in ECV and 
what I have seen on TV. In fact some 
months ago Star Trek: Chess was featured 
in Star Trek: The Next Generation near 
the top of the show, where Data and 
Deana Troi were playing a game. They 
were clearly in the lattec stages of the 
game, and Data announces that Deana has 
just played a gambit (!?). I am interested 
in getting hold of the rules. 

• 
Westernisation 

From lan Richardson (Cardigan) 
In the games Xiangqi, Shogi, andTori 

Shogi I found the flatness of the pieces a 
difficulty, even in Shogi where there is a 
slight difference in size. I hadn't realised 
how I used the varying heights of chess 
pieces in assessing a position as a whole. I 
found learning Xiangqi with a Western set 
a big help. In Xiangqi I used pawns for 
Guards - no confusion - and black and 
white bobbins for Cannons. I found it 
difficult to keep tabs on the Bishops, so I 
mmked my board in pencil with the lines 
along which they moved. In Shogi I used 
the 'George Hodges set'. 

If the board has letterslnos. along the 
edge algebraic can be easy 'over the 
board'. and I think that with this aid, 
Shogi algebraic is easy and should be 
used. 

My own view is that westernisation 
should only be used if necessary, and then 
should be kept to a minimum. I think we 
all agree it should be temporary. 

Xiangqi cards 
They might have been used (via a 

simple game like 'snap' perbaps) to 
familiarise beginners with the ideograms. 
Whether or not this is true, it could be 
done today! Possibly for Shogi too. 

• 
Progressive Chess 

From Gianluca Vecchi (Carpi, Italy) 
I wish to comment on Malcolm Home's 

article Rules - Keep Them Simple? in 
VC16 p.133. Continued overleaf. 
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VARIANT G-IESS PRICE INCREASE 
The new rates are on the front cover. 

CHINESE CHESS 

A tournament was held at Willesden 
Sports Centre on Sunday 14th May as part 
of a wider 'Chinese Festival of Sports' 
which included football, athletics, 
badminton etc.. 19 players took part and 
although there was just one 'Swiss' 
tournament of 5 rounds, competitors were 
put into 'A' and 'B' categories before the 
start. The winner was Wang Shunqi ('the 
strongman of North-East') with 5 points, 
second on 4 points were Guo Shulong 
(who lost in the last round to the winner), 
and David Young. The 'B' category was 
won by Nan Fei Shao~ 2nd Paul Byway. 
Prize winners mounted a podiwn 
Olympic-style in front of the football 
grandstand, to receive their prizes. 

CHINESE CHESS IN FINLAND 
Play Xiangqi this swnmer at the holiday 

resort of Jarvenpaa (north of Helsinki, on 
the shores of one of the most beautiful of 
Finnish lakes). A tournament takes place 
over the weekend of 11-13th August. with 
players being free to stay longer and have 
a swnmer holiday in Finland Free entry 
to players from abroad. Reasonably long 
time limits for the tournament Details of 
accommodation (cottages, camping, youth 
hostel etc.) from the organiser: Raimo 
Iindroos, Ahokuja 2, FIN-04430 
Jarvenpaa, Finland. 

XIANGQI IN EXMOUTII 
ByC.K.Lai 

Following my (gentle) chiding in VCI6, 
the author has completed his tournament 
book of the 1993 Exmouth tournament. 
All the games are here with light but 
infonnative notes by the author, who also 
includes information on the players and 
other matters. Further background 
information is provided by the editor of 
this magazine in the form of a diary on 
which I do not wish to comment, except to 
say it could perhaps have been better 
proof-read! The printing is clear and the 
book is probably the best produced of all 
of the author's volwnes. A good record of 
a most enjoyable tournament. Price £7.99. 

For a copy write to: C.K.Lai - address 
in next column. 
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UK XIANGQI CHAMPIONSHIP 1995 
This will be played in Hastings, so it 

will in fact provide a prelude to the 
Centenary celebrations. It has been 
brought forward to earlier in the year to 
provide practice for the September World 
Cup in Singapore. 

Play will take place on Sunday 6th 
August at the Shanghai Restaurant, 39 
White Rock, fIrst round to commence at 
10 o'clock. It will be a 5 round Swiss 
event. Entry fee £10 (£12 after 1st 
August). Send to: C.K.Lai, 12 Lagan 
House. Sumner Rd., London SE15 5RB. 

ITALIAN PROGRESSIVE POSTAL 
TOURNAMENT 

Entries are invited for a Variant Chess 
postal tournament in the above variant. 
UK. residents only. Closing date for 
entries 20th Augus~ play to commence 1st 
September. Free entry for subscribers to 
VC (£1 otherwise). Players new to this 
variant are encouraged to take part. Write 
to the editor. 

BCCA v ITALY MATCH 
As reported in VC13 the last 8 boards of 

this match were devoted to chess variants. 
The results so far of these are: 
I) Patrick Donovan 2-0 Circe Prog. . 
2) David Pritchard I-I Italian Prog. 
3) Ian Richardson I-I Circe Prog. 
4) Peter Wood 0-2 Italian Prog. 
5) Paul Archer 0-2 Italian Prog. 
6) Steve Guy . Still in progress. 
7) Patrick Connelly 0-2 Xiang Qi 
8) Dik ter Haar 0-2 Italian Prog. 

ERRATA 
From Ken Whyld (Caistor) 

In your kind reference to The OJfford 
Companion to Chess on page 125, you 
ignored my co-author David Hooper. 
Although I may have originated most, if 
not all, of the CV entries, he examined 
them rigorously, as I attempted to do for 
those that he originated (such as the bulk 
of the direct-mate problem items). 

From .Tens Nielsen (Denmark) 
I noticed I missed a correction to the 

Twiknight article: the second problem 
(page 118 in VCI6) cannot be solved with 
l.Ba4 Bc5 2.Bxc6+ KM 3.Be4+ Bxe7!. 
Instead 2.Qa6+ Ba7 3.Qxa7+ mate, does 
the job. 

Page 122 (VCI6) - XIANGQI 
In both the diagrams relating to the 

Chen Fazuo v. Guo Shulong game, the 
Black Rook on hO should be on gO. 

In the UK. Championship list of scores 
Kwok Wai Leung should have 2 112 pts, 
and Wang Shunqi 3 112 pts .. 
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LETTER BOX! - continued from , 
p.155. (G.Vecchi) 

1. En passant rule: I may agree with 
Mr.Home about disallowing this rule in 
Progressive Chess, but I am afraid he is 
wrong about the reasons why this change 
should be made. He gives explanations on 
blockages, difficulties, etc., while the 
question is much more simple: ...... in a 
variant like Progressive Chess (and in e.g. 
Transportation Chess and others which 
allow the Pawn to make longer moves) en 
passant should be forbidden, because a 
Pawn can escape that capture by making a 
series of moves. No other reasons. 

2. I do not see why the so called 'Italian 
mate' should be 'unaesthetic', in fact it is 
considered one of the better 
characteristics (if not the best) of Italian 
Progressive. This variant has been tested 
in thousands and thousands of games 
through many years, and I do not think 
anyone has found that rule wrong. 
Regarding the fact that a player is mated 
when obliged to check before finishing the 
series, Mr.Horne is wrong: in Italian 
Progressive a player is 'Italian-mated' only 
if he is forced in his sequence to give a 
premature check in parrying a check. If 
not in check and unable to begin, or to 
complete, a series, the player is 
stalemated and the game is a draw (if he 
is not in check he is not forced to give a 
premature check.) The rule of checking 
on the last move and parrying the check 
on the fIrst is very good, since this obliges 
the player to always complete the series 
(not stopping after a check or a capture, as 
in other progressive variants) and find 
precise tactics. If Mr.Home does not like 
the Italian mate it is just a fact of personal 
taste, and nothing else. 

(Michael Keller agrees here and argues 
that the simplest and cleanest set of rules 
would combine the Italian mate rule with 
no en passant capture. ) 

• 
Randomised Chess 

From Hugh Myen (Editor of Myers 
Opening Bulletin) 

I'm sceptical ...... I just don't see the need 
for it. Openings in regular chess aren't 
half as analysed and tested as some seem 
to think (see my latest MOB!). I respect 
the ability of someone like Salov, and 
particularly his opinions of chess politics -
but his opinion of RC must be taken with 
a grain of salt! He hates to study openings, 
and a limited repertoire is his weakness. 
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HEXANOVA 
New hexagonal two or three player Chess 

By G.P.Jelliss 

My article 'New Varieties of Hexagonal Chess' (VCS) concluded with diagrams of 
opening positions for two-player and three-player hexagonal chess played on a hexagon 
with 7 cells per side (127 cells in all). Further study of this subject has led me to prefer a 
modified opening array in which the rooks are brought forward to the second rank 
instead of the knights. This has the effect of retaining the de Vasa back-row sequence 
(RNBQBKBNR) except that it is 
bent at the ends to follow the 
board's edge. 

I have also worked out other rules 
of play concerning castling, 
promotion and checlanate in more 
detail. It may be helpful first to 
briefly recap on the moves of the 
pieces. Rooks move any distance 
through sides of hexagons. Bishops 
move any distance through corners 
of hexagons. Queen is rook + 
bishop. King is queen restricted to 
one step. Knight moves to the 
nearest cells not accessible to 
queen. Pawn moves one step 
(two-move option on the initial 
move) directly forwards (a bishop 
step) and captures one step 
forwards to right or left (a rook 
step). 

The opening positions for the two 
games are shown in Figures I and 
2, with an indication of the moves. 
Note that the kings are shown to 
the right of the queens. For equity, 
this is necessary in the three-player 
game, so that every king is opposite 
the two opposing queens; but in the 
two-player game it is optional. 

Naming the cells 
For the three-player game there is 

a natural method of naming the 
cells with three co-ordinates (xyz). 
Calling the first, second and third 
players X, Y and Z, and rows of 
cells parallel to a player's back row 
'ranks', then the x,y and z 
C<H>rdinates number the ranks from 
the X,Y and Z sides of the board 
respectively. The central cell is 
(7,7,7), the corner cells are 
(1,7,13), (1,13,7), (7,1,13), 
(7,13,1), (13,1,7), and (13,7,1), and 
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for any cell x+y+z = 21. Thus we can. if desired, omit one of the 
co-ordinates. For the two-pIayer game the co-ordinates (y,z) 
provide an equable system; altanatively the 'files' can be lettered 
a to y, in conjunction with the x rank-nwnbering. 

Cutling 
With the new fonnation the usual castling rules can be retained 

(if desired); the king moving two steps towards the corner and the 
rook occupying the cell passed over by the king. It may be 
objected that this is no longer a proper rook move, but I would 
point out that neither is it in orthodox chess, where it is in fact a 
rook-hopper move. 

Alternatively, in place of~, the king on the back rank can 
make a three-step 'escape' move along the rank. This move can be 
made at any time, provided all the cells used are clear and the 
move is not out of, through. or into check. This move takes the 
king to a cell of the same colour. If the king moves first to the 
centre cell of the back row he can escape to either corner, 
elsewhere he has only one cell to escape to. 

Castling of the rooks is obviously far less important in this 
game than in orthodox chess, as a means of developing the rook, 
since the two pawns in front of the rook can be moved out of its 
way. A nice featUre of the thn:e-player formation however is that 
the end pawns on the third rank are inhibited from moving since 
they would be immediately en prise. These pawns are more 
vulnerable since they have no supporting pawn in the adjacent 
file. 

Pawn promotion 
Pawns normally promote only when they reach the farthest rank, 

but this means that pawns that start on the second rank must 
make at least one capture to be able to reach the last rank. An 
alternative rule is to allow pawns to promote when they have no 
forward move due to the boan1 edge. In this case pawns that 
capture to left of the 'g file or right of the '", file can promote on 
reaching the sloping sides of the hexagon, and forward-moving 
pawns promote on reaching either of the last two ranks. This type 
of promotion could be restricted to rook, bishop or knight; queen 
promotion being possible only on the last rank. The promotion 
regions are shown in the figure below. 

Cross checldng 
I can fmd no mention, in rules for three-player chess that I have 

seen, of the situation in which a move by Y, say, opens up a check 
by Z on X. Since it is Z's next turn he could simply capture the X 
king, if this is allowed In Hexanova a player may use his own 
pieces to check to either, or both, of the opposing kings, but a 
player may not make a move that causes a check by another 
player's pieces. This avoids the difficulty mentioned at the start of 
this paragraph. It also introduces a new phenomenon: X's pieces 
can be 'cross-pinned' by standing in the line of an attack by a Y 
piece upon the Z king, or a Z piece on the Y king. The figure 
below illustrates these cases. 

Checkmate 
We now come to the rules for checkmate in our three-handed 

chess. David Pritchard's excellent Encyclopedia of Chess Variants 
describes at least thirty different varieties of three-player chess, 
differing in numerous ways as regards board~ign, arrangement 
of pieces, and rules governing checkmate. There seem to be two 
basic types of three-player chess: (i) games in which a player can 
only be checkmated by one of the other players, and (ii) games in 
which one player caD be checkmated by the combined forces of 
the two other players. I fmd it difficult to see how type I works in 
practice. Presumably there are in effect three games going on on 
the one board: XvY, YvZ and ZvX. To reduce three-fold contact 
of the forces some variants of this type have a hole in the centre of 
the board, making it a type of 'round' chess. But what happens if 
X's king is in the forefront of his attack on Y? How can Z attack X 
without at the same time interfering in the attack on Y? Hexanova 
is of type (ii). 

The other way that the games differ is in what happens to the 
checkmated player's pieces. Some possibilities are: (i) The game 
ends, the checkmated player loses (scoring 0) and the others win 
(scoring I each), or share points between them according to their 
involvement in the checkmate. (ii) Play continues, the 
checkmating player (where one can be identified) taking over the 
checkmated player's pieces. (iii) Play continues but the 
checkmated player's pieces take no further part in the game, being 
either (a) removed from the board or (b) left on the board subject 
to capture or (c) left on the board as obstacles or (d) left on the 
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board ill suspended animation, re-entering the game if released 
from checkmate. This list does not exhaust all the possibilities. 

Tli-Cbess 
I recently obtained a 'Tri-Chess' set, the three-banded hexagonal 

chess designed by Anthony Patton (1975), and I was interested to 
see his different solutions to some of the design problems. He 
uses a 9-size hexagon board, with the de Vasa back row, and has 
a single row of 10 pawns in front. To prevent the queen and 
bishops immediately invading the centre of the board there is a 
most important rule (not mentioned in the Oxford Companion to 
Chess nor in the Encyclopedia of Chess Variants) that bishop or 
queen moves that pass between two occupied adjacent hexagons 
are prohibited. The pawns move one step directly forward, as in 
Hexanova, but capture by two steps forward to right or left (rook 
moves). This capture power has the effect of allowing pawns to 
guard each other in 'diagonal' chains. However, it means that the 
pawns only have access to alternate flles and alternate ranks. The 
pawns are given a special single-step rook: move to enable them to 
reach the promotion rank. 

Neutral pieces 
In Hexanova an entirely new continuation is proposed. The 

checkmated player's pieces remain on the board but become 
Neutral pieces (following most of the rules for neutrals introduced 
by T.R.Dawson in 1912). Neutral pieces can be moved by either 
player, and can be used to capture opposing pieces or other 
neutrals. Neutral pawns promote to neutral pieces, however 
(unlike Dawson's neutrals) they continue to move in the direction 
appropriate for their colour. In this scheme the pieces retain their 
individual characteristics and do not become mere dummies or 
obstacles. The king is also retained and affects play since it may 
not be placed in check; the checking move, or moves, of the 
checkmate must be retracted before play continues. An optional 
rule that can be applied is that a player may not reverse a move of 
a neutral piece on the immediately following move. 

TRANSPORTER CHESS 
By Jens Nielsen 

Guided by the experience of our first 
game together, (see VC1.3), both players 
tried to get the Transporter undcI" a pawn 
placed in the centre, early in the game. 

J.B.Nielsen v Torben Osted 
Played in the summer/autumn 1994 by 
post. 
1.(d2) cS 2.e4 (e7) 3.f4 e6(e6) 4.c4 d5 
5.e3(e3) Nf6 6.e5 Nfd7 7.NfJ Nb6 S.Nd 
Nc6 9.c:d5 e:dS(d5) 10.BbS Bd7 11.0-0 
Be7 (Black has got his Transporter well 
placed in the centre. White has got a little 
more space and development. and tries to 
direct the play to the kingside.) 12.e4(e4)! 
d:e4 (1 2 .... d-c4(c4)?! J3.B:c4! N:c4 
14.d5(d5) N:c3(c3)?! 15.b:c3 
(15 .... Nb8?16.d6(d6)) 13.N:e4 0-0 
(J3 .... N:e5? 14.N:e5 B:b5 15.Qb3!) 
14.B:c6 B:c6 IS.Nf3(f3) (cS) (Black has 
used a tempo to get the Transporter under 
a pawn. but it never gets to the kingside in 
time.) 16.N:e7+ Q:e7 17.5 d5(dS) 
(17 ... .j6 is interesting to analyse.) lS.Qel 
(18.j6(f6) Qc5+ is also interesting .. .) 
18 .... d:eS(eS) 19.N:eS f6 20.N:c6 Qc5+ 
(20 .... Q:e1 21.R:e1 b:c6 22.e6(e6) (f6) 
23.d6(d6) and White's Transporter is 

strong.) 21.Be3 Q:c6 22.Rac1 QbS 
(22 .... Qd7 defending the kingside is met 
by 23.B:b6 a:M 24.e6(e6) Qd4+ 25.Q/2 
Q:f2+ 26.R:f2 (f6) 27.d7(d7) followed by 
28.Rfc2 and 29.c8(c8) = Q (Bd: or 
29.Rc8.)) 

23.Qg3! (l'hreatening to capture onf6: 
a) 23 .... Q:b2 24.R/2 and the Queen 
cannot cover f6. 
b) 23 .... Nd5 24.Bc5 Rfc8 (24 .... Rj7 
25.e6(e6)) 25f.f6(f6). 
c) 23 .... Nd724.e6(e6) (f6) 25.e:d7(d7) 
Q:d7. and Black has given up a piece for 
a pawn to activate his Transporter and 
deactivate White's Transporter. 
d) 23 .... Rac8 24f.f6(f6) Qd7 25.B:M 
R:cJ 26.R·cJ a:M 27.f:g7(g7)+ Q:g7 
28.Q:g7+ K:g7 29.Rc7+) 
23 .... KhS (At first 1 had planned 24.Rc7 
Rg8? 25f.f6(f6) g.f6 26.R:h7+! K:h7 
27.Qh4+ Kg7 28.R:f6#. but Black simply 
plays 24 .... (f6) 25f.f6(f6) g:f6. Black's 
Transporter is too strong (26.Qh4 g6(g6) 
27.&14+ Kg8 and how does White 
continue?)) 24.Qh4 (With the threats 
25.g6(g6) and 25f.f6(f6). If: 
a) 24 .... Kg8 25f.f6(f6) g:f6 26.Rf6 
b) 24 .... Qd5 25.g6(g6) Qg8 26.Rf5 116 
27.B:h6 

c) 24 .... Qd3 25.Bc5 (1f 25.Bd4. Nd5 (Bd: 
although 26.e6(e6) looks interesting.)) 
with the threats 26.B:j8 and Rc3-Rh3. 
d) 24 .... (f6) 25f:fo(f6) g.f6 26.R:f6) 
24 •••• Qe8 2S.Bc5? (Better is 25.&14 Nd5 
26.Rfll Qf1 27.e6(e6).) 25. •.• (f6) (fhe 
Rook cannot move (Bd: 25 ... .Rf1. 
26.g6(g6).) l6.B:f8 Qe3+ 27.Khl R:f8 
28.g6(g6) h6 29.Rcel Qd2 30.Rdl Qc2 
(30 .... Qe3 31.g:fo(f6)) 31.g:h6(b6) g:h6 
32.Q:b6+ Kg8 33.b3 (White is in "0 
hurry.) 33 •••• 15(15) 34.b4 (Reaching for 
the Transporter at h6 and giving the King 
SOlM air.) Qc7 35.Rd6 Qe7 (preventing 
36.Rg6+ f:g6(g6) 37.R:f8#. To 35 .... Nd7 
Black had found 36.Qd2! White had 
calculated (35 .... Nd7) 36.Rf3 Ne5 
37.Rg3+ 
a) 37 .... Ng4 38.R:g4+ f:g4(g4) 39.Rg6+ 
Kf140.Rg7+ 
b) 37 .... g4(g4) 38.R:g4+ N:g4 39.Rg6+ 
Kfl 40.Qg7+ (40.Rg7+ Ke8 41.R:c7? 
Rfl#) 40 .... Ke8 41.Re6+) 
36.Rfl Qe5 37.Rg6+ Kf7 38.(g6)+ Ke7 
39.Re3? (White will win the Black Queen. 
but forgets the Transporter! 39. Q:j8 + ! 
K:j8 40.Rf:f5+ was nice and easy.) 
39 ...• e3(e3) 40.Qg7+ Resigns. 
(a) 40 .... Ke8 41.Q:e5+ e:e5(e5) 42.R:e5+ 
Kd8 43.Rd6(d6)+ or. 
b) 40 .... Q:g7 41.R:g7(g7)+ Kd6 (41 .... Rfl 
or 41 .... Ke8 loses a Rook by 42.R:e4+) 
42.R:e4 - or even 42.R:f8(f8) exe3(e3) 
43·Rfl(f1) 

• 
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FfMCHESS 
By Gianluca Vecchi 

This game I have developed is a 
variation on the theme of the 
transportation of units after a nonnal 
move, a system used in various fonns in 
other chess variants like Transportation 
Chess, Teleportation Chess, Follower 
Chess, etc.. Originally I called my game 
Appearing Chess, but Phil Cohen of 
NOST did not find it very appropriate and 
suggested Follow-The-Leader Chess; I 
liked the idea and (changing it slightly) I 
have chosen Follow-The-Mover, or FTM 
Chess for short. 

The basic idea is simple: after making 
an orthodox move a player may transport 
any friendly unit, except the King and the 
moved unit, to the square vacated by the 
moved unit. Here are the rules: 

1. The rules of orthodox Chess apply, in 
addition to the following. The word 'Unit' 
refers to both Pieces and Pawns. The word 
'Piece' refers to all Units except Pawns. 
2. After making an orthodox move the 
player may transport any fiiendly Unit, 
except the King and the moved Unit, to 
the square vacated by the moved Unit. 
3. The transportation is optional. 
4. Moving into self-check is forbidden, 
even if removed by a transportation. A 
check must be parried with an orthodox 
move, and then the player can transport a 
Unit. 
S. Both the moved Unit and the 
transported Unit may give check. 
6. The King cannot castle with a 
transported Rook. After castling only one 
Unit may be transported, to the square 
vacated by the King or to that vacated by 
the Rook. Castling is considered a double 
move made by both King and Rook, thus 
after it the moved Rook cannot be 
transported. 
7. A Pawn cannot be transported to its 
promotion rank, but may be transported to 
its first rank. When on its first rank a 
Pawn may move one square or capture, in 
its normal fashion. On its second rank a 
Pawn always has the double step option. 
8. The en passant capture is not allowed. 
NOTATION: the transportation move 
follows, between parentheses, the 
orthodox move. For example, if after 
l.Nglf3 the player transports the Bishop 
placed on the square cl the notation is: 
l.Nglf3(Bclgl). 

I invented FTM Chess in 1994 and 
started to play some postal games. The 
first were finished just a short time ago. 

VARIANT CHESS 

Therefore, I cannot say anything defmitive 
about strategy and tactics: however I can 
summarise some features I have noticed. 

First of all, the Knights seem to have 
greater importance than in orthodox Chess 
and many other variants: this is because of 
their non-linear move which allows (in 
addition to the transportations) dangerous 
multiple attacks to the opposing King and 
its adjacent squares. In doing this it is 
very important to preserve both Knights 
from capture, because a Knight alone has 
a very limited power. When a unit moves 
to another square, it can be protected 
using a transported unit as defender, only 
by an unit with the same range and 
capturing power: so a Knight attacking by 
moving to a square adjacent to the 
opposing King, can defend itself by 
transportation only by the other Knight. 
(Of course, I am citing the case of a player 
who wants to attack with Knights). 

Another interesting thing we can see is 
in the exchange of pieces with the 
opponent. I think that in FfM it is better 
for a player to keep his units rather than 
exchange them in equivalent captures: this 
is because in FfM there are 
transportations, and when attacking it is 
better for a player to have many units to 
support the attack. So, instead of 
simplifYing a position. it is better even 
more than in orthodox Chess not to 
capture. On the other band sacrifices can 
be very useful: the opponent could be 
'dazzled' by the possibility. of capturing a 
major piece, not seeing the possible 
mating combination of your minor pieces. 

The last thing I want to point out is the 
importance of baving the initiative. With 
transportations an error can be very 
difficult to correct; allowing your 
opponent to take possession of a weak (or 
undefended) square next to your King 
could signify an almost certain checkmate. 

Of course, these are initial rough 
impressions after seeing the ftrst finished 
games: only playing many games will 
show if they are correct or not I do not 
even know if FfM Chess will appeal, so I 
do not know if there will be many games 
played .... ! Anyway, joking aside, here are 
some ftnished games where we can fmd 
some of the principles mentioned above: 
the play is not the best, but all the same 
they are good examples. 

W.A.BrintoD - G.Vecchi (postal game.) 

This game is interesting because it 
contains all the principles I mentioned in 
the presentation: tlle importance of the 
initiative, the power of two well-placed 
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Knights, the 'dazzling' in grabbing a major 
piece. 

l.Nblc3 NgSf6 
2.NglfJ Nf6g4(Qd8f6) (White loses the 
initiative along the 'f file.) 
3.NfJd4(RalfJ) (White loses a Knightfor 
nothing. To keep it, he should play 
3.Nj3gl(Ralj3); bllt in any event White 
has the problem to defendfl against Ng4, 
although with his Knight on gl the 
situation is better.} 
3 .... Qf6:d4(Ra8f6) 
4.e2e3 Qd4c5(b7d4) 
5.RfJ:f6(Bclf3) (A risky move.) 

5 .... Ng4:fl(Nb8g4) 
6.Rf6f5(Nc3f6+) e7:f6(Bf8e7) 
7.Rf5:c5(Qdlf5) (Now my Knights can 
attack.) 
7 .... Nfld3+(Bc8fl+) 
8.Kele2(Bflel) Ndlc1+(Be7d3+) 
White resigns. 

After 9.Ke2dl(any) Nclb3(RhScl+)f#. 

I leave this question as an exercise for 
interested readers - on the eighth turn if 
White plays 8.Keldl( ... ) what happens? 
Has White some chances, or after Black's 
seventh move does White lose in any 

event? 

G. Vecchi - W.A.Brinton (postal game.) 

In this game the theme is the wrong 
protection of a square; and of the King. 
I.Nglf3 NgSf6 (As in the previous game, 
my opponent loses the initiative along the 
'f file by moving this Knight. A better 
defence is I .... flf6(. .. ), since the black 
Pawn protects e5 and g5 from the attack 
of the Knight, and attacks along the 'f file 
would be stopped at f6.} 
2.Nf3d4(Qdlf3) e7e6 
3.Nd4bS(Bcld4) (Frankly, I do not 
remember why I played on this side of the 
board instead of attacking on the other. 
However there is a threat to the black 
King and Rook.) 
3 .... Nb8a6(Bc8b8) (There is no reason to 
move the Bishop here: c7 has a double 
defence and b 7 is now IIndefended.) 
4.Qf3:b7(BflfJ) Na6c5(BfSa6) 
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S.Qb7:a8 0-0 (Black tries to defend his 
King by castling. but does not see tile 
danger of the white Rook on hl.) 
6.Bd4:f6(h2d4) Nc5d3+(f7c5) (probably 
a useless move for Black) 
7.c2:d3(Bf6c2) Ba6:bS(QdSa6) (Black 
continues to ignore tile tllreat to his King) 

S.Rbl:h7(QaShl) Resigns. 

Exercises: is there an exit for the black 
King after White's eighth move? And after 
White's sixth move? Also, perhaps 
someone has noticed that White's second 
move is probably bad. What happens if 
Black had played 2 .... NtOg4(RaSf6), for 
example, or another similar move? 

G. Vccchi - A.Kustrin (played postally) 
Again the Ns are decisive. 

l.NgIO NgSf6 
2Nf3g5(QdlO) Nf6gS(RaSf6) 
3.Qf3:f6(RalO) (I offir my Queen up for 
sacrifice. hoping that my opponent will 
not give due attention to my Knight. Black 
must choose between capturing the Queen 
or reinforcing the defence of f1 by. for 
emmple. 3 .... Ng8h6(a7g8).) 
3.... g7:f6(h7g7) (The transportation of 
the Pawn is almost useless - f1 is 
undtifended.) 
4.Ng5:f7(Nblg5) f6:g5(a7f6) (Black does 
not see the threat) 
S.Nf7: hS(Bcl fT)# 

Exercise: after White's fourth move is 
there an exit for the black King? And if 
Black plays 3.... NgSh6(a7gS) what 
happens? 

As I said before, the play is not the best: 
the game is new and both Black and 
White made errors due to inexperience. 
And perhaps some readers will frod some 
of my analysis wrong (I hope not, of 
course ... ). But anyway, 1 hope that these 
examples have shown well enough the 
basic principles of FIM Chess, and that 
some readers will be interested! 

See also page 167 (foot of column 2) 

• 
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XIANGQI 

CHINESE CHESS UK 
CHAMPIONSIDP 1995 

The above event, the Shanghai Cup. 
took place in the newly opened Shanghai 
Restaurant on Hastings seafront at White 
Rock on Sunday 6th August. Ten players 
took part. The field included most of the 
strongest Chinese Chess players in the 
country, Robert Aw and Patrick Donovan 
being notable absentees. 

As usual in these tournaments it was a 
most hard-fought contest producing much 
fighting play. The winner was Wang 
Shunqi with the clear score of 5 wins 
from 5 games. On the way he beat all his 
main rivals including the European 
Champion CKLai, and last year's winner, 
Guo Shulong. His play was of a high 
standard, and he was a most worthy 
winner of the Championship. Following 
his 4th position in the 1994 Championship 
last Decem~, in the spring this year he 
won the strong tournament at Willesden, 
again with a 1000/0 score. 

For a Chinese person Wang Shunqi is a 
large man. He lives in Southend and is the 
managing director of a joint UKlChinese 
Pharmaceutical Company (Donglun Ltd.) 
based in Benfleet, which exports widely 
to Europe and worldwide. He is 50 years 
old (although looks younger) and 
originally came from Shenyang in the 'cold 
North-East' of China. C.K.Lai, editor of 
the Chinese Chess Newsletter, has dubbed 
him the Tiger of the North East -
presumably comparing him with the great 
Wang Jialiang (!), who, according to 
David Woo, was the greatest player never 
to have won the Chinese Championship 
title (the Paul Keres ofXiang Qi). 

Second place was taken by Chen Fazuo 
of Hastings (proprietor of the Shanghai 
restaurant). He played well winning 4 
games, losing only to the winner. Third 
was Liu Si Hinh (who so narrowly failed 
to win last year's contest) with 3 points. 
Last year's popular winner, Quo Shulong, 
was in disappointing form. She also 
scored 3 points, but she was never in 
contention for the title following an 
exciting round 2 loss against Wang 
Shunqi when she lost on time. Two of her 
three wins were against bottom markers. 

The full scores were: Wang Shunqi 5; 
Chen Fouo 4; Liu Si IDnb, Guo 
Shulong 3; C.KLai, Da\id Young 2112; 
Chris Hann 2; Kwok Wai Leung I 112; 
Peter Wood I; Chung Wen Sung 112. 

It was a most entertaining and enjoyable 
event, ably controlled by the ever lively 

page 161 

C.K.Lai. concluding with a most friendly 
and animated banquet. As may be 
expected the background noise levels' 
facing Hastings seafront were a bit higher 
than at last year's Championship which 
took place in a Buddhist temple, but none 
of the players seemed to mind. A 
Shanghai Cup tournament will become an 
annual event in Hastings. 

Con Power, who was the main organiser 
of the Hastings Chess Centenary events in 
the town. attended the event and was 
much impressed, stating that he hoped to 
provide Chinese Chess as an evening 
event at Hastings chess congresses. 

4th WORLD XIANGQI 
CHAMPIONSlDPS 

These took place in September in 
Singapore. 66 players took part in the 
men's event, which was a 9 round Swiss. 
The winner was Lu Qin (China) with S 
pis, followed by Wu Gui Lin (faipei) 
and Tao Han Ming (China) 7 112 pts. 
The scores of the UK. competitors were: 
David Young 4112 pts, Liu Si IDnh and 
Kwok Wai Leung 3 pts. 

David Young (originally from Thailand) 
took third prize in the non-Chinese 
division. This was a very fme 
achievement. The top two places were 
filled by Vietnamese players. C.K.Lai 
writes: 'David Young played well and with 
a steady hand; his 3rrJ place is merited 
and is of great imporlance to the game's 
development for Europe. He and Hans 
J.Siewerl (Gennany). who was placed 4th. 
were the only players from Europe to win 
a trophy.' Here is the last round win that 
secured the trophy. 

David Young - S.Kazuharu (Japan) 
l.Cbe3 Nc8 2Nd RbO 3.Rbl c6 4.RbS 
NgS S.Ng3 caS 6.R:bO N:bO 7.Ri2 NeS 
S.Rfl g6 9.e5 Bge8 IO.e6 e:e6 1l.Nge4 
Gfe9 12C:e6 Nee7 13.Ch7 a6 14.g5 CiS 
IS.Cf7 g:gS 16.N:g5 RID 17.C:a6 NdS 
IS.Nce4 C:a4 19.Nd6 Ca:i4 20.CaO Ci6 
21.Rh2 Ch6 22Rdl Ndf6 2l.Nc8 Cg6 
24.Ce7 C:gl+ 2S.Ke2 Ne4 26.N:e4 Rf7 
27.C:cO+ B:cO 28.NgS Re7+ 29.N:e7 
N:e7 3O.Rd7 Ce8+ 31.Bel Ng6+ 32.Bcl 
Ne5+ 33.Re7 Resigns (1-0) 

The women's event was a 7 round Swiss 
with 12 competitors. The winner was 
Huang Yu Ying (Canada) with 6 112 
pt!, followed by Hu Ming (China) with 
5 112 and Liu Bi Jun (Australia) and 
Teo Sim Hua (Singapore) with 4 112. 

As I suspected would happen, several 
federations made objections to the use of 
3-D pieces, so traditional Chinese pieces 
were used in the Championships. 
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PROTOCHESS IN THE ORIENT 
By Dr.K.Beauchamp 

1. Introduction 

Identification and location in time of the earliest game of 
chess has been (and is) the subject of considerable research 
and not a little speculation in recent times. Indeed a main 
interest of the Konigstein Initiative Group lies in seeking 
an answer to this problem. The first identifiable game has 
been referred to as Protochess, defined as the first board 
game which can be recognised as containing the main 
elements of the simulated war-game which we know today 
as Chess·. The number of pieces may differ from the 
modem game, as may the names and moves of the pieces, 
but essentially the game is seen as containing the basic idea 
of conflict between 2 (or more) players each controlling a 
set of pieces, having a limited number of characteristic 
moves over a squared flat surface. One piece in each 
player's set of pieces is designated as a principle piece (viz. 
the King) and the object of the game, as in real war 
conflict, is to cause the capture or surrender of this piece to 
the opposing player which action ends the game. 

2. Variants 

For many reasons we can take the geographic location of 
the earliest form of chess as northern India, although 
considerable speculation remains as to the date of this 
occurrence (Fig. I). From this initial Protochess a great 
number of variants distributed among many countries, have 
been derived. 
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From its origins in northern India, variants of chess 
spread not only westwards to Persia, Arabia and eventually 
to Europe and the Americas, but also north to Tibet, 
Central Asia, Mongolia and east to Myanmar, South-east 
Asia and countries of the Far East. In all these locations it 

is a two-handed form of Chaturanga (protochess) that has 
survived, albeit in amended form. There is no evidence of a 
four-handed game of Chaturanga, using dice, played since 
very early times in India, having migrated outside the 
country, whilst even in India, it never became dominant. It 
is therefore safe to conclude that it was the two-handed 
form of chess which became known abroad, carried by 
itinerant traders, conquerors and priests. 

Two-handed Chaturanga, which we will refer to as 
Indian Protochess, forms the basis of all the varieties of 
chess games played subsequently in various parts of the 
world. The board was unchequered and contained 8x8 
squares. Sixteen pieces were available to each of the two 
players and it is likely that they were coloured Red and 
Black for the two sides. The disposition of the pieces is as 
shown below (Fig. 2). 
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There is now sufficient evidence to determine the 
migration paths for Protochess with some precision. 

Variants originating from locations to the West of India 
are clearly related quite closely to Indian Protochess both in 
the figurative fonn of the pieces and the moves and rules of 
play; examples are Persian, Arabic, African, European and 
modem International Chess. But when we come to consider 
variants found East of India we need to consider the 
migration routes fairly carefully. These are shown in Fig. 3 . 
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Figure 3 
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The lower routes out of India by land via Myanmar 
(Bunna) and sea to Sumatra. Malaysia, Indonesia and the 
extended island chain reaching as far as the Philippines, 
produce variants which can be recognised through the 
figurative shape of the pieces and mode of play as local 
variants of Indian protochess. albeit in some cases with 
quite major changes in the rules of the game (e.g. in the 
case of Burmese chess). Also when we consider the direct 
routes out of India to Tibet and Mongolia we do not find 
their versions of the game very markedly different from 
Indian protochess. It is when we look at the games derived 
from trade along the Silk Road out of India to Samarkand, 
Xian in China and beyond, that we begin to encounter 
striking differences in the game in the form of the pieces, 
the playing board, number, rules and movement of the 
pieces, although their links with the earlier Indian 
protochess can clearly be seen. 

These changes to new forms of the game appear to centre 
around two vel)' early forms of the game which we can 
recognise as Protochess forms, namely Chinese Protochess 
and Japanese Protochess which have acted as nuclei for 
further variants found in China, Vietnam, Korea and 
Japan. Subsequently the Chinese and Japanese versions 
have been modified further to became modem Chinese 
Xiang Qi and Japanese Shogi, both of which have a large 
following throughout the East. 

4. Chinese Protochess 

Thomas Hyde in his 1694 AD Latin text. Mandragorias 
seu historia Shahilud;;2, was of the opinion that the 
Chinese took no more than, ' .... 0 rough general scheme 
from them, (the Indians), rather than an exact copy of it. 
For having first received a general idea 0/ the game they 
have adopted its details to their own temperament. 
matching and suiting them to their own society and 
working out a new system according to the pattern o/their 
government'. 

Whether the game was received by the Chinese and 
subsequently modified or whether only the bare outline of 
the game was carried into China, as Hyde suggests. there is 
no doubt that the game became subject to many changes 
following its arrival in China so that, by the time of the 
Sung Dynasty (960-1279 AD), when we first learn details 
of the game, it had acquired distinct Chinese 
characteristics. TIlere is some evidence from archaeological 
discoveries in both China and Korea that a Chinese version 
of the game, played soon after detailed knowledge of chess 
reached China, contained a number of differences from 
present-4ay Chinese chess, a game which has remained 
essentially unchanged for over 800 years. 

When the game of chess reached China, it was introduced 
into a society already vel)' familiar with playing Wei~h'i 
(Go) (a board game played with a number of flat countecsl). 
This modified the way the new game of chess was 
introduced in two important ways. 

The first of these is that the pieces used for chess ceased 
to conform to carved designs. either figurative or abstract, 
and instead became flat pieces with the name of the piece 
engraved on the upper surface as an ideograph or 
hieroglyphic. Presumably this was easier to arrange, using 
converted Wei-ch'i pieces. in a society used to writing with 
a brush, since it could be carried out with a few rapid brush 
strokes on the upper surface of the piece. 

Chinese Protochess could well have taken the form of a 
game, not vel)' dissimilar to the initial Indian Protochess, 
with the game still played on the squares. but with the 
pieces taking the form of converted Wei-ch'i discs and 
identified by having the name of the piece described by 
means of an ideograph drawn on its upper surface. In this 
initial game the 'River' - an additional set of squares across 
the centre of the board - would be absent Also the pieces 
would not have included the Cannon - another later 
development Thus Chinese Protochess may have taken the 
form of the variation shown in Fig. 4 making its first 
appearance in China and Korea in the 8th or 9th centutY. 
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The second change, which would have been applied 
much later. gave rise to a further variant of the Chinese 
game in which the play took place on the points, rather 
than on the sqUares. 

The first recorded description of the Chinese game is that 
contained in the Huan Kwai Lu or Book 0/ Marvels, a 
collection of anecdotes attributed to Niu Sheng-ju, who was 
a government minister in 847 AD4. Chinese chess became 
widely played in its modem form from the Sung dynasty 
(960-1279 AD) onwards. when substantial references to the 
game began to be made'. This is supported by recent 
archaeological excavations which took place in 1973 in the 
port of Quan Zhou on the south coast of China. There a 
ship. dated as being from the 13th century. was raised and 
found to contain, amongst the artefacts discovered, coins 
and a number of Xiang Qi red and blue pieces of the 
familiar modem design. The location of this find also 
indicated that the game was played by the ship's crew and 
not confined to aristocracy as was the case with many of the 
early oriental gam~. The pieces are now displayed in the 
museum in Quan Zhou. 
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This book, Huan Kwai Lu, was used by Himly7 to 
reconstruct the board and positions of the pieces used (see 
Fig. 5). 

Fq:ure 5 (Diagramfrom ECV). 

These included a single Counsellor piece (instead of two 
as in the later game), six Footsoldiers instead of five, and 
the General placed in Rank 2 instead of 1 and in the 
position now found in modem Korean chess. The game was 
played on a board of lOxlO squares giving 121 points on 
which to play the game, and without the River, a familiar 
feature of modem Chinese chess. Some of the pieces had 
different moves also; the Chariot (Rook) could move and 
capture in the forward direction only and the Horse 'could 
move aslant three lines'. which is probably the identical 
move to the extended Horse move that remains in 
present-day Korean chess. 

A new piece was added to the Chinese game, probably in 
the 10th century, and took the form and characteristics of a 
ballistic device or Cannon. 

The Cannon has no equivalent in the Indian game 
Chaturanga. It exercises a power to leap over another piece 
on the board in quite a different way to the 
Knight-equivalent in other games. If a single piece. either 
red or black (called the Shield in this connection), lies in 
the path of the Cannon and a second piece of the 
opponent's set lies on the further side of the Shield, then the 
Cannon can take the place of this second piece and remove 
it from the board This is very much like the trajectory of a 
cannon, where a projectile can be propelled over some of 
the contestants to land in an enemy position. Indeed so 
much has this alliteration become part of the Chinese game 
that the pieces are known locally as 'rocket boyst8. 

The addition of this piece to the Chinese game is 
puzzling since the use of gunpowder for military purposes 
dates only from the 11th or 12th century. This appears to 
contradict the evidence contained in the 9th century book of 
Huan Kwai Lu, quoted earlier, unless the name of the piece 
was changed after the invention of the cannon. If this was 
the case, the question arises as to what the piece was known 
by in the earlier period Bidev provides us with an answer 
when he asserts that the original piece carried an ideograph 
for Shib, meaning 'stone', and that this refers to a 
stone-throwing chariot known to have been used in early 
Chinese warfare. Only later was the stone-throwing chariot 

replaced by the Pao or bomb-firing cannon in modern 
Chinese chess9

• 

In these old versions considerable variation is found in 
placing of the two Cannons, pieces new to the game, either 
in the four corners of the 10x 10 board, second place along 
the first rank, or in an intermediate positionS. 

It is interesting to note that some of these early versions 
of the Chinese game contain features which still form part 
of the Korean and Japanese games and which are no longer 
to be found in the modem version of Chinese chess, Xiang 
Qi. This seems to indicate that both Korea and Japan 
acquired their games from a much older version of Chinese 
chess, without the benefit of hundreds of years of 
experience in the development of the latter game. For 
example, the propagation of an early form of Chinese 
Protochess could explain. how the modern Japanese Shogi 
came to be played on the squares and not on the line 
intersections as in modem Xiang Qi shown in Fig. 6 below. 
This is supported by evidence that the Japanese originally 
obtained the game of chess not from China, but from 
Korea, where the oldest version of Chinese Protochess was 
known to exist. 

Figure 6 

5. Korean Chess 
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Chess reached Korea from China quite early in about the 
7th or 8th century. It is likely that Korean chess stems from 
an earlier form of Chinese chess, before the latter reached 
the version that is played uniformly in China today. As a 
consequence it is less developed and retains many of the 
characteristics of an early Chinese game. There is little 
information on any prior versions of chess in Korea and it 
is probable that the game has remained relatively 
unchanged from the version initially introduced from 
China. 

The Korean game is known as Chang Gi or 'General's 
game' (&1: Peter BJommers has disputed this) and is also 
played on the intersections or points on the board The 
board carries similar markings to those found on the board 
for Chinese chess. However the River is absent from the 
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board being replaced by an additional row of rectangles, 
which have no particular significance in playing the game. 

The pieces are flat textual pieces as with Chinese chess 
but are octagonal in shape. Their initial placement is the 
same as in Chinese chess, except for the Koung (King), 
which is placed on e2,e9 rather than el,elO, i.e. displaced 
forward by one point There is a choice of position for the 
Syang (Bishop) and Ma (Knight), whereby either player 
may, at the commencement of the game (but not 
afterwards) interchange these pieces, providing that there is 
a Syang and a Ma on each wing. 

6. Japanese Protochess 

There appears to be a consensus by chess historians 
writing about the history of chess in Japan, that the game 
originally came from China, either directly or more 
probably by way of Korea, sometime in the 10th century 
AD or perhaps a little later10 

11 12. The route by which the 
game is considered to have entered Japan is unexceptional 
since this is the route by which the Japanese obtained their 
civilisation, i.e. from Korea, as well as their major religion, 
Buddhism, and the adoption of ideographic writing in 
about 400 AD1l. A minority following by Japanese 
historians suggests a more direct route for the game via 
Myanmar and probably southern China, basing this on 
similarities in the moves of certain pieces (e.g. the Sin in 
Myanmar, the Khon in Thailand and the Gin-sho piece in 
Japan) (Editor: See the article The Origin of Japanese 
Chess by Koichi Masukawa, page lOO in VCI5.) but this 
seems a very tenuous conclusion. Support for the Korean 
route has been forthcoming in the recent discovery of a 
single footsoldier piece, dating about HOO AD, during 
excavations in Sakada city in northern Japan. This piece 
shows on its upper surface the single ideograph of a 
footsoldier as seen in the Chinese or Korean textual piece. 
It is known that the revision of many nouns in the Japanese 
script to show a binomial ideograph occurred in the 8th 
century and that this included many of the terms used in 
Japanese chess. It is likely then, that this piece stems from 
an earlier game, probably shortly after chess reached Japan 
from Korea and before the conversion to the binomial 
representation became widespread in Japan. 

Other old Japanese chess pieces have been discovered in 
various parts of Japan, but none earlier than the late 1090s 
AD14 (Ed: For fresh information see the Masukawa article.) 
This probable date for the beginnings of chess in Japan is 
supported by reference to Japanese chess in several diaries 
of the period, notably the Shin-sarugaku-ki of Fujuwara no 
Alcahari (1058-65) and others. 

Exactly how the game was introduced into Japan is not 
known. Himly states that the game was introduced from 
China by Kobodaishi, who lived about 820 ADIS, but little 
evidence is available to confirm (or deny) this assertion. 
Since the Japanese operated a somewhat closed community 
under a series of omnipotent rulers until comparatively 

recent times, it is less likely to be the result of trading 
interchanges. A reasonable supposition is that the game 
was introduced from Korea or China in the wake of the 
Buddhist cultural expansion, known to have occurred 
earlier in many oriental countries to the west (e.g .. India, 
Thailand, Myanmar, Malaysia etc.). This would, 
incidentally, account for the proliferation of new pieces in 
the larger variants of the Japanese game taking the role of 
animals, rather than continuing the war-like status by 
adding extra warriors to the game. 

The early forms of Japanese chess provided considerable 
variety in the number of pieces used, some of which were 
new to the game, and to the size of the board, changes 
which were probably introduced by Japanese courtiers in an 
attempt to enliven the simpler nature of the Chinese game. 

It is difficult to designate a particular version of early 
Japanese chess as the first protochess form since several 
versions of the game appear to have entered the country 
from Korea at much the same time. The most likely 
candidate was that played on a board of 9x9 squares and 
with the pieces limited to 18 for each sidel6

, although 
several other versions using larger boards (Japanese 'Great 
Chess'), were also introduced or devised early in the 
country. The pieces themselves are flat textual pieces but of 
a hexagonal (coffin) shape. It is reasonable to assume that 
half of these 18 pieces would be footsoldiers and probably 
arranged, like the early version of Chinese Protochess, 
straight across the board on the second rank. The nine 
major pieces may be compared with those found in one 
early version of Chinese Protochess in which the pieces are 
placed on the squares and not on the points. They are 
placed on the first rank in the following order:
Cannon-Chariot-Horse-Elephant-Mandarin-General-Mand 
arin-Elephant-Horse-Chariot-Cannon. 

If we make the assumption that the Cannon was added 
later to the Chinese Protochess, then the positions of the 
major pieces are identical to rank one in the modem game 
of Shogi. The symbols for several of the pieces are the 
same, ignoring the adjectival upper symbol in the Japanese 
ideograph, so that the Chariot, Horse and General are 
identical to the Fragrant/Flying Chariot, Honourable Horse 
and Jewelled General in the Japanese game. The 
positioning of the remaining pieces allows us to equate the 
Mandarin with the Gold General in Shogi, and the 
Elephant with the Silver General. When we compare moves 
for the equivalent pieces in the two games this is only 
possible with the pieces found in the modem games of 
Chinese Xiang Qi and Japanese Shogi, since there is a 
dearth of very early historical material describing moves for 
the pieces. However even with this limited comparison the 
agreements are striking and fully support the view that 
early Japanese Protochess must have appeared much as 
shown in Fig. 7 and was a clear development from the 
initial Chinese Protochess arriving by way of Korea in the 
9th or 10th century. 
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Major changes since then were. first, the addition of two 
new pieces, Hisha and Kaku-ko (Editor: Peter Blommers 
considers Kaku-Gyo a more con-ect translation), directly 
equivalent to the Rook and Bishop in the modem game. 

These are wide-ranging pieces, which we know from 
experience in studying the historical development of chess 
in other countries, and were generally added to the game at 
a late. stage, probably in an attempt to speed up the action 
from the pedestrian level of single-square moving pieces 
found in the early protochess games. In order to make room 
for these pieces on the board they were allocated to the 
second rank and the footsoldiers placed in the third rank, as 
we see in the modem game of Shogi (Fig. 8). 
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The second major change was, of course, the ability to 
retain captured pieces and incorporate them in the player's 
team. This change is attributed to Emperor Go-Nara (Ed: 
this is disputed by Peter B/ommers) (1536-1557 AD), who 
introduced other ideas in the playing of the revised game, 
leading to modem Shogi. 

7. Summary 

We can summarise the links between these three 
Protochess forms. These involve early changes of shape for 
the pieces following their arrival in the country, with 
subsequent alterations in number of pieces, position on the 
board and moves leading to the development of modem 
forms of the game for China, Japan and the International 
community. The progression from Indian Protochess, 
through Chinese Protochess to Japanese Protochess, with 

side developments towards the modem 8ames is fairly 
clear. What remains to be determined more closely are the 
dates upon which these various changes took place. We can 
look towards archaeological excavations in the east, 
particularly in Japanl7, together with litenuy discoveries. In 
the case of China and Korea, perhaps we may find a guide 
in art and calligraphy to determine when ideograph 
representation took the place of figurative representation in 
the transfer of the Indian protochess pieces and knowledge 
to eastern locations. There is much research to be done. 
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REVIEWS 
By David Pritchard 

CHESS DETECTIVE: KRIEGSPIEL 
STRATEGIES, ENDGAMES AND 

PROBLEMS 
by David H.Li 

This book, reviewed briefly in VCl7 is 
a companion volwne to the auth~r's 
1frieg~piel ~ Chess under Uncertainty and 
IS, hke Its predecessor, beautifully 
produced with large, clear diagrams of 
unsurpassed quality. 

The author's aim is to develop the 
rea<ie.r's appreciation of kriegspiel through 
a senes of exercises in deduction. These 
exercises are set within the framework of 
an i~inary academy of (chess) 
detectives, and the approach is somewhat 
along the lines of Smullyan's Chess 
Mysteries of Sherlock HoImes. The hero's 
final hurdle, having reached the pinnacle 
ofhis profession, is to rule on a kriegspiel 
game between an American and a 
Londoner. 

The story line flows smoothly 
throughout the exercises, though at times I 
found it a trifle irritating. The book is 
divided into 24 cases and relies quite 
heavily on problems from G.F.Anderson's 
Are there any? The solutions to 
Anderson's problems, which are artificial 
compositions, are clearly explained but 
are of limited value to the player. 

The author is less sure with his own 
compositions. In case 1 for example, he 
overlooks a key Black defence which 
defeats White's strategy and in case 4 a 
mate in four is solved in two. From the 
beginner's viewpoint, however. Li's book 
is admirable as his explanations are 
always full and clear though there is little 
here for the practised kriegspiel player. 
For the variant enthusiast, of course. this 
is an essential addition to a small but 
growing library. 

The book is £12 airpost paid, sterling 
cheques are accepted. Write to David R 
li, P.O. Box 341267, Bethesda, 
Maryland 20827, U.s.A. 

KRIEGSPIEL CONNOISSEUR 
A quanerly journal devoted to the 
appreciation, encouragement, and 

advancement of kriegspiel. 

This latest ambitious project of David Li 
(who is author, editor and publisher) is to 
be reconunended to anyone interested in 
the game. The inaugural issue of 12 pages 
is professional in appearance and covers 
most aspects of kriegspiel including 

VARIANT CHESS 

annotated games, correspondence play, 
endgames, compositions and news. 

I would take issue on two points. 
Professor Li states that a player who asks 
'Any? when none should be asked is in a 
win-win situation even if the umpire rules 
the question illegal. I do not think this is 
so. The bluffer is effectively penalised in 
that it tells the opponent that any capture 
made on that move will be by a piece, not 
a pawn (one can. of course, make a pawn 
capture without asking 'Any?'), or, if in an 
ending, it could reveal that the player has 
no pawns left. 

In the editorial, Li seems to accept as 
fact Dawson's throwaway statement that 
there are at least 40,000 variants. My 
guesstimate, having written nearly 1,800 
letters world-wide on the subject, would 
be that there are around 2,000, excluding 
the uncountable - those that have been 
tried a couple of times by two or three 
people and then forgotten. 
Obtainable from Kriegspiel 
Connoisseur. P.O. Box 341267 
Bethesda, Maryland 20827, U.s.A. Pri~ 
£8 per annum (four issues) airmail, single 
issue £2.50, with roughly commensurate 
rates for other European countries. 

• 
Mr.U (from Kriegspiel Connoisseur): 
'there are periodicals on so-called chess 
variants. The first time I came across this 
term I cringed. What is this? Why this 
term? ...... when I do see an article on 
Kriegspiel in such a periodical, I have 
mixed feelings - I rejoice because I see it 
and I chagrin for the same reason: I don't 
mind the company Kriegspiel keeps, but I 
do mind the implication that it is a variant 
Kriegspiel is a game in its own right, not a 
variant - as are, for that matter, many 
national and transnational games such as 
Xiangqi and Shogi ...... This journal is 
entitled Kriegspiel Connoisseur, in honor 
of each and every Kriegspiel player who 
appreciates the beauty, the elegance, and 
the simplicity of this great game .... ' 

• 
Patrick Donovan tells me that he likes 
F1M Chess (page 160); he has played an 
experimental game of Progressive FfM 
Chess. Here is the score: 

David Gayter - Patrick Donovan 
1.e2e3 (Qdle2) 
2.Nb8c6 (a7bS), e7e6 (Qd8e7) 3.Nblc3, 
Nc3d5 (dlc3), Nd5:e7 (PD.-If White had 
played here (f2d5), there is still a win but 
it ;s more difficult.) 4.Nc6d4, Nd4:e2, 
(RaSd4), Ne2:c3, Rdl mate. 

page 167 

cmCE PROGRESSIVE 

2nd Heterodox Olympiad (Patrick 
Donovan scored 13114 in this section.) 

P. Donovan - R Cassano (Italy) (1-0) 
Annotated by Patrick DonUllan. 

l.c3 (l have been trying this move out. 
The idea3 are to give extra cUller to the 
el-a5 diagonal to make the King safer. 
and in some lines provide the King with a 
square on c2. In this tournament my 1.c3 
has been successful several times.) 
2.0 Qc7 
l.d3 Bf4 Kdl (My King is headed for c2.) 
4.Qc:6 Q:g2 Q:" Q:dl+ 
5.K:dl(d8) B:b8 Bc7 B:dS h4 (After 
capturing the black Knight at b8 White 
can now plan Kc2 without worrying 
unduly about a line such 
as ... Nc6 ... Na5 ... Nb3 ... N:al +.) 
6.b6 Bb7 B:hl K:dS(cl) Kc7 h5 
7.Kc2 NfJ Bg5 NaJ Nc4 N: b6(b7) 
N:a8+ (My Knight on a8 ;s strong and 
Black lWlS unable to find a satisfactory 
reply.) 
S.Kc8 b5 b4 b:c3 c:b2 Kb7 as b:d(N)+ 

9.Kc3 Kc4 Kb5 Nb6 Bf4 Ndl NbJ fJ 
Nb):a5(a7) ## (Editor: A clever mate.) 

BCCA England v. Italy match - 1995. 

laD Richardson - S. Figura (Italy) (1-0) 
I.NO 
2.e5 Qe7 
3.e4 Bb5 Qe2 
4.Nc6 Qb4 d5 Kd7 
5.Qc4 Q:b4(dS) Q:f8 d3 Q:dS+ 
6.K:dS(dl) Kc7 Bg4 B:fJ(gl) Nd4 B:dl 
7.Bel B:d4(bS) Nc3 NfJ R:dl(c8) Ke2 
Bc5+ 
S.KdS Na6 N:o(cl) c6 c:b5(fl) Kc7 
N:d3(dl) N:cl+ 
9.R:cl(b8) Kel B:b5 NgS N:f7 - - -
N:d5(d7)## 
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My thanks to Cedric Lytton for 
his very prompt and detailed award (see 
pp. 170-72). Because of the amount of 
space taken by Cedric's report, the 
originals section and this issue's 
installment of Mark Ridley's article 
are somewhat abbreviated. 

I am happy to report that John 
Rice will be judging our 1995-96 
informal tourney. John, former editor 
of the BCM problem column and a 
regular contributor to The Problemist, 
is a well known two-mover and fairy 
expert. His books have made a large 
contribution to the wider appreciation 
of chess problems. 

Our originals include a pair from 
new contributors: Geoff Foster from 
Australia, and Alexander Svichenko, a 
young composer from the Ukraine. 
Another two, including a correction of 
94, are given in notation at the end. 

108. Erich BARTEL 

Helpstalemate in 3; Fers e2, 
(b) Fe2-+b3, (c) Fe2-+c7. 

The Fers moves one square diago
nally in any direction (= (l,I)-leaper). 
Each part of 108 could be rearranged 
to work with a Bishop, but the twin
ning would suffer. 

In a Maximummer Black has to 
choose the longest move amongst all 
his legal alternatives. (Distances are 
calculated between the centres of the 
squares.) Solvers who enjoy an extra 
challenge may wish to find why the 
bK had to be moved from gl to g2. 

Geoffs series-mover (110) is an 
interesting variation on a 1976 classic 
.of the solitaire piece-shuffle genre. 
Black plays 22 consecutive moves 
allowing White to mate in one. 

VARIANT CHESS 

109. Paul RAlCAN 

Selfmate in 6; Maximummer. 

110. Geoffrey R. FOSTER 
(after Ljubomir Ugren) 

Series helpmate in 22. 

111. Alexander SVICHENKO 

Helpmate in 2; Two solutions, 
Andemach Chess. 

Alexander's pretty miniature uses 
Andernach Chess, a new and popular 
variety of Tibetan Chess: any unit
other than a King---changes colour 
after making a capture. In particular, 
pawns first promote and then change 
colour. (I have checked in the WCCT-
5 pamphlet that 111 is not similar to 
any of the entries. Composers: please 
do not submit Andemach h;l!:2s before 
the wccr results are published!) 

Two snippets for the price of one 
from Michel, each using the full 8x8 
board. White plays six consecutive 
moves mating Black with his last. A 
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Neutral man can be taken as white or 
black at the discretion of the side 
moving. Neutral pawns promote to 
neutral pieces. Mating a neutral King 
may seem rather confusing at first, but 
in fact the possibilities are very 
limited: mate has to be given by a 
pawn (otherwise White's last is an 
illegal self-check), and Black must be 
unable to move that pawn away. 

112. Michel OLAUSSON 

Series mate in 6; Neutrals 
Whole board available for each part. 

113 Goint with A. Ingleton): (a) 
wPd7, f7; bKe2. (b) wPc7, f7; bKd4. 
Helpmate in 3.5 (White plays first); 
two solutions in each part, Reflecting 
King. Recall that a Reflecting King, 
when in check, moves either as a K or 
as the piece(s) attacking him. 

Paul Rlican suggests the follow
ing correction: 94v wBhl, PaS; 
bKc8, Pb6, e2, e3 (Helpstalemate in 
5, Augsburg Circe; see VC 16 & 17 
for details). Please solve this again! 

95 Zvonimir Hernitz. 
1.8a3 (>2.dxe4 Rdl:;!!:, e.g. 1.- Rd8 
2.dxe4 Rdl:;!!:) 
1.- Ra5 2.Sb5 Ral:;!!: 
1.- Rg5 2.Be5 Rgl:;!!: 
1.- Qxb4 2.Bd6 Qel:;!!: 
1.- Qe7 2.exf4 Qel:;!!: 
Two of our stronger solvers fall to the 
try: 1.Sal? Ra5! 2.b5 Qa4 (not Rxal ??). 
"Four fine variations." (E. Bartel) "Good 
variety of black moves." (M. Olausson) 
"Unusual degree of choice for Black in a 
Maxi," (A. Ingleton), but somewhat 
diffuse thematically: "rather a tame 
effort!" (A. Ettinger) 

96 Eugene A. Dugas. 
(a) 1.- h8=Q 2.Kc7 Qhl 3.Kd8 Qc6= 
(b) 1.- h8=Q 2.Ke7 Qf6+ 3.Ke8 Kc6= 
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(c) 1.- h8=Q 2.Ke7 Qe5+ 3.Kf8 Qe6= 
(d) 1.- c8=B+ 2.Ke8 Be6 3.Kf8 Bf7= 
(e) 1.- g7 2.Ke8 g8=B 3.Kf8 Bf7= 
(f) 1.- h8=Q 2.Kg3 Qa8 3.Kh4 Qf3= 
Two sets of ideal stalemate echoes. "Neat 
echoes (a)-(c) with minimal material, but 
(e) is too like (d), and (f) a reflection of 
(a)." (AI, similarly MO) "Promotion 
show." (EB) "Not as easy as it looked." 
(M. Ridley) 

97 George P. Sphicas. 
1.KfS .. , 4.e8=B S.Bd7 6.f8=B 7.Bh6 
8.h8=Q 9.Qb2 10.Be3 11.Kf4 12.BfS 
13.Qh2+ Bxh~ 
Miniature with three promotions and 
ideal mate. The wK and each promoted 
unit 'hesitate' once in a two-stage trip. 
Two bK shields and a critical move. 
"Beautifully crafted." (I. Richardson) 
"Ideal mate with good move order 
engineering." (AE) "Excellent miniature 
with no added obstacles. Glimpses of 
elegance." (MO) 

98 Albert A. Grlgoryan. 
I.hS ... S.hl=S 6.Sf2 '" 8.Sxd6 9.SxfS 
1O.Sd4 ... IS.fl=S ... 17.Sc4 BxbS* 
"The final position was soon found, but 
getting there took some effort." (MR) 
"Nicely controlled sequence, but the line
up on d-file points the way." (AI) "Rather 
mechanical compared to 97." (AE) "A 
neat ideal stalemate, but very easy to 
solve." (V. Cri,an) 

99 Alexander Moehalkln. 
1.- dRxd5IhRxd5 2.Qd4lSgS* 
l.Qf7 (>2.ScS*) 
1.- dRxd5IhRxd5 2.Bd3lQfS* 
The Madrasi equivalent of Schiffmann 
defences using paralysis instead of 
pinning, "with two changed mates." 
(VC) "Good key and threat." (AE) 

100 Peter Wong. 
Retract: 1.c2xQbl=Q+ 2.g2xQfl=R 
3.f2xQgl=B 4.b2xQcl=S(+) for 1.KhS 
Rd4= 
"It does not matter which men Black has 
promoted, but the interest lies in the 
order of the captures." (AE) 

101 Ericb Bartel. 
(a) 1.el=R+ Kxg2 2.Rhl Kxhl= 
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1.el=Q+ Kxg2 2.Qdl Bxdl= 
(b) 1.el=B 2.Bc3 3.Bal Qb2= 

1.el=S 2.Sxc2 (BeS) 3.Sal Rc2= 
"Took more time to solve than most. A 
superb problem." (IR) "I like this; the 
AUW turns out more meaningful than 
many other times." (MO) "The twinning 
has a very German humour." (VC) "AUW 
at any price; (b) alone would be much 
better!" (AE) "Curious AUW, stalemates 
in (b) much more worthwhile." (AI) 
Whether to have (b) alone (saving the 
d3/d4/g2 pawns with the wK on e7) is a 
matter of taste; the twinning is nice. 

102 Andre Simonet t. 
(a) 1.el=G g6 2.GeS g7 3.Gh8 gxh8~ 
(b) l.GfS g6 2.Gh7 gxh7 3.el=S h8~ 
(c) 1.Gf2 b6 2.Ga7 bxa7 3.b2 a~ 
"Cleverly done promotions" (EB) "A 
fitting tribute to the composer." (IR) 
"White pawn captures three different Gs." 
(AE) but "not much variation in white 
tactics." (AI) 

103 Gonter Gla8. 
1.Bxe6 (Ge8) Gxb8 (Qd8) 2.Rb7 Gxb6 
(Gbl) 3.Rb8 Kxd6 (d7) 4.Gb7 Gxe6* 
"Rundlauf by the white Grasshopper; 
very difficult." (EB) "A nice G-Rundlaufl" 
(AE) "Interesting problem." (V. 
Krivenko) "Switchback and many Circe 
effects; one of the most difficult in this 
issue." (VC) 

~ 104 Paul Rilean. 
(M = Royal Moose) 
(8) 1.Md2 Md6 2.Mc7 Mf4= 
cook 1.Md3 Md5+ 2.Md6 Md2=: 
(W) I.Mf4 MgS 2.Me6 Me2=: 
cook l.Mf4 Md2 2.Md6 Mc7= 
Composer suggests wMc2le3, bMd3/f2 
for two variations, no duplex: I.Me4 
MdS 2.Mc6 Mb7=, 1.- Mc4 2.Mb4 
Mf4=, but perhaps one could keep the 
diagram position replacing 'duplex' with 
'two solutions'? "Very nice inversion of 
colours." (AE) "'The herd turns into an 
Indian file!" (VC) 

105 Ericb Bartel. 
(C = Camel, Z = Zebra, KA = Kangaroo) 
1.Kg4 2.f4 ... 6.f8=N 7.Nx~ 
1.f3 2.fxe4 ... 6.e8=Z 7.ZcS* 
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l.fxg3 '" 6.g8=C 7.Cd7* 
1.fxe3 2.exd4 ... 6.d8=KA 7.KAa5* 
White minimal, Albino, Excelsiors, 
fairy AUW. Quite a few solvers miss 
I.Kg4! "I checked by computer that Sg3 
can be a bP; then Zc7 would have a real 
function. preventing l.Kxe4, and not 
just used to justify the Z-promotion!" 
(AE) Does Erich agree? "Fairy AUW and 
Albino-impressive idea." (VC) 

106 Nikolay Vasyuchko. 
7.Kg3 8.KAg2 13.Ke2 14.KAc2 lS.Kd3 
16.KAh7 21.Kh2 22.KAhl 23.Kgl Sf3* 
"I hope this and 105 encourage more 
problems with the Kangaroo." (MR) 
"Complex walkabout by K to provide 
hurdles for KA, but not much chance of 
going wrong until near the end-where I 
did at first!" (AI) "A nice mate." (EB) "I 
first tried with KA on b 1 or c I, but that 
takes much longer!" (AE) 

107 Ronald Turnbull. 
Set: 1.- Ed7+1E.h3+1d3+ 2.~ 
Try: 1.gxf3? (>2.Kg~) Exf3+ 2.Kx~, 
but 1.- Eh3! (E = Equihopper) 
I.Rd2 (>2.Kf2*) Eb3+ 2.Kb7* 1.
EfS+ 2.Kxh7* (2.- Efl is self-check) 
Good key allows further black checks. 
"Lovely mate!" (AI) PR points out that 
the Es are of 'English' type (can be 
blocked on Q-Iines). 

LADDER SCORES: 
Maximum 178 (= 128+23+27), 
A. W. Ingleton 144 (= 10S+16+23), 
P.lUican 132 (= 90+16+26), 
A. Ettinger 114 (= 72+18+24), 
E. Barte! 104 (= 67+16+21), 
I. G. Richardson 102 (= 68+16+18), 
M. A. Ridley 69 (= 39+13+17), 
V. Krivenko 68 (= 33+1S+20), 
V. Cri,an 63 (= 37+0+26), 
M. Olausson S3 (= 3S+O+18), 
R. Cassano 17 (= 12+S+O). 
[fable includes V. Krivenko's late score 
for VC 16.] A ladder prize for ISO points 
looms for the next issue! 

Send solutions & originals to: 
710 Dobson St. #2, 

Evanston, IL 60202 (USA). 

FAIRY KINGS PARTn 
by Mark A. Ridley 

he was not the first to use it. (1bere are earlier problems by A. 
Olson in springaren, S. Ylikarjula in feenschach, and perhaps 
others. H. Schiegl first suggested the rule in 1970.) 

Section 3: The Kin& can be reborn 

(f) Antipodean Kings 
Antipodean chess is a Circe variety, introduced by G. P. 

Jelliss in the first two issues of Chessics. Captured units, 
including Ks, are reborn at a distance (4,4) away. Problem H 
shows the bK mated in all four corners of the board. 

(g) Circe Kings 
A captured King is replaced on its square in the original 

array, i.e. el for the wK and e8 for the bK. Norman Macleod 
popularized this format in his article in Chessics 8, xl1979, but 

Olson's I combines it with Madrasi (also Rex Inclusiv), 
showing a wealth of effects in its four solutions, such as 
interference with, and obstruction of potential paralysations. 

Section 4: Kin~ that move djfferently 
Expanding on Section 2, we examine in this section Kings 

that move like other pieces in more general circumstances. 

(h) Royal Pieces 
These pieces are well known. A Royal piece moves in the 

normal way, but is treated for checks like a King. Thus it cannot 
be left on a square where it is en prise. 
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Royal pawns, which of course promote to Royal pieces, are 
used in J. The problem shows matching promotions, an idea 
known as the Babson Task. 

(i) Protean Kings 
The Protean King, featured in K, was invented by A. H. 

Section 5: Disguised Kin~s 
This is a popular section, and many ideas have been tried. 

In all these problems the K is either not on the board at all, or 
takes on some other clothing, and another way of determining 
mate is introduced. 

Kniest and J. Niemann (Fairy Chess Review 1948). It starts as a (j) Symbolic Kings 
normal K, but after making a capture it moves like the captured The Symbolic King was invented by F. H. von Meyenfeldt. 
unit, discarding its previous powers. A King on the board is just an ordinary, capturable, non-Royal 

Problem K is a Series Help-Double-Stalemate: Black plays piece that moves like a K. Promotion to such a K is allowed but 
a series of 20 moves to reach a position in which White can not castling. There is no normal K, but any unit becomes a 
stalemate both sides in one move. The problem features an Symbolic K (SK) of the same colour, if after a move by the other 
unusual AUW; the bPK starts as a K, it takes the power of a wP, side, it is on a square where a normal K would be mated! 
and then promotes to a R on a8. It then moves like a rook until In L five different pieces become actual or potential SKs, 
it captures d7, promoting to a B on d8, and so on. The royal including the wQ in dual avoidance after two principal defences 
powers are retained throughout. In the final position a wP and by the S. (The defending side has one 'imaginary' move to turn 
the wPK are blocking each other, and so are a bP and the bPK. one of the units forming the mating net into aSK.) 

J. Jorge J. Lois Roger Powell L_ F. von Meyenfeldt 
3rd Pr, feenschach 1975 feenschach 1974 3rd Pr, The Problcmist 1986 

'1:2 Antipodean Chess 

Solutions: 
H Jelliss. I.Rg8 (zz) 1.- S- 2.Bxe5 (Kal)'I:,. 
1.- Sxb3(Sf7) 2.Sxe5(Kal)'I:, 1.- KdS 2.SxdS (Khl)'I:, 
1.- Kc4 2.Sxe4 (KaS)'I:, 1.- Kd4 2.Sxd4 (Kh8)'I: 
IOIson. 1.dS Sb6 2.Bxb6 (Sgl) Sxe2 (Ke8)'I: 

US Sxd6 (d7) 2.dxc6 (Bfl) Bxe2 (Ke8)'I: 
l.Qxc8 (Sbl) Ke8 2.Bxe8 (Kel) Sc3'1: 
I.Se8 Sxd6 (d7) 2.Rxe7 (Kel) Bb5'1: 

J Lols. 1.c1=RQ b8=RQ 2.RQel RQf8 3.RQh4 RQfl= 
1.cl=RR b8=RR. 2.RRc6 RRe8 3.RRg6 e6= 

Informal Tourney Award: 
I have much enjoyed solving and examining most of the 

entries in this Tourney, and thereby thank the Editors for the 
invitation to judge them. In doing so, I have taken into account 
the elements of difficulty, beauty, originality, economy, unity 
and complexity. Except for economy, these may still contain 
subjective elements, and they may be related-for example, 
complexity and originality may influence difficulty. Actually, 
few of the problems stood out for complexity this time, there 
being (for example) no highly strategic direct-mates-but 
despite this, several have not been easy to solve. The aspect of 
beauty is essential for the solver's reward; otherwise, to quote 
from The Merchant of Venice, the solution is as two grains of 
wh~t in two bushels of chaff; you shall search all day ere you 
have them, and when you have them, they are not worth the 
search. 

. The top three were easy to pick., but I have rarely had such 
embarras de choix to follow, and the last dozen or so in this 
Award were very narrowly separated from a further dozen of good 
column material, just not quite up to tourney standard, but which 
it seems a shame not to mention. 

First Prize: 81 A. W. Ingleton. An excellent 
product of the composer's researches into thematic Circe mates 
with Fairy Neutrals, with a very pleasing symmetry between the 

I.cl=RB b8=RB 2.RBb2 RBd6 3.RBal RBa3= 
l.cl=RS b8=RS 2.RS.b3 RSc6 3.RSal RSxd4= 

K PoweD. I.Kd2 4.Kxa3=KP 9.KPa8=KR 11.KRxd7=KP 
12.KPd8=KB 13.KBxf6=KP 15.f8=KS 16.KSxh7=KP 
17.h8=KQ 19.KQxc2=KP 20.c6+ Kxc6=KP= 
L Meyenfe1dt. I.Bg7 (2.Qa4'1: [SKa2]) 
1.- Sd3 2.Qe2'# [SKdJ] 1.- SdS 2.Qe6'# [SKdS] (not 1.
Sd3,S 2.Qa4? Qxb4'# [SKa4]!) 1.- Qg3 2.Qh5'1: [SKg3] 
1.- Qh3 2.Qel'l: [SKcl] 1.- Kb2 2.Qe3'1: [SKb2] 

(To be continued!) 

VARIANT CHESS 1993-94 
final White check and Black's mate. The Kangaroos, and 
particularly the Maos with their unusual blockability, are well 
used in the finale and in the introductory sequence, interesting 
in itself, with the economy aspect to the fore-no units are 
merely captured to disappear. 

Second Prize: 68 I. Shanahan. I am very glad to be 
able to do the honours for this finally sound version, perhaps 
all the better for the near tries avoided by precise positioning of 
the bB without further addition. The wK, apparently innocent 
and out of the way in a distant corner, forces three shields at 
maximum distance in all directions, a truly remarkable task, 
beautifully done with no captures, and two underpromotions for 
good measure. To achieve high honours with single-line series 
problems is rare today, and the composers of the first two Prizes 
are to be felicitated thereon . 

Third Prize: 41 P. Wong. An original thought: how 
to uncapture three needed units in two single moves, using a 
special Kamikaze Circe rule. Difficulty heightened in (b) where 
Black still gets two Qs but an immediate wQ is useless. Unity 
between (a)-(b) given by lateral to diagonal shift of axis, with 
thematic wQ self-guard in each mate. Reminiscent of J. Sunyer's 
classic two K retractor, and only the repetition of White's first 
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retraction deprives this exquisite jewel of 2nd prize. [White and 
Black retract one move for a ~l; Kamikaze Mirror Circe RI.] 

First Hon. Mention: 26 G. P. Sphicas. George 
continues his own research on interesting finales and 

81 Aubrey W. Ingleton 68 lan Shanahan 
FIrst Prize, VC 1993-94 Second Prize, VC 1993-94 

Series s*13 Circe, Neutrals; 
Maos e3, f7 Kangaroos a7, d7. 

Solutions: 

Series Helpmate in 11 

81 Ingleton. (All units are neutral: G = Grasshopper, M 
= Mao, KA = Kangaroo.) I.Mh6 2.SMf7 3.KAg7 4.Mg5 
5.Me6 6.eMfS 7.KAg4 S.MgS 9.fxg5 (Mgl) lO.GM 11.Mf4 
12.Mb3 13.fxg4 (KAgl)+ Kxb4 (GhS)* 

68 Shanahan. 1.Bc8 2.QhS 3.Qhl 4.Ba6 5.al=R 
7.Rg2 9.fl=S lO.Sh2 l1.Bfl Sb3* 

41 Wong. 
(a) -1.KelxQdl (Ke8) Qd7xQdS l.lQd5 Qb6* 
(b) -1.KelxQdl (Ke8) Qc6xPb7 l.dQd7 bS=Q* 

26 Spbicas. 
l.e8=nS 2.fxe8=nQ (o8gS) 3.nQxe2 (nPe7) 4.nQa2 5.Kdl 

. ,6.c8=nR 7.nRf8 S.e8=nS 9.gxf8=nS (nRh8)++ KxhS (nRal)* 

Second Ron. Mention: S3 S. Pantazis. Two exact 
echoes and one near-exact (which I think is worth having, and 
indeed justifies this placing), generated by three different bP 
locations. The artistry of the separate bK journeys, with no 
steering Ps, deserves note. Again, multum in parvo. 

Third Ron. Mention: 72 P. Riican. Check to bK to 
divert a piece is a familiar device in Maxi; here it is done twice 
to steer the bQ towards a reflected echo of the set mate. Again 

S3 S. Pantazis 72 P. Rilcan 78 P. Moutecidis 
2nd HQn. Mention 3rd HoD. Mention 

Solutions: 
S3 Pantazis. 

Set: 1.- dS=Q 2.b6 Qd5+ 3.Ka6 a8=R* 
I.Kal as=Q+ 2.Ke5 Qa5+ 3.KbS d8=R* 
l.b5 d8=Q 2.b4 Qd5+ 3.Ka4 a8=R* 

72 Riican. Set: 1.- QcS* 

Two solutions 

l.Kb7 QcS+ 2.Kb6 Qb3 3.a8=R Qc8 4.Ra6 Qb3 5.Kb7+ Qe6 
6.Ra3 Qa2 7.Rb3 Qh2 S.Rb6+ Qd69.KaS Qg6 lO.RbS Qa6* 

promotion combinations. Instead of the possibly expected 
AUW we get promotions to Q, R, and three unexpected Ss, and 
no plain captures. The thematic and not too familiar final check 
and mate end a difficult and delicate sequence. 

41 Peter Wong 26 George P. Sphicas 
Third Prize, VC 1993-94 FIrst Hon. Mention, 1993-94 

See text! (b) bKc6~c7 Series s.I:9 Circe, Neutral Ps 

difficult, with beautifully contrived white play, and marred only 
by the two plug bPs. 

Fourth Ron. Mention: 78 P. Moutecidis. ZdenH 
Libf&' original conception is extended into a masterpiece, with 
four echo models in the play, another echo and another set of 
three echoes in the tries. Many Fairy conditions are restrictive 
of powers; the Amazon has increased powers, and I hope other 
composers will take her up. 

First Commendation: 2S M. Olausson. Here too, 
more powerful pieces (Empress and Amazon) are put through 
their paces, with two distinct orthodox white promotions and 
two surprising finales which are probably original. Again, I 
regret the bystander units (ai, &5) • 

Second Commendation: 64 E. Rolladay.. The 
nicest of Bdgar's three Dragons, by a short head; two appealing 
pairs of chameleon echoes. 

Third Commendation: 66 Bartel. PW Circe yields a 
delightful mechanism for Neutral mates, shown here with Fairy 
AUW and lovely economy. The Berolina Ps add little, indeed 
merely a second selection of two pairs from 4 pieces, leaving 
the sneaking desire to see the third pair to finish off! 

Rolladay 66 E. 

n ~2 wo s 
(b)Db6-+a6, (c)wK-+a7, NPs,Cb7,Zc7,Gidl. 

(d)wK-+a8 (b) nPs-+Berolina Ps 

78 Moutecldis. (A = Amazon = Q+S) Tries: I.Be6 Ac2 
2.Kd5 Ad3*, but 1.- Ab3! 1.BcS? Ab3 2.Kd7 Af7*, but 1.
Ac2! I.Kd5? Ac2 2.Be6 Ad3*, or 1.Ke6? Ac2 2.Qd5 A~, 
but 1.- Ab3+! 1.Qe4+? Ac2 2.Qe7 A~, but 1.- Kcl! 
I.Qb7? (zz) Ab3 2.Kc6 Ac~, but 1.- K-! (Ac22.Qc7) 
Sols.: (1) I.Qc5 (zz) Ac2 2.Qc7 Ae#; 1.- Ab3 2.Bc6 Af7* 

(2) I.Qc7 (zz) Ac2 2.Bc6 AfS~ 1.- Ab3 2.Kc6 Ab4* 
2S Olausson. (E = Empress = R+S, A = Amazon) 

(a) I.dS=S (zz) ExdS (Sgl) 2.Sh3 BdI 3.Sf2+ Exf2 (Sg1)* 
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(b) I.d8=Q Axal (Bcl) 2.Qf6 Aa8+ 3.Qf3+ Axf3 (Qdl);t: 
64 Holladay. (D = Dragon) 

(a) 1.- Kc3 2.Kb5 Dc4+ 3.Ka4 b3;t: 
(b) 1.- Kc4 2.Kb6 Dc5+ 3.Ka5 b4;t: 
(c) 1.- Dd5+ 2.Kb5 Dc3+3.Ka5 b4;t: 
(d) 1.- b4 2.Kb5 Dc4+ 3.Ka6 b~ 

66 Bartel. (C = Camel, Z = Zebra. GI = Giraffe) 
(a) l.Zxe4 (c7) c8=nZ 2.Cxc4 (b7) bxc8=nGI (nZe7);t: 

l.Cxc4 (b7) b8=nC 2.Zxe4 (c7) cxb8=nN (nCc7);t: 
(b) l.Zxe4 (c7) b8=nZ 2.Cxc4 (b7) bxb8=nN (nZb7);t: 

l.Cxc4 (b7) c8=nC 2.Zxe4 (c7) cxc8=nGI (nCc7);t: 
Fourth Commendation: 79 Altinier, DestHani, 

& ~pros. Reflected echo in try and actual, a new retro
analytical anti-O-O-O trick, and unified play. Only the two Ps, 
controlling the Rs, prevent a higher placing. 

Fifth Commendation: 35 Sphicas. This time only 
promotions to B will do. Again a pretty Circean finale, but the 
bR and bS plain captures jar, even though they are needed to 
force the otherwise excellent sequence. 

Solutions: 
79 Altinier, Destefani It Kapros. 

Try: I.Sb7=P Rxf3=B 2.0-0-0 (Bd8)7? Bc6::S 3.Bc7=S 
Bb6=S;t:, but castling is illegal. as the wRf2 must have resulted 
from a Q-promotion on f8. 
Solution: I.Sf7=P Ra2=B 2.Rd8=B Be6=S 3.Be7=S Bf6=S;t: 

35 Sphicas. 1.a8=B 2.bxa4 3.Kxa5 (Sb8) 4.cxb8=B 
5.Bd6 6.b8=B 7.bBc7 S.Bxg2 (Qd8) 9.Bb6+ Qxb6 (Bcl);t: 

40v Riican. 
(B = Reflecting Bishop) I.Rb7? Bb2! l.Rg7? Bcl! 
l.Ra7 Bb2 (1.- Bb4 2.Bcl, 1.- Bc5 2.Bb2) 2.Rb7 Bcl 
(2.- Ba3lBb4IBc5 3.BcllBb2/Ba3) 3.Rg7 Bb2 4.Bcl Ba3 
5.Bb2 Bb4 6.Ba3 Bc5 7.Bb4 B~ 

34 Hammarstrom. 
l.KdS Sc6+ 2.~ Bg6+ 3.Kf8 IkI6+ 4.Kg8 sa+ 5.Kh8lk.l;t: 

8 Bartel. (C = Camel, Z = Zebra) 
I.Ka4 Bc7 2.Rb3 eS=G;t: 1.Ka2 e8=Z 2.b3 Zc5;t: 
l.Kc4 Ba7 2.Rb3 e8=N;t: 1.Kc2 e8=C 2.b3 Cd5;t: 

16 Bartel. (C = Camelrider. Z = Zebra) 
l.Rf7 f4 2.Rxf4 (f7) f8=G;t: 
l.Re7 Kxh2 (Nhl) 2.Rxe4 (e7) e8=Z;t: 
l.Rd7 d4 2.Rxd4 (d7) dS=N;t: I.Rb7 b4 2.Rxb4 (b7) b8=C;t: 

54 Bartel. (C = Camel, Z = Zebra, E = Equihopper) 
I.Sf7 d8=C 2.SxdS (Cf7) Cxg4 (Ef1);t: 
l.Se6 dS=G 2.SxdS (Ge6) Gxh3 (c:6);t: 
l.Sc6 dS=Z 2.SxdS (Zc6) Zf4;t: LSb7 d8=E 2.Sxd8 (Eb7) Eb5;t: 

Further mentions (in order of appearance): 
10 RosIer: Baton order nicely forced, with AUW among the 

promotions. 
17 Wong: Four corners theme with lovely natural fairy play 

Sixth Commendation: 40v Riican. A reset of the 
composer's earlier unsound version in The Problemist, 
Interesting Nim-type duel, the mechanics of which depend on 
avoidance of wR control of Reflecting B checking squares round 
the circuit. I prefer the version on p. 74 for its greater economy 
of means (wR rather than wQ). 

Seventh Commendation: 34 U. 
Good lateral thinking; three switch
backs with about the minimum material 
-but a little technical, and the absence 
of a wK jars a trifle. 

Eighth-Tenth Commendation 

Hammarstrom. 

8 Bartel 
8th-10th Comm. 

ex requo: 8, 16, 54 Bartel. Three 
more Fairy AUWs with various added 
elements-bK star in 8, careful if 
schematic positioning of R and Ps in 
16, and bS half-wheel in 54. 8 is the 
most orthodox but suffers from repeated 
Black second moves; all show h;t:2 Four Solutions 
difficulties in construction. Zebra aI, Camel cl 

(and no dual by Lf2?). 
21 Holladay: Lots of echo stalemates, but somewhat diffuse. 
23 Pantazis: bRlbB Platzwechsel, wGs Funktionwechsel, 

unusually dictated by need for white tempo. 
24 Holladay: Didactic but interesting; W's 7th and Sth surprise. 
33 Bakcsi & Zoltan: Two quite surprising solutions, bR pinned, 

bB captured by wQ at long range. 
37 Gurvich: Logical and ingenious Circe finale with Madrasi 

release. 
44 Olausson: Two nice pin-stalemates; pity about the bPb4. 
49 HoUaday: Five good Dragon echoes, two reflected, a tempo 

with bR; simple and easy, but pretty. 
50 Holladay: Appealing; good twinning, two Princess promo

tions, one tnid-board mate. Lovely find. 
63 LinS: Letztform for AUW in four single moves, difficult and 

novel. 
65v Sphicas: Not too obvious AUW, but the Circean cross

check finale, though spectacular, is more fatniliar than that 
of 78, and the need to add a bP on g3 deprived this problem 
of a high Commendation. 

67 Hammarstrom: Mentioned for its double P=S Excelsior. 
71 Bakcsi & ZoItan: Near-Argentine theme; both sides promote 

to S; two bK shields; all units used in both solutions. 
76 Sphicas: Good sequence with three promotions leading to 

. another unusual and pretty Circe finale. 

Farnborough, August 1995 Cedric C. Lytton 

Computer tested are: 6S, 53, 72, 78, 25, 64, 66, 34, S, 16, 
54. Please test the remaining problems! Send all claims of 
cooks or anticipations to the problem editor by February 1st. A 
prize (a year's subscription to the USPB) is offered for the best 
set of cooks (speed being the tie-breaker). 
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THE END IS NIGH 
By Paul Byway 

(Ed: This is Variant Studies renamed.) 

In this issue we highlight the horse. 
John 8easley sent me a 
computer-generated table of results for the 
endgame of King and two general Leapers 
against King, due originally to Vaclav 
Kotesovec. I find that on the chessboard 
Fers+Knight can't force a win, but 
Wazir+Knight can. I suspect the same is 
true of the original Courier game. Peter 
Wood points out that in Progressive chess 
Black can win with King and two Knights 
whereas White can't! Fascinating. Black 
wins because White, always playing an 
odd number of moves, can't hold his 
ground again.~ correct play and is steadily 
forced back to the corner: the details are 
in ECV. In Alice Chess the phenomenon 
of 'same-coloured Knights' echoes 
'opposite-coloured Bishops'. N's that start 8 
on the same colour squares can never be 7 
exchanged, for if one is on the right colour 6 
to be captured ifs on the wrong board! 

We start with my first attempt at a 6 

Losing chess study. White plays and wins. 4 

And now a problem in Italian 
Progressive chess by Roberto Salvadori. 
White to play and mate in 13. 

5.Roberto Salvadori 

The original Chancellor Chess (9x9) is 
deeply flawed. My own cure is to start 
from Chess and replace the Queen with a 
Chancellor: I call the game Exchequer, for 
obvious reasons. The following Exchequer 
problem is by the well known composer 
Shinkman. White to play and mate in 3. 

3 

2 

1 
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6. W.Shinkman Exchequer 

In the MCC study White seems at first 
to have an easy task. but look again. If he 
loses Knight and knight's pawn for the 
Rook he can only draw. If he's left with 
only Knight+Fers, again Black draws by 
heading for 18, so - White to play and win. 

7.Paul Byway MCC 
This is a correction ofTroitzky '1234' #826. 

• bed e f 9 h i j k I 

We end with a piece of basic endgame 
technique in Chinese Chess. This vitally 
important area of the game is not well 
covered in the literature so I shall, from 
time to time, add further examples. This 
one occurs in Lau, and for once it's 
obvious why. Red can easily force this 
position with at most a tempo move. So 
how do you pocket the point? 

8. 'Position' Xianggi 

oiL oiL , 
L oiL oiL .JL 01 , 

L oiL oiL oiL 01 
r ,r r ,r , 

oiL 01 
,r i'.. V ,r 

~ ~ 
\l! ~ 
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Solutions to all studies on page 177. 
Address: 188 Lampits, Hoddesdon" 

Herts ENll 8DU. 

• 
THE CHESS 

ESTABLISHMENT 
BCF BOOK OF THE YEAR 

In VC16 I predicted that David 
Pritchard's Encyclopedia of Chess 
Variants would be 'Book of the Year'. 
Sadly it did not get the chance following 
its omission from the short-list of four 
books. The reason given for this 
non-selection was ~ ... because of the very 
speCialised nature of its content'. Maybe 
'different' was the word the judges were 
looking for. 

This is not to denigrate the books that 
did made the short-list John Nunn's Best 
Games by John Nunn (Batsford) actually 
won the award. A worthy book no doubt. 

Chess the Adventurous Way by Jan 
Timman (New in Chess) was one of the 
shortlisted books - a Dutch publishing 
house, and a Dutch author! BCFs 'Book of 
the Year' applies now to all chess books 
written in the English language I am told. 

CHESS LIFE AND KRffiGSPffiL 

In the last issue of Eteroscacco, 
Alessandro Castelli, the editor, printed 
part of a letter that David Li wrote to him: 

When my first Kriegspiel book was 
published, I sent a copy to the editor of 
Chess Life. He responded by saying that, 
until at least two books on Kriegspiel 
have been published. he would not bother 
to look at either the book or the game. 
Now that my second Kriegspiel book is 
published. I sent him a copy to see 
whether this would be sufficient to merit a 
mention - I dare not dream of a review -
in Chess life. Of course, this may not be 
enough; if so I am prepared to do a third 

. book on Kriegspiel. or even a fourth. 

• The above response to Kriegspiel is in 
marked contrast to the conduct of Chess 
Monthly, which recently published a long 
article by David Li on Kriegspiel. In fact 
this magazine gives quite generous 
coverage to variants. 

• 
NOT THE CHESS ESTABLISHMENT 

KINGPIN Honest reporting and fim. The 
Private Eye of the chess world. Write to: 
J.P.Manley. 45b Empress Avenue, 
Dford, Essex IG13DE. 
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GAME.SI GAME;Sl 
GAME.St 
By David Pritchard 

BOBBY-FISCHER CHESS This 
variation of randomised chess, also known 
as Fischerian or Shuffie chess, has the 
usual mirror-image, bi~n-both
colours set-up but with an additional 
requirement: the K must stand between 
the Rs. Castling either side is permitted 
but the final castled positions must be 
identical to the orthodox castled positions 
e.g .. Ral,Kbl; castle OOO~ Kcl,Rdl). 

Recently a 'world premier' l~ute blitz 
game took place between Karpov and 
Schwalfenberg, the leading Heidelberg 
player. Karpov was Black (al-bllaS-h8: 
NBQRKNBR): 1 c4 c6 2 d4 d5 J c:d5 
c:d5 4 Q:c8 R:c8 5 NbJ Nd7 6 e4 f6 7 
NeJ Nab6 8 fJ Bd6 9 BdJ g6 10 Bfl Nc4 
II Rbl Ndb6 12 e:d5 N:eJ 13 B:eJ N:d5 
14 Bell Be6 15 gJ Kt7 16 Ke2 b5 17 
Rbcl R:c1 18 R:c1 b6 19 Be4 h4 20 f4 
h:gJ 21 h:gJ Rb2+ 22 KdJ RhJ 2J RgI 
N:f4+ 24 Kc2 Ne2 25 Rg2 N:g3 26 BdJ 
Bd5 0-1 Afterwards Karpov commented 
that as the game 'did not produce the 
hannonious positions of normal chess' it 
was 'negative' but he conceded that the 
player with the most talent would win. 

CHEX Reiner Knizia's new two-player 
CV was recently published in SpieJbox 
(1/95). The game is played cm a regular 
44-hex board each side having I x ~ 2 x 
R,B,N~ 7xP. 

starting position 
The King moves one hex in any direction 
(six, if centrally placed). The Rook moves 
as the king but over any number of cells. 
The Bishop moves as the rook but not 
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vertically. The Knight, a sort of 
pseudo-queen, moves as the king and also 
to any hex immediately beyond, leaping 
the intervening hex, a maximwn of 18 
possible moves. The Pawn moves and 
captures as in orthochess but no e.p. and 
promotion only to R,B or N. No castling. 
Usual rules for ending the game. Check is 
announced. 

Knizia's games are invariably highly 
playable and Chex promises early action 
and a lively tactical struggle. Chex is also 
the name David Smith has given to his 
new version (1994) of Chess Cards. 

CHESSapeak CHALLENGE I 
mentioned this four-handed game briefly 
in VCl7 but now have more infonnation. 
Four-handed chess on a cruciform board 
in which partners sit opposite each other 
has a history of over two centuries. The 
game has a fundamental weakness. 
Assuming normal pawn movement, 
promotion is on the partner's first rank. 
This means that pawns usually have to 
travel six squares fiuther and mutual 
blocks with partner's pawns are likely. 
Many attempts have been made, in the 
game's mmwnbered reincarnations, to 
overcome this latter probl~ for example, 
by diagonal movement or leaping. 

CHESSapeak Challenge gets over both 
problems. Pawns change direction on 
reaching the first corresponding file of the 
nearest opponent For example, White's 
b-pawn (QNP) turns left on reaching b5 
(file of left-hand opponent's QN). Pawns 
may initially move directly to the square 
before the pivotal square~ thus White's a 
and h-pawns may only move one square 
but the central pawns have the option of 
moving four squares. Result: fast-track 
movement to promotion and no mutual 
pawn interference. Pivotal squares are 
clearly marked. 

starting position 
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The only other basic change is that players 
agree beforehand the action in the event of 
a checkmate. Two alternatives ~ otIeted: 
either the K,Q and all pawns of the mated 
player are removed or the player keeps his 
pawns together with one R. B and N of 
the player's choosing. In both cases the 
mated player continues to play. In 
four-handed chess, I personally prefer the 
first checkmate to decide (if your partner's 
in trouble, you should be helping him) -
it's simpler and quicker. 
I introduced CC with this rule recently to 
four players who had never tried 
four-banded. It was intended as a 'quickie' 
but it went on well past two hours. There 
was plenty of excitement and the players 
were unanimous in their praise. (The 
significant feature of four-handed is that 
after you've moved both opponents can 
have a go at you before you move again.) 
CHESSapeak Challenge has received 
good publicity in Canada and ODe school 
is structuring their entire maths 
curriculum round the game. The standard 
set is handsomely packaged in a square 
box with folding board and four sets of 
contrasting ch~ The price is 
C$39.99 including postage within Canada. 
A tubular set with large vinyl board and 
superior weighted and felted chessmen 
(tournament size) should be available 
about now. Write to Bruce .loDes, 71 
Birch mll Lane, Oakville, Ontario L6K 
2PL 

GEO CHESS This three-player on a 
round board has some highly original 
features. In the rust place, each player has 
two armies but only one king. The 
chequered board has eight concentric 
ranks and 30 flIes radiating from a central 
map of the world in which tluee spaces 
have been inset for the kings. In front of 
each king on the first two ranks there is 
the usual array with the queens 
accommodated on a double square. Two 
flIes separate each anny. The two 
outermost ranks are occupied by the 
second armies, the queens again 
occupying a double square and with two 
flIes between each array. The outa" armies 
are staggered in relation to the inner 
lI11iUes and a player's armies are on 
opposite sides of the board. Clear? 
Movement is predictable. A piece 
occupying a double square, known as a 
power square, is especially strong - the 
bishop for example can change square 
colour. Only the king may stand on the 
king square where it can only be attacked 
by a queen or a rook. Once the king moves 
away, it cannot return. The armies of a 
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mated player are removed from the board. 
. The sumvor wins. Invented by Rick 

French (1992) and marketed by Lordin 
Games, P.O. Box 68309, Indianapolis 
IN 46268 U.S.A. price $24.95 plus 
carriage. 

DYNAMIC CHESS Edward JacIanan 
sent me details of this game modified and 
perfected by Hugh Denoncourt of the 
Strategic Mind Games Club at the 
University of New Hampshire. The 
inventor is wtknown. Standard set up. The 
power of a pawn or piece comes from the 
nearest man of either colour on the same 
rank towards the a-file. For example, the 
queen's knights on both sides move as 
rooks. The power wraps around the board; 
that is, the a-file is considered to be 
contiguous with the h-file. Thus in the 
array the only men to keep their 
orthochess powers apart from the pawns 
are the queens' rooks since the nearest 
pieces are the kings' rooks. If the rank is 
empty except for the piece, that piece 
moves as normal. There is no double 
pawn move option, e.p. or castling. Pawns 
promote normally. Pieces moving as 
pawns cannot promote. One of the main 
tactics of the game is to flush out the 
opposing king so that it gets stuck next to 
a pawn and becomes a sitting duck. 
Another is the move of Q or B to the 
second rank which allows the pawns to be 
shot off like missiles as exemplified in the 
clash below. Pawn promotion is 
commonly to knight Here is the score of a 
recent game by email. 

White Edward .Jackman Black Hugh 
Denoncourt 1 BcI-bJ Pe7~ 2 Pal-aJ 
Pd7-d6 3 Pgl-g3 Bf8-e7 4 Pg3:d6 
Pc7:d6 5 Pa3:d6 Bc8:d6 6 BbJ..a4+ 
Pe6-c4 (reducing the power of Ba4 to that 
of a P) 7 BfI-g2 Bd6:b2 8 Ngl:b2 Pb7-b6 
9 Pdl-d3 Pb6-b5 10 QdI-c3 Qd~ 11 
Nbl-dl Pc4:d3 12 Ndl:d3 Pb5:a4 13 
Qc3:a4+ K.e8-f6 14 Nh2:bS+ 
(uncovering' check from the Pb1) 14 •... 
Kf6-h4 15 NdJ-f4+ Kb4-g6 16 Qa4-cS+ 
Kg6-gS 17 Nf4:e6+ Pf7:e6 18 Pb2-eS+ 
Pg7:e5 19 QcS-d4 Pe5:d4 20 Pc2-f5+ 
Ph7:t3 21 Pe2-hS+ KgS-g4 22 Pfl-h4+ 
Kg4-g3 23 Kel~+ and mate next 
move. (If 23 ... Kf4. 24.Rh2#) 

GOLIAm CHESS This game was 
invented by Gianluca Vecchi in 1994. It is 
orthodox both as regards rules and set-up 
except that a man, after making a capture, 
may make a second capture but without 
moving, as in Rifle chess. The second 
capture, which is optional, can be in any 
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direction but must of course be legal for 
the piece 'shooting'. Shooting at the King 
is forbidden. A check must be removed by 
an orthodox move and moving into check, 
even though the following shooting move 
removes the checking piece, is illegal. A 
pawn that promotes as it captures shoots 
with the power of the piece to which it is 
promoted. 
Here are two brief correspondence games 
(1994): 

White Gianluca Vecchi Black Aldo 
Kustrin 1 d4 e6 2 NfJ Qf63 Nbdl? Nc6 
4 Nb3? Qg6! 5 Qd3 Q:gl:fl 6 Q:h7:hS? 
Q:hl:f3+ 7 Resigns (White. two pieces 
down. now loses the queen.) 

White Aldo Kustrin Black Gianluca 
Vecchi 1 e4 e5? 2 Qh5! Nf6 3 Q:e5:f6+ 
Be7 4 Q:g7:hS h5 5 d4? Bb4+ 6 Kdl 
Qh4? 7 QhS+ Resigns (Black loses the 
queen). Vecchi comments: 1 e3 or 1 e4 are 
possibly the best opening moves for White 
of which e3 is probably the better as it 
does not leave the pawn isolated. Playable 
Black responses are Nto or g6. The weak 
squares of orthochess are doubly weak in 
Goliath. Any wlnerable point must be 
guarded by at least two tmits; a single 
defender is useless. If a powerful piece 
like the queen breaks into the opponent's 
position the game is almost certainly lost. 

JSOl.~TE.D 
p~~S 
By David PritcharrJ 

In MINICHESS Mike Basman of 
Audiochess is hoping to market a pocket 
minichess (5x5; with rules) shortly, in 
part as a teaching aid The prototype is 
very neat. The retail price is expected to 
be about £1.50. 

12) A CURIOUS COINCIDENCE I 
doubt if many readers will recall Star 
Chess, perhaps the flISt computer 
hardware CV. The usual men were 
renamed in keeping with the theme and 
were equipped with missiles and shields. 
Pieces could move into hyperspace and 
were returned to the board at random a 
few moves later. It is fully described in 
my Brain Games for anyone remotely 
interested. The flISt and only 
championship, umpired by Harry 
Golombek, took place with much 
razzmatazz in London in 1979. There I 
talked briefly with two young models who 
seemed to have only a vague idea of what 
was going on. Move on to 1995 and the 
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April issue of Chess Monthly. The cover 
story concerned a randomised rapidplax 
championship with 64 entries held at the 
home of top fashion designer Laszlo Star. 
A serious article on randomised chess by 
our editor in the same issue lent 
credibility to this unlikely story. The joint 
winners, two attractive young ladies who 
allegedly trained at the 'Benko Chess 
Academy' in Budapest, are featured on the 
cover. Now for the coincidence: the young 
ladies in question are the same two that I 
spoke to at the Star Chess event. And, 
would you believe it, they don't look a day 
older? Beauticians can work wonders 
these days, I know, but it is surely 
inexcusable that the winners, in the 
presence of so famous a fashion designer 
as Star, should be wearing the identical 
costumes they wore in 1979? 

13) BANANA-SKIN CHESS Jaime 
Poniachik, the popular Argentioean games 
player and problemist, has come up with a 
new game: Banana chess. All men, except 
the king and knights, must 'slip' (move) as 
far as possible in the direction chosen, 
stopping only on making a capture, 
reaching the board edge or coming up 
against a friendly man. Thus one could 
open 1.e6 for example. Jaime pronounces 
the game 'very playful'. 

14) SPHERICAL CHESS Mike Pennell 
has sent me a couple of postcards 
illustrating spherical chess games. Both 
are French. One refers to a game invented 
by Jacques CareIman dated 1971; the 
other, called Glob'echecs, is undated. 
Spherical chess is essentially a chessboard 
which is distorted so as to appear as a 
globe: the map-maker's art in reverse. The 
pieces are necessarily magnetic or make 
use of some other device to stop them 
falling off. In the ECV I give Peter 
Yaspan's game (1970) in which the globe 
can be freely rotated. Mike Pennell has 
also kindly sent me a number of patent 
applications relating to CVs amongst 
which is US. patent No. 3,359,003 of 19 
Dec. 1967 filed by a David Kass. This is 
in part for a spherical board for playing 
chess. The question I ask is: who can lay 
claim to having invented the first 
spherical chess game? Yaspan died 
tragically in the 1970s so that source of 
enquiry is closed. 

15) CHESS CARDS Another offering 
from Mike Pennell is US. patent 
application No. 814,996 of 13 Mar 1906. 
The applicant, one Casler Warne, 
proposes a pack of 48 playing cards based 
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on chessmen plus a jester. There are two 
suits each with two divisions: pages and 
king pages, pawns and king pawns. The 
16 pages are the chess pieces and 
represent court cards. They correspond in 
nwnber to the pieces in a chess set. Half 
the rooks (here called castles), knights 
and bishops are crowned. TIle two kings 
and queens are either aowned or 
uncrowned according to which way up you 
hold them! The 32 nwneral cards, 
represented by pawns, nwnbec from I to 
8; there are two of each value both 
crowned and uncrowned. The significance 
of the king pages and pawns seems to be 
that where two cards of the same suit and 
rank are played, a crowned card takes 
preference over an uncrowned card. The 
ranking (high to low) is curious: 
K,Q,One(=Ace),B,N,C,8,7,6,5,4,3,2. 
There the similarity with chess ends. The 
card games suggested involve trick-taking. 

16) AN ANCmNT CV? Giampaolo 
Dossena, the distinguished Italian 
historian and games enthusiast, has sent 
me a mysterious reference from a book 
published in Venice in 1568. It refers to 
an unknown game with an unknown name 
called Merlarlo (merli=blackbirds; 
merlaio=builder of traps). TIle game board 
is illustrated there: a 8x6 chequerboard, al 
white. 

17) POCKET KNIGHT CHESS GM 
Averbakh revealed at the Leiden 
colloquiwn that he had played hundreds of 
games of PN chess with the son of Boris 
Stetchkin whose fall and rise are recorded 
in the ECV entry. Averbakh observed that 
the game is nowadays played by ethnic 
minorities (he mentioned the Tuvinians) 
but not by Russians. 

18) GESS An 8rtic1e by Paul Bolchover in 
Eureka followed by one by Ian Stewart in 
the Mathematical Recreations feature of 
Scientific American describes this highly 
ingenious chess game played on a go 
board with go pieces which break up and 
reform. More next time. 

19) J' ADOUBE Doug Reid reminds me 
that his Bee Brain Super Chess has in fact 
six hoppers (bishops) a side (two on each 
colour complex) and not three as I stated 
(VC 17). Sorry about that. 

Address: Badgen Wood. Hascombe 
Rd. Munstead, GOOalming. Surrey GU8 

4AA. 

• 
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JANUS CHESS 

(The following two games were originally 
published in Rochade Europa and are reproduced 
here with permission. The annotations have been 
translated from the original German.) 

Here is a game from Christian Bauer of 
Nancy (ELO 2475) against the Saarland 
'under 17 master' Stephen Becking of 
Schwalbach. 

Cbristian Bauer - Step ben Recking 
1. f4 c6 2.Jb3 Jh6 3.e4 Ng6 4.g3 f6 S.NiJ 
Bb6 6.Ng4 .Jf7 7.d4 Nd6 8.15! (After this, 
Black loses occupation of the centre; 
White on account of this space advantage 
clearly stands better. Chr. Bauer now 
systematically prevents the development 
of the black pieces.) B. •• Nh8 9.e5 Nc4 
lO.NdJ f:e5 ll.d:e5 e6 12.f6 g6 13.Qf4! 
B:gl 14.R:gl bS lS.b3! (The black 
queenside is already completely 
paralysed. The only active black piece is 
now driven back.) IS ... Nb6 16.Q:i7 Ni6 
17 . .Jd2 gS 18.Ngfl Jh6 19.Bh5+ Bf7 
20.B:f7+ .J:f7 21.Ne4 .Jg6 (Nd6+ was 
threatened. The control of the central 
square e4 secures White the advantage.) 
22.Qj6 h6 23.Nd6+ Kd814.JIl Ja6 

a bed e f g h I 

2S.Jfe4! (Another active black piece is 
removed (exchanged). White is poised for 
victory.) 2S •.. .J:e4 26.J:e4 Nc8 27.Qi7 
N:d6 28.e:d6 .Jc8 29.Qe7+ and White 
won. (e.g. 29 ... Q:e7 30j:e7+ J:e7 31.d:e7 
K:e7 and White has a large material 
advantage; or 30 ... Ke8 31.Jg6 mate.) 

Here now a short game ... 
Armin Prior - Cbarly Gerber 
1 . .Jb3 Ni6 2.e3 e6 3.NdJ Nd6 4 . .Jc3 NgS 
S . .Jj4 Bf6 6 . .Je2 Jc6 7.Ngl h6 8.D Bh7 
9.iJ Nc4 10.Rbl Qd6 ll.e4 Bg6 12.BcS 
N:d2! 
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a bed e f 9 h i 

([his seems to be a desperate sacrifice 
because Black is losing his Queen; but it 
heralds an attack against the white King.) 
13.K:d2 (White is careless; he should try 
HQhl.) 13 ... .Ja5+ 14.c3? .Jc4+ IS.Kel 
B:e4! (The winning move. On 16.B:d6 
there follows I6 ... B:d3 17.B:c7 B:e2 
I8.B:e2 Jc2+ 19.Kf2 J4e3 mate.) 16.f:e4 
N:e4 17.B:d6?.Jd2 mate. 

• 
KOREAN SHOGI 

By Roland Marounek 

(Bd: In VCI6, Roland Marounek wrate 
extolling the virtues of Korean Shogi.) 

I bought D.Pritchard's Encyclopedia: a 
fantru.1ic book indeed! I am discovering 
many wonderful ideas. This a bit 
depressing sometimes! Some things you 
believed that nobody else had thought 
about, but you realise they have existed 
long since ... 

The idea to extend the 'South-Korean' 
(An-nan) shogi to any kind of chess, even 
orthodox, gives Maya Chess, and not so 
far distant is Relay Chess. However I have 
not so far encountered any game which 
follows the 'North Korean' principle. Of 
course the exploration of Pritchard's book 
is far to be achieved! 

Here is a sample game of 
'North-Korean orthochess'. The precise 
rules are: each piece moves and takes as 
the friendly pieces it controls; if it does 
not control any piece, it has its usual 
value; the King 'is at least a King', that is, 
the King can always move as a King, in 
addition to any other moves. 

Hogues Vermeien - Roland Marounek 
l.Pe4 Pd6 2.Ne2 Nc6 3.PdJ Pb7-c5 
4.Nc3 Bb7 S.Bfl-e3 PeS 6.Pa2-a4 
Ng8-e7 7.Bcl-d2 Qd7 B.Ra3 BaS 
9.Nc3-bS Qf6 10.Qcl Bg6 ll.Pg3 
Pf7-a2 12.Kg2 Pg7-f7 13.Pc2-c4 N:bS 
14.B:aS N:a4 lS.Qal PdS 16.Q:a2 Pd4 
17.R:a4+ Kg7 18.B:c7 P:e3 19.P:e3 
Ra8-c8 20.B:e5 Qg4 (If 20 .... Q:e5 
21. Qa3) 21.Qa3 Ne6 22.PhJ Q:e3 
23.KD BgS 24.Pg4 Pf7:eS 25.Qc3! 
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Bf4+! 26.N:e3 P:c3 27.P:c3 Bh6 28.RaS 
Rh8-t8+ 29.Ke2 Ne7 3O.Rh2 Rf8-d8 
31.Rg2 Nb7 32.Pe5 Kf7 33.Rg2-n+ Ke7 
34.Rf6+ K:e5 35.Rf5+ Kd6 36.Rf6+ 
Kc7 37.R:h6 Kb8 38.PgS Nb6 39.Ne4 
Kb7 4O.Pd3-b4 P:b4 41.P:b4 Pa7-b5 
42.Pg6 P:g6 43.Nc5+ 

43 ... Ke7+ 44.Kf3 Rt8+ 45.Kg4 Rf5+ 
46.Kh4 P:h6 47.Kg3 (Rg5 mate is the 
threat.) 47 ... Rg8+ 48.Kh2 Rfl+ 49.Khl 
K17 50.Pc6 Rel+ 51.Kh2 Kfl mate! 

• 
Editor: 

Roland Marounek has produced two 
computer programs for the IBM 
compatible PC. The ftrst one is Shogi++, 
the other Shogi MODsten. Let me say 
straight away that despite certain faults, 
these are remarkable programs. This is 
what the inventor says of them: 'Shogi++ 
shows. records. and eventually plays (very 
badly) all the 7ittle' variants of Shagi. 
from 5x5 Shogi (I call it Royston Shogi) 
to the 15x15 Dai Shogi. SIwgi Monsters 
does not play. but is able to edit boards 
and pieces to a relatively large extent. ' 

I have tested these programs. Shogi++, 
plays 5x5 and 6x6 Shogi, Tori Shogi, 
Shogi, Wa Shogi, Chu Shogi, Heian Dai 
Shogi. Kodai Shogi and Dai Shogi. 
(Although the three levels of 
computer-strength are: very stupid, 
nonnally stupid, and stupid and slow!). 
One can also play 'user v. user. It also is 
programmed to play these games as 
'Korean Shogi' (7 different kinds: details 
shown at end). Alternative pieces can be 
introduced too. During play the movement 
of a piece on the board can, if desired, be 
indicated on the screen (very useful for 
learning a game!). The pieces are shown 
on the screen as letters (e.g .. Ln=Lion). 
The board can be printed out, although on 
an A4 printer the whole of a board is only 
printed up to 12xl2 (Chu Shogi) size, and 
then not too attractively. 

A serious fault though is that if the 
facility to fmd a piece's name and 
movement is used (clicking 'Pieces' in the 
lIelp' menu), the program has to be 
rebooted - so do not use this. An 
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alternative method is to click a piece, then 
click Fl (Esc gets back to the original 
position on the board). This works fme in 
Shogi Monsters, but only up to a size 7x7 
Shogi board in Shogi++. Any board larger, 
and the program has to be rebooted. 

Shogi Monsten shows boards up to 
Tai Shogi (25x25 board) size. This 
program has no play facility, although 
games can be stored and replayed. As 
with Shogi++ using 'Pieces' in the Help 
menu does not work. But fmding the 
name and movement of a piece by using 
FI, as described under Shogi++, does 
work for all sizes of boards. However one 
still cannot find out what the movement of 
a piece is direct from the index. 

Custom-sized boards can easily be 
created and any piece in a large index can 
be inserted. Non-Shogi variants can be 
created using this method by adding new 
pieces and modifying existing ~ this 
latter was not particularly easy though, 
and some special rules might cause 
difficulty, e.g.. castling. Games in the 
program that have a1ready been created 
include Wayne Schmittberger's 
Wildebeest Chess, and Timur Chess. 

Let there be no mistake, what is 
attempted is quite stupendous - the 
potential uses of these programs are vast. 
But there are bugs in the programs and 
several things need improvement (for 
example, the information about many of 
the pieces is incomplete, the progressive 
facility does not allow the same piece to 
move twice in a sequence, etc.). I presume 
there is on-going work to improve the 
programs and iron out the bugs. 

Are they worth buying? It is difficult to 
give a straight yes or no answer. Despite 
their faults the programs are good fun to 
use and experiment with; the colours are 
attractive (and cbangeable~ with a little 
practice it is pretty easy to move around 
these programs; apart from 'Pieces' the 
Help facility is useful. I consider them 
well worth buying if one considers (and 
concentrates on) what they can do rather 
than what they 2Y!ID! to do. They provide 
an easy way to learn (and sometimes play) 
Shogi and its variants, and fmd out about 
several other variants too. How else can 
most people play Chu Shogi for example? 
And without buying an expensive board 
and pieces. There is nothing in the 
commercial fteld to compare. 

Shogi++ costs £5 (including postage), 
while both programs cost £8 (including 
postage). Programs can be obtained from: 
Roland Marounek, 138 Chaus5ee de 
Bruxelles, 1150 Brussels. Belgium. 
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The seven varieties of Korean Shogi 

South Korean Each piece has the movements of 
all the pieces, of the same side, that control it 

Nor1h Korean Each piece has the movements of 
all of the pieces, of the same side, it controls. 
Seoul Variant A piece has the moves of the 
enemy pieces that oootrol it. 
Pvong yang Variant A piece has the moves of 
the enemy pieces it controls. 

South-Seoul Variant A piece has the moves of 
all the pieces that control it. 
North Pyong Yang Variant A piece has the 
moves of all the pieces it oootrols. 
38th ParaUcl Variant A piece has the moves of 
the friendly pieces that control it, AND the moves 
of the enemy pieces it controls. 

In all cases: if any piece has not the moves of any 
other piece, it has its usual move. 

SOLUTIONS 

Solutions The End is Nigh (p. 173) 

~ I.M (1.h3 Qc2 2.Kh5 Q:b5 wins.) 1._Q:h4 
1.a8(N)! 
E.g. 
i) 2.a8(Q or R)? Qh8 wins. 
ii) 2.a8(B or K)? Qcl 2.Bb7 Qh4 3.Ba8 Qcl = 

iii) 2.Kb6 Qf4 3.Kc7 Q:c7 wins. 
iv) 2.Kh7 Qf43.Kc7(b8) Q:c7(b8) wins. 
v) 2.Ke7 Qd8 wins. 
l-QeI3.Nb6 
i) 3.Ne7 Qe6 wins. 
ii) 3.Kb6 Qg;3 4.- Qc7 wins. 
iii) 3.Ke7 Qt2 4.- Qb6 wins. 
iv) 3.Kb7 Qd2 4.Ka7 (4.Kb8? Qd3 wins) 
4 ... Qg5 5.Kb7 Qd2 and White is not winning. 
3_.Qh4 4.Na4(e4) wins. 

~Series 13. 
d,e:d4,d5,c16.KtlS,Ke5,KRi,Ke7,d4,d5,d7,d6 
d8(N)# 

~ U8(C) Kd6 2.Ce4+ KdS 3.C8f4 # 
This mate occurs in ten different variations 

according to the movements ofB\ack's King. 

n 1.N15 (Necessary, because ... R:k6+, ... K:k7 
leads to a draw.) 
1_K:15 1.k7+ Rk6+ (2 ... Kl6 3.k8(R)! wins (I) 
(3.1c8(Q) Rjl + 4.K12 RH + 5.Kk2 RId + 6.K:kl 
is stalemate. Promoting to a Courier, N or B 
also only leads to a draw.» 
(i) The original Troitzky study (which, 
cxtrapolated to a 12x8 board, has the same 
starting position without the Fers) is unsound 
because of 3.k8(R) Ri6!1 4.K12 Kl7 5.Bj7 
Ri2+! 6.Kl3 Ri3+ 7.Kk4 Ri7 8.Bh5 Rk4!=. 
With the addition of the Fers, White wins by 
3 ... Ri6 4.K12 Kl7 5.Bj7 Rj6 6.Bh5. 
3.B:k6 KI6 4.ldI(N)+ ( i) 4.k8(Q or R) 
stalemate; ii) 4.k8(B,C or Fers) Kk7 5.- K18 
draw.) 
4_K:k6 5.Kk2 KJ7 6.Nl6+ Kk6 7.Nk.4 KI5 
8.Kk3 wins (Without the pawn at 14 White 
could only draw, even if the black King werc 
trapped in the corner 18). 

!}1.Ne7+ Kd8 (l...KdO 2.Nc8+) 2.NgS Gf8 
(2 ... GdO 3.Nh6 Kd9 4.Nf7) 3.NR> Ge9 
(3 ... Kd9 4.Nd7) 4.Nd7 GfO(dO) 5.NbS Ge9 
6..NcO+ Kd9 7.N:e9 wins. 
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r -/).----.1 LETTER 
<:Y BOX! 

ECV -Shogi 

From George Hodges (Bromley. Kent.) 
I read my critique of ECV, ..... and David 

Pritchard's "responses" with interest but 
with some surprise since they do not 
answer the criticisms I raised at all! I am 
in a difficult position, since if I respond, 
then I might be accused of being a dog 
worrying a bone and yet, if I do not 
respond, then I might be perceived as 
accepting DP's comments, which I most 
definitely do not. I therefore feel that I 
must, despite the limited value of it, 
answer the comments made. 

1) My criticism was that, having donated 
such generous space to the introduction 
section on Shogi, why did he choose such 
demeaning comments as "confined to the 
middle and lower ranks" and "cedes 
nothing in depth and beauty to the 
European game"? He may not have 
'extolled the virtues' of ANY game, but in 
the case of Shogi, he damned it - why? 

2) This really will not do! I am charged 
with "going on to confuse depth with 
excellence". At no time in my critique 
(much of which was not printed) did I 
mention "excellence". My oomments were 
confined to discussing just some aspects 
of depth in Shogi as compared to Western 
Chess. This, after all, was the nub of the 
quote. Alekhine was world champion of 
the latter game. It does not mean ipso 
facto that he understood Shogi. In fact, the 
quote indicates, as I maintained., that such 
observers understood little of what they 
were experiencing. It takes a long time to 
appreciate the niceties of Shogi, let alone 
the tremendous depth and intricacy. It is 
highly unlikely that Alekhine gave it more 
than a cursory glance and also unlikely 
that he could read the characters or realise 
in any way what was going on over the 
board. After all, he did not have DPs book 
to guide him at that time! 

3) The C.H.O'D Alexander phrase, I 
repeat, says nothing. it is merely 
descriptive. He might very well also have 
said Shogi has nine squares each way, or 
Shogi has Golds and Silvers. Why say it? 
Surely if he were an enthusiast of 
variants, he had something more 
constructive to offer us on Shogi. 
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4) Bias may be and probably is also in the 
eye of the beholder, this I readily concede. 
But if DPs writing and presentation of 
Shogi over the years strikes me in this 
way, then, perhaps, it conveys the same 
negative feeling in others. He would do 
well to take this criticism on board, to 
rea1ise that there are very probably a lot of 
Shogi enthusiasts out there in his 
readership, whom he has never, it seems 
to me, considered very highly, and take a 
more positive attitude instead of trotting 
out all those negative aspects all the time, 
which might just be a little unjustified. 

Why it should disconcert me to learn 
that DP learnt Shogi and Go as long ago 
as 193718 is a curious suggestion. The 
only response it produced in me, 
particularly the part about 'slightly' 
preferring both games to Western Chess, 
was that surely, by now, he ought to have 
a far better understanding of Shogi than 
he has hitherto demonstrated. Perhaps he 
would kindly enlighten us as to his 'sterile' 
reasons for preferring the Japanese game. 
It is a fact, I would suggest, no matter how 
much some may deplore it, that 
comparisons are inevitable with games in 
the same family. In my view they can be 
informative, interesting and productive. 

5) Egregious (a word I do not need to look 
up, by the way) is hardly an apt 
description of Cho ¥o in my opinion. 
"Picked out from the flock ft he may have 
been by DP, but his writings are so way 
over the top that surely anyone ploughing 
through it all might very well conclude 
that he was absurdly eccentric, even 
possibly demented. Or, as I put it in the 
vernacular, a nutcase! Again please 
answer the criticism: why put it in? Could 
you not have put in sensible, informative, 
positive comments in the no doubt 
precious space? Or does it truly grate to 
have to be positive about Shogi? 

6) This is quite ridiculous! DPs flnal 
comment is prating. Did I touch a nerve? 
For DPs benefit, I will explain it: There 
are, these days, generally two kinds of 
King in a normal Shogi set. One of them 
has a "little dash" on it This is the Gyoku. 
The one without the little dash is the 6. 

FACT: 6 means King. Therefore 6shO 
= King General (Commander). Gyoku 
means jewel or more correctly jade. 
Therefore GyokusM = Jewelled General 
(Commander), or more properly Jade 
General (Commander). If you ctIll it a 
King then it is Os",. But why give the 
Japanese names anyway in an English 
book when you don't have sufficient 
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knowledge of your subject? Why not just 
call them Rook, Bishop, Gold, Silver and 
so on? ' 

To confuse you further, all the pieces 
have precious stone connections and the 
like, so if you use Gyoku you should 
either point out that there are two types of 
King or be consistent and employ, for 
example, Laurel Horse for Knight and 
Fragrant Chariot for Lance et cetera. 
Admittedly the Japanese do use both C>sho 
and Gyokusho and also quite normally in 
their language interchange them. and 
confusingly use various readings for the 
same kanji generally. This is by no means 
the whole story and it is all very 
complicated, so I do not propose to go 
further. 

Mr Masukawa Koichi (pen name), a 
charming fellow, with whom I have 
travelled on many occasions in Japan and 
elsewhere, is an excellent historian and 
scholar. He has been a very good friend of 
mine over many years. Unfortunately, his 
English is rather inadequate to say the 
least and he always <;onversed with me in 
his own quaint form of German, this, 
likewise, often very inefficient. The 
article in English in VCl6 was, as I 
understand it, "translated" from this 
curious Gennan. It is, therefore, unlikely 
that such fine distinctions between 0 and 
Gyoku are realised, made or, indeed, 
desirable. 

Note for DP: if you want to look it up, 
David, try Kenkyusha, the Japanese to 
English volwne. 

David Pritchard comments: 

George Hodges repeats himself, again 
quoting out of context In the first 
example, the context may be of interest to 
readers since no shogi publication, to my 
knowledge, has picked it up: 
'A visit by Japanese shogi players to the 
Philadelphia Chess Club was reported 
(Illustrated London News) in 1860 and a 
few years later The Chess World, 
reprinting an article from the 
Philadelphian Daily Bulletin, recounted 
how, on being introduced to the 
(Japanese) Embassy, we learnt that the 
game (shogi) was exclusively confmed to 
the middle and lower ranks, a striking 
illustration of the semi-barbarism of these 
islanders ... ' (The arrogance is partly 
explained, if not excused, by the fact that 
Commodore Perry had sailed into ¥ edo 
Bay only 13 years previously, opening 
Japan to the world after 250 years of 
isolation.) The article went on to observe 
that ' ... two Japanese soldiers played the 
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flrst game of Japanese chess ever played 
in a Christian land.' 

The full context of the second quote is 
'Japanese chess cedes nothing in depth or 
(not 'and') beauty to the European game .,. 
it is at least as interesting.' Perhaps some 
reader can explain how this is a 
demeaning comment that damns shogi? 

The reason I thought George might be 
disconcerted to learn that I flrst played 
shogi in 1937/8 is that he is on record as 
stating that I do not even play the game 
and never have. 

Finally, George Hodges declares that if 
you call it a King then it is Osho . I am 
aware of his argument but I preferred to 
be guided by the Japan Shogi Federation 
which, in its book How 10 play Shogi, 
translates gyoku as king throughout and 
nowhere mentions osho - perhaps another 
case of mistranslation? And what's this 
from Shogi magazine? 'Gyoku ... in most 
books (my italics) the King seems to be 
referred to with this character.' TIle 
commentator? George Hodges. Why give 
Japanese names? In the same issue, same 
page, he states: 'We have had a number of 
requests asking us to give a listing of the 
Shogi pieces in Japanese.' Which he does. 
In the light of his experience, this seemed 
a good example to follow. 

The other points I have already 
answered (any reader in the least 
interested can turn back to K:'17). George 
could have saved you valuable space by 
sending his comments to me in the flrst 
place. He would then have had the 
opportunity to extend the common 
courtesy of acknowledging the copy of 
ECVI sent him. 

Editor: I am calling a halt to discussion 
on this topic - although some readers may 
regret this! For those who do not know. 
George Hodges was editor of all 
informative and very well-produced 
magazine - Shogi - which ran to 70 issues 
over some eleven years. Back numbers of 
this magazine. as well as details of other 
Shogi literature and equipmml on offer 
(including variants). can be obtained by 
writing to George Hodges, P.O.Box 77, 
Bromley, Kent 

• 
Too Many Variants 

From Gianluca Vecchi (Carpi. Italy) 
Concerning what David Li said on 

having too many Chess variants, I do not 
really tmderstand his thought Please, 
what does it mean that 'We need to 
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concentrate on a select few that are 
intellectually absorbing. that have 
strategic implications. andIor are truly 
enterlaining~ 

I think that there are a lot of variants 
having 'strategic implications· ... And the 
fact that a game is truly entertaining or 
intellectually absorbing is only a matter of 
personal taste: personally, for example, I 
fmd Kriegspiel very boring to play, but I 
know that it is a deep and difficult game 
and I could not say anything against it, 
since mine is just a personal opinion. 
Perhaps in the near future Mr.Li will 
write a book containing his personal list 
of good and bad variants: tmtil that time, 
however, I hope that the heterodox players 
will keep on considering the high number 
of Chess variants as a richness of ideas, 
and not as a waste of time (as probably 
Mr.Li thinks ... ). 

Lack of literature 
About the lack of literature in a 

particular game, David Li is right. 
However he should tmderstand that it is 
not compulsory for a variant to have a 
literature to be considered 'good': a game 
is mainly entertainment, not theory (of 
course theory is important, but it is not the 
most important consideration). For 
example, even after David Li writes his 
50th book on Kriegspiel, this does not 
mean that Kriegspiel will have become 
better than any other variant. 

• 
Xiangqi Cards 

From Peter Blommers (Fhe Hague) 
Chinese Chess Cards are still readily 

available in Chinese shops, at least in 
Holland, but I presume elsewhere as well. 
No doubt the game or games played with 
them employ the set-forming principle 
which is standard in China (as opposed to 
our trick-taking principle). Rules are 
hardly ever available for Chinese card 
games (there are other decks) probably 
because all games are used for gambling, 
although most Chinese I encounter deny 
that. Hence the impression that the games 
and decks are part of history. They aren't, 
but it would probably cost the rule 
researcher a sizeable investment to fmd 
out comprehensively about the rules . 

• 
Progressive Chess 

From Paul Byway (Hoddesdon. Herts.) 
I agree with Malcolm Horne:- In Italian 

(progressive) the sequence is padded out 
\vith useless moves so as not to check too 
early, nothing very brilliant about that! 
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'Italian mate' is just one more tactical trick 
in a game that hardly needs any more. 

Some further thoughts about progressive 
chess. The en passant rule is only a 
consequence of the double pawn-move 
rule. Castling and the double pawn-move 
rule were introduced as special rules to 
meed up the game. In the context of 
progressive chess it is absurd to have 
these rules as well. The game hardly 
needs speeding up: therefore they should 
both be dropped. 

Editor: This latter is a most illteresting 
suggestion. RemOVing castling and the ell 
passant rule would pose little problem as 
they are hardly ever used; but abolishing 
the double-pawn move is dijJerellt. 
Removing this would slow the game down. 
which might be no bad thing. As an 
experiment I am organising a postal 
tournament adopting the Byway rules 
(however the Italian mate will remain!) -
see News page for details. 

• 
ITALIAN MATE 

In a Variant Chess postal tournament 
game between LRichardson and 
.J. Tolonen (the full game is given in 
K:'13, page 71) the following position 
arose: 

White is in check. and as he cannot 
make 11 moves without giving a 
premature check. Black wins the game 
(Italian mate). But in the diagram what is 
the result if White's King were to be at 
h3? He is not in check and as he cannot 
complete his sequence he is stalemated 
and the game is a draw (see VC17 page 
156 for discussion of this rule). 
Interesting. 

I recently learned that the loser, tan 
Richardson, was not aware of the fme 
distinction~ he thought he would have lost 
even ifhe had not been in check! 

• Malcolm Home: I feel that most 
people (outside Italy at least) would make 
the same 'mistake'. Such a fine distinction 
highlights the unsatisfactory nature of the 
complex Italian rule. 
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CAPTURES 
In the algebraic notation used in Variant 

Chess the colon (:) has replaced (x) as the 
symbol for capturing. 

SHOGI 
Membership of the British Shogi 

Federation seems to be fairly stable at 
between 40 and 50 members although the 
nwnber of Shogi clubs has been reduced 
to two (Royston - contact Richard west 
(Tel 01763-231165)~ and Reading -
contact Tony Atkins (Tel 
01734-268143).). The BSF accounts 
continue to show a more than healthy 
surplus. 

Les Blackstock won the 1995 British 
Championship in March, the runner-up 
being Tony Hosking. 14 year old Marc 
Groombridge of Folkestone won the 1995 
under-18 Championship, with Peter 
Armitage runner-up. 

In the International Postal Shogi T earn 
Tournament one of the EngIisb. teams is 
currently placed 2nd. behind Germany, 
and in front of both the Japanese teams. 
S.Lamb is reported as being the leading 
world postal Shogi player. (SItoten Aug. 95) 

EVENT 
2nd December 1995 - Hythe. Write to 
s.G.Campbell, 9 lans Walk, Seabrook, 
Hythe, Kent, CTll SIT. 

CHINESE CHESS 
EVENTS 
9/10th December 1995 - 12th European 
Xiangqi Championship to be held in 
Milan, Italy. 7 or 8 games. Entry fee 
15,000 lire. Contact Agostino Guberti, 
via Don Gnocchi 20/d, 20875 LocIi MI, 
Italy for details of play and 
accommodation. 

17th December 1995 - Bank of China 
Open/Invitation event. 5 round Swiss to 
be held at the bank's premises in Cannon 
Street, London. Entry fee £5. Contact 
C.K.Lai, 12 Lagan House, Sumner Rd., 
London SEtS SRB. 

KOREAN CHESS 
In thier latest Korean Chess postal 

tournament, Eteroscacco have altered the 
rules to those that Malcolm Home set out 
in VCt8. 

VARIANT CHESS 

RANDOMISED CHESS 
At the Paignton chess congress in 

September a 10 minute, 5-round, 
randomised tournament was held as one 
of the special evening events 
(mirror-image, no castling, Bishops of 
each side kept on different coloured 
squares). It proved most enjoyable for 
players and spectators alike~ other 
townament organisers should try it. The 
winner was RHutchings with 4 pts 
followed by A.D.Brown 3 and Paul 
Archer 2 112~ 6 players took part. 

2nd HETERODOX POSTAL 
OLYMPIAD 

Most of the games are now completed 
although Claudio Arno, the controller, 
appears to be having some trouble chasing 
up some slow (or stationary) competitors. 
These are mainly from Poland and the 
former Czechoslovakia. It looks likely that 
England will be in one of the top three 
places with Italy I and the Ukraine. 

POSTAL TOURNAMENTS 
An Italian Progressive postal 

townament commenced on 1st September. 
The competitors are: Paul Byway, Peter 
Coast, Toby Howes. George Jelliss and 
!an Richardson. 

Entries are invited for Variant Chess 
postal townaments in Italian Progressive 
Chess using the Byway rules outlined on 
page 179 of this ~ and Balanced 
Manellais (two-move chess). The 
competitions are open to all. Free entry 
for VC subscribers. Entries to be received 
by 24th December, play to commence 7th 
January 1996. Write to tbe editor. 

Eteroscacco organises postal 
tournaments in dozens of different 
variants. with new tournaments 
commencing every three months. There 
will be something here to please most 
people's variant taste. Entry fees are 
cheap. Write for detaU. to: A.Castelli, 
62010 Villa Potenza (MC), Italy. 

KOICHI MASUKAWA 
The above has written and had 

published a 2 volume set of books entitled 

'SUGOROKU' 
The first volwne is a history of 

backgammon and the second volwne is a 
history of goose games. Both backgammon 
and goose games are race games. into 
which category comes some of the oldest 
games in the world; one of the earliest 
was Senet from ancient Egypt. 

Autumn 1995 

Unfortunately (for most people) these 
books are written in Japanese, which Js a 
pity as the author is a world authority on 
games, and this set, as wdl as his earlier 
books on the history of shogi etc .• 
deserves to be translated into an 
accessible western language. 

The books are well illustrated. The 
publisher is Hosei University Press, 
Tokyo. 

• Koichi Masukawa lives between 
Kobe and Osaka. He was not hurt during 
the February earthquake. but he told me 
his chess collection suffered damage. 
Peter Blommers indicates that this 
damage was extensive. 

SPECULATION 
My request for information concerning 

LuftwafTe Chess in VCl6 has fallen on 
deaf ears I fear. However recently in the 
ECV I stumbled across (one tends to 
stwnble across things in the ECV) the 
entry on Wehr Schach, a variant played 
on an 11 x 11 board. the pieces including 
Panzers, artillery, infantry. ftgbter and 
bomber aircraft. On the board there are 
two small (one square) lakes; one 
diagonal is a highway. the other a river. 

I quote the ECV: ~ war-siralation 
game which coincided with the rise of 
German militarism under Hider and 
enjoyed considerable popularity in its 
early years. Sets were widely available .... ' 
Could this be the same game. or at least a 
close relative of it? 

GAMES & PUZZLES 
Publication of this magazine has been 

suspended. It is reported that this follows 
the withdrawal of financial support by the 
company's shareholders. Editor and 
publisher, Paul Lamford, is seeking a 
purchaser to take over the title. 

• GAMES GAMES GAMES 
This now is the most interesting UK. 

games magazine. Although not covering 
so wide a field as G&P did (what could). 
it has good coverage of abstract, 
role-playing and general games. and 
includes critical reviews. It has a good 
news section. and within its 28 A4 pages 
there are crammed foUl' teeming pages of 
classified ads. Well produced. 
Recommended. Send for details of 
subscription to: SFC Press, 42 Wynndale 
Road, London E18 lDX, UK. 

3RD lIETEROCHESS OLYMPIC GAMES 
These will start some time next year. Play is by 

post. Depending on the variant, games can take 
up to 3 years to complete. 
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GRAND CHESS 
By Ma/colm Home 

There are any number of ways in which 
the basic game of chess can be enlarged 
and a few new pieces added. Chancellor 
Chess has featmed several times in this 
magazine, SO too has Janus Chess (much 
favoured by Victor Korchnoi), and also 
Modem Courier Chess. But one 
interesting idea not seen in these pages 
before is Grand Chess, a creation of the 
Dutch games inventor Christiaan 
Freeting. 

Firstly, a brief recap. (Note that the 
same piece occurs in different games, but 
sometimes the name of the piece 
changes. For simplicity I have used 
chancellor (combined R+N, worth about 
8 pawns) and archbishop (combined 
B+N, worth about 7 pawns) throughout.) 

CHANCELLOR CHESS The original 
version was played on a 9x9 board, with 
both sides adding a chancellor to the 
normal array, and having nine pawns. A 
more modem version (my own idea) 
brings the pawns closer on a 9x8 board. 
JANUS CHESS On a IOx8 board both 
sides have ten pawns, and two 
archbishops are added to the array. This 
is quite similar to: 
CAPABLANCA CHESS (see diagram), 
where play is on the same size board but 
instead of two archbishops both sides 
have one archbishop and one chancellor. 
(G>=Chancellor, 1f=Archbishop) 
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MODERN COURIER CHESS This is 
Paul Byway's adaptation of the old 
Courier game, on a 12x8 board. Both 
sides have twelve pawns but the pieces 
added to the normal array have more 

modest powers than in the games above. 
The fers (two per side) moves one square 
diagonally, and the courier (also two per 
side) moves two squares in any direction 
and can leap. 

Very Playable 
All these games (and more) are very 

playable. It is partly a matter of taste as to 
which one might prefer. However Paul 
Byway feels that the above games, MCC 
apart, tend to overdose on high-powered 
pieces and lack balance and harmony: ' .... 
it is not the powers of the pieces but their 
interaction, which I believe is much more 
important to make a playable game.' 

Paul has a good point, although I think 
he goes too far in stating in vel8 that the 
original Chancellor Chess (9x9) is 'deeply 
flawed'. I would reserve this kind of 
comment for those games played on an 
ultra-large board with a mass of new (and 
usually powerful) pieces. 

Nevertheless my experiments with 
Chancellor Chess and Capablanca Chess 
(I have not tried Janus Chess) have 
suggested that it is probably better to add 
just one powerful new piece per side 
rather than two. In Capablanca Chess the 
board does seem rather too cluttered with 
heavy~ty pieces, and this also tends to 
devalue the minor pieces and pawns. 

GRAND CHESS uses exactly the same 
pieces as Capablanca Chess, but it seems 
to me to be a significant improvement on 
that game (and therefore perhaps on Janus 
Chess too?). The larger IOxIO board gives 
more room to manoeuvre in, and early 
pawn promotion is another plus point The 
starting position is shown in the diagram. 

a bed e f g h 
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The chancellor (or marshal) starts on the 
f-file, and the archbishop (or cardinal) on 
the g-file. The usual rules apply, including 
the double pawn move, except that: 
I) There is no castling. 
2) A pawn can only promote to a piece 
that has been lost by its side. 
3) As in Shogi, pawn promotion is on any 
of the back three ranks - optional on the 
first two, compulsory on the last. (If no 
piece has been lost, a pawn may not move 
to the back rank although it still checks a 
king on that rank.) 

The sample game below contains a 
number of errors (and the result could 
have gone either way), but it does give an 
idea of the kind of lively play that can 
develop in Grand Chess. The game was 
played by telephone in November 1994, 
with a time limit of 20 moves in 1 hour, 
and 10 moves in 30 minutes thereafter. 
This is quite a practical and cheap way to 
play (5p a move in the UK), although one 
has to be careful not to make clerical 
errors. Games take about 15 or 20% 
longer than usual, and each player 
operates his or her own clock or 
stopwatch. 

Toby Howes v Malcolm Home 
1.«15 d6 1.Ne4 g7 3.g4 e7 4.h4?! 
(Intending Ai4, but Black can easily cope 
with this.) 4 ••• Nh7 S.Ai4 Bf7 6.h5 i6 
7.Ng3?! (l.Bg6! is more testing, when 
7 ... Rai10 may be the strongest reply.) 
7 ... Nf6 8.e4?! (Giving up a pawn; again 
Bg6 seems preferable.) 8 ... i:hS 9.g:hS 
N:h5 10.AjS Chl0 1l.N:hS B:h5 11.i4 
Be8 13.Ai6 h7 14.Aj4 j6?! (With .. .j5 in 
mind, but this (and my next move) is 
probably too slow. Better just to develop.) 
IS.Ah3 Rj7?! 16.e5! d:e5 17.N:e5 f6 
18.Nc6 Bd7 19.Br.; Ne7 lO.B:e7+ b:e7 
21.Qf4 Ae8 22.Radl? (Missing my reply. 
Maybe 22.c5!? with an unclear and 
volatile position.) 12 ... Ad6 13.Q:d6! 
(probably best. If 23.Qg4 then 23 .. .A:f5 
(or possibly 23 ... B:.f5) is to Blacks 
advantage.) 13 ..• e:d6 24.B:d7 e:d7 
2S.Nd4 Ba7? (Fairly pointless, and it 
also leaves the e-pawn unprotected. Better 
25 ... Rj8!? maybe (to bring this rook into 
play), but not 25 ... Qa6+?! and 26 ... Q:a3 
which looks far too greedy.) 26.Ce4! 
Kd8?! (Maybe 26 ... Cj9 is better.) 

See Top Diagram In Next Column 

27.Ne6+! (The best move of the game, and 
an excellent practical try. I should 
probably have declined the sacrifice, e.g. 
27 ... Ke9!? 28.N:g7 Bc9 when I'm Qfor A 
ahead but he has some positional 

VARIANT CHESS 
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compensation.) 27 ... d:e6? 28.A:e6+? 
(Fhe wrong piece! Much stronger is 
28.C:e6! after which the chancellor 
infiltrates and White should be able to win 
back some material and maintain an 
attack.) 28 ... Kc9 29.Ce4+ BeS (King 
moves do not look good.) 30.Af8? (I was 
expecting 30.b4! when after 30 ... Qa6 
3l.Rd4! White at least wins the bishop 
and is still in the game.) 30 ••. Qa6 
31.A:e7+ Kb8 32.Ac6+ Ka9 33.KdJ 
Rc10! 34.AaS Bb6 White resigns (0-1). 
(After 35.A:b6 R:c4 36.A:c4 it's hopeless.) 

For a second game with an attractive 
tactical fmish, see the postal game 
between Wayne Schmittbcrger and John 
Vehre given in the Encyclopedia of Chess 
Variants. ECV also gives half a dozen 
problems, three of them (including the 
one below) composed by Christiaan 
Freeling himself 
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White mates in 3 - solution on page 184. 

• 
ALBERTO PANE 

Eteroscacco reports the death of 
A1berto Pane on the 7th September last 
year at the age of 75. He recently 
obtained good scores in the A1SE 5x5 
and 5x6 minichess tournaments. Paul 
Novak, one of his long-standing 
opponents in 'Marseillais' tournaments, 
is very sad to hear of his death and 
pays tribute to his strong imaginative 
play in this variant. 
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MODERN COURIE~ 
CHESS 

This was the fIrst correspondence game 
of MCC to be played: one of a pair begun 
in January 1992. 

Paul Byway v. Roy Talbot 
(Annotations: Byway-B; Talbot-1) 

1.e4 g6 (B.-The two common 'half-open' 
defences are 1 .... g5 and 1 .... i6. The latter 
is usually a preparation for ... h5, with or 
without ... Ni7, but recently several 
examples of 2 .... }5 have been seen. 1 .... g6 
seems to block the action of the B(i8) but 
Black has other plans.) 
2.h4 k5 (B.-This may deserve an 
exclamation mark: starting with this game 
it gradually became clear that the best 
squares for a Bishop are b3, j3, g3 k3 
etc .. On the third rank a Bishop can't be 
harassed by a Courier.) 
3.g3 d6 4.Nj3 j6 S.Nc3 Bk6 
6.ChJ (B.-Blacks fine conception is 
rewarded with an error: this move leaves 
g4,i4 weak and causes endless trouble: 
Fh3 was the right move. A false analogy 
with chess is the cause of the problem: 
I.e4 e5 2.Ce3 Nc6 seems such a natural 
sequence, but a whole series of games has 
shown that e3,h3 should be reserved for 
the Fers.) 
6 .... CI6 7.13 Ce6 8.Fgl hS (B.-After a 
single move by Blacks queenside Courier 
White is concerned with the weakness of 
i2,k2. The Knight can't match this sort of 
influence in the opening phase. T. -Playing 
the man not the boord. White, at the time, 
was dismissive of Couriers. Black seeks to 
demonstrate otherwise. Visions of 
Couriers on}4 and g4 tantalise.) 
9.C:hS (B- I'm reluctant to play 9.j3 and 
at the time I undervalued the Courier -
hence the text move.) 
9 .•.. g:hS 
10.B:h5 Fh6 
1l.Qe2 Kg7 (B.-Forced in order to save 
the Knight.) 
12.d3 Cg6 13.Fh3 Qg8 14.Bj7 Nc6 
IS.Fe3 e6 (T.-A move of singularly little 
merit. Having played on the 8x8 board/or 



Spring 1996 

rather too many decades there are 
ingrained conceptions that are hard to 
resist. Connecting Rooks is one of them. 
Hence frantic endeavours to uproot the 
Bishop completely overlooking the line 
forcing the Queen exchange. This 
particular White will exchange Queens at 
the first opportunity whatever the cost.} 
16.B:k6 (B.-The start of a combination to 
simplify the position and drive back the 
Coun·er.) 
16 ... .I:k6 17.h5 CiS lS.Qg4+ Kh7 
19.Q:gS C:gS 20.Ce1 (B.-From here 
White goes astray: with three 
black-squared pieces left he should try 
f3,g4,i3.) 
20 .... i5 
21.f4 (l'.-Incomprehensible. The cost of 
the Queen exchange is considerable. The 
white kingside is static and brittle. The 
half-open '1' file is dangerous. To allow 
Black to assemble a steamroller is to 
swing wide the gates. h:i6+ was 
essential.) 
2l •.•. Ni7 
22.i4 (B.-A terrible move which gives the 
Courier an outpost and pressure on j2.) 
22. ••• f5 
13.Ki2 Cj4 
24.Rjl (B.-.... k4 was threatened. From 
now on White is playing with two major 
pieces out of action. T. -Completing a 
position White described as 'Hitler's 
bunker'.) 
24 .... B16 (B.-A pointed contrast. I never 
find such nice squares for my Bishops.) 
25.g4 f:g4 26.F:g4 RdS 27.83 (l'.-White 
does not have time for such lllXUries even 
if Nb4 was threatening.) 
17 •.•• Rd7 (B.-All becomes clear: a central 
breakthrough is threatened.) 
18.CglRg7 
29.Fh3 Fg6 (B.-This must be a correct 
decision: now approximate material 
equality is re-established, but Black 
remains with a tremendous position.) 
3o.h:g6 C:g6 
3l.KIlI (B.-The white King steps out of 
range of the Couriers and prepares to 
fight for the open file.) 
31 •... Ci632.RgI 
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32 .... NdS (B.-This is where Black starts to 
go wrong: he has been busily examining 
. .. k4 for some time without finding 
anything decisive - perhaps he should 
have played it anyway. I favour a simple 
strategy of opening lines on the Q-side 
and exchanging pieces when opposed: 
sooner or later a winning endgame will be 
reached, with White needing several tempi 
to disentangle the K-side. Overestimating 
his grip on the position Black hits upon 
the remarkable plan ... NdB-f7-hB-j7 and 
... j5 which would certainly be crushing if 
it came to fruition. T.-The losing move. 
The Knight is going top. There follows j5 
and the storming of Berlin. We knew at 
the time that a6 was a desirable 
precursor. Unfortunately the lust for 
victory, the need to reach Berlin before 
the Russians, and arrogant contempt for a 
lone horse of the apocalypse leads one 
down the road to Armageddon.) 
33.e5 (B.-Seizing the first chance for 
counter play. After 33 .... d:e5 34.Ne4 Be7 
35.C:e5 R:g1+ 36.K:gI the Bishop is 
forced off the vital diagonal.) 
33 .... Be7 
34.Nb5 (l'. -And I looked, and behold a 
pale horse: and his name that sat on him 
was Death. White begins a Knight's tour 
of Augean proportions. Black is 
oblivious.) 
34 ••.. d5 
35. f5 (B. -A highly risky strategy, given 
Black's superior mobility, but it is 
necessary to keep him distracted.) 
35 .•.. e:f5 
36.N:c7 B:j2 (B.-In my view Black should 
have chosen the complications of 
36 .... B:a3; the text solves many of my 
problems. In general the opening as 
played by White often leads to a trapped 
Rook and unmoved Bishop, so perlraps it's 
necessary to incorporate Rkl, k4 into the 
system.) 
37.N:d5 B:il 
3S.R:il Ne6 
39.N16+ (B.-Analysis indicated that a 
blockade on f4 wasn't possible given the 
black possibilities ... Ng6, ... Fg5, ... Ch4. 
In order to keep Black off balance I have 
to sacrifice my beautiful 5:2 pawn 
majority on the queenside, but first I force 
him to block in his Rook.) 
39 .•.. KiS 
4O.d4 f4 
41.d5 f:gl 
42.d:e6 (l'.-Mafeking is relieved. After 
d6! we were really in trouble. Now that 
the armada is in line astern we can get 
back to the nitty-gritty. White has 
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discarded both Couriers with abandon. 
We have not.) 
42 .... Kj7 
43.Ri2 RhS 
44.Ne4 (B.-Chess blindness is a curious 
thing. I carefully examined the attack on 
queenside and kingside but the obvious 
and strong ... RhB I didn't consider at all. 
It's essential to capture the Pg3.) 
44 •.•. Ng6 
45.N:g3 N:e5 (l'.-Exit Prinz Eugen.) 
46.Ff4Nf3 
47.Rdl (B.-Better than attacking the 
Knight. The white defences are holding 
and there's an unassailable strong point 
on h5: things are looking up!) 
47 .... CgS 
48.Nh5 (l'. -And all because we omitted 
a6. White described this equine Attila as 
a Thatcherite Knight'. It cannot be 
moved. B.-As I recall, I said the Knight 
was 'unassailable' (c! Chancellor 
Lawson) because Black's minor pieces 
can't reach this square.} 
48 .... Rg6 49.Rfl R:e6 (B.-I don't 
understand this: 49 .... Nh4 must be better. 
Perhaps Black averestimated his chances 
after 50 .... Re2.) 
SO.R:f3Re2 
5l.Rd7+Ki6 
52.Re3 R:e3 (B.-The end of the attack. 
After 52 .... R:k2 53.Fg4! Black is in deep 
trouble: for example, 53 .... Rk3 54.N:j4+ 
i:j455.Fh5#. T.-Exit Bismarck.) 
53.F:e3 Cg6 
54.Ff4Re8 
55.Rdl (B. -Safety first: if nothing better 
turns up I shall push the pawn majority 
on the queenside. 55.R:b7 Re1+ 56.Ki2 
Re2+ 57.Ki3 R:c2 is fine for Black.) 
55 .•.• Re7 
56.NglRf7 
57.Fe5 (B.-O.ffering Black the opportunity 
to weaken his position. If all else fails I 
might establish an outpost with Fd6,Pc5 
as a permanent threat. The balance of the 
minor exchange (N/C) is now moving in 
favour of the Knight. However if Black 
were able to establish two Couriers on the 
fourth rank it would be a different story.) 
57 .... FgS 5S.KgI Re7 
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S9.Rd6 (B.-Time for a combination. The 
sacrificial Fers keeps the Rook out of play 
for a move or two. T.-We are spared a 
lingering death by a pretty coup de 
grace.) 
59 .... Kh7 
6O.NhS R:eS 
61.N:j6+ (B.-Blowing up the remnants of 
Black's position. T. -At last!) 
6l....C:j6 
62.N:iS+ Ki8 
63.R:g6 Fh6 
64.Rg8+ (B.-Forcing simplification to an 
easily won ending.) 
64 .... Ki7 
6S.Ng6+Kh7 
66.N:e5 K:g8 
67.Nc4 Kh7 
68.Nd6 Resigns. 
(8.- In the final position the superiority of 
the Knight is quite marked: take away 
Pc2,Pl3 and White would still win. Part of 
the reason for this is the placing of the 
minor pieces: if they're not in the right 
place at the right time a superiority of two 
or three can be quite useless. In general 
the nominal value of pieces is much less 
relevant than in chess. 
T.-Post equitem sedet atro crlro.) 

• 
ENGLISH PROGRESSIVE 

CHESS 

The result of the Variant Chess postal 
tournament in the above variant which 
took place last year was as follows: lan 
Richardson 5pts; Peter Wood 4; Paul 
Archer 2; Toby Howes I. 
Here is a selection of games. 

LRich8rdson - P.Wood 
NotesbyPW. 
l.NfJ 
2.d5 N16 
3.d4g3 Bg2 
4.BfS h6 e6 Bd6 
S.b3 BaJ e4 Qe2 h3 
6.B:aJ c6 Nbd7 N:e4 ReS Qa5+ 
7.Nfdl 0-0 B:e4 fJ g4 N:a3 Rabl 
8.Bg6 Rf8 Nf6 Kd8 c5 Rc7 b6 Q:aJ 
(Black's Queen is misplaced here.) 
9.b4 Rb3 Bd3 Ne4 Rdl Kfl c4 f4 h4 
10.Qa4 as Rd7 Ke7 eS Ne8 15 B17 Rg8 
g6 (White cannot play a second series, 
and Black has hopes because of the 
mnning pawns infront of his King.) 
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11.bS Nc3 d:cS ReI Q:eS+ 
12.Kd8 g5 BhS f:g4 d:c4 R:d3 Nd6 Rg7 
b:c5 Q:b3 8411 Kc7 (l thought this was 
good. At the cost of material White has no 
second series.) 
13.a:b3 N:84 Kfl Re3 f:g5 Q:g7+ 
14.B17 R:e3 c:b3 h:gS Ne4+ (White has 
no more than two series - I believed that 
Black can win the game with his passed 
pawns.) 
IS.K:e3 Nb6 Qd4 h:gSII Q:e4 g6 Na4 
Kfl b6+ (Shattering my illusiOns.) 
Black resigns. (1-0) 

LRichardson - T.Howes 
I.NfJ 
2.Nc6 e5 
3.e3 Bc4 b3 
4.dS Bg4 N16 BeS 
S.BbS c4 d4 Nc3 h3 
6.B:fJ e:d4 0-0 Qd7 Rae8 86 
7.B:c6 g:fJ Qd3 e4 Bg5 Ne2 Rgl 
8.Q:c6 Nd7 d:c4 bS Re6 16 Kf7 Bb4+ 
9.Kdl Q:c4 Rc1 Rg2 Bh4 Nf4 eS aJlI 
Q:c6 (IR - Clever for the sake of it! This 
is probably where I lost the game.) 
IO.Rd8 Kf8 Be7 Nc5 R:c6 hS f5 as d3 
gS 
1l.Kel Rdl Bg3 a4 b4 Ne6+ 

12.Kf7 Nb3 RdS Rc1 f4 c6 dl+! (IR -
Winning. I had hoped he would take my 
Knight.) 
13.Kfl R:c1 Rgl B:f4 h4 a:bS b:a5 
N:g5+ (IR - Aforlom hope.) 
14.Kg7 B:g5 c:b5 N:c1 dl(B) Rdlll 
B:fJ Rdl # (IR - Neat.) (0-1) 
A well-played game. 

T.Howes - P.Wood 
l.e4 
2.e5Nc6 
3.QfJNh3 b3 
4.d5 Nf6 Bg4 Nd4 
5.c4 Qd3 fJ Nt2 Bb2 

Spring 1996 

6.Bh5 Ne6 d:c4 Q:d3 Bd6 Rd8 
7.b:c4 N:d3 aJ g4 h3 Nc3 Be2 

8.Bg6 Be7 R:d3 Nc5 Kd7 Rd8 c6 a6 
9.Na4 B:e5 B:d3 0-0 f4 h4 gS 
Rbl/lN:cS+ (l'H - There is probably a 
much better series for me, but I wanted to 
enable one piece to have a double move 
and see what would happen.) 
IO.Ke8 h6 B:e4 g6 Ng4 B16 R:d3 b6 a511 
Rhg3 # (A nice mating position.) (0-1) 

A short mate. The loser cramps his King 
too much, and suffers the consequences. 
T.Howes - LRichardson 
1.e4 
2.dS Bd7 
3.Nh3 QfJ Nc3 
4.Bg4 Nf6 e6 BeS 
S.Qd3 fJ Nt2 aJ b3 
6.B:fJ N:e4 B:t2 # (0-1) 

P.Archer-P.Wood 

Here is the position after series 11 by 
White. After a lengthy think Black fOlUld 
the following mate: 12.f:OO Bg5 Kd8 b:c5 
Nc3 NhS R:t2 Rhf711 R:g2 R7t2 N:e2 
Ng3# 

• 
GRAND CHESS 

Solution to problem on page 1S2 
J.QcS! R:cS (l .... Rb10 2.Qc9+ etcl 2.b:cS(CI+ 
etc .. 
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HEIR APPARENT 
CHESS 

By Stephen Lewis 

In a real battle, fighting does not 
necessarily stop when the commander of 
one of the annies is killed or captured. 
Why, therefore, need a chess game end 
when a King has been mated? Heir 
Apparent Chess is a chess variant in 
which each King has an heir who, if 
uncaptured at the time that the original 
King is mated and removed from the 
board, assmnes his throne and becomes 
the new King. (Ed: for simplification, it is 
assumed here that the Heir Apparent is male!) 

This chess variant requires a new piece 
- the Heir Apparent. His moves are 
determined by his regal status. He is 
young and princely and reflects his father's 
characteristics, but is a freer mover, 
although not as free nor as powerful as his 
mother the Queen. Since both King and 
Queen move in any direction so does the 
Heir Apparent, but only up to three 
squares at a time and so may only capture 
or check within that range. 

In this form of chess, the game is over 
only when both the old King and his heir 
have been dispatched and the royal line 
has come to an end. There are, therefore, 
two ending scenarios. In the first, the 
original King is mated, removed from the 
board and the Heir Apparent becomes the 
new King on the square he currently 
occupies, with a concomitant reduction in 
the number of squares he may now move. 
It is still this player's turn to move, 
however. Should the new King be in 
check then this must be resolved in the 
orthodox way. Should the new King be in 
mate, then the game is lost. Otherwise, 
the game continues as normal. In the 
second scenario, the game may be won by 
frrst capturing the Heir Apparent so that 
the old King is now the last of the line 
before he, in turn, is mated. 

Given an extra piece, a full game is 
played on a board 9 squares wide, but 
rather than using a 9x9 board, a 9x8 board 
as suggested for Chancellor Chess in 
Variant Chess 11 (pp.33-36) may be 
recommended in order that play can 
develop more quickly. The Heir 
Apparenfs position in the starting array 
also reflects his status so he is at the 
King's right hand. The Heirside Bishop 
and Knight pair are reversed so that 
Bishops are on different diagonals. 

(See diagram in next column.(I$=HA» 

VARIANT CHESS 

a bed e f g h i 

These simple modifications to orthodox 
chess make for quite profound differences 
in the intellectual approach to games and 
problems. Being concerned for the 
defence of two vital and related pieces 
gives a game a very different feel and 
leads to such possibilities for play as the 
sacrificial mating/loss of the original King 
to gain a winning position. 

Perhaps the most elegant and 
challenging wins may be those 
culminating in a single winning move 
where capture of the Heir Apparent and 
the mating of the Old King occur 
simultaneously, or where a single move 
mates the Old King - with his subsequent 
removal and the succession of the Heir 
Apparent - and leaves the New King in a 
mated position too. In tournament play, to 
win in such a way might merit a score of 
one and a half or two points instead of the 
usual one. 

Just as pawns cannot be promoted to 
Kings, neither might they be expected to 
be promoted to an Heir Apparent. 
However, to play with the possibility that 
they may could lead to some interesting 
situations, giving the heir brothers who 
might also succeed to the throne in the 
order in which they were created. 

Castling is achieved by moving the King 
two squares towards either Rook, but 
since they are both equidistant from him, 
a modified notation is needed using O-Q-O 
for a Queen's (left) side castling and O-H-·O 
for an Heir Apparent's (right) side 
castling. A suitable symbol in diagrams 
for the Heir Apparent is a coronet. Apart 
from these few modifications, all other 
rules of orthodox chess apply. 

Although Heir Apparent, if played as a 
full game, requires a 9x8 board, the 
setting of problems may still employ the 
standard 8x8 board. The important 
changes are the introduction of a new 
piece, with its special relationship to the 
King, and the factors pertaining to a 
game's conclusion, rather than changes to 
the board. 
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Maybe soon Variant Chess might offer 
some problems in Heir Apparent ChesS'. 

• 
H .... b.n •• r 

CII.ss 
Headbanger Chess is perhaps unique in 

that the rules vary with each game. 
Basically, for each separate game of 
Headbanger Chess, the players are called 
upon to select a cocktail of exotic pieces -
and some of the most complicated, 
confusing and ambiguous rules - all taken 
from a recent issue of Variant Chess. 

For example, if we employ VCI8, play 
might take place on a 127-cell hexagonal 
board (upon which there is a river and a 
few lakes), with both sides consisting of a 
mixture of Berolina, Chinese and Shogi 
pawns, plus one jewelled general, two 
ferses, a janus, two kangaroos, a royal 
moose (with transporter underneath), 
three and a half lions, and one Chinese 
and one Korean cannon. 

Captured pieces could be re-entered on 
their starting squares, in circe fashion. 
And, taking on board a fme idea from 
Korean Shogi (the Seoul variant), pieces 
could have the moves of any enemy pieces 
that control them (but their usual moves if 
not controlled). 

Algebraic notation is far from ideal for 
this variant, and some sort of descriptive 
system is to be preferred. We need look 
no further for inspiration than Chinese 
Chess where in the traditional notation 
the fiies are numbered from one side of 
the board for the frrst player, but from the 
other side for the second player - and of 
course captures are not indicated at all, 
which is a helpful additional touch. 

When annotating a game of HC for VC, 
copious analysis should be provided, with 
a pile of sub-variations in nested brackets, 
and little or no paragraphing. Any 
explanation of what might be going on 
should be kept to an absolute minimum -
it is for the headbanging reader to work 
this sort of thing out. 

In Advanced Headbanger Chess all 
issues of VC may be plundered, while 
Supreme Headbanger Chess allows the 
use of the Encyclopedia of Chess Variants 
in its entirety. 

A Kriegspiel version of the above may 
be considered, while Progressive 
Headbanger Chess can wholeheartedly be 
recommended, and indeed it is hoped to 
run a postal tournament shortly .... using 
Italian rules naturally. MU 
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OPENING ANALYSIS - THE FIRST 
STEPS 

By Hugh Myers 

Editor: The author has kindly given me permission to reprint his 
article Opening Analysis: The First Steps. which appeared in the 
July-September 1984 issue of Myers Opening Bulletin. It is a long 
article and here I only publish the first part of it. The remainder I 
hope to publish at a later date. 

The introductory first two paragraphs refer in the main to the 
earliest analysis of the openings that was done after the rules 
modernisation of the late 15th century. This only appears in the 
second half of the article, so I have omitted this introduction. 

There has been a lot of speculation about the game's 
beginnings. It's remarkable how much conflicting 
information you might read today: 'The game of chess was 
invented in north-west India sometime in the sixth century 
AD' (Golombek, Golombek's History of Chess, Crown 
1977). 'It is my belief that Chess existed in China long 
before it came to India about 600 A.D., there being now a 
body of evidence that was not available to H.J.R Murray.' 
(Dickins, A Short History of Fairy Chess, 1975). 'Until 
recently it was thought that chess originated in Persia 
sometime between 590 and 628 A.D., but it may have 
begun three centuries earlier. A 1972 discovery of two ivory 
chessmen in Russia datable to the 2nd century A.D. 
indicate that Russia may well have been the birthplace of 
chess and not Persia' (the dust jacket of Euwe's Bobby 
Fischer - The Greatest?, Sterling 1979). 

Here is a summary of what is known about the matter, 
looking at three separate periods of time. 

(I) Before the 1st century A.D. Chess was not known in 
ancient Egypt, Greece, or Rome. There is no historical, 
archaeological, or etymological evidence of it. There is 
plenty of evidence of other board games in those countries, 
and they have sometimes been confused with chess. Their 
board design and the lack of variety of their pieces make it 
clear that they were not chess. 

The question is more obscure in regards to India. There 
the word chaturanga is very old, and so is the 64-squares 
8x8 board. Chaturanga came to mean chess, and this 
misled people as to its antiquity in India. Murray showed 
that chaturanga meant four-limbed, as the four-limbed 
human body, and then it was used as a military term, 
applied to the four branches of the Indian army (infantry, 
cavalry, elephants, and chariots). Eventually chaturanga 
was simply a synonym for army. There is literary proof of 
this, as there is that the 8x8 board was used for a race 
game, played with dice. There is no literary or 
archaeological evidence of chess pieces during this time. 

(m The 1st through 6th centuries A.D. I'm not 
convinced that there is any written record of chess from this 

period. Linder said that the Matigan-i-chatrang (or 
Chatrang-namak), a short work which told of' the 
introduction of chess from India to Persia, was 'composed 
at the end of the sixth and beginning of the seventh 
centuries.' It was about something that was said to have 
happened in the sixth century but Murray wrote that the 
manuscript was 'ascribed by Noldeke (1892) with some 
hesitation to the first centuries of Islam (say 650-850).' 

Another allegation, used by Dickins to support his 
opinion of chess's Chinese origin, is that 'astronomical 
chess' was invented by a Chinese Emperor in 569 A.D .. 
This was written by Wang Pao - but exactly when? Linder 
makes it sound unlikely that astronomical chess was really 
chess anyway, but his statement, 'This theory is far from 
truth, and not only because the date it puts forth, 569... is 
too late for the birth of chess,' is overly assertive for a 
history of this subject. 

My impression is that Linder, while generally a good 
historian of chess in Russia, was acting here primarily as a 
salesman for the idea that chess was invented within the 
then present boundaries of the USSR The slight foundation 
for this theory was the discovery of two 'chess pieces' at 
Dalverzin Tyube in Uzbekistan (not Russia) in 1972, as 
mentioned above. They were dated by archaeologists as 2nd 
century A.D., or earlier, because a coin of about the 2nd 
century was found 40 cm. above them. One of these little 
figures was of a bull zebu, an ox, and that is not an animal 
that has been known to be represented as a chess piece. The 
other one, an elephant, could very well be one. But they 
could also be toys or pieces for some other game. They 
don't give enough support to Linder's 'As already 
mentioned, there is much evidence, including 
archaeological, that provides a basis for assuming a 
considerable greater antiquity for the game' (than 569 
A.D.). I looked in vain for his exposition of that 'much 
evidence.' 

Linder's book has the somewhat inconsistent statements 
'Chess was born in India, but we do not know when,' and 
' ... chatrang, as opposed to chaturanga, took shape in the 
area of the southern regions of Central Asia.' The latter was 
modified by saying that during the first centuries A.D. 
those regions were politically tied to Northern India, and 
influenced by Indian culture. 

This indicated acceptance in the USSR of the obsolete 
theory that two-handed chess (chatrang) was preceded by a 
four-handed version, probably played with dice, called 
chaturanga. That idea, proposed by Cox in 1801 and Forbes 
in 1860, was refuted by Murray. Chess was written about 
for centuries with no mention of it having been played with 



Spring 1996 VARIANT CHESS page 187 

dice. Information on the four-handed game comes from 
manuscripts written in the 11th and in the 15th or 16th 
centuries A.D .. There seems to have been confusion 
because of thinking that the 'four' (chatur - compare with 
the French and Spanish quatre and cuatro) of chaturanga 
had to do with it being a four-handed game; the meaning of 
chaturanga is explained above. It's easy to imagine 
someone in India inventing a game that he called 'Army' 
(chaturanga), with pieces that represented the four branches 
of the army, plus Kings and counsellors, and then placing 
those pieces on the old 8x8 board. 

Chinese chess is called siang k'i (I've played with 
Cantonese Chinese who pronounced it Chung Kee), with a 
meaning of Elephant Game (board-game) or Figure Game 
or something else. Murray knew about the Wang Pao 569 
A.D. reference, but he did not accept that the astronomical 
game to which it referred was a form of chess. Now some 
people, such as Dickins, believe that recent evidence proves 
that it was. True or not, I don't see why the existence of 
chess in China in the 6th century would say that it was 
invented in China. The Chinese names for the pieces argue 
against that. The Rook and Bishop, placed on the board as 
in India and in our modem chess, are called the chariot and 
elephant. This not only corresponds to their original names 
in India, it also indicates that the game came to China from 
India; the elephant had no military importance in China, 
and by the 6th century A.D. probably the chariot didn't 
either. 

It can be logically deduced that chess was known in both 
India and Persia in the 6th century A.D., and because of its 
proximity to both, in part of Central Asia too. If chess was 
invented in the early 6th century, there is no reason that it 
could not have reached China from India during that 
century. 

(Ill) The 7th century A.D. This is the first century in 
which there is clear literary proof of the existence of chess, 
meaning the game as we know it - two players, a goal of 
checkmate, and starting the game with the pieces placed as 
we place them now (with the understanding that there have 
been changes in how those pieces move, and the placement 
of the Kings and Queens - or whatever they have been 
called - has sometimes been switched). The oldest records 
were written so early in the 7th century that an earlier 
invention of the game must be assumed Those records 
were from India and Persia Probably the oldest one was 
Persian, but there was no claim of Persian invention. As 
mentioned before, the Pahlawi Matigan-i-chatrang said 
that chatrang (chess) was invented in India in the 6th 
century A.D. - while claiming that the Persian reply was 
their invention of backgammon! That was a work of fiction 
but we can be sure that it would not have been preserved if 
chess had actually been invented in Persia, not India. 

There is no written record of chess in Central Asia from 
this time. Linder shows a number of chess pieces 

(definitely!) found there that have been dated 7th or 8th 
centuries A.D .. 

My conclusion is that chess was known in the 6th 
century in India - and elsewhere - and that it was invented 
in Northern India. It seems probable that the invention was 
during the 6th century, but that should not be stated as a 
proven fact. At the same time, there should be no claims of 
earlier invention based simply on the discovery of figures 
that might be chess pieces, even if found with an 8x8 board. 
The board existed before chess did. And my mother has a 
large collection of little elephants made of wood, glass, 
stone, metal, etc. - none are chess pieces. It's to be hoped 
that someday there will be an archaeological find of a 
pre-7th century partial set that will be as clearly composed 
of chess pieces as are the seven found at Apbrosiab 
(Samarkand) that Linder says were dated at 7th to 8th 
centuries (isolated pieces [1], dated 6th-7th centuries, are 
debatable). 

The earliest pieces were realistic figures of soldiers, 
chariots, elephants, and mounted horsemen. After the 7th 
century, as the game spread from Persia and progressed 
most greatly in the Moslem world, such representation of 
living creatures was not approved by the Moslem religion. 
New abstract designs might have spread knowledge of the 
game, as Murray speculated, because their simpler lines 
would have made them cheaper to produce. Perhaps, 
although I think that in more recent times the little statues 
of horses and towers have exerted a fascination that has 
made players of many people. 

The moves and names of the pieces have varied from 
time to time and place to place. We should examine those 
old moves and their variations before considering the 
changes that were made in the 15th century. Those changes 
did not take effect right away, and some of the old rules, in 
several corners of the world, have been practised on into 
this century. I won't attempt to give you all of the rules of 
movement that there have been, and it would be nearly 
impossible to list all of the names that have been given to 
the pieces. Here are their English names with translations 
of their older ones, and a discussion of their moves. Please 
refer to Murray for a much more scholarly treatment of this 
subject. 
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(1) The Pawn (foot-soldier). Other names (peasant, 
child, etc.) are not relatively old. Its move has always been 
the same as now. Exceptions: (a) Before and after the 15th 
century, it has been restricted to one square at a time in 
many places. The initial two-square move was not part of 
the 15th century changes (the Alfonso MS. of 1283 said 
that some players followed that rule), but putting it in print 
probably made it more universal. (b) When a pawn was 
played two squares, capturing it en passant wasn't 
necessarily legal. It was in Spain even before 1500, but not 
in Italy. It's strange that this lack of acceptance of en 
passant would be said to have lasted for centuries although 
there was an Italian rule (from as early as 1512, in 
Damiano) that a pawn couldn't move two squares to stop a 
check if a pawn could have taken it after a one-square 
move. (c) Pawn promotion has been covered by a variety of 
rules. More on that later. (d) Starting a game by making 
two pawn moves (before the opponent moved) was common 
in Germany and Holland well after 1500. Even four pawn 
moves could be permitted. Murray guessed that this might 
have been picked up from Mongol chess during the Middle 
Ages. It was still common in Germany in the late 19th 
century, although prohibited by published rules. As recently 
as the 1950's, I met a man who thought it was legal to start 
with a simultaneous 1.a3 & I.h3. Old rules are still alive, 
passed on within families. (e) In parts of Asia, pawns have 
started on the third rank instead of the second (in Burma, 
some on the third and some on the fourth). (f) Pawns 
capture straight ahead in Chinese and Japanese chess; also, 
in the Chinese game, to the right or left after crossing the 
middle of the board ("the river"). These games differ from 
modem international chess in many ways, and I won't be 
going into all of them here. 

(2) The Knight (horseman, horse). This symbol for the 
Indian cavalry has been called other things (e.g. 
Springer/jumper) but no other piece has so consistently 
retained its name, move, and placement. Exceptions: (a) In 
Chinese chess it moves in the form of an L, but technically 
it goes one square (intersection to intersection; pieces are 
placed on the points) vertically or horizontally, and then 
one diagonally, and the intervening point must be 
unoccupied. So a Knight's move can be blocked by 
occupying that point. (b) In Japanese chess they can only go 
forward to the two most advanced squares, but as with 
other Japanese pieces, this one (the kei-ma) might be 
promoted. 

(3) The Kinr; Again excepting a game such as Chinese 
chess, this piece's name and movement has always been 
basically as it is now. The main exception involves cast1ing, 
or 'the King's Leap,' which I'll discuss later. There has been 
some inconsistency in its placement. Before 1500, Kings 
could be placed as they are now, on el and e8, but also on dl 
and d8, and a placement of Kings facing Queens has been 
normal in India up to the present time (in the native game, 
not international rules). 

(4) The Queen (counsellor). The old 'counsellor' (fers, 
firzan, etc. not necessarily understood to mean counsellor 
or prime minister; the word was changed gradually from 
masculine to feminine, and then usually given new names 
meaning lady or queen) was weak, with a move of only one 
square diagonally. Exception: In Europe, during the Middle 
Ages, it often had the right to a first move of two squares 
vertically, horizontally, or diagonally including the right to 
leap over other pieces, but sometimes prohibited from 
making captures with that leap. Pawns could promote to 
this fers (Queen or counsellor), and two of them, supported 
by their King, could be a mating force. As mentioned in 
connection with the King, placement of the Queen hasn't 
always been the same. A White one might have been on dl 
or e1. There was no long tradition of placing a Queen 'on its 
own colour' because for centuries most chessboards had 
squares of only one colour. 

Of course the most important change ever made in the 
rules of chess was to give the Queen (fers) its extended 
modem move, the combination of the moves of the Rook 
and Bishop. This was done first in Spain and Italy during 
the late 15th century. Not as well known is that the Queen's 
power was increased even more in Russia, where it was 
also given the Knight's move. The popularity of 'The 
Omnipotent Queen' (Linder) continued there at least into 
the early 19th century, notably in Georgia. It did not catch 
on elsewhere. That may have been due to lack of 
knowledge of it or to it not being related to a growing 
European chess literature (something that didn't even get 
started in Russia until the 19th century, and then those 
writers didn't encourage the use of 'The Omnipotent 
Queen'). I think the problem with it is that the piece would 
be just too strong, stronger than any other two pieces. An 
example is that a Rook and Bishop can often put up a good 
fight against the modem Queen, but they would hardly ever 
have a chance against the omnipotent one. 

(5) The Rook (chariot). 'Castle' is still heard, a name 
based only on the piece's appearance, just as with 'Tower', 
a translation of its official name in several languages. Its 
name in Russian means boat, a meaning that has also 
appeared in Southeast Asia and Indonesia. It was also used 
in India, and there has been speculation that boat might be 
an earlier meaning than chariot. I doubt that because chess 
was known in Persia soon after its invention in India, and if 
you prefer the theory of Chinese invention, in both Persia 
and China the Rook was called a chariot, not a boat. 

You have probably seen 'fancy' chess sets in which the 
Rook was an elephant, probably with a tower on its back. 
The original Bishop was an elephant, and that meaning has 
continued, but at times the elephant has occupied the 
corners, moving as a Rook, even switching roles with the 
chariot. There is more on that in the next section. The 
chariot has been the logical name for the pieces in the 
corners; they were long the strongest, fastest moving, of the 
pieces - as were the chariots, normally positioned on an 
ancient army's flanks. 
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The Rook, with its modern move and starting in the 
corners, has been the most universal chess piece. There it 
has been at all times and under all rules. The word rook 
comes directly from the Arabic and Persian names of the 
piece, rukhkh and rukh. There has been some argument 
about this, but Murray, on p.160 of his A History of Chess, 
explained why he was sure that these words meant chariot. 

(6) The Bishop (elephant). This is the piece with the 
most involved history. It is still called Alfil (the fil = the 
elephant) in Spanish. Fit is an Arabicization of the Persian 
name for the piece, Pit, and it was always understood to 
mean elephant, but Pi 1 was not a Persian word, and its 
origin was obscure. It was used, as was rukh for the rook, 
in the Matigan-i-chatrang, mentioned previously; Murray's 
quote of the translation of the description of the Pil ('the 
likeness of a commander of the rearguard') makes me 
wonder why it's assumed that PH meant elephant. Maybe 
the Pil was a man mounted on an elephant as for example 
the 7th-8th century Aphrosiab piece that's identified as a 
Bishop in Limier's book. Of course we know that elephants 
were an integral branch of the chaturanga (army) before 
chaturanga meant chess, and chess started to appear in 
Indian literature in the 7th century A.D .. Yet it isn't until 
the 9th century that we know anything about the piece 
called an elephant as it was in India Then Indian and 
Arabic manuscripts give conflicting information. It had 
Indian names (dvipa, gaja) meaning elephant. Maybe it had 
the Bishop's placement or maybe it was in the corners. In 
one place or another, it had these moves: (a) Two squares 
vertically or hOrizontally (reported by Al-Adli, this 
experiment didn't last). (b) One square any direction 
diagonally, as well as one square straight ahead. This piece 
still exists in Japanese (Shogi), Burmese, and Siamese 
chess. The idea behind it is said to be that the elephant hits 
four squares with its feet, and one in front with its trunk. 
(c) Two squares in any diagonal direction, with the right to 
leap over any piece on the intermediate square. This was by 
far the most important. It was the Fil's move in Moslem 
chess. Taken to Europe, it remained the Bishop's move 
until the 15th century changes, when its diagonal moves 
were extended - but it lost its jumping ability. 

This latter move continues in Chinese chess, although 
there the piece (called an elephant on one side, but an 
'assistant' or 'minister' on the other) can neither leap 
interposing pieces nor cross the river to reach the other half 
of the board. 

I should repeat that sometimes elephants placed in the 
corners (or chariots placed on squares such as cl and fl) 
have moved like Rooks; then they have been Rooks, not 
Bishops. In India since 1600 A.D. it has been normal to use 
elephants, in the corners, for Rooks, while having camels 
as Bishops. Camels have also been Bishops in Mongol 
chess. 

To be continued in a later issue. 

SHOGI 
Les Blackstock - Tony Hosking (1-0) 
British Open Championship 1995 
Annotations by Patrick Donovan 

l.Pc4 Pb6 2.Sd2 Pg6 3.Pd4 Sd8 4.Pe4 Pe6 S.S12 Gde8 6.Gfe2 
Sg8 7.Gel Sg7 8.Kd1 Pl6 9.Sc3 Gf7 10.Bel Bg9 1l.Pi4 Pa6 
12.Pg4 Pc6 13.GedJ Gg8 14.Bd2 Kf9 IS.Kel PaS 16.Sg3 Bd6 
17.Kb2 Kg9 18.Sf4 Se7 19.Ngl La7 20.Re2 Sets 21.PeS ReS 
22.P:e6 G:e6 2l.P*eS Ge7 24.PdS Bc7 2S.Sd4 Pd6 26.P:d6 
G:d6 27.P*d5 Gd7 (I'he game seems to be a fairly standard 
Double Fortress Opening. Up to this point us Blackstock (Black) 
has built up a strong pawn centre for which Tony Hoskings has 
as compensation a couple of pawns in hand.) 
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28.Rgl (l hadn't expected this move and the attack along the g' 
file. It is very effective and may in fact be standard theory. 
Anyway Black breaks in on the g' file, while White drops in his 
captured pawns.) 28 ..• Sf7 29.Ph4 PbS 3O.Pg5 P:g5 31.NhS 
Sgg6 32.S:g5 P*gl 33.R:g3 S:g5 34.B:g5 P*g6 35.Bdl S*dl 
36.P*g7 N:g7 37.N:g7(G) S:c2(G)+ 38.K:c2 G:g7 39.N*hS 
Gg8 40.P"g7 Gts 41.S*g8+ S:g8 42.P:g8(G)+ K:g8 43.R:g6+ 
P*g7 44.N:g7(G)+ G:g7 4S.S*19+ K:f9 46.R:g7(DK) S*e2 
47.S*f7 S"dl+ 48.Kb2 
Unfortunately the game score was not kept after this move. But 
Black (the first player) won the game. 
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(Black's attack appears very strong. White has only one Gold in 
hand, so cannot mate immediately. If White tries running with his 
King, then: 48 ... Ke9 49.S:e8(G)+ K:e8 50.R*j8+ crushes. This 
only leaves defensive moves against the threatened 49.G*j8+. 
gl48 ... G*g9. Abject defence to use a Gold general thus. Maybe 
49.S:e8(G)+ K:e8 50.DK:g9 as W. still lacks fire power to mate. 
f2l48 ... G*j8 avoids leaving the gold 'loose', but 49.S.j8(G)+ R.j8 
50.G*j7 R:j7 51.DK:j7+ G*j8 52.G*e8+ and mates soon. 

Basically Black's attack wins qUicker than White's.) 
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GAMtSl GAMtSl 
GAMtSl 
By David Pritchard 

Background 
1 me~tioned briefly this highly original 

game III Ve18. Apparently it was 
developed ~y the Puzzles and Games Ring 
of ~e A:chlmedean Society at Cambridge 
Uruverslty. It was first written up by Paul 
Bolchover in Eureka. Vol.33 pp 24-27 
(1994) and subsequently by ran Stewart in 
the Mathematical Recreations section of 
Scientific American (Nov. 1994 ). Gess, as 
you may gess - sorry, guess - is a 
compound of go and chess. It is a kind of 
chess played with a go board and stones 
but otherwise has no connection with go. 
The board 

The game is played on the squares 
(l8x18) of a go board but in addition 
there is an 'unseen' rank at top and bottom 
of the board and an 'unseen' file on either 
side, effectively making a playing area of 
20x20. The function of the unseen squares 
rn explain later. 
The pieces 

. Ea~h side has 43 men (go stones). A 
piece IS defmed as any 3x3 area which 
contains one or more men of the same 
colour but none of the other colour. Thus a 
piece is composed of between one man (if 
only o~e square of the grid is occupied) 
and nme men (if every square is 
occupied). 
Movement 

. All movement is either orthogonal or 
diagonal; there is no knight move in Gess. 
The centre square of a piece dermes its 
pow~ of movement: [1] If it is occupied, 
the piece may move any distance until it 
~mes into contact with another piece of 
either colour or reaches the (unseen) 
board edge: exactly, in other words like a 
major piece in chess. [2] If' it is 
unoccupied, it may move up to three 
squares, with the same limitations as 
above. The occupants of the perimeter 
squar~s of the grid derme the direction( s) 
III which a piece may move. Look at the 
3x3 grid in the bottom left corner of the 
diagram. You will see that the centre 
square is occupied, so the piece may move 
over any distance, and the four orthogonal 
squares. surrounding it are also occupied 
~ the. piece may move in any of these four 
dIrectIons. In short, the piece behaves 
exactly like a chess rook. When a piece is 
moved the whole grid moves as a unit: 
look on it as a 3x3 footprint If any part of 
the footprint overlaps one or more'men of 

6 

5 
4 

3 

VARIANT CHESS 

bcdefghifklmnopq 

(Ed: although the board is chequered in the 
diagram. in fact Go boards are unchequered.) 

either or both colours it is obliged to stop 
at once and the man or men covered by 
the footprint are removed from play. 
(Naturally, you usually aim to capture 
your 0J?POnent's men, not your own. ) 

A PIece may go off the board provided 
the central square stays on the board (1 
have not seen a specific rule on this point 
but s~nce the 'unseen' board extends only 
to a smgle rank/file this would seem to be 
the case.) Any men moved off the board 
are,. presUlllably, removed from play. 
NotIce that the reverse is also possible: a 
player can nominate an edge square as the 
centre of a grid. 
Rules 

Players move in turn, Black starting, 
thus following go rather than chess 
tradition. The object of the game is to 
break,( i.e., to destroy at least one man of) 
the opponent's king. A king is known in 
Gess as a ring which the piece resembles. 
A player may form extra rings during play 
and has then only to defend one of them to 
survive. There is no check as such. 
Starting position 

The initial arrangement of the men is 
illustrated. It will be seen that taking each 
3x3 grid in turn from bottom left to 
bottom right, we have a rook, bishop, 
queen, king (but with the power to move 
up to three squares), bishop and rook. A 
player is not constrained to these pieces: 
Black could for example nominate the 
grid c2-c4-e4-e2 which moves like a 
bishop ~th the option also of moving to 
the left like a rook. In front of the pieces 
are six men corresponding roughly to 
pawns. At first glance it may appear 111at 
the pawns carmot move which is indeed 
the case if you consider them as the 
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centres of 3x3 grids (they may 
move over any distance but tu no 
direction!). However, recall that 
ANY 3x3 grid containing at least 
one man is a piece, so a player 
could nominate a 3x3 grid in 
which the single man is on the 
perimeter of the grid; in which 
case the piece could move up to 
three squares in the indicated 
direction. 
Notation 

The files of the board are 
lettered b to s (a and t being the 
unseen files) and the ranks are 
similarly numbered 2 to 19 (with 
1 and 20 unseen) as viewed by 
the first player. A move is 
recorded by giving the starting 
and finishing location of the 

central square of the piece, whether 
occupied or not. Captures are not 
indicated. For example, if there were no 
pawns in the starting position Black 
would win at once by L3-Ll6, capturing 
the three white men on ml5,ml6 and ml7 
thus destroying White's only ring. 
Comment 

1?e complexity of the game severely 
restrIcts forward plarming beyond a move 
or two. At the start of a gan1e, each side 
has a total of 12 identifiable chessmen but 
in f~ct the ftrst player has the option of 
movrng anyone of 125 pieces (my 
calculation: is this right?), always 
r~embering the definition of a piece, 
whICh one has to do constantly to begin 
with. Gess is a very clever game for very 
clever people. 

007 CHESS This game was invented 
recently by Edward Jackman. All rules of 
orthochess apply except as follows: 
1) Players make three moves per turn: 
own man/opponent's man/own man in 
strict sequence. Each move must be l~gal 
as in orthochess. 
2) A player may not pass a move. It is 
stalemate if no legal move is available. 
3) A player may give checkmate on any 
move. If on the second (opponent's man) 
move, the player loses. 
4) The player chooses the promoted piece 
when a pawn is pushed to the 8th rank .. 

There are no restrictions on reversing 
moves made by the opponent. It can be 
seen that 007 Chess results in a 
completely legal game of chess. 

In 007 Chess, Detente variation, there 
are two restrictions: a player may not 
move the same man on the I st and 3rd 
move of a turn nor may the opponent's 
man moved be captured on the 3rd move. 
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In Balanced 007, designed to minimise 
White's advantage, tile Black player 
begins by moving one white man, White 
ilien follows by moving first a black man, 
ilien a white man; iliereafter ilie normal 
tlrree-movc sequence is followed. There 
are also Progressive variations of ilie 
above. Jackman believes iliat the basic 
game does not work well because it 
encourages aggression at ilie e~pense of 
development. However, ilie Detente 
version has been quite widely played. The 
only rule change contemplated, (which ilie 
inventor favours), is to permit ilie owner 
of a pawn pushed to ilie 8ili rank to decide 
how it promotes, as in Avalanche. 

Here's a game of Detente played by 
e-mail 1995. White is ilie inventor and 
Black is J. Hunter Johnson. Black moves 
first (moves of black men are in bold): 
1. ...... f3; 
2.h6,e4; eS,g4,Qh4+; 
3.Ke2,QhJ,Qel; Be7,g5,Qe6; 
4.g:h6,gS,Bh3; Qc4+,Ke3,Bc5+; 
5.d4,d6,B:c8; R:h6,Qe2,Q:d4 # 

WILDLIFE GREAT CHESS This 
monster (in the sense oflarge) variant is a 
product of the fertile brain of Gianluca 
Vecchi. The rules here are described as 
experimental and the inventor has 
organised a tournament wifuin AI.S.E. to 
test them. Meanwhile he will be happy to 
play friendly postal games with any 
interested reader. Address is via Maniale 
12, 41012 Carpi (ModelUl) Italy. 

Rules 
BOARD: 12x12. 
MEN: 30 a side; 1 x Lioness, Tigress; 2 x 
Panther, Heron, Deer, Stork, Elk, 
Kangaroo, Ostrich, Jackal; 12 x Frog; an 
awesome menagerie. 
MOVEMENf: The moves of ilie pieces 
combine the movement of one or more of 
the three orthochess pieces, K, Q & N, 
plus that of a Mammoth which moves two 
squares in any direction leaping the 
intervening square. 
(1) Regal pieces These are the Lioness 
and Tigress. The Lioness moves as K +K 
and the Tigress as N+N. The second move 
is optional and captures can be made on 
either or both moves. Thus the L moves as 
a K, and can then move as a K again on 
the same turn. Both moves must be legal. 
(2) Non-regal pieces These have the 
same two-move option of regal pieces 
except that they cannot capture on the first 
move and must adhere to ilie sequence 
given (e.g., a J could not move first as a N 
ilien move or capture as a K). Boili moves 
must be legal. 

VARIANT CHESS 

Jackal: K+N. Deer: Q+N. Stork: N+Q. 
Kangaroo: N+M. Panilier: N+K. Elk: 
Q+M. Heron: M+Q. Ostrich: M+N. 
(3) Pawns Frogs move one square 
forward in any direction, and capture, also 
forward in any direction, by leaping over 
an ad,iacent enemy man to ilie square 
immediately beyond, which must be 
unoccupied (draughts capture). An F may 
move one or two squares initially and 
promotes on any of the last three ranks 
(10,11,12 for White) but must promote if 
moved to ilie 12ili. An F promotes to any 
piece oilier than a regal piece. 
UNITS: The word 'unit' refers to regal 
pieces, pieces and pawns. The word 'piece' 
refers to all units except pawns. The 
adjective 'regal' identifies iliose pieces 
which must be captured to win ilie game. 
NOTATION: The files are a-n, omitting 
the letters i & L; the ranks are 1-12. 
White's near left corner square is al. 
ARRAY: 
al-n1lnI2-a12: ESDHPTLPlIDSE 
a2-n2/nll-al1: -K-O-JJ-O-K-; 
a3-n3/nlO-alO: 12 xF. 
OBJECT: To capture one at least of ilie 
opponent's regal pieces or to immobilise 
his entire force (something of a feat, one 
imagines). There is no check, checkmate 
or stalemate. A player cannot repeat a 
position nor move so that the position 
remains unchanged. 
Comment 

Every unit is defended at least once in 
ilie initial position. Predictably, iliere are 
several fool's mates in two; for example, 
1. Dclc2b4 Fhl0h9; 2. Db4hl0:gI2. 
The inventor believes the relative values 
of the pieces depend more on ilie position 
than in other chess games. The J,K.,P & 0 
are about equal in strength, wiili J & P 
perhaps a little stronger than the other 
two. The E,D,H & S share at ftrst sight 
much ilie same value, but E & D are more 
dangerous for attacks behind enemy lines 
whereas H & S excel at direct attacks. 
General advice for ilie opening is to move 
K & 0 towards the centre where they 
have great power. Develop ilie strong 
pieces quickly by according iliem freedom 
of movement (for example, 1. Fc3d4 
opens a line for the D). Keep J & P close 
to the regal pieces as iliey are good 
defensive units. 

JS~Gf> 
By David Pritchard 

20) CHESHIRE CAT CHESS This is 
one of Vernon Parton's games, now a 
quarter-century old and probably unknown 
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to many readers. Every time a square is 
vacated it disappears. Pieces can pass oxer 
non-existent squares to move, capture or 
check but cannot occupy iliem. The king 
may move like a queen on its first move to 
avoid being caged in. The game has been 
rarely played so it is refreshing to see a 
recent postal friendly: White G. Vecchi 
Black G. Baggio 1. d4 e6 2. e4 Qh4 3. 
NO Qxe4+ 4. Kxe4 fS+ S. Kd3 Bb4 6. 
a3 BaS 7. c4 d5 8. Qa4+ Kxa4 9. Nc3+ 
Kb3 10. NeS Nf6 11. h3 h6 12 cxdS g5 
13. g4 b6 14. gxfS exfS lS. f4 Bxc3 16. 
bxc3 Ba6+ 0-1 (if 17. Ke3 Nxd5#). 
Thought: would anyone like to try and 
compose a semi-sensible game in which 
only ilie kings remain and all oilier 
squares have disappeared? 

21) PODlONIC CHESS This new 3-D 
variant, developed by Jonathall Pannell 
and now on ilie market, has been 
described by a grandmaster who 
apparently wants to remain anonymous, as 
'mind-blowing', a somewhat ambiguous 
verdict. The usual chessmen are engaged 
on four levels; an 8x8 base and three 4x4 
boards above iliat appear to be staggered. 
Hopefully more details next issue. 

22) CHINESE CHESS Chinese chess, 
condemned along wiili oilier 'olds' during 
the Cultural Revolution, has always been 
an integral part of life in China and rarely 
escapes mention in any book about ilie 
country by a native·auilior. Here are a few 
examples I came across recently: 

• The two occasionally play a game of 
Chinese chess. Jigui went mad with joy 
when he actually beat the coal miner 
once.' 
• ~ clerk in our deparlment had to make 
a public self-criticism when he was 
caught playing a game of Chinese chess 
with his son at home. ' 
boili excerpts from A Single Tear by Wu 
Ningkun 

• '(I'he Red Guard) shouted 'No more 
chess playing! Don't you know it is a 
bourgeois habit?' He stooped to sweep up 
a handful of pieces and threw them 
towards the river. ' 
from Wild Swans by Jung Chang 

• ' ... someday I would tell people what 
happened behind the walls of China's 
labour-reform camps. Partly for that 
reason I practised the complicated 
strategies of elephant (=Chinese) chess in 
mymind ... ' 
from Bitter Winds by Wu Hongda (Harry 
Wu) 
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23) GUILDFORD c.c. Guildford C.C. 
plan to hold a (as yet unspecified) variant 
event as part of their centenary 
celebrations. TIle club held its usual 
pre-Christmas variants evening in which a 
half-dozen ditTerent games were played. 

24) POCKET KNIGHT - EH -
RUSSIAN CHESS Peter Blommers tells 
me that Averbakh's conunent on Pocket 
Knight Chess, which I reported last time, 
in fact probably referred to Russian Chess 
(Q has additional power of N) and not to 
Pocket Knight at all. In the ECVI reported 
that some Russians were still playing the 
old Russian game as late as the end of the 
19th century. I was referring to citizens of 
the Russian Empire and not to ethnic 
Russians, but A verbakh now seems to be 
saying that the game is at least half-alive 
amongst some ethnic minorities, an 
interesting observation. Or am I just 
getting more confused? 

Address: Badgers Wood, Hascombe 
Rd., Munstead, Godalming, Surrey 

GU84AA 

• 
XIANGQI 

BANK OF CHINA TOURNAMENT 

On the 17th December, the 'Bank of 
China' Xiangqi tournament was held at 
the Bank's spacious premises next to 
Cannon Street station. 19 players took 
part. I was told that the sponsorship 
amounted to some £2000. 

After a fortunate draw against Li Xue 
Jun (a strong player new to me from 
Hendon) in the first round, Chen Fazuo 
then won the next three games including a 
hard well-played game against David 
Young in round 3. In the last round Chen 
beat Liu Si Hinh to win first prize (cup 
and microwave oven), while Guo Shulong, 
with a good win against Li Xue Jun, 
pipped Liu Si Hinh for second place, by 
having a better sum of opponents' scores. 

The leading scores were: Chen Fazuo 4 
112; Guo Shulong, Liu Si Hinh, Stephen 
Chan 4; Li Xue Jun, Paul Byway 3 112; 
Kwok Wei Lung, David Young, 
C.K.Lai, WilIiam Au 3; etc.. 

The playing conditions were very good -
the best I have seen at a Xiangqi event. 

Game 
Liu Si Hinh - Chen Fazuo 
UK Championship Hastings 1995 
Annotations by Chen Fazuo. 

l.Che3 Ng8 2.Ng3 RhO 3.c5 g6 4.Nc3 
Nc8 5.Ri2 Bge8 6.Rfl Cb4 (All book. 

VARIANT CHESS 

This is quite strong for Black.) 7.eS Gfe9 
8.Rf4 Cb6 9.Ra2 (Not bad. but e6 is 
preferable.) 9 .... Ch4! 10.Rf7 Cb4 
(Strong. This gains control of the 4th. 
rank) ll.NbS (Rd2 is better; but Rg7 is 
best.) ll .... Nh6! 12.Rf5 (Good. It stops 
g5.) 12 .... N:g4 13.Ce4 (Better is Rd2.) 
13 .... ChS! 14.Bge3? (Too passive. e6 is 
strong; then 14 .... e:e6 15.Cbe3 N:e3 
16.Bg:e3. and Red has a reasonable 
game.) 14 .... C:e5! 15.N:c7 Cc4! 16.Cb5? 
(This loses a piece. Nd5 is better.) 
16 .... C:b5 17.N:b5 Nd6 18.Rd5 N:b5 
19.Rb2 Rh3! (Very strong.) 20.Ne2 Nfl! 
21.R:b5 C:i4 (If 21 .... N:e4. then 22.Rd4.) 
22.Ri5 Cg4 23.Ril (If 23.Nc3 then 
23 .... Nd3+) 23 .... N:e4 

24.Ngl? (Red misses his last chance of 
getting some play. 24.c6 is better. with 
Re5 to follow. The LH Rook has more 
freedom. and the win for Black will be 
long. If 24 .... B:c6. then 25.Re5 Rh4 
26.Rgl C:a4 27.R:g6 B6e8 28.Rb6 with 
Rb4 to follow with a good game. Better 
for Black in this line is 24 .... e6. but better 
still is 24 .... Rh4 and if 25.Re5 then 25 .... 
C:a4) 24 .... Rg3! 25.Rb7 e6 26.Gfe2 Ra8 
27.Re7 (27.Rc7. Rd8.) 27 .... N:c5 28.Nf3 
(If B:c5. 28 .... Ce4+ wins the Rook.) 
28 .... Nd3+! 29.Kf1 Cf4+ 30.Ngl Rf3 
mate. 

A good attacking game - my best of the 
tournament. 

• 
SPECULATION 

Editor: Recently I consulted the ECV to 
look at Four-Handed Chinese Chess. 
The thought came to me - what if some 
form of FH Chinese Chess preceded the 
two-handed variety? This could account 
for the rather artificial sideways move of 
the Pawn after crossing the river, and may 
help to explain why there is a river in the 
first place (the river replaced the inland 
sea). 
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THE END IS NIGH 
By Paul Byway 

The beginning of The End ... ' has come 
round again, and I must thank those 
readers who took the trouble to write to 
me. It really is encouraging to know that 
rm not talking to myselfl Jens Nielsen and 
lan Richardson pointed out that the 
Salvadori study in Italian Progressive 
(No.5) is unsound. Jens gives the 'brutal' 
solution 13.c3 c:d4 d5 d6 d7 d8(Q) QaS 
d4 d5 d6 d7 d8(Q) Qac7 mate. He 
suggests that a white pawn at a5 would 
remove this solution: true, but we still 
have at least two extra possibilities. The 
first is 13.c3 c:d4 d5 d6 d7 d8(R) Rc8 d4 
d5 d6 d7 d8(Q) Qc7 mate. The second is 
13.c3 c:d4 d5 d6 d7 d8(Q) Kb5 d4 d5 d6 
d7 Qh8 (waste of time) Qc8 mate. Both 
of these, I notice, will work even without 
a wPa5 so NO.5 is thoroughly cooked! I 
haven't yet found a sound setting - otTers? 

I also hear that the Shinkman (No.6) has 
an alternative solution, but I think I have 
an answer for that! Notice first, that two 
Chancellors two squares apart on rank: or 
file define a square 'killing zone', and so 
we reach the solution. Well, a Q and a C 
two squares apart on a diagonal also 
defme a square 'killing zone' so another 
solution is easily fotmd to No.6 after l.f8(Q). 

What we must do now is discuss 
'promotion policy'. The problemist treats 
the chess set as a toolkit for his 
constructions, and if an optional extra -
let's say a Chancellor - comes to hand then 
it's put to use, and promotion to this piece 
is also allowed. This is a perfectly 
defensible position, but no question of 
playing a game arises. Our studies 
however are supposed to be 'drawn from 
life', in this case the game of Exchequer. 
We promote to Q in Exchequer no more 
than we promote to Chancellor in Chess, 
so although No.6 may be an unsound fairy 
problem, it's a sound variant study. 

Look again at the first Xiangqi study on 
P.136 of issue 16: David Woo points out 
that the solution could be shorter. 
Coincidentally I found a similar method 
given in a small Chinese booklet, Special 
Topic: Cannon + Pawn: it goes like this:
l.Kel Bc6 2.CbO Be8 3.CeO Boo 4.Ke2 
Ba8 5.CiO (the Cannon moves in the 
opposite direction to the Bishop) 5 ... Bc6 
6.Ci8 wins. The same result is obtained 
by putting the Cannon behind the King 
instead of in front of the Pawn: the key is 
to control e8 until the Bishop is two 
moves away, and then move the Cannon 
to the opposite side. 



Spring 1996 

The same booklet shows that the idea I 
presented in study No. I is not new: here it 
is in a really artistic setting (dia.9). 
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The following MCC study, one of my 
earliest compositions, was recently 
honoured in the Jan Van Reek 50th 
Anniversary Jubilee Tourney, despite its 
'unorthodox' nature. Believe it or not, this 
study is consciously modelled on the 
famous Barbier - Saavedra R v P study. 

lO.Paul Byway MCC 

abcdefghiikl 

John Beasley kindly sent me a copy of 
his excellent article 'Le Zugzwang dans 
'L'etude', issued as a special number of the 
French magazine Diagrammes. From it I 
have taken a fme example of a Shatranj 
study. Over 1000 years old, it must have 
been composed by a Master of the highest 
class bearing comparison with today's best. 

It.Unknown Shatranj 

Note: Fil at d3; promotion to Fers; win by bare 
King (robado) or stalemate. 

(Study solutions on p.2oo) Address: 188 
Lampits, Hoddesdon, Herts ENll 8DU 

VARIANT CHESS 

[ -/),-----I1lETIER 
<Y BOX! 

The Italian Mate 
Excerpt from the Italian Progressive rules of 
the 2nd Heterodox Olympiad 
2) The check. may ONLY be given with the last 

move of a series. 
3) The check must be parried ONLY with the ftrst 
move of a series; otherwise it is mate. 
5) If a player, who is not in check, cannot begin or 
fmish his own series, the game is drawn. 

From David Pritchard (Godalming) 
Are you correct in your interpretation of 

the Italian Mate rule in Progressive Chess 
(VC18, page 179)1 1 think it makes no 
difference whether the king is in cheek or 
not. Under the Italian rule, as stated by 
Gianluca Vecchi (VCI7), this is a draw in 
either case. Vecchi's wording was 'if he is 
forced in his sequence to give a premature 
cheek in parrying a cheek'. This is 
misleading. I think what is meant is 'on 
the first move of his sequence' instead of 
'in his sequence' (you parry a cheek with a 
single move, not a series of moves, and 
you can only be put in check by the 
opponent's last move of his sequence). In 
my opinion however the rule is 
WlSatisfactory as it can indeed produce 
anomalies. Consider the simple position: 

White has just completed his turn, giving 
cheek. Black is now forced to play Kb7. 
According to the current rule as I 
Wlderstand it this is a draw as Black does 
not give check on the first move of his 
series and is not subsequently obliged to 
do so. However he would be forced to 
give check on the second move if required 
to complete his series. But a player's turn 
in PR is considered as a collective move. 
Why therefore is the second move of a 
turn any different from the first? I would 
like to see the rule 'Cheek may only be 
given with the last move of a series' (I am 
quoting from the A.I.S.E. rules in English) 
replaced by the rule 'If a player is forced 
to give cheek before the last move of a 
series, he loses', or something similar. 
This would of course have the effeet of 
declaring White lost in the diagram in 
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vel8 page 179 (see below) whether his 
king is on g3 or h3. (Incidentally, in the 
diagram White draws legitimately under 
either rule, and whether the WK. is in 
check or not, if the pawn f3 is removed. ) 

Michael Keller (Baltimore, USA) 
After reading the muddled discussion of 

the game Richardson-Tolonen in VCl8 
(p.179, third column), I went back and 
read Gianluca Vecchi's explanation of the 
'Italian mate' (early check) rule in VCl7 
(p.156, third column, Letter Box). I 
believe that English-language authors (I 
share the blame in this) have been sloppy 
in giving the correct rules to Italian 
Progressive, and consequently, most 
players outside of Italy don't Wlderstand 
the 'early check' rule. Malcolm Home 
describes the rule (end ofp.179 in VC18) 
as 'complex', but after reading Vecchi's 
explanation and the original Italian rules 
(as given, e.g., in Castelli's I Manuali di 
Eteroscacco), I fmd this is not so. We had 
better straighten this out before the 
sitnation becomes even more confused. 

Castelli gives the rule as (translating 
from Italian): 'Cheek can be given only 
with the last move of a series.' This means 
that a move which gives check while a 
player still has moves remaining in hislher 
series is Illegal - just as moving a knight 
diagonally is illegal. Every consequence of 
the rule follows .from this simple 
statement. If you are in check, you cannot 
get out of cheek with a move which gives 
check in return, as that move is illegal. 
But running out of other moves cannot 
force you to give cheek too soon, any more 
than it can force you to move a rook like a 
bishop - an illegal move is illegal, and if 
you have no legal moves, you are either 
checkmated or stalemated, depending on 
whether you are in cheek or not at the 
moment you run out of moves (not at the 
beginning of the turn sequence). 

The position given in VCl8 (diagram 
above), from the game Richardson -
Tolonen, is said to be a loss for White, 
while with the King on h3 the position is 
said to be a draw. But in the position 
above, White's only legal move is Kh3 (to 
get out of cheek), and this reaches the 
other position! White must play Kh3, and 
either g4 or g3 followed by g4. Now what 
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does White play? He cannot play f4+, as 
he still has moves remaining, so the move 
f4 is illegal. White has no moves left, so 
he is stalemated and the game is drawn. 
This is true whether his king was at g3 or 
h3 at the start of the turn sequence; the 
'fine distinction' Malcolm Home alludes to 
doesn't exist (if you doubt this, please 
check with Alessandro Castelli or some 
other AlSE authority), Under AlSE rules, 
Richardson-Tolonen should have been 
drawn. If he lost under U.K.lVC rules, it 
is the rules which are at fault. 

Once again I say that I and other authors 
are at fault for stating the rule incorrectly: 
in World Game Review 10 I wrote (p.42) 
'A player who gives check before the last 
move of a sequence loses.' Pritchard uses 
a similar wording in The Encyclopedia of 
Chess Variants. Since Variant Chess is 
the premier magazine on chess variants in 
English, perhaps VC can at last give the 
rule correctly. 

Opinions 
Paul Byway and Malcolm Home have 

expressed their opinions that they dislike 
the rule, and they are entitled to their 
views (though I am pU1Z1ed by Byway's 
comment: how can a variant have too 
many tactical themes?). Vecchi correctly 
says that it is a matter of personal taste 
whether you prefer the Italian rule or not, 
but let's make sure that everyone 
understands what that rule is. 

From lan Richard50n (Cardigan) 
I consider that these rules, as normally 

stated for tournaments, are both 
ambiguous and incomplete. Ambiguous 
because there are situations capable of 
more than one interpretation; incomplete 
because there are situations not dealt with 
by the rules at all. 

Consider the position shown in VCI8, 
p.179 (diagram earlier), with the white 
King on h3. The interpretation of the 
outcome of the game depends on which 
rule you use. If you use rule 2 - a check 
may only be given with the last move of a 
series' (implying that otherwise the game 
is lost) - then, as White is bound to give 
check with his fIrst, second, or third move 
in series 11, he loses, just as he would 
with the K on g3. If however you use rule 
5 - 'if a player who is not in check cannot 
begin or finish his series, the game is a 
draw' - then the result is a draw. The rules 
provide no help as to which rule has 
priority, and in the absence of a ruling 
from AISE, perhaps based on precedence, 
then the interpretation is surely a matter 
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of opinion only (expressed variously in 
VC by Home, Vecchi, Wood and myself). 

As to incompleteness, I suggest two 
situations not covered by the rules:- (I) A 
player is in check, but cannot finish his 
series. My opinion is that the game would 
be a draw then also. (2) A player contrives 
to bring his series to a stop before the end. 
This, I think, should be accepted as a way 
to earn a draw in a bad position. 

In line with my own views, rule 5 could 
be re-written thus: (I) If a player who is 
not in check cannot move, the game is a 
draw, (2) If a player cannot complete his 
series, or contrives not to be able to 
complete his series, the game is a draw, 
unless rule 2 applies. 

• (Editor: I have written to Alessandro 
Castelli of AISE and hope to get his view 
of this thorny point. Contrary to what I 
wrote in VC17 I now agree with Michael 
Keller. I believe that it does not matter 
whether the King is on g3 or h3 in the 
diagram - both positions are drawn. This 
is not only legally correct from a close 
reading of the rules, but is also, I believe, 
their intention. Perhaps there should be 
added to rule 5, 'Stalemate cannot be 
relieved by a premature check. ' 

I was the tournament director of the VC 
tournament where this position occurred. 
AISE rules were used. I was not asked to 
give a ruling as lan Richardson resigned 
the game - in what now appears to be a 
drawn position.) 

Protochess in the Orient 

From Peter Blommen (/'he Hague) 
Dr. Beauchamp's article about 

Protochess in the Orient is very 
interesting but still contains irregularities 
and a few errors, and calls for some 
comments. As Dr. Beauchamp states in 
his introduction, there is not a little 
speculation in the research of early chess 
forms. Therefore, the interesting parts in 
Dr. Beauchamp's article are the places 
where he does not quote earlier writers, as 
on page 164 where he states that the 
oldest form of Chinese Protochess was 
known to exist in Korea. I would be very 
interested in seeing the evidence for that, 
for I strongly doubt this. To me Korean 
Chess looks like an extension of Chinese 
Chess instead of a precursor. In fact, Dr. 
Beauchamp himself says on pages 164/5 
that the river was replaced by an 
additional row of rectangles. 

The main theme of the article, the 
existence of protochess forms, though no 
doubt correct, tells us absolutely nothing, 
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simply because we have no clue about the 
variability of the forms, nor their 
frequency of occurrence over time and 
space. Calling Chaturanga Indian 
Protochess next to stating that chess 
originated in India, as Dr. Beauchamp 
does on page 162, amounts to stating that 
Chaturanga was the invented game and 
had no predecessors. There is absolutely 
no evidence for that and the early 
variability in the Bishop's move (Murray, 
History of Chess, page 59) would suggest 
otherwise. I believe that speculation 
brings us nowhere here. 

Minor points 
Now a list of minor points: 
The name Fujiwara no Alcahari must be 

Fujiwara (no) Akahira (K. Masukawa 
Shogi, Volume I, page 93). 

On page 163 Dr. Beauchamp states that 
both Chinese Chess and Shogi have a 
large following throughout the East. This 
is true for Chinese Chess, but Shogi's 
popularity is limited to Japan. 

If you render Chinese Chess and Go in 
Pinyin (modem Chinese transliteration) 
they should be 'xiangqi' and 'weiqi', 
written as one word (in reality Chinese is 
no longer monosyllabic). 

Page 164 'ideograph for Shih, meaning 
stone'. I doubt there was ever a piece 
called 'stone' in Chinese Chess. 

Fig. 4 makes no sense to me as it is 9x9 
played on the squares':" 8x8 played on the 
lines would amount to 9x9, but later this 
changed to 9x1O (on the lines). Unless 
evidence arrives pointing to a proto 9x9 
square form (making Shogi much more 
archetypal) we cannot assume this. 

Page 164 'could move aslant three lines' 
could simply mean an ordinary knight's 
move if you take 'aslant' to mean zigzag. 
The 'extended Horse move' that Dr. 
Beauchamp mentions does not exist in 
Korean Chess, unless he means the move 
of the Bishop in that game which I would 
describe as an extension of the move of 
the Chinese and Indian Bishop. The Horse 
has nothing to do with it. 

In Fig. 5 the position of the Minister is 
odd, and I feel Himly should be ignored 
here. The Minister in Fig. 5 moves not 
along the drawn diagonals, but precisely 
across them. 

On page 164 the Editor quotes from an 
earlier set of comments of mine to Dr. 
Beauchamp's article (both Ken and I are 
members of the Konigstein Initiative 
Group, the fruits of which I foresee in the 
unearthing of minuscule details of interest 
instead of important discoveries of 
protoforms) where he makes me dispute 
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that Changgi means 'General's game', but I 
was dead wrong - as has been pointed out 
to me. I assumed that Xiangqi, Changgi 
and Shogi all originally meant 'Elephant 
Game'. In Shogi which now means 
'General's game' the character 'sho' call be 
a homophone (both meaning 'elephant' and 
'general', though written differently). In 
the past, for many centuries Shogi was 
written 'Elephant game'. . 

In all Shogi books and magazines, the 
Kings are 'Gyoku' (one character only) for 
both sides. Set~ are a different matter. 

On page 166 the editor makes me 
dispute the Go-Nara attribution, but I was 
merely echoing George Hodges and John 
Fairbairn here, who provided me with 
most of what I know. The Go-Nara story 
is quoted in many western books and 
maybe even in Japan, but positive 
evidence, despite intensive research, is 
absolutely lacking. It is a story with a life 
of its own. 

Proof-reader 
Finally, as a service to the reader, I 

confess here that I was David Pritchard's 
proof-reader for his ECV Shogi entry (I 
gave David the full Hodges-treatment, but 
apparently not enough). I choose to stay 
neutral in the letterbox war. 

It is to be hoped that George will write 
poSitive articles in this magazine about 
Shogi and ancient Shogi forms. 

Kriegspiel 

From Michael Keller (Baltimore, USA) 
The NOST Kriegspiel tournament by 

electronic mail will start any time now. 
I Wlderstand that some players insist on 

the rule that a player must ask 
specifically, every turn if appropriate, 
whether he has any pawn captures (Li 
tells me that the group of players he met 
with in the U.K. eventually agreed to drop 
that rule l 

). From a postal standpoint, 
having players ask 'Are there any?' is 
obviously impractical~ it would slow the 
game to an unacceptable extent. In having 
the referee give out the information 
automatically, I also dropped the 
requirement that a player try at least one 
pawn capture when possible, for two 
reasons: (1) Why should a player be 
required to try a pawn capture if he has 
another move in mind? (2) In most 
situations, it's not hard to frod a 
theoretically possible but highly 
implausible pawn capture try, so the rule 
shouldn't have much of an effect anyway. 

Some have argued that telling a player: 
'You are in check. You have a pawn 
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capture.' is giving too much information 
away, but surely this is not true. If the 
rules stipUlated that the referee would not 
give information on possible pawn 
captures when a player is in check, it 
would be routine to try every pawn 
capture which might relieve the check. 
J (Editor: Only for the proposed 
Centenary Kriegspie/ tournament in 
1998.) 

Chess Variants 
I applaud David Li's efforts to promote 

the fascinating game of Kriegspiel, but I 
don't Wlderstand why he suggests there 
are too many variants (letter colunm of 
VCI7) He doesn't mention any others by 
name, so we don't know which ones he 
likes and which he doesn't. Many players 
don't want to study anyone variant in 
great detail; after all, the need for a great 
deal of opening study in order to play 
orthodox chess at a competitive level is 
one factor that drives some players to 
variants in the first place. And I don't 
understand why he dislikes having KS 
referred to as a chess variant; this is just 
shorthand, in my view, for 'board game of 
the family', and does not mean it is not 'a 
game in its own right'. Anyone who has 
played a game such as Avalanche, 
Berolina, or Extinction, realizes that any 
good chess variant is a game in its own 
right. Though many principles of chess 
play apply to other variants (including 
Kriegspiel and Shogi), every variant worth 
playing has its own unique elements 
which make it stand apart from other, 
shall we say, chesslike games. 

From Paul Yearout (Oregon, USA) 
The term 'chess variant' is at least 

provincial, if not downright chauvinistic. 
Other descendants of Chaturanga have 
histories as long and as varied as does 
chess. It is as sensible (and as wrong) to 
call chess a (say) Xiang-Qi variant as it is 
to call Xiang-Qi a chess variant. The two 
games are distant cousins, showing, 
naturally enough, differences of heritage, 
but also sharing some common family 
traits. 

As a promotional appeal to Westerners, 
the word 'chess' has been almost 
universally applied to its remote relatives. 
So Falkener, over a century ago, listed 
Indian Chess, Burmese Chess, etc. 

This weight of usage makes it far too 
late for the linguistic or historical purists 
to introduce some ideally neutral 
designation for whatever it is that 'chess 
variants' really are. We are stuck with the 
name and it suits well enough. 
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David Li would do well to accept life as 
it is. His pet game is more highly 
qualified than most to be a variant, its 
only difference from chess being lack of 
perfect information. Overt recognition of 
cv !.tatus appears in his book titles: Chess 
under Uncertainty and Chess Detective. 

Striking a supercilious pose, Li sneers: 
'Kriegspiel is a game in its own right, not 
a variant.' Oh! Indeed, every CV is a game 
in its own right. Acknowledging descent 
from the royal game is not the debasement 
he insinuates that it is. 

Too many variants 
Having derided the very notion of a 

chess variant, Li (VCI7) decries their 
multiplicity. Let him 'concentrate on' what 
few games his abilities allow him, leaving 
broader scope to more capable players. 
We need' not do anything. The future will 
treat today's CVs as the past has dealt 
with their predecessors. A putative Pope 
David with his 'select' canon is unneeded. 

Lack of Literature 

From David Li (Bethesda, MD, USA) 
According to Gianluca Vecchi theory is 

not the most important consideration in 
judging a game but it is precisely the 
point which others (read the 'chess 
establishment') will judge chess variants. 
If a game has any intellectual content, it 
must be supported by theory, by literature. 
Else, a game is simply recreational, or 
'entertainment' - this is OK., I have 
nothing against it; witness the ever 
popular Monopoly, with its own world 
championship every so often. But let's not 
confuse an intellectual game and a 
recreational game ..... .1 fully admit that 
even after I write my '50th book on 
Kriegspiel, this does not mean that 
Kriegspiel will have become better than 
any other variant.' But it surely will gain 
respect, to be considered mainstream. 

ECV -Shogi 

From Peter Fayen (Coulsdon. Surrey) 
I have to agree with George Hodges that 

David Pritchard has shown unacceptable 
bias in his (otherwise excellent) 
Encyclopedia of Chess Variants. 

How else can one explain his dedicating 
nearly eleven pages to a mther ordinary 
game like Shogi, whereas the sparkling 
gem 'Chessboard Morris' - surely one of 
the most outstanding games ever invented 
- merits less that half a colunm? 

I trust that this heinous injustice will be 
rectified in the next edition. 
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XIANGQI 
EVENT 
12th May 1996 - Willesden tournament. 
Contact C.KLai, 12 Lagan House, 
Sumner Road, London SElS SRB. 

THE DIM AND FUZZY 
COLLECTION 

By C.K.lAi (£4.99) 
Thi~ is a 40 page book of 100 Xiangqi 

mate m 3 problems in the usual 'Lai 
format'. Why the title? I quote: The 
diagrams of the book are sometimes 
unclear, using the old dot matrix 
printer ...... the problems themselves may 
lead you to the path of some misty, 
obscure and confosing situations. ' In fact, 
the diagrams, although not perfect are 
quite clear enough to solve the problems, 
and the book provides good practice in 
Xiangqi tactics. Unusually no solutions 
are given - 'well established tradition of 
ancient time. ' 

KRIEGSPIEL CONNOISSEUR 
After one issue, publication of this 

magazine has been suspended. Not from 
lack of material the editor, David Li, tells 
me; it is just much more economic in time 
and money to produce books. He is now 
turning his attention to Chinese Chess. A 
160 page softback book written by him 
entitled First Syllabus on Xiangqi -
C:hinese Chess 1 is now on sale. The price 
IS £12 (or equivalent) including airmail. 
Write to P.O. Box 341267, Betbesda, 
Maryland 20827, USA 

3RD HETERODOX OLYMPIC 
GAMES 

This postal tournament will start later 
this year. Anyone who wishes to play in 
this event, write to the editor of Variant 
Chess before the 20th March. Each 
competing country nominates a variant; 
efforts are made to match players to 
variants of their choice. 

SHOGI MONSTERS 
The review of this PC computer 

program, together with Shogi++, appeared 
in VC18, p.l77. Roland Marounek has 
pointed out that one can find a piece 
movement directly from the index - by 
clicking F1 as well as clicking 'Help' > 
'Pieces'. 
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There are new versions of both 
programs (Shogi Monsters has been 
renamed Kimilsun!). In Shogi++ it is now 
possible to use 'Pieces' in the Help menu. 
There are other improvements: e.g. play 
can be on 'billiard' or cylindrical boards as 
well as the standard one; the progressive 
facility is now programmed for both 
Scottish and English Progressive. 

LOGICAL (BYWAY) PROGRESSIVE 
The Variant Chess postal tournament in 

the above variant is now underway. The 
competitors are Paul Byway, Peter Coast 
(a fonner Scottish champion at orthodox 
chess) and Peter Wood from the UK, and 
from Italy Vito RatIo and Fabio Forzoni. 

ITALIAN PROGRESSIVE 
The Variant Chess postal tournament 

which commenced last September is now 
finished. Result: Paul Byway 5; Peter 
Coast 4; lan Ricbardson 3; George 
.Jelliss O. A full report will appear in a 
forthcoming magazine. 

SHOTEN 
From issue 38 (November 1995), the 

quarterly bulletin of the British Shogi 
Federation is now written and produced 
by Les Blackstock and Mike Brewer. It is 
in a new smaller fonnat and is a vast 
improvement in both content and 
production from earlier issues. To obtain 
copies join the British Shogi Federation 
(£4 per year). Write to: Mike Brewer, 11 
Sl Donatt's Road, London SE14 6NU. 

BOBBY FlSCHER 
The Danish chess magazine Skakbladet 

reports (from the Internet) that Bobby 
Fischer was intended to present new rules 
for chess on November 13th. 1995 in 
Merlo City, Argentina. The pieces on the 
1 st/8th ranks will be randomly placed in 
each game. 

CHESS VARIANTS LEAFLET 
A two-page A4 introductory leaflet on 

chess variants (author - Malcolm Home) 
is now available, packed with basic 
information on popular variants 
(Progressive, Randomised, Pocket Knight, 
Avalanche, Losing, Chancellor, Chinese 
and Shogi), also contact addresses, etc. 
For a free copy, perhaps to pass on to 
friends, send an SAE or IRC to the editor. 

AISENEWS 
A PC computer program 'AlSE 

Yearbook 1995' has recently been issued, 
together with the up-t<Hiate 'PR Base 3.2' 
for Italian Progressive (disc only). 
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The 1995 list of postal tournaments one 
can enter has also been recently 
published: 53 chess variants plus 10 
non-chess games! 

Write to: Alessandro Castelli, 62010 
Villa Potenza (MC), Italy, for details. 

DABBABA 
Jens Nielsen has produced this PC 

program which plays ordinary chess at an 
estimated 1301150 standard (ELO 
1650-1800); and variants where the 
Chancellor, Archbishop, and Knightrider 
replace the Queen on a standard 8x8 
board. In the future it is hoped to include 
variants on enlarged boards, and others as 
well. Send £5 to: Jens Nielsen, Daltoften 
IS, 8600 Silkeborg, Denmark. 

FOUR-HANDED SHOGI 
An 8 page leaflet of this 'latest Shogi 

variant which is (apparently!) taking 
Japan by stonn' can be had from George 
Hodges (address below), price £3. To 
receive in addition a vinyl board with 
wood-effect plastic pieces costs £24 
(overseas £27). Further details of this 
variant in a future issue. Write to: 
P.O.Box 77, Bromley, Kent BRl 2WT. 

POSTAL TOURNAMENT 
Players are invited to participate in a 

Variant Chess postal 'Grand Chess' 
tournament Play to commence 20th April; 
fmal date for entries 13th April. See pages 
181-182 for details of this variant. Entry 
free to Variant Chess subscribers 
otherwise £1. Write to tbe editor. ' 

SOLUTIONS 

Solutions The End Is NiIb (p.197) 

2} l.ro Kd9 2.Ci8 KdO 3,18 Kd9 4.18 KdO 
5.rn Kd9 6.Cd7 KdO 7.e8 KeO ill 8.Ka 
DaB 9.d8 Ke9 lo.Cb7 BcO 11.Cb9 Be8 
1l.Kel wins. 
(I) 7 ... Kd9 8.Ke3 Ba8 9.Cb7 BcO 10.Cb9 KdO 
11.d8 wins. 

!ID 1.&4+ (l.Bg8? cl(Q) 2.Bi6+ Kc3 3.Bj6 
Qfl. Black wins the analogous position in the 
8x8 database in 62 moves, according to John 
NUlUL White will not fare better in MCC.) 
1_Kf3 2.Bd5+ Kg4 3.8e6+ Kh5 4.Bf7+ Ki6 
5.Bg8+ Kt7 6.BJ6+ Ki8 (6 ... Kj8 (6 ... Kh6 
7.Bk.7) 7.Bk.7+ Ki8 (7 ... Kk8? 8.Bi6 # or 
7 ... Ki7 8.Bj6+ repetition of moves) 8.Bh7+ 
K:h7 9.Bj8) 7.B16 c1(Q) 8.Bj7+ KJ8 9.Bk7+ 
Kt7 10.~j6+ Kh7(h6) 11.Kk7 and a draw. 

ill I.Kc7 Ka7 2.Kc6 Ka6 3.Kd5! Ka5 
(White threatens 4.Kc4 etc.) 4.Kc5! Ka4 
5.Kc4 Ka3 6.Kc3 Ka2 7.KM bl(F) (7 ... Kal 
8.Ka3! bl(F) 9.Kb3 etc.) 8.Kc3 Kal 9.Kb3 
Fa2+ 10.Kc2 wins. 

r. 
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COMPUTERS 

Computers are here to stay. As speed of 
computers increases, so does tileir 
strength. At present the strength of chess 
computers, and by no means just the top 
level ones, is greater than tlle strengtll of 
ilic majority of players. Sometimes 
humans havc ilie edge on computers, 
ostcnsibly stronger than iliemselves, by 
aiming at programming limitations, 
focusing on positional factors, and 
limiting. the importance of tactics; but as 
time limits get shorter and emphasis is 
more on ilie calculation of variations so 
computers come into their own. TIle 
computer's 'brain' does not tire as a 
human's does. It is always calculating at 
the same strcngili. 

The future? It is of Continuing interest 
to see if computers will be able to 
regular(v beat tile top grandmasters. The 
time may not be too far distant. 
Grandmasters do not and will not like 
this of course. They have invested their 
lives and much sweat to become ilic 
masters of the game. There is ilie loss of 
prestige and money. Moves may be afoot 
to avoid direct competition. 

Let us turn to programmers. I am sure 
iliat iliey will seek fresh fields. It is only 
a matter of time before they spot what i~ 
under their noses - chess variants: 
Chancellor chess, Progressive chess, 
Chessgi - new challenges offering 
limitless possibilities. 

Computer programs must be sold to 
keep research going. It is for this reason 
that there will be moves to push the 
general chess-playing public into playing 
chess variants. For a start I predict that 
soon a selling point for chess-playing 
programs will be iliat iliey ean play 
certain CVs as well, e.g .. a) Replacing 
ilie Queen by a Chancellor, Archbishop 
etc., b) Capablanca chess (this is one of 
the few variants that some chess-players 
have heard of), c) Progressive chess. 

11len what we have been seeking for 
ages will materialise; the flood gates will 
be opcned. All hell will break loose as 
programmers scramble to produce CV 
programs. It is not (just) love of the new 
that will be the engine of change - but the 
prolit motive. 

Will progranuners aim for Xiangqi? 
11lis is a possibility. HWldreds of millions 
of people play this game in China and the 
Far East, so tilere is a huge potential 
market there for Xiangqi-playing 
computers and software. There are good 
progranlS in XQ already, but nowhere yet 
at the level of the strength and 
sophistication of western chess programs. 
But prograIlllllers may prefer a clear field, 
with say Chessgi being preferred to Shogi. 
It could well be that a bought-in XQ or 
Shogi program will be added 'as a bonus' 
to future Fritzs and Chess Geniuses etc .. 

Hold on to your seats - the day of the 
CV is imminent. 

It is believed tl13t playing CVs will give 
chess-players the chance to escape from 
tlle pursuing computer. Mic\13el Kellcr in 

: WGRIO writes most interestingly about 
this (p.72). Taking the long-term view this 
will almost certainly not be the case. I 
suspect iliat fue computer will catch all 
CVs in time - despite it being a long way 
in the rear at present! And the danger is 
ti13t if CVs are complex enough to keep 
computers at bay they may be too complex 
for humans. This is not necessarily so -
the number of move options at anyone 
hml is far larger in Shogi (or Chessgi) 
ti1311 in orUtodox chess. In Avalanche 
chess too, where for example on his illitial 
move White has 160 move options instead 
of 20 in orUtodox chess. But a different 
philosophy operates here. In orUtodox 
chess players strive to fmd ilie best move. 
It may be an illusion but players believe 
tl13t one day, wiili enough study and graft, 
they will always be able to fmd this best 
move. The very best players can approach 
this utopian situation, and the rest of us at 
odd moments too. In Shogi I would hazard 
iliat (as in Go) ilie brain accepts more 
that, in the majority of instances, tilere is 
really only a choice between moves, somc 
better iliat others. 
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There now follows a survey of computer 
sollware that can play chess variants. 

~9~~(y~tl~~ts 
Xiangqi 

There have l'~cn a very large number of 
programs in this variant, which rellects 
how widely it is played, 1I0t only in the 
cast but III Chinese communities 
tIlroughout ti,e world. 

In the July 1995 edition of the Italian 
Xiangqi magazine XiallgQi Hi TOllg Hao. 

therc were puhlished the reslllls of an 
inter-cOlllputer sollware toummnent set up 
by Agostino Guberti . Also competing was 
tilC Novag dedicatcd computer. Play for 
tile software was conducted on PC 286 
8HZ and 486 33HZ computers lt was a 
double-round tournament. Results were: 

I.Grand Master 3 
2.Grand Mastcr 2 
3.Elephant 2. 10 
4.Elephant 2.20 
5.Agostino Guberti 
6.AgoXian 3.0 

OgrcX 
Grand Master 1.57 

9.AgoXian2.76 
IO.Novag Chinese C 
I 1.AgoXirul 2,4 
12.xian 3.0 
13.xQ 2.3 
14.Chaos 1.0 
15.Cchess 
I 6.Battle Chess n 

29 (Ollt of 30); 
28; 
24; 
23 112: 
22 1/2; (the man') 

17; 
14 1/2; 
13 1/2: 
I I 1/2: 
6 1/2; 
5 1/2; 
5; 
3; 
2 1/2. 

The first 4 placed programs, together 
witil Grand Master 1.57, are all Irom ti,e 
same 'stable'; as of course are the 
AgoXians. Xian 3.0 is separate from the 

>OGRE 
By AnanBrcwn 

'The name started out <:IS OTHElLO, the name 
ofa ReVersi program Which I wrote. The first 
leit$'woS replaced W'O' when the program 
wos'thinldng':ond hQdallickeringeffect as the 
o9ndOwere{epeotedtyexchanged. 

Thenqme OTHEllO is apparently a registered 
trademark so I changed this to OGRE fo retain 
theObove feotore, OGRE being fromfotklore a 
giant who ate men. I thOlJght this described the 
R~si program well; The name stuck with 
chesspr()grqms I .Ioierwrote.. The .. Chinese 
CI'less progrom also bore this name. 

The Chinese Chess program is written along 
thellries of most chess programs. In brief: A 
chess program from a chess point of view is 
very . unsophisticated. The considerations for 
choosing a move can befoundin any book for 
beginners. The main objective of course is to 
win, and checkmate is just about the only time 
a progrom plays a move for correct reasons. 

'-

!\Xs. Ogre X is the creation of Allan 
13rO\\11 of Bamstapk, a version of which 
played in the 1993 E-':l11outh tOllmament. 

G rand Master 3 can l)o.! ohtained li'om 
Data Station P.O.Box 91654 City of 
Industry, CA 91715-1654 USA. (213) 
344-8595 (E-Mail bamhoo@dclphi.com) 
Price $44 + $20 tax. 

AgoXian 3.0 can be obtainu:l from 
Agostini G:lherti Via Don Gnocchi 
20/D, 20075 Lodi Milano, Italy. Pricc 
.' '.000 lire. 

Ogre X can be obtained Irom AlhlO 
Brown, 35. Carrington Terrace, 
Barnstaple, Devon EX32 7AF. Price .£5. 

No\'ag Chinese Chess Computer can 
be obtained from Eureka Electronics 
Ltd., 4 Hove Business Centre, Fonthill 
Rd., Hove, East Sussex, BN3 6HA. Price 
arowld £90 including mains adaptor. 

Xi an 3.0 can be obtained from Leong 
Jacobs, Ine. 2729 Lury Lane Annapolis, 
MD 21401 USA. Price $39.95 + $2. 

Battle Chess Il can he obtained from 
computer software de.1Icrs in Olis country. 
'n1e price is arOlmd [30 I believe. 

General Remarks 
Grand Master 3 is wiiliout doubt the 

strongest program. 'D,e board is attracti\'e, 
but one has to wade through a series of 
screc.!ns, replying to pointless questions, 
before being allowed to get to it. One is 
placed ill a league table where, depending 
on result'>, one Crul rise or tall. Features 
are limited. E.g. games cannot be saved; 
neither can a {X>sition be set up. 

Ogre X is ill black and white and is less 
attractive visually; but at £5 it is a bargain 

Other instances ore based on features of the 
pOsition which mayor maYl10t bepclrticularfy 
relevant. It is assumed that they are afl(j values 
are given for each feature and summed 
together to form o 'score' for the move. The 
move with the highesfscoie is chOsen by the 
program fO( its move;Sincethescorelsnof very 
reliable, a search to c:IS great a depth as time 
allows is condooed Jlnd ··this improves the 
situation (usuallyl. 

The scoring. funclion .jsu~\JaUy.tune<lfor 
middlegame play. lIishOliceablymcklng.in the 
opening and inendgome play .. The opening 
can be overcomebyobOol(move system 
where the . mo~ ./SEl)(fr(j(:fe<l ftomthe 'book' 
rather than being calCulated by the' program. 
Endgame ploy may. beiinproved . by using a 
different scoring function. This may improve 
some standard motes with one or two pieces or 
improve pawn play. 

The Chinese. Chessptogram has·' only a 
general purpose scoring function and a few 
book lines to start play. It searches. to a depth of 
five or six ply in mfddlegame play: A ply is the 

considering its comparativc strength as 
shO\\l1 ill the table opposite. 

Novag CC Computer, as onc Illiglll 
c-.:pect from this companY, is an attractive 
piece of hardwan: with the usual facilities 
that onc cxpects from a dedicated chess 
computer. 111e board is touch-sensitive. It 
is a produl't of the late 1980s. and an 
update would he welcome. 

Xian 3.0 I havc Ilot seCIl, but Davit! 
Woo, cditor of Xiang(ji R"l'iew, gave it a 
rcasonable l.;view ill 1992; and in 19'.15 
rated it good on grdpilics, rccommcnding 
it highly fill' bcgll1ncrs. 

'111C prcscntation of Battle Chess 11 is on 
a level with its chess strength as shown in 
the table. 

David Woo in his 1995 survey 
mentioned tilere might be a Grand Master 
4 on the horizon, and a planned upgrade 
of the Novag CC may be coming out. 

Oxford Software, in their package or 
several ditlcrent gamcs, include a Xiangqi 
program. 111C price is arowld £35 for thc 
package. Address: Oxford Softworks, 
Stonefield House, 198 The Hill, 
Burford, Oxfordshire OX8 4HX. It can 
also be obtaincd through Chess MOllth~\'. 

David Woo in Xiallgqi Rel'iew 
(July/August 1995) givcs a useful Slll'VC\ 

of some Xiangqi software. One program 
lll"'ntioned is Uncle Wang, which he ratcs 
stronger ilian Xian. It has more features 
than Grand Master 3. 111e progrrun Call be 
obtained trom Imperial Dragon 
Software, P.O.Box 4446 Tumwater, 
W A 98501 USA. Price $28. 

DW also mentions a shareware 
program, Chinese Chess Pro, [or the 

term used for 0 layer of search, being 0 move 
by one side. In the endgame the search depth 
is. greater. uptomelve ply deep. This is due to 
fewer moves being available, not ° special 
'scoring'. 

Thetledicated version resides in an Hitachi 
H8323 singlechlpmiCfocomputer. This has 512 
bytesofRAMciild 16K of ROM. It has 15 levels of 
p1ay,rongifi9frQm 'jnstonf· to 4 minutes per 
move; It.has :5 problem levels which con solve 
problems up tOfTlote in 5 almost instantly. The 
machine hast~E! usual facilities for set-up of 
board, verifyposltion, lake-back/replay a move, 
suggest/hirit·m9ve.etc .. 

ThePCversioriWOs written beforetheH8323 
version onddQes not have the problem levels. 
This is Written in 8086 assembly language. 

The original. version was written for 0 

Spectrum compUter in Z80 assembly language, 
but is primitivesltice this was the first attempt at 
writing a Chinese Chess program. However J 
did manage to use this version to sharpen my 
ploy up to beginner's standard! LJ 
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M/\C user, \\lilten by Tie leng, which is 
availabkthrough many bulletin boards. 

• (.\falcolm.lIor/lt!: :·1 problem jiJ/" allY 
Chinese Chess program is the lack vI 
stalldardisatioll ill th<' 1'<'/:1' complicated 
repetitioll mle.\". l ;nderst(///(Iahly fIIOS! 

prograllls hal''' difficulty with repeTitions.) 

Shogi 
A pclUsal or Japanese Shogi magazines 

shows that theft: is much software on oner 
- in Japan. In Xiang(Ji Ali TOllg i3ao there 
is the result-table or the 5th. Shogi 
computer championship ill 19')4 - therc 
were 22 entrants. In the west there is 
availabk the Shogi Master program, 
distributed by lshi Press lntematiollal. 
TIlere are more difficulties in achieving a 
strong Shogi-playing program than ill 
westem Chess or Xiangqi because of the 
drops. I doubt whether Shogi Master 
would trouble stronger players. But this is 
an attractive program with good graphics. 
Using it is a very good way to leam the 
gamc and get a hit of practice. There are a 
lot of It:atures, many dcsigned specially 
for beginners. Write to hhi 
International Ltd., P.O.Box 3288, 
London NW5 IRQ. The price is £49.,)5 
+ £2.95 postage. 

There is also Shogi++. This PC 
program was mcntioned in VCIS and 
rn 9. It plays 5x5 and 6x6 Shogi, Tori 
S., Wll S., Chu (Middle) S., Heian Dai 
S., Kodai S., Dai S., as well as normal 
Shogi. TIlis is an attractive program, 
although the standard of play is pretty 
weak. It is a good and inexpensive way of 
leaming some difficult Shogi variants 
(N.B., the full mles of these have to be 
obtained elsevvhere.) TIlcre is also the 
option of playing Shogi and these variants 
as 'Korean Shogi' (see VCIS). Together 
\\iith Kimilsun, which demonstrates 
larger Shogis up to 25x25 Tai S., and 
some other non-Shogi variants as well 
(but does not play them), the price is £S 
which includes postage. Write to: 
Roland Marounek, 138 Chaussee de 
Bruxelles, 1150 Brussels, Belgium. 

Korean Chess 
There are a few programs which c.an 

play Korean Chess. One is Kavloss, 
which I understand is a modification of 
the AgoXian Xiangqi program. Contact 
Agostini Guberti (address above) tor 
details of this. Malcolm Horne mentions 
another program, Jllngld, which can 
(could?) be obtained from tile Internet. I 
am told the playing strength is poor. 

VARIANT CHESS 

Ot~~iy~tl~~~li 
Rival Chess 

This PC program plays three variants: 
Losing c., Kinglet, and Shat .... mj. This 
is a good-looking program, and there arc 
many sophistic.:lted options. For example, 
colours C;H] be changl.-G, the hoard can be 
tumed round, moves can he taken hack, 
and manv others. ·lllc variants chosen are 
sensible.- A serious fault is that in Losing 
Chess pieces can only promote to a 
Queen. /\t present Rival is a IX)S 
program, but I am told that ill May there 
\\·ill be a Windows version that will 
include more variants. 'l1lc progranuners 
invite suggestions regarding new vaIiants 
to include. 

Write to: Chris Moreton, P.O.Box 
138, Southampton S015 OZD; or: (e 
mail: chris-m@gemini.co.uk).This 
program is Shareware; to register costs 
£ 15 ($30), when a manual \\ill be sent. 

William Angel has a program that can 
play Capablanca Chess (10:-.:8). TIlis is 
,wailahle through the Intcrnet via \",nw,\!: 
http://www.cs.ruu.nll-hansb/d.chessvar 
lindex.html 
(lnfonnation from Eteroscacco) 

Rauberschllch 
lbis is a DOS program tor thc PC tiIat 

was featured· in Fcbruary's Rochade 
Europa. Ibis program plays Losing C. 
TIllS has all attractive board and plays a 
reasonable game. It is not possible, as it is 
with Rival, to play an altemative move for 
the computer and still get it to continue 
playing. TIlis is an important omission, as 
both Rival and Rauberschach play the 
same lines of play regardless of whetiler 
these have previously led to a loss or not. 
Stalemate is treated as a win for the 
stalemated player (the NOST IUlc) rather 
than a draw, as it is under AISE mles. It is 
not too clear, but I think Rival also 
follows tile NOSI mic. 
Write to: Matthias Fischer, Bahnstrasse 
26, 63329 Egelsbacb Germany; or 
Thomas Sclapp Lutberstrasse 5, 63329 
Egelsbach, Germany. TIle price is 27.S0 
DM which includes packing and postage 
(in Gennany?). 

Dabbaba 
I mentioned tlllS PC program in VCI9. It 

plays variants where the Chancellor, 
Archbishop, or Knightrider replaces 
the Queen on a normal 8x8 chessboard. 
I gave the strength as being approximately 
13011 50. TIrrough more testing I believc it 
is more accurate to say that 130 would he 
thc top limit (at vari~nts anyway). In the 

page 199 

future it IS hoped to include other \·ariants 
as well (maybe on cubic or other 
non-standard boards). Send £5 to: km 
Nielsen, Daltoften 15, 8600 Silkcborg, 
Denmark. TIle program is availahlc too 
via the Intemel. 

tli~t~i~i~~~ 
·l1lis is becoming an important SOurLC 01 

infomwlion about chess variants. Ih 
import.ancc can only grow in thc !uture 
/\s interest in, and the playing of, CV~ is 
still very much a minority pastime (hut it 
\\ill gf(m f(llks, hdieve me') acnl)tes tend 
to be spread lar alield. The mtcmct is a 
good mode of contact where news and 
ideas can be exchanged; it is also a good 
way of playing variant') - quicker than hy 
post, cheaper and more convenient than b) 

telephone. 

[n this survey I have concentrat<!d on 
up-to-date programs which are currenth 
available. Somc others: 

In WGRIO Michael Kcller mentions 
Distant Armies which is a s<!t of 
programs for the Commodore Amiga. It IS 

reported that it plays: Chaturanga, 
Shatranj, Burmese C, Xiangqi, 
Bvzantint' C, 3 forms of Mcdiae\-al C, 
C~urier C, Turkish C, 2 forms of 
Decimal C (7), and Los Alamos C. I han: 
not seen any evaluation of tllis program 
Thc 1991 address for thcse programs is. 
Eagle Tree Software, P.O.Box 16-', 
Hopcwell, V A 23860, USA. 

David Pritchard in ECV g.ives details of 
tour 'chess' games that have been speciall\ 
crcated for the computer. These are Chess 
Football (based on the American 
grid-iron game), Laser C, Covert C, and 
Star C. 

Hc also mentions a progranl tor tht: 
Macintosh in 1984, Le Cavalier de la 
Nuit, which allowcd the player to include 
any number of fairy pieces, and e,'en 10 

create them, as well as pennitting piect: 
changes during play. 

In 1991 Michacl KeIler remarked that 
playing any semi-orthodox variation 
should be well within the ability of (; 
modem program. He adds: 'How aoo"t a 
Hexihle program ,vitll options for different 
hoard sizes, a selection of units beyond 
the st.1ndard ones (e.g. Bcrolina pa\\ ns. 
nightrider, fers, elephant, wazir, dabbaha 
aInazon, chancellor, cardinal (archbish. 'PI j. 

and perhaps otller options?' 

We are still waiting - hut perhaps \\c 
are edging towards it. I am sure that the 
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future of computer chess lies in the field 
or chess vaiants. 

Help needed: Events move swillly in the 
computer field. If readers can suppiy fresh 
inronnation about the programs I have 
mentioned I \\"(mld be grateful, as I would 
fex assessments of these programs. I have 
tried to be as thorough as I can, but I 
would appreciate news of programs I have 
either overl(nked or am unaware or 

llcreis a selection of games played b\ 
computers/progranls. 

Losing Chess 

P.c. Wood - Rival (15 secollds per move) 
Played 6.3.96 
l.e3 bS 2.B:b5 Bb7 3.B:d7 B:g2 4.B:eS 
Q:d2 5.K:d2 B:hl 6.B:17 BdS 7.B:gS 
B:a2 8.R:a2 R:g8 9.R:a7 R:a7 10.QO 
(Ke2 is an altemative.) IO .... Ral 1 t.h:a3 
Nd7 12.Q:f8 N:f8 (All illferestillgfellcillg 
stage begins.) 13.Nh3 RhS 14.Ngl h6 
IS.Nc3 Nh7 16.a4 Re8 17.aS RgS 18.a6 
ReS 19.Na4 c6 20.Nc2 Rg8 21.N(4)c3 
(21 .... c5! was the threat. winnillg.) 
2l....RaS? (Loses out of hand.) 22.Na4 
R:a6 23.Kc3 R:a4 24.Ba3 R:a3 2S.NcI 
R:c3 26.e4 R:c2 27.Nb3 R:f2 2S.Nc1 
R:h2 29.Ne2 R:e2 30.eS R:eS 1-0. 

Rival - Rival (/5 seconds per move) 
Played 6.3.96 
l.e3 ([his move had to be i1lduced. for the 
program would elldless(v play a series of 
safe moves like h3. Rh2. Rhl. c3 and so 
on.) t....bS 2.B:hS Bb7 3.B:d7 B:g2 
4.B:c8 Q:d2 S.B:17 Q:e2 6.Q:e2 B:hl 
7.Q:h7 R:h7 8.B:g8 R:h2 9.Kdl R:f2 
IO.Ke2 R:e2 11.Bd2 R:d2 12.N:d2 Bd5 
(Black misses a forced win here: 
12 ... .Be4! 13.N:e4g514.N:g5e6! 15.N:e6 
(15.8:e6 Nd7 15.B:d7 Rc8 wins) 15 .... Be7 
15.N:c7 Na6 a1ld wins.) 13.B:dS g6 
14.B:a8 Ne6 IS.B:e6 g5 16.Rel Bh6 
17.Nfl Bffl lS.Nd2 (RdJ looks right 
here.) 18 .... aS 19.b4 a:b4 20.a3 b:a3 
21.Nb3 Bh6 22.NaS BfS 23.Nb3 (White 
hasjlexibLe pieces.) 23 .... eS! 

VARIANT CHESS 

(n/is looks had. hilt I call .filld //0 will for 
IVhite ill a most illterestillg positio/l.) 
24.Nc5 8:c5 25.Nc2 8:c3 26.Ngl B:gl 
27.R:c5 8d4'! (J./I en·or. 27 .... a2' 
28.R:g5 l/ I (IJ) 29.R:g1 Bg7 30.R:g7. 
which draws IIl1der AISE ruLes alld wi:ts 
IIl1der NOST m/es.) 28.R:g5 Bg7 2Q.R:g7 
a2 30.R:e7 al(Q) 31.Ra7 Q:a7 32.Bb7 
Q:b71-0. 

Gunter Rehburg - Rauberschach 
l.h3 b6 2.g3 Nc6 3.b4 N:b4 4.e3 N:a2 
5.R:a2 e6 6.R:a7 R:a7 7.Bg2 d68.8:e6 
B:h3 9.B:e8 Q:e8 IO.N:h3 QhS Il.Qg4 
Q:bl 12.Q:g7 Q:c2 13.Q:h7 Q:d2 

14.Q:gS'! 
(14.K:d2! KII7 L5.Nf4 R:hl 16.Kc3 R:cJ 
17.g4 R:c3 18.Nd3 R:d3 19j3 etc. willS.) 
14 .... Q:f2 15.Q:ffl Q:e3 17.Q:h8 Q:g3 
17.Qh6 Q:el 18.Q:d6 Q:cl 19.R:c1 
e:d6 20.Re7'! (fhe move that should have 
lost. fVillllillg is tile simple 20. Ra I 
followed hy "'gl.) 20 .... R:e7 21.NgI 
Rc3?'? (21 .... Rcl willS.) 22.NO R:O 1-0 
(Game from Rochode Europo: notes by VC Ed..) 

Xianggi 
Grand Master 2 (0/1 a 286 8 Mllz) -
Grand Master 3 (011 a 48633 Mhz) 
I hO/lr per player. 
l.g5 Cbffl 2.Nc3 Ne8 3.Rbl Ni8 4.Ng3 
e6 S.Ri2 RbO 6.Rf2 Gdl'9 7.Rd2 Rb4 
8.Ch4 Cf4 9.eS Cl'S lO.Rd4 C:c4 11.Ba3 
e6 12.Rd9 

o 
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2 
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12 ... C:e5! 13.RdS ({/' 13,C:b.J Cce·/ 
mates.) 13 .... CeS 14.Ch2 Re4 lS.CbO+ 
N:btl 16.R:hO R:e3 17.8:cS Be8 l8.g6 
c6:c5 19.Rd2 Re3+ 20.Re2 R:g3+ 
21.Rb2 g7:g6 22.R2b9 RhO 23.Rb2 Rh4 
24.R2b9 Re4+ 2S.Gde2 Rg2 26.Kdl 
R:h2 27.Rd9 Rhh4 28.Rbd2 R:a4 
29.Rb2 Rhd4+ 30.R:d4 R:d4+ 31.Gd3 
R:d3+ 32.Kel KdO 33.Ke2 i6 34.Rb6 
Nh6 3S.Rh4 g5 36.Rf4 Ng4 37.Kel Rd2 
38.R:g4 gS:g4 39.8i3 g4-h4 40.i5 i6:i5 
41. 8g I Rh2 mate! (.'1 neat./illish.) 

IFrom XicngOi Mi Tong Bool 

Nm'ag Computer (f.evel 3) - Oxford 
Software (Level 1) 
Played 6.3.96 
I.Che3 Ng8 2.Ng3 e6 3.Nc3 NeS 4.Rhl 
Nd6 5.CbS N:e4 6.CiS Rh9 7.Ca5 
(i\'ovag~~ mO\1e.~ 5 to 7 waste time. ()is 

rakes Jilll advantage.) 7 .... N:aS 8.a:a5 c5 
9.Gfl'2 e4 IO.Na2 a6 Il.Rh6 Cb3 12.NfI 
a:a5 13.Rb6 Ch3 14.Rb7 BeeS 15.Rbl 
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15 .... aS-bS 16.C:e7+ N:e7 17.R:e7 b5-b4 
IS.Ba3 Chi 19.Gdl R:a3 20.Ncl Cc3 
21.R:g7 Rh4 22.eS Ce2 23.Gd3e2 Rg3 
24.R:i7 R:gl 2S.R17 Rg2+ 26.Ne3 Rgl+ 
27.Gfl Rg3+ 28.Gfe2 R:e3 29.Kfl Gfe9 
30.Ral R:g4 31.GdJ Rg1+ 32.Kf2 R:dl 
33.Raa7 C:cl 34.Ra2 Rd2+ 3S.Kfl 
Rd1+ 36.Kf2 c3 37.e6 Rd2+ 3S.Kf1 e:dl 
39.Rd7 RO+ 40.Kel Rd1+ 41.K:dl RfI 
mate. 0-1 ([he culmination of some good 
attacking play.) 

OS won a mini-match 2-0, The program 
showed good solid play, even though it 
was moving almost instantly. 

• 
Original articles, letters. criticism, 

(constmctive if possihle ), will always he 
welcomed from readers. If submitting 
these it would he helptul if they could he 
printed, if possible. 
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KRIEGSPIEL - THE FRONT 
LINE 

(Or DaV/d i.t-l'Il1gst{)n seeking COnl'erTs In the concreteJlmgle?) 

blitor: Washington City Paper reporter Patric!, Svmmes 
af1Y11rged 10 meel DA I J J) Ll al a Itas/tinglOlI park to fi~/d VIII 

ahol/t Kriegspiel. I presel/t extractsji-ol1l his aCCOI/Ilt. 

Imagine the statr of the Manhattan Project nursing a hangover, 
and y.ou'll know something of the chess players who gather each 
monung at a row of concrete tables inside Dupollt Circle. 

Not to say that all these chess nuts arc hitting the saucc - in fact 
only a lew of these guys are slugging malt liquor at 10.30 on ~ 
Friday llloming in August.. Hut even the sober players hl.'fe today 
look like bad seed - one huge fellow is sleeping on a bench, hi~ 
zipper wide open and a bag of chessmen clutched at his side. 
Another guy with a five-day beard and a heavy winter coat is 
a,hea?), locked in combat with a Latino who ap~rs to speak no 
~ngh~h but the word 'check'. While they move their pieces like 
hghtnmg and take tums smashing the time clock with sharp slaps, 
two oddhalls - one wearing shorts over a pair of ski pants - otTer 
loud and highly technical conlllentary on the ganle. onus is a 
democracy of mental combat: If you can play a Danish Gambit and 
seize pawns en passant, it doesn't matter if you sleep in a park and 
haven't bathed since tile Carter administration. 

In this subculture, David Li inunediately stands out. With his 
pressed white shirt and striped necktie, the Bethesda residl."11t 
looks like an accounting professor or a World Bank bureaucrat -
~th ofv.~~ch he used to be. Now retired at 65, he is overflowing 
W1th. am~ltton to alter the world's chessboards and chess players, 
startmg nght here in Dupont Circle and right now with me. 

David Li tells the reporter about the history of the game and 
other background i,ifomratiotl. He also shows him how 10 play .... 

'Pawn capture', Li says, proud of his student. 
Of course, we're only pretending at tills point. Li is patiently 

playing botil White and tile referee, sometimes putting his piece~ 
on the board where I can see them, sometimes removing onc or 
two lo approximate the guessing game. A few raindrops are 
decorating the stone board between us, but tile chess kibitzers 
who gather arowld tile tables aren't discouraged A few watch our 
odd shadow game, and eavesdrop on Us bewildering 
explanations. Finally, one fellow can't resist. He is ratiler typical 

of the J)upont Circle crowd - dirty as a chimney swcep, clutching 
a p<lper bag \\lth bottle in it, and sporting a Denver Nuggets cap 
that has seen better decades. He is also, as his comments at tl1e 
next table have ShO\\ll, an expert player. 
. Nugget sidles over to our table like h.:: is read\' to dance. Li 
1I1unediatcJy asks if Nugget has cvcr heard (;1' this <lam.::. 
'kricgspicl.' 0 

'Who'r 
'KriegspicJ: Li says clearly. 
Nugget weighs that for a moment. 'Creamspec!'" 
'Kriegspicl.' 
'Crt:ekspeeJ'l' 
Alter a fc\\' such rounds hack and ('(\rth, Li nH)\C~ ,;ii to cxplain 

that in kriegspec - .::r krieg..lpid, you can't s.::e your opponent's 
plcces. 

Nuggct is fascinated. 'Hey, Jimmy,' hc calls to a gll~ at thc next 
lilble. 'You heard of this gamc'" 

'Wharr 
'Kreeghpeel.' 
'Yeah; says Jilmny, which gets everyone excited until hc says. 

'.IIL'it it lew seconds ago.' . . 
Nugget ignores the crack. 'Hey, Mike,' he calls out. 'You evcr 

heard of this?' 
'!lIe sleeping behemoth on the bench snaps instantly awake, 

waddles over to the table with his zipper still at 6 o'clock, and 
says ,,·itil 0.000001 seconds worth oflhought, '\)-5.' 

Everybody is siknt. 
'1)-5,' he repeats. 13-5 doesn't improve your position. D-S.' 
Nugget explains in a flash of high-speed chess-speak t11at this 

isn't the regular game but kreesluneel, where vou don't know .. 
'Oh,' Benchwamler says. TIlen I don't care.' . 
He goes back to sleep. 

So nobody has ever heard of this ganle, but that's all right. 'nleV 
can be taught. And if anyone is able to leam, it should be thes~ 
eccentric and talenteq chcss addicts at Dupont Circle. Ibey are 
ripe for conversion. . . 

Li starts teaclung Nugget who concentrates so hard you'd tilink 
thc hat would pop otT his head. For tlm,'e minutes, his eyes don't 
move from the pieces as Li weaves through a sample game, 
hurling commentary like empty beer cans from a speeding car. 
Nugget just says 'right' and 'OK' over and over. When Li explains
about 011~ minute into the lecture - that 'there is 110 capturing 
Opportlllllty here,' Nugget replies immediately, 
'Rightrightrightright.' ... There is I~O 
inference ... (,OKOKOKOKOKOK') ... black cannot advance the 
pa\w ... ('Rightrightrightrightright') ... the diagonal, the horizontal, 
tile vertical, or the knight... ('OKrightrightrightOK') ... except for a 
bishop ... ('rightrightright') ... a 'no' ruling from the referee will tell 
you ... (,OKOKOKOK'), 

And tilOUgh I am lost at the first curve, Nugget emerges at the 
other end of this careening lecture ,vith absolute confidence in 
two things. One is that he understands completely and 
authoritatively how to play kriegspiel. 11le other is that he doesn't 
want to. 

'Chess is hard enough as it is; Nugget says, shaking his head. 'If 
you can't see what your opponent is doing, man .. .' He just keeps 
shaking his head back and forth. 'Man, that's wild. Wild, man.' 

Li is used to tllis reaction ... he has moved on to other tillngs. 
He rises from the table and swet:ps the chessmen back into their 

box. 
'Have you seen my other book,' he says, The Happy Game of 

Mah-Jong?' 
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CHANCELLOR CHESS 
By Alalcolm flame 

Play is on a 9X§board. TheChance1tqt ([f ) 
is a combined R+N.The arro)'s 'are: White 
a J /i J: RIv'BQkBcNR;.· lJUickt· ... ·a13li8: 
iRNCBKQBNRWhencq$tling ihe!;m(;";e$ 2 
squares. 

.. ... 

Five players entered the I/'C postal 
toumamcnt begun in August 1994, hut 
t\\'O of them unfortunately dropped out 
allel' a handlill of moves. This lell a small 
triangular toumament, won by Malcolm 
Horne with 3/4 (2 wins and 2 draws), 
ahead of Toby Howes and Paul Archer. 

Paul Archer - Malcolm Horne 
l.e4 (l11e most common opening move in 
games played sofar, followed by 1.d4 and 
l.g4.) L.cS 2.Ng3 Bc7 3.Nc3 Ng6 4.d3 
e6 S.Ch3 Nc6 6.f4 Cb6 7.e5 (Hoping 10 
jump illto e4 with a Knight.) 7 .... f5 
8.Be3?! 

a bed e f g h 

S .... Ng:e5!'! (l decided to be bold here. 
sacrificillg a Knight for two pawns. Not 
8 .... C:b2? 9.QcJ. and then lO.Rbl, which 
looks unhealthy.) 9.f:eS B:e5 (For the 
sacrificed material I get a mobile paWll 
avalanche. I also felt that with more 
pieces on tile board than in a game of 
normal chess, a small material deficit 
would I/ot be so significant. On top of that 
the position is far more enjoyable for 
Black to play than W7,ite!) IO.Bd2 h6 
1 I. Rbl"?! (Defending a poisoned pawn 
that I didn't want to take. Perhaps the 
developing lI.Be2 is better.) 1l .... g5 
12. Ni4?! (.4gain Be2 looks preferable. 
The Knight achieves 1I0thing OIl i4 and is 
jllst a target for attack.) 12 .... g4 13.CM 
([he coullfer sacrifice 13.B:1r6? i:M 
l4.C:h6 Ri6 15.Ch4 Bf6 is 110 good. but 
J3.C[2!? is possible.) 13 .... Bf6 14.Ch5 
Be7 (Threatening .... B17. If instead 
14 .... Qj7 just 15.Ng3 holds. while the 
flashy l4 .... g3 15.Ch3! (J5.C:g3? Bh4 or 
15.N:g3? Bi6) seems to lose much of the 
illitialive.) 15.Cf4 Bd6 16.Ce2!? (The 
Clwllcellor could also visit.f2 or c4 or 04, 
bllt 110/ 16.Cg6? Qf7 or 16.0,5? B17.) 

VARIANT CHESS 

16 .... hS (J6 .... g.1I? (threat .... Hi6) nee3 
is ralher IIl1clear. If lhell 17 .... g:h2 
18,N:h2 B:112 J1.1lile has 19,Qh5+ alld 
20.Q:h2 sun>ivillg.) 17.Ng3 Nd4 IH.Cfl 
h4 19.Ni4'! (Paul's last chalice was 
19.Nlu/ B:lt2 20.Rltl. whell B looks heller 
I"" I r!.;n't see allY clear breakthrough.) 
19 .... Qi5 White resigns (0-1) . 
After 2fJ.g3 Nj3+ 2l.Ke2 l~t7 22.g:lt4 
Q:h4 23.Ng3 N:hl /J'7tile/{dls apar/. 

So my Knight sacritice at move 8 
worked beautifull\', hut \\'as it reallv 
sound? It's hard to say, Paul could have 
detCnded more stubbomly. 

There is a postscript however. When I 
later showed the game to a friend, he 
asked why not 8 .... Nc:e5! in the diagram 
position, and then 9,f:e5 I .. regaining the 
piece; Black seems to be a hit better in all 
lines. 'nus brought me dO\\1l to earth -
beguiled by the pure sacrilice r never 
considered this more sober approach! 

Toby Howcs - MaIcolm Horne 
l.g3 fS 2.~2 c6 3.f4 dS 4.b3 1.>6 5.Bb2 
Bf6 6. BeS'!! (rraciing Bishops 
immediate(l'. or blocking the diagollal. 
looks more logical. l//Stead If'llite ends lip 
trading his Bishop .101' a less valuable 
Knight.) 6 .... Nd7 7.d4 N:e5 8.d:e5 Bd8 
9.Qd2 Nf7 to.CO g5 11.h3 g:f5 12.g:f5 
Qg7 13.e3 Nd6! I 4. Ng3'?! (14.Nc3!? is 
prohab(v he"er.) 14 .... BM! 15.0-4)"0! 
(Thi.y came liS a complete srI/prise. 1 was 
expecting 15.C:ir4 whell 15 .... Q:g3 + with 
advalltage. although less thall it might 
look.) IS .... B:g3 16.e:d6! 

a bed e f g h 

16 .... C:d6! ([lte best I1v for (//1 

advantage. If 16 .... Q:al?! IBlite can trap 
my Queen with 17.c3/ Bi5 18.Cd4 alld 
19.Cc2. leadillg to allllllclear bl/t perhaps 
fair~v equal positioll.) 17.Cg5 Q:g5 
18.f:g5 (I11e Chancellor is usually valued 
at 8 points to a Queen~y 9. so material is 
level. But 1'111 not so sI/re 111£11 the 
Challcellor real(v is i,!(erior .. \lore to the 
poillt, however. is that H1lite's King is 
rather exposed here alld his 'e' alld g' 
pawlls are weak. So / preferred my 
POSitiOIl.) IS .... Be5 (l8 .... BhP / willS a 
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pawlI blltasks/hr lrouble, e.g. 19.e4/,I:('5 
20,Q}'4.) 19.Nc3 0-0-0 20.Rael cn 
2I.Khl!"! ar Ihe Killg is goillg /0 move. 
(hen the opposite direction might he 
advisahle. Proteclillg the pawn with 21.h4 
I1I1lS illfo 2/ .... i5 alld is "an/~v 

appealillg.) 21.. .. C:g5 22.Ne2 i5 23.Rgl 
i4 24.e4"! f..j blunder in a 1'<'/)' awkl'l'(/rd 
positioll. 24,/3:d5) R:d5 is a/so had. /m( 

2-1 .. \,/4 seems to /aSI longer) 24 .... i: 1t3! 
White resigns (0-1) 
. {fier 25.B:/'3 (i(~ mate ill olle (r 25.Q,g5 
or i:/d) 25 .... (/3. mack /1/oles Oil f:! or 

else willS Ihe QUl'en. 

Tohy had the hest 01 ollr second 
encounter, but it ended up as a rather 
hancn dra\\', I also made no headway 
against Paul in our Sl-'Cond game (c\'cn 
though, for a few moves, he was analysing 
the wrong position!), 

• 
TRIPLETS 

Da\'id Pritchard: I1tis was ill vented some 
years ago for the Haslemere Chess Club 
Christmas meel. where it was well 
received. The illventor is Alan Sobey. 

Normal set-up and usual chess mles 
app(v except: 

White and Black start with paum moves: 
011 their secolld funrs they make a pawn 
and a piece move (in either order): on 
their thinl alld all subseqllent lums they 
move a pawlI. a piece and the king. 71les£' 
three moves can be made ill any order and 
count as one move; thus it is possible for 
a king to be in /ive-fold check. A killg 
must be out of check 011 completi01l of the 
three moves. but not necessari(v 011 the 
first or second move. 

Castling is a king move. and a pawn 
promoted can then move as a piece within 
(he olle tum. 0-0-0 is not possible; e.p. is. 
The game fillishes in the 1I0rmal way 
except that a player IIl1able to .make a 
pawn. piece and king move withill a film 
loses. Hence 110 stalemate. 

Very entertaining play results. Despite 
possible appearallces. it is the pawn. and 
not the king move, that ultimately proves 
the problem: Ji"equently the game ends 
because 110 pawn move is available. 

Editor: Since its invention this variant has 
proved popular and there have been postal 
tOlIDlaments organised both by NOST and 
Hteroscacco, It was one of the variants 
choscn for the 2nd. Heterodox Olympics, 

Patrick Donovan, the English 
representative in tlle above event, had 
only played a few friendly games of 
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Tripkls subsequent to it. He only entereJ 
hecause no-onc else coulJ be founJ to 
play. Consequently the games were a 
'learning process' - see his game 'With the 
white pieces against ACastelli. However 
Patrick learnt the game so well that he 
finished up wiIming the tournament! 

I think Ihis variant is most interesting - I 
prefer it to English Progressive Chess 
with which it has an aOll1ily. 

AI! games are fron~ the 2nd. Olympiad. 

Z Woronlow:::z (Poland) - P.Donm'an 
AlI/lOtall'd by I'.DOIIOV(f1l 
l.e4; cS 2.Be4 d3; BeS d6 3.NO 0-0 c3; 
Nf(j e6 0-0 4.h4 Khl Bg5; B:t2 h6 Kh8 
5.R:f2 Kgl h-4; h:g5 Ng4 Kg8 6.h:g5 
Qd2 Khl; g6 Kg7 Nd7 7.d4 Rn Kgl; 
e:d4 Qe7 Kh7 8.e:d4 Rei Kn; Q:e4 d5 
Kg7 (Happi(v givillg up Q for Rook alld 
pawn. Lack of pawn moves always seems 
to be the key ill Triplets.) 

9.R:e4 g3 Kg2; d:e4 Nb6 Kg8 10.Ne5 a3 
Kf1; c3 Kg7 N:e4 11.Ke2 Qd3 a4; Rd8 
KgS a5 (Now I think "!hite mllst nm out 
of pawn moves first, and thus lose.) 
12.N:e6 b:a5 Kel; b:e6 R:a5 Kg7 
White resigns. 

Patriek Donovan - Alessandro Castelli 
Annotated by P. Donovan. 
l.e4; e5 2.f4 NO? (This move is almost 
certain~v a mistake. Through lack of 
experience I give pawns away in the early 
stages, not realising my mistake till (00 

late.) 2 .... e:f4 Bd6 3.e5 1k4 O-O?; B:e5 
f6 Ke7 (Now two pawns down, White's 
situation is dire.) 4.d4 Nc3 Khl; B:d4 d5 
Kd6 5.N:d5 h3 Kh2; 8:b2 b5 KeS 
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(IJlack is m(willg ill jiJr lite kill. Wltite 
01/(\' has .j pawlls remainillg.) 6. B: b5 c4 
Khl; B:h3 c6 Kd(j (A.ferciless l) 7.B:f4 
g: h3 Kh2+; Ke6 Ba3 a5 (I'm lIearly 0111 

of pawn moves and it's quite hopeless.) 
White resigns (0-1). (Not a \'et~' 

impressive effort!'m l!fraid.) 

The two following games are from 
t."leroscacco. The allnolatiolls are hy 
All'ssandro Castelli, translated from the 
original Italian by the editor, '\<ith a little 
help from Patrick Donovan. 

Alcssandro Castelli - Patrick Donovan 
l.e-4; c5 2.c3 NO; Ne(j d6 3. Bc4 d3 0-0; 
(Xowadays hard(v anyone castles ill 

Triplets. The Rook is much more useful 
defending the wings thall ill the cefltre.) 
3 .... Nf6 h6 Ke7 4.Qb3 a4 Khl; 
(Initiating a premature attack on the 
queellside.) 4 .... Na5 c6 Kd7 5.Qa2 b4 
KgI; N:c4 Ke7 g6 6.Q:e4 bS Khl; Be6 
Kd7 e5 7.Qb3 e4 Kgl; (At present the 
while Queell remai"s out of play. Since ill 
Triplets one willS about 99% of games by 
the blocking of pawns, exhausting 
available moves ill abollt 15 tlll71S of 
triple moves, the pieces must be ready to 
elller the game and sacrifice themselves 
for opposing pawl/s, avoiding being 
closed in behind their OWII paWIIS.) 
7 .... N:e4 fS KeS! 

(Vety well played. A Knightfm' two pawllS 
is a very profitable sacrifice.) S.N:eS 0 
Khl; (H'hite seeks complications. The 
capture of Blacks Knight seems to lose 
immediately.) S .... d:e5 Ng5 Kf7 (White 
has lost a Knight so as to maintain the 
palll1 parity. But Black has a better pawn 
structure.) 9.Be3 as Kgl; f4 Kg7 Nh3+ 
10.g3 B:f4 Kg2; e:f4 Qd4 Kf6 (As 
compensation for his fewer pawns Black 
has two Bishops and more active pawns.) 
1I.Qc3 g4 K:h3; KgS h5 Bg7 12.Q:d4 
Kg2 h3; B:d4 h4 Kf6 13.Rgl Kh2 g5+; 
B:gl K:g5 a6+ (The two Bishops 
dominate the chessboard and decide the 
game.) 14.K:gI Nd2 b6; Kf6 gS RadS 
15.Kg2 d4 Ne4+; Kg6 8:e4 e:d4 (Black 
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wins, as White's two remaining pawns are 
blocked.) 

Alessandro Castelli - Vaclav Hlavatv 
l.c4; c5 2.NO c3; Nf6 d6 3.Be4 d3 Kfl; 
(White might also castle; castling ill fact 
is a K move.) 3 .... Be6 Kd7 h6 4.Qb3 a4 
Ke2; B:e4 Ke6 b6 5.Q:e4 a5 Kel+; b" 
Ke7 Qd7 6.Q:h5 c4 Ke2; Q:b5 a6 Kd7 
7.e:h5 N:e5 Ke3!+; (.4fille N sacr!(ice.) 

7.... d:e5 BeS Kd6+ (It was belfer to 
refuse the sacrifice and take the paWl/ 011 

b5. From 11011' Oil While's advantage 
becomes overwhelmi"g.) S.Ke2 Be3 b:a6; 
N:a6 Kc6 h5 9.h4 Rcl Kd2; B:e3 Kb5 
c6+ 1O.K:e3 R:c6 0; K:c6 Nd5 f6+ 
Il.e:d5 Ke4 Nc3+; Kd6 RabS g6 l2.b3 
Rbl Ke3; Rb4 Kc5 gS 13.h:g5 Rhl 
Kd2; f:g5 Kd6 R:b3 14.R:h5 g4 Ke2 
Black resigns. (Black has almosl 
exhausted his pawn moves.) 

• 
ITALIAN PROGRESSIVE 

. Gianearlo Buccoliero - David Pritehard 
Italy v. Rest of the World postal match. 

l.d4 
2.Nf6 Nc6 
3.e4 NO BgS 
4.d5 e5 Bg4 Kd7 
S.B:f6 B:dS Be2 Nfd2 B:g4+ 
6.fS f:g4 d:e4 e3 e2e:dl(Q)+ (DP:'f 
realised I'd been drawn into a losing line 
but could Ilotfind allY sound alte17la(ive.) 

7.K:dl Ke2 Nb3 NaS N:c6 f4 N:eS+ 
S.Ke6 Bd6 B:e5 Rh:dS R:d4 R:f4 Rn 
R:hl 9.h3 h:g4 gS g4 Nc3 Rdl Rd7 Na4 
NeS# (1-0) 
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OPENING ANALYSIS - THE FIRST 
STEPS 

l~v flugh lv/yers 

Editor. li1is is Part 2 of" the long article which appeared in Ihe 
Af,tV-Sentember 1984 is.~lte of Myers Opening Bulletin. It is ill ml' 

opinion' a vel)' good oven'iew of Chess histOl)'. Part 3 may he 
published a/ a laler time'. 

Chaturanga entered Persia and beC<lIl1C chatrang. Then it 
was part of the Moslem world, and its Arabic name was 
shatranj. This did not take long. There arc too many stories 
with references to chess, even if written down much later, 
about known persons, such as relatives of Mohammed, to 
doubt that chess reached the Arabian peninsula during the 
7th century. That is emphasised by the survival of the 
names of many chessplayers (for the first time those of men 
who were remembered for their playing, such as doing it 
blindfold, not just those of other wise famous ones who 
knew how to play), with stories about them and dates of 
their births or deaths, from the early 8th century. That was 
the time of the great Arab empire, reaching from India to 
Spain. Its capitaL Baghdad, was a political and cultural 
centre. Bv the 9th century it was a chess centre too. 
Composed endings were r~rded (Murray gives many of 
them) and there was a remarkable amount of theory on 
which combinations of material were forced wins or draws 
(their game was slower and less tactical than ours; the 
endgame was relatively more important). 

The first chess writers were AI-Adli and Ar-Razi, 
probably also the strongest players of the 9th century. Their 
manuscripts have not survived, and neither have any 
significant quotes from the work of Ar-Razi. AI-Adli, 
however, could be called the father of openings analysis. 
His work was criticised and supplemented by As-Suli (1st 
half of the lOth century). Then the analysis of both of them 
was repeated in the still existing manuscripts that were 
written two or more centuries later. 

The openings of AI-Adli and As-Suli were limited to the 
diagrams of specific positions (called ta'biyat, translated by 
Murray as 'battle array'; As-Suli also used a word that 
meant 'opening', and Al-Lajlaj preferred one that meant 
'development') that were given names. The idea was that a 
player could strive to set up a certain position, and due to 
the slow nature of the game (the pawns moved only one 
square at a time, and the only long-range pieces - the 
Rooks - couldn't get into action right away) he didn't 
necessarily have to play a certain order of moves, or even 
pay much attention to what his opponent was doing. 
During relatively recent times it was often noted that 
players in Asia would start games by making ~ rapid series 
of moves, setting up positions without countmg moves or 
waiting for their turns to move. It would be a mistake, 
however, to think that it was done that way in the 9th and 
10th centuries or by strong players at any time. The work of 

As-Suli's student AI-Lajlaj shows that the ordcr of 1ll00'CS 

did havc importancc, evcn on thc first two moves. , 
As-Suli was famous for ccnturies as the grcatcst of thc 

Moslem players. Friend and tutor of a Caliph, he was ~I:om 
an aristocratic family of Turkish origin, but for political 
reasons hc was living in poverty when he died at Basra ill 
946 A.D .. He had wriHen about history and poetry as well 
as chess, and some of those manuscripts were said by 
Murrav to still be in European libraries. Although we don', 
have the scores of games that we can !.le surc were played 
by him (a possible excq:-' ion is a 3)-move win given on 
p~65 of 'l11e Chess-Player's I) ee!;-End Book by R.N. C~les. 
Pitman 1950), some of his endings were recorded. I behc\'c 
that he was a strong player, definitely ahead of his time, 
because of the middle game and general advice that he gavc 
(Murray Flistory of Che.~:\·, pp.245-6). Examplcs that ~t?Od 
out for me were: compel exchanges in a cramped poSItion, 
never play a move without a reason, double Rooks on the 
7th rank, whell you see a good move for a piece then l~k 
for a better one, you lose two moves if you advance a piece 
and then have to return it (he understood the value of 
tempi), and when you see three moves ahead which appear 
trustworthy, play the first, but before playing the second 
and third, examine them again. 

Nevertheless, when it cOllies to pioneering work in the 
openings, I have more respect for AI-Adli. We don't kno~\' 
much about him, including his real name. It has been satd 
tlk'1t he was As-Sarakhsi (a name that means he was from a 
town in Khorasan (northern Persia», a well-known writer 
who died in 899. That's doubted by Murray because of the 
time element. AI-Adli had been the leading player of the 
first half of the century. In one MS he had the nickname 
Ar-Rumi, which could mean he came from the Byzantine 
Empire (these Baghdad players are called Moslem, or 
Muslim, instead of Arab, because they came from many 
places; the other leading 9th century players, Ar-Razi and 
Rabrab, were probably from Persia and Turkestan). ~t 
doesn't necessarily mean that he was Greek, but It s 
interesting that during this period there was a constant state 
of war between the Bvzantines and the Caliphate (the Arab 
Empire - not a tec~cally exact term), .and that. we don't 
know anything about chess in the Byzantme Empire except 
a little f;om Arabic sources (they show that it was at least 
known there at the beginning of the 9th century). 

As-Suli thought that Al-Adli was weaker than Ar-Razi, 
and he criticised AI-Adli's ta'biyat, not recommending six 
of fourteen of them. Even so, he recognised that the best of 
all were AI-Adli's al-mujannah and as-sayyala (they are on 
the cover of MOB #2). He added only two ta'biyat of his 
own, and one (the Mutalahiq, Murray HOC p.238) is only a 
slightly revised Sayyala. 

Al-Adli can also be credited with the use of chess 
notation (descriptive) and a rating system (five cla~ses of 
players), although we can't be sure that they were hiS o\~n 
ideas. 
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Support for the strength of the Mujannah (playing of both 
Bishop's Pawns two squares before either centre pawn 
moves two squares; that's the basic element, but it also 
involved moving both Knights behind the Bishop Pawns, 
and moving the Rooks to the Knights' squares) wa~ 

continued by AI-Lajlaj. That name meant the stammerer, 
and he deserves at least our attempt to give his full name -
but two have been recorded: Abul-Faraj Muhammad b. 
Obaidallah, and Abul-Faraj al-Muzaffar b. Said (spellings 
from Murray, without his diacritieal marks). Later he was 
also called Lilaj or Lajaj <!s for cenl'.Jries he was 
remembered as the greatest player by the Persians, Turks, 
and Moghul Hindus. 

AI-Adli may have been the first to analyse openings, or 
at least the first to recommend certain ones, but Al-Lajlaj 
was the first - to our knowledge - to analyse them in the 
modem manner, with recommended orders of moves. 
Murray flOC, on pp.250-265, gives the very substantial 
amount of Al-Lajlaj's analysis that has been preserved for 
over a thousand years. Many of the lines continue for over 
thirty moves, and almost surely come from actual games. 
Unfortunately there is no indication of which ones might 
have been played by As-Suli or Al-Lajlaj. Most of the 
analysis starts with the Mujannah, much with it played on 
both sides. A short example 1.(3 h6 2.f4 b6 3.Nf3 f6 4.g3 
c6 S.c3 d6 6.c4 Ne7 7.Nc3 Nd7 S.b3 cS 9.e3 d5 )O.d3 c6 
1l.Rbl Qc7, and this was continued in six columns, with 
many footnotes. It includes plenty of annotation. It should 
be noted that Murray filled in some gaps (guided by 
diagrams) and revised the notation to place all Kings on the 
e-file (they had been 011 the d-file). 

In the example you see 1.f3 and 2.f4 (Bird's Opening!?), 
essentially the same as I.f4. Al-Lajlaj's explanation of the 
two consecutive f-pawn moves shows that he certainly was 
not recommending that a player set up positions without 
paying attention to his opponent's moves. He recommended 
setting up the Mujannah by starting with 1.£3 and 
continuing with 2.f4 only if the opponent's first move was 
with a Kingside pawn. If it was with a Queenside pawn, 
then he recommended 2.c3 and 3.c4 (by the way, I wish 
there were a new translation of this part of Al-Lajlaj's 
introduction to his analysis; it could be that Murray's 
descriptive notation - he put the analysis itself in algebraic -
is not clear enough, but it's less confusing if we recognise 
that advice for both the opening and the middle game has 
been combined). 

We know that Al-Lajlaj's analysis continued to be read 
on through to the 15th century, but it's probably true that it 
had little influence, and none outside the Moslem world. It 
should have been followed by similar analytical work. But 
it was a time of political turbulence. The empire was 
breaking up. A new dynasty had taken over in Baghdad a 
year before As-Suli's death. The city was occupied by the 
Seljuk Turks in 1055 A.D .. And then came the Crusades. 
Chess retained its popularity, but after Al-La,ilaj's death in 

the late 10th century, there ' ... ·as a six-century wait for 
another book of opening analysis. 

An illustration from an ... cirnt 
Persian manuscript, a ~TrttltiR 
on CI,cu'. 

The Arab invasIon of Spain took place during the early 
8th century, at a time of growing chess activity in Baghdad. 
It would be unreasonable to think that the game hadn't 
reached the Iberian peninsula by later in that century. For a 
long time there was little friendly contact between Moslems 
and Christians. While we might guess that it wouldn't have 
taken 300 years for chess to become known in the Christian 
world, the first documentary evidence of it was a will by the 
Count of Urgel (Catalonia, northern Spain), from 1008 or 
1010 A.D .. Shortly before his death in battle against the 
Moslems, he bequeathed his chess set to a church (see 
illustration overleaf). References to chess in European 
literature multiplied rapidly during the next couple of 
centuries. Chess became the favourite game of the medieval 
European nobility. It's assumed that it wasn't so widely 
practised by peasants and merchants, but we can't be sure. 
Historians paid less attention to the activities of ordinary 
people. Linder reports excavations in Russia that seem to 
indicate that chess was played there by all classes of people 
in the 13th-] 5th centuries. 

While chess was written about often enough, much of 
that was in poetry or anecdotes about it being played by 
famous people. There was invented history (e.g. that chess 
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originated in Greece or Rome) and 'the moralities' that gave 
symbolic meanings to the game and its pieces. Europeans 
in the Middle Ages had less technical chess literature than 
there was in Baghdad in the 10th century. There were 
explanations of how to move the pieces, but very little on 
how to play welL Moslem chess seems to have had little 
influence except in the realm of endings and problems. 
Diagrams were copied from Arabic books, and there were 
many manuscripts of problems, of course including new 
European compositions. 

Crystal chessmen willed to th~ dturch in Ager. CAtalonia, 
byE,."..ngand I. Counto[Urgd. in 1010. C.o/lf'Ction o[th_ 
CQIlIUess of Beha8ue. 

The openings were neglected. Entertainers travelled 
from castle to castle, some including chess among their 
talents. Knowing that it was done in the 16th and 17th 
centuries, I would guess that openings analysis was sold to 
wealthy hosts earlier than that, but there's no proof of it It 
took the 15th century rules changes to inspire a rebirth of 
openings analysis. The new faster and more exciting game 
was attracting players, and there was a demand to know 
how to play it well. 

Using the word rebirth, I should also comment on the 
word Renaissance, which has been applied to the period of 
time that comprises both the rules modernisation and the 
writing of the openings analysis that will be covered by this 
article. The Renaissance was more than a rebirth of past 
glories, and it wasn't limited to art and architecture. It was 
also a modernisation of science and politics. Feudalism was 
replaced by nationalism. A non-player might think it's 
presumptuous to include chess in what was modernised by 
the Renaissance. I think it emphasises the relationship of 
chess to art and science. It can't be a coincidence that Italy 
was the centre of the Renaissance and also the centre of 
chess activity during the same period. 

Murray believed that the rules modernisation took place 
in Italy about 1485 (his explanation is on p.778 HOC). The 

new moves of the Queen and Bishop were also known in 
France and Spain by the cnd of that century. In these 
countries there were minor differences in the rules both 
before and after the new changes. 

We have already dis("ussed the old moves, but as we said. 
there were many differences around the world. For the sake 
of clarity, European chess of the Middle Ages was basically 
the same as that of the Moslem players of the 8th-10th 
centuries: Kings, Knights, and Rooks moved as they do 
now. Bishops leaped two squares diagonally. Queens 
moved lInc squarc diagonally. Pawns moved as they do 
now: at first they were always limited to one square at a 
time, but two squares on an initial move wasn't unusual by 
the 15th century. 

There were, however, rules innovations of the Middle 
Ages that weren't abolished by the new moves (as was the 
previously mentioned 'Queen's Leap' - see Part I. VCI9). 

(1) Bare King (Robado) This method of winning is 
probably as old as the game. It means that a player loses 
when he loses everything except his King. Most old Arabic 
endgame analysis was based on winning in this way. 
Originally, and in some places much later, that meant that 
the first player left with only a King would be the loser, but 
Arabs and Persians would call it a draw if the lone King 
could capture the last opposing piece right after losing his 
last one. Bare King ceased to be a win in Italy, as well as in 
other parts of Europe, well before 1500, but it continued to 
be counted as a half-win in Spain on into the 1600's, and 
probably later. 

(2) Stalemate has had a chaotic history. It's not 
permitted in Burmese chess; the stalernater must find 
another move. But where it has been permitted it has been 
scored as a draw, a half-win, a win, and even as a loss for 
the player who executed the stalemate. The latter seems 
strange now, but it was a rule in India, at least in the 9th 
century, and later ('?) it was practised in Russia and, during 
about 1600-1800, in England. Around 1500 (this date, for 
Italy and Spain in particular, is being repeated because of 
the openings analysis which will follow) stalemate was a 
draw in Italy. as it had been for some time (probably in 
France too, although there had been the practice that the 
stalemated player lost his turn - the opponent could move 
again), but in Spain it was a half-win for the stalemater. 

(3) Pawn Promotion The old rule was that pawns would 
promote on reaching the eighth rank (I'm not going into the 
promotion rules for the Asian varieties of the game). 
Promotion was always to a Fers (Queen), without 
restrictions on their number. The new rules didn't change 
this, and around 1500 a player was allowed to have more 
than one Queen. Unrestricted promotion*wasn't seen until 
the 1600's, and other promotion rules that existed from 
about 1560 on into the 19th century (e.g. not more than one 

* Including underpromotion, without timiting the number of Queens or other 
pieces. 
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Queen ;It a time. or promotion only to pieces that have 
already been lost) aren't pertinent to this article. 

The Middle Ages' Queen Leap (optional two squares on 
the first move) was given to the first move of a promoted 
pawn too (if no capture or check W'dS made with the leap). 
That was no longer significant with the new Queen's move, 
except then it had to be said that the Queen of a promoted 
pawn was alIowed to check either without moving or with 
its first move; Lucena (1497) wanted to add to that by 
suggesting that on the first move of a promoted Queel1 that 
it be allowed to check or capture a:, a Knight as well as a 
Queen. The suggestion was apparently ignored. The 
Russian Queen+Knight came much later. 

(4) Castling Another complicated history, but the 
complications came after 1500, as did castling itself. 
Castling as we do it was practised in Rome by 1585. After 
that there was considerable experimentation on into the 
19th century, even to the ex1ent of allowing a pawn move 
as part of the King-plus-Rook castling move. 'Free Castling' 
became popular (as onc move, the King's Rook could move 
to any of the squares cl, ft, or gl, and the King would be 
placed on any square the other side of the Rook, including 
hI; the same thing would be done with the Queen's Rook, 
with it moving to the right no further than to dl). 

The predecessor of castiing was the King's Leap. Neither 
it nor any form of castling is known to have existed in the 
old Indian or Moslem chess. The King's Leap (a first move 
of two squares in any direction, including the Knight's 
move) had started in Northern Italy by the 13th century, as 
had an ancestor of castling that involved the moving of two 
pieces as one move. That was to make the first moves of the 
King and Queen as one move; that must have died out by 
the time of the new Queen move, but under the old mles it 
still was done in Germany at least as late as 1576. The 
King's Leap continued after 1500, often still being 
permitted even when modern castling was legal. For this 
article's purpose of examining the openings of Lucena and 
Damiano, you only need to know how they practised 
'casHing', theoretically a two square King's Leap that was 
pernlitted only if the King had neither been moved nor 
checked (this latter condition wasn't always observed, but 
leaping through check or when checked was prohibited). So 
a King on el could leap toe3, fl, or g3, but such moves 
were no doubt unusual. In the analysis we sometimes see 
moves such as Kcl-g2 or Kel-c2, but more often it's 
'normal' castling, only done in two moves instead of one, 
e.g. Rhl-fl on one move, then Kel-gl, jumping over the 
Rook, on the next move. Opponents would do this 
consecutively, making it add up the same as our 6.0-00-0. 
However, a player might make half of his castling 
manoeuvre with Rhl-ft (aba! Precedent for touching the 
Rook first when castling!), but he wasn't obliged to follow 
that with Kc1-gl, neither on the next move nor ever. 

• 

MINICHESS 
bv Laszlo Polgar 

BOOK HEVIEW 
By David Prirchard 

QuickChcss (here metamorphoSC<i into Minichess) was invented 
by Joseph Miccio in 1991 and is marketed by Amerigames 
Illtemational. It is the only mini-chess game to my knowledge 
invented by a fireman (whom I met brietly at the New York Toy 
Fair in 1993 and was handed a reprint from New York Newsday 
headed Tot Rescued from Ledge' featuring the QuickChess 
inventor 'of Ladder Co. 127' with stirring photographs of the 
rescue - but I digress). 

QuickChess has a 5x6 board with 1 x K,Q,R,B,N and live 
pawl1s a side. -111e piece array (al-el/a5-e5) is RBKQN. Pa""TIS 
move one square and promote to captlli'ed pieces only; no castling. 
Petty Chess, invented by W. Walker Watson and published in the 
BOvf Sep 1930, has identical board and men but with a ditTcrent 
starting position. Both ganles have hishops on opposite colours. 

Polgar pere, whilst giving credit to Miccio, suggests that the 
pieces may be set up in any order 'for a little variation'. The main 
thrust of Polgar's book is the promotion of Minichess as a learning 
aid, as indeed was the intention behind QllickChess which gained 
a number of awards in tins context in the U.S. 

There is practically no text but a massive 778 diagranuned 
positions made up of 125 mates in 1,300 short combinations, 200 
mates in 2, 40 mates in 3, 36 endgames (all the foregoing with 
solutions) and 60 mostly short games plus a few eXlllanatory 
diagrdms and photographs. There is nothing here to bame the 
average chessplayer for whom the book - which is beautifully 
produced with large, clear diagrams - is not intended. How can 
such a handsome publication on a single little-known variant be 
justifil.:d economically? It probably can't, as the reader is told that 
the book was published with the generous financial support of the 
OTP bank. TIle BCM .shop has (or at least had) a few copies at 
£13.50. 

Late Seasonal footnote: If variant-inventing firemen are thin on 
the ground, how about ex-Chancellors of the Exchequer as chess 
authors? Advertised in Chess & Bridge'S 1995 Christmas list is 
The Inner Game by Nigcl LawSOll. 

+ 

&UietJP&rl1t "?tJ~rlil 
e~rl11e'P1tJ1tS~'lP Sp&e1r1L 

GAZZA? 
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Apologies from Peter and me for 
the absence of problem pages from VC 
19. In recompense, a hefty dose of 
originals in this issue, including some 
high points. 

We start with 114 by Theo 
Steudel, a well-known veteran of fairy 
chess and a·familiar figure in Ander
nach meetings, but a new contributor 
to VC. Black has to play 13 consecu
tive moves to get back to a position 
where White can stalemate him. 

114. Theodor STEUDEL 

n~ ~ ~ ~ 
~i~ft~ ~ 
ft~ ~ ~ ~ 
~~~~ 
~ ~ ~ ~ ~ ~ ~ ~ 

~ft~ ~ ~i 
~ ~ ~ "'~ ~~~~~~~>l 
~ ~ ~ ~ 
Series helpstalemate in 13 

(with set stalemate). 

115. Nikolay R. V ASYUCHKO 

Helpmate in 2; Two solutions, 
Grasshoppers. 

116. Henk B. F. BOUMEESTER 

Reflexmate in 2; Grasshoppers. 

VARIANT CHESS 

Next comes our old friend the 
Grasshopper (moves on Queen lines 
by hopping over the first man it 
meets-the hurdle-to the next square 
beyond). In a Reflexmate White tries 
to force Black to mate him, as in a 
selfmate, but either side has to mate 
when able to do so in one move. 

117. Erich BARTEL 

Series mate in 8; Kangaroo g2. 

The Kangaroo moves on Q-lines 
leaping over an obstacle like the 
Grasshopper, but the hurdle consists of 
two men (which do not have to stand 
on adjacent squares). 

119. Jorge M. KAPROS 
John Driver in Memoriam 

Helpmate in 2; Two solutions, 
Edgehogs. 

The Edgehog is 30 years old, but 
it has seen little action other than in 
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the memorial tourney for its inventor. 
It moves like a Queen, but each one of 
its moves has to be either to or from 
an edge square. This makes possible 
some special interference effects. 

120. Nikita M. PLAKSIN & 
Alexander ZOLOTAREV 

Shortest path of black Rg8? 

The next pair of originals involve 
some deductive reasoning, starting 
with orthodox retroanalysis in 120. 
You have to determine if, in a legal 
game, the bRg8 could get there in a 
single short step from h8, or would 
need a more roundabout path. Going 
back about ten moves or so should 
clarify matters. 

121. Geoffrey R. FOSTER 

~ ~ ~ ~ 
~ ~ ~ft~ 
~ ~ ~~ ~ ~ ~-W-~ 

~4:)~ ~ ~ 
~ ~~~:it~ 

l?&l ~ ~ ~ ~ ~ ~ ~ 
..e. ~(."\~I ~ ~~ .JJ.~<z.J~ ~ ~ 
~ ~ ~ ~ 

Mate in 2; Kriegspiel. 

I would need a whole page to give 
a detailed description of Kriegspiel, but 
the following should be sufficient for 
121: Each player makes his moves on 
his own board. and cannot see his 
opponent's. An umpire keeps the 
actual position on a third board, 
refusing illegal moves, or announcing 
"WhiteIBlack has moved". He also 
announces the square on which a 
capture is made (but not the pieces 
involved), or if a check is given ("on a 
file/rank", etc.). In 121 you are given 
no information on Black's where
abouts, but with fourteen visible pawn 
captures the possibilities are limited. 
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122. George P. SPHICAS 

Series selfmate in 11; Circe, Neutrals. 

Another fine series-mover from 
George, showing what could be a new 
task for neutrals. A NeutraL man can 
be taken as white or black at the 
discretion of the side moving. Neutral 
pawns promote to neutral pieces. In 
Circe a neutral man captured by White 
is reborn as if it were black, and vice 
versa. White plays eleven consecutive 
moves forcing Black to mate in one. 

123. Artur T. GARTSER 

Helpmate in 2; (b) wBbl~al, 
Grid Chess. 

124. Artur T. GARTSER 

Helpmate in 9; Circe, Grid Chess. 

In Grid Chess only moves that 
cross a grid line are legal (so the two 
Ks could lie next to each other in a 
2x2 grid square); The first is a small 
but appetizing introduction to 124, 
and even that should not prove too 
hard despite its length. 

VARIANT CHESS 

125. Erich BARTEL 

Helpmate in 2; Anticirce. 

Helpmate in 2; Anticirce, 
(b) after Black's first move, 
two solutions in part (b). 

In Anticirce captured units 
disappear, but the capturers are reborn 
according to Circe rules. A capture is 
illegal if the rebirth square is occupied. 
In particular, pawns promoting with a 
capture first promote and are then 
reborn accordingly. My 126 is a little 
tribute to Erich, with part (b) included 
to add some interest for the solvers. 

127. Peter FAYERS 

Welcome to new British composer 
Peter Fayers with an original using a 
complex genre we have seen once 
before (see 94 and 94v). In Augsburg 
Chess, here combined with Circe, two 
pieces of the same side (other than Ks) 
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combine when one moves to the 
square occupied by the other (e.g. in 
127 Black can play Re7=R+B). The 
resulting combined pieces can separate, 
leavin3 behind one or more parts. Let 
us look at Peter's 128 below as an 
exampie (not part of the solving 
ladder, but please test): 

128. Peter FA YERS 

Mate in 4; Maximummer, 
Augsburg Circe. 

Recall that in a Maximummer 
Black has to play the longest legal 
move available: l.c5 Bc8 2.cxd6 (d7) 
Rb8 3.dxe7 Bb8=R+B 4.exfS (Sb8= 
R+B+S) promoting to an Amazon 
(R+B+S) and mating. The play brings 
up some of the gray areas in the rules: 
Should one be able to promote to a 
combination piece? Can Circe rebirths 
take place on squares occupied by 
friendly units? Originally the answer 

-to the first question was meant to be 
-"no, except for Qs", but, as Peter 
points out, there have been earlier 
problems showing promotions to 
combined pieces formed during play. 
What does Erich Bartel, who invented 
the genre in 1969, think? 

108 Erich & Elmar Bartel. 
(a) l.Kc2 Kc5 2.Kd2 Kd4 3.KeI Ke3= 
(b) I.Kb4 Fc4 2.Ka4 Kc5 3.Ka5 Fb5= 
(c) l.Kb4 Kb7 2.Ka5 Kc6 3.Ka6 Fb6= 
Erich Bartel points out that this was 
composed jointly with his son Elmar. 
Echoes and King tempo moves in each 
part. "Delightful echo mates. I am 
confident that the use of the Fers is 
justified." (M. Ridley) "Nice content for 
a three-manner." (M. Olausson) "Very 
simple!" (A. Ettinger) "Set h=2.5 in (a) 
only." (A. Ingleton) "I prefer Bartel's 
AUWs!" (V. Cri~an) 
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109 Paul Raican. 
I.ReS (waiting) 
1.- Qf8+ 2.Re7 Qfl 3.d8=S Qf8 
4.Sf7 Qc8 5.Se5 Qh3 6.Rd7 Qa3;t 
1.- Qa3+ 2.Ke5 Qf8 3.Re7 Qfl 
4.d8=Q Qf8 5.Qd5+ Qf3 6.Kd6 
Qxd5;t 
Only AE and VC found all of this (EB 
misses the 3.d8=S! variation). With the 
bK on g I there would be a complex cook: 
l.Rg8+! (As to Alex's question: the 
computer found the cook for me too!) 

110 Geoffrey R. Foster. 
I.Qal 2.Ra2 3.Qb2 4.Ral 5.Qa2 
6.b2 7.Qb3 8.Ra2 9.Kal 1O.bl=B 
Il.aRb2 12.a2 13.Qa3 14.Rb3 
15.Kb2 16.al=S 17.Qa2 18.Ka3 
19.bRb2 20.Sb3 21.Qal 22.Ka2 
Rxa4= (computer tested!) 
This is based on L. Ugren, Second Prize, 
Mat 1976: 32/pRp5/plp5/bqrp4/rkIK4 
Series h;1;19: l.Bb3 2.Ra2 3.Qal 4.aRb2 
5.Ba2 6.Rb3 7.Qb2 8.Kal 9.Bbl lO.a2 
Il.Qa3 etc., as in 11 O. "Fantastic 
shuffle on six squares only." (AI) "Very 
precise Umnov chain with two 
underpromotions." (P. Riiican) "Nice 
sequence of Umnov moves!" (VC) "An 
achievement! Two minor promotions in 
a very long 'tic-tac' position." (MO) lan 
Richardson goes for try 10.bl=S? and 
needs 24 moves instead. 

111 Alexander Shvichenko. 
l.fl=Q Sf2 2.Qxdl (=wQ) Sg4;t 
I.Re2 Rei 2.fxel=Q (=wQ) Qc3;t 
Apologies to Alexander for misspelling 
his last name in VC 18! "WeJI done." 
(EB) "Blind spot here-not a clue!" (AI) 
"A very pretty miniature." (VC) "Hard to 

FAIRY KINGS 
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solve. Tempting to move wR in both 
solutions." (MO) A. Ettinger suggests 
bR -+ f2, bP-+ b2, so as to have the bR 
active in both solutions. I don't know if 
the composer considered this alternative, 
but he may have chosen the version 
published because both mates are 
models. 

112 Michel Olausson. 
(Top) I.c8=nS 2.d8=nQ 3.nQb6 
5.nSb7 6.cxb7;t 
(Bottom) I.g8=nB 2.h8=nR 4.nRb7 
5.nBd5 6.axb7;t 
(Note: This works equaJIy well with 
nPc6-+ a6 in the top part; perhaps the 
composer wanted different mating 
moves.) "AJI four promotions. It's a pity 
they aren't in one matrix." (EB) 
"Economical AUW showing mating P 
blocked in top, pinned below." (AI, 
similarly AE) 

113 Pantazis & Ingleton. 
(a) 1.- f8=B 2.Kd3 d8=Q+ 3.Ka6 
Qc8+ 4.Ka7 Bc5;t 

1.- d8=B 2.Kf3 f8=Q+ 3.Kh5 
Qf7+ 4.Kh8 Bf6;t 
(b) 1.- f8=B 2.Kc4 c8=Q+ 3.Kb5 
Qa6+ 4.Kb8 Bd6;t 

1.-c8=B 2.Kc5 f8=Q+ 3.Kg5 
Qh6+ 4.Kg8 Be6;t 
lan Richardson points out the presence 
of set play in (b): l.Kc5 c8=Q+ 2.Kb6 
f8=B 3.Ka7 Bc5;1;, but this did not seem 
worth mentioning as the order of Black's 
promotions is not fixed. "Part (b) fooled 
me with its lack of white tempo moves." 
(MO) "Nicely worked. I tried my hand at 
this, and so appreciate it." (IR) "Fine 
promotion and echo play, but these are 

PART ID 
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two separate problems." (EB) 

94v Paul Raican. 
l.e2(=PP) Bd5 2.el=RB Ba2 
3.RBxa5 (a2=BP) BPd5 4.RBa8 
BPxa8=BS 5.Kb8 BSxb6(b7)= 
"Few set, fewer solved. Both of P;:tlll 
Riiican's problems have beaten me." (lR) 
"Pity the first promotion had to be 
dropped, but still very neat with 3 
different IInderpromotions-and now 
seems souad to me." (AI) 

Versions: 104v (Paul Riiican) & 
105v (Erich Bartel). Both composers 
accept the versions suggested in VC 18, 
p. 169: two solutions instead of duplex 
for 104, and bPg3 in 105. 

LADDER SCORES: 
Maximum 193 (= 151+27+15), 
A. W. Ingleton 155 (= 121+23+11), 
P. Rmcan 146 (= 106+26+14), 
A. Ettinger 129 (= 90+24+15), 
E. Bartel 116 (= 83+21+12), 
I. G. Richardson III (= 84+18+9), 
V. Cri~an 77 (= 37+26+14), 
M. A. Ridley 74 (= 52+ 17+5), 
V. Krivenko 68 (= 48+20+0), 
M.Olausson 63 (= 35+18+10), 
R. Cassano 17 (= 17+0+0), 
P. Fayers 9 (= 0+0+9), 
G. Vecchi 9 (= 0+0+9). 
A first ladder ascent, and a prize of a 
year's subscription to the U.S. Problem 
BuJIetin, goes to Aubrey Ingleton. 

Send solutions & originals to: 
710 Dobson St. #2, 

Evanston, IL 60202 (USA). 

by Mark A. Ridley 
Section 5: Disguised Kings (Contd.) 

present: bBa3, bRfl and wPc2. If Black played Se3+ the 
KPc2 could move to c3, d3, d2, but not to b3 (next to 
KBa3), or to b2 and the first rank (various checks). There are 
four parts: a. diagram, b. Sb7~c8, c. Pe2~c3, d. Sc4~d5. 

(k) K-Units 
This is another of Frits von Meyenfeldt's inventions. A 

K-unit moves like an ordinary unit of the same type when it 
is not attacked. But when observed by an enemy unit it 
moves like a normal King, and cannot be left in (or move 
into) check. In particular, two hostile K-units cannot stand 
next to each other. Moves that give check to more than one 
K-unit are illegal. 

Other points worth mentioning are: A normal K may be 
regarded as a K-unit that always moves like a K. [In fact. if 
we ignore the complications caused by the presence of 
mUltiple K-units, a K-unit is just a royal piece that moves 
like a normal K when in check.] A K-unit pawn promotes to 
a K-unit piece; if checked on its home (2ndflth) rank, it can 
move to its back (lstl8th) rank, whence it can return as a 
pawn to its 2nd17th rank. 

In the eponymous problem M, there are three K-units 

The first three parts show 'skewers'; e.g. in the final 
position of (a), if the KR on d6 attempts to get out of check 
by moving off the a3-f8 line it exposes KBa3. 

(I) Camouflage Kings 
The Camouflage King is present on the board, but 

disguised as a unit of his camp. Even in this disguise, he 
may not be left in check. If attacked (i.e. put in check), the 
check must be parried. If that is impossible, or if no legal 
move is possible with the Camouflage K on the board, this 
K must shed his disguise and take the power and attributes 
of a normal K, in which state he may be mated. 

If a K moves next to an enemy unit, there is a risk that 
the move may be illegal, as this unit may be a Camouflage 
K. In that case, the CK must be revealed, and the other K 
must play another move if possible ("touch-move" rule). 

In helpmates, the CK may be mated on the last move, 
in which case it must be mated both as the disguised piece 
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and as the K. All of this is rather confusing, but the simple 
scheme N should not be too difficult to follow. 

White starts by attempting LKc4; if accepted the bP on 
c5 must be the genuine thing and Black can only play 1.
a4. The P now on a4 is then the CK; so White mates with 
2.Ra6;e. 

Now suppose I.Kc4 is refused. Then bPc5 is the CK. 
So White plays I.Kc3, then 1.- a4 2.3Rh5;e. [Note that 
the CK on c5 cannot move as a normal K to b5 or d5 say, 
even after it is unmasked.] 

(m) Ultimate Kings 
The ULtimate King (Rex Ultimo) was introduced by F. 

von Wardener in 1924. Apparently not on the board, he is in 
fact disguised as one of his own units, and is revealed as the 
last unit to play a move for his side, if that move does not 
give check. (This last move by a piece becoming a K must 
not be into check!) 

This original definition was later refined as follows: if 
after any move the problem stipulation could be fulfilled by 
the opponent's next move if the piece that moved were a 
normal K, then this piece is transformed to a K. 

The miniature 0 by H. P. Rehm and the Ultimate K's 
inventor shows three promotions and a changed mate for the 
bB. 

Ultimate Ks could have potential in other genres. For 
example in a reflex mate with no Kings on the board at the 
start, and a thematic try (or tries) which fails because White 
can mate a black UK with his second move. 

Section 6: Miscellaneous Kings . 
There are several types of Fairy Kings which are worth 

mentioning, but do not fall into any of the above categories. 

(n) Castle Chess 
Composers have experimented with various ways of 

generalizing castling thus increasing the K's mobility (such 
as Anderson castling, Creed's All-in castling, etc.). In Castle 
Chess a K may "castle" with any other unit, of either 
colour, on a Q-line and more than two squares distant, 

irrespective of previous moves. The K moves two squares 
towards the unit, which then goes to the intermediate square. 
As in normal chess, the line must be clear, and a K may not 
castle out of, through, or into check. 

The Castler Kin!? introduced earlier by E. Holladay and 
F. Mihalek (see Chessics 1985, p. 57) is essentially the 
same, but can only castle with friendly units. (A mixed 
CastLer defined in the same article is exactly the same, 
castling with units of either side.) Holladay's minimanner P 
shows a'1 underpromotion Excelsior first delayed then 
accelerated. 

Problem Q is a zeroposition with double changes in 
each part: a. bQd3-?h2 and wPg2-?e7, b. bRc4-?h8 and 
wPg2-?e7, c. bBc2-?b8 and wPg2-?g7, d. bSgl-?b2 and 
rotate 90° counterclockwise. This very poor twinning is 
perhaps partly justified by the task shown: AUW and a 
castling star in a wP minimal. (In addition there is a cycle of 
pieces promoted to and castled with.) 

(0) Nostalgic Kings 
The NostaLgic King moves 

like an ordinary K, but on finding 
himself a Queen's move from his 

R. W. Hagemann 
The Fairy Chess Review 

ivll952 
~ ~ -, ~ 

original square (el/e8), can and ~ ~" ~ 
must go there on his side's next ~. ~ ~ ~ 

~ ~ ~ turn. For this special move the ~ ~ ~ 
~ ~ ~ final square must not be attacked " ~ ~ ~ 

and the intervening squares cannot ~ ~ ~ ~ 
be occupied, but attacks on these .~ § ~ ~ 

~ ~ ~ ~ intervening squares are ignored, ~ ~ ~ ~ 
~ "!'JJ.I!" "" '~" and the NK may capture an enemy ~ ~ ~ 

unit on his home field. Problem h;e3 Nostalgic Ks 
R, one of the earliest by the NK's 
inventor, shows all these rules in action. 

After l.Rel Rc7 2.NKe3 the wNK is a Queens' move 
away from base, so 2:- NKxel is a must. Similarly Black 
must play 3.NKe8 with the result that 3.Re7 is mate. Note 
that the problem shows a counter-clearance by the bR to 
open the way home for the bNK. 

M. von Meyenreldt 
v. The Problemist 1992 

N. Romeo Bedoni 
Probleme iii/1970 

O. Rehm & Wardener P. Edgar Holladay Q. NHs Bakke 
The Problemist 1989 

h;e2 K-units a3/c2lfl 
See text for twinning. 

Solutions: 

;e2 Camouflag~ bK 

M von Meyenreldt. a. I.KRf6 KPc3 2.KRd6 Bf8;e 
b. I.KBd6 Bd2 2.KRf8 Bb4;C 
c. I.KRf2+ KPdl 2.KRb2 Bcl;e 
d. I.KRal Bcl+ 2.KBa2 Bb2;e 

N Bedoni. See article text. 

Die Schwalbe 1962 Chessics 1985 

h;e2 Set Play, 2 Sols; 
Ultimate bK 

h;e7 Castler Ks 

P HoUaday. l.f6 Sb6 2.Kb2 Kg4 3.Kal Kf3 4.Kc3/Pb2 Ke2 
5.bl=S Kdl 6.Kb2 Sa4+ 7.Kal Kb3/Sc2;t 
Q Bakke. a. l.e8=S Kg3/Qf4 2.Sd6 Qcl;e 

b. l.e8=B Kg7/Rf6 2.Bc6 Rfl;t 
c. l.g8=Q Kc7/Bd6 2.Qg3 Bxg3;t 
d. l.g8=R Kf3/Se4 2.Rxg3+ Sxg3;t 

o Rehm & von Wardener. Set: 1.- c8=S 2.Ba6=K Rxa7;e R Hagemann. l.Rel Rc7 2.NKe3 NKxel 3.NKe8 ReU 
(To be concluded in VC 21.) . I.Bg2 c8=R 2.Bxh3=K Rh8;t l.Sc6 c8=Q 2.Sa7=K Qxb7;t 
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GAME-St GAME.St 
GAMUt 

By David Pritchard 

P.ZALM CHESS 111is is another new 
game by Edward Jackman. It is based on 
the gamc Realm by Phil Orbanes. 

litandard setup. 111e board is notionally 
divided into 16 2x2 rcalms, identical to 
grids in Grid chess. 

All movement is by normal chcss moves 
except in 'Rearrangement'. A player on 
turn may choose anyone of four options: 
Concentration: A player may move up to 
four friendly men into a single realm. 
Each man must start from outside thc 
rcalm. 
!)ispcrsal: A player may move up to four 
friendly men out of a single realm. Each 
man must finish its move outside the 
realm. 
Rearrangement: A player may rearrange 
all friendly men within a single realm. 
Men are lifted and repositioned 
without regard to orthochess moves. 
Notice that bishops may change 
square colour. Enemy pieces arc not 
moved nor may they be captured. 
Standard move: A single orthochess 
move. This is the only way in which 
a man may capture an opposing 
man in the same realm. 

All moves during Concentration, 
Dispersal or Rearrangement are 
considered to be simultaneous (so more 
than one man may be moved to give 
check). Pawns moved to the first rank 
have the option of moving one, two or 
three squares. No e.p.; promotion normal 
on 8th rank however attained. 

A balanced form of the game requires 
White to start with a single move followed 
by Black moving up to two men, and so 
on. 

Inevitably perhaps, Jackman has come 
up with variations. In Free Realm Chess 
a realm is defined as any 2x2 area (there 
are 49). In Power Realm Chess, 
Concentration, Dispersal and 

VARIANT CHESS 

Rearrangement may be combined as long 
as only a single realm is involved. 

CHES3 The obvious solution to board 
design for a three-player chess game is to 
lit three half-boards together, thus 
maintaining tile same ratio o/" 
pieces-to-squares. Of course this involves 
some distortion and additional mks of 
movement to accommodate it. For 
example, a bishop must either change 
square colour or direction when crossing 
the centre of the board. 

Ches3 is a new commercial gamc of 
comentional design which I am rather 
surprised to see is registered at the Patent 
Office (though I am uncertain exactly 
what that means). Certainly the game 
cannot claim to he wholly original; tor 
exanlple Sclunidt-Spiele's Dreier-Schach, 
vintage 1970s, ha'> an idt.'utical board and 
array. Many, if not most, three-player 
chess games rlXluire two players to be 
elilninated to detennine the wilmer. 'Ole 
weakness in titis stipUlation is that it pays 
a player to o\'er-<iefend but othenvise do 
nothing, 111C logic is simple: if player A 
ingenionsly wins B's queen in exchange 
for a rook, he has ingenuously arranged to 
he a rook dO\\11 against player C, 111i8 
mistakc is not made in Chcs3: the first 
player to take (capture? checkmate?) a 
king is the winner. The game is advertised 
as a\\·ard-' .... imung but does not mention 
the award. Also, I can tlnd no reference to 
price. 

TIle pictured board looks sturdy and is 
quite handsome. If you are interested, 
write to Gi!orge Barrett, Connection 
The Problem Sol .... ers Ltd., The Italian 
Building Suite 300, Dockhead, London 
SEI2BS; tel. 01713945747. 

WWll CHESS Described by Edward 
Jackman, its invcntor, as a 'a really silly 
game', wwn Chess was invented in 1995. 
With one side (White) representing Japan, 
and the other side (Black) the U.S.A., it 
brings into conflict chess and shogi. 
Equipment: Chequered 9x9 board, black 
squares in the COOlers. 

Summer 1996 

Men: White has a full set (20) of shogi 
pieces; Black has a full set (16) of chess 
pieces. 111ese are arrayed respcctively as' 
for a normal game except that in the casc 
of the black pieces the cdge squares on 
the queenside (a8,a9) are cmptv (sce 
diagram). 
Movement: '111c llSA pieces behave 
nonnally, a pa\\11 promoting to an 
orthochess piece on either the 8th or 9th 
ranks. Pro1l1Ned chess pieces retain their 
.!mk when captured. Black pieces cHpturc 
by displacement, captured mcn being 
removed from play. 'Ole Japan pieces 
move and promote according to the mlcs 
of shogi. Pieces captured by Whitc arc 
held in reserve and may be entered on any 
vacant square instead of a nonn31 move 
(also, presumably, a dropped man must 
change colour?). Pawns may not he 
entered on the 8th or 9th ranks. A 
re-entered pa\\-ll promotes to an 
orthochess piece on reaching the 8th or 
9th rank. 

Rules of play 
Usual aim of mating the opponent's 

king. Stalemate, perpetual check and e.p. 
are not allowed. Black may castle but on 
the kingside only. Until White makes a 
capture, checks the black king or 
promotes a piece, Black is prohibited from 
doing any of these. Variations on the 
above are possible. Jackman snggests any 
of the following: 
* Black may capture, check and promote 
at will. 
* Promoted black pawns revert to pawns 
when captured. 
* Captured black pawns may be dropped 
anywhere but do 110t promote. 
* Captured shogi pieces revert to their 
unpromoted rank and are held in reserve 
by the capturing player. Captured chess 
pieces are removed permanently from the 
game. (This last rule would swing things 
violently in favour of the USA according 
to the inventor.) 
Comment 

I haven't tried this game yet but it would 
appear that Black has a big advantage. 
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Anyone like to come up with a verdict and 
suggestions lor redressing the halance 
between the two sides? 

PODIONIC CHESS '1l1is 3D proprietary 
chess game, to which I relerred brietly last 
time, is now in the shops (three or four or 
them, anyway). It was invented by 
Jonathan Pannell in 1994 and was 
designed and is marketed by Prophecy 
Games or which Mike Mapeli and the 
inventor are joint directors. GM Daniel 
King, whose expertise in variants is 
unknown to mc, describes it as 
'Mind-blowing, promises to challenge the 
creative intellect of chess-playt..'fs at any 
level'. '1l1e game is handmade in thick 
glass and weighs 10 kgs. 'Due to material 
(sic),' says the brochure, 'Podionic Chess 
is not suitable for 13 years and tmder.' 
Rules 

The usual chessmen are arranged on a 
4x4x4 board, thus maintammg the 
orthochess piece/square ratio of I: I. An 
8x8 base board is not used in play ('You 
can play chess on it' Prophecy Games 
point out) but helps in keying the boards 
at ditTerent levels. 
Board: Chequered; the levels arc olTset 
onc to the other. The structure can hest be 
described in tenns of the 8x8 board: 
Level! (bottom): al-dl-d4-a4, black square 
a1. 
Level 2: dl-gl-g4-d4. 
Level 3: d4-g4-g7-d7. 
Level 4 (top): a4-d4-<17-a7. 
Arrav: 
Level 1: (white men) K OIl a2; Qa3; Us 
al,a4; Ps bl,b2,b3,h4. 
Level 2: (white men) Rs dl,gl; Ns el,tl; Ps 
d2,e2,12,g2. 
Level 3: (black men) Rs d7,g7; Ns e7,t7; 
Ps d6,e6,f6,g6. 
Level 4: (black men) Ka5; Qa6; Bs a4,a7; 
Ps b4,b5,b6,b7. 
Movement: TIle men move according to 
chess rules in the plane. Special mles 
cover movement between levels. 
Observations: There are significant 
features to notice in the arrangement. (I) 
There arc four squares in conunon 
between adjacent levels permitting 
vertical movement. These squares form 
the ranks farthest from the pawns in the 
array. White pawns move up, promoting 
on the back rank of the top level (a4-<14), 
Black pawns down, promoting 011 squares 
al-a4; pieces move either way. (2) Square 
d4, alone, is common to all four levels. (3) 
A line piece (Q,R,B) can ascend/descend 
through d4 to any level. 
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Rules of play 
These have recently been rewritten (just 

as well; the first edition was almost 
incomprcJu .. 'lIsible). Line pieces arc 
powerful; they can move to an overlapping 
square and '-:lange levels on the same 
move. If a line piece starts its .uove on an 
overlapping square, it can change levels 
and then move nonnally on the new level 
as part of the same move. 'I1ms a Q on a 
d4 square at any level has considerable 
powers; theoreli<''lllly she can move to any 
of 39 squares as against 27 on a nonual 
chessboard. '\lIe knights when changing 
levels move in the shape of an L. Thus 
WN 2/d3 can move to 4/d4 but carmot 
move dO\\1IWards. Pawns pose a problem 
as they are obliged to change direction at 
right angles on the second and third levels 
at what are called 'crossover' squares. 
(Crossover squares are 2/diagonal dl-g4 
and 3/diagonal d4-g7. Capturing is by 
displacement as nonnal; check/checkmate! 
stalemate also orthodox. 
Comment 

Play is d)1tamic and games can be quite 
brief. (\ have the scores of two or three 
games but these are not very meaningful 
without tile set.) On the whole, I was 
pleasantly surprised with both the game's 
tactics and its relative simplicity despite 
the four levels of operation. A key strategy 
would appear to he to gain control of the 
d4 square, particularly at levels I and 4. 
The knights arc much weaker in relation 
to the bishops, Podionic Chess includes 
Pod ionic Draughts, incidentally, played 
on tile same principles. The price is just 
L245.95. Rush your order to Prophecy 
Games Ltd, Studio 2, Willow Lodge, 6 
Pemberton Road, East Molesey, Surrey 
KT8 9LR The ganle is undeniably 
inlpressive in appearance and would make 
a splendid executive toy for the 
boardroom. Directors of PLCs anlongst 
our readers, please note. To cater for 
paupers, a cheaper version of Podionic 
Chess, made in wood, is under 
development. 

ESCORT This handsomely-produced 
and-packaged multi-player proprietary 
game is being test-marketed at present. 
Whether or not it becomes available 
commercially will, I understand, depend 
on selected reactioIls (including-who 
knows?-mine). Escort is described asa 
game of skill, luck, strategy and 
diplomacy although I haven't yet 
discovered where the luck comes in wlless 
it is with whom you are obliged to play. 
TIle game was invented by Stephen 
Agassiz in 1994. 
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Rules 
Board: ISx 18 chequered (a marked 12x 12 
central are.a is used in the two-player 
game). 
Men: Each player has one King, two 
QUt..'ens, two Bishops and two Rooks (here 
called Castles, a common leature of 
commercial CVs which always evinces a 
wince I,'om me) and eight pawns, 
regardless of the number (2-4) playing. 
'f11ere art: four sets of wooden men 
coloured respectively white, black, red 
and green. 
Movement: The King can move up to 
three squares in any direction (i.e., as a 
limited queen). The three line pieces 
(Q,R,B) move as in chess but can only 
move up to four squares at a time. The 
pawns cml move sideways or forward 
(including diagonally torward) up to three 
squares on their first move, tllereafter up 
to two squares. Notice that a pawn has 
five directions of movement against the 
lour of a rook or bishop ! 111ere is no 
mention of pa\\11 promotion. 
Capturing: Capturing is by leaping to a 
vacant square immediately beyond tile 
victim and in the same line of movement . 
Further captures, if available, may be 
made in the same tum (as in draughts). It 
is not entirely clear v.thether the distance 
limitation includes the square alighted on 
or not, but it appears that it does; thus a 
queen could capture an opposing bishop, 
say, three squares away but not four 
squares. TIlere is no mention of whether a 
'piece that makes a capture is pennitted to 
change direction to eITect a further 
capture. There is no checking, so kings 
may be captured like any other piece. A 
man on the edge of the board may be 
captured by leaping off the board, in 
which case the capturing piece is also 
forfeit (the mIe says it must be given up to 
the player v.those piece wa" captured, but 
it doesn't say what he is supposed to do 
with it). 
/\rrav: TIle kings occupy the comer 
squares tlatlked by their two queens; the 
rest of the men are arranged as sho\\n. 

Object: TIle object of the game is to get 
your king into the diametrically opposite 
comer square. Here there is a special rule 



page 214 VARIANT CHESS Summer 1996 

- ----------------------------------~--------------------------------

that an attacking king wins by capturing a 
king on its comer square even though 
theoretically this is a suicide. In a 
multi-player game, ap\ayer who loses his 
king may continue to play but if there is 
only onc king on the board the gamc is 
over. 
Diplomacy: Diplomacy (or s\.'ullduggery if 
you eschew the euphemism) is an 
advertised feature of the game. Tt is 
described as an important aspect of the 
three and four-player game. I quote: 'You 
don't have to be honcst; spoken or 
unspoken agreements may be made, kt:pt 
or broken at t:ach play<.-'f's 0\\11 discretion .. 
Comment 
Wt: only played onc (two-player) game so 
r can't claim to be any sort of authority but 
I did come up with onc or two 
observations apart from mv sorrow at the 
absence of knight'>. 111er~ is a marked 
disparity between the playing art:a and the 
power of the pieces when related to chess. 
l1ms the two-player game is on a tield of 
144 squares but the forces are if anything 
wt:aker than in chess, despite the ell.1:ra 
queen. In the multi-player game the ratio 
is worse (four rumies on 324 squares). 
Translated into practice, this mt:ans that 
gctting to grips with the opponent is none 
too easy (quite a bit of sparring). -Ole 
game's name is taken from the need to 
escort your king across the board and to 
do this it will be necessary to force a path 
through the formidable pawn barrier. We 
fowld that the best strategy was to 
advance the king early. (Because of the 
reduced range of the line pieces and the 
increased range of the king, it is not 
difficult to avoid capture.) An interesting 
ft:ature of Escort is that you can thwart an 
attack by occupying the square beyond the 
threatened piece. I enjoyed the game 
because of the many novel situations that 
can arise. My principal stricture is that the 
board is too big and I doubt if 'diplomacy' 
would add to the pleasure of the 
multi-player game. In summary, Escort is 
a game of interesting ideas but I teel that 
it is not fully developed. 

GOL.ATE.D 
PAwtG 
By David Pritchard 

2S. PROGRESSIVE KRIEGSPIEL 
Here's a game from the dawn of the 
Kriegspiel PR era contributed by the 
winner. I give it more for its historical 
value than its merit Unfortunately, tries 
were not recorded. The coup-de-grace was 
probably a shot in the dark. 

Played 19 Nov. 1962: White: Jim Seifcrt 
Black: Fred Galvin 
l.Nh3 2.es,Ke7 3.e4,Ke2,Kd3 4. Ke6, 
Kd6,Kc5,Kbs s.a4+ (check ends ttun) 
6. Kc6,KcS,Kb4,Qh4,Nf6,Q:e4 mate. 

26. BALAKLA V A CHESS will 
sUlmnarise the mles of Gianluca Vecchi's 
game for readers unfamiliar with it. Usual 
board and men. Mammoths 
(allil+dabbaba) replace knights in the 
array. All men, including mammoths but 
excluding kings, may make non-capturing 
moves like knights in addition to their 
normal powers. 
Post 1994: 1ft1Iite: Vecchi Black: Dulcich 
L c2-e4 (fhe cl- and j-paWIIS could also 
move 10 (4) I .... Bg6 2. d2-d3 Q<.-6 3. Bb3 
Qf6 4. Mc3 Bb6 S. Be3 B:e3 6. MgI:e3 
B114 7. 0-0 Rg6 8. MfS e7-e6 9. dJ-es 
QgS 10. Q:d7+ and mate next move. 

27. LOSING CHESS Laurent Batholdi 
has recently developed a computer 
program to mn on a Pentium with 32 MB 
RAM. Fabrice Liardet, who is helping 
Batholdi to develop a positional 
evaluating function, describes the program 
as 'absolutely stwming' - it needs only a 
traction of a second to declare Ld3 as 
losing. I shall not be entering L.C. 
correspondence tOlu1laments in the 
foreseeable future. 

28. POCKET GAMES S)'U Creation Ltd 
of Peterborough, a branch of the big 
Japanese company, are bringing out a 
range of modestly-priced magnetic pocket 
games. 'These include chess, xiangqi and 
shogi. 'lile quality is high. The products 
should be in the shops by Christmas. 

29. CARD CHESS (l) Dr. Rciner Knizia, 
a prolific inventor of quality board-games, 
has recently finished a book on card chess. 
It contains 25 new games, all the creations 
of tile author, packaged togetller with 32 
cards (4 x K,Q,R,B,N; 8 x P; 4 x joker). 
TIle book is to be published in Germany 
later this year. 

30. CARD CHESS (2) Richard Garfield, 
who head,> up Wizard" of the Coast', the 
American company that has spearht:aded 
tile boom in trading-card games (everyone 
has heard of MagiC: the Gathering 
surely?), bought a copy of the ECV from 
me at the Essen Games Fair last year. He 
hadn't any money on him (par for a 
multi-millionaire) but an eager aide 
obliged. Now I hear Utat his company is 
bringing out Chaos Chess in September 
(80 cards to be used in conjunction with 

an ordinary chess set). I like to think the 
• events arc linked. 

3 L OSTRICH CORNER llle~ 

publishing ventures prompt me to the 
thought that we in '~Ie U. K. should be 
preparing tor the next millennium. At this 
p"~nt in time wc have reached a 
watershed where a ran of nt:w ideas is 
being launched, British chcss publishcrs, 
alas, arc still on the starting linc with 
their heads embedded in sand. At the cnd 
of the day tllcre are surc to be lessons to 
be Icamt. 

32 PROFOUND APOLOGIES 
DEPARTMENT 

Pressure of space mt:allS that I have had 
to hold over a lot of good things including 
Double Skak, Dakini Chakra, Rebowld 
Chess and some game scores. 

Address: Badgers Wood, Hascombe 
Rd., Munstead, Godalming, Surrey 

GU84AA. 

• 
FOUR-HANDED CHESS 

Here is an item written by Philip H. Williams. 
tak.en from The Chess Amateur. May 1912 issue. 

1 attended the annual dinner of the 
FOllr-handed chess c1l1b at the Holborn 
Restaurant. and played some games there. It is 
many years since I was present at their meetings 
and my renewal of acquaintance did not inspire 
me with much enthusiasm. I must confess. Of 
course my ideas about the game are of the 
haziest, and I cannot discourse on it in detail. It 
is appallingly complicated, and the mere Sight 
of the board is vel).' disturbing. Besides the 
ordinal}' terrors of chess. there is introduc:ed 
the additional factor of partners - their 
complaints against each other. their differences 
of opinion. just as in bridge. You can make a 
bad move which loses your partner's queen; this 
is usually followed by a scene of much 
animation. but fortunately the board is of such 
extensive proportions that the two partners 
cannot come to vel)' close quarters. It is a little 
like croquet. where one's faulty or ill-judged 
tactics .frequently recoil on one's innocent 
partner. who. as a direct consequence of one's 
misdeeds. gets sent to smithereens. or loses an 
innings which would have otherwise possibly 
have won the game outright. Four-handed chess 
can easily be tried at home with a little 
ingenuity as to the board and men. A complete 
special set would be pretty stiff in price. 1 
imagine. At the club they have splendid 
accessories. which greatly add to the comfort of 
the players. The coterie is a very. very small 
one, I should imagine. 

• 
VARIANT-PLAYER 
EXTRAORDlNAIRE 

[ learn from Aldo Kustrin of Trieste that 'his 
tally of postal games has now topped the 1000 
mark - in ulUlumerable dill"'!".:nt variants. 
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THE END IS NIGH 
By Palll Byway 

The first study in this issue is derivcd 
from a game betWL"ell Milan Vidmar and 
Vera Mcnchik at thc Carlsbad tOlmlamcnl 
of 1929. In a ditlicult position Menchik 
found an interesting drawing attempt: 
later she invited the Latvian 
player/composcr HennalUl Mattison t,. 
tum this idea into a study. 'nlC position ilC 
camc up with is rcached anc. ! move b~' 
each side from position 12 - hut it was 
1IllSOlUld. lllt: MCC versioll is OK 
however and it's interesting to Sl."C why. 
White to play and draw. 

12. Paul Byway MCC 

abcdefghijkl 

TIle second study is one I havc been 
sitting on for four years. I hesitated to 
present it because of its undoubted 
difficulty, but for those who like a 
challenge I wi.lI say that the play falls into 
2 main variations. White to play and win. 

13.Paul Byway MCC 

abcdefgh j k I 

If we replace the Queen in the 
orthochess array we can come to 
Grasshopper Chess, and this was the 
medium for a joke study by John Beasley 
which was presented at last year's 
'International chess composition meeting' 
in Finland by way of an 'apology for 
absence'. A general point: in a playable 
variant pa'WTI promotion is to any of the 
pieces originally present (pawn and King 
excluded) just as in orthochess. In the 
present case promotion to C'rrasshopper 
replal.'.Cs promotion to Queen. 

TIle study is a twin; White to play and 
win in each case. a) diagram. b) Pa? > h7. 

1-t.John Bcaslcy Orasshopp.:r C. 

:-':13: Grasshopp~r (ff}.) moyo:s on Q lin~s hopping 
"y~r the first man mct to the nc~1 s(]uaro: heyond. 

'I11e Xiangqi position.,> come trom 
Subtleties ill Practical Elldgames which 
seems to have been published in 1983. 
Until I learn Chinese I can say no more! 
The first is quite straightforward - a case 
of 'strike while the iron is hot', for Black 
will surely draw if given time to organise 
the defence. 

IS. Position 
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In our last exrunple Red has no screens 
for his Camlons, so some delicate 
footwork is needed to win. In order to find 
the solution you need to know that two 
CmUlons will defeat two Guards, but Crul 
only draw against a CruUlon. 

16. Position 
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A ~IIO ~/ 
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Study wlutions on pag~ 218. 

Address: 188 Lampits, Hoddesdon, 
Hcrts ENII 80U. 

CHESS MAGAZINES 

THE CHESS COLLECTOR 

111is magazill<! is into its 5th volume. It is th" 
magaz.ine of Chess Collector's International 10 

which one must join I presume to get issues. It is a 
most int""esting magazine which ranges over 
\'aried fields of collecting. POlo1cards and inn
signs with a chess theme are positively 
'mainstream' - the April issue has a 2-page article 
un 'Chess Gardens in Britain" Four topiary 
gardens are l1l<.'IItioncd (the Brickwall House sel 
at Northiam ill Sus ... ,ex has the two piece-sets 
made of green and golden yew) as well as some 
ch.:quer board gardens - th<: Port Lympne Zoo 
gardens near Folkestone has a fairy chess board 
garden of 7x5 squares of alternately grass and 
flowerbeds. 

Chess sets and books are covered of course with 
interesting news of recent auctions. Those 
interested in cOOss history would like Ken Whyld's 
in-depth review of Victor Keats's Chess among 
the Je ..... s - Volume 3. 

In an article on chess variants by the magazine'S 
~itor it is pointed out that T.R.Dawson, the 
famous problemist, 'collected' over 30 different 
chequered fairy 'boards' found on ilm-signs, in 
churches, on flags and in Trade Marks etc.; 
frequently he was inspired to ~'"(lmpose a problem 
that fitted the board's pe<..'Uliarities. Ken Whyld 
was the source of this infonnation. 

The magazine has 20 A4 pages and has many 
illustrations of sets, postcards and gardens . 

Mike PenneD is editor. Fm' furthel' 
infonnation writt' to him at: 40 Bt'lsize Park 

. G.ardens, London NW3 4NA. 

MYERS OPENING BULLETIN 
Issue number 8 of the New MOB is now out, the 

first for a year following a heart attack by the 
editor, Hugh Myers (Pickard's new series of chess 
books are praised for their 'slick' covers by 
withstanding the paramedics' boots on this 
particular occasion). The magazine is better than 
ever with 55 pack~ pages, the editor typically 
getting sidetracked with long and int""esting 
discussions on chess computers, the Professional 
Chess Association and much else. 

Write to: Hugh Myt'J'S, 1605 E. 12th St_, 
Davenport. lA 52803-3801, VSA. Price $27 for 
4 issues (outside USA, surface mail). 

KINGPIN 
Number 25 is the latest issue. 49 packed pages 

with the uSllal features that shows there is much 
excellent chess played away from the top 
tournaments. Livelv conunents, good in-depth 
book reviews, ~ Edward Winter column, 
Raytnondo!, an article by Colin Crouch 
explaining why his book on the Anand-Kasparov 
match never got published (the finger is pointed at 
Anatoly), Gary Lane's Agony colunm and more. 

Writt' to: Kingpin, 27 QuebK Road, Ilford, 
Essex IGl 4TT_ Subsl.-Tiption (3 issues) - UK: 
£7; Europe £9; ROW £11. 
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WHEnE NOW FOH 
CIIINESE {:JIESS~ 

By A4alcolm Home 

With the publication this year of Oa\'id 
Li's F,rsT Syllahus 01/ Xiangqi - Chillese 
Chess I we now have four introductory 
~ks on the game, written in Englisl~, 
wluch are reasonably easy to obtain. 11le 
others arc Sam Sloan's Lninese Chess 
For Beginners (Ishi Press 1989), Rohcrt 
Lin's Chinese Chess (Altemative Press. 
Hong Kong 1991) and H. T. Lau' s Chines~ 
Chess (Tuttle 1985). Older books (e.g. 
Donnelly or Leventhal) are probahly quite 
hard to get now. 

Any introductory book on Chinese 
Chcss aimed at western readers has to 
address the thorny question of how far to 
westemise the game to make it palatable 
and attractive. Should the game be called 
Xiangqi (not the easiest tenn to 
pronounce) or just Chinese Chess? Should 
the piece names mirror those of Western 
Chess where possible? Should the 
notation be western algebraic (I.Che3 
Ng8) or Chinese descriptive (l.C2=5 
N8+ 7)? And should the diagrams be 
Chinese or westem? 

Everyone has dim.-rent views on these 
questions (and, too, on whether begil1llers 
should be eXl"leCted to leam with a 
Chinese or westem set). It seems that 
some people are put otT by hard-to-leam 
Chinese calligraphy, or by the traditional 
notation, while others sce it as part of the 
attraction. 

Both Sloan and Lin take the 'halt:'way' 
approach. Sloan westernises all the 
diagrams, but retains Chinese descriptive 
notation. Lin does exactly the opposite. Li 
and Lau both prefer Chinese diagrams and 
Chinese notation, running the serious risk 
of making the game rather inaccessible to 
many readers. If I were writing an 
introductory book on Chinese Chess, I 
think I would be inclined to go for a 
'two-tier' approach: starting otT with total 
westernisation, but introducing some 
Chinese diagrams later on (and using 
Chinese descriptive notation in one or two 
of the sample games). 

David Li's new book u:)Cs the piece 
names reconunended by tile World 
Xiangqi Federation (KinglChariotIHorsel 
Elephant! Adviser/CaIIDon/Pawn), but this 
body does not as yet have very much 
influence outside Asia. Indeed, some kind 
of unofficial standardisation has 
developed in the West regarding piece 
names, and most people who have written 
about the game recentIy (David Woo, 
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C.K.Lai, Peter Wood, IIlyself, and Sum 
Sloan and Robert Lin in their books) huvc 
used the names King/Rook/Knighlf 
Bishop/GuardlCarmonlPawn. Sensible 
names I think, which mirror Westem 
Chess as far as possible; but of course 
attitudes and preterences may chang.e in 
tile future. 

There is one more difficult area lor the 
writer of an introductory book: \\1lat 
should he said abo~lt the hugely 
complicatcu repetition rules which vary, 
to some extent, hd\\'een the Chinese and 
the Asian authorities (sce VCl6 p.133)? 
None of these books, perhaps 
lmderstalldably, go into any great detail 
about this. But a brief overview of the 
situation is certainly called for, at least, 
and Sam Soan is the only author who 
provides it. He only scrapes the surface, 
however, and the practical example he 
gives is untortlmately tlawed. Lau's 
briefer explanation is fairly unsatisfactory, 
while Lin gives just a few words, and 
more or less dodges the issue, as does Li 
who makes only a couple of very vague 
references to such rules. (Li does not eVen 
seem to mention the important mle 
banning perpetual check, and this is a 
serious omission. ) 

Overall, Sam Sloan's lively and 
entertaining book is a good introduction to 
Chinese Chess, and is perhaps the best of 
these four vollUues. But there are too 
many misprints and inaccumcies, and an 
errata sheet (which I can provide) is a 
useful or even essential accompaniment. 
Robert Lin's slimmer volume is also well 
written: it's attractively designed 
(featuring photos of several Chinese 
master players), and his use of algebraic 
notation is, in my opinion, a big plus 
point. lbe other two primers are, J feel, 
rather less satisfactory. David Li gets 
bogged down in explaining too much 
tennillology, and his book lacks the clarity 
that both Sloan and Lin provide. The 
frequent snipings at Westl.>fI1 Chess are 
also something of an irritant. And 
H.T.Lau's book is high on data (e.g. 
endgame theorems and historical game 
scores) but very low on explanations. 

LIMITED PROGRESS IN UK 

I can't help feeling that Chinese Chess 
has the potential to be a popular and 
widely played chess variant (yes, I know 
that strictly speaking it isn't a 'variant'). In 
rhytluu and in structure it is similar to 
Westem Chess and it ought to be of 
considerable interest to many, indeed 
most, players of the western game. But it 
isn't. The average chess player, of course, 
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ShUllS every sort or variant like the plaglle, 
and ['vc noticed that, in parallel, Chinese 
players display a similar lack of interest ,in 
Korean Chess and Shogi (altilough thev 
llIay play Westem Chess). Well, Shogi i's 
a complex and rather ditlerent game that 
takes some time and eHort to get to grips 
with, iJUt Korean Chess (sec IC!7) ought 
to be fascinating to most players of 
Chinese Ch·~ss. 

Here in the West we have shown an 
interest in many aspects of oriental culture 
(tOod, martial arts, painting, etc.). So why 
not Chinese Chcss too? Is widespread 
acceptance amongst chess players 
possible, or is thc game doomed to remain 
the tiny minority interest that it is at 
present, in the same way that some sports 
such as cricket or baseball remain largely 
imprisoned within their own cultures? 

In Britain tile UK Chinese Chess 
Association was fomled in 1989, and over 
the past seven years articles, newsletters 
and books have appeared, and 
over-tlle-board and postal toul1lanu.-nts 
organised, but in trutll the respon.'>C to all 
this has been very disappointing. We have 
actually gone backwards rather than 
forwards: there are [ewer active western 
players around now than in 1989, several 
having drifted away perhaps partly due to 
lack of opportunity and regular 
competition A typical one-day tournanlellt 
in London is now slIstained by a dozen or 
so Chinese players and only two or three 
westemers. A meaningtul postal 
toumament of at least tour or five 
reasonably well-matched UK players 
would be almost impossible at present. 
And the Chinese Chess Week that I ran in 
1992 and 1993 (16 ditTerent players took 
part in the two events: seven UK 
westemers and six from Europe, plus 
three Chinese) had to be discontinued due 
to lack of support. 

Shogi has fared rather better than 
Chine.'>C Chess: membership of the British 
Shogi Federation has been around 50 or 
60 in recent years. (Go does quite a lot 
better titan either of these chess games, 
with several hundred UK players and a 
Illunber ofIocal clubs.) 

Abroad, Gemlany has made tile most 
progress with Chinese Chess, with 
perhaps a few score players. Italy and 
Finland have fairly small groups. Holland 
has struggled to make any progress, and 
France has a good number of 
Chinese/Asian players but few westemers. 
In the USA play by westemers ap~rs 
patchy and isolated. . 

The more literature that is published, 
the better of coursc. But so far books on 
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Chinese Chess have been sell:'puhlisheu 
or hrought out hy relatively minor 
publishers (or ones that do not specialise 
in chess). In the UK, if you visit chess 
tOUl1lamellt lXlOkstalls, or bookshops wi th 
a good stock of chess titles, or look in 
chess magazines which advertise ')r 
review hooks, you "ill not see much (or 
any) evidence of Chinese Chess. However 
good a hook might be, if it has a ~mall 
puhlisher it is unlikely to make much 
impact. Conversely a poor quality book hy 
a major chess puhlisher (Batslord or 
Cadogall'l) would almost certainly create a 
greater stir. 

Perhaps an impresario or two of rare 
ability is needed to push Chinese Chess 
forward? Someone with enthusiasm, 
ability and contacts, who can organise 
toumaments and sponsorship, enthuse 
others, and not take no for an answer. 
Most of us are only amateurs in the 
promotional game. And I think that, to 
achieve any popularity, the game has to 
westemised to at least some extent. With 
scts, th.e best ~mpromisc may be to r1ifi\ 
use pIeces WIth westem names \%J 
printed below the Chinesc 
calligraphy. But 3-D sets are worth 
expt.'fimenting with too, at least at the 
introductory stage. Ian Richardson's letter 
in VCl7 was illuminating on tIus point: 
'In the games Xiangqi, Shogi, and Tori 
Shogi I found the flatness of the chess 
pieces is a difficulty .... l hadn't realised 
how I used the l'aryring heights of chess 
pieces ill asse,ssillg a pOSition as a whole. 
I foulld teaming Xiangqi with a wesfem 
set a big help. ' 

There could, though, be a simple answer 
to all this: that Chinese Chess is not 
popular because it is not much good. I 
doubt if that's true. Millions play the game 
in China and the Far East. Even if it 
doesn't quite have tIle richness and variety 
of Western Chess (and not everyone 
would agree with that assessment), it still 
seetns to me to be a lively and 
entertaining game which deserves a much 
wider base. But do we only have space for 
just one type of chess in the West? 

David Li's book costs £12 (or 
equivalent), including airmail postage. 
Write to him at PO Box 341267. 
Bethesda, Maryland 20827, USA. 

For free leaflet Chinese Chess 
Explained (giving background, rules, 
ganles, etc.) scnd SAFJIRC to me at lOB 
Windsor Square, Exmouth, Devon EX8 
]JU. I can also give further infonnation 
on the otIler books mentioned in this 
article if you have trouble locating ilicm. 

VARIANT CHESS 

For anyone who wants to go beyond the 
begilIDcrs stage David Woo's bi-monthly 
magaz1I1e Xiangqi Rel'iel1' (featuring 
annotated gamcs from Chinese master 
tournaments) is the best het, while 
C.KLai's translations of Chinese works 
on openings and cndings are also helpful. 

• 
5 TIGERS 
By DOl'id Woo 

Onc of the most popular Chincse Chess 
variants is the 5 Tigers. In this Valiant the 
red rooks, knights and cannons arc 
removed from the board. TIle initial 
flOsition is shown in the diagram below. 
For ilie black side, all pieces move 
normally. But for Red, while the king and 
defensive pieces move a') usual, the pawns 
can move two points each move, or there 
is the option of moving two separate 
pawns, each one point. And, just as in 
regular games, once the pawns cross the 
river, they can move sideways. So a red 
pawn may move one point up and one 
point sideways, two points up or two 
flOints sideways; and two pa\\lls have the 
choice of moving any combination of 
forward/horizontal. All pieces can be 
captured thc nonnal way. 
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a bed e 9 h i 
Red has tIle offensive at the start. His 

objective is to create passed paVfflS, get 
them close to the black king for delivering 
mate, and eliminate as many enemy pieces 
as possihle. The most common first move 
is 1. g4-g5 (or c4-<;5). 

Since there are only 5 tigers, for the six 
missing red pieces, Black's strategy is to 
safeguard his king, scheming to exchange 
his pieces for the tigers, and hope to win 
with his remailung piece(s}, plus pawns. 

Watch out for moves tIlat are not 
possible under the usual version of the 
game. For one thing, iliere's no zugzwang 
situation for Red. 111 the diagram below, 

page 21.7 

Jell side: Red could play c7:h7lh7-c7 
taking the cannon cleanly. But the mo.sl 
important thing to keep ill mind: tigers 
close to the enemy king could he 
indc!ensible! E.g., in the centre Black is 
checkmated ' 
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·Ole 5 Tigers is one of the liveliest 

variants and can provide great 1i.111 for 
novices and eXpt.'rts alike, especially 
under tal>1 time control. 
(Reprinted from Xiongqi Review) 

• 
Malcolm Home reports: 

A friendly Chinese Chess postal game between 
two UK players Peter Wood (Red) and Paul 
B3'way (Black) looked to be heading for a draw 
after all four Rooks had been exchanged - but 
Black., a Bishop up, was able to apply a little 
pressufC and suddenly Red collapsed. 
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23.Nr.5? Cc5! (Winning the important e-pown) 
24.NM (24.Cg5 Nh6! doesn't help Red) 
24 .... C:e5+ 25.Ca3? (25.GJe2 is necessalY) 
25 .... Nb6! 26.N:g8 (26.N:b6? Cde6 is mate) 
26 .... N:d5 and Red resigned (0-1). 
(The threat was 27 .... Nc3 and 28 .... Cde6 mate. If" 
:!7.Cg3 then 27 .... Nc3 (still!) 28.C:c3 Cde6#. If 
27.Ke2 then 27 .... Nc3+ 28.Kf2 (28.Kd2 Ced5#) 
28 .... Ndl+ 29.Ke2 Cde6#. And if 27.N:e7 
(hoping to check on c8) then 27 .... Cde6+ picks 
up the Knight.) 
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PROGRESSIVE CIRCE 

Hcrc arc a couple of (rcsh games from 
the 2nd Heterodox Olympics. 11,e notes 
are hy i'atrick DOllovall. 

All lraltanp,.cgr(lssl"eChe#~$apply 
excejJt; 1) .. Whem .apieCej~'c<i.pidW;! 
reapJX!cirs. Oil· Hs. starting~q~(lre,At If/hat 
square is occupied, the piec~/if*,:nnqrje"tly 
reml'wed :(roril· .(Mhoard. . ::'Jl[rePlaciflg the 
piece gives cHeck toone'sQ'ti;"King,the 
capture is illegal. 

Patrick Donovan - Vito Rallo 
l.c3 2.c6 Nf6 3.d4 Qd2 NO 4.d5 Bd6 
Qd7 Nc6 5.e4 e5 BbS Ke2 h4 ([his 
series seems to be strollg. It also Wall ill· 
Donovall - Kesflicellko. The double pus" 
of the 'e' pawn threatens attack, while 
stoppillg Black playing e5 himself with a 
subsequent attack by the black Q.) 

SOLUTIONS 

Solutions The End is Nigh (p.2IS) 

!bl US ill Kh5 (ill 2.f6 {@ Kg6 3.Kd5 K:f6 
fu} 4.K4:4 Ke6 5.KdJ Kd6 6.Kc2 Ke6 7.Kb2 
(y) Kb6 ~ 8.113 Ka5 (yill9.Kb3 d3 lO.a:b4+ 
c:b4 11.cS Ka6 12.Kb2 Kb7 13.a5 Ke6 14.a6 
Kc7 lS.Kb3 Ke616.Kb2= 

(i) l.aS? d3 2.a6 d2 3.a7 dl(Q) 4.Kb7 Qf3+ 
S.KbS Q:t~+ 6.Kb7 Qf3+ 7.KM Qg3+ S.Kb7 
Qg2+ 9.Kb8 Q:a2 wins. 

(ii) 1....d3 2.f6 d2 3.t7 dl(Q) 4.f8(Q) Q:a4+ 
S. K:cS offers Black nothing. 

(iii) 2.35? d3 3.a6 d2 4.a7 dl(Q) 5.Kh7 Qhl+ 
6.KbS Qh2+ 7.Kb7 Q:a2 wins. 

(iv) 3 .... d3 4.Ke6 enahles White to promote the 
f·pawn. 

(v) 7.Kb3? d3 wins. 

(vi) 7 .... d3 S.Kcl Kb6 9.Kd2 Ka5 10.K:d3 K:a4 
II.Kc2 Ka3 12.Kb I b3 l3.a:b3 K:b3 14.Kcl 
K:c4 15.Kc2= 

(vii) 8 .... d3 9.a:b4 c:b4 IO.Kb3 KeS Il.aS Kd4 
12.a6 d2 13.Kc2 Ke3 14.a7 b3+ (viii) IS.Kc3 
dl(Q) 16.aS(Q) Qc2+ 17.Kb4 b2 IS.QjS+ KD. 
fu}19.Qj7+ Kf4 20.Qi7+ KeS 2I.QitS+ draws. 
(l8.Qj8+ draws hy perpetual check. In the 
original White didn't have this drawing resource 
and so the study was unsound.) 

VARIANT CHESS 

6.b6 Bb7 Qc7 Kd7 B:e5 Bd6 7.Qg5 
Q:g7 Qg8 Ng5 Nc4 KO N:f6# 

Miliunas - Patrick Donovan 
l.e3 2.d5 Qd7 3.Bb5 Qc2 Nf3 4.Nc(i 
Nh6 (.-() Kc7 5.e4 e:d5 Ng5 N:n Q:e6# 
(Oops, hack fo the drOlc·~lg bl"''1rd.) 

• 
NEW BOOK3 

have received a couple of recently 
published 'variant' hooks. Onc is hy the 
indefatigable C.K.Lai and is entitled: 

THUNDERSTORMS IN DECEMBER 
lllis is a 40-page book gi ving tile scores 

of 40 Xiangqi games from the Bank of 
China toumament in London last 
December, and an impromptu tOlmuUllent 
among some of the UK's best players at 
Lin Si Hinh's house 011 Boxing Day. 

As with the author's Collected Games oI 
the £r:cellellf & Mighty Tountamellls of 
last year, all the game scores arc in 
ChineS<! (.-/ tralls/ation sheet call be sent 
out 011 receipt of a SAE), but this book 
provides what the previous hook did not, 
which are annotations. These arc 
interesting and chatty, and provide much 
background infonnation on the games and 
on the toumaments. They do not need a 
translation sheet either. Price: £4.99 -
write to C.KLai. (Address on page 220). 

(viii) 14 .... Ke2 IS.aS(Q) dl(Q)+ 16.Kb2 Qd2+ 
I7.Kbl Qd3+ IS.Kb2 Q:c4 19.Qg2+ draws. 

(ix) a) llL .. Kd4 19.Qh8+ Ke3 20.QiS+~ 
b) 18 .... K.!2 19.Qj2+ Kdl 20.Qi I + Kd2 

21.Qi7+ draws. 

ru l.k7 bt(Q) 2.k8(Q)+ 

A) 2 .•.. Qb8 3.Qf3+ Qb7 4.QII3+ ill Kb85.Bg3+· 
Kc86.Qf8+ Kd7 7.Qf7+ Kc6(c8) 8.Qe6(e8)++ 

B) 2._.Kb7 3.Qf3+ Kc7 (ill 4.Qt7+ Kd8 
5.Bh4+ Kc8 6.Qg8+ (ill} Kc7 fu) 7.Qd8+ Kb7 
8.Qd5+ Kb6 ~ 9.Bfl+ Kc7 {yi)IO.Bg3+ Kb6 
(yilll t.Qdll+ Ka7 (viii) 12.Bfl+ Kb7 13.Qd7+ 
KbS 14.Bg3+ Ka8 15.Qc.8+ Ka7 16.Bfl+ wins. 

(i) 4.Qtl!- Qb!! S.Qa3+ Kb7 6.Qt3+ Kc!! 
(6 .... Ka6 7.Qc6+ Ka5 S.&I+ wins) 7.Qf5+ Kb7 
S.Qd5(c4)- KeS 9.Qe6+ Kb7 1O.KbS 
(Cv'llturilli·s method) fails after 1O .... Qil~= but not 
IO .... Ka8+ II.Bb6! or 10 .... Qc7 II.Bc5! or 
1O .... Qf4(h2) 11.0<-'6+ Kb8 12.Ka6! wins. 

(ii) 3 .... KcS 4.Qc6+ Kb8 (4 .... KdS 5.Bh4++) 
5.Qe8+ Kh7 and wins in the line following the 
13th mow in 'B' above .. 

(iii) With his Bishop 'out of play' v,,'bite must be 
carefill to prevent the black Queen returning to 
the defence: hence after 6.Qe6+ Kc7 

(I) 7.Bg3- KdS 8.Qd6+ KeS 9.Qe6+ Kd!! = 
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JANllS SCHACH 
·lllis is it M-page booklet giving the 

rules, the history, many Janus Chcs~' 

games alld a few mating prohlcms. ·nli~ 

variant has been featurcd in rccent VCs: 
hricfly, it is played Oil a 10:'1:8 board and 
apart Irom the nonnal pieces includes two 
Januses tor each player. A Janus moves as 
a comhined Bishop + Knight (the 
Archhishop of Grand Chess). 

Thc hooklet is very well produced with 
many black and white photographs of 
contestants throughout the last fc\\" ycar~ 
These include Victor Korchnoi, \\'1\(\ I see 
trom the tournamL'11t results has nevcr 
actually won a Janus C. event, and Nana 
loseliani (beaten tinalist in the previous 
women's world championship), who has. 
World numlx.'f I is undoubtedly young 
Christian Bauer of France, an IM at that 
other fonn of chess, orthodox. A lot of the 
material has been collated from a regular 
]S colwlln which appears in Rochade 
Europa. "DIe price is a most reasonable 
8DM, to which you can probably add J 
extra for the postage. Write to: Stefan 
Blasius, Lebachcr Str. 30, 66606 St. 
Wendel, Germany. 

Janus Chess sets can h.! obtained from 
Schachhaus MadJcr, Wagenerstr. 5., D-013(19 
l>r~"Sden, (rl=mllllt~' (TeI: 03SI-340 0151). [ do 
not have the current price for a set. but it may not 
he cheap. 

(2) 7.Qe7+ KcS 8.QeS+ Kb7 9.Qd7+ Ka8 
IO.Qc6+ Qb7 II.Qa4+ Qa7 12.Qe8+ QbS 
13.Q.::6+ Qb7 etc. = 

(iv) The black King cannot escape h«ause of 
6 .... Kd7 7.Qd8+ Ke6 8.Qe7+ Kf5 9.Qh7+ 

(v) (I) K ... Ka6 9.QaS+ Kb6 IO.BdS++ 
(2) 8 .... KcS 9.0<-'6+ Kb8 IO.Bg3+ Ka7 

II.BI2+ KbS 12.QeS+ Kb7 and wins in the line 
following the 13th move ill 'B', as previously. 

(vi) 9 .... Ka6 \O.Qa8~-

(vii) IO .... KeS II.Qc6 .. Kd8 12.8114++ 

(viii)(I) II....Kc6 12.Qc7++ 
(2) 1l....K-loscs the Queen. 

Wa) t.a8(G) mate. 
b) 1.b8(black G)! Gh8 2.Kn Gf8 3.Ge8 

Gd8 4.(;CS Gb8 5.Ga8 mate. 

ill l.b9-c9+ Kd9-dO 2.c9:cO+! KdO-d9 
3.Ng8-fO+ Nf8-eO 4.Kel-dl Kd9-e9 5.cO-dO 
"ins. The N is trapped and lost: Red wins with 
NvG. 

!§} I.Ca1-d1+ CaJ·d3 2.Kt'2-e3 Cd3-d2 
3.Ke3-d3! Cd2-a2 (or (2) 4.Cdl-d2 (4.Ct2-d2 
Kd9-dO 5.Kd3-e3 KdO-eO 6.0H:dS is not good 
enough to win.) 4 •••. Ca2-a4 5.KdJ-e3+ Ca4-d4 
6.Cfl·n Kd9-dO 7.Cfl-dl 1\-ins the CalmoQ 
.md the gamt'. 
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File lettering 

From Paul V ('llrout (Oregoll. [J.\' .. I) 

Co-onlinati/.ation: '1l1e alphanumcric 
,\'stcm (commonly, though unjustifiably, 
called algebraic), as standardized in the 
introd\l(:tion to 1:'( T. is readily adaptable 
to hexagonal boards. For the two 
illustrated on p.IS7, J'ClR, the ranks mav 
he numbered as Jclliss suggests. But, 0;1 
each rank simply letter the spaces from 
lell to right, the number of lelters varying 
from seven up to thirteen tor the longest 
rank. 

The thirteen spaces labelled 'a' will mn 
up the \ell side of the board, bending in 
the middle. The same pattem appears 
through letter 'g' aller which these 'bent 
files' progressively shrink to the single 
hex m7. Being close to a familiar system, 
these co-ordinates would be more easily 
assimilated than any of the three 
suggested (slightly ambiguously) by 
Jelliss. 

File lettering: I favour retaining all the 
letters of the alphabet. Possible confusion 
betwecn letters and numerals is an 
argument without foundation, the two 
kind') of symbols appearing in different 
positions. Phil Cohen (in a part of his 
article whieh you did not use) gave 
examples of pos.<;ible ambiguity on larger 
bonrds. Such occurrences would be rare 
and readily resolved by using a dash or a 
comma. An exception must be made for 
Go, where 'i' has been omitted over a long 
period of time in a very large literature. 

Chauvinism 

From Peter Blommers (fhe Hague) 
Paul Yearout (VC19) might be delighted 

to learn that the Chinese and Japanese are 
chauvinists too, for they use their 0\\11 
'chess' in the generic sense exactly the way 
we do, The Chinese refer to Shogi as 
'Japanese Xiangqi', to our game as 
'Western Xiangqi'; and the Japanese cull 
Xiangqi 'Chinese Shogi' and our game 
sometimes 'Western Shogi', though today 
the word 'ehesu' (pronounced 'chess') 
prevails in Japan. Naturally general 
categories have to be loosely described. 
Years ago I got furious when I saw that a 
leading Japanese-English dietionary 
referred to my favourite game Go as 
'Japanese checkers'. Today I see it as an 

VARIANT CHESS 

acceptable description, providing the 
reader with an instmlt almost correct 
illlagc. 

Headbonging 

From Mike Pennell (LVI/dOli) 

Ane!' reading MH's article Oil 

l1eadhallger Chess I suggest \'on dicit 
from David Li an article on Progressive 
Chinese Losing Kriegspid. 
(Edifor: Aluyhe .... ) 

Italian Mote 

From Fred Galvin (Kansas. ['SA.) 
In the Richardson - Toloncn gamc from 

VC13, referred to in VCl R & I <), instead 
of relying on a tricky interpretation of the 
rules, Black could have played IO.Ke7 
Kf6 Kg6 Rc8 R:c7 Rc2 Ra2 Rb2 Rb4 a5, 
which should be good for a win. 

Does anyone know what percentage of 
games played wlder Italian rules end in 
'Italian mate"? Is there a good example 
from actual play, where the player who is 
checkmated under Italian rulcs would not 
have lost anyway (probably on the next 
turn) wlder 'Scotch' rules? 
(Editor: Adding tire 24 games of the 
England v Italy match of 1991, to the H~ 
tournament of 1993 (20 games), plus 52 
of my own finished games in several 
toul1laments, gives 96 games. An Italian 
mate occurred 6 times. I do not know an 
example from actual play where a player 
Italian-mated would /lot by reasonable 
play have lost anyway under 'Scotch' 
mles. There may be one somewhere!) 

From Paul Byway (Hoddesdoll. llerts) 
It has been said that 'Italian Mate' is 

very aesthetic: having delivered one I can 
see the attraction and wouldn't disagree: 
but Gianluca Vecchi's justification (VCI7) 
won't do at all. The mle of checking on 
the last move does not oblige a player to 
find precise tactics. If there is mate in 10 
at series 10 one find<; it - or not! On the 
other hand if there is mate in 8 at series 
10 one is obliged to add two useless 
dummy moves. This is not aesthetic and to 
my mind detracts signifIcantly from the 
real aesthetic value of the mate itself. 

On the other hand I [md it aesthetically 
pleasing to be able to ternlinate a series 
early (at my choice) if the situatioll makes 
that a natural thing to do. 

TIlat check must be parried with the 
first move has never been in question (has 
it?) and is not connected with the rule of 
Italian Mate in particular. 
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Chessgi 

From Roland Marounck (Bnlsseis) 
With regard to Chessgi (or Mad Mate), I 

am wondering whether anyone has 
previously suggested the' following 
variant: a player can drop a captured piece 
only once his opponent has captured the 
same kind of picce. 

The main advantage is that only onc set 
of pieces is needed to play the g~e. Also 
the game is cllangcd: a player can tor 
instance refuse to capture a piece, just to 
avoid his opponent dropping if he had 
previously captured the same kind of 
piece. 
(Editor: An illferesting suggestion. 
Presumab(y ifboth players have lvst say a 
Bishop. the Bishops can he exchanged 
betweell fhe players before the piece ill 
halld Ileed be dropped. This would clearly 
show which pieces are 'droppable'.) 

• 
REFUSAL CHESS 

This was teatured in the first issue of 
Varianl Chess. On each tum a player 
atUlOWlces his next move. His opponent 
can either accept this move or refuse it. If 
the move is refused tlle player can pick 
any other move. I suggested to David 
Pritchard that this interesting Variatlt 
would be most suitable for use at the 
Guildford Variant') Day (see News page). 

'-However the suggestion was turned dO\m: 
Dr told me there had been too many 
problems in past years with this variant! 

The latc A.S.M.Dickins attributed the 
invention of Refusal Chess to 
C.H.O'D.Alexander. Other authorities 
(Keller, Pritchard) indicate it should he 
Fred Galvin of Kansas USA. I have had a 
recent letter from Mr.Galvin who writes: 
'I will take the blame for inventing it - il/ 
1958. as attested to by (an) enclosed letter 
from Pro! Joseph Boyer. I don't know 
what Alexander did. Conceivably he got 
the same idea independently. It seemed 
more like(v to me that he leal7led the game 
from somebody and publicized it without 
kllowing or caring who had illvented it 
(some anonymous amateur). and thell 
somebody else mistakenly assumed that it 
was Alexander's invention. ' 

Boyer wrote (2.10.58) , Vos jeux 
d'Echecs au RefiL,), E. au Compromis et 
Marseillais sans Echecs ont vivemcnt 
interesse plusiers joueurs et j'ai organise 
sur ces jeux plusieurs matches par 
correspondance.' 
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CHESS VARIANTS TOURNAMENT 
As part of the Guildford Chess Club 

Centenary there will be a one-day chess 
variants toumament somt'fjme III 

June/July organi':ed hy David i->ritchard. It 
is planned Umt lO nriants will be played. 
'nle variations to he used and a summary 
of their mles will be availahle beforehand. 
If interested in playing contact: Stc\'c 
Coope, 13 Rosebank Cottages, 
Westfield, Woking (Tel: 01483 723031. 
It is to be hoped that as many people as 
possible will attend, 

3RD HETEROCHESS OLYMPIC 
GAMES 

A UK team has been entered for this 
event. TIle UK chosen variant is Dvnamo 
Chess, wiili ilie reserve choice Logical 
Progressive, The present VC editor is 
team captain. If anyone still wishes to be 
considered for iliis event or wishes to find 
out more about it, please let him know. 
Play is by post. 

VC POSTAL TOURNAMENT 
Entries are invited to a VC postal 

toumament in Italian Progressive Chess. 
Please send entries to the editor. Free 
entry to VC subscribers, otherwise £ I. 

SHOGI 
I said in VCI9 how Shotell issue 38 was 

a great improvement on previous issues. 
Well, issue 39 is even better - 29 well 
produced pages with varied and 
interesting content. A credit to Ule new 
editors. 

Steve Lamb won ilie December Hythe 
tournament ahead of Les Blackstock and 
Aniliony Fedder, Arron Springate won ilie 
grade B event. 

In ilie January European Elo List Steve 
Lamb is in 2nd place, T ony Hosking 7th, 
Les Blackstock 9ili and Miclmel Trent 
17th. 

There will be an otlicial tour of Europe 
by Ladies Professional l-dan Takahashi 
Yamato in ilie summer. The UK leg ofilie 
tour is likely to occur about 6-8 July. As it 
is reported Ulat she will be accompanied 
by a cameraman and technical staff from 
Shogi Sekai magazine, it is hoped that Ulis 
'highly photogenic' lady will get good 
media coverage and attract new players to 
the game. 
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DABBABA 
.lens Nielsen's program, which was 

mentioned in f"CI9, and also on page 199 
of this issue, C<.In be 'dO\vllloaded lor free' 
[rom Hans Bodlaender's Chess Variant 
pages on thc Intemet. Just look at his 
'What's nc\\1 pagcs. 'Il1ere is no exact page 
address given here, bec<lllse HR is 
reorganising his pages. (Information .trOIll 

Jens Nielsen.) 

XIANGQI 
TOURNAMENT 
4 August - Hastings 
Details from C.KLai. 12 Lagan House, 
Sumner Road, London SEtS SRB, or 
F.Z.Chen 28 Freestone House Warrior 
Square, St Leonards on sea, East 
Sussex TN37 6SZ. 

KOREAN CHESS 
Peter Blommers reports that Shogi 

professional Ouchi was hosting an 
exhibition entitled: 'Here~ .. your chalice to 
get acquainted with Korean Chess' to 
take place OIl ilie 29ili March at ilie 
Nihonbashi Building in Tokyo. Two 
Korean professionals were to attend -
Me~iin Son Jon-il (8 dan) and Kim 
Gyon-chun (2 dan). 

Getting infoollation about Korean Chess 
is extremely difficult. Peter Blommers is 
to make efforts to contact ilie Koreans, 
when it is hoped that some ne\'iS of 
contemporary KorC<1n Chess will ensue. 
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ENCYCLOPEDIA OF CHESS 
VARIANTS 

Copies can still be obtained lrom Davii'l 
Pritchard, Badger's Wood, Hascombe 
Rd., Munstead, Godalming Surrey GUR 
4 AA. The pricc is L21.!J9 for this wcll 
produced book. Add postage: UK £2.35; 
Europc (Air) £2.92: Rcst of World (Sea) 
£3.04. 

EN(;LISH PROGRESSIVE CHESS 
Tile King of this variant is indisputably 

Tony Gardncr of the USA, who according 
to NOST has won over lOO games (l 
imagine his losses have been minimal). 
'nlerc have been calls for him to publish 
the secrets of his success. He has now 
done so by publishing a booklet entitled 
Theory and Tactics of ENPR. John 
McCallion III NOST magazine has 
described it as 'marvellous' and 'highly 
recommended'. 

Write to: TORY Gardner, 1444 
Meadowind Court, Conyers, GA 30207 
USA. Price $3, '''1th perhaps another $2 to 
cover the postage. 

HELP 
Cedric Lytton is seeking a new set of 

chess piece printing stamps, as his old set 
is 'wom out' after 25 years service in the 
cause of chess problems. Can these sets 
still be ohtained? Write to: 16 Ume 
Grove, SheriRgham, Norfolk NR26 
8NX. 

• 
BRITISH CHESS SOLVING 

CHAMPIONSHIP 
Here is ilie starter for ilie 1996/7 

competition. White to play and mate in 
two. Solutions (first move only) to be sent 
to Brian Stephenson, 9 Roydfield Drive, 
Waterthorpe. Sheffield S19 6ND wiili a 
cheque or postal order for £3 made 
payahle to British Chess Problem Society, 
wiili a SAE. Only British residents are 
eligible to enter iliis competition.. Mark 
your entry 'Variant Chess'. Closing date: 
31stJuly 1996. 
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Chess Variants and other games 
007 c~ess 190-191 
:10 games 129, 152, 155, 191, 

212-2lJ 
3-player gamcs 84,157-159,212 
4-player games 84, 112-113, 

150,174,214 
Actuated revolv:ng centre (ARC) 30 
All-mate chess 10, n 
Amazons game 48,63,64,69, 79 
Andernach chess 168 
Angel chess 67 
Armageddon chess 114 
Augsburg chess 127,209 
Avalanche chess 86, 105, lJ2, 133, 

139, 155 
Balaklava chess 214 
Banana-skin chess 175 
Bee Brain chess 152, 176 
Bosley Progressive chess 99 
Bouncy chess 17,93,114 
Bystander chess 125 
Capablanca chess 181, 199 
Castle chess 211 
Centre chess 70 
Chakra 65-66 
Chaneellor chess 33-36, 54, 93, 96, 

181,202 
Progressive 140 

Chaos chess 214 
Check variants 132, 155 
Ches3212 
Cheshire cat chess 191 
Chessapeak Challenge 150, 174 
Chessboard Morris 195 
Chessgi 11, 219 
Chex 174 
Chinese chess: > Xianqi 
Chuck-a-chess 59 
Ciree: >Problem pages 
Ciree Progressive 99, 167,218 
Co-chaneellor Progressive 141 
Cubical chess 152 
Cyclic Progressive 99 
Darkness chess 142 
Descent chess 107 
Dice chess 59 
Dicey Dropsy 98-99 
Double Bughouse 104, 113 
Doubles chess 112 
Dragonfly 94 
Dreier-Schach 212 
Drive chess 7 
Dynamic chess 175 

English Progressive chess 51, 
97-98, 184, 220 

En passant piece capture 79 
Escort chess 212 
Exchequer 173 
Fischerian chess 174 
Five Tigers Xiangqi 217 
FoIIO\\'-the-mover: >FTM chess 
Fools' chess 151 
Football chess 81-3 
Four Handed ch 112-113, 214 
Four Zone chess 112-113 
FTM chess 160 

Progressive 167 
Gambler chess 133, 155 
Gay chess 30 
Geo chess 174 
Gess 176, 190 
Goliath chess 175 
Grand chess 68, 181-182 
Grid chess 73, 209 
Headbanger chess 185, 219 
Heian Dai Shogi 13 5 
Heir apparent chess 185 
Hexanova 157-158 
Highcasde chess 47,59 
Horizontal cylinder 88 
Hurricane chess 114 
Inflation chess lO7 
Janus chess 125,153,176,181, 

218 
Japanese chess: >Shogi 
Kinglet chess 199 
Korean chess 16, 137-139, 164, 

180, 199,220 
Korean shogi (various) 114, 134, 

176-177 
Kriegspiel llO-lll, 113, 130, 

134, 143, 144, 167,195-196, 
201,208 
Madrasi 144 
Progressive 143,214 

LatrellO 
Logical (Byway) Progressive 179, 196 
Losing chess 12, 62, 75, 199-

200,214 (>also Vinciperdi) 
Luftwaffe chess 132, 180 
Mad mate 76, 94, 115 
Madrasi 57, 146 

Kriegspiel 144 
Marseillais chess 31 
Merlalo 176 
Middle Shogi 32, 52-54 
Minichess 175, 207 

Modern Courier Chess 37-39, 58, 
75,83, 105, JOR. 145, 181-184. 
193,215 

Moslem chess: >Shatranj 
Mutations 93 
Optional replacement chess 62 
Parallel Progres<,lve 99 
Pal,ol chess 10 
Plus chess i 07 
Pocket knight 176, 192 
Podionic chess 19 L 2 12 
Progressive chess, 8-9, 13, 22-23, 

51, 64, 71, 87, 96, 97-98, 133, 
135,144,156,179,184,193-194, 
203 

Progressive en passant ch (PEP) 167 
Protochess 162-166, 194 
Quantum chess 150 
QuickChess 70 
Randomised chess 1-3,25,49-50, 

63,78-79,136,156.174,180 
Realm chess 212 
Refusal chess 219 
Russian chess 192 
Scotch chess: >Progressive 

Scottish Modem Progressive 98 
Shahmot 84-85 
Shatrang 62, 193, 199.204-207 
Shiang-chi: > Xiangqi 

"Sho!,>i 4-7, 16,21,32,48,54-
55, 100-104, 116, 120-121, 
136, 154-155, 165-166, 178, 
180,189,199,220 

Shogi variants 19, 32, 36, 55, 
63, 114, 134-135, 177 

Siamese chess: >Double Bughouse 
Slow Scotch 99 
Spherical chess 175 
Star chess 175 
Stationary king chess 155 
Stereo-chess 129 
Super-chess 91, 116, 150 
Superknights 119 
Thai chess 114, 103-104 
Three check chess 155 
Tori shogi 19, 36, 55 
Transcendental chess 49-50, 79 
Transporter chess 66-67, 159 
Tri-chess 159 
Triplets 202 
Twiknight chess 46, 117-119 
Ultima 150 
Unachess 151 
Very Scotch 99 
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Vinciperdi 12, 16,26-29,42, 
46,51,75,80,95,115, 119 

Wehr Schach 180 
Wildlife great chess 191 
WWII chess 212 
Xiangqi 4-7, 14-16, 20-21. 32, 

43-48,60-61,64, 76, 78, 80, 85, 
95-96, Ill, 115-116,120, 
122-123,131,133-134,136, 
145, 155-6, 161,163-164, 179, 
180, 191-193, 196, 198, 
215-218 

Fairy (Variant) pieces 
Alfil91 
Amazon (Q+S) 40, 107 
Anglican 47 
Antelope 91 
Antipodean Kings 169 
Archbishop 68 
Berolina pawn 89 
Bouncers 91 
Camel 11, 73, 89, 147 
Camelrider 24 
Camouflage Kings 210 
Castellan 47 
Copper General 13 5 
Corona (S+Courier (modern» 75 
Courier (modern) 75 
Courtesan 66 
Dragon 40, 72, 89 
Drunken Elephant 63, 104 
Dummy pawn 126 
Edgehog 208 
Elephant 95 
Empress (R+S) 40, 91 
Equihopper 73 
Fairy Kings 148-9, 169-170, 

210-211 
Fers 75, 91, 108, 168 
Giraffe 89,91 
Gnu 91 
Grasshopper 10, 11,24,40,92, 

107,127,208,215 
Imitator 73,89, 127 
Iron General 135 
K-units 210 
Kangaroo 107, 147,208 
Kingan47 
Lion 11,92 
Lion + Jaguar 24 
Mammoth 150 
Mao 107 
Maorider 24 
Moose 147 
Neutrals 41,57, 73, 88, 89, 91, \07, 

127, 168,209 
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Nightrider 11, 24, 89, 107 
Nostalgic king 211 
Overhopper 24 
Pao 127 
Pawan 47 
Princess (B+S) 72, 91 
Protean kings 170 
Really Bouncy Bishop 114 
Reflecting Bishops 57, 73, 149 
Reflecting Kings 73, ~49 
Regan ~7 
Retractor 51, 88, 146 

Fa lcaper 57 
Royal pieces 91, 147, 148-9, 169 
Siamese Kings 148 
Side mover 135 
Superknights 119 
Superpawns (various) 77, 95, 115 
Symbolic kings 170 
Thatcher 63 
Tiger 56, 73, \08 
Transmitter 65 
Transmuting Kings 149 
Ubi-Ubi 109 
Ultimate king 211 
Vaulting kings 149 
Yeti 63 
Zebra 11,24, 73, 89, 147 

Problem stipulations etc. 
All-mate chess 10, 92 
Circe: >Problem pages 

Alsatian 10 
Anti- 11,24,41,57,209 
Chameleon 10, 11 
Couscous 88 
Kamikaze 57 
King (RI) It, 169 
Malefique 57, 91 
Mars 57 
Mirror 146 
Mutant 10 
Platzwechsel24, 73, 89, 126 
Promotion Hydra 109 
Shield (Brian) 41 

Doublestalemate 147 
Dummy pawn 126 
Duplex 40,57, 72, 147,209 
Help-interchange 91 
Maximummer 40,73, 106, 126, 

146,168,209 
Maximummer by squares 10 
Minimum no. of moves by BK 109 
Monochrome chess 109 
Neutra}s41, 57,73,88,89,91,107, 

127, 168,209 
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Problem pages 10-11, 24-25, 40-41, 
56-58, 72-74, 88-92, 106-10<). 
126-128,146-14<). 168-172, 
208-211 

Reflex mate to7, 208 
Retractor 57,88. 146 
Retroanalysis <) L <)2, 106, 108-10<), 
126,208 
Retro-Excelsior 109 
Rex multiplex 148 
Series mate 57, 168, 208 
Seriesselfstalematc II 
Shortest game 88 
StaITettenschach 11 
Symbolic kings 170 
Transmuting Kings 149 
White must check 56, 126 
White scores goal 83 

Games Players 
Archer, P. 71,87. 141, 184,202 
Badano, R. 129 
Baggio, G. 191 
Bartel, E. 7 
Bauer C. 153, 176 
Becking, S. 176 
Bedoni, R. 211 
Blackstock, L. 189 
Boniface, S. 71, 87 
Brinton, W.A 160 
Brooks, R. 132, 139 
Brown, A 144 
Buccoliero, G. 8, 9, 203 
B)-way, P. 83, 105, 123, 182, 217 
Cassano, R. 12,99, 167 
Castelli A. 8, 9, 31, 98, 203 
Chandler, M. 76, 94 
Chen Fazuo 122, 192 
Ciegis, V. 87 
Cohen, P. 11 
Culbertson, R. 86 
Cunliffe, F. 51 
Denoncourt, H. 151, 175 
Denvcr-Fedder, A. 55 
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Formation of a Society for the Study 

and Promotion of Chess Variants 

As Variant Chess enters its third volume, and is now produced by 
a team of regular contributors, the time seems ripe to take the next step of 
forming ourselves into a Society for the promotion of all aspects of our 
common interest in the chess family of games. 

Peter Wood, who has ably produced the last twelve issues of 
Variant Chess, wishes to stand down as editor/publisher, though he has in 
fact provided and typeset most of the material that appears in this issue. 
George Jelliss, who started the magazine in 1990, has agreed to resume 
the general editorship for this volume. 

Stefanos Pantazis, who has edited the problem pages for eleven 
issues (including this one), also steps down, due to his other editorial 
commitments on the u.s. Problem Bulletin, and due to his move to Italy. 
His place is taken, from the ne~1 issue, by Ronald Turnbull, whose name 
will be familiar as a chess problem composer. 

The title "The Chess Variants Society" is only provisional. Several 
alternative names have been proposed. For example, Peter Wood favours 
something like "The British Non-Orthodox Chess Association". The final 
form of the title will be decided at the inaugural meeting of the Society. 
All paid-up individual subscribers to Variant Chess automatically become 
Members of the new Society with the right to attend and vote at meetings. 

The Inaugural Meeting, or first Annual General Meeting, is 
planned to be held in Hastings at the time of the annual chess congress, 
and is provisionally set for 2.30 p.m. Saturday 4 January 1997 at Peter 
Wood's home (39 Linton Road, Hastings). Please let the Secretary know 
of your intention to attend. If the number attending is more than expected 
we may need to find a larger venue. 

At this meeting the appointment of officers (president, Secretary 
and Treasurer) will be decided. The current assignment of these offices 
reflects the de facto position. The adoption of a constitution will also be 
decided. A provisional draft of the constitution is available from the 
Secretary on request. 

Contents 
I-Formation of a Society 
2-Replacement Chess 
-by Stephen Lewis 
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6-Isolated Pawns 
7-Italian Progressive Chess 

IO-Problem Pages 
15-The End is Nigh 
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Bringing unorthodox pieces into play 
by Steph:m L!?Wis 

Much of the appeal of unorthodox chess pieces 
comes from their uses in the setting and solving of 
chess problerdS. However, not all of those attracted to 
anorthodox chess are keen problem solvers. Many 
are, instead, attracted by the intricate ways in which 
whole games may be recast by sometimes quite 
simple embellishments of the standard game. 

A difficulty arises in tIying to construct whole 
games using unorthodox pieces. If using the standard 
8x8 board, the starting array needs to be changed to 
include an unorthodox piece at the expense of an 
orthodox one. This may not always be desirable and 
limits the number of usable unorthodox pieces. 

Alternatively, boards larger than the standard 
size may be used, allowing an extra piece for each 
extra column. However, since larger boards are not 
easy to come by and, perhaps more importantly, are 
felt by some to be unwieldy this too is a problem. 

REPr.A.CEMENT CHESS is an alternative which allows 
the entty of unorthodox pieces into a game which 
begins in an otherwise orthodox way. In Replacement 
Chess, each player has an agreed number of un
orthodox pieces available for use later in the game but 
which do not figure in the starting array. The game 
begins in the orthodox manner but when a player 
loses a major piece (R. N, B or Q), a replacement may 
be brought into play in its stead. Such replacements 
are made instead of making a move and are only 
available immediately after a piece has been lost. 
Once a replacement piece is placed on the board, its 
powers take immeAiate effect - even being able to 
give check or mate. 

The choice of what pieces should constitute 
replacements and whether there should be a strict 
order in which they are allowed to enter the game 
may be left open for agreement between players. (In 
devising this form of play, it was originally envisaged 
that unorthodox pieces should constitute the 
replacements but an extra set of orthodox pieces may 
be used instead.) 

Although the point of entty may also be left open 
to agreement, it is recommended that entty be via 
either of the squares occupied by the King and Queen 
in the starting array - squares which might be 
described as the 'Royal House' or 'Royal Camp'. In 
this way, one may envisage replacement pieces 
entering through the heart of one's home ground 
rather than being allowed to fall on almost any square 
as occurs in Chessgi. 

Unlike Chessgi, in Replacement Chess a piece 
once captured cannot be returned to the game. 

A.utumn 1996 

In Replacement Chess, the state of play will 
greatly influence a player's decision to opt for a 
replacement piece or make a move instead. On 
occasions, it will be more expedient to move than to 
gain material. Furthermore, a piece sacrifice takes on 
a new and quite different connotation. Sacrifice now 
allows the entty of a new piece which may have quite 
different and opportune powers at a crucial moment 
in a game. That being the case, decisions regarding 
capture also need to be made with extra care. 

One might argue that a better name for this form 
of chess is 'Reinforcement Chess'. However, this term 
has been used previously for certain forms like 
Chessgi. Replacement Chess although stated in an 
orthodox fashion, can quickly develop into totally 
uncharted territory. The use of pieces, some of which 
may have previously been confined solely to problem 
solving, tests a player's ability to balance the use of 
the familiar and the less familiar. 

[The rule that the replacement must be made 
immediately after a piece has been lost and that the 
right lapses if not taken up at that time is similar to 
the rule for en passant capture and suggests that it 
may lend itself to new results in retroanalysis. GPJ] 

9?ugEfe Cornet' 
by George Jelliss 

The familiar star-shaped path of eight knight's 
moves round the edge-cells of the 3 x3 board, omitting 
the centre cell, has 'perfect square symmetry', more 
systematically termed 'octonary symmetty' (since the 
vertical, horizontal and diagonal axes of symmetty 
divide it into eight equal parts which bear the same 
pattern, apart from being rotated or reflected). 

A similar octonary tour is possible on the 5 x5 
board, omitting the corner cells and a cross-shaped 
hole in the centre. 

036 

247 
5 8 

9 

This type of symmetty in a tour is possible only 
on oddxodd boards, the path being made up of eight 
equal paths, each joining a cell on a median to a cell 
on a diagonal. By numbering the cells from the centre 
of the board (0) outwards, as indicated above, these 
two tours can be represented as 1-2 and 3-4-2. 

The circuit 1-5 on the 5x5 board does not count 
as a 'tour' since the cells it uses are not 'connected', 
by a series of wazir moves, so do not form a 'board'. 

Our puzzle is: How many tours of this type are 
possible on the 7x7 board? (See p.22 for an example.) 
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6~~S!6~~S!6~~S! 
By David Pritchard 

Badgers Wood, Hascombe Rd., Munstead, 
GodaIming, Surrey GU8 4AA 

Some splendid games this issue including one or two 
older games that onl' came to my attention recently. Again, 
more 'naterial than there is room for. Apologies to 
contributols &:1d others whose games may have had to be 
held over. (As things stand, I am likely to be grovelling like 
this every issue.) 

CAPITALIST CHESS. This is one of the games due 
to appear in Reiner Knizia's new book (see VC20, Isolated 
Pawns No. 29) as slightly modified by me. I have played it 
several times and have found it most enjoyable. Required is 
the pack of chess cards accompanying the book (described 
in VC20); until Reiner's book appears however you can use 
ordinary playing cards. I suggest Kings = kings; Queens = 
queens; Jacks = rooks; lOs = bishops; 9s = knights; 2s & 3s 
= pawns; Aces = jokers. A joker may be used to represent 
any piece. Discard the rest of the pack; shuffie well and 
pl~ce face down beside the board. Also required are 10 
counters for each player. 

Standard set and usual rules except that there is no 
check: capture the king to win. White begins and turns over 
the top card. If other than a knight, pawn or joker, turn 
again etc. When a pa\\n, knight, or joker is turned a man 
of the designated type must be moved by one of the players. 
White must now either check (tap the table: equivalent to a 
no bid) or bid one or more counters. If both players check, 
White moves and no counters change hands. If either player 
bids, there is an auction. The highest bid wins and the 
appropriate number of counters must be handed over by the 
winning bidder to the losing bidder. The winner then 
moves. The next card is then turned over and the auction is 
repeated. In theory, and often in practice, one player can 
have two or more consecutive moves. The skill (apart from 
in the play) lies in the bidding and the knowledge of which 
cards have already appeared. At its very simplest, the 
player with the most counters will be in a position to 
control the next move. A player lacking the piece displayed 
may still bid (and pass his turn if he wins the bid). It is 
obviously desirable to retain at least one of each type of 
piece as long as possible. When the pack is exhausted it is 
of course reshuffied and used again. 

FLYING CHESS. This game was invented in 1984 
by David Eltis. It has been played at the universities of 
Oxford and Munich, at the Oratory School and at Eton 
College where the inventor now teaches history. The board 
is theoretically 8x8x2 but it is normally played on a large 
8x8 board with markers to indicate flying pieces (i.e., those 
on the upper plane), thus two pieces can occupy the same 
square, hence the large board. The game starts with the 
usual array on the lower board where all men behave 
normally and the object remains checkmate. Only Rs, Bs 
and Ns can fly and their behaviour on the upper board 
parallels that on the lower board, thus Rs and Bs can have 
their paths blocked by other flying pieces. Rs, Bs and Ns 

can move directly up or dO\\n a level. lllis cowlts as a 
move. The other main rules are: 

Rooks A Rook can make a IlOrmal move on the lower 
board and ascend to the upper level. In doing so it moves 
one square diagonally upwards along its path of mo"ement. 
A rook can only descend to the square directly below it and 
this counts as a move. 

Bishops & Knights These take off and land in the 
opposite way to the rooks. Bishops and Knights CM move 
on the upper board and descend directly to the lower board, 
capturing a hostile man if it occupies the sq~e. TIle 
descent path is diagonally dO\\nward, thus a flymg pIece 
above the landing square does not inhibit the descent. 
Bishops and Knights can only ascend in their own squares 
and this counts as a move. 

Capturing All men capture normally in the plane they 
occupy. Rs, Bs and Ns may all take a man directly above or 
below them by ascending or descending. This counts as a 
move. Any man on the lower level may capture a hostile 
piece on the same square on the upper level. The capturer 
does not move. This is termed 'head-butting'. For example, 
consider a rook at aI, a hostile pawn at a5 and a hostile 
piece flying above as. The rook can move to a4 and ascend 
to a5 capturing the hostile piece on the second level; 
however, the pawn can now head-butt the flying rook. 

David Eltis has written some helpful notes on the 
game which I will summarise. He gives relative valu~ as 
P=1, N=4, R=6, B=8, Q=8 and points out that a parr of 
flying bishops can be lethal although a single flying bishop 
is no great threat. Rooks are weaker than bishops because 
they cannot move and descend in the same turn. They are 
generally more effective at the lower level. Knights should 
be developed before ascending but bishops can a~d at 
once with advantage. If White opens Bfl(2) there IS an 
immediate Fool's Mate threat of Bb5(2). Black can defend 
in a Ilumber of ways, for example by elevating either 
bishop. Moving a pawn (l ... b5 is one possibility) is 
probably the worst option. 

MICROSHOGI. I am indebted to Kerry Handscomb 
of Canada for sending me details of a novel commercial 
variant. It was apparently used in a sales promotion by a 
Tokyo-based company some years back but is unknown ~ 
the west (and probably in most of Japan). Named m 
Japanese 'Five-minute poppy shogi', this is the smallest of 
all shogis. However, it is by no means trivial and, as Kerry 
points out, it is a challenge just to fmd the best first move. 
The board is just 4x5. Each player has five pieces; a king, 
and four pieces with promotion values differing from the 
normal shogi pieces. The pieces are: 
1) King 
2) Bishop (promotes to Tokin) 
3) Gold (promotes to Rook) 
4) Silver (promotes to Lance) 
5) Pawn (promotes to Knight) 
(Note: the Tokin of cow-se moves in exactly th~ ~e way 
as the Gold but is distinguished to avoid confuSIOn Wlth the 
GoldIRook piece.) 

The play is as in shogi except that whenever a piece, 
other than a King, makes a capture it is reversed (promoted 
if you like). A captured piece may be drop~ as m 
standard shogi except that the player may enter It eIther 
side up. 
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The Japanese pieces (you can easily make a set: 
photocopy and stick on cardboard) are illustrated together 
with the starting position. 

King Bishop Tokin 

fIj>[Jj 

Silver Lance 

Pawn Knight 

Kerry has made some assumptions which appear 
eminently reasonable: 

I) It is possible to put a piece in a position where it 
cannot move again - quite likely resulting from a capture -
in which case it is just too bad. 

2) A pawn drop to give mate is permitted and two 
pav.TIS on the same side may occupy the same file on the 
grounds that these are not strictly shogi pawns. 

3) The initiator of a repetition of moves must vary. 
4) If neither player is able to force mate, as in j ishogi 

(impasse), the game is drawn. 

NECROMANCER TIris game is in the prototype 
stage pending production. It has several noticeable features 
but whether these add up to a noticeable game I am not yet 
able to say. Full marks are earned for originality however. 
Necromancer, also called Demon Chess, was invented by 
Kevin Cullen over a period of years. It uses an II x7 board 
(illustrated) placed lengthwise between the players. The 
squares are of three types: white, grey and black. [Gingham 
is something I associate with table cloths and homespun 
dresses; its use in necromancy seems incongroous l GEl] 

Tbe grey and black squares together form the 'Demon Grid' 
which is divided into five zones: centre, inner two and outer 
two. [The terms inner and outer are used here in a way 
similar to their use ill backgammon. GP J] Observe that the 
centre zone has 13 squares compared with IQ squares for 
each of the other zones. Notice also that the diagonals are 
made up either of grey squares (the grey diagonals) or of 
alternating black and white squares (the pied diagonals). 

There are II pieces on each side: I x Necromancer, 2 
x Wizard; 2 x Crusader, 6 x Thrall. In addition, there are 
five neutral Demons that can be invoked by either side. TIle 
starting position is shown. The pieces, left to right, are 
TITCWNWCTIT. 

Movement The moves of the pieces are described. 
The N and W are magic pieces, the C and T are military 
pieces. Capture is by displacement. 

Necromancer moves to any adjacent grey square not 
attacked by a hostile piece. 

Wizard moves as a bishop. 
Crusader moves as a rook. 
Thrall moves as a knight but in a forward direction 

only. On reaching the end rank a Thrall transmutes 
(promotes) to a Wizard if on a grey square and a Crusader 
if on a white square. 

Demon cannot be captured but can capture a hostile 
piece when invoked by a magic piece. There are two 
conditions: firstly, the magic piece (the invoker) must move 
onto or ,"ithin the zone of the Demon; and secondly, certain 
conditions must be met according to the zone involved. 
Outer zone: mlL'>t contain only one magic piece (hostile 
pieces disregarded) i.e., the invoker. Inner zone: must 
contain two magic pieces (not more). Centre zone: must 
contain all three magic pieces. The invoked Demon is 
moved within its zone to any vacant square or to capture 
any hostile piece. TIris forms part of the invokers move. A 
player however may elect to pass (i.e., not invoke the 
Demon) 

Object The object of the game is to checkmate the 
Necromancer. Orthochess endings (stalemate, repetition of 
position., 50-move rule) are possible. 

Play. White moves·frrst when the turn alternates. Here 
is a Fool's mate: l.Wgl-h2 Tc7-d5 2.Tcl-e2 Td5-e3 - a 
smothered mage? The inventor has some observations on 
the game. These, and a game score or two next time. 

page 4 



C{)ofumc 3. CIssuc 21 

ASYMMETRIC CHESS. This game was invented by 
Michael Howe in about 1993. Orthochess array, Queens 
move as Kings but capture as Qs or Ns; Rs, Bs and Ns 
move in usual way but capture like either of the other two 
pieces. Kings, Pawns and rules of play orthodox. Gianluca 
Vecchi has organised a postal tournament which is at 
present underway. Here is the score of a friendly postal 
game: it is marred by an opening gaffe but it gives a feel for 
the sort of manoeuvres one meets in Asymmetric Chess. 
White G.Veccbi J;iJack G.Baggio .. NfJ eS 2.e4 Nf63.Bc4 
Bc~?? 4.Bxc5 O-:J S.Nc3 d6 6.Be3 a6 7.d4 N:fJ 8.B:fJ 
Bg4 9. rI:e5 d:e5 10.Q:d8 N:d8 11.Bd2 N:d2+ !2.N:d2 
B:e4 13.Be2 b5 14.B:e4 R:e4 15.b3 f6 16.fJ Rh4+ 17.g3 
Rb3 18.NO R:O 19.K:O and Wbite soon won. 

DOUBLE SKAK. This four-player game was 
invented by Soren and Christian Kirk some 15-20 years 
ago. It is played v.'ith the standard set on the 8x8 board. 
The initial set-up is shown v.'ith partners sitting opposite 
each other. The sets are contra-distinguished and the eight 
inside pawns (those not on perimeter squares) have noses 
to indicate direction of movement. Initially, each pair of 
inside pawns face each other nose-to-nose but after first 
moving a pawn's nose is rotated accordingly. There is no 
pawn-2, e.p. or castling, and promotion is only to a 
captured piece. Object is checkmate. Play is in rotation 
counter-clockwise v.'ith White (bottom right) having the 
first move. 

Here are a couple of games. In the first, Jens Nielsen 
and Soren are Black and Christian, as far as I can make out, 
plays the White pieces, v.'ith colours reversed in the next 
game. l.e2 ff6 BfJ a4 2.b4 Bc4 Nc6 as 3.Bc5 Qg8 b5 b4 
4.Bd6 Qe6 b:c4 bS S.QgI Q:c4 N:aS Bd4 6.Rt2 Qa4 
R:bS R:bS 7.Qg2 Q:aS Bc6 Rb8+ 8.Qd5 Qb6 mate. 

l.e2 e7 as BeS 2.Ng4 Bc4 bS B: c7 3.Bd4+ Be6 Be4 
bc3 4.B:g7 Q:g7 Rb7 B:aS S.Ne3 QeS Nc6 Bb4 6.N: c2+ 
Q:e4 N:b4 Kb2 7.d2 B:c8 N:a2 K: c2 8.Rh2 B:b7+ Ka7 
c3:d2 9.QgI Ba8 Kb6 Kb2 10.Qc5 Qb7+ KaS K:a2 11.el 
Qe4 Kb6 a4 12.e:d2 Qb7+ KaS R:b5+ 13.d: c1+ Qa7 
mate. 
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Jens Nielsen, to whom I am indebted for the above, 
believes that Double Skak would also make a good 
two-player game. I can' t see why not. 

MUTABOR This entertaining proprietary game for 
2-4 players was marketed in Germany last year. Mutabor is 
a chess variant with shades of ludo and halma. A fantasy 
story line (the by-line is 'in the Calif's maze') and attractive 
board, made up of 52 individual tiles, give the game 
?Opular appeal. The tiles are shuffied and the first four are 
placed in a square face down while the remaining 48 are 
placed face up in a predetermined sequence to form an 8x8 
board with the three squares forming the corners (e.g., 
a7,a8,b8 etc.) cut away. There are thus tens of millions of 
possible boards. 

Each player has four pieces. In the two-player game, 
these start on the four perimeter squares nearest the 
players, who face each other. The object is to be the first 
player to move all one's pieces into the opponent's home 
base. The moves of the pieces are determined by the 
squares they stand on which in turn relate to the usual 
chess pieces. There are 10 tiles each of Tree (K), Morning 
Star (Q), Big Gate (R), Elephant (B), Lobster (N) and two 
Stork squares (also K, but pieces occupying these squares 
cannot be taken). Usual displacement capture with a 
captured piece returned to its home base. Pieces cannot 
move mthin bases but are secure from capture. The four 
central squares (face-down tiles) are out-of-bounds. 
Mutabor costs DM 48 plus postage from Dr. F. Rein 
Spiele, Gunterstrasse 13, 86152 Augsburg, Germany. 

Comment: I wonder if there is a flaw in the rules? If 
your opponent has three men home with a fourth in 
attendance, and you have only two men home, why not keep 
a piece in your home base (where it can't be captured) and 
just move your fourth piece randomly round the board? 

FOREST CHESS appears on the Net at Web-site: 
http://icecube.acf-lab.alaska.edull\fungS/ChessIForest.html 
according to Lex Kraaijeveld who has kindly sent me 
details of the game. 

The inventor appears to be one Michael Schrnahl and 
the game was last modified in April 1995. Usual set-up 
except that the positions of the rooks and bishops are 
reversed and the rooks are upside-down, an lUllleceSsary 
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refinement unless they have green baize on the base as they 
are meant to represent trees. The king and queen, renamed 
the Grand Druid and the Bear respectively, behave as their 
chess counterparts and the capture of the GD is the object 
of the game. The knights are nightriders, here renamed 
Rangers, whilst the bishops, called Druids, move as bishop 
or king (i.e., like a promoted bishop in shogi). The Trees 
move concurrently as queens. They must move in the same 
direction but not necessarily over the same distance. The 
pawns (no initial two-step advance) are Elves, but these 
mysteriously change into Shrubs later in the game 
description. Shrubs make more sense because presumably 
they promote to Trees. There is no castiing, but a king 
adjacent to either Tree may move to any vacant square 
adjacent to the other; this is known as 'Pass-tree'. 

A scale of values is offered: Elf 0.9; Druid 4; Ranger 
4; One tree 0; Two trees 7 in the opening, 12 in the 
middlegame, 17 in the endgame; Bear 9. It would appear 
from this that a single tree has no powers and cannot move? 

Comment: Presumably capture is by displacement. It 
is not clear whether the GD must be checkmated or 
captured. Promotion to Tree appears highly desirable if one 
Tree is lost but also if both swvive since it would allow a 
choice of the Tree-pair when moving and it would also 
provide an extra refuge for the king who would then begin 
to look if not invulnerable then nearly so. 

By David Pritchard 

33. IS ANYONE OUT THERE? This is the title of an 
occasional newsletter put out by John McCallion who 
contributes the 'Around the Board' pages in Nost-algia. The 
first two issues are confined to CVs (perhaps they all will 
be?). The annotated games feature just two players: the 
author/editorlpublisher and Ernest Park. Variants explored 
so far include illtima, Unorthodox illtima and an experi
mental illtima variant called Prima. Amongst Prima's band 
of recruits is the Carthorse, a delightful piece, which, being 
unable to leap, 'falls' on an opposing man and pushes it one 
square along. If the man happens to be on the board edge 
this could prove fatal. Anyone interested should write to 
John at 42-65 Kissena Boulevard (Apt 324), Flushing, 
NY 11355, U.S.A. 

34. SKOCK This is the name of a Swedish CV spotted by 
Dan Glimne. He tells me the word means a mass of animals 
or humans etc. The game seems well named as it is played 
on the 8x8 board with two full sets of chessmen. The 
players set up their pieces on the first two ranks and their 
pawns on the next two so that there are no vacant squares 
at the start of a game. The piece set-up is as in orthochess 
on the first rank, repeated on the second rank (so that here 
the kings stand on the squares of their own colour). Two 
cubic dice are used. Both players roll. The first player to 
roll a '1' starts (if both roll a 1, roll again). The winning roll 
is also the player's starting roll. 

The spots 1-6 correspond to P-N-B-R-Q-K respectively 
and also the number of consecutive moves to be played; 
with the player choosing which die corresponds to which. 
Thus a roll of 2:5 for example means you can make two 
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moves with one or more queens or five moves with one or 
more knights. You capture the first king like an ordinary 
piece but must mate the second to win. Kings may not pass 
over threatened squares. 

An initial roll of 1:6 is deadly - the pawns create 
mayhem. Moves that cannot be played are lost. What 
happens about promotion (on move one White can get a 
pawn to the back rank)? Is this only to a captured piece? 
And can a player elect not to complete a series of moves if 
able to do so? I don't Im:>w. We played a few games and 
found it fi,.l but chance "bviously dominates. 

35. RESEARCH CORNER The International Council for 
Indian Studies has a symposium on 'Approaching the Roots 
of Chess' at Pondicherry University 26th-29th November. 
Papers are invited on chaturanga, origin of the chessboard 
etc. If enough readers are interested we could charter a 
Jumbo. Which reminds me that Steve Nichols, a con
siderable player on the games scene (he marketed Enochian 
Chess), has written a tome on chaturanga, still unpublished. 
He told me he had researched much new material (he is a 
Sanskrit reader amongst other accomplishments). 

36. CV TALK Recently I gave a 45-minute talk on variants 
to the 2nd U.K. Meeting on the History of Recreational 
Mathematics at the South Bank University. I would be 
happy to repeat it for any club with access to an overhead 
projector and sufficient fimds to pay my travel expenses. 

37. FISCHERANDOM Bobby Fischer's move to Brazil to 
launch his game of randomized chess has been reported on 
BBC TV's Newsnight and in the Today radio programme as 
well as in the national press. My information is that in 
Fischerandom (the game has already had a clutch of other 
names) the king must be placed between the two rooks, a 
rule of which the media seems to be unaware. The 
Independent ignores this in its published diagram but even 
more surprisingly gets the orthochess array wrong too! Its 
headline isn't much better: 'Fischer makes an unprecedented 
move'. I can't think of any chess variant that has been more 
precedented in the last 150 years. However, Bobby Fischer 
has sprung surprises before; perhaps it is as well to wait 
and see what he is actually saying this time. 

38. TEMPETE SUR L'ECIllOUlER An anglicized 
version of this 1986 ch~d game is to be published in 
America. A German version (Tschach) is already available. 
A few years back I was shown the sales figures for 
T empete. I don't recall them now but I do remember 
remarking at the time that they would certainly make any 
chess author envious. 

39. DOUBLE-MOVE CHESS Rules reminder: White 
opens with one move, thereafter two moves a turn. Object 
is to capture (not checkmate) opposing king. Here is a 
correspondence quickie from the early days with the game's 
inventor (Fred Galvin) wrong-footed. The winner is 
Godehard Murkisch who finished second in the Die 
&hwalbe international Double-move Chess correspondence 
tournament of 1964/6 which attracted 44 entries from nine 
nations. I.Nc3; e6,Nc6 2. e4,NfJ?? (e3.Nj3 is correct); 
Nd4,Qg5 and the white king falls next move. Fred Galvin's 
comment: 'Two-move Chess, bah!' 
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ITALIAN 
PROGRESSIVE CHESS 

by Peter Wood 

The result of the Vtuiont Chess 
postal Italian Progressive Chess 
tournament, which commenced in 
September 1995. is as follows: 

1. Paul Byway 5 (out of 6) 
2. Peter Coast 4 
3. lan Richard50n 3 
4. George Jelliss 0 
Many congratulations to the 

winner who well deserved his victory. 
The quality of the games was higher 
than in the 1994 event 

The author is indebted to Patrick 
Donovan for correcting mistakes in 
analysis, and for putting forward 
several suggestions of his own which 
have been incorporated in the article. 

Paul Byway - George Jelliss 
1.e4 
2.d5 d:e4 
3.Qg4 Q:c8 Q:dS+ 
4.K:d8 e3 e2 e:fl(Q)+ (A line out of 
favour; because of Whites series 5.) 
5.K:fl NO Ke2 d4 d5 (Mario 
Leoncini has notched many victories 
with this continuation. It is a strong 
line.) 
6.e5 e4 Nd7 Ne5 Ke7 e:fJ+ (6.h5 h4 
h3 h:g2 g:h1(Q) Q:f3+. played by 
Davide in 1987, is the line that once 
seemed to dispose of Whites 5th., but 
the reply 7.K:f3 h4 h5 h6 h7 (after 
h:g7 g:h8(QJ Q:g8 White gets mated 
by 8.Nc6 Kd7 Bh6 R:g8 f5 .... Nd4#) 
h:g8(QJ Q:h8 is good. In the game 
Black fails to find an improvement.) 

7.Ke3 Kd4 Ko Ndl N:O ReI R:e5 
mate. (1-0) (N-d2:f3 was a way to 
make up the number of moves in the 
sequence. A nice Italian mate. It is 
dangerous to put your King in front of 
the diagonal of Bishop or Queen.) 

Variant Chess 

Peter Coast - Paul Byway 
1.e4 
2.Nc6 d5 (A justly popular defence.) 
3.Qg4 Q:c8 Q:dS+ 
4.K:d8 d:e4 b5 Nf6 (Leoncini's 
well-known series. There have been 
dozens of White replies to this, but no 
refutation has yet been found. Black 
gets a good tally of wins - but White 
gets results too, from promising new 
lines.) 
5.d4 Bg5 Kdl B:f6 B:e7+ (A new 
sequence.) 
6.(1) B:e7 Bb4 B:fl B:d4 Kd7 e3+ 
(Following this game I tried out Peter 
Coast's idea in a Ukranian 
tounUlment. My opponent played here 
6.B:e7 Kd7 h4 h3 h:g] g:h1(QJ. The 
game is still in progress at present.) 

7.Kdl g4 gS g6 g:f7 ts(Q) Bb3 mate. 
(1-0) (A surprising and pretty mate. 
This combination of Q+B needs 
watching. A similar idea occurred in a 
game Fierek v. Novak in 1989. In the 
following position White mated in 7: 
Bb5 h4 h5 h6 h:g7 g:h8(Q) Qf6#.) 

Peter Coast - George Jellis5 
1.e4 
2.f5 f4 (George has played this a 
couple of times previously in 
tournaments. The points tally in this 
unusual defence is White 10, Black 3.) 
3.d4 B:f4 Qh5+ (pc: 'Whites 
development is good, his King has 
plenty of space - it must be good for 
him!') 
4.(1) g6 g:hS Bh6 B:f4 
S.NO NgS N:h7 Be2 B:hS mate. 
(1-0) (Neat.) 
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Peter Coast - lan Richard50n 
l.d4 
2.gS g4 (There was a ceria;n vogue 
for this about 5 or 6 years ago. In 
1994 Volosin, playing this as Black, 
won a 'marathon' 20-series game 
against Gadzinskij (uoth of Ukraine).) 
3.h3 h:g4 Bf4 (White cannot take the 
Queen without being mated. Bf4 is a 
new move. Black thought the series 
good.) 
4.d5 e5 f6 Kt7 (Good series. 1R: 'It 
took ages to find this. ') 
S.B:e5 B:f6 B:dS Kdl NfJ 
6.h5 h:g4 g:O R:hl R:fl R:dl+ 
(Making White lose a move by 
checking, which is an important motif 
in PC. Black is well ahead on 
material, has a safe King position, 
and the white pawns have a long 
distance to promote. Black should 
win; and does.) 
7.K:dl Be7 B:ts a4 RaJ Ndl R:fJ+ 

S.Nf6 Bg4 B:O Nc6 Nb4 NdJ Ng4 
Ng:fl mate. (0-1) (The danger of 
leaving a King hemmed in on the back 
rank. 1R: ~t first I seem not to have 
enough moves for N or R mate, but 
Nf6 combats the check and moves the 
Knight one step to its goal. ? 

Paul Byway - lan Richardson 
l.d4 
2.0 c:d4 (A popular reply to l.d4, 
especially of late.) 
3.e4 e5 NaJ (A very common line.) 
4.e6 Qg5 Q:c1 Q:dl+ 
S.R:dl BM Ke2 f4 f5 
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(fhe current alla(vsis battle-ground in 
this variation. Another popular line is 
5.K:dl Ba6 B:b7 B:aB Ke2. Patrick 
Donovan prefers R:dl instead of K:dl 
ill this series.) 
6.(?} e:fS B:a3 Be7 a6 a:b5 d3+ (Rets 
(UiJ beat Gadzinskij ajt£r 6.a6 a:b5 
e:f5 B:a3 Be7 f4 7.R:d4 Rd6 Re6 h4 
Rh3 Rc3 R:cB#; but Salvadoris line 
looks useful: 6.e:f5 f6 f:e5 Kfl B:a3 
Bb4. An altemative plan is 6.a6 a:b5 
R:a3 .... Re3 +. but finding two other 
suitable moves is a problem: Black 
has mallY mates to avoid. and must 
expend time taking the newly created 
Queen if he allows Whites f6 f:g7 
g:h8(Q) Q:g8.) 
7.R:dJ Rd6 Re6 h4 Rh3 Rc3 R:c8 
mate. (l~) (The same back-row mate 
of Rets mentioned in the previous 
annotation. Again there is the 
difficulty of a King left on the back 
rank. A Bishop or Knight placed in 
front of the King can interpose on 
either side - but further security is 
sometimes needed!) 

Paul Byway - Peter Coast 
1.d4 
2.d5 e5 (Not so popular as against e4. 
but quite often played nonetheless.) 
3.Bg5 B:dS B:c7 (Nf3 if ten replaces 
B:c7 in this series. Other popular 
lines are 3.e4 Nf3 Bb5+ and 3.d:e5 
Q:d5 Q:d8+.) 
4.BiS B:c2 B:dl Ba4 (Kd7. Bb4+ 
and f5 have been played as 
alternatives to Ba4 - admittedly with 
rather poor results. 4.Bg4 B:e2 B:dl 
B:c2 should definitely be avoided. 
because of 5.B:bB Bc7 Nc3 N:d5 
Bb5#. A good choice is perhaps 4.Nc6 
Bg4 Kd7 Bb4+.) 
5.b3 b:a4 e4 Kdl Bb5+ 
6.Nd7 Bd6 B:c7 Ke7 N8f6 N:e4+ 
(Blacks problems with regard to King 
safety and development mean that 
White gets a good lead in material.) 
7.Kc2 a5 a6 a:b7 b:a8(Q) Q:hS Ne2 

Variant Chess 

8.NfS Ng6 N:h8 Nc3 N:b5 Nc3 N:e2 
N:d4+ (Leaving White two Rooks is 
not a good idea at this stage of the 
game. But what else is there? Eg: B.h5 
h4 h3 h:g2 g:hl(Q) Q:h2 Q:h8 Ke6. 
9.d:e5 f4 Ng3 Na3 Rhl R:hfj .... Re8#; 
(or e:d4 instead of Kd): 9./3 f:e4 e5 
B:d7 Bb5 Na3 Rhl Kh8 Re8#.} 
9.KdJ f4 Ndl Rabl Rhcl fS Ne4 
Rb8 R:c7# (l~) 

George Jelliss - Paul Byway 
l.e3 (The Jelliss or Ellglish opelling.) 
2.e5 d5 (A reply that has yielded good 
results.) 
3.c4 c:d5 Bb5+ (A new series. It 
makes a change from taking the Queen 
either by Qg4 Q:c8 Q:d8+; or Qf3 
Q:d5 Q:d8+.) 
4.c6 c:b5 Bg4 B:dl 
5.d4 d:e5 e6 e7 e:d8(Q)+ (This looks 
a ponderous l4Yly of taking Blacks 
Queen. but it is not easy to take this 
piece satisfactorily, ego 5.(I) d4 e4 
Bg5 B:d8 K:d1 6.Nc6 N:d4 g6 BM 
Rc8Rcl#.} 
6.K:dS Ke7 Kf6 g5 Nd7 Bb4+ fA 
good series. It leaves Whites a' pawn 
the only one that can promote. He 
fails to find an adequate defence.) 
7.K:dl a3 a:b4 R:a7 R:a8 h4 h:g5+ 

S.Ke5 K:d5 Kc4 KdJ h6 h:g5 R:hl 
R:gl mate. (0-1) (In back row mates 
the King is often useful in guarding 
the defending Kings fOrl4Ylrd escape 
squares.) 

George JelIiss - lan Richardson 
l.e3 
2.Nc6d5 
3.Ba6 B:b7 B:c6+ (This does not 
seem to improve on 3.Qg4 Q:c8 
Q:d8+.) 
4.Qd7 Q:c6 Q:c2 Q:dl+ (IR: 
'Forced' but not disadvantageous. ') 
5.K:dl Ke2 Nc3 N:d5 N:c7+ (IR: 
'White has only moved two of his 
existing pieces. ') 
6.KdS e5 Bd6 B:c7 Ne7 Ba6+ 
7.dJ Bd2 Rcl Rc6 R:a6 fJ Nh3 (IR: 
'Inviting a double-rook attack. ') 
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8.B85 Kd7 Rhc8 Rd Rac8 R8c2 
(h5) R:d2 mate. (0-1) (It l4YlS not 
hard to construct this mate.) 

Georgt' Jelliss - Peter Coast 
1.e3 
2.e5 d~ 
3.Qg4 Q:c8 Q:d8+ 
4.K:d8 Ba3 B:b2 B:al 
5.(1) Bb2 B:al B:e5 B:g7 B:hS (In a 
1984 game Bellucci played against 
Gallozzi 5.d4 d:e5 e6 e:j7 18(Q)+ and 
drew.) 

6.(1) bS b4 b3 b:c2 Nc6 c:bl(Q)+ 
(The winner. Black. remarked that 
Whites 5th move was a mistake as he 
can now get White's pieces tangled up; 
but he missed immediate mate by 6.d4 
d3 Nc6 Nd4 d:c2 cl (Q)#. as well as a 
2N - mate by 6.Nc6 Nd4 Nf6 Ne4 Nc3 
N:c2# !) 
7.(1) Ke2 KfJ BbS B:c6 B:a8 Nh3 
R:bl (White in turn overlooks mate: 
7.Ke2 g4 g5 g6 g:j7 BhJ 18(Q)#.) 
S.hS h4 fS f4 f:e3 e2 el(Q) Qe4 
mate. (0-1) 

lan Richardson - George Jelliss 
I.NfJ 
2.e5 e4 (The most popular reply to 
l.Nf3; but White is not impressed by 
it!) 
3.e3 g3 BbS fA new reply.} 
4.e:fJ Qh4 Q:h2 Q:hl+ 
5.Bft Q:f3 Q:hl Q:b7 Q:c8+ (If 
White plays Q:a8 instead ofQ:c8+, he 
gets mated. 1R: 'My moves are almost 
forced by my opponents series 2. ? 
6.Ke7 Nc6 R:c8 Kf6 Nb4 N:c2+ (IR: 
The King here on the 3rd rank is 
vulnerable to a pawn attack.' But 
Black has a bad game il1lJI'MY.) 
7.Kdl Bd3 BiS g4 f4 Nc3 Nd5 mate. 
(l~) 

lan Richardson - Paul Byway 
1.NfJ 
2.e5 BM (According to 'PR Base', 
with this line Black has registered 13 
wins to Tflhite's I.) 
3.c3 c:b4 g3 
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4.Qf6 Q:O Q:hl Q:fl+ {Giancarlo 
Buccoliero and Vito BaUo both played 
4.e4 e:f3 J-e2 e:dl{Q}+ on the other 
occasions when White's 3rd was 
ventured.) 
S.K:fl d4 e4 0 Bg5 (Giving his King 
some air.) 
6.dS Bg4 B:O B:dl Nc6 Kd7 (White 
seems to have a reasonable enough 
game, which l.-QUld vindicate his 
cl'oice of series 3. However, in this 
difficult position he goes astray and 
allows a mate. Has he anything 
better?) 

7.Nc3 N:d5 N:c7 N:aS R:dl d5 
d:c6+ 
S.K:c6 fS f4 0 Nf6 N:e4 RdS R:dl 
mate. (0-1) 

lan Ricbardson - Peter Coast 
I.NO 
1.e5Bb4 
3.N:e5 NdJ 0 (.4n original approach 
to Black's series 2.) 
4.Qf6 Q:bl Q:c1 Q:dl+ 
5.Kfl N:b4 Nc3 R:dl b4 (A good 
series, making it very difficult for 
Black.) 
6.(1) as a:b4 b:c3 g5 g4 g3+ 
7.(1) K:g3 d:c3 Rbl R:b7 R:b8 R:a8 
R:c8+ (White had 7.K:g3 d4 d5 d6 
Rd4 Rg4 R:g8#, an attractive Italian 
mate pointed out by Patrick Donovan. 
But White must be winning anyway.) 
S.Ke7 Nh6 R:c8 Ra8 R:al Ral R:fl 
R:bl 

9.(1) Ktl g4 g5 g:b6 Kgl K:bl Kgl 
Kt2 Ke3 (White takes both Rook and 

Variant Chess 

Knight. But this line leads. by con'ect 
play, to a lost position. Winning is 
9.Kf4 Ke4 g4 g5 g6 g7 g8(R) Rgl 
R:hl - the Rook is taboo to capture by 
the Knight. 

Why not promote to a Queen? Because 
Black can win by IO.Nf5 N:M N:f3 
Kd6 Kc6 .... Ng5# !) 
10. Kd6 Kc5 Kc4 K:c3 K:cl Kc3 
Kc4 Kc5 KdS Ke6 (.4 good line for 
Black is 10.Kj6 Kg6 K:h6 Kk5 K:h4 
Kg5 Kf5 Ke5 c5 d6, although he looks 
to be winning anyway.) 

1l.KdJ Kc3 Kb3 Ka3 Kb3 Kc3 KdJ 
e3 e4 f4 h5 (White cannot go for the 
'c' pawn, for Black will be able to 
infiltrate on the kingside.) 
12. Ke7 Ke6 Ke7 Ke6 Ke7 Ke6 Ke7 
Ke6 Ke7 f6 fS f:e4+ (12 ....... /5 d5 c5 
J-e4+ is perilaps simpler.) 
13. K£4 Kb5 Ka6 Kb7 K:c7 Kb6 
Kc5 Kd4 K:e4 KdS Ke5 fS f6+ 
(White is lost. I did think that a saving 
line here 'MW 13.Kc4 Kb5 Ka6 Kb 7 
K:c7 Kb6 Kc5 Kd4 K:e4 Kd5 Kd4 Kd3 
Ke4, 

believing that Black would be forced 
to play: 14.Kd6 Kc5 Kc4 Kc3 Kd2 
Ke2 Kf2 Kg3 Kg4 K:h5 K:h6 Kg6 Kf6 
Ke6 and draws. But Patrick Donovan 
(and the winner himself I later 
realised) pointed out that after series 
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13 White cannot improve his position. 
so that on series 14 and 16 Black 
needs only to play moves that keep the 
position exactly the same. On his 
series 18 he will have enough time to 
come round the back of JH,ite's 
position, grob the 'h' pawns, slop 
White from doing anything by posting 
the King at g6 or f6, and queen his 
own pawn at hI.) 
14.Kf7 d5 d4 dJ dl dl(Q) Qdl Qdl 
Qdl Qdl Qcl Qdl Q:b6 Q:f6+ 
White resigns. (0-1) (.4 most 
interesting endgame. But after his 
good early play White should 1I0t have 
lost this game.) 

DA VID PRITCHARD 
Congratulations to il presidellto 
for reaching the fInals of the 
1995 AISE International 
Progressive postal Chess 
tournament. No mean feat 
considering the large nwnber of 
fIne players of this variant 
around. 

ULSTER CYCLE 
In the Guardian newspaper of 

29th June 1995 it is quoted that a 
retired academic, Dr. Tom MacGregor, 
has resurrected a 'pre-Roman pastime' 
that is 'much more satisfying than 
chess'. The announcement was made 
in the King's Arms, Perth in Scotland. 
The game (pastime) is called here 
'Dun' or 'Fortress', but is almost 
certainly the Viking game of Hnefa
tafl, details of which can be seen in 
Games & Puzzles issue nmnber 20, 
and elsewhere. Dr. MacGregor states 
that 'Dun' is the modem version of a 
game frrst mentioned in the 2,500 
year~ld 'IDster Cycle'. 'Actual(v the 
banished heroine Deirdre is 
troditionally quoted as playing chess " 
he says, but he adds that this is a 
mistranslation. 

Peter Wood wrote to Dr. 
MacGregor asking him to elaborate on 
the Guardian report and quote the 
passag~ from the Ulster Cycle, but has 
received no reply. Has any reader an 
Ulster Cycle to band to quote us the 
passage relating to a 'chess' game? 

George Jelliss heard a radio news 
report early in September of a dig at a 
Romano-British burial at Colchester 
that has unearthed a games board with 
the pieces in position but basn't seen 
this reported in the press. The game 
(Hnefatafl? Petteia? Latrunculorwn?) 
was not named. 
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Those of you who read the 
announcement on p. 220 in the last 
issue, already know that I am bidding 
you farewell with this coh.mn. My 
other responsibilities, and in particuiar 
the editing and publishing of the u.s. 
Problem Bulletin, have made it very 
difficult to dedicate the amount of time 
and care that I wished to these pages. 

These lines are being written 
under more than the usual time 
pressure, as I am moving to Italy in 
just a couple of days. Please write 
down my new address: Via Spartaco 
10, 1-40138 Bologna, IT A L Y, 
This however does not affect the 
wealth of offerings in this issue, 
which include a number of fine 
originals and the tying up of two loose 
ends: the conclusion to Mark Ridley's 
article. and a late award. In Italy, I will 
concentrate on editing the USPB, 
which publishes fairies as well as 
retros and problems of all other types 
(subscription is $12 air, $10 surface). 
Finally, I would like to take this 
occasion to thank all the solvers and 
composers who have supported the 
column with their creative and analytic 
work. I hope you will keep in touch! 

129. Ronald TURNBULL 

Mate in 2; Angevin Sentinels. 

I am very fortunate to leave the 
column in the skilled hands of Ronald 
Tumbull. British readers are no doubt 
familiar with his fairy problems and 
articles in The Problemist, and with 
his contributions to a revival of prob
lem activities in Scotland (such as the 
recent meeting in Thornhill). For the 
others Ronald thoughtfully provides 
the original 129 as his calling card. 

In Sentinel Chess any move by a 

Variant Chess 

piece leaves behind a pawn of the same 
colour (with the exception of the 1st! 
8th rank). In Angevin Sentinds a 
move is legal only if the resulting 
position could be reached in a game 
under orthodox rules. 

130. Ulf HAMMARSTROM 

Helpmate in 3.5; Imitator g6. 

131. Alexander CHISTY AKOV 

~ ~ 
~ ~ ~ ~ ~ ~ ~ 

~L' ~.~ ~ 
~ ~ ~ ~ ~ ~ ~ 

~t~ ~ ~ 
~ ~ ~ ~ 
~ ~ ~ ~ 

~ ~ ~ ~ 
Series helpmate in 10; Two variations. 

132. Nikolay R. V ASYUCHKO 

Series helpmate in 31. 

White plays first in 130. With 
every move the Imitator makes a 
simultaneous parallel move. Moves 
that cannot be imitated are illegal. 

The two solutions of 131 start 
the same way before separating in two 
echo variations. The fine 132 is not a 
record of any kind, but it achieves an 
intensive result with the simplest of 
means. The next pair uses the Lion 
(moves and captures on Q-lines by 
leaping over a hurdle to any distance 
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beyond). Black plays his longest legal 
move in both. My 134 was actually 
inspired by an error in Pavlos' 
diagram! 

Michal Dragoun shows good 
strategy in a light setting, while 
Nebotov's 136 demonstrates a task 
that he has worked on before (see 
FI068v Problemist viil1990 & 1512 
Phenix ivIl993). In Madrasi a unit 
becomes paralysed when observed by 
an enemy unit of the same type. White 
forces Black to give stalemate in 
Edgar's single-row 137. The Amazon 
is a Q+S combination piece. 

133. Pavlos MOUTECIDIS 

Selfrnate in 6; Set Play 
Maximummer, Lion hI. 

134. Stefanos PANT AZIS 
Dedicated to Pavlos Moutecidis 

Selfmate in 11; 
Maximummer, Lion h8. 

135. Michal DRAGOUN 

Helpmate in 2; Two solutions, 
Circe Madrasi. 
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136. Valery A. NEBOTOV 

Helpmate in 2; Four solutions, 
Circe Madrasi. 

138. Alexander SHVICHENKO 

Helpmate in 3; Two solutions, 
Andemach Chess. 

139. Alexander PANKRATIEV & 
Dieter MULLER 

Mate in 2; Set Play, Try, Circe. 

Alexander gives us some more 
model mates with Andernach Chess in 

Variant Chess 

138: any unit--other than a King
changes colour after making a capture. 
(Pawp::; first promote and then change 
colour.) Then come two light Circe 
settings with bright play. 

142. Luigi VITALE 

Our judge takes a second bow 
with a heavier setting (in fact an 
illegal position, but that matters less 
in a fairy). In Patrol Chess a man can 
only check or capture if observed by a 
friendly unit. Finally relax with a 
puzzler from Italy! 

c.-'~"'.lItions to 
in V~ 
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114 Theodor Steudel. 
Set: 1.- a7= 
1.bxa6 ... 6.aI=B 7.BeS 8.Bxh2 
9.Bb8 ... I1.hI=B 12.Bb7 13.Bc8 
dxc8=Q= 
"It is not easy to compose a series with 
set mate. A good composition!" (E. 
Bartel) 

115 Nikolay R. Vasyuchko. 
(1) 1.Rxe4 Gf4 2.Bd6 (f)Gd~ 
(2) 1.Bxd6 Gb4 2.Re4 (b)Gd~ 
"Surprising Umnov effects and not easy 
to solve." (M. Ridley) "Opfer-, Block 
und Mattwechsel in bestechender Form. 
Wonderful." (EB) "Nicely matched 
solutions." (A. Ingleton) 

116 H. B. F. Boumeester. 
l.e4 (waiting) 
1.- RaS 2.Gxh6 Kb6:.t: 
1.- S- 2.Gxb4 Rh8;e 
1.- Kb6+ 2.Ga5 Rxa5;e 
1.- Bxg6 2.f6 Bxe4;e 
1.- g3 2.eS Bf3;e 
One-way G-leaps put to good use. 

117 Erich Bartel. 
(KA = Kangaroo) 
1.Kf3 2.KAxa8 3.KAg2 4.Kg4 
S.KAxg8 6.KAg3 7.Kf4 8.KAxb8;e 
NOTE: Only bRh8, Sg8, Pa7,h7 are not 
needed for soundness. "Merry-go-round 
by white King." (composer) "Quite a 
teaser. l.Ke4? was very tempting, but 
then it takes 9 moves." (MR) 

118 Nikolay R. Vasyuchko. 
1.Kf4 ... 12.Kb3 13.KAa3 ... 21.Ke7 
22.KAf8 23.KAcS ... 32.Kc2 
33.KAcl 34.KAc4 ... 47.Ke4 
48.KAf4 f3;e 
"It's a long way to Tipperary (f4) for the 
Kangaroo and also the bK for coming 
home (e4) again." (EB) "Economically 
controlled royal walk-about leading to 
ideal mate." (AI) 

119 Jorge M. Kapros. 
E=Edgehog 
(1) l.1Ee6 gEgS 2.Kd5 Egl;e 
(2) 1.8EeS hEf7 2.KdS Ea7;e 
Paul falls for try l.lEb4 gEgS 2.KcS+ 
Egl?? (showing use of wK). "Interesting 
demonstration of mutual Anti-Bristol of 
black Edgehogs and self-interference 
properties of white Edgehogs. I hope 
this encourages more Edgehog 
problems." (MR) "Pleasing discovered 
mates." (AI) 

120 Plaksin & Zolotarev. 
Retract 1.Rg3-g4+ d7xSc6 2.b2-b3 
b3xRc2 3.Sb8-c6 b4-b3 4.b7-b8=S 
bS-b4 S.a6xRb7 Rb6-b7 6.Rcl-c2 
Rc6-b6 7.Ral-cl RcS-c6 8.RhS-g5 
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RgS-cS+ 9.RhS-hS b6-bS lO.h7-hS=R 
Rh8-g8 1 1. Kg7-f6 etc. "Logjam in 
SE corner can now be cleared without 
further movement of Rh8." (AI) 
So the shortest possible path is hS-gS. 
(Bh4~gl~bl. gP, wPg2xBf3, 
wPh7~h2, bl. R~gl-:+Ph6xBgS) 

121 Geoffrey R. Foster. 
There are 14 visible wP captures. So, 
apart from the bK, at most one black 
unit remains. This can only be the a
pawn. The bK can only be on eS, e6, 
h3. e2 or a6. In the last case the bP 
must be on a7. If the bK is on h3 or 
e2, its only moves are captures that 
will be announced: 1.- Kxg4lKxh21 
Kxdl 2.Bg2lRh lIQe I;!:. 
White tries to force the bK to move by 
capturing the bP. Attempt l.Ra4 (not 
l.Ra3? KeS!); if accepted (and no 
umpire announcement is made) the bK 
moved between e5 & e6: 2.Qd6;!:. If 
refused the bP is present, so attempt 
1.Rxa5 (this must be a capture if 
legal); if accepted and there is no 
announcement 2.Sc7;!:; then 1.Rxa6 
for 2.Bc7;!: under the same conditions. 
Finally if refused, play l.Rxa7: if 
Kxb6 2.Rd6;!:, else 2.Re7 or Qe7;!: 

122 George P. Sphicas. 
l.gxhS=nS (SbS) 2.nSf7 3.nBxg6 
(g7) 4.nBxhS (h7) 5.h8=nB 
6.gxhS=nR (BiB) 7.nRxh6 (h7) 
8.h8=nQ 9.nQb2 10.nBe7 Il.nSxh6 
(RhS)++ Kxe7 (Bcl);!: 
The four promotions on the same square, 
shown for the first time with neutrals. 
Only problem to defeat all solvers. 

C{)Qricmt Chess 

123 Artur T. Gartser. 
(a) 1.Qe4 Bd3 2.Qh4 Be2;!: 
(b) l.Kh4 Kb4 2.Qh5 Bf6;!: 
"Not as easy as I first thought; neat 
selfblocking." (MR) "A good grid
specific echo. I like it." (EB) 

124 Artur T. Gartser. 
l.RbS Kd3 2.Rb3+ axb3 (RaS) 
3.RcS! (Ra4?) Ke4 4.Rc4+ bxc4 
(RaS) 5.Rd8! (Ra5?) KfS 6.Rd5+ 
cxd5 (Ra8) 7.Re8! (Ra6?) Kg6 
8.Re6+ dxe6 (Ra8) 9.Rf8 exf7;!: 
Systematic movement with simple but 
satisfying dual avoidance (to let wK 
through). Extended round-trip by bR. "R 
keeps coming back for more." (AI) 

125 Erich Bartel. 
l.hxgl=B (Bf8) gxf8=Q (Qdl) 
2.gxhl=S (Sg8) hxg8=S (Sbl);!: 
"Promotion only" (Composer) "Wot, no 
AUW?" (P. Fayers) Try I.gxhl=S(Sg8) 
hxg8=Q (Qdl) 2.bl=S Bd4 fails to Kxd4 
(Ke8)! 

126 Stefanos Pantazis. 
(a) l.hxgl=S (Sb8) axb8=B (Bcl) 

2.exf1=R (Ra8)+ bxa8=Q (Qdl);!: 
(b) l.el=R axb8=B (Bel) 2.Rxfl 

(Ra8)+ bxa8=Q (Qdl);!: 
l.exf1=R (Ra8) bxa8=Q (Qdl)+ 
2.Ke3 axb8=B (Bel);!: 

[Part (b) could be presented as bK-+e3: 
l.exfl=R (Ra8)+ bxa8=Q (Qdl) 2.hxgl 
=s (Sb8) axb8=B (Bcl)*1 Ascending 
order promotion only AUW, Pha:nix. 
"AUW LOst in (a) and reciprocal white 
UW LOt-DU in (b); interesting." (EB) 

~ 127 Peter Fayers. 
(Wh.) l.Re7=R+B Se4 2.R+Bf6 

Autumn 19% 

Sxf6 (Rh8, BiB);!: 
Cook: (by M. Ridley) l.Sxc7 (Qdl) 
Qd4=Q+P 2.K.fS Q+Ph8=Q+S;!:! . 
(BI.) I.Qc3=Q+S Sb4 2.Q+Sa2 

Sxa2 (Qdl, Sbl)* 
Regarding 128, Paul Rllican writes that 
he disagrees with a single pawn 
promoting to a combined piece, bllt 
points out that two (or more) combined 
pawns can promote to combined pieces. 
Rebirths can take place on squares 
occupied by friendly units. 

LADDER SCORES: 
Maximum 21 5 (= 193+22), 
P.Rliican 161 (= 146+15), 
A. Ettinger 129 (= 129+), 
E. Bartel 128 (= 116+12), 
I. G. Richardson 126 (= 111+15), 
M. A. Ridley 86 (= 74+12), 
V. Cri~an 77 (= 77+), 
V. Krivenko 68 (= 68+), 
M. OIausson 63 (= 63+), 
A. W. Ingleton 22* (= 155+17), 
R. Cassano 17 (= 17+), 
P. Fayers 17 (= 9+8), 
G. Vecchi 9 (= 9+). 
As the column had to be prepared early 
any further solutions received before the 
publication of VC21 will be reported in 
the next issue. A ladder ascent (and a 
year's subscription to the US Problem 
Bulletin) goes to Paul, our second solver 
to notch more than 150 points. 

Send solutions & originals to: 
Ronald Turnbull, Highland 
Cottage, Gatelawbridge, 

Thornhill, Dumfriesshire DG3 
SEA, SCOTLAND. 

FAIRY KINGS PART IV 
by Mark A. Ridley 

(1912). However, the Neutral King was first suggested by 
K. J. Goodare 40 years later (Fairy Chess Review xlI9S2). 

Section 6: Miscellaneous Kings (Contd.) 

(p) Potentate Kings 
The Potentate King is only deemed to be in check when 

attacked twice. It ignores single attacks. (It is identical to the 
Armoured King independently proposed by N. Guttman in 
the early '80s.) 

Problem S was the first published using a PK. The 
bRfl is not pinned (if it moves, the bPK is only under fire 
once). The key allows battery openings and shut offs. 

Since a double attack on the PK counts as only a single 
check, much extra force is needed. Nevertheless, PKs could 
have potential, for example if fairy pieces such as Lions, or 
fairy conditions like Patrol chess are in use. (Orthodox 
double checks can then occur without the use of batteries.) 

(q) Neutral King 
Neutral pieces are now well known. They were 

introduced by T. R. Dawson in the Reading Observer 

Problem T with its reciprocal e.p. captures is an 
excellent example. It was described by judge Yves Cheylan 
as "one of the greatest Neutral masterworks since the 
invention of the genre in 1912." 

Note that in a wholly neutral problem, check or mate to 
a neutral K can only be given by a Neutral Pawn, since any 
check by a Neutral piece would be self-check. 

(r) Bronner Chess 
The posthumous U uses another very old idea (1919). 

In Brunner Chess a capture of the King is illegal if it leaves 
the other K in check (i.e. a check can be answered by 
attacking the other K, or by pinning the checking man). 

(s) Anti-Kings 
The Anti-King is in check when not attacked by an 

enemy unit. Problem V features such a King together with a 
Rookhopper (moves like a Grasshopper, but on R-Iines 
only) and Kamikaze Chess (capturing pieces disappear with 
their victims). 
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Although three disparate fairy elements are in use, we 
nevertheless have a splendid demonstration of 'Organ Pipes'. 

Section 7: Combinations 

All the problems quoted up to now have featured only 
one type of fairy K. However, there is no reason why two or 
more types of fairy Kings could not be combined. 

This could be done in a twin (e.g. (a) Circe K, (b) 

Antipodean K), or like in Problem W where the Anti-King 
and Rex Multiplex properties are in use simultaneously. 
Problem W is an interesting example of piece shuffling. 
Conclusion: I feel that many more fairy King ideas remain 
to be explored. Comments from the readers are welcomed. 
(Write to 59 Otterbum Avenue, South Wellfield, Whitley 
Bay, Tyne & Wear NE25 9QR.) 

s: A.Davaine 
Probleme iiil1970 

T: M. Ritbrsch 
v. First Prize, 

The Problemist 19S5 

U: Powell & Sells 
3rd Commendation, 

The Problemist 1974 
W. R. Powell 

*2 Potentate Ks h*3.5 Neutrals 
b) nSe3 .... fS 

*2 Kamikaze Chess, 
Rookhopper as, 

Anti-Kings n, h5 

*2 Brunner Chess 
(fries) 

h=4 Anti-Rex 
Multiplex 

Solutions: 
S Davaine. 1.6Rb5 (zz) 1.- Rxf5 2.Bf4*, 
1.- Rh3 2.Bg3*, 1.- Rn 2.B~, 1.- Rxd3 2.Be3* 
1.- PKxc6 2.Bxf3* 
T Rittirsch. (All men neutral.) 
(a) 1.- eSb4 2.f5 Kg6+ 3.Kh7 Bd4 4.g5 fxg6 e.p. (g7)* 
(b) 1.- Qb8 2.Kf6+ Ke7 3.g5 Bh4 4.f5 gxf6 e.p. (f7)* 
U Powell & Sells. I.Kel (zz) 
1.- Bc7, Bc6 2.Bc5*; 1.- Bd7, Bd6 2.Bd5* 

1.- Rd7, Rc6 2.Bb5*; 1.- Rc7, Rd6 2.Be5* etc. 
By-play: 1.- Sf3, Sg2 2.RHxal*; 1.- Sg6 2.f5*; 1.- 7S-
2.fxg5*; etc. 
V Creed. Tries: I.Kf6? Qh6 2.Rxh6 Kb 1; I.Kg6? Qb2 
2.Sc3 Qc2; l.Kh6! 
W Powell. I.KcS SKc7 2.aKbS aKa7 3.KaS dS=K 4.cKbS+ 

dKcS= 
(THE END) 

Informal Tourney Award: THE GAMES AND PUZZLES JOURNAL 
& VARIANT CHESS 1989-90 

Editorial Preamble: Although five year delays in the 
appearance of awards are unfortunately not as rare as they should 
be, some words of explanation and apology to the composers 
are still necessary. The main culprit for the delay was the 
originally appointed judge, Denis Blondel. Those who have 
seen Denis' work in the FIDE Album and Phinix will appreciate 
the reasons he has been so busy. When I took over this column, 
I was able to find an expert replacement judge in Y. Cheylan, but 
our work has not been simple as I was not the editor of the 
column at the time these problems were published. I can only 
hope that nothing of value was omitted from consideration. 

Three problems originally intended for honours were found 
to be unsound and had to be removed from the award. Sadly, 
these included GP J 125 by Aubrey Ingleton which would have 
otherwise received a prize. [Cook: 1.c6 Ka3+ 2.1U:Ll4(BfJ) Bc4 
3.Bd Sa7 4.Sxc6(c2) Sa5 5.Sb3 cxb3 (Sg8)#] The others were 
VC 13 by K. Widlert [J.Kh2 Raj 2.Qa4 RhJ+ 3.Kxhl(RaB) 0-
0-0 4.Qc6#, and VC 16v (with wBa6 and bBb5) by S. 
Woszczynski [1.Sxd2 Se8 2.b4+ c5 3.Sb3#}. Please notify 
new problem editor R. TumbuLL if a correction of any of these 
entries was published in GP J or vc. 

During 19S9-1990, the Games and Puzzles Journal and 
Variant Chess published 7 retros and 102 fairies. Some 26 were 
unsound, VC 20 was self-anticipated, and VC 55 partially 
anticipated, leaving SI problems. 

The general level was not very high. There were too many 
trifles without real thematic content. A fairy problem should not 
be a mere sum of oddities ... Perhaps the helpmate encourages 
such a tendency. I feel it should be reserved for ideas impossible 
to show in a direct mate. In addition, the fairy composer must 
try to resist the temptation to use extra conditions or bizarre 
men just to overcome technical difficulties. 

GP] 105 is not a genuine twin. In GP] 133 the trick 
"Black must check" makes things too easy. The dedication of 
VC 59 does not seem warranted by the content... No real 
masterpieces here in my opinion, but some good problems, as 
well as some modest works that were commended because of an 
interesting idea. 

Prize: GPJ 111 Erich Bartel. Maybe easy to solve. 
but with perfect economy. A good find and a nice composition. 
With its set play, it deserves a prize. 

First Hon. Mention: GPJ 113 Erich Bartel. The 
Ciree Malefique effects are not too rich, but the AUW is reached. 

Second Hon. Mention: VC 3 lan Shanahan. 
Economical setting with pretty exchange of pin-unpin effects. 

Third Hon. Mention: GPJ 138 Theodor Steudel. 
Clever entertainment, but too many fairy elements are packed 
together. Besides a stalemate is rather prosaic when it is reached 
by consecutive elimination of the men able to move ... 
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111 Erich Bartel 
Prize. 

GP] & VC 1989-90 

h;t:2 Set Play. Lion. Neutrals 

Solutions: 

113 Erich Bartel 
First Hon. Mention. 
GP] & VC 1989-90 

Sh=3 Four solutions. 
Circe Malefique 

111 Bartel. Set: 1.- c8=nL 2.nLh7+ gS=nL;t: 
I.nLd7 g8=nL 2.nLh7 cS=nL;t: 

113 Bartel. 
l.el=Q 2.Qxe7 (Bf8) 3.QdS Qe8= 
l.el=R 2.Rcl 3.Rxc7 Qc6= 
l.el=B 2.Bc3 3.Bh8 Qg7= 
l.el=S 2.Sc2 3.Sal Qc2= 

3 Shanahan. 
(a) 1.0-0-0 Sa6+ 2.Bc4 Bg4;t: 
(b) l.Bf8 BhS+ 2.Bf7 Rel;t: 

138 Steudel. (C = Camel. W = Royal Wazir) 
l.al=C Wa2 2.bl=C Wxal 3.cl=C Wxbl 4.dl=C Wxcl 

Michel Olausson Alexander 

3 lan Shanahan 
Second Hon. Mention. 
GP] & VC 1989-90 
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138 Theodor Steudel 
Third Hon. Mention. 
GP] & VC 1989-90 

S.el=C Wxdl 6.fl=C Wxel 7.gl=C Wxfl S.hl=C Wxgl 
9.Cg4 Cxg4= 

Commendations (in order of publication): 
VC 8 Peter Wong. 
VC 12 Michel Olausson. (Whole board available for 

each part. The right part has two variations separating on 
Black's last move.) 

VC 32 Alexander George. 
VC 37 Erich Bartel. 
VC 40v Charles Frankiss. (Adding a wP on a7 or a2 

makes it sound. but the solution becomes slightly inferior.). 

Erich Bartel Charles Frankiss 
Commendation 

Retract a move by bBe4 
to leave no h;t:1 

Sh;t:12 Chameleon 
Ciree. See text! 

h;t:2 Ciree Rex Inclusiv h=2 Duplex s;t:S Ciree 
(b) bKc2-'g2 

Solutions: 
8 Wong. 

Retract BfSxSe4! 
Set: l.Bd5 Qxf4;t:; Tries: BfS-e4? I.Rd4 QxfS;t:. Bf3xQ or 
Bf5xR? l.Kxf6 d8=Q/B;t:. Ba8xR? l.Kxf6 Qxf4;t:. Bf3xR? 
I.Kd5 Qd4;t:. Ba8xBIP? I.fRg4 Sf7;t:. BdSxB/P? I.Rxe4 
Sxg6;t:. Bf3xB/P? l.cl=S QbU. BfSxB/P? I.Bxd7 Sxd7;t:. 
Ba8xS? I.BdS Sxg6;t:. Bf3xS? l.bS Qc5;t: 

12 Olausson. 
(L) I.Kxb3 (Bfl) 2.Ka3 S.bl=S 7.Sxfl (Rhl) 9.Sxhl (Qdl) 
12.Sb2 Qa4;t: [13.Sxa4 (Sbl)?7] 
(R) 6.Ka8 11.g1=Q 12.Qa7lQb6 Rxa7lSxb6 (Sb8);t: 

32 George. 
(a) l.Qxa3 (RaI) Qe8 2.Qxa8 (Kel) O-O-O;t: 
(b) l.Qxf3 (Rhl) Qe8 2.Qxa8 (Kel) O-O;t: 

37 Bartel. 
(W) I.g1=R cxb8=B 2.Rg3 Bxg3= 
(B) l.c8=S gxhl=Q 2.Sa7 Bxa7= 

40v Frankiss. (with wPa2 or a7) 

l.Bh3 (zz) Qxe7 (Bcl) 2.Sa4+ Kxc4 (Sbl) 3.Bfl+ Qe2 
4.Sa3+ Kd3 S.Rh2 Qxfl;t: 

Orange. April 1996 Yves Cheylan 

Definitions: 
Camel: (3.1) leaper. 
Chameleon Circe: A captured piece transforms in the sequence 
S-B-R-Q-S ...• and is reborn according to its new status. 
Circe Malefique: Captured pieces are reborn as if they belonged 
to the opposing side (without changing colour). 
Circe Rex Inclusiv: The Kings are also reborn according to Circe 
rules. A King is mated when his capture without a rebirth cannot 
be avoided. 
Lion: Moves and captures on Q-lines by leaping over a hurdle to 
any distance beyond. 
Neutral men: Can be treated as white or black at the option of 
the side with the move. 
Wazir: (O.l) leaper. 
Computer tested are: GP] 111.113. VC 3.32.37. 40v. 
Please test the remaining problems! Send all claims of cooks or 
anticipations to the new problem editor by December 1 st. 

page 14 



<{)oCume 3, Cfssue 21 

'UGl3~()0 
(3)3)] 

by Paul Byway 

188 Lampits. Hoddesdon ' 
Hertfordshire ENII 8DU 

I have just been reading some 
interesting articles, from Eteroscacco, 
which were sent to me by Peter Wood, 
concerning the endgame K, B, N 
versus K in Progressive Chess, 

It would be useful, I think, to 
outline the status of this ending here: 
much of what follows is due to Vito 
Rallo. Agostino Braca. Demno Polacco 
and Roberto Cassano. 

First it will be sho\W that Black, 
having the pieces. always wins. 

(1) No edge square is safe for the 
White king. e.g. 

W) Kdl B) Kd3, Bd2, Ne3 or 
W) Kel B) Kd3, Bh4,Ne3. 
(2) The White king can always be 

driven from the centre. Consider 
W) Kd4 B) Ke8, BfS. Ng8 
with Black to move:-

(n) Nf6. Ke6, Be5 drives White 
from the centre. 

(n+I)Kd3. 
(n+2) Ke5, Bd4, Nb2 and now 

Black occupies the centre. 
(n+3)K.t3. 
(n+4) Kf3. BgS, Nd4 finally 

dislodges the White king from the 
extended centre: this cage was 
reported by A Braca. 

(3) It remains to be sho\W that 
Black wins when the White K occu-
pies one of the six squares b2 to g2. 

wKb2: Kc4, Bc3, Ne3. 
wKc2: Kc4, Bc3, Ne3. 
wKd2: Ke4, Bb4, Nd4. 
The White king moves to b2 and 

then loses as in the first example. 
wKe2: Kg2, BgS, Nb2. 
White loses by zugzwang as he 

must make an odd number of moves: 
this position is due to Cassano. 

wK.t2: Kf4, Bg3, Nd4. 
The White king moves to g2 and 

then loses as in the next example: the 
Black bishop must come from h2. 

wKg2: Kg4, Bg3, Nf4. 
If now we consider the endgame 

with colours reversed it is seen that 
only in the case ofCassano's position 
(bKe2) does the result change: 
because Black plays an even munber 
of moves he cannot be forced to the 
edge and the result is a draw. 

If a cage could be formed with 
check, white could win. we can 
conclude then that a centralised Black 
king will draw, because when White 
forces the occupation of the centre 
there is a safe haven at one of the 
equivalent squares e2, g4, d7, b5. 

It would of course be a mistake 
for Black to retreat slowly to 0, or c6, 
because Braca' s method denies access 
to the safe squares. The diagram 
below shows the drawing zone for the 
Black king (reflect left to right when 
the White bishop is on light squares): 
White wins in three cases out offOUl". 

We might next consider whether 
White can win when Black has a pawn 
and his king is in the safe zone. I give 
some examples of White wins in the 
following table:-

wK wB wN bK bP 

c7 d5 f5 e7 f6 

g6 g4 d5 e7 d6 

c6 e6 c2 b4 c3 

c6 e6 a2 b4 a3 

b2 c4 fl d2 12 

12 f5 bl d2 b2 

f7 e6 h3 g5 h4 

f7 e6 0 g5 f4 
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r d like to hear of any more 
examples, particularly with the Black 
king closer to the centre. [Stop Press: 
in a note to PCW Paul notes two 
further White wins: d7; d6. g3. /5. g4 
and d7; e3. g3./5. e4.] 

Now for a neat Losing Chess 
study: taken from John Niemann -
Eine Gedenkschrift by GOnter B1lsing 
and flans Gruber. 

17. J.Niemann 
Schachmatt 1947 

Losing Chess 
White to play and win 

Lastly a Modem CourierChess study: 
18. P. Byway 

Modem Comier Chess 
White to play and win 
- ..... -

Our new problems editor sends a 
Beginning instead of an Ending: 

R Tmnbull & S.Emmerson 

Andemach Chess (see p.ll) 
Position after Ws 4th move 

Game so far? (b) +.a8, -~g8 

Solutions on page 16. 
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BOOK REVIEWS 

FIRST STEP TO SHOGI 
pp. 308. supervision Oyama Memorial Museum (M. 
Kitamura). published by Space Sano. Japan 1995. 

This new introductory textbook to Shogi is a 
handsome paperback going in quite a bit more depth 
than its predecessors, such as Leggett's Shogi. 
Japan 's game of strategy. A question that faces books 
of this type is how far to westernise their presentation 
(notation, diagrams, and so on; see VCl6 pp.120-1, 
for a discussion by P. Wood). The answer chosen here 
is an emphatic 'not at all'; in fact there is an explicit 
effort to use "authentic Japanese terminology and 
characters" . 

Diagrams used are basically of Japanese type, 
and even simple terms like Black or White, Bishop or 
King, are always replaced by their Japanese 
equivalents. Now there are cases when something 
important may be lost in a literal translation (e.g. 
'obligation' instead of giri). but nothing is gained by 
saying Gyok instead of King. On top of this, it would 
be a real stretch to call the language used 'English'. 
Although one can in most cases guess what is meant, 
any subtleties of emphasis are lost, and sometimes 
Cho Y o-like peaks ofbufIoonery are scaled. 

This makes comments in the publisher's press 
release regarding respect for other cultures sound like 
so much self-satisfied hypocrisy. It is amazing that 
not a single speaker of English could be scared up for 
a book ostensibly aimed at gaijin and published by a 
'translation office' . 

The book is divided in three parts; the first starts 
with the usual basic material (moves of the pieces, 
rules). An interesting chapter that covers basic 
mating combinations with many examples will also 
serve as a brief introduction to the conventions of 
Shogi problems (or Tsume-Shogi). Finally, a game 
between beginners is examined in detail (40 
diagrams I). 

Whole games and opening theory are otherwise 
absent - endgames are of course precluded by the 
nature of the beast. A brief second part examines 
'castling' (defensive) positions and some general 
strategy, but Shogi is above all a game of tactics, and 
the last part, dedicated to this topic, is by far the 
longest, taking up more than half of the book. It starts 
with a detailed study of the more common types of 
combinations and culminates with attacks on the 
opponent's castled King. 

In sum, a book with promising contents that 
could benefit from a better translation and editorial 
choices more suited to a beginner. In its present form 
it cannot be recommended to the beginner or casual 

reader, but it may be helpful to a serious student who 
is preparing to tackle Japanese sources. 

Available for 2200 Yen (just under £14) from 
the publisher at 206, 2-5-10 Ac~ Kurashiki, 
Okayama 710, JAPAN. Readers with internet acces.c 

sh\luld look up http://www.harenet.or.jp:80/mllgenl 
Shogifmdex-e.htmL 

S. Pantazis 

THE OPENING ENCYCLOPEDIA OF 
CHESS VARIANTS - PART 1 

by Fabio Forzoni 

This is the third A4 book in the I Manuali di 
Eteroscacco series; the first two were Chess Variants 
by Alessandro Castelli and (Italian) Progressive 
Queenside Games by Giuseppe Dipilato. 

This 115 page book gives all available games 
from AISE tournaments over the years in the 
following 14 variants: Billiards Progressive (PR), 
Berolina PR, Cylindrical PR, Kamikaze PR, 
Bughouse (Replacement) PR, Mutation ~R, 
Avalanche PR, Marseillais Take-All, Losmg 
Marseillais, Double Move, Bughouse (Replacement), 
Compromise, Extinction, and Racing Kings - a 
treasure-house of close on 2000 games, I estimate, 
from the AISE archives. 

The games are sorted into the openings 
employed. The rules of each variant are given (in 
Italian) followed by a short account of the variant's 
history. Most usefully, important articles in 
Eteroscacco are referenced. 

This is an important book. It is not only a 
valuable record, but will assist players who may wish 
to enter tournaments organised in these variants. 
Books like this show how far ahead of the rest of the 
world Italy is, in the field of chess variants. 
Recommended. 

Write to: ACastelli, C. da Potenza 11, 62010 
Villa Potenza (MC), Italy. Price: 25,000 Lire ($20). 

P. Wood 
Solutions to p.lS: 
17. J. Niemann, Losing Chess. 1. aS/i KxaS 2.Qhllii 
Ka4/iii 3.Qg2 KaS/iv 4.QO wins. 
li I.Qb3? KeS l.Qdl? Ka7 2.Qal Ne7. lii 2.Qg2? Ka4 
3.Qhl Kb3 wins. liii i ... Kb4 3.Qgl! and wins because 
Black attacks e5 twice. 3 ... any 4.QcS. liv 3 ... Kb4 
4.Qgl(fl) wins as before. 
18. P.Byway, MCC. I.Kc6+/i Ka8lii 2.Kb6 il =Q 3.Rh8t 
Kxb8 S.14 i4/iii 6.1S i3 7.16 i2 8.17 il=Qt wins. 
li I.Kc8t Ka6 2.Rh6t Ka7 3.Rh7t= lii l...~6 2.l~h2; 
l...Kb8 2.Rb7t K- 3.Rbl. liii S ... Kc8 6.1S 147.1613 8.17 
i2 9.18=Qt Kd7 10.Qi5. An improved version of MCC#46. 
R. Tumbull & S.Emmenon, Andemac:h Chess. 
(a) 1.d3 Sc6 2.d4 Sxd4(wS) 3.Sc6 Rb8 4.Sxb8(bS) 
(b) 1.d4 e6 2.d5 exd(wP) 3.d6 Se74.dxe(bP). 

page 16 
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Where to, Xiangqi? 

Readers of Variant Chess have 
been given a rare treat in Mr. 
Malcolm Home's piece on "Where 
Now for Chinese Chess?" (VC20). I 
should have been similarly entertained 
by Mr. Home's wi~ were it not for his 
USi.lg my recent work, First Syllabus 
on Xic.:lgq; - Chinese Chess i. as the 
starting point for his discourse. (I 
hesitate to call Mr. Home's piece a 
"review," since he apparently has not 
gone beyond page 10 of my book.) 

Mr. Home's interest appears to be 
(l) piece names in English, (2) 
figurine or Chinese character 
representation for the playing board, 
and (3) move notations - issues 
important to the future of Xiangqi 
aroWld the world It is in the spirit of 
advancing Xiangqi's future that I offer 
my two-bits' (or, perhaps, tuppence's) 
worth of comment (More like two 
pounds wonh! But I folt Mr Lis 
views should be aired infull. GP./] 

From the very beginning, 
perceptive readers will notice our 
differences. Where Mr. Home calls 
the game Chinese Chess (as in the 
title of his piece), I refer to it as 
Xiangqi (as in this one). It is true that 
the three books on the game cited by 
Mr. Home all use Chinese Chess as 
their titles, but it must be noted that 
they were produced before the World 
Xiangqi Federation (WXF) came into 
being - the books in 1985. 1989, and 
1991; the WXF, in 1993. 

The resistance of Mr. Home and 
a few others to WXFs efforts at 
standardisation is beyond me. Mr. 
Home seems entirely willing to accept 
Shogi. and does not insist on calling it 
Japanese Chess. Ibis is puzzling. 
Could the following offer a clue? The 
governing body for Shogi in UK. is the 
British Shogi Federation. while that 
for Xiangqi is the British Chinese 
Chess Association. Could inertia be 
the reason? [One reason is rmcertainty 
among English language speakers 
about pronunciation of the strangely 
spelt word Xiangqi (Zee-ang-key?). 
Formerly it was transliterated as 
Hsiong-ch'i. equally problematic. 
There is no similar problem with 
Shogi. GP./] 

by David H. Li 

Piece Names in English 

Of course, the name of the game 
is just the beginning. In my book, 
WXF -approved English renditions of 
Xiangqi's seven pieces are followed 
(King, Chariot, Horse, Cannon, 
Adviser, Elephant, Pawn) much to 
Mr. Home's disliking. He prefers his 
brand "of Wlofficial standardisation 
[that] has developed in the West". 
Why? Because these names "mirror 
Western Chess", and are thus 
"sensible", citing the three pre-WXF 
books as authority. Then he seems to 
waver a bit and keeps the door ajar 
slightly by saying that "of course 
attitudes and preferences may change 
in the future". 

That future, if I may address Mr. 
Home directly, is now. Please come 
out from hiding behind decade-old 
pre-WXF books and (I) acknowledge 
the existence of the WXF and (2) 
embrace its work. Saying that "this 
body does not as yet have very much 
influence outside Asia" is patently 
false, and, in any event, hurts the 
future of Xiangqi - but only in the 
UK, as other Xiangqi federations in 
the west are much more amenable. 

Board Representation 

Piece names are, in actuality, a 
minor issue compared to the important 
matter of board representation. Here, 
let me be blWlt and say that, if Mr. 
Home insists on using "western 
diagrams" and "western chess" 
figurines, he is doing, and will 
continue to do, the UK. Xiangqi lovers 
a great disservice. I regret that he does 
not see fit to read beyond page 10 of 
my book, since, on page 13, in a long 
footnote, to support my decision to use 
Chinese characters in diagrams, I gave 
two reasons: "One, it facilitates 
playing at the national or international 
level" and "Two, it prepares one to 
read classical Chinese writings on 
Xiangqi, which are, of course, in 
Chinese." 
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On this front, I am unclear why 
Mr. Home limits "western readers" to 
English-language readers. To my 
knowledge, books and magazines in 
Italian, German, and French (and, 
soon, Finnish) all use Chinese
character diagrams. Why so? Because 
they are more pragmatic; their Xiangqi 
federations want to prepare their 
teams for international play. 

Let me also defend myself on this 
front. I mulled over this issue of board 
representation for a long time. And I 
took my own advice: I did my library 
research (reading more than a hundred 
books in several languages at the 
Library of Congress), and I did field 
research. Only after seeing the Fourth 
World Xiangqi Championship in 
Singapore in September 1995 and 
talking to many players there did I 
finalise my position. 

Move Notations 

Mr. Home's next concern is 
move notation: "Should the move 
notations be western algebraic (I 
Che3 Ng8) or Chinese descriptive (l 
C2=5 N8+ 7)1" He dismisses the latter 
by saying that "some people are put 
off by hard-to-leam Chinese calli
graphy, or by the traditional notation". 

Here we part company 
completely. Mr. Home wants to 
"westernise the game to make it 
palatable and attractive" to "western 
readers". Why? Why should a game, 
with over 100 million happy players, 
sacrifice itself just for the sake of 
enticing fewer than 100 players (in 
UK, Mr. Home's own estimation)? 
Why are these 100 players so 
important? Is each the equivalent of a 
Jose Raw Capablanca? Even if they 
were, it would not make any sense, at 
least to a simple-minded person like 
myself. 

Ibis brings up the rationale for 
my doing the book the way I did it. My 
approach is simple: (1) this is the 
world's most popular board game, and 
this is the way it is played; (2) if you 
are interested in experiencing the fun, 
do join us; (3) if you are really keen, 
after you finish this book, read some 
advanced ones, perhaps even the 
classics in their native tongue; (4) if 



<VoCume 3, CJssue 21 

you fmd the going rough, if you are 
put off, we regret our inability to make 
concessions and we regret not having 
the pleasure of your company; (5) if 
you want to tinker with the game, by 
all means do so, but at your own peril; 
don't look to us for support, don't 
expect others to follow you, but do 
expect to be rudely awakened when 
you are ready to play at the 
international level. 

To me, guarding the integrity of 
Xiangqi is paramount. If a reader 
prefers a watered down version of the 
real thing, there is not much I can do. 
[In Variant Chess, because of our 
wide coverage, we will continue to use 
the algebraic notation for all games 
because of its universal applicability. 
Journals and books specialising in 
Xiangqi may prefer the traditional 
notation, but I question whether the 
notation is an 'integral part' of the 
game. Was the old 'descriptive 
notation' for chess essential to that 
game or a burden to it? GP J) 

Xiangqi Rules 

Xiangqi [repetition] rules are 
difficult. For an introduct.ory book, 
Mr. Home wants "a brief overview". 
But when an author, according to Mr. 
Home, indeed did so (I did not get the 
same impression while reading that 
same work, however), he laments that 
it "only scrapes the surface" but 
applauds it nevertheless, flawed 
examples or no flawed examples. 

To a large extent, I think Mr. 
Home expects too much from an 
introductory volume on Xiangqi. By 
definition, an introductory volume 
cannot be encyclopedic. The question 
then becomes: What should be 
included? What. may be deferred? 
Should rules be included or may they 
be deferred? 

Before answering them, let me 
digress for a moment. Having been in 
Academia for over two decades and 
having written several textbooks, my 
pedagogical approach is: do it once, do 
it right, and do it at the right time. Mr. 
Home favours the 'two tier' approach: 
do it once (do it with figurines), undo 
it (forget about figurines), and do it 
again (do it in Chinese characters). 

In the context of Xiangqi rules, I 
made a conscious decision: the 
introductory volume is not the place. 
Xiangqi rules are far too complicated; 

<V«ri«nt Chess 

only a separate volume will do it 
justice. But, realising that Xiangqi 
rules are (I) situation-<lependent and 
(2) stated in terms of specific moves, 
to prepare my readers for rules to be 
presented in a subsequent book, I 
made sure that they have a good grasp 
of the meaning of these various 
moves. This, of course, is not 
acceptable to Mr. Home, who states 
that "DaviJ Li gets bogged down in 
explaining toe much terminology, and 
his book lacks clarity .... " So be it. 

Incidentally, in this conte~1, Mr. 
Home refers readers to an earlier 
piece of his, on Xiangqi rules. There, 
in VCl6 p.133, Mr. Home boldly 
states that the UKCCA ''tried in 1989 
to simplify the situation by allowing 
all repetitions (except perpetual 
check) to lead to a draw exactly as in 
western Chess" and laments that 
"Other European COWltries have, 
perl1aps surprisingly, not copied the 
UK example, and have usually 
preferred to struggle with the Asian 
rules. It is a difficult dilemma". 

While I appreciate Mr. Home's 
inventiveness, I must ask: Why mimic 
western chess? Are these 'simpli
fications' made with Xiangqi's best 
interests in mind? This point reminds 
me of another episode in which I am 
deeply involved. Permit me to digress 
to discuss it. 

Early on, I wrote another book, 
The Happy Game of Mah.JOIIg. In the 
preface, I cited "curiosities" and 
"misinformation" I had noticed in 
Mah-Jong books "written by people in 
the United States, in Britain, in Japan, 
whose knowledge of Chinese is nil 
and whose Wlderstanding ofMah-Jong 
is marginal", and continued by saying 
that "The main purpose of writing this 
book is to set the record straight". The 
British author's contribution in that 
context is the following: ''Declaring 
the Chinese game as 'simple', he 
proceeded to introduce 'complicated' 
hands for his readers ... ". 

Publishing of Xiangqi Books 

While Mr. Home is undoubtedly 
an authority on chess, both Western 
and Chinese, the same cannot be said 
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of his comments on publishing. The 
statement that "a poor quality book by 
a major chess publisher (Batsford or 
Cadogan?) would almost certainly 
create a greater stir" is, permit me to 
be blunt, naive. First, a major 
publisher will not produce a poor 
quality book to damage its reputation. 
But, more importantly, a major 
publisher will not undertake to 
publish a book that will not sell. 

Mr. Hom~'s reference to not 
seeing books on Xiangqi in bookstalls 
or bookshops well stocked with chess 
titles is, again, completely off the 
mark. For the same reason that 
publishers do not publish books that 
will not sell, booksellers do not carry 
books that do not sell. Booksellers are 
realists; their stocking policy is 
demand-driven. In this context, one 
need not drag Xiangqi in. Ask simply 
this question: Do you see David 
Pritchard's Encyclopedia of Chess 
Variants represented in their displays? 
My own personal experience is 
similar. Kriegspiel is as close to 
western chess as can be. Still, my two 
books on Kriegspiel are not displayed, 
nor has my attractive advert in BCM 
brought in a single order. But I would 
not blame the game nor its publisher. 
It is simply the nature of the ~ 
book publishing and selling are 
strictly demand-driven, and demand 
can only be created through 
promotion, as Mr. Home rightly 
perceives. 

Self-Publishen of Xiangqi Books 

It is unfortunate that, without 
knowing the economics of publishing, 
Mr. Home belittles the role of 
self-publishers and ''relatively minor 
publishers". As I noted above, 
commercial publishing houses will not 
publish books that will not sell. This 
being the case, there are but two 
options: (I) this void is filled by 
self-publishers or relatively minor 
publishers, or (2) these titles will 
never see the light of the day. Instead 
of being scornful, Mr. Home should 
embrace these self-publishers and 
small publishers and support them. 
They are rendering a valuable service; 
in many, if not most, cases, their 
motivation is not making a profit, but 
making a contribution to the literature 
and pushing the envelope of know
ledge further. [Much the same 
motivation lies behind the production 
of magazines like Variant Chess. GP J) 
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Indeed, without Mr. C. K. Lai's 
self-publishing effort, no non
participant will ever know of the 
Xiangqi Week in Exmouth, so well 
organised by none other than Mr. 
Home himself and so fondly recounted 
in his article. Further, even a big-timer 
began as a small publisher, with but 
one title or two to start. 

How do I know? Well, dear 
reader, you will never believe it - I 
have actually completed a book on this 
very subject. The book, All-by
Yourself Self-Publishing, just off the 
press as this is being written, will be 
used in colleges offering courses on 
self-publishing. Self-publishing, incid
entally, is all the rage in the United 
States; some self-published titles have 
sold over one million copies. So, a 
book's success or its lack is com
pletely independent of whether it is 
published by a self-publisher or by a 
large commercial publishing house. 

Promoting Xiangqi 

Mr. Home longs for "an 
impresario ... with enthusiasm, ability 
and contacts, who can organise 
tournaments and sponsorship, enthuse 
others, and not take no for an answer". 
This is indeed the way to go. While I 
am also looking for such an impresario 
to show up, I have attempted to do a 
little bit to fill the gap, here in 
Washington. 

After returning from Singapore, 
and realising that only New York and 
Los Angeles had sent delegatiOllS to 
the Fourth World Xiangqi 
Championship, I organised a Xiangqi 
club and persuaded a community 
centre to be the co-sponsor. This 
Xiangqi club meets every Saturday 
evening, from 7 to 11, in a high school 
in a convenient suburban location. On 
opening day, a reporter of our local 
newspaper interviewed me, and a 
photographer took pictures of players 
in action; both appeared in the paper 
and, in turn, attracted more attention. 
The club now has 25 members. 

A club tournament is planned for 
early 1997; an application to join the 
WXF is the target, so that we may 
send a delegation to the Fifth World 
Xiangqi Championship meeting in 
Hong Kong in September of 1997. 

Beginning in September 19%, in 
co-operation with a local Chinese 
school (it, along with others in the 
genre, generally meets on Saturdays to 
teach pupils of Chinese ancestry the 
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language and culture) in a pilot 
program, I will offer hour-long lessons 
on Xiangqi, over an entire semester, to 
pupils aged seven years and above. At 
the end of the semester, we plan to 
have a class tournament. If the pilot 
program proves successful, we plan to 
go to every school that wants us (there 
are over two dozen Chinese schools in 
the Washington area, each with 
300-500 students) and propose an 
inter-scholastic tournament in due 
course. 

So, we have the potential of some 
10,000 new players of Xiangqi; and 
we don't have to worry about board 
representation and such. In keeping 
with the aim of these Chinese schools, 
the lessons will use the traditional 
board and the Chinese-character 
pieces. 

Here, let me digress again. There 
are but ten different Chinese 
characters in Xiangqi, and learning 
them takes no more than an hour. The 
resistance by Mr. Home and others 
against this one-hour time investment 
is really puzzling. If one is indeed 
interested in Xiangqi, one would be 
willing, in my view, to invest this 
extra hour. Conversely, if one is 'put 
ofI' by them, perhaps that person is 
really not ready for the game. 

Let me cite an example. Three 
weeks ago, on the strength of the 
newspaper coverage cited above, a 
non-Chinese speaking western-chess 
player in his fifties came to the club. I 
gave him an hour's tutorial; he learned 
the ten Chinese characters on the spot. 
Afterward, on his own volition, he 
went out to buy a Chinese-English 
dictionary and began to learn how to 
write Chinese characters all by 
himself That, in my humble opinion, 
is the right spirit. 

Xiangqi in the West 

I fmd Mr. Home paints an 
unnecessarily gloomy picture for the 
future of Xiangqi in the west. If 
continental Europe is CODSidered a 
part of the West, there have been quite 
a few tournaments since the Fourth 
World Xiangqi Championship last 
September. 

There was the European 
Individual Xiangqi Championship in 
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Milan in December 1995, and the 
European Team Xiangqi Champ
ionship in Linden, Germany, in 
March, 19%. In August, there were 
three tournaments, no less; the Berlin 
Open, the Finland Open, and the one 

. ably managed by the UK's own C. K. 
Lai, in Hastings. 

If we further include the Internet, 
there were open tournaments in 
January and April, and a Toronto-
New York intercity match in May. 

Where to, UK Xiangqi? 

In my humble opinion, the lack of 
progress in Xiangqi is limited to the 
UK, and this status is self-inflicted. 
Thus, the remedy is equally straight 
forward: 

1) Forget about Chinese Chess 
and embrace Xiangqi - here, Mr. 
Home, perhaps representing UKCCA, 
stands alone. None of the publications 
in continental Europe and in the US 
uses Chinese Chess. Not even UK's 
own Variant Chess nor C. K. Lai (for 
example, the latter's 1995 publication 
is entitledXiangqi in &mouth). 

2) Forget about 'westernising' 
the pieces and embrace diagrams 
using Chinese characters - here, Mr. 
Home is joined only by Variant Chess, 
and, in so doing, unduly puts the UK 
players at a disadvantage and gives 
them an unnecessary handicap when 
participating in international events. 
(Luckily, the three UK representatives 
at the Fourth World Xiangqi 
Championship can all read Chinese; 
no UK players participated in 
European championships in Milan and 
in Linden.) Three years ago, UK's 
own Paul Byway said, in VC13 p78: 
"Xiang-Qi and its representation 
should be appreciated as it is and not 
turned into a pale imitation of Chess". 
Instead of dwelling on minor issues 
that are unlikely to mean anything, 
even if they yield positive results, why 
not channel efforts that will improve 
the game, as I suggest in (5) below. 

3) Forget about the 'western 
algebraic' and embrace the 'descr
iptive Chinese' - here, Mr. Home 
has more company, with publications 
in Italy, Germany, France, and Variant 
Chess (but not C. K. Lai) on his side. 
The former's advantage completely 
escapes me, but its disadvantage is 
quite obvious - the vast treasures of 
Chinese classics are completely shut 
out. With over six hundred years of 
literature at one's disposal - &Id the 
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notational system has not been 
changed one iota in the interim (How 
can you improve upon perfection?) -
one's refusal to embrace it is beyond 
me, unless one insists on torturing 
oneself and is content on being 
second-rate indeflnitely. Again, Mr. 
Byway is worth quoting: "It is pretty 
clear that, for demographic reasons if 
no other, Chinese descriptive will not 
be displaced as the international 
standard". 

4) Forget about tinkering with 
rules and follow those promulgated by 
international Xiangqi federations -
here, in Mr. Home's own words, he 
again stands alone. 

5) Work constructively to 
improve the theory and practice of the 
game here - I think Mr. Byway sets a 
good example. By "looking at the 
position [of a c1assic Xiangqi end
game] more deeply", he came up with 
a "general rule" that improves upon 
one's understanding (VCI7 p,145). 
Similarly, in my book, I have offered 
some observations (e.g., probability
based valuation of pieces at various 
stages of a game) that are in need of 
critical analysis, validation, or 
refutation. The game will never 
advance if a book is judged merely on 
\\"hether its tenninology conforms to a 
reviewer's pet likes. 

Concluding Remark 

With the founding of the World 
Xiangqi Federation in 1993, the game 
of Xiangqi has moved into a new era 
- of broader av,'areness, of wider 
appreciation, and of much more rapid 
growth around the world. Clinging to 
pre-WXF English-language literature 
would not retard the WXF's growth 
nor its influence; resisting WXF's 
work only isolates oneself and adds 
self-inflicted embarrassment at the 
international arena; denouncing 
WXF's work, as some take delight in 
doing, particularly those who publish 
magazines \\"hose very existence is 
dependent on the WXF, is simply 
ungentlemanly. 

The game of Xiangqi, with over 
100 million players, has a secure 
future, \\"hether the 'West' embraces it 
or not. Having more players adds 
diversity, enriches the game, and 
advances the theory and practice of the 
game faster. Conversely, changing the 
game merely to suit those \\"ho are 
unaccustomed to the board, to the 
piece designations, or to the notation, 
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is, in my opinion, a losing cause that 
is unlikely to make a contribution to 
the advancement of the game. 

Clearly, by submitting this piece 
to the editors of Variant Chess, I am 
throwing myself at the wolves. If this 
piece sees the light of fl.e da:" I wish 
to thank them for their open
mindedness. But, believe it or 'lot, this 
is the least hostile among three 
possible venues for me to air the 
above. For the other two, I would not 
even bother to write. This being the 
case, I look forward to a lively debate 
with readers of Variant Chess. 

For those \\"ho wish to 
communicate with me directly, I may 
be reached at P, O. Box 341267, 
Bethesda. Maryland 20827, U.S.A. 
by fax at 301-469-6544 or by e-mail at 
davidli@erols.com (no punctuation 
mark after corn). 

Brief Comment 
Peter Wood: While editor of 

Variant Chess my policy has been to 
westernise the diagrams and use 
algebraic notation. The intention is to 
introduce the game to (western) 
readers, many of whom may know 
nothing about the game. Readers are 
directed to other books and 
periodicals if they wish to learn more. 
Chinese diagrams and notation could 
be used in VC of course - readers are 
free to question my decision. In fact 
the use of Chinese diagrams is now a 
possibility,following the advent of the 
clear 'Alpine' fonts. However, to say 
that the Chinese notation (where for 
example the files are numbered 1 to 9 
right to left for both players) is 
'peifection' is far from the truth - I 

find it especially difficult to use when 
playing through the scores of games; 
a mistake in a score once made is 
difficult to repair too. I see no 
difficulty ill there being two notations 
- clearly one must use Chinese 
notation to study most other XQ 
literature. 

With regard to the English names of 
the pieces, it is surely not wrong to 
follow the 'ullofficial' standardisation 
adopted by C. K. Lai, David Woo, 
Sam Sloan, Robert Lill and others -
people who have in the last few years, 
to a greater or lesser extent, provided 
for westerners much needed theory 
and up to the minute games, from 
Chinese sources. The pity is that 
Professor Li has not used these names 
too, for clearly his type of ellthusiasm 
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is what is needed to kick-start the 
popularisation of XQ in the West. His 
use of different Ellglish piece names 
makes it less easy for the new 
adherents to the game who adopt 
them, to access the existinf{ XQ 
literahlre in English. 

Malco/m Home may well wish to 
rep(v to Professor Li himself. I would 
like to point out however that 
Malcolm had hoped to write a positive 
review of the book, but after reading it 
felt unable to do so and was then 
reluctant to make critical alld 
discouraging comments about it. I 
gave the go-ahead for the main 
critical points to be published. 

{The following is an extract from the 
longer letter that appears ill the 
section on Computers. It covers some 
of the same points as in David Li's 
essay but was sent independent~v and 
not as a comment on Li. GP J] 

Stephen Leary: On the subject 
of Xiangqi, and 3D pieces being some 
sort of improvement, r d merely point 
out that the trend in chess is actually 
towards 'flat' pieces. More and more 
people are playing chess on their 
computer monitor, which displays 
'flat' pieces. More people play on the 
Internet, or with a computer program, 
or with a database. Let's not forget the 
flat pieces found in books and 
magazines. And these pieces are all 
pretty much the same height. It's not 
the physical characteristics of the 
pieces, but \\-hat they symbolise that 
counts. I wish the problem of Xiangqi 
promotion in the West could be solved 
just by changing the pieces but, alas, 
the difficulty is much more 
complicated and involves other things 
that won't change anytime soon. The 
only easy solution I can think of is to 
offer huge monetary prizes for 
westerners taking part in Xiangqi 
tournaments. Now that would really 
draw a crowd! On the 'difficult' 
Chinese calligraphy, I can't help but 
wonder how tough it would be if those 
same characters weren't Chinese but 
ancient Nordic or Celtic symbols. No 
doubt westerners would enthusiast
ically proclaim them 'easy' once you 
understand what they mean! 
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@@ 
• As part of the annual Chinese 

sports testival at WiIlesden in May, 
over 30 players took part in the 
Xiangqi tournament. Guo Shulong 
won with 4Y, points out of a possible 
5, ,\ith Wang Shunqi second with the 
same numh::r of points (tie break after 
adding the ~um of opponents' scores), 
and Chen FaZlio 3rd \vith 4 points (he 
lost the ali-important game against the 
winner in rotuld 4). 

In the B section black-leathered 
18 year old Timothy Young of 
Colindale won with 5 out of 5, with 17 
year old Kwok W. Chung of Harrow in 
second place. It is to be hoped that 
these, and the other young players 
competing in the B section, will 
maintain their interest in Xiangqi, and 
be able soon to challenge the 'seniors' 
of section A 

• The 2nd Shanghai Cup tourn
ament took place at Hastings in 
August - on a hot day, with the loud 
noise of traffic oUL<;ide the door and of 
energetic children inside the door. 
Surprising and worthy wumer 
(perhaps he is hard of hearing) was 
Chung Wen Sung of Northampton 
\\ith 4 points - he won the fIrst 4 
games including wins against Guo 
Shulong, Wang Shunqi, and David 
Young. His only loss was in the last 
round against second placed Chen 
Fazuo of Hastings who fmished with 
3Y, points (his loss was against Guo 
Shulong). Wang Shunqi could also 
have fmished with 4 points, but lost in 
the last round to Guo Shulong who 
thus clinched 3rd spot, also with 3Y, 
points. David Young was 4th with 3Y, 
points, while Wang Shunqi and Paul 
Byway were next with 3 points. 12 
players took part. 

After the prize-giving C. K. Lai 
announced that British Master titles 
have been awarded to Chung Wen 
Sung, Stephen Chan of Hampton, Shi 
Jun Zhi (deputy martager of the Bank 
of China in London), and Paul Byway. 
Congratulations to them alL 

• The 3rd Shartghai Cup will 
take place next Mat'ch, the British 
Championship in London in 
November. Details of the September 
Europeart Championship are on the 
News Page. 
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• Guo Shulong gave birth to a 
baby girl on 21st August. 

She will be sta~ing in China for 
about a year, no doubt she will get 
hard and useful practice while she is 
there, and will be an e'-en more 
formidable force on her return. 

• C.KLai is plamling a book of 
games which he played .... ith his father 
while living in Mauritius. 

Two books to improve one's 
Xiangqi tactics are C.KLai's Check
mate in Two, and The Dim and Fuzzy 
Collection (checkmate in three 
problems). From the latter book there 
follow two problems which involve 
Cannons, I present these in Chinese 
characters - mainly to show off Steve 
Smith's Alpine fonts' Chinese or 
English characters for VC? What do 
readers think? 

0 

9 

8 

7 

6 

5 

4 

3 

2 

1 

o 
9 

8 

7 

6 

5 

4 

3 

2 

1 

a b c d e f g h 

Red to mate in three 

a bed e f g h 

Red to mate in three. 

Solutions in the ne,,1. issue. 
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The Dim and Fuzzy Collection 
has lllart)' fme atld instructive 
problems. Unfortunately it is marred 
by errors which occur, strangely, from 
p<>sitions 68-82 - only 7 of these 15 
are mates ill three. Whether this is due 
to unsound problems, or errors in the 
diagrams, it is impossible to say, as no 
solutions to the problems are given . 
This is a pity, as this type of book is 
most valuable in building up XQ 
skills. Despite the blemish I would 
still recommend this book, for the 
(sound) problems are marvellous, and 
are a pleasure to solve. 

• Players of Xiangqi who ""ish 
to improve are strongly recommended 
to subscribe to David Woo's: 
XlANGQI REVIEW This well
produced magazine comes out 6 times 
a year, artd provides amlotated games 
of recent events, mainly from China . 
There are sections for beginners, 
advice on openings and endings, a few 
problems in 'Fun Corner', a 'Game to 
Study', current news etc. To subscribe 
costs $10 (US and Canada); $15 
elsewhere (airmail included). Write 
to: Dal'id Woo, Chinese Chess 
Institute, P.O.Box 5305, Hercules, 
CA 94547-5305, USA 

Da,id Woo also offers game 
scores of recent events in China and is 
bringing out a general instruction book 
on Xiartgqi in the near future (The 
First Book on Chinese Chess) which 
should prove popular when it fmally 
appears. Price: $12.95 plus tax and 
postage (unspecifIed). 

Key to the Cllinese symbols. 
('Beijing Alternate' font, 14pt size). 

@ebishop 

@ecannon 

®Oguard 

~G)king 
@eminister 

@8knight 
@epawn 

@Orook 

This artd other game fonts arc 
obtainable from Steve Smith, Alpine 
Electronics, 526 West 7th St, Powell, 
WY 82435 U.SA 
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COMPUTERS 
Correspondence from Jeff Mallett and Stephen Leary 

From Jeff Mallett 
(Califomia, USA) 

I do computer chess programming 
for a living. i know an awful lot of 
chess programmers through computer 
chess tournaments rve participated in 
over the years and so forth, so I'm 
probably well qualified to respond to 
your editorial in the Summer 1996 
Issue. 

As far as GMs go, as in every 
field there will be no loss of prestige 
once the prowess of computers is fully 
recognised. GMs will certainly not 
turn from chess because computers are 
better than them any more than 
accountants gave up on account of 
calculators or spreadsheets. Rather, 
they will rely on them more and more 
as tools. Also, neither will GMs lose 
money. In fact, in order to promote 
goodwill, the common practice is for 
computer programs to pay entry fees to 
compete but not to collect prizes when 
they win. I don't know anyone who got 
into chess in order to be better than 
computers, so I don't think their 
supremacy now will hurt the game. In 
any case, all the programs I've worked 
on can play down to humans, throwing 
randomness into the evaluation 
process if need be. 

Secondly, I doubt we'll see a 
huge market pressure forcing CV 
programs to be created. The current 
reality is exactly the opposite~ I know 
chess programmers who are interested 
in CVs, but there's just no money in 
it. It has been tried before, but not 
with financial success. In fact my 
latest commercial offering, 'Internet 
Chess For The Mac', available at 
http://gate.cruzio.coml-taoliccclientl, 
offers great BughOlL~ and Kriegspiel 
support, but server stats show that 
normal chess still completely 
dominates. 

Personally, I'd love it ifCVs took 
off with the mass-market and will do 
my best to help this along. There is 
currently a push from the Japanese to 
focus on Shogi as the next test-bed for 
'AI' [Artificial Intelligence] after 
chess, but most of the chess 
programmers (and players) I know are 
turning to Go instead, since it is seen 
as offering the ultimate challenge. 

Two things make Shogi hard to 
program: (a) The high branching factor 

(as you mentioned in VC) mear,s that 
traditional brute force ;:.ppro::-::hes 
don't work very well, although the 
usual approach is brute force for 
non-drops and high selectivity for 
drops. (b) The weaker pieces and 
larger board means that long-range 
planning plays a big part. 

I would think that computers 
would do well in Minishogi since that 
eliminates most of (a) and (b), but 
maybe I'm wrong because a few 
pieces in hand would still create a 
huge munber of possible moves. 

XiangQi has a higher branching 
factor than chess, but is still in the 
same ball-park at least. Tactics play a 
big part in XiangQi and computers are 
good at that. I'm sure that if as much 
attention had been paid to pro
granuning XiangQi as has been to 
chess, we would have a world class 
XiangQi program already, like we do 
in chess with Deep Blue. 

In your survey of variant 
programs you might want to mention a 
little about what's going on in 
Academia The ICCA (Intemational 
Computer Chess Association) Journal 
( http://www.cs.rulimburg.nlIiccalicca 
info.htm ), although mainly focusing 
on computer chess research, 
occasionally publishes papers about 
Shogi and XiangQi. The latest issue, 
Vo1.l9 No.2, included two such 
papers, one of which argued that 
Shogi, as opposed to XiangQi or Go, 
would be the logical next testbed for 
'AI' techniques after chess! 

A Japanese counterpart to the 
ICCA is the JCCA (Japan Computer 
Chess Association) and this group 
considers Shogi in its scope. Just as is 
common in computer chess, there are 
computer Shogi championships where 
researchers can test new ideas and 
techniques over the board, in this case 
organised by the Computer Shogi 
Association (CSA) in Japan. The 
International Computer Olympiad 
provides a similar forum for XiangQi. 

AIthough computer chess virt
ually began with a chess variant (Los 
AIamos Chess, played on a 6 x 6 
array, see ECV), rarely are non
regional variants discussed in 
Academia. Therefore I was pleasantly 
surprised to stlunble across this 
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abstract from a recent paper in the 
computer chess world: 

A Rational Approach to Kriegspiel 
by P. Ciancarini (Dept of Compute: 
Science, U of Bolc.:;na), F. DaHa 
Libera (Dept of Econc:nics, U of 
Venezia) and F. Maran (School of 
Economics, U ofVenezia): 

Kriegspiel is a heterodox Chess 
variation in which the players have 
incomplete information because they 
are not informed on their opponent's 
position and moves. In fact, each 
player knows the position of his own 
pieces, but can on(v guess the position 
of the opponent s pieces. Each player 
tries to guess the position of the 
opponent's pieces as the game 
progresses by trying moves that can 
be either legal or illegal with respect 
to the real position: a referee accepts 
legal moves and rejects illegal ones; 
the latter are useful to gain insight 
into the position. This means that 
players have to play in a context of 
uncertainty and partial information. 

We lazow of no past attempts to 
build Kriegspiel-playing programs. 
This paper describes the design of a 
program, playing a class of Kriegspiel 
positions using a lazowledge base 
which implements a 'rational 
approach '. The program we have 
developed integrates two different 
notions of rationality introduced by 
Simon: the substantive and the 
procedural rationality (Simon, 1976; 
Sin/on, 1978). The interesting pal1 of 
such an experience is how the 
procedural rational approach can 
incorporate results obtained with 
substantive rationality, whereas the 
two approaches are usua/(v con
sidered alternative. 
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From Step hen Leary 
(Ohio. USA) 

liked your thought-provoking 
article on computers. I think they 
represent a threat that cannot be 
ignored. The threat is the domination 
of, and ultimately the solutions to, the 
world's great games of strategy. Once 
a computer becomes world chess 
champion or plays the Perfect Game, 
nothing can remain the same, and 
changes will have to be made. 

I think we have to realise what 
chess means to humanity: the ultimate 
goal of playing chess is not to engage 
in a crude ego-battle, or a forget-my
troubles entertainment, as it may be 
on its more shallow levels. There is a 
much nobler goal at work here, and it 
is self-discovery, and games of 
strategy are tools to this end, just as 
the martial arts are not about beating 
an opponent but about self-knowledge. 

[This sounds impressive. but I for 
one would welcome some expansion of 
this theme. Am I wrong in my shallow
ness of attitude in regarding chess as 
entertainment? GP J] 

I would suggest that domination 
by computers not only interferes with 
this goal but makes it absurd. Once 
computers work out all the variations, 
chess as we know it becomes a dead 
game. Chess theory has been building 
rapidly for many years now, and ifs 
inevitable that some changes will have 
to be made in the game to short~ircuit 
the computers, ensure the hegemony 
of humans, and to put the emphasis 
back on skill instead of opening 
memorisation, which is the cmrent 
situation at the highest levels of play. 

Bobby Fischer's new 'Fischer
andom' variant, or something like it, 
is probably the wave of the future. I 
disagree with Raymond Keene's 
statement in his Spectator column that 
Fischer's variant is an 'extreme' 
solution. Since it merely changes the 
starting line-up of the pieces, it's 
really not a radical change. I would 
call 'extreme' any change in the 
powers of the pieces or the size of the 
board. Chess, in its present 
incarnation, has enjoyed a good run 
for several hundred years, but the time 
may have come to once again change 
the rules. I think computers will soon 
force the issue. 

I think any variant will be a 
problem for computers as long as it 
does not have a large body of theory 
attached to it. Computers rely heavily 
on large opening databases. Armed 
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with nothing more than brute force 
calculating ability, computers have a 
much more difficult time of it. 

This is seen on the Internet chess 
servers, where computers sometimes 
play 'wild' games (usually meaning a 
random starting line-up of the pieces). 
For the few computers that play wild 
chess, their ratings for it are always 
far below their ratings for standard 
chess. Maybe that's why few 
programmers allow their programs to 
play wild chess. Wild exposes a 
computer's threadbare positional grasp 
of the game. The same would be true 
of other variants. I also agree with 
Kasparov: to make it fair, chessplayers 
should have the same access to 
databases as computers have. A large 
part of their edge over humans would 
instantly evaporate. 

[A paragraph here on Xiangqi 
has been extracted to p.20. GP J] 

On the Xiangqi programs, rve 
heard there is a new version of the 
Novag CC Computer out now. rve 
been told that the playing strength is 
much improved over the old version. 
A couple of players recommended it 
highly. I don't have many details. The 
address I have is: Yorter Electronics 
Ltd., Unit 5, 20IF, Cheung Fung 
Ind. Bldg., 23-29 Pak Tin Par St., 
Tseun Wan. New Territories, Hong 
Kong. Tel: (852) 41~; FAX: 
(852) 412-2220. 

A software program is World 
Chess Series One: Chinese Chess 
(DOS) (Pachyderm Software). 
Features: multiple time and depth 
settings; position set-up; suggest 
moves; handicap play, modify piece 
values; mouse support. The only 
address I have for this program is: 
China Books & Periodicals, Inc., 
2929 - 24th St., San Francisco, CA 
94110, USA. Phone: (415) 282-2994 
FAX: (415) 282~4. Price: $39.95 
+ $4 shipping. 

There is an entertaining program 
for Windows called CCChess. It is 
cmrently available on the Internet at 
ftp.ifcss.org in the path: /pub! 
softwareJms-winlgamelccchess.zip. 
It includes a 'lucky games' feature 
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wherein you face unusual positions at 
the start. The pieces are Chinese. 

There is also Peter Sung's 
database program for reviewing or 
inputting Xiangqi games, called 
CCHVIEW. Available on the Internet 
via anonymous ftp at ftp.io.org in 
the path: /publusenlsung/xq/ 
softwareJcchviwl2.zip. The pieces 
can be either Chinese or those old 
AXF 'westernised' pieces tha.1 were 
being touted a daade ago. 

As for Shogi, I can mention the 
following: There is 'Slrogivar' written 
by Philip R. Holland. It can play 5x5, 
6x6, Shogi, Tori-Shogi, and 
Wa-Shogi. His Internet address is: 
phiLholland@bcs.org.uk. and his 
mailing address is: Holland Numerics 
Ltd., 94 Green Drift, Royston. Hem 
SG8 5BT, England. It's available on 
the Internet. Just a simple board 
display with letters designating the 
pieces. There is a second 'Shogivar' 
program, written by Steve Evans. This 
one includes 10 Shogi variants, from 
Tori to Tai; however, it is only for 
human-human games - there is no 
program to play against, but the author 
hopes to add this option in the future. 
Nice graphic display of the variants. 
Ifs available on the Internet. Address: 
Steve Evans, 257 Bathurst St., West 
Hobart Tu 7000, Australia 

There is also GnuShogi. It is 
available on the Internet at ftp.uBi
pusau.deJpubllocallshogilgnushogi-
1.2-for-MSDOS. This one might be 
comparable in strength to 'Shogi 
Master', but I really haven't played it 
enough to tell. The minimal display is 
just a simple ASCII board with letters 
for the pieces. 

Finally, there is a small program, 
'Shogi', available on the Internet at 
ftp.cdrom.comi.21gamesimirronluw 
plmisclshogi.zip. This one froze my 
computer - apparently I don't have 
the right kind of mouse?? 

Shogi activity is picking up on 
the Internet after a slow start. More 
Japanese are getting involved and are 
working on improving a few Shogi 
servers. 

More on computer software from 
various sources on the next page. 
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OTHER SOFlWARE NEWS 
Ken Whyld tells of a 1990 

program for Xiangqi by Malcolm P. 
Banks - for the QL cclnputer. KW 
dOtS not r~te the strength very high. 

Steve Nichols, one-time editor of 
Games Monthly ( 1988/89), is planning 
to bring out Cbaturanga and 
Enocbian Cbess software. (See also 
Isolated Pawns 35, this issue.) 

Eteroscacco mentions a program 
for Cess (the game), featured in 
Games! Games! Games! - VCI9. 
Contact Roberto Trotta, Vaa Balzago 
6, CH-6616 Losone (TI), Switzer
land. The instructions are in English. 

Isolated Pawns 27 (VC20) gave 
news of a strong Losing Chess 
program developed by Laurent 
Batholdi. This has been (modestly) 
'christened' IZNOGOUD. To test its 
mettle it has been entered in the 15th 
AISE Vinciperdi Championship. 
Fabrice Liardet of Switzerland (whom 
DBP in IP27 reported was also 
involved in Jznogoud's development) 
is also entered - so I presume he will 
be dealing with the program's games. 

Again from Eteroscacco there is 
news of Laser Chess. This has been 
invented and copyrighted by Peter 
Venable. Registration costs S14. Write 
to PV at SUB Box 2162, Seattle, WA 
98119-1997, USA. This would appear 
to be a completely different game from 
the Laser Chess program for the Atari 
(1988 by Mike Dupong) given in ECV. 

The article on computers in VC20 
did not mention the interesting 
software available from Eteroscacco. 
Contact A1essandro Castdli, 62010 
Villa Potenza (Macerata), Italy. 

(l) PR Base 3.2 is a recent sup
plement to 3.0 and 3.1, and brings the 
total nwnber of Italian Progressive 
games in PR Base up to 11,071. 

(2) Esau is a mate-finding 
program for Italian Progressive Chess, 
which has been available for some 
time. I have not tested the efficacy of 
it however. 

(3) AISE Yearbook 1995 is a 
program which· gives details of 
variants, contacts, results of postal 
tournaments, books, magazines, etc. 

Variant Chess 

SHOGI EVENTS 
7th December 1996 - Hythe. 

Steve Campbell, 9 lan's Walk, 
Seabrook, Hythe, Kent CTll 5IT. 

The British Championship, in 
April, was won by Mike Sandeman 
with a clear 6/6 score. Mike is not a 
regular Shogi player now (he was the 
winner of the inaugural Br.Ch. in 
1985) and in fact only entered to make 
up the nwnbers! Following this win 
Mike Sandernan is now placed 3rd on 
the July European Elo List; Stephen 
Lamb is 6th, Tony Hosking is 9th. 

The London Sbogi Club meets 
on the first Sunday of each month 
between 2.00 and 7.00 pm. at the 
Daiwa Foundation, 13114 Cornwall 
Terrace, London NWI. All players are 
welcome to come along. 

Membership of the Britisb Shogi 
Federation now costs £5 per annum. 
Quarterly issues of the fme new-look 
Shoten magazine are included. 

As part of her European tour, 
Miss Takahashi Yamato of Japan 
(Ladies l-dan) scored 6 out 7 in a 
simultaneous display against British 
players at the London Shogi Clnb in 
July. Steve Lamb was the one winner 
against her - in a non-handicap game. 
Shoten reports that unfortunately he 
has been unable to reconstruct the 
~e-ortopersuadethehpan~ 
delegation to part with a copy of it! 

Shogi Proverb - 'A Lance behind 
a Rook is twice as sharp'. 

ERRORS 
David Woo points out that in the 

piece on '5 Tigers' (VC20 p.217), the 
best first move for Red is g4-g5 and 
c4-c5. DW also suggests that in the 
Wood - Byway game an improvement 
for Red is 26.Nfl. (P.Byway: 
26 .... Cde6+ 27.Kdl and if N:d5, 
28.N:e5. The black Knight is pinned 
and at the least Red has C:a6.) 

In the index the Malcolm Home 
interview should read 68-70, not as 
shown. Foster's Chancellor Chess was 
published in 1889, not 1899. On p.221 
Shatrang should read Shatranj; on 
p.223 Scwalfenberg is Schwalfenberg. 

HETERODOX OLYMPICS 
With just a few results to be 

sorted out the likely team placings for 
the 2nd Olympiad are I) Italy 1, 2) 
Ukraine, 3) England. All English team 
members won medals: Golds for 
Patrick Donovan (2) and Peter Wood, 
Bronzes for George Jelliss, Paul 
Novak, and David Pritchard. 
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GUILDFORD CHESS CWB 
VARIANTS DAY 

This will now take place on 
Sunday 27th October. Ten variants 
will be played in this one-day 
tournament - rules will be sent out 
beforehand. David Pritchard is 
organising. Contact: Steve Coope, 13 
Rosebank Cottages, Westfield, 
Woking (Tel: 01483 723031). Come 
along to join the fun (or the torture). 

VC - BOUND VOLUMES 
Volume I (issues 118) costs £10 

(UK), £11 ($17) (Europe, and Surface 
worldwide), £13 ($20) (Airmail 
worldwide ). 

Volume 2 (issues 9/20) costs £17 
(UK), £18 ($27) (Europe, and Surface 
worldwide), £21 ($33) (Airmail 
world- wide). Postage is included. 

Bound volumes of VC s pre
cursors The Games and Puzzles 
Journal 1987-9 (1 vol £17.50) and 
Chessics 1976-86 (2 vols £15) are also 
now available from George Jelliss, 
who has also launched the first issue 
of a new volume of the G&P Journal. 

Addresses on page I. 

CHINESE CHESS EVENT 
21122 September 19% - Paris. 

13th European Xiangqi Champion
ship. Entry fee is 4OFF, 7 rounds, each 
player is allowed I hour on the clock. 
Contact: F.Corrigan, 7 rue des 
Batignolles, 75017 Paris, France for 
further details of townament, and 
accommodation. 

COMPOSITION TOURNAMENT 
Information from ES: The 

magazine Scacchi e Scienza Applicate 
has organised a tournament for 2 and 
3 move problems in Xiangqi; and for 
2 move problems in Avalanche 
Chess. There are three prizes for each 
townament: 1st. 80,000 Lire, 2nd. 
60,000 Lire, 3rd. 35,000 Lire. The 
closing date for entries is 31 st 
December 19%. Send 2 copies of 
diagrams and solutions to: Romano 
Bellucci, Castello 5449, 30122 
Venezia, Italy. 

PROBLEM PAGES 
The editors wish to thank 

Stefanos Pantazis for the really fine 
column he has produced while he has 
been Problems Editor. He has 
provided top-quality problems and 
comment. Not least he has got the 
outstanding awards out of the way! 

f 
I • 

t 
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Road, Munstead, Godalming, 
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Secretary 
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St Leonards on Sea, 
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Two Games from the AISE 15th Losing Chess Championship 
annotated by Laurent Bartholdi & Fabrice Liardet 

(with assistance from 17NOGOUD) 

We report on the first win of the first author's computer program, 
'IZNOGOL1D' in the 15th AISE Losing Chess Championship. IZNOGOL1D had White 
against Roberto Salvadori (ranked 2245 ELO in the AISE bulletin). 

The program ran on a Pentiuml133 operated by Linux, a popular UJ'.<lX for 
PCs. Moves were entered manually and the machine was allowed to compute 24 
hours per move. No human decisions were taken in the course of the game, except 
for the first two moves, which were chosen according to a compilation of 317 
games, referred to as the Losing Chess Informant, or LCI, distributed by the 
tournament organiser, and interrruption of the program when it om-iously had only 
one move in mind. 

A peculiarity of the program is that it has two computing modules, one 
conventional and one optimised to find deep tactical lines. The latter works as 
follows: it looks for moves leaving the least possible choice of moves to either 
opponent, thus finding winning moves and detecting lost positions at the same 
time. This technique is called 'p-n search' and was developed by the Dutchman 
Victor Allis in his PhD thesis. 

In the report of this game, all variations were obtained by consulting 
IZNOGOL1D and have only been edited to suppress obvious "inning variations or 
repetitions. The second game, the nearest to a positional win he has so far achieved 
is mainly analysed by Liardet, pla)ing White, whose score in the tournament at 18 
November was 9:0, IZNOGOUD'S was 7:0. 

Let us recall that in this tournament, played by Italian rules, as opposed to 
'International rules' (which Liardet recommends), a stalemate position draws (and 
does not win to the player being stalemated). Thus great care must be taken to get 
rid of all one's pa\ms. 

© 1996 rests "ith authors 
ISSN 0958-8248 

[The symbol 'I' is used to mean there is only one capture, and' 0' marks a 
terminal position - the authors used different signs. The Allis 'p-n search' is 

~~~~~~~~~~~ reminiscent ofWarnsdorfs method (l823)for knights tours. GPJ] 

Subscription rates 
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UK £8.00, Europe airmail & 
Rest of World surface £9 ($16) 
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( IZl'IOGOVD V R. Salvadori ) 

1. e2-e3 
This is the only central pa\\TI 

move White may play \\ithout 
immediate loss. It is considered best 
because it allows White to rid itself of 
a bishop. This in itself is one of the 
goals of the opening play. 

1 .... b7-bS 
The most common opening, \\ith 

1. ... e6. After the latter move White 
has many dangerous possibilities of 
complicating the position. Now after 
the forced 2. B xb5 Black will have 
the el>.'1Temely sharp line 2 .... Bb7?! 
which spa\\n5 tremendous compli
cations. 

2. Bf1xbS c7-c6?! 
A very unusual move. Black 

usually plays 2 .... e6 3. B xd7 N xd7 
4. b4 or 2 .... Ba6 to get rid of one of 
its bishops. Here Black gives up this 
goal in favour of opening a line for its 
queen and developing a knight. He 
threatens 4. ... Nd4 5. e xd4 e5 6. 
d xe5 Bd6, but White seems to get the 
advantage after the next two moves. 

VAriAnt Chess 

• The computer, in this position, 
would have favoured 6 .... Qa5, but after 
7. Qxh7 Qxa4 (or Rxh7 8. Na3 Qxd2 9. 
Bxd21 Rxh2 1O.Rxh2 if then 10 . ... Ba6 
TV has a forced win after Kj1. But he can 
play 10 ... ..\'h61 11. Rxh6 g xh6, although 
12. Ba5 looks good. Maybe best is 10 . ... 
f6, pew.) s. Rxa4 Rxh7 9. Rxa7 Rxa7 
10. Ba3 Rxa3 11. Nxa3 White has a defi-
nite edge. 6 .... g6 7. Qxg6 fxg6 may be 
the lesser evil. Note that in all these 
variations after 7. QxcS Black must re
capture \\ith his queen and not rook; then 
lZNOGOUD fmds no forced win. 

Black's nel>.1 move does nothing 
to help his position; quite the 
opposite. 

6 .... QdS-c7?? 

.. There are only six games with This move seems aggressive, but 
this~ opening in the Losing Chess it loses outright. Finding the win took 
InfOrmant, with a score of five to one a mere five minutes for IZNOOOUD. 

in favour of White. Among these one Incidentally the position was reached 
closely resembled this game, 2 were in game 116 of the LCI, Scovero _ 
instant losses to a blunder (3 .... d xc6). Madurini, which was aborted by 

3. BbSxc6 NbSxc6 Black's retirement from the 
The only move. Ater 3 .... d xc6 tournament. 

4. Qg4! white clearly gives 7. Qc2xc7 RaS-bS? 
eve1)1hing up. Finding one such 

\\inning move is a matter of • In view of the threat S. Qxa7 Rxa7 
milliseconds for IZNOGOl.jD. 9. Na3 Rxa4 10. Nh5 Rxal 11. Ke2 Rxc1 

4. b2-b4 12. Nh3 Rxhl (13. f4 Rxh2 14. Ng1 
Better than 4. d4 N xd4 5. QX d4 Rxg2 15. Nj3 R xe2 16.d4 R xe3 17.d5 

Qa5! spa\\ning a queen duet of Rxj3 18.f5 Rxf5 19. Na3 Rxd5 20. ]I.'b5 
unfathomable result (even for a 0 GPJ) Black has only two options: 7 .... 
computer). RbS (as played) and 

4 N 6 b4 5 a2 4' • 7. . .. a6. the latter move is the best 
.... c x • -a. defence, but White can still claim a 

Otherwise 5. . .. Nxa2 6. R xa2 forced win \\ith S. Qxd7 Kxd7 (S .... 
Ba6 and Black, getting rid of its Bxd7 would only make things worse: 9. 
bishop, equalises. Na3 Bxa4 10. Kdl Ill. Ne2 I 12.Rdl 113. 

S .... Nb4xc2 6. Qdlxc2 g4114. f3 115. e4116. d3 117. Nc2 lIS. 
This is the variation's critical Rxa6 119. Ba3 120. h3). Do note that S. 

position. Now unless Black plays one QxcS does not win, or at least not tacti
of the less-than-engaging moves 6. ... cally. After 9. Na3 [diagram] White 
h6 or 6 .... h5 his c8 bishop may well threatens the deadly 10. Nh5 leaving 

.. b ·11 th d f th Black little choice but 9 .... a5, 9 .... RbS 
stay ID Its tom tI e en 0 e or 9 .... Kc6. Indeed after for instance 9. 
game. . .. Ke6 White folloW's by 10. Nh5 axb5 
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11. axb5 Rxal 12. Ke2 Nh3 quite similar 
to the line above. We review these three 
moves one at a time: 

Black to play loses 

• If 9 .... Kc6 there is the simple 
10. g4 (but not 10. Nh5r? Kxb5-+) Bxg4 
11. Kdl Bxdl 12. Rbl Bxa4 13. RbS 
RxbS 14. Bb2 and the Black rook cleans 
the second and third row. 
• If 9 .... RbS 10. Bb2 Rxb2 I J. Kf1 
Rxd2 12. a5! Rxf2 13. Kxf2 and again 
White threatens 14. Nh5 axb5 15. Ra4 
bxa4 16. a6 Bxa6 17. Kf1 with Black's 
bishop capturing everything. After 13 .... 
Kc6 14. Nh5 Kxb5 15. Rdl Kxa5 16. g4 
Bxg4 17. Kf1 Bxdl IS. Nf3 or 13 .... Bb7 
14. Ke2 Bxg2 15. h4 Bxhl 16. Nh5 
117. Ra4 White wins nevertheless. 
• If 9 .... as! 10. Nc2. Now Black has 
to cope with the threat 11. Nb4 axb4 
12. Rbl Rxa4 13. Rxb4 Rxb4 14. e4 
Rxe4 15. Bb2! Rxel 16. Bxg7 Rxgl (or 
Bxg7 17. Nh3) 17. Rxgl Bxg7 IS. Ral 
Bxal 19. d4 and thus has to enter either 
of the lines 10 .... RbS 11. Bb2 Rxb2 12. 
Ke2 Rxc2 13. KO Rxd2 14. Ke4 Rxf2 
15. Nh3 Rxg2 16. Rhbl Rxh2 17. Ra3 
Rxh3 IS. KO Rxf3 19. Rb5 Rxe3 
20. Rxa5 Rxa3 21. Rb5 Rxa4 2. RaS 0 
and 10 .... f6! 11. f4! any (or RbS 12. Bb2 
Rxb2 13. ill) 12. Nb4 axb4 13. Rbl 
Rxa4 14. Rxb4 Rxb4 15. e4 Rxe4 16. 
ill Rxf4 17. Ne2 Rxf2 IS. h4119. d4. 

It is quite remarkable that in this last 
variation no capture occurred between 
moves S and 12; lZNOGOUD thus found a 
line containing many 'quiet' moves. 

Now back to the moves played: 
S. Qc7xd7! RbSxbl 
9. Ralxbl Ke8xd7 
Here 9 .... Bxd7 10. Rb3 B xa4 

11. Bb2 B xb3 12. Bxg7 1 13. Kdl 1 
14. Ne2 1 15. Ral 116. d3 1 17. e4 1 
18. h3119. f4120. f5 is no better. 

10. Rbl-b7 
And Black resigns in view of 10. 

... B xb7 11. Ke2 Bxg2 12. Bb2 Bxhl 
13. Bg7 1 14. e4 1 15. d4 1 16. Kd2 
Bxf2 17. ND 118. Kdl 119. h3 B xa4 
20. h4. 
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( F. Liardet v A. Mori 

1. b3 

) 

Let us try to summarise what is new: 
Black has lost his queen, which is a 
useful piece until the ending, where it 

White gets no opening advantage 
with this move. As an alternative to 
the normal 1. e3 one would better 
play 1. g3 (forbidding 1. ... e6), 
although after 1. ... b6 2. b3 g6 it is 
then difficult to find a useful mm·e. 
First moves other than 1. e3, l. b3, 
1. M, l. g3, l. g4 and perhaps l. Na3 
and 1. Nh3 hardly come into 
consideration in Losing Chess, 
because the opening battle focuses on 
getting rid of the bishops. 

1 .... e6! 
Now it would be pointless to play 

2. M. White has only three moves 
which can justify l. b3, namely 2. e3, 
2. Ba3 and the tex1 move. None of 
them seems to give him an 
advantage. 

2. NaJ!? 
This happened in no game of the 

AISE lnformator; after 2 moves we 
are already in unkno\\n terrain! 

2.... BxaJ 3. BxaJ 
In Losing Chess, great care must 

always be taken when one of your 
bishops comes out. For example, if 
the Bfl was not here, Black would 
win by 3 .... c5 4. B xc5 Qg5! 5. B xa7 
Qxg2 6. B xb8 Rxa2 7. R xa2 Qxf2 
8. Kxf2 e5 followed by the usual 
clean-up by the White bishop. But 
with the bishop on fl White of course 
refutes this line by 6. Bxg2; after 
3. ... c5 4. B xc5 Black has other 
queen moves, none of which manage 
to annoy White. 

On the other hand, White's plan 
is to give away the a3 bishop, and 
then to play e3 freeing the other 
bishop. Having few useful moves, 
Black decides to force a 
simplification which leads to an 
~balanced, but completely even 
position; 3 ... b5!? was an interesting 
alternative. 

3 .... c5 4. Bxc5 Qa5 
5. Bxa7 QXa2 6. RXa2 
(6. Bxb8 loses to 6. ... Rxb8 

7. Rxa2 Ra8) 
6 .... R xa7 7.Rxa7 b6 (7 ... b5!?) 
8. Rxd7 Nxd7 
The position has changed 

completely after these last 5 moves! 

is too powerful. In this position 
White's queen gives him the 
possibility of dangerous intermediate 
moves (as we "ill see). On the other 
hand, White's position is still 
completely undevel- oped and a bit 
cramped. As a result, no side can 
claim an advantage here - 9.e3?? b5 
being of course impossible, White 
must develop slowly. 

9. g3 
This is a semi-waiting move; it is 

never bad to give some air to a 
bishop. Now Black cannot play 
actively 9 .... Ne5?? (or 9 .... Nh6??), 
which would be punished by the 
white queen: 10. g4 Nxg4 11. Qal! 
Nxh2 (11. ... Nxf2 12. Qxg7 Nxhl 
13. Q Xh7) 12. Qxg7 Nxfl 13. Rxh7 
N xd2 (13. ... Rxh7 14. Kxfl) 
14. K xd2 Rxh7 15. Q Xf7 Kxf7 16. 
Nh3 Rxh3 17. c4 R xb3 18. Kc3 R xc3 
19. f4 R xc4 20. f5 exf5 21. e4 D. 

9 .... Ba6? 
How is it possible that this move 

is a mistake? It gets rid of a bishop, 
and this is reinforced by the fact that 
10. e4 Bxfl 11. Kxfl e5! is not very 
pleasant for White. In fact the right 
move is 9 .... Ne7!, and only then 
10 .... Ba6 =. 

10. Bg2! B xe2 11. Nxe2 
This is the key of the game! The 

bishop which seemed to be in prison 
only three moves ago now masters 
completely the long diagonal, 
depriving the Black knights of their 
mobility because of the control on the 
c6 square. Such a strong bishop is 
most unusual in Losing Chess, where 
bishops tend to be very bad pieces. 
This is not the case here because 
Black has no more pavms threatening 
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to come on this diagonal, except the ' 
e6 pa\\n " .. hich Ne2 can deflect on d4 
if (as in the game) it moves to e5. 

Let us recall here that this game 
is played \\ith the AISE rules, where 
stalemate is counted as a draw. The 
result of this is that the defensive 
resources are enormous; for example 
it is very difficult for the side with the 
advantage to get rid of his blocked 
pa\\n5. In this position, however huge 
White's positional advantage may be, 
the draw border is far from being 
overstepped, as we \\ill see. 

What can Black play now? 
Impossible is 11. ... Nc5?? because of 
12. Qal! N xb3 13. Qxg7 N xd2 
14. K xd2 (threatening 15. QXg8 or 
15. Q xh7) Nf6 15. Qxf7 Kxf7 16. g4. 
The natural plan would be to 
neutralise the Bg2 by playing 11. .. , 
Kd8 with the idea Kc7; White would 
then play 12. M!, because then 12 .... 
Kc7? would be countered by 13. Bc6 
K xc6 14. b5 K xb5 15. c4 K xc4 
16. Nd4 K xd4 17. Qh5 winning 
(IZNOOOUD). No better would be 12 .... 
Nc5? 13. b xc5 b xc5 14. Bd5 exd5 
15. c4 d xc4 16. Nd4 cxd4 17. Qh5 
followed by d3, Ke2, Rf1; or 12 .... 
Kc8 threatening nothing, SO that 
White still has a clear edge. Possible 
also are 11. ... Nh6!? and 11. ... g5 
12. d3 g4!?, but White has the 
initiative here too. 

11 .... cS 
This seemingly dubious move 

takes profit of the AISE rules by 
blocking some pa\\ns, which usually 
increases the dra\\ing chances. 
Despite the fact that Black is going to 
lose the game, this appears as a good 
move! 

12. Nd4 exd4 13. d3 
The same position played in a 

game with the international rules 
(stalemate = loss) would be a clear 
win for White, \\ith the possibility of 
gi\ing away the queen and then 
forcing the d4 pa\\n to promote. On 
the other hand, follo\\ing this 
strategy under the AISE rules, White 
would at least remain with a blocked 
b-pa\\n, which would mean a draw. 

13 .... g5! 
There are few other moves: a 

move like 13 .... Nc5?? is again 
refuted by 14. Qal!' The idea of the 
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te:-.1 move is 14 .... g4 15. Qxg4 Ngf6 
16. Qxd7 N xd7 and Black has 
nothing more to fear, so that White is 
pushed to: 

14. Qb5 

• This threatens IS. Qxh1, against 
which Black has only two sensible ways 
to defend, as IS .... Ngf6 and IS . ... Ndffi 
both lose to 16. Q Xf7 Kxf7 17. c3 d xc3 
18. BdS Nxd5 19. b4. 
• The most secure move seems to be 
14 .... Nf8?l, but it leads Black to a com
pletely cramped position after IS. Qxh1 
Nxh116. g4 (16. Ke2!?) f5 (White threat
ened 17. f4 gxf4 18. gS; to the same posi
tions leads 16 .. ,. f6 11. Be4! f5 ]8. gxf5 
Kf7 19. Bb1) 17. gxf5 Kf7 (or Ke1; 
White threatened 18. f6) 18. Ke2 

• This is the position that Black would 
have to defend as a consequence of 14 .. ,. 
Nf8?!. One can see that the only Black 
pieces allowed to move are the king on 
the e7-g7 squares, the b- and the g-pawn 
(giving away the King on e6 or g6 loses). 
Nevertheless, Black 'will play bS-b4 
blocking the b3 pawn and White will 
have to be VeI)' precise if he does not 
want to allow the knights to move. 
• A possibility is 18 .... bS 19. Bb7 b4 
20. RaJ, \\nere White intends to play 
K13, Kg3 and then f4 (gxf4) Kxf4 win
ning. A fme variation by IZNOOOUD is 
20 .... Kf6?? 21. Kd2! Kxf5 22. h4 gxh4 
23. f4 Kxf4 24. Bf3 Kxf3 25. Ke2 Kxe2 
26. Rhl! Kxd3 21. Rxh4 Kxc2 28. Rxd4 
Kxb3 29. Rxb4 O. 

Howeyer, it is still quite possible 
that Black can defend successfully. It 
is like this \\ith the AISE rules: a \\in 

V"ri"nt Chess 

by only positional means is very 
difficult to achieye: you may be better 
off waiting for a blunder by your 
opponent (this is going to be the case 
in this game, although the blunder is 
not a completely trivial one). 

14 •••• Nb6! 
At first glance this seems losing 

because of White's three ne)l.1 moves, 
but Black can still defend success
fully. His position hangs by a thread, 
but if be manages to find the only 
non-losing moves, be \\-ill equalise! 

15. Qxf7 Nxf7 
15 .... Kxf7 loses to 16. c3 d xc3 , 

17. Kd2 cxd2 18. g4 Nxg4 19. Ral 
16. cl! 
This is the most dangerous move: 

if 16. g4 at once then 16 .... Nfe5! 
and Black is saved. 

16 •••• dxc3 17. g4 

Now the threat is 18. f4 gxf4 19. gS 
NxgS 20. Bh3 Nxh3 21. Kf2 NxO 
22. RgI! Nxd3 23. b4 Nxb4 24. Rg6 
hxg6 2S. h4 0, against which Black can 
defend in no less than eight different 
ways, all losing but one: 17 .... Nd8?, 
11 .... Nh6? (or 17 .... Nf6?), 11. ... Nfe5? 
(or 11 .... Nde5?), 11 ... , Nc5?, and 11 .... 
Rg8?, are easy to solve, 11. ... hS? 
requires a bit more precision from White, 
and 11 .... Nd6? is the text move. 

The only move is 17 .... h6!!, after 
\\hich IZNOOOUD finds no forced \\in for 
White. For instance he \\ins neither by 
18. f4 gxf4 19. g5 because ofI9 .... hxgS! 
and White stays at least with his b-pawn, 
nor by 18. Kdl cxd2 19. f4 gxf4 20. gS 
NxgS! 21. Bh3 Nxh3 and White has 
nothing more to play on 0. 

After 18. Ke2 the threat is renewed, 
but Black plays 18 .... Rf8!, after \\hich 
his position is stabilised, and he will 
equalise either by 19. .,. cl or by 
activating his king, 

So the whole yariation beginning 
\\ith 11. ... e5 is justified for Black! 

17 .... Nd6? 
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Now the knight controls the b5 
square, which allows 

18. KfIl! cxfIl 19. ReI 
AIl five promotions (do not 

forget the king!) are now losing; 
19 .... dxel=Q and 19 .... dxel=N are 
simple, 19 .... dxel=K 20. Bhl Kxf2 
21. BO Kxf3 22. b4 Kxg4 23. h3 
Kxh3 24. b5 Nxb5 25. d4 0 and 
19 .... dxel=R 20. f4 gxf4 21. Bhl 
Rxhl 22. h4 RxM 23. b4 Rxg4 24. 
b5 Nxb5 25. d4 0 are not too 
complicated, and in the game White 
still needs a little finesse: 

19 •••• dXe1=B 20. Bd5! 
and Black resigns: 1-0. There 

follows 20 .... Bxf2 21. d4 Bxd4 
22. BgS RxgS 23. h4 gxh4 24. b4 
Rxg4 25. b5 O. Up to the end the 
White bishop has been the hero of 
this game. 

9?UE~Je Corner 
by George Jelliss 

The number of octonary knight's 
tours on the 1x1 area is eight. Using the 
numbering shown below the tours are 
1.7.4.2, 3.8.7.4.2, 3.4.7.8.2 and 3.8.1.4.9 
(three shapes). Each formula represents 
two tours, since, on this and any larger 
areas (oddxodd), the moves 4.1 can be 
taken either across a diagonal (\\IDch I 
write 4;1 or across a median, 4:1). 

9 8 7 6 7 8 9 
8 5 4 3 4 5 8 
7 4 2 1 2 4 7 
6 3 1 0 1 3 6 
7 4 2 1 2 4 7 
8 5 4 3 4 5 8 
9 8 7 6 7 8 9 

The example on p.22 of the last 
issue was 3.8.7;4.9. The corresponding 
3.8.1:4.9 is shown here. Puzzle for 
solution: construct an octonary tour of 
maximum length on a 9x9 area. 
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by David Pritchard 

Badgers Wood, Hascombe Rd., Munstead, 
Godalming, Surrey GU8 4AA. 

SHAOLIN SOVEREIGN CHESS This hexagonal 
variant (three variants I suppose, since the game is 
adapted for two, three or six players) was developed over a 
twelve-year period. Invented by R. D. Planesi, the game is 
played with the usual men arrayed at the start of a 
two-plaver game on a board of 69 regular hexagons 
(similar to our redrawn illustration). 

Notice that the posltlons of king and queen are 
reversed in relation to their orthochess positions and the 
bishop and knight on the (new) king's side are transposed. 
(With the superior IQ of a VC reader, you will be able to 
work out why.) Because there are only two bishops a side, 
they can only cover two-thirds of the board, hence the 
introduction of a third bishop (the Sovereign Bishop) 
during the game - see below. 

When they are within the central area of 31 cells the 
Pa'\\ns move one cell rookwise, and capture one step 
bishopwise in any direction within the area, but when they 
are outside this area they can only move fonvard. Thus in 
the initial position the pa"ns immediately adjacent to the 
rooks, kno'\\n as Sovereign Rook's Pav.ns, have only one 
direction of capture, while the two pa"ns at either end of 
the third rank have two, and the two ceI).tral pa'\\ns have 
three. All pa'\\ns have the option of moving two cells 
forward (roolmise) on their first move, but this is subject 
to e.p. capture by opposing pa'\\ns and pieces. 

The central hex is dark and there is a ring of IS 
shaded hexes around it (only the outer border of these is 
sho'\\n in our diagram). The perimeter of the shaded 
hexagons is kno'\\n as the Sovereignty Line. Once a pa'\\n 
crosses the SL (two have done so at start of play) it .may 
not return to its own territory. Similarly when a pa"n 
enters the opponent's territory (beyond the SL) it must 
move towards the promotion line and cannot move 
sideways or backwards. 

A pa"n that occupies the central hex (knmm as an , 
'attainment') permits the player to enter a Sovereign 
(third) Bishop on the king's cell (if vacant). A player may 
only have one Sovereign Bishop on the board at anyone 
time. Once lost, a Sovereign Bishop may be replaced by a 
pawn achie\ing an attainment. Promotion is effected on 
the opponent's back rank. Promotion is to any piece other 
than a king. Promotion of a pa"n to a Sovereign Bishop 
can only occur if the pa"n moves to the hex occupied by 
the opponent's king at the start of a game. (This seems an 
unnecessary restriction: a player would opt for a SB rather 
than a Queen in about one game in a million, assuming 
that number are ever played?) Is that all clear? 

By contrast, piece movement is standard (see VelS 
p.157 or VCS p.97), for example a knight on the central 
hex attacks the 12 outer shaded hexes. After that, you'll be 
relieved to hear that check, checkmate and stalemate are 
orthodox. Castling howe\'er has an original mist: the rook 
as well as the king must not be under attack at the time, 
nor must it pass over a square that is under attack. This 
game is kno'\\n as Freedom2 . The three-player game, 
known as Freedom3 is played '\\ith three sets of orthodox 
men on a 94-cell board whilst the six-player game 
(Freedom6) is played on a 271-cell board. Interested 
readers should write to R. D. Planesi, lOOS-lOth Street, 
No. 707, Sacramento CA 95814, U.S.A. 

SECTION CHESS This variant is the invention of 
Janos Tury who has also invented other games. It cannot 
be said to be popular as only one set exists and the board 
for that (which has been patented) cost nearly £1,000. 

Usual men but the board ('\\ith reversed chequering 
from usual) has an additional rank of blank squares, 
initially across the middle of the board. All the black and 
white squares can be slid backwards or fomards (not 
sideways) into a space, but only if occupied. The rules of 
chess apply except that no man, except a knight, may 
cross a blank square. All other men who desire to cross 
move first to the square immediately behind a blank 
square. The knight also retains this option, considerably 
increasing its powers. The ne:'-i time the piece or pa"n 
moves it advances into the blank square together '\\lth the 
square it stands on (thereby creating a space behind it). It 
may now move off as part of its mm'e. As an example, if 
the WQ moves to d4. Assuming d5 is blank, the queen 
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would now be threatening h9 etc. (After this move the 
blank in the d-file is at d4.) A retreating piece would be 
similarly constrained on reaching a blank square. Notice 
that bishops can change square colour. Once the row of 
blanks across the centre has been broken up it may be 
possible for pieces to pass through in places without 
hindrance. As the inventor remarks, "the game 
complexity increases· to innumerable variations and 
challenges even the most experienced player." 

THE GAME OF ISIS This handsome game was 
descnOed in Games & Puzzles as a chess variant so I'm 
giving it the benefit of the doubt. Invented by Adam 
Godfroy in 1993, Isis is an abstract game played on a 
12x12 chequerboard. In each half of the board there are 
eight marked squares, symmetrically sited, designated as 
energy zones, two each coloured blue, green, red and 
yellow. The players (White and Black) have eight pieces, 
two each of Dolphin Wave (blue~ moves as rook), Gaia 
(green; moves as bishop), Dance of Energy (red; moves as 
wazir), Moon Pyramid (yellow~ moves as fers). The pieces 
are made of melamine (or something similar) and. occupy 
in the array the energy squares corresponding to their 
colours. A piece entering an energy zone of the same 
colour can change direction ('bounce') as part of the same 
move. Capturing, which is allowed under certain 
conditions, is by displacement. The game ends when one 
player has moved all his (remaining) pieces into the 
corresponding target (opponent's) energy zones or is 
annihilated. There is a scoring system to determine the 
winner. The rules helpfully include a whole page on 
strategy. The quality of production is only slightly short of 
superb, an added pleasure. What is the significance of the 
names? Isis of course is the Egyptian goddess but an 
explanation of the S}mbolism represented by the various 
pieces regretfully exceeds the space available here. 

The price is £49.95 post free anywhere. Write to the 
inventor: Adam Godfroy, 90 Hunny Hill, Newport, Isle 
ofWight, POlO SRN, England. 

DAKINI CHAKRA This Chakra variant was 
invented by Gianluca Vecchi (for rules of Chakra, see 
VC13 pp 65-6). Board 8x8; each side has 1 x King, 
Queen, Rook, Bishop; 2 x Knight, Gauri, Chakra; 6 x 
Pawn. The K & Q are orthodox~ the R and B move as 
their promoted counterparts in Shogi (i.e., B can also 
move one square orthogonally, R one square diagonally). 
The N moves as a Squirrel (as N, or two squares as Q, 
leaping intervening square). The Gauri moves as a K but 
with extra powers. If a Q-move away from a friendly 
Chakra, with no intervening men, it has two additional 
options: it may move any number of squares along that 
line (and may leap the C if desired). Alternatively, it can 
move to the C, transfer to the other C, and then move off 
\\<ith the same power (i.e., as B or R) in the one turn. A P 
moves one square forward, straight or diagonally, 
retaining initial two-square option; promotes on end rank 

to a captured piece (if none, move is illegal). A Chakra 
has additional powers: any unit of either colour, other 
than another C, may move on top of a C. Until the C is 
occupied it cannot move. A man occupying a C may be 
captured. If a man, other than a K, occupies a friendly C, 
it may move directly to the other C provided it is vacant or 
is occupied by an enemy man, which is captured. Any 
man may pass over a friendly C. The object of the game is 
to capture the enemy K or leave the opponent without a 
move. There is no checking or castling. The array is 
(al-hl/h8-a8) NGBQKRGN (a2-h21h7-a7) CPPPPPPC. 
Chakras start with squares face up. 

HERALDIC CHESS GAMES The third word of the 
title is important as it makes clear that this commercial set 
is not in itself a game. Rather it is a basis for a variety of 
games invohing chance, the players being imited, in 
effect, to make their own rules from a number of 
suggestions offered. 

The sturdy box contains a set of wooden chessmen 
each identified by a band of colour (so all the eight pawns 
have different colour bands). In addition, there are 64 
good-quality playing cards, four cards matching in colour 
and piece symbol each of the 16 men. Thus the knights, 
both white and black, are colour-banded respectively red 
and green and so are represented by four red and four 
green knight cards. There are also eight heraldic cards 
which serve as jokers. Finally, there are three cubic dic~ 
the 18 faces of which correspond to the 16 men, again 
identified by colour, and two jokers. 

The games suggested use either the cards or the 
dice to determine the man to be moved. (There is surely 
an imbalance in favour of pawn moves?) The rules are in 
Spanish and English. Alas, the English translation can 
only be described as atrocious: it is stilted, at times 
near-incomprehensible, and liberally scattered with typos. 
It is a more-or-Iess literal translation of the Spanish; thus 
the Spanish word 'modalidades' meaning, roughly, 
'characteristics', is rendered as 'modalities'. A section 
headed "Variations into pieces' way" (really!) puts 
forward new pieces, or if you like new powers for old 
pieces. The K becomes a Battler King which moves and 
captures as a Q but is reduced to a K move when checked. 
Bs and Rs become 'Manoeuvring Bishops and Castles' 
with the additional powers of moving, but not capturing, 
one square orthogonally and one square diagonally 
respectively. To avoid blocked positions, it is suggested 
that pawns be allowed to move additionally one square 
diagonally forward and, as a further, alternative extension 
to move one square in any direction, but capturing 
diagonally only; no promotion. The N has its powers 
increased to include that of Q but without right of capture. 
Again there is no guidance: players are free to adapt any 
or all of these changes. Heraldic Chess can be ordered 
from the inventor: Modest Solans, Dr. Olin 9, 18500 
Guadix, Grenada, Spain. 

page 30 



CVofllme 3, CJsslle 22 

1'f)LAT~1) 

VA~' 
by David Pritchard 

40. NECROMANCER This game 
was described in VC2l. Since there is 
no provision for e>..1ra pieces, a Thrall 
that transmutes (promotes) when both 
Wizards or Crusaders are still on the 
board is replaced by one of these. 
(There can be considerable advantage 
in getting a Wizard on the grey 
diagonals in the early stages or a 
Crusader on the back rank.) The 
inventor, Kevin CulleD, has done 
considerable research into the 
opening and endgame which has led 
to the present array and rules. 
Because of the game's symmetry, 
Black can usually imitate White's 
moves and only depart from them 
when advantageous to do so. White 
on the other hand can only break the 
symmetry by checking the 
Necromancer. Cull en notes interest
ingly that the ending N v N is usually 
decisive because of the influence of 
the Demons. Here is a short game: 
1. Wgl-h2 We7-d6 2. TiI-h3 Tc7-d5 
3. Th3-g5+ Nf7-g6 4. Wel-f2 mate, 
although I am not sure why (answers 
on a postcard please). 

41. DOUBLE SKAK Here are two 
recent correspondence games (rules 
in VC2l). Comments based on those 
by the winner. 

(I) White Soren Kirk Black 
Jens Baek Nielsen White (hi) starts, 
then counter-cloclrnise. 1.e2 ff6 as 
a4 2. Be3 Ng5 dS Nc3 3. B:g5? h:g5 
Bc6 dl! (both Black forces now 
attack White's Q-force - an effictive 
strategy) 4.dl Q:h3 Rb7 Nb5 5.QgI 
(White could have played g4 to cover 
cS) Qf5 KbS!? Nd4 6.Qe3 g4 
(White's Ns are badly placed) b5 
N:c6+ 7.M Qd7 N:c6 el! (again a 
double attack) S.Rf4 Q:c6 resigns. 

(2) White Jens Baek 
Nielsen Black Soren Kirk 1.m ff6 
Nb5 Nb4 2.f4 Bc4! (Black already 
has strong pressure) Ka7 Ka2? 
(Nxa6!) 3.Be3 f5 Nd6 Nc6+ 4.R:c2 

CO"r1,,"t Chess 

(desperation?) R:c7 Ka8 b:c2 5.g4 
Re7 N:c4 N:bS (Black seems to have 
lost his way) 6.Qd5 Qg7 N:a3+ 
resigns (if K:a3 7.Bc5+; if Kal 
7. Qa5). 

42. CHESSapeak CHALLENGE 
This game, described in VCI8, 
appears to be going from strength to 
strength. The Tourney model, which I 
described, is now on the market at CS 
54.99 and there is also a crafted 
Masters model (photo) at CS 174.95. 

The origina1 CHESSapeak Challenge 
set remains at CS 34.99, postage and 
packing extra for all sets. 

The inventor has reached 
agreement with the people who took 
on Trivial Pursuit in 1985 so the 
future looks quite bright, almost 
unheard of for a chess variant Write 
to J. Bruce Jones, 71 Birch Hill 
Lane, Oakville, Ontario L6K 2P1 
Canada. 

43. GRAND CHESS Christiaan 
Freeling's Grand Chess (see VCl9 pp 
181-2) is gaining adherents thanks to 
the Internet Yerevan has proved a 
success: no less than 21 chess masters 
are engaged in a tournament; none 
have played the game previously. 
Vardan Melkonyan of Armenia leads 
with 717. The site is at www.cyberco 
m.nll -freeling! GRANDCHESSI 
GrandChess.html. (Full stop to end 
the paragraph, otherwise ignore!) 

page 31 

CW"il1ter 1996-7 

44. FISCHERANDOM I was a guest' 
speaker at the annual dinner of The 
Staunton Society at Simpsons-in
the-Strand recently and gave a short 
talk on Fischerandom (described in 
VCl8 as Bobby-Fischer Chess, what's 
in a name?). Afterwards a few 
members tried their hand at the 
game. From all I've heard the 
much-heralded launch of the game in 
Brazil was a flop, Fischer promptly 
returning to Europe not noticeably 
poorer. 

FISCHERANDOM 
Further Notes by Peter Wood 

Bobby Fischer's version of Random
ised Chess has generated much publicity, 
but no games. The well publicised match 
between Eugene Torre and Pablo Ricardi, 
due to take place last July in La Plata in 
Argentina, was cancelled: 'the sponsors 
did not come through' (Chess Monthly). 

Fischer is quoted as saying that 
computers would be at a considerable 
disadvantage in Fischerandom because, 
as I understand it, they would have no 
access to their huge opening databases. 
But I believe they would still put up a 
good show, as they should be able to 
orientate themselves quicker than humans 
in the tactics of unusual opening 
formations. It is swprising that there have 
not been computer championships in 
randomised chess. They would be easy 
enough to set up. 

Hans Bodlaender has organised the 1st 
WW Progressive Fischerandom Chess 
Tournament on the Internet - Scottish 
Chess rules. The closing date was 15th 
November, unfortunately this magazine 
learnt of the event too late to give it 
advance publicity. 
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Cy£inaer Chess 
by George Je//iss 

The earliest type of bent-board chess is a game 
described by the Arab historian al-Masudi (died 956 AD) 
in his Muruj adh-dhahab (Fields of Gold) 947 AD and 
described in more detail in several later manuscripts. 

The board and opening position in this game, usually 
called Byzantine Round Cbess (though it was played at 
other times and places, e.g. by Ala' addin, chess adviser to 
Timur in Samarkand circa 1400 AD) can be regarded as 
formed from the usual opening position by splitting the 
board do"n the middle (between the king and queen 
sides) and joining the short ends of the two halves, thus 
making a board of 16 radial 'ranks' and 4 circular 'files'. 

The pieces denoted here by queen and bishop symbols 
are of course the Fers and Alfil of mediaeval chess. The K 
and F(Q) of one colour were usually interchanged so that 
the two fers moved on the same set of cells. There was no 
pa"n promotion; if two pa"ns met head-on the opponent 
removed them. (It is not strictly correct to call this game 
'Byzantine Chess'; this would be the normal form of chess 
played in Byzantium. which would have been Shatranj, 
known locally under the Greek name of Zatrikion.) 

Numerous forms of Modem Round Chess have been 
proposed, played with the modem forces. I suggest the 
new rules that a blocked pa\\n may make a diagonal move 
(like a phantom capture), and that a pawn promotes on 
making a complete circuit of the board The pawns would 
then need to be marked with eyes to show which way they 
are travelling! In the above diagram it is assumed that 
pa"ns move head-first (in our other diagrams White 
pawns move head-first and Black pawns feet-first). 

The modem form of Cylinder Chess is in fact played 
on a normal board, but the right and left edges of the 
board are imagined to be joined in such a way that a piece 
can move off one edge and reappear at the opposite edge, 
moving in the same or a parallel line. The practical 
difficulties of playing on an actual cylinder (such as 
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seeing the whole position and stopping pieces falling offi) 
could no doubt be overcome "ith a little ingenuity, but 
chess variants are really about changes in the rules, not 
the equipment. The same game can also be played on a 
circular board, with Black's side of the board contracted 
to a point, or to a small circular hole, in the centre, and 
White's side as the circumference. However, the outer 
cells are then eight times as "ide as the inmost cells. 
Teodoro Ciccolini, Marchese di Guardiagrele, gave such a 
board diagram in his book Del Cava/lo deg/i Scacchi 
1836 (but the knight's tour he gives on it is ordinary, not 
including any move across the line of the join). 

The earliest cylinder chess problem may be (A) and 
the earliest example to show a complete circle move (sent 
to me by 1. C. Dumont) may be (B). 

(A) A Piccinini 
Revista Scacchistica 
Italia 1907 (version) 

Mate in2 
1. Qa3 Kgl 2. Qcl: 

(B) A W. Mongredien 
Bulletin de la FFE 
No.19, 1926 

Mate in 2 
1. Rh4-h4 any 2. Rh4-h5: 

T. R Dawson "Tote about Cylinder Chess in the 
Problemist Fairy Chess Supplement December 1931 p.50: 
"One or two readers have objected to the idea that in 
cylinder chess a rook (say) may move from b5 round the 
cylinder and back to b5, on the ground that this is merely 
picking a man up and putting it down on the same square. 
I cannot agree with this limitation of cylinder play, for the 
circular return move is really the most interesting novelty 
of cylinder play, is in fact 'real cylinder' play, and its 
study is worth attention quite as much as any other 
geometrical feature of the cylinder board." Since then 
many other forms of 'null move' have become almost 
commonplace. 

W. Roese (in Die Norag 12 Feb 1926) gave a position 
(WKel, Rd8; BKe3, Qe4) in which he mischievously 
claimed that White could draw by making an 'infinite' 
rook move round the top rank. Hence the need to play 
Cylinder Chess with a time limit on moves! 

C. S. Kipping in The Problemist 1934 commented: 
"Some of the great Bohemian composers, including Havel 
and Mach, have published several hundreds of cylinder 
problems in recent years. " 

Another prominent feature of cylinder play is the 
convergence of two diagonal lines from one piece onto the 
same square, its antipode, a (4, 4) leap away, thus making 
possible double checks from a single piece, and double 
pins and other effects. 

page 32 



Vo[ume 3, CJssue 22 

(C) A. Mandler 
Prager Presse 
1925 

Mate in 2 
1. Qb7 K-d3/f5!P-
2. Q-h7/bllaSt 

(0) P. Frey 
Fairy Chess Review 
1935 

Mate in 2 
1. Nf7 K-d5/e4/6/fS 

2. Q-hllaS/a2/bl (1.Ng6? Ke4!) 

It may be noted that in setting a problem composers 
often rotate the board to a position where the moves are 
the most difficult to see, so it often helps to rotate the 
position to see more clearly what is going on. The retro
analysis e:\.-pert Luigi Ceriani composed a number of 
ingenious problems like (E) in which the board has been 
rotated and you are required to identify which is the a-file! 

An effect of the cylinder on castling, shown in (F), 
only seems to have been realised much later. 

(E) L. Ceriani 
Die Schwa/be 
1933 

Which is the a-file? 
(ignore chequering) 

(F) K. Hannemann 
Thema Danicum 
1976 

Helpmate in 2, 2 ways 
with set play (2 var) 

In (E) 'ai' must be either cl or fl since the bishop 
has not moved. The WP on the 7th rank came from 'a2' 
by four captures on the same colour cells. The BB 'as' 
was captured at home, so one of the four captures must 
have been of a rook. The only way a rook could have got 
out is if there were a pair of captures by the black pa\\ns 
(e.g. 'c7'x'd6' and 'd7'x'c6'). The other WB was taken 
at home. So WQ must have come out to be captured. Thus 
'aI' cannot be fl since the WQ is then trapped between K 
and QR, preventing castling. But "ith 'ai' at el the Q can 
get out "ia c2. So the real a-file is the current 'g-file'. 

In (F) the set play is 1. ... Na6 2. 0-0 Rg7t or 
2. '0-0-0' Rc7t. The solutions are 1. 0-0 Na6 2.Rf7 Rhst 
and 1. '0-0-0' Ne6 2. RbS Rc7t Where '0-0-0' denotes 
queen-side castling \\ith the king's rook! Also feasible is 
'0-0', king-side castling "ith the queen's rook. 

C\Vinter 1996-7 

Progressh'e Cylinder Chess is a crazy game recently' 
introduced into the AISE competitions. It combines 
Cylinder Chess \\ith Progressive Chess in which the 
number of moves increases by one at each turn. I thought I 
would try it out. The follo\\ing are my games in the 1995 
Grand Prix event. I enjoyed the games but scored only 
4112. First some awful examples of what can go \\Tong: 

Fabio Forzoni v GP]: 1. g4 2. b5, d5 3. Nc3 xb5 xc7t 
(double check, the second from Bfl) 1-0. 

GP] v Gabrielle Comacchini: 1. Na3 2. c6, g6 3. M, 
h4, Nf3 4. Q xh4, Ba5, ... , Qxf2t 0-1. 

GP] v Michele de Giglio: 1. g4 2. g6, b5 3. Bxb5-a4, 
Nf3 4. c6, Qg3, Ba5, Qxf2t 0-1. 

The Italian Progressive rule that every sequence has 
to have the full complement of moves leads to some very 
odd 'Italian mates' that I find difficult to see: 

GP] v F.Forzoni: 1. Na3 2. e5, d5 3. M, Nh3, g4 4. 
Ac5, Qh4, ... , Q xf2t (not Nxf2 since Bfl checks) 0-1. 

GP] v Vito Rallo: 1. Na3 2. d5, e5 3. Ng4, M, BxdS 
4. f6, Nc6 xM xc2t (not Q xc2 since it checks BK) 0-1. 

Now three slightly longer games~ in the last two the 
mating sequences begin with 'real cylinder' rook captures. 

Aldo Kustrin v GP]: 1. c3 2. b5, Bh5 3. Q X h5-cS 
xdSt 4. KxdS, PMxc3-c2 5. Ph4-h5-h6 xg7 xf8 =Qt 1-0. 

GP] v Tiziano Sala: I.g4 2. g6, b5 3. B xb5, h4, Nh3 
4. e5, Q xh4 xh3 xhlt 5. R(al)xhl, b3, Nc3-d5 xc7t (Bel 
guards e7, dS) 1-0. 

T. Sala v GP}: L c3 2. c6, g6 3. M, Bh4xdS 4. KxdS, 
b5, Bh5 xdl (not N-f6-e4, A-a5 xf2 as AdS xf2!) 
5. P-a4 xb5, Rxa7xa~xbSt 6. R(hS)xbS-aS-a2-c2-cl, Bc2t 
A nice rook journey. 0-1. 

Finally some longer games, including some nice mate 
positions and final sequences: 

GP} v A. Kustrin: 1. g4, 2. c6, d5 3. M Bh4 xdS 4. 
KxdS, Bxg4 xe2 xdl 5. P-b5 xc6xb7xaS=Q, QxhS 6. Bf3, 
Kc7, Na6-M, a5, N xc2t 0-1. 

M. De Giglio v GP]: I.c3 2. Nh6, e6 3. M, BxdS, 
Nh3 4. Ng4 xf2 xdl, KxdS 5. M-b5-b6xa7xhS=Q, QxaS 

6. b6, Nc6-d4 xe2-d4-c2t (pinned BcS guards e2, dl) 0-1. 
V. Rallo v GP]: 1. g4 2. g5, Bxd2t (shock tactics) 

3. Q Xd2, e4, Nf3 4. Nf6 xe4xd2 xf3t 5. Ke2 xf3, Bxg5 xe7 
xdS 6. KxdS, ReS, R(aS)-g8xg4, b5, Bb7t (Pb5 shuts off 
Bfl and the Bb7 checks WK and guards Rg4) 0-1. 

G. Comacchini v GP}: 1. g4 2. g5, B xd2t 3. B xd2, 
B(fl)-a4xf7t 4. K xf7, Nf6-e4 xd2 5. Q xd2 xd7xcSxdS, 
Kd2 6. h7-h5 xg4-g3 xf2xgl=Q, RxdSt 7. Kc3, Na3-b5 
xc7, R(al)xglxg5, RfIt 1-0. 

GP}vFF VR v GP] 

Italian mate! (NxQ?) Mate! (KxR?) 
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PROBLEM PAGES 
conducted by Ronald Turnbull 

Highland Cottage, Gatelawbridge, Thornhill 
Dumfriesshire DG3 5EA 

INTRODUCTION 
Allow me to introduce myself -

see Problem (A) . Neither side may 
give check, unless checkmate. If 
White tries to open the battery by 
1:Kc2t, Black can't reply 1... B xd1, 
check to White, but has 1... Bd2. 
Whereas if I:Kc3t not 1... Bd2t?? 
but 1... Bxdl. So these WK moves, 
check but not mate, are both illegal. 

(A)Ronald~ULL 

Diagrammes 1994 

Checkless Chess, Mate in 2 

My prejudices are in favour of 
problems I enjoy - and I enjoy 
economy, pointedness and surprise. I 
enjoy frivolity. Most of all, I enjoy a 
problem I've managed to solve as 
against one I've simply read the 
solution of. (So, for your greater 
pleasure, the solution to (A) is at the 
end of the article.) Heavy, serious 
work would normally be submitted to 
The Problemist, or to one of the main 
French or German magazines. For 
this column I'm hoping for problems 
which are enjoyable to solve. 

(B) Ronald TURNBULL 
Original 

Imitator hI, Helpmate in 3 

And therefore which are, by the 
normal human brain, soluble. I do not 
regard difficulty as a merit in a fairy 
problem. Often, if s only too easy to 
make up a fiendishly difficult - and . 
dreary - problem in fairy form. Try, 
for instance, Madrasi or Imitator. 
Problem (B), now, is what I call 
nasty. Easy to compose but not to 
solve, and not all that exciting even if 
you managed to do so. 

Since (B) is my own I can be as 
rude about it as I like. It has economy 
but no theme. Since Black is heavily 
restricted with Imitator, why couldn't 
it be a direct mate? If s not even truly 
minimal: White can mate with bare 
king in Imitator. And a helpmate in 3 
- well if s just about OK to have one 
solution but two would be better. But 
mostly whaf s "Tong with it is, if s 
too damned hard. (prove me wrong. 
Solve the horrid thing without look
ing at the end of the article. An even 
greater challenge: enjoy doing so!) 

(C) John BEASLEY 
(after Jack CREED) 

The Problemist 1989 

Imitator g2, Mate in 2 

Whereas problem (C), while 
probably tough to compose, is 
reasonably easy to solve. Problem (C) 
gives me pleasure each time I 
contemplate it. Set it up and solve it; 
please do. You say you don't have 
four black knights? Come now -
you've surely got a couple of 
pepperpots in your house. 
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(Alternatively the knights at the back 
- a8, b8 - can be replaced by rooks. 
In a fairy problem, promoted force is 
less relevant - how did that Imitator 
get onto the board? - and the 
composer preferred to minimise the 
number of different sorts of force in 
the diagram.) Note the Bh8 is there to 
meet l:Kb6t (lh3) with 1... Bf6 (Ifl). 

A principle of Economy of Effort 
suggests that a problem should be no 
harder than it needs to be to express 
the idea within it. Problem (D) -
which I applaud - shows a difficult 
idea, and is correspondingly dificult. 

(D) Klaus WENDA 
1st Prize The Problemist 1986 

Madrasi Chess, Proca Retractor 
Retract 8 and Selfmate in 1 

In a Proca Retractor: each side 
retracts in turn, not co-operating, 
striving for a position with forward 
selfmate in one. I'll happily publish 
the likes of (D) - if I'm lucky 
enough to get offered them - though 
probably with hints for solving. 

(E)G. UMNOV 
3rd Pize, Minimanner 

of the Year Tourney, 1979 
(diagram rotated +90°) 

Grasshopper a1 
Helpstalemate in 5 

(b)~d4+e5 

I regard each fairy piece or 
stipulation as equivalent to 4 ex1ra 
units. So a Grasshopper problem \\ith 
3 units, like Problem (E), runs level 
"ith an orthodox miniature. 
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A problem "ith two fairy pieces I 
stipulations and ten units is already a 
'heavy' setting, as in Problem (F), 
(Here the usual Ciree and Madrasi 
rules apply to kings also. So kings 
may paralyse one another: an 
attacked king isn't in check unless 
his rebirth square is blocked.) 

(F) Mark RIDLEY 
The Problemist 1986 

King Ciree + King Madrasi 
Reflexmate in 2 

However, perhaps if s harsh to 
condemn the delightful Problem (G) 
as having 'eleven units'. (A Royal 
Wazir is a king "ithout the power of 
diagonal movement. So 1: Wb7 
stalemates. ) 

(G) Erich BARTEL 
Problem Kiste 1984 

(diagram rotated +90°) 

*~ ~ ~ • ~~~~~;;. ... ~~~ 
~~<...~~~~~~ 
~~~~~~~~ 
~~~~ 

Royal Wazirs, Grasshopper f8 
Mate in 29 

(H) Colin VAUGHAN 
& Norman MACLEOD 

Bournemouth Fairies 1989 

Ciree + Madrasi 
Helpmate in 2, 2 solutions 

COariant Chess 

Problem (H), again, shows an 
effect only possible where these two 
stipulations combine. Ifs no prize
winner, but shows a pleasing light
ness of touch. The two solutions 
harmonise neatly, and if s not too 
hard. Problems with three (or more!) 
fairy stipulations "ill have to be very, 
very good for me to like them. 

A word of apology to my 
silicon-based readers. Variant Chess 
is still primarily addressed to human 
beings: if a problem has been 
composed by computers for the 
appreciation of other computers, 
don't submit it here. Humans: where 
you have been assisted by a 
non-sentient colleague, please 
indicate. My mistrust of the more 
silicaceous sort of problem is 
outweighed by my relief at not having 
to bother looking for cooks. 

Where my own silicon assistants 
discover a problem to be cooked, it 
"ill be returned - onee - for 
correction. If s not part of my 
function to run a computer-testing 
service for problemists. I suggest that 
a purely-protoplasmic problem should 
be left to lie for one month after 
composition to allow cooks to rise to 
the surfaee. 

Many of VC's readers are wiser 
and more established chess deviants 
than myself. (To them I say, don't 
wait till it's been rejected elsewhere 
before sending it here!) Others may 
like some ideas on how to compose 
wonderful stuff. Well, I've already 
said avoid the long single-line 
helpmate. As well as being 
intrinsically nasty, if s also intrin
sically prone to cooks - indeed, I bet 
problem (B) adds cookery to its other 
faults. I've quoted mostly two-movers 
(direct, help, self and reflex, and 
maybe leading to stalemate as well as 
mate). Almost any good idea is 
presentable as a good two-move idea. 

Cram in lots of fairy effect. Just 
look how much locust-play Fougaxis 
has managed to get into Problem (1). 
(A locust moves only to capture, 
which it does by leaping over its 
victim, on queen-lines, to the vacant 
square immediately beyond; e.g. 
black Lo a2-a4 captures white Lo a3.) 
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(1) H. FOUGAXIS 
1st Prize, The Problemist 1991 

Locusts, Helpmate in 2, 2 solutions 

A surprising fairy mate can carry 
a problem on its own - but better if 
the surprise is repeated in a second 
variation. Problem (K) shows an idea 
not possible in orthodox chessplay. 
As did Problem (A), where the black 
queen managed to obstruct her own 
bishops. 

(K) H-P.REICH 
& M. RITIIRSCH 

1 st Pr, Europa-Rochade 1986-7 

Madrasi 
Helpmate in 2, 2 solutions 

Much the same considerations 
apply to any articles you may be 
obliging enough to submit. I am more 
interested than most in fairy chess, 
but I don't like articles that exhaust a 
subject. They tend to exhaust me first. 
Articles should entertain. They 
should be not unnecessarily long. 
They should be illustrated with 
problems that are fun to solve. They 

. should be in English, French or 
German and if in either of the latter 
should be prepared to submit to 
idiosyncratic translation. 

Thaf s enough from me. Now 
lef s hear from you. 

[Solutions to these introductory 
problems are on page 37] 



Vofume 3. CIssue 22 

Original Problems 
To Solve 

To Composers: If you have 
submitted original problems to the 
previous column editor, then they 
appear here, OR I have just written to 
vou about them (if neither, please 
~esubmit!). Several of the problems 
here are just the sort of small treasure 
I had hoped to find when I opened the 
heavy brass-bound box that arrived 
all the way from Bologna on the sho
ulders of a groaning slave. (Actually, 
the slave had little reason to groan; 
with this issue I have almost emptied 
the box. More originals please!) 

To Solvers: Problem 143 will not 
detain ex-perienced solvers for long. 
Players of progressive chess: do have 
a go at this one. Black plays 9 legal 
moves (as in Progressive, but without 
Italianate complications) after which 
White can mate in one. 

(143) Sergei TKACHENKO 

Serieshelpmate in 9 

In 144 the Princess combines 
moves of knight and bishop, the 
Empress of knight and rook 

(144) Erich BARTEL 

Empress hS, Princess a2 
Mate in 3 

Variant Chess 

In 145 the Root-50 leaper makes 
a knight-like leap of either (1,7) or 
(5,5) squares. Since such units are 
considered to arise from promotion, a 
root-50 leaper on g7 would be in an 
illegal position, since it could not 
have got there from any cell on the 
Sth r~ but the one at f7 could have 
got there via a2, h3 and cS. 

(145) Erich BARTEL 

Circe Chess. Root-50 leaper f7. 
Serieshelpstalemate in 8 

One can argue as to whether 
orthodox chess counts as a 'variant'. 
Problem 146 is an early work by a 
regular reader, from whom, having 
seen work in progress, I expect to 
gain future solving pleasure. 

(146) Ian RICHARD SON 

Helpmate in 2Y2, (b) Aa5+d4 

(147) Nikolay VASYUCHKO 

Kangaroo hS 
Serieshelpmate in 46 
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The Kangaroo is a sort of large 
grasshopper, in chess if not in 
zoology. It moves on queen lines over 
two intervening units to the square 
immediately beyond. So, in 147, if el 
were a kangaroo it could move to e7 
only. 

In Andemacb Chess a unit that 
captures changes colour. I apologise 
to Peter Fayers for the fact that a 
problem inspired by 14S appeared in 
VC21 on page 15. (The general editor 
must accept some responsibility for 
this, having put the problem in as a 
last minute filler without consulting 
the composers. GPJ.) That problem 
must be considered as being 'After 
Fayers'. Peter kindly accepts the 
apology, but less kindly points out a 
cook in the earlier problem and 
amends it as 149. 

(14S) Peter FA YERS 

Andernach Chess 
Position after Black's 7th. 

Game Score? 

(149) R TURNBULL, S. EMERSON 
&P. FAYERS 

Andernach Chess, Zeroposition 
(a) -Has, (b) -.b8, (c) -.1.f8 

Position after White's 4th. 
Game Score? 

In a 'zeroposition' multiplet, you 
do not solve from the diagram but 
modify it first, here by removals. 
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Only part (c) of 149 counts for 
Ladder points since solutions to (a) 
and (b) have already been given. 

In the ne>..1 two problems all the 
men are neutral, including the kings! 
(problem 150 is a correction, by the 
composer, of 125 in The Games and 
Puzzles Journal, a cook having been 
reported by Yves Cheylan in making 
the award, as reported in VC21.) 

A Neutral may be considered 
White or Black by the player who has 
the move. Note that most checks to a 
neutral king by a neutral unit are also 
self-checks and so illegal. Anticirce 
(used in 151) offers a way round this. 

(150) A. W. INGLETON 

Circe Chess, All men Neutral 
Helpmate in 5 

In Anticirce Chess a unit that 
captures is reborn, while the one 
captured disappears. Thus when 
§ b 1 x ~ b8, the ~ vanishes and the 
§ is reborn on al. If the rebirth 
square is occupied, the capture is 
illegal. This applies to kings also. 

In 151 a unit may not capture on 
its own rebirth square (considered as 
occupied) though problems with the 
opposite convention have been 
composed. 

(151) Yves CHEYLAN 

Anticirce Chess, All men Neutral 
Helpmate in 2 

CU~ri~nt Chess 

Anticirce is a fruitful and only 
partly e>"l'lored field that I commend 
to composers. 

A reader asked for more of the 
"Abominable Problems" as described 
in my article in The Problemist (July 
1994). I don't name the reader, in 
case he should receive a share of the 
opprobrium that 152 may attract. At 
the start of a game of Pocket Bishop 
Chess each player has a bishop in his 
pocket and in the course of the game 
may deploy it onto any vacant square 
in stead of one normal move. 

(152) Ronald TURNBULL 

Pocket Bishop Chess. 
Add a White unit for Mate 

in fewest moves. 

(A) 1: Se8 (threat 2: Sc7) 1... Qf4 
2: Kc2 (2 ... Bxdlt, Qd2t illegal) 1... Qg3 
2: Kc3 1... Qd7 Re5 (Kxe5t??) 

(B) 1: Ke2 (Th2) Sd5 (Ig4) 2: Sg2 
(00) Kg3 (lgl) 3: Kf.3 (00) Kxg2 (fill). 
Could be worse - I could have made it 
Ht3'h with Ks dl, h5, 192. 

(C) 1: Bb6 (Ifl) not check, but now 
only moves of BS avoid self-check. 1... 
Sd4 (le3) 2: Bxd4 (Igl) a piquant retreat 
1... Sc3 (ld2) 2: Kb4 (lel) else t from 
BS. 1... Sf4 (lg3) 2: Kb5 (Ih3) WK must 
keep guarding a6. 1... Sg3 (00) 2: Ka4 
(fil 1) imitator prevents others. 

(D) In Proca-retractor, uncapture en 
passant (denoted +P e.p.) is permitted 
without special justification (as is 
uncastling). We have thematic pre-play: 
1: fg5 (+P e.p.) fl 2: Qf3 g7 3: ba5 (+P 
e.p.) b7. Now no WP has promoted and 
any black uncaptures must be of pawns. 
4: Qe3 (+P) and this pawn can only have 
reached this file by capture en passant ... 
fe4 (+P e.p.) 5: f2 e5 (NB hence not 1: 
fe5 by White) 6: Qcl (+P) ed4 (+P e.p.) 
7: e2 d5 8: Qe3 (+R) (Black's previous 
move must have been 8 ... d6, hence not 3: 
bc5 by White). Now selfinate 1 by Qb3t. 
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(E) (a) 1: Kc3 Kb5 2: Kb2 Kc6 
3: Gb7 Kc5 4: Gbl Kb4 5: Kal Ka3. 

and (b) 1: Kf6 Kb5 2: Kg7 Kc6 
3: Gb7 Kd6 4: Gh7 Ke7 5: Kh8 Kf8. 

Play in (a) and (b) too similar - but 
let's not be small-minded about this big 
little problem. 

(F) In normal K-Madrasi, kings once 
touching are fused forever. But not if we 
add K-Circe. 1: Kb6 (no threat) 1... Bxb6 
(WKel) 2: Sd2 Kxb4 for a nice 
smothered mate "'here WK does the job 
of blocking el himself 1... Bb8 2: Sel 
Ba7, with el blocked by a paralysed WS. 

Of course if d be nice also to have a 
capture of BK. But this is an unambitious 
little problem which says what it wants to 
say, then shuts up. 

(G) 1: Wc8 Wa7 2: Wb8 Wa6 -
7: Wb3 Wal 8: Wa3 Wbl 9: Wa2 Wcl -
14: Wf2 Whl 15: Gfl Wh2 I(i) 16: Gf3 
Wh3/(ii) 17: Wg2 - 21: ... Wh8 22: Wh6 
Wg8 23: Wh7 - 28: .. Wa8 29: Wb7l 
(i) 15: ... Wgl 16: Gf3 Whl 17: Wg2l 
(ii) 16: ... Whl 17: Wg2l 

(H) 1: de (WBfl) Se3 2: efB Sxfl 
(BBc8) (2: efS? paralyses WS) and 1: dc 
(WSbl) Bd3 2: cbS Bxbl (BSg8). 

(J) Knights being in general rather 
more useful than locusts, we solve by 
taking the two knights right out of action. 

1: Qg3 Se7 2: Lo d3 xg6 Sfg8. 
1: Rg3 Sd7 2: Lo d3xc4 S5b6. 
(K) 1: Rh3 Bxc4 2: Qh5 Rxd6 

(3: Rd3??) 1: Bg4 Rxd6 2: Qf3 Bxc4 
(3: Be6??). 

Solutions to the 
Originals in VC21 

129. R. Turnbull 1: Ba3 (+P) l?? illegal 
- no legal way to retract this check 
under orthodox rules. 1: Bf3 (+P) Ke8 
(+P) 2: Bh5 and 1... Kd6 (+P) 2: Ba3 (+P) 
- legal under orthodox, for retract bxc5 
e.p.t; c7-c5; b4-b5t. A lovely problem 
[lan Richardson). Business with the e.p. 
retraction is well known, and the three 
Bishops regrettable [Composer]. 
130. U. Hammantrom 1... Kh2 (h5) 2: 
Kg3 (g4)t Kgl (f3) 3: Kh3 (g3) Kf2 (f4) 
4: f4 (f3) Kg3 (g4) - rundlauf by WK. 
Only E. Bartel fmds this, but A. Ingleton 
finds instead 1... Kh2 (h5) 2: Kh5 (h6) 
Sc6 (fl) 3: Kg4 (e6) Kh3 (e7)t 4: h5 (e5) 
t Se7 (g6) - a sound second solution, on 
which he comments: Neat rundlauf by I, 
but slight pity W has only one legal first 
move. Will UH and AI permit relabelling 
as a two-solution joint composition? 
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131. A Chistyakov 1: Bg7 2: Rh8 and 
now either 3: Kh7 4: Sg8 5: B xc3 6: Bg7 
9: clB 10: cBh6 Bd3t or 3: Sh7 4: B xc3 
5: Bg7 8: clB 9: Ba3 10: aBf8 Bc4t 
Trick}' puzzle leading to echo mates; 
enjoyable solving [M. Ridley]. Straight
forward but pleasing [AI]. 
132. N. Vasyuchko I: glR 2: Rxg6 3: 
Re6 6: g3 7: gh 8: hlR 9: Rxb4 10: Re4 
14: hlR 15: Rbl 16: Rxb5 17: Rc5 22: 
blR 23: Rb6 24: Rd6 29: blR 31: Rc6 fet 
Neat packing by 5 promoted rooks [AI]; 
Five R-promotions in 'kindergarten' (ps 
only) shape; well done [EB]. 
133. P. Moutecedis Set 1... Qgl t 
2: Lbl t Qxglt Play 1: Lh8 Qgl t 2: Kb2 
Qa7 3: LaI QgI 4: LhI Qa7 5: Kal Qglt 
6: Lblt . Enjoyable lion-wander [RI] 
134. S. Pantazis I: Lhl Qglt (2: Lblt? 
Qg6!) 2: Kb2 Qa7 3: Kc2 Qgl 4: LbI Qa7 
5: Ld3t Kg8 6: LbI QgI 7: Lx5 Qa7 8: 
Lbl Qgl 9: Kb2 Qa7 10: Lb6 Qh7 11: 
Kal. I give Stefanos best; it just won't go 
for me [AI]. Indeed, went for EB alone. 
135. M. Dragoon 1: Qxc3 (Ra1) Rhl 
2: Qe5t Bxe5 (Qd8) 1: Q xb2 (Bcl) Bb2 
2: Qh3 Rxb3 (Qd8). Two triple-checks 
achieved with minimal setting [AI]. Good 
battery building [MR]. Very fme analogy 
[EB] 
136. V. Nebotov 1: Rg8 c8Q 2: Rxc8 
(QdI) Qxfl 1: Sxg3 (Bel) c8R 2: Qxc8 
(RhI) hg (Sb8) 1: Bd3 c8B 2: Qxc8 (Bfl) 
Kxd3 1: Sxf3 cbS (Qd8) 2: Qxb8 (SgI) 
Kxf3 (Sg8). AUW with first Black move 
in S, B and R variations vacating the 
square the mate comes from [MR] 
137. E. HoDaday 1: f8A t Kd6 2: Ad7t 
Kxd7 3: e8At Kxe8 4: Ka8 Kd8 5: Ac7t 
Kxc7= Tries 1: Ad3t Ke6! 2: Ka8 Kf6! 
and 1: f8St Kd6! lead to three similar 
stalemates whre Black doesn't do the ! 
move. Self-immolatory amazons [AI]. 
Asymmetry with ideal stalemates [EH]. 
138. A Shlichenko l: Sc5 Se8 2: Rxe8 
(WR) Re6 3: Rc4 Rd6t 1: S12 Bc3t 2: 
Ke3 Sg4t 3: Rxg4 (WR) Rg3t. Superbly 
constructed; I found this the hardest of the 
bunch [IR]. Echo models reflected round 
bl-h7 diagonal [S.Pantazis]. 
139. A Pankratiev & D. Muller Set 1... 
Be2 I eSxf3 (Qdl) 2: QXg2 (g7) I Rxg2 
(g7) Try 1: Kf7 (repeats set play) but 1... 
dSxf3 (Qdl)! Play 1: Qe2 B xe2 (Qdl) I 
eSf3 2: RXg2 (g7) I QXg2 (g7) and 1... 
dS- I de 2: Qxfl (Bc8) I Qxe3. IR and 
RT both identifed 1: Qxg2t as the 
thematic try. Irrelevant for scoring 
purposes, and in fact if s the set play that 
counts here. Reciprocal change of W 
replies to Be2, eSf3 is always a pleasure; 
mechanism involving rebirth of WQ is 
slightly crude, but the setting has lots of 
nice empty board [RI] 

CV"ri,:mt Chess 

140. Y. Cheylan 1: Rxd3 (d7) for 2: Rdl. 
1.. Sxd3t I Bxd3 (both WRhl) 2: Kd2 I 
0-0 (not Kd2? Bxh7!) also 1... Kal 2: 
Ra3. Pleasingly sharp reminder that, 
under Circe, reborn rooks can castle [RT]. 
141. Y. Cheylan I: Sd5 (2: Rdlt). 1... 
Bf4 2: 0-0-0 and 1... Be5 (2: O-O-O? Bd4!) 
2: Rx12 also 1... Scl,b4 2: Ra5, 1... Ba6 
2: e7. Two subtle castling mates by 
Ch~·lan. [AI]. Solvers are confused about 
Patrol Chess: a unit may capture only if 
observed (guarded) by friendly unit at its 
departure square. So 1: Sxe4 is legal, but 
is not check from either WS or WB. 
White can't 0-0-0 in diagram as guarded 
BS attacks dl. As castling involves retro
spection, illegality of position is relevant 
here, and while we may argue "position 
illegal, therefore may take as having been 
plonked down onto board as it stands, 
therefore WR, WK haven't moved and 
castling legal", I'd prefer a legal setting 
[RI]. 
142. L Vitale 1: Sa5 Sh6 2: Kf2 Kxa5 3: 
Ke3 Sxd5t 4: Kd4 Sxf5t 5: Kc5 dSe3=. 
Easy in principle, but difficult (in 
composition as well as solution I guess) 
to get the detail right [IR]. 

LADDER SCORES 
Maximum 215 (193 +22) +15 
A Ettinger 129 (129 + 0) 
E.Bartel 128 (116 +12) + 11 
I.G.Richardson 126(111 +15)+10 
M.A.Ridley 86 ( 74 +12) + 2 
V.Krivenko 82 ( 68 +14) 
V.Crisan 77 ( 77 + 0) 
M. Olausson 70 ( 63 + 7) 
R.Casano 17 ( 17 + 0) 
P.Fayers 17 ( 9 + 8) 
H.Bodlaender 15 ( 0 +15) 
A W.Ingleton* 12 (155 + 17) + 11 
P.Raican* 11 (146 +15) 
G.Vecchi 9 ( 9 + 0) 

The asterisk * indicates that Aubrey 
Ingleton and Paul Raican have each 
made a ladder ascent of 150 points, so 
they slide dO\\l1 the snake and begin 
again on the bottom rungs. 
Numbers to the right not added in are 
scores so far received for VC21. 
Scoring: I point each. 1 point for 
cook (cook + intention 2 points). 
Half-point for keymove, or for 
aU-but-one lines in helpmate. Scores 
rounded down to nearest full point. 
(e.g. IR scored 10~ so gets 10). 

Send solutions & originals to: 
Ronald Turnbull, Highland Cottage, 

Gatelawbridge, Thornhill, 
Dumfriesshire DG3 5EA, Scotland. 
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Cooks & Corrections 
125. A Ingleton (GPJI0). Composer 
corrects by moving WKa2 to bl. (This is 
offered for solution as 150 in this issue). 
127. P. Fayers (VC20). Peter points out 
that Augsburg has sometimes been 
interpreted as including pawns, some
times not (e.g. in The Problemist). The 
definition in VC20 did say "pieces of the 
same side combine ... " and the word 
'pieces' (as against 'units') usually 
means 'not pa\vns'. So I take 127 to be 
sound, though r d be pleased to see it 
reset - the more inclusive version of a 
fairy stipulation is generally to be 
preferred. Mark Ridley retains his ladder 
point for the attractive and ingenious 
arguable-cook. 

VVVVV 
TOUJ1ley Announcements 

The Nederlandse Bond van 
Schaakprobleemvrienden announces a 
Hans Burbach 75-year Jubilee 
Tournament for chess problems of any 
length in which CASTLING plays in any 
way the leading part in the solution, tries 
or even as the objective. Modified rules, 
like Circe or Madrasi, are pennitted, but 
not fairy pieces or boards. (Retroanalysis 
is also prohibited - somewhat unusual 
in a castling tourney. GP J. ) Entries 
before I September 1977 to Henk le 
Grand, Heimanslaan 5, NL 6705 AD, 
Wageningen, The Netherlands. The 
following problem is given as an example 
of castling as objective. 

1. J. BurbachProblemkiste 1991 

White Castles in 4 moves 
1. SdI Bfl 2. Sb2 Be2 3. Sa4 BdI 4. 0-0 

or 3 .... Bfl 4. 0-0-0 
(Try: 1. Sfl Bdl 2. Sb2 Be2 3. 'm) 

8 
The closing date for the tournament 
(Ve21 , p.24), for 2 and 3 move problems 
in Xiangqi, and 2 move problems in 
Avalanche Chess, has been extended to 
the 31st March 1997. Send 2 copies of 
compositions to: Romano Bellucci, 
Castello 5449, 30122 Venezia, Italy. 
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[ 
XL\NGQI-EUROPEAN 

CHAMPIONSHIP 
By Peter Wood 

This took place over the weekend 
of 21122 September at the Oslo 
Commercial Centre in the Chinatown 
area of the 13th arondissement in 
Paris. Apart from a disorganised 
hour's delay before the start, caused 
mainly by the need to process 
last-minute entries, the organisers, 
led ably by the non-stop Kim Laurent, 
should be congratulated for their 
efficiency in dealing with 7 two-hour 
games in two days. Dang Thanh 
Trung of France won the Champion
ship with 6 points, ahead on tie break 
of 2nd placed Woo Wei Cheung of 
France. 3rd was Cao Quoc Chi, also 
of France, with 5Y2 points - he lost his 
important last round game against 
Woo. C.K.Lai was the leading UK 
competitor with 4\-'2 points, taking 
12th place. This was a good result in 
a strongly competitive field. Released 
from his organising cares this was his 
best result for some time. Kwok Wai 
Leung came 24th with 4 points, 
although this included 2 walkovers. 
Paul Byway came 35th with 3 points, 
while Peter Wood came 46th with 2\-'2 
points (only 1 walkover!). There were 
56 competitors. 

All the non-Chinese prizes were 
taken by the 'German Panzers', to 
use a phrase of Kim Laurent. Michael 
Naegler, ",ith a black bristling beard, 
had an aggressive edge to his play 
and deservedly won the non-Chinese 
first prize with 4 points (l6th overall) 
- in fact he bristled so much that 
one wondered at times whether he 
likes Chinese people at all! Players 
who met Carlo Veronesi, the leading 
Italian player, three years ago in 
Exmouth, will be interested to learn 
that he now sports a dashing 'artistic' 
beard and is now an actor. 

The tournament concluded with 
a sumptuous 8-course meal at the 
roomy Asia Palace restaurant (which 
hea'\ily sponsored the event). For 
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1 
close on four hours there was 
non-stop prize-gi\·ing, Chinese 
karaoke, and Tames. The latter had 
lavish prizes - Kwok Wai Leung 
won both a computer games machine 
and 200 US dollars. 

To coincide "'ith the event there 
was a week-long visit to Paris by 6 
leading grandmasters, three from 
China, three from Taiwan. A 
four-game match was held with the 
two strongest of these: Lu Qin and 
Xu Yinchuan. Lu Qin won this 
contest by 2 ",ins to 1, with 1 game 
drawn. The last game of this match 
took place during the last afternoon 
of the Championship. The moves of 
this were relayed (bellowed!) by hand 
microphone from a person sitting at 
the side of the players to the person 
tending the demonstration board -
a method not conducive to assist 
concentration. Here is the last game. 

Lu Qin - XU Yinehuan 
l.Che3 NeS 2.Ng3 Cht'8 3.gS Ri9 4.Rhl 
NiS S.NaJ Rd9 6.Cbc3 Rd5 7.Rbl RbO 
S.Rb7 BeeS 9.Gfe2 R:g5 10.BiJ Rg6 
1l.Rh5 Gde9 12.NfS c6 13.N:e7 N:e7 
14.C:e7 RdO 15.Rf5 NhO 16.a5 ChS 
17.Rh5 NiS IS.i5 i6 19.i:i6 R:i6 20.Cg3 
CgS 21.C:g8 C:g8 22.Rf5 Ch8 

a bed e f g h i 

(From this position Lu Qin clinched 
victory rather nicely.) 23.Kfi ChO 
24.Rb9 ReO 25.R:fO+ C:ffi 26.R:e9+ 
KdO 27.ReO+ Kd9 2S.R:eO Re6 29.Cb7 
Re7 3o.Cb3 Cf7 31.Ce3 Rb7 32.Re9+ 
KdO 33.Rh9 g6 34.Rh7 Cg7 35.e5 Ng9 
36.Rh4 Ce7 37.Cd3 Ci7 3S.e6 Rh7 

page 39 

CWlnt£1" \996-7 

39.d6 KeO 40.Ce3+ Resigns. (If 
40 .... KdO.41.&l4.) 

SOLUTIONS 
Here are solutions to the two XQ 

mate in 3 problems in VC21 p.21. (1) 
l.Cie9+ B(either)eS 2.dO+ K:dO 3.Cd3# 
(2) l.Re9+ KfO 2.Rf9+ K:f9 3.Cf7# 

Below is another mate in 3 from the 
'Fuzzy Collection'. "This puzzle is based 
on a classic study", says the book. 

o 
9 

8 

7 

6 

5 

1 

, 

.J , 
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THE HASTINGS CONQUEST 
byC.KLai 

This latest softback from 'CK' is an 
account of the 2nd Shanghai Xiangqi 
Tournament held in Hastings during 
August of this year. An account of the 
tournament was in VC21. The scores of 
15 games are in Chinese, mule the 
annotations and commentary are in 
English. The notes are chatty and fun to 
read, and the book is interspersed with 
diagrams. Unfortunately most of the 
games are by the weaker players in the 
tournament; there are for example no 
games at all by the winner, C.W.Sung of 
Northampton. The book captures well the 
atmosphere of the event, but apart from 
that it is of slight interest. Price: £5.99. 
The book can be obtained from: C.KLai 
- his address is at the foot of this page. 

DAVIDWOO 
Publication of his book The First 

Book of Chinese Chess. which was 
scheduled for summer 1996, has now 
been put back till early 1997. 

XIANGQI EVENTS 
28 December - Tournament at 

Jarvenpaa, Finland. Phone: Raimo 
Lindroos (35S) 90-2S6255. 

Sunday 8th March 1997 - 3rd 
'Shanghai' Tournament at Hastings. Write 
to: C.KLai, 12 Lagan House, Sumner 
Road, London SE15 5RB. 
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Da\id Woo (Editor of XiangQi Review, 
Chinese Chess Institllte) "Tote on 30 
September. The follo"ing are his 
personal thoughts related to the article 
H7lere to, Xiangqi? [in VC21]. 

1. MaIcolm Borne: my personal liew of 
him 

Let me start this out by saying that 
Mr Home and myself don't agree on all 
issues. For one, I favour Chinese 
descriptive and Ma1colrn chooses 
algebraic. For another, I urged others to 
adopt the AXF rules [as the better choice, 
or lesser of the evils], but Malcolrn was 
hesitant, and decided to hang on to the 
UKCCA instead. But, we have respect for 
each other's views and concerns. Our 
disagreements are results from open and 
honest exchanges. And he has always 
been honest. NO\vadays, in view of all 
these empty promises, hollow slogans, 
complimentary speeches and self-patting 
on their own backs from folks in the AXF 
and WXF circles, I fmd his views 
refreshing. To really promote the game, 
we need honest opinions and feedback 
from all those concerned, whether they're 
to your liking or not; it's that simple. 

r regard Malcolm as a genuine 
promoter of Chinese Chess. [Which 
means, by the way, he promotes XiangQi 
too!] He published introductory materials 
for free distribution and he was among 
the first [if not the first] of Western 
enthusiasts to organise tournaments in the 
UK. To me, Mr Home has done more for 
the game ["nether one chooses to call it 
Chinese Chess or XiangQi] for Western 
fans than most of the other so-called 
'promoters' or 'authorities', including 
those from the AXF and WXF. While we 
have our difference in opinions, I would 
be fIrst to testify his motive is pure, and 
he always has had the game's best 
interests in mind [more than I can say for 
some others, \\nose primary goal is either 
to project an 'authority' image to satisfy 
their own egos, or to make a few quick 
bucks, or both]. Ma1colrn's recent 
decision to drop out is "nat I would 
consider the game's failure to keep one of 
its pioneer promoters. 

2. On rules 
The topic Malcolrn and I talked 

about most was rules. Ma1colm was 
frustrated with the complexity and 
ambiguities of these Asian rules, and the 
lack of help from Asian main organisers. 
He reluctantly went along with the 

Variant Chess 

'simplified' UKCCA rules, but I think he 
knows that UKCCA rules are at the most 
just transitional. Understandably, he 
might be looking for help in this area on a 
title that came out recently, from someone 
who talked like an insider of v"JIT, and 
claimed that the book was written "ith 
WXF blessing. And apparently Ma1colrn 
was disappointed. So he 'expected too 
much'. But r think his real 'mistake' was 
that he might have believed the advanced 
hype put up \\ith that title, namely that it 
\\ill replace all existing English literature 
on the subject and even kill the need for 
anyone else to work on another book. 
Nowadays, few things can ever live up to 
their advanced billings. Claiming ties 
\\ith the WXF doesn't mean that person 
is knowledgeable on rules. In fact, I know 
plenty ofAXF, WXF officers who don't 
know their own rules. So I would agree 
that he should not have raised his hope 
that high. 

On the other hand, it's a pretty well 
known fact that Mr Home did not 
'invent' the UKCCA rules [If I'm not 
mistaken, that honour or credit should go 
to Mr C. K. Lai], so the questioning of 
Mr Home's 'motive' with the UKCCA 
rules is, shall I say, 'barking up the wrong 
tree' . 

3. Is the term C],inese Chess that bad, 
that we should stop using it? 

What's in a name? To me, Chinese 
Chess and XiangQi mean the same thing, 
just like Go is the same thing as WeiQi, 
and yuan is a Chinese dollar. You can 
also say that 'two bits' and 'tuppence', 
even though "ith a slight difference in 
real monetary value, mean the same 
thing, literarily. Certainly I don't see 
anything \\Tong with using the terms 
interchangeably. I am amused that 
someone would make a federal case out 
of this. I think this is exactly \\flat the 
author of the article laments: "dwelling 
on minor issues that are unlikely to mean 
anything". We at the CCI are standing by 
the term 'Chinese Chess', as our name 
indicates. 

I would also like to add another 
reason [besides the one already pointed 
out by Mr .Telliss] for some promoters, 
including myself, at times preferring to 
use 'Chinese Chess' over the equivalent 
name 'XiangQi'. I have been involved in 
pushing Chinese Chess in the US since I 
arrived in Florida 1966. All these years 
[and even now], the typical response I get 
"ith most people is a blank look when I 
mention 'XiangQi', whereas on hearing 
'Chinese Chess' they would give out 
signs of a more positive connection. So in 
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this sense you can say 1 use the tenn 
because of convenience, and for better 
communication. I don't know about 
others; I would consider communicating 
the fIrst step of promoting an)tbing. 

To draw another parallel, the game 
of Chess is still commonly called in 
Chinese as 'XiYang XiangQi' - you 
guessed it, 'Western XiangQi'. It is also a 
federal offence now?? Actually, all these 
talks about dropping the term 'Chinese 
Chess' and one should not use it, is 
absurd. Here's another simple case in 
point: the title of the very book that 
sparked the exchange actually has the 
term 'Chinese Chess' in it! So it seems 
that the author of that article did not even 
"see fIt to read" the very front cover of 
his own 'work' before he 'belittles' other 
people and all other books on the game 
out there. 

There's another thing that puzzles 
me. I thought a book's quality is judged 
by its contents. Now I get the impression 
that a simple term, a name, in the book 
title is the deciding factor whether we 
should read it or not. So it's back to 
'judge a book (by a portion) of its cover' 
now? What a regression! 

4. The piece names have been 
'formally' changed [again] by the 
WXF. Really?? 

The person very much quoted in the 
'Where to, XiangqiT article was none 
other than C. K. Lai. Since Mr Lai is the 
vice-chair of WXF's Studies Committee, 
so his work and action should be a good 
indication, or at least a good common 
ground, for discussion. I can't help but 
notice the follo\\ing from the introduction 
to his own Dim and Fuzzy Collection: 

"there are seven kind[ s] of pieces in 
Xiangqi (Chinese Chess) ... these pieces 
are kno\\n as the King, the Guard, the 
Bishop, the Cannon, the Rook and the 
Pa\\n. In some places, these are called 
General, Assistant, Elephant, Horse, 
Gunner, Chariot and Soldier. Different 
names, but same substance. There is no 
need to make a big issue of it. The 
importance is [to] get on "ith the game 
... " (For the record, I don't have a copy of 
the title, the above is quoted from page 
83, Hong Kong Xiangqi magazule, Issue 
11 , which announced the book and 
contains the English and Chinese versions 
of its introduction.) 

Now Mr Lai's introduction is dated 
December 17, 1995 - clearly after the 
4th World Cup. Why Mr. Lai did not 
'embrace' the so-called 'approved' 
standard is not entirely clear to me. My 
guess is that either: (a) he knows some 
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inside infOlmation that others don't;· or 
(b) he discovered that all AXF and WXF 
approved things are relatively short-lived, 
typically less than two years. Note also 
the "Xiangqi (Chinese Chess)" in the 
quote, this certainly suggests Lai, a WXF 
officer, is not that 'absolute' in trying to 
'forget about Chinese Chess'. 

Then last month [August) I got a call 
from Hong Kong's 1. S. Leung [who's 
currently the Director of Studies of both 
AXF and WXF), asking for advice on the 
names of the pieces. I was mildly 
smprised [on why he needed to do that; 
since someone already announced to the 
world ifs a done deal) but also a bit 
curious [not that I'm that interested, but 
ifs just that in the past the 'approved' 
things used to last a bit longer!). The 
confusing part is that he seemed to 
indicate the names horse, advisor, 
elephant, and chariot are not that firmly 
ftnalised [especially the last one, chariot), 
thus his seeking for other opinions! After 
the conversation I sent him the brochures 
explaining our CCI Recording System, 
which we have been passing out here in 
the US for the last 20 years. I also told 
Mr Leung that all the books and 
magazines in English that I have seen or 
reviewed are coherent, perhaps just 
incidentally, with our system. 

So now one can easily understand 
the confusions [which made me feel sorry 
for the poor fans who tried to follow the 
WXF 'approved standards')' On one 
hand, you have two highly placed WXF 
officials [who are supposedly the very 
personnel to directly oversee items like 
piece's names, etc.) who for various 
unknown reasons are either not firm on, 
or not adopting the 'approved' standard 
in publishing books. On the other hand 
you have a seemingly self-appointed 
spokesperson of the WXF repeatedly 
preaching fast and torrid 'embracing' of 
these new names. (l hesitate to call his 
capacity as 'official', as I am not aware of 
any such position in the WXF, and even 
long-time WXF officials have no clue on 
this particular post in their organisation.) 
It's, well, 00, a tough call, but since 
numerically the votes stand at 2 v I, 
off-hand my common sense tells me to tip 
my scale towards a couple of 'official' 
officers from WXF rather than someone 
who, for all practical purposes, was an 
absolute outsider before last year's 4th 
World Cup [who requested information 
and introduction to the 4th World Cup 
event from the CCl, and I still have his 
initial correspondence to support this 
notion]. But from past experience \\ith 
Asian groups, I have to keep the door ajar 

slightly, in case that other gentleman does 
have proof that he somehow has higher 
authority than the Director of Studies of 
WXF or some secret credentials to back 
up his claims. As of now, the 'whole issue 
is up in the air. The world won't probably 
know for sure until the next WXF 
announcement. What do you call this kind 
of episode? Silly? yes; 'internationaIly 
embarrassing'? that too; 'self-inflicted'? 
certainly. For once, I am looking forward 
to the next 'change' by the WXF. 1997? 

5. Whose existence depends on WXF? 
I also wondered which magazines 

were being referred to in the article. 
Variant Chess? The CCI Xiangqi 
Review? Well, clearly these are 
periodicals which started 'pre-WXF'. In 
fact the CCI was publishing lecture notes 
and newsletters even before the WXF's 
parent, the AXF was founded [1978). So I 
fmally did a little checking, and strangely 
there's only one item out there which fits 
tlIat description, that its "very existence is 
dependent on the WXF". So this dubious 
'honour' should be most fittingly retained 
by some 'gentleman' who has so blindly 
and shamelessly 'embraced' every1bing 
dished out by the WXF, with or without 
merits. 

6. WXF, and "embrace its work"? 
Mr Home's assertion that the WXF 

does not yet have very much influence 
outside of Asia is an honest and fair 
statement. The reason is so obvious: they 
haven't quite figured out how to name the 
pieces yet! On the other hand, asking 
Western fans to "embrace WXFs work" 
is just a wishy and empty proposal, and 
logically "patently false". Again, the 
reason for me saying so is quite 
elementary: you have to have something 
[preferably physical) to 'embrace' ! 
Excuse my ignorance, but I am not aware 
of any real 'work' by WXF besides 
sponsoring a tournanlent every other year 
and holding meetings that produce little 
substance other than confusion. Sure, 
there were a few not widely circulated 
bulletins in Chinese for the last three 
years, but close to nothing was published 
in other languages. So what work? 
(perhaps Acadernia would count the 
juggling of a few English words for the 
pieces' Danles every other year as 'real 
work'. I don't.) Even 1. S. Leung, ''''ho's 
been with the AXF and WXF from the 
start [pre-1993) could not name me any 
'work' other than in Chinese in our 
40-minute phone conversation. 
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7. The Chinese descriptive notation is 
perfect? So perfect, there's DO room for 
any other system? 

Although we use, and encourage 
others to adopt, tl1e Chinese descriptive 
notation, only someone 'special' would 
call the system perfect. For a start, there's 
the right-to-left counting of the fIles, 
which is against tl1e common \\riting or 
printing orientation of people as well as 
machines. Then if s also not a \'ery 
complete system: there are no provisions 
for treating situations \\'hen more than 3 
pawns are on the same column, or two 
stacks of pawns ~ith say, 2 on one stack 
and 3 on the other. You won't find any in 
the mere one hundred plus books in tl1e 
Library of Congress [that's peanuts!). 
Even checking the 600 plus books and 
around 1300 issues of magazines and 
special pamphlets in our CCI Library 
[modest compared to a couple of real 
collectors here in the US) did not turn up 
any. This made it necessary for us to 
improvise a way, so as to complete our 
CCI Recording System explanation sheet 
Our belief: there's room for improvement 
for anything, and everything. 

Of course, like everything else under 
the sun, both the algebraic and 
descriptive methods have pros and cons. 
The CCI advocates the descriptive, 
simply as the more appropriate under the 
circumstances, that in this present stage 
when 99% of published materials are in 
Chinese, the advantage of the descriptive 
far outweighs its shortcomings. 
Everything changes, in time; just look at 
the Chinese language itself If someone 
should try to tell others that he can 
predict the future, that someihing in the 
present is so 'perfect' it will never 
change, he's only dreaming. Personally, I 
think eventually the PC would decide the 
issue of notation system. Meanwhile, if s 
our position that it is 'perfectly' all right 
to have a dual system, i.e. allowing 
algebraic and Chinese descriptive to 
co-exist, thus giving fans a choice. 

8. That's not the way it should be 
We can't and shouldn't ex-pect 

everyone out there to agree with or praise 
everything we see and do. I think the 
article is really going to great length to 
'repay' someone ~'ho just happens to 
have a different opinion. The wordings 
are not in the tone of a friendly 
discussion. In fact, even though heavily 
diluted by all tl1ese citation of huge 
figures [100 million happy players, 
10,000 potential new fans, etc.], trivial 
generalisation on publishing and tons of 
self-hype, they still give an impression of 
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being vengeful (in spite of the author's 
claim that this is already the 'least 
hostile' venue), 

Regarding the statement: "The game 
of Xiangqi, with over 100 million players, 
has a secure future, whether the West 
embraces it or not", I am not sure who 
made up the 'we' and 'us' in the first 
paragraph on page 18, but I would like to 
think that this is just the author's O"TI 
individual opinion, and that he stands 
alone on this view, Above all, I sincerely 
hope this is not the WXF's official stand 
or their new 'approved' policy of 
globalisation. All along I thought we're 
supposed to promote to western fans, not 
to antagonise them, What happened? 

ON THE 
INTERNET 

by Stephen Leary 
For many CV enthusiasts in the 

West, Xiangqi and Shogi remain 
mysteries hidden behind barriers such as 
language and geography. The literature in 
English is almost non-existent, and the 
vast "Titings in the original languages of 
Chinese and Japanese are, for western 
fans, insoluble tomes "Titten by sages 
unkno"TI. 

Over the past several years, the 
Internet has provided fans the opportunity 
to play each other, read the latest news, 
access software, etc .. A window has been 
cut through the barrier separating East 
and West. ru mention a few noteworthy 
developments on the Internet. 

News and Discussion 
The primary discussion group for 

Xiangqi is the Usenet newsgroup rec. 
games. chin ... -ch ... , created in 
the Fall of 1993. As the person most 
involved in its creation, I was keen to see 
the formation of one newsgroup devoted 
to the game, as previously, spurious 
discussion could be found on several 
groups, such as the chess and chinese 
culture groups, among others. I wanted to 
see a newsgroup rather than a mailing list 
because I believe the former receives a 
much higher level of exposure. But 
newsgroups are not without drawbacks. 
Anyone can post anything he likes on any 
topic of his choosing - and it sometimes 
happens. On the positive side, the 
Toronto Xiangqi Association regularly 
posts news items and David Woo of the 
Chinese Chess Institute has posted 
several columns, but a number of areas of 
the world that are active in Xiangqi still 

ignore the newsgroup - such as Europe, 
which in terms of club and tournament 
activity among westerners, is where most 
of the action takes place. 

Shogi discussion can be found on the 
mailing list called Shogi-L. To subscribe, 
send an Email message to lists.r¥@
techunix.technion.ac.iI. Leave the 
subject line blank, and in the body of the 
message, simply ~pe SUB SHOGI-L 
YOUR NAME. Compared with the 
Xiangqi newsgroup, the Shogi mailing 
list pro\ides its fans with much better 
international news coverage - Japan, 
US, and Europe. The Japanese have 
increased their presence on the Internet 
recently. One enthusiast posted several 
lectures for beginners. Reijer Grembergen 
provides a weekly sununary of news from 
Japan. 

The Servers 
The Xiangqi and Shogi servers offer 

enthusiasts around the world the 
opportunity to play real-time games with 
each other. 

The Internet Chinese Chess Server 
(ICCS) can be teInetted to at coolidge. 
math.harvard.edu 5555. It has 
been active since mid-1993, and is the 
best place to see the game in action. 
Many special events take place, such as 
the Internet championship and speed 
tournaments. In recent years, teams of 
grandmasters from China visiting the 
West have been playing simultaneous 
games over ICCS with the fans. Clients 
are available for most computer systems, 
enabling the user to view the action on a 
Xiangqi board on his monitor. 

Shogi servers have had a somewhat 
difficult time getting off the ground. 
Shogi can be played on the main Go 
server at igs.nuri.net 6969, but most 
people are there to play Go. A separate 
server was created, Internet Shogi Server 
(!SS). However, while it was active, it 
simply wasn't supported by the Shogi 
fans. There were never more than just a 
handful of people logged on at anyone 
time. Another server, the NIT Shogi 
server, was created and can be telnetted 
to at 202.241.3.12 5091. However, 
it was intended for the Japanese computer 
system. English users will see a lot of 
gibberish on their screens. It can be - and 
has been - deciphered, but it is a lot extra 
trouble just to play· a game of Shogi, 
making things even more complex than 
they are. Most activity apparently takes 
place on a Java server at present. To 
access it, one needs Windows 95 and Java 
capabili~', such as that provided by 
Netscape 3.0. Unfortunately, those 
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requirements cut out some of the fans for 
the moment. But no doubt the increasing 
involvement of the Japanese will pay 
handsome di\idends over time. The 
address for the Java senice is: 
http://dora.olu.info.waseda.ac.j 
p:8080/shogilindex.html. 

The activity on the Xiangqi and 
Shogi servers lags far behind that on the 
major Chess and Go sen'ers - usually 
over 100 fans can be found on these on 
any given day. 

[1 am given to understand that no 
spaces should be inserted into electronic 
addresses. This makes them very 
inconvenient for printing. And why are 
they getting longer and longer? GP J.] 

BOOK REVIEWS 
by Peter Wood 

ORIGIN OF JAPANESE CHESS 
(Sho-gi) by Koichi Masukawa 
This is an attractive book by a 

leading chess historian. It is "Titten in 
Japanese. It deals with: 1) the origin of 
Sho-gi, of which there are two meanings 
in Japan - one meaning the origin of 
chess itself, the other the origin of Shogi. 
2) The history of Chinese Chess and how 
Chinese authors are incorrect. 3) Chess 
history in general. The author believes 
that this has reached a turning-point, 
because of new discoveries and 
researches, e.g.. researches of the 
chessmen of Afrasiab (Samarkand), and 
of those of arabic type discovered in 
Dalverzin-Tyube (Uzbekistan) etc.. 4) 
Introduction (or chess) to Japan. Because 
of the discovery of the 'oldest pieces of 
Shogi (lOS8 AD)' at the Kofuku-Temple 
in Nara, this poses problems about how 
chess was introduced into Japan. The 
author believes it came from the 
south-east by the so-called 'Silk Road of 
the Sea'. Variant Chess issues 9 and 16 
include a lot of the subject matter of parts 
I and 4, in articles by the author. This is 
an important book and, like Koichi 
Masukawa's other books, needs a 
translation into English or some other 
western language. 

The book is published by the 
Library Press of Heibon-sha, Tokyo. 

RITHMOMACmA 
A German researcher has written a 

thesis on the above. It is available for 
DM24 plus postage and packing. Write 
for details to: Peter Mabben, Freiburg, 
Reinbold-Schneider Str. 37, 1304 
Germany. 
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TACTICS AND THEORY OF 
ENGLISH PROGRESSIVE CHESS 

by Tony Gardner 

Rules as for Italian Progressive, but 
in each turn eve,)' mobile piece must have 
moved once before any can move a 2nd 
time. A player giving check loses any 
other moves in that turn. A player may 
not expose his own King to check with 
arry> of his moves. If a player moves into a 
stalemate position before completing his 
series, the game is a draw. 

TIris is a small I8-page stapled 
booklet giving many of the author's 
games, and advice on the strategy and 
tactics of the variant The author is the 
world's number 1; since John McCallion 
introduced ENPR to him in 1987 he has 
won over 100 games. 

It is not that obvious how a player 
should conduct a game of ENPR; for 
example it is difficult to construct a mate 
compared with say Italian Progressive. 
What then should a player be looking out 
for? TIris book tells you. As Tony Gardner 
himself says: "I henceforth reveal, by 
illustration and instruction, my methods 
of success in this extremely marvelous 
game." 

His discussion about pieces is 
valuable, and he reaches some not too 
obvious conclusions. For example: 
"Queen - A strong piece which may 
diminish in power as a game unfolds .... 
she should not be guarded as a royal, but 
rather used to lead attack and gain 
something, like a well-posted enemy 
piece or certain territorial compen
sation." Rooks appear to be preferred to 
Queens, for example "they .... possess the 
practical ability (unlike diagonally 
moving pieces) to provide turn 
continuance by moving in front of your 
pawn that would othenvise be compelled 
to move forward and check". 

Knights are preferred to Bishops, 
which are classed as "good Knight
killers". 

"Opening moves are not critical", 
the author says, "but minor pieces should 
be developed for ensuing play ... 2-step 
pawn moves in the opening tend to be 
counter-productive" . 

Coming to the middlegame (turns 7 
to 14), he says that these moves are 

Variant Chess 

critical. "The objectives are: a) Win by 
checkmate, b) Establish a dominant board 
position that makes continued play by the 
opponent futile, c) Place your units so 
that your opponent can do minimal 
damage ... you must decide which of 
these goals is attainable and move 
accordingly". 

There is advice on 'numbers' - the 
calculation of one's own and the 
opponent's number of possible moves, 
when it is beneficial to voluntarily 
shorten your turn, and much else. The 
earlier diagram shows where to place the 
King vis a vis a pawn so as to force a 
sequence ending with check. The author 
points out an even better method, \\'hich 
can limit your opponent's turn to a single 
move: "forcing your opponent to respond 
to a check with a check". 

I recommend this book to players 
who wish to improve their understanding 
of, and results in, English Progressive. 

I give some games from the book. In 
the first White is a victim of 'domination 
strategy'. 

Vito Rallo - Tony Gardner 1994 
l.e4 2.g6 Bg7 3.BbS c3 NfJ 4.c6 d6 Be6 
Nd7 fA common opening formation of 
Black's.} S.NgS Bd3 Ke2 a4 h4 6.NcS 
Nf6 h6 RfS Qc7 Kd7 7.fJ N:e6 b3 Bb2 
Qgl Bc4 eS S.f:e6 Nh7 Bh8 Rg8 RafS 
b6 Qb7 Kc7 9.g4 Qg3 d3 Nd2 Rael 
Rhfl e:d6+ 10.KdS Qd7 b5 as Na6 gS 
Rf4 Bd4 Nf6 RfS 

1l.b4 Bb3 Nbl Rdl c:d4 Ke3 Qh2 
d:e7+ (White is forced to give check 'with 
his pawn, and thus prevented from 
making a second sequence.) 12.K:e7 
g:h4 NhS R:d4 RSf4 eS cS b:a4 N:b4 
QbS/I Kf6 Ng3 White resigns. 

In the ne>.1 game White adopts what 
might be termed a direct approach. 

Warren Ball - Tony Gardner 1992 
l.b4 2.g6 Bg7 3.a4 c4 d4 4.Nf6 d6 Be6 
Nbd7 S.aS bS cS d5 Ra3 6.N:cS Nfd7 a6 
BfS Rg8 Kf8 7.e4 f4 g4 h4 Rh2 Nd2 
Kt2 S.b6 Nb7 NdcS BeS Qd7 Ra7 f6 
Kti 9.hS gS f5 eS Re3 Nbl Bd2 Qel 

page 43 

c\Vinter 1996-7 

Rhl 10.a:bS Ra6 d:eS Q:dS Nd6 Bd7 , 
Rd8 Nce4+ lLKg2 Bel g:f6 h6 f:g6+ 

12.K:g6 B:f6 Be6 Rg8 NfS Qd6 Nf2 e4 
b4 b:a5 Rc6/1 Qg3+ (Forcing a 
one-move sequence.) 13.R:g3+ 14.Kti 
Nd3 Nd4 e3 BeS Bb3 R:h6 Rg7 e6 c6 
a4l1Nf4# 
(Jony Gardner writes: White's strategy 
was to rid himself of pawns and get to 
second sequence tunlS mostly with pieces. 
But it fails, since his wood makes ea.sy 
targetfadder for Black.) 

The follo"ing game has good Rook 
and Knight play, and includes Q sacrifice. 

Tony Gardner - Vito RaDo 1992 
LNfJ 2.d5 Nf6 3.b3 e3 BbS+ 4.c6 Ne4 
g6 Bg7 5.d Qc2 Kdl Bb2 Bd3 6.Bg4 
Kd7 hS f6 Qc7 a6 7.Ba3 B:e4 Qd3 Kc2 
Nel g3 h4 S.Ke8 Nd7 RdS Be6 fS g5 
Bf6 d:e4 9.Bb2 Na3 Rdl Kel f4 Rgl 
Ng2 Q:d7+ 10.Q:d7 as b5 RbS KdS 
BdS e5 Be7 RfS g:h4 1l.Nc4 Ba3 b4 
Kc2 d3 Rd2 f:eS g:h4 Nf4 Rg611 N:aS 
12.Ra8 Bt7 Qe8 Kd7 e: d3+ 

13.Kb2 Re6 e4 NdS R:d3 Nc411R:c6 
NaSNf6# 

The author points out that 
King-placement is difficult to master, but 
"ironically the best way to develop the 
King is to keep it fairly centralised and 
moved off the back rank." However he 
warns against moving it too far afield. 
Here is an extreme example. 
Tony Gardner - Rodolfo Cortenesi 
1993 LNfJ 2.dS Kd7 3.e3 b3 Bb2 4.Kd6 
Bg4 hS Rh6 S.BbS b4 NgS f4 Be5# 
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The book can be obtained from: Tony 
Gardner, 1444 Meadowind Court, 
Conyers, GA 30207 USA. Price is $3, 
\\ith perhaps another $2 to cover the 
postage. Reviewer: Peter Wood. 

Work in Progress 
ULSTER CYCLE etc 

Lex Kraaijeveld "rites concerning 
the news item on the game of Dun in 
VC21. Dr.Colin O'Boyle, a reader in the 
Department of Celtic Studies at the 
University of Aberdeen, has told him that 
the Ulster Cycle probably dates from 
around 800 AD, although some parts of it 
may be older; 2500 years is surely not 
true! Ficheall and Brandub are the games 
mentioned in the Ulster Cycle. Brandub 
seems to be a (small) Hnefatafl variant; 
Ficheall's rules of play are more obscure 
and could have been similar to those of 
the Roman game of'Latrunculorum' (as 
stated in ECV under Celtic Chess). 

Mr.Kraaijeveld is trying to collect as 
much information as he can on ancient 
Celtic and Viking games such as 
Hnefatafl, Tawlbyrdd, Brandub, Gwydd
byll, Fichea1l, Gwezboell, Tawlish, etc. 
Can any reader help? His address is: The 
Coppers, London Road, Sunningdale, 
Berks SLS OJN. 

GPJ wishes to thank Derick Green, 
Malcolm Home and Lex Kraaijeveld who 
sent newspaper cuttings concerning the 
game unearthed in Colchester (VC21 p9). 
The accounts do not entire(v agree, but 
the board used was 12 files by 8 ranks, 
with men along first and eighth ranks. 
Rules of play are open to conjecture. 

DAVIDU 
In the course of doing research on 

the history of Kriegspiel, David Li is also 
pursuing the topic of the history/origin of 
chess. He says he has accumulated two 
years worth of material, "mainly (from 
items) in the Library of Congress \\ntten 
in Chinese centuries ago". He is inter
ested in getting referenceslcitationslleads 
on this topic. His fmdings, which he 
considers to be both original and inter
esting are to be presented in a book 
planned for December 1997. Write to: 
Da,id Li, Post Office Box 341267, 
Bethesda, Maryland 20827, USA. 

Meetings 
Don't forget the inaugural meeting 

of the Chess Variants SOCiety (if that's 
the name we decide on!) 2.30pm Saturday 
4 January at Peter Woods address (see 
front cover of this issue, and the last). 

CVAriAnt Cl1ess 

2nd COLLOQUIUM 'BOARD 
GAMES IN ACADEMIA' 

This \\ill take place from the 6th to the 
lOth April 1997 in Leiden in the 
Netherlands. Those \\ishing to participate 
and/or submit papers shOUld "rite to: 
Alexander.J. de Voogt, Da Costalaan 1, 
3743 HT Baarn, Netherlands. Topics so 
far included are: Classification of board 
games, Distibution of board games, 
Fieldwork methodology, Terminology 
conventions. 

'VARlA2\T CHESS' TOURNAMENT 
On the 1 st November a postal Italian 

Progressive tournament commenced, with 
4 players taking part. These are: Steve 
Boniface, Peter Coast, Ari Luiro 
(Finland), and Peter Wood. 

3RD HETERODOX OLYMPICS 
The start of this has been delayed, 

apparently because of the lack of entries. 
England, USA and Italy have defmitely 
raised teams, and Alessandro Castelli has 
been trying to persuade other countries, 
particularly from eastern Europe, to 
compete also. It is strange that France and 
Germany seem unable to raise teams. I 
have been told that some of the chosen 
variants are: ~namo Chess, Italian 
Progressive, Avalanche and Mutation 
Progressive. [It has been confmned in 
Eteroscacco that England fmished 3rd in 
the Second Heterodox Olympiad - behind 
Italy I and the Ukraine.] 

AISE 
The 1997 list of postal tournaments 

has been published: 77(1) in all, including 
10 non-chess games. Few changes from 
this year, although Glinski Hexagonal 
Chess has now been included. Entry fee 
per tournament: 5000 lire, or equivalent. 
Send for list to: Alessandro Castelli, 
62010 ViUa Potenza (MC), Italy. 

SHOGI NEWS 
The 12th European Championship 

took place in Brussels on the 23/25th 
August. On tie break the European 
champion is T.Miyamoto, 2nd was AVan 
Oosten (Netherlands), 3rd was 
T.Fulaunura. The first and third both 
come from Japan. How Miyamoto is 
European Champion is not explained in 
Shoten! 36 players took part in the main 
Championship, which included 3 UK 
players: Steve Lamb was in 6tll place a 
point behind the "inner, Mike 
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Sandeman, the British Champion, who 
played much stronger opposition, was in 
8th place 2 points behind the "inner (in 
fact two of his losses were against 
Miyamoto and FublIIlura), Tony Hosking 
was in 32nd place "ith 2 points. 

Steve Cain won the subsidiary K)u 
section "ith a clear score (6/6). He 
should have been included in the main 
Dan section, but arrived late. 

The Royston congress on 14th 
September was won by Steve Lamb (3/3). 
The open Tori-shogi championship was 
won by Richard West, for the second 
successive year. 

Shoten magazine has at last received 
the score of the game which Steve Lamb 
won against Miss T akahashi in the 
simultaneous display at the London Shogi 
Club on July 7th. (See page 24 ofVC2].) 
It is published in the latest issue. 

OVER THE BOARD VARIANT 
TOURNAMENTS 

Eteroscacco gives tlle results of a 
couple of these. There were 12 entrants 
(all Italian) to an event held on 
September 14115 in Arezzo in Italy. This 
was organised by Fabio Forzoni. There 
were 11 rounds and games were of 15 
minutes duration per player. 3 variauts 
were selected for each round. Alessandro 
Castelli won with 9 112 points, with 
Fabio Forzoni second "ith 8 points. The 
deciding game came in the penultimate 
round when Castelli beat F orzoni at 
Dynamo Chess. 

On 5th October Fabrice Liardet 
organised a tournament in Genen in 
S"itzerland which had 1 0 different 
variants, and players had 8 minutes each 
on the clock per game. There were 19 
participants. The "inner was Rodolphe 
Francey, ahead of Jean Pierre Vegh and 
Jacques Sauvin. Variants included 
Omni<hess, Rifle Chess, Checkless 
Chess, and T"inkle Chess. 

There \\ill be anotller tournament 
there on December 21 st. The variants this 
time "ill probably be: Alice C, 
Double-move C (AISE), Exiinction, 
Madrasi, All-mate C, Push C, Losing C, 
Synchronous C, and Triplets. For details 
write to: Fabrice Liardet, 11 rue 
Francois Durafour, CH-1220 
Annchet, Switzerland. 

STOP PRESS 
The Guildford Chess Club Variants 

Day, 1 December, attracted 10 players. 
All 14 of the variants listed in the 
programme were played \\ithin the 
4-hours. First Prize went to Alan Punnett 
(lOYzlI4) Second was M. Surant (9YzlI4). 
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formation Of The B. C. V. s. 
At the Inaugural Meeting held on Saturday 4th January the title of 'The 

British Chess Variants Society' was formally adopted for the group 
publishing Variant Chess, with the appointment of President, Secretary, 
Treasurer and Editor as sho\\n in the panel alongside. We welcome the 
involvement of John Beasley as Secretary. 

A separate sheet inserted with this issue gives the proposed Constitution 
of the Society, drafted in meticulous detail by our new Secretary, and 
announces a Special General Meeting to adopt the Constitution, to be 
followed by the first Annual General Meeting of the Society, these meetings 
to be held at our President's home (Badgers Wood, Hascombe Road, 
Munstead, Godalming, Surrey) commencing 11.30 a.m. on 10th May 1997. 

UK Variant Championships (Postal Play) 

Also enclosed with this issue (to UK members only) is a circular inviting 
entries to a series of UK Championships in chess variants. The rules of 
suggested variants are outlined on the back of the circular, and an entry form 
is provided on which you can name the variants you "ish to play. You can 
nominate any variants, not just those listed on the form. Championships will 
be organised in any variant for which there is sufficient demand, i.e. at least 
four players. The editor hopes to prepare a series of small booklets giving the 
detailed rules of the chosen variants and including example games and 
problems. Do not send any entry fees yet. Notification of the chosen 
tournaments will be sent out follov.ing the AGM. 

We propose to feature Grand Chess (lOxiO) and Fischerandom in the 
next, or next-hut-one, issues so if you have any interesting games in these 
or similar expanded or randomised variants, please send them in. 

Jfnot- get playing! 
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E~TXJ.'IIJCTX<>J.'IIJ CHESS 

by Peter Wood 

Last issue I discussed English 
Progressive Chess; this time I turn to 
the less heavy E>..1inction Chess, a 
variant invented by Wayne 
Schmittberger of the USA. The 
former name of this was E~ .. tinction of 
the Species, which is a fine 
description of the variant. 

The rules are simple: 
1. The chess pieces for each side 

are divided into six separate species. 
These are of course King, Queen, 
Rook, Bishop, Knight and Pa"n. The 
game ends when one of the species 
becomes extinct (i.e. one player has 
no piece of that species left), and the 
player to whom that happens loses. 

2. Check and checkmate of 
Kings are abolished 

3. Castling is still possible, but 
because of rule 2 the restrictions 
regarding the King being attacked, or 
passing over a square that is attacked, 
do not apply. 

4. Pawn promotion may extend 
the life of a species, but a player 
promoting his last pawn loses the 
game (since Pa"ns are then ex1inct). 
Promotion to King is possible. 

5. All other rules are the same as 
in orthodox chess. 

AISE have organised postal 
tournaments since 1990. Any reader 
interested in pla)ing in the nex1 AISE 
postal tournament should contact 
A. Castelli, 62010 Villa Potenza 
(MC) Italy. The price is L5000 or 
equivalent, closing date l.4.97. 

But the game is also ideal for 
over-the-board play. Played as light 
entertainment, in a pub say, or "ith a 
fairly rapid time limit, it makes a 
welcome and enjoyable break from 
orthodox chess or more serious 
variants. Games tend to be on the 
short side, but there can be 
interesting and unusual tactics 
involved. It is a game that is easy to 
learn, and I recommend it to readers. 

Let us look at a few simple 
tactics: 

Aldo Kustrin - Piero Pugnali 
AISE Grand Prix 1992 
1. e4 b6 2. Be4 a6 3. QfJ b5?? 
4. B:f7 Resigns. (,Vote here that 
4. Q:j7 loses - Black just plays 
4 .... K:j7, winning.) 

Patrizio Fontana -
Gianluca Scovero 
AISE Grand Prix 1990 
1. e4 e6 2. d4 d6 3. Ne3 Nf6 4. NfJ 
Nc6 

(rVhite now threatens to pin both the 
Black Knights against the major 
pieces. This is a popular tactic.) 
5. Bb5 g6?? (Loses immediately.) 
6. Bg5 Be7 7. B:f6 Resigns. 

Roberto Cassano - A. Castelli 
AISE Grand Prix 1993 
1. e4 e6 2. d4 d5 3. e5 c5 4. Bb5 Bd7 
5. a4 Ne6 6. d:cS B:e5 7. Qg4 g6 
8. B:e6 b:e6 9. h4 Rb8 10. NfJ (By 
his exchanges rVhite has left himself 
open to a Black attack on the 
Queenside; he has three vulnerable 
pieces.) 10 •••• Rb4 11. Qg3 

11.... R:b2! White resigns. (If 
12. B:b2 Qb6 with a double attack 
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against b2 and 12. If 12. Bd2 Bb 4. 
If 12. a5 R:c2 13. Bf4 B.f2) 

The folIo\\ing game was played 
over-the-board at Hastings last 
autumn; it was one of a series of 
games. Neither player had played the 
game before. 

Peter Wood - Ray Kearsley 
Friendly 1996 
1. e4 c5 2. Nc3 Ne6 3. Bc4 g6 4. d3 
Bg75. a3 d6 6. Bb5 Nf6 7. Bg5 Nd7 
8. Nd5 Qa5 9. b4! (Forcing the 
Queen to retreat.) 9 •••• Qd8 

10. B:e6? (l0. B:e7 would have won 
outright: 10 .... N:e7 11. N:e7) 10 ••• 
b:e6 11. e4 f6 (Not 11... c:d5, 
because of 12. Qa4!) 12. Bel 0-0 
13. f4 Bb6 14. Ne3 eS 15. g3 f5 
16. Bb2 e:f4 17. b:e5 d:c5 18. Qa4 
Rb8 19. Bel Bb7 (If 19 ... Qg5, then 
20. Q:c6 Ne5 21. Qd5 wins.) 20. Nd5 
f:e4 21. d:e4 Ne5 (Decisive.) 
22. Qc2 c:d5 23. e:d5 Qa5 (If 23 ... 
13, then 24. Bb2) 24. Kdl Ba6 25. 
Nb3 Bd3 26. Qal Qa4 27. Kel Q:e4 
28. Kdl Q:bl 29. Kd2 Q:el and 
"ins. 

Now a couple of postal games by 
Alessandro Castelli. They are good 
examples of the kind of strategy that 
one would do well to adopt. A solid 
defensive structure should be formed. 
Any exchange of minor pieces and 
Rooks should be made "itb caution. 
Excluding the question of pa\\n 
promotion, which in this game would 
be e>..1remely rare, only three such 
exchanges can take place; the safety 
of both sides' remaining Bishop / 
Knight / Rook is of prime 
consideration when allO\\ing an 
exchange. Obtaining and keeping the 
initiative is important, and to that end 
the Queen is an ideal piece to probe 
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the enemy position and attack any 
,,,eaknesses, especially when piece 
exchanges ha\'e taken place. 

Alessandro Castelli - Paul Yearout 
AISE Grand Prix 1992 
1. e4 e5 2. NfJ Nf6 3. d3 d6 4. h3 h6 
5. Be2 Be7 6. 0-0 0-0 7. Nh2 d5 
8. e:d5 Q:d5 9. Ng4 e4 10. Ne3 QdS 
11. d4 cS 12. d5 Bd6 13. Nc4 ReS 
14. Be3 a6 15. a4 b6 16. N:d6 Q:d6 
17. e4 Qe5 18. Qb3 Nbd7 19. Rdl 
g5 20. g3 Qf5 21. Kg2 h5 22. Nd2 
Kg7 23. Qc3 Kg6 24. b4 RbS 
25. Rabl g4 26. h4 

26... c:b4 (Black should look to 
blockade the white pawn on d5.) 
27. R:b4 as 28. Rb5 Re5 29. d6 NcS 
(29 ... R:b5 30. c:b5 is hopeless too.) 
30. B:cS Resigns. 

Roberto Salvadori - A Castelli 
AISE Grand Prix 1993 
1. e4 e6 2. d4 d5 3. e5 g6 4. NfJ h6 
5. Bd3 cS 6. c3 c4 7. Be2 g5 S. h3 
Bd7 9. Ba4 QaS 10. B:d7 N:d7 
11. NaJ b5 12. Nc2 Qb6 13. a4 a6 
14. a:b5 Q:b5 15. Na3 Qe6 16. Nc2 
RbS 17. Ne3 Rb3 18. RaJ 

IS... Qb5 (Threatening 19... R:a3 
20. b:a3 Qb1) 19. R:b3 c:b3 20. Nd2 
Nb6 21. N:b3 Qa4 22. Nfl Nc4 
23. h4 N:b2 24. Qc2 Nd3 25. Q:d3 
Q:b3 26. h:g5 Qal White resigns. 

VAriAnt Chess 

RECIPROCA11HG 
REFUSAL CHESS 

by Cedric Lytton 

It was nice to see the note on 
Refusal Chess (VC20, p.219). One 
conspicuous drawback is the 
symmetry between two equally good 
moves, either of which may be played 
first, followed (if refused) by the 
other. Michael Crurnlish (now 
Michael Moyne) overcomes this with 
Reciprocating Refusal Chess, i.e. 
initially (at the start of a game, or in 
the diagram-position of a problem) 
White has no right of refusal and 
Black has one, but if he uses it then 
White has one-and if he uses that, 
Black again has one, etc. Thus the 
right of refusal passes each time it is 
exercised. 

Michael Crurnlish 
The Problemist, March 1985 

Reciprocating Refusal Chess 
Mate in 2, (b) -"d5, + jl: b4 

In MC's problem White must 
now offer his moves in the right 
order, and the unwanted dualising 
symmetry is destroyed. It may be 
worth noting that the rule e~1:ends to 
the putative Black 2nd move (the 
move by the mated player) but not to 
the capture of the mated K. so that 
the mates are 'half-fairy'. It is 
certainly noteworthy that White's 
four key moves over both parts 
constitute a most economical direct
mate AIlumwandlung. 

Solution to example problem 
(a) 1. b8Q S any 2. Qc7: 
If.J..:.9&Q, I.b8St Kd8 2. Rc8: 

~) 1.. .. Kd6 2. Rc6: (Ke) and if 
~ 2. Rc7: (Kd6) or similar. 

(b) I.b8R Kd6 2.Rd8: 
If -l-:b8R: l.b8B Kd8 2.RdS: 

(Ke8) and if ~ 2.Rb6 (KQ+). 
Strikethrough indicates refusal. 
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WUEE[e Corner 
by George Jelliss 

Octonary tours of maximum length 
on a 9x9 area are of 48 moves. 
Numbering as before the first two are: 
10.8.12.4.7.11.5. (the 4.7 being taken 
either across diagonal or median) 
third is 10.8.12.13.7.11.9. 

Francis Bowers challenges the 
reader to solve the following enigma 
in fewer moves than he has used. 

Remove one piece then by moving 
one piece at a time to the vacant cell 
transpose the white and black forces 

in fewest mo\'es. 
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THE PBOTE~TOB 
a new variant pi~ 

by Stephen Lewis 

The majority of orthodox and 
variant chess pieces are capable of 
attacking and capturing other pieces. 
Their powers of defence are usually 
more rudimentary, being simply the 
ability to block an attack by placing 
themselves in the way. The Protector 
is a new variant chess piece which is 
unable to capture or give check or 
mate - although capable of being 
captured itself. Its role is one wholly 
of defence which it is able to effect 
through either of two squares 
simultaneously. Just like any piece, 
other than the King, it can block an 
attack by being placed between the 
attacking and threatened pieces. 
However, it is also able to block all 
lines of attack directed through any 
vacant square adjacent to it. This it 
does by simply pointing at that 
square. By being able to block a line 
of attack through a square it does not 
occupy, a more efficient form of 
defence is possible since the Protector 
need not be in danger from the attack 
itself. 

The blocked square may be 
changed by either rotating or moving 
the Protector. Rotation constitutes a 
move, whereas the Protector is not 
allowed to rotate when moving 
between squares - it must land 
facing the same direction. Without 
powers of capture, the Protector may 
be allowed the freedom to move like a 
Queen as it will not be quite so 
powerful. However, sub-variants of 
the Protector are feasible which are 
permitted to point and move in only 
orthogonal or diagonal directions. 
(Alternatively, versions may also be 
conceived which are allowed to move 
in only orthogonal or diagonal 
directions but are not allowed to point 
in these ways.) 

Just as no piece may move 
through a square occupied by 
another, neither may a piece travel 
through or land upon a square 
blocked by a Protector. In this way, a 
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Protector may also block the potential it must first move away to regain 
occupation of an important square. A them before being able to capture 
piece may, however, find itself again. In Renaissance (also called 
occupying a square towards which a Baroque Renaissance) (Matthew 
Protector comes to be pointed, should Monchalin, 1975), the Pusher pushes 
a player choose to rotate or move it an opposing piece away by one 
so. As a Protector has no powers square, provided that that square is 
other than defence, this will have no vacant. Pieces which influence empty 
effect upon that piece. Thus any squares seem to be rare. 
check or mate delivered by that piece C 
is not cancelled the Protector only 
blocks lines of attack through vacant 
squares. Similarly, a Protector may 

C yfimCer Chess 

by George Jelliss 

o 
not nullify a check or mate by 
pointing to the square occupied by its 
King, whereas it may nullify a check 
by being rotated or moved to block a 
square in the line of such an attack. 
Capturing a Protector and thereby 
removing its blocking influence 
introduces a new way of effecting a 
discovered check or mate. 

For documented games, the 
figurine appropriate for the Protector 
is a shield, pointed at one end and 
double scalloped at the other. In this 
way, the pointed end may be used to 
indicate the square being blocked. For 
purposes of recording games, the 
notation: Pd4(e5) may be used to 
mean 'Protector on d4 blocking e5'. 
If used in a full game (on a 9x9 or 
9x8 board), each Protector should 
begin in the array by pointing off the 
board and thereby blocking no 
squares. (protectors allowed to point 
orthogonally should begin games 
pointing off the board orthogonally. 
Those allowed to point only 
diagonally should point towards the 
imaginary square behind their King.) 
In this way, a move must be used up 
in order to create a blocked square. 
Given its role in protecting the King, 
the Protector's starting position 
should be nex1 to its King on the 
other side from the Queen. 

Unorthodox pieces which, like 
the Protector, may not capture but 
have powers of influence over 
adjacent squares are to be found in 
Ultima (Robert Abbott, 1961) where 
the Immobilizer paralyses all 
opposing pieces on adjacent squares 
and in Unorthodox Ultima (John 
Thayer, 1967) where the Neutralizer 
deprives the piece next to which it 
moves of its powers of capture so that 

page 48 

Following on from the last issue: 
it is of course also possible to form a 
cylinder by joining the black and 
white sides instead of the king and 
queen sides, giving Horizontal 
Cylinder Chess, but on such a board 
the normal game-array is illegal, 
since both kings are in quadruple 
check. (Round Chess as described in 
VC22 is a form of horizontal cylinder 
chess on a board 4x 16.) 

Suggestions for a legal opening 
position for Horizontal Cylinder 
Chess are invited. My proposal is as 
follows: 

Here the pa\\ns can be taken as 
moving normally, or the four rear 
pawns can be taken as moving 
opposite to normal (in which case 
they would be sho\\n upside do\\n). 
White can open by attacking an 
undefended rook with his queen by 
1. e4, but if the 'phantom capture' 
rule is in force this can be met by 
1. ... e5-f4. 

Our problems editor points out 
that in the K. Hannemann problem 
the set play is illegal since Black has 
no last move (Ra8-h8?). I think this 
can be corrected by adding a pair of 
mutually blocking pa\\ns, say h2, h3. 
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t34MI:~ t3AL()l?1: ! 
by David Pritchard 

Badgen Wood, Hascombe Rd., Munstead, 
Godalming, Surrey GU8 4AA. 

DUCHESS Duchess is a proprietary variant for 2 to 6 
players (partnerships played). The game was developed 
over a period of 12 years by AIan BIair. It is not yet on the 
market but it can be played on the Internet 
(http://vnvw.tiac.netluserslduchessltenns.html).My 
thanks to Lex Kraaijeveld for the information. The board 
looks a bit like a hub cap. There is a main playing area of 
37 squares (well, spaces) of which the central pivotal 
space is in the shape of a hexagon. In addition there are 
six petal-shaped extensions each of 20 (4 x5) spaces giving 
a board total of 157. 

Board arrangements for four and three players. 

Each side has 15 pieces: 1 x King, Queen, Knight, 
Duchess, Fortress, Wizard; 2 x Rook, Bishop; 5 x Pawn. 
These are set up initially on the three outside ranks of 
each extension: (a1-eI) RWKFR; (a2-e2) BNQBD; 
(a3-e3) PPPPP. If less than six are playing (odds on), the 
players are seated symmetrically round the board (a bit 
difficult if there are five) with the unmanned extensions 
excluded. 

The moves of the new pieces are: Duchess: as B or N; 
Fortress: as R or N; Wizard: as K but any piece (including 
a W) adjacent to a friendly W (own or partner's) can be 
teleported, instead of moving, to any other vacant square 
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adjacent to a friendly W. Pawns move one square 
orthogonally in any direction and capture one square 
diagonally ditto. Promotion to any previously captured 
piece is on the central hex, known as the Vortex. 

Everything else pretty much as in orthochess, 
including advice: 'It is advantageous to take as many of 
your opponent's pieces as possible: You and partner(s) 
must checkmate all of your opponents' Kings to win. 

HEXAGONAL CHESS Back in 1979 Dave 
McCooey and Richard Honeycutt developed a two-player 
hexagonal chess variant designed to be as close to 
orthochess as possible. The game doesn't seem to have a 
name: it can be found on Hans Bodlaender's web page. 
Dave McCooey's e-mail address is dave&lynLcom. if you 
feel like writing to him. 

The board is hex-shaped and is composed of 91 
hexagons. Each player has I x K, Q; 2 x R, N; 3xB; 7 x P. 
The sides are compactly deployed initially (see diagram) 
with the moves of the pieces corresponding exactly to 
those of Glinski's but with a different pawn capture and a 
slight modification of the pawn move - in this game the 
central pawn has not the initial two-square option (to 
prevent White occupying the key central hex on the first 
turn). Promotion is on any of the 11 end hexes; e. p. 
possible but no castling. 

The game was invented without knowledge of 
Glinski's version and differs from it in three ways: (1) 
The initial array; (2) the pawn capture (a one-step bishop 
move instead of Glinski's one-step rook move); and (3) 
the stalemate rule (stalemate loses in Glinski's game). 

McCooey has some interesting observations. Firstly, 
knights can triangulate (move whilst retaining control of a 
hex). Secondly, a king can overtake an advancing pawn 
from behind by moving diagonally. He notes also that 
whereas K + N + N can mate a bare king, K + B + B or 
K + B + N cannot. K + Q does not win against K + R but 
K + RbeatsK + N orK + B. 

I don't want to sound like a Woeful Willy but does 
anybody play hexagonal chess these days? 
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FOR CHESSPLA YING DIPLOMATS Diplomacy 
is a wonderful game although not I fancy to the taste of all 
chessplayers. The key feature of Diplomacy is 
simultaneous movement - the players write down their 
orders which are then revealed and executed, certain rules 
governing any orders that are in conflict. There are three 
types of order: move, support and hold, and every urnt 
must be assigned one of them. There have been at least 
three attempts to marry this requirement to chess: 
Diplochess (Edi Birsan, 1973), Diplomatic Chess (Mark 
Larzelere, 1974) and now Diplomacy Chess (Joao Pedro 
Neto, Eteroscacco 75). 

All three games have simultaneous movement but 
each has its own procedure for resolving clashes. In 
Diplochess, pieces are assigned values (Q = 9, ... , K = 0), 
the higher-ranking piece taking precedence. In 
Diplomatic Chess, a four-player game on the 8x8 board, 
conflicting moves are resolved by comparing the powers, 
including those of support units, of the pieces involved, 
again the higher-ranking taking precedence but with 
pawn moves executed first. In Diplomacy Chess, if two 
pieces are ordered to the same square, the stronger piece 
captures the weaker (K has highest ranking); if of equal 
strength (e.g., B & N), neither moves. Conflict is also 
assumed if two units pass over the same square. Again, 
neither moves. The inventor suggests that Diplomacy 
Chess is played as a progressive game; he also suggests 
allowing conditional moves ('If e6 is free, play X 
otherwise play Y'). However, he does not include support 
moves in the variant for fear of infringing copyright! 

It is felicitous that the game names are different. In 
the same issue of Eteroscacco there are three new Ralph 
Betza games, Earthquake Chess, Taxi Chess and 
Trapdoor Chess. Unfortunately, there already exist 
variants with these names. The confusion was 
unnecessary. Betza should have checked: alternative 
names are easy to come by. 

by David Pritchard 

45. DOUBLET CHESS This game was invented by 
Kevin Lawless. If you move a N, B or R you may also 
move its mm, thus making a triple check possible. 
Ob\iously it will be advantageous to hang on to pairs as 
long as possible. Thought: does castling give you the right 
to move the other rook in the same turn? And if you 
promote to N when you have both Ns on the board can 
you move all three in a turn? 

46. LUMINOUS CHESS Luminous Chess is a 
Macintosh application on the Internet which illuminates 
squares under attack for both orthochess and Freeling's 
Grand Chess (lOxlO). One player's pieces cast a red light, 
the other player's a blue, overlapping and. combining 

where appropriate and showing instantly the influence 
exerted over any square on the board. It should not only 
help reduce blunders but should also stimulate ideas, a 
useful aid for beginners (and me). 

47. PACIFIST CHESS The Argentinian journal El 
Acertijo. at present being restructured, offers (issue 23) 
this variant by Hilario Long in which all violence is 
rejected. The game starts in the orthodox manner. You 
may neither take nor threaten the opponent's men. The 
game ends when one player has no legal move. The 
winner is the player whose king is farthest from its initial 
position, measured in orthogonal (not diagonal) moves. 
Draws are of course possible; cf Static Chess (ECV). 

48. CHESSapeak CHALLENGE The inventor of this 
variant J. Bruce Jones (see VCl8), recognising the relative 
weakness of the knight on the enlarged board, has put out 
(Oct. 96) an amended rule that affects its move. A knight 
initiating its move within its own triangle of squares (see 
diagram VCI8 p.174) moves as a Giraffe (1,4 leaper); 
elsewhere on the board it behaves in an orthodox way. 
Certainly this change allows a knight to enter the fray 
quicker but on the debit side it actually reduces its choice 
of moves in some positions and severely limits its 
usefulness in defence. I would have preferred to see the 
knight's move extended to include that of the Camel (1,3). 

49. SWISS ENTERPRISE Fabrice Liardet organised a 
variants tournament in Geneva on 5th October last. It 
attracted 19 entrants, something of an accomplishment in 
view of the fact that Switzerland has never been able to 
raise a team for an ALS.E. event. Seven different 
eight-minute games, selected by the competitors, were 
played. These were Avalanche C, Chessgi, Marseillais C, 
Omni-C, Rifle C, Three-check C, N-relay. The 
tournament was won by Rodolphe Francey ahead of 
Jean-Pierre Vegh and Jacques Sauvin. 

Here is a lively Rifle C game from the event (no 
obligation to capture; displacement capture included as 
well as 'rifle capture'): White J. Sauvio Black P. Emery 
l. e4 e6 2. QfJ Qg5 3. Bc4 Bb4 4. Ktl Nh6 5. h4 *xh4 
6. *xh6 *xg2 7. Ne2 Qc5 8. Bb3 *xc2 9. d4 *xd4 
10. *xe6 Rf8 11. Bf4 Qe7 12. a3 *xaJ 13. Rxh7 *xe4 
14. Nd4 d6? 

15. *xb7 as 16. Q xa8 Ba6+ 17. *xa6 Kd7 18 Ba4t and 
mate follows 1-0. 
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I see Fabrice Liardet has announced another 
tournament (free entry!) in Gene\'a on 21st December. 
Games included are Alice C, Atomic C, Two-mo\'e C, 
Extinction C, Madrasi C, Push C, Triplets, Losing C and 
one or two others. 

50. POCKET GAMES SETS Syu Creation have brought 
out no less than 20 pocket games sets "ith magnetic 
pieces. All sets are very sturdily made and include 
illustrated rules. Amongst the games a\'ailable are Chess 
and Shogi. Shogi is part of a new series of Great Games 
of the Orient. Go and Mah-Jong complete the range to 
date - perhaps Xiangqi "ill come ne,,1? Sorry: I don't 
have prices. Write to Syu Creation Ltd, 21 Wisbech 
Road, Thorney, Peterborough PE6 OSA. 

51. FARNHAM VARIANTS EVENING Farnham 
Chess Club held a variants evening on 23rd Dec organised 
by Bill Lowe and myself in which a dozen different 
variants were played. The \\inner was Mike Smart of 
Guildford~ second place was shared by Clive Frostick, Phil 
Stimpson and myself. Everyone seemed to enjoy it. 

52. RAlNBOW CHESS Ken Whyld alerted me to this 
chess game - it can hardly be called a variant - which 
has recently enjoyed support in HUngary. Rainbow Chess 
is just boring old chess but "ith the pieces differentiated 
by colour (the kings red, the queens purple and so on). 
The theory is that the eye detects colours quicker than 
shapes or symbols, so less time is necessary for 
recognition leaving more time for creative thinking. The 
idea came from Pal Suvada who patented it some thirty 
years ago in the US. Five events were held in Hungary 
during the past year including the Speedy Chess 
Championship (112 entrants!) and the Blitz 
Championship of Budapest in which eight Grand Masters 
and nine International Masters took part. 

There is another angle to the game (l quote): "The 
rainbow is an eternal symbol of hope for mankind". There 
is an old adage that the only safe gamble is to play Snap 
\\ith a man who stutters. Add, perhaps, to play Rainbow 
Chess \\ith someone who is colour-blind? 

53. CRO PRESTIGE Mike Pennell has sent me brief 
details of this game, invented by Ivica Pesut, which is 
based on the machinations of the Croat political system. 
The board has 129 cells \\ith 20 pieces a side. It would 
appear that some at least of the pieces have chess-type 
moves. Cro Prestige won a gold medal in the Games 
category at INPEX. 

54. MAH-JONG, ANYONE? Jan Morris, the travel 
writer, observing old men pla}ing Xiangqi in a Beijing 
park, referred to the game as draughts, an excusable error. 
CliYe Anderson in Great Railway Journeys (BBC2 30 Dec. 
96), watching a game of Xiangqi in Datong, less 
excusably referred to the game as Mah-jong. I am sending 
copies of VC to both celebrities. 
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Not fo" the FGint-HeG .. ted 
by Peter Wood 

Michael Howe of Middleto\\n, COIUlecticut, USA, is a prolific 
chess (and other) game inventor. Several games of his are being 
played by NOST, and some others have been featured in 
Eteroscacco. These are Full Belt Chess, Follower Chess, Mirror 
Chess, and Asymmetric Chess. 'Experimental' postal 
tournaments have been organised for these last four by 
Eteroscacco. Here is one of his games. 

FULL BELT CHESS. 
The rules of orthodox chess apply in addition to the 

follo\\ing: 
1) Each rank and file is a conveyor belt, and the edges 

are considered connected, so that the belts are continuous 
loops. Note that the edges are not considered connected 
for orthodox moves. 

2) After his orthodox move, a player must make a belt 
move. He does this by imagining rotating the belt any 
number of squares in either direction and repositioning 
the units accordingly. He may rotate any belt that contains 
units, except one containing a king. 

3) A player may not rotate the same belt rotated by 
his opponent on the previous half-move. 

4) A player may not rotate a belt so that the position 
does not change. 

S) The King must escape check by an orthodox move. 
6) There is no castling or en passant capture. 
7) Pawns which reach the eighth rank by orthodox 

move or capture promote~ those that reach the eighth rank 
by a belt move do not. 

8) White may not give check on the first move. 
9) The standard array may be used but the author 

prefers the diagonally symmetrical array BBNNRRQK left 
to right. This forces the· action to occur on both "ings 
simultaneously and helps prevent pieces (rooks especially) 
from neutralising each other during belt moves on files). 

10) Games may be played \\ith either of two checking 
options: a) Check may be given by orthodox moves or belt 
moves. b) Belt moves which result in check are illegal. 

In recording a game, the orthodox move is given first, 
then a slash, and then the belt move. A belt move is 
recorded by the file or rank that is the belt, a dash, and the 
number of squares the belt is rotated. Squares are always 
counted up the board from white's side to black's for file 
belts, and from left to right from white's perspective for 
rank belts. Here are two short games, from the above 
opening position .. 

Vito Rallo - Lorenzo De AngeJis 
l.Ncld3/g-1 Bgl:f2/f-4 2.Qg2:f3Ib-S+! Ka8b8/f-6+ 
3.~:f2/a-S mate. 

Gianluca Vecchi - Lorenzo De AngeJis 
l.Nc1d3/g-4 g3g21b-7+ 2.KhlgllS-6? Bh8:eSIh-3 mate. 
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by George Jelliss 

By Space Chess I mean any form of chess that uses a 
three-dimensional board and in which the rules for the 
pieces. other than the pa\\ns, are the same in all lines and 
planes of the board This latter condition is added to 
exclude such games as Parton' s Alice Chess, using two 
boards, or Beatty's Total Chess, using four boards, in 
which the moves between the boards are by 'lift'. 

For descriptions of the two main types of space chess 
known hitherto, those by Maack and Kobetliantz, and 
numerous others, I will have (for reasons of space) to refer 
the reader to David Pritchard's Encyclopedia. Here I 
outline the general principles and follow this with a new 
game of my own. provisionally called Cuboid Chess. 

Three-dimensional 'boards' are sho\\ll by means of a 
set of 2-dimensional boards representing successive slices 
through the 3-dimensional region, the labels of the boards, 
A, B, C, ... acting as the third coordinate. The boards 

used hitherto have nearly always been cubes nxnxn, for 
some number n, or a box-shape axbxc. Cuboid Chess 
however is played within a very roughly spherical volume 
(a 6x6x6 cube with a 4x4 area added to each face). 

A 4x4x4 space chess can be played on the normal 
8 x8 board, the four layers A, B, C, D being the four 
quarters, but the chequering may be misleading. 

A move in three dimensions is represented by three 
coordinates (r, s, t), indicating that the move is equivalent 
to r (wazir) steps right, s steps forward and t steps up. (Or 
respectively left, backward and dO\\,ll if the numbers are 
negative.) We e>.:press the 'pattern' of the move by the 
corresponding positive or zero values {r, s, t}. The length 
of an {r, s, t} move is .I (r2 + S2 + t2). 

D E 

F G 

Some moves of {1,2,3} x ,and {0,1,2} * 
from the centre, Dd4, ofa 7x7x7 board. 
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If all three numbers are different and none is zero an 
{r, s, t}-leaper can move in 48 different directions! The 
simplest leaper of this type is the {I, 2, 3 }-leaper, or 
.II4-leaper, called a Hippogriff in Kogbetliantz's game. 
If one pair of the coordinates is taken to specify a move on 
one of the layers of the board, then the third coordinate 
represents a move up or dO\\ll. Thus a {I, 2, 3 }-leaper 
either moves vertically one layer and makes a {2, 3} zebra 
move or vertically 2 and makes a {l, 3} camel move or 
vertically 3 for a {I, 2} knight move, as illustrated by the 
marks x in the figure. In each case there are 16 choices 
of move (8 leaps x 2 vertical ways) whence 48. Since this 
piece has an even number of odd coordinates it is confined 
to cells of one shade in the chequering. 

Fortunately when there is a zero coordinate or two 
coordinates are equal the number of moves to be 
considered reduces considerably. Any 2-D move can be 
made in 3-D space in each of the three coordinate planes 
passing through the cell initially occupied by the moving 
piece. In this way each 2-D (or I-D) piece defines a 
corresponding Space Piece. Thus the Space Rook makes 
moves of type {a, 0, n} in 6 directions (up-down. 
left-right, and to-fro), where n can take any value except 
zero, the Space Bishop makes moves of type {a, n, n} in 
12 directions and the Space Knight moves {a, I, 2} in 24 
directions (shown by the marks * in the figure). 

Moves with all three coordinates non-zero are 'true' 
3-dimensional moves, and pieces making them are 
'essentially' 3-D pieces. The simplest is the Sprite, which 
is the {I, 1, 1 }-leaper, or .I3-leaper. Its corresponding 
line piece, the {n, n, n}-mover, or .I3-rider, is called the 
Unicorn in Maack's game (but 'Fool' in Kogbetliantz's). 

The Rook moves through the faces of the cubic cells, 
the Bishop moves through the edges of the cubes, and the 
Unicorn moves through the corners. Thus a Unicorn has a 
choice of 8 directions of movement. A Rook has access to 
all the cells of the board, in a series of moves, but it takes 
two Bishops to patrol the whole space, and four Unicorns. 

The King in two-dimensions can be defined either as 
a Wazir + Fers or as a piece that moves to every 'adjacent' 
cell (by which we mean any cell that has a boundary point 
in common with the initial cell). In three dimensions 
these two definitions are not equivalent. From the 
definition of Space Piece given above it follows that a 
piece that has the usual King moves in any plane is 
properly called a Space King. A piece that moves to every 
adjacent cell in space is a Wazir + Fers + Sprite which I 
call a Cubi(c)-King. The royal pieces in the Maack and 
Kogbetliantz games are of this type. The Cubi-King 
moves to all 26 outer cells of the 3 x 3 x 3 cube around it. 

The choice of the Cubi-King rather than the Space 
King as the 3-D monarch is supported by the fact that one 
Space King could stalemate another on a cubical board 
(e.g. on AaI and Bb2) which may be considered an 
undesirable property for the royal piece, or at least not 
analogous to the 2-D case. 

In Cuboid Chess however I use Kings of both types. 
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Cuboid Space Chess 

'\Vinter 1996-7 

A 
B 

E F 

The Space Queen, is of course Rook + Bishop (used 
in Kogbetliantz's game under the name 'Favourite'). Its 
more powerful cousin, the Cubi-Queen, runs in the 
directions that the Cubi-King walks, i.e. Rook + Bishop + 
Unicorn. Both types of Queen are used in my new game. 

In Cuboid Space Chess there is a Royal Family of 
four: Space King and Queen and Cubic King and Queen. 
All are Royal, but the Queens are permitted to pass 
through check. The aim is to capture anyone of the four. 
Thus checkmate occurs if anyone of the four pieces is in 
check and the check cannot be parried without leaving at 
least one of the four in check. The Space King, being the 
weakest of the four is the piece most likely to be attacked, 
but forks and skewers can also be fatal. 

This weaker type of checkmate is to counterbalance 
the increased mobility of all pieces in space (which, as 
Schmittberger has pointed out, see EVe p.310, makes 
normal checkmate difficult if not impossible.) 

It is convenient to call the R + U a Cub i-Rook and 
B + U Cu(bi)-Bishop. A pawn moves like a king but 
forwards only (i.e. towards the opponent's side), so we can 
have Space Pawns and Cubi-Pawns, the latter having the 
added Sprite capture move. 

: ; : , : 

:m·-·",·,··::: .... ; ..... : .... .;.. .... ' 

- : ;: .. 

.:r: .... 

An impression 
of the Cuboidal 
Board in the 
round (sorry r ve 
not yet mastered 
perspective in 
computer art!) 

c D 

G 

H 

The opening position for 'Ordinary' Cuboid Chess is 
shown above. Two normal, but distinguishable sets are 
needed. The upright symbols are Space pieces and the 
inverted symbols Cubi-pieces. The Royals occupy the 
central cells of the 4x4 home base. The inverted Knight is 
the {I, 2, 3}, but other pieces can optionally be substituted. 

Let us finally examine some other distinctive space
piece possibilities. The 3D-moves with coordinates non
zero and less than 3 are: {l, 1, I} {I, 1, 2}, {I, 2, 2} and 
{2, 2, 2}. The first and last are Unicorn moves. 

The {I, 1, 2} move is of length ./ 6, and I call the 
corresponding rider a Sexton, it is confined to cells of one 
colour like a Bishop, and can reach all the cells of that 
colour (pUZZLE 1: Show how the Sexton gets to a 
diagonally adjacent cell in fewest moves.) 

The {I, 2, 2} move is of length ./9 = 3. Thus the 
Threeleaper, becomes of special interest in Space: besides 
its I-D move {O, 0, 3} it has this 3-~ move. Unlike the 
Threeleaper in two dimensions, which is confined to 1 cell 
in every 9, in three dimensions it can get to every cell of 
the board! (pUZZLE 2: Show how the Tbreeleaper gets to 
the next cell in the rank in fewest moves.) 

In Space we also encounter two other double-pattern 
fixed-distance leapers before we reach the familiar 
5-leaper, these are the ./ 17-leaper or Space Giraffe which 
moves {O, I, 4} and {2, 2, 3} and can reach any cell, and 
the 3'/2-leaper or Space Tripper which moves {O, 3, 3} 
and {I, I, 4}, and is confined to one colour. 

In 'Advanced" Cuboid Chess the inverted R, Band N 
represent Threeleaper, Tripper and Giraffe, the {O,O, 3} 
and {O, 3, 3} moves being blockable. 

PuuJe answers: I: (1, -1,2) + (-1,2, -I) = (0, 1, I). 
2: (2, -I, 2) + (1, 2, -2) + (-3, 0, 0) = (0, 1,0). 
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PROBLEM PAGES 
conducted by Ronald Tumbull 

Highland Cottage, Gatelawbridge, Thornhill 
Dumfriesshire DG3 5EA 

After a slow start, originals for 
VC are now piling onto the 
Gatelawbridge heap. Incidentally, 
before becoming the launchpad for 
quarterly bouts of problemism, 
Gatelawbridge was chiefly noted for 
its large sandstone quarry now used 
as a rubbish tip. This is mere factual 
background, not intended as a 
warning to composers ... 

At present my policy is that no 
more than two by any composer will 
appear in any issue; and that accepted 
problems shall wait no more than six 
months for publication. Calculation 
with the calendar should lead to the 
conclusion that if you send me more 
than four problems, r 11 send some 
back. Problems won't always be 
published in order of receipt: 
problems that illuminate those of the 
previous issue will come forward, as 
will any that form artistic bunchings 
with 9thers. 

Original Problems 
To Solve 

Despite its length YCI53 is the 
easy one that I hope everyone' 11 be 
able to solve. It's Stephen' s response 
to the long kangaroo in YC22, and 
his perverse reaction to what he sees 
as an excess of switchbacks and 
Allumwandlungen. 

(153) Stephen EMMERSON 

Kinghopper b4 
Serieshelpmate in 41 

This is the debut appearance of 
the Kingbopper. He's a short-range 
grasshopper who must be adjacent to 
his hurdle. [Moves 2-sq on Q-lines, 
but intervening square must be 
occupied.] In diagram, KH on e2 
could move to g4 only. This KH isn't 
royal, doesn't get check given to it. 
(Fairy units are taken to have arisen 
by promotion. so that diagram as 
originally sent, inverted, was an 
illegal position.) 

Our main editor presents another 
mutated grasshopper, one that's lost 
its power to leap. The Jabber of 
YCl54 and 155 moves on Q-lines to 
the square immediately before some 
other unit. In YC155, black J if on d5 
could move to e6, g5 and capture c6. 

(154) George JELLISS 

Jabbers & Equihopper 
Add WK then Helpmate in 5 

How many ways? 

(155) Ronald TURNBULL 

Jabber h3, Mate in 2 
(b) J + e3 (c) J + b4 
(d) J + a3 (e) J + b5. 
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(The related Jibber, which has no 
capture power, was invented by 
C. D. Locock, FCR April 1937.) I'm 
sure VC readers will want to do some 
jabbing: I got mine in quickly! 

In YC154 you should only find 
one square for WK. Equihopper 
leaps across hurdle anywhere on 
board to square symmetrically 
opposite. In diagram, Ef7 can play to 
b3 (over BK), h3 (over WJ). 

More insects have vigorously 
hopped here all the way across 
Europe from the Ukraine. The 
Grasshopper moves on Q-lines to 
the square immediately beyond a unit, 
the 'hurdle'. In YC156, WGe5 can 
move to c7, b5 and capture on c3. 

Grasshoppers 
Helpmate in 2, 2 ways 

. Grasshopper, Nightriderhoppers 
Kangaroo, Helpmate in 2 
(b) interchange b6 - b5 

The Kangaroo moves like the 
grasshopper, but over two hurdles; in 
YC157, KAd7 can move to a4 or 
capture on d2 (in VC a Kangaroo 
counts as an insect!). Nigbtrider
hopper grasshops along straight lines 
of knight moves. If NHe2 were black 
it would be giving check. 
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If you can deal "ith the 
menagerie of VC158, there'll always 
be a job for you at Edinburgh Zoo 
(famous actually for penguins; now 
how would that work as a fairy 
piece?) Zebra: long knight, leaps 
(2,3). This Zebra can move to a8, f7, 
etc. Nightrider moves as knight but 
can keep going. So bN f2 can move to 
M, but bK obstructs it from reaching 
c8. Pa\\'ns may promote to Q, R, B, S 
or to any fairy unit present in the 
diagram. The position of VC 158 is, 
regrettably, illegal. Unlucky l3 black 
pawns in game array! 

(158) Erich BARTEL 

3 Grasshoppers, 2 Kangaroos, 
Nightrider £2, Zebra c5 

Serieshelpmate in 3,4 ways 

In Madrasi if two units of the 
same sort attack each other, they are 
paralysed and lose all powers except 
that of paralysing. Kings excluded. 
Strictly: 'If a unit (not King) stands 
where, in the absence of this rule, it 
could be captured by a unit of the 
same sort, it may not legally move.' 
A Moarider is a Nightrider whose 
knight-moves are made as fers-move 
(non-capturing) then wazir-move. 

(159) V. PERETYATKO 

Madrasi Chess, Moarider 
Helpmate in 7 

VAriAnt Chess 

In Isardam moves leading to 
Madrasi-type paralysis are illegal. 'If 
a unit (not K) stands where, in the 
absence of this rule, it could be 
captured by a similar unit, the 
position is illegal. Moves to such 
positions are illegal.' So in VC160 
Bg5 doesn't give check, and the PdS 
can't move - it is 'spiked'. Stephen 
and I explored quite deeply into 
Isardam, and laid out our discoveries 
in the January Problemist. VC160 is 
described, perhaps unhelpfully, as a 
back-to-front battery. 

(160) Stephen EMMERSON 

Isardam Chess, Mate in 2 

Our theme of the month is 
Andemach: a unit that captures 
changes colour (Ks excluded). And 
Anti-Andemach: a unit that moves 
without capturing changes colour (Ks 
excluded). Anti-Andernach gives 
more problems to the composer than 
to the solver, as mating moves, and 
two-move keys, must almost always 
be captures. 

The four lucid little two-movers 
VCI61-4, from Romania and 
Surbiton, require no comment. 
Simply enjoy. 

(161) Paul RAICAN 

Andernach Chess 
Helpmate in 2, (b) Bb6 + g2 
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(162) John RICE 

Andernach Chess 
Helpmate in 2, (b) Pe5 + d3 

(163) John RICE 

Anti-Andernach Chess 
Mate in 2 

(164) Vlaicu CRISAN 

Anti-Circe's a form where 
hundreds of interesting, solvable 
two-movers are waiting to be 
composed. VC165 is a useful 
introduction. 

Captured pieces disappear, but 
the captor is reborn on its normal 
Circe square. If that square is 
occupied, the capture is illegal. So 
WK isn' t in check from BR as a8 is 
occupied. 

(Kings are included. The usual 
convention is that units may not 
capture on their own rebirth squares.) 
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(165) Erich BARTEL 

Anti-Circe Chess 
Serieshelpstalemate in 3 

4 solutions 

(166) V. NEBOTOV & 
A. KHANDURIN (?) 

Helpmate in 2 
(a) Orthodox Chess (b) Patrol Chess 

(c) Immune Chess, 2 ways 

Patrol Chess: a unit (including 
King) may capture only from a square 
on which it is defended. In diagram, 
BQxP, wpxB are the only legal 
captures. 1... WRb3 doesn't give 
check. Immune Chess: no rebirths, 
but units may be captured only if 
their home square is vacant. Kings 
are excluded, though I feel that the 
more inclusive 'King Immune' is the 
preferable form for this stipulation. 
This one almost got swept away in 
the confusion of column change-over, 
and if if s misattributed, my apologies 
to composers concerned. 

Solvers may feel that my liking 
for soluble problems is all very well, 
but that 14 easy ones in a row is 
taking it too far. So here are three 
toughies to finish. 

King Circe: captured kings, too, 
are reborn on game-array square. So 
WK isn't in check as el is vacant. 

V~ri~nt Chess 

The sideways pieces are Chinese. 
Leo (chinese queen) moves like queen 
but captures across an intervening 
unit of either colour. So black La8 
has no move but can capture on a4. 
Vao (chinese bishop) and Pao 
(chinese rook) similarly. 

VC167 is another illegal 
position, Black and White would 
have to have started ~ith eleven 
pawns each. But not really a hea"y 
setting, as only seven units per 
composer (the 29th one, on a8, is my 
contribution). 

(167) C. FRANKISS, 1. LORINC, 
M. RIDLEY & B. STEPHENSON 

King Circe, Chinese pieces 
Reflexmate in 2 

Having opened a can of worms 
with 'Piece Augsburg' and 'Pawn 
Augsburg', I'm still trying to digest 
the contents ... suffice that in VC168, 
b6 is R+S+B, and can move as any of 
these or separate into components, 
but d5 is Q and can't separate into 
B+R, pawns are included, but 
compound promotions don't occur. 

(168) Paul RAICAN 

Augsburg Chess, R+B+S b6 
Maximummer Selfmate in 4 

(b) Pa7 + b7, 2 ways 
(c) Kb8 + c7, 2 ways 

(d) Kb8 + h6 
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Peter Fayers' Knight-Spirits are 
fully explained on the following 
pages. Here are two examples for 
solving. VC 170 has an astonishing 
mating position. r m keeping space in 
VC24 for more S-Spirits. How about a 
nice mate-in-two? 

(169/170) Peter FA YERS 

Knight-Spirits 
both Helpmate in 3 

LADDER SCORES 
VC 20 21 22 

Maximum 22 IS 11 total 
A.Ettinger 129 18 - 7 154 
E.Bartel 116 12 11 7 146 
I.G.Richardson 111 15 10 4 140 
M.A.Ridley 74 12 2 5 93 
Y.Krivenko 68 14 - 5 87 
V.Crisan 77 - 12~ - 89 
M.Olausson 63 7 0 - 70 
A.W.Ingleton* 155 17 10 8 40 
P.Raican* 146 15 11 7 29 
P.Fayers 9 8 0 7 24 
S.Emmerson - - 10 7~ 17 
H.Bodlaender - 15 - -- 15 
G.P.Jelliss - - - 5 5 
P.C.Wood - - - 3 3 

Lapsed solvers: R.Cassano 17, 
G.Vecchi 9. The asterisk * indicates a 
ladder ascent of 150 points. A.Ettinger 
has been awarded 18 points for VC20. 
Scoring: 1 point each. 1 point for cook 
(cook + intention 2 points). Half-point 
for ke),IDove, or for all-but-one lines in 
helpmate. Scores rounded dO'Nn to 
nearest full point. 

Corrections 
VC21: vc 130, for which a cook was 
claimed is sound (P.Raican and 
A.Ettinger, who has computer tested it). 
VCll: Introductory problem (B) with 
imitator is insoluble - the mate is not 
mate (noted by PR, AE and Mark Ridley). 

Solutions to Ve22 appear on page 59. 
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;\ SPIRITS OF THE KNIGHT /'\ 
( t\Y! by Peter Fayers ,-<11J 

I have recently become fascinated 
by Augsburg Chess, more so than any 
other fairy form. The ability of 
normal units to gain and lose powers 
appeals to me no end. 

However, I soon ran out of 
inspiration; there seems to be a 
limited number of 'special effects' 
that can be demonstrated with 
Augsburg even allo\\ing for the 
differences between Pawn-Augsburg 
and Piece-Augsburg - thank you, 
Variant Chess! So I stretched my 
imagination further and invented a 
new fairy form, which I call 'Spirits 
of the Knight' (a catchy title, but a 
bit long, so we ",ill abbre\iate it to 
S-Spirits). This (I think) is virgin 
territory for e~l>loring effects of units 
gaining or losing extra powers. . 

1. When a knight is captured, 
its spirit li,'es on, joining the captor 
and endo"ing it "ith the power to 
mo,'e as a knight in addition to its 
normal movement. 

Spirits of the Knight 
Helpmate in 31 31 2Y2 

Looking at problem A, this 
solves by I Sc2 Ka4; 2 Kal Kb3; 3 a2 
K xc2:. The white king, having 
captured the knight, is now inspired 
(i.e. it hosts the spirit), checking and 
thus mating the black king. 

Well, nothing new there; this 
idea is the basis of Absorption Chess, 
and can be traced back centuries to 
Radha-Madhava (a yariant of Indian 
Chess, according to the ECVp.152). 

However, I did mention that 
units can also lose these e~tra 

powers, and so we have: 
2. S-Spirits are flighty, and will 

immediately leap to another unit if 
its host mons to a square an S-Ieap 
away from that unit. 

In problem B, after I Kf5 R xd7, 
the rook is inspired. Now; 2 Kg4 Rf6, 
the rook has moved to an S-move 
from the black king, so the spirit 
·transfers, allov,ing 3 Kh2 Rf2:. Yes, 
mate, as (e.g.) on 4 Kgl?? the spirit 
would leap to the wK, allowing KxK! 

A word on terminology. We use 
the dollar sign for the spirit: placed 
after the move, it means that the unit 
has acquired the spirit; placed in the 
middle of the move, it means that the 
spirit has transferred to another piece, 
and at the front of the move it means 
that the spirit has remained with its 
host during the move. With this 
terminology (suggested by RT, and a 
vast improvement on what I had been 
using in the first draft), the solution 
to B would be written: 1 Kf5 Rxd7$; 
2 Kg4 Rf6$g4; 3 $Kh2 Rf2: 

At this stage we need to clarify 
what happens when there is a choice 
of units to which the spirit may leap; 
the answer is simple: Nothing. 

3. Where there are two or more 
units a knight-leap away from 
where the S-Spirit ends its move, it 
doesn't transfer; it remains with its 
current host. 

(C) P. FAYERS 
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In problem C, after I Bxd6 black 
may not then play 2 $Bf5?? Faced 
\\lth a choice of Pe7 and Kg7 to move 
to, the S-Spirit would stay "'lth Bf5, 
checking the white K, illegal in the 
middle of series-play. 

This problem involves one of the 
reasons I like Augsburg, the ability to 
change the parity of bishops. In this 
problem all three bishops change 
colour, allo\\ing a smothered mate of 
the black king on a1. With that rather 
broad hint, try it yourselfl 

Now things start to get 
complicated. I feel that what we have 
is too restrictive; an S-Spirit ",ill only 
move when its current o\\ner wants it 
to. So I developed a rule that enables 
the opposition to entice it away. 

4. A Spirit will also leap to any 
unit that ends its mo"e a knight's 
move away. 

(Note, that although I mentioned 
'the opposition' in regards to this 
rule, this is not restrictive. S-Spirits 
are totally impartial, and under both 
rule 2 and rule 4 will transfer its 
allegiance to either a friendly or an 
enemy unit without fear or favour). 

As an example, problem A' is 
formed from problem A (which is 
invalid under the modified rules) by 
making the Sal white, and changing 
the stipulation to H:2Y2 (for 
convenience of printing we also 
transfer it to the h-file.) With white to 
move first: 1 ... Kg4; 2 Kxhl$ K:f3; 
3 h2Kf2$:. On moving to £2, the 
white king attracts the spirit, which 
transfers its allegiance. (This dictates 
the wK path: 2 ... Kg3? would lure 
the spirit away prematurely.) 

(D) P. FAYERS 
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As implied in the examples, by 
'unit' we include Kings and Pa\\ns 
- any unit can host a Spirit of the 
Knight. You should be able to solye 
problem D in seconds, except perhaps 
for working out which of white's 
plausible mating moves actually does, 
and why the other doesn't. 

This really is all there is to it. I 
know that the rules are ex1ensive, but 
hopefully S-Spirits will provide a 
fruitful new source of fairy problems. 
Here are some more examples. 

(E) P. FAYERS 

Spirits of the Knight 
Reflexmate in 3 

In the reflexmate E, the wK and 
black pawns are locked solid - we 
have to engineer for the bK to be able 
to deliver mate. We start with the 
brutal key 1 Sc6t, forcing 1 ... Kd5, 
after which 2 Sd6 leaves both knights 
en prise, and black has no option but 
to take one of them. 

F was pro\ided by your problem 
editor. ([his should be obvious from 
the diagram. As his VC129 conjures 
up an en-passant capture \\ithout any 
black pawns on the board, and 
likewise in VC152, the complete 
dearth of rooks in the diagram means 
that the solution naturally involves 
castling, it seems almost inevitable 
that a 'Spirits of the Knight' problem 
from Ronald wouldn't have any 
mundane features like knights in it!) 

S-Spirits, Helpmate in 2 

V"ri,,"t Chess 

So, this problem involves some 
retroanalysis. Purists may point out 
that, in strict retro terms, there must 
always be a total of four (knights plus 
S-Spirits) on the board at anyone 
time. I agree. I acknowledge that 
these rules are incomplete. What 
happens when a host \\ith an S-Spirit 
familiar is captured? Can a host have 
more than one familiar at a time? 
And so on, and so on. I haven't tried 
to resolve these questions because I 
haven't needed to. As and when 
anybody wants to use one of these 
situations to show some special effect, 
they are quite at liberty to decide for 
themselves what happens, thereby 
setting the standard for other 
composers in the future. 

(G)P. FAYERS 

Spirits of the Knight 
Carnelrider a2 

Mate in 2 

In the meantime, problem G 
shows a new slant on an old theme, 
and again demonstrates that the 
possession of an S-Spirit familiar can 
restrict, as well as enhance, mobility. 
Sorry about the Camelrider; I wanted 
to set this "ith the traditional 
Rook-Bishop Nowotny effect, but in 
order to avoid the W Bishop being 
able to block the bR line, I either had 
to use a grid, or a 12x12 board with a 
Nightrider as the key piece. The 
setting "ith the Camelrider seemed 
the cleanest of the three possibilities. 

Did I just say 'Nightrider'? OK, 
as a final little demonstration, I have 
decided that nightriders have spirits 
too. Problem H shows one weird 
effect of this - a long-range 
smothered mate by a lone King! 
(More an exercise than a problem. I 
am not really into . nightriders. 
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Specialists in this field are imited to 
demonstrate the efficacy of their 
spirits.) 

(H) P. FAYERS 

Nightrider b8 
N-Spirits, Helpmate in 3 

r II probably decide that camels 
and zebras (and their riders) have 
spirits as well. - When I need to. 

ADDENDUM 
Ronald reminds me that this 

journal is read by people who actually 
play variant games, as well as 
problemists, and so as a service to 
them I will try to fill in the holes I 
mentioned, in order to end up with a 
playable game you can try out. I 
would suggest: 

5. When an inspired unit is 
captured, the spirit remains, 
transferring its allegiance to the 
captor. 

6. The astral plane over the 
chessboard only contains enough 
ethereal energy to support one 
spirit. 

When a second knight is 
captured, the first spirit is released 
from the purgatory of the chessboard 
(a phrase used with considerable 
feeling), and goes to its Valhalla. 
(This gives an interesting possibility: 
a player can get out of check by 
capturing a knight elsewhere on the 
board!) 

I believe that these two extra 
rules are all that is needed to make 
the variant playable, and a neat 
consequence is that, once a knight is 
captured, there "ill always be one 
(and only one) spirit on the board, 
making it fairly easy to keep track of. 

I look forward to seeing some 
game scores! 
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S-Spirits 
Helpstalemate in 2 

Partial Retro-Analysis 

With these last rules in mind, I 
leave you with problem L another 
offering from your problem editor; a 
helpstalemate. 

With thanks to Cedric Lytton, for 
his encouragement, help, and 
unparalleled (in a human, at least) 
cook-finding ability. 

Solutions to Knight-Spirits: 
A, A', B: In text. C: 1 Bxd6S; 

2 SBf7; 3 Ba2Scl; 4 SBf4; 5 Bg6Se7; 
6 gBbl; 7 e5Sc6 SB xe5t. D: 1 b xa6S 
b4S; 2 d5S f4S; 3 Kh5S Bdlt (3 ... 
BeS?; 4 SKg7!). E: 1 Sc6t Kd5; 
2 Sd6 K xc6S; 3 b5t Kd5Sf4t. 2 ... 
Kxd6S; 3 (b5S??) h7! Kf7Sg5t. 
F. Black in irreal check unless wBfl 
already inspired, so: 1 Kgl Bg3Se2; 
Khl KflSg3t G: 1 Sb5! (2 8--) 
Bxb5S/C xb5S 2 Bf6/Be7t. H: 1 Kf3 
Ne2; 2 K xe2S Kb4; 3 SKhS Kb5S:. 
I: If wK inspired, 1 Kfl SKd3; 
2 KelSt Ke3=. If bK inspired, 
1 SKe2 Kc3St; 2 KdlSt Kd3=. 

Comments are by: Erich Bartel, Yves 
Cheylan, Stephen Emmerson, Alex 
Ettinger, Peter Fayers, George Jelliss, 
Mark Ridley and Ronald Iumbul!. 
1 .. 3 S. Tkachenko 2. bl(S) 3 Sxa3 
5 SxaS S Sxa4 9 Sb6 Ral. Unique path 
for BS detennined by need to avoid 
checking WK. Some found this too easy, 
but others didn't - we're not all experts! 
(RI) 
1 .... E. Bartel I Pr c3 1... ba 2 Prxal 
KxhS 3. Prxf6 and 1... be 2 QaS f5 3 Qf8 
(also 1... KxhS 2 Prxf6). All W officers 
en prise (EB). Most enjoyable of the set, 
if a little congested for the content. All 3 
combinations present. Nicer if Q & E 
could be actively sacrificed (SE). Pity 
about the short line (GJ). Pointedness and 

V"ri"nt Chess 

simplicity render forgiveable the 
constructional defects, viz unprovided 
check on aI, BK flight hS, 3 threats 
where none required, pinning key and 
short mate variation. (RI). 
145 E. Bartel 1 Kg2 2 hl(L) 3 La2 4 
Lxf7 (LfS) 5 La2 6 Lhl 7 Lc6 S Khl Kg3. 
SE, PF, AE suggest a twin with BKfl, 
WKxLf3. Circe perhaps underused but 
spectacular underuse of the box of chess 
pieces (RI). 
1 .. 6 1 Richardson Intention (a) 1... Bd3 
2 Kd6 Bb5t 3 Kv5 RdS (b) 1... e5 2 Kd7 
Bb6t 3 Kc6 Rd6 but multiple cooks. 
147 N. Vasyuchko 9 Ke8 10 KAdS 18 
Kd2 19 KAdl 20 KAd6 30 Kg6 31 KAh6 
37 Kb6 38 KAa6 39 KA.f6 46 Kf5 Se7. 
Hard-to-find final position (RI). SE's 
comment takes the form ofVC153. Using 
go-stones to mark possible K and KA 
paths ... wife came in, shook her head in 
dumb disbelief at resulting chessboard 
and walked out despairingly (unsuccess
ful solver, name withheld). 
148 P. Fayers (-) denotes change of 
colour. l.h4 g5 2.hg (-) Sf6 3.Rxh7 (-) 
Se4 4. Sh3 Sxd2 (-) 5. Sf3 Rxh3 (-) 6. 
Sh4 Rxh4 (-) 7. Rf3 gxR (-). Failed to 
find a solver. 
149 R. TurnbuU, S. Emmerson & 
P. Fayers (a) 1 d3 Sc6 2 d4 Sxd4 (-) 
3 Sc6 RbS 4 Sxb8 (-). (b) I d4 Sc6 2 dS 
Sd4 3 Qxd4 (-) WxdS (-) 4 Qdl. 
(c) 1 d4 e6 2 d5 ed (-) 3 d6 Be7 4 de (-). 
Really a nice idea and funny solutions! 
(EB). 
150 A Ingleton I Sa7 Kb2(Pb7) 2 b6 
Ka3 3 Ka4(Bfl) Bg2 4 La5(Bc l)t Ka6 
5 Be3 Ka7(Sb8). Proved difficult to 
solve; am glad this has now been 
corrected (MR). If a neutral checks then 
next move the neutral checking piece can 
be moved back where it was unless the 
mating move is irreversible. With neutral 
king the potential king capture must also 
be unavailable to the opponent, so with 
all neutral men the check must 
necessarily be by a neutral pa\"\lu. 
151 Y. Cheylan I ghS(Sg8) cSS 
2 hgS(SbS) Bh7(Bfl)tt these are checks 
white-to-black as bl, fl vacant; but not 
self-checks black-to-white as cS, g8 
occupied. Naughty to suggest AUW (SE). 
Very subtle (EB). Sequence of S
promotions is not new; \"\11th orthodox 
men in Anticirce I showed five specific 
S-promotions in Ht21h. But all-neutral 
introduces peculiar difficulties (YC). 
Solvers will agree \\ith those last two 
words! 
152 R. Turnbull Mate in 0 by: Add 
WRdl; White just castled and Black's 
preceding move was +Bh2, played from 
the pocket (not Bg3-h2 which is an 
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uncheck, and thus illegal) so Black can't 
interpose +Bfl. Iry: Mate in ~ by Add ' 
'h'Ral and complete castling (this line 
spotted by Cedric Lytton). Iry: Mate in 1: 
Add WSg3 and play I.+B12; 

Tourney Announcements 

The Problemist Supplement 
Announces a formal tourney for :2 
and P using chinese pieces (Leo, 
Pao, Vao, see VC167, plus Mao, 
knight that can be blocked on the 
ortho-intermediate square, e.g. Mal
b3 only if a2 is vacant). No twins, 
other fairy pieces or stipulations. 
Strategy preferred to pattern. Judge 
Brian Stephenson. Entries to T. 
Linss, Friedensstrasse 10, 01097, 
Dresden. Germany by 30/9/97. 

World Chess Composing 
Tournament of the FIDE. 

The theme for Section G (Fairies) is 
printed 'Vaulting Kings', however 
the definition and the fine demo by 
T. Tauber make it clear that what is 
meant is Transmuting Kings: an 
orthodox king which, when in check, 
moves like the checking unit or units. 
(See Mark Ridley's note VC17 p.149) 

T. Tauber 1997 

Rois Iransmutes, Nightrider e7 
Mate in2 

1 Rb5?? selfcheck! 1 Kc3 (2 Rb5:) 
1... Kc6t 2. K(as N)a7!: (2 ... Nc3??) 
1... Kc5t 2. Ke4t 1... Ke5t 2. Kgl: 

Mates in 2, one or both kings 
transmuted, nightriders and 
grasshoppers allowed, but no other 
fairy piece or stipulation. Entries 
through your national federation by 1 
May 19S5. (RT has composed in this 
genre and will be glad to exchange 
ideas with fellow-Britons.) 
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~~~~~ 
by Michel Deza (Ecole Nonnale Superieure, Paris) 

Chess, like any game of normal form, has a unique 
result if both White and Black play in the best possible 
way. This result (we discard games stopped by agreement) 
is one of W+,B+, Wo,Bo, denoting respectively win for 
White, win for Black, draw with last move by White, and 
draw with last move by Black. It is not possible at present 
to compute which of these results should be the finale of 
an 'optimal' game; which is the 'destiny' of chess. 

But perhaps one can approach this problem indirectly 
by considering simpler games or problems with similar 
'destiny'. Can we identify small variations of the rules 
which do not affect the destiny of chess? Here are three 
ideas in that direction: two in terms of variant chess and a 
third one in terms of enumeration. 

L Rotation Cbess. In this variation, the board is 
turned round after each tth move of Black. For t = 10 or 
15 the game was actually played in England. Let Tbe the 
maximal number of moves in an optimal chess game. 
Clearly, for t ~ LTI2J, [where LxJ indicates 'integral part 
of x'] the destinies of rotation t-chess and orthochess are 
the same. But how about t = LTI2J - 1 ? For smaller t the 
difference between those games should increase. How 
does the destiny of rotation t-chess vary (if it does vary) 
with diminishing of the period t? 

IL Time Chess. Suppose now that both White and 
Black do not care about winning, but merely care about 
the length (Le. the number of moves) in the game. 
Remember that ending a game by agreement is excluded. 
Suppose White to have Shiva temperament - to minimise 
the length of the game - while Black (Vishnu) wants to 
maximise it. The game is again in normal form. So there 
exists a number N which is the length of any such game 
when both play optimally. Probably any such game would 
have the same result, in terms of W+,B+, Wo,Bo, as 
usual chess. In fact, it looks as if for both purposes - to 
win or to control length of the game - one needs first to 
get material advantage to carry them out. Time Chess can 
be fun as a role-playing game; it can be interesting also to 
estimate N. 

In Optimal \'ersus Typical. It has been remarked 
that ideal beauty is not far from the average of variation of 
all involved parameters. In this vein it will be interesting 
to compare the destiny of chess with the relation between 
the numbers w+,b+. wo,bo, denoting the numbers of all 
possible games with results W+,B+, Wo,Bo, respectively. 
I believe that (a) W+ = b+ and (b) Wo +bo »W+ +b+ 
[where » means 'much greater than']. If true, this will 
point to the draw as the probable destiny of chess. 

A way to check (a) will be to show that for any 
feasible position in chess, the opposite position, Le. one 
differing only by interchange of colours White-Black, is 
also feasible. Clearly, feasibility of both opposite positions 
will imply that all possible games going via those 
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POSItIOns contribute equally to w +, b + and to Wo, b 0. , 

Co-feasibility of pair of opposite positions implies the 
same for any pair of positions subsequently derived from 
them; so it will be enough to show co-feasibility for 
opposite 'initial' positions. For example, for each game 
with double-step of pa\\'n as first Black move one can give 
an opposite game "ith two single steps of pa\\'n as first 
two White moves. 

I believe also in (b) because, probably, for each 
possible winning game, one can find a lot of draws by 
replacing one or two last moves by some sequences of 
moves fixing a legal draw. One may ask: does there exist 
a (feasible) position in which any modification of the last 
move stops the game? 

!.t!l! 
A rotation game 'under the t = 10 rule, played between 

C. D. Locock (white) and T. R Dawson (black) in 1913, 
is recorded in the Encyclopedia o/Chess Variants, where 
David Pritchard comments that if a win is not in prospect 
when the board reversal is getting close, it may be good 
tactics to play weakly: 1. e4 e5 2. d4 exd4 3. Bc4 Nf6 4. 
NO Bb4t 5. c3 dxc3 6. bxc3 Bc5 7. e5 Ke7 (weakening 
the Black position) 8. Qc2 a6 9. 0-0 and Black, with two 
moves to make before sides are switched, announced mate 
in seven moves. 

This was one of a series of games under various 
different rules played between these two about that time. 
A game of Reflex Chess, won by Locock, was apparently 
published in one of the Pittsburgh papers. If anyone can 
track it down Variant Chess readers would like to see it. 

... 
The editor has just been reading Astounding Days: A 

Science Fictional Autobiography by Arthur C. Clarke in 
which he mentions the story The Fairy Chessmen by 
Le\\'is Padgett (a pen-name of the husband and wife team 
of Henry Kuttner and C. L. Moore) in Astounding, the sf 
magazine, for Jan/Feb 1946. After quoting Padgett's 
description of Fairy Chess, Clarke writes (p.184): 

"In 1951 I had the privilege, though it was completely 
wasted on me, of watching a game between Lord Dunsany 
(one-time chess champion of Ireland) and Dr Dawson, 
who if I remember correctly was the editor of The Fairy 
Chess Review. Dawson told me that he had also played 
many games of three-dimensional chess - and one in 
four' dimensions, though not on a fu1l8x8 board." 

"This way, I decided, lay madness, and it confirmed 
my resolution never to learn the rules even of old
fashioned two-dimensional chess." 

Later (p.197) he writes: "When I met Lord Dunsany 
in 1951 ... I took the train from Charing Cross, got out 
somewhere in Kent, and walked to Dunstall Castle. 
I remember that I was carrying a novelty - one of the 
first truly portable radios .... I was also carrying a copy of 
The Charwoman's Shadow ... Lord Dunsany inscribed his 
name on the first page; it was the only time I have ever 
seen anyone use a quill pen .... " 
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GJlZm 
by Paul Byway 

20 The Finches, Hertford 
Hertfordshire SG13 7TB 

This time I must begin by alerting 
prospective correspondents to the fact 
that my address, given above, has 
recently changed. And so to business. 

Losing Chess 
It doesn't seem to be at all easy to 
compose a decent losing chess study. 
In VCI4, page 95, there is one from 
Eteroscacco by W. Dittman which 
uses the NOST rule - stalemate is a 
win for the player stalemated. (For 
new readers: 7R, 7P, 5PPP, 6pl, 3R4, 
PipS, IpP3Pl, bB6). Now, I hear, via 
Peter Wood and Fabrice Liardet, that 
a second solution has been found by 
Richard Forster. 

It goes as follows: 1. Rdl (d7) 
(instead of 1. Rd6) g4 2. g3! g5 3. 
Ba2 bl=any 4. Bxbl Bb2 5. Rf8 
Bxa3 6. h8=K BxfS 7. f7 Bxh6 8. 
Kg7 Bxg7 9. fS=any BxfS 10. Rd6 
Bxd6 11. Ba2 Bxg3 12. BdS B any 
13. Bfl wins. 

It is possible to avoid this second 
solution by adding a Black pawn at 
d6, but there may be other flaws to 
find later in the play. Another 
approach would be to replace the 
White Rook at d4 with a Knight at 
c8, but this would allow I. Rf8 as an 
alternative. After demolishing the 
Dittman study Richard was inspired 
to compose one of his O\\n, but this in 
turn was demolished by IZNOGOUD. I 
hope he manages to mend it. 

Xiangqi 
Now the Xiangqi endgame of Knight 
against Bishop comes under scrutiny. 
In an earlier article it was seen that 
the Knight can always defeat a 
Guard, but the Bishop can put up a 
successful defence. 

Consider: White Ket, Nf8, 
Black KdO, Be8. This is the position 

A B 

from theorem 20 in Chinese Chess 
Endings by Chu Shi and Liang Bing, 
translated by C. K. Lai. The play is as 
follows: 1. Ke2 Kd9 2. Ne6 BgO! (2 ... 
Bc6? 3. Nc7t Kd8(dO) 4. Kel! wins) 
3. Ng7 (The fork 3. NfSt is answered 
by the blocking move 3... Be8! 
drawing: players of western chess 
could easily overlook this tactic) 3 ... 
KdO 4. Nf9t Kd9 5. Ke3 Bi8 6. Nh8 
KdOdraw. 

This position is known as 'a door 
in the East, a door in the West' and is 
worth remembering. The Knight can 
stalemate the King or the Bishop, but 
not both. To summarise: the King 
and the Bishop should be on opposite 
sides of the centre file and as far 
apart as possible, then Black draws. 

What happens when White holds 
the centre file and both Black pieces 
are on the same wing is shown in the 
three diagrams, A, B, C, above. 

If the Knight has crossed the 
river White wins, unless the knight 
occupies a marked point. If the knight 
has not crossed the river White can 
only draw, unless the knight occupies 
a marked point. 

From this we can state the 
following rule: If the White King 
occupies the centre file and the White 
Knight has crossed the river and both 
Black pieces are on the same wing, 
then White wins: otherwise if s a 
draw. This is only a summary of 
findings, and not an absolute rule. 
Each position depends upon a tactical 
sequence: if White stumbles on the 
road he may well find that the win 
has evaporated. As an exercise I give 
at the end solutions to the following 
problems (i): diagram A with NhO 
and (ii): diagram C with Nc6 at the 
end. The case of Black Bishop at e8 
hardly needs a diagram. There are 
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C 

seven squares from which the Bishop 
can be captured on the move: apart 
from these there are only two squares 
from which White can win. Problem 
(iii): What are they? 

Modem Courier Chess 
The following is a repair job on a 
faulty study by the Platov brothers: 87 
in Timothy Whitworth' s collection. 

P. Byway after the Platovs 

White to play and Draw 

Solutions to Xiangqi 
(i) Diagram A with NhO. 1. Ng8t Kf9 2. 
Ni7 and now: (a) 2 ... Bi8 3. Nh5 Bg6 4. 
Ng7t Kf8(tU) 5. Ke2. (b) 2 ... Kf8(tU) 3. 
Nh9t Kf9 4. Ng7t Kf8(tU) 5. Ke2. 
(ii) Diagram C with Nc6. 1. Nb8 Bg6 2. 
Nd9t Kf9 3. Nc7 Kf8(tU) 4. Ke2 Kf9 S. 
Nb9 Kf8(tU) 6. NdO BiS 7. NcS Bg6 S. 
Nd6 followed by 9. NfS and 10. Ng7. 
(iii) When the Black Bishop is at e8 and 
the White Knight is at f8 or i7, White 
wins by 1. Nh9t Kf9 2. Ng7t. 

Solution to MCC 
1. Rc5t/i Kb6/ii 2. Rcl/iii N xcl 3. bxeS 
gl=Q/iv 4. Bd4t Qxd4 stalemate. 
li 1. Rc2 gl=Q 2. Rxe2 Qc5t 3. Ka2(b3) 
Qc4(bS)t 4. K- Qxe2. 
lii 1... Ka6 2. Rc6t K- 3. Rg6. 
liii 2. R xe5 gl=Q 3. Re6t Kb7 4. Re7t 
Kc8 5. Re8t Kd7 6. Rxe2 Qcst 7. Kb3 
(a2, a4) Qb5 (c4)t 8. K- Q x e2. 
liv 3 ... Ne2 4. Bh2 Kc5 5. Kb2 Kd4 6. 
Kc2 Ke3 7. Kdl Kf2 8. Kd2 Nd4 9. Kd3 
Nf3 10. Bd6 draws. 
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~anB'li ~sce[[an! 
by Peter Wood 

AU REVOIR AMSTERDAM 

This is the latest book by 
C.K.Lai. It is a collection of 30 games 
played mostly at, or in, the l~st ~ee 
European Xiangqi champIOnships. 
Twenty of the games were played by 
the author himself. Those who have 
played C. K. know that ~s gam:s 
never lack interest. SometImes his 
results are disappointing, but on 
occasion he can soar to the heavens, 
to use a 'Laiarian' expression. 

Included in the book are the five 
games of the match between Lu Qin, 
twice Champion of China, and Xu 
Yinchuan, the present Champion of 
China and highest rated player, 
which took place at the European 
Championship last September. There 
are light notes on these by the author. 

It is a pity that the Championship 
organisers do not make more effort to 
get the games of the top players at 
these events available for publication. 

The book provides a useful 
record of games, and background 
material of the events. It is obtainable 
from C. K. Lai, 12 Lagan House, 
Sumner Road, London SElS SRB. 
Price: £6.99. 

Here is the last round game that 
gained C. K. Lai the 1994 
Championship. 

European Ch. 1994, Amsterdam. 
Huang Shnech Kung (Germany) -
C. K. Lai - Notes by the winner. 
1. Chel Cbe8 (1 realised I was taking 
a gamble.) 2. Ng3 Ne8 3. Na3 Ni8 
4. Rbl a6 (l'esting the water. But it is 
an idle move. and weakens the pawn.) 
S. Rhl Chg8 6. is (This really 
surprised me. I had the impression 
from this 'mirror move' that my 
opponent was unworried.) 6.... Ri9 
7. RhS Rd9 8. Gfe2 Rd6 9. RfS i6 
10. i:i6 R:i6 11. Ced3 C:g4 12. Beel 
RbO 13. Cb7 Gde9 14. cS Rg6 

IS. Bi3 Ri6 16. Bigl Rg6 17. Bi3 
Ri6 18. Bigl Rg6 19. Bi3 e6 

o 
9 

8 

7 

6 H~--1...--'--!{;ZIt-'-ti"""""l 

5 
4 

3 

2 

a bed e f g h i 

20. Ce3 Ch8 (This follows a series of 
manoeuvring. I was pleased with this 
move, which threatens the central 
Bishop. Pressure is building up.) 
21. RiS Ch3 22. Ne2 C:a4 23. BigS 
Rh6 24. e6 Na9 2S. Cb6 Bce8 
26. Rb3 caS 27. Ril c:c6 28. Cb9 cS 
29. Na3 C:gS 30. Gd3 Cg4 31. Rb6 
c4 32. Cel as 33. Ne2 a4 34. Ri4 
Chh4 3S. RiS a4-b4 36. Rg5 Cf4 
37. Ra5 Rg6 38. NhS Cf9 39. R:a9 
ChI 40. Gle2 Gf8 41. Cb7 Rg1+ 
42. Gfl R:fl+ 43. Ke2 Rf2+ 44. Ke1 
G8e9 4S. C:hl (Red missed 45. eel 
with real threats.) 4S •••. C:a9 46. Na3 
Rh2 47. Cgl KdO 48. Rd6+ Cd9 
49. Rb6 R:hS SO. Cd7+ Cb9 
SI. NbS C:bS S2. R:bO+ Kd9 
S3. CgS CfS 54. RbS Nh6 SS. Cg4 
Nf7 and Black won. (1n the end. I 
can say 1 was lucky enough to be on 
the winning side.) 
(PW: Because of both players' time 
pressure the final moves of this game 
were not written down. Black finally 
forced mate.) 

THE UK XIANGQI (CHINESE 
CHESS) CHAMPIONSHIP 1996 

This took place on Sunday the 
8th December at the True Buddha 
School 'Zhen Du Tang' in the 
Caledonian Road in London. This 
sounds quite grand, but in fact the 
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playing room was too small for the 
number of players competing (the 
overflow played their games in a 
room do\\nstairs ne~1 to the Buddhist 
'chapel', and in round 2 had the 
calming influence of chants and 
tinkling bells to enhance the 
concentration). Twenty players took 
part in the contest, almost twice what 
it has been in the last couple of years. 
The number is still disappointingly 
low however, as was the number of 
non-Asian competitors, which was 
two. Most of the competitors were 
Chinese, but there were also a couple 
of strong Vietnamese players. 

As is usual the games were all 
hard fought with never the sign of a 
short draw. Five rounds were played 
during the day, with players having 
40 minutes on their clock in each 
game. The pairings were decided by 
the 'Swiss System'. With few 
exceptions all the best players in the 
country were competing. 

The winner of the tournament 
was Guo Shulong, who started with 
four straight wins and then held off 
the challenge of second-placed Chen 
Fazuo of Hastings in the last round to 
draw and clinch the title. Guo 
Shulong played all her main ri~al~, 
and well deserved her victory. This 1S 

the second time she has won the UK 
Championship (she also won in 1994) 
and has proved herself the best player 
in the country. She returned to China 
for six months or so after Christmas, 
and will no doubt get plenty of hard 
practice while she is there. 

Second placed Chen Fazuo, who 
fought desperately hard to win the 
last round game, is probably Guo 
Shulong's main rival in this country. 
His time will surely come. 

Third place was taken by the 
ever-youthful Thai player Da,id 
Young of Clapham in South London, 
whose results have been consistently 
good over the last few years. 

Last year's "inner of the 
Championship, Wang Shunqi of 
Southend, unluckily lost to the 
winner in round 3 after an 
horrendous time scramble, and then 
was well beaten by Chen Fazuo in 
round 4. Paul Byway, with 2 points, 
had the best non-Asian score - a 
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disappointing result for him 
ne\'ertheless. Despite the tenseness of 
the games, the tournament was 
played in a most friendly atmosphere. 

Guo Sbulong 4Vz; Cb en Fazuo 
(Hastings), Da,id Young 4; Sbin 
Nam Fay (Kennington), Ng Fa Sang 
(Surrey) 3Vz, etc. (Tie breaks were 
decided by 'sum of opponents' 
scores'.) Here is a game: 

UK Cbampionsbip, December 1996 
Guo SbuJong - Cben Fazuo 
,\Totes by Chen Fazuo. 
1. Cbe3 NgS 2. Ng3 RhO 3. g5 CiS 
4. Ri2 Ce8 5. Nc3 NcS 6. Rb1 Ra9 
7. c5 Rh6 S. Rd2 Rf9 9. Rd5 RIl! 
10. Nb5 Gfe9 11. Cec3 e6! 12. Gde2 
e5 13. C:c7 Ba8 (Better is Nce7) 
14. Rd7 e:e4 15. N:a7 N:a7 
16. CbO+ BcO 17. Rb7 

a bed e f g h i 

17 •••• d4+ (foo slow. Much better is 
Rj3. Then if 18. Bce3 e:e3 19. Kd1 
(or 19. B:e3) 19 .... R:g3 - it is very 
difficult for Red; she is probably 
losing. If 18. C:g7 Rc3 19. Rb1 (or 
19. Rd1 f4+ 20. Bce3 .13) 19 .... Nc8) 
IS. Kdl Cd8 19. C:a7 Rff6 
20. CaaO Bge8 21. Ke1 Ra6 22. Ca7 
i6 23. CbaO Rad6 24. R:d6 R:d6 
25. Nf5 Rf6 26. N:d4 Ci7 27. R:g7 
C:i4 28. g6 Rb6 29. c6 Ce4+ 
30. Bge3 RbO 31. C+a9 Rb9 32. CaO 
Cd5 33. as CgS 34. f6 Rb7 35. R:gS 
R:a7 36. CbO N:f6 37. Rf5 NgS 
38. Ne6 B:c6 Draw agreed. 

SOLUTION 
Here is the solution 10 the XQ mate in 
3 problem in J'e22 p.39. 
1. Nd2+ Cd9 2. Nf1+ Rd2 (or C 
mO\'es) 3. R:gO mate. 

SHOGI 
5/6 April 1997 - 13th British Open 

Championship - £5 entry fee, players of 
all strengths are welcome. Details from 
Mike Brewer, 11 St. Donatt's Rd. 
London SE14 6NU. The Annual General 
Meeting of the British Shogi Federation 
precedes the tOlU11ament at lOam. 

Ste\'e Lamb won the Bracknell 
tOlU11ament on 16th November with 3/3; 
Antbony Dem'er-Fedder won the H)the 
tOlU11ament on 7th December with 4/5. 
The number competing at this event was 
unusually low - only 6 players took part. 

In the latest European Elo list, Mike 
Sandeman is placed 4th and Stephen 
Lamb is 5th. 

Players wishing to join the Postal 
Shogi League should contact Phil 
Holland, 94 Green Drift, Royston, 
Herts, SG8 5BT. 

A postal Dai-Dai sbogi 
championship is being organised by 
Victor Contoski, 4110 West 12th 
Street, Lawrence, Kansas 66049, USA 

XIANGQI 
11 May 1997 Willesden 

tOlU11ament. Write for details to C.K.Lai, 
12 Lagan House, Sumner Road, 
London SE15 5RB. 

The 1997 European Xiangqi 
Championship will take place at the 
Royal Festival Hall in London on the 
weekend of 23/24 August. It will be part 
of the \\ider ,Hind Sports Olympiad, the 
main organisers of vllhich are Ray Keene 
and David Levy. 1 understand that 
Xiangqi will be played on other days of 
the event also. More details in VC24. 

The Bank of China plan to sponsor 
a tOlU11ament in the Autumn. 

Xie Jun, the recently deposed World 
Ladies' Chess Champion, was playing in 
the Hastings Premier tournament this 
year. She dined several times at the 
Shanghai Restaurant and took the 
opportunity to play the proprietor, Chen 
Fazuo, a couple of games of Xiangqi. 
Chen won both games. Sadly the scores of 
these games were not recorded. Chen was 
runner-up in last December's UK Chinese 
Chess championship - he is now 
frantically learning orthodox chess! 

ITALIAN PROGRESSIVE CHESS 
The Variant Chess postal 

tournament, begun last Autumn, has now 
fInished with the fmal scores thus: Peter 
Wood 5 (out of 6), Ari Luiro 4, Steve 
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Boniface 2, Peter Coast 1. The games and 
a report should appear in the ne:o..1 issue. 

The 4th AlSE Team Champion
ship (3 players per team) has been won 
by ltaly-l (Cassano, Forzoni, Rallo) with 
617 beating Ukraine-2 (Lesnicenko, 
Kulik, Petruk) ex aequo on tie break. The 
rest of the scores were Germanyl 
Switzerland 5:1" ltaly-2 4; Russia 3:1,; 
Ukraine-1 3; Sweden 2:1,; Czech Republic 
O. It is to be hoped that the UK will be 
able to raise a team for the 5th 
championship! 

Some of the analysis in the Ian 
Richardson v. Peter Coast IP game on 
page 9 of VC21 is incorrect. After the 
diagram (8/ 2ppkp1p/ 7n1 8/ 4K2P/ 
2P2P2/ 2P1P3/ 7R) it is stated that White 
has a won game now he has promoted to 
a Rook. Several people have pointed out 
that this is V.TOng. Black can play 10. Nf5 
N:h4 N:tJ Ngl N:e2 Nd4 N:c2 Nd4 Ne2 
N:c3+, when the position is drav.n. White 
can take the black Knight and the c and h 
pa"ns, but so long as the black King 
keeps between the d and f pa\\ns, W can 
do nothing. In fact King and bare Rook do 
not "in against King, unless the 
defending K is on the edge of the board. 

3RD HETERODOX OLYMPIAD 
No news. (Is bad news?) 

GRAND CHESS 
The Yerevan tournament reported on 

in VC22 (page 31) was not an all -play-all 
event as your reporter originally thought. 
Players could play as many (or as few) 
games as they liked. The winner of the 
event was Vardan Melkonyan 
(Armenia) with 12/12; second was Tan 
Wei Sin (Malaysia) with 5:1, out of7. The 
players"ELO grading ranged from 2250 to 
2350. Courtesy of Hans Bodlaender 1 
have received all the 34 games from this 
event, and a full report "ill appear in a 
future issue. 

IS ANYONE OUT THERE? 
The above is the name of an 

'occasional' newsletter on chess variants 
of which so far 5 have been produced. 
John McCallion, who "rites a most 
readable column in NOST magazine, is 
the editor. Eteroscacco rates the material 
as eX1remely interesting. We "ill give our 
assessment of it in due course - after we 
have seen a copy! For those readers who 
cannot wait for this, "rite to: 42-65 
Kissena Boule\'ard (#324), Flushing, 
New York 11355, USA. 
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The Colchester Game 
based on notes ji'om various correspondents 

The Editor mentioned in Ve2l 
p.9 ha,ing heard a radio news report 
early in September 1996 of a dig at a 
Romano-British burial at Colchester 
that had unearthed a games board, 
"ith the very unusual discovery of the 
pieces actually in position, as if a 
game had just begun. 

Correspondents, Derick Green, 
Malcolm Home, Lex Kraaijeveld, 
Tom Marlow and Ken Whyld "Tote 
to me about the game, sending 
newspaper cuttings, references and 
comments, the results of which are 
surveyed here. 

Newspaper articles I have seen 
are by a reporter in The Colchester 
Express 9/96, . Da,id Keys The 
Independent 6/9/96, John Duncan 
and Alan Watkins The Guardian 
6/9/96, Williarn Hartston The 
Independent 9/9/96, and Raymond 
Keene The Spectator 14/9/96. 

The latest information I have, 
sent by Tom Marlow, is from Essex 
Archaeology issue 13 (1996) 
published by Essex County Council 
(from County Planner, K. W. Boddie, 
County Hall, Chelmsford). 

amphora, and a large wooden box. 
Inside the latter was placed the board 
game, the dead person' s cremated 
bones, and various instruments, 
including some which are likely to 
have been part of a medical kit." 

"Stanway is a high status 
funerary site dating from the late 1st 
century BC and ending in around 
AD60. The site is where members of 
the British nobility were buried." 

Keys gives the date of the burial 
as around AD50, and says that the 
site overlooks the city, at that time 
kno'\\n as Camulodunum. 

It seems the burial rite for the 
nobility involved the destruction of 
the grave goods, but not for lower 
status burials: "several of these graves 
contain evidence suggesting that they 
were the burial places of high
ranking aides to the people in the 
chambers ... a clerk, an armour bearer 
and a doctor" 

"The game board was made of 
two pieces of wood, hinged so that it 
folded inwards lengthways. Its 
corners were strengthened· "ith 
right-angled strips of copper alloy. 

---.,....--,.---...,........,..----.,....-..,.-...,....- L-shaped metal corner 
Q 

Small "tite piece f5 

1--'.-.;.... --'-. -'-. ---'---'-";"''';''''--0.......-1 Metal hinge set into wood 
: : : i : ! : : 

.. -... ~ ...... -i --_. --~ .... -.. ; _.. -: _._ ... -~ ... _-- ~ --. --~ .... ---:-. --_. -; ...... -! ..... . 

.- .... ~. ------~ -- ----+. -_ ... ~. _."' --:- ... _.- f·-· --.~ ... -... f·· ._._~-... ---f -••••• ~ •••••• 

.• ' •••• .• • Upside dO,\\D blue piece b2 
.-:-.- •• --~ .-.-~-.-- •••••••••• : ••••••• f •••••• ~ ••••••• ~ •••••• ~ ••••••• ~ ••• _.~_._. __ 

•••••••••• 
I quote from this source: "The 

game board was one of a range of 
eX1raordinary objects in one of the 
grayes excayated at Stanway this 
summer by the Colchester 
Archaeological Trust. Other items in 
the grave included a copper-alloy 
'strainer' (which was rather like an 
ancient form of teapot), a 
copper-alloy pan, a pottery dinner 
senice, a samian bowl, a flagon, an 

The wood had rotted away completely 
apart from where it was in contact 
"'ith the metal corners, counters and 
hinges. The m'erall proportions of the 
board (3:2) and the positions of ttle 
counters suggest that it was marked 
out as a grid to make 12 by 8 squares, 
and the absence of dice shows that 
the game was one based purely on 
skill." (The account in T7,e Guardian 
gives the dimensions 50 x 35 cm 
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which is a ratio of 1.43, while The 
Spectator says 22 x 14 in, which is 
1.57; they cannot both be right.) 

Keys in The Independent says 
quite categorically that the board was 
chequered, but this seems yery 
questionable if only traces of the 
wood remain. 

"The counters are of opaque 
glass in the shape of thick chocolate 
drops. They lay on the board as if at 
an early stage in a game. There are 
twenty six in all, one half white and 
the rest dark blue. Each player seems 
to have had twelve standard counters, 
plus a thirteenth which was of 
different rank. White's thirteenth 
counter was much smaller than the 
rest, whereas Blue's differed solely by 
being placed upside down on the 
board." The follo"ing play is 
suggested to account for the position: 

"Each player sets out his twelve 
standard counters in a line down one 
side of the board. Each then places 
his thirteenth counter on a vacant cell 
of his choice. Blue decides to play 
defensively and places his e>.1ra 
counter close to the left-hand corner 
of the board (as he sees it). White is 
bolder and puts his ex1ra counter in 
the middle but in his half of the 
board. Play starts in earnest "ith Blue 
advancing his third counter in from 
the right one square. White responds 
by doing the same with his facing 
counter. Blue then advances his 
counter second from the right by two 
squares." ... "The Stanway grave 
almost certainly belonged to a Briton 
so that the game is not necessarily 
Roman, although the counters were 
certainly of a standard Roman type." 

Nearly all the reports mention 
the Roman ludus latrunculorum, 
though since the rules of this game 
are unknown (and according to R. C. 
Bell's Board & Table Games was 
played on boards 7 x8, 8x8 or 9x lO) 
this hardly helps. Games of the tafl 
family are also suggested, but these 
normally start "ith one side in the 
centre, and the other round the outer 
edges, and use a more square board. 
It doesn't seem to be a form of 
back-gammon. Perhaps it was a game 
of the doctor's mm invention - his 
ashes were on the board. 
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UK Variant Championships (Postal Play) 

As a result of the responses received on the entry fonns circulated with 
the last issue we now have sufficient entries to start championships in three 
variants. The main interest is predictably in Progressive Chess and I have 
separated the players into two four-player sections; those who score three or 
more points in each section to go on to the :final round. 

The starting date for all these games is 1st July 1997. Since several 
players are taking part in two variants this should not present too much of a 
burden - in fact it will save postage. The main difficulty I find in playing 
several variants with one correspondent is remembering to play according to 
the appropriate rules! If this schedule presents difficulties to any entrant, 
would they let me know. The Alice games of course should go on for 
considerably longer than the Progressive and Extinction games. (The AISE 
allow a year for Progressive games and two years for Alice games, though 
I would hope that our games, all being within the UK, would in fact all be 
finished well within four and twelve months respectively. Extinction Chess is 
as yet an unknown quantity, but should be somewhere in between.) 

Progressive Chess (Italian Rules) 
(1) P Coast, T. Howes, D. Richardson, P . Wood 
(2) S. Boniface, P. Byway, D. Pritchard, D. Tremayne 

Extinction Chess 
G. Jelliss, R. Reynolds, D. Richardson, I. Richardson, D. Tremayne 

Alice Chess 
P. Coast, T. Howes, G. Jelliss, D. Pritchard, D. Tremayne 

Randomised Chess was the only other game with four votes. There were 
three votes for Avalanche and Xiangqi and two for Chancellor, Circe, 
Cylinder, Hexagonal, Losing and Marseilles, but many of these were 'second 
choice' votes. We may start a randomised tourney in October. 

Contents 
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66-BCVS Meetings report 
66--Italian Progressive Peter Wood 
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The flCVS Special and 
Annual General 1'1.eetings 

The Special General Meeting on 
May 10 adopted the proposed 
constitution and the subsequent AGM 
confirmed the subscription rate and 
adopted the 1996 accounts, there 
being no vote against in any case. 
The elections of the existing four 
officers were confinned. 

Quick'Play Tournament 
Following the excellent buffet 

lunch provided by Elaine and David 
Pritchard, we proceeded to a 
quick-play all-play-all tournament 
involving eight players, which ended 
in a triple tie between John Beasley, 
Peter Horlock (Godalming), and 
David Pritchard~ Peter Wood, who 
was fourth, was brought in to make 
up a knock-out play-off which was 
won by John Beasley. 

Mike Adams (Guildford), Bill 
Lowe (Farnham), Adrian Millward 
(Aldershot), and George Jelliss also 
took part. We intend to hold another 
such tournament after next year's 
AGM, and we hope more members 
will be able to take part. 

The tournament was played in 
seven rounds in each of which a 
different variant was played, being 
chosen from the list issued by David 
Pritchard for the Guildford C.C. 
Variants Day and the BCVS entry 
form for the postal play tournaments. 

The variants chosen were: 
Avalanche, Static, Extinction, 
Progressive, Coin, Cylinder and 
Marseilles chesses in the main round 
and Triplets in the playoff. Most of 
these are familiar to our readers, so it 
may be sufficient to eXl'lain two. 

. Static Cbess (more a type of 
NllD than Chess) begins with a clear 
board, the men being added one at a 
time where they do not attack and are 
not attacked, the winner being the 
player who last enters a man. 

Coin Chess uses a single coin 
which marks a square that may not be 
entered (but can be passed over). 
After each move the player may move 
the coin to any vacant square. 

Each game was played to a finish 
in five or ten minutes, as specified by 

the player who chose the variant. 

Summer 1997 

ITALIAlV PROGRESSIVE CHESS 
<Variant Chess Postal Tournament 1996 

by Peter Wood 

This tournament commenced in 
the Autumn of 1996. Final results: 

1. Peter Wood Spts 
2. Ari Luiro (Finland) 4pts 
3. Ste\'e Boniface 2pts 
4. Peter Coast 1pt 

The notes are by Peter Wood, with 
ex1ra comments by Patrick Donovan, 
Peter Coast and Steve Boniface. 

Ste\'e Boniface - Peter Coast 
1. e4 1 2. Nc6 dSI 3. Ba6 B:b7 B:c6t 
(A common alternative to 3.Qg4 Q:c8 
Q:d8t.) 4. Qd7 Q:c6 Q:c2 Q:d1t 
S. K:d1 Ke2 NfJ d4 Rd1 (A popular 
line of late is: 5.K:dl Ke2 d4 e:d5 
h4. TJ'hite's continuation is new, and 
works out well in this game. PO: But 
Black had 6. e5 Bb4 Nf6 N:e4 Bd2 
Ba6:) 6. d:e4 e3 e:f2 f1(R) R:d1 
Re1t 1 7. K:e1 b4 bS b6 b7 b:aS(Q) 
Q:cS: (1-0) (pc: Not an impressive 
effort by me.) 

Ste\'e Boniface - Ari Luiro 
1. e4 12. Nc6 dS 1 3. Ba6 B:b7 B:c6t 
14. Qd7 Q:c6 Q:c2 Q:d1t 1 S. K:d1 
d4 Nc3 N:dS N:c7t (Played about 8 
or 9 years ago - with poor results 
for Black; replacing d4 by Kc2 or 
Ne2 have been played too.) 6. KdS 
K:c7 Nf6 N:e4 Ng3 N:b1 (A good 
continuation. Black's King position is 
safer than White's.) 

7. Bg5 B:e7 B:f8 B:g7 B:bS a4 
BeSt 1 S. Kc6 KdS Ke4 Kd3 RbS 
R:b2 R:f2 R:f1: (0-1) (SB: A lovely 
King-march to d3 which 1 'almost 
enjoyed'.) 
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Peter Coast - Ari Luiro 
1. e4 1 2. Nc6 dS 1 3. Qg4 Q:cS 
Q:dSt 1 4. K:dS d:e4 Nf6 bS (pC: 
1 had expected thiS, and prepared the 
follOWing reply.) S. BbS B:c6 NfJ 
Ng5 N:f7t (White's continuation has 
been played a few times in the past; 
Luiro's reply is new.) 6. KcS b:c6 g5 
b4 Rh7 R:f7 

(pC: This turns out to be very strong. 
mainly because Black has two fairly 
active Rooks and passed pawns which 
1 must neutralise. 1 thought for a long 
time that 7. g3 g:h4 h:g5 g6 g:j7 Nc3 
Ke2 (or a variant) would be OK, but 
it fails to 8. e3 e:d2 d:cl (Q) Ng4 
N:h2 Kb7 Rd8 Qd2:. 1 went through 
several permutations and ended up 
with.... 7. g3 g:b4 Rg1 R:g5 Rf5 
R:f6R:f7 .... unfortunately Luiro 
played .... ) S. as a4 aJ a:b2 RaJ Rd3 
R:d2 b:c1(Q)~ (0-1) 

Peter Wood ~ Ari Luiro 
1. e4 1 2. dS Nc6 1 3. Qg4 Q:cS 
Q:d8t 1 4. K:dS d:e4 Nf6 bS 1 S. Nc3 
N:e4 d4 Bg5 B:f6 (An attempted 
improvement for White in this 
ever-popular line.) 6. e:f6 Kd7 b4 b3 
b:g2 g:b1(Q) 1 7. Bgl B:b1 Ng5 
N:f7 N:bS Kdl B:c6t (1 thought for 
a long time on this sequence. At the 
time 1 thought it not too bad, 
however, PO: White has 7. a4 a5 a6 
a:b7 b:a8(Q) Q.j8 Nc5:.) 1 S. b:c6 
BaJ B:b2 B:a1 R:bS R:b2 Rg2 R:g1 
(pO: Black misses 8. K:c6 Kd5 K:d4 
Re8 ReI .... Bh4:. PW: But now a 
most interesting position has arisen. 
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I thought my sequence 9 to be the 
only one that avoided loss; but after 
Black s reply this is clearly not so.) 

9. dS d6 d:c7 c8(R) Rb8 Rbl R:al 
R:gl Ke1 (I rejected R:g7t instead 
of Kel because I thought Blacks 
continuation 10. Ke8 Kj8 K:g7 Kg6 
Kf5 Ke4 Kd4 c5 c4 c3t would win, 
but, as Malcolm Home has pOinted 
out, fVhite can himself win by 11. Ke2 
K13 Kf4 Kf5 K:f6 Ke6 Kd6 Kc6 Kb5 
Kb4 Kb3. On his sequence 13 White 
can win one of Black s isolated 
pawns, with an easy victory. Has 
Black anything better? 

He has. If Black (after taking the 
Rook and moving the King to d4) 
positions his pawns at a7 and c5, he 
saves the game. U'hite s best is 
JJ. Ke2 Kj3 Kf4 Kf5 K.j6 Kf5 Kf4 
K13 Ke2 Kd2 c3t, when Black draws 
by: 12. Ke4 K13 K:f2 Kj3 Ke4 Kd5 
Kc4 a5 a4 a3 Kb5 c4. Black can try 
to improve matters further by 
positioning his pawns at a5 and c4. 
Then, after White s 11th sequence in 
the previous line, he can play 
12. Kc5 Kb5 Ka4 Ka3 K:a2 Kb3 a4 
a3 a2 al(Q) Qf1 QPt winning. 
However White can improve, and 
wins himself by 11. KcJ Kb2 Ka3 
Ka4 K:a5 Kb4 a4 a5 a6 a7 a8(Q). 

If the pawns are on 13 and c5 
Black can also draw. The best that 
U'hite can do is 11. Kel Kfl Kgl Kh2 
Kg3 K:13 Ke2 Kdl KcJ Kb2 Kb3, 

'VAriAnt Ch~ss 

after which Black takes the f2 pawn, 
brings the King back to b5, and plays 
a5 and c4t, with an easy draw. 

So R:g7 instead of Kel saves the 
game for U'hite. With correct play a 
draw is the right result.) 10. gS g4 g3 
Ke6 KfS Kg4 Kh3 Kh2 K:gl g:f2t. 
White Resigns. (0-1) (White can do 
nothing to save the game with his 11 
moves.) 

Peter Wood - Peter Coast 
1. e4 I 2. Nc6 dS I 3. Qg4 Q:c8 
Q:d8t I 4. K:d8 d:e4 Kd7 fS (In the 
AI. Tal :Memorial postal tournament 
organised in the Ukraine, both Anna 
and Andrej Neboca played something 
similar to this sequence - 4. K:d8 
Kd7 f5 fe4. Against Anna I found the 
sequence 5 I tried here. In passing 
I would point out that games against 
4 Ukranian players were unfinished 
in this tournament, including one 
against the tournament director who 
has not answered any enquires 
regarding unsent moves, or as to the 
result of the tournament.) S.BbS Nc3 
N:e4 Ke2 NeSt I 6. KeS RdS RdS 
R:cS R:bS Re5t 

7. Kf3 g4 g:f5 f6 f:g7 g:bS(Q) Q:e5 
(If Kd3 instead of Kj3, Black can 
mate by 8.a5 a4 a3 a:b2 a:al(Q) 
Q:e5 b5 Nb4t) S. Bg7 B:e5 B:b2 
B:al Nf6 Ng4 N:f2 N:bl (My 
opponent said he spent a lot of time 
on this move. Regrettably for him, it 
was time spent in vain.) 9. d4 dS d:c6 
c:b7 Ke4 Kf5 Ke6 a4 bS(Q)~ (1-0) 

Ari Luiro - Stel'e Boniface 
1. e4 I 2. e5 Nb6 I 3. d4 BgS B:dS I 
4. Ng4 Ne3 N:dl Bb4t (It is more 
usual to take the Bishop (K:d8) than 
playing Bb4t. Bb4t looks a useful 
innovation.) 5. Nc3 R:dl Bf6 B:g7 
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B:bS (This allows Black to mate; it 
does not really test Black s 
innovation. ) 

6. d5 Bg4 d:e4 e3 e2 e:dl(R)~ (0-1) 

Peter Wood - Stel'e Boniface 
1. e4 I 2. e5 Nb6 I 3. d4 BgS B:dS I 
4. Ng4 N:f2 N:dl K:d8 I S. Ba6 
B:b7 B:aS K:dl Kd2 (Kd2 has been 
played by Roberto Cassano as an 
alternative to the rather more 
obvious Ke2.) 6. e:d4 d3 d:c2 
c:bl(Q) Ba6 Bb4t (An improvement 
on Rolf Sicker s sequence against 
Cassano: 6. Ba6 e:d4 c5 h5 Bd6 
Bf4t.) 7. Ke3 R:bl ReI R:c7 Rb7 
R:b4 R:bSt (It is difficult for White. 
This was played after considerable 
thought.) S. Ke7 R:bS R:b2 R:g2 
R:gl R:bl R:b2 Rh6 

(Instead of Rh6 in this sequence, Ke6 
would win for Black. As played, 
White can mate.) 9. e5 e6 e:d7 dS(R) 
Bc6 Ke4 Ke5 a4 ReS~ (1-0) 

Stel'e Boniface - Peter Wood 
1. e4 I 2. d5 e5 I 3. d4 BgS B:dS I 
4. K:dS Bg4 B:dl e:d4 I S .Nc3 
R:dl R:d4 b4 R:d5t (A popular 
sequence is 5. Ba6 B:b7 B:a8 K:dl 
Ke2. It has been difficult for Black to 
find a satisfactory response to this.) 
6. Nd7 c6 c:d5 d4 d:c3 Nb6 I 7. g4 
gS g:b6 b:g7 g:bS(Q) b:c3 Ke2 



Vofume 3, CJssue 24 

(A dangerous place to leave the 
King! But if Kd2 (instead of Ke2) 
Black can mate by B.b5 b4 b3 b2 
b1(Q) Q:fl Ne5 Nc4. as pOinted out 
by my opponent.} S. Kc7 Kc6 Kc5 
Kc4 Ne5 RdS as Rd2 Italian mate. 
(0-1) 

Ari Luiro - Peter Wood 
1. e4 I 2. d5 e5 I 3. d4 Bg5 B:dS I 
4. Bg4 B:d1 B:c2 Bb4t (Rarely 
played. It has not really been tested.) 
5.Nc3 Kd2 K:c2 d:e5 e:d5 (We are 
in unknown territory.) 6.B:c3 B:b2 
B:e5 B:a1 K:dS Ke7 

(This is good for Black.) 7. b4 b5 b6 
b:g7 g:bS(Q) Q:a1 R:b7 I S. Na6 
Nf6 N:b7 Rg8 R:g2 R:g1 R:f1 R:a1 
Of/inning easily.} W Resigns. (0-1) 

Ari Luiro - Peter Coast 
1. d4 I 2. e5 Ke7 (pC: This was an 

attempt to get out of the book.) 
3. d:e5 Nc3 Nd5t (In fact the 'boolt 
shows that Black has a 100% record 
- one game: Mazza v Arno 19B7. 

But both Mazza and Arj Luiro missed 
3. e4 Qh5 Q:e5~!) 4. Ke8 Qb4 Bc5 
B:f2t (pC: It is difficult for Black to 

find any sequence that does not allow 
mate.) 5. Kd2 Qe1 Q:f2 Q:b4 N:c7t 

(diagram) 
6. Kf8 g5 g:b4 Na6 N:c7 Ne6 
(pC:] missed Black 's next. Maybe f5 

Kj7 Nh6 instead of Na6 N'c7 Ne6 in 
this sequence?) 7. e4 Bb5 B:d7 NO 
Ng5 Rn R:f7t (1-0) 

Peter Coast - St~'e Boniface 
1. d4 I 2. d5 Nf6 I 3 .Bf4 B:c7 B:dS 
(3. e4 e5 Bb5t is the popular 
alternative.) 4. BfS B:c2 B:d1 K:dS 
(4. K:dB Ne4 N:f2 N:d1 is a better 
way to take the Queen. But Black is 
not alone in choosing this sequence. 
PR Base gives 5 other instances -
from which White only twice found 
the sequence-5 mate!) 5. g3 Bb3 NaJ 
Rc1 RcSt (1-0) '4n alternative is: 
5. Nc3 Na4 Jv'b6 Rcl RcB~.) 

Peter Coast - Peter Wood 
1. d4 I 2. e5 e:d4 13. Bg5 B:dS Q:d4 
(This is called the Kustrin Attack by 
Dipilato in his 1. d4 opening book -
there have only been a handful of 
games with this sequence. Two 
popular alternatives are: 3. Bg5 B:dB 
f4, and 3. e3 e:d4 Qe2t.) 4. K:dS c5 
c:d4 Bb4t I 5. c3 c:b4 NO Ng5 
N:f7t I 6. Ke7 K:f7 b6 Bb7 B:g2 
B:b1 (Moving the King to c7 is a 
possibility. although 6.Kc7 d5 Bh3 
B:g2 B:h1 b6 loses to 7.e4 Ba6 e5 e6 
e7 eB(Q) QcB~} 7. Bg2 B:aS NaJ 000 
R:h1 b3 Bd5t 

Summer 1997 

----I REVIEW 11----
16 An.}'"one Out ThereP 

The March issue (no. 6) of this 
occasional newsletter (if that's the 
right word) has the usual collection of 
outrageous games. It starts with a 
hybrid: U-Chessgi, a combination of 
Unambiguous Chess and Chessgi. 

There follows a conglomerate 
horror: Mecklenbeck Camel Avalan
che. This, if you are curious, is 
Avalanche chess with camels 
replacing knights and mandatory 
promotion on the sh.1h rank. Is this a 
good game? I haven't the faintest idea 
and too little of life left to find out. 
However, the editor/printer/publisher 
applauds Alessandro Castelli's 
contribution to Avalanche Chess: 
reverse the Black K and Q to negate 
the value of White's opening threat of 
mate with l. e4/f6. And so do I. 

On to Progressive Gravitational 
(for Gravitational, see ECV p. 13 l.) 
[In Gravitational Chess the piece 
moved, other than pawn and king. 
must be able to drop back one square 
towards its home base. Both parts of 
the move can be captures. though 
that effect does not come into play in 
the example game; nor does the fact 
that it was Scottish Progressive. GPJ] 

Here is a game (from JAOT): 
Cian Geoghegan vD. Mildenberger 
1. d4 (recall that Ps and Ks are not 
affected by gravity) 2. fS, N(f6)f7 
3. B(b6)b5, B(xf7)f6, B(b4)b3 4. d5, 
f4, B(xb3)b4, B(f6)f7? 5. e4, Q(b5}
b4, Q(f6)fS, Q(xf7)f6, Q(Xe7)e6t! 
(B or Q cannot intervene as gravita
tional square is occupied by BK.) 

Next: Bichrome Chess (units 
must move to squares of the opposite 
colour to those on which they stand) 
plus Shogi pawns and Gutzwiller 
bishops (which move as bishops but 
only from any of the orthogonally 
adjacent squares, thus GBd4 can 
move to bl or a2 but not to al or b2). 

We are then offered Alternating 
King/Squirk Chess (squirk is squirrel 
+ rook). This is followed by Cannibal 
Co-Chess and finally a problem page. 
Write to Jobn J. McCallion, 42-65 
Kissena Boulevard (Apt. 324), 
Flusbing, New York NY11355 USA. 

S. KeS Ke7 Nb6 Rf8 R:f2 d3 d:e2 Dm,jd Pritchard 
e1(Q) Italian mate. (0-1) 
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ALICE ])IJA 
CHESS ~~3H~ 

by George Jelliss 

Since this is one of the games nominated for our 
Championship Tournaments, and is one of my favourite 
games (though my results indicate that this is not because 
rm successful at playing it), I was surprised to find that 
we haven't featured anything on it since VC7 five years 
ago, so I decided to remedy this omission immediately. 

Perhaps I can quote from two recent letters in support 
of my view of the game. Da"id Pritchard: "an undervalued 
variant in my opinion". Paul Byway: "I think it a superb 
game. A single, simple change with profound consequ
ences. The best sort of variant," unfortunately for my case 
he goes on to say "but maybe too difficult for me. I've only 
played one game and that gave me nightmares!" It does 
take one into a chess dream-world where the logic is 
disturbingly different from normal and space is strangely 
distorted. The variant was of course inspired by Lewis 
Carroll's Through the Looking Glass and what Alice 
found there and is very appropriately named. 

There is essentially only one rule-change from 
orthodox chess: (1) A second board is used, initillUy 
empty, and after a move, on either board, the moved 
piece is transferred to the square with the same 
coordinates on the other board. 

There are some supplementary rules to clarify the 
interpretation of this basic law: (a) A move must be legal 
on the board on which it is made. In particular the king 
cannot escape to the other board by a move through check. 

There is a fool's mate game that illustrates this: 1. e4 
d6 2. Be4 Q Xd2?? 3. Bb5 mate (1-0). I actually made 
this mistake against Alessandro Castelli. AlSE Grand 
Prix 1995, on coming back to the variant after a long 
break. thinking that the king could escape to d8 on the 
second board. but d8 is controlled on the first board by 
Qdl, so Kd8 (or d7) would be a move through check. Note 
that the knight b8, bishop c8 and pa'\\n c7 cannot stop the 
check by interposing, since they are immediately whisked 
off to the second board. and the black queen cannot 
interpose at d7 since its move is blocked on the second 
board by the pa"n d6. 

Black is checkmated! 

(b)A move cannot be made if its destination square , 
on the other board is occupied. The occupant may be of 
either colour. 

Some cases of this are illustrated in the follo"ing 
game. which David Pritchard describes as 'none-too
brilliant'. from the tournament mentioned in the Isolated 
Pa'\\n5 section: J. Rincon v G. Horn, Geneva CV 
Tournament December 1996. 1. d4 Nf6 (this reply to d4 
is practically forced because of the threat 2. Q X d7 ... 
3. Qa4/b5/c6 mate) 2. Be3 Ne43. Qd3 d5?? 4. O?? (Qb5 
is mate! - it is only too easy to miss an Alice mate 
because it often just doesn't look like a mate at all) 
4 ••. Qd6 (although the d rank is clear on the first board 
Q-d5/4/3 are not allowed because dS/4/3 are occupied on 
the second board) 5. Qb5t KdS (Q-d7/c6 from the second 
board to the first stop the check but lose the Q) 6. Qg5t 
(the queen takes the underpass through dS) 6 ... KeS (Here 
the interpositions NIPf6 would be valid defences) 7. Bf4? 
Qb4t S. Kdl Q xb2 9. B xc7 Nflt 10. Ke1 Qc1 mate 
(0-1). (N12 'guards' 12 against WK by its mere presence.) 

(c) En passant capture is abolished. The inventor of 
Alice Chess, V. R Parton, said nothing about the rule for 
en passant capture, but since the rule for orthodox chess 
can be interpreted in at least two different ways (does the 
capturing pa'\\n have to be on the first or second board?) 
and is subverted by the fact that the square passed over 
may be occupied on the other board. it is usual to forgo it. 

Having giyen 'fool's mate' here is 'scholar's mate': 
Gabriele Comacchini v George Jelliss. AlSE Grand Prix 
1996. 1. e4 h5 2. Be2 Rh4 3. Bxh5 Rxe4t 4. Kf1 d5 
5. Qe2 (thinking of 6. Qb5 mate) 5 ••• Bh3 mate. (0-1). 
Superimposing the two boards shows an orthodox position 
where the Bh3 is attacked twice, its diagonal is blocked at 
g2 and the WK has a flight at e 1; but the Alice 
interpretation is quite different. 

White is checkmated! 

Here are two other shortish games. 
Aldo Kustrin v George Jelliss. AlSE Grand Prix 

1995. 1. d3 Nf6 2. Bg5 Rg8 3. Bf4 g6 4. NO Na6 5. Rgl 
d6 6. e3 Qd5 7. Kd2 Nc5 S. Ne3 Qf5 9. Bxc7 Qxflt 
10. Be2 Nb3mate (0-1). 

George Jelliss v Aldo Kustrin, AlSE Grand Prix 
1995. 1. g4 d6 2. Bg2 Q Xd2 3. Qd7 QXg2? (White can 
now force draw by perpetual check) 4. Qb5t KdS 
5. Qb6t Kd7 6. Qb5t KdS (6 ... Ke6? 7. Qf5t) 7. Qb6t 
Draw by perpetual check (Yl-V:). 
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In the AISE Infonnation sheet for the 1996 Grand 
Prix every move is followed by / A or /B to indicate which 
board the moved piece ends up on, and some players also 
do this but I consider it unnecessary. It does however help 
in so~e cases where pieces are ~oved back and forth 
between the two boards quite often. In the follo\\ing 
longer games I use a compromise notation, putting in only 
/ A to indicate the moves back to the first board. 

Carlo AIberto Veronesi was the 1993 and 1994 AISE 

champion in this variant and has an AISEIELO rating of S ••• Qb4/At 9. Bd2/A (forced) QxBd2 (If the BQ could 
2183. Since AIdo Kustrin's rating is 1974 my mm "ill get back to b4 it would be mate, but the move is 
probably be about 1980. The follo"ing are the four games irreversible!) 10. Ne6 (for 11. Qd8!) 10 ... Bd7 
I have lost to C.AY. in the 1995 and 1996 AISE events, 11. RxBd7/A NxRd7 12. Nc7/At KdS (forced) 
and my four games against Paul Yearout of the USA, who 13. QxNd7/A Re8 (stops both 14. Ne6! and 14. Qe8!) 
doesn't seem to have an AISE rating yet, but I think has 14. Na6 Rh7 15. Qd6t KeS (forced) 16. Qe7lAi (1-0) 
played AIice Chess in NOST. 

C. A Veronesi vG. P. Jelliss. AISE Grand Prix 1995. 
1. d3 Nf6 2. Nc3 e6 3. Qd6 QgS 4. Qe5/At KdS 5. Bf4 
(guarded by Qe5/A) 5 ... Qf5/A (guarded by Pe5/B) 
6. Qxc7t Ke8 7. 000 a6 S. NO Balt 9. Kbl/A Q xf2 
(building up a nice attack, but should be defending) 

10. Bd6/A Nd5/A 11. Qe5/At Resigns (1-0) (ll...Kd8 
12. d4/A! or 11...Be7/A Bx e7! 

G. P. Jelliss v C. A Veronesi. AISE Grand Prix 1995. 
1. g4 e6 2. a4 Qb4 3. RaJ Ne6 4. Re3/At KdS 5. d4 d6 
6. NO Bb4 (If 7 NxQ Ba5/At) 7. a5/A Qf6/A S. Ne5/A 
(for 9. Qd7!) S ... Bd7 Nd3 9. BcS/A 10. Re3 Rf8 

11. b4? Bxf2 12. Rb3/A QXBfl 13. NxBf2/A Qg2/A 
14. Rh2 RfllAt 15. Kd2 RxQdlt 16. KxRdllA bS 
17. Rxb7 Ke8/A IS. Rb4/A Qg3 19. Rg2/A Rhl 
20. Kd2 QellA 21. Nd3 Ne5/A 22. Rf2 Ne4; 

C. A Veronesi v G. P. Jelliss. AISE Grand Prix 1996. 
1. d3 Nf6 2. Nc3 cS 3. Qd6 Ne4/A 4. Bf4 dS S. NO Nxf2 
6. b3 g6 7. Rxb7 QaS S. NgS/A (Now Black should 
defend, but tries an illusory attack - diagram) 

G. P. Jelliss vc. AVeronesi. AISE Grand Prix 1996. 
1. NO d6 2. Rgl e6 3. Rg3/A Bg4 4. Rxg7 BxNO/A 
5. gxBO h5 6. Nc3? Rxb2 7. d4 QXQdl 8. NxQdl/A 

S ... Bb4 (threat Ba5!) 9. al a6 10. a xBb4/A RxRal 
11. Bf4 Rhhl 12. Rg4/A Nf6 13. Rg6 Ne4/A 14. Rg8t 
Ke7 15. RxCbS RxBfl16. Resigns (0-1). 

G. Jelliss v P. Yearoul AISE Grand Prix 1995. 1. g4 
d6 2. Bg2 Nf6 3. BO/A d7 4. a4 Nxg4/A 5. h3 Nxf2 6. 
e3Qf5/A 7. Be6 Be6 8. d4 d5/A 9. BgS f6 10. Bb4/A h6 
11. NO g6 12. BXe7? RxRh113. BbS/At Kti 14. R xa7 
Rgl/At 15. Kd2 RxQdlt 16. Ke3 Ng4/Ai (0-1). 

P. Yearout vG. Jelliss, AISE Grand Prix 1995. 1. d3 
Nf6 (guarding d7/B against QXd7) 2. BgS Rg8 3. Bb4/A 
Nc6 (guarding e7/B against Bxe7) 4. Qd6 dS S. e3 Be6 
(anticipating the need for a guarded interposition at d7 
after a White check along the a4-e8 diagonal) 6. Bb5Rg6 
7. Ba4/At Bd7lA S. BxBd7 NxBd7/A 9. Qxd5/A QeS 
(guarding against QXNd7 and Qxb7) 10. Ne3 Rlxg2! 
11. Bg3 (trapping the R, but he is happy to stay where he 
is) 11 ... RdS 12. Qe4 Qg4/A (13. QXRg2/A? Qx-Qg2) 
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13. Rbl (only the BNs prevent mates at bS and as) Rd4/A 
14. b4? Rdd2! IS. Resigns (0-1). (threat l5 ... Rdl: 
though after 15. Ralc1 Rde2t 16. Nxd2 R xd2t the result 
seems by no means c1ear.) 

P. Yearout v G. Je1liss, AISE Grand Prix 1996. 1. d3 
Nf6 2. Nc3 cS 3. Qd2 Ne6 (To give a direct check to the 
kirig the checking piece must come from the other board, 
so it is necessary first to transfer forces to the other 
board) 4. d41 A RbS (This way of developing Rooks is 
common in Alice chess) S. e3 gS (This prevents the Bcl 
coming to g5 or f4) 6. f4 RbS-gS/A (guarding Pg5 on the 
other board) 7. NdS/A h6 S. NO gxf4/A (Inconsistent 
play on my part. Ne4 now looks better to me) 9. Bxf4 Rg4 
10. BeSl A RhS 11. 000 (perhaps judging that the 
activised Black force now being on the second board the 
kirig might be safer there. The BQ is now effectively 
'pinned': 11...Q-c71b6?? 12. QdS mate) 

11 ••• Ne4/A 12. Bc7 Ra4/A 13. Ba6 Bg7 (The idea is 
14 ... Rc4t 15. c3/Sc3 B xc3t) 14. BbS/A Rc4t 15. Kbl/A 
Rf5/ A 16. BaS/ A (Desperate measures now needed to 
save the 'pinned' queen) 16 ••• RxNd5 17. QxRd5/A 
QXBaS (Threatening IS ... Qal mate) IS. aJ Qd2/A 
19. Q Xd7t Kf8 (1 put these two moves in as an if ... then 
clause, but it seems Paul may not have noticed the 
discovered check, so perhaps I should have kept quiet!) 
20. Qxg7lA Qc3 (stops QhS mate) 21. RdS Resigns 
(1-0). (if 21...Bd7/Be6/Nf6 22. QgSlReS/QhS mate) 

G. Jelliss v P. Yearout AISE Grand Prix 1996. 
1. NO d6 2. c3 Qd7 3. Rgl e6 4. Qb3 d5/A 5. d3 h6 
6. Qb5/At KdS 7. b3? BaJ S. Nbd2 Rh5 9. RgS/A 

9 ..• ReS/A! 10. Qb6t Ke8/A 11. Qe3/At Qe7lA 
12. NeS/A RxBc1 13. b4 (to stop Bb4:) 13 ... Ne6 14. d4 
Bb2/A 15. Rdl Rbl/At 16. RetiA Bxet~ 

I hope these games give some idea of the possibilties 
of Alice play, though they are far from perfect. 

GBANDCHESS 
The YereFB.D (;Blne§ 

by Ma/calm Home 

Between the 19th and 29th of September last year 24 
players (11 from Armenia, 7 Malaysia, 2 Singapore, 2 
Faroe Islands, 1 Myanmar and 1 Mozambique) took part 
in the Grand Chess 'Yerevan Games', held alongside the 
FIDE Chess Olympiad in Armenia. 

Although not a full-scale tournament (several players 
completed just one or two games), a total - or grand 
total? - of 34 games were played. White came out on top 
17-16 incidentally, with just one game dra\\n. The 
players were all in the 2250-2350 Elo range, and the best 
scorers were Vardan Melkonyan (Armenia) with 12/12 
and Tan Wei Sin (Malaysia) \\ith 5Y2i7. 

Digital game timers were used in Fischer mode, with 
15 seconds additional time per move (and presumably 
little or no basic time to start off \\ith?). Although an 
admirable event, it is a pity that the time limit was so fast, 
especially bearing in mind that the players had little or no 
previous experience of the game. Fast time limits may 
provide excitement, but they generally produce bad chess. 
Most of the games were spoilt by very elementary tactical 
errors, and 15 seconds extra per move really makes it very 
difficult to have any grand insights. Nevertheless here are 
three of the games which rose above the crowd. 

Rules of Grand Chess 
10 x 10 board. Starting position as illustrated. 

Rotated symbols indicate added knight powers. 

10 

9 

8 

7 

6 

5 

4 

3 

2 

abcdefghij 

The double pawn move option is as usual, including 
en passant capture, but pawn promotion is only to a piece 
that has been lost and is on any of the back three ranks -
optional on the first two, compulsory on the last (similar 
to Shogi). There is no castling. (See also VCI9, p. 181.) 

In the game scores that follow the R+N is denoted by 
C for Chancellor and the B+N is denoted by A for 
Archbishop. (The inventor, Christiaan Freeling, calls the 
pieces Marshall and Cardinal respectively. ECV p.129) 
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Game 1 
ARMAK HAJRt.J>ETY AN V. V ARDA.,\ MELKONY A."1 

(both Armenia) 
1. Nh4 This was the second most popular opening try 
(7 games). Commonest was e5 (12); also d5 (6), f5 (4), b4 
(2), g5 (1), e4 (1) and Rael (1). Strangely no Nc4. 
1 ••.• Nh7 2. Nc4 f6 3. d5 g7 4. g4 RaelO 5. Bf5 Kdl0?! 
6. Nb6 Winning a pawn, although in Grand Chess a 
mere pawn is not necessarily vital. 6 •.•. d7 7. Nxa8 Ac5 
8. Rjbl e6 9. Bxh7 ixh7 10. Nxc9 Kxc9 11. dXe6 dXe6 
12. Q xd9t Cxd9 13. f5?! e5 (13 .... ex f5!?) 14. Aa8t 
KetO 15. c4 e4!? 16. Cdl? Necessary is 16. Rdl, so that 
d3 is covered thee times rather than just mice. 
16 ..•. Ad3t (diagram). 

10 

9 
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abcdefghij 

17.Kd2 Unfortunately 17. C xd3? allows 17 .... exd3 and 
Black promotes to a queen! 17 •••• AXb1t 18. Kc1 C Xdlt 
19. Kxdl Ac3t 20. Kc2 Axalt White Resigns (0-1). 

Game 2 
AYAKYANYEGISH v. TAN WEI Srn 

(Armenia and Malaysia) 
1. d5 f6 2. Rael Axal!? Winning a pawn, but arguably 
losing too much time. 3. Nc4 Ag9 4. Kd1 Kd10 5. g4 
Nh7 6. Nh4 g7 7. Bd6 e7 S. Bal Ne7 9. Bg6 Bn 
10. Bxn Qxn 11. f4 KetO 12. Kc2 Nb5 13. Bb4 Ae8 
14. e5 fxe5 15. Nxe5 Qg8 16. Nc4 g6 17. f5 RflO 
18. Cdl gxf5 19. Nxf5 Ag6 20. Kb2 Ai7 21. Ae3 Ng5 

10 

9 
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5 

4 

3 

2 

abcdefghij 
position after the 32nd move 

Summer 1997 

22. Qg2 Kb9 23. Rjft Ce9 24. h4 Nn 25. Axi7 jxi7 
26. Ne5 Nxe5 27. Rxe5 Cd7 28. Rfel a6! The start of an 
interesting idea. White's problem is that his king is more 
vulnerable than Black's. 29. c4 Nd6 30. Bxd6 exd6 
31. Re8 Qn 32. R8e6 (diagram) 32 •..• a5! 33. Rxd6 a4! 
34. bxa4 If 34. Rxd7? Black promotes to an archbishop 
on a3 giving check. So instead the dangerous pawn has to 
be removed ... leaving Black with an irresistible attack. 
34 •.•• Cc5 35. Qc2 Rxa4 36. Re4 Qb7t 37. Kc1 Ral t 
3S. Kd2 R xd1t 39. Kxd1 Ral0 40. Re9 Ralt 41. Ke2 
Qb4 White Resigns (0-1). 

Game 3 
MOKTZEMENG V. TANTZEREN 

(both Malaysia) 
1. f5 b7 2. e5 i7 3. d5 Bb8 4. g5 j6?! This looks rather 
inappropriate. 5. Ae3 Bj7t 6. Kf1 e7 7. ReI Rabl0 
S. Ce4 Kdl0 Here 8 .... h6!? would be logical after 
Black's previous move. 9. Ca4 a7 10. e6 Qc9 11. c5 n 
12. Ne4 BgI0 13. d6?! Loses a pawn. 13 .... fXe6 14. Kg2 
exf5 15. Bxf5 Cd9 16. Cb4 Be6t 17. Kgl RflO IS. Ne5 
d7 19. Nxe6 dXe6?! Better is 19. . .. bxc6, stopping 
White's next. 20. d7! cXd7 21. CXb7 Bxh2t 22. Q xh2 
QcS 23. Ca9 (diagram) 
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a bed e f g h i j 

23. ••• Qe8?! The alternative 23. .,. Qb8? loses to 
24. CalOt! but 23 ... Qc7 looks OK, trying to dilute 
White's attack. Instead White soon begins to pose too 
many problems. 24. Nh4 h7 25. Ac4 e6 26. Aa6 Cc9 
27. AbS Axc5t 2S. Khl QXbS 29. QxbS Kd9 30. Cxb9 
Rcl0 Not much better is 30. .. Cxb9 here. 31. QdSt! 
KetO 32. Cxc9t RXc9 33. Qxc9 NgI0 34. BXe6 d X e6 
35. Q xc6 Axal? 36. Qa6t Black Resigns (1-0). 

(We were hoping to publish a larger selection of the 
games from this tournament, but the quality of play was 
poor, probably, as Alalcolm Home notes above, because 
of the time limits and lack of preparation. The complete 
set of games (Plus a few others) can be found on the 
internet. The website address of Christiaan Freeling and 
Ed van Zon is: http://www.mint/sporls.neV and Grand 
Chess can be found at this address followed by Arena! 
GrandChesslntroductionl . Info. from Hans Bodlaender.) 
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PROBLEM PAGES 
conducted by Ronald Tumbull 

Highland Cottage, Gatelawbridge, Thornhill 
Dumfriesshire DG3 5EA, Scotland 

In the captions to last issue's 
originals I drew attention to the 
legality or othernise of various 
diagrams "ithout explaining why I 
cared. 'Problems in Fairy Chess are 
beginning with the diagram!' "Tote 
Erich Bartel, and such of you as 
commented on my stickliness for 
legality agreed. 

Legality means that the diagram 
position could have arisen from the 
game array, "ith the fairy stipulation 
applying right from the start, and 
fairy pieces getting onto the board as 
promoted pa"ns. In some fairy forms 
this is impossible - on an Anchor 
Ring Board, adjacent kings make the 
game array illegal. In others, to ask 
for legality is unreasonably restricting 
- in Strict Circe, legality would 
require all 32 units still on the board. 

Where it is reasonable to do so, I 
desire (I don't require) legal 
positions, for two reasons: 

• it acts as a restraint on 
excessively congested settings 

• it opens the possibility of 
hidden retro play: e. p. keys, Black 
can't castle, etc. See 155 in the last 
issue, and (D) in this issue in the 
tourney announcement (page 77). I 
like these things, and it' d be a pity to 
have to blow them by putting 'RETRO' 

in the stipulation. 
An appeal to composers: if your 

composition is in some fairy form 
that hasn't been in VC recently, 
please give a complete specification 
(including moves of pawns on the 1st 
rank, castling conventions, etc). I'm 
more ignorant than you think! 

Original Problems 
To Solve 

Problem 171, though long, is 
your 'easy starter'. Black makes 19 
successive moves, after which a 
White move gives mate. 

(171)A. GRIGORYAN 

Serieshe1pmate in 19 

172 has been either 'debagged' 
(stripped down) or 'debugged' by our 
previous problem editor (SP) from a 
more congested version. [N.B. the 
solution isn't 1 h8S RxfS stalemating 
White - wrong one stalemated. 
(After these moves the position is a 
'double stalemate ': Black would be 
stalemated if it were Black's turn to 
play; but it isn't, so he isn't. GPJ) 

(172) A. ZARUR 

Madrasi Chess. Stalemate in 2 

Circe, the goddess who pours out 
strange intoxicating drinks and turns 
people into pigs, has pride of place in 
our problem column this month. 

In Circe Chess (173) a captured 
unit is immediately reborn on its 
game-array square, if vacant Pa"ns: 
game-array square on file of capture. 
S,B,R: game array square of same 
colour as capture square. Reborn 
rooks may castle. 
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(173) John RICE 

Ciree Chess. Mate in 2 

In Circe Malefique (174), 
captured units are reborn on the 
game-array square of the other side. 
So if we captured that BR on g5, if d 
be reborn on a1. In 174, White moves 
once, then Black moves four times 
then White can stalemate. ' 

(174) Erieh BAR1EL 

Ciree Malefique. White moves then 
Serieshe1psta1emate in 4. 

Cb) White Knight f6 

In Anti-Circe (175) captured 
units disappear, but the captor is 
reborn. If the rebirth square is 
occupied, the capture is illegal. This 
is interpreted to mean that a unit may 
capture from, but not on, its own 
rebirth square. So in 175, 1 Rh 1 
doesn't give check. 175 is after 
R Bedoni who composed the last two 
moves ofthe main variation(s). 

(175) Stephen EMMERSON 

Anti-Ciree. Mate in 4. 
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In lighter vein is the same 
composer's 176. At the start of a 
game each player has in pocket an 
e>..1:ra bishop, which may be deployed 
onto a vacant square in stead of one 
normal move. White retracts, then 
Black retracts: then Black plays so 
that White can mate. There are two 
variations: after White's retraction, 
two different Black retractions lead to 
Helpmate in 1. In a retractor problem 
the diagram must be legal, as must all 
positions retracted to. 

(176) Stephen EMMERSON 

Pocket Bishop Chess. 
White and Black retract one move 
for Helpmate in 1 (2 variations) 

The previous two problems, by 
revealing the mentality of the judge 
of our theme tourney (announced on 
page 76), could I suppose help 
prospective entrants. What will he 
make of 177? 

In Sentinels a piece (not pa\\n) 
moving (not from 1st or 8th rank) 
leaves an own-colour pawn on the 
departure square (unless there are 
already eight own-colour pa"ns on 
the board). In Angevin Sentinels a 
move is illegal if the resulting 
position would be illegal under 
orthodox rules. [See 129, VC 21.] 

(177) !an RICHARDSON 

Angevin Sentinels 
Helpmate in 3 

Variant Chess 

The Lion is the king of beasts, 
but this month presides over a very 
mixed menagerie: the Rose is a plant; 
the Jabberwock doesn't exist at all. 

Looked at in Darwinian terms, 
the Lion's simply a Grasshopper that 
ke{>t going ... it moves and captures 
on queen lines to a square beyond an 
intervening piece. Lion h8 (178) can 
move to h3, h2, hI and c3, b2, aI, 
while Lion e7 can capture on h4 but 
has no other move. 

(178) Juraj LORINC 

Lions. Helpmate in 3,2 ways. 

The Rose is a bent nightrider 
which moves around a circle: in 179, 
Ro could move through d6 and e4 to 
g3; move BK to c3 and the Ro would 
pin Pb5 and Be2, as well as giving 
check! Solvers (and composers) will 
find the Rose a prickly plant to 
handle. 

(179) Paul RAICAN 

Rose. Helpmate in 2, 2 ways. 

Disappointingly, Jabber problems 
have not flooded in. I really thought 
the Jabber was to be the Grasshopper 
for the ne>..1: millennium, but it seems 
this was too grandiose a hope. 

The Hamster (C. M. B. Tylor 
Chessics 1980) is a Jibber 
(non-capturing Jabber) with added 
power of making a pathetic null-jab 
against an adjacent fence. 
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The Jabberwock is a lethal sort of 
hamster. Or: Jabberwock moves and 
captures along queen lines to a square 
immediately before another unit: \\ith 
added power to make a null jab 
against a unit if s already standing 
nex1: to. So in 180, JW d7 can capture 
e6, move to dS, f7 or stay at d7. Play 
could commence I: JW d7 -d7 JW 
e6-e6, 2: JW d7-d7, etc. (This raises 
an obvious question about the Rose.) 

(180) George JELLISS 

Jabberwocks. Mate in 4 

With no clever rule-bending, 181 
and 182 are just nice classic fairy 
chess. (Why does anyone still persist 
with worn-out orthodox?) 

(The editor wonders who was the 
first author to express this sentiment? 
And invites arguments for or against 
the proposition. GP]) 

Note how the composers have not 
shrunk from obvious constructional 
difficulties to bring you solving 
pleasure. Several unsatisfactory 
settings will have been humanely put 
to death on the way to these two 
diagrams. 

Anti-Andernach (181): unit that 
moves without capturing changes 

colour. 

(181) John RICE 

Anti-Andemach Chess 
Mate in2 
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No captures (182): captures are 
illegal, except capture of enemy king. 

(182) Juraj LORINC 

No Captures. 
Helpmate in 2, 2 ways. 

In 183 White plays twelve 
moves, after which Black is 
compelled to give stalemate. 

(183) IanRICHARDSON 

Seriesselfstalemate in 12 

In Relegation (184), a White 
piece (not king) that moves to the 
second rank (or a Black piece that 
moves to the seventh rank) becomes a 
pawn. (The normal promotion of 
pa\\'1lS to pieces isn't affected.) 

(184) Erich BARTEL 

Relegation Chess 
After Black's 5th. Game so far? 

Finally, a couple of hard ones 
before we enter the realm of the 
Spirits. Though not as hard as last 
month's hard ones, I don't think. 

Variant Chess 

Einstein Chess (185) hasn't been 
used much in Britain so I give a full 
description. A unit that captures 
gains mass-energy along the chain 
P-S-B-R-Q-Q (Qs unchanged). A 
piece that moves without capturing 
loses mass-energy along the chain 
Q-R-B-S-P-P (ps unchanged). So 
Black has 1 ... Ba4 (=S) or Bxg2 
(=R). Kings are not affected. 

There is no pa\\'1l-promotion of 
the normal sort, and pawns on the 
promotion rank have no power of 
movement. Pa\\n5 on the back rank 
can capture normally and move 
forward one, two or three squares. 
They can be captured e. p. on both 
intermediate squares. So WP on el 
could capture on f2 (becoming S) or 
move to e2, e3, e4; with possible e.p. 
capture on e2, e3. 

Castling only with game-array 
rook (no degraded queens). It is easy 
to compose Einstein Chess problems 
that are very hard to solve. 
Composers please beware of this 
tendency. 

(185) M. VELUCCHI 

Einstein Chess. Helpmate in 5 

In Maximummers, Black always 
chooses a geometrically longest move 
(measured between square centres). 

(186) Paul RAICAN 

Maxirnurnmer. Self stalemate in 7 
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So unless White's first move , 
obstructs or gives check, Black will 
start 1 ... Qb8t. Note that White's 
aim is to get stalemated. 

Knight -Spirits were explained in 
full in the last issue. Composers have 
been fmding them inspiring (!) but 
difficult to pin down. However, by 
means of darkened rooms and 
sensitive thermocouples, we have: 

187, which reassures me that the 
form is capable of at least one good 
honest two-mover. 

(187) Juraj LORINC 

Knight Spirits. Selfinate in 2 

188 (a version of 169) has the 
decency to offer, as respectable 
helpmates should, two solutions. 

(188) Stephen EMMERSON 

Knight Spirits 
Helpmate in 3, 2 ways. 

(189) Ronald TURNBULL 

Knight Spirits 
Helpmate in 2~, with set plays 
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189 looks rather like 190, being 
me not managing to solve the latter. 
Set-play: as well as the solution 
where White moves first to mate on 
his third, there is another with Black 
moving first, for mate on W s second 

Knight-Spirit Retro Rules: In 
general, Knight-Spirit play starts 
from the diagram. However, where 
'RETRO' is specified, we assume 
diagram has been reached from 
game-array, so that there must be 
four knights or else a Knight-Spirit 
on the board This applies also where 
RETRO is self-evident, as in 190 (no 
knights on board). Now: no 
non-knight may make a knight move 
unless history of diagram, or play 
already played, mean that it has to be 
the inspired unit. (Technically, this is 
the manifestation in this context of 
'Prove it by Doing It' or 'Post 
Factum'. Ceriani Ethics would say, 
rather: 'in diagram, each unit must be 
considered as possibly inspired unless 
retroanalysis can show otherwise' .) 

(190) Peter FAYERS 

Knight Spirits 
Helpmate in 2~, 2 ways. 

Finally an Emmerson 'Eavy
weight. 

(191) Stephen EMMERSON 

Knight Spirits 
Maximurnmer. Selfinate in 5. 

CO~ri~nt Cliess 

WR and WK suggest castIing, so 
let's clear up: W will be prevented 
from 000 if Kdl would be self-check 
(e. g. WK inspired; BPc3; b2, e3, f2 
vacant). 

And we might as well sort the 
other thing - an inspired pa\\n 
moving knightwise will capture e.p. 
So place inspired BP on a5 and let 
White play b2-b4. Black can play 
Sa5-b3 (takes WP e.p.) and cannot 
play $b3 without such capture. 

Thanks to composers who by 
sending so much fine stuff have made 
my work this month hard, but 
enjoyable (like many of the problems 
themselves!) I've plundered the 
treasure-house pretty bare, trusting in 
your creativity to refill it in time for 
VC 25. 

Variant CFtess 
Theme Tourney 1 
Two (01' Fewer) 

Pieees 

Judge: Stephen Emmerson 
Closing date: 31 December 1997 

Entries to: Ronald Turnbull, 
Highland Cottage, 

Gatelawbridge, DG3 5EA 

Over the years I have gained 
inspiration and delight from theme 
tourneys set in various magazines. 
Here in Variant Chess I thought it 
would be best to start in a small way. 
VCITl is for: Problems of any sort 
with two or fewer pieces. 

I intend to publish the 
prizewinners and award in the 
Summer 1998 issue (VC 28). 

Problems published in this and 
the next two issues (VC 24, VC 25 
and VC 26) will be considered in the 
tourney. Please indicate if 
submissions are offered for 
publication, or for the tourney only. 

Stephen writes: "I hope I get to 
judge more chess than ingeniously 
contrived stipulations," and adds, on 
one-piece problems or 'Einsteiners': 
"If we don't allow these, we may 
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open the door to all sorts of horribly 
uneconomic settings!" 

Thanks to Stephen and to George 
Jelliss who have supplied (or 
composed) many of the following 
examples. We start with a real classic 
(A): economy of force, but also 
economy of stipulation - it's almost 
orthodox. And if s got a theme too. 
Do attempt this before turning to the 
solutions. 

(A)J. SUNYER 
Chess Amateur 1923 

W & B retract one move 
for Helpmate in 1 

Sentinels are an obvious way of 
getting some extra force onto the 
board - see also the problem by lan 
Richardson in this issue. (B) is 
straightforward; (C) combines small 
force with big difficulty. (Here White 
plays seventeen moves, after which 
Black is compelled to give mate.) 

(B) M.KERffilEL & J. DUPlN 
Rex Multiplex (?) 1992 

Sentinels. Seriesmate in 9. 

(C) M.CAILLAUD 
Rex Multiplex 1992 

Sentinels. Seriesselfstalemate in 17 

Pocket Pieces are an even 
simpler way of filling the empty 
board. After we'd exchanged a few 
letters about 152 (VC22) and related 
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problems, Peter Fayers composed and 
sent to me problem (0) - sadly for 
Peter, the day his letter reached me 
was the day (0) appeared in the 
Problemist - with my o\\n name 
above it! Each player has in his 
pocket at start of game a third rook. 
This may be deployed onto any 
vacant square in stead of a normal 
move. So W could play 1 Add Rc It. 

(D)R TURNBll..L 
Problemist 1997 

Pocket Rooks. 
W retracts for Helpmate in 1 ~ 

(b)BK toe8 

A Royal unit moves as normal, 
but suffers check and checkmate as if 
it were a king. 

The Five-Promoter Pawn (E) is 
one of T. R Dawson's many 
worthwhile inventions: it promotes to 
R, B, Nightrider, Camelrider or 
Zebrarider only. (In other words the 
five simple straight-line movers that 
can function on an 8x8 board.) 

(E) R TURNBll..L original 
& G. JELLISS Chessics 1980 

Royal five-promoter pa\WS. 
Helpstalemate in 3 

(b) f6 to g6. 

The Clockwork Mouse (F) 
moves one square in the direction if s 
pointing, or rotates 90° to right or 
left. So the one on dS, pointing East, 
can move to eS or turn to point North 
or South. The one on e4 points West 
and can move to d4 or turn to point 
North or South. These are royal mice. 

(F) G. JELL! . 
Chessics 19! 

Clockwork mice. Helpmate in S. 
2 ways, with set play. 

r m not really helping 
prospective jousters when I disclose 
that the judge considers (G) and (H) 
to be excellent if d be difficult not to 
be impressed by their natural 
stipulations and genuine problem 
content. 

In Haaner play (G), after each 
move the vacated square becomes a 
hole that cannot be moved onto or 
ridden over. 

(G) H. EBERT & H. WINTERBERG 
F eenschach 1980 

Haaner play. Helpstalemate in 4~ 
with set play. 

In Losing Chess (H), either side 
that can capture must, king's aren't 
royal, pawns may promote to king 
and the side to lose all his force wins. 

(H) J. BEASLEY 
Problemist 1993 

Losing Chess. 
Win. (b) d2 to b2 
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The tourney judge economises on ' 
board size as well as force to offer (J). 
Double stalemate: in the final 
position Black is in stalemate and 
White, were it his move, would also 
be in stalemate. 

(J) S. EMMERSON, original 

Helpdoublestalemate in 1 
with set play 

I won't use up diagrams for the 
folowing two Einsteiners: 

(K) R TURNBULL, Problemist 
1997: Neutral king h3. Sentinel play, 
with neutral pieces depositing neutral 
pawns. Helpstalemate in 3 Y2. 

(L) G. P. Jelliss, Chessics 1980: 
A clockwork mouse placed anywhere 
on the 8x8 board visits every square 

twice (i.e. enters and turns or enters 
twice), ending where it starts. See (F) 
for definition. 

Quibbles: An imitator will count 
as a unit. 'Add an unknown piece on 
g3' or 'Add a WK somewhere on the 
board' - the pieces to be added 
count as given. Newly invented 
stipulations, pieces, boards, etc. will 

be considered on their merits. 
Solutions to these Tourney 

Examples are on page 79. 

Comments by Erich BarteI, Vlaicu 
Crisan, Stephen Emmerson, Aubrey 
Ingleton, George Jelliss, Juraj Lorinc, 
Stefanos Pantazis, Paul Raican, !an 
Richardson, Mark Ridley, Ronald 
Tumbull. 

153 S, Emmenon. 7 Kf6 8 KHe7 9 
Ke6 11 KHe3 IS Kd2 16 KHcl 17 Kdl 
18 KHel 29 Kfl 30 KHgl 41 Khl Kg3:. 
Mate obvious, but not how to get there, 
with several false trails taking 42 moves. 
(MR.). Nice switchback (VC). 

154 G. Jelliss. Add WKg6 for I Kd6 
Jd7t 2 KcS Jbst 3 Kd4 Jd3t 4 KeS Jf5t 
S KdS EhS:. One mate reachable in eight 
ways (K starts N, S, E or W, then goes 
c1ock-wise or anti). Very geometrical (AI). 
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155 R. Turnbull. (a) 1 000 (2 Rd8) 
00 2 Rgl. (b) 1 Rdl OO?? Black can't 
castle, no previous move by Jabber or 
anything else. 1 OOO? Jd2! (c) 1 000, 
I Rdl? Jd2! (d) 1 Rdl. Jabber a3 can only 
have promoted on aI, White can't castle. 
(e) If Black can castle, his previous move 
was Ja4-b5, this jabber promoted on al 
and White can't castle. So 1 OOO! proving 
that Black can't 1...00. [part (e) 
controversial, full point for (a) to (d) 
only.] Great jabbing - hope you won't 
stop here! (VC). 

156 N. Vasyuchko. 1 Rxg7 Be4 
2 Rb7 Ge3 and 1 Gxe5 Bg2 2 Gc3 Ggl. 
Ah, switchbacks! They don't really add to 
the interesting White strategy, but 
enhance the geometry. (SE) As usual 
Zilahi problems: rich Black strategy and 
poor White play. (VC) Two switchbacks 
are a bit too little. (JL) Interestingly 
inconsistent comments! (RT) 

157 N. Vasyuchko. (a) 1 Rxd3 
NRHf& 2 Rd6 d4 (b) 1 KAxd2 NRHf7 
2 KAd7 d4. As this has two ell.1ra types of 
fairy, it may be classed as heavier than 
156, but it was fim to solve. (MR.). An 
engaging (? it could be 'annoying') 
mating move that brings three pieces into 
play. (1R) Again switchbacks, but here 
they are essential to the point, as the 
absent Black piece can't fimction as a 
hurdle. (SE) Pieces d6,d7 could be Lions, 
with reversed solutions. (SE and SP). 

158 E. Bartel. 2 Kd2 3 Nd3 gSN 
and 2 Kd6 3 Gd5 gSZ and 2 Kg3 3 Zf3 
gSKA and 2Kg5 3 KA5 gSG. Carnival of 
the animals! Tricycle of blocks and mates 
by KA, G, Z but N unicycle. (GJ) Least 
that can be expected is a cycle of 
self-blocking pieces and promotions; as it 
is, far too slight and uneconomical with 
unused White force in each part. (SE) 
Crossed star and fairy Auw, all are only 
possible in 'the Edinburgh Zoo'. (VC) 

159 V. Peretyatko. 1 d5 KbS 2 d4 
c4 (2... Kc7? 3 MR b6 c4 4 d3??) 
3 MRb6 Kc7 4 d3 Kd6 5 d2 KxcS 
6 dlMR Kb4 7 MRb5 cxb. Set to 
demonstrate Madrasi e. p. rule. However, 
as I under- stand it, after 3 ... c4 it is the 
White pawn, standing en prise to BPd4, 
that is paralysed for the single following 
move. BP is mobile, can play 4 d3 or 
indeed 4 dxc3 e. p. (This is the accepted 
rule, though I dislike it myself as a 
spurious complication.) MR substituted 
for N at proof stage to eliminate cooks, 
but was insufficient: 1 MRd4 KbS 
2 MRb3 Kc7 3 c4 Kd6 4 c3 cxb 5 c2 b4 
6 clMR Kc5 7 MR.a51b5, (SE, IR) And 
similarly with 2 MRb4. (SE) 

<Variant Chess 

160 S. Emmersoo. 1 Sexd5. Not 
check, as S is spiked between the two 
queens. But now I...QcS?? etc self check. 
Random move of WQ gives chck from 
WS (back-to-front batery) but no threat as 
2 Q-t QxS and 2 QaSt/Qd2t Qe5/Qd6! 
re-spiking. 1... Qf7/QgS 2 Qa5/Qd2. 1... 
c21f1lKe7 2 Qb2/Q x f1lQaJ (check from 
WS, while after 2 ... QxS??, Black is in 
check from WQ). 1... Be7 2 SeS. Other 
moves of BQ, BB are self check. Battery 
openings by WQ, with WS protected by 
unspikable reguard after BQ moves and 
lsardam Q-pin otherwise. But perhaps I 
was wrong to class this among the 'easy 
ones'. (RT) I could solve only after 
re-reading article in the Problemist. (VC) 
Beautiful. (PR) 

161 P. RaicaD. (a) 1 b xc5=w 
Bxe7=b 2 BxgS=w Bh4. (b) 1 Sxg5=w 
Sxd3=b 2 Sxc5=w Se4. Good models, if 
slight mismatch in keys. Unused WPs 
mopped up in play! (SE) However, it was 
still a good solve. (MR.) 

162 .1. Rice. (a) 1 Qxh7=w exfS=b 
2 Sxg6=w Sh4 (b) 1 Qxe7=w hxgB=b 
2 Bxe6=w Bg4. Neatly done: I imagine 
the Qs are very dangerous. (SE) 
Interesting change of Andernach battery. 
(EB) Unexpected batteries and not easy at 
all. (VC) A beauty. (1R) 

163 .1. Rice. 1 b4=b (2 Sxb4) 1... 
cBd3/eBd3/cSe6/fSe61b3/Sd3=w 2 B xe31 
B xc3/Sxf4/Sxc7Ibxc/Sdxb4. Five 
variations with same defensive motives. 
(SE) For Anti-Andernach directmate 
simply to exist is enough - but here we 
have elegant countercaptures too. (RT) 
Every piece well used. (GJ) Sure hand of 
master - my 164 in comparison is like a 
beginner's work! (VC) 

164 V. Crisan. 1 dlS=w cSQ=b 
2 Qa6=w Sxc3. (b) 1 dIB=w cSR=b 
2 Rc6=w Bxf3. How to do Auw: simply 
and perfectly. (SE) Nicest of the four 
enjoyable 'lucid little 2-movers'. (AI) 

165 E. Bartel. 1 al=SIBIRIQ ... 
3 SIBIRIQd2 eS. Unit on d2 is 'pinned' 
by the WPeS - only if it moves does the 
pawn give check. Similarly BR pinned by 
WB. Hmm. (SE) This could be done more 
economically. (VC) Composer apologises: 
already published, Sahova Skladba 1996. 

166 V. Nebotov & A. Khandurin. 
(a) 1 QxaJ RxaJ 2 KcS RxaS. (b) 1 Qh7 
Rb3 2 RxaJ Kb7. (c) 1 KcS Rb3 2 Bal 
RbS and 1 Qh7 Kb6 2 Qhl RcS. 
Interesting play, 1 Qh7 is good both 
times, esp. in (b). (SE) Rough stuff. (GJ) 
Like mud-\\Testling: messy (no theme, 
repeated Qh7) but enjoyable. (RT) No 
connection between the solutions, but this 
is not a criticism! I really liked it. (VC) 
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167 C. Frankiss, .1. Lorine, M 
Ridley, & R Stepbeo50o. Not quite so 
tough as it looks. To mate WK, el must 
be blocked by black unit or else white 
unit that can't move away, and WK 
himself is obvious candidate. He will 
arive there by being captured, and we 
note that on c6 he could be captured no 
less than S times. Hardest part may be 
finding the threat ... (NB fairy units are 
reborn on the enemy home rank, since 
they are considered to have appeared by 
promotion). 1 Kc6 threat 2 Kxb7 (Fao bl) 
Vxb7 (Kel):. All defences capture WK 
to el. 1...L or Re xc6 2 e4 Lxe4 (e2) 
l...dxc 2 Sxc6 Rxc6 1.. .Rcxc6/Paoxc6 
2 Sd3/Sf3 Lb41Lh4 (SxL??) 
1... Sxc6lBxc6Nxc6 2 axblbxalgxf 

Eight excellent variations, in two of 
which SxL is forbidden, nice captures on 
e4, and the very fimny line l...dxc6 
where all moves follow the key-piece to 
c6, miles from el! Incredible construction 
in which most pieces pull their weight. 
(SE) I'd prefer less congested and legal 
setting with slightly fewer variations, 
though composers showed restraint in not 
adding further Leos cS, e8. (RT) 

168 P. Raican. Various cooks found 
before publication, but too late to make 
substitution. But much fim cook-finding: 
2 points for any six solutions. (a) 
1 RBSb2t Qd2 2 RbS Qd8 (SE) is 
shortest. (b) 1 RBSa4 Qhl 2 BSdlt 
Qxdl 3 Ra7 Qd8 (GJ) lRSblld7 or 
RSBd4 Qhl 2 RSdI t Qxdl 3 Ba7 Qd8 
(RT) 1 RSb2t Qd2 2 Sdl(or d3)t Kgl(or 
g3) 3 Ba7 QdS (SE) (c) 1 RBS b7 Qhl 
2 BSf3 Qal 3 BSdl t Qxdl 4 Kb8 Qd8 
(composer) 1 RBSaS Qhl 2 Kb6 QaS 
3 Ka6 Qhl 4 BSc6 Qxc6 (composer) (d) 
1 RBSa7 Qhl 2 RBSPg7 QaS 3 RBSg6 
Qhl 4 BSh4t Qxh4 (composer) dual 
3 BSPg6 (SE) 1 Rg6 Qhl 2 BSd3t! Kf3 
3 BSf4 Qal 4 Bg5 QhS (GJ) Lots of 
interesting play. (RT) 

This is an irregular Augsburg, as 
Black Q should really be separable into 
R+B, giving Black l...Bhl! Total account 
of Augsburg next issue, I have it just 
about sorted now. 

169 P. Fayen. 1 Se3 K xc3S 
2 Ka4St Sb2St 3 Ka3 Sc4SaJ: but SE 
fmds two more solutions, one with duals, 
and offers improved correction as ISS. 

170 P. Fayen. 1 Sg5 fxg$ 2 Kd6 
f7Sd63 SKf5 fSQ. Really nice mate (SE), 
who adds: 'the article was excellent: a 
good idea and lots of nice problems'. I 
see what you mean by astonishing! Well 
worth the effort at solving and 
comprehension. (GJ) Lovely! (AI) 
Nowadays helpmates with one solution 
are often considered as nothing (JL) who 
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adds: "The article about Knight-Spirits 
caught my heart immediately after 
reading. But trying to compose an}1bing 
interesting proved that it is extremely 
difficult to keep the problem sound". 

SOLVERS SCORES 

V. Crisan 
M. Ridley 
A. Ingleton 
P Raican 
S. Emmerson 
G. Jelliss 
E. Bartel 
J. Lorinc 
1. Richardson 

VC23 Total 
IS 107 
9 102 

17 * 57 
13~ * 42 
20~ 37 
15~ 20 
11 * 7 
6 6 

* 2 

Asterisk (*) indicates a ladder ascent 
of 150 points. Congratulations to 
Erich Bartel and Ian Richardson who 
are the latest to reach the top. Other 
scores: A. Ettinger *4, V. Krivenko 
S7, M.Olausson 70, P. Fayers 24, 
R. Cassano 17, H. Bodlaender 15, 
G. Vecchi 9, P. Wood 3. Late score 
VC22: 1. VitaIe 2. 
Scoring: 1 point each. 1 point for 
cook (cook + intention 2 points). 
Half-point for keymove, or for 
all-but-one lines in helpmate. Scores 
rounded down to nearest full point. 
Maximum for VC23 was 19 (2 pts 
for 16S) plus two cook bonuses = 21. 
Composen: you will be given 
solving points for your own 
compositions. I may be reluctant to 
award bonuses for any cooks you find 
in them ... No bonuses for cooks 
found by computer, but we're grateful 
to know about them - well, fairly 
grateful. 

Augsburg: detailed specifications to 
come in next issue. 

Knight-Spirits. Stephen Emmerson 
has modified the solving program POPEYE 

to include Knight-Spirits (also Jabbers) 
- composers beware! He finds all sound 
in Peter Fayers' article except problem C 
(VC23 p. 57). move WPaS to a4 and add 
BP as to prevent 1 exd6$ 3 $c3 4 a2$cl 5 
$Bdl 6 Bbl$a3 7 Be7$c6 $Be5. Problem 
A in the article: suggestion that this 
becomes invalid after development of the 
rules was an editorial misunderstanding 
in fact the problem remains sound. 

(A) If you're lucky enough not to 
have seen this before, I'm not going to 
spoil your pleasure by solving it for you! 

(B) 5 K17 6 Kg6 7 fl!Q S Qf2 9 Qg3. 
The five surplus pa\\ns on a2 to e6 do 
spoil the economy a bit. (Optional 
Sentinels. that create pawns only when 
they choose to. may make a playable 
game. but give dualled problems. GPJ) 

(C) 1 Kb2 2 Kc3 3 Kc4 4 Kb3 5 Ka4 
6 Ka5 7 Kb4 10 aSR 11 Rf8 12 Rf7 
13 Rb714 fl!B 15 Bc5 16 Bb6 17 BaS 
Kxb7 (BPc6). Too hard for me! 

(D) (a) Retract Ka7 (no uncapture): 
1 Kb6 Add Rd7 2 Add RaS. (b) Retract 
Kb7xRa8: I Kc6 000 2 Add RaS. The fact 
that Black can castle implies that the RaS 
was a newly arrived pocket one, so that 
Black can't now interpose a pocket rook 
at bS to stop the mate. 

(E) (a) by RT: 1 blZR f7 2 ZRe3 
fl!R 3 ZRc6 Rn = (b) by GJ: 1 bICR g7 
2 CRc4 gSB 3 CRdl Bd5 =. 

(F) 1 ... d4 2 N Nt 3 d6 dSt 5 dS 
d7t and 1 N d4 2 W c4 4 b5 a4 5 as Nt 
and 1 S S 2 d4 e3 5 dl Et. 

(G) 1 Kf6 g3 2 Kg7 g4 3 KgS g5 
4 KhS g6 =. and 1... g4! 2 Kf4! g5 3 Kg3 
g6 4 Kh4 g7 5 Kh5 gSS =. 

(H) For the full theory see the 
December 1996 issue of British Endgame 
Study News. (Reviewed in the next 
column.) (a): Try: 1 d3? 6 dSB Sd3! 
(wherever B now goes, S can give itself 
up). Play: 1 d4! Black cannot sacrifice S 
to advancing P, and 5 dSS! wins "ith BS 
on light square. (b): Try: 1 b4 Se3 2 b5 
SfS 3 b6 Se7 4 b7 ScS. Play: I b3 6 bSB 
Sb3 7 Bg3 h2. 

(J) The '1000 dollar theme' (the 
$8000 theme was double knight excelsior 
on the full-size board) - so extreme 
'economy' of theme too! Set: 1...axbS=/= 
Play: IbIS a2S=/=. 

(The Quibbler in Chief makes it a 
$2000 or $1600 question. pro rata, and 
wonders how a pasition with white 
piece(s) only can be a double stalemate. 
In fact I would argue that only a royal 
piece can be stalemated: if all moves are 
physically impossible the situation is 
'deadlock' - views on this invited. GPJ) 

(K) White moves fIrst: 1 ... Kh2 
2 Kg2t Kg3t 3 hIB K xh3t 4 glR Rg2= 
Black cannot now play Kg4 or R any, 
both check to king, considered as Black, 
from newborn neutral pa\\TI. (More 
interestingly paradoxical if I'd managed 
to set a direct mate. But I didn't.) 
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(L) See diagram. 

Clockwork mouse tour 

---I REVIEW 11---

British Endgame 
Study News 

This periodical was started by 
our Secretary in 1996 and published 
four issues plus four special numbers 
during the year (64 AS pages). 

To subscribe for 1997 write to 
John Beasley, 7 St James Road, 
Harpenden, Herts, AL5 4NX. 

The Special Number 4, published 
in December 1996, is devoted to 
Endgame Theory and Studies in 
Chess Variants, and John has very 
generously offered to make it 
available to Variant Chess subscribers 
from him, on request. 

There are four articles: 
(1) 'Elementary Duels in the 

Losing Game' - more two-piece 
studies to go with our example (H)! 

(2) 'Vaclav Kotesovec and Two 
Generalised Knights' - reports 
results by Kotesovec from Pat a Mat 
1994 showing that King and two 
single-pattern leapers can force mate 
against lone king in seven cases; one 
solution is Wazir {O,I} plus Knight 
{l,2}; the other six cases are found 
by replacing one of these by Camel 
{1,3}, Giraffe {1,4} or the as yet 
unnamed {1,6}-leaper. These results 
indicate that the Wazir is not such a 
feeble piece as seems at first sight. 

(3) 'Studies in Modem Courier 
Chess' - reporting the work of our 
Endings Editor (see the next page). 

(4) 'The Dummy Pawn revisited' 
- including a composition by John 
Beasley in which promotion to 
dummy pawn is necessary to win! 

George Jelliss 
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\JIUl3~[]0 

GJl3rl 
by Paul Byway 

20 The Finches, Hertford 
Hertfordshire SG13 7TB 

Losing Chess 
My rash words in the last issue 

concerning Losing Chess studies met 
with a swift response in the form of 
#20 by John Beasley which was 
published in the January Problemist. 

#20.1. D. Beasley 

Losing chess. White to play and win 

John writes as follows: 1. Ne2 (it 
can be shown that nothing else wins) 
and now there are two lines: 

A) 1... dxc2 2 Nc3 clB 3 Na2 
wins but not 2 Nd4 c1B 3 Nc6 Bh6 
and Black wins. 

B) 1... dxe2 2 Nd4 elB 3 Ne6 
wins but not 2 Ne3 elB 3 Ngl BM 
and Black wins. 

What a neat idea! It seems to be 
a kind of internal min study. with try 
and solution exchanged in the two 
main lines - a wonderful application 
of symmetry. 

The Internet 
For those with access to the 

Internet I can recommend the 'Chess 
Varianf pages of Hans Bodlaender. 
A lot of good stuff is to be found 
there. but of particular rele\'ance to 
this column I pick out 'Endgame 
Statistics with Fantasy Pieces'. Hans 
writes "Dave McCooey has carried 
out an ex1ensive computer analysis of 
endgames \\'ith two kings and two 
pieces, on an 8x8 board, that involve 
at least one fantasy chess piece. taken 
from a set." 

VAriAnt Chess 

The definitions of 'simple' and 
'fortress' draw leave something to be 
desired - but Daye has recognised 
this himself in the article. Here I 
abstract some information of interest 
for Se\'eral recognised variant games. 

(A) Knighted Chess. First I 
consider IOx8 chess with R+N and 
B+N, variants of which are credited 
to Carrera, Bird and Capablanca. 
Janus, Grand and Chancellor chess 
can also be counted here. The table 
shows the ex-pected value of a 
four-man endgame on the 8x8 board. 
The figures are expected to range 
from 50% for a certain draw to 100% 
for a sure "in: they should be a 
reasonable guide to the larger board. 

Q R+N B+N R B N 

Q 50 52 57 82 93 94 
R+N 50 57 65 93 95 

B+N 50 54 94 95 

R 50 59 64 

Notice that B+N draws 
comfortably against anything and 
easily defeats a minor piece, and R+N 
v R is a general draw. 

(B) Nightrider Chess (Type 11 
in ECV - nightriders replace knights 
in the game array). The nightrider 
proves to be a typical minor piece, 
losing easily to a queen but drawing 
with a rook. The data show it to be 
slightly stronger than a bishop: two 
nightriders can force checkmate. 

(C) Mediae\'aJ Courier Game. 
(i) As expected rook defeats fers 

or wazir: there is a draw by 
repetition: (diagram: wazir b6). 

I Wc6 Kd7 2 Wd6t Kd8 3 Wc6= 
This draw also occurs one file to left. 

(ii) Bishop (courier) and wazir or 
fers of opposite colour can win: 
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there is a unique draw by repetition. 

I Kc7 Ba6 2 Kb6 Bc8= 
(ill) W + W, F + F or W + F can 

only draw, but White wins 0.9% of 
cases with wazir + fers. when the 
Black king is already trapped in the 
right corner. Black can also draw 
against knight + fers, but in this case 
2.4% of positions are won. 

(iv) Unlike case (iii) knight + 
wazir is a general win, "ith an 
unusually large 4.3% of positional 
draws: here is a simple example. 

I Ke6 Nb3 2 Kd6 Wb7 3 Kc6 NaS 4 
Kb5 Nb3 5 Kc6= 

Modern Courier Chess 
I finish with a study in MCC: 

another case where the theoretical 
result, B + P v B, differs from Chess. 

#21 P. Byway 

White to play and win 

Solution: I a7 (1 Bf6t Kc8 draws) 
Rk5t 2 Kc6 (2 Kxd6 Rk6t 3 K any 
Ra6 draws) Ra5 3 Bb6t Kc8 (playing 
for stalemate) 4 bxaS Bb8 5 a8C mate 
(5 a8Q or R is stalemate: 5 a8N, N or 
F is answered by Bh2 drawing.) 
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«34MI:§ «34.L()~1: ! 
by David Pritchard 

Badgers Wood, Hascombe Rd., Munstead, 
Godalming, Surrey GU8 4AA. 

K()NIGSRITTER. This game, described briefly in the 
ECV, has proved to be something of a survivor amongst 
CVs, again attracting players at the Essen Games Fair last 
October. For this reason, and because it has some unique 
features, I deem it deserving of fuller treatment. 

For a start. the board is remarkable in itself (see 
illustration of starting position) - the three protruding 
squares are of dual colour [half-white, half-black, not 
sh~wn here]. Even more unusual is the play because, 
umque amongst four-player games to my knowledge, 
three players are pitted against one (having played the 
one, I would opt to be one of the three next time). 

The South (black) array, it will be seen, is orthodox. 
The arrays of W, N & E (respectively white, red and 
yellow) are identical. Black (the defender) is opposed to 
the other three colours (the attackers). The unfamiliar 
piece [shown here as upside-down king] is the eponymous 
Konigsritter, a combination king and queen. The 
konigsritter moves and captures like a queen but may not 
move into check (thus it cannot capture a defended piece) 
and if in check can only move like a king. A konigsritter 
can be checkmated. 

The pawns, alone of the orthodox men, have a 
distinct move. A pawn advances normally one or two 
squares initially but thereafter may move either forward or 
sideways, one square at a time, capturing diagonally 
forward only. Thus a black pawn which moves sideways 
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may still only capture NE or NW, never SE or SW. A' 
black pawn promotes on the back rank of any of the 
attackers. Promotion is to a captured piece. Similarly if an 
attacker's pa"n reaches Black's back rank. However, an 
attacker's pa"n that reaches the baseline of another 
attacker does not promote. If an attacker is eliminated, the 
pawns of the remaining attackers cannot move in that 
direction. Confused? Hardly surprising. 

The aim of an attacker is to be the first to checkmate 
the defender's king thereby winning (only one player 
wins). This will not please the other attackers who 
therefore are likely to intercede, if only temporarily, on 
the side of the defender. The aim of the defender is, well, 
to defend, since the alternative is to eliminate all three 
attackers which, bearing in mind how the konigritters 
move, seems highly unlikely. (But then again, my German 
being what it is, there could be something I've missed?) 
There are variations of the game for two or three players. 
Konigsrltter was invented by Albert Buttner in 1993. His 
address is: Kirchfeldweg 4, D82544 Egling, Germany 
(TelIfax 08176-7487) 

BIG BATTLE. This proprietary game was displayed at 
the annual London Toy Fair at Olympia in January. It was 
brought over from New Zealand where the inventor Keith 
Morrison lives. It has been developed over a period of 
years "ith some input from Ortvin Sarapu, many times 
New Zealand chess champion. 

The board is IOxlO with two extra pieces, called 
Princes, and their accompanying pawns, on each side. The 
starting position is shown. Notice the board rotation, 
designed to keep the kings and queens on their proper 
colours. 

The Prince moves like a queen or a knight but can 
also leap over an adjacent piece to the square immediately 
beyond, capturing if applicable. 

Of the regular chessmen, only the rook and bishop 
are orthodox. The king can move one or two squares in 
any direction, including a knight's move, and may leap an 
occupied adjacent square. The queen has its usual move 
but can leap over an adjacent man to the square 
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immediately beyond, like the prince. The knight can, on 
its first move, make a double leap "ith two orthodox 
knight moves, changing direction if desired. The only 
requirement is that the first square of the leap is vacant. . 

The pa\\n. called a Sol in Big Battle, can move one, 
two or three squares straight forward and not just on its 
initial move. Capturing and en passant (in reply to a 
double or triple advance) is normal. 

Castling is novel to say the least. The only 
restrictions are that neither the king nor the rook has 
moved, that the squares between them must be vacant and 
the king must not end the move in check. However, a king 
can move out of or through check. The king can move to 
any square between it and the rook and the rook can move 
to any square inside the king provided the line is vacant. 
For example, Ke!, Rh! back rank othernise clear. White 
could castle by moving Kf1 and Ral. 

The game plays well despite the enlarged board and 
greatly increased power of the armies even if like me vou 
don't have much idea of what you are tryin~ to do ;t -the 
start. However, the fact that a pawn can promote (to 
prince usually) in just three moves, given the opportunity, 
transforms the endgame, which can be tactically exciting. 

The manufacturers do not suffer from shyness. The 
game is descnbed as "The most challenging, most 
exciting, and most addictive board game in the world 
today!" They go on to quote Prashant Mistry, the 
Guinness Book of World Records chess endurance record 
holder: "Big Battle is undoubtedly superior to chess in all 
respects." I doubt if even the most hard-line activist of the 
BCVS would go as far. 

Write: Alastair Duhs, Big Battle Games, P.O. Box 
47-515, Ponsonby, Auckland, New Zealand. 

CUBIC CHESS This game, described in the ECVand 
earlier in VC issue 2, has undergone a seachange. To start 
\\ith, it is renamed Virtual Chess which the inventor Dr 
Pnbylinec, believes "ill improve its image. The board 'and 
men remain the same except that alternate faces of the 
kings are marked with three small dots. 

There are two major rule changes. In the starting 
position the kings are placed with the plain side (no dots) 
uppermost. The kings are said to be in the minus position. 
The first time a player rotates a piece a quarter turn he 
must decrease its power (thus R to B or N to P). The 
player's king is then simultaneously rotated a quarter turn 
to what is known as the plus position (dots uppermost). 
Nex1 time the player rotates a piece it must be upwards 
(e.g., P to B), when the player's king is again rotated, now 
to a minus position, and so on. 

The second change affects the pa"n move. It can 
move straight forward only, one square at a time, 
capturing in the usual manner. In the old game, the pa\\n 
could also advance in the manner in which it captures. As 
might be expected, the starting position is quite different 
and highly irregular (illustrated). 

Starting position 

The game has been repackaged in an attractive box. 
It is being displayed at the Ideal Home Exhibition by 
'Connection - the Problem Solvers' along "ith their 
three-handed chess game, Konigsritter and Big Battle. 
Write: Dr. V. Pribylinec, Zavodna 460, 027 43 Nizna, 
Slo"akia. 

DIKEL CHECKMATES. Dikel Checkmates ® is a 
four-handed variant recently imported from South Africa, 
where it has been on sale for a number of years. The 
inventor is (probably) Arthur C. Rogers. The game is alas 
unoriginal, if you discount the 164-square board and the 
quixotic slogan: 'for 4 to 2 players'. Ifs a case of 
all-play-all according to the rules, but the press release 
mentions partnerships as an alternative. Usual men per 
side with the rule 'The queen must always be positioned 
on the right hand side of the king' although the 
accompanying diagram shows exactly the reverse. I 
concluded that someone either didn't know left from 
right, or the king from the queen. In my interpretation 
(starting position) I have made the perhaps unwarranted 
assumption that whoever is responsible actually does 
know left from right. 

The players (clockwise from south) are Green, Red, Blue 
and Yellow. Four pa"ns in a bag decide who starts. All 
the men of a checkmated player (unable to escape from 
check on hislher turn) are removed from play. Last 
survivor wins. Moves, including castling and e. p. are 
regular with promotion on an opponent's baseline (hence 
between 3 and 12 moves) 'to any piece of its own colour 
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that has been taken during the game, or alternatively for 
an additional queen'. The folding board is perfectly 
adequate, but the small hollow plastic pieces are rather 
nasty. Beneath the title on the box lid is the advice 'Will 
be appreciated when played \\ithout comments or 
interference from bystanders or players throughout the 
duration of the game'. Obtainable from George Barrett, 
Connection - tbe Problem Soh'en, Lower Le"el Suite, 
28-29 Tidy Road, Brigbton BNl 4EL. (Note new 
address, the old address was given in VC20.) Price 
unkno\\u, but I wouldn't pay much for it. Dikel have a 
web site: (http.//www.fastnet.co.uk/checkmaes). 

by David Pritchard 

55. THREE-HANDED CHESS This game, described 
under its title Ches3 in the ECV, has suddenly hit the 
headlines. In the course of a day or two I had enquiries 
from The Times, The Daily Mail, a Scottish radio 
programme and Canadian television. Michel Boutin has 
also sent me a couple of cuttings from the French press. 
It was demonstrated at the Ideal Home Exhibition in front 
of TV cameras and is due to be displayed at Birmingham 
and other trade fairs. The game was invented (or if YOU 

like, re-invented) by Khia Rasmussin when alleg~y 
snowbound "ith two other chessplayers in Scotland. It is 
said to have cost £40,000 over an ll-year period to 
develop. There are two models, the standard at £29.99 and 
the super at £39.99. If you can't get it, write: 'Connection 
Problem Soh'ers', 21 Soutbover St, Brighton BN2 2UA. 

56. MIND SPORTS OLYMPIAD The 30-odd games for 
this event, to be held at the Royal Festiyal Hall, London 
18-24 August 1997 and for which I am Games Director 
include chess, shogi and xiangqi. These are five-da; 
events, (l8th-22nd August: Monday-Friday) each of one 
playing session a day. Chess (3 games per session: 30 
minutes per player for all moves) and shogi (same 
conditions as chess) are 1O:00-14:00hrs whilst xianqi (2 
games per session: 60 minutes per player for all moves) is 
played in the second session, 16:00-20:00hrs' so YOU can 
play in two events provided xiangqi is one ~f th~m. The 
entry fee for any ofthese games is £25, junior (under 16 
on 18 August) £10. Medals (Gold, Silver, Bronze) and 
other prizes, including a return flight to New York by 
Concorde for chess. There is also the xiangqi European 
Open Championship on 23rd and 24th August (Saturday 
and Sunday), both sessions, 60 minutes per player for all 
moves; "ith entry fees £17.50 adults / £7 juniors. In 
addition there are quick-play events for both chess (4) and 
shogi (2); "ith entry fees £12.50 / £S for each event. Five 
minute chess 23rd (morning session) and 24th (afternoon 
session); ten-minute chess 23rd (afternoon) and 24th 
(morning). Fifteen-minute shogi 23rd (afternoon) and 
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24th (morning). Also many side events. A list of 
reasonably-priced accessible accommodation (starting at 
around £12 a night) is available on request. For details 
and entry form contact: D. N. Le,)" teI. 0171-485-9146 
(or 44 171 485 9146 if outside UK), faL (same 
preamble) 482 0672. 

57. AVALANCHE CHESS. Here is another game from 
the variants tournament organised in Gene"a by Fabrice 
Liardet last October: White L. Li, Black J-P. Vegh. 
1. e3/f6 eS/O 2. Nc3/g6 fS/h3 3. g3/g5 Nf61b3 4. Bh2/e4 
Bd6/d3 5. f4/g4 Bb4/d4 6. a31b6 NdS/a4 7. Qd2/d6 
Bxc3/b4 8. Bxc3/a6 Qf61b5! 9. Bc4/a5? N xc3/h4? (Black 
misses 9 ... Nxc3/d5) 10. Q xc3/h6 Nd7/h5 11. Be2/c6 
cxb5/d5! 12. Qxf6/b4 Nxf6/c3 13. c41b3 Ba6/c5 
14. cxd6lbS Kd7/- 15. Rbllb2 b xa4/- 16. Kd2/a3 Bxe2/-
17. Rxb2/a2 al(Q)/- (0-1). 

58. SCHEMA. Michel Boutin has sent me a page or two 
of the first issue of a magazine called Schema (from the 
Greek for 'form', crx:rU.l.a) which is, or rather was, devoted 
to games. The cover depicts a chessboard "ith the 
challenging question: Is chess becoming extinct? Page 10 
has an article 'The Next Stage in the Evolution of Chess' 
"ith the by-line 'a new form of the classic game throws 
open the doors of possibility'. This turns out to be 
'Pre-Chess', a form of Randomised Chess credited to 
Bronstein. Schema was apparently a bi-monthly published 
in Chicago, but there is no record of it having SUT\ived 
past the first two issues (in mid-1981). 

59. GENEVA CV TOURNAMENT. Last time (IP49) I 
mentioned a CV tournament organised by Fabrice Liardet 
to be held in Geneva last December. Entrants (14) voted 
the games they wanted to play from a suggested list. Their 
choices are of interest: in were Alice, Double-Move, 
Extinction, Frankfurt, Losing, Push and Atomic chesses; 
out were All-mate, FTM, Synchronous and Triplets. 
Pascal Horn was the clear winner followed by Laurent 
Bartholdi and Jacques Sauvin. Here is a game from the 
event: Extinction Chess [See the last issue for rules and 
other examples. GPJ]: White R Francey, Black D. 
Bucher. 1. e4 eS 2. NO Nc6 3. Bc4 BcS 4. d3 Nf6 5. BbS 
h6 6. bc6 dc6 7. Nxe5 Qd4? 8. Nxf7! Kxf7 9. Qf3 (1-0). 
[For an Alice Chess example from this event see the 
separate article in this issue GPJ] 

60. TURNCOAT CHESS. This variant was invented by 
John Leistiko and Frank Truelove in about 1990. Usual 
array. Two eight-sided dice are used, one to indicate the 
files, the other the ranks. After each (orthodox) move the 
player rolls both dice to indicate a square. If the square is 
occupied, the piece or pawn on it changes colour, 
pro"ided there is a pre\iously captured man of the same 
rank available to replace it (if none, nothing happens). 
Truelove admits to once ha,ing been mated on the back 
rank by his o\\n turncoat queen! 
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SHOGINEWS 
by Peter Wood 

EVENTS 
13 September 1997 - Royston 

Congress. Shogi, Tori Shogi, and 
Mini Shogi events. Contact: Phil 
Holland, 94 Green Drift, Royston, 
Herts. Tel: 01763-244497. (Write to 
the same address for the Postal Shogi 
League - new players are welcome.) 

18-24 August 1997 - Shogi 
events will take place on every day of 
the Mind Sports Ol)mpiad. Contact 
Da,'y Le,,),. (See Isolated Pawns 56) 

BRITISH OPEN 
SHOGI CHAMPIONSHIP 

This 6 round event took place on 
the 5th and 6th of April. This year's 
champion is 4~ Mike Sandeman 
who won all 6 of his games. Susumu 
Hara (who sounds suspiciously like a 
Japanese) was second with 5 points, 
while Stephen Lamb on 4 points was 
in third spot Albrecht Heeffer won 
the Kyu Group with 6 wins out of 6. 

BRITISH SHOGI FEDERATION 
ANNUAL GENERAL MEETING 

This took place before the start of 
the Open Championship. 

Les Blackstock is standing down 
after 5 vears as President of the BSF. 
Phil Hoiland takes over. Mike Brewer 
is now the sole editor of Shoten. 

An important development is that 
it was agreed that in UK tournaments 
all games involving a player of 4 kyu 
grade or above will be 'even'. This is 
because the ELO grading list is only 
based on 'even' games, not handicap. 

The annual subscription remains 
at £5 and includes 4 issues of Shoten. 
To join write to Mike Brewer, 11 St. 
Donatfs Rd., London SE14 6NU. 

'···++=AMA=++···· 
Shogi Notation: In the example 
games on the following pages: . 
indicates a 'drop' from hand; + or = 
after a move indicates whether the 
promotion (which is optional) is taken 
or not; + before a piece symbol 
indicates that it has its promoted 
value; A in analysis denotes a threat. 

Variant Chess 

---I BOOK REVIEW I-

The Art 01 Shogi 
(by Tony Hosking) 

(The Shogi Foundation, P. O. Box 
172, Stratjord-upon-Avon, CV378Z4. 
£14.99, softback, 288 pages, 725 
diagrams.) 

There is so little literature in 
English on Shogi (Japanese Chess to 
the uninitiated) that any new book is 
to be welcomed. Pre\10usly the 
aspiring player has had to rely on 
John Fairbaim's Shogi for Beginners 
and two bilingual books in which the 
original Japanese is accompanied by 
an English translation by Fairbaim. 
These were excellent as far as they 
went, but Tony Hosking's new book 
The Art of Shogi is the first in English 
to give a comprehensive guide to the 
intricacies of the game for both 
beginner and advanced player. 

The first part opens with a good 
historical account of the development 
of the game, followed by a clear 
description of the rules, and then a 
very useful comparison of Shogi with 
Chess. After that comes a thorough 
e>"'Planation of the strategy and tactics 
needed to play to a reasonable level, 
and finally a section on handicap 
schemes which make Shogi unique 
amongst contemporary chess games. 

Absorbing all this information 
should make the reader a good 
kyu-Ievel player, but the meat of the 
book is Part IT which should appeal to 
anyone aspiring to become (or 
already) a dan-level player. Here we 
find the entire range of kno\\n 
openings e>"'Plained in great detail, 
with 58 games of professional players 
given with full annotations. Under
standing professional games is 
admittedly difficult, e\'en for 
experienced amateur dan players, but 
there is a wealth of material in this 
book to repay hours of patient study, 
which should enable anyone to 
conquer what lowly heights Shogi has 
so far reached in the West. 

The book is well presented, has a 
detailed index and contains numerous 
photographs. Heartily recommended! 

Les Blackstock 
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Also available is a very attractive 
portable Shogi set, similar to a 
'Portland' chess set, at £6.99. 
(Postage: Add 10% UK, 15% Europe, 
35% elsewhere.) 

The follo"1ng example games, 
selected by Les Blackstock, are from 
page 161 and pages 252-3 of The Art 
ofShog;. We give the diagrams u~g 
a graphic system which we feel WIll 
be more readily comprehensible to our 
readers, who are not Shogi specialists. 
In the book the diagrams use Japanese 
ideograms, which need considerable 
study, and good eyesight, to 
comprehend readily, though Roman 
letters are used in the te>..1. 

SHOGI GRAPmC SYMBOLS 
The following diagram shows the 
opening position, using the ~p~c 
symbols designed by George Jelhss ID 

1990 (VC2, p.15), slightly simplified 
and now dra"n using the Lotus 
AmiPro computer software on which 
Variant Chess is produced. It is 
possible to move the piece symbols 
about the board by clicking on them 
with the mouse, so that the game can 
be played through on the screen. The 
captured pieces are converted to the 
other side by using the 'inversion' 
icon in the drawing program. 

I 

2 
3 

______ , ______ L ____ L ____ l ______ L _____ ~------L-----:----__ 4 

--- __ .L __________ -<-- _____ • ______ < _______ • ______ < _______ • ___ --

Key: 

..L.! Palln 

'-L! Lance 
,~~[ kNight 

:±i Rook 

Bishop 

SiIl'er 

Gold 

King 

5 
6 

7 

8 

9 

R and B promote to R+K and B+K, 
(sho\\n by a circle added to the 
S)mbol). S, N, Land P promote to G. 
Captured men revert to original value. 
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EXAMPLE GAME 1 
During the 1994-95 season Habu 

achieved the unprecedented feat of 
winning the first Six Crowns (major 
professional titles: Meijin, Ryu-O, Oi, 
Oza, Kio, and Kisei), and went on to 
challenge Tanigawa for the Seventh 
(and last) Crown. 

The best of 7 games Osho match 
reached 3-3, and Game 7 was dra"n 
by repetition of moves (see note 
below). The position in the nex1 
diagram was arrived at: 
Tanigawa (Osho) - Habu (Meijin -

Ryu-O), Game 7 (replay) Osho 1995 
The actual move order being: 1 P76 
P842 S68 P34 3 P66 S62 4 P56 P54 
5 S48 S42 6 G(49)58 G32 7 G78 
K41 8 K69 P74 9 G(58)67 G52 
10 S77 S33 11 B79 B31 12 P36 P44 
13 S37 P85 - thus without P26, ... 
G(52)43 played. 

1 

2 
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4 

5 

6 

7 

8 

9 

The rest of the game now follows 
(with the notes based upon variations 
given in Shogi Magazine): 14 P35 
B64 15 Px34 Sx34 16 R18 S53 
17 B57 10118 K79 B73 19 K88 S42 
20 S36 S(42)33 (diagram) 
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8 

9 

'..L; 
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(Remarkably the first Game 7, "ith 
colours reversed, reached this position 
by exactly the same move order! That 
game continued 21 P75 Px75 22 P'74 
[The P 'parachutes' in.] B62 23 P65 
K22 24 R38 R84 25 B46 P45 26 
Bx91+ [the B promotes, to B-'-K.] 
P'35 27 Sx35 Sx35 28 L'37 P'36 
29 Lx36 Sx36 30 Rx36 L' 34 31 P' 35 
Lx35 32 R26 S'15 33 R25 S(15)24 -
if 33 ... S(33)24 then 34 Rx15 A S'41 -
34 R26 S15 35 R25 S(15)24 36 R26 
S15 37 R25 S(15)24 38 R26 S15 draw 
by sennichi-te). [The text here refers 
to another page for explanation. 

We diagram the drawn position.] 
Returning to the replayed game: 

21 P'35 S(34)43 (avoiding mis
placing this silver by 21...S45 
22 Sx45 Px45 23 P75 Px75 24 P65 
S'74 25 P34 Sx34 26 B66 P'33 
27 B44, or 24 ... S'28 25 B66 Sx19= 
[not promoting] 26 R58) 22 P46 
G(52)42 (22 ... G53 A 23 ... P55 24 
Px55 G64 is playable) 23 P26 P55 
24 Px55 Bx55 25 B68 R52 (A 26 R58 
P86 27 Sx86 Bx66, or 27 Px86 Bx66, 
or 27 Px86 N73 A ... N65) 26 N37 
B64 27 P96 N73 28 R38 P94 29 U8 
L93 (for a possible edge attack after 
... R92) 30 N25 S24 31 P65 Nx65 (not 
31...B53 32 P45) 32 S66 P'57 
(A 33 S47 Sx25 34 Px25 N55, or 
33 P' 59 Bx46; not 32 ... S54 33 P34) 
33 Sx65 P58+ [promotes to GoldJ 
34 B77 +P57 [i.e. P now moves as G] 
(not 34 ... Bx46 35 S47 B57+ 
[promotes] 36 Sx58 +Bx58 37 P'53 A 
Rx58) 35 G66 Bx46 36 N'55 B19+ 
[promotes to B+K] 37 P'45 +B46 38 
Nx43+ [promotes to G] G(42)x43 
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39 S'55 P'37 40 Px44 G(43)42' 
41 Sx46 Px38+ [promotes to G] 
42 B'34 R'58 43 Bx52+ [= B+A.l 
Gx52 44 Sx57 (to secure Black's king 
and activate the bishop) 44 ••. Rx57+ 
[= R+K] 45 G(66)67 +R48 [using 
promoted power} 46 P'53 (diagram) 

C~J~_?SJ.¥_'-Z.i 
987 6 5 432 1 

1 

2 

3 

4 

5 

6 ..LI !..L1 ! \ i~!..L 
::::::r~-~-~r:::T---·r::::<=l ___ =:' ____ +--;..L-I 7 

:*i~1 ) )$\0' \.l. 8 1----:-.l.---i7i~=1------j-------~------<-------~-------~------
9 

46 .•. Gx53 (White misses 46 ... G(52)42 
planning 47 R'51 G41 48 R61+ P'51 
49 P52+ Gx52 50 P'53 B'69, or 
47 P43+ G(32)x43 48 Bxll+ S'22 
49 +B12 B'69 50 P'68 G(43)x53 
47 R'51 N'41 48 P'54 Gx44 49 P53+ 
S'69 (or 49 ... B'69 50 0(67)68 Bx78+ 
51 Kx78 G' 57 52 +P42) 50 G(78)68 
B'78 51 S56 Sx25 52 +P52 K22 53 
Rx41+ P86 54 Bx86 Sx36 55 +P42 
103 (or 55 ... PI4 56 N25) 56 N'16 
resigns (56 ... G22 57 +R31 P'32 58 
+Px32 Gx32 59 B42+ mate). Thus 
after a very close match Tanigawa 
retained the Osho title. 

c~r::~_[::]~_llq¥.i 
9 8 7 6 5 4 

----.. L---_-.L ____ .L. _____ L ____ _ 

. ..:..:....=.<==:.c=.I 
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[JVe give diagram of final position.] 
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EXAMPLE GAME 2 
Sato (Ryu-O) - Habu (Meijin) 

Game 1 Ryu-O, Paris 1994 
1 P26 P84 2 P25 P85 3 G78 G32 
4 P24 Px24 5 Rx24 P'23 6 R26 S72 
7 P16 P14 8 S38 P64 9 P76 P86 
10 Px86 Rx86 11 P'87 R82 12 P46 
S63 13 S47 S54 14 S56 P34 (diag) 

'I 

2 

3 

4 
, , , , , , " 5 

-----'------H-------"Wl---;--r---"'±----i I 6 
. :-1-1 . .o.,~. . .-L-

..L !-~-f~r~~J~Lmu,~Ln+-m- 7 
. i ; 8 

~i~!~ 9 

..L 

15 K68 B33 (or 15 ... P44 16 B77 ~ 
S88, P86, S87; instead Shimizu 
(Ladies Meijin) - Nakai (Ladies Osho) 
Game 3 Ladies Meijin 1996 went 
15 ... G52 16 G58 K42 17 P36 P65 
18 N37 R62 19 P45 P66 20 Px66 
Bx66 21 Bx66 Rx66 22 P'67 Rx56 
23 Px56 P' 88 - ~ 24 Sx88 B' 46 -
24 B'46 Px89+ 25 P'24 Px24 26 R'71 
and Shimizu retained her title 3-0, 
nonetheless 26 ... N'65 maintains the 
attack) 16 Bx33+ Nx33 17 S88 S22 
18 G58 P24 (~ 19 Rx24 P'25 and 
20 ... S23; not 18 ... G52 19 P15 Px15 
20 P'12 Lx12 21 B'21) 19 P36 (~ 
P35, ... Px35, P'34) 19 ••• 523 20 S77 
K42 21 N37 P65 (preventing 566-55) 
22 G47 G52 23 P96 P94 24 K58 R62 
25 P75 (for S76) 25 ••. P44 26 R29 
K31 27 K48 (diagram - next column) 
(an unusual right-side king position 
for Black) 27 .•• K22 28 S76 (~ N77) 
28 ... P66 29 Px66 Rx66 30 S(76)67 
R62 31 N77 (also possible is 31 P'64 
~ 31...Rx64 32 B'82) 31 ••. P'66 
32 S76 P74 (~ 33 Px74 P45 34 Px45 
B'82 or even 33 ... P'75 34 Sx75 B'67) 
33 P'64 Px75 34 S(76)65 (again not 
34 Sx75 B'67) 34 ••• 5x65 35 Nx65 
S'67 36 Sx67 Px67+ 37 Gx67 Rx64 
38 S'41 (if 38 P'66 then 38 ... G(52)42 
~ ... R84; however, an alternative 

Variant Chess 

IX 

987654321 

T,7\ • · i 1* T 

lB3~:~~ ...... ~ 
1 _______ .• ~_~_I_~_I 4 

~j~j~~~~~i~ ~ 
~;~' ! ! ! ! i±'~ 9 

-~T~;:J 

[position after move 27] 

given in Shogi Sekai is 38 S' 56 
G(52)42 39 P'25 Px25 40 S'55 R84 
41 B'62 Rx87+ 42 Nx53+ +R78 43 
P'68) 38 ••. Rx65 39 B'56 (diagram 
below) - not 39 P'66 R62 ~ ... N'55-

_~_!_~i_~_i?S_._~_._~_l 
987654321 

~i !T 
______ ,:::::::.::::::::::::::'*' i**' 2 

••• il i7\~ 3 

:IE!~W~G;:= ! 
i..L.~;..L.~i~j. 7 

------D::::::D::-:::~::::::L::::'----- 8 

~ i±l~ 9 
-~;------.;----.-.; 

,~l~l~j 

39 •.. Rx67+ (White sacrifices the rook 
to continue the momentum of attack; 
39 ... R62 would allow 40 Sx52+ Rx52 
41 S'41) 40 Bx67 N'55 41 P'25 
(activating the rook; not 41 B85 
G(52)42 42 S52+ N67+, whereas 
41 Sx32+ Kx32 - if 41 Sx32 then 
42 Bx34 - 42 R'82 G42 43 B56 is 
answered by 43 .. .8'67) 41 ••. Nx25 (if 
41...Px25 then 42 P' 24 Sx24 
43 Bx34) 42 Nx25 Px25 43 Rx25 
(43 P'24 now allows 43 ... Nx47+ 
44 Kx47 N 55) 43 ..• Nx47+ 44 Kx47 
P'24 45 Rx75 P'65 (if 45 ... P'74 then 
46 N35) 46 Rx65 (not 46 N'35 N55 
winning) 46 ... B'83 47 P'74 Bx74 48 
Sx32+ Kx32 (48 ... Sx32 fails to 49 
P'23 Kx23 50 N35, or 49 ... Sx23 50 
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G' 21, or 49 ... K12 50 G' 56 Bx65 51 ' 
Gx65) 49 B56 Bx65 50 Bx65 S'54 51 
S'41 (or B'41 Kx41 52 R'21 S'31 53 
N33 K32 54 G'22 Sx22 55 Bx54 
Kx33 - moves given in Shogi Sekai) 
51 .•. K22 52 N'55 R'27 53 G'37 
R28+ 54 5152= S'56 55 Kx56 Sx65 
56 Kx65 +R68 57 B'66 B'54 58 K75 
+Rx66 59 Kx66 G'76 60 resigns (60 
K56 B'65 mate). 

_~.i_~_i_~_,?S_i.~_L~_i 
9 8 7 6 5 4 3 2 1 

T7\ · · • ; · iT ------- ------;-------~r-----L-----i* 2 

i~ 3 
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7 

~-------.-----+------.-----'--.--.------<-------;~ : 

__ ~T~I*I~T~T~lr~T~T~-_ 
[As a check for our readers we add a 
diagram of the final position.] 

~~ 
by Derick Green 

Over the last 12 months it has 
been a little project of mine to work 
on a set of rules that would work for 
Progressive Shogi. Most of the 
following rules I had worked out, but 
there were several problems that my 
limited knowledge of Shogi could not 
solve. But after some discussion with 
lan Richardson, an experienced Shogi 
player, and two trial games by post, 
we settled on the following set of 
rules. 

The game is a modified English 
Progressive, with 8 to 10 series 
possible. Within a given series: (1) 
Each piece can move only once. (2) 
Exception: pawns can move several 
times. (3) A dropped piece or pawn 
cannot be moved. (4) A captured 
piece or pawn cannot be dropped. (5) 
A promoted piece cannot be moved 
again. (6) A promoted pawn can be 
moved once as the gold. 
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lan and I have played two postal 
games, one I lost through my o\\n bad 
play on series 5, where I left too many 
gaps, and the other was unfinished 
due to lan' s illness, but I believe it 
would be unlikely to last until series 
nine. I have also played a few 
face-to-face games, all finished on 
series 8 or 9. It would possibly be best 
if players with more experience in 
Shogi play-tested the rules. I have 
only fairly recently taken any serious 
interest in the game. The scores of the 
games with Ian may however serve to 
make the rules clearer. (Notation 
altered to conform with that used in 
the preceding Shogi games. GP]) 

Derick Green v lan Richardson 
(1) P76. (2) P34, BxB88. (3) Sx88, 
S48, P26. (4) P64, P65, N33, G42. (5) 
P66, P65, G68, B'66, P96. (6) P54, 
P55, P56, px57(G), B'77, Gx68 mate. 

Ian Richardson v Derick Green 
(1) G68. (2) P84, G42. (3) P56, P55, 
R58. (4) P85, P94, P64, K52. (5) P86, 
p x85, P84, P83, p x82(G). (6) Sx82, 
P65, P66, p x67, P34, p x68(G)t 
unfinished game. 

--I BOOK REVIEW /-

Meta-Che§§ 
Adventures Beyond The 

Bounds of Chess 
by John WilIiam Brown 

Meta-Chess, printed by the 
author himself in a small quantity, 
counts around 300 pages, is spiral 
bound, printed on good-looking 
paper, with several pages in colour. 
This review is based on the first 
edition of the book (a second edition 
has now been produced in which 
some changes will have been made 
based on readers comments). 

The book consists of three parts; 
the :first, longest, and for me the most 
interesting part, gives an introduction 
to 'The Meta-Chess System' and 
gives the rules of several chess 
variants. The second part descnbes 
how one can make equipment for 
playing these games oneself; and the 
third part shows the 'theory' behind 
the system. 

CVQriQnt Chess 

'Meta-Chess' is not itself a chess 
variant, but a way to make chess 
variants, and to have the materials to 
play the variants directly at hand. 
Brown plays chess variants with his 
friends; and they often play new 
variants made by themselves. This 
book gives clear guidelines on how to 
do this. 

A problem when playing chess 
variants is usualy to get good pieces to 
play the games '\\-ith. For this Brown 
has invented a method to make 
counters which have a graphical 
display showing in an abstract way 
the movement of the piece. 

Brown also has solutions for the 
different boards needed for the 
variants, and even a quick way to find 
the pieces needed for a particular 
variant. Perhaps the main message of 
the book is in the guidelines for 
inventing ones own chess variants. 

He describes several chess 
variants with his own terminology 
and shows the respective counters. 
These are a few historic chess 
variants and a few new ones, 
invented, or 'composed', by John 
Brown and by Thomas Havel: 

Prince Chess - players have 
two princes that both must be mated 
- an old idea in somewhat new form. 

Hand Shogi - a shogi variant 
that goes very quickly because players 
start with many pieces in hand. 

Centennial Chess - a variant 
on a 10x1O board. 

Sa,'ant Chess - a variant "ith 
many new pieces on a 12x 12 board. 

Jester Chess - named after the 
Jester, which imitates the last piece 
moved by the opponent - this is also 
on a 10x 10 board. 

Grand Prince Chess - a form 
of Prince Chess on a 9 x 10 board with 
several new pieces. 

Asian Shogi - a shogi variant 
with new pieces on a Korean chess 
board - pieces may only be dropped 
while the king is in his 'citadel'. 

In the second part of the book 
Brown describes the flat markers he 
uses, which display in a graphical 
way the moves of the pieces, thus 
modifying the shogi style of pieces by 
using move-representations instead of 
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characters or names. This helps one' 
to remember the moves of the pieces. 

He e:\.-plains how markers can be 
made from card stock, poster board, 
bristol board and plastic based 
materials, \\ith detailed instructions. 
He also discusses how to make 
boards, a storage system for the 
markers, and a patented way to 
quickly get the types of piece one 
needs for a particular variant. 

The third part of the book 
describes moves of more chess pieces, 
names them in a systematic way, and 
gives a way to calculate the relative 
values of the pieces. 

The book is well written, and 
Brown has an excellent way of 
expressing himself in English, 
although, especially in the later parts, 
he is at times a little too formal. The 
book has many figures, which are 
clear and well drawn; a few are in 
colour. Also it comes with four 
coloured sheets of thick paper with 
pieces imprinted on them - readers 
can use these for playing the games 
described in the book. Overall it is a 
book which I liked, and would 
recommend for chess variant 
enthusiasts. 

Orders to: J. W. Brown, 
Kronschild Publishing, 2108 Spruce 
Street, Lewinille, AR 71845, USA. 
$24.95 plus $4.95 shipping. E-mail: 

jwb@infogo.com) 
Hans Bodlaender 

VARIANTS ON THE INTERNET 
Hans Bodlaender has very kindly 

sent us print-outs of some of his 
web-site pages on less familiar chess 
variants. This is a massive pile of 
material from which David Pritchard 
hopes to give excerpts, in 'Games 
Galore' or 'Isolated Pawns', starting 
next issue. (WWW: http://www.cs. 
ruu.nlI-hansb/d.cbessvar/). 

Hans writes that the Progressive 
Fischerandom competition is still 
going on. A second competition is 
planned to start towards the end of 
this year. All games will be played by 
email. Players wanting to participate 
should em ail: (hansb@cs.ruu.nl). 

--
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by Peter Wood 

There have been a few UK 
Xiangqi events since the UK 
Championship in December, reported 
in VC 23. On 9th March there was 
the 3rd Shanghai Cup tournament in 
Hastings. This had an encouraging 16 
competitors, with in addition several 
interested spectators. 

Chen Fazuo, proprietor of the 
Shanghai Restaurant, won the event 
with 4Y2 points out of S, beating 
C. K. Lai in the last round. He 
conceded his one half point against 
La Khan Hoa. Dal1d Young, who 
never quite does enough to get a fIrst 
prize, lost to C. K. Lai in round 2, but 
gained 2nd place with 4 points after 
grinding out a win in the endgame 
against Shi Jun Zhi in the fInal round. 
Wang Shunqi took 3rd spot, also 
with 4 points - his loss was against 
the tournament winner in Round 4. 
Cbris Hann of Bexhill well deserved 
the Non-Asian prize, beating Paul 
Byway, and the ever-cheerful Li Tak 
Kuen (who won the UK Champion
ship in 1993) in the final round. 

On Sunday 20th April there was 
the Bank of China Tournament held 
at the headquarters in Cannon Street 
in London. There were not the lavish 
prizes and gifts as there were in 1995, 
but the lunch-time banquet was 
impressive, and the playing 
conditions were absolutely fIrst class. 
It is the best organised of all Xiangqi 
events in the UK. 32 players took part 
in the event, with Raymond Keene's 
publicity in The Times attracting 
several new players. 

Chung Wen Sung of 
Northampton won this strong event. 
This follows his victory in last year's 
Shanghai Cup competition. He reeled 
off 4 straight "ins, and then drew 
with Wang Shunqi in the Sth and 
final round to take fIrst place on 'sum 
of opponent's scores'. Chen Fazuo 
was second. also with 4Y2 points. It 
was unfortunate that the fIrst two did 
not play each other. Wang Shunqi 
was third "ith 4 points, easing out Li 

VAriAnt Chess 

Tak. Kuen on 'sum of opponent's 
scores'. The latter started with a loss, 
but then won his last 4 games, 
including one against La Khanh Hoa, 
who has been just outside the prize 
list recently, in the fInal round 

Chen Fazuo's dropped half point 
was against Voon Sinn Lieu, a 
pleasant 24 year-old. who is studying 
6 months for a master's degree in 
engineering at Coventry University. 
He revealed he has a deep knowledge 
of the game, which is not surprising 
as he was once under 20 Champion of 
Malaysia. He was short of match 
practice - othernise he might well 
have caused a surprise in the 
tournament. He was easily winning 
against Chen Fazuo for much of their 
game in round 3, and Chung Wen 
Sung told me he was fortunate to beat 
him in round 4. 

The Voon v Chen game was 
dramatic. Voon won a piece and was 
coasting to victory. Short of time 
Chen hung on, and when Voon 
faltered he won the piece back, and 
then after another blunder, another 
piece as well. Short of time Chen 
agreed to split the point in a position 
which most onlookers agreed was 
drawn. Here are the fInal moves of 
the game from the diagram below 
(Voon is Red). 
o 
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1 •••• Pd2:e2 2.Gd3:e2 CeO:e2 
3.Kfl-el Ce2-e5 The game was here 
agreed drawn. However I thought that 
after 3.Pd7:dS, then 3 .... CeS-e2! 
would actually "in, as after 4.Kdl 
4.Ci2 S.d9+ (S.Kel CiS) Black can 
play S .... KeS, and afterwards win the 
pa\\n without his own Guard being in 
danger. (It should be pointed out that 
K+C+G v. K is a win, whereas K+C 
v. K is only a draw. Red's plan is to 
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take the Black Guard with his pa"n). 
But Malcolm Home has pointed out 
that 4.cS! draws. Let us verify this. 
o 
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~ ~~ v' "-:. .. .JL , ~ i' ,r 
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L .JL .JL .JL .J 
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,r f\-~ .. / ,r 

v~~" • 
a bed e f g h i 

(a) S .... Ces 6.dS Ce4 7.Ke2 Kf9 
S.eS, and wins the Guard. (b) S .... KeO 
6.dS Ce9 (If 6 .... CeS 7.eS CiS S.Kdl 
and draws) 7.Kdl! and Black cannot 
stop eS except by losing the Cannon 
after 7 .... KdO S.e9+. If instead of 
7.Kdl Red plays 7.Ke2 (7.Kfl Cf9#) 
Black can win by 7 .... KdO, i.e. (i) 
8.Kd2 Ci9 9.Ke2 CiS; (ii) 8.Kel ceO. 
Then 9.Kdl CiO; or 9.Ke2 Ge9; or 
9.Kfl CfO+ lO.Kel Ge9 Il.e8 CeO. 

On Sunday May 11th, the annual 
Xiangqi tournament took place at the 
Donnington Road Sports Centre in 
WiIJesden, North London, as part of 
a "ider Chinese Sports Day. Fewer 
strong players took part in this 
4-round event than usual, although 
there were quite a few enthusiastic 
young players in 'Division 2'. Wang 
Shunqi won "\\ith 3Y2 points, his only 
dropped half point being against 
David Young. Chen Fazuo was 
second with 3 points - he lost a vital 
game against Wang in round 2. Shi 
Jun Zhi was 3rd with 3 points, just in 
front of Dmid Young who had 2Y2 
points. One of the players on 2 points 
was John Shao. He almost caused a 
big upset in the last round when he 
had real chances of victory against 
Wang. He got short of time however, 
and Wang's fIghting spirit saw him 
through to a win that gave him top 
spot instead of Shao. As is usual the 
prize winners had to wait in a blustery 
\\ind for their turn to mount the 
rostrum and collect their cups. 

Former UK Xiangqi champion, 
Robert Aw, also won a cup at 
Willesden - for badminton! 
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The First Tourney in 
Logical Progressive Chess 

by Paul Byway 

In a letter to the editor of Variant Chess (then Peter Wood) in Autumn 
1995 (VCI8, p.179) I wrote, as part of the on-going correspondence at that time 
about the rules of progressive chess: "The en passant rule is only a consequence of 
the double pawn-move rule. Castling and the double pawn-move rule were 
introduced as special rules to speed up the [orthodox] game. In the context of 
progressive chess it is absurd to have these rules as well. The game hardly needs 
speeding up: therefore they should both be dropped." This suggestion was 
immediately taken up by Peter and a tournament in 'Logical Progressive Chess' 
was announced. Besides the two instigators this attracted Peter Coast and from 
Italy the well known names in Italian Progressive Chess of Vito Rallo and 
Fabio Forzoni: it was gratifying to have such a strong field. The results of the 
tournament are summarised in the following table, with Forzoni the clear winner: 

F R W C B total 
Forzoni xx 11 10 11 10 6 
Rallo 00 xx 10 10 11 4 
Wood 10 10 xx 10 01 4 
Coast 00 10 10 xx 01 3 
Byway 10 00 01 01 xx 3 

First figure gives result as White second as Black 

The average length of the games was 8 or 9 moves. The overall score from 
20 games was 13 Wins by White, 7 by Black, with no draws. Ten games were won 
by material superiority in the endgame, two by positional advantage There were 
some pretty mates: the three Italian mates all being by Rallo. A knight was 
developed to the edge on seven occasions - five of them by Forzoni! Only three 
openings were tried: 1.e3 (7/10) I.NO (4/5) l.d3 (2/5). The scores of the games, 
classified by openings, are given on the following pages. 
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1. e3 8. K xc7 B-b4xd2 Ne7 R-a8 xa2 Kd8 
****************************** Rxalt I Resigns (0-1) 
2. e6 Nf6 
3. Q-f3xf6Xd8t 
This occurred in three games. 

Coast - Byway 
4. Kxd8 b6 B-a6xfl 
was comfortable for Black. 
S. Kxfl h3 N-fl-gSxf7t 
6. K-e8xf7 Rg8 B-a3 xb2 xal 
7. B-b2 xal Na3 g3 fl d3 d4 
8. P-c6-cS xd4-d3-d2 R-c8 xc2 dlQt 
(0-1) 

but Rallo lost twice after 
4. Kxd8 B-a3xb2xal 
5. (!) Bb2xalxg7xh8-f6t 

Coast - Rallo 
6. Ke8 d6 N-d7xf6 Bd7 Kd8 
7. B-a6xb7 xa8-c6 xd7 Ke2 Nh3 
8. Nxd7-eS-g4 xf2 xh3-f2 xhl c6 
9. P-d3-d4-d5 xe6xf7 K-fl-e4 h3 
f8Qt I Resigns (1-0) 

Forzoni - Rallo 
6. Ke8 d6 N-d7xf6 Ke7 Rb8! 
(! from Forzoni) 17. N-c3-e4xf6-d7 
xb8 d3 Kd218. P-f6-fS-f4-flxg2 
xhlQ Qxh2xgl 19. P-c3-c4-cS-c6 
xb7 xc8Q Q-g8 xgl Bh3 I Resigns 
(1-0) 

****************************** 
2. e6 d6 
seems to give Black sufficient play. 

Forzoni - Byway 
3. Nh3 Nc3 Bb5t 
gave a better result (development!) 
4. B-d7xbS-e2xdl 
S. N-f4 xe6xd8 Kxdl-e2 
6. Kxd8 P-d5-d4 xc3 xd2 xcINt 
7. aRxcl P-e4-eS-e6 xf7xg8Q Qxh8 
8. Nc6 Kd7 Ba3 Rxh8 Nb4 Bxb2 
Nxa2 xclt 19. Rxcl-blxb2xb7 xa7 
-a8xh8 xh7xg7t 110. K-c6-cS-c4-c3 
xc2-c3-d4-eS-f6 xg7 Ill. K-d3-d4-cS 
-c6 xc7-c6-dS Pf4 Pg4 Ph4 PfSI 
Resigns (1-0) 

****************************** 
Forzoni - Coast 
2. e6 Nh6 
looks promising. 

3. Nh3 Nc3 g3 
4. Q-f6 xc3 xc2 xdlt 
S. Kxdl b3 N-gSxe6 xf8 
6. Kxf8 d6 B-h3xfl Na6 f6 
7. P-b4-bSxa6xb7 Rxfl Kc2 ba8Qt 

8. Kt? Rxa8-e8xe3 xg3-g1xfl xclt 
9. Kd3 Rxcl-c6xd6-d4-h4xh6xh7 
xg7t I Resigns (1-0). Perhaps Black 
could have won with S. KP RXaS 
N-g4xh2xj1 xd2-b3 xalt 19. Kc3 
P-g4-g5 xj6xg7-gSR R xaS-hSxh7t 
(a tempo short oj Kd4! winning) I 10. 
Ke6-d5 N-b3 XcJ-d3 xj2-g4-f6xh7 c6. 
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8. g6 B-g7 xal Rxa8-b8xb3xe3xa3 
9. P-c3-c4-cS xd6xc7-c8R Rc3xa3-a4 

I O.K-c6-bS xa4-b4-c4-d4-e4-fS-gS 
Bd4t Ill. K-fl-e4 xd4-e3-f2 P-d3-
d4-dS-d6xe7-e8Q I Resigns (1-0) 
Black could have won with: 10. K-c6 
-b5xa4 P-h6-h5-h4-h3 B-c3 xd2-g5 
11. g4 K-g3 xh3-g2-f1 P-h3-h4-h5 
xg6-g7-gSQ 112. K-a3 xa2-b1 P-a6 
-a5-a4-a3-a2-a1Q Qa2 Bh4 QPt 

****************************** 
Coast - Forzoni 
2. Nh6 d6 
gave Black a good lead in 
development to compensate for 
material loss after 
3. Q-g4 xc8 xd8t 
4. Kxd8-d7 Nc6 e6 
S. B-a6xb7xa8 fl B xc6t 
6. K xc6 P-eS-e4 xfl xg2xhIQ 
7. Kf2 Nfl d3 Bd2 Nc3 Rxhl Kel 
8. N-fSxe3 P-g6-gS-g4xfl B-e7-h4t 
(0-1) 

****************************** 
Wood-RalIo 
2. Nf6 d6 
compare with the previous line 
3. Q-g4xc8 xd8t 
4. Kxd8 N-g4xf2xhI 
S. g3 B-g2 xhl xb7 xa8 
6. N-c6-aS-b3 xcl Kd7 e6 
7. Ne2 Na3 Rxcl N-c4 xd6xf7xh8 
I Resigns (1-0) 

****************************** ****************************** 
Wood-Byway 
3. Q-h5-g5Xd8t 
4. Kxd8 B-d7-b5xfl 
White's plan of exchanging queens, 
which does not pick up a minor piece 
in this line, proved to be inadequate. 
S. N-fl-eS-d7 xb8 Rxfl 
6. Rxb8 P-dS-d4xe3-e2xflQt 
7. Kxfl d3 B-e3 xa7xb8 Nd2 Bxc7t 

Forzoni - Wood 
2. Nc6 Nh6 
was good for Black 

3. b3 Nh3 Nc3 . 
4. d6 Bxh3-g4xdl 
S. Kxdl N-b5-d4xc6xd8 
6. Kxd8-d7 N-f5-g3 xhlxf2t 
7. K-e2xf2 B-a6xb7xa8 Ba3 g3 
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Coast- Wood 
2. Nf6 g6 
followed an eccentric course: 
3. Q-flxf6 xh8 
4. e6 Q-f6xh8-g8 
S. B-d3 xg6xh7xg8xf7t 
6. Kxf7 B-g7xb2xal-b2xcl 
7. N-c3-bS xc7 xa8-b6 xc8-d6t 
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8. K-e7xd6 N-c6-e5-g4xf2 xhl.Ba3 
9. P-h3-h4-h5-h6-h7-h8Q Q-a8 xa7 
xa3t 110. K-c6-b6 N-f2-e4xd2-bl 
xa3-c4xe3 xg2t Ill. K-d2-d3-c3-b3 
N-f3-el xg2-f4 xe6-f4-d31 Resigns 
(1-0) 

1. NO 
****************************** 
2. e6 Nf6 
was the reply in 4 games out of 5. 

Rallo - Byway 
3. e3Bb5Qe2 
worked out well for White. 

Perhaps 
4. N-c6-d4 xe2xc1 could be tried. 
Played was: 
4. b6 B-a6xb5 xe2 
5. K xe2 b3 B-b2xf6 xd8 
6. Kxd8-c8 B-a3-b2xal Na6 
7. N-c3-b5 xc7 xa8 Ng5 xf7xh8 
8. B-b2-Ba3 N-b4xc2 xe3-g4xf2xhl 
9. K-d3-c4-b5-a6xa7 N-f7-g5 xe6 
Nxb6t (1-0) 

Wood - Forzoni 
3. e3 Ke2 Nc3 
If this was meant to protect the Q it 
failed, but led to a fine positional 
battle. 
4. N-e4 xf2 xdl xc3t 
5. be3 B-a3xf8-e7xd8 
After series 5 Black has no pieces 
developed and no material 
compensation. 
6. Kxd8-e7 N-c6-b4xc2 xal 
7. N-e5xf7xh8 Kf3 B-a6xb7xa8 
(Kf3 here was a neat touch) 
8. P-d6-d5-d4 xe3 xd2-dlR Rxh1xh2 
9. K-e3-d4 N-f7-g5-f3 xh2 B-e4xh7 
g31l0. B-a6-c4xa2-blxh7-g6-f7-e8 
Pg6 c6lll. P-g4-g5 N-g4-f6xe8-c7 
-b5 xa7-b5-a3-c41 Resigns (1-0) 

VAriAnt Chess 

Rallo - Wood & Forzoni 
3. d3Be3 Kdl 
This seems bizarre, and suggests that 
Rallo is playing directly for Italian 
Mate. The advantage of development 
over material is seen in: 

Rallo - Wood: 
4. N-d5 xe3 xdl xf2 
5. K-el xf2 N-e5-c6xd8 
6. N-c6-d4-f5-g3 Kxd8 Nxhl t 
7. K-e3-d2 Pd4 e3 Nc3 Be2 Rxhl 
8. P-h6-h5-h4-h3 xg2 xhlQ Q X h2 
xe2t 19. Nxe2 K-d3-c4-b5 P-d5 xe6 
xf7 N-d4-c6t Italian mate (1-0) 

Rallo - Forzoni: 
4. N-g4 xe3 xdl Na6 
5. N-c3xdl N-e5-c6xd8 
6. B-a3 xb2 xal Ke7 Rxd8 Pd6 
7. d4 e3 Bxa6xb7 xc8-b7 xa8 
8. P-e5xd4-d3 xc2 R xa8 cdlN Nxf2 
xhll Resigns (0-1) 
In the second game Rallo avoided 
opening a file for R at series 5 when 
he could have captured e or f pawn. 

****************************** 
Rallo - Coast 
2. e6 b6 
3. d3 Be3 Kd2 
Third time lucky for this series. 
4. B-b7xf3 xe2xdl 
5. Bg5 N-c3-b5 Kc3 Nxc7t 
This was Italian mate, but owing to a 
misunderstanding about the rules he 
had to do it all again: 6. Q xc7t 
7.Kb3 P-d4-d5-d6xc7-c8Qt. (1-0) 

1. d3 
****************************** 
2. d6 f6 occurred three times. 
A weak line, which lost twice, was: 
Byway - Coast & Rallo 
3. g3 B-h3 xc8 
4. Qxc8-f5 xd3 xdlt 
5. Kxdl P-e3-e4-e5-e6 (diagram) 
The cramping effect of the pawn is 
not worth the time expended. 

Byway - Coast 
6. N-d7-c5xe6 Pg6 B-h6xcl 
7. Nc3 Rxcl Kd2 N-f3-g5 xe6xc7t 
8. Kd8 R-c8 xc7xc3 xg3-gl xclxhl 
9. P-h3-h4-h5 xg6-g7xh8Q Qxh7xhl 
Kdl110. P-a6-aS-a4-a3 xb2-blB 
Bxa2-d5 xhl-c61 Resigns (0-1) 
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Byway - Ralio 
6. g6 B-h6xcl xb2 Nc6 Kf8 
7. Nc3 Nh3 R-bl xb2 xb7 xa7 xa8t 
8. Nd8 P-f5-f4xg3 xf2 N-f6-e4 flQt 
Italian mate. (0-1) 

Wood-Coast 
3. B-h6xg7xh8 got a better result, but 
Black didn't seem to be doing badly, 
even with ?Qc8 in series 4. 
4. B-g4xe2 xdl Qc8 
5. g3 B-h3 xc8 xb7 xa8 
6. B-g7xh8 B-f3 xa8xhl Kf7 
7. P-c3-c4-c5 xd6 xc7 xb8Q Qxg8t 
8. Kxg8 f5 Bxb2xal B-e4xd3 xbl 
Kf719.P-g4 xf5-f6 xe7-e8R Kd2 
Rel xbl xall Resigns (1-0) 

****************************** 
2. d6 Nf6 
This natural line occurred twice. 

Byway- Wood 
3.N-c3-e4xf6t After this White had 
nothing and fell into a mating net. 
4. ef6 B-g4xe2 xdl 
5. B-g5 xf6 xd8 Rxdl Kd2 
6. P-d5-d4 Kxd8 Be7 Re8 Bg5t (0-1) 

Byway - Forzoni 
3. B-g5 xf6 Pf3 took a leaf out of 
Black's book and was rewarded with 
a quick mate of his own. 
4. ef6 B-h3 xg2xhl 
5. Nc3 Qd2 Ne4 Qe3 Nxf6t (1-0) 
****************************** 
A question mark hangs over l.d3. 
White needs a convincing reply to 
2. d6 f6. More experience is needed 
to test the significance of White's 
65% score. 
****************************** 
Experts may like to check how many 
of these openings were 'invented' and 
how many were 'borrowed' from the 
Italian Progressive canon. 
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RESHAPING ,.HE 
CHESSBOARD 

Introduction 
by George Jelliss 

Numerous proposals have been 
put forward over the years for altering 
the shape of the chessboard. Here we 
examine some of the possibilities that 
modify the board slightly, perhaps 
requiring modification of the opening 
position, but do not enlarge the board 
to an extent that would need the 
addition of new forces to cover the 
space, nor reduce it so much that 
some pieces are made redundant. 

The simplest such variants are 
those that omit or add ranks, 
changing the square to a rectangle. 
The minimal case is the 8x4 board 
where there are no vacant squares at 
all, but White has immediate mates 
by pxB. Play on the less compressed 
8x5, 8x6 or 8x7 boards however 
seems perfectly possible. 

Also on lengthened boards 8x 9, 
8 x 10 and so on, though on larger 
boards it would seem advisable to 
increase the forward move-power of 
the pawns, and perhaps the knights. 

On these longer boards (and 
other enlarged boards) I have 
peviously proposed the use of Opting 
Pawns (VC6, p.70) which are able to 
make the optional double forward 
move wherever they are on the board. 
The double move remains subject to 
en-passant capture if it passes over a 
square guarded by an opposing pawn. 
An opting pawn on the third
from-last rank can thus reach the 
promotion rank in one move, 
unhampered by e.p. capture since no 
pawns inhabit the back rank. 

V"ri"nt Chess 

Probably the best known variant 
with a reshaped board is Morley's 
Game, described in the delightfully 
written little book of reminiscences 
by F. V. Morley, My One Contrib
ution to Chess (1947), in which he 
adds a 'corridor' of six squares to 
each side of the board. 

Much of the book is about his 
father F. W. Morley, a mathematician 
who in 1899 (though this is not 
mentioned in the book) discovered 
'Morley's Theorem', an elegant and 
surprising result which shows that the 
trisectors of the angles of ill!Y triangle 
meet in three points that are the 
vertices of an equilateral triangle (For 
an account see H. S. M. Coxeter's 
Introduction to Geometry, 1969). 

F. W. Morley was also an 
occasional chess player and before 
emigrating to the USA in 1887 to 
become Professor of Mathematics at 
Johns Hopkins University, Baltimore, 
he stopped off at Simpson' s Divan on 
17 September 1886 to play three 
games with the famous H. E. Bird, 
losing two and winning one, which 
went as follows (old style notation 
seems appropriate on this occasion): 
1. P-K4 P-K4 2. Kt-KB3 Kt-QB3 3. 
P-Q4 pxp 4. KtxP B-B4 5. B-K3 
Q-R5? 6. Kt-QB3 BxKt 7. BxB 
KtxB 8. QXKt Kt-B3 9. KKtP-Kt3 
Q-Kt5 10. B-K2 Q-K3 11. P-K5 
Kt-Kt! 12. Castles (Q's side) 
P-QR3? 13. B-Kt4 Q-QB3 14. P-K6 
Kt-B3 15. pxQP ch. BxP 16. BxB 
ch. KtxB 17. KR-Kl ch. K-Ql 18. 
QXKtP R-Kl 19. RxR ch. KxR 20. 
R-Kl ch. K-Ql 21. Q-Kt8 ch. and 
White wins. 

Later in the book F. V. Morley 
transfers this game to the new board: 

After White's 9th move. 
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He remarks that "Between 
players who wished to stick to the old 
openings the first 8 moves might well 
have been the same." ... "00 the 
ancient board, Bird at his 9th move 
was in serious trouble." But on the 
corridor board he could play 
9 ... Q-KRC4 (KRC being 'King's 
Rook's Corridor'). "Whether that is 
or is not a good move I must leave to 
more competent analysts." 

In chapter 6 he describes chess as 
a 'dromenon' which is ..... a pattern of 
dynamic expression in which the 
performers express something larger 
than themselves, beyond their powers 
of speech to express and a therapeutic 
rhythm in which they find release and 
fulfilment..." (from Jane Harrison 
Ancient Art and Ritual). Could that 
be why we play Variant Chess? 

In the last two chapters of My 
One Contribution to Chess F.V.M. 
makes a second contribution to the 
subject by adding further corridors to 
the other sides of the board, behind 
the kings, to make a 'double corridor 
board' which restores perfect square 
symmetry. He gives knight's tours on 
the two new boards, constructed by 
Euler's method. 

In this he was anticipated by 
Ernest Bergholt who had used this 
88-cell board in 1918 to illustrate his 
method of constructing tours in 
'perfect quaternary symmetry'. (This 
is in fact a form of binary symmetry 
giving an impression of quaternary 
symmetry on boards where true 
quaternary symmetry is impossible. It 
is a mixture of rotary and axial 
quaternary symmetry.) This example 
is among the memoirs on the subject 
that he sent to H. 1. R Murray: 
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Troitzky Chess 
by Paul Byway 

Inspired by a remark of the 
famous end-game study analyst 
Troitzky that checkmate by two 
knights is possible if you add two 
extra squares to the board behind 
each back rank I expand this idea into 
a proposal for 'Troitzky Chess' . 

The following is a quote from the 
preface of Troitzky's Collection of 
Chess Studies: "Tchigorin and 
Schiffers became my good friends 
and both were much interested in my 
experiments to devise a game of chess 
for four players, and a game 
complicated by the addition of four 
extra squares to the board." Further 
detail is not given there. Does anyone 
know if he wrote more fully on these 
ideas elsewhere? 

As well as adding the four 
squares proposed by Troitzky, I also 
remove the four corner cells, putting 
the rooks initially in the royal 
annexes instead. Then, for symmetry, 
I also add extra squares at the ends of 
the central ranks, to give a 
near -circular board. 

Pawns promote on the farthest 
square of whatever file they are on. 
Castling is by king swapping places 
with an adjacent rook. Since the 
rooks are initially in the annex, under 
this castling-by-interchange rule you 
could have doubled centralised rooks 
after 1. OOO!? It seems that a corner 
rook stops the wing unravelling, so in 
Troitzky chess devastating wing 
attacks may be normal. After From's 
Gambit (l.P-KB4? P-K4!) Black 
threatens to win the rook's pawn with 
check, and White is in a bad way. 

VAriAnt Chess 

The centre game: 1. P-K4 P-K4 
2. P-Q4 pxp 3. QxP 000 4. 000 
NQB3 is probably slightly better for 
Black. 3. QxP threatens the QRP, but 
it might be poisoned, for if he takes it 
Black would reply NQB3 gaining 
time and the wing is secure. 

On this board, as Troitzky 
showed, N + N can checkmate, with 
the aid of the K. Here is an 
illustrative endgame. 

abcdefghi 

1. Nd7 Kg9 2. Ki7 Kh9 3.Kh7 Kg9 4. 
Ki8 KflO 5. Kh8 KelO 6. Kg8 KflO 
7. Kf8 KelO 8. Nc9t KflO 9. Nd9t 

Values of the pieces on this 
board: The rook is valued at 4Y2 
pawns and it needs to be centralised, 
since its range is then greater. The 
mobility of the knight (measured by 
the average number of moves it can 
make from each square on the open 
board) is increased from 5.25 to 5.65 
and of the bishop from 8.75 to 9.35 
while that of the rook reduces from 
14 to 13.76. 

George Jelliss notes that 
alternative opening positions are 
possible in which all eight pawns are 
guarded initially, e.g. with K and Q 
in the annex and the other pieces 
moved inward one file, but castling, if 
permitted, would need to be redefined 
once again. 

Open Plane Chess 
by George Jelliss 

In this fmal idea I propose doing 
away with the board edges altogether! 
Without some restriction on moves, 
the kings could retreat indefinitely 
and no mate would be possible. 

page 93 

;o<\utumn 1997 

Rule (1): No group ofn men may, 
have more than ./ n cells between it 
and the nearest man. Where the root 
is taken to the nearest whole number. 

This rule ensures the forces do 
not lose contact by drifting off into 
far separated groups. In the opening 
position the white and black groups 
of 16 are separated by .,/ 16 = 4 cells, 
which is thus at the required limit. 

When n = 1 the rule implies that: 
No man may move to where it is 
more than two king moves from the 
nearest man to the arrival cell. This 
stops the mobile pieces riding off into 
the distance. 

A further implication of the rule 
is that: A move that results in a group 
violating rule 1 is prohibited. Thus if 
piece A is the only piece two king 
moves from piece B, then piece B can 
only 'orbit about' piece A. 

Initially the 'board', in the sense 
of all cells where a single piece may 
exist, is 12 x 12, but as the game 
progresses the outline may change. 
The cells to which actual single 
moves can be made will cover a 
smaller area than this, as illustrated 
here for the opening position. 

Rule (2): A pawn promotes when 
it reaches a cell where it is not 
blocked. yet cannot move. This is 
because to move would take it more 
than two steps from any other man. 

These concepts should also be 
extendable to Open Space Chess. 

Alternatives to rule 1 allowing 
capture by 'stranding' men, or groups 
of men, might be worth considering, 
but I've not found a workable 
formulation. With only two kings left 
whoever moves would win by moving 
away, which seems unsatisfactory. 
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F;5c~erandorn;5at;on 
by Peter Wood 

FISCHERSCHACH 
Rochade Europa reported a 

Shuffie chess tournament in Leipzig 
which attracted 26 players. The 
tournament was labelled as Fischer 
chess, but his reported castling rule* 
(see VCI8, p.174) was not adopted. 

The pieces were separately 
randomised for each of the 5 rounds, 
the only restriction on this being that 
Bishops were on different coloured 
squares. Black's randomisation was 
the same as White's (mirror image), 
and there was no castling. 

The winner of the tournament 
was U. Voigt of Leipzig with 5 out of 
5; second was R Schone of Potsdam 
(ELO rated 2355), third equal were 
A. Peters of Leipzig and R Voigt of 
Bohlen, all with 4 points. Out of the 
65 games only 8 were drawn. 

Here are two games. Unfortun
ately, presumably because of time 
pressure, the full scores are not 
available. The notes are from 
Rochade Europa. 

K. Damering - K. Hauer 
Randomised a/h: BNKBQNRR 

1. e4 e6 2. b3 f6 3. Nc3 Nc6 4. Qe3 
Be7 5. Nb5 b6 6. Qg3 e5 7. NeJ a6 
8. Nc3 Nd4 9. Ncd5 Nfe6 10. ReI 
Nc5 

11. B:d4? (11. d3) 11.... N :e4 12. 
QfJ e:d4 13. N:e7+ Q:e7 14. Nc4 d5 
15. Nb2 Qa3 16. R:e4 d:e4 17. QfS+ 

. Kb8 18. Kb1 Qc5 (Exchanging 
Queens leads to the destruction of 
Black's pawn structure, giving White 
more counterchances. 18.... Qb4 is 
better.) 19. Q:c5 b:c5 20. Na4 c4 

21. b:c4 Ka7 22. cJ eJ 23. f:eJ d:eJ 
24. d:eJ B:g2 25. Rg1 Rb8+ 26. Bb3 
Be4+ 27. Kc1 g5 28. Nc5 Bg6 
29. Nd7 Rbe8 30. N:f6 R:eJ 31. Nd5 
Re5 32. N :c7 Rf8 33. Rg2 The game 
was eventually drawn. 

U. Voigt - R. Schone 
Randomised aIh: NRRBBKNQ 

1. d4 b5 2. NfJ Nb6 3. e3 Nf6 4. Be2 
c6 5. b3 d5 6. Ne5 Ne4 7. fJ Nd6 
8. c3 c5 9. Nc2 c4 10. Nb4 f6 
11. Ng4 h5 12. Nf2 Bg6 13. Rb2 
Rb7 14. Na6 Nd7 15. b4 NfS 16. e4 
NeJ+ 17. Kgl d:e4 18. N:e4 Rb6 
19. Nac5 N:c5 20. N:c5 Rbc6 
21. Bd2 Nd5 22. a4 a6 23. g3 e6 
24. f4 h4 25. BfJ h:g3 26. h:g3 
Q:h1+ 27. K:h1 Bf? 28. Ra1 g5 
29. a:b5 a:b5 30. f:g5 f:g5 31. Nd7+ 
Kg7 32. Ne5 R6c7 33. Ra6 Bf6 
34. Ng4 Be7 35. Rbl Rc6, and W 
won some moves later. 

Despite these interesting games 
that resulted with no castling, I 
believe that the option to castle (often 
taken for granted) enhances the 
game. The Fischer rule* is too 
complicated in my opinion; I would 
keep the K and Rs on their original 
squares, just randomising the other 
pieces (making sure that Bishops are 
on different coloured squares). 

* Fischer castling rule: 'the King 
must stand between the Rooks. 
Castling either side is permitted, but 
the final castled position must be 
identical to an orthodox castled 
position, e.g. Ral, Kbl;. castle 000: 
Kcl, Rdl '. 

COMPUTERANDOM 
In VClO, p.197, it was predicted that 
computer companies would add a few 
variants to their programs as a selling 
point. In the latest Countrywide 
Computers leaflet advertising Hiarcs 
5 we read: '(it) can even play 
Shuffle Chess'. Well it is a start! 
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Variants Tournament 
at Hampstead 

Martin Blaine Memorial 
by Mike Pennell 

An evening tournament at 
Hampstead on August 6th attracted 
12 entrants (7 from the Hampstead 
Club) and consisted of 2 rounds of 
losing chess, 2 rounds of pocket 
knight chess and 2 rounds of 
randomised chess. Although a plug in 
Ray Keene's chess column in The 
Times a couple of days before the 
event resulted in a few telephone 
enquiries the weather on the night of 
the tournament was rather unkind so 
not all promised entrants turned up. 

Peter Wood made the journey 
from Hastings and John Beasley came 
from Harpenden but the winner was 
chess bookseller Mike Sheehan from 
Surbiton with 4Y2 who edged out 
Peter Wood (placed second on sum of 
opponents' scores). 

Mike Sheehan won a hand
painted chess set from Peru while 
Peter Wood had to be content with a 
copy of Victor Keats' autobiography 
Alemoirs of a Chessnut. Other prize 
winners were Gordon Cadden 
(Hampstead) 4, Bruce Rotherham 
(Hampstead) 4 and John Beasley 3Y2. 
Non prizewinners had to be satisfied 
with offers of packs of free chess 
postcards. 

Mike Pennell organised the 
tournament and donated the prizes. 
The tournament was named after 
Martin Blaine, one-time Hampstead 
President, who died in 1995 and who 
played the following game of 
randomised chess on Board 3 of the 
match Combined Universities v. 
Hatppstead in 1953, reported in the 
BCM at the time. 

L J. Good - M. Blaine 
Randomised aIh: NRKBBNRQ 

l.e4 e5 2.Ne3 c6 3.Nf5 Ne6 4.g3 g6 
5.Nd6t Kc7 6.Nxe8t R xe8 7.Nb3 
BgS 8.Bg4 Rbd8 9.c4 Qf8 1O.h4 Bh6 
I1.Be2 Nb<> 12.Kc2 as 13.a4 Qb4 
14.d3 Q xa4 IS.Bc3 NcS 16.Ral 
Q xb3t 17.Kbl Nba4 18.Ra3 N xc3t 
19.Kal Qa2t! (0-1) 20.R xa2 Nb3! 
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minD SPORTS OlymPIAD 
by Peter Wood 

This la\'ish e\·ent took place at the Royal Festival 
Hall, London, from Monday the 18th to Sunday the 24th 
August. Credits and congratulations all round: an 
enormous amount of effort must have gone into 
organising this mind sports bonanza and as a reporter and 
competitor I pronounce it a success. Those who could and 
should have attended missed a great e\'ent. 

The sheer amount of games and events was 
staggering: chess, Chinese chess, shogi, backgammon, go, 
draughts (both the 8x8 and IOxlO varieties), bridge, 
mastermind (the game), rurnrnikub, a jigsaw puzzle 
competition, IQ tests, memory tests, MENSA testing, 
computer programming ...... the list goes on and on. 

Randomly walking round the six floors of the 
building one stumbled across rooms where gin rummy and 
mah jong were being played, stratego and othello 
tournaments on the open balcony overlooking the Thames, 
chess games being demonstrated by the side of a staircase, 
an art exhibition and R C. Bell's display of antique 
games on the top floor, and in an appropriate darkened 
recess, Magic the Gathering. 

On the last day the large main hall was packed with 
people at separate tables in rows (like an exam room) 
solving the Times crossword puzzle. In a Games 
Workshop one could learn to play new games and then try 
them out, or in another area hire games and play them (a 
good way to involve the children, although a particularly 
noisy Hippo game had to be removed on about the third 
day). There was truly something here to involve everyone. 

Not least the event gave people who play only one 
game (chess for example!) an opportunity to see that other 
challenging games do exist and to learn them; to make 
them less blinkered perhaps. Your reporter was much 
attracted to 10 x 10 draughts - a world game "irtually 
unknown in this country; and the hunt is on in the loft for 
that old Stratego set. 

The most popular new game that people wished to 
learn was without question Owari (aka mancala), the seed 
laying game from Africa. There were always great crowds 
playing on the demonstrators' splendid wooden 
equipment, or just spectating. 

Chess variants being demonstrated at the commercial 
tables were Bee Brain Super Chess Honeycombe 
Hexadoug, by its inventor, thickset bearded Doug Reid, 
and Chaturanga and Enochian Chess by Steve Nicholls. 
There were two chess variants played: Shogi and Xiangqi. 

The strong 5-day Shogi tournament was won by 
Eric Cheymol from France with Tony Hosking second 
(a fine result - he must have read his own book 
carefully) and Steve Lamb third. This was actually a 10 . 
player all-play-all tournarnent and unusually everyone 
beat all those below them in the final table and lost to all 
those above them (no draws). 

Both the 15 minute weekend Shogi events were won, 
by Mike Sandeman. beating Y. Sumi (Japan) into second 
place on the Saturday. and T. Shiose (Japan) and Paul 
Smith (equal second), on the Sunday. 

The 5-day 10 round Chinese Chess event was won 
by Woo Wei Cheung of France with 9 points, half a point 
ahead of Chen Fazuo (England), who was leading until 
the 8th round when he lost against the German Norbert 
Schaefer. Da,id Young was in third spot. Billy Lo won 
the junior prize - he had entered originally for just the 
western chess tournament in the morning, and only learnt 
Chinese Chess on the first Monday of the tournament. 
Appropriately he also won the junior IQ event. 

The European Chinese Cbess Championship, 
which took place on the Saturday and Sunday. was a 
prestige event - it was the first time it had been held in 
this country for almost 10 years. It attracted 33 
competitors, including 9 players from France, 5 from 
Holland, 4 from Germany. and one from Japan. All the 
top English players were competing. It was a very hard 
fought 7 round tournament. 

On the first day the reigning champion T. T. Dang 
(France) lost to Say Ty Hua (France), while Chen Fazuo, 
after fortuitously dra,,,ing against Claus Tempelmann of 
Germany in round 3, then lost against Wang Shunqi, v,ho 
was suffering dreadfully from a heat rash and played with 
a towel round his neck and half his face. 

Chen Fazuo pulled himself together on the last day 
and won all three of his games, the last round one quickly 
against K. D. Phung of France. Say Ty Hua, by winning 
against Laurent Kim (France), had the same number of 
points as Chen. This left the crucial game in the last 
round as that between Dang (half point ahead of the field) 
and Wo Wei Cheung. In a long tense struggle Cheung 
finally overcame Dang in the endgame and thus ensured 
there was to be a new champion. 

Three players were tied for first place on 51;2 points. 
On board count (30: 291;2: 281;2 points) Say Ty Hua 
became European Champion, with Woo Wei Cheung 
second, and Cben Fazuo third. These two events were a 
great success for Chen and confirm him as England's 
leading player, and indeed as one of Europe's best players 
too. In this tournament congratulations are also due to 
Khan Hoa La (England). beating W. O. Cheung (Holland) 
in the final round, he finished in equal fourth place with 
Dang, a splendid result for him. The best non-asians were 
Paul Byway, Claus Tempelmann, and Norbert Schaefer on 
4 points. The first named had a good victory against 
C. K. Lai in the last round. 

Chinese grandmasters Li Laiqin and XU Yinchaun 
were present for the European Championship. Li Laiqin 
gave a simultaneous display on the Sunday when he 
conceded about 3 draws in some 18 games. 

All in all it was a most enjoyable and stimulating 
week. Skandia, the main sponsors, are supporting the 
Mind Sports Olympiad for the next two years. All those 
who missed it this year, let's see you next year! 
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Conflict Chess 
by Derick Green 

These are the rules to a chess variant that I hope may 
appeal to both chess players and board wargamers. There 
are many compromises but I feel that Conflict Chess 
manages to retain the spirit of both chess and board 
wargames. A chessboard and pieces are set up as in 
standard chess. Two six-sided dice will also be needed. 

(l) Mo,·ement. All pieces move as in standard chess, 
with two exceptions: (a) Pawns have the option to move 
one square diagonally fonvard without capture. (b) The 
King mm'es the same as the Queen in standard chess and 
there is no castling. 

The Kings and Queens are 'Leaders' while the Rooks, 
Knights and Bishops are . Officers' . There is no check or 
checkmate since the aim is to remove the opponent's 
Leaders, i.e. the King and Queen and any promoted 
Officers (see rule 4 below). 

For a Pawn to be able to move it must be within four 
squares of an Officer or Leader. For an Officer to move it 
must be within four squares of a Leader. These conditions 
apply from the start of the move. (David Pritchard notes 
that the loss of one Leader may severe~y limit officer 
movement - this is intentional.) 

(2) Terrain. At the start of the game four coins are 
placed in squares e4, f4, cS and dS. These squares are now 
Terrain squares. 

Pieces may move onto but not through terrain 
squares. Knights may not jump over terrain squares. Line 
pieces may move freely along the diagonal al-h8. 

(3) Combat. Each piece has a combat strength which 
is also used in defence: Pawn 1, Knight and Bishop 2, 
King and Queen 3. The Rook if attacked uses the combat 
strength of the strongest attacking piece. When supporting 
an attack, the Rook uses the combat strength of the 
strongest friendly piece. A Rook attacking alone counts 2. 

For an attack to take place a piece must have moved 
into the attacking position that turn. To perform an attack, 
a piece or pieces must be able to make a legal move to the 

square occupied by the defending piece. Any number or 
pieces may combine their combat strengths into a single 
attack. If the defending piece occupies a terrain square its 
combat strength is doubled. 

Attacker and defender roll a six-sided die and add 
their respective combat strengths. The highest total wins. 
In the event of a tie the defender wins. The odds are 
always in favour of the attacker. 

If the attacker wins, the defending piece is removed 
from play and one of the attackers must be moved into ~e 
now vacant square. (Or in other words, the capture IS 

permitted. It is additional to the move already made.) 
If the defender wins, the defender may move one of 

the attacking pieces back to its starting position. In the 
case of Pawns, Rooks or Knights, the choice of 
replacement square is that of the victor, but must be a 
legal placement, i.e. white knights on either bl or gl, 
rooks on al or hI, pa\\ns on the second rank within the 
triangle of diagonals from the capture square. If there is 
no legal vacant square the piece is removed from play. 

(4) Promotion. Upon reaching the opponent's back 
rank, a Pawn promotes to an Officer and an Officer 
promotes to a Leader. 

Example Game 
The following is a short game score. This is not 

offered as an example of good play but rather as a 
(colourful! - Ed.) example of general gameplay. 

White Derick Green Black Matthew Brown 
1. d4 e6 2. Bf4 Bc5 3. Ka5 (K + P versus B: K = 3, P = 1, 
B = 2, doubled because of terrain square. White die roll S 
for a total of 9. Black die roll 3 for a total of 7. So 
Pd4xBc5.) Na6 4. c5-b6 a diagonal Pawn move (B + P 
versus Pc7. White total 7. Black total 3. So Pb6xPc7.) f6 
(blocking the chance of an attack on the Queen by B in 
addition to P). 5. c7-b8R (R versus B. White Rook 2 + die 
roll 3 = 5. Black Bishop 2 + die roll 2 = 4, so Rb8xBc8) 
Qc7 (K + Q + R versus R. Black K3 + Q3 + R3 + die roll 
of6 = 15. White R3 + die roll of 1 = 4. So Ra8xRc8). 

6. Kb6 (K + B versus Q. White 9. Black 7. So Kb6 XQc7) 
Kd8 (K + R + N versus K. Black 9. White 9. So K-e8. 
Black K is retunied home.) 7. Kd8 (K versus K. White 6. 
Black 4. So Kd8xKe8). 1-0. 
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PROBLEM PAGES 
conducted by Ronald Tumbull 

Highland Cottage, Gatelawbridge, Thornhill 
Dumfriesshire DG3 5EA, Scotland 

One of the livelier chess columns 
is the one in the Sunday Express 
conducted by 13-year-old IM Luke 
McShane. The boy's not so enmeshed 
in the crudities of the competitive 
game that he can't appreciate a 
problem, and he's starting off -
where else - with Sam Loyd. I quote 
from his column: "If Black, 
annoyingly, copies each White move, 
mate in 4 from the game array". 

Teasingly, McShane supplies no 
solution to: "with same stipulation, 
self mate in 8". Can anyone, or their 
library, come up with a solution? 

(As it happens the general editor 
has a collection of Synthetic Games 
of this type, orthodox and variant, to 
be published soon - If readers know 
of other examples, or have composed 
new ones he would be pleased to hear 
about them -write to GPJ.) 

(Sam Loyd, solutions page 99) 

Simonef s problem I have been 
selfishly holding back against a time 
of shortage. But if s so nice I can no 
longer keep it to myself. 

(192) The late Andre SIMONET 

Maximummer, Self mate in 2 

Circe continues to turn up neat, 
enjoyable problems. (Captured units 
are reborn on game-array square if 
vacant. R or S on game-array square 
same colour as capture-square. P on 
same fIle.) In Anti-Circe, the captor 
is reborn on its game-array square, 

and if that square is occupied the 
capture is illegal. 

(193) John RICE 

Circe Chess, Mate in 2 

(194) Luigi VIT ALE 

~ 

Circe Chess, Helpmate in 3,2 ways 

(195) Ronald TURNBULL & 
Mario VELUCCm 

Anti-Circe, Helpmate in 21,12,2 ways 

In Mars Circe, a unit is reborn 
before capturing, and the rebirth 
square must be vacant. In (196) WS 
guards e2, D, h3, and if BR moves to 
a dark-square it gives check. Stephen 
claims this as equalling the length 
record for wenigsteiner Mars Circe 
SHl, but the result lacks the heavy 
turgid quality sometimes found in 
'task' problems. 
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(196) Stephen EMMERSON 

Mars Circe 
Serieshelpstalemate in 11 

Circe Parrain: a captured unit is 
reborn, after the following move, 
transported from the capture square 
by a vector equal to that move. If 
result is occupied or off the board, no 
rebirth. So in (197), if l.Bxg8, Black 
could play 1.. .. Be5 (+BQd5)t, or 
1.. .. Bb2 (+BQa2), or 1.. .. Bal(no 
rebirth). From this somewhat 
contrived stipulation Valery Nebotov 
produces sparkling simplicity. 

(197) Valery NEBOTOV 

Circe Parrain, Mate in 5 

Bicolores: check is given by 
units of either colour. (This used to be 
known in English as Sensitive Kings 
which I find more descriptive - GPJ) . 
In (198), l.Kbl?? is illegal self-check 
by Black. 

(198) Mario VELUCCm 

Bicolores, Helpstalemate in 3 
(b) e4 + e7 
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Koko (Kolnlische Kontakt): 
moves must be to a square adjacent to 
an occupied one. So in (200), WK. is 
not in check as 1.. .. BxK?? is illegal. 
Meanwhile with (199) our judge 
reminds you that you only need a 
board and two chessmen for our 
Theme Tourney One. 

(199) Stephen EMMERSON 

Koko with Grasshopper 
Helpstalemate in 8 (2 variations) 
Helpstalemate in 9 (2 variations) 

(200) Ronald TURNBULL 

Koko, Mate in 2 
(b) remove WPh5 

Madrasi: two units of opposite 
colour (not kings) attacking each 
other are paralysed and may not move 
or give check. 

Duplex Ht2: There is also a 
solution in which White moves first 
and is checkmated on Black's second. 

(201) Luigi VIT ALE 

Madrasi Chess 
Helpmate in 2, Duplex 

C{)gri,mt Chess 

Isardam: moves leading to 
Madrasi-type paralysis are forbidden. 
So in (202), if Black l....hlQt, 
2.a8Q! defends as QxwK now illegal. 

After digging up several 
treasures in this difficult and 
interesting form, Stephen Emmerson 
and I public- spiritedly opened the 
gates to the rest of the world in an 
article in The Problemist, with 
immediate results in the form of 
theme tourneys at Kingston (Britain) 
and Andernach (Germany). 

(202) and (203) are not tough, 
and are 'entry-level'. So enter: we 
smile, we invite you to entangle 
yourselves within the sticky web ... 

(202) Erich BARTEL 

Isardam, Helpstalemate in 1 Y:z 
(b) a7 + b7 

The Royal Dummy in (203) has 
no power of movement. 

(203) Stephen EMMERSON 

Isardam, Helpmate in 2, 4 ways 
Royal Dummy e4 

(204) shows the power of a 
swarm of Grasshoppers, which move 
along queen lines to the first square 
beyond the hurdle. There are two 
solutions, each with two continu
ations on Black's second move 
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(sometimes written 2.1.2.1). (205) 
manages with fewer Grasshoppers. 

(204) Nikolay VASYUCHKO 

Grasshoppers 
Helpmate in 2, 2 ways 
each with 2 variations 

(205) Ian RICHARD SON 

Grasshoppers 
Helpmate in 3,2 ways 

The Jabber is a Grasshopper 
that bangs its head on the hurdle and 
falls back on the square before. In 
(206) Black could play l.Jc6-e4, 
giving check from J hI. Those whose 
problems have suffered under our 
cruel appraisal will not be surprised 
that jabbing comes so naturally to us 
editors. But are the rest of you still 
too tender-hearted to jab? 

(206) George JELLISS 

Jabbers, Serieshelpmate in 10 
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Anti-Andemacb: unit that 
moves without capture changes 
colour. If anyone else wants to 
compose any Anti-Andernacb two
movers, this journal will be happy to 
receive them as they give it 
considerable pleasure ... 

Anti-Andernacb 
Mate in 2 

Anti-Andernach 
Position after White's 4th move. 

Game so far? 2 ways 

Einstein: unit that captures gains 
mass P>S>B>R>Q (Qs unchanged). 
Unit that moves without capture loses 
mass Q>R>B>S>P (ps unchanged). 
Pawns do not promote and if on 
promotion rank are powerless. Pawns 
on home rank may capture, and move 
forward 1, 2 or 3 with en passant on 
either intermediate square. 

Einstein Chess 
Serieshelpmate in 10 

CO"ri"nt Chess 

Which leaves us with only one 
tough one for this issue - so, to 
those who like their brains left 
trembling like beached jellyfishes, 
apologies: for even (210) isn't 
altogether impossible. In Kamikaze, 
the capturing unit (but not king) is 
removed from the board as well as the 
captive. Irwin christens this 'the 
serried ranks of Titipu'. According to 
'The Mikado', these warriors 'never 
tremble, or they conceal it if they do' . 
However, the literary reference offers 
little help to solvers - or is it just too 
subtle for me? 

(210) Irwin STEIN 

Kamikaze, Seriesselfmate in 15 

Composers: I never dreamt you 
took my words so seriously... It's 
great to have so many pleasingly 
soluble problems, but it would also be 
nice to have one or two stinking 
difficult ones! 

Paul Raican has sent a correction 
of his Augsburg problem (168). It is 
still irregular Augsburg as the BQ is 
not permitted to separate into R + B. 
However, it would appear to be sound 
considered as Augsburg, White only. 

(168, version) Paul RAICAN 

Augsburg, R + B + S b6 
Maximununer Selfmate in 4, 2 ways 

(b) Kc7 + h6, also 2 ways 
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***************************** , 
Solutions to Sam Loyd imitative play 
games (Le Sphinx 1866): 
Mate: l:c4 c5 2:Qa4 Qa5 3:000 Qc3 
4:Qxc8t or l.d4 d5 2.Qd3 Qd6 
3.Qh3/Qf5 Qh6/Qf4 4.Qxc8t 
Selfmate: l.e4 eS 2.Ke2 Ke7 3.Ke3 
Ke6 4.Qf3 Qf6 S.Se2 Se7 6.b3 b6 
7.Ba3 Ba6 8.Nd4t forcing ex d4t 

***************************** 

SCORING: 
VC24: Maximum = 26 
(21 plus 5 cooks 
in 176,177,180,186,189) 
Stephen Emmerson 21 
Paul Raican 16 
Aubrey Ingleton 14Y2 
George Jelliss l3Y2 
Erich Bartel 10 
lan Richardson 10 
Luigi Vitale 5 
Mark Ridley 3 

VC23 late points 
A Ettinger 14 
Luigi Vitale 3 Y2 

******************************** 

CORRECTIONS: 
(154) Stephen Emmerson' s extra 

code-lines in the Popeye programme 
have found short solutions in this 
Jabber problem: but, embarrassingly, 
I've filed the cook itself somewhere 
invisible. 

(168) Raican, see in the previous 
column, for solving. 

(188) Note that this should be a 
joint composition, credited to Fayers 
& Emmerson, half each. 

****************************** 

I am delighted to present John Rice's 
award for problems appearing in 
Variant Chess 1995-96 (next page). 
He is to be thanked not only for his 
thoughtful judgment, but also for 
presenting it while the problems 
themselves are still fresh in our 
minds. Any claims of cooks, anticip
ations etc to me, before publication of 
VC26 please. 

****************************** 
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Variant Chess 1995-6 
Award in 

Composing Tourney 
by John Rice 

I have much enjoyed judging this 
tourney, but it hasn't been an easy 
task, mainly because the standard of 
the published problems turned out to 
be pretty uniform. However, in my 
view five problems stand out from the 
others, so these get the prizes. 

Ist prize: (109) Paul Raican 

Selfinate in 6: Maximummer 
l.Re8 l...Qf8t 2.Re7 Qfl 3.d8S Qf8 

4.Sf7 Qc8 S.SeS Qh3 6.Rd7 Qa3t 
l...Qa3t 2.KeS Qf8 3.Re7 Qfl 4.d8Q Qf8 
S.Qdst Qf3 6.Kd6 QxdSt 

Selfmate maximummers are this 
composer's speciality, and this is a 
very attractive example, with two 
ingeniously varied lines, each 
involving promotion of the WP and 
precise control of the BQ. 

2nd prize: (122) George P. Sphicas 

Circe & Neutrals, Seriesselfinate in 11 
l.gxh8nS (Sb8) 2.nSf7 3.nBxg6 (g7) 

4.nBxhS (h7) S.h8nB 6.gxh8nR (Bf8) 
7.nRxh6 (h7) 8.h8nQ 9.nQb2 lO.nBe7 
l1.nSxh6 (Rh8)tt Kxe7 (Bc1)t 

Again a speciality of the 
composer, this time a series-mover. 
The 4Ps top right all get promoted on 
h8, a considerable task in itself, and 
when if s combined with subtle Circe 
and neutral effects a very good 
problem results. 

V~ri~nt Chess 

3rd prize: (105) Erich Bartel 

Camel b6, Zebra c7, 
Kangaroo (X) a6, Nightrider e4, 

Seriesmate in 7, 4 ways. 
I.Kg4 2.f4 ... 6.f8N 7.Nxb6t 1.f3 

2.fxe4 ... 6.e8Z 7.Zc5t l.fxg3 ... 6.g8C 
7.Cd7t l.fxe3 2.exd4 ... 6.d8X 7.Xa5t 

The combination of Albino with 
4 fairy promotions is skilfully done. I 
hope the composer is happy with a 
BPg3 (as suggested by A. Ettinger). 

4th prize: (103) Giinter Glass 

Circe, Grasshoppers, Helpmate in 4 
l.Be6 (Ge8) Gb8 (Qd8) 2.Rb7 Gb6 

(Gbl) 3.Rb8 Kd6 (d7) 4.Gb7 Gxe6t 
Not the least attractive feature of 

this well-constructed helpmate is the 
final mating position, with the WG 
immune from capture. 

5th prize: 
(115) Nikolay R Vasyuchko 

Grasshoppers, Helpmate in 2, 2 ways 
l.Rxe4 Gf4 2.Bd6 fGd4t and 

l.Bxd6 Gb4 2.Re4 bGd4t. 
Umnov and Zihali effects, 

reversal of black moves and perfect 
construction make for a very nice 
problem. 
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Honourable mentions: 
1st BM: (119) Kapros. This 

composer knows what is required to 
produce a satisfying problem: reci
procal interferences by the 2 black 
Edgehogs and the 2 white Es, coupled 
with orthogonal/diagonal correspond
ence, provide a fitting memorial for 
the inventor of the Edgehog. 

2nd HM: (124) Gartser. An 
amusing illustration of the curious 
effects obtainable on the grid-board: a 
most appealing miniature. 

3rd BM: (149) Turnbull, 
Emmerson & Fayers. Humour is the 
predominant feature here too, with a 
witty use of Andernach chess. 

4th BM: (138) Shyichenko. The 
echoed mates turn an ordinary idea 
into a nice problem. 

5th HM: (118) Vasyuchko. A 
well-controlled series designed to get 
the Kangaroo one square to the NW 
for self-block purposes. 

Commendations: A further ten 
problems seem to me to be worth a 
commendation. They are given in 
order of appearance. 

(85) Hammarstrom: a neatly 
controlled switchback. 

(92) Vasyuchko: nicely coordin
ated solutions. 

(97) Sphicas: each promoted unit 
waits before moving to its [mal square. 

(10 1 ) Bartel: entertaining use of 
Mirror Circe rules, with neat twinning. 

(107) Tumbull: the key introduces 
two excellent variations to add to the set 
play. 

(111) Shvichenko: promotion to Q on 
different squares leads to two contrasting 
solutions. 

(1l7): Bartel: round-trip by the WK 
helps the Kangaroo to get to b8. 

(139) Pankratiev & MUller: familiar 
Ciree reciprocal change, but neatly done . 

. (ISO) Ingleton: neutral K makes for 
difficulty solving, but the sequence is 
attractive. 

(151) Cheylan: add Anticirce to total 
neutrality and you get a fiendishly 
difficult problem, but the effects are 
commendable. 

Congratulations to the composers 
of the honoured problems, and thanks 
for giving me a lot of enjoyment. 

John Rice, June 1997. 
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AUQ%BURGC~ 
TIP OF THE ICEBERG? 

by Ronald Turnbull 

Pieces of the same side may 
combine (problem A) and separate 
(problem B). This simple definition 
conceals a multitude of disputable 
points: and while many will enjoy 
such dispute for its own sake, if s a 
shame to spend a lot of time making 
up some chess problem only to find 
you've composed it within a 
non-existent stipulation. 

(A) Arno Tiingler 
Problemkiste 1996 

Augsburg Chess 
Seriesmate in 3, 3 ways 

(B) Erich Bartel 
Diagramme und Figuren 1969 

Augsburg Chess 
Helpmate in 2, 2 ways + set play 

1: A unit (excluding K) may 
move onto a square occupied by a 
same-colour piece, forming a 
combined unit. (Thus the P enters 
combination by orthogonal move, not 
by diagonal capture: also combin
ations such as S + S are quite OK). 

2: A combined unit may move as 
any of its components. 

VQl'iQnt Cftess 

3: Any part of a combined unit 
may move, leaving the remainder 
behind on the departure-square. 

4: CASTLING: any combination 
containing an unmoved game-array 
rook may castle. 

5: The game-array queen is 
considered as a combined piece and 
may separate into R + B. (The King, 
however, is not separable into Wazir 
+ Fers). All subsequent combined 
pieces are separable, so that we may 
talk without ambiguity of Amazon 
(R + B + S) etc. 

6: PROMOTION: if a combin
ation including pawn moves to the 
promotion-rank, each pawn-part pro
motes to S, B, R or Q (Problem C). 

(C) R Tumbull & P. Fayers 
after H. Schiegl, Feenschach 1969 

Augsburg Chess 
Helpmate in 4 

*7: PAWN ON HOME RANK: 
A pawn on home rank may capture 
diagonally in the normal way, and 
move forward I-sq. (So, of course, 
may any combination containing P.) 

*8: EN PASSANT: A combin
ation containing a pawn that moves 
forward two squares from the pawn 
rank can be captured en passant by 
any combination containing a pawn 
that can move (by a pawn move) to 
the intermediate square. 

Rules 1 to 6 have been used 
extensively in German magazines. 
The material I have been helpfully 
sent by Erich Bartel, from the very 
city of Augsburg, is inconsistent as to 
rule 7. In Die Schwa/be 1997, a 
combination including pawn may not 
abandon its pawn on the home-rank. 
However, in Probleemkiste 1996, the 
power of Rule 7 is attributed to 
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combinations including pa"n5, and ' 
by implication to solo pa"n5. Even if 
we forbid abandonment of pa"n5, we 
must attribute some (possibly null) 
additional power of movement to 
combinations including pawn on the 
home rank. So we don't actually solve 
anything by forbidding pa"n
abandonment. I therefore propose the 
adoption of *Rule 7. 

No problem has been offered 
involving en passant: *Rule 8 is the 
simplest and most reasonable of 
various possibilities. 

It now becomes clear that various 
problems, not all of them by Peter 
Fayers, seen in this magazine and 
elsewhere, are deviant Augsburg or 
worse. Rules used by Peter differ from 
Augsburg in three respects: 

El: Pieces may combine, but not 
kings, and NOT PAWNS either (not 
even when moving to promote). 

E2: The game-array queen is not 
separable, and Qs are distinct from 
(R + B)s. 

E3: A pawn may promote to any 
combination seen in the diagram, or 
generated during play. 

I feel that, while minor variations 
of existing stipulations are to be 
discouraged, this particular non
Augsburg is sufficiently different 
from the real thing to deserve to 
exist; and Peter has named it 
'Iceberg' on the spurious ground that 
'Eye' is the English for 'Aug' (which 
it is) and that 'Berg' is homophonic 
with 'Burg' (which it isn't). Problems 
D and E). 

(D) A. Bulavka & A. Mikholap 
Problemist 1995 

Iceberg Chess 
Helpmate in 2, zeroposition 

(a) -Bh6 (b) -Rhl 
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Serieshelpstalemate in 4 
(a) Augsburg, (b) Iceberg 

Note that in Augsburg, combin
ation is seen as a new way of moving 
orthodox pieces. In Iceberg, combin
ation is a way of producing new fairy 
pieces. This difference may produce 
further distinctions between the two 

Solutions to the 
Originals in VC24 

Comments by Erich Bartel, Stephen 
Emmerson, Aubrey Ingleton, George 
Jelliss, Paul Raican, !an Richardson, 
Mark Ridley, R. Turnbull, Luigi Vitale. 

171 Grigoryan. 4:g1R 5:Rxg6 
11 :glB 12:Bxe3 13:Bb6 16:e1S 19:5a4 
b4 'Kindergarten': pawns and 
underpromotions only - EB. Nice easy 
start - SE Originality doubtful, but 
enjoyability undeniable - RT 

172 Zarur. 1:Rf3 etc? ReS etc! 
l:Rf7. Neat miniature where W gets BR 
to show his hand ftrst - MR. To omit Ks 
is only a pretence at economy - SE 

173 Rice. l:a4 (2:Qd4) 1... R*a4 (or 
B*f6)/d*e4 2:Bd31Bb3 also 1... Q*b6/Sc5 
2:Q*dS/Q*b4 Difficult key, good variety -
SE. Neat unpins of WB, rest is 
embellishment - RT. Duals after a7,c7*Q, 
as these are real refutations of threat - EB 

174 Bartel 1... eSS for 2:elB 5:Bg7 
Sxg7 b)l... eSQ for 2:e1R 3:R*eS 5:Rg7 
Qf8 Neat, but lightweight certainly - IR. 

175 Emmerson. Remove BS and 
move WRc2 to h2. Can you see the mate 
in 2? I:Rd2! (2:Sc2#). I... S*e3(bSbS) 
2:Rd6 S - 3:R*S(wRhI) Ka2 4:Ral 1... 
Sd4 2:Rf2 Se2,S (for 3:Sgl) or Sc2 
3:R*S Ka2 4:RaI Pawns prevent check 
from e6 - could start wKdS (with 
unprovided checks). Even with the 
pawns, economy still outstanding, as is 
achievement of sixfold grab of BS - RT a 
lot of time for solving! - LV. 

176 Emmerson. -pBh6 (forced) for 
either -pBgS: 1:+pBgS +pBh6, which is 

. now mate as Black's pB has been 
deployed and can't interpose; or for Kg7 
(+Q)t: I:KhS +pBg7 - uncaptured piece 
not bishop, as this would be White's 
pocket one, illegalising the mating move. 

COAriAnt Chess 

forms when they are combined '\\ith 
Madrasi, say, or Circe. 

It is, however, already establish
ed that in Augsburg Maxi, the move
length is not multiplied when a 
combined unit makes the move. 

King-Augsburg, and a hopeless
ly complex Augsburg-both-sides-at 
-once, have been seen in Germany 
and elsewhere. However, due to the 
corrupt nature of Peter Fayers' 
wordplay, there's little space for 
hybrids between Augsburg and 
Iceberg. (Highbury?) Therefore, 
having contemplated problem F, you 
are requested to forget that you ever 
saw it as it spirals away to the limbo 

or TIIIRDLY Kg7(+S): 1:+pBhS +pBh6 
COOK by IR, PR. WSb5? Or accept as 
third solution? 

177 Richardson. I:Ke7 (+P) Kh5 
(+P) 2:Kf7 (+P) Kh4 (+P) 3:Kg7 (+P) h6 
- mate, as any further BK move creates 
illegal pawn-structure. COOK (many 
solvers) l:Kg7 K- 2:Kh6 g5t 3:Kh7 g6, 
while GJ cooks in orthodox sentinels 
l:Kg6 Kf3 (h3) 2:Kh6 Kg3 3:Kg5 f4 (h4). 
Start WKh4 to cure? One solver offers 
solution where mate delivered by WK. 
This interpretation of Alsatian has been 
given some credence (J. M. Trillon, 
Diagrammes), on grounds that BK can't 
move without creating illegal pawn and 
therefore doesn't check WK. However, 
this requires special stipulation: position 
with adjacent Ks is illegal under orthodox 
and therefore under Alsatian. 

178 Lorinc. I:Ke4 Kg4 2:Le3 Lhlt 
3:Ld3 SS and I:Ke5 SfS 2:Lf7 Kh6 3:Kf6 
Sg7 Pretty - SE. Bein oeuvre et bon 
exercise pour les solutionistes - PR. A 
real prima echo with ideal mates. I like it 
- EB. Perfect - GJ. With mating position 
restricted, indeed unique, achievement of 
chameleon echo (same mating position on 
different-coloured squares) is not 
particular reason to celebrate. Echo, per 
se, is a dull theme. This, however, is a 
delightful and perfectly constructed chess 
problem - RT 

179 Raican. I:Bdl ROg3 2Ke2 Bc4 
and l:Bb4 ROg7 2:Kc3 Bcl (verifY) Two 
well-produced model pin-mates: difficult 
but well worth while. Spent ages trying to 
mate BK on d3 - SE 

180 Jelliss. I:Kb7 2:JWc7 3:JWc4 
4:JWg4 but SE, PR COOK I:KdS 2:Ke7 
3:Rg4 4:JWxe6, and SE's computer 
solves in 3 by 1:Kb7 2:JWc7 3:Rf4 I like 
the idea of pieces having the added power 
of nothing. But tricky beasts - SE 
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reserved for those composed in. 
non-existent stipulations. 

(F) R Turnbull, Original 

Pawn-Iceberg 
Helpstalemate in 6 

Solutions to Augsburg page 106 

181 Rice. I :g4 with 7 continuations 
Clever variations, especially unpins of 
NdS-IR 

182 Lorinc. I :Qe5 Sd6 2:Rb5 Sc5 
and l:Bd6 Se5 2:Rd3 Sd4 Good 
correspondence - SE. Pity different B 
force used in the two parts - AI. Change 
of unpinning, blocks and mates. A 
wonderful problem! - EB. La symmetrie 
n'est pas adequate aux problemes - PR. 
Form does not permit intense fairy 
effects, and this would be completely 
satisfYing as an orthodox helpmate - RT 

183 Richardson. l:BxaS 3:SxbS 
5:Sxa7 6:SxcS 7:a7 lO:KbS 11 :b7 
12:Qxf7t A very nice series - GJ 

184 Bartel. .3:h6 Sxd2 4:hg Bxg7=P 
5:Rxh7 Rxh7=P A good puzzle - SE. 
Much too straightforward - GJ. 

185 Velucchi. l:Bh2S Ka6 2:SSP 
gfS 3:Bd7S Sd4P 4:c5 dcS 5:SdSP Sb7P 
Unexpected P-mate (SE). Fiendish! - AI. 
No thematic content, only really hard 
work to solve - EB. Anticipated Quartz 3. 
Composers please take care not to send 
versions of same composition to two 
outlets. (Originals sent here that are not 
accepted will usually be returned within 
one month.) 

186 Raican. Apologies to composer: 
this has two solutions. I :Sa6t Kb6 2:SbS 
QxbSt 3:Ke7 Qh2 4:Rd6 Qa2 5:c7t Sxd6 
6:cSSt SxcS 7:Kd7 QgS= and l:Sd7t 
Kb4 2:c7 Qxc7 3:SbS Qh2 4:Rd6 Qa2 
5:Kd7 Qh2 6:Rb6t Sxb6+ 7:Kc6 QxbS=. 
But sadly also computer-cooked in 6: 
I:Sa6213 Rb5t Sc7 4:Ra5t 5:Kd7 6: Kc7 
and others (SE) Bellissimo! - LV, of 
second solution. 

187 Lorinc. l:Ree5 for 1... Rxg7$ 
2:ReS$t cb$ and not 2:Rhf5$t? Rg3, e7$ 
I...Bxg7$ 2:Rhf5$t and not ReS$t Bf6$ 
Lovely dual avoidance: very neat - SE 

Solutions continued on page 104 
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by Paul Byway 

20 The Finches, Hertford 
Hertfordshire SG13 7TB 

Losing Chess 
So much came in on this subject 

that much of it must be held over to 
the nex1 issue. There are a couple of 
points arising from this activity. 

(1) My study from VCI8 proves 
to have a second solution: 2.a8=K 
Qel 3.Kab7 Qh4 4.Kbb6 Qh8 5.Kbb5 
wins. Apparently the Israelis don't 
alow promotion to King so I must 
append the stipulation 'Israeli Rules' 
to that one. 

(2) In VC23 a second solution 
was given to Dittmann 1987, but 
John Beasley justly points out that 
Dittmann stipulated 'in ten moves' so 
was no doubt aware of alternative but 
longer solutions. 

Fabrice Liardet is writing a 
book and is interested in hearing of 
anything published, especially studies 
and the history of losing chess. The 
address to write to is: 11, rue 
Fran<;ois Durafour, CH-1220 
Avanchet, Geneve, Switzerland. 

Here is a study he composed as 
an illustration of the elementary 
endgame. 

#22 F. Liardet 

Losing Chess: 
White to play and win. 

Solutions to the numbered Endgame 
Studies are on page 104 

VAriAnt Chess 

John Beasley has performed a 
great service to all fans of the Losing 
Game by gathering together as much 
as he coulq of the scattered material 
on endgame theory and studies, and 
making it generally available. 

(He has produced a JO-page 
listing 'Published material on end
game theory and endgame studies in 
Losing Chess '. The oldest refrrence 
in it is to P. Schel/enberg, Dresdner 
Schachkalender. 1901. a game-like 
ending. He also mentions Vemey, 
Chess Eccentricities. 1885; this has 
an article on 'Take Me' Chess but 
merely describes the game without 
giving examples of play - GPJ.) 

Please bring to his attention 
anything that so far may have been 
overlooked. (Address on front cover.) 
There follows one of John's recent 
compositions: much more to come in 
the next issue! 

#23 1. Beasley 

Losing Chess: 
White to play and win. 

STUDIES FROM GAMES 
Several candidates have come 

together by chance at this time, so I 
make a feature of them. 

Modem Courier Chess 
To start with, a position from 

play in MCC, which will serve as an 
excuse for some general remarks. 

A concept which is sometimes 
useful, as here, is that of a 
'pseudo-piece'. When a Fers enters 
the area of a Courier the two can be 
considered in combination, and such 
a combination I call a Friar. If they 
move on squares of different colour 
we have a Greyfriar, most useful in 
attack: otherwise we have a 
Blackfriar or Whitefriar, solid in 
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defence. In the initial array White, 
has, on the Queen's side, a white
squared Bishop and a Blackfriar: the 
Blackfriar stands defensive to the 
black-squared B of the opponent, 
which is a much more mobile piece. 

Elementary piece values suggest 
that F(1Y2) + C(2Y2) = B(3) + P(I), 
but such calculations mean little in 
MCC, from the width of the board 
and the number of short-range pieces. 

Position from Play 

Modem Courier Chess 
Position after Black's 54th move 

Position is all, and the diagram is 
undoubtedly much to the advantage 
of the Bishop. White's immediate 
problem is the distant pawn majority. 
The Courier can't stop the c-pawn 
because it covers the \\'Tong files; the 
Fers is trapped on the King's side by 
the Bishop, and after 55. Chi b6 56. 
Gf2 c5 57. b xc5 b xc5 58. Ff3 Bxf3 
Black wins: therefore the White King 
must abandon the King's side. Play 
continued: 55. Kh2 b6 56. Kg3 c5 57. 
b xc5 b xc5 58. Kf2 Bb5 59. Ke3 16. 

Can White defend his King's 
side successfully? I thought it 
unlikely: the play that folowed will 
not give the answer! 60. k3 Ki5 61. 
Cjl j6 62. j4t Kj5 63. 13 Be8 64. k4t 
Ki6 65. 14 Bk2 66. Chi k5 67. lxk5 
j xk5 68. i2 Bg6 69. Cj3 Kh6 70. Cl5 
Bi8 71. Cl3 Ki6 72. Fj3 (White now 
seems to be safe unless Black can 
attack the base of the pawn chain). 

72 ... Kh5 73. Kd2 Bh7 74. Kc3 
Bg8 75. Cjl Kg4 76. j5 15?? 77. j6 
Bi6 78. kxl5 Resigns! The result of 
incautiously trying too hard: but 
White still had one tooth left! If 

" 76 ... Kg3 77. Cl3 Kh3 78. i4 Kh4 79. 
j6 Bi6 80. Cj5 Ki5 81. j7 Bxj7 82. 
c xj7 wins, so Black cannot break 
through and should retreat at once. 
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Italian Progressive Chess 
Now we turn to Italian 

Progressive Chess and a study from 
an idea of George Je1liss, from the 
game G. Jelliss v. T. Howes 1995 
(VC17, p.144). 

#24 P. V. Byway 

Italian Progressive Chess: 
White to play and win (series 17) 

I follow with an interesting 
position from P. Wood v S. Boniface 
VC24p.67. 

Position after series 7 

As an experiment, this position is 
set as a competition: if I get at least 
three replies I. shall set some more 
and report ongoing scores. Points will 
be awarded for correct answers in a 
progressive sequence: one point for 
the first, two for the second, .... 

The questions for this position 
are: (i) Give Black's winning series 
eight. (ii) How does White win if 
Black plays S. Kc7, KxbS, hS, h4, h3, 
hxg2, gxhlQ, Qxgl+. (iii) How does 
White win after S. Ke7, RxbS, Rxb2, 
Rxg2, Rxgl, Rxh2, Ke6. 

Three correct answers will count 
for 1 + 2 + 3 = 6 points. If an extra, 
essentially diferent answer is given to 
one of these three, then four points 
are available and so on progressively. 
This applies also to a demonstration 

V~,.iQnt Chess 

that my intended solution is wrong, to 
a definite solution to the MC position, 
and to any cooks and second solutions 
found elsewhere in this article. 

Xiangqi 
To finish with we have quite a 
difficult study in Chinese Chess. 

#25 P. V. Byway 

l,' '" P G,G 

I 

~6 G~ .... ~ 
~ 1/ :\. 
S 

Xiangqi: Red (circled letters) to play 
and win. 

This is a position from the game 
Voon Sinn Lieu v Chen Fazuo, with 
colours reversed, given on p.S8 of 
VC24 and generally agreed to be 
drawn at the time. Everyone 
overlooked a subtle manoeuvre by 
which red can force a win. 

(lOiUtions to Stu~ 
#22 Liardet Losing Chess. 

1. Nf6! [1.e8K NfS; 1.e8RNg6; 
1.e8N NfS 2.Nc7 Ng3= 1.Nb8(b6) Ng6 
2.e8B Nf8 3.Bg6 nxg6; 1.NcS NfS 2.e8B 
Ne7] l...NfS! [l...Ng6 2.e8B is worse and 
other moves allow 2.e8K] 2.e8B Nd4 
[2 ... Nh4 3.BbS! followed by a N move 
and eventually a bishop sacrifice] 3.Nd7! 
[the key move] 3 ... NbS 4.Bt7 Na7 S.Be6 
NbS 6.Bc4 any 7.BbS wins .. 

This endgame illustrates the 
following rules: (a) N v N on the same 
colour. The player to move wins. (b) B + 
N v N. The winning plan is to play the 
knight to a square of the same colour as 
the bishop, which is then sacrificed. The 
resulting N v N ending is won. 

#23 Beasley. Losing Chess. 
1.Nf4 [l.NgS? Kh7 2.Nxh7 Nf6. 

1.Nf2(gl)? Kh7 and now Black will have 
his King at h7, win the N v N battle 
without allowing the White Knight to 
sacrifice itself to the Black King, and 
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then win with K v N.] l...Nh6 2.Ng6, 
N-any [K-any 3.Nh8 wins immediately] 
3.Nxh8 [winning with N vN.] 

#24. Byway. Progressive. 
17. Kfl, g3, Kg2, Kh3, Kh4, KxhS, 

Kxg4, KhS, g4, gS, g6, gxt7, Kg6, Kxg7, 
Kf8, Ke8, f8N Italian l. 

White has played seventeen unique 
moves to transfer the King from e 1 to e8 
and give Italian mate! Incidentally, this 
study confirms a remark made some time 
ago, to the effect that these 'Italian Mate' 
positions are usually won in Scottish 
Progressive also. 

#25. Byway. Xiangqi. 
The solution depends on the fact 

that, in general, a cannon and two guards 
will defeat a pawn. Even with one guard 
Red can drive the pawn forward by 
playing the cannon to the third and 
second ranks, and then win. In the game 
Black draws because the cannon was 
pinned and could not be freed without 
destruction of the last guard. The solution 
here is essentially a way of gaining a vital 
tempo. I.C5=6 K4=5 [l...G5+4 2.C6+7 
P6+1 3.C6=9 and 4.C9-S. 2 ... P6=S 
3.K5=6 PS+I 4.G4-S] 2. C6=4 P6=5 
[2 ... P6+1 3.C4+7 P6+1 4.KS+1. 2 ... KS=4 
3.C4+3. 2 ... P6=7 3.C4+7 P7=6 4.C4=9 
P6+1 5.C9-S] 3. C4=5 P5=6 [3 ... PS=4 
4.K5+ 1 KS=4 S.CS=6] 4. K5+1 K5=4 
[4 ... P6=7 S.P4=S G6-S 6.CS+8 P7=6 
7.CS-4 P6=S 8.KS-I PS=4 9.KS=6 KS=4 
1O.G6-S if 7 ... KS=6 8.CS=4 P6=S 
9.K5-1 PS=4 1O.K5=6] Now we have 
returned to the initial position, except 
that Red has gained a tempo for KS+ 1 
and the guard is defended. 5.P4=5 G6-5 
6.C5+8 K4=5 7.C5-3 and wins after 
reorganising his pieces; e.g. 7 ... P6=5 
8.K5-1 K5+1 9.K5=6 P5=4 10.G6-5 ... 

••••••••••••••••••••••••••••••••• 
Solutions to VC24 concluded 

188 Fayers & Emmerson. l:Sc4 Kxc4$t 
2:KaS$t Sb7$t 3:Ka4 ScS$a4 (as before) 
1:Ka5 Sc4t 2:Ka4 Sxb2$t 3:Ka3 Sc4$a3 
held me up for quite a while - SE, 
solving! 

. 189 Tumbull. 1... cd$ 2:Ka8 $pb6 
and 1 :Ka8 cS 2:Sb6t cb$ and l...cS 
2:Sb6t cb$ 3: Ka8$ b7 but SE, PR DUAL 
full-length line by 2 ... Kc7 or 3:Kc7$ and 
most seem to consider 1.. .cd$ as short 
cook rather than set-set-play 

190 Fayers. 1 ... Kc7 2:Ka7 Kc8 -
now shown that, in diagram, neither K 
was inspired, so WP is - 3:Ka8 $b6 l...c5 
2:Ka7 c6 (in diagram, WK must have 
been the inspired, so that should read 2 ... 
c6$) 3:Ka8 $b8Q As in 176, double 
switchback changes nothing but status. 

191 Emmerson. I:BgI 
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ZANY CHESS. Prince Joli Kansil is a true games buff. 
His commitment is exemplified in his adopting the middle 
name of Quintin. Why? So that his initials read JQK 
(Jack, Queen. King). Apart from being an ex-pert Bridge 
and Backgammon player, Joli runs his mm games 
company (Xanadu Leisure) in Hawaii and has invented a 
number of well-knmm games (Marrakesh and Krakatoa 
are two of his best-kno\m along \\ith Bridgette). 

Until now, he has had only one CV to his credit, 
Mexican Chess (ECV p.194) but he has just invented 
another. Zany Chess, named after his son Zane. Zany 
Chess is the subject of a feature article for Games 
magazine, probably published by the time you read these 
words. It's a chess card game v.ith a difference, the 
difference being the degree of choice available to the 
players. It " .. as introduced at Alan Moon's Gathering of 
Friends, a private games event covering several days, in 
Connecticut in April 1997. Required are a pack of cards 
(two jokers) and a chess set. 

The pack is shuffled and placed face dO\\TI. On turn, 
a player draws the top two cards off the stock. The cards 
correspond to pieces as follows: K = King, Q/J = Queen, 
10/9 = Rook, 8/7 = Bishop, 6/5 = Knight, 4/3/2 = Pawn. 
The Ace and Joker have special meanings. 

If, as usually happens, the cards are of different suits 
and indicate different pieces the player chooses which 
piece to move. If the cards indicate the same piece the 
player has no choice. If the cards are of the same suit (a 
flush) the player has the option of playing both pieces in 
either order (or the same piece twice if so indicated). 

When a double is indicated (two cards of the same 
r~) the player may either make a legal chess move (any 
plece) or may move the piece indiacted twice. So 6C & 6D 
means the player can (1) make an ordinary chess move; or 
(2) move each knight once; or (3) move a knight 1\\ice. 

Ace indicates jeopardy, meaning you can move any 
man threatened by the opponent but you may not capture. 

Joker indicates switch, meaning you can switch the 
positions of a pawn and any piece, including the King. 

There are three other possibilities: double jeopardy 
(two Aces): player may move two pieces that are under 
attack or make a single orthodox move mth any man. 
double switch (two jokers) allows you to switch 1\vo 
pawns with two pieces (or switch one pawn 1\vice) or 
make a choice move (since this is a double). And nullo 
means that you cannot move (or don't have) the piece(s) 
indicated. In this case you move a pawn. If you can't 
move a pawn either, you must move the King. When 
check is given the attacked player does not draw cards but 
makes any legal chess move. 

Promotion is only to a captured piece. There are one 
or two other rules to cater for special situations. For 
example, a s\\itch move can leave a pa\m on the first or 
eighth rank. If on the first rank, a pa\\TI has a two-square 
option. If on the eighth rank and no friendly piece has 
been captured, the pa\\TI waits there until one is available 
(or it is captured). 

Castling is modified. Either a Rook or King move 
must be indicated. Either K or R or both can have 
pre"iously moved and the King can castle also if it is on 
dl/d8, but not out of check. If cards of the same suit 
(flush) indicating K & R are dra\\TI, one card can be used 
for castling and the other to move the King or a Rook. 

My only comment, based on a couple of games, is 
that the rewards for double jeopardy, and even more 
double switch, seem rather niggardly. 

PATRICIA CHESS. Chess games played on small 
boards (Minichess) usually suffer from limited strategy. I 
am not sure if that is true of this game by Rob Nierse, 
named after the inventor's wife, taken from Hans 
Bodlaender's web-site pages. Board 5x 5; al black. Each 
side initially has a King, two Bishops and two Pawns. The 
opening array is sho\\TI. I say initially because the pieces, 
but not the pa\ms, change roles during play. Since pieces 
can also change sides, colour becomes irrelevant and the 
ideal seems to be flat wedge-shaped pieces that indicate 
their allegiance by the way they are pointing, as in Shogi. 

The King is better described as the royal piece as 
after it moves it becomes a Queen. When the Queen 
moves it reverts to King and so on. In either incarnation 
its capture means the loss of the game. Similarly the 
Bishop is transformed into a Rook and back again to 
Bishop when the Rook moves. AIl of which is reminiscent 
ofPribylinec's Virtual Chess (see VC24). An opening play 
example given is: l. Kc2=Qt Bc4=Rt. 

Pawns move one square at a time and stay pawns 
until they are promoted. A pawn promotes to Knight on 
either of the 1\vo rows occupied by the hostile pieces at the 
start of a game. On the fourth rank, promotion is optional 
but is compulsory on reaching the fifth rank. Notice that a 
promoted pawn remains a Knight: it never reverts. 

Captured pieces change sides and can be dropped in 
the rank they were captured on any empty square instead 
of making a move on the board, as in Shogi. A pawn 
dropped on the 4th rank does not promote on that move· 
whilst a pawn may not be dropped on the 5th, where i~ 
would be immobilised. Optional rules are also offered. 
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1§()LATr=1) VA~§ 
by David Pritchard 

61. GRAVITATIONAL CHESS. In Gravitational Chess 
(ECV p.131) a piece, after making a normal move, is 
pulled back one square towards its m\11 baseline. If either 
square is occupied by a friendly piece, the move is not 
possible; if occupied by a hostile man or men, one or both 
are captured. Kings and Pa"ns are orthodox. 

John Beasley has come up with a shortest helpmate 
from the starting position: l.e3/.l h5/6 2.Q-g4-g3 f6 
3.Qxg7-g6 (the Pf6 cannot go to f5 since then Black has 
the defence N-f6-f7). George Jelliss adds: l.e3/4 g5 
2.Q-h5-h4 f6 3.Q-h6-h5 and, even better l.e3/4 c5 
2.B-a6-a5 d6 3.B-b6-b5 (now if Q tries to interpose at d7 
gravity pulls it back to d8, or similarly N-c6-c7, while 
N-d7 or Bd7 are illegal: d8 blocked by Q of same colour). 
These effects are similar to those in Alice Chess. In each 
case the two Black moves can be made in either order. 
Are there any more solutions? 

62. UNIDENTIFIED CV? Kenneth Wright of New 
Jersey appeals for help in identifying what he believes to 
be a CV. He has inherited pieces, manufactured pre-1930 
possibly in the U.S.A., but "ithout a board or rules. Each 
side has 14 men, one side in bronze the other in pewter. 
The units are: 2 c;annons '''ith soldiers, 2 mounted cavalry, 
4 lunging infantry, 5 upright marching infantry and a 
single castle (bronze) and munitions wagon (pe"ter). The 
latter two may be the royal pieces. A 7 x 7 board seems a 
good possibility but the game could equaIIly well be a 
war-cum-chess game played on a larger board. I am not 
very hopeful of reader response. (The numbers of pieces 
suggest to me a triangular corner arrangement, say 
upright infantl:v as-e 1 with lunging infantry a.J-d1 acting 
between them, and with one corner cell, say a1 or b2, 
occupied by a missing piece, or vacant - GPJ). 

63. COPYCAT CORNER I see (Science et Avenir April 
1997) that Peter Yaspan's spherical board (1970) has just 
been reinvented by William GramoIt who got the idea 
after playing a naval wargame on a chequered tablecloth. 
Gramolf s board has 128 squares but no mention is made 
of (the clearly identifiable) chess pieces or their moves. 

64. QUANTUM CHESS. Stephen Tavener was 
unimpressed by any of the versions of Quantum Chess 
(presumably the game I reviewed in VCI7). Instead, he 
has come up with his own version. He first defines an 
unobserved square as one which isn't under attack from 
either side and an unobserved piece as a piece on an 
unobserved square. His rule for play then runs: Make an 
orthodox move or move any unobserved friendly piece to 
any vacant unobserved square. Thus for example Ra I-b4 
is legal as an opening move for White. The game seems 
worth investigating. 
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65. MINOTAUR CHESS. This is another game by , 
Frank M. Truelove (see VC24, IP 60) "ith some help from 
others. It is based on a role-pla)ing game called Chaos 
and named after the Minotaurus, a piece described by 
A. S. M. Dickins in his Guide to Fairy Chess (originally 
suggested by J. de A. Almay Fairy Chess Review 1940). 
Having read the story line (two pages of close-set type) 
and the rules (every chess piece has been renamed), 
studied the array (the board is set diagonally between the 
players) and absorbed the object ('Take your opponent's 
Totem and any Avenger created') I have decided not to 
take up valuable VC space describing the game until at 
least 25 readers demand it. However, there is an 
alternative. I see the game is described on Hans 
Bodlaender's Chess Variant Pages on the internet. Lock 
onto WWW:http://www.cs.ruu.nll-hansb/d.chessnr/. 

66. BmLIOGRAPHY DEPARTMENT. The rising 
interest in variant chess prompts the thought that books 
on variants should prove sound investments. Most of those 
published are long since out of print and difficult to find, 
but the search could be worthwhile. 

You would be lucky to pick up a copy of Fiske's 
Chess in Iceland (1905) for under £125. 

Boyer's two paperbacks published, if I remember 
correctly, at the equivalent of 5/- (25p) back in the 1950' s, 
are star buys, pro"ided you don't pay the earth for them. 
(The editor has both Boyer books in his library, but 
cannot recall the price he paid for them. The first volume, 
published 1951, has 8/6 pencilled on the fly-leaf, and is 
advertised at the back of the second volume, 1954, at a 
price of 300 francs. The trouble with these two books is 
that they were printed on poor quality paper which is 
rapidly yellowing and becoming brittle. - GPJ) 

The bookseller Treglowan, who specialises in chess 
books, is currently offering two copies of Verney's Che~s 
Eccentricities (1885) at £150 each and a copy of Verney s 
monograph on four-handed chess (1881) at £20. In the 
Macdonald Ross chess library sale in 1987, an author's 
presentation copy of the former, together "ith a copy of 
the latter, went for a mere £25 against the auctioneer's 
estimate of £40-£60. 

*********************************************** 
Solutions to Augsburg Chess 

(A) ·l.Rc6 2.(R+S)e7 3.(R+B+S)e3 or l.Bd7 2.(R+B)c6 
3.(R+B+S)f3 or 1.Se7 2.(B+S)d6 3.(R+B+S)g3. 
(B) set: l....(R+B)c2t 2.Khl Be4 play: l.Bh2 (R+B)g6t 2.Khl 
Be4 or l.Bf2 Be4t 2.Kgl Rhl. 
(C) l.e2 e7 2.el=(B+B) e8(R+B) 3.(B+B)c3 Re2 4.Bd4 Bb5. 
(D) (a) 1.Bc6 d8=(B+S) 2.(B+S)b5 (B+S)b6. 
(b) l.Sb4 d8=(R+S) 2.(R+S)b5 (R+S)c6. 
(E) (a) 1.Kh8 2.5 3.(S+P)e7 4.(B+S+P)g6 (R+B)xg6. 
(b) l.Kh7 2.Se7 3.(B+S)g8 4.Sf6 Qxf6. 
(F) 5.bl =(B+B+S+S) f8=(B+B+S+S) 
6.(B+B+S+S)h7 (B+S)xh7 =. 
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George Hodges and the Shogi Variants 
by Peter Blommers 

Not many people know this, but 
the very first publication of The 
Shogi Association was Middle Shogi 
& How To Play It (November 1975), 
a comprehensive booklet on what is 
probably the best chess variant in 
existence. A few weeks later, the 
superb magazine Shogi saw the light 
of day (January 1976), which was to 
run, at first quarterly, later 
bimonthly, till its 70th issue in 1987, 
containing a wealth of informative 
articles. 

It was the aim of TSA, and its 
director, George Hodges, to present 
Shogi to the West in the best possible 
way, so that the game could find a 
permanent footage globally, and not 
just locally in its home base Japan. In 
this undertaking TSA succeeded 
smoothly, though not at the speed 
that its originator had anticipated: the 
national bodies of players had to form 
themselves first and get established, a 
process not without pain and conflict, 
an inevitability when a multiplicity of 
individuals have to walk the same 
footpath (not yet an avenue). 

Like chess, Shogi had spawned 
many variants in the course of its 
history, most of which fell by the 
wayside when Shogi-with-drops 
(modem Shogi) suddenly out-classed 
them all in the 16th century. "Games 
that died in their country of origin, it 
makes' me suspicious," Larry 
Kaufman, an early Western convert 
to the game, said to me in 1979. 
Well, that was before the games were 
actually published, beginning in that 
same year 1979. 

The treasure trove that opened 
then was of an unprecedented level, it 
was really a superb set of games. 
Take all the chess variants in 
Murray's book A History of Chess, 
add them all together, and you still 
have a fraction of the variiltion ex1ant 
in these Shogi variants. Did you ever 
find 'Hook Movers' (Rooks that 
switch directions during their course), 
or 'Fire Demons' (Pieces that eat all 

8 adjacent pieces at once), or 
'Emperors' (promoted Kings that can 
hop to any square on the board) 
anywhere else? I bet you didn't. 

What were the flaws in these 
games that made them suffer under 
Shogi's pre-eminence then? Until this 
day I couldn't find any. They are all 
great chess games in their own right. 
The format could have been a factor, 
but that is far from certain. My guess 
is that the drops in Shogi provide the 
same variety that is present in all 
these variants which are almost all 
non-drop games. This makes sense 
historically (the variants were born 
before the invention of drops) but also 
structurally, for large chess games are 
unplayable with drops. Why? Because 
you would not need all these many 
pieces in a drop-variant. 

Readers who have John Gollon' s 
book Chess Variations (1968) will 
recall Gollon' s rendering of a Middle 
Shogi game (he called the game 
Tsui-Shogi, a misreading of Murray's 
Tsiu-Shogi, which is nowadays 
spelled Chu-Shogi). Gollon and his 
friends assumed that Middle Shogi 
was also played with drops, and. 
lacking the correct info from the 
source (the playing community in 
Japan) they unintentionally produced 
a so-called 'natural experiment' , 
actually showing why Middle Shogi 
cannot be played with drops. Most 
pieces in Gollon' s specimen game do 
not move and a small stream of 
captured, dropped and counter
dropped pieces running from King to 
King emerges, doing the battle and 
degrading the other pieces into mere 
bystanders. 

Before actually outlining these 
games individually let me give a 
short summary of the history 
involved. There is no doubt that 
Shogi belongs to the world-wide 
diffusion of chess games, all 
apparently stemming from a sole 
ancestor. Shogi, contrary to one's 
expectations, did not come through 
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China. for it hardly bears any 
resemblance to Chinese Chess 
(Xiangqi) or its relative, Korean 
Chess (Changgi). Shogi is much 
more like Thai Chess, and a sea-route 
connection with South-East Asia is 
now commonly accepted. 

Also, Shogi must be older than 
Chinese Chess, for it resisted the 
latter's adoption in Japan. The first 
mention of 'Shogi' as a name is in 
the early 11th century. Most variants 
were in existence when drop-Shogi 
was invented around 1570, but a few 
were of a later date. I will discuss the 
games in order of size. I write from 
the viewpoint of a player, not that of 
an historian. 

Tori Shogi 
The name means 'Bird Shogi' 

and all the pieces. not surprisingly, 
have the names of birds. The format 
is 7x7 and the date of invention is 
1799. Being a relatively recent game 
and played on the right format, this is 
a game with drops. 

(See Variant Chess 10 p.19 and 
11 p.36 for a detailed account of Tori 
Shogi by Ian Richardson. 

Key 

i...L i Swallow 

1_1' Quail 

*' Phoenix 

j~j Falcon 

iXi Crane 

2 

3 

4 

5 

6 

7 

i A \ Pheasant 

The editor diagrams the opening 
position for Tor; Shogi. using graphiC 
symbols similar to those introduced 
for Shogi in VC24. Peter Blommers 
prefers the Japanese characters to be 
used: for these see VC 10.) 

Pawns (swallows) can be 
double-dropped, unlike in normal 
Shogi, and there are other slight 
differences, but in general this is the 
game most like normal Shogi, 
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although its pieces are altered 
considerably in order to make a 
playable game on the smaller format. 

Despite eight surviving historical 
game scores, coming from the group 
around the inventor, nobody knows 
how to play the game properly, due to 
lack of theory. Which makes it all the 
more interesting to many of us, 
precisely for that reason. The game is 
played by small pockets of players in 
Japan and the UK, the only Western 
country actually having held tourna
ments for it. The format of the game 
also makes it a favourite postal game. 
The Postal Shogi League runs 
competitions for both Tori and 
normal Shogi. I sometimes hear the 
complaint that the game is 'too 
limited', but hardly subscribe to this 
view, for games can be very different. 

Shogi 
The standard form needs no 

introduction. Format 9x9 and simply 
the best game in the world, but, being 
no world champion in any game, my 
opinion can be easily discarded. 
Cross swords first, then lay the 
swords aside and play a game of 
Shogi. Your needs will be fulfilled. 

(On first reading, the editor 
thought this said 'Crosswords first', 
with which he can agree, but if it is 
advocating Fencing or Duelling he 
would advise caution!) 

WaShogi 
The name means 'Harmonious 

Shogi', but in the reading 'Yamato' 
the character 'Wa' can also mean 
'Japan'. The format is llxll and the 
date the end of the 17th century (the 
Genroku Period, a period of cultural 
blossoming in Japan). The unique 
feature of this game is that the whole 
back rank consists of entirely differ
ent pieces, so there is no left-right 
symmetry here. 

Whether or not this was a drop
game depends on what view one has 
about its antiquity. If the Genroku 
manuscript is taken as reporting an 
older invention then absence of drops 
is to be assumed. The problem is, the 
game is playable both ways, and is 
fun played both ways. 

V"ri"nt Chess 

Played without drops, the task of 
the player is opposed to that of a 
Chu-Shogi player: in a Wa game, the 
pieces must try to keep contact, in a 
Chu game, they are first and foremost 
in each other's way. Postal Shogi 
League players informally organise a 
Wa-competition among themselves. 

Chu Shogi 
The name means 'Middle Shogi', 

its format is 12x12 and its date 
mid-14th century. The game was a 
favourite of the imperial court and no 
doubt a sign of education of the 
player. 

Being a larger chess game, the 
game features a reserve King. As 
John Gollon rightly once observed, 
the object of the player of larger chess 
forms is to prolong the game, rather 
than to win it. In itself, of course, 
reserve Kings run counter to the core 
idea in chess, i.e. the trapping of a 
crucial enemy piece. 

In Chu Shogi, the strong pieces 
are behind the pawn-formation, and 
the weaker pieces at the back row, so 
in opening, players reverse t.bese two 
classes, in the process producing 
distinctly different games (no opening 
theory possible in these larger 
games). Six historical scores exist. 

Heian Dai Shogi 
'Dai' means 'great' and 'Heian' 

was a period (around AD 1000). This 
early variant on 13 x 13 is only partly 
known and quite archaic in nature. It 
is not an interesting game and 
accordingly not canonised by George 
Hodges (he did not produce sets for 
them). Pawns are on the third row 
and there is a central piece on the 
second row directly in front of the 
King, as in Tori and in Wa, and 
ancient 9x9 Shogi. . 

Dai Shogi 
The name means 'Great Shogi' 

and the format is 15x15. Most pieces 
resemble those of Chu Shogi and not 
without logic Chu is assumed to be a 
condensed form of Dai. 

The game existed at least in the 
16th century. Lists of sets sold by 
makers exist from that period for the 
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games of Chu, Dai, Dai Dai, Maka, 
Dai Dai and Tai. 

The impression is comparable to 
Chu play, though George Hodges 
himself denies that to large extent. 
The uneven number of files means a 
completely symmetrical initial set-up, 
unlike that of Chu, which has differ
ent columns in the centre necessarily. 

Tenjiku Shogi 
The name means 'Heavenly 

Bamboo Shogi', but Tenjiku was the 
Japanese name for India. This has 
nothing to do with the origin of chess 
though, the name is just a fancy way 
of labelling the game 'exotic'. And 
that is exactly what it is. 

The Fire Demon reigns supreme 
here, eating all eight adjacent enemy 
pieces, and games can be over before 
one knows it. The format is 16x 16. 
The game is, mind you, played 
postally and often over at the 13th or 
16th move! 

An error in the rules is 
sometimes assumed, but the obvious 
counter to this is the observation that 
the players are beginners most of the 
time. A complicated set of rules of 
pieces flying over other pieces exists, 
and not unreasonably some concept
ual influence of Chinese Chess is 
assumed here. The date is end 17th 
century (Genroku Period) or an 
unknown number of centuries earlier 
(same as Wa). 

Dai Dai Shogi 
The name of course means 

'Great Great Shogi', the format is 
17 x 17 and the initial array markedly 
asymmetric. A favourite of many 
players. Here, Hook Movers are 
around. This, and the next two 
variants, are 16th century or earlier. 

. In this and larger games promo
tion is through capturing a piece, not 
by reaching some zone on the board. 

Maka Dai Dai Sbogi 
The name means 'Great Great 

Great Shogi', the word 'maka' being 
a corruption of Sanskrit omaha', also 
meaning 'great' (compare 'Maharaja' 
= 'great King'). Unlike Dai Dai, with 
which it has much in common, this 
game has again a symmetrical initial 
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set-up, and it is here that the 
promoted King can fly to any square 
(no luxury with Hook Movers around 
on an emptying board!). The format 
is 19x19. 

Tai Shogi 
The name, for a change, means 

'Great Shogi', for 'tai' also means 
'great'; Grand Shogi could be a 
translation and indeed that is what 
the game is. No longer empty holes in 
the initial set-up but simply solid 
stacks of pieces and pieces, row after 
row. More than one reserve King. 
Format, a modest 25 x 25. 

Kyoku Tai Shogi 
'Extremely Great Shogi', on 

36 x36, fortunately exists only in 
initial array without known moves of 
many of the pieces. The series had to 
end somewhere. Hodges naturally did 
not produce the game. Players could 
make up the missing rules of course, 
but why start using an historical set 
of data? Invent your own megalo
game in that case. Any format will 
do, and any weird set of rules, for 
chess games seldom do not work. 

Conclusions 
From the above list it is obvious 

that the games are a heterogeneous 
collection, the members of which 
come from different periods and were 
played by different in~rowds of 
players. The four large games Dai, 
Dai Dai, Maka Dai Dai and Tai are 
related, and are related to Chu. Wa 
and Tenjiku are possibly related. Tori 
stands alone. Heian Dai and Kyoku 
Tai can be forgotten. 

More variants existed. There is a 
three-player Shogi from early this 
century, and a four-player Shogi 
which was recently invented. Hodges 
produced the last game provisorally 
(by using a normal Shogi board and 
providing the correct number of 
pieces; the rules naturally are the 
most important addition; a correct 
board would need really square 
squares - the Shogi squares are 
normaly actually rectangular). 

Also omitted from this discussion 
of Shogi variants are all games that 
can be thought of as 'fun games' 
(although all games are supposed to 

be fun) such as An-nan Shogi, 
Hasami-Shogi, Mawari-Shogi, Mini
Shogi, and so on. 

Were the Shogi variants actually 
played or just a bunch of fantasised 
nonsense? The existence of the lists 
of sets would seem to prove actual 
existence, but unfortunately no pieces 
of any game apart from Shogi and 
Chu Shogi have ever been found. 

It may be that the pieces were 
small scraps of paper with a brushed 
set of characters on them. Shogi 
traditionally names its pieces with 
two characters. Shogi professional 
Tanigawa played Chu Shogi that way 
with his brother, the latter told me. 

Chu Shogi survives in Japan up 
to the present day, though it leads a 
marginal existence; Japanese-made 
sets exist. For all the others George 
Hodges produced facsimile sets 
(plastic pieces, vinyl boards and rule 
leaflet in a tube, readily postable) and 
it is to him that I have to refer the 
interested reader. Opponents can be 
recruited through the Postal Shogi 
League, or taken from among one's 
regular Shogi opponents. Convert (or 
browbeat?) someone in other cases. 

Explore how nicely the set of 
Generals is extended in all these 
games from Gold to Silver to Copper 
to Iron to Stone to Wood to Clay with 
according weakening of the piece in 
question and enjoy the fancy of the 
genius of Japanese chess. If you 
ultimately stick to 'just Shogi' 
imitating all those millions of 
Japanese players, that is fine too, 
because Shogi all by itself is too 
marvellous for words. 

Advice: First learn Shogi proper, 
then start with Chu Shogi, then take 
up Tori, then the rest. Japanese 
characters are not difficult to learn, 
once you have started doing so. 

For Shogi Variant sets, write to: 
George Hodges, P.O. Box 77, 
Bromley, Kent BRI 2WT, UK (tel: 
0181-466-6564). Buy his Middle 
Shogi Manual, which contains all you 
need, and then some. 

For possible opponents, write to: 
The Postal Shogi League, Phil 
Holland, 94 Green Drift, Royston, 
Herts SG8 5BT, UK. 
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Generali~ed General~ 
by George Jelliss 

Peter Blommers' remarks about 
all the different types of 'General' in 
Shogi, which is 'the Game of the 
Generals', reminded me of this 
analysis I did of all the different 
possible types. 

They are pieces that have the 
moves (and captures) of the chess 
King but not necessarily in all the 
eight directions. Since we can include 
or exclude each of the eight directions 
this gives us 28 = 256 possibilities. 

However the Generals used in 
Shogi and its variants are all 
symmetric between right and left, and 
with this restriction the number 
reduces to 25 = 32. 

white black 

We can describe these by 
numbering the directions as above: 

1 = directly fonvards 
2 = diagonally fonvards 
3 = sideways 
4 = diagonally backwards 
5 = directly backwards. 

and listing the moves used in 
numerical order. 

A dummy (-) or side-mover (3) 
can move neither fonvards nor 
backwards. The 6 other non-fonvard 
movers (4), (5), (34), (35), (45), (345) 
are of little use unless they can be 
dropped immediately behind enemy 
lines. In the next column we list the 
24 pieces with fonvard moves. 

It is difficult to work out a 
systematic nomenclature for these 
pieces other than the numerical 
coding: suggestions are invited. 

The prefix ana- might be used for 
'non-retreating', thus (13) would be 
'ana-wazir'. The non-advancing (35) 
would be 'kata-wazir' 

Bold type marks those that are 
symmetric fore-and-aft as well as 
left-right. The dummy, wazir, fers 
and king in this group are also 
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symmetric under 90° rotation and 
diagonal reflection (provided the cells 
are true squares). 

The underlined namc;:s translate 
Japanese titles from Shogi variants, 
others are from Fairy Chess or newly 
proposed (*). The Japanese pieces 
tend to be called 'drunk' if they move 
sideways and 'blind' if they have no 
directly forward move, but using 
these terms systematically results in 
some very odd names - the 234 
would be a blind drunk elephant! 

• (1): foot soldier ifu-hyo) 
or swallow or ~ 

V (2): stone general or goose 
(as in Fox and Geese) 

'V (12): iron general 
or forward-mover* 

---
(l3): ana-wazir* 

A (14): wyvern* 
or wazir-fers hunter 

• (15): adjutant (chu-jin) 
or go-between 

¥ (23): ana-condor* 

X (24): fen 
or cat-sword 

y (25): yale* 
or fers-wazir hunter 

~ (123): ana-king* 
or evil wolf 

~ (124): elephant 
or silver general (gin-sho) 

'r (125): copj>ef gnrl (do-sho) 
orpoliceman* 

:A: (134): marshall* 

+ (135): wazir 
or angry boar 

~ (145): guerilla* or gorilla* 

~ (234): condor * 

¥ (235): yen * 

¥ (245): cowardly elephant* 

~ (1234): drunk elephant 
(slli-zo) or falcon 

~ (1235): golden general 
(kin-sho) or violent wolf 

~ (1245): ill!!!£ 
or ferocious leomlId (mo-ho) 

~ (1345): drunk gorilla* 

¥ (2345): blind tiger (mo-ko) 

* (12345): king (o-sho) 
or jewelled gml (gyoku-sho) 
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~anfJ'li S'Qsce((an! 
by Peter Wood 

Paul Byway and Chris Hann are 
the strongest of a small band of 
'non-asians' who participate at 
present in Xiangqi events in this 
country. Here is a game played by 
Paul Byway at the Bank of China 
event on April 20th. The annotations 
are by him. 

Xi - Paul Byway 
l.eS Ng8 2.Cbe3 Ne8 3.Ne3 g6 
4.Rbl RhO S.Ni3 Ca8 6.R:bO N:bO 
7.Ri2 Bge8 8.Rf2 Gfe9 9.Rf9 Ca9 
IO.RfS Na8 1l.NdS Ce9 (perhaps 
11 .... RjD or 11 .... a6.) 12.N:e7 N:e7 
13.C:e7 a6 14.iS Nb6 (Surely 
14 .... RjD now.) IS.Ce3 e6? 16.C:e6 
Ca9 17.C:a6 RfO 18.RhS Rf7 (After 
bad errors on moves 14 and 15, I find 
(perhaps) a correct path here. The 
central Cannon must be dislodged -
but I am 3 pawns down at the 
moment.) 19.Ce6 Cf8 20.Gde2 N:a4 
21.Bge3 Re7 (Breaking the pin.) 
22.Re5 Nb6 (I am more wary of a 
Knight being cut off these days.) 
23.e6 Nc8 24.ReS Ce9 2S.e5 C:e6 
(Now the deficit is cut back to 1 pawn 
and with (hopefully) a sound position 
I feel better.) 26.Ca4 KfO 27.Cf4+ 
Rf7 (lvfy opponent gave the impress
ion of having overlooked this.) 

o 
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a bed e f g h I 

28.NhS? (Blundering a piece away. I 
do not see why - he should simply 
exchange Cannons.) 28 .... C:f4 
29.Cf6+ KeO 30.e6 Cf2 31.C:e6 
B:e6 32.R:c6 Na7 33.R:eO NbS 

page 110 

34.Rc5 Ne7 3S.e6-f6 Rh7 36.f:g6 
Ne6 37.Re5 Nd8 (At last the Knight 
has a secure base, but my opponent 
has a lot for a Cannon.) 38.Ng7 CfO 
39.Ne8 Cf8 40.Nd6 Rd7 41.Ne4 Nf7 
(I am feeling a bit better again: the 
Red Knight has been driven back. 
and my pieces are better 
co-ordinated than they were.) 
42.g6-f6 C:f6 43'RhS Cb6 44.Rb5 
Ch6 (I am looking for possible 
mating threats around here.) 45.gS 
Re7 46.Ba3 Re4 47.Nf6 Re3 48.Nd7 
(Now I must watch out for Nc9+. 
followed by Rf5.) 48 .... R:e3 49.Ne9+ 
KfO 50.Kdl Ch1+ 51.Kd2 Ch2+ 
52. GO (If 52. Kdl. I take the Bishop, 
gaining another tempo with the mate 
threat.) 52 .... R:O (It is better to 
control the 'f file and leave him with 
2 pieces that cannot defend each 
other.) 53.g6 Nd6 54.Rd5 Nf5 
55.BeS Nh4 56.RgS R:f1 57.Rg3 
Ng2+ 58.Kd3 Rdl mate. (In the end. 
and despite some bad moments, I feel 
quite pleased with the game.) 

-I XIANGQI BOOK REVIEW 1-

Battle in Singapore 
(by C.K.Lai) 

The latest book by the author is 
an account of the Xiangqi World Cup 
held in Singapore in 1995. There are 
68 games, mostly from the event, 
some with (very) light notes. The 
background information includes 
personal experiences of the English 
team at, before and after the event. 
There is a discussion about the 
Singapore Xiangqi Association's plan 
of using westernised pieces alongside 
the traditional flat pieces (which was 
eventually dropped), and the author's 
dealings with Professor David Li, 
author of First Syllabus on Xiangqi -
Chinese Chess. who himself visited 
Singapore. 

There is much of interest in the 
book, but the author has a habit of 
leaving things somewhat 'in the air'. 
A letter from David Li (p.7) mentions 
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a position from Checlanate in Two 
which he considers has only one 
answer, compared to three mentioned 
in the book. Lai quotes this, but does 
not state if Li is right or not 

There is a long quotation from 
the Chinese Xiangqi Association 
where the history of Xiangqi is 
touched upon. The impression is 
gained that in the early 12th century 
Xiangqi pieces were changed from 
3-dimensional to flat, the Kings were 
then not allowed out of their palaces, 
the board was changed from a black 
and white squared one with 64 
squares, and the pieces instead of 
moving in the squares now moved on 
the intersections. I have checked 
many authorities, including articles 
by Myers and Beauchamp in earlier 
issues of Variant Chess, and not one 
of them confirms any of the above. 
However this period in Xiangqi 
history is, shall we say, 'hazy', and I 
find it difficult to rebut what the CXA 
has said even though I strongly 
suspect it is largely nonsense, and 
was only inserted for support in the 
argument for the introduction of 
westernised Xiangqi pieces. 

The diary of the personal exper
iences of the English team gives the 
impression of having been written on 
loose leaf sheets and then dropped on 
the floor, with no subsequent attempt 
to put them back in order when 
utilising them to write the book. 

However there are;a lot of good 
things in this book, and it is probably 
the best printed of all the author's 
works. There is a good wide selection 
of games, (although a few diagrams 
would not have come amiss), and the 
chat is interesting. The author's 
enthusiasm and love of the game 
shines through. It is C. K. Lai' s best 
book for some time, and the price is 
most reasonable at £5.99. Write to the 
author at: 12 Lagan House, Sumner 
Road, London SE15 5RB. 

From the book I give the game 
from round 2 between David Young 
and the eventual World Cup winner, 
Lu Qin. David told me recently that 
the pressure on him in this game was 
tremendous, as naturally it attracted a 
large amount of interested spectators. 

VAriAnt Chess 

He should be congratulated on his 
performance, for it was only in the 
later stages that Lu Qin' s greater 
experience told. 'It was real, at one 
time the Champion was sweating!', 
David Young said after the game. 

Lu Qin - David Young 
Singapore World Cup 1995 

l.Che3 NgS 2.Ng3 RhO 3.gS Cbe8 
4.Nc3 Nc8 5.Rbl c6 6.Cb7 Ch3 
7.Rhl C:e3 8.R:hO N:hO 9.Bc:e3 
Ni8 10.Cc7 RbO 1l.R:bO N:bO 
12.NfS Na8 13.Cb7 Nc9 14.Cb2 i6 
l5.N:e7 Nd7 16.Ci2 Nh6 17.Cg2 
Ng4 18.Gde2 Cc8 19.Nf9 Gfe9 
20.N:f7 i5 21.i:i5 N:iS 22.NfS Bge8 
23.Nd6 Cc9 24.e5 Nb6 2S.Nf7 N:c4 
26.Ne4 NaJ 27.e6 Nh3 
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28.Gfl Nc2+ 29.Cd2 Cb9 30.Kdl 
Nd4 3l.e7 cS 32.Nd6 Bc6 33.Gle2 
Cc9 34.e7-d7 c4 3S.Ke1 c3 36.Ca2 
Nc2+ 37.Kf1 Nf4 38.C:a7 Nh5 
39.Ne4 B6a8· 40.CaS Ni7 41.Ce5+ 
Be8 42.d8 Bac6 43.d9 Cb9 44.Ng9+ 
KfO 4S.CfS Kf9 46.Nf7+ Resigns 
(46 .... Gj8 47.NhB mate.) An 
instructive game. 

Champion of Champions 
On the 18th June at the Chinese 

Centre in the Stockwell Road in 
London, there was arranged a 
Champion o/Champions competition. 
It was an invitation tournament open 
to all past UK Xiangqi champions. 
Unfortunately this worthy venture 
had only two entrants: C. K. Lai and 
Li Tak Kuen, the joint winners in 
1993. A match was arranged, which 
was won by C. K. Lai 2-0. The 
winner has now taken up an offer 
from the Forshang World Cultural 
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Foundation of Taiwan to participate' 
in a prestigious Xiangqi event to be 
held in Las Vegas in September -
the first annual Forshang Cup. The 
prize money is reputed to be 30,000 
US dollars. One of the side events is a 
trip to the Grand Canyon (or is it 
Cannon?). 

-I REVIEWS 1-

All Kinds. .. Best H Unusual! 
(by Mario Velucchi, 

Via Emilia 106, Pisa, Italy 56121) 
A little 16-page pamphlet, by one of 
our regular problem contributors, of 
his original chess / mathematical 
problems, which have been published 
in a wide range ofsources.-GPJ 

Telescacco 
The ASIGC correspondence 

chess magazine, now has a chess 
problem column conducted by Vito 
Rallo (Via Manzoni 162, CS-91l00, 
Trapani, Italy). No sign of variant 
chess in it yet though, other than 
helpmates.--GPJ 

Scacchi Progressivi 
- Matti Eccellenti 

(by Alessandro Castelli) 
This is the fifth in the Manuali di 

Eteroscacco series produced by 
AlSE. It is a collection of 416 Italian 
Progressive mates divided into 
various categories. These categories 
are: opening mates, mates by the 
different pieces, special mates 
(relating to castling, pinning, en 
passant, promotion, discovery), 
mating batteries, the Italian mate, 
and miscellaneous mates. Some 
categories overlap of course. Lovers 
of the Italian mate have 147 in the 
category devoted to it, plus quite a 
few others in other categories. 

The diagrams are clear and the 
material well presented. There are no 
complete games, each numbered 
position has a diagram before the 
mating sequence, and another 
showing the mating position. In 
betWeen are the moves of the final 
sequence. One can of course use the 
positions as practice in finding the 
mating sequence, but, as one has to 
ascertain from the sequence itself 
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how many moves need to be made, 
one must glaze one's eyes somewhat 
in so doing. 

The book should not be looked 
upon as a dIy instruction book, but as 
a collection of mating sequences and 
positions, many of these being quite 
beautiful. Going through the collect
ion will I am sure enrich one's store 
of tactical ideas in this most popular 
variant. Although there is a useful 
index of the tactical ideas, a players' 
index should perhaps have been 
included as well. 97 pages. Price 
Ll5000.-PCW. 

Scacchi Marsigliesi 
(by Alessandro Castelli) 

This is everything a book on one 
particular variant should be. There 
are 129 pages giving everything that 
one could possibly want to know 
about Marseillais Chess. There are 
chapters on explaining the game, its 
history, the relative value of the 
pieces, the strategy of the game, the 
openings (47 pages), the middlegame, 
the endgame (15 packed pages giving 
detailed information, broken down 
into sections on the various categories 
of pieces), problems, results of 
tournaments, games (29 pages giving 
498 games in the order of the 
openings employed). There is a useful 
index, but unfortunately not one of 
the players of the 498 games. 

Classical Marseillais, where two 
moves are played on every turn, has 
given way completely to Balanced 
Marseillais, where White plays one 
move on his first turn and thereafter 
two moves are played. The Classical 
form is not mentioned in the opening 
section and, as far as I can see, all 
498 games are played as Balanced 
Marseillais. 

Alessandro CasteUi is the leading 
exponent of Marseillais Chess in the 
world, and has been for many years. 
Since 1980, out of 17 tournaments he 
has taken part in that are quoted in 
the book, he has had 11 first places, 3 
second places, and 3 below that. The 
reader cannot fail to learn to play this 
variant better after going through this 
book, for clearly the author knows 
what he is talking about. He has 

COari,mt CFtess 

created here 'a labour of love'. Highly 
recommended. Price: L25000. 

-PCW. 
Both the above two books are in 

Italian, A4 size, and ring-bound. One 
does not need to know much of the 
language in order to appreciate their 
contents. Order from: A1essandro 
Castelli, C. da Potenza 11, 1-62010 
Villa Potenza (MC), Italy. 

Quartz 
Subtitled - a periodical dedicated to 
chess composition - is edited by Paul 
Raican (address: Frasinului 2/E/2 
RO-8800 Tulcea, Romania), with the 
assistance of Ion Murarasu and 
Vlaicu Crisan, and published in 
Romania, though the text is in 
French. Number 4, Spring 1997, has 
articles on 'consequent' series 
helpmates, seven classic problems, 
the Vallodao theme in retros, plus 
original problems and solutions. Our 
own Ronald Tumbull is judging the 
fairies and retros and Mark Ridley 
the help-plays for 199617.-GPJ 

Rochade Europa 
En passant to the notes on the 

randomised chess games given 
earlier, PCW recommends Rochade 
Europa as a good magazine to 
subscribe to. The cost is 60 DMs per 
year for addresses outside Germany, 
which compares very well with UK 
magazines. There are 90 pages or 
more each issue packed with chess 
news, articles, cartoons, photos and 
so on. There is a regular Janus Chess 
colnmn. [Superchess is the name that 
.Janus Chess is described under in the 
ECV (p.295). It is reported that Horst 
Baecker was declared first Master of 
Superchess after a tournament in 
Saarbrucken in 1978.] . 

Especially good are the long 
articles on chess history and detailed 
reviews of computer programs. Some 
knowledge of German is necessary 
for these of course. Those who intend 
buying computer software could 
recoup most of the magazine price by 
taking advantage of the significantly 
lower prices for this from the firms 
advertising therein. Write to: 
Carsten Kohler, Vogelsbergstrasse 
21,63477 Maintal, Germany. 
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Knight's Tours & Random Paths , 
Mario Velucchi has sent GPJ a 

copy of a Technical Report 
(TR-CS-97-03 dated February 1997) 
by Brendan D. McKay of the 
Computer Science Department, 
Australian National University, 
Canberra, ACT 0200, Australia, in 
which the total number of 
(geometrically distinct) knight's 
closed tours of the 8 x 8 chessboard is 
reported to be 1,658,420,855,433 of 
which 608,233 are symmetric. The 
first figure awaits independent 
confirmation, but the second confirms 
a result reported by D. E. Knuth. 

The corresponding figures for the 
6x6 board are a mere 1,245 tours of 
which 17 have binary symmetry and 
5 quaternary symmetry (results 
confirmed by Knuth 1992). 

Mario has done some work 
himself, reported in Scacchi e 
Scienze Applicate on random paths. 
of chessmen. If a drunken party 
consisting of K, Q, R, B, N set out 
from al for h8 in what order are they 
likely to arrive? The answer appears 
to be B, Q, R, N, K, taking 
respectively about 45, 55, 70, 210 and 
265 moves to get there. In other 
words, the rook makes enough moves 
to tour the board once, the knight 
three times and the king four times! 

THIRD HETEROCHESS 
OLYMPICS 

There are five teams in this 
event which will start soon. It is a 
disappointing number of teams, 
especially as the event has been 
postponed a year in order to give 
further time for teams to 
participate. The teams are: 
England, Italy 1, Italy 2, Poland, 
and the USA. 

The variants are as follows, 
with the English team member 
shown in brackets: Avalanche C 
(peter Coast), Dynamo C (patrick 
Donovan), Liars C (Toby Howes), 
Losing C (paul Byway), Mutation 
Progressive (George JeUiss). 

The English team was selected 
from the players who answered the 
adverts in the News pages of VC19 
and VC20 in 1996.--PCW 



COoCumc 3, CJssuc 26 c\Vintcr 1997/8 

Variant Chess 
C]ourna[ of the c:British Chess Variants Society 

CB. c. co. s. 
President 
O. B. Pritchard 
Badgers Wood, 
Hascombe Road, Munstead, 
Godalming, Surrey GU8 4AA. 

Treasurer 
P. C. Wood 
39 Linton Road, Hastings, 
East Sussex TN34 ITW. 

Secretary 
J. O. Beasley 
7 St James Road 
Harpenden, Herts AL5 4NX 

Editor 
G. P. Jelliss 
Top Floor, 63 Eversfield Place, 
St Leonards on Sea, 
East Sussex, TN37 60B. 

Problems Editor 
R Turnbu11 
Endings Editor 
P. V. Byway 
Games Consultant 
M.Home 

© 1998 rests with authors 
ISSN 0958-8248 

Subscription rates 
for 1 year (4 issues) 

UK £8, Europe airmail £9 
Rest of World surface £9/$16 
Rest of World airmail £111$20 
Single issue (inc post) UK £2 
Eu airmail & RoW surface 
£2.25, RoW airmail £2.75 

Cheques payable to 'British 
Chess Variants Society'. 

Yakutat and Aleut chess: 
indigenous Alaskdn chess variants? 

by Lex Kraaijeve/d 

In his impressive 1913 work A History of Chess, H. J. R. Murray 
briefly discusses the possible existence of two indigenous Alaskan chess 
variants: Yakutat and Aleut chess. Murray mentions them at the end of the 
chapter on variants from Central and Northern Asia, of which he states that 
"this branch of chess reached its final limit in Alaska." 

Murray's knowledge on Yakutat chess comes from Stewart Culin's 
work Games of the North American Indians, published in 1907. Figure 1089 
of this book shows 19 pieces, allegedly from a set of 22, with varying, 
mostly abstract, shapes. One piece resembles the head and neck of an animal. 
Some look like pawns, but it is impossible to indicate what piece might be a 
knight, bishop, king, etc. No two pieces are exactly the same. 

Contents 
113-Yakutat and Aleut Chess: 
Alaskan variants Lex Kraaijeveld 
11S-Free Programme Chess 
Tournament George Je/liss 
117-Running a Variant Chess 
Tournament John Beasley 
1 18-BCVS Championships / Not 
for the Fainthearted Peter Wood 
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119-Problem Pages and Solutions 
Ronald Tumbull 
123-T. R Oawson: Lesser Known 
Inventions Mark Ridley & G. Jelliss 
127-The End is Nigh Paul Byway 
129-Xiangqi with a German 
Accent / Wehr-Schach Peter Wood 
131-Xiangqi Results / Fischer
eactions 132~Miscellaneous Notes, 
News and Reviews. 
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Culin does not give any details on the size of 
the board, initial set-up of the pieces, rules of 
movement, etc. Given the scantiness of the evidence 
Murray is careful in drawing any firm conclusions and 
says that "the shapes of the pieces show no trace of 
European influence and compel me to place this game 
beside those treated in the present chapter". 

Murray had even less information on Aleut 
chess: "M. Savenkof states, on the authority of A. N. 
Maximof, that the inhabitants of the Aleutian Islands 
play chess. He quotes Benjaminof s Among the 
Aleutian Islanders". 

. Despite the lack of any firm evidence, the 
eXIstence of an unusual form of chess played by the 
Yakutat has more or less slipped into some writings 
on chess variants as an established fact. 

With 84 years having passed since the 
publication of Murray's work, and with the 
opportunities offered by the Internet nowadays, I 
decided to try and unearth a bit more about these 
possible chess variants. 

Yakutat Chess? 
With help of the Alaska State Library, I 

managed to get in contact with Dr. Frederica de 
Laguna, a professor of anthropology and one of the 
leading experts on Alaskan ethnography. She very 
kindly sent me all the information she had on the 
Yakutat game. 

A full set apparently consists of 25 pieces, 12 
'men', 12 'women' and one extra piece (in case of 
lo~s?). Pieces are carved to resemble objects, living 
things and persons and each of the pieces has a 
different name (just to give some examples: 'whale 
tail', 'cover for the smokehole', 'one on top of 
another'). Play is on the white squares of a chequered 
8x8 board, one player playing with the 'men', the 
other with the 'women'. Initial placement and moves 
are similar to checkers and with each move the player 
names the piece he intends to move. 

It may well be that the three-dimensional 
shape of the checkers in the Yakutat game has been 
influenced by chessmen, but without further evidence 
the existence ofYakutat chess (as opposed to Yakutat 
checkers) appears to be a myth. 

Aleut Chess? 
All I managed to find was a 1933 book by 

W.lochelson: History, Ethnography and Anthrop
ology of the Aleut, which allegedly contained some 
information on chess played by the Aleut. I owe the 
Camegie Institution in Washington my thanks for 

sending me a photocopy of the relevant pages. 
10chelson gives a diagram of the board and initial 
set-up: 

He states that "Chess was without doubt 
adopted by the Aleut from the Russians". He bases 
this conclusion on the Aleut names of some of the 
figures, which are clearly derived from their respective 
Russian names: Queen - fersix' (Russian 'fers', from 
the Persian); Bishop - slimax' (Russian 'slon', 
elephant); Knight - kUnax' (Russian 'kon', horse) and 
Rook -ludkax' (Russian 'ladya', boat). However, the 
King is called alix' ('old man') and the pawn 
layakUcan ('little boy'). The only other bit of 
information regarding the rules of the Aleut game 
given by lochelson is that "the movements of the 
figures are the same as with us". 

The first odd thing about Aleut chess as it is 
described by lochelson is the board's dimensions: 
7x8; unlike any regional variant. The second thing is 
the initial set-up of the pieces: as the starting postions 
are not the same for white and black, this suggests 
that the players are free (within certain constraints?) 
to choose the starting positions of their pieces as they 
see fit. In this, Aleut chess most resembles Burmese 
chess. 

In summary, there doesn't seem to be any 
evidence for a variant of chess played by the Yakutat. 
On the other hand, Alaska does appear to have an 
indigenous chess variant. However, given the rather 
strange characteristics of the Aleut game as described 
by lochelson, it would be good if some more and 
independent information on Aleut chess could be 
obtained. 

The author requests that any communications 
concerning this article should be sent to: Lex Kraaijeveld, 
Flat 4, Wood Hall, Woodhall Lane, Sunningdale, Ascot, 
Berks, SL5 9QW, or bye-mail to:a.kraayeveld@ic.ac.uk. 
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Free Programme Chess 
by George Jelliss 

This article is based on a small 
booklet which John Beasley found in 
Tel-Aviv recently, with the title Free 
Programme of Chess, containing the 
results of a tournament held at the 
Tbilisi Chess Palace, Georgia, from 
30 May to 5 June 1995, and involving 
a group of very strong players of the 
orthodox game in a form of 'Free 
Chess' devised by Gela Guraspasvili. 

There were 12 players, all from 
Georgia., including 2 grandmasters, 
3 international masters, 2 FIDE 
masters and 5 national masters, with 
Elo ratings from 2000 to 2500. 

Play was in two 6-player groups, 
each pair pla)'ing one game, the two 
top scorers in each group going 
through to the final, where each pair 
played two games. 

The booklet, contains 40 of the 
42 games, and is surprisingly written 
in English, though it would have 
benefited from the attentions of a 
better translator. The statement of the 
rules is confused. The following is my 
interpretation, deduced from the 
evidence of the actual play: 

(1) The game commences with an 
empty board. The players alternate in 
putting pieces on the board, each in 
their own half of the board. One 
bishop on each colour. Kings first. 

(2) Pawns cannot be placed on 
the back rank, and only have the 
double move from the second rank. 

(3) When all the pieces are in 
place movement proceeds, but White 
may not capture on the first move 
(i.e. 1 7th turn.) in this phase. 

There is an unclearly formulated 
rule that appears to permit a player to 
move a piece 'within his half of the 
board - or eyen perhaps to 'transfer' 
it to any other square - before all his 
pieces are placed. But pieces placed 
after the 16th turn can then only be 
entered on the back rank. This option 
is not used in any of the games, and 
seems an unnecessary complication. 

There is no rule prohibiting a 
piece being placed where it would 
check the opposing king, though this 

seems to be observed, perhaps as a 
matter of courtesy, in the games, in 
all of which the kings are always 
placed on the back rank. 

If kings were placed on the third 
or fourth ranks and checks were 
allowed this could result in positions 
with K in multiple check from pawns 
or knights. On the other hand if 
checks were prohibited, placing the 
king in an advanced position would 
restrict the placement of the 
opponent's pieces, but probably any 
advantage in this is heavily out
weighed by the danger to the king 
from his advanced position. 

Almost all the games in the 
booklet regrettably contain misprints, 
some of which make the final stages 
of the games incomprehensible. My 
guess is that they have been produced 
direct from the player's hand-written 
score sheets, and that moves were not 
properly recorded when the players 
were caught in time trouble. 

On the other hand, the games 
were played at a rate of 90 minutes 
for each player to complete all his 
moves, which one would have 
thought plenty of time to allow most 
games to reach a conclusion, yet the 
longest last only 39 to 42 moves 
(including the 16 placement moves) 
and none concludes with mate. 

It is not made clear whether the 
final results were agreed, determined 
by the fall of the flag, or adjudicated. 
It may be that the final stages of the 
games were played at speed and that 
the moves were not recorded. 

However this may be, here are 
some games from the Final. The four 
finalists were: Lasha Dzhandzhgava 
(alternatively spelt Janjgava) GM 
2500, Tamaz Tabatadze IM 2450, 
Giorgi Bagaturov IM2460 and 
Alexandre Dgebuadze IM 2425. 

In many cases I have used some 
guesswork in correcting misprints so 
cannot guarantee that the moves are 
exactly those played. Expert orthodox 
players may be able to deduce more 
likely lines of play. 
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Game 31: Bagaturov - Tabatadze. 
The pieces were placed in the 
sequence: Kel, KbS; Ra1, g5; Rhl, 
f5; Nd2, Bb7; Bb2, e5; c4, c5; e3, 
RgS; Qc2, d5; d3, b6; £2, Rh7; g3, 
BhS; Bg2, Nd6; f3, Qf7; b3, b5; a3, 
Na5; Nc3, c7; to give the position: 

Play then continued: 17. b4 R xh1t 
lS.Bxh1 bxc4 19. bxNa5 c xd3 20. 
Qxd3 c4 21. Qc2 d4 22. a xb6 cxb6 
23. a4 d3 24. Qc1 e4 25. Ba3 RdS 26. 
Rbl Qh5 27. Bg2 e xf3 2S. Bfl f4 29. 
gxf4 gxf4 30. Rxb6 fxe3 31. Qb2 
exNd2t 32. Kd1 Qh1 33. BxNd6t 
KaS 34. K xd2 Qxfl 35. Ra6t BxRa6 
36. Qb6 RxBd6 37. QXRd6 (0-1) 

Game 34: Tapatadze-Dzhandzhgava. 
Placement: Kg1, Kg8; g3 d5; n, e5; 
d3, Rf8; e3, c6; ReI, Bg7; Bg2, Be6; 
Bb2, Rf7; Nd2, b7; c4, Ne7; Rh1, d6; 
f3, c5; Ne2, Ng5; Qc2, g5; g4, f5; h3, 

Qd7. 

Play: 17.Rfl b5 IS. e4 f4 19. Nc3 d4 
20. Ne2 NcS 21. Rs1 Nb6 22. Rfb1 
RaS 23. RxaSt NxaS 24. Bfl Nb6 25. 
Kg2 Rf8 26. Ra1 Qb7 27. Nc1 RaS 
2S. RxaS QxaS 29. Be2 Bf6 30. Qb3 
Nffi 31. Bdl Qa6 32. Be2 Bd8 33. 
Kfl Kf7 34. Qa2 Q Xa2 35. Nxa2 
bxc4 36. d xc4 d5 37. cxd5 cxd5 3S. 
exd5 Bxd5 39. Ncl c4 40. Ne4 Ne6 
41. Nd6t Kf6. (0-1). 
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Game 35: Bagaturov-Dzhandzhgava. 
Placement: Kel, Kb8; Ral d5; Bg2, 
e5; Bb2, c7; g3, Rf8; b3, b7; c4, a7; 
d3, Bc8; e3, Nf6; Nf2, a6; a3, Rf7; 
d2, d6; Rhl, Qg6; Qc2, g5; f3, Bh6; 
Nb4, Nc5. (The diagram in the 
booklet has WPe2, but WPd2 seems 
to be needed to support 20. Be3.) 

Play: 17. Bfl d4 18. exd4 exd4 19. 
Bxd4 Re8t 20. Be3 a5 2l. d4 Bf5 22. 
Rxh6 B xc2 23. Rxg6 Bxg6 24. dxc5 
a xb4 25. cxd6 bxa3 26. d xc7t K xc7 
27. Rxa3 g4 28. Bg2 a6 29. b4 gxf3 
30. Bxf3 Bh5 3l. Bxh5 Nxh5 32. b5 
axb5 33. cxb5 Nf6 34. b6t Kc6 35. 
Rc3t Kb5 36. Rc5t Kb4 (Kxb6? 37. 
Re4t)· Draw. {Yz-Y2}. (The final 
moves are given as 37. Rc4 Kb5 38 
Rc5 Kb4, i.e. draw by repetition of 
moves, but Rc4 is unguarded so there 
is some error in the record.) 

Game 36: Tapatadze - Dgebuadze. 
Placement: Kbl, Kg8; Rgl, d5; b3, 
Bg7; al, g6; Rh2, Rb7; e3, c5; f4, f5; 
d3, e6; Bb2 Bf7; Bfl, Ra8; Nf3, d6; 
c4, h5; h3, h7; Qal, Ne8; b4, Qh8; 
Nd2, Nb5 (taking advantage of the 
rule that White cannot capture on the 
first move). 

Play: 17. a4 Nc3t 18. Kc2 cxb4 19. 
d4 dxc4 20. Bxc3 cxb3t 21. Nxb3 
bxc3 22. Ng5 Nc7 23. Bc4 h6 24. 
Nxfl Kxf7. (1--0) (The move 21. Nb3 

V"rl"nt Chess 

is missing from the tex1, and other 
moves are misprinted, so this 
reconstruction is conjectural.) 

Game 37: Tapatadze - Bagaturov. 
Placement: Kgl, Kg8; c4, e5; e3, f5; 
d3, Bg7; Rcl, g5; Bb2, Nf6; g3, Re8; 
Bg2, c6; Rfl d6; h3, Bd7; Nd2, Ng6; 
Ne2,d5;f2,c5;Qc2,Rh7;h2, b5;f3, 

Qh8. 

Play: 17. Rfel f4 18. d4 Bxh3 19. 
Qxg6 Bxg2 20. h4 gxb4 2l. gxf4 
exf4 22. QXg2 Rh6 23. exf4 Qh7 24. 
Khl Qd3 25. Rgl Nh5 26. Qxg7t 
Nxg7 27. d xc5 Rf7 28. cxd6 Rxd6 
29. cxb5 cxb5 30. Be5 Rde6 31. Nb3 
Qxf3t 32. Kh2 Rxe5 33. Nbd4 
Qxf2t Rg2. (0-1) 

Game 3S: Dgebuadze-Dzhandzhgava 
Placement: Kel, KgS; Bg2 d5; c4, c6; 
d3, Nf6; e3, Bg7; Rhl h7; Bb2, Rf8; 
g3, Bd7; f2 e5, f4, g5; b3, QeS; Qal, 
d6; Ne2, 5; Ra3, Ng6; f3, Rc7; Nh3, 
c5. 

Play: 17. Ra4 gxf4 IS. gxf4 d4 19. 
fxe5 dxe5 20. Ba3 QbS 21. Ncl dxe3 
22. Qxe5 exf2t 23. Nxf2 ReS (0-1) 
The diagram in the booklet has three 
White knights and no Black rook; so 
a lot of reconstruction here which 
may not be correct. 
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Game 39: Bagaturov-Dgebuadze 
Placement: Kel, KgS; Bb2, Bg7; c4, 
d5; b3, c6; e3, e5; Qc2, Rf8; f2, Rf7; 
Nd2, g5; g3, Bg6; D, h5; Be2, d6; d3, 
Qh7; Rhl, b5; Ncl, Nc5; a3, Nf6; 
Rh2,h6 

Play: 17. g4 hxg4 IS. fxg4 b xc4 
19. bxc4 e4 20. d4 Nd3 21. Bxd3 
exd3 22. Qdl Ne4 23. 00 Nxd2 24. 
Qxd2 dxc4 25. f4 gxf4 26. exf4 Be4 
27. f5 d5 2S. Nal Qg6 29. Rg2 Qg5 
30. Qxg5 hxg5 31. Rd2 c5 32. d xc5 
d4 33. Rcl c3 34. N xc3 d xc3 35. 
Bxc3 Bxc3 36. Rxc3 Rh7 37. Rcxd3 
Bxd3 3S. Rxd3 Rc7 39. Rd6 R xc5 
40. Kf2 Rc3 (0-1) 

Game 40: Dzhandzhgava-Tapatadze 
Placement: Kgl, Kg8; Bg2 e5; d3, f5; 
g3, g5; f2, d5; e3, c6; Nd2, Nf6; Rcl, 
Bd7; Bb2, ReS; d4, Ba7; Qal, c5; 
Nc2, Ne6; b4, RaS; a3, d6; c4, b5; 
Ral, Qh7. 

Play: 17. a4 bxc4 IS. dxc4 cxd4 19. 
b5 Kg7 20. bxc6 Bxc6 21. Nb4 Bb7 
22. Ra3 Rac8 23. Rb3 BaS 24. cxd5 
Nxd5 25. RxcS RxcS 26. Nxd5 Bxd5 
27. Rc3 RbS 2S. Rcl d xe3 (O-l) 

For ideas concerning alternative 
rules see page 132. Players might 
like to specify this game on the BCVS 
1988 Championship entry fonn sent 
to UK members with this issue. 
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Running a Variant £hess 
Tournament 

by John Beasley 

Variant chess tournaments are becoming 
encouragingly popular. VC25 (page 94) reported a 
very enjoyable one organised by Mike Pennell at 
Hampstead, there was one after our own AGM and 
the annual problernists' meeting in France has' long 
featured one. Our Editor has therefore suggested to me 
that a few simple notes on running such tournaments 
might be of interest. Experienced readers should skip 
this article, because it will be very elementary. It 
covers three topics: (a) arranging the pairings; 
(b) choosing the variant or variants to be played; 
(c) dealing with illegal moves. 

Pairings. Mike at Hampstead had more players 
than rounds, and used the normal Swiss system. It 
worked well in his expert hands, but an organiser less 
familiar with it might have had difficulty in 
announcing the pairings in time. Our own tournament 
and the French ones were all-play-all, and this can 
easily be set up even by a novice. 

There are two cases, depending on whether the 
number of participants is odd or even. The odd case 
is slightly the easier to arrange, even though one 
player has to sit out each round. For the first round, 
set up the players and boards as follows (I assume 11 
players for convenience): 

ffi0000 

B"~"~" \s§)00\iJ\D 
In other words, 1 has White against 10, 2 Black 

against 9, 3 White against 8, and so on, and 11 sits 
out. For the second round, everybody moves one place 
left (so 11 has White against 9, 1 Black against 8, 2 
White against 7, and 10 sits out), and so on until 
everyone has been right round. This simple scheme 
works for any odd number. 

If the number of players is even, we add a player 
o to the above scheme, and the player who would 
otherwise have sat out now plays him: 

00000 

(£]~B"~"~" 
\J§)00\]]\D 

c\Vil1tcr 1')')7/8 

In subsequent rounds, player 0 stays put, and the 
others cycle as before. Player 0 is given White or 
Black for his first game by a random choice, and his 
board is then turned round after each game so that he 
has Black and White alternately. The other boards 
always stay the same way round. 

Choosing the Variants. The French choose a 
single variant which is used throughout, but this is 
perhaps a little dull. Mike, 'with a significant number 
of 'non-variant' players, chose three simple variants 
each of which was played twice, and this worked very 
well. But in regular 'variant' company a different 
variant can be played in each round, and this is surely 
the most interesting. 

If the number of players is odd, there are as many 
rounds as players, so everyone can choose a variant. 
It may seem natural for the player sitting out a round 
to choose the variant for that round, but I feel that a 
man should suffer what he inflicts on others and it is 
perhaps preferable to nominate one of the Black seats 
as conferring the privilege of choice. One or two 
popular variants appear to give a significant 
advantage to White, so it should be a player of Black 
who chooses. 

If the number of players is even, the number of 
rounds is one fewer than the number of players; who 
should be the person who never chooses? There are 
three natural possibilities: (a) the tournament 
organiser can avoid any ill-feeling by nominating 
himself as the non-chooser; (b) last time's winner, if 
playing again, can be the non-chooser; (c) player 0 
(assumed to be chosen by lot) can be the non-chooser, 
but, as compensation, can be given White in most or 
all of his games. 

As a matter of practical convenience, a list of 
suggested variants, somewhat longer than the number 
of rounds, should be supplied to each participant. The 
rules are now written down for easy reference, and 
misunderstandings are less likely. Both David 
Pritchard and George Jelliss have excellent lists which 
I am sure they are willing to supply on request, so 
there is no need to start from scratch. However, I can 
see no reason why a variant not on the suggested list 
should not be chosen provided that (a) everyone 
knows its rules and (b) nobody objects. 

Illegal moves. These can play a disproportionate 
part, and care may be needed to avoid disputes and 
ill-feeling. Step one is for the organiser to obtain a 
copy of the official laws of chess (available from 
myself on request) and to make them available for 
reference. Illegal moves at fast time limits are covered 
by clause C3, and this can be applied to variants just 
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as to ordinary chess; "An illegal move is completed 
once the opponent's clock has been started. The 
opponent is then entitled to claim a "in before making 
his o\\n move. Once the opponent has made his o"n 
move, an illegal move cannot be corrected." Note that 
this covers both a king left in check (taking it should 
be treated as a claim of a win) and illegal moves of 
other kinds (for example, a king moving through 
check during a sequence of moves in Progressive or 
Marseillais Chess). It is true that not every player 
wants to claim a "in in a good game just because his 
opponent has made an illegal move in an unfamiliar 
variant, and if he restarts his opponent's clock and 
invites him to substitute a legal move a charitable 
organiser may well turn a blind eye, but the only truly 
practicable rule is the harsh one that an illegal move 
entitles the opponent to claim the game. 

All this being said, the best way to avoid trouble 
through illegal moves is to avoid variants in which 
they are likely to arise. At the most recent French 
meeting, we played Isardam (see VC23, page 55) in 
which a move which would leave two opposing men of 
the same kind attacking each other is illegal. This 
variant is enjoying a vogue in problems, but I doubt if 
anyone had actually tried to play it before. It proved 
amusing but gave a lot of trouble because players 
under time pressure made moves which are instinctive 
in ordinary chess but illegal in Isardam, and as an 
organiser I would think twice before trying it again. 
Other variants give just as much pleasure with fewer 
complications. 

Variant chess tournaments are fun. I hope these 
simple notes \\'ill help those who have felt that such a 
tournament would enliven their local club, but have 
been deterred by lack of organisational experience. 

BCYS CHAMPiOnSHIPS 
Another circular is being sent out to UK members 

"ith this issue in\'iting entries and suggested variants for 
a further round of postal-play Championships. 

We already have games in progress in Progressive 
Chess, Ex1inction Chess and Alice Chess. The two 
preliminary heats of the Progressive Chess have now been 
completed and the Final is underway. 

The scores in the Progressive Chess were as follows: 
Heat 1. T. Howes 6, P. Wood 3, P. Coast 2, 
D. Richardson 1. Heat 2: D. Pritchard 5, P. Byway 4, 
D. Trema)ne 3, S. Boniface O. The five players who 
scored three points or more qualified for the final. Thanks 
to all the participants and commiserations to those 
eliminated. The full cross-tables and scores of selected 
games will appear in the final report in due course. 

Not for the Faint-Rearted 
by Peter Wood 

Hero Chess, which is being played through Eteroscacco, 
is another of the inventions of Michael Howe of 
Middleto"n, Connecticut, USA, some of which were 
mentioned in this department in Ve23 p.51. This is 
another of the many games played on a lOxlO board. 

The initial position is first rank DLRCHHCRLD; second 
rank = PPPBNNBPPP; third rank = 2PPPPPP2. Players 
are free to experiment with different initial positions. 

The rules of orthodox chess are in effect in addition to 
the following rules. (1) The Grand Duke (\t>lifpD) moves 
one square in any direction, like a chess King. (2) The 
kingdom must always have at least one Duke and at least 
one subject. Therefore, to win, a player must first capture 
one of the opponent's Dukes and then checkmate or 
stalemate the other, (stalemate is a win, not a draw as in 
orthodox chess). A player can also win by reducing the 
opponent to one or two Dukes with no other friendly units. 
When a player has only one Duke remaining, the rules 
regarding check and mate are in effect for that Duke. 

The other pieces move as follows: (3) The Rook 
(El. i,R) is an orthodox Rook. (4) The Bishop GlJ..B) 
combines an orthodox Bishop with a I-square Rook. (5) 
The Knight (~.N) is a combined {2,3} and {3,4} leaper 
[Zebra+Antelope in fairy chess tenns]. (6) The Cavalier 
(\}.C) is a combined {2,4} and {2,5} leaper. (7) The 
Hero (geH) has the combined moves of the R, B, N, and 
C in this game. (8) The Lion (..w..w.L) may make one or 
two consecutive one-square moves in any direction or 
combination of directions, and it may pass over other 
units of either colour on the first move in order to reach a 
square beyond. It may capture on either or both parts of its 
move. The move is considered unitary, so that it may 
leave a Duke in apparent check if the Duke is out of check 
by the end of the move. (9) Pa"ns move one forward 
orthogonally or diagonally and capture one forward 
diagonally; no double-step or e.p.; promotion on the 10th 
rank to any piece except Duke. (10) There is no castling. 
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PROBLEM PAGES 
conducted by Ronald Tumbull 

Highland Cottage. Gatelawbridge, Thornhill 
Dumfriesshire DG3 5EA, Scotland 

With nights getting longer and 
darker, and all outdoor sports in 
abeyance save the degenerate one 
of Christmas Shopping, why not 
stoke up the fire to a merry blaze 
and snuggle down with some nice 
fairy chess problems? Well, here 
are 15 reasons why not... Our 
contributors have offered, almost 
without exception, new and 
exceptionally twisted stipulations, 
often two or three deep. Well, that 
blazing fire will at least be a handy 
place to deposit the Winter 
Problem Pages, before reconnect
ing the e-mail for a nice game of 
Progressive Headbanger with the 
more straightforward souls who 
inhabit the outer pages of the 
magazine. 

Perhaps the contributors have 
contributed complications as their 
reaction from the simplicities of the 
two-man-only theme tourney (27 
entries so far). Problem (211) 
(anonymous till after the judgment) 
reminds you that there are still a 
few days left for eliminating cooks, 
finding the stamps, and sending in 
the entries - the Tourney closes 
with the old year. 

(211) 

Sensitive Sentinels 
Series Selfinate in I 0 

Sentinels: a piece (not pav.n) 
moving (not from I-rank, 8-rank) 
leaves an ov.n-colour pav.n on the 

departure-square (unless 8 ov.n
colour pav.ng already present). 

Sensitive Kings (Bicolores) 
suffer check from units of either 
colour. 

Follow-my-leader: if Black 
can legally play to the square just 
vacated by White, he will do so. 
Problem (212) is a straightforward 
example of a genre that is similar 
in many respects to Maximummer. 
More, please. 

(212) Mario VELUCCm 

Follow-my-leader, Selfinate in 6 

(213) Luigi VITALE 

Andemach, Helpmate in 2, Duplex 

Andernach: a unit that 
captures, changes colour. 

Duplex: for the second part, 
White moves first and is mated. 

While in No-captures, capture 
moves are illegal (except potential 
captures of Kings). 
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(214) Luigi VIT ALE 

No-Capture, Helpmate in 3 
(b) ~b8 + c2 

Problems (215) and (216) 
approach the orthodox unorthodox, 
as they're almost Circe! 

Diagram Circe: a captured 
unit is reborn on the square it 
occupies in the problem diagram. 

Clone Circe: A captured piece 
takes on the nature (but not the 
colour) of its captor, then is 
reborn. But unit captured by K is 
reborn as itself, not as an extra K. 
In (216), play could start 1 :Rg5 
Bxg5(+bBf8). 

(215) ValeryNEBOTOV 

Helpmate in 2 (a) Orthodox 
(b) Diagram Circe 

(216) Valery NEBOTOV 

•••• ~ ~~~~~~<.. 
~~~~~W!~ ~ ~ < •. ~, : .... 

~~ •• ~E 
Helpmate in 2, (a) Orthodox 

(b) Clone Circe 
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In Maxi, Black will always 
choose a longest move (measured 
between square-centres using, if 
necessary, the Theorem of 
Pythagoras). 

Republican: if a King of the 
side to move can be placed where it 
would be in checkmate, then it is 
so placed. If Black could play 
1...Qa4, a checkmated wK would 
appear on a8. 

(217) Paul RAICAN 

Republican Chess, Maximummer 
Selfinate in 3, 4 solutions 

Extinction Chess is played but 
not, hitherto, problemised in. The 
aim is to capture not necessarily 
the opponents King, but the last of 
anyone of the six species 
(KQRBSP). Kings are not special. 

(218) lan RICHARDSON 

Extinction Chess 
Side to play wins on 4th move. 

lan Richardson offers a 
gamelike position (218): Black 
could start 1 :Rfl, threatening to 
e:\1inguish either , .. -K or final wS, 
,\ith pin of wS against the final 
wR. The side to play wins (i.e. 

VAriAnt Chess 

e:\1inguishes a species) on his 
fourth move. As a game, lan 
writes, this is e:\1remely lively, and 
his suggested strategy is to swap 
off one or two minor pieces, and 
then hunt the singletons, the knight 
being the most vulnerable. 

(219) Ronald TURNBULL 

Extinction Chess, Mate in 2 

Problem (219) attempts to 
present the idea in a more 
problemistic form. An attack on 
the final representative of any 
species is check - so we can refer 
to checkmate and stalemate, and 
lan's problem would be a 
mate-in-three (duplex). With, 
incidentally, 'brutal' play involving 
multiple checks. I've assumed that 
play may start with a diminished 
chess-set, and that promotion to 
king is allowed. Thus, 1:Kf2 is 
stalemate, as any promotion on e I 
leaves the remaining black pawn in 
check. 

(220) Erich BARTEL 
& HemmoAXT 

Isardam: Mirror Circe 
Series stalemate in 5 
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Last issue Erich Bartel offered 
some Isardam which wasn't 
altogether simple, but it was just 
the start: (220). Still, stalemate \\ill 
be easy with both the Black pa\ms 
already conveniently blocked ... 
Isardam: positions where units of 
same sort but opposite colour 
attack each other are illegal. So 
neither side may play Sb3?? 
Mirror Circe: captured unit is 
reborn as if it were the other 
colour. So captures of bS, bB lead 
to self-check from fl, gl. In (221), 
the bK is not in check, as 1 :BxK?? 
creates illegal Bishops. 

(221) Ronald TURNBULL 
& Stephen EMMERSON 

Isardam, Mate in 2 

The Grasshopper of (222) is 
the issue's only fairy piece, 
hopping forlornly in a wide desert 
of fairy stipulation (it moves and 
captures on queen lines to the 
square immediately beyond one 
unit, e.g. I:Gf5 or Gf7). 

(222) Peter FA YERS 

Grasshopper, Roi Transmute 
Helpmate in (a) I (b) I ~ 

(c) 2 exactly, (d) 2~ exactly 

Roi Transmute: King in check 
moves as the checking piece. Peter 
didn't want to set the first two 
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parts, considering them too 
obvious. At this point in the issue 
\ye could do v.ith something 
obvious. If you want unob\ious 
Rois Transmutes, just move on to 
Problem (223). 

(223) Paul RAICAN 

Rois Transmutes 
Position after Black's 8th move. 

Game so far? 

Anticirce: the captor is reborn 
on its Ciree rebirth square (which 
must be vacant, else capture is 
illegal). The captured vanishes, as 
in normal Chess. Here the White 
moves to the position suffer from 
arbitrary move-order, so we have 
the half-stipulation asking for the 
Black moves only. On the other 
hand, we have doubled solutions. 

(224) Mario VELUCCHI 

Anti-Ciree 
Position after Black's 4th move. 

What were those 4 moves? 2 ways 

As no-one has yet solved the 
Stein Kamikaze in VC25, I'll make 
this one slightly less difficult: the 
interest lies in the final move 
(which opens three lines) and the 

VAriAnt Chess 

final position - 'action at a 
distance' (impossible in the real 
world, says Einstein, but in fairy 
chess merely rather difficult). 

(225) Irnin STEIN 

Kamikaze Chess 
Series selfinate in 14 

This issue has too many 
helpmates, too much series play. 
For Christmas, please, I'd like a 
niee mate-in-two in each of the 
follo",ing: Ships & Dragons: 
No-capture: Diagram Ciree: 
Republican Chess: Anticiree: 
Kamikaze. 

Solutions to the 
Originals in VC25 

Comments by: Stephen Emmerson, 
A. Ettinger, George Jelliss, Ronald 
Turnbull, Luigi Vitale 

192 Simonet. 1:Qc6 Qbl/Qh7 
2:Qf3t/Qc7. Neat variations (SE). A 
very nice work (LV, and I agree) 

193 Rice. (try 1 :Bc6 Q*h41R *h41 
B*c4 2:ScllSc3/Qa4, but 1...Ra3.) 
l:Sb4 (2:Qxa6) Q*h4IR*h4IB*c4 
2:Bb3IBdllSxc4. Nice half-battery 
shutoff changes, with Black making 
the battery, but try not prominent 
because of obvious refutation (SE). 
An astonishing problem! (LV). 
Arrival of WR a 1 is the only Circic 
element in what is othernise a nicely 
expressed orthodox 2-mover (RT). 
Only snag in this nice problem is the 
strong Black move L.BxQ (AE) 

194 Vitale. I:Kg5 d7 2:Kh4 d8Q 
3:S*d8 Q*g4 and 1:Sc7t d*c7 2:Kg5 
c8Q 3:Kh4 Q*g4. Really one dualled 
solution (SE). But I think the separate 
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paths of bP justify (RT). Same mate 
delivered by newborn wQ from 
different drirections - ob\'iously 
possible only in CIRCE! (AE) 

195 Tumbull & Velucchi. L.g8 
St 2:Kg7 Sf6 3:Kh8 g7 and L.g8Q 
2:Ke7 Qe6 3:Kf8 g7. Good theme 
mates and perfect correspondence 
(SE). Such collaborations are one of 
the pleasures of editors hip (RT). 

196 Emmerson. 1 :Kc2 (wK 
guards d2) 2:Kd3 (wS doesn't guard 
d3) 6:Kh4 (shields wK from check 
from h8 with bR on dk-sq) 8:Rhl 
l1:Kgl Sg2. Very nice final position! 
(AE). Satisfyingly Martial, even with 
so few left on battlefield (RT). Equal 
in length to M Kerhuel Phenix 95 
wK, Q, P b6, c5, d7 BKh3 SH=11 
(11:Ka2 d8B) but better White 
economy! (SE) 

197 Nebotov. I:Qelt Kxel 
2:Kgl(Qdlt) Kxdl 4:Kel(Qbl)t 
Kxbl 5:Kd2(Qa2). Enjoyable because 
easy - the first C Parrain I've solved 
(SE). Simple and ingenious! (LV) AE 
solved within 60 secs, CHLOE 
(program) within 13. 

198 Velucchi. l:c5 alB (alQ?? 
self-check) 2:c4 Bxe4 3:c3 Bc2 =. 
Twin should be e4 c7, apologies. 
l:c5 K xc7 2:c4 a8Q 3:c3 Qh8 =. 
Three solvers correctly guessed 
correct twinning, but none found this 
solution, all seeking promotions to 
knight! (2 ... Sb6?? self-check). 

199 Emmerson. (Black's final 
moves) e8S, Sc7, Sa6=; e8G, Gc8, 
Ga8=; e8S, Sd6, Sc4, Sa3=; e8Q, 
Qd7, Qc7, Qa7=. Shame about the 
repeated S-promotion (RT). AE adds 
self stalemate in 7! 

200 TumbulL a)I:Qg6 Kf60-O 
(Rfl?? self-check) b)1:Qh5 Bg5 2: 
0-0 (Rfl? 3 :Bd2!) Interesting but 
incomplete (SE). r m ashamed to say 
how long I took sohing it (LV) - he 
obviously didn't notice that the 
solution was printed above the 
problem: for this was number 2:0-O! 

201 Vitale. Black 1 :Rf4 Be4 
2:Qg6 Qxf4, Whitel:Qf2 Q X h4 
2:Kh2 Rxf2. SE let his computer do 
second part. Indeed, this would have 
more human-appeal with more 
thematic content (RT) These double 
check mates are not new (AE). 
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202 Bartel. 1... a8B 2:hlB Bf3 
b) 1... g8Q 2:hlQt Qxg3. Even I was 
expecting a R-promotion in b)! (SE) 
Simple and effective (RT). a) trivial, 
b) quite sophisitcated (AE). 

203 Emmerson. 1 :Qa2 c8Q 
2:Be2 Qc6, 1 :Rh7 c8R 2:Ra7 Re8, 
1:Bc4 c8B 2:Ba2 Bb7 I:a2 c8S 2:Sa3 
Sd6. Very interesting AUW (AE). If 
this pair don't persuade to lsardam, 
what will? (RT). 

204 Vasyuchko. I:Gxb4 Gf7 
2:Scxe4 Gxb4 or 2:Sgxe4 Gh7, 
1:Gxh7 Gb6 2:Scxe4 Gb4 or 2:Sgxe4 
Gxh7. An attractive piece of 
engineering, fulcrum e5 (GJ). SE 
disliked the switchbacks - 'they seem 
to invalidate the reasons for playing 
the first pair of variations, which is 
the fault of all duals'. Quite over
comes my dislike of the 'variations' 
stipulation (RT). Vasyuchko is in my 
opinion the best Russian composer of 
orthodox and fairy helpmates! (AE). 

205 Ricbardson. I:e3 Gh6 2: 
Gg3 Rh4t 3:Kf3 Gh3, 1:Gg3 Rh4t 
2:Kf3 Gh2 3:e3 Rn, a nicely 
contrasted pair of mates (GJ). Cooks 
by 1:Kg3 RgIt 2:Kh2 Rg- 3:Khl 
Rh-. AE suggests all I-sq left, +bPs 
h3, h5~ SE suggests cure by all up 
I-sq, +bBfl. Alternatively expand by 
all up 2-sq, +bGhl, with two added 
solutions I:Kg5 Rg3t 2:Kh4 Rgl 
3:Kh3 Rxgl, I:Kf5 Rh7 2:Gh8 Rg7 
3:Gf6 Rg5. This latter is a new 
problem, with different virtues, and 
enters infonnal tourney as 
'Emmerson, after Richardson'. 

206 Jelliss. 3:Kd3 4:Jc2 5:Jc3 
6:Jg2 7:Jd2 8:Je4 9:Jc6 IO:Jc4 Je4. 
SE cooks by 3:Kc3 4:Jc4 5:Jc2 6:Kd3 
7:J2c3 8Jbc2 lO:Jd2 e4, but reckons 
BKd3 is a sound seven-mover. 
Careful timing of Jg2 and Je4 to 
avoid check to White (GJ). After so 
much jabber-destruction, surely 
Stephen's ready for some 
Jabber-creation now? 

207 Rice. 1:g4 = B for 2:Bxh3, 
with six further mates. Trivial 
strategy, as "ith a lot of Anti-A, but a 
nice change after 1... Qg2 (SE). 
Plentiful play, not all of it present 
pre-key (RT). 

208 Velucchi. l:c3 Sc6 2:Sxe7 
Sxe7 3:Sxc3 Sc6 4:Sb8; I:Sc3 Sd5 

VQriQllt Chess 

2:Sxe7 Sxe7 3:c3 Sd5 4:S xc3. 
Wonderful! Shergar is masquerading 
as the bqS in one line and the wqS in 
the other! Best of set! (SE). Two dist
inct, precise lines, remarkable (RT). 

209 Neboto\'. l:Sg5P 5:gfS 
6:Sxh2B 7:BxglR 8:RalB 9:Bf6S 
1O:Sg8P g7. Einstein would have 
liked this demonstration of Relativity: 
the piece accelerating to near the 
speed of light and back again 
e>.-periences mass-increase (to R), 
time dilation (10 moves to 1 for the 
stationary observer), and Fitzgerald 
contraction (travels only one square)! 
Well, maybe this is a little forced [it 
is indeed, as it is the stationary 
observer for whom more time should 
pass - RT] but an amusing problem! 
I've yet to see an Einstein problem 
that's more than a simple 
demonstration of the piece-
transformations (RT). 

210 Stein. l:fI'e7 2:Be7 3:Sc5 
5:Rg4 6:Sf4 7:Qh5 8:g6 9:Bh4 
10:Kg5 11:Bf5 12:Sg6 13:Ke5 15:d6 
f6. Black must mate with pa\\n-move, 
but a supporting bP on g7 can be 
blocked on g6, when, under 
Kamikaze, a Q on h5 prevents fl'g6. 
So solution not quite so hard as it 
looks... Not much Kamikaze content 
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but a neat piece-shuffle (RT) Nice 
that Kamikaze appears right at the 
beginning and then again at the end 
negatively! (AE) A. Ing1eton reports 
a cook: l.Bd6 3.Sb7 4.Re4 5.Ke5 
7.Sf4 8.Qh5 9.g6 1O.fI'e f6. 

168V Raican. (Not included for 
sohing points) a) 1 :RBSb7 Qhl· 
2:BSf3 Qal 3:BSdlt Q xdl 4:Kb8 
Qd8; l:RBSa5 Qhl 2:Kb6 Qa8 3:Ka6 
Qhl 4:BSc6 Q xc6. 

191 Emmerson. (solution not 
complete in Ve25) l.Bgl Bd8 2.cdB 
Sb6, c7 3.BxS$ d5$ 4.b4$ cb e.p. $ 
5.000(R$) Ke2$. Now if WQ on c7, 
not mate because 6.Qc3$! Under
promotion, e. p. and castling. 

For the composers, and for 
myself, your comments are the only 
assurance that you've enjoyed the 
problems. While if you haven't 
enjoyed them, please educate us that 
we may do better! 
SCORES (max 21) 
Luigi Vitale 7 
Mark Ridley 4 
Stephen Emmerson 18Y2 
George Jelliss 7 
A. Ettinger 18Y2 
lan Richardson 13 
A. Ingleton 16 

CUMULATIVE SCORES 
previous after new 
ascents VC21 1997 ascents total 

M Ridley 88 21 109 
VCrisan 77 30 107 
V Krivenko 82 5 87 
S Emmerson 10 66 76 
A Ingleton * 32 38 70 
PRaican * 11 36 47 
G Jelliss 40 40 
A Ettinger 137 39 * 26 
P Fayers 17 7 24 
I Richardson 136 38 * 24 
L Vitale 2 15 17 
EBarte1 139 28 * 17 
J Lorinc 6 6 
PWood 3 3 

Congratulations to new ascensionists Erich Bartel, lan Richardson and 
A. Ettinger; to Vlaicu Crisan and Mark Ridley on hitting their centuries; 
and to our top scorer Stephen Emmerson. Thanks to all solvers, high- or 
low-scoring: your comments are always valued, specially when they arrive in 
time for publication. (That time is half-way between a solstice and an 
equinox, or the 7th days of February, May, August and November.) 
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T. R. DAWSON 
His Less Well Known Inventions 

by Mark Ridley and George Jelliss 

(Winter 1997/8 

Qxbl 6.Rf5 (Q xf5). 1...ghR 
2.gSR 3.Rg7 4.Rf7 5.Rfl Rxfl 
6.Rf5 (Rxf5). 1 ... ghB 2.gSB Bxb7 
3.Bf7 4.Bg6 5.Be4 Bxe4 6.Rf5 
(B xf5). 1...ghS 2.gSS 3.Sh6 4.Sf5 

"--__________________ ..J 5.Sg3 Sxg3 6.Rf5 (Sxf5). 

Thomas Ra)ner Dawson (1889 
- 1951) is well-kno"n as the 
founder of many strongly 
established fairy fonns, now so 
well known as scarcely to need 
defining: pieces such as the 
Grasshopper, Nightrider and 
Neutrals, or stipulations such as 
Seriesmovers and Maximummers. 
In this article, we look at some of 
his less well known ideas, rarely 
seen or even unknown today but 
which composers may like to 
develop further. 

PART 1-Problem Stipulations 
The zigzags were precursors of 

seriesplay problems, but demand 
more activity from the non-series 
player's pieces. 

Checking Zig-Zag 
Here Black must check when 

able, at his choice if he has more 
than one checking move, but 
otherwise he does not move at all. 
White does not check or capture. 
(However, check and mate to 
White are normal: no specific 
'checkless + no-caps' fairy mates.) 

Problem (A) shows the no\\"
popular 'Allumwandlung' (all the 
promotions) theme. After l.Bdl, 
Black must promote "ith check. 
1...g1Q 2.Sf3 Bxf3 3.Kc5 Sb7 
4.Kd4 5.Sh2 Qg7l 1...g1R 2.Ke6 
Bd5 3.Ke7 Sc6 4.Kf8 5.Sh2 Rg8: 
1...g1B 2.Kd4 Sc6 3.Kc5 4.Rb2 
Bxe3 5.Rd4 Bxd4l 1...g1S 2.Rg2 
Bxg2 3.Bf3 Bxf3 4.Kc5 Sb7 
5.Kd4 Se2l 

Capturing Zig-Zag 
As before, White does not 

capture or check, but this time 
Black must capture if able. 
Dawson defined two vanetles, 
namely Blackcap and Madcap. In 
the fonner Black makes just one 
capture on his turn to play. 

(B) T. R. Dawson 
Schachzeitung 1912 

Blackcap zigzag 
Black must be made to capture a 

Rook on f5 after White's 6th move 

Problem (B) has a rather 
makeshift stipulation. Here, for 
contemporary composers, is a rare 
opportunity to improve on 
Dawson! Surely it could be set as 
selfinate ... ? 

I.Rh 1 leads to the Babson 
matching promotions: 1 ... ghQ 
2.Ka3 Qxb7 3.gSQ 4.Qg6 5.Qbl 

page 123 

In the Madcap form, Problem 
(C), Black runs riot, capturing with 
the same piece as often as he can 
before his turn ends. 

Madcap Zigzag, Sel:finate in 4 

Dawson comments that (C) is 
'a remarkable triple echo. I have 
spent over 100 composing hours 
trying to get the full fourfold 
effect, but in vain.' Can it be done? 
l.Pf4 1...BxfS 2.Bc4 Qxg2 3.Bf7 
Bxf7 4.Re4 Qxe4xf4l 1...Bxf4 
2.Bg4 Qxg2 3.Bf5 Bxf5 4.Sa8 
Qxa8 xfSl 1...Qxe2xg2 2.Bh6 
Bxf4xh6 3.Rd6 4.Sd5 Qxd5 xd6l 

Watchtower Pieces 
These pieces guard the normal 

squares, but do not move. (One 
could say they move only to 
capture a King.) 

There is a philosophical 
question here as to whether such 
pieces are 'fairy pieces' at all or 
are simply orthodox pieces under a 
condition in the stipulation. If 
Watchtowers are combined \\ith 
Circe, do they reappear on the first 
rank (as original pieces that have 
lost their mobility) or on the eighth 
rank (as fairy pieces that have 
appeared by promotion)? We 
favour the fonner interpretation. 
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Such pieces first appeared in 
problems where the stipulation is 
of the type: 'Mate in n \\ithout 
moving the X'. (D) is an example. 

(0) T. R. Dawson 
Reading Observer 27 Aug 1912 

~R ~ ~ • .~.~.~.~ 
~ ... ~ ... ~ ~ 
t~~~ f~ ~ ~~"iITIJi ¥~ ~ 
~ft1'~~h'~~'ft~~ ~ ...... ~. ~.T~~ .. ··.3~~ 
~ ~~ ~~~···J~?'ft~ 
~~~~~%"~~~ 
~~~~~~~~ ~~~g 

Mate in 8 with Q 
'without moving Q! 

l.Ba4 Ke5 2.Kc5 f3 3.Be8 
Kf4 4.Kd4 Kxg5 5.Ke5 Kh66.Kf4 
Kh7 7.Kg5 Kglh8 8.Bg6~ 

Watchtower pieces were 
re-invented by J. de A. Almay in 
FCR April 1940, where he gave 
them fanciful but unnecessary 
names: Atlantosaurus (King), 
Dinosaurus (Queen), Mammoth 
(Rook), Brontosaurus (Bishop), 
Hippopotamus (Knight). Anthony 
Dickins (GFC 1967) called them 
capturing-pieces. 

The Rook must be the most 
authentic watchtower. Problem (E) 
is a later example. 

Watchtower Rh5 
Helpmate in 3 \\ith set play 

This example of 1/3-pin was 
dedicated to F. Lindgren on his 

40th Birthday. Set: 1 ... B xe6 2.Sb6 
Bc4 3.Sd6 Pd4! Play: l.Bc7 Bh7 
2.Sd6 Bd3 3.Bb6 Pb4:j:. 

(The watchtower device would 
seem a mere convenience for the 
sake of eliminating cooks: there is 
no - or almost no - specifically 
fairy play possible with a 
watchtower. RT) 

Runaway Chess 
This is another forgotten 

problem stipulation, like zigzags 
and maximumming, in which Black 
is restricted but not White. 

(F) T. R. Dawson 
Reading Observer 
16 November 1912 

Runaway Chess, Mate in 2 

"The rule is that if any Black 
piece [not a pawn] moves onto one 
of the six central squares of either 
long diagonal it must at once move 
to one end or other of that 
diagonal, at his own choice. 
[Disregarding any pawns on the 
diagonal] ... If the second part [of 
this compound move] is illegal, the 
first part must not be made, and 
the King may not move into check 
at either part." 

l.Re3 1...Kb5/Kd5-a8IKd5-hl 
2.Rf4/Re8/Re 1 1.. . Kd4-h8IKd4-a1 
2.Rh3/Ra3:j: 

PART 2 - Fairy Pieces 
So far the ideas have been 

essentially designed for problem 
composrtIon. The following 
examples can occur in games play. 
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Leaper Pawns 
Pa\\TIs promote to leapers, of 

any length of leap (promotion to Q, 
R, B being abolished). 

(G) T. R. Dawson 
Eskilstuna Kuriren 
4 November 1922 

Pawns promote to leapers 
Mate in 3 

Solution: l.c7 a2/d3/c4IdS/f3 
2.c8= root 37/25/17113/41 leaper 
any 3.Lb21Lc31Ld4ILe51Rg3:j: In 
terms of coordinates the leapers are 
{6,1}/ 5-leaper 1 {4, 1}1 {2,3}1 {5,4} 
the 5-leaper having the two types 
ofleap {5,0} and {4,3}. 

Five-Rider Pawns 
There are five riders that can 

operate on the orthodox board: 
these are Rook, Bishop, Nightrider, 
Camel-(1,3)-rider, and Zebra-(2,3) 
-rider. A five-rider pawn can 
promote to one of these only. 

(H) T. R. Dawson 
BCFAwards 1936 

Five-rider Promotion 
Zebra-rider e4 
Selfrnate in 3 
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This problem is one of the 
earliest 'Super-Babsons' that 
Mark, who has made a special 
study of this subect, is aware of. 
l.R6g5 bl = RlBIN/CR/ZR 2.a8 = 
RlBIN/CR/ZR promoted piece 
moves and is captured forcing 
3 ... RhI~ (each piece captures the 
other except in the line 2 ... ZRxh5 
Rxh5 when ZRa8 guards g4) 

The elimination of the Q
promotion makes AUW efforts 
easier, even as the increase from 
four to five possible lines makes 
them harder. 

For games play, George Jelliss 
proposes that the Queen be 
eliminated altogether by playing 
'Five-Rider Chess' in which the 
back row is, say, CR, N, B, CR, 
K, B, ZR, R (where there are two 
CRs since like the two Bs they run 
on the different colours). 

The Dragon 
Knighted pieces have a long 

history. The R+S and B+S first 
occurring in Carrera' s Game on 
the 8 x 10 board published in 1617. 
The history of these knighted 
pieces and their many names has 
been discussed several times before 
in these pages. (e.g. see VC2 page 
20, or VC6 pages 67-71.). Dawson 
seems to have been the first to use 
the knighted pawn, which he 
named the Dragon. 

Dragon f2, Mate in 2 

C{)QriQllt Chess 

The original Dragon had no 
power to promote the pa\\TI 
component, or to move as a pa\\TI 
from the first rank (but later 
composers have tried these 
alternative rules). 

Solution: l.g4 (threat 2.Df3!) 
1...Bxg4/fg41R- 2.Df4IDe41Dh3~ 

The Ship 
The Dragon can be regarded as 

either a knighted pawn or a 
pawned knight. Dawson worked 
with one other pawned piece, the 
P+R which he called a Ship. 

Ghost Chess 
In Ghost Chess ('Phantomes') 

captured pieces reappear on the 
capture-square, after the departure 
of the captor, as ghosts. They are 
then invulnerable to capture by 
living men. However ghosts (we 
believe) can capture ghosts. 

At the end of his series of 
articles on 'Caissa' s Playthings' in 
the Cheltenham Examiner 1913 
Dawson wrote; 'I can only hint 
vaguely at such things as the Ship, 
the Ghost, the Phantom, etc, which 
form further arrows in my quiver, 
leaving them all to some future 
consideration.' What the difference 
was between ghosts and phantoms 
we know not, and Dawson doesn't 
seem to have published anything 
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until some examples appeared 
posthumously in FCR in 1952-3. 

(K) T. R. Dawson 
Fairy Chess Review 

December 1952 

Ghost Chess, Mate in 3 
l.g8=Q Kb6/g31Kh4 2.Qg6/ 

Qg5/Qxg4t KxQ 3.f8Slh4/h3t 

There is currently a tourney in 
the Romanian magazine Quartz for 
Ghostly problems of any type. The 
judge is Paul Raican, and entries 
should go to Vlaicu Crisan, str 
Closca 2, RO-3400 Cluj, Romania, 
by 31 April 98. (The tourney 
announcement does not permit 
ghosts to capture one another.) 

The example in Quartz, is a 
helpmate. 

Reversible Pawns 
Dawson experimented with a 

number of enhanced pawns. 

Pawns can move straight and 
capture diagonally backwards 

Mate in 2 
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Solution: 1.g4-g3 (thr. f4-£3) 
1...Ke4 f5 1...e5t/g5 2. fxe5/fxg5 
l...Ie3/hxg3 2.fxe3/fxg3. 

Side-Moving Pawns 
The stipulation to this problem 

was that (all) Pa\\ns may move one 
square either side as well as 
forwards, but it seems sufficient to 
have only Pd2 \vith this power. 

(M) T. R. Dawson 
Bolton Football Field 

27 December 1913 

Side-moving pawn d2, Mate in 2 

Can this extended 'Albino' 
(pawn-field task) be set without the 
multirex device? 1.Sb8 (for Sc6t) 
Qxe6/Qe3t/Qx£3/Qd5/Qc3t/Qxa2 
2.Pe2/xe3/d3/d4/xc3/c2t 

For game-play purposes 
one could begin, say, with the king 
and queen pawns having this 
enhanced power. 

Line pieces act through any 
number of obstructing men. 

Mate in 2. 

VQriQnt Chess 

The name 'X-ray pieces' was 
not used by Dawson in 1913, but 
the stipulation to the preceding 
problem (one of three composed at 
the same time) has the same effect 
as the 'X-ray pieces' proposed by 
E. Feigin and N. Givoli in FeR 
August 1951. 

Solution: l.b8S Kb4 2.Sc6t 

Pivoting Pieces 
The original stipulation of the 

next two problems was 'Mate in 2 
halves!' But this is too obscure for 
modem tastes. Instead we specify 
that they use Pivoters: pieces that 
can turn at an angle when half-way 
through a move, provided each of 
the two whole moves would have 
been legal. 

(0) T. R. Dawson 
Wiener Schachzeitung 1912 

Mate in 1 
Pivoting Bishops 

Mate in 1 
Pivoting Knight 

Solutions: (0) 1.Bgl-g2! 
(turns half-way to £2) Bb8 cannot 
interpose since the moves Ba8-b 7 
and Bc8-b7 are illegal (two Black 
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pieces on a8, WK check c8). 
(P) 1. Na2t (turns half-way to a4). 

The Original Kangaroo 
We conclude \\ith an 

ex1ravaganza from the newspaper 
column run by Henry Tate who 
coined the term 'Fairy Chess', later 
taken up by Dawson. 

(Q) T. R. Dawson 
The Australasian 
10 October 1914 

Grasshoppers el,e2,e3 
Giraffe gS, Camel hI 
Dabbaba g2, Alfi! g I 

Kangaroos c6, e4; Mate in 2 

"We let the Kangaroo, as he is 
a great jumper, spring to any 
square in his half of the board, 
either the lateral half or the vertical 
half." 1.Qa4 (1.Qc4? Gb5). "Did 
you ever see a problem with 32 
cross-checks before?" 

This 'Kangaroo' differs from 
the modem variety which is a 
hopper along queen lines to the 
first square beyond two pieces. 

We hope these inventions of 
Dawson's will be of interest to 
readers of today. Sometimes the 
best new idea is an old one! 

The Editor hopes to follow this 
article with a series of shorter 
items on other 'Pioneers of Variant 
Chess' who have contributed new 
ideas to the subject. Suggestions 
and examples for inclusion would 
be welcome from readers. 
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20 The Finches, Hertford 
Hertfordshire SG13 7TB 

Losing Chess 
A lot of material, you may recall, 

was held over from the last issue. 
John Beasley asks me to point out 
that his 10-page listing Published 
Material on Endgame Theory and 
Endgame Studies in Losing Chess is 
available free to anyone who asks. 

He also recommends to our 
attention the following study and 
writes: "This composition may have 
quite a short solution, but it is in a 
different class from most Losing 
Chess studies". 

(Solutions to the studies are on 
the next page.) 

#26 
R Sekhar & R Shankar 

Commend. Eteroscacco 1987 

Losing Chess. Draw 
(I have reversed the colours) 

The next two studies are by John, 
and he describes them as follows: 
"They are theoretical studies: the 
positions are natural (or at least 
simple) and the solutions are 
strategically motivated, but the play is 
not unique. An unmoved knight's or 
rook's pa"n wins against a knight, so 
Black "ill hope to advance one paml, 
force White to capture it, and then 
"in "ith the other: moving it one 
square or two as appropriate and 

VAriAnt Chess 

"inning by promoting to bishop. It 
follows that White must force the 
second pa,m to commit itself before 
he captures the first." 

#27 
J. D. Beasley (original) 

Losing Chess 
White to move wins 

#28 
J. D. Beasley (original) 

Losing Chess 
White to move wins 

I remind readers that Fabrice 
Liardet (address in previous issue) is 
interested in any material for his 
forthcoming book on Losing Chess. 
Meanwhile, here are two more studies 
by Fabrice. 

#29 
F. Liardet (original) 

Losing Chess 
White to play and "in 

Of the first he writes as follows: 
"What must be realised is that the 
R+N v K ending is a draw, unless the 
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king can be kept on the first rank by a 
knight on the fifth. The Q+ N ,: K 
ending never "ins for Q+N, well 
almost never ... " 

#30 
F. Liardet (original) 

Losing Chess 
White to play and "in 

Gmpetitiov 
The competition for this issue is 

based on the following position in 
Italian Progressive Chess. (See next 
page for results of first competition). 

This arose after l. d4 2. d5, eS 3. 
BgS, B xd8, Bxc7 4. BfS, Bxc2, 
Bxdl, Ba4 S. Nc3, Kd2, Bd6, BxfS, 
N xa4 in the game Pritchard - Byway 
from the BCVS qualifying 
competition. Let me say at once that I 
don't believe David Pritchard gains 
any advantage from having seen this 
position before. He was heavily 
involved in another qualifying 
competition at the time, as well as the 
Mind Sports Olympiad - and you 
have AGES to mull over the position. 

The task is this:- to give a 
plausible series 6 which is answered 
by mate in 7. I seem to remember 
tripping over several of these, but 
can't remember what they were: but 
r m sure there was an Italian mate 
among them. So how many 
'essentially different' mates can YOU 

find? Bonus points for a viable BI~ck 
defence by the way! 
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The idea of a competition was 
originally sugggested by Peter Wood. 
He was quite justified, for the 
response to the first was better than I 
e" .. pected. The intended solutions to 
the Progressive Chess position are: 

(a) 8. Kc7, R xb8, R xa8, Bb7, 
Bxe4, Bxg2, Bxhl, h6. 

(b) 9. Kf4, eS, e6, e xd7, Bb7, 
Bxa6, KeS, Kd6, d8Q Italian mate. 

(c) 9. Kf3, Kg3, K xh2, Kg3, 
Kg4, Bb7, Bxa6, Bb7, BdSt 

I apologise for the fact that the 
move Rxhl was missing from series 
8 in part (c) of the question: this 
caused David Pritchard to give a 
correct solution to the \\-Tong position. 
I don't see why he should be 
penalised for this SO he and Fred 
Galvin, who gave a text-book answer, 
score 6 points. 

Ian Richardson gave, for part (a), 
the solution 8. Kc7, K xb8, BfI, 
Bxg2, Bxhl, Bxe4, B xa8, h6 after 
which I think that 9. a3, ND, NgS, 
N xf7, Nxh8, Nf7, N xh6, NfS, Nxg7 
will win. In part (b) however, Ian 
offers two variations as well as the 
intended answer. First we have 9. 
Kd2, b4, bS, b6, b7, eS, e6, e xd7, 
d8Q Italian mate: here the b-pawn 
takes the bishop's part. Secondly we 
have 9. Kf4, KeS, Kd6, Bb7, B xa6, 
eS, e6, exd7, d8R Italian mate: this I 
allow not because of the under
promotion but because the king must 
take an active part in the mating net, 
instead of merely moving to the 
d-file. On balance I judge that Ian 
should also score 6 points. 

#26. Black threatens L.Ra2 and 
1.Ba2 leads to a lost N v Rending, 
hence 1. Nd5. Black's only safe reply 
is 1 ••. Ral and now White must play 
2. Bg8! and not 2. Bf7 when 2 ... Rh2 
3. BhS RxhS wins for Black. Black 
must go back, 2 ••• Ral, and now 
White still cannot play 3. Bf7 because 
of 3 ... Rhl etc. and must play 3. Be6; 
draw by repetition. 

CUAriAnt Chess 

#27. 1. Ne3 and now two lines: 
(a) L.gS 2. Ng2 g4 3. Nel g3 4. Nd3 
g2 S. NeS b6 6. Nf3! gl(any) (6 ... bS 
7. Nd2) 7. Nxgl bS 8. Ne2 b4 9. Nc3. 
(b) 1..:b6 2. Ng2 bS (2 ... g6 3. Ne3 gS 
4. Ng2 g4 S. Nf4 g3 6. Nd3) 3. Ne3 
with the echo line 3 ... b4 4. Ndl b3 S. 
Ne3 b2 6. NdS g6 7. Nc3! b1(any) 8. 
N xb1 gS 9. Nd2 g4 10. Nf3. 

#28. 1. NeS h6 2. Nc4! a6 (2 ... aS 
3. NxaS h5 4. Nc4 h4 S. Ne3 h3 6. 
Ng2) 3. NeS as 4. Nd3 a4 S. NeS a3 
6. Nd3 a2 7. Ncl! alB (7 ... h5 8. 
Nxa2 h4 9. Nc1 h3 10. Ne2 h2 1l. 
Ngl) 8. Na2 Bc3 9. N xc3 h5 10. Ne2 
h41l. Ng3. 

#29. This is such a difficult 
position that I had better give the 
solution of Fabrice in full. l.h6! 
(a) l.Nh3/e6?? f4 2. Nxf4 NfS! 3. 
Ne6 N xe6 4. h6 Ng7l. (b) 1.ND/f7? 
NeS 2. NxeS f4 ... and S ... fIK draw. 
For instance 3. Nc4 f3 4. h6 f2 S. NeS 
fI 6. h7 Kg1! (c) 1. Nh7? NfS 2. 
NxfS f4 ... and S ... fIK draw. The 
white knight being too far, the R + N 
v K ending will be a draw: for 
instance 3. h6 f3 4. h7 f2 S. h8R fIK 
6. Ne6 Ke2 7. Rh4 Kd2 8. Rf4 Ke1! 
9. Ra4 Ke2 etc. (d) 1. Ne4? fxe4 2. 
h6 e3 3. h7 Nf6! 4. h8B e2 S. Bxf6 
elK draw. 1 ••• f4 Otherwise 2. Ne4 
flNxe4 3. h7, and there is nothing 
against 4. h8R and White wins. 
2. Ne4 (2. Nh7? Nf8 is the same as l. 
Nh7?) If now the Black N does not 
sacrifice itself, there folows 3. Ng3 
fxg3 4. h7 and h8R White wins, 
except after 2 ... Nb8!? 3. h7 f3 4. 
h8R! Nc6 (4 ... f2 S. Nxf2! N- 6. Rb8 
and wins N v N) S. Rb8 N xb8 6. Nc3 
f2 7. Ne4! fiB (only) 8. Nf2 and the 
Black B must sacrifice itself, and 
again White wins the N v N ending. 

Two variations remain: 
(A) 2 ••• Nf6 3. Nxf6 fJ 4. h7 f2 5. 

h8R! In spite of the excellent position 
the White N will have on dS, 
promotion to Q does not win: the 
Black K stays on el and fI (if 
necessary gl), and White cannot 
make any progress. White N moves 
would have allowed S"'fIB draw (not 
S ... fIR? 6. Nf6 Rxf6 7. h8B White 
win). 5 ••• 0K 6. Nd5! and wins: for 
instance 6 .•• Kg2 7. Re8 Kh3 8. Rf8 

page 128 

"Vinkr 1997/8 

Kh4 9. Rf6 Kh3 10. Rf5 Kh2 11. 
Rf4 Khl 12 Rf3 White wins. 

(B) 2 ••• Nc5 3. Nxc5 fJ 4. h7 f2 
5. h8Q! (S.hSR?? fiR Black wins) 
5 ••• 0K 6. Qb6! Reciprocal 
zugzwang. 6 ••• Kg2 7. Qbl! Kxbl 8. 
Ne4 White wins. 

#30. After 1. h7! Black has four 
ways to force a unique promotion by 
White. (a) I...Ng6 2. h8 (any!) Nxh8 
3. d7 Ng6 4. d8R! Nh4 S. Re8 and 6. 
Re2 White wins the Black knight. 
The K + N v R ending is usually a 
draw, but the king and knight lose if 
they are disconnected. (b) If on the 
third move Black chooses 3 ... Kb6 we 
have 4. d8K! KcS S. Kd7 Kd4 6. Kd6 
Ke3 7. KeS Kf2 8. Kf4 Kg1 9. Kg3 
White wins. The K v N ending is an 
elementary win. (c) 1...KcS 2. d7 KdS 
3. d8B! White wins, e.g. 3 ... Ke4 4. 
Bc7 Kd3 S. Bb6 Kc2 6. BaS Kb2 7. 
Bd2 Ka2 8. Bc1. (d) L.Kb6 2. d7 
Ka5 3. d8K! Kb4 4. Kd7 Kc3 S. Kd6 
Kd2 6. KdS etc. 

Corrections 
Due to postal delay of 11 days 

some proof corrections did not get 
into the last issue. In the te>.t 
following the Modem Courier Chess 
position from play the following 
moves were misprinted: S6. Fg2; 68. 
Fi2; 69 ... Kj6; 82.Cxj7. The Xiangqi 
position should be as follows: 

I 

A mSTORY OF CHESS 
Lex Kraaijeveld pointed out some time 
ago that a facsimile edition of H. J. R. 
Murray's work is published by Benjamin 
Press, Northampton, Massachusetts, 
USA (Tel: 00-1-4135866272). The price 
was $39.95 plus $4.85 (P&p, surface 
mail). The facsimile edition is a well 
produced hardback with dust-jacket. 
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~anfJ'li with a German Accent 
by Peter Wood 

Xiangqi-Kurier 

While at the Mind Sports 
Olympiad in the summer I saw for 
the first time the above magazine. I 
have since acquired all issues of it, 
which, since it was founded in 1994 
have so far amounted to seven. ' 

The magazine is produced by 
Claus Tempelmann of Braunschweig 
in GernlaIlY. Issues are usually of 28 
pages in A5 (BCM) format. A small 
print size is used, which means that a 
lot of information can be crammed on 
each page. The magazine is well 
produced, is in German, and has the 
odd photograph. The notation used is 
algebraic; the diagrams are Chinese. 
Issues come out approximately every 
six months. 

It is a magazine I like. There is a 
lot of information about Xiangqi in 
Germany naturally, but there is also 
news about other European events 
and World Championships. Detailed 
results tables are given. In the 
absence of any UK Chinese Chess 
Newsletter since 1995 this is 
currently the best source for European 
results and events. News of English 
local events is scarce, possibly 
because of lack of information from 
the UK Chinese Chess Association 
and because many events are 
organised at fairly short notice. 

X-K devotes many pages to 
analysis of positions from games, 
'find the continuation' type features 
and endgame positions. There is at 
least one closely annotated game 
involving one of the German players 
and several other unannotated games, 
which are often from top Chinese 
events. Other features are reviews of 
Xiangqi computers and computer 
programs, solving competitions and 
contact addresses. I recommend 
Xiangqi-Kurier, although it would be 
helpful if one had a reasonable 
knowledge of the German language. 
Going through the games and 
positions would certainly improve 

one's strength at Xiangqi. It clearly 
has for the German non-asians. 

The subscription price is given as 
lOOM for two issues of the magazine, 
to which one could perhaps add a 
couple of e~1ra marks for the 
magazine to be posted to the UK. 

To subscribe, write to Claus 
Tempelmann, Lubeckstrasse 4S, 
3S10S Braunschweig, Germany. 

Comparisons 
How does Xiangqi-Kurier 

compare with David Woo's 
American-published Xiangqi Review? 
Very well in my opinion. There is 
much better coverage of European 
events, and there are more positions 
to solve or analyse. It also scores well 
in endgame instruction. 

Xiangqi Review has more 
detailed news of Chinese events, and 
gives many more annotated games 
which almost exclusively involve the 
top Chinese players. As with X-K 
there are positions to analyse and 
solve and there is much on the 
endgame. There are articles about the 
opening, and much on repetition 
rules - two areas which Xiangqi
Kurier has so far ignored. The 
magazine is written in English. The 
notation used is Chinese. 

Xiangqi Review remains the top 
choice for UK readers - deservedly 
so. But readers wishing to improve at 
Xiangqi should consider subscribing 
to both magazines. They will not be 
disappointed with Xiangqi-Kurier. 

Here is a game from 
Xiangqi-Kurier. It was played on the 
Internet on 27.1.1996, and was part 
of a Europe v. Canada match. Black 
was the current Ladies' Champion at 
the time. 

Stefan Scholz - Huang Yu Ying 
Annotations by Stefan Scholz. 
translated from German. 
I.Che3 NgS 2.Ng3 RhO 3.Rhl NcS 
4.cS g6 5.Rh7 Ra9 (5 .... C i8 is more 
usual.) 6.Nc3 Rd9 7.e5 Gfe9 S.CaJ 
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CM 9.Rbl Rd4 10.Ce4!? (To 
10.Rg7?? there would follow 
10 ... C:g4) 10 •••. C:e4 1l.Ng:e4 Nf6 
12.Ng3 g5 (Black wants to unpin his 
Cannon on h8.) 13.Rh6 g5:g4 
14.R:f6 g4:g3 15.C:g3 ChI 16.Bce3 
Rg4 (Red's position is somewhat 
under pressure; it is essential for him 
to be accurate in defence. The weak 
point of the Black position is the 
Knight on c8.) 

o 
9 

8 

7 ~~r+~l~~r~~~~~~ 

6 

5 

4 

3 

2 

1 

a bed e f g h 

17.Ne2! (probably the only move. So 
long as Red controls the point .f2. 
little danger is threatened Losing 
pretty quickly are 17.C j3? Rh2 
followed by R.f2, and 17.C i3 Rh3!. 
The weaknesses of the red position 
are the points f1 and .f2.) 17 .... Bge8 
(preparing for the exchange of 
Rooks. The vital question for Black is 
whether he gets any clear threats 
after the unavoidable (for Red) Rook 
exchange. Red had taken a lot of time 
over his 17th move and had taken 
into account Black's moves from the 
Rook exchange up to Red's vital 20th 
move. In the game Red decides that 
after the Rook exchange Black had 
no threats.} IS.RbS (At last Red finds 
time for counter threats.) IS .... RfO 
19.R:tll+ K:tll (The threat is now 
Rf4. with mate to follow: 20.R:c8?? 
Rf4 21.Nc3 R:f1+ 22.Ke2 R.f2 mate. 
For this reason the next move is 
forced.) 20.Cf3! Rg2 21.Nc3 
(Because of the threat R.f2 there is 
still not time for 21.R:c8.) 21 .... ChS 
22.Rb7 Ch7 23.Rb8 ChS 24.Rb7 
Rg4 (The manoeuvre Rg4-g2-g4 has 
cost Black two tempi; meanwhile Red 
has played 21.Nc3.) 25.R:c7 R:i4 
(The position is now almost level with 
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just a small advantage for Red. The 
black Cannon and Knight are tied 
down.) 26.NdS (If Red plays 26.a5. 
then 26 .... Rg4 would follow and the 
red pieces are as much tied down as 
Black ·s. so that the pawn i 7 can be 
set in motion.) 26 ...• a6 27.N:e7!? 
(The alternative is to go for a win 
with 27.e6 e7:e6 28.Nf4+ KeO 
29. N: e6. or 27.c6 Rd4 28.Nb6 }-.rbO. 
in each case leading to a small red 
advantage; but Red only sees the 
liqUidating exchanges, and does not 
make the attempt to win.) 27 .... N:e7 
28.R:e7 i6 29.Rf7+ KeO 30.Rf6 is 
31.Rh6 CgS 32.R:a6 Re4 33.Ra7 
R:e5 34.Rg7 CgO 3S.Rg5 R:g5 
36.B:g5 Drawn. 

Now an endgame position from the 
May 1994 issue. In this Rook and 
pawn ending Red is to play and win. 

o 
9 

8 

7 

6 

5 

4 

3 

2 

1 

~~v -@--
~ ~ ~ .JL .JL 

,r ,r 
L .JL~ ~.JL .JL .J 
r 'r .... ",r ,r , 

L .JL ~ .JL .J 
r ,r "7 ,r , 

.JL .JL 
,r 

'" / 
,r 

l1~ 
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l.ro Rd6 (Black's Rook is tied to the 
d-jile because of Red's mate threat 
on that file.) 2.eO Rd7 3.Re9+ Kd8 
4.dO Rd6 (If the Rook leaves the 
d-jile, Re4 would immediately force it 
back again.) S.cO Rd7 (If Rc6, there 
would follow ReO, as in the game.) 
6.ReO 1-0 

There is no defence to RdO mate. 
One should note how important it is 
to transfer the pa"n to cO. 

And now a couple of positions 
from the composer Udo Marks, which 
are taken from the latest (July) issue. 

In the first, Red to move and mate 
in two moves. (Well worth solving. 
The solution will be given in the next 
issue in case we compromise the 
solving competition in X-K.) 
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7 
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In the following constructed 
position all 16 black pieces are 
stalemated by just three (!) red pieces. 

7 
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\61CEl~<3J] 
by Peter Wood 

Continuing the German theme, 
in the April 1992 issue of The Chess 
Collector under 'Auction News' there 
is an account of an auction sale at 
Phillips in London where one of the 
items was a German game called 
Tak-Tik. The game was played on an 
11 x 11 chequered board. I quote: 
"The set with the original box, board 
and instruction sheet, dating from 
about 1937 and with pieces 4.2 cm to 
4.5 cm, (was) sold to a commission 
bidder for £871." 

There is a photograph of the 
board and game box in the magazine, 
and from this I recognised the game 
as Wehr-Schach (not too difficult as 
Wehr-Schach is "Titlen on the box!), 
details of which are given in David 
Pritchard's Encyclopedia of Chess 
Variants, page 339. However a 
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difference from the board that is 
sho"n in ECV is that on the black 
squares in the middle file - on ranks 
2, 4, 6, 8 and 10 - there is a vertical 
white line. This is in addition to the 
long diagonal markings which 
represent a highway and a river, and 
the two lakes elsewhere on the board. 
In addition the name Tak-Tik is not 
mentioned in the ECV entry. I wrote 
to David Pritchard concerning these 
differences enclosing a photocopy of 
the relevant page in The Chess 
Collector. Here is his reply: 

Da\'id Pritchard: "In the ECV 
I indicated that Wehr-Schach enjoyed 
considerable popularity. Since the 
game was widely sold I am surprised 
that it fetched so much since I feel 
sure many sets must survive complete 
in Germany and Austria. The first 
edition of the booklet on the game 
(1938: I believe 1937 in the CC is 
"Tong) does not mention the name 
Tak Tik nor is there a line marked on 
the central file. This, presumably the 
official booklet, was published by 
Richter in Frankfurt-am-Main and is 
the edition I took as the authority for 
the ECV. It runs to 48 pages. Another 
edition was first published in 1939 by 
Die Wehrmacht in Berlin. This was 
presumably some army publishing 
house so perhaps the game was 
encouraged for training purposes? 
Anyway, the second Wehrmacht 
edition (1940) has T AK. TIK as a 
logo below the title from which, 
interestingly, the hyphen has been 
dropped. So it seems very likely that 
the game was marketed later as 
T AK. TIK when, to judge from your 
picture, the hyphen reappeared in 
Wehr-Schach. It would be interesting 
to know the name of the publisher of 
the CC set? Probably a third 
publisher in Munich or Bremen!!" 

Mike Pennell, the editor of The 
Chess Collector, later sent me an 
extract from an old issue with an 
account of an auction sale at Phillips 
in 1995. I quote: " .. a German 'Wehr
Schach Tak-Tik' chess-type game 
with an Eagle lacking from each side, 
which had been a regular feature of 
Phillips sales for some time at an 
ever-reducing estimate, finally found 
a buyer for the princely sum of £71 .. " 
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CX!..anBqi ~SU[tS 
by Peter Jf'ood 

Forshang Cup: The e>.1remely 
strong Forshang Cup tournament. 
reported on in VC25, duly took place 
in September at Las Vegas. There 
were 24 participants. It was an 
8-round S"iss tournament. First was 
Lu Qin (China), second Wu Kuilin 
(Taiwan), third Wong Wanheng 
(West Malaysia). C.K.Lai was the UK 
entrant. (Source: Xiangqi Review). 

5th World Championship: This 
9-round tournament took place in 
Hong Kong from November 19th to 
the 23rd. About 80 players took part 
from over 20 countries, including five 
from the UK. Confirming his World 
Number One status was Lu Qin 
(China), who won the tournament 
ahead of Xu Yinchaun (China) in 
second place and Wu Kuilin 
(Taiwan), who was third. 

Success for Guo Shulong: The 
Ladies' World Championship was a 
big success for European Xiangqi. 
The winner was Lin Ye of Italy, who, 
C.K.Lai informs me, was also 
champion in 1981. In second place 
was Gao Yiping (China), and in 
bronze medal position, Guo Shulong 
(UK). This was a great triumph for 
Guo Shulong, who has won the UK 
Championship twice in recent years 
(both men and women compete on 
equal terms in this). 

The sixth World Championship 
mll be held in Macao in 1999, while 
the seventh mll be held in Paris in 
2001. This is the first time the 
Xiangqi World Championship "ill 
have been held outside of the Far 
East. and it is hoped that this ,,,ill 
give a strong boost to Xiangqi in the 
West. and in particular Europe. 

This information on the World 
Championship comes from a lecture 
given by C.K.Lai at the Torriano 
Meeting House in Kentish To"n, 
north London. This was organised by 
John Rety. Anyone in the area who 
fancies a friendly game of Xiangqi, or 
would like to hear of future events at 
the Meeting House, please contact 
John at 99 Torriano Avenue London 
NW52RZ. 

Fiscllereactions 
The following e:\.1racts from SUT1l0 

(which is a games zine I believe, not one 
on \\Testling) were noticed by our 
correspondent Derick Green. The views 
expressed seem to have been stimulated 
by an earlier reference to Fischerandom. 

Alan Parr: The very fIrst issue of 
Hopscotch had a chess variant which still 
gets pulled out from time to time, and I 
think David Pritchard did actually include 
it in his book. It did indeed randomise the 
pieces on each player's backrow. But 
there are lots of slightly different ways to 
implement the setup (e.g. are pieces 
placed at random, or do players 
alternately position them one at a time? 
Do both players have the same setup, and 
do the two bishops have to be on opposite 
colours? r ve even seen a variation where 
the pieces are initially set up in a reserve 
area and then played onto the board.) 

The Hopscotch variant had another 
rule, to make sure the game played fast, 
which was that all turns were two-move 
turns, so the whole game didn't take 50 
turns or more. [MS (editor of Sumo): 
I sense a rant coming on ... ] 

So when I read about the game in 
one of the broadsheets I was very 
interested to know what rules Fischer was 
advocating. But what I found hugely 
depressing was the response of the 
paper's chess writer. I can't rememtx:r 
whether it was Hartston, or Keene, but It 
was someone of that ilk. His response -
yes, all very interesting, but the idea was 
totally \\Tong, because it meant players 
cutting themselves off from hundreds of 
years of chess experience and history. 

Yes, indeed - that's exactly what's 
right about the idea - that instead of 
having to learn the fIrst twenty moves of 
ten thousand standard games the players 
would actually have to rely upon their 
0\\11 ideas and insights from the very fIrst 
move. A pretty obvious quality of a good 
game really. I should have thought. What 
a sad response from the chess establish
ment! Am lover-reacting, but it does 
seem rather like the secret society 
S'.l1drome at work. We've studied this 
g~e for forty years, so we're the ones 
who know about it, and we can't have any 
Tom Dick or Bobby being allowed to 
enjo; it without playing (fIguratively and 
literally) to our own rules. 

Actually I've \\Titten before about 
the defects of chess. What, honestly, 
would vou sav about it if Go or Mancala 
were the f~ game of our civilisation, 
and you saw chess for the fIrst time on 
Death Row at Olympia? A game that 
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takes ages to read and learn the rules. 
Where you have several different pieces, , 
one of which is so badly designed it can 
access only half the squares? Where 
another - but only one - can move 
across occupied territory? Where you 
have another totally different set of 
pieces, and these ones, unlike all the 
others, take differently from the way they 
move? Where the whole game is so slow 
that we need to introduce a fIx to allow 
these pieces another move on their fIrst 
turn - but wait a minute, that means 
another couple of bugs that need their 
0\\11 fixing, so we have en passant 
capture, but no double-square fIrst move 
capture. And the game's still so slow ~at 
we'll have another fIddle rule, castling; 
and this one in turn needs special 
exception rules about castling through, 
into, and out of check. And when you've 
got all of this sorted out. you still fmd the 
game is so flawed you need a whole 
further set of extra rules about game 
ends to allow for stalemate, draws by 
repetition of position, 50-move rules, and 
so on - what a mess! So there's an idea 
for a new game, let's have a games 
consultant's response to being sent the 
fIrst copy of Chess for critical evaluation. 

Eddy Richards: I also don't think 
that Chess is a particularly good game -
what would be the reaction if it was 
brought out nowadays? I can see the 
reviews - ''nice pieces, but they all 
move and attack differently and the game 
is too difficult to learn, each game takes 
far too long, too indecisive with many 
draws, as all the information is available 
to both players it is completely 
analysable, though as it is also complex 
only sad anoraks would bother, no 
multi-player option, could be tweaked to 
make it more interesting, e.g. by 
randomising the initial positions of the 
pieces but as it stands has not been 
developed enough." 

vc - BOUND VOLUMES 
Volume 1 (issues 1/8) costs £10 

(UK), Ell ($17) (Europe, and Surfa~ 
worldwide), £13 ($20) (AirmaIl 
worldwide). Volume 2 (issues 9/20) costs 
£17 (UK), £18 ($27) (Europe, and 
Surface worldwide), £21 ($33) (Airmail 
worldwide). Postage is included. 

Bound volumes of VC's pre-cursors 
The Games and Puzzles Joumal 1987-9 
(l vol £17.50) and Chessics 1976-86 (2 
vols £15) are also available from George 
Jelliss, who is now up to the third issue of 
a new volume of the G&P Joumal. 

All the' above are now in plastic 
comb binding. Addresses on front cover. 
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Frn Programme Chess 
Alternative Rules 

At the end of the booklet on Free 
Programme Chess (described on 
pages 115-6) there is a comment from 
the winner, Lasha Dzhandzhgava, 
suggesting that doubled pawns should 
not be permitted and that a longer 
time limit is needed. The former 
point is certainly valid and a rule that 
one pav.n be placed in each file can 
easily be incorporated. 

I would also question the placing 
of the kings as the first move. The 
evidence from the games is that this 
results in the line pieces being set up 
in massive batteries directed towards 
the king's field, with a consequent 
tendency to rather unsubtle direct 
attacks and rapid exchange of major 
pieces. It seems to me that placing the 
kings last could be more entertaining, 
keeping the opponent guessing where 
it might go, and encouraging a freer 
deployment of the line pieces. 

It also occurrred to me that if the 
pieces were required to be placed in a 
definite sequence, there would be no 
need to give the placement moves as 
well as a diagram of the position 
reached: the moves could all be 
deduced from the position. 

The obvious sequence is: Ps Ns 
Bs Rs Q K. The pawns being placed 
from each player's left to right (Le. a 
to h for White, h to a for Black) and 
the first N, B and R being placed on 
white, the second on black. 

Another alternative would be a 
rule that no man may be placed 
where it attacks or is attacked by an 
opposing man. This would ensure 
that there are not multiple choices of 
pav.n-captures on the first move and 
that the line-pieces tend to be placed 
behind the pawns. - GPJ 

Courier Chess Boards 
Paul Byway has had made some 

vinyl 12 x8 Courier Chess boards. He 
is selling these for £8 plus post and 
packaging. As Paul says, this price is 
designed to be 'fisca1ly neutral', Le.: 
he will not be making any money out 
of it! For those interested write to 
Paul at: 20 The Finches, Hertford, 
SG13 7TB. -PCW 

VAriAnt Chess 

Chess Ultimates 
Thur Row (112 Behrens Drive, 

Edwardsville, Illinois 62025 USA) 
issued vol.4 no. I of this irregular 
series in June 1997. It consists offour 
A4 sheets with 34 diagrams of 
one-move construction problems, all 
showing 'let-moves' or 'stalemate 
releases'. One of 19 originals: 

Thur Row, #22 
Chess Ultimates 1997 

62 White let-moves, Legal position 
Original 16 Officers only 

Many of the examples have very 
extensive conditions (such as whether 
promoted men or promotion in play 
are or are not allowed; dualled or 
dual-free, legal or illegal, etc.) which 
in my view detract considerably from 
the attraction of these types of 
construction task, but probably the 
maxima achievable in the simpler 
tasks have all been reached. - GPJ 

Chess Variant Design Competition 
Hans Bodlaender is currently 

having a small competition on his 
'Chess Variant Pages' website, 
namely to design a chess variant on 
a board with 38 cells (for his 38th 
birthday). Readers who have no 
Internet access can send their 
submissions on paper, before 31 
January 1998, to: Hans Bodlaender, 
Nedercamp 26, 3992 RP Houten, 
Netherlands. Internet: WWW: http:// 
www.cs.ruu.nl/-hansb/d.chessvar/ or 
hansb @cs.ruu.nl for e-truiil. 

Those v.ith a PC or Macintosh 
but without Internet access can obtain 
most files of the Chess Variant Pages 
on six floppy disks (specify your 
operating rquirements), price $10 or 
equivalent, or an exchange of chess 
or games materials. 
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Generalised Generals 
Just too late for the article in the 

last issue we received a note from 
George Hodges who tells us that the 
Wood General (Moku-sho) is the (23) 
piece, and the Clay (or Tile) General 
(Ga-sho) is the (25) piece. The name 
for the Iron General is Tes-sho, while 
the Middle-man should be Chu-nin 
and the Ferocious Leopard Mo-hyo. 
He also mentions an Earth General 
which can be (15) or (125). 

British Endgame Study News 
As last year, John Beasley is 

producing a variant chess special 
number with the December BESN, 
and he is offering copies without 
charge to BCVS members on request 
(his address is on our front cover). 
The 8 pages include articles on the 
Losing Game, Marseilles Chess, 
Endings with variant stipulations 
such as 'White to retract and v.in' or 
'Add WK so that White cannot 
draw', and lastly the unsolved 
mathematical question of how many 
knights are needed to trap a king on 
increasingly large, or even infinite 
boards. The following Marseilles 
endgame is illustrated on the cover, 
quoted from the book by Alessandro 
Castelli reviewed in VC25 p.112. 

Marseilles Chess 
White to play and "in 

Solution: 1. Qd2IKe2 Ka lib 1 Q 
2. Qd3/Qa3t Qa2t 3. Kd3/Qcl t 
Qblt 4. Kd2/Qa3t Qa2t 
5. KcllQc3t Qb2t 6. Qxb2;. 

Editorship of Variant Chess 
Is there anyone out there who 
would like to take on the 
editorship of volume 4 of Variant 
Chess? The present editor, 
George Jelliss, may have to step 
down due to other commitments. 
Use of a PC with Lotus software 
or compatible systems would 
help. Further details on request. 
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Modem Courier Chess - Some Games 
by Paul Byway 

Modem Courier Chess first appeared in Variant Chess in 1992 (no. 8, 
pp. 102-105). The initial layout is shown in the diagram below: the orthodox 
men are augmented by pieces of two types. The courier, shown as an 
inverted bishop, moves two squares in a straight line, along rank, file or 
diagonal, jumping over any intervening piece of either colour. A courier only 
has access to half the squares of one colour, so the four couriers cover 
between them all 96 squares of the board, and no courier can be exchanged 

for another unless one of them 
was created by promotion. 
The fers is shown as an 
inverted queen, and moves one 
square diagonally. To speed 
up the opening phase of the 
game an unmoved fers is 
alowed an initial move (but 
not capture) as a courier. This 
privilege does not extend to a 
fers newly created by 

promotion. The usual double pawn move and en passant rules operate, but 
there is no castling: the king instead may make two king-moves in one turn 
(but not to capture), and as with castling he may not use this privilege to 
move out of or through check. For instance the Kgl may go to h3, but there 
must be a clear, check-free path via g2 or h2. 

Three over-the-board games are given. For the first two I am largely 
indebted to Toby Howes, who has provided the bulk of the notes. The third is 
possibly the best o-t-b game recorded so far, both players being graded about 
200 in orthochess and the errors few: it gives plenty of food for thought. 
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Modem Courier Chess 
White: Toby Howes, Black: Ian George 

Friendly Game, Cambome, 13 January 1995 
Notes: Toby Howes (roman), Paul Byway (italic) 

1. e4 eS 2. Ce3 Ch6 - The Courier Gambit perhaps? 
(2.Ce3 is a 'chess-like' interpretation: 2.Fe3 is also 
good.) 3. CXeS Ne6 4. Ce3 Ce6 - At the sacrifice of the 
pawn Black has three pieces developed and is attacking 
e4. This is better than my handling in Wood - Howes as I 
played 2 ... a5!? 3. Cxe5 Ff6!? 4. Ce3 Nc6. In this case I 
wanted to enable the rook to enter the game, better I think 
is 2 .. .15 3.Cxe5 Nc6 4.Ce3 and then proceed with 
development. S.FfJ Bh4 6.Fg3 BiS 7.Nj3 Fj6 (Black 
doesn't realise that knight for bishop is not an equal 
trade.) S.NxiS FxiS 9.Ch3 Fg6 

Black has managed to clear the back rank for the rook 
(a8) to come into the game. 10.e3 i6 It.Rj1 (Now we see 
a struggle for j4.) It ••• jS 12.i3 j4 13.CgS - To drive 
back the fers on i5. 13 ••• Bk6 14.CxiS Bxh3 (Two bad 
mistakes in a row.) lS.gXh3 fS 16.Bb3 ReS 17.ixj4 Ff7 
- Breaking the pin on the courier. lS.exfS CeS 19.d4 -
I want to make room to develp my knight. 19 ••• Qe7 
20.Nd2 Cxj4 21.13!? - As lan pointed out 21.k3 is the 
move I should have played. 21 ••• Nj6 22.Ne4 h6!? 

I played Ne4 as I thought that he would play 22.h6, 
missing the following sequence: 23.Cxg7 Kxg7? 24.f6t 
Qxf6 2S.Nxf6 Kxf6 26.k3 (Black will only last as long 
as it takes White to get his pieces out.) CI6 27.j4 RIgS 
2S.Bj2t Kg7 29.Ri1 Kh7? 30.Bxf7 Resigns (1-0) (This 
game contains too many Black errors, but we see the 
versatile fers in another light. A pair of ferses make a 
tough and flexible shelter for the king. In mediaeval times 
such a formation was called a 'hut '.) 

SprinfJ 1998 

Modem Courier Chess 
White: M. Cheeseman, Black: Toby Howes 

3 September 1994. All moves in 35 minutes. 
Notes: Toby Howes (roman), Paul Byway (italic) 

1.i4 - Strange opening move from White as it doesn't 
allow any piece development, as the courier and fers can 
leap over the pawns. 1 ••• eS 2.Fh3 Fh6 3.e3 ChS 4.d4 
exd4 S.exd4 Fe6 6.Fe3 (1 prefer Fe3. allowing a later 
c3.) 6 •.. Ne6 7.Nd2 Cf6 - Threatening the pawn and 
exchanging a courier for fers, an alternative for White 
might be 8.Qd3. S.g3 Cxd4 9.Fxd4 Nxd4 (My working 
assumption is that this is an even exchange.) 10.NfJ 
NxfJt It.BxfJ (A good post: the bishop can attack both 
wings without being molested by a courier.) 

11 ••• dS - This move is an attempt to limit the mobility of 
White's bishop and protect the vulnerable b7 pawn. 12.e3 
- protecting the b4 square from incursion by the Black 
queen. 12 ••• NI6 13.13 jS (A manoeuvre worth 
remembering. First there was a sideways shujJ1e of the 
courier (3 ... ChB) followed by its rapid transit to the other 
wing (7 ... Cf6, B ... C x d4). With the courier gone 13 .. .j5 
frees both king's rook and king's bishop. I just have some 
concern for the king, and would rather try this on the 
other side.) 14.Ni2 jxi4 lS.Fxi4 Bk6 - A rudimentary 
pin. White stated that he protected the fers and did not 
break the pin in later stages as intended pawn 
development and control of i4. 16.NkJ - Perhaps 16.k4 
threatening 17.Fj5 might have been better. 16 ••• RjS 17.j3 
a6 lS.Ce3 FiS - Black protects b5 from the White queen 
and begins to march his black fers deep into White's 
territory. 19.a3 Fj4 20.Ni2 g6 21.b4 hS (Risky, in view of 
the king's position.) 22.kJ 

22 ••• Fi3 - 22 ... hxi4 better? 
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(The lively king's side play shows that ferses don't 
necessarily make for a slow game.) 23.h4 hxi4 24.jxi4 
Fj2 2S.Bh2 Fxk3 26.BkS Rj2 27.Qh3 BIS 28.Nxk3 
Rk2? 29.Nx1S RxkS 30.Qj3 Qh6 31.iS Qk6 32.14 RxlS 
- Many possibilities. 

33.Bg2 Qk4 34.Qj8 Kh7 3S.Cj3 Rxl4 36.Rx14 Qxl4 
37.BjSt? (Black seems to escape with a draw after 
37.Cj5t NXj5 38.BXj5t i6! (only move) 39.Qh6t Ki8 
40.Qxi6t Qi7 41.Qk8t Qj8 42.Qi6t Qi7.) 37 .•• NxjS 
38.QxjSt Kg7 39.Qf1 Qilt 40.Kg2 Qi2t 41.Kgl QXj3 
(0-1) 

Modem Courier Chess 
White: Gary Kenworthy, Black Paul Byway 

Powdennill Club, Waltham Abbey, 10 March 1993 
Notes by Paul Byway 

l.e4 e5 2.Ne3 Fe6 3.g3 Ne6 4.f4 exf4 S.gxf4 fS 6.Fg3 g6 
7.Nj3 Nj6 (7 ... NI6, 8 ... j6, 9 ... Bj7 may be a better plan.) 
8.h4 f Xe4 9.Nxe4 FfS (making room for the courier on 
e6.) 10.NgS Fh6 It.NfJ Ch8 12.i4 is 13.Fh3 Ce6 14.d3 
Fg4 IS.Fxg4 Cxg4 16.Nfh2 Ce6 17.Ch3 Cf6 18.hxiS 
FxiS 19.fS gxfS 20.CxfS h6 

21.ChS (not falling for 21.Cxd7 Qg7. White's fluent 
aggression is a shock to the system I) 21,..Qg7 22.Qg2 
NxhS 23.ixhS j6 24.Ce3 Bk6 2S.QdS K-h7-i7 (K 
double-move) 26.BfJ Cf4 27.Kh1 Cxh2 28.Bxh2 Bxj2 
(The pawn-snatch has a positional basis: the rooks are 
connected, the White rook is kept off the i-jile for the 
moment, and the Fi5 can no longer be dislodged.) 29.Rg1 
Qd4 30.Ff4 RIgS 31.Ki2 QxdS 32.BxdS Be7 33.e3 Kh8 
34.b4 Rxg1 3S.Rxg1 RgS 36.RxgS KxgS (The rooks 
come off in an attempt to tame White's aggression, but it 
would have been better to attend to the queen 's side.) 

37.CeS Bd8 38.b5 Ne7 39.Cxe7 BXe7 40.Bxb7 e6 
41.bxe6 d Xe6 42.d4 Bg2 43.FeS BfJ 44.a4 Bxh5 45.d5 
exdS 46.Bxd5 Bf7 47.Kh3 as 48.Fd6 ('Rook behind the 
pawn' - whether attacking the Sicilian Dragon or in the 
ending. MCC shows a similar dynamic feature with 
'bishop behind the fers' - and here it is. Also of great 
importance is the fact that I have the 'right' courier for 
White's two queen's side pawns.) 48,..Bf6 49.Fe5 Bg5 
50.Fd4 Bd8 51.Bf4 Ce4 S2.Bxf7 Kxf7 53.Nh2 CXa4 
54.Ng4 Ke6 55.Ne5 Be7 56.Kg4 Ca6 57.Nd3 Bxf4 
58.Kxf4 Kd5 59.Ke3 

59,..hS? (Carelessness: 59 ... a4 is answered by 60.Nb4t 
winning the courier, but 59 .. J5 was correct, when White 
is overstretched. The position has simplified to the point 
at which the knight becomes a much better piece than the 
courier.) 60.Nf4t Ke4 61.Nxh5 Kb3 62.Kd2 Kb2 
63.Fc5! (This is what I overlooked: it makes a nonsense of 
my last few moves.) 63,..Kb3 64.Nf4 Ke4 65.Nd3 j5 
66.Fb4! (The a-pawn is now worthless.) 66,..a4 67. Ne5t 
KdS 68.Ng4 Fh4 69.Ke3 Ce4 70.Kf4 Ce2 71.Nh6? k6 
72.Nf5 Fi3 73.Ne3t Ke6 74.e4? C Xe4 7S.Nxe4 Kf6 
76.Kg4 Kg6 77.Nb2 k5 (Knight and fers cannot mate, 
unless Black is trapped in the corner controlled by the 
fers. All I must do is to get rid of the pawns.) 78.Kh3 Fj4 
79.Nxa41S 80.Ne514 81.Nd3 k4 82.Nf4t Kg5 83.Ng213 
84.kx13 kxl3 85.Ni1 Fk3 86.Nj3 Fxl2 87.Nx12 Kf4 
88.Ki3 Ke4 Draw agreed (YZ-YZ). (In any event the fers 
cannot be saved. This ending emphasises once again the 
importance of position to the value of minor pieces. A 
tremendous tussle!) 

Readers are reminded that 12x8 vinyl boards are now 
available from Paul Byway, 20 The Finches, Hertford, 
SG 13 7TB, for £8 plus post and packing. 
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Progressive Fischer Random 
by Malcolm Home 

The first World Wide Web v Honkela game below. Moves 
Championship of Progressive were sent bye-mail and players 
Fischer Random Chess, organised were asked to respond within one 
by Hans Bodlaender of the week. 
Netherlands, took place via the Fischer's version of Random
Internet between December 1996 ised Chess places the king between 
and October 1997. Twenty-one the rooks in the starting position. 
players entered from eleven Castling either side is then 
different countries (Italy, Spain, possible, but the final castled 
Portugal, Australia, Finland, position must be identical to an 
Canada, the USA, Germany, the orthodox castled position, e.g. if 
Netherlands, Hungary and Brazil). RallKbllRel then 000 (KcllRdl) 

The players were split into or 00 (KgIIRfl). Randomised 
three preliminary groups, then the Chess has often been played in the 
top two from each group went past without castling but, as Peter 
through to a six-player final: Wood has stated, the castling 

1. Alfred Pfeiffer 515 option adds uncertainty and tension 
2. Roberto Cassano 4/5 in the opening, and enhances the 
3. Fabio Santoni 3/5 game. The Fischer rule is a little 
4. Zoltan Blazsik 2/5 peculiar however, and I think 
5. Timo Honkela 1/5 there's much to be said for Peter's 
6. Alessandro Castelli 0/5 suggestion that kings and rooks 

The victor, Alfred Pfeiffer from remain on their original squares, 
Germany, won all his games in the enabling normal castling, with only 
tournament bar one; in the the other pieces being randomised. 
preliminary round he set up the (In all versions it is of course 
position incorrectly in one game appropriate to have bishops 
and as a result was promptly running on different colours.) 
mated! Alessandro Castelli had to However, the above remarks 
withdraw shortly after the final apply to the randomisation of 
started, and his results were in fact orthodox chess. In the progressive 
one loss (to Pfeiffer) and four game castling is so rarely desirable 
defaults. that whether you have it or not 

The winner and runner-up both really doesn't make much 
received a set of Heraldic Chess, difference. For Progressive one 
donated by Modest Solans of Spain might, I think, prefer a completely 
who also played in the tournament. free no-castling randomisation 

Three different randomised (save for the bishop proviso, and 
starting positions were used in the that Black mirrors White for 
preliminaries, and a further three in fairness). On the other hand, the 
the final, so that each player faced Fischer name does add a certain 
(at most) the same starting position weight. But what a pity that 
once with White and once with Fischer himself has publicised (and 
Black. Black's starting line-up played?) Fischer Random Chess so 
mirrored White's, and Scottish little since its launch in 1996! 
(rather than Italian) progressive Why play Progressive with a 
rules were used - see the Cassano randomised starting position? 

page 136 

Spring 1998 

I think there are two good reasons. ' 
Firstly all opening theory - and 
there is a lot of it about these days 
- is dispensed with. For me that's 
a plus, but of course it's a matter 
of taste. Secondly opening play is 
quite a bit different, and there are 
new tactical motifs and unusual 
mating threats. The randomisation 
of Progressive Chess has a greater 
effect than the randomisation of the 
orthodox game. 

Here are some games from the 
tournament (three from the 
preliminaries, three from the final). 
The standard of play in the 
preliminaries was rather low (60% 
of games did not get beyond move 
six), but the games in the final 
were harder fought. 

For more information consult 
Hans Bodlaender's Chess Variant 
pages (at http://www.cs.ruu.nl/ 
-hansb/d.chessvar/). A second 
tournament has already begun, 
with twelve competitors. 

(1) Preliminary Round 
Fabio Santoni (Italy) v 

Jouni Tolonen (Finland) 
a-h: NRNKBRQB 

1. g3 2. c6, Ncb6 3. g4, Qg3, 
Q xb8t 4. Resigns (1-0) 

I don't think I've ever seen such an 
early resignation in Progressive! 
Black's problem is that if, after ... 
Nc8, he uses his other three moves 
to grab the queen (with the Na8 or 
with the Bh8) he will get mated 
(5. S, Bg3 and either N to b7). 
But if he just leaves the queen there 
his position looks hopeless. 
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(2) Final 
Roberto Cassano (Italy) v 
Timo Honkela (Finland) 

a-h: NNBBRKQR 
1. f4 2. e5, f5 3. e4, b3, Ba3t 
4. KtI, exf4, R Xe4, R Xel t 

S. Kf2, KO, K xf4, KxfS, Bh5t!! 
A beautiful solution. Under Italian 
rules this would be 'mate' (Black 
is unable to play a full set of 
moves), but under Scottish rules 
the check merely ends the turn 

early. The rule makes little 
difference in practice as the result 
is almost always the same. 6. g6t 
7. Kf4, KO, Kf2, Be7, BxdS, 
Q xel, Qe7t (1-0) The two extra 
king moves were not strictly 
necessary. 

In the remaining four games 
readers may like to work out the 
mate (or the moves that forced 
mate next time around) for 
themselves. Answers not 
necessarily unique - are given 
upside down at the end. 

(3) Final 
Fabio Santoni (Italy) v 

Alfred Pfeiffer (Germany) 
a-h: BNQBRKNR 

1. e4 In the three other games with 
this set-up 1. e4 was preferred. 
2. b5, e5 Black threatens mate 
with the queen on f2 (supported by 
Bh4) or g2. 3. exb5, e4, Nh3 
4. e6, exbS, Q xc1, Nf6 The knight 
move gives the king just enough air 
- it will no longer be mate if 
White's rook, supported by the 
bishop, lands on tI. 5. Be2, R xc1, 

Variant Cft~ss 

ReS, RxbS, RXaS? (Diagram) 
6. Black to win: 

(4) Preliminary Round 
Timo Honkela (Finland) v 

Bent Hansen (USA) 
a-h: BNNRQKRB 

1. N e3 This was by far the most 
popular first move with this 
line-up. All the Black players now 
pushed their g-pawn (six to g5, one 
to g6), and B x c3 was the common 
follow-up. 2. gS, fS 3. d4, e4, Ke2 
4. fxe4, e3, exf2, fxelQt? 
5. White to win: 

(5) Final 
Zoltan Blazsik (Hungary) v 

Roberto Cassano (Italy) 
a-h: NNBBRKQR 

1. Nb3 2. e5, f5 3. e4, e4, g3? 
4. Black to win: 
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(6) Preliminary Round 
Robert Sasata (Canada) v 
Alessandro Castelli (Italy) 

a-h: QNRNKBBR 
1. Ne3 l. e4 was the most popular 
move here, followed by 1. b4. 
2. Nbe6 e5 3. Ne4, Nb6, NXaS 
4. Nd4, Nb3, Nxal, f6 S. Ne3, 
Nb5, NXa7, NXeS, N Xe7t 6. KtI, 
Bd6, BXe7, Nb3, Nxc1, gS 7. 
Nb6, Nxd7, b4, Kdl, K xc1, Kb2, 
g3? 8. Black to win: 

The full results of the 
preliminaries were: 
(A) Castelli 3Y~4, Cassano 3/4, 
Modest Solans 2 Y~4, Robert 
Sasata 1/4, Fred Kok 1/5, Alec 
Goudreau 0/1 (withdrew), Ken 
White % (withdrew). 
(B) Pfeiffer 5/6, Blazsik 5/6, 
Andrea Mori 4/6, Joao Pedro Neto 
3/6, Roy Peters 2/6, David 
Nazarian 116, Fabio Forzoni 1/6. 
(C) Honkela 4/5, Santoni 4/5, 
Jouni Tolonen 3/6, Deumo Polacco 
2/2 (withdrew), Gilberto Montero 
2/5, Bent Hansen 1/5, Daniele 
Ferri 1/6. 

SOLUTIONS 
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Fully Randomised Chess 
by George Je/liss 

I wish to argue, contrary to the 
opinions in the preceding article, that 
the rules of Randomised Chess should 
not be watered down by unnecessary 
special conditions. Ifwe're going to 
play Randomised Chess let's play the 
real thing, not a Bowdlerised version. 

In Fully Randomised Chess the 
arrangements of the men on the back 
rows of both players are determined 
by chance (!!Q! Black mirroring 
White, not king placed only between 
rooks, not bishops restricted to 
opposite colours, not Fischer's 
quasi-orthodox castling, not the same 
randomisations used for both games 
between two players, nor for games 
against other players). 

It may be that in a particular 
game one player will be placed at a 
disadvantage because of an awkward 
initial arrangement of the pieces, 
though I am doubtful that any such 
disadvantage would be crippling. But 
because the opening positions are 
chosen at random any disadvantages 
should statistically even out over a 
series of games. Trying to even out 
the odds by playing two games with 
the same opening position, one as 
White and the other as Black, or of 
using the same positions for games 
between other players is contrary to 
the spirit ofRandomisation. 

Playing a set of games with the 
same back row is not randomised 
chess at all, it is merely a particular 
type of Alternative Back-Row Chess. 

Castling. An alternative way of 
formulating the castling move so as 
to apply to all cases, and to reduce to 
the orthodox case under orthodox 
conditions is as follows: (a) If K and 
R are adjacent, interchange them. (b) 
If K and R are apart, bring them 
together before interchanging them, 
moving both the same distance, or the 
R one cell more when the separation 
is an odd number of cells. 

The usual conditions apply: K 
and R must be unmoved, any cells 
between them clear, and K may not 
castle out of or through check. 

Variant Chess 

Fishereactions 

Hugh Myers (writing to Peter 
Wood in January): I'll restrain my 
impulse to insult the commentators in 
"Fischereactions" (VC26 p.131). I'll 
just say that they are ignorant of 
"orthochess's" literary value, the 
appreciation of games played in 
consistent conditions, comparable 
because they have identical 
beginnings. Chess isn't just a game to 
be won or lost; the concept that it's 
an art is based on the recording of 
games that can be entertaining or in 
some way rewarding. Having the 
first move seems to be a small 
advantage, as it could be in 
"Random" chess too, but that can be 
offset by what they prefer not to do, 
study of specific defenses. Anyway, 
White's advantage is small and it can 
be neutralized. If there were hundreds 
or thousands of possible starting 
formations, no doubt many of them 
would have inherent weaknesses that 
would give one player a bad game 
right from the start. The element of 
chance would increase. 

A balanced "Fischereaction" 
could be quoted from what I wrote on 
pp.41-42 of the New Jvfyers Opening 
Bulletin #9 (December 1996). 

We quote from that article: 
Robert .J. Fischer is attacking chess 

openings, literature, history, and the game 
itself. For many years he had already 
shom} manic disloyalty to the game to 
which he owes all of the fame and money 
that he has ever had. The disloyalty has 
been to himself too, as he could have 
earned a lot more by playing or writing ... 

After staying in Serbia and Hungary, 
this year he popped up in South America 
... It was said that he was promoting a 
book purported to be about "Random 
Chess" - new arrangements of pieces on 
the fIrst rank; Pritchard (New MOB #8, 
p.43) says that there have been over fIfty 
published variants of this, with different 
names ... ; they differ in how the pieces 
are placed on the fIrst rank, e.g. all at 
once, in secret, or one at a time, moving 
alternately. Fischer pushes a version in 
which there are 960 different formations, 
·and the opponents each use the same one. 
The idea is to cancel opening knowledge, 
making competition more "fair" by 
putting players on their Om}, taking away 
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the advantages gained by pre-game study 
and memorization of book openings. 
Fischer pretends that this is the only kind 
of chess that he wants to play, and that 
it's too much of a handicap for him to 
keep up with new developments in 
opening theory. 

Hypocrisy! I knew Fischer well when 
he was a New York teenager. Except for 
B. Zuckerman, I never knew a more 
fanatical opening nut; he was constantly 
carrying books. I can't imagine Fischer 
having had comparable early success 
without his intensive opening study -
and for most of his career his openings 
were a Ym limited specialization, 
selected to suit his playing style. Now he 
wants others to play without lIDY opening 
preparation! Wouldn't that make it hard 
to compare their best games \vith his? 
More importantly, it would eventually 
wreck popular appreciation of all of the 
great players of the past, and erase a 
major part of chess literature. Actually, 
he may not realize that his o\\-n history 
would largely be erased because his 
playing career is over or nearly over. 

The normal initial formation is 
logical, with a tradition that goes back 
about 1500 years. If the hindering of 
pre-game preparation were so needed that 
we would want to substitute chaos for 
that formation, what about the study of 
endings and of middle game combin
ations? The opening is one phase of the 
game, not the only one in which a student 
can gain an advantage by studying the 
books. 

"Random Chess" might be a boon to 
those too lazy to study - except that they 
would fmd themselves facing opponents 
who study endings and middle games 
even more. And if there were 960 
different initial positions, I assure you 
that there would be professional players 
who prepare openings in all of them! 

I am not sayingthat "Random Chess" 
is something evil; it's another game, one 
of thousands of chess variants, not 
necessarily better or worse than many of 
them. Playing it is all right. What's bad is 
Fischer's attitude, promoting it as a 
superior replacement for "orthochess", 
which he apparently doesn't want to play 
anymore. 
It would be easy to just dismiss that as 
another eccentricity of a notorious 
eccentric. But he's an eccentric of 
legendary status, and there are those who 
pay attention to him. Unfortunately, this 
year it seems that a growing number, 
hopefully unaware that they are joining a 
betrayal of their game, are expressing 
sympathy for Fischer's random thinking. 
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PROBLEM PAGES 
conducted by Ronald Turnbull 

Highland Cottage, Gatelawbridge, Thomhill 
Dumfriesshire DG3 5EA, Scotland 

PREJUDICE AND QUIBBLES 
In the last issue I expressed a 

prejudice in favour of the 
mate-in-two. My thanks to those 
(including some more eminent than 
myself) who wrote in defence of 
the long helpmate, at the same time 
as they offered items for my 
Christmas list of desired two
movers. 

The logic of a good problem 
often includes the word 'but'. A 
direct-mate necessarily includes 
'but': the black move refutes the 
threat BUT allows some new mate. 
That's what we mean by 
STRATEGY. The long helpmate 
shows an interesting mating 
position. Leading to the mate are 
moves of greater or lesser 
difficulty (usually greater) which 
just go 'and ... and ... and'. The 
sophisticated palate does not seek a 
meal that's all pudding. 

Prejudice is a fine thing. 
I intend in this column to pandar to 
the prejudice of the help-maters, as 
well as indulging my own prejudice 
for direct play. Due to chance, and 
the obliging nature of the esteemed 
contributors, this issue has a lot of 
two-movers. 

Mate in 2. No Captures 

In no-capture, captures are 
illegal (except capture of king). 

(227) John BEASLEY 

~~~,,~~~~~~ 
~ ~~ .. 
X~'jf~ xR 'R 
~~~~~~~ 

~R~R~R~R 
~RRR ~R~R~R~R 
~ R Rit'RB 

Mate in 2. Republican (D. P.) 

(228) Stephen EMMERSON 

Mate in 2. Republican 

(229) Ronald TURNBULL 

Mate in 2. Republican 

Republican Chess brings the 
first (and second, and third) of the 
issue's quibbles. Rare indeed is the 
truly unambiguous stipulation. 
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Thanks to Paul Raican and Mark ' 
Ridley for partial elucidation of 
Republican Chess: If after one 
side's move the enemy king can be 
placed on the board in a position 
where he would be in orthodox 
checkmate, then he is so placed. 

It seems reasonable that if the 
K can be so placed, then he must 
be so placed; this won't affect 
direct mates (or will it?), but offers 
good self-mate possibilities. 

There is another form, 'legale 
matzet' . The Dutch explanation 
says something like "there must 
have been a legal mating move". 
I am uncomfortable with the idea 
ofa 'legal move' taking place in an 
illegal position with only one king 
on the board. 

The concept can be expressed 
most naturally (Problem 227) as 
Republican Chess (due process): 
Before moving, you may place the 
enemy king on any vacant, 
unchecked square; provided that 
the following move delivers 
orthodox checkmate. 'Due 
Process?' The republicans do 
usually subject the monarch to 
some form of show trial before 
executing him... In this case, it 
seems reasonable that the placing 
of the king should be optional. 

(230) Stephen EMMERSON 
& Ronald TURNBULL 

Seriesmate in 11. Mars Circe. 

Once again, the length-record 
for Mars Circe wenigsteiner series
movers has been equalled but not 
surpassed. Mars Circe: a unit 
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captures from its rebirth square (if 
vacant) and not from the square it 
happens to occupy. Captured units 
are removed in the ordinary way. 
In (230), any move of the knight 
gives check from b 1. White plays 
eleven times, the final move 
mating. 

The Grasshopper of (231) 
moves and captures on Q-lines to 
the square immediately beyond 
some intervening piece (e.g. 
Ge8-e5). Nightrider moves like 
knight, but keeps going (e.g. 
Ne8-d6-c4-b2). 

Helpmate in 3 Yz 
(b) Grasshopper e8 becomes 

Nightrider 

Here's the next quibble. 
Oscillating Kings: "Kings change 
places after Black move": but in 
diagram (233), may Black play 
1...Ka7, trusting in the oscillation 
to get him out of check? 

Must the move be not-self
check before the fairy transform
ation (as in Alice Chess and 
series-movers) - or does 'check' 
mean "side to move can capture 
the enemy king" and only apply on 
the completion of the move? Well, 
Allan Bell supposed the former 
(which is rather old-fashioned), 
while I supposed the latter (which 
is how we interpret Circe, Madrasi, 
and any new stipulation unless told 
otherwise) . 

Either convention makes sense 
- obviously, as Allan and myself 
are both sensible (or maybe 

V"ri,mt CftlZSS 

sensitive) people. And the 'modern' 
interpretation is not enforced every 
time, for instance it doesn't apply 
to Maxi or to Single Combat -
for the good reason that if it did it 
would imply horrible and counter
intuitive complications. (And yes, 
if you actually desire the horrible 
and counter-intuItIve complic
ations, the stipulation is called 
'Ultra Maxi': Problemist, May 95) 

(232) Allan BELL 

Mate in 2. Oscillating Kings. 
(a) after Black move 
(b) after White move 

(c) after all moves 

(233) Allan BELL 

Selfmate in 2. Oscillating Kings 
after Black move 

Here, however, no horrible and 
counter-intuitive complications 
arise, and we don't really want 
both versions. What do readers 
think? Allan' s opinion is expressed 
in (232 and 233): No moves into 
self-check before or after 
oscillation - mine in (234): Check 
only applies after oscillation -
readers are invited to give theirs 
too in diagram form ... 
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[The editor (GPJ) thinks both 
versions should be allowed, the 
case where the King cannot pass 
through check being distinguished 
by the term 'non-passant', as 
proposed in his article 'The Royal 
Game' VC7 p.39.] 

Oscillation after both (232c): 
I find it simplest, here, to think of a 
'fixed king' (Black one in the 
diagram) and a 'moving king' 
(White in the diagram). Under the 
old-fashioned convention, which 
applies here, an attack on the 
moving king is check (e.g. I:Se4t) 
and must be countered. An attack 
on the fixed king is not check but 
must also be countered; if it cannot 
be countered the side to move is 
stalemated. (e.g. 1 :Rf6=). 

Checkmate is either give check 
to both (unless side to move can 
destroy both checks, i.e. capture 
the double-checker) or checkmate 
the moving king. 

(234) Ronald TURNBULL 

Mate in 2. Oscillating Kings 
after Black move 

In (234), if 1. Qh4, Black must 
play Sx h4, else self-check after 
oscillation. 1. Kg7 (relieves 
stalemate) Kg3 (K <> K) legal. 

A final piece of maximal/ 
minimal oscillation: "Add 32 units 
to empty board for legal cluster. 
Oscillating (after W move) Kings". 
A legal cluster is a legal position 
that becomes illegal on removal of 
any unit. Solution at the end. 
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Follow-my-leader: if Black 
can legally play to the square just 
vacated by White, he does so. (An 
'old-fashioned' convention: White 
may not leave his King in check on 
the grounds that Black is obliged to 
play the F-M-L move and cannot 
capture it.) Problems (235) and 
(236) show the potential of this 
form, as well as the two main ways 
of achieving selfmate. Will others 
Follow this Lead? 

Selfmate in 5. Follow-my-leader. 
2 solutions. 

Selfmate in 4. Follow-my-leader. 

Helpmate in 3. (a) PRA 
(b) add White Bishop e4. 

COQriQnt Chess 

Partial Retro Analysis 
(PRA): different solutions are 
required depending on the history 
of the diagram. In (237) part (b) is 
orthodox. 

Problem (238) brings the final 
quibble; in Shrinking Men, no unit 
moves further than it did last time. 
I am in a strong position here for 
resolving quibbles, as I invented 
this form! If we trace the path of 
the wQ from d 1, it turns out that 
her present power of movement 
cannot exceed four units (e.g. 
a2-a6). (Under the conventions of 
shrinking men, the power of a 
promoted piece does not exceed 
that of the pawn promoted from.) 
I can supply to composers a 
dossier of the powers of the 
shrinking queen. 

Helpmate in 2. Shrinking Men. 
(b) after first B+ W move-pair 

Helpmate in 1. 

Isardam: positions where two 
like pieces (Ks excluded) attack 
each other are illegal. 

(239) Allan BELL 

Mate in 4. Isardam 
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Double Series Selfstalemate: ' 
Black plays 8 helpful moves, then 
White plays 8 moves, then Black is 
obliged to stalemate. 

(240) Arthur WILLMOTT 

~ ~*~~it'~!' ~I~~~<'J. 
~~~~!~~~ 
rdr~""~~~rJ}~~ 
~'''~§r.3~ ~~ 
"~~~~~a "'~~~~~~.~ 
~~~~~~~ 

Double Series Self stalemate in 8 

Single Combat: if the piece 
that moved last time can legally 
move again, it does. 

Single Combat. 
After Black's 9th. Game so far? 

Maxi: Black plays a 
geometrically longest legal move. 
No quibbling over these last three, 
just good tough chessplay. 

(242) Paul RAICAN 

Selfmate in 8. Maxi. 

Problem (243) on next page. 
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Well now: what did you think 
of all those directmates? 

Mate in 2. MAFF + OWU 
3 solutions 

For explanation of MAFF 
(mate with a free field - nothing 
to do with the Ministry of 
Agriculture, Fisheries and Food) 
and OWU (one white unit) see the 
tournament announcement p. 145. 

Peter Fayers is preparing an 
article/mini-lecture, and would be 
glad to see any helpmate problems 
similar to (238) where, after a 
pause, we continue to a different 
solution still with the same side to 
move [e.g. Mate in 2, (b) from 
mating position of (a)]. 

Solutions to the 
Originals in VC26 

Comments from: Erich Bartel, 
John Beasley, Stephen Emmerson, 
Alex Ettinger, Peter Fayers, Aubrey 
Ingleton, Cedric Lytton, Ronald 
Turnbull. 

211 (unnamed composer) I:Kb2 
2:Kal 7:b8R 8:Rb2 9:Rh2 10:Rhlt 
K-t How to self-mate with bare king. 
"No solution, how can there be?" 
(unnamed solver) Excelsior and 
underpromotion; good -EB. 

212 (Velucchi) l.hxg2 3.gxhS 
S:hxg7 Kh6 6:g8B Bg7t No problem 
at all, except to wonder why g3 and 
hS are present -SE; one of 4 
suggesting this pawn removal. 
Excelsior and under-promotion again. 
Simple but nice! -EB. 

VQrhmt Cftess 

213 (Vitale) I:Re7 Rc4 2:R*e4 
Red4t W starts l:Rc7 Bg7t 2:R*g7 
Rbf7t. Nice echo -AE, who suggests 
rotating the board 1800 and then 
replacing wS by wP (C+). Difficult, 
but neat though not perfectly matched 
-SE. One of the best Andernach 
helpmates so far -MR. A pity one 
superfluous unit in each solution -EB. 

214 (Vitale) I:Sd7 Sd5 2:Sf6 Sf4 
3:Sh5 Sf3t (b) I:Qg5 Sd3 2:Se3 Sf4 
3:Sg4 Sf5t Another nice echo with 
subtle dual-avoidance -AI. bS distant, 
which aided solving -RT 

215 (Nebotov) I:Sf3 Kxf3 2:Rg5 
Rh2t (b) Sxd6 R*d6(Sf7) 2:SgS 
Rh6t Pt (a) took about an hour! This 
'orthodox' is tricky to get your head 
round -SE. Amusing twist in (b) -AI. 

216 (Nebotov) I:Bc4 Kxg6 
2:Bg8 Bg7t (b) I:R*h6(Ral) Kf7 
2:Rhl Rxhlt Funnily, same mate as 
in 212 -AE. Didactic but themeless 
pair -SE. Brahms followed Beet
hoven. Similarly, this suffers by 
following the much better 21S -PF. 

217 (Raican) I:Rd8 Qb8 2:Rd6 
Qh8 3:Rb6 Qal (+Ka6t); I:Re8 Qb8 
2:ReS Qh8 3:Re2 Qal (+Kelt); 
I:Rc8 Qb8 2:Rc7 Qh8 3:Rc2 Qal 
(+Kclt); 1:Ra8 Qb8 2:f4 Qh8 3:Rb8 
Qal (+Ka8t). Nicely done -SE ... and 
at least as sound as SE's reprogram
ming of Popeye! Very artificial -AI. 
For once, 1 find myself in 
disagreement with this accomplished 
solver -RT 

218 (Richardson) I:Qe5(tK) Rf6 
2:QxgS(tS) Se7 3:Qxf6(tS) wins 
next move. B starts: 1 :Qd4(tS) Sh3 
2:Rf3(tQ) gf3:Qe3(tK&B) wins next 
move. Fun when you get used to it 
-AI. Real eighteeenth-century blood 
and thunder -JB. Popeye duals 2nd 
part with 2:g4(tS) Sg5 3:Qf6 or Qd5. 

219 (Turnbull) I:Kd2 elS/f2/elK 
2:Bb7/Kxe2/Kcl,c2. 1 had hoped that 
combination of mutate (from 
diagram, Black 1...Ke3, t2 lead to 
immediate mate) and HoIst (W mates 
the piece that B has lost the power to 
promote a friend for) might excuse 
the dual after 1...elK. But: need to 
loose the dual -SE. First time I've 
seen the King pinned in the mating 
position! -PF. I'm confused - don't 
see any pinned king -RT. 
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220 (Bartel, Axt) I:Rfl 2:Sxd3 
3:RgI 4:Bxd2 5:Qal. Unthematic use 
of Mirror Circe condition -SE. 
PF thanks me for the exceedingly 
unhelpful hint. 

221 (Turnbull, Emmerson) I :Be6 
(2:B xc4) 1...RcSt/Qc5t 2:b8R1h8Q. 
QIR Grimshaw, impossible in 
orthodox and so one of my favourite 
themes -RT. Beautiful demonstration 
of lsardam -AI. Very easy but worth 
doing -CCL. JB points out that as 
hlQ is bound to happen, the need to 
block bP e6 makes the key quite 
unnecessarily obvious. 

222 (Fayers) l:KfS e6; 1...Gf7 
2:Kd5 e6; l:KfS Gf7t 2:Kd5 e6; 
1...Gf5 2:Kd7 e6tt 3:Kd5 Gf7. Same 
mate 3 times by different means! 
-AE. Nice surprise 3 :Kd5! -AI. EB 
and Popeye cook c) by 2:Ke8 f7 -
mate only if pawn on back rank 
immobile. Which 1 don't think it 
should be, but "I think this is an 
admitted convention" -EB. There is, 
sadly, no general rule for these 
situations: different in Einstein, Circe 
Parrain, etc. 

223 (Raican) l:d4 Sf6 2:Kd2 
Se4t 3:Kxe4 e5 4:KxeS Ke7 S:Bg5t 
Kb4 6:Qel t Kxel 7:e4 Qxg5t 8:Ke8 
Qd8t. I do like these fairy proof 
games! How many more conditions 
shall we see? -PF, sole solver (this 
time we've a Single Combat one). 

224 (Velucchi) 1:h4 Sc6 2:hS 
Sd4 3:h6 S*f6 4:Rh6 S*e2; 1:h4 Sf6 
2:hS S*h5 3:e4 Sf6 4:Rh6 S*e4 (with 
duals, hence loose stipulation) 
PF suggests wQh5 instead of wRh6, 
to give a sound proof game both 
parts ... ? Not quite as triumphant as 
208 (VC2S) -SE. Change of places by 
the black knights!! Fine! But second 
seems to be more of a cook than a 
solution -EB (who sends his own 
Problemkiste 1995 showing inter
change of bS in 4 move SPG. Of 
course, such interchange not 
altogether surprising in Anti-Circe.) 

225 (Stein) 1:Bg8 2:Rh8 3:Bh4 
5:S*d3 9:KxcS 1O:Kd6 l2:S*a6 
13:a6 l4:Be6t S*e6. Final move 
opens 3 lines for mirror mate with all 
force on board edge. But too hard for 
our solvers! 

Solving Ladder p. 145. 

" 

.~ 
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'I'\"f.' s .~ftllll.;.II\" 
by Stephen Emmerson 

Well, the entry for VC's 1st 
Theme Tourney is now in, and 
while I am having the fun of going 
through the many interesting 
submissions, your Problem Editor 
has asked me to provide a small 
selection of other two piece 
problems, for your enjoyment. 

Since being invited to judge, 
I've managed to find a surprising 
number of other problems - about 
150 so far, without examining 
more than a couple of sources 
exhaustively. Some of this 
selection might have had prizes, 
had they been eligible; I've thrown 
in a few by other composers, too! 

The obvious theme to show 
with few men is the echo, and (A) 
is a very simple example. 

(A) H. Ebert & H. Axt 
Four Men Only No. 2 

Helpstalemate in 2 with set play 
No Captures. Nightrider 

The condition used here is 
partly to stop cooks and partly 
used to give the stalemates 
themselves. Often, the conditions 
are just pure cookstoppers, but I 
think this breach of economy is 
more acceptable in 2-man 
problems, considering the lean use 
of force! Also, 64 squares is rather 
a large place for just 2 pieces, and 
some way must be found of adding 
enough features to make sure the 
solutions aren't riddled with duals. 

Another way of adding 
landmarks to the terrain is with a 
condition such as Circe, or its 

relatives, which give special merit 
to certain particular squares. This 
is the case in (B); I have added the 
last 3 parts which are 'cousins' 
with 3 changes each. Again, I think 
some leeway must be allowed in 
such cases. There are echoes down 
the a-file here; can anyone find 
conditions to fill in the gaps? 

(B) 1. MintzJeenschach 1983 
(b-d) S. Emmerson original. 

Helpmate in 5 Yz Circe. 
(b) bKe8 Ht4 Mirror Circe. 
(c) bKd8 Ht5 Equipollent. 

(d) bKa2 Ht2Yz Antipodean. 

In Circe, a captured piece 
other than a King is replaced on its 
home square if vacant, so if 
wSb3xBd4 the B is added at £8. In 
Mirror Circe: a captured piece is 
reborn on the home square of a 
similar piece of opposite colour 
(Bel); In Equipollent play a 
captured piece is displaced the 
same distance and direction as the 
move made by the capturing piece 
(Bf5); In Antipodean Chess a 
captured piece is reborn 4 ranks 
and 4 files away (Bh8). 

If the pieces aren't enough, the 
conditions can become everything, 
as in the following task (C). The 
piece on f4 can change to any piece 
from S, B, R, or Q after each 
move, or not change at all, and the 
hypervolage condition means that 
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every time a move finishes on a 
square of a different colour from 
that upon which it started, the 
piece will change colour as well. 
The Berolina pawn moves 
diagonally and captures straight 
forward; this is the piece to be 
mated. Finally, both sides must 
play a geometrically longest move. 
This problem shows that it's 
possible for pieces of the same side 
to mate, perhaps this example will 
encourage others to come out! 

(C) M. Caillaud 
Die Schwalbe 1980 

Helpmate in 2. 
Double Maxi. 

Summa-promoter 
hypervolage Rf4. 

Royal Berolina Pawn d3 

In (D), I was fortunate to find 
an echo with correspondence in the 
play, in good modem style. Note 
the dual avoidance on W's 1st! 

(D) S. Emmerson original 

~ B<l?B B ~~~~B~~~ 
~B~~I~~~ 
~~~R~~~~ 
~~R~ 

Helpmate in 2, 2 solutions. 
Royal Querquisites 

The Querquisite can be 
thought of as a type of Chameleon; 
it has the power of movement of 
the piece upon whose file it stands, 
e.g. a rook on the a- and h- files, a 
king on the e-file, &c. Here both 
pieces are royal and can pass 
through check. The piece was 
invented by 1. E. H. Creed, FeR 
June 1947 (and, as the Odysseus, 
by H. Schmid 10 years ago). 
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Another way to deal ",ith few 
pieces rattling around in a large 
board is to add some force! (E) 
does this by the expedient of 
retracting the capture of the piece 
required to mate. In Grid chess, all 
moves and checks must cross a 
grid line. 

(E) A. H. Kniest 
Frankfurter Notizen 1966 

Grid Chess. Black retracts one 
move for Serieshelpmate in 5 
(b) move bK to square upon 
which it is mated in part (a) 

Alternatively, one can remove 
parts of the board! (F). 

(F) H. Ebertfeenschach 1979 
version by S. Emmerson 

Haaner play. 
Help double stalemate (a) in 4 

(b) in 5 exactly 

In Haaner play cells vacated in 
course of play become voids and 
cannot be used again. 1 haven't 
received quite as many Haaner 
chess entries as 1 expected, or 
entries on small irregular boards. 
Among published problems, boards 
found include 2x3, 2x2, boards 

Variant Chess 

consisting of the squares ai, a2, b3 
only, even 1 xl! 1 did find some on 
boards of different dimension: 
some trivial stuff on a 1 x n by 
Dawson, also a I x4 torus, but only 
the solitary 3D example I've found 
is worth quoting (if not diagramm
ing). This is interesting because it 
shows how a leaper can lose a 
move in 3D. 

(G) u. Marks 
feenschach 1994 
White Camel d3 = 

(0, I, 3)-leaper, Black Ph4. 
Stalemate in 3 with set play. 

Stereo Chess (see VCI6). 
No captures. 

Returning to adding force, 
here's a curiosity (H) in which this 
is done to help achieve a double 
stalemate! 

Remanantes Schach. Royal S. 
Series help double stalemate in 3. 

(b) h3 to gl. 

In Remanantes Schach, 
non-moving ghosts of pieces are 
left behind after each move to 
guard and block squares, 1 believe. 
A humorous twin!. Can anybody 
confirm this rule? The problem 
was originally published with 
Haaner chess stipulated as well, 
but 1 cannot see why. 

(I) H-J. Schiegl 
Frankfurter Notizen 1970 

•••• . ~.~.~.~ 
~1I1 ~~ ~~ ~1I1 

0, ;,<lI1i~~~~lI1 
fj!~~~ 

One Way Chess 
Mate in 1 (PRA) 
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Besides the retractor seen 
earlier, there is a little scope for 
some retro-analysis as in (I). 
In One-Way Chess no piece may 
leave a square in the same direction 
as it enters. How did the BK arrive 
at al? 

Some nice sequences to finish 
with. Enjoy solving! (1) is the 
longest 2-piece problem I've found 
on an orthodox board. The Edge 
Chess condition means all moves 
are confined to the edge cells. 
Mars Circe (see pp. 139-140) 
implies wK may not enter d8 or f8 
nor bK dl or fl. 

(1) Z. Oliva 
Problemldste 1996 

Helpstalemate in 17 
Mars Circe. Edge Chess 

Circe. Helpmate in 8. 
White must check. 

(L) Erich Bartel 
Problemldste 1994 

Seriesmate in 13 
Circe. Relegation Chess. 

In Relegation Chess pieces 
returning to the second rank of 
their side turn back to pawns. 

Solutions on next page. 
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VC Theme Tourney 1: 
In all 66 entries have been 
received, from 16 composers 
and 9 countries. Warm 
thanks to the composers; we 
have been enjoying their 
entries very much. We hope, 
but do not promise, to 
announce the award in the 
next issue (Summer 98). 

(F) (a) I.Kc7 c3 2.Kb8 c4 
3.Ka7 c5 4.Ka8 c6 =/=. (b) l.Kd7 
c3 2.Kc8 c4 3.Kb7 c5 4.Ka7 c6 
5.Ka8 c7 =/=. 

(G) Set L.h3 2.Cg4 h2 3.Chl 
=; l.Ce3C h3 2.Ce2 h2 3.Chl =. 

(H) (a) l.Sg5 2.S£3 3.Sg1 Ke3 
=/= (b)l.S£3 2.Sg5 3.Sh3 Ke3 =/= 

(I) Partial Retro-Analysis: if 
BK entered from bl I.Qbl; iffrom 
b2 l.Qb2; and if from a2 then 

L-. _________ .... l.Qc1, not l.Qa2? Kb2! - a trap 

SOLVERS SCORES 
MAXIMUM 15 
Mark Ridley 5 
Erich Bartel 10\12 
lan Richardson 
7\12 
Peter Fayers 12 
Stephen Emmerson 13 
Aubrey Ingleton 
11\12 
A Ettinger 8\12 

Late solutions VC 25 
Paul Raican 13 \12 
Vlaicu Crisan 18 
(\I2pt behind leaders!) 
Erich Bartel 16 
Aubrey Ingleton +2 for total 18 

Solutions to 'Two's Company' 
(A) Set l...Nh4 2.h1B Ng2=; 

l.hlB Nh4 2.Ba8 Nb7=. 
(B) (a) l...b4 2.Kc7 b5 3.Kd6 

b6 4.Kc5 b7 5.Kb4 b8Qt 6.Ka3 
Qb3t (b) l.Kd7 b4 2.Kc6 b5t 
3.Kb5(Pb7) b8Qt 4.Ka6 Qb6t (c) 
l.Kc7 b4 2.Kb6 b5 3.Ka5 b6 
4.Kb6(Pc7) c8Q 5.Ka7 Qb7t (d) 
l...b3 2.Kb3(Pt7) f8Q 3.Ka4 Qb4. 

(C) l.Ra4 = wS Sc5 = bR 
2.Rh5 = wB Bdl=bQt 

(D) l.Kf6(B) Kd7(Q) 2.Bb2 
(S) Qd4t l.Kf5(B) Kd8(Q) 2.Bbl 
(S) Qd3t 

(E) (a) Retract Kb6 xQ l.Kc6 
2.Kb5 3.Kc4 4.Kd5 5.Ke5 Qd4t 
(b) Retract Kf4xQ l.Kg4 2.Kf3 
3.Kg2 4.Kfl 5.Kgl Qal: 

for the unwary. 
(1) I.Kh6 Kh8 2.Kh7 Kg8 

3.Kh8 Kh7 4.Kg8 Kh6 ... 9.Kb8 
Kgl 1O.Ka7 ... l5.Ka2 Kal 
l6.Kbl Ka2 l7.Kcl Kbl=. 

(K) l.Kf4 e3t 2.Kf5 e4t 
3.Kf6 e5t 4.Kf7 e6t 5.Kf8 e7t 
6.Kf7 e8Qt 7.Ke8(Qdl) Qa4t 
8.Kd8 Qd7t 

(L) 5.h8R 6.Rb8 7.Rb2=P 
12.b8Q 13.Qblt 

TOURNEY ANNOUNCEMENT 
Miroslav Brada (Slovakia) 

announces a tourney for two new 
fairy conditions he has invented. 

MAFF (Mate with a Free 
Field): in the 'mate' to Black, there 
must be exactly one free cell in the 
bK's field; the check to Black can 
be eliminated only by moving bK 
to the free cell. A normal mate 
without one free cell in the bK's 
field is illegal under this stipulation 
and any move which inevitably 
leads to an illegal move, is 
forbidden. 

OWU (One White Unit): in the 
mate to Black, there must be 
exactly one W unit in the bK's 
field. A mate without a W unit in 
the bK's field is illegal and any 
move which inevitably leads to an 
illegal move, is forbidden. 

Quibbles: Should the condi
tions apply evenly to W and B? 
Miroslav has an open mind ('we 
need to see more problems'), and 
would welcome problems in either 
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mode. The final clause in each, 
possibly intended to eliminate 
complication, will in fact create 
complication of a new and 
interesting sort. (Normally, a move 
to which there is no legal reply is 
stalemate.) 

The tourney is for mate-in-two, 
MAFF or OWU or both, with any 
other fairy stipulation allowed. 
Closing date 15 November 1998, 
results promised by 30 November 
1998! Entries to Miroslav Brada, 
Visnovskeho 2505/5 Zvolen 
96001, Slovakia: or e-mail to 
miroslav.brada @ fphil.uniba.sk. 

Example compositions: 

Miroslav BRADA 
Sachova skladba 1997 

~~. . . ~f~~~·····}~f. ' ~~'H'~"~ 0~ 
i~~~~~~~ ~~~~~~~~ 
~~ •• ~~~l(i~~~ , 
~~~~~~~ 
.~ •• ~~~ .... ~~~.( 

Mate in 2. MAFF 
2 solutions 

Solution: MAFF: 1:Bf4! (Red7) 
1... Kc6IKe6 2:Rcd71Bc4 I:Bb4! 
(Red7) 2:Bc4IRed7. 

Miroslav BRADA 
The Problemist 1997 
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~~C10 
~ 

by Paul Byway 

20 The Finches, Hertford 
Hertfordshire SG 13 7TB 

Solutions to the Losing Chess 
studies are on page 152. 

Modem Courier Chess 
The fortress draw with queen 

against two bishops is given in 
'Secrets of Pawnless Endings' . It 
seems that bishop and fers can also 
draw, but only in the corner of the 
same colour as the fers. Here is the 
play. 

#31 Paul Byway (original) 

White to play: Draw 

l.Ke7 Bc7 2.Qb2t Ka7 3.Qb2 
Ka6 4.Qc5 Kb7 5.Ke6 Bb8 li 6.Qb4t 
Ka7 7.Qa5t Kb7 8.Ke7 Bc7 9.Qc5 
Bb8 1O.Qb4t Kc7! lii 11.Qb3 liii Ba7 
12.Qc4 Kb7 liv 13.Qb4t Kc7 
l4.Qa5t Kb7 15.Kd6 Bb8t 16.Kc5 
Ba7t 17.Kc4 Bb6 =. 

li 5 ... Bb6? 6.Qb4 Kc7 7.Qe7t 
Kb8 8.Kd6 (Black loses once the king 
reaches d6). 

lii Playing ... Ka7 only works 
when White's king cannot move to 
d8 now:- 10 ... Ka7 11.Kd8 Fb7 
12.Qc5t Ka6 13.Kd7 Ba7 14.Qa3t 
Kb6 15.Qb4t Ka6 16.Kc7 and wins. 

liii 11.Qa5t Kb7 12.Kd8 Bd6 zz 
reciprocal zugzwang =. 

liv 12 ... Bb6 13.Ke6 wins. Black 
must not leave a piece pinned. 

With a fers of the 'wrong' colour 
Black loses, as follows:-

VQriQnt Chess 

#32 Paul Byway (original) 

White to play: Win 

l.Ke7 Fc7 2.Qb2t Ka7 3.Qb4 
Ka6 4.Qc5 Kb7 5.Ke6 Fb8 li 6.Qb4t 
Ka7 lii 7.Qa5t Kb7 8.Kd6 and wins. 
This move is not possible if Black has 
two bishops: now a fers or king move 
loses immediately. White also wins 
after any bishop move: for example: 
(a) 8 ... Bhl 9.Qb4t Ka8 (9 ... Kc8 
lO.Qc3t Kd8 11.Qh8;) 1O.Qa3t Kb7 
(lO ... Fa7 11.Kc7) 11.Qb2t and 
l2.Qal(cl)t wins the bishop. (b) 
8 ... Be8 9.Qd5t Kb6 (9 ... Kc8 1O.Qe6t 
or 9 ... Ka6 1O.Qa8t or 9 ... Ka7 
lO.Qd4t etc) 1O.Qd4t and wins after 
1O ... Kd7 11.Qe4t or 1O ... Kb5 
11.Qe5t or lO ... Ka5(a6) 11.Qh8 

li 5 ... Fd8 6.Qb4t K-any 7.Qd6(t) 
lii 6 ... Kc7 7.Qa5t Kb7 8.Kd6 

rejoins the main line. No better is 
7 ... Kc8 8.Kd6 after which a move by 
fers or king immediately loses a 
piece, and a bishop move is answered 
by 9.Qc3t winning: e.g. 8 ... Be8 
9.Qc3t Kb7 lO.Qf3t Kc8 1l.Qf5t 
Kd8 l2.Qf6t Kc8 13.Qe6t Kd8 
l4.Qe7t 

The solution in #31 is (in the 
main line) no different to the two 
bishops case; since the piece on c6 
doesn't move it may as well be fers as 
bishop, but the other piece does all 
the work and if this is a fers then 
White can win. Of course, White's 
main advantage must lie in the play 
preceding these diagrams, which will 
be much easier than against two 
bishops. 

Losing Chess 
The activity in this variant has 

not yet subsided. Try these five. If you 
solve #33 then #34 should be easy: if 
not it will be helpful. It is a twin 
study. I record #35 (in the nick of 
time) before it is overtaken by the 
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work of John Beasley. My final piece 
#36 uses the same idea. 

#33 Paul Byway (original) 

White to play and win 

#34 Paul Byway (original) 

White to play and win 
(b) Qel + ReI 

#35 Paul Byway (original) 

White to play and win 

#36 Paul Byway (original) 

White to play and win 



Vofume 3, CJssue 27 

John Beasley sent a 17 -page 
document on Three-piece Endings in 
Losing Chess. He has constructed 
computer databases for these endings 
and records his discoveries. It is 
essential reading for all who play 
Losing Chess competitively. (He is 
willing to provide a database look-up 
service by letter or telephone.) 

The following diagram records 
one of the finest pieces to come out of 
this work. John says that this is 
'discovered by computer' and not 
'composed by JDB', but I object: men 
build motorways - even if they use 
earth-moving equipment. The nature 
of the work has changed - but the 
work was still John Beasley's. 

#37 John Beasley 

White to play and win 

Black to move loses immediately. 
White has a ten-move manoeuvre to 
pass the move to Black: every move is 
unique, if we make allowance for the 
symmetry of the initial position. 

C Competition 3 ~ 
For our competition this time I 

set these two fine Losing Chess 
studies from Fabrice Liardet. 

#3S Fabrice Liardet 

Losing Chess 
White to play and win 

Variant Chess 

#39 Fabrice Liardet 

Losing Chess 
White to play and win 

Result of Competition 2 

My vague stipulation was 
universally criticised, but lan 
Richardson caught my intention: he 
gave seven continuations, including 
the following Italian mate: 6.b5, bxa4 
Nbd7, Ngf6, RxfS, exd4 7.Rcl, Rc7, 
Kc2, e4, e5, exf6, RcSt His 
suggestion for a Black continuation 
is: 6.Nf, RxfS, Kd7, exd4, b5, bxa4. 
If White queens the g-pawn and takes 
everything, Black gets two queens 
and gives checkmate. (S points) 

Fred Galvin suggests: 6.b5, bxa4, 
Kd7, Nf6, RxfS, Ne4t and 6.Nh6, 
RxfS, Ke7, RcS, Rcl, Rxal which 
can be answered by 7.e4, N3, Bb5, 
dxe5, Rc1, RcS, ReSt 

In Competition 1, part (a) lan 
gave: S.Kc7, KxbS, Bfl, Bxg2, 
Bxh1, Bxe4, BxaS, h6 and I gave 
9.a3, Nf3, Ng5, Nxf7, NxhS, Nf7, 
Nxh6, Nf5, Nxg7 wins(?). Fred 
responded with: 10.Kc7, Kd6, Ke5, 
Kf6, Kxg7, Bd5, Bb3, a5, a4, d5 and 
Black wins! but he remarks that 
replacing 9 .... Nxg7 with Ng3 
preserves the White win. (3 points). 

COfTespondence 
Hugh Myers (writing to PCW): 

The "Yakutat and Aleut" article 
(VC26 pp.l13-4) is the kind of 
investigation that I like to see, 
although, as the author recognises, 
there are still unanswered questions. I 
can't agree with Murray's 
"impossible to indicate ... No two 
pieces are exactly the same." Some 
are similar enough considering 
hand-carving, and I see pieces that 
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look like knights, bishops and rooks 
(those with crescent tops might be 
either Bs or Rs). NO.3 in the top row 
and No.2 in the middle row are the 
same piece (more obvious in Murray): 
I've seen it before (a Bishop? I don't 
remember). Yet the author's investig
ation makes it seem that these are 
pieces for a form of checkers 
(draughts). Even so, I'm sceptical of 
that. Are these the only Yakutat 
pieces? If so, why assume that they're 
all from one set rather than remnants 
of more than one set? And can we 
believe that the anthropologist would 
know detailed rules for a game unless 
many more pieces were available? 

Chivalrous Attrition 
This game designed by William 

F. Bultas, 4579 Laclede Avenue 
#206, St Louis, MO 63IOS-2103, 
USA (e-mail: chimera@anet-stl. 
corn) is described as a 'chess variant' 
but really belongs to the Nim family. 

In the basic version, each player 
starts with a single knight. White 
places his knight anywhere on the 
board. Then Black places his knight 
(but not on a cell that is the reflection 
or lS00 rotation of White's cell, since 
Black could then win by simply 
imitating White's moves - a 
standard strategy of Ni m games). 

The knights lay waste all cells 
through which they pass (i.e. they 
never reenter a cell previously used 
by either player - they are "Attila's 
huntsmen", e.g. C. Berge, Theory of 
Graphs, Methuen, 1962, p.202). 

The players move alternately and 
a player loses if he cannot move 
(because the knight only has access to 
wasted cells) or if the other player 
captures his knight. (Capture of 
White by Black is only possible if the 
knights start on squares of the same 
colour, and of Black by White only if 
they start on opposite colours, so 
Black should choose to start on a cell 
of the same colour as White.) 

Similar games can obviously be 
played by more than two players or by 
two players each with more than one 
piece. I would think a game "ith each 
player using knight and grasshopper 
might be interesting! - GPJ. 
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~anB'Ii 
by Peter fVood 

Last year's Shanghai Cup 
competition held at Hastings saw a 
clash between the two top UK 
non-asian players, Paul Byway and 
Chris Hann. The outcome of this 
game decided the destination of the 
non-asian prize. 

Chris Hann - Paul Byway 
Light annotations by Paul Byway 

(PB) and Peter Wood (PW). 
I.Ng3 g6 2.Ci3 Che8 3.RhI Ng8 
4.Ne3 Ri9 S.Bee3 NeS 6.CbS e6 
7.RhS Nf6 S.eS e:eS 9.R:eS Nd6 
IO.NdS C:e4+ 1l.Gde2 CeS 12.Ne3 
C:bS 13.N:bS (PW Honours to Black 
in the opening. Red's JO.Nd5 just 
loses the valuable 'e' pawn ... .) 
13 ...• N:g4 14.Ci2 (. .. as well as the 
'g' pawn.) 14 •..• BeeS? (pB. 14 .... Cg8 
was far superior.) IS.Cg2 Nf6 
16.Rdl Nfe4 17.N:e4 N:e4 IS.ReS 
Ng3 19.R:e7 Gfe9 (PW Protecting 
the 'g' pawn. Red has taken the 
initiative and won back the central 
pawn.) 20.RdS a6 (PW Rh9, 
intending Rh2, looks a promising 
idea.) 21.Nd6 ReO 22.Nf7 CbI 
23.Kdl Re1+ 24.Kd2 Cb2 2S.C:g6 
(PW Red fears no demons.) 2S •••. Rh9 
26.Cb6 Re2+ 27.Kdl 

o 
9 

8 

5 

4 

3 

2 

1 

a bed e f g h 

27 •••• C:e2 2S.G:e2 N:e2 (PW Not 
28 .... R:e2, for Red mates following 
CbO+.) 29.CbO+ ReO 30.Ke1 Ne3 
(pB. Things started to go wrong after 
this move. Probably I should capture 
Bishop or Cannon and play safe.) 
31.Rd3 N:a4 32.Cb9 Re9 33.CbO+ 

VQriQnt Chess 

ReO 34.CbS RbO 3S.Cb7 NeS?? 
36.B:eS as 37.Bee3 as-bS 3S.RdS 
RaO 39.Red7 b4 40.Rg5 Ra1+ 
41.Rdl R:d1+ 42.K:dl Rf9 (PB. I 
missed 42.... Gj8 which would have 
blocked the N check and freed King 
and Rook.) 43.CbO+ BeO 44.R:gO+ 
GfO 4S.N dS+ Rd9 46.Rg8 Gfe9 
47.Ke1 R:dS 4S.RgO+ GfO 49.Rg4 
b3 SO.Re4+ Gfe9 S1.BgS RbS 
S2.R:e9+ Resigns. (pB. I must have 
been punch-drunk here, for I needn't 
have resigned in the final position -
although it's undoubtedly difficult. 
The game swayed back and forth; I 
was surprised at the number of errors 
I found when going over the game.) 

PROBLEM COMPETITION 
As mentioned in VC21 and 22, the 

Italian magazine Scacchi e Scienze 
Applicate organised a Xiangqi 
problem tourney for mates in 2 and 3 
moves. This attracted 42 entries and 
results are expected soon. 

Taken at random from the entries 
are a couple of mates involving 
Cannons. The first is a mate in 2 by 
Wang Gao of China. The second is a 
mate in 3 by D. Nastasio of Italy. 
Solutions next time. 
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Another Xiangqi tourney has been 
organised now - for mates in 4 and 5 
moves. The closing date is the 31 st 
March 1998. This is very tight for time, 
but if anyone wants to have a go please 
send two copies of problems plus 
solutions to: Lin Ye, Via Don Gnocchi 
20/D - 20075 Lodi (LO), Italy. 

31 st March 1998 is the closing date 
also for a problem tourney in Avalanche 
Chess - for 2 move problems. Send 
problems and solutions (two copies) to: 
Romano Bellucci, Castello 5449 - 30122 
Venezia, Italy. 

The prizes in each tourney are: 1st. 
80,000 L., 2nd. 60,000 L., 3rd. 35,000 L. 
It should be noted that in Xiangqi, 
stalemate, as well as checkmate, is also a 
win for the player who inflicts it. 

.:. 

The problem below comes from an 
issue of David Woo'sXiangqi Review 
(Jan/Feb 1997). It has a remarkably 
similar idea to the one above by 
Nastasio. Solution next time. 
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Too late for the Problem Tourney 
is this mate in 2, which has been sent 
to me by lan Riehardson. Solution 
on back page. 
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The Genealogy of Chess 
(by David H. Li) Reviewed by Peter Banasehak 

Late in February this year Professor 
David H. Li published The Genealogy 
of Chess (ISBN 0-9637852-2-2). This 
work is organised in three parts. 

In the first part of his book he 
examines the views of some 30 
Western researchers of different 
background. Some are non-scientists 
just offering their more or less 
well-founded views on the matter, 
some are specialists on one field or 
the other. After having scolded most 
of them for inconsistencies in their 
respective hypotheses he casts a vote 
on the original country of chess for 
each of them. He counts 13 votes for 
India and 6 for China (and from 11;4 
to 1;4 for other candidates from 
Babylonia to Russia) (p.114). 

He then proceeds to inspect other 
writers' definitions of 'Chess' and 
arrives at a rather narrow (but of 
course, fully acceptable) definition of 
what 'Chess' is. Furthermore he 
depicts the attitude of the Chinese 
literati (i.e. the learned scholar
officials), and describes the Chinese 
games ofLiubo and Weiqi. 

Then he produces his hero, the 
Chinese general Han Xin. This Han 
Xin is also named as the inventor of 
Chess in Eyles Irwin'sAeeount of the 
Game of Chess, as played by the 
Chinese [1]. He then plunges into a 
narrative of how Han Xin develops 
the game out of the principles of 
Weiqi and Liubo, the military and 
strategic ideas put forward by the 
Chinese military classics, and his 
immediate needs as a commander of 
troops who are encamped during 
winter. The Chinese proto-chess 
which he constructs mirrors all these 
necessities. 

In the third part he explains how 
this Chinese proto-Chess got out of 
view for some centuries and how it 
was revived under the Tang dynasty 
(618-907), and how and why the 
game was augmented and altered 
until it gained the appearance it still 
has today. 

Finally he reveals how chess was 
transmitted into the west (first Persia 
and then India) and the east (Korea 
and Japan). 

In his preface he states that his 
mission is "to set the record straight. 
To wrestle the honor of inventing 
chess from ones who are undeserved 
( ... ) and bestow it upon its rightful 
claimant, whose recognition is denied 
for centuries." (p.5). 

o 
I would be glad if I could call his 
work well done and the case he 
presents a convincing one. His book 
is well written, it is a pleasure to 
read, and, especially the first part, 
contains some candid views on some 
of the old boy network of chess 
historians. All in all it is well worth 
reading. But there are some things 
one should do in such a work, which 
he did not do. 

(1) A book on Chinese Chess that 
does only occasionally contain 
Chinese Characters makes an 
awkward impression. Technical 
restrictions that prohibit the use of 
Chinese Characters in the text should 
be countered by providing at least a 
glossary of Chinese terms together 
with their rendering in Latin script. 

(2) Li does not decide what 
transcription system he will 
consistently use. He mixes Pinyin and 
Wade-Giles [2] (which he occasion
ally calls Giles-Wade, p.143), some
times even the Needham variant of 
Wade-Giles rendered freely [3]. 

(3) Li insists on translating most 
of the Japanese and Chinese titles of 
his references throughout. This 
without, of course, giving the original 
titles in their original script anywhere 
[4], but for one instance: he gives the 
title of a paper by Isaak M. Linder in 
Cyrillic script (although Li confesses 
that he can't read Russian and quotes 
Linder from someone else's work, 
p.105). It is not acceptable for a 
researcher not to clearly and explicit
ly state where quotes are taken from. 
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(4) He does not state what edition 
of older works [5] he uses (he only 
gives the presumed year of 
publication of the original [6]). 

(5) He lists as a reference books 
of which he himself states that they 
are lost [7]. All this makes the 
bibliography slightly confusing. In 
addition he switches the format in 
which he gives bibliographical data 
from one entry to another. 

(6) He does not always check 
Chinese sources quoted someplace 
[8]. When he does, as with his 
translation of a seemingly chess
relevant passage of Chuci (The 
Elegies of Chu) (pp. 129-130) he 
completely disregards the existing 
standard translations of the respective 
passage (although they more or less 
agree with him), and even worse, he 
ignores that there are lots of good 
Lunyu (Analeets of ConfuciUS) 
translations (which only in error 
would dare to translate 'boyi' in 
Lunyu xvii, 22 as 'chess'). 

(7) He mentions works as 
"consulted but not cited in this book" 
(p.354), and has in fact quoted from 
them [9]. Moreover he seems not to 
be familiar with his predecessors who 
have already written on Chinese 
chess. His bibliography is very 
selective (to put it mildly) [10]. 

o 
Of course important contributions can 
be made in unfit form. But again, 
there is a But: the very core of David 
H. Li's findings is the declaration 
that the Western Han (206BC-23AD) 
general Han Xin is the inventor of 
Chess. This statement is based on 
virtually nothing. 

Of course there is the account 
that Eyles Irwin gives, but subsequent 
research until now has failed to 
identify from which source Irwin' s 
informer, Pan Zhenguan, has drawn 
his information. And exactly this is 
the crucial point: Although the shred 
of information provided by Pan 
Zhenguan through loon is as good a 
starting point as anything else, it is 
simply not enough. It would have 
been a great find indeed if Prof. Li 
could tell us from which earlier 
source the account given by Irwin 
comes. Lacking this vital piece of 
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information we cannot follow the 
tracks of the basic text back through 
time to assess its credibility. But as it 
is, the story Li tells is nothing more: 
a good story, well told, a story 
plausible enough in itself, but it is 
simply not backed by any evidence. 

He has devised an ingenious 
explanation for the nearly eight 
centuries of complete silence from 
Han Xin' s death to the seventh 
century. According to Professor Li 
that is because Han Xin incurred the 
displeasure of the ruling elites after 
he was put to death. Li tells us it 
became too dangerous to openly play 
the game. But of course this does not 
account for the inclusion of Han's 
biography in the biography sections 
of the Sh ij i (the first and model of the 
great dynastic histories) [11] and the 
Hanshu. 

The question of presentation and 
the problem of his fertile imagination 
is not everything that can be 
criticised. There are some further, 
more basic problems. 

1. He leans heavily on Zhang 
Ruan's Zhongguo xiangqi shi (peking 
1991), but is unable to give Zhang's 
name correctly (he gives Zhang Anru 
instead, e.g. pp. 366, 383). 

2. He quotes Zhao Buzhi on 
Guangxiangxi (Broad Xiangqi), but 
keeps on calling him Yao Buzhi (pp. 
266,269,365). 

3. He gives the Chinese word for 
'trigram', 'gua' (today in the 3rd 
tone), as 'qua' throughout his book 
(e.g. pp. 157-9, 256-7). All this 
happens far too often to be just a 
spelling error or a typo, it's a 
systematic error. 

4. Furthermore, his speculations 
on why and how the logographs on 
the pieces (pp. 206-207, 230-231) 
were devised, and later changed, lack 
credibility. We simply don't know 
anything about how the pieces looked 
and how they were inscribed. 

5. On p.231 he proclaims that the 
'earlier' name of the game was 
"Game to capture Xiang Qi" (Xiang 
Qi [12] being the enemy of Han Xin) 
and was changed to "Game to capture 
Jiang" ('jiang' meaning 'general') 
[13]. He calls 'xiang' and 'jiang' 
"almost homonymous". Sinologists 
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[14] have reconstructed Middle 
Chinese (the language of the Tang 
dynasty (618-907) capital). 'Xiang 
Qi' (Han's enemy) would have been 
pronounced 'yang dz'ia", whereas 
'xiangqi' (Chinese Chess) would 
have been pronounced 'ziang' g'ji', 
and 'jiangqi' (Chinese Chess, but 
with 'general' as first character) 
'tsiang' g'ji'. I find it none too 
homonymous. But however, why any 
of these should be "easier to 
pronounce" (which he thinks 
accounts for a change of the name of 
the game) than any other (p.339), 
remains Prof. Li' s secret. 

It remains a fact that the 
Xuanguai lu (Tales of the obscure 
and peculiar) by the Tang Minister of 
State Niu Sengru (779-847) is the 
first real source on Chinese chess. 
Until now it has not been 
convincingly demonstrated that any 
text or archaeological find is of an 
earlier date [15]. 

o 
Notes. 

[1] in: Transactions of the Royal 
Irish Academy, Antiquity Section, 
Vo1.5, 1793, pp.53-63. 

[2] Sometimes (e.g. p.342) he 
even uses two transliteration systems 
to represent one person's name 
(pinyin: Yuan Zhuang (whom he 
insists calling Zhaung), Wade-Giles: 
Yuan Chuang). 

[3] Not even to mention the 
outdated transcription system used by 
e.g. Karl Himly. Li constantly refers 
to the Shuo yiian (pinyin) as Shou 
won (e.g. p.55). Concerning the 
passage from the Shuo yiian in 
question, Li makes fun of Hirnly's 
incorrect translation (p.55-56), com
pletely ignoring that Hirnly had only 
limited access to Chinese source texts 
and good dictionaries, and there was 
only a limited philological experience 
with Chinese texts. This is, of course, 
also true for the other Westerners, 
even those in China, of the time. 

[4] Disregarding that this makes 
it unnecessarily complicated to check 
quotes (or is this exactly what he tries 
to do?). 

[5] And he is very generous with 
the term 'Classic' which he bestows 
on about every old Chinese text. 
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[6] Thereby totally disregarding , 
that completing a work and having it 
published are not at all the same, and 
ignoring as well that some Chinese 
works have very complex publishing 
and editing histories. 

[7] e.g. "Lii Cai (600-665), The 
Encyclopaedia of Games, in two 
volumes" (p.364): but "That minister, 
Lii Cai (600-665), is the author of a 
two-volume work on The Encyclo
paedia of Games. The work, 
unfortunately, is no longer ex1ant." 
(p.215, note 4). 

[8] One simple example: on 
p.271 he shows the initial array of a 
Chinese Chess variant, Qiguo xiangqi 
('The Chess of the Seven Realms', 
which he calls Heptagonal Xiangqi) 
and lists three references, two in 
Chinese and one in English. But: in 
Gujin tushu jicheng (101 Vols.) 
Taipei 1964; (an encyclopaedia first 
printed in 1726; it compiles older 
texts under 6109 subheadings in 
10000 boooks) which a sinologist 
would surely use, Vo1.59, p.l027, has 
a nice reprint of the plate with the 
array and the Chinese text 
accompanying it. 

[9] e.g. he claims not to have 
cited Leventhal, The Chess of China, 
Taipei 1978, but in reality he refers to 
this book on p.271. 

[10] e.g. Zhou Jiasen's works are 
not referred to. 

[11] As a fact, Han Xin is 
mentioned about 300 times in the 
Shiji. He is reckoned among the three 
great military heroes of the Chinese. 

[12] The dictionaries I have 
consulted agree on giving the second 
character with which the name is 
writen as 'ji' (2nd tone). 

[13] Both of which ideas I 
heavily doubt, as again they are not 
backed by evidence. 

[14] esp. Bernhard Karlgren, 
Grammata Serica Recensa, BMFEA 
29 (1957), Repr. Taipei 1996. 

[15] Prof. Li mentions (pp. 215-
218) some interesting events - but 
these cannot be checked, as he fails to 
state what his sources are. Until then, 
they have to be dismissed as 
fictitious. 

Peter Banaschak 
Munster, Germany 
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BOOKSHELF 
by Peter Wood 

THE GENEALOGY OF CHESS 
by David H. Li 

David Li' s book, reviewed on the 
preceding pages, should be of interest 
to all people who like anything to do 
with chess history, and in particular 
Chinese Chess history. 

There are three main sections to 
the book: 1) The origin of chess in 
western literature, 2) Towards chess 
as a Chinese invention, 3) Chess after 
invention, in China and beyond. 

The author's brief is to put China 
fair and square as the birthplace of 
chess. To this end he has gone 
through, almost without exception, 
all authorities that have ever 
published material about the origin of 
chess. He is scathing in his criticism 
of those who have advocated India as 
ongm, exposing the seemingly 
threadbare and misleading evidence 
on which this view has been based 
(Murray in particular is much 
criticised). 

The layout of the book is first 
class. It is well written and is 
compelling reading. One can hardly 
put it down. The book is written with 
much passion, and will without doubt 
invoke much discussion. It is an 
important book, and I recommend it 
to readers. 

The book has 383 pages and 
costs £18 (54 DM, or equiValent). 
Write to: Premier Publishing 
Company, P. O. Box 341267, 
Bethesda, Maryland 20827, USA. 

Peter Banaschak, the reviewer 
of David Li' s book, provided a 
'Glossary of Relevant Chinese 
Tenns' which is reproduced on the 
back of the sheet announcing the 
BCVS AGM circulated with this 
issue, since we are unable to print the 
Chinese characters. 

David Pritchard (address on our 
front page) has produced a correction 
sheet for The Encyclopedia of Chess 
Variants which is free to any reader 
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sending him a stamped self-addressed 
envelope (overseas: an international 
reply coupon). 

CHESS OF THE WUZHI 
MOUNTAIN 

by Shu Ming Li & c. K. Lai 
This has been received shortly 

before publication date. The book is a 
collection of 72 "endgame studies and 
problems", all leading to a mate for 
Red in five moves. The preface states 
that it is aimed in the first place at 
beginners, but the mates are not that 
easy to find - at least in the half 
dozen or so positions I have so far 
looked at. Compared to C.K.Lai's 
previous Checkmate in Three book, 
solutions are given. However, to keep 
a bilingual flavour, the first 12 
solutions are given in Chinese. This 
will be helpful to those ambitious 
souls who wish to study Xiangqi 
material from China. 

Shu Ming Li comes from San 
Francisco. To quote from the preface 
he is a veteran of Xiangqi, a famous 
chess activist, and well versed in 
composition. Price £6.99. Write to: 
C.KLai, 12 Lagan House, Sumner 
Road, London SE1S SRB. 

ALESSANDRO CASTELLI 
The President of AISE and editor 

of Eteroscacco has written and 
brought out two more books in the 
'I Manuali Di Eteroscacco' series (6 
& 7). One of these is Finali di Partita 

Scacchi Progressivi (Italian 
Progressive). The other is Scacchi 
Doppia Mossa (Double Move Chess). 
Detailed reviews will be given in a 
future issue. The price of each 
volume is 20,000 Lire ($16). Write 
to: Alessandro Castelli, C. da 
Potenza 11, 1-62010 Villa Potenza 
(MC), Italy. 

Doulble Move Chess 
by Peter Wood 

This variant may well be new to 
many readers. It was based on an idea 
by Fred Galvin of the USA in 1957, 
and given prominence in one of the 
Frenchman Boyer's books. There 
have been AISE tournaments held 
since 1980, although not every year. 
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The laws of chess apply, • 
modified as follows: 1) White starts 
with one move, and thereafter each 
player makes two consecutive moves 
per turn, 2) Check, checkmate and all 
rules involving them are ignored. 
One wins by capturing the opposing 
King. 3) There is no e.p. capture. 

It can thus be seen that it is rule 2 
and 3 that make the game different 
from Marseillais Chess, where a turn 
ends with a check and a player must 
escape from check on his first move. 
Incidentally the Encyclopedia of 
Chess Variants incorrectly gives rules 
on en passant capture. This may once 
have applied in DM, but not at any 
rate since 1992 in AISE tournaments 
when Castelli's book Chess Variants 
was published. 

A couple of short games illustrate 
the effect of rule 2. 

Castelli - Piazza Played 1981. 
1.Nc3 dS/e5? 2.e3 QhS! (1-0). Black 
is unable to prevent capture of his 
King by such moves as 3.Q.pIQ:e8, 
3.Bb5IB:e8, or 3.Q:e5IQ:e8. 

I.d4 is a move to avoid., e.g.: 
Pugnali - De Luise Played 1993. 

1.d4 Nc6/e6 2.c3INfJ NeSIN:fJ 
3.e:fJ/h3 (3.g:j3lBf4 is better.) 
Bb4/Qh4 Resigns. (0-1). 

A slightly longer game now, played 
in 1991. 

Fontana - Castelli 
Comments by the winner. 

l.e4 eS/Qf6 2.QfJ/Q:f6 N:f6INc6 
3.Nc3INfJ N:e4IN:c3 4.N:eSIN:c6 
d:c6INdS! S.c4/c:dS? (5. Bc410-0 
does not seem to offer more, for the N 
on d5 has blocked the a21g8 diagonal 
and after 5 .... Bd610-0 Black is 
better.) S .... BcS/O-O (The white King 
is threatened by both Band R) 

6.Kd1/fJ BfSIRfe8 7.d3/Be3 
R:e3/B:d3 Resigns (0-1). 
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BCUS Notices 

BCUS Championships 
A form inviting proposals for 

further BCVS Championships is sent 
to UK members with this issue. Only 
four responses were received to the 
circular sent last time, so we have 
only been able to put together one 
new championship so far. 

This is another experimental 
tournament in a game not played 
before, namely Sting (Scorpion Chess 
- in which the King has the added 
power of Grasshopper). The players 
are Colin Carter, George Jelliss and 
lan Richardson. This has only just 
started so there is still time for one or 
two others to join in. 

The only variant that has 
received two first-choice requests for 
a new tournament is Alice Chess. 
Players in the on-going 1997 Alice 
Tourney may like to enter for a 1998 
one also. One first-choice and two 
second-choice proposals have been 
received for Avalanche Chess (in 
which after each move the player 
advances one of the opponent's 
pawns). Two nominations were made 
for each of Randomised Chess, 
Chancellor Chess, and Mutation 
Progressive Chess. 

The Editor would like views on 
whether we are going the right way 
about organising our tournaments. Is 
there any member who would like to 
take on the task of Tournament 
Coordinator? Are we right in asking 
prospective players to nominate the 
variants they want to play or should 
we dictate a short-list of variants at 
the start of the year from which 
players may then choose? What is the 
best way of organising a Randornised 
Chess tourney by post - e.g. how 
should the randomisation be chosen? 

Extinction Chess 
The BCVS postal tournament, 

commenced last year, has now 
finished. Robert Reynolds is the 
winner with 7 points out of S - a 
fine performance. His only dropped 
point was against the runner-up 

lan Richardson, who scored 6 
points. In third place is Dave 
Tremayne with 3 points. Fourth and 
fifth places are shared between 
George Jelliss and David Richardson, 
who both finished with 2 points. 
Several of the players said how they 
had enjoyed playing this variant. 
(Others, like your editor, just 
couldn't get the hang of how this 
variant should be played!) Some 
games will appear in the next issue. 

Annual General Meeting 
UK subscribers should receive a 

separate circular with this issue 
giving detailed notice of the 1995 
Annual General Meeting of the 
British Chess Variants Society. 

This year's meeting will be on 
Saturday 16th May and will once 
again be at our president's home: 
Badgers Wood, Hascombe Road, 
Munstead, Godalming, Surrey. The 
meeting to commence at 11.30 am. 

The meeting will be followed by 
an informal discussion on the Society 
and its future and then, after lunch, 
by a rapid-play tournament under a 
variety of variant chess rules. 

Peter Wood has decided to stand 
down as Treasurer and John Beasley 
has been nominated to succeed him, 
at least temporarily. If someone else 
with accountancy or book-keeping 
experience is willing to take 'on the 
post permanently we would be 
pleased to hear from them. 

Thanks are due to Peter for his 
efforts as Treasurer in getting the 
Society soundly established. His 
contributions to these pages will 
continue to be welcomed, especially 
in keeping us abreast of events in the 
realms of Xiangqi and new Books. 

The subscription for 1995 
remains the same (£S.OO UK, £9.00 
overseas - or £ 11 if you require 
Variant Chess to be sent by airmail 
outside Europe). Subscriptions should 
now be sent to John Beasley, 
7 St James Road, Harpenden, Herts, 
AL54NX. 
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Solutions to Losing Chess pp.146-7 
#33. 1.c6 d3 2.c7 /i d2 3.cSQ /ii 

dIN /iii 4.Kc5 Nb2 5.Kc6 Nd3 6.Kc7 
Nb4 /iv 7.Qa6 Nxa6 S.KbS wins 

/i 2.Kb3 d2 3.Kb2 dlB 4.KaI 
Bc2 5.Kb1 Bxb1 6.c7 Be4 -/+ 

/ii 3.cSR? dIN 4.Kc5 Nb2 5.Kc6 
Nd3 6.Kc7 Nb4 -/+ 3.cSK? d1R 
4.Kb7 Rd2 5.Kb6 RdS 6.Kb3 RdI = 
3.cSB? d1R 4.Bd7 Rxd7 5.Kb5 Rd3 
-/+ 3.cSN? dlB 4.Kc5 Be2 5.Kd6 Bf3 
6.Ke7 Bd5 7.KdS Bc6 -/+ 

/iii 3 ... d1Q(R) 4.Qc1 Q(R)xc1 
5.Kc4 +/- 3 ... d1K(B) 4.Qc2 K(B)xc2 
5.Kb3 +/-

/iv 6 ... Ne5 7.Qg4 Nxg4 S.Kc6 
Nf2(h6) 9.Kd6 Nd1(h3) 10.Kd5 +/

#34. (a) I.fSN Ke4 2.Nd7 Ke3 
3.Nf6 Ke2 4.Ng4 wins. (h) l.f8N Ke4 
2.Nd7 Ke3 3.Nf6 Ke2 4.Nd5 wins. 

#35. 1.h7 Kf6 2.hSK /i Ke5 
3.Kg7 Kd4 4.Kf6 Kc3 5.Ke5 Kb2 
6.Kd4 wins. 

/i 2.hSN Kf7 3.Nxf7 BhS 2.hSB 
Kf7 3.BxaI Kf6 2.hSQ Kf7 3.QxaI 
Kf6 2.hSR Bd4 /ii 3.RdS Kf5 4.Rxd4 
Kf4 [/ii 2 ... Be5 3.RbS (h2) 2 ... Bc3 
(hI, a1) 3.RcS (bS, as)] 

#36. l.Kg7 Ke3 2.Kf6 Kd2 
3.Ke5 wins. 

#37. 1.Nf4 (Ne3 is equivalent) 
Ra1 2.Ng6 Ra2 3.Ne5 as /i 4.Ng4 
RaI 5.Nf6 Ra2 6.NgS Ra1 7.Ne7 Ra2 
S.Ng6 Ra1 9.Nf4 RaS 1O.Ng2 and we 
are back where we started, but with 
Black to move. 

/i 3 ... Rh2 4.Nb6 RhI 5.Nf4 Rh8 
6.Nb2 with an echo of the origonal 
domination. 3 ... Ra1 4.Nf6 Ra2 
5.Nfd7 Rh2 6.Nb6 with the same 
position as after 3 ... Rh2 4.Nb6. 

Solution to Xiangqi p.148 
l.Ne6 (threat NfSt) If 1.. .. G-, 

2.NdfSt If I.. .. KID, 2.NfSt (Try 
1.Kf3 is met by GfS.) 

vc - BOUND VOLUMES 
Volume 1 (issues 1-8) £10 (UK), 

£11 (Europe, and Surface worldwide), 
£13 (Ainnail worldwide). Volume 2 
(issues 9-20) £17 (UK), £18 (Europe, 
and Surface worldwide), £21 (Ainnail 
worldwide). Postage is included. 

Bound volwnes of VC s pre-cursors 
The Games and Puzzles Journal 1987-9 
(1 vol £17.50) and Chessics 1976-86 (2 
vols £15) are also available. Order from 
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C~ESS I~ ~<>Fl.E.A. 
by Malcolm Home 

It isn't easy to extract infonnation out of Korea about Chaog-gi (Korean 
Chess). Books on the game (especially game collections) seem to be scarce, 
and it appears that Koreans prefer to play Go rather than any type of chess. 
Neither South nor North Korea is, for example, a member of FIDE. 

I was delighted, therefore, when Peter Wood let me see a book of Korean 
Chess games that Bob Wade had obtained from a friend in Japan and lent to 
him. It turned out to consist of most of the games from a 16-player master 
strength knock-out tournament played in South Korea, 7-9 December 1990. 

Paper and printing must be cheap in Korea! This book is almost 300 
pages long but consists merely of a few pages of preamble (probably not too 
important, but as it's in Korean 1 couldn't say), and then 28 games with no 
notes whatsoever, but a large diagram after exactly every seventh pair of 
moves - regardless of position! In reality the whole thing, with fewer and 
smaller diagrams, could have fitted inside a rather small booklet. 

Some of the games (average length 59 moves) are not too interesting, 
others have their moments, and a good few are fascinating - what you 
might expect from any chess tournament in fact. There are blunders too 
(I suspect a fast time limit was used). 

Korean Chess is a very close relative of Chinese Chess, and can be 
played with Chinese pieces and board. Just ignore the river - it does not 
exist in the Korean game. In recent years 1 have rather neglected Chinese 
Chess in favour of Korean Chess, and one of the main reasons is that Korean 
pawn play is far more interesting. Overall, though, the game has quite a 
different feel to Chinese Chess. See my article in Variant Chess issue 17 for 
a more detailed account of the game. 

Contents 
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Ma/co/m Home 
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Full rules are given in the previous article, but 
here is a resume of the basic moves, as compared to 
Chinese Chess: 

(a) Rooks and knights as usual (knight being 
blockable on the adjacent orthogonal point). 

(b) The bishop is an elongated knight: it moves 
one point orthogonally, then two diagonally, e.g. Bgl 
to d3 or e4 or i4 (like a fairy chess 'Zebra', excePt 
that the two points in between must be vacant) 

(c) Kings and guards are confined to the 3 x 3 
castle but both have the same move within it - one 
point orthogonally or diagonally along a marked line. 

(d) Cannons leap to capture as in Chinese Chess, 
but here they also leap to make a non-capturing move. 
And leaping another cannon is banned, as is C x C. 

(e) Pawns move or take one point forwards or 
sideways Gust like the Chinese pawn across the river). 

Here are two games from the book; the first is a 
nicely played positional game, the second features an 
excellent rook sacrifice. The starting position is as in 
Chinese Chess except that the kings begin on e2/e9 
and knights and bishops can be interchanged. In both 
these games the knights start on cl/cOlhllhO and the 
bishops on bllhO/gl/gO (where 0 denotes the tenth 
rank). The first player has the Green (or Blue) pieces, 
and the second player Red. 

Game 7. l. a4-b4 i7-h7 2. Nhl-g3 NhO-g8 3. 
Ch3-e3 ChS-e8 4. e4-f4 e7-d1 Not check as a cannon 
cannot leap another cannon. 

5. Bgl-e4 NcO-dS 6. Ril-hl BgO-e7 7. Ral-a5 
Ke9-d9 S. Bbl-d4 RiO-i6 9. Ncl-d3 Korean openings 
are undeniably slower than Chinese ones. More like 
Western Chess. 

9 ... GdO-e9 10. RaS-gS Ri6-f6 Il. f4-5 Rf6-c6 
12. Be4xg7 Netting two Ps for a B - a good swap. 

12 ... h7xg7 13. Rg5 xg7 CeS-eO 14. g4-g5 
Be7xc4 15. b4xc4 Rc6 xc4 16. Rhl-h4 a7-b7 17. 
Bd4-f7 Rc4xh4 IS. i4xh4 RaO-a4 19. Rg7-h7 
Ra4-a3! (Diagram). 

o 
9 
8 
7 
6 
5 
4 
3 __ , ....... ,--'-u'_ ~u ....... '-~u'_ 

2 
1 

abcdefgh 

Seizing the initiative. The threat is ... Rxb3 (the ' 
Ce3 is currently pinned). 20. fS-eS!? Perhaps 20. Kf2 
is a better chance. 20 ... CeOxeS 21. Nd3 xeS Ra3xb3 
22. NeS-d3 Rb3-bS 23. Ng3-e4 CbS-eS 24. h4-g4 
CeS-eO 2S. Nd3-cS RbS-b6 26. g4-f4 NgS-f6 27. 
Rh1-i7 Nf6-dS 2S. Ce3-eS d7-e7! Heralding a central 
pawn breakthrough. 

29. Bf7-iS e7-e6 30. CeS-e3 Nd5 xe3 31. Ke2 xe3 
e6-eS 32. Ke3-f3 (If 32. Nc3 then 32 ... d4t wins the 
other knight.) 32 ... eS xe4 33. NcS xe4 BbO-d7 34. 
gS-5 Bd7xf4 3S. Ne4-cS Rb6-h6 36. BiS-g8 
Rh6-h3t 37. KB-f2 and resigns (0-1). 

The guard at dl is en prise and the king is too 
exposed to survive long. And Green is of course a 
cannon and pawn down. 

Game 21. l. a4-b4 i7-h7 2. Ncl-d3 NhO-gS 3. 
Ch3-c3 Ch8-e8 4. Ke2-e1 Not 4. C xc7? d1t and the 
cannon disappears. 

4 ... NcO-d8 S. Cfl-e2 c7-c6 6. c4-c5 RiO-i6 7. 
c5-d5 BgO-i7 S. g4-f4 Ri6-g6 9. Cc3-g3 BbO-d7 10. 
Bbl-e3 g7-f7 Il. i4-h4 CsS-iS 12. h4-i4 CbS-eS 13. 
e4-eS Rg6-h6 14. Bgl-e4 Rh6-g6 15. Ril-i3 h7-h6 
16. NhI-f2 Rg6-f6 17. Be3-hl So that the knight now 
protects f4, but Green remains under pressure. 

17 ... h6-h5 18. f4-g4 Ng8-hO!? 19. Ri3-h3 NhO-f9 
20. Rh3xh5 Ci8xi4 21. Gdl-d2 Ci4-i8 22. Cb3-f3 
Ke9-eO 23. Be4-h6? (Diagram) 

o Iit-,--~"I_.-.,--, 
9 
8 
7 MW-t--t-... 
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a bed e f g h j 

23 ... Rf6xf3!! A very smart rook sacrifice -
although it seems to me it may have been better on the 
previous move! 24. Cg3-g0t?! It may be that 24. 
Gxf3?! Cilt 25. Ke2 Cxal 26. Bxf9 Bxf9 is the 
lesser evil, when Red (the second player) only gains C 
and B for N. As played he gains a whole cannon. 

24 ... KeO-e9 25. Ce2xf3 Nf9-g7 If 25 ... Cil t? 
Green blocks with 26. CgI, so instead Red attecks the 
Rh5 and prevents Cg l. 

26. CgO-g6 CiS-ilt 21. Cg6-g1 Ng7xh5 2S. 
g4-h4 Nh5-f6 Green struggled on for another 40 
moves but eventually had to concede (0-1). 
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I have been playing a pair of postal games with an 
inexperienced but naturally gifted French chess player 
Marc Genevy, who lives in Guadeloupe in the French 
West Indies. He is a colourful and interesting 
character who writes me long letters in imperfect but 
poetical English. His chess hero is Tal, and sometimes 
it shows. 

4 
5 
6 
7 
8 II1II1-+--+-1-(\ :lH---I---If----< 

9 
a bed e f g h j 

In this position I had just played my bishop from 
c4 back to e7 and, with two pawns for a bishop, felt I 
had an advantage. I expected him to shift his 
threatened cannon back to b3, but instead he played 
18. Cb9-b2! (threat Ci2 hitting both rooks). I had 
thought this impossible due to 18 ... Cxc1t 19. Rxc1 
Rxb2 winning a piece, but only now did I notice the 
snag. I played 18 ... Cc9xc1 t anyway (couldn't see 
anything better), then came 19. Cel-e1! and, with Ci2 
imminent, I had to give the material back with 19 ... 
Ra2-a4 20. Rb1 xc1, soon reaching a more or less 
level position. I spent ages looking at a rook sacrifice 
line 19 ... Bc4?! 20. Ci2 ih7 21. Rxc1 (21. Cxa2? 
Rxi1t and the Ce1 is pinned) 21... Bxe1 22. i4! Rxi4 
23. Ci9t Rxi9 24. Rxi9 but was ultimately 
unconvinced. 

There is a nice balance between tactical and 
positional play in Korean Chess, and the game merits 
close attention from anyone interested in regional 
variants. One of the very best I'd say. 

Readers wanting more detail about Korean Chess 
can send a stamped addressed envelope or 
international reply coupon to me: Ma1colm Home lOO 
Windsor Square, Exmouth Devon EX8 1JU, 
England, for a copy of my earlier article. A leaflet 
giving more games and information is also available. 
I know of two software programs, and if you are 
interested in postal play please contact me too. 

The font used for the diagrams, courtesy of Peter 
Wood, is 'Beijing Western' apart from the diagonals. 

Summer 1998 

Not for the Paint-Hearted 
by George Jel/iss 

Twenty-First Century Chess 
Having a column to fill, and this being my last issue 

as Editor, I thought I would revisit my proposals for a new 
version of chess for the next century and millenium. The 
basic idea of it is to employ all the R, B, and N-line riders 
and hoppers. An account of this game first appeared in the 
composite article 'Enlarging on Chess' in Variant Chess 
issue 6, page 70. No diagram was given there, so here it is 
for the first time. The board I made for the purpose has 
four different colours for the cells, the dark cells being 
alternately blue and green, and the light cells alternately 
orange and yellow, but normal chequering is sufficient. 

The back-row pieces are riders, thus the knights 
represent nightriders, the inverted rooks represent 
rook+nightrider, and the inverted bishops represent 
bishop+nightrider. A pawn promoting on the king-square 
becomes the remaining combination: queen+nightrider, 
which would be shown as an inverted queen. 

The second-row pieces, shown by the same symbols 
as the riders but rotated 900 anticlockwise, are 
corresponding hoppers of the grasshopper type (i.e. 
moving to and capturing on the first cell beyond the first 
piece in the line of movement). Note that the grasshopper 
in front of the queen is shown by a sideways symbol, not 
by the usual inverted queen. 

The King is the only piece (apart from pawns) that is 
neither rider nor hopper, and the piece in front of the 
King is an equihopper (originally these were lions, which 
sound more poetically appropriate but are too powerful). 

The pawns are given the option of making the double 
forward move at any time, not just on their first move, and 
this move is always subject to en passant capture if it takes 
the pawn over a cell guarded by an opposing pawn. Pawns 
promote on the two far ranks and promotion is to the 
value of the piece that occupied the promotion square 
initially, except for promotion on the king-ceU as 
mentioned above. 

The files can be randomised. Castling is of kings with 
rooks (not other rook-movers) and follows the rules 
explained in my article on Fully Randomised Chess. 
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Kl1llighf= Rel& y Chess 
by George Jelliss 

The original form of Relay 
Chess was invented by the US 
problemist Mannis Charosh and 
first published in the last full year 
of Fairy Chess Review, April 
1957. It permits the powers of any 
piece to be relayed to any other 
piece it guards. This proved to be a 
difficult stipulation to get sound 
problems from, since the number 
of possibilties were so great. 

From the start pawns were not 
allowed to use a relayed move to 
reach the first or eighth ranks, 
since "without this rule there 
would be many cooks by 
long-distance promotion". 

For playing purposes (in 1972 
according to ECV) Charosh 
developed the simplified form of 
Knight-Relay Chess in which only 
the knights relayed their powers. 
This has proved a popular variant 
ever since, though through further 
playing experience, in NOST and 
AISE, the rules have been further 
refined. The rules described here 
are those currently played in AISE. 

The refinements are that (a) 
the knights can no longer capture 
directly, but only by relaying their 
powers, (b) the knights cannot be 
captured, and can thus act as 
blocks to opposing pieces, (c) the 
knights do not relay knight moves, 
(d) the kings cannot relay knight 
moves, this is mainly to prevent 
kings escaping mate too readily, 
and (e) there is no e.p. capture. 

Here is a short game ending in 
mate to illustrate some of the rules. 
A relayed move is shown by ®. 

George Jelliss v AIdo Andreotti 
AISE Grand Prix 1996 

l.Nf3 Nc6 2.h2-g4® f6 3.d2-e4® 
f6 xg4® 4.Nc3 Nf6 5.Bg5 (this B 

can be taken by h7xg5® but this 
would permit RxRh8) 5 ... e6 
(missing the double attack on h7) 
6.Rxh7 Rxh7 7.Bg5 xh7® g4-h2® 
8.Bh7-g6t Ke7 9.e4-d6®t c7xd6 
10.Cf3-e5~ (The knight's check is 
relayed via Bg5. Black cannot 
escape by Ke7xBg5® because 
Kings do not relay.) 

MATE! 

The alternative 8 ... Qd8-f7® is 
interesting-: after 9.BxQ, KxB 
10.e4-g5®t Kg8 Il.Ne4 hl=Q is 
prevented since 12.f2xhl®, and 
11.. .Ng4 does not threaten 
12 ... h2xfl®=Qt since pawns are 
only allowed to promote by a 
normal pawn move. 

Here is a well-played game 
between seasoned campaigners: 

AIessandro Castelli v Paul Yearout 
AISE International Knight-Relay 

Championship (1993). 
Italic notes by Paul Yearout 

l.h3 eS 2.h3-f4® e6 3.f4xeS 
e6xe5® (White spends three tempi 
to exchange an outside pawn for a 
centre pawn, leaving Black ahead 
in development. 3 ... d7 xe5® could 
have been better for Black, 
opening up his second bishop.) 
4.d4 Nh6 S.d4xeS f7xe5® 6.e4 
d7-f6® 7.QX dSt KxdS S.e3 Ng4 
9.Bd2 Be6 10.Bd2-b3® Bxb3 
1l.a2xb3 f6xe4® 12.e3xe4® Na6 
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13.Nd2 b6 14.0 Bb4 IS.Bfl-g3® 
e5xO® 16.g2X O Bb4-e2® 
(Threatening Na6-b4t) 17.Rc1 
Bxb3 IS.Ne2 Be6 19.0-d4® 
(White's two centralised and 
knighted pawns are very powerful 
and adequate compensation for a 
lost pawn.) 

19 ... ReS 20.Rxe8t BxeS 21.Be5 
Nf6 22.BbS Bb7 (This begins a 
plan to trap White's bishop.) 
23.d5 Nd7 24.RhS b6xd5® 
2S.e4xdS Ne7 26.Bxa7 Nb6 
(Ah, ha! Did it!.) 27.Nd4 Kd7 
2S.Ne6 Ba6 (Perhaps the price is 
to high. Black's bishop and both 
knights are tied up in restraining 
White's bishop.) 29.Ne4 g6 30. 
RgS Kd6 31.NdS (Good move. I 
thought my rook would get his 
bishop.) 31. .. RfS (I was thinking 
of the pawn exchange, but hoping 
also he might think of 'gaining' 
the rook because of my supposed 
carelessness. But I gain a pawn.) 

32.RgS-e6®t (Rg5 xh7® would 
likely have led to a draw.) 
32 ... KxdS 33.Re6xfS® Ba6-b4®t 
(Black's prospects have bright
ened considerably. White's 
inactive bishop will trouble him, 

r~----~~~-------------------------------------------------------------------------
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though he uses his resources to 
give an admirable defence against 
the pair of Black pawns.) 34.Ke2 
BxfS 3S.b3 Kc6 36.Nb7 gS 
37.Ne4-cS (Aiming to get his 
pawn and king in front of Black's 
two pawns.) 37 ... hS 38.b3-d2® h4 
39.d3 Bd6 40.Kfl Ne8 41.Kg2 
KdS 42.d3-fl® Ke4 43.Nd3t 
(from Pf2) Kf4 44.Nh7-cS Ng7 
4S.Ne6 NfSt (from Ph4) 46.Kgl 
KO 47.Nd4 h4-g2® 48.NbS 
(White finally gets his bishop free, 
but has concentrated on that to 
the exclusion of Black's attacking 
potential. 48.Nf4 would have 
prolonged the game, which still 
could be a draw.) 4S ... Bh2t 
49.Resigns (0-1). (49.Kxb2 Kxf2 
50.Ba7-c6® gl=Qt 51.Kh3 g4:) 

The next game shows the 
power of pawns relayed towards 
the promotion rank and stonewall 
defence by the white knights. 

Paul Yearout v George Jelliss 
AISE Grand Prix 1996 

1.d4 f6 (with the idea of building 
up an attack on f2 via g4 by relay.) 
2.0 hS 3.c3 f6-g4® 4.Qc2 d7-f6® 
(5.Qg6t is guarded against by 
N-relay from Pe7) S.e4 c6 6.Be2 
e5 7.h3 e5xd4 8.h3xg4 f6 xg4® 
9.0xd4®? (The Black g-pawn 
remains a thorn in White's side. 
White seems to have over
estimated the danger from the 
d-pawn. 9.f3 xg4 looks good for 
White.) 9 ... Nh6 lO.Qd3 g6 ll.e5 
BfS 12.Qdl Be7 13.Nf3 Bh4t 
14.Kfl BfS-g3® lS.Be3 g4-h2®! 
16.e5-f7®t Kf8 17.Rxh2 BxR 
18.Bd3 NfS 19.Ke2 Bh4xg2® 
20.Qd2 Bg3t (by relay) 21.Kdl 

Varl,mt Chess 

Qh4 22.c3-e4® Qhl t 23.Ne1 
Bxe4 24.Bxe4 Bg3X e4® 2S.b3 
Kxf7 26.Nc3 h4 27.Ne2 Nd6 
28.Qb2 Be4-f6® 29.Rc1 a6 

30.Kc2 Qe4t 31.Nd3? (I was 
expecting Rcl-d3® guarding Be3) 
31...QXe3 32.Resigns (0-1). 

Now some amusing pattern play. 

Michele DeGiglio v George Jelliss 
AISE Grand Prix 1996 

1.NO d7-e5® (occupying a cell in 
an opposing knight's field reduces 
its scope for mischief) 2.e4 Na6 
3.d2-c4® Bd7 4. Be3 e7-c6® 
5.Nbd2 Ne7 6.c4xe5® c6xe5® 
7.c4! (reloading the knight's 
slingshot) 7 ... NeS S.c4xe5® Be6 
(Didn't like the look of 
8 ... Bd7xe5® 9.Qa4t or Bb5t) 
9.e4-g5® fS (no e.p. capture!) 
10.g5-f7®t Bxf7 ll.e5xf7®t 
Kxf7 12.Bc4t (recharging the 
slingshot again!) 12 ... Ke8 13.Bg5 
Ne6 14.Bc4-e5® (once more unto 
the breach ... ) c6 IS.BgS-f7®t 
Qd8Xf7®t 16.Be5xf7®t Kxf7 
(completing the repeat perform
ance) 17.00 gS lS.Ne4 Bg7 
19.Nd4 h5 20.0 g5xf3® 21.Qxf3 
Resigns (1-0). The threat of 
Qf3-gS®t seems decisive. 

George lelliss v Michele DeGiglio 
AISE Grand Prix 1996 

1.c3 Nc6 2.c3-e4® Nd4 3.Nc3 e5 
4.Qb3 Be7 S.a2-b4® c6 6.bS dS 
7.e4-d6® Bxd6 (the threat is 7 ... B 
else 8.bS-c7® with connected 
passed pawns.) 8.bSxd6® Qxd6 
9.NO bS 10.e4 (threat e4xd6®) 
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lO ... d5xe4 1l.d2xe4® Be6 12.Qx 
b5!? (this gives back B for 2Ps 
again, but after 12.e4xd6 Bxb3 the 
Ral and Bel are forked and d6 
difficult to support, while retreat 
allows Black to build Q-side 
attack) 12 ... c6xb5 13.BxbSt Qd7 
(l3 ... Bd7 14.BbSx Qd6®) 14.Bx 
d7t Kxd7 (equal). The rest of play 
is anticlimax: IS.00 Ne7 16.NdS 
Rhc8 17.b4 Nec6 18.NgS a7-bS® 
19.b4-a6®? (RxR) RcbS 20.e4-
c5® Rb8xa6® 21. Resigns (0-1). 

Andrea Mori v George lelliss 
AISE Grand Prix 1996 

1.e4 d7-f6® 2.c3 f6-g4® 3.NO f6 
4.Bc4 c6 S.Qb3 h6 (relays guard 
to fl) 6.hxg4® fxg4® 7.d4 Bd7 
8.e5 cXe5® 9.d4-e6® Bd7-e5® 
10.Nf3-d4 (Ns cannot be captured) 
Nb8-d7 ll.exBeS® (backward 
captures by Pawns are easily 
missed) eSxBc4® 12.Qxc4 b6 
13.c5xb6 Qxb6 14.Qe2 Bf8-g6® 
IS.b4 Nd7-e5 16.Bd2 g4xfl®t 
(premature, Qf6 perhaps) 17.Kxfl 
h6-g4®t 18.Kgl Rx Rhl t 
19.KxRhl Qf6 20.g3 (if 20.QbSt 
Nc6 for a7-b5®) Qf6-hS®t 
21.Kgl Nf6 22.Bd2 -e4® BxBe4 
23.c3xBe4® Nd3 24.e5 e6 
2S.Nbl-d2 Qh3? (premature 
again) 26.Qg2! Qh5 27.Qxa8t 
Kf7 2S.Qb7t Nd7 29.Qe4 Nfl 
(threat Qh3:) 3O.Qf4t Ke7 
31.Ne2 Qh2t 32.Kf1 Qhl t 
33.Ngl Qh3t 34.Ke2 g4-h2® 
3S.Ngl-f3 Qh3xQf4® 36.gxQf4 
Nd137.Rc1 hl=Q 38.e5-c6® 
Qh2t White resigns (0-1) 
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PROBLEM PAGES 
conducted by Ronald Tumbull 

Highland Cottage, Gatelawbridge, Thornhill 
Dumfriesshire DG3 5EA, Scotland 

ORIGINAL PROBLEMS 
TO SOLVE 

I was tempted to put this 
Helpstalemate (244) at the end; 
it's an after dinner mint of a 
problem, and shows how, only just 
outside the boundary of the 
exploited Orthodox ground, there 
are new problems of arresting 
sparkle and simplicity. Skip this 
one, and come back to it when 
something tough and awkward, 
further down the column, is getting 
you down. 

(244) Arthur WILLMOTT 

Helpstalemate in 2 Y2 
3 solutions 

(245) Arthur WILLMOTT 

Serieshelpstalemate in 12 

Actually, these simple-looking 
problems can be the toughest 
solving: the position gives no clues. 

In Reciprocal helpmate (246), 
on the third move Black can either 
give mate, or move to allow White 
to mate. 

(246) Luigi VIT ALE 

Reciprocal Helpmate in 3 
Circe (b) e3 + f3 

It's a year or two since I 
defined Kangaroo (247): moves as 
grasshopper, but over two hurdles. 
Series could start I:Kc3 2:KAb2. 

(247) Frank MULLER 

Serieshelpmate in 18 
Kangaroos (b) e5 + d4 

(248) Paul WCAN 

Helpmate in 2 Y2 
Sentinels, 2 solutions 

The two-piece problems are 
proving tough to judge, and the 
award in our Tourney is not yet 
ready. Meanwhile, here are some 
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that were too late, and that show ' 
that the solving, also, can be tough. 

(249) Vlaicu CRISAN 

Helpstalemate in 3 
Circe Sentinels 

Neutral K, 3 solutions 

If seven-piece settings give few 
clues, two-piece ones give no help 
at all! (249) was set as a one-piece 
problem "H=4, 0,1,3,1,l..." with 
neutral Ke4. I have given the first 
White move, common to all three 
lines, simply to make it easier. 

In (249) the Neutral king 
leaves pawns of the side moving 
[the convention "neutral unit leaves 
neutral pawns" is also used - but 
not here]. Black can't start 
1 :nKf5( +bPe5)?? self-check. 

(250) Paul WCAN 

Add <;t>t t for illegal cluster 
Alice Chess 

(a) Board A (b) Board B 

Alice Chess (250): there are 
two boards, the A-board, on which 
the normal game-array is placed, 
and the B-board, initially empty. A 
player moves a unit on either board 
- move may be a capture but 
must not be self-check. The moved 
unit is then transferred to the 
corresponding square on the other 
board, which must be empty. 
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Illegal cluster (still 250): a (253) Alexander SHVICHENKO 
position which is illegal (could not 
have arisen by legal moves from 
game array) but which becomes 
legal on removal of any unit apart 
from Ks. In 250 (a) the B-board is 
blank: but in part (b) the board 
diagrammed is the B-board and the 
A-board is blank. 

(251) Paul WCAN, 
Vlaicu CRISAN & 

Ronald TURNBULL 

Helpstalemate in 1 Y2 
Ghost Chess, 2 solutions 

In Ghost chess, a captured 
unit remains hidden, and when the 
captor moves away it reappears as 
a "ghost" that can move, capture 
and obstruct but cannot itself be 
captured. Diagram (251) is clearly 
insoluble, so we permit ourselves 
to suppose necessary pieces 
lurking underneath. 

(252) Vlaicu CRISAN 

Helpstalemate in 2 
Ghost chess, zeroposition 

(a) wK + c3, (b) bK + e6 

(252) takes the same liberty 
with the stipulation, and zero
position as well, for a serious 
purpose. The next three have more 
complex settings, but simpler 
stipulations: easier solving? 

Helpmate in 2 
Andernach Chess 
(b) t£J b8 + 1t b8 

(254) Alexander SHVICHENKO 

Helpmate in 2 
Andernach Chess (b) e4 + e5 ' 

Follow-my leader (255): if Black 
can legally play to the square just 
vacated by White, he does so. See 
p.163 for an example. 

(255) lan RICHARD SON 

Selfmate in 4 
F oUow-my-leader 

Our new tourney judge has 
another new stipulation: Attacked 
mating unit (AMU): the unit that 
moves to give mate must be 
attacked on its departure square. 
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Mating move by unattacked unit is , 
illegal. I:Rxb5?? is illegal as this 
rook is not attacked by Black. 

(256) Miroslav BRADA 

Mate in 2 (tries), AMU 

A guide through the pattern
play: there is a keymove and two 
tries. There are two important 
black replies, the same two in each 
line: one is a strong advancing 
move and the other is a capture. 
The two tries are both refuted on 
the same square. 

For Zvolen's chess see the 
tourney notice on the next page. 

(257) Ronald TURNBULL 

Mate in 2, Zvolen's chess 

(258) Ronald TURNBULL 

Seriesselfsta1emate in 7 
Zvolen's chess (b) remove a2 
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THEME TOURNEY "!WO 
OF VARIANT CHESS 

.:. 
ZVOLEN'S CHESS 

ZVOLEN'S CHESS is an 
invention of Miroslav Brada 
(Zvolen is a place-name). At first 
glance it seems another stipulation 
designed for the presentation of 
Miroslav's pattern-play 2-movers. 
However, further inspection shows 
that it is also capable of subversion 
to other problem purposes. 

A unit guarded by its own 
side is paralysed, and loses all 
powers including that of paralys
ing. Ks neither paralyse nor are 
paralysed. Reciprocal or cyclic 
guards do not paralyse (unless 
one of the units is also paralysed 
from outside the cycle). 

Judge: Miroslav Brada. Entries 
to me, by I Jan 1999. Any 
orthodox or semi-orthodox stipul
ation (e.g. reflex, series, 'add a W 
unit for .. .', retros, illegal cluster). 
No additional fairy stipulation. 

(A) Miroslav BRADA 
Nedelna Pravda (version) 

Mate in 2 

(A) is a straightforward 
example. wSf2 does not give check 
as it is paralysed by wQ. Further, 
wQ paralyses wPe5, and so this 
pawn does not itself paralyse wR 
There is therefore a second para
lysis ofwS from f6. We also note a 
potential third paralysis from h2. 

Try 1:Rf7 (paralysing itself) 
but l...sf4. (Only bS is free to 

COanant Chess 

move) Try 1 :Qc3 (still guarding 
flights, but removing the Q
paralysis) but 1... Se3! Key I:Rhl 
and l.. .Sf4/Se3 2:Qc3/Rf7 

(B) RT. original 

Mate in 2 

(B) has no pattern play! h7 
wants to promote but is paralysed. 
I:Rxf7? paralyses wR so frees wP, 
but 1...d7xe6! (wP paralysed 
again.) More subtly, 1 :Bf6? para
lyses wR but l... f7 xe6! and there 
is a flight on f7. Key I:Bh6! 
1...K:f8 2:h8Q~ and 1...f7xe6 
2:h8R~! Now wB is paralysed, wR 
g7 is unparalysed, and f7 is 
guarded! (After 2:h8Q, wB is 
paralysed, but wR is still 
paralysed, directly by wQ). 

BUT: I:Bh6 allows 1...0-0-0!? 
No, it doesn't! If B can castle, his 
move leading to the diagram was 
Pb7-b6 (not Pc7xb6, illegal check, 
and not Pa7xb6, illegal move of 
paralysed pawn.) But, in the game 
array, all units are paralysed 
except b-pawns and f-pawns. 
Black has no move to start the 
game! 

(C) RT. original 

Autostalemate in 11 

In Autostalemate (C): White 
makes 11 moves, after which there 
is no further move. In the diagram, 
two pawns are paralysed. The 
solution, which I hope is sound, 
runs: l:b7 a8R Rg8; 4:c7 b8R 
R:f8; 7:d7 c8R Re8; 10:e7 d8R. In 
a line, starting from h7, each pawn 
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paralyses each rook, and each rook , 
does not paralyse the next-along 
pawn. Introduce a Q at g7 and 
cyclic guards do not paralyse, and 
so free the final rook. 

(D) R.T. original 

Mate in2 

The final problem (D) explores 
this aspect. Remove bK and we 
have a guard-ring wR ~ wBh8~ 
wS ~ wBe4 ~ wR Because this 
ring has an even number of 
members, bK can enter its lines. 
Verify that bK has a flight 1...Kb7! 
Key 1 :Kd6 threatens 2:Ke6 (un
paralysing wR). 1...Kb7 (unpara
lyses wR, wS, paralyses wBs) 
2:R:f8. 1...Kd8 2:b7, and the 
guard-ring now has 5 members, so 
bK is in check along the back rank. 

ANOTHER THEME TOURNEY 
The Problemist announced 

(last November: sorry!) the Bob 
McWilliam Memorial Tourney 
for problems featuring the 
Schiffman Configuration. "A pin 
and a battery are both directed at 
the same K. The front piece of the 
battery can cross to the pin-line, 
discovering check, and the 
unpinned piece can cross to the 
battery-line, interposing." Config
uration may arise in actual, set, 
virtual, or dual avoidance. Judges: 
Fairies John Rice, orthodox Zoran 
Gavrilovski. Entries, by 31.3.99, to 
Mark Ridley at 59 Otterburn 
Avenue, South Wellfield, Whitley 
Bay, Tyne & Wear NE25 9RQ 
England. 
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CORRECTION 
(186v) Paul RAICAN 

Self stalemate in 7 
Maxirnurnrner, (b) e4 + f6 

Paul Raican corrects his (186): 
(a) I:Sd7+ Kb4 2:c7 Qxc7 3:Sb8 
Qh2 4:Rd6 Qa2 5:Kd5 Qh2 
6:Rb6+ Scb6+ 7:Kc6 Qxb8= and 
(b) I:Sa6+ Kb6 2:Sb8 Qxb8 3:Ke7 
Qh2 4:Rd6 Qa2 5:c7+ Sxd6 
6:c8S+ Scx8+ 7:Kd7 Qg8= 

Solutions to the 
Originals in VC27 

Comments from: E. Bartel, 
s. Emmerson, P. Fayers, A. Ingleton, 
c. c. Lytton, I. Richardson, 
R. Tumbull, L. Vitale. 

226 (Richardson) 1 :Qe2 Calm 
before the storm - SE. But SE cooks 
1 :Qd4 and corrects by bPa4 becomes 
bBhl, losing set play 1...Kb5 2:Qc5. 
Reasonable give-and-take key leads to 
3 echos, with only 5 units, not bad at 
all- CCL. 

227 (Beasley) I:Qa3? Qbl (+ 
Ka2)! I:Qa2 (2:Qa8 + Kc8). 
Universally enjoyed for simplicity, 
pointedness and switchback threat 
made possible by "due process" 
interpretation. PF points out that 
under regular Republican, position 
illegal; why didn't Black just + Kg 1 ? 
(This still didn't let him solve 229, 
though!) SE indicates that under 
"Legale Matzet", 1 :Qa2 also fails, to 
1...+ Kbl, Qcl! "Due Process" would 
seem preferable, as more natural. 

228 (Emmerson) 1 :Re6? Rh2 + 
wKh4! I:Rxd3, with counter-mate 
refutations: 1...Rgl + Kdl 2:Se3 + 
Kfl! and 1...Rf7 + Kd8 2:Se6 + Kf8! 

VAriAnt Chess 

This is the interpretation of 
Republican favoured by its inventors, 
but also arrived at independently by 
SE. I gave only the faintest of hints, 
wishing to see if solvers, too, might 
arrive at it. They didn't. The try 
doesn't give enough B mates! - SE 

229 (Turnbull) 1:Qe6? (2:Qg6, 
or else 2:Qf4) Qg2 + Kh4! I:Qf5? 
Qg2 + Kg4! Why didn't Black end 
previous move with + KM? It can 
only be because his previous was 
g7 -g5 so that W can escape this 
apparent mate by e.p. capture! Thus 
key l:hxg6 e.p! Apologies to solvers 
for a mean trick, and to readers: in 
the absence of solvers, I have to 
praise this one myself... 6 mates, 3 to 
White (including the one that doesn't 
happen) and equals my ecomony 
record for e.p. key. (Previous one was 
in Maxi). 

Al points out that his comment 
"artificial" last issue was "aimed at 
the concept of Republican Chess and 
not at Paul's problem, which was an 
elegant demonstration. But as for 
artificiality, MAFF really does take 
the biscuit!" 

230 (Emmerson, Tumbull) 
5:b8Q 6:Kbl 9:Sa2 1O:Qb3 1l:Kb2. I 
swapped a P-march for Stephen's 
K-march, which he was kind enough 
to consider an improvrnent, but the 
first 4 W moves are forced. 

(Equals M. Kerhuel. Phenix 
1995: wKa8, Pa7; bKh3, Bg4. Mars 
Circe Seriesmate 11. Solution p.162.) 

Amusing in Mars and Anti-circe, 
that W units can block bK - CCL. 

231 (Willmott) 1...KdS 2:Kb2 
Kc4 3:Ka3 Gd5 4:Ka4 Sb5 and b) 
1...SdS+ 2:Kd2 Gdl 3:Kd3 Nc4 
4:Ke4 Nd2 Disappointed not to get 
mid-board mate in (a) - SE. Very 
clever and well-organised. BK paths 
joined up form W for Willmott. That 
and excellent twinning are sufficient 
unity in two different solutions - both 
2-pipe problems - CCL. I see what 
you mean about long helpmates -
non-solver PF. Only hard to solve, no 
thematic connection - EB. AI offers 
wK to d7 in (b), 1...Sb5t 2:Kb4 Kc7 
3:Ka5 GdSt 4:Ka6 Kc6, a nice twin 
with discovered mate. 

232 (Bell) (a) l:c4 (or Rf6t) but 
duals 2:d4, Rb5, Se4 and Popeye 
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cleverly finds I:Rf6t with two' 
king-forks to follow. (b)I:Sdl K~K 
Kd5 2:Se3 K~K. (c)I:Shl, SdI, Se4 
for 2:Rb5 (cooks by Popeye via SE) 
but why didn't Popeye find the 
intention I:Se4 for 2:Sf4? For the 
matter of that, why doesn't (b) work 
here also? All jolly confusing. But the 
next one works very nicely - RT. An 
awkward but interesting form - SE 

233 (Bell) I:Qd4 Be5 K~K 
2:Qd5 Bxd5 KBK Impressive: open 
board, B pieces free, quiet play, yet 
masterful wQ forces exact bB play. 
Gives me composer's itchy fingers -
CCL. 

234 (Tumbull) I:Qcl Ke3t/Se3 
Ig5 K~K 2:Kd4/Q x e3/Qc6. Al, SE 
cook I:Sgl,d4 mate and SE corrects 
Se2 to hI. Brilliant surprise key, with 
Q still covering h6 - Al. Pity no 
2:Qhl; otherwise good variety, O-K 
possibilities, economy - CCL. 

On the alternative versions: 234's 
seems more natural than 232's - SE. 

235 (Velucchi) I:Be7 2:Bd6 
3:B xe5 4:Bf6 Be5 5:B xe5 Sf6. 
I:B xe5 4:Bf6 Be7 5:B xe7 Sf6 
Rundlauf in both directions, minimal 
because of bR Nice straightforward 
miniature - SE. Twice merry-go
round, a good idea, but Pe5 is a great 
pity - EB. Really a masterpiece! - LV. 

In response to this and the 
following problem Cedric Lytton cites 
his own very interesting joint Follow
my-leader composition: 

Hansjorg SCHIEGL & 
C.C.LYITON 

2nd H.M. The Problemist 1973 

Selfmate in 11 
Follow-my-leader 

(b) c8 + c5 

Solution at end of page 162. 
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236 (Richardson) I:Sf5 Bd4 
(Qd4? 2:b4) 2:Se3 Qf5 3:Sfl Be3t 
4:Sd2 Another elegant and instructive 
miniature, strategy even better - SE. 
But LV and AI offer, instead, 1 :Se2 
Bd4 2:Sc3 3:Sbl 4:b4 Q,B b2 - where 
B has two moves but both mate! EB 
finds both, and asks in perplexity: 
which one is the cook? Relabel as two 
solution. 

237 (Liskovets) 1 :Kd7 o-O-ot 
2:Kc8 Rhel 3:Rhc7 Rxe8, and I:Kfi 
o-Ot etc. Under normal conventions, 
these are two solutions, which happen 
to be mutually incompatible (W can't 
still castle both sides). With "PRA" 
called for, they are two parts of a 
single solution - which part is correct 
depends on the history of the 
position. But note that there is still no 
requirement to account for the case 
"W cannot castle on either side". b) 
I:Ke5 a3 2:Kd4 o-O-Ot 3:Kc3 Rd3. 
(If "PRA" still called for, part b) has 
no solution, as case "W can 0-0" 
unprovided.) Distressing symmetry in 
a); b) good asymmetric apart from 
bystanders - CCL. Three times 
castling, well done - EB. lR 
acknowledges psychic help from his 
non-chessplaying wife Peggy. "I 
asked her to help with part (b), and 
she circled c3. The next day, I was 
struggling with part (a). Peggy 
pointed to the bK and bB and moved 
her finger up and down between them 
(she doesn't even know which is the 
K!). I am inclined to think this is 
more than coincidence." Remarkable 
(however, I have allowed lR his 
solving point). 

238 (Fayers). I:Kf5 Qd2 2:f6 e4, 
(b) 2:Kg4 Qg5. Even as they wizen 
and grow old, bK and wQ rediscover 
the magic formula of youth! - SE. 
(Starting from a dk-sq in b), bK 
recovers diagonal power.) Hmm - not 
sure I want to wake up and find I can 
go no further than my wine-cellar! -
CCL 

239 (Bell) I:Bd4 (2:Re5) Ra5 
2:Rxe6 (3:Rf6 4:Be5) 1...Ra7,a8 
2:Rxe6 (3:Rf6t) Rf7,fS 3:Bf6 4:Re5 
Decoys with mates by each rook in 
turn, and with interferences by an 
immune B on e5, f6. A pity that both 
variations start with the same move -
SE. 

VAriAnt Chess 

240 (Willmott) Nobody got the 
intention, with its multiple pins: 
IBd7 2:Kfi 3:Ra8 4:Ra6 5:Qa8 
6:Rc8 7:Ke8 8:Bd4 and I:Rb5 2:Bc7 
3:Qd6 4:Kb4 5:Kc5 6:Kc6 7:c5 
8:Qe7t. AI, SE and CCL cook I:Bb3 
2:Qxg3 3:Qxe5 4:Bxc4 6:B xb7 
7:Bd5 8:Qe3t I:Ka4 4:Ka7 5:a6 
6:Qe7t Kxe7. I was aiming for a6 
myself -RT. 

241 (Velucchi) 4:gxh7 bxa2 
S:hgS abS 6:Sxe7 Sxd2 7:SdS Se4 
9:Sbl Sg8 Very pleasing symmetry. 
S-can't-loose-a-move and odd-number 
points to promotions - CCL, sole 
solver. But SE, PF cook 2:d5 ed 
4:Qxb7 Qxg2 6 ... Qxa2 7:Qxh7 
9:Qdl Qd8. 

242 (Raican) Four solvers cook 
1 :Bc3 and now wK to h8 and 
promoted wBs on g8, h7 for 8:Bd4 
Bxd4. Intention is much nicer than 
this, and I shall withhold it in hope 
that composer can re-submit. 

243 (Brada) mating moves 
Qxc7,Qxe7,Rxd5 A,B,C: bK flights 
Kc5, Ke5 c,e. l:b7 (2:A) c/e 2:B/C 
and 1:f7 (2:B) c/e 2:C/A and I:Sc2 
(2:C) c/e B/A. Threat form of Lacny, 
3x3. Kaleidoscopic problem with 
mates separated by avoidance of 0 or 
2 flights, and of 0 or 2 W units. 
Interesting, and impressively light -
CCL. Clever, but what strategic 
effects are possible? - SE. CCL offers 
-g5, wK to g7, I:S else? Bd3! 

A fascinating set. Mate-in-2s 
very absorbing, if rather technical -
though only 234 had as much variety 
as one expects from orthodox 
two-movers - AI. Were the problems 
harder this time? -lR. 

Solvers Scores 
S Emmerson 20 
CC Lytton 18 
A Ingleton 12Y:! 
E Bartel 9Y:! 
I Richardson 6 
PM Fayers 5 
L Vitale 5 

Late score VC26 
CC Lytton 13 
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Fairy Definitions 
As this issue is not particularly 
crowded, I have taken the opportun
ity, on the following page, to define 
the standard fairy forms. I shall not 
define these again for a year or two. 
Copies of this listing, updated if 
necessary, can be had from me (R.T.). 

British Chess Solving 
Championship 

The 1997/8 competition recently 
finished, and was won by Jonathan 
Mestel. The 1998/9 one is about to 
begin. Here is the starter problem: 

Mate in2 

Solution, first move only, to Brian 
Stephenson, 9 Roydfield Drive, 
Waterthorpe, Sheffield S20 7ND, 
no later than 31 July 1998, 
together with a cheque or postal 
order for £3.00 payable to the 
British Chess Problem Society, and 
a stamped addressed envelope for 
the postal round. This competition 
is now eligible only to British 
residents. 

Solution to Kerhuel Mars Circe 
chess problem: 7:Kh2 8:a8R 10:Rg2 
11:Kg3 

Solution to Schiegl I Lytton 
Follow-my-leader problem: 

(a) l.Rc7 2.Rd7 3.Rd6 4.Re6 
5.Re5 6.Rf5 7.Rf4 8.Rg4 9.Rg3 
10.Rh3 11.f4 

(b) I.Rc4 2.Rd4 3.Rd3 4.Re3 
5.Fte2 6.Ftd2 7.f4 8.~ 9.Rg2 
10.Re2 11.f5 
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FAIRY DEFINITIONS 
by Ronald Turnbull 

Variant Chess 

Giraffe: leaps (1,4). 
Zebra: leaps (2,3). 
Rider: general term covering piece 

_____________ J that moves along any multiple of a 

given vector, and can be blocked on 
intervening squares, such as Bishop, 
Rook, Nightrider. 

Stipulations 

Series helpmate in 18: B makes 18 
moves in succession, after which W 
can mate. Neither K may be left in 
check during the series. 
Seriesmate/series selfmate: W plays 
the successive moves, and the last of 
them mates/compels B to mate 
Zeroposition: diagram itself isn't for 
solving; make indicated adjustments 
and then solve. 
Duplex: the problem is repeated, with 
the roles of W and B reversed (e.g. 
Helpmate in 2, duplex: solve also 
with W starting and helping Black to 
give mate to White). 
Reflexmate: either side that can 
mate, must: and the goal is (not to 
checkmate but) to offer one's 
opponent such a chance to give mate. 
(Reflexmate in 2: W aims to offer Ba 
mating opportunity on move 2. Black 
can refute by offering W a mating 
opportunity on move 1.) 
Retros: where it makes sense to do 
so, the diagram is considered to have 
arisen from the game-array with the 
fairy stipulation (e.g. Circe, Reflex
chess) holding throughout, and fairy 
pieces having arisen by promotion. 

Fairy pieces 

Promotion: FaiIy pieces are consid
ered to have arisen by promotion. A 
pawn may promote to anv fairy piece 
present in the diagram. 
Grasshopper: moves along Q-lines, 
but to the square immediately beyond 
the first obstructing unit (the 
"hurdle") on the line. Can capture an 
enemy unit on that square. 
Nightrider (N): moves as knight, but 
continues (unless blocked) in straight 
line. Nal can move to c5, d7 etc. 
Leaper: general term covering piece, 
such as knight, camel, giraffe, zebra 
that leaps on a particular vector 
ignoring intervening units. 
Knight (S): leaps on vector (1,2). 
Camel: leaps (1,3). 

Royal unit: ultimate aim of game is 
to capture, not K, but this unit. So 
any attack on it is check. 

Playing rules 

Fairy check: in general. check only 
applies after the move is completed, 
and subject to any fairy conditions. If, 
after all rebirths etc have taken place. 
wK is not attacked. then W is not in 
check. If the move that might capture 
the K is illegal (e.g. the "checking" 
unit is paralysed under Madrasil the· 
K is not in check. (This general rule 
does not apply in Maxi, Follow
my-leader, seriesmovers, and certain 
other forms not listed here.) 

Circe: captured unit is reborn on its 
game-array square (e.g. bQ on d8). 
Ks are excluded (except in King 
Circe). R, S reborn on home square 
according to colour of capture-square: 
(dark-square capture, dark-square 
rebirth). Pawns, on home square of 
capture-fIle. Fairy units on promotion 
square, file of capture (Black S, P, N 
captured on a3, reborn b8, a7, al). If 
the home square is occupied, the 
captured piece leaves the game, as in 
orthodox. A reborn rook may castle. 
Anti-Circe: a unit that captures is· 
reborn on its rebirth-square as 
defined above. If the rebirth-square is 
occupied, the capture is illegal. Kings 
included. A unit may capture from, 
but not on, its rebirth square. (so bK 
on dl cannot be checked by wQ.) 
Madrasi: if two like units (e.g. 2 Ps) 
of opposite colour attack each other, 
they may not move. They 
consequently do not give check, 
though paralysed units will still 
paralyse other units. Kings are 
excluded (except in King Madrasi). 
A pawn that moves 2-squares through 
a square attacked by pawn is 
paralysed en passant on the 
subsequent move only. (In the case of 
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irreversible movers, such as Grass
hopper, the attacked is paralysed but 
not the attacker.) 
Maxi: Black will always choose his 
move of maximal length (measured 
between square-centres). If there are 
several equal maximal moves, he 
chooses freely among them. 
Neutral: unit may be moved, and 
may be captured, by either side. 
Neutral pawns promote to neutral 
pieces 
Sentinels: a piece (not pawn) that 
moves (not to I-rank, 8-rank) leaves 
an own-colour pawn on the departure 
square (except if there are already 8 
own-colour pawns on the board). 
Andernacb: unit that captures 
changes colour (including pawn 
capturing en passant). bR becoming 
white by capture on aI, hl may 
subsequently castle (similarly wR). 

Dubious Points in new stipulations 

Where new stipulations throw up 
doubtful points (e.g. on pawn powers, 
castling. en passant), composers are 
urged to adopt the simplest and most 
natural possibility. Fairy chess 
generates interesting complication 
without the self-indulgence of 
perverse interpretations of the rules. 
Such things vary in existing 
stipulations, but in new forms, 
composers are asked to consider: 

wP on I-rank: moves 1-sq forward, 
captures I-sq diagonally 
wP on 8-rank: at the end of W's 
move, any pawn on the 8-rank is 
promoted, at White's choice. Remains 
P until then. 
Castling: any rook or king, reborn on 
home-square, is considered unmoved 
for castling purposes. 
CastIing through check: if the 
one-square move of the K would be 
self-check, then castling is illegal. 
En passant: if the one-square move 
of the P would have allowed its 
capture by another pawn. then e.p. 
capture is permitted. This even in 
certain forms (e.g. monochrome) 
where such one-square move is itself 
illegal. 
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"Eureka" Chess Problems 
by Peter Fayers 

incorporating "Penultima" by Michael Fryers 

Summer 1998 

developed through being played at 
PGRs since then. 

Rules: 2 of the people 
involved are referred to as 

...... _______________________ ..1 Players, the others being called 

Some time ago I got hold of a 
copy of Popeye, the chess-problem 
solving program. This is excellent 
value-for-money, being free, and 
an added bonus on the disk was a 
directory containing some 600-odd 
chess problems, mostly fairies (as 
we problemists call Variant Chess 
problems). The downside was that 
it was all in German, a language 
about which I know virtually 
nothing. 

(A) 

SS#8, "Gitterschach"; Gs 
I Kd7; 2 Ke6; 3 Kd5; 4 Ke4: 

5 Ge3; 6 Kd3; 7 Ke2; 8 Kdl Gd2. 

I soon picked up the basics. It 
seemed that a lot of the problems 
had obtrusive force, with several 
promoted bishops on the board, 
until I realised that perhaps "B" 
means "Pawn" in German. This 
turned out to be so, and I was soon 
able to translate the basic pieces 
KQRBSP as KDTLSB. But I hit 
more trouble with problem (A), a 
series-selfinate in 8, Gitterschach. 

I had already worked out that 
G is in fact Grasshopper, but what, 
pray, is Gitterschach? Unper
turbed, I let Popeye solve it for me, 
then played through the solution. 
I was still no wiser, and had to 
work through another Gitterschach 
problem before the penny dropped. 

It struck me that there is a 
whole new field of chess problem 
possibilities here! In a normal 
problem, you are given the position 
and the condition, and have to find 
the solution. In a synthetic, you are 
given the condition and the 
solution, and have to construct the 
original position, so how about a 
problem where you are given the 
position and the solution, and have 
to work out the rules? 

I knew that this idea was not 
new - it had been used in a card 
game "Eleusis" [Robert Abbott, 
Abbott's New Card Games 1965], 
where a referee makes up a rule (eg 
"play red on even, black on odd"), 
and two players attempt to lay 
cards alternately - the referee states 
whether each play is legal or not, 
and the players try to work out 
what his rule is. I thought it would 
be a novel idea to apply this 
concept to chess. 

Alas, I had been anticipated. 
When I mentioned the idea to my 
son, I discovered that something 
similar was already being played 
by members of the Puzzles and 
Games Ring (pGR) of the 
mathematics society at Cambridge 
University, who call themselves the 
Archimedeans (the abbreviation 
C.U.M.S. having already been 
used by the local musicians). 

I contacted this august body, 
and received the following write-up 
from Michael Fryers. 

The game of Penultima is a 
chess variant for 3-8 people; 5 is 
ideal. It was invented by Michael 
Greene and Adam Chalcraft at a 
meeting of the PGR in 1994, and 
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Spectators. The 6 classes of piece 
(king, queen, bishop, knight, rook 
and pawn) are allocated to the 
spectators in some manner: the 
way we have done this is by taking 
one piece of each class, putting 
them in the middle of the board 
and then taking turns to claim 
them. This is rather informal; if 
some spectator particularly wants, 
say, the bishop and rook, they can 
request this; most of the time 
spectators won't mind which 
pieces they're allocated. 

The spectators then devise a 
rule for their pieces: most 
commonly, a movement and 
capture rule akin to those in chess 
or its fairy variants, but more 
complex ideas can be used---there 
are no restrictions on the rules, 
except that all the spectators 
should be attempting to produce a 
playable game. To indicate that 
the rule is decided, the spectator 
returns the piece to the board; 
they do not tell their rule to 
anyone else, player or spectator. 

Each spectator should also 
think of a name for their pieces, 
which may be a helpfol hint or 
not; when all the pieces have been 
returned, the names should be 
announced and the game can 
begin. 

The board is set up as for a 
game of chess between the two 
players, except that a spectator 
may for the purpose of their rule 
place their pieces in other 
pOSitions. (For example, a 
spectator who owns both king and 
queen may arrange them so the 
board has rotational symmetry; 
one of the rooks may be placed 
upside-down; the bishops might 
start on vertices of the board 
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rather than in the squares, etc.) 
Black moves first. 

The players are attempting to 
check-mate the king, just as in 
chess, but of course a preliminary 
aim must be to work out enough of 
the rules to achieve this. 

On a player's move, they make 
some chess-like move of a piece. 
The spectators whose rules apply 
(in particular, but not only, the 
spectator who owns the moved 
piece) then examine the proposed 
move, and do one of three things: 
(i) allow the move to stand, as a 
legal move according to the rules; 
(ii) allow the move, but modify the 
position to complete the side
effects of the move (for example, 
other pieces might be captured, or 
moved); (iii) declare "illegal 
move" and restore the position 
before the move was made. 

If, in the position after the 
move, the moving player's king is 
in check, the spectator who can 
see this (this might need 
consultation between spectators 
---see below) should simply say 
"illegal move". If, as a consequ
ence of side-effects in accordance 
with (ii), the position becomes 
illegal according to some other 
spectator's rule, that spectator 
should say "illegal move". 

Further Side-effects might 
occur as a result of side-effects 
that move other pieces. If, after a 
legal move has been made and all 
its side-effects effected, the oppo
nent's king is in check, one of the 
spectators should say "check". 

When a move has been 
declared illegal for whatever 
reason, the player who made it 
shall lose their move, and the 
other player move next, except 
that if a player's king is in check 
and they make an illegal move, 
then after the position has been 
restored they shall attempt to 
move again. The game is only lost 

VQriQnt Chess 

if there is no legal move out of 
check. Since a move that allows 
the game to continue might be of a 
type that has never occurred to 
either of the players, it must be 
allowed for the player, having 
tried every conceivable move and 
failed, to ask the spectators to 
determine whether check-mate has 
been found, and if not to show a 
legal move. This should only be 
done in extreme cases, however. 

The game ends when the 
spectators agree that check-mate 
has been achieved, or that 
stale-mate (no check, but no legal 
move for either player) has 
occurred, or when all those 
involved agree to call it a draw 
(or, I suppose, when one of the 
players resigns). After the game 
the rules can be revealed and 
discussed, but if a rule never 
really came into effect, its inventor 
might reserve it for foture games 
and not reveal it. 

If situations occur as a result 
of one spectator's rules that were 
not envisaged by another rule
maker, or in other circumstances 
where rules seem to conflict, the 
concerned spectators should leave 
the room to settle the matter, 
explaining such parts of their 
rules as are needed. The 
spectators also are involved in the 
fon of attempting to determine 
each other's rules, so this 
discussion should be kept to a 
minimum. Of course, situations 
might arise wherein it becomes 
clear that earlier moves in the 
game were illegal as a result of a 
combination of rules that were 
only known separately; in that 
case (or in the case of check being 
missed, or check being called 
wrongly or (rarer) moves being 
wrongly disallowed) the previous 
decisions should stand and 
perhaps the players should be 
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informed---this is up to the 
spectators'judgement. 

There may be rules in which it 
is hard to guess a legal move for a 
piece; for example, the bishop 
might move exactly 13 squares 
starting in any direction and 
bouncing off pieces and board 
edges in some complicated way. 
In this case, the spectator might 
wish to take an attempt to move 
the bishop one square in a 
particular direction as an 
incomplete move rather than an 
illegal move, and "complete" the 
move by moving the bishop to its 
actual legal destination square. 
The spectator must use their 
judgement to decide how nice to 
be about this. They should, of 
course, be fair to the two players. 

I shan't list example rules 
--baSically you should start with 
the usual fairy-chess-type moves, 
and then try out more complicated 
ideas. There is no actual 
restriction on the rules, except 
that the aim is to produce a 
playable game. I hope this is 
suffiCient of a description to let 
you play the game. 

After a few games with the 
same group of people you'll 
probably have an entirely different 
idea of the game to the original 
inventors. 

Wow! So, for those of you 
with the cerebral abilities of 
Cambridge mathematicians, there 
is another variant for you to try 
out. Good luck! For the rest of us 
mere mortals, may I suggest a 
cut-down version, which I shall 
dub "SemiPenultima". This is 
exactly as above, except that we go 
back to the Eleusis idea of only one 
referee ("spectator"), and only one 
rule change. With just one rule 
change, it does not have to relate to 
any specific piece, but can be any 



Volume 3. Cfssue 28 

variant form, e.g. "vertical 
cylinder", or "monochrome". 
(Perhaps Vertical Cylinder is not 
such a good idea for a game, as the 
vast majority of moves would be 
legal - only when the board 
emptied and Kings were prone to 
check across the edges would any 
indication be given.) 

My own reason for suggesting 
this is that Penultima as described 
above is not very suitable for the 
original idea of a new problem 
form, whereas with SemiPenultima 
we can do just that. Try these two 
for size; in each case the position 
and the key move to the solution is 
given. All you have to do is to 
work out which fairy condition has 
to be in force to make problem (B) 
sound, and what is the White fairy 
unit on c7 in (C). 

(B) 

#2 Variant? (b) wPe6 + f7 
(a) 1 Sxe4! (b) 1 Kel! 

(C) 

#2 White piece c7? 
10-0-0! 

Variant Chess Summer 1998 

This article was all finished (3) towards the left, then repeat the, 
and ready to send off, when a sequence throughout the game. 
sudden thought occurred to me. 
I checked through the ECV to see (D) 
if anyone else had been having the 
same ideas. They had - there is 
already something similar in 
existence: it was invented by 
BCVS member Ian Richardson, 
and first published in this very 
magazine (issue 3, back in 1990). 

Now how about this for a 
coincidence; Penultima was 
invented by a group called The 
Archimedeans, and Ian dubbed his 
game "Eureka"! 

Ian's game can also be played 
by more than three, but whereas in 
Penultima there are two players 
and several rule-makers, in Eureka 
there is only one rule-maker (and 
only one rule change), but there 
can be several potential players. 
The drawback is in the play 
mechanics, which are primarily 
directed at producing an equitable 
scoring method. These seem 
excessively complicated, but do at 
least result in a legal game with the 
new rules. (In Penultima, a player 
misses his turn if he attempts an 
illegal move. Actually, you could 
argue that this is an advantage - a 
game is more likely to reach a 
speedy conclusion if one player 
knows what is going on and is 
playing to win, while the other is 
having half his moves disallowed 
and is going nowhere). 

Anyway, back to the problems 
(which is why I'm writing this in 
the first place, after all.) These can 
just as viably be described as 
"Eureka" problems as "Semi
Penultima" ones, and since Ian got 
there first, Eureka problems shall 
they be. 

As a parting shot, Ian gives a 
game score for one of the games 
where the rule is that each player 
must move (1) straight forwards or 
backwards, (2) towards the right, 
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Position after 12 ... Sxc2 

The game went: 1 (S) e4 e5; 
2(R) Sc3 Sf6; 3(L) Sf3 Sc6; 4(S) 
d3 d6; 5(R) Bg5 Be7; 6(L) Be2 
Bg4; 7(S) h3 d5; 8(R) Sxd5 Sxd5; 
9(L) hxg4 Bxg5; 10(S) Rh5 g6; 
II(R) Sxg5 dSb4; 12(L) Se6 Sxc2 
(Diagram D.) Ian wrote here: 
"A bombshell for White as it is 
mate! White's next move must be 
straight, so 13 Qxc2 is not legal, 
and the King cannot move either." 
What did the players miss? 

Solutions below. 
Would Variant Chess readers 

be interested in a regular "Eureka" 
corner, say a couple of problems 
per issue, with its own ladder 
scores? Let us know. 

Eureka Problem Solutions: 
(A) "Gitterschach" is Grid 
Chess. (R Queck, Problemkiste, 
1990). And don't blame me for 
not showing the grid - Popeye 
didn't display it either! 
(B) Circe. (J C van GooI, The 
Problemist, 1984) 
(C) Camelrider. (Stefan Klebes, 
l'eenschach, 1986) 
(0) It isn't mate! White may 
have to move straight fonvards 
or backwards next move, but 
then so must Black; he cannot 
play Sc2 xe I, and so White is 
not even in check at the 
moment! 
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14.Q:a7? Qf5 Resigns (0-1). (JR. 
The knights will soon be extinct.) 

Peter Wood: When sending the 
___________________________ J above result to me as Controller lan 

Report of the AGM: The annual will have a reasonably free hand in suggested we continue the game from 
general meeting of the BCVS, held determining the layout and contents move 14. We did so. The position 
on 16th May, adopted the accounts of the magazine. It may be that the looked pretty even to me at the time, 
for 1997, and ruled that the number of pages, frequency of but I did not appreciate the better 
subscription rates could remain publication, and complexity of layout Rook development of Black. As the 
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British Chess Uariants Societv 
NOTlCfBOARO 

unchanged. The elections of the could be reduced to simplify the task. minor pieces are reduced to one 
existing President, Secretary and apiece, it is the Q and Rs who must 
Editor were confirmed (but see notice BCVS Librarian: One of our be in the vanguard of an attack. In 
below). The resignation of Peter objectives is to establish a library and any event lan soon finished me off as 
Wood as Treasurer was accepted and archive of material relating to chess well. - 14.d3 Qa6 15.Rdl Rb6 
it was decided that Peter Fayers (who variants, and we believe that a 16.b3 (Pw. White wants to play Qf5 
attended but was unable to stay for significant amount of material would and probe Black's weak kingside, but 
the tournament) will now take this on be donated if there were anyone to i6 .... R:b2 would win outright.) 

As last year the meeting was held receive it. We are therefore looking 16 •••. R:b3 17.Nd2 Rb4 18.Qe3 Qa4 
at the home of our President David for a member who would be willing White resigns. 
Pritchard, to whom many thanks are to receive this material, store it (we 
due for providing sustenance, a warm would expect to be able to provide a 
welcome and a pleasant setting. filing cabinet), catalogue it, and 

Quick-Play Tournament: The 
afternoon was taken up by a 
quick-play tournament in which nine 
players took part, each having a turn 
to choose the variant for one of the 
nine rounds (and having one bye). 

The variants chosen were Losing, 
Extinction, Static, Pocket Knight, 
Progressive, Marseilles, Triplets, 
Cripple and Cylinder, all of which 
have appeared in these pages (see 
Index) except Cripple chess in which 
the king moves only to capture (even 
to escape from check). 

The winner was Stefano Bruzzi 
7lh., with Peter Wood 6lh., Bill Lo~e 
(Farnham) 5, David Pritchard and 
John Beasley 4, Adrian Millward 
(Aldershot) 3, Michael Adams 
(Guildford) and Peter Horlock 
(Godalming) 2Y2, George Jelliss 1. 
A good turn-out considering the date 
coincided with the FA Cup Final. 

BCVS Editor: Although at the 
AGM George Jelliss said he would 
reluctantly be willing to carry on as 
Editor for a while, circumstances 
have now persuaded him that he must 
relinquish the task immediately. 

The start of a new volume is in 
any case the ideal point for a new 
editor to take over. The new Editor 
should have computing facilities, and 

accept occasional enquiries and visits 
from members. Our Secretary, John 
Beasley is the Librarian for the 
British Chess Problem Society and 
can supply fuller details of what may 
be involved. 

Any UK-resident members who 
are willing to undertake these roles 
are asked to contact the Secretary. 

BCUS Championships 
Extinction Chess 

Here are some games from the recent 
tournament won by Robert Reynolds. 

George Jelliss - lan Richardson 
I.NO eS 2.N:e5 d6 3.Nc4 Nc6 4.c3 
Be6 S.e4 B:c4 6.B:c4 Qe7 7.QfJ 
Ne5 8.Qe2 N:c4 9.Q:c4 0-0-0 10.h4 
d5 1l.Qd4 hS (pw. A good and 
logical plan to develop the KR.) 
12.0-0 Rh6 13.e5 Qe6 

page 167 

lan Richardson - David Richardson 
Annotated by Ian Richardson. 

1.e4 Nf6 2.eS Nd5 3.QO e6 4.Bc4 
Nb6 S.Bb3 Nc6 (My eyes light up 
when both Ns are out; and I 
immediately tempt them to come 
further.) 6.d4 d5 7.e:d6 B:d6 8.Nd2 
N:d4 9.Qd3 NfS 10.Nc4 N:c4 
1l.B:c4 Ne7 (J now switch attention 
to the pin of the B on d6. This proves 
decisive.) 12.Bf4 0-0 13.0-0-0 Kh8 
14.Qg3 NgS 

IS.R:d6 (The Rook is dispensable if 
the other Rook can be kept safe on 
hi.) 15 .... c:d6 16.B:d6 bS 17.Bb3 
(An interesting position. David and I 
agree that Black has no safe move 
here. White has threats B:j8, Be5, 
and Q/3. Black chooses badly and the 
game is quickly over.) 17 .... Bd7 
18.BeS f6 19.Qd3 Resigns. (fhe B or 
Q mustfall.) (1-0) 

We hope to give some more games 
from this tournament next issue. 
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GD3IJ 
by Paul Byway 

20 The Finches, Hertford 
Hertfordshire SG 13 7TB 

Xiang Qi 
This time I shall start with two 

studies in Xiang Qi, from Subtleties 
in Practical Endgames (1983). The 
forces are roughly balanced in each 
case, so Red must play very precisely 
to win. Actually I think these studies 
are rather difficult. After you look at 
the solutions, which are given on the 
next page, there is still much to learn 
by trying to find the answer to some 
of the lines that the author did not 
give: no doubt he thought them too 
obvious. 

Red to play and win 

#41 XiangQi 

Red to play and win 

Variant Chess Summer 1998 

While we're on the subject of BBGG, giving 81 different cases o( 
Chinese Chess endings, I might as each and every ending. The 
well share a few of my thoughts on simplifying answer is to deal only 
this subject with you. It seems clear to with the critical cases. 
me that they are simpler than Chess I have made a start in this 
endings - in theory at any rate: you direction in my articles on the single 
only need to compare the ending knight ending. The number of Red 
Rook + Cannon versus Rook with the defensive pieces is irrelevant (this is 
comparable Rook + Bishop versus not the usual situation) so I omit 
Rook to see the truth of this. In them all. N v G and N v B are the 
practice though it's a different matter: only critical cases: with more 
Xiang Qi endings might even be defensive pieces Black has an easy 
harder. How can this be? draw. If I'm wrong here I hope the 

The answer lies in the fact that better-informed will put me right -
Xiang Qi endings lack the great there may be a few study-like wins 
systematizing principle of pawn with N v GG. In a future issue I hope 
promotion. (In passing I remark that to deal with the single pawn ending. 
this is modem Chess's ingenious 
re-invention of the win by 'bare king' 
- which was the usual method of 
winning at Shatranj). 

With pawn promotion as the goal 
it's relatively easy to work out what to 
do: is the pawn passed? distant? 
where are the kings? what pieces are 
left? is the rook behind the pawn? 
how many squares on the bishop's 
diagonal? - and so forth. 

Now turn to those relatively rare 
endings such as queen versus two 
knights, or two bishops versus knight, 
that are to be found in John Nunn's 
Secrets of Pawnless Endings: you are 
in a nightmare world of analytical 
complexity with few unifying 
principles. All Xiang Qi endings are 
like this - hence the difficulty. 

The unsatisfactory state of the 
literature (in English at any rate) is a 
complicating factor. Often all you get 
is a diagram or two with a line of 
play and no idea whether the position 
is a rare exception or a common 
drawing method. A recent ray of light 
was an article by David Woo inXiang 
Qi Review on the win with three 
pawns: it shows clearly the position 
the pawns are aiming for, and why. 
Armed with this knowledge it's easy 
to find out if you can win - and how 
to do it. What is needed is a 
comprehensive treatment of the 
endgame - starting of course with 
the simplest cases; a single pawn, 
knight, cannon or rook. 

We must however consider the 
purely defensive pieces: Red and 
Black can each have any or all of 
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C Competition 4 J 
For this competition I have taken 

two fine domination studies from 
Three-piece Endings in Losing Chess: 
this is a 17 -page summary abstracted 
by John Beasley from the database he 
constructed for this class of endgame. 
These discoveries, dredged from the 
sea of possible positions, have a 
gem-like quality that seems to be 
missing from most of our more 
laboured, human constructions. 

#42 Losing Chess 
John Beasley (database) 1998 

White to play and win 

#43 Losing Chess 
John Beasley (database) 1998 

White to play and win 
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In #42 the Black knight is on a easy draw. Play is; 1. g8B! Rf7 
square of the wrong colour and White [Otherwise White will part with 
plays to keep it there. In #43 we see a bishop and knight and win with 
win by the two pieces: White finds a 4. h8R (1... RdI 2. Be6 would only 
sequence that loses a move. last one move longer)] 2. Bxf'7 dIR 

[queen, bishop or knight promotion 
~sult of competitiO~ would lose at once, and if 2 ... dlK 
~ -= ~ 3. Nb2! K- 4. Ndl Kxdl 5. h8R +/-

The solutions to Fabrice Liardet's (I don't know whether R + B + N v K 
studies follow. Only lan Richardson is a win in general, but suspect it 
attempted these and although he ~sn't)] Now 3. BdS Rxd5 4. Nc5.Rxc5 
mastered #39 the other eluded his IS a clear loss, but 3. Bh5! donunates 
grasp (1 point). the rook over the whole board. Indeed 

here are the only moves not allowing 

#38 Fabrice Liardet White to sacrifice all men in 

Losing Chess 
White to play and win 

Black threatens to sacrifice 
everything. White's only way is to 
achieve a miraculous winning 
promotion of the d7 pawn. 1. g6! 
Rxg6! [If 1... Kxg6 2. Kf5! - only -
Kxf5 3. d8K +/-] 2. Kd5! Bxd5 
3. d8N! Bf'7 [3 ... Bb7 4. Nxb7 
followed by 5. N(x)d6t] 4. Nxf'7 and 
now (a) 4 ... Rg5 5. Nxg5 N- 6. Nxh7 
wins the NIN ending, (b) 4 ... Kh8 
5. NxhS N- 6. Nxg6 is the same. 

#39 Fabrice Liardet 

succession: (a) 3 ... Rd2 4. Be2 R xe2 
5. Nb2 Rxb2 6. h8B! +/- (b) 3 ... Rd3 
4. Bf3 Rxf3 5. Nc3 R xc3 6. h8B! +/
(c) 3 ... Rd6 (or 3 ... Rbl) 4. Nb6 Rxb6 
5. Bg6 Rxg6 6. h8N! +/-. 

More on Competition 2 
Welcome to Stefano Bruzzi, who 

sends the following comments on 
competition 2. (a) 6. b5, b xa4, Nbd7, 
Ngf6, RxfS, e xd4 7. ReI, Rc7, R xd7, 
Nf3, Ne5, Nc6, Re7: (b) 6. Nf6, 
RxfS, Kd7, exd4, b5, b xa4 7. a3, e3, 
g4, g5, g xf6, f xg7, gxfSNt. A special 
introductory offer of 2 points for that. 

Stefano also points out that under 
the Italian rules of Losing Chess, 
studies #30 and #35 could be drawn 
by Black by stalemate. Under Inter
national rules stalemate is of course a 
loss - the aim being to have no 
moves rather than to have no pieces. 

Scores 
Scores so far: !an Richardson 15, 

Fred Galvin 9, David Pritchard 6, 
Stefano Bruzzi 2. 

Summer 1998 

Tasks for the future: (1) make the, 
scoring system more coherent (2) 
invent an end point - perhaps on 
reaching 64 points you get to insert a 
study of your choice in the column!? 

Solutions to XiangQi Studies 

#40: 1. Cb7-b9! KeO-fO [1... KeO-dO 
2. Ci8-i7 KdO-eO 3. Ci7-b7 NbO-d9 
4. Cb9-c9 wins] 2. CiS-i2l! NbO-d9 
3. Cb9-c9 Ge9-d0 4. Ci2-b2 Nd9-fS 
5. Cc9-cO!! GdO.e9 [5 ... KfO-f9 
6. Cb2-f2 NfS-e6 7. CcO-cI wins] 
6. Ke3-f3! KfO-f9 7. Cb2-b8 Kf9-fO 
S. Cb8-b9! KfO-eO 9. Cb9-bOt. 

#41: 1. Nh8-iO [(a) 1. NhS-f'7?? 
ReS-e7 (b) 1. NhS-g6? GfS-e9 (c) 
1. Rb8-bO!? KeO-e9 2. Nh8-gO Ke9-f9 
(2 ... Ke9-d9 3. RbO-b9 Kd9-d0 
4. Rb9-f9 GfS-e9 5. Rf9-e9) 
3. RbO-b7 Kf9-fO! 4. Rb7-i7 GfS-e9 
5. Ri7-iO KfO-f9] 1... KeO-fO 
2. NiO-g9 KfO-f9! 3. Ng9-i8 GfS-e9 
4. NiS-hO Kf9-fS 5. Rb8-b7 Re8-e4 
6. Rb7-f'7! KfS-eS 7. Rf7-d7 KeS-fS 
8. NhO-i8 KfS-f9 9. Rd7-f'7 Ge9-fS 
10. NiS-g7 Kf9-e9 11. Rf7-d7 Re4-g4 
12. Ng7-e6 wins. 

LOSING CHESS WEEKEND 
Stop Press: John Beasley reports that 
F abrice Liardet is organising a 
Losing Chess Weekend in Geneva 
11-13 September 1995, probably 
from Friday evening to Sunday 
evening. Enquiries to him at 11, rue 
Fran~ois Durafour, CH-1220, 
Avanchet, Switzerland (or from John, 
address on front cover). 

George Jelliss notes that Paul Byway's Troitzky Chess Board (VC2S) is like 

the 6x6 and 1 Ox lOin admitting knights tours with 90° rotary symmetry 

Losing Chess 
White to play and win 

Tries are easy to refute: Black 
threatens 1... dlR -/+; if 1. Nc51b6? 
dlB, if 1. hSN? Rf7 2. Nxf'7 dlB and 
if 1, g8K? Rf8 2. KxfS dIR and 
3 ... RdJ, always ensuring at least an 
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BOOKSHELF 

Figured Tours 
by George Je/liss 

This is a 22-page booklet on a 
neglected subject, published by the 
editor (address on front cover) with 
over 225 knight (and other) tours 
with specified numbered cells in 
geometrical formations. Price £3.50 
(£4.00 overseas). 

For example: here is an 8x8 
Emperor (knight + wazir) tour by 
W. E. Lester (1938) with the square 
numbers in a row, no move crossing 
any other, and incorporating a 4x4 
solution in one corner. 

G.P.J. 

Four Great Games 
Rules and Strategy for Beginners 

By Tony Hosking 

This is a 136-page book giving 
the rules and strategy for playing 
Chess, Shogi, Chinese Chess and 
Go. The first three games are allotted 
28 pages, while Go is generously 
given 43 pages. The book starts with 
an eight page comparison of the four 
games, which, although well written, 
is rather heavy going and could well 
be skipped. 

The author acknowledges help 
from experts in the various games -
Les Blackstock and Bob Wade for 
Chess, Stephen Lamb for Shogi, 
Malcolm Home and David Woo for 
Chinese Chess and Matthew 
Macfadyen for Go. 

The usefulness of the book is 
related to the amount of alternative 
instruction material available for the 

~-~--~--- -----

VAriAnt Chess 

games. Chess has a vast amount and 
the section on this is exposed as poor 
by comparison. The writing could do 
with a lighter touch, and even in 28 
pages there are several statements I 
would question. The draw by 
repetition-of-moves rule given on 
page 14 is wrong; it is not just 
reaching the same position 3 times -
it is also with the same player to 
move. The time limit is not usually a 
four hour session followed by a two 
hour session etc. I agree that 
handicap games 'have now essen
tially disappeared', but if they do 
occur they are usually in the form of 
time handicaps, e.g. five minutes 
versus (say) three minutes. But the 
real problem is that 28 pages is just 
not enough space to cover such a 
game as Chess. 

Is 28 pages each (43 for Go) 
enough to cover the other games? No 
is the simple answer, but it does not 
raise such a big problem. People who 
buy this book will, I imagine, be 
interested in finding out about Shogi, 
Chinese Chess and Go (not Chess) 
and should welcome concise 
introductions. In this I do not think 
they will be disappointed. There is 
admittedly a quick leap from basic 
introduction to a more advanced 
level, but that may please many 
people who do not know these games 
well. Something of the scope of these 
games is revealed; why they may be 
worth taking up seriously. There is so 
little good instruction material for 
Chinese Chess in books in English 
that the sections on 'Balancing 
Attack with Defence' and • Some 
Opening Strategies' plus the games 
section are extremely useful indeed. 
These are, I presume, written by 
David Woo. I know Shogi and Go 
less well than the other two games 
but I found the material interesting to 
go through; ideal introductions to 
these games. 

The text and diagrams are clear 
and neat, although I found the large 
blobs to denote piece-movement in 
the Chinese Chess section rather 
off-putting. There is little concession 
to westernisation in the notation and 
diagrams. Mention is made of a 
Chinese Chess set with Chinese 
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characters and the English names of 
the pieces underneath. I personally' 
find this confusing and not a good 
way to learn the pieces. Using normal 
chess pieces on a Chinese board is a 
better interim way for beginners I 
believe (two Queens for the Guards, 
and upside down Rooks for the 
Cannons). Ishi Press do a very good 
beginners set for Shogi, giving the 
initial letter of the pieces with lines 
showing their movement. 

Computers are lightly mentioned 
in the introductory chapter, but more 
needs to be said. Computer programs 
are a splendid way to pick up the 
rudiments of a game, especially one 
where it may be difficult to find 
opponents easily. David Woo once 
recommended the Xian 3.0 and Uncle 
Wang programs as being good for 
beginners at Chinese Chess; I have 
the Shog; Master and The Many 
Faces of Go programs and I find 
them very good for beginners. Chess 
of course is spoilt for choice with the 
amount of learning material available 
on computer disks. 

A small point: Chess, Chinese 
Chess and Shogi have a section 
showing basic checkmate positions. I 
think it would be better, for learners, 
to show these positions prior to the 
checkmate. Even finding a mate in 
one gives a sense of achievement, and 
gets one's brain cells working. 

Chinese Chess is given through
out the book as Shiang Chi, not 
Xiang Qi, with Go being Wei Chi 
instead ofWei Qi. Shiang Chi takes a 
little getting used to, but it is 
certainly easier to pronounce 
correctly than Xiang Qi. 

The book concludes with a useful 
contact addresses page. Despite a 
little criticism in this review I 
welcome this book and hope it does 
well. It is worth buying for the 
chapters on the three oriental games. 

The book can be obtained by 
writing to The Shogi Foundation, 
P.O. Box 172, Stratford upon Avon 
CV37 8ZA, England. The price is 
£11.99 plus postage (add 10% UK, 
15% Europe, 25% elsewhere). 

p.e.w. 
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Free Programme Chess 
by Davit Gurgenidze Vice President, Georgian Chess Federation 

We would like to thank you for 
your interest in our experimental 
tournament in 'Free Programme 
Chess' (Variant Chess 26). A further 
match was played at the Thilisi Chess 
Palace, 2S February to 4 March 1998 
between the two young Georgian 
Grandmasters Giorgi Kacheishvili 
(2S20) and Lasha Janjgava (249S). 
The moves of the games follow. 

The rules were as before: the 
game begins on an empty chess
board and the opponents put the 
pieces by turns on the first four ranks. 
The first piece to be placed is the 
king. In this match doubled pawns 
were not allowed, and White was not 
allowed to capture a piece on the 17th 
move. 

Game 1. KacheishvilhJanjgava 
Ke1, Kb8; Ra1 eS; Bb2 dS; h3, gS; 
b3, h5; g3, fS; a2, b7; Rf1 a7; f4 cS; 
d3, Bg7; c4, Re8; e3, Rd8; Ne2, Nc6; 
Bc2, Bg8; Ng2, Qh8; Qa3, Nb5: 

17.Qa4 Nb4 18.000 dxc4 19.QxbS 
cxd3 20.Bxd3 e4 21.Bxg7 Qxg7 
22.Bb1 Nd3t 23.Rxd3 exd3 24.Bxd3 
Qa1t 2S.Bb1 Bd5 26.Nel Be4 
27.Nc2 Bxc2 28.Kxc2 Rxe3 29.Rf2 
Red3 30.QaS b6 31.Qe1 Rdl 
32.Qxd1 Rxdl 33.Kxdl Qxbl t 
34.Nc1 h4 3S.gxh4 gxh4 36.Rc2 Qa1 
37.Rd2 Qg7 38.Ne2 Qalt 39.Nc1 
Qg7 40.Ne2 Qg2 (draw by repetition 
not accepted) 41.Rd3 bS 42.Kd2 Kc7 
43.Re3 Kb6 44.Rc3 a6 4S.Re3 Ka5 
46.a3 Qf1 47.Rc3 Kb6 48.a4 b xa4 
49.bxa4 Qa1 SO.Rb3t Kc6 S1.Nc3 
Qh1 S2.Ne2 Qdst S3.Kc2 Qe4t (0-1) 

(Times: 1.4S, 1.37) 

Game 2. Janjgava-Kacheishvili 
Kg1, Kb8; h2, b7; g2, fS; c4, eS; 
f2,a7; b4, gS; Nfl, hS; e2, c7; d3, d6; 
a4, Bd8; Rb2, Rf8; Ra3, Rh7; QbI, 
Qg7; Bel, Bc8; Nc2, Ne6; Bd1, Nd7 

l7.bS g4; 18.Nb4 f4 19.a5 NdcS 
20.e3 NgS 21.exf4 exf4 22.d4 Bf6 
23.Na6t Ka8 24.dxcS Bxb2 
2S.Nxc7t Q xc7 26.Qxb2 dxcS 27.b6 
Qd6 28.Bc2 Re7 29.Bd2 Ne4 30.Rd3 
Qc6 31.Bcl fl 32.g3 Nxf2 (0-1) 

(Times 1.45, 1.4S) 

Game 3. Kacheishvili-Janjgava 
Kb1, Ka8; a2, eS; b2, dS; c2, cS; d3, 
fS; ReI, Bg7; Bhl, g6; h3, hS; e4, a7; 
f4, b7; Rfl, Nc6; Qgl, Bg8; g3, NbS; 
Nb3, Rb6; Nc1, Ra6; Bf2, Qh8 

17.a4 Rxa4 l8.BxcS exf4 19.eS BxeS 
20.Rxe5 QxeS 21.Bxb6 axb6 22.gxf4 
Qd6 23.Qxb6 Rb4 24.Qe3 Bf7 
2S.Qd2 d4 26.Re1 Nc7 27.Bxc6 bxc6 
28.NaS NdS 29.Ncb3 Nb6 30.Nxc6 
Rxb3 31.Re7 Qxc6 32.Qa5t Kb8 
33.Rxf7 Qh1t 34.Ka2 Ra3t 3S.bxa3 
Qdst 36.QxdS NxdS 37.Rg7 Nxf4 
38.h4 (1-0) (Times 1.16, 1.SS) 

(Italic notes are by the editor.) 
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Game 4. Janjgava-Kacheishvili ' 
KgI, Kh8; h2, h7; g2, g7; f2, eS; a2, 
d5; b3, cS; d3, bS; e3 Rd8; Nfl,a6; 
Rcl, f6; Be2, Bg8; c4, Rb8; Nd2, 
Ne6; Rd1, Nb6; Bel, Qe8; Qc2 Bh6 

l7.Ng3 g6 18.CxdS NxdS 19.Ndfl 
(the first of much futile manoeuvring. 
White's position is cramped from the 
start) Bg7 20.Ne4 Bf8 21.Nc3 Nb4 
22.Qb2 Nc6 23.Ne4 Qe7 24.Ned2 
Bg7 2S.Nfl f5 26.Qb1 as 27.Bc3 a4 
28.Bb2 a xb3 29.axb3 Nc7 30.Nld2 
Na6 31.Qc2 Rb7 32.Qc3 Rbd7 
33.Ne1 Qf8 34.Qc2 NCb4 3S.Qbl 
Qe7 36.h3 Nb8 37.Ba1 N8c6 38.Bb2 
h6 39.Bal Ra7 40.Nfl RdaS 41.Nc2 
Nxc2 42.Qxc2 Nb4 43.QxcS QXcS 
44.RxcS Rxal 45.Rxal Rxal 
46.RxbS Nd5 47.Bfl Nc3 (trapping 
the WB) 48.Rb8 e4 49.dxe4 fxe4 
SO.Bg4 hS (51.Be6? Ne2t 52.Kh2 
Be5t) 51.Bxh5 gxh5 S2.g4 h4 
S3.Kg2 Ra2 S4.Rd8 NdS SS.ReS Bc3 
S6.Rxe4 Bel S7.gS Rxf2t 58.Kgl 
RfS 59.Rg4 Ne7 60.b4 Ng6 (0-1) 

(Times 2.30, 2.lS) 

Game 5. KacheishviIhJanjgava 
Kgl, KbS; h2, a7; a3, h7; g2, g7; f2, 
eS; e3, c5; c4, d5; d3, f5; Nfl, b6; 
Bal Nf6; Be2 Rf8; Rcl, Ba8; b4,. 
BbS; Qc2 Re8; Rbl, Nd7; Nel Qg6 

17.NfJ e4 l8.Nh4 QgS 19.93 f4 
20.dxe4 fxg3 21.hxg3 N xe4 22.f4 
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Qe7 23.Ng2 d xc4 24.Qxc4 Ndf6 
25.Rdl Nd6 26.Bxf6 Rxf6 27.Qc2 c4 
2S.Rxd6 Rxd6 29.Qxc4 Be4 30.Rb2 
Rc6 31.Qb5 Rc3 32.Rd2 Bc6 
(problem-like transposition of Rand 
B functions) 33.Qa6 RdS 34.Rxd8t 
Qxd8 35.Bg4 Be4 36.Nel Qd5 
37.Qe2 Rxa3 38.Bf3 Bd6 39.Bxe4 
Qxe4 40.Nf3 h6 41.N3d2 Q xb4 
42.Qg4 Bf8 43.Nf3 Ra2 44.Qf5 Ra5 
45.Ne5 Rxe5 46.fxe5 a5 47.Nh2 a4 
48.Nf3 a3 49.Nh4 a2 50.Ng6t Kg8 
51.Qe6t Kh7 52.NxfSt QxfS 
53.Qxa2 (Y~Yz) (Times: 1.30,2.20) 

Game 6. Janjgava-Kacheishvili 
KgI, Kh8; h2, h7; a3, d5; c4, e5; n, 
g7; b3, c5; d3, b6; Rdl, a7; Rei, 5; 
Bcl, Rf8; Bg2, Re8; g3, Nf6; e2, 
Qd7; Nc2, Bh5; Nd2, Bb8; Qfl, Ne6 

17.Ne3 Nd4 18.Bh3 d xc4 19.dxc4 
Qf7 20.Bxf5 NxfS 21.NxfS Ng4 
22.h3 Qxf5 23.hxg4 Qxg4 24.Qg2 e4 
2S.Nfl BeS 26.Ne3 Qc8 (Y~Yz) 

(Times: 1.20, 1.4S) 

The games were played at one per 
day, 2S, 26 and 28th February and 2, 
3,4 March. Three wins by Black, one 
by White, and two draws. Final 
result: Kacheishvili 4, Janjgava 2. 

It is possible that Georgian players 
may be able to attend the Mind Sports 
Olympiad this year and demonstrate 
Free Programme Chess there. 

JANUS CHESS 
by Peter Wood 

At the end of February in 
Saarbrucken there took place the 
annual Lor-Lux-Open tournament. 

V"ri"nt Cftess 

with 46 contestants taking part from 
14 different countries. There were 12 
GMs and 3 IMs, the GMs including 
Peter Leko, Andrei Sokolov, Jeroen 
Piket, Julian Hodgson and Artur 
Yusupov. Why so popular? Well, the 
12,000 DM prize money may be a 
contributory factor! 

The winner of the tournament 
was Peter Leko from Hungary. 
Second with the same number of 
points was FM Michael Hammes 
from Germany, and third, also with 
the same number of points, was 
England's own Julian Hodgson. This 
was the first time that the English 
player had seriously played Janus 
Chess and it is reported in Rochade 
Europa that his enthusiasm for the 
game 'could not be contained'. 

Below, from Rochade Europa, is 
the game between the second and 
third placed players, with annotations 
translated from the original German. 

Play is on a 10x8 board. Each 
side has 2 Januses (N + B) which 
initially go between the Rs and Ns. 
Ks and Qs are reversed. In castling 
the K moves to the Janus file. 

&=Janus. 

Julian Hodgson - Michael Hammes 
l.f4 f5 2.Nd3 BdS 3.Bd4 e6 4.e3 Bf6 
S.Bf3 B:f3 6.Q:f3 Jc6 7.Qj3+ Ng6 
8.Jc3 Nd6 (Black should exchange 
on d4 and then play against the white 
doubled pawns.) 9.B:f6 g:f6 10.Nhfl 
O-O?! (Black castles too early. White 
gets the initiative on the Kingside.) 
1l.Nb4! Je7 12.Qf3 Nh4 13.Qe2 
Ne4 14.N:e4 f:e4? (Black should 
play here J:b4 so as to avoid a white 
Kingside attack.) IS.QbS! Jd6 

Included in this was the German 16.Na6+ Ka8 17.Q:d7!? (A 
Open Janus Chess Championship courageous decision which is mainly 

based on destroying the black King 
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position.) 17 ..•• Qi5?! (On 17 .... b:a, 
there could follow 18.Qc6+ Jb7? 
19.Q:b7+! K:b7 20.Ja5+ followed by 
21.Jc6 mate; or 18 .... Kb8 21.a4, with 
the idea of Ra3. White can also play 
1B.Jh3 (with the idea of J:e6), 
bringing a further piece into the 
attack.} 18.0-0 b:a6 19.Jh3?! (White 
wins a tempo by this move, but 
overlooks that he could gain an 
immediate advantage. He makes up 
for this on his next move.) 19 ••.. QcS 
20.J:e4+! - and 1-0. (After 20 ... .J:e4, 
naturally 21.Q:cB+ mate follows. On 
20 .... Qd5 there follows 21.J:d5 e:d5 
22.Q:cB+ with material advantage. 
20 ... .Kb8fails to 21.J:e6, with deadly 
threats.) 

LUKE McSHANE 
At the Mind Sports Olympiad last 

year Luke McShane was spotted 
taking a keen interest in board games 
at the commercial display stands, 
including, if memory serves this 
reporter correctly, Fanorona. Now at 
the recent Gelsenkirchen chess 
tournament there is a photograph of 
him playing Four Handed Chess. 
Perhaps he should be guided into the 
direction of SaaIbrucken next Spring. 

XIANGQI 
by Peter Wood 

The annual Chinese Sports Day 
event took place in Willesden in 
North London on Sunday May 17th. 
The Xiang Qi event was won by La 
Kban Boa with 3 Y2 points from 4 
games. So his good form of last year 
continues. Second was John Shao 
with 3 points, while Chen Fazuo was 
third on 2 Y2 points, a disappointing 
result for him. The event took place 
on a warm day, which was a pleasant 
change from the ill winds of the 
previous two years. The Chinese 
Ambassador handed out the prizes. 

CORRECTION 
The first Xiang Qi diagram in 

column three on page 148 of the last 
issue is incorrect. The pawn on h3 
should be a Cannon. Apologies. 
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Conoespondence 

David H. Li: I first read Mr 
Banashak's review of my book, The 
Genealogy of Chess, in draft form; 
that review was intended for, and 
later appeared in, another chess
related journal published in UK. In 
my response to that review I began by 
thanking him for giving my book a 
careful reading. 

Then, I was alerted to this very 
same review (save for editing) 
appearing in this journal. Should I 
respond to it? My first inclination 
was: No. Later I decided to couch my 
response in the form of an analogy -
hence this short note. 

To me, Mr Banashak's research 
style fits the mould of a stay-at-home 
western chess player: I, that of a 
Kriegspiel player. To play a game as 
a stay-at-home player, Mr Banashak 
wants every move fully documented; 
this is to facilitate his preparing an 
answer from stock replies in the 
literature - sheer regurgitation glori
fied as playing a game. To play a 
game of Kriegspiel, where definitive 
information about a move comes by 
only intermittently, a Kriegspiel 
player must infer, make assumptions, 
draw conclusions based on partial 
information, and make moves based 
on probabilistic models - all 
designed to bring the game forward. 

Indeed, as a stay-at-home player, 
Mr Banaschak also wants these 
moves annotated in a way he prefers 
- say, in the algebraic notation 
(pin-yin). If a reference provided him 
is annotated in the descriptive 
notation (Wade-Giles), he will 
immediately call 'foul' and blame his 
correspondent for sabotage. The fact 
that both notational styles appear in 
the literature is beyond him to 
acknowledge. 

As a result of these differences in 
research style, a stay-at-home player 
does not know how to proceed 
whenever a not-referenced move 
appears - one can no longer 
regurgitate, but neither is one allowed 
to use hislher brain. Thus after being 
confronted with, say, l.e3 (an 

opening move made last year by 
Kasparov against Deep Blue, on 
which, it is said, not much has been 
written), our stay-at-home player is 
stuck and is still researching - the 
equivalent of being confronted with 
the 'frogs jumping' thesis as the 
origin of chess in western literature 
for the last 300 years. 

In the meantime, a Kriegspiel 
player, oblivious of the opponent's 
ploy, begins with a plan, makes 
moves, checks with benchmarks as 
they become available, infers, makes 
assumptions, and moves again. Along 
the way, he/she, undoubtedly, has 
setbacks. With assumptions not 
conforming to benchmarks, our 
Kriegspiel player has to revise plans, 
make new assumptions, prepare new 
models - and move the game 
forward. In due course, a game is 
completed - the equivalent of 
presenting a unified theory on the 
origin of chess. 

This is what I have done - to 
play a game the best I can, to do 
research to the best of my ability, to 
present a unified theory on the origin 
of chess that can be fully defended 
from all angles. Still, I readily admit 
that, along the way, I have to infer, to 
make assumptions, and to draw 
conclusions based on partial informa
tion - all aimed at moving the game 
of origin-of-chess research forwatrd. 

My book ends with a plea: 'What 
is needed is an informed dialogue, 
correcting my errors and/or leading to 
further research.' (page 353) Pointing 
out, as Mr Banaschak has done, the 
equivalent of'i' not being dotted or 
'1' not crossed are, of course, errors. 
But, at best, they are inconsequential; 
at worst, irrelevant and diversionary 
- and certainly unworthy of wasting 
valuable spaces in this journal. 
Interested readers are invited to read 
my response on methodological issues 
to this same review, appearing in the 
July 1998 issue of Chess Collector. 

'Chess Collector' is published by 
Mike Pennell. 40 Belsize Park 
Gardens. London NW3 4NA. 
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Peter Fayers: I agree with all 
your comments on Fully Random
ised Chess (VC27 p.l38) except 
allowing a player's bishops to be on 
the same colour. The danger is that 
the incidence of 'bishops of opposite 
colour' endgames will increase, and 
we should avoid anything that makes 
draws more likely. 

Peter also prOVided an elaborate 
scheme for selecting starting 
positions for Postal Random Chess by 
making use of the six numbers drawn 
in the National Lottery! 

David Pritchard: I read with 
some surprise your article on Fully 
Randomised Chess in issue 27. To 
argue that a mirror-image array is not 
randomised is surely being pedantic? 
And to be pedantic in turn, in Fully 
Randomised Chess should not the 
squares on which the men stand also 
be random (there are such variants)? 

You say that 'in a particular 
game one player will be placed at a 
disadvantage though I am doubtful 
that any such disadvantage would be 
crippling'. Between strong players, 
one player is at a disadvantage, and 
usually at a marked disadvantage, in 
every game. 

It is true as you say that 'any 
disadvantages should statistically 
even out over a series of games'. But 
this statement is also true for other 
games of chance like dice and card 
chess. Anyway, who would want to 
play a series of games of Fully 
Randomised Chess? 

One must answer a simple 
question: why is it that there are no 
tournaments of Fully Randomised 
Chess and nobody plays it? Or should 
we be encouraged to play it to satisfy 
the definition? 

John Beasley: On the Variant 
Chess masthead: I wonder whether 
'Journal of the British Chess Variants 
Society' is really a good slogan. Peter 
Wood used to print 'The magazine to 
expand yourr chess horizons', which 
is surely still true, and I feel that 
something like that would have more 
impact. 
This is something for the new Editor 
to consider. 
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Asian shogi 87 
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Eureka chess 166 
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Janus chess 112, 172 
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Jester chess 87 
Knight-relay chess 156-157 

Konigsritter 81 
Korean chess 153-155 
Kriegspiel 22 
Laser chess 24 
Los Alamos chess 22 
Losing chess 25-28, 169 
Microshogi 3 
Minotaur chess 106 
Modem courier chess, 

133-135 
Morley's game 92 
Mutabor 5 
Necromancer 4,31 
Open plane chess 93 
Pacifist chess 50 
Patricia chess 105 
Penultima 164-166 
Prince chess 87 
Progressive chess 

Cylinder 33 
English 43 
Italian 7-9, 15, 65, 

66-68 
Logical 89-91 
Randomised 136-137 
Shogi 86 

Quantum chess 106 
Randomised chess 6, 31, 94 

Progressive 136-137 
Fully random 138, 173 

Round chess 32 
Reciprocating refusal chess 

47 
Relay chess 156 
Replacement chess 2 
Rotation chess 60 
Savant chess 87 
Section chess 29 
Shaolin sovereign chess 29 
Shogi 24, 42, 44, 84-86 

variants 87,107-110 
Skock6 
Space chess 52-53, 93 
Spherical board 106 
Static chess 66 
Tempete sur l'echiquier 6 
Three-handed chess 83 
Troitzky chess 93, 169 
Turncoat chess 83 
Twenty-first century chess 

155 
Unidentified variant 106 
Vinciperdi see Losing 

Virtual chess see Cubic 
Wehr-schach 130 
Xiangqi 17-20, 21, 39, 

40-42,61,62-63,88, 
110-111, 129-130, 131, 
148, 168, 172 

Yakutatchess 113-114, 
147 

Zany chess 105 

Problem stipulations 
Alice chess 158 
AMU (attacked mating 

unit) 159 
Andernach chess 11, 15, 

36,55, 119, 159 
Angevin sentinels 10, 74 
Anti-Andemach 55, 74, 99 
Anti-circe 37,55,56, 73, 

97, 121 
Antipodean chess 143 
Augsburg chess 56,99, 

101-102 
Autostalemate 160 
Bicolores see Sensitive K 
Brunner chess 12, 13 
Chameleon Circe 14 
Checkless chess 34 
Circe 11, 14, 36, 37, 73, 

97, 100 143, 144, 158, 
166 
Chameleon 14 
Clone 119 
Diagram 119 
Madrasi 10, 11, 35 
Malefique 14, 73 
Mars 97, 139, 144, 161 
Mirror 120, 143 
Parrain 97 
RI (King) 14, 35, 56 
(see also Anti-circe) 

Double series 141 
Double stalemate 77 
Duplex 14,98, 119 
Edge chess 144 
Einsteiners 77 
Einstein chess 75,99 
Equipollent chess 143 
Eureka problems 164-166 
Extinction chess 120 
Follow-my-leader 119,141, 

159, 161 
Ghost chess 125, 159 
Grid chess 144, 166 
Haaner play 77, 144 
Iceberg chess 101, 102 
illegal cluster 158 
Immune chess 56 
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lsardam 55,98, 120, 141 
Kamikaze Ch 13, 99, 121 
King Circe see Circe 
King Madrasi see Madrasi 
Knighted chess 80 
Koko 98 
Losing chess 15,61, 77, 

80, 103, 127, 146, 147, 
168 

Madrasi chess 34, 35, 55, 
73, 98 
RI (King Madrasi) 35 

MAFF (mate with free 
field) 142, 145 

Mars see Circe 
Maximummer 10, 56, 75, 

76, 97, 100, 120, 141, 
143, 161 

Mediaeval courier chess 80 
Modem courier chess 15, 

61, 80, 103, 146 
Nightrider chess 80 
No captures 75, 119, 139, 

143 
One-way chess 144 
OWU (one white unit) 142, 

145 
Partial retroanalysis 141 
Patrol chess 11, 56 
Pocket bishop chess 37, 74 
Pocket rooks 77 
Progressive chess 104, 127 
Reciprocal helpmate 158 
Reflexrnate 35, 56 
Relegation chess 75, 144 
Remanantes 144 
Republican chess 120, 139 
Retractor 14, 34, 76, 77 
Runaway chess 124 
Schlffmann Config. 160 
Shortest game 36, 75, 99, 

106, 121, 141 
Single combat 141 
Summa-promoter 143 
Two-piece problems 76-77 
Xiangqi 104, 128 
Zigzags 123 
Zvolen's chess 159, 160 

Variant pieces 
Alfil 32, 126 
Amazon 11 
Anti-kings! Anti-rex 12 
Berolina pawn 143 
Camel 14, 100, 126 
Camelrider 58, 166 
Chinese pieces 56 
Clockwork mouse 77 
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Cubi-pieces 52-53 Zebra 55, 100 Jelliss, G. 7,8,33,69-71, Voon Sinn Lieu 88 
Dabbaba 126 Zebra-rider 124 156, 157, 167 Wang Shunqi 88 
Dragon 125 Kacheishvili, G. 171-172 Woo Wei Cheung 39, 95 
Empress 36 Games players Kearsley, R 46 Wood, P. 46, 66-68, 89-91 
Equihopper 54 Andreotti, A 156 Kenworthy, G. 135 Xi 110 
Fairy Kings 12-13 Bagaturov, G. 115-116 Kirk, S. 5, 31 Xie Jun 63 
Fers 32 Bird, H.E. 92 Kirk, C. 5 Xu Yinchuan 39 
Five-rider pawns 77, 124 Blaine, M. 94 Kustrin, A 33,46,69 Yearout, P. 47, 70, 71, 156, 
Generalised generals Blazsik, Z. 137 La Khan Hoa, 172 157 

109-110, 132 Boniface, S. 66-68 Lai, C.K. 39, 62, 111 Yegish, A 72 
Giraffe 126 Brown, M. 96 Lamb,S. 24,44,63 Young, D. 111 
Grasshopper 34, 54, 55, 98, Bruzzi, S. 167 Leko,P.I72 Young, T. 21 

100, 120, 126, 140 Bucher, D. 83 Li, L. 83 
HippogrifI 52 Byway, P. 7-9, 89-91,110, Liardet, F. 27 Problem compQsers 
Imitator 10, 34 135,148 Locock, C.D. 60 Axt, H. 120, 143 
Jabber 54, 98 Cassano, R 46, 137 Lu Qin 39, 111, 131 Bartel, Er. 14, 35, 36, 55, 
Jabberwock 74 Castelli, A 46, 47, 137, Luiro, A 66, 67, 68 56, 73, 75, 98, 100, 
Kangaroo 36, 54, 55, 100, 151, 156 McShane, L. 172 101, 120, 144 

126, 158 Cheeseman, M. 134 Melkonyan, V. 63, 71, 72 Beasley, J. 34, 77, 80, 103, 
Kinghopper54 Chen Fazuo 63, 88 Mildenberger, D. 68 106, 127, 139, 147, 
Leaper pawns 124 Cheymol, E. 95 Miyamoto, T. 44 168 
Lion 10, 14, 74 Coast, P. 7-9,66-68, 89-91 Mok Tze Meng 72 Bell, A 140, 141 
Locust 35 Cornacchini, G. 33, 69 Mori, A 27, 157 Bowers, F. 47 
Moarider 55 Chung Wen Sung 21,88 Morley, F.W. 92 Brada, M. 142, 145, 159, 
Neutral King 12, 13, 77, Damering, K. 94 Murkisch, G. 6 160 

158 Dang Thanh Trung 39 Nielsen, J.B. 5, 31 Bulavka, A 101 
Neutrals 13, 14,37, 100 Dawson, T.R 60 Pfeiffer, A 136, 137 Burbach, J.J. 38 
Nightrider 55, 58, 59, 100, Denver-Fedder, A 63 Piazza, 151 Busing, G. 144 

140, 143 de Angelis, L. 51 Pritchard, D. 9 Byway, P. 15,61,80, 104, 
Nightriderhopper 54 de Giglio, M. 33, 157 Pugnali, P. 46, 151 146 
Opting pawns 92 de Luise 151 Rallo, V. 33, 43, 51, 89-91 Caillaud, M. 76, 143 
Oscillating kings 140 Dgebuadze, A 116 Reynolds, R 152 Ceriani, L. 33 
Pivoting pieces 126 Dzhandzhgava = Janjgava Richardson, D. 167 Cheylan, Y. 11, 37 
Potentate Kings 12, 13 Emery, P. 50 Richardson, I. 7-9, 87, 167 Chistyakov, A 10 
Princess 36 Fontana, P. 46, 151 Rincon, J. 69 Creed, J.E.H. 13, 34 
Protector 48 Forzoni, F. 33, 89-91 Sala, T. 33 Crisan, V. 55, 158, 159 
Querquisite 143 Francey, R 83 Salvadori, R 26, 47 Crumlish, M. 47 
Reversible pawns 125 Galvin, F. 6 Sandeman,M.24,44,84, Davaine, A 13 
Root-50 leaper 36 Gardner, A 43 95 Dawson, T.R 123-126 
Rose 74 Geogeghan, C. 68 Santoni, F. 136, 137 Dragoun, M. 10 
Royal pieces 12, 14 George, I. 134 Sasata, R 137 Dupin, J. 76 
Sensitive kings 97, 119 Good,I.J.94 Sato 86 Ebert,H. 77,143,144 
Sentinels 10, 76, 119, 158 Green, D. 87, 96 Sauvin, J. 50 Emmerson, S. 15,36,54, 
Sexton 53 Guo Shulong 21,63, 131 Say TyHua 95 55, 73, 74, 75, 76, 77, 
Ship 125 Habu85,86 Scholz, S. 129 97, 98, 120, 139, 143, 
Shrinking men 141 Hairapetyan, A 72 Schone, R 94 144 
Side-moving pawns 126 Hammes, M. 172 Scovero, G. 46 Fayers, P. 36, 56, 57, 58, 
Space pieces 52 Hann, C. 148 Sheehan, M. 94 76, 101, 120, 141 
Spirits of the knight 56-59, Hansen, B. 137 Tabatadze, T. 115-116 Fougaxis, H. 35 

75, 76, 79 Hauer, K. 94 Takahashi. Y. 24, 44 Frankiss, C. 14,56 
Sprite 52 Hodgson, J. 172 Tan Tzer En 72 Frey, P. 33 
Threeleaper 53 Honkela, T. 137 Tan Wei Sin 71, 72 George, A 14 
Transmuting kings 59, 121 Horn, G. 69 Tanigawa 85 Glass, G. 100 
Tripper 53 Howes, T. 134 Tolonen, J. 136 Grigoryan, A. 73 
Unicom52 Huang Shnech Kung 62 Vecchi, G. 51 Hammarstrom, U. 10 
Wazir 14 Huang Yu Ying 129 Vegh, J-P. 83 Hannemann, K. 33 
Watchtower pieces 123 lzNooouo 25-28 Veronesi, C.A 70 Holladay, E.D. 11 
X-ray pieces 126 Janjgava, L. 115-6, 171-2 Voigt, U. 94 Ingleton, AW. 37 
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Jelliss, G.P. 54, 74, 77, 98, Turnbull, R 10, 15, 34, 36, chess variants Isolated pawns 6, 31, 50, 
106 37,54,58,59, 75, 77, (Forzoni) 16 83, 106 

Kerhuel, M. 76, 161 97,98,101,102,120, Origin of Japanese Chess Knight's tours 2, 22, 28, 
Khandurin, A 56 139, 140, 159, 160 (Masukawa) 42 47,92, 112, 169 
Klebes, S. 166 Urnnov, G. 34 Quartz 112, 125 . Mind sports olympiad 63, 
Kniest, AH. 144 Vasyuchko, N.R 10, 36, Rational approach to 83,95,172 
Liardet, F. 103, 127, 147, 54,98,100 Kriegspiel (Ciancarini) Not for the faint-hearted 

169 Van Gool, lC. 166 22 51, 118, 155 
Liskovets, V. 141 Vaughan, C. 35 Rithmomachia (Mabben) Problem pages 10, 34, 54, 
Lorinc,J. 56,74,75 Velucchi, M. 75, 97, 99, 42 73, 97, 119, 139, 158 
Lytton, C.C. 161 119, 121, 141 Rochade Europa 112, 172 Puzzle corner 2, 28, 47 
Macleod, N. 35 Vitale, L. 11,97,98, 119, Scacchi progressivi matti Reshaping the chessboard 
Mandler, A 33 158 ecceUenti (Castelli) 92-93 
Marks, U. 130 Wang Gao, 148 III Running a variant chess 
Mikholap, A 101 Wenda, K. 34 Scacchi Marsigliesi tournament 117-118 
Mintz, 1 143 WiUmott, A. 140, 141, 158 (Castelli) 112 'Shanghai' cup 21,39,88, 
Mongredien, AW. 32 Winterberg, H. 77 Schema 83 148 
Moutecidis, P. 10 Wong,P.14 Shoten 44,84 Tournaments (variants) 21, 
Muller, D. 11 Zarur, A 73 Tactics and theory of 24,31,39,44,94 
Muller, F. 158 English progressive Tourneys (problems) 24, 
Nastasio, D. 148 Publications chess (Gardner) 43 38, 76, 145, 148, 160 
Nebotov, V.A. 11, 56, 97, All kinds - best if unusual Telescacco 111 Two's company 143-144 

99, 119 (Velucchi) 111 Three-piece endings in WiUesden chinese sports 
Niemann, 1 15 Art of Shogi (Hosking) losing chess 147 festival 21, 63, 88, 172 
Olausson, M. 14 84-86 Ulster cycle 9, 44 
Oliva, Z. 144 Astounding days 60 Xiangqi Kurier 129 
Pankratiev, A 11 Battle in Singapore (Lai) Xiangqi Review 21, 129, 
Pantazis, S. 10 110-111 168 
Peretyatko, V. 55 British Endgame Study 
Piccinini, A 32 News 79,132 Miscellaneous 
Powell, R 13 Checkmate in Two (Lai) 21 Academic meetings 6, 44 
Queck, R 166 Chess collector 130, 173 Awards 13-14, 100 
Raican, P. 55, 56, 74, 75, Chess of the Wuzhi British Chess Variants 

99, 100, 120, 121, 141, mountain 151 Society 1, 24, 44, 45, 
158, 159, 161 Chess Ultimates 132 66,132,167 

Reich, H-P. 35 Dim and Fuzzy Collection BCVS Championships 65, 
Rice,J. 55,73,74,97,99 (Lai) 21 118, 152, 167 
Richardson, I. 36, 74, 75, Encyclopedia of chess CV design competition 132 

98, 120, 139, 141, 148, variants 130, 151 Computers 21-24, 42 
159 Eteroscacco 24, 151 Correspondence 17-20, 

Ridley, M. 35, 56 Figured Tours (Jelliss) 170 22-23, 40-42, 131, 
Rittirsch, M. 13, 35 First Step to Shogi 138, 147, 173 

I Row, T. 132 (Kitamura) 16 Dawson, his less well , 
Schiegl, H-J. 144, 161 Four Great Games (chess, known inventions i 
Sekhar, R 127 shogi, xiangqi, go) 123-126 
Sells, C.C.L. 13 (Bosking) 170 Destiny of chess 60 
Shanahan, I. 14 Genealogy of chess (Li) 44, End is Nigh 15,61, 80, 
Shankar, R 127 149-151, 173 103,146 
Shvichenko, A. 11, 159 Hastings conquest (Lai) 39 Fairy Definitions 162, 163 A comb-bound set of 
Simonet, A 97 History of chess (Murray) Fischereactions 6, 131, 138 Variant Chess Volume 3 
Sphicas, G.P. 100 128 Fonts 21, 155 should shortly be available, 
Stein, I. 99, 121 Is Anyone Out There? 6, Games Galore 3, 29, 49, price £13.50 UK (£14.50 
Stephenson, B. 56 63,68 81, 105 Europe. Elsewhere £14.50 
Steudel, T. 14 Meta-chess (Brown) 87 Guildford variants day i4 surface-mail, £ 17 air-mail). 
Sunyer, 1 76 My one contribution to Heterochess olympics 24, 
Tauber, T. 59 chess (Morley) 92 44,112 THE END OF 
Tkachnko, S. 36 Opening encyclopedia of Internet 22-23, 42, 49, 80, VOLUME THREE 
Tungler, A 101 87, 106 
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The future of VC 

Following George Jelliss's retirement, John Beasley is 
temporarily holding the fort as editor, but Paul Byway has 
joined the team and it is intended that he will take over as 
soon as circumstances permit. Others are involved as well, 
and VC is now very much ajoint effort. 

We have decided only to produce 16 pages per quarter 
in future (if this leaves us with an embarrassing financial 
surplus at the end of the year, we will put a motion to the 
AGM extending the subscription period), but we trust that 
these 16 pages will be of a high standard. This issue 
features articles and games in Alice Chess, Progressive 
Chess, Extinction Chess, and Xiangqi, together with 
endgames, problems, and the usual miscellaneous snippets; 
something for everyone, we hope. 

If you want something different, please tell us. In the 
meantime, we hope the expert and the merely curious alike 
will continue to find VC an enjoyable and stimulating read. 

Games, please! 

Contributions to VC are always welcome. Endgame studies 
and analyses of endings in variant play go to Paul Byway, 
problems to Ronald Turnbull, everything else to the editor. 
English is preferred, but we will accept any language for 
which we can find a translator. What are we looking for? 
Anything which is entertaining, which is instructive, which 
is informative, which will give pleasure to our readers. 

In particular, please send us interesting games or 
positions from games which you have played or which 
you have seen played by others. Friendlies and tournament 
games alike are grist to our mill; all we ask is that the play 
be entertaining. Enclose a label with the winner's name and 
address (and one for the loser as well, if he wants it), and if 
we print the game or its climactic combination we'll send 
him the issue of VC containing it. 

Treasurer's records 

The transfer of the treasurer's records is now complete, and 
Peter Fayers has asked us to print the following notice. 

"If you retrieve the envelope that this magazine came 
in, wipe the marmalade and coffee-grounds off it, and open 
it out, you will notice a number in the top-right corner of 
the address label. (Those with the letter C or E can skip the 
rest of this.) 

"This number is the issue with which your subscription 
will expire. Please check it against what you think it should 
be, and let me know if I have anything wrong. 

"Also, those of you with the number 29 will also have a 
reminder letter in with this magazine - please renew your 
subscription early, to save us the expense of sending out 
chaser letters when the next issue comes out. 

"Finally, those with the number 30 will realise that 
their subscription runs out with the next issue. If you would 
like to renew earlier, it would save us sending you a 
reminder as well." 

Do please help Peter by doing this. He has the most 
thankless task of all, and every little helps. 

VARIANT CHESS is the journal of the British Chess Variants Society 

President: David Pritchard, Badgers Wood, Hascombe Road, Munstead, Godalming, Surrey GU8 4AA 
Editor and Secretary: John Beasley, 7 St James Road, Harpenden, Hertfordshire AL5 4NX 

Assistant Editor: Paul Byway, 20 The Finches, Hertford, Hertfordshire SG 13 7TB 
Treasurer: Peter Fayers, 2 Beechwood Avenue, Coulsdon, Surrey CR5 2PA 

Endings Editor: Paul Byway Problem Editor: Ronald Turnbull 

Subscription rates (one year, four issues): UK £8, Europe £9, Rest of World £9 surface mail, £11 air mail 
Cheques payable to "British Chess Variants Society", please 
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What can we expect from a new chess variant? 

When I started trying to list the 
published endgame studies in Losing 
Chess, I was immediately struck by 
their limited range. Yes, there were 
some splendid discoveries among 
them, but as a whole we seemed to 
have progressed only to the point 
reached by Stamma and the Italian 
masters of the 18th century. Yet 
Losing Chess is one of the more 
widely played and explored of chess 
variants, with a literature of published 
positions going back to 190 I. If even 
a relatively well-explored variant has 
progressed no further than this, what 
can we expect of a brand new one? 

Let's look at ordinary chess, and 
see what was discovered early in its 
life. One of the most delightful 
paradoxes of chess is the reciprocal 
zugzwang, and the position above is 
quoted in Murray's A history of chess 
as by the Arab master ar-Razi (ft. 
850). 1 Re3 forces L.Ngl, and now 
not the natural 2 Kf4? after which 
2 ... Kd4 puts White in zugzwang (see 
below) and the knight will escape, but 
2 Kf5! (threat 3 Kg4 and 4 ReI) Kd4 
(nothing better) 3 Kf4 and we have 
the same position with Black to move. 
The position is well over a thousand 
years old, but White's little sidestep 
with the king still gives pleasure. 

Everybody knows this next 
position, and some of us have even 
brought it off over the board; it's the 
so-called "Philidor's legacy" 1 Qd5+ 
KhS 2 Nt7+ KgS 3 Nh6++ KhS 
4 QgS+! RxgS 5 Nt7#. The reason I 
include it here is that it comes not 
from Philidor but from Lucena's book 
of c. 1497 (in a slightly different form, 
but the essentials are the same), not 
many years after the invention of the 
new queen. It can fairly be called the 
first classic of the new chess, and 
I can well imagine the thrill it gave 
when it was first brought to light. 

And what about openings? This is 
the Legall mate from 1750: 1 e4 e5 
2 Bc4 d6 3 Nf3 Bg4 4 Nc3 g6? 
5 Nxe5! Bxdl 6 Bxt7+ Ke7 7 Nd5#. 
Again, many of us have brought it off 
in play, but it still sparkles. (Note: 
"Legall" with a double "I" and no 
accent. The commonly quoted "Legal" 
is quite wrong. Ken Whyld once told 
me that the late Harry Golombek was 
most distressed when a well-meaning 
editor inserted an accent after he had 
signed off the proofs: "My French 
friends will think I am ignorant," he 
complained.) 

A modern variant invention is the 
grasshopper, which moves along Q
lines but must hop over one man and 

land on the square beyond (a G on an 
empty board cannot move). It is an 
eminently playable piece which adds a 
new dimension to the game, though 
the initial array must be redesigned; 
if we simply put grasshoppers for 
queens, an opening 1 Gf3 by White is 
far too strong. However, a more 
suitable starting position is easily 
found (see The Encyclopaedia of 
Chess Variants, page 130). 

But the G is usually seen only in 
problems. T. R. Dawson invented it in 
1913, and by 1929 Valerian Onitiu 
had produced the mate in 6 above 
(Black Gf2): 1 g3 Gh4 (the only legal 
move) 2 g4 Gf4 3 g5 Gh64 g6 Gf6 
5 g7 GhS and now the climax: 
6 gxhSG#! Sheer perfection. 

Ordinary chess is not a bad game, 
and all the best and most accessible of 
it is here: a delicate endgame based on 
reciprocal zugzwang, a smashing 
middlegame mating attack, an unob
trusive opening blunder spectacularly 
refuted, a witty (variant!) problem. All 
are piquant, all were discovered early. 
A brand new variant cannot be 
expected to show gems of all these 
kinds, but it ought to show at least one 
of them. 

David Pritchard has told me that a 
game must be played for 200 hours in 
good company before its viability can 
be assessed. Not every game featured 
in VC has passed this test, and indeed 
one of our functions is to present new 
games for readers to try. But one thing 
that any new variant must offer, if 
readers are to try it out, is something 
subtle. sparkling, or amusing which 
cannot be done in ordinary chess: 
something to reward the player for the 
trouble of learning its rules. 
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Alice Chess 

The 1997-98 BCVS Alice Chess postal tournament was 
won by Peter Coast with David Pritchard a close second, 
both well ahead of the field. Results in full: 

C P T J 
P Coast 10 11 11 5 
D Pritchard 10 1~ 11 4~ 

D Tremayne 00 ~O 01 1~ 

G Jelliss 00 00 01 1 

Toby Howes failed to finish his games (only one was 
reported complete, a win by George lelliss) and only the 
results between the other players were counted. 

The complete set of games has been sent to the 
competitors and is available from myself on request, but I 
think most readers will prefer just to see some of the 
highlights. The rule of Alice Chess is that there are two 
boards side by side, board B being initially empty, and 
immediately a move is played the man passes "through the 
looking glass" into the corresponding square on the other 
board, which must be vacant. Once a player has men on 
each board, he may move on either, but his move must be 
legal on the board on which it is played and the subsequent 
transfer of the man to the other board must not leave his 
king in check. In our scores, moves on board B are marked 
"lA" to indicate that the piece is transferred back to board 
A, but transfers from board A to board B are taken as read. 

Alice Chess has been played for many years, but 
David Pritchard comments in The Encyclopaedia of Chess 
Variants that "Alice-vision" is not easily acquired, and 
even the tournament winner wrote, "Alice Chess is quite 
hard work, and somewhat mind-bending. I'm not sure the 
games are of very high quality - we are not yet, I think, 
entirely fluent at it." It certainly offers traps to the unwary, 
and one game contained two instructive mistakes in quick 
succession. After 1 c3 d5 2 Qc2 White threatens mate by 
3 Qa4/A (the Black king will have no legal move on his 
own board, and interposition will be useless because the 
interposing man will be transported to the other board), but 
Black hoped to counter the threat by playing 2 ... Nf6: 

Now 3 Qa4/A+ could be met by 3 ... Nfd7/A, the move 
being played on board B and putting an interposing man 
back on A. However, White simply continued 4 Qxd7, 
pocketing a knight for free and escaping to board B. 

But Black fought back, and after 4 ... e5 5 Nf3 c6 (see 

White overlooked this threat, and indeed it is not easily 
countered (a retreat to say h3 puts the WQ back on board 
A to be captured at once). Best is probably 6 e4, defending 
d5 on board B. Now 6 ... Be6 can be met by 7 Qxd5/A, 
since if Black plays 7 ... Qxd5 his queen goes to board B 
and 8 exd5/A will capture it. Is your mind duly bent? 

Tremayne-Coast included a true piece of Alice tactics. 
White's 13th move gave the position below, and in Peter 
Coast's words, "it looks like trouble now [White threatens 
14 Rxa7 pinning BQ on board B], and it took me some 
time to find a suitable counter." 

The answer? 13 ... Rba8/A, to meet 14 Rxa7 by 14 ... Ral#! 
Let's see some more of the experts at work .. In Coast

lelliss, White had a mate in 6: 

and in Pritchard-Tremayne, White announced mate in 8 
(when did you last see this in ordinary chess?): 

diagram) he was threatening to win the queen by 6 ... Be6: If you don't want to work out how, the answers on page 16. 

-
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Progressive Chess (Italian rules) 

The 1997-98 BCVS Italian Pro
gressive Chess postal tournament was 
won by Paul Byway, narrowly ahead 
of David Pritchard. Results in full: 

Heat 1 

T Howes 
P Wood 

H W C R 
-- 11 1111 6 
00 -- 10 11 3 

P Coast 00 10 -- 10 2 
D Richardson 00 00 10 -- 1 

Heat 2 

D Pritchard 
P Byway 
D Trernayne 
S Boniface 

P Byway 
D Pritchard 
P Wood 
D Trernayne 

P By T Ba 
-- 10 11 11 5 
10 -- 10 11 4 
00 10 -- 11 3 
00 00 00 -- 0 

Final 

B P W T 
-- 10 '-h1 11 4'-h 
10 -- 11 01 4 
O'-h 00 -- 11 2'-h 
00 01 00 -- 1 

Toby Howes failed to finish his 
games, and only the other results in 
the final were counted. 

The complete set of games has been 
sent to competitors, and a copy will be 
sent to any reader requesting it. Some 
highlights follow. The "Italian" rule is 
that a player may not give check 
before the end of his sequence; if his 
only escape from check would give 
such a check, he is mated. 

We start with a couple of opening 
blunders instructively punished. Won 
by Toby Howes: 1 d4 2 Nc6, Nf6 3 
e4, eS, exf6?, Black to play series 4: 

The answers to this and subsequent 
"what next?" diagrams will be found 
on page 16. 

Won by Dave Tremayne: 1 d4 
2 eS, exd4 3 BgS, Bxd8, h4?, Black 
to play series 4: 

Several games ended with fine 
mating sequences. Richardson-Wood: 
I e3 2 e6, Nf6 3 Nh3, Bc4, Nc3 
4 Ne4, Nxc3, Nxdl, dS S f4, fS, fxe6, 
e7, exd8Q+. Black to play series 6: 

Richardson-Howes: 1 e3 2 dS, eS 
3 Qg4, Qxc8, Qxd8+ 4 Kxd8, e4, as, 
hS S h4, Nh3, b3, a4, Bb2 6 bS; 
bxa4, a3, axb2, bxalQ, Qxbl+ 
7 Ke2, g3. Bg2, Rxbl, Bxe4, BxdS, 
Bxa8. Black to play series 8: 

Pritchard-Tremayne (heat): 1 d4 
2 eS, exd4 3 BgS, Bxd8, f4 4 d3, 
dxc2, fS, cxdlQ+ S Kxdl, Be7, BxfS, 
Bxg7, Bxh8 6 as, a4, a3, axb2, 
bxalQ, Qxa2. Black sees that to finish 
this series by Qxb 1 + would allow 

7 Kd2, Bf6, g4, gS, g6, gxh7, hxg8Q 
mate, but what actually happens is just 
as bad. White to play series 7: 

Byway-Pritchard (heat): d4 
2 dS, Nf6 3 e4, eS, BbS+ 4 c6, Ne4, 
Bg4, Kd7 S Bd3, Bxe4, BB, Qe2, 
Bxg4+ 6 e6, cS, Nc6, Nxd4, Nxe2, 
Nxcl. White to play series 7: 

Wood-Byway: 1 e4 2 eS, Nh6 
3 d4, BgS, Bxd8 4 Ng4, Nxf2, Nxdl, 
Kxd8 S Ba6, Bxb7, Bxa8, Kxdl, Ke2 
6 cS, c4, c3, cxb2, bxalQ, Ba6+ 7 c4, 
Nc3, NB, Rxal, NxeS, Ng6, Nxh8. 
Black to play series 8: 

Wood-Pritchard: 1 e4 2 dS, Nc6 
3 f4, fS, BbS 4 BxfS, Bg4, Bxdl, Kd7 
S Kxdl, NB, Nd4, Nxc6, Nxd8+ 
6 Kxd8, eS, dxe4, c6, cxbS, Bd6 
7 d3, Be3, Nc3, a4, axbS, Rxa7, 
Rxa8+. Black to play series 8: 

-
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Byway-Tremayne (final): I d4 
2 c5, cxd4 3 e4, e5, f4 4 Nh6, d3, 
dxc2, cxd I Q+. White to play series S: 

Byway-Pritchard (final): d4 
2 c5, cxd4 3 e4, e5, f4 4 Qc7, Qxc2, 
f5, Qxdl+ 5 Kxdl, Na3, Bd2, Rei, 
RxcS+ 6 Kfl, Na6, RxcS, Rc3, Rf3, 
Rxfl+. White to play series 7: 

And two of the longer games. 
Coast-Wood (notes by Peter Coast): 
I d4 2 e5, exd4 3 BgS, BxdS, Qd3 
(The idea is to make it expensive in 
moves to capture the WQ) 4 KxdS, 
Nf6, Nc6, Bb4+ S c3, cxb4, Qxh7, 
Qxg7, QxhS+ (This sequence avoids 
mate and creates as much mayhem as 
possible) 6 Ke7, dS, BfS, RxhS, Ne4, 
Nxb4 (diagram at top of next column) 
(White is well up materially, but Black 
is very well developed. My difficulty 
now is finding a sequence which does 
not leave me open to mate. Examples 
that don't work are 7 Na3, Rb1, /3, 
fxe4, exj5, N/3, Nxd4; 7 a4, Ra3, Rh3, 
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Rxh8, /3, fxe4, exf5; 7 /3, fxe4, 
exf5,a3, axb4, Rxa7, Kd2 - this was 
quite promising except for 8 d3, dxe2, 
exf1Q, Rxh2, Rxh1, Rxg1, d4, Qd2#) 
7 f3, fxe4, exf5, a3, axb4, Nd2, Ngf3 
(As long as there is no mate, I should 
be OK, as I am 4 units ahead) S Rxh2, 
Rxhl, Rh6, Ra6, Kf6, KxfS, b6, 
Rxal+. White to play series 9: 

Byway-Wood (notes from both 
players): I d4 2 eS, exd4 3 BgS, 
BxdS, BgS (PCW: The Magari Attack, 
which has been strangely neglected 
for the last 10 years) 4 f6, d3, dxc2, 
cxd I Q+ (PCW: This is cited as the 
best line in Dipilato's book on 1 d4 
openings) S Kxdl, Bxf6, Bxg7, BxhS, 
e4 (PVB: Another time I might prefer 
5 KxdI, h4, Bxf6, Bxg7, Bxf8. 
According to Peter, e4 was new here; 
e3 had been played before) 6 Ba3, 
Bxb2, Bxal, BxhS, as, Kfl (PCW: 
Dipilato's line that could lead to a 
draw is 6 Ba3, Bxb2, Bxal, Bxh8, 
Nf6, Kfl, but this is where White has 
played e3 in sequence five instead of 
e4) 7 BbS, Bxd7, Bxc8, Bxb7, BxaS, 
Nh3, f3 (PVB: I thought I was 
winning easily here and didn't give 
/3, Nh3 the attention I should have. It 
may be that h3, N/3 would have been 
better) 8 Nf6, Nxe4, NgS, Nxh3, Nf4, 
Nh5, Ng3, Nxh I (diagram at top of 
next column) (PCW: I thought White 
was winning after his sequence 7. 
1 found a continuation however that 
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spreads Black's pieces sufficiently to 
make it difficult for White to achieve 
all of his aims. ego taking Black's 
pieces. setting up a Nc61Ba8 fortress. 
prevelltillg the 'h' pawlI from 
queening etc) 9 f4, f5, f6, g3, Bxhl, 
Kc2, Kc3, Be4, Bxh7 (9 Kd2, Kd3, 
Ke4, h3, Na3, Nb5, Nxc7, Na6, Nxb8 
produced conflicting annotations, but 
I think PVB's assessment that 10 Be5, 
Bxb8, Bd6. Be 7, a4, a3, h5, h4, Ke6, 
Ng3+ must give Black good winning 
chances is right) 10 Bg7, Bh6, Bf4, 
Bxg3, Bxh2, Kxf6, Ke6, Nc6, Nb4, 
Nxa2+ (PVB: Removing all my pawns 
at series 10 was very good. White 
cannot win with just B+N; this was 
covered in detail in VC 21 and 
unfortunately Peter knows this well) 
11 Kb2, Kxa2, Ka3, Ka4. Kxas, Kb4, 
Nd2, Nfl, Nxh2, Ng4, Be4 (PVB: 
Some positions with B+N v P can be 
won. Alas! this is not one of them) 

12 K--e7, cS+ (PVB: As a matter of 
technique, with this bishop it would be 
better to leave the pawn on a white 
square - but it's drawn anyway) 
13 K--f4, B--c4, N--d5+ agreed drawn 
(PCW: The black King can always 
find a safe square: e7, g5, d2, or b4). 

And the prize for "annotation of 
the year" must surely go to David 
Pritchard, who inadvertently played 
1 e4 2 d5, Nc6 3 b4, bS, bxc6?: "Oh 
dear, comes from playing out of one's 
head. I thought I had opened 1 d4!" 

-
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Here are some more games from the 
BCVS 1997 -98 Extinction Chess 
postal tournament (see VC 27 p 152 
and VC 28 P 167). In this game, a 
player wins by capturing the last op
posing man of a particular kind. There 
is no check, and castling away from or 
across an attacked square is allowed. 

Most variant tournaments produce 
some quick losses because players 
unfamiliar with the game overlook 
tactical finesses right at the start, 
but only one game in the present 
tournament came into this category. 
A game won by Ian Richardson 
went I e4 d5 2 exd5 Nf6 3 Qf3 Nxd5 
4 Bc4 c6? 5 Bxd5 cxd5, and now 
6 Qf4 won the other knight and the 
game: 

Wherever the attacked knight moves, 
7 Qa4 forks or skewers it against BK. 

One of the secrets of successful 
play at Extinction seems to be to make 
good use of the rooks. The Encyclo
paedia of Chess Variants says that 
games "tend to be brief and often go 
critical in the early stages with the 
minor pieces most at risk," and at this 
year's French problemists' meeting 
at Messigny, where we played Ex
tinction at the Sunday five-minute 
tournament, I played openings like 
1 a4 e5 2 Ra3 in the hope that my 
extra minor piece might be more 
useful than his extra rook. This policy 
was not entirely successful, but 
I would probably have lost anyway. 
Robert Reynolds preferred to place 
his rooks on open files and to attack 
with them as in ordinary chess, and 
I suspect this is much the better plan. 

For example, Reynolds - lelliss 
went 1 c4 e5 2 Nc3 as 3 g3 Na6 
4 Bg2 Bb4 5 e3 d6 6 h3 Nc5 7 Qe2 
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Extinction Chess 

f5 8 d4 Ne6 9 a3 Bxc3 10 bxc3 e4: 

The b-file was now open, and Black 
underestimated its dangers: 11 Rb 1 
c6? (hindsight suggests 11 ... b6) 
12 Rb3! d5 13 Qb2 Rb8 14 Rb6 
dxc4 15 Rxc6 Nc7 16 Qb6 and 
Black resigned. One might almost be 
watching a normal game. 

D. Richardson - Tremayne took an 
interesting course. White chose to 
open I b4, and after l...e5 2 a3 as 
3 b5 Be7 4 a4 Nf6 5 Bb2 d6 6 g3 
0-0 7 Bg2 c6 8 c4 Qb6 9 Nf3 e4 
10 Nd4 d5 11 cxd5 cxd5 120-0 Re8 
13 e3 Nbd7 14 Nc3 Ne5 15 f4 Bg4 
16 Qb 1 Nc4 it looks as if Black is 
having very much the better of things: 

But White hung on, 17 Rf2 Bb4 
18 Na2 Bxd2 19 Rxd2 Nxd2 20 Qel, 
and after 20 ... Nc4? 21 f5! the boot 
was suddenly on the other foot: 
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The bishop is trapped, and if the 
knight tries to sacrifice itself instead 
by 2l...Bh5 22 h3 Ng4 we have 
23 Qe2 (a line given by Peter Wood). 

Piece sacrifices at Extinction are 
almost as rare as king sacrifices at 
ordinary chess, but Reynolds - Tre
mayne featured a rook sacrifice. Play 
started I Nf3 d5 2 b3 Nf6 3 Bb2 Bf5 
4 e3 h6 5 c4 e6 6 Be2 Bd6 7 d3 0-0 
8 0-0 dxc4 9 bxc4 Nbd7 10 Nc3 c6 
(RR: "both players are playing 
cautiously") 11 Nd4 Bh7 12 f4 Qc7: 

"I was beginning to worry here. e5 is 
coming, my king seems to look 
vulnerable and I have a build-up of 
pieces on the al-h8 diagonal." 13 Khl 
e5 14 fxe5 Bxe5 15 Nf3 Bd6 16 d4 
Rfe8 17 c5 BfS 18 Ne5 Rad8 ("if 
Nxe5 I intended Rxf6!") 19 Nxd7 
Nxd7 ("now ... Rxe3 is a strong 
threat"): 

Now came 20 Rxf7 ("I'm not entirely 
sure that this is sound, but I think I'm 
forced into it") and White soon won 
(20 ... Kxf7 21 Qb3 Kg6 22 Bd3 and 
Black resigned). Had Black played 
2l...Ke7, White intended 22 Bg4 Nb8 
23 Qa4 as (say), when Black is very 
cramped and White can attack by 
Ba3-b4-aS; there is no clear win, but 
White's position is surely very strong. 
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Yakutat Chess (VC 26 P 113-4 and 
VC 27 P (47). Lex Kraaijeveld sends 
copies of page 421 and table 34 from 
The Tlingit Indians by George Thorn
ton Emmons and Frederica de Laguna 
(University of Washington Press, 
(991), with the comment, " ... the book 
I got most of my information on 
Yakutat 'chess' from .... I would be 
the first one to encourage someone to 
prove me wrong in considering 
Yakutat 'chess' a form of checkers, 
and to come up with positive evidence 
for it really being a chess variant. 
However, based on the evidence that 
I have at the moment, the conclusion 
must be that it is a form of checkers. 
Except for the pieces having a three
dimensional shape, there is no positive 
evidence for the 'chess' -hypothesis." 

Randomization. Several points here. 
1. In respect of "full" and 

"balanced" randomization (VC 27 
pp 136-8 and VC 28 P (73), perhaps 
the experience of draughts (checkers) 
players is relevant. On the evidence of 
Millard Hopper's Win at Checkers 
(Dover, 1956), draughts players have 
been randomizing openings in cham
pionship play for over a century. The 
first three moves (B, W, B) are chosen 
at random, and two games are played. 
Even though the players take both 
Black and White from the resulting 
position, it has been found necessary 
to bar many of the openings: "about 
one quarter ... were ... so weak that ... 
a player had ... what amounted to a 
losing game" (Hopper, p 95). 

Imbalances caused by random 
moves are greater than those caused 
by randomizing the back row. Even 
so, this seems to support David 
Pritchard's contention that only balan
ced randomization is feasible in expert 
company. It will be interesting to see 
if any serious imbalances have arisen 
in our current postal tournament. 

2. I think Peter Fayers's proce
dure for Lottery-based postal ran
domization (VC 28 p 173) is worth 
giving in detail. I condense slightly. 

(a) Agree a date, and check the 
National Lottery draw for the day. Put 
the six numbers into ascending order. 
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Points from near and far 

(b) Label the four dark squares on 
the back row (ai, cl, el, gl) as 0, I, 
2, 3. Take the first lottery number, 
divide by 4, and place a bishop on the 
square denoted by the remainder. 

(c) Divide the second lottery num
ber by 4, and use the remainder to 
place the light-square bishop. 

(d) There are now six empty 
squares on the back rank. Number 
them 0 to 5, divide the third number 
by 6, and place the king. 

(e) Divide the fourth number by 5, 
and place the queen. 

(f) Dividing the fifth and sixth 
numbers by 4 and 3 respectively will 
position the two rooks, 

(g) ... and the knights go in the 
two empty squares. (You can decide 
which way round they go by whether 
the bonus ball number is odd or even.) 

If 'Balanced Random' is being 
played, then this is enough - just place 
the Black pieces opposite their White 
counterparts. If 'Unbalanced Random' 
is required, reverse the sequence of 
the six numbers and repeat the process 
for Black (light-square bishop first). 

Peter remarks that purists will 
rightly argue that this will not give a 
truly random result, but so what? - it 
should be good enough for the 
purpose in hand. 

3. It occurs to me that Peter's 
method can be used even without 
Lottery numbers. All that is wanted 
is a set of 6 random integers in the 
ranges 1-4, 1-4, 1-6, 1-5, 1-4, 1-3. So 
let the players agree on a date, and let 
each send a set of such numbers to his 
opponent. It doesn't matter if the 
letters aren't exactly simultaneous, 
provided that they cross in the post. 
On receiving his opponent's letter, 
each player adds his opponent's 
numbers to his own, wrapping round 
if necessary (if a number 1-4 is 
required, a sum of 5 wraps to 1, 6 to 
2, and so on), and then uses Peter's 
method to select the squares. 

The point is that each player can 
ensure that the sums are "random" 
simply by randomizing his own 
component (say by throwing a die 
until a suitable number appears). If X 
is a random number equally likely to 
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take each of the values 1 .. .N, so will 
be "wrapped X + y' however Y is 
chosen. 

Treasurer Loses Exchange. From 
David Pritchard: "Peter Fayers bought 
an onyx-and-marble chess set in a 
charity shop recently. When he got 
home he found he was missing a white 
rook but had an extra white knight 
instead. Placing the third knight on ai, 
he asks, 'A new variant? The extra 
flexibility White has in the opening 
must give him a significant advantage, 
but is it enough to compensate for 
being the exchange down in the 
middle-game, if Black can last that 
long?' Where did that extra knight 
come from? Answers on a postcard, 
please." 

Chiral Knights. From Paul Byway: 
"We all owe a great deal to George 
lelliss for raising the production 
values of VC to such a high level. The 
following little piece is offered as a 
tribute to his achievement. 

"George once observed that wazir, 
fers, dabbaba and alfil are related as . 
follows: start with wazir (move length 
I). If you rotate the move 45 degrees 
and increase its length by the square 
root of 2 you have the move of the 
next piece in the series: that 
fascinating little fact stayed with me. 
Note that each piece can move to only 
4 squares. Later, while reading an 
article on 'Generalised Leapers' by 
Vaclav Kotesovec ('Vlad the Impala' 
to his friends), it occurred to me that 
the knight can be regarded as 
combining two pieces of the sort 
given above, each covering four 
squares only. These two pieces are 
'chiral' knights i.e. they come in left
handed and right-handed forms. From 
d4 the left-handed knight covers c6, 
f5, e2, b3 while the right-handed 
knight covers e6, f3, c2, b5. The move 
length is the square root of five, and it 
takes five of them to cover every 
square on the board. The correspon
ding figures for the list are I, 2, 4, 8. 
I haven't found a use for these 'chiral' 
knights yet - but perhaps George 
would like to take them on tour." 



Page 8 

Editor's note. I have decided to use a 
"traditional" rather than a "chess" 
notation for Xiangqi pieces: General, 
Mandarin. Elephant, Horse, Rook, 
Cannon, Soldier (game array back 
row RHEMGMEHR). In this issue, as 
an experiment, the first diagram uses 
pictorial symbols, the second the 
characters used in actual sets; com
ments welcome. A leaflet "Chinese 
Chess Explained" is available - iDB. 

The Yongcheng Cup tournament 
took place at the Man Fu restaurant in 
Enfield over the weekend of June 20th 
and 21 st. Eight players took part in 
this round-robin event. The joint 
winners were Chen Fazuo and David 
Young - both beat all the other players 
and drew with each other to finish 
with 6V2 points. These were fine 
performances, as the tournament was 
far from weak. Third was Guo Shu 
Long with 5, and fourth Wang Shunqi 
with 4. These were followed by Paul 
Byway and C. K. Lai with 2, Chiang 
Wing Fok 1 V2, and Loa Kanh Hua V2. 

C. K. Lai has a new address: 
12 Haslam Street, London SE15 5GD. 

From my own experience I know that 
it is difficult for new players to the 
game to enter tournaments of an 
appropriate strength. Although the 
organisers positively encourage new 
and inexperienced players to enter 
events, when one does he can soon 
lose heart in the face of a string of 
humiliating losses. Many have entered 
just one event, and a,re never seen 
again. The quick time limits do not 
help either - 45 minutes for all moves 
is quite normal. This rate of play is 
fine for experienced players, but not 
for the novice who wishes to improve 
at the game. 

One solution is to play Xiangqi by 
correspondence. The extra time 
available can enable new players to 
delve deeper into the intricacies of the 
game and even occasionally play a 
decent game. A case in point is the 
following game which I played against 
Andrew Pereira of Singapore in 1993. 
I was very much an inexperienced 
player then (I have not really 
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Xiangqi by Peter Wood 

progressed that much since!) and this 
was the first postal game that I ever 
won. This of course greatly enhances 
the beauty of the game for me, but I 
think readers may find it interesting 
nevertheless. 

Andrew Pereira - Peter Wood (casual 
notes by Malcolm Home, with a 
comment by me, marked PW). 

1 Cbe3 CbeS 2 Hc3 HcS 3 Rbl Ra9 
4 Rb7 Sc6!? (Either 4 ... Sg6 or 4 ... Rf9 
is normal here; but 4 ... Sc6 looks 
plausible to me) 5 Cxe7+!? Mfe9 
(5 ... Hxe7!? 6 Rxe7 Hg8 7 Re5 also 
seems quite okay) 6 Ce5 Ce7 (This 
looks a bit odd) 7 Cg3 HgS (7 ... Che8 
is more consistent) S Cxg7!? (This 
looks greedy. Straight development is 
probably better) S ... Hd6 9 Rxa7 Rb9 
(Red is three soldiers up, but Black 
has a lot of initiative. PW - I started 
this game just after returning from the 
1993 Exmouth XQ tournament. I had 
been impressed by the play of the 
winner, XU Juemin of Norway. While 
going over one of his games he had 
said that soldiers are worth much less 
than the initiative. I was taking his 
advice to the extreme!) 

o 
9 

8 

7 

6 

5 

4@ 
3 

2 

1 

a bed e f g h 1 

10 Rc7 EgeS (Not wishing to give up 
a fourth!) 11 Hg3 Rb3 (The initiative 
is starting to tell) 12 Rhl RhO 
13 Hge2 (This passive set-up [Gel, 
Md I ,f!, He2] is frequently seen in 
novice games, less in master games. It 
is okay if you can soon move your 
horse away, but frequently fatal if you 
can't!) 13 ..• Hxc4 14 CegS!? Eg6 
(l4 ... Rxc3!? 15 Rxe7! Hxe7 16 Hxc3, 
and Red has brighter prospects than in 
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the game) 15 Rxc6!? Rxc3 16 Cc5 
(Looks lethal [threatening mate and 
the rook] but...) 16 ... EceS 17 Re6 
(17 Cxc3!? [17 Rxg6!? similar to the 
game] 17 ... Exc6 18 Cxc6 Ee8 19 Ce6 
is rather unclear. Red has three 
soldiers for the horse) 17 ... Ch6 IS 
Rxg6 Rxc1 (Intending Ha3 and Hc2#) 
19 Cxc1 (Novag [top level] plays 
19 Rgxh6!? when Rxh6 20 Rxh6 Hb2 
[20 ... Ha3 21 Cd5!] 21 Rd6 Rxc5 is 
unclear. Red has three soldiers for a 
horse) 

o 
9 

8 

7 

6 

5 
4 

3 

2 

1 

a bed e f g h 1 

19 ... Ha3!! (I tried to find a flaw 
in this, but couldn't. The mundane 
19 .... Exg6 [Novag] is unclear again) 
20 Rd6 (Forced) 20 ... Che6! 
21 RxhO+ HxhO 22 Ee3 (If 22 Cc3 
Cxe4+ 23 Ce3 Cc4! and Black wins) 
22 ... Cxe4 Red resigns. (0-1) 

(If 23 Rd3 then 23 ... Hc2+ 24 Rd2 
Cxe3#. Even after the desperate 
23 CcO+ ExcO 24 Ce7+ Cxe7 Red is 
stiJI perfectly paralysed, and has only 
delayed mate.) 

Solutions. VC 26 (p 130), Udo Marks, 
#2,1 Ce7. VC 27 (p 148), Wang Gao, 
#2, 1 Cee9 G- 2 Ceh9; Nastasio, #3, 
1 Sc9+ GdO 2 ScO+ Gd9 3 Cg9; 
Xiangqi Review, #3, 1 Sc9+ GdO 
2 ScO+ Gd9 3 Ch9. As was noted in 
VC 28, the soldier on h3 in this last 
problem should be a cannon. 

Stop press. Peter reports a fine 
problem success for British Xiangqi 
players: Paul Byway and C. K. Lai 
took first and second places in the 
recent "mate in 2 or 3" tournament 
of Scacchi e Scienze Applicate. 
Positions next time - iDB. 

-
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Review page: games, books, programs, databases ... 

Games are normally reviewed by 
David Pritchard. books and computer 
material by whichever of our con
tributors appears to be most expert in 
their particular field. Unattributed 
reviews are by the editor. 

The attention of those submitting 
games for review is drawn to the entry 
"Designing a variant" on page 84 of 
The Encyclopedia of Chess Variants. 

Games by David Pritchard 

Desi Chess. The All-India Corres
pondence Chess Federation bulletin of 
February 1998 gives the rules of Oesi 
(Indian style) chess in the interests of 
preserving Indian cultural heritage. 
Normal board but any orientation. 
usual set up but with Ks facing Qs. 
No pawn-two move; no castling but K 
can move once as N provided it has 
not been checked. Promotion to file 
piece but illegal if original distribution 
(e.g. one Q. two Rs) would be 
exceeded. Two bishops on like
coloured squares permissible. Last 
remaining piece apart from K cannot 
be captured. Either player starts. V. O. 
Pandit. the editor of the AICCF 
bulletin. wrote to me (1989) that the 
rules of the game varied from place to 
place and from time to time. Hardly 
surprising. 

Virtual Chess. This game. previously 
called Cubic Chess. was reviewed in 
VC 24. However, the inventor. Or. 
Pribylinec. has now had second (well 
no, third) thoughts and has changed 
the game again. The board is enlarged 
to 7x8 and four extra pieces per side 
have been added. The basics of the 
game remain the same (see VC 2 as 
amended by VC 24) but with a curious 
new rule. You win by capturing the 
opponent's K or if you can get your K 
into an opponent's corner square (thus 
a8 and g8 for White) unless your K is 
then immediately captured. The initial 
array (looks a bit like Randomized 
Chess) is shown (top of next column). 
An advantage of this new game is that 
draws, we are told. are practically 
eliminated. I have some game scores 
if anyone is interested. 

Sets can be obtained from the 
inventor: Or. V. Pribylinec. Zavodna 
460, 027 43 Nizna. Slovakia. 

Knightmare. Chivalrous Attrition, 
reviewed in issue 27, must have been 
invented, in one form or another. a 
score of times. It is pre-dated by at 
least six published games in which 
knights are moved around the board 
voiding squares that they visit, usually 
with the object of depriving the 
opponent of a legal move. A version 
has even been marketed (Pferdappel, 
invented by Alex Randolph and 
published by Biitehorn Spiele, 1981). 

Books 

No new book is to hand this time, 
but two books previously reported 
deserve a further mention. 

Figured Tours (Jelliss). An editor 
cannot carry a critical review of his 
own work in his own magazine, and 
the report of George lelliss's 
Figured Tours in VC 28 could be no 
more than a bare descriptive 
summary. The book deserves better. 
Reviewing it for The Problemist 
earlier in the year, I wrote, 
..... essential reading for knight's tour 
specialists, and will be read with 
interest by others," and by this I stand. 
The book is available from George 
at Top Floor. 63 Eversfield Place, 
St Leonards on Sea, East Sussex 
TN37 60B at £3.50 (UK) and £4.00 
(elsewhere), and all interested in the 
subject should obtain a copy. 

The Genealogy of Chess (Li). 
The author's spirited letter in VC 28 
should not distract attention from the 

main point at issue. Peter Banaschak 
criticized the apparent lack of 
adequate sources for the author's 
statements, and such a criticism, if 
unfounded. can be refuted by simply 
listing the sources actually used. The 
author does not do so, and indeed he 
does not even address this point in his 
letter to us (and hardly at all in his 
letter to The Chess Collector, of 
which Mike Pennell has kindly sent 
me a copy). On this evidence. the 
only possible conclusion is that 
the criticism is justified. and that 
The Genealogy of Chess is a work of 
speculation and conjecture and not a 
substantiated historical exposition. 

Programs and databases 

Losing Chess. Laurent Bartholdi has 
now created a database of all three
man endings in Losing Chess, with 
and without pawns. It is designed for 
use with his program lznogoud and 
comparison with my existing pawnless 
database is difficult (moves are coun
ted to the end of the game and some 
positions are stored in multiple to 
simplify retrieval, so the raw database 
statistics are not directly comparable) 
but my checking so far has shown no 
discrepancy. 

There is no separate database 
interrogation program, but Laurent 
tells me that lznogoud runs on the 
Free Internet Chess Server and may be 
consulted from the Web. Laurent 
himself may be contacted bye-mail at 
Laurent.Bartholdi@unige.ch. 

Fabrice Liardet has found an 
unfortunate error in my document 
Three-piece endings in Losing Chess 
(a position of reciprocal zugzwang, 
renormalized by hand from computer 
output, was renormalized wrongly) 
and I have produced a revised version 
in which this error has been corrected. 
I have retitled it Three-man pawnless 
endings in Losing Chess to clarify its 
scope, and have included a copy of all 
relevant computer output as generated 
by the machine so that the correctness 
of manual renormalizations can be 
verified. It is available from myself 
without charge. 

-
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The End Is Nigh! by Paul Byway 
20 The Finches, Hertford, Hertfordshire SG 13 7TB 

Shatranj 

The late David Hooper left us The 
Oxford Companion to Chess, his col
laborative work with Ken Whyld. 
I came across the first edition of this 
fascinating book at a friend's house, 
and discovered perhaps the best 
endgame study of all time - and it's a 
variant study (these days anyway). 
The position is given below. 

#44 Shatranj 

White to play and win 

The composer was as-Suli (854-
946), the strongest player of his day. 
When I played through the printed 
solution it seemed to me to be 
incomplete. I can't resist a challenge 
and decided to see if it could be 
cracked. In fact I never did 'solve' 
this study: I deduced the solution 
from an exhaustive examination of 
the alternatives, and the manner in 
which they failed. What gradually 
became clear was that Black could 
defend by maintaining the same 
relationship between the kings' 
positions as that between the firzans' 
positions. Once this is realised the 
winning method is not hard to find. 
Here it is. White must find a way to 
force Black to release the co
ordination. 

1 Kb3-b4 
2 Kb4-c4 
3 Kc4-d4 

Kd5-d6 
Kd6-e6 
Ke6-f6 

This is the move that was not 
analysed in the first edition of the 
'Companion'. If Black passes the 

move to White with 3 •.• Kf5 then 
4 Fb4 Ke6 5 Kd3 Kd5 6 Kc2 Kc4 
7 Fa3 Kb5 8 Kb 1 Ka4 9 Ka2 and 
wins. 

4 Kd4-d5 
5 Kd5-e5 
6 Ke5-e6 
7 Ke6-f6 

Kf6-f7 
Kf7-g7 
Kg7-g8 
Kg8-h8 

Black has been backed into a 
corner and after White's next move he 
will be unable to maintain the co
ordination. The position we have 
reached is actually given in Murray's 
'History of Chess'. The only other 
F v F ending in that work also occurs 
in the solution to #44. I take this 
curious coincidence to mean that the 
solution to #44 was in fact well known 
a thousand years ago. 

8 Kf6-f7 Kh8-h7 
9 Fc3-b4 Kh7-h6 

10 Fb4-a3 Kh6-g5 
11 Kf7-e6 Kg5-f4 
12 Ke6-d5 Kf4-e3 
13 Kd5-c4 Ke3-d2 
14 Kc4-b3 Kd2-cl 
15 Kb3-a2 wins 

A beautiful solution - and found 
after a thousand years! Imagine my 
delight. Alas! John Beasley soon 
informed me that the solution had 
been published by A verbakh in 1986. 
I'd been pipped at the post by six 
years after a millenium. Boy, was I 
mad! John, by the way, generated a 
computer solution that was one move 
shorter; but the method given is better 
suited to the human brain. You can 
find the computer solution in a revised 

entry in the second edition of the 
'Companion'. as-Suli was proud of 
his endgame - and rightly so. As 
A verbakh said:- 'It is a creation of 
genius.' 

Modern Courier Chess 

David Hooper also gave us A Pocket 
Guide to Chess Engames (Bell. 1970). 
It sits on my shelf right next to 'Fine' 
and gets far more use. This handy 
compendium of critical positions was 
consulted again for this piece - on the 
endgame R+P v B. 

I'm concerned here mainly with 
the case of a white pawn on the sixth 
rank. In orthochess it's sometimes a 
win, and sometimes a draw. In MCC 
there is a clear general result:- draw! 
Once again it is seen that a bishop 
gains most from the wider board. Of 
the six cases only a knight's pawn 
wins - sacrificing itself to leave the 
bishop in a corner of the wrong 
colour. 

#45MCC 

White to play: draw 

This case is a win study on the 
chessboard (v on Guretzky-Cornitz, 
1860) but here Black draws after 
1 Kd5 Bf2 2 Rb2 Bg3 3 Rb3 Bf4 
4 Rb4 Bg3 5 Rg4 Bh2 6 Rg2 Bit 
7 Ri2 Bg3 8 Ri3 Bh2 etc. 

There are another six cases to 
consider: in these the pawn has got 
ahead of its king but is only on the 5th 
rank. A modification of Chess 
endgame theory may be required here 
as well - but that's a task for another 
issue. 

-
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Xiangqi 

In the last issue I rashly expressed the 
hope that I had finished with the 
single horse ending. Shortly after
wards the following position came to 
my attention; it shows how a horse can 
sometimes win against two mandarins. 
(See page 8for notation - lDB.) 
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#46 Xiangqi 
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After l...Mf8-e9 2 Ge I-d 1 immed
iately wins a mandarin. 
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5 MdO-e9 

After 5 ... Mf8-e9 6 Gdl-el wins by 
stalemate, now that the elephant has 
cleared the centre file. 

6 Gdl-d2 

A tempo move by the general wins the 
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mandarin at f8, after which White 
wins simply with H v M. 

6 Me9-dO 
7 Hh9xfS+ GeO-e9 
8 HfS-d9 Ge9-f9 
9 Gd2-e2 MdO-e9 

10 Hd9-e7+ Gf9-fS 
11 He7-c8 Me9-d8 
12 Hc8-d6 Md8-e9 
13 Hd6-f7 Me9-dO 
14 Hf7-hS MdO-e9 
15 Hh8-g0+ wins 

Competition 5 

Progressive chess this time (Italian 
rules). In the following pair of 
positions White eventually won -
but in each case he missed a mate 
in nine moves from the diagram. 
The first is from the recently con
cluded BCVS postal championship. 
Pritchard-Boniface, 1997/8. 

#47 Italian Progressive 

White to mate in 9 

The second is from a game Kocan
Berner, 1995. 

#48 Italian Progressive 

White to mate in 9 

The third position is from Zima
Sarale, 1988 after Black's series 8. 
White actually lost this one - but he 
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did have a winning series 9. What was' 
it? 

#49 Italian Progressive 

Win: series 9 

Solutions to Competition 4 

The solutions to the Losing Chess 
positions from the 4th competition are 
given below. Ian Richardson (lpt) 
and David Pritchard (2pts) had a go 
without getting right to the bottom of 
them. They were actually extremely 
hard. In these solutions an ex
clamation mark indicates a unique 
optimal move. 

#42: 1 Ne2? loses after l...Nb6 
2 Nxc1 Na4 and White can never give 
away his knight. Only a draw can 
come from 1 Nh3? Ba3! 2 Nf4! 
Bc5(b4,e7) 3 Ng6(h3,g2,e2) Bb6(a7, 
gl) 4 Nf8! Bc5! etc. 

1 Nf3! Ba3! 2 Nd2! Bd6! 3 Nb3! 
Bg3 4 Nc5! Bb8 5 Ne6! and a sac
rifice next move. 

#43: All the moves are unique in this 
solution. 1 Kh4! Qal! 2 Kg3! Qcl! 
3 Kh3! Qal! 4 Kh4! Qb2! 5 Kg4! 
Qat! 6 Kf3! Qa5! 7 Kg2! with a 
sacrifice after the next move. After 
White's 5th move we have returned to 
the starting position, but with Black to 
play . 

As with the Problem Pages, my apolo
gies to competitors for the early copy 
date 1 had to give our columnists. 

The difficulty of these endings 
does not surprise me. 1 remember 
Gyorgy Evseev's computer-generated 
ll-move win with Nbl v Na6INh8 
being set as a solving challenge at 
the international problemists' meeting 
at Bonn in 1992. None of us got near 
it - lDB. 

__________ =~~~~~==c.~~~~~~-_----- -------.. -
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Variant Chess two-man problem tourney award by Stephen Emmerson 

I must start by thanking Ronald Turnbull 
for doing me the honour of inviting me to 
judge the first theme tourney of Variallt 
Chess. I was informed of the theme after I 
had accepted, and I must confess to being 
somewhat worried originally that the 
limited scope would not bring many 
entries of worth. However, a little research 
in the field threw up over 100 problems in 
existence; and the response from 
composers has been most gratifying in that 
I have received 65 problems for 
consideration, though cooks have 
eliminated 5 of these and duals done 
damage to the chances of others. Fairy 
chess has certainly been enriched, with the 
new problems as well as some good new 
forms, although some of these need 
heavier settings to do them proper justice! 
Popeye has benefited too, from some re
programming to test these problems! 
Many thanks to the composers for making 
this job so enjoyable. 

Some further statistics; of the 60 
cook-free entries, there were 7 problems 
in construction (force added to the 1 or 2 
units specified) as well as 5 one-man (a K 
in every case) problems. Of the two-man 
problems, there are 18 new KK (fairy 
legal!) ones including 6 retros; 13 used 
one K, 8 used none and 12 used fairy 
kings. Altogether, 7 featured direct or self
play, there were 7 retros, and 38 with 
series or help play. Only 3 used small 
boards, all of them with Haaner as well. 
Haaner was used in 3 further problems, 
but Sentinels was the most popular fairy 
condition, being used 16 times. One point 
about the two-man problems: they all 
qualify automatically as asymmetrics; all, 
that is, but the symmetrical problems, and 
a couple that added special squares to the 
board. 

The usual criteria for awarding 
Commends (expression), HMs (idea) and 
Prizes (both) were applied, but it was 
difficult to fault many entries on 
originality, nor on construction! But, in 
some, there were many fairy conditions 
laid on top of one another with very 
restrictive effect; in others, the stipulations 
were contorted in order to disallow 
inherent duals in the idea. I think little was 
gained by these devices, and some good 
ideas have been left out in the hope that 
they will find a better realisation in other 
places, perhaps with as many as three 
pieces! I have had to regretfully leave out 
many other nice thoughts: perhaps even 
two-man problems can be too slight. But I 
hope these unrewarded problems will still 

see the light of day. My main rationale, 
especially in giving the prizes, was to 
choose entertaining problems that used 
any fairy elements well, and also showed 
interplay between the pieces. Here then is 
my award: 

Sentinels, Sensitive Kings 
Series selfmate in \0 

A very satisfying puzzle, easy but still 
with intriguing tries. The Bicolores 
element is used well in both the play and 
the mate, which is ideal. The natural 
stipulation appealed. Bicolores, or 
"Sensitive Kings": Ks suffer check also 
from their own units. (Definitions in 
VC 28 are not repeated here - JDB) 

2nd Prize: Juraj LORINC 

Maorider b6; Rose Lion e5 
Help double stalemate in 2V2 
(b) - (d) bRLe5 to h5, e7, h7 

This type of 4-comer echo has been 
worked before, I know, but this is special: 
the twinning in a rectangle either side of 
the 6th rank introduces a new type of 
asymmetry; and the attractive interplay of 
the pieces, the 'big arcs' and the tempi, 
especially in part a), make this one to be 
enjoyed. (Moarider: as nightrider but can 
be obstructed on certain intervening 
squares: the one on b6 can reach h3 but 
would be blocked by a unit on c5, e4, g3. 
Rose: Moves like knight but continues 
around a circle: one on al could move to 
b3, d4, f3 etc. Rose lion: as rose, but only 
to square beyond some obstruction. 
Double stalemate: Both sides are 
stalemated simultaneously.) 

3rd Prize: Allan BELL, 
Ronald TURNB ULL 

Neutral Kc7; All-neutral sentinels 
Help double-mate in 3 

An unmined seam, the double-mate: 

this example shows good play with 3 
promotions and an ideal, if not pretty, 
mate. Since I modified Popeye to test all
neutral sentinels, Norbert Geissler came 
up with other examples; this mate can be 
echoed by starting on e4 for h##4V2. 
Another example has nKa I; so I played 
Cupid to show AUW by the surprise 
expedient of a duplex stipulation! (Bell, 
Emmerson, Geissler, Tumbull, nKb7, 
h##3V2, duplex.) (All-neutral sentinels: 
neutral piece deposits neutral pawn. 
Double-mate: final move is a self-check 
such that both sides are checkmated. 
All other self-checks remain illegal.) 

4th Prize: Paul RAICAN 

Add wKBP, bKPP for Illegal Cluster 

It took me a long while before 
deciding to allow constructions, especially 
as the announcement was perhaps not as 
clear as it should have been, but I did 
want to reward this problem. There are 
several different last-move sequences, 
depending upon which piece is removed. 
(Illegal cluster: illegal position that 
becomes legal on removal of any unit 
except a king.) 

Special Prize: Ronald TURNBULL 

Neutral Kf6; All-neutral sentinels; 
Isardam; Series self double-mate in 7 

For other problems in this Award 
Popeye was modified to test Isardam + 
Neutrals, and fixed to test correctly 
double-mate with a neutral King. By a 
strange quirk, the way it does this will 
allow double-mate Isardam to be tested, 
but not the combination of all three! I 
think my mistake was in informing the 
director of this loophole ... But the reason 
it gets a special prize is that the mating 
move is illegal by 'standard' rules; at 
least, if the Isardam standard parallels the 
Madrasi standard, where the pawn which 
double-steps is paralysed for half a move 
while the other side decides whether to 
exercise the right of e.p. capture. It is only 
in series movers or with neutrals that one 
could ever notice the paralysis! But a good 
series, even if the rules are wrong! (NB: in 

-
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the original Madras Chess, both Ps were 
paralysed in this situation, so this doesn't 
work in 'Sardam' either. What about 
Osardam?) (lsardam: moves leading to a 
Madrasi-type paralysis are illegal) 

1st Honourable Mention, Erich Bartel: 
wPh5, b Royal Antelope .d3. help
stalemate in 3, (b) h5 to g5, (c) then d3 to 
d8, (d) then also d8 to h2. 

Four promotions elegantly achieved, 
even if the W play is unexciting. Can the 
wP be moved up one rank in a tifth part 
for the Q promotion? (Antelope: 3,4 
leaper) 

2nd HM, C C Lytton: w Gnu h5, 
bGNli I, Haaner Chess, Losing, last move 
bxalGN, win in 2, Cb) to (e) after keys of 
(a) to (d). The solution to each part must 
also allow solutions to subsequent parts. 

Quite a bizarre idea, this, but a 
satisfying puzzle if rather more 
mathematical than chessic. The most 
successful entry in making a virtue out of 
the 'cooks' of the component problems 
(which could also be stipulated as Reflex
capture in 2) by making a meta-problem 
with good successive. tries. The hole b2 
detracts. (Gnu: 1,2 + 1,3 leaper, GNal can 
play to b3,b4,c2,d2. Haaner: piece that 
moves leaves a hole that may not be 
moved to or across. This problem has 
unusual twinning: I GNf6 solves a) but 
allows no solution to b), etc) 

3rd HM, Juraj Lorinc: wKd4, bBb3, 
board 8x6 (al-h6), Maximummer. Haaner, 
selfmate in 7, Cb) remove glh files. 

One of only a few with uncooperative 
play: a good twin with the K in both parts 
having to contribute to the marshalling of 
the B. 

4th HM, Noam Livnat: wKh3, (a) add 
men to give a legal double stalemate with 
15 White men and I Black, (b) can it be 
done with 10 White and I Black? 

Two constructions which are pleasant 
to solve, and an 'only just' negative 
answer to the natural question asked in the 
second part. 

5th HM, Allan Bell: wRe5, neutral 
Kb8, own-colour sentinels, helpmate in 2, 
(b) wR to a6, (c) wR to e8, two solutions 
in each part. 

Impressive variety in balanced twins, 
though lacking a theme. (Here the neutral 
king deposits W,B pawns according as 
W,B moved it.) 

6th HM, Ronald Turnbull: wKb5, 
bKb3, Rois Transmutes, White and Black 
retract so that Black can help White mate 
in I, Cb) wK to a5. 

A good KK retractor; not too easy and 
quite unexpected play, though the fairy 
retraction and extra Transmutes effect in 
b) outshine the play in a), whose solution 
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is not dissimilar to that of A H Kniest. 
Ks g6, a4 (same stipulation), Comm 
feenschach 1997, which is therefore a 
partial anticipation. (Rois Transmutes: 
K in check moves as checking piece) 

7th HM, Ronald Turnbull: wNb2, 
bNc4, Koko, selfstalemate in 7 (please 
note that Variant Chess now uses N for 
knight throughout the lIlagazine - JDB) 

More self-play, though more 
systematic than in the 3rd HM. Nice 
circuits, and two lines ending in oppOsite 
corners. (Koko: move must be to square 
adjacent to some piece.) 

8th HM, Juraj Lorinc: wKh I, bKe8, 
Anti-Circe, White and Black retract so 
that Black can help White mate in I. 

Another good fairy retractor, with an 
excellent surprise mid-board mate. 

Special HM, Noam Livnat: wKal. 
bKc6, shortest retraction, White starting, 
to a position with all castlings possible, 
with fewest uncaptures. 

Special HM, Allan Bell: wKc6, bKc8, 
Sentinels, Oscillating kings (change places 
after every White move), helpmate in 3, 
(b) wKc7, bKa8, helpmate in 2. W must 
not be in check before the oscillation - and 
not after it either, of course. 

Neither of these works quite in the 
way it was sent, but the ideas shouldn't be 
lost. CLivnat) The only really orthodox 
entry (excluding partial positions); a pity 
we can't be completely accurate with the 
uncaptures. (Bell) This form should get 
more attention. I thought I'd put these two 
together. (Originally two separate 
problems.) 

I st Commendation, Peter Fayers: 
w Royal knight a2, bRNd2, actuated 
revolving centre, helpstalemate in 2 with 
set play. 

An amusing idea, simply presented: 
one would normally say White must start, 
and the stalemate would be in the corner: 
but with the ARC Black may start instead 
and White gains a tempo on the 
roundabout, while in the set-play Black is 
staled in the middle instead! (ARC: the 
four central squares revolve 90° clockwise 
whenever a piece enters or leaves them. 
If I bNe4, bN revolves to d4.) 

2nd Comm, lan Richardson: 
w Grasshopper b I, bKc2, White, Black, 
White retract in turn so that White can 
mate in I. 

A good puzzle with a long range key. 
Personally, I don't find any need to worry 
as to how this diagram arose from the 
starting array: the solution is quite clear. 
Good use of grasshoppers. 

3rd Comm, Ronald Turnbull: wKd2, 
bKt7, King Circe, White, Black, White 
retract in turn so that White can mate 
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in I, duplex CBWB retract for B mate). 
The tourney did well for retractors. 

These two lines are symmetric, though. 
(King Circe: Circe rebirth also of Kings. 
Check only if K's home square occupied) 

4th Comm, Ronald Turnbull after 
Allan Bell: Neutral Ka3, Neutral sentinels, 
return to bare king as soon as possible, (b) 
White to move. 

An interesting stipulation, and a good 
puzzle. 

Also Commended: 
Paul Raican, Vlaicu Crisan: bKe4, 

bQf3, Haaner Chess, Magic square b3, 
series helpmate in 5, two solutions. The 
only one-colour entry with 2 men. Nice 
echo: a pity the K doesn't move. (A unit 
that moves into the magic square changes 
colour, but not Ks.) 

Erich Bartel: wKd3. bKd8, Sentinels. 
Bicolores, play one White move then 
series helpmate in 3, two solutions. Along 
with all-neutral pawns, the Bicolores 
stipulation is a way of getting Sentinels to 
play an active part in the final position. 
It would have been better to set with bKe8 
for a single asymmetric solution. 

Erich Bartel: w Chameleon-promoter 
Pawn a7, b Royal Pawn a2, White maxi, 
White edgemover, series double stalemate 
in 4. Fairy conditions by the lorry load, 
RT's counting system might put this at 32 
men! Of the type I'd hoped to avoid, but 
this is a task CAUW + 4 corners), and 
cunningly contrived at that. How does 
piece-economy compare with stipulation 
economy elsewhere - and can anyone offer 
a one-piece setting? (Chameleon: changes 
its species after moving, along chain 
N>B>R>Q>N. Chameleon-promoter 
Pawn promotes to Chameleon, initial 
species chosen at will. Edgemover: all 
moves must be to board edge.) 

Juraj Lorinc: w Mao B, bKd3, 
Sentinels, helpmate in 4, two solutions. 
Good mates, one ideal. (Mao: as knight, 
but can be obstructed on adjoining square. 
A unit on f2 would block this one from 
moving to el, gl.) 

Juraj Lorinc: w Royal Knight f4, 
b Royal Rook b5, Koko, Sentinels, 
helpmate in 4, Cb) rotate 90° clockwise. 
How anybody thinks up problems like this 
is a mystery to me. The mates certainly 
can't be envisaged from the diagram; how 
can the diagram be envisaged from the 
mates? The mates here have interesting 
fairy content. 

Our thanks to Stephen for his judgement. 
Readers are invited to solve the problems. 
and to send solutions and comments to 
Ronald Turnbull (see "Problem Pages"); 
answers next time - JDB 
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Problem pages by Ronald Turnbull 
Highland Cottage, Gatelawbridge, Thornhill, Dumfries and Galloway DG3 SEA 

It gives me great pleasure to see the results 
of our first Theme Tourney, for two-man 
problems. Stephen Emmerson gives us a 
considered. interesting and rapid 
judgment. for which I thank him. He has 
also gone well beyond the normal tasks of 
a judge - themselves arduous enough. Not 
only has he computer-tested most of the 
entries. but he has written new code into 
Popeye in order to do so. And Circe 
Retractors are not straightforward 
programming. 

I was delighted by the number and 
quality of the entries. I have enjoyed 
solving them, removing composers' names 
and sending them on to Stephen. Should 
VC's readers be deprived of the solving 
pleasure of this most entertaining pile of 
problems? Indeed, no! So the solutions are 
held over to the next issue (they will be 
supplied on request to editors of sister 
magazines). Solutions and comments are 
invited as for any other originals in the 
magazine (except for the 1st Prize. already 
published as 211 in VC 26). Problems not 
honoured are at the disposal of their 
composers - many of them are eminently 
publishable. 

A selection of three-men-or-more 
problems completes this issue's solving. 
Plenty of very solvable stuff in the Theme 
Tourney: but I'll start here with two easy 
ones anyway. 

(259) Arthur WILLMOTI 

Series mate in 10. Circe 

In Messigny Chess (260), instead of a 
normal move one may swap the positions 
of two like units of different colours. Thus 
if White tries I Ke3+. Black simply swaps 
the Kings KoK! A player may not 
immediately reverse the swapping move. 
More Messigny in the next issue -
including, I hope, some more originals, 
and a ruling on castling. Also in VC 30 
there will be Dragons (Dragon has power 
of N + P: of normal N on I-rank, 8-rank); 
and Scorpions (King with added power of 

Grasshopper.) Your stinging and biting 
originals will be particularly welcome for 
that rather dangerous issue. 

(260) Fabrice LlARDET 

Mate in 2, Messigny Chess 

(261) Peter FA YERS 

Helpmate in 2 
(b) Helpmate in I, Marseilles Chess 

Marseilles Chess is a fine playing 
variant. After an initial single move by W, 
each player has two moves in each turn. If 
the first move gives check, the second is 
lost. Check must be escaped from on the 
first move (so checkmate is conventional). 
So in part b) of 261. the move-order will 
be BBWW (unless someone gives 
premature check). 

(262) Erich BARTEL 

Helpmate in 3, Checkless Chess 

It was no surprise to find Erich Bartel 

featuring in the awards of the Theme 
Tourney. Here he offers a small 
grasshopper problem and a Circe one that 
is light in setting but not in idea. 
(Checkless Chess: checking moves are 
illegal, except in the case of mate.) 

(263) Erich BARTEL 

Helpstalemate in 3, duplex, Circe 

Sheer generosity on the composer's 
part gives us four different solutions to 
264. And as the tourney has exercised our 
backwards-fairy muscles. here's a tough 
one to flex them over. 

(264) Arthur WILLMOTI 

Helpmate in 2, 4 solutions 

(265) Paul RAICAN 

White and Black retract for help-stalemate 
in I, Anti-Circe, 2 solutions 

After exercise, sink gratefully into a 
warm bath: Eureka! (266) is mate in two, 
but in what fairy form? (267) is selfmate 
in 3, maxi, with unknown pieces (8 or W. 
orthodox or fairy) on a8/dllel. The first 
W move is h8Q. the second always (or 
only) Re2. What are the mystery pieces? 

-
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(266) EUREKA! 

Mate in 2 by I Qt7: what fairy fonn? 

(267) EUREKA! 

Selfmate in 3, Maxi (see text) 

My historical imagination may have 
run away with me here. Almost certainly, 
Archimedes bathed in nasty cold water. .. 
NB: 255 from the previous issue is offered 
for solving again. Black KQRP on 
d8,f3,d6,e7: White RKR at home, QP on 
c6,c2. Selfmate in 4, Follow-my-Leader. 
In this problem, after W castling B must 
move to the rook-square if possible. 

Composers: With a new editor of the 
magazine the Problem Pages are being 
pruned back - which should, as any 
gardener knows, result in more abundant 
flowering and greater vigour. I shall be 
more selective of originals for publication. 
In VC 31 (issue after next, Spring 99) I 
aim to seduce non-problemist readers of 
the rest of the magazine. I therefore seek 
straightforward but interesting direct
mates or selfmates (no help or series play) 
each with a single fairy condition or with 

c a single type of fairy piece. If the 
seduction is successful, such problem 
policy may continue indefinitely. 

Solutions to VC 28 

Solvers: Erich Bartel, Aubrey Ingleton, 
Cedric Lytton, lan Richardson, Mark 
Ridley. 

244 (Willmott) l...Ra3 2 Be6 Bc6+ 
3 Kc4 Nxe6 and 1 ... Nf5 2 Kc5 Re4 3 Bd5 
Re5 and Ba6 2 Be6 Nxe6 3 Kc6 Rd4. 
After the rather nice pinstalemate, other 
two are more difficult (CCL). Where (as 
here) no particular theme is apparent, we 
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look for (and in this example, find) a real 
precision and elegance of construction. 
Three solutions is one more than I'd 
expect with this material. 

245 (Willmott) 3 Rxc I 4 Kb2 5 Ra I 
6 clR S Bbl 10 Kdl II c2 12 c3 Kf2. 
Despite new label, not a particularly 
original bottle, but good solving (CCL). 
An awkward little exercise in shutting-in
the-box. Shame the wB was needed. 

246 (Vitale) Kxh2 Rg5 2 cl Q+ Rxc I 
3 Kh3 Rh I or 3 Qb6; cl N Kd5 2 Rxf5+ 
Ke4 3 Kg4 Rg2 or 3 Re5. Best Circe 
element is Black mate in a), others being 
orthodox. However, the promotions unify, 
and I found it terribly difficult ... (CCL). 
Defending units play no part in any of the 
4 mates - nonnally a defect, here the 
feature is shown with such intensity as 
almost to amount to theme! 

247 (Muller) 3 Ke7 4 KAa7 S Ka3 
9 KAa2 to KAal IIKAa4 12 KAa5 14 
Kc5 15 KAf5 16 KAb5 IS Ka5 Nc6 and 
b) I Kc3 2 KAb2 3 Kb4 then as before 
(reflected in a8-h I). Second solution not 
fully different but good to have it there at 
all (Rn. It looked rather difficult, and it 
was (A Willmott) 

24S (Raican) Kc7 2 Kd4 d8Q 3 Ke5 
Qg5 and KeS 2 Ke5 dSN 3 Kd6 Nce6 but 
unfortunately the cook-stop pawns didn't 
do their job: bKc7 for dSQ (IR,EB) and 
the nice Ke7 2 Kc6 dSR 3 Kc7 Ne6 (EB) 

249 (Crisan) I Kd6(+bP) Kc7(+wP) 
2 Kb6(+bP) Kb7(+wP) 3 KaS(+bP) dc= 

I Ke6(+bP) Kf7(+wP)+ 2 Kg6(+bP)+ 
Kg7(+wP) 3 KhS(+bP) ef= 

I Kf6(+bP) Kg7(+wP)+ 2 Kg6(+bP) 
Kxg7(+wP)+ 3 KhS(+bP) f7= 

Remarkable to get three well
differentiated solutions out of thin air. 

250 (Raican) bPg7 A; wKf7B, bPh6B 
- b)wKh5A, bPg7A; bPh6B. Neatest and 
most piquant of twinnings, and solutions 
matching by a sort of shift-reflection. 
Surprisingly simple, once realised that 
same square can't be occupied on both 
boards and that Ks may not adjoin on 
either board. An introduction to the inter
esting complexities of Alice Backwards. 

251 (Raican, Crisan, Turnbull) 
KfS( +bP g7 presumed captured earlier) 
I Kg6(+wR) Ke7= and Kf6 2 Kh6(+wB) 
Bg6=. AI offers short cook: I...K- (ghost 
wQ h5)! But our reasoning (admittedly 
unreasonable) was that the sceptical en
quirer would deny the existence of a ghost 
that fails to manifest itself in the play ... 

252 (Cri san) NB: no lurkers under the 
unmoved bP. I Ke6(+wN) Nd6(+bB) 
2 BeS(+wR) Kd4= and b) I Kd5(+wR) 
Rc6(+bR) 2 Rd6(+wN) Kf4=. Always nice 
to see added Black force in stalemate 
problem. Here bR, bB blocked in mid 
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board. 
253 (Shvichenko) I Bxe4+ Bf5+ 

2 Rxf5 Rc5 b) Rxe4+ Rc4+ 2 Bxc4 Be6. 
I wish I could compose a helpmate with 
such perfectly matched solutions! (IR) 
A well-constructed ortho-diag echo and an 
enjoyable solve. The white check was a 
surprise (RT). 

254 (Shvichenko) I Rxhl RxhS 2 0-0 
Ne7 and I Rxa I RxaS 2 0-0-0 Nb6. Each 
captured wB does work in the other 
solution. Pity about b4, d3 (CCL). Two 
lovely demonstrations of Andernach (AI). 
Given the Andernach castling convention 
(which I personally would happily do 
without) this pleasant setting is not too 
obviously symmetrical, with nice corner 
play. 

255 (Richardson) Last-minute uncook 
by me was spectacularly unhelpful - sorry. 
Please move the bK to dS, add bPe7, and 
try again (solution next time). 

256 (Brada) Try NfS (2 Be4) 
Qe6/Nxf5 2 Ncb6/e4 but Nt7! Try Qg6 
(Ncb6) Qe6/Nxf5 2 Ndb6/Qxf5 but Qt7! 
Key c7 (Ndb6) Qe6/Nxf5 2 Be4/QxgS. 
But IR cooks I Nxf6+ gf 2 Qd7. Threats 
and replies to Qe6 fonn 3x2 Lacny, throw 
in replies to Nxf5 to get 3x3 Zagoriuko. 
Note that after I c7 Qe6 2 Be4, Black 
does not have 2 ... Qxe4 as this would be an 
illegal mate to White (mate by un attacked 
Black unit) - RT. This position is very 
difficult to understand - composer! 

257 (Turnbull) I 0-0 and 2 Qd7 or 
QfS. Not I Rf!? O-O-O! Unusually light 
setting of "either can castle but not both" 
position. If Black can castle, his previous 
was bxa6. From game-array, game could 
start I f3 f5 2 Kf2 f4 3 g3 (Bf! now 
paralysed) fg. What beautiful history in 
Meredith! Reminiscent of some beautiful 
Monochrome retractors (CCL). 

258 (Turnbull) 5 aSR 6 ReS (not 
paralysed) 7 Re7. b)l e7 2 cSN 3 Ne7 
4 dSB 5 c7 6 cSR (3-cycle guard, nothing 
paralysed) 7 Rc7 Black K merely to 
eliminate a dual (RT) Delicacy with 
4 pieces - (Miroslav Brada) 

- A very good issue with splendid 
problems (L Vi tale - but he sent no 
solutions ... ) 

Scores: CCL 11, AI S (+ I cif for 255), 
EB 8, IR 5'12 (+1 cIf), MR 3. Solutions to 
this issue by 1 November, please. 

240 (Willmott): composer clarifies, 
"no captures except B final move" should 
have been included in stipulation. 

241 (Velucchi): composer adds wPe2. 
(position now: Game Array less pawns 
a2,g2,b7,e7,h7; after White's 9th: Single 
Combat.) If now sound a nice addition to 
VC's collection of proof games and an 
inspiration for thefeenschach tourney. 
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Bevs Notices 

We are still looking for a tournament 
controller to take charge of our postal 
tournaments. Until a volunteer comes 
forward, individual tournaments will be 
organized on an ad hoc basis (see 
"Forthcoming events"), but this is not 
really satisfactory. Previous experience is 
not essential; common sense should 
suffice. Assume a commitment of an hour 
a week, though in practice it will be very 
patchy. 

News 

The annual French problemists' meeting 
at Whitsun included a five-minute 
Extinction Chess tournament, won in 
splendid style by our reader Fabrice 
Liardet with a clean score ahead of a field 
including leading French orthodox chess 
players Alain Villeneuve and Fran~ois 

Chevaldonnet. My own results were 
almost as consistent. Afterwards there was 
some lighthearted Kriegspiel Madrasi 
(like-moving pieces paralyse each other). 
I do seriously recommend this game; it is 
one of the most amusing forms of chess 
I know. 

Our early copy date for this issue has 
prevented coverage of the Mind Sports 
Olympiad in London and also of the 
Losing Chess weekend in Geneva, but 
there will be a report on both in VC 30. 

Forthcoming events 

We hope to repeat the BCVS Alice, 
Extinction, and Italian Progressive postal 
tournaments in 1998-99. Entries for the 
Alice tournament to David Pritchard, 
Badgers Wood, Hascombe Road, 
Munstead, Godalming, Surrey GU8 4AA, 
for Extinction to Robert Reynolds, 
2 Manor Farm Road, Tyseley, 
Birmingham Bl2 2HU, and for Italian 
Progressive to Peter Coast, 2 Finchcroft 
Lane, Prestbury, Cheltenham, Glos 
GLS2 SBG; all by October 31, please. 

If any reader would like to see a 
postal tournament in any other variant, 
let him please write to me, and I will put a 
notice in VC 30. See also the next items. 

Malcolm Home asks me to announce that 
the BCCA (British Correspondence Chess 
Association) are considering running 
some variant postal tournaments, and 
are currently asking members for input, to 
see if there is any demand for variants, 
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News, notices, solutions 

and if so which ones. 
They are experimenting with Fischer 

Random Chess "trios" starting this 
autumn. A trio means that each person 
plays two games against each of two 
opponents, i.e. four games in all. Players 
can enter more than one trio, and there is 
no entry fee. 

If you live in the UK, and would like 
to enter, please write promptly to the 
BCCA membership officer, Dr. Bernard 
Armitage, at IOS Bramcote Drive West, 
Beeston, Nottingham NG9 \DU. The 
annual subscription is £8 and includes a 
good quarterly magazine. 

Ma1colm also asks me to say that the other 
major UK postal organisation, the BCCS, 
already runs a pocket knight tournament. 
Contact Stephen Ruthen at Forge Barn, 
Mill Road, Wyverstone, Suffolk 
IPI4 4SE. The annual subscription is £12 
and includes six magazines a year. 

Ronald Turnbull asks me to print some 
notices about problem tournaments. Last 
issue he mentioned The Problemisl's 
McWilliam Tourney for Schiffman 
defenses - "a defending piece pins itself, 
but in ..such a way that the threat would 
unpin (and so allow the defending piece to 
do its defending)." The judge of the fairy 
section (John Rice) now broadens this to 
allow the defending piece to immobilise 
itself in any way whatever, and invites 
"ingenious and Fairy-specific inter
pretations which nonetheless preserve the 
essential character of Schiffman 
defences." The closing date is extended to 
30 September 1999. Entries to Mark 
Ridley, S9 Otterburn Avenue, Whitley 
Bay. Tyne & Wear NE2S 9RQ. England. 

The German magazine feenschach 
announces its SOth birthday tourney, with 
3 fairy sections: for proof games with at 
least one fairy element, for directmates in 
3 or more moves with at least one fairy 
element, and for series helpmates in 10 or 
fewer moves. Entries to Hans Gruber, 
SchlOrstrasse 11, D-80634 MUnchen, 
Germany, by the end of 1999. 

Our own Theme Tourney Two is for 
Zvolen's Chess - "a unit defended by its 
own side is paralysed, and loses all 
powers including that of defending its 
own side. However, reciprocal or cyclic 
guards do not paralyse unless one of the 
units is paralysed from outside the cycle." 
Miroslav Brada and Ronald have agreed 
some examples to elucidate the paralysis 
cycles. In the diagram that follows, R<>Q 
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is reciprocal and R>Q>N>P is a cycle, so 
B alone is paralysed. With Bf3, no unit is 
paralysed. With Bdl, P is paralysed, 
breaking both the cycles, and so N is 
paralysed by Q and by R. 

Solutions 

Alice Chess (page 3). Coast - Jelliss 
actually finished 13 Rg8lA+ Ke7 
14 Rxa7+ Kf6/A IS Bh4/A+ Kg6 
16 Qg4+ QgS 17 Rgxg7#, but I think 
IS ... KfS would have held out one move 
longer. I can find nothing better than 
16 QhS+ QgS (16 ... Ke4/A 17 Qf3/A#) 
17 g4+ Ke4/A 18 QhIlA#. 

Pritchard - Tremayne: 16 NbS/A+ 
Kc6 17 Rxc8+ Kb7/A 18 Bd5/A+ Ka6 
19 Nxc7+ Ka7/A 
21 Bb7+ Kxb7/A 

20 NbS/A+ Ka6 
22 Rc7/A+ Ka6 

23 Ra7#. A real Alice lesson! 

Italian Progressive (pages 4-S). These 
were the sequences actually played. 
In several cases there are other ways to 
win. 

Howes: 4 exf6, NeS, Qe7, Nf3# 
(double check). 

Tremayne: 4 d3, dxc2, cxblQ, Bb4# 
(WQ is pinned). 

Richardson - Wood: 6 Kxd8, Nc3, 
Bxh3, Bxg2, Be7, Bh4#. 

Richardson - Howes: 8 a4, axb3, 
bxc2, cxblQ, Nh6, Ng4, Nh2, Qfl#. 

Pritchard - Tremayne (heat): 7 Bf6, 
Be7, Nc3, NdS, e3, Be2, BhS#. 

Byway - Pritchard (heat): 7 Kd2, 
Kxcl, Kdl, Bf3, Bxd5, Bxb7, Bc6# 
(Italian mate). 

Wood - Byway: 8 gS, g4, g3, gxh2, 
hlR, Rn, Bh6, Bxc4#. 

Wood - Pritchard: 8 Kd7, Nf6, Rc8, 
Rxc3, Rxc2, Bb4, Ng4, Nxe3#. 

Byway - Tremayne (final): S Kxdl, 
Kc2, Nc3, NdS, Nc7# (Italian mate). 

Byway - Pritchard (final): 7 Ke2, 
NbS, Nc7, Nf3, Nh4, Ng6, Nxh8#. 

Coast - Wood: 9 Kf2, Kg3, Kh4, 
KhS, e3, Bc4, BxdS, Ne4, g4#. 



VAIUANTI CHESS 
Founded by George Jelliss 

THE MAGAZINE TO BROADEN YOUR CHESS HORIZONS 

Volume 4, issue 30 ISSN 0958-8248 Winter 1998 

Contents 

An invitation 
The second Mind Sports Olympiad 
The Genealogy of Chess 
PRBASE Version 3: a survey 
Losing Chess in Geneva 
Letter from Hyperspace 
Points from near and far 

RonaLd TurnbuLL 17 
Peter Wood 18 

18 
PauL Byway 19 

20 
Fabrice Liardet 22 

23 
(Knight-Relay Chess, "Blitz", Alice Chess, 

micro-boards, running a tournament) 
XiangQi 
Review page 

Peter Wood 24 

The End Is Nigh ! 
The geometry of overloading 
Two-man tourney solutions 
Problem Pages 
News, notices, solutions 

PauL Byway 

RonaLd TurnbuLl 

© 1998 rests with authors 
Unattributed material is the responsibility of the editor 

This issue 

25 
26 
28 
29 
30 
32 

A sad feature of chess magazines is the way in which 
the "general" and "problem" sections tend to degenerate 
into separate entities each with its own readership. 
One of my objectives as editor of Variant Chess has 
been to try and reverse this trend, and to integrate the 
problem material more closely with the rest of the 
magazine. Ronald Turnbull has given me enthusiastic 
support in this, and as part of the process he has asked me 
to print the adjoining invitation. I am happy to do so. 
There will always be readers who take no interest in the 
artificial positions which tend to be created by problem 
composers, but I cannot help feeling that there are many 
who would enjoy an occasional dip into our problem pages 
and do not take one. 

This apart, we have reports on the recent Mind 

An invitation by Ronald Tumbull 

I am convinced that if I were to study the doctrines of 
Theosophy or Confucianism I would find them mysterious 
but also very dull. Possibly some readers of this magazine 
may harbour the same suspicions about the Problem Pages 
at the end. In VC 30 we shall be offering Problem Pages 
aimed specifically at those who feel that way. In the 
meantime, the diagram below is an invitation: it can be 
reached (in only one way) at the end of Series 4 in a game 
of Progressive Chess. (In other words, after W; BB; 
WWW; BBBB.) How did it happen? 

The answer is on the aforesaid Problem Pages: and there 
you will find another Progressive Problem, and two 
diagrams which may be used to flex your Alice fingers 
without serious risk of breaking the brain. 

Sports Olympiad in London and the Losing Chess meeting 
in Geneva, a survey of practical results with the most 
frequently played openings in Progressive Chess, the first 
of what I hope will be a series of contributions concerning 
variant chess activities and facilities on the Internet, and all 
our usual features and snippets. 

And XiangQi enthusiasts will notice that I have not 
continued the notation I used in VC 29, but have reverted 
to RNBGKCP as used hitherto. 
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The second Mind Sports Olympiad by Peter Wood 

The second Mind Sports Olympiad took place in London at 
the Novotel, Hammersmith. from August the 24th to the 
30th. The given reason for moving it from last year's Royal 
Festival Hall was to increase the available space, but it is 
doubtful if that was the real reason. This is not to say that 
the Novotel was not roomy - it was - but it is located in a 
rather uninteresting part of London on what is in effect a 
giant traffic roundabout, the meals and snacks were 
expensive, and there were few interesting places in the 
vicinity to escape to. To suggest, as the organisers did, that 
it was a more suitable venue than the RFH was ludicrous. 

The event had the same format as last year ~ there were 
four-hour playing sessions in the morning and afternoon, 
with 78 separate events on the programme. Some events of 
last year were cut out including Mah Jong and Jigsaw 
Puzzle Solving (where your reporter won a glorious bronze 
medal). Among those sports new this year were Lines of 
Action, which is played with draught pieces on a 8x8 
chessboard (I well recommend this game, it is easy to 
learn, the equipment is cheap, and games do not last too 
long - AISE and NOST have been running postal 
tournaments for some years now), and Hexdame (draughts 
on a hexagonal board - this is an invention of Christiaan 
Freeling and he was understandably very enthusiastic about 
the game. He considers that despite many people's efforts, 
chess does not really work on a hexagonal board; but he 
assures me that draughts does.). Christiaan Freeling also 
had on display two sumptuous wooden Grand Chess boards 
(1 Ox 1 0), with accompanying pieces. He told me that GC 
will be a Mind Sport in next year's event (see VC 19 and 
24 for details of this variant). 

The number of contestants was I believe up from last 
year, but not by much. It is difficult to be clear about how 
popular the event was because Tony Buzan, one of the 
main organisers, throughout the week kept announcing 
optimistic projections of the number of contestants still to 
be expected - over-optimistic projections. What is clear is 
that although much sponsorship was obtained (from British 
Airways, Swindon Borough Council etc.) the main sponsor 
of last year, Skandia, was lost. This meant that economies 
had to be made, and the most important economy was that 
there was no prize money for the events. In particular this 
hit the chess (western) events hard where, apart from 
juniors, few really good players competed. The French 
Chinese Chess players in fact wanted to withdraw from the 
two tournaments they had entered, but, as they could not 
obtain refunds of their entry fees, decided in the end to 
play. 

The playing conditions were generally very good, and 
the organisation was absolutely first class. I would single 
out in particular Tony Corfe and his team on the front desk 
for dealing with huge numbers of fresh entries each day, 
answering queries, photocopying game scores, dealing with 
results, and I am sure much else as well, all with great 
patience and efficiency. Dan Glimne was a joy to behold in 
preventing unauthorised entry - he is a great games 

enthusiast and told me he has a collection of some 50 
variant chess games. 

As I said when reporting last year, the event deserved 
many more people - it is highly enjoyable to compete in, or 
just to attend. There were beginners' events in bridge and 
backgammon for the casual visitor, and one could learn 
how to play many other games. At tables Go was being 
taught and played, nearby a smartly dressed American was 
demonstrating Megachess and draughts - three-player 
variants ('Good quality plastic'), Oware was again being 
taught. There was ample space for friendly play. One could 
even get paid for playing for England! True. Thirty pounds 
were offered to competitors who wished to play Stratego 
and make up a lO-person team to play matches against 
Germany, Holland and Belgium. Only four of these places 
were filled. 

The result of the main four-day Shogi tournament was: 
1st. Larry Kaufman, 2nd. Mamabu Tenao, 3rd. Eric 
Cheymol. LaITY Kaufman in an American - he is also a 
strong Go and Chinese Chess player (he told me it was a 
toss-up whether he entered the Shogi or Chinese Chess 
event; he also said he was the leading CC player in the 
US). The Saturday lO-minute Shogi event was won by 
Dennis Hassabis in front of second-placed Hideki 
Tanaka, with Fassil Bekele third. 

I will give a detailed account of the Chinese Chess 
tournaments in my XiangQi article. Suffice to say that 
leading Chinese Grandmaster Liu Da Hua won the 5-day 
event ahead of ex-Ladies' World Champion Hu Ming, also 
from China. The weekend European Championship was 
won by the Frenchman Woo Wei Cheung ahead of Chen 
Fa Zuo of England. 

Again I urge all game lovers to turn up for next year's 
event. It needs more numbers or the event will die. In fact 
Tony Buzan assured everyone at the Closing Ceremony 
that there would be three times the amount of competitors 
next year - which makes one wonder whether this could be 
the last year of the MSO! I trust not - it deserves to 
continue. It is a great event. 

The Genealogy of Chess 

David H. Li writes to take issue with my commentary 
in VC 29 (p 9), and draws attention to favourable reviews 
of his work in Chinese American Forum, April 1998 
("a comprehensive survey supported by 130 references in 
Western languages and 54 references in the Chinese 
language"), by John McCallion in NOST, Sept-Oct 1998 
("It is a provocative, fascinating, and convincing volume"), 
and by our own Peter Wood in VC 27. Some other people, 
rightly or wrongly, have not found it so convincing. 
The matter will no doubt continue to be discussed in 
circles frequented by chess historians, but I do not think 
Variant Chess is a suitable venue for such discussion and 
I do not propose to publish further contributions on this 
topic. - JDB 
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PRBASE Version 3: a survey by Paul Byway 

PRBASE is a compendium of some 
eleven thousand games of Progressive 
Chess, compiled by A.I.S.E. and 
available from its president, 
Alessandro Castelli, at 62010 Vi1la 
Potenza, Macerata, Italy. I originally 
intended to get it in time for the 
BCVS Progressive Chess Champion
ship - but it didn't happen. I had to 
form my opening repertoire from back 
issues of VC, a report of the 1996 
Internet Championship, and a few 
other scraps of information. After the 
event I went back and did this survey: 
there were several surprises. My hope 
is that this article will give some idea 
of the latest trends in Progressive 
Chess openings. This is particularly 
important for those of us, and there 
are some, who take part in postal 
international events. 

PRBASE version 3.0 comes as one 
hundred and sixty spiral-bound A4 
pages (it's also to be had on disc) 
containing games up to April 1994. 
Both Scottish and Italian varieties are 
represented. There are four supp
lements (3.1 to 3.4 which I will 
usually combine as 3.x) bringing the 
coverage up to December 1997 - over 
eleven thousand games in all. 

GAMES 

Version 1 d4 1 e4 Cut-off 

3.0 3042 4974 APR '94 

3.1 379 552 DEC '94 
3.2 395 296 DEC '95 
3.3 448 424 MAR '97 
3.4 317 390 DEC '97 

3.x 1539 1662 DEC '97 

In the table we can detect a swing to 
I d4 in recent years. No doubt this is 
because overall results are much 
better with 1 d4 than with 1 e4. So 
much was stated in an early issue of 
Variant Chess and will be confirmed 
by the data presented here. 

I have examined all the games 
beginning with I e4 or I d4 and 
classified them by Black defence. All 
defences with twenty or more 
examples were included, although not 
all of them will be listed here. This 
accounted for about 80-90% of the 
database: the top half of each list 

accounted for about 90% of that. 

GAMES WITH 1 d2-d4 

Black White in in 
Defence Score v3.0 v3.x 

2 d5,Nc6 49% 557 47l 
2 c5,cd4 57% 401 381 
2 d5,Nf6 65% 617 121 

2 e5,ed4 62% 242 46 
2 d5,e5 63% 202 51 
2 Nc6, Nf6 62% 212 20 

2 d6,Nf6 60% 99 68 
2 c6,d5 60% 58 73 
2 c5,d5 56% 89 42 

The list is ordered by total number 
of games. For a better idea of current 
trends you should examine the last 
column. A total of 307 games covers 
the next eight defences, from 57 
games (3.0+3.x) down to 24. Results 
are not likely to be reliable for such a 
small number of games. The influence 
of a single player can be marked and 
short opening traps can easily give a 
dozen examples of the same game. 
There are also early retirements and 
false results. I have ignored the first 
and emended the second if a winning 
line is given by the annotator. The 
White score in these less popular 
defences ranged from 58% to 79%, 
except for the 'Double Dutch' defence 
2 f5,Nf6 which I shall examine in 
VC 31, for White only managed 33% ! 

Remarks 

For a defence which has kept its 
popularity over time 3.x should show 
about half the games that 3.0 does. 
The last two columns show that the 
first rank defences have gained or lost 
popularity in line with their results. 
The top choice is one I had hardly 
even considered, and the results for no 
other defence even came close. One 
can say with reasonable confidence 
that best play is I d4 2 dS,Nc6. 

Black had very poor results with 
2 d5,Nf6 and it will surely lose further 
support. The second rank defences 
posted mediocre results and suffered 
accordingly. The third rank defences 
all scored better and gained 
popularity, except that the best of 
them (dS,cS) only just maintained its 
support: it deserves better. 

The data suggests that Black 
should adopt dS,Nc6 (49%) as his 
main defence, with dS,cS (S6%) or 
cS,cd4 (S7%) for variety. It might well 
be worth experimenting with fS,Nf6. 
It scored 33% !! but this is based on a 
mere 24 games and caution is in order. 

The next table is bigger: not only 
because more games have been played 
with I e4, but also because there is no 
very clear break between the more 
popular defences and the less. 

GAMES WITH 1 e2-e4 

Black White in in 
Defence Score v3.0 v3.x 

2 e5,f6 49% 1249 112 
2 d5,Nc6 40% 894 417 

2 d5,e5 51% 425 230 
2 d5,de4 58% 513 48 
2 d5,d4 35% 154 308 

2 d5,Bd7 50% 197 10 
2 e5,Nh6 46% 128 65 
2 e5,f5 53% 161 3 

2 e6,Nf6 47% 53 76 
2 e5,Qe7 51% 97 32 
2 d5,Nf6 67% 117 7 

2 e6,Be7 70% 39 63 
2 d5,f5 67% 79 19 
2 e6,f6 58% 44 47 

Ten more defences account for a 
further 38S games and have scores 
around the 60-70% mark. 

Remarks 

It's no surprise that the Sienna 
Defence (2 dS,Nc6) has been the most 
popular in recent years, but the best 
figures go to dS,d4 which has made 
spectacular progress and could be 
number one before long. This is 
another defence that I was not aware 
of. The 'classical' defence eS,f6 has 
suffered unjustly, while dS,eS seems 
to be slightly over-rated. A better pair 
of back-up defences would seem to be 
eS,Nh6 and e6,Nf6. The latter has 
made particularly good progress. The 
worst results were posted by the 
reasonable-looking e6,dS at 80%. A 
final curiosity is this:- e6,Bb4 (48%) 
sank from 66 games (v3.0) to one 
(v3.x) while the dreadful e6,Be7 
(70%) rose from 39 games to 63. 
There's no accounting for taste. 
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Fabrice Liardet hosted a most 
enjoyable Losing Chess weekend in 
Geneva during September. It was 
proudly announced as 'lhe first 
International Losing Chess meeting", 
and it may even have been that; 
it was certainly successful. The list 
of participants showed four visitors, 
from Holland, one from Germany, 
one across the border from France, 
and myself from England, and there 
were several from Geneva and from 
elsewhere in Switzerland. 

Apart from the obligatNY eating 
and drinking, the programme con
tained a simultaneous dispLly by the 
Dutch expert Joost Beltman (+9, -I), 
a pair of consultation games in which 
teams of experts took on the computer 
(+ I, -I), a session of 20-minute talks, 
and a IS-minute "Open" wurnament 
(13 participants, 7 rounds, Swiss 
system). This last was won t-y Fabrice 
himself with a ck311 score. I think to 
his mixed p!easure and embarrass
ment. All participants sul-sequently 
received an excellent meeting report 
containing all the games and the text 
of most of the talks. 

Most of us play Losing Chess 
purely for fun. a purpose to which it is 
admirably suited, and our ideas of 
strategy amount t(l little more than a 
realization that a rampant t-ishop can 
be extremely dangerous to its owner. 
Fabrice therefore circulated some 
notes on basic principles of play. and 
these are reproduced in the meeting 
report. I think it worth giving them 
here as well (my translation). 
• It is necessary to be wry careful 

indeed about letting a bishop 
loose. It is known that the moves 
I e4, I d4. and I d3 lose by force, 
and there are many ('(her such 
traps in the opening. 

• The opening move I e3 is almost 
universally recogniud as the best. 
Its purpose is to release some 
pieces without weakening the 
pawn structure. 

• Unless there is a forced win. it is 
quite wrong to think that a player 
should get rid (If as many pieces as 
possible. In fact, to haw a material 
superiority is almost always an 
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Losing Chess in Geneva 

advantage. The king, in particular, 
is an extremely strong piece, and 
even the pawns are often useful to 
gain space and restrain the 
opponent. 

• The object of play in the middle 
game is therefore to gain space or 
material, with the object of 
immobilizing the opposing forces. 
If this can be achieved, it is usually 
possible to win by "encirclement". 

• Matters change when the ending is 
reached, that is when all pieces 
have become mobile and only a 
few pawns are left. At this point it 
becomes imperative to advance 
these pawns as quickly as possible, 
since a laggard pawn can often be 
made to capture all the pieces of a 
pawnless adversary. 

One of the most interesting games was 
that played by six Dutch/Swiss experts 
against Stan Goldovski's program 
Giveaway Wizard, running on a 
Pentium 133 with 32Mb of RAM. A 
standard opening was chosen (1 e3 e6 
2 Ba6 Nxa6 3 h4 Qxh4 4 Rxh4 Ba3 
5 Nxa3 h5 6 Rxh5 Rxh5 7 Qxh5 
Nb4 8 Qxt7 Kxt7 9 Rbl Nxc2 
10 Nxc2), after which the players 
tossed for sides and the human team 
gained White. Subsequent play was 
nominally at one minute per move, but 
the mechanics of consultation often 
caused the human players to over-run. 
Notes by Fabrice, from the meeting 
report; my translation. 

White's extra knight gives him a small 
advantage. 10 ... Ne7 11 Ke2 The 
standard move in this position, 
allowing Nc2 to move to the K-side 
via e I and g2. 1l ... b5 A good move 
which gains space on the Q-side, even 
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if at first sight it seems risky. 12 Nal? 
The human team allowed themselves 
to be seduced by the thought of luring 
the bP to its doom by a4, Nb3, and 
Kd l-c2. The natural and good move 
12 Nel obtained only two votes out of 
six. 12 ... Nc6! Not 12 ... b4? 13 b3! 
after which the threat of 14 Ba3 and 
IS Rb2 appears unanswerable. But the 
arrival of the cavalry is sufficient to 
meet the direct threats, and the White 
Q-side is choked and immobile (that 
poor Nal !). 

13 e4 To displace bN, which would 
become very strong after the natural 
continuation 13 a4 bxa4 14 Nb3 axb3 
IS Kdl Nb4! (threat 16 ... Nd3). 
However, even if it is no worse than 
13 a4, the move played is nevertheless 
illogical; the sole purpose of 12 Nal? 
was to set up threats against bPb5, 
threats which are now definitely lifted 
by Black's strong reply. 13 .•• Na5! 
Prevents 14 a4 bxa4 15 Nb3 on 
account of 15 ... Nxb3! followed by the 
fatal opening of the b-fiIe by ... a3. 
14 g4 Trying at least to gain a little 
space on the K-side. 14 ... g5 15 Kdl?! 
Hoping to play 16 f4, but this will be 
prevented. Note that the human team 
were already well aware of the 
difficulty of their position; this move 
was chosen only after three and a half 
minutes of discussion. Nb3 was also 
considered, now and at the next move, 
and would at least have rid them of 
that dreadful knight in the corner. 
15 ... e5! 16 Ne2 Nb3 Preparing the 
escape of bB, which will release 
bRa8. 17 axb3 Ba6 Even with so few 
pieces, Black's pressure is extremely 
strong. The human team, seeing that 
they would be forced sooner or later 
into a fatal promotion of wPe4, decide 
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to commit positional suicide on the 
K-side. 18 f4 exf4 19 Nxf4 gxf4 This 
bP is particularly strong, as the sequel 
will demonstrate. 20 e5 Rh8 21 Kc2? 
After the sacrifice of the knight on e2, 
the wK is White's only remaining 
mobile piece, and just watch him go to 
the wrong side. The only chance of 
further resistance was 21 b4 (also 
considered, but voted down), hoping 
eventually to release wN via b3. Now 
it's a textbook win for Black. 

21 ... Kf6! 22 exf6 Re8! The sacrifice 
of bK has opened the e-file, and there 
is no defence against 23 ... Re3. 
23 Kd3 Re4 and White resigned. 

This was a most impressive win by 
the computer, though the human team 
clearly helped by playing 12 Nal. 
In my experience (this is now IDB 
speaking again) it never pays to play 
an anti-positional move against a 
computer in the hope of a tactical 
gain. If the computer offers you the 
opportunity, the gain won't be there. 

The humans got their own back 
against Iohan Bosman's program 
Pindakaas, but that was a much less 
interesting game. The computer found 
itself out of its depth and started 
playing pointless waiting moves, and 
it was the humans who gradually built 
up overwhelming pressure. 

The decisive game in the Open 
tournament was the third-round clash 
between Ioost Beltman and Fabrice 
Liardet. Again I use Fabrice's notes. 
1 e3 b6 2 Ba6 Nxa6 (as an exercise, 
try refuting 2 ... Bxa6: answer on page 
32) 3 Qg4 g6 4 Qxg6 fxg6 5 b3 e6 
6 Ne2?! A slight error, 6 Ba3! being 
normal. 6 ... Qg5! 7 b4 This gives 
Black the edge on the Q-side, but it 
appears necessary in view of 7 g3 
Qxe3 8 dxe3 Ba3 9 Nxa3 b5 10 Nxb5 
Nb4! 11 Nxc7 Nxc2 12 Nxe6 Nxel 
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winning wK. 7 .•• Bxb4 8 g3 Qxe3 
9 fxe3 Bxd2 10 Nxd2 c5 11 Nfl c4 
12 Nf4 g5 This P controls wBc I and 
cramps White a little. 13 Nxe6 dxe6 
14 h4! Eliminating bPg5; seemingly 
risky because wPh4 is exposed, but 
White can pull through. 14 ... gxh4 
15 gxh4 Nh6?! The natural move, 
again controlling wBcl and putting 
pressure on wPh4, but nothing like as 
strong as it looks. 16 Ng3! Ke7 

17 Ke2?! 17 RgI! would have 
restored the balance, Black having to 
watch for the threat 18 Nf5 exf5 
19 Rg6 hxg6 20 e4. 17 ••• Kf6! 
Threatening to win by 18 ... Kg5. 
18 Nf5? 18 h5! appears necessary, 
but Black would have stood better 
after 18 ... e5! virtually forcing White 
to release wBcl by 19 Rh3 Bxh3 
20 Nf5 Kxf5 21 e4 Kxe4 22 Bxh6. 
Black would then have had several 
ways of obtaining the better ending. 
18 ... exf5 Now the threats 19 ... Kg5 
and 19 ... f4 20 exf4 Ke5 cannot be 
met. 18 ... Kxf5 also wins. 19 e4 fxe4 
20 Bxh6 RfS and Black won. 

As happens in Losing Chess at all 
levels, there were some instructive 
endings among the games. I suppress 
the names of the players, because they 
were misplayed in time scrambles. 

In this position, White played I h5 (it 
is normally correct in endings to push 
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any remaining pawns as fast as 
possible), and play continued 1...f3 
2 h6 f2 3 h7 fiR? (3 ... flB would have 
drawn) 4 Rf6 Rxf6 and we have a 
well-known one-against-one position 
in which 5 h8B is the only promotion 
to win. In the event, White's flag fell 
before he could play it! But for once, 
pushing the pawn was wrong. The 
winning plan is to leave wP on h4 and 
play wR to e5, say 1 Re8 f3 2 Re7 f2 
3 Re5: 

Now 3 ... fl QIR/B lose off-hand, and 
3 ... flN is met not by 4 Re3 (4 ... Nxe3 
5-7 h7 Ng8) but by 4 Rf5 N-- 5 Rfl 
Nxfl 6-9 h8B. This leaves 3 ... flK, 
met by 4 RaS and promotion to R or B 
as appropriate. 

In this second example, White played 
1 fxe8R. which should have lost off
hand. The natural move is 1 fxe8K. 
which does indeed win, but there is a 
quicker way. Answer on page 32. 

All in all, it was a most successful 
meeting. but there was a cautionary 
tale. A friend of Stan Goldovski' shad 
recently been staying in Moscow, 
where there is a keen Losing Chess 
group. At home, he is thought to be 
tolerably strong; in Moscow, he was 
being thumped at clock odds of five 
minutes against a minute and a half. 
It sounds as if we still have some way 
to go. 
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Letter from Hyperspace by F abrice Liardet 

This first Letter from Hyperspace was 
originally intended to be a survey of 
all the Internet sites dealing with chess 
variants. But as those readers who 
have been on the web will realize, this 
is not something feasible within a 
single column. So for the moment I 
shall present only the most important 
sites, and shall worry about the others 
in future Letters. 

The Chess Variants Pages 

The Chess Variant Pages, run by 
Hans Bodlaender, are by far the most 
comprehensive site about chess 
variants on the web. It is the place to 
visit to find information about chess 
variants, because it not only contains a 
gigantic collection of variant rules 
(ordered both alphabetically and by 
categories. making retrieval easy), but 
it also links to almost all other sites 
concerned with chess variants. 

Even those who are not looking 
for rules of chess variants will find a 
lot of interesting and varied material, 
as for instance a complete computer 
analysis of endings with kings and two 
fairy pieces on the board. The only 
thing which seems to be missing is a 
collection of annotated games. 

Two indices testifying to the 
quality of this site are that it is always 
being updated (on average, one item is 
added each day) and that it gets a huge 
number of visitors (on average, 
150,000 hits per month!). 

The chess servers 

Reading is fine, but playing is better! 
The main interest of the Internet for 
the variant enthusiast is that chess 
variants can be played on chess 
servers, which means that it is 
possihle to play on-line with other 
players worldwide. 

Such places have existed for 
several years. Most of them use a text
only interface. but there are a lot of 
free "client" interfaces allowing you 
10 phly on these servers using a nice
looking b,lard. 

The num~r one site for playing 
rcguhlr chess on-line is the Internet 

Chess Club (lCC). It is the most 
interesting one for the regular chess 
player because it has the largest 
number of chess grandmasters and 
other strong players, but it is a pay 
server with a fee of $49.00 per year. 
Variants played on ICC are Kriegspiel 
and Bughouse (the partnership game 
played on two boards at lightning 
speed). I think "Tandem Chess" is the 
usual English name for this variant, 
but on the Internet it is always called 
by its American name. 

The other servers are free, and the 
one with the most players (usually 
200-300 players on-line) is the Free 
Internet Chess Server (FlCS). Apart 
from regular chess, it features 
Bughouse and Losing Chess (here 
called "Suicide"). The world's best 
players in these variants play on 
FICS. 

On FlCS and ICC one can also 
find some "wild games", which are 
variants based on a different starting 
position. It has to be said that most of 
them are of little interest. As far as I 
know, - the only one enjoying any 
popularity is the game with reversed 
black and white starting positions (all 
pawns being one square away from 
promotion). 

You are White! 

Perhaps the most interesting place 
for the variant player is the Wild 
Internet Chess Server, usually called 
MEWIS. This server is based in 
Sweden - whereas ICC and FlCS are 
located in the United States - and is 
particularly variant-oriented. Here it is 
possible to play not only Bughouse 
and Losing Chess, but also Chessgi, 
"Atomic Chess", Thai Chess, and 
some others. Hopefully classics 

like Extinction Chess and Marseillais 
Chess will be implemented as well. 

One of the most popular variants 
on MEWIS is a pretty stupid game 
called Quantum Chess (at least your 
correspondent found it stupid after 
ending last in his first tournament). 
Quantum Chess is just regular chess, 
but played at quantum time controls 
like 5 or 10 seconds for the whole 
game. When playing on a computer 
interface, it is necessary not only to be 
"de fastest mouse in all of Mexico" 
but also to anticipate de moves of de 
opponent. Here is a sample game 
between two strong players (names 
unknown), with 10 seconds per player 
for the whole game: 1 e3 Nc6 2 d3 
Nf6 3 b3 e6 4 Bb2 Bc5 5 Bxf6 Bd4 
6 Nf3 Bxf6 7 Ne5 Nxe5 8 Be2 Nf3+ 
9 Bxf3 Bxal 10 Bc6 Bc3+ 11 Nxc3 
bxc6 Typically, both players are one 
move behind the course of the game. 
12 Ne4: 

12 .•. Qf6 Obviously Black didn't 
antiCipate White's last move. 
13 Nxf6+ gxf6 14 Qf3 Ke7 15 Qh3 
f5 16 Qh6 Ke8 17 Qh4 RfS 18 Qh6 
f6 19 Qxh7 Rf7 20 Qg6 Ke7 
21 Qg8 RfS 22 QxfS+ and Black's 
flag fell while White still had two 
seconds left on his clock. 

Addresses 

The Chess Variants Pages: ht tp: I I 
www.cs.ruu.nl/people/hansb/ 
d.chessvar/Gindex.html 

FlCS homepage : http: I I 
freechess.org 

ICC homepage : http: I I 
www.chessclub.com 

MEWIS : no homepage, telnet 
chess.mds.mdh.se 5555 
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Points from near and far 

Knight-Relay Chess (VC 28 P 156). Two points from 
George Jelliss. "Paul Yearout points out that in the 
comment at the end of the Jelliss-Andreotti game, 
12 f2xh 1 ® is illegal, since pawns cannot relay to the first 
or eighth rank. It is easy to forget this. 

"Both Paul and Jens Brek Nielsen query rule (c), 
'Knights do not relay knight moves'. The purpose of this is 
to cover situations where one knight guards another of the 
same colour. Thus with wNd8/t7 and bKh6, bK is not in 
check, though he would be if any other White man were 
substituted for the knight on f7. Rule (c) is not implied by 
rules (a) and (b)." 

The meaning of "Blitz". Jeremy Morse, now better 
known as a researcher into problem task records, tells me 
that Progressive Chess (VC 29 P 4-5, see also page 19) was 
the subject of his first published article on chess (with 
D. A. Tidmarsh, BCM May 1965 pp 141-2). They subtitled 
their article "alias Scottish Chess or Blitz", a usage of 
"Blitz" which I remember from my 1950s schooldays, and 
I think some of our older generation use the word in this 
sense even now. However, in America Blitz has long meant 
"five-minute" chess, which it describes most graphically, 
and the advent of the Internet has strengthened the trend 
towards U. S. terminology. I am afraid we goddam Limeys 
have just got to get used to the fact that our glorious 
language is becoming little more than a quaint archaic 
dialect of American. Anyone for Blitz Suicide Bughouse? 

Alice Chess (VC 29 p 3, see also page 30). This game, first 
known in this country through Dennison Nixon' s 1954 
RCM review of Joseph Boyer's Nouveaux jellx d'ichecs 
non-orthodoxes, appears to have made a lasting appeal 
both to players and to problemists. Fabrice Liardet tells me 
that they had an Alice tournament at Geneva earlier in the 
year, and Cyprian Stockford writes from Downside Abbey, 
where he used to teach mathematics: " ... I used to play 
Alice in the school Chess Club in the 70' s quite a bit and 
I've kept a position which I thought very interesting ... " 
Cyprian had White against C. E. Hutchinson, and threatens 
numerous mates on the back rank (for example, Qh8>A). 
Can Black escape? Answer on page 32. 

As for problems, there was an initial spate in the Fairy 
Chess Review in 1954-55, the French magazine Rex 
mllltiplex held an Alice tourney in 1985, and there has been 
a steady trickle of isolated compositions. An article in the 

Winter 1997 issue of the French-language Rumanian 
composition magazine Quartz reproduces some of them. 

Mini Moments. From David Pritchard: "Schema, a 
magazine devoted to board games I mentioned in VC 24, 
edited by Michael Waitsman and published in Chicago, 
survived just two issues (Summer & Fall 1981). The first 
issue had two trivial games on 3x3 boards. Hexapawn was 
invented by Martin Gardner as a game which could be 
'learnt' by a simple computer made of matchboxes(!) 
(Scientific American March 1962). Board 3x3 with three 
White pawns facing three Black pawns with an empty rank 
between them. The pawns behave normally except there is 
no double leap. The object is to be the first to get a pawn to 
the opponent's starting rank or alternatively to leave him 
without a move. The 'game', if it can be called that, is 
described by the editor as 'an interesting game in its own 
right'. Since the second player wins in at most three moves 
it is difficult to see where the interest lies. Gardner himself 
had no illusions. 

"The second game, Tick-Tack-Chess was invented by 
Waitsman and is marginally more interesting. Board 3x3; 
each player has K, Q & R. There is no check and no 
capturing and any piece can leap over an opponent's piece 
in any direction provided the square beyond it is vacant; 
otherwise the pieces behave normally. There is one further 
rule: a piece cannot be moved back to the square it came 
from on the player's last turn. The board starts empty, each 
player entering a piece in turn on a vacant square. Play 
then alternates. The object is to get your three pieces in a 
straight line either orthogonally or diagonally. (If you 
suspect a link to Noughts-&-Crosses you could be on the 
right track.) 

"A game score given is Placement: 1 Kal Kb2 2 Ra3 
Qa2 3 Qc2 Rb3 Play: 1 Kbl Qal 2 Rc3 Kcl 3 Kb2(??) 
Rbl wins." 

Running a variant chess tournament. My remark in 
VC 26, that an organizer unfamiliar with the Swiss system 
might have difficulty announcing the pairings in time, has 
brought strong disagreement from David Pritchard and 
Fabrice Liardet. Both tell me that they find no difficulty, 
and David modestly says that if even he can do it others 
should be able to as well. David organizes without taking 
part himself (he normally has competitors who are 
unfamiliar with some of the variants being played, so he 
finds it prudent to stand aside and be able to act as an 
independe!Jt arbiter should need arise), but Fabrice has 
equipped himself with a computer program and this 
enables him to take part with little detriment to his own 
performance. He did this at the Losing Chess meeting in 
Geneva, and it was a most impressive demonstration; he 
just'typed in the results, and out came the pairings for the 
next round and a printed table giving everybody's current 
standing. With such equipment, running a Swiss is clearly 
no more trouble than running a simple cyclic all-play-all. 
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Here are the winning problems in the 
contest organised last year by Scacchi 
e Scienze Applicate. All are mate in 3. 
Solutions on page 32. 
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1st Prize - P. V. Byway 

abcdefgh 

2nd Prize - C. K. Lai 

abcdefgh 

3~d Prize - ¥._Gandolfo (Italy) 

abcdefgh 

Tournaments. The 5-day 9-round 
MSO International Tournament 
was one of the strongest XiangQi 
tournaments ever held in this country. 
The star entrants were of course the 
three Chinese: Liu Da Hua, one of the 
world's top Grandmasters and holder 
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XiangQi by Peter Wood 

of the record for simultaneous 
blindfold XQ play; Hu Ming, ex
Ladies' World Champion; and Zhu 
Bao Wei, a leading trainer and author. 
From France came Dang Thanh 
Trung, the leading European and 
several times European Champion. 

Liu Da Hua was held to three 
draws, but a fine win over Hu Ming in 
round 4 ensured the gold medal on tie 
break. Hu Ming won 7 of her 9 games; 
her only draw was against Chen Fa 
Zuo. Dang Thanh Trung had a splen
did tournament. He drew against Liu 
Da Hua, and had he won against Wing 
On Cheung he would have been level 
with the top two Chinese. This game 
ended with both players in great time 
trouble, and a lengthy argument about 
the repetition rules (and who should 
hold the clock while it was resolved!). 
After the acrimony the players shook 
hands and agreed a draw. Chen Fa 
Zuo fully deserved his fourth place. 

1. Liu Da Hua (China) 7Y2; 2. Hu 
Ming (C) 7Y2; 3. Dang Thanh Trung 
(France) 7; 4. Chen Fa Zuo 5Y2; 5-9. 
Zhu B-ao Wei (C), Wing On Cheung 
(Netherlands), David Young, Wing 
Sang Ng (NL), Phung Kim Dang (F) 
5; 10-12. C. K. Lai, La Khanh Hoa, 
Wang Shunqi 4V2 (18 competitors). 

1998 European Championship. This 
2-day 7-round tournament took place 
over the weekend at the end of the 
MSO. 21 players took part, down by 
over a third on last year. In addition to 
all the strong Europeans in the MSO 
tournament came Woo Wei Cheung, 
Hua Say Ty (last year's Champion) 
and Chen Te Chao, all from France, a 
strong German contingent, and others. 

After a hard-fought contest Woo 
Wei Cheung came half a point ahead 
of Ch en Fa Zuo, with Chen Te Chao 
third. It was unfortunate that first and 
third did not meet. Wing On Cheung 
came fourth, equal on points with 
Chen Te Chao, and David Young had 
a splendid tournament to come fifth -
he beat Hy Say Ty and Dang Thanh 
Trung in successive rounds, no mean 
feat indeed. Dang Thanh Trung lost to 
David Young in round 3 and Chen Te 
Chao in round 4, then dropped out. 

Winter 1998 

Playing conditions were not ideal. 
The boards were next to the chess 
weekend quickplay tournaments. Here 
opening moves were rattled out so 
speedily that the first half minute of 
each round was like machine gun fire, 
while every 20 minutes there was loud 
excited conversation as games ended. 

Chen Fa Zuo is now clearly estab
lished as this country's top player, and 
one of Europe's too. It is a great 
shame that he was not invited to repre
sent us in the Forshang Cup in Hawaii. 

2nd Forshang Cup. This strong 
International Tournament was held in 
Hawaii from September 12 to 18. The 
result was: 1. Lin Jian Zhi, 2. Liu 
Kuo Hua, 3. Wu Kui Lin (all Tai
wan), 4. He Rong Yao (W. Malaysia), 
5. Mou Hai Qin (USA) (35 competi
tors). The Chinese delegation with
drew after 4 rounds because they ob
jected to the Taiwanese flag being dis
played. Guo Shulong (UK) was 28th, 
and C. K. Lai 30th. The highest Euro
pean was Woo Wei Cheung (France, 
11 th). Prizes ranged from $40,000 
(1st) to $1,000 (20th), total $150,000. 

Next year's event will be held in 
Lausanne. The first choice was Liver
pool (!) - but this was changed after 
45 minutes of (secret?) consultation. 

Books. C. K. Lai has just published 
Aloa Lei and XiangQi, a book on the 
Forshang Cup tournament in Hawaii. 
Includes 82 games. The book. costs 
£6.50 and can be obtained from him at 
12 Haslam Street, London SE15 5GD. 

Peter himself is publishing a book 
containing 40 games from the MSO 
tournament, including all by Liu Da 
Hua and Hu Ming. Publication is 
hoped for December, price £3.50 
(£5 airmail outside Europe). Orders 
to him at 39 Linton Road, Hastings, 
East Sussex TN34 1TW - iDB. 

Four Great Games by Tony 
Hosking. In my review in VC 28, I 
said that David Woo may have written 
some sections in the XiangQi part. 
Tony Hosking tells me that although 
David Woo sent him a few notes, the 
XiangQi section is entirely his own. 
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Review page: games, books, programs ... 

Games by David Pritchard 

Merlin et Mat. This game was 
published by Rene-Pierre Ragosa and 
Pascal Fauvet (presumably the 
inventors?) in 1995. Board chequered 
12x12 with eight squares (b7, c7, c6, 
d6 & h7, i7, i6, j6) coloured red. Each 
player has 25 pieces; usual men plus a 
Merlin and eight extra pawns. A 
Merlin moves up to three squares in 
any direction including the knight's 
move. All the pieces behave in an 
orthodox manner but the pawns differ. 
They move straight forward one 
square only or backwards diagonally 
one square. Pawns capture and 
promote normally. The red squares 
are barriers and may not be occupied 
and may only be crossed by a knight's 
move (N or Merlin). To start, a barrier 
is placed across the board centre and 
the players assemble their forces in 
their own half of the board with two 
restrictions: no man may be placed on 
the rank containing red squares and 
the Merlin must be placed adjacent to 
the king. The barrier is lifted and play 
is now normal with the object being 
checkmate. 

Bosworth is a 2-4 player card game. 
The board is Bosworth Field (where 
Richard went round offering his 
kingdom for a knight, remember?). It 
is made up of a 4x4 central area with 
extensions of four squares on each 
side (i.e., a 6x6 board with the corners 
removed). The extension squares are 
the players' 'field camps' or bases. 
Each player has a pack of 16 
attractively designed cards in a 
distinctive colour, representing the 
usual chessmen. Preparation consists 
of placing four pawns face up in your 
field camp, shuffling your remaining 
cards and then taking the top four 
cards into hand. Whenever a square in 
your field camp is vacated you must 
play a card (of your choice) into it and 
replenish your hand to four cards. The 
men all move as in chess (but no pawn 
promotion) except that there is no 
check, so kings are captured like other 
men. Described as 'the game you 
already know how to play', the object 

is to be the last king left on Bosworth 
Field. 

When a king is captured, that 
player's men are removed from the 
game and the captor is rewarded with 
the vanquished queen which at once 
comes into play. The rule has two 
objections: it is too generous, thereby 
unbalancing the game, and, a trivial 
objection, it is of the wrong colour. If 
a prize must be given, I would suggest 
that the victor is rewarded with any 
card previously lost which must then 
be placed at the bottom of his pack (or 
in hand if the pack is exhausted). 

The four-player game is mayhem, 
often starting with the end pawns 
which are all en prise to one another 
(b l/a2 etc). Unless you are a genius or 
an idiot you don't play out your king 
until the end. The game was displayed 
at the Essen Games Fair in October 
where it proved very popular: three 
tables were fully occupied throughout 
the four days of the fair. 

The essence of this game is 
entertainment: it makes no pretence at 
profundity. And fun it is: most moves 
are captures so a game is soon over. 
The inventor is Mark Osterhaus and 
the game is available from Out of the 
Box Games, 2722 Oakridge Avenue, 
Madison, WI 53704, U.S.A. 

Books 

Synthetic Games by George Jelliss 
(22 A4 pages, comb binding). Another 
of George' s monographs, neat and 
scholarly as always. This one covers 
the task "play a legal game so as to 
reach such-and-such a conclusion". 
There is a historical discussion (Loyd, 
Dawson, and Locock are highlighted) 
followed by some notes on theory 
(stressing the fact that few such tasks 
have a unique solution) and 250 
examples using normal or variant 
play. Try this as a taster if you haven't 
seen it before: "Both sides maxi
mumming, play to a mate on Black's 
fifth move" (Bonsdorff and Makihovi, 
1960). Answer on page 32. 

The book is available from George 
at Top Floor, 63 Eversfield Place, 
St Leonards on Sea, East Sussex 

TN37 6DB at £3.50 (UK) and £4.00 
(elsewhere). If, like me, you regret his 
departure as editor of VC, here is a 
chance to renew the acquaintance. 

New Rules for Classic Games by R. 
Wayne Schmittberger (John Wiley & 
Sons). From David Pritchard: "The 
contents of this outstandingly original 
book (250 pages!) by the former 
Editor-in-Chief of Games magazine 
are exactly described by its title. 
There are 26 chess variants, a few of 
which were invented by the author. 
Most readers will probably have the 
book but the good news for those who 
haven't is that BibliophiIe is offering 
it at the incredible price of £3, a small 
fraction of its original (1992) cost. 
Write to Bibliophile Books, 5 Thomas 
Road, London E14 7BN or 'phone 
0171-515-9222 (24 hours) and quote 
reference 30165." (They add £2.50 
UK postage and packing per order; 
even so, superb value, particularly for 
those like myself whose interests 
extend beyond chess. - JDB) 

Sinister Gambits edited by Richard 
Peyton (Souvenir Press, 1991, 318pp). 
Not so much a book on variant chess 
as a variant book on ordinary chess: 
a collection of eighteen chess-based 
mysteries by authors ranging from 
Dunsany and Zweig to figures much 
less well known. Chess fiction easily 
becomes pretentious and some of 
these stories are no exception, but I 
enjoyed more than I disliked. The 
book was recently available from 
Tony Peterson, 30 Grosvenor Road, 
Westcliff-on-Sea, Essex SSO 8EN at 
£8 plus £2 packing and UK postage, 
and I think he has some left. 

Computer programs 

Dabbaba (see VC 19 P 196). Jens 
Brek Nielsen has a new version which 
plays a few more variants (other 
pieces for QIN, and one or two newly 
invented). It is available from him free 
of charge at Daltoften 15, 8600 
Silkeborg, Denmark, and also via the 
Internet. On my machine, the screen 
brightness has to be turned right up. 
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The End Is Nigh! by Paul Byway 
20 The Finches, Hertford, Hertfordshire SG 13 7TB 

Shatranj 

My piece on the As-Suli composition 
in the last issue prompted a letter from 
Ken Why Id, enclosing a short piece 
from Grand master Yuri Averbakh (he 
is investigating the development of 
Shatranj). The Grand master cites an 
interesting smothered mate in Shatranj 
from the Cotton MS as showing that 
'Philidor's legacy' was already known 
in the XIIIth century. Ken is of the 
opinion that more is required than a 
smothered mate - i.e. a forcing check 
from the protected queen, which can 
only happen in the modern game. 
Despite this the self mate is interesting 
and " ... shows how under-valued 
shatranj is in modern eyes." 

#50 (Murray p585) 

Black to play and force White to mate 

Here is the solution. Only Black's 
moves are given, for White has no 
choice:- 1 Rbl+ 2 Fe4 3 Rb2 4 Kbl 
5 Kal 6 Fd3 7 Fe2 8 FbI 9 Fd2 
10 Fel 11 Fd4 12 Fe3 13 Fe4 14 Ff3 
15 Ad6 16 Ae6 17 Ra2+ 18 Rb6+ 
19 Fb2+ 20 Rb3+: 

and White is forced to play Na5xb3. 
It will be seen that the 13th and 

14th moves of Black effectively do 
nothing. This may be the evidence of 
a hidden error: perhaps a Black Fers 
should be moved from f3 to f5. 

XiangQi 

The Italian international review 
Scacchi e Scienze Applicate has 
organised a number of composition 
tourneys. Vol. 15 No. 17 reports the 
results of a tourney for 2 or 3 move 
problems in XiangQi. The outcome 
was an excellent one for the British 
XiangQi community: the prizewinners 
will be found elsewhere in this issue. 
The competition was well supported, 
my own favourites being the 
compositions of David Woo - the 
editor of XiangQi Review ~ on the 
basis of realism and difficulty. The 
judge was Lin Ye. Here is a nice 
example with a light touch. 

#51 David Woo 

o ~~ 
9 ~~ 
8 

7 

6 

5 

4 

3 

2 

a b c d e 

Mate in 3 

f g h 

The solution will be given at the end. 

I hope to show some of the other 
entrants at a later date. There is 
another competition running at the 
moment, for anyone who wants a 
challenge: the stipulation is mate in 
2 or 3 moves. Send your entries (2 
copies) on diagram with complete 
solution and address to Lin Ye, via 
Don Gnocchi 20/D, I - 20075 Lodi 
(LO), Italia. Closing date is the 31 st 
January 1999. 

Losing Chess 

In our first example the struggle to 
sacrifice is complicated by the fight 
for parity: remember that N v N on the 
same colour squares is a win for the 
player to move. Solution at end of 
article. 

#52 John Beasley 

White to play and win 

The next three compositions are set 
for our Competition this time. They 
are originals from Fabrice Liardet. 
The first two form a twin, the second 
position being the first shifted one file 
to the left. 

#53a Fabrice Liardet 

White to play and win 

#53b Fabrice Liardet 

White to play and win 
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#54 Fabrice Liardet 

Entries to reach me by January 31, 
please. 

Solutions to competition 5 

#47) 9 Nh3,g5,h7,f8,g6; h5,h6,h7, 
hg8Q. 

#48) 9 Nc5,a6,b8,c6,e7,g6; Nd4,e6; 
Bc6. 

#49) This position yields a plethora of 
solutions, the most popular being 
9 Kel,e2; Rh3,g3,g8; Ngf3,h2,g4, 
h6. 

Fred Galvin found:-
(a) 9 Kel,e2; Ne6; f4,f5; Rh3,g3,g8, 

f8; 
(b) 9 a4,aS,a6,ab7,bc8R; Bg5; f4,f5; 

Rh7; 
(c) 9 Rh3,g3; a4,aS,a6,ab7,ba8Q; 

Qe4,e7. 
Ronald Turnbull found:-
(d) 9 Nh3; Ral,cl,c7,c8,a8,a7,b7,b3; 

- the only materialist solution - as 
well as:-

(e) 9 Rh3,g3,g8; a4,a5,a6,ab7,ba8B; 
Bd5; 

(f) 9 Kel,e2; Ne6; Nh3,f4; Rh3,g3, 
gS,f8; 

and just for the hell of it I add:-
(g) 9 Nf5; Be7; Nh3,f4; Rh3,g3,g8,f8; 
(h) 9 f4,f5,f6; Rh3,g3,g8,hS; Ngf3,e5; 
(i) 9 Kd3,c4,d5; Rh3,g3,gS; Nf5,h6. 

Scores for this round are therefore :-

lan Richardson 3 
David Pritchard 3 
Ronald Turnbull 5 
Fred Galvin 6 

Solution to #51 

1 Ne6-a7 Rhl-c1 
2 Na7-b9+ Rc1-e9 
3 PbO-eO mate 
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Solution to #52 

Let's try a few lines. If Black replies 
to I Nc2 or Ng2 by 1 ... e5, 2 Nd4 or 
Nf4 wins at once; if he replies 
similarly to I Nd3 or Nf3, 2 Nxe5 
gives a winning N v N endgame. What 
happens after 1 ... e6 is more inter
esting, and the following is a typical 
line of play:-

1 Nel-e2 e7-e6 
2 Ne2-e3 e6-e5 
3 Ne3-f5 e5-e4 
4 Nf5-h4 e4-e3 
5 Nh4-f3 e3-e2 
6 Nf3-h2 e2-e1B 
7 Nh2-fl 

and the knight will sacrifice itself on 
d2 or g3 unless the bishop does so 
first - but White wins the N v N 
position which results. There is a 
similar win if Black plays l ... e6 after 
any other knight move. 

So whatever White plays, Black's 
first move is restricted to L.Nb6 or 
L.Nc7. He now has two methods of 
defence. 

(i) Try to play ... e5 while bN is on 
a dark square, e.g. I Nf3 Nc7 2 Nel? 
e5. Now Black wins. If White tries to 
repeat the pawn chase above, say by 
3 Ng2 e4 4 Nh4 e3 5 Nf3 e2 6 Nh2 
e I B 7 Nfl, he finds that this time 
7 ... Bd2/Bg3 S NxB gives him a lost 
N v N ending (after 7 Nfl we have the 
diagram with bN on c7 instead of as), 
and nothing else is any better. 

(ii) Try to play ... Nd6 while bP is 
still at e7, e.g. I Nf3 Nc7 2 Nd4 Ne8 
3 Ne2 Nd6 and White is running short 
of squares. 

Now let us look at the four White 
moves. 

(a) 1 Ne2 Nc7 2 Ne3 wins (see 
below) but 1 ... Nb6! and 2 Na3(e3) 
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allows two sacrifices, 2 Nd4(al,el) 
allows 2 ... e5 and 2 Nb4 is answered 
by 2 ... NcS and 3 ... Nd6. 

(b) 1 Nd3 Nb6 2 Nf4 wins (see 
below) but L.Ne7! and 2 Nc5(f4) 
allows 2 ... Ne6 and stalemate to 
follow, 2 N- allows ... e5 and 2 Nb4 
allows 2 ... NeS and 3 ... Nd6. 

(c) I Nf3 fails to both Black 
knight moves. 

(d) This leaves 

1 Nel-g2! 

as the answer. White can now meet 
L.Nb6 with 2 Nf4! and L.Ne7 with 
2 Ne3! 

In each case White threatens to 
sacrifice on d5, and if Black sacrifices 
first White captures with a standard 
N v N or N v eP win (say 1 ... Nb6 
2 Nf4 Nd5 3 Nxd5 e6 4 Nf6 e5 5 Nd5 
e4 6 Nf4 e3 7 Nd3 e2 8 Nf4 elB 
9 Ne6). Black must therefore retreat. 
His knight is now back on a light 
square, as in the line we played 
through earlier, and White wins by 
chasing the pawn, e.g. 

1 Na8-e7 
2 Ng2-e3! Ne7-a6 
3 Ne3-g4 e7-e6 
4 Ng4-f6 e6-e5 
5 Nf6-h5 e5-e4 
6 Nh5-f4 

ete 

(3 ... e5 4 Nxe5 here is an N v N win 
for White), or the following:-

1 Na8-b6 
2 Ng2-f4! Nb6-e4 
3 Nf4-h5 e7-e6 
4 Nh5-f6 e6-e5 
5 Nf6-h5 e5-e4 
6 Nh5-f4 e4-e3 
7 Nf4-h3 e3-e2 
8 Nh3-f4! e2-e1B 
9 Nf4-e2 and wins 

but not the tempting 8 Nf2? on 
account of S ... e 1 B 9 Nd 1 Ne3! and it 
is Black who wins. 

This is essentially a strategic ending 
and there are many alternatives later 
in the play, but White's first two 
moves are unique. 

------ ~ -~- ~_ .. _=__-_-cc.c===-.. ~.=-_-_ -_. __ _ 
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The geometry of overloading 

This page was originally earmarked 
for an article by Ronald Turnbull on 
neutral pieces, but Ronald's article 
came to two full pages and it would 
have been sheer vandalism to cut it. 
I have therefore put it back to a future 
issue, and have looked through my 
library for a replacement topic. 

The wazir is a "0,1 leaper" which 
moves one st~p sideways (the knight 
is a 1,2 leaper), and the key here is 
I Be8. There are now four potential 
mating manoeuvres. 2 b6 and 3 Ba4, 
2 Bt7 and 3 Bb3, 2 Bg6 and 3 Bc2, 
and 2 Bh5 and 3 Bdxe2, and each uses 
a different one of the diagonals e8-a4, 
f7-b3, g6-c2, and h5-d!. None is 
available at present because a black 
wazir can intervene, but every wazir 
move will uncover one of them, so 
White simply waits for Black to move 
and then chooses accordingly. 

In Caissa's Fairy Tales, Dawson 
attributes this problem "Cheltenham 
Examiner. 24.4.1913", but while that 
issue of the ChelTenham Examiner 
certainly contained an article on 
wazirs the cutting in the BCPS 
Library does not include this problem. 
I have therefore attributed it to CFT. 
But I hayen't checked at Colindale, 
and the BCPS does not hold some 
material which may have appeared in 
the issue of25 December 1913. 

In this example. each wazir guards 
two diagonals in the diagram, but a 
waiting move forces it to relinquish 
one of them. Our next example shows 
a defender being decoyed away by a 
threat. 

2 - after W. JACOBS 
Fairy Chess Review 1937 

Wazirs c4, e4, g4, i4; mate in 4 
without making a capture 

This is a multi-part story. Suppose 
for a moment that we have just the a-c 
files. Black can now hold out in
definitely; his wazir opposes the rook 
on the b- or c-fiIe as necessary, and if 
White tries 1 Ra5 to get behind the 
defence Black replies 1...Wc5 and he 
can still keep wR at bay. 

Now let us add the d-fiIe. The 
black wazir is now overloaded, and 
White can mate in three: 1 Rb 1 Wb4 
2 Rdl, or 1 Rdl Wd4 2 Rb!. Duals of 
this nature tend to be intrinsic to the 
theme, and can reasonably be ignored. 

Now let us look at the actual 
position. On the face of it, this gives a 
mate in six by successive decoy: 
1 Rbl Wb4 2 Rdl Wd4 3 Rfl Wf4 
4 Rhl Wh45 Rjl, or 1 Rjl etc. But 
White can do better: 1 Rfl! If Black 
replies 1...Wef4, the wazir on c4 is 
overloaded and White can play 
2 Rbl(dl) etc; if l...Wgf4, the wazir 
on i4 is overloaded and White has 
2 Rh 1 (j I). It is mate in four only. 

And this clearly generalizes. On a 
22-file board (10 wazirs), White can 
mate in five; on a 46-fiIe board (22 
wazirs), in six; and so on. It is 
reminiscent of one of the well-known 
procedures for catching a lion in the 
Sahara Desert (build a fence across 
the desert, then build a fence across 
the half with the lion in, and so on). 

Jacobs had a different setting, with 
black pawns and multiple white 
rookhoppers (avoiding the need for 
the condition "without making a 
capture" at the cost of a less elegant 
position), but the logic was the same. 

3- W. JACOBS 
Fairy Chess Review 1937 

Our last example contains both 
waiting and threat play. No un
orthodox men here (the plus signs are 
merely markers), just a 9x9 board and 
rather a lot of knights. 

There are seven potential mating 
squares, shown by the plus signs in the 
diagram, and we see that each mating 
square is attacked by one white knight 
and guarded by two black knights, and 
that each black knight guards two 
squares. The mating squares thus form 
a heptagon, with a white knight 
attacking each vertex and a black 
knight defending each side. 

The key is 1 Ki8 waiting, and a 
black knight must move. Suppose it is 
that on e 1. This breaks one side of the 
heptagon, and reduces it to the open 
line d3-c4-c6-d7-f7-g4-f3. Now we 
have six knights trying to guard 
seven squares, which can't be done. 
Sacrifice on the middle square, 
2 Nd7+; one of the defending knights 
must capture, let us suppose that on 
e9. This reduces the right-hand line 
to f7-g4-f3, two knights trying to 
guard three squares; sacrifice on the 
middle square, 3 Ng4+, and mate on 
whichever square is left unguarded. 
No duals this time. The position has 
complete topological symmetry, all 
the mating squares and guards being 
equivalent, so all the variations follow 
the same pattern. 

This was dedicated to TRD "with 
birthday greetings", and was printed 
with a very warm note of thanks. I can 
imagine how he must have felt on 
receiving it in his morning post. 
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Two-man problem tourney solutions (see VC 29 pp 12-13) 

1st Prize (Tumbull) I Kb2(+P) 
2 Kal(+P) 7 bSR S Rb2 9 Rh2(+P) 
10 Rhl(+P)+ K any. Solvers' comments 
in VC 27. 

2nd Prize (Lorinc) a) 1 ... Mc4 2 LaS 
Md23 Lb7 MaS 

b) 1 ... Mf4 2 Lc7 Me2 3 Lg7 Mh I 
c) l...MdS 2 Lb4 Me7 3 Lg2 Mhl 
d) l...MfS 2 Lf2 Md7 3 Lb2 Mal. 

Solvers realised MOArider, not MAOrider 
(sorry! - JDB). Impressive, I'd have ex
pected 2 solutions with this force (RT). 
Evergreen 4 corner echo, done here 
without need for any further condition 
(Peter Wong frequently used royal pieces) 
and twinning by shifts of RL only. 
No trivial symmetry among the solutions. 
On the other hand, working forwards from 
diag and backwards from the mate makes 
this just sufficiently easy for my taste 
(C C Lytton). 

3rd Prize (Bell, Tumbull) I Kb7(+P) 
CSR 2 Ka7(+P) bSN 3 KaS(+P) abQ. Pure 
luck! (RT). Version (Bell, Emrnerson, 
Geissler, Turnbull) 1...nKc7 and as 
before; duplex (B starts) 1...Ka7( +P)+ 
2 bSQ Qh2 3 Ka7(+P) KaS(+P) 4 Qc7(+P) 
hlB. CCL points out that eminent 
publications such as feenschach and The 
Problemist have repudiated the double
mate with its palpably illegal moves. 

4th Prize (Raican) 6BN, 7p, 6kP, 
4Klpp, 32. Retract N to f7? unpromote it 
to g7? both retro-stalemate, whatever B 
unit uncaptured. Remembering some of 
the great Illegal Clusters from Fairy Chess 
Review days (W Cross, W H Reilly), find 
it hard to get enthusiastic; chief virtue 
here is the near tries - only unique last
move sequence is after -h7 (CCL). 
Composer cooks by 6kN, SPBp, 4Klpp, 
40 and corrects by bPh7 to hS' 

Special Prize (Turnbull) I KfS 3 fSB 
S BhS 6 Ke5 7 Kf6 g5 dbl mate 

1st HM (Bartel) a) I Aa7 h6 2 Ae4 h7 
3 Aal hSA 

b) I Ag7 g6 2 Ac4 g7 3 AgI gSB 
c) I Aa4 g6 2 Ae7 g7 3 Ab3 gSN 
d) I AdS g6 2 AgI g7 3 Ac4 gSR. 

Puts to shame many weightier settings of 
the multiple promotion idea. An enjoyable 
solve, not too hard (RT). We don't need 
the powerful Q-promotion. Similar 
solving to 2nd Prize, but this time c), d) 
do show similarity in the zig-zag A 
manoeuvre (CCL). 

2nd HM (Lytton) White GN wins 
from a4, c3, dl, de6, f4S6 (or b2, 
blocked). Tries: 

a) GNf6 b)? 

a) GNf4 b) GNe6 c) ? 
a) GNf4 b) GNc3 c) GNd I, a4 d) ? 
a) GNf4 b) GNc3 c) GNd6 d) GNfS e) ? 

Solutions a) GNe6 b) GNf4 c) GNc3 d) 
GNd6 (GNdl,a4?) e) GNfS. Positively 
Baroque edifice (RT). Stipulation so com
plicated that I was not tempted; my loss, 
perhaps (lDB, having seen the answers). 

3rd HM (Lorinc) 1 KeS Be6 2 Kf6 
Bh3 3 Kg6 Bf5+ 4 Kh6 Bbl S KgS Be4 
6 Kh4 Bhl 7 KhS Bf3 while 3 ... Bfl 4 KgS 
Ba6 S Kg4 Be2+ 6 Kf4 BbS 7 KfS 
b) 1 Kc3 Be6 2 Kc2 Bc4 3 Kb2 Bfl 4 Ka3 
Bd3 S Kb4 BfS 6 KaS Be4 7 Ka4 Bc6. 
Tough and austere (RT). It is a pity that 
there are two lines in one part and only 
one in the other (JDB). 

4th HM (Livnat) Yes: SkBN, SPRQ, 
SPRB, 6PI, 6PB, 6PK, 6PP, S 

b) No! 6kB, 6PI, 6PI, 6PB, 6PK, 
6PP, Sand 6kl, 6PI, 6PB, 6PI, 6PB, 
6PK, 6PP, S are illegal because wPa2 had 
no capture left to promote to dk-sq Bishop 

5th HM (Bell) Kc7 Kb7 2 KaS RaS 
and Ka7 Kb6 2 Ka6 aSQ 

b) Kb7 Kc7 2 KbS RaS and Kc7 Re6 
2 KcS ReS 

c) Kb7 Ka6 2 Ka7 bSQ and Kc7 Kd6 
2 Kd7 cSQ. 6 solutions from 2 pieces is 
remarkable economy indeed (RT). 

6th HM (Turnbull) Retract wKa6(+R) 
Rb4(+R) for 1 Ka4 RaS 

b) wKd2(+Q)+ Qa3(+B) for I Kb2 
Bc3. 

Kniest (actually from 1977): 
I Kbl(+B)+ BeS(+B) for I BbS Bc2 

7th HM (Turnbull) I Nd3 Nd2 2 Ncl 
Nbl 3 Na2 Na3 4 Nb4 and stay I-sq NE 
of bN for 7 ... NhS=, except if 4 ... NbS 
S Nc6 Nc7 6 NbS NaS=; I ... Ne3 2 Nf2 
Ng23 Nh3 Nh4 4 Ng5 Nf5 (Ng6 5 Nh7 
NhS=) S Ne4 and 7 ... Nal=. Is this a 
problem to read rather than solve, or am I 
just being lazy? (lDB) 

Sth HM (Lorinc) wKg2 bKe2(+Rel)+ 
for I Kf2+ ReS - with wK on c2, 

Black can retract Kd2( +R) for I Ke2+ 
or Kd2(+Q) for I Kel+! 

Special HM (Livnat) Place all Ks and 
Rs ready for castling, and wN or wR on c6 
or d7. I 0-0-0 Rxhl 2 Rxhl Kd7 3 Kb2 
Kc6 4 Ral Rxal S Kxal. 

Special HM (Bell) I KdS Kb7(+P)+ 
2 KaS cb7 3 Kc7 bSB b), remove B for 
I Ka7 Kc6(+P) 2 KcS(+P) cSQ 

1st Comm (Fayers) Play I Nb3 Nc3 
2 Nal Ne4(d4) 

Set 1 ... Nc3 2 Ne4(d4) Ne4(dS,d4) 
2nd Comm (Richardson) Retract 

wGh7 bKbl(+Q)++ Qd3(+G) for I Qa3#. 

A splendid puzzle, difficult, surprISmg, 
and elegant (JDB). Attractive double
check, and battery mate, initial non 
uncapture a surprise. But even with this 
slender force, would really like two 
solutions (RT). 

3rd Corn m (Turnbull) Retract wKdl 
KeS(+Q)+ Ke2(bKel) for I QeS# and 
bKfS Kel(+B)+ Kf7(wKfS) for I BeS# 

4th Comm (Tumbull after Bell) 
I Kb2+ Kb I 2 ab Kxb2 

b) l...Kb3 2 Kc2+ Kcl 3 a2 ab 4 bc 
Kxc2 

Comm (Raican, Crisan) QfS, e5, f4, 
e3, b3 for wQc4; Note f4 must be 
blocked! Qf4, e3, d4, d3, b3 for wQe6. 
Easy but pleasing (RT). 

Comm (Bartel, d3/dS) I wKe3( +P) 
Ke7 2 bKe6( +P) 3 KeS( +P) d4 and 
I Kc3(+P) Kc7 2 bKc6(+P) 3 KcS(+P) d4. 

Comm (Bartel, a7/a2) I aSB 2 Bhl=R 
3 RhS=Q 4 Qal=N 

Comm (Lorinc f3/d3) 1 Kc4 Md2 
2 Kd5 Mb I 3 Ke5 Mc3 4 Kd4 Ma4 and 
I Ke4 Mh4+ 2 KeS Mg2 3 Kf5 Me3 
4 Kf4 Mfl 

Comm (Lorinc f4/bS) I RfS Ng6 
2 Rh5 Ne5 3 Rh6 g7 4 Rh7 gSQ b) I Re3 
Nf4 2 Re5 Ne2 3 Rd5 Ng3 4 Rd4 NfS 

Overall, my reaction is to regret the 
number of problems which are "two-man 
problems" only in the narrow sense of 
having but two men in the diagram. Out of 
24 honoured problems, only three (2HM, 
3HM, 7HM) are genuine one-against-one 
duels (1OB). 

1998 solving (see page 31) 
* represents a ladder ascent (ISO points) 

year late this total 
start scores year 

1997 
S Emmerson 76 46 122 
M Ridley 109 10 119 
A Ingleton *70 2 3S *110 
E Bartel *17 16 27 *60 
C Lytton S5 5S 
I Richardson *24 22 *46 
P Fayers 24 17 41 
A Ettinger *26 S *34 
L Vitale 17 5 22 

Congratulations to our new top man, who 
has scaled heights despite being debarred 
from scoring in the Theme Tourney; to AI 
on also reaching the hundredth rung, in 
his case for the second time; and to the 
year's top scorer CCL, making a com
manding leap upwards from ground level. 
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Problem pages by Ronald Turnbull 
Highland Cottage, Gatelawbridge, Thornhill, Dumfries and Galloway DG3 5EA 

Alice Chess was played in a recent 
BCVS tournament. and was found 
pretty puzzling. For once. problems 
may be found to have some relevance 
to the Real Game: solving 268/269 
may sharpen Alice-awareness. The 
game features two hoards side by side. 
After a move, the man moved is trans
ferred to the same square. which must 
be vacant. on the other board. A move 
must be legal (not self-check) on the 
board it's played on, and the transfer 
must not give self-check either. 

In 268. board B is empty. I RfS>B 
would be silly in orthodox: in Alice it 
is stalemate! For bK is not in check -
wR on B cannot capture bK on A. bK 
may not move to d7 or e7 (check from 
wK on A). nor to dS or f7 (check from 
wR after bK's atTi\"al on B I. Finally, 
bK may not move 10 f8 as this square 
is occupied on B by wR itself. 

268 - John BEASLEY 
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Alice Chess (B empty): mate in 3 

In orthodox, 268 has a set play 
(1 ... KdS 2 RfS#) and solves by I Rf2. 
In Alice the set 1 ... KdS>B 2 Rf8>B 
still works. but the waiting move puts 
wR on the wrong board... My 269 
builds on a different idea of JDB's. 

problem in Progressive Chess. The 
solution is about to be given - if you 
haven't done it, turn back quickly! 

The following moves have taken 
place: W BB WWW BBBB. The 
missing bP and bN have to be off by 
the end of series 3, and the missing 
wN must have made an even number 
of moves, and so been captured on a 
light square. This can only happen if 
the missing bN was the one on gS! 

Now we have the four white 
moves: N from bI captures e7 and gS. 
However, even with the N-transfer 
from bS to gS, Black only appears 
to have made five of his six moves. 
But there is one way for Black to 
waste a move, and the game so far 
is, precisely, I Nc3 2 c6, c5 3 Nd5, 
Nxe7, NxgS, 4 Nc6, Ne7, NxgS, Ke7. 

270 - John BEASLEY 
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Progressive Chess, after series 5; 
death-squares? (b) wPd3>d4 

This was by JDB. In his 270, the 
sequence of moves is not completely 
determined, but the death-squares of 
the missing units are. And a quite new 
set of death-squares arises in part b). 

271 - Stephen EMMERSON 
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Messigny Chess; helpmate in 3 

Regular readers will know my 
prejudice against the single line 
helpmate - so how did 271 get in? 

Solve it and see - it's not quite as easy 
as it looks, but then it looks very easy 
indeed, as White appears to have 
already achieved his desired mating 
position. (In Messigny, a permitted 
move is to exchange the positions of 
two pieces of the same sort but 
opposite colours. The opponent may 
not immediately swap them back.) 

272 - Erich BARTEL 

Glasgow Chess, Mars Circe 
Helpstalemate in 2, (b) w Kh l>c6 

We finish with some problems for 
specialists. In Glasgow Chess, pro
motion takes place on the enemy 
pawn-rank (so bPf3 will promote on 
f2). 272 has the added condition Mars 
Circe: a unit captures from its game
array square, rather than the square it 
stands on. So I f2=R would be check 
from hS (rook on dark square assumed 
to come from the dark square hS.) The 
wPb6 attacks a3 and c3. In 273 we 
have the following animals: c4 Camel 
0,3 leaper), gS Antelope (3,4 leaper), 
cl Giraffe (1,4 leaper), d I Flamingo 
(1,6 leaper); g2 Zebrarider (2,3 rider); 
and c2 Equihopper which leaps to the 
square directly opposite some piece. If 
White promoted 1 ... a7=EQ, that could 
move 2 ... EQe lover the Camel. 

273 - Erich BARTEL 
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274 - Ian RICHARDSON, R T 
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Follow-my-Leader 
Selfmate in 8, (b) wNe3>fl 

In Follow-my-Leader, if Black can 
move to the square just vacated by 
White then he must. Check is normal. 

275 - Juraj LORINC 
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Grasshoppers 
Helpmate in 3, (b) bGg4 

In VC 31, and possibly thereafter, 
I shall be thinking of the readers of the 
rest of the magazine rather than at my 
few but faithful problem specialists, 
Composers: I seek, for the time being, 
solving pleasure rather than complex
ity or difficulty, I shall be accepting 
few if any multiple stipulations, few if 
any helpmates. For those who love the 
helpmate, 275 is a last toughie to help 
them through the dry times ahead. 

276 - EUREKA! 

~~~~ -:-:-:,. ~~~~~L~~~ 
~~~~~~~~~ 
~~.!~~~~ 
~ ~ ~ ~ ~~~~~~~~ 

(a) Re4, (b) Rd8; fairy conditions? 

Following the lack of enlighten
ment over my Eureka last issue, here 
is one that is certainly simple (even if 
not completely easy). The twin is by 
change of fairy condition, and keys 

VARIANT CHESS 30 

do not state any consequent births. 
(a) is common in VC, (b) elsewhere. 

Solutions by January 31, please. 
Paul Raican corrects his 242: n7, 
IP4PI, 4K3, 8, 7k, R6P, 4Pb2, 4B3, 
maximummer selfmate in 8. Please try 
again for 2 (two!) big solving points. 

I am very happy to have secured 
the kind agreement of Hans Gruber of 
Germany to judge our 97/98 originals. 

vc 29 solutions. Solvers: Step hen 
Emmerson, Aubrey Ingleton, Cedric 
Lytton, Ian Richardson, Mark Ridley. 

255v (Richardson) I Qc4 Qc6 2 Qc3 
Qc4 3 Qd2 Qc3 40-0-0 Qal and I...Rc6 
2 Qh4 Rc4 3 Qf2 Rh4 4 0-0 QhllRhl. An 
enjoyable puzzle, with good corres
pondence, wQ forming shields for cast
ling, but bR not needed in the first mate 
(SE). In phillix 65 (p 4077) it is suggested 
that castling is a move of the king rather 
than of both king and rook, and the touch
and move rule, as applied to illegal cast
ling attempts, lends this some credence. 
To me it is altogether natural to regard 
castling as a move of two pieces at once. 

259 (Willmott) 3 N*a I 5 N*b4 7 N*f2 
9 N*e4 ef. Neat walling-in, shame about 
the two unused bPs (RT). Isomorphic to 
travelling-salesman problem. No wN mate 
possible (CCL, but what is travelling
salesman problem?). A bit basic (SE). 

260 (Liardet) I K<>K+ K- 2 KoK. 
checking key gives 3 flights! Delightfully 
simple demonstration (SE). Shows the 
idea ... (CCL). Very droll (AI), who points 
out that the move leading to the diagram 
definitely wasn't KoK ... though I think 
a K-swap key is allowable except where 
we can show that the move to the diagram 
definitely was KoK. 260 has inspired 
composing efforts by SE, IR, RT already! 

261 (Fayers) I Rd8 Bc6 2 Rd4 Rc3 
b) B: Be3 Bd4 W: Rb3 Be6. Paradoxical 
stipulation induces interesting line
openings (RT). wPd2 is a pity (CCL). 

262 (Bartel) I a2 Kb2 2 alG h7 3 Gc3 
h8G. Neat one-liner (in two ways!) (SE). 
Tableau! Is 5 units the record for P=G 
twice? (CCL). Despite what I've said 
elsewhere in this issue, and previously, the 
single-line helpmate can sometimes offer 
both charm and thematic interest, and this 
is a clear example with its double G
promotion and washing-line ending (RT). 

263 (Bartel) I hI R e8R 2 Rh8 Rg8+ 
3 Kh7 f8Q and with W starting I f8R hI Q 
2 Rd8 Qh3+ 3 Ke8 Qc8. Major-piece 
promotions by defending side, followed 
by not capture but Circe-block in first 
part, Circe-pin in second. Very impressive 
(RT). Reciprocal promotions - is it pos
sible to achieve with reciprocal pinning 
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also? (SE). Two good Circe finales, not so 
familiar, with critical play by each 
promoted wR adding great unity (CCL). 

264 (Willmott) I Qc4+ Gb3 2 Qxf4+ 
Ge6 and I Ga5 Ge2 2 Qb5 Qg2 and I Qe4 
Ge5 2 Gf3 Gg3 and I Gg5 fg 2 hg Gxg5 
The first and most interesting line is simi
lar to a Problemist original by Nagnibida, 
who after three corrections has three such 
lines from a single diagram (RT). Solu
tions here are more of a mish-mash (SE). 

265 (Raican) wRhl has just arrived 
there by a capture that could have been 
made on any vacant light square. 
Retract wRe8*Ra8(Rhl) bRhl*Bbl(Ra8) 
for I Rgl B*a2(Bfl) = and Retract 
wRh8*Ng8(Rhl) bNgl *Qe2(Ng8) for I 
Khl R*h2(Ral)=. But SE cooks: Retract 
wRal bKfI (W previous a R-capture) for 
I hlRlS Kf3, CCL finds wRal bKgI+ and 
I Khl Kf2,f3, composer himself cooks by 
wRal bPh3 for I Kh2 Kf2,f3 and suggests 
replacing wKe3 with wNd3, curing all at 
the cost of a palpably illegal position 
(which does matter rather in a retractor). 

266 (set by Peter Fayers) The fact that 
W appears to have I Nd2 mate provides a 
clue. In Anti-Circe and Isardam I Qt7 
solves, and Nd2 isn't mate because bK has 
tlights, but there are cooks. In MADRASI 
I Nd2 is refuted by l...flN! After key 
I Qt7, I...flQIRIBIN 2 Nd2lRf61Ra61Rc6. 
Lots of Madrasi effects and good light 
construction, typical of composer Norman 
Macleod (Problemist 1989). 

267 (Set by RT) As White's second 
move is unique, Black's first move is 
probably unique also. Ignoring unknown 
units, Black's first move would be L.d2: 
and if this is indeed the first B move, it 
would explain why White's I h8Q and 2 
Re2 have to be in that order. In which case 
Black cannot move the mystery units, 
which are accordingly White or else Black 
Grasshoppers. Now if el is White, Black's 
second moves will be promotions, includ
ing promotions to the mystery fairy units. 

SO: bG a8 (guards a4), wG dl (guards 
d4 then d3), white Camel el. The Camel 
is the tricky one: as far as the other five 
promotions go, any white unit could stand 
on d I. But only promotion to Black Camel 
makes necessary the Q-promotion on 
move 1. 2 ... deG 3 Rh2! is nice. Not 
solved - too hard? (Yes! - JDB) Christian 
Poisson, diagrammes 1990. 

Allan Bell corrects his oscillating 
kings two-mover (232, VC 27) to 8, Ip6, 
pR6, PIK2klp, 7P, 3P2Pl, 3PIN2, 8: 
a) osc after B, I Rf6+; b) osc after W, 
I Sd I; c) osc after both, I Ne4+. 

Scores (max 10): SE 8 CCL 7Y2 (+6 
Theme Tourney) AI 3Y2 (+3) IR 3 MR 2. 
Also SE 5 for VC 28. Table on page 29. 
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Bevs Notices 

VC volume 3 (see VC 28 P 176). Comb
bound sets of Volume 3 (VC 21-28) are 
now available from George Jelliss, Top 
Floor, 63 Eversfield Place, St Leonards on 
Sea, East Sussex TN37 6DB, at £13.S0 
UK (£14.50 rest of Europe and surface 
mail elsewhere, £17 air mail elsewhere). 

1999 AGM. Members are reminded 
that nominations for office and any 
resolutions for the AGM should be 
received by me as secretary not later than 
March 1. Two nominators or proposers 
are required in each case. To the best of 
my knowledge, all the existing officers are 
willing to continue (except that I intend to 
stand aside as editor as soon as Paul 
Byway is ready to take over), but if any
one else wishes to join the team we shall 
be happy to tell him what is involved. 

News 

David Pritchard tells me that the Third 
World Chess Tournament was recently 
held in Japan. It featured twelve kinds of 
chess: 'orthodox' chess, shogi (Japanese), 
xiangqi (Chinese), changgi (Korean), 
makruk (Thai), sittuyin (Burmese), shatar 
(Mongolian), hyaashatar (Mongolian on a 
lOxlO board), chu shogi (a 12xl2 shogi), 
tori shogi (a 7x7 shogi), wa shogi (an 
llx 11 shogi), shatranj (Arabic). All are in 
the Encyclopaedia of Chess Variants. 
Sadly, David doesn't have any results; 
it would have been interesting to correlate 
the performances in the different games. 

Variant endgames. In my personal 
capacity, I announce that the December 
issue of British Endgame Study News is 
again accompanied by a special number 
featuring endgames in chess variants (this 
year, Losing Chess, Progressive Chess, 
and the problem of Q v R on a 12x8 
rectangle). Those who asked for a copy in 
previous years should. already have re
ceived one (please tell me if it has failed 
to arrive), and I shall be happy to send one 
to other VC readers without charge. 

Forthcoming events 

Postal tournaments. There have been too 
few entrants to repeat our Extinction and 
Progressive tournaments this year, though 
doubtless we shall return to these variants 
in future years. The Alice tournament will 
go ahead, but is being delayed in the hope 
that one or two more will come forward. 
Contact David Pritchard by January 31, 
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News, notices, solutions 

please (address on front page). 
Other variants. In his personal 

capacity, Paul Byway makes a number of 
suggestions. "I'd like to put my name 
down for XiangQi if enough people are 
interested. There are always two of us 
ready for Modern Courier Chess (see for 
example VC 27 pp /53-5) but this is 
potentially two years for a game. I suggest 
(and would play in) Progressive Leo 
Chess (Leo moves as Q, but can capture 
only if there is precisely one man between 
it and its target). With the Q replaced by a 
Leo, its capturing power is diminished, so 
stereotyped Q-gnibs in the opening might 
decrease. No opening theory databases! 
Interesting choice of R or L promotion. 
Stereotyped pawn promotion runs might 
also decrease. A friendly postal game 
against lan Richardson proved the 
concept. I would also consider Losing 
Chess (rather than Vinciperdi) (being 
stalemated wins in Losing Chess, only 
draws in Vinciperdi)." 

If you are interested in any of these, 
please contact Paul at 20 The Finches, 
Hertford, Herts SGl3 7TB. Two make a 
game, three or more make a tournament; 
but in the latter case it will be helpful if 
somebody other than Paul can volunteer 
to act as tournament controller, since he 
will be increasingly heavily committed in 
the editing of Vc. 

Seeking an opponent? We will print 
your ad (no charge). Please state variants 
of interest and your approximate strength. 

Problem tournaments. Problemkiste's 
19th Theme Tourney is for miniatures (5,7 
men) with AUW (promotion to QRBN + 
any fairies in diagram) and Excelsior (P 
from home to promotion). Send to Erich 
Bartel, Rockensteinstrasse 37, D - 861S6 
Augsburg, Germany by April 30. 

Peter Coast sends word via Ronald of 
a tourney of Scacchi e Scienze Applicate 
for mates in 2 in Avalanche Chess. 
Entries to Romano Bellucci, Castello 
5449, I - 30122 Venezia, Italy by January 
31. Rules: After a normal move, you pull 
an enemy pawn one square forward, 
unless all enemy pawns are blocked. 
Check may be given with either or both 
parts of the move, but must be countered 
with the tirst (orthodox) part of the reply. 
No e.p. capture. A pawn pulled to the last 
rank promotes immediately at its owner's 
choice. If pawn-pulls exist but are all 
illegal because of self-check, the side 
moving loses by self-mate. Peter sends an 
illustrative mate in 1 (solution at end). 
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Finally, let your imagination run riot! 
Vladislav Buiika announces a tournament 
on the theme "my idea of the problem at 
the turn of the miUenium" in which he 
calls for the exercise of imagination and 
fantasy in an orthodox composition with 
any stipulation. Entries to him at Pod 
Barborou 31, CZ - 284 0 I Kutna Hora, 
Czech Republic, by September 9. I have 
sent him a wholly frivolous "computer
tested" entry in which the computer is 
suffering from the millenium bug and 
thinks that i9 is the same as a1... 

Solutions 

Losing Chess (p 21). I e3 b6 2 Ba6 
Bxa6?: 3 c4 Bxc4 4 QB! Bxa2 S Qxa8 
Bxbl 6 Qxb8 Qxb8 7 Rxa7 Qxa7 8 d3 
(8 e4 also wins) and now it's easy. 

Ending: quickest is I fxe8B! A bN 
move loses immediately and 1 ... a2 2 Bxc6 
alKlBIRIQ 3 BbS and 1...aS 2 Bxc6 a4 
3 Bxa4 a2 4 Kbl are little better, so 
Black's best chance is to move each pawn 
once: say 1 ... a2 2 Bxc6 as. Black now 
threatens 3 ... aIB drawing, so 3 Kbl is 
forced, but it is enough: 3 ... axbIN 4 Be4 
a45 Bxbl a3 6 Bc2, or 3 ... axbIK 4 BdS! 
Kcl (4 ... Ka2 S Bxa2 a4 6 Bb3) S Bc4! 
and wBc4 dominates bKcl and bPaS. 

Alice Chess (p 23). Black escapes by 
mating in two: 1...Rdl>A+ 2 Kxdl>B 
Rxcl>B. It isn't very often that a game is 
sent in by the loser! 

XiangQi (p 24). Byway: 1 Nd9+ KeO 
2 Cb9 Pe2+ 3 Gxe2 stalemate. Lai: 
1 PdO+ GxdO 2 CxcO+ Ge9 3 NdO mate. 
Gandolfo: I CxgO+ Ke9 (l ... Ge9 2 CiO#) 
2 Nf7+ Kf9 (2 ... Kd9 3 Pc9#) 3 CO mate. 

Double maximumming to mate 
(p 2S): I Nc3 Nf6 2 NbS Ng4 3 Nd6+ 
exd6 4 NB Qh4 S Ng5 Qxf2. Moves in 
italics are unique, in bold are forced. 

Avalanche Chess (above). BxdS(c6)? 
Rxb4(bS)? N3d2? (self-mate by ... b3) 
Qxb4? (self-mate by ... elN) Rg4? 
KfS(g3)! gxB? KfS(f4)! Solution Nld2+ 

• ( ... Nxd2(O), ... KfS(e4) both self-mate). 
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This issue 

We are truly "from near and far" this time. In VC 30, 
Fabrice Liardet guided us around hyperspace; now Lex 
Kraaijeveld takes us into outer space, with a game which 
may have fictional origins but which people actually play. 
Also being played, but without quitting the Galaxy or even 
the country, is Circular Chess, as is described alongside. 
Possibly to be played in the future (by men) is Magnetic 
Chess, a new game described by David Pritchard; probably 
to be played by computers is just about everything, as 
Fabrice Liardet explains. The rest is conventional in form, 
if perhaps not in content. Progressive Chess fans will find 
food for thought in Paul Byway's Double Dutch notes, 
while the problems feature the usual delightful exotica. 

And there is a very sad postscript to the Losing Chess 
meeting in Geneva. 

Circular Chess in Lincoln 

In 1983, David Reynolds, who modestly describes himself 
as a Lincoln painter, decorator, and historian, came across 
a picture in a book of a circular chess board in use in 
medieval times. He was sufficiently intrigued by this to 
make his own board out of cardboard and to take it along 
to his local pub, where it seems to have attracted a fair 
amount of curiosity and some genuine interest. The book 
gave an opening layout but did not say how to play (more 
of this anon), so he adapted modern rules in a natural way 
and found that they made a playable game. He and his 
friends now play regularly in the "Tap and Spile" in 
Hungate, Lincoln, and Sue and I spent a delightful evening 
with them in the New Year. 

They play on attractive wooden boards about 55 cm in 
diameter with a red cross and gold fleur-de-lys in the 
middle (the days of cardboard are long gone), and the 
central area makes a convenient repository for captured 
men. All play is with clocks, typically to ten-minute or 
five-minute rules, and we were told that it was the adoption 
of clocks which had really made the game come alive. The 
opening layout is as shown below: 

and the pieces have their natural moves: king one square 
as usual, knight two and one, rook along a spoke or round a 
ring, bishop "diagonally" until the edge is reached 
(reflecting bishops were tried but found impracticable), 
queen as rook plus bishop, pawn as normal with promotion 
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on the nearer of the opponent's piece 
rows (so there are only the normal six 
steps to promotion). The pawn can 
move two steps at its first move, but 
there is neither en passant nor 
castling. Null moves (taking a rook or 
queen all the way round and putting it 
back where it started) are banned. 

As regards strategy and tactics, 
one evening's experience hardly en
tities me to speak, but some things 
became clear at once. The rook is very 
strong, the bishop relatively weak, and 
in one of my games 1 had four pawns 
for a bishop and thought 1 was doing 
well (in ordinary chess, 1 would have 
been); but his king and bishop could 
sit in the middle and defend both sides 
at once, whereas my king could only 
attack on the side it happened to be ... 
At any rate, 1 lost. The lack of corners 
means that king and rook against king 
is only a draw, though king and queen 
still win, and king and any defended 
pawn (even a side pawn) win against a 
bare king because there is no stale
mate defence. Rook and pawn against 
rook might seem to be drawn because 
the rook can sacrifice itself for the 
pawn, but it isn't as simple as this; put 
the rook behind the pawn and the king 
nearby, and if Black attacks the pawn 
on the file White swaps off rooks 
round the board and wins the pawn 
ending, while if Black attacks from 
the side the pawn simply advances. 
Queen and pawn against queen? 
The king can hide from Black's 
checks, as in the position below (for 
the convenience of my computer, 1 
give the board in two halves, but note 
that al is a light square): 1 Kc4 Qa6+ 
2 Kb4 Qb7+ 3 Kc3. But whether 
White can use the breathing space to 
advance his pawn is another matter. 

We played ten-minute games, and 
the audience might be described as 
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"ethically ribald": proper quiet was 
normally observed and blunders such 
as leaving a man to be taken by a 
"round-the-board" rook move were 
not pointed out, but the right was 
reserved to roar with laughter when 
the opponent duly took advantage. To 
finish, apparently following regular 
club custom, we had a session of five
minute games in pool-table style, the 
winner remaining in play but taking 
Black against the next challenger, and 
the consumption of liquid refreshment 
was not wholly overlooked. All in all, 
it was a most pleasant evening. 

All this is modern reconstruction, and 
by no means the first of its kind. What 
of the history of the game? 

David Reynolds told me that the 
book which first aroused his interest 
was a "history of England" published 
around 1870. 1 have not attempted to 
trace this book, but from his 
description 1 suspect that the pictures 
were based on those in Joseph Strutt's 
Sports and Pastimes of the People of 
England (1801 with later editions). 
There is also a reference in Twiss's 
Chess- (Volume 2, 1789, pp 9-11), 
which includes a knight's tour: "This 1 
found after four or five hours trial on a 
slate at different times; it probably has 
never been done before, and will be 
found much more regular than any of 
the like marches on the square board." 
Readers may care to have a go; 
Twiss's solution is on page 48. 

Of the game itself, Twiss says that 
"there is no account", but "I caused a 
board to be made to try its effect". 
He adopted the natural moves, much 
as at Lincoln but allowing castling, 
but added the comment, "Perhaps it 
was not intended that the Pawns be 
metamorphosed in this game." He re
marked that it appeared to be very 
difficult to bring the game to a con
clusion, and without pawn promotion 
this must indeed have been true. 

But all these appear ultimately to 
depend on the "Cotton" chess manu
script (BL Cotton Lib., MS. Cleo
patra, B. ix), and the British Library 
was kind enough to let me examine 
this. It is a lovely thing, dated by 
Murray to around 1273, but the work
manship of the relevant page (f. 9) 
strikes me as both different from and 
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inferior to that of adjacent pages and 
inevitably 1 wonder: does this merely 
indicate a different hand, or has an 
unrelated leaf become bound in? I am 
unfamilar with such material, and 
would welcome a more expert view. 

Be that as it may, the leaf depicts a 
board, once with text above and 
below, with the pieces of one side 
arranged as shown by Strutt. I read 
their names as rel, fierce, aifin, 
cJllval1r, roe, paUfl (undotted i's, and 
there is a blob after "fierce" which I 
have ignored). The accompanying text 
is described by Murray as "completely 
erased" (A History of Chess, p 343), 
but this is misleading; it is not erased, 
merely obliterated, and a fair amount 
remains visible. Sadly, "visible" does 
not mean "intelligible", at least not to 
me - for an analogy, consider someone 
unfamiliar with German trying to sort 
out mnu etc in a Gothic typeface -
but I think someone familiar with 
the handwriting of the period and the 
language used, backed up by the 
scientific tools now available to bring 
out and enhance hidden images, might 
well be able to recover something of 
interest. (Van der Linde claimed to 
have read five words in Latin, but 
Murray could not see them and neither 
can I, and the rest of the chess 
material in the manuscript is in 13th
century Anglo-French.) If anyone with 
the relevant knowledge should happen 
to be reading these notes, I hope he 
will be willing to try. 

Back to Lincoln, and the present. For 
some years, there has been an annual 
"World Championship" (see page 48) 
which has been featured in the 
national Press (Paul Byway and I are 
hoping to take part this year), but Sue 
and I passed through on an evening 
which was not even a regular club 
night. But there is a club noticeboard 
in the pub, with a newsletter and a 
ladder of some fifteen names; no 
doubt the last half-dozen rarely play, 
but such things are a sign of a thriving 
group. Long may it prosper. This is a 
true club, set up to provide friendly 
competition among fellow enthusiasts, 
not merely a group of paid pro
fessionals who come together only to 
play matches against other such 
groups. - JDB 
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Progressive Chess: the Double Dutch Defence by Paul Byway 

As I remarked in VC 30, this defence (c) 3 Nc3,Bg5,Bxf6 
(1 d4 2 f5,Nf6) is worth examining in 
view of White's score against it (cl) 4 e6,Qxf6,Qxd4,Qxdl+ 

(33%). The whole picture will be on 
view and the main outlines are:-

(a) 3 Bf4,Bxc7,BxdB 
(b) 3 e4,e5,exf6 
(c) 3 Nc3,Bg5,Bxf6 
(d) 3 Nc3,Ne4,Nxf6+ 

+1 -2 
+2 -2 
+1 -4 
+5 -3 

There was also a single Black win for 
each of:-

(e) 3 e3, f4,h4 
(f) 3 Bf4,e3,Nh3 
(g) 3 Nc3,e3,Nf3 

(a) 3 Bf4,Bxc7,Bxd8 

4 KxdS,Ne4,Nxf2,Nxdl 
4 Kxd8,Nd5,Nc3,Nxdl 
5 Kxdl,Kd2,e4,exfS,h4 

5 e4,exf5,Nc3,Rxdl,Nf3 
6 e5,exd4,dxc3,Be7.ReS,Bh4++ 

(b) 3 e4,e5,exf6 

4 e6,Qxf6,Qxd4.Qxdl + 
4 e5.Qf6,Qe6,exd4+ 

5 Be3,Bc4,Bxe6,c4,a4 
6 dxe3,e2,d6,Bd7,Bxa4,exdIQ++ 

5 Kxdl,Ba6,Bxb7.BxaS.Ke2 
5 KxdI,Bd2,g4,gxfSJxe6 
6 dxe6,g5,g4,g3,g2,gxjIQ+ 

6 Ba3.Bxb2.Bxc 1 ,Bb2,Bxal ,Ba6+ 
6 Bb7,Bxa8,Bxg2,Bxhl,h5,Kj7 

7 Bg5, Bd8,Nj3,Nc3,Ne4,Nj6. Ne5++ 
7 Kf3.g4.gxf5,f6,fxg7,c3.gxhSQ+ 

5 Kxdl,Kd2,e4,e5.h4 
5 Kxdl,e4,exfS,Nge2,a4 
6 exfS,Kj7,Bb4,Bxc3,Bxb2,Bxal 

6 b6.Bb7.Bxg2.Bxhl,Bb4,Bxc3+ 
6j4J3Jxg2,gxhIQ,Qxgl,Qxj2+ 

7 Kd3,Ke4,Bb5,Rdl,Rxd7,Nd5, 
Nxc7++ 

7 Kxc3,b4.Rdl,Rxd7,Rxg7.RxhS+ 
S Kd7.Bd5.Bxa2,Kc6.Nd7,Nc5, 

RdS,Na4++ ' 

(c2) 4 exf6,Ba3,Bxb2,Bxc3+ 

5 Qd2,Qxc3,Qxc7,e3,QxdS+ 
5 Qd2,Qxc3,Qxc7,Nj3,Qxd8+ 
6 Kxd8,b5,b4,b3,b2,bxaIQ+ 

7 Kd2,e4,Ba6,Bb7,Bxa8,Rxal,Ke2 
8 Re8,Re5,Rd5,Rxd4,Na6,Nb4, 

Nc2,Ba6++ 
6 KxdS,b5,b4.b3,b2,bxalQ+ 
7 Kd2,Ba6,BxcS,Bb7,BxaS,Ne2, 

Rxal 
S Ke7,Nc6,RxaS,Nxd4,Nxe2,RbS, 

Rbl,Rxal 

(d) 3 Nc3,Ne4,Nxf6+ 

(dl) 4 exf6,d5,Nc6,Bb4+ 
(diagram at top of next column) 

4 exj6,Ke7,c5,cxd4 
5 Bj4,e4.Bc4,Qh5,Qj7++ 

4 exj6,d5,h5,Nc6 
5 e3,Bc4,Qf3,Qxd5,Qj7++ 

5 Bd2,Bxb4,Be7,BxdS,f4 
5 Bd2,Bxb4,Be7,Bxd8,Bxc7 

6 Nxd4,Nb3,Kd7,d4,d3,d2++ 
5 Bd2,Bxb4,Be7,Bxd8,Nh3 

6 Kj7,Kg6,Kh5,Nxd4,Re8,Rxe2++ 
5 Bd2,Bxb4,Be7,Bxd8,Nj3 

6 Ne5,Kj7,Kg6,Kh5,Kg4,Nxj3++ 
5 c3,Bg5,Bxj6,Bxd8.Kd2 

6 j4. Bj5,Nxd4,Nb5, Nxc3,Nxa2+ + 
6 NxdS,g5,gxf4,f3,fxe2,exd 1 Q+ 
7 Rxd 1 ,Bd3,g4,g5,g6,g7 ,gxhSQ+ 
S Ke7 ,Nt7 ,NxhS,c5,c4,cxd3, 

dxc2,cxd 1 Q+ 
9 Kf2,Nf3,Rxdl,Rc1,RxcS, 

RxhS,RxaS,Rxa7,Rxb7+ and wins 

(d2) 4 exf6,Kf7,d5,Bb4+ (diagram) 

4 exj6.Kj7,Qe8,Bb4+ 
5 Qd2,Qxb4,Qxb7,Qxc8,Qxe8+ 

6 Rxe8,Re6,Rd6,Nc6,Nxd4,Nxc2++ 

5 Bd2,Bxb4,Be7,BxdS,f4 
6 RxdS,Rd6,Ra6,Rxa2,Rxa 1 ,Rxd 1 + 
and White gained the advantage in 

two games as follows:-
7 Kxd 1 ,Kd2,h4,Rh3,Ra3,Rxa2,Rxal 
7 Kxdl,e3,Nf3,Ba6,Bxb7,BxaS, 

Bxd5+. 

On this evidence the Double Dutch 
defence looks like a good choice, well 
worth experimenting with, but not 
quite as good as the score line 
suggests. I have some reservations to 
do with Black's backward develop
ment, which is also a problem with the 
normal Dutch defence. Time will tell. 
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Klin Zha - the Klingon equivalent of chess by Lex Kraaijeveld 

8~· 
• • 

Fencer Lancer Swift 

Many readers of Variant Chess will know of the 3-D 
version of chess played in the sci-fi series Star Trek. In 
addition to this future chess development, mostly played by 
humans, two more strategic board games, played by some 
of the other races, feature in the series. The Romulans play 
Latrunculo, the rules of which are remarkably similar to 
the Roman board game ludus latrunculorum. The Klingons 
are proud of a board game, called Klin Zha in their 
language; 'zha' is Klingonaase for 'game', hence the 
Klingons refer to chess as Hum Zha ('human game') and 
latrunculo as Rom Zha (,romulan game'). 

Klin Zha plays a significant role in the novel The Final 
Reflection, written by John M. Ford. The book does not 
give a complete set of rules, but Leonard Loyd worked out 
playable rules for Klin Zha, based on the novel, and these 
have become the officially accepted rules of the game. 

Klin Zha is a game for two players (traditionally 'gold' and 
'green'), played on a triangular board of 81 'triangles', 9 
per side. Each player has 10 pieces and the object of the 
game is to capture the opponent's 'Goal' or to make it 
impossible for the opponent to move (i.e. stalemate is a 

® 
Flier Vanguard Blockader 

win for the player forcing it). At the beginning of the game, 
the first player sets up his or her pieces, other than the 
'Goal', in any arrangement in one of the three corners of 
the board, followed by the second player. After both sides 
have placed their pieces, the 'Goals' are placed with 
"carrier" pieces (explained below). The player setting up 
first, moves first, but setting up first is a disadvantage, as it 
conveys some of the strategic plans. 

The pieces are one 'Fencer', one 'Lancer', one 'Swift', 
two 'Fliers', three 'Vanguards', one 'Blockader' and the 
'Goal'. The moves of the pieces (see foot of page) are: 

'Fencer' (Fe): 1 to 3 triangles in any direction or 
combination of directions. 

'Lancer' (L): 1 to 3 triangles straight in any direction. 
'Swift' (S): 2 to 4 triangles in any direction or 

combination of directions. 
'Flier' (Fl): 3 to 6 triangles straight in any direction; 

can jump over all other pieces. 
'Vanguard' (V): 1 triangle in any direction. 
'Blockader' (B): 1 or 2 triangles in any direction; 

opposing pieces cannot enter or pass any of the three 
triangles next to a 'Blockader' (indicated by a bold 1 in the 
diagram), nor can a 'Blockader' move to a triangle 
occupied by or adjoining an opposing piece; opposing 
'Blockader' zones of control cannot overlap; one of the 
consequences of these rules is that 'Blockaders' cannot 
capture or be captured. 

The 'Goal' cannot move by itself, but it can be carried 
by a 'Fencer', 'Lancer' or 'Vanguard'; not by a 'Swift', 
'Flier' or 'Blockader'. The 'Goal' may also be left alone 
on a triangle. It may not come within the protection of a 
'Blockader'. When left alone on a triangle, it can be picked 
up again by any of the three pieces allowed to carry it; 
a 'Goal' alone does not pose an obstruction to the 
movement of any piece. 
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Beyond its appeal to Star Trek fans, Klin Zha has several 
things to offer to the chess variant enthusiast. Although 
fictional in origin, it is undoubtedly a play able chess 
variant in its own right; in my opinion even more so than 
the most famous fictional chess variant, Jetan. A piece like 
the 'Blockader' is not to be found in any other chess 
variant. But more importantly, the 'Goal', the actual 'king' 
piece, has the peculiarity of not being able to move by 
itself, but has to be carried by another piece. Another way 
of looking at this is that the 'king' piece, the piece that has 
to be captured to win the game, can change identity during 
the game. This makes for a very different kind of game. 

A sample game follows. Each triangle is indicated by a 
letter (A-I) for its row plus two numbers (1-9) for its two 
diagonals. The piece carrying the goal is underlined. 
A move carrying the 'Goal' to another triangle is indicated 
by +G; if it leaves the 'Goal' behind, it is shown as -G. 
Initial set-up (green men in capitals in the diagram): 

Green (Riann'on) Gold (Dax) 

V H67 / G69 / H79 Gl3 / H24 / 134 
S G47 H45 
Fe H68 G24 
FI G581I56 G35 /122 
B H56 H35 
L 167 F25 
G H67 Gl3 

2 3 4 5 6 7 8 9 

1 B(H56) - G57 {the goal is not under attack from the gold 
Swift as the Swift would have to pass through a Blockader 
field to get to it}, L(F25) • F37; 2 FI(156) • 123 {attacking 
early on}, V+G(G13) • H13; 3 FI(123) • 111, V+G(HI3) • 
H23 {carrying the Goal out of any Flier lines of attack for 
now}; 4 L(167)· 177, FI(122) ·144 (diagram at top a/next 
column) {setting up an exchange of Fliers to remove 
Green's threat}; 5 FI(I11) x 144, V(134) x 144; 
6 V+G(H67) • 167, S(H45) • 155; 7 FI(G58) • 156 
{blocking the gold Swift's attack}, Fe(G24) • F26 
{preparing the attack on the pinned green Flier}; 
8 Fe(H68) • H57 {the battle for control of the centre 
begins}, B(H35) • H45; 9 S(G47) x F26, L(F37) x F26; 
10 V+G(167) • H67, FI(G35) • F37 {remember the Flier 

2 3 4 5 6 7 8 9 

can jump over any number of pieces, including Blockader 
fields}; 11 V+G(H67)H68, L(F26) F25; 
12 V +G(H68) • H78, B(H45) • H46 {this position shows 
the effect of the Blockader-controlled triangles}. 

2 3 4 5 6 7 8 9 

13 L(177) • 166, FI(F37) • D38; 14 V +G(H78) • 178, 
FI(D38) • F58 {gold's crucial mistake}; 15 FI(156) x F58, 
L(F25) • G35; 16 FI(F58) x 155, L(G35) • 145; 17 FI(155) 
• G25, V +G(H23) • H13; 18 L(166) x 145, V(144) x 145; 
19 FI(G25) x 145, down to two Vanguards, gold resigns ... 

Instead of saying "checkmate", a Klingon announces his 
victory with "Zha riest'n, teskas tal tai-kleon." (A pleasant 
game, my compliments to a worthy opponent.) 

Several ways of playing of Klin Zha exist. Blind Klin Zha 
is the equivalent of Kriegspiel and in the 'Reflective 
Game' only one set of pieces is present on the board, 
moved in turn by the two players. On the Internet, Kevin 
Geiselman maintains the Authorized Klin Zha Homepage, 
which contains a lot more information on the game 
(http://www.fyi.net/-kordi te/klinzha. htrn). 
Most of the information in this article has been taken (with 
Kevin's permission) from this web-site; he can be 
contacted via e-mail atkordite@fyi.net. 

A shareware program, allowing people to play Klin 
Zha against a computer opponent, can be downloaded from 
http://hornetown.aol.com/TOMTOYS/index.htrnl. 
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Zillions of Games! by Fabrice Liardet 

Chinese Checkers 

While almost every chess player has 
at least one terrific playing program, 
most variant players are still seeking. 
It sometimes looks as if we have to 
content ourselves with some poorly
interfaced programs each playing a 
single variant, and some more user
friendly but terribly weak programs. 

This may change with the 
incredible Zillions of games, deve
loped by Jeff Mallett and Mark Lefler. 
It is a commercial program, for the 
moment sold only over the Internet on 
the Zillions web site (see the address 
below). This software seems to be the 
ultimate answer to our wishes. Not 
only is it able to play 56 chess variants 
(mostly interesting ones) but also a lot 
of other two-player games on nice
looking boards (see the screen shots 
above). (J hope these come out all 
right; the originals are coloured, 
which has created problems. - JDB) 
But the most stunning is still to come: 
Zillions plays all these games with the 
same playing engine! 

How is this possible? The program 
uses a reasonably simple scripting 
language especially designed to code 
game rules. It is then able to derive 
from these rules the evaluation 
function that it will use in its search 
for the best move. 

This means that Zillions is 
infinitely expandable. Users reason
ably familiar with computer pro
gramming can add almost any two
player board game they like, and the 
engine can then play the new game. 
Some games like Abalone have 
already been programmed, and are 
available on the Zillions web site with 

Checkers 

the latest releases of the program. 
This sounds a bit like a dream, but 

it actually works. Some testing seems 
to show that Zillions' playing strength 
is about 1900 in chess and probably 
about the same in most chess variants 
(as far as rating comparisons between 
variant chess and orthodox chess 
make sense), which is certainly very 
impressive. It must be said however 
that the playing engine seems to be 
fairly chess-oriented, and can appear 
out of its depth when playing games 
whose strategy differs markedly from 
chess strategy. For instance, the 
program uses a special (very strong) 
engine for playing Reversi, without 
which it would not even realize the 
importance of taking a corner square. 

Still, the achievement of this 
"universal gaming engine", as the 
authors call it, is undoubtedly a much 
closer step towards artificial intelli
gence than the widely publicized Deep 
Blue win against the world chess 
champion. 

Zillions offers a good interface 
(game listing, game saving, etc.) and 
also a facility to play on-line games 
with other players; as this requires 
fixing an appointment with the 
opponent and doing some tuning, I 
have not tested this feature yet. The 
help menu is somewhat incomplete, 
but all necessary technical support is 
provided on the web site. 

Here is a sample game I played 
against the program at Extinction 
Chess, giving it 15 seconds per move 
and using about the same myself. It 
gives a fair idea of its level of play. 
The program held the white pieces. 

«Picaria» 

1 Nf3 eS!? I don't know whether this 
pawn sac is sound or not, but it 
gains some time and opens the e-file 
for a Black rook. 2 NxeS dS 3 d4 Nf6 
4 Nc3 Zillions tends to expose its 
knights too early in the game. 4 ... Bh4 
S Nd3 Bxc3+ 6 bxc3 0-0 7 e3 Re8 
8 f3 Qd6 9 g4 Nbd7 10 a4 cS 11 gS 
NhS 12 Nf2 Nf4 13 BbS Ne6 
14 dxcS? After this the black queen 
becomes very active. 14 ... QxcS 15 c4 
d4 16 Bxd7+ Not 16 e4 ? d3+ 17.Nh3 
(17.Nxd3 Qd4#) Nxg5+! 18.Bxg5 
Nf8+ 19.Nf4 Qe3#, as Zillions points 
out! 16 ..• Bxd7 17 exd4 Qxc4 18 0-0 
Nf8 19 Nhl Rad8 : 

White's pOSition is a bit messy, and 
indeed he is already lost. 20 Rf2 This 
resists longest. 20 •.. Bc8 21 Rd2 Re3 
Now its 15 seconds were enough for 
Zillions to recognize defeat. 22 Nf2 
Rde8 23 Re2 Rxe2 24 Nhl Re1#. 

The program: 
Zillions of Games!, running under 
Windows 95198, 8MB RAM required, 
$29.95 + $10.00 shipping & handling. 

The address: 
Z#lions web site: http: / / 

www.zillions-of-games.com. 



Spring 1999 "ARIANT CHESS 31 Page 39 

Points from near and far 

What should we regard as a "chess variant"? From 
time to time, readers (most recently, Mike Pennell) raise 
the question: should established and widely played games 
like XiangQi and Shogi be regarded as "chess variants"? 
The answer is of course not; they are no more variants of 
chess than chess is of them, and I am not surprised their 
adherents take offence at any suggestion that they are. 
But if it is then asked whether they should be featured in 
VC, I would say, just as uncompromisingly, Yes. VC is a 
journal for players of ordinary "Western" chess who wish 
to broaden their horizons, and an acquaintance with the 
chess games of other countries is a natural and indeed 
important part of this process. To enthusiasts of these other 
games, I say: I apologize for the unfortunate connotations 
of our title and I realize the offence it may cause, but I still 
think your game has a place in our pages. 

Transcendental Chess (Encyclopedia of Chess Variants, 
pp 319-20, randomized chess by post with the right to 
transpose one pair of men on the first move). Ivan Dirmeik, 
a keen postal player who is trying to arouse interest in 
variants in the stony wastes of South Africa, asks me to 
print his wholehearted and unreserved recommendation to 
members to join in this game. The address to write to is 
TClLawrence 1502, 1655A Flatbush Avenue, Brooklyn, 
NY 11210, USA. I quote from his letter: "Max Lawrence's 
club is extremely good: he is very strict, but he does seem 
to be fair." 

Other people's postal tournaments. Paul Yearout, among 
others, makes the entirely reasonable point: instead of 
promoting our own postal tournaments and trying to drum 
up enough competitors to make them viable, should we not 
draw attention to tournaments already being run by others? 

Writing as BCVS secretary rather than as editor, I think 
we should do both. Some people prefer a local tournament, 
with not too many games to play and no international 
postal delays, and as long as there is a demand for such 
tournaments I shall be happy to see us promoting them. 
But yes, we should also draw attention what is available 
elsewhere, and in particular this means the Italian AISE 
(write to Alessandro Castelli, C. da Potenza 11, 62010 
Villa Potenza (MC), Italy) and the American NOST (John 
McCallion, 42-65 Kissena Boulevard (Apt. 324), Flushing, 
NY 11355, USA). I am not myself a postal player, but I 

understand that both offer an excellent range of activities. 
And of course there is also the possibility of play over 

the Internet, as outlined by Fabrice Liardet in VC 30. 
Truly, the keen player is embarrassed for choice! 

What's in a name? Miss E. L. Webster, whose father 
contributed to Fairy Chess Review in the 1940s, has sent 
me the men which he and his brother made to represent the 
composite pieces R+N and B+N: two squat and sturdy 
rooks with knights' heads which they called "Wardens" 
(they are fearsome-looking beasts which would terrify any 
intruder) and two knights with bishops' mitres which they 
called "Abbots". These names seem far better than the 
colourless "Empress" and "Princess" standard for so long; 
what a pity these are too entrenched for change. 

The "advantage" of the exchange at Extinction Chess 
(see VC 29 P 6). Fabrice Liardet has sent me the score of a 
game he won at Messigny last year which bears on this 
point. Play went 1 e4 d5 2 exd5 Qxd5 3 Nc3 Qa5 4 a3 
e5 5 b4 Bxb4 (see diagram on left below) 6 axb4 Qxal 
7 Bc4 Nf6 8 Ba2 0-0 9 Nge2 Rd8 10 Bc4 Nc6 11 b5 
Nd4 12 0-0 Nxe2 13 Nxe2 Rd4 and White resigned 
(see diagram on right). This was a five-minute game 
reconstructed from memory, but he thinks it correct apart 
perhaps from the last two or three moves. 

Fabrice gave no notes apart from a question mark after 
8 Ba2, and I asked him about the sequence 5 ... Bxb4 6 axb4 
Qxal: was White mad, or was Black? He replied, 
"Although winning the exchange is usually bad, I think this 
particular opening favours Black. White underestimated 
the effect of the pin on the first rank, and also the rapid 
arrival of the Black rook on the d-file" (my translation). 
We may notice that it is the bishops which White finally 
loses, even though he still has both when he resigns. 

Stan Goldovski 

Stanislav ("Stan") Goldovski died in January, from cancer. 
A most pleasant and talented young man, he can only have 
been in his middle twenties. 

Stan was born in St Petersburg, but moved to KOln 
around 1992. He was a student of computer science and an 
enthusiastic player of Losing Chess, and his competence in 
both fields was shown by the performance of his program 

Giveaway Wizard against the assembled experts at Geneva 
in September (see VC 30 pp 20-21). If any reader wishes to 
perform a small act of remembrance, I suggest getting out 
a board and playing through this game; a program which 
can find a move like 11 ... b5 is a formidable opponent. 

Our deepest sympathy to Tatjana, and to his family. -
JDB 
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Magnetic Chess by David Pritchard 

This is probably the best variant of the 
decade and is almost certain to 
become a favourite. But don't take my 
word for it; here is John McCallion, 
boardgames editor of GAMES mag
azine: 'the most exciting concept I 
have seen in ages'. Magnetic Chess 
has three claims to fame: unlike the 
usual variant, it is not contrived but 
is governed by a simple scientific 
principle; it is highly original; and 
games are never less than exciting. 
It must surely, too, be a wonderland 
for composers. 

A primary principle of magnetism 
is that unlike poles attract and like 
poles repel. This is the essence of 
Magnetic Chess. On the conclusion of 
a move, pieces or pawns of either 
colour nearest to the piece moved and 
on the same rank or file (but not 
diagonals) are affected. Hostile men 
are attracted to the square(s) adjacent 
to the moved piece and friendly men 
are repelled to the farthest vacant 
square(s) along the rank or file. The 
kings are not affected nor do kings 
attract or repel when moved. Shielded 
men also are not affected. There is no 
e.p. and a pawn repelled to the first or 
second rank retains a two-square 
move option. Castling magnetizes the 
rook. 

A simple example: place a WBal, 
WPc4, WRd8, WNd6, WKd2; BQg4. 
If White now plays Bd4, the Q is 
attracted to e4, the P is repelled to a4 
and the N to d7, whilst the K is 
unaffected. Notice that if the K was on 
d3 the move would be illegal as it 
would put the K in check. Of course, a 
move may result in no man being 
affected, or perhaps just one man. It is 
as simple as that. 

, The effect on play is extra
ordinary. For example, if White opens 
an orthodox d4 or e4 this attracts the 
corresponding hostile pawn and 
passes the initiative to the second 
player. Although not strictly 
necessary, hereon I give the moves of 
magnetized men in parentheses. 

Another, slightly more compli
cated example (diagram at top of next 
column). White (to play) could try 
I Qhl (Bgl-d1) Qd2+ 2 Kbl when 

Black cannot play 2 ... Nc3 (f3-h3)+ 
since this would expose the black king 
to check. After 2,..Qxdl (Qhl-el)+ 
3 Qxdl (Rd8-d2) Rxdl+ 4 Kc2 Rd7 
White must play Rf8 (f3-f7) to 
prevent Black queening with ... Rf7 
(f3-f1=Q). Notice that Black cannot 
play 1 ... Rxh8 since this would attract 
the WQ to h7 giving check. White 
could instead play I Qd6 (Rd8-d7, 
Qd3-d5, b6-a6)+. The Q, thrice 
attacked, is immune from capture 
since this would draw the pawn from 
a6 to c6 and the king would still be in 
check. But alas it is not checkmate as 
Black has 1...Qc6 (a6-b6)+ and after 
2 Qxc6+ Kxc6 White will have to 
play 3 Rf8 (f3-f7) or Bf2 to stop the 
pawn queening. Notice that the pawn 
a5 stops Black having the defence 
1 ... Qa2 or Na3. 

Magnetic Chess was invented by Joao 
Pedro Neto and Claude Chaunier at 
the end of 1996 but with the 
stipulation that there was no check etc. 
and you won by capturing the 
opponent's king. The game was first 
published as far as I am aware in Hans 
Bodlaender's Chess Variant pages on 
the Internet. Jim Aikin of NOST 
modified the game by reverting to 
orthodox chess (i.e., checkmate the 
king to win) and I admit to preferring 
this version. Here is an example of 
play from a recent correspondence 
tournament. The game was won by 
Tony Gardner who also won the 
tournament. 1 Nf3 (f7-f4) Nf6 2 a4 
(a7-a5, f4-b4) c5 (c2-c4) 3 b3 
(Nf3-h3) Ng4 (g2-g3, c4-f4, g7-g8)? 
4 Bb2 g7 5 f3 (b3-a3, f4-f7)+ Kxf7 
6 Ng5 (g7-g6, c5-f5)+ Kg8 7 Bxh8 e6 
(e2-e5, g6-h6) 8 Qb3 hxg5 9 Ba6 . 
(Ra8-a7, e6-b6)+ Kxh8: 

10 Be2 (d2-a2, e5-e8=Q)!! Resigns. 
A pretty finish. If 1O ... Qxe8 (Be2-e7, 
Bf8-g8) 11 Qb2 (b4-b3)+ Nf6 (b6-a6, 
f5-f4) 12 Qxf6 (a6-e6, f4-f5)+ Qf8 
(Qf6-f7) 13 Bf6+. However, after 
1O ... Qf6 (b6-a6, f5-f4) or Nc6 (b6-a6) 
the ending is not altogether clear, at 
least to me, but then it rarely is in 
Magnetic Chess which is part of the 
beauty of the game. 

A reversal of fortune is a common 
occurrence as in this encounter 
between the inventors, won by Neto 
(checks abolished): 1 Nf3 (f7-f4) Nf6 
2 Nc3 (c7-c4, Nf3-h3) e5 (e2-e4) 
3 Bxc4 (Bc8-c5) Ng4 (g2-g3, g7-g8) 
4 Qxg4 (g3-gl, g8-g5) h5 (g5-f5, 
Nh3-h4) 5 exf5 (Bf8-f6, h5-g5) gxh4 
(h2-h3) 6 Qg6 Ke7 7 Qf7 Kd6 8 Nb5 
(b7-b6, b2-bl) Kc6 9 Qd5 (d2-dl, d7-
d6) Kd7 10 Qe6 (10 Qb7 Ke8 11 Qf7 
(a7-e7) gives the king a flight square!) 
Kc6 11 Bd5 Kxb5 12 a4 (f4-b4, 
a7-a5) Ka6 13 g2 (f2-d2) Qe7 14 Bc4 
(h4-d4) Ka7 15 Qxe7 (e5-e6) Bxe7 
(e6-e2) 16 Rgl (g2-g8=Q) exdl=Q 17 
Kxdl Rxg8 (Rgl-g7) 18 Bxg8 (Nb8-
f8, Rg7-g1) Bh4 (d4-c4)! 19 Rg4 
(c4-f4) Bg3 20 Rg7 (Bg3-g6) Kb8: 

21 c3 (Bc5-c4) Bxf5 (f4-f1=Q) wins. 
White has no good defence. If 
21 fxg6 (d6-f6) f5 (f4-f1=Q) and 
21 Rxg6 (d6-f6) b5 (b4-b2, Bc5-e5)! 
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Review page: games, books, computer programs ... 

This is only a part of our review 
material this month, because the 
computer program ZiUions of Games, 
brought to my attention by Fabrice 
Liardet, seemed to demand a full-page 
article rather than a half-column 
review. I therefore suggested to 
Fabrice that he devote his "Letter 
from Hyperspace" to it, and there is 
no "computer" section on the present 
page. In the same way, Magnetic 
Chess seemed both to David Pritchard 
and to me to deserve the full-length 
article which appears opposite. 

Games are normally reviewed by 
David Pritchard, other items by 
whichever of our contributors appears 
to be most expert in their particular 
field. Unattributed reviews are by the 
editor. Material for review may be 
sent to any member of the editorial 
team. 

Games by David Pritchard 

Kilyow. This is a shogi variant 
meaning The Dominion Game. Usual 
shogi pieces and setup but names and 
some moves changed. The lance is 
now Blue Bay and has the option of 
moving laterally on its first move 
only. The knight is called Red Fire 
and appears to be an orthodox shogi 
knight. The silver general is renamed 
White Phoenix and moves as its shogi 
equivalent but can also advance two 
squares. The gold general (Black 
mountain) seems to be orthodox. The 
pieces promote respectively to Eastern 
Spring, Southern Summer, Western 
Spring, Northern Winter (I am not 
sure why as they all seem to have the 
same move: one square in any 
direction except straight backwards). 
The bishop (Eternal Camp) is 
conventional except that it can also 
move one square straight forward as 
well as one square sideways on 
promotion (Phoenix Reply). The rook 
(Heavenly Camp) is also orthodox and 
can move additionally one square 
diagonally forward on promotion to 
Dragon's Reply. The Pawn (Samurai 
Origin) is a western pawn and 
promotes to Great Official (gold 
general). The piece descriptions sound 

fanciful to us but not, I suspect, to the 
Japanese. Rules on capturing and re
entering are not clear. All of which I 
owe to Peter Blommers who kindly 
sent me details. It is always difficult to 
evaluate strategy games like this 
without in-depth testing so I won't 
attempt an opinion. However, it is 
clear that the pawn move alone would 
invalidate all known shogi openings 
and the lance's usefulness IS 

considerably enhanced. 

Books 

Reform Chess by Laszlo Polgar 
(Konnemann Verlagsgesellschaft 
mbH, no price given). From David 
Pritchard: "This large, handsome, 
heavy (over one-and-a-half kilos) 
volume is a sort of corollary to the 
author's Minichess reviewed in VC 
20. It is orthochess confined to four 
specific board sizes: 8x6, 5x8, 9x6 
and 6x8. For each board the reader is 
offered a symmetrical and asym
metrical starting position with move 
adjustments (eg to castling) where 
necessary. 

"The book has virtually no text. 
Instead there are some 2,650 
diagrams; roughly 2, lOO for the 8x6 
board, and 550 for the other three 
configurations. About a quarter are 
game positions and the rest problems, 
all with solutions. Most of the game 
positions are fairly simple, which is 
clearly the author's aim (easier-to
learn chess, simpler and quicker to 
play). All but a few of the problems 
and studies which make up almost 
three quarters of the book could 
offend the purist. Turning over the 
pages is a walk through the halls of 
fame: Stamma, Baird, Loyd, Kubbel, 
Shinkrnan, Rinck - the list of well
known composers would fill this page. 
Clearly the author has trawled all 
those problems that can be 
accommodated without alteration 
within his chosen board sizes. 

"A board, adaptable to all four 
sizes, and a push-out set of chessmen 
accompanies the book. A collector's 
item but of little value to serious 
variant players." 

International XiangQi Tournament 
1998 by Peter Wood. £4 plus postage 
from the author at 39 Linton Road, 
Hastings, East Sussex TN34 ITW. 
From Paul Byway: "This is an A5 
booklet of 35 pages, contents, list of 
competitors, crosstable and an inform
ative and well written preface. Many 
such booklets are produced on matters 
chessical, but this is the highest 
quality production of this type that I 
have seen. The tournament took place 
at the 2nd Mind Sports Olympiad: 
super-Grandmaster Liu Da Hua and 
twice Ladies World Champion Hu 
Ming headed a very strong field. By 
dint of hard work Peter managed to 
rescue more than half the game scores, 
recorded here in Chinese descriptive 
notation in the style of XiangQi 
Review. I know the care that went into 
this because Peter managed to rectify 
one of my mangled game-scores! 
Recommended. " 

(If you are unfamiliar with des
criptive notation, an algebraic crib to 
the game on page 13 of the book will 
be found in this issue of Vc. And 
without detracting in any way from 
Peter's achievement, I do find it extra
ordinary that the organizers of a tour
nament involving some of the world's 
leading players did not require game. 
scores to be kept and handed in, and 
that the production of anything 
approaching a tournament book was 
left to private enterprise. - JDB) 

Long days in Lakeland by Ronald 
Turnbull (Grey Stone Books 1998, 
ISBN 0-9515996-7-4, £17.95 from 
your local bookshop). Should we 
review non-chess books by our 
columnists? Possibly not, but he who 
is good at one thing is often good at 
another (one of my predecessors as 
RCM endgame study columnist was a 
world authority on Persian carpets) 
and those who share my taste for 
Ronald's gently piquant phrases will 
find that hill walking giVes even more 
scope for his literary skills than does 
chess. £17.95 is not cheap, but it buys 
192 large pages with proper covers, 
good writing, and some nice pictures; 
there is much to be enjoyed here. 
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Peter Wood's column for VC 30 
originally included the game between 
Hu Ming and Liu Da Hua in the 1998 
MSO tournament, but I held it over 
hoping to get some explanatory notes. 
This has proved harder than expected 
(I suspect people felt as I would if 
asked to annotate a Kasparov game), 
but Paul Byway has kindly supplied 
some with the rider, "I would want to 
add a note saying that I would be 
happy to stand corrected by a more 
expert player." Thank you, Paul; point 
taken. 

I am devoting the whole of this 
month's column to the game; as Paul 
says, it's not every day we have two of 
the world's best players on our door
step. It is in algebraic notation; if you 
prefer descriptive, get Peter Wood's 
tournament book (see page 41). - JOB 

Red: Hu Ming; Black: Liu Da Hua; 
Mind Sports Olympiad, London 1998, 
round 4. Brief notes by Paul Byway. 

1 c4-c5 Cb8-c8 
2 Ch3-e3 BgO-e8 

Pawn versus Short Cannon Opening: 
I could find no example of 2 ... Bge8 in 
recent issues of XiangQi Review, but 
2 ... Bce8 3 Ng3 c6 4 Rhl cxc5 5 Na3 
is quite common. 

3 Nbl-a3 
4 Ral-bl 
5 Nhl-g3 

NbO-a8 
RaO-a9 

Interesting that Red declines to win 
three pawns with 5 Cxe7+ Gde9 
6 Cxa7 Rd9 7 Cxg7. 

5 
6 
7 
8 

Ril-hl 
Gdl-e2 
Cb3-d3 

Ra9-d9 
a7-a6 
GfO-e9 
Rd9-d6 

Black persists in offering the centre 
pawn for more active pieces - and Red 
declines. Accepting the pawn is 
thought to favour Black. 

9 e4-e5 c7 -c6 
10 Rhl-h5 NhO-f9 
11 e5-e6 e7xe6 
12 c5xc6 Be8xc6 

12 ... Rxc6 13 Cd9 looks embarrassing. 
13 Rh5-f5 RiO-fO 
14 Rbl-b4 Bc6-e8 
15 Cd3-c3 Na8-c7 

Activating the knight. 
16 Cc3xc8 Ch8xc8 

o 
9 

8 

7 

6 

5 

4 

3 

2 
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XiangQi 

abcdefgh 

17 Ce3-f3 e6-e5! 
18 Rf5xe5 

Discretion. Red would not enjoy 18 
Rf7 Nd5 19 Rd4 Rc6 and she cannot 
even win the knight (20 Cxf9 Cc9). 
Black has emerged from pressure with 
a secure position and better knights. 

18 Nf9-h8 
19 Re5-e4 g7 -g6 
20 Cf3-d3 RfO-f6 
21 Bgl-e3 Rd6-d5 
22 Re4-e7 Rf6-c6 
23 Rb4-e4 i7-i6 
24 Re7-h7 Nh8-g0 

Black has pinned back the Red 
knights and activated his own rooks. 
Now it's time to improve the co
ordination of the Black knights. 

o .'~I~.-"""""'" 
9 

8 

7 

6 

5 

4 

3 
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25 
26 
27 
28 

a b c d 

Rh7-e7 
Re7-e5 
Re4xe5 
Re5-e4 

e f g h 

NgO-f8 
Rd5xe5 
Nc7-e6 
Cc8-c7 

This is very instructive. Keeping 
everything tight, Black now improves 
the cannon's prospects. 

29 Cd3-d5 Cc7 -g7 
30 Ng3-hl Cg7-i7 
31 Nhl-g3 Nf8-h7 
32 Cd5-e5 Nh7-f6 

Spring 1999 

33 Re4-b4 Ci7-g7 
Putting pressure on the left wing now. 

o 
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a b c d e fg h 

34 Rb4-f4 Nf6xg4 
35 Ng3-i2 g6-g5 
36 Ni2-h4 Cg7 -e7 

The Red cannon is pinned. 
37 Na3-c4 Ce7 -c7 
38 Nc4-b2 Rc6-c2 

Switching back to the right and cram
ping the knight: Nimzovich would ap
prove of Black's manoeuvring skills! 

o 
9 

8 

7 
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39 Nb2-c4 Cc7-b7 
40 Nh4xi6 

a b c d e f g h 

40 Cb7-b4 
41 Nc4-d6 Cb4-bl+ 
42 Ge2-dl g5-f5 
43 Rf4xg4 f5xe5 
44 Rg4-c4 Rc2-d2 

Black breaks into the palace by 
threatening to win a knight. 44 Rb4 
looks better, but 44 ... Cal 45 Rb1 Ca2 
(threat ... Rc6) keeps the initiative. 

45 Nd6-b7 Rd2xdl+ 
46 Kel-e2 e5-f5 
47 Nb7-c9+ KeO-fO 
48 Rc4-h4 

This isjust too slow! 
48 Ne6-d4+ 

and Red resigns (49 Kf2 Rxfl mate). 
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The End Is Nigh! by Paul Byway 
20 The Finches, Hertford, Hertfordshire sa 13 7TB 

Alice Chess 

I fancy this is the first time that Alice 
Chess has featured in the column. 
I must draw your attention to #268 on 
page 30 of VC 30. The set mate is a 
reflection of the actual mate and the 
solution requires that the initial 
position be reflected. Nothing could 
be more thematic! 

Here is another pleasant result of 
discussions between John Beasley and 
Ronald Turnbull on this topic. John 
tells me it will appear in an article 
Ronald has written for diagrammes. 

#55 Alice Chess 

It's White to play and win, and board 
B is empty. Moves made on board B 
will be given in italic. 

1 
2 
3 
4 
5 
6 
7 
8 
9 

a2-a4 
a4-aS 
a5-a6 
Kc7-b6 
a6-a7+ 
KM-cS 
a7-a8Q 
Qa8-a7 
Kc5-d6 

Ka5-a6 
Ka6-a7 
Ka7-a8 
Ka8-b8 
Kb8-a8 
Ka8-b7 
Kb7-c7 
Kc7-c8 
mates 

An idea: put a White pawn at e5/A 
and a Black king at h51B and we have 
a reciprocal zugzwang. Can anyone 
make a study out of this? 

Bughouse Chess 

Every year the Hertford chess club 
holds a Christmas handicap tour
nament. At the last one, after the 
serious fun was over, I found a couple 
of youngsters playing Double 
Bughouse chess: two pairs play, one 

of each pair taking Black and the 
other White. Anything you capture is 
passed to your partner to be 'dropped' 
on his board. So if you are threatened 
by mate, and have time in hand, you 
can wait until your partner captures 
the piece you need for your defence. 
This was played as 5-minute chess!! 

Now Fabrice Liardet sends an 
ending composed with Chris Ferrante, 
who has a Bughouse site on the 
Internet. 

#56 Bughouse 

White has a pawn, and Black has a 
bishop, in hand. 

Fabrice gives the winning plan as 
follows:-

First White wins the Pa2, then 
forces Kd7,Ne6 and then drops the 
pawn on b7 or g7, depending on the 
position of Black's king. This forces 
Black to drop his bishop, which is 
then cut off from the queening square. 
An early bishop drop is always losing, 
unless Black can win the knight and 
promote his pawn quickly, because 
White will drop the pawn on the 7th 
rank and the same colour as the 
bishop. The first part goes as follows:-
1 Kf4 Ke2 2 Ke4 Kd2 3 Kd4 Kdl 
(Bc3+ 4 Kc4 Bxal 5 Kb3) 4 Kd3 
Kcl 5 Kc3 Kbl 6 Kb3 and Black 
must leave because of Kxal? 7 Kc2! 

The rest is easier. 

Competition 7 

In the following position from Italian 
progressive, it's Black to play and 
mate in six. As a follow up, reverse 
the colours and find at least one mate 
in six for the (new) Black and at least 

#57 lan Richardson 

one mate in seven for White: one 
point for each mate found. 

#58 JDB-PVB (corr.) 

This comes from a discussion of the 
DO).lble Dutch defence and arises after 
1 d4 2 f5, Nf6 3 Nc3, Ne4, Nxf6+ 
4 exf6, Kt7, Qe8, Bb4+ 5 Bd2, Bxb4, 
e4, Kd2, Bc4+ Now what should 
Black play? 

Solutions to competition 6 

#53a I Ra!! (I d4? h2 2 Rd2 hlK! or 
2 Rd3 hIN!) h2 2 Ra4 hlB (hlN 3 Ra5! 
or hlK 3 d4 Kg2 4 d5 Kf3 5 Ra!! Kf4 
6 d6 Kf5 7 d7 Ke5! 8 Rbl and promotion 
to rook or bishop) 3 Ra8 Bxa8 4 d4 wins. 
#53b I c4 I Ral g2 2 Ra4 giB or I Rdl 
g2 2 Rd4 glK) g2 2 Rc2! (2 Rc3? giN! 
3 Rei Nf3 4 Rc3 NgI) glK (giN 3 Re2 
Nxe2 4 c5, 5 c6, 6 c7, 7 c8N) 3 Rh2 Kxh2 
4 c5, 5 c6, 6 c7, 7 c8R wins. 
#54 I Ne2! Ncl(Rd4 2 Nxd4 Nb2 3 Nc2! 
and 4 Nxal) 2 Nxcl and now Rb3 3 Nxb3 
or Ka2 3 Nxa2 winning in either case. 

The scores are now:-

lan Richardson 20 
FredGalvin 15 
David Pritchard 11 
Ronald Turnbull 5 
Stefano Bruzzi 2 
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Dragons and scorpions by Ronald Turnbull 

A Scorpion is a King with the added 
power of a Grasshopper (moves along 
a Q-line to the square immediately 
beyond some other piece of either 
colour.) A Dragon is a Knight with the 
added power of a pawn. A nice name 
isn't necessarily the making of a new 
chess piece - but it helps. In the Chess 
Variant "Sting", Kings are Scorpions. 
Problem 1 certainly has a sting in it! 

l-RT 

Sting (kings are scorpions); mate in 3 

With orthodox kings, 1 is solved 
by 1 Kb6 Kb8 2 e7 Kc8 3 e8Q. With 
Scorpions this doesn't work as bK 
escapes by 3 ... Kc3! But we find a new 
and surprising solution: 1 Kb6 Kb8 
2 Ba6 Ka8 3 Bb7! (The sole function 
of wP now is to stop the cook 1 Be6.) 

2 - Ian RICHARDSON 

Sting; helpmate in 4~, 2 solutions 

I am grateful to lan Richardson 
for that bare-bishop mate, which he 
exploits in a helpmate: the two sides 
collaborate, White starting and mating 
on move 5. The solutions take us to 
opposite corners of the board: 1...Kg3 
2 Ke7 Be2 3 Kel Bfl 4 Kgl Bh3 
5 Khl Bg2 and L.Bc8 2 Kb8 Bd7 
3 Ka8 Kc74 Ka7 Bc8 5 Ka8 Bb7. 

Ian also offers 3, where it is hard 
to see how White can make any use of 
his pawns. Here Black starts, as usual 
in helpmates, and helps White mate on 

move 3. 3 is an original for solving. 

3 - lan RICHARDSON 

Sting; helpmate in 3, 2 solutions 

Sting is being played as I write. 
The main strategic issue will be in 
deciding when to deploy the Scorpion 
as an aggressive piece. Some endgame 
wisdom will turn into folly, though 
much will remain sound. In 4, play 
starts crudely as 1 Rf6+ gains the 
Queen. White's 6th move is the 
climax. This also is for solving. 

4 - Ronald TURNBULL 

Sting; win 

The Dragon combines the moves 
of Knight and Pawn: a dragon on rank 
1 or 8 moves simply as a knight. (A 
dragon cannot be taken en pass ant.) 

5 - T R DA WSON (version RT) 

Dragons (no wK); mate in 4 

The Dragon was invented by T. R. 
Dawson, and 5 is adapted from one of 
his ideas. With Black to move, White 

mates at once: I...KhS 2 DRxg6. So to 
solve, the Dragon must make a move 
that doesn't change its square-colour: 
a pawn-two. 1 DRd3 Kh8 2 DRf2 Kh7 
3 DRf4 etc. lan's 6 (for solving) 
should now prove fairly simple. 

6 - lan RICHARDSON 

Dragons; helpmate in 2~, (b) wK bS 

"Ravage" would be the variant 
with Dragons for Knights. In the 
opening, they come into play at once, 
with devastating effect. In the middle
game the Dragon is superior to a 
Rook. But in the ending, it is weaker -
so winning rook for dragon is bad 
now, but gives an endgame advantage. 
The ending K+Dragon vs King is a 
draw. However, there is a win from 7. 

7-RT 

Dragons; mate in 8 

Answer on p 48, instructive if not 
exciting. I had intended to finish with 
a composite DR+S problem, but it 
proved unsound. My thanks to Mark 
Ridley for providing S at short notice. 

S - Edgar HOLLADA Y 
Kennst du die Bibel? 1966 

Dragons; helpstalemate in 2, 3 sols 

------------------------------
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rurbulent priests by Peter Fayers 

"Who will rid me of this turbulent 
priest?" King Henry 11 is reputed to 
have said back in the twelfth century, 
referring to the then Archbishop of 
Canterbury, Thomas A'Becket. 

Some of his knights took this for a 
non-too-subtle hint, and went and 
murdered the unfortunate cleric in 
Canterbury Cathedral; not what the 
King had really intended at all. At 
least, if we are to believe that well
known authority on medieval English 
history, Hollywood. 

Nonetheless, we can see the 
King's point of view. In those days it 
was difficult enough to rule a nation in 
any case - particularly one so unruly 
as the English (things haven't changed 
much) - that the monarch has a right to 
feel a bit miffed if the church prelate 
starts getting in his way instead of 
helping. 

Which brings us to chess 
problems, and a particular fairy idea 
that has interested me ever since I first 
sat at a chessboard - why should 
bishops be restricted to squares of one 
colour? 

I have been experimenting with 
fairy forms that enable bishops to 
change coloured squares. Specifically, 
the black King is mated in a corner by 
a bishop on the long diagonal, with 
one or both of his flights blocked by 
friendly bishops, where at least one, 
and preferably all three bishops have 
had to change parity to achieve this. 

. 1- Peter FA YERS 

Magnetic Chess; series helpmate in 6 

1 uses Magnetic Chess (see page 
40). If I told you that, after six black 
moves his King is still on a I, and 
white mates by Bd4!, you would find 
it difficult to believe. But watch what 
happens as black marches his f-pawn 

down the board. 1 f6 draws the wP 
over to block the upcoming check on 
the a2-g8 diagonal. 2 f5 3 f4 send the 
two black pawns over to the a-file out 
of harms way. 4 f3 gets the wB onto 
dark squares, and 5 f2 and 6 fiB 
sends the black bishops over to block 
in the monarch. 

All 3 bishops have changed 
square-colour for the desired effect, 
and now 6 ... Bd4#. Note the promotion 
to B is forced; if (eg) 6 fiN Bd4+; 
7 Nd2 (Bd4-d3) defends. 

2 - Ronald TURNBULL 

Circe Parrain 
Helpmate in 2V7, two solutions 

Now some for you to solve. 
In Circe Parrain, a captured unit is 
not reborn immediately, but only 
after the next move - it is reborn a 
distance from its capture square 
equivalent to the length and direction 
of that move. 

Were White to start 1 Bxf6, the 
forced response Ka7 would cause the. 
black Bishop to be reborn on f5, 
giving check. 

3 - Peter FA YERS 

Actuated Revolving Centre 
Helpmate in 2V2 

An Actuated Revolving Centre is 
the group of squares de45, which 
forms a turntable and revolves 90° 
clockwise, with all its occupants, 

whenever a unit moves on to or off it. 
1 ... Be5 puts wB on e4, giving check; 
2 Be5 moves wB on to d4 and puts bB 
on e4, and now it is wK in check. 

4 - Ronald TURNBULL 

Messigny Chess; series helpmate in 6 

In Messigny Chess a player may, 
as his turn, swap over any two units of 
the same type but opposite colours. 
These may not be immediately 
swapped back by the other player. 

Black may create immediate 
turbulence by swapping the Bishops 
over straight away, leaving wB on d7, 
bB on d8. 

5 - Peter FA YERS 

Vertical Mobius Strip 
Helpmate in 1 V7, duplex 

A Vertical Mobius Strip is like a 
Vertical Cylinder, except that the 
board is given a half-twist first so a3 
is adjacent to h6, etc. In 5 Black could 
start 1 Bg5 (via a2 & h6). 

(This doesn't quite tie in with the 
precise definition of a "Turbulent 
Priest" problem, as there are . no 
corners for the bK to be mated in, and 
all the diagonals are of equal length. 
But the principle is the same!) 

Problems 2-5 will count for ladder 
points (answers next time). Please 
send solutions and comments to 
Ronald in the usual way. - JDB 
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Problem pages by Ronald Turnbull 
Highland Cottage, Gatelawbridge, Thornhill, Dumfries and Galloway DG3 5EA 

For the next issue or two, I'm trying to 
tempt those who are principally over
the-board players. I'll be trying to 
offer problems that are lucid, cleanly
constructed, without the more devious 
tricks that problemists delight in. 

Berolina Pawns move diagonally, 
capture straight. So a White BP on a2 
could move to b3 or c4, capture on a3, 
and be captured en passant at b3 by a 
Black BP on b4. According to David 
Pritchard's Encyclopedia, this leads to 
lively and interesting games with few 
draws. In endings with two pawns, 
one or both will usually promote. The 
study is by Em Lasker, no less. With 
ordinary pawns, 1 Qd3 wins at once: 
the Berolina solution is at the end. 

1 - Emanuel LASKER 
Funkschach 1926 (v?) 

Berolina, White to play. Can he win? 

While I was in the Encyclopedia 
I came across this neat demonstrator: 

2 - Cedric L YTTON 
Encyclopedia of Chess Variants 1994 

Berolina, mate in 2 

The keymove.l Qf2 unpins bR, 
but sets up mates using all five moves 
of the Berolina Pawn: Rf5tRe5/Rxd3! 
Rc5IRd4+ 2 BP to f4!e3!xd3!c31b4. 

277 is for ladder points. Mate in 8 
is an intimidating prospect, but here 
the bK must be kept under close 

~-------

control in the corner. Beginner and 
expert alike are invited to send me 
their solutions, with comments, by 1st 
May. 

3 (277) - Ronald TURNBULL 

Berolina, mate in 8 

In Circe, a piece captured is 
'reborn' on its game-array square. Rs, 
Ns on the square of same colour as 
capture-square, Ps on the same file. If 
the rebirth-square is occupied, the 
piece leaves the board as in orthodox. 

The best problem variant lets us 
carry over instincts and prejudices 
from orthochess, while allowing those 
instincts to be frequently confounded! 
Circe is such, and has been con
tinuously entertaining for thirty years. 

4 (278) - Ronald TURNBULL 

Circe, mate in 2 

In diagram 278, Black is in stale
mate: 1...Kxh6?? is illegal self-check 
after rebirth of wB on cl. 1 Rh4+ isn't 
mate as the wR, captured on a dark 
square, is reborn on al. If you can't 
solve this in five minutes, I, as column 
editor, am completely out of touch. 

Diagram 5 solves by 1 Rg7 (no 
threat). 1...Rh6 etc 2 Ra7. 1...Rxh7! 
Bxh7 (wR reborn a1) 2 Be71Bb2. 
Diagram 6 is not so simple, but the 
name assures its quality. Do give it a 
bash if you're feeling confident. 

5 - Michael MCDOWELL 
The Problemist Supplement 1992 

Circe, mate in 2 

6 - Norman MACLEOD 
Prize, BCM 1980-2 

Circe, mate in 2 

The keymove 1 Bg4! vacates 
rebirth square of wQ and so threatens 
2 Qa3 (2 ... Rxa3?? now self-check 
after rebirth.) But White is not 
threatening mate by moving the Bgl: 
Black can reply by capturing wNc3! 
Black defends by attacking b3, for a 
capture will stop mate by putting the 
pawn back on b2. Alternatively, by 
capturing Nc3 to create a flight on bl. 
1 ... Nc5!e5IRxc3IBxc3 2 Bd4IBc5! 
B*b6(bPb7)IBf2. (Note: check is only 
assessed after all new rules have been 

. applied. In the diagram, add bRh8: 
White may play 1 Kxh4( +bPh7), 
without self-check.) 

7 (279) - Ronald TURNBULL 

Circe, mate in 2 
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Diagram 279, for ladder points, 
has a "give-and-take" key: an obvious 
advantage for White but also an 
obvious disadvantage. 

In Andernach Chess, a unit that 
captures changes colour (not Kings). 

8 - John RICE 
The Problemist Supplement 1992 

Andernach, mate in 2 

Key 1 KgS! threatens 2 Ng7. 
Simple defenses by capture: 
l...Rxf5=wR/Bxf5=wB give mates by 
the new piece 2 RfSlBg6. 
1...Rxb7=wR gives 2 RbS and, more 
subtly, 1...Qxb7=wQ gives 2 QcS (as 
2 ... RxdS=wR?? doesn't avert the 
mate.) The mechanism with the wB is 
called "half-pin". 

9 - M. CAILLAUD, C. POISSON 
1 Pr Andernach 1993 

Andernach, mate in 6 

A mate-in-six is usually 
unpleasantly tough, but not this one, 
which shows Andernach strategy. wQ 
cannot bash through to get at bK, so 
one of the Black blocks must be 
upgraded so that it can move away. 1 
Qe4 c5 2 Qel e4 3 bS=R e3 4 Rb3 e2 
5 Rxg3=bR! R any 6 Qg3 mate. Black 
rook cannot capture back because of 
self-check. Play after 1...c6 is given at 
the end. 

Sorry the originals are all by me: 
composers sent me no directmates at 
all. There are more originals in the 
articles on Scorpions & Dragons (all 
but the last being moderately easy) 
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and on Turbulent Bishops (tough, for 
the experienced). Also for the 
experienced is the following Eureka: 1 
b7 threatens 2 aSB. Black's only 
defence, a pawn-move, is followed by 
2 a8N. (These moves exclude 
consequences such as rebirths.) What 
fairy form? Note that the Eureka in 
VC 30 was mate in two - sorry. I'll 
credit ladder point to solvers who re
do this before turning to the VC 30 
solutions below. Composers: VC 32 
will have some series movers, maxi, 
grasshoppers, nightriders. 

10 (280) - EUREKA! 

Mate in 3 (see text); what rules? 

Solutions. 1 (Lasker): White wins by 
Qdl Kg3 2 Qhl and now wK can 

approach - 2 ... Kf4 3 Kb7 Ke3 4 Qdl etc. 
9: I Qe4 c6 2 eS=B cS 3 Qe2 e4 

4 Bc6 e3 S Bxg2=bB! B any 6 Qg2. 

VC 30. Solvers: Mark Ridley, Aubrey 
Ingleton, Ronald Turnbull, George Jelliss, 
John Beasley, Cedric Lytton, Peter Fayers. 

268 (Beasley) I Ke6>B KdS>B 
2 Rcl>B KeS 3 Rcl. Reflected and board 
echo from set to actual - CCL. Really 
"through the Looking Glass", claims JDB. 

269 (Turnbull) I Ra7>B (2 RaS) 
1...Ralla2la3>B 2 RxR and I...RaS>B 
2 Ra4! bR on as can't interpose on as. 
Unsound: all solvers found "no solution", 
with Ral and RaS offered as refutations, 
but only CCL gave the correct error: after 
l...Ra3>B 2 RxR>A Pxa3! Rotate 2700 

to correct. (This was actually Ronald's 
original version, but I suggested it would 
be better rotated ... Sorry. - JDB) 

270 (Beasley) I Na3 2 Nf6 NdS 3 
... NxaS 4 ... NxaS Nb6 dS S Pd3 Be3 Bxb6 
Be3 Bcl. Captures on as, as, b6 b) I Nf3 
2 Nc6 RbS 3 ... Nxc6 NxbS 4 d7-dS ... 
NgSxbS S d3 d4 ... Ngl. Captures c6, bS, 
bS. Ns on both sides have changed array 
squares! This technique fails in part a) as 
White would lack a fifth move for series S. 
Excellent part b), neat twinning, just a pity 
couldn't have precise play as well - RT. 
JDB has an excellent touch with short 
Proof Games - CCL. 
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271 (Emmerson) I B<>B+ (forced!) 
Kbl 2 Bel Kal 3 Bb2+ B<>B. Automatic 
but amusing - JDB. Not easy but most 
amusing - MR. No escape this time! AI. 

272 (Bartel) I f2=N b6 2 Ndl b7=Q 
b) I f2=B b6 2 BgI g7=R. The easy AUW 
where B has the minor promotions, but 
unusual new format for Wenigsteiner (4 
units only) - CCL. Allumwandlung (all 
four promotions) conjured out of thin air -
AI. I've seen Wenigsteiner AUW in Circe, 
Rois Transmutes also - RT. 

273 (Bartel) I a2AN a7CA 2 ANd6 
CAxd6 and I a2ZR a7FL 2 ZRg6 FLxg6 
and I a2EQ a7GI 2 EQe6 GIxe6 and I 
KaS a7R+ 2 Kb6 Rxa3. Basic mechanism 
is I a2X a6Y; 2 Xz6 Yxz6 - PF. First 3 
sols very satisfying and complete. Is there 
really a fourth? AI. Composer makes a 
virtue of necessity with one orthodox 
promotion where B must find 2 waiting 
moves. Fairy units depend on the 
geometry of controlling a7 and as, but it's 
a new aspect and none the worse for that -
CCL. One wouldn't wish to damage the 
excellent economy (every unit is 
thematic!) to eliminate 4th sol- RT. 

274 (Richardson, RT) N to n, d2, f3, 
gS, h3, f4, d3 (bBf4+), eS (bQd3 mate) b) 
N to e3, c4, d2, b3, cl, d3, e4 (bQd3+) dS 
(bBe4 mate) very geometrical, keymoves 
reversing the twinning - RT. Church and 
State swap roles - AI. Shame it couldn't 
be done with R instead of Q - PF. Brilliant 
pinmates. IR is having good ideas in this 
genre. Not too easy, either CCL. Best 
problem. Nice twin. Hope it's sound - G1. 
(C-tested on assumption that if B has three 
or moves, then no solution can follow,) GJ 
asks "what if B has no F-m-L move?" 
Then B may make any move. 

275 (Lorinc) I QfS Gb3 2 Gg6 Gel 3 
Bg4 Gh6 b) Ge4 Ge7 2 Ghe2 Gf7 3 Rg4 
Gn Neat modal relationship between the 
solutions GJ. Attractive idea 
(immobilisation of the hurdle) and a 
nicely built diag-orthog transformation -
RT. A near masterpiece, excellent last 
breakfast before we are condemned to do 
without helpmates for a time - CCL. 

276 a) is Sentinels: I Re4( +wP) 
KhS(+bP) 2 ReS b) orthodox, only spotted 
after publication of a) by composer 
Jacques Rotenberg . 

242V (Raican): Spring 9S, wK > e6. 
I've discarded the original solution! And 
it's too hard for me! I'm writing to Paul. 

SCORES Max: 13 
MR I, GJ S, AI 6'12, CCL 9, PF 6. 
Corrections etc: Paul Raican 

indicates that 249 (Cri san, VC 2S) is 
anticipated by our former problem editor, 
S Pantazis: 3 PR USPB 1993, nKdS, 
helpstalemate in 4, Circe Sentinels. 
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BCVS Notices 

The 1999 AGM will be herd at Badgers 
Wood, Hascombe Road, Munstead, 
Godalming, Surrey at 1130 on Saturday 
June 12, and will be followed by a buffet 
lunch and the now traditional rapid-play 
tournament (probably finishing around 
1630-1700). Do come and introduce 
yourselves. UK members will find a 
formal notice with this copy of Vc. 

Subscribers to VC are automatically 
members of the BCVS and have voting 
rights unless they choose to waive them, 
and any member who lacks a copy of the 
society's constitution is reminded that one 
can be obtained on application to the 
secretary. 

News 

The 1998 UK XiangQi championship, 
held in London in December, was won by 
Chung Wen Sung from Northampton with 
4Y2 out of 5, ahead of Wang Shunqi and 
Chen FaZuo. 

Forthcoming events 

Circular Chess (see pp 33-4). This year's 
Circular Chess World Championship will 
be held at Lincoln Castle on Sunday 
May 16 at 1000 hrs (probably finishing 
around 1830). Contact David Reynolds, 
11 North Parade, Lincoln LN 1 I LB. 

I think most of our readers who are 
problem fans also take a specialist prob
lem magazine, but any who do not may 
wish to know that there is a series of 
spring problemists' meetings: the British 
at Kingston, Surrey from April 9-12 (for 
details, contact John Rice, 9 Manor 
Crescent, Surbiton, Surrey), the German at 
Andernach on the Rhine from May 13-16 
(again contact John Rice), and the French 
at Messigny near Dijon from May 21-24 
(contact myself). The British meeting 
usually features a mixture of orthodox and 
"fairy" (variant) activity; the Andernach 
concentrates on fairies, and is very highly 
spoken of by those who attend; the 
Messigny features a mixture of orthodox 
and variant as far as the problems are 
concerned, but also offers a five-minute 
all-play-all variant tournament (and the 
cheese board at mealtimes is superb). 

The colloquium Board Games in 
Academia III will be held in Florence 
from April 12-15. I have a bare announce
ment, which says that registrations should 
be addressed to Niek Neuwahl, PO Box 
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News, notices, solutions 

15, Bagno a Ripoli 50012, Italy, e-mail 
nffx@fol.it, but gives neither closing 
date nor price. This appears to be for 
general games enthusiasts rather than 
"chess" specialists, though I understand 
Ken Whyld will be giving a paper on an 
18-century Italian chess manuscript. 

Postal play 

Ivan Dirmeik, PO Box 263498, Three 
Rivers, 1935, South Africa, would like to 
try Alice Auction chess (Alice and 
Auction combined, see The Encyclopedia 
of Chess Variants pp 3-5 and 13), and 
offers a formal challenge to a two-game 
match. Will anyone take him up? 

AISE, NOST, and TC run postal 
tournaments in many variants. See page 
39 for addresses. 

Looking for a postal opponent? 
We shall be happy to print your ad here. 
Please state the variants of interest to you 
and your approximate playing strength. 

Solutions 

A circular knight's tour (p 34) is not as 
easy as it might seem. Much of the general 
theory of tours on a 4 x n rectangular 
board carries across (for an exposition, see 
Chessics 22 (1985), p 68); in particular, 
the board consists of 32 "edge" squares 
and 32 "internal" squares, every tour must 
start and finish on an edge square, every 
move but one must be between an edge 
and an internal square, and there is a 
single move between internal squares half
way through. A tour is possible between 
any two edge squares of opposite colour, 
but there is no re-entrant tour. Twiss starts 
and finishes on an outside edge: 

.----
132 51 46 17 2 47 50 

52451631 48 33 18 3 

15305344 19 449 64 

54431429 34 63 20 5 

13 28 55 42 21 6 35 62 

56 41 12 27 36 61 22 7 

11265740 23 8 37 60 

58 39 10 25 L...-- 38 59 24 9 

Perhaps more elegant is to start and 
finish at the inner and outer ends of the 
same spoke. George JeIliss's general 
method for a 4 x n board (n ~ 5) provides 
a way of doing this (see the article in 
Chessics cited above), but such a tour is 
necessarily asymmetric, and on a circular 
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board we can achieve a symmetry im
possible on an ordinary rectangular board. 
In the systematic "forward, across, 
forward, across" tour below, the point 
midway between 22 and 43 acts as the 
"centre" of the tour: if we go a certain 
number of squares "clockwise" and "out", 
and the same number of squares 
"anticlockwise" and "in", the resulting 
numbers always add up to 65: 

,.---

34 45 24 3 56 35 14 25 

13 2 55 44 

54 33 12 23 

12243 64 

42 53 32 11 

21 10 63 52 

62412031 

15 4 57 46 

36 47 26 5 

27 16 37 58 

4859617 

7 28 49 38 

60391829 

9 30 51 40 19 8 61 50 
'---

The point midway between 59 and 6 acts 
as a centre in the same way. 

A tour symmetrical about such a pair 
of "centres" is possible whenever the 
starting and finishing squares are on 
opposite edges. Here is one in which the 
knight goes round seven and a half times, 
finishing on the spoke diametrically 
opposite to that on which it started: 

,....--

1 18 43 60 9265134 

52 35 10 27 42 59 8 17 

19 2 61 44 25 16 33 50 

36532811 58 4124 7 

3 20 45 62 15 32 49 40 

54 37 12 29 48 57 6 23 

21 4 63 46 31143956 

38 55 30 13 L-- 64 47 22 5 

This time the "centres" are midway be
tween 20 and 45 and between 41 and 24. 

I do not expect any of this to be 
original. 

Dragons and scorpions (p 44). 3, 4, 6, are 
for ladder points. 7: I DRe6 Kh8 (l...Kh7 
allows mate in 7) 2 Kg5 (oddly, 2 Kg6 
takes a move longer) Kh7. This position, 
with the enemy king boxed in the corner, 
is the key to all won DR vs K endgames. 
wK can now lose a move by visiting h5 -
this is what makes the position winnable. 
3 Kh5 Kh8 4 Kh6 Kg8 5 Kg6 Kh8 6 Kt7 
Kh7 7 DRg5+ Kh8 8 DRg6 mate. 

8: I Ka4 Kc6 (tempo!) 2 Rb6+ Kxb6, 
I Ka5 DRc3 2 Rb7+ Kxb7, I Ka6 DRc4 
2 Rb8 Kxb8, a delicious triple echo. 
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Editorial 

This will be my last issue as editor, and in order to give my 
successor a reasonably clean sheet I am closing off Volume 
4 with an index and printing four extra pages. Three of 
these pages are devoted to a paper by Lex Kraaijeveld in 
which he takes a standard technique for the analysis of 
biological evolution and applies it to the study of Shogi 
variants (historical evolution). This is more academic than 
most of our contributions and I have no doubt that some 
readers will pass over it, but I personally find it a 
fascinating and instructive example of lateral thinking. 
It doesn't provide a complete answer to the problems it 
addresses, but I think it is relevant. 

Paul Byway takes over from VC 33. I think we are in 
broad agreement as to what the magazine should be, so 
don't expect major changes, but if you would like to see 
differences in detail - more of so-and-so, perhaps, and less 
of such-and-such - now is a good time to write and say so. 

Mutation Progressive Chess by George Jelliss 

This game has been a favourite of mine since I played it in 
the first Heterochess Olympics, held in 1988, for which it 
was invented by John E. Bosley of New Zealand. 

The basic rule is that a capturer (other than a King) 
mutates to the type of man captured, but does not change 
colour. A captured pawn becomes a pawn of the capturer's 
colour and moves in the usual directions for that colour 
(i.e. it does not become an 'upside-down' pawn). In the 
case of a pawn capturing on the promotion rank, mutation 
takes precedence over promotion. An important extra rule 
restricts the powers of queens: they may not give check, 
though they still pin and guard. So a queen next to its king 
is invulnerable to capture, and many games show this. 

The game Jelliss-Salvadori (AISE GP95) illustrates 
these rules. 1 e3 2 d5, e5 3 Ba6, Bxb7 (becomes P), bxc8 
(becomes B, mutation taking precedence over promotion) 
4 Ne7, Nxc8(B), Bd6, Qe7 5 d4, dxe5, exd6(B), Qd3, Ke2 
6 cxd6(B), Bh3, Kd7, Bxg2(P), gxhl(R), Rxgl(N)+ 
7 Kfl, Kxgl, Kg2, c4, c5, cxd6(B), Bxb8(N)+: 

Now the White KlQ are separated, allowing 8 Raxb8(N), 
Nc6, Nb4, Nxd3(Q), Rc8, Rxcl(B), Bxb2(P), bxal(R). 
But White can counter: 9 Na3, Nc2, Nxal (R), Rd I, 
Rxd3(Q), Qfl, e4, exd5, h4 10 Qa3, Kd6, Kxd5, g5, gxh4, 
Ke6, f5, Qxa2(P), a 1 =0, Qe5 11 f4, Kh3, Kxh4, Kg3, 
Qh3, Qxh7(P), h8=R, Ra8, Rxa7(P), a8=Q, Qf3 Y2-Y2. 

The games that follow, classified by opening moves, 
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are some of the more interesting ones 
I have played in AISE tournaments of 
1995. 96 and 97 and in the three 
heterolympics. (Games from the first 
heterolympics appeared in The Games 
and Puzzles lournal1989. p.127.) 

I managed second place in the 
1995 tournament but have gone 
downhill since. The champion in this 
variant. then and now. by a wide 
margin. is Vito Rallo of Italy. The 
other players featured are Patrizio 
Fontana. Daniele Ferri. Aldo Kustrin. 
Tiziano Sala. Roberto Salvadori and 
Gianluca Scovero all of Italy. laromil 
Dziel of Poland. Michael Keller of 
USA and losef Zima. Czechoslovakia 
(as it then was). 

In the games. the sign »> invites 
the reader to find a mating sequence. 
Note that the progressive rules are of 
the Italian variety. i.e. the Nth se
quence must consist of N moves. not 
fewer. Solutions are given on page 67. 

(1) leIliss-Dziel (Heterolympics 3): 
1 a4 2 d5, e5 3 a5. b4. e3 4 Nf6. Nc6. 
Bg4. Kd7 5 f4. f5. Qf3. Kf2. g3 
6 Bxb4(P). b3. b2. bxcl(B). Bxd2(P). 
Ne4+7 »> 

(2) Dziel-leIliss (Heterolympics 3): 
1 d4 2 e5, e4 3 Nc3. e3. Qe2 4 d5. 
Be6. Qd6. Kd7 5 f3. fxe4. exd5. 
Nf3. dxe6(B)+ 6 fxe6(B). c5. cxd4. 
cxc3(N). Ndl. a5 7 Ng5. g3. Bh3. 
Bd2. Rxdl(N). Kf2. Bxe6+ 8 »> 
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(3) Rallo-lelliss (AISE GP96): 1 d4 
2 e5, e4 3 e3. Nf3. Qd2 4 Nh6. d5. c5. 
c4 5 Ne5. g4. g5. gxh6(N). 
Nhxt7(P)+ 6 Ke7. Nc6. Nxe5. Kxt7. 
Qe7. Nf3+ 7 Kd I. Qe2. Bd2. Nc3. 
Bg2. Bxf3(N). Ng5+ 8 »> 

The mating sequence I found in this 
game is really remarkable: one piece 
takes all five values PNBRQ! 

(4) lelliss-Rallo (AISE GP95): 1 e3 
2 d5, Nf6 3 b4. Bb2. g4 4 Qd7. d4. 
dxe3. e2 5 d4. d5. Kxe2. Ke3. Qf3 
6»> 

(5) lelliss-Ferri (AISE GP95): 1 e3 
2 d5, Nf6 3 a4, g4. Nh3 4 Ne4, 
Bxg4(P). gxh3(N), Nhxf2(P)+ 5 Ke2, 
d3, dxe4(N), Kxf2. Qf3 6 e5. f5, Bb4, 
Qg5, Ke7, fxe4(N)+ 7 Qxe4(N). Nf6. 
h4, hxg5(Q). Qh4, c3, cxb4(B)+ 
8 »> 
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(6) lelliss-Kustrin (AISE GP95): 1 e3 , 
2 d5, e5 3 a4. h4. h5 4 Ba3. Bxb2(P), 
bxal(R), Ke7 5 f4, f5, c4, cxd5, d6+ 
6 Kxd6, Qg5, Qg4, Nc6, Nb4, Nd3+ 
(Aldo claimed mate here but it is only 
check: would be mate with BKc5 but 
this takes another move) 7 »> Mate 
here requires only six moves. 

(7) lelliss-Sala (AISE GP95): 1 e3 
2 d5, e5 3 f4, fxe5, h4 4 Be6, Qd6, 
Kd7, Nf6 5 Ba6. Qe2, Bxb7(P), 
bxa8(R), Rxb8(N)+ 6 Ke7, Nd7, 
Nxb8, Bh3, Bxg2(P). gxhl(R) 7 »> 

(8) lelliss-Scovero (Heterolympics 
I): 1 e3 2 e5, Nf6 3 f4, fxe5. Nh3 
4 d6, dxe5, Qe7, Na6 5 Na3, b4, b5, 
bxa6(N), Nxc7(P) 6 Bxh3(N). Nf2, 
Nxhl(R), Kd7. Kxc7, Qd7 7 »> 

This finale has been published before 
in The Problemist but the problem
like nature of the mating position 
makes it well worth repeating here. 
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(9) Sala-lelliss (Heterolympics 3): 
1 e4 2 as, dS 3 d4. eS, BbS+ 4 c6, 
cxbS(B), a4. e6 S b3, bxa4, Qd3. 
Ke2. axbS(B)+ 6 Bd7, BxbS, Bc4, 
Ba3, BXcI, Kd7 7 »> Tiziano 
reported that he spent a week in study 
to find the mating reply here! 

(10) Fontana-lelliss (Heterolympics 
2): 1 e4 2 cS, c4 3 b3, bXc4, d4 
4 fS. f4, Nh6. d6 (d6 stops S QhS, 
Qxh6(N), cS, Bc4, Bf7 mate) S eS, 
e6. Na3, NbS, Nc7+ 6 Qxc7(N), 
Nxe6(P), f3, fxg2, gxfl(B), Bxc4(P) 
7»> 

(11) lelliss-RaIIo (AISE GP96): 1 e4 
2 dS, d4 3 Bc4, Qf3, Ke24 eS, Ke7, 
Nh6, d3+ S cxd3, g4, gS. gxh6(N), 
Ng8+6 »> 

(12) RaIIo-leIIiss (Heterolympics 3): 
1 e4 2 dS, d4 3 d3, Qd2, Nf3 4 fS, 
fxe4, e3, Nh6 S fxe3. exd4, Qe3, 
Ke2. Nc3 6 Bh3, e6, Qd6, Kd7, 
Bxg2(P), gxfl(B)+ 7 Kxfl, Qf2, 
Bxh6(N), Nf7, Nxh8(R), Rxf8(B), 
NeS+: 
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(Unable to find a mate here I gave 
considerable thought to finding a 
defensive sequence. One try, among 
others, is: 8 Ke8, QdS, Qf3. Kxf8, 
Ke7, Nc6, NxeS, QxhI(R)+ but 
9 Ke2, dxeS(N), Ne4, Qb6, Qxb7(P), 
bxa8(R), RgI, Rxg7(P), g8=N mate. 
Can anyone do better?) 

The sequence actually played was: 
8 QxeS(N), Nc4, Nxb2(P). Nc6, 
Nxd4(P), dxc3(N), Rxf8(B), 
bxaI(R)+ 9 »> 

(13) lelliss-Zima (Heterolympics 1): 
1 e4 2 eS, Nc6 3 Qf3, Bc4, Bxf7(P)+ 
4 Ke7, Nd4, Nxf3(Q), Kxf7 S d4, 
Bf4, gxf3(Q), Qe3, Bg3 6 dS, Bg4, 
Be2, exd4, dxe3(Q), Bb4+ 7 »> 

(14) Ferri-leIIiss (AISE GP9S): 1 e4 
2 e6, hS 3 Qf3, Bd3, Ke2 4 Nh6, dS, 
dxe4. exd3(B)+ S cxd3(B), Qf6, Kf3, 
g4, BbS+ 6 »> 

(1S) Salvadori-lelliss (AISE GP96): 
1 e4 2 eS, Nh6 3 Bc4, Qf3. Ke2 4 gS, 
g4, fS, f4 S »> 

Page 51 

(16) lelliss-Fontana (Heterolympics 
2): 1 f4 2 dS, eS 3 fS, c4, cS 4 b6. 
bxcS, g6, gxfS S g4, gxfS. e3, d4, Qe2 
(threat 7 Nh3, RgI-g6-c6, QhS. BbS, 
Re6) 6 cxd4, dxe3. d4, d3. Qd6, Kd7 
(a try at Italian mate here is 7 Bg2. 
Bxa8(R), Kfl-g2-h3, f6, Rxg8(N)+ 
but 8 Ke6! etc) 7 Nf3, Nd4, Nc6, RgI, 
Rxg8(N). Bg2, Nf6+ 8 Qxf6(N) 
forced, Rg8. Rxg2(B), Kxc6. Ba3, 
Bxb2(P), bxaI(R), RxbI(N) 9 >>> 
Only 8 moves are needed to give 
mate. 

(17) leIliss-KeIIer (Heterolympics 2): 
1 f4 2 eS, exf4 3 e3, exf4, a4 (threat S 
... Bc4, Qxf7(P) mate; if 4 dS ... S 
... Rc6, BbS. Re6++) 4 dS, Bh3. 
Bxg2(P). gxfl(B) S »> 

You may be able to detect alternative 
mating sequences or improved 
defences, especiaIIy in the earlier 
heterolympics games where the 
variant was new to all. 
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Pocket Knight Chess by Malcolm Horne. 

Pocket Knight adds a little touch of 
exotica to the orthodox game. Each 
player holds an extra knight in 
reserve, and this can be entered on an 
empty square at any time in the game, 
in place of a normal move. Once 
dropped the knight behaves normally. 

According to The Encyclopedia of 
Chess Variants (which features an 
excellent postal game Buckley v 
Richardson), the QN or KN has 
sometimes been removed at the start 
of play and placed "in the pocket", but 
nowadays it's more common to give 
each player a third knight. 
Tournaments took place in 
Amsterdam (1909, removing QN) and 
Berlin (1910, removing KN), the latter 
boasting some ISO players. 

The British Correspondence Chess 
Society (BCCS, see VC 29 p 16) has 
run a Pocket Knight tournament for 
several years, typically with 10-20 
players competing. 10nathan Tait, a 
postal IM, recently played half a 
dozen games in this tournament, and 
has kindly annotated the most 
interesting of these for this article. 
Note that the BCCS places two small 
restrictions on the pocket knight: it 
must not be dropped to give check, 
nor must it cover a square to prevent 
castling. 

Eddie Fierek and I have played a 
number of mostly quick over-the
board games (without the BCCS 
restrictions), and we both thought 
highly of the game. Two strategical 
questions soon pose themselves: 

( I) What approach should one 
take in the early stages of the game? 
10nathan tended to prefer cautious 
openings in his BCCS games, 
avoiding "holes" for a hostile pocket 
knight to jump in to. But Eddie played 
very boldly against me in our game 
below (and got away with it). 

(2) Is it better to drop the pocket 
knight early on, perhaps to aid a 
developing attack, or should one keep 
it back as a Sword of Damocles, 
hovering over a nervous opponent? It 
depends on circumstances of course, 
but 10nathan and Eddie have both 
tended to use the pocket knight early, 
whereas I've often held it back 

(though not in the game below, to my 
cost). 

In ECV the possibility is 
mentioned of two knights in the 
pocket. That sounds interesting - or 
would it be too over the top? 

Richard Colliass - Jonathan Tait, 
BCCS Pocket Knight 1997-98. Notes 
by 10nathan Tait, who starts: "Firstly, 
let me explain my 'tactics' for these 
games. Even though we were playing 
by post I decided to spend only a short 
time (not more than 10-IS minutes) on 
each move, hoping thereby to increase 
the fun by being surprised at the 
appearance of the opposing PN. 
Mostly I stuck to these tactics and was 
thus duly surprised." 1 e4 cS 2 Nf3 
Nc6 3 d4 cxd4 4 Nxd4 e6? 5 Nb5! 
Because of this move the Taimanov 
Sicilian can be regarded as unsound in 
Pocket Knight Chess. After the 
standard S ... d6? comes the surprise 
6 PNc4! and Black loses the d-pawn 
(6 ... dS 7 exdS exdS 8 QxdS). 5 •.• a6 
6 Nd6+ Bxd6 7 Qxd6 Qe7 8 Qxe7+ 
Kxe7 9 PNb6! Rb8 10 Na3 : 

It is easy to see that White is already 
much better. Black has terrible dark 
square weaknesses increased by the 
loss of the appropriate bishop. And 
unfortunately there are no Pocket 
Bishops. 10 ... Nf6 11 f3 d6 12 Be3 e5 
13 Bc4 Be6 14 Rdl Rbd8 15 0-0 
NbS Rerouting to make at least a 
token fight for b6. 16 Bxe6 fxe6 17 
Nac4 Ne8 18 Rf2 Nd7 19 Bg5+ Ndf6 
20 Rfd2 PNt7 21 Be3 Nd7 22 Kf2 
Nxb6 23 Nxb6 Kf6 Preparing a 
positional trap. 24 c4 Nc7 25 cS? 
And White falls into it (diagram at top 
of next column). 2S cS wins a pawn 
since 2S ... dxcS loses to 26 Nd7+ etc. 

However, Black has a much better 
way to lose the pawn. White should 
have continued to build up with good 
winning chances since, again, I had no 
constructive moves. 25 ..• d5! 26 exd5 
exd5 27 Nxd5+ Nxd5 28 Rxd5 Rxd5 
29 Rxd5 Rd8! Before White has a 
chance to hide his rook. 30 Rxd8 
Nxd8 31 Bd2 Ke6 32 Ke3 Kd5 
Made it. White cannot now break 
through. 33 b4 Ne6 34 Kd3 g6 35 
Be3 Ng7 36 a4 Ne6 37 as Nc7 V2-V2. 

Jonathan Tait - Gek Tan, BCCS 
Pocket Knight 1997-98. Notes again 
by Jonathan Tait. 1 Nf3 Nf6 2 d3 d5 
3 g3 e6 4 Bg2 Be7 5 0-0 0-0 6 c3 cS 
7 Nbd2 Nc6 8 Qc2 b6 9 ReI Bb7 
10 Nfi h6 11 h3 White's opening 
moves have been terribly cautious. 
This was my first time at Pocket 
Knight chess and I confess I was 
simply frightened - that if I advanced 
too much my opponents' PNs would 
drop in behind. It didn't work out that 
way when I was Black though, and 
you have to advance sooner or later. 
11 ... Bd6 12 e4 dxe4 13 dxe4 Bc7 
14 Ne3 Qe7 15 Ng4 Nxg4 16 hxg4 
Ne5 17 Nxe5 Bxe5 18 f4 Bc719 e5 : 

I had vague ideas of g4-gS and an 
attack down the h-file, maybe with 
PNg4 thrown in. But look at all the 
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holes in White's position now. What 
happened to my cautious strategy? 
19 ••• Bxg2 20 Kxg2 Qd7 21 Kf2 To 
prevent ... PNd3 or ... PNe4 since the 
knight cannot drop with check. Also 
... PNh2 cannot be played immediately 
because of 22 Qe2 and the knight is in 
trouble. 21...RfdS 22 Rhl Now to 
prevent ... PNh2. 22 ... Qd3 23 Qxd3 
Rxd3 24 c4 Trying to keep the Bc7 
out of the game. 24 ... RadS 2S Rbl 
a6 26 Be3 PNc2 27 Bel Only a brief 
excursion for the bishop, but at least 
the opponent's joker has now been 
played. 27 •.. Rdl 2S Rxdl Rxdl 
29 PNe3 Nxe3 30 Kxe3 : 

30 ... f6? Black's only mistake of the 
game. He should instead have 
activated his bishop: 30 ... b5 31 b3 
Ba5 32 cxb5 axb5 (not 32 ... Bd2+? 
33 Bxd2 Rxbl 34 b6) 33 Ke2 Rgl 
34 Kf2 Rh 1 35 a4, and now not 
35 ... Bd2? 36 axb5 Bxcl 37 Kg2! 
(to forestall ... Be3+) Rdl 38 b6, but 
35 ... bxa4! 36 bxa4 Bb4 37 Kf3 Kh7 
with good winning chances since 
White has no constructive moves. 
31 exf6 gxf6 32 b3 eS 33 Ral Rn 
34 Ke2 Rhl 3S Kf3 Kf7 36 Bb2 Rh2 
37 Rbl V2-V2 since White will now 
unravel. 

Jonathan won his other four BCCS 
games. Here, White against Malcolm 
Titley, he dropped the pocket knight 
to launch a very strong attack: 
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14 PNgS h6 IS Nh3 If 15 Nc5? not 
15 ... bxc5? 16 Qh7+ KfS 17 Qh8+ 
PNg8 18 Nh7 mate but 15 ... Bxc5 with 
advantage. IS ..• RedS 16 g4 gS 17 
BxgS!? hxgS IS Radl Kg7 19 Nf6 
Bxf6 20 exf6+ Kxf6? 21 Qel : 

21. •. PNf4 22 Nxf4 gxf4 23 c4 Ncb4 
24 a3 Na6 2S NeS QeS 26 cxdS BxdS 
27 Qxf4+ Kg7 2S BxdS RxdS 29 
RxdS exdS 30 QgS+ Kf8 31 Ng6+ 
fxg6 32 RxeS+ RxeS 33 Qf6+ KgS 
34 Qxg6+ Kf8 3S h4 and White won 
easily. 

Malcolm Home • Eddie Fierek, 
over-the-board friendly, November 
1992. No restrictions on dropping the 
pocket knight, unlike BCCS (see 
introduction). Notes by MH. 1 e4 dS 
2 exdS Nf6 3 d4 c6!? 4 dxc6 Nxc6 
S BbS Perhaps 5 Bf4!? with the idea 
of dropping the pocket knight at c7. 
S ... eS!? Black plays very vigorously 
with yet another pawn sac. I'm not 
sure it's sound, but it certainly 
confused me. 6 dxeS Qxdl+ 7 Kxdl 
Ne4 S Be3 PNdS!? : 

Using the extra knight very early; it 
both aids the attack and prevents a 
drop on c7. Now 9 Bxc6+ or Bd4 
would probably be best, but ... 
9 Ke2?! Bd7 10 c4 Nxe3 11 Kxe3!? 
fS! 12 exf6 Nxf6 and we have the 
diagram at the top of the next 
column: 
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13 PNc7+?! Too greedy. I under
estimated Eddie's attack and thought 
the material plus would win the day. 
Better to develop or defend, not that 
it's easy. 13 ••• Kf7 14 NxaS BcS+ 
IS Kd3!? BfS+ 16 Kc3 Ne4+ 17 Kb3 
Nd4+ IS Ka4 Nxf2 19 Nc3 RxaS 
20 Nge2 Nxe2 21 Nxe2 Nxhl 
22 Rxhl a6!: 

If only he hadn't had that move! Now 
Black gains a decisive material plus. 
23 Rn Kg6 24 Nf4+ KgS 2S a3?! 
Better 25 Kb3. 2S .•. Bc2+ 26 b3 
axbS+ 27 KxbS Bxa3?! Just a touch 
risky. It works out OK for Black, but 
27 ... Bd6 keeps a solid advantage. 
2S Ne6+ Kg6 29 Nd4 Be4 30 Ral 
The pin doesn't quite succeed. 
30 ... RdS 31 Ne6 Bc6+ 32 Kb6 RaS 
33 Rn Not 33 Nc7? Bc5+. 33 ... Bd6 
34 NcS BxcS+ 3S KxcS Ra2 and 
Black eventually won (0-1 in 62 
moves). 

"Fortress" or "shut-out" draws such 
as that at the end of lonathan Tait's 
first game often come as a complete 
surprise to the opponent. I remember 
an endgame study ending in such a 
draw being set for solution at a World 
Chess Solving Championship a few 
years ago. The solution was only five 
moves deep and it looked easy enough 
when examined afterwards at leisure, 
but only 18 competitors out of 50 got 
it right. - lDB 
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Hostage Chess by David Pritchard 

Last issue I unwisely backed Magnetic 
Chess as the variant of the decade. 
I must adoube. This new game, the 
invention of Prof. John Leslie of 
Guelph, Canada, must rank above it. 
Hostage Chess, for want of a better 
description, is a Chessgi variant. But a 
variant with two advantages. In the 
first place, it uses a single chess set, 
effectively pushing Chessgi, with its 
requirement for two sets and the 
almost inevitable confusion that that 
causes (have you tried playing it over 
the board?) into limbo, except perhaps 
for correspondence play. And 
secondly it introduces additional skill 
elements that are difficult to evaluate, 
which in my view make the game 
much more interesting. So it's 
goodbye Chessgi. 

Usual men and set-up. Notionally 
each player has, adjacent to the board, 
a prison on their right-hand side and 
an airfield on their left. I have found 
beer-mats ideal to represent these 
facilities (put your beer somewhere 
else) although they are not strictly 
necessary. 

Rules 
[I] When you make a capture, 

you place the captured man, now 
called a hostage, in your prison. 

[2] At the start of your turn, and 
before you move, you may offer a 
hostage held be you in exchange for a 
man of yours held hostage by the 
opponent. The man you offer must be 
of at least equal value to the man you 
want released. The table of values 
(lowest to highest) is, fairly obviously, 
pawn, knight and bishop (equal), rook 
and queen. This must be a straight 
exchange (one man for one man). The 
opponent cannot refuse the exchange. 

[3] The man you have reclaimed 
must immediately be placed on the 
board on any vacant square except 
that a pawn cannot be dropped on the 
first or eighth rank. This ends your 
turn. 

[4] The hostage you release is 
placed on the opponent's airfield. This 
man may be dropped by the opponent 
at any time during the game corres
ponding to the way in which captured 
pieces are employed in Chessgi. 

[5] A pawn may not be promoted 
unless there is a piece (N,B,R,Q) for 
which it can be exchanged. If there is 
none, it follows that a pawn poised for 
promotion does not attack the squares 
diagonally ahead of it; so, for 
example, a king apparently under 
attack from such a pawn, is not in 
check. This complicates matters a 
little for it means that the defending 
player in this situation is forbidden to 
make a piece (as distinct from a pawn) 
capture since this would allow the 
owner of the pawn to promote and 
capture the king, an action that 
anyway would be contrary to the laws 
of chess. Where a promotion is 
possible, the pawn changes places 
with the hostage of the player's 
choice. The released hostage thus 
becomes the promoted piece and the 
pawn is removed to the opponent's 
prison. 

{6] A pawn dropped on the 
second rank regains its two-square 
move option and a rook dropped on a 
home corner square is deemed as 
unmoved for castling purposes. 

[7] The game otherwise remains 
as chess with all the usual rules 
applying. 

Here are two games won by Roger 
Smook, a high-ranking Canadian 
chessplayer, against the inventor. 
Hostage exchanges are shown in 
parentheses. Thus (Q-R) means that 
the turn player has surrendered the 
queen he held in return for a rook held 
by the opponent. The move that 
follows therefore will inevitably be a 
drop of the second man, in this case 
the rook. 

Game I 1 e4 e5 2 Be4 Be5 3 Nf3 d6 
4 d4 exd4 (Black places the white 
pawn in his prison) 5 Nxd4 (White 
does likewise with the black pawn) 
Qh4 6 g3 (a bad move which 
ultimately costs White the game) Qh3 
7 Be3 (P-P) P*g2 (Black releases the 
captured white pawn to White's 
airfield, rescues his pawn from 
White's prison and drops it on g2) 
8 Qf3 Nf6 (notice that Black cannot 
promote the pawn because there is no 

black piece in White's prison) 9 Rgl 
Bg4 10 Qf4 (not 10 Qxg2 Qxg2 
11 Rxg2 when Black exchanges the 
captured queens and plays Q*d 1 
mate) Nbd7 11 P*g5 (White drops the 
pawn poised on his airfield) Ne5 
12 gxf6 g5 13 Qxg5 Bxd4 14 (N-N) 
N*g7+ Kf8 15 Ne6+ Ke8 16 Qg7 
N*f3+ 17 Kdl Nxgl + 18 Kc1 Bxe6 
19 Bxe6 Qxe6 20 Qxh8+ : 

t 
.I
E 

20 ... (R-R) R*fS 21 (B-N) N*g7 Kd7 
22 QxfS? RxfS 23 Nxe6 (Q-Q) 
Q*el+ and mate next move. 

Game 2 1 e4 e5 2 Nf3 Ne6 3 Bb5 
Be5 4 e3 Qf6 5 Bxe6 dxe6 6 d4 exd4 
7 exd4 Bb4+ 8 Bd2? (B-N) N*d3+ 
9 Ke2 Bxd2 10 Qxd2 Nf4+ 11 KO 
(B-B) B*e4+ 12 Kgl Nh3+ 13 gxh3 
Qxf3 14 B*g2 (N-N) N*e2+ 15 KO 
Nf4+ 16 Resigns 

Here, for lessons rather than quality, is 
a quick friendly I had with Frank Parr 
recently (a 'first' for both of us). 
White F.P. Black D.P. 1 d4 d5 2 e4 
dxe4 (rather better than the equivalent 
chess move since it will give Black 
the first opportunity to exchange a 
hostage) 3 Ne3 e5 4 d5 e6 5 e4 b5 
6 dxe6 (P-P) *d4 7 *d7 (the pawn is 
from White's airfield) Nxe6 (the 
Black king is not in check as White 
cannot promote) 8 Qxd4 Bxd7 (the 
queen cannot be taken) 9 Qdl (P-P) 
*d4 10 Nd5 Bb4+ 11 Bd2 Bxd2+ 
12 Qxd2 Be6 13 a4 (White might 
have tried 13 *b7 followed by (B-B) 
B*c7 but the white queen remains in 
danger) Bxd5 14 exd5 (B-B) B*d4 
15 *e3 dxe3 16 bxe3 Bxe3! 17 Qxe3 
(N-B) B*b4 18 Qxb4 Nxb4 (White 
can now only rescue his queen by 
capturing Black's queen whereas 
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Black can sacrifice his queen at any 
time and promptly re-enter it) 19 Rbl 
(P-P) *d2+: 

20 Kxd2 (Or 20 Kdl Qxd5. Now 
21 N*c7+ achieves nothing as neither 
the queen nor the rook can be taken as 
Black then exchanges hostages and 
mates on e 1. If 21 Rxb4 Black has the 
crushing Qd3 which threatens both 
(Q-N) N*c3 and (Q-B) B*c2. White 
could try 21 N*e3 but after Qd3 

Knight's tours on a circular board 
(VC 31 pp 34/48). To my surprise, 
George Jelliss tells me that the second 
and third tours on page 48 do appear 
to be original with myself; he knows 
only of some articles by S. Vatriquant 
in L'Echiquier (Sept 1929 pp 414-5, 
Nov 1929 pp 517-8) which include 
4 x (2n+ 1) cylindrical boards but not 
4 x 2n. 

Nevertheless, I did no more than 
apply established techniques in a 
straightforward manner, and would 
not wish to claim any particular credit. 
My first attempts were distinctly 
unimpressive, and it was not until I 
read George's article in Chessics 22 
(itself quoting work by C. Flye Sainte
Marie in 1876, as he reminds me) that 
I started making progress. 

Through the Looking Glass 
backwards. Those of us who are 
interested in problems have come to 
recognize Ronald Turnbull as by some 
way the most talented and imaginative 
British problem composer active 
today (he can take a half-formed idea 
of my own and set it with a depth and 
precision which it would not have 
occurred to me even to attempt), and 
this showed itself in an article on 
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22 Nf3 Qxbl+ 23 Kxd2 Black again 
mates; and if 21 *c2 Qd3 22 N*e3 
Qxfl + wins easily; all of which attests 
to the extraordinary vitality of the 
game) Qxd5+ 21 Kc1 (White must 
drop on d3) Na2+ 22 Kc2 (P-P) *b3+ 
23 Kb2 (Q-B) B*c3 24 Ka3 b4 mate. 
Typically, as so often in Shogi and 
Chessgi, if the attack fails retribution 
waits - White here has Q, B, N & 2 x 
P on his airfield. 

The game has been refined over a 
period and after much experiment
ation. The subtle differences between 
Hostage Chess and Chessgi will 
become apparent with practice. The 
first important point to notice is that a 
captured man does not change sides as 
it does in Chessgi so there is no 
confusion about colour. Again, if you 
need a knight to drop with advantage 
you can't just capture an opponent's 

Points from near and far 

Alice Chess which he recently wrote 
for the French composition magazine 
diagrammes. Among the problems he 
quoted was the original below. Board 
B is empty, and White mates in two 
by 1 Qd8>B threatening 2 Qe7>A; 
but why can't Black escape by 
1. .. 0-07 The answer, rich in subtle 
touches, will be found on page 67. 
I found when I was problem editor of 
the ReM that readers who took no 
interest in ordinary problems would 
perk up when I invited them to work 
out how a particular position could 
have been reached in play, and 
perhaps the same is true of Vc. 

(A brief resume of Alice rules, for 
readers who have not seen recent 
issues. The players have two boards, 
A and B, but only one set of men. 
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knight - you must get your opponent , 
to capture one of yours. It is fairly 
obvious that in claiming a hostage 
exchange you cede to the opponent 
the right to drop his man at any time 
whereas you are obliged to drop your 
recovered man at once. Tactical 
subtleties can arise. The inventor 
quotes one such from play. The turn 
player dropped a pawn on the seventh, 
simultaneously attacking two rooks. 
The opponent promptly exchanged the 
only piece he held hostage. Neither 
rook could now be taken as there was 
no piece in the opponent's prison for 
which the promoted pawn could be 
exchanged (you can't exchange one 
from an airfield). 

The game seems very suitable for 
a BCVS correspondence tourney. If 
any reader plays an interesting game 
of Hostage Chess I would appreciate 
the score. 

Initially, the normal game array is set 
up on A and B is left empty, but when 
a move is made the man moved passes 
"through the looking glass" and 
reappears on the other board. In the 
position given here, therefore, 1 Qe7 
is not mate because the queen 
vanishes to board B; but White can 
play 1 Qd8, the queen again vanishing 
to B and therefore evading capture, 
and he is now threatening to play 
2 Qe7 on B, the queen coming back to 
A and giving mate.) 

Progressive Circe? Ian Richardson's 
problem 282 on page 64 causes me to 
wonder: has anyone tried playing 
Progressive Circe (a man which is 
captured reappears on its game-array 
square)? It would appear to offer even 
more scope than ordinary Progressive 
for the perpetration of surprise mates, 
since opposing men can be sent back 
to squares where they will block the 
escape of their king. 

Losing Chess on the Net. I read in 
The Problemist that Stan Goldovski's 
website can be found at http: / ;" 

ourworld. compuserve. com/ 

homepages/Stan_Goldovski/ 

Index.htm. 
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Phylogenetic analysis of Shogi variants by Lex Kraaijeveld 

Chess as a game is similar to an 
animal or plant species in that it can 
evolve (and obviously, this holds for 
board games in general). As a result of 
one or more changes in the rules of 
play, a particular chess variant can 
change into another variant, another 
chess 'species'; just think of the 
introduction of the queen in western 
chess at the end of the 15th century. A 
magazine like Variant Chess wouldn't 
exist if chess didn't have the potential 
to continuously mutate and evolve, to 
give rise to new forms. Some of th~se 
forms may be short-lived, others may 
last for centuries. 

Darwin's idea, survival of the 
fittest, can be recognised in chess 
variants: if a new variant arises as a 
result of a change in the rules of play 
and that change improves the game in 
the eyes of the players, that new 
variant will replace or outcompete the 
old variant, which may then go 
extinct. Again, look at what happened 
to medieval chess after introduction of 
the queen. Chess also has its fossils: 
variants that were played in the past 
and of which some or all of the rules 
are known only from historical 
sources. 

I hope to have convinced you that 
there are parallels between biological 
species and chess variants. In biology, 
there are analytical tools to 
reconstruct the evolution of a group of 
animal or plant species from their 
character states. These tools are used 
in a field of biology, called 
phylogeny. Phylogenetic analyses are 
established, widely accepted 
biological methods and have also been 
used by linguists to determine 
relationships between languages. 

Space does not allow me to go 
into detail on these analyses (and it 
would probably get boring to most 
readers of Variant Chess very 
quickly!), but there are two concepts 
that are basic to phylogenetic analyses 
which, I think, need to be mentioned 
here. 

First of all, characters exist in two 
states: primitive (the technical term is 
'plesiomorphic') and derived ('apo
morphic'). For a biological example, 

think of birds having feathers to cover 
their body as compared to reptiles 
having scales. For the character 'body 
cover', having scales is the primitive 
character state (fish have scales as 
well); having feathers the derived 
state. Shared derived character states 
point to relatedness ('if it has feathers, 
it is a bird'); shared primitive states do 
not. To get back to chess: if variant A 
and B both have a knight as one of the 
pieces, that does not mean they are 
necessarily closely related. The knight 
was almost surely present in the chess 
variant that all others descended from 
and A and B therefore inherited the 
knight from their original ancestor. 

Second, there is the parsimony 
principle: it is assumed that it is 
unlikely (but not impossible!) that the 
same change occurs in two different 
species independently of each other. 
Therefore, in reconstructing evolution, 
the analysis searches for the lowest 
number of such independent similar 
changes. 

Phylogenetic techniques have, to 
my knowledge, never been applied to 
chess or any other board game. In 
order to see whether it can be done in 
the first place (in other words, whether 
the results make any sense), we need a 
group of chess variants that is not too 
large, relatively homogeneous, but 
still shows enough variation to work 
with. The perfect group for this 
purpose is the family of Shogi 
variants. 

For a first analysis, I decided to 
use all known Shogi variants that 
originated in Japan before the start of 
the 20th century. In addition, I 
included one modern western and one 
modern Japanese variant; variants for 
more than 2 players, whether 
historical or modern, are not included. 

Information on Heian Shogi (HE), 
Sho Shogi (SH), Shogi (S, the game 
as it is played today), Heian Dai Shogi 
(HD, sometimes referred to as 00 
Shogi), Wa (or Yamato) Shogi (WA), 
Chu Shogi (CH), Dai Shogi (DA), 
Dai-Dai Shogi (DD), Maka-Dai-Dai 
Shogi (MD), Tai Shogi (TA), Tenjiku 
Shogi (TE) and Tori Shogi (TO) is 
taken from the TSA leaflets 

(published by George Hodges), John 
Fairbairn's article in Shogi magazine 
in 1980 and several articles (espe
cially by Koichi Masukawa and Peter 
Blommers) in recent issues of Variant 
Chess. Details on the two modern 
variants included, Whale Shogi (WH) 
and Five-minute Poppy Shogi (5P), 
are taken from David Pritchard's 
Encyclopedia of Chess Variants. 
Finally, the initial set-up of Tai-Kyoku 
Shogi (TK), a 36x36 variant with 402 
pieces a side (the chess equivalent of a 
brontosaurus fossil!), was very kindly 
sent to me by Koichi Masukawa. The 
existence of even larger variants (up 
to 40x66) has been suggested, but if 
they did ever exist, nothing is known 
about them. Ko-Dai Shogi and Chu
Dai Shogi are two names of which 
nothing is known and 'Wide Shogi' is 
generally thought to be a version of 
Xiangqi, rather than of Shogi. 

The data set is shown in full (with 
the abbreviations given above to 
indicate the variants). Characters are 
scored as YIN/B (i.e. present, absent, 
or both), with? to indicate irrelevance 
(if a variant does not have a hook
mover, the question whether it 
promotes or not makes no sense) or 
lack of information. In determining 
whether two variants have a piece in 
common, the move of the piece is 
considered more important than the 
name. So, for example, Tori Shogi 
shares a drunk elephant with several 
other variants, even though the piece 
with that move is called falcon in Tori 
Shogi; similarly, the blue whale from 
Whale Shogi is in fact a copper 
general by move. Because the only 
information I have on Tai-Kyoku 
Shogi is the initial set-up, it is 
assumed that pieces that Tai-Kyoku 
Shogi seems to have in common with 
any other variant judged by name (i.e. 
the same kanji characters) will also 
have the same move. 

Masukawa's 8x8 version of Heian 
Shogi (the version with one gold 
general) is assumed to be the ancestor 
of all the other variants. In other 
words, in this analysis all the character 
states of Heian Shogi are by definition 
primitive. 
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LANCE 
twice 
promotion 
to gold general 
to white horse 
KNIGHT 
promotion 
EARTH GENERAL 
WOOD GENERAL 
STONE GENERAL 
promotion 
TILE GENERAL 
IRON GENERAL 
promotion 
to gold general 
COPPER GENERAL 
promotion 
to gold general 
to side-mover 
SILVER GENERAL 
twice 
promotion 
to gold general 
to vertical-mover 
GOLD GENERAL 
twice 
promotion 
to rook 
DRUNK ELEPHANT 
promotion to crown 
CROWN PRINCE 
NEIGHBOURING KING 
LEFT/RIGHT GENERAL 
CLOUD EAGLE 
FLYING FALCON 
DONKEY 
DOG 
PHEASANT 
LEFT/RIGHT QUAIL 
DARK SPIRIT 
DEVA 
FLYING COCK 
LIBERATED HORSE 
FRAGRANT ELEPHANT 
FLYING HORSE 
COILED SERPENT 
RUNNING RABBIT 
BLIND DOG 
promotion to gold 
BLIND BEAR 
TREACHEROUS FOX 
BLIND MONKEY 
BLIND TIGER 
promotion 
to flying stag 
EVIL WOLF 
promotion 
RECLINING DRAGON 
FEROCIOUS LEOPARD 
promotion 
to bishop 
FIERCE TIGER = CAT 
promotion 
to gold general 
ANGRY BOAR 
promotion 
FREE CHARIOT 
promotion 
to gold general 
STANDARD BEARER 
TURTLE SNAKE 
VERMILLION SPARROW 
SQUARE MOVER 
SIDEWAYS CHARIOT 
HOWLING DOG 
FLEEING CHARIOT 
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H S H C T W T D D M T W 5 T 
E H S D H 0 A E ADD A H P K 

Y Y Y Y Y N Y Y Y Y Y Y N N Y 
Y Y Y Y Y ? N Y Y Y Y Y ? ? Y 
Y Y Y Y Y ? ? Y Y N Y N ? ? ? 
Y Y Y Y N ? N N N ? Y ??? 
N ?? Y ? N Y Y ? ??? 
Y Y Y Y N N N Y Y N Y Y N N Y 
Y Y Y Y ? ? ? N Y ? Y Y ? ? ? 
N N N N N N N N N N Y Y N N Y 
N N N N N N N N N Y N Y N N Y 
N N N N N N N N Y Y Y Y N N Y 
? ? ? ? ? ? ? ? Y N Y N ? ? ? 
N N N N N N N N N N Y Y N N Y 
N N N Y N N N Y Y Y Y Y N N N 
?? Y? ? Y Y N Y N ? ? ? 
? ? Y ? ? ? N Y N???? 
N N N Y Y N Y Y Y Y Y Y Y N Y 

? Y Y ? Y Y Y N Y N N ? ? 
? ? Y N ? N N N N ??? 
? ? ? N Y ? B Y Y ? N ? ? ? ? 
Y Y Y Y Y N Y Y Y Y Y Y N Y Y 
Y Y Y Y Y ? N Y Y Y Y Y N Y 
Y Y Y Y Y ? Y Y Y N Y N ? Y 
Y Y Y Y N ? N N N ? N ? ? N 
N N N N Y ? N Y Y ? N ? ? N 
Y Y Y Y Y N Y Y Y Y Y Y N Y Y 
N Y Y Y Y ? N Y Y Y Y Y ? N Y 
N N N N Y ? Y Y Y N Y N ? Y ? 
? ?? Y? N Y Y ? N ? Y ? 
N Y N N Y Y N Y Y N Y Y N N Y 

prince ? Y ? ? Y N ? Y Y Y Y ? ? ? 
N N N N N N N N N N N Y N N Y 
N N N N N N N N N Y N Y N N Y 
N N N N N N N N N Y N Y N N Y 
N N N N N N Y N N N N N N N Y 
N N N N N N Y N N N N N N N N 
N N N N N N N N N N Y Y N N Y 
N N N N N N Y Y N N N N N N Y 
N N N N N Y N N N N N N N N N 
N N N N N Y N N N N N N N N N 
N N N N N N N N N N Y Y N N Y 
N N N N N N N N N N Y Y N N Y 
N N N N N N Y N N N N N N N Y 
N N N N N N Y N N N N N N N Y 
N N N N N N N N N Y N N N N Y 
N N N N N N N N N Y N Y N N Y 
N N N N N N N N N N Y Y N N Y 
N N N N N N Y N N N N N N N N 
N N N N N N Y N N N Y Y N N Y 

general ? ? ? ? ? ? Y ? ? ? N N ? ? ? 
N N N N N N N N N N Y Y N N Y 
N N N N N N Y N N N N N N N Y 
N N N N N N N N N Y N Y N N Y 
N N N N Y N N Y Y N Y Y N N Y 
? ? ? ? Y ? ? Y Y ? Y N ? ? ? 
? ? ? ? Y ? ? Y Y ? N ? ? ? ? 
N N N N N N N N Y Y Y Y N N Y 

? ? ? ? ? ? ? Y N Y N ? ? ? 
N N N N N N N N N N Y Y N N Y 
N N N N Y Y N Y Y Y Y Y N N Y 
? ? ? ? Y N ? Y Y N Y N ? ? ? 
? ? ? ? Y ? ? Y Y ? N ? ? ? ? 

SWORD N N N Y N N N N Y Y Y Y N N Y 
? ? ? Y ? ? ? ? Y Y Y N ? ? ? 
? ? ? Y ? ? ? ? Y N N ? ? ? ? 
N N N N N N N N Y Y Y Y N N Y 
? ? ? ? ? ? ? ? Y N Y N ? ? 
N N N Y Y N N Y Y Y Y Y N N Y 
? ? ? Y Y ? ? Y Y N Y N ?? 

? ? Y N ? ? N N ? Y ? ? ? 
N N N N N N N N N Y N Y N N Y 
N N N N N N N N N N N Y N N Y 
N N N N N N N N N N N Y N N Y 
N N N N N N N N N Y N N N N Y 
N N N N N N N N N Y N Y N N Y 
N N N N N N N N N Y N Y N N Y 

FLYING OX 
initially 
VIOLENT BEAR 
VIOLENT OX 
promotion 
OLD KITE HAWK 
OLD RAT 
PRANCING STAG 
SAVAGE TIGER 
NORTHERN BARBARIAN 
SOUTHERN BARBARIAN 
WESTERN BARBARIAN 
EASTERN BARBARIAN 
ENCHANTED BADGER 
ENCHANTED FOX 
FREE EAGLE 
SOARING EAGLE 
ini tially 
HORNED FALCON 
initially 
WATER BUFFALO 
promotion to free tapir 
WHITE ELEPHANT 
WHITE TIGER 
WHALE 
initially 
WHITE HORSE 
initially 
RAMSHEAD SOLDIER 
ROOK 
initially 
twice 
promotion 
to dragon king 
DRAGON KING 
promotion 
BISHOP 
twice 
promotion 
to dragon horse 
DRAGON HORSE 
promotion 
RUSHING BIRD 
SIDE-FLYER 
SIDE DRAGON 
SILVER DEMON 
GREAT DRAGON 
GOLDEN BIRD 
GOLDEN DEER 
GUARDIAN OF THE GODS 
FREE TAPIR 
FREE DEMON 
WRESTLER 
DOVE 
PEACOCK 
POISONOUS SNAKE 
PHOENIX 
promotion to free king 
KYLIN 
promotion to lion 
LION 
promotion 
to furious fiend 
LION DOG 
promotion to gold general 
LION HAWK 
BUDDHIST DEVIL 
SHE-DEVIL 
promotion 
GREAT GENERAL 
VICE GENERAL 
ROOK GENERAL 
BISHOP GENERAL 
FIRE DEMON 
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E H S D H 0 A E ADD A H P K 

N N N N Y N N N Y N N Y N N Y 
? ? ? ? N ? ? ? N ? ? Y? Y 
N N N N N N N N N Y N Y N N Y 
N N N N N N N N Y Y Y Y N N Y 
?? ????? Y N Y N ? 
N N N N N N N N N Y N Y N N Y 
N N N N N N N N N Y N Y N N Y 
N N N N N N N N N Y N Y N N Y 
N N N N N N N N N Y N N N N Y 
N N N N N N N N N Y N Y N N Y 
N N N N N N N N N Y N Y N N Y 
N N N N N N N N N Y N Y N N Y 
N N N N N N N N N Y N Y N N Y 
N N N N N N N N N Y N Y N N Y 
N N N N N N N N N Y N N N N N 
N N N N N N N Y N N N N N N Y 
N N N N Y N N Y Y N N Y N N Y 

? ? ? N ? ? Y N ? Y ? Y 
N N N N Y N N Y Y N N Y N N N 

? ? N ? ? Y N? Y?? N 
N N N N N N N Y N Y N Y N N Y 
? ?? ??? N ? Y ? Y ? 
N N N N N N N N N Y N Y N N Y 
N N N N N N N N N Y N Y N N Y 
N N N N Y N N Y Y N N Y N N Y 
? ? ? ? N ? ? Y N ? ? Y ? ? Y 
N N N N Y N N Y Y N N Y N N Y 
? ?? N Y N Y ? ? Y 
N N N N N N N N N N N Y N N Y 
N Y Y N Y N Y Y Y Y Y Y N N Y 
? Y Y ? Y ? N Y Y Y Y Y ? ? Y 
? N N Y?? Y Y N Y Y ? ? Y 
? Y Y Y?? Y Y N Y Y? ? 

Y Y ? Y ? ? Y Y ? N N? ? 
N N N N Y N N Y Y Y Y Y N N Y 

? Y? Y Y N N N ? ? 
N Y Y Y Y N N Y Y Y Y Y N Y Y 
? N N Y Y Y Y N Y Y ? N Y 

Y Y Y Y ? Y Y N Y Y ? Y ? 
? Y Y Y Y ? ? Y Y N N ? N ? 
N N N N Y N N Y Y Y Y Y N N Y 
? ? ? ? Y ? ? Y Y N N N ? 
N N N N N N N N N Y N Y N N Y 
N N N N N N N N N N Y N N N Y 
N N N N N N N N N N N Y N N Y 
N N N N N N N N N N N Y N N Y 
N N N N N N N N N Y N Y N N Y 
N N N N N N N N N Y N Y N N Y 
N N N N N N N N N N N Y N N Y 
N N N N N N N N N N Y Y N N Y 
N N N N N N N N N Y N Y N N Y 
N N N N N N N N N Y N Y N N Y 
N N N N N N N N N N Y Y N N Y 
N N N N N N N N N Y N Y N N N 
N N N N N N N N N N N Y N N Y 
N N N N N N N N N Y N Y N N Y 
N N N N Y N N Y Y Y Y Y N N Y 
? ?? Y?? Y Y N N N ? ? 
N N N N Y N N Y Y Y Y Y N N Y 
? ? ? ? Y ? ? Y Y N N N ? 
N N N N Y N N Y Y Y Y Y N N Y 
? ? ? ? N? Y N Y Y Y? ? 
? ? ? ? ? ? ? N ? Y Y Y ? ? ? 
N N N N N N N N N Y Y Y N N Y 
? ?? ????? N Y N ? 
N N N N N N N Y N N N N N N N 
N N N N N N N N N N Y Y N N N 
N N N N N N N N N Y Y Y N N N 
? ? ? ?? ??? N Y Y ? ? 

LEFT / RIGHT CHARIOT 
N N N N N N N N N Y N N N N Y 
N N N N N N N N N Y Y Y N N Y 
?? ? ? ? ? N Y N ? ? ? 

BAT = GREY WHALE 
initially 
HUMPBACK 

N N N N N N N Y N N N N N N Y 
N N N N N N N Y N N N N N N Y 
N N N N N N N Y N N N N N N Y 
N N N N N N N Y N N N N N N Y 
N N N N N N N Y N N N N N N Y 
N N N N N N N Y N N Y N Y N N 
? ? ? ? ?? N?? N ? Y ? ? 
N N N N N N N N N N N Y Y N Y 
N N N N N N N N N N N N Y N N 
N N N N N N N N N N N N Y N N 
N N N N N N N N N Y Y Y N N Y 

promotion 
GO-BETWEEN 
promotion 
to gold general 
to drunk elephant 
SIDE-MOVER 
promotion 
to gold general 
VERTICAL MOVER 
promotion 
SIDE SOLDIER 
VERTICAL SOLDIER 
CHARIOT SOLDIER 
FREE KING 
promotion 
SOLDIER 
BLUE DRAGON 
FLYING DRAGON 
promotion to gold 
FIERCE EAGLE 

general 

N N N Y Y N N N Y N Y Y N N Y 
? ? ? Y Y? ? Y ? Y N ? ? ? 
? ? Y N? ? N ? N ? ? ? ? 
? ? N Y ? ? ? Y ? N ? ? ? ? 
N N N Y Y N Y Y Y Y Y Y N N Y 
? ? ? Y Y ? Y Y Y N Y Y ? ? ? 
? ? ? Y N ? N N N ? Y Y ? ? ? 
N N N N Y N N Y Y Y Y Y N N Y 
? ? ? ? Y? Y Y N Y Y ? ? ? 
N N N N N N N Y N N N N N N Y 
N N N N N N N Y N N N N N N Y 
N N N N N N N Y N N N N N N Y 
N N N N Y N N Y Y Y Y Y N N Y 
? ? ? ? N ? ? Y N N N N ? ? 
N N N N N N N N N N N Y N N Y 
N N N N N N N N N Y N Y N N Y 
N N N N N N N N Y Y Y Y N N Y 

? ? ? ? ? ? ? Y N Y Y ? ? 
N N N N N N N N N N N Y N N Y 

NARWHAL 
PORPOISE 
HOOK-MOVER 
promotion 
CAPRICORN 
extension to LNG 
promotion 
PAWNS promote 
to gold general 
row interrupted 
FREE BOAR 
MOUNTAIN WITCH 
WIZARD STORK 
piece promotion 
after capturing 
piece degradation 
drops 
EMPEROR 
initially 
double capture end game 

?? ??? ? N Y Y ? 
N N N N N N N N N Y Y Y N N Y 
?? ?? ?? YNN ?Y 
?? ?? N Y Y ? ? 
Y Y Y Y Y Y Y Y Y N Y N N Y 
Y Y Y Y Y N Y Y Y ? Y N 
N N N N N N Y N N N N N N ? N 
N N N N Y N N Y Y N Y N N N 
N N N N N N N N N Y Y Y N N 
N N N N N N N N N Y Y Y N N 
Y Y Y Y Y Y Y Y Y Y Y Y N Y ? 
N N N N N N N N N Y Y Y ? Y ? 
N N N N N N N N N N N N N Y ? 
N N Y N N Y ? N N N N N Y Y ? 
N N N N N N N N N N Y Y N N ? 
?? ???? N Y? ? 
N N N N Y N N Y Y N Y Y N N ? 

Data presented for computer analysis (retyped with legends) 
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The evolutionary tree shows a 
clear split of the Shogi variants into 
two groups (keep in mind that Heian 
Shogi, being the ancestor of all other 
variants in this analysis, is not in the 
tree itself, but should be thought at the 
base of the tree): Sho Shogi plus 
Shogi, Tori Shogi and the two modern 
variants form one group, most of the 
older historical variants form the 
other. This latter group contains all 
the larger variants, whereas the first 
group shows a tendency to smaller 
and smaller variants. 

The interesting thing about the 
group with all the larger variants is 
that it suggests that there was not one 
chain of Shogi variants simply getting 
larger and larger, but that there were 
several (two, maybe even three) 
parallel evolutions towards larger 
variants: Heian Dai giving rise to a 
Chu Dai chain (with Tenjiku as an 
offshoot) and to Dai-Dai which in turn 
gives rise separately to both Maka
Dai-Dai and to Tai Tai-Kyoku. A final 
point to make is that Wa Shogi 
doesn't appear to be closely related to 
anything else; it comes out of the 
analysis quite separate from the other 
historical variants. It would be 
interesting to know how much 
historical evidence there is to confirm 
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Output from computer analysis 

this parallel evolution towards larger 
variants. 

Obviously, these kinds of phylo
genetic analyses can never replace 
historical research, but are meant to be 
complementary. Historical infor
mation can be included in phylo
genetic analyses to a degree. If, for 
instance, it is known from historical 
sources that a certain character state 
appeared only once, that character can 
be given a higher weight. In the 
analysis, this was done with the 
character "drops", as it is generally 
thought to have been introduced only 
once, around 1570. Assigning weights 
has to be done with care, though, and 
only on the basis of solid historical 
information. 

The analysis done here is a 
standard one. More refined analyses 
are possible, but that only makes sense 
when done on historical information. 
Unfortunately, most of the research on 
Shogi history is published only in 
Japanese, and therefore inaccessible to 
me. The TSA reconstructions are 
based on historical sources, but as the 
aim of the leaflets is to present 
playable games it is unclear from 
these leaflets what is actual historical 
information and what is inferred or 
interpreted. 
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My thanks are to Peter Blommers 
for help, comments and discussion 
and to Koichi Masukawa for sending 
me the information on Tai-Kyoku 
Shogi. The analyses were done with 
the PHYLIP-package which is pro
vided on the Internet by Joseph 
Felsenstein, University of Washing
ton. I can be contacted at the NERC 
Centre for Population Biology, 
Imperial College at Silwood Park, 
Ascot, Berks SL5 7PY, England or by 
e-mail ata.kraayeveld@ic.ac . uk. 

Before publication, Lex Kraaijeveld 
sent this article to Peter Blommers, 
who made the following comments: 

"There is discontinuity in the 
Shogi variant system, due to the 
apparent fact that most of the games 
didn't last long. Only Sho, Chu, Dai 
and normal Shogi existed over a 
prolonged period. 

"In two instances the structural 
relationship tree presented here con
tradicts the known historical order of 
development: Tenjiku and Wa are late 
instead of early branches. " 

Even so, the technique described 
here seems to me to have a useful 
contribution to make, and I wonder 
what light it might throw on the 
development of other games. - JDB 
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Bughouse on the Net by Fabrice Liardet 

"Bughouse" is what Americans call one of the most 
popular chess variants, while the preferred English (and 
German) term for this game would be "Tandem Chess". 

Bughouse is played on two boards between two teams 
of two, each team having White on one board and Black on 
the other. All pieces taken are passed to the partner, who 
can drop them on his board as in Chessgi. A drop counts as 
a move, and the only restriction is that a pawn cannot be 
dropped on the first or last rank (but dropping with check 
or mate is allowed). The first game to be finished 
determines the result. 

While Bughouse was already being played in almost all 
parts of the world, the newly created chess servers (places 
to play chess and chess variants on the web, which I 
reviewed in VC 30) have allowed at least the players with 
Internet access to meet on-line. As a result, the game has 
raised considerable interest on the web. 

The most interesting Bughouse page is undoubtedly The 
Ferrante Chess Page, held by Chris Ferrante. It includes a 
set of nice exercises (combinations) and an article about 
team aspects of Bughouse. Being a tennis coach teaching 
his pupils how to play doubles, Chris is able to give a very 
interesting insight into the psychology of partnership. 

Here is a simple exercise from the page to stress the 
importance of team play. 

B tt 

A 

Assume that team A are to play on both boards and have a 
time advantage on the clock. Then they can win forcefully 
by playing 1 ... Qf6! on the left board, while the right player 
doesn't play - team A can allow themselves to freeze one 
game ("to sit", in Bughouse slang) since they are ahead on 
time. Finding himself without a single pawn in hand, team 
B's left player has sooner or later to answer 2 f3 ; but then 
team A's right player finally plays 1 Bxh6!, and his partner 
drops this pawn on f2, giving mate! 

The next diagram shows the most spectacular one
board exercise from the page. This is the famous Levitzki
Marshall game revisited. White mates by 1 *Qg6!! (* 
means a piece drop), after which the threat 2 Qxh7# can be 
parried in many ways : 
• 1...hxg62 *Ne7+ Qxe7 3 Nxe7#. 
• 1...fxg62 *Ne7+ Qxe7 3 Nxe7+ KhS 4 RxfS+ and 

5 RxgS#. 
• 1...Qxg6 2 Ne7+ KhS 3 Nxg6+ fxg6 3 ... Kg8 4 *Ne7#. 

IAt 

4 RxfS+ and 5 *Nf7#. 
• 1 ... *Rh6 (or any other way to protect h7) 2 *Nf6+ 

Qxf6 3 Nxf6+ KhS 4 Qxh7+ Rxh7 5 Rxh7#. 
• 1 •.. *Nf6 2 Nxf6+ and 3 Qxh7#. 
• 1. .. f5 2 *Ne7+ Qxe7 3 Nxe7+ KhS 4 Qxh7#. 
• 1 ••• ReS 2 Qxh7+ KfS 3 QhS+ and 4 *Nh7#. 

Bughouse.net is another very good site; it does not feature 
so much original material, but has the most comprehensive 
set of links and information. Furthermore, its Bug Board 
forum is a meeting point for all bug enthusiasts. 

The special feature of Thufir's Bughouse Page is what it 
offers for download : a huge database of games played on 
the chess servers by the best players, together with a nice 
game viewer displaying them on two boards. The following 
combination (also from The Ferrante Chess Page) was 
played between two of the very best players in the world: 

~.tltttt 

Nilsson - Aronsson, FICS, 1998 (after White's 17th move) 

Black found a variant of the classical smothered mate: 
17 ... *Qg1+!! IS Kxg1 If 18 Rxgl Nxf2#. lS ... Nexf3+ and 
White resigned, in view of 19 Qxf3 19 Kh 1 *g2#. 
19 ... Nxf3+ 20 Kh1 *g2+ 21 Kxg2 *Nh4+ 22 Kh1 *g2#. 
This was played in a 3-minute game! 

Addresses (preface by http://) : 

Thufir's Bughouse Page 
www.tasunder.com/bughouse/ 
Bughouse.net 
bughouse.net/ 
The Ferrante Chess Page 
home.att.net/-cferrante/chess/index.html 
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The End Is Nigh! by Paul Byway 
20 The Finches, Hertford, Hertfordshire SG 13 7TB 

Extinction Chess 

Here is my first game in this variant. It 
was played last weekend at David 
Pritchard's house in the 'chess 
variants' tournament following the 
AGM. Although I give the whole 
game, the end is not far off! I am 
Black and the fairly natural moves 
probably reflect the inexperience of 
the players. 

1 e2-e4 e7-eS 
2 Nb l-e3 NbS-e6 
3 d2-d3 e7 -e6 
4 Ngl-f3 Ne6-d4 

Life is easier with a plan. I intend to 
exchange one knight and then go after 
the other. 

S Bc1-gS BfS-e7 

I can treat the bishops in the same 
way. 

6 
7 
S 

h2-h4? 
Qdlxf3 
Resigns 

Nd4xf3 
QdS-aS 

One unique piece is pinned against 
another: there's nothing to be done. 

Losing Chess 

The computer continues to make an 
impression. Here is a position from 
the programmer of ASCP (a Losing 
Chess program) which comes via John 
Beasley and Fabrice Liardet. 

#59 Database 

White to play and draw 

1 Ka6-a7! RcS-dS 
2 Kf2-f3! RdS-eS 
3 Kf3-f2! RcS-dS 

etc. 

If White relaxes the pressure, Black 
wins by taking one of the kings: 
1 Ka5? Rc3 2 Kfl Rc2 and wins, or 
1 Kg3? Qh2 2 Kxh2 Rc2. Black also 
wins after 2 Kb7? Rc8 or 3 Ke2? Rb8. 

The next pair come from John's work 
on three-man endings. The solutions 
will be given at the end. In the first 
you should be aware that two knights 
are usually unable to corner the king. 

#60 Database 

White to play and win 

Now comes the longest win for bishop 
and knight against the king. It has a 

#61 Database 

White to play and win 

Sting 

Which is a variant that was discussed 
by Ronald Turnbull on page 44 of 
issue 31. In this one the king (known 
now as a scorpion) has the additional 
power of a grasshopper. That is, it can 
move along a Q-line to the square 
immediately beyond some other piece 
of either colour. King and pawn 
endings could be a fruitful field for 
investigation: here's a nice example 
from Ronald. 

#62 Ronald Turnbull 

White to play and draw 

1 hS-h6 KeS-hS 
2 h6-h7 KhS-hS 
3 gS-g6 f3-f2 
4 Kd7-eS f2-f1(Q) 
S KeS-hS+ KhS-g7 
6 KhS-g4+ draws 

similar finish to #60. Ronald's article also features a bare-
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bishop mate, which he attributes to 
lan Richardson. lan' s 3-man setting 
has the stipulation 'helpmate in 4Y2, 
2 solutions' which is strictly for the 
problemists, I'm afraid. Ronald adds a 
pawn and contrasts with the orthodox 
solution. Here is my preferred setting: 

(a) 1 
2 
3 

(b) 1 
2 
3 

#63 Paul Byway 
(after IR and RT) 

Mate in 3 
Twin: White king b6 

Ba2-e6 KaS-a7 
Be6-cS Ka7-aS 
BcS-b7 mate 

Ba2-c4 KaS-bS 
Bc4-a6 KbS-aS 
Ba6-b7 mate 

I managed to construct a mate with 
two knights, but there is no doubt that 
the play is rather mundane. Let me 
know if you can do better. 

#64 Paul Byway 

Mate in 3 

1 Kf4-gS KhS-h7 
2 NdS-f6+ Kh7-hS 
3 Ne7xg6 mate 
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Competition 8 

And now three positions from Italian 
Progressive Chess for you. In the first 
Black overlooked a mate at series 6. 

#65 Galimberti-Pugnali 

Black to play series 6 

In the next one Black missed a mate at 
series 8. 

#66 Crasto-Gatto 

Black to play series 8 

Our third position looks as if it has a 
unique mate: double bonus points for 
a second solution. 

#67 Anon. 

White to play series 9 
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Solutions to Competition 7 

#57 (a) Black wins with 6 Ke7, Ke6, 
Kf5, Kxf4, Nf6, Ne4 (also Re8, Re2). 

(b) White (playing as Black) can 
win in 6 with Ba3, Kc2, Nd2, Ne4, 
Re I, Nf6 mate. With the White king 
on b2 the sequence would have been 
unique. 

(c) Several answers here for 
Black (playing as White) to win in 7. 
Two nice ones are (i) Rd6, Rf6, Rxf4, 
Ke7, Kf6, Kg5, Rf2 Italian mate and 
(ii) Nf6, Ng4, Nf2, BB, Rd6, Re6, 
Re2 mate. 

#58 The intended solution was as 
follows: 6 Kg6, Kg5, Kf4, Kxe4, 
Kxd4, Qe3 Italian mate. I overlooked 
the idea of bringing the rook to the e
file. It wasn't until I checked the 
solutions that I noticed a mate in 5 by 
Kg6, Kg5, Kf4, Qxe4, Qe3 (no one 
found this). 

I gave bonus points to Fred Galvin for 
giving the extended solutions for the 
Scottish rules. 

The scores are now:-

Fred Gal vin 23 
Ian Richardson 
David Pritchard 
Ronald Turnbull 
Stefano Bruzzi 

23 
14 
5 
2 

Losing Chess Solutions 

#60 I Nd2! (1 Ne5? Kal! and after 
2 ... Ka2 the king escapes) l...K,al 
2 Nb3! Kbl 3 Nal! Kxal 4 Nd4! and 
the king is dominated, 

#61 I Bfl! (now the knight aims for 
e4 via f2 so ... ) l...Kcl! 2 Ba6! 
(2 Bb5? Kb2 3 Nf2 Ka3!) 2 ... Kbl 
(best) 3 Nf2 Kb2 (now White must 
wait again) 4 Bfl! Kbl(a2) 5 Ne4! 
Kal 6 Ba6! Ka2 7 Bb5(e2) Kbl 
(7 ... Kal 8 Ba4) and now the knight 
manoeuvre we saw in #60 8 Nd2! Kal 
9 Nb3! Kbl 10 Nal! Kxal 11 Ba4! 
and wins, 
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Neutral pieces by Ronald Turnbull 

A neutral piece is one that belongs to 
both sides at once. A neutral unit may 
be moved by either player as if it were 
his own, and may be captured by 
either player as if it were an enemy. 

It takes a few moments to grasp 
how this works; the grasping of it is 
the reason for offering these diagrams. 
Once grasped, neutrals offer a fertile 
and amusing field of (airy prob
lemism. Which is the other reason for 
the diagrams! 

In diagram 2, White cannot move 
the neutral pawn at all. Black could 
play it to cl, with promotion to the 
neutral piece of his choice. However, 
if the black knight were absent, then 
Black would be prevented from 
1...c1=nR and 1...c1=nQ as these 
would give check to his own king. 

1- T. R. DAWSON 
Fairy Chess Review 1950 
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Mate in 2 (nRhl, nBb2) 

To deliver mate by a neutral will 
be a problematical feat, as the 
attacked side may simply move the 
checking unit away. Since problems 
are in their nature problematic, this 
particular feat has rather mesmerised 
composers. Indeed, when solving, a 
mate by neutral is the first thing I look 
for! Dawson invented neutrals and 
diagram 1 is an early example. After 
1 Rg3, the threat is 2 Qxg7 and Black 
accordingly moves this pawn: 1...g6 
2 nRxh6 and l...g5 2 nBxf6. 

A mate by a neutral must be an 
irreversible move - in general, as here, 
a capture. The interesting part is the 
way the black pawn prevents the 
neutral from moving off the check
line. 

Summary: neutral pawns move up 
the board when White moves them, 
down when Black moves them, and 

promote to neutral pieces. Either side 
may use a neutral to capture another. 
A neutral gives check to either king. 

2 - Kjell WIDLERT 
The Problemist 1971 

Mate in 2 (nPc2) 

In judging the originals of phenix 
for 1994, Bruno Kampmann criticised 
composers for so often being content 
with achieving an AlIumwandlung 
(the promotion of a pawn to each of 
Q,R,N,B). He then gave 2nd Prize to 
an AUW problem! Like England's 
Lake District, AUW is over-popular 
because it's so nice. In orthodox two
movers there is no way the four pro
motions can give four separate vari
ations, and it isn't obvious they can in 
Neutrals. But they can, as diagram 2 
shows with delightful economy. 

The key 1 Nd4 makes no threat, 
and gives Black's king a flight square 
on d2. Black's replies are the four 
promotions. 

1...c1nR 2 nRxdl and Black can't 
move the neutral away because of the 
wQ behind it. 

l...c1 nQ not 2 nQxd I?? which is 
illegal self-check to wK but 2 Qxc3. 
Neutral Queen pins the Black knight, 
and it's no use her interposing or 
capturing as that simply replaces a wQ 
check with a nQ one. 

l...c1 nB 2 Nc2 (nB guards d2 but 
not c2) 

l...c1nN 2 dNf3 (nN guards e2) 
And finally the King-flight: 

1 ... Kd2 2 hNf3. Some would criticise 
this last variation, as diluting the 
thematic intensity. Still, even here the 
nP is functional, guarding d3 - and a 
flight-giving key is always welcome. 
But the most notable feature of this 
problem is its splendid economy, with 
a mere to units. 

3 - Kurt SMULDERS 
HM, Europe Echecs 1970 

Mate in 2 (nPb7) 

Diagram 3 is similar, and similarly 
enjoyable. Readers who unravel it for 
themselves will get the most pleasure: 
the solution is at the end of the article. 

We leave the two "obvious" 
themes - AUW and mate by neutral -
with a complex and heavyweight 
example of the former by a master 
composer. When I say that diagram 4 
is not to my own taste, I do not 
gainsay the judge for Die Schwalbe, 
who is more eminent than L Rather I 
console any reader who may also find 
this degree of force unprepossessing. 
The idea - cyclic mutual capture of 
three neutral mating pieces - is a diffi
cult one, and the setting reflects this. 

I nRxc6 - a rare example of 
neutral keymove - pins the neutral 
rook to threaten 2 Bc4. 1 ... Rc5 
2 nRxd6, l...Rh4 2 nBxe5 and l...Nb2 
2 nN xc6. In each case, the mating 
move discovers check by a neutral 
piece which pins itself. 

Another problematic possibility is 
explored in diagram 5. Can a Q 
obstruct her own Rand B? After the 
piquant key I Nal we find that she 
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5 - Petko PETKOV 
2 HM, The Problemist 1974 

Mate in 2 (nQc6, nRd81b6, nBc8) 

can, as mutual obstruction of nB and 
nQ takes place on e6, mutual obstruc
tion of nR and nQ on dS. (Black's 
moves are to block the threat 2 Qb3.) 

l...nBe6 2 Rf3 (nB unpins wR, 
and of course not 2 ... nQxf3??) 
l...nQe6 2 Rh3 (and not 2 ... nQxh3??) 

l...nRdS 2 Ne4 (obstructing 
2 ... nQxe4 which could otherwise 
eliminate the double-check) 

l...nQdS 2 Bd4 (not 2 ... Kxd4, 
guarded by neutral Q) 

Such obstructions of lesser pieces 
by queen - Holzhausen Interferences, 
they're called - are a favourite theme 
of my own, and can be shown in many 
different fairy forms. 

6 - Ronald TURNBULL 
3rd Prize, Nixon Memorial Ty 1997 

Mate in 2 (nQc8) 

As I said, the ideas of mate-by
neutral and AUW have been inten
sively explored. Otherwise, though, 
neutrals are a field where there are 
many pleasant treasures unfound. As I 
discovered when I entered the not
terribly-complex diagram 6 (solution 
at the end) in The Problemist's Nixon 
Memorial_Tourney a couple of years 
ago. To my pleased surprise, it hadn't 
previously been thought of. The key is 
quite surprising, and introduces the 
three main variations, which are, 
naturally, moves of the neutral Queen. 
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7 - KjelI WIDLERT 
4 HM, feenschach 1979 

Mate in S (nRe4) 

Diagram 7 is a rare neutral more
mover of delightful simplicity. 
Strangely, it was composed before the 
wide-scale introduction of that useful 
garden machine the Strimmer. It is the 
only more-mover with a single neutral 
piece that I've seen. Anything else 
you compose with similar force will 
probably be a new discovery! The 
black pawns must be mown down in 
the correct order. 

1 nRxeS++ nRe4 2 nRxf4+ nRe4 
(2 ... nRf3 3 Bxf3) 3 nRxe3+ nRe4 
4 nRxd4++ nRe4 S Nb4. 

8-H.MULLER 
The Problemist 1988 

Helpmate in 3, set play (all neutral) 

It's a bad idea to Go All The Way 
- certainly not until you're sufficiently 
mature and ready. My teenage 
children ignore this advice, and so do 
fairy composers and solvers. For me, 
problems with everything neutral are 
too alien and troublesome. Though 
Diagram 8 might tempt me into the 
All-Neutral indiscretion ... First of all, 
check on the neutral king by a neutral 
piece is impossible. If Black plays 1 
Qa7, this is check to nK (considered 
White) from nQ (considered Black) 
but also the other way around - so it is 
self-check and illegal. However, 
check can be administered by a pawn. 
Black could play I Ka3+: this is check 
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to the nK (considered White) from nP 
(considered Black) but not vice versa. 

The mating piece will be a pawn, 
then, and its move will be a capture 
(else Black could simply reverse it). 
Further, the pawn must be either 
blocked from behind or pinned (else 
Black could simply move it away.) 
This quickly leads to a mating move 
PxN, with the other pawn behind to 
block and nQ guarding K-flights. 

So here's the solution: note that 
the second play of each move is the 
White one. 1 Qb8 Ka5+ 2 Ka6 Nc3 
3 NbS cxb5 - the ordering of the 
moves is determined by the fact that 
Black may move nK to a5 (giving 
check) but White mayn't (illegal self 
check). In the set-play, White starts 
and gives mate on his third move. The 
loss of the first Black move leads to 
the same mate, one square down the 
board. l...Ka5+ 2 b3 Nb4 3 c3 cxb4. 

I thank John Beasley and Mark 
Ridley for showing me many of the 
problems cited. Most are drawn from 
Les Pieces Neutres by R Meignant 
and K Widlert, published by Rex 
Multiplex, an absorbing read. The 
final diagram 9 is for solving along 
with the other originals of this issue. 

9 - Ronald TURNBULL 

Mate in 3 (nRd7/b5) 

Solutions not in text: 
3 (Smulders): I Na6! I ... N random 

2 bSnR (bSnQ,nB being check to White 
and bSnN attracting 2 ... nNd7!) l...Nc7 
2 bSnB (not bSnQ 2 ... nQxcS) 1 ... Nd6 
2 bSnQ (not bSnB 2 ... nBc7) 1 ... Kxa6 
2 bSnN (not bSnR 2 ... nRb7). By-play 
1 ... Rxa6 2 Rxb7 - again, this variation has 
been criticised as non-thematic, but I like 
it. I would not add extra force in order to 
achieve it, but neither would I add force in 
order to eliminate it. 

6 (Turnbull): I KgS threatens 2 Ng3 
but exposes W to three checks 1...nQgS+/ 
nQcS+/nQc1 + 2 Bg6/BdS/Re3, with nQ 
unable to capture. Byplay 1 ... nQc3 2 Rb4. 



Page 64 VARIANT CHESS 32 Summer /999 

Problem pages by Ronald Turnbull 
Highland Cottage, Gatelawbridge, Thornhill, Dumfries and Galloway DG3 5EA 

For this issue, some of our regular 
contributors have obliged with prob
lems showing the forms explored last 
time. And if they have embellished 
them with Transmuted Kings, well, we 
Fairy Problemists are like that. 

281 - John RICE 

Circe; mate in 2 

Still, 281 is straightforward Circe, 
and rather easier than the one I offered 
last time. Note that the key appears to 
make 2 threats but in fact makes none. 

282 - lan RICHARDSON 

Circe; series mate in 6 

In a series mate, White makes a 
series of moves (here, 6) none of 
which may give check except the last, 
which mates. This is like Progressive 
Chess, and useful practice. (However, 
there are no Italianate complications.) 

283 - lan RICHARD SON 

Nightriders c3, b 1; mate in 3 

lan's 283 brings the Nightrider: 
this piece, invented by T. R. Dawson, 
is why problemists continue to refer to 
the Knight as S (for the German 
"Springer") rather than N (as in VC). 
We shall have to call the Nightrider 
NR. It moves like a knight, but may 
keep going. Thus NRb I may move to 
d2, but also f3/g4. However, NRc3 
blocks it from NRbl-e7. It takes a 
while to visualise the lines. In general, 
if a NR can reach a square in two 
moves, it can do so in just 2 ways, like 
N,B,R. However, NRc3 can reach f3 
in two moves in 4 ways. 

284 - Arthur WILLMOTT 

Nightriders a2, h2 
Helpstalemate in 2, two solutions 

285 - Arthur WILLMOTT 

Grasshopper d6 
Helpmate in 3, two solutions 

In the helpstalemate 284, B & W 
collaborate, Black starting, to achieve 
stalemate on White's second move. 
There are just two ways to do this. 
285 has Dawson's other piece, the 
Grasshopper. This moves along Q
lines, but only to the square im
mediately beyond some other unit (B 
or W). So this one can move only to 
b4 or f3. It could capture a Black unit 
on either of those squares. 1 Ne5?? 
would be illegal self-check by Black. 

286 - Valery NEBOTOV 

Rois transmutes, Dragon c4, 
Grasshopper c3; mate in 2 

286 combines Grasshopper with 
Dragon (N+P), and also with Rois 
Transmutes: King in check moves as 
the checking unit. So if White starts 
1 f8=Q+, bK moves as B, escaping to 
c2, d3, h7 etc. If 1 f8=N++, bK can 
move as B or as N. As is usual when 
fairy pieces are present, Pawns may 
promote to DR or G as well as QRBN. 

287 - Erich BARTEL 

Rois transmutes, Grasshopper b5, 
Contra-G h7; helpmate in 6, 2 sols 

287 combines Grasshopper with 
Contra-Grasshopper, whose move is 
the reverse. KG moves only when ad
jacent to some other unit: and moves 
over that unit along Q-lines. Place a 
unit of either colour on g6 and KG 
could move to f5, e4, d3, c2, b I. Place 
a second unit on d3 and KG is 
blocked from c2, b 1. If that second 
unit is Black, KG could capture it. If 
that second unit is bK, it is in check. 

An orphan (288) is a sort of trans
muting piece. When attacked it takes 
on the move of the attacking piece, 
and otherwise may not move at all. 
Again here, promotion may be to NR 
or 0 as well as to QRBN. Black starts, 
and is stalemated on White's fifth. 
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288 - Erich BARTEL 

Orphan £8, Nightrider d6 
Helpstalemate in 5 

289 - Paul RAICAN 

No-capture Chess 
Helpstalemate in 4, 3 solutions 

In 289 the simple added rule is: all 
captures are illegal. They may not 
even be used to escape checkmate. 
Check is not affected. 

9 on page 63 is also for solving. 

290 - EUREKA! 

~ ••• ~ ~~~~i~~ 
~ .. ~~~~ .. ~~~~~ 
~ i.~*,~ ~ 

White to play and draw 

And finally, Eureka! After an 
obvious first move to save the pawn, 
Black's best reply is 1...Qd8. Now 
only 2 Kb6 will hold onto the draw. 
What Variant are we playing? 

I've so far received no reaction 
either for or against the more 
straightforward style of last VC's 
Problem Pages. Perhaps those who 
liked it that way may be stung into 
response by this issue, where I have 
partly reverted. 

Variant Chess Theme Tourney 2, 
Zvolen's Chess: Award 

This time, I seem to have hit on a truly 
unattractive idea. The only entry, a 
synthetic game by lan Richardson, has 
been awarded Honourable Mention by 
the judge Miroslav Brada. 
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PART I: From the game array, con
struct the shortest game in which mate 
is delivered (a) by a QN (i.e. knight 
from bl or b8), (b) by a KN (knight 
from gl or g8) standing on the f-file. 
PART 2: Construct the shortest game 
in which a mated bK is in check from 
wP on f3 in the mating position. 

There are some duals in the play, 
as often in such synthetic games. 
Solution to either part scores a solving 
point, but no bonus for both. 

VC 31. Comments: John Beasley, 
Stephen Emmerson, Paul Raican, lan 
Richardson, Ronald Turnbull 

277 (Turnbull): Whenever bK leaves 
b I, he must be dri ven back wi th check. 
But then he must be allowed off again to 
prevent stalemate. So all moves after the 
first are fairly automatic. I RbS Kal,a2 
2 RaS+ 3 BPa4 4 BPbS+ S BPa6 6 BPb7+ 
7 RbS S BPaS=Q. Problemists ignore 
mating duals like as=R/Q. That wB is a 
naughty red herring! - IR. T. R. Dawson 
would have blocked bP with a clump of 
Black units - JDB. 

278 (Turnbull): I Rb4 Kxh6 (Bf!) 
2 Rh4. The "Indian" theme usually 
requires 3 moves and more than 4 pieces. 

279 (Turnbull): I Bxc4(RaS) threat 
2 Bd4 mate. A "give-and take" key: bad, it 
removes bR from the heart of the action, 
crudely unguarding d4 for the threatened 
mate. Good, it sets up the thematic pin of 
wQ. I...Nxf4(wRal) 2 Qxf4(bNbS) the 
reborn bN allows wQ to move off the pin
line! Similarly l...Nf6/Ne7IRxf8+(QdS) 
2 Qxf6(NbS)/Qxe7(NbS)/QxdS(NgS). By
play l...Nxe3(Bel) 2 Bb2. No solution 
after l...RxQ+! - unnamed solver. 

280 (Eureka) Well, why does~ I b7 
threaten 2 aSB rather than 2 aSQ mate? SE 
came close, suggesting Anti-Andernach -
piece that moves without capture changes 
colour. In fact, this is Volages: unit (not 
K) that changes square-colour changes 
colour, but only the first time it does so 
from the diagram. So I b7=bP threatens 
2 aSB=bB and the bB cannot depart to 
prevent 3 RxaS mate. Defence 1 ... b6 leads 
to 2 aSN=bN, and again 3 RxaS. 

In Anti-Andernach, 1 ... b6=wP refutes 
by reversing the key move. Problem 
could, though, be reset in Anti-A. Saving 
a pawn, but with obvious pawn-capture 
key (A-A keys must be irreversible). 
(solving point to SE for White Anti-A) 

Dragons & Scorpions: 
3 (Richardson): I ba Kb4 2 b2 Kd4 

3 b4 cb, I bc Kdl 2 b4 Ka4 3 b2 ab. But 
2nd doesn't lead to mate, while SE and 
PR cook: I bc Kb4 2 b2 a4 3 bxa4 Kxa4. 

4 (Turnbull): I Rf6+ Ke3 2 Rxfl 
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(very crude) ... Ke2+ One solving point for ' 
finding this fork 3 Rf3 Now wR, bP are 
both pinned but both immune from 
capture. 3 ... Kdl unpins bP to threaten 
PxwR, wR still pinned. Another point for 
finding White's unfork and Black's 
continuation. 4 Nf2+ Ke2 - but wR is still 
pinned down, and if S Nxg4 then hS=Q+. 
Aha, but 6 Nh2+ - the final fork! I thought 
this would be tough and was gratified to 
see some solvers gain the full 3 points. 

G-specific pin on bP will be familiar 
to fairy enthusiasts, but it's the simul
taneous pins that make this lively study -
SE. Bonne etude! - PR. Hear. hear - JDB 

6 (Richardson): l...DRf3 2 KfS Kf2 
3 Kf4 DRe3 b) I...Kc7 2 KdS DRc3+ 
3 KcS DRd3. 

Turbulent Priests: 
2 (Turnbull): l...Bd4 2 Bxd4 

Kc7(wBc4) 3 Ba7 Be4; loo.Kc7 2 BxeS+ 
Kc6(wBe4) 3 BbS Kb6. Second solution 
not completely tricky as bB must get to a7 
or b8 somehow - RT. Clever ret1ected 
echo - SE. Again. hear. hear - JDB 

3 (Fayers): l...BeS(Bd4)+ 2 Bd4(BdS, 
Bd4)+ e4(d4,BdS,BeS)+ 3 BdS(BeS,dS) 
d6(Be4). Try l...BgI. 2 Bd4(BdS)+ 
e4(BeS,d4) 3 Bb8(dS) Bd4(eS,BdS) but 
4 BeS! rotates wB. Spectacular sequence, 
even if checks to W are cosmetic - SE. 
I like this variant - IR. 

4 (Turnbull): I BoB 3 Bb7 4 BoB 
6 Bb7+ B<>B. Many offered S Bc6+ 
BoB, but Black escapes by K<>K. H'd 
be nice to see a Messigny problem with a 
first move that wasn't a swap! - JDB 

5 (Fayers): l...Bc3 2 Bel Bel 
(l...Bf2? gives check). Black starts: 
l...Bc2 2 BgI Bel. Tricky and interesting, 
despite extreme simplicity of setting - RT 
Neat echo: the only mating matrix - SE. 

Scores: IR - 8. SE - 13 (max). PR - II 
Late score VC 31: SE - ID (max). 

Cooks and corrections: SE duals 
Dragons & Scorpions 2 by l...Be2 2 Kel 
Bg4 3 Kfl Kg3 4 KgI Bh3 S Khl Bg2, 
and shortens 7 to a mate in 7, with l...Kh8 
2 Kf7 3 DRgS+ but a dual-free full length 
line after l...Kh7 (as does PR). 

Full solution to the excellent and 
difficult 242 (VC 3D, Raican, maxi): I 
KeS! with two lines l...Nc7 2 Rg3 Ba7 3 
Re3+ KgS 4 Rd3 BgI S e4 Ba7 6 Bd2+ 
Be3 7 Bcl Bxcl 8 Rd4 Bf4, and l...Nb6 2 
Bd2 BcS 3 Ra7 BgI 4 Kd6 BcS+ S Kc7 
BgI 6 e3 Bxe3 7 Kb8 Bh6 8 Bf4 Bxf4. 

274 (VC 30) SE's computer confirms. 
269 (VC 30) My Alice mate-in-two: 

SE and PR point out that it's still 
unsound, even after correction in VC 31. 
After I Ra7>B Ra5>B, 2 Ra4>A is im
possible as wR has passed through bR on 
B. Sound (but less interesting) with bRaS. 
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The 1999 World Circular Chess Championship 

This year's World Circular Chess 
Championship, held at Lincoln Castle 
on May 16, resulted in a third 
successive victory for Francis Bowers, 
who beat Paul Byway in a play-off 
(4V2 out of 5, 31 competitors). His 
victory was not without good fortune, 
since he survived at least one lost 
position in the course of the day, but 
he was also the round-by-round 
organizer and had to work out the 
pairings for the next round while 
everyone else was having a rest. 
Perhaps a little good fortune in the 
play evened things up. 

The rules were given in VC 31, but 
if you do not have this to hand think 
of an ordinary board split into two 
halves which are then joined so that 
the a/h files form a continuous ring, 
and likewise the bIg, cIf, and dIe files. 
In the sketch below, wQf2/wRfl are 
effectively at c15/c16 and so guard 
wRc7, while bQgS is effectively at b9 
and prevents mate on cS and f8 (=c9). 

Massed major pieces on a ring can 
be very powerful. The sketch above 
was taken from one of my own games, 
my opponent having inadvertently 
withdrawn a second guard from f8; 
now 1 Rxd7+ forced mate next move 
(1...Kxd7 2 Qc7, 1 ... Qxd7 2 Qf8). All 
right, you may say, this is no different 
from a position in ordinary chess with 
major pieces massed on the' seventh 
rank (say wRa7, wQg7, wRh7, bKbS, 
bQc6, play 1 RaS+ etc). But how 
often do you see all three major pieces 
on the seventh rank in ordinary chess? 
You don't, except in the final stages 
of a game when the opponent has 
already been crushed; but similar 
positions in Circular Chess can arise 
very easily. 

The play-off, under the camera 
lights of TransWorld Sport, was a 
thriller. Paul had White, and we take 
up the game after his 19th move: 

Here Francis played 19 .•. Bxe4, which 
objectively is probably unsound but 
appeared a reasonable gamble in a 
fifteen-minute game, and play 
continued 20 fxe4 Nxg4+ 21 Kfl h3 
(this P is guarded by bRaS) 22 Bf3 
Nxh2+ 23 Rxh2 Rg1+ (guarded by 
bQb7) 24 Kc1 Qg3 25 Qe2 Rb8 : 

The bIg ring is now dominated by 
Black, White's king is exposed, and 
few onlookers expected White to hold 
out; but by defending against the most 
immediate threats, and seeking ex
changes when he could, he gradually 
weathered the storm. Play continued 
26 Rbl Bh4 27 Rhl Rxb1+ 28 Nxbl 
h2 29 Rxh2 Qgl + 30 Kc2 Bel 
31 Qxel Qxbl+ 32 Kb3 Rg133 Qd2 
Qfl 34 Be2 Qel 35 Qxel Rxel 
36 Bf3 and the worst was clearly past 
(see diagram at top of next column); 
furthermore, Black had taken longer 
to create his threats than White had 
taken to answer them, and White was 
ahead on the clock as well. But as so 
often happens, the player who was 
ahead on time and material tried to 
play properly and clinch his win, 

while his opponent simply blitzed out 
moves, and it was White's flag which 
eventually fell. This was Paul's first 
appearance at the championship, and I 
received the impression in the pub 
afterwards that most people were 
sorry his fine defence had not been 
crowned with the victory it deserved; 
that having been said, it was Francis's 
initiative in trying 19 ... Bxe4 which 
had made the game what it was in the 
first place. 

And the event as a whole? It is 
definitely among the friendlier of 
world championships and some of the 
31 participants were strictly social, but 
if beer was the preferred drink lower 
down the room the play at the top was 
serious enough. I don't think any 
contestant had come specially from 
abroad, but several had made journeys 
across Britain comparable to those of 
Paul and myself. The organizers had 
attracted a number of local sponsors, 
and had rewarded them with some 
discreet but attractive posters; the 
Mayor and Sheriff of Lincoln, 
complete with chains of office, were 
present to perform the opening draw; 
there was croquet to watch between 
rounds (and to take part in if your 
game had finished early enough), and 
Morris dancing in the Castle Foregate; 
in the evening, the Castle's resident 
goose could be seen in stately 
progress across the lawns with her 
superbly marshalled family of eleven 
(we were told that the Castle also had 
a resident owl, but she did not put in 
an appearance); there was even one of 
the four surviving copies of Magna 
Carta to look at. Paul went with Carol 
and Stephanie, I went with Sue, and a 
most enjoyable day out was had by 
all. - JDB 
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BCVS Notices 

The AGM (see VC 31 P 4S) adopted the 
1995 accounts and appointed the officers 
listed on the front page. Following the 
AGM, George Jelliss offered to set up and 
run a BCVS Library. This is excellent 
news, and details will be given in VC 33. 

Stephen Emmerson has produced an 
attractive award leaflet for our first 
problem theme tourney (VC 29 pp 12-13 
and VC 30 P 30). It has diagrams of all the 
honoured problems with solutions and 
judge's comments, plus the article in VC 
27 which introduced the tourney. Copies 
are available from myself free of charge. 

Variant Chess bound volumes 

Comb-bound copies of Volume 4 are 
now available from George Jelliss at 
5 Biddulph Street, Leicester LE2 1BH 
(please note new address) at £8 including 
packing and UK postage. Volume 3 
remains available from George at £ 13.S0, 
and I believe the privately owned 
Volumes I and 2 are also still available: 
Volume I at £10 from George, Volume 2 
at £17 from Peter Wood, 39 Linton Road, 
Hastings, East Sussex TN34 ITW. 

News 

The post-AGM multiple-variant tourney 
was won by Adrian Mylward (617), ahead 
of David Pritchard (S) and a group on 4. 
Adrian produced "Sabbatical Chess": a 
player capturing a man can withdraw one 
or more of his own men for later dropping. 
It proved a bit complicated for five-minute 
play, but we may well examine it further. 

For the 1999 World Circular Chess 
Championship, see opposite. 

Forthcoming events 

XiangQi. The Shanghai Cup (1999 UK 
Individual Championship) will be held at 
the Shanghai Restaur!1nt, 39 White Rock, 
Hastings, on Sunday August 8 from 1000 
to around 2100. Prizes £200, £100, £SO. 
Entries (fee £ 12) to C. K. Lai, 12 Haslam 
Street, London SEIS SGD, by August 2. 

Postal tournaments 

A mixed tournament? Malcolm Horne 
would like to see a postal tournament 
featuring a mixture of variants. He 
suggests maybe four players all-play-all, 
giving six games each, ideally all featuring 
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News, notices, solutions 

different variants. "Possible choices: Ava
lanche, Extinction, Knight Relay, Losing, 
Marseillais, Pocket Knight, Randomised, 
Chancellor 9xS, Janus, Chinese, Korean -
or you may like to suggest others? You 
will be able to say no to three or four 
variants that you prefer to avoid." 

If you are interested (UK or abroad), 
please write to Malcolm at lOB Windsor 
Square, Exmouth, Devon EXS IJU, by 
August 7, giving a list of your preferred 
variants and some idea of your experience 
if any, plus your basic chess strength. 
Malcolm would like to start in September. 

Individual postal play 

Anthony Hornyak is looking for oppo
nents ("snail mail not e-mail") at XiangQi 
and Glinski's Hexagonal Chess (see The 
Encyclopedia of Chess Variants pp 139-
141). Write to him at 1118 So. 11th St., 
Manitowoc, WI S4220-S217, U. S. A. 

Ivan Dirmeik gently reminds me that 
to take about a two-game match at Alice 
Auction chess (VC 31 P 48) is nonsense; 
the whole point of Auction Chess is that 
it permits the playing of a single game as 
opposed to the usual couplet. Sorry. 
The Encyclopedia of Chess Variants 
gives the relevant rules (pp 3-S and 13); 
is anyone willing to help him try it out? 

Looking for a postal opponent? 
We shall be happy to print your ad here. 
Please state the variants of interest to you 
and your approximate playing strength. 

Solutions 

Mutation Progressive (pp SO-I). 
(I) 7 Qxe4(N), Nd6, c4, cS, h3, 

hxg4(B), f6. 
(2) S Qxe6(B), BdS, Bxhl(R), 

Rxh2(P), hl=Q, h6, hxgS(N), Rh2. 
(3) S QxgS(N), NB, Nxd2(B), 

Bxe3(P), e3xf2, Bg4, e3, ft=R. Italian pin 
mate: Rxfl +. 

(4) 6 eS, QbS, Qxft(B), Nc6, NaS, 
Nc4. 

(S) S cS, cxb4(B), Nc6, Nd4, either 
RgS, gxf6(N), Kd6!, Ne4. Italian mate: 
Qxe4(N) checks BK. 

(6) 7 Bxd3(N), Nb4, f6, Qxg4, Ke2, 
Nc3, Ne4. (Ke2 is not essential here.) 

(7) 7 Qa6, QcS, hS, h6, hxg7, 
gxhS(R), Rxf8(B). 

(8) 7 Qe2, Qa6, Rb I, Rxb7(P), 
bS=N, Nc6, NbS. Underpromotion and 
BQ shut-off. 

(9) 7 KB, Kg4, Qa3, QcS, Nc3, 
Ne4, Nf6:j: Italian mate. 
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(10) 7 dS, dxe6, Bxh6(N), QB, 
QxfS(B), Bxg7(P), gxhS(R). 

(11) 6 KeS, Bb4, QgS, Qxd2(P), 
dl=R, ReI. 

(12) 9 Kg2, Qxf8(B), Bxg7(P), 
gS=Q, Qf8, d4, dS, Rfl, Rt7:j:. 

(13) 7 c3, fxe3(Q), exdS, Bh4, 
BxdS(Q), NB, NeS. 

(14) 6 c6, cxbS(B). NfS, gxf6(Q), 
QeS, Nh4. (cxbS is not essential.) 

(IS) S Qh3, Qxh6(N), b3, Ba3, B17. 
(16) 9 a4, Bb2, BxeS(P), exf6(N), 

Nxh7(P), hS=Q, Qd4, wait, Qxg2(B). 
(17) 5 Nc3, Ne4, Ra3, Re3, Nf6++. 

Alice backwards (p SS). The argument 
proceeds in stages. 

I. A dark-square knight on board A 
goes to a light square when it moves to B 
and back to a dark when it returns to A. 
Both sides have two light-square knights 
on A, so each has knighted a pawn. 

2. White has lost Bft, captured at 
home, and RaIlNgI, captured by bPcS/d4. 
Black has lost only NbS. Hence the a
pawns have passed each other on the way 
to promotion without making a capture! 
This is possible only if both started with a 
pawn-two (for example, a2-a4>B, as>A, 
a6>B by White, then a7-aS>B by Black). 

3. Hence wP was at a7:A just before 
its promotion. But it must have promoted 
on a dark square to produce a dark-square 
knight on B, so it captured bNbS. Black 
promoted from a2:A without capture. 

4. Black's Pd4 must have started 
with a pawn-two, either d7-dS or e7-e5 
(else it would now be on B). So Black's 
pawn-captures were on either (i) c6:A and 
d4:B, or (ii) cS:B and d4:B, or (iii) d6:A 
and cS:B. But of these, only d6:A could 
have been occupied by the missing wN. 

S. Hence the missing men were 
captured as follows: wBfI at home, wNgl 
at d6:A, wRal at cS:B, bNbS at home. 

6. White's king has been confined to 
d I-h I and has made an even number of 
moves without changing square colour, so 
White has not played 0-0. It follows that 
White has played an odd number of moves 
(wRaI was captured on B, his other men 
were captured on A or are back on A). 

7. Since it is White's move, Black 
also has played an odd number of moves. 

S. An odd number of simple moves 
would have left Black with a man on B. 

9. So Black cannot now castle 
because he has already done so! 

If anyone is making a collection of classic 
Alice problems, this should be in it. 
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Authors of articles and 
reviews 

(see separate index for players 
and composers) 

Byway 

Emmerson 
Fayers 
Home 
lelliss 
Kraaijeveld 
Liardet 
Pritchard 
TumbuIl 

10-11, 19, 26-7, 
35, 41, 43, 60-1 

12-13 
45 

52-3 
49-51 

36-7,56-8 
22,38,59 

9,25,40,41,54-5 

Wood 

14-15,17,30-1, 
44,46-7,62-3,64-5 

8,18,24 

Obituary 

Goldovski 39 

Books reviewed (by author) 

Hosking, Four Great Games 
24 

JeIliss, Figured Tours 
JeIliss, Synthetic Games 
Lai, Aloa Lei and XiangQi 
Li, The Genealogy of Chess 

9 
25 
24 

9, 18 
Peyton (ed), Sinister Gambits 

25 
Polgar, Reform Chess 41 
Schmittberger, New Rules for 

Classic Games 25 
TumbuIl, Long Days in 

Lake land 41 
Wood, International XiangQi 

Tournament 1998 4 I 

Computer programs and 
databases 

ASCP (author unknown) 60 
Dabbaba (Nielsen) 25 
Giveaway Wizard 

(Goldovski) 20-1,39 
IZllogoud (Bartho1di) 9 
Losing Chess 3-piece ending 

database (Beasley) 9,60 
Pindakaas (Bosman) 21 
PRBASE (AISE) 19,35 
Zillions of Games 

(Mallett, Lefler) 38 

Players and composers 
(games, studies, problems) 

Anonymous 3, I 1,21(2), 
22,26,61 

Aronsson 59 
ASCP (programmer of) 60 
Bartel 13 (3), 14 (2), 30(2), 

64,65 
Beasley 17, 26, 30(2), 43 (2), 

60 (2), 66 
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Index to Volume 4 

BeIl 
Beltman 
Bemer 
Boniface 
Bowers 
Byway 

Caillaud 
Chaunier 
Coast 
Colliass 
Crasto 
Crisan 
Dawson 
Dax 
Dziel 
Emmerson 
Fayers 
Ferrante 
Ferri 
Fierek 
Fontana 
Galimberti 
Gando1fo 
Gardner 
Gatto 
Gek Tan 

12,13 (3) 
21 
I I 
11 
66 

4 (2),5 (3). 10,24, 
43, 60. 61 (2), 66 

47 
40 

3 (2), 5, 32 
52 
61 
13 

28.44,62 
37 

50 (2) 
30 

13, 14.45 (3) 
43.59 (2) 

50,51 
53 

51 (2) 
61 
24 
40 
61 
52 

von Guretsky-Comitz 
Holladay 

10 
44 

Home 
Howes 
Hu Ming 
Hutchinson 
Jacobs 

53 
4 (2) 

42 
23 

28 (2) 
JeIliss 
Keller 
Kocan 
Kustrin 
Lai 
Lasker 
LegaIl 
Leslie 
Levitski 
Liardet 

3,6,49,50 (8), 51 (9) 
51 
I I 
50 
24 
46 

Liu Da Hua 
Livnat 
Lorinc 
Lucena 
Lytton 
Macleod 
MarshaIl 
McDoweIl 
Muller 
Nebotov 
Neto 
Nilsson 
Onitiu 
Parr 
Pereira 
Petkov 
Poisson 
Pritchard 
Pugnali 
Raican 
RaIlo 
ar-Razi 

2 
54 (2) 

59 
14,21,26 (2), 27, 

38,39,43 
42 

13 (2) 
12,13 (4), 31 

2 
13,46 

46 
59 
46 
63 
64 
40 
59 

2 
54 

8 
63 
47 

3,4 (3),5, I 1,54 
61 

12,13,14,65 
50 (2), 51 (2) 

2 

Rehm 62 
Reynolds 6 (2) 
Riann'on 37 
Rice 47,64 
Richardson, D 4 (2), 6 
Richardson, I 6, 13, 31,43, 

44 (3), 61, 64 (2). 65 
Sal a 50,51 
Salvadori 49,51 
Sarale 11 
Scovero 50 
Smook 54 (2) 
Smulders 62 
Stock ford 23 
as-Suli 10 
Tait 52 (2), 53 
Titley 53 
Tremayne 3 (2),4 (2), 5. 6 (2) 
Tumbull 12 (3), 13 (4).30, 

31,43,44 (4), 45 (2), 
46 (3), 55, 60, 61,63 (2) 

Twiss 48 
Widlert 62, 63 
Willmott 14 (2), 15,64 (2) 
Woo 26 
Wood 4 (3), 5 (2), 8 
Zima I I, 51 

Games, men, rules, 
conditions 

Abbot (Princess) 39 
Actuated Revolving Centre 

13,45 
Alice Chess 3, 23, 30,43, 55 
Andemach Chess 47 
Antelope 13,30 
Anti-Circe 13, 14 
Avalanche Chess 32 
Berolina pawns 46 
Bicolores see Sensitive kings 
"Blitz" 23 
Bosworth 25 
Bughouse Chess 43, 59 
Camel 30 
Chameleon-promoter 13 
Checkless Chess 14 
Chess, ordinary or 

near-ordinary 2, 13, 28 
(see also Knight's tours) 

Chiral knights 7 
9 

14,46,64 
45 

33-4,48, 
55,66 

13 
64 

9 

Chivalrous Attrition 
Circe 
Circe Parrain 
Circular Chess 

Construction tasks 
Contra-Grasshopper 
Cubic Chess 
Desi Chess 
Dragon 
Edgemover 
Equihopper 
Eureka! 

9 
44,64 

13 
30 

14,31,47,65 
Extinction Chess 6, 16,38, 

Extra Knight Chess 
39,60 

7 
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Flamingo 30 
FoIlow-my-Leader 31 
Giraffe 30 
Glasgow Chess 30 
Gnu 13 
Grasshopper 2.13.14,31,64 
Haaner Chess I 3 
Hexapawn 23 
Hostage Chess 54-5 
Illegal Cluster 12 
Isardam 12 
Kilyow 41 
King Circe 13 
Klin Zha 36-7 
Knight's tours 9,48,55 
Knight-Relay Chess 23 
Koko 13 
Kriegspiel Madrasi 16 
Losing Chess 9,13,20-1, 

Magic square 
Magnetic Chess 
Mao 
Mars Circe 
MarseIlais Chess 
Maximummer 
Merlin et Mat 
Messigny Chess 
Moarider 

26-7,55,60 
13 

40,45 
13 
30 
14 

13,25 
25 

14,30,45 
12 

Modern Courier Chess 
Mutation Progressive Chess 

ID 

49-51 
Neutral men 12, 13,62-3 
Nightrider 64, 65 
No-capture Chess 28, 65 
Orphan 65 
Oscillating kings 13 
Pocket Knight Chess 52-3 
Progressive Chess 4-5, I I, 

17,19,30,35,43,61 
Progressive Circe 55 
Quantum Chess 22 
Randomization 7 
Reform Chess 4 I 
Rois transmutes 13,64> 
Rose Lion 12 
Royal pieces 13 
Sabbatical Chess 67 
Scorpion 44, 60-1 
Sensitive kings 12, 13 
Sentinels 12, 13 
Shatranj 10. 26 
Shogi 18,39,56-8 
Shogi variants 56-8 
Sting 44, 60-1 
Tick-Tack-Chess 23 
Trancendental Chess 39 
Vertical Mobius Strip 45 
Virtual Chess 9 
Warden (Empress) 39 
Wazir 28 
Wild games 22 
XiangQi 8, I I, 18,24,26, 

39,41,42,48,67 
Yakutat Chess 7 
Zebrarider 30 
Zvolen's Chess 16,65 
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Change of Editor 

2 The new volume opens with a new editor. First I must 
2 thank John Beasley for bringing his long and wide 
3 experience to the service of 'Variant Chess'. He has 
4 given much help and advice during the changeover 
5 and will continue to have a significant input in the 

future. The style of the magazine will continue broadly 
6 unchanged, though no doubt my own foibles will 
8 reveal themselves with the passage of time. 'Variant 
9 Chess' is for - and largely by - the readership, so if 

10 there is some subject which hasn't had the attention it 
12 deseves, let me know. And start work on that article! 
14 
15 
16 

Steve Smith 

16 The very existence of 'Variant Chess' as we know it 
today owes much to the chess fonts designed and sold 

President by Steve Smith of America. It is therefore with great 
David Pritchard, Badger's Wood, Hascombe Road, sadness that I have to record his untimely death. 
Munstead, Godalming. Surrey GU8 4AA According to reports received he died in the summer of 

Secretary injuries sustained when a car hit him from behind 
John Beasley, 7 St. James Road, Harpenden. while he was cycling on a quiet stretch of rural 
Hertfordshire ALS 4NX Wyoming highway. I had only the slightest of contacts 

Treasurer with him, when purchasing fonts for 'Variant Chess', 
Peter Fayers, 2 Beechwood A venue, Coulsdon. but in that brief interlude he impressed as courteous 
Surrey CR52PA and helpful beyond the call of duty. A number of 

Editor correspondents, both here and in America, have had 
Paul Byway, 20 The Finches, Hertford. nothing but praise for someone who made a difference. 
Hertfordshire 5G13 7TB Our sympathy goes out to his family. 

Problem Editor Steve Smith's fifteen year old son Adrian states that 
Ronald Turnbull, Highland Cottage, he intends to continue his late father's chess font 
Gatelawbridge, Thornhill. Dumfriesshire DG3 business 'Alpine Fonts', but is unable to respond to 
SEA requests for new fonts, or new versions of existing 

Librarian fonts. He may be contacted as follows: 
George Jelliss, 5 Biddulph Street, Leicester. email: alpine@wavecom.net 
Leicestershire LE21BH website: http://partae.com 

Va r I a n I Ch e S S is the journal of the British Chess Variants Society 

Subscription rates (one year, four issues) 
UK £8, Europe £9, Rest of World £9 surface mail, £11 air mail 

Cheques payable to 'British Chess Variants Society', please 
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EXTINCTION CHESS 
by Malcolm Home 

Here are a couple of friendly postal 
games between Ian Richardson and 
Malcolm Home, played in 1997-98. In 
Extinction Chess there is no check or 
checkmate. The aim is to eliminate 
anyone of the opponent's spedes 
(types of piece). - Ed 

Malcolm Home - lan Richardson. 

1 e4 e6 2 d3 Bb4!? 3 e3 Be7 4 f4 
e5!? As a relative novice at Extinction 
Chess I was perplexed by moves two 
andfour from Ian. He later explained 
them as an attempt to swap off or 
expose the minor pieces. Ifnow 5.fxe5 
he planned 5 ... Bg5. Ian: 
"Development does matter of course, 
and I suppose I lost the game through 
ignoring it, but I think 'Extinction' 
from move one." 5 Nfl exf4 6 Bxf4 
dS 7 e5 e5 8 e6!? Bxe6 9 g3 I'd 
intended to follow up the pawn sac 
with 9 Ng5. Fine for me if 9 ... Bxg5? 
10 Bxg5 Qxg5 11 Qe2 winning. Not 
so fine if 9 ... Qd7 or Bf5. So I 
changed my mind, but his bishops 
remain a target. 9 ... d4! Very useful. 
He is trying to open the game up, and 
my king is getting exposed 10 e4 b5!? 
But here I was more afraid of 1 0 ... Qa5 
11 Bd2!? Qb6 when Black may be 
better. 11 Ng5! Better than it was on 
move 9. Nothing else looked healthy 
anyway. The game now gets very 
complicated; Black has several 
options but 11 ... Bxg5? loses to the 
same trick as before. I1...Bf5!? 12 
Qf3! bxe4?! Maybe too slow. I 
expected his Bf5 (the queen's main 
target rather than the Ra8) to slip 
back to d7 or g6: 

13 Nxf7! This took a lot offinding. At 
first I didn't think it worked, and I 
only came back to it because I couldn't 
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find anything else I really liked And 
then I saw the follow-up (which Ian 
overlooked). 13. .. Kxf7? He has to try 
H ... Qd7 (covering the Bf5) or 
possibly 13. .. Qc8, but White has most 
of the threats. 14 Bg5! Now it's over. 
The two black bishops are too 
exposed. After 14 ... Bxg5 15 Qxf5 
they both disappear, or else the king 
does. 14 ... Nf6 15 Bxf6 Resigns. If 
Black takes on f6 then 16 Qxa8 wins. 
And 15 ... Qa5 only delays. Trickier is 
15 ... Bxd3 but 16 Bxd3 gxf6 17 Bxc4 
and then 18 Qxa8 wins. 

lan Richardson - Malcolm Home 

1 e4 e6 2 d4 dS' 3 e5 e5 4 Bb5 Bd7 
5 Bxd7 Varying from Cassano -
Castelli (VC 23 p 46), which 
continued 5 a4 Nc6 6 dxc5 Bxc5. 
5 ... Nxd7 6 f4 Qa5 7 e3 Re8 8 Nfl 
exd4 9 Nxd4 Ne7 10 g4?! To 
prevent ... Nf5, but my knight was 
heading for c6 anyway! Better to 
castle. 10 ... Nc6 11 a4?! And here 11 
Nb3 or Nxc6 both look preferable. 
Black has a worrying queenside attack 
(with B, N, Q and K all targeted), but 
White can still kick. Il...Nxd4 12 
Qxd4 Re4 13 Qd3 Ne5 14 Qc2: 

·14 ... d4?? 14 ... Re4 keeps the pressure 
on, but I must admit I thought 14 ... d4 
Virtually won the game. 15 b4! Rxb4 
16 exb4 When playing 14 ... d4 I'd 
seen this simple line but thought 
16 ... Qxb4, hitting K and N, won 
instantly. But in Extinction there's no 
check and White can just reply 17 
Qxc5! eliminating my remaining 
knight. So White wins instead! 
16 ... Resigns. It's easy to forget the 
king isn't a special piece (I've done it 
before). Had the king not been 
involved perhaps I would have looked 
beyond 16 ... Qxb4. Next time I play 
Extinction I think I will rename the 
king (to counsellor maybe?) to 
remind me. 
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A single ray of light emerges 
from the encircling gloom! I 
refer of course to the 
announcement, on the back 
page, of a correspondence 
tournament for Hostage Chess: 
I hope it gets the support it 
deserves. News elsewhere is 
not so good. Malcolm Home 
remarks that a poor response 
is probably a function of our 
small numbers. No doubt he's 
right, but similar problems 
have arisen in all the chess 
clubs I have known. I do know 
of a solution which has been 
relatively successful. The 
competition is run as a ladder 
or internal rating system. You 
play at your leisure against 
whoever you want., and adjust 
your card at the end. 
Everyone starts with 100 
points (say) with plus or 
minus la for win or draw, 
and adjusts for the rating 
difference. In my experience it 
worked very well. As one of 
the stronger club members I 
found that I was eventually 
treading water if I dropped 
half a point in ten games -- so 
everyone felt tney had 
something to p'lay for. The 
built in flexibIlity would no 
doubt be helpful to those with 
other calls on their time. Of 
course certain rules are 
needed, so that A and B don't 
play each other exclusively for 
Instance. I have the 
impression that just such a 
system was described in 'Chess' 
or 'BCM' forty or more years 
ago: If you know of this 
article, send me a copy! -- and 
let me know your views. 

Anthony Hornyak and 
AlIan Brown have expressed an 
interest in playing XiangQi: if 
I can find the time I'd like to 
join them. Can we tempt two 
or three more to make a 
really good tournament? 

0~t f~,t4)r 
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A WILD WEEKEND IN GENEVA 
by John Beasley 

No, not a weekend of wine, women, song, and general 
debauchery, though wine and song both played a minor role 
in the proceedings. Rather, a weekend of variant chess 
organized by Fabrice Liardet in which the games played 
became steadily wilder - or so it seemed to those taking 
part. Unlike last year's Losing Chess weekend, this one 
was not consciously international and I was the only 
foreign participmt, but the date happened to coincide with 
my journey back from a visit to my daughter's husband's 
family in Moravia. 

The weekend started with an all-play-all Bughouse 
tournament which attracted nine teams (eighteen players). 
In this game, also known as "Tandem Chess" and in 
Geneva as "match a quatre", the two members of a team sit 
side by side, one playing White and one Black, and when a 
player captures a man he gives it to his partner. The partner 
can then drop it on to any vacant square, either immediately 
or later, instead of playing a normal move. The game is 
traditionally played at blitz speed, and this is almost 
essential because of the "sit" option. Consider the position 
below. 

B 

A 

Suppose White is to play on both boards. A's White can 
only play g3, after which Black will play ... Qxg3 mate and 
B will win; the first mate or flag-fall decides the match. So 
team A's only chance is for White to wait until B's White 
has played, after which A's Black will be able to capture a 
pawn for White to drop on f2. But if B's White has used 
less time than A's, he simply won '/ move, and A will have 
the choice of losing on time or allowing mate. This applies 
whether the time limit is one minute or one hour, so a slow 
time limit merely increases the time spent waiting. In 
practice, there tends to be a lot of squinting at the clocks to 
see who is ahead - except with computer timekeeping, 
when clocks can be compared to the microsecond and 
eyestrain is unnecessary. 

So it's a fast fun game, made more fun if the players in 
a team are allowed to help each other (the tournament rules 
stated that all forms of communication between team 
members would be permitted, "particularly if noisy"). Even 
so, it offers scope for a fair amount of skill, and despite my 
fondness for piquant terminology I cannot help feeling that 

the name "Bughouse" is unfortunate. It is a much better 
game than the name implies. 

This occupied Saturday afternoon. Sunday featured a 
Chessgi tournament (a player who captures a man adds 
another man of the same kind to his own force, which he 
can subsequently drop on any vacant square in place of an 
ordinary move). This is a game which appears to favour 
sharp attacking play, and such games always give the 
underdog a chance. In the last round, having lost 9 out of 
12 and finding myself facing Fabrice (11112 and leading 
the field), I could raise a laugh by announcing in a loud 
voice, "Monsieur, cette fois le zero sera a toi," and then 
make the joke stick by actually winning the first game. I 
lost the second, but who cares? As Michael Green wrote 
about Coarse Rugby, this sort of thing makes up for all the 
40-nillosses when it rains all afternoon and you get kicked 
on the knee. 

The Geneva name for Chessgi is "Crazy House", and 
after Chessgi we played "Stupid House": a version of 
Bughouse in which the players of a team have the same 
colour. A player who captures therefore passes a man of his 
opponent's colour to his partner, who must place it on the 
board in place of his normal next turn. This is a really 
stupid game, and panic-stricken instructions to partners not 
to do so-and-so could be heard echoing round the room. 
But again, the "sit and wait" strategy comes into play. 
Consider the position below. 

B 

A 

This is reciprocal zugzwang, in the sense that whichever 
team moves first will lose. Suppose it is A A's Left plays 
g3 (to play Nf2 would allow immeOiate mate), and his 
opponent naturally plays ... Qxg3+ and hands the captured 
pawn to his partner - who promptly kills his opponent's 
attack by plonking it down on g6! 

We played Three-check Chess (a player wins either by 
giving mate or by giving three checks, not necessarily 
consecutively). This is another game which gives the 
underdog a chance by rewarding sharp attacking play, 
though I think it unduly favours White ("One-check Chess" 
would be a forced White win) and I suspect it needs to be 
played with biased clocks. We played Extinction Chess "a 
quatre", and indeed the "a quatre" rule can be applied to 
many games. Most importantly of all, we played. Fabrice's 
club is relatively large, fielding ten teams and producing its 
own magazine, but a tum-out of eighteen for a local variant 
chess event speaks for itself. 
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XIANtlQI 
by Paul Byway 

Since we are a variant chess magazine, 
let's spare a thought for variant 
XiangQi. I find the rules covering 
repetition very difficult. David Woo 
has done a brilliant job of explaining 
them in XiangQi Review, and as I 
read I think I understand - but when I 
turn away it's all gone! It would be so 
much simpler to modify the rule for 
Chess:- A move which. for the third 
time. would bring about the same 
position with the same colour to play. 
is an illegal move. What could be 
simpler? 

While we're about it, I have on 
occasion heard calls to increase the 
number of decisive games - and 
elsewhere, boasts that XiangQi 
doesn't suffer as many boring draws as 
Chess. In fact, a count of modem 
master games suggests that about 40% 
are drawn. XiangQi turns out to be 

. very similar to Chess in this way, as 
in many others. Still, I have a 
suggestion: For its first two moves 
(until it has crossed the river) a pawn 
can only move forwards; for its next 
two forward moves (until it has drawn 
level with the palace) it may also 
move sideways; for its last two 
forward moves (to the back rank) why 
not allow it to move backwards as 
well? The increased power of the 
pawn should lead to more decisive 
games: for instance the endgame of 
pawn versus guard would now be a 
win instead of a draw. 

John Beasley brings to my 
attention the following curious 
position: 

1 2 3 4 5 6 789 
~ ~ 

I\r!;{~ ~ 

~ 1/--\ 

48 
N 

~ ~ 
1 Kl(~ 
9 8 7 6 5 4 321 

Reciprocal Zugzwang? 

Variant Chlss 33 

The question is: what is the true 
result? Is it the case that whoever is to 
move loses? Originally the knight at 
91 was at 84, but John at first 
overlooked that 1 N6-8 blocks its 
path: I have done the same - too many 
times to count. He missed another 
blockade though, for in this position 
White can play 1 N6-S (only move) 
NI-3+ 2 NS-7 N6-S 3 NI-3+ NS-7 
and another symmetrical position. 
White now has the choice that Black 
had on move 2, but what is best play 
and who wins - I have no idea. Let me 
have yours. 

Here's a lively game from this 
summer's Willesden tournament. 

Jimmy Tang Paul Byway 

1. B7+s P3+1 
2. NB+7 N2+3 
3. CB-2 NB+9 
4. CB=7 B3+s 
5. R9=B N3+4 
6. C2=4 P9+1 
7 . Pl+l N9+B 
B. RB+4 P9+1 
9. N2+3 NB+7 

10. RB=3 P9=B 
11. Rl+9 PB=7 
12. Bs+3 P7+1 
13. B3-s N7-6? 
14. Ps+l N6+7 
15. Rl-3 N6-s 
16. G4+s N4+3 
17. Rl=s Ns+6 
lB. Gs+4 N3+1? 
19. C7+S Rl=3 
20. C7-1 R3+s? 
21. Bs+7 Nl+3 
22. Ks=4 CB=6 
23. G4-s?? C2-1 
24. Resigns 

1 2 3 4 5 

9 8 7 6 5 432 1 
The mate threat is unanswerable. 
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Black's 13th was a poor move: N4+6 
or RI + 1 should have been preferred. 
His 18th, looking for a N+C mate, 
was negated by the reply. The rook 
sacrifice only worked because White 
played the line I had foreseen: if 
instead 23 R5=4 Black is in trouble. 

We finish with two more problems 
from the tourney in Scacchi e Scienze 
Applicate Vol. 14. No. 16. 1996. The 
solutions will be found on page 16. 

Lin Yuan China 
1 234 5 6 789 

9 8 7 6 5 4 3 2 1 

Mate in 3 

1 2 9 

98765 4 321 
Mate in 3 

Postscript 

At the recent Mind Sports Olympiad, 
the prizes in the main events were 
taken by Woo Wei Cheung (France). 
Say Ty Hua (France). and young 
Chen Li (UK) from Glasgow. Chen Li 
was being trained as a professional in 
Beijing before she gave it up to come 
to college in the United Kingdom. 



Autumn 1999 

REVIEWS 
by David Pritchard 

'AMES 

Omega Chess is played on a IOxIO 
board with four extra squares, one 
diagonally adjacent to each corner 
square. Each side has 22 men; the 
standard 16 chessmen plus two extra 
pawns and two each of two new 
pieces: Wizards and Champions. The 
move of the Wizard can best be 
described as that of a camel plus a fers 
(Le., extended knight's move or one 
square diagonally). The Champion 
moves two squares in any direction 
(like a queen), leaping the intervening 
square, or one square orthogonally. 
For the historian and problemist, this 
is an alfil plus a dabbaba plus a wazir. 
The starting position has the board 
with a white square in the left-hand 
corner, the normal piece line-up 
(kings facing each other) but with the 
Champions in the corner squares 
outside the rooks. The Wizards 
occupy the four extra squares and the 
pawns the 2nd/9th ranks. The game is 
chess with a single amendment: 
pawns can move up to three squares 
initially. If you find chess too easy or 
just plain boring, this could be the 
game for you. 

It is easy to condemn a game like 
this on the grounds that adding pieces 
don't in principle make for a good 
game and at worst are a commercial 
ploy. But can one for instance 
compare Omega Chess with Modem 
Courier Chess? I think you would 
have to know both games well to 
answer that, so I will not pass 
judgement What can be said with 
confidence is that the the folding 
board and the felted plastic men (full
sized king) are of excellent quality, 
the overall design highly professional 
and the price under the circumstances 
remarkably low. Incidentally, the 
board you can turn over and use as a 
normal chess board 

A monthly international quickplay 
tournament has been announced; the 
first, it is claimed, for any chess 
variant. The inaugural tournament 
took place 9th-11th July in Budapest, 
the regular venue for the event which 
will cover the first Saturday of each 
month. Cash prizes (dollars, not 
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forints)! If you are interested, contact 
me for details. 

Here for the record is a recent GM 
quick-play match; ranks 0-9, files a
j: White A1ex Sherur Black Judit 
Polgar I f4 d5 2 Nd2 Ng7 3 Wa2 
Cc7 4 Ng2 f7 5 Wj2 (White has now 
brought both his Wizards into play) 
Wa7 6 e4 dxe4 7 Nxe4 Bb4 8 Bel 
Nd7 9 c3 Be7 10 Wi5 0-0 II d4 Cc6 
12 Bd3 b5 13 b4 Wd6 14 Cc2 Wj7 
15 Ch2 Wi4 16 Nh4 Wh5 17 Wdl 
We3 18 KgO c7 19 i4 Wg4 20 Be2 
Wd5 21 ReO Bb7 22 Nc5 Nxc5 23 
bxc5 Qd8 24 Qh3 Wxh4 25 Bxh4 
Bxh4 26 Wxh4 Ch7 27 Wg2 Ce4 28 
Cxe4 Wxe4 29 Qj3 j7 30 i5 i6 31 
Wxg7 hxg7 32 Ri3 Ki8 33 Qj4 Rh9 
34 Rj3 Ci7 35 ReO Qf6 36 BcO e6 37 
Bbl Wf5 38 Wxf5 exf5 39 Re8 Rh8 
40 Rje3 g6 41 Qi3 Qg7 42 j4 b4 43 
R8e5 bxc3 44 Rxc3 Bxh1+ 45 Kxhl 
Rxb I 46 Ra3 Ch7 47 Rxa8 Ch5 48 
Ra9 Qh7 49 Ree9 Cj3+ 50 Qxj3 
(White has no option: K and Q are 
forked by the Champion) Qxh2+ 51 
Resigns. 

Obtainable from Somac Ine., 
207 Buron Street, Stratford, 
Ontario N5A 5S9, Canada. Pay by 
Visa or Mastercard in SCAN; price, 
including postage to Europe, works 
out at about £17. A collector's item. 
There is a web site that also discusses 
the evolution of Chess: 

www.ornegachess.com. 

IDDKS 

Chess Braintwisters 
by Burt Hochberg 

(Sterling Publishing Co. Inc. - price?) 

This collection of odd-ball 
braintwisters could be better described 
as puzzles rather than problems - even 
some of the stipulations are puzzling 
(e.g., mate in 0 moves). Variant 
Chess figures prominently throughout 
thanks in part to our own John Beasley 
who, together with the immortal 
T.R.Dawson, hogs the list of 
contributors. 

Burt Hochberg is well known as 
the former editor of GAAlES 
magazine. He is not a problemist, as 
he makes clear, having invented only 
one chess problem in his life: How 
many queens of the same colour can 
you arrange on the board so that no 
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queen attacks any other? Well1 
Eight? No, sixty four - Queens of the 
same colour don't attack each other! 

This is a deal easier than the rest 
of the puzzles in the book (110 plus) 
although some at least are hardly 
difficult. Many are old favourites, 
interspersed with several original 
compositions. The puzzle below is 
one I have frequently baftled chess 
players with - but then I never gave 
them the sound advice that 
accompanies it here: 'If you have 
trouble solving this puzzle set up the 
position on an actual board' 

H. Fischer (1910) 

Mate in one 

The following puzzle, stunningly 
simple or difficult depending on 
whether your mind is in gear or not, 
was new to me: 

J Beasley (BCM 1987) 

Fuddled men: White mates in two 

Fuddled men have had too much to 
drink and can't make two moves in 
succession. An immobilised piece 
(one that has just moved) makes no 
threat because it's fuddled 

The end of the book has a 12-page 
crash course in chess. You may feel 
you can skip this. Verdict: A 
pleasant way to go berserk. 

Solutions to the puzzles on page 16. 
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SYMMETRIC FULLY 
RANDOMISED CHESS 

by George Je/liss 
and Peter Coast 

This tournament ran from Aug 98 to 
Sep 99. Peter Coast is the winner on 
4~ points: George Jelliss, Robert 
Reynolds and David Richardson 2~ 

PC GJ RR DR 

PC xx ~1 11 10 4~ 

GJ ~O xx 01 01 2~ 

RR 00 10 xx ~1 2~ 

DR 10 01 ~O xx 2~ 

11IT1l0tJUCTION 

Orthodox chess rules apply except as 
follows:- • 

(1) The four pairs KQ RR, BB, NN 
are arranged symmetrically on the 
back rank. This ensures, in particular, 
that the positions do not have all the 
heavyweight pieces on the same wing, 
and that the two bishops are on 
opposite colour squares. 
There are 24 ways of arranging the 8 
pieces symmetrically with K to the 
right ofQ, and in a tournament with 4 
players, playing 2 games against each 
opponent, there will be 24 arrays. The 
idea was to make use of this 
coincidence and assign all 24 
arrangements at random. However, 
an error in typing out the pairing sheet 
resulted in one arrangement occurring 
twice and another being omitted. 
Fortunately this does not seem to have 
spoi led the tournament. 
(2) White places K to the right of Q, 
but Black then chooses, before the first 
move is made, whether to place his K 
to the right or left of Q. 
(3) Castling:- (a) with an even 
separation KOOOOR becomes OORKOO 
and (b) with an odd separation 
KOOOR becomes ORKOO with K on the 
central space. 

'LA'lfRS' COMMENTS 

GJ: - Once the opening phase is over, 
randomised chess is too much like the 
orthodox variety for me. I prefer more 
radical variants. The title 'Symmetric 
Fully Randomised' was perhaps not 
well chosen, since while left - right 

Variant Chlss 33 

symmetry is maintained the Black -
White symmetry is not, and 
randomisation is restricted rather than 
full. 
DR:- Thanks for a well run and 
enjoyable tournament. 
RR: - I feel that some starting 
positions were either very favourable 
or very unfavourable and appeared to 
give one side a significant advantage 
from the word go. In some of the 
games it seems quite difficult to 
develop the pieces. Moving pawns to 
develop bishops, for example, can 
hinder the development of a knight. 
Even so, it was an enjoyable 
tournament to play in. 

THENMES 

Coast - Jelliss 

1 d4 Ng6 2 e4 b5 3 Nd3 e6 4 a4 b4 
5 a5 Ba6 6 D Be7 7 Ne3 c6 8 Ba2 
Bxd3 9 cxd3 Nf4 10 Bf2 g5 11 g3 
Nh3 12 Nc4 h5 13 Be3 Nc7 14 Ne5 
f6 15 Nc4 d5 16 Nd2 Qd7 17 Nb3 
Na6 18 Rcl Qc7 19 Qc2 Kd7 20 
Qg2 Nf4 21 Qd2 Nh3 22 Qg2 g4 23 
f4 h4 24 Bbl hxg3 25 hxg3 Qd8 26 
Bc2 f5 27 Bdl Qf8 draw agreed 

(No progress seems possible unless 
one player makes a pawn capture, 
which would probably be to the 
capturer's disadvantage - Gl). 

Jelliss - Coast 

1 e4 e5 2 b4 Nf6 3 D d5 4 exd5 
Nxd5 5 a3 f6 6 Nf2 a5 7 b5 Bc5 8 
Ned3 Qa7 9 Nxc5 Qxc5 10 Ne4 Qe7 
(poisoned pawn! 1O ... Qxc2 11 Rb2 -
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PC) 11 d4 exd4 12 Bb2 c5 13 bxc ep, 
Nxc6 14 Bxd4 Nxd4 15 Qxd4 Qxa3 
16 Bb5 Ne3 17 Ral Nxc2 18 Rxa3 
Rxd4 19 Rxa5 Red8 20 Be2 Ne3 21 
Ra3 Nc4 22 Rb3 Nd2 23 Re3 Nxe4 
24 fxe4 Re8 25 Rdl Rxdl + 26 BxdI 
Bd7 27 Kgl Bc6 28 Bc2 Re5 29 Kf2 
Kg8 30 g4 h5 31 h3 hxg4 32 hxg4 
Kt7 33 Kf3 Ke6 34 ReI Rc5 35 
Bb3+ Ke5 36 Resigns. (l'his was the 
last game to be completed). 

Coast - Reynolds 

1 e4 Ng6 2 b4 d6 3 d3 e5 4 g3 Bd7 
5 Ne3 Bh3+ 6 Bg2 Bxg2+ 7 Nlxg2 
Nb6 80-0 (Kg1,RfJ) 0-0 (Kg8,Rj8) 
9 Nf5 Bf6 10 N2e3 Qe6 11 c4 c6 12 
Qa3 a6 13 c5 dxc5 14 bxc5 Nc8 15 
Nc4 Nge7 16 Nfd6 Nxd6 17 Nxd6 
Qd7 18 f4 Ng6 19 fxe5 Bxe5 20 
Bxe5 Nxe5 21 Qb3 b5 22 d4 Ng4 23 
Rf4 a5 24 Qf3 Nh6 25 Rfl b4 26 
Qb3 Ra8 27 d5 Ra7 28 Kg2 Qc7 29 
Qc4 Qd7 30 Nf5 Nxf5 31 Rxf5 Kh8 
32 d6 g6 33 Rf6 Qg4 34 h3 Qg5 35 
Qd4 Black resigns. 

Reynolds - Coast 

Id4f5 2Bd2Nb6 3NDh6 4b3d5 
5 a4 c6 6 a5 Nd7 7 c4 Nt7 8 Nc3 e5 
9 e3 e4 10 Nh4 Nh8 11 g3 g5 12 
Ng2 dxc4 13 b4 Nf6 14 Ba4 Qe6 15 
Qb2 b5 16 axb (ep) axb6 17 d5 Nxd5 
18 Nxd5 cxd5 19 Bc3 Ng6 20 Bb5 
Be5 21 Ba6 Rc7 22 0-0 (Kg1,Rf1). 
Bxc3 23 Qxc3 Qe5 24 Qa3 0-0 
(Ke8,Rd8) 25 Qa4+ Kf8 26 Rfdl Qf6 
27 Nel Ne5 28 Ra2 Nd3 29 Nxd3 
cxd3 30 Rad2 d4 31 Qal Kg7 32 
Rcl Rc3 33 exd4 Rxcl+ 34 Qxcl 
Qxd4 35 Resigns. 

Coast - Richardson 
(notes by PC) 

(Asymmetrical randomisation raises 
the possibility of the initial position 
being favourable to one player. I folt 
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this was the case here: a natural 
approach by both players qUickly led 
to a positionally won game for White.) 
1 e4 e5 2 b4 f5 (Both players are 
thinking of an attack on the opposing 
K. White's centre is stronger because 
of the better, as it turns out, position 
ofQb1 and Na1.) 3 Nb3 Ne7 (Black 
makes a concession in the interests of 
development. Bg6 would block in the 
Q, but g6 may be better overall.) 4 d4 
g5 5 Be3 e4 (I'his is, I believe, a 
further concession which gives W a 
very good game: d6 holds the centre, 
in particular d4, better.) 6 d5 Qg8 7 
e3 Qf7 S Nd4 (Now Black has real 
difficulties with his development.) 
Na6 (!'he N is a spectator for the rest 
of the game, but8 ... c5 9 Nb5 Qg6 10 
Bxc5 Rxc5 11 Bd4 is hardly 
attractive.) 9 Ng3 d6 10 Ne6 RgS 11 
Bh5 Ng6 (White now has an 
overwhelming pOsition without having 
had to do anything. The initial 
position must have been favourable!) 
12 f3 Bd7 13 NxdS RexdS 14 fxe4 f4 
15 Nf5 Rdf8 (Looks like the wrong 
rook, but Rgf8 can be simply 
answered by exf4, inter alia.) 16 Nh6 
Qe7 17 NxgS Rxg8 IS Bxg6 Rxg6 
19 Qd3 (A1yaim now is to neutralise 
Black's counterattack and win the 
resulting ending.) h5 20 e5 Rg8 21 
e6 Be8 (I think Be8 must be 
objectively better.) 22 exf4 gxf4 23 
Rxf4 Qg5 24 Qf3 h4 25 Rfl b6 26 
Bf6 Qg6 27 Bxh4 Black resigns. 

Richardson - Reynolds 

1 b4 c6 2 e3 d5 3 Bb2 e5 4 Nf3 f6 5 
Ne3 Be6 6 Be2 Nd6 7 a4 0-0 
(Kg8,RfB) 8 d3 N8t7 9 b5 e5 10 0-0 
(Kh1,Rg1) d4 11 exd4 exd4 12 Ne4 
Nxe4 13 dxe4 Nd6 14 Bd3 Ne4 15 
Bxe4 Bxe4 16 Qel Bd6 17 Rdl Qe6 
IS g4 RaeS 19 Nh4 g6 20 f3 Be5 21 
Rg2 Re7 22 Bel R8t7 23 Qg3 QcS 
24 f4 Bd6 25 f5 g5 26 Nf3 a6 27 b6 
Rc6 2S h4 h6 29 a5 Bb4 30 hxg5 
hxg5 31 Rh2 Rh7 32 Bd2 Rxh2+ 33 
Qxh2 Bxd2 34 Rxd2 Qd7 35 Qg3 
Qg7 36 Rh2 Re5 37 Nxd4 Rxa5 3S 
Rh5 Bt7 39 Ne6 Bxe6 40 fxe6 Ral+ 
41 Kg2 Rdl 42 Qc3 RdS 43 e7 Qxe7 
44 Qb3+ Kf8 45 Qh3 Qd6 46 RhS+ 
Kt7 47 Qh7+ Ke6 4S Qf5+ Kt7 49 
Rh7+ Kf8 50 Rxb7 Qd2+ 51 Qf2 
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Qd6 52 Ra7 Qc6 53 Kh2 Draw 
agreed. 

Ricbardson - Coast 
(notes by PC) 

(White here happens by chance to 
have the orthodox opening position.) 
1 b3 e5 (I decided to try to maintain 
e5 as a protection to my K.) 2 Bb2 f6 
3 d4 e4 4 d5 b5 (I now felt I had a 
natural way of keeping central control 
by holding on to e4, preventing c4 
and developing my minor pieces.) 5 
Ne3 Nd6 6 f3 f5 7 fxe4 fxe4 S a3 
Bf6 9 e3 Bt7 10 Qd2 Ng6 (I felt I 
had come out of the opening well -
ahead in development, because my 
king is already safe - an advantage of 
the opening position - and competing 
in the centre.) 11 Nge2 Ne7 (? This 
is a superficial move motivated by 
greed Further development moves 
such as Rge8, Qb 7 and a5 look more 
natural.) 12 0-0-0 a5 13 Ng3 b4 (? 
This gives up too much in the centre 
for the attack to be ejfoctive.) 

14 Nexe4 Bxb2+ 15 Kxb2 bxa3+ 16 
Kxa3 Nxe4 17 Nxe4 Bxd5 (I'he 
pawn is regained, but at a high cost. 
Black's king now becomes the target) 
18 Ng5! h6 19 h4! (Now Qd3 is 
threatened and it's difJicult to see a 
sensible counter. Black has succeeded 
in developing White's Rh1 without the 
necessity of its moving, the centre is 
weak, and White's king is secure. 
Desperate measures are called for.) 
0-0 (Kg8,Rh8. Undevelops the R, but 
needs must ... ) 20 e4 a4 21 b4 hxg5 
(What else? 2l...Bc6 22 Bc4+ KfB 
23 Q/2+ is hopeless.) 22 exd5 Rxh4 
23 Rxh4 gxh4 24 Be4 d6 25 Qg5 ReS 
26 Bb5 Black resigns. (Black lost this 
game through poor play: his position 
after 10 moves was satisfactory, and 
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probably distinctly better. The
opening position, I feel, gave him an 
advantage in that the K was well 
protected and the minor pieces nearer 
the centre, allowing quick and natural 
development.) 

JeUiss - Reynolds 

1 d4 d5 2 e3 g6 3 Ne2 b6 4 Rd3 e5 
5 f4 Nd7 6 Bf2 Nd6 7 Ng3 Nf6 S f5 
Nde4 9 Nxe4 Nxe4 10 Bg3 QcS 11 
fxg6 fxg6 120-0 (Ke1,RfJ) Rf8 13 
Rxf8+ Rxf8 14 dxe5 bxe5 15 Qe3 
Qf5 

16 Qf3 Nxg3 17 hxg3 e5 IS Ne3 Qg5 
19 Qg4 Qxg4 20 Nxg4 e4 21 Rdl h5 
22 Nf2 Be5 23 Nh3 Bxg3+ 24 Kd2 
d4 25 cxd4 cxd4 26 e3 d3 27 ReI 
Bd5 2S Re5 Rf5 29 Ra5 g5 30 Rxa7 
g4 31 Nf4 Bxf4 32 exf4 Rxf4 (I 
never even saw the idea of 3l...Rxf4 
32 exf4 Bxf4+ but it looks quite 
interesting - RR) 33 Kel h4 34 Re7 
h3 35 gxh3 gxh3 36 Re5 Bt7 37 
Rg5+ Kf8 3S Rg1 h2 39 Rhl Rh4 40 
Kf2 d2 41 Be2 (moves at last! - GJ) 
Bh5 42 Kg3 e3 43 Resigns. (After 43 
Kxh4 e2 44 Kxh5 e1Q 45 Rxh2 Qe5 + 
and cannot stop 46 Qxh2) 

Reynolds - Richardson 

1 e4 d6 2 d4 b6 3 e4 Qb7 4 f3 f5 5 
d5 g5 6 Bd3 f4 7 Qbl Rn S Nb3 e5 
9 dxe ep Nxe6 10 Be2 h5 11 Nd4 
NSg7 12 Re2 Nxd4 13 Bxd4 Ne6 14 
BxhS KxhS 15 b4 cS 16 Red2 Nd4 
17 Qb2 RgS IS Rxd4 exd4 19 Rxd4 
Rgg7 20 Rxd6 (? - DR) KgS 21 Bb3 
Rd7 22 e5+ Rdt7 23 e6 Qc7 24 e5 
Bxc6 25 Qc3 Bd5 26 Qxc7 Rxc7 27 
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RxdS Kf8 28 Kgl g4 29 Kf2 Ke7 30 
Nd2 g3+ 31 hxg3 fxg3+ 32 Ke3 h4 
33 f4 Rg4 34 f5 h3 35 f6+ Ke8 36 e6 
hxg2 37 f7+ Ke7 38 Nf3 Rc3+ 39 
Kd2 Rxf3 40 Rd7+ Kf8 41 e7+ Kg7 
42 fSQ+- Rxf8 43 e8Q dis ch! Black 
resigns. 

Richardson - JeUiss 

I g3 dS 2 b3 f6 3 Ne3 c6 4 Nd3 e5 5 
0-0 (Kjl,Re1) Ng6 6 KgI h5 7 Rfl 
Bd6 8 c4 e4 9 Nel h4 10 gxh4 Nxh4 
11 f4 f5 12 NIg2 gS 13 fxg5 Qxg5 
14 Qel Rg8 15 cxdS f4 16 b4 fxe3 
17 Bf6 Qxg2+ 18 Resigns. (1S Bxg2 
Rxg2+ 19 Khl Rxh2+ 20 Kgl RgS+ 
etc.) 

JeUiss - Richardson 

I d4 f5 2 Nd2 Nf6 3 f3 b6 4 b3 NdS 
5 Nc4 b5 6 e4 fxe4 7 fxe4 Rxfl + 8 
Kxfl bxc4 (DR's opening seems to 
have been on the assumption that gS 
was Q, since he tried to play Q/7+ 
here, but the transposition of K and Q 
at this point doesn't seem to spoil his 
subsequent game!) 9 exdS BxdS 10 
Qh5 Bf7 11 Qe2 Nc6 12 bxc4 Rf8 
13 Nf3 Qb4 14 dS NaS 15 ReI Nxc4 

16 Qxe7 ('It's all jolly exciting isn't it' 
as someone says - GJ) Nd2+ 17 Kf2 
Qb6+ 18 Qe3 BxdS 19 Bd4 Ne4+ 20 
KgI c5 21 Bal g6 22 c4 Bxal 23 
cxdS Bd4 24 Nxd4 cxd4 25 Qxe4 
d3+ 26 Re3 d2 27 h3 dlQ+- 28 Kh2 
Qd6+ 29 g3 Rf2+ 30 Resigns. (Can't 
help but feel I miscalculated there 
somewhere. Counter play against bK 
was blocked by pawns. Now it all 
seems to reduce to Q v B - GJ) 
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Reynolds - JeIliss 

1 b4 d6 2 d3 f6 3 c4 a6 4 Nc3 Nb6 5 
Qc2 Ne6 6 e3 c5 7 Rb I cxb4 8 Rxb4 
Bc6 9 a4 a5 10 Rb2 Bc7 II Rebl 
Qd8 (Thinking ofQ-side castling, but 
White's attack gave no time for that
GJ) 12 Nb5 Nd7 13 d4 dS 14 g3 
Nb6 

15 Nxc7 Bxa4 16 Qxa4 Nxa4 17 
Rxb7+ Kc8 18 Nxe6 Qd6 19 BxdS 
RbS 20 RxbS+ QxbS 21 RxbS+ Kxb8 
22 Bc6 Nb6 23 c5 Nc4 24 Ke2 Ka7 
25 Bc3 Rb8 26 BdS Black resigns. 
(White can win the a-pawn and force 
the c-pawn through - RR) 

STING 

by George Jelliss 
and Ian Richardson 

An experimental BCVS tournament in 
this variant, in which the kings are 
scorpions, i.e. have the added power 
of a grasshopper, was proposed in 
March 1998. (.4 grasshopper moves 
on queen lines, leaping over a piece of 
either colour to land on the square 
immediately beyond. - Ed) Three 
entries were received, so the 
tournament went ahead, but Colin 
Carter withdrew leaving a head to 
head match between George Je1liss 
and lan Richardson. This was 
completed in March 1999, one win 
each. 

The better of the games is given 
below, with notes by both players: 
I.R. sums up:- We set out to play an 
adventurous scorpionic type of game 
and I think we achieved that, having 
explored the possibilities of scorpions 
pretty thoroughly. 
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Ian Richardson - George JeIliss 

I e4 e6 2 d4 c5 3 c3 Qb6 4 Nf3 Kg6 
(deliberately trying out provocative 
scorpion play) 5 Kg3 Bd6+ 6 e5 Be7 
(both knight checks at e5 and h4 now 
countered) 7 dS exdS 8 QxdS Qc6 9 
NgS+ Kb6 (long moves may carry the 
king through check) 10 Qb3+ Kc7 II 
Bb5 Qg6 (check converted into pin. 
IR:- I made a note a couple of moves 
back: 'avoid Qg6: and then forgot!) 
12 h4 (also considered was 12 f4 d6? 
13 15 Bxf5 14 exd6+ and Q(B)xd6 is 
illegal self check, so Kxd6 15 Rdl+ 
Kj8) Nh6 13 KgI (J was expecting 
13 h5 here but 13 ... Qf5 would be 
strong) d6? (trying to bring BcS into 
play, but with adverse effects along 
other lines) 14 Bf4 dS 15 e6+ Bd6 
16 Bxd6+ Kxd6 17 e7 Nc6 18 Bxc6 
bxc6 19 Nd2 f6 20 c4? (sacrificing 
the knight for an attack on the Black 
king) fxg5 21 Qg3+ Kxe7 22 Qc7+ 
Kb4 23 Ke3 Re8+ (also creates a 
bolt-hole for the king at hS) 24 Kc I 
(interesting is 24 ... Rel + 25 Rxe 1 
Kxel 26 Ke3+ Qbl 27 Rxbl mate) 

24 ... dxc4 25 b3 Ka3!? (26 Qa5+ 
Kxal 27 Qc3+ Ka3 2S Nxc4+ or 
26 ... Kd6 27 Nxc4+ look decisive for 
White. IR:- I was tempted to allow 
Kxal but discretion prevailed) 26 
Rbl Kc3 27 Kal! (stopping KhS at 
the cost of another knight) Kxd2 
(lR:- The knight was poisoned, but 
not fatally I fear; the scorpion's sting 
may prove to be the stronger poison!) 
28 Rb2+ Kxg2 29 f3+ Kxf3 30 RfI+ 
Ke4 31 hxgS Nf5 32 Qf4+ KdS 33 
bxc4+ Xe6 34 Qc7 Ne3! 35 Rd2 
(lR:- It was touch and go for a while. 
I tried the swap of rooks for queen in 
desperation.) Nxfl 36 Rd6+ Kf5 37 
Rxg6 Kxg6 38 Qf4 Re1+ 39 Resigns 
(lR:- After 39 Ka3 Kb6! 40 KxaS 
would be suicide (threat of ReS, Bb7), 
and if 40 Qf2 Re3+ 41 K- Bh3! and 
Black's pieces are safe). 
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MODERN COURIER CHESS 
by Paul Byway 

Here is a game from the correspondence match-tournament 
(1994-1996) involving Peter Wood, Roy Talbot and your 
new editor. (Results:- PB 2, RT I, PW 0). I hope to give 
the other two games in the next issue. 

Peter Wood - Paul Byway 

1 e4 e5 2 Ce3 Nc6 3 h3 g6 4 i3 Ce6 5 Nc3 f5 6 Cxe5 f4 

7 d4 Nxd4 8 Nb5 Nxb5 9 Qxb5 Fc6 10 Qb3 Qfl 11 Qf3 
(White lays siege to f4) g5 12 g3 Qg6 13 Kfl Nj6 14 
gxf4 gxf4 15 Qxf4 d6 (I'o save the c-pawn) 16 Ce3 Qxe4 
17 Qg3+ Qg6 18 Nj3 Qxg3 19 Bxg3 Bf6 (Here the 
bishop attacks both wings and is saft from a courier) 20 
Ni5 h5 21 Fc3 Fh6 22 Nj3 i6 23 f4 Cc4 (Black goes 
pawn grabbing: White replies in exemplary fashion) 24 
Fj3 as 25 Nh4 Bxc2 26 Bxc2 Cxc2 27 Cj3 Fd5 28 Nf5 
Re8 29 Rgl Kt7 30 ReI Cc4 

(I'he White initiative reaches dangerous proportions: with 
his next he hopes to open up the kingside) 31 k4 Ni8 32 
Cl5 j6 33 Cj7 Fe4 34 Fxe4 Cxe4 35 Ch7+ Kf8 36 Ce5 

Bd8 37 Rxe4 Ng7 38 Bf2 dxe5 39 Rxe5 Rxe5 40 fxe5 
Nxf5 41 Cxf5 Be7 42 Fd4 (Against White's central 
pressure Black has an undeveloped kingside. After much 
thought 1 decided there was no time to develop the rook, 
except in situ.) 

42 .. .15 43 k5 jxk5 44 Bxk7 Rk8 45 Bel b6 46 Ke2 Ch8 
47 Kd3 Rj8 48 Rg2 k4 49 Ke4 Rj3 

(I'his has not turned out well for White. If a mating attack 
doesn't succeed he has a long term strategic weakness, for 
the kingside pawns are vulnerable to the Black courier. 
His next is surely wrong.) 50 Bh4 Bxh4 51 ixh4 Cj6 52 
Kd5 Cxh4 53 Rc2 c5 54 Fxc5 Rxj2 (If the rooks come off 
the Black king cannot be dislodged from e8) 55 Rc4 Fg5 
(A vital move) 56 Fd6 Rxl2 57 Rc8+ Kg7 58 Rc7+ Kg6 
59 e6 Rd2+ 60 Kc6 Rc2+ 61 Kxb6 Rxc7 62 Kxc7 Ff6 

63 Kd7 k3 64 Fe5 k2 65 Fxf6 kl Q 66 e7 Qdl + 67 Kc7 
Qc2+ 68 Kd8 Cxf6+ 69 Resigns (It's all over. But even if 
White had won the queen for the e-pawn, Black's i-pawn 
(not the I-pawn) would have won the game because the 
White courier covers the wrong files). 

NB The fers § moves one square diagonally. While 
unmoved it has the privilege of a courier leap (indicated 
here by italics). The courier ~ moves to the second square 
in eight directions, jumping over the first like a knight. 
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THE END /S N/fiH ! 
by Paul Byway 

Being newly taken up with editing 'Variant Chess', I have 
tried to lighten the load by raiding my larder: some good 
things were left there, for fear that they might prove too 
difficult, but it's time to dust them down and bring them 
out! 

The first study collection I bought was the excellent 
'Leonid Kubbel's Chess Endgame Studies' by Timothy 
Whitworth: the introduction gives an early stalemate study 
which the composer later elaborated. Unsurprisingly, my 
second MCC study faithfully followed this pattern: here is 
my later version 

#68 Paul Byway 

Draw 

The possible moves of the Black courier are highlighted. It 
can be seen that the White fers, which moves like a one
stop bishop, is trapped against the first rank. Since his 
pawn is also under attack, how is White to save himself? 

1. Kcs-ds 

Unfortunately for White, the obvious counterattack fails: 
1 d4 g4 2 d5 g3 3 d6 g2 4 Fh2 Cxh2 5 d7 g1Q+ wins. 
Nor is there any hope in 1 Fh2 Cxh2 2 Kd5 g4 3 Ke4 Kd2 
4 d4 Ke2 5 d5 g3 

1. 
2. Kds-es 

Kc3xd3 

An offir of the fers doesn't work if Black is careful: 2 Fh2 
Ke3! (Cxh2? would lead back to the main line) 3 Ke5 (Fi3 
Cfl) Kj3 4 Kj5 g4 5 Fg1 g3 6 Kg5 Cfl 7 Kh5 Kg2 8 Kg4 
Ch2 wins. Now the Black pawn must run for his life. 

2. qs-q4 
3. Kes-fs 

Attempting to bring the fors into play still comes to grief 
after 3 Fh2 Ke3! 4 Fg3 Ch6 5 Kj5 Kj3 6 Fh2 Cf4 wins. 

3. 
4. 
5. 
6. 

Kfs-q4 
Fil-h2 
Kq4-f3 

q4-q3 
q3-q2 

Ch4xh2 
q2-qlQ(R) 

Stalemate. The alternative is 6 ... g1B(N,C,F) 7 Kg2 and 
draws. 

Of course, I haven't told you everything by any means. 
You might like to consider how White is going to draw if 
Black plays 1 ... g4 or 1 ... Kd2 instead of 1 ... Kxd3. 

COM'ETmOIl , 

Here are three for solution: the answers will be given in the 
next issue. #69 should prove to be easier than the others. 

#69 MCC 

Win 

#70 (After L.l.Kubbel) MCC 

Win 

#71 (After V &M Platov) MCC 

Win 

The original of #70 contained a White pawn, which had no 
purpose other than to convert the final position from a draw 
to a win. #71 is an idea of the Platovs which could not be 
successfully shown on the smaller board: this version also 
doubles the solution. It seems surprising that Black should 
lose, except that his king is some distance from the action. 
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XlANt;QI 

At the European Championship in 
1997 I watched Norbert Schaefer fail 
to win with 3 pawns against a 
complete set of defensive pieces (a 
difficult theoretical win). In the 
Shanghai Cup this summer I reached a 
similar position against Leung after 
Black's 33rd move. He has just 
exchanged rooks, judging it to be his 
best chance. He was right: I drew. 

1 234 5 678 9 

98765 4 321 

We see that with 3 pawns, at least one 
can cross the river unopposed, so for 
any 3 all must eventually cross. The 
game continued: 34 P9+ I K5=6 35 
G5-6 B9+7 36 P9=8 B7-9 37 PS=7 
B9+7 38 P7=6 B7-9 39 P7+1 B9+7 
40 P7=6 B7-9 41 P-=5 B5-3 42 P6=5 
B3+1 43 P-=6 BI-3 44 B5-3 B3+5 
45 K5+1 B5-3 46 P6=5 B3+1 47 P
=4 BI+3 48 P4+1 B3-1 49 P4=3 BI-
3 50 P3=2 B3+5 51 P5=4 B9-7. 

1 2 3 4 5 678 9 

98765 4 321 

Now the third pawn can cross the 
river. The next step is to manoevre a 
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pawn to 68 (the elephant's eye): 
meanwhile Black has been trying to 
lure me into unwise exchanges. 52 
P3+ I K6+ 1 53 P3+ I B5+ 3 54 P4=5 
K6-1 55 P5=6 B3-1 56 P3=4 BI-3 
57 P4=5 B7+5 58 P2=3 K6+ I 59 
P3=4 K6-1 60 P6=7 B5+3 61 P7+1 
B-+5 62 P7+ I K6+ I 63 P7=6 K6-1 

1 234 5 678 9 

9 8 7 6 5 4 321 

My play in this second stage was not 
very accurate: it becomes too bad to 
show from here on. The final stage is 
to conquer the guard's corner at 47 -
this needs both pawns and the king. 
So White should play P4=3, P5=4, 
P3+1, K5=4 (key move) and after 
P4+ I mate cannot be long delayed. 

CIIlCE LOSINt; CHESS 

Now here's a perverse variant if ever I 
saw one: as fast as you give your 
pieces away they come back! 
Captured pieces re-appear on the home 
square of the colour on which they 
were taken; and pawns on the second 
rank of the same file: they only vanish 
if said square is occupied. 

#72 R. Tumbull 

Win (in 6) 
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#73 1. Richardson 

Win (in 6) 

This may be as promising a field for 
studies as Losing Chess itself. The 
solutions will be found on page 16. 

Solutions to Competition 8 

#65 6... Nf8(Ke7), a5, Ra6, 
Rc6, Rxc3, Re3 mate. 

#66 8 ... Ke6, Kd5, Nb3, Nd2, 
Nbl, Re8, c5, c4 Italian mate. 

#67 9 Kf3, Bxf6, Be7, f5, f6, 
fxg7, gxh8Q Qxh7, Qxe4 mate. 

Correct solutions were received 
from John Beasley, lan Richardson, 
Fred Galvin and Ronald Turnbull. 

JB) for #67 gave the alternative 
... fl, f8Q, Qf4, Qxe4 mate. 

IR) for #67 gave both routes and 
the following:- shift Pf6>e6 and fmd 
9 Bd4, Be3, Ke2, Kd3, f5, f6, fl, 
f8Q, Qc5 Italian mate. For #66 also 
gave 8 ... Ke6, Kd5, Re8, Re2, 
Rxc2, f4, Nc6, Nb4 mate. In 
Scottish Progressive only this wins 
immediately. 

FG) for #67 gave both routes. 
For #66 gave 8 ... Ke6, Kd5, Re8, 
Re2, Rxc2, f4, c5, c4 Italian mate, 
and the Scottish prog. follow up:- 9 
Bxc4+ 10 Ke5, b5, bxc4 mate. 

RT) in addition gave two quite 
different solutions to #66. (a) 8 ... 
Rxh8, Re8, Nxb5, f4, D, fxg2, 
gxhlQ Qd5 mate and (b) 8 ... Kf6, 
Ke5, Kf4, a6, axb5, Nb3, Re8, Re3 
Italian mate. 

The scores are now:-

Ian Richardson 28 
Fred Galvin 27 
David Pritchard 14 
Ronald Turnbull 10 
John Beasley 3 
Stefano Bruzzi 2 
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'.O.tEM 'AGES 
by Ronald Turnbull 

As Autumn leaves fall sadly into the 
rising seas of the wanning globe - as 
the sun passes to darkness behind the 
moon of Cornwall - as the deer
stalking season descends onto the 
mountains of Scotland - what better 
way to pass the length~ning evenings 
than with a niee little two-move 
problem in Fairy Chess? Nearly every 
thing this time is in three halfmoves, 
or in two. And some are easy as well 
as short! One of these is a new 
correction to a previously published 
problem. This will allow those with 
huge memories or databases to score a 
point over those who are merely 
clever solvers. 

291 - A. ETIINGER 

Patrol Chess; helpmate in 2 
b) Rb4 toe5 

Patrol Chess (291) isn't all that easy. 
A piece may only capture or give 
check if it is guarded by one of its 
own side. So the only moves of wR 
that give check are l...Rd6,Rf4 (check 
from wR) and l...Rf7,Rg6 (check 
from wB). Successful solvers may 
start to wonder if this could be set 
with three or even four solutions. 

Magnetic Chess (292-3) was 
offered in VC31 (Spring 1999), with 
the suggestion that the genre would be 
a paradise for composers. No mention, 
though, of the poor solvers who must 
contend with several units moving 
with every move. Ian wondered if 293 
might be "too easy". I did not find it 
so. No Black moves: White makes 
two moves (without check to either 
side) and then mates. Remember that 
Black can counter check by attracting 
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away the checking unit. 

292 - I. RICHARD SON 

Magnetic Chess 
Mate in2 

293 - I. RICHARD SON 

Magnetic Chess 
Series mate in 3; b) wK b7 to a6 

294 - 1. RICHARD SON + RT 

Actuated Revolving Centre 
Mate in2 

Readers with scientific minds should 
now construct a quick wordplay on the 
fact that magnets when they encounter 
electrical windings induee circular 
motions. The "Actuated Revolving 
Centre" of 294-6 is the four squares 
de45. When a unit lands on, or departs 
from, these squares, they rotate by 90° 
clockwise. Note that check is only 
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assessed after any rotation. In 294; 
with stationary centre, White could 
mate by 1 Qd4. With ARC, the move 
has to be played as 1 Qe4(Qd4) but 
1...Kxd4(KdS)! escapes. In 296, Black 
makes 6 moves so that White can then 
mate. 

295 -R TURNBULL 

Actuated Revolving Centre 
Mate in2 

296 - C. L YTTON 

Actuated Revolving Centre 
Series helpmate in 6 

297 combines neutral pawns with 
Ciree (both seen last issue) and is 
another seriesmover. Black makes 
three moves so that White can 
stalemate in l. bK is already 
immobile, and the problem is to 
deprive Black of moves of the neutrals 
- made harder by the Circe rule 
whereby they pop back after White 
tries to get rid of them by capture. If 
wR captures on g2, nP (considered 
Black) is reborn on g7. 

The next two combine the 
Scorpion (Kings have added power of 
Grasshopper) with Anti-Ciree: a 
captured piece is removed from the 
board as in orthodox, but the captor is 
reborn on its array square. This will 
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apply also to capturing kings. If the 
rebirth square is occupied, the capture 
is illegal. Scorpions were introduced 
in VC31 (Spring 99). They are reborn 
on el, e8. As composers have sent me 
little, I add one of my own in the same 
genre. 

297 - E. BARTEL 

Ciree; neutral pawns 
Series helpstalemate in 3,2 solutions 

298 - V. NEBOTOV 

Anticiree, Scorpions + Grasshopper 
Helpmate in 2, 2 solutions 

299 - R TURNBULL 

Anticiree, Scorpions 
Helpmate in 2, b) add bPb5 

Finally a longer seriesmover, where 
the Scorpions are joined by a 
Flamingo: this unit leaps (knightlike) 
with a vector of (1,6). So this one can 
reach a7, f2 and h2 only. Here Black 
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moves 8 times so as to let White mate 
in 1. Note that 1 Kg5?? is illegal 
check to both sides. 

300 - V. NEBOTOV 

Scorpions, Flamingo 
Series helpmate in 8 

There are two more originals for 
solving in the article on Messigny 
Chess, and two in The Proliferate 
Problem'. 

Solutions to VC32 (Summer 99) 

Page 63 no 9 (Turnbull): note that there 
should be a wN on c4. A thousand 
apologies. Please try again, it's not hard, 
solution below. 
Solvers: Erich Bartel, George Jeiliss, 
Cedric Lytton, Ian Richardson. 

281 (Rice): set 1...Kf1 2 Rhl. I Ral 
makes no threat as 2 B*b4(bPb7YBc31 
Bd2IBf2lBg3 P*B! and 2 B*h4(bPh7) is 
self-check. l...Kf1 2 B*b4! The transferred 
mate (after l...Kf1) is a lucky bonus -
composer. There should have been a wP 
on b2 to stop 1... b3 with its nasty multiple 
continuation; apologies to composer - RT. 

282 (Richardson): I Nd3 2 N*e5(Bf8) 
3 Ng4 4 Rdl 5 R*gl(Rh8) 6 N*f6(f7). 
Essentially a problem in Progressive Ciree, 
but no player would be foolish enough to 
leave K among so many potential self
blocks - RT. Like 281, very simple - EB. 
Difficult - SE. 

283 (Richardson): I NRh4 Kd8 2 
NRa2+ Kc81Ke8 3 NRd61Nc7. Flight
taking key undesirable but seems 
necessary with this force, and at least it's 
the less useful flight that goes - RT. 
Retreating White 2nd nice, but doesn't 
compensate for flight taking key - CL. 

284 (Willmott): I Ke7 NRf3 2 Ke8 
NRc6 and I Kg6 NRf6 2 Kh6 Kt? 
Hannonious distant interplay of 2 NR, 
though the shadow of a de Musset looms 
(Alfred de Musset, La Regence 1849, 
wKgI, Rb2, Ne4g5, bKel, Nbl: #3: I Rd2 
Nxd2 2 Nc3!) 2 knights could do the same 
- CL. Two nice ideal stalemates - EB. 
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285 (Willmott): I Ke5 Gf4 2 Ng5 Gh6 
3 f6 f4 and I f5 Gg3 2 Ke4 Bg8 3 f4 Bh7. 
The most difficult problem - IR. In the 
2nd, much nicer, mate, wP is redundant 
Still, wB switchback, bP occupying 4 sq, 
quite active wG, nice varied solutions -
CL. 2 nice mates, but more accidental than 
thematic - EB. 

286 (Nebotov): I a8G 1...Kf51Kh61 
Kh71Kxh5 2 f8R1f8B/f8N/Ghl. 
Dragon-promotion mate impossible, so 
DR just a constructional convenience - SE. 
Easy key to spot, but enjoyable to work 
through, and good economy -IR. 

287 (Bartel): I Kd3 Ge2 2 Ke4 Ge5 3 
Kf5 Gg5 4 Kg6 KGf5 5 Kh6 Ge5 6 Kh5 
KGd5 and I Kc4 Gd3 2 Kd5 Gd6 3 Ke6 
Gf6 4 Kf5 Gf4 5 Kg6 KGf5 6 Kt? KGf3. 2 
points available, but no solver found both. 
Echo - composer. 

288 (Bartel): I no NRM 2 Od7 
NRd2 3 Oc7 NRe4 4 hlO NRf2 5 0e7 
NRd6=. Nightrider runaround - GI 
Orphan problems often distressingly 
difficult, but not this one - RT. Solved 
without a board, but pleasant - CL. 

289 (Raican): I Kb4 Rc6 2 Rc5 Rd3 3 
Bd5 Be6 4 Kc4 b4= and I Be6 Rd4 2 Rd5 
e5 3 Rd6 Rc4+ 4 Kd5 Bf7= and I Rg7 
Bh7 2 Bg8 Rg6 3 e6 Rf7 4 Kd6 b4=. 
Every solver found at least two cooks, the 
shortest (CL, EB) being 1 ... Rd4 2 Bd5 
Rc7+ 3Kd6 Be6 4 Re5 f5=. 

290 (Eureka, Ken Whyld Xmas 98). 
Berolina Pawns, with I c7 Qd7 2 Kb6 and 
not 2 Ka8 Qc6+ 3 Kb8 Kd8 4 Ka7 QxP or 
2 Kb8 Qc6 or Kb7 Kd8. 

Page 63 no 9 (Turnbull): I Ne5 makes 
no threat but neutral rooks must keep 
guarding c7,c5. 1...nRd7-b7 2 nRxc7 and 
l...nRb5-d5 2 nRxd7. Crude key, but I 
wanted to keep it simple and easy - RT. 
Overburdened nRs once they've done each 
other in. But strong key was fIrst I tried -
CL. All play is the same - SE. 

Solutions to Ian Richardson's Synthetic 
Games . 

Zl (starred moves have duals) 
a) I b4 f6* (or f5) 2 b5 f5* 3 b6 f4* 4 
bxc7 b6* (or b5) 5 cxd8=S Bb7 6 f3* (or 
f4) Sa6 7 Sxb7 Sb4* 8 Sa5 Sd3 mate 
b) I f4 b6* (or b5) 2 f5 b5* 3 f6 b4* 4 
fxg7 b3* 5 gxh8=B Sh6* 6 Bg7* Sf5* 7 
Bd4* Sh4* 8 Bf2 Sf3 mate 

Z2 (some duals as well as arbitrary B 
move at move 5) I f3 f6 2 Kf2 Kt? 3 g3 
Kg6 4 Kg2 Kg5 5 Qel any 6 Qf2 Kg4 7 
Qc5 mate 

Points: Max 14 
GJ 9, CL 11, IR IOY2, EB 9, SE 8. 

Apologies to CL and to Aubrey Ingleton, 
whose VC31 solutions were overlooked. 
VC31: CL 12, AI 8. 
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MESS/GN'! CHESS 

by Ronald Tumbull 

Messigny Chess has been seen a few 
times in Variant Chess recently. It is 
interesting but tricky: here I round up 
a few of the simpler effects. 
Instead of an ordinary move, a player 
may exchange the squares of two 
pieces of the same kind but opposite 
colours. The opposing player may not 
immediately reverse the exchange; nor 
may he make an immediate further 
exchange with either of the pieces just 
exchanged 

Kings are included (except in the 
form Messigny Rex Exclusive). A 
rook or king that exchanges back to its 
array square does not regain the power 
to castle. A pawn returning to its 
home rank may later be captured en 
passant A pawn moving two squares 
forward by exchange is not susceptible 
to capture en passant. 

l-RT 

Helpmate in 2, duplex 

So in position 1, White's I Ral + is 
not mate. Black can escape either by 
King-swap, or by swap of the 
checking piece R<>R There are two 
ways to avoid escape by King-swap: 
either the wR must guard the wK as 
well as attacking the Black one, or 
White's mating move must itself be 
K <>K. Similarly, to avoid escape by 
rook-swap. either the bR must guard 
the bK, or the mating move must be 
R<>R 

With the force of Diagram 1, 
only a K <>K mate is achievable. So 
1 K<>K Ral 2 Ra7 K<>K. The 
duplex solution, where White starts 
and Black mates, runs 1 R<>R Ral 
2 Ra7 K <>K. The same moves, but 
by different players... we seek 
thematic correspondence between the 
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phases of a helpmate, but perhaps this 
example overdoes things. 

2 - StephenEmmerson, RT 

Helpmate in 2, 2 solutions 

The solution fot Diagram 2 is at the 
end of the article, and:-

3 - R T after J. Auclair 

Helpmate in 2, with set play 

the more difficult diagram 3 is an 
original for solving. 

4 - U. Avner 
3HM, Messigny 1998 

Mate in2 

The inaugural tourney at Messigny 
1998 turned up some impressive 
problems. In Diagram 4, White's 
obvious mating pieces are the R and B 
- as Black is without matching pieces 
to swap away against. However, I 
Rb5IBa3 allow 1.. .Kxc41K <>K. This 
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leads uS to notice the set-play 
1...dxc4/g5<>g6 2 Rb51Ba3. 
The guard on wK prevents king-swap 
escapes by Black, but such a guard 
can also be exploited to make a king
swap threat by White. Key 1 Ne5 
threatens 2 K<>K mate. And now, 
after 1...dxc4/g5<>g6 2 Ba31Rb5! 
The move that formerly didn't work 
after each Black move is now the one 
that does work. This is the difficult Le 
Grand theme. 

5 - M Caillaud 
Prize, Messigny 1998 

Reflex mate in 2 

In Michel Caillaud's prizewinner, we 
have a reflexmate. If either side can 
give mate then it must, and White's 
aim is to offer Black just such an 
opportunity. wK is already guarded, 
which prevents premature king-swaps 
by Black. The key 1 Ng8! unguards 
h7 so that 2 Kh7 will allow K <>K 
mate. 

The army around bK cannot be 
dispersed. Black's simple defence is 
to attack h7 by 1...Qxf7. White now 
reguards his own king 2 Qxh2 so that 
2 ... Qxg6 is mate (no 3 Q<>Q). 
Black's more subtle defence is to 
arrange a White guard on h7. 

l...hgQ 2 fSQ+ Qgl<>fS mate 
l...hgR 2 fSR Rgl <>g6 mate 
l...hgB 2 f8B+ Bgl <>f8 mate 
l...hgN 2 f8N Ngl <>g8 mate 

Note that under the 'no unswap' rule, 
White may not swap away the mating 
bB with either of his own. 

The Babson theme - matching 
promotions by White and Black -
followed by matching swapmates, and 
the fifth swap, that of the Kings, 
happening in the threat. Will there 
ever be a better Messigny problem? 

Such heavyweights are hard to 
compose. It isn't easy to deal with all 
the swapping refutations available to 
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Black. For merer mortals, it may be 
advisable to try helpmates, or very 
simple positions. In the next position, 
an original for solving, the slippery 
Bishop must be induced to guard its 
own King. 

6-RT 

Mate in 3 

7-RT 

Mate in2 

The final diagram isn't quite as simple 
as it looks, but almost! If Black gives 
check White can reply with 2 K<>K 
mate. Thus quiet moves by White 
queen won't work - 1 OOO? Rb6+! 
Aggressive moves fail for the opposite 
reason: 1 Qxh8+? K<>K! However, 
it see.ms that 1 c7, or equally 1 cxb7, 
can be followed by c8Q or bSQ to 
mate, as Black can't castle. Ab, but 
he can, if his move previous to the 
diagram has been a pawn-swap! 

Solution to #2 
2 (Emmerson. Turnbull) 1 Kb8 

Kc62 Kc8 e8Q (not e8R? 3 K<>K) 
easysolutionbyRT; 1 K<>Ke8R 2 
Kc6 K<>K tricky solution by SE. 
Switchback, under promotion. and no 
dull correspondence between 
solutions. 

Thanks to Jerome Auclair for 
elucidating (in words and diagrams) 
the mysteries ofMessigny. 
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THE 'ROLIFERATE 
'R08LEM 
by Peter Fayers 

Well, at least that's how it translates 
into English. Actually, I prefer the 
German: "Das Vielvaterproblem". 
Either way, it means the Father of 
Many Problems, which is a pretty 
accurate description. Albert Kneist, 
when he published A back in 1932, 
could have had no idea that this 
position would eventually become a 
cult among Problemists. 

A - Albert Kneist 
Deutsche Marchenschach Zeitung 

Helpmate in 2 

This problem lay unnoticed for 
seventeen years until 1949, when 
Robert Durvall saw some retro
analysis possibilities, and in the Fairy 
Chess Review published it with the 
simple "Who wins"? (B). 

In the same year Julius Dohrn
Luttgens and Erich Gleisberg noticed 
that the position is a sound series
mover, and in Schachmatt published it 
as "Serieshelpmate in 8" (C). 

Even these two didn't get the ball 
rolling too much, and it was another 
five years before Bror Larsson revived 
the problem, publishing it in 
feenschach in 1954 as "White retracts 
then Mate in 1". (D). This time the 
idea caught on, and in the mid-fifties 
fifteen more different problems 
appeared in German magazines, all 
offering different stipulations to the 
same position. 

Eventually inspiration dried up, 
leading W Karsch to declare in 
feenschach, "Now there can hardly be 
anything more to find in this position". 

For a while it seemed that he 
was right, as nothing more appeared 
for nearly twenty years, apart from a 
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brief spurt by Nils Bakke who 
produced nine separate problems 
which were published in 1971. Most 
of these, however, involved very 
contrived conditions (eg "black may 
only promote to a rook"). 

Enter the Brits. In 1975 Anthony 
Dickens created a couple of new 
originals, and ran a competition in The 
Problemist for the best new W 
problem. This was won by Andreas 
Thoma in an amazing tour de foree: 
White retracts then Selfmate in 12; 
Ciree, Maximummer (E). 

There were an incredible 30 
sound entries for the competition, 
which, at the time, just about doubled 
the existing number of W problems. 

The flood-gates were well and 
truly open, and a steady stream of new 
ideas came from all over the world 
until, in 1983 three of our German 
colleagues, Hilmar Ebert, Hans Gruber 
and Jorg Kuhlmann published them all 
(making the number up to a round 100 
with some new ones) in the first 
edition of their book, "Das 
Vielvaterproblem ". 

This only seemed to inspire more 
activity, and a mere six years later a 
second edition of the book was 
published, now with three hundred 
different stipulations to the above 
diagram. And still they keep coming, 
with more being printed in problem 
magazines on a regular basis (although 
sometime the stipulations get a bit 
contorted - as in Valeri Nebotov's 
recent original in Problemkiste (F) 
Help series double-stalemate in 1+3, 
Kamikaze Mars Ciree, c8,a8 = Royal 
Fers) 

"Now there can hardly be 
anything more to find in this position." 

Really??? Hans tells me that the 
total is now approaching seven 
hundred, and that they plan a third 
edition of the book when it gets to a 
thousand. 

The solutions /0 the Vielvater 
problems A-F are on page 16. 

Here are my modest contributions 
to this heritage. G and H are originals 
for ladder points - send solutions and 
comments to Ronald Turnbull please. 

G - Peter Fayers Stalemate in 2, 
S-Spirits (See VC23) 

H - Peter Fayers & Ronald 
Turnbull Messigny chess a) Series
stalemate in four b) Series-stalemate 
in five cId) wK-->a5 & repeat aIb) 
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NOTICES 

BCVS Library 

The BCVS Library is now 
established, and George Jelliss is 
willing to receive visitors by 
arrangement at 5 Biddulph Street, 
Leicester. LE2 IBB. A map and 
catalogue are available from George. 
Biddulph Street is about fifteen 
minutes' walk from Leicester station 
(direct trains from London St. Pancras, 
Derby, Nottingham, and Sheffield). 
Leicester is also conveniently 
accessible by road, but parking in or 
near Biddulph Street is difficult. 

A small amount of the material in 
the library of the British Chess 
Problem Society relates to chess 
variants rather than chess problems, 
and would no doubt have been offered 
to our library instead had this been in 
existence at the time. George Jelliss 
has a BCPS Library catalogue, and 
John Beasley (as BCPS Librarian) is 
willing to receive visits from BCVS 
members who would like to consult 
such of this material as is not 
duplicated in our own library. 
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Mixed Variants 

Malcolm Home writes from 
Exmouth:- 'The "Mixed" postal 
tournament announced in VC32 is not 
going ahead'. It seems that lack of 
interest is the cause. He further 
writes:- 'Experiments with the BCCA 
have also ground to a halt'. Here lack 
of interest seems to be combined with 
certain elements of hostility towards 
'non-chess' activities. (Certain it is 
that the heretic is always more 
severely treated than unbelievers: 
Ed.) 

SOLUTIONS 

XiangQi problems (page 4) 

Lin Yuan 
1 R2+7+ K6+1 
2 N5+3+ K6+1 
3 R2-2+ mate 

David Woo 
1 N8+6+ G5+4 
2 R5-1+ R7=5+ 
3 N6+5+ mate 

David Pritchard puzzles (page 5) 

Puzzle 1 
Competition There are nine black pawns on the 

board Remove anyone to mate in 
David Pritchard writes to report a one. 
recent visit from Professor John 
Leslie, the inventor of Hostage Chess Puzzle 2 
(see the article in our previous issue 1 Qb6 K~ (now the queen is 
for a full description of the game). immobilised) 2 Kgl Now the black 
The Professor has sponsored a king is in check, but it can't move 
correspondence tournament in because it's fuddled -- checkmate. 
Hostage Chess. The first prize will be 
two years' subscription to Variant 
Chess. The second prize will be one 
year's subscription. David is willing 
to act as controller for this 
competition, so get your entries in 
now! You will find his address on the 
front page. 

Correction 

In the article on Hostage Chess in the 
last issue, in the diagram at the top 
left of page 55, alert readers will have 
noticed that each side has nine pawns! 
Delete a White pawn from the top left, 
and a Black pawn from the bottom 
right, of the diagram. 

Circe Losing Chess (page 11) 

#72 
1 a5-a6 Rd5xg5(g2) 
2 a6-a7 Rg5xg2 
3 a7-a8R Rg2-g8 

3 ... Ra2 4 Rxa2(a8) Rxa2(h1) 5 Ra1 
wins 

4 Ra8xg8(a8) Ra8xg8(hI) 
5 RhI-h8 Rg8xh8(aI) 
6 RaI hI wins 

There are many possibilities to 
explore. For example: 3 a8B R- 4 
Bg2 Rxg2(f1) 5 Bxg2(a8) Ra2 6 Ba8 
Rxa8(f1) 7 Ba6 (Bg2 is a draw by 
repetition) Rxa6(f1) 8 Bxa6(a8) 
Rxa6(f1) 9 Bxa6(a8) and a draw by 
repetition. 
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#73 
1 Rc6-e6 Nd8xe6(hI) 
2 RhI-dI Ne6xf4 
3 RdI-d5 Nf4xd5(hI) 
4 RhI-cI Nd5xb4 
5 RcI-c2 Nb4xc2(hI) 
6 RhI-aI wins 

A very attractive systematic movement. 

Vielvater problems (page 15) 

A 1 a6! (a5?) b7+; 2 Ka7 b8Q# 
B Black has no last move, so White 
has just played Black wins by axb. 
C 5 alB ... S Ba7 b7# 
D White retracts Kc7xNcS and 
plays b7#. Not back Kc7-cS? as this 
leaves Black in retro-stalemate. 
E Retract Kd7xRcS. Play I b7+ 
Kxb7(Pb2); 2 b4 Rcl; 3 b5 RcS; 4 b6 
RcI; 5 bxa7 RcS; 6 aSQI- Rxa8(Qdl); 
7Qh1+ Ka6; S Kc7 RhS; 9 Qh6+ 
Rxh6(QdI); 10 Qd6+ Rxd6(Qdl); 11 
Kb8; Rxdl; 12 KaS RdS# 
F Black: 1 axb6(bPb7,wPb2) then 
White: 1 b4; 2 b5; 3 b6= 
Apologies that space precluded 
explaining the rules for this one, but as 
is so often the case with Vielvater 
problems these days, it takes longer to 
explain the stipulation than to solve 
the problem! 

QUERIES 

Through the Looking Glass 
Backwards: VC32, page55. Douglas 
Carey asks if castling is not illegal 
because the king must be moved first, 
and is thus momentarily in check? I 
don't think so. It's a practical rule of 
play, but on the board castling is 
thought of as a single operation. 

What do I think of White's chances in 
the following position? asks Peter 
Wood Very little is the answer. lfthe 
Black rook is repositioned White will 
be hard put to it to defend everything. 
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LOSING CHESS 

by Fabrice Liardet 

The Losing Chess 4-piece database 

After John Beasley's complete 
database of three-piece endings in 
Losing Chess (without pawns) yielded 
a lot of very nice study-like positions, 
it became clear that the constitution of 
a similar database of four-piece ending 
would be very much worth the 
calculus time and disk space needed 
(some gigabytes). 

This work has recently been 
done by the American computer 
scientist Ben Nye, whose primary 
intention was to reinforce his already 
very strong Losing Chess program 
ASCP. He constructed complete 
databases for all four-piece endings 
with or without pawns, together with 
some of the most common five-piece 
ones. 

Of greatest interest for us is 
not ASCP's playing ability but the 
statistics and specimen posItIons 
worked out by Ben Nye, which are 
integrally reproduced on my personal 
Internet chess page, together with 
diagrams and comments about the 
positions I liked most. This article will 
introduce four of them. 

Easy to search and often 
attractive are the reciprocal Zugzwang 
positions. Ben Nye has listed all 
winlloss Reciprocal Zugzwangs, that 
means positions where the side to 
move loses. 

A 

The side to move loses 

This looks reasonably simple: White's 
only sensible move l.Kal loses 
straightaway to l...Nb2, and Black to 
move does not seem to have much of a 
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choice either, as l...Nb2 fails to will be a battle between a White Rook 
2.Bxb2. But wait... why couldn't Black and two Black Kings, each restricted 
just stall with l...RgI? to one line. 

B 

The side to move loses 

This position is truly remarkable 
although White has 19 legal moves 
and Black has 20, it is indeed a 
Reciprocal Zugzwang! While it is 
rapidly seen that the Bishop and the 
Knight are pinned, can you see the 
refutation of the following Rook 
moves: l.Rel, l.Rfl/gllhl, l...Ra4, 
l...Re5, l...Re6, l...Re8 ? 

Ben Nye also gives for each 
material setup one specimen of a win 
requiring the largest number of moves. 
These are often of interest, especially 
when the depth of the solution is due 
to tempo manoeuvres. Here are two 
examples. 

C 

White to play and win 

One Inay expect a draw here as all 
play seems to be confined to the d-file. 
But if his Rook was on d8 and his 
King on d7, White would then win by 
l.Re8! (or l.Rc8!), forcing 1... Re I 
2.Rxel Nxel with a won K v N 
ending. Knowing this should help you 
to find the right first move. 

In the next example The 
Black Rook is clearly paralysed so this 

D 

White to play and win 

After the forced l.RaI, Black can't 
play the seemingly obvious I ... Kc7? 
because of 2.RhI! leading to a 
winning R v K ending. This shows the 
necessity for Black to keep at least one 
of his Kings one or two squares close 
to his Rook. Let us look at l...Ke7?! 
Then 2.Rcl! leads to a straightforward 
if not immediate win : 2 ... Kf4 3.Rc2 
Kf5 3.Rc3 Kf6 4.Rc4 and Black is in 
Zugzwang. Hence play should instead 
continue with 1...Kf4! 2.Ra2 (of 
course 2.RhI Kf3 would only repeat) 
2 ... Kf5. Now some thinking is needed. 
How can White force a win ? 

The Address 

La page d'echecs de Fabrice Liardet 
http://matador.unige.ch/nablal 

(The page is in French, but all 
documents about 4-piece endings are 
in English) 

I add some more material from the 
web pages ofFabrice, dealing with the 
ending Bishop versus three Knights 
(Ed.) 

The B v NNN ending is normally won 
for the Bishop. The winning plan is to 
attack one of the Knights while the 
others lie on squares of the same 
colour, thus unable to sacrifice 
themselves on the next two moves. 
Some positions exist where the Bishop 
loses, either by being immediately 
dominated by the Knights, or in a 
more subtle way (for which see the 
second diagram). First we see a non
trivial draw - no pieces get sacrificed. 
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E 

Draw 

But how can this ending be drawn? 
Only by making use of the two 
exceptional wins with N v B. In this 
position after any move by White, say 
l.Bf5, Black can answer l...Nn!! and 
set up a fortress, because White can 
attack neither of the Knights without 
running into one N v B win. For 
example:-
2.Be6? (or any other move to attack 
Nc4) 2 ... Ng3! 3.Bxc4 Nfl 4.Bxfl 
Nh2! wins. 
2.Be4? (or any other move to attack 
Nn) 2 ... Nc3! 3.Bxf3 Ndl 4.Bxdl 
Nd6! wins. 

Moreover the Bishop is 
neither able to dominate all the 
Knights nor to attack Ne2 without 
attacking one of the other two Knights 
on the same diagonal. Hence nothing 
can stop Black from moving back and 
forth to his 'fortress' position. 

Subsequent computer 
research by Ben Nye has shown that 
there are exactly six such fortresses for 
the Knights. Here they are: 

c4, e2, n 
(the one used here) 

d3, e4, n 
d3, e2, n 
d3,n,fl 
d3, n, hI 
d3, n, h5 

You will find a further example of this 
ending on my page studies found by 
computer, where you will find out why 
c4, n, hI is not a fortress. 

Now follows the longest win 
for the three Knights. There is no hope 
to immediately dominate the Bishop, 
but sometimes this can be done with 
only one or two Knights ... 
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F 

White to play and win 

l.Nc3! (Everything else loses) L.Bc8 
(The only square) 2.Na7! (Otherwise 
Black would win by attacking Nc6). 
Now Black has two choices: 
(1) 2 ... Bf5 3.Nh5 Bxc2 4.Ndl Bxdl 
5.Nd6! wins. 
(2) 2 ... Bany 3.Nc8 Bxc8 4.Nel! wins. 

Solutions 

A) l...RgI is answered by the 
amazing 2.Bc5!! after which the 
Knight is unable to sacrifice itself in 
two moves: 2 ... Ne3 and 2 ... Nf2 clearly 
fail as Black will have to take White's 
King, the same happens with 2 ... Nc3 
3.Bxgl Nxbl and the Bishop will soon 
beat the Knight, and finally 2 ... Nh2 
3.Bxgl leads to a sadistic Zugzwang, 
the Knight being forced to move away 
from the White King, this also leading 
to a simple B v N win. 

B) l.Rel Rxel 2.Bxel Ne6! 
is one of the two well-known 
exceptional wins for a Knight against 
a Bishop. This is why the Black Rook 
is well placed on the e-file. l.Rfl 
(l.Rgllhl are similar) Rf4 2.Rxf4 
Na6! is also a surprise win for Black, 
this one showing why the Black Rook 
is well placed on the fourth rank. 
l...Ra4 of course fails on 2.RaI Rxal 
3.Bxal with a normal B v N win. 
L.Re5 2.Bxe5 Na8 doesn't repeat the 
previously seen trick because of the 
simple interception 3.Bc3! l...Re6 
allows 2.Rfl! as the f6 square is 
guarded by the Bishop. l...Re8 2.RhI! 
similarly. 

C) l.Rd7! Rd2 2.Rd8 Rdl 
3.Kd6 Rd2 4.Kd7 Rdl 5.Re8! leads to 
the desired winning shot, while the 
straight l.Rd8? Rd2 2.Kd6 Rdl 3.Kd7 
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Rd2 would have placed White in' 
Zugzwang and forced a draw by 
repetition, as 4.Rf8? Nf2 5.Rxf2 Rxf2 
is a loss. Of course no takeback was 
allowed: 2.Rd6? Ne5. 

D) 3.Ra3 3.Rb2 Kf4 is not 
leading anywhere. 3 ... Kc7! 3 ... Kf6 
4.Ra4 Kc7 5.Ra2! would lose similarly 
and quicker. 4.RaI! The essential 
triangulation. 4 ... Kd7 Once again, 
better than 4 ... Kf6?! 5.Ra4 etc. 5.Rbl 
Kf4 6.Rb2 and White has managed his 
tempo loss:, with a straightforward 
finish: 6 ... Kf5 7.Rb3 Kf6 8.Rh4 Ke7 
9.Rc4 and wins. 

CNIRAt K.,'NTS 
by George Jelliss 

George Jelliss sends the following 
diagram which shows the circuit for a 
'left-handed' Knight. There are five 
separate networks of squares: the 
repeats of the pattern form a tiling of 
Greek Crosses - which occurs in right
and left-handed forms. 

Colin Singleton (Sheffield), who is co
editor of the Journal of Recreational 
Mathematics, sent to George a 
diagram of a Hexagonal Chess board 
showing the seven circuits of a chiral 
Hexagonal Knight. The unit cell is a 
hexagon of seven hexagons (the 
Chemist in me sees the aromatic 
hydrocarbon known as Coronene). In 
each case there is one more circuit 
than the number of sides to the board: 
coincidence? On the square board 
there are N circuits because the move 
length is the square root of N, so how 
do you measure distance on the 
hexagonal board? 

Aside. It isn't until you reach four 
dimensions that 'root-N' leapers of all 
orders occur (my thanks to Euler). Ed 



Page 20 

XIAII'QI 
by C.K.Lai 

The 6th World XiangQi 
Championships 

Our UK XiangQi team of 3 players 
and 1 team leader arrived at 
Shanghai's Renhe Hotel on the 26th of 
October, in high spirits. The city is 
modem and attractive: the inhabitants 
are friendly, always helpful. During 
our stay in the city we enjoyed the 
sightseeeing, food, entertainment and 
above all, contact with the local 
people. More than 70 players from 26 
areas and countries took part. 

In the Women's section there 
were 6 participants: 1st Jin Hai Ying 
(China), 2nd Li Chen (France), 3rd 
Cheng Ming Chuo (E. Malaysia). 

In the Men's Individual 
section the World Champion is Xu 
Yin Chuan (China), 2nd Yan Wen 
Qing (China), 3rd Wu Gui Lin 
(Taipei). 

In the Non-Asian group the 
winner is Shoshi Kazuharu (Japan), 
2nd Anuar Bakri (w. Malaysia), 3rd 
Claus Tempelmann (Germany). 

Finally, the Team section was 
won by China, followed by Taipei and 
then W. Malaysia. 

The next World XiangQi 
Championships will be held in Paris in 
two years time. 

The first round of a tournament is 
always full of excitement and 
trepidation. Here is my first round 
game against Mr. Lo Che-San of 
Australia, who is a member of the 
Qualification Commitee of the World 
XiangQi Federation. 

Red Black 
Lo Che-San Chi Kong Lai 

1. C2=5 N8+7 
I opted for a solid defensive system in 
which I feel more or less at ease. 
There are other moves I can choose, 
for example, 1. ... C8=5 counter
attacking. However as it was a first 
round encounter, I felt I must handle 
things in a cool way. Besides, it was 
the first time I had played my 
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opponent - who is a player well known 
across Asia. 

2. N2+3 R9=8 
3. Rl=2 N2+3 
4. P3+1 C8+4 

An aggressive move: maybe at that 
moment I was in tune with the 
atmosphere of Shanghai. There was an 
air of adventure perhaps. 

5. P7+1 C8=7 
A natural followup. If the knight got 
away free it could destabilise my 
defence. 

6. C8=7 B3+5 
7. P7+1 B5+3 
8. N8+9 Rl=2 

Obviously it is important to activate 
my right hand rook in preparation for 
Red's Rook sortie. 

9. R9=8 C2+4 
Playing for geographical contro1.My 
strategy was to limit Red's Rook play 
as much as possible. 

10. C7+4 C2+1 

1 234 5 8 9 

987 6 5 4 321 
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20. R7+1 C2+1 
21. R7-1 C2-1 
22. R7=6 N5-7 
23. R6+7 G6+5 
24. R8+1 K5=6 
25. G6+5 

A typical mistake when under 
pressure. 25. G4+5 should be played 
instead 

1 234 5 678 9 

9 8 7 6 5 432 1 

25. R6=3 
26. B5+7 C2=8(0-1) 

Red resigned as the Rook cannot be 
saved 

The young GM Xu Yin Chuan drew 
his last round game against 4th placed 
Huang Zhi Qiang, thereby securing his 
top prize of 40,000 yuan and the 
coveted title of World Champion. 

Red (China) Black (Hong Kong) 
Xu Yin Chuan Huang Zhi Qiang 

1. B3+5 N2+3 
I was very pleased with this 
Instantly Red's position was 
great pressure. 

move. 2. P7+1 C8=5 

11. C5-1 R8+7 
The Rook was untouchable. 
R2+2 then C7+3 mate. 

under An unusual opening: it seems the 
players were putting each others 
nerves to the test. 

If 12. 

12. B3+5 R8=7 
13. C5=7 N3-5 
14. R2+1 R7=6 

Red tried a last trick. My last move 
was to avoid Red's 15. C7+ 1 capturing 
my Rook! 

15. C7+2 C7=3 
16. 
17. 
18. 

C7-3 
R2=7 
P9+1 

R2+6 
R2-3 
R6-2 

19. C7+1 B7+5 

3. N2+3 N8+7 
4. Rl=2 R9=8 
5. C2+4 C2+7 

As the game was developing into a 
regular shape, Huang decided to 
exchange his Cannon for Xu's back 
rank knight. Maybe he had prepared a 
surprise, who knows? This early attack 
might sweep away a lesser opponent, 
but not GM Xu Yin Chuan, himself a 
master of surprise. 

6. R9=8 Rl=2 
7. C8+4 R8+1 
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8. R2+1 R8=2 
Another surprising move. Huang must 
have rehearsed this line in his 
laboratory before he was confident 
enough to play it. 

9 8 7 6 5 4 3 2 1 

9. C8+3 R2+8 
10. C8-8 P7+1 
11. C2=3 B7+9 
12. C3=7 N3-1 
13. C8=7 N7+6 

The combination of Cannon and 
Knight is strong enough to secure a 
draw in the end 

14. R2=4 N6+S 
15. N3+S CS+4 
16. C-=S CS+2 
17. G4+S B3+S 

1 2 3 6 7 8 9 

987 6 543 2 1 

18. C7=1 R2-3 
19. R4+S Nl+3 
20. C1=S N3+S 
21. R4=S B9-7 
22. RS=9 R2=7 
23. Pl+l R7=9 
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Draw agreed 
The last phase of the game is easy to 
follow. 

The next game was played between Li 
Chen, who represented France, and Jin 
Hai Ying, the Women's Champion of 
China. Both are young and talented 
players. In this World Championships, 
Li Chen drew all her games except 
against Chieng HIe Kwong of Brunei 
where she took the full point. Jin Hai 
Ying, as expected, won all her other 
games. 

Red Black 
Li Chen Jin Bai Ying 

1. C2=S N8+7 
2. N2+3 R9=8 
3. Rl=2 P3+1 
4. R2+4 B3+S 

1 2 3 4 5 

..'--.--I.CI 
8 9 

987 6 5 4 321 

The game proceeds in a normal way, 
with Red in attacking posture and 
Black playing a classical defence. 

5. P7+1 
Preparing for the sortie of the left hand 
Knight. 

5. C8=9 
6. R2+S N7-8 

Early trade off of the Rooks, popular 
in modem play among top masters. 

7. P7+1 N2+4 
8. N8+7 Rl=3 

This is a standard way of capturing the 
pawn, while developing the back rank 
Rook at the same time. 

9. N7+6 
Red's Pawn was indefensible, so Li 
decides to advance the Knight , 
attacking Black's central Pawn. 
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9. R3+4 
An obvious move. Jin cannot allow the 
Pawn a free rein. 

10. N6+S N4+S 
11. CS+4 G6+S 
12. B7+S N8+7 
13. CS-2 N7+S 

This phase of the game was played 
logically, neither player being able to 
spring any surprise. 

14. R9=7 
Exchanging an undeveloped Rook 
against the up river Rook. Red had 
nothing to lose. 

14. R3+S 
15. BS-7 P7+1 
16. B7+S C9=7 
17. Pl+l C7+4 

1 2 3 4 5 6 789 

9 8 7 6 5 4 3 2 1 

In a Rookless endgame, Pawns 
become an important source of reserve 
power. That is why both sides will try 
ruthlessly to eliminate all the pawns in 
sight. 

18. P9+1 NS+3 
19. C8=7 C2+3 
20. C7+2 C2=S 

Draw agreed 

CDM'ETITIDN 
Some time ago I put out a feeler to see 
if there was any interest in a Chinese 
Chess competition by correspondence. 
I received enough replies to go ahead 
with it and will be writing to 
prospective contestants as soon as this 
issue is off my desk. I think it best to 
adopt a flexible ladder format. Games 
currently under way can be included, 
and so can games of Korean Chess. Ed 
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CANNON CHESS 

by Peter Michaelsen 

It is a great pleasure for me to 
introduce the readers of this magazine 
to a new Chess variant, which I 
invented in 1998, and slightly revised 
in April 1999. The game is played on 
the 9x9 Shogi board with 2x18 pieces. 
lf small labels are placed upon and 
under the pieces the game can easily 
be played with a Shogi set. 
Because of the limitations of my 
software. I here use the conventional 
Shogi piece symbols. In contrast to 
normal Shogi practice I use an 
algebraic notation. (a-i for the files 
and 1-9 for the ranks). Ed. 
It is now also possible to play Cannon 
Chess by computer. Steve Evans, who 
wrote the very nice Shogi Variants 
program, described by Rick Brown in 
NOST.ALGIA #371, P 30, has 
implemented Cannon Chess using the 
Zillions of Games program. Zillions, 
developed by Mark Lefler and Jeff 
Mallet, contains a generic board-game 
engine that can learn new games on 
the spot and play them. Game rules are 
stored in text documents that can be 
edited. So far, over 500 puzzles, 
games and variants have been 
implemented. For more information 
see the home page of Zillions 
<http://www.zillions-of-games.com> 
from where a lot of new 
implementations can be downloaded. 
Cannon Chess, as I name it, should 
perhaps be regarde as Shogi variant. It 
is much more different from Shogi, 
however, than most Shogi variants. 
The pieces of the initial array have no 
exact counterparts in any other Shogi 
variant. concerning the way they move 
and capture (perhaps not even in any 
other Chess variant). They all have 
some sort of cannon power, modelled 
after the combined powers of of the 
Cannon of Chinese Chess and the 
Cannon of Korean Chess, resulting in 
some rather unique pieces. Besides, all 
pieces except the King have two 
different states and can optionally 
change state (promote to their 
alternative form) when making a move 
that begins or ends in the last 3 ranks, 
or when making a capture. I got this 
idea after having tried a modem 
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Japanese variant (Micro [poppy] 
Shogi), in which a piece is changed to 
its alternative form (compulsory) each 
time it makes a capture. 
Captured pieces may be reintroduced 
into play on the capturer's side, as in 
Shogi. As in Micro Shogi, they may be 
dropped onto any vacant square on the 
board in either of the piece's two 
forms. One of the most difficult 
problems one faces in Cannon Chess 
is to decide if a piece should change 
state or not, and if a captured piece 
should be dropped on the board again 
in one state or the other. In Cannon 
Chess the pieces lose their original 
cannon power when they change to 
their alternative form. As a 
compensation they they gain the 
power of well known Orthochess 
pieces like Rook, Knight, Bishop, 
Queen and King. Of the promoted 
pieces only the Gold General retains 
the cannon power it had in its original 
state (as a Silver General), but only at 
a short distance (= the short cannon 
leap of the Iron Cannon). In the initial 
array none of the pieces is able to 
capture at long distance, except when 
making a cannon leap. 
The diagram shows the standard initial 
array: 

8) NJ 8 S I~ ~ 8 N 8 

d) d) d d d) d) d d d 

pi PI p p pi pI P P I(p 

R N1 B G K' SI B N I(R 

The players are at liberty, before 
moving, to interchange the positions 
of their Copper Generals and Copper 
Cannons on their left (abllcl, 
Og9/h9) or right (AgI/hl, Ob9/c9) 
side of the board, resulting in nine 
possible arrays. 

The moves of the pieces 

Iron Cannon (aa3-i3, Oa7-i7) 
moves like a Chess king; or 2 

squares in 8 directions by leaping an 
adjacent piece. Captures by making a 
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2-square leap over an adjacent piece. 
May promote to an Iron 
General, which moves and captures as 
a Chess King. 
Copper Cannon (Acl,gl, Oc9,g9) 

moves diagonally like a 
Bishop and may leap over one piece. 
Captures diagonally by leaping over 
one piece. Promotes to a Bishop. 
Silver Cannon (Aal,il, Oa9,i9) 

moves orthogonally like a 
Rook and may leap over one piece. 
Captures orthogonally by leaping over 
one piece. Promotes to a Rook. 
Gold Cannon (Adl, Of9) 

moves as a combination of 
Copper and Silver Cannons, and so it 
promotes to a Queen of course. 
Copper General (abl,hl, Ob9,h9) 

moves and captures like a 
King, and also 2 squares in 8 
directions by leaping an adjacent 
piece. Promotes to a Knight. 
Silver General (an, Od9) 

moves like a Queen and may 
also leap one piece. Captures in 8 
directions like a King or a Cannon. 
Promotes to Gold General. 
King (ael, Oe9) 

The King has a much more 
powerful move than the kings of most 
chess games. It moves and captures in 
8 directions like a Queen or a Cannon. 

Game Transcript 

Cannon Chess is so complex that it 
will require much more game 
experience than I have to describe its 
tactics and strategy in any satisfying 
way. The number of possible moves in 
each position is enormous - up to 800! 
The high branching factor makes it 
extremely difficult for Zillions to play 
the game well. Sometimes it simply 
stops the game with the message 'Too 
many moves were generated'. This 
problem will hopefully be solved in a 
future version of ZilIions. 

I think that here Mr. 
llfichaelsen overestimates the powers 
of us ordinary mortals. When even 
Zillions protests that it has had 
enough I think we should listen. It 
would be better to say 'this problem 
will hopeful~y be solved in a future 
version of Cannon Chess'. Ed 

The following game was 
played by Zillions against itself on 
expert level (2-3 minutes per move). 
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In the following diagrams an asterisk denotes a drop. I have 
used the Tendo English font. and promotion of a Gold 
Cannon to a Queen is shown by a piece blank. 

1. 
2. 
3. 
4. 
5. 

8 

P 

Black 

SCalxa7 (R) 
SCilxi7(R) 

IC*e2 
CCglxa7 
CCa7-d4(B)+ 

IN EL IlS 8 

~ g d d 
~ 

8 
~ 

P P p p p 
p 

Ni B 11(3 I(K' S 

White 

ICc7xa7(IG) 
SC*e5+ 

ICg7xi7(IG) 
Ke9-b6 

Il8 N 

d 

p p 

IN 

8 

i~ 

PI 
p 
p 

The Copper Cannon attacks the King by jumping over it, 
leaving the promotion zone and promoting to a Bishop. 

5. SGd9xd4(GG) 
6. GCdlxd4(Q)+ Kb6xd4 
7. IG*e4+ Kd4-c5 
B. lGe4xe5 GC*h4+ 
9. IC*f2 GCh4-h8 

10. R*a5+ Kc5-h5 
11. lGe5-d6+ Kh5-e8 
12. SG*e6+ Ke8-f8 
13. IGd6xe7+ CCg9xe7(B) 
14. IG*e9+ KfB-g7 
15. SGfl-gl+ SC*g6 
16. CCcl-b2+ IC*d4 

A curious situation has arisen: nearly all the pieces are back 
on the board but deranged (sorry. that should be dis
arranged Ed) Black's Iron Cannons are unmoved, and that 
looks like the sounder position. 

8 

17. 
18. 

8 

~ 

P' 

N 8 I~ 

et d) I~ 
SI 

d 
p p p p 
B P 
N (K'I 

SGe6xb9 
CGhlxgl 

~ 

dJ 

P' 
I(p 

N ~ 
~ 

IIZU d I~ 
8 

p p P 

SI N 

SCg6xgl(R)+ 
ICd4xb2 (IG) 

19. Ra5xa9(SC) GCf9-i6 

20. 
21. 
22. 
23. 

R 

I(p 

R 

p 

S ~ l~ 

d d ~ 

I(p P P P 
r@ p 
N\ [Kl 

R*g4+ 
N*gB+ 

SC*h2+ 
Rg4xh4+ 

8' ~ 

d) d) 

p P I(p P 
@i P' 
N [K\ 

g; 

P 
p 

d 

p 
P' 

NJ 8 
8 

I~ d I~ 
8 

P P p 

N 

CC*g6 
Kg7-h6 

CCc9-h4 
Be7xh4 

N 8 
~ 8 

d ~ 
~ I~ 8 

~ 
p p p 

R 
NI 

24. SCh2xh4(R)+ Kh6-a6 
25. B*b5+ Ka6-a7 
26. B*d4+ ICb7-b6 
27. SCa9-a6(R)+ 

B 

Another example of the tactic we saw at move 5. The Silver 
Cannon leaps over the King, promoting with check. 

27. Ka7-e7 
2B. Bd4xhB(CC) GCi6xe2(Q)+ 
29. Kel-a5 IGi7xhB(IC) 
30. Q*e4+ IG*e5 
31. SGb9-b7+ ICd7-cB 
32. Qe4xe5+ Ke7xb7 

p 

33. Ra6xb6 mate 
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MODERN COURIER CHESS 
by Paul Byway 

White 
RoyTalbot 

1. e2-e4 
2. i2-i3 
3. j2-j4 
4. Nkl-j3 
S. Ccl-e3 
6. Fhl-h3 
7. k2-k4 

Before rigor mortis sets in (RT). 

8. Rll-kl 

Black 
Paul Byway 

e7-eS 
q7-qs 

FeS-g6 
h7-hs 

Nb8-c6 
Nk8-j6 

Nj6xk4 
Nk4-16 

The intention was to bring the knight to jS, but 
the straightforward Nj6 was probably better. 

9. q2-q4 hs-h4 
In order to muzzle the light squared bishop and 
weaken White's kingside. 

10. Fh3-i4 
11. d2-d3 
12. Nbl-d2 
13. 
14. 
15. 

h2xi3 
Qfl-q2 
Bil-k3 

Fb.S-j6 
Cc8-e6 
h4xi3 
d7-d6 

Cj8-h6 
N16-k4 

Black announced that he so enjoyed his last 
visit to k4 that he thought he'd come again. 
White inquired simply Why?'(RT). I'm drawn by 
the weakness on i3, and now conceive the idea 
of exploring the sacrifice of fers for pawn, 
opening a line of fire against the Rk 1. 

16. Qq2-i2 f7-fs 

17. e4xfs Fq6xfS 

18. Nj3-h2 Nk4-16 
19. q4xfs Bi8xfs 
20. Cjl-h3 qs-q4 

I overlook the strength of White's 20th, but 
refuse to retreat. This time I must complete my 
development early. 

21. Ch3xfs 
22. Nd2-fl 
23. Bk3-j2? 

Qf8xfs 
Qfs-f6 

A blunder. A pity, for White was surely much 
better. 

Ch6xj4 
24. i3xj4 Qf6xj2 
25. Qi2xj2 Bd8xj2 
26. Rkl-jl Bj2-f6 
27. 12-13 Kq8-e7 

So! I did at least complete my development. 
28. Nfl-q3 Ra8-q8 
29. c2-c3 

I prefer 29.FhS Bi3 30.Ki2 

30. Bdl-b3 
Ke7-d7 
Rl8-h8 

31. Kql-i2 i7-i6 
32. Nh2-j3 N16-js 

It's loose again (RT). Too impatient: I should play 
NI6-k8-i7-g6. 

33. Fi4xjs i6xjs 
34. Fel-gl Rh8-h3 
35. Fql-h2 Rq8-i8+ 
36. Ki2-hl Ri8-i3 

Black seems to be making substantial progress, 
but he is a piece down. 

37. Nj3-kl Ri3-k3 
38. Khl-q2 Nc6-e7 

White managed to hold his position together: 
there's nothing for it but bring up the reserves. 
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39. 
40. 

Ra1-h1 
Kq2-q1 

Ne7-q6 

Nq6-h4 
40. Nf4 was better (Rf). It may be so: my play 
seems to have been marked by impatience 
throughout the game! 

41. Bb3-d5 Nh4-f3+ 
42. 
43. 

Kq1-q2 
Bd5xf3 

c7-c6 
q4xf3+ 

44. Kq2xf3 c7-c5 
45. Ce3-q1 Rk3xk1 

I can't see how to make further progress, so it's 
time to take as much profit as I can 

46. Rj1xk1 Bf6xk1 
47. Rh1xk1 Rh3xh2 
48. Rk1-h1 Rh2xh1 
49. Nq3xh1 k7-k5 

It is axiomatic that Black, who devotes his life to 
creating Machiavellian endgame studies, can 
win any ending from either side. It is well known 
that White, who devotes his life to failing to solve 
Machiavellian endgame studies, can lose any 
ending. Black has 28 legal moves, 27 of which 
appear to win. 4:2 on the kingside must be good. 
One could, of course, convert this to 1:0 on the 
kingside - which is not (Rf). The idea is that now 
either knight or king is tied down. 

50. Kf3-q3 k5xj4 
51. 13-14 Fj6-i5 
52. Kq3-h3 Kd7-e7 
53. Cq1-q3 j7-j6 
54. Cq3-e3 Ke7-f6 
55. Nh1-q3 Kf6-q6 
56. 14-15 j4-j3 

With the idea of 57.Ki3 Fh4+ which White 
feared: but quite how Black would win I'm not 
now sure. 

57. Nq3-f1 
58. Kh3-i3 
59. Nf1-d2 

And the Black king penetrates 
pull a fast one (Rf). 

60. c3-c4 
..which we can't (Rf). 

61. Nd2xc4 

62. Nc4-d2 
63. Ki3xj3 
64. Resigns 

REVIEW 

Kq6-f5 
c5-c4 
c4xd3 

unless we can 

Ce6xc4 

d6-d5 

e5-e4 
Kf5-f4 

Abstract Games Issue 1, Spring 2000 

Published by Carpe Diem Publishing, Box 
33018, 1583 Marine Drive, West Vancouver, BC, 
Canada, V7V IHO 
Annual subscription: $22 CAN, $23 USA, $26 
the rest of the world. 

Edited by Keny Handscomb, this is 18 pages of 
American quarto with colour covers - very 
attractive. This first issue is about 400/0 Chess 
related. Lines of Action, Shogi, Russian 
Draughts and 'Zillions' are among other items 
covered. The editor promises that the second 
issue will be a little larger A promising startl 
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At/CE CHESS 

from David Pritchard 

The BCVS Alice Chess tournament is now well over half 
way to completion. The current scores are as follows: 

Allan Brown 
Peter Coast 
Ivan Dirmeik 
Georqe Jelliss 
Jed Stone 
Paul Yearout 

1~/9 

4/4 
1~/5 

3/7 
5/7 
4/6 

Since we don't see enough of Alice Chess, which is 
moreover a difficult game to get to grips with, I have 
appended a selection from the games played so far. I have 
adopted the convention that moves made on board B will be 
in italics. 

White Black 
AllanBrown Jed Stone 

1. e2-e3 Nq8-f6 
2. Bfl-c4 d7-d5 
3. Bc4-b5 N£6-d7 
4. Bb5xd7 Qd8-d6 
5. Bd7-b5+ Ke8-d8 
6. a2-a4 Qd6-e5+ 
7. Kel-fl Bc8-h3++ 

White Black 
Paul Yearout Ivan Dirmeik 

1. d2-d3 Nq8-f6 
2. Bcl-f4 Nb8-c6 
3. B£4-e5 e7-e6 
4. Be5xq7 Qd8-e7 
5. Bg7x£6 Qe7-b4++ 

1. 
2. 
3. 
4. 
5. 
6. 
7. 
8. 
9. 

White 
Ivan Dirmeik 

c2-c3 
Qdl-c2 
Qc2-a4+ 
Qa4-a5+ 
Qa5xd5+ 
e2-e4 

Bfl-c4 
Nql-f3 
Qd5xb7 

Black 
Jed Stone 

d7-d5 
Qd8-d6 
Ke8-d8 
KdB-d7 
Kd7-e8 

c7-c6 
e7-e6 

Bf8-c5 
Qd6-e5+ 

10. Kel-fl Bc8-h3++ 
Black was no doubt very happy to pull off the same trick as 
in the first game. It's very easy to miss one move threats in 
Alice Chess: 'Alice vision' is hard to acquire. 

White Black 
AllanBrown George Jelliss 

1. e2-e4 h7-h5 
2. Bfl-b5 a7-a6 
3. Bb5-a4 Ra8xa4 
4. Qdl-f3 Ra4xe4+ 
5. Kel-dl Rh8xh2 

Black plays the 'Rampaging Rooks' defence and White is 
looking groggy - but he comes back strongly later on. 

6. Q£3-d5 Nq8-f6 

7. Nql-f3 Rb.2-e2 
8. d2-d3 Re2xf2 
9. Bcl-q5 f7-f5 

10. Nbl-c3 b7-b6 
11. Ral-ql Bc8-b7 
12. Bg5x£6 e7xf6 

White develops his K -side attack with purpose, but Black 
hasn't found a use for his pair of Rooks. 

13. Qd5-f7 
14. Rhl-h7 
15. 
16. 

Q£7xb.5+ 
Qh5-h8+ 

d7-d6 
Qd8-c8 
Ke8-d8 
Re4-e8 
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17. 
18. 

1. 
2. 
3. 
4. 

4. 
5. 
6. 
7. 
8. 
9. 

10. 
11. 
12. 
13. 
14. 

1. 
2. 
3. 
4. 

QllBxeB 
Qe8-e7++ 

White 
George Jelliss 

c2-c3 
Qd1-a4 
Qa4-e4+ 
Qe4xe7 

Qe7xe5+ 
d2-d4 

Nq1-f3 
Nb1-d2 

e2-e4 
Bf1-c4 
Qe5-a5+ 
Qa5-dS 
Bc4-b5 
Qd5-d7++ 

White 
George Jelliss 

e2-e4 
Qd1-f3 
Q£3-e3+ 
Bf1-b5 
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Nb8-d7 

Black 
AllanBrown 

e7-e5 
Nb8-c6 
Nc6-e7 

Qd8-f6 
Ke8-d8 

h7-h6 
a7-a6 
d7-d6 

Nq8-e7 
Ne7-c6 
b7-b6 

Bc8-b7 
Nc6-e7 

Black 
Jed Stone 

e7-e5 
Qd8-f6 
Ke8-d8 

White is threatening to checkmate next move. It wouldn't 
be difficult to miss this if you haven't played much 'Alice'. 

4. c7-c6 
5. Bb5-e2 d7-d6 
6. Nb1-c3 c6-c5 
7. Nc3-dS Nb8-c6 

8. h2-h3 
9. Ra1-b1 

10. Rh1xh7 
11. Qe3-q3 
12. Nd5-c3 
13. Ke1-f1 
14. Nc3xe2 

White 
Ivan Dirmeik 

1. c2-c3 
2. Qd1-c2 
3. Nq1-f3 
4. q2-q3 
5. N£3-g5 
6. Bf1-h3 
7. Nq5-f3 
8. Bh3-£5 
9. N£3-g5 

Bf8-e7 
Nq8-h6 
Nb. 6-£5 
Q£6-e6 
Nc6-d4 
Nd4xe2 
Rh8-h1++ 

Black 
George Jelliss 

b7-b6 
Bc8-b7 
Qd8-c8 
Nb8-a6 
Nq8-h6 
QcB-g4 
Ra8-d8 
Qq4-h5 
Qh5-dl++ 

The mating pattern of games one and three is shown in the 
article in Popular Chess Variants, just after Fool's Mate. 
This one should perhaps be called 'Scholar's Mate'! Ed 
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'ID8LE. PAlES 
by Ronald Turnbull 

All six fInal digits of my car's 
odometer turned zero last month. I 
have to say I took very little notice and 
simply kept on driving towards where 
I was going anyway - which happened 
to be the Luss Hills alongside Loch 
Lomond. And as the Western World 
gets excited over just three digits of its 
calendar, we at Variant Chess prefer to 
celebrate a Chinese New Year. 

"Chinese" pieces are worth 
celebrating. Leo, Pao, Vao move like 
Queen, Rook, Bishop but capture only 
after moving over an intervening unit 
of either colour. Thus they transfer the 
move of the Chinese Cannon to the 
Western Board 

So in Stephen Emmerson' s fIrst 
diagram, the Vao on bl could move to 
a2,c2 or d3 only and does not give 
check to wK. If White's Leo moves to 
h7, giving check to Black, this Vao 
will capture it. 

301 - S. EMMERSON 

Vaos + Leo; mate in 2 

302 - S. EMMERSON 

Paos + Vaos; mate in 2 
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A good chess problem depends on 
the opening and closing of lines - this 
is one of those universal statements 
that actually turns out to be true quite 
a lot of the time. In the second 
diagram, l...Kb7 could be met with 
2.Nd6 (double check and mate). 

Any New Year celebration should 
involve excess, and Alex Ettinger 
offers total Chinoiserie. All pieces (not 
pawns) are Chinese, with Mao 
replacing Knight - the Mao moves 1-
sq orthogonal plus I-sq at 45°, which 
is equivalent to Knight except that it 
may be blocked on the intervening 
square. So Black could play 1.MAf3+, 
but any unit on g3 would eliminate the 
check. d4 is the opposite, a MOA, 
which may be blocked on the other 
intervening square. 1. MOO + , a unit 
on b4 would block this check. And c4, 
e6, g8 are Chinese Camelriders. These 
are (1,3) riders whose only possible 
capture move is (2,6) with some unit 
on the midpoint square. (play 1 :MOf6 
and now CRg8 guards e2.) 
now CRg8 guards e2.) 

303 - A. ETTINGER 

All Chinese (see text) 
Helpmate in 2 b) MOd4 <> MAg5 

304 - R. TURNBULL 

Paos + Vaos; mate in 2 
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303 shows, we think for the fIrst time, 
the helpmate version of an orthodox 
directrnate theme. My own one is less 
ambitious. 

305,306,307 

New Year being above all a time for 
looking backwards, we reprint a 
familiar diagram. In 305 (V Nebotov) 
Kings are Scorpions (ie have added 
power of Grasshoppers): Mars Circe 
applies (units move to their Circe 
rebirth square, which must be vacant, 
before capturing): Black moves fIrst, 
the two sides cooperate, and stalemate 
arises at move 3. wK cannot move to 
d8 (attacked from e8) but bK could 
leap there scorpionwise as wK attacks 
only from e 1. 

306 (Stephen Emmerson) is 
Helpmate in 2Yz (ie White starts) in 
Messigny Chess. In 307 he adds Circe 
to Messigny and asks for a) 
Helpstalernate in 2 b) One Black move 
and series mate in 5 and c) Helpmate 
in 3 half duplex (ie White to play, 
Black to give mate). 

There is a tendency among the 
Vieler Vater for the stipulation to be 
more complex than the diagram - but 
also than the solution. Are these ones 
among the childish children of the 
many fathers? Please solve, then tell 
us what you think. 

308 - I. RlCHARDSON 

No captures 
Helpstalemate in 3, 2 solutions 

lan Richardson' s two diagrams 
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have a simple stipulation: captures are 
illegal (Even Ks may not capture, but 
check is normal). Solutions may be 
found less simple - or may indeed not 
be found at all! As reward for the 
industrious composer, the second 
diagram arose as a cook eliminated 
from the fIrst. 

309 - I. RICHARDSON 

No captures 
Helpstalemate in 3,2 solutions 

In Magnetic Chess, after any move, 
closest units on rank and fIle to the 
piece just moved are magnetised. 
Enemy pieces are attracted, own
colour pieces are repelled to the 
furthest unobstructed square. So if 
l.Bd6, bPg6 is attracted to e6 and 
wNd5 is repelled to d3. Kings do not 
magnetise or suffer magnetism. To 
make things a little easier I reveal that 
wR is a cookstop and takes no part in 
the action. (It prevents l...a5 by 
making this move self -check by 
Black). 

310 - C. L YTION 

Magnetic Chess; mate in 2 

Solutions and comments by 1 Feb to 
be sure of publication in VC35, though 
any by I March have a chance. 
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Solutions to VC 33 

291 (Ettinger): l.bc Rd6 2.Rc4 Rd7 b) 
I.Re6 Rf5 2.KeS RgS extremely easy to 
solve, but twin should be bR>el so that 
l.Re6 is a critical move - composer. c6,h4 
are big clues - CCL. 
292 (Richardson): I.QdS threat 2.Qd7 
(Bg7) with l...Rd3 (Qd4) 2.Qg7 (Bc7) and 
l...Rxc3 (Nc4) 2.Ba3 (Rb3) while l...Rg4 
(Rf4) does not refute threat. But CCL finds 
I.Nd7 (Bg7)+ with l...KxN/ Kd8IRg4 
2.QdS/Qg8/Qe6 with bR unable to attract 
away wQ in the first 2 variations. 
293 (Richardson): I.Bh7 (Pg7) 2.Bg6 Ba6) 
3.Be2 (e8=R,Q) b) I.Bf7 (pe7) 2.Bb3 
(Bb8,Ph3) 3.Bh2 (h8=Q) but not h8=R. As 
in Civil Service, wP gets pushed around 
doing all the work (but in real life, it tends 
to be Knights doing the delegating) - CCL, 
clearly speaking from experience. 
294 (Richardson + RT): I.Bd4 (BdS) threat 
2.Qe4 (Qd4,BeS) but also 2.Qf3. l...Kc3 
2.Qd4 (BeS,QdS) 1...Ke3 2.Qf3 l...Kd4 
(BeS,KdS) 2.Qd4 (Be4,KeS,QdS) l...eS 
(e4,BeS) 2.Qe2 Good variety, l...Kd4 
leading to a thematic mate - CCL. But this 
was an early version, which needs bN on 
g6 rather than bPe7 (with l...Nh4 forcing 
2. Qe4!) but composer prefers 
8:3pIB2:8:KlkS:3PS:8:3Q4:8. 
295 (Turnbull): Alas, No Solution: there 
should be wN on b8 to guard d7. I.KeS 
(Ke4) N any 2.Rb6 l...Nd6+ 2.RdS 
(ReS,Kd4) 2 ... PxR?? 1...fS+ 2.ReS 
(Re4,Kd4) 2 ... PxR?? 
296 (Lytton): I.NeS (Ne4) 2.eS (Nd4,e4) 
3.dS (NdS,d4,eS) 4.d3 (e4,NeS) S.Nc4 (d4) 
6.KeS (Ke4,dS) BeS (Kd4,Be4,eS) - is this 
possible!? unnamed non-solver. 
Complete roundabout by N and d pawn. 
Only mid-board mate: wB attacks 4 sq, wP 
attacks 2 - RT. The move-order forcing is 
fascinating, as is the mate. And every 
move turns pieces - SE (\\iJ.ose computer 
verifies soundness). 
297 (Bartel): l.glN 2.hgN 3.Nxe2 (Bfl) 
Bxe2 = and l.hlR 2.ghR 3.Rh8 Rxh8 = 
What, no AUW? - AE. Good economy, 
ideal stalemates, duplicate promotions 
without twinning, but did rather hope for 
thematic pin or Circe rebirth stalemates -
CCL. Circe capture on e2 brings the 
problem to life - RT. 
298 (Nebotov): I.Bd6 Be2 2.Kxe2 (Ke8) 
Qg8 and I.Ga3 Qc7 2.b3 Kxa3 (Kel) very 
satisfYing and surprising puzzle - CCL, 
who alone found the I st solution, but AE 
first to cook 2nd by 2.GcS,Ge3 K any. 
299 (Turnbull): I Rb7 Ka4 2.dRd7 QcS b) 
I.Ke6 KxbS (Kel) 2.Nc6 QcS but IR, AE 
cook a) by I.Rh6 Kc4 2.Re8 Qc7 
300 (Nebotov): I.Fh2 2.KhI 3.Fbl 4.Kal 

Page 29 

S.Fa7 6.Ka8 7.Fg8 8.Kh8 g7 neat 
Rundlauf, but (like most ser-H) easy to 
solve - AE. Flamingo can't get to h7 
anything like in time - CCL. Very 
satisfying! IR 
Messigny: 3: Set l...eS<>S 2.Sd6 Sb6 and 
1...Sd6+ 2.S<>dS Sb6; l.N<>aN Nd8 
2.Nb6+ dN<>N. Actual much more 
difficult than two set - CCL. Second set
play unintended. But mainplay could also 
start l.Nd8 Na<>N, or as IR's cook 
I.N<>Na Nf6,g7 2.Nb6+ N<>Nf,g. SE 
also cooks set-play. I believe Popeye car' 
now do Messigny ... 
6 l.B<>B Bd2 2.Bd8+ B<>B 3.Bel 
(similarly after 1...Bxe3) l...Ba3 2.Bel+ 
B<>B 3.Be7 (sim 1...Bb2) Attractive 
theme, again with delightful economy -
CCL. Difficult - IR. Good strategy SE. 
Must all Messignys have swapping key? -
IDB. 
7 Omitted to mention the (1 hope obvious) 
key l.cP<>P, proving that Black didn't 
just swap pawns so cannot castle. 
Vielvater: G: Last move was Pa7$c8 so 
wK has the Spirit. l.ba$ Kxa7$+ 2.Kc7! 
Spirited play. Well done that man! CCL. 
As excellent as any in this series - SE. 
(Does this indicate faint enthusiasm for 
VVP? Surely not - see 306, 307 above.) 
H: a)l.K<>K 2'Kxa7 3.Ka8 4.K<>K 
(S.Kc7) b) (l.KbS) 2.Ka6 3.K<>K 4.ba 
S.K<>K Good twin, but would drop the S
move parts - CCL. 
A shockingly bad set of cooks and 
misprints in that issue sorry, everyone. 

Scores: AE S, CCL 14, IR 9, SE 7 

Corrections: in "Vielvaterproblem" article, 
CCL corrects composers' names: Albert 
Kniest, Robert Darvall, Anthony Dickins; 
and suggests that the translation should be 
"Problem of Many Fathers" rather than the 
reverse. 

Solving Ladder: end of Millennium 
summary: 

Prey 30 31 32 33 Yr TaU 

S Emmerson 122 10 13 8 7 38 *10 
A Ettinger 34 5 5 39 
p Fayers 41 6 47 
G Jelliss 40 8 9 17 57 

P Raican 49 11 11 60 
E Bartel *60 9 9 *69 

I Richardson *46 8 10 9 27 *73 

CC Lytton 55 9 11 14 34 89 

M Ridley 117 1 1 118 
A Ingleton *137 6 6 *143 

Congratulations to Stephen Emmerson 
who reaches the top of the ladder (* = ISO 
points) and thus tumbles back to the 
ground again. 
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Our 1997 Theme Tourney for two
piece problems inspired a follow up 
tourney in Thema Danicum - theirs 
was restricted to problems with two 
bare kings. The winner was a 
remarkable Illegal Cluster by Jorg 
Varnholt. The diagram had wKh3, 
bKhl and the task is to place 9 White 
Bishops in an illegal position in such a 
way that the removal of anyone of 
them renders the position legal. One 
solution is diagrammed: White has just 
played Bf3xg2+ - but whatever piece 
was on g2, there is no previous move 
for Black. Readers are invited to seek 
the second, quite different, solution -
given at the end of VC33 Solutions. 

J. VARNHOLT 
PR: Thema Danicum TT 1999 

Add 9 wB for illegal cluster 
First solution 

Varnholt illegal cluster: add the wBs on 
a8, b8, a7, c7, e3, g3, f2, el. If White just 
promoted ab=B+, Black's previous move 
was Kg1-hl or of some piece to h8. 

Other magazines atUlOWlce interesting 
Theme Tourneys. For Problemkiste, please 
make a piece visit all four corners of the 
board and return to its starting square. 
Starting square may itself be one of the 
corners. Any fairy form but orthodox 
board. By 31 May 2000 to E Bartel, 
Rockensteinstrasse 37, 0..86156 Augsburg, 
Germany. Judge Hans Gruber. 

Phenix has two tourneys. Zeller-90 
Jubilee: Einstein Chess, any stipulation 
and added fairy pieces allowed. Calvet 
Memorial: combination leapers - such as 
the root-50, which combines (1,7) and 
(5,5); or Gnu, which combines (1,2) and 
(1,3). No other fairy piece or condition. By 
27nIOO, to Christian Poisson, 17 rue de la 
Porte-Gelee, 44200 Nantes: Section A 
(mate in 2) judge C Wiedenhoff; Section B 
(helpmates) judge C Poisson. 
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'ROGRESS/VE CHESS 

by Paul Byway 

David Pritchard has been competing in 
the 6th International Correspondence 
Progressive Chess tournament run by 
A.I.S.E. (Italian Rules). In his 
preliminary group he managed to 
score 10/10 - a tremendous result. I 
prevailed upon him to send me a few 
notes on the event. He writes 'My 
preliminary group included the 
following game which had a special 
significance for both of us as we had 
last met in a chess tournament in 
Switzerland S2 years before! I even 
found an old photograph of that game 
in progress (a draw, as it happens) that 
I was able to send my opponent.' 
White: David Pritchard Black: Max 
Richner 1.d4 2.d5, eS 3.Bg5, Bxd8, 
Nf3 4.Kxd8, BfS, Bxc2, Bxdl 
S.Kxdl, NxeS, Ng6, Nxh8, e4 6.cS, 
c4, c3, cxb2, bxal(Q), Kd7 and White 
found mate in 7 (solution on page 16) 

These two met again in the ftnal:
White: D.P. Black: M.R. l.e4 2.eS, 
f6 3.BbS, d4, Nc3 4.exd4, d3, dxc2, 
cxdl(Q)+, S.Kxdl, BgS, Bxf6, Bxd8, 
Nge2 (Nj3 or Bxc7 is normal here: the 
text may be an improvement) 6.Kxd8, 
Bb4, Bxc3, c6, cxbS, Ke7 and again it 
is mate in 7 (solution on page 16) 
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David was disappointed with his play 
in the ftnal (9/16) for he lost against 
players he had beaten in the 
preliminaries (David sets himself a 
high standard: many would be happy 
with such a score. Ed) The winner 
was Jurij Lesnicenko (Ukraine) who 
punished an unwise experiment in the 
opening. White: D.B.P. Black: IL. 
I.d4 2.d5, Nc6 3.b4, bS, bxc6 
4.bxc6, BfS, Bxc2, Bxdl S.Kxdl, 
Kc2, e4, BbS, Bxc6+ and Black mates 
in six moves (solution on page 16) 
We ftnish with another interesting 
game from the ftnal. White: Roberto 
Cassano Black: David Pritchard l.e4 
2.d5, Nc6 3.BbS, f4, fS 4.dxe4, Qd3, 
Qxc2, Qxdl+ S.Kxdl, Ba6, Bxb7, 
Bxa8, Bxc6+ 6.Bd7, Bxc6, e6, exfS, 
Nf6, Kd7 7.d4, d5, Bh6, Bxg7, Bxh8, 
Kd2, dxc6+ 

The temptation now is to play 8.Kxc6, 
f4, f3, fxg2, gxhl(Q), Qxbl, Qxal 
leaving White only a Bishop and 
unable to promote a pawn. However, 
White has 9.b4!, Bxf6, Bxal, Bg7, 
Bxf8, Bd6, Bxc7, BaS, Ke3 winning. 
So instead White was allowed to 
queen with 8.Kxc6, f4, f3, fxgl(Q), 
Qxbl, Qxal, Qxhl 

And now, with no mate in prospect, White 
has nothing better than to promote the g
pawn and capture the Black Queen, 
allowing a Black Pawn to promote and end 
the game.White resigns. 
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TNE EIID IS IllfiN! 

by Paul Byway 

Reciprocal ZUgl-wang in XiangQi 

#74 John Beasley 
123 4 5 6 7 8 9 

I--+--+-+-OI-+--+-+-----i 
1 

I---I--+--l-@I-+-+-+-! 
T 

9 8 7 6 543 2 1 

Who dares, dies 

John Beasley corrects his posItIon 
(VC33 page4). Now, the Knight at 53 
must keep a guard on 72. A move by 
the Pawn or the other Knight raises the 
mate threat and is answered by N5+4 
with a second attack on White's 72. 

I don't know if the Chinese deal 
with Reciprocal ZUgl-wang explicitly, 
but the next diagram has one. I found 
this position in an endgame book, but 
with a Bishop' at 52 instead of the 
guard at 51 - in which case White has 
a tempo move and always wins. 

#75 Paul Byway 
1 234 567 8 9 

~ 
~ 
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® 
1 

r\-d( 
~ 

987 6 543 2 1 

White to play and win 

1. P5+1 G6+5 
2. K6=5! G5-6 
3. P5=6 

A pawn move to the side opposite the 
guard is key to winning this position. 
If3.P5=4 K5=4 4.P4=5 K4+l = 

3. K5=4 

Variant Chi •• 34 

Red now has a tempo to put the King 
behind the pawn and advance it to the 
next rank before the Black Guard 
comes into play. 3 ... K5+1 4.K5=4 
K5-1 5.P6+l G6+5 6.G5-6 G5-6 
7.K4+1 G6+5 8.K4=5 or 3 ... G6+5 
4.P6+ 1 G5+4 5.K5=4! G4-5 6.G5-6 
G5+6 7.K4+1 K5=6 8.P6=5 

4. K5=6 G6+5 
5. P6+1 K4=5 
6. K6=5 G5-4 
7. K5=4! G4+5 
8. G5-6 G5-4 

8 ... G5+6 9.K4+1 K5=6 10.P6=5 
stalemate with pinned guard 

9. K4+1 G4+5 
10. K4=5 wins 

THREE EASY "ECES 

The solutions to the next three will be 
found on the back page. 

#76 Paul Byway 
1 2 3 4 5 6 7 8 9 
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Mate in 3 

#77 John Beasley 

Losing Chess 
White to play and win 

Ronald Turnbull says of #78: 'I'm 
considering a variant that I've called 
"Riverboat". The side to move either 
makes an orthodox capture with one of 
his own men, or an orthodox non 
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capture move with one of his' 
opponent's'. 

#78 Ronald Turnbull 

White to play and win 

COMJlET"'ON '0 
For this issue I have chosen three more 
positions from Ben Nye's Losing 
Chess 4-piece Database. These are, I 
hope, within the range of human 
comprehension - which is not always 
the case with a database. The column 
is continued on the back page, where 
the answers to Competition 9 can also 
be found. 

#79 Database 

White to play and win 

#80 Database 

White to play and win 

Continued on the back page. 
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THE EIID IS III'H! 

Continuedfrom page 15 

#81 Database 

White to play and draw 

Solutions to Three Easy Pieces 

#76 I.C5=6 G5±6 2.C9=5 - 3.C5=6 

#77 Very easy, of course: l.b8=Q and 
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7.Nf3+ (luring Black to afatal square. 
Ni6+ Kh6 draws at best. KxcB? 
Kxh4;a4 15 etc.) Kf4 8.Kxc8 Kxf3 
9.a4 h4 (9 ... 15 echoes the main line 
with a similar result) 1O.a5 h3 11.a6 
h2 12.a7 Kg2 13.a8(Q)+ wins. 
lan Richardson cracked #s 69 & 70 (In 
the second it is only necessary to see 
the position through to win of a piece 
in a quiet position) and had a good go 
at #71. Here 2.Kc7 isn't good enough 
because of 2 ... Ne7 3.a4 h4 4.a5 h3 
5.Ng4 Nd5+ and Nb4. 

The scores are now:-

Ian Richardson 30 
Fred Galvin 27 
David Pritchard 14 
Ronald Turnbull 10 
John Beasley 3 
Stefano Bruzzi 2 

'CVS NOTICES 

not I.b8=R on account of 1...a2 2000 AGM. Members are reminded 
2.Rxb3 al =N. The reason for offering 
it for publication is that I think it 
provides the simplest position in 
which P=Q is the only move to win: 
P=B draws and the others lose. (JDB) 

#78 l.bKb7+ (White moves Black 
King) l...wPa7 (forced) 2.bKb8+ 
wPa8=N (2 ... a8=R,Q is self-check; 
2 ... a8=B 3.bKb7 mate.) 3.bKc7+ 
wNb6 4.bKd7 double check and mate. 
A playable Variant? (RT) (It's 
certainly very interesting, but what 
happened to wK? Ed.) 

Solutions to Competition 9 

#69 l.Ra5+ Ki4 2.Re4+ Kh3 3.Ra3+ 
Kg2 4.Re2+ Kfl 5.Rl2! and now: 
(a) 5 ... Qx12 6.Ral+ K- 7.Ra2+ K-
8.Rxl2 wins. 
(b) 5 ... Qh8 6.Ral+ Qxal 7.RlI+ K-
8.RxaI wins. 
#70 l.Rb3 (Re7+ Kk6;Rb7 Nc6;Rb5 
BdB;Rd5 Be 7;Rd7 and White has lost 
a tempo) Nc6 2.Rb5 Bd8 (Bb4;Rb6 
Nd4;Nxd4 Bc5;Rb7+) 3.Rd5 Be7 
4.Rd7 Kk6 5.Rc7 Ne5 6.Nxe5 Bd6 
7.Rc6 wins. 
#71 l.Kd6 Nc8+ 2.Kd7 (Kc7 Ne7) 
Nb6+ (Na7;a4 h4;Kc7 h3;Nf1 
Kh7;Kb7) 3.Kc6 Nc8 (Na4;Nd1 
h4;Kb5 h3;Kxa4 h2;Nj2) 4.Nf5 Kh7 
(h4;Kb7 h3;KxcB h2;Ng3) 5.Kb7 Kg6 
6.Nh4+ (KxcB? Kxf5;a4 h4) Kg5 

that nominations for office, and any 
resolutions for the AGM, should be 
received by John Beasley as secretary 
not later than March 1. Two 
nominators or proposers are required 
in each case. To the best of our present 
knowledge, all the existing officers are 
willing to continue, but if anyone else 
wishes to join the team we shall be 
delighted to tell him what is involved. 

'OIlTHCOMIN' EVENTS 

Circular Chess (see VC 31132). This 
year's Circular Chess World 
Championship will be held at the 
Guildhall, Lincoln, on Sunday May 
14 at 1000 hrs (probably finishing 
around 1830). Contact David 
Reynolds, II North Parade, Lincoln 
LNIILB. 

Chinese Chess. The first 'Shunde Cup' 
Millenium XiangQi Open Toumament 
will be held on Sunday 2nd April 2000 
from 1100 am to 1830 pm in London. 
Contact Mr. C.K.Lai, 12 Haslam 
Street, London SEI5 5GD. Closing 
date 28th March 2000. 

MISCELLAIIEOUS 

The December issue of British 
Endgame Study News contained the 
now usual 8-page special issue on 
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endgames in chess variants, and' 
readers who have requested this issue 
in previous years will find a copy with 
this issue of VC. Any reader whose 
copy is missing, and any other reader 
who would like to receive these 
special issues, should contact John 
Beasley. There is no charge. 

Hostage Chess. 
From David Pritchard 

(Postal Play Championship 2000) 
There are two prizes for this event. 
The First Prize is a two-year 
subscription to Variant Chess. The 
Second Prize is a one year 
subscription. Both prizes have been 
kindly donated by Professor Leslie. 
This competition has now started with 
the following competitors: (1) Allan 
Brown (2) Peter Coast (3) Ivan 
Dirmeik (RSA) (4) George Jelliss (5) 
Prof. John Leslie (CAN) (6) Jed Stone 
(7) Paul Yearout (USA). 

Losing Chess endgames. John 
Beasley is hoping to finalise his 
survey of published Losing Chess 
endgame material up to the end of 
1999, and anybody wishing to receive 
a copy is asked to contact him. There 
is no charge. The present version is 
provisional, but he hopes to circulate it 
as widely as possible to interested 
parties and then formally to publish a 
corrected version later in the year. 

"Crazy House" and "Stupid House" 
(see VC 33, P 3). From John Beasley: 
"Fabrice Liardet says that these are not 
'Geneva' names but Intemet names. 
He adds that there was a Chessgi 
tournament in Chicago last year." 

The Proliferate Problem (VCll, 
PIS). George Jelliss points out that in 
this article, Dickens should be Dickins 
and Durvall should be Darvall. As he 
says, 'we ought to get our compatriots' 
names right'. 

SOLUTIOIIS 

Progressive Chess. (page 14). 
First game: 7.Kd2, Bd3, e5, Ng6, Rcl, 
Rc8, Bf5 mate. 
Second game: 7.Nxc3, Nxb5, e5, Nd6, 
Rcl, Rxc8, Re8 mate. 
Third game: 6.Qd7, Kd8, Rb8, dxe4, 
Qxd4, Qd3 mate. 
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TWO CLASSIC GAMES 
OF LOSING CHESS 

by John BeasJey 

Losing Chess has a history of over a 
hundred years, and two complete 
correspondence games from early days 
have come down to us. I thought it 
might be interesting to examine these 
with the aid of the computer, not in a 
spirit of "yah boo, look what they 
missed" (yes, there are tactical 
oversights, but they are far fewer and 
less serious than I make myself) but 
rather to show what was being 
achieved even in those far-off days. 
My thanks to Ken Whyld and David 
Pritchard for the source material, to 
Stan Goldovski's program Giveaway 
Wizard (run on a 450MHz Pentium ill 
with 12SMb RAM) for the analysis, 
and to Fabrice Liardet and his Internet 
page (see vc 34 P IS) for comments 
on openings and strategy. 

The first game was reported in a 
Losing Chess article by Hans Klfiver 
in Deutches Wochenschach in 1924. 

White 
Bans Kliiver 
(Hamburg) 

Black 
T. R. Dawson 
(London) 

1. e2-e3 b7-b5 
2 . Bflxb5 c7 -c6 

"La defense antique" (Fabrice Liardet, 
who calls it ''un peu douteuse"). 
Klfiver remarks that 2 ... Nc6 would 
allow a 16-man sacrifice (3.Bxc6 dxc6 
4.Qg4 etc). He also analyses 2 ... Bb7, 
due to E. Schiitte, but this is now 
regarded as a poor line for Black. 

3. Bb5xc6 NbBxc6 
4. b2-b4 Nc6xb4 
5. Qdl-h5 

5.a4 (Iznogoud-Salvadori 1996) is 
simplest (FL, analysis on his page). 

5. Nb4xa2 
Preventing 6.Qxf7, which 5 ... Nxc2 
would permit (Klfiver, see next note). 

6. Qh5xh7 
Klfiver gives 6.Qxf7 Kxt7 7.Rxa2 
"Ba6 etc", but this is surely a slip in 
writing up; if we insert the natural 
7 ... Qa5 8.Rxa5, White is indeed dead. 

6. RhBxh7 
7. Ralxa2 Rh7xh2 
B. Ra2xa7 RaBxa7 
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9. Rhlxh2 Ra7-a3 
10. Nclxa3 

Klfiver gives 10.Bxa3 Bb7 I1.Bxe7 
Bxg2 etc as worse, and Wizard 
sharpens this to 10 ... Qb6 I1.Bxe7 
Qxbl 12.Bxf8 Qxc2 13.Bxg7 Qxd2 
winning offhand 

10. 
11. Rh2xh6 
12. d2-d3 

NgB-h6 
g7xh6 

Threat e4 and then Bh6 (Klfiver). But 
this is inconclusive, and Wizard 
prefers 12.c4 gaining space. Wizard's 
general strategy, when there is no 
provable win, is to gain as much space 
as possible, often by playing moves 
which a human player would reject as 
too risky, and very effective it is. 

12. h6-h5 
Klfiver describes this as the only but 
excellent answer to White's threat, but 
Wizard prefers 12 ... f5. 

13. g2-g4 
14. Ngl-f3 

h5xg4 

Not a move to Wizard's taste, though 
the blocked pawn on 13 should have 
served White well (see note to move 
16). At each of moves 13-15, Wizard's 
first preference is e4, gaining space 
and allowing White to exchange off 
his second bishop. 

14. 
15. Kel-d2 

g4xf3 
QdB-c7? 

Here Klfiver notes 16.Ke2 Qxc2, and 
also points out that 16.Kc3 would be 
bad because the king is valuable in the 
endgame. But 16.e4! would have won 
(Wizard). The point is that after 
16 ... Qxc2 17.Nxc2 White threatens 
Ke2 opening the diagonal cl-h6 with 
gain of tempo, and it is Black who will 
be left with a rampant bishop. 

16. Na3-b5 Qc7xc2 
17. Kd2xc2 f7-f5 
lB. Nb5-d6 e7xd6 
19. Kc2-c3 KeB-e7 
20. Kc3-b4 Ke7-f6 
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"Die Krisis der Partie!" (Klfiver). 

21. Bcl-d2 
Threatening 22.Kc5 dxc5 23.Bb4 etc 
(Klfiver), but this is illusory. 23 ... cxb4 
reduces White to two mobile pawns, 
and Wizard shows he is lost:-

24.e4 fxe4 25.dxe4 Kf5 26.exf5 
Bd6 27.f6 Bg3 28.fxg3 f2 29.g4 b3 
30.g5 fiR 31.g6 Rxf6 32.g7 d5 
33.gSK (33.gSR Rb6) Rf7 34.Kxf7 
Be6 35.Kxe6 b2 36.Kxd5 blR, or 
24.d4 Bh6 25.d5 Bxe3 26.fxe3 f2 
27.d6 (27.e4 fxe4 2S.d6 Ke7 29.dxe7 
Bb7 30.d8K fiB 31.Kxd7 Bc6 
32.Kxc6 Bb5) Ke6! 2S.e4 Kxd6 
29.exf5 Bb7 30.f6 Ke7 31.fxe7 fiR 
32.eSK Bd5 33.Kxd7 Be6 34.Kxe6 
Rf7. 

21. f5-f4 
22. e3xf4 Kf6-g5 

Again not to Wizard's taste. The king 
is a flexible piece, and a modem 
player tries to preserve it. Klfiver says 
as much at move 16. 

23. f4xg5 BcB-b7 
24. d3-d4 d6-dS' 

This remarkable move abjures ... Bh6 
(Klfiver gives 24 ... Bh6 25.gxh6 d5 
26.Bg5 and Bf6 as favouring White) 
and lets White force ... Bxb4, but if say 
25.Bcl Bxb4 26.Ba31Bd2 BxB 27.g6 
then 27-2S ... Bd3 beats all promotions. 
Klfiver gives two exclamation marks, 
and Wizard also thinks it best. 
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25. Kb4-c4 
Kliiver calls this a losing blunder, 
preferring Kb3 with a probable draw, 
but in fact White still has a chance. 

25. ciSxc4 
26. Bci2-b4? 

Now White does lose. 26.g6 would 
have kept the game alive (Wizard 
failed to find a win in a 24-hour run). 

26. Bf8xb4 
27. d4-ciS 

Wizard shows that 27.g6 also loses. 
27. Bb7xciS 
28. g5-g6 Bd5-e4 
29. g6-g7 Be4-g6! 
30. g7-g8R 

Kliiver says that Black wins "easily" 
after 30.g8QIBIN, and he spells out 
the line 30.gSK Bf8 31.Kxf8 BeS 
32.KxeS c3 33.Kxd7 c2 34.Kd6 clB 
35.Kd5 Be3 36.fxe3 f2 and 37 ... fIR. 

30. Bb4-d2 
31. Rq8xq6 d7-d6 
32. Rq6xd6 Bd2-e3 
33. f2xe3 f3-f2 

and White resigned. Kliiver spells out 
some lines: 34.e4 fiR 35.e5 (35.Rdl 
Rxdl 36-3S.e7 clR) c3 36.e6 c2 37.e7 
Rdl 3S.Rxdl cxdlR, or 34.Rdl c3 
35.e4 (35.Rel fxelB 36.e4 Bh4 37.e5 
Bf6 36.exf6 c2 37.f7 clR) c2 and now 
say 36.Rel fxelB 37.e5 Ba5. 

The second game appeared in the 
February 1955 issue of Le Courrier 
des Echecs, and is quoted by David 
Pritchard in The Encyclopedia of 
Chess Variants and Popular Chess 
Variants. The source has notes only to 
27.dSK and 33 ... elK. 

White Black 
E. T. O. Slater Hans Kliiver 
(London) (Hamburg) 

l. e2-e3 b7-b5 
2. Bflxb5 c7-c6 
3. Bb5xc6 Nb8xc6 
4. b2-b4 Nc6xb4 
5. a2-a3 Nb4xc2 
6 . Qdlxc2 q7 -q6 
7. Qc2xc8 Qd8xc8 
8. Ngl-f3 Qc8xcl 
9. Nf3-q5 Qclxbl 

I think a modem player would almost 
instinctively take the king here. 

10. Ralxbl 
Knight captures lose at once (Wizard). 
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10. Ra8-b8 
11. Rblxb8 Ke8-d8(?) 
12. Ng5xh7 Rh8xh7 
13. Rb8xd8 Rh7xh2 

At this point there is a win that only a 
computer could be expected to find: 
14.Rxd7 Rxgl (if 14 ... Rxhl then 
15.Rxa7 Rxel 16.Rxe7 Rxe3 17.Rxe3 
Bxa3 IS.Rxa3 and White's R+3P will 
soon force Black's N+2P to make a 
losing move) 15.Rxe7 Rxf2 16.Rxf7 
Bxa3 17.Rxa7! Rxd2: 

Surely Black has won this? Two of his 
men will go at once, and a third can be 
sacrificed leaving the last under attack 
( ... Nh6). Yet this final pawn cannot be 
given away, and it is White who has a 
forced win! Wizard plays 18.Rxa3, 
and if say IS ... Ral 19.Rxa2 Nh6 then 
20.Rxh6 g5 (sadly for Black, his pawn 
must move, and White can marshal his 
men to cater for all promotions) 
21.Rh4 gxh4 22.Rf2 h3 23.Rf4 h2 
24.Kf2 and it's easy. 

But White cannot be blamed for 
overlooking this, and play continued: 

14. Rd8xf8 Rh2xhl 
15. R£8xg8 Rhlxel 
16. Rq8xq6 Relxe3 
17. d2xe3 f7xg6 
18. e3-e4 g6-g5 
19. e4-e5 e7-e6 
20. f2-f4 g5xf4 
2l. g2-g3 f4xg3 
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White has come down to two pawns. 
Can he get rid of them? 

22. a3-a4 g3-g2 
23. a4-a5 g2-g1Q! 

This stops an eventual dSR by White 
(Black will reply ... Qe8 and win). 

24. a5-a6 d7-d6 
25. e5xd6 Qql-bl 
26. d6-d7 Qbl-g6 
27. d7-d8K!Qq6-bl 
28. Kd8-c7? Qbl-b8 
29. Kc7xb8 e6-e5 
30. Kb8xa7 
31. Ka7-b7 
32. a6-a7 

e5-e4 
e4-e3 
e3-e2 

33. a7-a8R e2-elK! 
Other promotions lose, but K v K + R 
is a known draw. 

There was a sequel. Notes in Fairy 
Chess Review in December 1955 
(quoting the Engelhardt Year Book for 
1956, which I haven't seen) and April 
1955 suggest that the players 
wondered what would have happened 
after 2S.KeS instead of Kc7, and went 
back and replayed. White now has a 
difficult win; there is analysis by 
Kliiver in FCR, and Wizard confirms. 

Tactically, it seems to me that these 
games stand up well to computer 
examination. There are oversights, but 
not in unreasonable number, and there 
is some impressive analysis as well. 
Strategically, it is perhaps another 
matter, and one can point to a lack of 
aggression in trying to command space 
and an eagerness to make sacrifices 
that in truth merely weaken the 
player's position. But it is notoriously 
difficult to lay down strategic 
principles when playing "to lose", and 
I feel that the strengths of these early 
games substantially out- weigh their 
weaknesses. 

-
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At/CECNESS 
by Peter Coast 

Here are another three games from the BCVS Alice Chess 
Tournament, kindly annotated for us by Peter: don't forget 
that moves made on the second board are in italics. 

White 
Peter Coast 

1. d2-d4 
2. Bc1-q5 
3. e2-e3 
4. Qcl1-d2 
5. BgS-:f4 
6. Bf1-c4 
7. Nq1-f3 
8. Ke1-f1 
9. Bc4-b3 

10. N:f3-eS 

Black 
GeOl'ge JeIIiss 

Nq8-f6 
c7-c6 

Qcl8-c7 
Rh8-q8 
Nb8-a6 
RgS-g6 
Qc7-aS+ 

d7-dS 
Ra8-b8 

The idea here was 10 .... Qb5+ 11. c4 
10. Rq6-q4 
11. h2-h3 Rg4-e4 
12. Nb1-c3 Bc8-e6 
13. Ne5xf7 Na6-cS 
14. Rh1-b1 RbS-cS 
15. Bb3-a4 Be6x:f7 
16. Qd2-dl 

My position is bad - a trap is called for! 
1.6 . Bf7 -c4+ 
17. lCfl-gl Bc4-bS 

Necessary to stop Bb5+, but I am prepared. 
18. Qcl1-d8 

This sort of penetration is quite dangerous, and gives my 
position a considerable boost. 

18. Ke8-f7 

19. QciBxdS 
20. Qcl5xc5 
21. QcS-:fS 

If 2l. ... Rxa4 22. Rfl is strong. 
22. Bf4-q5 

e7-e6 
Re8-c4 
Bf8-d6 

Now 22 .... Rxa4 23. Bxf6 gxf6 24. Qxh7+ Kany 25. Rb8 
22. Rc4-cS 
23. d4-dS BbS-d3 
24. BgSX£6 

If now 24 .... Bxbl 25. Qxh7+ 
24. 
25. Ra1-f1+ 

Qa5-c7 

I thought it was all over now because if, say, 25 .... Ke8 
Rb8+ wins and 25 .... Bxfl 26. Qxh7+ wins, BUT 

25. q7xf6! 
26. Qf5-h5+ lCf7-e7 
27. Qh5-gS+ Ke7-d7 
28. Qq5-q7+ Kd7-cS 
29. Qg7-:fS+ Kc8-d7 
30. RflX£6 Bd6-b.2+! 

This bottles up my king in the corner. From now on I 
always have to be on the look-out for a stray check - it will 
be mate! 

31. Kq1-h1 Qc7-eS 
32. Rf6-f7+ Qe5-e7 
33. Rf7xe7+ Re4xe7 
34. Qf8xcS Re7-:f7 

All over now, but 
35. QcSxc6+ ?? 

The same mistake as move 25, this time giving up the 
queen. 

35. b7xc6! 
Now Be2 is dangerous. 

36. Rbl-el 
37. Re1-d1 
38. Nc3-e4 
39. Rd1xd3 
40. q2-q4 

Rf7xf2 
Rf2-:-d2 
Rd.2xd5 
Kd7-c7 
resigns 
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Black retired at this point, but the dangers of mate are 17. QeS-e4 + resigns 
passed and White has a comfortable endgame a piece and If 17 .... Kd8 18. ~7 mate. 
several pawns up. 

White 
Peter Coast 

1. c2-c4 
2. d2-d4 
3. f2-f4 

Black 
Ivan Dirmeik 

c7-c6 
Qd8-c7 

I have to make a space for my king somehow: the threat of 
Qa5+ is embarassing. Better perhaps is a3 or a4. 

3. Qc7-aS+ 
4. Kel-f2 Qa5xa2+ 
5. Bcl-d2 Qa2xc4 

I have not played the opening at all well, and was expecting 
to lose quickly. 

6. Nql-f3 
7. Nhl-c3 

Nq8-f6 
Qc4-c7 

This, I think, is not good: pawn-chasing rather than 
development. 

8. Nc3-dS Qc7-eS 
9. Qdl-b3 Nh8-a6 

10. Bd2-c3 Qe5-c7 
The queen has wasted a move going back to where it 
started. 

11. Bc3-a5 
12. BaSxb6 
13. Ralxa7 

Level pegging again. 
13. 
14. gb3-e3+ 
15. Qe3xe5 

b7-b6? 
e7-e6 

Qc7-d6 
e6-eS 

White 
George Jelliss 

Black 
Peter Coast 

1. a2-a3 d7-dS 
2. Nql-f3 Bc8-q4 
3. Ral-a2 

This is a Jelliss special - it can be quite useful to protect the 
second rank, but has its disadvantages as well, as this game 
shows. 

3. 
4. N:£3-eS 
5. Rhl-ql 
6. b2-b3 

e7-e6 
Bf8-d6 
Bg4-:£S 
Qd8-d4 

This exposes the back rank weaknesses, and should not have 
been allowed. Incidentally, if 6. Nxf7, I planned 6 .... Bb4 
with threats such as 7 .... Qxd2. 

7. Rgl-hl Qd4-al 
9. d2-d4 

To protect the Ne5. 
8. Bd6-b4+ 
9. Ra2-d2 

10. Qdl-d3 
This was a good defensive move. 

10. 

Bb 4 xd2 

Bd2-b4+ 
11. Kel-dl Ke8-d8 

To avoid 12. Qb5+ winning my bishop. 
12. Ne5xf7+ KdB-cB 

My king is now relatively secure. 
13. e2-e4 
14. e4xdS 

Nq8-f6 
Nh8-c6 

This had to be carefully calculated because the White king I looked for a long time at 14 .... Ne4, but couldn't make it 
is loose. work after 15. Be3. I need more pieces in play. 

15. Ra8-a2+ 15. Nhl-c3 Nc6xd4 
16. K£2-g1 

Looks unlikely, but is a safe spot. 
16. Qd6xb6 

16. Nc3-e4 
17. Qd3xe4 

Bf5xe4 
Qal-bl 
mate 
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ISOLATED 'AWNS 
by David Pritchard 

SABBATICAL CHESS 

This Chessgi variant was invented by Adrian Millward and 
was successfully played in the variants tournament 
following the AGM last year. (Successful anyway for 
Adrian: he won the tournament.) The chessmen are 
allocated points on the conventional scale: Queen 9, Rook 
5, Bishop and Knight 3, pawn 1. Usual set-up. When you 
capture a man you place it off the board in front of you. 
After making a move, you may, but are not obliged to, 
remove from the board anyone of your pieces, other than 
the king or a plwn or the piece you have just moved, of 
equal or less point value than the captured man or men in 
front of you. For example, you have captured a knight and 
two pawns. You could now remove a rook 'to go on 
sabbatical' since both the captured men and the rook are 
equal to five points. You move the captured men to the 
side of the board as they cannot again be used for this 
purpose. The rook is kept 'in hand' and may be dropped 
back on the board following any subsequent move of yours. 
You may not however drop a sabbatical piece to give check 
although this rule is optional; nor a bishop on the same 
coloured square as a bishop of yours that is still on the 
board In the above example, you could, say, have sent a 
bishop 'on sabbatical', removing the captured knight but 
leaving the two pawns (in effect 2 points) to count towards 
your next sabbatical. An alternative method is to keep the 
score in points of captured men. This may be a better 
system as credits are allowed So, for example, after an 
early exchange of queens you could remove a knight on 
sabbatical and still have 6 points in reserve. You cannot 
send a piece on sabbatical and return a piece from 
sabbatical on the same turn. To sum up: you can opt to 
send a piece other than the king or a pawn on sabbatical or 
to bring a piece back onto the board, but not both, 
immediately after you have moved A move followed by a 
drop counts as a single move; hence a king may move into 
or remain in check provided the drop restores legality. The 
game plays well and can certainly be exciting. The only 
small amendment I would make would be to allow bishops 
on the same-<:oloured squares as this would not be illegal 
and the present rule seems an unnecessary restriction. 

orthodox. Pawns promote (including to missiles) on the, 
2nd/9th ranks; castling and e.p. captures are orthodox. The 
initial array has something of the appearance of Grand 
Chess whilst nuclear weapons have of course been 
anticipated in Atomic Chess (1947) and Bomb Chess 
(1973). 

The missiles (called Nuclea) move like kings (you have to 
imagine that it is the launchers that are being moved). 
They can be launched to any square on the board, occupied 
or not. This counts as a move and results in the 
elimination of any man that is on the square and any men in 
adjacent squares, regardless of colour, together with the 
Nuclea itself. Kings, uniquely, are immune. However, a 
Nuclea cannot be launched until one piece of either colour 
(excluding pawns) has been captured It also cannot be 
launched if it is under attack from an opposing piece or 
pawn, when it is said to be 'pinned'. It is not immediately 
clear from the rules whether Nucleas, which apparently 
mutually threaten each other, can be captured in the normal 
way but it is a fair assumption that they can be. (It's also a 
fair assumption that they are excluded from the description 
'piece or pawn' for otherwise they would never act at all. 
Ed.). Players should aim to castle early and disperse their 
major pieces. A nuclear strike can deprive a king of his 
defenders, facilitating a mating attack. Both sides can 
practice nuclear dissuasion in the early stages by avoiding 
capturing a piece. Understandably, draws in Stratomic are 
uncommon. Robert Montay-Marsais, 8B rue de 
Lahire, 45000 Orleans, France. 

EXPRESS CHESS 

STIlATOMIC Express Chess is a card-playing variant. A 50-card 
'starter' pack (there are two but you only need one to play) 

Stratomic, described as 'chess for the 21st century', was offers a choice of three games, Blitz, Match Play or The 
published by I'Impense Radicale in 1975. The inventor, Big Game. In the Blitz game, each player takes half the 
Robert Montay-Marsais, tells me that in fact his rules had pack, distinguished by colour, removes the king, shuftles 
been altered by the publishers without his permission. The the remainder then draws 11 cards blind and adds the king 
game was subsequently withdrawn from the market 'par to form a hand of 12 cards. Each card represents a 
suite de la tromperie'. The inventor has now relaunched chessman. The first player starts by putting down a card 
the game with a reversion to the original, previously and the opponent places a card directly opposite and so on 
unpublished, rules. The board is IOxlO with two nuclear until each player has a row of five cards. These are the 
missiles and two extra plwns a side. All other men are front rows played face up and may contain only pawns and 
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knights. The sequence is repeated for the second row of 
five cards which is played face down. Any card can be 
placed in the second row but the king must be placed. At 
no time may a player have more than one queen. one rook, 
two knights and two bishops on the table at the same time. 
Because of these limits a player may not be able to put 
down ten cards initially. The remaining cards are held in 
hand Play now begins. You either move or capture. Any 
card played from the second row is turned face up. After 
moving, any gaps in your lines are replaced from hand face 
up and your hand is replenished from the stockpile. You 
capture the king to win. Understandably in view of the 4x5 
'board' there are some artificial rules. There is a Safari 
Edition in which the cards depict wild animals the 
chessmen being identified by indices. Useful for playing 
The Big Game (which has three rows of seven cards a side) 
perhaps?! 
Blackbox Inc., P.O.Box 1475, Princeton, NJ 08542 U.S.A 

tOllllO CNESS 

In the ECV I wrote that Losing Chess was 'believed to be 
older - perhaps much older - than a closely-related game, 
TAKE ME (1874)'. How much older may be evident from 
an entry in Le Iivre de Jeu de Dames (Bomemann - 1999). 
Thierry Depaulis, describing the history of draughts, draws 
attention to a· book by Pierre Mallet published in 1688 in 
which five variants of the game (on the 8x8 board) are 
described Of special interest is one of these, 'le 
coquimbert' translated as the game of 'a qui perd gagne'. 
Mallet's source was apparently Rabelais' Gargantua et 
Pantagruel. However, Michel Boutin informs me that the 
list of games in Rabelais poses numerous problems for 
scholars, in particular distinguishing real games from 
inventions of the author who it appears was not lacking in a 
sense of humour. Apparantly another interpretation of the 
word (which Rabelais renders as 'coquinbert') could be an 
inversion of draughts in which the player who usually wins 
actually loses. Boutin compares this seeming absurdity to 
a deliberately slow Formula 1 race! 
On the other hand, if we take the translation in its modem 
sense of 'a qui perd gagne' we can assume that there is 
certain to have been communication between draughts and 
chessplayers at that period. So we can project that Losing 
Chess was in existence at that time, which, if true, is a 
significant back-dating of the game. It is perfectly 
plausible, going a step further, that the draughts variant was 
in fact derived from the chess variant All this alas is not 
much more than conjecture but certainly interesting ... 

III 'IAISE 0' 1AI"I CNESS 

A writer in a recent issue of NOST-algia penned this 
memorable sentence: 
'FIDE chess is an excellent game in itself, but it is so easy 
to make it even better by adding 36 squares and one or 
more new pieces'. Even committed variant players might 

shy at this endorsement. (One is reminded of that old , 
saying, With friends like these, who needs enemies?) The 
writer earlier refers to those variants which offer 'far-out 
rules which alter the whole feel of the game'. By 'far-out', 
he adds, 'I mean the likes of Extinction Chess'(!). 

CENTUI' CNESS 

This game is not recorded in the ECV. Martin's Century 
Chess was launched on 15th March 1915 according to a 
document in a scrapbook in the British Library (reference 
Cup.700g.1). It was subsequently advertised in the Chess 
Amateur of August of the same year. 
Published by Martin & Co. at an address in Birkenhead, it 
is played on a 10xl0 board with extra knights. The two 
central pawns on each side are designated Royal Pawns. It 
would be interesting to know their powers. The piece array 
(al-j lIalO-j 10) is RNNBKQBNNR with 10 pawns, 
including the Royal pawns, on the 2nd/9th ranks. The game 
appears well balanced with the welcome lack of those 
heavy pieces common to so many large chess games that 
tend to diminish the powers of the pawns and minor pieces. 
At a guess, the inventor of the variant was called Martin. 

'IONO',EV'S VAliANT 

I have a copy of a manuscript letter dated 12th November 
1922 written in English by the composer Sergei Prokofiev 
to Capablanca who was in America at the time. In it 
Prokofiev writes '... we are playing chess with Mr. Bash 
(?Bask) on 9 compound (word underlined) boards. My 
invention, which I explained to you in New York. One 
game is often lasting several nights. ' 
Not much to go on, but this suggests to me perhaps an extra 
piece and pawn a side and a three-dimensional 9x9x9 
horror of a board which would explain the extended playing 
time. (Space chess was in vogue at the time.) For the 
record, Edward Winter tells me that Prokofiev faced 
Capablanca four times in simultaneous displays given by 
the Cuban, first in Russia and then in the Manhattan Club in 
New York. Of these, Prokofiev won one game (14th May 
1914). Writing later in /zvestia (30th May 1936) the 
composer enthused 'Chess for me is a world apart, a world 
of combat, of plans and of passion' 

SIf"CNESS 

Thomas Hair has been experimenting with new boards 
whilst retaining the usual men and moves. His argument is 
that pieces and their moves have been modified over the 
centuries but the chessboard has remained unchanged 
Hair's designs, in which the cells (whatever they are, they 
are not squares) are in four colours, are aesthetically 
pleasing but in my view are quite impractical. One design 
has a central castle hence perhaps the title. The designs 
can be viewed on the Patents Office web site 
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IIANfifll 
by C.K.Lai 

The Shunde Cup competition took 
place at Stockwell on the 2nd April 
2000. Here is a first round game won 
by the eventual tournament winner . 
The first 21 (!) moves followed the 
game Hu Rong Hua - Bu Feng Bo 
from a TV quickplay tournament in 
Peking in July 1999. Comments by 
ChenFaZuo. 

Red: Chen Fa Zoo 
Black: La Khanh Boa 

1. C2=5 N8+7 
2. N2+3 R9=8 
3. R1=2 P7+1 
4. N8+9 N2+3 
5. C8=7 R1=2 
6. 

1 2 

C8+4 
8 9 

987654321 
7. R8+6 C2=1 
8. R8=7 R2+2 
9. R7-2 N3+2 

10. R7=8 N2-4 
11. R8=6 N4+2 
12. C7+7 G4+5 
13. R6=7 C1+4 
14. P3+1 P7+1 
15. R7=3 N7+6 
16. R3=8 R8+2 

12 456789 

987 6 543 2 1 
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17. C5=8 
18. N3+5 
19. R8=5 
20. RS-1 
21. C8=6 
22. K5+1 

N6+5 
C1=5 
N2+3 
N3+4 
N4-6 
R2+5! 

This is an improvement on Bu's 
... R8=3. 

12 456789 

987654321 
23. C6=5 R8=3! 
24. K5=4? R3=6? 

Here Black should have checked with 
... R2+ 1 and followed with ... R3=6 
winning. 

25. K4=5 R6=3 
26. R5=6 R3+6 
27. R6-2 R3-8 
28. R2+2 C8=5 
29. K5=4 R2=5 
30. R2=4 RS=6 
31. K4+1 R3+4 
32. R6+2 R3=6 
33. K4=5 R6=5 
34. K5=6 P1+1 
35. N9+8 P1+1 
36. N8+6 C5+3?? 

1 234 5 6 7 8 9 

9 8 7 6 543 2 1 
37. B7+5 P1+1 
38. K6-1 P1=2 
39. K6=5 P2+1 

Black could have taken a bishop for 
nothing with ... C5=7. - He must have 
been tembly short of time (C.K.Lai). 

40. K5-1 P2=3 

Spring 2000 

41. N6+8 1-0 (time) 

Red: David Young 
Black: Shao N an Fei 

1. C2=5 C8=5 
2. N2+3 N8+7 
3. R1=2 P7+1 
4. N8+9 N2+3 
5. R9+1 R9+1 
6. R9=6 R1+1 
7. R2+4 R1=4 
8. R2=6 R4+4 
9. R6+3 C5=6 

1 234 567 8 9 

987 6 543 2 1 
10. C8+4 P3+1 
11. C5=7 B3+5 
12. C8=7 
13. P9+1 
14. R6=4 
15. C+=8 
16. C8-2 
17. B7+5 
18. R4-5 
19. P3+1 
20. R5=3 
21. C7=6 
22. G4+5 
23. 
123 

G6+5 
R9=8 
P5+1 
R8+2 
C2+2 
P5+1 
N7+6 
P7+1 
N3+4 
C6=7 
C2-1 
N6+7 
789 

987 6 543 2 1 
24. R5+1? C2+1! 
25. C8=5 N4+3 
26. C5+3 B7+5 
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27. 
28. 
29. 
30. 

1 2 

9 8 

31. 
32. 
33. 
34. 
35. 
36. 
37. 
38. 
39. 
40. 

1 2 

9 8 

41. 
42. 
43. 
44. 
45. 

R5+2 C7+5 
C6=3 N3+1 
C3=9 C2+5 

R8+6 
7 8 

7 6 5 4 3 2 

C9+4 R8=7 
G5-4 K5=6 
R5=2 R7=6 
K5+1 R6-1 
K5-1 N7+5 
C9=7 N5+7 
C7+3 K6+1 
R2+1 K6+1 
R2-1 K6-1 
C7-1 G5-6 
3 4 5 6 7 8 

7 6 5 4 3 2 

R2-6 R6=4 
R2=3 R4=7 
P9+1 R7-2 
K5+1 R7=5 
K5=6 K6=5 
0-1 

S"lINOTIME 
IN 'AIlIS 

by Paul Byway 

9 

1 

9 

1 

From the 30th April to the 1st May 
2000 the Association de Xiang-Qi en 
France held the 1st European Spring 
XiangQi Tournament (non-Asiatic) in 
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Paris - and a splendid event it was. 
The prize fund was 20,000 Francs and 
two Chinese banquets a day! The 
competition was, I believe, the brain
child of M. Laurent Kim and gave the 
Occidentals the chance to measure 
themselves against each other. He was 
surely right to look forward to the day 
when such a tournament is not 
necessary, but meanwhile there is no 
doubt that it's difficult to improve on a 
diet of certain losses against strong 
Oriental opposition. 

There were twenty three players 
from Germany, France, Finland, 
Poland and England It was a pity that 
Italy and Holland were not represented 
- and there could have been more from 
Germany. 

I give the scores for the top ten, 
and their performance ratings for the 
event: 

Claus Templeman 7 
GER ELO 2005 

Olivier Thill 6 
FRA ELO 1767 

Jouni Tolonen 4i 
FIN ELO 1662 

Siegfried Huber 4i 
GER ELO 1550 

Joel Janin 4i 
FRA ELO 1540 

Joachim Schmidt Brauns 4~ 
GER ELO 1564 

Paul Byway 4 
ERG ELO 1565 

Francis Corrigan 4 
FRA ELO 1527 

Joern Tessen 4 
GER ELO 1401 

Peter Wood 4 
ERG ELO 1378 

You can see from the table that the 
first three stand clear of the rest - and 
it's sobering to reflect that Germany 
also have Stefan Scholz, Michael 
Naegler and Norbert Schaefer of a 
similar strength to Claus Templeman. 

Peter Wood had an excellent 
tournament, adding over a hundred 
Elo points to his rating. For myself I 
was disappointed since I made far too 
many gross blunders. The worst of 
these was to blunder a rook away 
against Jouni Tolonen, after which he 
was still happy to accept a draw! I 
really must learn to handle the clock 
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better. The results were available 
almost as soon as the tournament had 
finished, for which we are indebted to 
Siegfried Huber. 

MI""LEOAME 
MATINO TECHNIQUES 

From actual game positions. Try these 
examples of R/N/c manoevres to force 
mate before you look at the solutions 
at the foot of the page. 

#31 
1 2 3 

987 6 543 2 1 
Red to play and win 

#32 
123 789 

9 876 543 2 1 
Red to play and win 

Solutions 

#31 l.P4+l G5-6 2.Nl-3 K5+1 
3.N3-4 K5-l 4.N4+6 K5+1 5.R2+2 
K5+1 6.R2-l! K5-l 7.N6-4 K5-l 
8.N4+3 K5+ 1 9.R2=5 K5=6 10.C2+4 
#32 l.N1+3 C6-1 2.C1+5 K5+l 
3.N+-4 C6+1 4.Cl-l K5-l 5.N4+6! 
C6=4 6.C1+ 1 K5+1 7.N3+4 K5=6 
8.N4+3 K6+1 9.R5=4! R3=6 10.N3-
2 K6-l Cl-l 
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REVIEWS 

Get OtT, Move On or Stay Put! 

by George Jel/iss 

This is the title of a 24-page A5 
booklet produced by Chris Tylor. It 
revisits his pioneering work: that was 
published in several issues of Chessics 
in the 198Os, (issues 10, 11, 12, 17 and 
the fInal one 29/30) under the title of 
"Chess Reactions". The subtitle reads: 
"An investigation into chess variants 
arising from different effects of a 
move to an occupied square". It 
contains about 90 illustrative problems 
of which 60 are originals, thus 
considerably adding to the previous 
work, and several are new versions of 
those in Chessics, as well as examples 
from other sources. 

There is a general 
introduction and three main sections, 
each with its own preamble: A. 
Destructive Reactions, in which one or 
both colliding pieces vanish; 
B.Transitive Reactions, in which one 
piece moves on, either under its own 
steam or helped on its way (the four 
types of move possible here are called 
Skip, Tag, Pass and Kick); C. 
Combinative Reactions, in which the 
two pieces combine forces in various 
forms of closer or looser alliance. 

For a problem composer 
looking for uncharted regions to 
explore there is Terra Nova aplenty 
here. Some might make playable 
games, though no guidance is given on 
this aspect. Extra conditions restricting 
some of the possible actions would 
probably be necessary. As a taster I 
select one original problem from each 
section. 

(AS.l) Oppo-Surrender Chess. 

Mate in6 
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In Oppo-Surrender Chess there are no 
normal captures, instead a piece 
attempting a capture is itself removed 
form the board 'Check' is possible 
because a King is obliged to surrender 
itself to an adjacent enemy if it has no 
flight square. 

(B4.6) Free-Pass Chess. 

Mate in2 

In Free Pass Chess a piece may move 
to a square occupied by a piece of 
either colour and then, as part of the 
same move, is moved on according to 
the powers of the other piece. Thus a 
white piece moving to a black pawn 
ends up on the square in front of the 
pawn. In the diagram for example, 
white could play, say, N-e7-e6 or B
e3-e2+. 

(Cl.l) Oppo-Additive Chess. 

Serieshelpmate in 7 

In Oppo-Additive Chess a piece 
moving to an enemy piece may either 
capture it or stick to it permanently. 
Each player then moves the piece 
according to the power of the 
component of approproate colour. 
Pawn components can promote. 

The booklet is available from: 
Chris Tylor, 3 Meadow Close, 

StAustell, Cornwall 
PL253UD,UK 

price £1.20. 
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Solutions to TYLOR problems: 

(AS.l): l.Ka7 Kel 2.Bd3 Kfl/f2 
3.Be2+ Kg2 4.Bf3+ Kh3 5.KaS Kh4 
6.Bg4 mate. (l...Kdllfl? 2.Bd3/f3 and 
mates next move). Other defences lead 
to similar mates on g4, g2 or e2. 
(B4.6): I.N-e3-e2 (waiting) 
Pb61Pb51Pe6lPe5 
2.B-b6-b51Nb5-b4IN-e6-e51B-e5-e4. 
(Cl.l): 1-3.a3, 4.a3-b2 (= WPtBP), 
5.bl (=WPtBR), 6.b8 (as BR, 
=WQ+BR), 7.hS(as BR) for al(as 
WQ)mate. 

Winning Chess Piece by Piece 

by David Pritchard 

The authors are Ted Nottingham, AI 
Lawrence and Bob Wade. This well
presented and lively-written book 
aimed at children must surely be the 
most basic of all primers - fifteen 
pages on the knight's move for 
example. 

The surprise is four pages 
devoted to Progressive Chess (Italian 
rules, I note). These are largely taken 
up with a short game lost by Bob 
Wade. Here it is: 1. e4 2. e5,f5 3. 
d4,f4,Bc4 (losing: the simple 3. 
d4,Bg5,BxdS looks more than 
adequate) 4. Qg5,Qxg2,Be7,Bh4 
mate. (The game was previously 
published - with one move different -
in the ECV). 

The novelty of introducing 
young beginners to a chess variant is 
commendable. May it bear fruit 

Sterling Publishing Co. Inc. 
U.S.$1O.95 (no Sterling price given). 

ETEROSCACCO 86/87/88 (1999) 

by Paul Byway 

This journal has now appeared after 
some delay. This volume contains 
articles on Hostage Chess, Magnetic 
Chess and Marseillais Chess among 
others. Fabio Forzoni describes a 
notation for Kriegspiel. Contact:-

Alessandro Caste/li 
62010 Villa Potenza (}.1acerata) 

Italy 
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SOME DELIGHTS OF 
HOnAGE CHESS 

by Roger Smook 

Hostage Chess, introduced by David Pritchard in the 
Summer 1999 issue, is now one of the twenty games in his 
Popular Chess Variants (Batsford). The inventor, John 
Leslie, is a friend, so we have been able to spend countless 
hours exploring the beautiful intricacies of this inspired 
variant on Shogi. I occupy myself here with "happy 
memories" - that is, with games won by me. 

John has supplied the following quick guide, eliminating 
possible ambiguities of earlier rules statements. 

Normal rules, except these: 
(i) Each player owns two areas by the board: a 

'prison' for captured men ('hostages') near the player's 
right hand, and an 'airfield' near the left hand In any turn 
you may be able to rescue a man from your opponent's 
prison You must choose between this and using the turn in 
some other way. Only one man per turn can be rescued. 

(ii) To rescue a man, pick it up and then transfer a 
man of equal or greater value from your own prison to your 
opponent's airfield Values run from pawn upwards to 
knight or bishop (equal in value), then rook, then queen. 

(iii) In the turn in which it is rescued, a rescued man 
must be parachuted onto a vacant square, this ending the 
turn. The only restriction is that pawns cannot be 
parachuted onto first or eighth ranks, so parachuting may 
make your bishops stand on squares of the same colour. 

(iv) A man on an airfield stays there until the airfield's 
owner chooses to use a turn just for parachuting the man. 

(v) Castling and pawn jumps from the second rank can 
involve parachuted men, no matter what they did before 
beingcaptured 

(vi) 'Promotion': A pawn can move to the eighth rank 
only if it can then at once change places with a queen, rook, 
bishop or knight in the opponent's prison. [Until there is a 
prisoner with which it could change places, a seventh-rank 
pawn does not give check to a king standing diagonally 
ahead of it You of course cannot make any capture that 
would cause such a pawn suddenly to give check to your 
own king.] 

Notation: N*c7 means a knight from an airfield 
parachutes onto c7. (B-N)N*c7 means an imprisoned 
bishop goes to the opponent's airfield, a rescued knight 
then parachuting onto c7. (R-P)*g3 means an imprisoned 
rook goes to the opponent's airfield, a rescued pawn 
parachuting onto g3. 

The first game strikes me as highly aesthetic in its thematic 
exploitation of the square d3: 

J.L - R.S. 1 e4 d5 2 exd5 Nf6 3 e4 e6 4 dxe6 
Nxe6 5 (P-P)*e3 (White worries about d4 with good 
reason. Consider an earlier brevity between the same 
opponents: 5 (P-P)*d5? Nd4 6 Nf3?? *c2 7 Resigns) 5 
••• *d3 (The first of many incursions on d3. White wins the 
d-pawn but falls seriously behind in development) 6 Qb3 

e5 7 Qxd3 Qxd3 8 Bxd3 e4 9 Be2 Bd6 10 a3 0-0 
11 Nc3 ReS 12 d3 exd3 13 Bxd3 Ne5 14 Be2 (P-P)*d3 
15 Ba4 Rd8 16 *e2 dxe2 17 Ngxe2 Nd3+ 18 Kdl (18 
Kfl leads to immediate mate. ) 18 ••• Nxfl 19 Rf1 N2e4+ 
20 Ke2 (P-P)*d3+ 21 Kxd3: 

11 
1"* 

21 ••• Bg3+! (preventing the king from finding a relatively 
safe haven on el in the variation 22 Nd4 Nc5+ 23 Ke2 
(Q-Q)Q*d3+). 22 Kc2 (Q-Q)Q*d3+ 23 Kb3 Nc5+ 24 
Ka2 Nxa4 25 Rdl (P-P)*b3+ 26 Kxb3 Nc5+ 27 Kb4 
35+ 28 Kxc5 Bd6+ 29 Kb5 Bd7+ 30 Kb6 (B-P)*e7+ 
31 Kxb7 Rdb8 mate 

White was a spectator in the previous game. In this one, 
both sides enjoy the active life: 

J.L - R.S. 1 e4 e5 2 NO Ne6 3 Bb5 Bc5 4 Ne3 
Nge7 5 d3 0-0 6 Bg5 Qe8 7 Bxe7 Qxe7 8 Nd5 Qd8 
9 Qd2 Kb8 10 (N-B)B*g5 f6 11 Bh4 Nd4 12 Bc4 e6 
13 Ne3 d5 14 exd5 b5 15 Bb3 Nxb3 16 exb3 Bxe3 17 
fxe3 N*f5 18 (B-B)B*e6 Nxe3 19 (N-N)N*f7+ Rxf7 
20 Bxf7 B*f4 21 Qe2? Bg4 22 h3 N*d4 23 (R
N)N*g6+: 

1 

23 ••. bxg6 24 bxg4 R*b6 (Timid. Black wins easily after 
24 ... Nxe2. For example, 25 Bxf6+ R *b6 26 Rxh6+ Bxh6 
27 Bxd8 (R-R)R*fl+ 28 Kxe2 (Q-Q)Q*f2 mate.) 25 
Nxd4 exd4 26 Bxg6 (P-P)*f7 (Sbogi wisdom -
parachute where the opponent wants to - but there may 
have been stronger moves. Now Black hangs on for dear 
life.) 27 Bxf7 (N-N)N*g3 28 N*g6+ Kh7 29(B
N)N*f8+ Qxf8 30 Nxf8+ Rxf8 31 *g6+ Kh8 32 Qf2? 
(White blocks a crucial flight square and is forced to give 
Black a parachuting Queen.) 32 ... B*b4+ 33 Resigns 

(The conclusion could have been 33 (Q-N)N*d2 Nxhl 
34 Qxf4 Bxd2+ 35 Kxd2 Q*c2+ 36 Kel (N-P)*d2+ 37 
Ke2 dl=B+ 38 Kel Qe2 mate.) 
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THE EIID IS IIIGH ! 
by Paul Byway 

LOSlllfJ CHESS 

Var la n I Chi S S a 5 Spring 2000 

HOSTAfJE CHESS 3) A rook or two knights can, 
checkmate a lone king. 

Roger Smook sends the following 4) A knight and bishop or two bishops 
position, from a game against the cannot checkmate a lone king. 
inventor of Hostage Chess. I have 
taken the liberty of detaching this Percentage Breakdown 

puzzle from the rest of Roger's article. 2: 0 WW SD BM LW 

which will be found elsewhere in the 
John Beasley draws our attention to a issue. KQQ v K 99.5 0.0 0.5 7 
couple of positions from the Kliiver-
Dawson correspondence game. See his John Leslie - Roger Smook 
article earlier in this issue. 

1) In the line 6.Qxf7 Kxf7 7.Rxa2 Qa5 
8.Rxa5, after 8 ... Ba6 9.Rxa6: 

Black to play and win in 10 

Black actually has a win in 9, 
sacrificing nine men and stalemating 
the tenth, but the all-sacrifice win in 
10 is simpler. 

2) In the illusory threat line 22.Kc5 
dxc5 23.Bb4, after 23 ... cxb4 24.d4 
Bh6 25.e4 fxe4 26.d5 b3 27.d6 Ke7 
28.dxe7: 

Black to play and win in 7 

This time every promotion can be met 
by six sacrifices. 

The solutions to these positions are 
given in full on the back page. 

ii 
~J.. 

Black to play and force mate 

The solution is on the back page. 

HEXAfJOIIAL CHESS 

A recent visit to the Chess Variant 
Pages of Hans Bodlaender revealed 
that Dave McCooey has been busy 
again. He did an extensive computer 
analysis of all endgames with two 
pieces (as well as kings of course) 
excluding pawns, on a hexagonal 
board For our purposes I exclude the 
fairy pieces and therefore the data 
applies to a 91 hex board and to 
Glinski's and McCooey's Hexagonal 
Chess. In these two the moves of the 
pieces are the same, although the 
pawns and the layout differ. You can 
remind yourselves of the moves of the 
pieces by referring to ECV. 

Summary 

1) A queen does not defeat a rook in 
general. 
2) A queen wins against knight or 
bishop. 

KQR v K 99.6 0.0 0.4 8 
KQN v K 93.9 6.0 0.1 16 
KQB v K 94.0 5.8 0.1 16 
KRR v K 99.8 0.0 0.2 11 

KRN v K 94.4 5.5 0.1 26 
KRB v K 94.5 5.4 0.1 26 
KNN v K 89.7 10.2 0.0 72 
KNB v K 0.5 10.2 0.0 39 
KBB v K 0.1 10.1 0.0 12 

The missing percentages in the last 
two rows are all 'fortress draws'. 

Percentages for piece v piece 

1.:1. WW BW SD FD PC LW 

QQ 22.2 22.2 0.6 54.9 0.0 24 

QR 36.6 16.9 5.1 37.2 4.3 47 
QN 87.5 0.0 12.5 0.0 0.0 20 

QB 86.7 0.0 13.3 0.0 0.0 20 

RR 15.8 15.8 0.3 68.1 0.0 13 
RN 88.0 0.0 12.0 0.0 0.0 81 
RB 86.3 0.0 13.7 0.0 0.0 60 
NN 0.1 0.1 0.0 99.9 0.0 9 
NB 0.2 0.1 13.9 85.8 0.0 9 
BB 0.1 0.1 0.0 99.9 0.0 7 

The column headings represent: White 
wins, Black wins, simple draws, 
fortress draws, perpetual check and the 
longest White win in half-moves. In 
the first table the header SM stands for 
stalemate. 

Simple draw: the weaker side can 
simplify by capture and draw. 

Perpetual check: the weaker side 
cannot simplify but the stronger side 
cannot avoid check without either 
losing or allowing simplification. 

Fortress draw: the weaker side can 
neither simplify nor force perpetual 
check but can draw nevertheless. 

Longest win: the maximum number of 
half-moves that it can require to force 
checkmate or conversion to a simpler 
ending that is also won. 
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'ROORESS/VE CHESS 

This next position was published in 
Eteroscacco # 86/87/88 with the 
question 'Che pezzi ci sono in dl e p' 
which I take to mean: which pieces are 
at dl and P? But unless I'm very 
much mistaken we can ask a different 
question: how many solutions? i.e. 
dif.forent a"angements of pieces on dl 
andp. 

#82 Boris Ug/icldh. Russia 
Eteroscacco 86/88 (1999) 

Italian Progressive 
Mate in 9 

Now a tricky offering from John 
Beasley. The solution to this and to the 
previous one are on the back page 

LOS/1I0 CHESS 

#83 John Beasley 
(First published in the Problemist) 

White to play and win 

SOLUTlO.S 70 COIIJlf7mo. '0 

#79 Two knights cannot beat two 
kings without a miracle: the win 
involves a whole series of special 
cases well worth studying. 1. Nd2 and 
Black has two moves: 
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1. ... Khl 2. Ne4! Kg3 3. Nxg3 and 
the Black king will take both knights 
in succession. 
1. ... Kh4 2. Ne5! (the same trick one 
rank higher) Kg4 3. Nxg4 Khl 4. 
Nf2! (again!) Kh2 5. Nhl! Kxhl 6. 
Ne4 and knight beats king. 

#80 This one is long indeed! The 
manoeuvre by the White knights 
seems to be unique: 
1. Nec4! Kf6 2. Ne3! Qf8! (2 .... Kg7? 
3. Nd3) 3.Nlxil! (headingfor g3) Kf7 
4. Ng2! (and this one for e2) Kf6 5. 
Nf2! Kf7! (better than 5 .... Qf7 6. 
Nel! Qt8 7. Nj3 Kp 8. Nd4 and 
wins) 6. Nf4! (6. NeJ? Qb8J) Kf6 7. 
Ne2! Qf7! (7 .... KP 8. Nd4J) 8.Nhl! 
Qf8 9. Ng3 Kf7 10. Ncl! (this knight 
must move to prepare the final 
combination, but cl is its only square: 
10. Nc3? Qe8! or 10. NgJ? Qd8!) Kf6 
1l. NB! Kxf5 12. Ne2! Kf6 13. Ng3 
Kf7 14. Nh5! and wins! 

#81 Precision is needed by White to 
stop Black from promoting all three 
pawns and reaching a won ending: 
l. Kbl? fl(N) 2. Kb2 f2! leads to 
Zugzwang. Black to play would lose 
immediately (3 .... el(K) 4. Kc3), but 
White to play must run into either 3. 
Kbl Nd2! 4. Kal Nb3 5. Kbl Nal 6. 
Kxal el(B) or into 3. Ka2 Nh2! 4. 
Kbl Nf3 5. Kb2 fl(B) soon followed 
by promotion of the last pawn. So:-
l. Kb2! fl(N) 2. Kbl Nd2 (only move 
since 2. ... f2 3.Kh2J and 2. ... el(K/B) 
3. KcJJ) 3. Kal Ne4 (3 .... Nb3 4. 
Kbl NaJ? 5.Kxal el(B) 6. Kb2 now 
leads to defeat) 4. Kbl f2 
(promotions are still impossible and 4 . 
... Nd2 only repeats) 5. Kb2! Nc3 6. 
Kxc3 el(R) (this would win if the 
pawn was still on 13, but with the 
pawn on f2 White has an unexpected 
resource) 7. Kd4! Rbl 8. Kd3! Ral 
(8 .... el(R)? 9. Kd2J) 9. Kd2 Rcl 
10. Kxcl el(KIB) draw. 

IR and DP were brave enough to try! 

The scores are now:-

Ian Richardson 32 
Fred Galvin 27 
David Pritchard 16 
Ronald Turnbull 10 
John Beasley 3 
Stefano Bruzzi 2 
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I fancy that the competition pieces 
have been quite difficult of late. All 
the more credit to those adventurers 
who attempted them. This time I 
return to the field of Italian 
Progressive Chess. Here are three 
more positions: in each case the mate 
was not seen by the player of the white 
pieces. 

#84 CasteJli - Scherf (1982) 

Mate in 7 

#85 Cesaro - Barigione (1985) 

Mate in 9 

#86 Davide - CasteJ/i (1979) 

Mate in 9 

Good luck with these! The informal 
tourney award 1997/8 by Hans Gruber 
will also be found in this issue. Enjoy! 

-
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PRD8LEM ~AGES 
by Ronald Tumbull 

With the generous endorsement of Or 
Gruber ringing in my pink and 
embarrassed ears, I proudly present 
some Sturm, a modicum of Drang, and 
a fair bit of fairy fantasy. No credit to 
me - given a larger pile of originals to 
troll through, I might have deselected 
some of the stormier dranginess in 
favour of classic two movers with just 
one fairy stipulation at a time. 

Hans Gruber's judgement appears 
on another page. I am most grateful to 
him for his enthusiastic and swift 
appraisal. 

So out into the wild moors, my 
friends, along with King Lear and his 
fool (or Bishop, if Lear were French). 
The storm approaches, the drang is at 
hand The disguised Knight will be 
along presently. 

311- IanRICHARDSON 

Helpmate in 1 Yl, Magnetic Chess 
b)wB -> c2 

312 - Ian RICHARDSON 

Series helpmate in 5,2 solutions 
Magnetic Chess 

A real oddity to start: a couple of 
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Magnetic Chess ones that are actually 
fairly easy. The piece moved attracts 
enemy pieces, repels friendly ones, 
along rook lines. So in Ian 
Richardson's first problem 1...Be2 
would repel wN from e5 to e8, and 
1...Bd3?? is illegal as it attracts bP 
from d6 to d4. Kings are not magnetic. 
Full details in VC 31. In the 
seriesmover 312, 1...Pxd3+ is not mate 
because Black has 2.Nf3(Pe3). Black 
makes 5 legal moves so that White 
may mate in one. 

313 - M WITZTUM, A ETIINGER 

Helpstalemate in 2 
b)bBondS 

314 - A ETIINGER 

Helpmate in 2, 3 solutions 

315 - S EMMERSON 

Mate in 10, Vogtlander Chess 
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The Grasshopper moves along Q-, 
lines to the square beyond some 
intervening unit (the 'hurdle'). In 313 
wGh8 could move to h5 or capture on 
e5. 

Vogtlander: "White is in check if 
Black would be in normal chess, and 
vice versa." In the absence of bK, 
White could mate by moving his own 
K to b7: wK is attacked so Black is in 
check, and Black cannot counter the 
check as his B can't move away. 

316-318 and X - S EMMERSON, RT 
andPOPEYE 

Familiar composer and diagram, but 
new stipulations! In Messigny Chess, 
instead of a legal move one may 
exchange two like units of different 
colours. Black could play P<>P 
(exchanging bP and wP) or K<>K 
(exchanging the Kings). The other side 
may not make an immediate re
exchange of a unit just exchanged 

Problem 316 is Helpmate in 4, 
Messigny Chess, with the added 
constraint that no promotions may take 
place during the play. l.b7+ isn't mate 
as 1...P<>P. The two sides collaborate 
to get rid of this annoying possibility. 
For the following two, we add Rois 
Transmutes - a K in check looses its 
normal move and moves as the 
attacking unit. King on home rank 
attacked by pawn has no move at all. 
317 has Messigny + Rois Transmutes, 
a) series mate in 4 b) helpmate in 2; 
while 318 (Emmerson & Turnbull) has 
helpmate in 2Yl, two solutions. There 
is overlap. Which do you prefer? 

The normal convention is that 
computers, being inanimate, cannot 
compose chess but Step hen 
Emmerson refuses to take any credit 
for (indeed, repudiates) Problem X, by 
Popeye the Program: Messigny + Rois 
Transmutes, Reciprocal helpmate in 5 
- W & B collaborate for four moves, 
after which either W mates, or W can 
move so that B mates. 

The program has assumed 
that pawns on home rank are immobile 
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- as is implied in Rois Transmutes -
and has further supposed that a King 
in check from a pawn may perform a 
Messigny exchange with an enemy 
pawn. The resulting play is ingenious, 
and shows a twisted logic that is all 
Popeye's own. 
l.Kd8 a6 2.P<>P Kb8 3.a7+ K<>P 
4.Kc7 Ka8 5.P<>P orKxb6 K<>K 
Do you like it? Or is this one 
unattractive to protoplasm? 

319 -PFAYERS 

Helpmate in 2 
a) Messigny + Rois Transmutes 
b) Rois Transmutes + Messigny 

c) Both 

Some of us won't let the computer 
decide our problem conventions for 
us. But Peter Fayers is quite content to 
pick up Popeye' s idea and run with 
it... 

320 -TLINSS 
dedicated to Stephen Emmerson 

Selfmate in 11, Maxi, with set-play 
Checkless Chess 

Elephant cl, Royal Zebra e8 

An elephant is a combination 
Queen and Nightrider - an alarming 
beast. There is set-play - if it were 
Black to move, he would have to start 
l...Eh6, and White could mate on the 
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5th move. I'll give a solving point for 
the set -play and another for the full 
solution, if anyone can find it. 

321 - P RAlCAN 

Zvolen Chess 
Position after Black's 13th move 

Game so far? 

Zvolen Chess was expounded in 
VC 28. A defended piece (not King) is 
paralysed, and loses all powers 
including that of paralysing. Mutual or 
cyclical defences do not paralyse. In 
the game array, all units are blocked or 
paralysed except the pawns on the b
file and f-file. (Kings don't paralyse, 
so f-pawns are free, as are Queens. 
Queens paralyse their Bishops, so b
pawns are not paralysed.) All other 
units are blocked or paralysed, which 
makes things less difficult. But still 
not easy! 

VC schedules are uncertain. 
Solutions within 3 weeks of receipt 
will ensure publication of comments; 
solutions within 6 weeks could do so; 
later solutions get ladder points only. 

Solutions to VC 34 

301 (Emmerson) 1.Kd5 (2.Lg7) l...e4!c2! 
Vg7 2.Lxe4lKxe5ILbl. Nice clean position 
- RT. Pity set cross-check l...c2+ 2.Kxe5 
has to go - AE. One solver offers 1.Kf5+ 
e4 2.Lh7, but l...e4 is check to W! 
302 (Emmerson) 1.b4 (2.Nef6) ... Vg3! 
Vd4IKd7 2:Nec3INc5INd6++ Perfunctory 
key; hopefully the play compensates a 
little - SE. All solvers think it does, but AE 
offers bBa4 to replace bNal, Bc7 to g3, b2 
to b4 with key I.Bc7 (C+). 
303 (Ettinger) l.MOb6 d5 2.CCef3 
MAxe2 b) 1.MAf5 d5 2.CCcf3 MAh3 
New helpmate theme! Counterpart of the 
orthodox Mari Theme for directmate 2-
movers: "each of 2 BI defences leaves a 
Wh line, but Wh can only mate on the line 
not opened by Bl" - AE. Neat mates and 
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idea compensate for obvious defects such , 
as the repeated strong l...d5 - RT. I think 
these should be CAOS - has an animal 
sound about it - SE (composer has 
christened as CRA~S). 
304 (Tmnbull) 1.Ka5 (2.Nc2) ... Pb5+! 
c5+1Pxh5+ 2.Bc51Nd5/Bg5 Three neat 
crosschecks granted by the key. 
Crosschecks are direct, rather than 
discovered, so a Chinese theme - SE. My 
instinct was K-move, but when I saw the 
checks I looked elsewhere - IR, unlike CL 
who knows the composer ("specialite de la 
maison, n' est-ce pas?") But maybe we 
could expose wK to 4 checks from bP -
RT. 
305 (Nebotov) White cannot stalemate -
but Black can! l.bKdS Kb8 2.axb6 Ke8 
3.Kc7=. Normally of course one would set 
with colours reversed. But the problem as 
set is so clearly insoluble that the trick is 
justified, I think - RT. A contrived 
stipulation if ever I saw one - or two 
hundred! - SE. CL duals 3.Kd7= (bP 
guards c6). 
306 (Emmerson) l...Kc7 2.a6 b7+ 3.Ka7 
b8Q Messigny legalises White's starting 
(Black could have just played P<>P) and 
prevents l...b7 mate - SE. "Negative" 
Messigny! - AE. 
307 (Emmerson) a) 1.aS Kc7 2.K*b6(b7) 
4.Kc8 P<>P b) l.P<>P Kc7 2.K*b6(b7) 
4.Kc8 5.P<>P c)l.K<>K a*b6(b2) 2.P<>P 
blQ 3.b7+ Q*b7(b2). Very fair 
stipulations, not trivial to solve; well done 
that man! - CL. 
308 (Richardson) I.Be3-c5 Rc4-b4 2.Rc3-
c4 Qf2-f3 + 3.Kd3-d4 Ba7 b6 = and 1.Be3-
d4 Qf2-g2 2.Kd3-e3 Ba7-c5 3.Rc3-d3 
Rc4-c3 = A beautiful echo - AE. 
309 (Richardson) 1.Be4 Rh3 2.Bhl Be4 
3.Rh2 Bg2 and l.Rd1 Bb3 2.Ra1 Ba2 
3.Bbl Rc2. Sadly, 3rd solution in NW 
corner couldn't be achieved - RT. Good 
move-order control, and the echo of the 
idea, probably preferable to an echo of the 
mate position - SE. I very much liked these 
two, and was inspired to compose myself -
AE (as were SE, CL; see VC 36). 
310 (Lytton) 1.b4 (no threat) l...NfS 
2.Nxd2(NdS,Pb2) l...Nf6(Pf5) 2.Nc5 
(Ne5) 1...Nxg5 (NB) 2.Nxg5 (NaS) 1... 
c3(Pd3) 2.Bd8 (Nd4) l...Bb3(pc3) 
2.cxb3(Pb8=N) l...Bbl(Pb2) 2.Nb4 
l...dl(Bd2) 2.Nb3(pb8=N). Luckily b4 
was the first move I tried, else hopeless -
RT. A beauty! - IR (who almost solved). 

Stephen Emmerson 7; A Ettinger 8; !an 
Richardson 5.5; CC Lytton 11 (=maxi
mum. Very fine solving.) Late score VC 
33 Mark Ridley 1; ladder amend CL VC 30 
(9), VC 31 (12) late solutions found under 
dog blanket slipped the system. 
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rAI/AII' eHESS IIINIMAL 
mUIII" AWAIDS ",7/If'. 

by Hans Gmber 

nuDIfS 

Hans offered to judge the studies as well 
as the problems, and at our request he has 
divided his award into separate sections. 
In respect of studies, there has been a re
commendation that studies extracted from 
"total information" computer databases 
should not compete in the same tourneys 
as studies composed conventionally (see 
EG 135, pp 9-10). Some of the studies 
published in Variant Chess in 1997-98 
were so extracted, and we asked Hans to 
exclude these studies from the main award 
but to treat them separately and award 
"Special Prize" and so on as he thought 
appropriate. - Ed. 

A total of 26 fairy endgame studies 
participated in this tournament, an 
incredible nwnber, and many of these 
excelled by high quality! Most studies 
were situated in the genre of Losing Game, 
some used Modern Courier Chess, two 
XiangQi, and one Progressive Chess. A 
couple of instructive theoretical 
contributions were published (e.g. KQ vs. 
KBF in Modern Courier Chess), but these 
lacked the uniqueness of solution that is 
necessary for being included in the award 
(No rule without exceptions: see 
Honourable Mentions.) 

I enjoyed judging this tournament, and 
fInally concluded with the following prize
winners. In the solutions, only brief 
analyses are given; for further details, read 
the published solutions. 

1st Prize - F abrice LIARDET 

Losing Chess; White to move and win 

l.h6! (l.Nf3,Nf7? NeS 2.NxeS f4 ... 
S ... flK draw, e.g. 3.Nc4 f3 4.h6 f2 S.NeS 
flK 6.h7 Kgl!; I.Nh7? NfS 2.NxfS f4 ... 
S ... flK draw - WN is too far away, so the 
endgame R+N vs. K is only drawn, e.g. 
3.h6 f3 4.h7 f2 S.hSR flK 6.Ne6 Ke2 
7.Rh4 Kd2 S.Rf4 Kel! 9.Ra4 Ke2) f4 
2.Ne4 Nffi 3.Nxffi f3 4.h7 f2 S.h8R 
(despite WN's good position S.hSQ does 
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not win: BK keeps on the squares eland 
fl) S ... flK 6.NdS wins, e.g. 6 ... Kg2 7.Re8 
Kh3 8.Rf8 Kh4 9.Rf6 Kh3 lO.R.f5 Kh2 
11.Rf4 Khl l2.Rn. 

2 ... NcS 3.NxcS f3 4.h7 f2 S.hSQ! 
(S.hSR? flR wins!) flK 6.Qh6! Reci-Zz, 
e.g. 6 .... Kg2 7.Qhl Kxhl S.Ne4 wins. 

Interesting and attractive promotion 
play and valuable for the theory 
concerning the endgames R+N vs. K and 
Q+N vs. K, including a position of 
reciprocal zugzwang. 

2nd Prize - Fabrice LIARDET 

Losing Chess; White to move and win 

l.gSB! Rf7 2.Bxf7 d1R (2 ... dlK 3.Nb2 K-
4.Ndl Kxdl S.hSR wins) 3.BhS and now: 

3 ... Rd2 4.Be2 Rxe2 S.Nb2 Rxb2 
6.hSB! wins 

3 ... Rd3 4.Bf3 Rxf3 S.Nc3 Rxc3 6.hSB! 
wins 

3 ... Rd6,Rbl 4.Nb6 Rxb6 S.Bg6 Rxg6 
6.hSN! wins 

Triple setting of instructive white 
promotions after introductory promotions 
and sacrifIces, so that the poor black rook 
loses against a "weaker" piece. 

Special Prize - John BEASLEY 
(extracted from database) 

Losing Chess; White to move and win 

Set play (! Very rare in endgame studies): 
l...Qa1 2.Kf3 Qa5 3.Kg2 Qa4,QbS 4.Nd7 
Qxd7 S.Kh3 wins. 

l.Kh4! Qal! 2.Kg3! Qc1! 3.Kh3! Zz. 
Qa1! 4.Kh4! Zz. Qb2! S.Kg4! Zz. 
(diagram) Qal 6.Kf3 QaS 7.Kg2 Qa4,QbS 
S.Nd7 Qxd7 9.Kh3 wins. 

An outstanding tempo (losing) 
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manoeuvre, with plenty of excellent moves, 
and an extreme aesthetic value. This 
endgame study already deservedly 
received 3nl Prize ex aequo in the 
(worldwide) Minimanner Award 1995. 

1st R M. - John BEASLEY 

Losing Chess; White to move and win 

l.Nc2? Nb6! - l.Nd3? Nc7! 
l.Ng2! Nb6 2.Nf4!; l...Nc72.Ne3! 

e.g., l...Nc7 2.Ne3! Na6 3.Ng4 e6 
4.Nffi eS S.Nh5 e4 6.Nf4 

l...Nb6 2.Nf4! Nc4 3.NhS e6 4.Nf6 eS 
S.NhS e4 6.Nf4 e3 7.Nh3 e2 S.Nf4! 
(S.Nf2? elB 9.Ndl Ne3! wins) elB 9.Ne2. 

A strategic endgame with deep 
analysis (see published solution). Most 
moves are not unique, but the frrst two 
white moves are. And these are so skilfully 
elaborated that a Honourable Mention is 
well-deserved. 

Special R M. - John BEASLEY 
(extracted from database) 

Losing Chess; White to move and win 

l.Nf4 (or equivalently l.Ne3) Ral 2.Ng6 
Ra2 3.NeS RaS (3 ... Rh2 4.Nb6 Rh1 S.Nf4 
RhS 6.Nb2 with an echo of the diagram 
position) 4.Ng4 Ra1 S.Ngf6 Ra2 6.NgS 
Ra17.Nge7 Ra2 S.Ng6 Ra1 9.Ngf4 RaS 
1O.Ng2, diagram position with Black to 
move. 

Black to play immediately loses; the 
WNN perform a 10-move manoeuvre to 
lose a tempo. Each move is unique -
except the key in this symmetric position. 
The move order is breath-taking, but the 
authorized double solution made the 
evaluation difficult. 
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1st Comm. - Fabrice LIARDET 

Losing Chess; White to move and win 

l.h7 Ng6 2.h8any NxhS 3.d7 Ng6 4.d8R! 
Nh4 S.ReS (usually R vs. K +N is drawn, 
but K + N lose if not connected) 

3 ... Kb6 4.d8K! KcS S.Kd7 Kd4 6.Kd6 
Ke3 7.KeS Kf2 S.Kf4 KgI 9.Kg3 (K vs. N 
is an elementary win). 

l...KcS 2.d7 KdS 3.d8B! wins, e.g. 
3 ... Ke4 4.Bc7 Kd3 S.Bb6 Kc2 6.BaS 
KbI7.Bd2 Ka2 8.Bcl. 

I ... Kb6 2.d7 Ka5 3.d8K! 
Four white promotions, but 2.hSany is 

a pity. 

2nd Comm. - Paul BYWAY 

Losing Chess; White to move and win 

l.c6 d3 2.c7 (2.Kb3? d2 3.Kb2 dlB 4.KaI 
Bc2 S.KbI BxbI 6.c7 Be4 wins) d2 
3.cSQ! (3.cSR? dIN 4.KcS Nh2 S.Kc6 
Nd3 6.Kc7 Nb4 wins; 3.cSK? dIR 4.Kb7 
Rd2 S.Kb6 RdS 6.Kb3 RdI draw, 3.cSB? 
dIR 4.Bd7 Rxd7 S.KbS Rd3 wins; 3.cSN? 
dlB 4.KcS Be2 S.Kd6 Bf3 6.Ke7 BdS 
7.KdS Bc6 wins) dIN 4.KcS Nh2 S.Kc6 
Nd3 6.Kc7 Nb4 (6 ... NeS 7.Qg4) 7.Qa6 
Nxa6 S.KbS. 

Elaborated white and black 
promotions. 

3rd Comm. (see next diagram). Interesting 
play with theoretical value. It is based 
on the fact that the N vs. N endgame is 
won for the side to move if the knights are 
on squares of the same colour. In the 
endgame B+N vs. N the knight has to 
reach a square of the same colour as its 
own bishop, then the bishop has to be 
sacrificed. The interference idea 3.Nd7! 
adds artistic value. 
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3rd Comm. - Fabrice LIARDET 

Losing Chess; White to move and win 

l.Nf6! (l.eSK? NfS; l.eSR? Ng6; l.eSN? 
NfS 2.Nc7 Ng3 draw, l.NhS,Nb6? Ng6 
2.eSB NfB 3.Bg6 Nxg6; 1.NcS NfS 2.eSB 
Ne7) NfS! (1...Ng6 2.eSB; l...N- 2.eSK) 
2.eSB Nd4 (2.- Nh4 3.BbS!) 3.Nd7! (the 
most important move) NhS 4.B17 Na7 
S.Be6 NhS 6.Bc4 any 7.BbS. 

'ID_ailS 

I have to admit: my pleasure when (solving 
and) judging the problems was one of the 
largest I ever experienced! This only partly 
was a consequence of the problems' 
quality (which was quite good), but mostly 
I enjoyed the richness of fairy fantasy that 
was presented. Often far away from the 
daily problem chess main stream! The wild 
Stunn und Drang reminded me of 
feenschach's Schiegl-era (that was just 
ending when my interest in fairy chess 
arose). Of course a rather crazy judgment 
resulted, with a couple of special 
distinctions, with honours for "small" 
problems that excel by their fairy pep, not 
by their deepness, etc. 

Taken together, I had to deal with 137 
problems. 11 were non-joint problems by 
the editor Ronald Turnbull, and he asked 
me not to include them. I decided to 
respect his will, but.. you must have a 
second look on at least two of these, and 
they receive special distinctions. 

I awarded 3 + 1 special prizes, 5 + 1 
special honourable mentions, and 7 
(unranked) + 1 special commendations. 

1st Prize - Juraj LORINC 

Helpmate in 3; b) bGg4 instead ofbQ 
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a) l.QfS Gb3 2.Gg6 Gel 3.Bg4 Gh6 
b) 1.Ge4 Ge7 2.Ghe2 G17 3.Rg4 Gfl 

Incarceration of black rook and black 
bishop. A very innovative helpmate idea in 
good, open construction. It is astonishing 
that the white play is not only supporting 
the black manoeuvres, but includes a 
change of functions of the Grasshoppers 
b4 and b7, as well as the black ones g2 and 
hS. The black knights avoid cooks. 

2nd Prize - Nikolay V ASYUCHKO 

Helpmate in 2; 2.1 ;2.1 

1.Gxb4 G172.Ncxe5 Gxb4 
1...- 2.NgxeS Gh7 

l.Gxh7 Gb6 2.NcxeS Gb4 
1...- 2.NgxeS Gxh7 

2 x 2 design with sacrifices, self-pins on 
eS, switchbacks, subtle changes between 
grasshopper functions - two pairs of 
variations cleverly connected by 
orthogonal-diagonal echo strategy. Very 
attractive and innovative, too. (WGd4 is 
only used as mass for grasshopper jwnps.) 

3rd Prize - Charles FRANKISS, 
Juraj LORINC, Mark RIDLEY, 

Brian STEPHENSON 

Reflex mate in 2 
King Circe, Chinese pieces 

l.Kc6 (2.Kxb7 [PAbI] VAxb7 [KeI]) 
1...LExc6 [KeI] 2.e4 LE(c)xe4 [pe2] 
1...Rexc6 [KeI] 2.e4 LE(e)xe4 [pe2] 
1...dxc6 [Kel] 2.Nxc6 Rxc6 [Nbl] 
l...PAxc6 [Kel] 2.NO LEh4 
l...Rcxc6 [Kel] 2.Nd3 LEb4 
l...Nxc6 [Kel] 2.axbS [BcS] LEaI 
1...Bxc6 [KeI] 2.bxa7 PAbI 
l...VAxc6 [KeI] 2.gxf5 [Pf7] PAgl 

Eight variations by capturing the key king 
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that defend against the good threat. A great 
and impressive task. (But nobody wants to 
talk about beauty when being confronted 
with this problem.) 

Special Prize - Paul RAlCAN 

AliceChess 
Add wK bPP for illegal Cluster 

Position is a) board A b) board B 

a) wK f7B, bP g7A, bP h6B 
b)wKh5A, bPg7A, bPh6B 

Sensational twinning - I couldn't 
believe it at the first moment! DIE 
Wenigsteiner idea of the year, which 
delighted me extremely. 

ht B. M. - Miroslav BRADA 

Mate in 2, 3 solutions 
Mate with a Free Field, One White Unit 

MAFF: There must be exactly one free cell 
in the bK's field; the check to Black can be 
eliminated only by moving bK to the free 
cell. (Normal mate illegal.) 

OWU: In the mate to Black, there 
must be exactly one W unit in the bK's 
field. (A mate without a W unit in the bK's 
field is illegal.) 

Mates: Qxc7=A, Qxe7=B, 
Rxd5=C 

Flights: Kc5=x, Ke5=y 
l.b7 (2.A) x/y 2.CIB 
l.fl (2.B) x/y 2.AlC 
I.Nc2 (2.C)X/y 2.BlA 
(I am not sure whether the set play's 
existence is an advantage or a 
disadvantage: • l...xIy 2.AIB) 

Threat form of Lacny 3x3. The matrix 
is quite simple. The extremely artificial 
conditions are not very attractive. 
Caillaud's 1st prize from Benidorm 1990 
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(see FIDE Album 1989-1991) shows the 
same theme totally different, and more 
interesting, using only (rook- and normal) 
grasshoppers. 

2nd B. M. - Stephen EMMERSON 

Helpmate in 3 
Messigny Chess 

l.B<>B+ Kbl2.Bcl KaI3.Bb2+ B<>B 
Spectacular: The final seems to be 

identical with the initial position ... how can 
this be? Well, it is the Messigny rule that a 
piece exchange may not immediately be 
reversed. A wonderful miniature 
construction. 

3rd B. M. - Mario VELUCCHI 

SPG in 7 plies, 2 solutions, Anti
Andernach Chess 

l.c3=b Nc6=w 2.Nxe7 Nxe7 3.Nxc3 
Nc6=w 4.Nb8=b (Ng8 > b8) 

l.Nc3=b Nd5=w 2.Nxe7 Nxe7 3.c3=b 
Nd5=w 4.Nxc3 (Ng8 > c3) 

Funny: You just cannot convince BNg8 to 
disappear! Instead it is looking for a 
disguise. In the first solution, it transforms 
into BNb8, in the second into wNc3. 

4th B. M. (see next diagram). Without 
large ambitions, but harmonic in excellent 
construction. Each group of pieces (BQ 
2WP each) assassinates the respective 
other one in order to get the pieces into 
right Andernach colours. 

5th H M. (see next diagram but one). The 
aim of the solution: move bB a3/cl to 
a2lbl (!!) so that wB c6 can mate on e5 (!). 
This requires much effort and spirit 
shuflling! 

Spring 2000 

4th H M. - John RICE 

Helpmate in 2, Andernach Chess, b) bPe5 
tod3 

a) l.Qxh7=w exf8N=b 2.Nxg6=w Nh4 
b) l.Qxe7=w hxg8B=b 2.Bxe6=w Bg4 

5th H M. - Peter FA YERS 

Series helpmate in 7, Spirits of the Knight 

l.Bxd6 $ 2. $Bfl 3.Ba2 $cl 4. $Bf4 
5.Bg6 $e76.Bgbl 7.e5 $c6 $Bxe5 

Special H M. - Ronald TIJRNBULL 

Helpstalemate in 2, N-spirits, Partial 
retro-analysis 

IfwK inspired, l.Kfl $Kd3 2.Kel $+ 
Ke3= 

IfbK inspired, 1. $Ke2 Kc3 $+ 2.Kdl $+ 
Kd3= 

Excellent partial retro-analysis with only 
the two kings, resulting in an chameleon 
echo stalemate. Very swprising! 
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Comm. - John RICE 

Mate in 2, Circe Chess 

l.a4 (2.Qd4) 
1 ... Rxa4[pa2]1Qxb6[QdI ]INc5 

2.Bd3/Qxd5[pd7]/Qxb4[Pb7] 
1 ... Bxf6 [Pf2]/dxe4 [pe2] 2.Bd3lBb3 

Good indirect (Circe rebirth) unpins; it is a 
pity that the thematical mate Bd3 is 
repeated in the by-play. 

Comm. - Jmaj LORINC 

Helpmate in 3, 2 solutions, Lions 

l.Ke4 Kg4 2.Ue3 LThl+ 3.Ud3 Nf3 
l.Ke5 NB 2.LIf7 Kh6 3.Kh6 Ng7 

Thousands of echoes exist, but here we 
have one (more exactly: an aImost
identical echo) that uses the width of the 
board especially well, including a twist of 
the mate position. 

Comm. - John RICE 

Mate in 2 (1Iy), Circe Chess 

l.Bc6? (2.Qa4) Qxh4 [RaI]1Rxh4 [Ral] 
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2.Nc31NcI l...Qb4,QdIlBb5,Bxb7 
[RhI] 2.Q(x)b4!Q(x)b5, but L.Ra3! 

l.Nb4! (2.Qxa6 [Bc8]) l...Qxh4 [RaI]! 
Rxh4 [Ra I ]/Bxc4 [Qdl] 2.Bb3! 
BdllNxc4 [Bc8] 

Good construction, but mther conventional 
contents. Circe mainly is used to transport 
wR to the square al (but within a few 
minutes I did not succeed in producing a 
non-Circe#2 with wR already placed at 
al). 

Comm. - Ronald TIJRNBULL, Stephen 
EMMERSON 

Mate in 2, Isardam 

I.Be6 (2.Bxc4) Rd5+!Qd5+ 2.b8R1h8Q 
Memomble: Check provocation, with 

black Q-R interferences and corres
ponding white promotions in the mating 
move. 

Comm. - Paul RAICAN 

SPG in 16 plies, Rois Transmutes 

l.d4 Nf6 2.Kd2 Ne4+ 3.Kxe4 e5 4.Kxe5 
Ke7 5.Bg5+ Kb4 6.Qel+ Kxel 7.e4 
Qxg5+ 8.Ke8 Qd8+ 

Nice exchange of Kings, with all 
remaining officers being placed on their 
original squares, the BQ after switch
back. 

Comm. (Liardet, see next diagram). The 
key offers six flights! 

Show this problem to your friends, and 
they will laugh, and they will like 
Messigny Chess! 
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Comm. - Fabrice LIARDET 

Mate in 2, Messigny Chess 

l.K<>K+! K any 2.K<>K!! 

Comm. - Erich BARTEL 

Helpstalemate in 2, Glasgow Chess, Mars 
Circe, b) wKhI to c6 

a) I.f2Nb62.Ndl b7Q= 
b) l.f2B b6 2.Bgl b7R= 

We know the author's expertise in 
virtuoso handling of fairy conditions - and 
creating AUWs! Another good example. 

Sp. Comm. - Ronald TIJRNBULL 

Mate in 2, Zvolen Chess 

If Black can still castle, last move was 
b7xa6 (not a7-a6, move of paralysed 
pawn). In the game army, only b-pawns 
and f-pawns are free to move. This game 
started with f pawns, and very soon a King 
had to move. eg: 1.f3 B 2.Kf2 f4 3.g3 
(WBfl now being pamlysed, so that WPg2 
is freed) fxg3 or analogously with 
exchange of White's and Black's role! LO
O and 2.Qd7 or 2.Qf8; l.Rfl? O-O-O! 

You just have to fmd it (but few do)! 

-
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Bcrs IIOTICES 

The 2000 AGM will be held at 
Badgers Wood, Hascombe Road, 
Munstead, Godalming, Surrey on 
Saturday 22 JUly. Do come and 
introduce yourselves. The formal 
business will start at 1130, and there 
will be a tournament in the afternoon. 
UK readers will find a formal notice of 
the meeting with this issue of Vc. 

'Popular Cbess Variants' 
by David Pn'tchard 

We have been able to get stocks of this 
book to sell to members of the BCVS 
at a significant discount. Anyone 
wanting one should write to the 
Treasurer enclosing a cheque / 
eurocheque / money order for £12.00. 
(US readers can pay by cheque on an 
American bank for $22.00). This price 
includes postage (surface mail) 
worldwide. Price including airmail 
delivery is £13.50 ($24.00). 

SOLUTIOIIS 

Losing Chess 

1) The simplest win is probably 
I .•. Re8 2.Rxa7 e5 3.Rxd7 Bd6 4.Rxti 
(4.Rxd6 Rd8 5.Rxd8 Ne7 is easy) Nh6 
5.Rxg7 Rhf8! 6.Rxh7 Rxf2 7.Rxh6 
(7.Kxf2 sets no problems) Rxg2 
S.Rxd6 and either capture wins for 
Black. 

The nine-move win to stalemate is 
I •.. RdS (or l.. .Re8 and a waiting 
move later) 2.Rxa7 Re8 3. Rxd7 eS 
4.Rxti Bd6 5.Rxg7 e4 6.Rxh71RxgS 
Bxh2 and Black can cope with all 
captures (perhaps the most interesting 
line is 6.Rxg8 Bxh2 7.Rxh2 Rexg8! 
8.Rxh7 Rxg2! 9.Rxh8 Rxf2). 

2) 1 ••• Bb7 and now (a) 2.e8K Bf4 
3.Kxd7 Bd6 4.Kxd6 BdS 5.KxdS b2 
6.Kxe4 c1B(Q) 7.Kxf3 Be4, or (b) 
2.e8N d6 (or ... Be3 at once) 3.Nxd6 
Ba6 4.Nxe4 Be3 S.fxe3 Il 6.Nxfl Bd3 
7.Nxd3 b2, or (c) 2.e8B b2 3.Bxd7 
Bc6 4. Bxc6 blR etc, or (d) 2.e8R 
Ba6 3.Rxe4 Bf4 etc, or (e) 2.e8Q Ba6 
3.Qxd7 (3.Qxe4 sets no problems) 
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Bd2 (say) 4.Qxd2 b2 5.Qxb2 e3 promotion (4. N6c5 Ka1 5. Nb3 Kb1, 
6.fxe3 Il etc. 6. Nc1), but this time 3 .... b1(R) is the 

refutation The method that succeeds 
Hostage Chess 

In the position below, from a game 
J.L.-R.S., Black missed an interesting 
forced mate. I give only the most 
determined defence in the hope that 
the reader will enjoy working out the 
other lines. 
I ••• Rd1+ 2 B*fl N*h3+ 3 gxh3 
Rxf1+ 4 Kxf1 (R-R)R*h1+ S (N
N)N*gl *g2+ 6 Kel (N-B)B*d2+ 7 
Kdl Rxg1+ S N*fl Rxf1+ 9 Bxfl 
Bf3+ 10 Be2 gl=R+ 11 R*fl 
Rxf1+ 12 (N-N)N*e1 Rxel mate 

Progressive Chess 

#82 I haven't seen the solution to this 
one, but it seems to me that there are 
four possible solutions - as follows: 
a) Kf7 and Ndl with the solution: 
9. Nil, Ng4, Kf6, KgS, Kh4, Kh3, 
Kh2, Khl, Nh2 Italian mate. 
b) Kf7 and Rdl with the solution: 
9. RgI, Rg4, Kf6, KgS, Kh4, Kh3, 
Kh2, Khl, Rg3 Italian mate. 
c) Kdl and Nf7 with the solution: 
9. Nd6, Nc4, Ne3, Kel, Kfl, KgI, 
Khl, Nfl, Nh2 Italian mate. 
d) Kdl and Pf7 with the solution: 
9. f8=N, Ne6, Nf4, Ne2, Kel, Kfl, 
KgI, Khl, NgI Italian mate. 

Losing Chess 

#83 Try sacrificing on c2: 1. Nc2 b3 
2. Ng- bxc2 3. N- cl(N) wins. The 
knight sacrifice on cl has no better 
luck: 1. Ne2 b3 2. Ng- b2 3. Nc1 
bxc1(B1K) and Black wins. So White 
must play to win with two knights 
against Black's promoted piece. The 
try 1. Ne2 b3 2. Ne7 b2 3. Nf5 wins 
against 3. ... b1(N1B1RIQ) (for 
instance 3 .... b1(N) 4. Ned4 and the 
Black knight is dominated), but it fails 
to 3 .... b1(K). Now if White plays 2. 
Nf6 and 3. Ne4 he is close enough to 
deal with 3 .... b1(K) but is defeated 
by 3 .... b1(N) 4. Nd2 Nxd2 and Black 
wins the N v N ending. The same 
thing happens whenever White places 
both his knights within two knight 
moves of b1. A promising idea is 1. 
Ne6, 2. Nf6, 3. Ne4 which defeats a 
knight promotion (4. Nd6) and a king 

is 1. Nc6, 2. Nf6, 3. Ne4. as follows: 
3 •••• bl(N) 4. Nd6 and Black knight 
is dominated. 
3 •••. bl(K) 4. Nd2! Kat S. Nb3!! 
Kbl 6. Nal Kxal 7. Nd4 and Black 
king is dominated. 
3 •••• bl(R) 4. NeS! with a standard 
(but not easy) win of NN v R e.g. 
4 ••.• Rhl(best) 5. Nd7 Ra1 6. Ndf6 
Rb1 7. Nh7! Ra1 8. Nhg5 Rhl 
(Ra8;Nd2) 9. Nf7 Ra1 10. Nd6 Rhl 
11. Nb7 and Black rook is dominated. 
4 •••. Ral 5. Nf6 Rh1 6. Nfg4 Rb8 
(Ra1;Nd7) 7. N:t2 Ra8 8.Nd3 Rh8 9. 
Nb2. 
4 •••• RbS 5. N:t2 Ra8 6. Nd3 Rh8 
7.Nb2. 
And finally, White can try 1. Nf3, 2. 
Ne7, 3. Nc6, - but the b1-h7 diagonal 
is empty in this line and Black wins 
with 3 .... b1(B). 

COMMENT 

Losing Chess 

John Beasley has the following to say 
about the article on The Losing Chess 
4-piece database by Fabrice Liardet 
(he is referring to column 1, page 19 
of issue 34): 'I think the last item in 
Fabrice's list of B v NNN fortresses 
should read "d3,13, f5" and not "d3, 
13, h5'''. Here is the position: 

B v NNN fortress? 

He continues: 'Consider: If B attacks 
Nd3 play ... Ne3, ... NfJ, ... Nh2 and 
wins. An attack on Nf5 is the same by 
symmetry. If B attacks N13 play .. . Nfl, 
... Ndl, ... Nd6. But with a Nh5, let B 
attack Nh5, and I think it will win'. 
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"'NAMO CHESS 
by George Je/liss 

We have a broadsheet (or photocopy thereof) in the BCVS 
Library describing Dynamoschach and subtitled Ein neues 
Marchenschachspiel (A new Fairy chess game) by Hans 
Kluver and Peter Kahl printed in 1968. In their introduction 
mention is made of an earlier variant called Push Chess 
invented by Fred Galvin. Dynamo chess has since become 
one of the regular variants played in the Italian league 
(AI SE) Grand Prix series. Beginning in 1995 I played quite 
a number of games of Dynamo Chess in their 95, 96 and 97 
tournaments. In fact I still have an unfinished (and probably 
unfinishable) one with Paul Yearout still in motion (I don't 
think 'progress' is the right word). Three years are allowed 
for these correspondence games and the 97 tourney is due 
to expire on 15th September, which is the week I am 
writing this article; so I give this game at the end in the 
expectation that it will be declared a draw. I think this is the 
:first time anything has appeared in Variant Chess on this 
variant. 

THE RULES 

(1) Capture rule. The basic idea is simple: captures are 
made by pushing or pulling pieces over the edges of the 
board, there are no normal captures. Pieces can make all 
their usual non-capturing moves, it is not compulsory to 
make a push or pull move. A piece may suicide by moving 
over the edge, either alone or pushing or pulling another 
piece with it. (Thus it is permissible, but not advisable, to 
start the game with l.RalE/NblE, where "E" means "goes 
over the edge" and "I" means "pushing or pulling", i.e. the 
rook al suicides, pulling the knight bl with it.) Although 
not clearly stated in the AISE rules, game-play also shows 
that self -capture (or more accurately capture of like
coloured pieces) is permitted (e.g. l.Qdl-h5/e2E). 

(2) Irreversibility rule. A player may not make a move that 
restores the position after the previous move. This rule 
holds in orthodox chess and indeed in all sensible variants 
but does not usually have to be stated explicitly since 
reversing moves of the opponent is usually simply 
impossible. This rule applies to the two parts of a push or 
pull considered as a single 'move'; it is in fact possible to 
reverse the move of one of the pieces so long as the other 
does something different. (This is a rule, in my view, that 
could with advantage be modified so that neither part of the 
move may be reversed.) 

(3) The push and pull rules. Stating the rule of movement 
to cover all cases is tricky: A piece of type X can push or 
pull one piece of any colour that occupies a square in its 
field, causing it to make a move of type X in a straight line 
away from or towards the activating piece. The activating 
piece may at the same time either remain stationary or 
itself move in the same direction. In the case of riders 
pushing or pulling, the two moves do not have to be of the 
same length, and either piece can move through the square 

initially occupied by the other, though they cannot at any' 
point in the move occupy the same square, or any other 
occupied square. (playing through a game is the best way to 
clarify what all this means.) 

(4) Pawn rules. Since pawns cannot move backwards they 
can only push. They push their own men forward and 
opposing men diagonally. If a pawn is moved to the 
promotion rank, its promotion value is chosen by the player 
who moved it there. If a pawn is moved to the back rank it 
retains the usual pawn powers except for the double move 
option. If a pawn is moved back to its home rank it regains 
the double move option. There is no en passant capture. A 
pawn on its home rank may push a piece of its own colour 
on the 3rd or 4th rank to either the 4th or 5th rank while 
itself moving 2 steps or I or remaining stationary. 

(5) King rules. Castling is permitted but cannot be 
combined with a push or pull move. Castling is still 
possible with a king or rook that has pushed or pulled, 
provided it has not itself moved. One's own king may not 
be pushed or pulled over attacked squares. (fve only just 
noticed that this rule applies to one's own king, presumably 
this means that the opposing king can be pushed or pulled 
through check. This sounds a useful power though I don't 
recall a situation using it.) 

SELECTE. GAMES 

First two short but lively games that help to show how the 
rules work. The third game, with Fabio Dulcich as white, 
was the first game I started in the AISE 95 tourney but the 
last to finish. In the opening I let myself in for a simple 
attack, but more by luck than judgement managed to find 
sufficient resources to fight back. In the middle game I 
probably missed some good chances to win through lack of 
experience, and in the endgame should probably have 
resigned earlier. But at the end Fabio was kind enough to 
say "It's absolutely the best Dynamo game I ever played." It 
is certainly full of incident. 

AISE GRAN. PRII '5 

Paul Yearout George Jelliss 

1.Qdl-d3/d2-d6 Rh8-hS/h7-h4 
2.Qd3-d4 Qd8-f6/e7-qS 
3. Qd4/a7E RhS-dS/qS-aS 
4.Qd4-e4/h4E+ Qf6-c3/q7-eS+ 

(!!) according to Paul Yearout. (Ed). 
S.Kel-e2/e2-e3 Qc3-f3/e3E+ 

White resigns 

Play might continue 6.Ke2-e1 Qf3-c3+ 7.Kel-e2 Bc8-
a61b7E+ 8.Qe4-c4 Ba6E/Qc4E. 

George Jelliss 

1. Bfl-e2/e2-bS 
2.Bcl-d2/d2-qS 

Paul Yearout 

Qd8-dS/d7-ci3 
QciS-a2/a2E 
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3.Ra1E/Qa2E RaS-a4/a7-a1=Q 
4.Be2-h5/Qd1-f3 

PY: I find it vaguely amusing that the two parts of this 
move could be interchanged without changing the position 

4. Qa1-e5/b2-f6+ 
5.Qf3-c6/q2-e4+ KeS-f7/f7-q6 
6.f6-e7/e7-dS Ra4-c4/e4E+ 
7.Qc6-f3/b7-e4+ Rc4-f4/e4-q4+ 
S.Qf3-d5/Rh1-e4+ 

GJ: Plan was if 8 ... Bc8-e6 9.Qd5-d6/d3-d4 and if 
9 ... g6IBh5E 1O.Qd6-e6IBe6-f6+ 

S. Rf4-c4/Re4E+ 
PY: I suspect we are both being a little too clever for our 
own good! 

9.Bh5-f3/q4-e2 Qe5-e6/e7E 
PY: I think I have escaped from a very dangerous position -
with some kindly help from you 

10.Qd5-dS/dSE Rc4/c2E 
Stops Q-c7 

11.Nq1-f3/Bf3-e5 
12.Bd2-c1/Rc1E 
13.Nf3-e5/Be5-d7+ 
14.QdS-d7/Bd7-d5+ 

Rc4-c1/c7-c2+ 
c2-b1Q/Nb1E 
Qe6-e5/Ne5-e3 

GJ: I noted the complicated possible continuation: 14 .. K-f6 
15.Q-d8+ Q-e7 16.Q-d6IB-d4+ but overlooked the simple: 

14. BcS-e6/Qd7E 
White resigns 

In Dynamo Chess, double check does not have to be 
answered by a king move! 

Fabio Dulcich George Jelliss 

1. Nb1-d2/d2-f3 BcS-d7/d7-e6? 

Ignoring or nussmg the threatened knight check; and' 
doubling the pawns restricts the Black king's escape. 

2.Qd1-d5/Nd2-d6+ KeS-f7/f7-q6 
The only defence: 2 ... Kd7/Bc6 3.Nb71b7E+ loses the 
queen 

3.Nd6/b7E 
Rather a lazy move: 3.Nd6-b51Kf7-d6+ although 
endangering the knight keeps up the attack 

3. Bd7-c6 
4.Nq1-f3/f3-e5 e7-d6/Nd6-c5 
5.Nf3-e5/e5-d7+ 

This type of rapid advancement of pawns is characteristic 
of Dynamo Chess 

5. d6-e5/Ne5-f4 
This pawn is doing sterling defensive work against the 
knights 

6.Bc1-b2/b2-a3 Bc6-e4/Qd5-f3 

7.Bb2-d4/Ra1-b2 
Another Dynamo special - how to develop rooks 

7. BfS-c5/Nc5-b4 
S.Nb4-c6 Bc5-b4/a3E+ 

A check was necessary to gain time to stop the multiple 
threats of the knight move 

9.Rb2-b1/Bb4-b2 QdS-q5 
10.Nf4-d5+ NbS-d7/d7-f6 

A multi-purpose move fortunately available! 
11.Nc6-e5/e5-q4+ Qq5/Ne5-f5 
12.Rb1/Bb2E Nd7-e5 
13.Qf3-c3 Be4/c2-d3 

Enabling the next Black move 
14.Nf5-q7/q7E 

This may have been written in mistake for NB/g7E 

14. 
15.Ke1-d1 
16.Kd1-c1 

Ne5-f3+ 
Qq5-c5/Nd5E 
Nf3/Bd4-b5 
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17.Rbl/Bb5-b6 Qc5-e3/Bb6-c5+ 
18.Kcl-c2 Rh8-d8/Nq8-c8 
19.Nq7-f5 Rd8-d4/d3E 

The Rbl is now "pinned" behind the White king 
20.a2-a3 Nf3-d4/Rd5-b5+ 

Attacking but leaving Black queen en prise 

21.Nf5-d4/Nd4-b3 
22.Rbl/Nb4-b2 
23.Kc2-dl 

Rb5/Nb3-b4+ 
Rb5-b6/Nb2-b4+ 

Giving up the rook to counter the attack 
23. Be4-d3/RblE 

Saving the Black queen at the same time 
24.Qc3-d4/Nd4-e5+ Kf7-f6/f6-f5 
25.Ne5-d7+ Kf6-f5/f5-f4 
26.Qd4-d3/Bd3-d2+ Qe3-e5/e2-e4 

A paradoxical move to eyes accustomed to orthodox play 

27.Ndi-b6/Rb6E 
28.Qd3-dS 

Threatening Qd5-f7/e6E+ 
28. 
29.a3-a4/Na4-a5 
30.Bc5-e3 
31.Bfl-d3 
32.Bd3-c4 

"Nc"8 -b6/Nb6 -a4 

Ra8-q8 
Nb4-c2 
Bd2-a5/Na5E 
Nc2-al/Be3-c2 
Qe5/Nal-d4? 

Nal-c3+ might have been better 

33.Qd5-d7/Nd4-d5 
34.Kdl-e2 
35.f4/Ne5-d6 
36.Bc4E/NdSE 
37.Qd7-f7/c7-e7 
38.Qd6-d4/d3-d2+ 

NdS-c3+ 
Qe5-q7/Nc3-e5 
Nb6-dS 
Kf5/e4-d3 
Nd6-b5/Qf7-d6 
e7-e5/e6-e4 

Another fortunately available defensive move 

39. Qd4-c4/e4-d4+ 
40.Qc4/Nb5E 
41.q3/Kf4-e5 
42.Qc4-e6/d5-f7+ 
43.Qe6-d6+ 

Kf5-e5/e5-d5 
Ke5-f4/f4-q3 
Ba5-c3 
Qq7-f7/f7-e7 
Qf7-d7/e7-c7 

Sacrificing the queen to gain a little time, but nothing can 
be done 

44.Qd6/Qd7E 
45. Qd6-f6/q6E+ 
46.Qf6/q7E 
47.Qf6-q7/q7-h8Q 
48.Qh8-d8/Rq8E+ 

Defeat is certain in all lines: 

48 ... Ke5-e6 
48 ... Ke5-e4 or f4 
49 Ke4-f3 
48 ... Ke5-f5 
49 Kf5-f4 
50 Kf4-f5 

d4-d3 
Rq8/q4-q7 
Rq8/q3-q7 
Bc3-a5/d2-c3 

Resigns 

49.Qg7-f6 mate 
49.Qd8-d2/d3E+ 
50.Qd2-e3 mate 
49.Qd8-d5/d3E+ 
50.Qd5-e4+ 
51.Qg7/h7E mate 

The next issue of Variant Chess will contain the second part 
ofGeorge's article, containing more illustrative games. Ed 
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CIRCULAR CHESS 
WOILI) CHAMP'OIlSHIP 2000 

by John Beasley 

This year's Circular Chess World 
Championship was held at St Mary's 
Guildhall, Lincoln, on Sunday May 
14. Our apologies to at least one 
reader who had intended to spectate 
and went to the main Guildhall as 
wrongly advertised in VC 34. Those 
who entered received instructions 
giving the correct venue, but we failed 
to realise that there might be others 
who wanted to be present. 

The board for this game consists of 
four concentric rings as shown 
diagrammatically above (assume the a 
and h files joined end to end to form 
one 16-square ring, the b and g files 
joined similarly, and so on). Moves 
are as normal, so if the board were 
empty bRa8 would command the 
whole a/h ring and also b8/c8/d8, 
bNb8 would command e8/fllh7 as 
well as its normal squares a6/c6/d7, 
bBc8 would command e8/g8lh7 as 
well as b7/a6/d7, and bKd8 would 
command c7/d7/c8/e8/fS. There is no 
castling, and no en passant. 

In each of the previous three years 
the championship had been won by 
Francis Bowers, but this year saw a 
new champion in the shape of Herman 
Kok. Herman, his competitive skills 
honed long ago by playing blitz in the 
cafes of Amsterdam to supplement a 
student grant, won a five-round Swiss 
in excellent style, dropping a mere half 
point and beating both the runners-up 
(Francis and Paul Byway, 4 points 
each). Your correspondent displayed 
street wisdom of a different kind: 
faced with a lengthy but inevitable 
loss in the last game of the 
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morning session, he resigned at once, 
gaining a reputation for gentlemanly 
behaviour and ensuring that he was at 
the front of the lunch queue. 

During his years of triumph, 
Francis acquired a reputation for 
surviving hopelessly lost positions and 
getting out of impossibly tight corners. 
This year, his opponent gave him no 
such chance. 

White Black 
Frands Bowers HennanKok 

1. a2-a4 d7-ds 
2. b2-b4 Bc8-d7 
3. a4-as Nb8-a6 
4. Bcl-a3 b7-b6 
5. asxb6 

The aggressive long-term option for 
Black is now ... cxb6, giving each 
player a half-open ring on which to 
deploy his major pieces. Which would 
be the stronger: White's possession of 
the aIh ring, on which his rooks are 
already doubled and Black's pawn is 
likely to become weak, or Black's of 
the more central cif ring with its 
potentially more immediate threat to 
the opponent's king? This choice 
between side ring and inner ring is 
perhaps the most fundamental 
strategic question in the game, but it is 
not to be explored on this occasion 
because Black chooses 

5. a7xb6 

In the long term, this might be thought 
as tending to a draw; neither side can 
afford to concede control of the open 
ring, so exchanges will be inevitable, 
and once the rooks and queens are off 
the game would appear to favour the 
defence (the attacker has only a four
file front on which to operate, and the 
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defender can switch his pieces from ' 
wing to wing much more quickly than 
the attacker can). However, this is in 
the long term, and in the short term 
Black has pressure on the b-pawn. 

6. c2-c3 Qe8-c8 
7. Ba3-b2 c7-cs 

Black clearly stands better, and a 
writer on development would point out 
that he has moved three pieces once 
each whereas White has moved one 
piece twice. But White's demise 
hardly seems imminent. 

8. Nql-c2 csxb4 
9. Nc2xb4? 

This loses at least a pawn. 9.cxb4 was 
correct. 

9. Na6xb4 
10. c3xb4?? 

And now 1O.Rxa8 was essential. 

10. Ra8xal 
11. Rhlxal Rh8xal 
12. Bb2xal Bd7-a4 

mate 

IO.Rxa8 Rxa8 11.Rxa8 Qxa8 12.cxb4 
would have saved mate, but 12 ... Qa4+ 
and 13 ... Qxb4 would still have left 
Black with much the better of it. 
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At/CECNESS 
from David Pritchard 

David reports as follows:- Peter Coast is the clear winner 
of this tournament. There are still unfinished games, all 
involving overseas competitors. Present scores are: Coast 
9/10; Brown 1%110; Stone 5/9; Yearout 5/8; Jelliss 4/9; 
Dirmeik 2%18. Peter Coast has annotated two more of his 
games for us. Moves made on board B are in italics. 

White Black 
Ivan Dirmeik Peter Coast 

1. d2-d4 NqS-f6 
2. Bcl-qS NbS-c6 
3. q2-q3 RhS-qS 
4. BgS-£4 d7-d6 
5. QdlxdS Nc6xd8 

This indirectly protects the Pc7: 6.Bxc7 Ne6 and the Pd4 
falls. 

6. Nbl-c3 
7. d6-dS 

NdS-e6 
BcS-h3 

This looked like a useful move to tie up White's kingside 
for a bit. 

S. e2-e3 
9. Bfl-c4 

a7-a6 
Bb.3-g2 

He has provoked me to do this. I decided 1hat lO.Bb5+ Kd8 
11.Nf3 Bxhl 12.Ng5 Ra7 was probably all right for me. 

10. 0-0-0 
11. Rdlxb.l 

Bq2xhl 
N£6-hS 

12. Bc4xe6? NhSxf4 
The idea here is 13.Bxf7 Rg5 14.Nf3 Nh5 and Rf5 will 
regain pawn. 

13. e3X£4 
14. Nql-f3 
15. Rhl-el 
16. lCcl-dl 

f7xe6 
q7-q6 

BfS-h6+ 

I can't help thinking that bl would have been safer. 
16. e6-eS 
17. Rel-e2 0-0-0 
lS. f4xeS d6xeS 
19. N£3-gS RgS-£S 

20. Kdl-el 
To protect f2 

20. Bb.6-cl 

21. NqS-f7 RdB-dl 
This is very dangerous: Rgl mate is threatened. 

22. Re2xeS Bclxb2 
23. ReS-cS 

To protect the Nc3, but unfortunately ... 
24. RfS-eS 

The rook can no longer get back to e5! 

White 
Paul Yearout 

mate 

Black 
Peter Coast 

1. d2-d3 NqS-f6 
2. e2-e3 c7-cS 
3. Qdl-d6 

This is a very strong move, which I completely overlooked: 
it is impossible to protect my c-pawn. 

3. QdS-b6 
4. Qd.6xcS 

This protects both the Bc8 and the Pe7 
5. Bcl-qS 
6. BgS-£4 
7. h2-h3 
S. QcS-c3 
9. Nql-f3 

10. Bf4-h2 
11. Rhlxh2 

KeS-dS 

h7-h6 
RhS-qS 

e7-e6 
BfS-d6 

e6-eS 
Bd6xb.2 
RgS-gl 

I have had success with bizarre penetrations such as this 
before: it doesn't work out here - the rook is simply trapped. 

12. Kel-e2 
13. Nbl-d2 
14. N£3-gS 

b7-bS 
NbS-c6 

To make room for Nd2-f3! for the other knight can never 
capture the rook as it stands. 

14. f7-fS 
15. a2-a3 
16. Nd2-£3 

BcS-b7 
Rqlxfl 
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17. Ke2X£1 Bb7-a6+ 
lB. Kfl-ql RaB-qB+ 
19. q2-q3 RgS-:£S 
20. Nq5-f7+ 

White's defences are sound and he can now go on to the 
attack. 

20. 
21. Nf3-h4 

KdS-e7 
RfB-cB 

22. Q03-oS+ Ke7-eB 
23. N:£7-gS N:£6-e4 

Trying to remove an attacking piece: to little avail. 
24. Nq5xe4 :£Sxe4 
25. N.h4-g6 KeB-f7 
26. Qc5-d6 gb6-d4 
27. Ral-fl 

The threat (among others) is 28.RfJ-f8 mate. If, for 
example, 27 . . .Rc8-b8 then not 28.RfJ-j5+ Kf7-g8 29.Rf5-
f8+ Kg8-h7 30.Rh2-hl+ h6-h5! ,but 28.Qd6-e7+ Kf7xg6 
29.Qe7-f7+ Kg6-g5 30.Qf7-j5 mate ... so I resigned. 

Ivan Dirmeik kindly sent me the scores o/two more recently 
completed games: here they are. 

White Black 
Jed Stone Ivan Dirmeik 

l. d2-d4 NqB-f6 
2. e2-e3 c7-c6 
3. Nbl-c3 e7-e6 
4. Nql-f3 BfB-e7 
5. Bfl-d3 Be7-b4+ 
6. Kel-fl b7-b6 
7. Qdl-e2 a7-a5 
B. b2-b3 BcB-a6 
9. Bd3xa6 NbBxa6 

10. N03-dS h7-h6 
11. Bcl-a3 d7-d6 

12. N:£3-gS 
13. Qe2-dl 
14. Rhl-el 
15. Ba3-b2 
16. Bb2-hB 
17. Nq5-f3 
lB. N:£3xd2 
19. Rel-e2 

QdBxd5 
KeB-e7 
RhBxh2 
q7-q6 

N:£6-e4 
Ne4-d2+ 
Bb4xd2 
adS-gS 

Black threatens both Qg5-c1 and Qg5xg2 with mate. 
Seeing no escape White resigned. Black's defensive 
formation catches the eye - consisting, as it does, of a solid 
barrier on the third rank and a rook acting as a sweeper at 
the back. 

White Black 
Ivan Dirmeik AIIanBrown 

l. d2-d4 c7-c6 
2. Nql-f3 NqB-f6 
3. Bcl-f4 QdB-a5 
4. Qdl-cl h7-h6 
5. h2-h3 h6-hS 
6. Nbl-c3 d7-d6 
7. Qol-a3 06-05 
B. b2-b4 QaS-e5 
9. Ral-bl NbB-c6 

10. d4-dS BcB-f5 
1l. Rbl-dl q7-q6 
12. q2-q3 BfB-q7 
13. h3-h4 N:£6-e4 
14. Bfl-h3 0-0 

15. Bh3X£S Qe5xf5 
16. B:£4-eS c5-c4 
17. 0-0 a7-a6 
lB. Qa3-a4 N06-d4 
19. Be5xd4 Bg7xd4 
20. Rdlxd4 Q:£S-h3 
2l. Rd4xc4 Ne4-d2 

Resigns 
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MORE "ELIGHTS OF 
HOSTAGE CHESS 

by John Leslie 

Roger Smook told you of some Hostage Chess victories 
over me. Here are two of mine over him. 
Quick Reminders: Your prison is by your right hand, your 
airfield by your left. In each turn you (i) move normally, or 
else (ii) rescue one prisoner by transferring a man of equal 
or higher value (knight = bishop) from your prison to your 
opponent's airfield, then dropping (parachuting) the rescued 
man, or else (ill) drop one man from your airfield Pawns 
cannot drop onto the first or eighth ranks, but dropping can 
place your bishops on squares of the same colour. Pawn 
jumps from the second rank and acts of castling can involve 
dropped men regardless of their earlier positions or 
movements. A seventh rank pawn can move forwards or 
give check only if it can be promoted by changing places 
with a piece in the opponent's prison. 
Notation: (Q-N)N*a5 means a queen is transferred and a 
rescued knight drops on a5, whereas P*a5 means a pawn 
from an airfield drops on a5 

White John Leslie - Black Roger Smook 

1.e4 e5 2.ND Nf6 3.Nxe5 d6 4.Nc4 Nxe4 5.Nc3 Nxc3 
6.bxc3 Be7 7.d4 0-0 8.(p-P)P*h6 g6 9.Bd3 *e4 1O.Bxe4 
d5 11.Bxd5 Qxd5 12.Ne3 Qe4 13.(N-B)B*g7 Re8 
14.Qd3 Qh4 15.0-0 Bd6 16.g3 

ii 
Now White too has a weak castle. David Pritchard 
suggested 16.f4 instead, after which the seemingly strong 
16 ... Bxf4 leads only to 17.Rxf4! Qxf4 18.(B-N)N*f6+ 
Qxf6 19.Bxf6 

it 
ii 

so that now Black seems to be without a good defence 

if instead 19 ... B*h8 then 20.(p-P)P*g7 threatens to take' 
the bishop and promote to rook, 20 ... Bxg7 being answered 
by 21.hxg7 and mate next move. David added that, after the 
inferior move that White actually made, Black could have 
won quickly: 16 ... N*D+ 17.Kg2 Qxh2+ 18.Kxf3 Bg4+! 

.. 
ti 

19.Nxg4 (N-B)B*g2 mate; or else 19.Kxg4 Qh5 mate. 
Black missed these elegant possibilities however, and 
played his own inferior move 16 ... Qh3 instead, allowing 
17.f4 b6 18.Nd5 Nd7 19.Qb5 N*e2+? 20.Qxe2! Rxe2 so 
that White has a win that you will perhaps see at a glance 

.. 
tt 

as his knight can return to the board with devastating 
impact: 21.(N-N)N*f6+ Nxf6 22.Nxf6 mate. 

Here is another of my wins against Roger. Note the Shogi
like succession of checks at the end 

White John LesIie - Black Roger Smook 

I.d4 f5 2.Bf4 Nf6 3.Nc3 e6 4.ND b6 5.e3 Bb7 6.Bd3 
Be7 7.Nb5 d6 8.Qd2 Nh5 9.Bg3 Nxg3 10.hxg3 Nd7 
11.0-0-0 Nf6 12.Ng5 (B-N)N*f8 13.B*f7+ Kd7 14.Qc3 
Nd5 15.Nxe6 Nxc3 16.Nxd8 Rxd8 17.Bxf5+ (N-P)P*e6 
18.B/5xe6 Nxe6 19.Bxe6+ Kxe6 20.N*f4+ Kf7 21.(N
B)B*e6+ Kf8 22.(Q-Q)Q*f7 mate 

tt 

against (Q-R)R*h8 mate. If 19 ... Kf8 then 20.(p-P)P*g7 or JJol/owJohn Leslie's article with a game from the BeVS 
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Hostage Tournament 2000, recently received: Ed 

White Jed Stone - Black Peter Coast 

1.e4 e5 2.Nf3 Nc6 3.Nc3 Nf6 4.d3 d5 5.exd5 Nxd5 
6.Nxd5 Qxd5 7.(p-P)*e4 Qe6 8.Bd2 Bc5 9.a3 P*g4 
1O.Ngl 0-0 11.g3 Nd4 12.Be3 (N-N)N*f3+ 13.Nxf3 
Nxf3+ 14.Ke2 (N-N)N*gl+ A pretty picture! 

15.Rxgl Nxgl+ 16.Kd2 Nf3+ 17.Kcl Bxe3+ 18.fxe3 (B
B)B*d2+ 19.Kbl Bxe3 20.b3 (R-N)N*c3+ 21.Kb2 
Nxdl+ 22.Rxdl a5 23.c3 Nd2 24.c4 Bd4+ 25. Kc2 Nxfl 
[Here Black missed a win with 25 . .. Qxc4+. The queen 
can't be captured because of 26 ... (Q-Q)Q *b2 mate: so play 
continues 26.Kxd2 Qc2+! 27.Ke1 Bf2 mate.) 26.Rxfl (B
N)N*e3+ 27.Kbl Qxc4 

Black is poised on the brink of victory: there is no effective 
defence against the attacking queen [28.bxc4 (Q-Q)Q*c2 
mate) - but his chance has gone for ever. White wins as 
follows: 
28.N*e7+ Kh8 29.N*g6+ bxg6 [29 . .. fxg6 30.Rxj8+ Qg8 
(but what if he rescues and drops something else? Ed) 
31.Rxg8 mate} 30.Nxg6+ and [setting aside 30 ... Kg8 
31.R*h8 mate} there are two continuations. 
(A) 30 ... fxg6 31.Rxf8+ followed by 

(At) 31. .. Qg8 32.(N-N)N*f7+ Kh7 33.R*h8+ [better 
is 33. (R-N)N*g5 mate. Ed} 33 ... Qxh8 34.Rxh8 mate. 
(Al) 31. .. (N-N)N*g8 32.R*h7+ Kxh7 33.N*g5+ Kh6 
34.(R-R)R*h7+ Kxg5 35.B*h4 mate. 

(B) 30 ... Kh7 31.Nxf8+ followed by 
(Bt) 31. .. Kh6 32.R*h7+ Kg5 33.B*h4 mate. 
(B2) 31. .. Kg8 32.R*h8+ Kxh8 33.(N-N)N*g6+ fxg6 
[33 ... Kg8 34.B*h7 mate) 34.Nxg6+ Kh7 [34 . . .Kg8 
35. (R-R)R*h8 mate} 35.(R-R)R*h8+ Kxg6 36.B*h5+ 
Kg5 37.B*h4 mate. 

ISOLATED 'AWNS 
by David Pritchard 

The Book of Games by Richard Sharp and John Piggott 
(Artus 1977) is a large fonnat, full colour book mainly of 
card games. It does however contain one or two chess 
variants the authors' knowledge of which appears to be 
somewhat limited (the entry on chess includes two illegal 
positions). For example: 
Scotch Chess (i.e. Progressive Chess): 'The name of this 
extraordinary chess variant is an insult to Scotland. The 
game's only advantage is that it is usually extremely short.' 
Kriegspiel: 'Draws are very common and in fact are the 
standard result between inexperienced players. ' 
Suicide (=Losing) Chess: ~ pawn which reaches the eighth 
rank must become a queen. ' 

Peter Michaelsen has kindly translated for me an article on 
the Double Chess Game in Archiv der Spiele, part III 
(Berlin 1821). The game appears to be identical with the 
variant of the same name credited to L. Tressau (1840) in 
the ECV, putting its' origins back a couple of decades. The 
Double Chess Game is a Chessgi - Circe hybrid, 
anticipating both games by a century and a half. 
Interestingly, the inventor forbade the Archiv der Spiele to 
publish his name, a modesty rare amongst the creators of 
variants. 

A new game called Gothic Chess is advertised in issue 378 
of NOST-algia. On inspection, this is simply a variant of 
Capablanca Chess and is mentioned in the ECV. Board 10 x 
8; extra pieces are an Archbishop (B+N) situated between 
the QN and QB; and a Chancellor (R+N) placed similarly 
on the king's side; plus two extra pawns to complete the 
array. There is now, swprisingly (and perhaps fleetingly) a 
Gothic Chess Association at 1735 Marlcet Street suite A-
436, Philadelphia PA19103 U.S.A or at 
www.GothicChess.com. 

Reciprocal Chess, a variant by Philip Cohen (?), was 
published by John Bosley in NOST-algia last year. Each 
square on the board has a reciprocal square (e.g. b2/g7). 
Usual array and rules. Each move consists of two parts: a 
normal move and a move of the man (of either colour) on 
the reciprocal square. Captures are permissible in both 
parts, including the capture of a friendly man by a hostile 
piece. The second part is omitted if the reciprocal square is 
vacant or if in the first part the move or capture is to the 
reciprocal square (e.g. Bb2xg7). A move is illegal if the 
reciprocal square is occupied by an immovable man. The 
king can be checked in either or both parts of a move. A 
player whose king is in check must get out of check with 
the first move of a turn; note however that this could be a 
move immobilising the attacking piece. Castling is a king 
move so any man on the reciprocal square of the rook is 
unaffected The McCallions recommend reversing the 
initial positions of the Black king and queen. 
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EURDIUG 2000 
by John Beasley 

Condensedfrom the report in Fabrice Liardet's web pages, 
with permission. For the full report, see Fabrice 's Internet 

pages at http://matador.unige.chlnablal 

Fabrice tells me that the date of Eurobug 2001 will be 
announced much longer in advance; we shall try to keep 
readers informed. 

Among the more delightful events of the past year appears 
to have been the European Bughouse Gathering held in 
Geneva on July 8-10. Sadly, none of the VC team was able 
to go, but the report in Fabrice Liardet's Internet pages 
suggests that a very good time was had by all. We are 
grateful to him for permission to quote from it here. In 
Bughouse, players form teams of two, one playing White 
and one Black, and a player who captures a man passes it to 
his partner who may subsequently drop it on the board 
instead of playing an ordinary move. The g;une is played at 
blitz time limits (typically five minutes for the g;une), and 
the first mate or flag fall determines the team result. 

The weekend attracted 27 participants, including four 
from Germany, one from Russia, and one from Egypt. The 
main event on the first day (Saturday) was an eleven-team 
double round robin with significant prizes, won with an 
excellent 19/20 by the German pairing of Marcus MUller 
and Georg von Zimmermann. To put this in context, the 
report notes that even the backmarkers (2/20 but "obviously 
having great fun, and always a large smile when 
announcing their result") played ordinary chess to around 
2000 Elo, besides being no strangers to Bughouse. 

After the tournament, informal play continued until past 
midnight, and the report includes an example showing that 
"luck was an essential element in brilliant tactics". The 
position is approximately reconstructed as below: 

Fabrice, playing Black on the lower board, noticed that Qe7 
would be mate on his partner's board, and so dropped his 
spare queen on el to force a queen trade and give his 
partner a queen in hand: 1 ••• Q@e1+. Unfortunately he had 
forgotten to check whose move it was in his partner's g;une, 
and after White's 2.Qxe1 on his own board and Black's 
l ... B@d3+ (bishop drop) on his partner's board it was his 
partner who was going to get mated The only possibility 

left was to play for mate, which duly materialized by' 
2 ... Nxb2+ 3.Kc2 (3.Ke2 Qd3#) 3 ... Qd3+ and White had to 
sit, as 4.Kxb2 N@a4# would have meant mate in one (see 
diagram at top of next column). But Fabrice and his partner 
were 3 seconds ahead on time, so this meant that the victory 
was theirs ... 

(Readers who have not played Bughouse may welcome 
a word of amplification. In the position above, neither 
White wants to move, because he will be mated in a move 
or so. So the White who has more time on his clock sits 
without playing, and the other White has the choice of 
allowing mate or losing by flag-fall. In such circumstances, 
even a one-second time advantage is crucial.) 
All this was on the Saturday. Sunday featured outdoor 
Bughouse on giant boards in the park, a game demanding 
good physical condition, excellent skills for blind play 
("bughouse on giant boards is really a semi-blind game, as 
the pace of the games rarely allows the players to examine 
the whole position"), and juggling skills ("try this game and 
you will understand why this helps!"). What the passers-by 
made of it is not recorded, but it is reported that one of 
them managed temporarily to nick one of the clocks while 
the players were concentrating on the other board Large 
chessboards in parks or squares are a feature of several 
European cities, though in England I think I have seen them 
only in Leeds. 

There followed a session of the incredible Multiple 
Bughouse, fought out between teams of eight (pieces could 
circulate freely within a team, and the first team to score 4 
wins took the match). This created problems. One player, 
needing a queen or rook to force mate and having a queen 
available to him, selflessly declined to use it, thinking that a 
rook might turn up as well and that one of his teammates 
might need the queen more than he did But time passed 
and no rook appeared, and then another member of his team 
took the queen anyway ... He lost. 

Rain on Monday drove the participants back indoors, 
where various exotic variants were tried The most popular 
proved to be Extinction Chess (losing the last man of a kind 
loses the game), which apparently plays very well in 
Bughouse form. Invention is clearly inexhaustible, and a 
very good thing too. The survivors then turned to billiards, 
and it occurs to me that billiards might be converted into a 
chess variant by giving each player a "king" ball which his 
opponent must try to pot. I am sure that workable rules 
could be invented 
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GAMES GALORE 
by David Pritchard 

Cardmate 
Cardmate is, predictably, a game that combines chess and 
playing cards. It was entered for the lOO-square competition 
in the Chess Variant Pages on the Web. It is by no means 
simple. I do not have any information on the inventor. 
The equipment required is a 10 x 10 chequered board and a 
standard 52-card pack of cards (no jokers) plus four Is in 
addition to aces. Cards are ranked from 1 to ace; suits are 
equal. No chessmen are used. Each side has a two-square 
palace (ellfl and elO/flO) occupied initially by the four 
kings. Cards move and capture according to their rank. 
Cards I to 7 inclusive move and capture by a single-square 
move. Note that a card attacks the number of squares 
equivalent to its' rank (e.g. 5s = 5 squares):-
1 s - Straight forward A one, on entering the opponent's half 
of the board, may promote to ace. 
2s - Diagonally forwards. 
3s - Straight or diagonally forwards. 
4s - Diagonally forwards or sideways. 
5s - Straight or diagonally forwards or sideways. 
6s - Diagonally forwards or backwards or sideways. 
7s - As the 6s but also straight forward 
8s - As a knight. 
9s - As a bishop. 
All ranks 1 through 9 can in addition move, but not capture, 
one square straight back. 
10s - As a rook. 
Js - As a knight or as aqueen up to two squares only. 
Qs - As a queen. 
Ks-Asaking. 
As - As an amazon (that is Q+N) 
Capture is by displacement with the following restrictions:
(1) A lower-ranking card cannot capture a higher-ranking 
card of the same suit. 
(2) A higher-ranking card MUST capture a lower-ranking 
card of the same suit but can choose between alternatives. 
(3) Any card may capture ANY card of a dijJerent suit. 
You win by either capturing both the opponent's kings or by 
entering his palace with one of your kings. 

10+ 8 ... 9. Q ... K. K+ Q. 9+ 8. 10. 
7. 6 ... J. 5 ... 5. J ... 6. 7+ 
4+ 2 ... 3. 1. 4. 3. 2. 1 ... 

1+ 2. 3 ... 4. 1. 3. 2. 4 ... 
7 ... 6. J. 5. 5+ J. 6. 7. 
10. 8. 9 ... Q. K ... K. Q+ 9. 8. 10 ... 

The starting position is illustrated Note that the four aces 
are not in the array but are held in reserve for pawn 
promotions. 

Royal Chess 
Royal Chess or Chess Royale was invented by Fred 
Herschler and was submitted to 3M, the American games 
company, on 2nd October 1972 on the grounds that the 
'subtle yet interesting' changes to the orthodox game could 
be covered by copyright. Not surprisingly, 3M found this an 
insufficient reason to market yet another large variant 
which, on the face of it at least, does not appear to have any 
special claim to fame. Board 10 x 10; extra pieces are a 
Queen's Champion and a Prime Minister with one of the 
extra pawns nominated as a Jester. The powers of these 
pieces are: 
Queen's Champion: the piece has the identical move to that 
ofa Zebra (opposite corner of any 2 x 3 rectangle). 
Prime Minister: described as having half the power of the 
queen 'and can thus move 5 spaces (or half the board) in 
any direction'. (perhaps meaning four squares?). 
Jester: as a king but can only capture pawns. In addition the 
Jester may be used (and I quote) 'to exchange places with 
the king is put in check or checkmate. The king is moved to 
the king's position and the Jester is taken if elected (likely 
only when the king is in a checkmate situation) (sic).' 
The king moves three squares when castling otherwise all 
normal rules of chess apply. Array (al-jl and alO-jlO) 
RNBCQKPBNR; (a2-j2 and a9-j9) PPPPPJPPPP. 

Tile Chess 
This variant is marketed by Steve Jackson Games Inc. in 
the U.S.A A set comprises six standard sets of chessmen, 
distinguished by colour, to allow up to six players to take 
part. The chessmen are in the form of 2-inch square 
cardboard tiles: there is no board Instructions for play, 
including that of suggested variants of the main game, 
cover four large double column pages and are therefore 
only summarized here. Before starting, the players agree 
how many pawns to use (the fewer the pawns, the faster the 
game) but the usual eight pawns are recommended for a 
two-player game. Players take it in turns to place a tile on 
the table. Tiles may be placed in any order except that the 
kings must be placed last. After the first tile is placed, every 
subsequent tile must be placed so as to be adjacent, 
orthogonally or diagonally, to at least one tile already 
positioned 
When all tiles are placed, players move in turn as usual. A 
turn may consist of the repositioning of a tile or a capture; 
at all times however the tiles must remain united A move 
which separates the tiles into two or more groups is illegal; 
hence an apparent threat may not be a threat for this reason. 
Pawns move one square at a time but may capture both 
diagonally forwards and backwards. The pieces move 
normally but can also move over friendly pieces. The object 
is to capture the opponent's king. With three or more 
players the aim is to be the sole survivor. 
Astonishingly, Jason Wittman and no less than four others 
are credited with the development of Tile Chess and 
another 18 with the play-testing of this mainly unoriginal 
game. Compare Chess Cards, Choiss, Schach Plus, 
Stochastic Chess. To purchase, contact marketing manager 
Ross Jepson, Box 361 Irricana, Alberta, Canada (tel: 403-
935-7735). 
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X/A NtiQ/ 
by Paul Byway 

Here is a game from the 1st European 
Spring XiangQi Tournament in Paris. 

Red: Paul Byway 
Black: Joel Janin 

1. C2=S N2+3 
2. N2+3 C8=6 
3. Rl=2 N8+7 
4. P3+1 R9+1 
S. N8+7 P3+1 
6. C8=9 R9=4 
7. R9=8 R4+S 
8. CS=4 Rl=2 
9. B3+S C2+4 

10. C4+1 R4-2 
11. R2+6 R4=6 
12. C4+4 R6-2 
13. G6+S B3+S 
14. R8+1 N3+4 
lS. C9+4 P7+1 

1 234 567 8 9 

9 876 543 2 1 

This doesn't solve Black's problems on 
the third rank. 

16. C9+1 BS-3 
17. R2=S G6+S 
18. C9=3 P7+1 
19. R5=3 C2+1 
20. R8=9 P7=6 
21. N3+2 N4+3 
22. GS-6 

Planning to switch the remaining rook 
to the right flank. 

22. R6=4 
23. N2+4 P6+1 
24. R9=2 P6+1 
2S. C3=2 P6+1 
26. R3+3 

I see the outline of the coming attack 
and happily offer a cannon. 

26. GS-6 

Variant Chess 36 

27. R2=4 R4=8 

1 2 3 4 5 8 9 

9 876 5 4 3 2 1 

Can you see the killer blow? 
28. R3=4! KS=6 
29. N4+3 Resigns 

If Black had declined to capture the 
rook, still he would have lost by force. 

Now a key clash from round 5 of the 
XiangQi tournament at this year's 
Mind Sports Olympiad, held at 
Alexandra Palace in the summer. 

Red: Claus Tempelmann 
Black: David Young 

1. C2=S C8=S 
2. N2+3 N8+7 
3. Rl=2 R9+1 
4. P3+1 R9=4 
S. N8+7 R4+S 
6. N3+4 R4=3 
7. N7-S 

5 6 7 8 9 

9 876 543 2 1 

A line made famous by Hu RongHua. 
He saw that this highly dangerous 
knight move leads to a good position 
as long as the knight promptly moves 
out of the centre of the palace. If 
... C5+4; N4+6. 
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7. R3-2 
8. NS+3 N2+1 
9. C8+4 C2=3 

10. C8=S G4+S 
11. G6+S Rl=2 
12. B7+9 Pl+l 
13. R9=6! Nl+2 

5 6 7 8 9 

987 6 543 2 1 

14. R6+7? 
The turning point. Red should have 
played 14.N4+6 

14. R3=6 
lS. KS=6 B3+1 
16. R6-4 N2+3 
17. K6=S N7+S 
18. CS+4 N3+1 
Resigns 

This is one of my games from the 7th 
International Championship of 
France, held in September, this year. 

Red: Cao Quoc 
Black: Paul Byway 

1. C8=S N8+7 
2. N8+7 Nl+2 

This is the Single Knight defence to 
the Central Cannons opening, in a 
reflection of the usual arrangement. I 
choose this less common line in the 
belief that it is sound I don't think I 
can ever be as well prepared as my 
opponents in a main line Two Knights 
defence: in this way I hope to even the 
odds a little. 

3. R9=8 Rl=2 
4. P3+1 C8=9 
S. N2+3 R9=8 
6. Rl=2 R8+4 
7. C2=1 R8+S 

Who profits from this transaction I 
wonder? Each side has lost 3 tempi. 

8. N3-2 C2=3 
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9. R8+9 Nl-2 

1 234 5 6 789 

9 8 7 6 5 4 3 2 1 

10. CS=3 B3+S 
11. C3+4 C9+4 
12. P7+1 P3+1 
13. N7+6 P3+1 
14. N6+4 PS+l 

Saving a pawn and impeding 
knight at the same time. 

15. B7+S P3=4 
16. P9+1 C9=6 

1 234 567 8 9 

987654321 

17. Cl+2 P4+1 

the 

I am hoping that the cross-river pawn 
will balance the pressure on my 
knight. In addition play is governed by 
the desire to keep Red's right-hand 
cannon out of play. My next two 
moves should also be seen in this 
light. 

18. PS+l P9+1 
19. Cl-l P4+1 
20. PS+l P4+1 
21. N4+3 

It was here that my opponent realised 
the danger. After thinking for longer 
than usual he captured my knight with 
noisy decision. He wants me to notice 
that there's a piece to be recaptured. 
Since he could have played N4-5 he's 
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gambling - but rm not quite as dumb 
as he thinks. 

21. C3+7 
22. G6+S C6=2 
Resigns 

There is nothing to be done about the 
double cannon mate, and his cannon is 
still shut out. 

Here is one of the crucial games from 
the first European Spring XiangQi 
Tournament, which took place this 
year. The annotation marks are taken 
from David Woo's report of the event. 

Red: Claus Templemann 
Black: Jouni Tolonen 

1. C2=S C8=S 
2. Rl+l R9+1 
3. Rl=6 N2+3 
4. N2+3 C2=1 
5. P7+1 Rl=2 
6. C8=7 R9=2 
7. P7+1!? R2+8 
8. R9=8 R2+9 
9. P7+1 R2=3?! 

10. C7-1 

1 2 3 4 5 

987654321 

Black to play: he has won a knight, but 
Red hopes to regain at least his piece 
with an attack on the left flank. 

10. Cl+4 
So he gives the piece back without a 
fight. A study of the position suggests 
that after 11. .. N2-1 12.C5=7 R3=2 
13.R6+7 Cl+4 14.R6=2 Cl+3 he 
retains the advantage. 

11. P7+1 B3+1 
12. CS=7 R3=2 
13. C-=9 R2-2 
14. C7=S N8+7?! 
15. P7=6 Cl=7?! 
16. P6=S C7+3 
17. G4+S R2=S 

18. C9+6 
19. C9+2 
20. N3+4 
21. N4+S 

1 2 3 4 5 

Page 65 

N7-8 
G4+S 
RS=9? 

9 876 5 4 3 2 1 

Black doesn't have a good move. His 
attack is not sufficient to 
counterbalance the devastating effect 
of Red's threat ofN5+7. If 21. .. R9=3 
22.R6=8 and The threats posed by 
rook, cannon, knight and pawn should 
be enough to win the game. 

21. B7+S 
22. NS+7 
23. R6+6 
24. R6-1 

GS+4 
KS+l 

Resigns 

X/AII'fll RAT/II'S 

I recently received an e-mail from 
Siegfried Huber, giving Elo Ratings 
based on the Mindsports Olympiad 
(MO) in Summer and the French 
Championship (FC) in Autumn. These 
are lower than Performance Ratings 
for the same events, which were 
generated immediately afterwards. I 
suppose the system contains a 
damping factor but the details are a 
mystery to me. Here I reproduce the 
English Ratings above 1000. 

Player MO FC 

DavidYoung 1993 1993 
Cong Pao Chong 1867 
La Khanh-Hoa 1825 1909 
Liu SiHinh 1811 
Lai Chi Kong 1755 1769 
Paul Byway 1713 1755 
DongJun 1713 
WuCaiFang 1391 1328 
Zhang Wen Bin 1384 
Peter Wood 1244 
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MAI/MUMMIII' 
by John Beasley 

One of T. R. Dawson's more fruitful 
ideas has been the maximummer, in 
which Black is allowed only to play 
his longest legal move. This enables a 
composer to focus on the play of 
interest without the need to worry 
about side variations. 

1 - T. R. DAWSON 
Fairy Chess Review 1937 

Maximummer. mate in 3 

For example, consider 1. We 
would like to get bR to g8 or h7, and 
without the maxi condition there 
would be no chance. With it, we have 
1.Rf5 and I.-Rc8 2.RcS Rg8 3.RhS 
or 1 .•. Rh3 2.Rf3 Rh7 3.Rf8. Note that 
only I.Rf5 works. If I.Rf4 then 
l...Rc8, and after 2.Rc4 Black has 
2 ... Rxc4; if l.Re6 then again l...Rc8, 
and 2.Rc6 RgS 3.Rh6 isn't mate. 

2 -I. Tarn 
Fairy Chess Review 1955 

Maximummer, mate in 5 
(a) as set, (b) wBe7 for wN 

2 and 3 are two more problems 
which show the gentle piloting of 
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Black men into blocking positions. In 
2, as set, I.NfS Rh7 2.Ng7 Rhl 3.NhS 
Bh2 4.Nf4 Bfl S.Nh3; with wBe7 
instead of wN, 1.Bf8 2.Bg7 3.Bh6 4. 
Bf4 S.Be3. In the wholly frivolous 3, 
which was sent to TRD as a "get well 
soon" after an appendix operation. 
1.e6 Bal 2.eS Qbl 3.e4 RaJ 4.e3 Rb2 
S.e7 Bb3 6.Nb4. TRD remarked that 
the receipt of this did his spirits no end 
of good. 

3 - Alain C. WIllTE 
Problemist Fairy Supplement 1933 

Maximummer, mate in 6 

4 - T. R. DAWSON 
5th HM, BCF Tourney 1944 

Maximummer, mate in 3 

In 1944, the BCF held a tourney 
for three-move maximummers. and 
not for the first time 1 find myself 
widely at variance with a tourney 
judge. 4 has only three variations, but 
they have a poise and clarity which put 
it in a different class from the 
problems that were placed ahead of it. 
1.QdS gives Black two additional 
moves, and we have three beautifully 
economical lines: 1 ••• Ba5+ 2.Rb4 Bd8 
3.Qb7, 1 ••• Be5 2.Rd4 Bb8 3.Qd7, and 
1.BbS 2.Rc4 Bd7 3.Qa8 (bBc7 is 
pinned). 
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But while there have been some 
elegant direct mate maxis, the chief 
hunting ground of the maximummer 
has always been the selfmate. The 
orthodox selfinate tends to feature a 
White force so overwhelmingly strong 
that Black is little more than a passive 
manipuiatee, and the "maxi" condition 
provides a heaven-sent opportunity to 
introduce some lightness and grace. 
The very first maxi, by Dawson in the 
Chess Amateur in 1920, was a 
selfinate, and selfmates have 
continued to dominate the field both in 
nwnber and in quality. 

S - T. R. DAWSON 
Deutsche SchachbUitter 1923 

Maximummer, selfmate in 5 

For example, consider the early S. 
(This example, like the next two, 
comes from the delightful 1952 book 
Figuren-Rundltiufe im Schachproblem 
by W. Karsch and W. Hagemann, a 
copy of which was bequeathed to the 
British Chess Problem Society by the 
late Dennison Nixon) Black, to move, 
could mate by 1 ••• Qcl, but how could 
you force this move in orthodox play? 
You couldn't, but with the maxi 
condition it would be the move that 
Black would have to make. All right. 
can we get back to this position with 
Black to move? Yes, we can: 1.Rd2 
(temporarily blocking the diagonal h6-
cl and so forcing h6-a6 as Black's 
longest alternative) 1 ••• Qa6+ 2.Kb2 
Qh6 2.Khl Qa6 4.Ra2 Qh6 S.Kal. 
All the pieces are back where they 
started. wR by a single out-and-back, 
bQ by a double out-and-back, and wK 
by a triangle, but now it is Black to 
move: 5 ••• Qcl. 

6 (next page) is even more elegant. 
Black to play, 1 ••• Rf1 mate; 
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White to play, 1.Bf4 Ra8 2.Bb8 RaJ 
3.Ba7 Rf3 4.Be3 Rf8 S.Bd2 Rn. The 
authorship is my conjecture. Karsch 
and Hagemann say nothing, but Sola 
composed at least one other good maxi 
and he was contributing to Adeverul 
Literar at the time. 

6 - Anon (p. SOLA?) 
Adeverul Literar 1934 

Maximummer, selfmate in 5 

7 - H. ST APFF and R. QUECK 
1 pr Schachmatt 1947 

Maximummer, selfmate in 8 

7 offers a longer set play: 1 •.. Re8 
2.Nc1 Ba6 3.Nd3 ReI 4.Nxe1 Bfl 
S.NO Ba6 6.Ngl Bfl 7.Ne2 BhJ 
mate. This is a 6-square knight tour, 
good enough for most of us, but in the 
actual solution the play is even better: 
1.Nc3 Ba6 2.NbS Re8 3.Ne7 Bfl 
4.Nxe8 Ba6 S.Ng7 Bfl 6.NhS Ba6 
7.Ng3 Bfl 8.Ne2 Bh3. 

But the star of the show must be 8. 
There is no set play here, but just look 
at this perfect eight-point Q-star: 1.e4 
Qf8 2.exdS QaJ 3.d6 Qb3 4.Ke2 (the 
only waiting move available) 4 ••• Qc8 
S.d7 Qcl 6.d8R Qb6 7.Rd2 Qa6+ 
8.Kdl Qfl. With a mere five men, 
each of which plays a significant role, 
this is one of the classics. 
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8 -J. SUNYER 
Chess Amateur 1927 

Maximummer, self mate in 8 

The double maximummer, in 
which both sides have to play 
maximum length moves, has prompted 
relatively little composition, and the 
inverse maximummer, in which the 
condition is applied only to White, 
might seem even less promising. But 
consider 9. What is wrong with l.Nc4, 
2.Na5, 3.Nc6, mate in 31 Only that 
Black has 1...Bxd4 and 2.e5, 
unpinning wR and forcing 3.Rgl! 
Correct is 1.Nb3 with the same threat, 
when White can meet 1 ••• Bxd4 with 
2.Nxd4 (3.Rgl and 4.Rg8). If Black 
plays ... Bxg7+ at any time, White 
simply replies Kxg7. 

I suggest that the "inverse maxi" is 
a genre that might deserve more 
attention. The present example is 
illegal (nine Black pawn captures), but 
no doubt this can be fixed. 

9 - I. GU1TMAN and K. HAJEK 
Problemist Fairy Supplement 1934 

Inverse maximummer, mate in 4 

Maximumming in play has also 
received little attention To impose 
such a restriction only on one side 
unbalances the game far too much, 
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and even a White starting only with 
Kel and Bcl can force a win against a 
maximumming opponent. He plays for 
a position like this: 

and then mates by 1.Bf4 0-0 (this 
counts as of length 4) 2.Bd6 Bel 
3.BxfB Bb6 4.Bxb6 Kb8 (ab!) S.Ke7 
fS (a sad necessity) 6.Kf7/8 f4 7.Bg7. 
Shades of d'Orville and Troitsky! 

On the other hand, if we insist that 
both sides play maximum-length 
moves, the chances of either being 
able to give mate appear impossibly 
remote. Yet if we require each side to 
play for selfmate we get a game 
which, if perhaps not genuinely 
playable, is at least analysable. 
Consider the opening 1.Nc3 Ne6 
2.NdS. If Black innocently echoes 
2 ••• Nd4, he loses. White starts 
3.Nxe7+ Qxe7 4.NO Qxb2 S.Nxd4 
Qb8 6.Rxb7 Qb2 7.Rxh2 Rxb2, and 
Black must ping-pong on the h-file: 

There follows 8-l0.Nxb7 Rh8 11-
l3.Nf4 Rhl 14.Nb3 Ba6 IS.Nf4 Rh8 
l6.NhS Bxe2 17.Nf4 Rhl 18.NhS 
Ba6 19.Qg4 (wBfl is pinned) Bxfl 
20.Qa4 Ba6 and it's mate. Similar 
play follows most other Black second 
moves, and there is a harder win after 
2 ... Ne5; only by playing 2 ••• Nb6 to 
block the h-file (a move on which I 
have yet to reach a verdict) may Black 
have a chance of survival. 
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AUCTIDN TC 
from Ivan Dirmeik 

Variant Chlss 36 

White 
lain Smuts 

Black 
Ivan Dirmeik 

1. a8-c8 
I think this is the first occurrence of Black interchanged pieces on as and 
this variant in the pages of Variant cS, to give the following position. 
Chess. lvan sends us an Official 
Challenge Match played under the 
auspices of the South African 
Correspondence Chess Association 
against lain Smuts. 

The back ranks are randomised 
beyond the control of the players 
(opposite coloured bishops and no 
castling). In Transcendental Chess two 
games are played with the same setup 
but opposite colours. In Auction TC 
(one game only) players bid for the 
right to be White or Black by offering 
tempi for the privilege. These must be 
used on the ftrst move. One tempo 
translates into the right to exchange a 
pair of pieces (bishops must remain of 
opposite colours) or make a pawn 
move. Here is the initial position. 

The tournament director decides who 
shall start the bidding process. This 
went as follows. 

lain Smuts' first bid Wl 
(He wants White and offers one 
bidding tempo). 

Ivan Dirmeik's response Pass 
(He accepts, and will play Black with 
the ftrst move). 

This is the key stage of the game, and 
I can't help feeling that lvan came out 
well ahead of lain. Looking at the 
Black position one can foresee the 
shape of things to come. After ... g6 
and a queen move he has no problems. 
The rooks are centralised, the king is 
castled with a ftanchetto and the other 
pieces give no trouble. As the game 
progresses we shall see White fail to 
ftnd a smooth development for fl,gl 
and hI. 

2. d2-d4 d7-dS 
3. Nel-f3 Bc8-f5 
4. c2-c4 Bf5xbl 
5. Qclxbl dSxc4 
6. h2-h3 e7-e6 

7. q2-q3 
A better choice would be Bh2, perhaps 
to be followed by g4 and Kg2; the 
move chosen is positively unhelpful. 

7. c7-c5 
8. Nal-c2 Nb8-c6 
9. 

10. 
11. 
12. 
13. 
14. 

e2-e4 
Nc2xd4 
Rdlxd4 
Nf3xd4 
Nd4-b5 
Nb5-c3 

15. Rhl-h2 

c5xd4 
Nc6xd4 
Rd8xd4 
Re8-d8 

a7-a6 
q7-q6 
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Perhaps White could try f4 and Bn, to 
be followed by Kg2 and Rdl. Having 
been given a pawn in the opening, 
Black continues in a logical and 
forceful manner to increase his 
advantage. The three White kingside 
pieces make a sad impression 

15. Rd8-d3 
16. Qbl-c2 b7-b5 
17. a2-a4 
18. a4xb5 
19. Rh2-q2 
20. Qc2-e2 

21. Qe2-q4 

Na8-c7 
a6xb5 

Bf8-c5 
Qh8-f6 

White would at least have a glimmer 
of play after 21.e5 Qd8 22.f4 Bxgl 
23.Kxgl b4 24.Ne4 

21. 
22. f2-f4 
23. Kflxql 

Qf6-d8 
Bc5xql 
b5-b4 

Black presses on in a straightforward 
and vigorous fashion. The wretched 
White knight is driven from pillar to 
post. 

24. Nc3-a2 Rd3-dl+ 
25. Kql-h2 b4-b3 
26. Na2-c3 Rdl-d2 
27. Rq2xd2 Qd8 xd2 + 
28. Qq4-e2 Qd2xe2+ 
29. Nc3xe2 Nc7-b5 

Resigns 

There is no hope. For example: 
30.Ncl Nc3 31.e5 Na4 and wins. 
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THE END IS NIGH 26 Cal Nel Kd4 kd2 redundant move. In #87, for instance, 
27 Cal Nel Ke4 kdl Dipilato really was White, but appears 

by Paul Byway 28 Cal Nel lQ)3 kd2 as Black in the diagram: Mapelli, at 

MODEIlN COUIlIEIl CHESS 

The status of the ending king, knight 
and courier versus king has been 
determined. If a database program can 
show a draw on the 8x8 board then 
certainly it will be a draw on the 8x 12 

29 
30 
31 
32 
33 
34 
35 

Cal Nbl 
Cal Nel 
Cal Nel 
Cal Nbl 
Cal Nbl 
Cal Nel 
Cal Nel 

lQ)6 kb4 
Ka6 ka4 
lQ)2 kd2 
Kd3 kb3 
Kd2 kb3 
Ka4 kb2 
Kdl kbl 

courier board I mentioned this to John Thus far, I have managed to find the 
Beasley - who offered to speak to solutions up to the mate in 9. Here's 
Vaclav Kotesovec. Vaclav generously the solution for the specimen position: 
made the necessary modifications to 1.Cc3 Kb2 2.Kd2 Kb1 3.Ca5 Kb2 
his database program. The e-mail from 4.Kd1 Ka1! 5.Nd3 Kb1 6.Kd2 Ka1 
JDB reads: '1 asked Vac/aY Kotesovec ( ••• Ka2 is similar) 7.Kc2 Ka2 
about K,N,C v. K in Praha on 8.Nc1+ Ka1 9.Cc3 mate. 
Saturday, and the 8x8 answer 
(normally drawn, only a very few The longest (35 moves) solution starts 
wins) was waiting for me when 1 got from the diagram below. Although the 
home last night. The analysis was easy solution hasn't yet been worked out, it 
- just a matter of defining a new piece clearly begins with 1.Nc2 Kb2 2.Kd2 
and calling a standard program - and Kb3 3.NaJ Kb4 4.Cc3 and Black 
the run took only a minute'. I give the has reached the limit of his cage 
results here 'for the record' and will no (shown by asterisks). 
doubt return to them later. The list 
gives the number of moves to mate 
followed by a specimen position. 
Black's drawing plan must be to retreat 
to the 'safe' corner (/8 in this case) - a 
square on his first rank of the colour 
the courier is travellimg on. 

Cel Nd2 Ka3 kal 
Cel Nbl Ke2 ka2 
Cdl Nel Kg3 kgl 
Cbl Nel Kg3 kgl 
Cbl Nel Kf2 khl 

kbl 
kbl 
kbl 
kb2 
kbl 
kbl 
kbl 
kbl 
ka2 
ke2 
ka2 
kbl 
kb2 
kel 
kdl 
kbl 

SOLUTIONS TO COM'ETlTION 11 

#84 7. bxg3, e5, exd6, dxc7, cxb8=Q, 
Nd4, Bc6 mate. 
#85 9. Nf3, Nxe5, Ng4, e5, e6, e7, 
e8=Q, ReI, Re7 mate. 
#86 9. Bc3, Ne5, Nxf7, Nd6, Kf3, 
Kg4, Kf5, Ke6, Ba5 mate. 

It seems that these were well received, 
and the success rate was very high. 
My thanks to Ian Richardson, Fred 
Galvin, David Pritchard and (a very 
welcome addition) Cedric Lytton. 

COM'ETITION 12 

series 10, missed a mate in 9. 

Dipilato -Mapel/i (1985) 
(colours reversed) 

#87 Mate in 9 

Crasto - Gatto (J 980) 

#88 Matein8 

Sarale - Buccoliero (1992) 
(colours reversed) 

#89 Matein8 

The current scores:-

Ian Richardson 
Fred Ga1vin 

00 
01 
02 
03 
04 
05 
06 
07 
08 
09 
10 
11 
12 
13 
14 
15 
16 
17 
18 
19 
20 
21 
22 
23 
24 
25 

Cal Ne2 Ke3 
Cal Nel Ke3 
Cal Nel Kdl 
Cal Nel Kd2 
Cal Nel Kd3 
Cal Nel Ke3 
Cal Nel Kd3 
Cal Ne2 Kdl 
Cal Nel :Kb5 
Cal Nd2 Ke2 
Cal Nd2 Kfl 
Cal Nfl Kd3 
Cal Ne2 Kd3 
Cal Nbl Ke3 
Cal Nbl Kd3 
Cal Nel Ke4 
Cal Nel Ke2 
Cal Ndl Kd4 
Cal Nel Kd4 
Cal Nel Kd4 
Cal Nel Ke3 

kbl This one repeats the format of David Pri tehard 
ka2 Competition 11: three positions from Rona1d Turnbu11 
kbl Italian Progressive Chess in which a John Beas1ey 
kb2 mate was overlooked. In two of them I Cedrie Lytton 
kbl have reversed the colours to avoid a stefano Bruzzi 

35 
30 
18 
10 

3 
3 
2 
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'IDBLE. 'AlES 
by Ronald Turnbull 

Sturm und Drang last time weren't 
altogether appreciated. "Let's have 
some clean simple stuff' said Ian 
Richardson (I paraphrase). I told him I 
could only publish what I got, and he 
obliged with 322. A move is only legal 
if it crosses a grid line. So bK on dl 
wouldn't be in check. 

322 - Ian RICHARDSON 

Grid chess 
Series helpmate in 7, 2 solutions 

In Kamjkaze Ciree, after a capture 
both the captured and the captor are 
reborn on their game-array squares (if 
vacant). So if I.ba=Q wN is reborn on 
gl, bQ on d8. In Malefique Ciree, 
rebirth is on the enemy game-array 
square. So in b), if I.ba=Q, wN is 
reborn on b8, bQ on d1. In each part 
there is also a duplex solution, where 
White starts and is mated by Black. 

323 - Luigi VIT ALE 

Helpmate in 2, duplex 
(a) Ciree Kamikaze 

Variant Chess 3& 

chess. Two composers have been 
inspired to new works with the old 
material, while Alex Ettinger offers a 
straight mate-in two. In 324 - 326, all 
captures are illegal. So in 324, 
interchange wQ and bPc5 for mate. In 
325 there are two solutions with a 
common opening move by Black. 

324 - Alex ETTINGER 

No-capture chess, mate in 2 

325 - Stephen EMMERSON 

No-capture chess, helpstalemate in 3 
2 variations (1,2~1,1~1,1) 

326 - Cedric L YTTON 

Autumn 2000 

each rook line is attracted towards the 
arrival square (if enemy) and repelled 
along it (if friendly). Kings are 
excluded. So if a White unit (not K) 
played to b7, wN would be repelled to 
h7: if a Black unit (not K) played 
there, wN would be attracted to c7. 
Pawns repelled to board end promote. 

327 - Ian RICHARDSON 

Magnetic chess 
Helpmate in 3, (b) wKf4 

I hope nobody's geUing tired of 
the next diagram. Stephen Emmerson 
eertainly isn't. In both diagrams, Ks 
have added power of Grasshoppers. In 
328 we have KOlnische Kontakt: every 
move's end square must be adjacent to 
some unit. (So I.bKd8 is legal, wK 
cannot capture.) In 329, any piece (not 
pawn) that moves (except: from 1,8 
ranks) leaves an enemy pawn on 
departure square (unless 8 pawns that 
colour already on board). l...b7+ not 
mate as 2.Kc6. Then 3.Kd5?? would 
be illegal because of the new wP 
arising on c6. 

328-329 - Step hen EMMERSON 

328: Scorpions, Koko 
Helpstalemate in I Y2, duplex 

329: Scorpions, enemy sentinels 
Helpmate in 3, set play, 2 sols 

No-capture chess, helpstalemate in 3 About half of the bare kings problems 
(a) as set, 1 sol, (b) bKd4, 2 sols that have been published, have been 

(b) wKf6, Ciree Malefique Kamikaze published here in VC. Surprisingly, 1 
Richardson himself is irresistibly haven't seen 330 before. Sentinels are 

Two issues ago, Ian Richardson attracted back to Magnetic Chess. as Enemy Sentinels above, except that 
offered a helpstalemate in no capture After any move, the nearest unit along pawns of own colour are left behind 
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In Bichrome, only a move that 
changes square-colour is legal (so 
l...wKgl is legal and not self-check); 
Messigny allows like pieces (here, Ks) 
to swap places instead of a normal 
move, with no immediate unswap. 
Peter Fayers also swaps the 
stipulation ... 

330 - Luigi VIT ALE 

Sentinels, helpmate in 4, duplex 

331 - Peter FA YERS 

Helpstalemate in 1 
(a) Messigny Bichrome 
(b) Bichrome Messigny 

The penultimate diagram would be 
spoilt by explaining it; the problem is 
to solve the stipulation rather than the 
problem, which is in itself 
unproblematic. 

332 - Peter FA YERS 

Helpmate in 2 
(a) Chinese Camelriders 

(b) Chinese Camel Riders 

Variant Chess 36 

As well as !an Richardson, Dr 
Lytton has criticised me for offering 
Sturm and Drang, on the grounds that 
Drang is stress (for alas, my vestigial 
German simply knows Drang as 'that 
stuff that goes with Sturm'). The 
phrase was originally used by Haydn 
to insult the music of Beethoven. To 
my mind Haydn's 'Creation' should 
have been drangier (the original 
Milton was): and drang lovers can get 
well stressed out on the final problem. 
A move is only legal when the 
Imitator can imitate it (same distance, 
same direction, unobstructed and still 
on the board). Transfer bK to a7 
(without moving I) and White would 
be in check He'd escape only by a 
pawn move taking I to hS. 

333 - Paul RAlCAN 

Imitator h7, self mate in 14 

Solutions within 3 weeks of receipt 
of VC will ensure publication of 
comments; solutions within 6 weeks 
could do so; later solutions get ladder 
points. email them if you like, to 
ronaldturnbull@appleonline.net. 

Solutions to VC 35 

311 (Richardson) 1...Nd7+ 2.d5(Nd6) 
Ne4(Ba4) b) 1...Nc4 2.bS Be4(Na4) 
Beautifully done reflected echo of 
thematic mate, with good play too -
CCL. Neither solution particularly 
easy for just 3 half-moves - SE. 
312 (Richardson) l.BeS 2.NbS 
3.RdS(BhS) 4.Bd4 S.RdS cxd3 and 
l.Bh7 2.Rh5(BhS) 3.RdS(Nd3) 
4.Bd4(RdS) S.RdS cxd3 Rook to both 
board edges, but repeat northward 
weakens the effect slightly - RT. The 
mate is of course ordinary; noteworthy 
is the way the condition helps to force 
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the move order SE. Two 
Platzwechsels with excellent series 
play. Ian is a master of the form! -
CCL. 
313 (Ettinger, Witztum) l.Rg4 GxeS 
2.Ne3 GxcS= b) l.Be4 SxfS 2.Sg4 
Sxd6 pinswaps with an escaped 
prisoner needing to be killed off - RT. 
GaS inactive in a), and - a fault in 
many orthodox positions also - wQ 
only pulls B's weight - CCL. And SE 
suggests wGhS to f6 and +bFf7 for 
further unity between solutions. 
314 (Ettinger) l.Gf7 Ga2 2.f5 Kf6 and 
l.Ga4 GfS 2.Ga7 Ga8 and 1.d3 Ge2 
2.Gf2 Gg2 First is best, but other two 
fun to find in a nice open setting - RT. 
Again, Gh8 only used in one line, but 
2 ... Kf6 nice - CCL. But SE can't see 
that it adds much to PS831 from the 
Problemist Supplement Nov 9S. 
315 (Emmerson) l.Ka8+ Kc6 2.Ka7+ 
KcS 3.Kb7+ ... 9.Ke4+ Kg2 1O.Ke3 but 
not the length record for mate 
delivered by bare king, as composer 
has 12-mover also in Vogtlander - RT. 
Took less time to solve than to write 
down! - AE. Vogtlander provides 
economical medium for staircase 
theme - CCL. 
316 (Emmerson) l.aS b7+ 2.P<>P a6 
3.K<>K a7 4.K<>K P<>P. Note that 
l.a5 is tempo move, set I...K <>K 2.a6 
b7+ 3.P<>P a7 4.K<>K P<>P Same 
motif as SE's 2HM last year, but 
excellently translated into VVP. SE 
another lateral thinker! - CCL. Nice 
logical problem, I enjoyed solving this 
-RT 
317 (Emmerson) l.K<>K 2.Kxa7 
3.KaS 4.b7 b)l.a6 b7+ 2.P<>P ab 
same mate, same number of moves, 
completely different routes - RT. 
318 (Emmerson, Turnbull) 0 ... K<>K 
l.a6 b7+ 2.P<>P ab and 0 ... Kc7 l.a6 
P<>P 2.Ka7 POP tempo move in 
first, switchback swaps in 2nd - RT. 
Vastly prefer 31S; tidier stipulation, 
much harder than 317 a), and shifted 
chameleon echo. Great stuff! - CCL. 
AE also prefers. 
X (popeye) solution last issue. CCL 
points out 'recip help stalemate' 
(apologies to composer) and 
comments 'This protoplasm just jolly 
glad he didn't have to solve - leave to 
neural nets! (jellyfish?)'. Well, I think 
even a jellyfish might have trouble ... 
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319 (Fayers) a) l.Ka2 Kc3 2.KaI Nc3 
(K in N-check may swap with N) b) 
1.Kb4 Nc2+ 2.K.a2 Nc3 (K in check 
may swap with K) c) (K in check may 
swap either way) 1.K.a2 Nb6 2.Kb2 
Nc4 which is a 2nd solution to a) and 
to b). Ingenious - SE. Three nice mates 
- CCL. Composer offers also d) 
"Neither", l.Ka2 Nc5 2.Kb2 Nc4, 
where K in check swaps with neither 
K nor N. Nice bad semantics; but too 
similar to a) - RT 
320 (Linss) Set l...Eh6 2.Zc5! (Ecl,a6 
now illegal check so) Ed2 3.Zf7 EaS 
4.Zd4 Ehl 5.Za6 Ec6 mate. Play 
1.Zb6! Ef7 2.Ze4! Eel 3.Zg7! Ec8 
4.Zd5! Eel 5.Za7 Eh6 6.Zc4! Ef2 
7.ZaI! Ee8 8.Zd3! Eg4 9.Zb6 Eal 
10.ze4 Eh8 11.Zcl Ec3, while if 
6 ... EdS 7.ZaI! Eg2 S.Zd3 EaS 9.Zg1 
Ehl - Poor Stephen, almost compelled 
by the dedication to solve this tough 
nut - RT; indeed, "I felt honour-bound 
to solve it, though 1 can't see any 
alternative to the computational 
approach that Popeye would also have 
employed. Interesting play and mates, 
though" -SE. Before embarking, he 
attempted to calculate his chances: 
average number of moves available to 
Royal zebra, excluding those guarded 
by bK and bE and those that give 
check to Black, approx 1.43, implying 
54 variations to explore. In the event, 
after excluding repeated positions, the 
first 5.5 moves turn out to be forced. 
AE solved the setplay "but not such a 
masochist as to attempt the solution!" 
321 (Raican) l.b4 f5 2.b5 f4 3.b6 f3 
4.bc fg 5.cdB giN 6.Bxe7 Nxd2 
7.Bb4! Bxb4 S.Kfl g6 9.Kg2 Bc3 
lO.Kf3 Ne111.Ke4 Nd5 12.Kxd5 Bg1 
13.Kd6 Bf8 switchback of black B -
PR. Simple start quickly becomes 
tricky, with tempting tries - RT. But 
CCL cooks 3.b6 f3 4.bc fg 5 cdN giN 
6.Nc6 Nxd2 7.Nxe7 Nfl (say) S.NxgS 
Ng3 9.Kd2 RxgS 1O.K.3 Rh8 1l.K.4 
g6 13.Kd6 Nd2. 
Scm!s:MJx13, SE 11,IR.5,CXL lo,MR 1, AE7. 

fJ.,TUAIl' 

from Ronald Tumbull 

I'm sorry to announce the death of one 
of our regular solvers, Or Aubrey 
Ingleton. Although Dr Ingleton was 
only an occasional composer, he was a 
very welcome solver whose comments 
were considered, appreciative and fair. 
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'CVS NfJTlCES Middlegame Mating Techniques ' 

Members are reminded that Here is another mickil~ :from play on 
nominations for office, and any which to hone your technique. The 
resolutions for the 200 I AGM, should solution is given at the foot of the column. 
be with the secretary not later than 
March 1. Two nominators or #3 
proposers are required in each case. 1 2 3 4 5 6 7 8 9 
To the best of our knowledge all the 
existing officers are willing to 
continue, as is the librarian (we are 
intending to propose a constitutional 
amendment at the AGM making this 
an elective office), but if anyone else 
wishes to join the team we shall be 
delighted to tell him what is involved. 

CORRECTION 

The Losing Chess study #S3 quoted on 
page 45 of VC 35 was wrongly 
attributed: it is by Fabrice Liardet 
and John Beasley, not by John Beasley 
alone. 

JD. NfJTlCES 

All readers of VC should have 
received a copy of John Beasley's 
booklet More flights of chess fancy. If 
any reader has not received his copy, 
will he please contact John? 

John also hopes that his document 
on Losing Chess endgame material 
will have been produced by the time 
this issue of VC appears in print. If any 
reader has been promised a copy and 
has not received it, again will he 
please contact John? 

IIANfI(J1 

David Pritchard has drawn my 
attention to the following press 
release:-
On Sept. 12th Brain Games Network 
plc (www.Braingames.net) signed an 
agreement with the Chinese Chess 
Academy for exclusive rights for 
broadcasting the World XiangQi 
Championships over the next five 
years. All 13 XiangQi Grandmasters 
will participate. Anyone anywhere will 
be able to enter the World 
Championships online for US dollars 
5. Chinese Chess will be available in 
English, Chinese and Spanish. '1 have 
spoken with Ray Keene who signed the 
agreement in Beijing' (DBP) 

9 8 7 6 543 2 1 
Red to play and win 

Tournament Results 

MSO London 2000 

Luckboon Young 
Lai Chi Kong 
La Khanh-Hoa 
Liu SiHinh 
Paul V. Byway 
DongJun 
Claus Tempelmann 
WuCaiFang 
Cong Pao Chong 
Zhang Wen Bin 
Rum Reinders 
John Lysons 
Frank Pisani 
Andrew Havery 

ENG 
ENG 
ENG 
ENG 
ENG 
ENG 
GER 
ENG 
ENG 
ENG 
GER 
ENG 
ENG 
ENG 

6 
4Yl 
4Yl 
4Yl 
4 
4 
4 
4 
3Yl 
3 
3 
I 
I 
I 

7th International Championship 
of France Paris 2000 

I give the top three players - all from 
France - and the English contingent. 
Dang Thanh Trung (I) 7 
Phung Kim Dang (2) 6 
Woo Wei Cheung (3) 5Yl 
Luckboon Young (10) 5 
La Khanh-Hoa (IS) 4 
Paul V. Byway (30) 3Yl 
Lai Chi Kong (31) 3Yl 
Wu Cai Fang (53) 2 
Peter Wood (56) lYl 

Solution to Problem #3 

l.N6+4 R-3 2.R8+9 G5-4 3.C7+3 
G4+5 4.C7-1 G5-4 5.R2=5 K5=6 
6.R8=6! C4-2 7.C7+l 
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The Chess Variant Pages 

The officers of the BCVShave recently been contacted 
by David Howe, Editor in chief of The Chess Variant 
Pages, who has offered to reproduce selected articles 
from each issue of Variant Chess on their website. 
After discussing the matter we were happy to accept. 
The two organisations cover the same field, and 
Variant Chess will be brought to the attention of a 
much wider potential readership, while The Chess 
Variant Pages will extend their already formidable 
coverage of the field. Truly a meeting of minds. 

The History of the Chess Variant Pages 

In January 1995 Hans Bodlaender started a small 
website on chess variants. Later he wrote descriptions 
of a number of variants that he found most interesting 
(e.g. those of several historic chess variants). After a 
while, interest began to grow and people began to 
send additional materials; the older materials were 
improved. In the following years the website became 
better known, was mentioned in several places, and 
received more and more visitors (and awards). The 
total of all hits up to the end of November 2000 is 
more than fifteen million. In the spring of 1997, David 
Howe offered his help in building the site, and in the 
spring of 1999 the editorial board was further 
increased, the site was moved and a domain name 
was obtained. In the week of 5-11 March 2001 alone, 
the site was augmented by an introduction to Shogi, 
information on the historic variant Tamerlane Chess, 
and ten new variants! 

Librarian Deadline for Contributions to VC38 
George Jelliss, 5 Biddulph Street, Leicester. 
Leicestershire LE2 1BH Please aim to deliver them by the first of June 2001. 

Va r I ant C h e.. is the journal of the British Chess Variants Society 

Subscription rates (one year, four issues) 
UK £8, Europe £9, Rest of World £9 surface mail, £11 air mail 

Cheques payable to 'British Chess Variants Society' 
Please note that we can no longer accept Eurocheques 
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UNBALANCED 'AMES 
by John Beasley 

There is a class of chess games in 
which White and Black have different 
sets of men and perhaps different 
objectives. The concept is familiar in 
physical sport, where ball-and-stick 
games such as cricket and baseball are 
widely played, but in these games the 
players take each role in turn and the 
object is to score more points than the 
opponent. The simple "win or lose" 
result of chess is not amenable to such 
treatment, and unbalanced chess 
games can easily become "who wins?" 
puzzles rather than vehicles for 
competitive play. Even so, they have 
their interest, and they are particularly 
suitable as subjects for "own 
invention" play and analysis: 
something to keep the mind busy 
when no opponent is to hand for a 
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including a "Shatranj diwana shah" 
where a solitary king able to move as 
any piece is pitted against a complete 
army. This game has attracted some 
attention in the modem literature, and 
The Encyclopedia of Chess Variants 
(pp 183-4) shows a win for the army. 
The rules can easily be varied in 
detail, and the Chess Variants pages 
(www.chessvariants.com) describe a 
version "Tiger hunt" in which the 
complete army lacks its queen. I think 
the army still wins (king, knights, and 
bishops appear sufficient to support 
the pawn barrier, leaving the rooks 
free to stake out new ground), but 
have not proved it in detail. 

Slightly more sophisticated are 
few-against-many games, where the 
single man has companions. Murray 
mentions another game from Lala Raja 
Babu in which two lions on dl/e1 face 
32 goats on ranks 5 to 8, but I cannot 
find the detailed rules. Better known is 

conventional game. Monster Chess, where the initial array 
The simplest are the one-against- is 

many games in which a single man 
with superior powers is pitted against 
a large army of standard men. Such 
games are very old A quick browse 
through Murray's "History" brought to 
light the game "De cercar la liebre" 
from the "Alfonso" manuscript of 
1283 (Murray, A History of Chess, pp 
568-9, 616-7) in which ten to twelve 
men have to catch a hare on a 5,0 
board, and I am sure those 
knowledgeable in board game history 
will be able to tell me of still earlier 
examples. 

The same passage of Murray 
mentions the game of Fox and Geese 
which I remember from my childhood 
(White has four geese which move one 
square diagonally forward, Black one 
fox which moves one square 
diagonally in any direction, no 
capturing, the fox aims to reach 
White's first rank and the geese aim to 
hem him in). I eventually worked out 
that the geese could always win, 
though not if they were careless, and 
this seems to be typical of such games: 
either the single man has a quick win 
or the many have a slow, and the 
analysis is not greatly difficult. For 
example, Murray (p 347) mentions a 
work by Lala Raja Babu which 
describes various games 

and Black is allowed to make two 
moves at once. But this also is a win 
for the larger army (for a crib, see the 
Chess Variants pages, item "Muenster 
Chess"), and the reason lies in the fact 
that the smaller army still cannot 
afford to allow a man to be ca~ 
even two-for-one swaps are likely to 
be good for the larger army. 

Much more scope is offered by 
multiple pawn games, where one side 
lacks a queen or some other man but 
has a number of extra pawns to 
compensate. Unlike most chess 
variants, these have been played at 
master level. They were played by 
Labourdonnais and Deschappelles at 
the Regence (Encyclopedia, p 223), 
and Alexandre's Collection des plus 
beaux problemes d'echecs of 1846 
gives four games by Kieseritsky. One 
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of these is in the Encyclopedia; here is' 
another. 

White Kieseritsky, Black Desloges. 
l.d4-d5 d7-d6 2.e4-e5 (White wants 
to throttle Black rather than to give 
him open lines, and my instincts 
would be to play 2.f5 aiming for a 
stonewall formation) 2 ••• e7-e6 3.e2-e4 
c7-c6 4.d5xe6 f1xe6 5.d2-d4 Nb8-a6 
6.Bfl-d3 b7-b6 7.Bcl~ BeS-b7 
8.Ngl-e2 g7-g6 9.Nbl-d2 Ng8-h6 
10.h2-h3 BfS-g7 11.0-0 0-0 12.a2-aJ 
d6-d5 13.c4xd5 c6xd5 14.c3-c4 RaS
eS (in the light of what follows, ... Qd7 
and ... Rfc8 might have been better) 
15.c2-c3 Na6-c7: 

16.Ral-dl (a truly mysterious rook 
move, but "D1B1" appears later so it 
cannot be a misprint) 16 ••• a7-a6 
(Black is playing to open lines on the 
queen's side) 17.a3-a4 Qd8-d7 18.g3-
g4 b6-b5! 19.a4xb5? (this gives Black 
an open file at once and must surely be 
wrong) 19 ••• a6xb5 20.c4xb5 Nc7xb5 
21.c3-c4? (and this is worse, loosening 
White's position and opening lines 
which Black will be able to exploit 
better than White) 21_d5xc4 (the 
source has "D7C4", which had me 
blinking for a minute) 22.b3xc4 NbS
c7 23.b2-b3 ReS-a8 (I would have 
been tempted by 22 ... Na6 aiming for 
b4, but it might have been difficult to 
maintain a man there) 24.d4-d5 Nb6-
f1 25.Be3-d4 (25.d6 
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would avoid what is to come) e6xd5 
26.c4xd5 Nc7xd5 (Black thinks this 
sacrifice is worth while, and I agree) 
27.e4xd5 Bb7xd5: 

I reckon Black should now win. He 
still has queen for knight, he can 
ramJBge at will on the queen' s side, 
and White's JBwns are not far enough 
advanced to be a serious threat. But he 
frittered away his advantage, and it 
was not to be. Play continued 28.Nd2-
c4 Qd7-b7 29.Nc4-d2 RfS-b8 
30.Rdl-bl Ra8-al (this attack is 
ephemeral, and Black should probably 
bring bNf7 and bBg7 into better play 
before indulging in tactics) 31.Nd2-e4 
Ra2xe2? (and his material superiority 
is certainly not so great that he can 
afford moves like this) 32.Bd3xe2 
Bd5xe4 33.0xe4 Qb7xe4 34.Bd4-e3 
g6-g5 (an understandable attempt to 
undermine wPe5, but I think it hurts 
Black more than White) 35.g2-g3 
(better was 36.Bfl with e6 and f5 to 
follow) 35 ••• g5xf4 36.g3xf4 Nf7-d8 
37.Be2-c4+ Kg8-h8 38.Rf1-dl Bg7-
h6 39.Rbl-cl Qe4-0 (whyever not 
the natural 39 ... Bxf4?) 40.Be3-d4 (in 
those days gentlemen would only 
attack, but the consolidating 40.Bfl 
seems better) Qf3xh3 41.Rdl-d3 
Qh3-h4 (4l...Qxg4+ loses to 42.Rg3, 
because of the mate threat on g8) 
42.e5-e6+ Bh6-g7 43.Bd4xg7+ 
Kb8xg7 44.Rd3-d7+ and Black 
played 44 ••• Kg7 -18 allowing 45.e6-
e7+. Had he not thrown away a good 
attacking piece by the overconfident 
3l...Rxe2, the result might have been 
very different 

According to Hans Bodlaender and 
Ralph Betza, writing in the Chess 
Variants pages, Labourdonnais and 
Deschappelles found eight pawns for 
the queen to be too much, and 
"probably they played with five or six 
or seven extra Pawns" . There still 
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seems scope for experiment here, and I 
doubt if the history of these games is 
finished. 

According to the Encyclopedia, 
multiple pawn games date from the 
18th century. Wholly modem are 
anti-computer odds games. These 
exploit a blind spot inherent in most 
computer chess programs, that if the 
machine thinks it has a win on 
material but cannot see how to win 
more material or force mate within its 
calculation horizon, it simply 
optimizes its position in some sense 
and then plays neutral moves to 
preserve its advantage. There is a 
hilarious description from the early 
days of computer chess in Bill 
Hartston's How to Cheat at Chess. 
Anti-computer games are even more 
ephemeral than most, because odds 
which give a good game a~ one 
computer may be hopelessly 
impractical against the next, but they 
can be good fun while they last. 

For example, in the 1980s I used to 
play against White Knight IT on my 
BBC Model B at odds of queen. 
Impossible, you may say, since White 
Knight IT was competently written and 
could win won endings. But I used the 
standard anti-computer strategy, 
blocking the centre and giving it 
nothing to bite on, and once it had 
completed its development it would 
see no way of improving its position 
and would start noodling. Meanwhile, 
I would gradually build up a king's
side attack, ending in a breakthrough 
sacrifice, and even with no queen to 
sharpen the attack I was able to score 
something like 40010. 

More radically, I sometimes play 
against Genius 2 on my 486/25 with 
the following array: 

Genius is willing to accept this as a 
starting position, and on material it 
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should be an easy win for the queens. 
In practice... 1.Nhl-g3 e7-e5 (the 
machine was set to five seconds a 
move) 2.Nal-b3 d7-d5 3.Nal-c3 c7-
cS 4.Nhl-O (a blunder, but I hadn't 
played for a while) 4 ••• c5-c4 5.Nb3-d4 
(White normally loses a knight for two 
pawns early on, and while a knight for 
one pawn is bad he will get a second 
because d5 cannot be defended) 
5.-e5xd4 6.NOxd4 a7-a6 7.NgI-O 
b7-b5 8.Nc1-al (not pleasant, but I 
didn't think I could stand ... b4 winning 
a second knight) 8 ... Qd8-f6 9.Nfl-e3 
QaS-b7 lO.Ng2-f4 h7-h6 1l.Nf4xd5 
Qf6-d8: 

This is a typical position coming out 
of the opening. Now the White anny 
will gradually flow forwards (the 
pawn on c4 is awkward but not 
insuperable), and Black has got to 
sacrifice some material to simplify 
things. He can afford to give away any 
number of queens for two knights 
eaCh, but the computer doesn't think 
like this, and usually it refuses to part 
with any material at all until White's 
increasing command of the board 
forces it to do so. I eventually won 
from this position, but only by making 
no oversight (for once); the slightest 
mistake, and the queens pounce. 

Absurd though they may seem, 
games of this kind have two great 
practical advantages: (a) the chances 
can be made more or less even by 
adjusting the relative rates of play, and 
(b) whereas a human player, once he 
has found a guaranteed winning 
strategy, will spoil the game by using 
it all the time, a computer has a 
"randomizer" and does something 
different every time you play. Try 
them out for yourselves. A serious 
contribution to chess development 
they are not, but they will give more 
than a little passing pleasure. 
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"'NAMO CHESS ('ART //) 
by George Jelliss 

AISE tlRAND 'RII 95 

George JeUiss v Fabio Dulcich: 

1.Nq1-f3 
2.Nf3-d4/h2-f3 
3.Bc1-e3/d2-qS 
4.Qd1-a4/c2E+ 

Self-capture is allowed. 

4. 
S.Qa4-c4/Bd,4E 
6.Nc3-e4/a2-c3 

7.Ne4-d6/f2-e4+ 
8.Qc4/Ra4E 
9.Ra1E/QblE 

10.Qc4-q4 
1l.Be3-d2/qS-e3 
12.Nd6-e8 

Bf8-q7/q7-h6 
Bq7-d4/Nd4-c3 
Qd8-d6/d7-dS 

Qd6-c6/h6-f6 
Bc8-fS 
Ra8-a4/a7-a2 

Ke8-f8 
a2-b1Q/NblE 
BfS-d3/e4E 
Qc6-c3/c3E+ 
Qc3-f6/f6-q7 
Bd3E/h7-b1Q+ 

This devastating move came as a complete surprise! 

13.Ke1-f2 
14.Bf1-d3/e2-c4 
15. Qq4-q3/q7-q6 
16. Qq3/g6-g4 
17.Bd2/e3-f4 
18.Bd2E/oe3E 
19.Bd,4-e3/Kf2-g1 

Rh8-h7/RhlE 
Rh7-h4! 
Qb1-dl 
Qf6-eS/b2E 
QeS-e3+ 
Qdl-d2/Bd3-d4+ 

19.Bd4-a7IKfl-c5 taking the WK through check is not 
permitted 

19. Qd2-g2/g2E 
mate 

AISE tlRAND 'RII 96 

Paul Yearout v George JeUiss: 

1.Qd1-d3/d2-d6 
One of the ideas of this opening is 2 ... Qd3-h71h7E 
Rh8F/Qh 7E 3.Rh1-1h2-h8Q. 

1. Qd8-f6/e7-h4 
To stop the h-pawn promotion. 

2.Qd3-e4/h7E+ 
3.Qe4/h4E 

Enabling4 ... Qf6-h4 +. 

Bf8-e7/d6E 
Qf6/f2-f4 

4.Ng1-f3 Qf6-c3/q7-eS+ 
S.Nf3-d2 Be7-h4+ 
6.Ke1-d1 Qc3/Nd2E 
7.f4/eS-d6+ Bc8-d7/d7-e6 
8.Qe4-d4 Nq8-f6 
9.Nb1-c3/Qc3-dS QdS-b3/a2E 

10.Bf1-d3/e2-c4 e5 
11.Bc1/f4-e3 f7-f6/Nf6-f4 

The pawn makes a single step but pushes the knight a 
double step - see the pawn rules. 

12,Nc3-dS 
13.Kd1-d2 
14.c4/NdS-e6 
lS.Kd2-c1/Bc1E 

Bd,7-q4+ 
Nf4-dS/NdS-b6 
Qb3-c3+ 

15.Ke3/e3-j4 is the only other escape - into more trouble. 
lS. Ne6-f4 
16.Qd4-dS/d6E Qc3-d2+ 
17.Kc1-b1 Ra8-aS/a7-a2+ 

White resigns. 

George JeUiss v Paul Yearout: 

1.Qd1-c2/c2-b3 Qd8-d6/d7-d3 
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2.Bcl-d2/d2-f4 Nb8-c6 
3. e2-e4 c7-c5/Nc6-c4 

The knight sails into play from an unexpected direction. 
4.b3/Nc4-dS NdS-e3 
5.Bfl-d3/d3E Ne3/q2E 
6.e4-e5 Bc8-f5 
7.Qc2-c4/c5E NgB-f6? 

8.Qc4-f7/f7E+ 
9.Bd3/Nbl-c2 

10.Bd3-b5+? 

Ke8-d7 
Nf6-e4 

Probably premature but something has to be done to avoid 
massacre on the d-fi le. 

10. 
11. Qf7-f4/f4-f3 

12.Ke2 
The only escape! 

12. 

Bf5-e6/Kd7-c8 
Qd6-d2/Bd2E+ 

Bf8-d6/e7-b4 

A block on d6 is needed to stop Qf4-c7Ie5-b8Q +. 

13.e5-d6/Bd6-c7 Qd2-d3/d6E+ 
14.Bb5E/Qd3E Bc7E/Qf4E 

We are into an endgame 

15.Nql-f3/f3-e5 Be6-f5/Kc8-e6 

16.Nf3-e5/e5-d7 
17.Nc2-d4 
18.Ne5-f7/Bd3-e5 
19.Ral-cl 

20.Rcl-c6/Nc2-c7 

Saving the Pd6. 

20. 
21.Nq8-e7 
22.Nd4-f5 
23.Rhl-h5/h2-h6 
24.Nf5/Be3-dl 
25.Rc6-c3 

Ra8-d8 
Bf5-d3/Ne4-c2+ 
Rd8-d7/d7-d6 
Rh8-c8 

Ke6-f7/Nf7-q8 
Be5-q3/d6-f4 
Rd7-dS 
Ne3-fl/RdS-e3+ 
Rdl-d6 
Bq3-f2/f2E 

There is a threat here ofBf2F/a7-g1Q. 

26.Ne7/Rc8E Nc7-dS 
27.Rh5-q5/Nf5-e5+ 

Rg5 to control gl. 

27. 
28.h6-q7/q7-f8 
29.Ne7-q8 

With the idea 30.Ng8E/h6-g8Q. 

29. 
30.Rq5-q2/Nq8-q5 
31.Ke2/NflE 
32.Nd2/Ne4-f6 
33.Rq2-q5/Nq5-q6+ 
34.Rq5-dS/NdSE 
35.Rc3-f3/b3-e3 
36.Nd2-e4 

resigns 

Kf7-e6 
f8/q7-h6 

NdS-f6/b4-dS 
Ke6-e5/Ne5-e4 
Nf6-e4/Ne4-d2 
Nf6-dS/dS-b4 
Ke5-f6 
Rd6-e6+ 
Bf2-c5/e3-b6+ 

There will be more Dynamo Chess games from the AISE 
Grand Prix 1996 in part ID of George's article in VC38. 
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THE COURIER GAME 
by Paul Byway 

This particular 'Great Chess' always interested me, in part 
because of its long documented history (first mentioned 
1202 AD.). It seems to have been restricted to the Holy 
Roman Empire: I wonder if the Thirty Years War killed it 
off? A painting of a Courier game by Lucas von Leyden is 
well known, but only the other day another candidate came 
to my notice - a drawing by Jacobus Heyblocq (1623-
1690). The board is clearly 8x12, and although the number 
of squares is usually dismissed as evidence I fancy this is 
only justified for the medieval period, when realism was at 
a discount 

In 1970 I moved to Hertfordshire and joined the Hilltop 
(Hatfield) chess club. There my attempt to modernise the 
Courier game had its :first lengthy trial. The diagram below 
contains the essence of the changes. 

The joker (c1,il) has a king's move (i.e. a mann in the 
original Courier game) and the courier (e1,h1) is some 
distance removed from the original alfil - but I was intent 
on increasing the power of the pieces. It was an error. Some 
two decades passed before extended experiments at the 
Powdermill chess club (Waltham Abbey) resulted in the 
present rules (see next article). The problem with the joker 
is that it is worth too much (4 points - you can checkmate 
with K +1) but it isn't mobile enough to escape trouble - so 
you must hide it until the endgame. This is just what we do 
with the king in Chess of course. 

The (type I) courier works well with pawns (1.e4 e5 
2.Ce3 attacks the pawn e5 and supports 3.d4 or 3.f4) and 
covers all the squares of one colour, but it lacks mobility -
particularly going forward The present (type II) courier is 
much more mobile; indeed it is faster than a knight. The 
Achilles heel of a type II courier is the hole at d4 after 1.e4, 
2.Ce3 but this was cured by replacing joker by fers. The 
fers (being cheap) has no fear of being mobile. 

The Black pieces in the diagram above show one 
feature that I was sorry to lose - double castling. The Black 
king has castled queenside with an unmoved joker and is 
now set up to castle a second time with the rook: 
simultaneously the joker moves towards the centre. I'm not 
convinced though, that castling is a good idea on a wide 
board - so it's a small loss. 

Of those early experiments I remember little except an 
ending in which R+3 pawns drew against J+4 pawns (all on 

the same side. Some time ago I discovered that I had' 
recorded one game (only) of all that were played It was 
dated 3rd January 1971. I give it here 'for the record'. 

White P. V.Byway Black Roy Talbot 

1. h2-h4 Nb8-c6 2. g2-g4 e7-e5 
3.Nk1-j3 CeS-e6 4.Ce1-e3 f7-f6 
5.Ch1-h3 ChS-h6 6.Bj1-g3 d7-d5 
7. f2-f4 d5-d4 S.Ce3-f2 (still 

defending the f-pawn) S. g7-g5 
9. h4xg5 f6xg5 10. f4-f5 Ce6-d5 

1l. 0-0 Ch6-f6 12. e2-e3 h7-h6 
13. 0-0 BiS-h7 14 .Ch3-h5 QfS-g7 
15.Ch5xh7 Qg7xh7 16.Bd1-f3 e5-e4 
17.Bf3-g2 d4-d3 lS.Nb1-c3 (Black 

has over-reached) lS. Nc6-b4 
19.Nc3xd5 Nb4xc2 20. Ra1-b1 c7-c6 
21.Nd5xf6+ BdSxf6 22.Bg2xe4 0-0-0 
23.Qflxd3 Nc2-b4 24.Qd3-c4 Qh7-e7 
25. a2-a3 Nb4-d5 26. b2-b4 Bd6-e5 
27. b4-b5 RaS-cS? 2S.Be4xd5 Be5xg3 
29.Cf2xg3 Qe7-dS 30. b5xc6 JfS-e7 

(a joker moves!) 31. Rb1xb7 Je7-d6 
32.Bd5-f7+ KeS-fS 33.Bf7-g6 RcS-c7 
34.Jh1-g2 (clears a line for the rook) 
34. Jd6-d5 35.Qc4-b4+ KfS-g7 
36.Qb4-c3+ Kg7-gS 37.Cg3xg5 h6xg5 
3S.Rj1-h1 Jd5-d4 39.Qc3xd4 QdSxd4 
40.Rb7-bS+ KgS-g7 41.Rh1-h7+ Kg7-f6 
42.RbS-fS+ Kf6-e5 43. e3xd4+ Ke5xd4 
44.Rh7xc7 Resigns 

OTHEI VAIIAIITI 

This is as good a place as any to record the other variants of 
the 8x12 game that so far have come to my notice. 

Courier-Spiel 

John Gollon is reported to have sent materials from an 
unfinished book on chess variants to Eric Greenwood in 
1976: Eric then (1997) passed them on to Hans Bodlaender 
whose account I am following. Courier -Spiel is a more 
modern variant of the Courier game, mentioned in 1821 by 
H.G.Albers of Liineburg as being played in the StrObeck 
area. This information was later repeated by Verney in 
Chess Eccentricities. See the next diagram. 
The courier (d1, ill has the move of the modern bishop. 
The bishop (c1,j1) has the moves of (fers + alfil). Note that 
when moving two squares it a leaper like the knight. 
The councillor (e1) has the moves of (king + knight). 
The fool (hI) has the move of a king. 
There;s no question of royalty or check in these last two. 
Note that the king is standing on the left of the queen on a 
square of its own colour. In castling the king moves to cl or 
j1 and the rook to d1 or i1. Castling is more restricted than 
in Chess: none of the squares al to fl can be under attack 
for kingside castling for instance, and neither piece may 
have moved 
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The pawn move is as in Chess, except that after the pawn I demonstrate each stage of these two forms of cast1ing in 
has been moved to the 8th mnk the player must make two the next diagram, giving method (2) to Black. 
moves elsewhere before the newly promoted piece can 
move. The details are not clarified, such as when the pawn 
changes power, and whether or not it can be captured in the 
interim. 

There is no mention of castling on the queenside at all. 

Kings court 

I have my own axe to grind of course, but I don't think this This game was invented by Sidney LeVasseur in 1997. The 
is a very elegant construct. In particular the searchlight layout is shown, as before, in the following diagram. 
glare of powerful pieces washes out any subtle shades. 

CounceUor Chess 

Don't blame me for the spelling. I think that in English or 
American usage we should have 'ei' or 'se'. 
John Gollon received this variant (before 1976 then) from 
R Douglas Wells of College Park, Maryland The layout is 
given in the following diagram:-

The elephant (dl, il) moves like a bishop, but up to two 
squares only: it has no jumping power. 
The councellor (el, hI) moves like a king or mann. 
In this variant the bishop is at cl or j 1 and thus already on 
the same diagonal as its opposite number. I think this is a 
defect. If it were on e1 it would be aimed directly at the 
enemy rook, so I think that d1 is the only sensible square 
for the bishop. Choosing the elephant to be a restricted 
bishop is not very clever either. 
Pawns always promote to councellor or bishop at the eighth 
rank. You can choose a long range piece or a matingforce. 
Fair enough, but it wouldn't be my choice. 
Castling is very peculiar indeed. Follow carefully. 
(1) At one move the king moves to hI: at some later move 
the king is moved to jI and the rook simultaneously to it. 
(2) At one move the rook moves to kl: at some later move 
the king is moved to i I and the rook simultaneously to j I. 

The jester (bl, kl) can move I or 2 squares diagonally and 
change direction after the :first to reach the squares shown. I 
infer that it cannot jump over an intervening square~ nor can 
it return to its take-ofI square. The unmoved jester does 
however have the privilege of a leap - from bl-d3, kl-i3, 
bS-d6 and kS-i6. 
The chancellor (cl, jl) covers all the squares in the two 
closest rings of squares as shown above, but it cannot jump 
unless it is making one of the knight moves. 
Castling is subject to the usual restraints~ unmoved pieces, 
no piece between king and rook and the king cannot castle 
out of, into or through check. The king moves 1,2,3 or 4 
squares towards the rook and the rook comes to the other 
side of the king and next to it. 
King's flight is an optional move available to the king when 
in check from a chancellor. The king moves two squares in 
any direction instead of the usual one. I suspect this is a 
sign that the chancellor is too powerful. 
Differences from orthodox Chess: cast1in~ king's flight~ 
chancellor and jester. In this layout the bishop points 
directly at the opponents rook, which I feel is an 
undesirable feature. 

Part 11 has been held over to VC38 to make room for the 
other material that came in. A brief description of Modern 
Courier Chess preceeds a survey of ideas in the openings. 
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AVALANCHE 
by Ronald Turnbull 

In Avalanche Chess, after making 
your move you must move one of your 
opponent's pawns one square towards 
you. The game was invented by Ralph 
Betza in 1977, and has been played 
mainly in Italy. Straight away this 
turns out to be a useful Chess form, 
indeed a possible lifesaver - for I'm 
planning a walking tour of the Bernina 
next Summer, and now know that 
'Valanga' is the Italian for Avalanche. 
(Life is life-long learning: one 
American chess varler has now 
discovered that his sewing machine is 
named after some mountains in 
ltalian-speaking Switzerland) 

The supplementary move is referred 
to as the 'pawn-push' (though 'pawn
pull' would be more appropriate). If 
all remaining enemy pawns are 
blocked then no pawn-push need be 
made. If the pushed pawn arrives on 
the promotion rank then its owner 
immediately promotes it 

The move must be legal - not self
check - before the pawn push; never 
mind if the subsequent pawn-push 
blocks or eliminates the check. On the 
other hand, an unusual rule comes into 
play if the pawn-push itself delivers 
check (either directly, or after 
promotion, or by battery-opening). 
The player making such a pawn push 
loses at once by 'Self Mate'. (Note 
that this is nothing to do with the 
normal problemists' use of the term 
Selfmate). 

A 

Matein2 

A simple problem will illustrate. 
After 1.b4, l...Ka6(b5) is Self Mate, 
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so Black plays either 
1...Ka8(b5) 2.Kc7 Ka7(b6) S-M 
1...Kb8(b5) 2.b6 Ka8,c8(b7) S-M 

Note that Black is not stalemated in 
either line as he must play the Self 
Mating pawn-push. Note also that in 
the second line, Black can't escape by 
2 ... Ka7(b7) as the first half of the 
move is illegal. 

Why didn't I start the wP on b2 
lather than b3? Well, that position 
would be illegal! Black's previous 
move must have ended with a push of 
thispawn. .. 

In 'Scacchi e Scienze Applicate' 
Antonietta Carminati has written: 
"AVALANCHE CHESS is especially 
valuable, psychologically and 
philosophically speaking: if, as many 
believe, the game of chess represents 
life, then Avalanche Chess introduces, 
moreover, the concept of old age, with 
the progressive deterioration of one's 
physical and mental powers that 
comes about with age." 

Quite apart from this useful object 
lesson in decrepitude, Avalanche lends 
itself to lively chessplay with short, 
eventful games and few drnws. This 
ending is from a game Rafaele De 
LuiselPaul Yearout, with commentary 
by Paul (Black). 

B - De Luise - Yearout 

White to play 

"I'd let too many pieces go for the 
sake of the passed pawns. If he bad 
moved 1.Qg2(alQ) I would have 
resigned Even better would be 
1.Qb7+(g2) followed by 2.Qxg2(alQ). 

But he chose 1.Rxh2(g2) and the 
game ended 1...glQ+ 2.Bxgl(alQ) 
Qxcl+ 3.Kf2 Qe3+ 4.Kg2(clQ) 
Qcxgl mate. Fairly typical Avalanche 
reversal and ending." 
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As an example of the sudden and' 
shocking nature of the Avalanche, we 
notice that the lifetime of the Fool is 
reduced to a single move: 1.g4(e6) 
Qh5(f3) mate. To eliminate this brutal 
element from the opening, Castelli' s 
Avalanche exchanges initial positions 
of bQ and bK; while Balanced 
Avalanche evens the game by 
removing the pawn push on White's 
opening move. 

Opening theory? It is, Paul Yearout 
suggests, a good idea to hold back 
with the pawns, moving them one
square lather than two and blocking 
them with one's own pieces. 

While as a little bit of endgame 
theory, the problem below suggests 
that a 7-rank pawn is more powerful 
than a Queen, and that it's best to let 
the enemy make the promotions ... 
Note how the unpromoted h7 pawn 
threatens Self Mate anywhere within 
three squares of h8. Remove bP and 
let white play I.Kd6 - now Black is 
forced to Self Mate. 

C-RT 

Matein3 

1.d6(alQ). Black, with Q and K 
against two pawns, is seriously behind 
on material! Q- (d7) leads to 2.h8Q or 
d8Q with Self Mate by the other pawn. 
The main line is 

1.d6(alQ) Qh8(d7) and let Black 
promote it: 

2.KgS Kg7(d8Q) 3.Qg8+ Qxg8 S-M 
Also 1...Kg7(d7) 2.h8Q+ Kg6(d8Q) 

3.Qe8 
The Italian journal quoted above 

(S&SA) has offered substantial cash 
prizes for Avalanche problems, 
without great result The example 
below (next page) was the sole sound 
entry for SSA 1996: 



Spring 2001 

D - Paul YEAROUT 
S&SA 1996 

Mate in2 

l.Rf3+(flQ,N) and Black inter
poses or moves K with (d7); now 
2.Qe7+ and Black Self Mates various
ly with d5-pawn, by battery opening, 
or by N or Q promotion on d8. 

If problemists have been less than 
overwhelmed by the Avalanche this 
may be due to a lack of understanding 
of the rules, which are not what we 
would expect them to be. So here they 
are, as formulated by AISE (Asso
ciazione ltaliana Scacchi Eterodossi) 
and published in S&SA in 1995: 
1 The rules of orthodox chess are 
valid except when explicitly specified 
in the following paragraphs. 
2 Starting at first move, each move 
consists of two parts: 

a) a normal legal chess move; 
b) pushing an enemy pawn one 

square towards you, no two square or 
diagonal ( capture) pushes. 

Since a) must be legal, you can't 
wait for b) to parry a check. 
3 b) is mandatory if there is any 
unblocked pawn. 
4 If the only available pawn-pushes 
put you in check, you must make one; 
and you lose, even if you mated in part 
a). The owner of a pawn that is pushed 
to its Sth rank decides how it 
promotes. 
5 No en passant capture. 
6 If either half-move is illegal, the 
whole move is replaced. 

Problemists may object: it is normal 
practice elsewhere (Circe, Madrasi, 
etc) that check is only assessed subject 
to Fairy restrictions and after a move 
is complete rather than half way 
through. However, these rules are self
consistent and amusing. Well, they've 
amused me ... 
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E-RT 

Mate in2 

l.h4(a6) threatens 2.Nf4+ Bxf4(d5) 
S-M. 

1...Rad5(a5) 2.Nc5 Rxc5(d5) S-M 
1...Rhd5(h5) 2.Bf5 Rxf5(d5) S-M 

I chose the keymove to set up both 
Rook-enclosures but Paul Yearout 
correctly points out that this is a 
'strong' key as blocking one's own 
pawns is standard Avalanche. 

F 

Mate in2 

Though the next diagram may 
annoy rather than amuse... Rushing 
forward with the pawn is the only 
possibility, but White can't get 
anywhere with l.c4 KbS(c5) 2.c6. 

Ab, but it's not White's move I 
Retractions start with a pawn-unpush: 
so retract (c2)bKbS - with an 
uncaptured White unit X appearing on 
as. Now Black needs a wP to unpush 
at the start of his next retraction Can't 
unpush X to Pa7 without self-check. 
So White must unpromote X Unpro
moting X to Pa7 leaves Black in Self 
Mate, while unpromoting with uncap
ture to b7 doesn't supply any unpush. 

With Black to move, then, we have 
O ... KbS(c4) 

1.c5 Ka8(c6) 2.Ka6 Kb8(c7) S-M 
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1... KcS(c6) 2.c7 Kd7(c8Q) S-M -
in each case, Black to play at move 2 
would be compelled to Self Mate, but 
White must find a waiting move. As 
an exercise: supposing it were White's 
move, how could he mate in three? 

In Fairy Chess, problemists can 
always find a quibble. (Does the same 
apply to Ortho-chess, and players? Not 
for me to say ... ) The rules above don't 
determine whether a Self Mating pawn 
push is generally legal - in Diagram A 
above, may Black play the self 
defeating l...Ka6(b5) S-M? And 
suppose a pawn-push promotes to 
deliver Self Mate: may its owner 
choose to underpromote - in Diagram 
F, could White obligingly select 
2 ... Kd7(cSR)? These don't matter to 
players, who in general strive to win 
and avoid losing in any quick and 
obvious way. But they make a 
difference to the legality of some 
positions, and also to problem forms 
such as helpmate and (problem
meaning) selfmate. 

On the spreading chestnut-tree of a 
website www.chessvariants.com. the 
rules have been rephrased to allow 
both these. There also two games 
(alas, without commentary apart from 
! !shrieks) of Balanced and one of 
Castelli's Avalanche. 

Finally, a diagram familiar to 
readers of VC Problem Pages, where it 
counts as an original for solving. This, 
the Vielvater problem, has over 1000 
stipulations for the one diagram. Peter 
Fayers dedicates this one to Robert 
Durvall, who by adding the stipulation 
"Who wins?" set in motion the multi
plication of stipulations. In Avalanche 
we ask again that same question 

G - Peter FA YERS 

Who wins? 

There will be (if I can get it sound) 
another Avalanche original on the 
Problem Pages. 

Diagram F with White to move: 
l.Ka6 Kb8(c4) 2.Kb6 KaS,c8(c5) 3.c6 
and Self Mate. 
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'.D.LEM 'AlES 
by Ronald Turnbull 

The Problemist Supplement announ
ces MAR40: MARk Ridley's 40th 
birthday tourney for problems with 
MARine pieces. 

The tourney is for problems with 
any stipulation involving the Marine 
men Siren Triton Nereid which move 
as QIRIB but capture by hopping to 
the vacant square beyond the victim 
(so that SI captures as Locust). Marine 
supermen (Seaserpent, Scylla, 
Chmybdis, Squid, Prawn etc) may also 
be used. Up to one fairy condition (eg 
Circe, Marine Sentinels) but no non
aquatic fairy pieces. 

The judge will be MaIk Ridley of 
the BCVS. There is a prize fund 
Further examples, and details of 
existing supermarine pieces, will be in 
the March issue of The Problemist 
Supplement, on 
www.bstepheafreeuk.com. or send 
SAE to the controller, who is myself. 
Closing date 30.11.01. And here's an 
example to get you started .. 

RT - Original 

Mate in 3, Tritons 

The two Tritons move like Rooks; and 
if g2 were Black pawn, White could 
play l.TRxg2-g3 (the Triton on gl 
captures g2 but finishes its move on 
g3). l.TRbl isn't mate because it isn't 
check, as b3 is occupied White could 
mate by 1.TRh2 2.g3 3.Kxd3, but 
Black gets stalemated at move 2. 
Solution at the end of the page. 

Apart from the usual wierd and 
difficult beast to finish you off at the 
end, the originals are all fairly 
straightforward Only one fairy form 
at a time, and even a couple of 
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directmates. Thanks to composers who 
have sent the stuff that I enjoy. 

334 - Paul BYWAY 

Mate in 2, Chinese pieces 

334 can't actually be described as 
'fairly straightforward' as it's easier 
than that CHINESE pieces Leo, Pao, 
Vao move like their orthodox 
counterparts Q,R,B but capture only 
beyond some intervening piece. The 
MAO (Chinese Knight) moves to the 
same squares as an orthodox knight 
but in two little steps, orthogonal then 
diagonal, and so may be obstructed by 
a piece on the intervening square. So, 
here, the Mao is immobile but if 
l.LEa6+ MAxa6. The pawn here is 
also Chinese and lacks the double
square initial move of the Western 
one. 

335 -AlexETTINGERandRT 

Helpmate in 2, Circe, 2 solutions 

My contribution to 335 was the bQ 
and consequent dnal avoidance. 
CIRCE: a captured unit is reborn on 
the appropriate game array square. 
Captured RBS (which have two 
possible game-array squares) and B 
are reborn on game-array square of 
same colour as square of capture. 
Captured P on game-array square of 
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same file. Reborn fairy piece is reborn ' 
on the promotion-square, file of 
capture. If the square is occupied the 
captured piece disappears as in 
normal chess. Kings, however, are not 
reborn (except in KING CIRCE). 
bQJbSJbP/ bG/wP captured on a2 
reborn on d81gS/a7/allremoved as a2 
occupied Reborn R is considered 
unmoved for castling. 

336 - John RICE 

Helpmate in 2, Andemach, 2 sols 

337 - Luigi VIT ALE 

Helpmate in 2, Andemach, 2 sols 

338 - Luigi VlT ALE 

Helpstalemate in 3, Andernach, 2 sols 

And as it's a new year, we'll also 
define ANDERNA CH: a unit that 
captures changes colour. Kings are 
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excluded A rook thus created on its 
home square is considered unmoved 
for castling. Thus in 336 1.Rxe7 is 
illegal self-check as the captor 
becomes a white Rook. 

339 - lan RICHARDSON 

Helpstalemate in 2, Grid. b) wNa3>d5 

GRID CHESS: every move must 
cross at least one of the grid lines 
(assuming the poor editor has 
managed to get the grid lines onto the 
diagram.) Every Knight-move crosses 
a grid-line, so Ns move and give check 
as in orthodox. 

340 -RT 

Mate in 2, Avalanche 

341 - !an RICHARDSON 

Seriesmate in 18, Magnetic, moving 
onlywN 
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340 accompanies the Avalanche 
article elsewhere in the magazine, 
where a definition of the condition 
will be found And MAGNETIC 
CHESS? A unit (piece or pawn) that 
moves influences other units on the 
same rank and file as the arrival 
square. If the closest unit is enemy, it 
is attracted to the square next to the 
arrival square. If the closest unit is 
friendly, it is repelled to the square 
next to some other unit or else to the 
board edge. 

Kings neither magnetise nor are 
magnetised A pawn repelled to 
promotion rank promotes. The power 
of a pawn repelled to the home rank 
has yet to be determined (I) Check is 
not assessed until everything has 
settled down. In 341, only the wN may 
be moved. though other pieces may 
shift around magnetically. It is a 
seriesmover: wN moves 18 times, not 
giving check until the final move, 
which checkmates. Clearly the N, on 
light-square after 18 moves, isn't 
doing the deed himself. 

And the Triton solution: well, we 
have to avoid stalemate. 1.TRaI 
(obviously, that's what the square al is 
for) d3 2.TRhcl gives bK a flight
square b I: neither Triton can capture 
because of the other. 2 ... KbI 3.TRc2# 
(not TRa2 Kal!) 

SOLUTIONS VC36 

Solvers: Mark Ridley, Alex Ettinger, 
CC Lytton, Luigi Vitale, lan 
Richardson, Stephen Enunerson 
322 (Richardson) 2.Bd3 6.Ka4 7.Bb5 
Ra2 and 2.Be2 6.Kh5 7.Bg4 Rh2. B
shields unite two solutions, and 
quirkily different mates are better than 
an echo - RT. bB blocks once from in 
front, once from behind! - AE. Nice 
discovery - CCL. 
323 (Vitale) 1.cbR Bc4 2.Ra4 Nc2 and 
I.wKd4 baQ+ 2.Kc3 Qd3 b) 1.cbS 
Sc2+ 2.Ka2 Be6 and 1. wKg5 baQ 
2.Kh4 Qg4. Shame wK had to move, 
and that baQ repeated: otherwise a 
fine bag of promotions - RT. Last 
solution has a nice dual avoidance 
1...cbQ? 3.B*Q! - AE (who also points 
out that conquering Ks do not get 
reborn). Wot no AUW? - CCL. 
324 (Ettinger) I.Ne2 (2.e4) 
Qe41Re41Be4/ Se4/e4 
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2.Qc4/Sf41Be6/Sc3IRe5, 1...Ke2 
2.Bn. I.Se4? f6! 1.Re6? d6! h5 
prevents extraneous try 1.Nh5. Good 
key and striking intensity RT. 
Compliments to the Author! - LV. 
Neat flight-giving key, with self
blocks on the flight. But the Be4 line 
doesn't fit - SE. 
32S (Enunerson) I.Bel Bcl 2.Rd2 Rn 
3.Ke3 Rd4 and 1.Bel Bgl 2.Rn Rf4+ 
3.Ke3 Rd2. I'd have dropped the 
shared half-move, even if it does 
ensure all units move during play -
RT. Slightly too symmetrical - All 
solvers. Difficult, though - CCL. 
326 (Lytton) 1.Bd8 Rb7 2.Ra7 Re7 
3.Rd7 Rc7 b) I.Bel Rn 2.Re2 Rb2 
3.Ke3 Rd2 and 1.Rb2 Rb6 2.Rb5 Rb2 
3.Kc5 Rb4. Composer apologised for 
the twinning, but it's a small price for 
3 perfect solutions - RT. A problem 
for the FIDE Album! - LV. Amazed 
that such restricted material can lead 
to so much variety - IR. Puts me to 
shame for not managing a bona fide 2-
solution setting - SE. 
327 (Richardson) I.Ke3 Kc5 2.e5 Kb4 
3.Kd4 NB b) l.Kc5 Ke3 2.e5 Kd2 
3.Kd4 Ne6. Three K-switchbacks, all 
to ensure no magnetic effects whatever 
-RT. 
328 (Enunerson) 1...Kc7 2.Ka6 ba and 
1...bKa6 2.ba Ka8. The second was 
very hard to find! - AE. Very nice; 
clean stipulation, better than many 
with this diagram - CCL. How much 
more can Stephen find from this 
position? - MR (but see below). 
329 (Enunerson) Set 1...Kc7 2.Ka6 
Kc8(bPc7) 3.Ka8(wPa6) b7; 1.a6 
2.Ka7; l.ab Kd7 2.Kb7 Kd6(bPd7) 
3.Ka7(wPb7) bSQ. SE admits these 
two computer-generated - but a nice 
fairy mate - RT. Unsolved and I don't 
think SE deserves composer's solving
points either. Some of my favourite 
fairies - IR, who did well to get the set 
play. 
330 (Vitale) I.Kb7 Kd4 2.Kc7 Kc5 
3.Kd7 Kc4 4.Kc6 d5 and I.wKd4 etc. 
Enjoyable, and easier than it looks~ but 
symmetric duplex adds little - RT. 
Seen before - AE. CCL quotes the 
Duke of Plaza Toro: "he led his 
regiment from behind. he found it less 
exciting" . 
331 (Fayers) a) Messigny Bichrome
Chess - moves but not swaps must 
change square-colour -1.Kg2 K<>K 
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Bichrome Messigny-Chess l.K <>K 
Kg2 (2.K <>K now not allowed). 
Reciprocal stipulations lead to 
reciprocal change. Amusing - MR. 
Stipulation-swap induces move-swap -
RT. Easy but piquant - CCL. 
332 (Fayers) a) l.CCgS CCg6 
2.CCxa7 d7 b) l.CCRc1 cb 2.CCRxa7 
CCRc2 - 'Chinese Camel' can be 
obstructed on (01) or (02) squares of 
its (13) move. 'Chinese Rider' 
captures only beyond some 
obstructing hwdle. PF has achieved c) 
Chinese Chinese Camel Riders - but 
only with Berolina Pawns to help him. 
Most of us play with board and pieces, 
PF plays with the stipulation - RT. 
Another where the play on words had 
me laughing - MR. Some people just 
want to keep ahead of us programmers 
- SE. I like the way order of W moves 
is fixed in a), and Umnov in b) - AE. 
Indeed, "silly" problems are all the 
better for some real problem content. 
CCL supposed CCR obstructed on 
(11) mther than (02), but cooked a) 
2.CCbSabQ. 
333 (Raican) l.d8N(h8) Kg1(g8) 
2.Qb7(h8) KfI(g8) 3.Rf8(h8)+ 
Ke1(g8) 4.Qc7(h8) Kd1(gS) 

5.Qd7(h8)+ Kc1(gS) 6.Qe7(h8) 
Kb1(g8) 7.Qf7(h8) Ka1(gS) 8.Qg6(h7) 
Ka2(h8) 9.Rfl (h 1) Ka3(h2) 
1O.Qg5(h1) Ka4(h2) 1l.Qg4(h1) 
Ka5(h2) 12.Qg3(h1) Ka6(h2) 
13.Qf2(g1) Kb7(h2) 14.Qa7(c7)t++ 
Kxb8(c8). Took 10mins just to 
understand the final move - RT. 
Again, not such a masochist - AE. But 
'just for the hell of it' he got Alybadix 
to find cooks with duals in 13. 
Incidentally, those who are such 
masochists should visit Leopold von 
S-M's website at http:// 
faculty.newschool.eduI---scblemoj/ 
imJtopialsachermasoch.html 

Paul Raican corrects his proof game 
Zvolen Chess 321 (VC35): 1.b4 f5 
2.b5 f4 3.b6 f3 4.bxc7 fxg2 5.exd8B 
gxflN 6.Bxe7 Nxd2 7.Bb4 Bxb4 
8.Kfl g6 9.Kg2 Bc3 10.Kf3 Nf6 
11.Ke4 0-0 12.Kd5 Rf7 13.Kc6 Rf8+ 
14.Kxb7 Rf7+ 15.Kxa8 Ba6 16.Kb7 
Nc6+ 17.Kb6 Rf8+ 18.Kc5 Ra8 
19.Qe1 Nb8. 
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REVIEW 
by David Pritchard 

Guide des echecs exotiques et 
insolites, by Jean-Louis Cazaux 

(Chrron:224pp:FF148) 
This handsome paperback offers the 
reader a selection of some sixty 
variants clearly presented in a player
friendly format and illustmted with 
large diagrams. The variants are 
presented in ten parts (numbers in 
bmckets are the number of games 
covered in each part):- ancestors of 
the orthodox game (3), medieval 
variants (7), chess in the Far East (6), 
variants of Asiatic chess (7), new 
dimensions for the chessboard (7), 
progression towards the fantastic (8), 
military variants (3), geometric 
variants (6), the third dimension (3), 
on the frontiers of chess (8). 

I noticed three games that are not 
in the ECV: Chego, KIin Zha, and 
Shako. Chego, as its name suggests, 
is a combination of chess and go. It 
was invented by Alfred Pfeiffer in 
1997. lOin Zha is a game from Star 
Trek played on a triangular board with 
nine pieces a side. Much closer to 
chess is Shako (Esperanto: 'chess') 
invented by the author. Board lOx10; 
22 men a side. Orthodox chessmen 
plus two elephants, two cannons and 
two pawns extIa a side. Starting 
position: a1-jl/a10-j10; C-----C: a2-
j2/a9-j9; ERNBQKBNRE: a3-j3/aS-j8; 
10xP. The cannon is the same piece as 
the cannon in XiangQi. The elephant 
differs from its XiangQi counterpart in 
that it can move one or two squares 
diagonally but can leap the first square 
only if it is occupied. Its movement is 
not restricted. The rules given for 
Stratomic are those in the ECV and 
not the updated rules (VC35, p38). 

A working knowledge of French is 
necessary to enjoy the book which is 
good value thanks to the strong pound. 
It can be obtained from Galignani, 
224 me de Rivoli, Paris 75001. The 
shop accepts all credit cards. 

from John Beasley 

A rmt survey of Losing Chess 
Scores:- MR 3%; AE 9; CCL 10%; endgame material to the end of 
LV 5; IR 9; SE 8% 1999. Further copies are available 
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from myself without charge. If you ' 
already have a provisional version of 
this document, please note the 
following points. 
(1) Some important items from 
German sources have been added, 
courtesy of Ralf Binnewirtz and Jorg 
Kuhlmann. 
(2) A large amount of Internet 
material has been added, courtesy of 
Fabrice Liardet. 
(3) The treatment of the Slater-Kliiver 
correspondence has been recast to 
refer to original sources, courtesy of 
Ralf Binnewirtz and David Pritchard 
(4) The treatment ofMagari 1978 has 
been corrected, courtesy of Chris 
Feather. 
There are also a number of minor 
changes, additions and corrections. 
While this document has been 
awaiting distribution, Ralf Binnewirtz 
has published a book. 

REVIEW 
Schlagabtausch im Riuberschach 

contains some 150 Losing Chess 
compositions from 190 1 up to mid-
2000. This is a beautifully produced 
book with all compositions in diagram 
form (144 A5 pages, soft cover, 
around 150 diagrams, text in German). 
Each of us supplied the other with a 
provisional version of his material and 
much of his covemge is very similar to 
my own, but even where we both 
quote a composition there are 
occasional details which one of us 
gives but not the other. Being a book 
of compositions, his book normally 
omits theoretical summaries and 
examples illustmting basic endgame 
theory, so my covemge of endgame 
material is a little more complete than 
his, but he includes fairy and retro 
compositions which I have usually 
regarded as being outside my terms of 
reference. Ralf tells me that the book 
is available from:-
Schachhaus Midler, Wignerstrasse 
5, ])..01309 Dresden, Germany. 
e-mail:
Schachhaus.Maedler@t-onlioe.de 
at a price of DEM 24.80 including 
postage. It is an excellent piece of 
work, and I have no hesitation in 
saying that all serious Losing Chess 
enthusiasts should obtain a copy. 
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TNE EIID IS III'N 
by Paul Byway 

We start with 3 originals. In the first 
the one diagnun has 2 solutions. Why? 
The second is a pioneering look at the 
quirks of the Circular Chess endgame. 

#90 Paul Byway 
Original 

Courier Game 
Mate in 8, (b) Mate in 2 

#91 John Beasley 
Original 

Circular Chess 
White to play and win 

#92 John Beasley 
Original 

Losing Chess 
White to play and win 
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For the next two I have revised earlier 
studies, throwing away the dross but 
keeping the nugget within. The 
solutions are too short, but on balance 
I think this is the better option. 

#93 Paul Byway 
Revision ofVC18 #4 

Losing Chess 
White to play and draw 

#94 Paul Byway 
Revision ofVC27 #35 

Losing Chess 
White to play and win 

In the following interesting problem, 
one of the longest of its type, Black 
has the full complement of men. The 
second diagram may give a clue to the 
solution. 

M and R Tomasevich 

White to play and mate in 128 
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All the moves are made by White, 
without reply, but he must not move 
into check nor give check before the 
final move. At move 119 it reduces to 
the following problem in Italian 
Progressive Chess. 

Progressive Chess 

White to play and mate in 9 

from the booklet 
Special topic: Cannon + Pawn 

1 234 567 8 9 ... ~ 

987 6 5 4 3 2 1 

XiangQi: Mate infour 

Solutions are on the next page. Now 
2 of the MCC positions listed in VC36. 

Vac/av Kotesovec 
Extracted from database 

Modem Courier Chess 
Mate in 10 
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I find the following mating method:-
1.Nb3 Ka2 2.Cc1 Kb1 3.Ce3 Ka2 
4.Cc5 Kb1 5.CaS Ka2 6.Nc5 Kb1 
7.Nd3 Ka2 8.Kc2 Ka1 9.Cc3+ Ka2 
10.Net mate. 

And now a solution to the mate in 11:-

Vac/av Kotesovec 
Extracted from database 

Modem Courier Chess 
Mate in 11 

1.Cc3 Kb2 2.Kc4 Ka2 3.Kb4 Kbl 
4.Ce3 Kb2 5.Ka4 Ka2 6.Nd3 Kbl 
7.Kb3 Ka1 8.Kc2 Ka2 9.Cc5 Kat 
10.Cc3+ Ka2 11.Net mate. 

SOLUTIONS TO COM'ETlTION '2 

#87 6.Ka8, 7.c4, 9.bS Italian mate 
#88 Four solutions; only Fred Galvin 

found more than one of them. 
(a) 3.Kf4, 4.Nb3, 6.axbS, 8.Re3 
(b) 2.KdS, S.Rxc2, 6.f4, 8.c4 
(c) 2.KdS, S.Rxc2, 6.f4, 8.Nb4 
(d) l.Kg7, 2.Re8, 3.NxbS, 8.Qd5 

#89 3.Nxd4, 4.0-0, S.Rd8, 8.Rc2 

#95 Castelli - Gatto (1980) 
(colours reversed) 

Mate in 10 
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#96 Minasso - Dulcich (1985) 

Mate in 10 

#97 Cesaro - Viola (1989) 

Mate in 8 

CU1UfENT SCOIES 

:ran Richardson 
Fred Galvin 
David Pritchard 
Ronald Turnbull 
Cedric Lytton 
John Beasley 
Stefano Bruzzi 
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8.b7 mate. In (b) the pawn is already , 
on its way back. This one is inspired 
by (and could be presented as) the 
Vieler Vater problem that has been 
featured in the Problem Pages. 

#91 For at-a-glance simplicity the 
notation pretends that this is a 
conventional board 1.Kb3 ( 1.Kxa3? 
Kxc4 and Black draws because White 
is in zugzwang and must cede his 
pawn.) a2 ( 1. .. KcS 2.aS etc. wins) 
2.Kxa2 Kxc4 3.Ka3 and this time it is 
Black who is in zugzwang. 

#92 This is a doubled version of the 
study Nd3 v. Pa7,h7 in VC26. An 
exclamation mark indicates the only 
move. 1.Nd7! with two variations: 
(a) 1. .. as 2.NeS! h6 3.Nd3! a4 
4.Ncl ( logically simplest) a3 S.Nd3 
a2 6.Ncl al(B) ( if ... hS 7.Nxa2 and 
lO.Ngl) 7.Na2 Bc3 8.Nxc3 and 
lO.Ng3 
(b) 1. .. a6 2.Ne5! h6 3.Nf3 ( 
logically simplest, leading to an echo 
of the preceding line; several moves 
win from here on, but all have the 
property that this time the h-pawn 
must be made to run.) hS 4.Nh2 h4 
5.Nfl with an echo of the position 
after 3. a4 4.Nc1. 

38 #93 1.Bb7! Qh4! 2.Ba8! Qel! 
34 3.Bb7! with a draw by repetition: the 
21 electronic oracle reveals that this is the 
13 only such draw with this material. 

6 
3 #94 1.Bd5! (l.Bb7(c6) Rh8 wins) 
2 Rh8 (nothing better) 2.Bg8! Rxg8 

3.Kg-wins. 

SOLUTIONS Problem: White cannot mate without 
guarding d6, b6 and bS - and his king 

#90 Let's see what Mu"ay has to say alone is not up to the task. Now b4 or 
about pawn promotion in the Courier d4 cannot be played until the final 
Game: "a pawn on reaching the 8th move so he must :free the f-pawn, but 
row has to make 3 'Freudenspriinge' to Kxf3 is impossible until all the guards 
the 6th, 4th, and 2nd rows on the same have been removed. That takes us up 
file before it can receive promotion. It to l19.Kxf3 and the second diagram. 
then becomes a queen (i.e. a fers) The solution to this runs: l20.Ke3 
only. It can neither take nor leap over l21.f4 l22.f5 l23.fxe6 l24.e7 
a piece during the 'Freudensprfinge'. It l25.exd8=Q l26.Qxc7 127.Qb8 
is immune from capture while on the l28.b4 mate. 
8th row, but not during its leaps back 
to its original square, which need not XiangQi Problem: Red starts by 
be in consecutive moves". The freezing the Black position. 1.C2=4 
solution therefore goes as follows: B5+7 2.K5+1 with two lines: 
1.M a4 2.Kc7 a3 3.KeS a2 4.Kc7 (a) 2. .. .B7-9 3.C4=2 B9+7 4.C2+1 
a1 5.KeS a3 6.Kc7 as 7.Kc8 a7(F) (b) 2 •••• B7-5 3.K5=6 85+7 4.P6+1 
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SOME HOSTAIE CHESS DEFEA7S 
by John Leslie 

After indulging myself in the last article, here are two 
games in which Roger Smook gets his revenge. Reminder: 
Hostage exchanges, which can never be refused, are always 
for men of equal or lesser value (bishop equals knight). 
(Q-B)B*d6 means an imprisoned (or 'hostage') queen goes 
to the enemy airfield (near the enemy's left hand) in 
exchange for a bishop which, taken from the enemy's 
prison, is then dropped (parachuted) immediately as the 
rules demand, in this case onto d6. In contrast, B*d6 (or 
*d6) mean simply that a bishop (or a pawn) from an airfield 
drops onto d6. 

White J.L vs. Black as. 1.e4 e5 2.Nfl d6 3.Bc4 Be7 
4.d4 exd4 5.Qxd4 (p-P)*e5? 
6.Qd5 Be6 7.Qxb7 Bxc4 8.Qxa8 Nf6 9. *d3 Be6 
IO.Qxa7 0-0 I1.Bg5 Nh5 12.Bxe7 Qxe7 13.(B-
B)B*b6 Nc6 14.Qxc7 Qxc7 15.Bxc7 (Q-Q)Q*c1+ 

1.. 

• iii 
By provoking the exchange of hostage queens, his opponent 
then getting the first opportunity to drop a queen, White has 
given Black a chance to recover from his poor opening. 
16.Q*dl B*b4+ 17.Nd2 Qxdl 
18.Kxdl Nf4 19.Rel (guards against (Q-Q)Q*e2) 19 . 
.. Bxd2 20.Kxd2 Nd4 21.Nxd4 exd4 
22.Bxd6 (B-B)B*a5+ 23.B*b4 (N-P)*c3+ (a sacrifice to 
expose White's king) 24.bxc3 dxc3+ 
25.Bxc3 Bxc3+ 26.Kxc3 (N-N)N*b5+ 27.K.b4 Nxd6 
28.N*e7+ Kh8 (White's attack has simply wasted a knight 
drop which might have helped defend his unhappy king) 
29.Kc3 (P-P)*b4+ 30.Kd2 Nc4+ (more sacrificial 
expertise) 31.dxc4 (Q-Q)Q*c3+ 32.Kdl (B-N)N*b2+ 
33.Kcl N(b)d3+ 34.Kdl Nxf2+ 35.Kcl N(4)d3+ 
36.Kbl Qb2 mate 

1.. 

• iii 

The next game is particularly instructive in its final moves. 

White J.L vs. Black R.S. l.d4 Nf6 
2.Nc3 d5 3.Bg5 Bf5 4.Bxf6 exf6 5.e3 Nc6 6.Bb5 a6 
7.Bxc6+ bxc6 8.(N-B)B*b7 N*b4 
9.BxaS QxaS 10.(N-B)B*d3 Nxd3 11.cxd3 Bb4 12.a3 
Bxc3 13.bxc3 (B-B)B*b2 14.Rhl Bxc3+ 
15.B*d2 N*b2 16.Rxb2 Bxb2 17.(N-N)N*d6+ (Black 
cannot capture the knight without losing his queen through 
(N-N)N*c7+) 17 ... Kd7 IS.Nxf5 (R-R)R*a1+ 19.(B
B)B*cl Bxcl 
20.Bxcl N*b2 21.cxb2 Rxd1+ 22.Kxdl B*g4+ 23.Nfl 
Bxc5 24.(B-N)N*c5+ Ke7 25.Ke2 Rb8 26.R*b3 Rxb3 
27.Nxb3 Qb8 28.(N-B)B*b4+ B*d6 29.Nc5 a5 
30.B(4)c3 Bxc5 31.dxc5 Bxd3+ 

(a fine sacrifice initiating a mating attack) 32.Kxd3 Qb5+ 
33.Kd2 (R-R)R*e2+ 34.Kcl Qxb2+ 
(when you have captured the enemy queen, your own queen 
can then often rampage freely, its capture being fatal to 
your opponent - as in this instance) 35.Bxb2 (Q
Q)Q*c2 mate 

In the third game, David Pritchard kills me quickly, 
Shogi-style, with eight successive checks. 

White J.L Black D.P. 1.e4 e5 2.Nfl Nc6 3.Nc3 Bc5 
4.Bb5 Nd4 5.Nxe5 Qe7 6.Nxf7 Kxf7 7.Bc4+ Kf8 S.d3 
g6 9.BxgS RxgS 10.Ne2 (N-N)N*f3+ 11.gxf3 Nxf3+ 
12.Kf1 Qh4 13.(p-P)*g3 Qh5 14.N*f4 Nxh2+ 15.Kgl 
(B-N)N*f3+ (after this second knight drop, White's king is 
plainly in trouble) 16.Kg2 *h3+ 17.Nxh3 Qxh3+ (Black 
goes for the throat, caring little about losing his queen) 

ii 

IS.Kxh3 d5+ 19.(p-P)*f5 Bxf5+ (a sacrifice to get a 
droppable bishop) 20.exf5 *g4+ 21.Kg2 (N-B)B*h3 
mate 
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'CVS NOTICES 

The AGM will be held at Badgers 
Wood, Munstead, Godalming, 
Surrey, on Saturday June 30. The 
meeting proper will start at 1130, and 
the usual rapid-play tournament will 
be held in the afternoon. UK members 
will find a formal notice with this 
issue of Vc. Any member abroad who 
is visiting the UK and wishes to attend 
will also be welcome. 

The society's officers will be meeting 
immediately after the AGM to discuss 
the acquisitions policy for the 
Library, and would welcome 
guidance from members. In particular, 
should we assign the librarian a 
regular budget to be spent as he thinks 
fit, or should we continue to rely on 
donations and possible ad hoc 
purchases of outstanding items? The 
British Chess Problem Society gives 
its librarian an annual budget 
equivalent to between two and three 
percent of its subscription income, but 
the BCPS is both larger and longer 
established than ourselves and its 
annual subscription is more than twice 
our own; what is appropriate in its 
circumstances may not be thought 
appropriate in ours. Any member 
having a view on the matter is asked to 
send it to the secretary in advance of 
the meeting. (e-mail 
johnbeasley@mail.com). 

Please note that Fabrice Liardet's 
web page can now be found at 
http://home.worldcom.ch/fliardet and 
not as notified in VC34. 

'OSTAL 'LA' 

Dale Sullins is organizing an Auction 
Chess tournament. Play has already 
started on the basis of informal 
approach to likely participants, but 'it 
would be nice to have a couple more'. 
Contact him at 4518 Oakland Avenue, 
Saint Louis, MO 63110, USA, or by e
mail at Dalechess@aolcom. 

Several recently joined members are 
interested in postal play and we are 
conscious of not giving them the 
service that we would like. If any 
member is willing to take on the post 
of postal chess organizer, we shall be 
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very pleased to hear from him At 
present the job falls by default on the 
secretary, but he is not himself a postal 
player and in practice he is doing little 
beyond encouraging those interested 
in organizing particular tournaments to 
go ahead. If someone is willing to give 
the job proper attention, our activities 
in this field will be greatly 
strengthened. 

JO. NOTICES 

The March issue of John Beasley's 
British Endgame Study News was 
accompanied by another special 
number on endgames in chess 
variants. As previously, this is being 
offered free of charge to readers of 
VC, and readers known to be 
interested should find a copy with this 
issue. Any whose copy is missing, and 
any other readers who would like one, 
please contact John 

CIIlCULAIl CHESS 

Readers will be interested in this 
extract from CHESSNUTS 2000: 
World Circular Chess 
Championships 2001. In keeping 
with our historic roots and moving 
ever closer to matching the rumour of 
11 th Century monks playing the game 
in their cells at night, the 200 1 
championship will be held in the 
Bishop's Palace adjacent to Lincoln 
Cathedral. Further details will be 
announced nearer the time but put it in 
your diaries for 20 May 200 I. If you 
don't get the details please get in 
touch. Rob Stevens, TeI. 01522 
532745 (Chessnuttr@AOLcom) 

X/AIIIQI 

Siegfried Huber sent me the English 
Rating List as of 27JAN2001. He 
writes:- 'XiangQi INoo ratings will 
be posted on the homepage of the 
German XiangQi Association. Only 
players that have been rated within the 
last two years are listed. If you have 
any tournaments you want to be rated, 
or if you find any mistakes, double 
listed or missing players, please send 
mail to:-
Siegfried Huber, German XiangQi 
Association. e-mail: 
Huber.Siegfried@t-online.de'. 
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Elo Rating List (England) 

I ChenFazuo 2114 
2 YoungDavid 2086 
3 Guo Shulong 2072 
4 La Khanh-Hoa 2002 
5 LiuYuMing 2002 
6 WangShunqi 1988 
7 Cong Pao Chong 1967 
8 Liu SiHinh 1925 
9 Byway Paul 1855 

10 Lai Chi Kong 1813 
11 DongJun 1813 
12 Zheng Wen Bin 1547 
13 WuCaiFang 1414 
14 Wood Peter 1393 
15 Havery Andrew 1064 

Pisani Frank 1064 
17 Lysons John 1064 

01llENTAL CHESS 

Here is an idea that has been rolling 
formlessly around in my head for 
some time. A recent letter from Robert 
Reynolds caused my thoughts to 
crystallise with results we see below. 
Robert was interested in the use of the 
Chinese cannon. Quite rightly: it's a 
fascinating piece. I start with Shatranj, 
and observe that on a 9x9 boardferses 
andfils are exchangable. Now move to 
a set of XiangQi pieces on a Shogi 
board Except for the cannons that's 
what we have in the diagram 

Give the pieces their Chinese moves. 
Kings can't stand unscreened on the 
same file. The king, queen and bishop 
are not restricted in their movements. 
The pawn moves and captures 
forwards only, but also sideways in the 
middle third of the board, and also 
backwards in the last third. The 
cminons are kept in hand, to drop in 
Shogi-style when desired. Only once: 
there's no reincarnation. Let me know 
if you try it or can improve it. 
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Postal Chess Organiser 

Our advertisement for a Postal Chess Organiser 
recently has received a gratifyingly swift response 
from Jed Stone. His enthusiasm and previous 
experience should lead to a significant expansion of 
our service to readers. I get the impression that there 
is a steady demand for postal play in a number of 
variants which we should now be in a position to 
supply. Jed is at present contemplating the exact form 
that this should take, and welcomes ( indeed, 
encourages) input from the 'customers'to help him in 
this task. For more information please read his article 
on page 94. I hope to make an article from Jed a 
regular feature, which he intends to supplement with 
a newsletter in between issues 

Review 

The Five Dances of Huashan 

This a well produced AS booklet of fifty two pages by 
Shu Ming Li and C K Lai It contains one hundred 
and eight problems in Chinese Chess ( XiangQi ) and 
is published in a limited edition of one hundred. I am 
pleased to see that it is bi-lingual ( Chinese and 
English ) throughout - introduction, comments and 
solutions. I have looked at a fair sample of the 
compositions and think the overall quality is 
excellent. The title piece, in particular, is a real 
cracker: All aspiring XiangQi players should have it. 

Published by 
C. K. Lai 

12 Haslam Street, London, SE1S SGD 
United Kingdom 

Price: £5.99 

I a r I a Die "I.. is the journal of the British Chess Variants Society 

Subscription rates (one year, four issues) 
UK £8, Europe £9, Rest of World £9 surface mail, £11 air mail 

Cheques payable to 'British Chess Variants Society' 
Please note that we can no longer accept Eurocheques 
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CIIlCULA I CHESS 
WOI'f) eRA""OIlSR" 2001 

by John Beasley 

This year's Circular Chess World 
Championship saw a return to the top 
by Francis Bowers with a perfect 5 out 
of 5, half a point ahead of last year's 
champion Herman Kok. It was 
unfortunate that the two leaders did 
not meet, but you cannot ask more of a 
champion than that he wins all the 
matches which he actually plays; 
Herman and Paul Byway drew against 
each other in round 4, and the luck of 
the draw pitted Francis against Paul in 
the :final round Your correspondent's 
street wisdom was also impeccable: 
having last year resigned the last game 
of the morning session early in order 
to get to the front of the lunch queue, 
he contrived this year to lose in the 
very first round, thus enabling himself 
to start on the free beer with a clear 
conscience. 

The board for this game consists of 
four concentric rings as shown 
diagrammatically above (assume the a 
and h files joined end to end to form 
one 16-square ring, the b and g files 
joined similarly, and so on). Moves 
are otherwise normal, so on an empty 
board bRaS commands the whole a/h 
ring and also b8-dS, bNb8 commands 
eS/f7lh7 as well as its normal squares 
a6/c6/d7, bBcS commands e8lgSlh7 as 
well as b7/a6/d7, and bKd8 can go to 
c7/d7/cS/e8/fS. There is no castling, 
and no en passant. Note that al is light 
and that the kings start on dl/dS. 

Paul responded to my plea for 
material by sending me his third-round 
game, which had several points of 
interest. To help readers who are 
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trying to follow on an ordinary board, h3 Bc7-b8* 20.Qb3-fS Bb7-aS' 
"round-the-end" moves are starred 21.Ral-b4* (this is a style of play I 

Wbite 
Paul Byway 

Black 
Mike Clark 

(paul's notes in quotation marks) 

1.d2-d4 b7-bS 2.Bcl-dl c7-c6 (surely 
unwise) 3.h2-b4 ("a waiting move, on 
the off chance of fools mate") 3 ••• Nb8-
a6 (had Black moved bNg8, BaS 
would have been mate) 4. Bdl-a5+ 
NgS-c7* ("it can't hurt to tie him up a 
little") S.b2-b3 Bf8-b8* 6.al-a4: 

Black is already in trouble, because 
White threatens axb5 giving himself a 
half-open a/h ring on which his rooks 
are already doubled, and 6 ... bxa4 
7.Rxa4 will amount to the same thing. 
6 ••• bS-b4 (Black decides it is better to 
concede a pawn) 7.Ngl-al* Kd8-f8* 
8.Ba5xb4 Nc7-dS 9.Bb4-aJ BbS-c7 
lO.c2-c4 NdS-b6 1l.Nbl-d2 Bc8-b7 
12.Qel-cl* Ra8-d813.Kdl-el* Rh8-
a8*: 

Black keeps his rooks on a8-dS for 
defence. My own instincts would have 
been to double them on the big ring 
for attack. 14.b4-bS d7-d6 lS.Bfl-dl * 
f7-f6 16.Rhl-b3 b7-b6 17.Rh3-g3 
Qe8-f7 18.Qcl-h2* Ra8-c8 19.Qh2-

have not tried, advancing the h-pawn 
and bringing the major pieces round to 
operate on the right-hand side in front 
of the pawn line) c6-c5 22.d4-dS ReS
b8 23.Nal-c3 Na6-c7 24.Rh4-g4 
24 •••• e7-e6 2S.Qf5-g6: 

Paul and I have had an interesting 
difference of opinion at this point. As 
Black, I would now take the queens 
off, hoping in due course to get the 
rooks off as well. I doubt if "one pawn 
up" would be enough to win a minor
piece ending. Paul, more used to tough 
match play than I am, takes the 
opposite view: "I was happy to remove 
the major pieces and with them all 
risk. A pawn up and a time-limited 
game puts the opponent under great 
pressure. H His opponent obviously 
agreed, because play continued 
2S ••• Qf7-g8 26.e2-e4 Nb6-c8 27.Rg4-
b4 (to make space for wQ) Nc8-e7* 
28.Qg6-g4 f6-f5 (less risky than it 
looks, because bK will soon quit the 
cif ring) 29.Qg4-e2 K.f8..c8* 30.Rg3-
f3 Kc8-d7 31.Rh4-b2 (time trouble?) 
Qg8-b7: 

32.e4xf5 (opening the die ring, after 
which the rooks will soon go) 
32_.e6xf5 33.Rf3-e3 Rd8-e8* 34.12-
f4 Rb8-d8 3S.Rh2-b3 g7-g6 36.BaJ
cl Ne7-g8 (now the rooks go off) 
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37.Relxe8 RdSxe8* 3S.Rh3-e3 BaS
b7 39.Relxe8 Bb7xe8*: 

Black has fought back to near
equality, and in the absence of time 
constraints I would play to swap 
queens and expect to draw. Play 
actually continued 40.Nc3-bS Bh8-
bS* 41.Ndl-fl * g6xbS and the score 
stopped because of time trouble, but 
Paul reconstructed the ending: 

1.g2-g4 Balxc4 2.g4-g5 aJ-al 3.Bh2-
gl Bc4-d3 (when in doubt attack, but 
surely better was 3 ... Bxd5 and 4 ... Ba8 
coming back to defend) 4.g5-g6 c5-c4 
S.g6-g7 Bd3-hl * 6.g7-g8Q+ Kc8-dS 
(6 ... Kc7 7.Qa8+ and 8.Qxa2) 7.Nh6-
f7+ and mate in two. 

Here is the finish of his round 2 game. 
White Mark Hore Black Paul Byway 

1._Nb8-d7 2.a4-aS c7-c6 3.bSxc6 
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b7xc6 4.Bhl-dl* a7-a6 S.c2-c4 Nd7-
18* 6.Bdl-b4 Nf8-b7* 7.Nh3-fl 
(cS!?) c6-c5 S.d4xc5 d6xc5 9.Bb4-c3 
Nb7-d6 10.Nfl-dl * Nd6xc4: 

1l.e2-e3 ("in a difficult position it's 
easy to make a mistake") Nh6-fS 
1l.Ndl-gl * NfS-h4 13.Ngl-h3 f6-f5 
mate. 

My own first-round game was in quite 
a different style. White J. J. Holland, 
Black IDB. 1.fl-f3 f7-f5 2.g2-g3 e7-
e5 3.Ngl-h3 h7-hS 4.dl-d3 g7-g6 
S.Bc1-g1 * Bf8-h6 (the position at this 
point was immortalized by a colour 
photograph, reprinted in The Guardian 
to the delight of my irreverent family, 
giving an excellent picture of the 
board, a reasonable view of my 
opponent, and just the top of my own 
head) 6.f3-f4: 

My next move was automatic, since 
my standard way of playing this game 
is to unbalance the pawn formation 
and then see whether my half-open 
ring is stronger than his. Here, I 
judged my die ring potentially more 
dangerous than his big ring, since it is 
nearer to his king, but as we shall see 
it proved easier to defend 6 ••• e5xf4 
7.g3xf4 Ng8-f6 S.Bf1-g2 Qe8-f7 (not 
good, because if I want to pile up 
quickly on the ring the way is Qe6, 
Re8, Rh7*, and Rhe7, and in any case 
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the ring won't run away and it must be 
better to gain ground with the minor 
pieces first) 9.Bgl-f3 RhS-e8 10.Qel
g3 Re8-e7 1l.Nbl-el* RaS-hS* 
1l.e2-e3 Rb8-e8 13.Nb3-g5 Bb6xg5 
14.f4xgS Nf6-g4 (this is soon seen to 
be a mistake, since it allows White to 
force open the aIh ring, and besides 
Black should have brought Nb8 and 
Bc8 into play long before this) 
lS.Bf3xg4 hSxg4 (I didn't consider 
15 ... f5xg4, wanting to preserve the f
pawn for my attack, but it might have 
been better) 16.Qg3-f4 NbS-h7* 
17.h2-h3 g4xb3 IS.Rhlxh3 a7-a6 
19.Rh3-h6 Nh7-f8 20.Nel-f3 Nf8-e6 
21.Qf4-h4f5-f4 (I thought this would 
give me a winning attack on the die 
and cif rings, but I underestimated the 
disruptive effect of White's knight) 
22.Nf3-e5 Qf7-f5 23.Ne5xg6 Re7-f7 
24.Ng6-hS: 

At this point I blundered, playing 
24_.Re8xbS in the belief that 
2S.Rh6xbS f4xel would give me a 
mating attack along the cif ring, and 
overlooking the quiet 26.Ral-cl 
which held everything. But Black is in 
trouble anyway, because if his rook 
saves itself White will have 25.Nxc8* 
and Black's king will become at least 
as exposed as White's. The opening of 
the rings at move 6 may or may not 
have been a good idea, but my 
opponent's follow-up play was much 
more incisive than mine. 

Never mind It was good beer. 

.'IIAII" CIIESS A7 
11 ESSlI;., 

The fairy blitz tourney at this year's 
French problemists' meeting featured 
Dynamo Chess (Pascal Wassong 819, 
Jerome Auclair 6Yz). It proved rather 
complicated for five-minute play 

Continued on Page 102 
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MODERN COURIER CHESS 
by Paul Byway 

The layout of MCC and the powers of the extra pieces 
(significantly less powerful than those met with in the 
previous article - in VC37) are given below. 

You can experiment with the original Courier Game in a 
more coherent form by replacing the queen here with a 
mann (has the same move as a king). Any piece that moves 
only one step at a time, that is a pawn, fers, king or (see 
previous sentence) mann, is able, if unmoved, to move two 
steps in one turn - but not to capture. Pawns are subject to 
en passant capture and there is no castling. One neat 
feature is that each courier covers a quarter of the board: 
only a courier created by promotion can be exchanged for 
an opposing courier. 

Tbe Opening in MCC 

The aim, I must suppose, is to develop the pieces rapidly 
and efficiently: not a straightforward task. But more than 
this, if we carry over our Chess experience, it is necessary 
to control the centre. Two questions immediately arise: (1) 
What is the centre? and (2) Does our Chess experience 
indeed carry over: must the centre be controlled? (The 
answer might be no, if we judge by the campaigns of 
Alexander the Great). I hope you don't expect me to 
provide an answer: all I can hope to do is explore some 
possibilities. My definition of the centre, by the way, is 

lightly following a likely line. There must be big 
improvements at many points. If you find any major and 
obvious howlers please let me know. Let me know anyway 
if you think you have developed a better line! 

1.c4 e5 2.Bc2?! f5 3.e3 Nc6 4.a3 FOO S.Nc3 Qf7 
threatens both 6 ... d5 and 6 ... Qxk2. 

1.d4 dS ( or ... f5) This system seems to be particularly rich 
2.Nc3 e6 (or ... c6 3.e4 e5) 3.e4 c5 
2.c4 dxc4 3.e4 Cc6 4.Nc3 ( or Nd2 with the idea b3) 
2.e4 dxe4 3.Nc3 f5 ( or ... e6 4.Nxe4 f5 5.Nc5) 4.f3 

Coo ( or ... exf.3 5.Bxf.3 c6) S.dS Cg6 6.QbS 

that group of twelve squares on which a bishop has its 1.e4 e5 ( or ... g5, .. .i6) 2.Ce3 Nc6 3.Nj3 Coo 4.h4 with a 
greatest range, which is the large square from e3 to h6 possible follow up of i3, Fh3 and Ki2 ifnecessary. 
minus the the four corner squares. 

In opening your game you have a much wider choice than 
in Chess. I classify openings as follows:- classical (e4 e5) 
and knightsmove (f4 h5 or f4 d5). I assume that these are 
the most important, although there are many others. As an 
instance one of the best replies to 1.e4 seems to be 1 ••• i6. 
The choice of 1.e4 looks natural, developing as it does the 
queen and bishop: the pawn blocks the opposing bishop but 
is itself an object of attack. Another promising move, 1. d4 
has not yet had the attention it deserves. It opens the square 
d2 for both knight and fers: 2.Nc3, 3.e4 looks like a natural 
follow-up. The central moves 1.f4 and 1.g4 have been 
largely neglected - and this is probably unfair. In what This line illustrates my earliest thoughts on the opening -
follows I give some initial impressions of each opening, twin strongpoints at e4 and h4 muffie the black bishops. 
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I.f4 f5 ( or ... d5 •... h5) 2.g4 fxg4 3.h3 ( or 3.e4 Ce6 
4.Nc3) gxh3 4.Cxh3 
As an illustration of the richness of the game. here is a long 
and speculative line which follows White's attempt to 
regain the pawn on e4. 
I.f4 f5 2.e4 fxe4 3.Nc3 Cc6 4.b4 a6 5.a4 g6 6.b5 axb5 
7.axbS Ru1 8.Cxa1 Coo 9.g4 h6 10.f5 (Ch3!?) gxf5 
1l.gxf5 Qxf5 12.Qxf5 Bxf5 13.Bxj7 NI6 14.Bi6+ Bh7 
15.Bxh7+ Kxh7 16.Ke3 (the king's leap). 

I think that Black is better here. but the important point is 
that despite the wholesale slaughter the position remains 
rich in plans and possibilities. An unresolved problem 
concerns the material balance if White exchanges his knight 
for the courier in regaining the pawn. At this stage I believe 
the knight is worth slightly more than the courier. 

1.g4 g5 ( or ... e5) 2.f4 gxf4 3.e3 ( or Qxf4) fxe3 4.Cxe3 
White is prepared to offer a pawn for development. 
Offering a pawn like this might be a better idea than in 
Chess if the loss matters less - or a worse. if the defensive 
resources are greater. 

Just recently an experiment with I.g4 proceeded as follows: 
1.g4 e5 2.e3 i6 3.f4 Nc6 4.Fg3 jS S.h4 Bk6 6.Fh3 

After a few more moves it was agreed that White had been 
given too free a hand in the centre. My fellow explorer Roy 
Talbot likes to leave the pawns in front of his king alone. 
and prefers to advance on the flank. The next trial improved 
with 1.g4 e5 2.e3 i6 3.f4 exf4 4.exf4 jS S.Nc3 k5 6.14 
My own view is that. with so many minor pieces round my 
king, opening up in the centre is surprisingly safe. At any 
rate I haven't been dissuaded from it yet. 

1.h4 hS ( or ... e5 •... f5) 2.e4 Nj6 3.Nc3 e5 Black is happy 
to offer the e-pawn for the h-pawn in order to uncover 
White's king 

1.i4 i5 ( or ... e5 •... f5, ... g5, .. .i6) 2.Nj3 j6 ( or ... g6) 3.h4 ( 
or g3) ixh4 4.Nxh4 Bk6 S.Fb3 e5 I can't say that I trust 
this line where White opens up his own king's position. 
InCidentally. there is a tactic buried in the initial layout. In 
some positions it may be possible to play ... Bd8xj2 and 
answer Bilxj2 with ... Q/8-J4+ and ... Qj4xj2. 

1.j4 g5 2.NI3 f5 3.i3 Nj6 4.Fj3 Fg6 5.k4 

These last two opening ideas betray the influence of Roy 
Talbot's preference for flank play. Here ... Nj6 creates a 
target for the advancing pawns and might be improved on. 
Another approach for Black is 1.j4 e5 2.i3 i6 3.Fj3 Ni7 
4.k4 h5. The move i3(i6) defends the king and opens a 
path for knight and fers. 1 ... i6 may be Black's best move. 
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CASTLES IN THE AIR 
by Jed Stone 

And now for something completely different! For some 
reason, probably a little known medical condition that 
relates to a form of self torture, I answered the request in 
the Spring issue of 'Variant Chess' for anyone willing to 
take on the post of Postal Cbess Organizer. I remember 
sending the e-mail response off virtually as soon as I read 
of the need. There was some vague idea at the back of my 
sub-conscious that I actually wanted to do the job and if I 
didn't get in there quick some one else might beat me to it. 
As you are reading this preamble you are presumably (a) 
interested in variant chess and (b) one of the 99.9% of the 
readership who did not leap like a demented gibbon 
towards their favoured mode of communication to snafile 
the post for their own use. For this oversight I thank you 
not. The variant chess world will probably suffer for your 
lack of foresight. It may be a fair number of years since I 
last meandered like an aimless herring through the shoals 
and reefs of running anything as vaguely culturally valuable 
as a postal chess tournament, but I doubt the world was 
really ready for my return to such ventures. You should 
have stepped into the breach and affected a hero's rescue in 
the nick of time. After all I am now armed with modem 
technology! The home computer and e-mail were dreams of 
film-makers back in the days when I last ventured down 
this road. My original publication, The Castle' was hand 
drawn and written and reproduced on a hand cranked spirit 
duplicator. A machine no museum of Office Technology is 
complete without. Be that as it may, I volunteered and you 
didn't, so we'll both have to live with it 

So! What sort of mayhem and chaos do I intend to thrust on 
the unsuspecting variant chess ftatemity this time? The 
obvious choice is a tournament or two, but tournaments 
provide a mass of games on the most 'popular' themes. This 
pushes to one side a large number of players whose 
preferred variants are not generally fancied and therefore 
rarely feature in tournaments. They also take up a lot of 
time to play to a complete conclusion. So inevitably, as the 
end draws near, those who have finished their games have 
to twiddle their chess pieces and wait for A to end and B to 
begin. What I feel is needed is a broad band of activities of 
various lengths that will enable everyone to find a niche 
that suits them I shall therefore throw open the floodgates 
of opportunity and, hopefully, give everyone the chance to 
ride their dream. I am proposing to set up various structures 
that can be used to nibble at the individual interests of keen 
postal players. 

To start with there will be three main types of 
competition: 

Type A is the standard All-Play-All variety of 
tournament. 

Type B is a simple Knock Out competition. These 
give you one game at a time only, but lose and you're out. 

Type C is a Double Game contest. Two variants 
will be on offer in the same competition White has the 

choice of which one to play. All will be played to fixed 
deadlines. 

Now all these types are random pairings so by their very 
nature, can result in one-sided matches. An Attila the Hun v 
No Hope Norman with battles axes at three paces sort of a 
thing. To provide more even contests I also hope to set up 
Leagues in various variants. These will be played to less 
strict deadlines and be a more on-going, permanent feature. 
Players will be divided into sections like a sports league so 
that over a period of time the 'cream' will gravitate to the 
top section so that each 'season' or round of play, 
competitors of equal standing can slug it out for title of 'Top 
Dog' of their section 

As I have no wish to dictate what is played in which type of 
tournament there will be a Notice Board section This will 
not be an actual competition. As the name suggests it is a 
home for posting ideas for future competitions and games. 
If you have a favoured variant you would like to see played 
in any contest or league, you pass the name of it to me 
along with how you would like to see it featured and I post 
it on the Notice Board. If enough people express interest in 
its existence then it will feature as a competition. If not then 
there will hopefully be enough interest for you to collect an 
opponent to play a friendly game or two against. This same 
section will also serve for the adventurous few who invent a 
chess variant of their own and wish to give it a public 
airing. 

It must be born in mind that games involving strange star 
shaped boards and rules requiring that a cube of jelly be 
lobbed at an opponent when ever a pawn is captured may 
not gather enough of a follOwing to be viable. 

Our 'bible' in all this will be David Prichanfs 
Encyclopaedia of Chess Variants though any other games 
not featured in the book, (Hostage Chess springs 
immediately to mind) will also have their place. As long as 
you can supply a definitive set of rules for the new game I'll 
be happy to post it on the board. If, of course. it has been 
featured as an article in 'Variant Chess' you'll stand a far 
better chance of finding at least one opponent than if it's 
posted as a new and unknown variant. 

Finally, every game I set up will be given a reference 
number. This also applies to any friendly game that you 
arrange with an opponent and wish to register with me. 
Games will thus be easier to keep track of and provide a 
reference point for archiving them. The results :from all 
registered matches will be featured in a Club ladder league 
which will give every club member a variant rating. 

What actually runs and how will be dictated by the 
responses received but with due consideration being given 
to favoured modes of communication and deadlines being 
set to match, whatever your interest I shall do my best to 
see that you get at least one opponent to play against in 
your favoured variant. Communication will obviously be an 
important factor in this venture so to ensure the even spread 

-------- -~===~~~~~-----------
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of information to all necessary points of the compass, it will 
be a two-phase operation 

The first will be an article such as this one in future editions 
of 'Variant Chess'. They will be the public viewing gallery 
from which the activities of the postal section, the 
beginnings and endings of what ever is currently going on, 
will have a geneml airing. Any games of specific interest 
will undoubtedly appear in detail else where in 'Variant 
Chess'. For those actually involved in the games there will 
be 'The Castle', a single sheet newsletter that will appear on 
a monthly sort of basis. It will keep players fully informed 
about what is going on, coming up and planned. There will 
be room for any opinions or matters that affect the conduct 
or organisation of the postal games and, of course, results 
as they come in. Its appearance will be by e-mail and it will 
go to players or anyone else who thinks they will find it of 
specific interest. For those who cannot access e-mail and 
don't have a friend who will accept an e-mail for them, 
some sort of deal will be sorted out. A year's supply of 'The 
Castle' sent directly to your letter box in exchange for a 
week in your villa in the south of France would be fine. If 
you don't have a villa a book of second-class stamps will 
substitute nicely. 

Ok! So the question now is what exactly is on offer at the 
moment Well, the present possibilities are these 

All-Play-All Tournaments Hostage chess 

Knock Out Tournaments 
Xiangqi (Chinese chess) 
Alice chess 

Doubles Contest 
Avalanche chess 
Progressive chess 
Losing chess 

Leagues Auction chess 
Hostage chess 

Notice Board Chess (the game itself) 
Courier chess. 

So, for those who wish to delve further into the mysteries of 
postal variant chess I require information A name and 
address are first requirements; an e-mail address would be 
an added bonus. Please give some indication if you prefer 
playing by e-mail, post or a mixture, and which, if any, of 
the games laid out above you are interested in Any ideas 
for the Notice Board would also be welcome. It is, as I have 
said, all a matter of numbers at the moment. Until I have 
them in and sorted, nothing can start. So switch on the 
computer, or pick up your pen if you prefer and contact me. 

Jed Stone (postal Chess Organizer) 
7 Harstoft Avenue, Worksop, Notts. 

S810HS 
England 

e-mail jedstone@talk21.com 

The board has been laid out, the pieces are set. Would all 
those who wish to come out and play please sign in. 

REVIEW 
by David Pritchard 

Karten Schach 
(Berliner Spelkarten GmbH) 

This is a feast of new chess variants from Dr. Reiner Knizia 
who also happens to be the world's most prolific and 
successful games inventor. The variants were conceived 
and written up five years ago. They are now presented as a 
boxed game with a 78-page rule book in German. a pack of 
chess cards, black and white counters (used in some 
games), and a chess set and board. It is pertinent to ask why 
the last-named was necessary since surely anyone interested 
enough to buy a collection of chess variants would possess 
a chess set? (On reflection, probably a way of increasing 
profit) 

There are 32 cards in the pack, made up of four 
cards of each of the pieces (two of each colour), four white 
and four black pawns and four jokers (again, two of each 
colour). 

The book contains sixteen distinct games with 
examples of play fully explained, and a number of 
secondary variants totalling about twenty-five games in all. 

The cards might suggest that these variants are 
mostly games of chance but although there is certainly a 
chance element present these are basically games of skill. 

Without exception I would call all of them good 
games. One would expect that from Knizia, but whether 
there is a classic or two amongst them will have to wait for 
some serious playtesting. 

Back in VC2] I was privileged to give one of these 
games (Capitalist Chess). Here is another to whet your 
appetite. 

Doppelginger Chess 

Each player takes a set of six different piece cards 
(K,Q,R,B,N,P) and sets them face-up nearby. The usual 
rules of chess apply with two exceptions:-

(a) The kings have no royal powers and you 
capture the opposing king to win. 

(b) At the start of a turn a player may turn over 
anyone of his face-up cards and move a piece of that 
denomination twice in succession. 

Once used a card cannot be used again unless both 
players exhaust all their cards, when they once more expose 
a full set. As an example of play, after 1.e4 e5 2.Bc4 White 
is threatening to capture the black king by turning over the 
bishop card and playing 3.Bxf7xe8. Black has a number of 
responses , one of which might be to turn over the pawn 
card and play 2 •••• d7-d5xc4. If you foresee danger later in 
the game when the other player's cards are all face down, 
keep one card face up to prevent all the cards from coming 
back into play. You can play the game with ordinary 
playing cards. For example choose K=king, Q=queen, 
J=rook, 100bishop, 9=knight, A=pawn or similar. 
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HOSTAGE 2000 15. Qdlxf3 0-0 

by Peter Coast 

White 
Peter Coast 

Black 
Paul Yearout 

l. 
2. 

d2-d4 
c2-c4 

d7-dS 
dSxc4 

3. e2-e4 
I'm trying out gambits in Hostage, on the theory that the 
sharpness of play favours them. 

3. NbB-c6 
4. Bcl-e3 b7-b5 
5. a2-a4 BcB-a6? 

Not a move that would be played in orlho-chess: 6.axb5 
Bxb5 7.Nc3 is awkward. 

6. a4xb5 Ba6xb5 
7. (P-P) *e6! 

Now 7 . .. .fxe6 B.Qh5+ wins the bishop at b5 
7. h7-h5?? 
B. Bflxc4! Resigns 

t 

t 

If B .... Bb5xc4 then 9.(p-P)*d7+ wins the queen. 

l. 
2. 
3. 

White 
Peter Coast 

c2-c4 
Nbl-c3 

c4xdS 

Black 
John Leslie 

NqB-f6 
d7-dS 

Nf6xd5 
4. e2-e4 NdSxc3 
5. b2xc3 (N-N) *d3+ 

This is probably why Black played the line, but I don't think 
it is good. Knight for bishop exchanges in Hostage don't 
have much long-term significance because the bishops 
come back again. 

6. Bflxd3 QdBxd3 
7. (B-N)*c2 Qd3-a6 
B. N*dS Qa6-d6 

White now has a large space and development advantage. 
9. d2-d4 e7-e6 

10. Bcl-f4 e6xd5 
Desperation 

11. Bf4xd6 
12. e4-e5 
13. Nql-f3 
14. h2-h3 

BfBxd6 
Bd6-e7 
BcB-q4 
Bq4xf3 

16. (P-P) *f6 

The attack plays itself. Once a pawn is established on fo 
with g7 vacant the white queen can be sacrificed at any 
time, because of its re-appearance on g7. 

16. (B-B)*e4 
17. Bc2xe4 
lB. Qf3xe4 
19. (N-B) *h6+ 

dSxe4 
*dS 

Resigns 

Because of 19 . ... KhB (19 . ... gxh6 20.Qxh7+1) 20.fxg7+ 
Kxg7 21.(p-P)*f6+ and now:-
(a) 21 . ... Kxh6 22.Qxh7+ Kg5 23.(N-QJ*h3+ Kg4 
24.B*j3 mate 
(b) 21. ... Bxfo 22.exf6+ and: 
(bl) 22 . ... Kxf6 23.(N-QJ*h5+ Kg5 24.Qg4+ Kxh6 
25.B*g7 mate. 
(b2) 22 . ... Kxh6 23.Qxh7+ Kg5 24. (B-B)*h4+ Kf4 25.(N
Q) *e2+ Kg4 26.h3 mate. 

White Black 
AllanBrown Peter Coast 

l. e2-e4 e7-e5 
2. Nql-f3 NbB-c6 
3. d2-d4 e5xd4 
4. Nf3xd4 Nc6xd4 
5. Qdlxd4 NqB-f6 
6. Nbl-c3 

J had Originally worried about 6.e5, but decided it was safe 
after (N-N) *c6 

6. d7-d6 
7. Bcl-q5 
B. Bfl-c4 
9. Bc4xe6 

10. N*f3 

BfB-e7 
(N-N) *e6 
BcBxe6 

0-0 
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11. (P-P) *h6 
Superficially good - but actually bad The damage to my K
side is easily repaired and White loses time. 

11. q7xh6 
12. Bq5xh6 P*q7 
13. Bh6-e3? 

This puts him in danger of a pawn fork on d4 
13. c7-c5 
14. Qd4-d3 (P-P)*d4 
15. Nf3xd4 
16. Be3xd4 

c5xd4 
d6-dS 

To prevent a white pawn landing there. 
17. O-O? d5xe4 
18. Nc3xe4 Qd8xd4 

The drop of poison in 16. ... d5! If 19.Qxd4 (N-N)*e2+ 
19. Resigns. 

White Black 
George Jelliss Peter Coast 

1. Nql-f3 c7-c5 
2. d2-d4 e7-e6 
3. Bcl-f4 Nb8-c6 
4. c2-c3 d7-d5 
5. e~-e3 Nq8-f6 
6. Nbl-a3 a7-a6 
7. Na3-c2 Bf8-e7 
8. Nf3-e5 0-0 
9. Ne5-q4 

This doesn't look good in any variant of chess! Losing time 
before development is complete... (Agreed! I play this line 
as White - but without the eccentric Nb1-a3-c2 - and would 
suggest also that 8 . ... 0-0 is an error in this line; certainly 
before White has castled it is. Ed) 

9. b7-b6 

10. Nq4xf6+ 
11. b2-b3? 

Be7xf6 

Very bad: think of a black bishop on b2! 
11. e6-e5 
12. d4xe5 Bf6xe5 
13. Bf1-d3? Be5xc3+ 
14. Kel-fl 
15. Qdlxa1 
16. b3xc4 

Bc3xal 
c5-c4 
d5xc4 

The bishop has nowhere to go: Be2 allows a fork on d3 and 
Be4(c4) allows a knightfork on d2. 

17. Bd3-e4 
18. Kf1-e2 
19. Rh1-dl 
20. 
21. 

Ke2-f3 
Kf3xe4 

(N-N) *d2+ 
Nd2xe4 

(P-P)*d3+ 
(B-B) *q4+ 

f7-f5 
mate 

TOURNAMENT RESULTS 
from David Pritchard 

The A1ice Cbess tournament is now complete. The final 
table looks like this:-

1 Peter Coast 9 
2 Paul Yearout 6 
3= George Jelliss 5 
3= Jed stone 5 
5 Ivan Dirmeik 3~ 
6 A1lan Brown 1~ 

Our congratulations to Peter on his convincing victory. 

The Hostage Cbess tournament is still in progress, and so 
far only John Leslie has finished all his ~es (very 
appropriate). Here are the scores so far:-

Peter Coast 4 / 5 
John Leslie 4 / 6 
A1lan Brown 3 / 5 
Jed stone 2 / 5 
Ivan Dirmeik 1 / 2 
Paul Yearout 1 / 4 
George Jelliss 1 / 5 
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THE GAMES OF 
FRAil/( MA US 

by John Beasley 

This is the ftrst of what Paul and I 
hope will be a regular series, not 
always written by myself, in which 
some ideas from the past are picked 
down and dusted off. The material will 
come sometimes from our own 
Library, sometimes from that of the 
British Chess Problem Society (which 
holds a lot that would surely have 
come to us had we been in existence at 
the time), and sometimes from private 
collections. 

In 1925, the Chess Amateur 
presented a series of chess games 
invented by Frank Maus, and the 
BCPS holds both the C4 and Maus's 
letters to T. R Dawson. Maus appears 
to have been a factory owner or 
consulting engineer (his letterhead 
read "Frank Maus / Milling processes 
and dehydration" with a cable address 
"Millmaus") and also something of a 
maverick pamphleteer. He did not 
always know what others had done (he 
claimed Cylinder Chess as his), but 
some of his ideas were truly original 
and at least two gained adherents. 

The ftrst was Cavalry Chess, in 
which the moves of the men are 
extended as follows. 

King: add knight moves, and also 
two-square rook and bishop moves if 
the intervening square is free. 

Queen, rook, bishop, pawn: add 
knight moves (pawn forwards only). 

Knight: add (3,1) and (3,2) moves 
to the normal (2,1) move. 

Elementary endings were worked 
out and some openings developed, and 
the game clearly attracted players. On 
a sheet "Cavalry chess openings and 
endings", we read: 

"The play this year changed to 
center attacks in the openings. Last 
year (1923) Fianchetto by both players 
was common in the opening moves. 

"The "Gruer Attack," called 
the "Gruer Counter" when adopted by 
the second player, was developed by 
Mr. E. W. Gruer, former California 
State Chess Champion. [Maus gives a 
diagram: for White, play KP to e4 and 
Q to e2.J The opponent's KP dare not 
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make a capture, for if it does, the King 
is forced out into the middle of the 
board with a double check and mated 
with a few fancy moves. A solid 
center by the opponent equalizes the 
position. But the opponent must be 
patient, for if he hurries the action, out 
comes the King to his doom. 

"The "Denton Opening" [diagram: 
KP/QP on d3/e3, knights on d21e2J 
brings a maximum of pressure to bear 
on squares that the inventor of the 
opening calls "sore spots." The 
opponent must give the opening strict 
attention before starting any attacks of 
his own." 

As for the elementary endings, 
K +Q mate lone K "very easily", K + 2B 
"easily", and K +B+N "more easily 
than in chess", but K+2N cannot force 
mate ("at least, a forced mate of this 
kind has not yet been discovered"). 
The difficult one is K +R "The player 
with the Rook must ftrst take 
command of the four central squares. 
Thereafter his King remains on these 
squares ... while his Rook is used to 
keep the opposing King from going 
round and round the board The lone 
King is forced to the wall directly 
opposite the Rook's monarch, and the 
Rook delivers mate in the same 
manner as a chess Rook, but at a 
greater distance from the opposing 
King ... " For more, see the Chess 
Amateur, February 1925, pp 155-6. 
Maus describes the following as "a 
problem that must be solved to win 
with King and Rook in game play": 

The BK is penned to the wall, but 
l.ReS Ka6 2.RaS fails to 2 ... KxaS. 
Instead, 1.Rb6 Ka5 2.Ra8 and WR is 
out of range. 

The Chess Amateur gives four 
games, three of which are in the 
Encyclopedia of Chess Variants. Here 
is the fourth. 
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White 1. Denton, Black F Maus.' 
Stars denote "added" moves. 1.e2-e3 
e7-e5 2.d2-d3 Qd8~7 3.Ng1~2 a7-
c6* 4.Nb1-d2 (this is the "Denton 
opening") 4 ••• Bc8-d6* S.g2-g3 h7-f6* 
6.Bft-h3 (Ne2 defends h3) 6 ••• Bf8-e6* 
7.~ f6xe4* (I assume 7 ... Bxh3 
S.e4xd6+*) 8.d3xe4 Bd6-bS* 9.g3-f5* 
and things get wild: 

9 ••• BbSxe2 1 O.f5xe7 * Be2xd1 
1l.e7xgSQ+* Ke8xgS* 12.Bh3xe6 
e5-f3+* 13.Kehd1 f3xd2* 
14.Be6xf7+ Rh8xf7* 1S.Bclxd2 
Nb8-e6* (the smoke having cleared, 
White has B+P for N but Black is 
better developed) 16.h2-g4* d7-f6* 
17.c2-e3* b7-d6* 18.12-f4 Ne6-bS* 
19.94xf6+* g7xf6 20.Rh1-g3+* Kg8-
e8* 21.f4-g6* Rf7-h6* (stopping g6-
hSQ* but missing what follows): 

22.e4xf6+* Ke8xf6* 23.e3-d5+* 
c7xdS* 24.Bd2xh6 NbS-e6* 2S.Rg3-
g4+ Kf6-hS* 26.Ra1-c2* dS-f4* 
27.Rc2-h2+ f4-h3* 28.Bh6-f7* 
(2S.Rxh3+ Kxh3*) 28 .•• Ne6-f4+ 
29.Kd1-b1 Nf~2+ 30.Kb1-a1 Kh5-
15* 31.g6-h8Q* Ra8xh8 32.Bf7xh8* 
h3-g1Q* 33.Rg4xg1 Ne2xg1 34.Rh2-
12+ KfS-e3* 3S.Rf2-c2+ Ke3-dS* 
36.a2-c3+* Kd~7* 37.Rc2-e3+* c6-
e5* 38.c3-d5+* and Black resigned 
"The cavalry knight is a good drawing 
piece, but the last knight here never 
got into the game again after capturing 
the rook" 
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The second is Empire Chess, one 
of several games invented by Maus in 
which two men can join forces and 
subsequently move as a combined 
man. Specifically, a player who has 
already lost his queen may 
subsequently create a new one by 
moving a rook to the square occupied 
by a bishop or vice versa. He may also 
create an Empress (rook-knight) and a 
Princess (bishop-knight) similarly, but 
he may not have more than one of 
each on the board at a time. Promotion 
is similarly restricted. 

The Chess Amateur and the Maus
Dawson letters contain an annotated 
game specially played for the Chess 
Amateur between Geza Maroczy, then 
on a tour of the U. S. A, and E. W. 
Gruer, and although the game is in the 
Encyclopedia of Chess Variants most 
of the annotations are not. I shall quote 
Maus verbatim, except for using 
algebraic notation; Dawson edited 
slightly for the C4. The game started 
after seven moves of the Ruy Lopez, 
l.e4 e5 2.Nfl Nc6 3.Bb5 a6 4.Bxc6 
dxc6 5.d4 exd4 6.Qxd4 Qxd4 7.Nxd4 
Bd6, and there is a note: "By consent 
of both players the game was started 
on move 8 to be certain of a Queen
exchange variation, for the majority of 
Empire Chess games turn out to be 
regulation Chess from start to finish. 
Of the remainder some contain strong 
threats of coronation that keep the 
opponent from forcing an exchange of 
Queens; and some contain threatened 
Queen sacrifices to be followed by 
coronation, thwarted by counter 
attack. Several consecutive games 
might be played with neither 
coronation nor promotion." 

White G. Maroczy Black E W Gruer 
Moves 1-7 as agreed above, then: 

8.0-0 NgS-e7 9.Nbl-dl 0-0: 

"White: Knight on d2 may coronate 
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Empress, either Rook may coronate 
Queen, Bishop may coronate Princess. 
Black: either Rook may coronate 
Queen, Bishop on d6 may coronate 
Princess, Knight may coronate 
Princess. " 
10.Ral-clQ "Coronating Princess 
instead of Q recovers a move 
otherwise lost and leaves White with 
two Rooks instead of two Knights for 
the end game. However, the master 
had his first presentation to Empress 
and Princess just before the game 
started." 
10 ••• c6-c5 1l.Nd4-e2 f7-fS 12.12-f4 
b7-bS13.e4-e5: 

13 ••• Bd6-e7Pr "In ordinaty chess the 
B is lost. Both players were greatly 
amused at this escape of the B. It is 
Gruer's custom to delay coronation 
until there is a definite objective or 
until the move is forced." 
14.c2-c4 Bc8-b7 IS.Ndl-fJ h7-h6 
16.b2-b3 bS-b4 17.Ne2-g3 a6-aS 18. 
Rfl-dl Ra8-d8 19.Rdlxd8 Pre7xd8! 
(Maus's exclamation mark) 20.Qcl
bl Prd8-e6 21.NfJ-h4 Pre6-d4+: 

"If 22.Khl, Prf7 mate." 

22.Kgl-fl Prd4-e3+ 23.Kf1-e2 
"Losing a move. Too late White noted 
that Kel was required. Besides being a 
new acquaintance, this Princess is 
characteristically agile and guileful." 
23 ••• Pre3xf4+ 24. Ke2-12 Prf4xe5 
2S.Ng5xf5 Pre5-c3 26.Qbl-cl 
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26 ••. Bb7-e4 27.g2-g4 Prc3-d4+: 

28.Kf2-fl "If 28.Kg3, Pre2+ wins Q." 
28 ••. Be4-d3+ 29.Kf1-g2 Prd4-e2 
30.Qcl-e3 Pre2-fl+ 31.Kg2-12 
Prf1xe3+ and White resigned. He was 
a good sport to have played at all. 

"Empire Chess" appears to have been 
original only in detail, but the idea 
would seem worth working on. And 
why not allow splitting as well as 
combination? I seem to remember 
seeing an elegant problem using a 
"splitting queen", where in one line a 
rook moved away leaving a bishop 
behind, and in the other line a bishop 
moved away and left a rook 

Maus had further periods of chess 
activity, and in 1927 he produced the 
brilliant concept of Bystander Chess. 
We all know that the bystander sees 
most of the game, so why not put the 
players in the best seats: 

Black 

White 

"When playing Bystander Chess the 
players occupy the superior points of 
observation and make the best moves. 
As the bystanders occupy the inferior 
points of observation the fine moves 
of the players are a revelation to the 
bystanders and they are reduced to an 
awe-struck silence." 
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'ROBLEM 'AGES 
by Ronald Turnbull 

In the current (UK) agricultural 
situation, there's something topical 
about an island where people turn into 
pigs and rush headlong into the sea. 
Without pressing the parallel (for by 
the time VC 38 reaches you, the Foot 
& Mouth affair should be virtually 
over) let's rush headlong into CIRCE. 
Captured units are reborn on their 
home squares, so that if (in 342) 
I.Bxh2(bBf8) then Black can no 
longer capture the wQ without self
check. Luigi Vitali takes a tour of the 
Island In Diagram Ciree, a captured 
unit is reborn on its diagram square: if 
1.exf2, wP disappears as its diagram 
square (f2) is occupied In Symmetric 
Circe it is reborn on the symmetrically 
opposite square (if vacant): if 1.exi2, 
wP reappears on c7. In part c), it is 
reborn on the departure-square of the 
captor: after 1.exf2 wP reappears on 
e3. (There is no promotion and pawns 
transferred to I or 8 ranks simply stay 
there until captured a~). 

342 - John RICE 

Mate in 2, Circe 

343 - Luigi VIT ALE 

Helpmate in 2, a) Diagram Circe 
b) Symmetric C c) Platzwechselcirce 
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In Sentinels, a piece (not pawn) that 
moves (not from the I or 8 rank) 
leaves an own-colour pawn on the 
departure square (unless there are 
already 8 such pawns). So that in 344, 
1.Ne6+ leaves a black pawn on g7. 

Stephen Emmerson's two problems 
share a diagram and much of the 
stipulation. Each features a single 
neutral Royal Came1. It's a (1,3) 
leaper (in the way that a Knight is a 
1,2 leaper) and is kinglike in that an 
attack on it is check Either side may 
move the piece and either side may 
give check to it Each has sentinels - if 
White moves the nC, a white pawn is 
left, and correspondingly for Black 
For 345 ignore the lower Camel (he 
makes up 346). If Black starts 1. Cb6-
a3, a black pawn appears on b6. Now 
White could play 1...Ca3xb6 (wPa3) .. 
345 in particular has an elegant 
simplicity that justfies the effort of 
understanding the neutral Camel, and 
even the effort of the editors in finding 
a symbol for it ... 

344 - Luigi VIT ALE 

Helpmate in 3, 2 sols; Sentinels 

345,346 - Stephen EMMERSON 

Neutral royal Camels, Sentinels 
345 (top): nrCb6, helpstalemate in 3, 

b) nrCto c8 
346 (bottom): nrCcl, helpstalemate in 

4,2 sols 
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Chinese pieces (Leo, Pao, Vao) move' 
like their orthodox counterparts 
(Q,R,B) but capture only on the square 
beyond some obstructing unit So in 
347, white Pao e3 guards g3 and h3, 
but could move only to squares such 
as b3 and e4. While 348 has two Naos, 
which are Chinese nightriders. White 
Nao h5 could move to f4, d3 or b2, or 
could capture on d7. 

347 - Paul BYWAY, RT 

Mate in 2, Leo, Paos, Vaos 

348 - Alex ETTINGER 

Helpmate in 2, Naos 

like !an Richardson introduces us 
(gently, I'm glad to say) to 
Progression Chess - which is nothing 
to do with Progressive Chess. A white 
pawn on the e-rank, a black one on the 
d-rank, move as Knights. wP on f
rank, bP on c-rank, move as Bishops. 
wP on g, bP on b, move as Rooks, and 
wP on h, bP on a, move as Queens. 
There is no promotion of the orthodox 
sort and no en passant capture. A 
pawn that moves back onto its own 
half of the board reverts to moving 
pawnlike. The move of a pawn on its 
own back rank is, presumably, zero -
but that doesn't matter here. bPd3 can 
here play to a6, to c4 (whereupon it 
starts to behave as a Knight) or to bI 
(when it starts acting a Queen). 
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349 - lan RICHARDSON 

Helpmate in 2, Progression, 2 sols 

Which brings us to Variant Chess 
Theme Tourney 3: Charles Frankiss 
sent 350 with the comment that the 7,7 
leaper seems a singularly useless sort 
of piece. Its only move is from one 
corner square to the diagonally 
opposite one - on other squares of the 
board it has no move at all. I added 
part a) - and we ask: can you do 
better? VCIT3 is for problems of any 
kind featuring the 7,7 leaper: any 
other fairy units or conditions may be 
deployed but entries will be judged on 
the use made of the 7,7. 

350 - Charles FRANKISS 

Helpmate in 1, (7,7) leapers, b) Circe 

351 - Charles FRANKISS 

Selfmate in 6, (n, 7) leapers, 
2 Grasshoppers 
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White leapers 
Ll,7(h3) L2,7(c2) L6,7(g1) L7,7(hl) 

Black leapers 
L3,7(aS) U,7(eS) L5,7(f8) 

In 350 part b) a captured L 7,7 is 
reborn on the promotion square of the 
file of capture. So if Black starts 
l.L7,7xal, the white L7,7 is reborn on 
as. In 351, there is a white Ll,7 on h3 
which could move to a2 and a4 only. 
The white L2,7 on c2 can't move 
anywhere at all. as has a black L3,7 
and so on. Grasshopper moves along 
Q-lines to the first square beyond 
some intervening unit. So Gb2 can 
move only to d2, b4 or as, and could 
capture white units on those squares if 
there were any. Mr Frankiss points out 
that the use of the L7,7 is minor, so 
that this one would not shine in the 
tourney. 

The closing date for VCIT3 is 31 Dec 
2001, the judge is Mr Frankiss, and 
entries should be sent to me. 

SOLUTIOtlS YI: 31 

Solvers: Luigi Vitale, Cedric Lytton, 
Alex Ettinger, Stephen Emmerson. 
334 (Byway) l.LEg2 a6 2.LEa2 and 
1...MAa6 2.LEgS. Simple, but 
reciprocal PlMao square-blocks with 
only 6 units - CCL. The difference 
between problemists and variantists, I 
suppose - the latter more concerned to 
reproduce closer authenticity with the 
game; the former abhorring the 
refutation-stopper by invalidation of 
the refutation - SE. AE eliminates the 
Chinese pawn but with added Nao and 
pawn (S, knK5, pQ6, 6Naol, 16, 7P, 
6Bl, all pieces Chinese, l.LEf2). 
335 (Ettinger + RT) l.Q*d5[+wPd2] 
BxcS 2.Q*e5[+wPe2] Bb7; l.Rg5*e5 
[+wPe2] RxcS 2.R*d5 [+wPd2] ReS. 
Really splendid! - LV. Neat enough, 
though only Circe effects are in the 
creation of guards on e3, f3 - SE. 
336 (Rice) l.Bxd3=w ed=bB 2.Ba4 
Bb5 (3.Bxb5=w??); Rxd3=w ed=bR 
2.Re2 Re3 (3.Ree3=w??). Neat, with 
typical thematic Andernach mates 
after quasi-Turtons - CCL. High 
standard! - LV. AE admires d5 in 
particular. JMR has worked these 
clearance mates before, but the 
matching promotions give a sort of 
Phoenix theme which is pleasant - SE. 

Page 101 

337 (Vitale) l.Q*c2=w Qc6 
2.Bxbl =w Qg6; l.Bxc2=w Bh7 
2.Q*bl=w Qg6. Originally set with 
added condition Circe and no 2nd 
wNbl. Same mate, different graves -
CCL. Dangerously close to being 
considered 1 solution with dual - SE. 
My Circe-removal leaves cook 
l.Qxbl=w Qb6 2.Bxc2=w Qg6 which 
AE spotted and corrects by wK>b6 
and remove e7. 
338 (Vitale): l.KhS Kg4 2.Rg1+ Kf5 
3.Rxg7=w Kxf6=; l.Rfl Nf5 
2.Rxf3=wR Rg3+ 3.KhS Rg7=. 
Repeated KhS is a blemish - RT. CCL 
likes I.KhS but for AE l.Rfl is too 
easy! 
339 (Richardson) l.Kd5 Nbl 2.Kd4 
Nc3= b) l.Kd7 Nc5+ 2.Kd6 d4=. Only 
blemish is one N moving twice in a), 
otherwise charming - CCL. Neat 
echoed ideal stalemate - AE. 
340 (Turnbull) l.Nh7 no threat; 
1...Kc5(dSQ) 2.Qc7+ Kxb5(c4)SM; 
1...Kc5(c4) 2.cSR Kxb6(c5); 
1...Ke7 /e6( d4) 2.dSNIB Kd6( c5). This 
gave the solvers as much trouble as it 
gave me - RT. But CCL cooks l.Pxb4 
K-(h7) 2.RhS and Self Mate. wB to a4 
and +bPa5 may fix. 
341 (Richardson) N to e7, f5, h4, g2, 
el, 6.Nc3(Pc3) el, S.Nf3(e3) e5, c4, 
1 1. Na3(Rd3) c2 13.Nel(Pe2) 
l4.Ng2(Pf2) l5.h4 l6.Nf5(Pf4) e7 
lS.Nc6(Bg6). Lovely unique plth, 
felicitous touches, eg not 9.Nel(Pe2). 
When he becomes Sir Ian, we'll be 
able to say 'the Knight will go far' -
CCL. A masterpiece of precision and 
ingenuity; I hope it remains correct! -
AE. Our master solvers have failed to 
fault it, so probably ok. 
G in Avalanche article (Fayers) Black 
didn't move last (no posSIble move). 
But neither did White, as he'd have 
had to push a7=aS. Only legal 
interpretation of diagram is half-way 
through White's move - must 
complete with pawn-push (a7)! Now 
Black must lose at once by 
1...a6(b7)SM. 

AE mentions that the scheme of 335 is 
by L Nosanovski, but on the whole I 
don't credit unsuccessful schemes 
(this was an orthodox problem that 
didn't work out). 329 add missing 
solution l.Ka6 Kc7 2.KaS(+wPa6) 
KcS(+bPc7) -double switchback- 3.c6 
b7. CCL retrospectively congratulates 
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S Emmerson on this: 'c-generated or 
not, a good find Scorpion powers well 
used and nice Fairy mate. ' Paul Raican 
has cooked his corrected Zvolen 
game-so-far (l1.Qf1 0-0 12.QdI b5 
13.Qf1 Re8 14.QeI Re4 15.Kxe4 Ba6 
16.KdS Bb7+ 17.Kc5 Bc8 18.Kxb5 
Ba6+ 19.Kc5) and corrects 9.Kgl Bc3 
10.Kf3 Nf6 11.Ke4 0-0 12.KdS Rf7 
13.Kc6 Rf8+ 14.Kxb7 R:f7+ 15.Kxa8 
Na6 16.Kb8 Bb7 17.Kc7 Rf8 18.Kd6 
Ra8 19.Ke7 Bb4+ 20.Kxf6 Bf8. Peter 
Fayers corrects 332 by moving black 
camel tof2. 

Max 11 (2 for 341, bonus for 2 cooks, 
no correct solutions for G so I don't 
have to decide if it's in the solving 
tourney) LV 4, CCL 9, AE 9, Mark 
Ridley 2, SE 6Yz. 

Deadline for VC 38 solutions is 6 
weeks after receipt for comments, but 
scores count up to 3 months after. 

Within the problem world, it is 
accepted that chess compositions may 
be freely reproduced, subject to proper 
acknowledgement of composer and 
source. Composers offering originals 
for publication here are deemed to 
have authorised such republication. 

.'IIAMO CHfSS AT MfSS/OIl' 
COIIT/IIUff) FROM NfJE , I 

and too many games were lost on 
time, but good fun was bad all the 
same. In one game, White played Bh8, 
pushing his opponent's unmoved rook 
off the board, and his opponent 
immediately castled with the bishop 
and hit his clock. "Can you do that?" 
exclaimed the startled White. "No," 
said Black, putting the men back and 
restarting his clock, but it raised a 
laugh. 

"U.'AtA.Cf •• AMfS" 
COllfCTlO. 

Amold Pfeiffer, who knows the game 
from another source, questions my 
placing of the players in the game 
between Desloges and Kieseritsky (VC 
37 pp 74-5), and on checking my 
source I find he is right: Kieseritsky 
was Black ("M. Kieseritzky prend de 
M. Desloges huit Pions pour la 
Dame"). Sorry. 
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THE END IS NIGH! 
by Paul Byway 

Dave McCooey has published on the 
Chess Variant Pages his analysis of 
some 3-piece Fairy Chess endgames. I 
have abstracted the data relevant to 
en~es in The Courier Game and 
Modem Courier Chess. 

Modern Courier Chess 

Pieces 

BFF(dcc)* 
BFF(cdc) 
NNF 
NFF(xcc)* 
NFF(xdd) 
FFF(dcc)* 

The 

Pieces 

BWF(dxd) 
BWF(cxc) 
NNW 
NWF 

WFF(xcc)* 
WFF(xdd) 

Wins 

94.3 
87.9 
82.5 
77.8 
76.7 
68.5 

Courier 

Wins 

94.5 
90.1 
92.4 
85.5 
65.4 
62.9 

Draws F-D 

5.6 0.0 
12.0 0.0 
17.3 0.2 
21.3 0.8 
22.3 0.9 
31.3 0.2 

Game 

Draws F-D 

5.4 0.0 
9.8 0.0 
7.5 0.0 

13.5 1.0 
34.5 0.1 
37.0 0.1 

In the tables draw refers to a simple 
draw by capture of material, whereas 
F-D indicates a fortress draw without 
capture. An asterisk denotes a 
combination that can only be created 
by promotion. In brackets an x shows 
a piece that travels on both colour 
squares: a c (concordant) shows a 
piece on the same colour as another: a 
d (discordant) shows a piece on the 
opposite colour to another. All the 
combinations in the first table also 
occur in the Courier Game, in which 
the pawn can only promote to a Fers. 
The percentages in the tables refer to 
an 8x8 rather than an 8xl2 board of 
course, but should give some idea of 
the status of an en~e. 

SOtllT/OIIS TO COM'FlIT/OII 13 

#95 6.Kc2, 7.Na6, 10.Ne3 mate. 
FG also gives 8.Nd3, J O.Nxb6 mate. 
#96 2.Nxc2, 3.Ne3, 8.cl=Q 9.Bc3, 

10.Qf1 mate. 
#97 2.Kxe5, 3.Kf4, 5.Nd4, 6.c5, 

8.Re3 Italian mate. 
FG also gives 6.Rad8 instead of 6.c5, 
and the &ottish Progressive follow-up 
9.dxe3+ JO.Ke5, RfB, Rxj2, Rc2, Nc6, 
Nb4 mate. 
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COM'FlIT/OII I. 

We begin with two positions from 
Italian Progressive, but this time they 
are en~es. Please give 'best play' 
to a conclusion. A finish in a single 
series is not expected, but a different 
conclusion in Scottish Progressive 
would be worthy of remark. 

#98 Bratcenko - Lesnicenko (1992) 

Series 9 Result? 

#99 Volosin -Rets (1993) 

Series 10 Result? 

And finally, a wonderful composition 
from Cedric Lytton. Such 
sophistication in this field is unusual. 

#100 Cedric Lytton (Original) 

Italian Progressive Chess 
Mate in J3 

The current scores are on page 104 
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X/AII',/ 
by Paul Byway 

Here is the game, from the fourth 
round of the 2001 Mind Sports 
Olympiad, that decided the 
destination of First Prize. 

1. 
2. 
3. 
4. 
5. 
6. 
7. 
S. 
9. 

10. 
11. 
12. 
13. 
14. 
15. 
16. 
17. 
lS. 
19. 
20. 
21. 
22. 
23. 
24. 
25. 

Red: C.K.Lai 
Black: Norbert Schifer 

C2=5 
N2+3 
Rl=2 
R2+S 
CS=6 
R2-4 
P7+1 
R2+5 
NS+7 
N7+6 
R9+2 
R9=S 
N6+7 
G6+5 
B3+1 
P3+1 
Bl+3 
C6-7 
C7=3 
C3=2 
RS-l 
C5+5+ 
G5+4 
N7+5 
B3-5 

Resigns 

N2+3 
P7+1 
CS=6 
G4+5 
C2-1 
NS+7 
R9=S 
N7-S 
Rl=2 
B3+5 
NS+7 
C2+3 
N7+6 
C2+2 
C6=7 
P7+1 
R2+3 
C7+5 
N6+5 
N5-3 
C2=7 
B7+5 
R2+5 
G5+4 
C7=5+ 
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The UK Championship for 2000 took 
place at Stockwell on 10th December 
with the following results: 

5 Guo Shulong 
3Yz Wang Shunqi, Chen Fazuo, 
Chi Kong Lai, Luckboon Young, 
Zbeng Xiaoping 
3 La Kanh Hoa, Zbong Wensheng 
2Yz Liu Si Hinh, Paul Byway 
2 Wu Foxin, Chen Zbiming, Peter 
Wood 
lYz Rudi Reinders. Stephen Chan, 
Frank Pisani 
1 WuCaifang 

Here is a game by relative newcomer 
Frank Pisani who, for a long time , 
held his own splendidly against the 
experienced Liu Si Hinh. 

Red: 
Black: 

1. C2=5 
2. N2+3 
3. Rl=2 
4. 
5. 
6. 
7. 
S. 

P7+1 
NS+7 
N7+6 
CS+2 
C5=6 

9. C6+5 

Uu SiHinh 
Frank Pisani 

N2+3 
CS=5 
NS+7 
P7+1 
Rl+1 
R1=4 
P3+1 
C5=4 

It seems that 9.N6+5 is adequately 
answered by ... C4=5, pinning and 
winning the knight. 

9. 
10. 
11. 

R4+1 
P3+1 
N3+4 

C. K. Lai, who is a fine player, did not 12 . 
do himself justice in this game. 13. 

B7+5 
B5+7 
CS-2 
N6-5 
CS+4 
R2+4 
R2=5 
RS=4 
CS+3 
R9=S 
G4+5 

N4+6 
R4+5 
N6+7 
N7-5 
C2=5 
N7+6 
R9+1 
R9=4 
R4+1 

14. 
Peter Wood went to play at 15 . 
Braunschweig earlier in the year. Here 16. 
are the results (asterisk shows a bye): 17. 

German Championship 2001 

Michad NaegIer (4Yzl5), Joachim 
Schmidt-Brauns (3Yz), Simon Henke 
(3), Lars Ripken (2), Uwe Frischmuth 
(I), Michael Meyersieck(I). 

Lions Cup (Open) 

Sven Joachim (5YzI7), K.arsten 
Hoffarth (5), Stefan Meyer (5), Joem 
Tessen (5*), Rick Burmeister (4Yz), 
Uwe Doetzkies (4*), Joan Tiaden (4*), 
Lennart Alfredsson (Sweden, 3*), 
Peter Wood (England, 2Yz*), Jochen 
Reimers (2*), Robert Thiels (IYz*). 

lS. 
19. 
20. 
21. B7-9 N5+3 
22. RS=7 C5+5 
23. B3+5 N6+4 
24. B9+7 P5+1 
I'm sure Frank had a winning position, 
but somewhere around here he goes 
wrong, and his opponent's greater 
experience eventually tells. 
25. P9+1 N3+4 
26. R7=6 N4+3 
27. R6+1 R4+7 
2S. CS-3 R4=5 
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29. K5=4 B7+5 
30. CS=7 G4+5? 
31. C7-4 RS .. 4 
32. Pl+l R4-2 
33. P3+1 R4=1 
34. P3+1 B5+7 
35. B5-7 B7-5 
36. B+-5 Rl=9 
37. C7+4 R9=3 
3S. C7=5 R2-3? 

1 2 3 4 5 6 7 8 9 

9 876 5 4 3 2 1 
39. R4+5 

mate 
A well-known mating pattern, to 
which I have succumbed too many 
times myself. 

David Woo, editor of XiangQi Review, 
writes concerning 'Middlegame 
Mating Techniques' which appeared 
on the back page of VC36 and 
suggests that the order of moves has 
been dis-arranged. 

1 234 567 8 9 

987 6 5 4 3 2 1 
''After J.N6+4+, if Black replies with 
1 .... K5=4, offhand I don't see any mate 
by Red Upon further study, I think the 
sequence of the moves has been 
messed up. Red should have played 
1.R8+9+ first, then the mate would 
occur." That is, the solution should 
read l.R8+9+ G5-4 2.N6+4+ R-3 
and then as originally given. If 
2 .... K5=6 3.R8=6+ C4-2 4.C7+3++. 
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GDDALMING 
30TH JUNE 200 I 

As is customary, the AGM of the 
British Chess Variants Society was 
followed by a light-hearted Variants 
tournament. David Pritchard had 
invited Prof. John Leslie (inventor of 
Hostage Chess) and the usual crew of 
local pirntes. From the tournament 
John Beasley sends me this short, 
sharp shock. 

White Black 
John Beasley Peter Horlock 

(Cylinder Chess) 

1. e2-e4 
2. d2-d4 
3. Qd1xd4 
4. Qd4-a4 
5. Be1xh6 
6. Bf1-e4 

Hoping/or Qc4xP mate 

e7-e5 
e5xd4 

Nb8-e6 
Nq8-h6 

q7xh6 

Alas! h6-h5 (discovered check) wins 
the queen. 
"I think Black was Peter Horlock. If it 
hadn't been for this, and for losing at 
Progressive to John Leslie, and for 
being well beaten at Static by I don't 
remember who ... " (JDB) 

I had my usual loss at Static Chess, 
and playing John Beasley at Hostage 
Chess was buried by an avalanche of 
paratroopers. But I managed to squeak 
it by winning the rest. Here is a 10-
minute game from the final round 

White Black 
Paul Byway Mike Gunn 

(Losing Chess) 

1. b2-b3 
2. e2-e3 

q7-q6 
Nb8-a6 

My small opening 'book' contains no 
example o/this. 
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3. Bf1xa6 b7xa6 
4. Nb1-a3 e7-e6 

Losing Chess Wizard prefors h7-h5 
5. Qd1-h5 

... and would have played this a move 
earlier. 

5. 
6. q2-q4 
7. Nq1-f3 

8. Ke1-e2 

q6xh5 
h5xq4 
q4xf3 

Black cannot escape this threat and so 
it should not have been resolved Nb5 
was a better move. 

8. f3xe2 
9. Rh1-f1 e2xf1=N 

Wizard would rather promote to a 
bishop. 

10. Na3-b5 a6xb5 
11. 
12. 
13. 
14. 
15. 

a2-a4 
Ra1xa4 
Be1xd2 
Ra4xa5 
Ra5xa6 

b5xa4 
Nf1xd2 
Qd8-a5 
Be8-a6 
Ra8-d8 

This is fatal. 
16. 
17. 
18. 
19. 
20. 
21. 
22. 

Ra6xe6 
e3-e4 
b3-b4 
e4-e5 
b4-b5 
b5xe6 
e5-e6 

d7xe6 
Rd8xd2 
Rd2xf2 
Rf2xh2 
Rh2xe2 
Re2xe6 

wins 

While we were at Godalming John 
Leslie was able to show me a friendly 
game that he was very proud of 
winning against David Pritchard some 
time earlier (12Jun2001). Here it is. 

White Black 
John Leslie David Pritchard 

(Hostage Chess) 

1. e2-e4 e7-e5 
2. Nq1-f3 Nb8-e6 
3. Bf1-e4 Bf8-e5 
4. d2-d3 d7-d6 
5. Nb1-e3 Be8-q4 
6. h2-h3 Bq4-h5 

Autumn 2001 

7. q2-q4 
8. Ne3-dS 
9. Be1-q5 

10. Bq5-d2 
11. d3xe4 

12. (N-B)B*f5 
13. Ke1-f1 
14. Qd1xf3 
15. Qf3-q3 
16. q4xf5 
17. (B-B)B*e6! 

4)11 

A killer blow indeed 
17. 

Bh5-q6 
Ne6-a5 

f7-f6 
Na5xe4 
Bq6xe4 

• N*q2+ 
Be4xf3 
Nq2-h4 
Nh4xf5 
Qd8-d7 

.I. 

Qd7-a4 
18. 
19. 
20. 
21. 
22. 
23. 
24. 

NdSxe7+ Ke8-f8 
(N-N)N*d7+ Qa4xd7 

Be6xd7 B*f7 
Qq3xq7+ K£8xg7 
(P-P)*h6+ Nq8xh6 
Bd2xh6+ Kq7xh6 
(N-N)N*q4+ Resigns 

CUIIENT COM~ETrmOIl SCOIES 

Ian Richardson 41 
Fred Gal.vin 39 
David Pritchard 24 
Ronal.d Turnbul.l. 13 
Cedrie Lytton 9 
John Beasl.ey 3 
Stefano Bruzzi 2 
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Philatelic Variants - by David Pritchard 

The first postage stamps to feature chess were a set of 
three issued by the U.S.S.R in 1948 to celebrate the 
World Chess Championship in Moscow of that year. 
Since then, over a hundred countries have produced 
stamps with chess as the central theme - including 
Great Britain: the 11 p value of 1976 depicts a woodcut 
from Caxton's The Game and Playe of Chesse. 
The first stamp to feature a variant (xiangqi) was 
issued by China in 1955 with another design in 1959. 
Xiangqi was also the the subject of stamps from 
Taiwan (1984 and 1994) and, curiously, St. Vincent 
(1994) which shows two women playing the game. 
Changgi (Korean chess) was illustrated on a stamp of 
South Korea (1985) and another from North Korea 
(1995). 
Other variants to have appeared on stamps are shogi 
Oapan 1994) and the Courier game (paraguay 1978). 
The 27 peseta stamp of Spain issued in 1992 shows 
Great Chess from Alfonso X's Book of Chess. 
Handsomely produced sets featuring the Alfonso 
book have been issued by a number of countries: the 
Yemen (1%7), Hungary (1974), Nicaragua (1975), 
Paraguay (1978), Laos (1984) and Afghanistan (1989). 
Designs have included Shatranj and Great Chess. It 
must be admitted that, with the exception of 
Hungary, these countries have in the past marketed 
many stamps aimed at the collector's market with the 
aim of raising revenue, and are not treated seriously 
by philatelists. Chess pieces, rather than chess games, 
have appeared on stamps of many countries. Some of 
the pieces can be linked to early variants. A stamp 
from Vietnam depicts a 16th century king and rook 
from sittuyin (Burmese chess) whilst other stamps in 
the same series include an early Russian rook (boat) 
and a king from India (elephant). 
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LDSIII' CHESS 
TNE Flln U_O",C,AL 
WOIL' CIIAM"O_SII" 

by John Beasley 

2001 saw the delightfully named "First 
Unofficial Losing Chess World 
Championship". This was or~ed 
by an ad hoc team consisting of Johan 
Bosman, Fabrice Liardet, Lenny 
Taelman, and Vincent van der Bilt, 
and took place at Utrecht over the four 
days July 26-29. The games were 
played at the excellent premises of the 
Netherlands Bridge Federation, and 
were at the entirely serious rate of two 
hours per player per game. There was 
some sponsorship, mainly from the 
Utrecht chess cafe "Ledig Erf', which 
created a reasonable prize fund, but 
there was no support for travel or 
accommodation. Losing Chess has an 
enthusiastic following on the Internet 
and most of the best European players 
were present, but understandably none 
of the Americans had travel(l)ed. 

The championship was won by 
Tim Remmel of the Netherlands, who 
beat Fabrice Liardet of Switzerland in 
a play-off. Full scores (7 rounds): 

1 TimRemmel NED 6 
2 Fabrice Liardet SW! 6 
3 Andrzej Nagorko POL 4Y2 
4 Johan Bosman NED 4Y2 
5 Vincent van der Bilt NED 4 
6 Lenny Taelman BEL 4 
7 Peter Wood GBR 4 
S Fredrik Sandstrom SWE 3 
9 Marten Wortel NED 3 

10 Johan Snuverink NED 3 
11 Kim Meulenbroek NED 3 
12 Dirk Kraaijpoel NED 3 
13 Jaap Kamminga NED 1 
14 John Beasley GBR 1 

The special prize for the best game 
was shared between Remmel-Liardet 
and Wortel-Bosman, and the prize for 
the best ending went to Sandstrom
Liardet. The rules for a tie stipulated a 
two-game play-off at 15 minutes per 
player per game, the previous 
individual result to decide the winner 
if these finished 1-1. In the event, Tim 
Remmel won the fIrst play-off game, 
and as he had also won their previous 
game the second was not played. 
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Results round by round: 

Re +Sn +Sa +Me +Li +Na -Bo +vB 

Li +Be +Wl +Na -Re +vB +Sa +Ta 

Na +Ta +vB -Li +Sa -Re +Wd =Bo 

Bo -Wl +Be +Ka -vB +Kr +Re =Na 

vB +Wd -Na +Wl +Bo -Li +Kr -Re 

Ta -Na -Wd +Sn +Me +Wl +Ka -Li 

Wd -vB +Ta -Sa +Sn +Ka -Na +Be 

Sa +Ka -Re +Wd -Na +Me -Li -Kr 

Wl +Bo -Li -vB +Ka -Ta -Sn +Me 

Sn -Re -Me -Ta -Wd +Be +Wl +Ka 

Me bye +Sn -Re -Ta -Sa +Be -Wl 

Kr ~ -Ka ~ +Be -Bo -vB +Sa 

Ka -Sa +Kr -Bo -Wl -Wd -Ta -Sn 

Be -Li -Bo bye -Kr -Sn -Me -Wd 

Dirk Kraaijpoel's absences from 
rounds 1 and 3 were for unavoidable 
professional reasons and he was 
credited with half a point for each 
round; the player left without a pairing 
for the round received the normal bye 
point. My own results were notable 
only for their consistency, but Peter 
Wood saved the reputation both of the 
British and of the older generation 
with an excellent 417. We may note 
that everyone except for Peter, Kim 
Meulenbroek, and myself appeared to 
be a regular Internet player. 

A good example of what we had to 
contend with, and of the way the game 
has developed since the classic 1924 
and 1954 games looked at in VC 35, 
is given by my fIrst-round game 
against Fabrice Liardet. Fabrice 
opened 1.e3 e6 2.Qf3, which I hadn't 
played before, and 3.Qxb7 will be 
unpleasant. I temporized with 2 ... Ba3, 
which at least saved me from having 
to worry about b4 later on, and Fabrice 
replied 3.Nxa3 reinstating the threat. I 
was subsequently told that 3 ... b5 was 
now necessary, but I already had to 
calculate the consequences of two 
possible captures by my opponent and 
I didn't want to give him the option of 
two more. At any rate, I played 3 ... b6, 
and 4.QxaS Ne7 5.Qxb8 Ba6 6.QxdS 
KxdS 7.Bxa6 NcS S.BxcS KxcS gave 
the position shown in the next column. 

Unless White blunders, Black is 
now almost certainly lost. His position 
is completely passive, and White will 
gradually strip away his pawns and 
force his rook into the open. By 
carefully doing nothing, I managed to 
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hold out until move 36, but I suspect' 
that the result was never in doubt and 
objectively the time might have been 
better spent by resigning at once and 
retreating to the bar. That said, readers 
who play through the rest of the game 
will fInd an excellent example of how 
to exploit a material advantage against 
a passive opponent. 

My own games apart, the 
tournament seems to have generated 
some of the fInest Losing Chess ever 
played, and I have suggested to Paul 
that we print the games in full. The 
fIrst three rounds therefore follow, 
plus the fIrst game of round 4, and the 
remaining games will appear in VC 40. 
To help readers quickly fInd the games 
most likely to be rewarding, the names 
of players who scored over SO% are in 
bold. Those not wanting to wait for 
VC 40 will fInd the games in full, less 
two which appear not to have been 
recorded, on Fabrice Liardet's new 
web site (www.pion.ch). The two 
games which shared the best game 
prize are in the present selection; the 
best ending is not, but readers will fInd 
it on Fabrice's web site with extensive 
annotations. 

Round 1 
Taelman - Nagorko: l.e3 b6 2.Ba6 
Nxa6 3.b3 e6 4.Ba3 Bxa3 S.Nxa3 Nb8 
6.h4 Qxh4 7.Rxh4 bS S.NxbS a5 
9.Nxc7 eS 10.NxeS h6 0-1 
Remmel - Snuverink: l.e3 a6 2.Bxa6 
Rxa6 3.Qf3 Rxa2 4.Rxa2 c6 S.Qxc6 
Nxc6 6.b4 Nxb4 7.Ra4 Nxc2 S.e4 1-0 
Wortel - Bosman (joint best game): 
1.c4 bS 2.cxbS e6 3.b3 Ba6 4.bxa6 
Nxa6 S.Ba3 Bxa3 6.Nxa3 Nb8 7.e3 
Na6 S.Bxa6 hS 9.Qxh5 Rxh5 1O.Bd3 
Rxh2 11.Rxh2 Ne7 12.BfS NxfS 
13.RhS Nxe3 14.RxeS QxeS IS.dxe3 
QhS 16.Kdl eS 17.Ne2 Qh3 IS.gxh3 
g5 19.h4 gxh4 20.Rgl RgS 21.RxgS 
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a5 22.b4 axb4 23.Kel bxa3 24.Nf4 
exf4 25.exf4 f6 26.f5 d5 27.f4 1-0 
Liardet - Beasley: l.e3 e6 2.Qf3 Ba3 
3.Nxa3 b6 4.Qxa8 Ne7 5.Qxb8 Ba6 
6.Qxd8 Kxd8 7.Bxa6 Nc8 8.Bxc8 
Kxc8 9.d4 e5 lO.dxe5 d6 l1.exd6 
cxd6 12.Nbl Kd7 13.Kd2 Ke6 14.Ne2 
Kd7 15.Kd3 Ra8 16.Nd2 Rh8 17.b3 
R.f8 18.Nc4 b5 19.Nxd6 Kxd6 20.c4 
bxc4 21.bxc4 Ke6 22.a4 Ra8 23.Nc3 
f5 24.g4 fxg4 25.Nd5 Kxd5 26.cxd5 
g3 27.fxg3 a6 28.Kc4 Rg8 29.d6 g6 
30.Ra2 Rh8 31.Ba3 Rg8 32.a5 Rh8 
33.Rhal Rg8 34.h4 Rh8 35.e4 Rg8 
36.h51-O 
Kamminga - Sandstrom: l.e3 e6 2.Be2 
Ba3 3.Nxa3 h5 4.Bxh5 Rxh5 5.Qxh5 
b6 6.Qxf7 Kxf7 7.Nbl g6 8.g4 Ne7 
9.b3 Kg7 10.Ke2 Ng8 l1.g5 Qxg5 
12.Kf1 Qxgl 13.Kxgl Ba6 14.d3 
Bxd3 15.cxd3 d5 16.Nd2 Nd7 17.e4 
dxe4 18.dxe4 Nc5 0-1 
van der Bilt - Wood: l.e3 b5 2.Bxb5 
Bb7 3.Bxd7 Bxg2 4.Bxe8 Bxhl 
5.Bxf7 Qxd2 6.Bxd2 Bd5 7.Bxg8 
Bxa2 8.Rxa2 Rxg8 9.Rxa7 Rxa7 
lO.Ba5 Rxa5 11.Qd5 Rxd5 12.Kdl 
Rxdl 13.Nh3 Rxbl 14.b4 Rxb4 15.c4 
Rxc4 16.e4 Rxe4 17.Nf4 Rxf4 18.0 
Rxf3 19.h3 Rxh3 1-0 
Round 2 
Nagorko - van der BiIt: 1.e3 b6 
2.Ba6 Nxa6 3.Qh5 c5 4.Qxh7 Rxh7 
5.g3 Rxh2 6.Rxh2 Nh6 7.Rxh6 gxh6 
8.Nh3 c4 9.c3 Nb4 lO.cxb4 c3 
l1.bxc3 a5 12.bxa5 bxa5 13.Kdl Ra7 
14.Kc2 Ba6 15.c4 Bxc4 16.Nc3 Bxa2 
17.Nxa2 Qc7 18.g4 1-0 
Sandstrom - Remmel: 1.c4 e6 2.c5 
Bxc5 3.b3 Bxf2 4.Kxf2 Qh4 5.g3 
Qxh2 6.Rxh2 Kd8 7.Rxh7 Rxh7 
8.Nh3 Rxh3 9.Bxh3 c5 lO.Bxe6 dxe6 
11.b4 cxb4 12.Na3 bxa3 13.Bxa3 Kc7 
14.Bc5 Nc6 15.Bxa7 Nxa7 16.Qb3 
Ne7 17.Qxe6 fxe6 18.Rhl Ng6 19.Ral 
Bd7 20.g4 b5 21.Rf1 b4 22.a3 bxa3 
23.e4 Nf8 24.d4 e5 25.dxe5 Bxg4 
26.Rdl Bxdl 27.e6 Nxe6 28.Kf1 Nf4 
29.Kgl Rh8 30.e5 Rh2 31.Kxh2 Nh3 
32.Kxh3 Bg4 33.Kxg4 g5 34.Kxg5 a2 
35.e6 aIR 36.e7 Rbl 37.Kf6 Nb5 
38.Kf5 Rcl 39.e8N Nc3 40.Nxc7 Nb5 
0-1 
Wortel - Liardet: l.c4 e6 2.c5 Bxc5 
3.d4 Bxd4 4.Qxd4 Qg5 5.Bxg5 Kd8 
6.Qxg7 e5 7.Bxd8 a6 8.Qxh7 Rxh7 
9.Bxc7 Rxh2 10.Bxe5 Rxg2 I1.Bxb8 
Rxb8 12.Bxg2 d5 13.Bxd5 b6 0-1 
Kraaijpoel- Kamminga: 0-1 
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Snuverink - Meulenbroek: 1.e3 b6 
2.Ba6 Nxa6 3.Qe2 Nb8 4.h4 Ba6 
5.Qxa6 Nxa6 6.Nc3 Nc5 7.b3 Nxb3 
8.axb3 Rb8 9.Rxa7 Rb7 10.Rxb7 b5 
I1.Rxc7 Qxc7 12.Nxb5 Qxc2 13.Na7 
Qxd2 14.Kxd2 g5 15.hxg5 Kd8 
16.Rxh7 Rxh7 17.g6 fxg6 18.g4 Rh3 
19.Nxh3 Bh6 20.Kd3 Bxe3 21.fxe3 g5 
22.Nxg5 Kc8 23.Nxc8 d5 24.Nxe7 
Nxe70-1 
Beasley - Bosman: l.h3 Nh6 2.e3 b6 
3.Ba6 Nxa6 4.Qe2 Nc5 5.b3 Nxb3 
6.cxb3 Ba6 7.Qxa6 Qb8 8.Qxa7 Rxa7 
9.Na3 Rxa3 10.Bxa3 Qa8 I1.Bxe7 
Qxg2 12.Bxf8 Rxf8 13.Rh2 Qxgl 
14.Ke2 Qxf2 15.Kxf2 Ng40-1 
Wood - Taelman: 1.g3 g6 2.g4 b6 
3.b3 Ba6 4.d3 Bxd3 5.Qxd3 d6 
6.Qxd6 cxd6 7.Bh6 Bxh6 8.g5 Bxg5 
9.f4 Bxf4 lO.e3 Bxh2 11.Rxh2 g5 
12.Rxh7 Rxh7 13.Ba6 Nxa6 14.Nh3 
Rxh3 15.Kf1 Rxe3 16.b4 Nxb4 17.a4 
Nxc2 18.Kg2 Nxal 19.Nc3 1-0 
Round 3 
Meulenbroek - Remmel: 1.c4 c6 2.g3 
Nh6 3.b3 g6 4.d3 Qa5 5.Bxh6 Bxh6 
6.Nd2 Bxd2 7.Qxd2 Qxa2 8.Rxa2 g5 
9.Qxg5 Kd8 10.Qxe7 Kxe7 I1.Rxa7 
Rxa7 12.Kd2 c5 13.b4 cxb4 14.g4 R.f8 
15.e3 Nc6 16.Ne2 h5 17.gxh5 d5 
18.cxd5 b6 19.dxc6 Bh3 0-1 
Bosman - Kamminga: l.e3 b6 2.Qh5 
Ba6 3.Bxa6 Nxa6 4.Qxh7 Rxh7 5.b4 
Rxh2 6.Rxh2 Nxb4 7.a4 Nxc2 8.e4 
Nxal 9.e5 d6 lO.exd6 cxd6 I1.Rh6 
gxh6 12.a5 bxa5 13.d3 h5 14.Nh3 h4 
15.Kd2 Nc2 16.Kxc2 Bh6 17.Bxh6 
Nxh6 18.f4 Ng8 19.Nd2 d5 20.f5 f6 
21.Ng5 fxg5 22.f6 exf6 23.g3 hxg3 
24.Kdl Kd7 25.Ne4 dxe4 26.dxe4 f5 
27.exf5 Nf6 28.Kel Ke6 29.fxe6 Qdl 
30.Kxdl g2 31.e7 R.f8 32.exf8K Ng4 
33.Ke8 a6 34.Kd7 gIB 35.Kd6 a4 
36.Kc5I-O 
van der Bilt - Wortel: l.e3 c5 2.Bb5 
c4 3.Bxd7 Nxd7 4.c3 e6 5.a3 Bxa3 
6.bxa3 Nc5 7.a4 Nxa4 8.Rxa4 Qxd2 
9.Kxd2 h5 lO.Qxh5 Rxh5 I1.Rxc4 
Rxh2 12.Rxh2 Kd8 13.Rxc8 Kxc8 
14.Ne2 Kc7 15.Rhl Nh6 16.Rxh6 
gxh6 17.Kc2 e5 I8.f4 exf4 19.exf4 
Kd6 20.Nd2 R.f8 21.c4 Kc7 22.NO 
Kd7 23.Kd3 Ke6 24.Nd2 Kd7 25.Kd4 
Kc7 26.Ke5 b5 27.cxb5 a6 28.bxa6 
Kb7 29.axb7 Ra8 30.bxa8R f5 
31.Kxf5 h5 32.Nd4 h4 33.g3 hxg3 
34.Ra6 g2 35.Ra7 gIN 36.Ne2 Nxe2 
37.Ke6 Nxcl 38.Nb3 Nxb3 39.Ra5 
Nxa540.Ke51-O 
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Wood - Sandstrom: l.g3 b6 2.b3 g5 ' 
3.h4 gxh4 4.Rxh4 Bh6 5.Rxh6 Nxh6 
6.g4 Nxg4 7.Nh3 Nxf2 8.Nxf2 e6 9.e3 
b5 1O.Bxb5 R.f8 I1.Bxd7 Bxd7 12.Qf3 
Ba4 13.Qxf7 Rxf7 14.bxa4 Rxf2 
15.Kxf2 Qxd2 16.Nxd2 Nd7 17.Rbl 
Kf7 18.Rb8 Nxb8 19.Nbl Nd720.Nc3 
h6 2l.Nd5 exd5 22.c4 dxc4 23.Kf3 
Kf6 24.Kg3 Nf8 25.Ba3 Nh7 26.Be7 
Kxe7 27.Kf4 c3 28.e4 c2 29.e5 Kf8 
30.Kg5 hxg5 31.e6 clR 32.e7 Kxe7 
33.a5 Rb8 34.a4 Rf1 35.a6 Nf8 36.a5 
Rb7 37.axb7 a6 38.b8B g4 39.Bxc7 g3 
40.Bxg3 Kd6 41.Bxd6 RgI 42.Bxf8 
Rg7 43.Bxg7 0-1 
Liardet - Nagorko: 1.e3 b6 2.Qf3 
Bb7 3.Qxb7 g6 4.Qxb8 Rxb8 5.c3 e6 
6.Be2 Bb4 7.cxb4 Qh4 8.BdI Qxb4 
9.b3 Qxb3 1O.Bxb3 Ke7 I1.Bxe6 
Kxe6 12.Ne2 g5 13.f4 gxf4 14.exf4 
Ne7 15.f5 Kxf5 16.Ngl Kg6 17.Kf2 
Ra8 18.Kf3 a5 19.94 Kg7 20.d3 Rhe8 
21.Bh6 Kxh6 22.g5 Kxg5 23.Kg4 
Kxg4 24.Nh3 Kxh3 25.Rgl Kxh2 
26.d41-O 
Taelman - Snuverink: 1.e3 e6 2.Ba6 
Nxa6 3.h4 Qxh4 4.Rxh4 h5 5.Rxh5 
Rxh5 6. Qxh5 g5 7.Qxf7 Kxf7 8.b4 
Nxb4 9.a4 Nxc2 1O.e4 Nxal 1l.f4 
gxf4 12.g3 fxg3 13.Kf2 gxf2 I4.Na3 
fxgIK 15.Nc2 Nxc2 16.d4 Nxd4 
17.Ba3 Bxa3 I8.a5 Ne7 I9.a6 bxa6 
20.e5 Kf6 21.exf6 d622.fxe7 1-0 
Round 4 
Remmel - Liardet (joint best game): 
1.e3 e6 2.b4 Bxb4 3.Qg4 Bxd2 
4.Qxg7 Bxe3 5.Bxe3 c5 6.Bxc5 b6 
7.Bxb6 Qxb6 8.Qxh7 Rxh7 9.Nc3 
Qxf2 1O.Kxf2 Rxh2 11.Rxh2 Nh6 
12.Rxh6 Ba6 13.Bxa6 Nxa6 14.Rxe6 
fxe6 15.Na4 Kf7 16.Nb2 Kf6 17.g4 
Nc7 18.Ne2 a5 19.Kf3 d5 20.Ng3 Ke7 
21.g5 Na6 22.Nh5 Kf8 23.Ng3 a4 
24.Nxa4 Nc5 25.Nxc5 Rxa2 26.Nxe6 
Rxal 27.Nxf8 Rhl 28.Nxhl d4 29.c3 
dxc3 30.g6 c2 31.Nd7 clK 32.Kg4 
Kd2 33.g7 Ke3 34.Nf2 Kxf2 35.Kf5 
Kg2 36.Kg6 Kf3 37.g8R Ke3 38.Kf7 
Kd3 39.Ke6 Ke3 40.Nb6 Kf2 41.Rd8 
Kf3 42.Kd6 Ke3 43.Nc8 Kd3 44.Ne7 
Ke3 45.Rc8 Kf3 46.Rb8 Ke3 47.Re8 
Kf3 48.Kc5 Ke2 49.Kd5 Kd2 50.R.f8 
Kc2 51.Nf5 Kb2 52.Rf7 Kc2 53.Ra7 
Kb2 54.Rd7 Kc2 55.Rd6 Kdl 56.Rb6 
Kcl 57.Re6 Kc2 58.Re4 Kb2 59.Rd4 
Ka2 6O.Rc4 Kbl 61.Rd4 Ka2 62.Ne3 
Kal 63.Rd3 Ka2 64.Rd4 Kal 65.Kc4 
1-0 
(to be continued) 
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MDDERIf COURIER CHESS 
by Paul Byway 

For this article, and for the first time, I have synthesised a 
more or less satisfactory diagram font for Modern Courier 
Chess. I use the freeware True Type fonts designed by 
Armando H. Ma"oquin and available from the web site of 
the NIJ"esundby Chess Club (well worth a look!). The 
basic font is Chess Adventurer, with additions from Chess 
Leipzig (rook and bishop) and Chess Condal (courier). 

White: Paul Byway 

1. 92-94 
2. e2-e3 

Black: Roy Tallx>t 

e7-e5 
i7-i6 

White intends to occupy the centre and 'hope that 
something will turn up'. Black's moves are individually 
good, but at the moment I don't see how to combine them in 
a coherent plan of development. 

3. f2-f4 e5xf4 
4. e3xf4 j7-j5 
5. Nb1-c3 k7-k5 
6. ~2-~4 Fh8-j6 

I think Black should have played ... k5-k4 - but then, 
perhaps White shouldn't have played 12-14. 

7. ~4xk5 Fj6xk5 
8. Nk1-~3 Fk5-j6 
9. j2-j4 Cj8-~6 

10. i2-i3 Nk8-i7 
11. Cc1-e3 Rl8-k8 
12. Fh1-j3 Nb8-c6 

13. Fel-93 Cc8-e6? 

The biggest difference in the positions here is White's pair 
of central pawns, and now he intends to cash in. 

14. f4-f5 Ce6-c8 
15. F93-h4 Bi8-k6 
16. Ce3-q5 Qf8-c5+ 
17. Qf1-f2 Qc5-b4 

Things are not going well for Black He lost two tempi and 
then made a poor bishop move, which had the unfortunate 
side effect of taking the knight's last escape square. When 
White wins it for a courier he will have a small material 
advantage. In addition the White queen has come, without 
loss of tempo, on to the same diagonal as the fers at h4 -
with effects that will soon be seen. 

18. Cq5xi7 
19. N~3-k5 
20. Fh4-i5 
21. Fi5xj6 

22. Fj6xi7 

Fj6xi7 
C~6-j6 

~7-~6 

~6xk5 

i6-i5 
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The diagonal march of the fers has generated significant 
threats. Here, instead of the pseudo-active .. .i5, Black 
should cut his losses with ... Qd4. 

23. Qf2xi5 Qb4-d4+ 
24. Kgl-hl Qd4xd2 
25. R11-1B RkB-iB 
26. R1BxiB+ 
27. Fi7-h6 
2B. Qi5xiB+ 

Bk6xiB 
q7xh6 

KqB-q7 

Complete destruction of the kingside. It's time to bring up 
the reserves. 

29. Cjl-h3 Qd2-el+ 
30. Khl-i2 k5-k4 
31. Ch3xj5 
32. k2xj3 
33. Bil-14f 

34. QiB-hB+ 
35. Nc3-d5 
36. B14-j2 

k4xj3+ 
Qel-k7 
f7-f6 

Kg7-f7 
Qk7-k2+ 
Resigns 

The game contains plenty of errors. Nevertheless, we can 
learn quite a lot from it. (i) In the opening I.g4 e5 2.e3 
looks like a reasonable sequence (control of h5!); maybe 
Black should try 2 .... f5. Alternatively 1. .. .i5 and 2 .... j6 
could be tried; the black bishop has two good diagonals and 
can be supported on j7 by ... Nl6. (ii) The central pawn pair 
retains its power in MCC. Whether there is enough 
counterplay to one side or the other of it remains an open 
question. (in") There's a good example of the St. George 
attack (a line piece supports and propels a single-stepper) 
disrupting the opponent's position. Almost always seen in 
chess in the form of a rook supporting an advancing pawn. 

LDDllf'I VA I/AII71 
by David Pritchard 

But not quite as crazy as the above title might suggest - a 
couple of new commercial variants from Looney Industries 
Inc. of Maryland, U.S.A.; chief executive: Andrew Looney. 
Both variants share a unique theme (well, certainly unique 
to me). A piece is controlled by the player in whose half of 
the board it stands regardless of its initial affiliation. 

MONOCHROME CHESS 

Invented by Andrew Looney (copyright 1996). The men are 
set up on the board in the usual way except that they are all 
of the same colour (white or black, your choice). The 
inventor claims that this violates an age-old convention 
(probable) and that the game will confound and befuddle 
onlookers (without a doubt). 
A piece is controlled by the player in whose half of the 
board it stands, as stated above. For example if, as first 
player, you have a pawn on e4 and move it to e5 it now 
belongs to the opponent and reverses direction. 
Pieces are allocated values and the object of the game is to 
have the most points, in terms of pieces captured, when the 
game comes to an end The end? That is when one half of 
the board is empty or when the players agree that there is 
no point in further play. 
The king has no royal powers and may be captured like any 
other piece. However, castling is permitted but the rule that 
neither piece may have previously moved or, of course, that 
the king is in or passes through check, are abolished. 
Values: King=lO points, Queen=8, Rook=5, Bishop=4, 
Knight=3, Pawn= 1 point Curious play is the rule. If you 
make a capture (you can only capture men in the opponent's 
half of the board) the opponent cannot recapture but gains a 
piece as .the capturing man automatically changes sides. 
One wrinkle: advance a piece into the opponent's territory 
in order to capture it next move. Also, if you are ahead in 
points, move your last piece across to end the game. 
Understandably, you may not immediately reverse an 
opponent's move (picture a king being moved back and 
forth over the centre line - ten points at stake, probably a 
winning margin). 

MARTIAN CHESS 

Also by Albert Looney (1999). This is part of a commercial 
package which need not concern us. Played on a normal 
chessboard between two or four players (partnerships 
possible). Each player has nine pieces in the form of cones, 
three each of three different sizes. These represent 
respectively queens, drones and pawns. Set up: Qal,bl,a2; 
Da3,b2,cl; Pb3,c2,c3 and similarly in the other corners. All 
men are of the same colour. You only control the pieces in 
your quadrant (in the two player game, only half the board 
is used.). Otherwise play and objective as in Monochrome 
Chess. 
Values: Queen=3 points, Drone=2 points, Pawn=1 point. 

----------~~~~~~=~=~~~~~-. --- _._-
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CAnLEllN THE AIR 
by Jed Stone 

The BCVS Correspondence Games Section 

Hello and welcome to the second opening of the Castle 
doors. For those of you who missed the first part of the 
show, behind this modest contribution to the world of 
literacy lies the passage way to the postally beating heart of 
the British Chess Variant Society. It's the command centre 
for its correspondence games section. I'm afraid it doesn't 
look much at the moment but the builders have only just 
left and the decorators are not due till at least a week 
Saturday. We are but a little acorn with ambitions to be a 
big tree. Please hop on and come along for the ride. 

The initial article in VC 38 provoked the expected moderate 
response from a few people with differing interests 
covering a wide variety of chess variants. The bits and 
pieces have been pooled together and melded into 
something resembling organisation. I've actually managed 
to stick together two ladder leagues and, thanks to Peter 
Fayers, have a simple set of basic rules to go with them. 
They're rickety and a little short but they are there and 
ready to go. 

Everything else has been packed onto the Notice Board 
The first section lists the possible competitions and those 
who expressed an interest in playing in them When enough 
people have signed up they will be upgraded to the 'active 
list'. The second section shows the games that someone has 
expressed an interest in. They possibly don't want to play in 
a formal event but may like a friendly game or two. If you 
see anything on there that you fancy trying just drop me a 
line. You can join any of the lists or challenge anyone on a 
list to a game of whatever they are sitting next to, or put 
forward an interest or competition of your own and see if 
there are any takers. If enough interest is shown in any 
competition I'll upgrade it to the 'active list'. If there is no 
interest after a few issues of Variant Chess I'll downgrade 
or remove it. 

As we are playing by e-mail as well as by post I have put a 
bracket where relevant with an 'e' for e-mail and a 'm' for 
postal play next to the player or competition. An 'e/m' 
means willing to play by either and '?' means unspecified If 
any of the information is out of date or wrong please let me 
know as soon as possible and I will change the record This 
is all very ad hoc at the moment. As more players join I'll 
tighten up procedures and set the ground rules for 
competitions etc. There is no point in doing so at the 
moment as it may have to be changed in the near future. 

Right, that's about it for now. The whole thing is being run 
through the pages of Variant Chess for the time being: 
when it gathers momentum I shall be issuing e-mail and 
postal versions of The Castle on a monthly basis again, but 
at the moment it's not really worthwhile. So first we have 
the rules for the Ladder Leagues and then on to the lists 

themselves. Comments on these are welcome from anyone.' 
Nothing as yet is carved in stone: there is room for 
adjustment and, of course, room for more players. 

Contact :-

Jed Stone Postal Chess Organizer 
7 Harstoft Avenue, Worksop, Notts. S810HS England 

E-mail: jedstone@talk21.com 

Ladder Leagues 

1) Players may challenge any player up to three places 
above or below them 
2) New comers may challenge any of the bottom three 
players. 
3) If the lower player wins he moves above his opponent. 
4) If the higher player wins he moves up one place. 
5) Only one game per opponent may be registered as a 
league game. 
6) Players may have more than one game on the go at a 
time. The results are processed in the order in which they 
arrive. 

Active List 

AliceChess 
Peter Fayers (?) 
Peter Coast (m) 
JedStone (elm) 
George Davis (m) 

Games underway: J. Stone v G Davis 

Hostage Chess 
Peter Fayers (?) 
John Leslie (e) 
Peter Coast (m) 

Notice Board 

CompetitWns 

Alice KO competition(?) 
Peter Coast, George JelIiss, Jed stone, lvan Dirmeik 

Dynamo Chess KO competition (e) 
George JelIiss 

Hostage All Play All(m) 
Peter Coast 

Hostage All Play AlI(e) 
John Leslie 

Interests 

Avalanche Chess(m) 
Peter Coast 

Hexagonal Chess(m) 
Robert Reynolds 

XiangQi(m) 
Robert Reynolds 

Modem Courier Chess(?) 
Paul Byway, Robert Reynolds, Roy Talbot 
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8CVS HDSTAfJE 2000 
by David Pritchard 

The Hostage Chess tournament has 
now concluded. The players seem to 
fall into two groups. The first group 
are all prizewinners, with the worthy 
winner being Peter Coast. 

1 Peter Coast 5 
2= John Leslie 4 
2= Allan Brown 4 
4 Paul Yearout 2~ 

5= George Jelliss 2 
5= Jed Stone 2 
7 Ivan Dirmeik 1 

Games from the tournament 

White: A Brown Black: G. Jelliss 
BCVS Hostage 2000 

1. e2-e4 Nq8-f6 
2. e4-e5 Nf6-d5 
3. d2-d4 e7-e5 
4. e2-e4 e5xd4 
5. e4xd5 Qd8-a5+ 
6. Bel-d2 Qa5xd5 
7. Nql-f3 b7-b5 
8. Bd2-e3 Qd5-e4 
9. Qdlxd4 Qe4xd4 

10. Be3xd4 b5-b4 
11. Bfl-b5 (P-P)*e2 
12. Nbl-d2 a7-a6 
13. P*e7 resi.gns 
The threat was (Q-Q)*d8 mate 

'l:i'1l 

Black cannot escape with 13. ... 17-f6 
14.e5-e6 because the d-pawn is 
pinned. Furthermore 14. ... Nb8-c6 
15.Bb5xc6 Bc8-b 7 16.Bc6xb 7 is 
unnecessary because a second drop 
point has appeared: 15. (Q-Q) *j7 
mate! The diagram makes an 
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interesting study in comparative 
development. 

White: A Brown Black: J. Stone 
BCVS Hostage 2000 

1. e2-e4 e7-e5 
2. Nql-f3 Nb8-e6 
3. d2-d4 e5xd4 
4. Nf3xd4 Nq8-e7 
5. Bfl-e4 Ne6-e5 
6. Be4-b3 d7-d6 
7. Nbl-e3 Be8-d7 
8. Bel-q5 e7-e6 
9. f2-f4 Ne5-q4 

10. h2-h3 Nq4-f6 
... (P-P) *fl+ would have been 
interesting 
11. Qdl-e2 Qd8-e7 
12. Bq5xf6 q7xf6 
13. Qe2-e4 (P-P)*e6 
Is this perhaps extravagent? ... 0-0-0 
14.Qxj7 (N-B)*g3 embarasses the 
rook. 15. Rg1 (P-P)*h2! 
14. 0-0-0 (N-B)*e3 
15. Qe4-e2 
16. Rhlxdl 
17. Kel-bl 
18. q2-q3 
19. f4xe5 

Ne3xdl 
0-0-0 

Ne7-q6 
e7-e5 
f6xe5 

20. B*f6 Ke8-b8 
BafJ1ing! What's wrong with .. exd4 
The rook drop on a8 perhaps 
21. Bf6xh8 Nq6xh8 
White has a clear advantage 
22. Nd4-f5 f7-f6 
Why? Is it because of pawn drops? 
Would ... Ng6 23.h5 Nh8 be better. 
23. P*e7 Bf8xe7 
24. Nf5xe7 Bd7xh3 
25. Ne7-dS e6xd5 
26. Ne3xd5 Qe7-e5 
27. (P-P)*e7+ Kb8-e8 
28. e7xd8=R+ Ke8xd8 
29. (R-R)*q8+ Kd8-d7 
30. (N-N)*b8+ Kd7-e6 
31. (B-B) *e8+ 
better was 31.Nc7 dbl ch Ke7 32.Re8 
mate 
31. Ke6-f7 
32. Nd5-e7+ Kf7-e7 
33. Rq8-e8 mate 
I am not sure if dropping a piece to 
gain the exchange is advantageous. 
The one who loses the exchange 
cannot negotiate a hostage exchange 
with the same pieces because he must 
offer at least equal value as part of the 
exchange. This is an advantage for the 
winner of the exchange, but it costs 
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him a drop: his opponent can still' 
drop his piece at will. (Allan Brown). 

White: 1. Dirmeik Black: G. Jelliss 
BeVS Hostage 2000 

1.e4 d5 2.exd5 Qxd5 3.Nc3 Qa5 
4.d4 Nf6 5.Bd2 Qb4 6.Bcl Nc6 
7.Nge2 e5 8.dxe5 Ng4 9.a3 Nxf2 
10.Kxf2 Qh4+ 1l.g3 Bc5+ 12.(p
P)*e3 Qe7 13.(p-P)*d4 Bb6 14.Nf4 
Rf8 15.Bg2 Bd7 16.Rfl P*e6 
17.KgI f6 18.exf6 Qxf6 19.Nfd5 
P*f2+ 20.KhI exd5 21.Nxd5 Qh6 
22.(p-P)*h4 (N-N)*g4 23.Bh3 Qe6 
24.N*f4 Rxf4 25.Nxf4 Qe4+ 26.Bg2 
Qf5 27.h3 Nxe3 28.Bxe3 (N-N)*e4 
29.Kh2 Ne5 30.(p-P)*d3 Nxg3 
31.Kxg3 P*gS 32.hxgS Qxg5+ 
33.Kxf2 Bxd4 34.Qh5+ Qxh5 
35.Nxh5 Bxb2 36.KgI (P-P)*f3 
37.Ra2 Bc3 38.P*e2 (P-P)*f4 39.Bc5 
P*d6 40.Bxd6 Bd4+ 41.e3 Bxe3+ 
42.P*f2 Bxf2+ 43.Rxf2 (Q-Q)*el + 
44.Q*fl (P-P)*h2+ 45.KhI Qxfl + 
and Black announced mate on his 50th 
move, whereupon White resigned. 

There follows:-
(a) 46.N*gl Qxgl mate 
(b) 46.Bxfl (Q-Q)*gl mate 
(c) 46.Rxfl fxg2+ and now 

(cl) 47.Kxg2 (B-N)*h4+ 
48.Kf2 (Q-Q)*e3 or 
48.KhI(xh2) (Q-Q)*g2 mate 

(c2) 47.Kxh2 gxfl(N)+ 
48.KhI (Q-Q)*h2 mate 
48.KgI(g2) (Q-Q)*h2+ 

49.Kxfl (R-R)*gl mate 
(d) 46.Kxh2 (Q-B)*gl+ 

47.KhI Bxf2+ 
(dl) 48.Kh2 QgI mate 
(d2) 48.Q(N)*gl Qxgl mate 
(d3) 48.Bxfl (R-R)*g1+ 

49.Kh2 (P-P)*g3+ 
5O.Nxg3 fxg3 mate. 

--------- ~- ~-- --- -
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White: I. Dirmeik Black: J. Stone 
BeVS Hostage 2000 

l. 
2. 
3. 
4. 
S. 
6. 
7. 
8. 
9. 

10. 
ll. 
12. 
13. 
14. 

d2-d4 
e2-e3 

Bfl-bS 
Nbl-c3 
Nql-f3 
a2-a3 

Bcl-d2 
Qdl-e2 

d4xeS 
BbSxd7+ 

0-0 
Nc3-bS 
NbSxd6 
Bd2-c3 

d7-dS 
Nb8-c6 
Bc8-d7 
Nq8-f6 

e7-e6 
Bf8-d6 
Qd8-e7 
e6-eS 

Nc6xeS 
NeSxd7 

0-0 
c7-c6 

Qe7xd6 
Rf8-e8 

Both players have been excessively 
cautious so far, which makes the next 
two moves all the more surprising. 
15. b2-b4 b7-bS 
16. Rfl-el 
A mysterious rook move indeed (Ed). 
16. Nf6-e4 
17. 
18. 
19. 
20. 

Bc3-d4 
Nf3-d2 
Nd2xe4 
f2-f3 

a7-a6 
Ra8-c8 

dSxe4 

c4 seems to be more logical (Ed). 
20. c6-cS 
21. b4xcS Nd7xcS 
22. Bd4xcS Qd6xcS? 
better would have been Rxc5 

23. (P-P) *d7 
a further mistake 
24. Qe2xc2 
25. d7xe8=Q+ 
26. (N-B) *e7+ 

Resigns 

QcSxc2 

Rc8xc2 
(B-B) *f8 

After Black's forced reply mate in two 
moves can not be avoided (Ed). 
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A ucr/tllI rc 
from Ivan Dirmeik 

Here are some more games of Auction 
Te from Ivan Dinneik. ID this variant 
the back ranks are randomised 
(opposite colour bishops and no 
castling) beyond the control of the 
players, who bid for the right to be 
White or Black by offering tempi for 
the privilege. These must be used on 
the first move and one tempo 
translates into the right to move a 
pawn or to exchange a pair of pieces; 
bishops must remain on opposite 
colours. Note that the choice of White 
or Black has been separated from the 
right to first move: it is quite possible 
for Black to move first. I give some 
examples of bids and their meanings 
gleaned from a useful web site. It is 
http://members.aoLcom/tranchess 

P If the first bidder passes 
then he gives his opponent the right to 
choose either side and to play first. 
W(B) The bidder wishes to have 
White (Black) without offering any 
tempi in exchange. If his opponent 
passes, the bidder takes the White 
(Black) pieces and makes the first 
move. 
Wl(Bl) The bidder wishes to have 
the White (Black) pieces in exchange 
for one tempo. The opponent who 
accepts takes the Black (White) pieces 
and replies with his first move. 
W2(B2) The bidder offers two tempi 
for the White (Black) pieces. The 
opponent who accepts takes the Black 
(White) pieces and replies with his 
first two moves. 

In the games below the assigned 
layout is followed by the bidding 
sequence. After the initial moves the 
subsequent play is conventional. 

Bids: Troup BI; Dirmeik B2. 

White: P. Troup Black: I. Dirmeik 

l. 
2. 
3. 
4. 

dl=hl 
e2-e4 
d2-d4 
c2-c4 

a8=q8 
e7-e6 
c7-cS 

S. 
6. 
7. 
8. 
9. 

10. 
ll. 
12. 
13. 
14. 
15. 
16. 

17. 
18. 
19. 
20. 
21. 
22. 
23. 
24. 
25. 
26. 
27. 
28. 
29. 

30. 
3l. 
32. 
33. 
34. 
35. 
36. 
37. 
38. 
39. 
40. 

f2-f4 
Bglxd4 
Ncl-e2 
Ne2xd4 
Nd4-f3 
Ndl-e3 

a2-a3 
b2-b4 

Ral-a2 
Bfl-d3 
e4-eS 

Bd3xh7 

Ne3-q4 
f4xeS 

Nq4-f6 
Nf3xeS 
NeSxq6+ 
Bh7xq6 
Qbl-dl 
Qdl-hS+ 
Bg6xhS 
Ra2-e2 
Khl-ql 

q2-q3 
Relxcl 

a2-a4 
h2-h4 
g3-g4 

Kgl-h2 
Re2xf2 
Kh2-h3 
Kh3-g2 
Kg2-f3 
Kf3-e4 
Ke4-eS 
KeS-d6 
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cSxd4 
Nd8-c6 
Nc6xd4 
Nb8-c6 
Bf8-e7 

d7-d6 
b7-b6 

Be7-f6 
Qe8-e7 
Qe7-c7 

d6xeS 
Rq8-f8 

Bf6-d8 
q7-q6 

Nc6xeS 
Bd8xf6 

f7xq6 
Qc7xc4 
Qc4-h4 
Qh4xhS 
Ba8-dS 
Bf6-qS 
Rc8-cl 
BgS-d2 
Bd2xcl 

Bcl-a3 
Ba3xb4 
Bb4-cS+ 
Rf8-f2+ 
BcSxf2 
Bd5-c4 
Bf2xh4 
Bh4-gS 
Kh8-g7 
Kq7-f8 
BgS-e3 
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41. Bh5-q6 KfB-q7 
42. Bg6-e4 Kg7-f6 
43. Be4-f3 Bc4-b3 
44. a4-a5 b6xa5 
45. Resigns 

... BB ... .t..t. 
A~~4J§~4JA 

Bids: Dinneik B2. 

White: R Johnson Black: 1. Dinneik 

1. c1=q1 
2. b2-b4 d7-dS 
3. Nc1-b3 e7-e5 
4. e2-e3 RdB-d7 
5. a2-a4 c7-c6 
6. g2-g3 f7-f5 
7. d2-d3 BgB-f7 
B. c2-c4 dSxc4 
9. d3xc4 g7-g5 

10. b4-b5 Bf7-g6 
11. Nb3-c5 Rd7-e7 

12. b5xc6 NbBxc6 
13. Ba1-c3 NfB-e6 
14. Nc5xe6 Re7xe6 
15. Bh1-dS Re6-e7 
16. a4-a5 e5-e4 
17. Qf1-e2 BhBxc3 
lB. Nd1xc3 Nc6xa5 
19. Qe2-a2 Na5-c6 
20. Nc3-b5 QeB-d7 
21. Re1-d1 b7-b6 

22. Bd5xe4 Qd7-e6 
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23. Be4-d5 Qe6-f6 
24. Nb5-d4 Bg6-eB 
25. Rb1xb6 Re7-b7 
26. Rb6xb7 KaBxb7 
27. Rd1-b1+ Kb7-aB 
28. Qa2-a6 RcB-c7 
29 . Nd4-e6 Qf6-e7 
30. Rb1-b6 Resigns 

.t..t. ... BB ... 
§§AA~~4J4J 

Bids: Waldman Wl. 

White: J Waldman Black: I. Dinneik 

1. cB=hB 
2. e2-e4 e7-e5 
3. Ng1-f3 c7-c5 
4. c2-c4 b7-b6 
5. d2-d3 NdB-e6 
6. Nh1-g3 NgB-e7 

7. Bc1-e3 
a3, then b4, looks promising 

7. f7-f5 
B. e4xf5 Ne7xf5 
9. Ng3xf5 RfBxf5 

10. Nf3-h4 Rf5-fB 
11. Bd1-h5 ReB-dB 
12. Bh5-f3 BaBxf3 
13. Nh4xf3 Ne6-d4 
d7 -d5 looks more dynamic (the move 
played looks fine to me - so long as an 
early d5 follows. Ed). 
14. Be3xd4 e5xd4 
15. Qe1-d1 
Surely e4 is a better square. 
15. d7-dS 
16. c4xciS RdBxciS 
17. b2-b4 BbB-d6 
Rd5-j5 or Rd5-h5 looks like a winning 
attack 
lB. b4xc5 QcBxc5 
takes his eye off the kingside 
19. Rb1-c1 Qc5-b5 
20. Qd1-b3 Qb5xb3 
21. a2xb3 a7-a5 
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White's position has improved greatly 

22. h2-h4 
I don't understand this move 
22. Bd6-c5 
23. Nf3-g5 h7-h6 
24. Ng5-e6 RfB-f5 
25. g2-g3 RdS-e5 
26. 
27. 
2B. 

Rc1-e1 
Ra1xe1 
Re1-e4 

29. Ne6xc5 
possibly premature 
29. 
30. Re4xd4 
31. Rd4-d7 

32. Kf1-e2 
33. d3-d4 
34. d4-dS 
35. Rd7-a7 
36. Ke2-e3 
37. dS-d6 
3B. f2-f4 
39. Ke3-e4 
40. Ra7xa2 
41. Ra2-a7 
42. Ke4-e5 
43. Ke5-dS 
44. Kd5-c6 
45. Kc6xb6 
46. Kb6-c5 
47. Kc5-d5 
4B. Kd5-e5 
49. Ke5-f5 
50. h4-h5 
51. Ra7-e7+ 

Re5xe1+ 
KhB-gB 
Rf5-d5 

Rd5xc5 
Rc5-b5 
Rb5xb3 

a5-a4 
a4-a3 
a3-a2 

Rb3-b2+ 
KgB-fB 
Kf8-e8 
Rb2-b3+ 
Rb3xg3 
Rq3-h3 
Rh3-g3 
Rq3-e3+ 
Re3-d3+ 
Rci3-c3+ 
Rc3-b3+ 
Rb3-c3+ 
Rc3-d3+ 
Rd3-e3+ 
Re3-g3 
Rq3-g1 

draw agreed 
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FJlOM /(R,EGS',EL 
TO TRI'OD CHESS 

by Jed Stone 
with supportfrom 

AI/an Brown and Cohn Muskett 

When Kriegspiel Chess was invented 
at the turn of the last century it leapt to 
the heart of the chess playing public 
immediately. It was the great 
equaliser. It created a level playing 
field on which the poorest of players 
could battle their betters with some 
measure of hope that the honours of 
the day would be theirs. Its popularity 
lasted to the edge of the fifties when it 
slipped quietly away to join the 
growing number of 'novelty' variants. 
Remembered; never forgotten. Played 
only when three like-minded players 
came together with nothing serious to 
do. 

As the old century creaked towards its 
end, I decided to revitalise a passion 
from my youth and bring the game 
into the new century. The players were 
present, the interest was there, but we 
were postal players: could Kriegspiel 
be transferred to postal play'? 
The mechanics of the game are ideal. 
You have three players using totally 
separate boards hidden from each 
other. On one board are the white 
pieces; on another the black, while the 
third player acts as an umpire and 
monitors play. He has a full set of 
pieces and all moves are processed 
through him. Perfect for postal play. 
Just take the 'normal' correspondence 
chess playing time, say a year at first 
class rates; add three or four months 
for back-and-forth between player and 
umpire; pitch in a sprinkling of 
holidays and there you are - or not as 
the case may be. Postal play is as 
unpredictable as people's lives. Did I 
really want to commit myself to a 
game that could take eighteen months 
to complete in a postal environment? I 
knew of no record of such a game. 
Only a rurnor from NOST (Knights of 
the Square Table - an American postal 
chess club) that such a game took 
several years to complete! A new 
structure was needed. What was 
required was a Kriegspiel variant that 
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would provide the enjoyment of the 
original game but not be too long 
winded. 

The target time for completion of a 
game would be about a year. The 
traffic had to be player A to Umpire. 
Umpire to player B and back again. 
This could double the time for a move 
to be answered. The solution to this 
was multiple moves, which were to be 
accepted by the umpire whether they 
were playable, or not. You can, after 
all, learn a lot from a move that fails. 
Five moves were given to each player 
to set up their position at the start. No 
captures and no advance past the 
fourth rank allowed. That was just 
enough for a player to castle on the 
Queen's side if they so wished. After 
the setup moves each player would 
make three moves. The 'it's your turn' 
letter from the umpire could be turned 
to profitable use if information was 
passed on at the same time; but what 
information should be passed across? 

In conventional Kriegspiel the Umpire 
and any spectators gain immense 
enjoyment from watching the main 
board where the two antagonists grope 
around improbable situations in their 
attempts to find each other. Spectator 
reaction and the interchanges between 
opponent and umpire provide a lot of 
subtle clues vital to the game. In postal 
play you're on your own, so all that 
sort of information is lost. Players are 
playing blind and for their own 
pleasure. The quality of the 
information provided by the umpire 
would therefore be crucial to the 
game. Slowly, as the idea began to 
take a definite form it slipped back to 
its roots as a war game played with 
chess pieces. The players became 
Generals who needed information on 
the disposition of the enemy forces 
before sending their troops into battle. 
They needed scouts or spies who 
could see the opposing forces. 

In its time Kriegspiel had splwned a 
number of variants of itself, amongst 
them was 'Assassin' Kriegspiel by 
Hubert Phillips. In that variant, when a 
knight moved the umpire would pass 
the player a small piece of paper 
naming the pieces on the surrounding 
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squares. This could be the answer, but 
using pawns as well as knights. The 
latter would see all surrounding 
squares while the former would only 
see the three squares in front of them. 
The umpire, however, would only say 
that there was an enemy piece on a 
specific square and not give any 
indication as to its nature. To ensure a 
constant flow of information the 
knights were to be immune to pawn 
capture. The final touch was to rule 
that a move that resulted in 'check' 
ended a player's move so that he could 
escape his fate safely. Thus the 
prototype, named 'Blitz' came into 
being. 

The rules were passed to the other 
two, further minor adjustments made 
and as the century was born so the 
games began. We played a round 
robin. Each had one game as white, 
one as black and the third as umpire. It 
took approximately six months to 
reach a conclusion in the first game. A 
lot of correspondence went on outside 
the game as to the best form of score 
sheet to use. Three or four different 
ones were tried and applied while the 
games flowed smoothly along and in 
the end the games ran for less than 
thirty moves. There were two blips 
however. Stopping the game for a 
check didn't work at all well and 
having the knights immune to pawn 
capture caused confusion. The idea 
worked but changes were needed. 

For a start the name was changed to 
'Tripod Chess' as there are other 
variants with 'Blitz' in the title. The 
opening moves were dropped from 
five to three. The knight lost his 
immunity to pawn capture and 'Field 
Promotions' extended the power of the 
pawn. Now, instead of making a move 
a pawn could promote to a knight 
though no more than three knights 
were allowed per side at anyone time. 
The idea of stopping the game because 
of a check was dropped. The game 
was to end with the actual capture of 
the King. It was hoped that by 
catching a check his position would be 
revealed and the opposing forces could 
move in for the kill. As the umpire 
was monitoring the game he had the 
right to call a draw if it started slipping 
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into a blind chase. To clarify the 
situation for the players they were to 
be told what their opponent moved but 
not necessarily in what order. 

Another three games were set up. 
Again they worked but it soon became 
apparent that the unseen King would 
be too elusive and nearly impossible to 
capture. Adjustments were made to the 
rules that would allow checkmate to 
be achieved but none provided a 
satisfactory answer and two of the 
games slid into unsatisfactoiy silence. 
So, after much trial and 
experimentation what did we have? It 
wasn't postal Kriegspiel Chess. For 
that it was a game too far. It had 
developed towards a novelty game in 
its own right, but unfortunately one 
without a satisfactory ending. It was a 
tactical war game played on a 
chessboard but it needed a fixed target 
that could be aimed for rnther than an 
elusive mobile one that had to be 
found and pinned down. In the 
moment of need inspiration arrived. 
The starting squares of the King and 
Queen became the Palace. The arrival 
of the opposing King or Queen on 
either square ended the game. The 
King was to become a humble player 
in the game and the Prince came on 
the stage. Now the plodding King 
could defend the Palace while the 
leaping Prince lead the attack on the 
enemy fortifications and the flying 
Queen stood ready to defend or attack 
at need. Three boards were set up in 
different rooms and a time scale for 
moves devised so a solo game could 
be tried. Adjustments became 
necessary. Field promotions were 
allowed as an addition to a move 
rnther than a replacement for one. The 
'blind' pieces were allowed to see their 
next target. Check and castling was 
abolished, as was the information 
about what an opponent had moved. A 
further battle was tried and 'Tripod 
Chess' came to life. It had become a 
tactical war game played on a 
chessboard Not Kriegspiel chess and 
not a postal variant of the game, but a 
variant in its own right. It was a 
satisfying conclusion to an interesting 
battle. 

The new rules were drnwn up and 
passed round Battle is at the moment 
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underway. No further changes are 
expected to be necessary. The rules of 
war are clean and pure. Now is the 
time to work on tactics and openings. 

T7l"OD CHESS 

The Game 
a) The game is played by three 
players. One plays white, one black 
while the third is the umpire. 
b) All moves are processed through 
the umpire who passes to each player 
information concerning their 
opponents and their own moves. 
c) The object of the game is to capture 
the opposing Palace. 

The Palace 
a) The two squares on which the King 
and Queen start the game are 
designated as 'The Palace'. 
b) The Palace squares are part of the 
board and may be used as normal 
during the course of the game. 

The Prince 
a) The Prince is an extra piece that is 
placed on one of the squares of the 
Palace as soon one becomes vacant. 
(This does not count as a move.) 
b) The Prince may move up to two 
squares in any direction though it 
cannot jump over other pieces. 
c) The notation mark for a Prince is a 
W. 

Method 
a) At the start of the game, both 
players make their first three moves 
and send them to the umpire. 
b) The umpire plays them out on his 
own board with a full set of pieces. 
c) He then sends White any 
infonnation gleaned by his pieces and 
play proceeds in the normal manner 
with the umpire processing all moves 
until one player wins. 
d} The umpire, at the conclusion of 
the game, sends a full score sheet to 
each player. 

Moves 
a) Standard algebIaic notation is used 
for generni movement. e.g. B-f5 
b) Captures are automatic and need 
not be specified by the players. 
c) No piece may be moved twice. 
There is no castling allowed. 
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d) There is no check and the King may 
be captured by any other piece. 

Information 
a) At no point during the course of the 
game are the actual moves passed 
between the players. 
b) All that is sent to a player is the 
nature of a piece captured and 
anything that can be 'seen' by his 
pieces. 
c) Pawns can see any opposing pieces 
that are standing on any of the three 
squares directly or diagonally in front 
of them. 
d) Kings, Princes and Knights 'see' 
anything on the squares immediately 
surrounding them 
e) Queens, Rooks and Bishops can 
'see' anything up to and including any 
square they can move to. 

Promotions 
a) Pawns promote on reaching the 
opposing back rnnk to any piece. 
b) In addition, before reaching the 
back line a pawn can also be grnnted a 
'field promotion' to become a Knight. 
c) A 'field promotion' does not replace 
a move and can be done before or after 
amove. 
d) A player cannot have more than 
three knights at anyone time. 

Winning 
a) A player will be declared the winner 
if he gets one of the Royal Family 
(King, Queen or Prince) onto one of 
the squares of the opposing Palace or 
captures all the opposing Royal 
Family. 
b) A pawn promoting to Queen 
directly onto either of the Palace 
squares is also an immediate winner. 

Postal play 
Postal play is in a 'Round Robin'. Each 
player plays one game as white and 
one as black while acting as umpire in 
a third game. 

T7l"OD CHESS 
EIAM'LE flAME 

The follOWing game score perhaps 
needs some explanation. For each 
group of three moves is given (a) those 
pieces visible beforehand (in italics), 
(b) the moves, and (c) the pieces 
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visible afterwards (again, in italics). 
(a) and (b) are helpful but, strictly 
speaking, redundant. For the sake of 
clarity, I have not listed the pieces 
captured. (Ed). 

White 1-3 
nil /I a4; b4; c4 II nil 

Black 1-3 
nil /I e5; d5; c6 /I Pc4 

White 4-6 
Pd5 11 c5; d4; e3 11 Pc6,d5,e5 

Black 4-6 
Pc5,d4 /I exd4(N); Qe7; Nd7; W@d8 
/I Pe3,c5 - trying for Qel wins. 

A pawn has promoted to a knight after 
capturing on d4, and the Prince (WJ) 
has appeared on d8, so this is a good 
place for a diagram. 

White 7-9 
Pc6;Nd4 /I exd4; Bd3; Ne2 /I 
Pc6,d5,h7 

Black 7-9 
Pc5,d4;Ne2 /I f5; Qf7; Ne7 11 Pc5,d4 

White 10-12 
Pd5,c6,j5 /I Qc2; Be3; g3; W@dl /I 
Pd5,c6,j5 

Black 10-12 
Pc5,d411 Nf6; g5; f4 /I Be3;Pc5,d4,g3 

White 13-15 
Pc6,d5,f4,h7 11 Wc3; Kd2; gxf4 /I 
Pc6,d5,g5,h7 

Black 13-15 
Pc5,d4J4 /I g4(N); Qh5; Bh6 /I 
Pc5,d4,f4,h2 - attacking the h-file 
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White 16-18 
Pc6,d5,h7 /I a5; Wa4; Nbc3 /I 
Pc6,d5,h7 - attacking the a-file 

Black 16-18 
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EURDIU' 200' 
by John Beasley 

Pc5,d4,f4,h2 /I Nxh2; Nfg4; Rf8 /I July 14-16 saw the holding of 
Rhl;Pc5,d4J4 . "Eurobug 2001" in Geneva, the latest 

in a series of meetings for Bughouse 
enthusiasts from all over Europe. TIris 
year, a home contingent of twelve was 
matched by seven from Germany, 
three from Russia, one from Sweden, 
and myself from England, and if some 
"foreign" players were CERN 
scientists living locally the majority 
had travelled specially. 

The opening day featured a double
round all-play-all tournament with 
prizes, won by Andre Nilsson 

White 19-21 (Sweden) and Robert Huber 
Pc6,d5,h7;Nh2 /I Ng3; f5; a5(N)xb7 /I (Germany) ahead of Marcus Mueller 
Pa7,c6,d5;Bc8,h6;Ng4,h2;Ra8 - and Marc Deckert (Germany) and 
searching out Black's defences. Fabrice Liardet and Jean-Pierre Vegh 

Black 19-21 (Switzerland). Andre is considered to 
Pc5,d4,.f5;Be3;Nb7,g3 /I Bxe3; Nxf5; be the world's leading player, and the 
Qh6 /I Pc5,d4,j2;Kd2;Rhl;Nb7,g3 winners' score of 21/22 bore witness. 

White 22-24 Sunday should have featured 
Pa7,c6,d5;Ra8;Bc8;Nj5,g4,h211 Wb6; outdoor Bughouse using the giant 
Rxa7; Nxd8 /I boards in the park, but continuous rain 
Pc6,d5;Ra8;Ke8;Nj5,g4,h2;Bc8 kept the company indoors. Instead, 

Black 22-24 there was a variety of friendly events, 
Pc5,d4,j2;Ra7,hl;Nd8,g3;Kd2// Kd7; including an incredible simultaneous 
Rxa7; Bxd2 /I Pc5,d4;Nc3,d8,g3;Rhl display in which Andre and Marcus 
- realising that the back door is open, took on ten opponents and won. Also 
the king moves to shut off the played were Extinction Bughouse (you 
diagonal, but too late. lose by losing your last man of a kind, 

be it king, queen, rook, or whatever), 
Berolina Bughouse (pawns move 
diagonally and capture straight 
forward), and I forget what else. 

Monday did allow outdoor play, 
though it was necessary first to empty 
the accumulated water out of some of 
the men. But the need to run to the 
clock after each move makes giant 
blitz a game for the young and fit, and 
carrying captured men to partner adds 
to the burden. Initially the men were 
thrown, adding juggling ability to the White 25-27 

Pc6,d5;Bc8, d2;Kd7;Nj5,g4,h2 
Nxc6; Wd8 and White wins. 

/I skills required, but this was 

Black paid the penalty for not 
watching his own back door. He left 
the Prince and King on their starting 
squares where they protected nothing. 
His carefully planned attack by the 
Queen was foiled by a carefully 
positioned Knight that held him up 
long enough for the White attack on 
the opposite flank to go in unopposed. 

discontinued when it was noticed that 
one of the pawns was starting to come 
apart. And when chess palled, the even 
more exhausting game of circular 
ping-pong was available ... 

All in all, a chess meeting of the 
best kind, a much fuller report of 
which will be found on Fabrice 
Liardet's web site (www.pion.ch). 
Roll on Eurobug 2002! 
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THE END IS NIGH! 
by Paul Byway 

Unfortunately #100 from VC38 had a 
second solution. Everybody found it, 
and most missed the composer's 
intention. A corrected version is found 
below. 

#100a Cedric Lytton (Correction) 

Ita/ian Progressive (series 13) 

You may like to compare this with the 
following; one of the 2 studies that I 
know of; from about 20 years ago I 
guess. The Excelsior theme is 
combined with Italian mate. It's a pity 
that we do not have a unique 
sequence; and Black has taken only 12 
moves to capture 14 pieces. The 
solution will be found at the end of the 
next section. 

#101 A.Si/li 

Italian Progressive (series 7) 

SOLUTlOIIS 

The endgames seem to have been well 
received, so I shall look out for more; 
but only one at a time I think! 

#98 Solvers were divided on this one, 
but White wins after:-
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9. Kj3, Kxg3, Kh3, Nb3, Nj7, Nxd8, 
Nj7, Nh6, Nxg8. 
No one suggested the Black reply:-
10. Kd6, Kd5, Kc4, Kc3, Kxc2, Kxb3, 
Kc4, Kd5, Ke6, Kj7 
which can be answered by 
11. Nf6, Nxh7, Nj5, Ne4, Nc3, Nxb5, 
Nc3, NbI, Kg4, Kj5, Pg4 
and wins (just). 

The actual game continuation was:-
9. K:f.3, Kxg3, c4, cxb5, Nf7, Nxd8, 
Nf7, Nh6, Nxg8 
10. Ke8, KfS, Kxg8, Kf7, Ke6, Kd5, 
Kd4, Kd3, Kxd2, g6 
11. Kg4, Kg5, Kh6, Kxh7, Kxg6, Kf7, 
Ke7, Kd7, Kc7, Kxb7, Kb6 
and Black drew with series 12. If 
White's last move (Kb6) is replaced by 
Pb6 he must win, surely. 

#99 Everyone agreed on a Black win, 
which indeed it was. In the game 
White could have promoted to a 
knight at series 13 and taken all the 
Black men. Instead he promoted to a 
queen and was mated. The clearest 
series is probably the following:-
10. Nf6, Ng4, Nxh2, Nf/, h4, h3, h2, 
hxgI(QJ, Qg7, Q/7+ 
and although White can promote the a
pawn, the resulting position is 
hopeless. 

While hacking his way through the 
jungle of variations, Fred Galvin came 
across the follOwing curious position 
with White to play: 

In Italian Progressive this is 
stalemate; but in &ottish Progressive 
White is in zugzwang: l.c4+ is 
answered by .. Kc5, Qcl, Qxc4 mate, 
with an echo on the a-file. I don't 
suppose that zugzwang is too common 
in Progressive Chess. 

#100a The composer's intention is 
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shown here. The solution is:-
13. Kd7, Ke6, Kj5, Kg4, Kxh3, Kg2, 
Khl, e4, e5, exd6, d7, d8(QJ, Qxd2 
Italian mate. 

#101 The king doesn't travel so far: 
7. e3, exd4, dxc5, Kb4, c6, cxb7, 
bxc8(N) Italian mate. 

#102 Gadzinsky - Gadzinskaya (1993) 

Italian Progressive (series 8) 
Win 

#103 Paul Byway & Ronald Tumbull 

Italian Progressive (series 9) 
Draw 

#104 Ronald Tumbull & Paul Byway 

Italian Progressive (series 9) 
(a) as the diagram Win 

(b) add black pawn g6 Draw 
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'IDILEM 'AlES 
by Ronald Turnbull 

The Independent on Sunday reports 
that chess players are brutal and 
aggressive, as rich in testosterone as 
mountaineers and racing drivers. 
Sadly, there weren't separate results 
for hormone levels of Variant players. 
And the researchers didn't measure us 
problem people at all. No doubt they 
would have found us melancholic, 
withdrawn and self-centred. 

As usual, my contributors have 
provided plenty of the deviant, 
frustrating and downright beastly 
problems which make us that way. It 
is left to me to offer an easy starter 
problem to put, we hope, a small smile 
on. Don't worry. Numbers 353 
onwards will soon wipe it off again ... 

352 -R TURNBULL 

Mate in 2, Madrasi 

352 is Madrasi - like units of 
opposite colours that attack each other 
are paralysed. So the Qs and Rs can't 
move, and Black isn't in check. In fact 
hardly anything can move - I did say 
this was easy - but note that it's even 
easier if Black only had the move ... 

353 - R MILLOUR 

Mate in 2, Anticiree 
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Anti-Ciree: a unit that captures is 
reborn on its game-array square; if that 
square is occupied the capture is 
illegal. In the categories above, 353 is 
'frustrating', but not either beastly or 
deviant. It has something in common 
with 352, though that something isn't 
easiness. 

354 - C. REEVES 

Helpmate in 5, Old Pawns 

355 - C. JONES 

Series mate in 16, Single Combat 

The next two are deviant (rather 
than frustrating or beastly). 354 uses 
'Old Pawns' - which as in pre
Staunton days may only promote to a 
piece already missing from the board 
(So if Black plays to aI, he may not 
promote to Bishop.) Any pre-Staunton 
'old reader' can perhaps tell us 
whether, if one's dark-square B had 
been captured, it was permitted to 
promote to a second light-square B. 
We'd like to know! 355 uses Single 
Combat (the unit that moved last time 
moves again if it legally can) and 
seriesmover (White moves 15 times, 
neither giving nor suffering check, 
then mates). This not only looks 
impossible: it is impossible. The 
Popeye program says so. 
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356 - C. L YTION 

Helpstalemate in 2, b) helpdraw in I Y2 

356 is non-deviant in a strangely 
deviant fashion. It is Helpstalemate in 
2 (the players collaborate, Black 
starting, so that White's second move 
stalemates) and Helpdraw in I Y2 (the 
players collaborate, White starting, so 
that White's second move draws). 
Here 'draw' means 'the position is 
such that neither player could possibly 
ever give checkmate' . This is not 
meddling with the rules: Article 1.3 of 
the Laws of Chess states that in such a 
situation the game is drawn (Dead 
Game) and stops at onee. It's all the 
other problems ignoring Article 1.3 
that meddle with the rules. 

357 - L. VIT ALE 

Helpmate in 3, b) helpstalemate in 3 

358 - L. VIT ALE 

Reciprocal helpmate in 3Y2, 2 sols 
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Sr Vitale's two problems are 
perfectly straightforward in stipulation 
and do not play silly games with the 
rules. They are merely beastly 
difficult. Even my elderly computer 
says they're too hard and refuses to 
test them. In 358, White starts, and 
after his third move Black can either 
give mate or move in such a way that 
White can give mate. And there are 
two such sequences to be found. 
Maybe 357 is slightly easier - the 
Compaq doesn't think so. 

359 - R. Mll..LOUR 

Monochrome Chess 
Rooks died where? How? 

359 would be perfectly aimiable - if 
only its composer hadn't described it 
as 'easy'. In Monochrome Chess, a 
move must start and finish on one 
colour of square. So Knights never 
move at all, and a pawn must capture 
four times (or six) on its way to 
promotion. e. p. capture and 0-0 are 
allowed. We ask: what units captured 
the 4 Rooks, and where? 

360 - A ETIINGER 
In memoriam R. D. WERTIIEIM 

Chinese pieces; Helpmate in 2 
(set-play) b) wPd5-xi4 

Alex Ettinger uses Chinese line-
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pieces (which move as their orthodox 
counterparts but capture only on a 
square beyond some obstructing piece) 
and adds the 'Chinese Knight' or Mao: 
this moves and captures like N except 
that it can be blocked on the ortho
adjacent square. MbI could move to 
a3 and c3 but not back, and PAcl 
blocks it from capturing on d2. 360 is 
dedicated in memory of RD 
Wertheim; the story behind the 
dedication would lead to the solution 
so will be told later. While the story is 
a sad one the problem should be found 
enjoyable, and of course (given the 
article elsewhere in the issue) 
terrifically easy. To appreciate the 
pattern, it's necessary to identify the 
'threat' made by the first White move 
each time. 

Having dealt with that lot, your 
hormones will be surging ready for 
some more adventure sport. Cho Oyu, 
anyone? 

Solutions to VC 38 
Solvers: Stephen Emmerson, CC 
Lytton, Ian Richardson 
342 (Rice) l.Rh3 (2.Rxh2(Bf8» 
I ... Rc6/Rc7/Rc4 2.Re6/Re7/Rd4 and 
1...Rxb5(Bfl)/Rxd5(QdI) 2.Bg2/Ng3. 
Try l.Rh4? Rc4! Any move of bR 
prevents the threat as the reborn bB 
gives check to White. bR on c6, c7 
threatens to interfere with the check 
from wQ by capturing one of the g
pawns - RT. One of John's favourite 
themes: bR variations (here 5, without 
duals) CCL. A bit heavy in out-of-play 
pieces - SE. 
343 (Vitale) Composer's diagram had 
2nd wK on f4 which I amended to wN 
but there must be something else 
wrong ... Composer l.h3 Nxh3(h4) 
2.Kg4 Bxe2 b) 1.Kxf4(Nc5) fe(d6)+ 
2.Ke5 Nd7 c) 1.h3 Ng2 2.hg(Nh3) 
Bxe2(dl) but all solvers cooked a) l.fg 
Ng2 2.- b) no solution c) 1.fg 
Bxe2(bN). 
344 (Vitale) l.Kh7 Kf6 2.Nf5+ Ke6 
3.Kg6 ef and 1.KhS Kf6 2.Kh7 Kf7 
3.KhS fg. A lovely sentinels problem -
IR. Trickiest of the issue - SE. but 
with the repeated 1 ... Kf6 a blemish -
RT. 
345 (Emmerson) a) l.nCe7[+bPb6] 
nCb8[+wPe7] 2.b5 eSQ+ 3.nCa5 Qe5 
b) l.nCf7 nCe4[+wPf7] 
2.nCfl[+bPe4] f8Q+ 3.nCc2 Qf5. 
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Most elegant and most surpnsmg 
orthogonal-diagonal transfer from one 
unit! - CCL. Both ideal pin-stalemates 
are on the topological edge of the 
board (as far as the Camel is 
concerned) - SE. 
346 (Emmerson) 1.nCf2 nCg5[+wPf2] 
2.nCd6[+bPg5] f3 3.g4 nCg5[+wPd6] 
4.nChS[+bPg5] fg4; l.nCd4 
nCe7[+wPd4] 2.nCf4[+bPe7] d5 3.e6 
nCe7[+wPf4] 4.nChS[+bPe7] de6. 
Diagonal echo of strategy rather than 
exact position: different move-order in 
the two lines stops it seeming 
mechanical - RT. Completely baffled! 
I look forward to the solutions - IR. 
347 (Byway + RT) 1.LEb7 (2.LEe4 
mate) 1...PAxg7 2.LExh7 and 
1...VAxf3 2.LExhl. 'Not Novotny' -
PB (composing) and SE (solving). (In 
orthodox Novotny the White would 
place an obstructing piece on b7 - but 
it wouldn't be the mating piece.) Mate 
transference after Finnish Novotny -
CCL. 
348 (Ettinger) 1.0-0-0 aSB 2.d5 cd e.p. 
As IR points out, I should have 
specified the Nao properly: moves as 
Nightrider, captures along NR lines on 
any square beyond some obstructing 
unit of either side. Valladao theme 
(castling, underpromotion and e.p.) 
with novel way to force the 2-up P 
move: 2.d6?? being self-check - RT. 
Good - SE. Nicely forced by Nao (has 
been done with Grasshoppers) - CCL. 
349 (Richardson) 1.P(=B)fl Ne6 
2.P(=Q)f3 Bg6 and l.Kd4 Bg6 2.Pc4 
Ne6 but dual in the move-order; l.Pc4 
Bg6+ 2.Kd4 Ne6. Neat interchange of 
W moves but low on progressionivity 
-RT. 
350 (Frankiss) This should be 
helpstalemate - sorry. a) l.bI77 
77xh8= b) 1.ba77(77aS) 77h1= Good 
trick! Almost better with a) Circe b) 
Orthodox - SE. 
351 (Frankiss) 1.hS77+ GxhS 2.g867+ 
Gxg8 3.ef57+ Gxf8 4.fe47+ GxeS 
5.dS37+ Gxd8 6.cS27+ GxcS Amusing 
if straighforward - CCL. Wot no 
promotion to (17)? - SE. This was 
composed under some pressure (from 
me) and has now expanded to involve 
(17) and (07) leapers - RT. 
SE - 12; CCL 9Yz; IR 6Yz 

Solutions from Alex Ettinger may still 
come (late receipt of VC3S). 
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ICVS IIDTICES 

Members are reminded that 
nominations for office, and any 
resolutions for the 2002 AGM, should 
be received by John Beasley as 
secretary not later than Marcb 1. Two 
nominators or proposers are required 
in eacb case. To the best of our 
knowledge, all those currently in post 
are willing to continue, but if anyone 
else wishes to join the team we shall 
be delighted to tell him what is 
involved. 

CllCUtA I CHESS 

I hear from John Beasley that The 
World Circular Chess Championship 
will be held at the same venue as last 
year (and very nice it was too); namely 
the Bisbop's Palace adjacent to 
Lincoln Catbedral. The date to mark 
is Sunday 19th May 2002 (Whit 
weekend). For further details please 
get in toucb with:-

Rob Stevens, TeL 01552 532745 
Cbessnuttr@AOLcom 

MSD CAMIllDfE 2DD2 

More information from John. I have 
played in the Mind Sports Olympiad 
before, but a regional event is new to 
me; (a contradiction in terms also, 
perhaps). Apparently it ran first last 
year and was a great success. 

This mindsports event will be at 
Parkside Scbool in Cambridge on 4-
6 May 2002. The British Shogi 
Championship will be held there as 
well as Chinese Cbess, a chess 
rapidplay, tournaments of 15 other 
games, and an overall 'Grantamind' 
prize. There will be many 
opportunities to learn new games. For 
a full schedule and online entry form 
see:
http://www.gen.cam.ac.uk/msocam021 
or for more information contact:-

Paul Smitb, TeL 01223 563932 
paul@andrea-paul.freeserve.co.uk 

According to the web site there will 
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also be: a draughts match (England v 
Czech Republic), The British Go 
Championship Challenger's 
Tournament, The Cambridge Regional 
Championship (Othello), The English 
'Settlers of Catan' Championship, 
British Open Shogi Championships, 
and many others. It sounds tempting, I 
must admit. 

fAMES STUDIES 

from Ken Whyld 

1) The International Society of Board 
Game Studies held its 4th colloquium, 
'Board Games in Academia', in 
Switzerland during April 200 1. All of 
the papers were in English, and several 
were related to chess, shogi, 
chaturanga, etc. R Vasantha gave a 
paper on the subject of deciphering the 
board games depicted as murals on the 
walls of Mysore Palace, the inventions 
of Maharaja Krishnaraja Wodeyar m 
(1794-1868). Some new, some 
variants of existing games, they 
demand a knowledge of geometry, 
topology, logic, philosophy and 
military strategy. 
The Society's journal, Board Game 
Studies, is published in English, 
French, or German, has rigorous 
academic standards, and is a valuable, 
albeit expensive, resource. Look at 
www.BoardGamesStudies.org or 
write to Dr. Alexander de Voogt, 
Okeghemstraat 10-2, NL-I075PM 
Amsterdam, The Netherlands. 

2) &hachspiele in Ostasien by Peter 
Banaschak is a study of the history of 
East Asian forms of chess, and is the 
most significant publication on the 
topic, in a European language, for a 
century. Paper-back, 233 pages, price 
unknown. ISBN 3-89129-656-8. 

XIANf(J1 

The 2001 UK Xiangqi (Chinese 
Chess) Individual Championships took 
place on 2nd September 200 1 at the 
Vietnamese Community Centre in 
Lambeth. Those scoring at least 3/5 
were as follows, in order of tie
breaking:-
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4Yz Cben Fazuo, Guo Shulong , 
4 La Khanh Roa, Dong Jun, 
Paul Byway. 
3 Li Tak Kuen, Ngugen Van 
Duc, Quan Hanying, Zbang Xiaoping, 
Lim Chin Lee, Wu Caifang. 

From Siegfried Ruber I have a list of 
the results of the 2001 World 
Championships in Macau. I give the 
reults for the first four, selected others, 
and the GBR contingent (place, name, 
nationality, points and ELO rating). 

1 Lu Qin CRN 8 19 2637 
2 Ru Rong Rua CRN 7Y-zJ9 2602 
3 Wu Kui Lin TWN 7Y-zJ9 2574 
4 Trinh A Sang VIE 6Y-zJ9 2476 

28 Woo Wei Cheung 4Y-zJ9 2266 
29 Rua Say Ty 4Y-zJ9 2147 
37 Chen Fa Zuo 4 19 2049 
42 J. Schmidt-BrnUDS 4 19 1755 
43 Simon Renke 3 18 1685 
46 Karsten Roffarth 3Y:J9 1664 
47 Siegfried Ruber 3%/9 1489 
48 Claus Tempelmann 3Y:J9 1790 
49 Michael Nagler 3Y:J9 1783 
50 Lai Chi Kong 3Y2i9 1692 
52 Ramo Jouni 2Y:J8 1447 
56 Zbang Wen Bin 2 18 1461 
57 Dieter KnOdler 3 19 1349 
59 Peter Wood 1 Y2i5 1307 
60 RudolfReinders 2 19 1426 

FllDfECHESS 

by David Pritchard 

Fridgechess, as its name implies, is a 
chessboard you can stick on your 
fridge door. It comes with a sturdy set 
of chess pieces which you can stick on 
your board There is one additional 
piece which says 'your turn' on a white 
background and the same message on 
the same piece, but upside down, on a 
black background Any variant game 
can be played provided of course it is 
on the 8x8 board and uses the standard 
men There is one obvious snag: you 
must have a resident opponent 
(spouse, cat, etc.). Players move when 
convenient, reversing the 'your play' 
sticker (a nice touch). For details write 
to Fridgeplay Ltd, P.O. Box 20198, 
London. WI0 5ZR Buy two games 
and you can play Alice Chess! 
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Crazy Knights - by David Pritchard 

This not a game but a puzzle by lli Kaufmann 
marketed by Philos Spiele in Germany. Because only 
knights are involved and it is played - if that is the 
right word - on an odd shaped board, I suppO$e it 
might qualify as a sort of chess variant. 
The sturdy board is made of an attractive tropical 
wood as are the pieces which are printed on flat 
tablets corresponding in size to the squares .. The 
object is to exchange the positions of the white and 
black knights in as few moves as possible. The 
solution given runs to 40 moves, claimed to be a 
minimum. 
I doubt if this puzzle would daunt a competent 
problemist and one wonders how the product is 
justified unless someone has a lot of bits of wood of 
this shape they want to get rid of. 

Volume Five 

With this issue of Variant Chess we reach the end of 
volume five. Towards the back you will find an index 
to this volume. Many thanks to John Beasley for this, 
and for many other contributions since he gave up the 
editorship. Peter Fayers asks me to remind you that 
the subscription covers four issues, even if I don't 
manage to produce them in a twelve month period. 

, I r IIII Ch. s s is the journal of the British Chess Variants Society 

Subscription rates (one year, four issues) 
UK £8, Europe £9, Rest of World £9 surface mail, £11 air mail 

Cheques payable to 'British Chess Variants Society' 
Please note that we can no longer accept Eurocheques 
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DYNAMO CHESS ('ART Ill) 
by George Je//iss 

We return here to George's long article on this variant, with 
some examples of competitive play. More examples, and a 
description of the game, will be found in VC 36 and VC 37. 

AISE GRAND 'RIX " 

Fabio Forzoni George Jelliss 

1. Qd1-d3/d2-d6 Bc8-d7/d7-f5 
2. Nb1-c3/ Qd8-b6/c7-aS 
3. Nc3-dS/ Qb6-d6/d6E 
4. NdS-c7+/ Ke8-f7/f7-q6 
S . Bc1-d2 / Ra8 -c8 /Nb8 -d8 
6. Nc7-e6/ Nd8-e6/Ne6-f4 
7. Bd2-f4/Nf4-qS+ Ne6-c7/NqS-e6 

Saving the king and queen in one bound! 
8. Qd3E/Qd6E Bf8-b4/e7-a3+ 
9. Nq1-e2/e2-c3 Bb4-e7/a3-d6 

10. Bf1-c4/Ne2-bS? Bd7-c6/NbSE 
11. Ra1-a3/a2-a4 Bc6-e4/b7-dS 
12. Ne6-c7/Nc7-a8 Na8-b6/ 
13. Bc4-b3/ Be4-d3/c2E 
14. Nc7/dS-e3+ Nb6-dS/ 
15. Bb3-dS/NdS-e6 Ne6/Nc7-a8 

Deja vu 
16. 
17. 

BdS/Na8-c6 
BdSE/q2-a8Q 

Rc8-c7/Nc6-cS 
e3-f2/f2-q1+ 

The check is incidental, the aim is to shut the rook out of 
play 

18. q1/f2-e3 
Both queens now back in play 

19. Bf4-c1/e3E 
20. Ra3.-f3/c3-q3+ 
21. Qa8-dS/ 
22. Ke1-f2/ 
23. Qd5-eS/NcS-dS 
24. QeS-e2/Be4E 
2S. Qe2/Rc2E 
26. Qe2/Ne6-e3 
27. Kf2-q2/ 
28. Qe2-c4+/ 
29. Qc4-d4/ 
30. Qd4-a7/a7E+ 
31. Rf3-f4/ 

Bd3E/fS-b1Q+ 

Be7-h4+/ 
Bh4-f6/ 
Qb1-b4/b2E+ 
Nq8-f6/Bf6-e4 
Rc7-c2/Bc1E+(?) 
Qb4-cS/d6-e7 

QcS/NdSE 
Ne3-q4+/ 

Qc5-h5/aS-eS 
e7-e6/eS-e4 

Nq4-eS/ 
Kf7-f6/Nf6-fS 
Rh8-c8/ 

32. 
33. 
34. 
3S. 
36. 

Qa7-f2/ 
Rf4-e4/e4-b4 
Qf2-d2/ 

a4-aS/ 
Re4-a4/b4E 

Qh5-h6/ 
q7/q6-qS 

Rc8-c3/ 
Rc3-f3/q3E 
Nf5-e3/q7-fS+ 

37. Qd2-c1/Ne3-d2 Qh6-q5/qS-e3+ 
White resigns 

AISE GRAND 'RIX '7 

George Jelliss Fabio Forzoni 

1. Bf1-e2/e2-c4 Nb8-d7/d7-f6 
2. Qd1-dS/d2-d6 e7-e6/ 
3. c4-cS/ Nd7/cS-b3 
4. Bc1-b2/b2-a3 Nq8-f6/f6-e4 
S. Qd5-c4/e6-dS f7/Nf6-f4 

i.e. stationary pawn pushes N two squares 
6. Be2-f1/Qc4-d3 Nf4/q2E 
7. Qd3-e4/e4-q6+ Nf4-e6/ 
8. Qe4-e6/Ne6-e7 Qd8-e7/Ne7-f6 
~. Qe6/f7E Hd7-b6/Bf8-d7 

10. Qe6-f7/dS-e6+ Ke8-d&/ 
11. Bb2-eS/Ra1-c3 Bd7-e6/e6~fS 

12. d6-c7/c7-b8+ b8/c7-d6 

13. Bf1-bS/ 
The beginning of a chancy attack, not thoroughly worked 
out 

13. 
14. 
lS. 
16. 
17. 
18. 
19. 
20. 

Rc3-cS/Bc8E 
BbS-c6/ 
Ke1-f1/ 

Be2/Ra6-d3 
Nb1-c3/ 
Rd3-d4/d6-d7 

Bc6/d7-e8Q+ 

Be6-f7/Qf7E 
Qe7-e4/Be5-e2 
Nf6-e4/Qe4-d2+ 

Ne4/Rc5-a6 
Qd2-c2/c2-b2 

Qc2/b3E 
Ne4-f2/f2E 
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The check comes from the rook at d4 
20. Bf7-d5/a2E 
21. 

1. 
2. 
3. 
4. 

QeB/RhBE+ 

Fabio Forzoni 

Qdl-d3/d2-d6 
Nbl-c3/ 
Qd3-d6/d6-d7+ 
c2-c4/Nc3-c5 

All Black men back at home 
5. Nc5-e6/ 
6. Nd5-f6+/ 
7. Nql-f3/ 

At last! A Black piece moves! 

Black resigns 

George Jelliss 

BcB-e6/d7-f5 
Be6/a2E 

Be6-d7/d7E 
Bd7-cB/f5-d7 

f7/Ne6-d5 
NqB/Nf6-e4 

c7-d6/Qd6-e5 

B. Ne4-f6+/ NqB-f6/Nf6-e4 
9. Qe5-e6/ q7/Nf6-e5 

1 have just noticed that this is an illegal push - neither 
player noticed it at the time 

10. f2/Nf3-f5 
11. Kel-f2/f2-q3 
12. Bcl-e3/ 
13. Qe6-d6/d6-c6 
14. Nf5/e7E 
15. Qd6-f6/e6E+ 
16. Ne4-f6/Qf6-qB+ 

17. QqB/RhBE 
lB. QqB-f7/f7-e6 
19. Nf6/Ne4-d2 
20. Be3/Nd2E 
21. Be3-d4/d4-b6 
22. Nf6/h7E 
23. h2/Qq3-f4 

White resigns 

Fabio Dulcich 

Ne5-d3+/ 
QdB-b6+/ 

KeB-dB/BfB-eB 
NbB-c6/c6-d4 
BcB-d7/d7-e6 
KdB-eB/BeB-fB 

RaB/KeB-cB 

Bd7-f5/Nf5E 
Bf5-q6/Nd3-e4+ 

Bq6/Qf7E 
Qb6-b2/b2E 
Qb2-c3/Ra1-b2 
Qc3-q3/g3E+ 
Qf4-g3/h2E+ 

George Jelliss 

1. Qdl-d4/d2-d5 QdB-c7/c7-b6 
2. Bfl-q2/q2-h3 Qc7-c3/BcB-c7+ 

lfollow the convention of writing the check at the end of the 
whole move rather than after the first part. 

3. Nbl-d2 Qc3-f3/h3E 
4. Nql-f3/Qf3-e5 Qe5-q3/h2E 
5. Nf3-ql/ Qg3-q6/Bq2-q3 
6. Bcl-e3/Nd2-f4 Qq6/Bq3-q2 
7. Qd4-c4/Nf4-e4 Bc7-h2/NbB-e5 
B. Ne4-d6+/ Qq6-d6/Nd6-c6 
9. Rhl-h3/Bh2-h4 e7/Ne5-e4 

i.e. the pawn e7 stays where it is and pushes the knight 
forward one square: see the pawn rules 

10. Bq2E/Ne4E 
i.e. the bishop suicides, pulling the knight with it 

10. Bh4-f6/ 
11. Be3-d2/ Qd6-c5/ 

12. 
13. 
14. 
15. 

Nc6/a7E 
Nc6-dB/ 
NdB-f7/f7-h6 
Qc4-cB/c2-c7 

Qc5/dSE 
Qc5-b6/b6-a7 

Qb6/b2E 

Now White commences a persistent - and eventually 
successful - assault on the Black king 

15. Bf6-e5/RalE 
16. QcB-d7/d7-e6+ KeB-f7/Nf7-g6 
17. c7-cBQ/ RaBE/QcBE 
lB. Nq6/RhBE BfB-e7/e7-d6 
19. Nq6-e5/Be5-c4+ Kf7-f6/ 
20. Qd7-f5/e6-q4+ Kf6-q7/q7-hB 

Black is being backed into a corner. 
21. Qf5-q5/Ne5-f5+ Kq7-q6/ 
22. Qq5-f5/Nf5-d5+ Black resigns 

George Jelliss Fabio Dulcich 

1. Bf1-e2/e2-c4 BfB-q7/q7-h6 
2. Qd1-d3/d2-d4 BcB-d7/d7-f5 
3. Bcl-q5/h6E NqB-f6/ 
4. Qd3-c4/c4-a6 Bq7-f6/Nf~-e5 
5. Bq5-h6/ Bd7-c7/ 
6. Qc4-e6/f7E QdB-dS/d4E 
7. Qe6-c6/Bc6-b6+ RhB-dB/KeB-cB 
B. Bh6-f4/ Bf6-e5/Ne5-d4 
9. Be2-f1/a6-d3 Qd5-e4/Qc6-d5+ 

la. Kel-dl/ RdBE/Qd5E 
11. Bf4-e5/Be5-d6 Bb6-d4/Nd4-e3+ 

Whi te resigns 
The last instalment should appear next time. 
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THE FIIlST UIIOFFltlAI. 
1.0SIIIt; tHESS W01lI." 

tHAM PIOIISHIP 
(continued from VC 39) 

by John Beasley 

The first part of this report gave the 
overall results and the first half of the 
games. This second part briefly 
discusses the openings played, and 
gives the remaining games. 

Losing Chess is an extremely 
shaIp game, as witness the fact that 
only one game in the present 
championship was drawn, but its very 
shaIpness means that it tends to suffer 
from stereotyped opening play; if a 
player departs from known paths, he 
finds all too often that he has 
blundered the game away. It may 
therefore be of interest briefly to 
survey the openings played in the 
tournament I have considered only 
moves by players who scored over 
50% and in games won against such 
players by lower-scoring opponents. 

The standard l.e3 continued to 
attIact the most adherents, but 1.g3 
was played regularly by Peter Wood 
(+2, -2) and once each by Vincent ven 
der Bilt (lost to Tim Remmel) and by 
Fabrice Liardet (beat Lenny Taelman). 
There were also three instances of 
l.c4, which appears to be gaining in 
popularity as a "positionaI" opening 
aiming to gain territory rather than to 
introduce immediate tactics. Its results 
here were mixed, since it provided 
Tim Remmel with his only loss, but it 
gave Andrzej Nagorko a win against 
Fredrik Sandstrom and Marten Wortel 
won with it against Johan Bosman. 

With Black against l.e3, l...b6 
was the most popular choice, but the 
ancient 1.. .b5 2.Bxb5 was played 
twice (peter Wood tried 2 ... Bb7 
against Vincent van der Bilt and lost, 
Andrzej Nagorko continued 2 ... e6 
against Johan Bosman and drew) and 
there were occurrences of 1...e6 
(Fabrice Liardet against Tim Remmel, 
losing) and l...c5 (Tim Remmel 
against Andrzej Nagorko, winning). 
1...c5 was also played twice against 
1.g3, successfully on both occasions 
(Tim Remmel against Vmcent van der 
Bilt, Andrzej Nagorko against Peter 

Varlanl Cbess 40 

Wood). I don't know whether this will 
prove to be the opening of the future, 
but Fabrice Liardet refers to it as "the 
modem 1.. .c5" in his annotations to 
his game against Fredrik SandstrOm 
and it is certainly receiving serious 
attention at present. 

I was also told (I think I have 
remembered this correctly) that the 
line 1.e3 b5 2.Bxb5 c6, played in the 
1924 Kliiver-Dawson game featured in 
VC 35, has now been proved by 
computer to be a win for White, the 
analysis going to 63 ply! 

The future of Losing Chess is not easy 
to assess. The relatively small range of 
openings in regular use suggests that 
there must be some risk that 
computers will eventnally find the 
best-play result from the standard 
initial position; on the other hand, 
"giveaway" games appear in genernI 
to be harder to play well than 
conventional ~es, and the difficulty 
of Losing Chess endgame analysis 
suggests that it is no exception. 
Versions independent of the present 
initial position would not be difficult 
to conceive, and in a suitably 
developed form one of them might just 
become one of the standard 
intellectual games of the future. 
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Kxd6 34.exd6 Rf8 35.g4 hxg4 
36.Rxg4 e5 37.Rg2 Rf2 3S.Rxf2 e4 
39.d7 e3 40.Rf8 e2 41.d8R elK 
42.Rdl Kxdl 43.Kc2 Kxc2 44.h4 
Kxb2 45.h5 Kc3 46.h6 Kc4 47.h7 Kc5 
4S.hSR Kc6 49.Rh4 Kb7 50.RaS KxaS 
51.Rh5 KbS 52.Rb5 axb5 53.a6 Kc7 
54.a7 b4 55.aSB KdS 56.Bc6 KeS 
57.BxeS b3 5S.Bf7 b2 59.Be6 bIN 
60.Ba2 Nd2 61.Bbl Nxbl 1-0 
Meulenbroek - Taelman: I.c4 c5 2.g3 
b5 3.cxb5 Ba6 4.bxa6 Nxa6 5.b4 cxb4 
6.Ba3 bxa3 7.Nxa3 g6 S.Bh3 QcS 
9.Bxd7 Kxd7 IO.Qa4 Qc6 I1.Qxc6 
Kxc6 12.d4 Kb5 13.Nxb5 Rb8 
14.Nxa7 Rbl 15.Rxbl e5 16.dxe5 Nf6 
17.exf6 Bg7 18.fxg7 Rf8 0-1 
Beasley - Kraaijpoel: 1.h3 d6 2.e3 
Bxh3 3.Nxh3 b5 4.Bxb5 g5 5.Bxe8 
Qxe8 6.Nxg5 f5 7.Nxh7 Rxh7 S.Rxh7 
e5 9.Rxc7 Qa4 10.Rxa7 Qxa2 0-1 
Kamminga - Wortel: l.e3 c5 2.Bb5 e6 
3.Bxd7 Bxd7 4.g3 Qh4 5.gxh4 g5 
6.hxg5 Nf6 7.gxf6 Bg7 S.fxg7 Bb5 
9.gxh8Q KdS 10.Qxh7 a5 11.Qxf7 
Bfl 12.Qxe6 Bc4 0-1 
Snuverink - Wood: 0-1 
RoundS 
Nagorko - Remmel: l.e3 c5 2.Bb5 c4 
3.Bxc4 d5 4.Bxd5 Qxd5 5.Qh5 Qxh5 
6.b3 Qxh2 7.Rxh2 Be6 8.Rxh7 Rxh7 
9.Kf1 Bxb3 10.cxb3 g5 I1.Ba3 Bg7 
12.Bxe7 Bxal 13.Bxg5 Bc3 14.Nxc3 
Nf6 15.Bxf6 Rh4 16.Bxh4 f6 17.Bxf6 

Round 4 (continued) KdS 18.Bxd8 b5 0-1 
Bosman - van der Bilt: l.e3 b6 2.Ba6 Liardet - van der Bilt: l.e3 b6 2.Qh5 
Nxa6 3.Qe2 Nc5 4.d3 Nxd3 5.Qxd3 c5 3.Qxh7 Rxh7 4.Bc4 Rxh2 5.Bxf7 
g6 6.Qxg6 fxg6 7.Bd2 b5 S.c4 bxc4 Kxf7 6.Rxh2 Na6 7.g4 c4 S.c3 Nb4 
9.a4 c3 IO.Nxc3 Ba6 I1.Ke2 Bxe2 9.cxb4 c3 lO.dxc3 Nh6 11.Rxh6 gxh6 
12.Ngxe2 QcS 13.a5 Qa6 14.Rael 12.c4 Kg7 13.a3 b5 14.cxb5 Qb6 
Qxe2 15.Nxe2 d6 16.Ng3 e5 17.Nh5 15.Nd2 Qxb5 16.Rbl Qxb4 17.axb4 
gxh5 IS.h4 Nh6 19.Rh3 Nf5 20.g3 h5 IS.gxh5 d6 19.f4 Bh3 20.Nxh3 d5 
Nxh4 21.gxh4 Kf7 22.f4 exf4 23.exf4 21.e4 dxe4 22.Nxe4 Kg6 23.hxg6 Bh6 
Ke6 24.Rxe6 Be7 25.Rxe7 h6 26.Rxc7 24.Neg5 Bxg5 25.fxg5 e5 26.b5 Re8 
Rae8 27.Rxa7 Rh7 28.Rxh7 d5 27.b6 axb6 2S.b4 Rb8 29.Bf4 exf4 
29.Rxh6 Re7 30.Rxh5 ReS 31.Rxd5 30.Nxf4 b5 31.Kf2 Ra8 32.Rall-O 
Rd8 32.RxdS 0-1 Krnaijpoel - Bosman: l.e3 b6 2.Ba6 
Nagorko - Sandstrom: I.c4 e6 2.e3 b5 Nxa6 3.Kf1 c5 4.c3 h5 5.Qxh5 Rxh5 
3.cxb5 Ba3 4.Nxa3 Ba6 5.bxa6 Nxa6 6.b4 cxb4 7.cxb4 Nxb4 8.a3 Rxh2 
6.Bxa6 RcS 7.BxcS QxcS S.Qg4 K:f8 9.axb4 Rxg2 10.Rxa7 Rxa7 I1.Kxg2 
9.Qxg7 Kxg7 lO.g3 ()J)7 l1.Rbl Qxhl d6 12.d3 b5 13.Ne2 Ra3 14.Bxa3 Qa5 
12.Nc2 Qxgl 13.Ke2 Qxcl 14.Rxcl 15.bxa5 Bg4 16.Bxd6 Bxe2 17.Bxe7 
Ne7 15.Rhl NcS 16.a4 Kf6 17.Nel d5 Bxd3 18.Bxf8 Bxbl 19.Rxbl Kxf8 
IS.e4 dxe4 19.Ng2 e3 20.dxe3 Ke7 20.Rxb5 g5 21.Rxg5 KeS 22.RxgS 
21.a5 a6 22.Kd3 Na7 23.Rdl Kd7 K:f8 23.Rxf8 f6 24.Rxf6 0-1 
24.f4 e5 25.fxe5 RaS 26.e6 fxe6 27.e4 Sandstrom - Meulenbroek: l.a4 b5 
c6 2S.e5 Nb5 29.Rgl c5 30.Ne3 c4 2.axb5 a6 3.Rxa6 Rxa6 4.bxa6 Nxa6 
31.Nxc4 Nc3 32.Kxc3 h5 33.Nd6 5.e3 Nc5 6.Ba6 Nxa6 7.Qe2 Nb4 S.e4 
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Nxc2 9.Qa6 Nxel lO.QxcS 1-0 
Wortel - Taelman: l.e3 b6 2.Qf3 c5 
3.QxaS c4 4. Qxb8 e6 5.Bxc4 Qg5 
6.Bxe6 Qxg2 7.Bxf7 Qxhl S.BxgS 
RxgS 9.QxcS Qxh2 lO.Qxd7 Qxgl 
1l.Qxa7 Qxf2 12.Qxg7 Qxe1 13.Qxf8 
Qxc1 14.QxeS Qxc2 15.QxgS Qxb2 
16.Qxh7 Qxb1 0-1 
Wood - Kamminga: l.g3 g5 2.b3 b6 
3.h4 gxh4 4.Rxh4 f5 5.Rxh7 Rxh7 
6.e4 fxe4 7.d3 exd3 S.Qxd3 Rh4 
9.gxh4 Na6 lO.Qxa6 Bxa6 Il.Bxa6 
Kn 12.Bb7 RcS 13.BxcS QxcS 
14.Nd2 Bh6 15.Nb1 Bxc1 16.Na3 
Bxa3 17.Rc1 Bxc1 IS.a3 Bxa3 19.b4 
Bxb4 20.c3 Bxc3 2l.Nh3 Bxe1 22.Nf4 
Bxf2 23.Nh5 Bxh4 24.Ng7 Kxg7 1-0 
Snuverink - Beasley: l.e3 e6 2.b4 
Bxb4 3.Qg4 Bxd2 4.Qxg7 Bxe1 
5.Qxf7 Bxf2 6.Qxh7 Bxg1 7.Rxg1 
Rxh71-O 
Round 6 
Remmel - Bosman: l.c4 c6 2.b3 b5 
3.cxb5 cxb5 4.Nh3 e6 5.b4 Bxb4 
6.Ng5 Bxd2 7.Qxd2 Qxg5 S.Qxg5 Kf8 
9.Qxb5 g5 lO.Qxg5 Ne7 1l.Qxe7 
Kxe7 12.Nc3 e5 13.Nb5 Nc6 14.Nxa7 
Nxa7 15.Bf4 exf4 16.D Ba6 17.h3 
Bxe2 lS.Kxe2 RagS 19.Rh2 Rxg2 
20.Bxg2 Kd6 2l.Bfl Kc5 22.a4 Kc4 
23.Rf2 Nc6 24.Bg2 Kb5 25.axb5 Na7 
0-1 
Sandstrom - Liardet (prize for best 
ending; for analysis of the whole game 
see Farbiee Liardet's web site 
www.pion.ch): l.g3 g6 2.b4 b6 3.Nh3 
a5 4.bxa5 Rxa5 5.d3 Rxa2 6.Rxa2 Bh6 
7.Bxh6 Nxh6 S.Ra6 Bxa6 9.Qc1 Bxd3 
lO.Qxh6 Bxe2 1l.Qxh7 Rxh7 12.Bxe2 
Rxh3 13.BD Rxh2 14.Rxh2 c5 15.Bc6 
Nxc6 16.RhS: 

"Black to play and win!" says 
Fabriee's diagram at this point. 16 ... c4 
17.Rxe8 Qxe8 18.Kd2 Qh8 19.Kd3 
cxd3 20.cxd3 Qc3 21.Nxc3 d5 
22.Nxd5 e5 23.Nxb6 e4 24.dxe4 f5 
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25.exf5 gxf5 26.g4 fxg4 27.Na4 Nb4 
28.D gxf3 29.Nc3 Na2 30.Nxa2 f2 
3l.Nc3 fiN 0-1 
Wood - Nagorko: l.g3 c5 2.b4 cxb4 
3.Na3 bxa3 4.Bxa3 e6 5.Bx:f8 Kx:f8 
6.e3 Qh4 7.gxh4 g5 8.hxg5 Nf6 9.gxf6 
Kg7 lO.fxg7 e5 ll.gxh8Q d5 12.Qxe5 
Na6 13.Qxd5 Bd7 14.Bxa6 bxa6 
15.QxaS a5 16.Qxa7 Bc8 0-1 
van der Bilt - Kraaijpoel: 1.e3 b6 
2.Qh5 c5 3.Qxh7 Rxh7 4.Bc4 Rxh2 
5.Bxf7 Kxf7 6.Rxh2 c4 7.c3 b5 8.g4 
Nc6 9.Rh6 gxh6 lO.d3 cxd3 1l.b4 
Nxb4 12.cxb4 d2 13.Kxd2 h5 14.gxh5 
Nh6 15.Nh3 Ba6 16.Ke2 Qb6 17.Kf3 
Qxe3 18.fxe3 Kg6 19.hxg6 Nf7 
20.gxf7 d5 2l.Nd2 Re8 22.fxeSN Bg7 
23.Nxg7 d4 24.exd4 e5 25.dxe5 Bb7 
26.Kg2 Bxg2 27.Nf5 Bxh3 28.Ne4 
Bxf5 29.Bg5 Bxe4 30.Rb1 Bxbl 
3l.BdS Bxa2 32.e6 Bxe6 33.Bb6 axb6 
1-0 
Taelman - Kamminga: 1.e3 c5 2.Bd3 
c4 3.Bxh7 Rxh7 4.Na3 Rxh2 5.Nxc4 
Rxg2 6.Nd6 exd6 7.Ne2 Rxf2 8.Kxf2 
Qf6 9.c3 Qxf2 lO.Qb3 Qxe3 Il.Qxb7 
Qxe2 12.QxcS Qxd2 13.Qxb8 1-0 
Wortel- Snuverink: l.e3 c5 2.Bd3 Nf6 
3.Bxh7 Nxh7 4.Qh5 RgS 5.Qxh7 g6 
6.Qxg8 Na6 7.Qxf8 Kx:f8 8.g4 Kg7 
9.Ne2 Nb4 lO.a3 Nxc2 11.Kfl Nxa3 
12.Rxa3 Qb6 13.Rxa7 Qxb2 14.Bxb2 
Rxa7 15.Bxg7 Ra3 16.Nxa3 c4 
17.Nxc4 b6 IS.Nxb6 d6 19.NxcS d5 
20.Nxe7 g5 21.Nxd5 f6 22.Bxf6 0-1 
Meulenbroek - Beasley: 1.c4 b5 
2.cxb5 Ba6 3.bxa6 Nxa6 4.a4 Nb8 
5.Nc3 e6 6.Nd5 exd5 7.e4 dxe4 S.Bd3 
exd3 9.Qc2 dxc2 lO.b4 1-0 
Round 7 
van der Bilt - Remmel: l.g3 c5 2.c3 
g6 3.g4 b6 4.d4 cxd4 5.Qxd4 d6 
6.Qxd6 Bxg4 7.Qxg6 hxg6 8.Bd2 
Qxd2 9.Nxd2 Bxe2 lO.Kxe2 Rxh2 
1l.Rxh2 e6 12.Rh6 Nxh6 13.b4 Bxb4 
14.cxb4 Nf5 15.Bh3 Nd4 16.Bxe6 
Nxe2 17.Nxe2 fxe6 18.Ng3 Nd7 
19.Rhl Nf6 20.Rh7 Nxh7 2l.a4 b5 
22.axb5 a6 23.bxa6 Rxa6 24.Nf5 gxf5 
25.Ne4 fxe4 26.D exfl 27.b5 Rc6 
2S.bxc6 fl29.c7 Nf8 0-1 
Liardet - Taelman: l.g3 g6 2.Nh3 c6 
3.e3 g5 4.Nxg5 Qa5 5.Nxh7 Rxh7 
6.Ba6 Nxa6 7.e4 Rxh2 S.Rxh2 Qxd2 
9.Nxd2 Nf6 10.Nc4 Nxe4 Il.Qxd7 
1-0 
Bosman - Nagorko: l.e3 b5 2.Bxb5 
e6 J.Bxd7 Bxd7 4.Na3 Bxa3 5.bxa3 
BcS 6.a4 Qxd2 7.Bxd2 e5 S.Qh5 Bg4 
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9.Qxe5 KdS lO.Qxg7 Nf6 I1.Qxg4 
Nxg4 12.ND Nxh2 13.Nxh2 Rg8 
14.Kfl Rxg2 15.Kxg2 Nd7 16.c4 Nf8 
17.Bcl Ke7 18.Kfl RdS 19.Bd2 Rxd2 
20.Rbl Rxf2 2l.Kxf2 a5 22.c5 c6 
23.Rb5 cxb5 24.axb5 a4 25.Rbl a3 
26.b6 h5 27.NfI h4 2S.b7 Ng6 29.b8K 
h3 30.Nd2 Nf4 3l.exf4 f5 32.Kc7 Kf8 
33.Kd8 Kg7 34.Rb8 h2 35.c6 h1K 
36.c7 Kgl 37.Kxgl Kf8 3S.Ne4 fxe4 
39.f5 e3 40.f6 e2 4l.Ke7 Kxe7 
42.fxe7 elK 43.Kfl Kxfl 44.cSR Ke2 
45.e8B Ke3 46.Rb5 Kf2 47.Bg6 Kfl 
4S.Rd5 Kf2 49.Bh7 Kfl 50.Rc4 Kf2 
51.Bg6 Kfl 12-12 
Kraaijpoel - Sandstrom: l.e3 b5 
2.Bxb5 Nh6 3.Bxd7 Bxd7 4.c4 Bb5 
5.cxb5 Qxd2 6.Qxd2 Nc6 7.bxc6 Ng4 
S.Qd4 Nxf2 9.Kxf2 f6 1O.Qxa7 Rxa7 
11.ND Rxa2 12.Rxa2 g5 13.Nxg5 
fxg5 14.RgI Bg7 15.h4 Bxb2 16.Rxb2 
gxh4 17.g3 hxg3 18.Kxg3 Kd8 19.Nc3 
Re8 20.Rb8 Kc8 21.Rxc8 RxcS 
22.Kf2 RgS 23.Rxg8 h5 24.e4 h4 
25.e5 h3 26.Kf3 h2 27.Ne2 hlK 
28.Kf4 Kgl 29.Rxg1 e6 30.Kf5 exf5 
3l.Nc3 f4 32.e6 D 33.e7 f2 34.eSR 
fxg1K 35.Re3 Khl 36.RD Kh2 
37.Rg3 1-0 
Beasley - Wood: l.h3 b6 2.e3 g5 
3.Ba6 Nxa6 4.Qf3 Nb8 5.Qxf7 Kxf7 
6.f4 gxf4 7.exf4 e5 8.fxe5 Ba3 9.Nxa3 
Qf6 lO.exf6 Nxf6 Il.Nbl Ng4 
12.hxg4 d5 13.Rxh7 Bxg4 0-1 
Meulenbroek - Wortel: l.c4 e6 2.c5 
Bxc5 3.d4 Bxd4 4.Qxd4 Qg5 5.Bxg5 
Kd8 6.Qxg7 e5 7.Bxd8 d6 8.Bxc7 Nc6 
9.Qxh8 Nee7 10.Bxd6 Bd7 ll.QxgS 
NxgS 12.Bxe5 Rb8 13.Bxb8 Bc6 
14.Bxa7Bxg2 0-1 
Kamminga - Snuverink: 1.e3 c5 2.Bd3 
Nf6 3.Bxh7 Nxh7 4.Qf3 Qc7 5.Qxf7 
Kxf7 6.g3 Qxg3 7.fxg3 e6 S.b4 cxb4 
9.Na3 bxa3 10.Bxa3 Bxa3 Il.Rcl 
Bxcl 12.Kfl Bxd2 13.Ne2 Bxe3 
14.Kf2 Bxf2 15.Rfl Bxg3 16.Rxf7 
Bxh2 17.Rxd7 Nxd7 18.c4 b5 19.cxb5 
Ba6 20.bxa6 Bf4 2l.Nxf4 Ndf6 
22.Nxe6 Rab8 23.Nxg7 Nh5 24.Nxh5 
Nf6 25.Nxf6 Rh7 26.Nxh7 Rf8 
27.Nx:f8 0-1 
Play-off (15 minutes per player) 
Remmel - Liardet: l.e3 b6 2.b3 e6 
3.Ba6 Nxa6 4.Nh3 Ba3 5.Bxa3 c6 
6.Bc5 bxc5 7.c4 Rb8 8.b4 Nxb4 9.Qcl 
Nxa2 10.Rxa2 Rxbl 11.Rxa7 Rxcl 
12.Rxd7 Kxd7 13.Ngl Rxel 14.Ne2 
Rxe2 15.e4 Rxf2 16.e5 Rxg2 17.h3 
1-0 
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A SHOfil VARIANT? 
by David Pritchard 

The novelist John Griffith London, better known as Jack 
London (Call of the Wild, White Fang), wrote a little 
known book, Star Rover, first published in New York in 
1915 just before he died, under the title The Jacket. It was 
republished as Star Rover in 1963. I quote from the book: 'I 
taught Oppenheimer the chess Adam Strang had played in 
Cho-sen centuries ago. It was different from Western chess 
and yet could be fundamentally the same tracing back to a 
common origin, probably India In place of our 64 squares 
there were 81 squares. We have eight pawns on a side, they 
have nine, and although limited similarly, the principle of 
moving is different. Also, in the Cho-sen game, there are 20 
pieces and pawns against our 16 and they are arranged in 
three rows instead of two. Thus, the nine pawns are in the 
front row, in the middle row two pieces resembling our 
castles, and in the back row, mid-way stands the King 
flanked in order on either side by Gold Money, Silver 
Money, Flying Horse and Spear. It will be observed that in 
the Cho-sen game there is no queen A further radical 
variation is that a captured piece or pawn is not removed 
from the board It becomes the property of the captor and is 
thereafter played by him. Doubtless the Asiatics have been 
playing this for thousands of years. Won't you believe me 
when I tell you I didn't invent it?' and elsewhere he writes: 
' ... the game proved quite similar to Japanese game (sic). 
They are far more alike than is either of them like the 
Western game.' 

The first reaction on reading the above might be that 
London is describing shogi. But there may be two 
objections to this. We have 'The middle row has two pieces 
resembling our castles' (implying that the pieces are 
identical, thus not the rook and bishop of shogi?) and also 
London specifically states that Cho-sen chess is 'quite 
similar to Japanese game'. The author in his early years 
travelled the world as a common sailor and presumably 
therefore is writing from experience. How familiar he was 
with the chess family of games I have no idea. 

Start with the name Cho-sen. TIris was the name given 
to Korea by the Japanese when they occupied the country in 
1897. In that year London was 21 (his first novel, I think, 
was published in 1903 when he had given up the sea). Thus 
it appears from the name that London saw or read about the 
game in Korea. What game? In view of the Japanese 
occupation and the large Japanese community in Korea at 
the time, could London have simply been witnessing a 
game of shogi whether played by Japanese or Koreans? In 
shogi the rook and bishop are both large pieces and 
although they carry different symbols (kanji) could London 
have assumed that they were identical (i.e., perhaps he 
thought the symbols stood for K-side rook and Q-side 
rook?) or was he puzzled by the bishop symbol, hence 
'resembling our castles' as though he wasn't sure? In shogi 
the rook is commonly moved first so perhaps London did 
not watch a game long enough to see a bishop moved He 
apparently knew shogi but possibly not very well and did 
not realise it was the same game. Or were the players 

engaged in a shogi variant, perhaps of their own invention, 
where two rooks or two cannons were used rather than the 
rook and bishop of shogi? 

Another puzzle is that opening sentence ('the chess that 
Adam Strang played in Cho-sen centuries ago'). Was this 
simply fiction or was it what London believed to be a fact 
(whoever Adam Strang may have been)? 

Lev Kisliuk of Moscow has a radical explanation which 
I find difficult to accept. He argues that the rooks were 
probably cannons, and Korean cannons at that (the pieces 
must leap to move which could hardly be described, I 
would have thought, as 'resembling our castles'). Bear in 
mind that changgi is little played, even today. The first 
Changgi association was not fonned until 1956. In 
London's time my guess (no more) would be that shogi was 
more commonly played in Korea than changgi. Apart from 
the explanation that the game described by London was a 
shogi variant, the evidence surely points to the game being 
shogi? Kisliuk goes on to assert that 'it is reasonable to 
assume that Choson (Kisliuk updates the spelling) chess 
pieces have the same shape as changgi pieces have, i.e., 
symmetrical octagons or circles.' Reasonable? I cannot see 
anything in London's text to suggest this. Perhaps a reader 
has a different interpretation? 

After I had received this from David I unpacked my books, 
languishing in the garage since I moved house. So it was 
that I re-discovered the follOwing piece. 

from Pebble In The Sky by Isaac Asimov 

"Grew told him of variations of chess. There was four
handed chess, in which each player had a board, touching 
each other at the corners, with a fifth board filling the 
hollow in the center as a common No Man's Land There 
were three-dimensional chess games in which eight 
transparent boards were placed one over the other in which 
each piece moved in three dimensions as they fonnerly 
moved in two, and in which the number of pieces and 
pawns were doubled, the win coming only when a 
simultaneous check of both enemy kings occurred There 
were even the popular varieties, in which the original 
position of the chessmen were decided by throws of the 
dice, or where certain squares conferred advantages or 
disadvantages to the pieces upon them, or where new pieces 
with strange properties were introduced 

But chess itself, the original and unchangeable, was the 
same - and the tournament between Schwartz and Grew had 
completed its first fifty games." 

Grew - Schwartz: game 5 J 

1.e4 e5 2.Nfl Nc6 3.Bb5 a6 4.Ba4 Nf6 5.Nc3 Be7 6.0-0 
b5 7.Bb3 d6 8.d3 0-0 9.Nd5 Na5 1O.Nxe7+ Qxe7 
11.Nel Nxb3 12.ax:b3 Nd7 13.f4 f5 14.exf5 Rxf5 15.NB 
Bb7 16.Bd2 exf4 17.Nd4 Rg5 18.Nfl Rg4 19.h3 Rxg2+ 
20.Kxg2 Qg5+ 21.Khl Ne5 22.Qe2 Qg3 23.Qg2 Nxf3 
24.Bc3 Nd4 25.Qxb7 and Schwartz announced mate as 
follows: 25 .... Qxh3+ 26.Kgl Ne2+ 27.Kf2 Qe3+ 28.Kg2 
Qg3+ 29.Khl Qh3 checkmate. 
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SOME 7NOU'N7S Oil 
7NE JUII"E GAME 

by John Beasley 

Among the games in R C. Bell's 
Board and Table Games from Many 
Civilizations is a chess-like game 
called the "Jungle game" in which two 
armies of animals try to invade each 
other's dens. I had assumed this to be 
a children's game or even something 
invented to sell to tourists, but I was in 
correspondence last year with Pwee 
Keng Ho of Singapore and he offered 
to send me a set. So it is clearly a 
living game, and doubtless it is also 
played elsewhere. 

The game is played on a board with 
9 rows and 7 columns, and each player 
has eight animals: Elephant, Lion, 
Tiger, Leopard (J in the diagram 
below), Wolf, Dog, Cat, Rat. These 
are ranked from 8 down to I, and the 
general rule is that an animal can 
capture one of equal or lower rank but 
not one of higher. However, a rat can 
kill an elephant (my copy of Bell has 
walked, but my memory is that it gets 
into the elephant's ear and burrows its 
way into the brain). Additionally, each 
den is surrounded by traps, and an 
animal on a trap square can be 
captured by any opposing animal. 

The initial array is as follows: 

1 0 *! 0 t 
o doe 
r j woe 

E W J R 
CoD 

T * ! 0 L 

The dens are on dl and d9, the traps 
on cllelld2 and c9/e9/d8, and the 
move is one square forwards, 
backwards, or sideways. However, the 
board contains two areas of water, 
bc456 and ef456, and only the rat can 
swim though the lion and tiger can 
jump across. An animal may not 
occupy its own side's den. There are 
some further rules affecting minor 
detail, and there is a more complete 
description in the Chess Variants 
pages (www.chessvariants.com). 
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I have no complete game to offer, 
but the diagram below (which is
unlikely to be- original) illustrates a 
curious endgame situation. 

* , 
d 

L 

* , 

Diagram 1 

Black to play soon loses. 1... Cd5 
2.Ld3 Cd6 3.Ld4 Cd7 4.Ld5 Cd8/Ce7 
5.Ld6 Ce8 6.Ld7 gives the position 
below: 

! * 
d!e 

L 

* ! 

Diagram 2 

and after 6 ... Cf8 (say) White plays. 
7.Le7 D- 8.Le8 and Black cannot 
defend both d8 and c9. 

If White has the move in Diagram 
I, play proceeds I Ld3 Cd5 2.Ld4 Cd6 
3.Ld5 Cd7 4.Ld6 Cd8/Ce7 5.Ld7 Ce8, 
when we have Diagram 2 with White 
to move and there may seem to be no 
way through: after 6.Lc7 Dc9 7.Le8 
Db9 both traps are guarded, and the 
lion will have to retreat. An elephant 
would indeed be unable to win from 
here, but a lion can play 7.Le3! and 
the parity is changed. White will now 
come forward again, and this time he 
will reach Diagram 2 with Black to 
play. 

An immediate jump I.Le7 from 
Diagram I would also chang~ the 
parity, but Black would reply I...Cd3 
and he would reach White's den first. 
So White cannot change the parity by 
jumping forwards; he must work his 
way forwards step by step, and then 
jump back. 
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The main difference between this 
game and ordinary chess lies in the 
capturing rule, and the elephant's 
vulnerability to the rat has caused me 
to wonder about chess games with 
scissors-paper-stone captures (scissors 
cut paper, paper wraps stone, stone 
blunts scissors). A simple possibility: 
(a) each man moves like a chess king, 
(b) the king can capture or be checked 
by any man, (c) other men capture 
only in XPS order (X = scissors), and 
like men cannot capture each other. I 
suspect that the players should start by 
placing their men on the board 
alternately, but for a first example I 
have chosen a simple systematic 
layout. The play that follo'Ys is 
unlikely to be free from blunders. 

p x k s P 
x s P x s 

s X P S X 
P S K X P 

I.Sal-a3 (moving to b3 ... d3 loses a 
man) Se4-e3 2.PaI-al PhS-b4 3.Pa2-
b3 Xa4xPb3 4.Sa3xXb3 Pc4xSb3 
5.Xb2xPb3 Sb4xXb3 6.Pc2xSb3: 

p x k S 0 

xp 
P 0 S 

S X 
S K X P 

6 ... Xb5-b4 7.Sbl-b2 (trying to keep 
his outpost) Xb4xPb3 8.Sb2xXb3 Pa5-
b4 9.Xdl-c2 Sd5-c4 (now White must 
retreat) IO.Sb3-b2: 

k 

P S x P 
S 

S X S X 

o K P 

Black clearly stands better. 1O ... Sc4-c3 
11.Sd2-d1 (to bring up Pel against 
bSc3, but it's too late) Se3 xXe2 
12.PelxSe2 Sc3xXc2+ (destroying 
White's last pair of scissors) 
13.KclxSc2 Pe4-d3+ 14.Kc2-bl Pb4-
b3 with ... Pd3-c2 and ... PxSb2 mate. 

It's a curious game, where all 
depends on the local preponderance of 
men of a particular type. More work 
needed, of course. 
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MODERN COURIER CHESS 
by Paul Byway and Roy Talbot 

We have been thinking about the opening of the game in 
VC 39, and in particular about the defence. Some promising 
new ideas are under investigation, originating with the 
opening sequence 1.g4 is 2.f4 Nl6. The analysis has 
thrown out several branches, notably 2 .... h6 or j6 and the 
alternative 2.Nj3. In this piece we consider the following 
limited problem: can the move 2 .... h6!? stand up to an 
immediate raid on the kingside by White's queen 

1. g2-g4 i7-i5 
2. £2-£4 h7-h6!? 

2 .... h61? defends the Pi5, puts a guard on g5, and by 
opening a line for the bishop Black hopes to deter 3.e4. On 
the other hand the move is a provocation and loses a pawn 
byforce. 

3. Q£1-j5+ 
4. Qj5xj7 

BiB-h7 
NkB-j6 

4 .... Nl6 5. Qxk7 RkB 6. Qxl7 Bj5 wins the queen; so White 
must play 5.Qj3, Qh5 or Q15. Black now has 5 .... Fj6 with 
compensationfor the pawn. The question is: how much? 
4 .... Nj6 traps the queen and threatens an immediate draw 
by repetition. There is no escape by 5.Qxk7 RkB 6.Qj7 Bi8 
7.Qi6+ Bh7 B.Qj7 etc. so White attempts to open another 
line of retreat. 

5. g4-g5 h6-h5 
We shall now examine two continuations 

(A) 6. Nkl-j3?! g7-g6 

Black renews his threat to force a draw by repetition after, 
driving off the knight with 7 .... i4-

7. h2-h3 FhB-h6!? 
Another guard is needed for i5 because of 7.... BiB 
8. Qi6+ Bh7 9.Qxi5 

B. g5xh6 Q£Bxh6 

Now Black actually threatens to win the queen. 
9. h3-h4 i5xh4 

9 .... i4 JO.Nk5 is less satisfactory. It seems that Black must 
try ... 16 or ... Qj4+ 

10. Nj3-k5 
After lO.Nxh4 e5 Black is a fers down, but still developing 
with threats; whereas White has no obvious way to save his 
queen, for Qxk7 always fails to ... RkB. 

10. 17-16 
11. Qj7-k6 16xk5 
12. Qk6xk5 Nj6-i4 
13. Qk5xk7 

The only move to avoid loss of the queen. 
13. Qh6-j4+ 

Black has a strong attack. 

(B) 6. j2-j3 e7...,e5 
6. ... g6 7.Bk3 Fh6 8.gxh6 Qxh6 9.h4 

7. e2-e3 
7.Bk3 exf4 B.Bxi5 Bi8 9. Qxk7 RkB 1 O.Bxj6 Rxk7 11.Bxk7 
Bxg5 and Black is better. The bishop must move to avoid 
being trapped by Fj6, and 12.B12 removes the threat of 12. 
... Bxc2 13.Bxc2 Qc5 + regaining the bishop. After this 
Black is better, so White should probably choose 9.Qi6+ 
and a draw. 
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7.i4 exf4 8.ixh5 Bxg5 
7. q7-q6 

7 •••• exf4 allows White the option of8.Bxh5 Nxh5 9.Qxh5 
when Black's position looks a little ragged Possible is 9 .... 
Qc5 1O.Qxi5 Fj6 lJ.Qh5 Bxg5 12.Cc3 Qe7 13.M3 and 
the outcome remains unclear. 

B. Bil-k3 
B.M exf4 9.hxi5 Qxi5 (9 .... Bi8 10. Qxk7 RkB 11.ix}6 Rxk7 
12jxk7) 1O.Bk3 Qg3 + 

B. eSxf4 
9. h2-h4 

9.exf4 Fh6 1O.gxh6 Qxh6 1 J.h4 Bxh4 
j. 9. FhB-h6 

In this position Black seems to have sufficient resources, as 
shown by the following continuations: 

(Bl) 10. qSxh6 BdBxh4 
11. Qj7-i7 

11. Qxk7 Qxh6 
11. QfBxh6 
12. Qi7xh6 CjBxh6 

And Black is better. 

(B2) 10. h4xiS 
11. Qj7-i7 

1l.exf4 Fj4 12B}2 Qi5 
11. 
12. Bk3-j2 

Fh6xiS 

FiS-.j4 
CjB-16 

12 .... Ch6 13.gxh6 Bx}2 14. Qxk7 is better for White. 
12 .... ChB 13.i3Ri8 14.Qxk7Rk8 15.QI6Fk5wins. 
As it is 12. ..• Cl6 renews the threat of perpetual attack 
because the courier may not be captured. 

13. i2-i3 R1B-iB 
14. Qi7xk7 RiB-kB 
15. Qk7-j7 

15.QxI6Fk5!! and the queen is lost 
15. RkB-jB 
16. Qj7-i7 RjB-iB 
17. Qi7-h6 QfBxh6 
lB. qSxh6 Fj4~i3 

19. Bj2-il 
20.BId Fj4(j2) and the bishop is lost. 

19. f4xe3 
20. Cclxe3 C16-j4 

Black is about to win a pawn with a big advantage. 21.Bk3 
Fh2+ 22.Kfl Nl5 and once again the bishop has nowhere 
to go. 

Conclusion 

It seems clear that White's king-side raid is premature. 
Other lines in need of investigation will include: (a) 2.Nj3 
(b) 2 . .. j6 and 2 . ... NI6 (c) 3.e4!? Bxe4 4.j5 Nl6 (to avoid 
mate) 5.Nc3 B'c6 with perhaps 6.d4 or 6.Fj3 or 6.k4 



Page 130 VarlaDI Chlss 40 Summer 2002 

MODERII COURIER CHESS 
Postscript to the article 

Thoughts on a Black alternative in part (B2) 
14. Qf8-i.5 

15. Qk7xi6 
15.ixj4 Cxj4 16.Bk3 Rk8 17.Qj7 Bi6 
15.Ni2 Rk8 (or 15 .... Fxi3 16.Bk3 as Black has no 
convenient checks.) 16. Qxl6 Fk5 17 J4 and White still lives 

15. Qi5-g3+ 
16. Fh1-g2 Fj4xi3 
17. Bj2-14 Bh7-j5 
18. Bd1-f3 Bj5xg2 
19. Bf3xg2 f4-f3 wins 

CASTLES III THE AIR 
By Jed Stone 

The BCVS Correspondence Games Section 

Welcome once more to 'Castles in the Air' - the home of the 
BCVS postal games section Though it has only been a 

short while since your last visit we've had the builders and 
decorators roving round the stately rooms like a troop of 

worker ants and much has changed. As of May we switched 
our internal control system to a monthly communication 

called The Castle'. This zips round the world via e-mail, or 
plods about via the postal services, to pop up in the homes 

of the active players. It contains the names and games 
currently in active service and the results of any completed 

games. 

At the moment we have two Ladder Leagues set up, one for 
Alice Chess and one for Hostage Chess. These are on
going events and all players are free to challenge anyone to 
a game within three 'rungs' of their current position Once 
the result is in, then points are awarded and the victor 
moves up and the loser down the ladder. At the moment 
there are four games going on in the Alice Ladder and eight 
in the Hostage one. The first Hostage result recently came 
in and a victory has been recorded for John Leslie (inventor 
of the variant) and this has placed him at the top of the 
ladder. The current Ladder standings are thus:-

Player 

Peter Coast 
JedStone 
George Davis 
Paul Yearout 
AlIanBrown 

Player 

John Leslie 
Peter Coast 
Jed Stone 
Paul Yearout 
AlIanBrown 

AUCE LADDER 

R G W 

1000 0 0 
1000 0 0 
1000 0 0 
1000 0 0 
1000 0 0 

HOITAIE lADDER 

R G W 

1050 1 1 
1000 0 0 
1000 0 0 
1000 0 0 
950 1 0 

D 

0 
0 
0 
0 
0 

D 

0 
0 
0 
0 
0 

L 

o 
o 
o 
o 
o 

L 

o 
o 
o 
o 
1 

In the near future we hope to set up a Challenge Ladder. 
This will run in the same manner as the other two but will 
feature any chess variant game and allow players to obtain 
an opponent for their favourite variant. Interested parties 
will post their challenges in The Castle' and the results will 
be recorded on the usual ladder basis. 

On the. tournament front a Modern Courier Chess 
Tournament has been underway for a while and a Scottish 
Progressive Tournament has just started. Two further 
tournaments, one in Hostage Chess and the other in Alice, 
are on the starting blocks. They will probably be knockout 
tournaments played over several rounds. In the near future 
we are looking to start a further tournament in Hexagonal 
Chess. 

We have also set up a 'Scottish Progressive Chess Joust'. 
As the name would suggest this is a one-on-one tournament 
in which the winner is declared 'Champion' and plays again 
against a fresh opponent The idea is to stay champion as 
long as possible racking up as many straight wins as you 
can in an attempt create a record that will be difficqlt to 
beat. This too will be an on going competition. 

We are working on a 'build-as-you-go' basis creating 
answers that fulfil the requirements of the interested players 
so if you are interested in playing any variant chess by post 
or e-mail contact me at either of the addresses below and rn 
send across the latest edition of The Castle' SO you can get 
up to speed with current events. We're on the move. We're 
going places drawing the map as we go. You're welcome to 
join us. 

Contact ;-

Jed Stone Postal Chess Organizer 
7, Harstoft Avenue Worksop Notts SS1 OHS England 

e-mail: jedstone@talk21.com 
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THE END IS NIGH! 
by Paul Byway 

Competition 15 generated a good 
response, but nobody managed to 
score 100% although more than one 
found that # 1 04 was cooked. 

#102 caused unexpected difficulty, the 
solution being: B. Kd6, Kc5, Kd4, 
Kxe4, Nc2, Bh3, RgB, Rxg2 Italian 
mate. 

#103 was harder than it looked, I'm 
pleased to say: 9. Kb 7, KbB, Nb 7, 05, 
a6, 07, aB=B stalemate! A knight 
move would give premature check and 
so is illegal; Black therefore has no 
move. If 9. Nb3, Kb7, 05, a6, 07, 
aB=Q, QcB, Qxc5, Qc6+ then Black 
has 10. Ke3, h5, h4, h3, h2, h1=B, 
Bd5, Bxb3, Ba4, Bxc6+ and wins. 
Also 9. Nc4, Ne3, Ng2, Nxf4, K.b7, a5, 
a6, Ne6, Nxc5 + is answered by 10. 
Kd5, h5, h4, h3, h2, h1=Q, Qh6, Kxc5, 
Kb5, Qxa6+ and wins. 

The tricky point in #103 is that check 
on the 9th move is allowed, but on the 
8th move it's illegal so White must 
stalemate himself on the 7th. In this 
connection the prize for self -criticism 
must go to Fred Galvin for the 
following: 

"Oh, it ~ legal to check on the last 
move of a series? Duh! 'I die. My body 
dries up and crumbles into dust. The 
dust is blown away on the wind and 
poisons the land and all die.' Oh, the 
embarassment! " 
Don't take it so hard Fred; it took me 
weeks of fiddling around before I 
really appreciated that point. 

#104(a) is straightforward; everybody 
found 9. a4, 05, axb6, bxa7, aB=Q, 
Qxa6, Qxh6, Qxg5, Qb5 wins. But 
that was only the easy introduction, 
designed to lull you into a false sense 
of security. 

#104(b) is unhappily cooked by the 
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solution, which is: 9. a4, a5, axb6, 
Kxg6, Kxh5, bxa7, a8=B stalemate 
which we now see is a variation on the 
theme of#103. Sorry about that! 

#104a RT & PB (Correction) 

Ita/ian Progressive (series 9) 
(a) as the diagram Win 

(b) add black pawn g6 Draw 

NB #104a designates a correction, to 
be followed by b, c, etc. if necessary. 
Not to be confused with the 2 parts of 
the composition (a) and (b). 

Current Scores: IR 46; FG 44; DP 
29; CL 15; RT 13; PW 3; JB 3; SB 2 

I reviewed The Five Dances of 
HuaShan in VC3B. Here, as a taster, is 
the first problem in that booklet: 

#105 Shu Ming Li & C.K.Lai 

123 789 

9 8 7 6 543 2 1 

Mate in 5 

mundane 9. a4, 05, axb6, Kxg6, Kxh6, l.N4+6 (check) C2=4. 2.N6-8 (both 
Kxg5, bxa7, aB=Q, Qxb7+ and bishops immobilised) C4+1 3.N8+7 
although White will lose his queen C4-1 4.N7-6 C4+1 5.N6+-4 mate. 
K+R v K is a draw. The position can Black can try 2 .... P7+1 and 3 .... 
be corrected: replace the rook on a6 by B1+3 but 4.N7-6 blocks the bishop 
a queen and this line no longer works. from covering the centre file; nor can 
White must now find the intended the 7 -file pawn get there in time. 
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COMPETITION 16 

Three more positions from Italian 
Progressive Chess for you. The 
colours have been swapped in #108 to 
lose a redundant move. In the 
previous competition I detected some 
uncertainty as to the length of the 
solution - this time rest assured that all 
end in mate with the first series. As a 
player, I don't think that I should 
actually have any sympathy! It is, 
after all, usual not to know that there is 
a combination to be found. 

#106 Gadzinsky - Ciegis (1993) 

Win (series 9) 

#107 Kulik - Rets (1994) 

Win (series 9) 

#108 Bielefe/d - Bar (1992) 
(colours reversed) 

Win (series 9) 
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Player meets problemist - and they try 
to find some common ground in a 
shared interest in 'Chinese' pieces. My 
thanks to Ronald and to Peter Fayers. 

CHlflESE WHIS'ERS 
by Ronald Tumbull 

So-called 'Chinese' pieces appear in 
some Western problems. These play 
on the Western board but imitate the 
capturing action of the Cannon. The 
Pao, or 'Chinese Cannon', moves like 
a Rook but captures only on a square 
(on a Rook-line) that is beyond some 
obstructing unit of either colour. So in 
A, the white Pao on as could move 
along the back rank as far as gS but 
does not give check. However the 
arrival of any third unit on the back 
rank will place Black in check. 

A-P.BY1WAY,R.TURNBULL 

Mate in 3 

The Vao and Leo (Western 
inventions) are the equivalent Chinese 
Bishop and Queen Black may not 
play 1...VAeS/gS as these are self
check. As l...KgS is also self-check 
from the White Vao, we see that Black 
is stalemated in the diagram. 

A Chinese piece gains in attacking 
power by being further away. This in 
itself is profoundly non-Western, and 
reflects the subtler military thinking of 
the Orient. The white Pao is, 
accordingly, superbly placed in what 
is a fairly gamelike position - that is, if 
anyone ever played Western chess 
with Chinese pieces (and maybe they 
should). In this position, White can 
eventually squeeze out Black Vao with 
1. VAcS+ VAe8 2. V Ad7+ V Af7 
3.VAeS+ VAg8 4.VAf7+ VAh7. 
5.PAb8 (say) KgS (forced!) and 
6.VAdS#. The quick win, however, 
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has a rather surprising first move ... 
1.Kh6! V Ag61h5 2.Kg6 (or Kxg6) and 
3.VAcS#. 

B -Po BY1WAY, R. TURNBULL 

Mate in3 

c -P. BY1WAY, R. TURNBULL 

Mate in4 

B seems already won, as after 
1...VAg3/h4 (Black's only moves) 
2.Kg3 and 3.VAfl#. bPxf1?? doesn't 
remove the check to bK! However, 
this pawn does spoil White's waiting 
move 1.PAaI, and 1.Kg3 is stalemate! 
The solution is at the end, as is that for 
the more difficult C. 

D - R. TURNBULL 

Mate in 2 (try), no wK 

Positions so far have been 
relatively gamelike. D is pure problem 
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- not least in the absence of the White 
King. (Some composers would put 
him in anyway, even though he has 
nothing to do here.) A try is a white 
attempt that fails to just a single black 
defence - but we wouldn't bother to 
draw attention to it unless it was part 
of the point of the problem. The try 
that matters here is 1.LEa2? - guarding 
d2 to threaten 2.Bd2 (note that as 
white's B undefends d4, his PA takes 
over the square ... ) l...Bd3 2.Bd4 and 
1...Nfl2.LEe6; but l...Ne4! refutes the 
try. 

However, the keymove 1.PAd6! 
(threat 2.Bd4) swaps everything 
around: 1.. .Bd3 2.Bd2 and l...Ne2/f5 
2.PAe6. 

E - R. TURNBULL 

Mate in 2, no wK 

Another purely problemistic (and 
also I think fairly problematic) 
position is at E. wNb8 can have no 
possible role but to give mate on c6 -
this is a defect in the problem, perhaps 
leading quite quickly to a move of 
white's Leo to threaten 2.Nc6. The 
keymove won't be a check (too 
obvious and crude), and if we're lucky 
we try 1.LEd7 before l.LEd5. Or if 
we're clever - remembering 'stronger 
when further away'. 

1.LEd7! (threat 2.Nc6). 
Two defences matter most: 1...PMc6 
2.LEa7 - Black cannot refute the 
double-check by 2 ... PAb6 - d6 
because the other PA is in the way! 
And similarly, 1...PAbd6 2.LExg7. 
There is also 1... QcS 2.LEa4 along the 
same sort of lines. 

The helpstalemate F asks the two 
sides to collaborate (Black starting) so 
as to give stalemate on White's second 
move. Despite this unconventional 
aim, the play is basically gamelike. It 
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should be possible to find at least a 
couple of ways of doing it, surely? All 
four are given at the end 

F-P.BYWAY 

Helpstalemate in 2, 4 solutions 

G - R. TURNBULL 

Helpmate in 2, b) wN to e7 

In G, the two sides collaborate so 
as to give mate. The black units that 
block the King will be able to 
interpose into a check, so again the 
double-check seems a good idea. The 
black hurdle must be placed where it 
can't eliminate both checks at once by 
moving out of one line and into the 
other. 

Thus we have I.Rg5 Nd6+ 2.Rd5 
NfS (3.Rxf5 no good!) and part b), 
after moving wN to e7, has l.Ne3 
NfS+ 2.Rg6 Nd6 (3.Rxg6 no good!). 

Finally, note 360 by Alex Ettinger 
in the Problem Pages - surely very 
easy with all these explanations! 

Solutions not given in text: 
B: l.VAdl threatens 2.VAel+ 

VAgI 3.VAfl# - the black VA can't 
leave gl - while if I... V Ae3 2. V Ael+ 
VAcl 3.YAdl#, matchingly. 

C: l...Khl attracts Sfl#, and most 
moves of black VA allow 2.Sbl#, but 
1... V Af.3/g3 hold the position. 
However, the retreating key abandons 
these readymade mates; l.Nb3! 

Variant Chlss 40 

1...Kfl 2.Ncl#, I...VA any 2.Ncl+ 
VAbl/dl/el 3.Ne2 - mate by double 
check - and 1...Khl 2.Ncl+ V Afl 
3.PAbl Kgl 4.Ne2. 

F: l.Va8 Kf7 2.Veb7 PAxb7; 
l.VhI PAg8 2.Vdgl PAxgl; l.Vf7 
Kxf7 2.Vh7 PAxg7; l.Vg8 Kf7 
2.Veh7 PAg6. Retreats, blocks and 
captures: the line where neither of the 
black pieces is captured is particularly 
pleasing. 

XIANQQI 
2nd Non-Asian Tournament at Paris 

This was held on the 1st and 
2nd of June. Unfortunately the number 
of non-Asian entries was too low 
(about 14) and so the organizers 
opened it up to Asian players as well. 
As a result first place was disputed 
between Hua Say Ty and Dang Tran 
Trung who drew with each other and 
beat everybody else: the former had 
the lucky tie-break. Third to ftfth 
prize-winners were He Zhi Min 
(Italy), Huynh Long and Paul 
MoungKhot (France) and Zhu Yue 
Ping (Italy) - all with 5 / 7. 

In accordance with the 
original idea there were ftve prizes for 
the non-Asian competitors, and after 
six rounds Peter Wood was leading 
with 3 Yz points, just ahead of six 
players on 3. Norbert Schaefer had to 
catch an early plane and so he and 
Claus Tempelmann agreed a draw. 
Most of the other hopefuls lost and so 
all depended on the game between 
Uwe Frischmuth and Joel Janin. Uwe 
won in ftne style and got the cup; he 
showed great ftghting spirit 
throughout, saving two lost games on 
day one. The other prizes went to 
Norbert, Claus, Peter and Joel. 

Olivier Thill of France wasn't 
there this time, but I stumbled across 
his Internet homepage a few days 
later. There I found a free utility 
(xqthill.zip) (203KB) for producing 
XiangQi diagrams and transcripts; the 
diagrams can be copied to Word or 
PhotoEditor. I haven't tried this 
application myself, but it can be found 
at: 

http://olivier.thiILfree.fr/ 
xqthilIlxqthill.htm 
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Pascal Tang was there though, and I, 
suggest you go looking for his 
XiangQi playing program Xie Xie. 

Another discovery on the 
Internet is the Home Page of Pham 
Hong Nguyen: 

http://www.geocities.com/ 
Silicon Valley/Grid/6544/ 

Here you can find VSCCP (Very 
Simple Chinese Chess Program), but 
of more immediate interest: an 
endgame database called EON. This 
ftrst version only considers the 
endgame Rook v. 2 Guards and 2 
Bishops, but has produced interesting 
results. It seems that more than 84% of 
positions are won (about 70% inside 
17 moves), so the usual claim of draw 
doesn't tell the whole story. Just 
playing around with the program gives 
an insight into the way this endgame 
should be played. Here is an example. 

1 234 567 8 9 

~r-@)~ ~ .~ ~. 

~~ ~ • V ~ ~ 

"" V 

tY
1

'" 9 8 7 6 5 4 3 2 1 

1.R9=8 G6+5 2.R8-4 K6-1 3.R8=4 
K6=5 4.R4=5 K5=6 5.K6=5 K6+ 1 
6.R5=4 G5+6 7.K5=4 G4+5 8.R4=3 
G5-4 9.R3+2 G4+5 1O.R3+1 K6-1 
11.R3=5 and wins. 

The UK XiangQi (Chinese Chess) 
Open Championship 2002 

This will be held at the Vietnamese 
Community Centre, 56B Courland 
Grove, London SW8 (nearest 
underground: Stockwell) from 9.30am 
to 7.00pm on the 11th August 2002. 
Entry fee £10 by 8th August 2002 to:
C.K.Lai, 12 Haslam Street, London 
SE15 5GD. Trophies + 3 cash prizes. 
The three highest competitors will be 
promoted to XiangQi Masters. 



Page 134 

III"EX TtJ rtJLUIIE 5 

Authors of articles and reviews 
(separate index for players and composers) 

Beasley 
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Computer programs and endgame 
databases 

ASCP 18-19 (see also 52) 
Courier Chess endings 

(McCooey) 
Genius 2 
Giveaway Wizard 
Hexagonal Chess endings 

102 
75 

34-5 

Fayers 
Fischer 
FOlZOni 
Frankiss 
Gadzinsky 
Gadzinskaya 
Galvin 
Gatto 
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82,100,119,136 
15 (2), 47,50, 71 (2),81 

5 
122-3 (3) 

49-50, 101 (2) 

Brown 
Byway 

3,34-5,57,62,66-7, 
74-5,84,90-1,98-9, 

106-7,116,124-5,127 
114-6 

4,9, 10-11, 17,24-5,25,30, 
31-2,33,41,42,44-5,53,64-5, 

69, 73, 78-9, 85-6,89,92-3, 102, 

(McCooey) 
Losing Chess endings 

(Beasley) 

44 Genius 2 
Gleisberg 
"Grew" 48 

117,131 
117 
117 

69,86 
75 
15 

126 
103, 104, 108-9, 117, 128-9, 131, 133 

Coast 6-8,36-7,96-7 
Dinneik 68, 112-3 
Fayers 15 
Gruber 48-51 
Home 2 
Jelliss 6-8, 8, 19, 42, 54-6, 76-7, 122-3 
Lai 20-1,40-1 
Leslie 60-1,87 
Liardet 18-19 
Michae1sen 22-3 
Muskett 114-6 
Pritchard 5,26-7,38-9,42, 58-9, 

61,63,84,95,97,105, 

Richardson, I 
Smook 

109, 111-2, 120, 121, 126 
8 

43 
94-5, 110, 114-6, 130 

128-9 
12-13, 14-15,28-30, 
46-7,70-2,72,80-1, 

82-4,100-2, 118-9, 132-3, 136 

Stone 
Talbot 
Tumbull 

Whyld 120 

Obituaries 

see also ASCP 
Modern Courier Chess endings 

(Kotesovec) 69,85-6 
102 

46-7 
75 

(McCooey) 
Popeye 
White Knight IT 
XiangQi endings 

(pham Hong Nguyen) 
Zillions of Games 

133 
22-3 

Players and composers 
(games, studies, problems, analysis) 

Anon 
Auc1air 
Avner 
Bar 
Barigione 
Bartel 
Beasley 

Bielefeld 
Bosman 
Bowers 

41 (2),67,72,85,103 
14 
14 

131 
45 

13,51 
4,5,31 (2), 

44 (2), 45 (see 72), 48 (3), 
75,85 (2), 91,104,106-7 (2), 

Ingleton 
Smith 

72 Brada 

124-5(4),127(2) 
131 

106-7 (3), 124-5 (4) 
57 
50 

102 1 Bratcenko 
Brown 

Books and magazines reviewed 
26-7 (3), 59,96-7, 

III (2), 115-6 
69 

4,9, 10 (4), 11,24-5, 
31 (2),48,64-5 (2), 78, 82, 

85 (3), 90-1 (2),92-3, lOO, 104, 

Abstract Games 
Board Games in Academia 
Chess Variant Pages 
Eteroscacco 
Banaschak, 

Schachspiel in Ostasien 
Beasley, 

A First Survey of Losing Chess 
Endgame Material 

Buccoliero 
25,33 Byway 

120 
73 
42 

120 

108-9, 117 (2), 128-9, 131, 132-3 (4) 
Caillaud 14 
Cao Quoc 64-5 
Cassano 30 
Castelli 45 (2), 86 
Cesaro 45, 86 

to the end of 1999 84 Chen Fa Zuo 40 
Beasley, 

More F1ights of Chess Fancy 
Binnewirtz, 

Schlagabtausch im Riiuberschach 
Cazaux, 

Guide des echecs 
exotiques et insolites 

Hochberg, 
Chess Braintwisters 

Lai, 
The Five Dances ifHuashan 

Nottingham, Lawrence, Wade, 
Winning Chess Piece by Piece 

Pritchard, 
Popular Chess Variants 

Sharp, Piggott, 
The Book of Games 

Tylor, 
Get Off, Move On or Stay Put 

Ciegis HI 
53 Clark 90-1 

Coast 6-7 (6),36-7 (3), 
84 

Crasto 
Darvall 

84 Davide 
Dawson 

5 DeLuise 
Denton 

89 Desloges 
Dipilato 

42 Dirmeik 

17 Dohm-Luttgens 
Dulcich 

61 Emmerson 

42 Ettinger 

58-9 (2), 61, %-7 (4) 
69 
15 
45 

34-5,66(3) 
80 
98 

74-5 (see also 102) 
69 

26-7 (3), 37, 58, 59 (2), 
68, 111-2 (2), 112-3(3) 

15 
55-6, 76, 86, 123 (2) 

14,28 (4), 46 (4), 
50,51, 70-1 (3), lOO (2) 

12,28,46 (2), 70, 

Gruer 
Gunn 
Guttman 
Hajek 
Holland 
Hore 
Horlock 
Home 
Huang Zhi Chuan 
Janin 
Jelliss 

99 
104 
67 
67 
91 
91 

104 
2 (2) 
20-1 

64 
6-8 (7), 26-7 (4), 

54-6 (3), 76-7 (3), 
76-7 (3), 97, III (2), 122-3 (5) 

Jin Hai Ying 21 
Jobnson 113 
Jones 118,136 
Kamminga 107 (2),124-5 (4) 
Kieseritsky 74-5 (see also 102) 
Klllver 34-5 (2) 
Kniest 15 
Kok 57 
Kotesovec 69,85-6 (2) 
Kraaijpoel 124-5 (4) 
Kubbel 10 
Kulik 131 
La Khanh Hoa 40 
Lai Chi Kong 20,103,131 
Larsson 15 
Leslie 43 (2),44,60(2), 

Lesnicenko 
Leung 
LiChen 
Lin Yuan 
Liardet 

87 (3), 96, 104 
102 

11 
21 

4 
45 (see 72), 48 (2), 49 (2), 

51,62, 106-7 (4), 124-5 (4) 
47 

103 
20 

49,49-50,51 
12,29,70,102,117,118,136 

69 
99 

98(2) 

Linss 
LiuSiHinh 
LoChe-San 
LOrinc 
Lytton 
Mapelli 
Maroczy 
Maus 
Meulenbroek 
Millour 
Minasso 
Muskett 

107 (2),124-5 (4) 
118,119,136 (2) 

86 
115-6 

106-7 (3),124-5 (4) 
13 (2),15,28 

18-19 (6)(see also 52),31-2 (3) 

Nagorko 
Nebotov 
Nye 
Pisani 
Platov, V &M 
Polgar 
Pritchard 
Queck 
Raican 
Reeves 
Remmel 
Rets 

103 
10 
5 

30 (3), 87, 104 
67 

47,50,51,71 
118,136 

106-7 (4),124-5 (4) 
102,131 
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Reynolds 6-8 (6) 
Riee 50,51 (2),82, 100 
Richardson, D 6-8 (6) 
Richardson, I 2 (2),8, 11, 12 (3), 

28-9 (2), 46 (2), 70 (2), 83 (2), 100-1 
Richner 30 (2) 
Ridley 49-50 
Sandstrom 107 (3),124-5 (4) 
Sarale 69 
ScWer 103 
Scherf 45 
"Schwartz" 126 
ShaoNanFei 40-1 
Sh~ 5 
Shu Ming Li 131 
Silli 117 
Slater 35 
Smook 43 (2), 44, 60 (2), 87 (2) 
Smuts 68 
Snuverink 106-7 (3),125 (3) 
Sola (7) 67 
Stapft' 67 
Stephenson 49-50 
Stone 26-7 (3), 59, 61, 

111-2 (2), 115-6 
Sunyer 67 
Taelman 106-7 (3),124-5 (4) 
Talbot 24-5, 78, 93, 108-9, 128-9 
Tang 4 
Tempelmann 64-5 (2) 
Thoma 15 
To1onen 65 
Tomasevich, M & R 85 
Toth 66 
Troup 112-3 
Tumbull 11,12 (2), 13, 14-15 (6),28 

31,46 (3), 50, 51 (2),80,81,82-3 (3) 
100,117 (2),118,131,132-3 (6),136 

Uglickih 45 
van der Bilt 107 (3), 124-5 (4) 
Varnholt 30 
V~hko 49 
Ve1ucchi 50 
Viola 86 
Vitale 70,71,82 (2), 

Volosin 
Waldman 
White 
Witztum 
Woo 
Wood 
Worte1 
Xu YinChuan 
Yearout 

Young 

100 (2), 118-9 (2), 136 (2) 
102 
113 
66 
46 

4,103 
9, 16, 107 (3), 125 (3) 

106-7 (3),124-5 (4) 
20-1 

26, 54-5 (2), 58-9, 
76-7 (2), 80, 81, 96 

40-1,64 

Games, men, rules, conditions 
(realizations of'Das Vielvaterprob1em" 

are not separately indexed) 

Actuated Revolving Centre 12 
Aliee Chess 26-7,36-7,50,58-9,130 
Andemach Chess 50, 82-3 
Anti-Andemach Chess 50 
Anti-computer odds games 75 
Anticirce 13, 118 
Assassin Kriegspiel 114 
Auction TC 68, 112-3 
Avalanche Chess 80-1,83 
Bichrome Chess 71 

VariaRI Chlss 48 

Blitz (Kriegspiel) 
Bystander Chess 
Bughouse Chess 
Camel 
Cannon Chess 
Cardmate 
Cavalry Chess 
Century Chess 
Checkless Chess 
Chego 
Chessgi 
"Chinese" pieces see Leo, 

Mao, Pao, Vao 
Chinese Camel Rider 
Chinese Camelrider 

114 
99 

3,62,116 
100 

22-3 
63 
98 
39 
47 
84 

3 

71 
71 
19 Chiral knights 

Ciree Chess 
Circe Kamikaze 
Ciree Losing 

13,51,82,100,101 
70 
11 
70 Circe Malefique Kamikaze 

Circular Chess 
Couneellor Chess (sic) 
Courier Game 
Courier-Spiel 
Crazy House see Chessgi 
Crazy Knights 
Cylinder Chess 

57,85,90-1 
79 

78,85,102 
78-9 

121 
104 

Diagram Circe 
D6ppe1ganger Schach 

100 
95 
61 

54-6,76-7,91,102,122-3 
Double Chess 
Dynamo Chess 
Elephant 
Empire Chess 
Express Chess 

47 
99 

38-9 
Extinction Chess 
Few-against-many games 
Flamingo 

2,3 
74 
13 

126 Four-handed Chess 
Fox and Geese 
Free-Pass Chess 
Fridgechess 
Fuddled men 
Glasgow Chess 
Gothic Chess 
Grasshoppers 

see also Sting 
Grid Chess 
Hexagonal Chess, 

Glinski 
McCooey 

Hostage Chess 

74 
42 

120 
5 

51 
61 

13,46,49, 101 

70,83 

44 
44 

43,44,60-1, 
87,96-7, 104,111-2, 130 

illegal Cluster 30, 50 
Imitator 71 
Isardam 51 
Jungle Game 127 
Karten Schach 95 
King Circe 49-50 
Kiugscourt 79 
KlinZha 84 
KOko 70 
Kriegspiel 114-6 
"Larger Chess" 39 
Leapers (7,7) 101 
Leapers (n,7) 101 
Leo 28, 49-50, 82, 100, 119, 132-3 
Lion 51 
Losing Chess 18-19,31-2,34-5, 

Madrasi 
Magnetic Chess 

39,44,45,48-9, 84, 
85, 104, 106-7, 124-5 

118 
12, 29, 46, 70, 83 

Mao 
MarsCirce 
Martian Chess 
Match a quatre see Bughouse 
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28,82,119, 
51 

109 

Mate with a Free Field 50 
Maximummer 47, 66-7 
MessignyChess 14-15,47,50,51,71 
Moa 28 
Modern Courier Chess 9,10,24-5,69 

85-6,92-3, 102, 108-9, 128-9 
Monochrome Chess, 

Looney 
traditional 

Monster Chess 
Multiple pawn games 
N-spirits 
Nao 
Neutral men 
No-capture Chess 
Old Pawns 
Omega Chess 
One White Unit 
One-against-many games 
Oppo-Additive Chess 
Oppo-Surrender Chess 
Oriental Chess 

109 
119 
74 

74-5 
50 

100 
13, 100 

28-9,70 
118 

5 
50 
74 
42 
42 
88 

Pao 
Patrol Chess 
Platzwechse1 Circe 
Philatelic Variants 

28,49-50, 100, 119, 132-3 
12 

100 
105 

100-1 
30,45,69, 

85,86,102,117,131 

Progression Chess 
Progressive Chess 

Prokofiev's Variant 
Randomised Chess 
Reciprocal Chess 
Riverboat Chess 
Rois Transmutes 
Royal Chess 
Sabbatical Chess 
Scissors, paper, stone 
Scorpion 

see also Sting 
Sentinels 
Shako 
Shatranj diwana shah 
Shogi 
Shogi variants 
Siege Chess 
Single Combat 
Spirits of the Knight 
Splitting queen 
Stratomic 
Sting 
Stupid House 
Symmetric Circe 
Tandem Chess see Bughouse 

39 
6-8 
61 
31 

47,51 
63 
38 

127 
13,70 (2) 

70-1,100 
84 
74 

126 
126 

39 
118 

50 
99 

38,84 
8 
3 

100 

Three-check Chess 3 
Three-dimensional Chess 126 
Tiger hunt 74 
Tile Chess 63 
Tripod Chess 114-6 
Triton 82 
Unbalanced games 74-5 
Vao 28,49-50,82,100,119,132-3 
VOgt1ander Chess 46 
Vielvaterprob1em, das 15,28, 

46-7,70,81 
Xiangqi 4,11, 16,20-1,31,40-1, 

Zebra 
64-5,72,85,88,89,103,131,133 

47 
Z vo1en Chess 47,51 
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PRD8LEM PA 'ES 
SOLUTIONS VC3' 

by Ronald Tumbull 

Comments: Fred Galvin, Alex Ettinger, 
Peter Fayers, RT 

352 (Turnbull) Set 1...elRlQ 2.e8QIR 
and 1...glR,ghRlgIQ,ghQ 2.g8QIR. Key 
l.g8B! l...gIQ,B/ghB 2.Bd51Ba2. Nice 
dual avoidance, but rather a pity that all 
other moves of g2 allow both solutions -
AE. I was expecting AUW, if not full 
Babson - PF. One solver, despite (because 
of) having seen an earlier version, offered 
l.e8B. But this makes no threat and can be 
answered eg l...elN 2.Bc6 ghB! 

353 (Millour) Promotions on gl, so 
threat on hJ, but where is the key? 
l.Kxa2(Kel)! self-pins 3 times. 
l...hgQ(Qd8}'hgR(Rb8)1hgB(Bf8) all 
unpin by occupying home squares for 
2.Rxg7(Ral }'Ra2IQc3 and l...hgN(Ng8) 
2.cb(b2) - looks like AUW but in fact the 
N-line is merely byplay; and not hard 
really once you've found the key - RT. JR's 
claim I.Bc2 mate made me think, but 
l...Bxc3(bBf8) not se1f-check from wR as 
al is occupied. 

354 (Reeves) 1.f5 c4 5.gxflN bxa8R The 
'Seven Zloty' (or something like that) 
theme - impossible in orthodox and not 
shown before in such close approximation 
to orthodox. Harder to compose than to 
solve - RT. Ingenious - AE. Easy when 
you've found it! - JR. 

355 (Jones) 1.Rf8 3.Rxg2 (R now pinned, 
can't move, so K may) 9.Kxg3 (aha! now 
K can't move further without giving check 
to Black, which is forbidden at this point in 
the series: so R may move. Popeye 
disagrees, maintaining that W has now 
stalemated himself) Il.Rxd6 (pinned 
again) 14.Kxe6 (again can't move without 
checking) 16.RgS. Interesting. We've had 
conditions overriding each other ( eg 
Bichrome Messigny vs Messigny 
Bichrome); here we have condition vs 
stipulation. This works as Seriesmate 
Single-Combat, but not as Single-Combat 
seriesmate (and Popeye obviously agrees 
with me!) - PF. Who says he's expecting 
twins ... congratulations Peter. I agree with 
Popeye - JR. (He's quite right, and rve had 
to award him the solving point.) 

356 (Lytton) l.Kxbl f8Q 2.Kal Qb4= b) 
l...f8Q 2.abN Qa3+! Composer was aware 
of the duplex in b) (Black starts) l.Kxbl 
f8B 2.aIB but preferred to ignore it as too 
obvious. Quite neat! - AE. Interesting that 
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CCL has anived independently at a key 
idea of Dead Reckoning, just months after 
Andrew Buchanan and myself 
(www.geocities.com/anselanlDRtpturnbull 
.html) 

357 (Vitale) I.BbS Nd3 2.Kc2 Kxe3 3.Kdl 
Ba4# and l.Nd5 Kxd5 2.Bd4 Kxd4 3.Ka3 
Kc3= Model mate and ideal stalemate -
this is the 'Tema Argentino' - AE. 

358 (Vitale) O ... Be4 l.Ke6 Kb5 2.Nd6+ 
Kc6 3.RcS# or Re7 Bd5# 
and 0 ... Kb5 l.Ke7 Kc6 2.Nd6 Kc7 3.RcS# 
or Nf8 Nc6 three repeated moves and a 
bystander wN in one solution, but a 
fearsome puzzle - RT. But AE and JR dual 
the first solution O ... Bhl etc. I am too 
exhausted from this to try for the second 
solution! - AE. 

359 (Millour) At first glance it seems 
impossible to anything at all from the 
almost-empty diagram. At second glance 
we may think something might be said 
about the bottom right-hand corner. In fact 
the deductive chain is reasonably simple, 
and very pleasing: so much so that rve felt 
it worth reprinting the diagram and ttoing 
into some detail. In Monochrome Chess, a 
move must be between two squares of the 
same colour. So Knights never move at all 
(with the two in the diagram being 
promoted pawns) and a pawn must capture 
4 or 6 times to promote. 0-0 and e.p. 
capture are allowed. 
Where, and by what, were the Rooks 
captured? 

359 - R MILLOUR 

Monochrome Chess 

1 White just gave check, from fl 
or hJ or by a capture-move from the 
direction of as. In any of these cases, 
Black's previous move was not Kg2-hl 
(from occupied square or from position of 
impossible check). Neither was Black's 
previous move Pb2xhl=N - again, from an 
illegal position of check to White. So, to 
give Black a previous move, White's last 
move was a capture: and indeed, a capture 
of something other than a Rook (bR on g2 
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would have no immediately-previous' 
move). 
2 Bottom right corner: with bK on 
g4, must have played wPg2xf3+ bKh3: 
only legal if wBfl had already 
disappeared. So g2 is promoted. 
3 Black has captured on on fl 
(with e2, g2 still in place). This captor 
wasn't bK or bB, blocked by white pawns 
from fl. An original bR can only reach 8, 
6, 4, 2 ranks, and the original bQ moves on 
dark squares. So the captor was a 
promoted piece X (= Q or R). 
4 The four promoting pawns have 
made 16 captures, the wP g4 has captured 
twice, the wB just captured, and fl died at 
home and not by pawn-capture. Counting 
through the captures, we determine that 
a) Knights have been captured by pawns 
on bI, g8 and bS 
b) wP has died on b2 and so the unit 
captured on al wasn't Bishop. 
5 Leading to the following pawn-
trajectories: 
White c-pawn: c4, xPd5, xPe6 e.p., xPf7, 
xNg8=B and Bx(X or B)g2+ 
White f-pawn: f4, x(B or Q)e5, xRd6, x(Q 
or B)c7, xNb8=N 
White g-pwan: x(B or X)f3, xRg4 
Black b-pawn: b5, xPa4, xRb3, xQ(a2 or 
c2), xNbl=X or b5, xQ(a4 or c4), xRb3, 
xPa2, xNbl=X 
Black c-pawn: c5, xPd4, xBc3, xPb2, 
xRaI=N 
So all rooks were captured by specific 
pawns, on specific squares, though in one 
case the capture-move's start-square is 
indeterminate. The composer tells me that 
this hasn't been achieved before in 
miniature. 

360 (Ettinger) 1...f4 ('threat' 2.Bd5) 2.d4 
Ma3; I.d4 f4 ('threat' 2.Ma3) 2.d3 Lg4; b) 
set as previous; 1.d3 f4 ('threat' 2.Lg4) 2.dc 
Bd5. Cyclic Le Grand, shown in orthodox 
helpmate but dualled, RD Wertheim IPR 
Israelhelpmate but dualled, RD Wertheim 
IPR Israel Ring Tourney 1967. (Wh Ka3 
Rdl Bd3bS Sf4 Pc3e2f6 BI Kc5 
Pb6b7c6d6e3f5f7 H#2* b) after key) -
Poor Wertheim! I remember him showing 
me this problem with great pride - AE. 

It was fun, but I've had about as much fun 
as I can stand, so I'm calling it quits till the 
next issue - new solver FG. I rate these 
either fairly difficult (six) or impossible 
(355, 357, 359) - JR. 

Scores (so far) FG 5, AE 6 112, PF 5, IR 5 

In 347 (VC38) IR replaces Chinese Pf3 
with conventional Pf3. In the diagram 
there are (i) Lxhl &fg3 mate and (ii) fg3+ 
& PA-e4 mate as unwanted solutions. (Ed) 
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Volume Six 

With this issue of Variant Chess we start Volume 6. 
But with a new beginning we also have an ending. 
I'm sorry to say that Ronald TurnbuIl has decided to 
give up the Problem Pages and turn to other things. 
He deserves our thanks for all the work he has put 
into his column, and the uniformly high standards he 
maintained. He even coaxed, cajoled and tutored me 
into producing a fairy problem. Remarkable! 

The question then arose as to whether we should seek 
to appoint a successor. I had no objection to this, 
despite my own limited experience of, and interest in, 
this genre; I don't see it as my function to impose my 
own tastes on our readers, a number of whom are 
problemists. Nevertheless, in view of the difficulty in 
finding a suitable replacement, and the existence of 
other outlets for fairy problems, it was decided not to 
continue with the Problem Pages. After some 
discussion the general view was that we should 
concentrate on the variant game - an area that is not 
otherwise well served. 

I know at least one subscriber will be disappointed by 
this decision. and it seems to me that it would be 
perverse to deny our subscribers the opportunity to 
publish in Variant Chess if they wanted to. But, 
having little knowledge of the field, I can only operate 
as a faithful copyist. 

Ivan Dirmeik sent me a copy of an e-mail from 
Alessandro Castelli. It seems that AISE stopped all 
activities in 2000 and Eteroscacco ceased publication. 
This demise was caused by the rise of real-time 
Internet play at the expense of Postal Chess. Still, The 
Chess Variant Pages and Abstract Games flourish. 

V 8 r 1811 C "I.. is the journal of the British Chess Variants Society 

Subscription rates (one year, four issues) 
UK £i3, Europe £9, Rest of World £9 surface mail, £11 air mail 
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CIRCULAR CHESS 
WD.t. CIIAM"D.,II" 

ZODZ 

by John Beasley 

The most recent Circular Chess 
World Championship at Lincoln saw 
a new sponsor in the Duke William 
Hotel, and a new champion in young 
square-board master David BoweD. 
David scored a perfect 5 out of 5, half 
a point ahead of 2000 champion 
Herman Kok with last year's winner 
Francis Bowers a little further back. 
Sadly, neither Paul Byway nor myself 
could be present, but Rob Stevens has 
sent us a couple of games for Vc. 

A brief reminder of the rules. The 
board consists of four concentric rings 
as shown diagrammatically above 
(imagine the aIh files joined end to end 
to form a 16-square ring, the big files 
joined similarly, and so on); 
promotion is on the eighth rank as 
usual; no castling, no en passant. Note 
that al is light and that the kings start 
on dlld8. For the convenience of 
readers playing through the games on 
an ordinary square board, "round the 
end" moves and checks are starred 
("*" is a move round the end, "+*"a 
check round the end}. If you don't 
have an ancient board that has split 
into two halves, set up an ordinary 
board at right angles to the normal 
direction, and put a screen down the 
middle. Better still, get one of the 
proper wooden boards, which are 
rather nice. 

Game 1 was between Rob Stevens 
(White) and Eamonn Hunt. Both 
normally come in the upper half of the 
field, and Rob actually won the event 
in its first year. Notes by myself, 
criticism welcomed. 
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1.b2-b4 c7-c6 2.a2-a4 a7-35 3.b4-b5: 

3 ••• c6-c5. I find this curious. I would 
automatically have played 3 ... c6xb5 
4.a4xb5- b1-b6, when- I have- a 
protected passed- pawn- for- the ending 
and my half-open- cif ring will smeiy
be of more use than his solidly 
blocked aIh ring. 4.c2-c(- b7-b6 5.gZ
g4 hi-h6 6.h~h4 h6-hS: 

7.g4xh5. Another move I find 
curious. It seems to leave White with a 
very weak h-pawn, and no obvious
compensation. 7 ••• RhSxh5 s.n-f.l f7-
5. And this is surely wrong. Blaek's 
natural playis-to- set a block of granite 
on the big ring-byg'1-g6, and then to· 
try and exploit the isolated h-pawn. 
~.Nb1-n- Rb$-h7 10.Bft-gZ- g'i-g6 
1l.Qet-fT Bftr-h6 1I.Bc1-el:it Bh6~ 
13.Nfl-h3: 

13 ••• Be3xg1. 
One of the issues still unresolved in 
this game is whether B for N is usually 
a good swap or a bad one. Both pieces 
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are appreciably weaker than in normal ' 
chess, whereas the rook is appreciably 
stronger, but how they continue to 
relate to each other is less clear. This 
said, during a pre-townament practice 
session with- David Howell, I offered 
him two pieces for a rook with. an 
appropriate warning; he accepted 
them, and proceeded to win 
handsomely. 14.Rli1xg1 NbS-f7* 
15.Nh3-f4 Nf7-b8* 16.Qfl-c3* Ng8-
f6: 

17.Bg2-h3. White unmasks his 
artillery on the big ring, and Black's 
men are so poorly placed that he 
breaks right through. 17 ••• Rh7-g7 
lS.Ra1-b1. Bh3xf5 at once would 
seem to be playable; what have I 
missed? 1S •• .Bc8-h7* 19.Qc3-b2 Qe8-
f7. Black lets. it happen anyway. 
20.Bh3xf5 e7-e5: ' 

21.Bf5xg6 Bh7xg6 22.Rg1xg6 
Rg7xg6 23.Nf4xg6. White is two 
pawns ahead with full command of the 
big ring, and the rest is routine. 
23 ••. Qf7-e6 24.f.T-f4 Qe6-h3+* 
25.Kd1-c2 Qb3-h2+* 26.Be1-c1* 
Qh2xe2 27.Ng6xe5 Qe2-fl 
2S.RbbbS*+ RaSxbS 29 Qb2xbS*+ 
KdS-e8* 30.QbS-g6*+ Ke8-dS* 
31.Qg6xf6 Qfl-h1+* (a last hope, but 
perpetual check there isn't) 32.Kc2-c3 
Qh1-a1*+ 33 Bc1-b2 Qal-fl*+ 
34.Kc3-b3 d7-d5 35.Ne5-f7+* KdS
d7 36.Qf6-e7+* Kd7-c7 37.Qe7-b8*+ 
Kc7-d7 3S.Qb8-dS mate. 
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Game 2 featured Rob with Black 14.Ng4xf6 e7xf6 lS.e2-e3? 
against John Kidals. Notes in 
quotation maIks are by Rob, slightly 
edited to fit the present context, and 
the question tnarlcs by some moves are 
also Rob's. "Neither player is in the 
superstar class but can be quite solid 
Rob tends to thrash around tacticlessly 
before spotting some obscure sneaky 
trick, sometimes legal, to save the day 
and John is learning frighteningly 
quickly." 

1.g2-g4 g7-g5 2.12-fJ b7-bS. "A lS ... Rh8xa1 *+ 16.Bb2xa1 Be6-h3+* 
standard sort of opening between these 17.Ba2-fl * Bh3xf1 +* 18.Kd1xf1 * 
players. g2-g4 to be followed by h2-h4 Nc6-bS. "With no way through on the 
is a common agressive start especially king flank a possible long range gallop 
for a player who prefers a one sided could yield results. A tempting fork on 
contest. Rob likes to open both sides g3 sparking this thought." The "king 
and can sometimes get an early release flank" is on the left as seen by White, 
of the queen to back up an attack on the opposite side from normal chess. 
the other flank" 3.h2-h4 f7-f6 19.e3-e4 Nb8-f7* 20.Kf1-b1* Nf7-e5 
4.h4xg5 f6xgS S.b2-b4 Nb8~6 6.c2- 21.Qe1-fl Ra8-b8 22.O-f4 gSxf4 23 
c3 a7-aS 7.a2-aJ NgS-f6 8.Ng1-c2* Rglxb8*+ Bf8xb8*: 
Bc8-g8* 9.Bc1-b2 Qe8-a6*: 

"Looks like Rob has done his normal 
"Perhaps preparing for an a-pawn transformation of position from 
advance? The mobilisation of the promising to poor by neglecting the 
queen to the 'other side' as backup is pawns." 
often missed, players trapped into 24.Qf1xf4 Bb8-e7* 2S.Nc2-d4 c7~6 
looking at single sides of the board" 26.d2-d3 d7-d6 27.~4 Qa6-b7+* 
Indeed so, and the experts think that 28.Kb1-a2?? 
our presentation of diagrams in side
by-side halves adds to the problem, 
but the production complications of 
inserting graphics showing "proper" 
circular boards have so far deterred us. 
And there are arguments both ways, 
because in some positions the 
straightened-out presentation in two 
halves seems easier to follow. 
10.Nb1-12* h7-hS 1l.Bfl-a2*. "John 

resists the temptation to take, further 
advance can be blocked and perhaps a 
foray onto d5 with a pinned knight 
(often favoured over bishops) an 
option. Has he missed the purpose of 
the queen move?" 1l ... hSxg4 12.Rh1-
gl a5-a4? 13.N12xg4 BgS-e6 

"Rob breaks into a cold sweat. If it 
were not for the knight on d4 it is 
checkmate next go. Has John 
noticed?" 28 ... c6~ 29.b4xc5 d6xc5 
30.Qf4-h6+* Be7-f8 31.Qh6-aS*+. 
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"No." 31 ... Kd8~8 32.Nd4xbS Qb7-
b3* mate. 

I mock not, because I have made 
worse mistakes, but if I had spotted 
the imminent mate I might have tried 
32. Qa5xb5. White loses a knight, but 
he gets two pawns- for it, and 
32 ... c5xd4 33.Qb5xb7+ Kc8xb7 
34.Balxd4 gives the position below: 

Black may be a piece up, but his 
victory is by no means assured He has 
only two pawns left, and if White can 
capture or exchange one of them he 
can afford to sacrifice his bishop for 
the other, king, bishop, and knight 
cannot force mate against a bare king 
on a circular-1xwd 

Imitation is not the sincerest form 
of flattery; plagiarism is. The Lincoln 
group produces a magazine/newsletter 
called "Chessnuts", and the most 
recent issue gives the fOllowing: 

No source is quoted, but I suspect that 
this is either a game position or a 
modification of one. At any rate,the 
stipulation is "Black to move ~d 
wreak unstoppable havoc and 
decimate the board without riposte", 
which seems an eminently reasonable 
demand Answer on page 13. 

Next year's event is scheduled for 
Sunday 18 May 2003. Details from 
chessnuttr@aol.com, or from the chief 
organizational person at 210 Burton 
Road, Lincoln LNI 3TX. 
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EMDIM'S wnN 'IlASSND"Ells, LlDMs, 
AMD MCNINESE- ',ECES 

Work by Vac/av Kotesovec, reported by John Beasley 

25 years ago, Vaclav Kotesovec wrote an article in 
feenschach in which he examined some endings involving 
grasshoppers. He recently returned to the attack with a 
modem computer, and he reported his results in the 
September issue of the Bratislava chess composition journal 
Pat a mat (issue 38, pages 206-S) and on his web site 
(http://web.telecom.cz/vaclav.kotesovec). He has kindly 
given us permission to report some of them in Vc. 
Grasshoppers 

The grasshopper moves on queen lines, but only when the 
line is obstructed; it travels along the line until it meets an 
obstruction, hops over it., and lands on the square beyond 
Suppose grasshoppers for queens in the normal game array; 
then l.Gdl-b3/d3/f3 are all possible, and Gdl-f3 threatens 
GxaS and Gxffl. Better for actual play is Boyer's layout 
(Encyclopedia of Chess Variants, page 130), where the 
pawns are placed on row 3 (no double-step initial move) 
and there is a line of grasshoppers across row 2. The 
grasshopper is a weak piece which gets weaker as the game 
goes on, and no harm is done by having several of them. 

As regards the ending, VacIav's results are as follows. 
• Against a bare king, the minimum numbers of pieces 

needed to force mate are K+4G, K+N+2G, K+B+2G, 
K +2N+G, and K +2B+G (same-square bishops). Weaker 
forces may be able to give mate (mating positions can 
be constructed with K+3G, K+N+G, and K+B+G), but 
they cannot force mate against an unwilling opponent. 

• Against king and grasshopper, K+2N can force mate, 
and so can the conventional winning forces against a 
bare king (K+Q, K+R, K+2B with unlike bishops, 
K+B+N). 

• Against king and two grasshoppers, K +Q can force 
mate, but K +R cannot. 

• K +Q can also force mate against: king, knight, and 
grasshopper and against: king, bishop, and grasshopper, 
but the ending of K+Q against king, rook, and 
grasshopper is not easily characterized 

All these results are for the SxS board 
Vaclav showed K +4G v K to be won in 1977 (the key is 

that a tight square of grasshoppers is self -defending, 
because the enemy king cannot approach), and the hardest 
case against a bare king is K+N+2G. He gives an example. 

Kat Nbl Gal Gb2 - Kd4: 1.Gc2 Kd3 2.Na3 Kd4 
3.Ka2 Kc3 4.Gc4 Kb4 5.Gb5 Kc3 6.Gc2 Kb4 7.Kb2 Ka4 
8.Gbl Kb4 9.Gd3 Kc5 10.Kc3 Kd5 1l.Nb5 Kc5 l2.Nd4 
Kd6 13.Kc4 Ke5 l4.Gc5 Kd6 l5.Gc3 Ke7 l6.Kd5 Kf6 
l7.Ge3 Kg5 lS.Ke5 Kg6 19.Gc3 Kf7 20.Nf5 KeS 2l.Ke6 
KdS 22.Nd4 Kc7 23.Ge5 KdS 24.Nb5 KcS 25.Ke7 Kb7 
26.Kd6 Kb8 27.Gd7 KcS 2S.Gc7 KdS 29.Nd4 KeS 30.Ge7 
Kf8 31.Nf5 KgS 32.Ke5 Kf8 33.Ke6 KeS 34.Ng7+ Kd8 
35.Kd6 KcS 36.Kc6 Kb8 37.Ne6 Ka7 3S.Nc5 Kb8 39.Nb7 

KaS 4O.Gc7 Kb8 41.Nd6 Ka7 42.Kb5 Kb8 43.Ge5 Ka7, 
44.Ga4 Kb8 45.Gc6 Ka7 46.Ka5 KaS 47.Ka6 Kb8 4S.Kb6 
KaS 49.NeS Kb8 50.Nc7 mate. 

Lions 

The lion is like the grasshopper except that it can carry on 
beyond the hurdle; it is not forced to stop on the square 
immediately beyond 
• Against a bare king, the minimal combination that can 

force mate is K + 3L. 
• If lions and grasshoppers are mixed, K +L+2G suffice. 
Vaclav gives examples of both, though the win with 
K+L+2G is clearly harder than that withK+3L. 

Kb2 Gal Gbl Lion al - Kc4: l.Gc3 Kd5 2.Kb3+ Kc6 
3.Gb4-Kc5 4-.Gb2 Kd6 5.Kc4 Ke5 6.Gd4+ Kd6 7.Ld5+ Ke6 
S.Gc5 Kd7 9.Lb3 Kc6 10.Gb4 Kd7 11.Kd5 Ke7 l2.Le6 
Kf6 13.Lc4 Kg5 l4.Gd4 Kf6 l5.Ge5+ Kf5 l6.Kd6 Kg6 
l7.Ke6 Kg5 lS.Gc3 Kg6 19.Gc5 Kg5 20.Ge3 Kg6 21.Lf4 
Kh5 22.Kf5 Kh4 23.Gg5 Kg3 24.Lf6 Kh2 25.Kf4 Kgl 
26.Gg4 Kg2 27.Gg3+ Kgl 2S.Kf3 Kh2 29.Lf2 Kh3 30.Kf4 
Kh2 3l.Lf5 Khl 32.Ke3 Kgl 33'Kf3 Kh2 34.Kf2 Khl 
35.Ge6 Kh2 36.Ld7 Khl 37.Lg4 Kh2 3S.Kf3 Khl 39.Ke2 
Kh2 40.Kf2 Khl 41.Gh3 Kh2 42.Gf3 Khl 43.Ldl Kh2 
44.Lh5 Khl 45.Gh3 mate. 

"Chinese" pieces 

These are analogues of the XiangQi cannon The Pao is 
exactly the same as the cannon (it moves along rook lines, 
but captures only if there is one man between it and its 
target), and the Vao and Leo are the equivalents on bishop 
and queen lines. 
• Against a bare king, K +2Le and K + 3Pa can force mate, 

but K+4Va cannot. 
• With mixed forces, K+Le+Pa, K+Le+Va, K+2Pa+Va, 

andK+Pa+2Va all suffice, the last case even if the Vaos 
run on squares of the same colour. 

The hardest cases appear to be K+Le+Va and K+Pa+2Va 
(same colour). 

Kbl Leo al Vao al - Kb3: l.Lb2 Ka3 2.Vc4 Kb4 
3.Vfl Kc3 4.Kcl Kb3 5.Le5 Kc4 6.Kd2 Kd5 7.Lh5 Ke4 
S.Ldl Kf4 9.Kd3 Ke5 10.Ke3 Kd5 11.Ve2 Ke6 l2.Ke4 
Kd6 13.Ld2 Ke7 l4.Ke5 Kd7 l5.Ldl Kc6 16.Kd4 Kb5 
l7.Kc3 Kc6 lS.Vd3 Kc7 19.Kc4 Kc6 20.Ld2 Kb7 2l.Kb5 
Kc7 22.Kc5 Kb7 23.Lc3 Ka6 24.Kb4 Kb7 25.Vc4 Kb6 
26.Lc2 Ka7 27.Ka5 Kb7 2S.Kb5 Ka7 29.Lb3 KaS 30.Ka6 
Kb8 31.Lc2 Ka8 32.Kb6 Kb8 33.Lc3 KaS 34.LhS Kb8 
35.VgS mate. 

Kbl Pao a2 Vao al Vao b2 - Ka4: l.Vb2-c3 Kb3 
2.Pb2 Kc4 3.Kc2 Kd4 4.Pb3+ Ke4 5.Kd2 Kd5 6.Kd3 Ke6 
7.Kc4 Kf5 S.Vc3-d4 Kf4 9.Val-c3 Ke4 10.Kc5 Kf5 l1.Kd5 
Kg4 12.Ke5 Kg5 13.Pb4 Kg6 14.Ke6 Kg5 l5.Pc4 Kg6 
16.Vd4-e5 Kh5 l7.Vc3-d4 Kg5 lS.Pb4 Kh6 19.Kf5 Kh7 
20.Kf6 KgS 21.Vd4-e3 Kh7 22.Kf7 Kh6 23.Pb5 Kh7 
24.Ve5-f4 KhS 25.Vf4-h6 Kh7 26.Pg5 KhS 27.Ph5 mate. 

Vaclav's web site gives a great deal more, including 
numerical tables and further specimen wins. 
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,. FEW 'ID"'.' .r IDII,.,,, TUIII.U" 

by John Beasley 

Although VC will in future be leaving 
the problem field to the specialist 
magazines, we should not go away 
without paying a brief tribute to 
Ronald To compose a run~f-the-milI 
chess problem is not vastly difficult; to 
compose a genuinely good one, witty, 
paradoxical, and entertaining, is a very 
different matter, and Ronald has 
succeeded more frequently than most. 
Several of his problems have already 
appeared in VC, as originals or in 
quotation (readers will remember the 
Alice retro masterpiece I quoted in VC 
32); here are six more. 

1 - Maxi, mate in 3, b) wKh6 

In 1 (The Problemist 1996), Black 
must always play his longest legal 
move. Part a) is easy: 1.c6 Rh7 2.c7 
Rhl 3.cSQ. This doesn't work in b), 
but a retro trick comes to our aid: 
Black's last move must have been 
... d7-d5, else he would have had a 
longer alternative, so 1. c5xd6 is 
available (l ... Rel 2.c7 Rc8 3.dc8Q). 
Why not this in a)? Because Black 
might have played ... KgSxQIRhS to 
get out of check; not so in b), when 
... Kf7 would have been longer. 

2 was shown at a BCPS meeting in 
1996. Part a) is a famous two-mover 
by Sam Loyd Black's last move must 
have been with K or R, so 1...0-0-0 is 
illegal and I.Qal forces mate in 2. In 
Kamikaze, captor and victim both 
vanish, so Black's last move might 
have been a capture. Yes, but wait: the 
rule doesn't apply to kings, and Black 
must have made two king captures to 
unbaJance the forces. So he still can't 
castle, and 1.Qal still solves. 
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2 - Mate in 2, b) Kamikaze 

3 - Koko, mate in 3 

A move in Kolnische Kontakt is 
legal only if it places a man next to an 
occupied square. So in 3 (The 
Problemist 1999) the obvious I.RSa6 
is not mate because Black simply 
replies 1...Kxa6 (2.Rxa6 is illegal). So 
what can we do instead? Answers 
fromhere forward are on page 15. 

4 - Antipodean Circe, mate in 2 
b) - d) all one square S/SWIW 

In Antipodean Circe, a captured 
man reappears on the (4,4) square. 
Thus in 4 (Comm The Problemist 
1995), 1...Kxe5 is at present illegal 
because the bishop reappears on a1. 

The examples so far show Ronald's 
impish humour in lig!ltweig!tt vein. 
The remaining two are heavier metal. 
With Sentinels, a move from a square 
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on the 2nd to 7th ranks leaves a pawn 
of its own colour behind it, unless all 
eight are already on the board So in 5 
(3 Pr Problemist Supplement Theme 
Ty 1999), 1.Kb2 is not-mate beca~ it 
leaves a White pawn on-a3. White can 
try 1.f5 (+wPf4]; when- 2.Kb2, is 
indeed mate because all eight White 
pawns are now on the board, but 
1...Bxg2 leaves bT undefended All 
right, 1.Bf37e4/d5 (+wP-g2), and ,the 
new pawn shields wB; but Black has 
1 ... Bxg2 taking it off again. .. 

5 - Sentinels, mate in 6 

6 - Isardam, selfmate in 5 

In Isardam, a move which wo~d 
leave two like men (not kings) 
attacking each other is illegal. Thus in 
6 (with StepheIr Emmerson; phenix 
1999), l.cSQ a3 2.e8Q a2 3.QaS+ is 
not mate because Black has 3 ... alQ; 
now 4.Qxa5 is illegal, because it 
would leave the two queens attacking 
each other. Play on from here. 

Ronald has now ioined the ranks of 
those, dating back at least to Auguste 
d'Orville in the 1840s, who composed 
chess problems of the highest quality 
for a number of years and then 
directed their talents elsewhere. We 
wish him well, and should he ever 
return to chess we shall be delighted to 
welcome him back. 



l_ 
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X/AIIGQ/ 
bye. K. La; 

The year 2002 UK XiangQi 
Championship was held on Sunday 
11 th of August in London, the venue 
being the same as last year. The 
tournament was highly competitive 
and, as usual. of the highest standard 
It consisted of 5 rounds and the rate of 
play was 60 minutes per player per 
game. 
I was pleased to secure some few 
games from that day. to reflect some 
of the atmosphere of the 
Championship. It was a pity that most 
of the games went unrecorded Here is 
my second round game with my old 
friend Peter Wood I played Black. 

Red P.Wood Black C.K.Lai 

1. C2=5 N8+7 
2. N2+3 R9=8 
3. Rl=2 N2+3 
4. N8+9 Pl+1 
5. R2+4 P7+1 
6. R9+1 B3+5 

1 2 3 4 5 6 7 8 9 

9 876 5 4 3 2 1 

Black has a strong central defence. 
with both knights giving the centre 
pawn solid support. On the other hand 
both of the Red knights are unable to 
move forward, and this looks like a 
long term problem. After six moves 
Black: has achieved at least equality. 

7. R9=4 C8+2 
B. R4+6 RB+2 
9. P7+1 G4+5 

10. R4+1 Rl=4 
11. G4+5 R4+6 

Black: threatens the edge pawn, 
increasing the pressure on Red's left 
hand side. with the isolated back rank 
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bishop as a major target. 

1 2 3 4 8 9 

9 8 7 6 5 4 3 2 1 

12. C8=7 C2-1 
13. &4-2 C2+2 
14. R4+2 ~3+1 

15. P-1+1. C8=3-

1 2 3 4 5 6 7 8 9 

987 6 7 4 Y 2 1 

16. C7+5 RB+3 

The situation was very complicated. 
Red may have missed this trick which 
loses the 2nd file rook by force. From 
now on Red is unable to stop the 
oncoming flood which rushes 
headlong with great destruction. 

17. e7=3 R4=:3-. 

18. K5=4 C3+S 
19. K4+1 R8+3 
20. K4+1 CZ+..-
21. CS+4 C3-2(0-1) 

In the 7th round my opponent was 
Richard Quan who is well acquainted 
with me. for we used to play practice 
games in London from time to time. 

Red R. Quan Black c.K.Lai 

1. C2=5 NB+7 
2. N2+3 R9=B 
3. Rl=2 P7+1 

4. P7+1 
5. MS ... 7 
6. N7+6 
7. CB=7 
B. R9=B 
9. R8+6 

10. R8+3 
11. N6+5 

1 2 3 4 5 

January 2003 

N2+3 
CB+2 
B3+5 
CB-l 
Rl=2 
C2=1 
N3-2 

7 8. 9 

987 6 5 4 3 2 1 

With the text move Red wins the 
central pawn. Now the natural move 
ll. . .. N7+5 exchanging knights 
should be played, but for some 
unexplained reason Black chooses a 
losing move! 

11. G4+.5? 
12. NS+3 Cl=7 
13. R2+4 C7+4 
14. B3+1 C7=1 
15. C7-1 Cl-2 
16. C7=2 C8+1 
17. N3+4 R8+3 
18. C2+4 Cl+l 
19. G4+5 P3+1? 

1234-56789 

987 6 5 4 3 2 1 

This move was played under the 
impression that the Red knight cannot 
escape capture! But Red proves the 
thinking to be wrong. 

20. P5+1 P3+1 
21. N4+5 P3=4 
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22. N5+3 Cl=5 
23. K5=4 N2+4 
24. C5=2 R8=7 
25. C-=3 R7=8 

Some dozen more moves were played. 
Red won in the end as Black was a 
whole piece down. 

Here is an interesting game from 
round 3, well conducted by Frank 
Pisani lIDtil he choked up when victory 
was in sight! 

Red Huang Xin Black F. Pisani 

1. C2=5 N2+3 
2. N2+3 N8+7 
3. P3+1 R9=8 
4. N8+9 C8+4 
5. N3+4 C8=3 

1 2 3 4 5 6 7 8 9 

987 6 5 4 3 2 1 

6. N4+3 R8+3 
7. c5=3 R8+3 
8. C8=6 R8=5 
9. B3+5 C3-1 

10. R9=8 Rl=2 
11. R8+6 C3=5 
12. G4+5 P3+1 
13. R8=7 C2+5 
14. R7+1 C2=5 
15. B7+5 C5+2 
16. K5=4 R5=6 
17. C3=4 C5=1 
18. K4+1 Cl+l 
19. C6-1 
20. Rl+2 
21. Rl=3 
22. R7-2 
23. C6=7 
24. K4-1 
25. K4+1 
26. C4=5 

R2+7 
R2-2 
R6=9 
R2=4 
R9+2 
R9+1 
R4+4 
G6+5? 

Black's 26th move destroyed all the 
previous good work, for not only was 
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26. . .. R9=6 checkmate, but now the 
3rd file back rank bishop is in danger 
(checkmate in one!). 

123 789 

987 6 543 2 1 

27. K4+1 Cl-l 

From here on Frank lost his way in 
t:ryin& to press home for the full point, 
and Huang in the end won the game 
due to material· advantage. 

The Championship of 2002 was won 
in the end by Guo Shulong-with-4W5-
closely followed by David YOlIDg 
(4/5) and Chen Fazuo (4/5). Twenty 
one competed 

I also have from Mr. Lai the results of 
the Kingston Cup Masters (lst 
December 2002) in which, to my 
regret, I was unable to take part. The 
total of thirty two entries suggests a 
thoroughly successful event. There 
were prizes for the- ttJfr eight 
competitors, for ladies and for no~
Chinese, as follows: 

(1) Guo Shuiong 6%, (2) Chell Fazao 
5%, (3) Wang Shunqi 5%, (4) David 
Young 5, (5) Quan Tran 5, (6) Linus 
Lee 5, (1) K.D.Dam 4%, (8) Henry Ip 
4%. Ladies: Wu Caifang 2Yz, Hu 
Qingmei 2, Deborah Chen 1%. Non 
Chinese: Rudi Reinders 4, Aron 
Cohen 4, Andrew Havery 3. 

18th European XiangQi 
Team Championship 

by Paul Byway 

This was held in Paris on the 21st and 
22nd of September 2002. Each team 
contained three players and for the 
non-asiatic competition, which is 
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where our interest lies, one Chinese 
player per team was allowed by the 
rules. The England team was lucky to 
have perhaps our strongest player -
Chen Fazoo - OB board one. I played 
on board two and on board three Peter 
Wood generously gave way to Cbris 
Hann (returning after long absence) 
and played in a mixed team. He had a 
good tournament and with 417 scored 
almost half his team's total. We were 
lucky that the Gennans couldn't make 
it (elections I think), except for Claus 
Tempelmann, but even so the result 
was a triumph. England were a class 
above the non-Asian competition and 
were 6th (of 14) overall:-

\ 

(1) England 8/14, (2) France IT 5/14, 
(3) France 1 Germany 5/14, (4) F~ce 
ill 4/14, (5) France I 4/14, (6) 
Finland 3/14. 

Here is a game from Chris HanD, rusty 
and sharp at the same time, after a 
long lay-off. It was played in ROUJl.d 3 

Red: Chris Hann (England) 
Black: Christophe Chea (France I) 

1. N2+3 N2+3 
2. C2=1 C8=6 
3. Rl=2 N8+7 

I intended to play the 3-Step Tiger on 
the right hand side in all games of this 
tournament regardless of colour as I 
had no opening theory and needed to 
side step my opponents' pet lines .. 

4. N8+'1 P3,+1 
5. P3+1 C2+2 
6. C8+2 P7.+1 

1 2 345 6 7 8 9 

987 6 5 4 3 2 1 

I would normally take the pawn off 

continued on page 13 
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LDS'''' CHESS 
IUIlIlIlI' TilE CAIIDLE AT IDTII EIIDS 

by John Beasley 

Computer investigation of Losing Chess continues apace, 
and I am sure readers of Variant Chess will welcome an 
update. As with the grasshopper endings described 
elsewhere in VC 41, I am merely the reporter, all the actual 
work has been done by others. 

The ending 

The work of "Angrim" (Ben Nye) on four-man endgames 
was reported in my survey of published Losing Chess 
endgame material up to the end of 1999 (recently reprinted, 
and available from myself without charge). His build notes 
are now available on the web site of Lenny Taelman, 
http:lnenthep.dyndys.org:8080/, together with a "submit 
query" facility allowing the user to submit a position with 
up to four men and obtain the result. My testing while 
writing these notes showed that the interface was not 
wholly satisfactory (the "piece list" example worked, the 
given FEN string did not), but the subsequent display was 
excellent and I imagine the glitch is only temporary. 

"Angrim" has now computed a complete set of five
man endgame tables, computed under the FICS stalemate 
rule, and although he is still checking the last of them he 
has given me permission to report here. Even compressed, 
they amount to almost S7 Gb, and neither he nor I can see 
any practical way to make them generally available 
although a web page allowing lookup of individual results 
"is likely at some point". The Nalimov S-man tablebases 
for ordinary chess are available on a set of 12 CD-ROMs, 
but these occupy less than 8 Gb; the absence of a restriction 
to one king each means that there are more than twenty 
times as many tables in Losing Chess, though many of them 
are very simple. He tells me that the longest win found 
(counting to conversion to a simpler won ending) was 
"4K3/8/2pS/8/4k3/812P2R2/8 w - - 0 1" (Ke8, Rf2, Pc2 
against Ke4, Pc6, WTM), with a winning conversion in 78 
turns. The second longest was in the KNBP v K endgame, 
with a conversion in 68 turns. "Both of these are likely 
draws under the SO turn rule. No other table contains a win 
longer than S7 turns till conversion. Inspection of the few 
tables with wins between SO and S7 turns long suggests that 
only the KKN vs KR table is affected by the SO turn rule, as 
the others in that group include a pawn, and the longest win 
always has the pawn on its starting square." 

The opening 

Lenny Taelman's site offers a selection of proofs that 
various moves are bound to fail against best play (look at 
http://lenthep.dyndvs.org:8080/suicideiproofs/). These are 
accompanied by a qualifying note that they are under the 
PICS rules and by a technical note which I content myself 
with transcribing as it stands. "All those proofs are 
computed by the pnl\2 algorithm (with transpositions and 

endgame tablebases) as implemented by syzygy in Sjaak., 
Note that these are not complete proofs: they end at nodes 
that Sjaak considerstrivial. These positions are usually easy 
for humans too, but can be very complicated in some 
cases." "Sjaak" is a program, "syzygy" is the PICS account 
name of someone whom I have not identified (asking 
Google gave me everything from "Internet solutions 
companies" to journals of alternative religion, but nothing 
so mundane as a real person), and I suspect that a "trivial" 
node may be one where the side to play can give away all 
its remaining men on successive moves. 

The proofs available at time of writing are as follows. 
• Losing initial moves: 1.Nc3, 1.Nf3, 1.e4, 1.f4, 1.h4. 
• Losing replies to 1. b3: 1...f5. 
• Losing replies to 1.c4: l...d5. 
• Losing replies to 1.e3: l...Na6, 1...Nf6, l...a5, l...a6, 

l...eS, l...f5, l...f6, l...g6, l...hS, l...h6. 
• Losing replies to 1.g3: 1...Nc6. 
• Losing continuations after I.b3 e6: 2.a3, 2.c3. 
• Losing continuations after 1.c4 cS: 2.d4. 
• Losing continuations after 1.e3 e6: 2.BbS, 2.d3, 2.h4. 
• Losing Black 2nd moves after 1.e3 Nh6 2.Ba6: 

2 ... Nxa6. 
• Losing Black 2nd moves after 1.e3 bS 2.BxbS: 2 ... Bb7, 

2 ... Nf6, 2 ... a5, 2 ... cS, 2 ... c6, 2 ... eS, 2 ... f5, 2 ... f6, 2 ... g5, 
2 ... g6, 2 ... h5, 2 ... h6. 

• Losing Black 2nd moves after 1.e3 b6 2.Qh5: 2 ... Nh6. 
• Losing Black 2nd moves after 1.e3 b6 2.b3: 2 ... eS. 
• Losing Black 2nd moves after 1.e3 cS 2.Bd3: 2 ... 0!:;7. 
• Losing Black 2nd moves after I.e3 cS 2.Bd3: 2 ... b6. 
• Losing Black 2nd moves after 1.e3 e6 2.b3: 2 ... QgS. 
There are also a number of partial proofs relating to various 
openings. For example, in the opening 1.e3 bS 2.BxbS Nh6 
3.Bxd7, the cases 3 ... BIKIQxd7 are analysed to completion, 
but in the case 3 ... Nxd7 only the line 4.QhS Rb8 is 
considered; other White 4th moves are not, nor are other 
Black replies to 4.Qh5. 

All these proofs are presented as downloadable text 
files, whose size varied from a presumably nominal 1 Kb to 
1.4 Mb. There is also a "compressed" version which I have 
not investigated. 

Others are also active, and "Angrim" tells me that his 
computer has just finished proving that 1. b4 loses. "This is 
the first opening proof to have benefited significantly from 
S piece endgame tables. The last line solved in the proof 
was one which I had spent roughly a week of cpu time on 
before I had the S piece tables, and which took just under a 
day to solve with all S piece tables present." 

I really must get my abacus upgraded. 

Sources of further information 

Web site names go out of date extremely quickly, but Guy 
Haworth tells me that the ICGA web site www.icga.org is 
attempting to address the problem and that LC will soon be 
among the games detailed there. In the meantime, Lenny 
Taelman's http://lenthep.dyndvs.org:8080/ appears to be the 
place to go, while Fabrice Liardet's site www.pion.ch 
remains an excellent general source. 
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REVIEWS 
by David Pritchard 

Supercbess by Dr. H. van Haeringen. 

Dr. van Haeriogen published the rules of his game 
Superchess and a related game, Monarch, in E11i1ish back 
in 1993. In 1999 he published what is probably the 
handsomest book ever on a chess variant. The lar~e-format 
hardback &haak en Superschaak (in Dutch) has 176 
double-column pages with big, clear 4 "x 4" diagrams. The 
text is an enlarged version of the English booklet which 
was confined to the rules of the games. The new book 
includes annotated games, positions and problems as well 
as rules of play. 

Superchess is not strictly a game at all. This is chess free
style, with players agreeing on what pieces to play with and 
the initial setup. So on the standard SxS board players 
would normally have a total of eight pieces and eight pawns 
as usual. Superchess offers a breathtaking fifty new pieces 
and a choice of boards. A few of the pieces will be familiar 
but inevitably they are assigned new names. For example, 
the squirrel is here a baron, a promoted shogi bishop is a 
counsellor and a giraffe is a different piece from the one 
usually known by that name. The moves of all fifty pieces 
are fully described and in addition are conveniently 
illustrated on a double-sided card included with the book. 
There are four annotated games of which the first three 
involve the Princess (B+N) and the Amazon (Q+N). Game 
3 runs to just ten moves when the author offers two 
variations running to 32 and 19 moves respectively. This 
game covers no less than nine double-column pages, nearly 
all analysis. In game 4 two new pieces are introduced, the 
Elephant and the Herald The Elephant moves as a queen up 
to two squares but can also capture on the first square of a 
two-square move so two men can be captured in the one 
turn. The Herald moves one or two squares diagonally, 
leaping if necessary, and when reaching the end rank can 
also move one square horizontally thus changing square 
colour. This game runs to just 13 moves with a single move 
of the Herald 1 would have preferred to see the 
considerable space taken up by these games used to 
demonstrate the intemction of some of the other pieces in 
typical game situations. 

Anyone can of course invent new chess pieces. But it is not 
as easy as that. Arguably, certain combinations of pieces 
harmonise whilst others do not; one reason that chess is 
such a good game is because of the intemction of its pieces. 
But here the reader is left to discover which pieces work 
well together. What Van Haeriogen has accomplished is to 
design and produce many new pieces in wood that sit 
comfortably with Staunton pattern chessmen A selection of 
these pieces, which can be purchased through the author, is 
illustrated on the book's cover. 

My initial reaction to Superchess was to be totally 
overwhelmed by all the new pieces. However, it must be 

borne in mind that you are not expected to digest them all 
before playing a game. The idea, as 1 have indicated, is to 
agree perhaps one or two new pieces in place of existing 
pieces when first playing, and to absorb new pieces 
gmdually as you play more. Monarch 1 find a perplexing 
footnote as the ~e seems to me to be just another version 
of Superchess played on a 10xS or lOxl0 board 

The author's ambitious aim is to improve chess which he 
thinks is an imperfect game (I have to agree) and he is 
hopeful that Superchess will take off and a consensus of 
chess masters and strong players will eventually 'after years 
of practice' agree the 'perfect' game. 1 am afraid 1 do not 
share van Haeriogen's optimism - but 1 can recommend this 
extraordinary menagerie as a wonderland for problemists. 
An almost infinite number of new themes must surely await 
creation here? 

Crown by Lev Kisliuk 

This novel variant is illustmted on the inventor's website 
(www.geocities.com/kisslook/eng/crowneng:html). Usual 
setup but the queen moves exactly like a king (so can also 
castle). In castling, a K or Q precedes the usual symbol in 
notation to indicate which piece is moving. 

Before the game, both players write down secretly which of 
the two royal pieces, king or queen, they wish to 'crown'. 
The loss of the crowned piece loses the game: there is no 
checking. When a royal piece is captured the owner must 
reveal whether or not it is the crowned piece. If it is, the 
game is over; if not, play continues. There is an additional 
rule. A pawn may promote to a (real) queen, here called a 
generalissimo (G in notation) or, as normal, to any other 
piece including an uncrowned royal piece. Crown is not a 
game of perfect information like chess and most variants, 
so there is opportunity for bluff and perhaps a bit of mind
reading. The variant seems to play well - the rooks being 
the dominant pieces. Kisliuk proposes that the king is called 
the lion and the queen is called the unicorn, which seems 
not a bad idea as it is less confusing. Here is a sample game 
from the website; not a very good one but it is only an 
example. White's king is crowned; Black's queen is 
crowned 

l.e4 e5 2.NfJ Nc6 3.Be2 Nf6 4.d3 Bc5 5.KO-O KO-O 
6.Nc3 Nd4 7.Nxd4 Bxd4 S.BgS b6 9.Bxf6 gxf6 10.QO-O 
d6 11.Nd5 Kg7 12.c3 Bb6 13.Nxb6 cxb6 14.f4 Be6 
15.Rf2 QO-O 16.Rcfl f5 17.exf5 Bxf5 IS.fxe5 Be6 
19.exd6 RedS 20.a3 Rxd6 21.Qc2 Qc7 22.Bh5 Rd5 23.g4 
f5 24.gxf5 Bxf5 25.Bfl BXd3 26.Bxd5 Bxc2 27.Rxf8 
Kx:ffi 2S.Rxf8 resigns. 

Kisliuk writes, mther confusingly, 'Stalemate is defeat: 
there is no difference in Crown between checkmate and 
stalemate'. There is no checkmate according to the rules, 
and 1 have been unable to set up a legal stalemate position -
given that the crowned piece must be totally surrounded by 
immobile friendly pieces for stalemate to occur! 
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DYNAMO CHESS ('ART IV) 
by George Jelliss 

Here is the last part of George's long article on this variant, 
which features his struggles with Paul Yearout. More 
examples, and a description of the game, will be found in 
VC 36, VC 37 and VC40. 

AIIE flRAIID 'RII '7 

Paul Yearout George Jdliss 

1. Qdl-d3/d.2-d6 Bc8-e6/d7-f5 
2. Qd3-b5/e2-d3+ Nq8/e7-c6 
3. Qb5-c5/f5E Be6-b3/a2E 
4. c2-c4/ Nb8-c6/c6-d4 
5. Nql-e2/ Qd8-d6/d6-dS 
6. Qc5-e5/dS-f5+ Qd6-e5/Qe5-q3 
7. Nbl-d.2/ Bb3-dl/ 
B. f2-f3/ Bf8-c5/ 

9. Qq3-e5/Qe5-d6+ Qd6-f4/Qe5-q3 
10. Bcl-d.2/Nd.2-e3 Qf4-f3/£3-f2 
11. Qq3-e5/c7E+ Bc5-e7/ 
12. Qe5-d4/d4-c3 Nc6-e5/ 
13. Qd4-d8/d3-d7+(?) Ne5/d7E 
14. Qd8-b8/Ra8E+ Ke8-f7/f7-q6 
15. Qb8/Ne5-c7 Qf3-dS/ 
16. Ne3-d1/BdlE c3-c2/ 
17. Bf1-e2/Ne2-d3 c2/Nd1E 

lB. Qb8-e5/Nc7-f4? Nf4-q2/q2E+ 
19. Kel-d.2/Bd.2-c3 Qd5-c6/Nq2-e4+ 
20. Kd.2-e3/ Be7-q5+/ 
21. f2-f4/ Ne4-c3/Bc3-a2 
22. Ba2-dS/c4-e6 Bq5-e7/ 

23. 
24. 

25. 

Ral-a8/a7E 
QeS-fS/f5-h5+ 

e6-f7/Kf7-q8+ 
Self-capture 

26. Bd5/f7-qBQ+ 
27. Bd5/Rhl-e4 
28. Re4-e6/Ke3-e4 
29. h5-q6/q6-f7+ 
30~ q6-£7/f7-e8+ 

Nc3/Be2-ql 
Rh8-f8/NgB-cB 

Kq8-h7/h7E 

Rf8-h8/Qq8E 
Be7-c5+/ 

b7-b6/ 
Kh7-h6/ 
B1ack resigns 

30 ... Kg7/g7-e8 31.Qg6 Kj8? or 30 ... e8lj7-g6 3J.Qg6/g6-h7 
Kg5? look decisive for white. 

George Jelliss Paul Yearout 

1. Bf1-e2/e2-c4 QdB-d4/d7-d3 
2. c4-c5/ Qd4-e5/ 
3. Be2/d3E Qe5-dS/c5E 
4. Qd1-c2/c2-b3 Bc8-f5/ 
5. Qc2-c6/c7E+ Nb8-d7/ 
6. Qc6-dS/Qd5-e4 Ra8-dB/ 
7. Qd5-f5/Bf5E e7-e6/ 
8. Bc1-d.2/d.2-e3 NgB-e7/ 

9. Q.f5/f7-f6 Ke8-f7/ 
10. Be2-d3/ Ne7-f5/Qf5-q3 
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11. 
12. 
13. 
14. 
15. 
16. 

Qq3-g6/g7E+ 
Qg6/h7E 

Ral-cl/Nbl-cil 
Rcl-c7+/ 
Rc7-c6+/ 

Qg6-gS/g2-g7 

17. QgS-e6/e6-c4 
Trying to save the Rc6 

17. 
lS. Ngl/Qe2-c3 
19. f2-f3/ 
20. Kel-e2/ 
21. Qe6-f5/Nf5-g4 

Saving Q and K 
21. 

22. 
23. 
24. 
25. 
26. 
27. 
2S. 
29. 

30. 

Ngl/Ke2-c3! 
Qf5-c5/ 

Bd2/QelE 
Rhl-dl/Ngl-al 
Nal-b3/b3-c5 
Nb3-c5/c5-d7 
Rdl-cl/ 

Nc5/Qd3-el 

Bd2-cl/QclE 
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Kf7-e7/ 
Nd7-e5/ 
Qe4-d3/Bd3E 
Ke7-d6/ 
RdS-d6/Kd6-d4 (!) 
BfS-h6/g7E 

Qd3-e2/c4-d3+ 
Qc3-c6/Rc6E 
Ne5-d3/d3-clQ+ 
Qc6-f3/f3-g2+ 

Qcl-el/Ndl-fl++ 

Rd6-c6/f6-d6+ 
Rc6E/Qc5E 

Qf3-f2/NflE 
RhS-cS+/ 

Qf2-e2/ 
Qe2-c4/Nd3-b5+ 
Qc4-d3/Nb5-c4+ 
Qel-c1./B.clE+ 

RcS-gS/ 

31. Bcl-e3/e3-g5+ 
32. g5/Bh6E 
33. Kc3-d4/b2-c3 
34. Nc5-b3/ 
35. Kd4-d3/KdS-d4+ 
36. Bc2-b3/Nb3-a4 
37. Kci3-d4/Kd4-d5+ 
3S. Na4-b6/b6-cS 

Threat d7-d8Q 
3S. 
39. Kd4/Ne5-f6 
40. g5-f6/Nf6-e7 

41. Kd4-c3/c3-b2 
Releasing the pieces on the b-file 

Kd4-dS/ 
b7-b6/ 

RqS-bS/ 
Ng4/h2E 

Ng4-e3/Be3-c2 
Nc4-e5/ 
KdS-c5/ 

cS-c7/ 
Ne3/g2E 

Ne7-c6/ 

41. Nc6-e5/ 
42. b2-b3/Bb3-b4+ c7-c5/Kc5-c4 
43. b3/Bb4-b5+ Kc4-d4/ 
44. Bb5-a4/d7-c6 RbS-fS/ 
45. Nb6-c4/ RfS/f6E 
46. Nc4/d6-eS Ne3-dS/ 
47. a2-a3/Ba4-a5 eS-e7/ 
4S. Nc4-e5/Ne5-g6 Ng6/Ne5-c4 
49. Ba5-c3/Kc3-d2+ Kd4-c4/Nc4~b4 
50 . Nb4-d3/ Kc4/Nd3-e2 

51. 
52. 
53. 
54. 
55. 
56. 
57. 
57. 

Ne2-g1/Bc3-e2+ 
Ngl-e2/Be2-c3+ 
Kci2-d3/Kci3-d4+ 

Ne2/Nc3-a4 
Kci3-c4/ 
Kc4-d4/Kd4-e4+ 

Ne2/Nf4-g6 

ss. c6-c7/ 
59. Kd3-c4/Ne2-d3 

Kc4-d4/ 
Kd4-d3/ 
NdS-c3/Bc3-:-bl 
Na4-c5/c5-e6 
Ng6-f4/ 
Ke4-dS/ 
PY: chuckle! 
Ng6-e7/e7..,cS 
KdS-d4/Kd4-d3 

I reckon we've fought each other to a standstill here - this 
could go on for another 60 moves, or for ever! 
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THE END IS NIGH! 
by Paul Byway 

It gives me great pleasure to start this column with three 
subtleties in Modem Courier Chess. The more so because 
they are not mine. 
The solutions will be found at the end of this article. 

#109 Roy Ta/bot (2002) 

White to play and win 

"Forward the Light Brigade" 
#110 Roy Talbot (2002) 

Mate in Four 

#111 Ian Richardson (1999) 

Mate in 8 

CDM,mTIDN 17 

Here again we have a little light-hearted work out in the 
form of some Italian Progressive Chess positions to 
exercise the 'little grey cells' on. I think you will find these 
a little easier than the last lot. 
No tricks - and they all end in mate. 

#112 Palmieri -Braca (1981) 
(colours reversed) 

Black Win (series 8) 

#113 Cassano - Dipilato (1986) 
(colours reversed) 

White Win (series 9) 

#114 Leoncini - Bonavoglia (1979) 

White Win (series 9) 

--
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CIAzr I(lIltJNTI 

Cedric Lytton has sent us a solution to 
the puzzle "Crazy Knights" which 
featured on the front page of VC40. 
The board is easily seen to consist of a 
single path from d3 to b3, with a spur 
from c3 to a2. Cedric writes as 
follows: 
" Crazy Knights on the front page i& 

easily proved to have minimum 40 
moves. The board is isomorphic to a 
railway line from d3 to b3 with a spur 
junction at c3 and siding there to a2. 
The solution is far from unique, but 
moving each man as far as needed 
before the next starts we have: 
4.Wa4-c2, 8.Bb2-a3, 12.Bd3-bl, 
16.Wa2-d3, 19.Bbl-b2, 22.Ba3-a4, 
26.Wc2-a2, 29.Ba4-a3, 32.Bb2-bl, 
35.Wa2-b2, 37.Bbl-a4, 40.Ba3-a2". 

It/LU7IO," 
TO COM,m7l011 " 

#106 
9. /4, ft, fxe6, exd7, NJ3, Ng5, Rfl, 
RxJ7, Ne6 mate 
Fred Galvin has a different solution: 
9. Nh3, Nf4, Nxd5, Nb6, d5, dxe6, 
exf7, Rdl, Rxd7 mate 

#107 
9. Ba6, e4, e5, Nc3, Nxd5, Ra3, RxJ3, 
Rx/8, Bc8 moJe 
lan Richardson finds a mirror solution: 
9. Bd3, Bg6, e4, e5, Nc3, Nxd5, Rbl, 
Rb8, Be8 mate 
David Pritchard and Fred Galvin find 
a third, very pretty, solution: 
9. Nd2, Nxf3, Nd2(xg5), f4, fS, f6, 
fxg7, gxffi=Q, Rxa7 mate 

#108 
9. gxh6(e.p.), h7, h8=R, h4, h5, hxg6, 
g7, g8==Q, Rh 7 mate 
No one managed to solve this. Didn't 
Sherlock Holmes have something to 
say here? " When you have eliminated 
the impossible ... ". I even gave you a 
clue with my " this time rest 
assured. .. ". It's true that Black had to 
be spectacularly dumb to play ... hS as 
the last move of his series! 

The updated scores are:- IR 47~ FG 
46; DP 31; CL 17; RT 13; PW 3; JB 3~ 
SB2. 

Variant Chess 41 

Modem Courier Chess Solutions 

#109 1.Fg5 a3 2.Ne7+ Rxe7 3.dxe7 
a2 4.e8=C mate. 
#110 1.Bi8+ Kf6 2.Ch3 g6 3.Ce7 
g5 4.hxg5 mate 
#111 1.Cd3 Kb2 2.Nb5 Kc2 3.Ke2 
Kb2 4.Kd2 Kal 

5.Kcl Ka2 6.Kc2 Kal 7.Ccl+ 
Ka2 g.Ne> mate. 

Circular Chess Solution 

Solution to puzzle on page 3. Again I 
quote Rob Stevens, converting to our 
notation. "To block is to lose. When 
with horse, bound forth. Nd4-ri+ 
starts thelittle-spree. Follow-with Ne5-
b7+* and the tape is up:-Then b8*, g6-, 
eS, and why- stop there:- g6-, lis, cS*; 

No doubt the superstars wilt sporevetr 
better moves but I'd settle for that. 
Surprisingty enough this sort of event 
is not uncommon. Wlien tlie cavalry 
gets in amidst the foot soldiers, they 
can be quite devastating." 

XiangQi (continued from page 7) 

without hesitation, but the next move 
is intended to stop the cannons and 
knights from invading Red's position. 

7. B7+5 P7+1 
8. B5+3 R1+1 
9. B+-5 N7+6 

10. P7+1 P3+1 
11. B5+7 N3+4 
12. C8=9 R1=7 

All Black's pieces are now focussed on 
the centre andl am reduced ID 1l'ying 
to' hold thecefttral pawn tactically. 

13. R2+2 C2+3 
14. B7-5 C6=2 

1 2 3 4 5 8 9 

987 6 543 2 1 
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This move considerably releases the 
tension. It stops the development of 
Red's left hand rook and threatens to 
trap the 9-file cannon; but the rule in 
Western Chess is that once you have 
the optimum I!Osition you must attack 
immediately. I guess this applies to 
XiangQi as well. 

15. C9=5 G4+5 
16. G6+5 N6+S 
17. N3+5 N4+5 
18. R2+5! B7+5 

1 234 567 8 9 

9 876 5 4 3 2 1 

I think my opponent had analysed the 
combination to here and assumed that 
with a rook and a knight en-prise 
something must go. However there is 
another Western Chess adage: never 
overlook a check~ 

19. C5+3 B3+5 
20. R2=5 C-=4 
21. N7+5 C2=9 

1 234 567 8 9 

987 6 5 4 3 2 1 

Red ignores the cannon and goes 
straight for the throat. 

22. R9=8 
23. R8+9 
24. K5-6 

C9+2 
C4-2 

Resigns 
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'RD.LEM PAlES 
by Ronald Tumbull 

Due to a decline in my interest in 
chess problems, I had planned to lay 
aside this column at the end of 
Volume 5 of Variant Chess. So 
today's page is, as it were, the :final 
stutter of the engine after the ignition 
has been switched off. However, it 
does give me the chance to publish 
some of the outstanding, or amusing, 
problems still in my in-pile; and to pay 
tribute to some of our regular 
contributors. 

361-L. VITALE 

Series mate in 4 (C+) 

A rare treat from Luigi Vitale is a 
problem that's actually fairly easy. I 
don't think he's ever-before occupied 
the 'straightforward solve' spot at the 
top of the column. In 361, Black 
doesn't move at all, while White 
makes 4 moves. The first three may 
not give check, and the :final one gives 
mate. "C+" = "computer-tested". 

362 - G. BRONER 

Mate in 3, Messigny (C+) 

The first shall be last: and my final 
Problem Pages look to the future 
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with the first composition of Gal-on 
Broner. We wish him a long and 
entertaining future. 362 shows a 
lightness of touch that may not win 
any prizes but will certainly- endear 
him to solvers. In Messigny Chess, 
instembJf'- atrOldill3IY move- w player 
may exchange two like units--- or 
opposite colour. The opponent may 
not immediately unswap either of-the 
two unfts Just used. So iIWlllte tries 
1.f6<>f7+, Black may not escape by 
1...f6<>f7 or g6<>f7; but l...K <>K 
does-the trick. 

363 - L. VIT ALE 

Helpstalemate in 3, b) bKel (C+) 

364 - L. VIT ALE 

Serieshelpmate in 18, Ciree 

363 is a typical Vitale teaser. With 
Black starting; the sides collaborate to 
achieve-- stalemate--- (not mate)-- on
White's 3rd But 364 is more of a 
flight of fancy. Black must find 18 
moves (White not moving) so that 
after the 18th White may give mate. 
This is C"rrce, where a captured unit is 
reborn on its game-array square. So if 
Black captures g), the pawn reappears 
on g2; while if he captures f6, this 
pawn disappears as f2 is occupied 

365 is a collaboration between two 
much-appreciated contributors. It's a 
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365 - A ETIINGER + C. L YTION 

Helpstalemate in 1%, Circe Parrain 
Equihoppers dJ, g3 

rather surprising combination of Dr 
Lytton's fantastic imagination with Mr 
Ettinger's disciplined taste for formal 
tasks. This helpmate has- Circe Parrain, 
where the rebirth takes place after the 
subsequent half;..move, and translated 
from the capture square to match that 
half-move. So if Black were to play 
1.Kxh2, and White to then play Kel 
(l-sq west), wP would reappear on g2, 
l-sq west of h2. An intervening unit 
between capture square and rebirth 
square is irrelevant If the rebirth 
square is off the board or occupied, the 
captured piece is gone for good 

White moves first, Black assisting, 
to reach stalemate. The Equihoppers 
would normally be taken as having 
arisen by promotion, but all 8 wPsare 
on the board, and anyway an E can't 
reach the 3-rank:from the 8'-rank. So 
these ones must be taken as having 
replaced other white -pieces in the 
game array. Golly, I haven't explained 
the equihoppers ... An E moves beyond 
some hurdle to the square directly 
opposite. So Eg3 can move to a3 (over 
dJ) or e5 (over &4). It could also move 
to c9 if there were such a square. The 
failure of an obvious sequenee with 
wR leads to a 5-fold task, depending. 
Depending on what? Well, that's the 
problem ... 

Ian Richardson has explored various 
topics close to this column's heart, and 
here he returns to Actuated Revolving 
Centre. Whenever a unit arrives on,' or 
departs from, the four centre squares, 
those squares rotate a quarter..rum 
clockwise. So if Black plays Nd4, that 
knight is immediately transpOrted 
round to dS. In 366 Part a) 
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J()6 - I. RICHARD SON 

Helpmate in 2, a) orthodox, 
b) Actuated Revolving Centre 

367 - 1. RICHARDSON 

Helpmate in 2, ARC; b) bBb8>a8 

is orthodox non-revolving chess; in 
367 the centre revolves (once 
actuated) in both parts. 

Classic chess is provided by Mr 
Grusbko from Israel. The Grasshopper 
moves queenlike, but only to the 
square immediately beyond some 
other unit, the 'hurdle'. So wG in 368 
can move only to a2 or d7. The 
Nightrider extends the knight-move 
along a line, so that Ngl could move 
to e3 but also to c4 or as. 

368 - M. GRUSHKO 

Helpstalemate in 4, Circe, 2 sols 
Grasshopper + Nightrider (C+) 
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If captured, these fairy pieces are reborn 
on the appropriate promotion square. 
Ignoring Black king, possible is 1. 
Nxd8(wBcl ) Kxd8(bNdl ). 

369 - M GRUSHKO 

Helpmate in 3, Grasshoppers 
b)w~,c)wKel(C+) 

Note that stalemate is the aim in 368, while 
369, without Circe, aims for mate. 

370 - I. RICHARDSON 

Helpmate in 2, Fissile Rook 

A fissile piece (here, rook) before 
moving divides into two, with each making 
a different move of equal lengtlL The 
resultant rooks are also fissile. The 
diagram looks back - to our successful 
tourney for 2-piece diagrams - but also 
forward. I am preparing a short article on 
these pieces for submission to Variant 
Chess. and will be-glrulto see-any piquant, 
perfectly-constructed diagrams from 
readers. Before that, I hope to conclude the 
tourney for 7-7 leapers with some 
additional diagrams with 7-n leapers (-1 < 
n < S) - anything amusing there, anyone? 

Paul Raicaa corrects his proof gIlIIlt!-
321 in Zvolen Chess: r4bkl; pblp3p; 
n4Kpl; 24; PIPnPPIP; RNBQ2NR -
position after Black's 20th - game so far? 
In case anyone wants to tackle this, 
solution in VC42. 

1liat's it, then. The future (or 
otherwise) of the Problem Pages is in the 
hands of the magazine editor, in 
consultation with the other officers of the 
BCVS. My thanks to them for allowing me 
this platform for my chess problem 
prejudices, and warm thanks to the 
contributors who have entertained and 
sometimes distracted me with their 
diagrams as well as you,. the responsive
readers. 
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Ronald Tumbull solutions (see page 5). 
1-2 in text. 3 l.R8a6+ may not be mate in 
one, but it is still the way to start; l...Kxa6 
can be met by 2.Ka7+ (2 ... Kxa7 illegal) 
Kxa5 3.Ka6. 

4 As set, l.Rb2! Kxe5 (wBal) 2.Rb5; 
b) 1.c6 Kxe4 (wBaS) 2.Rf4; c) I.ReS Kxd4 
(wBhS) 2.Re4; d) l.Re4 KxdS (wBhl) 
2.ReS. In each case, White releases the 
stalemate by moving a man to a square 
where it will prevent the bishop's rebirth 
from giving check. This stalemate-release 
idea is well known in orthodox problems, 
but there it demands three moves (bishop 
retreat, interposition releasing stalemate, 
mate); with Circe, we can realise it in two. 

5 There is one finther exploratory try, 
which I refrained from mentioning in the 
introductory text and which plays' an 
important role in the solution. 1.Bc6 
(+wPg2) Bxg2 2.Bb7 (+wPc6) appears to 
be mate in 2 because the new wPc6 guards 
wBb7, but it is an illusion because bRa7 is 
not pinned; 2 ... Rxb7 drops a Black pawn 
on a7. We must get all the B1ackpawns on 
to the board as well as all the White. I.Bfl 
(+wPg2) Bxg2 2.Be4 (+wPf3) Bxf3 
(+bPg2) and so on up to 4.Bc6 (+wPdS): 

Now 4 ... BxdS (+bPe4) S.Bb7 (+wPc6) is 
indeed mate because Black no longer has a 
pawn to drop on a7. Many composers 
would have left it there as a mate in nve, 
but Rona1d adds a little more: 4 ... Rxc6 
(+bPh6) S.Kh2+ Kh76.R2xa7. 

6 We had got as far as 1.c8Q a3 2.eSQ 
a2 3.Qa8+ alQ. Play continues 4.Kb5+ 
(legal because 4 ... KxbS would leave the 
queens attacking each other) Qa4l (the 
only defence, pinning wK against wQeS) 
5.Qeb8+ (unpinning wK and so reinstating 
the check) Qb4 (again the only defence, 
but this time it unpins Black's own king 
and gives mate). The final position: 

The threat is ... Ka5xbS; Kb6 and Kxb4 
don't help; K moves off the file aren't 
legal because they leave two queens 
attacking eaclLother" Qa8xa5 isn't legal for 
the same reason. 
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LETTERS 

from Harry TiggeJovend 
The Netherlands 

11 As I do not recall seeing the 
accompanying information in Variant 
Chess, I have taken the liberty to bring 
it to your attention 

Coulomb Enterprises sells a 
Staunton compatible set of six variant 
pieces that are perfectly suitable to 
play many Chess variants with. 

The set is sold under the name of 
'Superchess', with or without a 
matching Staunton Chess set. They 
also sell a book (in an English and in a 
Dutch version) describing 
'Superchess', which is a collection of 
Chess variants in which up to 44 
variant Chess pieces can be used. 

Please let me assure you that I am 
not affiliated with this company in any 
way whatsoever. Having bought a set I 
find them of excellent quality and 
think they deserve to be mentioned in 
Variant Chess magazine." 

Harry enclosed with his letter a leaflet 
from which I quote:-

"In July 200 1 the first set of new 
superchessmen came available: 
Exchess® set 1." 
"Exchess® is played by the Laws of 
Superchess®. " 
"The Laws of Superchess® are 
described in 'Super Chess and 
Monarch, The Laws', by H. van 
Haeringen. For ordering this booklet 
and/or the pieces Exchess® set 1, and 
for more information, see 
www.superchess.nl " 

In this issue you can also find David 
Pritchard's review of Super chess. 

from John Les1ie, Canada 
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example, (N-Q)*e2 where Pritchard 
and Leslie and Smook. and others all 
would use (Q-N)N*e2. We mention 
:first the hostage surrendered by 
putting it in the opponent's airfield, 
then the piece rescued through the 
surrender, and then (redundantly, but 
usefully for beginners, Pritchard 
argued) the rescued piece ~ as a 
piece which is dropped. This can all 
of it be important as when, for 
instance, one can surrender either a 
bishop or a knight in order to rescue 
either a bishop or a knight.... " 

Well, I guess the editor is much at 
fault there, for not paying close 
enough attention to consistency. 

from a letter to George JeHiss 
from Paul Yearout 

"Out of our (Hostage Chess. Ed) 
game I dreamed up the partial position 
in the diagram. 

With White to move and no Black 
prisoners, Black is not in check; but 
that makes White's bishop 
invulnerable. After Bg5+ any 
interposition can be captured without 
fear of retaliation. Black's only hope is 
... Qe7 and ... Ke8 which is pretty 
bleak. I feel that to be a serious flaw in 
Hostage. Beyond that, Hostage shares 
with Chessgi the difficulty of too 
many powerful pieces on too small a 
board ... " 

John writes to clarify a point of It sounds to me as if Modern Courier 
notation in Hostage Chess. I quote: Chess would be right up your street! 

" ... Please note, though, that Peter's from Ken Whyld, England 
(Coast's) notation is not in line with 
the one given in David Pritchard's (The follOwing may interest lovers of 
chapter on Hostage in his 'Popular Circular Chess. A picture of the board 
Chess Variants', and the other articles was beyond my competence, alas. 
which have appeared in Variant Chess Twiss (1747-1821) travelled 27000 
and Abstract Games .... Peter gives, for miles, recording his observations.) 

January 2003 

Twiss volume 2, 1789 p. 9-11. 

At the end [Cotton. Cleop. B ix I] is a 
drawing of a round Chess-board, 
which is represented in the plate of 
this book: on it are the directions for 
placing the men, which are called, Rei, 
Fierce, Alfin, Chivalir, Roe, & Poun. 
The figures on this board (in the plate) 
show the march of the Knight in order 
to cover the sixty-four squares in as 
many moves. This I found after four or 
five hours trial on a slate at different 
times~ it probably has never been done 
before, and will be found much more 
regular than any of the like marches on 
the square board To return to the 
round game (of which there is no 
account), I caused a board to be made 
to try its effect. Supposing the Black 
King to be placed in the square 
marked 48, then the Queen is to be 
placed in 17. The Bishops 33 and 2. 
The Knights 18 and 47. The Castles 3 
and 50. And the Pawns 19, 4, 49, 64, 
and 46. 51, 32, 1. The White King 
will then stand in 25. The Queen in 
40. and the other pieces in the same 
order. It will be found in playing, that 
the power of the Castle is the double 
of that in the common game, and that 
of the Bishop only the half~ the first 
having sixteen squares to range in, and 
the last only four. That the King can 
only Castle one way, and that it 
appears to be very difficult to bring the 
game to a conclusion. Perhaps it was 
not intended that the Pawns should be 
metamorphosed in this game. Other 
peculiarities may possibly be 
discovered by such as are curious 
enough to try it, and thus much may 
suffice as a clew. 
BibI. reg. 13 A xviii Plut. xx. c. 
This is likewise in verse, and in the 
French language, written on thirteen 
folio pages of vellum, and, like the 
other with 57 Chess-boards, one of 
which has the march of the Knight, 
which I have inserted in the plate, and 
underneath. the four Arabic numerals, 
which differ from those which are 
used at present. It will be observed 
that the Knight begins his march from 
the white square, which consequently 
remains uncovered, as it appears that 
the player knew not how to bring him 
back again. The four first lines of this 
MS. are the same as the four first 
already quoted from the other. 
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"CTUIE 'IOILEMS '" SNO" 
by John Beasley 

None of the present Variant Chess team is a regular Shogi 
player, and the game has received little attention in recent 
issues. But as librarian of the British Chess Problem 
Society I now have charge of two books of Shogi problems 
given to the late Bob McWilliam by Yoshro Kadowaki 
(Bob was the BCPS's socond-hand book cWalerfornmny 
years and made numerous friends), and some of these are of 
a nature which even I can lllldeFstand. 

The basic difference between Shogi and "Western" 
chess is that a captured man is added to its captor~s army, 
and can be dropped on a vacant square to further his attack 
or bolster his defence. The mmn rules: 
• As in Western chess, the aim is cbeckmate. 
• King, Rook, Bishop move as in Western chess. 
• Knigbt ditto, but forwards only (Nc3 only to b5/d5). 
• Lance moves as rook, but forwards only. 
• Gold General and Silver General move one step only, 

Each can move straight or diagonally forwards, 
otherwise they are complementary: gold moves only to 
the side or straight back, silver only diagonally back. 

• Pawn moves and captures one step forward 
• The board is 9x9, and each player starts with 20 men 

(K, R, B, 2N, 2L, 2G, 2S, 9P). 
• A man (not king or gold) which moves to, from, or 

within its opponent's three back ranks may promote. 
Rook and bishop add king movement to their normal 
powers, other promoted men move as golds. 

• A player may drop a captured man on a vacant square 
instead of playing a normal move. A pawn may not be 
dropped to give mate (a piece may), nor may it be 
dropped on a file where the player already has a pawn. 
A man is always dropped in its unpromoted form, even 
if it had been promoted before being captured 

There are some further rules affecting minor detail, but the 
above will suffice for what follows here. 

Because captured men are recycled, there is no 
lightweight "endgame" phase, and a typical Shogi problem 
is a stylized middlegame mating task. In practical play, a 
player who has embarked on a sacrificial mating attack 
must normally proceed by continuous checks; sinc6 the 
slightest let-up in the pressure will allow the opponent to 
take the initiative and start droppin¥ fOf a counter-attack. In 
problems, this is crystallized into a formal convention, 
whereby the attacking side's king is omitted from the board 
and continuous checking is mandatory. But despite this 
convention,al difference, the; problem rc;mains closely 
related to the parent game, and problems provide useful 
practice as well as enjoyment. They also provide an 
excellent introduction to some of the game's tactics. 

An important subclass of Shogi problem is the picture 
problem, where the main line ends in an exotic mating 
position. My first example is from a book by Kadowaki and 
T. Mikami, and is by the latter. Only the moves in bold are 
in the book, and my analysis of the sidelines should be 
treated with caution. I have left some of them as exercises 

for the reader, and those new to the game may enjoy 
working out the details (my answers are on page 31). I use 
a-i for the files; normal Shogi notation is right-to-Ieft 
nmneric. I had occasional difficulty intelpreting the source, 
but I trust that what follows is correct. 

1'81 I 

N IfA' 
N ·VJJ 

J 

.S' If!! ~ 

:~ - -

The attacker has five men on the board and two in hand, 
and his opponent has four men on the board and everything 
else in hand (by convention, these are not shown). The 
promoted bishop on d2 moves as B+K. 

Play starts 1.Sf4-g5, and l...Kh5 allows mate in two: 
the rook on i7 moves to h7 and promotes, 2.Rh7+, and the 
promoted rook (now moving as R+K) mates on h6. Hence 
1 ••. Kb6xi7, and the attack continues 2.Bf8-g9+ promoting. 
Now 2 ... Kh7 is met by 3.Sh6, with 3 ... Ki6 4.+Bi7 Kh5 
5.+Bg5 and 3 ... Ki8 4.Si7+ (+S moves as G and still guards 
h7) Ki9 5.+Bh9, and the reader may care to deal with 
2 ... Ki8 and 2 ... Ki6. In the main line, the defender drops, 
2 ••• X*b8, and we'll consider individual cases in a moment. 

Play continues 3.SgS-b6, and if 3 ... Ki8 then 4.Si7+ 
soon forces mate. Hence 3 ••• Ki7-i6, and 4.S*bS forces 
4 ••• Ki6xbS. There follows S.+Bd2-gS Kb5-i6: 

~ 
\...) 

I 

N 
N f(S' I~j 
~ ., 

d ~ 

+Bg5 guards h4Jh5Jh6 etc; what about 6.Si7+ Ki5 7.N*h3? 
This gives mate if the man on h8 is a pawn or knight, and 
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also works if it is a 6ishop, gold, or silver (these can capture 
on i7, but +Bg9 recaptures and mate still follows). This 
leaves only rook and lance to worry about, and in what 
follows we shall assume h8 to be a rook. 

In this case, the attack continues 6.+Bg9-g8, and the 
capture 6 ... Rxg8 would leave h3 unguarded and allow Si7+ 
and N*h3 as before. So the defender must drop on h7, and 
the only piece available that continues to guard h3 is a 
lance: 6 ••• L*h7. (Had he dropped a lance on h8 he would 
now have a rook to drop on h7, but the sequel would be the 
same.) But the respite is only temporary. After 7.Sh6-i7+ 
Ki6-i5 the sacrifice S.N*h3! drags the lance off the 
diagonal g8-i6, S ... Lh7xh3, and 9.+Bg8-i6 gives mate: 

ItL 
N ~ 
N ~ 
~ )! 
d J;:IJ 

Ill) 

Our second example is by Kadowaki himself, and won 
the prestigious Kanju Prize in 1963. As before, analysis not 
in bold is by myself. 

IQJ 
Il~ fB2 
~ $ 

I~ P 'N' 
d 'B IIN' 

~ ~ ~ S 

I(N\ 
(Ft\ 

The attack starts with I.S*c5. A king move will allow 
one of the rooks to come into play (l...Kb7 2.Rxb4, l...Kc7 
2.+Rxf7), hence 1 ... Sb4xc5, and now comes 2.Rbl-b7+!! It 
is natural to capture, 2 ... Kc6xb7, and 3.+Rg8xti brings the 

other rook into play and gives the attacker a bishop to drop. 
The best reply is a defensive drop on d7, 3 ... X*d7, and we 
note that the man dropped cannot be a knight (all four are 
already on the board) nor a pawn (the defender already has 
a pawn on the d-file). There follows 4.B*cS dropping the 

newly captured bishop: 

Illj 
1(8' tNf 

I\}JJ "j KB! l$J 
P 'Nl 

-§I S le (N\ 1 

IG\ fJJ d 

ItN' 

4 ... Kxe8 allows 5.d6xd7+ with mate soon to follow, ~d 
winning lines after other moves are given on page 31. . 

But this isn't the main line. Go back to move 2, and 
play 2 ... Kc6xd6 instead of Kxb7. The attack continues 
3.+Rb7-e7! Kd6xe7 (3 ... Kc6 4.S*b5 mate) 4.+Rg8xti (a 
bishop to drop) Ke7xti (4 ... Kd8 5.+Rd7 etc, 4 ... Kd6 
5.B*c7 Kc6 6.Bb6+ Kxb6 7.S*b5 Ka5 8.+Ra7) 5~S*e6 
Kf7-fS 6.Nh5xg7+ (a new silver to drop) KfBxg7 (6 ... Ke9 
7.Nxe8+ Kxe8 8.S*e7 and 9.+Nf8) 7.B*fS!: 

1(1] 
,Ni -B\ 

:~ 
IIS' IrN' 

§J 1191 B 
G\ l~ 9 

liM 

7 ... I\g7-hS (7 ... Kxf6 as after move 9, 7 ... Kxf8 see page 00) 
S.BfS-g9+ KbS-g7 (8 ... Kxg9 9.S*g8 Kh8 10.Sh7+ etc) 
9.+Bg9-fS (this is the same position as after move 7 except 
that the bishop has promoted) Kg7xf6 (9 ... Kh8 10.+Bg8 
etc) 10.Nf2xe4 (a gold to drop) 10 ... Kf6-e5 
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(10 ... Kg5 11. G*f4 mate) and the final stage is at hand: 

.1 
I\NJ 1&ID 

S 
~ 4 )i B 
fG1 IIN' d 

1l.G*d4 (to make the defender block this square, thus 
releasing Gc4 from guard duty) d5xd4 12.Gc4-d5 Ld9xd5 
(now the lance no longer guards d6, and the two remaining 
guards are not enough) 13.S*d6 Sc5xd6 (13 ... Nxd6 
14.+Bg7 etc) 14.+Bf8xd6 Ne8xd6 15.S*f6 mate: 

IN 8 (81 
Cl) )i B 
t9J N\ d 

I hope this has introduced readers unfamiliar with Shogi to 
some of its tactics, and I shall be pleased rather than 
offended if it prompts someone to offer us some rather 
more expertly presented Shogi material for future issues. 

CHE8ACHE 
by David Pritchard 

This is a !Uategy board ~ (inventoc Soott D. Pardee), marketed 
in the u.s. by Pardee Games, that claims to be a marriage of chess, 
00c:kgamm0n and checkers (draughts), ~ the name. The catdl
all title may be a good marketing ploy, b.Jt OOsically this is a 
~ variant, and cp.Jite a good one at that. The chess 
element arises from the filet that one of the peces on each side is a 
king and if the <gXmeDl manages an an inverted V-fonnation of 
peces fucing it the king is chedanated and the ~ is over. 
However, the main t:hn.JS: of the ~ is to bear off all your peces 
as in blckganunoo. By no stretch of the imagination, in my opnion, 
oould Chebarbe be :really considered a chess variant. 

At/CE CHESS GAMES 
from Ivan Dirmeik 

White DOVEr Hurd 

1. e2-e4 
2. d2-d4 
3. Bfl-d3? 

e4-e5 was better 
3. 
4. Qdl-f3 
5. Qf3-e3 
6. h2-h3 

7. Nql-f3 
8. Nbl-c3 
9. Qe3-e2 

Winning a second pawn 

10.q2-q3! ! 

Black Ivan Dirmeik 

c7-;c6 
Nq8~f6 

Nf6xe4 
Qd8-c7 
Ne,.-f6 

q7-q6 

Bf8-q7 
Nf6-d5 
Bq7xd4 

This excellent move stops Nd5-f4 forking White queen and 
bishop. 

10. 0-0 
11. Bd3-e4 Nd5-f6 
12. Ral-bl? 

Not necessary; the White pawn on d2 is already guarded by 
White queen 

12. d7-d6 
Intending d6-d5 

13. Bcl-e3 Bc8-f5 

-----~ ... --.-.---------=---===================---------
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14. :Rbl-b4 
Pins the White rook 

15. Qe2-c4 

The White rook is already lost 

Qc7-a5 

Bd4xb2 

16. 0-0 Qa5xb4 
17. Resigns 

White Ivan Dirmeik 

1. d2-d4 
2. Bcl-q5 

3. q2-q3 
4. Bfl-q2 
5. Nql-f3 
6. Bq5xe7 

Black Dave Hurd 

NqS-f6 
e7-e6 

BfS-e7 
0-0 

Nf6-e4 

Bg5-h4 leaves little future for my black-squared bishop 
6. QdSxe7 

Blocks in his queen 
7. 0-0 d7-d6-

Blocks in his queen even more 
S. Nbl-c3 BcS-q4 

9. Bql-hl 
My best defence 

9. Bq4xf3? 
Fatal 

10. RflxfS Bf3xhl? 
Necessary was f6 or g6 or h6 to create a jlight square for 
the king. 

11. RfS-cS mate 

White Ivan Dirmeik Black Dale Sullins 

Dale Sullins'first game of Alice Chess 

1. d2-d4 e7-e6 
2. q2-q3 NqS-f6 
3. Bfl-q2 q7-q6? 

A mistake as the reply prevents Bj8-e7 
4. Bcl-h6 BfS-b4? 

better would have been Bj8-e7 
5. a2-a3 Bb4-a5+? 

An oversight 

6. Ralxa5 NbS-c6 
7. Bq2xc6 b7xc6 

17-.15 was better, to provide ajlight square for the king 
S. Ra5-e5 mate 

FOOT8AU CHEfS 
by David Pritchard 

Well, not exactly. Trademark Toys are marketing a 
Manchester United souvenir chess set with the pieces 
representing famous players from the 1968 side facing 
famous players from the 1999 side. Football supporters 
playing chess? Not something I would invest in. 
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XIANSQI 
from Frank Pisani 

Frank: sent me some interesting 
examples of endgames and problems. 
They appear regularly in the Chinese 
publication Herald Europe Monthly. 
But first a game from the 2002 Tower 
Hamlets Tournament 

Red Chen Fazuo 
Black Frank Pisani 

1. C2=5 N2+3 
2. N2+3 N8+7 
3. P5+1 B3+S 
4. Rl=2 
5. R2+6 
6. R2=3 
7. N8+7 
8. R3=2 

R9=8 
P7+1 
N7-S 
C2+1 
P3+1 

9. R2-2 NS+7 
10. PS+l 
11. N7+S 
12. PS=4 
13. P4+1 
14. P7+1 
15. P7+1 
16. R2=7 
17. G6+5 
18. C8-1 
19. C8=7 
20. P3+1 
21. R7-3 
22. P3+1 

G4+S 
C8+2 
Rl=4 
C2=6 
R4+6 
C8=3 
R8+8 
C6=8 
R8-2 
C8+1 
C3+4 
N3+4 
N4+S? 

1 234 678 9 

® 
9 8 7 6 5 4 3 2 1 

23. N3+4 R8=7 
24. N4+2 N7+8 
25. CS+4 N8-7 
26. CS=8 R7+3 
27. C8+3 KS=4 
28. B7+S R7=8 
29. R7+8 K4+1 
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30. R9=8 resigns 

... and now the endgame exercises 

(1) August 200] 

1 2 6 7 8 9 

9 8 7 6 5 4 321 

(2) August 2001 

1 234 5 678 9 

9 8 7 6 5 4 3 2 1 

(3} October 200] 

1 2 3 4 5 6 7 8 9 

July 2003 

(4) November 200] 

1 2 345 6 789 

9 8 7 6 5 4 3 2. 1 

(5) June 2002 

1 2 345 6 789 

~~'(i) 
V l~ 

r--~. 

~ ~~ ~ ~ 

f'iV 
~ 

9 8 7 6 5 4 3 2 1 

(6) June 2002 

1 2 3 8 9 

9 8 7 6 5 4 321 

The solutions will be found on page 
31. It seems that the solution to #3 

9 8 7 6 5 4 3 2 1 depends on avoidance of repetition. 
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CASTLES 
III THE AIR 

T2/4 
(0-1) 

l.d4 
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White Jed Stone 
Black Steve Boniface 

from Jed Stone 2.Nf6,c5 
3.Bd2,Ba5,BxdS 

This time we have the final report of 4.Ne4,Nxf2,Nxdl,KxdS 
the :first Progressive Chess 5.dxc5,c6,cxb7,bxaS=Q,QxbS 
tournament. Steve Boniface won a 
close contest with four wins from six 
games. Two of the game scores are not 
to hand 

PROIRESSIVE CHESS 
TOURNAMENT 2002 

T2/1 White Steve Boniface 
(0-1) Black Jed Stone 

l.a4 
2.d5,Nc6 
3.e3,Bb5,Bxc6+ 
4.bxc6,Bg4,Bxdl,Bh5 
5.Nf3,Ne5,Nxc6,Nxd8,f3 

6.e5,h5,Rh6.Bc5,Rd6,Bf2 mate. 

T2/5 White Jed Stone 
(1-0) Black Allan Brown 

l.e4 
2.d5,Bd7 
3.exd5,Bb5,Bxd7+ 
4.Qxd7,Qxd5,QE,Qxdl+ 
5.Kxdl,d4,c4,Be3,Kd2 
6.Nc6,Nf6,e5,Be7,exd4,dxe3+ 
7.fxe3,e4,e5,exf6,fxg7,Nc3,gxhS=Q+ 
S.Kd7,Bf6,BxhS,ReS,ReI,RxaI,Rxgl, 

Rxhl 
9.g4,g5,g6,gxf7,f8=Q,Na4,Nc5 mate 

T2/6 White Jed Stone 
6.d4,dxe3,RxdS,Rxd2,Bxfl,Rdl mate. (1-0) Black Colin Muskett 

T2/2 White Steve Boniface 
(1-0) Black Allan Brown 

l.a4 
2.d5,Nf6 
3.e3,Nf3,Bb5+ 
4.Bd7,Bxb7,e5,Qd6 
5.axb5,Ra6,Rxd6,Rxf6,d3 
6.Black resiqns?? 

T2/3 White Steve Boniface 
(1-0) Black Colin Muskett 

1.h4 
2.e5,Nh6 
3.d4,Bg5,BxdS 
4.KxdS,e4,d6,a5 
5.e3,Bb5,Qd3,Qxe4,QeS mate 

l.d4 
2.d5,Bd7 
3.e3,b3,Ke2 
4.Nb6,Bf5,Bxc2,Bxdl + 
5.Kxdl,Bd2,Ba5,Bxc7,BxdS 
6.Nc6,Nxd4,Nc2,Nxal,KxdS,e5 
7.~4,g5,gxh6,hxg7,gxhS=QKd2, 

Qxf8+ 
S.Kd7,a5,a4,axb3,bxa2,axbl =Q,d4, 

Ra2mate 

T217 White- AllanBrqwn 
(0-1) Black Steve Boriiface 

1.e4 
2.e5,Nh6 
3.d4,Bg5,BxdS 
4.Ng4,Ne3,Nxdl,KxdS 
5.Nc3,Rxdl,dxe5,e6,exd7 
6.a5,Ra6,Rc6,Bb4,Rxc3,Re3++ mate. 
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T2/8 
(1-0) 

l.e4 
2.Nh6,e5 

White Allan Brown 
Black Jed Stone 

3.d4,Bg5,BxdS 
4.KxdS,d5,Bg4,Bxdl 
5.Kxdl,Nc3,Bd3,dxe5 
6.dxe4,e3,exf2,c5,Nc6,fxgl=Q+ 
7.Kd2,e6,exf7,Bf5,Nd5,Rel,ReS mate 

T2/9 White Allan Brown 
(1-0) Black Colin Muskett 

T2/1O White Colin Muskett 
(1-0) Black Steve Boniface 

l.e4 
2.e5,Nb6 
3.d4,Bg5,BxdS 
4.Ng4,Ne3,Nxdl,KxdS 
5.Nf3,Nxe5,Kxdl,c4,~xf7-:-

6.Ke7,Kxf7,d5,c5,cxd4,dxc4 
7.a4,a5,a6,axb7,bxcS=Q,Ra6,Qe6 

mate. 

T2/11 White Colin Muskett 
(1-0) Black Jed Stone 

1 .. e4 
2.e5,1Ilb6 
3.d4,Bg5,BxdS 
4.KxdS,d5,Bg4,Bxdl 
5.Kxdl,Nc3,exd5,dxe5,Nf3 
6.f6,fxe5,c6,cxd5,Bb4,Bxc3 
7 .a4,a5,a6,axb7,Rxa7,bxa8=Q, QxbS 

mate 

T2/12 White Colin Muskett 
(0-1) Black Allan Brown 

FINAL POSITIONS 

Name P W L Pts 

S.B. 6 4 2 
A.B. 6 3 3 
J.S. 6 3 3 
C.M. 6 2 4 

NEW TOURNAMENT 
ENTRIES SO FA R 

12 
8 
6 
4 

Avalanche: Paul Yearout, Jed Stone 
Progressive: Paul Byway, Jed Stone 
Modem Courier Chess: Robert 
Reynolds, Paul Byway, Roy Talbot 
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BYZANTINE CHESS ENDGAMES: QUEEN VS 'AWN 
Authored by Ernst Saperow Posted by Hans Bodlaender 
on the premier variants web site www.chessvariants.com 

July 2003 

The queen of Byzantine Chess is a weak piece: it moves only one square diagonally and (like the bishop) is 
slightly stronger than a pawn. The simplest endgame 'Q vs P' may occur rather often and it is reasonable to 
know what is expected in this endgame. 

The White queen may move only on the light squares, while the dark squares are available to the Black 
queen. If the pawn stands on a square whose colour corresponds to that of the queen, the queen is called 
'bad'; otherwise the queen is 'good'. In fact there is some resemblance to the endgame 'bishop vs pawn' in 
international chess. 

The pawn of Byzantine Chess is not promoted on the circular board, therefore the player with the queen 
always has the advantage. But it is not evident whether he can capture the pawn, which would be sufficient to 
win the game (by 'Bare King'). 

The essential endings may be divided into four classes: (1) 'bad' queen vs flank pawn, (2) 'bad' queen vs 
central pawn, (3) 'good' queen vs flank pawn, (4) 'good' queen vs central pawn. The diagrams are framed in 
the standard notation for the 16x4 round board accepted by the Circular Chess Society. 

(1) 'bad' queen vs flank pawn 

d4 d3 d2 dIe 1 e2 e3 e4 e5 e6 e7 e8 d8 d7 d6 d5 

a4 a3 a2 a1 hI h2 h1 h4 h5 h6 h.-7 hRa& a7 a6 as 

A position of mutual zugzwang which has crucial significance for this endgame. The Black left-going pawn 
is stopped and the Black king can guard it from the two squares &-8 and h8. If the Black king moves first 1 • 
.•. KgS-hS, he will be deprived of a return to g8 by 2.Qe6-f7. If White moves first he cannot win. Had White 
another piece, the necessary tempo could be obtained immediately; but the queen is not capable of this trick, 
because it returns to the same square in an even number of moves (the queen's trajectory consists of squares 
of one colour). 

(2) 'bad' queen vs central pawn 

d4 d3 d2 dI eI e2 e3 e4 e5 e6 e7 e8 d8 d7 d6 d5 

a-4 a3 a2 al hI h2 hl h4 h5 h6 h1 hR a& a7 ab a5 
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A central pawn can also be defended against a 'bad' queen. Here the left-going pawn has blocked the motion 
of the queen. If the queen runs around the board and appears behind the pawn, the approach to the pawn will 
be cut by the Black king. 

(3) 'good' queen vs flank pawn 

d4 d3 d2 d 1 e 1 e2 e3 e4 e5 e6 e7 e8 d8 d7 d6 d5 

a4 a3 a2 al hI h2 h3 h4 h5 h6 h7 h8 a8 a7 a6 a5 

The weaker side may be able to push the pawn in order to obtain a position with 'bad' queen. Nevertheless, 
playing against the 'good' queen may also be successful. The given position of mutual zugzwang is the key to 
this ending. If Black moves first the White queen will take the square h7 under control and deprive the king 
of his return (1. ••• Kh7-g7 2.Qf5-g6). If White moves first the Black king is able to defend the pawn. 

(4) 'good' queen vs central pawn 

d4 d3 d2 d 1 e I e2 e3 e4 e5 e6 e7 e8 d8 d7 d6 d5 

a4 a3 a2 aI hI h2 h3 h4 h5 h6 h7 h8 a8 a7 a6 a5 

In the position to the left the Black king guards the left-going pawn but is in zugzwang. The square g2 will 
be controlled by the White queen. Can White succeed if he moves first? It is clear that the queen can freely 
come to the blocking square in front of the pawn, so the answer lies in the position on the right, and White 
wins whoever has the move. Either 1.Ke6-e7 or 1 ••.• Kg8-fS 2.Qg6-h7 does it. 

In conclusion we can say (1) a central pawn never survives against a 'good' queen. (2) a flank pawn may 
survive, thanks to zugzwang, against a 'good' or 'bad' queen. (3) a central pawn always has good chances 
against a 'bad' queen. 

O'DONOHUE CHESS 
by David Pritchard 

This game was invented by Michael O'Donohue, our new member in Australia. It is a simple variation of 
Alice Chess but one that may have considerable potential as a game and as a tool for problemists. Play on 
both boards must be legal. The usual Alice rules with one exception: a move to a square occupied on the 
other board is not illegal; the man simply remains on the board on which it moved. So for example in castling 
the king and rook may be separated, one staying on one board whilst the other moves to the second board. An 
en passant capture can only be made if the pawn making the capture stays on the same board. In other words, 
the corresponding square on the second board is occupied. 
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LDSIIIG CHESS 
WHAT I' ... ? 

by John Beasley 

In VC 39 and 40, we gave most of the 
games in the 2001 "Unofficial Losing 
Chess World Championship". It has 
occurred to me that it might be 
interesting to go through them with the 
aid of Stan Goldovski's Giveaway 
Wizard, and to see what lay behind the 
moves played. A first sample follows. 
I have left some lines for interested 
readers to find themselves; Wizard's 
answers are on page 31. 

From Round 1, White !.enny 
Taelman, Black Andnej Nagorko. 
1.e3 b6 2.Ba6. Now 2 ... Bxa6 would 
have allowed a known quick win: 

Put the bishop back on c8, and 
substitute 2 ..• Nxa6 3.b3 e6 4.BaJ 
BxaJ 5.NxaJ NbS (presumably to 
avoid 6.b4 Nxb4 etc, though this 
doesn't seem immediately disastrous) 
6.h4? (but the game shows that this is) 
6 ••• Qxh4 7.Rxh4 b5 S.Nxb5 (inserting 
8.Rxh7 Rxh7 doesn't help) S ••• aS 
9.Nxc7 e5 (all other moves lose, but 
this wins). Now came IO.Nxe8 h6 and 
White resigned. but 1O.Nxa8 is 
perhaps more interesting: 
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Also from Round 1, White Marten 
Wortel, Black Johan Bosman. l.c4 
b5 2.cxb5 e6 3.b3 Ba6 4.bxa6 Nxa6 
5.BaJ BxaJ 6.NxaJ NbS (this time the 
threat of 7.b4 is more dangerous 
because White can release a2: 
7 ... Nxb4 8.Rbl Nxa2 9.Rb8 etc) 7.e3 
Na6 S.Bxa6 h5? 9.Qxh5 Rxh5: 

White missed an immediate win here, 
but his IO.Bd3 Rxh2 1l.Rxh2 is also 
strong. It threatens Bg6 foHowe<t by 
Rl6, g4-, NB; Ke2, and- Rfl, with- a
win afiereverypromotimr. 

Black's actua111 ... Ne7 prevented this 
at the cost of conceding his king (the 
king is a flexible and valuable piece, 
not to be given away lightly). Play 
continued 12.Bf5 Nxf5 (12 ... exf5 
13.Rh6 gxh6 l4.g4 and as before) 
13.RhS! Nxe314.Rxe8: 

Two different Black moves now give l4 ... Nxg2 would win White's king in 
an immediate win. but the play after return, but after l5.Rxe6 Nxel 
each is essentially the same. l6.Raxel the d-file will be opened for 
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the Black queen. Hence 14 ••• Qxe8 
15.dxe3, but now Black is completely 
passive, and he is surely lost even 
though there is no forced win within 
my computer's horizon. Play 
continued 15 ••• QhS 16.Kd2 e5 17.Ne2 
(threat Rhl etc) 17 ••• Qh3 IS.gxh3 g5 
19.h4 gxh4 20.RgI: 

White threatens Rg8 followed by Ngl 
and Kel, hence 20 ••• Rg8 21.RxgS, and 
Black has only pawns against White's 
king, rook, and- knight. He Ujed 
21-.a5, and after 22.b4 axb4 23.I{e1 
(many moves now force the win) 
23 ••• bxaJ 24.Nf4" exf4 25.exf4 ,we 
have this position: 

The winning replies to the various 
Black moves are typical, and readers 
new to the game may find it 
instructive to work them out. 

This was joint winner of the best 
game prize (the oversight at move 10 
only came to light later), and it is 
typical of good contemporary play. 

We started with a known short win, 
and here is another. I opened .my 
games as White with l.h3, on the 
grounds that my opponents knew the 
standard openings better than I and by 
playing something unusual I might 
reduce my disadvantage. It's a poor 
opening, because it is so passive, and 
it gave me no points, but what would 
have happened had someone played 
the normally strong 1 ••• e6 in reply? 
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HOW TO MAKE SOME Mill' CHESS ',ECES 

from Bernard Hempseed 
(Greetings from Christchurch, New Zealand) 

Fairy chess is a fascinating and interesting variation of 
regular chess. There are many new pieces with different 
powers and different methods of play present themselves. 
New pieces can be given any powers desired and any rules 
can be adopted. However there are a number of more or 
less standard pieces in the fairy world One of the problems 
of playing fairy chess is finding pieces that are different 
from the regular pieces so as not to cause confusion when 
playing. One solution has been to use some pieces from a 
completely different set, say a fantasy set, but this upsets 
the visual symmetry as any new pieces should ideally 
harmonise with existing pieces but be sufficiently different 
to be easily identifiable. Commercial fairy pieces don't 
seem to be available so the easiest solution is to make your 
own. Many people play regular chess with a standard 
"Staunton" design solid plastic set with a king height of 
around 95mm and these pieces are ideal to augment and use 
with the fairy pieces described below. Apart from two 
pieces, the powers and names are not given as the owner 
can class them as he/she pleases. 

Firstly, obtain an identical solid plastic set. 
Additional items needed are; a hobby type fine bladed 
hacksaw, a file, and some quick setting two part epoxy 
glue. Five minute "Araldite" or similar works well. The 
object is to cut and rearrange some of the parts of the pieces 
to create new fairy pieces. While various other 
combinations are possible the ones described here are 
simple and easy to make. Each cut made should be 
perpendicular to the axis of the piece and after cutting, file 
off any rough edges or burrs. The following describes one 
colour's pieces; repeat the process for the other colour. 
Although these instructions state to glue pieces as you go it 
is probably easier to cut all pieces first and then glue them 

Piece 1. Take the rooks. On each cut off about two 
thirds of the castelated part leaving about one third of the 
top on the base part. Care needs to be taken on this cut as it 
is the hardest one to do. Cut off two pawn tops just below 
the collar under the ball and glue these parts on to the rook 
bases. 

Piece 2. Take each knight and cut off the small 
protrubance above the ears. File this area flat and then glue 
on each the rook top, previously cut off. It needs to be 
positioned so that most of the knight's nose is visible. The 
back of the new top should be in about the same line as the 
back of the base of the knight. This piece obviously 
combines the power of a rook and knight and is known as a 
"chancellor" or "minister" 

Piece 3. Take each bishop and cut off the very top 
knob above the mitre. Now cut off the mitre just under the 
top collar. Take the king and queen. On the king cut off the 
cross but leave the small circle just under it. Then cut off 
the king's head just above the top collar; i.e. at the point 
where the inwards sloping stops. On the queen cut off the 
crown again just above the top collar. Take a bishop's mitre 
and glue one each on to the king and queen bases. Because 

of the unequal heights of the king and queen the height of 
resulting pair of pieces are slightly different in height but it 
is not enough to be of concern. The resulting pieces may be 
called an "archbishop" or "cardinal" and moves as a 
combined bishop and knight. The parts left over from the 
above may now be used to create three single pieces. 

Piece 4. Take one bishop's base from the previous 
step. Glue on the king's head the normal way up. 

Piece 5. Take the other bishop's base and glue on 
the cross from the king. 

Piece 6. Cut about one third off the top ball of a 
pawn. Clue on to what is left the queen's crown, again the 
normal way up. 

After all this there will be (for each colour) three 
pairs of pieces and three single pieces. Five pawns will be 
left and these may come into use on larger boards such as 
10 x 10 which are sometimes used It would be unlikely 
that all these pieces would be used in a single game but by 
having a variety of pieces a variety of games may be 
played 

Some Fairy Chess Pieces 

Although hundreds of pieces with varying powers have 
been invented, the following are commonly encountered, 
but may be called by different names. 
Archbishop or Cardinal. Combined knight & bishop. 
Chancellor or Minister. Combined knight & rook. 
General or Giraffe. Combined knight & queen. 
Camel. Moves as a knight but in a 2 x 4 box. 
Wildebeeste. Moves as a knight or camel. 
Grasshopper. Moves like a queen to an occupied square 
(enemy or own) and jumps over the piece, which is not 
captured, and on to the next square. If the square is vacant 
then end of move If an enemy piece occupies the square it 
is captured. If a mover's piece occupies the square then the 
move is not possible. 

Improvising Non-Standard Chess Boards 
e.g 10 x 8, 10 x 10 etc. 

One simple way of making non standard sized chess boards 
is to use a computer, spreadsheet program, and laser printer. 
Cell sizes can be extend both ways so experiment a little to 
create one cell of about 45mm square. Check by printing 
out a page and measuring the cell size. When the correct 
settings have been found duplicate them on to further cells. 
A block of 4 x 5 squares should fit on to an A4 sheet 
especially if the margins are adjusted. Shade alternative 
cells by using a fine pattern for the background A pattern 
looks better than solid black. Put a narrow border around 
each cell. Print out sufficient copies, perhaps on cream 
paper, to make the board Trim the sheets as required, and 
making sure the white corner square is in the correct place, 
glue them down to a piece of 10mm customwood or 
similar. Use a non-liquid glue, such as a glue stick, to stop 
cockles in the paper. Finally cover the board with a sheet of 
self-adhesive clear plastic. Make a different sized board on 
the back if desired 
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'ARADDIICAt 
EIIDIIIGS III 
AtlCE CHESS 

by John Beasley 

When I was preparing the Ronald 
Tumbull tribute article for VC 41, I 
was reminded of some work we once 
did on endgame positions in Alice 
Chess. Ronald included some of it in 
an article in diagrammes in 1999 and I 
have discussed some positions in 
British Endgame Study News, but we 
don't seem to have reported it fully. 

The basic Alice rule is that there 
are two boards A and B side by side, 
board B being initially empty, and 
after making his move on one board 
the player takes the man moved and 
transfers it "through the looking glass" 
to the corresponding square on the 
other board A player may move on 
either board, but the move must be 
legal on the board on which it is made 
(in particular, it may not leave his king 
in check), the destination square on the 
other board must be vacant, and if the 
man moved is the king it must be free 
from attack on the new board as well. 

The elementary endings with K +Q, 
K+R, K+2B, and K+B+N against a 
bare king are all won, and much as in 
ordinary chess; the attacker must 
sometimes play waiting moves to 
ensure that the mating piece ends on 
the same board as the defender's king, 
but there is no real difficulty. Diagram 
I gives a simple illustration. 

1 - White to play wins (B empty) 
(#1 in orthodox, #4 in Alice) 

Board B is assumed empty (this will 
be true of all our diagrams unless 
otherwise stated) and in ordinary chess 
White would mate in one by I.Rc8. In 

Variant Chess 42 

Alice, this is the only move not to win! 
The rook goes to board B, and now 
what is Black to do? 1...Kd7/Ke71Kf7 
are illegal on board A; l...Kd81K.f8 
seem all right when played on A, but 
they transfer the king to B and now he 
is in check there. White hasn't given 
mate, he has given stalemate. 

So White must think again, and the 
neatest way to proceed is I.Rc1-e1 
(rook to B). Most other rook moves 
also lead to mate in four, but by 
moving to the e-file White cuts down 
Black's options at move 2. The 
position is now symmetrical. Black 
plays say 1 ••• Ke8-d8 and transfers his 
king to B, and White pursues him by 
2.Ke6-d6 (wK to B). All the men are 
now on B, which looks like this: 

Black to play (all men on B) 

The rest is easy: 2 ••• Kd8-c8 (bK back 
to A) 3.Re1-bl (wR to A) Kc8-d8 (bK 
to B again) 4.Rbl-b8 (wR to B) and 
this time it is genuinely mate. We may 
note that whereas the mated king and 
the mating piece must be on the same 
board, pieces guarding or blocking 
squares may be on either. 

2 - White to play wins (B empty) 
(#1 in orthodox, #4 in Alice) 

2 (diagrammes 1999) is a 
little more subtle. Again the orthodox 
mating move l.Nd7 gives stalemate in 
Alice, but if the White bishop were on 
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a6 there would be an orthodox mate in 
two by l.Nd7+ Ka8 2.Bb7 and this 
does carry across: l.Nd7>B Ka8>B 
(Black may not be in check but he still 
has no other move) 2.Bb7>B. Can we 
get the bishop to a6 in two moves? 
Yes, by I.Bb7-c8! In ordinary chess, 
this would be suicidal, but in Alice the 
bishop escapes to B where it is free 
from capture. Moreover, it continues 
to prevent ... Kc8 (a player cannot 
move to a square which is occupied on 
the other board), so Black has only 
1 ••• Kb8-a8 (to B). Now 2.Bc8-a6 
(back to A) Ka8-b8 (to A) gets the 
bishop to a6 as required, and 3.Nf6-d7 
(to B) Kb8-a8 (to B) 4.Ba6-b7 (to B) 
duly finishes matters. We may note 
that 2, unlike I, has a unique solution 
as a four-move problem, and it was 
originally published as such. 

3 - White to play wins (B empty) 
(drawn in orthodox, #4 in Alice) 

The possibility of blocking a 
square against the king by occupying 
it on the other board gives the attacker 
an additional option, and people have 
wondered whether the ending K+2N v 
K might not be ienerally winnable in 
Alice. In fact it isn't; as in orthodox 
chess, mating positions exist, but they 
cannot be forced against best defence. 
But the trick does allow some endings 
to be won in Alice which are only 
drawn in orthodox chess, and 3 is a 
simple example. In orthodox chess, 
1.Kf2 g5 leaves White forced to 
relieve stalemate; letting the king out 
to the g-file is hopeless, and if the 
knight on g4 moves then either 2 ... g4 
or 2 ... Kh2 will hold the draw. In Alice, 
after I.Ke3-fl (to B) g6-g5 (to B), 
2.Ng4-h2! (to B) relieves the 
stalemate without letting the Black 
king move, and the rest is easy: 
2 ••• g5-g4 (back to A) 3.Ne7-f5 (to B) 
g4-g3+ (moving to B and giving check 
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there) 4.Nf5xg3 (capturing on B and but there follows 3 ... Ke7!>B 4.Kd5>A 
then transferring back to A) and it's Kd7>A 5.e6>B Ke7>B 6.Ke5>B 
mate. In the final position, only wNg3 Ke8!>A and Black can hold out. 
and bKhl are on A, but the Black king 
has no escape; ... Kg2 and ... Kgl 
would leave him in check after his 
transfer to B, and ... Kh2 is impossible 
because h2 on B is already occupied. 

4 - White to play wins (B empty) 
(drawn in orthodox, won in Alice) 

A position with K+2N v K+P is 
unlikely to arise in real life, but the 
same trick can sometimes be played in 
endings with K +P v K and this is of 
much greater practical importance. 4 is 
hopelessly drawn in orthodox chess, 
but in Alice we have 1.e6~7 (to B) 
Ke8-d7/f7 (to B) 2.e7-e8Q (back to A) 
and the rest is routine. 

5 - White only draws (B empty) 
(drawn in orthodox and in Alice) 

In 5, the pawn is one square 
further back, and Black can defeat the 
attack: 1.e5-e6 (to B) Ke7-d8/f8! (to 
B) 2.e6~7 (back to A) Kd8/f8-e8 (to 
A) and the pawn will fall. 1...Ke8>B 
would have lost, but by retreating 
diagonally Black loses a move and this 
brings him on to the right board to 
attack the pawn. Nor does it help 
White to bring his king up. He can 
certainly preserve his pawn, l.Ke2>B 
Kd7>B 2.Ke3>AKe6>A 3.Ke4>B, 

6 - White to play wins (B empty) 
(drawn in orthodox, won in Alice) 

Black holds the draw in the play 
from 5 because he can get his king to 
the square immediately in front of the 
pawn and on the same board. White's 
king is nearer in 6, and he can prevent 
this. In ordinary chess, after 1.e6, 
Black can pay 1...Ke8 drawing, but 
1...Kd81Kf8 lose. In Alice, after 1.e5-
e6 (to B), l...Ke8>B produces a 
position equivalent to 4, and 2.e7>A 
Kd7/f7>A 3.e8Q>B wins as before. 
All right, play 1 ••• Ke7-d8/f8 (to B) as 
in 5, but now the orthodox manoeuvre 
forces the pawn through and the Alice 
board transfers make no difference: 
2.Kd5-d6 (to B) Kd81flt-e8 (to A) 
3.~7 (to A) Ke8-f7 (to By 4.Kd6-d7 
(to A) and 5.e8Q>B will follow. 

7 - White to play wins (B empty) 
(drawn in orthodox, won in Alice) 

Perhaps the most surprising 
of these K +P v K endings is 7, a 
slightly simpler version of which 
appeared in diagrammes. Ronald put 
my name to this earlier version in his 
article, but in truth it owed at least as 
much to him as to me. In ordinary 
chess, this is the deadest of draws; in 
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Alice, things are more interesting. 
1.a2-aJ (to B) effectively forces 
1 ••• Ka4-a5 (to B), since if l...Kb3>B 
then 2.a4>A and the pawn will run, 
and 2.Kc5-c6 (to B) forces 2 ••• Ka5-a6 
(to A) similarly (2 ... Ka4>A 3.Kb6>A 
Kb3>B 4.a4>A etc). There follows 
3.aJ-a4 (to A) Ka6-a7 (to B) 4.K~6-
c7 (to A) Ka7-a6/a8 (to A), after 
which all the men are back on A (case 
4 ... Ka6 shown): 

White to play (B empty) 

Play continues 5.a4-a5 (to B) Ka6/aS
a7 (to B) 6.a5-a6 (to A) Ka7-aS (to A) 
7.Kc7-b6! (to B) Ka8-b8 (to B) 8.a6-
a7+ (to B giving check there) and now 
all the men are on B: 

Black to play (all men on B) 

Black obviously plays 8 ••• Kb8-a8 (to 
A) and the draw in ordinary chess 
would be assured, but now comes the 
final subtlety: 9.Kb6-c5! (to A). Black 
has only 9 ••• Ka8-b7 (to B), and White 
replies 10.a7-a8Q (to A) and soon 
mates (lO ... Kc7>A Il.Qa7>B Kd8>B 
l2.Kd6>B Ke8>A 13.Qe7>A). The 
moves 9 .Ka51b5> A also win, but 
9.Kc5>A forces mate most quickly. 

Who would have thought that a 
defenceless rook's pawn could be 
forced through to promotion so 
simply? 
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THE END IS NlfiH! 
by Paul Byway 

COM PETI7IOII " 

#115 Rallo - Castelli (1989) 

Black Win (series 8) 

#116 Dipilato - Leoncini (1981) 

Black Win (series 8) 

#117 Scovero -Rallo (1988) 

Black Win (series 8) 

10LUTI01I1 TO 
COMPETITION 17 

#112 8. Kc5, Kb4, Kb3, Kb2, KcI, 
d5, d4, Bfl mate 
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#113 9.Qxb8, QJ8, b6, b4, bxc5, 
Kc3, Kb4, Kb5, c6 Italian mate 

#114 9.Ne2, Ng3, Nx/5, Bh3, Nc3, 
Nd5, Rgl, Rg8, Nxh6 mate 

Correct solutions were received from 
Fred Galvin. Cedric Lytton, David 
Pritchard, Ian Richardson, Ronald 
Turnbull and Peter Wood. 

Fred remarks: "It doesn't bother me, 
but the position (#112) is illegal. 
Maybe this is the case with the rest of 
your 'colours reversed' positions: 
Black has made 12 captures in 12 
moves." In #113 (Scottish Progressive 
version) he thinks White must take 
another path: 9. Qxb8, Qa7, Qxc5, 
Qe5, Kd3, Kd4, Kc5, b4,Qxe6+ and 
wins. I don't think this is a White win; 
I prefer 9. Qxb8, Qe5, b4, bxc5, Kd3' 
Kd4, Qxe6+ and White wins easily 
after 10. Kxe6, Kf5, Kg4, Kg3, Kxg2, 
Kf2, &5, g4, g3, g2. 

Cedric notes (#114) that White has an 
easy win by 2.Bxhl, 3.Ke3, 8.c8=Q, 
9.Qxh8 

IStlLATED PAWllr 

from John Leslie 

John Leslie has been commissioned to 
produce a book on Hostage Chess. "A 
wonderful bit of luck, " he writes; 
"please help me to exploit it by 
sending your best Hostage games 
(perhaps with comments! game 
analysis) to me at 64 F~ Avenue, 
Guelph, Ontario NIG IG4, Canada. 
Games selected for publication would 
be ANON versus ANON." 

from c.K.Lai 

The World Xiangqi Championship is 
to be in Paris during 2nd - 10th August 
2003, with unlimited non-Chinese, 
Vietnamese players able to participate. 

from Ken Whyld 

Crazy Knights:- this is almost the 
same as an old problem, which if I 
remember correctly (and that is by no 
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means certain!) appeared :first in 
'Cricket & Football Field' (Bolton), 
about a century ago. It might have 
been by Tavemer. The board there was 
slightly more pistol-shaped, and the 
puzzle was called 'The Revolver', for 
both passive and dynamic reasons. 

In a sense all fairy chess 
compositions are variants but I would 
not call one so unless it could be used 
for the playing of individual games. 
PS 359 is fascinating. 

from Peter Wood 

50/60 variant chess games (boxed), 
variant magazines and books for sale. 
Apply to P.Wood, 39 Linton Road, 
Hastings, East Sussex, TN34 lTW. 

from David Pritchard 

Paul Yearout's rather unlikely Hostage 
Chess position (VC41 page 16) 
illustrates not a flaw, but actually one 
of the game's attractions! I have twice 
managed in Hostage games to get a 
position where my seventh-rank pawn 
theoretically attacked my opponent's 
king. I was then in the happy situation 
that all my pieces (other than the king 
or pawns) were invulnerable. Victory 
is certain in situations like this unless 
the defender can safely capture the 
pawn or quickly move his king away. 
In short, Black's position in the 
diagram is the result of a defensive 
error (or more likely several errors!) 
such as one finds in any game of chess 
or variant chess. 

from the editor 

This piece found on the internet 
caught my attention because A. P. 
Kazantsev, in addition to his other 
talents, was a composer of chess 
endgame studies. 

In the late 1940s, a Soviet engineer 
and science fiction writer, A.P. 
Kazantsev, suggested that the famous 
Tunguska meteor of 1908 (which 
leveled trees as far away as 25 miles, 
and roasted 200 reindeer) might have 
been an exploded, nuclear-powered 
spacecraft from another world -
making this the Siberian equivalent of 
a purported alien landing mishap in 
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Roswell, New Mexico four decades 
later. (Extraterrestrial rocket jockeys 
apparently can manage interstellar 
travel. It's the landings that befuddle 
them.) But the failure to fmd any tell
tale indications of nuclear reactions at 
Tunguska, and a better understanding 
of how rocks from space can explode 
in our atmosphere, has quelled this 
idea. 

Obituary 

Sadly we have to report that Derick 
Green, only 42 years old, has died of 
cancer. He subscribed to the Games 
and Puzzles Journal and contributed 
five articles on games. His widow 
wrote: 'Derick was a great fan of your 
magazine and going through all his 
back issues helped to keep him going 
when he was unable to do much 
physical activity towards the end of 
his illness.' 

SOLUTIONS 

Losing Chess 
(see page 26) 

First diagram (l.e3 b6 2.Ba6 Bxa6). 
3.c4 Bxc4 4.Qf3 (a standard tactic -
White cannot release a2, but he 
doesn't want to capture the bishop and 
so gives himself an alternative) Bxa2 
5.QxaS Bxbl 6.QxbS QxbS 7.Rxa7 
Qxa7 S.d3 (or e4) and it's easy. 
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15.Ke2, or 14 ... QxflI5.Bxfl). 

Fourth diagram (threat line ending 
... exfl). Promotions to K, Q, R allow 
six giveaways to the promoted piece. 
B permits d3, Nbl, fl, f4, and two 
giveaways to the e-pawn. N compels 
e4 and b4, but now Nb5 and Nxa7 
release the Black rook and the b-pawn 
can give itself to Black's c-pawn. 

Final diagram (after 25.exf4). 
White threatens 26.Rg6 fxg6 27.f5 
gxf5 2S.f4 and the king will sacrifice 
itself to the h-pawn. 25 ... h3 doesn't 
help. 25 ... f5 is met by 26.f3, after 
which rook and king give themselves 
to the h-pawn in turn. This leaves the 
game continuation 25 ... f6, but it is no 
better: 26.f5 followed by 27.f4, and 
again rook and king go to the h-pawn 
(Black resigned after 26 ... d5 27.f4). 

Opening l.h3 e6. White wins by 
2.b4 Bxb4 3.Bb2 Bxd2 4.Bxg7 Bxel 
5.BxhS Bxf2 6.Qxd7 Bxgl 
(6 ... NIBIQlKxd7 7.Rh2 and it's easy) 
7.Rxgl and either 7 ... Qxd7 S.Bd4 etc 
or 7 ... NlBlKxd7 S.h4 Qxh4 9.Bd4. It's 
the little move Rh2 in the bracket that 
is crucial; the ancient line l.e3 b5 
2.Bxb5 Bb7, where this move is not 
available, has been shown by 
computer to be won for White (see VC 
41 pS). Such is the hair-trigger nature 
of Losing Chess. 

XiangQi problems 
(see page 22) 

Second diagram (Taelman - (1) 1.R5=7 K5=6 2.R7+3 K6=5 
Nagorko, what if 10.NxaS). lO ... h5 3.P5=6 K5=6 4.P6=7 K6=5 5.P7=S 
11.Rxh5 (l1.Qxh5 Rxh5 l2.Rxh5 K5=6 6.P8+1 K6=5 7.P8+1 K5=6 
leaves White with a rampant rook) S.P8=7 K6=5 9.P7=6 K5=6 10.R7=5 
Rxh5 12.Qxh5 f5lKdS, or 10 ... a4 and wins. 
Il.Rxh7 Rxh7 l2.bxa4 Rh5 and much 
the same. A rampant queen can often 
give herself up fairly quickly, but here 
Black's move ... f5 or ... KdS deprives 
her of all possibilities. 

Third diagram (Wortel - Bosman, 
the win after 9 ... Rxh5). 10.h4 Rxh4 
Il.Rxh4 Qxh4 (White presumably 
discounted this line on the grounds 
that the queen would soon be able to 
give herself up, but...) 12.Nb5! Qxf2 
13.Nxa7 and Black gets a rampant 
rook instead (13 ... Qxg2 14.Kfl! Qxd2 

(2) 1.R3+7 G5+6 2.B5-7 K5-1 
3.R3+1 K5-1 4.R3+1 K5+1 5.R3=4 
R2-5 6.C2=5 R-=5 7.R4-2 R2-6 
S.R4=5 R2=5 9.K6+ 1 and wins 

(3) l.P3+ 1 K6-1 2.P3+ 1 K6=5 
3.N2-4 C2-1 4.N4+6 C2=4 5.N6-S 
P3+l 6.NS+7 P3+l 7.N7-6 C4+1 
S.N7+4 mate (this must depend on 
the repetition rule). 

(4) l.P3+1 P5=4 2.P3+1 K6-1 
3.N5+3 P4=5 4.P3=4 K6=5 5.N3-5 
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P5+ 1 6.N5-7 P5=4 7.N7+S P4=5 
S.NS+7 checkmate 

(5) l.C7=5 N3-5 2.C++2 G6+5 
3.K5=4 stalemate 

(6) l.N3+4 G5+6 2.N4+6 06-5 
3.N6+4 G5+6 4.N4+6 G6-5 5.N2+4 
G5+6 6.N4+5 G6-5 7.N5+4 G5+6 
S.N4+5 G6-5 9.N6+4 checkmate 

Shogi sidelines 
(see page 18) 

First problem. 2 ••• Ki6/i8 can be met 
by 3.S*h7, since 3 ... Kxh7 allows 
4. Sh6 and thereafter as in the text; 
alternatively, 3 ... Ki5 4.N*h3 Kh5 
5.Sxg6 Ki6 6."BgS and mate on h7, or 
3 ... Kh5 4.Sxg6 and the same moves in 
a different order. Unfortunately I tried 
dealing with 2 ... Ki6 before I had 
worked out the answer to 2 ... Kh7, and 
the sacrificial drop on h7 took a long 
time to find 

Second problem. In the line 
2 ••• Kxb7, 4 .•• Ka8Ieads to 5.S*b7 Ka9 
(5 ... Ka7 6.Sa6" KaSIb8 7."Sb7 
Ka9IKc9 S.Bb9" and as below) 
6.Bb9" Kxb9 7.Bxd7, and if 7 ... Ka9 
then the man just captured on d7 can 
be dropped for mate (we saw earlier 
that it could not be a pawn or a knight, 
and every other man has a mating 
drop); alternatively, 7 ... Lxd7 S."R:f9 
forcing a drop on c9, after which the 
man captured by the attacker on d7 
can be dropped with decisive effect, or 
7 ... Kc9 S.BcS". If 4 ..• Kb8 then 5.S*b7 
and the same, plus the lines 5 ... Kc9 
6.Bb9" KdS 7.dxd7" Ke9 S."dxeS and 
5 ... Kc7 6.Bdxd7" Lxd7 
(6 ... Kb67.Sa6" at once) 7."Rxd7 Kb6 
S.Sa6". If 4 •.. Ka7 then 5.S*a6 Kb6 
(5 ... KaSIb8 6.Sb7" etc) 6.Gb5 Kc7 
7.dxd7" etc. If 4 ••• Kc7 then 5.dxd7" at 
once, with 5 ... Kb6 6.S*b5 Ka5 
7.Ba6". If 4 .•• Kb6 then 5.S*b5 with 
similar lines, or 5 ... Ka5 6.Ba6". 
Finally, if 4 ••• Kc6 then again 5.S*b5, 
5 ... Kxd6 being met by 6."Bxd7 (either 
bishop) Lxd7 7."Bxd7 Ke5 S."Be6. 

In the main line, 7 ••• Kxf8 can be 
met by S.S*f7 Kg7 (S ... K:f9 9.Bh7) 
9.Sg6", after which the defending king 
must retreat and mate is not far away. 

I am sure some of these lines could 
be simplified 
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'R08LEM 'AGES 
VC., SOLUTIONS 

Comments: Cedric Lytton, Ronald 
Tumbull 
361 (Vitale) l.e3 2.Qf3 3.Qf8 4.Bd3. 
Sweet - RT. Not quite easy - pure mate 
and short pawn move - CCL. 
362 (Broner) l.Ral (prevents black 
K <>K to threaten 2.Ra8#). l...Kh8 
2.Rha2 to threaten 3.K<>K#, with 
2 ... Kg8 3.Ra8. Black's threatened 
refutation becomes White's threatened 
mate, forcing K switchback. Near
Bristol manoeuvre with wRs. The key, 
taking a bK flight, is poor, but the idea 
is fine and deserves development - RT. 
The virus has entered the bloodstream 
-CCL. 
363 (Vitale) l.Nc6 Kxc6 2.Bd4 Bxd4+ 
3.Kc4 BcS b)Nc4 Kxc4 2.Bc3 Kxc3 
3.Kfl Kd2 - conventional aesthetics 
would want a second rnidboard 
stalemate, unconventional (and CCL) 
look for a piquant pin, but LV offers a 
tricky to find edgestalernate - RT. 
364 (Vitale) l.Kh7 S.Kxd4(wPd2) 
11.Kxd2 lS.Kxf6 l7.Kxd8(wNg2) 
l8.Ke2 d8Q. The rather nice Circe 
self-guard mate lifts this K -trek - CL. 
365 (Ettinger + Lytton) Why not 
l...Rc8 2.aS Rc2=?? Because Black 
just captured on a6! If that captive was 
wR, l...Rc8(wRc6) 2.aS R6a2. Any 
other victim gets in the way~ but 
allows 1...Rb8(wBb6) 2.aS Bgl; 
l...Rd8(wEd6) 2.a5 Eg3-a3~ 

l...Rf8(wNf6) 2.aS Ng4~ 

l...Rg8(wQg6) 2.aS QhS - five-part 
retro analysis. A retro position really 
does have to be legal, obliging the 
cumbersome stipulation explanation or 
else a sixth wP line - RT. 
366 (Richardson) l.Nc6 Ne4 2.NeS 
Nf4 b)l.NdS(bNeS) NdS(bNe4 wNeS) 
2.Nd4(bNdSd4 wNe4) NeS(bNeSeS 

VC 

Al.ex Etti.nqer 
Stephen Emmerson 
Peter Fayers 
Fred Gal.vi.n 
Cedri.c Lytton 
lan Ri.chardson 
Mark Ri.dl.ey 
Lui.qi. Vi.tal.e 
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wNd4e4) - shame the easy bit gives no 
clues for part b)! - RT. Kids climb on 
merry-go-round while adults look on -
CCL. 
367 (Richardson) 1.BeS(bBe4) 
Bd4(bBd4 wBdS) 2.Bf6(wBeS) Bxf6 
(mate must be from NE not SW of the 
Centre) b) l.Bh7 Be4(wBd4)+ 
2.Bae4(wBdS bBd4) Bxd4(wBcS 
wBdS) (apparent mate with bBg8 
doesn't work, 3.BdS!) But CCL shows 
that the solution to b) also works (with 
minor change) in a) - l.Bh7 
Be4(wBd4)+ 2.BeS(wBdS bBe4) 
Bd4(bBd4, wBcS, wBdS). So part a) 
becomes a 2-solution, though 
regrettably with the unwanted bB now 
staying alive in one line. 
368 (Grushko) l.Kb3 Gd7 
2.Nxd8(wBcl) Bb2 3.Nb7 Gxb7(Nbl) 
4.Ka2 Gxbl=~ 1.Ka2 Gal 
2.Nxd8(wBcl) Gdl 3.Nf4 Gbl 4.Nb2 
Bxb2= apart from the capture on move 
2, completely different routes to the 
same stalemate. Very satisfying 
construction - RT. G-paths combine to 
form letter C, and neither solution easy 
-CCL. 
369 (Grushko) l.Gbl Ng3 2.Kdl Kc3 
3.Kcl Ne2 b)l.Kdl Kgl 2.Kel Nd2 
3.Gdl Nf3 c)Kbl Kd2 2.Gdl Gd4 
3.Gal Nc3 - beautifully matched 
mating positions - RT. (b,c) shifted 
chameleon echoes with neat provision 
of white hurdles for black G. a) crust 
on the pie - CCL. 
370 (Richardson) The apparent l.Ke7 
Rd3+fl 2.Ke6 Rf2+el fails as Black 
isn't even in check - the longest move 
of el-Rook is to al+eS! l.Kd7 (not 
self-check!) Rbl+d3+ 2.Kc6 Rc3+d4. 
Good square-bashing exercises - CCL. 
Score: CCL 10Yl (rnax 11) 
321 (Raican) Zvolen Proof Game 
correction: 1.b4 f5 4.bc fg S.cd=B 
gf=N 6.Bxe7 Nxf2 7.Bb4 Bxb4 8.Kfl 
g6 9.Kg2 Bc3 10.Kf3 Nf6 11.Ke4 0-0 

34 35 36 37 38 39 41 

8 7 9 9 6 6 
7 11 8 6 12 

5 
5 

11 10 10 9 9 12 10 
5 5 9 6 5 

1 3 2 
5 4 

July 2003 

l2.KdS Rf7 13.Kc6 Rf8+ l4.Kxb7 
Rf7+ lS.Kxa8 Na6 16.Kb8 Bb7 
l7.Kc7 Rf8 18.Kd6 Ra8 19.Ke7 Bb4+ 
20.Kxf6 BfS. 
Sentinels (VC 41 pp S and IS), note 
by IDB. Ronald points out a couple of 
errors in the exposition of the mate in 
6 with Sentinels in my tribute article. 
A new pawn only arrives after a piece 
move, not a pawn move, so my try 
"1.fS (+f4)" isn't, and "the business 
with the bRh6 wasn't an add-on, but a 
rather messy way to deal with an 
intrinsic cook". He gives the full 
solution as follows: 

l.Kb2 (+a3) is not mate, nor even 
check, because of the new pawn. 

l.B- (+P) threatens 2.Kb2 by 
generating the 8th pawn: one Black 
counter is to capture the new pawn. 

The thematic try l.Bc6 (+g2)? is 
refuted not by 1...Bxg2? 2.Bb7+ Rxb7 
(+a7), when 3.Kb2 gives mate, but by 
1...Rxc6 (+h6) 2.Kb2+ Kb7 (+P)! 
3.R2xa7?? and there is a new bP in the 
way. 

So White must force more black 
pawns on to the board 

Play l.Bf3 (+g2) threat 2.Kb2 
1...Rc6 2.Bxc6 Bxg2 3.Bb7+ Rxb7 

4.Kb2 as described 
so 1...Bxg2 2.Be4 (+f3) Bxf3 (+g2) 

3.BdS (+e4) Bxe4 (+f3), with 3 ... Rc6 
now leading to a full-length line 
4.Bxc6 Bxe4 S.Bb7 (+c6)+ or S.Bxe4 
(+C6) "dual here I think, though I 
haven't checked Popeye" 

4.Bc6 (+dS) Rxc6 (+h6) S.Kb2+ 
Kb7 (no added pawn!) 6.R2xa7# with, 
sadly, the thematic mate only occuring 
in a short variation 4 ... BxdS (+c4) 
Bb7#. 
So "the business with bRh6 isn't a 
final flourish, but a botch to eliminate 
a cook. While it does also depend on 
the exhaustion of black pawns, I'd 
have preferred the problem without it" 

2000-3 To VC33 Total. 

45 39 84 
44 10* 54* 

5 47 52 
5 5 

71 110 181 = 31* 
30 73* 103* 

6 119 125 
9 9 

* = ladder ascent. CCL's score includes 12 late points for VC3l and 9 for VC32, MAR's 1 late point for VC33. 
Unchanged from VC33: Erich Bartel69, Aubrey Ingletont 143*, George Jelliss S7, Paul Raican 60. 
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t KEN WHYLD (1926-2003) 

Ken Whyld was devoted to chess, not Simply the 
game (although he was a strong player) but more 
particularly to its history, its personalities, its 
literature, its curiosities and its variants. Everything 
that somehow, sometime, somewhere, had a link to 
chess. His early involvement with The Chessplayer, 
Nottingham, and his several tournament books were 
overshadowed by his Quotes & Queries column in the 
BCM sadly brought to an abrupt close after a quarter 
of a century, and the book which he co-authored with 
David Hooper and for which he will for many be best 
remembered, The Oxford Companion to Chess. 

His involvement with variants is less well recorded 
but nothing in chess stood outside his interests. When 
I was putting together The Encyclopedia of Chess 
Variants we had a lengthy correspondence, Ken's 
letters always arriving with the unmistakable Whyld 
hallmark: the re-used envelope. I have a sheaf of these 
letters before me now, many of them lengthy, full of 
interesting and obscure quotes and facts drawn from 
almost every European language, research which he 
gave freely and with obvious enthusiasm and 
dedication. Recently Ken visited us and only a week 
or so before his death he referred me to an 
advertisement in the South African Commercial 
Advertiser of 1841 in which the first reference to chess 
in that country was recorded. Curiously, not the 
orthodox game but an unidentified German variant 
played with 56 men on an llxll board. The closest I 
could come to this was Silberschmidt's Game (1827), 
also on an llxll board but with 27 pieces a side. 

Others will record Ken's private and public life. I 
recall a charming man with a rich and enquiring 
mind, lost to us all. (D BP) 
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IURMEIE CHEIS (II77U',II) 
by David Pritchard 

Burmese chess is the orphan of the oriental chess games, 
ignored by lexicographers like Bruce, Dossena, Bales, 
Golombek, Lhote and Vesely who accord it no more than a 
mention or two between them. And perhaps with good 
reason, as strictly speaking there is no such game as 
Burmese chess but rather a close family of games differing 
only in detail. Indeed it was not until the second decade of 
the 20th century that a serious attempt was made to codify 
the rules of the game with the aim of achieving a degree of 
unifonnity across the country. Sadly, sittuyin is in terminal 
decline and is now confined, in so far as it is played at all, 
to the extreme north-west of the country. 

In 1987 I was in Burma, my fourth visit to the country. 
The great stairway of the Shwe Dagon pagoda in Rangoon 
was, as always, flanked by traders one or two of whom 
displayed sets of crudely-carved Burmese chessmen, 
stained red and black, clearly made for the (negligible) 
tourist trade. Nowhere did I witness Burmese chess being 
played nor could I find anyone who could give me any 
information on the game; the chess clubs in Mandalay and 
Rangoon in central Burma having long since gone over to 
the international game. Then my luck turned: one day I was 
in a bookshop and the owner said he knew a family who he 
thought had an old book on the game. Would I come back 
another day? I did and was shown Myan-gy;n bayin lan
nyunt sa-ok gyi (Burmese Chess Guide part 1) by Shwei
gyin V Bha, a retired education officer, in consultation with 
a number of Burmese chess masters (here followed an 
impressive list of names). The date of publication was 
unrecorded but references in the book suggested 1924 or 
thereabouts. I was clearly a wealthy foreigner ripe for 
plmtder. I was quoted £30 for what was, as it turned out, 
correctly described as 'a unique book'. I paid up without a 
quibble. To compare the price, the previous day I had been 
on a day trip up river which, together with a drink and a 
snack, had cost me the equivalent of just l2p. 

As far as I can ascertain, this is the only book on the 
Burmese game and the only known copy of the book in 
existence. Indeed, the author states categorically that there 
has been no previous book on the game which would help 
to account for the diverse rules previously recorded. The 
book is divided into 17 chapters including elementary game 
positions (56), advice to beginners, elaborate rules covering 
transgressions which one must presume were common, and 
knights' tours (117!). A total of 23 sections scheduled for 
part 2 of the work are listed but I have found no evidence 
that this second book was ever published Subsequently I 
circulated bookshops throughout the country (there are only 
a few) enclosing a copy of the title page with a 'buy' 
request. Only one bookshop replied; 'We think we may be 
able to get a copy but since this will involve us travelling 
far up country, please send us a lot of V.S. dollars in 
advance'. I subsequently wrote to the Burmese Sports 
Council who I was told were responsible for chess 
organisation in the COmttry but unsurprisingly got no reply. 

Rules 

The rules of the game described here are those of the 
Burmese Chess Guide. 

Board 
The board is 8x8, mtchequered Normally the two long 
diagonals are marked; sometimes the four squares in each 
corner of the board also carry diagonal markings but these 
latter, which are mtexplained, have no bearing on the game 
and may be survivors from an earlier game. 
Pieces 
Each player has 16 pieces: 1 x King (min), General (sikke 
or chekoy: queen); 2 x Carriage (hitha: rook), Horse (myin: 
knight), Elephant (sin: bishop); 8 x Soldier (ne: pawn). 
Moves 
The king, carriages and horses move exactly like their chess 
counterparts. The general is the old queen of Shatranj: it 
moves one square diagonally in any direction. The elephant 
moves as the general but can also move one square straight 
forward with the significant advantage of being able to 
change square colour. It is sometimes said that its move 
reflects the four feet and trW1k of the animal. The elephant 
is present in early Indian chess in the Punjab and Kashmir 
according to Murray. The piece is also found in makruk 
(Thai chess) and equates to the silver general of shogi all of 
which suggests an historical linkage. 

The pawn moves one square straight forward but 
captures diagonally forward like our pawn. A pawn can 
promote only when it stands on the diagonal line (thus the 
number of squares to promotion varies from pawn to 
pawn). A pawn can only promote to general and then only 
if the player has no general on the board Further, 
promotion is not immediate but on any subsequent turn. 
The pawn can be promoted without moving (which counts 
as a turn) or it can promote and move to any diagonally 
adjacent square provided that this does not involve a 
capture or a check. A pawn that advances beyond the 
diagonal line cannot promote. All pieces capture as they 
move with the exception of the pawn. 
Ending the game 
Checkmate (hwke that - check and killed, or hwke the -
check and dead) is as in chess but there are certain 
restrictions. For example, king and rook facing bare king 
must mate within 15 moves or the game is a draw. IT the 
king stands on one of the four central squares (known as 
'the four squares of the death of the king') counting does 
not start until the defender's fifth move. This is called 'five 
moves in four squares'. Check (ka hwke) must be 
announced There is no stalemate: a player may not deprive 
his opponent of a move. Draw by perpetual check and by 
repetition of moves are valid King + piece v. king + piece 
is also a draw. Resignation is described as 'common'. 
Sides 
The two sides are Red (who moves first) and Black. 
Initial position 
Burmese chess stands unique amongst all other chess 
games in that the initial position, defined as the point at 
which play starts, is not fixed but is chosen by the players 
subject only to certain minor restrictions. 



November 2003 Variant Chlss 43 Page 35 

The pawns are placed first and their positions are 
immutable. The red pawns stand on a3, b3, c3, d3, e4, f4, 
g4, h4 and the black pawns on a5, bS, cS, dS, e6, f6, g6, h6. 
Now Red distributes his pieces on any of the 20 vacant 
squares behind his pawn line. Then Black does likewise. 
There are certain restrictions on Black's deployment; if 
there were not he would obviously be at a considerable 
advantage. For example, Black may not place a rook on the 
same file as the red king nor may he place both rooks on the 
same file if Red objects. It is permissible for a player to 
replace anyone pawn with a piece and then to relocate the 
pawn anywhere within his own territory. It is stated that on 
average this occurs in IS% of games. Now both sides are 
free to relocate their pieces, one at a time in turn. When 
either player moves a pawn however the game starts and no 
further adjustments can be made by either side. 

The Burmese Chess Guide records 33 common starting 
positions with . eight given special emphasis. These eight 
are: 

K Q Rs Bs Ns 

[1] (R) g2 e3 cI,eI d2,g3 f2,D 
(B) c7 d6 e8,g8 c6,e7 d7,fl 

[2] (R) c2 e3 fl,gI b2,d2 e2,f3 
(B) e7 d6 f8,g8 c6,e7 b6,d7 

[3] (R) c2 e3 bI,cl d2,D e2,g3 
(B) c7 d6 e8,g8 c6,fl d7,e7 

[4] (R) f2 e3 bl,dl c2,D d2,e2 
(B) b7 d6 c8.f8 b6,e7 c6,d7 

[S] (R) g2 e3 cl,fl d2,g3 e2,D 
(B) b7 d6 d8,f8 b6,e7 c6,c7 

[6] (R) f2 e3 bl,dl d2,f3 c2,e2 
(B) c8 c6 e8,f8 e7,g7 d6,d7 

[7] (R) fl D cl,dl b2,f2 e2,e3 
(B) b7 d6 d8,f8 b6,c6 c7,e7 

[8] (R) g2 e3 cl,el D,g3 d2,f2 
(B) b7 d6 d8,f8 b6,e7 c6,c7 

The similarities between sittuyin and makruk are many. ' 
The pieces and their moves (though not their placements) 
are identical in both games. Further, the endgame 
restrictions of sittuyin have their parallels in makruk. In 
view of their geographical proximity one might suspect that 
makruk was developed from sittuyin. 
Piece values 
The values of the pieces are given as Pawn 1, Queen 2, 
Bishop 3, Knight 3, (the bishop is described as best in 
defence, the knight in attack), Rook S. 
The Game 
The fact that openings in the Guide have names, together 
with the fact that the game apparently had accredited 
masters in the 1920s, suggest that sittuyin enjoyed at least a 
measure of popularity at the time and perhaps for several 
decades previously. If a series of games was to be played, it 
was a practice apparently for the winner to give the loser a 
dab on the cheek with the soft powdered lime that the 
Burmese always carry to prepare the betel nut for chewing, 
to keep account of the score. 

Burmese chess. like makruk and xiangqi, lacks a long
range diagonal-moving piece (hence the absence of board 
chequering). The reduced danger allows the kings to 
assume the role of fighting pieces. 

On the plus side, the initial array and particularly the 
advanced pawns, promise early conflict. Indeed, Captain 
Hiram Cox in a letter to IH.Harrington (1799, but not 
published until 1801) described the game as 'more the 
appearance of a real battle than any other game I know of' 
and 'in the Burma game, the first dawn of perfection 
appears', adding, perhaps as an afterthought, 'no human 
invention is so perfect that it may not be improved'. 
Falkener, on the other hand, dismisses sittuyin as 'a heavy, 
wearisome, uninteresting game' (Games Ancient and 
Oriental- 1892). 

Amongst tips offered to beginners, the author advises 
'One should never hesitate if one sees an opportunity for a 
good move: act at once! Hesitation can result in the loss of 
the game'. (see a good move, look for a better one?) 

Here is the only game published in the Burmese Chess 
Guide. It probably dates from the early 1920s. 
Red: U Sein Hytin (Kemmerdine) Black: U Hmat (San 
Chuang) (Kemmerdine is a suburb of Rangoon, San 

Notice that there is a measure of uniformity in the Chuang I have been unable to locate.) The starting array is 
deployment: experience dictates practice. The king is as in [I] above. Red's position is described as 'Horses front 
almost always placed on the second rank, and ifnot then on and back' and Black's as 'Horses either side'. 
cl/c8 or fl/f8. A bishop stands in front of the king with a 
knight adjacent The king and his consorts are reminiscent 
of the shogi castles. In all but one of the above positions the 
red queen is on e3 and the black queen on e6; the theory 
being that the queen advances through the pawn chain. The 
rooks are naturally placed on latent open files. Note that in 
every example there is a black rook on g8 or f8. These 
preferences are extended into the remaining 23 positions 
(recorded in the ECV). There is a local saying that general 
and elephant (queen and bishop) should never be separated 
(they are adjacent in all the arrays). Most remarkable 
perhaps is that not a single one of the 33 preferred positions 
listed in the Guide has been quoted at any time by any 
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c4 6.dxe5 Ee6xe5 7.Nxe5 Ndxe5: 

x s :a X 

X * • X 

X ft t t 
t t .l-• t X X ft 
ft ft ft Yf1 X ~ 

X ~ ~ ~ 
X § § X 

Black's queen sacrifice demonstrates the limited value of 
the piece. Notice that the pawn f6 cannot promote because 
Red's queen is still on the board 8.Qe3-d4 Nd7 9.a4 bxa4 
10.bxc4 Ed5xc4 Il.Eg3-f4 Nxf6 12.Ef4-e5 Nh5 13.Ed2-d3 
Ec4xd3 14.Nxd3 g5 15.Nc5 Kc6 16.Nxa4 gxh4+ 17.Kf2 
Ng5 18.Ke3 RgfS 19.Kd3 Nf3 20.Re3 Ng721.Rbl: 

X S S X 

X 4) ., X t 
t X ~ 
4J Yf1 X t 

ft ~ § • X X 

X § X 

2L.Nxe5 22.Qd4xe5 RbS 23.Rgl Nf5 24.Rg6+ Kb5 
25.Re4 Rfd8+ 26.Kc2 Rg8 27.Rf6 RgfS 28.Rxf8 Rxf8 
29.Kb3 Ng3 30.Rc4 Rfl 31.Rc5+ Ka6 32.Kc4 Ne4 
33.Rc6+ Kb7 34.Rxh6 Ral 35.Nb2 Ra3 36.Qe5-d4 Kc7 
37.Nd3 Kd7 38.Nf4 h3 39.Nd5 Nd6+ 40.Kd3 Ral 41.Ne3 
h2 42.Qd4-e5 Nf7 43.Rh5 hI 44.Ke4 ReI 45.Qe5-d4 
hl=Q,Qg2 (the black pawn promotes) 46.Kd5 Qg2-f3 
47.Rh7 Ke7 48.Rh4 Ng5 49.Rf4 Rgl 50.Kc6 Qf3-e4 
5 1. Qd4-e5 Ke6 52.Qe5-f6 Nh7 53.Rxe4+ Kxf6 54.Ra4 Rg5 
draw: 

X X 

X X • ~ ., 
t X X :a 
§ X X 

ft 4J X 

X X 

X X 

Red can here play Nd5+ and the black pawn falls but this is 
insufficient to force the win. 

A competent performance that illustrates well the nature 
of the game. 

Variations and Aberrations 
For our early history of the game, we have no record of 
my Dative authority that I have been able to trace. Instead, 
we must rely on European travellers whose Burmese 
informants spoke, one suspects, with questionable 
knowledge. Throughout this lengthy period of more than 
a century, we are confronted with a confusion of rules 
which suggest either the ignorance of those local players 
whose descriptions are recorded or, perhaps more likely, a 
fragmentation of the game in the country at large. Indeed, 
the Burmese Chess Guide hints at this, stating that 'the 
rules of the game may vary in Upper and Lower Burma, 
particularly with regards to sitke (pawn promotion)'. In 
this respect it is worth bearing in mind that Burma is a 
huge country of diverse regions and poor 
communications. 

Cox (1799) has the white pawns on a3, b3, c3, d3, e3, 
f4, g4, h4 (i.e., staggered 5/3) with black pawns 
correspondingly on a5, b5, c5, d6, e6, f6, g6, h6 and states 
that only the five pawns on the right (i.e., excluding those 
on the a, band c files) can promote and that the bishop 
(elephant) cannot capture straight ahead. The Chess 
Players Chronicle (vol VI 1846) gives the favoured 
starting position of the local players as 
r6r/lkbnn311bqppppp/ 
ppp515PPPIPPPPPQB1I3NNBKIIR6R. Notice that the 
deployment for both sides is identical. Forbes(A History 
a/Chess - 1860) merely echoes Cox. 

Or Adolphus Bastian, reported in The Chess Players 
Magazine (1863), is the first writer to give the modem 
pawn structure (staggered 4/4) but states that the pawn 
captures straight ahead (as in shogi), the queen moves as 
our bishop and the bishop moves one square diagonally 
but leaps to capture. He gives the favoured opening 
position of the leading players as 
r6r/lkb2n2/1bnqpppp/pppp41 4PPPQ/PPPPPN2/6RR 
(Notice that Red has replaced a pawn with the queen.) 

Next, Larousse (1870) confuses the pieces, when we 
come to the controversial Edward Falkener whose 
description of the game Murray described as 'worthless'. 
Falkener gives two versions of sittuyin in the book 
quoted above. In both he reverts to Cox's 5/3 pawn line 
and repeats Cox's statement that bishops can only 
capture diagonally. In the first version he gives the 
scores of two worthless games. In one, Red is a piece 
and two pawns up after seven moves whilst in the other 
Black leaves a knight en prise on move 5. In the second 
velsioll, pawns-carrpromote to rooks (perhaps someone's 
attempt to introduce orthochess rules?). 'A game of his 
own invention' is the dismissive observation of Murray 
and certainly there is no record of this game anywhere 
else. 

Now to Sir George Scott (Shway Yoe) who has a 
chapter on chess in his book The Burman: his life and 
notions (1896). He has the 4/4 pawn line but with the 
queen moving diagonally in advance only and also 
straight back one square. He further states that a pawn 
cannot promote on the diagonal but must move to one of 
the adjacent squares to do so. He quotes the favoured 
opening of the Rangoon players as that of Cox (above) 
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almost a century earlier, with the exception of the pawn 
lines. Scott observes that the Burmese would be more 
likely to have got their game from the Mongols rather 
than the Hindus, which seems a little unlikely. He goes 
on to say that sittuyin is far superior to both the Indian 
and the Persian game lining up with Cox against The 
Chess Players Magazine who, following Bastian, 
dismissed Burmese chess as 'centuries behind the Indian 
game'. Scott adds that there is always heavy betting and 
'when a famous player comes over from Moulmein to 
measure strength with the Rangoon cracks, the 
excitement is wonderful, and often furnishes occasion 
for free fights'. 

The new century sees a degree of conformity. Enter 
Max and Bertha Ferrars (Burma - 1900) who observe 
that sittuyin was 'probably introduced from China in 
ancient times'. Their description of the game generally 
matches that of the Guide but with an eccentric starting 
position. Murray's description (A History of Chess -
1913) also conforms closely with the Guide. With regard 
to starting positions, he remarks, no doubt with 
prescience, that 'previous observers have recorded the 
favourite arrangements of their native informers'. The 
Chess Amateur (April 1920), quotes a correspondent in 
The Times resident in Rangoon, who muddies the water 
with a bastard game in which the players place their 16 
men anywhere within their own half of the board and the 
queen, rook and bishop move as in the international 
game but capture only on an adjacent square(!). The 
pawns are orthodox Burmese, promoting (to what?) on 
the diagonal lines. 

Bell (Board & Table Games 11 - 1969) goes with the 
Guide but says that the players place their major pieces 
on the board alternately, an old practice. 

Berloquin (Le Livre des Jeux - 1970) is a disaster. He 
has the old 5/3 pawn line, allows the bishop to move (but 
not to capture) one square in either direction on the file, 
and pawn promotion regardless as to whether or not the 
queen is still on the board and quotes the 1846 favoured 
starting position of Cox! Perversely, the Italian games 
magazine Pergioco devotes two pages in 1981 to 
Falkener's flawed account including one of his abysmal 
game scores. 

In summary, Burmese chess has always suffered 
from a lack of codified rules and the national 
organization essential for their acceptance. A 
praiseworthy attempt in the 1920s to overcome these 
disabilities is advanced by the author of the Guide: 'We 
should try to bring about a definitive set of rules which 
embraces all the rules from all parts of Burma'. An 
admirable aim, but the clock stood at ten minutes to 
midnight and to-day the game has ceased to be a national 
pastime. 

An old Burma hand, 54 years in the country, in an 
interview at the Burmese Embassy, London, in 1990 
stated that the game had died out in the cities and the 
south but was still seen in the coffee-shops of Bhamo 
and Katha where 'it is played by old men with 
vehemence and always with argument' . 

CASTLES IN THE All 
byJedStone 

The year is well on and it's about time we had an up date 
on the state of the chess competitions. I have calibrated the 
new positions in the Alice and Hostage Ladder leagues 
from the results that I have received. A couple of lucky 
wins at Alice have shot me to the top of the Alice Ladder 
(an honour that won't last long I'm afraid) and John Leslie 
has taken the place of Paul Yearout on top of the Hostage 
Ladder. 

Both the Hostage and the Alice Tournaments were knock 
out ones. Players needed three wins to go through to the 
next round Two players have been knocked out of the 
Alice one and Dale Sullins and Ivan Dirmeik are through to 
the next round The final match in the series will decide if 
it's to be a three way or a two man second round In the 
Hostage KO Peter Coast is through to round two with a 
perfect score. Reports from the remaining matches indicate 
that it is likely that Paul Yearout will be the only other 
player to join him in round 2. 

In the other matches, the Courier chess competition has 
been drawn to a successful conclusion. Paul Byway beat 
both Roy Talbot and Robert Reynolds while Roy beat 
Robert in their match. Paul is thus the overall winner. There 
is a strong possibility of the competition being repeated so 
if anyone would like to join in please let me know as soon 
as possible. The games in the Hexagonal Tourney are still 
on going. 

A new Progressive Tournament started in early in 
September. The players involved are Colin Muskett, Allan 
Brown, Paul Byway, David Pritchard and myself. It's 
bound to be a pretty quick and slick affair if the last one 
was anything to go by so the book will probably be open 
for another one in the new year but you can get your name 
down now if you like. Two Move chess and Avalanche 
chess were on offer last time but there were not sufficient 
interest to make it worth while setting up a tourney of any 
sort in either one. I do know of several friendly - off the 
record - games that are in progress so it may be a good time 
to implement the idea of a Challenge Ladder that was put 
forward a while ago. 

The Challenge Ladder works the same way as the Hostage 
and Alice ones do. Players start with a thousand points and 
move up and down as they win or lose matches. The 
difference is that the play is not confined to a particular 
variant. Players challenge each other to a game of a 
particular variant either directly or through 'The Castle'. 
The game is logged with me and given a ref number. When 
the match is completed send me the result with a score 
sheet and I'll make the necessary adjustments on the Ladder 
and publish the result in the next issue of 'The Castle'. The 
only real requirements are that both players are registered 
on the 'Challenge Ladder' and the game is not part of an 
on-going competition. 
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As to future competitions I shall open a book on XiangQi 
(Chinese Chess). No particular competition in mind but I 
will look to setting one up if there is enough interest shown. 
If you are interested let me know. Any ideas for future 
tournaments are always welcome. Till next time ... 

Alice Knockout Tournament 

Player G W D L ? 

Paul Yearout 5 4 0 0 1 (Through) 
Dale Sullins 5 2 0 3 (Out) 
Ivan Dirmeik 5 4 0 0 1 (Through) 
Peter Coast 5 2 0 2 1 
Allan Brown 5 1 0 3 1 
Mike Nowicki 5 0 0 5 (Out) 

Results 

T3/1 P. Coast v M Nowick:i (1-0) TJ/2 P. Coast v 1. 
Dirmeik (0-1) T3/3 P. Coast v P. Yearout (0-1) T3/4 M. 
Nowicki v A Brown (0-1) T3/S M. Nowick:i v D. Sullins 
(0-1) T3/6 A Brown v P. Coast (?) T3n A Brown v 1. 
Dirmeik (0-1) T318 A Brown v P. Yearout (0-1) T319 1. 
Dirmeik v M. Nowick:i (1-0) T3/10 1. Dirmeik vD. Sullins 
(1-0) T3/ll D. Sullins v P. Coast (0-1) T3/12 D. Sullins v 
A Brown (1-0) TJ/13 D. Sullins v P. Yearout (0-1) T3/14 
P. Yearout v MNowick:i (1-0) T3/lS P. Yearout v 1. 
Dirmeik (?) 

Hostage Knockout Tournament 

Player G W D L ? 

Peter Coast 4 4 0 0 (Through) 
John Leslie 4 2 0 1 1 
Paul Yearout 4 1 0 1 2 
Allan Brown 4 1 0 2 1 (Out) 
Mike Nowicki 4 0 0 4 (Out) 

Results 

T411 P Coast v A. Brown (1-0) T4/2 P. Coast v J. Leslie 
(1-0) T4/3 A Brown v M. Nowicki (1-0) T4/4 A Brown 
v P. Yearout (?) T4/S M. Nowick:i v P.Coast (0-1) T4/6 M. 
Nowicki v J. Leslie (0-1) T4n J. Leslie v A Brown (1-0) 
T4/8 J. Leslie v P. Yearout (?) T4/9 P. Yearout v P. Coast 
(0-1) T4/10 P.Yearout v M Nowick:i (1-0) 

Alice Ladder 

Player Rating G W D L 

Jed Stone 1083 3 2 0 1 
Paul Yearout 1036 3 2 0 1 
Ivan Dirmeik 1001 2 1 0 1 
Mike Nowicki 1000 0 0 0 0 
Dale Sullins 1000 0 0 0 0 
Allan Brown 956 1 0 0 1 
G Davis (inactive) 953 1 0 0 1 

Results 

Al J. Stone v G. Davis (1-0) A2 J. Stone v P. Yearout (0-
1) A3 P. Yearout v J. Stone (0-1) A4 I Dirmeik v A 
Brown (1-0) AS 1. Dirmeik v P. Yearout (0-1) A6 1. 
Dirmeikv J. Stone (?) A7 J. Stone v P. Yearout (?) A8 M. 
Nowick:i v Dale Sullins (?) A9 1. Dirmeik v P. Coast (?) 
AIO D.Sullins v 1.Dinneik(?) All I.Dirmeik v P.Yearout (?) 

Hostage Ladder 

Player Rating G W D L 

John Leslie 1094 5 5 0 0 
Paul Yearout 1085 5 4 0 1 
Allan Brown 1013 2 1 0 1 
Peter Coast 1000 0 0 0 0 
Ivan Dirmeik 940 2 1 0 1 
Jed Stone 883 3 0 0 3 

Results 

HI P Yearout v J. Stone (1-0) H2 J. Stone v P. Yearout (0-
1) H3 P. Yearout v P Coast (?) H4 J. Stone v I Dirmeik (?) 
H5 J. Leslie v J Stone (1-0) H6 J. Leslie v P Yearout (1-0) 
H7 P. Yearout v J Leslie (1-0) H8 I Dirmeik v P. Yearout 
(1-0) H9 A Brown v J. Leslie (0-1) HIO 1. Dirmeik v A 
Brown (0-1) Hll 1. Dirmeikv P. Coast (?) H121. Dirmeik 
v J. Leslie (0-1) H13 J. Leslie v P. Yearout (?) H14 J. 
Stone v J. Leslie (?) HIS J. Stone v P. Yearout (?) H161. 
Dirmeikv P. Yearout (?) Ht7 M Nowicki v D. Sullins (?) 
H18 P. Coast v P. Yearout (?) 

PS Fred Galvin points out that a move (b4) is missing 
from series 5 in the game Brown - Stone (T2/S) in VC42 

TIE-TI-TIE CNESS 

by David Pritchard 

This game, based loosely on Burmese Chess, was invented by 
Peter Aronson and published on the Chess Variant plges of the 
Internet. Board 8x8 uncoloured; each side has 1 x King, 
General; 2 x Chariot, Elephant, Horse; S x Pawn. The king and 
horse (knight) are orthodoX; the general moves up to 2 squares 
in any direction; chariot as rook but maximum 4 squares; the 
elephant one square diagonally or straight forward (as 
Burmese elephant). Pawns are a little more complex. No 
double move or e.p., but a blocked plwn may leap, without 
capturing, over the blocking man (either colour) to vacant 
square immediately beyond Pawns promote on end rank to 
any piece previously captured but the actual promotion counts 
as a (static) move (so move to end rank and next or subsequent 
turn, promote). Pawns are placed on the board initially as in 
Burmese chess (a3-d3/e4-h4 facing a5-d5/e6-h6), when Black 
starts by placing any two pieces on any empty squares behind 
his plwns. White then places four pieces followed in order by 
Black 4, White 4 and Black 2. Now each player, starting with 
White, may interchange any two of his men This is repeated 
three times, when play starts. Aim is checkmate as usual. 
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VAIIAII' "DDF GAMES 

by Peter Fayers 

Welcome to a new (hopefully regular) 
column where I will be presenting a 
selection of Proof Games. I hope to 
entice readers into trying these 
problems, and will initially give 
copious hints to get you started. 

I usually introduce players to the 
world of problems by playing a quick 
game 1 e4 e6; 2 Bc4 c6; 3 Bxe6 dxe6 
to reach position 1. I then relate how I 
had come across this position in a 
junior game, and commented on the 
blunder, losing a Bishop after only 
three moves. "No, four moves" came 
the reply, "we've played four moves 
each". What were the four moves? 

1 - Tibor Orban 
Commend, Die Schwalbe, 1976 

After Black's fourth. Game score? 

Players see immediately that White 
can lose a tempo easily, by playing e2-
e3-e4, but then spend fruitless hours 
trying to see how Black loses one, 
before giving up. This is where 
problemists come in - they look at the 
position, and work backwards, rather 
than thinking about the game working 
forwards. Let's try. 

Black Pawns c6 and e6 have 
moved once each, so Black has made 
two other moves. These two moves 
must have been with the same piece, 
either by the Pawn that was captured, 
or by one of the back-rank pieces. The 
missing Black Pawn was captured by 
the Bishop from fl, so the Bishop was 
not captured by the missing Pawn. 
After a bit of trial-and-error you will 
realise that the missing Pawn was 
captured at home, and this must have 
been on the light square d7. Hence 
neither c6 nor e6 have captured, and 
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the Bishop was captured by a back
rank unit. Take it from there ..... 

The joy of this problem is that, 
whereas the game to the diagram in 
three moves has alternatives (Black 
could have started 1 c6), the solution 
in four moves is unique; no 
transposition of moves will work This 
is what we call a "proof' game. 

With chess variants, of course, 
we can get some to some very 
intriguing positions. Here is one by 
our esteemed secretary. 

2 - John Beasley 
British Chess Magazine, 1992 

After Black's fourth. Game score? 
Optional Replacement Chess 

In Optional Replacement Chess, a 
player making the capture has the 
option of replacing the captured piece 
anywhere on the board (pawns must 
be on ranks 2 - 7). So how did we get 
to this position in four moves on each 
side? Where do you start? - At the end, 
of course! 

Black's last move must have 
been with one of his Knights. Did it 
involve a capture? If not, then White's 
last move must have been with a 
Knight, which must have moved 
previously to get out. We have only 
got four moves for White, so this isn't 
going to work 

So, Black's last move was 
probably a capture, but not of a Pawn 
(it was on the eighth rank). We have 
very little time to organise the White 
force, so a reasonable hypothesis is 
that the Queen has moved out, the 
King has moved over, and the Queen 
has just been replaced on el after 
capture by a Knight. 

So a White Pawn has moved to 
let the Queen out, and this Pawn has 
also been captured and replaced. Over 
to you ..... 
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Elsewhere in this issue is an 
article on losing chess, which can 
provide some very tricky proof game 
analysis. 

3 - Marco Bonavoglia 
feenschach 1988 

After White's seventh. Game score? 
Losing Chess 

For example, in 3, how did the Pawns 
d5 and f4 get past the Pawn e5 - why 
weren't they captured? The only 
answer is that, at the time the captures 
were possible, White had multiple 
captures available, and took one of the 
missing Black units. 

What White piece did the 
capturing? The Knights haven't had 
time to get out and back, the Queen 
would have been forced to keep on 
capturing, so everything points to Bfl 
as the unit that did the damage. Which 
means the Rh8 has moved to a light 
square, probably h7, so now we know 
all six of Black's moves. Note, too, 
that the White Bishop could get home 
from h7 without ever attacking another 
unit. Getting the idea now? 

Although Proof Game problems 
in orthodox chess have been around 
for a while, and are a regular feature of 
problem magazines the world over, 
those in chess variants are quite rare -
to my knowledge, fewer than two 
hundred have been published; this is 
still fertile ground for problemists. I 
will welcome comments and 
suggestions of games to present here -
even originals, if you like, but there 
will be no tourneys, nor awards. Also 
let me know if you find the hints 
helpful, too revealing, or just 
downright confusing! 

The solution to problem 1 is on 
page 48; the other solutions will be in 
the next issue. 
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RECENT ADVANCES 
IN MAliC 

KNIINT'S TDURS 
by George Jelliss 

Editorial introduction. Readers who have come to Variant 
Chess through Chessics and The Games and Puzzles 
Journal (now an internet journal) will know of George 's 
enthusiasm for knight's tours. The main vehicle for 
recording research in this field is now his Knight's Tour 
Notes website. Having heard of significant new 
developments, we have asked him to give us a summary. 

A 'magic rectangle' is an arrangement of the numbers 1, 2, 
... , mn in m ranks and n files in such a way that the ranks all 
add to the same sum (nA) and the files all add to the same 
sum (mA) where A is the average value (mn + 1)/2 of the 
numbers. For these sums to be whole numbers it follows 
that m and n must both be odd or both even. 

In the case of a 'magic square' (m = n) the rank and file 
sums are the same and the extra requirement is often added 
that the two diagonals also add to the magic constant. The 
simplest diagonal magic square, the 3 by 3, was known in 
China possibly as long ago as 2000 BC. The earliest 
knight's tours date from around 850 AD. The idea that it 
might be possible to combine these two feats was suggested 
in 1759 when the mathematician Leonhard Eu1er 
constructed a 5 by 5 knight's tour in which the four lines 
through the centre (but not the other ranks and files) add to 
the constant. 

Around 1825 the key to combining the two feats on the 
chessboard was found in the form of the 'squares and 
diamonds' method. In this the knight's paths through each 4 
by 4 quarter of the board form either a square or a diamond 
shape, having one entry in each rank and file. The first 
magic knight's tour, found by William Beverley in 1848, 
also used a third (zigzag) type of path with the same 
property. Magic tours that use only these three types of path 
are now termed 'regular'. 

In 1986, in a special issue of Chessics, I published a 
complete catalogue of all known magic knight's tours. This 
led Tom Marlow to apply computer methods to the 
problem, resulting in a complete enumeration of all the 78 
magic tours of regular type. He found five new tours that 
were published in The Problemist in 1988. This left only 
'irregular' tours to be found At that time 23 were known. 
Incidentally, none of these tours was diagonally magic, 
although diagonally magic tours had been found on 16 by 
16 and larger boards. 

No new 8 by 8 magic tours were discovered until 
January 2003 when Tim Roberts (Australia) devised a 
computer program that found two. Following that GOnther 
Stertenbrink (Germany) proposed a scheme for a 
comprehensive search using distributed programming, 
splitting the problem up into 136 parts according to the 
possible pairs of end-cells of the tours. Jean-Charles 
Meyrignac (France) wrote the program, and a number of 

computer users applied it. Most of this work was done by 
Hugues Mackay (Canada). This project generated all the 
known tours and five new ones. So we can now say with 
confidence that all magic knight's tours on the chessboard 
are known, and can confirm, what has long been suspected, 
that a diagonally magic tour on this board is impossible. 
Numerical diagrams of the seven new tours are appended. 
They are shown in order of discovery. 

Independently of this work Awani Kumar (India), 
inspired by the 12x 12 magic tour constructed by the Rajah 
of Mysore some time between 1852 and 1868, and by the 
work ofT. H. Willcocks who some years ago found 12xl2 
tours with one diagonal magic, solved the long outstanding 
problem of making a tour on this board with both diagonals 
magic. In fact he found four solutions, published in April 
this year. We show the most complex one of these four. 

During the same period the author has also made some 
progress in this field by devising a proof that magic 
knight's tours on rectangles 4m + 2 by 4n + 2 are 
impossible. A stronger result can probably be proved, 
namely that magic knight's tours on rectangular boards are 
only possible when the sides are 4m by 4n (with m and n 
greater than 1), but the final step in the proof eludes me. 
Perhaps a reader can see the trick that will complete the 
proof: or alternatively come up with a counter-example (i.e. 
a magic tour on a board 4m by 4n + 2). 

The above theorem shows, in particular, that no magic 
knight's tours are possible on the lOxlO board However 
interesting results are still possible. Tom Marlow was able 
to find a unique 10xlO tour with quaternary symmetry that 
is semi-magic (i.e. adds to the magic constant in the ranks 
but not the files). In the case of this tour especially you 
should get some squared paper and draw a diagram of the 
knight's moves. If you also colour in the cells occupied by 
numbers of the form 4n +2 or 4n + 3 you will find there is 
an even number in every rank (this is a requirement for 
these lines to be magic) and five in every file (which is why 
the files are not magic) though their sums do have a certain 
regularity . 

All the above workers were brought into communication 
through the Knight's Tour Notes website maintained by the 
author. Much of this work might not have been done 
without the internet which is able to bring together widely 
separated people of similar interests, and to make otherwise 
obscure knowledge more widely accessible. 

In showing the tours here I have followed a slightly 
different rule from usual, namely orienting the tours with 
the smallest ODD corner at the top left. The codes 0 li, 14e, 
oOn etc are the names given to the tours in my catalogue. 
The tours with the 00 prefix have the extra property that 
they remain magic when numbered from a different origin 
by a cyclic shift of the numbers along the knight's path. 
The shift must be a mu1tiple of 8; in 00n and 000 the shift is 
16 or 48. 

The catalogue of 8 by 8 magic knight's tours can 
be found on the Knight's Tour Notes website. It consists of 
an introductory page and three pages showing the tours in 
arithmetical and geometrical forms. There are also pages on 
the history and methods of construction, as well as much 
else on other aspects of tours - and not only by knights! 
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Oli (Roberts) 

31 
34 
47 
20 
53 
22 
49 

46 33 
19 30 
32 13 
35 52 
48 21 

18 43 
45 12 
36 63 
29 14 

62 11 16 
17 42 61 
44 15 10 

4 

3 56 
54 5 
23 50 

2 37 
51 28 
24 57 
55 6 

9 60 41 
64 27 8 

1 40 59 
38 7 26 
25 58 39 

14e (Roberts) 

3 22 49 56 5 20 47 58 
50 55 4 21 48 57 6 19 
23 2 53 44 25 8 59 46 
54 51 24 1 60 45 18 7 
15 36 43 52 17 26 9 62 
42 39 16 33 12 61 30 27 
35 14 37 40 29 32 63 10 
38 41 34 13 64 11 28 31 

OOn (Mackay, Meyrignac & Stertenbrink) 

11 46 51 40 9 38 31 34 
52 41 10 45 32 35 8 37 
47 12 43 50 39 6 33 30 
42 53 48 1 44 29 36 7 
55 20 13 28 49 64 5 26 
14 17 54 23 2 27 60 63 
21 56 19 16 61 58 25 4 
18 15 22 57 24 3 62 59 

000 (Mackay, Meyrignac & Stertenbrink) 

11 14 51 40 
52 41 10 13 
15 12 43 50 
42 53 16 1 
55 20 45 28 
46 17 54 23 
21 56 19 48 
18 47 22 57 

9 38 63 
64 35 8 
39 6 33 
44 61 36 
49 32 5 

2 27 60 
29 58 25 
24 3 30 

34 
37 
62 

7 
26 
31 

4 
59 

14f (Mackay, Meyrignac & Stertenbrink) 

7 24 41 58 19 10 
42 57 8 23 62 39 

63 38 
18 11 

25 6 59 40 9 20 37 64 
56 43 22 1 48 61 12 17 

5 26 47 60 21 16 49 36 
44 55 2 29 34 51 32 13 
27 4 53 46 15 30 35 5~ 

54 45 28 3 52 33 14 31 

27t (Mackay, Meyrignac & Stertenbrink) 

1 
48 
31 
50 
11 
38 
63 
18 

30 
51 
12 
37 
62 
19 
10 
39 

47 52 3 28 
2 29 46 53 

49 14 21 34 
32 35 60 15 
13 20 33 22 
36 61 16 59 
17 40 23 8 
64 9 58 41 

45 54 
4 27 

55 44 
26 5 
43 56 

6 25 
57 42 
24 7 

07a (Mackay, Meyrignac & Stertenbrink) 

27 30 39 16 59 64 
38 17 26 29 12 15 
31 28 19 40 61 58 
18 37 32 25 20 9 
47 24 41 36 45 56 
42 33 46 21 4 7 
23 48 35 44 53 50 
34 43 22 49 6 1 

11 14 
60 63 
13 10 
62 57 

3 8 
52 55 

5 2 
54 51 

10xl0 semi-magic quaternary (Marlow) 

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

12x12 diagonally magic (Kumar) 

1 70 107 112 5 66 103 116 9 64 99 118 

108 111 2 69 104 115 6 65 100 117 10 63 

71 106 109 4 113 102 67 8 61 98 119 12 
110 3 72 105 68 7 114 101 120 11 62 97 

73 142 35 40 77 140 17 60 93 122 13 58 

36 39 74 141 32 41 92 121 16 59 96 123 

143 34 37 76 139 78 51 18 129 94 57 14 

38 75 144 33 42 31 130 91 52 15 124 95 

81 l~o ~ ~~ 79 138 19 5U gg 128 21 56 

28 45 80 137 30 43 90 131 20. 53 88 125 

135 82 47 26 133 84 49 24 127 86 55 22 

46 27 134 83 48 25 132 85 54 23 126 87 

References to ~ebsites: 

The Games and Puzzles Journal: 
littp:ffwww.gpj.connectfree.co.uk (issues 25 ~d 26). 

Knight's Tour Notes: . 
bttp:/Iwww.ktn.freeuk.com (magic tours section). 
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VARIAIIT CHESS 
7-7 'EAPEI AWARD 

by Ronald Turnbull 

You might have expected that a 
Tourney with only 4 entries and just a 
single honoured problem would be 
fairly quick and easy to judge. In 
Variant Problemism, however, nothing 
is simple. To start with, Chloe the 
Program strongly suspected that single 
awardee of unsoundness. But would it 
be correct to reject the problem on the 
say-so of an Abstract Entity? Happily, 
an extra pawn satisfied Chloe as well 
as ourselves. 

NoamELKIES 
Prize, Variant Chess Theme Ty 2003 

Pawns may promote to any of the 35 
Leapers from (0,1) through (7,7) in 

addition to the usual QRBN. 
White to move and win 

Brief summary: 
l.ba=Q? alQ! 2.QxQ stalemates. So 
only a leaper will prevent Black's 
promotion 
I.ba=02+? Kb7 2.Bxh2 Kxa81eads to 
a book draw with a rook's pawn and 
the wrong Bishop. 
I.ba=16 alQ? 2.16g7+ gives a 
winning fork, while l....hl=63+? 
2.Kb3 traps the 6-3 Leaper. However, 
Black's l...hl=16! leaves the two 
Leapers mutually trapped in what's 
essentially the same old draw. 
So finally we turn to the least useful 
Leaper: I.ba=77! Kb7 2.77hI! Kxc7 -
and the 77's control of a8 turns out to 
be just enough to let White promote 
eventually, though only by way of 
careful K-play and no fewer than 4 
positions of mutual Zugzwang. 
(Though without the added wP on a4, 
it turned out to be just not enough.) 
Full analysis by the composer. 
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Clearly White must begin 1 
b7:a8=something. Let's dispose of the 
orthodox promotions first: 1. 
ba8=Q(B)? hlQ 2. Q(B):hl stalemate, 
or 2. Qc8+ Qb7+ 3. Q:b7+ K:b7 and a 
theoretical draw as White can win the 
remaining Black pawn but cannot 
foree promotion of a Rook pawn with 
a Bishop that does not control the 
promotion square. The same draw 
saves Black after 2. Qd8 Qb7+, while 
2. Qc8+ Qb7+ 3. K-any Q:c7+ forces 
4. Q:c7, stalemate. 

So, we must promote to a Leaper of 
some kind and still deal with 1.. .hI Q. 
1. ba8=(0,2)+? gains a tempo with 
check, but after Kb7 2. B:h2 K:a8 
we're back to the theoretical draw. 1. 
ba8=(1,6)!? is a thematic try: hIQ 2. 
16g7+ Kb7 3. 16:hl K:c7 leaves a 
White win (the 1,6 Leaper can assist in 
the capture of the Black a-pawn and 
then control the promotion square}; 
and even I...Kb7!? 2. 16b2(g7)! -K:c7 
3. Kb5 wins much as we'll see in the 
solution. Nor does l...hl=(6,3)+?! 
refute, sinee 2. Kb3 lets White trap the 
(6,3) and hold on to his crucial (6,1), 
e.g. 2 ... Kb7 3. a8-b2 (also a8-g7) and 
now K:c7 4. b2(g7):hl efc., or 3 ... hI
e7 4. Bd8 eT-bI 5. KcZ- Kc~r 6. ffg5" 
and the (6,3) Leaper is lost for 
nothing. The right defense to 1. 
ba8=(1,6)!? is l...hl=(1,6)! which 
traps White's new Leaper, leaving 
White nothing better than 2. Be5 Kb7 
3. 16b2(g7) 16:16 4. B:I6 and we're 
back to the theoretical draw. 

The key is 1. b:a8=(7,7)!! Kb7 2. 
77hI! (and not B:h2? K:a8; White 
would rather have the weakest Leaper 
for Black's h-pawn than a Bishop for 
nothing) K:c7, and now White will 
exploit Zugzwang and the Leaper's 
control of a8 to win Black's pawn and 
force his own a-pawn through to 
Queen: 3. Ka5! (threat 4. Ka6 Kb8 5. 
a5) Kb7 4. Kb5! (mutual Zugwzang) 
a6+ 5. Kc5 (so is this) Kc7 6. a5 (and 
again) KbT T. Kd6 Kb8 (or Ka7 8. 
Kc6!, avoiding 8.Kc7T staremateJ 8: 
Kc6 KaT9. a4!(the fiDafanaaecisive 
mutual Zugzwang) and wins. 

If Black tries to counterattack with 
3 ... Kd6 4. Ka6 Ke5 (with the extra a
pawn White has nothing to fear from 
4 ... Kc5) 5. K:a7 Ke4 6. Kb6 Kf3 7. a5 
Kg2, White wins by playing 9.77a8, 
advancing the pawn to a7, and then 
either playing 12.77hI K:hI 13.a8Q+ 
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(which is a simple win with the a3-
pawn in reserve) or sending the King 
to g3 (Black cannot stop this, sinee his 
King must oscillate between gl and g2 
to stop 77hI anda8Q). 

Moves other than 3. Ka5 only 
draw, e.g., 3. Kb5? Kb7 4. a5 a6+ 5. 
Kc5 Kc7 and White must play his last 
tempo move a4 too soon, or 3. Kc5? 
Kb8! etc. counterattack. 

In awarding the Prize, our judge C C 
Frankiss comments: "Although rather 
artificial, this study does take the 7-7 
Leaper into a field which, frankly, I 
didn't expect it to go." 

A problem can lack the particular 
qualities required for an award while 
still being interesting and entertaining. 
Such to my mind is Dr Lytton's A in 
Wenigsteiner (4 men only). The two 
Leapers are neutral (can be moved or 
captured by either side): aI is the 7-7 
while d8 is a root-50, which can leap 
either 5-5 or 7-1. Ciree applies, with a 
Leaper captured by Black/Wbite 
reborn on the same file and I-rank/8-
rank promotion squares - fairy pieces 
such as long Leapers are deemed to 
have arisen by promotion. 
Additionally in this problem, check is 
forbidden except in the case of mate. 

Check from a neutral can usually be 
averted by the victim's simply moving 
the checker away. Here White will 
mate by capturing the 7-7; which, 
reborn on aI, gives check to h8 and 
cannot be moved away by Black. 

A-CCLYTTON 

Neutral root-50 Leaper d8, 
neutral 7-7 Leaper al 

Ciree, Checkless, Helpmate in 6 

1.77h8 Kxb8(77hl) 2.RFeI Kg8 
3.RFfS Kxf8(RFfl) 4.Kh7 77a8 5.KhS 
RFa6 6.RFh7 RFxa8(77aI) mate. 
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The other reason for the slow award 2 ... 17114. Continuing, 3.17a3 17a5 
was the wealth of material I and the 
judge Charles Frankiss were D - C C Frankiss 
uncovering with Leapers shorter (but 
longer in consequenees) than the 7-7. 

B - C Frankiss, R Turnbull 

I-Tfeapers b8, h7,hT, bl 
6-7Leaper as-

Strict Ciree; selfmate in 10 

7-0 Leapers a2, h2: selfmate in 9 4.17114 17116 5.17a5 17a7 6.17116 
17xhS(wQdl) 7.17a7 17g1 S.1711S 

In B, fairly straightforward use is (and agtlin, h8 is occupied so that 
made of the 7-0 Leaper. Here the usual S ... 17xhS forbidden) 17fS 9.17g1 (and 
convention applies: promotions may 17xg11eads to rebirth on gS, with self
be made to QRBN, and to any Leaper check) 17el 10.17fS 17d8 mate. (I 
present in the diagram but no other. hoped to start this one move earlier, 
The solution requires no great leap of with l.g7-gS=71 71a1-h2, but this led 
the imagination and, in the event, only to cooks with Black mating on bS.) 
one leap by a Leaper: l.hS=07+ Kg1 
2.g8=07+ Kf1 ... 7.b8=07+ Kal E - C C Frankiss 
S.07111+ Qxh1 9.aS=07+ QxaS. The 
slightly more subtle C has its solution 
at the end 

c -C C Frankiss 

3-7 Leaper dl: selfmate in 7 

In Strict Ciree, a capture is only legal 
if the appropriate rebirth square is 
vacant (so no unit ever leaves the 
board). In D this condition is used to 
herd the black 1-7 round the edges like 
that mythic creature of physics the 
perfectly elastic billard ball. 

1.17a1 - and Black can't capture as 
the rebirth square as is occupied, so 
l...17a3. Now 2.17h2 and again the 
rebirth square hS is occupied, so 

1-7 Leapers gS, gl 
Helpdoublestalemate in 12; Sentinels 

In Sentinels, a piece (not pawn) that 
moves (not from the I-rank or 8-rank) 
leaves an own-colour pawn on the 
departure square, unless there are 
already S such on the board. Stalemate 
could be achieved in 4 moves: but the 
aim is double stalemate: Black is 
stalemated, but White, were it his 
move, would also be in stalemate. The 
solution involves matching leaps: 
using L for the Leaper as there's only 
one sort, l.LfS Lf1 2.Le1 Le8 3.Ld8 
Ld1 4.Le1 LeS 5.LbS Lb1 6.La1 LaS 
7.Lh2 Lh7 8.La3(bPh2) La6(wPh7) 
9.Lh4(bPa3 Lh5(wPa6) 10.La5(bPh4) 
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La4(wPh5) I1.Lh6(bPa5) Lh3(wPa4) 
12.La7(bPh6) La2(wPh3): 

One more for solving. It involves 
simple play but a 7-leap of the 
imagination ... F asks for helpstalemate 
in 1 - which really is fairly easy: b) 
helpstalemate in 2 exactly (so the 
solution to a) is too short) and finally 
for helpmate in 2. Promotions may be 
to any orthodox unit and any Leaper 
(not just n-7 ones). 

F - Noam Elkies 

anyleaper promotions 
a)H= 1 b)H=2 c)H#2 

Thanks to Noam Elkies and Charles 
Frankiss for helpful comments as well 
as their entertaining diagrams. 

C: 1.e8=37+ Kg1 2.d8=37+ Kf1 
3.cS=37+ Ke1 4.bS=37+ Kxd1 
5.a8=37+ Kcl 6.fS=37+ Rxf8+ 
7.gf=37+ Qxf8. Easier to solve than to 
compose: could we achieve the same 
task with anyleaper promotions? 

F: a) 1.gl=77 a7= - not hard! b) 
l.gl=75 a7 2.75b8 ab=75 - matched 
promotions to 7-5 Leaper ... c) Try 
l.g1=77 a7 2.?? a8=77 mate ... but 
Black needs another move. Play 
l.g1=OO a7 2.00g1 as=77 mate! Black 
promotes to the sole Leaper less useful 
than the 7-7 one. 
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LDS'"1 CHESS: 
WHAT " ... ? 

by John Beasley 

Here are some more ~es from the 
2001 "Unofficial Losing Chess World 
Championship". Analysis is by Stan 
Goldovski's program Giveaway 
Wizard; answers to questions are on 
page4S. 

From Round 1. White TIm 
Remmel, Black Johan Snuverink. 
I.e3 a6 2.Bxa6 Rxa6? 3.Qf3 (a 
powerful move which always comes 
into consideration once the rook in the 
far corner has gone, because Black 
cannot now play ... bS/b6 offering it) 
3 ••. Rxa2 4.Rxa2: 

White threatens S.Qxb7 giving Black a 
rampant bishop and the natural counter 
is 4 ... c6, but what would have 
happened had Black played 4 ... b6/bS? 

In the game, Black did indeed play 
4 ... c6, but it was to no avail. White 
continued S.Qxc6, when S ... dxc6 gives 
Black a rampant bishop and S ... bxc6 
allows a win similar to that after 
4 ... b6. Nor was Black's actual 
S ••• Nxc6 any better: 6.b4 Nxb4 7.Ra4 
Nxc2 S.e4 and he resigned. 

All this amounts to a proof that l.e3 
a6 2.Bxa6 Rxa6 is a losing line, and 
that 2 ... bxa6 is necessary. 

White Jaap Kamminga, 
Black Fridrik Sandstrom. 1.e3 e6 
2.Be2 BaJ 3.NxaJ hS 4.BxhS RIbS 
S.QxhS b6 6.Qxf1 Kxf7 7.Nbl 
(White presumably feared 7 ... bS, but it 
doesn't seem immediately disastrous 
and yielding space like this can hardly 
be good) 7 ••• g6 S.g4 Ne7 9.b3 Kg7 
10.Ke2 Ng811.gS Qxg512.Kf1 Qxgl 
13.Kxgl (13.Rxgl loses ofthand) 
13 ••• Ba6 (Black seizes the chance to 
get rid of his second bishop) 14.d3 
Bxd31S.cxd3 dS16.Nd2 Nd7 
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17.e4? dxe4 IS.dxe4: 

We seem set for a long game, but in 
fact there was only one more move. 

From Round 2. White Fridrik 
Sandstrom, Black TIm Remmel. l.c4 
e6 2.cS BxcS 3.b3 BDl 4.Kxfl Qb4 
S.g3 Qxh2 6.RIb2 KdS 7.RIb7 RIb7 
8.Nh3 RIb3 9.Bxh3 cS 10.Bxe6 dxe6 
(this seems risky, but I imagine Black 
rejected 10 ... fxe6 as too cramping) 
1l.b4 cxb4 12.NaJ bxaJ 13.BxaJ 
Kc7 14.Bc5 Nc6 1S.Bxa7 Nxa7 
I6.Qb3 Ne7 17.Qxe6 fxe6 18.Rh1 
Ng6 19.Ra1 (the once automatic 
19.RbS is now seen as weakening) 
19 ••• Bd7 20.g4 and the bishop starts to 
look vulnerable: 

Amazingly, Wizard thinks it can now 
play 20 ... Ba4. There is no immediate 
win, and after say 21.Rdl Bxdl 22.e4 
Bxg4 23.Kf3 Bx:f.3 24.a4 Bxe4 2S.d3 
Bxd3 26.a5 it is Black who wins: 

But no human player is going to risk 
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lines like this, and play continued 
20 ••. bS 21.Rf1 b4 22.aJ bxaJ 23.e4 
Nf8 (Wizard reckons it can get away 
with 23 ... Nh4) 24.d4 (setting the 
bishop loose at last, but the effect is 
not what was hoped) e5 2S.dxe5 Bxg4 
26.Rd1 (surely White wins this?) 
26 ••• Bxd1 27.e6 Nxe6 (maybe not, 
2S.Kf3/e2 BxK 29.eS and again Black 
wins - the case 2S.Kf3 etc is shown): 

Put bBf3 back to dl and wPeS to e4, 
reinstate wKfl, and continue 2S.:Kfl 
Nf4 29.Kg1. Black's plan now is to 
give his eNlRIBlgP to White's king, 
making sure that he can still meet a 
king sacrifice by winning against the 
last pawn, and then to promote his a
pawn to a rook and give his remaining 
men to the pawn. White's only hope is 
to promote as quickly as possible, and 
play continued 29 ... RhS 30.e5 Rh2 
31.Kxh2 Nb3 32.Kxh3 Bg4 33.Kxg4 
g5 34.KxgS a2 3S.e6 aIR 36.e7: .. 

Black now won by 36 ••• Rbl (37.Kf6 
NhS 3S.Kf5 Rc1 39.e8N Nc3! 
40.Nxc7 NbS and White resigned) but 
(a) what would have been quicker and 
(b) why not 36 ... Kd8? 

This was one of the crucial games 
of the tournament. Black went on to 
win, White, one of the pre-toumament 
favourites, ended in the lower half; yet 
on studying the ~e I felt, perhaps 
unjustly, that Black had sailed very 
close to the wind 
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THE END IS NIGH! 
by Paul Byway 

I recently came across the following 
ending. I don't have any answers for 
you on this one - but you might fmd it 
of interest. Could White reach a draw? 

#118 Dziel- Khajrullin (1995) 

White to play (series 9) 

Play continued with 9.g5. g6. gxh7. 
h8=B. Bxg7. c4. BxaI. e3.g3 and 
Black's series 10 was illegal; but it 
was bad handwriting or some such, for 
the printed score clearly shows that he 
intended to play JO.Ne7. Nf5. Nxg3. 
Ne2. Nc3. Nxa2. NcI. Nb3. Kd7. 
Nxal+ giving #118b 

#118b 

After Black's intended series 
10 should White resign? 

White has the following possibility:
II.KbI. KxaI. Kb2. Kc3. Kd4. Kxe4. 
Kd5. Kc5. Kb5. c5. c6+. Another 
interesting line is:- II.Kc3. Kd4. Kxe4. 
Kf5. Kf6. Kxp. Kf6. Ke5. Kd5. Kd4. c5 

COM PETITION " 
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case White has but two pieces with 
which to weave a mating net at series 
9. Curiously enough the e-pawns are 
still standing head to head in all three. 

#119 Manzini - Caressa (1987) 

White wins (series 9) 

#120 Davide - Sarale (1979) 

White wins (series 9) 

#121 Viola - Figura (1988) 

White wins (series 9) 

SOLUTIONS TO 
COM PETITION 16 

#115 8.Kxc6, Nxe4, Nd2, Bxe2, 
Kd5, Ke4, Ke3, Re8 mate 

Three more positions from Italian #116 8.Bg7, Bxe5, Nc6, Nxd4, 
Progressive Chess for solving. This Rg8, Rgl, ReI, Nj3 mate 
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There was an alternative solution to 
#115 from IR and CL: 8.Kxc6. Rd8. 
Rxd4. RdI. Kc5. Kb4. Ng4. Ne3 mate. 
#116 caused difficulty. PW suggested 
the brilliant 8.b4. b3. bxc2. a5. Ra6, 
Rb6. Rxb2. cl =Q mate (?) It took me 
a few moments to realise that all is 
illusion: 9.KxcI. etc. CL offered 8.a5. 
Ra6. Rg6. RgI. ReI. Nc6. Nxe5. Nj3 
mate, overlooking 9.Kc3. etc. For 
#117 CL found a doubled Italian mate: 
8.Ke6. Kf5. Kg4 (K can also play to 
c4). Bb4. Rf8. Rxj3. Nxc6. Nd4 - but 
I've just noticed that White escapes 
with 9.KfJ. etc. DP had the right idea 
with 8.Nxc6. Nxe5. Bb4. Rc8. Rc3. 
Rd3. RxdI. ReI - but White plays 
9.NxeI. etc. 

The current scores 

IR 51, FG 49, DP 35, CL 21, RT 16, 
PW 8, JB 3, SB 2. 

PRO'RESSIVE CHESS 
TOURNAMENT 2002 

Fred Galvin brings to our attention a 
couple of missed mates from this 

. recent competition. 

T 215 Stone - Brown (2002) 

Black wins (series 8) 

T 2111 Muskett - Stone (2002) 

time there is a sort of unity: every Black wins (series 6) 
game started 1.e4 2.e5, f6 and Black #117· 8.Nxc6, BM, R/8, Rxj'3,RtI3, 
created a queen at series 8. In each Rxdl, Nxe5, ReI mate Solutions will be found on page 48 
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ANTIPIECES 
RogerSmook 

(Fhe convention in this article is that 
antipieces are rotated by 180 degrees 
and royal pieces are rotated by 90 
degrees - Ed) 

I use the prefix anti, not as in 'anti-tank 
gun', but as in 'antilogarithm'. In other 
words, an antipiece is more or less the 
inverse of its orthodox counterpart. An 
antiknight, for instance, can OOsical1y 
move to or capture upon all and only 
squares that a knight cannot move to or 
capture upon. I say 'basically', because 
the inverse relationship has to be 
qualified slightly: an antipiece cannot 
move to a square that would leave the 
friendly king (or other royal piece) 
subject to capture, nor can it move to a 
square already occupied by a friendly 
unit. These pieces are very powerful. 
Thus an antiknight can mate a royal 
orthodox queen, but it may not be 
immediately obvious just how. (A royal 
piece is checkmated if threatened with 
immediate capture and if all squares to 
which it could move are under attack). 

No. 1 
Mate in one 

Among 'inverses' of orthodox pieces, 
the antiqueen is the weakest, yet 
considerably stronger than her orthodox 
counterpart. Here's a simple but neat 
quartet in which, not only the opposing 
antiqueens, but also the (orthodox) 
kings, play a fascinating role. 

No. 2 
Mate in one 

(a) As next diagram 
(b) Move d1 to d2 in (a) 
(c) Move a1 to h1 in (b) 
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(d) Move d2 to d1 in (c) 

Matter vs. antimatter? Then surely 
also rook vs. antirook! But in this little 
quartet, it's a case of one-sided 
annihilation. The Black rook is far too 
straightforward a fellow for his 
slippery counterpart. 

No. 3 
Mate in two 

(a) As diagram 
(b) Move a5 to h5 in (a) 
(c) Move h5 to c8 in (b) 
(d) Move c8 to cl in (c) 

The next is a thematic 
transmogrification of the previous one. 
In other words, the two belong, in a 
certain sense, together. In a 
serieshelpmate Black makes a series of 
so and so many moves allowing White 
to then give immediate mate. 

No. 4 

Serieshelpmate infive 
2 solutions (Black is in check) 
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The next is a neat triplet composed' 
together with Ronald Turnbull. In 
Inverse Chess all pieces on the board 
are antipieces. This will not be easy 
unless one can picture in advance the 
piquant stalemate motif. 

No. 5 

Inverse chess 
Black moves first and helps White 

stalemate in 2 (three solutions) 
(Helpstalemate) 

Ronald makes his independent 
contribution with the next one. In my 
opinion the deep and beautiful point 
vindicates this problem against a 
possible philistine objection. 

No. 6 

Black moves first and helps White 
mate in 3 (two solutions) 

(Helpmate) 

I showed my antipieces to my jazz
musician friend Ezekiel T. 
Hornblower. (You won't believe this, 
but the middle initial stands for 
Tesseract!) Zeke loves five-minute 
variant chess because of its highly 
improvisational character and came up 
with the following game-array. 
(There's a special rule to prevent early 
exchange of AQs, but I needn't 
discuss that.). This is in many ways a 
typical Zekian inspiration; both sides 
have their front teeth out and White 
has king and queen switched. I hated 
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to disillusion him, but I had to point 
out a cute mate in two. In other words, 
Black will be 'fool's-mated' without 
enjoying the luxury of being a fool. 
Perhaps someone can help poor Zeke 
by proposing a better array. (any 
combination of orthodox men and 
antipieces allowed-and any initial 
configuration and special rules.) 

No. 7 

Mate in two 

Solutions will be found on page 48 

REVIEWS 
by David Pritchard 

Proteus 

Proteus is a new offering (August 
2001) from Steve Jackson Games Inc. 
who marketed Knightmare Chess 
(VC21) and Tile Chess (VC36). 
Knightmare Chess was the English
language edition of the hugely 
successful Tem~te sur l'Echiquier 
(the German version is sold as 
Tschach) which seems to prove there 
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the black squares of the first two rows attack) for a quick promotion from 
with pawns uppermost. knight to queen and (in defence) of 

On your turn, you must move a man 
and rotate another man one step either 
up or down. Rotation is in strict 
sequence: triangle, pawn, bishop, 
knight, rook, queen Thus you cannot 
move a triangle down or a queen up. A 
triangle has no value, a pawn is worth 
2 points, a bishop 3 points, a knight 4 
points, a rook 5 points and a queen 6 
points. Capturing as in chess. The 
game ends when one player is reduced 
to one man. The player with the most 
points (sum of captured men) is the 
winner. Pieces behave normally with 
two exceptions: a pawn has the 2-
move option on any starting square 
regardless of whether or not it has 
been previously moved; and, a novel 
rule, a queen can be 'stabbed in the 
back' by any hostile piece that moves 
to the file square immediately behind 
it. This rule has the effect of making 
the queen more vulnerable than in 
chess. There is no mention of en 
passant by the way, perhaps because 
Steve Jackson Games haven't heard of 

double rotation downwards of a 
doomed piece. 

Chess Draughts 

This game was invented by Henry 
Richter and published by John Leon 
(1883) in a 3d rule book ( 4d in 
Slovenian! I). The inventor declares 
'Draughts are worn out', adding that 
his game will 'meet with the approval 
of the great majority of competent 
judges'. 

Usual board; eight men on 
each side, a Lady, a Knight and six 
pawns. The starting position is shown. 

is some commercial mileage in small, it. 

The aim of the game is to checkmate 
the Lady (the inventor observes 'I do 
not deem it compatible with the 
dignity of a lady to entangle with any 
kind of doubtful positions'). Play is on 
the black squares only. Pawns move 
forward one square and promote to 
Knight on the end rank. The Lady 
moves one square in any direction 
(like a draughts king) whilst the 
Knight, just to make things difficult, 
moves like a bishop. Capture is by 
displacement (no leaping). cheap chess variants. 

Proteus was invented by 
Francis K. Lalumiere (who 
presumably saw the light?). What you 
get for your money (how much? I have 
no infonnation - perhaps $5?) is 16 
dice, eight each of white and black. 
The dice are identical: they display on 
their six sides a queen, rook, bishop, 
knight, pawn and a triangle with a dot 
near the apex. This last is the Steve 
Jackson logo (a pyramid with the all
seeing eye). Notice that there is no 
king. 

The dice move according to 
the piece symbol on the top face. The 
triangle is a block: it cannot move and 
cannot be captured. At the start of the 
game each player's dice are placed on 

Strategy is not obvious (at 
least, not to me) but it would appear 
that a quick rotation to queen would 
allow the piece to run amok. The 
knight is valued above the bishop 
presumably because forks are easier: a 
well placed bishop or rook rotates to 
knight. A doomed piece can be rotated 
down (for example, queen to rook) to 
deny the opponent a point. If you are 
down to two men, there is no point in 
them defending each other as the 
capture of one ends the game. 

As if all this wasn't enough, 
the rule sheet offers no less than six 
variants. The one I like best is called 
Trade-off. This allows you to forego 
your move but rotate any die two steps 
up or down - giving emphasis (in 

ISDt'TE. "rill 
from Peter Fayers 

The sliding-block puzzle to which Ken 
Whyld refers in his letter (VC42) is in 
fact by T R Dawson. The solution will 
be found on page 48 

Bolton Football Field, 1911 
"Revolver Practice" 

White mates in 21 



Page 48 

','T' 'EA IS AGO 

from John Beasley 

An e-mail out of the blue :from Eric 
Ratcliffe in Stevenage (greetin~!) reIllin<E 
me that he was one of the original subjects 
in Boyer's second book as originating 
Caterpillar Chess (Encyclopeda of Chess 
Variants pIge 42, Boyer's Nouveaux jeux 
d'echecs non orthodoxes pIgeS 86-8). I 
don't know whether it has received 
attention recently, hIt he and his mends 
used to play it some fifty years ago, and "it 
WotKs well, there are no chairs, and 
everyone moves around standing.". He 
also refers to Kidnapping Chess by H. C. 
Gamer, "who was a colleague of mine" 
(ECV plges IS8-9, Boyer plge 98), and he 
attnbJtes the invention of Capapranka 
(credited to himself in Ecv, plge 40) to 
Gamer. Ecv, quoting Chess, describes this 
as "very amusing" at IS seconds a move. 
There is more. ''You will see reference to 
the board I made with changeable 
squares. Long lost worse luck" (we know 
the feeling). This refers to Boyer plge 99, 
which describes a 16x16 board where any 
square can be turned upiide down to 
match its SlIIIUll11dings (the phrase "de 
couleur semOOble cl celle do cadre" is one I 
haven't met before, and I hope I have 
inteqreted it correctly). This enables the 
realisation of a chessboard of any size and 
shape, and "wOlb well" (as I can well 
believe). "We fowxl KriegspieI hilarious 
bJt it takes a 1jt of ~ Is it ever 
played on-line?" I suspect so, and indeed I 
have a melllOl)' of a "Kri~el umpire" 
program being }11blished as an algorithm 
in one of the academic comp.Iler jownals 
of the 1970s. And regular readers of VC 
will know that at Messigny we often play 
Kri~el Madrasi (like men pmUyse 
each other, and cannot sub;equently be 
lllOVed 1U1lil one of them is taken or 
something intenups the line of 
comnnmication) which is even more 
hilarious than ontinary Kriegspiel. The 
~ that are fashionable nowadays may 
be different in d=tail, bJt I suspect that their 
spirit is very nmch the same. Eric, thank: 
you. 

TEIN - SOLUTIONS 
from page 45 

T 2/S 8.Kd7,Nb4,f3J4,f3,:f2,fI =Q,Bg5# 
T 2111 6. Nc6, NxeS, Nxf3, Kd7, Re8, 
ReI mate. 
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LOIING CHESS SOLUTIONS 
from page 44 
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ANT,',ICES - SOLUTIONS 
from page 46 

First diagram (Remmel - No.l: l.ANc8#. 
Snuverink, what if 4 ... b6IbS). Suppose No.2: (a) l.AQh6#, (b) l.AQhl# (c) 
4 ... b6 first. Wizard plays S.Qxf7 Kxf7 l.AQal#, (d) l.AQb2#. 
6.Ra6 Nxa6 (6 ... Bxa6 gives Black a No.3: (a) l.ARgl rRal 2.ARg7#, 
rampant bishop) 7.b4 Nxb4 8.h4 Nxe2 (b) 1.ARb8 rRh8 2.ARb2#, (c) 1.ARh2 
9.e4 Nxel 10.Nh3 Nxg2 1I.f3 Nxh4 rRh8 2.ARb2#, (cl) 1. ARa7 rRal 
12.d4 Nxf3 13.Nf2! Nxd4 14.Rxa7 2.ARg7#. 
Rxa7 and the Black rook does the rest. No.4: I-S. rRh5-e5-e3-a3-a7 for 
If4 ... bS then again S.Qxf7 Kxf7 6.Ra6 AQh2, I-S.rRfS-:f2-c2-cl-gl for AQb8. 
and now 6 ... Nxa6 loses as before, but No.S: l.AQd3 AKxd3 2.AKc2 
Black can apparently risk 6 ... Bxa6 AKel=, 1.AKg3 AKx:f2 2.AKg1 AKh1=, 
since the bishop is blocked in. Not so: 1.AKg5 AKfO 2.AQh5 AKxh5=. 
7.c4 bxc4 8.b3 cxb3 and the bishop is No.6: 1.Kg3 Kg5 2.AQg4 Kg6 3.Kh5 
loose once more. Nf5. 1Kh5 Kg7 2.AQg8 Kg6 3.AQg4 

Second diagram (Kamminga - Nf5. The setting is "fonnally flawed", 
Sandstrom, after IS.dxe4). 18 ... NcS! since the two lines lead to the same 
and White resigned. Black threatens mating position The point is that the wK 
19 ... Nxb3 and 19 ... Nxe4 releasing has to get to g6, and it is possible, just, for 
White's bishop or rook, and there is no the AQ to move off that square without 
defence: 19.b4 Nxe4 20.Nxe4 gS guarding it ag;Unst ~ only, the 
21.NxgS Ne7 22.Nxe6 Kh7 and the solver must discover, if she hops over 
knight is just as dangerous, or 19.f4 him. 'Thematic unity and economy 
Nxb3 20.NxbS eS and the bishop's unexceJtionable. 
line is clear. No.7: l.AQh4+ Ke7 2.BgS#. 

Fourth diagram (Sandstrom -
Remmel, what if 20 ... Ba4 etc). 
26 ... Kb6 27.axb6 Rc8 (say) 28.bxa7 
RcS (say) and Black can organize six 
giveaways to any promoted man. 

Fifth diagram (same game, what if 
28.Kf3 Bxf3 29.eS). 29 ... Kd6 30.exd6 
Nc8 31.d7 Ra7 and either 32.dxc8K 
33.Rd7 Kxd7 34.Bh5 Kxe6 3S.Bf7 
Kxf7 36.a2 Kxg7 37.a1R & wins with 
R v K or 32.dxc8N Re7 33.Nxe7 g6 
34.Nxg6 Nf4 3S.Nxf4 BhS 36.NxhS 
a2 36.N-- alB & wins with B v N. 

Sixth diagram (same game, after 
36.e7). (a) Quickest is 36 ... Ra6. All 
promotions can now be met and a king 

'100' GAME -SOLUTION 
from page 39 

l.e4 e6 2.BbS Ke7 3.Bxd7 c6 4.Be8 Kxe8. 

"IE"OL "EI 'lA CTICE" 
SOLUTION 
from page 47 

The Black king oscillates, while White 
moves successively:- N,R,N,R,B;R,N, 
R,N,B;N,R,N,eR,K;N,K,R,K, N; RxB. 

IE",IW 

sacrifice merely postpones matters for The following appeared in the Feb. 
one move, but Black must be careful 2003 issue of Chess (Addicts Corner): 
after neutral moves such as 37.KhS: 
37 ... Kd8?? 38.exd8B! and it is White 
who wins. Instead, 37 ... NhS intending 
38 ... KdS etc, and White is helpless. (b) 
Not the apparently natural 37.exd8K, 
when Black plays 37 ... Nc8 3S.KxcS 
Ra5! and wins; 2K v R is a draw once 
the kings are in contact with each 
other and away from the edge, but 
here the rook can capture one king and 
then win against the other. Instead, 
37.exd8B! NhS (other moves lose, for 
example 37 ... Rdl 38.Bc7 RdS 
39.Bxd8 NhS 40.Bc7 etc) 38.Bc7/BaS 
and draws with K v R+N. 

Knight Court Chess 

The object is to checkmate the 
opponent's knight which is the royal 
piece. Play is normal but with one 
exception: a captured piece can be 
dropped back in the game (a la shogi!) 
on any subsequent turn by the original 
owner of the piece. White starts. (DBP) 
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Hexagonal Chess - The Seminal Game? 

The ECV gives Hexagonia (1864) as 'probably the first 
chess type game on an hexagonal board'. You won the 
game by getting your king to the central square. 

The other day I came across a beautifully preserved 
board (but no pieces) together with the rules of a game 
called Hexagonal Chess and dated 1853. The inventor 
was Thomas Hanmer Croughton. Croughton appears to 
have marketed the game himse1f, and his firm apparently 
made game boards among other th:inf;> which probably 
accounts for the fact that four boards of different quality 
are quoted. The board is composed of 61 regular hexes, 
thus five a side. The rows (ranks) are coloured alternately 
black and white with a white rank facing each player. 
There are 11 pieces a side: one GeneraL two Colone1s, two 
Captains and six infantry. The general moves like a 
queen. The colonel also moves like a queen, but two 
squares only. The captain, of junior rank but with much 
greater powers, moves like a rook along files (ie. cell 
colours alternating) or like a knight. Pawns move one cell 
forward in either direction with an initial two-cell option. 
On reaching the end rank,. a pawn promotes to what i9 
described as 'a more valuable piece' which must be 
placed on one of iIs original squares. The object is to get 
your general on the cell occupied in:itially by the rival 
general Capture by replacement but no capture can be 
made backwards. Check must be announced. The general 
when in check cannot be moved forwards. It can however 
capture any enemy piece' on a parallel line' whatever that 
means. Generals cannot face each other (since 
presumably thi9 would be mutual check). The starting 
position has the general at the centre of the first rank 
flanked by the colonels with the captains on the end cells 
and the infantry occupying the second rank. I will stick 
my neck out again and say that this i9 probably the first 
chess-type game on an hexagonal board! (DBP) 
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REVIEWS 
by David Pritchard 

Chaturanga (CD: Multisell, £19.95) 
Shogi (CD: Multisell, £19.95) 

These new CDs have plenty to offer, 
including strong game-playing 
programmes. Both diskettes contain a 
fonnidable amount of information in 
addition to the actual games, 
advertising (Multi sell offer chaturanga 
and shogi sets amongst other games
related products) and are well indexed. 
Even a PC-dunce like myself can find 
his way around (well, mostly). 

One of the most arresting features 
is the graphics. These are examples of 
oriental art that vary between the 
striking and the stunning~ I frequently 
found my eyes wandering from the 
text. The man behind both CDs (and 
Multisell) is Steve Nichols, a talented 
polymath who is a Sanskrit scholar, 
the inventor of Enochian (Rosicrucian) 
Chess, a philosopher and (he won't 
mind my saying so) a mystic. 

The Chaturanga CD allows you to 
play solo against the computer or with 
sharing-the-screen opponents. The 
programme took seven years to 
develop (true: I recall it being worked 
on at least five years ago). Incredible 
however is the claim that the game has 
30 million (sic) variants (unchecked, 
due to limited lifespan). Certainly 
several variants are on offer; the 
games being internet-playable and also 
across a local computer network. The 
disc has an 800-page multimedia 
encyclopedia which includes the bulk 
of Duncan Forbes's History of Chess 
(1860). Nichols is a disciple of Forbes 
and opposed to such heretics as 
Murray&co. 

The shogi games offer alternative 
sets: Japanese, Westernized (pieces 
carry a visual representation of their 
moves), and a weird and colourful 
design which Nichols hopes will 
induce those in the West to take up the 
game. (Frankly, I found these symbols 
totally confusing which probably 
contributed in small part to the 
computer wiping the floor with me. Of 
course, the answer is to select the 
piece designs that cause you the least 
confusion.) The software programme 
reached the Grand Final of the 
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Computer Shogi Championships so 
expect a fonnidable opponent - I 
haven't beaten it yet. A simple 
improvement I would have welcomed 
would have been some sort of visual 
indication of the computer's moves 
such as a flashing or highlighting, 
particularly as one inevitably lacks the 
familiarity in shogi positions that one 
has with chess positions. As it was, I 
found myself hunting round the board 
to determine which piece had been 
moved. Not always successfully, I 
might add, usually with disastrous 
consequences. Lots of history etc., but 
a thoroughly disconcerting habit of the 
screen freezing with the message 'This 
program has performed an illegal 
operation and will be shut down'. 
Possibly this was due to my running it 
on Windows 95 whereas Windows 98 
is recommended? Shogi variants on 
the disc include Mini Shogi, Micro 
Shogi, Judkins Shogi and Tori (Bird) 
Shogi. In the last-named, the piece 
designs are both brilliant and exotic 
but are hardly an aid to concentration. 
Both CDs are well worth the money 
and I strongly recommend the games 
themselves. Scores are recorded move 
by move so a record of a game is 
always available for future reference. 
MultiseU Ltd, 37 Lennox Gardens, 
London SW1X ODF 
TeVfax 02075810196 

lOOK REVIEW 
by David Pritchard 

Shall we play Flscherandom Chess? 
by Svetozar Gligoric 

Batsford -144 pages - £12.99 

The most remarkable feature of this 
book is that it was ever published in 
the first place. Given that a few copies 
will be sold on account of its famous 
author and a few more to those who 
drool over the name of Fischer, where 
is the demand? 

Books on single variants are 
certainly not unknown - Meta Chess 
by John William Brown and Enochian 
Chess by Chris Zalewski both boast 
well over 300 pages but here one is in 
the realm of vanity publishing and 
specialist markets, something different 
from a book that is obviously intended 
to appeal to chessplayers. 
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Was any variant player consulted bY 
Batsford for an opinion? I doubt it. 
The only feature on baseline chess in 
Variant Chess in the past five years 
has in fact been on Systematic Fully 
Randomized Chess. Fischerandom, it 
seems, is as dead as the proverbial 
dodo. To refresh your memory, 
Fischerandom is a randomized initial 
arrangement of the pieces with the 
requirement that the king stands 
between the two rooks. The two sides 
have like pieces facing each other, as 
in chess. An artificial form of castling 
is incorporated. According to Gligoric, 
Fischer has been 'working for years on 
this new form of chess' (sic!) 

The argument of the book, a 
reasonable one, is that computers and 
databases have wreaked havoc with 
play at professional level (shades of 
Capablanca's 'draw death'). 
Fischerandom will force players back 
on their own resources, and opening 
preparation will be a thing of the past 
(960 possible starting positions). Let 
us be clear on two points: firstly, the 
initial position of the chessmen, it is 
generally agreed, is an ideal in terms 
of balance: all randomized positions 
are inferior in this respect. Secondly, 
the average chessplayer is unfazed by 
the vast volume of opening research 
available; he has neither the 
inclination, nor the time, to absorb it. 
An argument against randomization, 
according to Gligoric, is that it carries 
'the practical disadvantage of 
requiring some little time and manual 
work before each game in order to 
decide on a starting position at the 
chessboard'! This is however 
overcome by Fischer's piece shufiler 
(another touch of Fischer genius), an 
electronic device that computes the 
starting position for you. Alas, hardly 
original: Maxwell Lawrence 
conducted tournaments using 
computer-generated positions back in 
the 1980s. 

So what is the book about? Very 
little, to be honest. A bit of history, 
most of it covering old ground, and 
some annotated master games of 
Fischerandom which, by definition, 
are of no theoretical value. I leave the 
last words to Michael Adams: 'only in 
Mainz can one play Fischerandom 
Chess'. Anyone for Mainz? 

--
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QUEEN AtlAINST ROOK 
ON TWO LARIE .OARDS 

by John Beasley 

It is fundamental to normal endgame theory that K +Q v 
K+R is a win. However, what is true of ordinary chess is 
not necessarily true of other forms of the game, and I have 
twice wondered in print as to what the result might be on 
boards of other shapes and sizes. The first was in 1998, in 
the December issue of British Endgame Study News, when 
Paul Byway and I looked at the "Philidor" position on the 
12x8 board of Modern Courier Chess (see below) and failed 
to find a win. 

The "Philidor" position is shown above. White to play 
passes the move to Black, 1.Qe4+ Ka1JKa2 2.Qa8+ Kbl 
3.Qa4, and on the 8x8 board the rook must move away and 
it soon succumbs to a fork. On the 12x8 board, the rook has 
four extra squares, but i2 and k2 are easy (White drives the 
Black king to bl" then forks on f5 or g6). If 3 .•. Rj2, the 
king can avoid forks by keeping to a2 and bl, but Paul 
showed a win by 4.Qb5+ Kal 5.Qa6+ Kbl 6.Qn+ Kal 
7.Qf7+ (covering j3) 7 ••• Kbl (best) 8.Kb3 (threatening 
mate) 8._Rb2+ 9.Ka3 Rd2 (for 9 .. .Rh2 10.Qb3+ see 
below) 10.Qc4 and now the rook must move: 10 ••• Rd8 
It.Qe4+ Kc1 U.Qf4+ Kdl (12._Rd2 13.Kb3) 13.Qi1+ 
and a fork, or 10 ••• Rh2 (say) It.Qb3+ Kcl 12.Qc3+ Kdl 
(l2 ... Khl 13.Kb3 and mates) 13.Qa1+ and a skewer. 

But if White tries to meet 3 ••• R12 in the same way, 
4.Qb5+ Kal 5.Qa6+ Kbl 6.Qf1+ Kal, he must play 
7.Qb6+ Kal 8.Qa7+ Kbl 9.Qg1+ Kal 10.Qg8+ to cover 
13 instead of 6.Qfl+ Ka2 7.Qf"l+ to cover j3, and after 
10 •.. Kbl It.Kb3 Rb2+ 12.Ka3 Black has 12 .•• Re2. On the 
8x8 board, such a position is won by playing to Philidor's 
position, but here that is where we started. 

We were unable to make further progress without help 
from the computer. and we suspected that the ending might 
be drawn. Marc Bourzutschky, adapting a program by 
Eugene Nalimov, has now given us the answer: the position 
is in fact won, but it appears to require an approach rather 
different from that which we adopted. "Best play", 
assuming that Black tries to preserve the rook as long as 
possible, is 1.Qd4 Kal 2.Qdl R12 J.Qa4+ Kbl 4.Qb5+ 
Kal 5.Qf1+ Kal 6.Qc4+ Kbl 7.Kb4 Rb2+ 8.Ka3 Rd2 
9.Qe4+ Kcl 10.Kb3 Rd3+ It.Kc4 R13 12.Qh7 RaJ 
13.Qe7 Kb2 14.Qb4+ Kal 15.Qd2+ Kbl 16.Kb4 Ra2 

17.Qd1+ Kb2 18.Qd5 Kbl 19.Kb3 Rb2+ 20.Ka3 Rc!' 
21.Qe4 Kal 22.Qh1+ Rc1 23.Qxc1 (the fact that the final 
capture turns out to give mate is irrelevant), and it will be 
noted that White twice withdraws his king from the third 
rank in the course of the play (see moves 7 and 11). 

More generally, the ending does seem to be "generally 
won" in that the queen wins unless Black can force an 
immediate mate, stalemate, capture, or perpetual check, but 
some of the details appear to be horrendous. A specimen 
longest win starts from the position below: 

From here, the capture of the rook with Black to play takes 
no fewer than 73 moves: 1 ••. Ra2+ 2.Kkl Ra1+ 3.Kk2 
Ra2+ 4.Kjl Ra1+ 5.Ki2 Ra2+ 6.Khl Ra1+ 7.Kg2 Ra2+ 
8.Kfl Ra1+ 9.Ke2 Ral+ 10.Kdl Ra1+ It.Kc2 Ral+ 
12.Kb3 Ra6 13.Qk3 Ra5 14.Qi1+ Kg4 15.Qd1+ Kh3 
16.Kc4 Rk5 17.Kd4 Rg5 18.Ke3 Kg3 19.Qi1+ Kh4 20. 
Kf4 Rg4+ 21.KO Rg6 22.Qk1+ Kh5 23.Qk5+ Kh4 
24.Qk7+ Kh5 25.Qf7 Kh6 26. Kf4 Ra6 27.Qb3 Rf6+ 
28.Kg4 Rg6+ 29.Kh4 Kg7 3O.Qc2 Re6 31.Kg4 Rj6 
32.Qd2 Kh7 33.Q12 Re6 34.Qk2 Rc6 35.Qk7+ Kg8 
36.Qb7 Rj6 37.Kg5 Rj5+ 38.Kh4 Rj6 39.Qd5+ Kh7 
40.Qf7+ Kh8 41.Kh5 R16 42.Qf2 Ki8 43.Ki4 Ra6 44.Qf3 
Kj8 45. Qb7 Rf6 46.Qc7 Rl6 47.Kj5 Ki8 48.Qe7 Rg6 
49.Ki5 Kh8 50.Qf8+ Kh7 51.Qf7+ Rg7 52.Qh5+ Kg8 
53.Qe8+ Kh7 54.Qe4+ Ki7 55.Qf5 Ra7 56.Qe5 Kj7 
57.Kj5 Rh7 58.Qi5 Ri7 59.Qh5+ Kk7 6O.Kk5 Rj7 
61.Qi5+ Kt7 62.Qi4+ Kk7 63.Qi8 Ra7 64. Qk6+ Kj8 
65.Qj6+ Rj7 66.Q18+ Ki7 67.Kk6 Rj8 68.Qk7+ Ki8 
69.Qd7 Kh8 70. Qe7 Ki8 71.Qg5 Rk8+ 72.Kj6 Kh7 
73.Qh5+ Kg8 74.Qxk8+. Lines generated by computer are 
of course the shortest possible rather than the "most 
logical" and it is possible that simpler wins exist which the 
computer disdains because they take a few moves longer, 
but a winning procedure comprehensible to the human 
mind is not obvious. 

My second query occurred three years later, when I was 
examining the 1895 book on the 8x8 board ending by 
"Euclid" (Alfred Crosskill). It seemed to me that some of 
the winning maneouvres when the defenders were widely 
separated were rather ad hac and unsystematic,. ~d I 
speculated in British Endgame Study News that perhaps the 
ending might not be "generally won" on a larger board 
Again Marc has given us the answer: it isn't. On boards up 
to 15x15, the queen wins unless Black can for<;e an 
immediate mate, stalemate, capture, or perpetual check. On 
a 16x 16 board, the defenders may be able to hold out by 
continually running away. 
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There are in fact 21 positions of reciprocal zugzwang, 
which I list in order of increasing king separation K-k 

("d" is the depth to capture with Black to move) 

K-k 

2,0 

2,1 

3,0 

3,2 

4,0 

4,1 

6,0 

wK 

hl6 
fl5 
fl2 

fl5 

fl5 
c14 
dl4 
e14 
e14 
el4 

fl4 
el2 

dB 
e13 
fl3 
g13 
g13 
h13 

e13 

e15 

hl0 

bK 

fl6 
fl3 
d12 

d16 

h16 
dl6 
el6 
cl5 
cl5 
dl2 

fl1 
hl2 

gl5 
h15 
i15 
e16 
e16 
j16 

aB 

i16 

bl0 

wQ 

c13 
m12 
e2 

f6 

c15 
e13 
fl3 
d4 
e5 
nIl 

j8 
k8 

b12 
c12 
d12 
115 
ml5 
dl5 

111 

c15 

15 

bR d 

el5 125 
p5 83 
g3 14 

08 129 

alO 25 
fl5 27 
g15 74 
06 97 
n7 87 
k2 84 

07 80 
13 103 

alO 69 
blO 81 
clO 81 
n6 105 
08 118 
b7 22 

d2 99 

alO 23 

g14 17 

The 6,0 case is diagrammed below, and when a position so 
open and characterless turns out to be reciprocal zugzwang 
it is clear that identifying "won" and "drawn" cases is going 
to be extremely difficult. I have in fact little doubt that 
large subsets of this ending are "hard", in the sense that no 
exposition can be significantly more economical than 
listing each position and its result individually. The longest 
wins (wKel/fl, QoI0, bKg12, Rrn1, 155 moves to capture) 
will be tabulated in the June British Endgame Study News, 
and I can supply copies on request. 

Reciprocal zugzwang! 

TWO MCC ENDINGS 
by Paul Byway 

Against a competent defence it is not possible to mate with 
knight and fers unless the opposing king is already trapped 
in the corner accessible to the fers. In the following diagram 
the Black king is in the 'wrong' corner but, as in the case of 
NN v P, it is sometimes possible to win. There are several 
types of position here - against P, F, C, possibly even N. 
There are, for example, four different courier circuits 
relative to any particular corner. 

Paul Byway (2003) 

White to play and win 

1.Kj6 as 2.Fi6 KkS (a) 3.Fj7+ Kl7 (b) 4.Ni6 a4 (c) 
5.NjS+ Kl6 (d) 6.Fk6 a3 7.Nh7 a2 S.NiS al=Q 9.Nj7 
mate 
(a) 2. .. a4 3.FJ7 a3 4.M6 mate (b) 3 ... KI8 4.Kk6 a4 
5.K16 a3 6.Nh5(i6) a2 7.Nj4 a1=Q 8.Nk6 mate (e) 
4 ... K16 5.Fk6 a4 6.Ni6 a3 7.Nk5 a2 8.Nj7 mate (d) 
5 ... KI8 6.Kk6 a3 7.K16 a2 8.Nk6 mate 

Here is a typical endgame with a wrong-colour rook pawn, 
which cannot be won if the Black king reaches a8. This 
particular position, however, can be solved as a problem. 

Paul Byway (2003) 

White to play and mate in five moves 
(After Theodore Her/in Le Palamede. 1845) 

1.Kd6 Ka6 2.Kc7 Ka5 3.Bf6 Ka6 4.BdS KaS 5.Kb7 
mate 
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VARIAIIT PRDD' GAMES 
by Peter Fayers 

When I first thought about doing this 
regular page of proof games, I set 
myself a challenge to compose a VPG 
in each new variant that appears in 
these pages. This didn't last long - I 
came unstuck at once last issue with 
Roger Smook's "Anti-Chess". What 
is the concept of a 'game' when, in 
the initial array, both Kings are mated 
in fifteen-fold check? So I'll restrict 
myself to the playable variants that 
appear in these pages. 

Every time I meet John Leslie 
(which is once a year at the AGM) he 
badgers me to compose a Hostage 
Chess problem. I have always tried to 
shy away from this, as Hostage Chess 
does not really lent itself to problems 
(for the same reasons as Shogi, where 
problems tend to be sacrificial mating 
attacks - see article in VC42). Also, 
Hostage proof games are a bit 
daunting; both sides need to have 
captured before any special effects 
can be introduced. Consider 4. 

4 - PF (Original) 

After Black's third Game score? 
Hostage Chess 

The position is illegal in orthodox 
chess, so some hostages have been 
taken. For this to happen, captures 
must have been made, so the six half
moves must have been move, move, 
capture, capture, swap-and-drop, drop. 
You should be able to work it out from 
there. (Jfyou can't, you might as well 
skip the rest of this article.) 

Although this seems a very simple 
exercise, it took me a while to get it 
sound (honest!). I originally had the 
wP dropped back on e2, which is a 

Variant Chess 44 

much nicer position with only the 
illegal queen not on its game-array 
square. However, I eventually realised 
this led to ambiguity; the c2 pawn 
could have been used during play 
rather than the e2 one. Anyway, after 
much trial and tribulation I have 
finally managed to put· together 
something half-way decent, so here for 
your delight and delectation is the 
first-ever (and probably the Iast-ever) 
Hostage CItess problem. (f won't 
dignify 4 by calling it a "problem" -
it's just an example). 

5 - PF (Original) 
Dedicated to John Leslie 

After Black's seventh. Game score? 
Hostage Chess (the missing black 

pawn is in White's PoW camp) 

No solving hints for this one - I want 
John to sweat! But here is a clue. A 
unit in the enemy camp is either an 
original unit, or a promoted pawn. 
Also, such a unit either got there under 
its own steam, or was captured, 
exchanged, and dropped. The four 
such units in the diagram are one each 
of the four possible combinations of 
the~ two options. 

And now for a couple of easy ones. 
These two problems have something 
in common, in that the solution 
features a Knight Rundlauf 
(Rundlauf: a unit makes a round trip.
ending back on its square of 
departure.) With that clue, you should 
be able to solve them without too 
much further prompting. In 
Andemach chess, whenever a unit 
makes a capture, it changes colour 
(which goes a long way to explain 
how a single knight can make a round 
tour - a minimum of four moves -
after only three moves by each side l) 
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6 - Michel CAll...LAUD 
Commend, Andemach 1993 

After Black's third Game score? 
Andemach Chess 

In Koko, a move is only legal if the 
unit moved ends up adjacent to 
another unit. Hence, from the game 
array, l.e4? is illegal - the square e4 
is isolated However, after 1. Sfl, 
2.e4 can be played, as e4 now has 
one of its surrounding squares 
occupied. 

7 - Thomas BRAND 
ProblemKiste 1990 

After Black's:fifth. Game score? 
Koko 

When first solving this one, I 
wondered why the extra moves e4 and 
e5 were included - why not just leave 
it as just the Rundlauf, with the 
stipulation "after Black's fourth"? The 
reader may care to work out why the 
composer added the non-thematic 
extra move pair. 
Comments we/come; solutions next 
issue. 

Solutions to problems in VC43 

2. l.e4 Nf6; 2.Qf3 N*e4>e2; 3.Qf6 
N*f6>g8; 4.Kdl N*g8>el 
3. 1.e4 h6; 2.e5 Rh7; 3.Bc4 f5; 4.Bxg8 
d5; 5.Bxh7 f4; 6.Bd3 g5; 7.Bfl 
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GAME REVIEWS 
by David Pritchard 

CARD CHESS 

Games involving cards to represent the 
chess pieces are not unknown and this 
is by no means the :first game to be 
entitled Card Chess. That said, the 
game has a number of original 
features. Card Chess is for 2 to 4 
players. Play is on a handsome and 
sturdy 10xl0 board with each player 
having the usual quota of pieces 
(cards). Here alas the game is part
flawed in that three of the sets are 
similar in colour (shades of 
black/brown) although the cards also 
carry small symbols to assist in 
identification. Contrasting colours 
would have overcome the problem. 

Players, having shufiled their 
cards, place them two deep face-down 
along the eight central squares of the 
rank nearest to them. A move consists 
of turning over one of one's own cards 
(if one has no face-down cards 
available there is no penalty) and then 
moving any face-up piece, according 
to usual chess rules. Face-down cards 
have no influence on the game; pieces 
can cross them or land on them at will. 
Cards covered by pieces cannot be 
turned over until the square is vacated. 
The average game between two 
players lasts on average just ten 
moves. It tends to be violent, quite 
exciting, but rather trivial. 

Better, for my money, is what is 
called the memory game. Here the 
players' cards are all shufiled together 
and laid out face-down according to a 
prearranged block pattern which 
depends of course on the number of 
players (cards). A turn consists of 
turning over a card and then moving a 
piece as in the standard game except 
that if the exposed card is an 
opponent's piece you turn it back face 
down. The owner of the piece will 
remember (hardly difficult) which 
card it is and will turn it over on his 
turn at an appropriate moment. The 
player whose king is turned over first 
is usually at a disadvantage for 
obvious reasons. An interesting feature 
of the game is that you elect to turn 
over a card that might favour you; for 
example, a card that is a knight's 
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move away from an opponent's queen 
in the hope that it will prove to be a 
knight of your colour. As the game 
progresses, it becomes obvious which 
pieces still remain unexposed, 
increasing the scope for skill. In both 
versions, a pawn only promotes (on 
the tenth rank) to a captured piece. 

Cardcbess International, 1228 
Gorbam Street #2, Newmarket, 
Ontario, Canada LlY 7Vl 
Website: www.cardchess.com 
Price unknown 

CIRONDO 

Cirondo was invented by Angus 
Wright who developed the game from 
a 1989 idea. It was launched with 
considerable flair at the London Toy 
Fair in January 2003 where it 
reportedly had an 'overwhelmingly 
positive response'. 

Cirondo is a chess variant for two 
or four players on an outsize circular 
board A central circle, known as the 
Void, is no-man's-land. Radiating 
from the Void are 32 files each of 
eight squares (strictly, cells) chequered 
alternately black and white in 
chessboard fashion, thus a total of 256 
cells, four times the size of a normal 
circular chessboard There are three 
different types of piece, collectively 
known as stellars: moons, planets and 
solar systems. The first thing one 
notices about the game however is the 
quality of the components: a firm 
board that folds out and squat, stable 
metal pieces with baize bases in a 
sturdy, attractive box. The sides are 
distinguished by colour, in the two
player game the colours are gold and 
silver with blue and red added for the 
four-player game. In the two-player 
game each player has 16 moons, 16 
planets and four solar systems (moons 
and planets, but not solar systems, are 
halved in number for the four-player 
game). 

The initial position (two-player 
game) has Gold occupying half the 
perimeter cells with planets with 
Silver occupying the other half. The 
moons are placed on the cells 
immediately in front of their planets so 
that the opposing forces are at 
opposite sides of the board but 
occupying adjacent files at the 
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extremities. The solar systems are' 
placed together in the Void, 
effectively out of play. 

Now comes the chess bit. The 
moons behave exactly like pawns 
except that there is no two-square 
initial move. The planets are bishops 
and the solar systems, which are 
predictably promoted pawns, are 
queens (so there would be a small 
problem if you promoted more than 
four moons). A pawn promotes on 
reaching the inner circle when it is 
removed from play and replaced by a 
solar system. The object of the game is 
to eliminate the opposition. 

A player left with one stellar is 
deemed to have lost unless his 
opponent also has one stellar (how can 
this happen?) when the player with the 
higher-ranking stellar is the winner; if 
equal, the game is a draw - not a game, 
one suspects, likely to suffer from 
Capablanca's 'draw death'. 

The rules could hardly be simpler. 
The sell line (have you heard this 
before?) is 'Easy to learn - a lifetime 
to master'. Presumably the four-player 
game can be an all-play-all or a 
partnership game. 

The game is, in short, an enlarged 
and emasculated circular chess. 
Cirondo lacks rooks, knights, and 
above all a king piece. Also there is no 
pawn confrontation. Skilful the game 
undoubtedly is, but after that there is 
not much more to say except that 
extermination could prove a rather 
tedious process and in the two-player 
game at least quite difficult to achieve 
(a few solar systems chasing each 
other round the board). Cirondo may 
be a game for the future, as claimed, 
but it would appear to lack the interest 
of Byzantine Chess, its 9th centni)' 
forbear, and the uncounted number of 
similar games that have been invented 
in the twelve centuries since then. 

Cirondo is on line at 
www.cirondo.co.uk where there is a 
I3pidly expanding community of 
players (11)' the game: you can play 
against a computer). Cirondo costs 
£29.95 and is available from 3D 
Computers of Chippenham and can 
also be purchased via the web site. 
Postage is £4.95 in U.K. (rates for 
Europe and the rest of the world are 
under negotiation). The company is 
working to form Cirondo clubs in 
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schools. So far there is reported to 
have been 'a fantastic response' from 
pupils in the 12-17 age group. The 
game is endorsed by IM Chris Baker 
who is enthusiastic for the game but 
appears to know little about variant 
chess. 

KOSHOGI 

If you find Shogi rather trivial, the 
answer may be Ko Shogi, invented 
(probably) by Ogi Serai (1666-1728). 
Peter Blommers has kindly sent me 
details of this variant-to-end-all
variants. It is played on the 19x19 
intersections of a go board with 90 
pieces a side. The pieces are go stones, 
with the black pieces depicted in white 
on black stones and the white pieces 
shown in black on white stones. There 
are similarities with Middle (Chu) 
Shogi with its mere 46 pieces a side. 
Almost all the pieces in Ko Shogi can 
promote. Captured pieces are removed 
from play (the idea of re-entering 
captured pieces had not been born, and 
anyway the contrasting colours 
wouldn't harmonize). Write to me if 
you would like the initial layout and 
Blommer's descriptions of piece 
movements (incomplete). 

NEW CHESS 

An article on the above game, which 
covered no less than six three-quarter 
length columns appeared in The 
Scotsman on the 1st October 2002 
with comment by John Henderson, the 
paper's chess correspondent. BBC 
Scotland called me on the same day 
and asked me to talk about New 
Chess. What could I say? Briefly, 
'never heard of it'. 

The game is played on a 91-hex 
board (i.e., the same board as in 
Glinski's Hexagonal Chess). There are 
22 pieces a side; 1 x king, queen; 2 x 
rook, bishop; 3 x knight, spy; 10 x 
pawn. The spies (spies in a perfect
information game strike me as a 
contradiction?) move one hex in any 
of a maximum of twelve directions. A 
move is to an adjacent hex or, via a 
hex corner, to the nearest hex of the 
same colour. The game was invented 
by a Serb, Goran Radovic, who 
claims, according to Jeanette 01dham, 
the author of the article, that both 
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Karpov and Fischer are 'deeply 
impressed' and 'delighted' with the 
game with 'up to 20 of the world's top 
100 players' trying their hand at it, all 
of which sounds rather unlikely to say 
the least. No rules are given alas, but 
the initial position, which is given, is 
something of a giveaway. For a start, 
the layout is asymmetrical with two 
knights on one side of the board and 
one on the other. Curiously, too, 
pawns are initially doubled on the c
and h-files. Stranger still, there are 
only two bishops (three is the norm for 
a hexagonal game) and they stand on 
like hexes which, if· they have 
orthodox hex moves, means that they 
cover the same cell complex and thus 
have no access to two-thirds of the 
board. And this is a game that 
allegedly has won the admiration of 
Karpov and Fischer! 

Almost inevitably, errors have crept 
into the article. For example, we are 
told that 'Capablanca played Maroczy 
at Capablanca Chess and lost 3-1'. He 
did not: he played Maroczy at Julian 
Hayward's Double Chess, a 
completely different game, and won 3-
1. John Henderson concludes: 'I can't 
quite believe he (Fischer) would so 
publicly endorse another version (sic) 
that would compete with his own 
game (Fischerandom)'. Frankly, I 
can't see New Chess competing 
seriously with anything. 

QUANTRUNG CHESS 

This variant is described on a website 
(www.vu.vo.org). The author, Vu Vo, 
a Vietnamese, appears from the text to 
be the game's inventor. However, I 
sent the text of an earlier edition to a 
Vietnamese friend who has recently 
moved to Hawaii from Hanoi (the 
current 12th edition is significantly 
different) and she claims that it is an 
old game although she could not tell 
me anything else about it The only 
certainties seem to be that the game is 
derived from xiangqi which has long 
been popular in Vietnam, and that it is 
named after an 18th century military 
hero, the Emperor Quang Trung. 
Rules 
Board 9x8; central area of 30 squares 
c2-c6-g6-g2 marked. Each side has 15 
pieces: I x General; 3 x Horse; 2 x 
Boat, Cannon, Elephant; 5 x pawn. 
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Initial set-up (I. to r., back rank to third 
rank; files a, c, e, g & i only) 
CEHCEIBHGHBIPPPPP. A curious 
feature of the game is that each player 
moves twice in a turn, first a non
capture then a capture. Red starts with 
a single capture. 
Moves 
General One square diagonally then 
one square orthogonally to capture. 
The General is the only piece able to 
move twice on a turn. It may not leave 
the central area. 
Horse One square (which must be 
vacant) diagonally then one square 
orthogonally. 
Boat Moves orthogonally (like a 
rook). After a capture, it must move to 
the empty square immediately beyond 
If this square is occupied, the capture 
is illegal. 
Cannon Moves as a rook but an odd 
number of squares only and may leap 
any occupied even-numbered squares. 
Elephant Two squares diagonally or 
three squares orthogonally. May leap 
intervening pieces. 
Pawn One square diagonally forward 
provided the square immediately in 
front of it is not occupied. It may also 
move backwards one square (it is not 
stated whether this is diagonally or 
straight back, or perhaps both?). No 
promotion apparently. 
The aim of the game is to capture or 
stalemate the opposing general. 
Repetition is a draw. 
Comment 
I have not played the game so cannot 
really comment. However, it strikes 
me as very artificial and no better or 
quite possibly worse than its many 
predecessors. It is not clear whether 
one's second move is optional or 
whether it is forfeited if no capture is 
possible? 

QUATTRO-SCHACH 

This is a four-handed variant as its 
name might suggest. Usual 8x8 board 
with four 8x3 extensions. Usual men 
(wood) in four colours: black, red, 
yellow, blue. Men are set up on 
nearest two ranks of each extension 
(i.e., same board and set-up as for 
Verney's four-handed chess). All
play-all four-player chess with a novel 
feature. In the right-hand corner of 
each player is an array of3x3 squares 
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(completing, if you like., a 14xl4 
square board), three squares in each 
of the opponents' colours. In 
addition, the four central squares of 
the board are in the four colours 
corresponding to those of the players' 
pieces. You win if you are the last 
surviving player or if your king 
reaches the central square of its own 
colour. When all nine corner squares 
are filled (three of each of your 
opponents' pieces) all nine men are 
removed from play and you come 
into possession of a card with a large 
'2' on it. This entitles you to movc
your king two squares at a time in 
future (you can pass through check). 
The now-empty corner squares are 
again used to deposit captured men. 
This time however you need only 
collect two of each of yow: 
opponents' pieces (extra pieces are 
irrelevant and_ are simply removed
from play) when you earn a card with 
a largc- '3' onit (whiclueplaces the 2 
card) permitting your king to move 
three squares at a time_ The 
advantage of these cards is that they 
can pmvc- a considerable help if you 
are aspiring to get your king to the 
centre! 

Meteor Verlags GmbH, Zittauer 
Strasse 27IHaus 10, 99091 Erfurt, 
Germany. Price unknown. 

ISOLA-JE"- "-W"S 
by David Pritchard 

I have always had a suspicion that the 
larger a chess variant, the smaller its 
appeal. This suspicion is not shared by 
all games manufacturers. At the 2003 
Essen Games Fair two new large 
variants were on display, Chess 
Empire and Grosses Schach (Large 
Chess). 

Chess Empire 

This is a four-player game (no 
partnerships apparently) on a 386-
square board (a centrall4xl4 area and 
four extensions of 3xl4 squares). Each 
side has 28 men, I x king, queen; 4 x 
rook, knight; 2 x bishop, spy; 14 x 
pawn. The spy moves like a knight or 
two squares like a queen (in other 
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words, like the fairy problemists' 
squirrel). All the men apart from the 
spy are orthodox. Pawns always have 
the two-square move option and 
castling is permitted Thc- start:in.g 
position (left to right) on the first rank 
of each extension is 
SRRNNBQKBNNRRS with the 
pawns occupying the second rank. 
There is a special rule when the game 
is redncedto two players. Both players 
must first bring on any men still on 
their extensions then they must either 
mate in five moves 'or capture as 
many power pieces as possible' with 
the rider that 'after the fifth move even 
if your pieces are not all on the Ill3.ia 
board, you can capture pieces as 
defense only until your pieces are in 
the main board'. Clear? I am not clear 
where the empire comes in or who the_ 
spy is spying on. The five-foot high 
staclL of this b.oxeQ game had not. aR 

far as I could tell, diminished when I 
leftthe ~on the last day_ 

Empire Chess LLC~ 39 Shipman 
Roar, Binghampton, NY 13903, 
U.S.A. 

Grosses Schach 

Board IOxIO, 30 men a side; I x king, 
queen; 2 x rook, bishop, knight, 
unicorn, eagle, minister, cardinal, 
hammer, arrow; 10 x pawn. Array al
jI/aIO-jIO: ECHAMMAHCE; a2-
j2/a9-i9: RNUBQKBUNR; pawns on 
3rdl8th ranks. Unicorn moves as 
knight or le~ 3 SQ!lares as rook; 
eagle moves as camel or zebra (fairy 
pieces), minister moves as rook but 
captures as bishop, cardinal moves as 
bishop but captures as rook, the 
hammer moves as rook but captures 
on any square adjacent to a S<J!.Ulre to 
which it moves, the arrow moves as 
bishop and captures on any adjacent 
square to which it moves except a 
square orthogonally adjacent to its 
starting square. Clear? Castling 
normal. No information on pawn 
moves. The game was expected to be 
in production early in 2004. 

Varioplay Slliele Verlag, Am 
Schlossbick 13a, Senden, 89250, 
Germany. 

At the other end of the spectrum is a 
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miniature variant by James Wittman: 
the inventor of Knight Court Chess 
(see VC 43 page 48). 

Ambassador Chess 

Board 2x3(!). Each side has two 
pieces, an archbishop that moves like 
a knight or bishop and is the. royal 
piece, and a changeling that, as its 
name might suggest, chan~s its 
identity after each move. The 
changeling begins as a thorny rose 
(that's a new one) which moves like a 
king but captures like a bishop. It 
then changes in turn to a rook, a 
bishop, a queen then back to a thorny 
rose. When a changeling is captured 
its original_ owneL may. on any 
subsequent turn, drop it back on an 
empty square in the form in which it 
was captured Checkmate the 
archbishoJl 10 win.. Array: White. A on 
ai, Con bl, Black A on a3, C on b3. 
L have tried the game but gave. up to 
protect my sanity. 

A Curious Variant 

David Clayton has kindly sent me 
photographs of a curious variant 
game bought recently in Kazan 
(Russia). Unfortunately there were no 
rules with the game nor indication of 
manufacturer although board and men 
look very professional which makes it 
unlikely that it is a 'one off'. Board 
10x1O, white square left-hand corner. 
Ten pawns arrayed along 2ndl9th 
ranks. The standard pieces (white and 
black) are placed in normal order on 
the eight central sq\lares of the 1st 
and 10th ranks. The ranks· are 
numbered 1-10 as usual, but the first 
file is marked with a triangle (A) the 
rematntnS- files being lettered 
normally A-I. One obvious question: 
if the first file has some special 
significance, why not the last file also 
(the first and last files having no 
pieces on them in the starting 
position)? The mystery does not end 
there. By the board in the 
photographs, and included in the set, 
are 12 extra pieces, six red and six 
blue. These pieces are king, queen, 
two rooks, two bishops. What is their 
significance? Any ideas? The buyer 
of the set (not David Clayton) could 
give no information. 
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CIICULAI CHESS WOILD 
CHAM',OIISHI' 2003 

by John Beasley 

Last year's Circular Chess World 
Championship took place in Lincoln 
on May IS. David Howell was unable 
to defend his title, having a 
commitment to play some funny 
square-board game somewhere on the 
Continent, and in his absence Francis 
Bowers returned to his winning ways 
with another perfect score. Sadly, Paul 
Byway was again unable to come, but 
George Jelliss and myself were present 
from the VC team and at least Steve 
Underhill and Francis himself from 
among our readers. Ken Whyld looked 
in during the morning, bright and 
enthusiastic as ever, with nothing to 
indicate that this would be the last 
time I would see him. 

A brief reminder. Board and starting 
position as above (imagine the aIh 
files joined to form a 16-square ring, 
the big :files joined similarly. and so 
on); promotion on the eighth rank as 
usual; no castling, no en passant. Note 
that al is light and the kings are on 
dl/dS. The game is akin to Byzantine 
Chess (see VC 42) but with modem 
queens and bishops. pawn promotion, 
and no win by bare king. 

The tournament threw up a 
couple of interesting endings. In one, 
the players agreed a draw with 
K +Q+B v K +R, and I have yet to 
prove them wrong (K +Q v K +R is 
only a draw on a circular board, and 
the extra bishop appears surprisingly 
unhelpful). The other came down to 
something like the position in the next 
column_(I didn't disturb the players by 
taking notes). Black has many ways to 
win, but perhaps the most elegant is to 
attack with B+N+P on the left and rely 
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on knowing how to play "king against 
three united passed pawns" on the 
right. In ordinary ches!>, this ending is 
notoriously more common in books 
than in actual play; I suspect it may
arise rather more naturally in Circular. 

Nobody responded to my appeal for 
games for the magazine, but perhaps 
my two-flank attack against Mike 
Hore will be of interest. I spoilt it by 
tactical oversights, but the comments 
on strategy are unaffected. My notes, 
criticism welcomed. ~Round the end" 
moves and checks are starred 

1.g2~4 1>7:..b6 2.12-f4 NbS--c6 3.cZ
c4 a7"'85 4.Nbl-c3 as:"a4 5:Bfl-bt*" 
Bc8-a6(?) 6.d2-d3 Qe8-67W 
7.Nc3xa4? (I thought I was winning a 
pawn, but it goes straight back and I 
should have played something like 
Bd2 first) 7 ••. Ba6xc4 8.Na4xb6 
Qb7xb6 9.d3xc4 Qb6-d4+ (this is 
what I had overlooked) 10.Bcl-d2 
Qd4xc4 11.Ngl-c2* B18-b8* 12.Rhl
n (starting_ to exploit the cI£ ~ 
which is open for White on the left) 
~Qa4 13.h1-b3 (aroint thee..---witchl-
13 ••• Qa4-b5 (arointed): 

14.h2-b4 (to gain the h3-e3 rank for 
the a-rook.- and also making ready to 
open a second front should this seem 
desirable) 14 ••. Bb8-a7 15.Ral-h3* 
Ba7-d4 16.h4-h5 Qb5-d5 
17.Nc2xd4(?) Qd5xd4 (Black's two 
knights are probably better than 
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White's bishops, particularly as wBbl ' 
is tied to the defence of wPa2) 
18.Rh3-fJ Ra8-a6 19.Rf1-c3*: 

I was feeling quite pleased here. My 
rooks can operate on either flank, my 
queen is poised to intervene at h4, and 
I have possibilities of a pawn storm on 
the right to break things up. 19 ••• Qd4-
b6 20.Rc3-d3 Nc6'""b4 21.Bd2xb4 
Qb6xb4 22.Rf3-c4* Qb4-al: 

23.Qel-h4 Qal-aS 24.Qh4-g5 g7-g6 
25.Qg5-e5 g6xh5? (25 ... f6 appears 
necessary) 26.Qe5xh5?? (26.Qg7+* 
was surely better, with 26 ... KcS 
21.Qxi7+* and26....Ke8* 27.Rxd7+*) 
26_.n-f6 27.Qh5-n QaS-b6 28.g4-g5 
Qb6-b8 (releasing the knight) 
29.g5xf6 Ng8xf6. Black now guards 
everything, so I reluctantly offered a 
draw with 3(t.ltcn-c3?? overlooking 
that the knight's move had cleared the 
way for 3CJ-.QbS-xbl---*+. Oh clang. 

Tactical oversights apart, my 
conclusions from this game were that 
a would-be attacker should preserve at 
least one knight (major pieces alone 
lack the flexibility to break through a 
well organized defence) and that 
knight for bishop is not a good swap. 
In ordinary chess. the knight's. greater 
flexibility is roughly balanced by the 
bishop's mobility. Here, the knight is 
somewhat less flexible but the bishop 
is markedly less mobile, and the 
balance tilts in favour of the knight. 
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MODERN COURIER CHESS 
by Paul Byway 

Here are the games from the first correspondence match
tournament. Each of us played two games, one as White 
and the other as Black. Particular thanks are due to 
newcomer Robert Reynolds for his fresh insights into the 
problem of the opening. I think relative piece values 
betrayed him here and there. Results: PB(2), RT(l), RR(O). 

White Robert ReynolcIs-
Black RoyTalbot 

1. e2-e4 i7-i6 2. Cc1-e3 Nb8-c6 
3. f2-f4 j7-j5 4. g2-g4 e7-e6 
5. c2-c3 k7-k5 6. d2-d4 Bi8-k6 

It seems that they have decided to specialise in different 
areas of the board - possible on the grand scale in MOC It 
will be interesting to see how it all turns out. 

7. Nk1-j3 Fh8-j6 8. 12-14 k5-k4 
9. Nj3-k1 Fj6-i5 10. i2-i3 Nk8-j6 

11. Nk1-i2 Nc6-e7 12. Fe1-g3 d7-d5 
13. e4-e5 Cc8-c6 14. h2-h4 FiS-h6 

The picture has changed subtly. White dominates the 
centre while Black seems to be attempting a grand 
encircling manoevre. I prefer White. 

15. Ni2-j4 
17. Nj4-i2 
19. Nd2-f3 

Bk6-j7 16. Cj1-h3 Cj8-16 
Bj7-k6 18. NbL-d2_ f7-f6 
Cc6-e4 20. g4-g5 f6-f5 

21. h4-h5 Kg8-i7 

White attempts to weaken i6, quite rightly rejecting the 
trivial gain ofPg5 x Fh6. 

22. h5xi6 h7xi6 23. Nf3-h4 
24". Ni2-k3 Fh6-i5 25. Nh4xj 5+ 
26. Nk:3xj-5+ Ki 7-i6 27. Nj5x16 

Ce4-g4 
i6xj5 

R18-h8 

White has CPP for the knight - a significant gain. On the 
other hand Black has active pieces and a share of the centre. 

28. Fh1-g2 Fe8-g6 29. 14-15 Nj6xlS 
30. N16xk4 Fg6-h5 31. Fg3-h4 Fi5xh4 
32. i3xh4 Ner-g6 33. Bi1-g3 Ki6~j7 

34. Rl1-il Kj7-j8 35. Nk4-i5 Ng6xi5 
36. Ri1xi5 N15-j4 37. Bd1-:f3 Fh5-i4 
3EL Kg1-f2 Nj4-i2 

Black. has generated pressure on h3 and caused the White 
king to flee. Why doesn't he capture on h3 instead? 
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39. Qf1-11 
41. j2-j4 
43. j4-j5 
45. Kf2xg3 

46. Ce3-c~ 

48. Ril-i3 
50. Kg3-h2 

Rh8-h7 40. Qll-16+ 
Qf8-j8 42. Q16xj8+ 
Bk6-j7 44. Ral-il 
Bd8-e7 

Ra8-h8 47. Cc5xe7 
Cg4xg2 49. Bf3xg2 
Fi4xh3 

Kj8-k8 
Kk8xj8 
Ni2xg3 

Rh7xh4 
Rh4-g4+ 

Black's king is in better shape than White's and he 
continues to chip away at the centre. It was very bold to 
abandon the bishop to get the rooks working. 

51. Bg2xh3 
53. Bh3-i2 
55. Ce7xc7 
57. k2-k4 

Rg4xf4 52. Kh2-il 
g7-g6 54. Ri3xf3 

Kj8-j7 56. Ri5-i3 
Rh8-h5 

Rf4-f3 
Bj7xf3 
Bf3-e4 

Although White is a courier and pawn ahead Black seems 
to be well placed. We are reaching that stage of the ending 

when a courier can suddenly become so much dead wood.' 
I think White's 58th is a bad mistake (passive rook). Much 
better would be something like 58.Ce7 Rh7 59.k5!? and 
immediately White has some play. If this proves to be 
inadequate White has 59.Cc5 with the idea Ce3. 

58. Ri3-g3 a7-a6 59. Cc7-c5 
60. Cc5-e3 f5-f4 61. Rg3-i3 
62. Ri3xf3 Be4xf3 63. Bi2xe6 
64. Be6-f7 Bf3-e4 65. e5-e6 
66. e6-e7 Kk4-j3 67. e7-e8=Q 

White: Paul Byway 
Black: Robert Reynolds 

1. f2-f4 
3. g4xh5 

Nk8-j6 2. g2-g4 
Nj6xh5 4. e2-e4 

Kj7-j6 
f4-f3 

Kj6-k5 
Kk5xk4 
Rh5-hl 
mate 

h7-h5 
g7-g6 

A novel and very interesting opening. I had not realised 
that Black's first two moves were playable. The centralised 
knight presses on f4 and the threat of Nh5-j4xk2 is very 
annoying. On reflection it might have been possible to play 
3.g5. Black can then contemplate 3 .... e5 4.e3 exf4 5.exf4 
and Black seems to win a pawn with 5 .... Bxc2 6.Bxc2 Qc5+ 
followed by 6 .... Qxc2. This is getting messy and would 
obviously require considerable investigation. At his 5th I 
myself would prefer to put the fers on h6. 

5. i2-i3 
7. h2-h4 
9. Fhl-h3 

Cj8-h6 6. Fel-e3 
Nb8-c6 8. Nkl-j3 

f7-f5 10. e4-e5 

i7-i6 
e7-e6 
d7-d6 
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11. d2-d4 d6xe5 12. d4xe5 QfS-b4 
13. Nb1-c3 Nc6-e7 14. a2-a3 Qb4-b6 
15. b2-b4 c7-c6 16. Nc3-a4 Qb6-c7 

12 .... Qb4 was not effective and when 13 .... Ne7 cut off the 
queen's retreat the sequence was inevitable, ending with 
White's next which takes d5 from the knight. 

17. c2-c4 b7-b6 lS. Cj1-h1 Ch6-j6 
19. Cc1-e1 FhS-h6 20. Qf1-g2 KgS-i7 

21. i3-i4 Nh5-j4 22. k2-k3 Nj4-k6 
23. Bil-g3 Ne7-gS 24. i4-i5 Cj6-hS 
25. Nj3-k5 Fh6xi5 26. h4xi5 CcS-a6 
27 . Na4-b2 g6-g5 2S. f4xg5 BiS-g6 
29. Rl1-i1 Qc7-g7 30. j2-j4 BdSxg5 

31. Fe3-f4 Bg5-e7 32. Ce1-e3 RaS-dS 

33. Ce3-g5+ 
35. Bg3-f4 
37. Qg2-g5 
39. Nk5-i4 

41. Qg5xg6+ 
43. Bf4-e3 
45. j4-j5 
47. Ra1-d1 

49~ b4-h5 
51. Nb2-d3 
53. Be3-f2 

55. Ri1-k1 
57. Bhlxk4 
59. Fi4-h5 

Be7xg5 34. Ff4xg5 
Ki7-iS 36. Fg5-h6 
FeS-f7 3S. Bd1-e2 
Bg6xi4 40. Fh3xi4 

Ff7xg6 42. Fh6-g5 
Rd4-d7 44. Ch1-j3 

k5-k4 46. Cj3-h3 
Rd7xd1 4S. Be2xd1 

c6xb5 5-Q~ cAxb5 
Ni7-g6 52. Bd1-f3 

14xk3 54. 12xk3 

NgS-e7 56. Bf3-h1 
Ne7-d5 SS. j5xi6 
Fi6xh5 60. Ch3xh5 
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RdS-d4 ' 
Qg7-h7 

17-16 
Qh7-g6 

Nk6-i7 
k7-k5 

Fg6-h7 
16-15 

Ca6-cS 
15-14 

R1S-13 

R13-12 
Fh7xi6 
Nd5-c3 
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61. Bk4-h7+ Resigns 

A pity Black overlooked this loss of a knight. His defence 
was tough and the counterattack down the I-file very 
troublesome. My plan here was to keep him away from the 
queens-side pawns and to advance with the k-pawn. 
Opening up the position for RBBF should be decisive -
with the added possibility of Cxj7. Nevertheless, White's 
trump card has long been the two bishops~ without them he 
would have little indeed. In MCC no minor piece is a 
match for a bishop. 

White: Roy Talbot 
Black: Paul Byway 

1. e2-e4 e7-eS 2. i2-i3 i7-i6 
3. Nb1-c3 Nb8-c6 4. Fh1-h3 Fh8--h6 
5. Nk1-i2 g7-g6 6. j2-j3 f7-fS 
7. Bil-k3 Nk8-j6 8. Cj1-h1 Fe8-e6 

White consistently follows his 'hollow centre' strategy. 
Black is an idea-free zone; starting by imitating White and 
ending with pawns at g6 and i6 which is very ugly. The 
horizontal 'courier shift' is frequently seen and here square 
d5 is in contemplation. 

9. Ch1-f3 
11. Nc3-d5 
13. g2-g3 
15. Ni2-h4 

f5xe4 10. Cf3-dS 
Cc8-e6 12. Cc1-e3 
NhS-f6 14. NdSxf6 
Fh6-gS 16. Nh4-g2 

Fe6xd5 
Nj6-h5 
Qf8xf6 

d7-d6 

White has given up C+P for F to weaken Black's white 
squares - a considerable sacrifice; now Black solidifies his 

was sure that 17.c3 would be the immediate response.' 
There is comfort in that White's stalemated fers can't be 
freed without giving up hope of regaining the pawn minus. 

1,7. c2-c3 
19. Qf1-bS 
21. g3-g4 
23. Ce3-g3 
25. Cg3-i5+ 
27. h3xg4 

29. QbS-c4 
31. Ni3-k4 
33. Nk4xiS 
35. b4-b5-
37. Qc7xd6 
39. Qd6-f6 
41. resigns 

Kg8-i7 L8. Kgl-i2 
Ra8-b8 20. R11-f1 

h5xg4.. 22. 
Ce6xg4+24. 
Ki7-i8 26. 
j7-j6 28. 

Qf6-g6 30. 
Be7-fB 32. 
Bf8xiS 34. 
Nc6-e7 36. 
Ne7-g6 38. 
Rd8-d7 40. 

Fh3xg4 
Bdlxg4 

h2-h3 
i3-i4 

Ng2-i3 
b2-b4 

Bk3xiS 
Qc4xc7 
Ra1-b1 
Bi5-k3 

h7-h5 
FgS-f4 

g6-gS 
Bi8-fS 
Bf5xg4 
j6xi5 

BdB-e7 
17-1S 

Cj 8-j 6 
Qg6--e8 
Rb8---d8 
Ng6-M+ 

pawn chain accepting the greater white-square weakness. I Not easy to see that the queen would be trapped by Cj6-h8 ! 
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LDSIN' CHESS: 
WHAT IF ••• ? 

by John Beasley 

Here are some more games from the 
2001 "Unofficial Losing Chess World 
Championship", with analysis by Stan 
Goldovski's invaluable Giveaway 
Wizard. Answers to questions are on 
page 67. 

From Round 2. White Johan 
Snuverink, Black Kim Meulenbroek. 
1.e3 b6 2.Ba6 Nxa6 (for 2 ... Bxa6 see 
VC 42) 3.Qe2 (threat 4.Qxa6 with a 
forced win) 3 .•• Nb8 (Wizard judges 
everything but 3 ... bS as good for 
White, though there is no forced win 
within my computer's horizon) 4.h4 
(4.Qa6 Nxa6 S.b4 Nxb4 6.a4 Nxc2 
7.e4 looks strong, but 7 ... Nxal gets the 
knight out of harm's way and there is 
no immediate tactical continuation) 
4 ••• Ba6 S.Qxa6 Nxa6 6.Nc3? and 
Black missed a forced win: 

Black won anyway (see VC 39), but 
the computer reports that there were 
some inaccuracies by both sides, and 
in particular that Black missed an 
instructive clincher at move 19: 

It appears that 19 ... Kc8 20.Nxc8 will 
fail because the White knight can give 
itself away on e7, but Black has a way 
of defusing this. 
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The Round 3 game between Kim 
Meulenbroekand Tim Remmel was 
one of several to start with l.c4, which 
seems to be becoming increasingly 
popular as an alternative to the 
standard l.e3. It allows Black to get 
rid of a bishop at once, L.bS 2.cxbS 
Ba6, but Wizard continues 3.bxa6 
Nxa6 4.b4 Nxb4 S.Nc3 Nxa2 6.Nxa2 
and we have the position below: 

The situation on the a-file is extremely 
sharp and I personally would not care 
to risk such a position in practice, but 
on general principles White has a 
significant advantage (he commands 
more space and so we can expect 
Black to run out of moves first) and I 
have little doubt that a careful expert 
will be able to make this advantage 
tell. We observe, for example, that the 
freeing move ... e6 is at least 
temporarily unplayable (6 ... e6 7.Nb4 
Bxb4 8.Rxa7 and Black soon gets a 
rampant rook or bishop), so his king's 
side is already cramped whereas White 
has virtually complete freedom. 

In the actual game, Black played 
1 • ..£6, and play continued 2.g3 Nb6 
3.b3 g6 4.d3 Qa5 5.Bxh6: 

On general principles, Black would 
now like to play S ... Qxel taking off 
White's king, but after 6. Qxel Bxh6 
he will have a rampant bishop. Hence 
S ••• Bxh6 6.N d2 (the sequel suggests 
that this move is doubtful, but the king 
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is so useful a piece that attacks on it' 
should normally be parried unless its 
concession leads to a forced win) 
6 ••• Bxd2 7.Qxd2 Qxal 8.Rxal (if 
8.Qxa2 then 8 ... aS and White gets a 
rampant rook) 8 ••• g5 9.Qxg5 Kd8 
10~Qxe7 Kxe7 I1.Rxa7 Rxa7: 

The immediate tactics have worked 
themselves out, and we see that Black 
has come out of the opening very 
much better; he has more material, and 
he controls far more space. White 
played 12.Kd2 in an understandable 
attempt to gain. space with the king, 
but I think he had to try 12.ND while 
he had the chance; after 12 ••• c5 the 
option is no longer available to him 
because B.ND d5 14.cxd5 Bh3 will 
leave him with a rampant bishop. His 
king's side is therefore permanently 
cramped, and he is bound to run out of 
moves sooner or later. The actual 
continuation was 13.b4 cxb4 14.g4 
Rf8 IS.e3 Nc6 16.Ne2- (getting -the 
knight off the back rank at last, but e2 
is no better than D because it is the 
knight's loss of control of h3 that is 
crucial) 16 ••• hS 17.gxh5 d5 18.adS 
b6 19.dxc6 Bh3 and White resigned. 

Space for a quickie. My Round 2 
game a~st Johan Bosman started 
l.h3 Nh6 (for 1...e6 see VC 42), and 
2.e3? should have lost at once: 

I lost anyway, but not in quite such an 
anthological fashion. 
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THE END IS NIGH! anyway. If I'm wrong I hope someone Nxj2 mate (Cedric Lytton, Noam' 
will put me right! E1kies). 

by Paul Byway 
COMPETITION 20 

I must start by apologising to Fred The common factor in these three 
Galvin - for I overlooked his three positions seems to be Black's failure to 
correct solutions to competition 18. He gain a sufficient advantage in material; 
was one of those who found the as a result he is mated in nine moves. 
second solution to #115. His ladder 
score will be adjusted accordingly. #122 Cesaro - Salvadori (1997) 

SOLUTIONS TO 
COMPETITIOII " 

#119 9. Kj3, Rxd6, Re8, Rxe5, 
Kf4, K/5, Nf4, Ng6, Re7 mate 

#120 9. Nc3, Kj3, /5, Kg4, Kh5, 
Kh6, Nj3, Ng5, Nd5 mate 

#121 9. Ke2, Bc6, f4, fxe5, e6, e5, 
Rgl, Rg8, Re8 mate 

There was a very good response to this, White wins (series 9) 
with solutions from Fred Galvin, David 

Pritchard, John Beas1ey, Ronald #123 Cassano -Hammarstrom (1994) 
Tumbull, Peter Wood. Cedric Lytton, 
Ian Richardson and Noam Elkies. It was 
widely noted that #119 could be one 
move shorter (omit Rxe5) and many 
found the second solution 9. Kj3, Kg4, 
f4, 15, fo, Kj5, Rxd8, Ng5 mate which 
also takes 8 moves; IR and DBP found 
both. #119 is of course Italian mate; FG 
shows that in Scottish Progressive White 
can echo the mate at move II - as 
follows: 9. Kj3, Kg4, K15, Nf4, Ng6, 
Rxd8, Re8, d4, Re7+ 10. Nxe7+ 11. 
Kg5, KM, Kxh7, g4, g5, d5, d6, dxe7, White wins (series 9) 
e8=R, Re7 mate. In #120 NE 
overlooked that f5 is necessary 10 screen #124 Polikanov - Karmanov(l996) 

g4 from the Black bishop even though it 
isn't needed for the mate. For #121 he 
suggests (rather unkind, this, I thought) 
that White play 9. Ke2, KP, Kg2, REI, 
Ral, Bb 7, Rxa7, Ra8, Rxh8 allowing 
Black to win White's two remaining 
pieces only to lose the pawn ending! 

The current scores 

FG 55, IR 55, DP 39, CL 24, RT 19, 
PW 11, JB 6, NE 2, SB 2. 

Fred Galvin asks about the position 
(W) Qb8, Ke2 v (B) Kg2, Pg3 which 
can arise in the analysis of #113. It 
seems to me that it must be a draw: Q 
to h-file gives stalemaate by Kgl, Pg2 
and Kf4, Qxg3+ gives stalemate by 
Khl. Black is not in check after Khl 
and cannot legally move back into 
check. That's my understanding 

White wins (series 9) 

In VC43 I reported a couple of missed 
mates from the Progressive Chess 
Tournament 2002 - found by Fred 
Galvin. Further investigation has 
discoveted a· second solution in each 
case: T-ZlS 8:Kd7, as; a4; a~ axliI, 
bl=Q, Re8, Bg5 mate (Cedric Lytton) 
T 2111 8.Ng4, g6, Bh6, Re8, Rxe5, 

#118b was an ending I left for your 
consideration in the last issue; in due 
course John Beasley, Noam Elkies and 
Fred Galvin showed that White was 
indeed lost. My suggestions were 
refuted as follows: 
(a) 11. Kb2, Kxal, Kb2, Kc3, Kd4, 
Kxe4, Kd4, Kc5, Kb5, c5, c6+ 12. Ke6, 
K15, Ke4, Kxe3, Kxf4, Ke3, KP, 15, f4, 
j3, P, bxc6+ and wins. Even stronger is 
12. Ke6, b6, K15, Ke4, Kxe3, Kxf4, Ke3, 
15, /4, j3, p, fJ=Q+· Series 11 could 
end with Kb4 and Pe5, in which ease 
NE gives 12. Ke6, Kj5, Ke4, Kxe3, Kxf4, 
Ke3, Ke2,15,f4,j3, b6, bxc5+ 13. Kxc5, 
Kc6, Kxc7, ... KgI14 ... jZ+ 15 . ... Kf416. 
.. .f1=Q+ 17 . .. .Ke4 18. .. .Ke6, Qc4+ 
and Black wins at series 24! 
(b) 11. Kc3, Kd4, Kxe4, K15, Kf6, 
Kxp, Kf6, Ke5, Kd4, c5 12. b5, b4, b3, 
b2, bl=Q, Qc2, Ke6, Nb3 mate. 
FG considered the construction of a 
fortress-like position from #118. After 
his line and my suggested response we 
reach another interesting position. 
How does Black win this one? 

#118c 

Here is another ending; Black won at 
series 20. How do you think play 
should continue from this position? 

#125 Muller - Rets (1994) 

Black to play series IO 
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M A IIIETIC CHESS 
AT MESSIIII' 

by John Beasley 

One of the pleasures of the French 
problemists' meeting at Messigny is 
the Sunday quick-play tournament. 
Last year, at my suggestion, we played 
Magnetic Chess. 

This has attracted interest among 
problemists, but unlike most problem 
variants it started as a genuine game. 
David Pritchard described it in VC 31. 
A man landing on a square behaves as 
if it were magnetized, attracting the 
nearest man on the same rank or file if 
it is the opponent's and repelling it if it 
is the player's own (unlike poles 
attract, likes repel). A pawn pushed to 
the first rank becomes immobile, one 
pushed to the eighth rank promotes. 
The king is excluded, it neither 
magnetizes nor is it pushed or pulled; 
castling magnetizes the rook. 

A simple game will show some of 
the tactics. White starts 1.e2~, and 
this pulls Black's pawn from e7 to eS: 

Black replies 1 ••• d7-d5, pulling 
White's pawn from d2 to d4 and 
realising too late that he is also 
pushing his e-pawn from eS to hS: 

No doubt White could simply take 
this, but in practice he plays 2.Bcl-g5 
with malice aforethought (bPg7 to g6, 
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bPdS to fS): 

Black buys it, 2 ••• Qd8xg5 (bPg6 to g7. 
bPfS to as, wPg2 to g4), 

and White plays 3.Qdl-d3 pushing his 
pawn to d8 and promoting it: 

Is this 'mate? Not quite. 3 ... Qxd8 is no 
good because it draws White's other 
queen up to d7, but Black has 3 ••• Qg5-
d5 sucking the checking queen away 
(d8 to d6, d3 to d4): 

But the respite is only temporary. 
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White plays 4.Qd4xd5 pushing his' 
front queen straight back again (d6 to 
d8, also as to cS and hS to eS), and 
this time there is no answer. 

This example has been contrived so 
as to reach the crucial point as quickly 
as possible, but a similar "push to 
promotion" mate occurred in many of 
the actual games; I think most of us 
fell for it at least once. The tournament 
in fact produced the remarkable 
quadruple tie 3-3-3-3-2-1, everybody 
losing at least two games out of his 
five. But by this time the strong 
players among us were beginning to 
get the hang of the game, and they 
duly imposed themselves in the play
offs; Abdelaziz Onkoud and Sebastian 
Cossin beat Tbieny le Gleuher and 
myself in the semi-finals, and 
Sebastian won the final. 

A few practicalities. Because there 
were only six of us, we could play ten 
minutes per player per game, and this 
was fortunate; the game might have 
proved a little too complicated for 
five-minute play. Errors were frequent 
(man not moved, like man pulled, 
unlike man pushed), and we played 
"friendly" rules: a player presented 
with an incorrect or incomplete move 
simply restarted his opponent's clock 
and waited for him to correct or 
complete it, indicating what was 
needed if he looked puzzled. But the 
game proved to be good fun, providing 
entertainment and a distinct change 
from the normal, and I heartily 
endorse David's recommendation . 

• /IE' VARIAIITS 
AT HAR'EII'EII 

Our AGM in June was followed by the 
usual "mixed" tournament (each 
player chooses the game for one 
round). The new venue deprived us of 
David Pritchard's Guildford friends, 
but David himself was able to come, 
together with George Jelliss, John 
Leslie, Rob Price, and myself. We 
played Two-move (chosen by David), 
Circular (George), Hostage (John), 
Modem Courier (Rob), and Magnetic 
(myself). David won with 4 out of 4, 
but by his own account he was lucky; 
he should probably have lost in round 
4, and when he met the other 100% 
scorer in round S it was his choice ... 
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INfDIMAL '"D.LEM 
TDUINE' .. WAID 

, "'-2003 

by Mark Ridley 

In previous years these tourneys have 
been held on a biannual basis, 
however bearing in mind that only 
two issues of Variant Chess appeared 
in each of the years 2000-2002, and 
furthermore the fact that the January 
2003 issue was the last to feature 
originals, we decided that holding 
one tourney which covered issues 31-
41 would be the best policy. 

Taking problems which appeared 
both in articles and in the Problem 
Pages, the total number to be 
considered was 11S, a massive task. 
In my opinion, the average standard 
of the entries was satisfactory, 
however after some deep 
consideration, I decided that 27 
problems deserved honours. 

359-ReneNITLLOUR 
1st Prize Variant Chess 1999-2003 

Monochrome Chess 
Rooks died where? How? 

First Prize : 359 - Rene Millour. 
While this example of Monochrome 
Chess may be "easy" compared with 
others which have appeared in more 
specialised problem magazines, it is 
no less entertaining. The idea of all 
the Rooks having specific deaths is to 
my mind quite exciting, and is 
(according to the composer) achieved 
for the first time in miniature. The 
amount of information one can work 
out from the nearly empty diagram is 
amazing, and the chain of reasoning 
very pleasing. The only slight regret 
is that the departure square of the 
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bPb7's capture ofwRh1 on b3 cannot 
be completely determined Summary: 

l. White has just checked on g2, 
and to give Black a previous move 
this must have been a capture of a 
piece other than a rOOL 

2. To get bK to hI, we must 
have had bKg4 with play wPg2xf3+ 
bKh3. This would be illegal with 
original wB still on n, so present wB 
is promoted. 

3. BJ.ack?s capture on fl.- with 
e2/g2 unmoved, must have been with 
a promoted piece X (Q or R). 

4. We can now account for 20 
captures: 16 by the four promoting 
pawns (to wB, bX, and the two 
knights), two by wPg4, one by wBg2, 
and one on fl. It follows that (a) the 
knights on bl, bS, and gS were 
captured by pawns, and (b) wPb2 
died at home and so the man captured 
on aI wasn't a bishop. 

S. This gives us the follQwing 
pawn-trajectories: 

wPc2-c4, xPdS, xPe6e.p-., xPf7, 
xNgS=B, Bx(X/B)g2. 

wPf2-f4, x(B/Q)e5, xRd6, 
x(Q/B)c7, xNbS=N. 

wPg2x(BIX)f3, xRg4. 
bPb7-bS and then either xPa4, 

xRb3, xQaJ;/c2, xNbl= X or xQa4tc4; 
xRb3, xPa2; aNbI=X.·· 

bPc7-c5, - xPd4, xHc3", xP6I, 
xRal=N. 

So all rooks were captured on 
specific squares by specific pawns, 
though in one case the capture
move's start-square is indeterminate. 

For a more leisurely exposition, 
see VC 40 page 136. 

320 - Torsten LINSS 
dedicated to Stephen Emmerson 

2nd Prize Variant Chess 1999-2003 

Selfmate in 11, Maxi, with set-play 
Checkless Chess 

Elephant cl, Royal Zebra eS 
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Second Prize : 320 - Torsten Linss.' 
A complex problem, containing 
excellent set play leading to a 
thematic echo. The two lines over 11 
moves are extremely impressive, but 
the setting is not perfect as the 
"checkless" stipulation is there to 
stop duals. However, even when one 
merely plays through the solution, 
careful thought is needed on each 
move. 

Set 1...Eh6 2Zc5! (Ecl,a6 now 
illegal check so) Ed2 3.ID EaS 
4.Zd4 Ehl 5.Za6 Ec6 mate. 

Play l.Zb6! En 2.Ze4! Eel 3.Zg7! 
EeS 4.Zd5! Eel 5.Za7 Eh6 6.Zc4! 
Ef2 7.ZaI! EeS 8.Zd3! Eg4 9.Zb6 
Eal 1O.Ze4 Eh8 l1.Zcl Ee3, 

while if 6 ... EdS 7.ZaI! Eg2 S.Zd3 
EaS 9.Zg1 Ehl. 

341 -Ian RICHARDSON 
3rdPrize Variant Chess 1999-2003 

Seriesmate in IS, Magnetic, moving 
onlywN 

Third Prize : 341 - lan Richardson. 
Magnetic Chess is by now a well 
known variant in over the board play, 
but in both problems and endgame 
studies it is also proving to be 
fruitful. In this problem, the wN 
moves around a fine unique path 
drawing the bP from c4 to f4, then 
returning to c6 thus repelling wB to 
g6 giving an attractive mate. An 
original problem, but would it be 
possible to achieve the effect without 
the "moving wN only" limitation? If 
so it would be a very commendable 
achievement. l.Ne7, f5, h4, g2, el, 
6.Nc2(pc3) el, S.Nf3(e3) e5, c4, 
1l.Na2(Rd3) c2 13.Nel(pe2) 
14.Ng2(Pf2) 15.h4 16.Nf5(Pf4) e7 
lS.Nc6(Bg6). 

Fourth Prize : 353 - Rene Millour. 
This fine and highly original Black 
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AUW shows the striking idea of 
selfpins followed by unpin by home
square occupation after promotion 
captures. The fine thematic key 
selfpins the three pieces. 
l.Kxa2(Ke1)! (2.Nxh3) hgQ(Qd8) / 
hgR(Rh8) / hgB(BfS) / hgN(Nb8) 
2.Rxg7(Ra1) / Ra2 / Qa1 / cb(b2). 

353 - Rene MILLOUR 
4th Prize Variant Chess 1999-2003 

Mate in 2, Anticirce 

1st Honourable Mention : 310 -
Cedric Lytton, RIKS, 2B2Bln, 
plk3pl, 3N2Pl, Plp1N3, 1P3P2, 
blPp4, 8, Magnetic, mate in 2. A 
striking problem which shows a task 
of five direct mates by one N, 
including the maximwn of four by 
magnetic repulsion. It is a slight pity 
the composer was unable to achieve 
the extreme task of all six by 1.. .xe3 
2.Se7(Ba7, Bg7). The wRa8 is a 
cookstopper that can easily be 
forgiven. 1.b4 (no threat) 1...NfS 
2.Nxd2(NdS,Pb2) 1...Nf6(PfS) 2.NcS. 
(NeS) 1...NxgS (NfS) 2.NxgS (NaS) 
1... c3(pd3) 2.BdS (Nd4) 1...Bb3(Pc3) 
2.cxb3(Pb8=N) 1...Bbl(Pb2) 2.Nb4 
l...dl(Bd2) 2.Nb3(Pb8=N). 

2nd BM : 326 - Cedric Lytton, 
16, 3k4, b7, 4P3, lR6, r1RS, 8, No
capture chess, helpstalemate in 3 (a) as 
set, 1 sol, (b) bKd4, 2 sols. The 
composer may have disliked the 
twinning, but it is a small price to pay 
for the three perfect bottles of the 
Black bishop and Black rook. As two 
solutions is the nwnber expected from 
experience gained in other settings, the 
achievement of three is special. As 
Luigi Vitaie said after solving, a 
problem for the FIDE Albwn! I.Bd8 
Rb7 2.Ra7 Re7 3.Rd7 Rc7 b) l.Bel 
Rf2 2.Re2 Rb2 3.Ke3 Rd2 and l.Rb2 
Rb6 2.RbS Rb2 3.KcS Rb4. 
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3rd HM : 352 - Ronald Turnbull, 
k7, Q1KIPIP1, 8, 1N6, 16, 4plpr, 
qQSR Mate in 2, Madrasi. While 
Mutates are a well known theme, it is 
very unusual to see them in problems 
featuring Madrasi. In this example, we 
have an excellent demonstration of the 
HoIst theme, where having promoted a 
pawn, Black ultimately finds he has 
promoted to the wrong type of piece. 
In addition there is other good play, 
for example the long range shut-off 
1...glR,ghB 2.Ba2. Set 1.. .elR1Q 
2.e8QIR and 1...g1R,ghR/gIQghQ 
2.g8Q/R. Key l.g8Bt g1QB/ghB 
2.BdS/Ba2. 

4th BM : 368 - Michael Grushko, 
3B4, GIK5, 24, k7, 6(nr) 1, 8, 
Helpstalemate in 4, Circe, 2 sols, 
Grasshopper + Nightrider. This 
splendid S-unit (Tanagra) problem 
shows the same fiitaT stafemate 
position reached by two contrasting 
routes. The neat stalemate and very 
fine construction ensure a place in the 
award l.Kb3 Gd7 2.Nxd8(wBc1) Bb2 
3.Nb7 Gxb7(Nb1) 4.Ka2 Gxbl=; 
1.Ka2 Gal 2.Nxd8(wBcl) Gd1 3.Nf4 
Gbl 4.Nb2 Bxb2=. 

5th BM : 318 - Stephen 
Emmerson, Ronald Tumbull, k1KS, 
p7, IP6, 40, Messigny, Rois 
Transmutes, Helpmate in 2Yz, two 
solutions. I am constantly surprised at 
the nwnber of originals Stephen 
Emmerson is producing from the 
"Vielvater" position, which featured in 
several originals during the period 
covered by this award In this 
example, I like both the tempo move 
in the first solution and the switchback 
swaps in the second The shifted echo 
is most attractive. In the first solution, 
the bK is checked by a wP and under 
the "Rois Transmutes" rule can only 
move as a bP. Owing to the fact that a 
bP on the eighth rank is not possible in 
ordinary chess, how it moves has yet 
to be defined, so any attempt by bK to 
escape is illegal and so he is mated I 
prefer this problem to 317 due to the 
tidier stipulation. 0 ... K <>K l.a6 b7+ 
2.P<>P ab and 0... Kc7 l.a6 P<>P 
2.Ka7P<>P. 

6th BM : 355 - Christopher 
Jones, Ib1R4, 7p, 2Kpplkp, 7p, 8, 
6r1, 6pl, 7b, Series mate in 16, Single 
Combat. A comical problem which 
demonstrates the single combat 
condition overriding the series 

May 2004 

condition. The final mating position' 
may not be difficult to see, but the way 
wR and wK self-pin each other in turn 
(the latter due to series play rules) is 
quite clever. 1.Rf8 3.Rxg2 (R now 
pinned, so K may move) 9.Kxg3 (now 
K cannot move without giving check 
to Black, which is forbidden before the 
end of the series, so R may move 
again) 11.Rxd6 (pinned again) 
14.Kxe6 (again can't move without 
checking) 16.Rg8. 

7th BM : 287 - Erich Bartel, 8, 
7(CG), 8, 1G6, 8, 2k5, 16, Rois 
Transmutes, Grasshopper, Contra-G, 
helpmate in 6, 2 sols. This problem 
features the new fairy piece the 
Contra-Grasshopper, which moves 
only when adjacent to another piece. 
The bK manoeuvres carefully to bring 
the wKG into play, and walks into an 
attractive horiZontaf and vertical echo. 
The piece deserves further 
investigation, and can the 'contra' 
property be extended to other hoppers? 
l.Kd3 Ge2 2.Ke4 GeS 3.KfS GgS 
4.Kg6 KGfS S.Kh6 GeS 6.KhS KGdS 
and I.Kc4 Gd3 2.KdS Gd6 3.Ke6 Gf6 
4.Kf5 Gf4 S.Kg6 KGfS 6.Kf7 KGf3. 
Commended : 296 - Cedric Lytton 
(VC33 page 12). A full use of the 
Actuated Revolving Centre and 
fascinating move order which 
produces a neat and surprising mate. 
The problem was not easy to solve 
either, indeed it sent my head 
spinning! 297 - Erich Bartel (VC33 
page 13). Matched promotions of the 
neutral pawns without twinning. The 
problem also has good economy and I 
like the ideal stalemates. Can anyone 
extend the theme to three promotions, 
or even four, thus completing the 
AUW? 303 - A1ex Ettinger (VC34 
page 28). The Mari theme is a well 
known theme in the orthodox two
mover. Here, possibly for the first 
time, we see it in helpmate form. The 
mates are neat and I enjoyed solving 
it, but the repeat of 1...d4 is a blemish. 
304 - Ronald Tumbull (VC34 page 
28). An excellent key leads to three 
cross checks, with the cross checks 
being direct rather than using a battery 
(impossible in orthodox chess). 308 -
lan Ricbardson (VC 34 page 28). 
Both this and 309 (by the same 
composer) showed beautiful echoes. It 
was difficult to decide between them, 
and I felt there was not room in the 
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award for both. 308 might have been 
the slightly heavier position, but I 
preferred it due to its greater 
originality (308 appeared before 309!). 
311 - lan Richardson (VC35 page 
46). A perfect reflected echo, which is 
set economically in Magnetic Chess. 
Considering this was only in 3 single 
moves, I found it surprisingly difficult 
(and only solved it after the closing 
date for solutions). 319 - Peter Fayers 
(VC35 page 47). Twins where two 
fairy rules are employed and their 
order of priority is crucial is a theme 
which I alwaysfindJunusing. This is a 
particularly comical example, but it is 
a slight pity that a part (d) "Neither" 
(K in check swaps with neither K nor 
N} would produce virtually the same 
play as (a). Can anyone pull off all 
four possibilities with either these or a 
different pair of fairy conditions? 329 
- Stephen Emmerson (VC36 page 
70). Another fine 'Vielvater' problem, 
this time with the enemy Sentinels 
rule. The set play and first solution 
have unexpected switchbacks, in the 
set play to give White a vital guard on 
c6, and a vital tempo (3.c6) in the first 
solution. A neat mate appears in the 
second solution. Three lines from a 
pretty natural position is impressive. 
Good work by Stephen's computer! 
339 - lan Richardson (VC37 page 
83). A neat pair of echoed ideal 
stalemates. However the poor 
twinning and repeat of one knight 
making both White moves in a) are 
slight blemishes. 342 - John Rice 
(VC38 page 100). A change of 
function between the two half battery 
Rooks takes place. Circe check 
supplies the rationale for defences by 
BR, and Circe pawn-captures motivate 
the correction defences Rc6, Rc7. The 
plug on c8 is regrettable, as is the 
slightly brutal pinning key. 344 -
Luigi Vitale (VC38 page 100). A 
tricky miniature. Given that Black can 
create two selfblocks, and White at 
most two pawns (Plus a pawn move to 
mate), the tempo move in the BKh8 
solution swprises, as do the capture 
mates. The two mating N-captures 
provide some unity. 345 and 346 -
Stephen Emmerson (VC3S page 
100). The composer judged a tourney 
for two-piece problems (article in VC 
24, award in VC 29). Here we have 
two problems with the ultimate 
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economy (one piece only!). In345, we 
have an elegant, and most swprising 
orthogonal to diagonal pin-stalemate 
transformation, with no extra Sentinels 
present at the end In 346" by good use 
of the Sentinels rule, Black (and 
White~ trap the Neutral Camel on hS" 
with an unusual reflection echo (on the 
al-h8 diagonal) and well matched 
strategy. 346 was certainly, in my 
opinion,. the more difficult of the two 
to solve. However, it would be harsh 
to gil'e preference to one o~ the other, 
and so I decided to give them each a 
commendatioa 360 - A1ex Ettinger 
(VC39 page 119). The (reciprocal or 
cyclic?) Le Grand effect is better 
known in direct mates than in 
helpmates- Wertheim's. original 
concept (1 Pr Israel Ring Ty 1967, 
wKh3, Rdl, Bd3, b8. Sf4, Pc3, 2, f6, 
bKc5, Pb6, b7, c6, d6, e3, f5, f7, h#2*, 
b) after key} proved to have duals. 
However this setting using Chinese 
Pieces rescues Wertheim's original 
concept, and together with its good 
strategy justifies its place in the award.-
366 - lan Richardson (VC4l page 
15). Aa interesting twin in a clean 
setting. Full use of the Actuated 
ReVolving Centre inpart (b). The shift 
one file to the right of the knights in 
the mating position is very pl~ 
369 - Michael Grushko (VC4l page 
15). MichaeL Grushko is. a new name 
to me and both this and 368 suggest 
he has a promising future_ The 
mating positions are beautifully 
matched,.. and the way the mating 
White Knight provides a hurdle for 
WG to. guanl one of the squares 
helps give the problem a pleasing 
unity. On the down side, the 
twinning is crude with the large 
displacement of WK to b), and the 
outlying pawns on h2, h3 needed to 
prevent a WK dual. Nevertheless.,. 
these are minor quibbles and the 
problem deserves its award. 

This then concludes my award... 
While I have had great pleasure in 
carrying out this task, it is a 
moment of great sadness to mention 
that th.i£ is the last problem award 
to appear in Variant Chess. I thank 
Ronald Turnbull for giving me the 
opportunity to judge this tourney. 
Furthermore. thanks are. due to. him..
and his predecessors George Jelliss 
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and Stefanos Pantazis for their work 
on what has been an excellent 
column. 

Our thanks to Mark for his award. A 
pamphlet with all the problems on 
diagrams is being sent to those whose 
work is fratured, and will be sent to 
other interested readers on request. 
Readers who share Mark's regret at 
the cessation of the Problem Pages 
may wish to join the British Chess 
Problem SOCiety (11. L Lewis, 16 
Cranford Close, Woodmancote, 
Cheltenham, Glos GL52 9QA), or to 
subscribe to the fairy chess 
composition magazine fee~hach 

(bemd ellinghoven, K6nigstr. 3, D-
52064 Aachen, Germany). 

LOSIIIG CHESS 
SOLUTIONS 

(from page 62 ) 

First diagram (Snuverink 
Meulenbroek,. after 6.Nc1). BlaC;k has 
a forced win by 6 ... b5 7.Nxb5 RbS. If 
S.Nxa7 then8 .. .Rxb2 and White gets a 
rampant bishop, and if 8.Nxc7 then 
S ... Rxb2 9.Bxb2 (9.Nxa6 Rxa2, 
9.Nxe8 Rxc2 10.Nxg7 Rxa2) 9 ... Qxc7 
10.Bxg7 Qxc2 U.Bxf8IBxhS Qxa2 
and in each case White gets a rampant 
rook. 

Second diagram (same game, 
Black to play move 19). He can indeed 
play 19 ... KcS 20.NxcS, because 
20 ... Nf6/Nh6 gives him an alternative 
capture. Willy nilly, White must 
continue 2LNxe7, and after 21."Nxg4 
22.Nxg6 Nxe3 it's easy. 

Final diagram (Beasley - Bos.man, 
after 2.e3). 2 ... b5 3.Bxb5 Bb7! (this 
"old defence" is now a proven loss 
after l.e3 b5 2.Bxb5, but the slightest 
change in the position is often 
sufficient to convert it into a win) 
4.Bxd7 Bx.g2 5.Bxe8 Qxd2 (5.,.Bxhl 
also wins) 6.Bxd2 (other moves also 
lose) 6 .. .Bxhl 7.Rxh3 (7.Nxhl h5 etc) 
7 ... NgS 8.Bxf7 (S.Rxh7 Rxh7 9.Bxf7 
is clearly hopeless) g5 9.BxgS RxgS 
10.Rxh7 Bh6 and White gets a 
rampant rook. There are several 
alternatives to be considered at move 
6, which is. doubtless why my 
opponent did not play this over the 
board,.butinfact there.is a force4 win 
in all lines. 
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CHANGING OF THE GUARD 

After five years as our editor, Paul Byway is standing 
down. As everybody who has tried to do it knows, the 
labour of magazine copy preparation and camera-ready 
typesetting cannot easily be accommodated on top of 
family commitments and a full-time job, and a promotion 
last year added to Paul's professional responsibilities. 
We are very grateful to him for having shouldered the 
burden for so long, and for having consistently produced a 
magazine of high quality. I have invited him to continue 
writing "The End Is Nigh" and to make other contributions 
as the spirit moves, and I hope he will be able to accept 
both invitations. 

Paul and I were in agreement as to how most things 
should be done, and I do not expect the change in editor 
to result in any major change to the magazine. However, 
the cessation of the Problem Pages has released space for 
other purposes, and I propose to use some of this by 
instituting a regular column "In the Library" in which 
somebody - perhaps George, perhaps myself, perhaps 
someone else - writes about one of the books or other items 
in our possession. The magazine of the British Chess 
Problem Society has carried such a column since I became 
its librarian in 1993, and it appears to have become one of 
the sections to which readers turn first. Our own library is 
more modest in size, but it contains some first-rate material 
which is not easily found elsewhere, and I am sure readers 
will like to hear about some of its contents. 

The present issue starts a new volume, and I am taking 
the opportunity to reissue "Issue 00". The games we 
feature most frequently have changed in the five years 
since the original version was produced, and readers whose 
filing systems are anything like mine will long since have 
mislaid it anyway. The new version has been restricted to 
one page, the essential rules of other games being given in 
full each time they appear, and the saving in cost may 
enable it to be reissued more frequently in future. 

AllCE CHESS 
material from Peter Coast, text by JDB 

Alice Chess (rules in issue 00, see above) attracts even 
those like myself who play it only occasionally and 
uncomprehendingly. Peter Coast plays it rather better; 
he is one of our strongest exponents, and several of his 
games have appeared in VC (see VC 35-36). He has 
recently sent me some more material, with annotations, and 
I have found it very enlightening; perhaps readers will also. 

The following was one of Peter's early games, played in 
a BCVS postal tournament some years ago. There are 
errors by both sides, as always when the players are trying 
something new, but there are also points of elegance and 
subtlety. Comments in quotation marks are Peter's, as are 
exclamation and question marks. Crosses indicate squares 
which are occupied on the other board. Peter says that 

when playing by correspondence he uses coins to mark 
these squares, and I am sure this leads to a higher standard 
of play. 

1 c2-c4>B c7-c6>B 2 d2-d4>B Qd8-c7>B! : 

"Black is threatening 3".Qa5>A mate, and it is surprisingly 
difficult for White to do anything reasonable about it. For 
example, 3 Bd2>B Qa5>A+ 4 Bc3>A QxB>B. Perhaps the 
best is 3 Qd2>B Qa5>A+ 4 KdI>B, but then 4".Qa4>B+ 
wins the pawn on c4. I chose to give my king some air." 
3 f2-f4>B Qc7-aS>A+ 4 Kel-f2>B QaSxa2>B+ 
S Bcl-d2>B Qa2xc4>A. "I am not doing too well: two 
pawns down in five moves! Fortunately, Black is not 
threatening too much at the moment, so I must rely on 
continuing my development." 6 Ngl-f3>B Ng8-f6>B 
7 Nbl-c3>B Qc4-c7>B : 

"This threatens 8".Qxf4>A. It is not much of a threat, 
however, and fails to improve Black's position." 
8 Nc3-dS>A Qc7-eS>A? "Black persists in making short
term threats with his queen, to the neglect of his 
development." 9 Qdl-b3>B : 

"White is beginning now to generate some counter
chances. 10 Rxa7>B, for example, is possible." (This can 
happen even in the opening, where 1 a3/a4>B threatens 
2 Rxa7>B winning a pawn at once, but the natural 
developing move 1...Nc6>B provides a sufficient counter.) 
9 ... Nb8-a6>B 10 Bd2-c3>A QeS-c7>B 11 Bc3-aS>B : 
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"I was planning 12 Nxe7>B if the queen moves. Black's 
king would be in danger because it lacks flight squares." 
1l ... b7-b6>B 12 Ba5xb6>A. "I can now repeat the above 
idea with 13 Ba5>B." 12 ... e7-e6>B 13 Ralxa7>B : 

13 ... Qc7-d6>A 14 Qb3-e3>A+ e6-e5>A 15 Qe3xe5>B : 

This threatens 16 Qe4>A, which is mate because an 
attempted interposition such as ... Be7 will simply transfer 
the man to B. Peter describes the move as "obvious, but [it] 
needs careful calculation to make sure that Black does not 
have an effective counter-attack." In fact he doesn't, 
and the game ended 15 ... Ra8-a2>B+ 16 Kf2-gl>A! 
Qd6xb6>B (creating a flight square for his king, but it is to 
no avail) 17 QeS-e4>A+ Ke8-d8>B 18 QeS-e7>B mate. 
A better defence would have been 16 ... Be7>B, when the 
equivalent attack 17 Qe4>A+ Kf8>B 18 Qe7>B is 
impossible because e7 on B is already occupied, but I 
suspect it would have made no difference in the long run. 
Lack of development is no less a disadvantage in Alice 
than it is in any other game, and Black's king will surely 
succumb to White's attack in the not too distant future. 

This was one of the games and positions cited by Peter 
in a series of articles in Abstract Games some two or three 
years ago. Another position he cited was that below, which 
was quoted in VC 29 but which I repeat for the sake of 
Peter's commentary. It occurred after Black's 15th move in 
a game played by David Pritchard, who as White 
announced mate in eight. 
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Play continued 16 Nc3-b5>A+ Kd6-c6>B 17 Rg8xc8>B+ 
Kc6-b7>A 18 Bc4-d5>A+ Kb7-a6>B 19 Nb5xc7>B+ 
Ka6-a7>A 20 Nc7-bS>A+ Ka7-a6>B. "At first sight it 
seems that nothing has been gained by the last two moves, 
but the square c7 is now free, and this allows a sacrificial 
conclusion to the game." 21 Bd5-b7>B+ Ka6xb7>A 
22 Rc8-c7>A+ Kb7-a6>B 23 Rc7-a7>B mate: 

"In the final position the White Ra7 is protected by the 
Nb5, which in turn blocks the Black King! King hunts of 
this sort occur frequently in Alice games. I think there are 
two reasons for this. The first is that the increased space 
available for the pieces gives greater freedom for the 
attacking force and allows it to cover (on one board or 
another) more squares of the opposing King's field. The 
second reason is that in chess-like games attack is easier 
than defence. Alice games are still being played at a 
primitive strategic level, and this gives a natural advantage 
to the attacker. We have only to think of the prevalence of 
successful sacrificial attacks in expert Chess games of the 
Nineteenth Century to realize that we still have a lot to 
learn about effective defensive play." 

Peter also sent me a splendid two-move problem by 
Ronald Turnbull and himself, and while we no longer have 
a dedicated problem section I remain more than willing to 
print problems which enrich articles on games. 

All the men are on board A, and White is to play and mate 
in two against any defence. Answer on page 15. 
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PROGRESSIVE CHESS 
by John Beasley 

Peter Fayers has been Googling, and 
he has come across the games in 
the final stage of the 1996 "First 
World Internet Progressive Chess 
Championship". I don't think these 
have appeared previously in vc. 

The tournament was played to 
"Scottish" rules (giving check before 
the end of a turn is permitted, but 
terminates the sequence), and was 
won by Fred Galvin, a very familiar 
name in "The End Is Nigh". His game 
against Scott Gordon had an unusual 
finish. 1 d4 2 cS cxd4 3 e4 Bd3 Ke2 : 

4 dxe3 e.p. Qc7 Qf4 Qxf2 mate! 
Legal? Yes, says the Encyclopedia of 
Chess Variants: "An e.p. capture is 
admissible on the first move of a turn 
only. Any pawn that made a two-step 
move during the previous turn 
sequence is liable to capture e.p. 
unless it was then moved again." 

Hugh Brodie's game against 
Norbert Geissler made me think. 1 e4 
2 Nc6 dS 3 Qg4 QxcS QxdS+ 4 KxdS 
dxe4 Nf6 hS, and why not the 
apparently obvious 5 b4 b5 bxc6 cxb7 
bxa8Q+, or 5 d4 and the same? The 
diagram shows the case 5 b4 : 

No doubt experienced players will 

find the answer at once, but I did not. 
The answer to the actual S f3 fxe4 eS 
exf6 Be2 is perhaps easier: 

Answers to these questions will be 
found on page 15. 

So White must find something else, 
and Peter Coast suggests that perhaps 
5 Bb5 Bxc6 Nf3 Ne5 Nxf7+ is good: 

"There seems to be no mate for Black, 
and his K will be in great danger on 
White's 7th move." 

Fred Galvin and Noam Elkies both 
reached the same position against 
Juraj Lorinc. 1 d4 2 cS cxd4 3 e4 eS 
Na3 4 dS Bg4 Bxdl Kd7 : 

Answer again on page 15 (they both 
found the same one). 

They had a tougher time when they 
met each other. Fred Galvin was 
White. 1 d4 2 cS cxd4 3 e4 eS f4 4 e6 
d3 dxc2 cxdllQ+ S Kxdl fS fxe6 e7 
exdS/Q+ (bPe6 stops 5 Kxd I Nf3 
Ng5 Bc4 Bxf7 mate) 6 KxdS d6 dxeS 
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bS Kc7 Bg4+ 7 Be2 Bxg4 Bf3 BxaS 
Ke2 Nc3 NdS+ (having no forced 
mate, White goes for material) S Kd7 
Nf6 Bb4 ReS Rxc1 Rxal NxdS Nf4+ 
(Black does the same) 9 Kf3 a3 axb4 
b3 Ne2 Nxf4 Nh3 Rxal Rxa7+ : 

Black's pawns can now do nothing, 
and Kd6, Nxa7, Nxa8, Nxh3 lets 
White's g-pawn capture and run. 
He actually tried 10 Ke6 KfS Nc6 
Nxa7 NcS Nb6 NxaS Nb6 h6 e4+, 
and resigned after 11 Ke3 Nf2 Nxe4 
Nc3 Na4 Nxb6 Na4 Nc3 Ne2 Kf3 h3. 

There will be more in future issues, 
and readers who do not want to wait 
can type "WIPCC" into Google and 
follow the links given. Our first game 
appears as "Galvin-Gordon", but the 
tournament cross-table suggests that it 
should be the other way round. 

MAGNETIC fOOLERY 
materialfrom fan Richardson 

My made-up Magnetic Chess game in 
VC 44 prompted Ian Richardson to try 
and find the "Fool's Mate" in this 
genre. The rule in Magnetic Chess is 
that when a man lands on any square, 
the nearest men on the same rank or 
file are magnetized, enemy men being 
attracted as far as possible and the 
player's own men being repelled 
(unlike poles attract, like poles repel). 
Kings are excluded. So the ordinary 
moves 1 g4 eS 2 f3 Qh4 don't result 
in mate because Black's 1...e5 has 
attracted wPe2 forward to e4. 

All the same, lan was able to find a 
way of giving mate on Black's second 
move, which he sent with some 
diffidence: "you probably know this 
already". Well, I didn't, nor did David 
Pritchard, and we think you will enjoy 
working it out. Answer on page 15. 
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LOSING CHESS: 
WHAT IF ... 

by John Beasley 

Here is another selection of games 
from the 2001 "First Unofficial World 
Championship", with analysis by 
Stan Goldovski' s program Giveaway 
Wizard. Paul Byway would have been 
willing to continue this series under 
his editorship, so I see no reason not 
to do so under my own. Answers are 
on page 15. 

From Round 3. White Johan 
Bosman, Black Jaap Kamminga. 
1 e3 b6 2 Qh5 Ba6 3 Bxa6 Nxa6 
4 Qxh7 Rxh7 5 b4 Rxh2 6 Rxh2 
Nxb4 7 a4 Nxc2 8 e4 : 

and why not 8 ... Nxel? The king is a 
strong piece, and taking it is normally 
a good idea. 

Black actually took the rook, 
8 ... Nxal, and play continued 9 e5 d6 
10 exd6 cxd6 (other moves lose off
hand) 11 Rh6 gxh6 (11...Nxh6 loses 
off-hand) 12 a5 bxa5 and now White 
missed a difficult forced win : 

In practice he played 13 d3 to rid 
himself of his bishop, and play 
continued 13 ... h5 14 Nh3 h4 (other 
moves lose at once) 15 Kd2 Nc2 
16 Kxc2 Bh6 17 Bxh6 Nxh6 18 f4 
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Ng8 (there appears to be no tactical 
need for this, and relinquishing space 
is not normally good) 19 Nd2 d5 
20 f5 f6 and again White missed a 
difficult forced win: 

His actual line was 21 Ng5 fxg5 22 f6 
exf6 23 g3 hxg3, and Wizard now 
thinks that 24 Kc3 is good for White 
though there is no forced win within 
my computer's horizon. The threat is 
25 c4 dxc4 26 Kxc4 Qxd3 27 Kxd3 
with an inevitable king giveaway, and 
24 ... Kd7 can be met by 25 Ne4 dxe4 
26 dxe4 f5 (else an immediate loss) 
27 exf5 Ke6 (ditto) 28 fxe6 Qd2/ . .ld4 
(again ditto) 29 KxQ. But White 
preferred 24 Kdl threatening 25 Ne4, 
with sequel 24 ... Kd7 25 Ne4 dxe4 
26 dxe4 f5 27 exf5 Nf6 28 Ke1 
(threat 29 Kf2 etc) Ke6 29 fxe6 Qdl 
30 Kxdl and we have an endgame in 
which Black's proliferation of pawns 
will surely stand him in bad stead: 

Black does his best, 30 ... g2, but after 
31 e7 Rf8 32 exfSK White's kings 
will be able to give themselves 
away to Black's pawns. The actual 
conclusion was 32 ... Ng4 33 Ke8 a6 
34 Kd7 gIB 35 Kd6 a4 36 Kc5 and 
Black resigned. 

I don't think White can be blamed 
for missing the forced wins in the 
middle game, because the play is 
complicated, but they do show Black 
to have been lost as far back as 9 ... d6. 
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Another instructive Round 3 ending' 
was won by Frederick Sandstrom. 
After Black's 31st move: 

Black can hope to block his a-pawn, 
but his other men must be given away. 

White actually played 32 e7 Kxe7 
33 a5, and Black marshalled his men 
by 33 ... Rb8 34 a4 Rfl 35 a6 NfS : 

Now 36 a5 can be met by 36 ... Rb7 
37 axb7 a6, and all promotions lose. 

Nor can White do better. 32 a3 
merely wastes time; if he tries 32 a5, 
the computer gives 32 ... Ke7(!) 33 a6 
Kxe6 34 a4 Rb8 35 a5 Rb6 (35 ... Rb7 
no longer leads to a win within my 
computer's horizon) 36 axb6 axb6 
37 a7 Rc4 38 a8K (other promotions 
allow six immediate giveaways) : 

Now Black has 38 ... Re4 39 Kb8 
(39 Ka7/Kb7 c5 etc) b5 40 Kxc7 Kd7, 
with ... Re7, ... Nf6, ... blR, and a win 
with rook against king. Endings like 
this occur quite frequently. 
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EXCAVATIONS 
started by Peter Fayers ... 

Plaid Chess (Bill Rawlings, 1974) 

Starting an occasional series where we 
go digging deep into the Encyclopedia 
of Chess Variants (ECV), unearthing 
treasures that you may not have 
noticed. 

Hidden deep away between Plague 
Chess (don't even ask!) and Plex we 
find a short entry (half a column-inch) 
on Plaid Chess, a hybrid combining 
Scottish Progressive (checks are 
allowed mid-sequence, but bring the 
sequence to a premature end), and 
Grid Chess (a grid divides the board 
into 2 x 2 regions, and moves are only 
legal if they cross a gridline). Hence 
"Plaid" = Scottish Grid, a nice touch. 

The grid constraint limits close
range movement, particularly of the 
Kings. ECV quotes this blunder from 
a postal game: 1 e3 2 d6 Na6 3 Bxa6 
Bxb7 Bc6#: 

It is mate: neither the Bc8 nor Qd8 
can interpose, as the move would not 
cross a gridline. Note that bPe7 is not 
blocking the black King - even if it 
weren't there, it would still be mate. 

Well, at least the (anonymous) 
players didn't spend too much on 
postage. 

Although this type of constraint on 
the defending pieces will enable some 
sharp tactical possibilities in the initial 
stages, there would appear to be a 
drawback in the middle-game (if you 
ever get that far). The inability of 
pawns to march straight forward and 
promote will make it increasingly 
difficult to force mate as the other 
pIeces are eliminated in the early 
stages. 

... continued by others ... 

John Beasley, George Jelliss, and 
Oavid Sedgwick tried this variant out 
after the AGM, but the play said more 
about the inexperience of the players 
than about the variant, and John has 
suggested that it might be better to 
suppress the blunders and to report 
some post-meeting musings. JOB: 

"Half our games started 1 e4. This 
doesn't threaten the normal 3 Bc4 
Qh5 Qxf7 (there being no grid line 
between f7 and e8, this isn't even 
check), but black must do something 
about the threat of mate by 3 Nc3 Nb5 
Nxc7. If he defends c7 by 2 Na6, he 
takes a guard off d7, and if he couples 
it with a nothing move such as hS then 
white can mate by 3 Bb5 Qg4 Qxd7 : 

So if black plays 2 Na6, he must 
accompany it with either Nf6 to 
restore the guard on d7 or c6/e6/f5 to 
block access to it. Black's move d6 in 
the ECV game probably had a similar 
purpose, since Bb5 is now check and 
ends the turn, but we have seen what it 
allowed instead. 

"George Jelliss had a better idea: 
2 cS Qb6. This stops immediate mate 
on c7, and if white blindly takes the 
queen with his knight, 3 Nc3 Nd5 
Nxb6, black can (and did) mate on c2. 
However, white can take the queen 
another way, 3 d4 dxc5 cxb6, and now 
his king has a flight square at d2. 
Black can continue 4 d5 Bg4 Bxdl 
taking white's queen in turn, but the 
fourth move of his sequence must be 
something like Nd7 to prevent the 
mating reply 5 Nc3 Bh6 Rxdl Nxd5 
Nc7. 

"A variation of the same idea is 
2c6 Qb6. The only safe queen 
capture is now 3 d3 Be3 Bxb6, to 
which black can reply 4 d5 Bg4 Bxdl 
axb6 and he appears to be standing 
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quite well : 

Black's rook threatens to get into 
play along the a-file, while white's 
development is hampered by his 
immobile pawn on d3. Try 5 Nc3 Na4 
Nxb6 Nxa8 to get rid of the rook, 
coupled with say Kxdl - no, 6 h5 Rh6 
Re6 Nf6 Nxe4 Nxf2 is mate; if Rxdl 
instead of Kxd 1, 6 e5 Ba3 Bxb2 Bc3 
is mate; and even the attempt to waste 
a black move by Nc7+ fails because 
6 Kd8 Bg4 e5 Ba3 Bxb2 Bc3 is mate. 
The diagram might be a good starting 
point for further investigation. 

"Another possible defence is 2 dS 
dxe4 giving a flight. Now 3 Nc3 Nb5 
Nxc7 is only check, and after 4 Kd7 
Nc6 etc it is white who is mated." 

... and summarized by Peter 

It wasn't a tournament, merely a set of 
friendlies, but George Jelliss picked 
up the idea more quickly than anyone 
else, and I think we should record that 
he scored 5 out of 6. 

It appears that the perceived 
drawback of static pawns in the 
middle game is not really a problem -
the middle-game was never reached! 

The opening needs a lot of care; 
from the game array white has the 
threat of mate on series 3: Na3, Nb5, 
Nxc7#. So on his first move black 
must either create a flight (d8 or d7) 
or guard c7. However, black in the 
first example did both, and look what 
happened to him! 

Conclusion: Good fun, worth a try. 

This was a splendid idea of Peter's, 
and more such contributions will be 
welcome. If you have been digging 
around in ECV and found something 
you like to play, please let us know 
what an.d why, and send us a couple 
of your game scores to print. - JDB 
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HIERARCHICAL CHESS 
by John Beasley 

It is no secret that I go to the annual 
French problem meeting at Messigny 
for the food and not for the chess. 
That said, one of its most attractive 
features is the blitz tournament on the 
Sunday afternoon. This year, we had 
no fewer than 14 competitors. 

After a brief look at Kamikaze 
Chess (the captor vanishes along with 
the man captured), which is used in 
problems but proved quite unplayable 
as a game, we decided on something 
which I had not met before: on your 
first move you play a pawn, on your 
second a knight, on your third a 
bishop, and so on round. I failed to 
catch its name, but John Rice, whose 
ears are sharper, reported it in 
The Problemist as Hierarchical Chess. 
If you have men of the kind due to 
move and cannot move any of them, 
you lose; if you no longer have men of 
this kind, you move a man of the 
following kind instead (so if you lose 
your knights your sequence becomes 
PBRQK, and if you lose your bishops 
as well it becomes PRQK). This is 
complicated and the Extinction Chess 
rule might seem more natural (if you 
lose all your men of a kind, you lose 
the game), but in practice it seems to 
work. Check is normal, and must be 
countered by a man of the kind which 
is next to move; castling counts as a 
rook move. 

The writing down of five-minute 
games during play is quite impossible, 
and what follows will consist of 
reconstruction and example. Let me 
start with a typical howler. We had 
played something like 1 e4 e5 2 Nf3 
Nc6 3 Bc4, and in an absent-minded 
moment I played 3 ... Be7 (diagram at 
top of next column) instead of the 
natural and correct 3 ... Bc5. As always, 
there was a reason; I felt like a 
change, I wanted b4 for my knight 
(we had already discovered that a 
knight on its fifth rank could threaten 
an unstoppable check), and of course I 
did not want to play ... Bd6 and block 
my d-pawn. So I blocked my queen 
instead, and all I could do was laugh 
and resign (4 Rgl Rb8 5 Qe2 ???). 

To get a deeper feel for the game, 
let us play through something more 
sensible. 1 e4 e5 2 Nf3 Nf6 3 Bc4 
Bc5 4 Rgl (White likes to keep his 
king in the centre) 0-0 (Black prefers 
to castle) 5 Qe2 Qe7 6 Kdl Kh8 : 

7 d4 (when playing a new game, space 
and mobility in the immediate future 
are likely to be more valuable than an 
extra pawn later on) d5 (Black agrees) 
8 Ng5 (White has visions of Nxf7+ at 
move 20, after Black has played 
12 ... Kg8 and IS ... KhS) Nc6 (the 
knight at f6 must stay put to stop Qh5) 
9 Bxd5 (this being so, White reckons 
he can safely take this pawn) Bg4 : 

Ouch! In ordinary chess, White would 
interpose on f3, but here the queen 
will have to move before the pawn or 
knight and its move Qf3 will block 
this square. Never mind. 10 Rhl 
Rad8 11 Qxg4! (pardon?) Qd6 
12 Kel Kg8 13 h4 g6 (trying to give 
his king some air) 14 Nc3 : 
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Too late, Black sees that his intended 
14 ... Nxg4 will allow 15 Bxf7, which 
is mate (it is check and the check 
cannot be cancelled by the bishop, 
which is the next piece to move - this 
is why White didn't capture it at move 
13). He therefore plays 14 ... Nxd5, but 
after 15 Be3 Bb4 16 Rhl Rfe8 
17 Qf3 Qd7 18 Kdl he resigns: 

His next move will put his king on a 
dark square, and White will have an 
unanswerable knight check at move 
20. 

It's a curious game, usually decided 
by a snap attack on the king, and a 
development such as White's Ng5 
above is standard practice. However, 
there is a fundamental asymmetry in 
that Black must answer a queen move 
by a queen move whereas White 
answers one by a king move, and this 
would appear to give White a massive 
advantage (he can give a next-square 
check with an undefended queen, 
Black cannot); I suspect that a White 
win from the game array may be 
provable by computer. That said, in 
our present state of knowledge the 
game is good fun. For the record, the 
tournament was won by Eric Huber 
with 11 out of 13, ahead of Joachim 
Iglesias and Alain Villeneuve (author 
of the standard French textbook on 
orthodox chess endings, and always 
charmingly willing to have a go at 
something new). 
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KRAMNIK PLAYS 
MAKRUK THAI 

material from Rene Gralla 

A recent post brought a press release: 
"World Sensation - Chess World 
Champion Kramnik playing Makruk 
Thai!" Like most journalists, I 
normally put such things straight into 
the bin, but I am always sympathetic 
towards a leading player who is 
willing to try something different. 
As the Good Companion Chess 
Problem Club wrote when Capablanca 
first accepted an invitation to take part 
in one of its solving tourneys, "The 
master is a good sport as most 
professionals would have refused the 
test." So I ignored the hype and read 
on, and I am glad I did so; I found the 
material to be of genuine interest. 

Makruk (Encyclopedia of Chess 
Variants, pages 184-6) is Thai Chess. 
King ("Khun"), rook ("Rua"), knight 
("Ma") as in our chess, but no 
castling; queen ("Met" or "Pit") one 
square diagonally; bishop ("Khon" or 
"Thon") one square diagonally or 
forward; pawn ("Bia") as in our chess, 
but starting on the third rank (no 
double-step move) and promoting to 
queen on the sixth. Readers will notice 
immediate similarities with other 
historical and present-day forms of 
chess, and ECV points out some more. 
Initial array (note that the kings are on 
dlle8) : 

Peter Payers tells me that he has a 
genuine set, but the game can be 
played with ordinary chess equipment, 
and so I am using ordinary chess 
symbols, inverting them when the 
moves are different from those to 
which we are accustomed. 

'"VAri,,", ChI/SS 4; 

Kramnik's game in the press release 
was played against Gralla himself. 
Apparently he was in Bonn for a simul 
and had expressed interest, and the 
game was played as a result of an 
interview. It was not written down, 
but Gralla later reconstructed the start 
and finish. Play started 1 c3-c4 f6-f5 
2 Nbl-c3 Ng8-f6 3 Ngl-e2 Nb8-d7 
(Kramnik had White), and after 
"tough fighting" the following 
position was reached: 

"Now Black could have held the 
balance by l...Bh4 2 Be2 Rf6 3 Rhl 
Kd6 threatening 4 ... Bg3" (Gralla, 
abbreviated). Instead, Black played 
1...g5-g4, and after 2 h3xg4 Bh5xg4 
3 Rn-hI RfSxf3 4 Rhlxh6 Rf3-f2+ 
5 Kc2-c3 he resigned (either material 
goes or the d-pawn will promote). 

Gralla reports Kramnik as wanting 
to play a home-and-away match 
against the current Thai champion, 
Tor Pagnaam, and ECV quotes an 
estimate that two million Thais know 
at least the moves. So Tor Pagnaam is 
champion of a population of fair size, 
and a match against him will be 
something to look out for. I hope 
somebody will tell us if it 
materializes. 

There are three full-length games in 
ECV, and Gralla gives a further game 
which players of our chess wanting 
to try their hand may find instructive. 
He played it as Black in a Hamburg 
training tournament earlier in the year. 
Notes based on Gralla's. 

1 d3-d4 f6-f5 2 Bcl-c2 Ng8-f6 
3 Nbl-d2 BfS-17 4 Nd2-c4 (GraIla 
criticizes this as a waste of time, since 
the knight eventually has to retreat 
without having achieved anything) 
4 ... Qd8-c7 5 Bfl-f2 Nb8-d7 6 f3-f4 
(pawn weaknesses are just as 
damaging as in our own chess and 
Gralla gives this move a resounding 
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question mark, saying that the leaving 
of the hole on e4 "seems to be the 
decisive strategic miscalculation") 
Rh8-g8 7 Ngl-e2 g6-g5 8 Rhl-gl 
g5xf4 9 g3xf4 (my instincts would be 
to play 9 exf4, liquidating the 
backward pawn on e3 and giving 
myself a little more space to breathe) 
Rg8xgll0 Ne2xgl Ke8-e7 : 

11 Bf2-f3 (both sides start to focus on 
the hole at e4) Bc8-b7 (the Black 
bishop may seem far away, but it will 
soon get there) 12 Ngl-e2 Ra8-g8 
(White's backward development has 
given Black the g-file) 13 Kdl-d2 
(a more natural development would 
appear to be Bd3 and Kc2) c6-c5 
(opening up the bishop's route to e4) 
14 Kd2-d3 (the king looks horribly 
vulnerable here, and duly proves to 
be so) Bb7-c6 15 b3-b4 (weakening 
another light square) Bc6-d5! : 

Now Black threatens 16 ... b5 and 
17 ... c4+ (he could in fact have played 
it last move), and there is not much 
that White can do about it. 16 Ral-bl 
b6-b5 (showing the folly of 4 Nc4) 
17 Nc4-b2 (if 17 Na5 then 17 ... Qb6, 
while after 17 Nd2 the White king is 
trapped in the middle of the board 
and 17 ... c4+ wins a knight) c5-c4+ 
18 Kd3-d2 Bd5-e4 (as Gralla neatly 
puts it, the Saint goes marching in) 
19 Bf3xe4 Nf6xe4+ and the knight 
has achieved an ideal position: 
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The rest was easy. 20 Kd2-dl Rg8-g2 
21 a3-a4 Qc7-b6 (to keep the White 
rook out of a5 later) 22 a4xb5 a6xb5 
23 Rbl-al Rg2-h2 (Black calculates 
that White's Ra8 will lead nowhere) 
24 Ral-a6 (and White doesn't play it 
anyway) Rh2xh3 25 Qel-d2 h6-h5 
26 Ra6-a8 (too late now) h5-h4 
27 Ra8-h8 Rh3-hl+ 28 Qd2-e1 
h4-h3Q 29 Rh8-h7 ,Ke7-f6 
30 Rh7-h8 Kf6-g7 31 Rh8-h4 
Nd7-f6 and White resigned: 

He is totally paralyzed, and 32 ... Ng4 
will lead to his complete destruction. 

Gralla makes the point that you will 
find an enhanced welcome in Thailand 
if you are able to play its local chess. 
So if you are on a business or 
backpacking trip and find yourself 
invited to play, how can you avoid 
making too great a fool of yourself? 

Playing with genuine men will help 
you to get used to the moves (you 
will find that the bishop makes an 
excellent short-range bludgeon), and 
the slower initial engagement reduces 
the risk of blundering into an opening 
trap. Pawn play carries over, and the 
later stages are similar to rook endings 
in our own chess. As for middle-game 
strategy, the game above shows what 
not to do, and the games in ECV give 
the other side of the picture. Let's 
look at the first of these. 1 Nd2 Bf7 
2 Ne2 Ne7 3 Bc2 Nd7 4 Qt2 Qc7 
5 h4 b5 6 g4 a5 7 Kc1 Bb7 8 Kb2 

Nb6 9 Bg2 cS 10 g5 Bc6 11 gxf6 
Bxf6 12 e4 Rb8 13 Qe3 d5 14 d4 
Qd6 15 Rael Kf7 16 Rhfl Rhc8 
17 h5 g5 18 e5 Qxe5 19 dxe5 Bxe5 
(ECV says that the queen is worth 
about two pawns) 20 f4 gxf4 21 Qxf4 
Bf6 22 Qe5 Bf5 23 Qd6 and we have 
the diagram on the right. Push the 
pawns forward to gain space; develop 
the pieces behind them; free the back 
rank for the rooks; probe forward with 
the queen, which is expendable; blast 
a hole with the pawns as soon as 
opportunity arises, and let the pieces 
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pour through. For the rest of the game, 
which had a pretty finish, see ECV. 

And happy travelling! 

..iD 1z! ~ LlltW ~ 1z! D Jt 
~ a tI s ~ tI 11 !M ~ ~ 

~ ~ ~ ~ ~ ~ ~ ~ ~ ~ 

~ g ~ ~ II ~ a ~ g /!b .J 
\ 

SHATAR AND 
HIASHATAR 
by David Pritchard 

Shatar is Mongolian chess (as 
described in the ECV) but according 
to Lev Kisluik, quoting a Japanese 
source, the kings face the queens in 
the array. This may simply be an 
alternative arrangement. 

in any direction. It also exercises a 
baleful influence over the squares 
(up to eight) immediately surrounding 
it. A piece cannot capture a 
bodyguard directly but must first 

Hiashatar, or Mongolian Great 
Chess, is played on an uncoloured 
IOxIO board with 20 pieces a side 
(see diagram above). The two extra 
pieces, which sit on either side of 
the king and queen, are bodyguards. 
A bodyguard moves up to two squares 

~ alight on a square adjacent to it. The 
piece (Q, R, B) can now only move 
one square on its next move and if that 
move places it on a square adjacent to 
a bodyguard (the same piece or a 
different one) then the same move 
restriction applies to its next move 
(no information is available on the 
move of the knight in these 
circumstances). Notice that this move 
limitation applies regardless of 
whether the bodyguard is hostile or 
friendly. A bodyguard cannot give 
check. It is not known to what extent 
the game is now played, if at all. 
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PROOF GAMES 
by Peter Fayers 

So far we have kept things rather 
simple (believe it or not), by only 
using single-move variants, those 
where only one piece at a time moves 
on the board. Things get more 
complex, and proof games 
increasingly difficult (both to 
compose and to solve), when a move 
on the board can cause several other 
pieces to change places. A Magnetic 
Chess proof game of mine has been 
published both in the Romanian 
problem magazine Quartz and in the 
French diagrammes, but no-one has 
managed to solve it yet. And it is only 
after White's 5th - a mere nine half
moves long. 

I won't inflict that one on you (yet) 
but instead look at Dynamo chess (see 
articles by George Ielliss in VC 36-37 
and VC 40-41). Here units can push or 
pull other units along their line of 
action, so (usually) two pieces on the 
board move with every turn. Couple 
that with the ability of units to 
voluntarily move from the board, and 
the possibilities mUltiply. 

8 - Iiirgen Tschope 
Problemkiste 1995 

After White's third. Game score? 
Dynamo Chess 

Where do we start with 8? Normally 
we'd expect the d2 Pawn to have to 
move to allow Bc1-e3, but in Dynamo 
the Bishop can just shove it out of the 
way. But to where? Given that it has 
to get back to d2, it needs to be 
somehow pulled back to the d-file 
later on. The presence of the black 
Queen on c6 looks a likely candidate 

"V,niAor Chess 4; 

for achieving this, so for the moment 
let's try 1 Be3(Pd2-h6). Black's first 
move, to comply with our hypothesis, 
must bring the Queen to d6 so we can 
drag the wP over next time. But in 
turn this must move Pd7 somewhere 
down the d-file, to a square where it 
can be pushed or pulled to f3. 
Examining this file square-by-square, 
we notice d2 as a possibility, with 
Nb 1 capable of pushing a pawn from 
there to f3. So we try 
l...Qd6(Pd7-d2)+ (Check, no less!) 

The position after one move each: 

Now it falls into place; Nb 1, without 
moving, can push the bP over to 
relieve the check. The bQ then, as 
plann~d, moves over to c6 bringing 
the wP back to the d-file, then the wQ 
commits hara-kiri, leaving the board 
to bring her pawn home. The solution 
finishes: 2 Nbl(Pd2-f3) Qc6(Ph6-d6) 
3 Qdl*(Pd6-d2). Easy, wasn't it? 

With Dynamo chess, you can get 
some spectacular results. Those of you 
who remember my "Turbulent Priests" 
article in VC 31 can imagine how 
impressed I was when I first saw the 
next one. Back in 1985, composer 
Manfred Rittirsch had produced a 
Dynamo proof game - after white's 
sixth - where the position could only 
be reached by swapping over the 
white Bishops. Although each was 
apparently on its home square, they 
had been transposed. Unfortunately, 
this problem was found to be cooked, 
Manfred couldn't fix it, and it was not 
until some years later that Paul Raican 
came up with a problem, not only 
showing the same effect, but in fewer 
moves (see top of next column). 

I wouldn't expect you to solve this 
one without some help, so here are 
some clues. The white Bishops, as I 
have said, have swapped places. This 
was done by the black Knight on b3, 
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9 - Paul Raican 
dedicated to Manfred Rittirsch 

1st prize, Phenix 1990-1992 

After Black's fourth. Game score? 
Dynamo Chess 

which pulled the fl Bishop out to d2 
and, later, pushed the original cl 
Bishop from d2 over to fl. The third 
knight is promoted, which means the 
black P was pushed down the d file. 
WPd2 had to get out of the way, also 
Bc 1 has to move to let the Queen past. 
In fact, the first two moves are similar 
to the previous problem. 

Next we try to promote the pawn by 
using the bishop to push it back to cl, 
a single knight-leap from b3. Trial and 
error reveals that this doesn't leave 
white enough moves, while black has 
plenty of time. So we instead promote 
the pawn on b 1, by retiring the white 
Knight and dragging the pawn there. 

See if you can take it from there. 

VC 44 solutions. 4 (PF, Hostage 
Chess, wPe2 on e3, bQ on d5, after 
Black's 3rd): 1 e4 d5; 2 exd5 Qxd5; 
3 (P<>P)P*e3 P*d7. 

5 (PF, Hostage Chess, bBB on 
bl/fl, wNbl on c8, wBfl on f8, bPh7 
in White's PoW camp, after Black's 
7th): 1 Nc3 h5; 2 Nd5 h4; 3 Nxe7 h3; 
4 Nxc8 hxg2; 5 (P<>P)P*e7 gxf1=B; 
6 exf8=B P*e7; 7 (B<>P)P*g2 B*bl. 

6 (Michel Caillaud, Andernach 
Chess, wNgI off, bPd7 off, after 
Black's 3rd): 1 Nf3 Nc6; 2 Ne5 
Nxe5=w; 3 Nxd7=b Nb8. 

7 (Thomas Brand, KOInische 
Kontakt, wPe2 on e4, bPe7 on e5, 
bPh7 on h3, after Black's 5th): 1 Nf3 
h6; 2 e4 e5; 3 Ng5 h5; 4 Nh3 h4; 
5 Ngl h3. The non-thematic moves 
2 e4 e5 were required to avoid a cook; 
without them white could have started 
with 1 Nh3. 
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IN THE LIBRARY 
by John Beasley 

Schweizerische Schachzeitung, issue 
for December 1914 (photocopy) 

This was a donation from Jurgen 
Stigter, which hasn't yet been passed 
on to George and so isn't in the 
catalogue. In 1914, Schweizerische 
Schachzeitung devoted a complete 
forty-page issue to Kriegspiel; would 
we like a photocopy? Yes, of course, 
I said, and he took the opportunity to 
pass it over while he was in London 
last year. 

In Kriegspiel, a player sees only his 
own men, and at each turn he tries out 
moves in turn and an umpire says 
"No" until one is possible. The umpire 
also announces checks and captures. 
The game is now just over a century 
old (the Encyclopedia of Chess 
Variants gives its date as 1899) and in 
its early years it appears to have been 
something of a craze; ECV gives an 
extensive list of references from the 
period up to 1916. Subsequent interest 
was not as great, but the game has 
always retained a quiet but steady 
popularity, and most chess players are 
aware of its existence. 

A symptom of this early flood of 
interest was the devoting of all forty 
pages of the December 1914 issue of 
Schweizerische Schachzeitung to the 
game. This started at square one, and 
covered a great deal of ground: 
introduction, general description, 
elementary endings, problems, actual 
game endings, and complete games. 
The text is in German, a language 
which I don't read, but most of the 
content is obvious from the diagrams 
and the moves, and Chris Feather has 
been kind enough to clarify a few 
passages where an understanding of 
the detail seemed essential. 

The rules expounded appear to be 
the original ones, a player asking 
"Any?" to find out if he can make 
a pawn capture. When we play at 
Messigny, the umpire gives this 
information automatically: "White 
has moved, capture by a pawn now 
possible" (or whatever). This isn't 
among the variations given in ECV, 

but it saves time and seems to me to 
be preferable; I am quite prepared for 
traditionalists to disagree. 

The author, M. Henneberger of 
Basel, says that when he started 
playing he favoured the approximate 
equivalence table 

1 knight = 1 pawn 
1 bishop = 2 pawns 
1 rook = 3 pawns 
1 queen = 4 pawns 

but that in the course of time he 
ceased to regard this as wholly valid, 
and at the beginning of the game he 
now commends the simpler rule 

I man = I man! 

It's "Stein = Stein" in the German, 
which irresistibly brings to mind one 
Gertrude of that ilk: a Stein is a Stein 
is a Stein ... 

The section on elementary endings 
demonstrates wins with K + 2Q v K 
and K + 2R v K, and states the 
endings K + Q v K, K + R v K, and 
K + 2B v K to be winnable although 
the process may take more than 50 
moves. As regards K + R v K, a 
systematic winning procedure was 
expounded by H. A. Adamson in the 
Chess Amateur in 1923 (issues 
October to December, pages 28-29, 
59-60, 92-93). Would VC readers be 
interested in a summary sometime, or 
does every modern Kriegspiel player 
know how to do it? 

There are also six problems, and 
you will enjoy solving this one: 

You have heard the umpire announce 
15 captures, so you know that Black is 
down to a bare king, and on playing 
Nf2 you hear "Check from a knight". 
After Black replies, force mate in four 
more moves; answer on page 15. 
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Introduction, endings, problems; 
what about games? There are sixteen 
complete or substantially complete 
game scores, played at the Basel 
Chess Club earlier in the year, and 
here I did find that my understanding 
suffered from my lack of knowledge 
of the language. However, even I was 
able to see what was going on here: 

White, who has made three captures, 
hears "Black has moved, capture on 
h2, check on the short diagonal". 
Should he attempt to recapture, or try 
his luck on hI, or run to f2? 

If the check has been given by a 
guarded queen, he will have no choice 
but to go to f2, but if it is by a bishop 
he will be at least temporarily safe on 
hI whereas on f2 he risks walking into 
a mate by Qg3. In the event, he played 
Kf2, the check was indeed by a 
bishop, Black's queen was on c7, the 
mate by Qg3 was possible, and . . . 
Black played something else, and 
White escaped to e1 and eventually 
won. Yet the author said that as Black 
he would probably have done the 
same; he would have judged a queen 
move to g3 as incurring too much risk 
and having no point. 

But this was exceptional, and I must 
confess that I found this section 
rather disappointing. Of course I was 
handicapped by being unable to read 
the notes, but there were moves quite 
incomprehensible to me for which 
there was no note to read. The trouble 
is that a bare Kriegspiel game score 
tells only part of the tale; at least 
as important are the moves which 
were attempted and refused. Most 
Kriegspiel now appears to be played 
over the Internet with a computer as 
umpire, and the umpire program can 
record the moves rejected as well as 
the moves actually played; but this 
was not practicable in 1914. 
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CASTLES IN THE AIR 
by Jed Stone 

Morning, 
The last year has been rather quiet 

in the world of postal chess. The 
periods of silence have been long and 
drawn out. From my side events 
transpired to smother enthusiasm for a 
while and the out tray stagnated. On 
the other side of the coin there has 
been little coming in though there are 
still signs of life. I have three new 
results for the Alice Chess Ladder and 
four new games have started while the 
Hostage Ladder has two new results 
in and in the last few months, six new 
games have started. The Ladders have 
been duly updated and I would be 
grateful for any new information that 
needs to be added. 

The Hostage and Alice KO 
Tournaments, which started a while 
ago, have been stationary while the 
last games finished. I shall give these 
two competitions a prod in due course 
to see if there is any life left in them. 
The second Progressive Tourney has 
been far more successful. Though a 
number of game results have yet to be 
sent in there can be no doubt that Paul 
Byway is the ultimate winner as he 
has beaten all those who stood against 
him. I shall draw the final threads of 
this competition together as soon as 
possible. The Hexagonal Tournament 
that started last year is also still in 
progress though with several results 
now in the end is nearly in sight. 

At the other end of the scales, a new 
Modern Courier competition has 
just started. Having beaten Roy Talbot 
and Robert Reynolds the first time 
round, Paul Byway has reset the 
competition to give them a chance to 
gain revenge. As it has been popular 
for the last two years another 
Progressive Tournament will be 
started in September so anyone 
interested please let me know. This 
time the scoring will be the standard 
three points for a win, one for a draw 
0) and zero for a loss. 

Other competitions will be started 
as interest warrants. XiangQi and 
Random Chess have been suggested. 
If you are interested in either let me 

know. Any ideas for other future 
tournaments are always welcome. And 
John Beasley is seeking an opponent 
for further exploration of Plaid Chess 
(see page 6). If you are interested 
please apply directly to John. 

Ladder updates. Alice: Jed Stone 
1083 (+/-PY, +GD), Paul Yearout 
1036 (+/-JS, +ID), Ivan Dirmeik 1001 
(-PY, +AB), Mike Nowicki 1000, 
Dale Sullins 1000, Allan Brown 956 
(-ID), George Davis 953 (-JS). 
Hostage: John Leslie 1094 (+/-PY, 
+AB, +ID, +JS), Paul Yearout 1085 
(+/-JL, +/+JS, -ID), Allan Brown 
1013 (-JL, +ID), Peter Coast 1000, 
Ivan Dirmeik 940 (-JL, +PY, -AB), 
Jed Stone 883 (-JL, -/-PY). 

Till next time ... 
Cheers Jed 

FAST PHILIVOR 
by John Beasley 

One of the games we played after the 
AGM was "Fast Philidor". "Philidor" 
is essentially "The Pawns Game (11)" 

of th~ Encyclopedia of Chess -Variants 
(kings and pawns only, normal initial 
positions) except that the game is won 
by the first player to promote. In "Fast 
Philidor", suggested to us by George 
Jelliss, the pawns can make a two-step 
move at any stage, en passant 
naturally being allowed in reply. 

This ought to help the attacking 
side. David Sedgwick against myself: 
1 e4 eS 2 Ke2 Ke7 3 Ke3 Ke6 4 d4 
dS S f4 exf4+ 6 Kxf4 dxf4 7 Kxe4 
fS+ 8 Kf4 h6 9 c4 gS+ 10 Ke3 bS : 

This would normally be silly; at Fast 
Philidor, where my K-side majority is 
closer to promotion, it seemed worth 
trying. However, I had miscalculated: 
11 cxbS KdS 12 a4 Kc4 13 b3+! 
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(the biter bit) Kxb3 14 a6 and it is 
White who wins: 

If 14 ... Kc4 then either 15 b7 cxb6 e.p. 
16 d6 etc or 15 d6 cxd6 17 b7. 

I got my revenge next game. 1 e4 
eS 2-3 Ke3 Ke6 4 d4 exd4+ S Kxd4 
c6 6 b4 dS 7 eS b6 8 f4 as 9 a3 f6 
10 exf6 gxf6 11 g4 Kd612 gS fxgS : 

In ordinary chess, this is drawn; at 
Fast Philidor, 13 f6 wins at once. 

Yet it is not always the attacking 
side which profits from the two-step 
pawn move. The famous 3 v 3 and 
4 v 4 sacrificial endings 

are only drawn at Fast Philidor. With 
only three pawns aIb/c, 1 bS cxbS and 
if 2 a5 then 2 ... b3 and Black promotes 
first; with four pawns aIb/c/d, 1 dS 
cxdS and if 2 as then 2 ... d3 similarly. 

It's an attractive little game, which 
can easily be extended to exploit 
alternative starting positions. Gentle 
but good fun. 
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FOUR DIMENSIONS 
(AND MORE) ON 

THE CHESS BOARD 
by John Beasley 

In Chessics 13 and 14 (1982), George 
lelliss discussed the representation of 
multi-dimensional cubes on the chess 
board using generalized leapers of 
various kinds. George was concerned 
only to demonstrate the patterns, 
but a little while ago I stumbled 
on a problem whose solution led 
automatically into one of them, and it 
occurred to me that this might be of 
interest; it showed how an apparently 
obscure and artificial geometrical 
figure could turn up in a very simple 
and natural context. The exposition 
that follows has already appeared in 
the French composition magazine 
diagrammes, but VC and diagrammes 
have few readers in common and 
I think I can fairly repeat it here. 

George Jelliss, version by JDB 
The Games and Puzzles Journal 2003 

White to try and reach the palace 
(see text) 

In this simple problem, White's task is 
to reach the Black palace (the square 
e8), and Black seeks to stop him by 
sowing mines. At each turn, he places 
a mine on an unoccupied square, and 
this square becomes permanently 
unavailable to the knight. 

Exposition in chess terms 

White starts by playing 1 Nc1-e2, 
after which he has 24 ways of 
reaching e8 in four more moves (see 

'1/AriAlJt Chess 4; 

the diagram below): c3-b5-c7-e8, c3-
b5-d6-e8, c3-d5-c7-e8, c3-d5-f6-e8, 
c3-e4-d6-e8, c3-e4-f6-e8, d4-b5-c7-
e8, etc. Black's best defence is to 
mine the squares c7/d6/f6/g7 which 
are immediately adjacent to the 
palace. He can mine these squares in 
24 different orders (c7/d6/f6/g7, 
c7/d7/g7/f6, etc). White has 24 
potential lines of attack, Black has 24 
different ways of setting out his 
defences; who is going to prevail? 

Each White path contains four 
moves in different directions: two 
squares to the left and one forward 
(-2, +1), one to the left and two 
forward (-I, +2), one right and two 
forward (+ I, +2), and two right and 
one forward (+2, +1). Each Black 
defence cuts out one of White's 
potential final moves; for example, if 
Black mines c7, White cannot make 
his final move in the direction 
(+2, +1). All right, let White move in 
this direction straight away: 1 ... c7 
2 Ne2-g3! And if Black continues 
2 ... d6, which prevents White from 
making his final move in the direction 
(+1, +2), White chooses this as the 
direction of his next move: 3 Ng3-h5. 
And so it goes on; if Black· plays 
3 ... f6, preventing a final move in the 
direction (-1, +2), White replies 
4 Nh5-g7 moving in this direction at 
once, and Black cannot place a mine 
on g7 since the White knight is 
already there. No matter in which 
order Black sets his traps, White, by 
moving immediately in the direction 
which has just been forbidden as his 
final move, will reach his goal. 

Geometrical interpretation 

In the diagram above, the 15 knights 
and the Black king behave like the 
vertices of a cube in four dimensions 
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(strictly speaking, a "hypercube"), 
and the lines representing knight 
moves behave like the edges of this 
cube. To cross a cube from one 
extremity to the other, it is necessary 
to make one step in each dimension. 
The same applies here. The four 
directions (-2, +1), (-1, +2), (+1, +2), 
and (+2, + 1) represent the dimensions, 
and a trip from e2 to e8 is equivalent 
to a crossing of the cube. If we ignore 
the men and just look at the lines, we 
find we have a projection of a four
dimensional cube on to a plane just as 
appears in books on geometry. 

Five dimensions, and more 

The problem given above leads to a 
four-dimensional cube in a manner 
which is completely simple and 
natural. If we set the same problem on 
a 15 x 26 board using a "five-Ieaper", 
which can jump (0,5) or (3,4) in any 
direction, we get a five-dimensional 
cube. The palace is at h26, the leaper 
starts at hI, its first move is hl-h6, 
and its subsequent journey involves 
one leap in each of the directions 
(-4, +3), (-3, +4), (0, +5), (+3, +4), 
and (+4, +3). I give the resulting 
picture in diagrammes. It has 32 
vertices and 80 lines and is inevitably 
complicated, but its underlying 
structure soon becomes clear. 

And of course we can generalize. 
All we need is a leaper which can 
jump in n different directions and a 
journey from A to B which consists of 
a jump in each of these directions, and 
the realization of an n-dimensional 
cube in concrete terms has been 
rendered simple and straightforward. 

It is an interesting question as to 
whom this little puzzle should be 
attributed. George put just my 
name above it when publishing it in 
The Games and Puzzles Journal, but I 
think this was slightly misleading; 
all the mathematics had been 
demonstrated by George in Chessics, 
and my contribution was cosmetic at 
most. On the other hand, the 
cosmetics of a problem are important. 
When writing it up for diagrammes, 
I initially put "JDB after GP],', but 
eventually I decided that "GPJ, 
version JDB" was more appropriate. 
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THE END Is NIGH! 
by Paul Byway 

Modern Courier Chess (see issue 00 for the rules). Two 
more examples of the ending given on VC 44 page S2. 

#126 Paul Byway (2003) 

White to play and win 

I Kj6 Fe2 2 Fi6 Kk8 3 Fj7+ Kl7 4 Ni6 Ff3 S Nj8+ Kl6 
6 Fk6 Fg4 7 Nh7 FhS 8 NiS Fi6 9 Nk4 mate. 

#127 Paul Byway (2003) 

White to play and draw 

6 Ka3 Fb3 7 Ff3 Nd3 8 Fe4 Nb4 9 Fd3 NdS 10 Fc2 Kxc2 
stalemate. 

(Note by JDB: MCC is a good game - more about this next 
time - and the natural way to play is to take two ordinary 
sets and to use the second pair of bishops and knights as 
ferses and couriers, differentiating them in some way. So I 
am departing from our previous practice, and am showing 
ferses and couriers by inverted bishop and knight symbols.) 

Italian Progressive. Solutions to competition 20. #122 
9 Kd3 Nf4 Nc3 NcxdS Kc4 KxcS Bb2 Bxf6 Nb6 Italian 
mate; #123 9 Ke3 Kf4 Nc4 b4 Nf3 RgI Rg8 Rb8 NfeS 
Italian mate; #124 9 Bf6 Nf4 h4 hS h6 h7 h8Q Qxhl Qxc6 
mate. The current scores:- FG 61, IR S8, DP 41, CL 24, 
RT 19, PW 14, JB 9, NE 2, SB 2. 

More than half the solutions were new to science, but 
few of you having found one found another. Fred Galvin 
was the exception and found a whole list. It was difficult to 
decide which mates were independent and which were 
minor variants - so I just doubled the usual 3 points. The 
second solution to #122 is:- 9 Kfl g4 gS gxf6 n fxe8R 
BgS Nf4 Rd8 mate. 

Here are (some of) Fred's solutions to #123:- 9 Ke3 Nf3 
b4 bxaS Rbl Rb7 NbS a4 Rxc7; 9 Ke3 Nf3 Rd1 RxdS 
Kxe4 Nc4 Nfd2 Nb3 NbxaS; 9 Ke3 Nf3 Rdl RxdS Kxe4 
Nc4 NgS Ne6 Nd8; 9 Ke3 Kf4 Nf3 Nc4 Rdl RxdS RbS a4 
(or RgJ Rg8 Rb8 b4) NfeS (Italian); 9 Ke3 Nf3 Rg1 Rg8 
Rxh8 Rb8 b4/Kd4 NbS NeS. There was no second solution 
for #124, except that PW has NgS instead of Nf4. I tend to 
disregard variation of this kind for it is difficult to avoid. 

FG gives a crisp solution to #118c:- 12 KcS KdS Nf6 
NhS Nxg3 NhS Nxf4 Ne2 Ne3 Nxa2 Nc3 Ne4 and victory 
is assured. The solution to #125, which wasn't part of the 
competition, depends (as you all realised) on blockade 
followed by the win with KBN v K which is always 
possible for Black. The ending was discussed in VC 21. An 
example from FG:- lOBeS Bxh2 Bc7 Kd6 KeS Kxe4 KfS 

KgS KxhS KgS. IR finds a different route to the same end:-
10 Kd6 Nd7 Nf6 NxhS BeS Bxh2 BeS Bd4 KeS Nf4+. 
Not quite so clinical is 10 BeS Bxh2 BeS Kd6 Nd7 Nf6 

1 Fi6 Kc3 2 FhS Fd3 3 Kbl Fc2+ 4 Ka2 Nd3 S Fg4 Ncl+ Nxg8 Nf6 NxhS Nf4+ (DP, JB). 

Competition 21 

#128 Castelli - Galimberti (1978) #129 Davide - Ervetti (1987) #130 after Sarale - Carfora (1982) 

White wins (series 9) Black wins (series 8) White wins (series 9) 
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SOLUTIONS 

Alice Chess (see page 3). Let me give 
the logic as expounded by Peter. 

1. In a mate, the White queen and 
the Black king must be on the same 
board. 

2. If White starts by moving his 
king, he leaves his queen on A. Any 
Black rook or pawn move will now 
leave his own king on A, and a White 
queen move will transfer the queen to 
B. This won't be check, let alone 
mate. 

3. So White must start with a 
queen move. This transfers the queen 
to B. 

4. If Black replies with a king 
move, this transfers the king to B. 
Now a second White queen move will 
transfer the queen back to A, and 
again this won't even be check. 

S. So White must make a queen 
move to which Black cannot reply 
with a king move, and the only 
possibilities are 1 Qh8/fl>B (Black's 
replies l...Kh3 and 1...Khl would 
both put the king in check on B) and 
1 Qhl>B (l...Kh3 again puts the king 
in check on B, and 1...Khl is ruled out 
because hI on B is occupied). 

6. Let's try 1 Qh8>B. A Black 
rook move upwards (1...RhS/.'/h7>B) 
leaves the rook open to capture on B, 
and this capture transfers the queen 
back to A. This is mate. Any other 
rook move (1...Rg4/ . ./a4>B, Rh3>B) 
can be met by 2 Qh4>A, occupying 
the square that the rook has just 
vacated and leaving the rook curiously 
helpless. However, Black also has 
1...gl>B (the promotion doesn't 
matter), and now there is no mate. 

7. If we play 1 Qfl>B, we can 
meet l...gl>B by 2 Qg2>A, but there 
is now no answer to 1...RhS/.'/h8>B 
and l...Rg4/ . ./a4>B. 

8. So the key must be 1 Qhl>B, 
when 1...gl>B can again be met by 
2 Qg2>A occupying the square just 
vacated by the pawn, and once more 
we have 1 ... Rh5/ .. /h8>B 2 QxR>A 
and also 1...Rg4/ . ./a4>B 2 Qh4>A 
occupying the square just vacated by 
the rook (note that this doesn't work 
after 1...RhS/ .. 1h8>B because Black 
has the defence 2 ... Rh3>A, bypassing 
the mating piece on board Band 

popping down on the invervening 
square). However, after 1...Rh3>B the 
move 2 Qh4>A is no longer available 
because the rook on h3 blocks the 
queen's move from hI to h4. 
Fortunately there is an alternative: 
2 Qgl>A, exploiting the fact that the 
king cannot run to h3 because this 
square is now occupied on B. 

It's a lovely little problem, with a 
piquant solution which is accurate in 
all lines, and the paradoxical nature of 
Alice Chess could hardly be better 
demonstrated. 

Progressive Chess (see page 4). 
Bridie-Geissler, why not S b4 etc? 
6 Kd7 e3 e2 Ne4 Ng3 exflQ mate. 
If S d4 etc then 6 Kd7, Nc3, Rdl. 

Same game, after S f3 etc: 6 Nd4 
Nxe2 Ng3 Rh6 Rxf6 Rfl mate. 

GalvinlElkies-Lorinc: 5 Kd2 Kd3 
Kxd4 Kxd5 e6+!! 

Each of Black's four legal moves now 
terminates his turn and allows a short 
mate: 6 Ke8+ 7 KcS Bd3 Bg6 Bxt7, 
6 Kc7+ 7 KcS BbS Bd7 NbS, 6 Kc8+ 
7 KcS Bd2 BaS Rxdl Rxd8, 6 fxe6+ 
7 KcS Bf4 Bxb8 NbS Nd6 BbS. 

In practice, Black appears to have 
resigned both times. Noam Elkies 
commented as follows: "At last I have 
a legitimate reason to win this way ... 
Clearly Black has only four legal 
moves, all of which are cross-checks. 
Three allow easy short mates [ ... ] but 
for a while I thought that after 6 fxe6+ 
seven moves would not suffice and I 
would have to force a second cross
check with either 7 KeS h4 Rh4 Rc3 
BbS+ or 7 Kd4 NbS Nf3 NeS+ to win. 
But I later did find a few 7-move 
mates [ ... ] I wonder if there are any 
examples before the 'endgame' where 
either one side survived a forced 
cross-check or someone had to win by 
forcing two cross-checks in a row." 
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Magnetic Foolery (see page 4). 
Play 1 d3 (attracting bPd7-d4) Bg4 
(repelling bPd4-a4 and also attracting 
wPg2-g3) 2 e3 (repelling wPd3-a3, 
also wPg3-h3, and attracting bPe7-e4) 
Qxdl! : 

As David says, this is the sort of thing 
that makes variant chess attractive. 
We may also note that whereas the 
ordinary "Fool's Mate" can be played 
in several equivalent ways, the 
magnetic version appears to need 
complete precision - or is there 
something we have missed? 

Losing Chess (see page S). First 
diagram (Bosman - Kamminga, after 
8 e4, what if 8 ... Nxel?) White can 
give everything to the knight, 9 Rh3 
Nxg2 10 Rh4 Nxh3 11 Nf3 Nxf3 
12 d4 Nxd4 13 f3 Nxf3 14 BgS NxgS 
IS Ra3 etc; alternatively, 9 Rh4 Nxg2 
10 Bb2 Nxh4 11 Bxg7 and Black has 
a rampant bishop. 

Second diagram (after 12 ... bxaS). 
White wins by 13 Nf3, threatening 
14 NeS/NgS. Play might continue 
13 ... dS (the nastier threat was 14 NeS 
releasing the queen, and if 13 ... Qb6 
then 14 Kdl Qxf2 IS Kc2 etc) 14 NgS 
hxgS IS f4 gxf4 16 g3 fxg3 17 Na3 
(threatening 18 Nc2) Nc2 18 Nxc2, 
and now White can follow Kf2 with 
Ne1. Nf3 also wins at move 12, 
though as is simpler, and at move 14. 

Third diagram (after 20 ... f6). Can 
White risk 21 g3 hxg3 22 Nf2 gxf2 
23 Nf3 threatening 24 Nel etc? Yes, 
he can; 23 ... e6 24 fxe6 Kt7 delays the 
win but doesn't prevent it, because 
after 2S ext7 the pawn will be able to 
give itself away. 21 Kd I also leads to 
a forced win, but is much less clear. 

Kriegspiel (see page 11): 1...Kh2 
(the only possibility) 2 Nhl! Kxhl 
3-4 Kf2 and S Rh3. 
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A rare mixture this time, with games 
from far and wide. My thanks to all 
who have contributed material or 
ideas. The byline "by John Beasley" 
above many of the articles merely 
acknowledges responsibility for the 
write-up; others have sent in or 
drawn my attention to the material, 
and I have just done a routine editorial 
job of selection and presentation. 

The Encyclopedia of Chess 
Variants. As far as possible, VC is 
written to be a self-standing magazine, 
but there are inevitably frequent 
references to David Pritchard's ECV. 
Copies of this are still available from 
him at £21.99 including postage to 
any UK or surface mail destination 
(£3 extra for air mail to Europe, £5 
elsewhere); banknotes for 35 euros 
(air mail E40) or US $40 (air mail 
$49) are also accepted. There are also 
a very few copies of a numbered and 
signed special edition at £5 above the 
regular price. Write to him at the 
address below. 

",nrinnt Chess 4; 

BCVS NOTICES 
Members are reminded that the 
Library contains some excellent 
material, and that it is there to be 
used. The catalogue is available free 
of charge on our web site, and printed 
copies can be made available on 
request. Loans are a matter for the 
Librarian's discretion and we reserve 
the right to ask for a deposit, but 
requests will normally be granted 
unless we ourselves are in possession 
of the material only on loan. Apply to 
the Librarian. 

It has been suggested that we 
should seek to affiliate to the British 
Chess Federation, always assuming 
that the BCF would accept an 
affiliation from us. The affiliation fee 
would amount to around 50p per 
member per year, or £1 per UK 
member if it were thought appropriate 
to recover the cost from UK 
subscriptions alone, and it appears 
that if we were to receive any 
significant benefit from our affiliation 
we would need to appoint a delegate 
to the BCF Council and to budget 
for some administrative, travel, and 
lobbying costs. In return, we would 
hope for BCF publicity for ourselves 
and our events and perhaps for some 
more explicit support as opportunity 
might arise, though the BCF's reply to 
my preliminary enquiry was carefully 
and explicitly non-committal. 

If you have an opinion on the 
matter, whether for or against, please 
send it to me as secretary. If there are 
a significant number of voices in 
favour, we will put a resolution on the 
matter to next year's AGM, and let the 
meeting decide whether or not we 
should go ahead. 
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CALENDAR 
XiangQi. This year's "Shunde Cup" 
UK XiangQi Championship will be 
held at The Bowl Chinese Restaurant, 
318a-320 St Albans Road, Watford, 
Herts, on Sunday 26 September. 
Entries by September 20; entry fee 
£10; details on the UKCCA web site 
<www.ukcca.org>, together with more 
news and some problems for solution. 

Notices for VC 46 should be in my 
hands by September 15. There is no 
charge and no account is taken of 
whether an activity is being pursued 
for commercial profit, but all 
insertions are at our discretion and we 
reserve the right to edit and select. 
Readers are asked to note that we rely 
wholly on the representations of the 
notice givers, and that no liability can 
be accepted either by the BCVS or by 
anyone involved in producing or 
distributing this magazine. 

All of which just leaves room for a 
puzzle sent in by George Jelliss. 
A "three-Ieaper" jumps three squares 
in any horizontal or vertical direction, 
irrespective of the occupancy of the 
intervening squares (for example, 
from d4 to d7, a4, g4, or d 1). The task 
is to place the largest possible number 
of three-Ieapers of the same colour on 
a chessboard so than none guards any 
other. How many geometrically 
distinct patterns are possible? 

Answer and background next time. 
George suggests trying the problem on 
a 4x4 board first, and then going 
straight to the 8x8; counting the 
numbers of distinct patterns in the 
5x5, 6x6, and 7x7 cases is much more 
difficult. Conversely, the 9x9 case is 
trivial. 

",nrinlJt Chess is the journal of the British Chess Variants Society 

President: David Pritchard, Longlands, Bristol Road, Cambridge, Gloucestershire GL2 7BG 
Editor and Secretary: John Beasley, 7 St James Road, Harpenden, Hertfordshire AL5 4NX, johnbeasley@mail.com 

Treasurer and VC distribution: Peter Fayers, 2 Beechwood Avenue, Coulsdon, Surrey CR5 2PA, fayers@freeuk.com 
Librarian and Webmaster: George Jelliss, 5 Biddulph Road, Leicester LE2 IBH, gpjnow@ntlworld.com 

Postal Chess Organizer: Jed Stone, 7 Harstoft A venue, Worksop, Nottinghamshire S81 OHS, jedstone@talk21.com 
Endings Editor: Paul Byway, 20 The Finches, Hertford, Hertfordshire SG 13 7TB, paul_byway@btinternet.com 

Web Site: www.bcvs.ukf.net 

Subscription rates (one year, four issues): UK £8, Europe £9, Rest of World £9 surface mail, £11 air mail 
Cheques payable to "British Chess Variants Society"; members in the USA may pay via StrataGems 

For specimen copies apply to the Treasurer 



THE MAGAZINE TO 8ROADEN YOUR CHESS HORIZONS 

Volume 7, issue 46 ISSN 0958-8248 

HOSTIAGE CHESS 

Progressive Chess 

Losing chess 

Modern Courier Chess 

DoubLE ... MoVE CltEss 

Circular Chess 

Triplets 

nualanche Chess 

November 2004 

Honeycomb Chess 

Illice (he~~ 

Three ... leapers 

Antelopes 



Page 18 "'VAr11UJt Chess 46 November 2004 

HOSTAGE CHESS 
Hostage Chess (rules in issue 00 sent out with VC 4S) is 
most simply imagined in terms of Chessgi, but whereas in 
Chessgi a captured man changes sides and may be dropped 
immediately, in Hostage Chess you can merely exchange it 
for a captured man of your own of equal or lower value 
(Q > R > B = N > P) and then drop the recovered man. 
Your opponent receives his own man back as part of the 
exchange, and he can subsequently drop this at any time. 
In the diagrams, captured men are shown to a player's 
right, and men that he has ransomed and has available for 
dropping are shown to his left. 

A Hostage game often proceeds quite nonnally until one 
side spots an opportunity to pounce. Jed Stone generously 
sent me a ladder game which he lost against Paul Yem·out. 
1 e4 eS 2 Nf3 Nc6 3 Nc3 BcS 4 d3 d6 5 g3 Nf6 6 Bg2 Be6 
7 0-0 0-0 8 Qe2 Qd7 9 Be3 Bxe3 10 Qxe3 Rad8 11 a3 
Ng4 12 Qd2 h6 13 Ne2 dS 14 exdS BxdS 15 Nc3 Bxf3 
16 Bxf3 Nd4 17 Bxg4 Qxg4 18 Qe3 : 

Now Black dropped for victory; answer on page 31. 

One of John Leslie's recent tournament games featured a 
remarkable reversal of fortunes. 1 e4 eS 2 Nf3 Nc6 3 Nc3 
Nf6 4 d4 exd4 5 Nxd4 Bb4 6 Nxc6 bxc6 7 (P-P)P*d3 
(l feel that something has gone seriously wrong if a player 
has to make a passive drop like this so early in the game) 
P*eS (again, this seems to be dropping a man to little 
purpose, and I would keep the pawn in hand and let him 
play eS if he wanted to) 8 Bd2 0-0 9 a3 Bxc3 10 Bxc3 d6 
11 Be2 Be6 12 0-0 Qd7 : 

Another very ordinary position, but White now played 
13 f4, overlooking the fact that the hole at e3 can be 
exploited at Hostage in a way that is impossible at normal 

chess. 13 ... exf4 14 Rxf4 (N-B)B*e3+ 15 Rf2 (nothing 
better) Bxf2+ 16 Kxf2 Ng4+? (as Peter Coast points out, 
correct was 16 ... (N-N)N*g4+, when 17 Bxg4 can be met 
by 17 ... Nxg4+ keeping up the checks) 17 Bxg4 Bxg4 
18 (P-P)P*f3 (a typical defensive drop to gain a tempo) 
Be6 and White came back out of nowhere (answer again 
on page 31) : 

White was surely lost at move 16, and the game shows how 
the slightest slip can allow the opponent to turn the tables. 

Peter Coast was Black in a very interesting friendly against 
John Leslie which John has kindly allowed me to quote. 
1 d4 e6 2 c4 Nf6 3 Nc3 Bb4 4 Bd2 cS 5 e3 0-06 a3 cxd4 : 

7 exd4 (at normal chess, I would play 7 axb4 dxc3 8 Bxc3, 
reckoning that my two bishops and my potential pressure 
on the a- and d-files would outweigh the doubled pawn, 
but at Hostage the advantage of the "two bishops" is 
evanescent because the opponent can make a knight-for
bishop exchange of prisoners) Bxc3 8 Bxc3 dS 9 Bd3 dxc4 
10 Bxc4 (N-B)B*dS 11 BxdS exd5 12 Ne2 (P-P)P*h3 : 

Players normaIly drop only for reasons of immediate 
tactical gain or necessity, but here Black exchanges and 
drops a pawn simply in order to disrupt White's position. 

-



r 
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13 Nf4 hxg2 14 Nxg2 (P-P)P*f3 15 Nh4 (15 Qxf3 is met 
15 ... (B-B)B*e4 winning material) (P-P)P*e2 16 Qd3 
(B-B)B*e4 17 Qd2 Nh5 : 

Had White defended his knight by 18 P*g3, Peter intended 
18 ... Nxg3, with 19 hxg3 Qxh4! 20 gxh4/Rxh4 (N-N)N*g2 
mate or 19 fxg3 Qxh4 20 gxh4 (N-N)N*d3+ 21 Qxd3 
Bxd3. White preferred 18 N*g5 masking it, but with so 
many men available for dropping I imagine he looked first 
at P*h6 and even N*h6+, conceding material to try and 
disrupt Black's king's position. Presumably they don't 
work, because play continued 18 ... Bg4 19 h3 h6 20 hxg4 
hxg5 (if now 21 gxh5 then 2l...(N-N)N*d3+) 21 Nf5 
(threat 22 (B-N)N*e7+) Bxf5 22 gxf5 Nf4 23 Rgl : 

23 ... (N-B)B*e4 (23 ... Ng2+ 24 Rxg2 fxg2 wins rook for 
knight but takes the edge off Black's attack) 24 P*c2 Nc6 
25 N*e3 Qf6 26 (B-N)N*g4 Qe7 27 B*c5 : 

27 ... Qc7 (Peter notes that 27 ... Ng2+ 28 Nxg2 fxg2 
29 Bxe7 (N-N)N*f3+ 30 Kxe2 Nxd2 allows 31 N*f6+ 
winning easily) 28 P*g3 (Black's intention after 28 Bxf8 
was 28 ... B*h2 29 Nxh2 Nd3+ 30 cxd3 Qxh2, when the 
vulnerability of the rook at g I and the bank rank will cause 
problems, for example 31 (N-N)N*h3 Qxgl+ 32 Nxgl 
N*g2+ 33 Nxg2 (R-R)R*f1 mate) Ng2+ 29 Nxg2 fxg2 
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30 (N-N)N*h2 N*h3 : 

31 O-O-O!!! Pardon? Surely this is illegal? But a pawn can 
promote at Hostage Chess only if there is a piece in the 
opponent's prison for which it can be exchanged, and here 
there is no such man (the bishop, having already been 
exchanged, is not available). Hence e2xd I is not possible, 
so d 1 is not commanded and White can castle across it. 
31...Nxgl 32 Rxgl B*dl 33 P*d3 f6 34 dxe4 dxe4 
35 Ne3 (Peter describes 35 Bxf8 Kxf8 as "difficult") b6 
36 BxfS Na5 37 Bfb4 (White sees what is threatened but 
thinks he will get plenty of compensation) (R-N)N*b3+ 
38 cxb3 Nxb3+ 39 Kbl Nxd2+ 40 Bxd2 : 

40 ... e2-el(P-R) (the pawn goes into the opponent's prison 
in exchange for the rook) 41 Nxdl Rxdl+ 42 Rxdl 
(P-P)P*c2+ 43 Ka2 and Black's next move caused White 
to resign (answer and Peter's analysis on page 31) : 

PC: "A really good game. I was making a deliberate 
attempt at positional play - not to any great effect, 
however. I simply fai led to see that his 31 st move was 
possible, and thought the position lost. He doesn't press 
home his advantage, and I have just enough for a final 
mating combination. Note the sole purpose of promoting at 
move 40 is to release a pawn to check on c2 at move 42." 
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PROGRESSIVE CHESS 

Peter Coast has been giving me some 
valuable analytical backup, and in 
particular he has sent notes on some 
more of the games from the final stage 
of the 1996 "First World Internet 
Progressive Chess Championship" 
(see VC 4S). I found his analysis of 
Fred Galvin' s one loss particularly 
interesting. This occurred against 
Hugh Brodie. Play went 1 d4 2 e5 d5 
3 Bg5 Bxd8 Bxc7 4 exd4 d3 dxc2 
cxdlQ+ 5 Kxdl Bxb8 Bd6 BxfS 
Bxg7 6 as a4 a3 axb2 bxalQ Qxg7 
7 h4 h5 h6 hxg7 gxh8Q Rxh7 Kc2, 
and now Black found a mate: 

For the answer, see page 31. 
Peter looked at what would have 

happened had White deprived Black 
of a move by giving a check at turn 7, 
replacing Rxh7 and Kc2 by Kc2 and 
Qxg8+ : 

"Black now operates under heavy 
constraints. Given that (I believe) he 
does not have a mate, he has to get to 
a position where White has no mate, 
and reduce White's material 
substantially in the process. Also he 
cannot use his band d pawns 
effectively, and queening the f or h 
pawns takes too long to be effective. 

"So, try 8 Ke7 BgS Bxe2 Bxfl 
Bxg2 Bxhl Rxg8 Rxgl : 
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"White cannot mate, but 9 a4 as a6 
axb7 b8Q Qh2 Qxgl Qxhl Qxh7 is a 
clear win. 

"Capturing the a pawn seems to 
take too long for Black. e.g. 8 Ke7 
Be6 d4 Bxa2 Rxg8 Rxg2 Rxgl 
Rxhl: 

"White can now clear off all Black's 
pieces and pawns (except d4) and then 
play Kd3 winning." 

Fred himself had a different idea, 
namely 8 Ke7 Bd7 Rxg8 Rxg2 Rxgl 
Rxfl Rxh 1 Ba4+ : 

~~~~ 
~.t~ ~.t~.t 

~~~~~.'~: 
This allows White neither a mate nor 
a useful promotion, for "if 9 Kc3 e4 
eS e6 ext7 f8R Rf6 Rh6 Rxh I then 
Black mops up with 10 Bb3 Bxa2 
Bxbl Be4 Bxhl Bg2 hS h4 h3 Ke6". 
However, it seems to me that White 
does have a win, and when I asked 
Fred what he would do after such-and
such (see page 31) he said "Resign". 

On balance, therefore, it seems that 
White had a win at move 7. 
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Play in our own tournaments tends 
to be at a less advanced level, but Paul 
Byway is genuinely expert, and Allan 
Brown did well to hold out against 
him until move 9. Most of us can find 
a mate for ourselves if one is there, 
particularly if an editor draws the 
possibility to our attention, but we 
aren't so good at working out mates 
for our opponent and playing so as not 
to leave any, nor at making progress 
when no mate is available. Paul's 
game against Allan gave an excellent 
illustration of how to do this. 

Play started 1 d4 2 e5 exd4 3 Bg5 
Bxd8 Bg5 4 f5 d3 dxc2 cxdlQ+, and 
White continued 5 Kxdl Be7 BxfS 
Bxg7 Bxh8: 

Having no mate, White takes material, 
making sure that he is not leaving a 
mate (Nb3/Rc 1 takes seven moves). 
Black replied 6 Ke7 h5 h4 h3 hxg2 
gxhlQ, and White played 7 Bg2 
Bxhl Bxb7 Bxa8 Na3 e3 Kd2 : 

White has been unable to mate, but 
this is just as decisive. Black's heavy 
pieces are gone, and he cannot obtain 
another quickly enough to do anything 
useful; his only available promotions 
are by Nxf2, N--, f2, and fl/fxgl, and 
these use all eight moves. He actually 
played 8 Na6 Nb4 Nc2 Nxal Nh6 
Ng4 Nxh2 Nfl + allowing 9 Kd3 b4 
b5 b6 b7 bxc8Q Bg7 Bc6 Qxd7 
mate, but nothing else was better. 
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LOSING CHESS: 
WHAT If ... 

Here are two more games from the 
2001 "First Unofficial World 
Championship", with analysis by 
Stan Goldovski's program Giveaway 
Wizard. Answers are on p~ge 31. 

The top-board game in round 3 was 
between Fabrice Liardet and Andrzej 
Nagorko. 1 e3 b6 2 Qf3 Bb7 3 Qxb7 
g6 4 Qxb8 Rxb8 5 c3 e6 (S ... a6 
doesn't quite win, 6 Bxa6 Rb7 7 Bxb7 
Qa8 8 Bxa8 dS 9 BxdS and the bishop 
will be able to give itself away) 6 Be2 
Bb4 7 cxb4 Qh4 and what if anything 
is Black threatening? 

Whatever it might be, White avoids it 
by 8 Bdl, with sequel 8 ... Qxb4 9 b3 
Qxb3 10 Bxb3 (10 bxa3 allows Black 
to give White a rampant rook) Ke7 
11 Bxe6 Kxe6 12 Ne2 g5 13 f4 gxf4 
14 exf4 (14 Nxf4 leaves White with a 
rampant knight) Ne7 15 f5 Kxf5 
16 Ngl (Black threatened ... Kf4 etc) 
and is J 7 g4 a threat for White? 

Black removed the possibility by 
playing 16 ... Kg6, and play continued 
17 Kf2 Ra8 (the position is tense, and 
neither side dare venture very far 
forward) 18 Kf3 a5 19 g4 Kg7 (20 g4 
was a threat) 20 d3. Now Black 
slipped up, playing 20 ... Rhe8? and 
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overlooking that White could play 
21 Bh6 with a variation of the threat 
after his 16th move: 21...Kxh6 22 g5 
Kxg5 23 Kg4 Kxg4 24 Nh3 Kxh3 25 
Rgl Kxh2 26 d4 and Black resigned. 
Had Black played say 20 ... NfS 
21 gxfS f6, White would not have 
been able to do this, and the ultimate 
result would have been very far from 
obvious. 

Another interesting Round 3 game 
was that between Vincent van der Bilt 
and Marten Wortel. 1 e3 c5 2 Bb5 c4 
3 Bxd7 Nxd7 4 c3 : 

An old-fashioned player like myself 
would regard this position as good for 
White, who will be able to give men 
to the Black pawn almost whenever he 
feels like it; a modern expert works 
out that no real harm will ensue even 
if he does, and he is more impressed 
by the pawn's cramping effect on 
White's queen's side. 4 ... e6 5 a3 
Bxa3 6 bxa3 Nc5 7 a4 Nxa4 8 Rxa4 
Qxd2 9 Kxd2 h5 10 Qxh5 Rxh5 
11 Rxc4 (far from giving men to the 
advanced pawn, White has chosen to 
capture it) Rxh2 : 

Now 12 Rxc8 leads to horrendous 
complications, since after 12 ... Rxg2 
13 Rxe8/Rxa8 Rxg 1 White will have a 
choice of two if not three captures for 
several moves to come. The computer 
takes such things in its stride, and 
declares a forced win for Black after 
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a few seconds of calculation; White, , 
I suspect, merely tried a few lines, 
found them unpromising, and settled 
for 12 Rxh2. Play continued 12 ... Kd8 
(to avoid having to meet 13 Rxc8 by 
13 ... Rxc8, when Black gets a rampant 
rook) 13 Rxc8 Kxc8 14 Ne2 Kc7 
15 Rhl (a curious little move but 
Wizard likes it, perhaps because it 
gives the rook more scope) Nh6 (so 
Black promptly kills it) 16 Rxh6 gxh6 
17 Kc2 e5 18 f4 exf4 19 exf4 
(19 Nxf4 leaves White with a rampant 
knight) Kd6 20 Nd2 RfS : 

Black gives up fighting for more 
space and goes passive, and now it is 
a question of whether White can strip 
him of moves and force his rook into 
the open. 21 c4 (threatening a massive 
giveaway to Black's king) Kc7 
22 Nf3 Kd7 23 Kd3 Ke6 (threatening 
24 ... KeS letting White's knight or 
bishop loose) 24 Nd2 Kd7 (but now 
Black must retreat again to avoid 
2S fS) 25 Kd4 Kc7 26 Ke5 b5 
27 cxb5 a6 28 bxa6 Kb7? (Black 
decides to come down to one pawn 
and hope for the best, but as so often 
this is a losing strategy) 29 axb7 Ra8 
30 bxa8R (if you cannot see right to 
the end, promote to a rook if you want 
to win, to a king if you want to hold 
out for a draw) f5 31 Kxf5 h5 : 

A little care now suffices to clinch the 
win; see page 31 for the actual finish. 
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IN PRAISE OF 
MODERN COURIER CHESS 

Every editor has his enthusiasms, and it is quite usual for 
the likes and dislikes of one editor to be very different from 
those of his successor. Paul Byway is an enthusiastic 
advocate of Modern Courier Chess, and the issues of VC 
produced under his editorship very properly reflected this. 
However, any readers who may hope that MCC will now 
vanish from our pages will be sadly disappointed. Far from 
wanting to drop it, I think it a very good game. 

MCC is played on a 12 x 8 board with four extra pieces: 
two "ferses" which move one square diagonally, and two 
"couriers" which jump to the second square in any 
direction (from e3, to c5/e5/g5/g3/gl/el/cl/c3). A fers can 
make a double move at its first turn, though not to capture 
(this speeds and simplifies development), and a king can 
do the same but not out of or through check. The game is 
conveniently played by taking two normal sets and using 
the bishops and knights from the second set as ferses and 
couriers, differentiating them in some way (I use B+P for 
the fers and N+P for the courier, putting the two men 
diagonally on the same square), and in the hope of helping 
readers who are doing something similar I shall use 
inverted bishop and knight symbols on diagrams. Boards 
must be made ad hoc. Paul used to supply very attractive 
vinyl boards, but he tells me he has now sold out. 

VC has featured eighteen complete games, plus a lot of 
endgame studies, and there is another in ECV. As always 
happens when players are getting used to unfamiliar pieces, 
some of the games are disfigured by blunders and tactical 
oversights, but others are not and that between Peter Wood 
and Paul in VC 33 strikes me as particularly instructive. 
We take it up after Black's 30th move: 

Paul (Black) had gone pawn-snatching, and White had 
replied in what Paul called "exemplary fashion" by 
concentrating on development. But he now played 
31 k2-k4, presumably envisaging something like 31 ... Nxk4 
32 Bxk7 Rk8 33 Bxj8 Rkxj8/Rexj8 34 Nxh6+ Kf8 35 Rg6 
with Ce3-g5 and Rg7 to follow, and I feel this was a 
mistake. "[White] hopes to open up the kingside," wrote 
Paul in VC 33, but with respect White doesn't want to open 
up the king's side; if he feels the need of a second front, 
he should open it on the queen's side, where he can mass 
his forces much more quickly than Black can. In the event, 
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Black declined the gambit, and play continued 31...Nj6-iS ' 
32 Cj3-15 j7-j6 33 C15-j7 Fd5-e4 34 Ff3xe4 Cc4xe4 
35 Cj7-h7+ Kf7-f8 36 Ce3-e5 Bf6-dS (36 ... dxe5 37 fxe5 
Bxe5 allows 38 Rxe4 Bxg3 39 Rxe8+ Kxe8 40 Rxg3 Kf8 
41 Rg6 and White's rook will get in, so Black gives 
back the pawn) 37 Relxe4 NiS-g7 3S Bg3-f2 d6xe5 
39 Re4xe5 ReSxe5 40 f4xe5 Ng7xf5 41 Ch7xf5 BdS-e7 
42 Fc3-d4 : 

White no longer had enough material for an effective 
attack on the king (in particular, only his rook can bear on 
e8 and g8), and while Black's rook was still undeveloped 
he could remedy this by 42 .. .17-15 (development "in situ" 
in Paul's neat phrase). Play continued 43 k4-k5 j6xk5 
44 Bf2xk7 RIS-kS 45 Bk7-el b7-b6 46 Kfl-e2 CjS-hS 
47 Ke2-d3 RIS-jS 4S Rgl-g2 (an unwelcome necessity) 
k5-k4 49 Kd3-e4 RjS-j3 : 

White now made a poor move which precipitated defeat, 
but he is lost anyway. Black's courier will walk up to j6 
and 14 and attack White's j and I pawns, and how can 
White defend them? 

Readers wanting to try the game will find some openings 
in VC 38 (pp 92-93) and VC 40 (pp 128-130). As regards 
middle-game strategy, the greater number of short-range 
pieces means that control of the centre is even more 
important than at ordinary chess, while pawn play carries 
over and the pawns remain very much the soul of the game. 
White loses the game above because his move 31 k2-k4 
gives Black a target and lets him force open a line for his 
rook; put this pawn back to k2 in the position at move 42, 
and the advantage lies with White. 

Paul has taken a dim view of my discontinuing the 
attractive font he used for MCC in VC 39-44, but I hope he 
will consider this endorsement an adequate compensation. 
The game is a genuinely good one, and I hope this article 
will gain it more adherents. 
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IN THE LIBRARY 
by Peter Fayers 

Doppelzugsehaeh by Hans Kliiver. 

This 36-page booklet is an ideal 
introduction to the variant "Double
Move Chess", which was very popular 
in Germany in the 1960s. 

The game is similar to Balanced 
MarseiIIais Chess in mechanics, but 
totally different in the objective. With 
both variants white starts with a single 
move as normal, then each player 
makes two moves in succession on his 
own turn. The difference is that in 
MarseiIIais, the game is won by 
getting to an orthodox checkmate 
position, whereas in Double-Move 
chess the game is won by capturing 
the opponent's King - there is no such 
thing as check or mate. Thus, the 
opening 1 e3 d6INf6 is quite play able 
for black in MarseiIIais, but is suicidal 
here: white wins outright by 2 Bb51 
Bxe8! 

The booklet gives a long section on 
opening theory (with one or two 
unfortunate misprints), and then gives 
several annotated games, so you can 
follow the theory being put into 
practice. 

The openings tend to be dominated 
by tactical threats to capture the 
enemy King. Consider this game as an 
example of these possibilities: White 
Hans Hofmann, Black Helmut 
Hardt, Murkisch - Einladungs -
Fernturnier 1962-63. 1 Ne3 e6INa6 
2 e4/Qf3 Ne51Nf6? Better is Nb4INf6 
and if 3 a3/axb4 then Qa5/Qxal. 3 b41 
bxe5 d6/dxe5 4 Nd5/Bb5! : 

Put two pieces en prise to the same 
pawn! However, black cannot save his 
King, so resigned. 
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White Hans Kliiver, Black OUo 
Eekmann, Doppelzugfernturnier der 
"Europe d'Echecs", 1960/61. 1 Ne3 
e6INe6 2 e31Nf3 Nf6/Bd6 3 a3/Bd3 
a6/b6 4 b3/Bb2 Bxa3/Bxb2 5 Qell 
Qxb2 b5/Rb8 6 Ne2/0-0 Ng4/Bb7 : 

7 Qf6/Qxd8 Attacking the black King 
with 7 Bg6/Bh5 loses to 7 ... Nf6INxh5 
and if 8 Nf4INxh5 Qh4/Qxh5! 9 g41 
gxh5 Nd4lNxf3 wins (10 Kg2/Kg3 
Nxd2/f5!) 7 ... Rxd81h5 8 Ne5INxe6 
Bxe6INxh2 9 Kxh2INd4 Bxg2/Bxfl 
10 Ne6INxd8 : 

1O ... Rh6/Rf6 1O ... Kxd81 Bxd3? loses 
to 11 cxd3/Rxa6. 11 Bxfl/Bg2 e51 
Kxd8 12 d4/dxe5 Rb6/Ke7 13 e4/e5 : 

Pc5 is immune: if 13 ... d6/dxc5 then 
14 Bc6/Rdl! 13 ... Rh61h4 Black must 
not allow his Rook to be shut off on 
b6, but ... 14 e6/Rdl! Resigns. 

Here is another game from the same 
tournament, this time with the book's 
author on the receiving end: 
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White Godehard Murkiseh, Black' 
Hans Kliiver. 1 Ne3 e6INe6 2 e31Nf3 
a6INf6 3 g3/Bg2 Nb41Ng4? This 
attack is premature; it gains the 
Queen, but cedes the initiative. 
4 a3/axb4 Nxe3INxdl 5 Rxa6lNe4! : 

5 ... Bxb4/Kf8 Worse is bxa6/Ke7, 
exposing the King to Nd4/d3. 6 Rxa81 
Kxdl d5/dxe4 7 Rxe8/Rxd8 Ke71 
Rxd8 8 d3INd4 Resigns. Enough is 
enough! 

The booklet has a section for the 
problemist, as well, with several 
"Mate in two moves" type problems -
a unique pair of white moves from the 
diagram guarantees capture of the 
black King next time. Here is an 
example. Note the sequence of the 
first move-pair is forced - the two 
moves cannot be transposed. 

G. Murkisch, Die Welt 1960 

White wins in two double-moves 

Solution on page 31. 
All-in-all, a complete introduction 

to a variant that seems to abound in 
tactical possibilities; positional play 
and strategic planning are not going to 
get you very far. The one drawback is 
that it is in German, but I didn't find 
that a problem. Even without the 
language, I could follow the game 
scores and the alternatives given. 

Highly recommended. 
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C,RCULAR CHESS 

This year's Circular Chess World 
Championship took place in Lincoln 
on May 16, and resulted in yet another 
victory for Francis Bowers. Francis, 
relieved this year of the sole burden 
of recording the results and arranging 
the pairings, won in toe most 
unanswerable of styles, scoring 5 out 
of 5 and beating the second and 
third seeds along the way. Mike Clark 
recovered from an early loss to come 
second, and 1996 champion Rob 
Stevens was third. 

A brief reminder of the rules. 
The board and men are shown 
diagrammatically above (imagine the 
afh files joined to form a 16-square 
ring, the big files joined similarly, and 
so on); promotion is on the eighth 
rank as usual; there is no castling, and 
no en passant. Note that a1 is light 
and that the kings are on dl/d8. To 
help readers who are trying to follow 
the play with an ordinary board and 
men, "round the end" moves are 
starred. 

One of the organizers sat beside a 
game in each round and noted it 
down for display on a web site, but 
the choice of games to be recorded 
proved unfortunate; the only two 
that were on the site when I was 
preparing this report were colourless 
and straightforward affairs in which 
the result owed everything to the 
final time scramble and nothing to 
the earlier play. I think readers will 
find more to enjoy in my own game 
against David Carew, where I was on 
the wrong end of an interesting attack. 
I take up the game after White's 20th 
move: 

I had misplayed the opening and had 
been forced to block the position on 
the left, and by tucking my king away 
on d3 I hoped to leave my other 
pieces free to deal with any attack on 
the right. 20 ... Ra8-d8 21 Qel-dl * 
(to free e 1 for the rook, but d 1 is a 
poor square for the queen and Qf2 
might have been better) Re5-e4 (now 
White's rooks are tied to the defence 
of h4 as well as e2) 22 Rgl-e1 
Re4-g4 (this looks dangerous, but in 
fact the attack is superficial and once 
I have removed my bishop from the 
big ring I shall be able to chase the 
intruder away) 23 Na3-bl Bf8-a7* 
24 Bb2-cl : 

24 ... Rg4-e4 (this effectively admits 
that Rg4 was a pointless excursion, 
but White was threatening Nf2* 
simultaneously attacking the rook and 
cutting off its line of retreat, and 
Black was surely right not to try his 
luck on f4, g3, or g2) 25 Nbl-f2* 
Re4-e6 26 Bcl-gl* Kc7-b7 
27 Nf2-h3 Ng8-c7* (I was puzzled by 
this - all right, Black's knight cannot 
reach e4, but surely d8*-f7*-e5-g4 
would offer more promise than the 
blank wall on the other side?) 
28 e2-e3 Bd7-h7* 29 Ral-cl Rd8-c8 
30 Ba2-bl Nc7-d5 : 
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My king isn't as cosily tucked in as I 
had thought! But surely I can take the 
knight while it is on offer, and then 
blockade c4? In any case, gentlemen 
always accept sacrifices, so I made my 
next move almost without reflection. 
31 c4xd5 Qe8xd5* 32 Rcl-c4 
Kb7-b8 33 Rel-e2 (better would 
have been Ba2, preparing to change 
the blockader on c4) Bh7-g8 (Black 
gives up another pawn for the attack, 
but if accepting the knight was the 
proper and correct act of a gentleman, 
taking the pawn as well will be that 
of a greedy pig) 34 Nh3-f4 Re6-e8 
35 Nf4xg6 (oink) Bg8-a8* 36 Ng6-f4 
Qd5-d637 g5-g6? : 

This is the sort of move that gets a 
player into the anthologies - as the 
loser. I quite seriously thought that 
Black's attack would get nowhere, 
and that I had an easy win. Something 
like 37 Ba2 was necessary, though 
37".Bd5 38 Rc2 Bxa2 39 Rxa2 c4+ 
isn't too pleasant. 37 ... Ba8-d5 
38 Rc4-f3* (38 Ba2 might still have 
saved the day, though the exchange is 
worth more at circular chess than at 
ordinary) c5-c4+ 39 Kd3-c2 Qd6-b4 
(now Black starts pouring through) 
40 Rf3-h3 c4-c3 41 d2xc3 Rc8xc3+ 
42 Kc2-d2 Rc3-fl *+ and I gave up. 
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TRIPLETS 

A nice little game, this; I was always 
glad when somebody chose it for one 
of the rounds of our multi-variant 
tournaments at Godalming. Peter 
Wood printed a few games in VC 20, 
but there seems to have been nothing 
since. Perhaps it is time for another 
look. 

The rule is that at turn 1, a player 
moves a pawn; at turn 2, a pawn and a 
piece; at each subsequent turn, a 
pawn, a piece, and the king (in any 
order). Inability to make any of these 
moves forfeits the game. More than 
one move in a turn may give check, 
and a player need not get out of check 
until the end of his turn. David 
Pritchard recorded in VC 20 that it 
was invented for a Christmas meet of 
the Haslemere Chess Club by Adam 
Sobey (a gentleman of fiendish 
ingenuity, who composes orthodox 
chess endgame studies and used to 
compile crosswords for The Listener). 

In practice, the vast majority of 
games are lost when one player runs 
out of pawn moves, and most of the 
tactical manoeuvring IS directed 
towards this end. In particular, "piece 
for pawn" is surprisingly likely to be a 
good swap. For example, after 1 e4 eS 
2 Bc4/d3 BcS/d6, which seems to be a 
fairly common opening, I would at 
least consider 3 Bxfi+, accompanied 
by f3 to prevent his doing the same to 
me and KO as my compulsory king 
move. A bishop sacrifice so blatantly 
early may not be sound (I have not 
seen the move in a published game), 
but it gives White lots of surplus pawn 
tempi on the king's side, and these 
may come in very handy later on. 

A similar sacrifice does occur in the 
game below, which was recently sent 
to me by David. It was played in 
1991, and appeared in Eteroscacco 
56. Black was Alessandro Castelli. 

1 d3 eS 2 e3IBd2 Nf6/e4 3 d41Bc4/ 
Ke2 dSlBe7/0-0 (diagram at top of 
next column). This appears to be a 
very bad opening by White, conceding 
space to no purpose, but Black has 
difficulty defending d5 later on, so 
perhaps White is simply playing in 
hypermodern style and persuading 
Black to overstretch himself. 

4 Bb3/c3/Kel Ng4/c6/KhS (going for 
f2) S h3/KfllNe2 (had White known 
that Black would play Nxf2 anyway, 
he might have played c4 instead of h3 
and gained a tempo) Nxf2/a6/KgS : 

Black will now have many more 
potential pawn moves than White, but 
this has been achieved at a cost not 
just of a knight but of development. 
6 Kxf2lNf4/c4 (going for d5) Bh4+/ 
as/Kh8 (Black perhaps regrets having 
played a6, since Na6 followed by Nc? 
would help to bolster d5) 7 Rfl/Kgl/ 
cxdS (White can wait until the second 
move of his turn to get out of check) 
cxdS/Be6/KgS S QhS/Kh2/a3 QgS/ 
h6/KhS 9 QxgS/g3/Kg2 : 

Does Black play Bxg5 to preserve 
his bishop, or Rd8 to hold d5? He 
opts for the latter: 9 ... hxgS/RdS/KgS 
10 NxdS/gxh4/Kg3 (but White takes 
anyway, and also starts using his king) 
gxh4+/BxdS/Kh7 11 Kxh4lBxdSlb3 
RxdS/f6/Kh6 12 Nc3/a4/Kg3 : 
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White finally clears Black from d5, 
which almost levels the pawn tempi. 
12 ... RgS+/fS/KhS (tying up the rook 
rather oddly - did Black guess what 
was coming?) 13 Kf4INbS/dS?? (far 
too ambitious - after say Rf4/Kf2/d5 I 
think White has the better of it) Kh4/ 
Nd71b6 and White has no king move: 

A most unusual finish. 
My only reservation concerns the 

rule that you needn't get out of check 
until the second or third move of your 
turn. Another game sent to me by 
David ended with this position: 

Here White, soon to' run out of 
pawn moves, resigned; Ke21b3/Qxg7 
"mate" fails because Black has IU..g7/ 
a3/RgS. I think I would prefer to see 
the Progressive Chess rule, where you 
must get out of check with the first 
move of your turn and mate is mate. 
But this is detail. It's a game with 
much tactical and strategic subtlety, 
and very good to play; recommended. 
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PROOF GAMES 
by Peter Fayers 

I thought for a change this time I'd 
look at Proof Games from the 
viewpoint of the composer, and try to 
take you through the thought 
processes when creating problems. 

Firstly, we need a theme. I decided 
to go through the commonly-played 
variants alphabetically to see where 
inspiration struck. Alice? - No, there 
have already been some excellent 
Alice proof games. Avalanche (with 
each move, you pull an enemy pawn 
forward one square)? - Possibly, I've 
never seen an Avalanche proof game. 
Let's give it a go. 

What are the features of the variant, 
and how can we use them? Pawn-pulls 
by the opponent ... this means both 
sides can move the same pawn, so we 
should be able to promote in three 
moves. Play 1 b4/a6 g51b5 2 bxa6/g4 
g3/a7 : 

Looks good, we are about to promote 
on the third move. But we find we 
can't; there is no pull of a black pawn 
we can make that would keep the 
game score unique. (This is a 
necessary feature of proof games - no 
possible transposition of moves is 
allowed). If we try 3 axb8Q/h6 for 
example, the same position could have 
resulted from 2 ... h6/a7 3 axb8Q/g3. 

So we need a mechanism to force 
the sequence of pawn-pulls. We forget 
about the idea of promoting a black 
pawn as well, and instead set up a set 
of valves. Look at the black fgh pawns 
in 10. Bf8 has got out, either via g7 or 
h6, and Pg6 must have been there 
before this happened. Once we 
determine which route the Bishop 
took, we know the precise sequence of 
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these three pawns moves. A different 
mechanism is used to determine in 
which order the pawns d3 & e3 were 
pulled - the avoidance of check at the 
wrong time. 

Hopefully we've got the pawn-pull 
sequence fixed, now we decide what 
to do with the promoted pawn (we 
need to disguise it in some way, 
otherwise the problem would be less 
challenging). By far the easiest way to 
hide a promoted piece is to capture it 
and get it off the board completely. 
(This is known as the Frolkin theme, 
after the great Ukranian problem 
composer Andrei Frolkin). A feature 
of this theme is that the precise 
identity of the promoted piece must be 
deducible from the position. We 
cannot, for example, just capture the 
piece immediately it is promoted 
( ... Pxb8X 4 RxX) as X could have 
been any of NBRQ. 

We arrange this by having the 
promotion take place at d8, without 
check, so we know it is not to R or Q. 
The subsequent move then uniquely 
determines which piece it must be. 

The last step is in tidying up, 
making cosmetic changes to make it 
look good. In 10, for example, the last 
black move could have been with the 
Ra8, but I prefer to aim for minimum 
disturbance from the game array. 

10 - PF (Original) 

After Black's fourth. Game score? 
Avalanche Chess 

Finally, we change hats and do a 
quick check from the solver's 
viewpoint. Looking at the diagram, 
the first thing I notice is that white is 
in check. How was it administered? I 
like it: we have an Avalanche effect 
and a trap for the unwary solver, right 
from the start. 
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But you won't fall into that trap 
when you solve it, will you? 

VC 45 solution. 9 (Paul Raican, 
dedicated to Manfred Rittirsch, 
Dynamo Chess, wK on dl, wQ on bl, 
wNbl off, wPd2 on f4, bQ on d3, 
bPd7 off, add bNb3, after Black's 
4th): I Bc1-e3 (push Pd2-f4) 
Qd8-d3 (push Pd7-d2+) 2 Nbl-"zO" 
(off the board WSW, pull Pd2-bIN) 
Nbl-d2 3 Qdl-bl (pull Kel-dl) 
Nd2-b3 (pull Bfl-d2) 4 Bd2-c1 (pull 
Be3-d2) Nb3 stays put (push Bd2-fl). 
White's 4th move can also be written 
"Be3-d2 (push Bd2-c I)", but this 
ambiguity is inevitable with like men 
and it is not regarded as a blemish. 

VC 44: Congratulations to John 
Leslie, who successfully solved my 
Hostage Chess proof game in VC 44, 
which was no mean feat. Also to 
Roger Smook, who sent his solution 
on a postcard from his holiday in 
Russia! 

[A possibly improper addition by 
JDB. The receipt of Peter's article 
encouraged me to try my own hand, 
and perhaps I can use a couple of the 
results to fill out the page. They are by 
no means masterpieces, but perhaps 
they will amuse. Answers on page 31.] 

After Black's third. Game score? 

After Black's fourth. Game score? 
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NEW SETS ... 

reviewed by John Beasley 

Handmade Chess Sets by Vincent 
Siracusano (prices on application) 

Among the material handed over 
by Paul Byway was a photograph 
showing some chess sets created by 
Vincent Siracusano. Siracusano has 
worked for twelve years as a Disney 
animator, but he is producing these 
under his own name. The photograph 
shows sets for chess, checkers 
(draughts), and Grand Chess ( 10 x 10 
board, 20 men per side including 
marshall and cardinal), and his web 
site <www.jigsawknight.com> shows 
further items. I haven't seen the 
originals, and am reviewing on the 
strength of the photograph and some 
subsequent correspondence. 

The chess set offers a medium, 
at once abstract and figurative, which 
has attracted many artists of the last 
hundred years: Man Ray, Yves 
Tanguy, and a host of others less 
celebrated but not necessarily less 
talented. The present sets appear to 
be first-rate additions to the tradition, 
featuring elegant, flowing shapes 
more representational than a Staunton 
set but simplified rather than wholly 
naturalistic. The men are made from 
cast resin, polished, lacquered, and 
felted, and the boards are of wood 
overlaid with plexiglass (4-inch 
squares). The men are weighted, and 
the height-to-base ratio is never 
greater than 2 : I; I judge them to be 
sufficiently stable for practical play. 

The sets are individually made and 
are available only to order (via the 
web site, or direct to 2313 Blackjack 
Oak Street, Ocoee, FL 34761-5608, 
USA). The cardinal and marshall of 
Grand Chess are already offered, and I 
imagine that requests to create further 
new men would be sympathetically 
received. A set takes from eight to 
ten weeks to produce, and the price 
reflects this; they are luxury items. 
They have character, and something 
which has character will not be to 
everybody's taste; on the evidence of 
the photograph, however, they are 
very definitely to mine. 
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. .. AND A NEW GAME 

reviewed by David Pritchard 

Honeycomb Chess by Douglas Reid 
(A4 format· 64pp) £12.50 

Honeycomb Chess, an invention of the 
author. is a variant played on a regular 
91-hex board (i.e., equivalent to 
Glinski's) with 22 men a side. The 
pieces are: I x king; 2 x queen, rook; 
6 x hopper; II x pawn. The hopper, 
represented in diagrams by a bishop, 
moves directly to the nearest hex of 
the same colour complex (a hex board 
has three colour complexes, regularly 
arranged so that no two hexes of the 
same colour are adjacent to each 
other). This gives the hopper's move a 
choice of six cells if away from the 
board edge, three if in a corner and 
four if on a side. The initial array is 
shown. Notice that there are three 
hoppers on each side of the board. 
Like-hex hoppers can of course 
protect each other. 

The rooks move on files or laterally 
through cells of the same colour 
complex. This means that a rook has 
access only to alternate files. Since 
both rooks start on the same coloured 
hexes, they can support each other but 

6 

5 
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together cover only half the board. 
This can be resol ved by castling, 
which is regular (king moves three 
hexes in either direction, etc.) when 
the castled rook has access to the 
other half of the board. It follows that 
after castling the ro0ks can never 
attack the same square or protect each 
other. 

F 

Pawns have a two-cell initial move 
option, promote on an end hex and 
can be captured en passant. The 
moves of the king and queen are 
orthodox (any direction; in the case of 
the queen, along adjacent hexes only). 
A weakness of the game is that the 
wing pawns are only three squares 
from promotion whereas the central 
pawns, the worst placed, are eight 
moves away. Despite the presence of 
the pair of queens, the game plays 
slowly, the average game running 
to 60-odd moves. The book covers 
the rules, the opening, middle-game 
and end-game and four annotated 
games. 

This is surely a must-buy for chess 
book collectors as the first edition is 
limited to just one hundred numbered 
copies. Write: 

Douglas Reid, Flat 106, 120·124 
Sackville Court, Harold Wood, 
Romford, Essex RM3 OED 
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CASTLES IN THE AIR 

by led Stone 

To a postal chess player 'slow' is a 
way of life. It's the way postal chess 
has been played since the fifties 
(1950's). Unfortunately it is also 
rapidly becoming extinct. For the new 
generation of 'postal chess' players 
'e-mail' beats licking stamps and 
The Net' itself opens up the 
possibility for 'face to face' play with 
opponents on the other side of the 
world. It's faster. It's better and you 
can do it from home! Modern 
technology is drawing a vale over 
the envelope and stamp world that 
once was the alternative way to play 
chess. 

With the demise of most of the 
great postal chess clubs there are few 
places the traditional postal player can 
still enjoy chess 'as it used to be 
played'. Castles in the Air is one of 
them. Since the last issue of VC I have 
been thanked by a postal friend for 
keeping the tradition alive and for 
supplying him with opponents. We're 
few in number, a little slow in moving 
but we are still here. 

Because of the short time gap 
between issues little has changed. 
A few games have finished, but the 
final line has yet to be drawn under 
any of the ongoing competitions and 
no new ones have started though a 
couple of names have been submitted 
for a new Alice Tourney. Plans are 
being laid for a new Challenge League 
that will some how support less 
popular variants, and a new way of 
structuring tournaments is being 
examined. The aim of both 
innovations is to try to stimulate some 
interesting games that could be worthy 
of inclusion in future issues of Vc. 
As with all things postal, however, 
they move slowly towards maturity. 
At the moment I can only say, 'Watch 
this space. Something interesting may 
start to develop in a while.' Till that 
happens you can obtain updates on the 
leagues or current tournament starts 
from me bye-mail or post. 

Till next time 
Cheers 

J. S. 
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... continued by lDB ... 

The short time gap between VC 45 
and VC 46 can be blamed on myself 
(l wanted to slot VC into my quarterly 
cycle ahead of British Endgame Study 
News, and three-month gaps should be 
standard in future), but Jed had 
already sent me a file of games played 
under our auspices and these included 
an instructive game which he won at 
Extinction Chess. The rule here is 
that you win by capturing all your 
opponent's men of a particular type: 
king, queen, both rooks, both bishops, 
both knights, or all eight pawns 
(though I have never heard of this in 
practice). 1 e4 eS 2 Nf3 d6 3 d4 f6 : 

This is bad at ordinary chess because 
it weakens the diagonal h5-e8, takes a 
square away from the knight, and does 
nothing for Black's development. 
The first defect is less serious at 
Extinction, but the others remain. 
4 Nc3 exd4 S Nxd4 b6 6 b4 Bd7 
7 Bd3 Nc6 8 Nxc6 Bxc6 9 0-0 : 

Black's knight is now in deep trouble. 
White threatens 10 Bc4, and if 
lO ... Ne7 then 11 e5 with Rei and exf6 
to follow (l1 ... fxe5 loses to 12 Bg5). 
His actual 9 ... Be7 made things worse, 
but it led to a quick and elegant finish: 
10 Bc4 dS 11 exdS Bxb4 (re-opening 
e7, but to no avail) 12 Ne2 Bb7 
13 d6!! and Black resigned: 
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The file also contained some of our 
Progressive Chess games. Jed tells me 
he is always happy for me to quote his 
losses (see page 18), but he has some 
wins as well, and it seems to me that 
his finish from this position would not 
be out of place in The End Is Nigh: 

Black is to play series 8; answer on 
page 31. 

ALICE CHESS 

Peter Coast and Paul Yearout have 
been probing the first game in VC 45. 
After I c4>B c6>B 2 d4>B Qc7>B 
threatening 3 ... Qa5>A mate, suppose 
White tries 3 a3>B, allowing the rook 
through to guard the mating square: 

On B: bQc7, bPc6, wPa3/c4/d4 

Questions: (PC) how can Black now 
win, and (PY) is 3 a4>B any better? 
Answers next time. 



November 2004 "1/AriAlJt Chess 46 Page 29 

THREE-lEAPERS IN UNGUARD 
based on material/ram George Jelliss 

The following puzzle of George's was left for solution 
last time. A "three-leaper" jumps three squares in any 
horizontal or vertical direction, irrespective of the 
occupancy of the intervening squares (for example, from 
d4 to d7, a4, g4, or d 1). The task is to place the largest 
possible number of three-leapers of the same colour on a 
chessboard so that none guards any other. How many 
geometrically distinct patterns are possible? 

George suggested examining the 4x4 board first, but I 
found the counting unexpectedly tricky even on this small 
scale and I am therefore spelling out the solutions. We can 
occupy the four central squares b2/b3/c2/c3, and six of the 
twelve outside squares: alld4 or a4/dl, a2 or d2, a3 or d3, 
bl or b4, and cl or c4. This gives a total of 10 occupied 
squares. There are 25 = 32 different ways in which the six 
outside squares can be occupied, but only seven of them 
turn out to be geometrically distinct; each of the others can 
be transformed into one of these seven by a rotation and/or 
a reflection. 

Each of these can be made the basis of an 8x8 solution. 
We place the 4x4 solution in the sixteen central squares, 
and extend it over the rest of the board in an obvious way 
(in the first diagram opposite, d6 is occupied so we must 
leave a6/g6 empty, but d3 is empty so we can fill a3/g3). 
In every case, exactly half the additional squares can be 
occupied, giving a total of 34 occupied squares. The 
resulting patterns are shown in the facing column, oriented 
so that c6 and f3 are occupied in all cases and arranged 
with the most symmetrical first. The first two have 
symmetry about both diagonals and hence diametral 
symmetry as well, the third has diametral symmetry only, 
the fourth and fifth have symmetry about one diagonal, and 
the last two have no symmetry at all. "It seems strange to 
me how such a really weird selection of patterns can appear 
from such a simply stated question" (GPJ). 

What happens on other boards can be described more 
briefly. On the 5x5 and 7x7 boards, we can occupy the 
central square and half the rest, giving respectively 13 and 
25 pieces. There are 28 = 256 different ways in which the 
outside squares can be occupied, but only 51 are 
geometrically distinct. 

On the 6x6 board, we can only occupy half the squares. 
The 18 occupied squares can be arranged in 29 = 512 
different ways, of which 84 are geometrically distinct. 

On the 9x9 board, we can occupy the central nine 
squares and half the rest, total 45, and the solution is 
unique. 

The cases IOxlO to 15x15 repeat the numbers of 
solutions for cases 4x4 to 9x9, and so on. 

George tells me that this is part of a study of chess-piece 
arrangement problems that will appear in his on-line 
Games and Puzzles Journal. "Other unguard problems of 

this type are well known (for instance the famous 8 
queens). For the knight a solution is obvious: you place 32 
knights alJ on the same colour. The same solution works 
for {O, I}, {2,3), and {l,4} leapers (wazir, zebra, giraffe), 
whose moves, like the knight, have one odd and one even 
co-ordinate, and one is therefore tempted to jump to the 
conclusion that, on a sufficiently large board, the same is 
true for any pieces whose moves take them always from a 
celJ of one colour to a celJ of the other colour. However, as 
the three-Ieaper shows, this is not always the case." 

George suggests another task that produces attractive 
patterns: to arrange the largest possible number of 
{3,4} leapers (antelopes) on a 7x7 board so than none 
guards any other. Again, how many geometricalJy distinct 
patterns are possible? Answer on page 31. "The solutions 
that work for the antelope include those that work for the 
{l,4} leaper and the {3,4) + {0,5} leaper." George also 
suggests looking at the 8x8 board, where Tom Marlow has 
managed to put no fewer than 36 antelopes in unguard. 

The Games and Puzzles Journal, strongly recommended to 
those who share my taste for puzzle mathematics, can be 
found at <http://www.gpj.connectfree.co.uk>. 
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THE END Is NIGH! 
by Paul Byway 

From The Opening 
To The Ending 

For the postal tournament In 

Progressive Chess I decided to 
experiment with the defence 1 d4 2 d5 
Nc6. Opening statistics given in VC 
30 suggested that it was best. I found 
a report on the WIPCC98 by Doug 
Hyatt giving a survey of opening 
theory. Very interesting it was too, in 
particular he gives the line 3 Bf4 Bxc7 
Bxd8 4 Kxd8 e5 Nh6 Bb4+ and 
the TN (theoretical novelty) 5 Qd2 
Qxb4 Qxb7 Qxc6 Na3 with the 
comment "Black's position is already 
resignable". I thought it would be a 
nice idea to refute this, as I had a 
promising line for the attempt:- 6 Bd7 
Bxc6 Rb8 Rxb2 Rxa2 Rxal + : 

Black has a slight material edge and 
has finished with a forcing check; 
White's development meanwhile is 
abysmal; the case must surely be 
arguable. One plausible line 7 Kd2 e3 
Bb5 Bxc6 Ne2 Rxal dxe5 could be 
answered by 8 d4 d3 dxe2 elR Rxal 
Rxa3 Ra6 Rxc6 and Black seems to 
beOK: 

had much more difficulty with 
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7 Kd2 e4 exd5 dxc6 Bc4 Nh3 Rxal : 

I tried taking the d-pawn, running the 
g-pawn and roaming with the rook. 
White found a variety of interesting 
mates in reply, including one by 3 
pawns. I recommend you investigate 
this fascinating position. Eventually I 
found that I must abandon the back 
rank and play 8 Kc7 Nf5 Nxd4 Nxc2 
Nxal Nc2 Nxa3 Nxc4+ : 

This position is also worth examining. 
I think it's a draw but White can lose. 

Solutions to competition 21 

#128 9 Kc2 Nf4 Nd5 RgJ Rg5 Rxe5 
Re8 e5 B b5 mate 
#129 8 Ne7 Nec6 Bh6 Rg8 RgJ Na6 
Nxc5 Nd4 mate 
#130 9 Nxc6 Na7 Bb8 f4 f5 f6 fxe7 
e8Q Qb5 mate 

In the case of #130 I have modified 
the position by adding a Pc6 and 
moving the Be5 to f4. 

There appears to be only one solution 
for #128; in #129 the knights can 
swap roles; # 130 was a real disaster 
with multiple solutions, more than one 
in 8 moves. IR showed several 
varieties of pawn promotion combined 
with Bd2, Qa5 mate or Bd6, Qc5 
mate. PW and FG really went to town 
on this - with a slight edge for FG. I 
give several of their varied solutions:-
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(a) 9 g4 g5 g6 gxh7 hxg8Q Qc4 Qa4 
any Nd7 
(b) 9 c3 cxd4 d5 d6 Kd2 Kc3 Kb4 
any Be3 (Italian) 
(c) 9 c3 cxd4 d5 d6 Kd2 Kc3 Kb4 
c8N 
(d) 9 Na6 Bb8 Nc7 c4 Kd2 Kc2 Kb3 
Kb4 c5 

The current scores:- FG 67, IR 62, 
DP 44, CL 24, RT 19, PW 19, JB 13, 
NE 2, SB 2. 

Competition 22 

#131 Cassano - Crasto (1982) 

Black wins (series 8) 

#132 Ervetti - Stefanelli (1988) 

White wins (series 9) 

#133 Sarale - Figura (1990) 

White wins (series 9) 
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SOLUTIONS 

Hostage Chess (see pages 18-19). Stone - Yearout: Black 
won by 18 ... (N-N)N*h3+ 19 Khl (if Kg2 then 
(B-B)B*f3+ at once) (P-P)*g2+ 20 Kg2 (B-B)B*f3+ 
21 Qxf3 Qxf3+ 22 Kxh3 (B-B)B*g4+ 23 Kh4 gS mate. 

Leslie table-turn: 19 Bxg7!! The threat is 20 N*f6+, and 
if 19 ... Kxg7 then 20 N*hS+ and mate in a few (the actual 
game went 20 ... Kg6 21 (B-N)N*f4+ and Black resigned). 

Leslie - Coast: 43 ... (N-B)B*b3+. The sequel might have 
been 44 Kxb3 cxdl(P-B)+ 4S Ka2 (dropping on c2 
doesn't help) (P-P)P*b3+ 46 Kal (Q-R)R*a2+ Kbl 
47 Qc2 mate, or 44 Kal (Q-R)R*a2. 

Progressive Chess (see page 20). Galvin - Brodie, after 
7 Kc2: 8 fS f4 f3 fxe2 exflQ d4 Be6 Rxa2 mate. 

Same game, "what if' line ending Ba4+: I suggested 
9 Kd2 Nc3 Nxa4 Nc3 Ne4 Ng3 Nxhl f3 Kc3. Black 
cannot now promote, and while he can capture two of 
White's pawns he cannot capture al1 three. White wil1 
promote at turn 11, and the rest will be easy. 

Losing Chess (see page 21). Liardet - Nagorko, after 
7 ... Qh4. Black threatens 8 ... Qxh2 9 Rxh2 a6, with possible 
sequel 10 Bxa6 Rc8 11 Bxc8 Kf8 12 Bxd7 f6 13 Bxe6 Ke8 
14 Bxg8 Rxg8 IS Rxh7 and White has a rampant rook. 
If he plays Rxh7 at any earlier point, Black recaptures, and 
White's eventual Bxg8 leaves him with a rampant bishop. 

Same game, after 16 Ngl. Yes, 17 g4 is indeed a threat; 
17 ... Kxg4 18 Nh3 Kxh2 19 RgI Kxh2 20 d4 Kxgl 21 Kf2 
Kxf2 22 Be3 Kxe3, and simplest is 23 dS bringing the 
knight into play. 

van der Bilt - Worte1, after 31...hS: 32 Nd4 (Nc3 and 
NgI also win) h4 33 g3 hxg3 and the game actually 
finished 34 Ra6 g2 3S Ra7 gIN 36 Ne2 Nxe2 37 Ke6 
Nxc1 38 Nb3 Nxb3 39 RaS NxaS 40 KeS, but 35 ... g1 K 
would have made White play out the win with R v K and 
34 Ra3 would have been slightly more incisive (34 ... g2 
3S Rh3 with six giveaways after any promotion). The one 
thing not to do is to give a man away on fl, when Black 
will promote to a bishop with a draw at least. 

In the Library (page 23): 1 Bb8/Qc7. White takes one of 
his two pieces completely out of play. 

Avalanche proof games (see page 26). The solution to 
Peter's 10 will appear next time as usual. 

JDB diagrams. The pawn advances are fully accounted 
for by pulls, so the actual moves must have been made by 
pieces. Upper diagram: Black's last move must have been 
with a king or a knight and only if it was the final step of a 
king triangulation could he have made exactly three moves, 
so 1 Nc3/e6 Ke7/d3 2 Nd5/f6+ Kf7Ic3 3 Ne7/fS Ke8/c4. 

Lower diagram: Black's last move was surely a capture, 
so we need to get one of White's missing men to the eighth 
rank, and the way that works is 1 Nf3/g6 Bh6/d3 2 Nd4/c6 
Bxcl/f3 3 Ne6/cS Bh6/e3 4 Nf8/gS Bxf8/e4. The absence 
of cooks in this owed a great deal to composer's luck! 

Antelope arrangements (see page 29). "For maximum 
antelopes in unguard on the 7x7 board there are 8 distinct 
patterns, the number of pieces used being 25. One of the 
solutions is the simple chequering pattern (on the cells of 
the same colour as the corner cells). 

"These patterns are related to the fact that the antelope 
cannot move when on the central cell (so this is occupied 
in all patterns) and its moves on the other cel1s form 
three separate circuits with no connection between them. 
On each circuit the antelopes can be placed alternately, that 
is in 2 ways, giving 23 = 8 ways in all. 

"For the {1,4} leaper (giraffe), only the first and last of 
these patterns work. 

"For the {3,4 }+{O,S} leaper (five-Ieaper), the first, last 
and fifth work." 

Tom Mm-low's 36-antelope setting on the 8x8 board is 
shown above. George tells me that nothing better than 
chequering is possible on larger boards. 
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Once again we can feature a dozen 
and more games, and I offer my 
grateful thanks to all who have 
contributed material or ideas. Editing 
a magazine in such circumstances 
becomes a very easy task. 

Credit where credit is due? George 
Jelliss questions my attachment of his 
name to the "hypercube" problem 
(VC 45, page 13): "I first saw it when 
you were demonstrating it [ ... ] just as I 
anived for the meeting last year." Yes 
indeed as to this particular realisation, 
but I stand by the statement that 
George had already done the 
essentials and that my contribution 
was merely cosmetic. Readers who 
have the relevant journals can look 
at issues 13 and 14 of Chessics for 
George's original presentation, and at 
The Problemist for November 1989 
for the elegant three-dimensional 
realisation which he contributed to 
the "Bournemouth Fairies" solving 
competition earlier that year, and 
judge the matter for themselves. 

BCVS NOTICES 
Copyright in Vc. This IS a 
notoriously difficult issue, further 
complicated by the fact that the first 
twenty issues of VC were published 
before the advent of the BCVS. 

As regards issue 21 onwards, it is 
not BCVS policy to claim copyright 
over what appears in VC, and anyone 
wishing to reproduce material may 
do so with our good will. We are 
delighted when something we have 
published is thought worthy of 
reproduction elsewhere, and we ask 
only that source and authorship be 
properly acknowledged. However, we 
are not entitled to waive any rights 
that may be held by others. I have 
been authorized to say that anything 
which is or has been written in VC 
by Peter Fayers, George Jelliss, 
David Pritchard, or myself, whether 
editorially or by name, may be copied 
without payment or further formality, 
but anyone wishing to reproduce 
material written by anyone else should 
obtain any necessary permission from 
the relevant author. 

Here's a little puzzle, no originality 
claimed. Black, White, and Piebald 
each have a knight, a bishop, and a 
rook. Place these nine men in nine 
straight lines on an 8x8 board so that: 

- each line contains one knight, one 
bishop, and one rook; 

- either the three men on a line are all 
of the same colour, or there is one 
man of each colour; 

- no two lines are parallel. 

think there are two geometrically 
distinct solutions; answers next time. 
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CALENDAR 
Circular Chess. I have received no 
details as yet, but in recent years there 
has been a "Chrimbo Challenge" at 
the Tap and Spile, Hungate, Lincoln, 
on a Sunday afternoon in January. 
I am expecting the same again and 
intend to turn up, and will gladly 
answer enquiries from others who may 
be interested. 

The 8th International Colloquium 
on Board Games Studies will be held 
in Oxford on Wednesday-Saturday 
April 27-30 2005. Details can be 
found on the organizers' web site 
<www.boardgamesstudies.org>. 

Notices for VC 47 should be in my 
hands by December 15. 

Postal chess as an instrument of 
economic warfare? Jed Stone's 
reference to postal play in the fifties 
(see page 28) reminded me inesistibly 
of a remark by the late C. H. O'D. 
Alexander. After commenting on the 
general timescale of play with the 
Eastern Europe of his day ("the 
Communist post is a leisurely affair"), 
he noted a "curious phenomenon" 
familiar to all postal players, that with 
some opponents the more difficult the 
position the longer it seemed to take 
letters to reach them. He continued, 
"in my experience this effect is 
particularly marked in Bulgaria - any 
serious threat on my part seemed to 
paralyse the Bulgarian postal service 
to such an extent that I began to feel 
nervous about dislocating the entire 
Bulgarian economy and bringing the 
country to a standstill" (A Book of 
Chess, Hutchinson, 1973, pp 98-99). 
Perhaps postal chess should be in the 
cunicula of our spy training schools? 
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PROGRESSIVE CHESS: 
AVOIDING DISASTER 

A property of sharp games such as 
Progressive Chess is that it is all too 
easy to lose by blundering in the 
opening. This can be very depressing 
to players new to the game, so I am 
asking the indulgence of our experts, 
and this time I shall highlight some of 
the traps in early play that players who 
have become good routinely avoid. 

Scott Gordon - Noam Elkies, "First 
World Internet Progressive Chess 
Championship" 1996.1 e4 : 

As in orthodox chess, this is the 
most aggressive opening, and in fact it 
threatens mate at once by sequences 
such as 3 Bc4 QhS Qxfl. Black's first 
priority is to block these, and the most 
natural way is by playing a pawn to e6 
or dS. Black actually chose 2 d5 Nc6, 
an attacking line which became 
popular in the 1990s : 

Black, with four moves to come at his 
next turn, has the same threat of mate 
(say 4 eS BcS Qh4 Qxf2), and he 
also threatens 4 d4 d3 dxc2 cxd1Q+. 
So White took off Black's queen by 
3 Qg4 QxcS QxdS+ and made him 
spend a move getting out of check, but 
4 KxdS dxe4 Nf6 h5 set up a host of 
threats: 

At the very least, there are mates in 
four by Nc31Nc2, in five by Ng3/Qf1, 
and in six by Nd4/Qc 1 and Nc3/Rd 1. 
White resigned? No, he met all threats 
by 5 Nc3 Nxe4 Nxf6 Nxh5 f~ : 

White has not merely survived, he 
threatens mates involving cxb7 and 
bxa8Q. We are now into the middle 
game, and the most urgent need is to 
prevent or meet enemy promotions. 
Black could find nothing better than 
6 KcS (so that cxb7 would give check 
and end White's turn) Rxh5 Rxh2 
Rxhl Rxgl Rxfl+, and White replied 
7 Kxfl f5 f6 fxe7 Ke2 d4 eSQ+ : 

By promoting on e8, White forces 
Nd8 delaying capture of the queen 
(if exf8Q+ then Black has Kd7 and 
Rxf8), but his rook goes next turn 
and Noam subsequently suggested 
Rb! "!?" as a possible alternative to 
d4. The "natural and perhaps optimal" 
continuation went S NdS Ba3 Bb2 
Bxal b6 Kb7 Nc6 RxeS+ : 
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9 Kfl g4 g5 g6 gxf7 fxeSQ d5 Bd2 
dxc6+ : 

10 Ka6 b5 b4 b3 b2 bIB Bxa2 Bf7 
BxeS Kb6: 

This should have been drawn: "once 
White eliminates g7 and Ba1 he can 
hold with Kb2+Pc3 even without the 
dark-squared Bishop" (NDE). But 
White blundered by 11 Bc3 Bxg7 
Bxal Ke2 Kc3 Kc4 c3 Kb4 Bb2 Bel 
Ba3?? and let Black steal a win: 

Answer on page 47. 
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LOSING CHESS: 
WHAT IF ... 

Here is another pair of games from the 
2001 "First Unofficial Losing Chess 
World Championship", with analysis 
by Stan Goldovski' s program 
Giveaway Wizard. Answers not given 
in the text are on page 47. 

From Round 3, Lenny Taelman -
10han Snuverink. 1 e3 e6 2 Ba6 Nxa6 
3 h4 Qxh4 4 Rxh4 h5 and 5 Qxh5 
would have allowed a forced win: 

Put the queen back on d 1, substitute 
5 Rxh5, and continue 5 •.. Rxh5 
6 Qxh5 g5 7 Qxf7 Kxf7 8 b4 Nxb4 
(8 ... Bxb4 loses off-hand) 9 a4 Nxc2 
10 e4 and 1O ... Nxe1 would have 
allowed an instructive win: 

Reinstate the White king on el, 
substitute 10 ... Nxal, and continue 
11 f4 gxf4 12 g3 fxg3 13 Kf2 (the 
simplest - Wizard calculates that 13 as 
would have won slightly more 
quickly, each of Black's 25 legal 
replies being a losing one, but on*, a 
computer canrbe expected to find 
moves like this) gxf2 14 Na3 fxglK 
(14 .. .fxglN leads to similar play, and 
all other moves lose quickly) 15 Nc2 
Nxc216 d4 Nxd4 17 Ba3 Bxa3 18 a5 
Ne7 (nothing else is better) 19 a6 
bxa6 20 e5 Kf6 21 exf6 : 
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Whatever Black does now, White will 
promote to a rook and then give it 
away. Play actually continued 21...d6 
22 fxe7, and Black resigned. 

Looking back, all this appears to be 
a demonstration that 6 ... g5 was a 
losing move. 

The only players with 100% records at 
the start of Round 4 were Tim 

. Remmel and Fabrice Liardet, and the 
game between them was subsequently 
declared one of the tournament's two 
best games. The opening was fiercely 
complicated, 1 e3 e6 2 b4 Bxb4 
3 Qg4 Bxd2 4 Qxg7 Bxe3 5 Bxe3 c5 
6 Bxc5 b6 7 Bxb6 Qxb6 8 Qxh7 
Rxh7 9 Nc3 Qxf2 10 Kxf2 Rxh2 
11 Rxh2 Nh6 12 Rxh6 Ba6 13 Bxa6 
Nxa6 14 Rxe6 fxe6, and at last we 
can sit back and take stock: 

White may have a slight plus due to 
his extra knight, but Black's pawns 
will give him more space in the centre 
and any advantage is marginal. Play 
continued 15 Na4 Kt7 16 Nb2 Kf6 
17 g4 Nc7 18 Ne2 a5 19 Kf3 d5 
20 Ng3 Ke7 21 g5 Na6 22 Nh5 KfS 
23 Ng3 and 23 ... Ke7 would have 
offered to settle for a draw, but Black 
went for a win by 23 ... a4. There 
followed 24 Nxa4 Nc5 25 Nxc5 Rxa2 
26 Nxe6, and does 26 ... Rxc2 win or 
lose? White will have to play 27 Nxf8, 
and the resulting position appears at 
the top of the next column. 
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Black actually chose 26 ... Rxal, and 
27 NxfS gave this position: 

Now 27 ... Rfl leads to 28 Nxfl d4 
29 c3 dxc3 30 Ne6 c2 31 Nd2 c1K 
32 Nd4 Kxd2 33 Ke3 Kxe3 34 g6 
Kxd4 35 g7 and White will win with 
rook against king, but 27 ... Rhl is 
harder. Play continued 28 Nxhl d4 
29 c3 dxc3 30 g6 c2 31 Nd7 elK 
(only chance) 32 Kg4 Kd2 33 g7 Ke3 
(Black will draw if he can get down 
to K v 2N, K v K+N, K v K+R, or 
K v N+R) 34 Nf2 Kxf2 35 Kf5 Kg2 
36 Kg6 Kf3 37 g8R and White has 
king, rook, and knight against king: 

The web site mentioned in VC 41 was 
inaccessible when I was writing this, 
but most of us would expect White to 
press Black back and eventually win, 
and so it proved. The final moves can 
be found in VC 39. 

So, with hindsight, it seems that 
Black's attempt to win at move 23 
was mistaken. On this hung the title. 
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CANNON PLAY 
IN XIANGQI 

My reward for taking part In the 
"Shunde Cup" in Watford last autumn 
was a copy of a very attractive book 
Basic Xiangqi Checkmate Methods 
by Zhu Baowei. This contained over 
300 positions from elementary to 
distinctly advanced, and I went first 
to the exarnples with a cannon. Other 
XiangQi pieces have recognizable 
equivalents in our own chess, but the 
cannon is quite different; it moves like 
a rook, but can capture only if there is 
one man between it and its objective. 

10 
9 
8 
7 
6 
5 
4 
3 
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k 9 
9 
c 

a bed e 9 h 

This is an elementary example from 
the opening chapter. The king moves 
one step horizontally or vertically (not 
diagonally), and is confined to the 
"palace" (the 3x3 region marked with 
colons); the guard moves one step 
diagonally, and is confined to the 
palace; the kings cannot face each 
other on a file unless there is at least 
one man in between. So Red (men in 
capitals, underlined) plays 1 Cal-el, 
stopping Black's cannon and guard 
from moving off the e-file, and Black 
is almost completely tied up. He can 
only move his cannon down the file, 
and he holds out longest by playing 
1...Ce8-e2. Red replies 2 Kd3-d2 
waiting, and Black is forced to retreat, 
say 2 ... Ce2-e3; Red plays 3 Cel-e2, 
Black has to retreat again, and so on 
to 7 ... Ce7-e8 8 Ce6-e7. Black is now 
stalemated, which at XiangQi is a win. 

My next example is more advanced. 
The pawn moves one step forward 
within its own half of the board, one 
step forwards or sideways In its 
opponent's half, and captures with its 
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normal move; the elephant moves two 
steps diagonally but only within its 
own half of the board, and cannot 
jump. Red can win both Black guards 
by 1 ChlO+ EglO (forced) 2 Pxe9+ 
Kd 10 3 Cxfl 0, but he cannot then 
convert his material advantage into a 
win. But 1 Ch7-h9 prevents 1...EgIO 
and forces 1...Pi7 -i6 (1...Eg6 would 
allow 2 Ch 1 0 mate, and a move by the 
guard on e9 would leave the kings 
facing each other), and 2 Pd9-c9 
prepares the next stage in the attack. 
Black has nothing better than 
2 ... Pi6-i5 (2 ... Eg6 still allows mate, 
and if 2 ... KdlO Red plays 3 Pc 10+, 
safe because the king cannot leave the 
palace, and meets 3 ... KelO by 4 Ch7 
as in the main line), and Red plays the 
surprising 3 Pc9-c10. A pawn move to 
the last rank is normally bad because 
it can never move back, but here it is 
the key to victory. Black tries 
3 ... Pi5-h5 (his pawn can now move 
sideways, and if it can reach the e-file 
the guard on e9 will be able to move), 

. and 4 Ch9-h7 threatens mate by Ca7 
and CalO. Black must try 4 •.. Ei8-g10 
5 Ch7-a7 EgIO-e8 freeing Ge9 so that 
6 CaIO+ can be met by 6 ... GdlO, and 
Red pounces by 6 Ca7 -e7 : 
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This is the "iron bolt", pinning Ge9 
and Ee8 and so blocking GflO. Black 
is completely paralysed; he can only 
move his pawn, and Red will mate by 
7 Kel-dl and 8 Pc10-dlO. 
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Four more examples appear below. 
The rook moves as our rook; the horse 
is like our knight but without the 
ability to jump (it moves one step 
horizontally or vertically, then one 
diagonally). Answers on page 47. 
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XiangQi is an long-established game 
with a vast literature (see the UKCCA 
web site <www.ukcca.org> for some 
pointers), and we can supply a leaflet 
explaining the notation used in it. 
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IN THE LIBRARY 
Scotch Kriegspiel (pamphlet by Fred 
Galvin, 1962) 

'At the Feb. 10, 1962, meeting of the 
Twin Cities Branch of the World 
Kriegspiel Federation, Don Neff, Jim 
Seifert, and I invented a new chess 
variant, which we are going to call 
Scotch Kriegspiel, until we can find 
out what the Gaelic translation of 
"Kriegspiel" is .. .' Thus starts this 
unassuming little pamphlet, and we 
can address the linguistic question 
straight away. Ronald Turnbull's 
best surmise, having consulted his 
dictionary, is "cluiche na cogadh", 
pronounced "clicheh na coggy" 
(Scottish "ch" as in "loch"), which 
would be "game of war", though he 
suspects that any native Gaelic 
players, "supposing there are some", 
probably call it "creigspuill" (long e). 

Be this as it may, the game is a 
simple and amusing one. It is 
"Scottish" (Progressive) Chess played 
as Kriegspiel, and I infer from the 
statement that the umpire announces 
"captures, checks, and the possibility 
of a capture by a pawn" that he does 
this automatically (as we do at 
Messigny) and does not wait for the 
question "Any?" which was originally 
required. 

There are two illustrative games in 
the pamphlet, doubtless among the 
first few that were played. Only the 
more interesting illegal tries are given. 
Galvin - Neff: 1 e4 2 d6 Kd7 3 Nh3 
c3 Qb3 4 cS Kc7 b5 Kb6 and this is 
what White can see: 

5 "Qb7?" (no) "Qb6?" (no) Qxb5+ 
("White has moved, capture on b5, 
check on the file, White's turn 
terminates") : 

6 Kc7 a6 ("capture by pawn 
possible") axb5 ("Black has captured 
on b5") Rxa2 ("and 011 a2") Rxal 
("and on al") Rxbl ("and 011 b 1") : 

The Black king probably escaped to 
c7 or c8; which? White takes a view, 
and it comes off: 7 Bxb5 b4 Bc6 b5 
Nf4 0-0 Nd5 and it's mate: 

Galvin - Seifert: 1 e4 2 h5 Rh6 3 Ke2 
Ke3 Kd4 (this surely risks more than 
it is likely to gain) 4 f5 Re6 Kf7 Kg6 
5 Kd5 Nc3 a4 b4 exf5+ ("capture on 
f5, check on the long diagonal") : 
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6 Kxf5 Kf4 Nf6+ ("check from a 
knight, Black's turn terminates") : 

7 Kc5 Kc4 Kb3 as b5 h4 "115?" (no) 
Ra4+ ("check on the rank") : 

8 Re4 Rxa4 Ral Rxcl Rxdl Rxfl 
Rxgl Rxhl: 

White now deduced from his 
opponent's numerous captures that he 
had left his king on the fourth rank, 
so he tried 9 a6 ("capture by pawn 
possible") axb7 (ditto) bxa8Q Qd5 
(no announcement, so the king isn't 
on d4) Qg5 and duly gave mate. 
Greed deservedly punished, he felt; 
had his opponent omitted the last 
capture and made a quiet move with 
his king, nothing could have been 
deduced with confidence. 

The author claims that the game 
"avoids some of the less desirable 
features of its antecedents, and 
presents distinctive possibilities of its 
own". I agree; it looks good fun. 
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WIDE SHOGI 

by Alex Kraaijeveld 

Shogi, or Japanese chess, is among the three most 
commonly played forms of chess. Compared to Western 
(or FIDE) chess, it has a king, pawns, rooks and knights 
(although the latter two can only move forwards). Instead 
of bishops and queens, Shogi has Silver and Gold 
Generals. These two pieces have rather limited moves 
compared to their Western counterparts. In addition, the 
starting array of modern Shogi contains two more pieces, 
which move exactly like the Western bishop and rook. 

Two traits which make modern Shogi unique among 
chess variants are almost universal promotions and 'drops'. 
Rather than just the pawns promoting on reaching the 
opponent's end of the board, most pieces in modern Shogi 
can promote and they do this on entering the 'promotion 
zone', the last three ranks of the board. When a piece is 
captured, it doesn't disappear from play, but becomes part 
of the capturer's army and can be 'dropped' almost 
anywhere on the board as a future move. 

Through the centuries, increasingly larger Shogi variants 
have been invented. The largest of which we know at least 
something, TaiKyoku Shogi, was played on a 36x36 board 
with 402 pieces for each side. There is considerable debate 
as to whether these very large Shogi were really played or 
just invented 'for the fun of it'. For many years (most 
recently on page 55 of VC 44) I have seen brief mentions 
of a variant referred to as 'Ko Shogi', 'Wide Shogi' or 
'Wide XiangQi'. However, it is always dismissed as a 
XiangQi variant when Shogi is discussed and as a Shogi 
variant in a discussion on XiangQi. The end result is an 
increasingly tantalising question: what does this enigmatic 
chess variant actually look like? The answer was to be 
found in a Japanese book, "Sekai no Shogi", and I want to 
thank George Hodges for making the information from the 
book available to me. As the book is in Japanese and I 
don't read or speak a word of that language, I would not 
have been able to write this article without Larry Smith, 
who deserves full credit for the translation of the piece 
names and their moves. 

If you look at the initial array of Wide ShogilXiangQi, 
two things strike you. First of all, play is on the lines of a 
19x 19 go board, so not on the squares. Second, even if you 
are quite familiar with the names of the pieces of even the 
largest Shogi variants, you're really struggling to find 
something familiar among the 90 pieces of Wide 
Shogi/XiangQi; the diagram gives the starting array. 

G = General; Sc = Scribe; SP = Secret Plan; 
AC = Aide-de-Camp; W = Wrestler; Sv = Servant; 
Gh = Guesthouse; CS = Chief-of-Staff; En = Engineer; 
SM = Spiritual Monk; T = Tollbridge; 
FD = Forward Defense 

MA = Middle Army; D = Drum; B = Banner; 
Se = Sentry; DU = Dry Unit; Q = Quartermaster; 
FH = Full Hundred; R = Rearguard 

FW = French Wolf Table; El = Elephant; 
Sb = Shortbow; Lb = Longbow; Ca = Cannon 

HS = Horse Soldier; Cv = Cavalry 

PU = Patrol Unit; FS = Foot Soldier 

SU = Signpost Unit; Ch = Chariot; Sp = Signpost; 
CU = Chariot Unit 

v = Vanguard 

The object of the game is to capture the opponent's 
General. However, if the General is captured and the 
Middle Army and Banner are still on the board, the game 
continues and the Middle Army basically replaces the 
General. Most pieces can promote and do so when entering 
the promotion zone, which consists of the furthest 6 ranks 
of the board. As in all of the larger Shogi variants, 'drops' 
are not allowed and captured pieces disappear from play 
permanently. 

v 

Space does not allow me to describe all the pieces and 
their moves here (but see the last two sentences of this 
article), so I'll just pick out a few of the more exotic ones. 
For instance, several pieces, including the Wrestler, the 
Cavalry and a handful of promoted pieces, have moves 
consisting of two parts, the second part being optional. The 

CU SU Ch Sp Ch Sp Ch Sp Ch SU Ch Sp Ch Sp Ch Sp Ch SU CU 

FS FS PS FS PU FS FS FS PU 

Cv HS HS HS HS HS HS HS HS Cv 

El Ca Sb Lb El Ca Lb Sb El FW El Sb Lb Ca El Lb Sb Ca El 

R FH Q DU Se D MA B Se DU Q FH R 

FD SM En CS Gh Sv W AC Se G SP AC W Sv Gh CS En T FD 
The starting array (seven lowest rows of 19) 
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Poison Fire (promoted Engineer) captures all enemy pieces 
adjacent to the point it moves to. This is similar to the Fire 
Demon in Tenjiku Shogi. The Summoning Tremble 
(promoted Banner) moves up to five points orthogonal, but 
captures all enemy pieces in its path. Several pieces, 
including the Tollbridge, French Wolf Table, Longbow, 
Shortbow and Cannon have the ability to 'shoot' enemy 
pieces: from the point they end their move on, they can 
capture one or more enemy pieces from a distance (i.e. 
without making a further move). There are often 
restrictions as to which pieces can not be 'shot' by which 
other pieces. Captures and promotions may have additional 
ramifications. The Foot Soldiers (i.e. the pawns) can no 
longer move after the Drum is captured. The Thundering 
Lightning (promoted Drum) is demoted again when the 
Tollbridge is captured. When the Scribe promotes to 
Master-at-Arms, the Forward Defense promotes 
automatically to Heavenly Net and the opponent's Poison 
Fire is removed from the board. 

So is this game Wide Shogi or Wide XiangQi? There is 
nothing really to suggest it is a XiangQi variant. There are 
only superficial similarities, such as play on the lines rather 
than the squares. The whole set of almost universal 
promotions and intricate moves has all the hallmarks of a 
large Shogi variant. Also, look at the moves of the Servant 
and the Guesthouse: they move exactly like the Gold and 
Silver General in modern Shogi and the Engineer moves as 
the Copper General is many of the larger Shogi variants. 
All three of these pieces are also part of the back row in the 
initial set-up, which is where you would expect them. That 
is not to say XiangQi may not have had some influence on 
Ko Shogi, which might have been by introduction of the 
Chariot, Elephant and Cannon, even though the moves of 
these pieces differ from their equivalents in XiangQi. 
Further confirmation of Ko Shogi really being a Shogi 
variant at heart comes from further phylogenetic research, 
along the lines of that done on Shogi variants (see VC 32, 
pages 56-58). Analyses including many more variants and 
aimed at reconstructing the ancestor of all chess variants, 
are in progress at the moment. These analyses do not place 
Ko Shogi close to XiangQi, but firmly among Shogi 
variants, though not closely related to any of them in 
particular. 

The book "Sekai no Shogi" was published in 1997 and it 
is not clear what original sources the description of Ko 
Shogi was based on. Further research will no doubt show 
how historically accurate the book is on this game 
(for instance, is the odd asymmetrical 5th row, with 7 Foot 
Soldiers and 2 Patrol Units, real or a mistake in the 
drawing of the initial set-up in "Sekai no Shogi"?). LaITY 
Smith's translations of the piece names and interpretations 
of their moves are discussed on t,he shogivar discussion 
forum <http://games/groups/yahoo.com/group/shogivar>. 
Based on LaITY Smith's initial translations and these 
discussions, I have created a pdf-file (561 kb) containing 
the initial set-up, the Japanese characters of all the pieces 
and descriptions of their moves, illustrated by diagrams. 
If anyone is interested in a copy of this pdf-file, just e-mail 
me at <a.kraayeveld@imperial.ac.uk>. 

AllCE CHESS 
material from Peter Coast and Paul Yearout 

In Alice Chess, a man which has moved passes "through 
the looking glass" to the same square on a second board, 
which must be empty. The following questions were asked 
last time. After 1 c4>B c6>B 2 d4>B Qc7>B threatening 
3 ... Qa5>A mate, suppose White tries 3 a3>B, allowing the 
rook through to guard the mating square : 

Questions: (a) how can Black now WIn (PC), and (b) is 
3 a4>B any better (PY)? 

The answer to (a) is by the remarkable move 3 ... a6>B : 

Normally, such a move is absurd, because it lets White 
capture the Black rook, but the capture takes White's rook 
to the other board and here this lets Black's mate back in. 
However, Black does threaten RxR, and Peter thinks that 
White loses a rook in all lines, the longest being 4 Ra4>B 
b5>B! and if 5 cxb5>A then 5 ... Qa5>A+ 6 Rb4>A e6>B 
(diagram below) with ... Bxb4>B+ to come (check from the 
queen); alternatively, 5 Rb4>A c5>A 6 Rb3>B Qa5>A+ 
7 Rc3>A Qxc3>B and the queen escapes. 

And is 3 a4>B better? Yes. White can now meet 
3 ... a6>B by 4 a5>A, blocking this square on A and 
preventing 4 ... RxR without letting in 4 ... Qa5>A! 
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GOTHIC CHESS 

Among the papers passed on by Paul 
Byway was a file on Gothic Chess. 
This is perhaps the simplest of the 
many variants in which the usual men 
are supplemented by a "chancellor" 
(R+N) and an "archbishop" (B+N). 
In Gothic Chess, the board is lOx8, 
the starting array is as shown below 
(inverted RIB for chancellor and 
archbishop), and castling is one move 
longer than usual (wK goes from f1 to 
cl or i 1). The material came from the 
web site <www.gothicchess.com>. 

As example, we give a 30-minute 
game won by Ed Trice. 1 e2-e4 (the 
most usual opening appears to be 1 d4 
attacking the corner and putting 
Black under immediate pressure, but 
this time White goes for space in 
the centre) d7-d6 2 Nbl-c3 Ni8-h6 
3 Nil-h3 c7-c6 4 d2-d4 f7-f6 (I feel 
Black is being altogether too passive) 
5 1'2-f3 (and why not f4 straight away, 
since Black is doing nothing to 
prevent it?) g7-g5 6 i2-i3 Ce8-g7 : 

Far from taking Black's development 
forward, this move blocks his bishop 
and hinders it. It might seem that he is 
intending to play ... g4, but he doesn't 
follow this up. 7 d4-d5 i7-i6 8 Bc1-e3 
Bh8-j6 9 Cel-d3 c6-c5 10 g2-g3 
Ag8-i7 11 Bhl-j3 0-0 : 

Black's king's side is now developed, 
at the cost of an awkwardly placed 
bishop on j6, but his queen's side 
remains backward. 12 Agl-i2 (12 Bi2 
would seem more natural} a7-a6 
13 Qdl-d2 Nh6-f7 14 f3-f4 h7-h6 
15 Bj3xf7 (Paul thinks "bishop for 
knight" a poor swap on the 12x8 
board of Modern Courier Chess, the 
bishop being better than the knight on 
the larger board, and I suspect that the 
same is true here) Cg7xf7 16 0-0-0 
and the contrast in development is 
marked: 

16 ... g5xf4 17 g3xf4 f6-f5 18 e4-e5 
d6xe5 19 f4xe5 Qd8-c7 20 e5-e6 and 
Black's queen's side is dead: 

20 ... Cf7-e5 21 Cd3xc5 (first blood) 
Qc7-d6 22 "Rgl" (I have assumed 
that the rook from j J is meant) Ai7-h5 
23 Be3-d4 (now the tactics start, and 
White holds all the cards) Cd5-f3 
24 Nh3-j4 Cf3xd2 25 Ai2xf5+ 
Ki8-j8 26 Nj4xh5 Qd6xh2 : 

~~-~~- ---~--~--~-~ ---- --~----- -~----=~-
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27 Af5xh6+ Rh8xh6 28 Cc5xc8+ 
Bi6-h8 (28 ... Rh8 29 Be3+ etc) 
29 Cc8xh8+ Rh6xh8 30 Bd4-e3+ 
Kj8-i8 (30 ... Rh6 31 Rg8 mate) 
31 Nh5-j6 mate: 

White had a won game anyway, but 
the finish is nice. 

In conversation, Paul has made an 
interesting observation. In most 
variants where men are added to the 
normal set, the new men are more 
powerful than those already existing. 
This makes the play faster and more 
complicated, but it does not alter the 
game's basic strategy. In developing 
Modern Courier Chess, Paul took 
the opposite approach, adding pieces 
which were weaker than those in the 
ordinary game, and this turns out to 
be a much more fundamental change. 
In ordinary chess, the disparity in 
strength between even the weakest 
piece and a pawn means that "a piece 
for two pawns" is almost never a 
good swap, and so coherent pawn 
formations can be attacked only by 
other pawns. The same is inevitably 
true of games in which the added 
pieces are stronger still. However, if 
we add weaker pieces, "a weak piece 
for two pawns" becomes a much more 
realistic proposition, and this adds a 
new dimension to the play. The game 
may be slower, but it is likely to be 
strategically richer and more fluid. 
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WALNUT CHESS 

Last year, I sent all readers of VC a set 
of "Walnut Chess" material: the rules, 
a note on tactics, an illustrative game, 
and a board. (Copies are still available 
and there is no charge, so if you have 
joined us since, or have mislaid the 
copy originally sent, please tell me.) 
There won't be a review in VC, 
because an editor cannot ask someone 
to write a review of his own work 
for publication in his own journal. 
However, Jed Stone has suggested 
that the game might be suited to postal 
play, "thus nullifying the requirement 
for Walnuts", and he has put it 
forward for consideration in this 
month's "Castles in the Air". So 
perhaps a brief outline is appropriate. 

Most games evolve by splicing 
ideas on to an existing game, but 
Walnut Chess was consciously a 
greenfield development, created from 
scratch to have certain properties: 
• "camouflage" - the identities of the 

men other than the king would be 
initially hidden, and would become 
apparent only as play proceeded; 

• capture would be by application of 
superior force and not by simple 
displacement; 

• there would be a "gun" piece which 
could destroy at a distance. 

In addition, apart from the king, which 
would be weak in all respects, each of 
the men would have its own strengths 
and weaknesses; a man strong in one 
respect would be weak in another. 

With these objectives in mind, the 
main features of the game slotted into 
place quite quickly. 
• Apart from the king and the gun, 

there would be an "infantryman" 
who could move one step in any 
direction and would have value 1 
in combat, a "heavy cavalryman" 
who could move two steps (not 
necessarily in a straight line) and 
would have combat value 2, and a 
"light cavalryman" who could move 
three steps i£ a straight line and 
WOUld have combat value 1. 

• Infantrymen could be grouped up to 
three in a cell, thus increasing their 
combat value. Groups would move 
together, and could be combined or 
divided at will. 

• Combat would be by attacking a 
unit on an adjacent square, and the 
board lattice would be hexagonal, 
each square away from the edge 
having six neighbours. 

• The gun would have a range of 
three cells, but it could not move 
and fire in the same turn, and its 
value when attacked would be zero. 
So three infantrymen could rush an 
unprotected gun from out of range 
and destroy it at the cost of two 
of themselves (as in the example 
alongside), two heavy cavalrymen 
could do so at the cost of one of 
themselves, and a light cavalryman 
could destroy it at no cost. 

• In combat, any camouflaged units 
involved would be unmasked, and 
the units of the weaker side would 
be removed from the board (in the 
case of equality, all units would 
stay). However, a camouflaged unit 
hit by a gun would be removed 
without its identity being disclosed. 

• There was to be a handicap decided 
by "you nominate the handicap, I'll 
choose my side" to compensate for 
the disadvantage of moving second. 

Thus the light cavalryman was weak 
but could move fast, the heavy 
cavalryman was stronger but less fast, 
the infantryman weak and slow 
but two or three could be grouped 
together. The gun could destroy at a 
distance, but it moved ponderously, 
it was helpless when attacked, and 
when an attacker used a gun to fire 
on a camouflaged target he was left 
guessing as to what he had hit. 

As regards the numbers of men, the 
ability of a light cavalryman to knock 
out a gun meant that there had to be 
more guns than light cavalrymen, but 
apart from this the numbers chosen 
were arbitrary. The same was true of 
the board size and of the figures 
"up to six moves, up to six attacks" 
at each turn (though it will be noticed 
that the number of permitted attacks 
determines how near the first player 
can post his guns to the front line). 
But all these can be altered by the 
players if they wish. All that is neeped 
is a photocopier if a larger board is 
desired, some extra matchsticks or 
whatever to make the extra men, and 
some extra walnuts to cover them. 
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A couple of examples. The players 
are denoted by Up and Down, Up's 
men being Underlined. On files a-d, 
we show three infantrymen attacking 
a gun. They advance to b8/c7/d6 and 
the gun knocks one of them out. The 
survivors move forward to c9/d8, the 
gun knocks another out, and the final 
survivor moves to dlO and attacks. 

13 
12 
11 
10 
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7 ! 
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Files f-g show a common dilemma. 
Up's men at g5 and g3 are still 
camouflaged, but Down knows that 
one must be a heavy cavalryman and 
the other a dummy (camouflage with 
nothing beneath it). He wants to clear 
the man from g5 and he thinks it is the 
dummy, but does play safe and fire on 
it anyway, or back his judgement, 
move his infantryman to g7 to attack 
and expose it, and fire his gun at f6? 
As things are, the latter will work, 
but if Up has been brave and exposed 
his cavalryman to fire. it is Down's 
infantryman that will be removed, and 
the cavalryman will then advance over 
the now vacant cell g7 and knock out 
Down's gun. 

Experiment suggests that the game 
is eminently playable. It is quite brisk, 
lasting typically from 10 to 12 turns 
by each side, and it is tactically rich 
(a sacrifice of even a cavalryman for 
two or three tempi may be well worth 
while). The guns may be thought a 
little too poweIful during the early and 
middle game, but if this is true it can 
easily be remedied: most simply by 
making the board larger, so that a gun 
commands less of it, and restricting 
the arc of fire to 120° (directly 
forwards, and up to 60° to either side). 

I have not copyrighted any of this, 
and if anyone wishes to produce and 
market a game deri ved from it he may 
do so with my good will. 
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PROOF GAMES 
by Peter Fayers 

This time I'll introduce another long
established technique for composing 
variant problems: cheating. In no 
other field of endeavour is cheating 
not only allowed, but encouraged and 
sometimes rewarded. Anywhere else, 
you break the rules, you get found out, 
and you get penalised or even 
disqualified. Here, if you don't like 
the rules, just change them. As long as 
you tell the referee what rules you're 
actually using, you're in the clear. 

Consider 11. (Augsburg: Units may 
combine, and move as one unit. 
Components may split off at will). 
This was published in 1996, and the 
solvers effectively demolished it, 
finding several cooks. 

11- PF 
The Problemist, 1996 

After Black's tenth. Game score? 
Augsburg (sic) Chess 

What had happened is that I had 
misunderstood the rules - Pawns are 
allowed to combine as well as 
officers. Moreover, my assumptions 
regards promotion (to any fairy unit 
created during play) were unfounded; 
Augsburg has normal promotions 
only. Pretty disastrous, you might 
think? Not a bit of it; I just changed 
the rules and created Iceberg, my 
interpretation of what Augsburg 
should be. (See VC 25). 

(Solving hint: W has made three P
captures, but only one B pawn is 
missing. To provide cannon-fodder, 
this must have promoted to a triple 
unit, such as R+B+N. To legalise this 
promotion, W must first create one). 
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A couple of years ago Mark Ridley 
announced his MAR40 formal tourney 
for problems using Marine pieces. 
The rules as set out didn't allow me 
to show the effect I wanted, so I re
vamped them, creating a new 
subvariant which I called Ultramarine 
Chess, and sent in my entry. Nobody 
batted an eyelid. 

In both of these cases, not only did 
I get away with changing the rules, but 
actually won something! I wasn't so 
lucky recently when I tried the same 
thing in the Stafettenschach (Baton 
Chess) tourney in the German 
magazine Problemkiste. The rules are 
(1) A player may continue moving the 
same piece as many times as he likes, 
but once a different unit is moved, the 
first loses all further powers of 
movement (think of a relay race - once 
a runner hands over the baton, he 
takes no further part). Exception: 
(2) If a player is in check, and cannot 
escape by moving the cunent baton
holder, or handing it over to an as-yet 
unmoved piece, he may move a 
previously-expired piece to relieve 
check. This new piece then has the 
baton. 

12 - Peter Rosier 
Problemkiste 2003 

After Black's fifth. Game score? 
Stafettenschach 

12 is an example of the second rule in 
action. For the white royalty to switch 
places, one must have moved out, the 
consort moved over, and the first 
piece moved back. So, a piece has run 
two separate legs of the relay, which 
can only happen if Black has 
delivered check. Take it from there. 

I sent off a version 13 as an entry to 
the tournament, and only later 
discovered there is a rule (3): Checks 
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are normal, an expired unit retains the ' 
power to check. So, my position is 
somewhat illegal in Stafettenschach. 
Bring on the cheating - I just invented 
"Strict Stafettenschach" - only rule (1) 

applies. When a unit has handed over 
the baton, it loses all powers for the 
remainder of the game. The problem 
was disqualified, but only because the 
version I sent in was cooked! 

13 - PF (Original) 

After Black's eighth. Game score? 
Strict Stafettenschach 

Now it's your turn. Announcing a 

ComposiD9 
CompetitioD 

open to members of the BCVS who 
have not previously had a proof game 
problem published. A copy of David 
Pritchard's Popular Chess Variants, 
or an extra year's subscription to VC 
if preferred, is offered to whoever 
submits the best proof game in a 
variant recently seen in VC, or in any 
other variant old or new that catches 
the judges' fancy. 

We are looking for lightweight 
clear-cut examples that demonstrate 
the particular features of the chosen 
variant(s). Difficulty will not be 
regarded as a merit; elegance and 
entertainment value certainly will be. 
All entries that are published will 
earn their composer a free issue, 
over and above any prize they may 
subsequently obtain. The tourney will 
be judged jointly by myself and JDB, 
with input from solvers' comments. 

Entries to me by 30th June. 

Answers to last time's 10 on page 47; 
11/12/13 next time. 
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CHOOSE YOUR OWN MEN 
by David Pritchard 

Chess, together with most variants, has a standard initial 
array. Amongst traditional games, only Burmese chess 
(sittuyin) does not conform, with the initial deployment of 
pieces at the whim of the players, subject only to minor 
restrictions. 

Prominent amongst variants that enjoy freedom or 
partial freedom of the initial arrangement of pieces, are the 
various forms of Baseline / Displacement / Randomized 
Chess (your choice of name). Free Chess was a popular 
title for different versions of this: thus G. Capellen (1915), 
E. Brunner (1921), P. Felisch (1926), E. Csaszar (1934) 
and E. Slater (1950s). Prominent among other versions 
are Trancendental Chess (Maxwell Lawrence 1978) and 
Pre-Chess (1978), the latter attracting several chess 
grandmasters. Games that involve hidden deployment 
include Screen and Barrier Chess. In recent years of course 
we have seen the egocentric Fischerandom. All these 
variants can claim to have one thing in common: 
the composition of the two sides remains the orthodox 
chessmen. An advantage claimed for these games 
(or disadvantage, according to your point of view) is that 
memory plays no part as opening theory is discounted. 

There is another type of randomized chess in which, 
though the squares to be occupied at the start of a game 
may be predetermined, the pieces, and sometimes the 
boards, are not. This is a brief survey of a few variants that 
belong to this class. The first two are more fully described 
in the ECV. 

Betza's Chess (1980) 

The inventor's conception was to form Simple Armies as 
he called them, equal in strength to the conventional chess 
array and hence also equal to one another. The idea was 
that any army could play any other army or the 
conventional chess array, on approximately equal terms. 
He itemized eight armies with the standard pieces (but not 
the pawns) assuming different roles in each army. 

Free Choice Chess (1984) 

Bruce Gilson' s experimental game uses a 1 Ox 16 board 
with the players deploying within their first three ranks 
(hence a lOxlO central area). The pieces available are 
individually valued on a scale of points, each player being 
allocated 200 points with a limit on the number of pieces 
(20). As an ex~ample, the orthoch~ss queen is rated 38 
poil!.ts. Gilson offers 17 different pieces but suggests that 
up to 200 could be made available, their values assessed by 
computer. There are no restrictions on placement within 
the development zone. A serious weakness in the original 
concept was that there were no pawns. It was suggested 
that this could easily be overcome by introducing a line of 
pawns on the 3rd and 8th ranks. 

Flexichess and Varichess (1980s onwards) 

These variants, described as a 'system', were developed by 
Roy Keene (sic!) starting in the late '80s. There is a choice 
of boards, with both fixed and random starting positions on 
two or three ranks. Familiar variant pieces are introduced: 
archbishop (B+N), chanceIIor (R+N) and empress (Q+N), 
but others are suggested. The idea of equal armies (see 
Betza) is also mooted. 

Superchess (1993) 

The inventor, H. van Haeringen, argues that although chess 
offers a balanced game of infinite variety, there e~ists no 
good reason for this arrangement, and some other pieces 
and boards might work equally well. Superchess offers a 
huge range of new pieces as well as a choice of board. 
The idea is that experimenting with these may lead to the 
ideal game. For an extended review, see VC 41. 

Chess with Different Armies (2003) 

This is a submission from the 2003 Multivariant 
Tournament of the Chess Variant Pages on the World 
Wide Web. It is in effect an extension of Betza's Chess 
(above) and is by the same inventor with the same idea of 
offering diverse armies of approximately equal strength to 
that of orthochess. Board 8x8, king and pawns normal. 
Three armies are offered: The Colorbound Clobberers, 
The Nutty Knights and The Remarkable Rookies. 
The Colorbound Clobberers 
Bede moves like bishop or dabbaba (0,2 leaper) 
Waffle moves like wazir (0,1 leaper) or alfil (2,2Ieaper) 
Fad moves like fers (1,1 leaper), alfil or dabbaba 
Cardinal moves like BorN 
Array (al-h1/a8-h8): BWFCKFWB. 
The NuttYKnights 
Charging Rook like R forwards or sideways, 

like K backwards 
Fibniflike N for its two longest forward/backward moves 

or fers 
Charging Knight like R forwards or sideways 

or N forwards or K 
Colonel like R forwards or sideways or N forwards or K 
An'ay (al-hl/a8-h8): RFNCKNFR. 
The Remarkable Rookies 
Short Rook like R but up to four squares only 
Woody Rook like dabbab or wazir 
Half-Duck like dabbaba or fers 

or three squares orthogonalIy leaping second square 
Chancellor like R or N 
An'ay (al-hl/a8-h8): SRHCKHWS. 

A number of other armies are mentioned: The 
Meticulous Mashers, The Fighting Fizzies, The Cylindrical 
Cinders, and similar cringe-inducing titles. Where different 
armies are matched, the players would be faced with 
memorizing the moves of eight different pieces, hardly 
conducive to forward-thinking one would have thought, 
even for conespondence play. 
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CASTLES IN THE AIR 
by Jed Stone 

The start of a New Year is 
traditionally a time to tie up old loose 
ends and start to unravel new strings 
and set new beginnings. It's an ideal 
time to 'spring clean' the vaults of the 
castle and give some new ideas an 
airing. Things are still moving slowly 
in through the Castle gates, and there 
are some old ventures that need 
clearing away. First we will look at 
the situation in the Ladder Leagues. 

Three further games have been 
completed in the Hostage Ladder. 
John Leslie's win over Jed Stone takes 
him to the top with 1115 pts. Peter 
Coast's win over Ivan Dirmeik takes 
him into an exceptionally close second 
place with 1114 pts which pushes Paul 
Yearout down to third with 1091 pts 
despite taking a further game from 
Jed. 

In the Alice Ladder wins for Ivan 
Dermeik over both Paul and Jed leap
frog him to the top of the Ladder 
forcing Jed, who has held the prime 
spot for some time, down into second 
place. 

New for the Castle is the Chess 
Challenge ladder. The rules it is to be 
run under are simple. 

Players may register any postal or 
email game provided that:-

a) The games played are variants 
that are played on a standard board 
with standard pieces. 

b) Games already in use as 
'Ladders' cannot be registered. 

c) Fast flow games such as 
Progressive or Losing Chess are not 
allowed. 

This ladder has been on the drawing 
board for some time and finally got 
under way with two games of 
Avalanche chess between Paul and 
Jed. Paul was quick to notch up the 
first victory by beating Jed in 5 
moves. The second game is still 
underway and the third game -
Dynamo Chess - between Ivan and 
Jed is just starting. 

On the Tourney front a third MCC 
Tourney between Robert Reynolds, 
John Beasley and Paul Byway has 
been set up and is under way. 
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All our other Tourneys have been 
completed or have ground to a halt. 
Peter Coast took the Hostage Tourney 
with little problem while the Alice 
Tourney was won by Ivan Dermeik. 
The Hexagonal event has, 
unfortunately, ground to a halt and 
may well have to be abandoned. 

On a happier note, there has been 
interest shown in another Alice 
Tourney so the waiting list is open and 
active. I have received interest from 
two other players and when they have 
confirmed their interest the Tourney 
will start. If anyone else would like to 
sign up please do so as, soon as 
possible. I'm always open to any new 
ideas for competitions you may have 
and the new Chess Challenge Ladder 
has an open invitation for anyone who 
wishes to take it up. 

Finally a passing thought on 
'Walnut Chess'. John sent out 
the details of 'Walnut' last year. 
It appears to have great potential and 
if played in the Kriegspiel fashion 
with an Umpire receiving the initial 
positions and checking the final game 
for legality it could easily be played 
by post in the same manner as Tripod 
Chess ie with three players each acting 
as umpire in one game and playing in 
a further two. I'm interested in giving 
it a try if there are a couple of others 
willing to join me we'll have a go. 
Incidentally it took just forty-five 
minutes to create a 'Walnut' board in 
Word and create 'pieces' out of clip 
art pictures. Simple but effective 
computerisation! Bye for now. JS 

Avalanche Game (a player concludes 
each turn by pulling an opposing 
pawn one square forward) - Chess 
Challenge Ladder - PY v JS. 1 e4/f6 
eS/f3 2 Bc4/g6 Be7/d3 3 f4/h6 : 

3 ... exf41b3?? (Black overlooks the 
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threat) 4 QhS/gS+ KfS/g3 S Qf7/a6 
mate - a good example of how not to 
play Avalanche Chess! 

RECYCLE CHESS 

by David Pritchard 

This attractive variant was invented by 
Robert Huber in 1999. It is known in 
German as Robertschach. There is one 
simple rule: you may capture your 
own pieces (king excepted) and drop 
them back later. No pawn drop 
allowed on the eighth, but permitted, 
curiously, on the first rank. Pawns on 
the second rank, however they arrived 
there, are granted the two-square 
option. Fabrice Liardet points out that 
the game has two advantages over the 
likes of Chessgi and Hostage Chess: 
the forces are constantly reduced in 
play, and there is a bonus for the 
defence in that the king can create 
flight squares by capturing friendly 
pieces. Here is a study that illustrates 
the variant: 

R. Huber and F. Liardet 
Quadrature #53 

White to play and ~in 

Solution: 1 P*d7 B*b6 2 Bxd7 and 
now the pawn can be dropped where 
promotion cannot be prevented. 
Notice that if White dropped the pawn 
elsewhere on the seventh, Black 
would drop the bishop to control the 
promotion square. Note also that if 
White had not the pawn in hand, 
Black could turn the tables with 
cxb2. 
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MATING WITH 
DOUBLET lEAPERS 

materialfrom Marc Bourzutschky, 
Noam Elkies, and JDB 

An x,y leaper is a man which jumps 
x squares in one direction and y 
squares in the other, irrespective of 
whether any intervening squares are 
occupied. The orthodox knight is a 
2,1 leaper. In this article, we look at 
"doublet leapers", which combine the 
powers of an xl,yl leaper and an 
x2,y2 leaper. The orthodox king is an 
example, being a 1,0/1,1 doublet 
(we say "leap" even though the 
squares are adjacent). A little 
experiment suggests that two pieces 
moving as kings, the second being an 
ordinary man not vulnerable to check, 
can force mate against a bare king, 
and it occurred to us to wonder 
which other doublets, if accompanied 
by a standard king, could force 
mate against a bare opposing king. 
Marc did the computing, and we all 
contributed ideas and analysis. 

The first task is to set up a mating 
position. Suppose the Black king is on 
aI, the White on c2, and the doublet 
on a nondescript square such as d3; 
this will be mate only if the doublet 
has a 3,2 leap to control ai, and also a 
3,1 leap to control a2. We therefore 
have our first result: mate can be 
given only if the doublet is of the form 
x,yllx,y2 where y2 = yl + 1. 

There now turn out to be two cases, 
depending on whether or not yl = 0. 
Suppose first that it does not. In this 
case, the doublet can never guard 
more than two adjacent squares in line 
(the diagram below shows the squares 
commanded by a 3,113,2 doublet), and 
mate can only be given in the corner. 
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So: Black king on ai, White king 
on say c2, mate by the doublet 
attacking al and guarding a2. What 
was Black's last move? It can only 
have been a2-al, and why didn't he 
move to a3 instead? Clearly, because 
the doublet was guarding this square, 
so we have a second constraint on the 
doublet: not only must it be able to 
guard al and a2 in the mate, it must 
also have been able to guard a3 the 
move before. If we now write down 
the various cases and solve the 
equations for x and yl, we find there 
are only nine possibilities: 

0,110,2 mate by c3/a5-a3 
0,2/0,3 mate by a6-a4 
1,111,2 mate by c4-b3 
1,311,4 mate by e4-b5 
2,1/2,2 mate by bl/b5-c3 
2,3/2,4 mate by e 1-c5 
2,4/2,5 mate by e 1-c6 
3,113,2 mate by b6/c6-d3 
4,114,2 mate by c7-e3. 

No other doublet with yl > ° has any 
chance of forcing a win. 

There remain the doublets where 
)'1 = 0, i.e. doublets of form x,O/x,I. 
The diagram below shows the squares 
commanded by a 3,0/3,1 doublet, and 
we see that such a doublet can guard 
three squares in line and so can give 
mate away from the corner. This gives 
us a general last-stage mating 
procedure with an x,OIx,1 doublet 
against a cornered king, provided that 
x is at least 3: suppose the kings at al 
and c2 as before and a 5,0/5,1 doublet 
D within reach of a3, play Da3, wait 
for Black's Ka2, and mate by Df2. 
This doesn't work for x = 1 or x = 2, 
but in these cases we have corner 
mates equivalent to those above: 

1,011,1 mate by b3-b2 
2,0/2,1 mate by c3-c1. 
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It is time to enrol the computer. 
In order to form a complete picture, 
we must tell it to examine the nine 
cases with)'1 > 0, and sufficient cases 
with )'1 = ° to satisfy ourselves that 
we need go no further. Marc did this 
on square boards of various sizes, and 
found the following general wins: 

Doublet 

0,110,2 
1,111,2 
1,311 ,4 
2,112,2 
2,3/2,4 
3,113,2 

1,011,1 
2,0/2,1 
3,0/3,1 

General 
win up to 

NxN 

10xl0 
16x16 
15x15 
l1xll 
12x12 
15x15 

14x14 
14x14 
13x13 

Longest win 
on NxN on 8x8 

52 29 
100 22 

88 26 
78 35 
98 37 

104 27 

62 18 
92 31 
67 26 

Doublets 0,2/0,3, 2,4/2,5, and 4,114,2 
do not give a general win on any 
square board, nor do doublets x,O/x,1 
where x > 3. The words "general win" 
exclude positions where the lone king 
can capture the doublet, and also 
boards so small that the mobility of 
the doublet is impaired. 

Even where there is no general win, 
there are wins where the defending 
king is already near a corner, and the 
longest are not without interest. 

In the cases 0,2/0,3 and 2,4/2,5, set 
wKd3, Db3, bKal, and mate in 5 by 
1 Kc2 Ka2 2 Dd3\Df5 Kal 3 Da3 Ka2 
4 Da6\Del Kal 5 Da4\Dc6. 

In the case 4,114,2, set wKd3, De2, 
bKb 1, and there is a mate in 17 on a 
sufficiently large board (lOxlO will 
do). We leave this as a challenge to 
the reader; answer on page 47. 

In the case 4,0/4,1, set for example 
wKc7, De8, bKa6 and play 1 Kc6 
Ka5 2 Da8 Ka6 3 De7+ KaS, moving 
the position one rank down the board. 
This elegant procedure yields wins 
whose length increases linearly with 
the board size. 

In the case 5,0/5,1, there is nothing 
longer than the mate in four with 
wKcl, Db3, bKal, play 1 Db8 Ka2 
2 Kc2 Kal 3 Da3 Ka24 Df2, and the 
same appears to be true for all higher 
doublets x,O/x, 1. 

Now to look at triplet leapers ... 
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THE END Is NIGH! 
by Paul Byway 

Thai Chess. I have some information 
on hand from John Beasley. Rene 
Gralla of Hamburg asserted that king 
and four ferses were sufficient to force 
mate against a bare king in Thai Chess 
(see VC 45). John wondered if three 
would do and Marc Bourzutschky's 
computer program confirmed that they 
would. Rene then remarked on a 
curiosity: in Thai Chess there is a 
special rule covering bare king against 
3 ferses - the number of moves 
allowed to mate is reduced and so it 
appears that 3 won't in general be 
enough after all. Very odd! Here are 
Marc's results. 

If Black can't win one of the ferses 
he is eventually driven to a corner and 
mated. King and ferses can cover 8 
squares so this will also apply to MCC 
with a promoted fers. The danger that 
a lone fers will be cut off is a real one 
because it can't outrun the Black king. 
Here is a longest win on the 8x8 
board: 

1 Fb7, Ka2 or Kb2 (only) will win in 
40 moves 

I Fb7 Kf7 2 Fc6 Kg8 (Ke6; Kb2 Kd6; 
Fb5 Kc5; Fa4 Kb4; Fb3) 3 Kbl Kh7 
4 Ka2 Kg8 5 Kb3 Kh7 6 Kc4 Kg8 
7 Kd5 Kh7 8 Ke6 Kg8 9 Ke7 Kh7 
10 Kf8 Kg6 11 Kg8 Kf5 12 Kf7 Ke5 
13 Ke7 Ke4 (tempo play) 14 Ke6 Kd4 
15 Fd5 Kd3 16 Ke5 Kc3 17 Ff6 Kb4 
18 Ke4 Kb5 19 Fhg7 Ka4 20 Fe7 Kb3 
21 Ke3 Kb4 22 Fd6 Ka5 23 Ff8 Ka6 
24 Ffe7 Ka7 25 Kd4 Kb6 26 Fd8 Kb5 
27 Kc3 KaS 28 Kb3 Ka6 29 Ka4 Ka7 
30 Fe6 Ka8 31 Fd7 Ka7 32 Kb5 Ka8 
33 Kc6 Ka7 34 Fc5 Kb8 35 Fb4 Ka7 
36 Fc8 Kb8 37 Fb7 (thanks to 

symmetry "the move" is no longer 
relevant) Ka7 38 Fc5 Kb8 39 Fc7+ 
Ka7 40 F(5)b6 mate. 

The Progressive Chess line given in 
the last issue has been thoroughly 
examined by Fred Galvin. Instead of 
playing to the second position he 
prefers 8 d4 Ng4 Nxe3 Kc7 Rb8 Rbl 
Rxal Rdl mate. 

We now move on to the more 
difficult line:- 7 Kd2 e4 exd5 dxc6 
Bc4 Nh3 Rxal 8 Kc7 Nf5 Nxd4 Nxc2 
Nxal Nc2 Nxa3 Nxc4+ : 

I thought I was OK here, but Fred 
seems to show that I was too 
optimistic. Promoting the f-pawn 
seems to do the trick .. He gives two 
lines. 

(1) 9 Ke 1 f4 f5 f6 fxg7 gxh8Q 
Qxh7 Qe4 Qxc4 10 f5 f4 f3 fxg2 gIN 
Nxh3 Ng5 Nf7 Nd6 Nxc4 and now 
White cleans up. 

(2) 9 Ke2 f4 f5 f6 fxg7 gxh8Q 
Qxh7 Qe4 Qxc4 10 Kd8 as a4 a3 a2 
alQ Qc3 Qxh3 Qc3 Qxc4+ 11 Ke3 g4 
g5 g6 gxf7 f8N Ng6 Nxe5 Nxc4 Ne5 
Kf4 and wins easily. 

Solutions to competition 22 

#131 8 Nf6 Nxe4 Nd2 e4 Bd4 Bf2 e3 
Bxf3 mate 
#132 9 RxfI b4 Nb6 Kf3 Kf4 Kf5 
Rf4 Re4 Re6 mate 
#133 9 Kf3 Nc7 Ne6 g4 Ne2 Nf4 
Re 1 ReS Rxf5 mate 

There appears to be only one solution 
for #131; and the order is unique - as 
was pointed out by several solvers. 
#132 also caused considerable 
difficulty. FG gave six solutions for 
#133:- (a) 9 Ke3 Ne2 Nf4 Nc7 Nce6 
g4 Rb I Rb5 Rxf5 mate. (b) 9 Ke3 
Ne2 Nf4 Nc7 Nce6 d4 Rbl Rb8 Rf8 
mate. (c) 9 Kdl d4 d5 Nf3 Re1 Rxe7 
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Ne5 f4 Rn mate (d) 9 Kel d4 d5 d6 ' 
d7 d8Q Qxg8 Nb6 Nd7 mate 
(e) 9 Kdl Nc7 Ne2 Ng3 ReI Rxe7 
Rg7 d4 NhS mate (f) 9 Kf3 Nc7 Ne2 
Nd4 ReI Rxe7 Rg7 Kf4 Ne8 mate. 

But after all that, it turns out that 
there is a mate in 8 which was found 
by DBP and IR:- (g) 9 Ke3 f4 Nf3 
Ng5 h4 h5 Nc7 Ne8 mate. 

The current scores:- FG 72, IR 65, 
DP 46, CL 24, PW 22, RT 19, JB 16, 
NE 2, SB 2. 

Competition 23 

#134 Wojnar - Lantillo (1991) 

White wins (series 7) 

#135 Gatto - Mori (1989) 

White wins (series 7) 

#136 Biagini - Manzini (1989) 

White wins (series 9) 
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SOLUTIONS 

Three colours, three men (VC 46). 
Black, White, and Piebald each had 
a rook, a bishop, and a knight. It was 
required to place these nine men in 
nine straight lines on an 8x8 board 
so that (a) each line contained one 
rook, one bishop, and one knight, 
(b) either the three men on a line were 
all of the same colour or there was one 
man of each colour, and (c) no two 
lines were parallel. I think there are 
two geometrically distinct solutions: 

The underlying mathematical theorem 
(due I believe to Pappus) is that if 
A 'B'e' and A "B"C" are two straight 
lines and ABC are the points of 
intersection of B'e' and B"C", e'A' 
and C"A", and A 'B' and A "B" 
respectively, then ABC are collinear. 

Progressive Chess (see page 34). The 
simplest way to win is by playing 
12 Kxc6 Kd6 Bt7 as+, when White 
must play 13 Ka4+/KxaS+/KbS+ and 
leave his c-pawn unguarded. Black 
can now play Kxc3, K away, and cl'Q, 
with more tha;;- sufficient moves in 
hand to give mate. Black actually 
played his bishop to a4 instead of t7, 
allowing 13 Kc4+ holding on to the 
c-pawn, but this didn't help White: 
14 cS Bd 1 a4 Bc2 mate. It is difficult 
to avoid the conclusion that White had 

worked out that he was lost anyway, 
and deliberately chose to allow the 
pretty finish. 

Losing Chess (see page 3S). 
Taelman - Snuverink, what if 
S QxhS? S .. . RxhS 6 RxhS bS 7 RxbS 
gS (simplest) 8 RxgS Kd8 9 Rxg8 eS 
10 Rxf8 dS II Rxt7 (or II Rxd8 Bd7) 
Ke7 12 Rxe7 NbS, and White's rook 
is helpless in all lines. 

Same game, what if 1O ... Nxel? 
There is no mass giveaway to the 
knight, but its commitment to ... Nxg2 
is all that White needs; he can play 
11 as Nxg2 12 a6 bxa6 13 Rxa6, and 
give Black a rampant bishop. 

Remmel - Liardet, what if 26 ... Rxc2 
27 NxfS? Black loses. He must get rid 
of his rook or it will become rampant, 
and White will then win against his 
last pawn. A typical line is 27 ... Re2 
28 Kxe2 d4 29 Kf2 d3 30 Ra3 d2 
31 Ne2, after which White can cope 
with any promotion. 

XiangQi (see page 37). First 
diagram. I Re7-elO+ (the rook is 
merely in the way, and the first 
two moves get rid of it) Kd 10-d9 
2 ReIO-dlO+ Kd9xd1O 3 Cg7xd7+ 
GdS-e94 Ht7-dS mate, the "horse and 
cannon" mate. The horse not merely 
provides the necessary hurdle for the 
cannon, but also guards e 1 0 : 

10 
9 
8 
7 

k 

Second diagram. Black cannot check 
but threatens mate in two, so Red can 
afford one non-checking move but not 
two. I Pc9-d9+ Ke9-f9 (if instead 
1...Ke 10 then 2 PeS+ G lOe9 3 Pexe9+ 
Kfl 0 4 Pd 1 0 and there is no answer to 
PdelO mate) 2 PdS-e8 RcSxeS (other 
moves are no better, because Red can 
still play Pde9+) 3 Pd9-e9+ Gfl Oxe9 
(or 3 ... Rxe9) 4 Ce7-t7, the "cannon 
smothered" checkmate exploiting an 
immobile enemy guard: 

10 
9 
8 
7 

9 k 
9 
~ 
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Third diagram. I Ce2-d2+ CeS-dS 
(l...PdS lets Red play 2 CxdS without 
forfeiting his cannon, and the rest is 
easy) 2 Cd2xdS PcSxdS 3 Gd3-e2 : 

10 
9 k 
8 f 
7 
6 
5 P 
4 
3 
2 G 
1 .IS: 

Black's pawn is now confined to the 
d-fiIe, and he must commit suicide: 
say 3 ... PdS-d4 4 Kdl-d2 Kd9-dlO 
S Pe8-e9 Pd4-d3 6 Ge2xd3 stalemate. 

Fourth diagram. This came without 
solution in a Christmas card from 
C. K. Lai, but he tells me I have 
worked it out correctly. 1 Pe7-d7+ 
KdS-d9 2 Ei3-g1 (threat 3 Cdl+ and 
much as below) Rilxgl 3 CglO-g2! 
(threat 4 Cd2+) Rglxg2 4 Cfl-dl+ 
Rg2-d2 (nothing else is better) 
S Pd7-d8+ Kd9-dlO 6 PdS-d9 mate: 

10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

p 

k 
f 

r 
~: 

Proof games (see page 42). 10 (from 
VC 46, PF original, Avalanche, wPb2 
off, c2/d2 to c3/d3, bQ off, bBfS to 
as, bPa7/c7 off, f7/g7/h7 to f6/g6/h6): 
I b4/c6 as/bS 2 bxc6/g6 Bg7/c7 
3 cxd7B/h6 Bc6/e6 4 BxaS/f6 
BxaS/d3+, a typical PF sequence. 

Doublet leapers (see page 4S). 
I Dd6! Kcl (1...Ka2 2 Kc3 and as 
below) 2 Ke2! Kbl 3 Kd2 Ka2 4 Kc3! 
Kbl S Kc4 Kcl 6 Kd3! Kdl 7 Dh7 
Kel 8 Dj3! Kdl 9 DfS+ Kcl 10 Kc3! 
Kbl II Dg9 Ka2 12 Kc2 Ka3 
13 Dc8! Ka2 14 De4+ Kal IS Da3 
Ka2 16 Dc7 Kal 17 De3 mate. 
"!" indicates a unique winning move. 



Page 48 

CONTENTS 

Progressive Chess 34 
Losing Chess: What If ... 35 
Cannon Play in XiangQi 36 
In the Library 37 
Wide Shogi 38 
Alice Chess 39 
Gothic Chess 40 
Walnut Chess 41 
Proof Games 42 
Choose Your Own Men 43 
Castles in the Air 44 
Recycle Chess 44 
Doublet Leapers 45 
The End Is Nigh ! 46 
Solutions 47 

Once again, we are able to feature a 
dozen and more different games, and 
perhaps we can draw attention to two 
particularly impressive examples of 
actual play: that featured under 
"Progressive Chess", and the second 
of the two which appears under 
"Losing Chess". The standard of play 
in chess variants tends to vary from 
distinctly modest to highly expert, and 
these are right at the top end of the 
scale. Progressive and Losing are the 
most widely played of the variants 
which use ordinary chess equipment, 
and leading players have developed a 
quite remarkable level of expertise. 
Yes, these games are great fun and 
that is why they are played, but they 
are also vehicles for the display of 
skill well beyond the ordinary. 

Calendar continued. This year's 
Circular Chess World Championship 
(see VC 46) will be held in Lincoln on 
August 20, and will be a "special" to 
celebrate the tenth incarnation of the 
event. More next time. 
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BCVS NOTICES 

AGM 2005. Members are reminded 
that any nominations for office or 
resolutions for the AGM should be 
in my hands as secretary by 1 March 
2005. To the best of my knowledge, 
all the existing officers are willing to 
continue, but if anyone else wishes to 
join the team we shall be delighted to 
tell him or her what is involved. 

Membership of the BCVS is an 
automatic consequence of payment of 
a VC subscription. So the magazine is 
technically your own, and if ),ou wish 
to become involved in its production, 
or to help with its administration, 
there is a mechanism by which you 
can seek to do so. 

ECV, 2ND EDITION 

David Pritchard (address below) has 
started work on a second edition of 
the Encyclopedia of Chess Variants, 
and will be pleased to receIve 
corrections and recommendations for 
inclusion. He gently stresses that it is 
necessary for a new variant to have 
been published, and to have received 
a measure of support outside the 
inventor's circle of family and friends. 
He does not require notification of 
anything that has appeared in VC or 
the Chess Variant Pages, except that 
he would like to be alerted to good 
examples of actual play, particularly 
those that well illustrate the distinctive 
features of the variant being played. 

The ECV has been our main source 
of information ever since it appeared 
in 1994, and we are more than happy 
to endorse this request. We hope 
readers will be able to contribute. 
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CALENDAR 

The 8th International Colloquium 
on Board Games Studies will be held 
in Oxford on Wednesday-Saturday 
April 27-30. Further details can be 
found on the organizers' web site 
<www.boardgamesstudies.org>. I am 
hoping to be there, and George Bell 
and I have offered a paper on some 
recent discoveries in Peg Solitaire. 

Messigny. I have received no 
details as yet, but I presume that 
the annual French problemists' 
meeting will be held as usual at 
Messigny (near Dijon) over Whitsun 
(May 13-16), and that the Sunday 
afternoon will feature the usual blitz 
variant tournament (see for example 
VC 45 page 7). There may also be 
some informal Kriegspiel Madrasi 
(like-moving pieces paralyse each 
other), which is even more hilarious 
than ordinary Kriegspiel. 

Bughouse. Fabrice Liardet's web 
site <www.pion.ch> has a report on an 
international Bughouse gathering in 
Geneve last year, the most recent of 
several such, and he tells me that there 
will be another over the weekend of 
August 19-22. Bughouse tournaments 
are becoming increasingly popular. 
There was an extremely high-powered 
one at the international problemists' 
meeting at Halkidiki last year (the web 
site which hosted the results seems to 
have vanished, but I remember it as 
being won by Noam Elkies and Ram 
Soffer ahead of J onathan Mestel and 
Colin McNab, with John Nunn and 
David Friedgood also in the field). 

Notices for VC 48 should be in my 
hands by March 15, though notices 
received later will be fitted in if it is at 
all practicable. 
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PROGRESSIVE CHESS 

Last time, we looked move by move 
at an expert game starting 1 e4. Fred 
Galvin's game against Noam Elkies 
in the 1996 "First World In ternet 
Progressive Chess Championship" 
started 1 d4 : 

Unlike 1 e4, this does not threaten to 
give mate next turn, so Black is free 
to move as he likes, and he made the 
popular modern choice 2 cS cxd4 : 

This threatens mates typified by 4 Nc6 
Nb4 Qa5 Nxc2, so White is not 
completely free though the constraint 
is not a severe one. He actually played 
3 e4 eS f4 : 

This threatened a host of mates on 17, 
some in as few as three moves, but 
Black prevented them all by 4 e6 d3 
dxc2 cxd1Q+, blocking the line from 
c4 and taking the queen off: 
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White, with no mate, countered by 
S Kxd1 fS fxe6 e7 exd8Q+ : 

Black must spend a move taking this, 
but why not 6 Kxd8 f5 f4 f3 fxg2 
gxflQ+, or the same with the h-pawn? 
Case f5 shown, answers on page 63 : 

Black actually chose 6 Kxd8 d6 dxeS 
bS Ke7 Bg4+, and the players started 
skating on very thin ice. White can 
now mate in 8, but not in 7 : 

7 Be2 Bxg4 Bf3 Bxa8 Ke2 Ne3 
NdS+, Black can mate in 9 but not 8 : 
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8 Kd7 Nf6 Bb4 Re8 Rxcl Rxal 
NxdS Nf4+, White can mate in 10 but 
not (I think) in 9 : 

However, White found the decisive 
sequence 9 Kf3 a3 axb4 b3 Ne2 Nxf4 
Nh3 Rxal Rxa7+ : 

Deprived of promotions, Black could 
do no better than 10 Ke6 KfS Ne6 
Nxa7 Ne8 Nb6 Nxa8 Nb6 h6 e4+ : 

and White won (answer on page 63). 
But both sides played well, and where 
Black went wrong is not obvious. 
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LOSING CHESS 

One of last time's games hom the 
2001 "First Unofficial Losing Chess 
World Championship" came down to 
an ending, and it occurs to me that it 
might be a good idea to interrupt our 
presentation of games from this 
championship and to look in general 
'terms at Losing Chess endings and 
how to play them. Even between 
inexperienced players, Losing Chess 
games often come down to an ending, 
and a basic knowledge of what to do 
can be invaluable. ..Much of my 
knowledge is due to Fabrice Liardet 
(though the responsibility for the 
present text is my own), and as usual 
I have made use of Stan Goldovski's 
program Giveaway Wizard. 

The first rule is that unless you can 
see your way through to a forced win, 
it is normally an advantage to have 
more men (or at least more pieces) 
than your opponent. Look at it another 
way. In most board games which 
give the player a choice of move, 
he who has the wider choice normally 
has the advantage, and he who has 
more men on the board normally 
has more moves available to him. 

. Losing Chess is no exception to this 
general rule. 

So don't sacrifice your pieces 
unnecessarily, and don't come down 
to one or two men unless you can 
see how to get rid of these as well. 
In particular, it is almost always a 
losing strategy to come down to a 
single pawn and hope' for the best. 
We have seen several examples in 
recent issues of vc. The future moves 
of the pawn can be predicted with 
ease and certainty, and it is surprising 
how often the opponent can arrange 
his men so as to have a winning reply 
to any promotion. 

Indeed, while a healthy supply of 
pieces is usually a blessing in the 
ending, pawns tend to be liabilities, 
and you should push any remaining 
pawns forward as fast as you safely 
can. As to what you should promote 
to, it is normally best to choose a rook 
unless you can see that this will lose, 
or that some other promotion will lead 
to a forced win. If a rook will lose, 
a king is usually the next best choice. 

It follows that endings frequently 
arise in which one side has a king, 
quite often alone, and the other has a 
rook and other men. If these men 
include a pawn, the king will try and 
give itself away to the pawn, and the 
result will hinge on whether it can do 
so. If only pieces are left, some useful 
general rules are as follows. 
• R v K is a win unless the king can 

give itself away at once. A common 
way of winning against a lone king, 
if a distant pawn means that you 
cannot organize a total giveaway, is 
to give away everything bar this 
pawn and then promote it to a rook. 

• 2R v K, 3R v K etc are wins unless 
the king has an immediate or almost 
immediate giveaway (say Ke3 v 
Rc I/Rg I, when Ke2 wins). 

• R+B v K is a win, or at least it is if 
the attacker knows enough to give 
the bishop away first (B v K is only 
a draw unless the bishop can give 
itself away in a move or two). 

• R+N v K and R+K v K are only 
drawn unless the defender can be 
quickly trapped against the edge. 

• If the rook has two or more 
companions they will probably win, 
though the play may be difficult. 
The attacker groups his men just 
out of range and presses cautiously 
forward, and the defender's only 
hope is that his opponent will 
blunder and allow him to win or 
reduce material by a sudden thrust. 

The wins with 2R v K and R+B v K 
are particularly important. Consider 
this seminal position: 

Black threatens I ... g IR winning, and 
if White plays I Kf5 then I...g 1B 
wins. White can try I Kf4, when both 
1 ... gIR and l...glB will allow an 
immediate giveaway, but Black 
simply temporizes by 1 ... Ra7 and 
White has no good move. 
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Let's illustrate all this with two 
examples. The first takes up last 
time's game from where we left off: 

White has just promoted his last 
pawn, and the game concluded 
37 ... Ke3 38 Kt? Kd3 39 Ke6 Ke3 
40 Nb6 Kf2 41 Rd8 Kf3 42 Kd6 Ke3 
43 Ne8 Kd3 44 Ne7 Ke3 45 Re8 Kf3 
46 Rb8 Ke3 47 Re8 Kf3 48 Ke5 Ke2 
(Black has been forced back to one 
square from the edge) 49 Kd5 Kd2 
50 RfS Ke2 51 Nf5 (now d2 is denied 
to Black) Kb2 52 Rf7 Ke2 53 Ra7 
Kb2 54 Rd7 Ke2 55 Rd6 Kdl (back 
to the edge, but 55 ... Kb2 56 Kc5 leads 
to a win in nine moves) 56 Rb6 Kc1 
57 Re6 Ke2 (away from the edge, but 
only briefly) 58 Re4 Kb2 59 Rd4 
Ka2 60 Rc4 (a blind alley) Kbl 
61 Rd4 Ka2 62 Ne3 (better!) Kal 
63 Rd3 (another blind alley) Ka2 
64 Rd4 Kal 65 Ke4 and Black 
resigned. White was working it out as 
he went along and occasionally he had 
to go back and try something else, but 
the overall picture is clear enough. 

The second is a study by H. 
Hofmann, F eenschach 1956 : 

This natural and instructive posItIon 
is drawn with best play, but the key 
manoeuvre is very far ti'om obvious 
and when the study was originally 
published no solver was successful. 
See if you can do better. 

Answer on page 63. 
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LIVERISH HOSTAGES 
VC 46 featured several games from our recent Hostage 
Chess postal tournament. Here are three more. 

Two of Peter Coast's games started 1 e4 e5 2 Nf3 Nc6 
3 Bc4 Nf6 4 Ng5 d5 5 exd5 Nxd5? 6 Nxf7, an opening we 
knew in my schooldays as the "Fried Liver Attack" : 

11 

In orthodox chess, I believe that Black can just survive; 
at Hostage, White appears to have an outright win. 

Allan Brown continued with the ordinary line 6 ... Kxf7 
7 Qf3+ Ke6, but at Hostage White plays S Bxd5+ and the 
recapture S ... Qxd5 loses the queen to 9 (N-B)B*f7+ : 

11 

John Leslie tried a counter-attack on White's queen by 
6 ... (P-P)P*e2, but it did him little good. 7 Qxe2 Nf4 
(if 7 ... Nd4 then 8 Nxd8 Nxe2 9 (Q-Q)Q*t7+ Kxd8 
10 Qxd5+ etc) S NxdS Nxe2 9 P*f7+ Ke7 (9 ... Kxd8 
10 (Q-Q)Q*e8 mate) 10 Nxc6+ bxc6 : 

11 (Q-Q)Q*eS+ Kf6 (ll...Kd6 12 (N-N)N*e4 mate) 
12 Qxc6+ Bd6 13 QxaS (Black is now lost on material and 
his only chance is a queen-dropping mating attack) Nf4 
14 Nc3 Nxg2+ 15 Qxg2 (N-N)N*f4 16 N*g8+ and mates 
(l6 ... Rxg8 17 fxg8(P- N)+ Kf5 18 (P-P)P*e4). 

May 2005 

Peter's game as Black against Paul Yearout also had 
some interesting features. 1 d2 Nf6 2 Nc3 d5 3 Bg5 Bf5 
4 Nf3 e6 5 e3 h6 6 Bh4 Be7 7 Be2 0-0 8 0-0 Nd7 9 h3 cS 
10 a3 a6 11 Qd2 Ne4 12 Nxe4 dxe4 13 Bxe7 Qxe7 
14 Ne5 Rd8 (Peter says that he looked hard at 14 ... Rfd8 
before deciding on this) 15 Qc3 cxd4 16 exd4 : 

16 ... (N-N)N*f4 (the first exchange and drop) 17 Qe3 Qg5 
18 (P-P)P*g4 : 

1 

I think I would have been inclined to drop on g3 instead. 
It's the knight we want to disturb, and ... PxN would have 
been a genuine threat whereas ... PxB isn't. 18 ... Ne5 
19 dxe5 P*d4 and Black wins material: 

A move such as 20 Qb3 allows 20 ... Nxe2+, and 20 Qd2 
loses the queen to 20 ... Nxh3+. White tried 20 Qxf4 Qxf4 
21 gxf5 with two pieces for the queen, but the end was 
swift: 21 ... (B-B)B*h2+ 22 Khl (N-N)N*g3+ 23 Kxh2 
(if 23 fxg3 then 23 ... Bxg3, and as soon as Black's queen 
is taken he will ransom it and drop it on h2) Nxf1++ and 
Black resigned (24 Kg I Qxf2+ 25 Kxf2 (Q-Q)Q*g3+ 
with either 26 Kxfl (R-N)N*e3+ and mate next move or 
26 Kgl (R-B)Be3+l. 

"Not too bad a game. It starts quietly along orthochess 
lines but, as usual, Hostage favours the attacker" (PC). 
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IN THE LIBRARY 
More Kriegspiel Endgames (copies 
of two articles in the Chess Amateur, 
1926) 

In 1923, the Chess Amateur devoted 
several pages to a complete analysis 
by H. A. Adamson of the Kriegspiel 
'ending with king and rook against 
king. The actual result appears to 
have been known for some years 
(see for example VC 4S page 11), but 
it seems that no fully written-out 
analysis had been pu!Jlished. Of the 
other elementary endings of ordinary 
chess, K+Q v K is an easy win even 
at Kriegspiel and K+2B v K is not 
too difficult, but K+B+N v K was for 
many years thought "a draw except in 
certain limited positions, or at best a 
matter of luck and chance". 

In 1926, four members of the Los 
Angeles Chess Club, Messrs. Pray, 
Hubbard, Knox, and Isham, devoted 
some four months of their spare time 
to an attack on this ending, and 
succeeded in showing that White 
could force mate in all cases though 
the longest line took about 96 moves 
"with a chance that we may find some 
variation that will reduce or lenghten 
it a few moves". Isham reported their 
work in an article in the November 
1926 issue of the Chess Amateur. 
This made no attempt to give a 
complete proof, and confined itself 
to a statement of the result and the 
setting for solution of some positions 
allowing a reasonably' quick mate. 
The December issue carried some 
solutions by Adamson which 
simplified or shortened their own, and 
I imagine that a definitive computer 
analysis, were one to be performed, 
would show their figure "96 moves" 
to be too high rather than too low. 

A key element of their success was 
the discovery that in the position 
shown in the next column, the White 
king could set out on a probing tour 
all round the board and not worry 
about leaving his bishop and knight 
unguarded. This contrasts with the 
ending of king and rook against king, 
when White has to be more careful. 

At the start, the Black king may be 
on any square not under attack: 
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We begin by playing Kf5 and if we 
don't hear "No" we can rule out f4 
and g4, though of course if he is on h4 
he will be able to reply by sneaking up 
to hS : 

But Kg4 knocks this out, Kf3 makes 
further inroads : 

and Kg2 finishes off the bottom right
hand corner: 

Now Kf2, Ke2, Kd2, Kc2 rule out all 
the remaining squares below the 
diagonal: 
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and Kb3, Kb4, Kb5 start eating into 
the left-hand side: 

Now Kb6 might allow him to play to 
c4, but Kc6 merely allows a6 which 
we can cope with, and Kb7, Kc7, 
Kd7 leave only two squares open: 

Any further, and we risk stalemate. 
Somewhere along the way, we have 

located him to within a few squares, 
and all - all! - that remains is to round 
him up, drive him back, and mate him. 
Some simple cases are set for solving, 
and play from the last diagram might 
go as follows. Play Ke6 and Ne4, and 
he can be on e8, f8, g8, or h7. Try 
Kf7, and if it's legal he must be on h7 
and it's easy (Ng3, BgS etc). If not, 
try Ke7; if it's legal (bKg8) he will 
now have to play ... Kh7, and Kf7 wins 
as before. If still not, play Nd6 and if 
no check announced (bKf8) continue 
Kt'S, KgS, Kg6, Bd8, Be7 etc; if check 
(bKe8) we need not go via gS, but can 
play KfS, Kg6, Bd8 etc at once. 
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HORSE PLAY 
IN XIANCQI 

Those of us who play XiangQi only 
occasionally lose almost as many 
games by treating horses as if they 
were knights as we do by failing to 
notice what our opponent's cannons 
can get up to. The horse does not 
jump; it makes a horizontal or vertical 
step and then a diagonal step, and the 
intervening point must be empty. 
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The example above, from the book 
Basic Xiangqi Checkmate Methods 
by Zhu Baowei, gives an excellent 
illustration. Red (capitals, underlined) 
plays up the board; the king moves 
one step horizontally or vertically (not 
diagonally), and IS confined to the 
"palace"; guard one step diagonally, 
confined to the palace; elephant two 
steps diagonally, confined to its own 
half of the board; pawn one step 
forward in its own half, one step 
forwards or sideways in' its opponent's 
half, capturing with its ordinary move; 
kings cannot face each other on a file 
unless there is at least one man in 
between. If the horses were knights, 
Red could play to c9 and give mate, 
but in XiangQi this isn't even check; 
the pawn at d9 blocks the horse's 
move towards elO. So how can we get 
this pawn out of the way? 

The first step is to play 1 Hb9-dS : 
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h 

As before, this isn't check, but if 
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Black takes it, 1 ... Gxd8, his guard 
loses control of f8, and Red.can give 
mate by 2 Hf8 (this time the 
intervening point is free). 

So Black must try something else. 
He can do nothing very useful, but the 
given move 1...Hh6-f7 is instructive: 

10 
9 
8 
7 

k 9 e 
E 9 
.!:!e 
.!:! h 

Here we see another difference 
between horses and knights: the Black 
horse attacks the Red horse at d8 (e7 
is free), but Red does not attack Black 
(e8 is blocked). But Red can continue 
2 Pd9-dIO++ (unblocking d9 and so 
discovering check from the horse at 
d8 as well as giving its own check) 
KelOxdlO 3 HdS-b9+ KdIO-eIO, and 
we are effectively back at the initial 
position without the obstructive pawn. 
Now can we give mate by 4 Hd7-c9 ? 
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Still no! This time it is certainly 
check, but it is not mate because 
Black can play 4 ... KelO-dlO (the 
horse at c9 obstructs its fellow at b9). 
However, Red has 5 Hc9xeS++ (we 
shall see why in a moment) KdIO-e10 
(if 5 ... Kd9 then 6 Hc7 is mate at once) 
6 HeS-c9+ KeIO-dIO 7 Hc9-d7+ 
KdIO-eIO (7 ... Kd9 8 Hb8 mate) 
S Hd7-f8 and it is time to look at the 
whole board again: 
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Thanks to Red's removal of Black's 
elephant, his guard on e9 is pinned 
(8 ... Gxf8 would leave the kings facing 
each other with nothing in between), 
and at last we have a mate. 
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Four more examples appear below. 
Note that stalemate is a win, and that 
escape by giving perpetual check is 
not allowed. The rook moves as our 
rook. An ending with king and pawn 
against bare king is won unless the 
pawn is on the last rank (in the first 
diagram, supposing no horse and no 
rook, Red wins by 1 Pg8+ Kf9 2 Pg9+ 
KfS/flO 3 Ke2 and stalemate). 
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Answers on page 63. 
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A VALANCHE CHESS 

material from Peter Fayers 

A valanche Chess (with each move you 
pull an enemy pawn one square 
forward) makes a most enjoyable 
game and is deservedly popular, 
but as with many variants it gives 
'rather too great an. advantage to 
White. Peter Fayers recently drew 
my attention to two versions which 
address this problem, 

In Balanced Avalanche, there is no 
pull on White's first move, and so the 
normal opening 1 e4/f6 is unavailable, 
Here are two games won by 
Alessandro Castelli in 1991, 1 Nf3 
(the normal opening 1 e4/f6 being 
unavailable, White gives first priority 
to preventing the corresponding 
opening l...e5/f3 by Black) Nf6/a3 
(2 e4/f6 would now be available, so 
Black stops it) 2 Nc3/c6 dS/h3 
3 d4/a6 Ne4/a4 (the threat is 
4 ... Nxc3/b3 winning a piece and 
Black can point to the result, but I 
don't like to see time spent on on 
tactical threats like this so early in the 
game unless they lead to a decisi ve or 
lasting advantage, and I would prefer 
to see Black pressing on with his 
development) 4 Qd3/h6 BfS/aS 
5 Nh4/f6 Bh7/g3 6 Nxe4/g6 dxe4/c3 
7 Qxe4/e6 Bb4/c4+ 8 Bd21b6 
Bxd2+/f3 9 Kxd2/hS Qd61b3 
10 e3/cS : 

10 ... cxd41b4 "!?" (it would seem 
that Black is not sufficiently well 
developed for a sacrifice like this, but 
we shall see that the Avalanche rule 
gives the attacker an extra edge) 
11 Qxa8/d3 Qxb4+/g4 12 Kxd3/fS 
QbS/cS+ "?!" 13 Kc2leS "??" 
QxcS+/e4 14 Kb2/f4 Qb4+/gS 15 
Kc11b5 Qc3+I· and White resigned: 
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At ordinary chess, White would have 
little to fear, but at Avalanche every 
White king move pulls the Black 
pawn down a rank and this quickly 
proves fatal. 

In the second game, Castelli as 
White disdained to block f3, and the 
game unfolded 1 e4 eS/f3 2 f4/f6 
hS/f5 3 Be2/d6 Qd7/g3 4 BxhS+/a6 
Kd8/a3 5 Nc3/c6 Ne7/g4 6 Na4/aS 
Qc7/b3 7 c41b6 Nd7/d3 8 Nc3/cS 
Bb7/g5 9 NbS/g6 Qc6/h3 : 

10 gxf6/dS "!?" Nxf6/h4 11 Bg5/d4! 
gxh5/a4 12 Nf3/· Ng4/f6 "!?" 
13 fxe7+1· Bxe7/b4 14 bxa5/- bxa5/-
15 Qd2l· Qe61- 16 lUl!· Kd7/-
17 Rbl!· Bc61- 18 Bxe7/- Qxe7/
"??" : 

19 Nbxd4/-! exd4/eS 20 Rb7+1· 
(a standard Avalanche tactic - Black 
cannot play 20 ... Bxb7 as the pawn 
pull to e6 would check his king) Ke61-
21 Rxe7+1· Kxe7/e6 22 Qg5+1· and 
Black resigned. 
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In Avalanche with Reversed KlQ, 
White retains the ability to pull on his 
first move but the Black king and 
queen are reversed, thus removing the 
threat Qh5/f6+. Here is another 
Castelli win, 1 Nf3/c6 dS/g3 2 d4/h6 
Nf6/c3 3 Qa4/a6 Bg4/a3 4 Bf4/hS 
aS/b3 5 NeS/g6 bSlh3 6 Bg2/b4 
bxa3/h47 Qb4/a4 Nfd7/e3 8 Qb7/cS 
NxeS/e4 9 BxeS/c4 Qc6/f3 
10 Qxc6/e6 Nxc6/f4 (Black decides to 
stake everything on his Q-side attack) 
11 Bxh8/f6 axb3/eS 12 BxdS/f5 
Nxd4/- 13 cxd4/a2 "!!" b2/-
14 Bxc4/g5 bxalQ/dS 15 Bf6+1· : 

If now 15 ... Ke8/d6, White plays 
16 Bxe6/- threatening 17 d7/- mate, 
and Black cannot do anything about it 
because any move other than with the 
bishop on g4 will be self-check, The 
game actually continued IS ... Kc8/d6 
16 Bxe6+1· Kb7/d7 17 0-0/·, and 
Black resigned since any move would 
pull the White pawn to promotion, 

You CUT, I'll CHOOSE 

Last time's article "Choose your own 
men" prompted an offhand question 
from Peter Fayers: "how about K+8Ps 
in situ both sides, white has Q plus six 
minor pieces of his choice on back 
rank, B has three Qs. No rooks 
anywhere. Who's your money on'?" 
Answering the question as put, White, 
but the idea seems to me to have 
possibilities: one player sets the initial 
position, not necessarily balanced nor 
restricted to the standard set of men, 
and the other chooses which colour he 
will take. This seems to me to offer 
everything that randomization does, 
and a lot more besides. I'm sure the 
idea has been tried before, but I have 
looked in the obvious places in the 
ECVand have failed to find it. 
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THAI CHESS 

based on material/rom Rene Gralla 

In Thai Chess, the "queen" is a fers 
which moves one step diagonally, the 
"bishop" moves one step diagonally 
or straight forward, the kings start on 
e lidS, the pawns start on the third 
rank and promote on. the sixth, and 
promotion is only to fers. 

Last time's notes on the ending of 
king and three ferses against king 
were prompted by the following 
position, sent by Rent~ Gralla from a 
game played in Bangkok in 2003 : 

White was the Thai Chess champion 
Tor Paknaam, and after 51 Fc6-d7+ 
his opponent saw that mate was 
inevitable and resigned (the finish 
might have been 51...KbS 52 KdS Fc4 
53 Fc6 Ff4 54 Fc7+ Ka7 55 KcS Fe5 
56 FbS+ KaS 57 Fb7 mate). 

So far so good, but Black's king is 
hemmed in by pawns; how many 
ferses would White need to mate him 
on an open board? 

Rene thought that four ought to be 
sufficient, two on light squares and 
two on dark, and he sent a game of 
his which had just such a finish. But 
experiment convinced me that three 
would do, and Marc Bourzutschky's 
computer confirmed. Last time's 
'The End Is Nigh" gave the longest 
win; this time, let us look at the 
winning procedure. 

Paul Byway identifies three stages. 
in the winning process: 
• gathering; 
• driving; 
• mating. 
The gather IS 111 principle easy, the 
attacker simply playing to group his 
forces together, but a king can hunt 
down a lone fers and so the defender 
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may be able to escape by winning a 
fers before the gather is complete. 
Blunders apart, this is the only case in 
which the ending is not won. 

Once the attacker has gathered his 
forces, he can start the drive. The key 
to this is that three ferses in an L are 
self-supporting: 

The two light ferses defend each 
other, and they also control the only 
squares from which the enemy king 
can get at the dark fers. The attacker 
can therefore deploy his king and his 
ferses as two independent units, and it 
is easy to drive the enemy king back 

. to a corner. 
It remains to give the mate. Unless 

there is an opportunity for a short cut, 
the ultimate effect of the drive is to 
give a position such as 

where the enemy king is confined to 
as and bS. If the remaining ferses are 
one light and one dark, they can 
simply be brought up to b7 and c7. If 
both are dark, the simplest method is 
probably to play one of them to b4, to 
tempo with the other until the enemy 
king is on bS, and then to play Kc6 : 

Black must now move to the a-file, 
and White can play his light fers to cS 
and b7. This confines the Black king 
to a7 and bS, and the dark ferses can 
be brought up to b6 and c7. 
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All this is systematic and easily 
learned, and with promotion allowed 
only to fers we would expect it to be a 
common way of clinching a won 
game. Paul and I were therefore very 
surprised to be told by Rene that the 
rules which limit the number of moves 
available to mate once the opponent 
is down to a bare king would often 
prevent the mate from being reached 
in practice. But I don't think any of us 
has studied the rules in their original 
language, and summaries by foreign
language observers are not always 
reliable in matters of detail. We find it 
difficult to believe that players are 
genuinely barred from realising wins 
which must turn up quite frequently 
in the ordinary course of play. 

I know nothing about the origins of 
Thai Chess, but it is so similar to the 
Shatranj from which our own chess 
evolved that a connection must be 
suspected. The only differences 
appear to be as follows: 
• Thai kings are set crosswise 

(e lidS); 
• the feeble Shatranj "alfil" becomes 

the much more useful Thai bishop; 
• Thai pawns start on rank 3 and 

promote on rank 6. 
These points apart, the games appear 
to be identical. 

The crosswise setting of the kings 
is a natural change since it enables 
the ferses to attack each other, and 
the other changes are explicable as 
an independent and in some ways 
more natural way of speeding up 
the game than the queen-and-bishop 
changes that produced our own chess. 
I therefore suspect that our chess and 
Thai chess are in fact first cousins, 
despite the apparently forbidding 
geographical separation. Perhaps Alex 
Kraaijeveld has a view on this. 

Paul Michelet, who sends me 
orthodox chess endgame studies from 
Bangkok, has watched people playing, 
and he tells me that the game is very 
popular. I can well believe it. It strikes 
me as an excellent game, which I wish 
I had time to explore more deeply. 
And the Thai style of development 
(king on the second rank, back rank 
clear for the rooks) has been standing 
me in excellent stead in some games 
of Modern Courier Chess! 
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WINNING WAYS 

The years 2001-4 saw the appearance of a second edition 
of Winning Ways for your Mathematical Plays by Elwyn 
Berlekamp, John Conway, and Richard Guy. The original 
edition appeared before VC was founded, and although the 
chess-related material is only a small part of the whole we 
ought to give it a mention. Winning Ways itself contains 
slightly over a thousand pages, and there have been two 

. sequels, Games of No Chance and More Games of No 
Chance, which will be discussed next time. 

Our strict brief is "variant chess" and the heading 
"Chess" in the indexes yields a mere thirteen references, 
though there are many other games which use individual 
chessmen on rectangular lattices. The first of the references 
to appear in the book is the so-called "Dawson' s Chess", 
which is a version of a Losing Chess problem set by T. R. 
Dawson in The Problemist Fairy Supplement in 1934 : 

On a board of arbitrary width n, set up two lines of pawns 
one rank apart; who wins? Dawson thought he had found a 
formula valid for all n, but by the time he came to repeat 
the problem in Caissa' s Wild Roses a year later he had 
realised his error; a complete solution is not yet known, 
or at least has not been brought to my attention, and may 
well not exist. I ran the problem up to n = 1 18 in 1990 and 
it could be carried on to 200 or perhaps 300 on modern 
equipment, but this was mere number-crunching and threw 
no light on what would happen in general. 

This is the problem as Dawson set it. In the world of 
mathematical games, the normal object of play is to leave 
your opponent without a move, and leaving yourself 
without one is known as "misere play". The "normal play" 
version of Dawson's problem was solved for all n by 
Richard Guy in 1949, and both the formula and the proof 
are relatively straightforward. At the time of writing, it is 
the standard example of a game which has been completely 
and systematically resolved under normal play but remains 
unsolved under misere play. 

Two other index entries under "Chess" bring us to 
"Simon Norton's Problem" and "Leo Moser's Problem". 
"Norton's Problem" (I suspect it is older) is very simple: 

Can White force mate on this quarter-infinite board, and 
how far must he go before he can rein Black in? In Moser's 
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problem, the Black king is already penned in, and the task 
is to mate him without moving the rook prior to the mate: 

Answers on page 63. 
These have all been recognizable chess derivatives, but 

there are many other games in the book which use ordinary 
chessmen on a square lattice board. Among them are 
(a) Wythoffs Game, which can be played with a single 
queen on an arbitrarily large chessboard, the players 
moving it alternately, the only permitted moves being in 
the directions N, NVv', and W, and the object being to be 
the player who can to move it to the top left-hand corner 
(analysis shows that there is one good square in each row 
or column however distant and you win by playing to it 
unless you are already on it, in which case you lose); 
Cb) Horsefly, in which the pieces have six of the eight 
moves of a knight and the object is to be the first to get a 
horse to one of a set of winning posts; and (c) Kinggo, in 
which one player has a king in the middle of a large board 
and tries to reach the edge, and his opponent places or 
moves blocking stones so as to prevent him. Some of the 
games are easy, and can quickly be analysed from first 
principles; some appear bewildering and structureless, but 
there is way of looking at them which reveals their secrets; 
some are genuinely bewildering. 

In short, a treasure-house of material, and if it were not 
for the price (of which more below) I would advise every 
games enthusiast to go straight out and buy it. However, 
it has to be said that the style of presentation will not be to 
all tastes. The book is fundamentally mathematical and the 
rigorous logic of formal mathematics will never be easy to 
read, but highly condensed notations are also used in 
purely descriptive passages and the reader has to spend 
rather too long looking back to see what they mean. Again, 
some of the writing is dazzlingly clever, with intricate and 
spectacula~ wordplay, but there are places where something 
a little less coruscating might have been clearer. 

And I have two serious practical regrets: the price, at 
rather more than £100 for the set, is about twice what it 
should be, and there is no convenient guide to what is new. 
If a holder of the previous edition is expected to pay over 
£100 for what is essentially a reprint with some new 
material, the least he is entitled to expect is a list at the 
front saying what has been added or significantly changed. 
It would only have taken a few days to produce, and if the 
original authors were unwilling to provide it the publisher 
should have found somebody competent to do it for them. 

In summary, we have a classic, whose place in the 
literature of intellectual games is assured; but parts of it are 
not as easy to read as they might have been, and future 
generations may regard it more as a quarry from which to 
draw material for simpler presentation elsewhere than as 
something to be read right through as it stands. 
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PROOF GAMES 
by Peter Fayers 

In the previous article I mentioned my 
misunderstanding of the Augsburg 
rules, so I thought this time I would 
demonstrate the correct rules. 

In Augsburg, any unit except a 
King may move onto the square 
occupied by a friendly unit(s). There 
is no limit to the number of pieces 
forming the stack; Kings may not be 
combined. Combined units may move 
as any of their comP9nent pieces. A 
piece or pieces may split off from the 
stack and leave the remainder behind. 
The Queen is considered as a 
combined Rook plus Bishop, although 
shown as Q in the diagram (which 
leads to some sneaky tricks .... ) 

14 - Paul Raican 
feenschach 1999 

After White's fifth. Game score? 
Augsburg Chess 

How to go about solving this one? 
First notice the long diagonal al-h8; 
three pieces are missing, as is Bc 1. 
So let's try White playing 1 Bxb2, 
2 (BP)xg7, 3 (BP)xh8 for White; now 
the pawn promotes - to what? 

Leave that for the moment, and 
consider a8 and b8 both missing. We 
don't have time to get a White piece 
in there to capture them, but they can 
escape. Nbl also missing suggests 
Black played I Rxb8, 2 (RN)xb7, 
3 (RN)xblleaving the Pawn behind. 

All we have to do now is to make 
both White's (B+X) and Black's 
(R+N) units disappear, and Paul uses 
the Pronkin theme (discovered by the 
Russian Dmitri Pronkin). In this 
theme, a unit apparently on its game-

array square is in fact promoted, the 
original incumbent having been 
captured. In this problem the full 
solution runs I Bb2 Rb8; 2 BPxg7 
RNb7; 3 BPxh8=BR RNxbI(Pb7); 
4 BRal RNxdl+; 5 RBxdl(Ra1). 
The original wQ has been captured 
and replaced by a (BR) combination. 

(There is another useful solving tip 
shown here - if all remaining White 
units are in their game array position, 
one or more wPs are missing, and 
White moved last, suspect a Pronkin; 
these are the classic signs). 

The paradoxical feature of this 
problem is that, whereas t~e game 
score is unique, we cannot say 
whether Ra I is original or promoted! 

Now one for you to solve. 

15 - Arno TUngler 
Commend, feenschach 1999 

After White's seventh. Game score? 
Augsburg Chess 

To clarify the rules, if a combined unit 
contains a rook that has not yet 
moved, then that rook can castle, and 
in doing so can take other components 
of the unit with it. This leads to the 
reverse paradox; the bQ has moved to 
a8, then a bQ has moved back to d8 
(by castling). This time round we can 
say categorically that it is the original 
Rook from d8 that is now at a8 - only 
the a8 Rook was allowed to castle. 

If you're still stuck, read my 
opening comments about the diagram 
Queen; in this problem, neither Q in 
the diagram has its original Rook 
component! 

Now we slow things down a bit, to 
a variant where only one piece moves 
at a time, and then only on half of the 
board; Monochrome. In this, moves 
are only legal if they are to the same 
colour square. Knights are immobile, 
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while Bishops are unaffected. You 
shouldn't need a hint for solving this -
I've already given you one! 

16 - Mario Velucchi 
Phenix 1998 

After White's seventh. Game score? 
Monochrome 

The very first VPG I showed in this 
column was by John Beasley, using 
Optional Replacement Chess (ORC), 
where a unit, when captured, may be 
replaced on any vacant square (Pawns 
not on 1st or 8th ranks). In the very 
similar SuperCirce, captured pawns 
*may* be placed on their 8th rank, 
where they promote. 

16 - Oliver Sick 
Commend, Andernach TT, 2003 

After Black's fourth. Game score? 
SuperCirce 

Solving this follows the same logic as 
John's ORC one, with the piece type 
reversed. Instead of bN capturing the 
wQ and replacing it on home square 
to be captured again, this time it is the 
bQ doing the same to a wN. In the 
meantime, the captured bP has to be 
promoted to help White juggle around 
his two Rooks and the other Knight. 
Try it - it's only four moves long! 

Sol utions next time. 
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CUBIC DEVELOPMENTS ... 
Readers who have been with VC from the outset will have 
noticed a steady stream of "Cubic Chess" games invented 
by Vladimfr Pribylinec of Slovakia. Although differing 
extensively in detail, they use common equipment and have 
several features in common: 
• the pawns, knights, bishops, and rooks are replaced by 

cubes having symbols for these pieces on four of their 
faces, the other two faces being blank; 

• each cube temporarily represents the piece featured on 
its uppermost face; 

• instead of making a normal move, a player may rotate 
one of his cubes so that it displays a different face; 

• there are rules wh!ch prevent a player from simply 
rotating all his cubes to rooks. 

In the original version (VC 2 pages 16-17, repeated in the 
Encyclopedia of Chess Variants), the pieces were given 
values P = 0, N = B = 1, R = 2, and a player could not 
expose faces to a total value of more than 8; in the later 
versions (VC 24 page 82 and VC 29 page 9) the rules were 
somewhat more complicated. 

The author has now contacted me with a new version in 
which the rules are different again. A set including queens 
is used, the opening array is as normal, but when a knight, 
bishop, or rook (not a pawn) is captured it is put into a 
"stock" and the player who captured it can subsequently 
rotate one of his cubes to show a man of the same kind. 
So at the start I cannot rotate anything at all, but if I 
capture a bishop I can subsequently rotate one of my other 
cubes (probably but not necessarily one showing a pawn) 
to show a bishop, and can then use it accordingly. 
However, I can only do this once. After I have used a 
bishop in the stock in this way, it is removed from the 
stock, and if I want to rotate another cube to show a bishop 
I have to capture another bishop first. 

All this may sound rather complicated and to some 
extent it is, but there is another way of looking at it which 
may be simpler: what we seem to have here is not so much 
a new development of Cubic Chess as a version of Chessgi. 
In Chessgi, a captured man changes colour and is put at the 
disposal of its capturer, who can subsequently drop it on a 
vacant square instead of playing a normal move. Here, a 
player replaces an existing man (not the queen) instead of 
dropping his new man on an empty square, and it is only 
knights, bishops, and rooks that change sides; other men 
are removed as normal, as is the man displaced by a 
replacement. But while the rules of procedure may be 
different if the game is played as a Chessgi variant, the 
effect on the board appears to be the same, and (whisper) 
I suspect that the game may be more easily played using 
homemade Chessgi men, two-sided flat discs with the 
symbol for a White man on one side and a Black on the 
other, than with the cubes for which it was invented. 

The author has sent me several game scores, one of 
which comes down to an ending with R+N v R. In ordinary 
chess this is drawn, because the attacker cannot afford to 
exchange rooks. In the present game there are two cases, 

and both appear to be wins. If the attacker can rotate his 
knight to a rook, he does so, and he then plays out the 
normal win with two rooks against one (an ability to rotate 
won't help the defender). If the attacker cannot rotate his 
knight, he invokes Plan B: he presses forward, and if the 
defender is not to retreat indefinitely he must eventually 
oppose rooks and allow an exchange. Now there is a rook 
of each colour in the stock, and the attacker can rotate his 
knight. R+B v R would appear to be won similarly. 

The game is available from the author at Zavodmi 460, 
027 43 Nizna nad Oravou, SK - Slovakia, and comprises 
30 neat and attractive cubes (two kings and 28 rotatables) 
packed in a simple but sturdy box. For myself, the 
equipment appeals more than the present rules do, but once 
a set has been obtained it is easy enough to experiment. 
A trilingual web site <www.cubiccheckers.com> contains 
further information, including rules for a draughts 
(checkers) game w,ing the same men together with a 
computer program against which the player can pit himself, 
but this appears to be based on the Central and Eastern 
European form of draughts rather than the English form 
and I have not investigated it. 

... AND A MA TTER OF TASTE 
We have all heard of the game in which the men are 
represented by bottles ranging from a miniature whisky 
(the pawns) to a magnum of champagne (the queen) which 
have to be drunk on capture, and we all know the legend 
that Lasker, invited to play against Mieses, opened with the 
beginner's line I e4 e5 2 Qh5, replied to Black's 2 ... Nc6 or 
2 ... d6 by 3 Qxf7+, drank his whisky, watched as his 
opponent collapsed under the influence of the forcibly 
captured champagne, and claimed the game on time. 
(I have heard this from more than one source, but even so 
I imagine that it is picturesque invention rather than fact.) 
Alex Kraaijeveld recently sent me an article from Whisky 
Magazine which recounted a similar experiment. 

In Alex's game, his opponent was a computer whose 
playing level was decreased frolTi the keyboard each time it 
made a capture (the pouring of vodka on computer chips is 
not really recommended), and his opponent's men were 
glasses filled with malt whiskies chosen by his lady from 
among those on his own shelves. Each man was 
represented by a glass containing a different whisky, one 
for the king, one for the queen, one for the rooks, and so 
on, and the task was not just to win the game but to identify 
each of the six whiskies. The first task was duly achieved 
(for the moves, see issue 44 of Whisky Magazine, pages 
40-42); the second? Four out of six (his lady had cheated in 
the matter of the queen and had used something which 
wasn't really a whisky, but he got it anyway), which wasn't 
bad if perhaps not of the level which Dorothy Sayers would 
have claimed for Peter Wimsey. 

I might add that Alex appears singularly fortunate in his 
choice of lady. In my experience, such persons are far 
more likely to discourage the consumption of whisky than 
to facilitate it! 



Page 60 "1/AriAlJt Chess 48 May 2005 

MATING ON CIRCULAR 
AND CYLINDRICAL BOARDS 

material from Marc Bourzutschky 

The game of Circular Chess (see for example VC 44 page 
57 and VC 46 page 24) is played on a board consisting of 
four concentric 16-square rings, and some of the basic 
endgame results on this board are quite different from 
those of ordinary chess. In particular, K+R, K+2B, and 
K+B+N cannot force mate against a lone king, and Q v R 
is only a draw. A competitor in the 2003 Circular Chess 
Championship even gave up as drawn a position with a 
material advantage of Q+B v R, having made several 
unsuccessful attempts to win the rook, and I remarked in 
VC 44 that I had failed to prove him wrong. 

This remark prompted Marc to examine the ending by 
computer, and he has generated a complete set of five-man 
pawnless endings on both this and the 8 x 8 "cylinder" 
board, moves being counted both to capture and to mate. 
Here are some of his results: 

On the 16 x 4 circular board 

• Q+B v R is a general win. 
• Q+R v Q is a general win. 
• 2R v R has the longest winning line (49 moves), but is 

not a general win. 
• K+3N, K+B+2N, K+2B+N (unlike bishops), and K+3B 

(one pair unlike) can all mate a lone king (confirming 
pre-computer analysis). 

On the 8 x 8 cylindrical board 

• Bishops are much more powerful (K+2B can mate a lone 
king, and 2B win against N in at most 18 moves). 

• The longest win (103 moves) occurs .in Q v 2B, which 
appears to be a general win. 

• Q+B v Q, although riot a general win, offers wins in up 
to 79 moves. 

• R+N v B is a win, but can take up to 63 moves. 

The 16 x 4 circular board 

Hitherto, we have normally represented this board by 
showing two sets of files which are assumed to be joined 
top and bottom (which gives the pawns their normal 
orientations and powers of movement), but in the present 
examples there are no pawns and it is more convenient to 
represent the board by a single horizontal strip, the a and p 
files being assumed contiguous. The diagram shows the 

longest win with Q+B v R: 1 Kh1 Rj1+ 2 Kg2 Rj2+ 3 Kfl 
Rj1+ 4 Ke2 Rj2+ 5 Kd1 Rj1+ 6 Kc2 Rj2 7 Kb1 Rj1+ 
8 Ka2 Rj2+ 9 Kp1 Rj1+ 10 Ko2 Rj2+ 11 Kn1 Rj1+ 
12 Kn2 Rj2+ 13 Bo2 Ri2 14 Qe3 Kk1+ 15 Ko3 Kj2 
16 Qe4 Ri3+ 17 Kn4 Kj3 18 Qh1+ Kj2 19 Bn1 Ri4+ 
20 Km3 Ri3+ 21 Kl2 Ri2+ 22 Bm2 Kj3+ 23 Kk1 Ki3 
24 Qg1+ Kh3 25 Bll Ra2 26 Bk2 Kh4 27 Bj1 Rp2 
28 Qe3 Ki4 29 Qa3 Rm2 30 Qg3 Rm1+ 31 Kj2 Rm2+ 
32 Kk3 Rh2 33 Qg4+ and mate next move. 

The longest win with Q+R v Q, "!" denoting a unique 
best move: 1 Kj3! Qk2+ 2 Kj4! Qj2+ 3 Kk4! Qm2+ 
4 K14! Qn2+ 5 Km4 Qo2+ 6 Kn4 Qp2+ 7 Ko4 Qo2+ 
8 Kp4 Qb2+ 9 Ka4 Qc2+ 10 Kb4 Qd2+ 11 Kc4 Qc2+ 
12 Kd4 Qd2+ 13 Ke4 Qc2+ 14 Ke3 Qc3+ 15 Ke2 Qc2+ 
16 Kfl Qb1+ 17 Kg2 Qc2+ 18 Kh3 Qd3+ 19 Ki4 Qfl+ 
20 Rh3! Qll+ 21 Rj3 Qi1+ 22 Kj4 Qh2+ 23 Ri3 Q12+ 
24 Rk3+ Kj2 25 Qh4+! Kj1 26 Qh3+ Kj2 27 Qj3+ Kit 
28 Qn3 Qm1 29 Qi3+ Kh1 30 Qj3+ Kg2 31 Qg3+ Kh1 
32 Ki4 Qll+ 33 Kh4 Qd1 34 Rh3+ Ki2 35 Rh2+ Kj1 
36 Qj3+ Kk1 37 Qk2 mate. 

2R v'R is not a general win, but there is an amusing 
"leapfrog" or "staircase" manoeuvre: 1 Rkm3+ Kn2 
2 Rln3+ Ko2 3 Rmo3+ and soon round to 10 Rdf3+ Kg2 
11 Reg3 mate. This manoeuvre and its threat feature 
prominently in the longest win: 

1 Rkm3+! Kll 2 Kj1! Rj4+ 3 Ki2 Rl4 4 Kj3 Kl2 5 Kj2 
Rj4+ 6 Ki1 Ri4+ 7 Kh1 Rh4+ 8 Kg1 Rg4+ 9 Kfl Rf4+ 
10 Ke1 Re4+ 11 Kd1 Rd4+ 12 Kcl Rc4+ 13 Kb1 Rb4+ 
14 Ka1 Ra4+ 15 Kp1 Rp4+ 16 Ko1 Rb4 17 Rn13+ Kk2 
18 Rlk3+ Kj2 19 Rmj3+ Ki2 20 Rki3+ Kh2 21 Rih3+ 
Kg2 22 Rjg3+ Kf2 23 Rhf3+ Ke2 24 Rfe3+ Kd2 
25 Red3+ Kc2 26 Rdc3+ Kb1 27 Rg1+ Kb2 28 Rp3! 
Ro4+ 29 Kp1 Rl4 30 Rg2+ Kb1 31 Rn3 Rll+ 32 Ko2 
Kcl 33 Rnn2 Rh1 34 Rp2 Kd1 35 Kn3 Rh3+ 36 Km4 
Rh4+ 37 Kl3 Rh3+ 38 Kk4 Rh4+ 39 Kj3 Rh1 40 Rnd2+ 
Kcl 41 Rdc2+ Kb1 42 Rcb2+ Ka1 43 Rba2+ Kb1 
44 Rpb2+ Kcl 45 Rac2+ Kd1 46 Rbd2+ Ke1 47 Rce2+ 
Kfl 48 Rdf2+ Kg1 49 Reg2 mate. 
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The 8 x 8 cylindrical board 

The bishop is much more powerful on this board, 
as is shown by the example on the left: 1 Bh4+ Kdl 
(Bc6 guards fl) 2 Ba4 mate (Bh4 guards cl). In general, 
the bishops mate a lon~ king in at most 14 moves. Without 
the near-fortress in the corner of the ordinary board 
(Kb3 shielding Nb2, given as drawn by Kling and Horwitz 
in 1851 and not proved otherwise until the computer 
analyses of Comay and Thompson in 1983), a lone knight 
succumbs to the bishops in at most 18 moves: 1 Kfl! 
Nh2+ 2 Kg1! Nb3 3 Bb7 Nd4 4 Bh2+ Kh4 5 Kf2 Nf5 
6 KO Nh6 7 Bc6 Kg5 8 Be7+ Kh5 9 Kf4 Kg6 10 Bel 
Kh7 11 Kg5 Nf7+ 12 Kf6 Nd6 13 Bf4 Nc8 14 Kf7 Kh8 
15 Bhl Na7 16 Be4 Nb5 17 Be3+ Na7 18 Bd4 mate. 

While not a general win, Q v R has wins up to 16 moves 
to capture, as in the example on the left: 1 Ke2! Rh1 
2 KO! Rh3+ 3 Kg4! Rh2 4 Kg3 Rg2+ 5 KO Rf2+ 6 Ke3 
Rh27 Qg8+ Rg2 8 Qb8 Kh1 9 KO! Ra2 10 Kg3 Ra3+ 
11 Kh4! Ka2 12 Qg8+'Kb2 13 Qg2+ Kb3 14 Qhl+ Ra2 
15 Kh3! Kc2 16 Qxa2+ and mate in six more moves. 

The longest 5-man win is Q v 2B in 103 moves to 
capture: 1 Kfl! Bf6 2 Qa8! Bf7 3 Ke2! Ke5 4 Qa5+ Ke4 
5 Qb4+ Kf5 6 Qc5+ Ke4 7 Qe3+ Kd5 8 Qh6 Ke5 
9 Qh2+ Kf5 10 Qf2+ Ke5 11 Qc7+ Ke6 12 Qc4+ Ke7 
13 Qh7+ Ke8 14 Qb1 Ke7 15 Qgl+ Kd7 16 Qf8 Ke6 
17 KO Bd1+ 18 Kg3! Be5+ 19 Kh3 Bg6 20 Qc8+! Kf6 
21 Qc5! Be8+ 22 Kh4 Ke6 23 Qb6+ Kf5 24 Qa5+ Ke6 
25 Qa6+ Ke7 26 Qb6 Bf6+ 27 Ka5 Bd7 28 Kh6 Bf5 
29 Qc6 Be5 30 Kg5 Bd7 31 Qh6 Bb2+ 32 Kg6 Be8+ 
33 Kf5 Bc2+ 34 Kg4! Bdl+ 35 Kh3 Be8+ 36 Kg3 Bf6 
37 Qel+ Kf7 38 Qh1+ Kg7 39 Qb7+ Kf8 40 Qh7 Bf7 
41 Qe4 Kg7 42 Qel+ Kh7 43 Kg4 Bg6 44 QfS! Bh8 
45 Qh2+ Kg7 46 Qb4+ Kh7 47 Qh4+ Kg7 48 Kf4 Ba7+ 
49 Ke5! Bb8+ 50 Ke6 Ba7 51 Kd6 Bh7 52 Qa5+ Bh6 
53 Qb6 Kg6 54 Kd5+ Kh5 55 Qb3+! Kh4 56 Qb2+ Kh5 
57 Qh2+ Kg5 58 Qe7 + Kg6 59 Qe4+ Kg7 60 Qg2+ Kf6 
61 Qb2+ Kf7 62 Qb7+ Kg6 63 Qbl+ Kg7 64 Qb6 Bg5 

65 Ke6 Bg6 66 Qa5+ Bh6 67 Qc7+ Kg8 68 Qb7 Kh8 ' 
69 Kf6 Ba8 70 Qa6 Bc3+ 71 Kf7 Bc2+ 72 Ke6 Bb1+ 
73 Kd5 Ba8+ 74 ReS Bf8+ 75 Kd4 Bg7+ 76 Ke3 Bh7 
77 Qb6+ Ka8 78 Kf3 Bh8 79 Qc6+ Ka7 80 Kg4 Be2+ 
81 Kg5 Bb2+ 82 Kg6 Bh7+ 83 Kf7 Bh8 84 Qc5+ Ka8 
85 Qc7 Ba6 86 Qd8+ Ka7 87 Qel+ Ka8 88 Qh1+ Bb7 
89 Qb3 Ka7 90 Kg6 Be4+ 91 Kh5 Bb7+ 92 Kg5 Ka6 
93 Qh5+ Ka7 94 Qh2 Ka8 95 Kg6 Bd1+ 96 Kh6 Ba7+ 
97 Ka5 Bc8 98 Qb2 Bb8 99 Qc2+ Kb7 100 Qh7+ Kc6 
101 Qb5+ Kc7 102 Qb6+ Kd7 103 Qxb8. 

The left-hand diagram shows the longest WIn for 
Q+B v Q, 79 moves to capture: 1 Qd4+! Kf5 2 Qf2+! Ke4 
3 Qh4+! Kf5 4 Qa5+ Ke4 5 Qa4+ Kd5 6 Qd7+! Ke4 
7 Qb1+ Qd3 8 Qg4+! Kd5 9 Qb7+! Ke6 10 Qc6+ Kf7 
11 Qh1+! Kf6 12 Qh8+ Kf7 13 Qf8+ Ke6 14 Qe8+ Kf6 
15 Be7+ Kg7 16 Qf8+ Kh7 17 Qf7+! Kh6 18 Qh1+ Ka5 
19 Qh4+! Ka6 20 Qg4+ Ka5 21 Bb4+ Kb6 22 Bg1+! 
Ka5 23 Bf2+ Kh6 24 Qh4+ Kg7 25 Qe7+! Kh6 26 Qf6+ 
Kh5 27 Qh4+! Kg6 28 Qa4+! Kg7 29 Ba5+! Kf6 
30 Bh4+ Ke5 31 Qe8+ Kf4 32 Bc7+! Kg5 33 Qg2+ Kh5 
34 Qh1+ Kg5 35 Qh4+ Kg6 36 Qa4+! Kf6 37 Ba1+ Ke7 
38 Qh4+ Ke8 39 Qh5+ Kd8 40 Qa5+ Ke8 41 Qe5+ Kd8 
42 Qc7 + Ke8 43 Qc6+ Kf7 44 Qf6+ Ke8 45 Qe6+ Kf8 
46 Bh2+ Kg7 47 Bb4+ Kh8 48 Qh1+ Ka7 49 Bgl+ Kb8 
50 Qh8+ Kb7 51 Qb6+ Kc8 52 Qc6+ Kd8 53 Bf2+ Ke7 
54 Bh4+ Kf7 55 Qh1+ KfS 56 Ba5+ Ke7 57 Qb7+ Ke6 
58 Qc8+ Ke5 59 Qh8+ Kf4 60 Bc7+ Kg4 61 Qh4+ Kf5 
62 Qh5+! Ke6 63 Qe8+! Kf6 64 Bd8+ Kg7 65 Qe7+ Kh6 
66 Qg5+ Kh7 67 Qh5+ Kg8 68 Qh1 + KfS 69 Qh8+ Kf7 
70 Qf6+ Kg8 71 Qe6+ Kg7 72 Ba5+ Kh8 73 Qh1+ Ka7 
74 Bf2+ Ka6 75 Qg8+! Qh7 76 Qc4+ Kh6 77 Ba5+ Ka7 
78 Bd2+ Kb7 79 Qxh7+. 

Despite its additional power, bishop still loses to rook 
and knight: 1 Rh3! Kg4 2 Rh2! Kg3 3 Rhl! Bg8 4 Nf5+! 
Kf4 5 Rh5! Bf7 6 Ra5 Bc2 7 Nd4 Be8 8 Kf2 Ke4 9 Ne6 
Kd3 10 Ng5 Bc6 11 ReS Bhl 12 Kg3 Ke3 13 Rc3+ Kd4 
14 Rel Be4 15 Kf4 Bd5 16 Rc7 Bh1 17 Rc2 Bb3 
18 Nf3+ Kd5 19 Rel Bh5 20 Ng5 Kd4 21 Ne6+ Kd5 
22 Nc7+ Kd4 23 Nb5+ Kd5 24 Ke3 Bb3 25 Nc7+ Ke5 
26 Rc5+ Kf6 27 Rb5 Bf7 28 Kf4 Kg6 29 Rg5+ Kh6 
30 Kg4 Ba2+ 31 Kh4 Bhl 32 Rf5 Kg6 33 Rf4 Bf7 
34 Nb5 Bhl 35 Na3 Bb7 36 Nc4 Bd5 37 Nb6 Bb3 38 Rf2 
Bh1 39 NhS Kh7 40 Rf6 Bg2 41 Kg5 Be4 42 Rh6+ Ka8 
43 Nf6 Bd3 44 Rb6 Ka7 45 Nh5+ Kh7 46 Re6 Ka8 
47 Re7 Kb8 48 Na7 Be4 49 Kh5 Bd3 50 Ka5 Ka8 
51 Nc6 Bfl 52 Ne5 Be2 53 Kh6 Bfl 54 Nf7 Kb8 55 Nd6 
Bg2 56 Ka6 Ka8 57 Nf7 Bh3 58 Kb6 Bfl 59 Rc7 Bg2 
60 Ng5 Kh8 61 Na6+ Kg8 62 Rg7+ KfS 63 Rxg2. 
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THE END Is NIGH! 
by Paul Byway 

The competition is double ration in 
this issue! But first, just a thought as 
to how you might represent a four 
dimensional endgame. Use an Alice
type diagram, but each piece must be 
shown on both boards. A 3-piece 
example is shown below with an 
asterisk marking co-incidence. 

Solutions to Competition 23 

#134 7 Ne4 d3 Bg5 Bxe7 ReI Rxc7 
Nexd6 mate 
#135 7 Ne5 Nd7 Nb3 Nbc5 Bf4 Bxc7 
ReI mate 
#136 9 Nc3 Nxe4 Nd6 Ke2 Kd3 Kc4 
Kb5 Kxc6 B g5 mate 

The current scores:- FG 75, IR 69, 
DP 46, CL 24, PW 24, RT 19, JB 16, 
NE 2, SB 2. I seem not to have 
received solutions from some regulars 
this time - have I mislaid yours? If so 
you have my apologies. Let me know 
and I'll correct the scores. 

Competition 24 follows. In # 137, 
from a 1984 booklet "Special topic: 
Cannon plus Pawn", cannon moves as 
rook, but can capture only if there is 
precisely one man between it and its 
target; other men are as on page 54. 

10 
9 
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#137 - Author unknown 

k : 
E 
e 

Red to play and win 

#138 Mazza - Fontana (1,987) 

White wins (series 9) 

#139 Rallo - Cassano (1988) 

Black wins (series 8) 

#140 Dipilato - Davide (1987) 

White wins (series 9) 
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# 141 Dipilato - Castelli (1984) 

White wins (series 11) 

#142 Lesnicenko-Gadzinskaya (1991) 

Black wins (series 6) 

#143 Cesaro - Sala (1993) 

White wins (series 7) 

#144 Brusca - Mapelli (1986) 

White wins (series 7) 
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SOLUTIONS 

VC 47 Proof Games (page 42). 11 
(PF): 1 Rgl b5 2 RNfl b4 3 RBNhl 
b3 4 RNgl bxa2 5 Rn axblRBN 
6 Ra4 RBNc3 7 Rb4 RBe3 8 bxc3 
Bf4 9 dxe3 as 10 exf4 axb4. 

12 (Rosier): 1 e4 e5 2 Ke2 Qh4 
3 Qel Qxe4+ 4 Kdl Qh4 5 d4 Qd8. 

13 (PF): 1 e3 b6 2 Ke2 Na6 3 Kd3 
Nc5+ 4 Kc4 Bb7 5 Kb5 Bc6+ 6 Ka6 
Rb8 7 Kxa7 d6 8 Kb7 Qc8+. 

Progressive Chess (page 50). What if 
6 Kxd8, B, fxg2, gxflQ+? White can 
mate in six (say Ke2 Ne3 Nd5 Bd2 
Rxfl Rf8), and there is a similar mate 
in seven if Black runs the h-pawn. 

After la Ke6 etc: no mate was found, 
but 11 Ke3 Nf2 Nxe4 Nc3 Na4 Nxb6 
Na4 Nc3 Ne2 Kf3 h3 left Black 
helpless and he resigned: 

Remarkably, there was no promotion 
by either side after move 5. 

Losing Chess (page 51), Hofmann 
study. Try say I Kg3: no, 1...Rc8 
2 Kf4 (nothing better) b5 3 Ke5 b4 
4 Kd6 (if White does nothing, Black 
will promote to R or B and win easily, 
so he goes for the rook) Rh8 5 Kd5 b3 
6 Kd4 b2 7 Kc4 Rh7 with a winning 
promotion next move (8 Kb4 biB, 
8 Kd3 blR). 

Hence 1 Kg4! ReS (best) 2 Kf5 b5 
3 Ke6 (threat 4 Kd7 drawing, for 
example 3".b4 4 Kd7 Re8 5 Kxe8 b3 
6 Kd7 b2 7 Kc6) Re3 (for 3".Rc2/Rc I 
see below) 4 Kd7! (forcing the rook 
off the c-file) Rh3 (4".Rf3 stops what 
is to follow, but 5 Ke6 Rc3 6 Kd7 
repeats) 5 Kd6 (now White goes for 
the pawn) b4 6 Kd5 b3 7 Ke4! Rh1 
S Kd3 b2 9 Kd2 ReI (other moves 
lose) 10 Kxe1 and draws. If 3 ... Re2 

then 4 Kd7 Rh2 5 Kd6 b4 6-7 Kd4 
b27 Ke3 and Black has nothing better 
than 7".Rf2 8 KxR drawing; if 3 ... Rcl 
then 4 Kd7 Rh1 5-7 Kd4 b2 S Kd3 
Rfl (8".bIR? 9 Kd2 and wins) 9 Kd2 
as before. 

XiangQi (page 54). First diagram. 
1 Pg7-gS+ Kf8-f9 2 PgS-g9+ Kf9-flO 
(if 2".Kf8 then 3 Hg6 mate) 3 Hi7-h9 
(not check, but...) Rh10-ilO (else the 
rook goes) 4 Hh9-g7 and Black is 
dead: 

10 
9 
8 
7 

k . 

f 

.t! 

r 

Red threatens 5 Pf9 mate, and Black 
has no defence; he is not allowed to 
give perpetual check, and if he tries 
5".Ri lO-i9 he is mated by 6 Pg9.-g 10. 

Second diagram. 1 Hg6-f8+ Ke10-e9 
and Red would like to bring his other 
horse into play by 2 Hcd7+, but Black 
can reply 2".Kf9 and Red's attack is 
at an end. So Red must continue with 
2 Hf8-d7+, and Black has a choice: 

10 9 9 
9 k 
8 
7 .t!f 
6 
5 .t! 

Given is 2 ... Ke9-e10, leading to mate 
by 3 Hd7-c9+ Ke10-e9 4 He5-d7+ 
Ke9-d9 5 Hd7-bS+ Kd9-e9 (5".Kd8 
6 Hb7 mate) 6 Pe7-eS : 

10 9 9 
9 .!:! k 
8 .t! f 

!S 

If instead 2".Kd9, we have the same 
moves in a different order, 3 Hb8+ 
Ke9 4 Hcd7 + Ke 10 5 Hc9+ Ke9 
6 Pe8, giving the same mating 
position though the horses have 
changed places. 
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Third diagram. 1 Hi7-h9 Cl Hxh5 
pf3 and it is Black who mates) 
KflO-e10 (l...Kf9 2 Hh8 mate) 
2 Hh9xf8+ (Red cannot play 2 Hg9+ 
because Black's guard obstructs the 
route) Ke10-flO 3 Hf8-h9+ KflO-e10 
4 Ht7-g9+ (but now he can) Ke10-flO 
5 Hg9-eS++ and mate next move. 

Fourth diagram. 1 Pf6-t7+ Kf8-f9 
2 Pt7-f8+ Kf9-flO 3 Hg9-eS and 
Black is almost completely tied up : 

10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

9 h k 
.!:! r : 

.!:!f 

p 

h 

None of his back four men can move 
(the rook is pinned by both horses), 
Red threatens 4 Pf9+ Hxf9 5 Hg7 and 
mate by 6 Hh9, and if 3".Hxe8 then 
4 Pf9 is mate at once. Black's only 
hope is 3 ... Hg7-f5 blocking the Red 
king's guard of f9, and now 4 Hd9-e7 
threatens mate by Hg8. If Black kills 
this by playing 4".Hxe7 then the f-file 
is open again and the mate by 5 Pf9 
comes back (5".Hxf9 is impossible 
because e8 is blocked), and if he tries 
to guard g8 by playing 4 ... Hf5-g3+ 
5 Kfl-f2 Hg3-e4+ 6 Kf2-fl He4-f6 
he finds that 7 He7-gS+ Hf6xgS 
forces the file open again, and 
S Pf8-f9 is once more mate. 

Winning Ways (page 57). A trip to 
k9 suffices for Norton's problem: 
1 Rb5 Kd4 2 Rk5 Ke4 7 Kf6 Kj4 
S Rk9 Kj5 10-11 KhS Kj7 12 Ki9 
and Black has been reined in. Moser's 
problem is a generalized opposition 
study: 1 Ko3 Ki2 2 Ko2 Kil 3 ~n3 
etc, or 2 ... KhllKj1 3 Kn1. 

Pappus (VC 47 P 47). Paul Yearout, 
who like me was brought up in the 
days when mathematics lessons taught 
geometry and not jargon, points out 
that I misstated the result; it is of 
course the cross-joins (B'C", B"C') 
(CA ", CA '), and (A 'B ", A "B') that are 
stated by the theorem to be collinear. 
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This time's offerings are the results of 
anything from four months of hard 
analysis to a few moments of idle 
reflection, but I hope all will be found 
of interest. The Progressive game is 
one of the best I have seen, and I have 
suggested it to David Pritchard for 
cosideration as an ex-ample in the new 
edition of the Encyclopedia of Chess 
Variants. 

Proof Game Composing Com
petition (see VC 47 P 42). Peter 
Fayers asks me to remind readers that 
entries should reach him by June 30. 

Scotch Kriegspiel (VC 47 P 37). 
Fred Galvin adds a rider: " .. .it seems 
to me now that Italian Progressive 
Kriegspiel would be an improvement. 
You could try to locate the enemy 
king by giving early checks which 
would be nixed by the referee." 
I personally dislike the Italian rule, 
but here may be a situation where it 
would show to advantage. 

BCVS NOTICES 

The Annual General Meeting will be 
held at 5 Biddulph Street, Leicester 
at Saturday 18 June (business 
meeting in the morning starting at 
1130, informal tournament in the 
afternoon). UK members will find a 
formal notice with this issue of VC, 
and members from abroad who are in 
the UK on the day will be welcome 
also (but please tell us in advance if 
you are likely to be coming). 

George lelliss has kindly offered to 
host the meeting this year, ,and we 
hope that the new location and the 
opportunity to browse in the Library 
will attract some members whom we 
do not normally see. The nominal 
business at these meetings may be as 
formal and routine as such things 
always are, but the afternoon sessions 
have in the past been most enjoyable; 
do come and show your faces. 

Walnut Chess (VC 47 p 41). David 
Pritchard has commented pertinently: 
"The game is similar as regards 
moves with many of the uncounted 
war games of the 19th century 
(Iightlheavy/footlmounted troops etc 
moving a limited number of spaces). 
Guns very common, combined attacks 
I think not uncommon, but 
camouflage and an hexagonal board 
much less so although common of 
course in many chess variants. 
Hexagonia (1864) had guns, cavalry 
and infantry on an hexagonal board. 
When I was researching the ECV 
I explored many (dozens, certainly) of 
these war games, mostly of Central 
European origin as I remember, but 
rejected them all as being too remote 
from chess." 
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CALENDAR 
XiangQi. The 3rd "lin Yang Cup" 
(UK individual championship 2005) 
will be held at the Pontefract Castle, 
71 Wigmore Street, London (fairly 
close to Bond Street underground) on 
Sunday May 22 (five rounds, 
scheduled playing time 1200-2030). 
See the web site <www.ukcca.org> 
for additional information. Entries 
(£10 fee) should reach C. K. Lai, 
12 Haslam Street, London SE15 5GD, 
cklailai@aol.com, by May 18. 

Bughouse. A reminder that there 
will be an international Bughouse 
gathering in Geneve over the weekend 
of August 19-22. Contact Fabrice 
Liardet (nabla@pion.ch) for details. 

Circular Chess. I still have no 
details of this year's Circular Chess 
World Championship beyond the bare 
date and place (Lincoln on August 
20), but if interested readers would 
care to contact me I shall be delighted 
to pass on any information as soon as 
I receive it. 

Notices for VC 49 should reach me 
by June 15, though notices received 
later will be fitted in if it is at all 
practicable. 

Randomization. The "Fischerandom" 
or "Chess 960" variant (bishops on 
different colours, kings between the 
rooks) continues to attract sponsors, 
and Peter Fayers has drawn my 
attention to a World Championship 
match which was held in Mainz last 
year (see <www.chesstigers.de> for 
more). David Pritchard and I may be 
unimpressed both by this variant, as 
witness David's review in VC 44, but 
others are clearly prepared to put their 
money where our mouths are not. 
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BISHOP ENDINGS 
IN KRIEGSPIEl 

I had not intended to return to the 
Kriegspiel ending king, bishop, and 
knight against king (see "In the 
Library" in VC 4S), but Ishak and his 
1926 Los Angeles team seem never to 
have published their full analysis, and 
some writers have questioned whether 
they genuinely found a complete 
solution. I think they did, and I hope 
that what follows will convince. 

Let's start at the end, with A : 

This is a simple win for White 
wherever his knight may be, but he 
must locate the Black king exactly in 
order to ensure that his penultimate 
move gives check and not stalemate. 
So try Kc7, and if No we know 
Black's king is on bS. If Yes, Black 
must reply ... Ka7, White continues 
BcS, Black's ... KaS gives a reflection 
of the opening position, and this time 
we know Black is on as. 

Almost as easy is B : 

Try Kc7, and if Yes continue with 
BcS giving A (we ignore reflection). 
If No, Black must be on bS, so we 
tempo with the knight and follow with 
BcS and Ba6, again reaching A. 

Another useful win is given by C, 
which we had last time: 

This is a reflection of the position in 
last time's final diagram, after White's 
move Ke6 and Black's reply, and the 
winning method was given then. 

More difficult is D : 

The White king may be anywhere. 
This is a routine win in ordinary 
chess, but in Kriegspiel it is not so 
easy. A solution appears on page 79, 
but simpler and more elegant answers 
will be welcome. 

Having solved D, we can attack E, 
where the king controls b4 and the 
knight looks after e7 : 

Try Kb6. If No then Black is not on 
dS, and Ne7 followed by Nd5 gives D. 
If Yes then he is on bS/cS/dS, and we 
can continue Kc5, Kd6, Ne7, and 
Nd5, shutting the door on b4 just 
before Black can get there. 

This has given us some target 
winning positions. Now let us look at 
getting him out of the "wrong" corner. 
Suppose we have reached F : 
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The White bishop may be anywhere, 
but this doesn't matter because the 
first step is to play it to the diagonal 
e4-h7 (so that it will guard bl after the 
knight has moved). Now try Kc2, and 
if No then tempo with the bishop and 
try again. Black necessarily replies 
... Ka2. Now play Nc5 (guarding a4), 
Kc3 (guarding b4 and leaving the 
bishop to hold bI), tempo, Bd3 
(guarding b5 for later on), and after 
Black's ... Ka2 we have G : 

Now comes Nb3 (guarding aI),. Nc1 
(guarding a2), Bc4 (taking over the 
guard of a2 and also· delaying Black's 
flight eastward by holding b5), Ne2, 
Ng3, Nf5 (guarding d6 just in time), 
Bf7 (ditto eS), and we have H : 

The next task is to push the White 
king up the b-fiJe. The first step is 
easy: try Kb2, and if No then tempo 
with Kc2 and then try again. Black 
can of course reply ... Kb4, which 
gives us I: 
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Try Kb3, and if Yes we have made 
progress. If No, play Bb3, and if no 
check is announced he must be on b4 
and his necessary retreat will allow 
Ka3, Bt7, and Kb3. If Bb3 is check, 
try Ka3, and if Yes follow up with Bt7 
and Kb3; if No (Black on b4) then 
tempo with Be6 and try Kb3 again; if 
again No (Black now on a4) tempo 
with Bt7 and try once more; if still 
No, Black must be back on b4, and 
Bb3 won't be check and will force 
him to retreat. Eventually, therefore, 
we can achieve Kb3, giving J : 

Do much the same, repeatedly probing 
with Kb4, using Bc4 to control bS, 
and triangulating with the bishop if 
necessary, and we arri ve at K : 

White's next few steps are a little 
easier. Try KbS, and if No play Kc4 to 
take over the guard of dS. Now try 
KbS again, and if still No Black must 
be on as/a6/b6/c6; play BeS, follow 
up with KcS (tempoing with Kb4 if 

No first time) and Bc6, and we have 
E. So if Black is not to let White 
reach E, he must allow KbS. Similar 
arguments force him to allow Kb6 and 
Kb7, which brings us to L : 

Now try Kc6. If Yes, Black must reply 
... KcS, and White will play Ne7 and 
NdS and (with care) soon reach D. 
If No (Black on d7), substitute Kb6, 
and after Black's reply we have M : 

For a long time, I could now find 
nothing better than choosing at 
random between Kb7 (which works if 
Black is on cS) and Kc6 followed by 
Kb7 (which works if he is on dS), 
returning to M as long as the umpire 
says Yes to Kb7 and substituting Kc6 
with a win as soon as he says No. 
However, the 1926 Los Angeles team 
claimed to have found a win within a 
fixed number of moves, which this is 
not, and at last the penny dropped: 
from M, play Kc6, then withdraw the 
bishop by Bg6 or BhS, and only now 
try Kb7. If No, Black must be on 
a7/a8/b8/c8, and White can substitute 
Ne7 and soon reach D; if Yes, Black 
must be on d8, and after his forced 
... Kd7 White can return with Bt7 and 
force him back to dS. Now we have L 
but with Black known to be on d8, 
and Kc6 gets aYes and wins. 

This has outlined a proof of the win 
from F, and the wins from other 
"wrong corner" positions can be 
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proved similarly. It remains to show ' 
that White can always force Black 
back to the edge and then to a corner, 
but it seems to me that the analysis so 
far establishes the key points and that 
completing a proof in full detail would 
be merely a matter of routine. I have 
assessed this routine work as "tedious 
and time-consuming" and I have no 
present intention of doing it, but I am 
satisfied that the Los Angeles team of 
1926 were correct in their claim. 

We now come to the ending king and 
two bishops against king. Every 
writer from 1914 onwards seems to 
have described this as a relatively easy 
win, and I have had no hesitation in 
accepting this conclusion. The bishops 
can set up an impassable barrier 
against the enemy king and can place 
themselves so that he can never attack 
them; surely a win can be based on 
this? But Fred Galvin has drawn 
my attention to a demonstration by 
Thomas Ferguson that there are 
simple and natural positions from 
which a win cannot be guaranteed 
within a finite number of moves. 

Ferguson points out that if all three 
White men are within the central 16 
squares and the position of the Black 
king is unknown, White can never 
safely move a man out of this central 
16-square region. A typical position is 
shown below: 

If White tries say Kd7 and Black is on 
d4, he loses his bishop; if he tries Be7 
and Black is on eS, he gives stalemate. 
White can probe repeatedly with KeS, 
substituting Be7 as soon as he hears 
No and eventually plucking up his 
courage and playing Ke6 and Kd7 if 
he always gets Yes, and by this means 
he can make the probability of failure 
as small as he likes; but there seems to 
be no way to eliminate it entirely. 
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PROGRESSIVE CHESS 

Opening play in Progressive Chess 
has tended to become even more 
stereotyped than in ordinary chess, but 
Noam Elkies appears to be willing to 
experiment, and against Norbert 
Geissler in the 1996 First Internet 
World Championship he tried 1 Nf3. 
Black naIvely replied 2 Nc6? d5, and 
after 3 Nd4 Nxc6 Nxd8 it became 
clear that his move Nc6 had merely 
thrown away a knight and a tempo. 
Play continued 4 Kxd8 Bf5 Bxc2 
Bxdl and there was no mate, but 
5 Kxdl e4 Ba6 Bxb7 Bxa8 left White 
well ahead: 

Black tried 6 d4 d3 as e5 Bd6 Ne7, 
when there appears to be no mate, but 
7 a4 Bc6 Ra3 Rxd3 Rh3 Rxh7 
Rxh8+ left him hopelessly behind on 
material and he resigned. Conclusion: 
while 1 Nf3 mayor may not be good, 
Nc6 as part of Black's reply certainly 
isn't. 

Noam also experimented as Black 
against Hugh Brodie, meeting 1 d4 
2 d5 Nf6 3 e4 e5 Bb5+ with 4 Nc6 
Bg4 Bxdl Qc8 : 

To capture the queen is obvious but 
takes three moves, and after 5 Ba6 
Bxb7 Bxc8 Kxdl Ke2 6 Rxc8 Nxe5 
Nd3 e5 exd4 Nxc1+ Noam assesses 
Black's position as apparently strong: 

~AriADt Chess 49 

White actually blundered and lost at 
once, but can any reader find a good 
continuation for him? 

Another line which turned out 
unexpectedly badly was played by 
Hugh Brodie against Scott Gordon. 
After 1 e4 2 e5 d5 3 d4 Bg5 Bxd8 the 
sequence 4 exd4 d3 dxc2 cxdlQ+ 
seems reasonable enough, but White 
answered 5 Kxdl e5 e6 e7 exfSQ+ : 

Taking the queen and bishop will 
now occupy three moves, leaving only 
three for doing something positive. 
Black's actual reply lost at once; can 
any reader find a saving line? 

Norbert Geissler's game against 
Fred Galvin started 1 d4 2 cS cxd4 
3 e4 e5 Bd3 4 e6 Qg5 Qxc1 Qxdl + 
5 Kxdl Nf3 Nxd4 Nxe6 NxfS 6 KxfS 
Ke7 Nc6 Nxe5 Nxd3 Nxb2+ 7 Kd2 
h4 h5 h6 hxg7 gxh8Q Qe5+ : 

Getting out of check and taking the 
queen will cost Black three tempi, but 
8 Kd8 d6 dxe5 Bh3 Bxg2 Bxhl Kd7 
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Rb8 prevented White from promoting 
and set up many threats. Play 
continued 9 Nc3 Nb5 Nxa7 Rxhl 
Rxh7 Rh8 Rxg8 Rxb8 Rxb7+: 

Fred's actual 10 Kd6, Nxf2, Nxb7, 
Nxa7, Kd5 won comfortably enough, 
but his son David found something 
crisper. Answer on page 79. 

Fred's win against Juha Kivijarvi 
came down to what Bill Taylor' called 
"a fascinating slo-mo ending" in his 
report. 1 d4 2 d5 e5 3 Bg5 Bxd8 Bh4 
4 g5 gxh4 Nc6 Bb4+ 5 Qd2 Qxb4 
dxe5 Qxh4 Kd2 6 Nh6 Nf5 Nxh4 
Bh3 Bxg2 Bxhl 7 e4 exd5 dxc6 cxb7 
bxa8B Bxhl Na3 8 Rg8 Rxgl Rxhl 
Rxfl Rxal Rxa2 Rxa3 Rf3 : 

Now came 9 b4 b5 b6 bxc7 c8N 
Nxa7 Nc6 Nd4 Nxf3 10 f6 fxe5 e4 
exf3 Kd7 Kd6 Kd5 Nf5 h5 h4 : 

White might have resigned here (Kxf5 
will take ten moves, leaving only one 
more), and he duly did so next turn. 
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LOSING CHESS 
A popular modern defence to the 
standard opening 1 e3 is 1...cS seeking 
to gain space, and several of the 
games in the 2001 "First Unofficial 
Losing Chess World Championship" 
featured it. We looked at one in 
VC 46; here are some more. As usual, 
I am relying on Stan Goldovski' s 
invaluable program Giveaway Wizard 
for the analysis. 

One of the games was Tim 
Remmel's win in Round S. The 
opening exchanges 1 e3 cS 2 BbS c4 
3 Bxc4 dS 4 BxdS QxdS S QhS QxhS 
6 b3 Qxh2 7 Rxh2 Be6 8 Rxh7 Rxh7 
9 Kf1 Bxb3 10 cxb3 gS appear to 
have given no particular advantage to 
either side and can be regarded as 
play able pending deeper analysis, but 
now White blundered by 11 Ba3? : 

No doubt he thought he was getting 
rid of his bishop, but... Answer on 
page 79. 

Lenny Taelman won with White in 
Round 6. 1 e3 cS 2 Bd3 c4 3 Bxh7 
Rxh7 4 Na3 Rxh2 S Nxc4 Rxg2 
(S ... Rxhl loses to 6 d4 Rxgl 7 Qf3 
with Qxb7 to follow, Black soon 
getting a rampant bishop) 6 Nd6 exd6 
(other moves lose off-hand) 7 Ne2 
Rxf2 8 Kxf2 Qf6 (players of my 
generation would automatically have 
played 8 ... Qh4 to get rid of the queen, 
but modern players realise that a 
superiority of material is normally an 
advantage and they do not get rid of it 
unless they must) 9 c3 Qxf2? (but this 
loses and only 9 ... Qxc3 was perhaps 
play able, so maybe the instincts of my 
generation had some merit after all). 
The position now reached appears at 
the top of the next column, and the 
game continuation can be found on 
page 79. 
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Two variations in 10han Snuverink's 
Round 6 game showed how sensitive 
Losing Chess can be to a minor 
change in the position. 1 e3 cS 2 Bd3 
Nf6 3 Bxh7 Nxh7 (3 ... Rxh7 4 QhS is 
a forced win) 4 QhS Rg8 S Qxh7 g6 
6 Qxg8 Na6 7 QxfS KxfS 8 g4 Kg7 
9 Ne2Nb4: 

White saw that 1O ... Nxa2 would win 
for Black (simplest after 11 Rxa2 is 
Il...QaS 12 RxaS dS 13 Rxa7 Bxg4 
and White's rook will soon be left 
rampant), and play continued 10 a3 
Nxc2 11 Kfl Nxa3 12 Rxa3? : 

White presumably reckoned that the 
above line no longer worked, and 
indeed it doesn't (after 12 ... QaS 
13 RxaS dS 14 Rxa7 Bxg4 IS Rxb7 
Bxe2 the Black bishop now attacks 
the White king, and White can play 
16 Rxe7 Bxfl 17 Rxn getting rid 
of his rook). However, Black had a 
second option, and this does still 
work; answer on page 79. 
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10han's Round 7 game provided ' 
an instructive example of what can 
happen when a player miscalculates or 
misplays a forced win. White should 
have won, but he let Black off the 
hook, and after Black's 17th move the 
players had reached this position: 

Black now thr~atens 18 ... Bf4 followed 
by a complete giveaway to the knight 
(see page 79 for a line which works 
after any White pawn move), so the 
knight must move away. White can of 
course get rid of it, but this reduces 
him to two very backward pawns and 
Black will be able to organize a 
suitable reception for their eventual 
promotion. If for example 18 Nf4 
then 18 ... Bxf4 19 a4/c4 (waiting 
gains nothing) bS 20 axbS/cxbS Ba6 
21 bxa6 Nf8 22 c4/a4 Rb8 23 cS/aS 
Nb6 23 cxb6/axb6 axb6 24 a7 BgS 
and Black can meet any promotion 
(main lines on page 79) : 

18 Ng3/Ngl can be met similarly, 
18 Nc3 bS 19 NxbS Rb8 20 Nxa7 
Nb6 21 Nxc8 Nxc8 turns out to be no 
better, and 18 Nd4 attacks e6 and 
loses at once. This leaves only 
18 Nc 1, after which White is wholly 
passive and Black will be able to 
advance and arrange a multiple 
giveaway. There is no forced win 
within my computer's horizon, but I 
am sure the experts would adjudge 
White's game to be lost. 

---
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MODERN COURIER CHESS 
by Paul Byway 

A game from our latest postal tournament. Fers (inverted 
bishop on diagrams) moves one square diagonally; courier 
(inverted knight) jumps two squares laterally, vertically, or 
horizontally. Board 12 x 8; back rank RNCBFQKFBCNR; 
king or fers can make a double move at its first turn, but 
not to capture nor out of or through check. White was 
Robert Reynolds, Black John Beasley. 

1 f2-f4 h7-hS 
2 Nbl-e3 

More forceful is 2 e4 Bxe4 3 Bxh5 i6 4 Qe2 Bxc2 5 Bxi6+ 
jxi6 6 d3 Bxd3 7 Qxd3. 

2 f7-f6 
3 
4 

S 

e2-e4 
Fel-e3 

d2-d4 

i7-i6 
e7-e6 

This is a little loose for my taste; I would prefer to spend 
the tempo on development. 

S g7-gS! 
Now 6 f5 is desirable but thanks to 5 d4 it fails after 6 ... d5! 

6 g2-g3 gS-g4 
7 Nkl-j3 f6-fS 

This looks strong. In MCC a pawn on the 5th is better than 
in chess because it cramps the opponent's courier and fers. 

S e4-eS CjS-h6 
9 Fhl-f3 

Bravo! this sort of move is possible - and also necessary 
because of the strong Black centre. 

9 NkS-j6 
Quite right. Taking the fers would increase White's activity 
markedly for a minimal gain. 

10 d4-dS 
11 Ne3xdS 

... Fe6 at once is better. 
12 e2-e4 

NdS-e3 
b2-b3 

Bdlxf3 

13 
14 
lS 

e6xdS 
QfS-eS 

FeS-e6 
CeS-e6 

g4xf3 
Ce6-e4 

In the current crop of games there are several examples of 
a courier outpost; this is the first. I suspect that giving C+P 
for N is (marginally) a bad bargain, all else being equal. 

16 Qfl-d3 NbS-e6 
17 a2-a3 BdS-e7? 
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Cutting off the queen' s retreat cannot be right. ... Cg4 
would be better. 

lS Ne3xe4 
18 Na4 QaS 19 Cc3 Qa6 would be interesting. 

lS fSxe4 
19 
20 

Bf3xe4 
Qd3xe4 

BiSxe4 
FhS-g7 

A cool customer! Black's attention to development IS 

admirable. I would like to have seen 21 Ni5. 
21 Cel-e3 QeS-b6 
22 Ral-bl 

Why not 22 b4. Did White fear to give up two pawns for a 
knight perhaps? 

22 KgS-i7 
23 f4-fS? 

White lost the game here. Black has completed his 
development and now only wants employment for his 
rooks - and here it is! Why does White open a file against 
his own king with half his forces undeveloped? 

23 Fe6xfS 
24 Qe4xfS Be7xa3 

This is justified by Black's overwhelming advantage In 

active pieces. 
2S Ce3xa3 Qb6xe3+ 
26 QfS-f2 Qe3-d3 
27 Rbl-el Qd3xb3 
2S Ca3-eS Qb3xe4 
29 Cjl-hl 

Ch3 is more forward looking - and leaves a square for the 
king. 

29 
30 
31 

Chl-f3 
Nj3-iS 

b7-bS 
bS-b4 

R1S-bS 
Ouch! White must try to sacrifice both couriers for the 
pawns. He could start with Cxc7, and then Cxa7(5) unless 
Black plays ... a6. 
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32 NiS-g6+ Ki7-j8 
33 j2-j3 

This is all going to be far too slow. 
33 a7-aS 

Ideally this pawn should be taken so that the other courier 
can still stop the b-pawn. 

34 k2-k4 as-a4 
35 
36 

Bil.-k3 
CcSxa3 

a4-a3 
b4xa3 

The other courier is useless against the a-pawn. 

The end! 

37 Kgl.-il. a3-a2 
38 Ki1-j2 Qc4-d4 

39 
40 
41 

42 

Qf2-fl. 
k4-kS 

Qfl.x17 

Kj2-k2 

Rb8-b2 
Nj6-k8 
Ch6-j4+ 

Rb2xh2 
As so often happens, such overpowering force starts 
nibbling across to the other side of the board. 

43 Rll.-il. a2-al.=Q 
44 Resigns 

Key points: central pawn wedge; courier outpost; rash 
queen sortie; development; suicidal opening of the 
position. 

Note added by lDB. I normally encourage contributors to 
feature my losses rather than my wins, but this game had 
several points of interest. Black's attack from move 29 
might have been more incisive, and I seriously considered 
30 ... Rlf8 and if 30 ... Qe3 unpinning then 31 ... Rxf3 32 Qxf3 
Qxc5+ wiping out both White's couriers. Can Black now 
clinch the game on the Q side before White can bring his 
extra rook into play? And 1 completely overlooked 40 k5 
and 41 Qxl7, and was very lucky that the blocking move 
41 ... Cj4+ was available. Had White been able to play Bi5, 
his counterattack would have become very strong. 

IN THE LIBRARY 
Chess in Three Dimensions (photocopy of page 24 of 
Picture Post, 9 February 1946) 

Picture Post was an English illustrated weekly of the 1940s 
and 1950s, and this appears to have been one of several 
contemporary articles which publicized Charles Beatty's 
"Total Chess". This game is played on a stack of four 
boards, the lowest being an ordinary chessboard and the 
remainder being made of glass or some other transparent 
material. Moves are of three kinds: (a) ordinary moves on a 
board, (b) up-or-down moves to the corresponding square 
on another board, and (c) "total" moves, being an ordinary 
move followed by an up-or-down move. In addition, the 
pawns cast up-and-down shadows, and no man other than a 
knight can move through such a shadow. For greater detail, 
see pages 318-9 of The Encyclopedia of Chess Variants. 

Creating a good three-dimensional chess is not easy; 
for example, if the rooks just have their normal straight
line moves, far too many are needed to mate a lone king. 
Beatty's rules increase the power of the pieces without 
making them excessively strong, and the game strikes me 
as thoughtfully and intelligently designed. Yet it did not 
catch on, and I suspect that it failed for practical reasons. 
The stack of boards is somewhat cumbersome (there is a 
need for the players to get their hands between the boards, 
and if the vertical separation is large the squares must be 
reasonably large to conform), and if I had been playing 
I would have wanted to keep getting up and looking at the 
stack from above to get a better feel for the position. 

But of course the article didn't talk about chess other 
than in general terms, and it was the incidental background 
material that I found of greatest interest. The main picture 
shows Beatty and his wife perched over a board, and the 
furniture and fittings of the room are in ~ variety of styles 
which will delight historians of interior design. The caption 
under the picture reports that he had been invalided out of 
the Royal Welch Fusiliers in 1940, and that he had been 
farmer, big-game hunter, radio announcer, and in the port 
wine trade. He appears as a handsome and well-groomed 
man in his forties or late thirties, apparently wearing dinner 
jacket and black tie even in the privacy of his own home, 
and I was delighted to be able to show Sue that someone 
else's husband rucks up the rug when he pulls up his chair. 

Beatty also applied the same principle to draughts, 
producing a "Double Draughts" on two levels, and a 
subsidiary picture shows this game being played in the 
local pub near his home. Would board games of pure skill 
be played in local pubs today? Well, yes, because Circular 
Chess is regularly played in the Tap and Spile in Lincoln, 
but this was still a glimpse of a past age. Men only, mostly 
with cloth caps and of mature years, dark beer in proper 
glasses with handles, no gaming machine, no telly ... 

Three-dimensional chess has long fascinated mainstream 
popular journalists, but no version has really taken off. 
Beatty's version strikes me as better thought out than most, 
even if its fate was to be no better than that of the others. 
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AMBIGUOUS CHESS 

by Fabrice Liardet 

Ambiguous Chess is a very simple 
chess variant that I invented in 
January 200S. Its rules are as follows. 
• Instead of making a move on the 

board, the player points at the 
square he intends to move to; of 
course, he must have at least one 
man able to reach this square. The 
opponent then chooses which of the 
possible men will indeed move to 
the square. If only one man can 
move to the square pointed at, the 
move can be played at once. 

• Winning is by capturing the 
opponent's king. A move leaving 
the king open to capture is legal, 
and if such an option is available to 
his opponent a player may choose it 
(and instantly win the game). 

• Castling is forbidden. The 
promotion piece is chosen by the 
promoter's opponent. 

Simple ideas don't always arise in a 
simple way. Ambiguous Chess derives 
from a variant I invented as 
Unambiguous Chess, a notation
independent form of the existing 
Unambiguous Three-symbol Chess. 
In the latter game, the only possible 
moves are those which can be written 
using only three symbols in the 
English notation. In Unambiguous 
Chess, the move must be deducible 
from the arrival square only. It is 
allowed to play a man to a square only 
when no other of the player's men can 
reach this square. 

Unambiguous Chess cannot be 
played as I had intended, with the 
rules of disregarding checks and 
winning by king capture, because 
White would then have a forced win 
(answer on page 79). The game can be 
rescued by stating that moves leaving 
the king in check don't count as 
"possible moves", but even in this 
form it seems to be a cramped game to 
play, with few legal moves available. 
It is certainly of more interest 
for problem composition (with the 
original rule of disregarding checks) 
than for play. 

The idea of switching to 
Ambiguous Chess came from the 
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board game of Quarto, although the 
idea is in fact more closely related to 
Compromise Chess, a form of Refusal 
Chess where two moves have to be 
submitted at each turn, and the 
opponent chooses between these two. 

There follows a short but lively 
sample game, showing some of the 
typical tactics - and blunders - of the 
game. 

Fabrice Liardet - Jochem Snuverink 
(casual game, Geneva, 200S). 1 f4 c5 
2 Nf3 f6 3 c4 e5 4 Nc3 Nc6 5 Nd5 
Nb4! Exchanging White's powerful 
central knight. 6 e4 A voiding 6 ... e4 
and preparing an unexpected assault. 
6 ... exf4 7 Ne5!? Black forces this 
sacrifice; he could also have chosen to 
pull the e-pawn to the same square, 
but that would have left him with a 
cramped position. 

After the text move, White IS 
threatening 8 Nf7! Kxf7 (the queen 
cannot escape. to as because his a7 
pawn would be moved there instead) 
9 QhS+ Ke6 ( ... g6 would be replaced 
by ... Kg6 leaving the king still 
vulnerable!) 10 Nxf4 which is already 
mate: the black king cannot escape to 
e7 or d6, for instance, because one of 
his other men can be made to go there 
instead. 7 ..• g6! The knight cannot be 
taken because of 7 ... fxeS 8 QhS+ g6 
9 QxeS+ with a crushing attack. At 
this point it was completely unclear to 
both players whether the advanced 
white knight was menacing or would 
merely be soon lost. 8 Nxb4 cxb4 
9 Nxd7! seemed at first glance to 
clarify matters in favour of White, 
because of 9 ... Kxd7? (don't forget 
that White, not Black, is choosing 
which black piece recaptures) 10 cS! 
with the two threats of 11 BbS+ Ke6 
12 Bc4+ and mate soon, and 11 c6+ 
Kxc6 (or I I...Ke6 as above) 12 Qc2#. 
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Black doesn't have any major threats 
to cope with, but neither does he have 
many useful moves. The toughest 
defence is probably 9 ... Kf7! 
10 Nxf6!? (another desperado move, 
giving White a strong attack after 
1O ... Kxf6 11 eS+) 1O ... Qd4!? with 
a complicated position. 9 ... f5?! An 
even cleverer move, intending to play 
on f2 the trick that White had tried on 
f7 before. The idea is 10 ... f3 followed 
by 1 1...f2+ 12 Kxf2 Qh4#, while 
11 gxf3 would allow the same mate; 
but White can still get the upper hand 
with the prosaic 10 exfS, when 
Black's counterplay to the threat of 
Qc2-e4 is just too late: 1O ... f3 11 g3! 
f2+ 12 Kxf2 BcS+ 13 d4! 10 Nc5?? 
A classical Ambiguous Chess mistake. 
I of course intended to push my pawn 
on cS with strong threats, and 
completely overlooked that my 
advanced knight could retreat to this 
square. Now White's Imtlatlve 
backfires instantly. 10 ... Bxc5?! Even 
stronger is 1 0 ... f3! wpen White can do 
nothing against the double mating 
threat of 1 1...f2+ 12 Kxf2 Qd4# or 
Qh4#. 11 Qf3?! White could survive 
with 11 d4 Qxd4 12 Qxd4 Bxd4, but 
would remain one piece down in a 
hopeless position. 11...Bf2+ Haven't 
we seen this trick before? 12 Kxf2 
Qh4#. 

As far as the few games played (only a 
dozen) can tell, Ambiguous Chess has 
been very well received, with players 
seeming to enjoy the unusual patterns 
of the game. The French variant 
enthusiast Lionel Belin has even 
started to write a computer program 
for it. 

For my part, I may within the next 
few months offer a bilingual interface 
on my web site <www.pion.ch>. 
allowing the playing of Ambiguous 
Chess and my other pet variants. 
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fALCONRY 
by David Pritchard 

This variant was invented in the early 1980s. It is played 
on a 10 x 10 board with 24 men a side: The extra pieces on 
each side are two Dolphins, Falcons and Princes plus two 
additional pawns. 

Dolphin: Moves like a rook but up to three squares only. 
It may leap intervening men. 

Falcon: Moves up to three squares as a bishop or as a 
camel (3-1 leaper), hence is confined to the squares of one 
colour. 

Prince: Moves one square ahead either straight or 
diagonally (two-square option initially; e.p. permitted). 
The Prince captures like an orthodox pawn, and may 
promote to any piece. 

The new men are distinctly coloured, blue on the White 
side, red on the Black. This is to assist recognition, and, 
more obscurely, because together with white they are the 
colours of the Three Muses and also the national flag. The 
other men behave normally but I could find no mention of 
castling which however would appear to be orthodox. Here 
is the starting position (white square left corner): 

Notice that none of the new pieces challenges the power of 
the queen. (A fault of several large variants is that they are 
overloaded with ultra-strong men.) It is evident that on this 
board the powers of the line pieces (Q,R,B) are increased 
and those of the Nand P are diminished. Fool's mate is 
just two moves: 1 Fe5 f7 2 Fg7. 

Considerable thought has gone into the game and on the 
whole this is well argued. A little fantasy appears also to 
have crept into the decision-taking. The Dolphin is 
described as a symbol of virtue and intelligence and we are 
reminded that the dolphin was a favourite of Athena, 
Goddess of Wisdom. The Princes, as children of the 
monarchs, rightly stand directly in front of them, whilst the 
Falcon is seen to have many virtues. Sokol, the Russian 
word for falcon, is described as 'the most beautiful word in 
the Russian language' which is perhaps debatable. 

Falconry appears to have quite a pedigree. In 1982 it was 
demonstrated to the Tchigorin club in Leningrad by Boris 
Troschichev, Vasily Varkentin, Yuri Ribakov and Oleg 

Skaletsky, apparently the co-inventors. Russian design 
patents 42591 (1995) and 54537 (2004) were approved for 
the game. Tournaments have been running for the past 15 
years and in 2002 the Falconry Chess Club was founded in 
St. Petersburg. In 2004 the authors were honoured with 
laureates by the Russian and European Academies of 
Natural Sciences and were awarded the Pyotr L. Kapitsa 
and Albert Schweitzer medals. I have copies of the 
diplomas specifically naming Yuri Ribakov. 

All the communications I have seen are headed The Fund 
for Support of a lOO-square Chess-Board Game but I have 
no other reference to this Fund or its accounts. Most 
strangely of all, it is alleged that in 1987-1990 thousands 
of sets were manufactured and exported to the U.K., 
Netherlands and other countries. Specifically, Ribakov, in 
reply to my query, states that one thousand sets were sent 
to the U.K. in 1988 but he does not remember to whom 
they were sent. Since the value of these must have been 
approaching £ 10,000, I find this a little perplexing. Neither 
I, nor any of my correspondents in Europe, appear to have 
heard of, or come across a set. Has anybody got one? 

Two CURIOSITIES 
by David Pritchard 

Hexagonal Chess. This rather curious variant, adapted for 
two or three players, is the invention of Valery Trubitsyn 
who argues that there are flaws in both Shafran's game 
(ECVp.141) and Glinski's. Both Trubitsyn's games use the 
Glinski board of 91 hexes (six cells a side). In the two
player version the two sides are composed of 21 men 
arranged in an asymmetrical array: 1 x K,Q; 2 x R; 3 x 
B,N; 11 x P. The moves of the pieces appear to correspond 
to those of Glinski but the pawns do not .all have the same 
distance to travel to promotion. The three-player version is 
more bizarre with 20 men a side thus occupying two thirds 
of the board in the initial array. (Compare the proprietary 
three-player game Hexchess which has only 16 men a side 
on a 127-cell board.) The pieces are: 1 x K,Q; 3 x B,N; 4 x 
R; 8 x P. Three of the rooks are on the queen's side in the 
starting position, one on the king's side. 

A Chinese Puzzle. Chap jee kee is a well-known 
Chinese gambling game in which punters have to forecast 
through the medium of playing cards a combination of two 
numbers out of twelve. Commonly 10 of the 12 cards (nos. 
2-11) are from the piah suit whilst the remaining two are 
from the bun and sok suits. Needless to say, the house has a 
decided advantage. The game is said to have been a major 
factor in the downfall of the babas and more particularly 
the nonyas (Straits Chinese). All common knowledge. 
However, I find this in Forgotten Armies by Christopher 
Bayly and Tim Harper: 'Chap je (sic) kee ... Chinese 
literary riddle-puzzles based on twelve pieces used in 
Chinese chess ... ' A new one on me. Presumably (I am 
guessing) the twelve are one each of the red and black 
pieces (excluding pawns)? Any ideas? 
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PROOF GAMES 

by Peter Fayers 

I am afraid that I will soon have to 
curtail these forays into the world of 
Proof Games, cutting back from a full 
page (and perhaps skipping the odd 
issue) - this for the simple reason that 
I have run out of suitable material. 
True, I have over 240 Variant PG 
problems on my database, and so far 
have only used a fraction of these, but 
the rest would be inappropriate for 
this column. They are either long
range heavyweights, or in unplayable 
variants (invented by problemists for 
problemists). Or both. 

I had hoped that our composing 
competition would provide some 
interesting material to present here, 
but at the time of writing I have not 
yet received a single entry. There's 
another four weeks to go, though, so I 
live in hope. My recourse has been to 
scan through ECV and old magazines, 
searching for inspiration. 

The article on Kriegspiel last time 
gave me an idea - the game involves 
not knowing what the other side is 
doing, and trying to work out his 
moves from the information available. 
Can we put this in the past tense and 
apply the same principles to proof 
games? I rapidly came to the 
conclusion that any such problem, to 
be sound, would have to be about 6 
moves long and involve lots of 
captures; only by having units 
captured can we hope to identify the 
other side's moves. 

I came up with this set of four 
problems, which I hope you enjoy. 
They are not at all difficult - just ask 
yourself "what could have captured 
xxx?", and "did it move first, or was it 
captured on its home square?". You'll 
soon get the hang of it. 

I originally submitted these as 
Kriegspiel proof games, but our editor 
objected - the essence of the variant 
as played over-the-board is to use 
the information made available by 
having moves disallowed, a feature 
entirely missing from these problems. 
So instead I have dubbed them 
"Editor's Nightmare" games, a hark
back to the pre-computer days when 
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we used Letraset for the diagrams. 
Remember how we always seemed to 
run out of the White pieces first? 

18 - 21 - PF Original 

All after Black's sixth. Game scores? 
Editor's Nightmare Chess 

Not all such ideas lead anywhere. 
Browsing through an old problem 
magazine I came across Kazan Chess 
(not in the ECV). In this, whenever a 
unit moves, if a friendly unit can move 
to the square it has vacated, it does so. 
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If another unit can move to the square 
that one leaves, it also does so, 
causing a chain reaction. Any unit 
only moves once during a player's 
turn. If more than one unit can move 
to a vacated square, the weakest does 
so, in the sequence P<N<B<R<Q<K. 
If equal-value units can move, the 
player may choose. 

This appealed to me: lots of things 
happening on a single turn gives scope 
for some fancy effects - see previous 
problems in Avalanche and Dynamo. 
So I sat down at the chessboard, and 
started experimenting. 

I got precisely nowhere. The sheer 
complexity of the chain reaction 
would lead to problems that were 
unsolvable. (Even if I could get one 
sound, which is doubtful.) I'll show an 
example. The diagram is the position 
after the game 1 b3 d6 2 d3 b6. Black 
has made the same two moves as 
White, but the other way round. 
Compare the resulting arrangement of 
the Queenside units in the two cases. 
And this is after just two moves each, 
with no interaction between the sides. 

After I b3 d6 2.d3 b6, Kazan Chess 

So, not every idea comes to fruition. 
Kazan chess, I fear, must stay in the 
realm of the "mate in two moves" 
problem, or a fun end-of-the-evening 
game (with the same health warning as 
Magnetic Chess - "Not to be played 
when sober"). 

Sample opening: 1 b3 (Bb2, Qcl, 
Kdl) d5 (Nd7, Rb8) 2 Bxg7 (Qb2, 
Kc l). White thinks he has won a 
Pawn, as the Queen now guards the 
Bishop. But 2 ... Bxg7 (Kf8. Qe8) turns 
the tables; the guard on the Bishop 
was illusory. In this position, not only 
is the wQ attacked, but it is pinned! 
3 Qa3 (Kb2)? is illegal self-check. 

VC 48 solutions on page 79. 
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GAMES Of No CHANCE 
Last time, we surveyed the chess-related material in the 
second edition of Winning Ways for your Mathematical 
Plays by Elwyn Beriekamp, John Conway, and Richard 
Ouy. Two subsequent books, Games of No Chance and 
More Games of No Chance (both edited by Richard J. 
Nowakowski and published by Cambridge University 
Press) have carried the subject forward. However, whereas 
Winning Ways was conceived as a book, these successors 
are merely collections of papers presented at academic 
conferences, and some of the writing is deplorably opaque. 

Not all, though. Games of No Chance starts with a 
beautifully clear presentation by John Conway of the Angel 
Problem. On an infinite chessboard, the Angel's move is to 
leap to any square a distance of not more than N king 
moves away, the Devil's is to eat one square; can the Devil 
eventually surround the Angel with a barrier it cannot 
cross? The answer would seem to be No, but a general 
proof was lacking, and Conway offered $100 for a proof 
that a sufficiently high-powered Angel could always keep 
going, and $1000 for a proof that the Devil could 
eventually trap an Angel of any finite power. To the best of 
my knowledge, neither sum has yet been claimed. 

Much of Winning Ways expounds "combinatorial game 
theory" (COT), which covers games subject to the rule 
"if you can't move, you lose" and examines what happens 
when two or more such games are played in combination. 
A game of chess normally remains a single coherent entity 
throughout play, and several writers, including myself, 
have said that COT has little relevance to such games. 
Not so, says Noam Elkies, demonstrating that certain pawn 
positions behave exactly like the elementary games of 
COT, and hence that COT can be used to simplify working 
out who will run out of pawn moves first when the board 
holds a composite of such positions. In the diagram below, 
the kings are in reciprocal zugzwang, and the first player to 
run out of pawn moves will lose. Try it by conventional 
analysis, with White to play and with Black, and then turn 
to page 79 to see how COT can make it easier. 

a b c d e f g h j k m n 0 

Most of the other papers on chess and similar games are 
merely reports of computer progress, and while such things 
have considerable interest at the time they go out of date 
very quickly. Games of No Chance contains an account by 
Lewis Stiller of his famous 1991 parallel-processor attack 

on six-man chess endings, but this will now be of interest 
to chess players only for its excellent historical section 
since his results have been reproduced and surpassed on 
ordinary equipment (there was even news earlier in the 
year of the first successful computation of a seven-man 
ending). More Games of No Chance includes a report by 
Ren Wu and Donald Beal on the computer analysis of 
various XiangQi endings, but this is less informative than it 
might have been; it merely prints percentages of "wins" 
and "draws", which may be significantly influenced by 
immediate captures of loose men, and does not try to 
clarify indecisive percentages by identifying subclasses of 
"usually good" or "always good" positions for which the 
players can aim. It doesn't even identify or count positions 
of reciprocal zugzwang (Black to play loses but Red to 
play cannot win), and while such positions may be much 
rarer in XiangQi than in ordinary chess any that exist will 
throw valuable light on the behaviour of an ending. 

Both books end with a list of unsolved problems, 
the numbering being deliberately the same in each so 
that progress is apparent, and some of the limitations of 
the mathematical approach are highlighted by problem 29, 
"Prove that Black doesn't have a forced win in Chess". 
All right, we know many chess positions where whoever is 
to move does lose, but the game array is surely so open that 
it is hardly likely to be one? Indeed not, yet a rigorous 
proof of even a proposition as obvious as this may be 
vastly difficult. And a note to problem 30 says that 
"Simon Norton's problem" (see VC 48 page 57) was 
indeed older; it apparently started as a Kriegspiel problem 
"with unspecified position of the WK, and W to win with 
probability 1" proposed by Lloyd Shapley around 1960. 

THE JESTER'S GAME 
This curious three-handed game appeaI;S on a web site 
which has been drawn to my attention by Oeorge Jelliss. 
The board cells are triangles, and the game is played on a 
lOO-cell board in the form of a hexagon with six added 
ears. The men comprise KQRBNP, each of which behaves 
more or less conventionally, and a "Jester" which is not 
conventional at all. I quote: "The Jester is the only piece 
that can't capture other pieces. She can only be captured 
when threatened by two colors at the same time - and the 
capturing piece also has to leave the board. The Jester 
moves like Queen and Knight." The rule for winning the 
game is also curious, in that the player giving checkmate 
wins and both his opponents lose. At first sight, this 
prevents the standard three-handed game malpractice in 
which two players secretly gang up against the third and 
then divide the spoils, but on a closer look it seems to 
facilitate it: what is to stop two players agreeing to give 
mate to each other alternately, each thus winning half the 
games while the third player always loses? 

I have no idea whether this is a genuinely play able game, 
or whether somebody merely wrote down a few rules that 
took his fancy. If you want to find out, visit the web site 
<www.jestersgame.com> and try it. 
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CHESS ON A SPHERE 
by David Pritchard ... 

Globe Chess, which is protected by patent, was invented a 
few years ago by Janos Boholy. It is chess, as you guessed, 
played on a sphere. The board is wrapped round a globe so 
that files a and h are contiguous, forming a cylinder. 
The poles are single octagonal cells designated X (South) 
and Y (North) giving a playing area of 66 cells. 
A well-illustrated book on the game, now apparently in its 
third edition, entitled A Comb Sakkjatik Alapjai, runs to 
some 150 unnumbered pages. It appears that the pieces are 
held in place by magnets but I cannot be sure as my 
Hungarian is a bit rusty. 

Three games are offered, from beginner to advanced. In 
the first, the poles are ignored so that in effect the game is 
Cylinder Chess. The second version allows pieces to pass 
over the poles but not to alight on them, whilst in the third 
version the poles are extra squares. Thus a queen, rook or 
bishop on X or Y in the third version in effect covers the 
whole board, the bishop uniquely being able to change 
square colour. An asymmetric array is recommended for 
the second and third versions. White pieces placed as usual 
but Black pieces (a8-h8) KBNRRNBQ. Pawns in front of 
the pieces. 

Spherical chess is not a new concept. A number of 
similar games have been invented and marketed going back 
at least 50 years. The polar anomaly is addressed for 
example in Yaspan's game (1970), also called Globe 
Chess, by banning occupation of the polar cells (as in the 
second version above) and forbidding capture, and hence 
check, in crossing a pole. Gramlot's game, Chessball, 
marketed in 1998, is identical except that there is a version 
which allows one pole only to be used. There is also a 
similar French game of the same era whose name escapes 
me at the moment. 

I hope to find out more in due course. Alas, the 
inventor's claim for originality cannot be sustained. 

... and byJDB 

The receipt of this contribution from David started me 
thinking. Spherical chesses of the kind described above, 
which merely try to map the ordinary chessboard on to 
a sphere, strike me as unsatisfactory for two reasons: 
(a) the polar anomaly, and (b) the vast difference in size 
between cells near the poles and those next to the equator. 
What would be the effect, I wondered, of abandoning the 
conventional square lattice, and trying to base a game on 
one of the so-called "semi-regular solids"? 

A little thought suggested three prime candidates. 
• 5-6-6 (one pentagon and two hexagons around each 

vertex). This produces cells of very much the same size 
(it is the construction used for the modern soccer ball), 
but has two disadvantages: the board has only 32 cells 
(12 pentagons, 20 hexagons), and there is no natural 
"rook move" (a point to be explained in a moment). 
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• 3-4-5-4 (triangle, square, pentagon, square around each ' 
vertex). This gives 62 cells (30 triangles, 20 squares, 
12 pentagons) which can be made reasonably equal in 
size by giving the triangles longer sides than the 
pentagons and making the squares into rectangles, but 
again we shall see that we do not have a natural rook 
move . 

• 4-6-10 (square, hexagon, decagon around each vertex). 
This again gives 62 cells (30 squares, 20 hexagons, 
12 decagons) and we shall see that it gives us a natural 
rook move, but the cells are necessarily rather unequal in 
size. Squares and hexagons can be equalized by giving 
the squares longer sides, but the decagons have to be 
larger. 

To see what is meant by a "natural rook move", consider 
3-4-6-4, which produces a plane tessellation and enables 
the point to be illustrated without trying to visualize what 
happens in three dimensions: 

Put a "rook" on a hexagon or a square, and it can make a 
straight-line move of any length crossing squares and 
hexagons alternately. On a triangle, it cannot; it can cross a 
square and reach another triangle, but now it is facing a 
vertex and it can no longer cross a unique "far edge" and 
proceed in a straight line. The same is true on a 5-6-6 solid 
(the longest "rook move" is from one pentagon to another 
through two hexagons) and on a 3-4-5-4 (longest is 
triangle-square-triangle or pentagon-square-pentagon). But 
on a 4-6-10, all the cells have even numbers of sides, and a 
rook can carry on in a straight line right round the board . 

Such a "great circle path" round a 4-6-10 solid goes 
through 12 cells, typically sq-hex-dec-s-d-h-s-h-d-s-d-h and 
back to the start, and pairs of cells six steps apart behave 
like opposite poles. Pictures of the solid from various 
angles can be found in books on mathematics (the splendid 
Mathematical Models by Cundy and Rollett, which I knew 
at school, appears to be out of print, but I am sure it has 
had successors), but for present purposes it is perhaps most 
helpful to draw it as seen when viewed from directly in 
front of one of the squares. Our front-page diagram, 
repeated opposite, shows it from this viewpoint. 

In this diagram, 25 cells (13 squares, 8 hexagons, 
4 decagons) are fully visible, a further 12 (4 squares, 
4 hexagons, 4 decagons) are edge-on around the outside, 
and the remaining 25 (13-8-4) are on the far side. If the top 
and bottom squares are taken as the poles, the great circle 
across the middle forms the equator; alternatively, we can 
regard the near and far squares as the poles, in which case 
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the equator is the edge-on great circle around the outside. 
Tilt the diagram and we see it with a pair of decagons as 
poles, but now the equator is no longer a great circle but a 
wavy line of hexagons joined by squares (ten of each), 
and the hexagons are tilted towards each pole alternately. 
Tilt it further and we have a pair of hexagons as poles, and 
the equator is a wavy line of decagons joined by squares. 

So much for the underlying geometry. How practical is 
this board as a medium for chess? It wiIl be recalled that 
we chose it in preference to the other semi-regular solids 
because it gave us a natural rook move. A rook on a 
decagon is in fact fiercely powerful, because five great 
circle paths are open to it and these cover the whole board 
apart from ten squares (if we regard the decagon occupied 
by the rook as one of the poles, the only cells it does not 
command are the ten squares on the equator). From a 
hexagon, a rook commands seven more hexagons and all 
twelve decagons, but only twelve squares; from a square, 
five more squares, eight hexagons, and eight decagons. 

A weakness of many chess games on boards without 
edges is that mating a lone king may demand several men, 
but there is no such problem here; if we give the king its 
natural power of moving to any adjoining cell, a rook on an 
otherwise empty board can mate a lone king in two moves 
at most. Indeed, if the king is on a square or a hexagon the 
rook can mate it in one. If the king is on a decagon there is 
no mate in one, but any check from a decagon will force it 
to move to a square, and now a mate is always available. 
A king can always draw against king and pawn if it can 
occupy a square (not a hexagon or decagon) immediately 
in front of the pawn; otherwise, the result appears to 
depend whether the stronger side has or can gain the 
opposition (which on this board is the right to move second 
when the kings are on cells of the same shape). 

A quick look in the Encyclopedia of Chess Variants has 
failed to disclose any mention of this board, but the 
examination above has shown that the fundamentals are 
right and I am sure that a play able chess game using it 
could be devised. Perhaps one of our readers will be 
tempted to try. 
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TIME FOR A QUICKIE 
by David Pritchard 

Short, dramatic games - Fool's mate and its close 
relatives - have their own appeal, whatever the variant. 
A few, like the three-move Alice classic and Ian 
Richardson's delightful two-mover in Magnetic Chess, are 
too weIl known to bear repetition, but here are some 
perhaps less familiar triumphs and tragedies (depending 
which side you are). A gross blunder by one player 
provides entertainment for everyone else. 

Progressive Absorption C (a piece making a capture 
absorbs the power of his victim) 1 e4 2 d4, dxeS 3 Qe2, 
Qxe4 (Q+P), Qxe7 mate. 

Almost C (the Q is a chancellor = R+N) 1 Cc3 dS 
2 Cxc7 mate. 

Ambition C (after moving, a player may promote or 
demote any piece one rank in the sequence P-N-B-R-Q) 
I e4 (g7=N) fS (g7=B) 2 QhS mate. 

Avalanche C (after each move, advance an opponent's 
pawn one square) I e4/f6 hS/f3 2 BbS/b6 Bb7/c3 3 f4/fS 
fxe4/a3 4 QxhS/d6 mate (Fool's mate is shorter but less 
spectacular). 

Columbia Cannon C (rooks both move and capture like 
cannon in xiangqi) 1 RhS BfS 2 ReS or, more subtly, 1 d4 
Bb4 2 Ra3 QaS mate. 

Progressive Cylinder C (a & h files are joined) 1 Nf3 
2 Nh6 Na6 3 g3 Bg2 0-0 4 cS Qxg3 Nh4 Qxg2 mate. 

Progressive Kamikaze C (capturer is removed with its 
victim) 1 e3 2 f6 g6 3 Bd3 Bxg6 QhS mate. 

Knight Relay C (knights relay their powers to friendly 
men a knight's move away) I f3 eS 2 d4 Qh4 (mate??) 
3 fxh4. 

Kriegspiel 1 e4 dS 2 exdS QxdS 3 Qg4 QaS (suspecting 
Nc3) 4 Qxc8 mate. • 

Marseillais C (two consecutive moves per turn) 
1 e4/eS d6/dxeS 2 QhS/BbS+ Bd7/BxdS 3 Qxh7/Qxh8 
Qd3/QfI mate. 

Monkey C (Black must copy White's moves) 1 c4 cS 
2 Qa4 QaS 3 Qc6 Qc3 4 Qxc8 mate. 

Monochromatic C (pieces can only move on squares of 
same colour as in array) 1 f4 eS 2 fxeS Qh4 mate. 

Ms Alice C (Alice C but piece can move directly to 
corresponding square on second board) 1 Qdl(B) dS(B) 
2 Qa4(A) mate. 

Must-check C I e4 f6 2 Qh4+ g6 3 Qxg6+ hxg6. 
Plaid C (Progressive Grid C) 1 e4 2 dS Na6 3 Bxa6 

Bxb7 Bc6 mate. 
Scottish Modern C (Progressive C, but turn ends on 

move to square attacked by hostile piece) 1 d4 2 e6 Bb4+ 
3 c3 4 Nf6 Ne4 Qf6 Qxf2 mate. 

More of the same will be welcomed. David also asks me to 
repeat his request for new material for the second edition 
of the ECV. Surely there is something somewhere that a 
reader is aware of and he may not be? 
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THE END Is NIGH! 
by Paul Byway 

Three solvers were tempted by the 
Chinese Chess endgame in VC 48 -
which is very encouraging, so I have 
provided another example for your 
delectation - #151. They are very 
similar to our Chess endgames, once 
you master the unfamiliar moves. 
I have avoided any complications to 
do with the obscure rules on repetition 
- and, of course, you must remember 
that Stalemate is a win. Position #137 
started with the Black king stalemated 
by a Red pawn, so the problem is to 
trap the elephant - and as you 
discovered, Red must lose a move. 
The solution goes as follows:-

l. Cel.-fl. EeS-c6 
2 Cfl.-gl. Ec6-eS 
3 Cgl.-el. EeS-g6 
4 Ee3-gS Eg6-iS 
5 Eel.-gl. 

and wins. If 3 ... Ec6 then 4 Ec5 etc. 
Cannon endings have the peculiarity 
that Red needs screens to match 
Black's defensive pieces if he is to 
win. 

Solutions to Competition 24 

#138 9 g4 g5 g6 gxf7 f8Q Ne2 Rgl 
Rg8 Qc8 mate 
#139 8 Kb6 Kc5 Kc4 Nc6 Rd8 Rd2 
Nd4 Rxe2 mate 
#140 9 c4 cxb5 bxa6 axb7 bxa8Q 
NB Ne5 Rbl Qb8 mate 
#141 11 Kf2 Ng3 Ne4 Ke3 Kd2 Kc3 
Kb4 Ka5 Kb6 Kb7 Nf6 mate 
#142 6 d4 d3 dxc2 cxblB Bg4 Bb4 
mate 
#143 7 h4 f4 f5 f6 Rh3 Rc3 Rxc8 
mate 
#144 7 Bb4 Bxd6 Nc4 a4 axb5 Rxa8 
Nxe5 mate 

Fred Galvin found two more solutions 
to #144. Both ideas were also given 
by others. (a) 7 Kd2 c3 cxd4 Rac 1 
Rc8 Rhcl Rlc7 mate; (b) 7 Nxd4 g4 
g5 g6 gxf7 fxg8Q Qxe6 mate. 

The current scores:- FG 84, IR 77, 
DP 54, PW 29, CL 24, JB 23, RT 19, 

NE 2, SB 2. I have corrected an error 
from the last issue in which I omitted 
David's score; my apologies for that! 

Competition 25 

Colours have been reversed in #150. 
In #151, from the treatise on Cannon 
plus Pawn, king one step vertically or 
sideways, guard one step diagonally, 
both confined to the palace; pawn one 
step forwards or sideways; cannon as 
rook, but can capture only if there is 
one man between it and its target. 

#145 Gatto - Salvadori (1982) 

White wins (series 7) 

#146 Gatto - Castelli (1988) 

White wins (series 7) 

#147 Picasso - Galimberti (1984) 

White wins (series 7) 
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#148 Kustrin - Sarali (1982) 

White wins (series 9) 

#149 Bellucci - Ervetti (1984) 

White wins (series 7) 

#150 Simoncini - Scovero (1987) 

White wins (series 7) 

#151 Author unknown 

k 9 

9 

p 

Red to play and win 
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SOLUTIONS 
VC 48 proof games (page SS). 
15 (Tiingler) 1 Rdl-d2 (Bdl) Nd7 
2 Rxd7 (Pd2) Bb7 3 Rxc7 QaS 
4 Rxb7 0-0-0 (RaS, bQ to dS!) 
S Ral-bl Kxb7 6 ReI (Nbl) Ka6 
7 Rdl (Bcl). 

16 (Velucchi) 1 c4 dS 2 cxdS cS 
3 dxc6 e.p. Bh3 4 cxb7 Bxg2 S bxaSB 
Bxfl 6 Bg2 Kd7 7 Bxfl. 

17 (Sick) 1 Nc3 dS 2 NxdS (PblN) 
QxbS (NdS) 3 Rxbl (Nh6) Nxgl 
(Nbl) 4 Rxgl (N oft) QxdS (Nhl). 

Kriegspiel (page 66). From D, play 
Ke7 and Bd7, and then bring the king 
to the b-file and push upwards to Dl : 

Try Kb6, and if Yes we have B. If No, 
try Kc6, and if still No (Black on b7) 
tempo with KaS and then try Kb6 
again. If once more No, Black must 
now be on a7, and BcS followed by 
Ba6 soon gives A. 

If Kc6 gets Yes after Kb6 got No, 
Black must be on a7. Try Kb6 again 
next move, and if once again No he 
must now be on a6. Substitute Kc7 
(Black replies ... Ka7/aS), and continue 
Bc6 ( ... Ka6), Kd6 ( ... KaS/a7), KcS 
( ... Ka6/bS), Nf4 ( ... KaS/a7/c7/cS), and 
Ne6 ( ... Ka6/bS/cS). This gives D2 : 

Try Kb6 and if No substitute NfS 
followed by Nd7, giving C. If Yes, 

')? ... rl ... ot Chess 49 

continue BbS and Kc6, then try Kc7. 
If Yes, we have B; if No, substitute 
Ba6, and we soon arrive at A. But 
while I naturally started from what 
Ishak's team had done, in fact C plays 
only a very minor role in this, and an 
analysis of D2 from first principles 
would not be difficult. 

Crisper solutions welcomed! 

Progressive Chess (page 6S). 
Giessler - Galvin, after series 9: 
10 Kd6 Na4 Nb6 NcS Nxa7 Kc6 
Kxb7 Nc6 fS f4 defends or blocks 
everything, and leaves White helpless. 

Losing Chess (page 69). First 
diagram. Black played 11...Bg7, 
giving himself the option of taking the 
rook instead of the bishop, and after 
12 Bxe7 Bxal 13 BxgS the White 
bishop soon became rampant. 

Second diagram. White played 
10 Qb3 with the idea of capturing on 
b7 and then removing Black's queen, 
forcing ... Bxb7 and giving him a 
rampant bishop. Black's 1O ... Qxe3 
11 Qxb7 Qxe2 prevented this, but 
12 QxcS Qxd2 13 QxbS gave him a 
rampant rook instead. 

Fourth diagram. 12 ... Qb6 13 Rxa7 
Qxb2, and each of White's three 
captures is bad. If 14 RxaS then 
14 ... Qxbl IS RxcS Qxcl 16 RxcS 
Qxfl 17 Rxfl bS etc; if 14 Rxb7 
getting rid of the rook then 14 ... Bxb7 
IS Bxb2 Bxhl 16 Bxg7 and the 
bishop will rampage; and if 14 Bxb2 
as in the game then l4 ... Rxa7 IS Bxg7 
Ra3 and the knight does the damage. 

Fifth diagram. A pawn move loses 
to (for example) IS ... Bf4 19 Nxf4 Nf6 
20 Nxe6 NbS 21 Nxg7 Be6 22 Nxe6 
RdS 23 NxdS Nfd7 24 Nxb7 NcS etc. 

Sixth diagram. 2S axbSK (else six 
immediate giveaways) Rh3 and either 
26 KaS Rc3 27 KbS RcS 2S KxcS 
Rd7 29 Kxd7 g6 30 Kxe6 Bf6 and 
3l-3S ... bIR or 26 KcS Nd7 27 Kxd7 
g6 2S Kxe6 Bf6 29 Kxf6 Rh7 and 
30-34 ... bIR. 

Unambiguous Chess (page 72). Play 
I e4 intending 2 BbS and 3 Bxd7 
mate. Black holds out longest by 
I ... cS and 2 Nc6, but 3 Bxc6 renews 
the threat, and even the flight-giving 
move 3 ... fS doesn't help: 4 Bxd7+ 
Kf7 S BeS mate. 

Page 79 

CGT (page 7S). I am not sure I can 
cover the essentials of "Chess CGT" 
in a single column, but let's try. 

Among the elementary games of 
CGT are 0 (neither player can move), 
"*" (each player can move but only to 
0), "i" (White can move to 0, Black 
only to *), and "1" (the reverse). 
Additionally, a fundamental theorem 
of CGT states that if a sum of games 
A + B is a win for the player not due 
to move next, the games A and B, 
even if different in form, are equal and 
opposite in value. The game i is a win 
for White, but i + * is a win for the 
player due to move next; i + i and 
i + i + * are both wins for White. 
Equal and opposite values such as 
i + J.. can be cancelled out, as can 0 
and * + *. 

If we now look at the diagram, we 
see that the d-file holds 0, the f-file *, 
the h-file i, and the j-file 1. The 
position on the Im-fiIes is more 
difficult, but if we analyse the position 
on the jklm-files as a composite we 
find it to be a win for the player due 
to move second, and since the j-file 
holds 1 the "equal and opposite" 
theorem states that the position on 
the lm-files must have value i. 
Similarly, if we set up the o-file 
together with two copies of i and 
one of * we again find that the player 
due to move second wins, so the o-file 
must have value 1 + 1 + *. 

Having evaluated the components 
of the diagram· indtviduully, we can 
find the best-play result of a 
composite position simply by adding 
the component values. In particular, a 
composite position containing just the 
lm- and o-files has occurred in master 
play. This has value i+(l+l+*), 
which simplifies to 1 + "\ and with 
perfect play a game with this value is 
a win for the player due to move next 
(and White to move duly won). The 
complete diagram position has value 

o + * + i + 1 + i + (1 + 1 + *) 
which simplifies to 1, and your 
analysis should have shown that Black 
has a win with or without the move. 

Most of the work in this particular 
example lies in evaluating the position 
on the lm-files, and CGT is rarely of 
practical use on the SxS board. It may 
be a very different matter on wider 
boards. 
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As usual, there are some new games 
and ideas among our offerings, and 
I draw particular attention to Fabrice 
Liardet's Ambiguous Chess. George 
Jelliss, David Sedgwick, and I tried 
this out after the AGM, and found it 
most enjoyable. Needless to say, much 
of the play said more about the 
inexperience of the players than about 
the game itself, but I am sure that 
others who are tempted to try it will 
find it equally entertaining. 

Short review. I recently received a 
copy of a book Outrageous Chess 
Problems by Burt Hochberg (Sterling 
Publishing, New York, 2005, US 
$6.95) for review, to discover on 
looking inside that this was not a new 
book but a reissue of his 1999 book 
Chess Braintwisters with a different 
title and cover. I do not know if there 
has been any significant change in 
content, but none was apparent on a 
brief examination. For a review by 
David Pritchard at the time of original 
publication, see VC 33. 

BCVS NOTICES 
VC notation. Paul Byway, who is a 
regular XiangQi player, regrets that 
I am using algebraic notation for our 
XiangQi examples, instead of the 
descriptive notation used in normal 
XiangQi literature. He points out 
(a) that left-to-right algebraic notation 
is very confusing if you normally use 
right-to-Ieft descriptive, and (b) that 
anyone intending to study the game 
seriously will have to learn descriptive 
notation since all the books use it. 

Both points are valid, and I am sure 
that other regular XiangQi players 
among our readers will sympathize 
with them. Yet I stand by the decision, 
and I ask regular players please to 
accept it. Our XiangQi articles and 
examples are not written for you who 
already know and play the game; they 
are written to introduce its subtleties 
to those who know it not, and I don't 
want to have to preface the necessary 
explanation of new rules and pieces 
by explaining a new notation as well. 

My policy in VC is therefore to use 
a standardized algebraic notation for 
all games played on a rectangular or 
square lattice board, however well 
establ ished a different notation may 
be in the game's own specialized 
literature. If our examples and articles 
prompt readers to investigate the 
game more closely, they will have 
achieved their objective, and that will 
be a suitable point at which to learn 
the game's own specialized notation. 

Calendar continued. A final reminder 
about this year's Bughouse weekend: 
Geneve, August 19-22, contact 
Fabrice Liardet (nabla@pion.ch) for 
further information. 

August 2005 

CALENDAR 
Circular Chess. This year's Circular 
Chess World Championship will be a 
special tenth-anniversary event in 
Lincoln Cathedral on Saturday 
August 20. Entry forms went out to 
known enthusiasts in mid-July. If you 
didn't get one and would like to take 
part, send the entry fee of £ 10 to 
the Circular Chess Society, 11 North 
Parade, Lincoln LNI lLB, to arrive 
not later than August 13. 

Orthodox Chess. I think we can 
regard ordinary chess as a chess 
variant, in which case I can pass on 
information from David Sedgwick that 
the Wodd Senior Championship 
will be held at Lignano Sabbiadoro, 
Italy, from September 27 to October 
10 and that potential competitors will 
include our own Paul Byway. 

Notices for VC 50 should reach me 
by September 15, though notices 
received later will be fitted in if it is at 
all practicable. 

Abstract Games. Sadly, I fear that the 
splendid magazine Abstract Games 
has suspended publication. For some 
time, its web site 
<www.abstractgamesmagazine.com> 

was continuing to express hope of a 
resumption, but when I visited it early 
in July it merely displayed a standard 
test page, and I have received no reply 
to an e-mail sent to the address given 
thereon. If I hear better news in the 
future, I shall be delighted to pass 
it on. None of us knows what may 
have happened; we can only offer 
our sympathy, and express our 
appreciation of the stream of first
class material that the m~gazine has 
provided up till now. 
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MODERN COURIER CHESS 
by Paul Byway 

Another game from our latest postal tournament, and I 
flatter myself that this one is an important game. My early 
view - that the 'shape' of the opening should involve e4,h4 
attempting to muffle the opponent's bishops - is taken on 
board by Robert and gets a good examination. Board 
12 x 8; Jers (inverted bishop on diagrams) moves one 
square diagonally, courier (inverted knight) jumps two 
squares laterally, vertically, or horizontally; back rank 
RNCBFQKFBCNR; king or Jers can make a double move 
at its first turn, but not to capture nor out oJ or through 
check. White was Robert Reynolds, Black Paul Byway. 

1 e2-e4 e7-e5 
2 Ccl-e3 f7-f6 

A new try - with the idea 3 f4 exf4 4 Qxf4 g5 5 Qf2 Nj6 to 
be followed by h5. 

3 
4 

5 

Nkl-j3 
h2-h4 

Cjl-h3 

Nk8-j6 
h7-h5 
i7-i6 

I retain the option of For C to e6 or h6; White can elect to 
play f4 or g4 if he wishes - with difficult choices for Black. 
I think I can keep the balance after 6 f4 exf4 7 Qxf4 g5 
8 hxg5 fxg5 9 Cxg5 Qxf4 IO Bxf4 and now ... Ni4 looks 
OK. 

The decision to play F or C to e3,e6,h3,h6 is an 
outstanding problem in this opening. White chooses the 
attacking option; I prefer to prevent Ni5. 

6 Nhl-c3 Fh8-h6?! 
Black can consider ... Ce6 or ... Ch6 instead, intending to 
restrain f4 or g4. White can force a sharp fight. After 7 g4 
there is a triple attack on h5. If 7 g4 g6 8 gxh5 gxh5 
9 Cxh5 Nxh5 IO Bxh5 ixh5 11 Qi5+ with an unclear 
position. After 8 g5 there is ... fxg5 or .. .i5 9 gxh6 i4 with 
complexities. If 7 d4 exd4 8 Bxc7 Nc6! 9 Bxd8 Nxd8 
10 Qc4+ Ne6. 

Actually the outcome shows the move is a mistake. 
I should have played ... Nc6. 

7 d2-d4! e5xd4 
8 

9 
10 

Qfl-c4+ 
Qc4xd4 
Qd4-d2 

FeB-e6 
Nh8-c6 

d7-d6 
Let's take stock (diagram at top of next column). We see 

that Black has been induced to abandon the strongpoint e5 
- as in the old Steinitz defence to the Ruy Lopez - to the 
advantage of White who has a strong bishop and the half
open d-file with pressure on the queenside. The superbly 
placed Qd2 also inhibits my eventual ... Ki7. 

11 f2-f4 f6-f5 
Intended to block out the bishop and establish Black in the 
centre. 11 g2-g4 also leaves him with complex problems. 

12 e4-e5 d6xe5 
13 Ce3xe5 Nc6xe5 

A difficult choice. I take a small 0) material loss to reduce 
pressure on the Q-side. With luck the isolated pawn might 
fall. My next kills much of the activity of his QN and QB. 
I also give myself the option of ... g5 in some circumstances 
and increase the scope of my QB. Do I have enough 
compensation? 

14 f4xe5 c7-c6 
15 Qd6 will be answered by ... Bb6+ and ... Qf7, preparing 
to dri ve the Q off. 

15 Fel-e3 Cc8-e8 

15 ... Ce8 is a subtle move. I prepare for ... Rd8 without 
committing the bishop and the courier has excellent 
prospects at e4, g4 and i4. I also retain the option of the 
'Guardians of the gates' formation - that is Fe6,h6 and 
Ce8,h8. Four extra minor pieces (compared with chess) 
cover most of the central squares and make it 
extraordinarily difficult to attack the central king. 

In this sort of position ... Ni4 can be answered by Cxh5 
ripping open the king's position. A wild player would 
therefore consider the consequences of k2-k4. 

16 Fe3-f4? 
Blockading the f-pawn doesn't look so bad - but Robert is 
unlucky. To the surprise of us both, it turns out to be a 
catastrophic error. 

16 Bd8-b6+ 
This is very dangerous for White. Kh2 can be answered by 
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Ni4+ and after Kfl mate is threatened by Qc5. If Ff4-e3 
then ... f5-f4. 

17 Kgl-fl Ra8-d8 
18 Qd2-el Qf8-c5 

Had White played 18 Qe2 I would now be threatening 
mate. 

19 Bdl-f3 Ce8-g6 

Attention turns to the escape square e2 and the value of 
15 Ce8 becomes clear. If White has to capture this courier 
on e4 or g4 Black's white-square bishop will enter the 
fray. 

20 Nj3-h2 
A miserable move to have to play, but 20 Rd I Qg I + 
21 Ke2 Cg4+ 22 Bxg4 Rxdl costs material. 

20 Cg6-e4 
21 Bf3xe4 

21 Nxe4 fxe4 22 Bdl Rd2 23 Qxd2 QgI+ 24 Ke2 Qf2 
mate. 

21 
22 Ch3-j3 

f5xe4 
e4-e3 

White hopes to live long enough to disentangle his king
side. I take the risk of giving his knight a great square in 
order to force matters on the queen-side. If 23 Rd I e2+ and 
now 24 Kxe2 Qc4 mate, 24 Qxe2 Qg I mate, 24 Nxe2 
Rxd 1 25 Qxd 1 Qf2 mate. 

23 Nh2-f3 Bi8xc2 
24 Bil-g3 Nj6-i4 

I don't see an immediate breakthrough - but the bishop has 
nowhere to go, so I take a little profit. 

25 Ral-cl 
26 
27 

Qelxg3 
Kfl-el 

28 Resigns 

Ni4xg3+ 
Bc2-d3+ 
Qc5-b4 

I'm still generating threats. If 28 b3 Qa3 and ... Qb2. White 
has had enough! 
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FOllOW-MY-lEADER 
material mainly from David Pritchard 

David Pritchard tells me that Kazan Chess (see VC 49 
page 74) appears to be an extension of the games known as 
Follower Chess and Follow-the-Mover Chess. Neither of 
these is in the Encyclopedia of Chess Variants, having 
been received too late for inclusion, but he tells me that 
they will be among the hundreds of new games to be 
included in the second edition and he has invited me to 
quote his present draft entries. Follow-the-Mover Chess 
appeared, with some game scores, in VC 18. 

FOLLOWER C Michael Howe (1993) Usual array. 
White starts with an orthodox move. Thereafter a 
player on turn makes an orthodox move followed by 
an unorthodox move. The latter consists of moving 
any friendly piece onto the path of the piece just 
moved. The path is the square vacated plus any 
squares passed over. The path of a N is considered to 
be any vacant square in the 2x3 rectangle. A follower 
(unorthodox move) may give check. No castling or 
e.p. 

FOLLOW-THE-MOVER C aka FTM C Gianluca 
Vecchi (1994) Orthochess except that after making a 
move a player may transfer any friendly man, except 
the K or the man just moved, to the vacated square. 
The K must escape check with an orthodox move and 
a P cannot be transported to the 8th rank. Here is a 
postal game: White G.Vecchi Black A.Kustrin 1 Nf3 
Nf6 2 Ng5(Qf3) Ng8(Raf6) 3 Qxf6(Raf3)?! gxf6(hg7) 
4 Nxf7(Nbg5) fxg5(af6)?? 5 Nxh8(Bcf7) mate. 

The latter is one of the games that appeared in VC 18, 
and the final blunder is instructive. VC 18 reports that 
Patrick Donovan liked the game and also tried his hand 
at Progressive FTM Chess, winning the following 
experimental game as Black: 1 e3(Qe2) 2 Nc6(a7b8), 
e6(Qe7) 3 Nc3, NdS(d2c3), Nxe7 4 Nd4, Nxe2(Rad4), 
Nxc3, Rdl mate. Patrick remarked that if White had ended 
series 3 with Nxe7(f2d5) instead of the simple Nxe7, there 
would still have been a win but it would have been more 
difficult: 

Answer (I think) on page 95. 
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THAI CHESS 
Further to the notes in VC 45/47/48, 
Rent~ Gralla has drawn my attention 
to a statement of the rules on the 
web site <www.thailandlife.com>. and 
Paul Michelet's friends Kai Tuorila 
and Seesagoon Krishanachinda have 
pointed me to some more web sites. 
A brief reminder: "queen" (inverted Q 
in diagrams) one diagonal step in any 
direction; "bishop" (inverted B) one 
diagonal step in any direction, or one 
step straight forward; pawns start on 
rank 3, promote on rank 6, promotion 
only to queen; kings start on dlle8. 

It will be recalled that Paul Byway 
and I questioned an alleged rule which 
appeared to mean that the theoretical 
win with three queens against a bare 
king could not always be realised 
in practice. The rules as given on 
the web site <www.thailandlife.com> 
clarify matters. Apparently a player 
whose opponent has been reduced to a 
bare king is given M - N moves to 
force mate, where M is as follows: 

2 rooks 8 
1 rook 16 
no rook, 2 bishops 22 
no rook, 1 bishop 44 
no rook or bishop, 2 knights 32 
no rook or bishop, 1 knight 64 
no rook, bishop, or knight 64 

and N is the total number of pieces 
still on the board. So with king and 
three queens against king, M = 64 and 
N = 5, and the player has a wholly 
adequate 59 moves to give the mate. 
These are rules informally stated by a 
player, not extracted from an official 
document, but they make reasonable 
sense even though there are obviously 
cases with two rooks where mate 
cannot be realised in the time allowed. 

One web site drawn to my attention 
by Seesagoon Krishanachinda was 
<www.ishipress.com/makrook.htm> 

which includes two games from the 
1990 Thailand Championship and a 
sample chess column (text, one game, 
one ending) from a Thai newspaper. 
The newspaper column is presented as 
a graphic and decoding the examples 
is not easy (the image on my screen is 
far from clear), but the championship 
game scores are in ordinary computer 
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text (transcriptions by Sam Sloan) and 
can be extracted and pasted across. 
He says that Suchart Chaivichit was 
the best Thai Chess player at the 
time and had been rated as high as 
FIDE 2420 at our own chess, while 
Veeraphol Sunthornpongsathorn had 
been rated at FIDE 2330. So we are 
looking at games of good quality. 

In the first game, Suchart Chaivichit 
had the Black pieces against Kiart 
Fufuengmongkolkij. 1 Nd2 Qd8-c7 
2 Ne2 c5 3 Bc1-c2 Ne7 4 Qel-f2 
BfS-f7 5 b4 Nc6 6 e4 d5 7 Qf2-e3 g5 
8 BO-f2 h5: 

9 bxc5 bxc5 10 h4 g4 11 fxg4 hxg4 
12 exd5 exd5 13 Nb3 Qc7-d6 14 c4 
Bf7 -e6 15 cxd5 Be6xd5 : 

16 Bc2-c3 Bc8-d7 17 Qe3-f4 Bd7-e6 
18 Bf2-e3 Kd7 19 Kc2 : 
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25 Nal Qd6-e5 26 Qf4-e3 Kd6 
27 Nc2 Na4 28 Nel Rxbl 29 Rxbl : 

29 ... Qe5-d4 30 Qe3xd4 cxd4 
31 Bc3-b2 Ne5 32 Bb2-b3 Nc5 
33 Nf4 Nf3: 

34 Nxf3 gxf3=Q 35 Nfd5 Re2+ 
36 Kdl Kxd5 37 Bb3-c4+ Kc6 
38 Bc4xc5 Kc5 39 Rc1 + Kd5 : 

40 Rc8 Re6 41 Rd8+ Ke5 42 Kc2 f5 
19 ... Rac8 20 Kd2 Rcb8 21 Rabl 43 Kd2 Qf3-g4 44 Kc2 Rc6+ 45 Kd2 
Nc8 22 Be3-e4 Nb6 23 Be4xd5 Rd6 46 Rxd6 Kxd6 and now the text 
Be6xd5 24 Rhc1 Rhe8 : says "White Resigns" : 
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I must confess I do not see why, and 
indeed I think White can organize 
himself so as to meet any attack that 
Black can mount (details on page 95). 
However, there are some errors in 
the game score which I have silently 
corrected and I have to wonder 
whether this might not be another, 
the actual finish having been "draw 
agreed" and not "White resigns". 

In the second game, Veeraphol 
Sunthornpongsathorn had the White 
pieces against a player identified only 
as "Nakorn". 1 Nd2 BfS-f7 2 Bcl-c2 
f5 3 Qel-f2 Bc8-b7 4 e4 Qd8-e7 5 d4 
Nd7 6 Qf2-e3 Qe7-f6 7 Bc2-d3 b5 
8 Kc2 a5 9 Bfl-f2 Ne7 10 Ne2 c5 
11 dxc5 Nxc5 : 

12 Qe3-d4 Nd7 13. a4 b4 14 cxb4 
axb4 15 Kb2 e5 16 Qd4-e3 Bf7-e6 
17 Bd3-c4 Bb7-c6 18 Ncl Kf7 
19 Nd3 Rab8: 

20 a5 d5 21 exd5 Be6xd5 22 a6=Q 
e4 23 fxe4 fxe4 : 
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24 Nf4 g5 25 Nxd5 Bc6xd5 
26 Qa6-b5 Ne5 27 Bc4xd5 Nd5 
28 Qb5-c4 Nb6 29 Qe3-d4 : 

29 ... Nxc4 30 bxc4 Nd3 31 Kb3 Nxf2 
32 Rhfl Rhd8 33 Ra7+ Kg6: 

34 Rxf2 Rxd4 35 Ra6 RfS 36 Nfl 
Rd3 37 Kxh4 Rt3 38 Rxt3 ext3=Q : 

39 Ne3 h5 40 c5 Re8 41 Nd5 Rf8 
42 c6=Q Kf5 43 Qc6-d7 Qf6-e5 
44 Kc5 Ke4 45 Rh6 Ra8 46 Nc3 
Kd3 47 Nb5 Rd8 and a draw was 
agreed: 
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It would be an impertinence for me to 
comment on these examples in any 
detail, but some of the manoeuvring is 
obvious enough and I hope they give a 
feel for the game. 

I haven't transcribed the newspaper 
game score yet, but the ending starts 
from this position: 

1 Qxd4 Qxd4 2 Nxd4+ Kd5 (now 
we shall eventually reach N+Q v Q) 
3 Ke3 Kc4 4 h5 Kb4 5 Kd3 Kxa4 
6 Kc3 Ka3 7 h6=Q Ka2 8 Qg5 Kbl 
9 Ne2 (my instincts would have been 
to play 9 Kb3 winning the pawn, 
but the win with K+N+Q v K can take 
up to 45 moves and the line given 
here is much quicker) a4 10 Qf4 Ka2 
11 Ncl+ Kbl 12 Nd3 Ka2 13 Qe3 
a3=Q: 

Now Black is hemmed in, and it's 
mate in a few: 14 Qd2 Kal 15 Kb3 
Kbl 16 Nc5 Qb2/Qb4 17 Na4 Qa3 
(say) 18 Nc3+ (18 Kxa3? only draws) 
Ka119 Qcl and mate next move. 
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LOSING CHESS: 
WHAT IF ... 

The most popular opening in Losing 
Chess continues to be 1 e3, but 1 c4 
is gaining in support and nine of the 
games in the 2001 "First Unofficial 
World Championship" started with it. 
That said, six were won by Black 
and the opening provided tournament 
winner Tim Remell's only defeat, so 
perhaps the fashion wiII be only 
temporary. As usual, I am relying on 
Stan Goldovski's program Giveaway 
Wizard for the analysis. 

From Round 6, Tim Remell against 
Johan Bosman. 1 c4 c6 (VC 41 carried 
a report that 1...d5 had been proved 
by computer to be a forced loss) 
2 b3 b5 3 cxb5 cxb5 4 Nh3 e6 (the 
position after 4 ... g5 5 Nxg5 is unclear, 
to me at least) 5 b4 Bxb4 6 Ng5 Bxd2 
and White has no fewer than six 
possible captures: 

7 Qxd2 (7 Bxd2 Qxg5 8 Bxg5 loses 
off-hand but I think most of the 
others are play able) Qxg5 8 Qxg5 
(8 Qxd7 Bxd7 9 Bxg5 again loses) 
Kf8 9 Qxb5 (White was probably 
quite glad to get rid of this pawn, 
which has cramped his game) g5 : 

10 Qxg5 (the alternatives are suicidal) 
Ne711 Qxe7 Kxe7 : 
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The opening complications are over, 
and Black seems to me to have a 
slight advantage in space. 12 Nc3 e5 
(threatening I3 ... d5 etc) 13 Nb5 Nc6 
14 Nxa7 Nxa7 15 Bf4 exf4 : 

Black has an extra knight (normally 
good), White an extra pawn far from 
promotion (normally bad), and if 
Black can disentangle his men on the 
a-file he ought to have the advantage. 
16 f3 Ba6 17 h3 Bxe2 18 Kxe2 Rag8 
(disentanglement achieved) 19 Rh2 
Rxg2 20 Bxg2 Kd6 (threatening 
... Kd5 and ... Ke4, after which ... f5, 
... d5, and ... Nc6 will give White a 
rampant bishop) 21 Bfl Kc5 and the 
threat is now ... Kb4 and ... Kb3 forcing 
open the a-file: 

We'll look at 22 Ke3 in a moment, but 
the move actually played was 22 a4, 
and after 22 ... Kc4 White's 23 Rf2? 
gave Black a forced win (diagram at 
top of next column, answer on page 
95). 

November 2005 

However, White's game was difficult. 
My computer finds forced wins for 
Black after all moves except 23 a5 
(which may merely delay matters) and 
the curious 23 Ra3 : 

This lets Black force the rook out into 
the open, but after 23 ... Kc3 24 Rxc3 
the rook can give itself away, and 
after 23 ... Kb3 24 Rxb3 Rb8 25 Rxb8 
it is Black who is likely to be reduced 
to pawn moves. Indeed, any move 
other than the retreating 23 ... Kc5 and 
23 ... Kd5 may be good for White. 

Now let us go back to 21...Kc5, and 
try 22 Ke3 followed by say 22 ... fxe3 
23 Rf2 exf2 24 ReI fxetK: 

White must let Black take the bishop 
(25 Bg2 loses offhand), but this will 
leave him only pawn moves and a 
position with so many pawns so far 
back offers very little hope. My 
computer took several hours to prove 
Black's win, but readers may do 
better; one answer is on page 95. 
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ZAITSfV'S SUPfRCHfSS 

by David Pritchard 

Chess variants are the Great 
Ephemera. For the vast majority, it's a 
microsecond of pUblicity followed 
by an eternity of oblivion. A few of 
the long-forgotten deserve perhaps a 
better fate. One such I believe is 
Superchess. This needs qualification 
since there are a lot of variants that 
boast the name. The one I have in 
mind was invented by GM Igor 
Zaitsev in 1991. Usual board and 
array. The rooks, bishops and knights 
have the added power of a king, 
though not to capture. Pawns can 
move one square forwards, including 
diagonally forwards, or sideways. 
Again, captures must be orthodox. 
No castling. A tournament in Russia 
in the same year (1991) is memorable 
only for the fact that Mikhail Tal 
finished last on half a point. Here the 
tournament winner overruns another 
GM (unorthodox moves are given in 
full): 

White I. Zaitsev 
Black Y. Averbakh 

1 h2-g3 a7 -b6 2 g2-f3 g6 3 f4 Bg7 
4 b2-c3 d6: 

5 e3 Nc6 6 c3-d4 (centralising pawns 
seems to be a sensible strategy) d6-c5 
7 c3 Be6 8 a3 Na5 : 
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9 Bel-c2 (effectively negating 
Black's last move) Nf6 10 d3 Nd7 
11 Ral-b2 cxd4 12 exd4 b6-c5 
13 Nf3 Bd5: 

14 d3-e4! Bc4 15 a3-b3! Bxfl 
(helping the king to a safe 
haven at g2) 16 Kxfl cxd4 17 cxd4 
Nc6 : 

18 Bc2-c3! Nc6-b5 19 Bc3-c4! Nd6 
20 Nbd2 Nxc4 21 bxc4 : 

21 ... b7 -c6 22 e5 c7 -d6 23 exd6 
exd6 : 
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24 Ne4 Nf6 25 Qe2 KfS 26 Rb7 h6 
27 Kg2 Qe8: 

28 f4-e5! Nxe4 29 Qxe4 Kg8 
30 c4-d5! cxd5 31 Qxd5 : 

31. .. d6-e6! 32 Qc4 Rc8 33 Rc7 Rxc7 
34 Qxc7 Qa8: 

35 e5-d6 Kh7 36 d6-c6 RfS (Ng5+ 
followed by Qxf7 mate was 
threatened) 37 c6-b7 Qb8 38 Rel 
resigns: 

39 b7-c8(Q) is threatened. 
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IN THE LIBRARY 
4D Strategy 11 by J. A. Ball, B. W. Uzzell, and T. Stafford 
(published for the British 4D Association, 1980) 

This is the game referred to in The Encyclopedia of Chess 
Variants as "Fourth Dimension aka 4D" (page 121). It is a 
proprietary game and was originally covered by UK and 
US patents, but these have presumably expired and it 
would appear that any proprietary rights that may still exist 
are not being exploited. A recent Google search for the 
phrase "British 4D Association" yielded only the reference 
in our own library catalogue, and a letter to the address 
given in the booklet, asking what was still available and at 
what prices, came back "not known at this address". 

It's actually a very interesting game, and I can well 
believe the statement in the ECV that at its peak there were 
about 30 active groups in the UK. The ECV gives only an 
outline of the rules and the present booklet assumes they 
are already known, but I think the details can be inferred 
with reasonable certainty from the examples given. 

The game is played on a circular board with 60 ordinary 
cells and six "time-warp" cells, three for each player: 

The basic rules are as follows. 
• Each player has one Time-Lord, two Guardians, three 

Rangers, and six Warriors. White's men start WRRW / 
WWRGTGWW on cells b3-b6 / a5-aI2, Black's on the 
cells diametrically opposite (T on a25). 

• A turn normally contains three actions, a move, a "beam
up", and a "beam-down", each by a different man. 

• A man can move to any adjacent cell (for example, from 
b4 to c2, b3, b5, a7, or a8). All men move the same. 

• If a player's time-warp cells are empty, a man can beam 
up to the first of them (cell 1). A marker is placed on the 
board to indicate the board cell it has come from. 

• A man in one of the time-warp cells can beam down to 
any vacant board cell not more than two away from the 
marked cell (for example, if the marker is on b4, to d I, 
c lIc2/c3, b2/b3/b4/b5/b6, or a5/a6/a7 /a8/a9/a 1 0). 

• If a man in one of the time-warp cells does not beam 
down, it must advance within the cells (from 1 to 2, then 
from 2 to 3). A man in cell 3 must beam down. 

• In general, the men are ranked in order T > G > R > W, 
and a man may attack and capture a weaker man on an 
adjacent cell (one capture only per man per turn, and 
capturing is not compulsory). Exceptionally, however, 
the ranking of T and W is reversed. A Warrior may 
therefore attack and capture a Time-Lord, not vice versa, 
and this is how the game is won. 

• As long as a player has at least three men, he must end 
each turn with a man in one of his time-warp cells. 
This rule was added by the British 4D Association to 
enable the stronger side to force a win in certain endings. 

• The move within a turn may occur at any point, but the 
beam-down must always precede the beam-up. 

The flexibility given by this last rule is shown by two 
simple examples. In the tirst, White, whose men are 
unringed, beamed up a Ranger from b6 at his last turn (the 
ring around this Ranger is the boundary of the time-warp 
cell it is occupying, it doesn't indicate that the Ranger is 
Black), and the marker M shows the cell it came from: 

White beams down the Ranger to b4 and captures the 
Warrior on b3, R>b4:Wb3, beams up the Guardian on c3, 
Gc3>, and moves his Time-Lord to the now vacant cell c3 
and captures the Guardian on c2, Tc4-c3:Gc2. 

In the second example, the move comes first: 

This time White's first action is to move his Time-Lord to 
c3 and capture the Guardian on c2, Tc4-c3:Gc2, after 
which he can beam down his Warrior to c2, W>c2, and by 
thus occupying c2 he stops Black from playing Wc2:Tc3 
next turn. If White has no other men, this completes his 
turn; if he has one or more men on the rest of the board, he 
must complete his turn by beaming one of them up. 

The next example (top of next page) shows a case in 
which a player should not make a capture. White moves 
his Time-Lord to c I (the fact that there is a marker on a 
cell does not prevent a man from moving there) and 
captures the Guardian on c8, Tc2-c1:Gc8, beams down his 
Guardian to the now vacant cell c8, G>c8, and beams up 
his Warrior from c2, Wc2>. But why didn't he capture the 
Warrior on c7, playing G>c8:Wc7 instead of the simple 
G>c8? Because it would have allowed Black to play 
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Tc6-c7:Gc8 and then beam down his Warrior to the now 
vacant cell c8, capturing the White Time-Lord on c I and 
winning the game. The Black Warrior must be left on the 
board to obstruct c7 and prevent Black's counterattack. 

Our next illustration comes from a sample game which is 
expounded in detail. Black, at his last turn, beamed up his 
Time-Lord from d2, and White replied by beaming up a 
Warrior from all (this time it is White whose men are 
ringe~). It is now Black's turn : 

When the Black Time-Lord beams down it will have to 
come back within two cells of its point of departure d2, in 
other words to one of the central cells d l-d4 or to a cell in 
one of the arcs cl-c6 and bS-b8, and we notice that an 
arrival on most of these cells will expose it to an immediate 
attack from a Warrior on d3, a3, or as. The only cells free 
from this objection are b7 and b8, and White can meet 
these by beaming down his Warrior to al3 and b7 
respectively (both cells an: within two of all). Black can 
of course postpone the evil day by playing Tl>2 and then 
T2>3, but White will temporize also, W1>2 and W2>3, 
and Black will run out of turns first. In some positions like 
this, the player under threat can use his two turns to create 
a haven for his Time-Lord (for example, if there were no 
White Guardian on c2 Black could try RbS-b4 and then 
Rb4-b3, knocking out the Warrior on as and then beaming 
his Time-Lord down to c2), but there is no such possibility 
here and in practice Black resigned. 

As in all truly practical chess variants, the end game is of 
interest. We note first, and trivially, that a player who has 
lost all his Warriors cannot win, and slightly less trivially 
that he will almost certainly lose (because his opponent's 
Time-Lord, being now invulnerable, will simply stalk the 
board and mop up his remaining Guardians and Rangers 
one after another, after which he will have no way of 
capturing his opponent's remaining Warriors). It follows 
that sacrificing a Ranger or Guardian for the opponent's 
last Warrior doesn't merely force a draw, it almost 
certainly wins. The ending T+R+G+W v T+G+W (one 
Ranger ahead) is regarded as won, but only with difficulty 
and with the aid of the special rule that a player's turn must 
leave a man warped; the ending T+G+2W v T+G+W (one 
Warrior .'ahead) had not been completely resolved in 1980, 
but was believed to be won in most situations. The ending 
T+G+W v T+2R+W (a Guardian for two Rangers) should 
be an easy win "because your Guardian can chase one 
Ranger while your Time-Lord protects your Warrior from 
the other Ranger", One of the most difficult cases of the 
ending T+R+G+W v T+G+W is played through twice with 
Ball and Uzzell taking the stronger side in turn (both duly 
win), and I give one set of moves, Black starts: 

1 ............ Wd4-d3, T>d4, Gdl> 
2 W>b6, Tc3>, Gc2-c3 Td4-dl, G>c4, Wd3> 
3 T>b4, Wb6>, Gc3-b6 Tdl-d4, W>dl, Gc4> 
4 Tb4-bS, Wl>2 Rc6-cS, G>c2, Wdl> 
S Gb6-c3, W>b6, TbS> Td4-d3, Wl>2 
6 Gc3-c4, T>a12, Wb6> Td3-d4, W>cl, RcS> 
7 Gc4-b7, W>aI4, Ta12> Wcl-dl, R>bl0, Gc2> 
8 Gb7-c4, T>b7, Wa14> Td4-d3, G>c3, Wdl> 
9 Gc4-b8, W>alS, Tb7> Td3-c5, W>d3, Gc3> 

10 Gb8-b7, T>b6, WalS> Wd3-d2, G>c4, TcS> 
11 Tb6-a12, Wl>2 Rbl0-cS, T1>2 

and White's Warrior will be lost as soon as it beams down 
(if it beams down say to a13, Black will beam down to b8 
and knock out White's Guardian, and then move his own 
Guardian to the vacant cell b7 and knock out the Warrior). 

The book consists of a mere 40 AS pages, yet it contains 
a vast amount of information on tactics, openings, middle 
and end game play, and strategy. If the owners see this and 
care to tell me where supplies can now be obtained, I shall 
be delighted to give them publicity in a future issue of vc. 
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PAWN PLAY 
IN XIANGQI 

The XiangQi rook and horse are 
recognizable equivalents of our own 
chessmen, and the cannon, although 
quite different in its tactics, does not 
change the basic strategy of the game. 
The pawn (strictly, "soldier") is quite 
different. It is purely an attacking 
piece, the defensive duties being 
undertaken by guards and elephants, 
and it does not promote; instead, it is 
normally used as a direct attacking 
weapon against the opposing palace. 
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The diagram shows the basic win 
with king and pawn against king. 
Red (capitals, underlined) plays up 
the board; the king moves one 
step horizontally or vertically (not 
diagonally), and is confined to the 
"palace"; pawn one step forward in its 
own half, one step forwards or 
sideways in its opponent's half, 
capturing with its ordinary move; 
kings cannot face each other on a file 
unless there is at least one man in 
between. Red starts Pi5, Pi6, Pi7 (or 
Ph6 etc, the pawn now being able to 
move sideways), Pi8, Pi9, Ph9, Pg9, 
and Black, having played an odd 
number of moves within the rectangle 
d8-eIO, will be on eIO, d9, or eB. Red 
continues Pf9 guarding e9 and taking 
over the guard of flO, and Black must 
play to dIO or dB. This allows the Red 
king to move to the e-file, Kel, and 
after Black's move to d9 we have 
Ke2! (tempo, forcing Black to dB or 
d I 0) followed by Pe9 and a win by 
stalemate. Something similar is always 
possible provided that the pawn is not 
already on its last rank. 
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King and pawn alone cannot force a 
win if Black's king is accompanied by 
even a single defensive piece, but the 
ending K+G+P v K+G is usually won. 
Paul Byway gave the following 
example in VC 34 : 
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The guard moves one step 
diagonally, and is confined to the 
palace. Play starts 1 Pe8 Ge9 2 Kel, 
and Black must play 2 ... GflO or the 
equivalent ... GdIO if he is not to lose 
his guard. Red replies 3 Pd8 moving 
his pawn to the opposite side from his 
opponent's guard, and the main line 
continues 3 ... Kdl0 (we shall look at 
Black's other moves in a moment) 
4 Kdl Ge9 (4 ... KeIO 5 Pd9 Ge9 
transposes) 5 Pd9+ Kel0 6 Kel Gf8 
(6 ... KflO loses at once, and if the 
guard moves elsewhere 7 Kfl forces 
7 ... Ge9 unconditionally) 7 Kfl Ge9 
(7 ... KflO B Pe9 as below) 8 Gdl Gf8 
9 Kf2 and either 9 ... Ge9 10 Ke2 
pinning and winning the Black guard: 
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or 9 ... KflO 10 Pe9 with an immediate 
and elegant pin stalemate: 
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If instead 3 ... Ke9 then 4 Kfl KeIO 
5 Pd9 and much the same, and 
similarly if 3 ... Ge9 4 Pd9. It's an 
ending which repays detailed study, 
and we may notice that the position 
after 2 Ke I is reciprocal zugzwang 
(Red to play here could not win). 
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If the attacker has more pawns he 
can overcome more defenders, and 
three pawns have a theoretical win 
even against a full set of defensive 
men (two guards and two elephants). 
Paul Byway discusses this difficult 
ending in VC 33. Zhu Baowei's book 
Basic Xiangqi Checkmate Methods. 
has a quite different example, an 
atypical but amusing position in which 
three pawns win against a rook: 
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The perpetual check which would 
save Black in our own chess is not 
allowed in XiangQi, so Red can play 
1 Pd7 Re8 2 Kf2! Ri8 (Black must 
concede either the e-file to Red's king 
or the Bth rank to his pawn, and if he 
chooses the latter Red plays Pd8 and 
Pdd9+ and gets K+P against K) 3 Ke2 
(not 3 PflO threatening 4 PfelO mate, 
when Black has 3 ... RfB+ 4 Ke2 ReB+ 
5 K- Rxe9) Re8+ 4 Kd2! : 

10 k 
9 ff 
8 r 
7 f 

K 

4 ... RdB loses at once because XiangQi 
pawns capture with their ordinary 
move, and 4 ... RfB allows 5 PflO 
RxflO 6 PdB and mate by Pdd9. 
Hence 4 ... Re7 (now 5 Pfl 0 will be 
met by 5 ... Rxd7+ 6 Ke2 Re7+ 7 K-
Rxe9) 5 Pd8 Rd7+ 6 Ke2 Rxd8 (one 
pawn taken, attack halted?) 7 PelO+ 
(no, the rook's occupation of d8 will 
prove fatal) Kd9 8 Pe9+ with another 
elegant finishing position: 
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In the three further examples that 
follow, all taken from Basic Xiangqi 
Checkmate Methods, a pawn again 
does most of the work, but the 
attacking side has at least one other 
attacking piece (rook, horse, cannon) 
and a preliminary manoeuvre by the 
men other than the crucial pawn 
immobilizes much of the Black force. 
The elephant moves two steps 
diagonally, the intervening point being 
vacant, and is confined to its own half 
of the board; the horse moves one step 
vertically or horizontally and then one 
diagonally, and again the intervening 
point must be vacant; the cannon 
moves like a rook, but can capture 
only if there is one and only one man 
between it and its victim. I have 
slightly simplified the first example. 
In the second, it is the pawn on g4 that 
reaps what others have set up for it. 
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Answers on page 95. 
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VERVE 

George JelIiss has drawn my attention 
to a new chess game "Verve" by 
David Potter, which uses a computer 
as the playing medium and exploits 
possibilities which are not available 
using a conventional board and men. 
In particular, a player sees the board 
only through the, eyes of his men, not 
from an all-seeing viewpoint on high, 
and players move in "real time" and 
not necessarily In strict alternation. 
The quotations that follow were taken, 
selectively but I hope fairly, from the 
web site <www.vervechess.com> as it 
was on September 19. 

Hidden information 

"In order to hide information, Verve 
does not let you see the board directly. 
Instead, you see the board through the 
eyes of your men. Your computer 
displays your view of the board, 
showing all of your own men, and any 
of your opponent's men that your men 
can see. Squares that your men cannot 
see are shown in less intense shades 
and appear to be empty even if they 
actually contain enemy men. 

"Your men have extensive fields of 
vision. From the middle of an empty 
board, a queen can see 52 of the 64 
squares; a rook, 39; a bishop, 30; a 
knight, 29; a king, 25; and a pawn, 10. 
Each man's field of vision includes its 
movement pattern and an envelope of 
diagonally adjacent squares, so your 
fields of vision include: 
• enemy men blocking your moves; 
• enemy men you can capture; 
• enemy pawn threats; 
• enemy pawns guarding squares to 

which you could move; and 
• the enemy king if it is in check, 

closely blockaded, or guarding a 
square to which you could move a 
closely blockading man." 

Real time play 

"In Verve, you and your opponent 
move independently In real time, 
instead of alternating moves as In 

chess. So it is possible to make two or 
even more moves in a row. In spite of 
this significant difference between the 

Page 91 

two games, Verve preserves chess 
tactics and endgame techniques. In 
order to do this, Verve retains the 
instantaneous move of chess; men do 
not, as in other real time strategy 
games, move over a period of time 
interacting with each other as they 
move. Also, Verve implements rules 
that amount to a relaxed form of the 
alternating move of chess. As a result, 
barring surprises and blunders, you 
and your opponent take turns moving 
during combinations and in the 
endgame. 

"Verve also implements a tradeoff 
between initiative and the availability 
of information. The basis of this 
tradeoff IS that all moves cost 
information, and the loss of 
information increases dramatically as 
you move more quickly. So if you 
play too quickly, your opponent will 
let you take the initiative, but you will 
give up too much information. And if 
you play too slowly, your opponent 
will take the initiative, giving up too 
little information in return." 

The trade-off between initiative and 
information 

"As mentioned above, In order 
to implement a tradeoff between 
ImtJatlve and information, Verve 
attaches an information cost to each 
move, and the loss of information 
increases dramatically as you move 
more quickly. The rule that creates 
this loss of information is that, when a 
man moves, it temporarily loses its 
vision. The time it takes to recover its 
vision is 2211

-
t
-

1O minutes, where n is the 
number of moves you have made, 
including the current one, and t is the 
time at which you move, in minutes 
since the beginning of the game. 

"As an exception to this rule, a man 
can always see the enemy king if in its 
field of vision. This exception ensures 
that in an endgame against the lone 
enemy king, your queen, rook or pair 
of bishops can see the king in order to 
force checkmate, regardless of your 
rate of play." 

There is a lot more detail, but I think 
these extracts give the flavour. If you 
want to try the game, visit its web site 
<www.vervechess.com>. 
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PROOF GAMES 
by Peter Fayers 

It was not so much editor's nightmare 
last time as composer's nightmare -
one of my originals was cooked: 

21 - PF, Variant Chess 2005 

After Black's sixth 

My intended solution was 1 a4 d6 
2 Ra3 Bh3 3 Rxh3 e6 4 Rxh7 Ne7 
5 Rxh8 Nc8 6 Rxf8+ Ke7. However, 
George Jelliss points out that White 
can start 1 h3! d6 2 Rh2 (or N any) 
Bxh3 3 Rxh3, using the KR to do the 
capturing instead of the QR. 

Not to worry, I will take the 
opportunity to pass on a tip for 
correcting cooks in proof games. In 
cases where White has a spare tempo, 
as here, try it with Black playing first. 
If it works, flipping the board North to 
South (and making the solution half a 
move shorter) will do the trick: 

21(v) - PF Original 

After White's sixth 

This is now sound. (I hope!). I could 
extend it to "After Black's Sixth" by 
removing the wQ, but left it like this 
to more clearly show the technique. 

John Beasley has also, by accident, 
produced a version of 21, due to a 
misunderstanding over the diagrams 
when I submitted my last article - he 
thought there was a black Pawn on h7: 

22 - JDB Original 

After Black's sixth 

This variation seems sound, and 
produces a quite different solution. 
We could have produced a nice 
twinned problem between us, except 
that my half was cooked! 

When George told me of the cook, 
he also submitted 23, extending the 
idea a few more moves: 

23 - GPJ Original 

After Black's ninth 

What I particularly like about this is 
the try 1 e4 h5 2 Qxh5 ... which isn't 
refuted until the eighth move. 

To take the exchanges of ideas full 
circle, 23 gave me inspiration to 
complete the set of problems I started 
last time. I wanted to do a problem 
with each of P, N, B, Rand Q creating 
the carnage in the Black ranks, but 
found it too difficult to tame the 
Queen; which Pawn advanced to let it 
out? Did it advance one or two 
squares? The sequence of captures 
was also hard to get sound (play 
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through the try in 23 to see what I 
mean). However, I find that, by using 
George's "King-walk" idea, I could 
overcome these problems and 
complete the set. (Of course, I also 
had to find a substitute for 21). 

24-25 - PF Original 

Both after Black's sixth 

FilI-up-the-page time once again, so 
here is another example of John and 
myself joint-composing a twinned 
problem due to a misunderstanding 
between us. This one combines Fast 
Chess (Ps can move P-two at any 
time) and Glasgow Chess (Ps promote 
on the 7th rank). For a hint, refer to 
my article in VC 48. 

26 - PF & JDB Original 

Fast Glasgow Chess 
a) After White's fifth 
b) After Black's fifth 
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CASTLES IN THE AIR 
byJed Stone 

Like an aged professor with a number 
of learned tomes by the chess masters 
of the past tucked securely under his 
arm, postal chess potters on. At least 
so I am assured by Paul Yearout with 
whom I have played (lost) numerous 
correspondence games over the years. 
World wide he still corresponds with 
thirty or so fellow enthusiasts who 
have resisted the volcanic eruption of 
computers into the chess world and 
still stick stamps on envelopes and 
rely on man power to take their moves 
to their opponent. I am down to three 
though one of those is now well over 
due and may have fallen by the 
wayside. 

No matter, our leagues, whether 
they move by stamp or electronics still 
plod steadily onwards. The Hostage 
and Alice have witnessed no great 
upheavals of late. Ivan Dirmeik still 
reigns as number one on the Alice 
ladder with Paul Yearout a close 
second. John Leslie is clinging to the 
top of the Hostage ladder by his 
fingertips with Peter Coast just behind 
and Paul Yearout hot on their heels. A 
single game in either case could 
change the positions very easily. 

The new Challenge League now has 
a number of games on the move. They 
are mainly divided between Dynamo 
and Avalanche Chess though Three 
Kings and Extinction have recently 
pushed their way on board. Paul 
Yearout definitely owns the top of this 
league mainly because he plays a far 
better game of both Avalanche and 
Dynamo than I do. It is, however, still 
early days and with a number of 
games being played towards a 
conclusion the position at the top may 
swing in another direction very 
shortly. 

Till next time, bye for now. JS 

"Three Kings Chess" is new to me, 
but can be found on page 314 of the 
Encyclopedia: "Normal set-up except 
that the rooks are replaced by 
additional kings. Object is to capture 
anyone of the opponent's kings (there 
are no checks). " - JDB 
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PLAIV CHESS 
JDB thinking aloud ... 

I am giving Progressive Chess a miss 
this time (aficionados will find Paul 
Byway's usual competition pieces in 
The End Is Nigh) in favour of another 
look at Plaid Chess (see VC 4S). 
This is Progressive with the additional 
rule that every move, captures of the 
king included, must cross a grid line: 

So 1 e4 doesn't threaten the usual 
3 Bc4 QhS Qxf7; at Plaid Chess this 
isn't even check, let alone mate. 
However, 1 e4 (or any other move, 
for that matter) does threaten mate by 
3 Nc3 NbS Nxc7, and Black's first 
task is to do something about this. 

In VC 4S, we tried meeting 1 e4 by 
2 c6 Qb6 guarding c7, and if 3 d3 
Be3 Bxb6 then 4 dS Bg4 Bxdl axb6 : 

If now S Nc3 Na4 Nxb6 Nxa8 Kxdl 
then 6 hS Rh6 Re6 Nf6 Nxe4 Nxf2 
mate; if Rxd I instead of Kxd I then 
6 eS Ba3 Bxb2 Bc3 mate; and if Nc7+ 
then 6 Kd7 Bg4 and again mate on c3. 

All this looked good for Black, but 
White can defuse the rook on a8 
another way; he can play S Ne3 NbS 
Na7 Kd2 Rxdl, using the grid rule to 
prevent the rook from barging down 
the file and bringing his king off the 
bottom rank: 
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I can now see no mate for Black - can 
any reader do better? - and White has 
threats such as 7 g3 Bh3 Nf3 NeS 
Nxf7 NbS Nc7. So Black in turn must 
surely spend a move getting his king 
away from the edge, and he will not 
have time to take both White rooks. 
Can he even take one? Try 6 Kd7 Nf6 
Ng4 Nxf2 Nxdl and a move to come: 

Black's final move must prevent 7 eS 
NbS Nc7 Ne2 Nc3 Na4 Nxb6; if eS 
or e6 White has alternative mates in 
seven (answers on page 9S); and other 
tries allow mate in six at most. 

So at turn 4, should Black abjure 
axb6 and play something like Bg4? 
But S bxa7 shuts up one rook and Nf3 
NeS Nxf7 Nxh8 takes off the other: 

No, Black has an answer (again see 
page 9S), so perhaps Bg4 is playable. 

I find this game fascinating, and 
will be delighted to hear from any 
reader who would care to join me in 
further exploration. 
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THE END Is NIGH! 
by Paul Byway 

Solutions to Competition 25 

#145 7 Ne4 Bh3 Rfl Rf6 Rd6 Nf6 
Ne8 mate 
#146 7 Nd7 Nf6 e5 Rh3 Rc3 Rxc8 
Re8 mate 
#147 7 Kg3 exd5 d6 dxc7 Be2 ReI 
Bb5 mate 
#148 9 Kg3 Bd5 a4 as a6 a7 a8=Q 
Qa7 Nt7 mate 
#149 7 Kf3 Kg4 Nd2 Ne4 Nf6 Rxdl 
Rxd7 mate 
#150 7 Kcl Nt7 Nxh6 Bb5 Rxdl 
Rxd7 Rf7 mate 
#151 1 Cdl+ Pe4 2 Pd7+ Pd4 3 Pd8 
GlOe9 4 Pd9+ Kel0 5 PdlO+ KflO 
6 Cfl mate 

Congratulations to lan Richardson for 
successfully tackling the XiangQi 
problem. John Beasley raises the 
question of Red's play if Black, at 
move 2, moves his king to the centre 
file instead of blocking the check with 
the pawn. Well - it seems to me that 
the Black pawn is now pinned and is 
lost after the Red cannon moves to the 
centre file. The next stage is to place 
the pawn on the centre file, advance it, 
and win two guards for a cannon, 
finally stalemating Black with the 
pawn. Note that it would be a terrible 
error to sacrifice the pawn and leave 
only the cannon - for that would be a 
draw. But it's likely to be the first 
instinct of a player of 'western' chess. 
#158 is the next trial - and Red's 
cannon and pawn now have to 
outrnanoevre horse, elephant and two 
guards. 

The progressive positions contained 
two solutions that were padded out 
with extraneous moves, which was 
generally noticed. Fred Galvin would 
prefer me to replace 'White wins' with 
'mate in . .'. A fair point - although 
I always do mean that unless I state 
otherwise. 

There was a fair crop of alternative 
solutions - one at least being very fine. 
Here they are:-

#148 9 Ke2 Ng6 Nf4 Ne6 Nxd4 Kd2 
Kc3 Kb4 Nf5ltalian mate 
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#149 7 Na3 Nc4 NaS e3 Bc4 Bxf7 
Nxb7 Italian mate 
#150 7 Kc1 Bd3 Bxh7 Rei Rxe5 Re7 
Ng6 mate 

The current scores:-
FG 90, IR 84, DP 60, PW 35, JB 29, 
CL 24, RT 19, NE 2, SB 2. 

Competition 26 

Colours have been reversed in #157. 
#158 is again from the treatise on 
Cannon plus Pawn. 

#152 Gadzinskaja - Kocan (1992) 

White wins (series 7) 

#153 Rocca - Tonelli (1985) 

White wins (series 7) 

#154 Kocan - Dorochov (1992) 

White wins (series 7) 
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#155 Sveikauskas - Ciegis (1991) 

Black wins (series 8) 

#156 Fontana - Sarale (1992) 

White wins (series 7) 

#157 Kync\ - Buccoliero (1991) 

Black wins (series 6) 

#158 Author unknown 

k 9 
fh ~ 

e 9 

Red to play and win 
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SOLUTIONS 

VC 49 proof games (page 74). 18 
(PMF) 1 f4 d6 2 d5 Bd7 3 f6 Bc6 
4 fxe7 Qd7 5 exf8R+ Ke7 6 Rxb8 
Nf6. 

19 (PMF) 1 Nf3 e5 2 Nxe5 Ne7 
3 Nxd7 Nc6 4 Nxf8 Be6 5 Nxe6 Rf8 
6 Nxd8 Nxd8. 

20 (PMF) 1 b3 e5 2 Ba3 e4 3 Bxf8 
Ne7 4 Bxe7 d6 5 Bxd8 0-0 6 Bxc7 
Rd8. 

21 (PMF) see article on page 90. 

Progressive FTM Chess (page 83). 
I don't know what Patrick had in 
mind, but Nd4, Nf5(Rad4), Nh4, 
Nf6(Bh4) appears to be sufficient. 

Thai Chess (page 85). White starts by 
playing his king to b3 and his a-pawn 
to a4 : 

He marks time on a3 and b3, and if 
Black loses touch with c4 he will 
advance and do damage (three queens 
are needed to mate a bare king, so the 
capture of two pawns will ensure the 
draw). Black's only hope is to take on 
d3, but this lets White promote on h6 : 

Even if Black makes a second queen 
on d3 and is allowed to take White's 
a-pawn, he cannot win. White will put 
his king on a3 and mark time with his 
queen on f4 and g5 : 
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and if Black brings his king to say f3 
to disturb this, White will put his 
queen on f4 and mark time with his 
king on a3 and b2. So Black will 
never get a dark-square queen, and he 
cannot win without one. 

Losing Chess (page 86). Diagram at 
top of third column: Black won by 
23 ... Nc6. White resigned after 24 Bg2 
Kb5 25 axb5 Na7, and 24 Ke2 fxe2 
25 Bxc4 would have been no better. 

Final diagram: simplest, after 
taking the bishop, is to play bR to b8 
and bKK to c5/d5, to wait while 
wPPP advance to a6/f6/h6, and to play 
... Rb7 and ... Nc8. Now any promotion 
can be met by a three-man giveaway, 
and bPPf7 /h7 will be left blocked. 
Nor does it help to play 25 Be2 Kxe2 
26 a3/a4/h4 giving away the f-pawn; 
Black again plays bR to b8 and bKK 
to c5/d5 and waits, and gives away 
four men at the end instead of three. 

XiangQi (page 91). First diagram. 
1 Kh9+ Kf9 2 Pxc10 Gde9 (2 ... Gfe9 
is no better) 3 Ke2! and Black is 
almost completely tied up : 

10 f e h 
9 9 k .!i 
8 9 
7 
6 
5 
4 
3 
2 
1 

He can only move his guards to and 
fro, and play might continue 3 ... Gd8 
4 PdlO Gfe9 5 PelO GdlO (5 ... Gf8 
allows mate by 6 Hg7) 6 PflO! (Red 
removes the elephant and horse first) 
Gde9 7 PxglO GdlO 8 Pxhl0 Gde9 
9 PgIO GdlO 10 PflO Gfe9 11 Pel0 : 
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10 : f 
9 9 k .!i 
8 9 
7 

11...Gf8 still allows 12 Hg7 mate, so 
Black must sacrifice a guard, after 
which Red will easily pick up Black's 
remaining guard and win by stalemate 
(for example, 11...GdlO 12 PxdlO 
Ge9 13 PelO Gd8 14 Hi7 Kf8/Ge9 
15 Hg6( +) Kf9/Gd8 16 Hh8+ Kf8 
17 Hf7 etc). 

Second diagram. After 1 Pc9+ Kdl0 
2 PclO+ Kd9 3 Cf9 Black is again 
almost completely tied up : 

10 f 9 e 
9 k ~ 
8 9 e 
7 
6 P 
5 
4 f 
3 
2 
1 ~ 

His only legal move is 3 ... Pg5, after 
which we have 4 Pxg5 Eg6 (only 
legal) 5 Pxg6 Ei8 (only legal) 6 Ph6 
EgI0 (only safe) 7 Ph7 Ei9 (only 
legal) 8 Ke2! EgI0 (only legal) 9 Ph8 
Ei8 (only legal) 10 Pxi8 and wins by 
stalemate. 

Third diagram. Black threatens 
... Rh 1 + with mate next move, so Red 
must do something drastic: 1 Rxf8+! 
The capture 1...Kxf8 is forced, and 
now the pawn can advance: 2 Pf7+ 
Kf9 (2 ... Ke8 3 Pf8+ Kd8 4 Rd3 mate) 
3 Pf8+ KflO 4 Pf9+ Kel0 5 PflO+ 
Kdl0 6 PelO+ (not 6 Rd3+, when 
Black can interpose his cannon on d9) 
Kd9 7 Rd3 mate. 

Plaid Chess (page 92). Fourth 
diagram, after e5, 7 Nc8 Nf3 Ng5 
Nxf7 Nfd6 g3 Bh3; after e6, 7 exd5 
h4 Rh3 Re3 Rxe6 Nc7 Nxb6. There 
may well be others. 

Fifth diagram, 6 dxe4 exd3 Nf6 
Ne4 dxc2 cxblQ, showing how a 
promotion can occur in natural play 
even under grid rules. 
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Our middle pages feature a game 
which apparently had a considerable 
vogue and then lapsed; David Potter's 
"Verve" is new, a "super-Kriegspiel" 
which exploits the computer's ability 
to act as a games board and show each 
player only what he can logically see. 
And there is a further look at Thai 
Chess, Plaid Chess, and much else. 

A little-known book. From David 
Pritchard: "Little-known variants are 
one thing, little-known books on 
variants are another. Amongst the 
latter must be En marge du jeu 
d'ichecs by Bruno Faidutti, published 
by Lille University in 1990 (don't 
trouble writing to Lille because they 
don't have any left). The book is 
described as a 'histoire de I'histoire 
du jeu d'echecs en Europe'. The 
text, which is illustrated, covers the 
period from the Alfonso ms to about 
1900, although Capablanca chess 
earns a diagram. A few non-chess 
games get a mention, like hnefatafl, 
tablut and rythmomachia. The text is 
supported by an impressive 17-page 
bibliography. " 
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'RCVS NOTICES 
Stop press. Sad news from Paul 
Byway of the early death of Steve 
Boniface, who took part in several 
of our 1990s Progressive tournaments 
(see VC 4/13/14124). More next time. 

VC publication dates. Publication of 
VC in February, May, August, and 
November has proved awkwardly 
close to the publication dates of my 
existing British Endgame Study News, 
and I have produced VC 49 and VC 50 
to a 12-week schedule to move them 
gently apart. From the start of next 
year, VC will carry a nominal date of 
January, April, July, and October, 
publication being targeted for the 
15th-20th of the month, and if an issue 
has not appeared by the end of the 
month it will be reasonable to write 
and enquire what has happened. 

E-mails to Paul Byway. Paul's 
private address is out of service, and 
he is handling VC correspondence at 
his work address. It would not be 
appropriate to publicize this in VC, 
but I will forward e-mails to him, and 
if you have sent him a recent e-mail 
without reply please repeat it to me 
and I will ensure he receives it. 

More quickies. David Pritchard's 
article in VC 49 prompted John Leslie 
to send this Hostage Chess game (see 
VC 46/48): I f4 e5 2 fxe5 Qh4+ 3 g3 
Qe4 4 Nf3 Bc5 5 c3? Qxbl 6 Rxbl 
(N-P)*f2 mate, and Herman Kok was 
presented with the following Circular 
Chess brevity at Lincoln (see VC 46): 
I b3 c5 2 d3 a6 3 Bd2 Nh6?? 4 Ba5+ 
and mate. At Zaitsev's Superchess 
(page 87), can anyone beat I f3 e6 
2 Kf2 h7-g6 3 Kg3 Qh4? 
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CALENDAR 
Nothing is to hand as at press date, but 
I imagine the usual Circular Chess 
"Chrimbo Challenge" will be held in 
Lincoln during January, and I will 
pass on details when I have them. 

Notices for VC 51 should reach 
me by December 1, though later 
notices will be fitted in if practicable. 

Administrative factors reduced this 
year's Circular Chess championship 
to four rounds, and when Francis 
Bowers had to concede a draw in 
Round I everyone thought it would be 
2000 champion Herman Kok's turn 
again; but a raiding party from South 
Lincolnshire included an unknown 
19-year-old in Michael Jones, who 
proceeded to beat Herman when they 
met in the last round. Dave Stamp 
took another half point off FI'ancis to 
come second, and several of us shared 
third place. Sadly, no game I watched 
or played in justified quotation in 
a full-length article, but one of 
Herman's wins appears alongside. 

3D Chess. Further to last time's 
article about David Beatty's Total 
Chess, Fred Galvin asks "An idle 
question about 3D chess: has anyone 
ever tried playing 3D with double 
moves? Offhand the idea seems to 
make sense, because with double 
moves a rook could control a plane, 
just as it controls a rank or file in 
normal chess." Yes, it makes sense, 
and something like it has indeed been 
done; see Way ne Schmittberger's 
Three-Dimensional Hook Move Chess 
(page 310 in the Encyclopedia of 
Chess Variants). This isn't quite the 
same, but the idea is similar. 
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Oh dear. He had seemed fit enough 
when I spent a few days with him and 
Elaine early in November, but barely 
five weeks later came a telephone call 
from a lady who introduced herself as 
his daughter: he had fallen, and had 
fractured his skull. I learned later that 
he had been dining with friends in 
London, had seen them safely on their 
way home, and had then slipped. 

I'll come to David's achievements 
in a moment, but let us start by 
looking at the man himself. I am 
somewhat hampered in this by having 
known him only since the late 1980s, 
but I have been asking around with a 
request to pass the enquiry forward, 
and Mike Adams, Paul Byway, Peter 
Horlock, George Jelliss, Stewart 
Reuben, David Sedgwick, and Eric 
Solomon have all come forward with 
information. In addition, Mike Adams 
has sent me a copy of the address read 
at his funeral service by his son-in-law 
Colin Dakin. 

David was born in 1919, and the 
name "D. Pritchard (R.A.F.)" started 
to appear in Fairy Chess Review in 
April 1941. Eric Solomon describes 
him as having been reluctant to talk 
about his wartime experiences and he 
never said more to me than that he had 
been "in transport", but Colin Dakin 
said in his funeral address that he had 
been a navigator in Dakotas, and Eric 
reports him as having flown supplies 
dropped to British forces fighting the 
Japanese in the Far East. Read into 
this what you will, but I imagine that 
it included finding his way over 
mountain and enemy-occupied jungle 
to places like Imphal and Kohima. 

Although demobilised after the war, 
he later rejoined the RAF, and then 
worked "in Intelligence". Again, that 
was all he said to me, but Colin Dakin 
reported him as having moved to the 
Ministry of Defence, where he worked 
on photographic reconnaissance. Yet 
in spite of this Services background, 
he was as far as could be from 
the Blimp of conventional caricature. 
Stewart Reuben has put it very neatly: 
"an affable man with a dry sense of 
humour who was in no sense old
fashioned in his views". 
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DAVITJ PRITCHARTJ 
As for ourselves, our most abiding 
memory will be of the splendid 
meetings which he and Elaine hosted 
in their lovely house outside 
Godalming: a one-off "Chess Variants 
Day" in July 1992, and our annual 
meetings from 1997 to 2002. We used 
to deal with the formal business in 
the late morning, break for a most 
generous buffet lunch, and then have 
an afternoon five-minute tournament 
with his friends from the Guildford 
and Godalming clubs. George Jelliss 
has described these meetings as 
"al ways highlights of the year", and he 
speaks for all of us. David and Elaine 
enjoyed good food and routinely 
provided it for their friends, and his 
compliments on a bottle of wine were 
worth having. 

We knew David as a variant player, 
but of course he was no slouch at 
orthodox chess. He took part in ten 
British Championship finals between 
1959 and 1978, and if his best 
placings were relatively modest (equal 
10-12 in 1963, equal 10-17 in 1970) 
he took some fine scalps along the 
way. He helped to dethrone Jonathan 
Penrose in 1970, and he did some 
horrible things to Tony Miles in 1973 
in a game which found its way straight 
into the magazines. 

White Tony Miles, Black David 
Pritchard, British Championship 
1973, Round 2. 1 e4 eS 2 Nc3 Nf6 
3 g3 (apparently this is a recognised 
opening, but in myoId-fashioned 
way I would be delighted to see my 
opponent adopting such a formation) 
BcS 4 Bg2 d6 S Nf3 Nc6 6 0-0 a6 
7 h3 Be6 8 d3 h6 9 Qe2 Qd7 10 Kh2 
gS and Black already threatens ... g4 
breaking things up on the K side: 
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This sort of position is normally 
reached with White as the attacking 
side! 11 Ne1 Nd4 12 Qd2 g4 13 h4 
0-0-0 14 NdS BxdS IS exdS NfS 
16 b4 Bb6 17 c3 Qe7 18 Qe2 Rhg8 
19 Be3: 

This would seem to have been the 
fatal mistake. David duly pounced: 
19 ... Bxe3 20 fxe3 Nxg3! 21 Kxg3 
NhS+ 22 Kh2 (22 Kf2 makes no 
difference) Qxh4+ 23 Kg1 Ng3 : 

24 Qf2 (other moves allow 24 ... Nxfl, 
leaving Black with a rook and three 
unopposed pawns against bishop and 
knight) fS 2S Nc2 RgS 26 Rfe1 
(understandable, but White doesn't 
have time for it) RhS (now White is 
soon crushed) 27 Qd2 RfS 28 Rfl f4 
29 exf4 Qh2+ 30 Kf2 Rxf4+ 31 Ke1 
Nxfl and White gave up. To quote 
Stewart Reuben again, David was not 
a player from whom one expected a 
quick draw. 

However, it was for the sheer breadth 
of his interest in games that David 
became outstanding. Even as pared 
down for the move from Godalming 
to Gloucestershire, his library was 
impressive; something over 300 books 
on chess and other board games, and 
well over a hundred on games of other 
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kinds. I believe his games collection 
was also impressive, though this was 
not visible in the same way. When 
visiting him in November, I happened 
to mention that I had recently bought a 
certain game from the 1930s at an 
auction (I am in no sense a serious 
collector, and had bid purely out of 
interest because I had played another 
game from the same family with a 
school friend). His reaction was 
immediate: oh yes, he said, there were 
four of these games, such-and-such is 
the rare one because only so-many 
were made, and the early copies are 
the best because the manufacturer 
later went over to cheap plastic. 
He went out, and came back with what 
had more recently been sold as the 
game I remembered from the 1950s 
(and alas, he was all too right about 
the plastic). 

David was a prolific writer, both 
on chess and on other games. Eric 
Solomon tells me that he was editor of 
the first series of Games and Puzzles 
from 1973 until it ceased publication 
in 1981, and the British Library 
catalogue lists a host of games books 
quite apart from chess: Go, A Quick 
Guide to the Game (Faber 1973), 
Puzzles and Teasers for the Easy 
Chair (Elliott Right Way Books 
1977), Brain Games (Penguin 1982), 
The Family Book of Games (Michael 
Joseph 1983), Mahjong (Teach 
Yourself 2001), The New Mahjong 
(Elliott Right Way Books 2004), 
and booklets Oriental Board Games 
(1977) and Card Games (1995) in the 
"Know the Game" series. No doubt 
some of these were introductory and 
elementary in nature, but these are just 
the books that make new friends for 
a game. He himself is reputed to have 
said that The Right Way to Play Chess 
CElliott 1950, with numerous reprints) 
was the best paid work he ever did 
because of the continuing royalties. 

But it was the variant forms of 
chess that were his particular delight, 
and his knowledge was unrivalled: 

. certainly in Britain, and probably 
worldwide. We have regularly had 
the benefit of his expertise in VC, 
from the four-page article on Burmese 
Chess in VC 43 to the snippets which 
so help to give variety to a magazine. 
All of this was to be crystallized in 
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The Encyclopedia of Chess Variants 
(1994), on which his reputation will 
surely rest. The original contract for 
this book was rendered worthless 
by the Robert Maxwell collapse and 
eventually he had to publish it 
himself, and not only did he do this 
but (I imagine at the cost of a lot of 
time spent on the grinding drudgery of 
day-to~day marketing) he even made 
a modest financial profit. Inevitably, 
the book is not perfect; no one man 
can be aware of every local rule in 
a field which is intrinsically so 
flexible, and self-publication deprived 
him of the publisher's reader who 
would surely have picked up a number 
of minor misprints. But it covers a 
vast amount of ground in an 
instructive and entertaining manner, 
and there is nothing else in existence 
that is remotely like it. His work on 
an intended second edition was 
interrupted by his death, but Elaine 
has asked me if I would be willing to 
complete it. The task will not be easy, 
but I will try. 

David continued to play at a high 
standard throughout his life, both over 
the board and by correspondence; 
just from VC, we see that he played in 
the second Heterodox Olympiad 
(1993-6), on one of the variant boards 
in the 1994 UK-Italy correspondence 
match, and in at least the fifth (1995) 
and sixth (1999) of the international 
Progressive Chess tournaments run by 
AISE. In the latter, he scored a 
splendid 10/10 in the preliminaries, 
only to disgust himself by a mere 9116 
in the final. I had therefore intended to 
round off this notice by quoting some 
of his wins in variant games, but most 
of those that have been preserved 
seem already to have appeared in VC, 
and there is none where his opponent 
compelled him to perform with quite 
the same panache as against Miles in 
the game above. Perhaps the best were 
the sparkling announcement of mate 
in 8 at Alice Chess which was quoted 
in VC 29 and the off-hand but skilful 
Hostage Chess game which appeared 
in VC 32, but the Alice Chess finish 
was repeated as recently as VC 45, 
and the finer points of the Hostage 
Chess game would require rather too 
much detailed explanation for present 
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purposes. Instead, let me quote two' 
of the light but entertaining problems 
which he contributed to Fairy Chess 
Review between 1941 and 1946 : 

David Pritchard 
Fairy Chess Review 1943 

Maximummer 
Selfmate in 4 

David Pritchard 
Fairy Chess Review 1946 

Orthodox Chess 
Stalemate in 3 

In a maximummer, Black, though 
not White, must always play his 
geometrically longest move, measured 
in a straight line from square centre to 
square centre (though check and mate 
are normal). Experienced solvers, 
and even imaginative newcomers, 
will quickly spot the main idea here, 
though they will then discover that 
there is a pleasant subsidiary motif. 
The second problem is orthodox as to 
rules but unorthodox as to objective, 
and may be found somewhat trickier. 
Answers on page 111. 

To finish, two more comments which 
surely speak for us all. From George 
Jelliss, "a very warm and likeable 
man"; from Paul Byway, "I don't see 
who could fill the place he occupied". 
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ATOMIC CHESS 
originally by David Pritchard 
with additional material from 

Fabrice Liardet, Tim Seymour, 
and Andrew Thompson 

This was David's last contribution to 
VC, and was originally a mere space
filler consisting of a brief description 
and a game score with a few notes 
derived from annotations by Fabrice. 
Fabrice subsequently sent me a 
second copy of the game with much 
more extensive annotations, followed 
up by further notes from the players 
themselves, and it seemed to me that it 
would be best if these appeared in 
full. The present article therefore 
consists of David's brief description 
as I sent it to him for checking, 
and the game score with notes spliced 
together from all these sources. 
Unattributed. notes are by Fabrice, 
translated and occasionally expanded 
by myself to help readers new to the 
game. - JDB 

Normal chess rules apply except that 
when a capture is made the man 
capture, the capturer, and all pieces 
(but not pawns) on adjacent squares 
are removed from play. Win by 
checkmate or exploding the king 
(clearly a king cannot capture as 
he would blow himself up!). The 
following game from the Internet, of a 
remarkably high standard, is between 
two of the strongest players of this 
variant. 

White Tim Seymour Black Andrew 
Thompson. 1 Nc3. A fairly vicious 
way of avoiding the hackneyed 
variations which follow the usual 
1 Nf3lNh3 f6 2 e3. Here, the knight 
threatens to play to d5 or to bS, and 
blocking these threats by ... c6 does 
not solve all the problems. 1...Nf6 
2 e4 Ng4. Threatens to blow up the 
White king by ... Nxf2*; it would seem 
that White has let Black take the 
initiative, but he remains better 
developed. TS: 2 ... c6 is more common 
now, for reasons discussed below. 
3 f4. Now 3 ... Nf2 no longer blows up 
the king because it is not a capture, 
and indeed it loses. ~ (threat 
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5 Qxf7*) g6 S NdS (threat 6 Nxe7*) : 

Now S ... Nxe4(-NdS) 6 Od5# (the 
threats are Qxd7* and Qxf7*), or 
S ... eS 6 Bc4 gxhS 7 Nf6# (White 
threatens Bxf7* as well as NxK), or 
(AT) S ... e6 6 BbS (threat Bxd7*) c6 
7 Nc7+ forcing 7 ... 0xc7(-Nb8,-Bc8), 
after which White has time to retreat 
his queen. 

Back to the game. 3 ... c6 4 h3 (TS: 
4 Nh3 is also a problematic move for 
Black) : 

4 ... Nf2 still allows White a pretty 
combination: S OhS g6 6 Nd5 cxdS 
(6 ... Nxe4(-Nd5) 7 QeS e6 8 Qc7! 
Qxc7(-Nb8,-Bc8) and White is two 
pieces up) 7 ObS Nc6 8 Ob6!! : 

The point. If now 8 ... 0/axb6(-Nc6)? 
then 9 BbS and again the threat of 
Bxd7* cannot be met, or 8 ... 0c7 
9 Oxb7(-Ra8,-Bc8,-Oc7,-Nc6) with 
a massive advantage to White. 

To the game again. 4 ... dS? This 
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appears completely to consolidate 
Black's position; if 5 hxg4? then 
S ... Bg4 (threat 6 ... Bxdl *) 6 Nf3 
dxe4(-Nf3). However... TS: Although 
extremely dangerous, this move hasn't 
held up under close inspection. If 
Black wants to play this line I think he 
has to try something like 4 ... e6 or 
4 ... d6, giving up the g4 knight. S NbS! 
Nh2 (threat Nxfl *). TS: If S ... cxb5? 
then 6 BbS Nc6 7 d4 is too strong. 
The game move is the best chance, 
losing in a complicated instead of a 
simple way. 

If now 6 Be2 then 6 ... Nfl (threat 
Nxd2*) 7 d4 Ne3 (threat Nxdl *) with 
8 Bxe3C-Be2) cxb5 or (TS) .L.QQJ 
oaS!. 6 Rxh2(-Ngl) cxbS. TS: 
Maybe a '?' is harsh as Black seems 
to be lost already but 6 ... Bg4 is a 
more testing move order. Then 7 hxg4 
cxbS 8 Bb5 Nc6 9 Oh5! (9 d4 Qc8 
10 exdS Kd8 11 fS! is also good for 
White, but not 9 Kfl Qc8! when 
10 Qh5 can be answered with 
1O ... Kd8!) g6 1O.Kfl!. This move, 
like d4, threatens exd5 but Black can't 
use QaS as a defence. Now either 
1O ... Bg7 11.0h4! (to remove Black's 
attack on b2) f6 12 Oh3 e6 13 Oa3 or 
1O ... Bh6 11 exdS+ Kf8 12 OcS Od6 
13 Be8 f6 14 b3! and White aims to 
continue with Ba3 and ReI. 7 BbS+ 
Nc6 : 

If now 8 exd5( -Nc6)+?? then 
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8 ... Qxd2* and White's king falls first. 
Hence 8 d4? after which the threat of 
exd5 is real and Black must sacrifice 
material, but... TS: The natural move. 
But 8 Kfl! is simply winning here. 
This move prevents both the 8 ... Bg4 
and 8 ... Qa5 defences to exd5. Now 
8 ... Bd7 9 Oh5! (not 9 exd5?? Bc6 
when Black is hitting g2) g6 10 exd5 
Bc6 11 Od5 and 8 ... a6 9 Oh5 g6 
10 exd5+ axb5 11 Ob5+ both win. 
8 ... Qa5+! A new idea: the queen is 
sacrificed to give the king time to find 
shelter. The only move previously 
played in this position was 8 ... Bg4 
9 hxg4 Oc8 10 exd5C-Nc6)+ Kd8 
with advantage to White. If 8 ... dxe4?? 
then 9 Oh5 g6 10 Od5#. 9 b4. TS: 
Blocking with b4 is more aggressive 
but maybe 9 c3 is an improvement. 
This is a common dilemma as to how 
to block the queen, which I always 
seem to get wrong! After 9 c3 black 
would have to alter his plan from the 
game as 9 ... Kd8 10 exd5 Bf5 11 d5 
looks very pleasant for White. 9 ... Kd8 
10 exd5(-Ne6) : 

White now threatens mate by 11 Bd7! 
10 ... Bf5! TS: I think at the time I was 
expecting 1O ... Bg4 11 hxg4 Oc7 when 
White has far too much play, e.g. 
12 Bc6 b5 13 d5. 11 bxa5(-Bb5) : 

If now Il...Bxc2C-Bcl.-Odl) then 
12 Rcl followed by mate: 12 ... e5 
13 Rc8+ Kd7 14 Rc7+ Kd8 15 Rd7# 

"VAriAnt Chess ;1 

(if say 15 ... Kc8 then 16 Rxb7*). 
11 ... e6 12 Ba3 (TS: 12 c3 looks a 
slight improvement, but nothing 
amazing) Bb4+ 13 e3 Re8 14 Bxb4 
(so that the White queen can play to 
a4 without being blown up by ... Bxa3) 
Re4 15 Qe2. TS: 15 Rbl Bxbl 
(otherwise the White rook will enter 
the game via b5) 16 Oh5 was 
something else I remember looking at. 
Then if something like 16 ... g6? White 
wins with 17 Qa5 b6 18 Qa6 Ke8 
19 Qb7 Rc7 20 Qb8+ Rc8 21 Qd6, so 
Black plays 16 ... a6! (note 16 ... b5? 
17 a4! is winning for White, e.g. 
17 ... Rc7? 18 Qe5) and can hold. Also 
White can't penetrate on the king-side 
with 17 Qg5 f6 18 Qh5 g6 19 Qh6 as 
19 ... Rg8 defends all the squares. 
15 ... Be4! : 

Black just succeeds in stopping the 
White queen from penetrating, which 
would be immediately fatal. 16 g4. 
TS: White can draw here with 16 Oh5 
Bf5 17 Oe2 etc. If Black deviates e.g. 
17 ... g6 or 17 ... a6 White can play 
18 Qe5! Rxd4 19 Rd 1 winning 
(although 17 ... b6 seems to hold a 
draw after 18 Qe5 Rxd4 19 Rd 1 Kc8 
20 a4 a5!). 16 ... h5 17 f5 (preparing a 
new penetration by Qh2) hxg4 18 h4 
(an immediate Qh2 would be met by 
... Rxh3) Bf3 (freeing e4 for the Black 
rook) 19 Qh2 e5 : 

20 h5. This seems a little bizarre, but 
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White's plan is to follow up with f6, ' 
after which it is difficult for Black to 
keep all the lines closed. 20 dxe5 does 
not work on account of 20 ... Re4+. 
More direct would be 20 Kf2, but 
after (for example) 20 ... Bdl Black 
still prevents the capture on e5: 
21 dxe5? Rf4+. If 20 f6 then 
20 ... Rh5!? TS: I think I didn't play 
20 Kf2 because I didn't want Black to 
do 20 ... Rh5, when 21 dxe5 can be 
answered with 21. .. Rf4 when I 
couldn't see more than a draw after 
22 Oxf4 f6. I wanted to play a few 
more moves. 20 ... f6 (if 20 ... Re8 then 
21 Kf2). TS: If 20 ... Bxh5? now then 
21 0-0-0 and I think White is winning. 
For example 21...Kc8 (21...Rxh2? 
22 dxe5) 22 Og2 Rc6 (22 ... e4 
23 Qg3) 23 dxe5 Rhl 24 Kbl Rgl 
25 a4!. 21 Kf2 Bxh5 : 

22 Qh5! It would of course be futile 
to try and preserve the White queen, 
since the Black rook would then be 
able to harass the White king. 
TS: 22 Rdl Ke8 also holds. 22 ... RxhS 
23 Rhl. And now it is the White 
rook's turn to give perpetual check 
(with a pawn down, White cannot 
hope for more than a draw). 23 ... Kd7 
and a draw was agreed: 

24 Rh8 Ra4 25 Rd8+ Kc6 26 Rc8+ 
and Black cannot escape the perpetual 
check; if 26 ... Kb5?? then 27 Rc5+ 
Kb6 28 Rb5# (28 ... K- 29 Rxb7*). 
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EXCAVATIONS 
The King and Pawns Game (one of 
several forms of Double-Move Chess) 

The book I had earmarked for this 
time's "In the Library" proved on 
closer inspection to be of sadly low 
quality, but an invitation to spend a 
few days with Elaine and David and to 
look through his files alerted me to a 
number of items in the Encyclopedia 
whose merits had previously escaped 
me. Unless I receive contributions, 
therefore, I propose to let "In the 
Library" lapse for an issue or two, and 
in its place to resurrect Peter Fayers's 
idea of "ExCaVations". 

There have been several versions of 
the King and Pawns Game over the 
centuries, but all have two features in 
common: White starts with king and 
pawns only, but in compensation he is 
allowed to make two moves at once. 
The material in the Encyclopedia 
quotes from articles by W. S. Branch 
in the Chess Amateur in 1910, and in 
fact there were three of these 
(September p 360, November p 64, 
and January 1911 p 101). They in turn 
relied heavily on earlier work, and 
together they contain several times as 
much material as David had room to 
quote in the Encyclopedia. My thanks 
to the Library of the British Chess 
Problem Society for access to them. 

The first article contains a complete 
imaginary game, but its purpose was 
to illustrate the moves rather than to 
demonstrate best play and I see little 
point in giving it in full. It does 
however contain some instructive 
moments. At one point we have 

and White played d6, dxc7. Black 
naturally took the pawn, Qxc7, but 
White could reply Kc6, Kxc7 because 

he is allowed to move through check, 
and after Black's rather pointless a5 
he continued Kxb8, Kxa8 and wiped 
out Black's Q side. Black could have 
saved his knight instead of playing a5, 
but his rook was dead. 

Later, this position arose: 

Black now tried to do force matters on 
the K side and lost, but had he played 
Bb6, followed by Kc7 and Ra8, 
I think he would have held the draw: 

His rook can simply oscillate between 
a8 and a7, and White can never break 
through. 

A few more rules. Contrary to what 
happens in Progressive Chess, checks 
to the Black king at the first move of 
a turn are ignored, play proceeding 
regardless (so it would appear 
possible in theory for White to use 
both his moves to give a double 
check, and hence to leave Black in 
quadruple check). White can pass the 
second move of his turn, and indeed 
must pass it if he has no legal option 
(this does not count as stalemate). 
Additionally, White can "wait" at any 
time by playing a pair of self
cancelling moves with his king, and 
this has two practical consequences in 
the ending: one good for Black, in that 
he can push ahead without worrying 
about giving stalemate, one bad, in 
that he cannot use the zugzwang 
weapon to force White to retreat but 
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must check him back step by step. 
According to the Encyclopedia, there 
are two versions as to what should 
happen if White is left in check: 
"one version requires White to get out 
of check immediately, the other allows 
the king to escape on the second 
move". But the second version would 
seem to be much the more logical, and 
the examples in the Chess Amateur 
appear to assume it. 

With these elementary examples in 
mind, some general comments in the 
first article may be easy to believe. 
Theoretically, says Branch, quoting 
C. E. Ranken (a former British 
champion at orthodox chess and 
apparently the leading expert in this 
game), Black should win every game 
(the reverse of the general view a 
century earlier, according to the 
Encyclopedia). "But it is difficult, 
until after considerable practice. 
He requires a lot of force to mate 
with-Q and two Rooks, or two 
Queens and a Rook; or Queen, Rook, 
and King can sometimes mate, with 
the help of a Bishop or Kt. 

"Black's policy is to take pawns 
almost regardless of expense-giving 
two for one, or a Kt for one, or a 
Bishop for two-and to block White's 
pawns with his own or minor pieces 
when possible. He must keep his 
Queen and Rooks a long way from 
White King, and from White pawns, 
unless behind them. He must prevent 
White queening a pawn, and he must 
generally queen one of his own. Black 
King is a powerful force towards end 
of game, and often helps to mate. 

"Games can be drawn, but 
stalemate is not possible-for the 
White King." A pedant might argue 
that this last statement is not quite 
true, because positIOns can be 
constructed in which any White first 
move would put him in check by 
capturing a shielding man and no 
second move would allow him to 
escape, the removal of the shield 
having left his original square under 
attack, but I doubt whether such a 
position could arise in the course of 
sensible play. 

The articles say nothing about 
opening play, but the Encyclopedia 
cites a claim by T. R. Dawson that 
l...e6 is Black's best move. 
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There are two examples of endgame 
play, but one is in the Encyclopedia 
and the other struck me as rather 
mundane. However, while studying 
them it occurred to me that king and 
two queens alone were a sufficient 
mating force, contrary to the apparent 
statement above that two queens and 
a rook were needed. I say "apparent" 
because the statement' could be read as 
saying that two queens and a rook are 
needed without the help of the king, 
but this seems a pointless thing to say 
since the king must be there and might 
as well be used. Yet the alternative, 
that an apparently systematic win was 
not spotted by the experts of the 
period, seems even less plausible. 
What have I overlooked? 

Black starts by playing his men to 
the centre, which he can always do : 

White must now choose a corner. 
Suppose he chooses the top left; 
Black plays his king to e7 and then 
moves Qe4-c4, and White is restricted 
to the three squares b8/a7/b6. This is 
worse for him than the position that 
will arise below, so we need consider 
this line no further. 

So suppose he chooses the bottom 
left. Black plays his king to b5, and 
White does best to choose Kc3 : 

Black must now be careful. If he 
plays Qe3+, White can take either 
queen; if he plays either queen to d4 

to give check, White can take both of 
them. But he also has Qf3+ : 

The fifth, fourth, and third ranks are 
now completely covered, so White 
must retreat, and Black will be able to 
gain ground by Qd5-e4. If White tries 
to escape right by playing Kel and 
meeting Qd5-e4 by Kgl, Black will 
follow up with Qe4-e2, restricting him 
to out-and-back moves from gl, and 
will then bring his king round to g3 
and mate by Qd 1 (a finish that will 
recur). So White stays in the bottom 
left corner. Black duly plays QdS-e4, 
and follows up with Kb4 and Qg2+ : 

Again White must retreat, and if 
he chooses any square other than dl 
Black will continue with Qg2-e2, 
Qe4-d3, Kb3, and Qf1 mate. Hence 
Kdl, and after Black's Qe4-f3+ the 
same argument makes White play 
Kel. Now Kc3 seems to prepare the 
way for yet another advance, but after 
Kcl we see that there is a difference: 
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If Black copies his previous play and, 
moves Qh 1 +, White can escape to a3 
(he is allowed to pass through a 
square next to the Black king). 

However, by moving to cl White 
has put himself out of range of fl, so 
Black can play Qg2-f1+, and after 
Ka3 he can follow up with Qc6 : 

Black now threatens Qc6-b5, 
followed by Kc2, Qf1-c4, and Qa6 
mate. White must therefore play KaS 
while he can, but Black has Qf1-c4 : 

This threatens Kb3 and as below, 
hence Ka3 (Ka7 allows Qc4-b5 
shortening things), but Kc2 renews 
the threat of Qc6-b5 and Qa6 mate, 
and after White plays KaS to stop this 
Black has Kb3 : 

This threatens Qc4-c5 mate, hence 
Ka7, and Qc4-bS soon ends things 
(king round to c7, then Qa4 mate). 

I cannot believe this is both sound 
and original. Where have I blundered? 
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LOSING CHESS 
Most of the games from the 200 I 
"First Unofficial Losing Chess World 
Championship" were published only 
as bare scores, but Fabrice Liardet put 
an annotated copy of his Round 6 
game against Fredrik Sandstrom on 
his web site and he has kindly allowed 
me to reprint his annotations here. 
This game won the prize for the best 
ending, but that was by no means 
its only merit; it had features of 
interest right from the opening, and 
Fabrice's notes will repay detailed 
study. 

White Fredrik Sandstrom, Black 
Fabrice Liardet. Everything In 

quotation marks " ... " is by Fabrice. 
1 g3. "The reputation of this 

opening move is to lead to a theory
free and quiet game. The former is 
true - it has certainly received a lot 
less attention than 1 e3 from opening 
analysts - but in my opinion the latter 
is not if White plays aggressively, as 
in this game." 1...g6. "Assuming that 
playing symmetrically is always safe. 
Actually, the modern L.cS may be a 
harder test of the g3 opening." 2 b4. 
"As usual avoiding theoretical paths, 
Fredrik varies slightly from the usual 
2 b3. This gives Black some more 
options, though none is particularly 
interesting." 2 ... b6 3 Nh3! : 

"The old belief that there was nothing 
for White to do in this position does 
not hold: the idea Ng5xh7, aiming for 
the h6 weakness, is much more 
dangerous than it seems. For example 
after the often played 3 ... d6, 4 Ng5! 
Bh3? 5 Nxh7 Rxh7 6 Bxh3 Rxh3 
7 e4! Rxh2 8 Rxh2, and there may 
seem to be a lot to play for but in fact 
the weakness on h6 kills Black. 
However, 4 ... h5!? 5 Nxf7 Kxf7 6 Bh3 

Bxh3 7 RfI Bxfl 8 Kxfl Nh6! still 
looks about OK for Black. But I was 
looking for something safer." 3 ... a5 
4 bxa5 Rxa5. "The idea is to play 
5 ... Rxa2 6 Rxa2 Ba6, now that the 
white b-pawn is gone." 5 d3! "After 
5 Ba3 Rxa3 6 Nxa3, Black can create 
mayhem by 6 ... bS 7 Nxb5 Bg7!? 
8 Nxc7 Bxal 9 Oxal Oxc7, but also 
play the quiet 6 ... Bh6 (as was of 
course intended)." 5 ... Rxa2 6 Rxa2 : 

6 ... Bh6?! "A very risky choice, the 
normal move being the obvious 
6 ... Ba6 7 Rxa6 Nxa6, after which 
Black is safe and the position is 
probably equal: 8 NgS (8 Bh6 Bxh6!) 
8 ... Bh6 (safest, but 8 ... Qa8 and 
8 ... hS!? are also possible) 9 Nxh7 
Rxh7 10 Bxh6 Rxh6 11 Bh3 Rxh3 
12 e4 Rxh2 13 Rxh2 Nh6 14 Rxh6 f6 
IS Rxg6 fS 16 Rxb6 fxe4 17 dxe4 
cxb6 18 Oxd7 Kxd7 with an ending 
which is difficult to assess. The text 
move tries to tempt White into getting 
an active position at the price of a few 
pawns. The analysis seems to show 
that I have been somewhat 
overconfident in the power of my 
pawn mass." 7 Bxh6 Nxh6 : 

"Although the lines are quite tricky, 
White has an excellent tactical 
possibility here in 8 g4! Nxg4 9 NgS 
Nxf2 (Alas, the computer didn't like 
9 ... Nxh2? 10 Nxh7 Nxfl 11 Rxfl 
Rxh7 12 RaS! bxa5 13 Rhl Rxhl 
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14 Qd2 Rxe I 15 Qxa5 Rxe2 16 Qxc7 
or 1O ... Rxh7 11 Rxh2 Rxh2 12 Bg2 
Rxg2 13 Kd2 Rxf2 14 Qh I! Rxe2 
IS Kxe2 Bb7 16 Qxb7 Na6 17 Rxa6!) 
10 Nxh7 Rxh7 11 Kxf2 Rxh2 
12 Rxh2 Ba6 (12 ... c5 13 Rh5 gxhS 
14 d4! cxd4 IS Qxd4 Qc7 16 Qxd7 
and White wins the queen battle) 
13 Rxa6 Nxa6 14 Oel! Nb4 (only) 
IS Oxb4 d6 16 Qxb6 cxb6 17 Bh3! : 

"Black still has a nice pawn phalanx 
but will be left with a lone king, and 
White should win." 

Let us go back to the game: 

8 Ra6?! "However tempting, this is 
the wrong way." 8 ... Bxa6! "Aiming 
for the elimination of the white pawns, 
after which the black pawns should 
give White a hard time. After 
8 ... Nxa6, 9 e3? Ng4 10 Oxg4 c5! is 
too dangerous; 9 g4!? still leads to 
tricky lines although Black seems to 
do better in these than in the ~ 
variation." 9.Qc1! "Going for the 
refutation; 9 NgS Bxd3 10 Oxd3 Ng4 
and 10 Nxh7 Rxh7 11 Oxd3 Rg7! 
both seem fine for Black." 9 ... Bxd3 
10 Qxh6 Bxe2 11 Qxh7. "Less 
appealing though play able was 
11 Bxe2 gS! 12 Nxg5 Rf8 13 Nxf7 
Kxf7 14 Qxf8 Oxf8 IS Ba6 Nxa6 
and Black stands slightly better." 
11 ... Rxh7 12 Bxe2 Rxh3. "From 
move 9, everything has been more or 
less forced for both sides." 
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"Not any good is now 13 Bc4? Rxh2 
14 Rxh2 eS! IS Bxf7 Kxf7 16 Rh4 
(better 16 RhS gxhS 17 Nd2) 
16 ... 0xh4 17 gxh4 cS! and the White 
knight is imprisoned by the black 
pawns. The text move is about OK, 
but best was the safe 13 Ba6 Nxa6 
14 Nd2! (14 c4?! Rxh2 IS Rxh2 eS! 
and the knight is in trouble again) 
14 ... Rxh2 IS Rxh2 cS 16.Nfl, just 
escaping the Black steamroller." 

"As White is now threatening a simple 
win starting by 17 RhS, Black has to 
give the queen: 16 ... Qc7 17 c4!? 
(17 Ke2 Qxg3 18 fxg3 c4 gains space 
for Black) 17 ... Oxg3 18 fxg3 eS and if 
Black survives immediate threats he 
will stand better, as it is hard for 
White to keep his rook after Black 
plays the king to the g-file. However, I 
may be somewhat biased in favour of 
the pawns against the pieces, as I 
often am (the game demonstrated it 
too!)." 

Back to the game move 13.Bf3?! : 

"An excellent placement for the 
bishop, slowing down Black's 
development, but at the price of a 
valuable tempo." 13 ... Rxh2 14 Rxh2 
cS! "This is the pawn which is going 
to win the game, and avoiding its 
being blocked by IS Bc6 is here even 
more important than keeping the 
king." Players new to Losing Chess 
tend not to realise just how valuable 
the king is; it is not quite as essential 
as in ordinary chess, but it is not a 
great deal short. 

15 Bc6?! "IS Ke2 is more subtle, 
because IS ... c4? loses to 16 Kd3!! 
cxd3 17 cxd3 followed by 18 Bc6 and 
IS ... d6?! allows 16 Bc6 Nxc6 
17 Nd2! However, IS ... eS! keeps 
White boxed in. Other moves fail 
to address the positional threat of 
IS ... c4, followed by 16 ... d6." 
15 .•. Nxc6 : 

16 Rh8?! "Who wouldn't have played 
this move? But although the king is 
the most powerful piece in Losing 
Chess, checkmate does not necessarily 
mean a win, and here it is actually 
losing! It is nevertheless already very 
hard for White to do anything against 
Black's slowly reinforcing his position 
by cS-c4, Ke8-f8-g7, as for instance 
16 c4? loses to 16 ... d6! (the simple 
threat of I7 ... bS 18 cxbS Kf8 19 bxc6 
Qd7 20 cxd7 Ke8 is too strong), and 
16 f4 does not carry any threat." 
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Fabrice now gives his verdict: 

Black to play and win! 

"There is no way to save the king, but 
the impressive black pawn mass is just 
about to get in action." 16 ... c4! 
17 Rxe8 Qxe8 : 

18 Kd2. "Forced: 18 c3 loses simply 
to 18 ... Nb4 19 cxb4 c3 20 Nxc3 dS 
21 NxdS e6 etc. Now the win comes 
from a typical shot." 18 ... Qh8! 
"Trivial and bad would be the king 
recovery 18 ... c3?? 19 Kxc3 Nd4 
20 Kxd4 dS 21 KxdS e6? 22 Kxe6 
fxe6 23 f4! bS (Zugzwang) 24 Nd2! 
and Black loses. The queen is clearly 
worse than the knight in such endings 
with a few pawns on each side." 

"The threat is now 19 ... Qc3 with an 
immediate win and there is only one 
way to avoid it." 19 Kd3 cxd3 
20 cxd3 Qc3 21 Nxc3 and we have 
the diagram overleaf: 
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"How to win now? At first sight it 
looks as if Black only has the choice 
between several knight endings and 
pawn endings, all of which are very 
complicated. Nevertheless, two of 
them are much less complicated than 
the others." 21 ... dS. "The other (less 
elegant) option was the pawn ending 
2l...b5 22 Nxb5 Nd4 23 Nxd4 f5 
24 Nxf5 gxf5 25 g4 fxg4 26 f3 gxf3 
27 d4 e5 28 dxe5 d6 29 exd6 f2 30 d7 
fIR and wins." 22 NxdS eS! 23 Nxb6 
e4 24 dxe4 fS 2S exfS gxfS : 

In the absence of pawns, a knight 
against knight ending is won by the 
player to move when the knights are 
on squares of the same colour. In the 
present situation: "The win is much 
simpler than it seems: disregarding the 
pawns, the black knight will dominate 
the white one on the next move, as in 
a classical N v N ending. That means 
that White is forced to give both of his 
pawns. Then the white knight will still 
be dominated and will have to take the 
black one. The ending with N versus 
f-pawn loses unless the knight can 
sacrifice itself to the pawn (knight 
playing on the pawn's colour) or come 
to f3/g4 (N playing on the other 
colour; then a bishop promotion fails 
to Nh2!). It is easily checked that in 
the present position this IS 

impossible." 
Try it for yourself, or look at the 

game conclusion on page 111. 

EN PASSANT 

by Paul Byway 

In passing, it means - and here I would 
like to remember Steve Boniface, 
whose passing was noted in the last 
issue. He was 54 and the west 
country's best-known chess organiser 
- eventually being awarded the title of 
International Arbiter. To me he was at 
first only a name appearing in VC 
playing postal progressive chess, but 
later I saw him often at the Four 
Nations Chess League where he 
officiated. Earnest and hardworking -
but always cheerful and ready for a 
friendly word or two. I tried to entice 
him into playing again, but he had too 
many commitments. I last saw him at 
this year's British Championships on 
the Isle of Man; my car broke down 
on the morning of prize-giving and 
I missed it. I eventually arrived when 
all was over and found him in the 
controllers' room - busy and cheerful 
as the event was being wound up. 
He handed over the prize money, 
chaffering me all the while. A short 
while after, I was at the Royal Beacon 
Seniors Congress in Exmouth - he had 
devised the formula for this in 2000 -
and his name was on everybody's lips. 
It's very sad that he should have died 
so young. He won our first 
Progressive Chess tournament in 
2002. Here is a game from that event. 

Progressive Chess Tournament 
2002. White Jed Stone, Black Steve 
Boniface. 

1 d4 
2 Nf6 cS 
3 Bd2 BaS Bxd8 
4 Ne4 Nxf2 Nxdl Kxd8 
S dxcS c6 cxb7 bxa8=Q Qxb8 : 

6 eS hS Rh6 BcS Rd6 Bf2 mate. 
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Paul is by no means the only 
person to have written warmly about 
Steve Boniface, and David Sedgwick 
has drawn my attention to a number 
of tributes which have appeared on 
the web. I was particularly impressed 
by some remarks by John Richards of 
the Horfield & Redland Chess Club, 
Bristol, which I am sure I shall be 
excused for quoting: 

" ... For somebody who used to work 
in IT support, Steve had a very 
practical attitude to computers. [. .. J 
On using computers for pairing 
tournaments, Steve accepted that 
there were advantages in speed but 
believed that software would never 
generate as good pairings as could 
be done manually. He would ask, 
for example, whether a program 
could ever cope with avoiding pairing 
two people from the same club who 
had just driven over 200 miles to get 
to the tournament in the same car? 
Or could it avoid pairing a couple 
who had just had an acrimonious 
divorce? 

"Early in his career, Steve had 
made the mistake of pairing a blind 
player with a deaf player, only 
realising this when shouts of "What 
did you say? Speak up!" were coming 
from the far end of the room. After 
this, Steve was always careful to try 
to ensure a level playing field for 
all players, regardless of disability, 
and was unstintingly helpful and kind. 
I remember one Bristol tournament 
where a player revealed in the first 
round on the Friday evening that he 
had an eye problem which meant he 
found it difficult to see the board in 
normal artificial light. That night. 
Steve went up in his attic to find an 
old anglepoise and rewire it ready for 
the next day. " 

All this suggests a person ver), 
far removed from the self-important 
jacks-in-office with whom so many of 
us have had to contend in other fields, 
and I can well believe the comment 
by Bob lones on the BCF web site: 
"He was a well-respected and greatly 
popular servant to the game, whose 
loss will be deeply felt by players and 
fellow organisers for years to come. " 
David Sedgwick said much the same 
in a tribute at the first 4NCL weekend 
of the new season. - JDB 
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PROOFGAMfS 

by Peter Fayers 

My recent discovery of Kazan chess 
reminded me of another variant where 
many pieces move on a single turn, 
Full Belt Chess. Each file and each 
rank is considered as a conveyor belt; 
after each move, the player must move 
one of the belts as many squares as 
he likes (but not all the way round 
to leave the status quo). Pieces 
disappearing off the edge of the board 
re-appear on the opposite side (think 
of the board as a cylinder for the belt 
moves). The same belt cannot be 
immediately rotated again by the 
opponent. 

Check must be relieved with a 
normal move, not a belt move. Pawns 
only promote if they reach the 8th 
rank by a normal move, not via a belt 
move. Belts containing a King may 
not be rotated. 

The opening game array is 
BBNNRRQK left-to-right for each 
player, thus the two Kings are at 
opposite ends of the long diagonal 
a8-hI. (Forfull rules, see VC 23.) 

A game between Vito Rollo and 
Lorenzo De Angelis went 

1 Nc1-d3/g:1 Bg1xf2/f:4 
2 Qg2xf31b:5+ Ka8-b8/f:6+ 
3 Qf1xf2/a:5# 

The notation b:5 means file b is 
moved forward 5 squares, always 
from White's viewpoint. 

As you can see, this variant can 
lead to an even more chaotic board 
layout than Kazan chess, but with one 
subtle difference - the chaos is 
determined by the players, not by the 
rules. This enables some remarkable 
effects to be shown in very short proof 
games: 

27-29 - PMF Original 

All after Black's 2nd, Full Belt Chess 

Solutions next time, but if you get 
stuck there are hints on page 1 I I. 

It seems George Jelliss has definitely 
been bitten by the "Editor's 
Nightmare" bug (but then, in the very 
early days of VC, he actually did run 
out of Letraset ... ) 

Here are five problems from· him, 
from the unique Guardian Chess setup 
with every man guarded at least once: 
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30/31/33/34 - GPJ, 32 - GPJ+JDB 

All after Black's 6th 
Guardian Chess 
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MODERN COURIER CHESS 
by Paul Byway 

White John Beasley, Black Paul Byway; by post. 

1 g2-g4 e7-e5 
2 e3 g6 3 f4 exf4 4 exf4 j6 looks playable. If 2 h4 Bxh4 
3 Bxe5 Bxj2 4 Bxc7 d6! 

2 i2-i3 f7-f5 
3 g4xf5 QfBxf5 
4 Nkl-j3 

Now the possibility of N-h4-j5 comes into play. 
4 NkB-l6? 

This is the time for ... Fe6 so that the queen can retreat to f7 
without trapping it. The plan begun by ... NI6 is not correct 
here. The idea is to defend the sensitive j5 and j7 squares, 
following with ... j6 and ... Bj7 or k6. In conjunction with 
.. g6, ... Ch6 this is a new and coherent plan of development 
- but I chose the wrong time to try it out! 

5 h2-h4 NbB-c6 
6 Cjl-h3 Qf5-g6+ 
7 Fhl-g2 j7-j6 
8 f2-f4 e5xf4 
9 Qflxf4 Cj8-h6 

10 Qf4-g3 Qg6xg3 
11 Bilxg3 g7-g6 

White is developing horribly fast. His play can't be faulted 
and I have a wretched position already. 

12 Kgl-i2 FhB-f6 
13 
14 
15 

e2-e4 
Bdlxj7 
Rll-fl 

16 c2-c3 

BiB-j7 
Nl6xj7 

d7-d6 

16 CcB-e6 
Black is plagued by the problem of developing his 
queenside. Eventually I decided that ... Ce6; Ff3 Ne5 was 
the best way forward, when I can escape with minimal loss 
after eg d4 with Nxf3 and Cxc4. Also possible are Nc4, 
Nd3 in the right circumstances. 

17 d2-d3 Nc6-e5 

The conviction grows that White's 17th is not the best. 
If d4 Nd3 ; Nd2 Nxb2 ; Rbl Na4 ; Rxb7 Nb6 and fers wins 
the rook. But I completely overlooked the possibility of 
Cf3; what should I have done then? I'm still very 
uncomfortable as Nj7 is badly placed and there is much 
work to do. I feel that I am surviving only thanks to a 
series of tactical points. 

18 Bg3xe5? 
19 Fel-g3 
20 Ch3-j5 
21 h4xi5 
22 i5xh6 

Ff6xe5 
i7-i5 

Nj7-16 
Nl6xj5 
Nj5xh6 

The exchanges have helped Black and his position is now 
much improved - but White is still better and with his next 
two moves (and admirable consistency) he completes 
development. 

23 Ccl-e3 RlB-iB 
24 Nbl-d2 Ce6-g4+ 
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The start of a manoevre which is designed to help me out 
of difficulties with development on the queenside. 

2S Ki2-h1 Nh6-i4 
26 Fg3-h4 

The best move; White is awkwardly placed. 
26 Cg4xg2 

The pair of ferses look like a powerful force - better they 
be scattered. 

27 
2B 
29 
30 
31 

Kh1xg2 
Rf1-f3 
Ra1-f1 
Ce3-gS 
Fh4xgS 

Ni4xj2 
Nj2-i4 
BdB-e7 
Ni4xgS 
FeB-e6 

At last, I can see the completion of development ahead. 
White however, still has the initiative. 

32 
33 
34 

FgS-h4 
Nj3-h2 
Rf3-h3 

KgB-g7 
c7-cS 

RaB-fB 
It dawns on me slowly that f3 is a key square. I'm happy 
to exchange one pair of rooks, but if all four come off and 
White plays his knights aggressively forward I think I'm 
still at a disadvantage. At this point White offered a 
conditional continuation which ends with his king on f3. 
I think this was a mistake. Certainly I would have played 
differently had there been a chance of a knight coming to 
f3 instead. 

3S 
36 
37 

3B 
39 
40 
41 
42 
43 

Rf1xfB 
Rh3-f3 
Kg2xf3 

Nh2-j1 
Fh4-g3 
Fg3-h2 
Kf3-g2 

c3-c4 
Fh2-g3 

RiBxfB 
RfBxf3 

h7-hS 

g6-gS 
Kg7-h6 
Kh6-iS 

b7-b6 
FeS-f4 
Ff4xg3 

44 
4S 
46 
47 
4B 

Kg2xg3 
b2-b3 

Kg3-h3 
Nd2-f1 
Kh3-g2 
Draw agreed 
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Be7-f6 
Bf6-eS+ 

17-1S 
gS-g4+ 
hS-h4 

I came into the ending with the rooks off after move 37 
thinking I was slightly better and gradually changed my 
mind. The very local influence of the fers is a big drawback 
and if the game opens up the two knights can cause trouble 
if deployed widely separated. John, on the other hand, 
thought that my king tied down his king and knight on the 
kingside - leaving me a fers up which can march across the 
board. Had the fers already been there I would certainly 
have played on. 

"Draw with White" may seem a ve,)' modest cause for 
satisfaction, but I was feeling my way from first principles 
whereas my opponent was the game's leading exponent. 
I was very surprised by Paul's 4 ... Nl6, since it seems to me 
that the wider board makes central dominance even more 
valuable than in ordinary chess (though an example to the 
contrary will appear in my game with Roy Talbot, which 
I am sure Paul has scheduled for a future vC). The offer 
of a conditional continuation at move 35 was indeed a 
mistake, and such things highlight one of the differences 
between the regular match player and the occasional 
performer whose main interest lies in endgame studies. 
I shall know better next time! 

The final position was very interesting, and my thoughts 
were the same as Paul's: I too felt at first that I stood 
better, only to become less and less confident the longer 
I looked. One difficulty is that even if a White knight can 
start rooting around on the Q side, it cannot do very much 
very quickly, and any pawn plus that may result will take a 
longish time to yield a queen. Black, on the other hand, 
has a pawn majority which is mobile and a king poised 
to invade, plus a bishop able to boost the attack from 
a distance while still peljorming a delaying role on the Q 
side. I did in fact pencil in a move, but thought better of it 
overnight and decided to take the draw while it was there. 

White's isolated i-pawn is of course a major weakness, 
and after the game I thought I should have played 24 Fh3 
to keep his courier out of g4 and postponed the completion 
of my development until the next move. Not necessarily, 
said Paul; it would have given him a precious tempo, 
which he could have put to use in various ways. - JDB 
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THE END Is NIGH 

by Paul Byway 

Solutions to competition 26 

#152 7 Ng6 f4 fxe5 Rxfl Rxf8 Rb8 
NfS mate. 
#153 7 Bg7 Bf8 Nd2 Rcl Rxc7 Kc2 
Rc8 mate. 
#154 7 c4 cxd5 dxc6 cxb7 b8=Q 
Qxc7 Qe7 mate. 
#155 8 g5 g4 gxh3 hxg2 gxh 1 =Q Qc I 
Nc6 Nd4 mate. 
#156 7 Nxf7 Ba6 Bxb7 ReI Nd2 
Nxe4 Nc5 mate. 
#157 6 d5 Kf7 Be7 Bg4 Re8 Bb4 
mate. 
#158 I Cf9 Eg6 2 Ke3 Ei8 3 Ch9 
Eg6 4 Ch 10 mate. If Black plays Ee8 
on his second move then Kd3 and 
mate next move by Pd 1 O. 

The current scores:- FG 96, IR 89, 
DP 67, PW 35, JB 29, CL 24, RT 19, 
RC xx, NE 2, SB 2. Our apologies 
to Roberto Cassano, whose solutions 
to VC 48/49 were lost in the e-mail. 
His points for these are included. 

Congratulations to David Pritchard 
for the best attempt on the XiangQi 
problem. The XiangQi problem in this 
issue (rules in VC 50) shows Black 
with a free ranging rook; now how can 
Red win against those odds? 

Here is an original Losing Chess 
composition from John Beasley; the 
solution is on the page opposite. 

#159 John Beasley (2005) 

Losing Chess 
White to play and win 

The second diagram in Pawn Play in 
XiangQi - on page 90 of issue 50 -

"VAriAnt Chess ;1 

was adapted from an endgame manual 
by replacing a Red elephant on the 
3rd rank by a Red guard on the 2nd. 
In my reading so far the Chinese do 
not notice zugzwang and perhaps 
this feature was deliberately avoided. 
I haven't checked - but it seems to 
me like a well known example of 
K+N+RP(7) v K; that is to say that 
50% of general positions are drawn 
and 50% are won. None of the pieces 
present can lose a move. 

Competition 27 

#160 Ervetti - Del Frate (1988) 

Black wins (series 8) 

#161 Picasso - Sarale (1985) 

Black wins (series 8) 

#162 Ervetti - Sarale (1985) 

White wins (series 7) 
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#163 Picasso - Fabbri (1985) 

Black wins (series 6) 

#164 Bratcenko - Petruk (1993) 

Black wins (series 6) 

#165 Biasutto - Cesaro (1989) 

Black wins (series 8) 

#166 Author unknown 

10 9 k 
9 9 f 
8 
7 
6 
5 ~ 
4 
3 
2 r 
1 G~ g 

XiangQi : Red to play and win 
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WORDS, WORDS 
Plenty of endorsements too: Intense Chess (the Polgar 
sisters), Cirondo (IM Chris Baker), Neo-chess (the USCF) 
and of course Fischerandom: (,Fischer has given life to 
radical changes that will shake the chess world'). by David Pritchard 

We can all manage a wry smile at the salesman's hyperbole 
CChessword is the most imaginative and refreshing - if 
no, the only - new way to play chess since the game's 
invention', 'People will be playing Isometric Chess - and 
only Isometric Chess - in 2001', 'Taliesin is unlike 
anything else in the world or any other'). 

Put-downs offer a little relief. Here is Fischer on Las Vegas 
Chess: 'A silly game in which skill plays no part at all' and 
Robert Erkes on Isometric Chess: 'All it is is a chessboard 
that looks funny'. Paul Yearout on Continuum Chess: 
'I have the feeling that ... the whole thing is a kind of joke', 
whilst Frank Maus, the game's honest inventor, declared 
'Magic Chess is deadly dull'. Finally, the censure of a 
BCM correspondent back in 1940 referring to the Duke of 
Rutland's Chess: 'Even the recommendation of the Duke 
of Rutland failed to popularise a game which could give 
rise to so questionable a move as Bishop takes Concubine' . 

Perhaps however we are a little more cautious of the 
flattery of the great and the good. Here is GM Yasser 
Seirawan: 'Megachess represents the dawning of a new era 
... it will revolutionize the way chess is played in the future 
... it's the greatest invention in chess since castling', GM 
Waiter Browne adding for good measure 'Megachess is a 
great mental sport. Its potential is unlimited'. A Hungarian 
GM who chose, perhaps wisely, to remain anonymous, 
ecstatically declared Centrepoint to be 'The most intriguing 
game to evolve since 3 B.C.', a date that some may find 
perplexing; whilst Prashant Mistry, who holds the 
Guinness Book of Records chess endurance record, 
enthused 'Big Battle is undoubtedly superior to chess in all 
respects' . 

Another typical contribution from David; can readers offer 
more? Two Of my own favourites are George Bernard 
Shaw's "Chess is a foolish expedient for making idle 
people believe they are doing something very clever when 
they are only wasting their time", which Fabrice Liardet 
quotes at the head of the chess section of his web pages, 
and the start of the entry on "Computers and Chess" in 
the Oxford Companion: "Under the delusion that skill at 
chess is evidence of high intelligence ... " - JDB 

David Pritchard obituary (page 99). 
Maximummer: I BxaS Rh8 2 Bd8 

Rhl 3 Bh4 Ral 4 Bel Rxa6. The rook 
tour is expected, that of the bishop 
perhaps is not. 

Stalemate. It seems natural to drive 
the Black king towards the edge, but 
in fact he must be piloted the other 
way: I Nel+ Ke3 2 Bc2 Kd2 3 Kf2! 
White, far from being able to profit 
from Black's inability to reach the 
squares "off the board", needs to 
make use of one of them himself. 

VC 50 proof games (see page 92). 
22 (JDB misunderstanding of PMF 

diagram) I Nf3 d6 2 Ne5 Bd7 3 Nxd7 
e6 4 Nxf8 Ne7 5 Ng6 Nc8 6 Nxc8 
Ke7. 

23 (GPJ) I h4 g5 2 hxg5 c6 3 Rxh7 
QaS 4 Rxh8 Kd8 5 Rxg8 Kc7 6 Rxf8 
Kd6 7 Rxc8 Ke5 8 Rxb8 Kf4 9 Rxa8 
Qe5. 

24 (PMF) I a4 c6 2 as QxaS 
3 RxaS Kd8 4 Rxa7 Kc7 5 Rxa8 Kb6 
6 Rxb8 Ka7. 

25 (PMF) I e3 h5 2 Qxh5 d6 
3 Qxf7+ Kd7 4 Qxf8 Ke6 5 Qxg8+ 
Kf5 6 Qxh8 e6. 

SOLUTIONS 

26 (PMF/JDB) (a) I f4 c6 2 f6 Qb6 
3 fxe7B Qxb2 4 Ba6 Qxc I 5 Bxc1, 
(b) I f4 e5 2 fxe5 Qf6 3 e7B Qxb2 
4 Ba6 Qxcl 5 Bxcl c6. 

21(v) Michel Caillaud has found 
a dual - 2 Bg5 hxg5 works just as well 
as 2 Bh6 Rxh6. The composer has 
decided to consign this one to the 
scrap heap. 

Hints for this issue: 
27: In order to leave all the Pawns 

in their original position, White must 
have moved the same tile twice, out 
and back again, and Black has done 
the same with another tile. 

28: Black moved last, all black 
pieces are in place, and a black Pawn 
is missing. Ring any bells? 

29: Features Turbulent Priests, 
one of my favourite problem themes. 

30-34: In the five problems the 
damage is mainly done by a P, N, B, 
Rand Q, but not necessarily in that 
order. 

Losing Chess game (page 106). The 
game concluded 26 g4 fxg4 27 Na4 
"After 27 f3 gxf3 28 Nc41Nd7, Black 
needs only to avoid 28 ... Ne5??? 

29 Nxe5 f2 30 Nf3! and to give away 
the knight on the other available 
square" 27 ... Nb4! 28 f3 gxf3 29 Nc3 
Na2 30 Nxa2 f2 31 Nc3 f1=N and 
White resigned. 

Losing Chess ending (opposite). Try 
I Na2/b3/e2: no, 1 ... Nf3 2 Nxf3 biN 
gives a standard win with bN at a 
distance 2 from each wN. White must 
give one knight away to prevent Black 
from doing so, and Black then wins 
the remaining N v N ending. 

Try 1 Nd3: no, 1 ... Nxd3 2 Nxd3 
biB wins. 

Try I Nf3: no, 1...bxc1N (simplest) 
2 Nxe5 Nd3. 

Try I Ng2: no, 1...bxc1K and 
White must allow two immediate 
giveaways (knight followed by king). 

So it must be 1 Nc2 bxclK 2 Nal, 
putting wN a distance 4 from bN and 
threatening the giveaway 3 Nc2. Now 
Black must give away his king first, 
2 ... Kc2 3 Nxc2, and it is White who 
will win the N v N ending. If instead 
l...bxcIN, White has several moves 
which will put him a distance 2 from 
each bN. 
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Alas, our first item is self-explanatory, 
and inevitably it overshadows Paul 
Byway's tribute to Steve Boniface; 
but he too was a fine man, and I hope 
readers will find time to look at this as 
well. 

The second edition of David's 
Encyclopedia. As reported on page 
99, Elaine has invited me to complete 
this, and I shall be going down to 
Gloucestershire as soon as my other 
commitments permit to see how things 
stand and what still remains to be 
done. I will keep readers informed. 
In the meantime, please will readers 
who have been in correspondence 
with David over any matter relating to 
the Encyclopedia write or send me an 
e-mail so that I am in the picture? 

Hastings 2005-6. Mike Adams tells 
me that he and Mike Gunn ran a 
variant tournament on New Year's 
Eve in David's memory, apparently 
using the same format as we used in 
our Godalming meetings (five-minute 
games, eight rounds, and I presume 
a different variant in each round). 
It attracted 17 competitors, and was 
won jointly by Andrew Greet and Jack 
Rudd. 
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BCVS NOTICES 
BCVS web site. George JeJliss has 
asked to hand over responsibility for 
this, and the rest of us already appear 
to have more than enough to do. 
I have therefore invited Sue to hold 
the fort, and she has been delighted 
to do so. Her role in our activities 
hitherto has merely been one of 
domestic tolerance and if a member 
would like to take over she would 
be happy to stand aside, but in the 
meantime I hope this will be thought 
acceptable. The site address remains 
unchanged. 

I might add that Sue has been 
very compl imentary about the way 
George set the site up; she has found 
everything neat, straightforward, and 
very easy for someone else to take 
over. To George: thank you! 

AGM 2006. Members are reminded 
that nominations for office, and any 
resolutions for the AGM, should be in 
my hands as secretary by March 1. 
In respect of the Presidency, we are 
considering submitting a resolution 
to the AGM to suspend the relevant 
constitutional provisions for a year 
and allow the post to remain vacant 
in David's honour, and we would 
welcome members' opinions. The post 
is intrinsically honorific rather than 
active - "The President shall have no 
specific duties, but shall be free to 
further the interests of the society in 
whatever way he thinks fit" - so the 
suspension would not compromise our 
day-to-day activity. To the best of my 
knowledge, all the other officers are 
willing to continue, but if anyone else 
would like to join the team we shall be 
delighted to explain what is involved. 
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CALENDAR 
This year's Circular Chess World 
Championship will be held on 
Saturday 20 May at Lincoln Castle. 
More details next time. 

Notices for VC 52 should reach 
me by March 1, though later notices 
will be fitted in if at all practicable. 
There is also a "News and Notices" 
page on the web site, and notices for 
this can be accepted at any time. 

Web site links. One of the standard 
pages on our web site contains links to 
other relevant sites, and if anyone 
would like to see a link to his or her 
site Sue will be willing to add it. 
It is also helpful if anyone trying to 
use a link and finding it no longer 
current will please tell her. 

LIoyd Shapley's Kriegspiel problem 
(VC 49 p 75). Thomas Ferguson tells 
me my source was wrong; it was the 
Black king which could be anywhere, 
not the White. A correct statement: 
Kriegspiel, quarter-infinite board, wK 
on ai, wR on b2, location of bK 
unknown, White to play and win "with 
probability I" (i.e. he can keep trying 
according to certain rules involving 
a random choice between defined 
alternatives and eventually he will 
strike lucky, in the same way that a 
coin tossed repeatedly will eventually 
yield any preassigned sequence of 
heads and tails). He has told me how 
it is done and I think I understand, 
give or take some advanced algebra 
which I am prepared to take for 
granted, but I feel the problem is one 
for mathematicians rather than chess 
players and I don't think VC is the 
place for the details. 
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PROGRESSIVE CHESS : 
THE "ITALIAN MATE" 

The English (formerly British) Chess 
Federation's monthly Chess Moves 
accompanied its obituary for David 
with an article on chess variants which 
he had submitted well over a year 
before, and among the examples was a 
Progressive game ending in an "Italian 
mate" (the defender could escape 
check only by giving check, and since 
the giving of check before the last 
move of a turn was prohibited under 
Italian rules this counted as mate). 
This caused a reader of Chess Moves 
to send me an e-mail asking what was 
going on, and I don't think he was too 
impressed with the explanation. I am 
aware that David and several other 
expert players have liked the Italian 
rule, perhaps because it allows the 
production of elegant and spectacular 
finishes without the need to check out 
the uninteresting mopping-up lines 
that have to follow under traditional 
rules, but from the point of view of 
encouraging people to try the game 
it appears wholly undesirable. Tell a 
mainstream chess player new to 
Progressive that giving check before 
the end of a sequence terminates it, 
and he will say Yes, this is sensible 
and reasonable; tell him that such a 
move is artificially prohibited, and he 
will look at you as if you were mad. 

And - surely a key question - how 
many games ending in "Italian mate" 
would still have been won for the 
same player even under traditional 
rules? To throw a little light on this, 
I have examined all the "Italian mate" 
games I could quickly and easily find 
in VC, and a list appears opposite. I 
merely looked up "Progressive Chess" 
in the indexes and then looked for the 
words "Italian mate" in the text, so it 
is possible that there have been cases 
I have overlooked, but I hope I have 
included the great majority. 

The first was a game Dipilato
Leoncini quoted by David in VC 3: 
1 d4 2 Nf6 dS 3 e4 eS BbS+ 4 c6 Ne4 
Kd7 cxbS S Nc3 Nxe4 Ke2 f4 NcS+ 
6 Kc7 BfS Bxc2 fS b6 Bxdl+ 7 Kd2 
Kc3 Kb4 Na4 Nxb6 KaS Nxa8! 
(David's exclamation mark) : 

It was indeed a pretty way to win 
a game, but no "Italian rule" was 
needed to make it possible; White will 
have nine moves at his next turn, and 
each of Black's four king moves can 
be met by a mate in eight at most. 

This appears typical, and there 
seem to be only two games in the list 
where the "Italian rule" allowed the 
victor to claim a win that might not 
have been his under traditional rules 
(I have not considered the possibility 
that he might have had an alternative 
win earlier in the play). These were 
Boniface - Archer, which ended 

and Kxd7+ appears to leave no mate 
in 9, and Dipilato - Cassano, where 
the final position was 

and Qxc3+ would leave Black unable 
to do anything useful in less than 17 
or so. In all the rest, the winner would 
have had a mate next turn anyway, 
and in only two cases would he even 
have needed his full quota of moves. 
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There was also the curious case of 
Richardson - Tolonen (VC 13 page 
71), which ended with this position 

and White resigned thinking he was 
being forced to check prematurely 
(which indeed he was, but after Kh3 
he would no longer be in check 
himself, so his lack of a legal move 
later in his turn would be "Italian 
stalemate" rather than "Italian mate" 
and the result should have been a 
draw - see the discussion in VC 18, 
page 179, and VC 19, pages 193-4). 
In fairness to the rule, however, Black 
was merely showboating, and he had 
other ways to win. 

There was much discussion of the 
"Italian rule" in the early days of VC 
(see for example VC 1 page 11, VC 3 
page 36, and VC 4 page 47), and 
among the arguments put forward 
was the pragmatic and sensible one 
that the Italians were at the time the 
leading players and the tournaments 
organized by them used the rule, so 
we should get used to it even if we 
disliked it. That argument now seems 
less applicable, and the argument that 
most of the games in the published 
database were played under the rule is 
relevant only in the relatively few 
cases where the result would have 
been different under traditional rules. 
VC is published for a society, it is 
not my private fiefdom, and if readers 
consider that there are arguments in 
the rule's favour that I have not 
given I shall be happy to print them 
next time; but the rule is an unnatural 
and artificial one, and I would advise 
anyone mounting a tournament now, 
and hoping to attract players who have 
not tried the game before, to revert to 
the natural and traditional rule and to 
save himself a lot of complicated and 
unconvincing explanation. 
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"Italian mate" Legal replies under Mate next turn 
Issue of VC Pages Players announced in traditional rules available in at most 

3 36 Dipilato - Leoncini 7 4 8 
9115 8/97 Castelli - Novak 7 8 

9 9 Donovan - Rallo 8 1 6 
13 71 Boniface - Archer 7 2 
21 7 Byway - Jelliss 7 3 6 
24 67-68 Boniface - Wood 8 3 8 
24 68 Coast - Wood 8 7 
29 4116 Byway - Pritchard 7 4 9 
29 4/16 Byway - Tremaine 5 5 

31132 43/61 Beasley - Byway 6 6 
32/33 61111 Crasto - Gatto 8 1 4 
36/37 69/86 Mapelli - Dipilato 10 3 7 
37/38 86/102 Cesaro - Viola 8 6 
39/40 117/131 Gadzinsky - Gadzinskaya 8 I 8 
41142 12/30 Dipilato - Cassano 10 2 
43/44 45/63 Manzini - Caressa 9 11 
44/45 63114 Cesaro - Salvadori 9 9 
44/45 63/14 Cassano - Hammarstrom 9 8 

Progressive Chess: Games ending in "Italian mate" quoted in VC 1-51 (please report any errors or omissions) 

WINNING THE 
MILLER'S DAUGHTER 

In the days before everything in the 
countryside was done at the behest of 
multinational combines, the miller 
and his daughter were leading figures 
in rural society. The miller was a 
monopoly provider of an essential 
service, and even when honest he 
could hardly help becoming wealthy; 
the daughter was universally declared 
in legend and song to be of surpassing 
beauty (which may sometimes have 
been a tactful way of saying that she 
was not so utterly repulsive as to 
outweigh the lure of the parental 
riches). Andrew Perkis has translated 
this eternal scenario into chess terms, 
and he has produced what seems to 
me to be one of the more amusing 
of the "themed" forms of chess. 
Each player has a Miller's Daughter 
and eleven Princes, the pieces have 
step moves as chess kings and jump 
moves as in Halma, and there is 
something rather pleasant in the 
thought of a group of princes 
frantically clambering over each other 
in order to get their hands on a 
baseborn but wealthy young lady. 

The game is played on an 8x8 
board and an ordinary chessboard may 

of course be used, but the board in 
the diagram sent to me by Andrew 
has its squares attractively coloured 
cream-brown-cream-brown and grey
pink-grey-pink in alternate rows. The 
initial array is as shown below: 

and the moves are as follows. 
(a) Step moves. Any piece, prince 

or MD, may move one step in any 
direction, orthogonally or diagonally 
(i.e.as a chess king). 

(b) Jump moves. Any piece may 
jump an adjacent piece of either 
colour, orthogonally or diagonally, 
and sequences of jumps are allowed, 
but in the case of a prince the overall 
effect must be to move the man 
towards the opponent's back line 
(though horizontal or even backward 
jumps may be made along the way). 
This restriction does not apply to 
jumps of the MD. In the initial array, 
White's MD can jump dl-f3-hl; 

d 1 now being free, the prince at fl 
can jump fl-d I-b3 next move (or even 
fl-d3-d I-b3 if desired), but it cannot 
jump fl-dl and remain at dl. 

Additionally, an MD must always 
have a "liberty", namely an empty 
square to which she has a step move. 
The player's first move must give her 
this liberty, and each later move must 
preserve it or give another in its place. 

A prince cannot be captured; an 
MD can, by moving a prince to her 
square, and this is the normal way of 
winning the game. In addition, a 
player can win by surrounding his MD 
with a fortress which the opponent can 
never penetrate (which to a chess 
player is a curious way of winning, 
but has apparently been prompted by 
Andrew's work on Halma variants), 
and he can draw by moving his MD to 
a square adjacent to the opponent's 
MD (when they declare an "alliance" 
and presumably abjure men for ever, 
no doubt to the great inconvenience of 
the local corn growers). In the absence 
of a fortress, a threefold repetition of 
position is a draw. 

The game is a recent development 
and examples of play are as yet few, 
but it strikes me as amusingly simple 
and as having features which appear 
novel. Andrew can be contacted as 

<harwoodperkis@onetel.com> 
if you want to find out more. 
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AN INTR01)UCTION To 
XIANGQI OPENINGS 

by Paul Byway 

Editor's introduction. Our recent 
articles on cannon, horse, and pawn 
play in XiangQi have introduced 
some of the piece-by-piece subtleties 
of the game, and the next stage is to 
look at some examples of competent 
play in the opening. The first time 
I played myself, I cheerfully opened 
e4-e5 thinking to gain space in the 
centre just as I would in any other 
game, and at XiangQi this move is 
disastrous; the man at e5 cannot be 
defended, my opponent played Cb8-e8 
to knock it off, and I had a lost game 
right from the start. I have therefore 
invited Paul, as the most experienced 
player in the present VC team, to 
write something on elementary sound 
opening play, and I am delighted that 
he has been able to do so. 

A brief reminder of the rules. 
Opening array: 

10 r h e 9 k 9 e h r 
9 
8 c c 
7 P P P P P 
6 
5 
4 f f f f f 
3 ~ ~ 
2 
1 BHEG~GEHB 

a bed e f 9 h i 

King moves one step horizontally or 
vertically (not diagonally), and is 
confined to the palace; guard one step 
diagonally, confined to the palace; 
elephant two steps diagonally (no 
jumping), confined to its own half of 
the board; horse one step vertically or 
horizontally and then one diagonally 
(i.e. as knight but without jumping); 
rook as in our chess; cannon as rook, 
but can capture only if there is one 
man between it and its victim; pawn 
one step forward in its own half of the 
board (there is a "river" across the 
centre), one step forward or sideways 
in its opponent's half, and captures 

with its normal move. The players are 
Red and Black; stalemate is a win; 
perpetual check is not allowed; the 
kings may not face each other on a 
file with no intervening man. For 
present purposes, I have translated to 
standard VC algebraic notation, but a 
leaflet giving the Chinese descriptive 
notation is available for readers who 
are tempted to explore the books and 
web sites recommended (the Chinese 
number the files I -9 from right to left 
as seen by the player making the 
move, so the opening "5,7 Cannons" 
puts Red's cannons on the e and c 
files). Now over to Paul. - JDB 

When it was suggested to me that I 
might write on this topic I readily 
agreed - for I have been thinking 
about it for some time and there is 
undoubtedly a shortage of useful 
information in English. The subject is 
extensive and I expect to return to it at 
intervals; therefore I shall begin in a 
leisurely fashion with some remarks of 
a general nature. After that we will 
move straight away to an overview of 
the 5,7-Cannons - a sound and popular 
mainstream opening. 

There are some competent 
elementary introductions available in 
English, but the content is usually 
slight. An exception is Chinese Chess 
by H. T. Lau which is widely 
available. This is valuable as a source 
of data - but the reader needs to work 
at it. For instance in the end games it's 
not always clear whether you're 
looking at a general result or the sole 
exception to it. The games should not 
be relied upon as examples of modern 
opening theory; they were probably 
synthesised with a view to showing 
sacrifices and sparkling mates. 

Eventually I did come across 
literature that was directly comparable 
to the stuff familiar to a serious player 
of international chess - some of it even 
in English. David Woo of The Chinese 
Chess Institute did us a great service 
by making available modern 
Grandmaster games from recent 
tournaments with commentary in 
English; regrettably I believe he has 
ceased operations. Worth looking up 
on the internet are German and 
Canadian sites. A recent and first rate 
acquisition of mine is Deceptive Play 
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in Xiangqi Openings and Counter
measures, published by the Asian 
Xiangqi Federation and the Chinese 
Xiangqi Association. I can't speak 
highly enough of this booklet - but we 
need two dozen more of this sort for 
comprehensive coverage. A second 
layer of translation into more 
idiomatic English would be useful. 

It is now time to look at our first 
opening and I can assure you that the 
annotations are by modern master 
players and can be relied on. As we all 
lack a wide and deep background in 
Chinese Chess the student will need to 
work hard, gleaning information even 
from what is not said and the moves 
that are not made. I play the following 
opening myself and I chose it partly 
because it is possible to develop all 
the pieces without understanding the 
subtleties of pawn play. 

5,7 Cannons 

1 Ch3-e3 HhlO-gS 

Here the alternative for Black is to 
counterattack with the Same Direction 
Cannons variation (SDC) ... ChS-eS. 

2 Hhl-g3 HblO-cS 

10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

r egkge 

c h 
P P p 

h c 
p 

f 
H 

r 

p 

The Central Horses (or Screening 
Horses) Defence is generally agreed 
to be Black's soundest choice; each 
horse is defended and the central 
pawn is defended twice. This is an 
important point because breakthrough 
on the central file is a major theme for 
Red. With experience comes a 
realisation that the horses can be 
played in either order. Each choice 
leaves a range of other defences 
available. 

3 
4 

Hbl-a3 
Ril-hl 

RilO-hlO 
Pg7-g6 
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It's probably more common for Red to 
play the rook first - with another range 
of options. Horse to the edge leaves 
plenty of options for the left cannon 
and is very common. Partly this has to 
do with structure. In xiangqi there is 
no static structure in the chess sense, 
but the position can be stabilised by 
dynamic links. Here the Ha3 defends 
Pc4 and prevents a killer H check at 
c2; after Pa5 the H will advance via 
b5. The H is defended by Ecl which 
can later be linked to Ee3 after a 
central cannon move; this allows a left 
side cannon to defend Hg3 which in 
turn defends Pe4 and Pi4 as well as a 
rook or cannon penetration to hI. The 
Ee3 will also support the typical pawn 
advance Pc5 or Pg5. The elephants 
and guards, after Gde2 or Gfe2, form 
the 'castled' position for the king. 
This is the delicate network which 
makes sense of 3 Ha3. And what do 
we do with the rooks? After 3 Rh1 
Red often plays to the opponent's 
pawn rank with the aggressive Rh7 
(cross river rook). A more positional 
approach is to play Rh5 (riverbank 
rook) which can support a pawn 
advance, particularly Pa5, Hb5. The 
left hand rook, after Ra2, can cover 
the entry points on the second rank, 
and deploy to the d or f file. It' s 
perhaps worth discussing two points 
about the Black side which frequently 
arise. (1) He can easily win a pawn 
with ... Ca8, ... Cxa4 but it's not worth 
it. The cannon ends up in a cul-de-sac 
and Red gains valuable tempi. As far 
as pawns go, life is cheap in Xiangqi; 
don't do it! (2) Black can challenge 
and offer a rook exchange on the file 
with Ci8; he never does so until Red 
has potentially wasted a tempo with 
Rh5 or Rh7 - but after the Red rook 
move it's a standard ploy. 

10 r e 9 k 9 e r 
9 
8 c h h c 
7 P P P P 
6 P 
5 
4 f f f f f 
3 tl£ £ tl 
2 
1 B sGKGsB 

Red's horse and opens a path for his 
own. Against Red Hc3 Black could 
also have chosen Pc6 - but here it is 
not effective. Commonly such a pawn 
move is answered by the opponent: 
Pc6 by Pg5 and Pg6 by Pc5 in order 
that one horse, at least, will have 
an outlet. Here Red has other plans. In 
later articles we will meet a wider 
range of openings and generally the 
older steadier openings involve Red 
Pg5, whereas the more modern, 
aggressive openings feature Red Pc5. 

5 Cb3-e3 Cb8-b6 

Red intends Rb) developing his other 
rook to the open file; Black counters 
with the threat of Hh6, advancing the 
horse, activating his left cannon and 
driving the Red rook off the file. An 
alternative for Black is ... RbIO ; Rb) 
and now Black plays ... Cb4 or ... Ch4. 
"Both lines will lead to complicated 
offensive and defensive lines". From 
now on double quotes will indicate 
master commentary. 

10 r e 9 k 9 e r 
9 
8 h h c 
7 P P P P 
6 c P 
5 
4 f f f f f 
3 tl £ £ tl 
2 
1 B sGKGsB 

6 Rhl-h7 Hg8-f6 

Red's intended move to the river bank 
is no longer good, and he moves to the 
opponent's pawn rank instead. This in 
turn threatens to blockade Black's left 
hand horse, which advances while it 
has the chance. You should be clear 
that if there is a threat now it is ... Pg5 
and not ... Nxg4. 

7 Ral-bl RalO-blO 
8 Rhl-bS EelO-e8 

Red activates his rook and Black 
strengthens his defence (diagram at 
top of next column). Our master 
commentator now considers 9 Cxc7 
but says "the more safe and stable 

With his last move Black restricts play is Pa5". Red should continue the 
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attack only after the left hand rook is. 
defended. Robert Lin in his book 
gives the line: 

10 r 9 k 9 e r 
9 
8 h e c 
7 p P P Bp 
6 c h P 
5 -. B 
4 f f f f f 
3 tl £ c tl 
2 
1 SGKGS 

9 Pa4-aS GdlO-e9 
10 Ce3xe7 Pg6-gS 
11 Rh7-f7 Hf6xg4 
12 Ce3-e3 PgS-fS! 

Red moves the cannon away to leave 
the horse stranded. On c3 it defends 
the forward cannon and puts pressure 
on the Hc8. 

10 r k 9 e r 
9 9 
8 h e c 
7 p £ pB p 
6 c 
5 fB p 
4 f f h f 
3 tl £ H 
2 
1 sGKGs 

Now Rbxf5 loses the exchange and if 
Rfxf5 Cg8 ; Ece3 (Rg5? Cg6!) Cbg6 
Black has good counterattacking 
chances. 

13 Eel-e3 Cb6-g6 

with counterattack and tremendous 
complications. 

10 r k 9 e r 
9 9 
8 h e c 
7 p £ pH p 
6 c 
5 fH p 
4 f f h f 
3 tl £ 5 tl 
2 
1 GKGs 

On the next page, we shall look at 
what might follow 9 Cxc7. 
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We now return to the diagram at the 
top of the previous column, and 
consider the alternative move 9 Cxc7. 

10 r 9 k 9 e r 
9 
8 h e c 
7 P P P Bp 
6 c h P 
5 -. B 
4 f f f f f 
3 .ti ~ ~ .ti 
2 
1 gG~Gg 

9 Cc3xc7 Pg6-gS 
10 Rh7-f7 Hf6xg4 

Now 11 Cec3 loses a rook to ... Ce6+ 
and after 11 Rxg5 Hxe3 12 Egxe3 
Rb7 13 Cc5 Ch2 Black is better. 

10 r 9 k 9 e r 
9 
8 h e c 
7 p ~ pB p 
6 c 
5 -. B p 
4 f f f h f 
3 .ti ~ .ti 
2 
1 gG~Gg 

11 Ce3-e2 Ch8-h3 

An aggressive move. It is sounder for 
Black to play ... Rb7 12 Rxg5 Rxc7 
13 Rxg4 Ch3 with a favourable 
position. 

12 RbSxgS Ch3xa3 
13 Eclxa3 Cb6-bl 
14 Ea3-cl 

10 r 9 k 9 e r 
9 
8 he: 
7 p ~ pB p 
6 
5 .8-.-. 
4 f f f h f 
3 .ti 
2 ~ 
1 cgG~Gg 

Now Black's horse is trapped, but he 
has an attack thanks to his cannon on 
the bottom rank. There are two 
variations. 

(A) 14 ... Rb3? 15 Rxg4 Rd3 16 Cxe7+ 
Hxe7 17 Gfe2 Rd2 : 

10 9 k 9 e r 
9 : : 
8 e : 
7 p ~ hB p 
6 
5 
4 f f f B f 
3 .ti 
2 r G 
1 cgG~ g 

18 Kfl! (Black is still playing for 
attack. If 18 Rxe7? Rh2 19 Kfl 
Rhxe2! 20 Hxe2 Rxdl+ 21 Kf2 Rfl 
mate) Gde9 19 Rxe7 Rh2 20 Rt7 
Rhxe2 (desperate; if ... Kd 10 22 Ce5 
with a winning material advantage) 
21 RxflO+! GxflO 22 Ce7+ KdlO 
23 Cxe2 Rxd 1 + 24 Kf2 and Red 
should win, having the material 
advantage. 

10 k 9 e 
9 
8 e 
7 p P 
6 
5 
4 f f f B f 
3 .ti 
2 ~~. 
1 cgr::E 

(B) 14 ... Rh4! 15 Rh7! (the only move, 
otherwise Red will lose quickly) Rxh7 
16 Cxh7 Rxc4 17 Rxg4 Rxc1 18 Ci2 
Hb6. 
"Now, the position has become more 
complicated, in which Red has the 
material advantage while Black has 
superiority in his offensive." 

10 9 k 9 e 
9 
8 e 
7 p P ~p 
6 h 
5 
4 f f B f 
3 .ti 
2 ~ 
1 c r G~Gg 

Wow! I'd hate to play these positions. 
The moral is to stick with 9 Pa5 I 
think. 

April 2006 

LOSING CHESS 

We only have room for one column 
this time, so let's have a look at some 
simple endings. 

Q + N v K is usually a draw, but 
either side can win if the opponent is 
badly placed. 1 and 3 came to light in 
the course of an exhaustive analysis 
by computer, but I think they can 
fairly be set for solution by hand (in 1, 
don't let the knight leave the edge); 
2 was a pre-computer discovery by 
Fabrice Liardet (he used it as a target 
position in a study in VC 26). K v N is 
normally a win for the king, so 
sacrificing the queen loses unless the 
knight can go too. All are White to 
play and win; answers on page 127. 

1- JDB by computer (1998) 

2 - Fabrice Liardet (1997) 

3 - JDB by computer (1998/9) 
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EXCAVATIONS 
Chatty Chess (Ian Richardson). 

When I was going through David 
Pritchard's files in November, one 
game which struck me as unusually 
interesting was lan Richardson' s 
"Chatty Chess". This was described 
by lan in VC 1, but I think it bears a 
return visit. The partnership game 
most widely played at present is the 
two-board game "Bughouse", but 
numerous single-board games have 
been invented over the centuries, and 
most seem to have four properties: 
(a) the board is much larger than 
normal, typically having a three-rank 
extension on each side; (b) the object 
of play is to mate or capture both the 
opposing kings, so there is a need for 
a rule to determine what happens to 
the remaining men of a player whose 
king has fallen; (c) partners sit exactly 
opposite each other; (d) promotion is 
therefore somewhat unsatisfactory, the 
options being to have it either on 
partner's back rank (so losing the 
element of penetration of enemy 
territory), or on an opponent's back 
rank (which is possible only by 
capturing since the normal pawn move 
is parallel to this rank), or not at all. 
lan's "Chatty Chess" is different in all 
respects. It uses an ordinary board and 
men; only one partner has a king, the 
other having a queen instead, so one 
mate is sufficient; partners sit offset 
from each other, not exactly opposite; 
and each player's initial array 
occupies only four files, so the natural 
advance of his pawns takes him into 
the territory of one of his opponents. 
A possible starting array is shown 
below: 

I ca1l this a "possible" array because 

there is no fixed rule; White's attacker 
(with the queen) places his men first, 
then Black's attacker, then White's 
defender (there is no requirement that 
the bishops be on different colours), 
and finally Black's. Play then 
proceeds in the same order. There is 
no pawn-two and no castling, and a 
pawn may not stray into its partner's 
half of the board (White cannot play 
dxe or exd, Black cannot play 4x5 or 
5x4). For the first four moves, each 
player must move his own men except 
to get out of check; after this, a player 
may move any man of his own colour. 
The name "Chatty Chess" derives 
from the Chaturanga-like layout and 
from the element of communication 
between the partners, and lan suggests 
a gentle formalization of this in VC 1. 
It is rather different from the rule 
in force during Fabrice Liardet's 
Bughouse meeting at Geneve in 2000: 
"A1l forms of communication between 
partners are permitted, the noisier the 
better" (my translation). 

In the sample game in VC 1, 
repeated in the Encyclopedia, White's 
defender appears to blunder the e7 
pawn in the opening, and its removal 
overloads the g-pawn and lets Black 
smash in with a rook sacrifice at move 
3 - when did you see this at any other 
form of chess? What might happen 
without such a blunder is difficult to 
say. My first thought was that Black 
had a distinct advantage since his 
attacker's pawns could advance on 
White's king without compromising 
the safety of his own king, but this 
will take a little time, and if White's 
attacker sets his men as shown he has 
at least a temporary initiative: if Black 
puts his king as in the diagram and 
does not set a knight or bishop to 
guard g 1, White wi1l have a mate with 
his first move. 

Yet I wonder. lan makes the point 
that White's a-pawn and Black's 
I-pawn wi1l become distant passed 
pawns in the ending, since the enemy 
pawns cannot step backwards and 
interfere, and cannot these and the 
other two passed pawns be exploited 
even in the middle game? Suppose 
Black puts his rooks on the corner 
squares, using them to support his 
own passed pawns instead of attacking 
his opponent's. I have in mind an 
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array something like this: 

The advance of Black's I-pawn will 
force White to assign at least one man 
to long-term blockade duty, and after 
the pawn has advanced to e 1 the rook 
may be able to move to f1 and boost 
the attack on White's "K-side" while 
still supporting the I-pawn. In the 
meantime, the advance of the 8-pawn 
wi1l directly attack White's king. 

A1l right, sauce for the gander. 
Cannot White choose the same set-up 
for his king's quarter? 

Yes, he can. But now, anything White 
can do on the h-file, Black can sti1l do 
on the 8-rank, and Black can do it 
first; furthermore, Black's queen can 
move to the 8-rank in one, whereas 
White's queen is not so easily able to 
reach the h-file. 

All this is conjecture, and perhaps 
misguided conjecture. What most 
impressed me on playing through the 
sample game was the way in which the 
two partners could combine to exploit 
any blunder and create a smashing 
attack. It's a little difficult to say why 
this is, but in the early "move only 
your own men" phase the two partners 
can combine against a particular 
opponent, perhaps the defender, and 
he has only one move to their two. 
I think lan was on to something here, 
and I am sure it deserves further 
investigation. 
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SUBSTITUTION CHESS 
material from F ab rice Liardet 

This is Fabrice's "Ambiguous Chess" 
as described in VC 49, with a slightly 
simplified mode of play. In the 
game as originally specified, a player 
pointed at the square he wished to 
move to, and if two or more men were 
able to play to this square his 
opponent chose which of them should 
do so. In the revised version, 
originally formulated to allow play 
with clocks though it is applicable in 
all circumstances, the player makes a 
normal move and hits his clock, and if 
his opponent wishes he may substitute 
some other move which would 
physically have ended on the same 
square (for example, if White opens 
I N8 Black can substitute f2-8, and 
if a player promotes his opponent can 
substitute a promotion to something 
else). He does this in his own clock 
time, and before making his own 
move. But the key word is physically. 
As we shall see, a player is allowed to 
substitute a move that will leave his 
opponent's king open to capture, 
thereby winning at once, and it is in 
this that the special flavour of the 
game resides. 

Fabrice gives two simple examples 
on his web site <www.pion.ch>. The 
first goes 1 e4 (this must be accepted 
since no substitution is possible) eS 
(ditto) 2 Bc4 (Black could substitute 
c2-c4, but White's knight would then 
be able to play to c3 without allowing 
the substitution of c2-c3 whereas now 
Black can keep it at home) d6?? (but 
this is fatal) 3 Bxt7+! Kxt7 4 QhS 
and Black's king cannot escape: 

He can try say 4 ... Ke6, but White 
will substitute 4 ... Be6 and then take 

the king; he can try 4 ... g6, but White 
will substitute 4 ... Kg6. 

Fabrice's second example goes 1 e4 
dS 2 exdS QxdS (threatening mate by 
Qe4, the interposition of QIBIN on e2 
being impossible since Black will 
substitute Ke2 instead) 3 d4 (now 
3 ... Qe4+ can be met by 4 Be3) e6 
(White would have done better to 
substitute 3 ... Be6) 4 Be3 (preventing 
check from e4, but there is another 
check which is even more dangerous) 
Bb4+ 5 Nc3 (Nc3 and c2-c3 are the 
only moves that do not let Black 
substitute something leaving the king 
en prise, and Black prefers to let the 
knight move stand for reasons we are 
about to see) Qxa2! : 

The queen cannot be taken, because if 
White tries Rxa2 Black will substitute 
Nxa2, nor can White defend b2 
(QlBc I will be met by substituting 
ReI, RbI by substituting Nbl). So 
Black will play 6 ... Qxb2 threatening 
mate by 7 ... QlBxc3, and White will 
have nothing but a few delaying 
moves such as 7 Ra3. 

George Jelliss, David Sedgwick, and 
I tried the game out in its original 
form after the AGM last year, but 
the results said more about our 
inexperience than about the game 
itself. Fabrice gives some advice 
from which we could have benefitted 
(my translations). 
• "As you might imagine, it is 

usually best to play moves for 
which no substitution is possible; 
except in the case of a capture, it is 
rare for all the moves ending on a 
given square to be useful." 

• "Checks in the opening are very 
dangerous, and it can be a good 
idea to prepare a flight square to 
which the king alone has access, 
for example the square f2. A check 
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should not be parried by 
interposition unless the resulting 
pin can be quickly liquidated. A 
pinned piece is a gross weakness; 
as we saw in the second example 
above, it effectively prevents a 
friendly man from coming to any 
of the squares it commands." 

• "An important difference from 
ordinary chess is that it is not only 
pawn moves that are likely to be 
irreversible. This can be a potent 
source of blunders. For example, a 
move by the queen which would 
be quite safe at ordinary chess may 
well expose her to danger here, 
because she cannot claim the right 
to retreat to d8 as long as the king 
also has access to that square." 

• "Another difference concerns local 
battles between a single piece and 
a group of pieces. The pieces in 
the group often tend to get in each 
other's way, and this favours the 
lone piece. Commando raids by 
single pieces are therefore to be 
taken very seriously, whereas in 
ordinary chess they are generally 
doomed to failure." 

• "Forcing the advance of a passed 
pawn is much more difficult than 
in ordinary chess. Such a pawn can 
be effectively supported only by 
a rook or queen pushing from 
behind; if another piece tries to 
control the square in front of it, 
the pawn's advance will become 
impossible because the opponent 
will be able to make the piece 
move instead. And even with a 
rook behind it, a passed pawn is 
easily blockaded by a piece (if the 
blockader is attacked, it simply 
retreats, and again the pawn's 
advance will be open to 
substitution). As a result, an 
isolated passed pawn is of little 
danger, whereas two united passed 
pawns remain very strong." 

• "Finally, knights on their home 
squares are often difficult to get 
out, and they seem of little value in 
the end game. It may therefore be 
a good idea to send them on 
commando raids early in the game. 
The opening I f4, 2 N8 is surely 
one of the best, developing a 
knight and at the same time giving 
the king a flight square." 
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When I was writing this article, 
Fabrice had eight specimen games on 
his web site, but he and his opponents 
were still feeling their way and I am 
now rather less dispirited about our 
own performance. If even a game's 
inventor can sometimes overlook 
things, perhaps the rest of us should 
not be too disheartened. I am therefore 
refraining from giving complete 
games, and am concentrating on some 
instructive moments. 

The first was a win by Fabrice in a 
"partie libre", which I take to have 
been an offhand game without clocks. 
The opening moves 1 b3 f5 2 f4 Nf6 
3 Nf3 e6 4 Bb2 seem innocuous 
enough, but I have my doubts about 
4 ... a5 : 

As White, I think I would try 5 Bxf6 
here. He can demand 5 ... gxf6 in reply 
(if 5 ... Be7?? he simply puts the king 
there instead), and Black's K-side has 
been significantly weakened. There is 
nothing like a forced win and I think 
Fabrice is not entirely convinced, but I 
think I would give it a try at least 
once. 

Back to the game. The actual 
continuation was 5 e3 Ne4, and now 
6 d3? lost the queen: 

Black simply plays 6 ... Bb4+ 7 Nc3 
Bxc3+ 8 Bxc3 Nxc3, and wherever 
the queen tries to run he can substitute 
a move by something else. 

In the next example, a ten-minute 
game with clocks, Fabrice had Black 
against Laurent Bartholdi, and has just 
played 8 ... h5! threatening ... B g4 : 

9 Rc3? "Letting this move stand was a 
gross error by Black, who failed to see 
what White had in mind. He should 
have substituted 9 Nc3, after which 
9 ... Bg4 would indeed have won the 
queen." 9 ... Bg4? "Black presses 
blindly ahead with his plan. 9 ... Qxa5? 
at once was bad on account of 
10 Ra3! Bg4 (the Black queen has no 
square) I1 Rxa5 Bxdl 12 Nc7+, 
but he could have played 9 ... Nf3+ 
10 Qxf3 Bxc3 11 Nxc3 Bg4 12 Qe3 
Qxa5! followed by 13 ... Qal 14 Nbl 
with a position far from clear." 
10 Qa4+ Nc6? "1O ... Nb5! 11 cxb5 
Bxc3 12 bxc3 Kf8! and Black has lost 
a trifle of material but is still alive." 

Fabrice describes White's next move 
as "crushing"; answer on page 127. 

No queens in our third example 
(diagram at top of next column), won 
by Matthias Carno, but in this game 
very few men are needed to embarrass 
an enemy king. Black has just played 
23 ... c4? to smash up White's Q-side 
pawns, but any advantage this might 
have brought is outweighted by its 
concession of d4 to the White knight. 
Black's actual 24 b4 won comfortably 
enough, but even stronger would have 
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been 24 Nd4 cxb3 25 Rb2 Bd5 
26 Rxe4! Bxe4 27 Bxe4 Re8 28 Bg6: 

This threatens 29 Ne6#, and Black 
"certainly won't make old bones" 
(it seems that the idiom is the same). 

After I had gone through the games on 
the web site, I looked again at our 
own, and David Sedgwick's game 
against myself had its moments. 1 d4 
d5 2 c4 f5 3 Nc3 Nf6 4 cxd5 e5 
(when playing a game familiar neither 
to myself nor to my opponent, I tend 
to regard quick development as well 
worth a pawn or two) 5 dxe5 Ng4 
(threat 6 ... Nxf2 and if 7 Kxf2 then 
7 ... Qh4#) 6 g3 Bb4 7 Bg2: 

An immediate 7 ... Nxf2 8 Kxf2 Bc5 
fails because White can substitute 
8 ... c5, but I played 7 ... Nc6 to threaten 
it, and after various vicissitudes we 
eventually agreed a draw at move 50. 
However, I think Black had something 
better; answer on page 127. 
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EXTINCTION CHESS 

material from F ab rice Liardet 

A game from the popular BrainKing 
web site <http://brainking.com>. The 
objective in Extinction Chess is to 
capture all the opponent's men of a 
particular kind: the king, or the queen, 
or both rooks, or bishops, or knights, 
or (at least in theory) all eight pawns. 
The king has no special significance, 
and the symbol "+"denotes any threat 
to capture the last man of a kind. 

White Jonathan Perron, Black 
Fabrice Liardet, by correspondence. 
Notes by Fabrice, my translations. 
1 d2-d4 d7-d5 2 c2-c4. One of the 
nice things about Extinction is that 
most of the normal openings remain 
playable, subject of course to the 
taking of a little extra care ... 
2 ... d5xc4?! But here we see an 
opening which doesn't seem too 
appropriate. 2 ... eS!? is a more 
adventurous possibility, which seems 
well suited to Extinction; 3 dxeS?! d4 
gives Black an advantage in space 
and seems good, a pawn behind being 
of little importance in this game. 
A slightly more solid variation is 
2 ... e6. 3 e2-e4 e7-e5 4 d4-d5! 
Although rather an insipid move at 
ordinary chess, this is excellent at 
Extinction; it gives White an 
advantage in space (in particular to 
the queen, who absolutely must 
become active), and if Black tries the 
normal counter ... c6 he weakens his 
Q-side. We shall see just this in the 
game. 4 ... Ng8-f6 5 Nbl-c3 c7-c6 
Dangerous, but what else can Black 
play to give his queen some scope? 
S ... bS !? is an interesting pawn 
sacrifice, but after 6 NxbS c6 7 Nc3 it 
seems that White still has the edge. 
6 Bf1xc4 Bf8-b4 7 Qdl-b3 Qd8-a5 : 
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8 a2-a3! An immediate attack by 
8 dxc6?! Nxc6 9 Bxf7+ achieves 
nothing: 9 ... Ke7 10 BgS? Nd4+ 
11 Oc4 bS+! 12 Od3 Kxf7 and Black 
is a safe piece up (but not II...Nc2+? 
12 Kd I Nxal 13 NdS+! Kxf7 
14 Nxb4#). 8 ... Bb4xc3+. A difficult 
decision. It is tempting to embark on 
the line 8 ... 0-0?! 9 axb4+ Oxal 
10 Nge2, with a lasting pin on the 
bottom rank (if the king moves off the 
line, the rook will become vulnerable 
instead) : 

However, the pin does not compensate 
for Black's out-of-play queen and the 
greater vulnerability of his pieces. 
Here, as very often, the gain of the 
exchange is not an advantage, because 
the result is a minor piece (here the 
Bc8) which is more difficult to protect 
than the rook (here at hi). There 
might follow, for example, 1O ... bS!? 
11 Bd3 as 12 dxc6 axb4 (12 ... a4+ 
13 Qc2 Na6 14 NdS) 13 NdS NxdS 
14 OxdS and the Black knight will 
soon be mated. 

Back to the game. 9 b2xc3 0-0. 
9 ... bS 10 Be2 a6!? might perhaps 
have been an improvement, but White 
still seems to stand slightly better. 
10 d5xc6! Just at the right moment, 
and creating a lasting weakness on the 
Black Q-side : 

10 ... b7xc6. Black's problem is that 
1O ... Nxc6 11 BdS (threat 12 BgS) 
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seems altogether too dangerous for his , 
knights; II...Rd8 appears necessary, 
threatening to sacrifice the exchange 
against one of the White bishops, but 
it allows 12 Bxf7+ Kh8 13 Be6+ Rd7 
(13 ... Nd7? loses at once to 14 Qc4, 
pinning the second Black knight) 
14 Oc4 (say) and Black is pinned all 
over the place without any prospect of 
activity. 11 Bc1-e3 Nb8-a6. This way 
Black at least obtains the b-file as 
compensation for the d-file which is 
destined for White. 11 ... Nbd7 would 
leave the Black pieces too exposed: 
12 Rdl Rb8+ 13 Oc2 Oxa3 14 Rxd7 
Bxd7 IS Od3+ Be8 16 BgS+ and the 
Black knight will be mated next move. 
12 Ral-dl Ra8-b8+ : 

13 Qb3-c2! During the game, I 
thought 13 Oa2? was better, since 
13 ... Qxc3+? is impossible on account 
of 14 Bd2+ Qd4 IS Bxa6+ Bxa6+ 
16 BgS# (simultaneous attack on the 
queen and the last Black knight). 
However, I was wrong: 13 ... Nc7! and 
Black holds out. 14 Rd6? (threat 
IS Rxc6) appears very dangerous, but 
Black gets in first: 14 ... Nxe4! IS Rxc6 
Nxc3+ 16 Oc2 Rbl+ 17 Bcl Rxc1+ 
18 Oxcl Na2#. Alternatively, 
14 Rd3!? RbS! IS Ne2 RcS with a 
very complicated position. 

Back to the game. 13 ... Qa5xa3 : 

At this point, White missed a mating 
combination which was very far from 
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obvious (answer on page 127). He 
actually played 14 h2-h4? to activate 
his second rook, which was entirely 
logical but too slow. 14 ..• Na6-c7. The 
position is now very interesting, the 
various advantages of the two sides 
seeming to compensate for each other 
in a sort of dynamic equilibrium; even 
if the analysis seems to show that 
Black must have the last word, we 
shall see that the difference is a mere 
hair's-breadth. 

On White's side, the d-file cuts 
Black's position in two, and is 
therefore stronger than the b-file 
controlled by Black. The bishop pair 
is active and commands an impressive 
array of squares, and the surviving 
knight is incomparably more secure 
than the bishop at c8. 

On Black's side, the two trumps are 
the possibility of getting a rook to its 
seventh rank and the very strong 
position of his queen, simultaneously 
threatening and defending (she guards 
the square d6 which would be a point 
of invasion for the White rook or 
queen). 

15 Rhl-h3 Rb8-b2+ 16 Qc2-c1! 
Nf6-g4! The viability of Black's 
position depended on this move! After 
the loss of the dark-squared bishop, 
the bishop on c4 becomes vulnerable, 
and White no longer has his hands 
free for the attack. 

17 Rh3-g3! White can avoid 
immediate collapse only by focussing 
on the Black king. 17 Rd2? would 
have been disastrous: 17 ... Nxe3+ 
18 Rxe3 OcS+ 19 Bfl Rxd2+ and 
wins because the rook at e3 is 
attacked by the Black queen. Nor 
would saving the bishop by 17 BgS 
have worked, because l7 ... Nxf2! 
leaves the rook at d 1 without a good 
square while the rook at h3 is also 
attacked (but of course not 17 ... h6?? 

18 Rd8+! and all of a sudden it is the 
Black rooks which disappear from the 
board). 18 Rg3 is therefore forced, so 
that after 18 ... N xd I 19 Oxd 1 the pawn 
at g2 will be protected. Even so, the 
vulnerability of the knight at gl lets 
Black win a piece by 19 ... 0cS+ 
20 Be3+ Oxc4 21 Od6+ Na8, and this 
will be decisive. 

17 ... Ng4xe3+ 18 QcIxe3! The line 
18 Rxe3? Oa4+ 19 Bfl Oa2 20 Rf3 
(the only move to protect f2) Re2# 
shows the thematic mate against 
which White must try to defend 
himself: 

Neither the king, not the bishop, nor 
the knight can take the rook because 
each is the last survivor of its kind. 

Back to the game: 

18 ... g7-g6! Black must safeguard the 
position of his king before going on 
the attack. 18 ... 0a4+ 19 Bfl Oa2?? 
would allow 20 Rxg7+ Kxg7 
(20 ... Kh8 doesn't help, 21 Rxf7+! 
Qxt7 22 Qxa7+ Rb7 23 Qa5+ Ne6 
24 Qa8#) 21 OgS+ Kh8 22 Oe7+ 
and wins. 19 Bc4-fl. A necessary 
preliminary to the activation of the 
White queen (19 hS Na8 20 Bfl 
would transpose). If 19 OgS ?? then 
19 ... 0cS+ 20 Bfl Rxf2+ and wins. 
19 ... Kg8-g7. The impulsive move 
19 ... 0a2?? would lead to 20 Rd7+!! 
Bxd7 21 Od3+ Bc8 22 Od6+ Na8 
23 Oxc6#. On the other hand, Black 
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must still defend his K-side if he 
wants to win: 19 ... Na8 20 OgS (threat 
21 Rd8+) f6+ 21 Oh6 Oa2 22 Rxg6+! 
hxg6 23 Oxg6+ with perpetual check. 

20 Rg3-f3? The logical and best move 
was 20 hS! to push back the Black 
king, but analysis seems to show that 
Black would have won in any case: 
20 ... Na8 21 h6+ (21 hxg6 hxg6 
22 QgS f6+ 23 Qe3 Qa2) Kh8! 22 Of3 
(22 QgS f6+ 23 Qh4 gS+ 24 QhS 
Qa2) fS (but not 22 ... f6?? 23 Rd8+! 
Rxd8 24 Qxf6+ Kg8 2S Qxd8#) 
23 exfS (threat 24 Qxc6#) QQ 
(threatening 24 ... Rxf2# and forcing 
White's reply) 24 Rd2 Rxd2 2S Kxd2 
Od6+! (pointed out by my opponent) 
and 26 ... e4# by discovered attack on 
the rook at g3. 

20 ... Nc7-a8! The only move to win, 
taking the knight away to neutralize 
the resource Rd7+. 21 Qe3-d3. There 
is nothing better. The idea of White's 
previous move was to play 21 OgS 
f6+ 22 Rxf6, but this is clearly met by 
the prosaic 22 ... 0xc3+. 21 ... Qa3-a2 : 

and now the threat 22 ... Re2# (after 
which none of White's four pieces can 
take the rook) can be parried only by 
22 Re3, when we have 22 ... Rxf2# and 
the bishop is mated instead. White 
therefore resigned. 

If a game of this standard is typical, 
the site would seem to be well worth 
playing on. 
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PROOF GAMES 

by Peter Fayers 

While researching Full Belt Chess in 
VC 23, I came across my article on 
Spirits of the Knight in the same issue. 
Indulging in a little nostalgic vanity by 
re-reading it for the umpteenth time, it 
occurred to me that, of the twenty of 
so Spirits problems I have composed, 
none were proof games. And so ... 

A reminder of the rules. (I) When a 
Knight is captured its spirit lives on, 
empowering its captor with the ability 
to move as a Knight in addition to its 
own move. (2) Spirits are flighty, and 
will leap to another unit if its current 
host ends its move a Knight's move 
away and no other units are similarly 
placed. (3) A unit may take over the 
spirit by either capturing the current 
host, or ending its move a Knight's 
move away. (4) Only one Spirit can 
exist at a time; when another Knight is 
captured, the previous Spirit expires. 
Full rules are in VC 23. 

In the game scores, we use $ for the 
Spirit. "Bxa6$" ($ behind) means that 
the bishop acquired the Spirit, under 
rule I or rule 3. "$Bb5" ($ in front) 
means that the Spirit moved with, and 
stayed with, the bishop. "Bxb7$Qd8" 
($ in the middle) means that after the 
move Bxb7, the Spirit leapt to the 
queen on d8 using rule 2. 

35 - PMF Original 

After White's 5th, SotK 

Consider 35. The black Rook h6 has 
escaped from behind an unbroken 
Pawn-chain (the Houdini effect), so 
some spirited play has occurred. We 
need to capture the N early on, so let's 
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ignore the Pe3 for the moment and 
start I d4 Nh6 2 Bxh6$. We now have 
a Spirit on the board, and can attract it 
to the Rook using rule 3 by playing 
2 ... Rg8$. Then the Bishop, having 
done its work, goes home by 3 Bc I. 
We could play the R to h6 here, but 
(a) we need one more Black move, 
and (b) we need to somehow get the 
wP back to e3. So instead 3 ... $Rf6 
4 Pd5$: now the Pawn has the Spirit, 
and we finish 4 ... Rh6 5 $Pe3. 

Note that the moves $Rf6 left the 
Rook a Knight's move away from (eg) 
Ph7, but as there were several such 
units, the Spirit stayed with its current 
host. Had we played immediately to 
h6, this would not have been the case, 
and the Spirit would have leapt to 
bPn under rule 2. At the end I could 
have moved the white Pawn to 
anywhere on the Knight-wheel centred 
on d5, and chose e3 as a red herring to 
disguise the solution: it appears to 
have made a capture, and blocks the 
c l-h6 diagonal. Mean and sneaky I 
know, but we composers are like that. 

36 - PMF Original 

After Black's 4th, SotK 

Of course, the immediate theme that 
came to mind was Bishop + N-move = 
Turbulence, and 36 was composed in 
seconds. You shouldn't have too 
much difficulty with it. 

These simple examples would have 
been deemed too easy by our problem 
editor at the time of VC 23, and so I 
would have extended them and 
fleshed them out for publication. 37 
extends the idea of 35, adding a 
second Houdini unit, and painting the 
herring an even deeper shade of 
scarlet. In 36 I would simply move the 
wN back, leaving the board with all 
white pieces at home, removing the 
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focus from h3, and creating the much, 
harder 38. You should recognise the 
theme of 39 straight away, but 40 is 
the exception that proves the rule. No 
more hints - you're on your own. 

37 - 40 PMF Original 

After White's 9th, SotK 

After White's 5th, SotK 

After Black's 6th, SotK 

After White's 6th, SotK 
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ISOLATED PAWNS 
material from David Pritchard 

Yes, some more from David. I have 
taken temporary custody of his chess 
files so as to finish the Encyclopedia, 
and in going through them I have 
come across a few games which he 
doesn't seem to have reported in Vc. 
It has therefore occurred to me to 
resurrect his title, and to see if I can 
write them up in an approximation to 
his normal crisp and racy style. 

Anti-King Chess (Peter Aronson, 
2002). An anti-king is a king that is in 
check only when it is not attacked by 
any opposing man. Each player has 
both an anti-king and an ordinary 
king, and the object is to checkmate 
either of them. There are two flavours. 
In the first, the array is 

and the pawns move one step 
diagonally forward and capture 
straight ahead (i.e. as Berolina pawns 
but without the opening two-step). No 
castling, but an unmoved king or anti
king may make a knight's leap to any 
empty square (even to escape check). 

In the second version, everything 
apart from the anti-kings is orthodox: 

Kings do not attack anti-kings, so an 
anti-king next to a hostile king and not 
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attacked by any other man is not 
attacked and so is in check. 

Earthquake Chess (Ralph Betza, 
1996). We already have James 
Gutzweiler's "Earthquake Chess", in 
which each player in turn kicks the 
table before making his move. (JDB 
note: In the book from which I learnt 
the game when young, one of the 
ways of losing was given as "wilfulIy 
upsetting the board and men", and I 
was deeply disappointed when I found 
that this was not in fact part of the 
official Laws of Chess.) The present 
variant is much gentler. The board is 
divided in two, and the two halves 
are displaced either vertically or 
horizontally. The same idea can be 
used in almost any board game. 

Mirror Chess (Michael Howe, c. 
1994). As orthochess except that 
after each move the player may place 
a mirror horizontalIy or verticalIy 
between any two squares and reflect 
everything in a field defined by the 
nearer boundary and the square the 
same distance away on the other side 
(thus after I f4 White can put a mirror 
between f5 and f6 and reflect 
everything from f3 to f8, after which 
the f-file holds - P - - P b - B from 
the top and Black is in check). 
Restrictions: a reflecting field may not 
include the king; it may not include a 
square that was in a field created by 
the opponent at his last turn; the king 
must get out of check by an orthodox 
move; a pawn may not promote by 
reflection (no apparent prohibition on 
reflection to the first rank). E.p. 
capture abolished, but a rook which 
has been reflected away from and then 
back to its initial square may stiIl 
castle if it has not moved as a rook. 
White would seem to have a 
considerable advantage. Fool's mate: 
I f2-f4 plus mirror between d5 and d6 
(reflecting Pd7 to d4 and Q to d3) 
Qd3-g3 plus mirror between h2 and 
h3 (reflecting Ph2 to h3 and R to h4). 

Thunder Chess (Fergus Duniho, 
2001). Usual board and men plus 
plenty of spares, and the men should 
be small enough to aIlow two of them 
to occupy the same square. Usual 
array, but replace the queens by R+B. 
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Rules: 
I. A simple piece (K, N, B, R) may 

combine with a non-royal simple 
piece of either side by moving on to 
its square. The new piece belongs to 
the player who made the move. Like 
pieces may not combine. A non-royal 
piece may not move to combine with 
a K. Compound pieces may not 
combine further. 

2. Additionally, when a simple 
non-royal piece (N, B, R) is attacked, 
it may promote by moving to an 
empty square. N promotes to R+B, 
B to B+N, R to R+N. 

3. When a non-royal compound 
piece captures a piece, it demotes to 
the piece whose move it has just used. 

4. When a royal compound piece 
captures a piece, it demotes to a K. 

5. The player may split a 
compound piece into its components 
by moving one of them away and 
leaving the other behind. 

6. There is no castling. 
7. Pawns promote only to N, B, or 

R. 
8. The object remains to checkmate 

the opponent's royal piece, whatever 
its current moving power may be. 

Toulousain Chess (Jean-Louis 
Cazaux, 2003). Board 12x12; 1 x K, 
Q, Gryphon, Lion; 2 x R, B, N, 
Cannon, Elephant, Camel; 8 x 
Corporal; 12 x P. Gryphon one square 
diagonally, then optionally any 
number of squares horizontally or 
verticaIly as long as the road is clear; 
Lion as K, or as N, or two squares 
vertically or horizontally (jumping 
permitted); Cannon as in xiangqi; 
Elephant one or two squares 
diagonally, jumping permitted; Camel 
as 3-1 leaper; Pawn as in orthochess 
but with two-step move allowed at any 
time, e.p. permitted; Corporal as pawn 
but may also advance one square 
diagonally without capturing. Pawn 
and Corporal promote on the last row 
to Q, Lion, or Gryphon, and may take 
each other en pass ant. Board coloured 
red and black in honour of Toulouse 
rugby club. Array: al-ll/al2-112 (al 
black) CnCmCoCo ... CoCoCmCn; a2-
12/all-lll ERNBGKQLBNRE; 12xP. 

I shall be interested to see what Peter 
Fayers makes of some of these! 
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THE END Is NIGH! 
by Paul Byway 

Solutions to competition 27 

#160 8 b4 b3 bxa2 al=R Na6 Re8 
Reel Radl mate; #161 8 Be6 Bxb3 
Bc4 b4 b3 bxc2 cxbl=Q Bb4 mate; 
#162 7 Kxdl h4 Rh3 Rf3 Rxf6 Nd6 
Ne8 mate; #163 6 Kc6 Bc5 Nd7 Ne5 
Re8 Nf3 mate; #164 6 Ke6 Bb4 
Rxd8 Bd7 Ba4 Bd 1 mate; #165 8 g5 
g4 g3 gxf2 fl=Q Nc6 Nb4 Bh6 mate. 
#166 1 PglO freezing everything but 
the rook and threatening a cannon 
mate ... Rh2 2 Ci5 Ri2 3 Ci3 Ri I so 
the rook is reduced to oscillating 
between two squares - but Red needs a 
further idea. 4 Ke2 Ri2+ 5 Ke3 Ri I 
6 Ge2 Ri2 7 Gfl Ri 1 8 Ke2 Ri2+ 
9 Ke 1 Ri 1 10 Cc3 and with this switch 
of attacking front mate cannot be 
prevented. Recently I read a piece of 
guidance which advised you to leave 
the opponent's guards on the board 
while you have a cannon left; this 
puzzle shows why. 

Fred Galvin gave 15 (!) solutions to 
#160 - and lan Richardson gave a 
comprehensive solution to the Xiangqi 
puzzle #166. Congratulations to you 
both. lan raises an interesting point in 
connection with #166 and one I am 
not competent to answer. Red can play 
5 Ke 1 and now what? The answer 
depends on the repetition rules; if you 
know what it is please let me know. 
If both players can repeat it is a draw; 
if Black must vary he loses (a second 
solution!); but perhaps Red must vary. 
I confess I have not mastered the rules 
of repetition (which differ between 
Chinese/Asian Federations anyway!) 

The current scores:- FG 108, IR 95, 
PW 35, JB 35, CL 24, Roberto 
Cassano 21, RT 19, NE 2. 

Competition 28 

#173 is from the excellent book 
Basic Xiangqi Checkmate Methods by 
Zhu Baowei, recently featured by 
JDB. #174 (non-competition, solution 
opposite) is from the recent Poplar 
tournament. I won a piece in the 
mid game and then came under strong 
counterattack; how did Black win? 

#167 Buccoliero - Buccoliero (1992) 

Black wins (series 8) 

#168 Wojnar - Leoncini {I 992) 

Black wins (series 8) 

#169 Rallo - Leoncini (1992) 

Black wins (series 8) 

#170 Figura - Gatto (l989) 

Black wins (series 6) 
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#171 Cassano - Magari (1988) 

Black wins (series 8) 

#172 Rallo - Viola (1990) 

White wins (series 9) 

#173 Using the King 

10 
9 
8 k 
7 f 
6 h 
5 
4 c 
3 G : 
2 ~ 
1 : .IS 

XiangQi : Red to play and win 

#174 Tran Tan - Byway (2006) 

10 ~ 
9 
8 
7 
6 
5 
4 
3 
2 
1 

e 9 k 
P 9 

e 
p 

h 5 P 
. B c 

r 

XiangQi : Black to play and win 
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SOLUTIONS 

VC 51 proof games (see page 107). 
27 (PMF) I Ncl-d3/g:6 Bg6xd3/f:4 

2 Qg7-fllg:2 Bd3xfSlf:4. 
28 (PMF) I Ndl-e3/d:3 dlxelRle:7 

2 Nc1xd3/d:S Re8xd8/e:1. 
29 (PMF) I b2-b3/g:7 Bg7xallb: I 

2 Bb2xallg:1 Qbl-b21b:6. (When 
solving prior to publication, I found 
this one particularly attractive - JDB) 

30 (GPJ) I d4 as 2 BxaS Nb6 
3 Bxb6 cS 4 Bxd8 cxd4 S Bxe7 Rd8 
6 Bxf8 Qc8. 

31 (GPJ) I f4 gS 2 fxgS e6 3 Rxfl 
Bf6 4 Rxf8+ Kg7 S Rxh8 Bfl 6 Rxc8 
Qxc8. 

32 (GPJ+JDB) I c3 fS 2 QxfS Ng6 
3 Qxg6 cS 4 Qxe8 Bc7 S Qxc8 c4 
6 Qxb8 Rc8. 

33 (GPJ) I e4 dS 2 exdS Bc6 
3 dxc6 h6 4 cxb7 Kh7 S bxc8N Rg8 
6 Nxe7 Bxe7. 

34 (GPJ) I Nb3 cS 2 NxcS e6 
3 Nxe6 fS 4 Nxf8 Bg6 S Nxg6 Bc7 
6 Nxh8 Kxh8. 

Substitution Chess (page 121). 
Bartholdi-Liardet, after 10 ... Nc6: 
11 a6! left Black without resource. 
The knight at c6, and then the rook at 
a8, could no longer be defended. 
The game actually finished 11 ... b5 
12 cxb5 (12 QxbS Kd7 13 Qb7#) Nb4 
(12 ... Bxc3 13 bxc6 and wins) : 

An immediate advance of the b-pawn 
now fails because Black can substitute 
Nb6, but it is a simple matter to get 
rid of the knight first: 13 Nf6+ exf6 
14 b6+ and Black resigned (14 ... Nc6 
IS Qxc6#). 

Sedgwick-Beasley, after 7 Bg2: 
I think 7 ... Qxd5 would have won. 
If White captures on dS, Black 
substitutes NxdS and takes the king; 

~ArlAnt Chess f1 

if White does nothing, Black plays 
8 ... Qxd I, and 9 Kxd I will be met by 
substituting Nxd I; if White tries 8 Kfl 
to unpin the knight, Black substitutes 
Bfl and again plays 8 ... Qxd I; and if 
White tries to block the line by 8 Qd2 
or 8 Bd2, Black puts the king there. 
The only move not to lose at once 
appears to be 8 Qd3, after which 
Black can play 8 ... Qxg2 with at the 
very least a massive gain of material. 

Extinction Chess (page 122). White 
could have won by 14 Bcl+! OcS 
(if 14 ... Qe7 then IS Bxa6+ Bxa6 
16 BgS#, and if 14 ... QaS then IS Rd6, 
threatening Bxa6 followed by Rxf6, 
and the penetration by the rook is 
decisive) IS Bxa6+ Bxa6 16 BgS+ 
Ne8 17 RdS+!! : 

17 ... cxdS? allows the immediate fork 
18 Oa4#, and if the queen moves 
White can win by hunting down the 
Black knight and bishop: 17 ... 0b6 
18 RxeS+ Nc7 (l8 ... Nd6 19 Qdl+ 
with 19 ... Nc8/Nb7 20 Qd7# or 
19 ... Bc4 20 Qa4#) 19 Re7+ Na8 
20 Oa2+ Bc8 21 Rxa7#, or 17 ... 0a3 
18 RxeS+ Nc7 (l8 ... Nd6 19 Be7#) 
19 Re7+ with 19 ... Na8 20 Rxa7# or 
19 ... NbS 20 Qe2#, or 17 ... 0c4 
18 RxeS+ Nc7 (l8 ... Nd6 19 Qdl+ 
with 19 ... Nc8 20 Qd7+ Nb6 21 Qxa7# 
or 19 ... Nb7 20 Qal#) 19 Re7+ NbS 
(l9 ... Na8 20 Rxa7#) 20 Ob2+ Nd6 
21 Oa3# and again mate by 
simultaneous attack on the two 
vulnerable Black pieces. 

Losing Chess (page 118). In 1, the 
only way for White to win is to keep 
up the pressure on Black's queen 
while the knight is still on the edge. 
After a nondescript move such as 
1 Kc2, Black will bring his knight 
forward to f6 or gS, and now the 
queen will be able to hide behind it. 
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Hence 1 Kb2 (threatening 2 Ka3, and 
the only move to win) Qe8 (l...Qa3 
leaves Black with N v K, l...Qd8 
allows 2 Kc3 shortening things, and 
other moves lose at once) 2 Kb3 Qh5 
3 Kc2 Qe8 4 Kd3 (4 Kd2 also works, 
though less crisply) Qb8 (4 ... Qf8 
S Kd4), and now simplest is 5 Kc3; 
after 5 ... Qe8 6 Kc4 or 5 ... Qa8 
6 Kc4IKd4 the queen has no good 
move. Against a non-resIgmng 
opponent who plays out N v K to the 
bitter end, White can force the 
eventual win one move sooner by 
playing S Kc4 instead of Kc3, but 
details like this are normally of 
interest only to a computer. 

2: 1 Qa6 Kb2/Kbl (which apparently 
makes the queen run for cover, but...) 
2 Qal! Kxal 3 Nd5 and we have one 
of the exceptional positions where 
knight wins against king. 

3: 1 Qa6 (the same first move with a 
similar motivation, though the details 
will be different) Kbl 2 Qa2! Kxa2 
3 Nb4 and again we have an 
exceptional position where knight 
wins against king. 

XiangQi (opposite). "No guarantees!" 
saye Paul. "This is a game and 
not a composition. I give the game 
continuation; if you can see an 
improvement let me know!" 
48 ... Rg3+ 49 Ke2 Rxg5 50 Rh9 
Rg2+ 51 Ke3 Hc4+ 52 Kf3 Hd2+ 
53 Gfe2 Rg3+ 54 Kf2 He4+ and Red 
resigned. "A point of interest:- it 
seems that Black's edge pawn and 
cannon take no part in the game. Can I 
remove them without affecting the 
result?" 

I used Basic Xiangqi Checkmate 
Methods for my articles in VC 47-S0, 
and was duly relieved to see Paul's 
endorsement. The book was written 
by Zhu Baowei, translated by Zhang 
Quansheng, and published by the 
World Xiangqi Federation and the 
Chinese Xiangqi Association, and 
"a fine job they have done between 
them" (PVB). Position #173 is 'game 
3' from the introduction, which 
demonstrates the use of each piece in 
turn before the book moves on to the 
harder stuff. 
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Tributes to David Pritchard continue 
to come in, and that from Peter 
Michaelsen in Denmark is typical: 
"I enjoyed very much receiving his 
kind and informative letters, and it 
was a great pleasure for me to be his 
pen friend for l7-18 years". Another 
of his correspondents was Andrew 
Perkis, whose "Miller's Daughter 
Chess" is reported here. I understand 
that Andrew will be demonstrating 
this and some of his other games at 
MSO Cambridge (see opposite). 

Progressive Chess. In the Brodie
Elkies game in VC 49, Fred Galvin 
wonders whether 5 axb7, bxc8Q+ 
might not have been better for White: 

Can any reader see a good reply? 
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BCVS NOTICES 
The Annual General Meeting will be 
held at 2 Beechwood A venue, 
Coulsdon, Surrey on Saturday 10 
June (business meeting in the 
morning starting at 1130, informal 
tournament in the afternoon). UK 
members will find a formal notice 
with this issue of VC, and members 
abroad who are in the UK on the day 
will be welcome also (but to help with 
the admin, please tell us in advance if 
you are likely to be coming). 

Do you fancy editing an issue of 
VC ? The question is a serious one. 
I collected the Encyclopedia material 
from Gloucestershire in February, and 
it immediately became clear that if 
I was to get the new edition finished 
within a reasonable time I would have 
to reduce my commitment to Vc. 
As far as I am concerned, therefore, 
the next VC will not be until October, 
but we are a members' publication, 
and if any member would like to 
come forward as Acting Editor of an 
interim issue we shall be delighted to 
hear from you. Even an eight-page or 
twelve-page issue to keep things 
ticking over will be welcome (we can 
always adjust the subscription rate to 
reflect the material provided). 

So if you have ever thought 
about editing a magazine, but have 
wondered what you would be letting 
yourself in for, now may be the time 
to find out. In the circumstances, 
it would be unrealistic to expect any 
contribution from myself, but I will 
put you in touch with the rest of our 
regular contributors, and I am sure 
they will be willing to provide 
material as usual. 
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CALENDAR 
George Jelliss tells me that there 
will be a British Museum exhibition 
"Across the Board" ("around the 
world in 18 games") at the New Walk 
Museum and Art Gallery, Leicester, 
until April 30. He has sent me one of 
the handouts, and it appears that the 
Lewis chessmen will be a star exhibit. 

This year's Cambridge Mind 
Sports Olympiad will be held at the 
Netherhall Upper School & Sixth 
Form College, Cambridge, on 
Saturday/Sunday 6-7 May. Visit 

< www.gen.cam.ac.uklmsocarn/> 
for details, entry forms, etc. 

This year's Circular Chess World 
Championship will be held on 
Saturday 20 May at Lincoln Castle. 
Visit the Circular Chess web site 

<www.circularchess.co.ub 
for details and an entry form. 

Notices for the October issue of, 
VC should reach me by September 1, 
though notices received later will be 
fitted in if it is at all practicable. 
There is also a "News and Notices" 
page on our web site, and notices 
for this can be accepted at any time 
(send bye-mail to Sue). Readers and 
organizers alike are reminded that 
this is a "no charge, no responsibility" 
service, and that we merely pass on 
information which we have spotted or 
received in good faith. 

Falconry (see VC 49 page 73). 
Among the letters to David passed 
on to me has been one from Y ori 
Ribakov announcing a web site 

<http://falconrychess.ru> 
which appears to offer possibilities of 
play at all levels. It is in English, and 
I am sure they would welcome a visit. 
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THE ITALIAN MATE 

material from Roberto Cassano 

Roberto Cassano has responded to 
my comments on the "Italian rule" in 
Progressive Chess (giving check 
before the end of a series is 
prohibited) by sending two articles in 
which Mario Leoncini addressed the 
point. The first was from Eteroscacco 
46, 1989, page 5, "Scacchi Scozzesi 
(Progressive Chess?)": 

'Dal\'ottobre del 1988 al\'aprile di 
quest'anno in Gran Bretagna si e 
svolto un torneo per corrispondenza 
(ed altri ne vengono annunciati) di 
"Progressive Chess" ma secondo le 
regole degli "Scottish Chess". Cib 
suscita in noi piacere e timori. 

'Piacere per I'internazionalizzazione 
sempre piu spinta del nostro gioco, 
timore per la diversificazione delle 
regole che in futuro rischia di 
condurre a polemic he. 

'In realta i due giochi sono assai piu 
simili di quanto verrebbe di pensare. 

'La regola che Ii differenzia e la 
possibilita di dare scacco prima 
dell' ultima mossa della serie. 
Verrebbero SI meno tutti i matti per 
impossibilita di controscacco ma la 
sconfitta nel 90% e piu dei casi 
sarebbe solo rimandata, perch6 che 
nei PR subisce tale matto negli 
Scozzesi alia serie successiva 
potrebbe giocare una sola mossa ed e 
difficile pensare che I'avversario non 
possa approfittarne. 

'Sono dunque convinto che le 
convinzioni teoriche sulle aperture 
non risulterebbero modificate se non 
in rari casi. Se le cose stanno cosl 
sarebbe bene prendere gli accordi 
necessari con gli inglesi per giocare 
tutti un unico gioco.' (There was a 
final paragraph about notation which I 
have omitted.) 

A version in English: 
'From October 1988 until this April 

there was a .postal Progressive Chess 
tournament in Great Britain, but under 
the rules of Scottish Chess. This gives 
rise both to pleasure and to fear. 

'Pleasure because of the wider 
spreading abroad of our game, fear 
that the variety of rules might lead to 
arguments. 

'1JnrlnDt Chess n 

'But the two games are much closer 
than we might think. 

'The main difference lies in the 
possibility of giving check before the 
last move of the turn. So no "mates" 
arise because of the impossibility of 
giving check. But in 90% and more of 
the cases, defeat is merely postponed. 
A player who suffers such a mate in 
our chess would play a forced move in 
Scottish Chess, and it is difficult to 
think that the opponent would not be 
able to take advantage. 

'So I think opening theory is only 
rarely affected. In that case, we could 
come to an agreement with the 
English and all play the same game.' 

The second was from Eteroscacco 
52, 1990, page 2, "Ancora sulla 
differenza scozzesi -progressi vi": 

'Sono rimasto sconcertato ad 
apprendere che i giocatori inglesi non 
partecipano ai nostri tornei perch6 
preferiscono gli scacchi scozzesi. A 
mio avviso la differenza si basa sulla 
possibilita (negli scozzesi) di dare 
scacco interrompendo la serie. 

'Ebbene, sgombriamo il campo 
dagli equivoci: questa differenza non 
muta di una virgola la strategia del 
gioco e sfido chiunque, nelle oltre 
5.000 partite presenti nel PrBase, a 
trovare due partite in cui sarebbe stato 
opportuno giocare in modo diverso 0 

in cui la vittoria per impossibilita di 
controscacco si sarebbe tramutata in 
sconfitta. Valga per tutti questo 
esempio: l.e4 2.g5 Ch6 3.d4 Cf3 Ab5 
4.g4 g:f3 fg2 g:hl-D+ 5.!Rd2 Cc3 
Cd5 Rc3 Cc7#.1-0 

'Questa serie e la migliore sia a 
progressivi che a scozzesi. Negli 
scozzesi il matto sarebbe solo 
rimandato, infatti: 6.D:c7+ 7.Rd2 a4 
Ta3 Tc3 T:c7 ... T:c8#.1-0 

'Divertitevi a vincere continuando 
le partite di Scacchi Progressivi 
terminate con il matto per 
impossibilita di controscacco. 

'A mio avviso la differenza tra i due 
giochi e piu teorica che sostanziale e 
riguarda il modo di giocare una partita 
ogni diecimila. 

'La teoria delle aperture, del centro 
partita e del finale e identica in tutto e 
per tutti nelle due varianti! 
Costringere I'avversario a giocare una 
sola mossa sarebbe, infatti, comunque 
vincente. 
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'Alia luce di quanto detto la nostra 
regola, diminuendo di una serie una 
partita comunque vinta e introducendo 
un tocco di spettacolarita, appare piu 
che giustificata. Penso che queste cose 
andrebbero dette aJ nostri amici 
stranieri. ' 

English version: 
'I am surprised to hear that English 

players don't take part 111 our 
tournaments because they prefer 
Scottish chess. In my opinion the only 
difference lies in the possibility of 
giving premature check. 

'Let us have no misunderstandings: 
this doesn't change the strategy of the 
game one jot, and I challenge anybody 
to find two games among the 5,000 in 
the "PrBase" database where the play 
would be different, or where victory is 
gained only because the giving of 
premature check is not allowed. Take 
this example: I e4 2 g5 Nh6 3 d4 Nf3 
Bb5 4 g4 gxf3 fxg2 gxhl=Q+ 5 Kd2 
Nc3 Nd5 Kc3 Nxc7 mate. 

This sequence is the best in both 
Progressive and Scottish Chess. In the 
latter, mate is only delayed: 6 Qxc7+ 
7 Kd2 a4 Ra3 Rc3 Rxc7 ... Rxc8. 

'Enjoy yourselves playing out the 
other games of Progressive Chess 
which end with mate because of the 
impossibility of giving check. 

'In my opinion the difference 
between the two forms of the game is 
academic, and affects the play of one 
game in every 10,000. 

'The theory of the openings, of the 
middle game and the endgame is the 
same throughout the two variants! To 
force the opponent to play a single
move sequence is in effect to win. 

'So our rule gives a touch of the 
spectacular by shortening a won game 
by one series, and it seems to me 
justified. I think we should advertise it 
to our friends abroad.' 

I personally remain of the opinion that 
the "Scottish" or to us traditional rule 
(giving check before the end of a 
sequence is allowed but terminates 
the sequence) is the more natural and 
therefore should be adopted whenever 
it is hoped to attract participants new 
to the game, but I am happy to have 
printed the contrary view. I hope 
Italian-speaking readers will think the 
English versions fair. 

--
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PROGRESSIVE 
ORTHODOX CHESS 

Fred Galvin has drawn my attention to 
an e-mail tournament that was held in 
1997 -98 in the then recent invention 
"Progressive Orthodox Chess" of 
loao Pedro Neto and Bill Taylor. 
The results suggested that Black had 
a winning advantage (which makes a 
change) and an alteration to the rules 
was proposed to avoid this next time, 
but for now let's look at it as it was. 

The basic rule is that White plays 
one move, Black two, White three, 
and so on as in ordinary Progressive, 
but all the odd moves are made by 
White men and all the even moves by 
Black men. So White starts by moving 
a White man. Black replies by moving 
a Black man and then a White. 
White's series 3 moves BWB, Black's 
4 WBWB, White's 5 WBWBW, and 
so on. All moves must be legal for the 
side on whose behalf they are made, 
and each series must be played in full 
unless mate intervenes. The reason 
for the name is apparently that 
the resulting game score is a legal 
orthodox game, but that is about as far 
as the orthodoxy stretches. 

The tournament attracted eight 
players, all apart from the inventors 
apparently new to the game. Despite 
this, neither of the inventors made the 
top pool for the second round, and the 
eventual result was a tie between Fred 
Galvin and Norbert Geissler. Blunders 
were not absent and several games 
ended in variations of Fool's Mate, 
but there were more some amusing 
mistakes as well. Bill Taylor gave 
Gabriele Cornacchini a neat 
opportunity in the following game 
(square brackets show moves made by 
the opponent, "f" the end of a series) : 

1 b2-b3 / b7-bS 
2 [c2-c3] / [f7-f6] 
3 d2-d3 [c7-c6]! 
4 [Bcl-gS] f6xgS 
S [Ke1-d2] e7-eS ! 
6 Nb1-a3 [QdB-c7] 
7 Na3xbS [NgB-e7] 
B NbSxc7+/ KeB-dB 
9 [e2-e3] d7-dS 

10 [Qd1-g4] BcBxg4 
11 [Nc7-e6+]?/ 
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White now played 
11 [KdB-eB] 
12 Ne6xgS [NbB-d7] 
13 NgS-e4 [RaB-dB] 
14 Ne4-d6 mate 

and Bill went AAAAAAARGGHH!!! 
in the tourney report. 

Norbert Geisler set a successful trap 
in the following game. Play started 

1 b2-b4 / h7-hS 
2 [f2-f3] / [f7-f6] 
3 e2-e4 
4 [Qdl-e2] 
S [Qe2-a6] 

[KeB-f7]/ 
e7-eS 

NbBxa6 / 

Black hoped that White would be 
unable to resist grabbing material by 
6 Bxa6 [c5] 7 bxc5 [Qb6] 8 cxb6, and 
he had a mate ready in 8 ... d5 9 [Kf2] 
Bc5+ 10 [Kg3] h4: 

White's actual grab 
6 Bflxa6 [QdB-e7] 
7 Ba6-e2 [Qc7-cS] 
B b4xcS/ 

differed, but allowed the same mate. 
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Another oversight allowed a trick' 
which several players were to exploit 
in one form or another. The opening 

1 a2-a4 / e7-eS 
2 [b2-b3]?! 

seemed harmless enough, but it led to 
2 [QdB-h4] 
3 Ngl-f3 [Qh4xf2+]/ 

Black's compulsory "White" move 
now takes his own queen! He tried 
4 [Kxf2] e4 5 [Nel] e3+, but 6 dxe3 
[Kd8] 7 Qd6 [a6] 8 Qxf8 killed him. 

But of course the standard play is 
to drag the opponent's king into a 
mate. Bill's opponent was very 
complimentary about this pawn mate. 

1 b2-b4 / e7-eS 
2 [c2-c3]/ [KeB-e7] 
3 g2-g3 [f7-f6] / 
4 [Qd1-a4] d7-dS 
S [Qa4-d7+] 
6 Bfl-h3 
7 Bh3xd7 
B Bd7xeB ! 
9 [d2-d3] 

10 [Bcl-h6] 
11 Kel-d2 / 
12 e2-e4 
13 e4xfS 
14 b4xcS 

lS [Kd2-e2] 
16 [Ke2-f3] 
17 [Kf3-g4] 
1B [h2-h3] 

More next time. 

BcBxd7 / 
[QdB-eB] 
[Ke7-d6] 
Kd6-e7 
Ke7xeB 
NgBxh6 

[BfB-cS] 
[Nh6-fS] 
[KeB-f7] 
[c7-c6]/ 

g7-gS 
Kf7-eB 

eS-e4 
h7-hS! 
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GESS - A GAME Of 
CONTINUOUS MUTATION 

One of the most imaginative of the new games which 
I found in the text for the second edition of David's 
Encyclopedia is Gess (pronounced "guess"), which might 
be described as a continuously mutating version of chess 
played on a go board. It was developed by students at 
Cambridge in 1994, was written up by Paul BoIchover in 
issue 53 of their journal Eureka, and was picked up and 
reported in Ian Stewart's recreational mathematics column 
in the November 1994 issue of Scientific American, but it 
appears to have received little attention since. 

The pieces of Gess are made up from go stones, but they 
are not fixed; instead, any 3x3 square which contains at 
least one of a player's own stones and none of his 
opponent's can be regarded as hosting a piece, and these 
stones can be moved by their owner as a group. The stones 
in the eight outside cells give the permitted directions of 
movement, orthogonal and diagonal, and occupancy of the 
central cell indicates whether a "long" move (as far as the 
player likes provided that the road is clear) or merely a 
"short" move (up to three steps only) is permitted. 

All this is conveniently illustrated by looking at the 
opening position. 

19 • • 
18 • •• • 
17 • • 
16 + - + + 
15 + +-
14 + • + - • 

• 
• 
+ 

• • • • • • 
+ -

+ 
+ • 

• • • • • • 
+ 

+ 
+ 

• • • + • + • + 
+ • + • + • • • 

• • • + • + • + 
+ + - + - + 

+ - + + - + 

• - + • + • 
13 + - + + - + - + + - + - + - + 
12 + - + - + + - + - + + - + +-
11 +-+-+-+-+ +-+ +-+ 
10 + + - + + - + - + - + - + - + 

9 + - + 
8 + - + + 

+ - + 
+ - + 

+ - + + - + - + 
+ + + - + 

7 o + 0 + o + 0 + 0 - + 0 + 
+ + - + - + - + 6 + - + -

5 + + 
4 + 0 + 0 

3 0 0 0 + 
2 + 0 + 0 

b c d e 

+ + -
+ + 

+ 0 0 0 

0 + 0 0 

+ 0 0 0 

f 9 h 

+ + - + 
o 0 0 0 0 

o 0 0 0 

o 
+ + 

o 
000 

o 0 0 0 0 0 0 

j k I m n 0 p q s 

It's the squares of the board that are used, not its 
intersections, so the playing area is 18x I 8, and we'll 
explain the apparently curious numbering in a moment. 
Each player ·starts with 43 stones as shown (the plus and 
minus signs are there only to chequer the board, and have 
no effect on the play). Now consider the 3x3 square 
centred on c3. This "piece" is allowed to move in any of 
the four orthogonal directions but not in any of the 
diagonal directions, and the fact that its central cell is 
occupied means that it can make a "long" move: all right, 
it's a rook. By the same token, the piece centred on f3 is a 
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bishop, that on i3 is a queen, and that on 13, which is 
allowed only a "short" move, is a king (there isn't a 
knight). But there are other pieces as well. The 
configuration centred on e3 is a perfectly valid piece, and 
can be moved quite independently of the "rook" and 
"bishop" of which it is temporarily a part. It can make a 
"short" move in any of the four orthogonal directions, so it 
is what we normally call a wazir. The piece centred on g3 
can make a short move in any of the four orthogonal 
directions, and also NE and SE; it's like a shogi gold 
general lying on its side. And so it goes on. The piece 
centred on c6 has only a short move forwards, so it's a 
pawn (though it captures with its ordinary move, as we 
shall see in a moment). However, the stone at c7 can be 
moved diagonally forward by regarding it as part of a piece 
centred on b6 or d6, and for that matter we can regard it as 
part of a piece centred on any of the other cells 
surrounding it and thus move it sideways or backwards. 

So what do we mean by "as long as the road is clear"? 
The action of a move is to pick up the entire 3x3 pattern, 
unoccupied cells as well as occupied, and to plonk it down 
as a unit one step at a time in the direction of movement. 
~ut the move stops as soon as a non-empty resting point is 
reached, even if the only occupied cells in the area of 
landing correspond to empty cells in the moving piece. 
From the initial array, suppose White decides to play 
e3-e6. This moves the contents of the 3x3 square centred 
on e3 successively to the 3x3 squares centred on e4, e5, 
and finally e6 where they settle, wiping out the stone 
already on f7 (you are allowed to take your own men), and 
the move would have had to stop there even had the central 
cell e3 been occupied and a long move been permitted. 
Or consider the "rook" centred on c3. At present, its 
forward move will be halted at c6 by the stone at c7, but if 
White plays a preliminary b6-d8, moving this stone to e9, 
it will be able to charge down to c 13 and take the stone at 
c14. 

There is one other subtlety: the central cell of a piece 
may be off the board. This is why the numbering starts 
from b2. Suppose White men on b I 0 and b 11 with White 
to move and nothing else nearby. He can regard these men 
as part of a piece centred on the off-board cell alO and 
move them up to three steps E or NE (it can only be a short 
move since the central cell is necessarily unoccupied), or 
as part of a piece centred on on a I I and move them up to 
three steps E or SE; or, if he wants, he can regard b I 0 as 
part of a piece centred on a9 and move it one step NE, 
whereupon the man on b 11 gets wiped out and the move 
has to stop. And a move (long or short) may take part of a 
piece off the board, but not all of it. 

And the object of the game? It's a chess game, so the 
object is to leave him without a king. However, a "king" is 
defined as a ring of eight occupied cells with an empty 
centre, such as surrounds 13 in the initial array, and kings 
can mutate just as everything else can; you can create new 
ones and dissolve the old, and you can have more than one 
on the board at a time. However, you cannot break up your 
last remaining king or kings to smash his; it is the player 
who has just moved whose position is examined first. 
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Eureka gives a complete sample game, which is instructive 
even though it is marred by an unfortunate oversight. 
White was Paul Bolchover, Black R. Michaels. Notes in 
quotation marks are verbatim from the article, and most of 
the others owe more than a little to it. 

1 f6-f7 p15-m12 
2 e3-e6 p18-p15 

19 • • •••••••• + - + • + 
18 • •• • •••• + • + + - •• 
17 • • •••••••• + - + • + 
16 + + - + - + - + + - + • +-
15 - + - + + - + - + + -. • - + 
14 + • + - • - + • + - • - + • • 
13 - + + - + - + - + + - + - + - + 
12 + + - + - + - + - + - + + - + 
11 + - + - + - + +. + - + - + - + 
10 + - + + - + - + + - + - + - + 

9 - + - + - + + - + + - + + - + 
8 + - + - 0 + - + - + - + + - + 
7 - 0 0 + - 0 - + 0 + - 0 + 0 + 
6 + 0 0 - + + - + - + + - + 
5 + 0 - + + + - + + - + - + 
4 + 0 + + 0 0 0 0 0 0 0 0 0 - 0 
3 00- + + 0 0 0 0 0 - 0 - 0 0 0 
2 + 0 + + 0 0 0 0 0 0 0 0 - 0 - 0 

bed e f 9 h j k I m n 0 p q r s 

An interesting difference of approach. White has given 
himself a long-range diagonal piece centred on e7, Black 
has preferred to stake a claim in the centre. Black's 
apparently long-range diagonal pieces centred on p 16 and 
q IS cannot as yet advance because they will be stopped by 
the stones on pl4 and 015 respectively. 

3 b3-e3 e15-h12 
4 m6-17 

19 • 
18 ••• 
17 • 

• 
• • 

• • • • • • • • + - + • + 
• • • • + • + + - • • 

• • • • • • • • + +. + 
16 + - + - + + - + + - + • - + 
15 + - + + - + - + + -. • - + 
14 + • + - + - + • + - • - + • • 
13 + - + - + - + + - + - + - + - + 
12 + - + + - + + + - + + - + 
11 + - + + - • - + • + - + - + - + 
10 + 

9 
8 + 
7 
6 + 

+ - + - + - + + - + 
+ - + - + + - + - + 

+ - 0 + - + 0 + - + 
o o + - 0 - + - + 

+ - + 
+ + - + 

+ - + 
0-+ 0 + 

o 0-+ + - + - + - + - + 
5 - + - 0 + + - + + + - + - + 
4 + - + 0 0 0 0 0 0 0 0 0 0 0 
3 - + 0 0 + 000 0 0 0 - 0 0 0 
2 + + 000 0 0 0 0 0 0 0 0 

bed e f 9 h k I m n 0 p q r s 

4 m12-j9(xk8) 
Black decides to make the exchange. even though it leaves 

his stone on 114 pinned against his king. White has already 
given himself a second king (by 3 b3-e3); Black can do the 
same by slS-plS and soon will, but White's two kings are 
separated whereas Black will have a double king. Notice 
that the stone on kS is captured even though no Black stone 
replaces it; it's the entire 3x3 configuration that is plonked 
down, not just the cells that are occupied. 

5 i6-i7(xi8) 
h6-i7(xiS) or j6-k7(xiS) were alternative recaptures. 

5 h15-k12 
6 i7-ilO(xill) 

19 • 
18 ••• 
17 • 

• • 
• • • • • • • • + - + • + 

• • • • + • + + - • • 

• • • • • • • • • + - + • + 
16 + - + + - + + - + - + -. + 
15 + - + - + - + - + + -. • - + 
14 + • + - + - + + - • - + • • 
13 - + - + + - + + - + - + - + - + 
12 + - + - + - + - + + - + + - + 
11 - + - + + - 0 + • + - + - + - + 

+ - + - + - + 
- + - + - + 

+ - + 
+ - + 

+ 
+ - + 

10 
9 
8 + - + o - + - + - + - + 
7 - 0 0-+ - + + + - 0 

6 + - 0 0-+ + - + - + 

+ - + -
+ - + 

+ - + 
+ 0 + 

+ - + 
5 + - 0 

4 + - + 
+ + + + + - + - + 

o 0 0 0 0 0 0 0 0 o o 
o + 0 0 000 0 3 + - 0 

2 + + o 0 0 0 0 0 0 0 0 0 
000 

o 
bed e f 9 h j k I m n 0 p q r s 

"Opens up the centre for both players. It is unclear who has 
the advantage. Overall, the move is probably bad, as it 
exposes White's second king." 

6 m15-j12(xill) 
"The Black pawns are starting to look slightly too far 
advanced." 

7 06-07 s18-p18 

19 • • - • • • • • • • •• + - + 
• •••• + • + • • - + 18 ••• 

17 - • • ••••••••• - + - + 
16 + - + + - + - + - + + • + -
15 + - + - + + - + - + - • • - + 
14 + • + - + - + - + + - + • • 
13 - + - + - + + - + + - + - + - + 
12 
11 
10 

+ - + - + - + + + + + - + 
+ - + - + - • - + • + - + - + - + 

+ - + - + - + - + + - + + - + -
9 + - + - + - + + + - + - + - + 
8 + - + 0 - + - + - + + 0 + + 
7 - 0 0 + - + - + + - + - + 0 + 
6 + - 0 0 + - + + - + + - + 
5 + - 0 - + + + - + + - + - + 
4 + - + 0 0 0 0 0 0 0 0 0 0 0 
3 + - 0 0 + 0 0 0 0 - 0 000 0 
2 + + 0 0 0 0 0 0 0 0 0 0 0 

bed e f 9 h j k I m n 0 p q r s 



Page 134 ""VAriAnt Chess n October 2006 

19 • 
18 ••• 
17 • 

• 
• 

• • • • • • • •• + + 
• •••• + • + •• + 

• • • • • • • •• + + 
16 + + + - + 
15 + - + + 
14 + • + - + - + 

+ 
+ - + 

+ - + 
+ + 

+ 

+ 

• + 

• • - + 

• • 
13 - + + + + + + + + - + 
12 + - + + + 
11 + - + + 

+ + - + 
• - + • + - + 

+ + 
+ - + 

10 + - + + + - + + + + - + 
9 - + + - + + - + + + + - + 
8 + - + 
700 
6 + - 0 

0-+ + - + - + 0 + - + 
+ + - + - + - + + 0 + 

o + - + + + + - + 
5 + - 0 + + + + - + - + + 
4 + + - 0 0 0 0 0 0 0 000 0 
3 + - 0 0 + 0 000 0 0 000 
2 + + 000 0 0 0 0 0 0 0 0 

bed e f 9 h j k I m n 0 p q s 

White attacks Black's pinned stone, and Black responds by 
forming a double king. Had this situation persisted, it is a 
very interesting question as to whether Black's double king 
would have been weaker or stronger than White's two 
separated kings. To win, Black would have had to attack 
on two separate fronts, which takes time; on the other hand, 
he would have had only 13 stones tied up in his kings 
instead of 16, and the rest of his forces would have been 
free to range elsewhere. However, the matter soon becomes 
academic, because both sides voluntarily dissolve their 
original kings in order to use some of the stones in them for 
attack. 

8 p7-m10(x111) 
8 k18-k12 (x111) 

19 • 
18 ••• 
17 • 
16 + + 

• 
• 

15 + - + 

• 
+ 

• • • - + •• • 
• • + - + • + • • 

• •• + - • • • 
+ + + - + - • 

+ - + + + • 

+ - + 
+ 

+ + 
+ 

• + 
14 + • + - + + + + + -. • 
13 + - + - + - + ••• + - + - + - + 
12 + - + + + •• + + - + - + 
11 - + + + - •••• + - + + - + 
10 + - + 

9 + - + 
8 + - + 

+ 
+ 

o 

+ + + + 
+ + + 

+ - + - + - + 

+ - + 
+ - + 

+ + 
+ 

7 
6 + 

o 
o 

o + 
o + 

+ - + 
+ + 

+ - + 
+ 

+ 0 + 
+ - + 

5 + - 0 

4 + - + 
+ + + + 

000 0 0 0 0 0 0 
+ - + 

o 
+ 

o 
3 + ~ 0 0 + 0 0 0 0 0 0 000 
2 + - + 0 0 0 0 0 0 000 0 

bed e f 9 h j k I m n 0 p q 

9 j3-j10(xi11,j11,k11) 
Both sides are now relying on their second kings. 

9 k13-j12 

o 
r s 

(xi11,j11,k11) 

Again a White stone (this time k 11) is wiped out even 
though no Black stone replaces it. 

• • • • + - • • • 19 • 
18 ••• • • • + + • + • • 
17 • • • • • - + • • • 
16 + + + - + + - + + • 
15 - + + + - + + + • 
14 + • + + + - + + + • 

+ - + 

+ - + 
+ -

+ - + 
+ -

• - + • 
+ + 13 - + + - + + + 

12 + - + - + - + ••• + + 
11 + + - + •• + • + - + 

+ - + 
+ + 

10 + - + + - + 0 0 0 + 
9 + - + + 0 00- + 
8 + + 0 - + + - + 
7 
6 + 

o 
o 

o + 
0-+ 

+ + + 
+ 

+ - + 
+ 

+ + 
+ 

+ 

+ 
+ - + 

+ 
+ 0 + 

+ 
5 + 
4 + 
3 

o + + - + 
+ 000 + 

+ - + 
+ 

000 
o 

+ - + + 
o 0 

+ + o 000 
2 + 

b c 

o 0 + 0 + 
+ 000 
d e f 9 h 

+ 000 0 0 
j k Imnopq s 

10 j9-j10(xi11,j11) 
10 q15-r14 

Stepping out from behind the obstructing stone on 015, and 
making a direct attack on White's remaining king. 

11 e6-h6 

• • •• + - • • • 19 • 
18 ••• • • • + - + • + • • 

• • • •• + - • • • 
+ - + + + + + 

17 
16 + 
15 
14 
13 
12 + 

+ + 
+ • + - + 

+ + - + 
+ - + 

+ • 
+ + 

11 
10 + 

9 

+ 

+ 

+ 

+ - + + + + 
+ - + - + • • • + 

+ - + 000. + 
+ + 0 0 0 + + 

+ 
+ 

+ 
+ 

+ + + + + - + 

+ 

+ 

+ 

+ 

+ - + 
+ -

+ - + 
+ 

• + • • • 
+ -

+ + 
+ 

+ + 
8 + + 0 + 
7 0 - + + 0 + 
6 + + - + 0 + 0 
5 + - + + 0 + 
4 + + - 0 0 0 

+ + + + + 
+ - + + + 0 + 

3 + 0 0 + 0 + 
2 + + 

bed e 
000 
f 9 h 

+ - + - + 
+ + 

+ 000 
+ o 

+ + 
+ - + - + 

o 0 

o 000 
o + - 0 000 

klmnopq s 

Blocking the attack, and also interposing some useful 
obstacles in the way of possible attacks from above. 

·11 j 13-j 12 
(xi11, j 11, k11) 

12 j9-j10(xi11,j11,k11) 
12 c13-c15 

This is one way of clearing a line for a rook - or at least for 
most of it. 

13 j10-k11(x112) 
These three central stones are not as weak as they might 
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seem. Black can only knock one of them out, and White's 
piece centred on m3 is poised to take revenge. They are 
also within two moves of Black's king. 

19 • • 
18 • •• • 
17 • • 
16 + • + - + 

+ - + 

• • • - + • • • 
• • + - + • + • • 

• •• + ••• 
+ + + + + 

+ + - • 

+ - + 
+ 

+ + 
+ 

• - + 15 
14 
13 
12 
11 
10 

+ - + - + 
+ - + 

+ - + + - + - + - • 
- + + + - + + - + + • • 
+ - + + + - 0 0 0 + - + + 

+ - + - + - + - + 
+ - + + + + - + 

+ - + 

+ - + 

+ 
+ - + 

+ - + 
9 + - + + + - + - + - + 
8 + - + - 0 + 
7 0 - + + 0 + 

+ - + - + 
+ - + 

+ - + 
+ - + 0 + 

+ - + 6 + - + - + 0 + 0 + 
5 + - + - + 0 + + - + - + 

+ - 0 0 0 4 + + - 0 0 0 
o 0 + 0 + - + 0 0 

+ 

o 
3 - + 
2 + + 000 + 000 0 

+ -
+ - + 

o 
000 

o 
b c d e f 9 h j k I m n 0 p q r s 

13 c17-c7(xc7)?? 
Oh dear. "This move is illegal, since the piece can only 
move as far as c8, but neither player noticed it at the time 
and .so the move stands." By making possible Black's 16th 
move, it may have made quite a difference. 

14 g3-j3 
White creates a double king for extra protection. 

14 h18-k18 
15 k11-i13 

19 • • + - + •••••• 
18 + - + -. + - + ••• + •• 
17 - + • + - + •••••• 

+ - + 
+ -

+ - + 
16 + - + - + + + + - + 
15 + + + + + + 

+ - + 

• • + 
14 + - + - + 0 0 0 - + + + - • 
13 + - + - + - + + - + - + • • 

+ 
+ - + 

12 + - + - + + + - + + - + 
11 - + + + - + + - + - + 
10 + + - + - + + - + + + - + 
9 + + - + + + - + - + + - + 
8 • •• 0 + + + + + - + 
7 • - + + 0 + + + - + + 0 + 
6 + • + - + 0 + 0 + + + - + + -
5 - + + - + 0 + + + + - + - + 
4 + - + - + - + 0 0 0 0 0 0 
3 + - 0 + 0 0 0 o 
2 + - ~ + + 0 0 0 0 0 0 

bed e f 9 h j k I m n 0 

o 

o 

o 
000 

o 
p q s 

Black could smash down with 118-IS(xk4,14,m4) and 
destroy both White's kings, but he would also disrupt his 
own and it is the mover's own position that is examined 
first. In contrast, White's m3-mI6(xll7,mI7,n17) IS a 
definite threat which Black promptly blocks. 
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15 k18-k15(xj14) 
16 m3-m13 (xl14) 

Knocking out the first obstructing stone, but it isn't check 
and so Black has time to resume his own attack. 

16 b7-e4(xe3) 

19 • • + + - + 
+ - + 

• • • - + + 
18 + 
17 + 
16 + 
15 + 
14 + 

+ 

• 
+ 

• + • + • • 

• • • + + - + 
+ - + ••• 

+ - + - + •• + 
+ - + - 0 0 • .00 

+ - + 

• 
0-+ 

+ - + - + + + 

+ 
+ - + 

+ -
• +. 

• • • 13 
12 + 
11 

+ + - + - + 
+ - 0 

000 + + 
+ + - + + - + + + - + - + 

+ - + - + - + - + + + - + -10 + 
9 + - + - + - + + - + - + - + - + 
8 + 
7 
6 + 
5 
4 + 
3 

+ 

+ 

• 
+ 

+ 

o + + - + 
+ 0 + + 

+ 0 + 0 + - + 

• • + 0 + + 
+ • + 0 00+ 

+ - + • + 0 0 
2 + + + + 0 00+ 

+ 

+ 

+ 

+ + 
+ 

+ - + 
+ 

+ o 
o 

+ o 

+ 
+ 0 + 

+ 
+ - + 

o 
000 

o 
bed e f 9 h j k I m n 0 p q s 

17 j3-m3 
Black threatened e3-h3. 

17 r14-o11(xn12) 
White merely sees this as disabling his piece centred on 
m 13, but there is more to it. 

18 r8-r6? oll-j6(xi6) 
Mate. 

19 • • - + - + + ••• + - + 
18 + - + • + - + - + • + •• + 
17 + • - + - + + ••• + + 
16 + - + - + + - • •• + - + +-
15 + - + - + + •• + • + - + 
14 + + + - 0 0 •• 0 0 0 + - + 
13 + + - + + + - 0 + + + 
12 + - + 
11 + 
10 + + 

+ - + - + 
+ - + - + 

+ + - + 

o 0 + - + 
+ - + - + 

+ - + + 
+ 

+ -

+ 
+ -

9 + + + - + + - + + + + 
8 + -. 0 + + + + + - + 
7 + - + + 0 • 

+ 0 + 6 + + -
5 + 
4 + - + 

• • + 0 • 
• + 

3 + - + • + - + 
2 + + + + 

bed e f 9 h 

+ + + - + - + 

• + + - + 
• + + 

+ - 0 0 0 0 
+ 0 0 

o 0 0 

+ 
+ 0 + 

o 
000 

o 
+ 0 

+ 0 

j k I m n 0 p q s 

A remarkable game, quite unlike anything I have seen 
before. Yet it is interesting to see how the standard 
strategical tenets of chess - development, control of the 
centre, open lines - seem to be just as important here as 
they are in more conventional games. 
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SWEDISH RHAPSODIES 

material from Mats Winther 

Mats Winther has sent me two 
interesting new games, and unlike 
many inventors he has included 
annotated examples to show how the 
games actually work out. 

He calls the first game Swedish 
Chess in honour of his country, and 
he tells me that it was inspired by 
Burmese Chess (described in VC 43). 
It is a "set up your own array" game 
of a kind which in itself is not 
uncommon (the new edition of the 
Encyclopedia will contain some thirty 
examples), but it has some novel 
features. 

The basic idea is that the pawns are 
aITayed on the third rank, and the 
pieces dropped either behind or on top 
of them. In the latter case, the 
displaced pawn must be relocated to 
an empty square on the second rank. 
Rooks may only be dropped on the 
first rank (no restriction on queens), 
bishops must be dropped on opposite 
colours. The players take it in turns 
to drop, White first, and after the 
dropping is complete it is ordinary 
chess with two restrictions: no pawn
two, even if a pawn has been relocated 
to the second rank, and no castling. 

Mats gives the following illustrative 
example. Notes in quotes are 
verbatim from his e-mail. 

1 R*e1 
2 N*d2 

R*e8 
K*b8 

'It's perhaps a little too early to reveal 
the king position.' 

3 N*c3, Pc3-g2 
A change of location for the pawn on 
c3. 'Strengthening the pawn chain as 
the king is to be dropped here.' 

3 Q*g7 
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4 R*c1 R*fB 
5 Q*c2 

'Putting pressure on the half open 
file.' 

5 
6 K*h1 

B*c6, Pc6-c7 
B*f6, Pf6-e7 

7 B*g3, Pg3-h2 
N*e7, Pe7-b7 

It is permitted to relocate an already 
relocated pawn in this way. 

8 B*f1 
'Pointing at the weakness at a6.' 

8 N*b6, Pb6-a7 

The dropping has finished, and to my 
inexpert eye White has obtained rather 
the better of . it. Mats himself 
comments as follows: 

'Both parties have acquired secure 
king positions. Black has forfeited his 
strong pawns on c6 and f6, which 
supported the centre, and placed 
bishops there instead. This could be 
good but could also backfire. He no 
longer has an f-pawn to support his 
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centre pawns. Moreover, a pawn 
storm on the king's wing is less likely 
to succeed, as white has a majority 4 
to 2 there. Likewise, white has 
relocated the good pawn on c3, to 
place a knight there instead. If the 
pawn had been left on c3, then he 
could seize the centre in the next 
move by e3-e4. On the other hand, he 
has acquired an half-open line, and a 
finely placed knight. 

'This example, although hardly 
perfect, exemplifies some of the 
strategical problems in the opening. 
It is costly to trade in pawn positions 
on the third rank for good piece 
positions. For example, if the pawn is 
relocated to the same file (on the 
second rank), this implies that it takes 
two moves longer to activate this 
pawn. First the piece must move 
away. Secondly, unlike orthodox 
chess, it takes two moves to reach the 
fourth rank.' 

Mats later developed this into Orphic 
Chess, which is much more radical. 
Here, pieces other than the king may 
be dropped on to any empty square or 
friendly pawn, and a displaced pawn 
may be relocated to any empty square 
on rank 2, 3, or 4. If the king is the 
last piece to be dropped, it too may be 
placed anywhere, otherwise it must be 
placed on the first rank. Furthermore, 
a piece or pawn already on the board 
may be moved, but, until its owner's 
king has been dropped, it may move 
only to capture. 

Mats gives a specimen game where 
he plays badly and loses. Pieces still 

. in hand are shown to the side of the 
board (there is no significance in 
which side is used). 

1 B*c3, Pc3-e4 
B*e6, Pe6-f7 

2 B*c4 Be6xc4 
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3 d3xc4 B*d6, Pd6-d5 

4 c4xd5 
5 e4xd5 

c6xd5 
Bd6xa3 

6 N*d5, Pd5-b2 

Cleverly winning a piece (the bishop, 
being able only to capture, cannot 
retreat out of danger), but with 
hindsight White probably wishes he 
had kept the knight back to hunt larger 
quarry. 

6 Q*d1 
7 N*d2 
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'The knight now guards both pawns. 
As the black queen has no capture 
moves left it is in danger.' But the 
bishop on c3 is now overloaded ... 

7 Ba3xb2 
8 R*b1 

White duly wins the queen, but at a 
cost. 

8 Bb2xc3 
9 Rb1xd1 Bc3xd2 

10 Rd1xd2 N*f1 

'The white rooks will fall victim to the 
black knights.' 

11 R*f2 Nf1xd2 
12 Rf2xd2 R*d7 
13 Q*c6 Rd7xd5 
14 Rd2xd5 N*e7 

Ouch! 
15 Qc6xb6 

Hindsight prefers IS Qxf6 N xdS 16 
Qxt7. The queen won't be safe on a6. 

15 Ne7xd5 
16 Qb6xa6 R*f7, Pf7-b7 
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'The queen is lost and white resigns.' 

I leave the strategical summary to 
Mats. 

'As long as the King has not 
entered the board, the pieces are very 
vulnerable. On the other hand, it is 
very risky to drop the King on the first 
rank, and it disposes of the final 
powerful drop move, with which the 
King can be placed anywhere.' You 
are not allowed to use a pawn
relocation to block a check. 

'The prohibition of non-capture 
moves, as long as the King is not 
dropped, causes perplexing problems. 
Although one would want to drop the 
heavy pieces immediately, because 
they have so many capture moves, this 
could be a risky strategy. Sooner or 
later the heavy piece might be 
attacked by light pieces, or relocated 
pawns, with a resultant loss of 
material. This could happen if the 
heavy piece has no good capture 
moves available. On the other hand, it 
is often possible to sacrifice a Queen, 
or Rook, for a light piece because the 
remaining pieces in the reserve have 
so many move freedoms. As a result 
there are many attacking possibilities. 
It's often a good idea to let a Knight 
remain in the reserve as it is ideal for 
attacking heavy pieces. The Knights 
are more dangerous in this variant 
than in regular chess.' 

'Orphic', derived from Orpheus, 
means mystic, oracular, fascinating, 
entrancing. Matt feels this an apt 
description of the game. 'It is hard to 
come to grips with. This game is very 
tactical, and fast. It is also attractive to 
endgame lovers, because interesting 
endgame positions, of great variation, 
are likely to occur already after IS-20 
moves.' A game quickly yielding 
endings certainly has my own support! 
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MILLER'S DAUGHTER 
CHESS: "CASTLING" 

AND FORTRESSES 

material from Andrew Perkis 

Shortly after "Winning the Miller's 
Daughter" appeared in VC 52, 
Andrew took on all comers at the 
Cambridge Mind Sports event. This, 
and a few e-mail games, has given him 
a bit more insight into at least some 
fundamental aspects of what he calls 
'this hair-raising game'. 

A brief reminder of the rules. Each 
player has a Miller's Daughter and 
eleven Princes : 

~e~~~e~ 
.~~~~~~'//////, 

~Qrai16Qrg~ ~ :';-////"";:: Z"/"i/h ~///M 

The moves are step moves (any piece 
may move one step as a chess king) 
and jump moves (any piece may jump 
an orthogonally or diagonally adjacent 
piece of either colour). Sequences of 
jumps are allowed, but in the case of a 
Prince the overall effect must be 
towards the opponent's back line. 
Additionally, an MD must always 
have a "liberty", namely an empty 
square to which she has a step move. 
The player's first move must give her 
this liberty, and each later move must 
preserve it or give another in its place. 
A prince cannot be captured; an MD 
can, by moving a prince to her square, 
and this is the normal way of winning 
the game. In addition, a player can 
win by surrounding his MD with a 
fortress which the opponent can never 
penetrate, and he can draw by moving 
his MD to a square adjacent to the 
opponent's MD and declaring an 
"alliance" . 

Andrew suggests that a good 
descriptive name for MDC would be 
"Halma Chess", and it IS the 
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combination of Halma dynamics with 
a Chess objective that gives the game 
its distinctive flavour. On the one 
hand, the play is very fast and 
dangerous. This stems largely ti'om 
the fact that a single "layer" of Princes 
around a player's MD usually results 
in her being more vulnerable to 
capture by jump. On the other hand, it 
is possible for a player to set up an 
impenetrable defence - a feature 
which stops play dead, and is 
normally regarded by games designers 
as a fatal technical flaw. 

These fortress possibilities may 
have deterred anyone who may have 
tried to develop a Halma Chess 
previously. However, having already 
tried his hand at sorting out a similar 
problem in Halma itself, Andrew 
wasn't prepared to be put off that 
easily, and fortunately the fortress 
problem in Miller's Daughter Chess 
was not that hard to sort out. The 
requirement to give and maintain a 
"liberty" for one's MD has proved to 
be a straightforward way of making 
the construction of a fortress virtually 
impossible in a game between 'c1ued
in and alert' players. Although 
Andrew did pull off one such win at 
Cambridge, this was a very rapid 
game against 'an opponent whose 
Backgammon tournament resumed 
about one second after he resigned'. 
This game went 1 MDdl-f3-hl f8-f6 
2 fl-h3 g8-e6 3 bl-dl-f3 d8-d6 
4 el-g3 g7-e5 5 gl-h2 c8-c6 6 cl-e3 : 

Play continued 6 ... b8-b6? 7 e2-fl and 
Black resigned (8 d2-e I will complete 
the fortress, leaving Black with no 
way of approaching either g I or hI). 
But even at the last moment Black 
could have stayed in the game with 
6 ... e5-d4 threatening to penetrate by 
d7 -d5-d3-fI or e7 -e5-c3-e 1, and he 
would probably have had a won game 
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if this had been played one move 
earlier. 'The problem (or rather the 
blessing, because it makes the game 
playable) is that at a certain stage of 
trying to construct a fortress a player's 
MD will become much less mobile. 
All testing so far seems to suggest that 
a fortress-building strategy will 
always backfire against an alert 
opponent.' 

The requirement to create a liberty, 
together with the issue of MD safety, 
combine to influence first move 
choices. 'Clearly the mobility of the 
MD is an important factor in trying to 
keep her relatively safe, and tucking 
her away at h I is a natural first move. 
We could call this "castling long". 
At first sight it looks like the safest 
option, yet a very sharp game results 
if both players do this immediately, 
due to the MDs thus arriving at 
different sides of the board.' 

At Cambridge, Andrew played 
I MD-f3-h 1 in all his games as White. 
He says he has to admit that this was 
part of a 'pragmatic' strategy of 
'playing safe' and then waiting to 
pounce if his opponent crossed the 
very low blunder threshold. This 
worked well, since 'I won all these 
game bar one, that one being against 
Alain Dekker, who, on this occasion 
was not distracted by almost needing 
to exercise a feat of bilocation due to 
the imminent resumption of the 
Backgammon tournament!' 

As yet, says Andrew, it is too early 
to have a clue about the best 
"castling" options in any wider sense. 
One discovery, however, is that if 
White eschews an early removal of his 
MD to the side, then it is unwise (or at 
least reckless) for Black not to follow 
suit. It was the impact of his last game 
at Cambridge, against event organiser 
Aubrey de Grey, that first made him 
suspect the folly of thus 'castling into 
it' - but before looking at this 
spectacular and 'peccable' draw, here 
are two positions from subsequent 
e-mail games which provide similar 
evidence. 

The first of these games (Andrew 
had White against Dan Troyka) ran 

1 cl-e3 MDeS-c6-aS 
2 f2-d4 gS-eS-c6 
3 bl-d3 fS-d6 
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4 e3-cS c7-eS-c3-cl 
S MDdl-f3-hl 

'Note that White only removed his 
MD to hI after the possibly premature 
c7-cl.' 

S c6-c4 

This is check (Black threatens to play 
d7-dS-b3-dl-f3xhl). White's reply 

6 cS-dS 
parries it and gives a check in return 
(the threat is now c2-e4-c6xa8). 

6 cS-e6-c6-e4 

'It may already be too late to save 
the game but 6 ... c8-e6-c6 probably 
offered better chance to construct a 
defence. White would continue as 
in the game (not 7 e l-c3-eS-c7 -a7 
MD-c8-e8-g6-g8). The move chosen 
threatens 7 ... e4-f3 and perpetual 
check.' 

7 e2-f3 
'White prevents any immediate attack 
on his MD and releases the Prince on 
dS. The threat of dS-c6 is now 
overwhelming.' It will give check by 
c6-a8 and c6-e8-c8-a8, when ... b7-c8 
will allow d3-dS-b7 and if Black tries 
... MDa7 then el-c3-eS-c7xa7 will 
catch her. Black has no good answer 
(e.g. 7 ... d7 -c6 8 dS-e6 d8-c7 9 d3-d7 
b8-c8 10 e I-cS with an unstoppable 
attack). The game actually finished 

7 b7-c7 
S dS-c6 

and Black resigned. 

"'"VAriAnt Chess n 

Above is a position from the return 
game. Black (Andrew) has just played 
6 ... MDe8-c8-a8, but. .. 

7 b2-b4 
'My whole strategy had depended on 
my last move, removing my MD to 
what I thought was relative safety. 
This turned out to be very bad 
judgement. After 7 b2-b4, it was soon 
clear that White had a winning attack.' 
The game ended 7 ... e7-cS-a3 8 b4-bS 
a3-a4 9 g4-fS b7-b6 (9 ... c8-e6 lasts 
longer but is equally hopeless) 
10 c3-a3-aS-cS-a7 MDa8-a6-c6-e8 
11 e2-g4-e6-c6xMD. 

Now back to Cambridge, and a game 
in which Andrew 'nearly got my just 
deserts'. Aubrey de Grey was White. 

1 cl-e3 MDeS-c6-aS 
2 f2-d4 cS-a6 

'Aiming to set up a semi-fortress 
before developing in the centre. This 
"spider and fly" strategy (waiting to 
pounce on errors) might be just a bad 
habit when playing White, here it is 
soon revealed as competely unsound.' 

3 bl-d3-dS! 

3 b7-cS 
'The only occasion in the game when 
I found the best move, helped along 
by the fact that it was more or less 
forced (if 3 ... d7-c6, then 4 d4-b6 wins 
quickly).' 

4 e2-e4-c6?! 
'Despite White's superior position, 
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finding the right attacking move is no 
easy task. This move is aggressive but 
opens up approaches to his own MD. 
Probably best was 4 d4-cS, intending 
a safe and steady advance on Black's 
MD.' 

4 fS-d6 

'We started with just IS mins each on 
the clock and here I witheld both 
c7-cS-eS-c3-cl and g8-e6-c4-e4-e2 as 
threats - to give Aubrey more to think 
about. However, 4 ... g8-e2 is really the 
best move here. I'm very close to 
being certain that White has nothing 
better than S MDdl-f3-hl e2-f3 
6 MDh l-h2 f3-g3 etc with a draw by 
repetition. 

'At first glance the move played 
seems equally good. S d5-b7 now 
loses immediately (e7-eS-e3xMD) and 
White seems in a certain amount of 
danger himself. So I was not surprised 
by S c6-b7 which forces S MDa8-c6-
e4-e2 and a draw by alliance. 

'Over the board it seemed that 
White must have a win but that it 
would also probably be quite tricky, 
or even risky, to find .. .' Some time 
later, he found one: S d4-d3!! This 
unpins dS, creating the devastating 
threat dS-b7, and stops Black's access 
to ranks I and 3 so S ... g8-e6-c4-e2 
can be met by 6 MDdl-b3-bl. Black 
can wriggle, 6 ... MDa8-a7, but 7 c6-b6 
MDa7-a8 8 b6-a7 mops up. 

On the present evidence, this game 
strikes me as well worth further 
examination, but as one who comes 
from a chess rather than a halma 
background I do question the 
desirability of allowing the successful 
construction of a fortress to count as 
a win. If in practice it is impossible 
between two 'clued-in and alert' 
players, why not let it be a draw in the 
natural way? - JDB 
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THE COURIER GAME 
RECONSIDERED 

by Paul Byway 

Modern Courier Chess (MCC) will be well known to 
readers of Variant Chess. I developed this variant from the 
ancient Courier Game - which first appeared in literature in 
1202 AD. Since the death of the Courier Game wasn't 
reported until the early 19th century it stood out from the 
vast majority of chess variants and clearly contained the 
elements of vitality. One of my goals in designing MCC 
was to make it as 'chess-like' as possible - Chess-PLUS as 
it were. But here I want to strike out on a different path: 
I aim for a coherent and logical design without slavishly 
following the rules of Chess - which have resulted from a 
series of historical accidents. 

The arrangement of the pieces is the same as for MCC 
except that the queen has been replaced by a 'Mann': this 
piece has the same move as a king. It is by far the biggest 
change and will alter the whole feel of the game: a 
powerful and highly mobile tactical strike force disappears 
and is replaced by a more subtle and strategic piece (value 
= 4). The other changes are minor in comparison and so 
the game will have the rhythm and tempo of the original 
'Courier Game'. This also employed a 'Mann' but there it 
was off-centre. 

In the original, along with king and mann the central 
section of four squares contained a fers (moves one square 
diagonally) and a wazir (one square orthogonally); these 
are replaced by a fers of each colour, flanking king and 
mann. This arrangement has more symmetry and the 
second fers is slightly more mobile than the wazir it 
replaces. 

Courier and bishop are the same as in MCC. Note that 
the names have been swapped: the courier game was 
originally named for the powerful new piece it contained -
the one we now call a bishop. Not to have swapped the 
names would, I think, have been too confusing for a 
present day audience. The courier as we have it now (two 
squares orthogonally or diagonally, leaping the intervening 
square) is more than twice as powerful as the alfil it 
replaces (two squares diagonally only). Each courier 
covers a quarter of the board and so we need all four for 
complete coverage. Only a courier created by promotion 
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can be exchanged for an opposing courier. The bishop can 
hardly be on another square without ruining the structure of 
the game. 

The following pieces can move only one square: king, 
mann, fers and pawn. In order to speed up the introductory 
play we have the following special rule. While unmoved, 
each of these pieces has the right to make two normal 
moves in one turn. Sometimes there is more than one route 
from A to B and the player is assumed to have taken a 
capture-free route. If there isn't one the opponent, by way 
of balance, can capture the piece as if it had made only the 
first 'half'. This isn't quite the en-passant rule, for a pawn 
can be captured by anything. For example, following this 
rule in Chess would allow I e4 a5 2 Bxa6. This double 
move option also replaces castling by the 'king's leap'. As 
usual the king can not move out of, into or through check. 
Note that the leap Kg I-g I is possible: the position is not 
unchanged because a second leap is not allowed - the king 
having moved. I'm working to the principle that 'it's 
allowed unless it's forbidden'. The definition 'normal 
moves' excludes captures, by the way. Pawn promotion is 
to the master piece of the file on which it stands at the time, 
and to a mann on files f and g. 

There are three ways of winning the game: checkmate, 
stalemate and bare king. The first two are familiar; the 
third applies when the opponent is reduced to king only. 
Exception: if the newly bared Black king can inevitably 
capture White's last piece the game is a draw. The value of 
these wins is to be 6-0, 5-1, 4-2 and 3-3 for a draw. The 
interest here is less that such a score might be reached, than 
that it might be offered and agreed during play; this would 
lead to the need to constantly judge and revalue your 
chances during time trouble. That would be fun! There is a 
60-move rule as a cut off. 

The author would welcome any comments on the rules 
given here. 

Let me use editorial privilege to start the ball rolling: 
I like it. When playing MCC, I find the queen a somewhat 
unnatural intruder, and I am not sorry to see her go. 
Without her, the game becomes much more homogeneous. 

Paul wonders about also reintroducing the pawn's 'joy
leaps' back to the second rank before promoting (see 
Murray, page 392, or VC 37. page 86). On reaching the 
8th rank a pawn becomes untouchable but has no action 
itself, except to leap back to the 6th, 4th and 2nd rank on 
the same file. This need not take place on consecutive 
moves and the pawn remains untouchable until it reaches 
the second rank - when it instantly promotes and becomes 
capturable. During a 'joy-leap' the pawn can leap over a 
piece of either colour on ranks 7,5,3 but may not land on 
an occupied square. I have to say that this strikes me as 
adding nothing but complication, but perhaps it is a quirk 
worth trying: what do others think? 

Incidentally the idea of reduced 'win' points for 
stalemate was suggested by no less than Reti, though 
without a definite scale: see Modern Ideas In Chess, page 
178. 

Views of others welcomed. - JDB 
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LOSING CHESS 

This time's material has included an 
unusually large helping of exotica, 
so here is a page of more traditional 
fare. I see from the advertisements 
that Fritz 9 offers a Losing Chess 
engine, but I have had no opportunity 
to try it and for the moment I am 
continuing to rely on Stan Goldovski's 
Giveaway Wizard. 

Our selections from the 2001 
"First Unofficial Losing Chess World 
Championship" have concentrated on 
the longer and harder games, but there 
were interesting moments in some of 
the quick wins as well. 

Won by Lenny Taelman. 1 c4 cS 
2 g3 b5 3 cxb5 Ba6 4 bxa6 Nxa6 
5 b4 cxb4 6 Ba3 bxa3 7 Nxa3 g6 
S Bh3 QcS 9 Bxd7 Kxd7 10 Qa4 
Qc6 (the king being a valuable piece 
at Losing Chess, saving it is almost 
second nature) 11 Qxc6 Kxc6 : 

Now 12 d4 lost off-hand to 12 ... Kb5 
etc, and in fact the only move not to 
concede a forced win within my 
computer's horizon is 12 NbS. Moves 
like 12 Nc4 and 12 Nc2 allow mass 
giveaways, but what about 12 Nb I? 

Ah, 12 ... Rb8, threatening to capture 
on bland turn White's rook loose on 
the b-file. If 13 Nc3 then 13 ... Rb3 etc; 
if 13 Na3 then 13 ... Rb3 14 axb3 KbS. 
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Won by Dirk Kraaijpoel against 
myself. 1 h3 d6 2 e3 Bxh3 3 Nxh3 b5 
4 Bxb5 g5 (I had expected 4 ... Nd7 or 
4 ... Qg7 saving the king, but Black had 
worked out that he could afford to let 
me take it) 5 BxeS? Qxe8 6 Nxg5 : 

Play continued 6 ... f5 (6 .. .f6 also leads 
to a forced win) 7 Nxh7 Rxh7 8 Rxh7 
e5 9 Rxc7 Qa4 10 Rxa7 Qxa2 and 
White retreated to the bar. Nor would 
7 Rxh7 Rxh7 8 Nxh7 have helped: 
8 ... Qb4 9 Nxf8 Qxb2 10 Bxb2, and 
with the queen out of the way the 
rest is easy. However, had I played 
S NxgS instead of grabbing the king, 
I could have indeed have met S ... fS by 
6 Rxh7 Rxh7 7 Nxh7, and there would 
have been no immediate forced win. 

Won by Marten W ortel. 1 e3 cS 
2 Bb5 e6 3 Bxd7 Bxd7 4 g3? Qh4 
5 gxh4 g5 6 hxg5 Nf6 7 gxf6 Bg7 
8 fxg7. The last few moves have been 
straightforward, but now Black must 
allow for all possible promotions: 
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No problem, since thirteen moves 
now win: Kd8, Ke7, Bc8, BbS, Na6, 
Nc6, a6, as, b6, bS, c4, eS, f6! This 
shows just how easy it can sometimes 
be to cope with any promotion. 
The actual conclusion was S ... Bb5 
9 gxh8Q Kd8 10 Qxh7 as 11 Qxf7 
Bfl 12 Qxe6 Bc4 and White gave up. 
And if White tries 9 gxh8K, 

simplest is probably 9 ... Ba4 10 Kxh7 
Bxc2 letting the queen do the rest. 

Won by Fredrik Sandstrom. 1 a4 
b5 2 axb5 a6 3 Rxa6 Rxa6 4 bxa6 
and now 4 ... Nxa6? was fatal: 

The simple 5 e3! threatened to give 
Black a rampant bishop. He tried 
5 ... Nc5 (if S ... Nb4 then 6 Qf3 Nxc2 
7 Qxt7 Nxe I 8 Qxg8 with 8 ... Nxg2 
9 Bxg2 Rxg8 10 Bb7 or 8 ... Rxg8 
9 Be2 Nxg2 10 Ba6), but 6 Ba6 Nxa6 
7 Qe2 reinstated the threat: 

Black tried 7 ... Nb4, and resigned after 
S e4 Nxc2 9 Qa6 Nxel 10 Qxc8. 
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KRIEGSPIEl : KING 
AND CENTRAL PAWN 

AGAINST KING 

The received wisdom regarding king 
and central pawn against king in 
Kriegspiel is very simple: in practice, 
it's always a win, and it doesn't 
normally take long. Suppose White 
has a supported pawn on the sixth: 

He tries say Kd6, and if No he waits 
by Kd5 and tries again. Black, forced 
to retreat, naturally plays his normal 
drawing move KeS, but after White's 
advance to d6 he must guess between 
KdS and KfS, and half the time he will 
get it wrong. White, having advanced 
to d6, probes by Kd7, and wins at 
once if Black got it wrong; if Black 
got it right, he simply retreats, chooses 
again between d6 and f6 at random, 
and repeats the process. Black's 
chance of surviving each trial in turn 
is one in two and they are 
independent, so his chance of 
surviving ten successive trials appears 
to be less than one in a thousand, his 
chance of surviving twenty appears to 
be less than one in a million, and the 
average number of trials needed is 
only two. 

But now let us suppose that Black 
doesn't play the normal drawing move 
KeS when he is forced to retreat, 
but instead picks one of the normally 
losing moves KdS and KfS. White 
advances by say Kd6 as before, but 
now Black can reply KeS, and 
White's probe will always get No. 
White can certainly retreat and try 
again, but the same thing will happen 
again, and again, and yet again. 
Black's chances of surviving twenty 
trials, far from being less than one in a 

million, suddenly seem to have 
become quite reasonable. To beat this 
defence, White, sooner or later, must 
plump for the pawn advance Pe7 
instead of going back and trying 
again, and if Black happens to have 
chosen this particular moment to make 
the normal drawing retreat KeS White 
finds he has forfeited the win. 

So, for White, when should he 
plump for Pe7, and when should he go 
back and try again; for Black, being 
forced to retreat, when should he play 
the normal drawing move KeS, and 
when should he risk one of the 
normally losing moves KdS and KfS; 
and what is the true probability that 
White will win? 

To analyse these possibilities without 
infinite calculation, we need to assume 
a rule whereby a game which is still 
unfinished after some suitably large 
number of moves is abandoned as a 
draw. Let us suppose 
be in existence, and 
suppose that the 
calculated that it will 

such a rule to 
let us further 
players have 
allow White n 

more trials before the game is 
abandoned. For the moment, let us 
assume that they have both calculated 
n correctly. We'll look later at what 
happens if they have got it wrong. 

The easiest case to analyse is the 
final one, n = I. This is White's last 
chance, so he must plump for the 
advance Pe7 if his probe fails, and 
there is no point for Black in risking 
the normally losing move KdS or KfS. 
In detail, we have the following 
strategy for White, where the fraction 
gives the probability with which he 
should take the given action: 

Kd6, try Kd7, if No play Pe7 1/2 
Kd6, try Kd7, if No retreat 0 
Kf6, try Kf7, if No play Pe7 1/2 
Kf6, try Kf7, if No retreat 0, 

and for Black: 
Retreat KeS, play KdS 1/2 
Retreat KeS, play KfS 112 
Retreat KdS/KfS, play KeS O. 

Assuming that both players choose at 
random, this duly gives Black a 1/2 
chance of survival. Indeed, we can 
say more: if White chooses at random, 
he has a 112 chance of winning 
whatever Black does, and if Black 
chooses at random he has a 112 chance 
of surviving whatever White does. 

October 2006 

Now let us look at n = 2. This time, 
if White's probe fails, he can retreat, 
with a 1/2 chance of succeeding next 
time. So all four actions come into 
consideration for White, all three 
come into consideration for Black, 
and optimal strategies turn out to be as 
follows. For White: 

Kd6, try Kd7, if No play Pe7 1/6 
Kd6, try Kd7, if No retreat 1/3 
Kf6, try Kf7, if No play Pe7 1/6· 
Kf6, try Kf7, if No retreat 1/3, 

and for Black: 
Retreat KeS, play KdS 1/3 
Retreat KeS, play KfS 1/3 
Retreat KdS/KfS, play KeS 1/3. 

Given that a retreat will give White a 
112 chance of succeeding next time, if 
he chooses at random with these 
probabilities he has a 2/3 chance of 
eventually succeeding whatever Black 
may do, and if Black does the same he 
has a 1/3 chance of eventually 
surviving whatever White may do. 

The case n = 3 can be analysed 
similarly, and optimal strategies turn 
out to be as follows. For White: 

Kd6, try Kd7, if No play Pe7 liS 
Kd6, try Kd7, if No retreat 3/S 
Kf6, try Kf7, if No play Pe7 liS 
Kf6, try Kf7, if No retreat 3/S, 

and for Black: 
Retreat KeS, play KdS 114 
Retreat KeS, play KfS 114 
Retreat KdS/KfS, play KeS 112. 

Given that a retreat will give White a 
2/3 chance of succeeding sometime in 
the future, these probabilities give 
White a 3/4 chance of eventually 
succeeding whatever Black may do, 
and Black a 1/4 chance of eventually 
surviving whatever White may do. 

Further calculation discloses a 
pattern. Except when n = I, White 
should choose in the ratio 

Kd6, try Kd7, if No play Pe7 
Kd6, try Kd7, if No retreat n 
Kf6, try Kf7, if No play Pe7 
Kf6, try Kt7, if No retreat n, 

and Black should always choose in the 
ratio 

Retreat KeS, play KdS 
Retreat KeS, play KfS 
Retreat KdS/KfS, play KeS n-l. 

The use of these probabilities 
guarantees White a chance nl(n+ I) of 
eventual victory, and Black a chance 
I/(n+ I) of eventual survival, whatever 
the opponent may do. 
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We can now see what should really 
happen if White is allowed to try 
twenty times. If Black adopts his best 
strategy, his chance of survival, far 
from being less than one in a million, 
is in fact no worse than I in 21. 
He chooses at random from among 
his options in the ratio I: I: 19, then 
I: I : 18, and so on down to 1: I :0, being 
careful to give no clue as to what he is 
doing, and there is nothing White can 
do except hope that Black's resulti ng 
1121 chance of escape will not in fact 
turn up. 

In practice, of course, the players' 
knowledge is unlikely to be as precise 
as this (unless the umpire puts his 
foot down and insists that the game 
finishes before the pub shuts). So what 
happens if the players get it wrong? 

Let us assume that White thinks he 
still has w trials in hand, whereas 
Black thinks White has b trials in 
hand, and that they both play on this 
basis. Suppose first that w ~ b. It can 
now be shown that after t < w trials, 
there is a probability 

t(w+b+ I-t)/(w+ 1)(b+ 1) 

that the game has terminated in 
White's favour (either because a 
probe by Kd7 or Kf7 was successful, 
or because he pushed the pawn and 
found that Black had made a diagonal 
retreat), 

t/(w+I)(b+l) 
that the game has terminated in 
Black's favour (because White pushed 
the pawn and found that Black had 
retreated straight back), and 

(w+ I-t)(b+ l-t)/(w+ I )(b+ I) 
that White has retreated every time 
and play is still in progress. At what 
he thinks is his final trial, White will 
push the pawn anyway, and this can 
be shown to give a final probability of 

w/(w+l) 
that the game terminates in White's 
favour and 

I/(w+ I) 
that it terminates in Black's. 

This gives- us a complete answer for 
the case w ~ b. If w ~ n, it is the final 
probabilities wl(w+ I) for White and 
I/(w+l) for Black which count, 
because White has ensured that the 
game terminates before the umpire 
pulls the plug (we notice that the case 
w = n agrees with the probabilities 

n/(n+l) and 1/(n+l) we had before). 
If n < w, the umpire will pull the plug 
after n trials, so we look up the results 
for t = n and count the games "still in 
progress" as escapes by Black. 

If b < w, the previous analysis is 
still fine as long as the number of 
trials t does not exceed b. However, if 
b trials have elapsed without the 
umpire pulling the plug, we find we 
have probabilities 

b/(b+l) 
that the game has terminated In 

White's favour, 
b/(w+I)(b+l) 

that it has terminated in Black's, and 
(w-b+ I )/( w+ I )( h+ I ) 

that it is still in progress. At this point, 
B lack is faced with a possibility for 
which he did not allow, and there is no 
rule saying what he should do next. 
All he can do is make a fresh estimate 
of how many trials still remain, and 
proceed on this new basis. 

But the case of greatest interest is 
where the players know how many 
trials remain and hence exactly what 
the task is, and the key result is very 
simple: if n trials remain, Black 
can play to give himself a lI(n+l) 
chance of survival, and not the 
miserable (1/2)" which received 
wisdom implies. I hardly imagine that 
this analysis is new, but I haven't seen 
it in print; can any reader point me to 
a reference? 

EXCAVATIONS 
Burglar and Policemen (UK patent 
514 of 1890) 

This curious little game is one of 
several which David mentions within 
a general entry "Patents". Board 5x5, 
all pieces move as knights, initial 
setup as below: 

The burglar moves first; no capturing; 
the burglar loses if he cannot move, 
and in his text for the new edition 
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David added a note "How did he 
. ']" Win. 

The answer had to be that he 
couldn't, and it turned out to be not 
too difficult to prove that if the 
policemen played properly they could 
always trap him. But there seemed to 
be some redundancy among the 
policemen in the final stages, and 
further analysis produced a stronger 
result: the policemen can play to trap 
the burglar even if there are only five 
of them, whatever the starting position 
and whoever has first move. 

It makes a pleasant exercise. One 
way of proving it can be found on 
page 147. 

This got me thinking: what happens if 
we allow all the policemen to move at 
once? The case with four policemen is 
trivial, because they can half-surround 
the burglar and eventually force him 
back against the wall : 

So we reduce the policemen to three, 
and now we find a triviality of a 
different kind: if the board is 8x8 or 
larger, the burglar can be trapped only 
if he is already on the edge and within 
two squares of a corner. However, 
three policemen on a 7x7 board make 
an interesting game which can perhaps 
be posed in the following general 
form. Supposing that the policemen 
are spread out as below 

and the burglar has first move; is there 
any dark square away from the edge 
from which he cannot succeed in 
running indefinitely? 

Answer on page 147. 
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PROOf GAMES 

by Peter Fayers 

I have received an original for this 
column! It is from Michael Grushko, 
and features Koko - each move must 
end adjacent to another piece. 

41 Michael Grushko, Original 

After Black's 7th, Koko 

Both the black and white Pawns 
needed escorting to get where they 
are, and White uses his four spare 
moves with switchbacks of two 
different pieces to accomplish this. 
A nice easy starter for this month. 

I am grateful to Mark Ridley for 
drawing my attention to various VPGs 
'in magazines that I don't normally see 
(there are only so many days in a 
week!) and one that particularly 
attracted me was 42, using Pocket 
Bishops (each player has a spare 
Bishop in his pocket, which he may 
place on the board instead of moving). 
42 very cleverly forces the placement 
of the pB, its move to another square, 
and its eventual capture. 

42 Manfred Rittirsch and Franz Pachl 
2nd Prize, Pocket Pieces IT, 2002 

After Black's 9th, Pocket Bishops 

"'VAriAot Chess ;; 

White needs to lose two tempi, 
including one on his first move, and 
this can't be done with the Knights: a3 
and c3 being blocked prevents the 
bIN, and the position of the bK stops 
us using the gIN. So, the tempi have 
to come from the placement, and 
subsequent move, of the Pocket 
Bishop. Interplay between W & B 
dictates that these must have happened 
on White's 1st and 8th moves. See if 
you can take it from there. 

I see our editor threw down the 
gauntlet with his Isolated Pawns last 
time. The only variant I could get a 
proof game from was Mirror Chess. 
At first glance it seemed very similar 
to Full Belt chess (VC 51), but there is 
a subtle distinction - you may not 
reflect any square that was reflected 
last time. So we cannot reflect the 
entire c-file followed by the 2nd-rank: 
the square c2 is common to both. 

Nevertheless, I managed to get one 
idea out of it: 

43 Peter Fayers, Original 

After Black's 2nd, Mirror Chess 

Clue: it doesn't feature Turbulent 
Priests. 

More Editorial Nightmares from 
George, this time featuring Grauniad 
Chess, the other setup with every unit 
guarded. Opening position as follows: 
no castling, otherwise normal rules. 
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44·48 All problems GP] original, 
After Black's 7th, Grauniad Chess. 

The damage is done by P, N, B, Rand 
Q, but not necessarily in that order. 
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KING AND Two 
QUEENS IN THE KING 

AND PAWNS GAME 

In the King and Pawns game, White 
starts with king and pawns only but 
has two moves at each turn. In VC 51, 
I remarked with some surprise that 
the authorities seemed to give only 
K + Q + 2R as a mating force for 
Black against a bare king, although a 
systematic and fairly straightforward 
win with K + 2Q appeared to be 
available. No reader commented, but 
the point subsequently occurred to 
me: there are two forms of this game, 
depending on whether the White king 
is allowed to put himself in check to 
the Black on the first move and take it 
on his second, and the analysis in 
VC 51 is valid only if he cannot. 
Might this have been the explanation, 
that the old authorities were assuming 
the other form of the game? 

But in fact there is a systematic win 
even in the harder form of the game, 
where the Black king can never afford 
to come within two squares of the 
White, and it is even simpler than that 
expounded in VC 51. 

Let us suppose that Black has 
successfully kept his king away from 
the White, perhaps by playing to a 
position such as that below: 

If White has plumped for the eighth 
rank, things are easy: Q7g7, Q6g6 
(restricting White to a8-d8), Q7f7, 
Q6f6 (restricting White to a8-c8), 
Q7e7, K round to b5, Qff8 and it's 
mate (diagram at top of next column). 

So let us assume that White has 
gone for the open spaces. The winning 
procedure now starts Q6g6, Q7g7, 
Q6f6, Q7f7, Q6e6, Q7d7 (quickest), 

""VAriAnt Chess ;; 

and White must decide which side to 
go: 

We shall need to come back to this 
position, so let us call it A. Suppose 
first that White has chosen the right. 
Black puts his king on g8 (to relieve 
the queens from the duty of guarding 
f7), and plays Qdd6: 

Now Qee5 pushes White down a rank: 

and Black can play Kg7 and repeat the 
process. 
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If White prefers the left at A, Black 
plays Qee7: 

and then Qdd6: 

If White chooses the eighth rank, 
Black has the simple mate which we 
have already seen (K round to b5, 
Q6f6, Qff8). If instead White keeps to 
the fifth rank or below, we have the 
same position on the left as previously 
we had on the right, and Black plays 
his king across to b8 and drives White 
downwards as before. 

I am always reluctant to accuse 
previous generations of overlooking 
something which now seems really 
rather straightforward, and one 
possibility that occurred to me was 
that the first analysts to look at the 
game might have been working under 
the "single box of men" rule in which 
promotion is possible only to replace 
a man which has been captured. This 
rule had considerable currency until 
quite late in the 19th century (Murray 
says that it could be found in editions 
of Hoyle from 1775 to 1866, though 
it is explicitly negated in my 1821 
edition of Philidor). However, the 
primary source for this game appears 
to have been Twiss's book of 1787, 
and David Levy tells me that this 
mentions promotion only to queen. 

So it's a mystery. Has anyone seen 
this analysis in print before? 
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THE END Is NIGH! 
by Paul Byway 

Solutions to competition 27 

#167 8 Kd6 f5 f4 Nf6 Ba6 Rb8 Rxbl 
Nxe4 mate; #168 8 Kd6 Ke5 d6 Bf5 
Be4 Rc8 Rxc2 Ng4 mate; #169 8 f5 
fxg4 g3 g2 gxhl=Q Kd6 Bf5 Re8 
mate; #170 6 Kc7 Ne5 Nc4 Nd2 
Bxc3 Nf3 mate; #171 8 Kd6 h4 h3 
hxg2 gl=N Rxh2 Rxhl Nf3 mate; 
#172 9 [5 [6 fxe7 Rfl Rt7 Rxg7 Nd2 
Ne4 N[6 mate; #173 1 Cd2+ Cd4 
2 Pe8+ Kd9 3 Ge2+ Ce4+ 4 Kd I ! 
He5 5 Gd3+ Cd4 6 Cxd4 Hxd3 7 Ce4 
Kd I 0 8 Pe9 stalemate. 

Fred Galvin gave six extra solutions 
- and Ian Richardson gave a 
comprehensive exposition of #173. 

The current scores:- FG 120, IR 101, 
PW 35, JB 35, RC 27, CL 24, RT 19, 
NE2. 

Competition 29 

#17S Rallo - Lantillo (1990) 

Black wins (series 8) 

#176 Sala - Mapelli (1989) 

White wins (series 7) 

#177 Biagini - Mapelli (1989) 

White wins (series 7) 

#178 Miliunas - Woronowicz (1991) 

White wins (series 7) 

#179 Benedetto - Buccoliero (1991) 

White wins (series 7) 

#180 Sarale - Scovero ( 1989) 

White wins (series 7) 
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#181 Cannon + Pawn #4 

10 : n 9 
9 : k : 
8 f : 9 
7 f 
6 
5 
4 
3 ~ 
2 P P 
1 ~ : 

XiangQi : Red to play and win 

#182 Cannon + Pawn #9 

10 r 
9 
8 e 
7 
6 
5 
4 

3 ~ 
2 
1 c. 

e : k 9 
fg: 

9 

p 

XiangQi : Red to play and win 

Note by JDB. Paul has asked me to 
add something about the Brodie
Elkies game from VC 49, when play 
started 1 d4 2 dS Nf6 3 e4 eS BbS+ 
4 Nc6 Bg4 Bxdl Qc8 and Fred 
Galvin suggested S a4 as a6 axb7 
bxc8Q+ (VC 52 page 128). Fred and 
I have been looking at this, he unaided 
and I with the help of Steve Dyson's 
problem solving program Kalulu, and 
it was looking good for White. 
However, Paul has now come up with 
6 Rxc8 Be2 BxbS e6 Ne4 Bb4+ (see 
below), after which my computer says 
"no mate". "If there's no mate, it must 
be tough times for White" (FG). 

Is anything good for White? 
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SOLUTIONS 

VC 52 proof games. 37 1 e4 Na6 
2 Bxa6$ Rb8$ 3 eS Rxa6$Pc7 4 e6$ 
Nf6 S $Pxd8B NhS 6 $Be6 Kd8$ 
7 Bh3 $Kc6 8 d4$+ Kd6 9 $Pe2. 
38 1 Nc3 d6 2 NdS Bh3 3 Nxe7 
Bxe7$ 4 Nxh3 $Bc8 S NgI. 
39 I Na3 dS 2 Nc4 dxc4$ 3 NB 
Pc4xb2$Qdl 4 $Qc3 blQ$ (by taking 
the spirit from wQ, this avoids check 
next move) S Qxc7 $Qb6 6 Qxd8 
$Qxd8. 
40 I Nc3 Nf6 2 Ne4 Nxe4$ 3 Nh3! 
(the only switchback tempo move that 
works - the other possibilities interfere 
with the spirit) Nxd2$Bfl 4 $Bxd2 h6 
S Bxh6$Pf7 $Pxh6 6 Ngl. 

Burglars and policemen (page 143). 
With five policemen, White plays to 
c4/b3/c3/d3/c2, and after Black has 
moved there are three cases : 

(a) Black on bS. White plays N4a3, 
Black can only go to d4, and Ndcl 
gives a position we shall see again: 

Black can only move to bS or e2, and 
White plays to d4 and shuts him in. 

(b) Black on b4. White plays N4e3 
and Nbc1, Black goes to dS/a2 and 
back to b4, and it's much the same: 

It's White's move, but no matter; 
White plays say NedS, Black goes to 
a2, and Nb4 shuts him in. 

(c) Black on cS. Simplest is N2a3. 
If Black goes to e4, NdcS forces him 
to d2, and we have the same pattern 
yet again. If Black goes to a4 it takes 
a little longer, but NbcS forces him to 
b2, and Nc2 followed by N2e3 once 
again sets up the familiar pattern. 

Three policemen moving at once can 
catch a burglar starting in the centre, 
but from any other non-corner square 
the burglar can run for ever. He moves 
to one of the squares shown below: 

Now he always has four options, and 
the policemen can only block three. 

However, if he starts in the central 
square d4, he cannot reach this group. 
His first move can threaten only one 
square, cS, eS, c3, or e3, and White 
goes to cS, eS, and c3 or e3 as needed. 
Black holds out longest by returning 
to d4, and White plays to a4/g4 plus a 
square which threatens d4, say c2 : 

There are now two cases. Suppose 
first that Black keeps away from the 
the side policemen, say by going to 
c6. The policemen play to b6/eSld4 : 
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There follows b4 (holds out longest), 
dSld3/c2 : 

c6 (holds out longest), b4/eSld4 : 

as, c6/c4/b3 (or e7, dSlc6/fS with an 
equivalent position) : 

b7, aSld6/cS and he's caught. 
If from the position d4, a4/g4/c2 

alongside the burglar had tried a 
square adjacent to one of the side 
policemen, say bS, the policemen play 
to c3/e3/d4 : 

Now d6 (which holds out longest) can 
be met by e4/c4/fS, and we have a 
diagonal reflection of the position at 
the top of the column. 
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Sadly, no member came forward to 
edit an interim issue (there is another 
invitation below, and we mean it), but 
at least we have a 20-page issue to 
reward your patience. My thanks to all 
who have contributed. 

Work on David's Encylopedia is 
going well, but I shall not be able to 
devote further time to VC before 
March and the invitation is again 
open to any member either to edit an 
interim issue or to contribute a one-off 
pamphlet to fill the gap. For myself, 
contributors' copy date for VC 54 will 
be March 1, and publication will be 
scheduled for April. 

Our web site is now recording the 
latest issue of VC to be distributed, the 
planned date of the next issue, and the 
copy date for contributors. Peter sends 
our copies out last, and Sue updates 
the site when we receive them. So if 
you think you should have received 
an issue and haven't, please check on 
the web site to see when we received 
ours, and this will tell you if you 
appear to have suffered a non-delivery 
for some reason. 

BCVS NOTICES 
To nobody's surprise, the 2006 AGM 
approved the resolution that the office 
of President be left vacant for a year 
in honour of David. There have been 
suggestions that there should be some 
more lasting recognition, such as a 
trophy to be competed for annually, 
but we are a widely scattered group 
and the practicalities of ensuring safe 
return each year are not too clear. For 
the moment, we are not pursuing this. 

We do however have a certain 
amount of money in the bank, and 
Peter and I have been wondering what 
best to do with it. The subscription 
income is sufficient to fund one or two 
20-page issues per year, but the 
editorial effort to produce them has 
not been available, and by December 
31 the disposable surplus had grown 
to almost two-thirds of a year's 
income (I'm talking about money we 
can do as we like with, not about 
subscription receipts banked against 
future production expenses). This is 
perhaps a little too high. The fall-back 
position is that we provide an issue or 
two without charge and if no better 
idea is put forward this is what we 
shall do, but all suggestions will be 
welcomed. The only condition is that 
the use be of benefit to all members, 
not just to a conveniently located few. 

AGM 2007. There may not be 
another issue of VC until April, so I 
remind members now: nominations 
for office, and any resolutions for the 
AGM, should reach me as secretary 
by March 1. To the best of my 
knowledge, the existing officers are 
willing to continue, but if anyone else 
would like to join the team we shall be 
delighted to explain what is involved. 
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EVENTS 
Mike Adams and Mike Gunn 
organized a variants tournament 
in David's memory at the British 
Championship at Swansea, and 
attracted 22 partIcIpants. Ankush 
Khandelwal won with 5 V2I6 , ahead of 
lonathan Lai with 5 and Akash lain 
and Simon Fowler with 4V2. The 
prizes were awarded by last year's 
winner, Jack Rudd. The prizewinners 
were all juniors, a most encouraging 
sign. The six variants played were 
Progressi ve, Losing, Avalanche, 
Triplets, Three-Check, and Extinction. 

Mike and Mike are hoping to do the 
same at Hastings, and they are also 
continuing the annual tournament 
which David used to run at the 
Guildford club on the last club night 
before Christmas. I am sure VC 
readers will be welcome at both. 
Contact Mike Adams 

<mike@guildfordchess.fsnet.co.uk> 
for details. 

I couldn't get to the Circular Chess 
Championship at Lincoln this year, 
but George Jelliss showed our flag 
and reported the result. A four-round 
Swiss failed to produce an outright 
winner, but Herman Kok then beat 
six-times winner Francis Bowers in a 
play-off. He thus repeated his 2000 
victory, and moved to second place 
behind Francis in the all-time list. 
The event was held in Lincoln Castle, 
a very pleasant venue which we had in 
1999 (see VC 32). The Circular Chess 
web site <www.circularchess.co.uk> 
has full results. 

And Eteroscacco has reinvented itself 
as a web site: <www.eteroscacco.it>. 
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ECV 2 in print ! 

Ecila made playable Retrograde Othello 
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ECV2 
The Classified Encyclopedia of 
Chess Variants by D. B. Pritchard, 
being the second edition of The 
Encyclopedia of Chess Variants 
completed and edited by myself. 
384pp hardback, £15.99 plus postage 
and packing from Chess Direct, P 0 
Box 18, Mexborough, South Yorks 
S64 9AR, <www.chessdirect.co.uk>. 
No enquiries to Peter Fayers or 
myself, please; Chess Direct holds all 
the stock (ISBN 978-0-9555168-0-1, 
trade enquiries welcomed). 

No, not a purportedly independent 
review; I don't think I can properly 
commission a review which will 
appear in a magazine which I myself 
am editing. But David was our 
President for many years, the book is 
95% his, and it would have been the 
culmination of a major part of his 
life's work. I think I can fairly devote 
a page of our magazine to an extended 
description. 

So, if you already have the first 
edition of the Encyclopedia, why 
should you buy this new edition? 
I suggest that there are two reasons. 
Firstly, there are over 200 new games; 
secondly, everything appears by type 
instead of in alphabetical order. David 
would in fact have retained the 
alphabetical order of the first edition, 
with lists of related variants at the end 
of each entry, though he would have 
backed it up with an index by type. 
However, checking and updating these 
cross-reference lists would have been 
a major exercise, and it soon became 
clear that it would be quicker to 
rearrange the variants by type and 
provide an alphabetical index than to 
retain the alphabetical order and make 
sure that all the new cross references 
were included. 

The book is therefore divided into 
eight major parts: games using an 
ordinary board and men (479 
variants), other games using square 
lattice boards (482), games using 
boards of other kinds (143), regional 
and historical games (101), games 
using dice or cards (68), games with 
objectives other than the capture of 
the enemy king (102), partnership and 

team games (88), and everyone-for
himself multi-player games (131). 
These eight parts contain a total of 
38 chapters divided into over 200 
sections, each consisting of anything 
from one or two games to over 30. 
For example, the opening 47-game 
chapter "More than one move at a 
time" is divided into seven sections 
"Two moves at a turn, intermediate 
check observed" (Marseillais Chess 
and its derivatives), "Two moves at a 
turn, intermediate check ignored" 
(Fred Galvin's double-move game), 
"Two moves against one" (games 
such as the King and Pawns game), 
"Three to ten moves at a turn" 
(Triplets etc), "One more move each 
time" (Progressive Chess in its various 
manifestations), "Every man can 
move", and "Other kinds of multiple 
movement". Allowing for the fact 
that some "variants" are families 
rather than single games, the result 
is a classified exposition of over 
1,600 games embracing nearly every 
significant chess variant that has been 
invented, and it is now relatively easy 
for a designer (or a magazine editor) 
to see whether such-and-such an idea 
is genuinely new or whether it merely 
repeats something which we have seen 
many times already. David could of 
course have told you from memory. 

Most of the variants in the first 
edition have been carried across, but 
between forty and fifty have been 
dropped: usually because they were 
unplayable in game form (some were 
merely conditions invented to restrict 
play in problems), but sometimes for 
some other specific reason. As regards 
the new variants, David had sent me a 
list in June 2004 of the games he 
intended to include, and I decided at a 
very early stage to include a variant 
not on that list only if there was clear 
evidence that he had subsequently 
intended to add it. So any game which 
appeared in VC 1-44 is present, or if 
it isn't then David had decided to 
omit it; games which first appeared in 
VC 45-52 mayor may not be present, 
though in fact most are; games which 
did not appear until VC 53 certainly 
won't be. But a line has to be drawn 
or the job is never done, and I chose 
to draw it so that the book remained 
clearly David's. 
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The actual text is usually David's, ' 
give or take some routine editing for 
layout and other reasons, but he had 
left some 25-30 entries unwritten and 
perhaps twice as many more were 
only in embryonic form and needed 
to be filled out. I have identified all 
these additions and expansions, so that 
readers can see at a glance which parts 
of the book rest on David's authority 
and which rest merely on mine. There 
were also a handful of cases where 
I knew something about a game from 
personal experience that apparently 
had not come to David's attention, 
and there were a few cases where it 
seemed to me that he had been led 
astray by errors in his sources and 
that alteration was needed. But these 
alterations have been made explicitly, 
so David's reputation will not suffer if 
future generations should decide that 
the error has in fact lain with myself. 
And every entry has a note identifying 
the source of the information (even 
The Oxford Companion to Chess 
doesn't have this), so if a particular 
source should prove unreliable the 
integrity of the rest of the book will 
not be compromised. 

Wherever possible, games are 
described in such detail as will allow 
them to be played, but there are 
inevitable exceptions. Some games are 
too complicated for brief exposition, 
and the only option is to give an 
outline and cite a reference where full 
detail can be found; some information 
is subject to copyright or other 
restriction; and there are a few games 
which demand inclusion for historical 
reasons but whose details have been 
largely or completely lost. But in 
general, if a game is in the book, you 
can sit down with a friend, knock up a 
set from some conveniently available 
material, and play it; and I hope you 
will enjoy doing so. 

I have spent a year on this. David 
had spent twenty, and the author's 
royalties will go to Elaine. If you want 
to honour his memory in a practical 
way, buy yourself a copy, and 
persuade your friends to do the same. 
£15.99 plus the mailing costs is hardly 
an exorbitant price for an excellently 
printed 384-page book in hardback, 
whose like will not be seen again for a 
very long time. 
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GAMES, GAMES ... 
I notice David's loss most when it comes to reviewing. 
Two new three-dimensional games recently came my way. 

Zollmer 3D-Schach is an 8x8x8 game which appears to 
have been launched in Germany late in 2005. Dan Glimne 
saw it at an exhibition and sent its publicity leaflet to 
David, and Wanda duly forwarded this to me. 

In fact it appears to offer little new except by way of 
constructional detail, and I am not too sure even about that. 
As shown in the leaflet, the playing space consists of a 
normal chessboard (which seems to be only a reference 
since no piece appears actually to be resting on it), above 
which is a frame holding an 8x8 array of horizontal wires. 
On each wire are eight rings, and the men have hooks and 
are suspended from the rings. All this is at least somewhat 
reminiscent of Dufresne's description of Kieseritzki's 
game and of Miller's realisation of Kogbetliantz's game 
(see ECV 2, section 25.6), though no doubt something is 
patentably different. The king and queen appear to hang 
appreciably lower than the other men, which looks odd in 
the picture but may seem more sensible with an actual set. 

The leaflet shows a normal array at the bottom level and 
a double row of pawns on the next level (so 32 men a side 
of which 24 are pawns). As for rules of play, it says only 
"Die neuen 3D-Spielregeln sind mit den bekannten 
Spielregeln des 2D-Schachspieles nahezu identisch", which 
if true would suggest that the fundamental problems of 
three-dimensional chess have not been properly addressed. 
Contact Waldemar Zollmer, Im Hof 4, D-72655 Altdorf, 
<www.3dschach-zoellmer.de>. if you want to know more. 

Mapped Chess, by Stephane Burkhart, does address the 
fundamental problems of 3D chess, and does so in a 
manner both imaginative and (l think) original. Burkhart's 
idea is to condense the 8x8x8 board down to two normal 
boards, one representing all the odd levels and the other all 
the even levels. These two boards are then placed side by 
side, the second rotated through 90 degrees so that light 
squares on one correspond to dark squares on the other. 
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We note that the normal colour-alternation property of the, 
knight's move is retained. 

The bishop's move maps similarly: 

The normal colour-invariant property is preserved, as are 
the line-obstruction properties Ca move Bd4-d6 is blocked 
by a man on d5 on the other board, but ignores a man on 
d5 on the same board). If the notion of mapping is difficult 
to grasp, the bishop's move between boards can be thought 
of as a zigzag reflection, up and down at successive steps. 

The rook's move suffers most from the mapping, and to 
increase its power Burkhart supplements its normal move 
with that of the unicorn (the three-dimensional piece which 
moves through cell corners). This gives 

and again the diagonal move may be thought of as a zigzag 
reflection between upper and lower boards. The queen 
moves as R + B and the king has a one-step Q move, and 
K + Q v K is soon seen to be a win. 

The pawn moves one step forward as R, captures one 
step forward as B : 

A knight has three kinds of move in three dimensions: a 
2-1 move remaining at its own level, a two-step orthogonal 
move at its own level coupled with a one-step change of 
level. and a one-step move at its own level with a two-step 
change of level. In Burkhart's game, the one-step changes _ 
of level map into each other and the two-step changes map 
back to the original board, and we have: 

Pawn-two, promotion, and castling are all as normal. 
The author has sent me two computer-against-computer 

game scores, one of a basic test game and the other "more 
instructive", which I can forward to interested readers. 
I am not sure how much should be read into them, but at 
least they show that the game appears to be practicable. 
It would seem to be well worth a closer look. 
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EXCAVATIONS 
Ecila (V. R. Parton, 1970) 

David described Ecila as 'a mind
crushing 6-dimensional variant played 
(?) on a 2x2x2 array of 2x2x2 cubes', 
and I fear that his '(?)' was all too 
justified; there seems to be no 
evidence that even its originator ever 
tried to play it. (I am afraid this was 
all too typical of Parton, who at least 
in his later years seems merely to 
have scribbled down rules in bulk 
without making any attempt to see 
where they might lead; even in Alice 
Chess, which was his most celebrated 
creation, the example of play given by 
Dennison Nixon, in his March 1954 
British Chess Magazine review of 
Boyer's Nouveaux Jeux d'Echecs 
Non-orthodoxes, is much better than 
anything in Parton's own works.) But 
there is another six-dimensional game 
in the Encyclopedia, due to C. G. 
Lewin, and Lewin's game is played 
on a normal 8x8 board. It therefore 
occurred to me, while working on the 
second edition, to see if Lewin's 
approach could be applied to Ecila, 
and I found it surprisingly fruitful. 

The basic idea is that if we divide 
the board into 2x2 regions as for Grid 
Chess, the six Ecila dimensions of 
movement from any square can be 
represented by the two one-square 
orthogonal moves within the same 2x2 
region, the two two-square orthogonal 
moves within the same quarter of the 
board, and the two four-square 
orthogonal moves. The matter can be 
made clearer by rechequering the 
board so that each step takes the man 
to a square of the opposite colour: 
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There are several ways of looking at 
this. A one-square move cannot cross 

any line; a two-square move can cross 
a dotted line, but not a full line; a 
four-square move can (and indeed 
must) cross one of each. Along a rank 
or file, a one-dimensional move can 
take a man to any of the squares of 
opposite colour except the mirror
image square. Suppose we call the 
piece with a one-dimensional move a 
rook. From d2, it can move on the 
rank to b2, c2, or h2, but not to the 
mirror-image square e2; on the file, to 
d 1, d4, or d6, but not the mirror-image 
square d7 : 
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On a rank or file, a rook can reach any 
square of opposite colour except the 
mirror-image square in one move, any 
square of the same colour in two 
moves and by either of two possible 
paths, and the mirror-image square in 
three moves (six paths). A square not 
on the same rank or file is reached by 
making the "file" and "rank" steps 
separately, and they can be made in 
any order. To get a rook from d2 to f7 
takes five steps, two on a rank and 
three on a file, and there are 120 
possible paths. 

To every square there is an 
antipode which is six rook moves 
away, and in the case of a corner 
square the antipode is at the far 
corner. It is therefore natural to give 
each player a corner square as his 
base, and to set the board cornerwise 
between them. For present purposes, 
we shall continue to display the board 
as usual so that we can use our normal 
algebraic notation, but we shall put 
'+' signs on al and h8 (when they are 
otherwise unoccupied) to indicate that 
these are the home squares of the two 
sides. 

Having given each side a base, we 
find that each square has a 'level' 
which measures its distance from 
these bases. Suppose White's base al 
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is at level I; then the other squares are 
at the levels shown below: 

These 'levels 1-7' turn out to behave 
very much like the ranks 1-8 in 
ordinary chess, though there are 
obvious superficial differences. We 
may notice that the even levels are all 
dark squares, the odd levels all light; 
that there are six 'level 2' squares one 
step from White's base, six 'level 6' 
squares one step from Black's, and 20 
'level 4' squares which form the 
board's equator; and that all the light 
squares in 'White's half' of the board 
are at level 3 apart from d4, which is 
nearer to Black's base h8 just as e5 is 
nearer to White's base al. 

This has dealt with the geometry. 
What about the chess? 

Parton defined various men, but for 
the moment let us confine ourselves to 
the natural elementary pieces: rook 
(moves in one dimension), bishop 
(moves in two dimensions, and we 
notice that it is confined to squares 
of one colour just like its cousin in 
ordinary chess), and queen (R + B), 
If a capture-the-king game is to be 
realistic, the king must be relatively 
weak, so suppose we give it only 
the rook's one-dimensional move. 
K + R v K is now hopeless (it takes 
K + 3R to mate a lone K). K + Q can 
mate a lone K, but the mate cannot be 
forced. However, if we borrow an idea 
from various historical forms of chess 
and give a king on its home square 
the option of a double move, K + Q 
can force stalemate against a lone K 
(all that is necessary is to play the K 
to its own home square and the Q 
to its opponent's, which forces the 
enemy to the equator, and triangulate), 
So if the king has this option and we 
count stalemate as a win, we have the 
germ of a playable game. 
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If K + Q v K is a win, we can start 
looking at K + P v K. Let's give the 
pawn its natural powers (advance by a 
forwards R move, capture by a 
forwards B move), and let it promote 
on the opponent's home square. A 
pawn at level 2 now has five possible 
forward moves excluding captures, at 
level 3 four moves, and so on to level 
6, where it has only one forward move 
and a man at level 7 will block it. We 
note that 'forwards' for White is to the 
right on the rank and upwards on the 
file, and conversely for Black. 

Suppose first that the pawn is under 
attack from one of its frontal squares, 
and that its king is too far away to 
come to its defence: 

The pawn cannot be defended, so it 
must run. The square d2 may be 
blocked, but three other squares are 
open to it (d3, d5, hI); let us try 
Pd3. Black naturally plays ... Kd4 
reinstating the attack. Continue say 
Ph3; Black plays ... Kh4. Continue Ph7 
(which is now White's only choice, 
since Black is blocking h4); Black 
plays ... KhS, and the pawn is dead 
since it cannot be defended and its 
only forward move is blocked : 
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The pawn would still be dead even 
if White's king was closer, since 
Black's king on its home square has 
its double-move option and so can 
prevent the enemy king from coming 

forward to defend it. However, if 
White's king was already at level 6, 
say on gS, the pawn would win, 
because Black could never get back to 
hS: 

Here, the pawn plays to h7 as before, 
but Black cannot now reply ... KhS and 
the pawn will promote next move. 
More generally, if White is given time 
to play his king to gS, or to any other 
square at level 6, without forfeiting his 
pawn, he will win. 

This has dealt with the cases where 
the pawn can safely reach level 6. 
What happens at level 5? 
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The answer is shown by the 

position above, where Black is 
attacking the pawn from a frontal 
square and White is defending it. 
(All such positions are equivalent, and 
the only reason for choosing this 
particular one as an illustration is that 
it is the easiest to visualize.) White to 
play cannot win; a king move 
concedes the pawn at once, and if 
instead Ph7 then ... KhS and Black 
draws as we have just seen. However, 
Black to play loses. He cannot retreat 
to hS because the pawn commands 
this square (it is a B-move away from 
h5), so he must move elsewhere. 
Suppose he plays ... Kf6. White replies 
Kg6, preventing Black's return to h6, 
and Black cannot usefully renew his 
attack on White's pawn (the only 
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other square from which he can attack, 
it is f5, but this takes him too far from 
hS and the pawn will walk in). So 
Black must play some move which 
puts him in touch with hS, say ... KfS, 
but White now has time to play KgS 
and he wins as we have just seen. 
Much the same is soon seen to happen 
if Black tries a move other than ... Kf6. 

So this position is reciprocal 
zugzwang, and so are the equivalent 
position with Black on h7 and the 
similar position with Black on gS. In 
this last case the pawn is not under 
immediate attack and so White to play 
can move his king, but he cannot 
advance it (two of its three 'forward' 
squares, g6 and g7, are controlled by 
Black's king, and the third is occupied 
by the pawn), and Black will have 
time to play to g6 and h6 or to g7 and 
h7. However, all other positions with 
White Kg5IPh5 and White to play are 
wins for White, and something 
equivalent is true for all other cases 
where White has a defended pawn at 
level 5. 

What happens if we move 
everything down a level? 

We might expect this to be a simple 
win with White to play (two White 
moves and one Black will bring us 
to Kg5IPh5 v Kh6 and it will be Black 
to play), and so it proves. White plays 
Ph5, Black has indeed nothing better 
than ... Kh6, and Kg5 gives what we 
want. Does it follow that Black to play 
will draw? 

Perhaps surprisingly, no. A retreat 
on the file will put him in check to the 
pawn and a move on the rank to g2 is 
prevented by the White king, so he 
must go further to the left, say ... Kf2. 
White now plays Kg2, preventing 
Black's return to h2, and if Black 
plays downwards or further to the left 
he puts himself too far from hS and 
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the pawn will walk in. He must 
therefore retreat, say by ... Kf4 : 

However, he is now three moves 
away from the pawn, and White is 
only two moves away from g8. White 
can therefore play his king to g8, 
controlling h8, and then promote the 
pawn. 

White's ability to play to g8 in 
this line is a simple case of the 'king 
opposition', which is held by whoever 
has the move when the kings are on 
squares of different colour. On a 
two-dimensional board, with kings 
restricted to one-square rook moves, 
whoever has the king opposition can 
force his opponent back to a corner 
and stalemate him. On a board 
with more than two dimensions, the 
opponent can escape the stalemate by 
moving in another dimension, but the 
player with the king opposition still 
has the upper hand and can play to put 
his king on any square he chooses. 

White can in fact force a win by 
playing to KgIlPhl (or to some 
equivalent configuration) whatever 
Black does in reply. The most 
instructive case occurs when Black 
replies ... Kh8, putting his king on his 
home square: 

Black now has his double-move 
option, and so can play to take or 
concede the king opposition as he 
chooses. 

"'VAriAlJf Chess ;4 

White therefore starts by playing 
Kel (or KcI), moving towards his 
own home square so that he too can 
make a double move. Black cannot 
now make a one-step move on the file 
(it would put him in check from the 
pawn), and if he makes a one-step 
move on the rank (say ... Kg8) things 
are easy. White advances his pawn, 
Ph5 say, claiming the king opposition 
and preventing Black's return to h8, 
and the follow-up moves Kgl and 
Kg5 give White one of the winning 
cases with Kg5 and Ph5. 

More interesting are the cases 
where Black makes a double move. 
If he makes it on the file, say ... Kh2, 
White moves his king back to gl, and 
we have the win we saw earlier. If 
Black makes any other double move, 
the simplest for White is to advance 
his pawn to cover h8 while 
simultaneously positioning it four 
moves from the Black king (at least 
one suitable move is always available 
- if for example Black plays ... Kg7, 
White advances his pawn to h2). 
White now has time to play Kal and 
Kgl (double move) regaining the king 
opposition, Black will be unable to 
take it back because his own home 
square is now barred to him, and again 
White will reach one of the winning 
positions with the pawn at level 5. 

So K + P v K is won if the pawn 
can be defended at level 4, and this is 
enough for it also to be won if the 
pawn can be defended at level 3 or 2. 
I haven't looked into endings with 
more pawns, but if K + P v K is 
normally won there is at least a chance 
that a general one-pawn advantage 
will also be winning. This would seem 
to give at least a realistic possibility of 
a play able game, and perhaps it is 
time to look at how the men might be 
set up. 

In ordinary chess, the pieces start on 
ranks 1/8 and the pawns on ranks 217. 
Here, we only have one square at 
levels 117, and if we put the pawns at 
levels 3/5 they are attacking each 
other. However, it occurs to me that 
we might take an idea from Burmese 
Chess, where half a player's pawns 
start on rank 4 and the rest on rank 3, 
and put three pawns at levels 2/6 and 
three more at levels 3/5 : 
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It will be noticed that the pawns on 
the a and h files are mutually passed, 
as are bl/g8, cl/f8, and el/d8, but that 
any advance by an a or h file pawn 
will put it en prise to an 8 or I rank 
pawn and vice versa. 

Setting up the pieces isn't quite so 
easy. Three squares are available at 
level 2, a2/a3/a5, but all are dark and 
every free square at level 3 is attacked 
by a Black pawn. So if a light-square 
bishop is to be used, there seem to be 
only four options: (a) to withdraw one 
of Black's level 5 pawns to level 6, 
thus making a square at level 3 
available; (b) to set it at aI, putting the 
king elsewhere; (c) to omit it from the 
initial array, and instead to allow its 
introduction later in the play; (d) to 
permit a bishop to make a single-step 
move to or from its side's home 
square, thus allowing it to change 
colour. I have no feel for which of 
these options is likely to lead to the 
best game. 

The queen presents an even bigger 
problem. The position below turned 
up in the course of an exploratory 
essay. It is (I think) a mate in two, and 
if a position like this yields a quick 
mate then perhaps the queen is a little 
too powerful for comfort. Those who 
have not dropped out may care to 
solve it for themselves (answer on 
page 167). We are looking for a 
simple check and mate, not for 
problemistic subtlety. 
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The point now belatedly occurred 
to me: do we need queens at all? 
Even K + B can stalemate a bare king. 
Can such a stalemate be forced? 

Yes, it can, at least if the bishop 
runs on light squares (which it will if 
it has arisen by promotion), and the 
method is not without elegance. 
Suppose that the pawn has just 
promoted, that White's king is on say 
gS protecting it, and that Black's king 
has replied to the promotion by 
moving to a dark square (if it has 
moved to a light square, the initial 
triangulation will not be needed) : 

White plays say BeS or Bh5 (at least 
one of these moves will be safe), 
and Black moves to a light square. 
White continues with Bf7, remaining 
in touch with hS, and Black moves to 
a dark square. If he chooses a square 
at level 6, White's move back to hS 
will stalemate him at once, so suppose 
he chooses a square at level 4 or 2. 
White's bishop returns to hS, Black's 
king moves to a light square, and we 
have one of the positions below: 

The Black king can be on any of the 
16 light squares marked, the bishop 
controls all 15 squares at level 5 
(marked with a cross), and it's 
White's move. White therefore has the 
king opposition, and his king can 
march down to al secure in the 
knowledge that the bishop is confining 

the Black king to level 4 and below. 
Black must meet White's eventual 
Kal by playing to somewhere on the 
equator: 

and this would be stalemate if it was 
Black's move. 

White must therefore triangulate 
again, but any bishop move will give 
Black access to level 5, and if his king 
exploits its double-move option he 
concedes the king opposition and he 
won't be able to get back to al. Or 
will he? White plays say Kd I or Ka4 
taking his double-move option (one of 
these will always be possible), Black 
plays to level 3, White continues with 
Kc I/Kb I or Ka3/Ka2 ready to return 
to al (again, one of these will always 
be possible), and Black must come 
down to level 2 if he is to stop him. 
Now Black is well away from level 5, 
and the bishop can move (it doesn't 
matter where). This gives White back 
the king opposition. Black plays to 
level 3; the White king regains al; 
Black plays to level 4; the bishop goes 
back to hS; and the triangulation has 
been achieved. 

So the game is play able without 
queens. What about the other 
members of Parton' s menagerie: the 
unicorn (moves in three dimensions), 
narwhal (R + U), hippogriff (four 
dimensions), and wyvern (five)? Let's 
put a unicorn at level 2 : 

Dx: ~ .'De ~~'.w"m ~~~ X.~X Dx: x·.-_·x: .·x·:··. 
% ~~~ ~~'_//////. D :X X.~X 
xDDx Dx: ~ ~~~ ~~:.W//M D : X .'V(/(~ X.~X 
_···:x·~ ... -~ •... 
~: ..... %:_////'" • ~~~ ~~: 
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Well, it attacks ten of fifteen squares' 
at level 5, but at least it leaves five 
untouched and it doesn't attack levels 
6 and 7. But a hippogriff at level 2 
attacks five of six squares at level 6 : 

while a wyvern at level 2 attacks the 
opposing home square and the enemy 
king has to start somewhere else: 

• :X~ ~-.~ .m/////h 

~ :X~ ...• ~- ... •... :;( . 
~~~~ ~-_///"/, ~, 

DD D :x~ ~~~~ D:m////M 
I···~···I ... _ •... 
:~~_////M . ~~~ 

I doubt if such obtrusive pieces have a 
role to play in a practical game. 

So: kings, rooks, bishops, pawns, and 
just possibly unicorns, but no queens. 
Much remains to be explored - apart 
from the details of the starting 
position, possibilities to be considered 
are the introduction of pieces during 
play either on the home square or 
elsewhere, the use of one-step moves 
to or from the home square to change 
a bishop's colour, and perhaps the 
redefinition of the bishop's move as 
two rook moves in succession instead 
of a direct leap to the destination 
square (so that its own men must get 
out of its way and its opponent's men 
can block it). This last would make no 
difference to the endings we have 
been considering, but it might enrich 
the early play. But for those who are 
tempted to experiment, there is a 
board on the front page, and this can 
easily be put under a photocopier if 
something larger is needed. Have fun, 
and tell us how you get on. 
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BOOK REVIEW 
Bugbouse Cbess edited by Georg von Zimmermann 
(ISBN 978-3-8334-6811-7, 252pp). 20 euros plus postage 
and packing from Libri.de or Amazon.de; for more 
ordering options see <www.bughouse-book.com>. 

A book on Bughouse? Surely it is the ultimate fun game, 
and not something to be played and studied seriously? 
But played and studied seriously it certainly is, and it has 
devotees at a surprisingly high level. 

The rules are very simple. Teams of two sit side by side, 
one player having White and the other Black. They play 
normal chess against their immediate opponent, but when a 
player captures a man he passes it to his partner, who can 
subsequently drop it on any vacant square instead of 
making a normal move. Play is with clocks, always to a fast 
time limit (three minutes is now customary on the Internet), 
and first mate or flag-fal1 decides the team result. The 
game has acquired several names, not al1 of which were 
known to David Pritchard: Tandem-Chess, Team-Chess, 
Exchange-Chess, Hungarian-Chess, or simply "bug". 

The special flavour of the game is shown by the 
fol1owing example. 

1 

The upper team's White, on the left, had sacrificed a 
bishop for the initiative, and the lower team's White 
unwisely covered the check on his own board by playing 
Qe2. His opponent immediately grabbed the queen and 
passed it to his partner, who used it to deliver mate in four 
Cl NgS+ Kg6 2 Q@f7+ KxgS 3 h4+ with either 3 ... Kf4 
4 g3 or 3 ... Kh6 4 P@gS). 

A blunder, yes, but an instructive one. It comes from an 
extended chapter "Initiative vs material" which is one of 
the most interesting in the book. In ordinary chess, a player 
rarely sacrifices more than a pawn without being able to 
see his way through to a mate or material gain. In bug, 
sacrifices such as upper White's Bxf7 above are almost 
routine. There isn't a mating attack at the time of making 
the sacrifice, and at ordinary chess the move would be 
absurd; but at bug, a player takes account not only of what 
is already present on his board but on what may eventual1y 
come to him. Of course he doesn't play for a blunder such 
as Qe2 above - this wouldn't be strategic planning, it 
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would be wishful thinking - but the mere fact that his 
partner's opponent cannot now afford a queen trade limits 
his options. By sacrificing on his own board, upper White 
put his partner's opponent under pressure on his. 

Now suppose that the position on the right is different, 
and that something like Qe2 is White's only legal move. 
We now have a not uncommon situation where neither 
White wants to move: lower White because his move will 
al10w his opponent to take the queen and pass it to his 
partner, upper White because his attack won't succeed until 
a queen becomes available to him (al1 right, he can play 
NgS+, but Black wil1 reply ... Kf8 and White still needs a 
queen to make progress). So both Whites would like to sit 
without playing, and the resulting "sitzkrieg" will be lost 
by the side whose flag will fal1 first. And if mate is 
inevitable, again you sit, and your side will still win if your 
partner's opponent's flag fal1s first. Small time advantages 
are therefore far more important than in ordinary chess. 
The book contains graphs based on analyses of Internet 
games played between 2000 and 2005 which show that the 
wasting of as little as a second reduces your side's chances 
of winning by about 2%, and that a team with a time 
advantage of 20 seconds wil1 win four times out of five. 

Enough about the game; what about the book? It's a 
team effort, and looks at al1 aspects of the game. There is 
an introductory chapter on strategy for the beginner, 
fol1owed by more penetrating chapters on the attacker's 
perspective, the defender's perspective, ways to attack, 
defensive strategies, mating techniques, and the matter of 
"initiative vs material" already mentioned. These amount 
to some 70+ pages, and I imagine they will be regarded by 
most readers below expert level as the most valuable parts 
of the book. There are chapters on advanced opening 
theory, and others which deal with the transition from 
reasonably good to genuinely expert. There are three 
illustrative games which are annotated in depth with a 
generous provision of diagrams. There is a chapter of 
puzzles ranging from the relatively easy to the desperately 
difficult. And for lighter reading, there are entertaining 
accounts of European meetings in Berlin and Geneve and 
an American bughouse tour, and a fascinating interview 
with the top-board Armenian grandmaster Levon Aronian. 

The realities of chess publishing have caused the book 
to be in English, even though this has compel1ed many of 
its contributors to write in what is not their native tongue. 
But they have done so very wel1, and far be it from me to 
snipe at the occasional glitch. (No foreigner need apologize 
to me for his English unless I can write his language better 
than he can write mine, which is a situation that does not 
normal1y arise; when I was writing the endgame study 
column for the French composition magazine diagrammes, 
it was no secret that everything was corrected and gently 
polished by a native speaker before it appeared in print). 
There are only a few parts which are difficult to read, and 
the difficulty of these lies in the subject matter and not in 
any deficiency of the writing. 

At the moment, the book has no competitor, and I cannot 
see one becoming likely. Its preparation has been a 
remarkable effort, and I hope it does well. 
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LOSING CHESS 

The solitary drawn game in the 2001 
"First Unofficial Losing Chess World 
Championship" was the last-round 
metting between Johan Bosman and 
Andrzej Nagorko, and although both 
sides missed wins it had several points 
of interest. As usual, I am relying on 
Stan Goldovski' s Giveaway Wizard 
for the analysis. 

Play started 1 e3 b5 2 Bxb5 e6 
3 Bxd7 Bxd7 4 Na3 Bxa3 5 bxa3 
Bc8 6 a4 Qxd2 7 Bxd2 e5 8 Qh5 Bg4 
9 Qxe5 Kd8 10 Qxg7 Nf6 11 Qxg4 
Nxg4 12 Nf3 Nxh2 13 Nxh2 Rg8? 
and White missed a not too obvious 
win by 14 Kdl. Black would have had 
to play 14 ... Rxg2 as in the game, and 
now what? 

Answer on page 165. 
In practice, White preferred 14 Kf1 

ready to meet 14 •.. Rxg2 by 15 Kxg2, 
and play continued 15 ... Nd7 16 c4 
NfS 17 Bel Ke7 18 Kf1 Rd8 19 Bd2 
Rxd2 20 Rb1 Rxf2 21 Kxf2 a5 22 c5 
c6 23 Rb5 cxb5 24 axb5 a4 25 Rb1 
a3 26 b6 h5 27 Nfl h4 28 b7 Ng6 
29 b8K h3 30 Nd2 Nf4 31 exf4 f5 
32 Kc7 Kf8 33 Kd8 Kg7 34 Rb8 h2 
35 c6 h1K 36 c7 Kg1 37 Kxg1 KfS 
38 Ne4 fxe4 39 f5 e3 40 f6 e2 41 Ke7 
Kxe7 42 fxe7 elK (the only move not 
to lose at once) 43 Kf1 Kxfl 44 c8R 
Ke2 45 e8B. Without the pawns, this 
would be a standard win for White 
(all he has to do is to advance with 
caution and to make sure that all 
three pieces can always be given away 
in succession), but after 45 ... Ke3 
46 Rb5 Kf2 47 Bg6 Kf1 48 Rd5 Kf2 
49 Bh7 Kf1 50 Rc4 Kf2 51 Bg6 Kfl 
he could presumably see no way of 
driving Black away from fl/f2 and so 
he conceded the draw. In fact the key 
to the win does not seem unduly 

difficult, at least not when studied at 
home with computer assistance, but 
this was the last game of a tough 
tournament and I don't know how the 
clocks stood. 

Answer (or at least the key element 
of it) again on page 165. 

The Round 5 game between Marten 
Wortei and Lenny Taelman developed 
into to a typical Losing Chess queen 
fight. 1 e3 b6 2 Qf3 c5 3 Qxa8 c4 
4 Qxb8 e6 5 Bxc4 Qg5 6 Bxe6 Qxg2 
7 Bxt7 Qxh1 8 Bxg8 Rxg8 and which 
queen can be made to do the more 
damage? 

As a rule, in Losing Chess he who has 
the more material has the advantage, 
but in a queen fight the possessor of 
more material may find himself at a 
disadvantage because his opponent 
has a greater choice of capture at the 
crucial moment. Here, Black has a 
forced win. Play continued 9 Qxc8 
Qxh2 (Qxgl also wins) 10 Qxd7 : 
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10 ... Qxgl (the position after 1O ... Kd1 
is unclear, while 1O ... Qxf2 would 
allow the queen exchange 11 Kxf2 
Kxd7 after which White would stand 
considerably better) 11 Qxa7 : 

1l ... Qxf2 (this lets White take the 
queen, which Black has so far been 
avoiding, but the winning lines after 
12 Kxf2 Kd7 are easy and if the queen 
is left alive Black can take on el, cl, 
and then b2 or c2 with the continuing 
option of a safe or a giveaway capture 
next time) 12 Qxg7 (12 Qxb6 Qxd2 is 
easy) Qxe1 (Qxe3 and Qxd2 also win 
but are less clear) 13 Qxf8 : 

13 ... Qxc1 14 Qxe8 (if White captures 
on g8 and then on e8 or h7, Black can 
throw his queen and then give away 
his last two men on h5/d7 and b5) 
Qxc2 15 Qxg8 Qxb2 16 Qxh7 : 

The chain of captures by the White Q 
has come to an end, but no matter: 
16 ... Qxb1 and White resigned. 
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HOSTAGE CHESS 
materialfrom Paul Yearout 

Hostage Chess isn't just played in our postal tourneys, and 
Paul Yearout recently sent me the annotated score of an 
interesting game he had played against Eric Tohtz. A quick 
reminder of the rules: when a man is captured, it is put in 
prison, and when its owner has a captured man of equal or 
higher value in his own prison (Q> R > B = N > P) he can 
make an exchange and recover it. The recovered man must 
be dropped back into play at once; the man given in 
exchange is placed in reserve ("held on its owner's 
airfield" is the official terminology) and can be parachuted 
back into play when its owner wishes. Eric was White, 
Paul Black; notes in quotation marks' .. .' are by Paul. 

1 d2-d4 d7-d5 
2 Bcl-f4 Nb8-c6 
3 Ngl-f3 Bc8-f5 
4 e2-e3 Ng8-f6 
5 Bfl-b5 e7-e6 
6 Nbl-c3 Bf8-b4 
7 0-0 0-0 
8 Bb5xc6 b7xc6 
9 Nc3-e2 h7-h6 

10 Nf3-e5 Qd8-e8 

11 {N-B)B@b7 
White reclaims his lost bishop by exchange (N for B is 
regarded as an equal swap) and drops it on b7, the knight 
given in exchange going to Black's airfield whence he can 
drop it at leisure. 

11 N@a5 
In fact Black drops it at once to prevent White from 
committing mayhem on c6. This concedes rook for bishop, 
about which Paul makes an interesting comment. 
, "Winning the exchange" is a left-over from orthochess 
which is less significant in Hostage. Each side always has a 
full complement of pieces, just disposed variously. The 
rook's immediate value is greater purchasing power, which 
must be used carefully, it being offest by the rook's 
appearance on the opposing airfield.' 

12 Bb7xa8 Qe8xa8 
13 c2-c3 Bb4-d6 
14 Qdl-a4 Na5-c4 
15 
16 

Ne5xc4 
Rfl-dl 

d5xc4 
RfB-d8 

'Careless!' 

17 
18 

18 
19 

Qa4xc4 
Rdl-d2 

Rd2-dl 

Qa8-b7 

Nf6-e4 
{N-N)N@a5? 

El 
'White's prematurely exposed queen begs to be harassed, 
but an airfield knight is more potent than one on the board, 
particularly placed on a rook file. It is preferable to hoard 
off-the-board pieces in anticipation of a later spate of 
drops.' 

20 Qc4-a4 Qb7xb2 
21 {P-P)@c2 Qb2-b5 
22 
23 

Qa4xb5 
f2-f3 

c6xb5 

1 

'Hazardous. f2 is even more dangerous in Hostage than in 
orthochess. Trying to drive off White's knight at e4 is not 
worth leaving f2 vacant, especially when no pawn is 
available to drop there. Black's strategy henceforth is 
aimed at that empty square.' 

23 Bd6xf4 
24 f3xe4 Bf4xe3+ 

1 

'White's capture is futile, the imprisoned knight now being 
more threatening, not less. This is Black's first attempt at a 
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Philidor-derived mate. If 25 Khl, (Q-Q)Q@gl+, 26 ?xgl, 
(B-N)N@f2 mate.' (I too was brought up to regard this 
smothered mate as "Philidor's Legacy", but in truth it was 
discovered much earlier; it is in Lucena's book of around 
1497, and can reasonably be regarded as the first classic 
discovery in the modern form of chess.) To avoid this, 
White plays 

25 (N-B)B@f2 
Be3xf2+ 

26 Kg1xf2 

Black now played 26 ... N@g4+ 27 KgI (B-B)B@e3+ with 
a second Philidor try, and we shall examine this in a 
moment. However: 'But he is simply too enamored with 
dropping that queen at gl. John Leslie pointed out that 
26 ... P@e3+ is much better than his knight drop. 27 Kxe3 
leaves no refuge against Black's array of off-board pieces. 
The only other choice is 27 Kg 1. Then 27 ... N@h3+! 
28 Khl gives Black his coveted Philidor, while 28 gxh3 
(Q-Q)Q@f2+ 29 Khl (B-B)B@g2 mate uses all of 
Black's resources, a desideratum in the parental Shogi.' 
(This is a reference to the aesthetics of the "tsume-shogi" 
problem, an example of which we saw in VC 42.) 

This 'charming ending' having been missed, play 
actually continued 

26 
27 
28 
29 

'Third attempt.' 
30 

Kf2-g1 
B@f2 
Kg1-h1 

N@h3 

N@g4+ 
(B-B)B@e3+ 
Be3xf2+ 
Bf2-e3 

Na5-b31 

'Fourth attempt. The fastest way for the knight to reach f2 
is through White's prison, so White dare not take it.' 

31 e4xf5 e6xf5 
'This recapture seems necessary. Anticipating a possible 
capture of a white knight, its dropping at e7 with the pawn 

looking down the diagonal toward h7 is risky for Black's 
relatively weak king.' 

32 Ra1-bl Nb3-c1 
'Not 32 ... Nxd4, the knight having pinned itself against the 
sole defender of its king.' 

33 Ne2-g3 
'This pair of white moves are orthic remnants. Black is not 
interested in capturing either piece as that would distract 
him from the knight's attempt and, as prisoners, enhance 
their value to White. Using Rfl or (B-B)B@f3 for White's 
32nd or 33rd moves would help with the defense of f2 or 
remove the knight at g4.' 

33 Nc1-d3 

:t 

'Black's knight has arrived in view of f2, setting up his 
fifth attempt. There is a Shogi proverb, "Drop where your 
opponent wishes to", also pertinent in Hostage.' 

'At last!!' 

34 (B-B)B@gl 

35 
36 
37 

Bg1xf2 
Nh3xf2 
Kh1-g1 

38 Kg1-h1 

38 

P@f2 
Nd3xf2+ 
Ng4xf2+ 
Nf2-h3+ 

(Q-Q)Q@gl+ 

39 Rd1xg1 Nh3-f2 mate 
'Sadly, as John Leslie remarked, the queen drop is still 
unnecessary. 38 ... (Q-N)N@f2 mate is a somewhat 
flamboyant gesture ending the game a move sooner.' 

'Extrapolating from a single game is unwarranted, but this 
game hints that truly proficient Hostage players (if any ever 
arise) may be more reticent about captures, which actually 
increase the value of a piece for their opponent, and that 
trying to force a desirable capture of one's own piece may 
lead to tactics unlike those of either parent game.' 
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A VALANCHE CHESS 
material/rom Peter Coast 

The following Avalanche game, from 
the 3th Heterodox Olympiad, was one 
of several which readers sent me as 
possible examples for ECV 2. In the 
event, I chose another game to 
represent A valanche, but I think 
readers will like to see it now. White 
was initially Zbigniew W oronowicz, 
but he had to drop out part-way 
through due to blindness and Wieslaw 
Pilat took over; Black was Peter 
Coast. Notes in quotation marks ' .. .' 
are by Peter. We take up the game 
after Black's 10th move, when 
Wieslaw has taken over but Black is 
still a piece ahead. 

11 b3-b4/b5 
12 c3xb4/c3 
13 Bfl-d3/h5 

a5xb4/a5 
Bf8-g7/h4 
Qf5-g4/a6+ 

'Even though I had the next two 
moves planned, I am not at all sure 
this is good. The a6 pawn becomes 
dangerous, and the Q exchange 
relieves the tension.' 
14 Qd4xg4 / c2 h5xg4/h5 
15 Na3xc2/g3 Bg7xe5/h6 
'I somehow have managed to give 
White two passed pawns each 
supported by a Rook! Both will 
promote.' But if Black doesn't pull 

the h-pawn to h6, he must pull the a
pawn to a7, and this is even more 
unpleasant. 

16 Ral-a2/g4 g6-g5/a7 

'The idea here is 17 axb8Q/g2 
gxhlQlh7+ 18 Kxhl/g3 Bxb8/- is 
dangerous for Black, and 1 have 
retained my material advantage.' 
17 Rhl-hS/g2! 

'This was an ugly shock. His king 
seems safe for a while and the two R 
pawns survive. I need to keep the 
game alive. So ... ' 
17 Bc8-b7/h7! 

'Now, at least, his K cannot move and 
any check may be fatal.' (Kf2 cannot 
be played because the accompanying 
pawn pull g4-g3 or g2-g I Q would 
give check; it is the pawn's owner 
who decides the promotion when a 
pawn is pulled to its eighth rank.) 
18 h7xg8Q/g3+ Rh8xg8/a8Q 
19 Qa8-a7/g4 
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'I'm not sure if it's right for W to keep 
his Q. Qxb7 may be best because he 
can win the g-file pawns with his king 
and the material is level. As it is, there 
are serious mating threats.' 
19 Rg8-f8/-
20 Nc2-e3/- Rf8-fl/- + 
21 Ne3xfl/- g2xflQ/- + 
22 Bd3xfl/g2 g2xflQ/d3+ 
23 Kglxfl/g3 Rb8-a8/d4 

'The point. White must either block 
the g2 pawn or move his king.' 
24 Kfl-gl/g2 Ra8xa7/d5 

25 d5xe6/-
'White is now desperate for a 
diversion, as Bd4 is fatal.' 
25 Kd8-e8/e7 
26 RhSxeS/-
27 ReSxbS/-
28 RbS-gS/-

Ra7xa2/
Bb7-e4/
Ra2-al/bS 

'Here time ran out, but Black has an 
easy win, e.g. 29 Rg8/-+ Kxe71b6 
30 Rxg2/- Rxc1+lh7 31 Kh2l
Bxb7/-.' 
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MDC: WHyA 
SUCCESSFUL FORTRESS 

SHOUlV BE A WIN 

by Andrew Perkis 

We met Andrew's "Miller's Daughter 
Chess" in VC 52 and looked at it 
further last time, and while I liked the 
game I queried the rule that the 
successful creation of an impregnable 
fortress should count as a win. 
Andrew stands by his guns, and I have 
offered him space to present his case. 
I have had to abridge what he sent, 
but I hope I have done so fairly. 

A reminder of the rules. Each side 
has a Miller's Daughter and eleven 
Princes, White bI-gI!b2-g2 (MDdl), 
Black diametrically opposite (MDe8). 
A piece may move one step as a chess 
king, or may jump an orthogonally or 
diagonally adjacent piece of either 
colour. Sequences of jumps are 
allowed, but in the case of a prince 
the overall effect must be towards the 
opponent's back line. Additionally, an 
MD must always have a "liberty", 
namely an empty square to which she 
has a step move. The player's first 
move must give her this liberty, and 
each later move must preserve it or 
give another in its place. A prince 
cannot be captured; an MD can, by 
moving a prince to her square, and 
this is the normal way of winning. 
In addition, a player can win 
by surrounding his MD with an 
impenetrable fortress, and he can 
draw by moving his MD to a square 
adjacent to his opponent's MD and 
declaring an "alliance". - JDB 

At the end of the last article, John 
questioned whether the successful 
construction of a fortress should really 
count as a win, rather than a draw. My 
intuition had been that a ruling 
"fortress = draw" would make the 
game far less interesting. Now I had 
to check this out. 

In the last article we saw how the 
attempt to construct a fortress during 
the opening moves is frequently a 
losing strategy. Players who persist in 
such a strategy can quickly come 
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unstuck. While under construction, 
a fortress can be weak (a single layer 
of princes makes the MD more 
vulnerable to capture by jump). This 
may not be fatal if one has also played 
some attacking moves - but if one's 
opponent is not under fire himself, he 
will be in a perfect position to exploit 
this intermediate weakness. 

A scenario we did not look at last 
time arises if both players commence 
with defensive moves. A cautious -
but play able - opening would be as 
follows: 1 MDdl-f3-hl f8-d6 2 fl-h3 
MDe8-c6-a8 (playable, but c7-e5 is 
more aggressive) 3 bl-dl-f3 : 

At this point it would be suicidal for 
Black to continue with a fortress 
building race. He would simply lose 
it! After 3 ... g8-e6-c6, White would 
play 4 c l-e3. Now there seems to be 
no way to prevent White forming a 
fortress (4 ... c7-e5 5 gl-h2 d6-f4 
6 el-g3 followed by e2-f1 and d2-el). 

So, under the current ruling, 
Black is forced to continue more 
aggressively. Play might continue 
3 ... g8-e6 4 gl-g3 c7-e5 5 f2-f4 with 
even but lively prospects. A possible 
further continuation would be 
5 ... e5-d46 c1-c3-e5-c7-a7 MDa8-c6-
e8 with astoundingly complicated 
possibilities : 

Black's choice, then, is between 
losing a fortress building race or 

-----------------------------~~~----~-
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forcing a situation in which very sharp 
play seems likely. The latter choice, 
however, does not go hand in hand 
(as in previous examples we have 
looked at) with Black ending up 
clearly better. Chances seem roughly 
even. 

Now if such a "choice" can present 
itself after a few moves, it seems 
likely that this would commonly occur 
later in games also. With the current 
ruling the player does not really have 
a choice at all. To attack may lead to 
hair-raising complications, but at least 
one is still in the game! If, on the 
other hand, a fortress were to count as 
a draw, then I believe there would 
inevitably be games where players 
took the easy way out. Part of the 
character of MDC as I conceived it is 
that it does not allow players to stay in 
a comfort zone for more than about 
two moves at the start of games - and I 
would be reluctant to alter that. 

We might look at this differently if 
draws could otherwise be arranged, or 
if pacific "dead" positions - where an 
agreed draw could at least appear to 

. be honorable - ever occurred. In the 
20+ games I have played so far, there 
has been only one (very unpeaceful!) 
draw - by alliance. Analysis of two 
recorded games showed variations 
which could have ended in perpetual 
check. In one it was a missed resource 
but in the other it would have been an 
inferior choice for the player who was 
better. 

Although there are as yet no 
examples from actual games which 
show play enhanced by the "fortress 
threat", I think they will not be long in 
coming. As temporary guardian of 
the game, I would say that the 
"fortress = win" rule should stand, 
perhaps pending further research and 
further study of games. Play without it 
would probably be quite different. 
The objection that a secondary 
objective such as this can be unnatural 
in a CV may have some weight. 
However, the technical problems in 
combining Halma mechanics with a 
chess objective are such that they 
cannot be brushed aside. If it enhances 
the game to make the fortress a win, 
I hope players can live with it. Further 
developments may be possible, but 
first we need more players. 
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RETROGRA1)E OTHEllO 
Peter Fayers has not been able to 
contribute his usual "Proof Games" 
page this time, but he has drawn my 
attention to a web site article by Alain 
Brobecker containing some OthelIo 
proof games which he thought might 
be of interest. I have certainly found 
them so myself, and perhaps others 
will as well. They are similar to chess 
proof games in some ways, and quite 
different in others. 

The rules of OthelIo (a modern 
proprietary version of the old game 
"Reversi") are very simple. Play uses 
an 8x8 unchequered board and 64 
counters, each of which is black on 
one side and white on the other. The 
board is set up as below : 

0 • • 0 

and the players divide the remaining 
60 counters between them. Each 
player in turn, Black starting, places a 
counter so as to grip one or a line of 
his opponent's counters between the 
counter just placed and a counter of 
his own colour already on the board, 
and turns over the counters thus 
gripped. For example, Black could 
start by playing at cS, gripping the 
white counter at dS between the new 
black counter at cS and the existing 
one at eS and turning it over; White 
could reply by playing at c4, turning 
over d4 similarly; Black could 
continue by playing at e3, gripping e4 
between e3 and eS and the now white 
d4 between e3 and cS, and turning 
them both over; White could reply by 
playing at f4, gripping d4 and e4 (now 
both black) between f4 and c4 and 
again turning them both over. If a 
player can place a counter, he must; if 
he cannot place a counter, he passes; 

when both players have to pass, the 
game finishes, and the winner is the 
player with the larger number of 
counters showing on the board. 

0 
0 0 

• • 0 

• • 0 

• • • 

Alain's interest in OthelIo proof 
games was sparked off by the position 
above, which was composed by Erich 
Friedman. If this position has been 
reached in play, what were the moves? 

It's not too difficult to work out. 
Once a square has been occupied, it 
stays occupied; furthermore, unless 
the man placed on it is later gripped 
by two opposing men, it does not 
change colour. The man at d6 has 
never been gripped, so it must have 
been placed by Black and never 
subsequently turned; similarly the man 
at f4; the men at e7 and g8 must 
similarly have been placed by White. 
This immediately tells us four of the 
eight moves, though not their order: 

w 
W ? 

B ? ? 

0 • ? 

• 0 B 

More sophisticated arguments are 
possible; for example, fS must have 
been placed by White (had it been 
placed by Black, there is no way it 
could have subsequently been turned), 
and f7 by Black (because only by 
gripping a Black man at f7 could 
White have placed a man at g8). 
However, it is easy to make an 
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assumption of this kind which is in 
fact not true, and in my experience so 
far it is safest to construct a simple set 
of obviously forced moves such as is 
shown in the diagram and then to 
analyse forwards from the starting 
position, probing and backtracking as 
necessary. The answer, which is 
unique, will be found on page 166. 

Is this uniqueness fortunate? Not 
really. The main difference between 
Othello and chess proof games lies in 
the frequency of uniqueness of play. 
Around 50,000 chess positions can be 
reached after two moves by each side, 
but in only about one per cent is the 
move order forced. A mere 60 OthelIo 
postions can be reached after two 
moves by each side, and in only three 
of them is the move order not forced. 

If this has appealed, try the five 
positions that follow. All bar the last 
were found by Alain's exhaustive 
computer analysis, but although they 
were discovered by computer I think 
they are solvable by hand. The first is 
a gentle introduction in which the play 
is confined to a 4 x 3 rectangle; the 
second and third show the shortest 
winning positions for Black and White 
respectively; the fourth shows another 
winning position, though this time the 
loser still has some men on the board. 
The final position owes a little to 
myself, in that I took one of Alain's 
computer discoveries and extended 
the play. I have to say that I failed on 
one and had to look up the answer, 
and Alain himself couldn't do another 
and the solution given is my own; his 
computer only listed positions which 
were uniquely derivable, it didn't give 
the games leading to them. However, 
at least one of us has successfully 
solved each of these problems, and I 
think they are a fair test. 

• 0 0 

• • 0 • 0 0 0 
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• • • • • • • • • • • • • 
0 
0 0 

0 0 0 0 0 
0 0 0 0 

0 0 

• • • • • • • • • • 0 

• • • • 
0 • 
0 

• • 0 

• 0 
0 • 0 • 0 0 0 

Answers on page 166. If you want 
more, look at Alain' s web site 

<http://abrobecker.free.fr> 

or try to find the three positions after 
two moves by each side which can be 
reached in more than one way. 

~"ri".,c Chess ;4 

MORE ON Two 
QUEENS AGAINST 

Two MOVES 
In VC 53, we looked at the final stage 
in the "King and Pawns Game" where 
White is allowed to make two moves 
to Black's one, and showed that Black 
could force mate with K + 2Q v K on 
a normal 8x8 board. However, the 
method was dependent on the board 
size, and it occurred to me to wonder 
on how large a board the mate could 
be forced. Much to my surprise, I 
found that there was a different and 
rather simpler procedure which would 
force the mate on a board of any size. 

We assume that the queens are 
diagonally adjacent, and that they are 
confining the enemy king to a sector 
of the board with their own king 
safely shielded. There are two cases, 
depending on the orientation of the 
queens with respect to the occupied 
region: 

and: 

We shall show that in each case Black 
can play to advance a queen and 
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obtain another such position one rank' 
further up or one file to the right. We 
shall use normal algebraic notation, 
so 'ai' will be the bottom left-hand 
square as portrayed even though this 
is no longer a corner square. 

The first case is very easy. If White 
is not on the fifth rank, Black can play 
... QbbS, gaining a rank upwards; if 
White is not on the d-file, Black can 
play ... Qbd3, gaining a file to the 
right. One or other of these moves will 
always be possible. 

A similar advance will be possible 
in the second case unless White is on 
dS. In this case, Black brings his king 
across to gl and then plays ... Qbb3+ : 

White does best to play Ke4 or Kf4, 
since any other move will allow Black 
to play ... Qcc4 and set up the first 
case. With White on e4 or f4, Black 
continues ... Qbc4+ : 

We notice how the Black king and 
queens between them just cover all the 
accessible squares on the second rank. 
White must therefore retreat, and only 
Kd6 prevents an immediate ... Q4d4 
gaining a file to the right. But after 
Kd6 Black can play ... Q3b3 once 
more obtaining the first case, and the 
advance will duly follow. It's a very 
simple five-move repetitive sequence, 
counting the queen advance at move 4 
and a parallel king move at move S, 
and it ends with the defender 
scrunched into the top right corner. 

So K + 2Q v K is in fact a WIn 

however large the board may be. 
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PROGRESSIVE 007 
While looking further into what last 
time we called "Progressive Orthodox 
Chess", I noticed that the game had 
been invented a couple of years earlier 
by Edward lackman under the name 
"Progressive 007". The rules were 
apparently identical. In lackman's 
"007 Chess", each player makes three 
moves per turn: own man, opponent's 
man, own man. In Progressive 007, 
White moves a White man, Black 
moves a Black and then a White, 
White's series 3 moves BWB, Black's 
4 WBWB, White's 5 WBWBW, and 
so on. All moves must be legal for the 
side on whose behalf they are made, 
and each series must be played in full 
unless mate intervenes. 

A natural and standard tactic is to 
move the enemy king into danger. 
Here Norbert Geissler (my apologies 
for "Geisler" once last time) merely 
centres it, but this is enough to win. 
Square brackets show moves made by 
the opponent, "f' the end of a series. 

1 b2-b4 1 h7-h5 
2 [f2-f3]1 [f7-f6] 
3 11.2-11.4 [d7-d6] 1 
4 [Kel-f2] Nb8-c6 
5 [Kf2-g3] e7-e5 1 

Black brings White's king forward ... 
6 Kg3-f2 [Qd8-d7] 
7 g2-g3 [Qd7-h3] 
8 Bflxh3 1 

... White tries to take it back ... 
8 Nc6xb4 
9 [Qdl-fl] 

10 [Kf2-e3] 
11 [Ke3-e4] 1 

... but Black insists: 

Bc8xh3 
Bh3xfl 

White tried 1l ... [Nd3] 12 Kxd3 
[Bxe2+] 13 Kxe2 [f5] 14 Ke1 [g5] 
getting his king right back, but Black, 
with four moves for each side, simply 

moved it to d I and promoted on n. 
A win by Gabriel Cornacchini 

ended in a typical mid-board mate. 
1 g2-g4 1 b7-b5 
2 [f2-f3] 1 [f7-f6] 
3 e2-e4 [Ke8-f7] 1 
4 [Kel-e2] g7-g6 
5 [Ke2-d3] e7-e6 1 
6 e4-e5 [f6-f5] 
7 Ngl-h3 [Qd8-g5] 
8 Nb3xg5+1 Kf7-e8 
9 [f3-£4] f5xg4 

10 [Qdl-£3] g4xf3 
11 [Ng5-h3] 1 [f3-£2] 
12 Ke3-e2 
13 Ke2-dl 
14 Bfl-g2 

[c7-c6] 
[Ng8-e7] 
[f2-flQ+] 1 

A mid-board mate from here, Black 
being forced to waste a move taking 
his own queen? But yes: 

15 [Bg2xfl] Bc8-a6 
16 [Kdl-e2] b5-b4+ 
17 [Ke2-e3] d7-d5 
18 [Ke3-d4] Ne7-f5#. 

The tournament winners, Fred Galvin 
and Norbert Geissler, shared the 
points against each other and won all 
their other games. In the preliminary 
pool, Fred had White: 

1 11.2-11.4 1 e7-e5 
2 [f2-£3) 1 

We saw last time that 2 [b3]? allows 
2 ... [Qh4] 3 Nf3 [Qxf2+] forcing Black 
to take his own queen. 

2 [Qd8-g5] 
3 Nbl-c3 [Qg5-g3+] 1 

The queen still goes, but this time 
Black appears to get compensation. 

4 [h2xg3] c7-c5 
5 [Rhl-h6] Ng8xh6 1 
6 b2-b4 [Bf8-d6] 
7 b4xc5 [Ke8-e7] 
8 c5xd6+1 Ke7-f8 
9 [Kel-f2] f7-f5 

10 [K£2-e3] g7-g5 
11 [Nc3-a2] 1 
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I'll let Fred take up the story. "After 
Norbert's last series, I couldn't find 
any way to avoid being checkmated 
on the next turn, so I had to resign. 
If anybody can find a good move for 
White in the final position, I'd like to 
see it!" 

When they met again In the 
championship pool, it was Norbert 
who had White: 

1 e2-e4 c7-c5 
2 [Kel-e2]/ [f7-f5] 
3 e4xf5 [h7-h6] 1 
4 [Ke2-£3] e7-e5 
5 [f5-f6] Qd8xf6+1 
6 Kf3-e2 [Qf6-f3+] 
7 Nglxf3 [Ke8-f7] 
8 Nf3xe5+1 Kf7-e8 
9 [Ke2-d3] d7-d6 

10 [Qdl-g4] d6xe5 
11 [Qg4-d7+] 1 

and again White resigned. 
In the tournament report, Norbert 

commented that in his opinion a game 
with best play by both sides should 
end with a mate by Black at series 8. 
He pointed out that al1 the tournament 
games which were not decided by 
earlier blunders showed this behaviour 
with a single exception, where a mate 
was possible but Black missed it. 
Fred Galvin subsequently suggested 
that if the idea was tried again, Black 
should start with a White move (l [f3] 
being a natural choice), but I do not 
know if this has been put to the test. 
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THE END Is NIGH! 
by Paul Byway 

Solutions to competition 29 

#175 8 Kd7 d4 d3 dxc2 h5 hxg4 
Rxh2 clQ mate. #176 7 a3 axb4 
Rxa7 Ba6 ReI Rexe7 Rad7 mate. 
#177 7 Nxd5 Nb6 d5 dxc6 cxb7 ReI 
bxa8Q mate. #178 7 g3 RxM Bh3 
Rxh7 Nc3 Nxd5 Rxh8 mate. #179 
7 Ke3 Rg 1 Rxg5 Rxf5 Kf4 Kg5 Rf7 
Italian mate. #180 7 Ne6 Ng7 Ba6 
Bxb7 Na3 Ke2 RdI Italian mate. 
#181 1 Cf3 Hc9 2 Pd9+ Ke10 3 Ce3+ 
G lOe9 4 Pd 10+ KflO 5 cn mate. 
#182 has 3 guards (spotted by Ian 
Richardson). Remove GfS and play 
1 Cb7 RbIO 2 Cg7 RbI+ 3 Ke2 Rb2+ 
4 Kel Re2+ 5 Kxe2 Cgl 6 Cb7 Pf3 
7 CbIO mate. 

Fred Galvin gave 6 solutions to 
each of #s 179,180 - see if you can 
find them all. Ian Richardson gave an 
alternative solution to #181:- 1 Ce3+ 
Kf9 2 Cf3+ G8e9 (2 ... Ke9 3 Pe8 
mate) 3 Pf7+ Gf8 4 Pe8 Pc2 (or Ge9) 
5 Pxf8 mate. 

The current scores:- FG 128, IR 
109, PW 35, JB 35, RC 33, CL 24, 
RT 19, NE 2. 

(The third guard in #182 was my fault 
- sorry. I should perhaps have asked 
Paul to specify "Italian Progressive" 
if the solutions were going to involve 
Italian mates, but I noticed nothing 
when solving myself and on looking 
again I see why: both #179 and #180 
allow ordinary mates as well. - JDB) 

Competition 30 

#183 Lesnicenko - Bratcenko (1992) 

White wins (series 7) 

#184 Guerrini - Buccoliero (1991) 

White wins (series 9) 

#185 Castelli - Buccoliero (1991) 

White wins (series 9) 

#186 Del Frate - Palmieri (1988) 

Black wins (series 8) 

#187 Lantillo - Biagini (1989) 

Black wins (series 8) 
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#188 Genik - Korsakov (1993) 

Black wins (series 8) 

#189 Cannon + Pawn #6 

10 9 : 
9 f h 
8 e k 
7 f 
6 
5 r 
4 
3 g ~ 
2 
1 ~ 

XiangQi : Red to play and win 

#190 Cannon + Pawn #10 

10 9 : : 
9 h k 
8 fg 
7 
6 r 
5 
4 
3 ~ 
2 G 
1 ~ 

XiangQi : Red to play and win 

SOLUTIONS 

Losing Chess (page 157). First 
diagram: 15 RgI, giving Black a third 
option but allowing any of his three 
captures to be met by a mass 
giveaway. 

Second diagram: the secret is to 
play Bc2 and Bb3 blocking the third 
rank, after which ... Kfl can be met by 
Rd3. Black must now abandon the 
f-file, since ... Kf2 will allow Rf3 etc, 
and he will soon succumb. 
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SOLUTIONS CONTINUW 

VC 53 proof games (page 144). 41 
1 Nf3 a62 e4 Ra7 3 BbS a5 4 NgI a4 
S Bfl a3 6 Ke2 Ra4 7 Kd3 Rc4. 

42 1 pB*g3 pB*c3 2 bxc3 e6 
3 Ba3 Bxa3 4 Qcl Ke7 S Qb2 Kf6 
6 Qb4 KgS 7 Qf8 Qe7 8 Bd6 Qxd6 
9 Qe7+Nf6. 

43 I Nf3/cl:c8 cxblNIbI:b8 2 
Rxbllcl:c8 Bxb7/a2:b2. 

44 1 g4 hS 2 gxhS Ng6 3 hxg6 b6 
4 gxf7 Kb7 S fxe8N Rb8 6 Nxc7 Kc8 
7 Nxa8 Bc7. 

45 1 Nb3 a5 2 Nxa5 c6 3 Nxc6+ 
Kc7 4 Nxd8 Rb8 S Nxf7 Kc8 6 Nxh8 
Rf7 7 Nxf7 Nc7. 

46 1 d4 a5 2 Bxa5 cS 3 Bxd8 
cxd44 Bxe7 Kc7 S Bxf8 Rb8 6 Bxg7 
Kc8 7 Bxh8 Qg7. 

47 1 c4 dS 2 cxd5 b6 3 Rxc7 Bc6 
4 Rxc6 Kb7 5 Rxc8 Bc7 6 Rxa8 Rb8 
7 Rxa7+ Kc8. 

48 1 c3 c5 2 Qxh7 c4 3 Qxh8 RcS 
4 Qxg8 Kc7 5 Qxf7 Kc6 6 Qxe8 Bc7 
7 Qxa8 Rb8. 

Retrograde OtheUo· (page 162). 
Friedman: 1 d6 (dS now black) e6 
(e5 white) 2 f7 (e6 black) e7 (e6 
white) 3 f4 (e4 and e5 black) g8 (f7 
white) 4 f6 (e6 black) fS (f6 white). 

4 x 3 position: 1 d6 (d5 black) e6 
(eS white) 2 fS (eS black) c4 (d4 and 
dS white) 3 cS (dS black) f6 (eS 
white). 

All-black position: I d6 (dS black) 
c6 (d5 white) 2 b6 (c6 black) d7 (d6 
white) 3 e8 (d7 black) d3 (d4 white) 
4 d2 (d3/d4/dS/d6 black) e6 (eS 
white) 5 f4 (e6/eS/e4 black). 

All-white position: 1 f4 (e4 black) 
d3 (d4 white) 2 c4 (d4 black) bS (c4 
white) d6 (dS black) d7 (d6/dS/d4 
white) 4 cS (dS black) g3 (f4/eS 
white) S e6 (eS black) fS (eS/d5/cS, 
e6, and e4 all white). I went wrong 
here by being too clever. White must 
play at d3, bS, d7, fS, and g3, so the 
man placed at cS must be black, and 
I assumed that the placement on b5 
would be needed to turn it and so must 
be held back until the man on cS was 
present I overlooked that a placement 
at fS, gripping eS/d5/cS from the far 
end, would do just as well. 

15 + 2 position: 1 cS (dS black) e6 
(eS white) 2 f4 (e4 black) e3 (e4 

white) 3 f2 (e3 black) g3 (f4 white) 
4 e7 (e6/e5/e4 black) el (f2 white) 
5 h2 (g3/f4 black) h4 (g3 white) 6 gl 
(f2 black) d6 (eS/f4 white) 7 c7 
(d6/e5/f4/g3 black). 

Final position. I'll spell this out 
since uniqueness has not been verified 
by computer. Basic cannot-be-turned 
arguments give us the following: 

W 

B 0 • • 0 
? ? 

? B 

W ? W 

If 1 c5 (d5 black) then 1 ... e6 (e5 
white) 2 f3 (e4 black) e3 (e4 white) 
and there is no move for Black. Hence 
1 e3 (e4 black) f3 (e4 white) 2 c5 (dS 
black), and it is White who has the 
choice. Try 2 ... e6 (e5 white) 3 g2 
(f3/e4 black) e2 (e3/e4 white) and 
again there is no move for Black. So 
2 ... e2 (e3 white). If now 3 g2 (f3/e4 
black) then White has only 3 ... e6 
(e5/e4 white), and this repeats the 
position we have just seen. Hence 3 e 1 
(e2/e3/e4 black), but again we seem to 
be in trouble; we have four men to 
play, and three of them must be white: 

w 

• • • • • • 0 

• B 

W • W 

However, if after 3 ... dl (e2 white) 
4 g2 (f3 black) White plays 4 ... fl (el 
white), Black has no legal move and 
must pass, and White can then play 
S ... e6 (eS/e4/e3 white) and reach the 
given position. Alain's computer had 
identified the position after 4 g2 as 
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one of the earliest positions in which a 
player had to pass; my contribution 
was to observe that if we added a 
white move, we would have a 13-man 
position which could be reached only 
by a sequence including a pass. 

The three four-move positions 
reachable in more than one way are 

0 0 0 

• • 0 

• 0 

which is reachable by 1 cS (dS black) 
c6 (d5 white) 2 d6 (dS black) e6 (d6 
and e5 white) or by 1 d6 and 2 c5, 

0 

• 0 • • 0 • 0 

which is reachable by 1 cS (dS black) 
c6 (d5 white) 2 f4 (e4 black) f3 (e4 
white) or by I f4 etc, and 

0 

• 0 • • 0 

• 0 

which is reachable by 1 cS (dS black) 
c6 (dS white) 2 e3 (e4 black) f3 (e4 
white) or by 1 e3 etc. 
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Ecila (page 154). White plays Qh8+. 
and if ... Ke7 he mates by Qe8 : 

~'~ ~.~ ~~~_/////h w,,<~~~ 
~~ •• 

f_~.··· 
_ ... ( .• 

~~~~ ~ __ /f 
~, 
.ft~~ ~:~ ~~~~ _./f ~ : .1", •... : ... ~ ... -~';.~ ... 

' . 
' __ /////h •. ~< .. ~~ 

The pawns guard the queen, and the 
queen guards everything else. If Black 
plays ... Kc7, Qc8 is mate similarly. 

If Black plays ... Kg5, the mating 
move is Qh7: 

~:~ ~,. ~~:BW/"" ~ ~~~T'l. 
B~ ~,~ ft·_·.··· ~~~ 
~:~ ~ , 

•... : ... ~ 
~ '. ,W,?'?' 

~'~1 ~,. , 

.ft~~ .:~ ~~~~ ~~ •• ///~/h 
~:~ .~1 ."':"'1 ... -~.';.~ ... , . I_m""'/' • ~L~~ 

The leading pawn guards g6, and the 
White king, with his double-move 
option, guards c5/e5/el. And iLKg3, 
the same move Qh7 is again mate. 
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136 Swedish Chess 
Three colours, three men 32,47 

(see also 63) 
Three-Ieapers 16,29 
Thunder Chess 125 
Total Chess (Beatty) 71,96 
Toulousain Chess 125 
Triplets 25 
Unambiguous Chess 72,79 
Varichess 43 
Verve 91 
Walnut Chess 41, 64 
Whisky Chess 59 
Wide Shogi 38-9 
Wythoff's Game 57 
Xiangqi (Chinese Chess) 36,47,54, 

62,63,75,78,90-1,94,95,110, 
116-8, 126, 127, 146, 165 

You Cut, I'll Choose 55 
Z6llmer 3D-Schach 151 



Page 168 

CONTENTS 
ECV 2 150 
Games, Games... 151 
ExCaVations (Ecila) 152 
Book Review (Bughouse) 156 
Losing Chess 157 
Hostage Chess 158 
A valanche Chess 160 
Miller's Daughter Chess 161 
Retrograde Othello 162 
Two Queens against Two Moves 

(again!) 163 
Progressive 007 

(Progressive Orthodox Chess) 164 
The End Is Nigh! 165 
Solutions 165 
Index to Volume 7 167 

Our leading item speaks for itself, 
and I hope readers will regard it as 
excusing the recent reduced frequency 
of Vc. That said, once again we have 
a 20-page issue to reward your 
patience, and I have taken the 
opportunity to round off Volume 7 
with an index. My thanks to all who 
have contributed. 

VC 55. Although the completion of 
the Encyclopedia has taken the main 
load from me, I propose again to leave 
a six-month gap and not to produce 
VC 55 until October. Frankly, I need 
the break. Contributors' copy date for 
VC 55 will therefore be September 1, 
though early receipt of material is 
always welcome. 

Next year, I hope we shall get back 
to quarterly - or would readers prefer 
a 20-page issue every four months to 
a l6-page issue every quarter? 

Let me know, please. The editorial 
demands would be similar, the labour 
of distribution somewhat reduced. 

BCVS NOTICES 
Annual General Meeting. The AGM 
will take place at 7 St James Road, 
Harpenden, Herts AL5 4NX on 
Saturday June 16 at 11.00 a.m. 
UK readers will find a formal notice 
with this issue of VC, and we shall be 
pleased to see any readers abroad who 
are in the UK on the day. 

Presidency 2007 -OS. It has seemed 
to some of us that George Jelliss, as 
the founder of VC, is the natural 
person to succeed David Pritchard, 
and I am delighted to say that he has 
accepted the nomination. No other 
nomination having been received, 
George's election at the AGM will be 
automatic, and he will take office at 
its conclusion. 

Kriegspiel endings. In most forms of 
chess, a player with a won game seeks 
to finish things off as quickly as 
possible. This is not always so in 
Kriegspiel, where there are endings 
where the stronger side can improve 
its chances by dragging out the game. 
We saw an example last time. 

Thomas Ferguson tells me that the 
"West Coast Kriegspiel milieu" in 
America has dealt with this problem 
by abandoning the 50-move rule and 
instead declaring as won any ending 
where the stronger side can play so as 
to reduce its probability of failure to 
below any pre-assigned non-zero p. 
Apparently this is akin to the practice 
of the Japanese Go Association, which 
declares the values of certain endings 
so that they need not be played out. 
It would seem to need players who 
are capable of doing or at least 
of understanding the analyses, but 
perhaps there is an agreed list. 
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EVENTS 
Mike Adams and Mike Gunn 
organized a variants tournament 
in David's memory at Hastings on 
New Year's Eve from 8pm "until late" 
and attracted 15 participants. Eight 
variants were played, chosen from 
Pocket Knight, Replacement, Triplets, 
Three-Check, Avalanche, Extinction, 
Static, Rifle, and Progressive. The 
winner was Jack Rudd with 8/8, ahead 
of Damir Urban from Germany and 
Ryan Rees-Griffiths. The report which 
Mike Adams copied forward to me 
included thanks to the White Rock 
Hotel for free use of their function 
room, and it seems to have been very 
much the friendly sort of event that 
David would have hosted himself. 

Mike and Mike intend to run a 
similar event in the second week of 
the British Championship in Great 
Yarmouth, date to be confirmed. 
Contact Mike Adams 

<mike@guildfordchess.fsnet.co.uk> 
for further details. 

Mike Adams also ran an event at 
the Guildford Chess Club on the 
Monday before Christmas, when eight 
of the same nine variants were played. 
The winner was Alan Punnett ahead of 
Trevor Jones, with Clive Frostick and 
Mike Smart equal third. 

This year's Circular Chess World 
Championship will be held at the 
Tap and SpiJe in Hungate, Lincoln 
(a return to the venue of the first 
championship back in 1996, and very 
much the game's spiritual home) on 
Sunday May 20. Visit the Circular 
Chess web site 

<www.circularchess.co.uk> 
for further details. 
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ECV 2 FOOTNOTES 

There are inevitably places where 
the text of the new Encyclopedia 
has proved to need correction or 
amplification, and VC offers a 
convenient place to report them. My 
thanks to all my correspondents. 

Kriegspiel (pages 33-36). A recent 
clear-out of old papers reminded 
me of an eight-page typed pamphlet 
"Kriegspiel" by Fred Galvin. It bears 
no date but would appear on internal 
evidence to be from 1958-62. 

Its interest from our point of view is 
that it has the umpire automatically 
announcing the possibility of a pawn 
capture in the way I have always 
encountered when playing myself, but 
which David had apparently not met. 
Typically, the umpire says "No" or 
"Yes" to the player trying the move, 
and after "Yes" he says "White has 
moved" or "White has captured on ... " 
followed as appropriate by "Black is 
in check on the longer diagonal" [on 
the shorter diagonal, on the file, etc] 
and "Black has a pawn capture". A 
capture en passant is explicitly 
announced, but in other cases the 
identity of the man captured is not 
disclosed. Fred's accompanying 
comment is of interest (typography 
converted): "The rules of Kriegspiel 
are by no means uniform: there are 
many local variations. There are no 
'official' rules of Kriegspiel. The 
above rules are those I am used to 
playing with, and in my opinion they 
make the best game." Fred then gives 
some alternative versions of the rules, 
one of which is the original version 
with "Any?". 

Fred's pamphlet cites three sources 
for the rules of Kriegspiel: The New 
Complete Hoyle by Richard M. Frey 
(1947, I think), The Official Blue 
Book and Encyclopedia of Chess by 
Richard Harkness, and the Chess 
Correspondent for May-June 1951. 
I have not seen any of these myself, 
so I am unable to say whether the 
deviation from the original "Any?" 
rule was due to Fred and his circle or 
whether it comes from one of these, 
but Fred tells me that Frey' s 1957 
paperback According to Hoyle gives 
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the "Any?" rule. His pamphlet also 
mentions the Boyer books and G. F. 
Anderson's problem book Are there 
any?, but these again have the rule in 
its original "Any?" form. 

I therefore went through all 32 
notes and cuttings which David had 
filed under "Kriegspiel", and found 
that 14 assumed or explicitly stated 
the "Any?" rule, a further 12 made 
no assumption (either because they 
were merely general descriptions or 
because they discussed positIOns 
where the question did not arise), 
Fred's pamphlet recommended the 
rule as described above, one other 
paper gave it as a permitted option, 
and four described other rules. On this 
evidence, I don't think David can be 
blamed for concentrating on the 
"Any?" rule, and not singling out the 
Galvin rule for any particular mention. 
However, the Galvin rule, whether 
imported or independently reinvented, 
is now in my experience standard 
in France, and I think it excellent; 
it simplifies and speeds up the game 
without significantly changing its 
nature. It is of course possible to 
construct positions where the "Any?" 
rule leads to one result and the Galvin 
rule to another, but I don't think these 
happen often enough to be of 
importance. 

Scaci Partonici (pages 42-3). 
Parton's booklets as cited on page 43 
and perhaps elsewhere should be 
Chesshire Cat Playeth Looking Glass 
Cheessys and 100 Squares for Chess 
and Damante (not Diamante). The 
insertion of hyphens between the 
words of the former appears to depend 
on the view taken on the typography 
of the booklet's front cover. 

Koopa Chess (page 45) is due to 
Ralph Betza (thus Philip Cohen, citing 
the Chess Variant Pages). 

Reinforcement Chess (page 53). The 
first edition included a statement that 
the basic concept "was suggested by 
L. Tressau of Leipzig as long ago as 
1840", but the details that followed 
appeared to be those of the "Double 
Chess Game" which now has a 
separate entry and I took the reference 
to have been to this game. There 
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should perhaps have been an explicit 
note to this effect. 

Ambiguous or Substitution Chess 
(page 62). Fabrice Liardet points out 
that on the Internet, where most games 
are now played, the original name and 
mode of play have been retained. 

"Buckzo's Game" (page 112) should 
be Buczko's Game (and in the index). 

Balbo's Game (page 116). A note 
from Ken Whyld preserved in David's 
tiles suggests that the inventor was in 
fact "G." Balbo, the source's "M." 
standing merely for "Monsieur". 

Ninerider Chess (page 140). From 
Philip Cohen, edited: ''I'm almost 
certain this is my invention, but if I 
couldn't find the original rulesheet in 
1979 I'm not likely to find it easily 
now. I see Michael Howe attributes it 
to me and Wayne Schmittberger in the 
Chess Variant Pages, the RWS part 
being, I believe, just the KlQ 
interchange." 

Regional and historical games (page 
237 and onwards). It should perhaps 
have been stressed that in the absence 
of an "official" body with authority 
over a game there can be no "official" 
rules, and where a game is widely 
played there may be considerable 
variation: certainly in minor detail 
(for example, in equivalents of the 
"fifty-move" and "three repetitions" 
rules), and perhaps even in the moves 
of the pieces. However careful foreign 
observers such as ourselves may be, 
we are inevitably limited by the 
knowledge of our informants, and the 
completeness and accuracy of this is 
not always easily judged. Western 
chess does have "official" rules, but 
how many players, encountered in a 
cafe or even in a chess club, could 
give a foreign observer a complete 
and reliable account of them? 

Orthochess (page 242). The most 
recent change to the "fifty-move" rule 
does not postdate the first edition. 
There have indeed been minor 
changes to the laws since that edition 
appeared, but this particular change 
dates from 1992. 



September 2007 

Korean Chess or Changgi (pages 
250-1). Peter Blommers and Peter 
Michaelsen have dictionaries giving 
the spelling Janggi. Peter Michaelsen 
draws my attention to a rule given in 
the book Chinesisches Schach -
Koreanisches Schach by David 
Wurman, Frankfurt am Main 1991, 
whereby in some regions and 
provinces of Korea the players usually 
agree before the start of the game that 
there is no double or triple check. This 
means that, if a King is threatened by 
several of the opponent's pieces, the 
attacking player must announce by 
which man he intends to give the 
check, and his opponent need only 
defend against this man. Wurman 
recommends that European players 
should ignore this rule, and allow 
multiple checks as usual. 

Vietnamese Chess or Co-Tuong 
(page 251). Peter Michaelsen draws 
my attention to the chapter 
"Chinesisches Schach in Vietnam" 
contributed by Pham Cong Thanh to 
the Wurman book mentioned above. 
According to this source, Co tuong is 
identical with Xiangqi except for a 
special rule which is followed only in 
some provinces of Vietnam. Under 
this rule, a Chariot is not allowed to 
move so as to attack a General from 
behind (active attack), though if a 
General moves into the line of fire of 
a Chariot standing behind him the 
attack is valid (passive attack). 
Suppose Red Gf3, Black Chariot (R) 
i I; Ri I-fl (active attack) is not 
permitted. Now suppose that the 
B lack chariot is already on el, and 
that Black also has soldiers on g2 and 
g4; now the chariot passively attacks 
e3, which is valid, and he can mate by 
Sg4-g3 or Sg4-f4. This rule, which 
has been passed down only orally and 
is not recommended, appears in no 
Vietnamese rule book. 

Peter also tells me, quoting further 
information from Lev Kisliuk, that the 
variants mentioned in the second 
paragraph were not historical games 
but modern creations. Apparently the 
inventor bewailed the absence of a 
chess game specific to Vietnam and 
produced three variants to fill the gap, 
later replacing them by the 10 x 10 
variant described. 
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Shogi (page 252 and onwards). On 
page 253, below the diagram, "9xS" 
should be "9xP". The later statement 
that Black starts and plays down the 
board (on page 255, in the entry for 
Chu Shogi) is not correct. A 1995 
book First Step to Shogi, published 
under the authority of the Oyama 
Memorial Museum, has the player 
who starts playing up the board, and 
Peter Blommers tells me that this IS 

the normal convention. 

Tenjiku Shogi (pages 256-7). Peter 
Blommers questions the statement that 
Tenjiku is "not related" to the other 
large shogis. "Tenjiku is 'not related' 
only in the sense that it is later 
than the foursome Dai, Dai-Dai, 
Maka-Dai-Dai, and Tai, which, in 
everybody's view, belong together. 
The larger shogis are all elaborations 
ofChu." 

Peter also tells me that Tenjiku 
literally means Heavenly Bamboo, 
and was an old Japanese name for 
India. The alternative name Exotic 
Shogi apparently derives from 
Hodges. 

Wa Shogi (page 257). "Violent 
Stage" should be Violent Stag. Peter 
Blommers, like Wayne Schmittberger, 
prefers the game with drops, but he 
stresses that no such preference can 
be more than a personal opinion; no 
game scores have survived, nor have 
any composed problems. 

Small Shogi (page 258). Peter 
Blommers tells me that this is not 
modern, but is simply Sho Shogi 
(9x9 shogi) as opposed to Dai and 
Chu Shogi. There were two forms, a 
42-piece form with just the Drunk 
Elephants and a 46-piece form with 
the Ferocious Leopards as well. 

Cannon Shogi (page 258). Peter 
Michaelsen draws my attention to a 
minor inaccuracy: pawns move and 
capture as in Korean Chess. "The 
game is no doubt also play able with 
Chinese/Japanese pawns, but I chose 
to make them 'Korean' in order to get 
a better balance between the pawns 
and the new cannon pieces." The 
pawns promote to Gold Generals, 
exactly as in Shogi. 
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Blind Shogi (page 261). Peter' 
Blommers tells me that this is Tsuitate 
Shogi (Screen Shogi) in Japanese. 
He thinks that the source is an early 
Hodges magazine, perhaps Shogi 2. 

Indian Chess (pages 262-6). A faulty 
edit took out intended references to 
Bhagavathi (Replacement) Chess and 
to Radha-Madhava, not mentioned 
elsewhere in the text, "in which the 
power of a captured piece is added to 
that of its captor" (as in Absorption 
Chess). 

Makruk or Thai Chess (page 268). 
Further to my note about draws in 
contemporary master play, Peter 
Michaelsen quotes a Thai player 
named Poompat writing in the Chess 
Variant Pages: "Thai Chess gained 
much popularity in the 1990s, with 
5-7 televised national events/year, 
but after lots of published analysis, 
the knowledge of Thai Chess 
techniques + strategies seem to have 
reached the peak. Sadly, almost all 
serious games between similar-level 
pros are draws. Now, they have 
to invent tie-break games called 
'Makpong' (Defensive Chess) 
wherein the player who checks the 
opponent's King such that he has to 
MOVE the King wins. BAD IDEA!" 

Cambodian Chess (pages 268-9). 
Contrary to my editorial assessment, 
there is independent evidence for the 
game reported by Hill. See overleaf. 

Shatra (pages 271-2). In the diagram, 
the White array should mirror the 
Black (bishops on the third rank). 

The Jungle Game (page 292). Peter 
Blommers tells me that this is Shou 
Dou Qi in Chinese, literally Animal 
Fighting Chess. 

Chessball ["Kamzalov"] (page 299). 
"Kamzalov" should be "Kamzolov" 
(and in the index). 

Panzyk's Four-Handed Chess (page 
346). Although this is correctly 
classified as an all-play-all game, the 
game credited to "a German doctor" 
was a partnership game and should 
have appeared in chapter 35. 
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CAMBODIAN CHESS ... 
Almost the first thing Peter Blommers did on receiving the 
new edition of the Encyclopedia was to tell me that the 
authority for the form of Cambodian Chess reported by 
P. A. Hill does not reduce to "a single informant whose 
statements are at variance with all other known testimony". 
He himself has a photograph of a set, and the Japanese 
games collector Okano Shin possesses one which was on 
display at an exhibition "Chess Games of the World" at the 
Shogi Forum in Tokyo in 2002. Peter has since sent me 
extracts from three books in Japanese in which the game is 
described, with translations of the relevant passages: page 
98 of Chess Games of the World by Umebayashi and 
Okano, page 90 of a Makruk booklet by Okano, and page 
182 of The Traditional Chess Variants in the East Asia 
by Okano (ISBN 978-4-902567-15-1, published in 2007). 
These descriptions agree with Hill's in almost everything 
apart from nomenclature. 

Specifically, the game is played on the intersections of a 
9x9 lattice, which is crossed by two diagonal lines in the 
manner of a Burmese chess board (a detail not mentioned 
by Hill). The 18 men are Kwon (royal piece, moves as 
chess king), 2 x Neamahn (official, moves one step 
diagonally, cannot capture backwards), Kwos (elephant, 
moves as chess king, cannot capture backwards or 
sideways), Seh (horse, as chess knight), Tuuk (boat, as 
chess rook), and 9 x Trai (fish, moves and captures one 
step forward until it enters the enemy camp, when it adopts 
the king's move); baseline 

Th S ~ N ~ N ~ S Th 

with 9 x Tr on rank 4. The diagonal lines appear to play no 
role apart perhaps from conveniently identifying the centre 
of the board. 

As can be seen, this bears out Hill's description in 
everything apart from the elephant's capturing move 
(Okano prohibits sideways captures, Hill allows them) and 
the names of some of the men. Okano calls the game 
Shattrong, but this is the result of a double transliteration 
(from Cambodian phonetics into Japanese characters, and 
thence into English) and Peter prefers "Chatrong". Okano's 
piece names are similarly the result of a double 
transliteration. 

The set shown by Okano features attractively turned 
men, all of circular cross-section apart from the horses, and 
they are generally similar to those shown in plate 120 of 
Chess by Hans and Siegfried Wichmann (Hamlyn, 1960). 
The Wichmann text gives the number of men in their set as 
32, which would suggest that it was a makruk set, but no 
doubt similar men were used for both games. 

I have no idea what the game is like to play, but I have 
printed a board on our front cover, with symbols to 
indicate the initial array, in the hope that readers may be 
tempted to try it, and this can easily be put under an 
expanding photocopier if something larger is needed. In 
the absence of genuine Cambodian men, ordinary kings, 
rooks, and knights can be used for the kings, boats, and 
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horses, and at a pinch I suppose that queens and bishops 
could be used for officials and elephants though I would 
personally improvise something else (I dislike seeing a 
"queen" or "bishop" which does not in fact behave like a 
queen or bishop). The fishes can be anything which can be 
turned upside down to indicate promotion. Cockle, mussel, 
or walnut shells would provide an elegant solution, bottle 
tops a less elegant one. 

As for the apparent absence of the game from the streets 
of Phnom Penh in 2003, Peter suggests that this may have 
been a minor consequence of the mass killings of the Pol 
Pot era. At any rate, the game definitely existed, and 
perhaps there are places where it is still played; and I owe 
David and various other people an apology. 

... LAOTIAN •.. 
Peter has also sent me a copy of page 94 of the book by 
Umebayashi and Okano, which contains a description of a 
game Mak Fuk from Laos. However, it appears next to the 
description of Makruk and the game is given no description 
of its own, and Peter suggests that it is merely Makruk with 
Laotian terminology. 

... AND BULGARIAN ? 
One mystery (Cambodian Chess) is clarified, another 
takes its place. Mats Winther has drawn my attention to 
Bolyar Chess, allegedly a historical Bulgarian variant, and 
the source for this also describes Abagoren Chess, 
allegedly once played in Macedonia and West Bulgaria. 
However, we now have doubts about their authenticity. 

Let us look first at the alleged games themselves. 
Bolyar Chess is played on a 9x8 board with additional 
corner squares (76 squares in all), the men being King, 
General (arises only on promotion), 2 x Bolyar (draughts 
kings in diagram, next to chess king), Bishop, Knight, 
Rook, Boat (draughtsmen, in the corners), 9 x Pawn: 

Rules governing movement and capture: 
• King, Knight, Rook, Pawn as in chess. 
• General as chess Q. 
• Bolyar moves as chess Q, captures as chess R. 
• Bishop moves and captures as chess B, and in addition 
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can move, but not capture, one square straight forward. 
• Boat can move (leap) up to two squares orthogonally 

forwards or sideways, or diagonally forwards, or in one 
of the knight's four forward directions. It can capture 
up to two squares orthogonally in any direction. 

Promotion: 
• Pawns, and all pieces except bolyars and generals, 

promote to bolyar on reaching the last rank. 
• Bishop, knight, and boat also promote on far corner 

squares: bishop and knight again to bolyar, boat to 
general. 

• In the case of a promotion by knight or boat on a far 
corner square, boats are added on any empty home 
corner square. 

Originally no pawn-two or castiing, though these were later 
added. Object checkmate. Allegedly still played in the 
nineteenth century, but now fallen into oblivion. 

Abagoren Chess uses a 9x9 board, King, 2 x Queen, 
Bishop, Knight, Rook, Prince (draughtsmen in diagram), 
9 x Pawn, also Emperor, Boat, General by promotion: 

• King moves one square straight or diagonally forward, 
captures one square away in any direction. 

• Queen captures as chess Q in any direction but limited 
to two squares in the backward directions, moves as 
chess Q but only forward. 

• Bishop captures as chess B in any direction but limited 
to two squares in the backward directions, moves as 
chess Q but only forward. 

• Knight captures as chess N in any direction, moves as 
chess N or Q but in each case only forward. 

• Rook captures as chess R in any direction but limited to 
two squares backward, moves as chess Q but only 
forward. 

• Prince captures on any square not more than two away, 
leaping permitted; moves similarly but only forward. 

• Pawn as in chess, but no pawn-two. 
• Emperor as chess K. 
• Boat as chess R. 
• General as chess B, and in addition can move (but not 

capture) one square orthogonally in any direction. 
Pawns promote to boat on the last rank, kings to emperor, 
other pieces to general; promotion may be accompanied by 
the return of the king to a square on the first rank. There 
are also rules, not entirely clear to me, relating to the 
reinstatement of a captured man on a home corner square 
and the creation of a new pawn by an emperor. 
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So why are we doubtful? For two reasons: the alleged' 
provenance of the information, and the nature of the games 
themselves. 

The immediate source is a site 
<http://bgchess.hit.bg> 

which offers three pairs of pages in Bulgarian and English, 
one as a lead-in, one describing Bolyar Chess, and one 
describing Abagoren Chess. Mats became interested in 
Bolyar Chess and made a better presentation of it, and the 
original contents of the English page on this game now 
seem to have been replaced, without authorization or 
acknowledgement, by his. However, Mats did not include 
all the background detail, and this, so far as non-Bulgarian 
speakers are concerned, has now been lost. Mats to myself: 
" ... he had a long section about how he happened upon the 
material, in a bookshop in London, etc., and there was 
mention of the game in old letters, etc. It sounded 
authentic. Now this all is removed." There is some 
background detail in the Bulgarian pages, and in so far as 
I can judge from a session with a Russian dictionary and 
a certain amount of guesswork the information came from 
a journey made in 1844 by the London player Adolf 
Zytogorski, who on his return to London wrote to his 
friend Thomas Wilson Barnes that Bulgarians played these 
two games; and the rules of both games are described as 
"opisani prez 1845 godina ot Adolf Zhitogorski". 

Zytogorski was a Pole (his name originally had a dot 
over the Z, hence the Cyrillic transcription "Zh"), who left 
his native land following the failure of the uprising of 
November 1830, settled in England, and became a leading 
figure in London chess circles. Barnes also was a leading 
figure in London chess. But why should information on 
19th-century Bulgarian games surface for the first time in a 
London bookshop early in the 21st century? Why is there 
nothing in Bulgarian sources? No such source appears to 
be cited. Why did there appear to be no reference to the 
matter in the Chess Player's Chronicle? The Chronicle 
carried articles on variant and historical forms of chess, 
and Zytogorski had contributed an extensive analysis of the 
ending K + R + B v K + R to it in 1843; an article offered 
on the subject would surely have been welcomed. And if 
the material came from a British source, why is the English 
in the description of Abagoren Chess so bad? Why didn't 
the writer copy from Zytogorski's alleged original instead 
of attempting to translate from the Bulgarian? I don't 
normally criticize foreigners' English, but some of this is 
bad to the point of being unintelligible. 

As regards the games themselves, two obvious questions 
arise: why should two games from the same region have 
rules so utterly different (for a start, no two men with the 
same name, apart from the pawn, have exactly the same 
moves), and is Abagoren Chess, where unpromoted men 
appear to move backwards only to capture, really playable? 

I have been suspicious before, and have been proved 
wrong. Perhaps a Bulgarian speaker among our readers 
will show me to have been wrong again. But it all seems 
very implausible, and until the source material is presented 
for inspection I am afraid I shall remain suspicious. 
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AMBIGUOUS TACTICS 

by Fabrice Liardet 

Every chess variant has some original 
tactics that make it special. The 
present article reviews six tactical 
patterns that occur in the very young 
variant of Ambiguous Chess. 

Recall that in Ambiguous Chess a 
player only chooses the destination of 
his move, it is his opponent who 
decides which of the possible men 
moves there. On promotion, the piece 
is chosen by the opponent of the 
pawn's owner. There is no check, 
checkmate or stalemate rule, the goal 
is to capture the king. For clarity I will 
nevertheless use the term "check" for 
a threat to capture the king, and 
"mate" when the king will inevitably 
fall next move. 

1. King suction (Fabrice Liardet -
Laurent Schneider, Brainking 2006, 
after 1 d4 c5 2 dxc5 e6 3 e4 Bxc5?). 
4 Qxd7+! Kxd7. The attacker decides 
which piece recaptures, so it is much 
easier to draw the enemy king into the 
open in Ambiguous Chess than in 
Standard Chess. 5 Bb5#. Why is this 
mate? Black seems to have three safe 
squares available for his king, d6, c7, 
and e7, and in addition he can 
apparently interpose the knight on c6. 
However, each of these is 
"ambiguous". If Black tries to play to 
d6, White moves the black bishop 
there, and takes the unmoved king; 
if he tries c7 or e7, White moves the 
queen there; and if he tries to 
interpose on c6, White leaves the 
knight where it is, and puts the king 
himself there ! 

2. Decoy (Laurent Schneider -
Fabrice Liardet, Brainking 2006, 
diagram at top of next column). 

'"VAriA." Cbess ;; 

After the king suction 1 Qxe7+!! 
Kxe7, the Nf6 is decoyed by 2 Nd5+! 
This knight must be captured and 
White makes Black take with the Nf6, 
leading to 2 ... Nxd5 3 Bg5#. This is 
another tactic which is much more 
effective here than in Standard Chess. 

3. Interception (example by John 
Beasley). 1 Bh6! threatens 2 Qxh5#, 
and if Black tries "capture on h6" 
White chooses 1 ... Nxh6 and 2 Qh5# 
still follows. But there is nothing 
better for Black, except for the spite 
check 1 ... Bb4+ 2 KfI. 

4. Queen block ("Matarilevich" -
FiJip Rachunek, Brainking 20(}6, after 
I d4 d5 2 e4 dxe4 3 d5 e6). Black can 
survive an immediate check on b5 by 
blocking on c6, but after 4 d6! the 
pawn must be taken (the threat is 
5 d7#, and if 4 ... Kd7 then 5 dxc7#). 
So 4 ... Qxd6, and the black queen 
controls c6, allowing White to suicide 
her: 5 Bb5+ Qc6 6 Bxc6+. 
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5. Pin (variation from the previous 
game). This would have arisen had 
White played 4 dxe6? After 4 ... Bh4+ 
5 Nc3 the white knight is pinned. In 
Ambiguous Chess, pins are especially 
strong, because no friendly piece can 
move to a square accessible to the 
pinned piece. So 5 ... Qxdl#! is mate. 
White cannot take the queen because 
it is his pinned knight that would be 
chosen to capture, letting the black 
bishop through to capture the king. 

6. (Not so) friendly control 
("Harry" - Fabrice Liardet, Brainking 
2006). The white king has an escape 
route through f1-g2. The classic way 
to play the attack would be by the 
king suction I...Bxg3+ 2 Kfl Bxe2+!? 
3 Kxe2 Qc8, but White can fight on 
with 4 Qd4. Less obvious but much 
more effective is 1 ... Bxe2! 2 Qxe2! 
(the exclamation mark is for Black's 
choice) Bxg3#. Now the white queen 
has been lured into controlling f1; 
indeed she controls all squares around 
the white king, effectively paralyzing 
him. White could have avoided mate 
only by 2 Kf2 abandoning the queen. 

This tactic can feature other pieces, 
but the queen in front of her king 
remains its most striking example. 

Opposite are six exercises using these 
patterns. They are not easy, especially 
if you are new to the game, so there 
are hints. Answers on page 19. 
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1 - Black to play and mate 
(relatively easy) 

Hint: King suction 

2 - Black to play and mate (medium) 
Hint: Decoy and a touch of friendly 

control 

3 - Black to play and mate 
(hard) 

Hint: Interception 

4 - White to play and win material 
(hard) 

5 - Black to play and mate 
(hard) 

6 - "Mate in three" : White to play and 
win the king in four moves (very hard) 

Hint: Friendly control Hint: Queen block and king suction Hint: Pin 

BUGHOUSE VARIATIONS 

Although Bughouse is a recent innovation, its origins are 
already shrouded in mystery. The earliest reference in 
David Pritchard's files appears to be a passing mention by 
Ralph Betza on page 19 of Nost-algia 174 (October 1974), 
which I quote in full: 

"I just remembered some important Chess Variant news 
-- New England Double Bughouse Chess is alive and well 
and flourishing in skittles rooms everywhere. NEDBC is a 
sort of Chessgi with two-man teams, AB vs. CD. A is Who 
versus C, B is BI. vs. D; When A captures a piece from C 
he hands it to B, who then has it in his reserve-board to use 
in his game against D. Each guy has 5 minutes (2 clocks 
are used, one for each game in the normal manner)." 

These are exactly the modern rules, so even at that stage 
the game had matured into its contemporary form. It is 
therefore difficult to tell whether modern simpler versions 
are genuinely new, or whether they are merely reinventions 
of versions which had been tried prior to 1974 and been 
rejected in favour of what has become the real thing. 

Bug For Two was played by Sergiy Vasylkevych and 
his brother at a time prior to the Internet when they could 
not find a third and fourth for ordinary bughouse and had 
only one clock anyway (see Georg von Zimmermann's 
Bughouse Chess, reviewed last time, pages 108-9). Players 

move in order White A, White B, Black B, Black A, 
pressing the clock after each move. This takes away the 
"Sit!" strategy, since play is automatically synchronized, 
and would appear to produce a game closer to Chessgi 
than to true bughouse. For all that, it might be worth 
resurrecting as a two-player game in its own right. 

Richmond Exchange Chess, which was brought to my 
attention by David Sedgwick last December, would appear 
to be essentially the same game but played by partnerships. 
David sent me a posting by Stewart Reuben on the English 
Chess Federation website, relating to its invention at 
Richmond Junior Chess Club on Saturday December 9. 

Stewart gives an unusual but highly valid reason for 
administrative disapproval. He starts with the uncom
promising statement "I passionately loathe Exchange or 
Bug-House chess" and ends with a cry from the heart: 

"But why do I have such antipathy to Exchange Chess? 
It is because the children often fail to sort out the pieces 
and it gets left to the organiser. Peter Sowray [the director 
of the club] ... solves this by making the main rule that, at 
the conclusion of the session, the pieces must be 
reassembled into normal sets ... " 

I am reminded of a rule which is occasionally used in 
problem-solving competitions, that a competitor receives 
one point for writing his name at the top of his solution 
paper. If you have ever conducted such an event, you will 
understand the need for this. 
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A REMARKABLE MAGIC TOUR IN 
THREE DIMENSIONS 

I 
I, 

Some correspondence with Awani Kumar, whose 
pioneering 12x12 diagonally magic knight's tour was 
reprinted in VC 43, has reminded me that it is some time 
since we last reported developments in this field. We can 
never expect to receive state-of-the-art work for first 
publication, because the leading workers in the field use 
more specialized outlets which they all see. However, it is 
a subject in which many of our readers have at least a 
passing interest, and an occasional report on what has been 
achieved appears to be in order. I have therefore asked 
George lelliss to bring me up to date, and among other 
things he has sent me a remarkable tour on a 4x4x4 cube 
which Guenter Stertenbrink constructed in 2003. 

To set the scene, let us look briefly at two "ordinary" 
magic squares (in other words, not knight's tours) : 

492 
357 
816 

Fig 1 

07 12 01 14 
02 13 08 11 
16 03 10 05 
09 06 15 04 

Fig 2 

Figure I is Chinese, believed by tradition to be many 
thousands of years old; Figure 2 is II th-century Arabic. 
(Source: W. S. Andrews, Magic squares and cubes, Dover, 
1960, pages 122-5.) 

Figure I has the property that each row and column adds 
to the same amount, 15, and so do the main diagonals. 
We shall call such a square "diagonally magic", the 
number 15 being called the "magic constant". The same is 
true of Figure 2, the magic constant now being 34, and in 
addition the "broken diagonals" such as a2-b3-c4-d I and 
a2-bl-c4-d3 also add to the same amount. We shall call 
such a square "pandiagonally magic". This particular 
square has further properties: the values at the corners of 
any 2x2 square within it add to the magic constant, and the 
values at any pair of antipodean points (points two rows 
and two columns apart, such as al and c3) add to half of it. 

Now to knight's tours. The first successful attempt to 
create a magic knight's tour was by William Berkeley in 
1848, but his tour was only "row and column magic": 
the rows and columns added to the magic constant (260 for 
an 8x8 square), but the diagonals did not. Continuing 
attempts to find a diagonally magic knight's tour on an 8x8 
board were unsuccessful, and eventually a co-ordinated set 
of computers was told to perform a comprehensive search. 
This showed that there were 140 row-and-column magic 
tours, but that none of them was diagonally magic; 
to obtain a diagonally magic tour, it was necessary to go to 
a 12xl2 board. All this was reported by George in VC 43. 

I was therefore very interested when George reported 
Guenter Stertenbrink's discovery of a closed-loop 4x4x4 
tour which was magic not only along rows, columns, and 
"lines through", but also on the four "space diagonals" : 
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53 16 43 18 310 033 222 101 
42 19 56 13 221 102 313 030 
15 54 17 44 032 311 100 223 
20 41 14 55 103 220 031 312 

02 59 32 37 001 322 133 210 
29 40 03 58 130 213 002 321 
60 01 38 31 323 000 211 132 
39 30 57 04 212 131 320 003 

47 22 49 12 232 111 300 023 
52 09 46 23 303 020 231 112 
21 48 11 50 110 233 022 301 
10 51 24 45 021 302 113 230 

28 33 06 63 123 200 011 332 
07 62 25 36 012 331 120 203 
34 27 64 05 201 122 333 010 
61 08 35 26 330 013 202 121 

Fig 3 Fig 4 

The "space diagonals" join opposite corners: 53-40-11-26, 
18-03-48-61,20-01-46-63, and 55-38-09-28. 

Closer investigation discloses some interesting patterns. 
Suppose that we reduce all the numbers by I, so that they 
run from 0 to 63, and put them into quaternary notation 
(where the successive digits represent sixteens, fours,.and 
units, instead of hundreds, tens, and units). This gives 
Figure 4, and the row-and-column magic property becomes 
obvious: in each row, column, and line through, we have 
a 0, a I, a 2, and a 3 in the "sixteens" positions, the same in 
the "fours" positions, and the same again in the units 
positions. The sums are therefore automatically the same, 
and no further arithmetic is necessary. 

There is more. In Figure 2, we saw that antipodean pairs 
added to half the magic constant. Antipodean pairs here are 
two away in row, column, and level, and it is soon seen that 
we cannot hope for the same property; their values are 
either both odd or both even, but the magic constant is 130, 
half of it is 65, and two odd or two even numbers cannot 
add to an odd one. But if we look more closely, we see that 
all the odd pairs add to 64 and all the even pairs to 66, and 
this is consistent enough to be useful. Suppose the board 
chequered in the usual way, the cell holding value I being 
dark. All the dark cells now have odd values, and all the 
light cells even values. But the cells in a space diagonal are 
alternately dark and light, so a space diagonal consists of 
two dark cells and two light, and since these are antipodean 
pairs the sum is automatically 64 + 66 = 130. Furthermore, 
the same is true also of the 60 broken space diagonals. 
So Figure 3 is not merely diagonally magic with respect to 
the space diagonals, it is pandiagonally magic. 

Figure 3 has further properties for which readers may 
care to look, and its construction will repay examination. 
It is built from a sequence of diamonds and squares, 
normally alternating but with two squares together at 29-32 
and 33-36, but of course there is a lot more to it than this. 
It is one of the most fascinating sets of numbers which 
has come my way since I started taking an interest in such 
things over fifty years ago. 
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NEW GAMES 
Deca-Chess and Hyper-Chess by Jon Alex Cob~; 

Seirawan-Chess by Yasser Seirawan. 

Of all developments of chess, the most frequently put 
forward over the years has been the addition of knight 
power to one or more of rook, bishop, and queen. 
The oldest such games known to David Pritchard were the 
16th-century Amazon Chess with Q+N and Carrera's R+N 
and B+N game of 1617, and his files included some thirty 
reinventions including Bird's in 1874 and Capablanca's in 
the 1920s. We now have some further entrants in what is 
frankly a grossly overcrowded field. Should I therefore 
dismiss them without further ado? 

In fact no. It is true that they differ only in assemblage 
from what has gone before, but in each case the inventors 
have thought about the implications of what they were 
doing and have gone to some trouble to produce a playable 
game, and they have accompanied the statement of its rules 
with some sensible pieces of analysis. This in itself is a 
reason for giving them a proper hearing. 

The first of these games to reach me was Jon Coby's 
Deca-Chess. Board IOx 10; extra pieces are Duke (R+N) 
and Prince (B+N); pawn captures as usual but its non
capturing move can be one or two squares at any time and 
up to three squares initially, e.p. permitted throughout; 
baseline RNBDQKPrBNR; castling moves the king three 
squares towards the rook. No detail of this is new (even the 
name has been used before, albeit without the hyphen) 
and only the extended pawn move distinguishes the game 
from its predecessors, but this extended move changes the 
flavour both of the ending and of the middle game. 
Try the following, which is one of over sixty Problems 
(38 Combinations, 24 Endings) in the instruction book: 

Answer on page 19. 
Coby subsequently produced a 12x 12 Hyper-Chess, 

which has been through several variations. The version on 
which he appears to have settled features the Duke and 
Prince as above, Wizard (Q+N), Squire (moves like K but 
is not subject to check), and three flavours of Pawn: Hyper 
(can promote to any piece), ordinary (can promote to any 
piece except Wizard), and Squire (can promote only to 
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S, R, B, or N). Baseline RNBPrDWKQSBNR; pawn-row' 
SpPHpHpPSpSpPHpHpPSp; pawn (any flavour) can move 
one or two squares forwards at any time and up to four 
squares initially, e.p. always permitted; castling moves the 
king four squares towards the rook. 

Yasser Seirawan's Seirawan-Chess approaches matters 
differently. The new pieces are Elephant (R+N) and Hawk 
(B+N), but the normal 8x8 board is used with the normal 
initial array and the extra men are brought into play as the 
game proceeds. Specifically, when a player first moves a 
piece from its initial square, he may place his E or H on the 
square vacated; when castling, he may place either E or H 
on either of the squares vacated, but he cannot place both. 
Promotion is allowed to any piece. 

As with the Coby games, the virtue of this game rests 
less with the game itself, whose only novel feature is that 
the Elephant and Hawk are brought into play during the 
game instead of being present from the outset, than with 
the accompanying examples. Here is a neat systematic 
mate using the Elephant (elephant on h2, ordinary rook on 
b3): 

Answer again on page 19. 

As a matter of personal taste, I have to say that I find 
"added knight power" games not particularly interesting. 
They may give an increase in tactical complexity, but they 
offer nothing really new. (Compare games where the extra 
pieces are weak and therefore expendable, when the ability 
to swap "weak piece for two pawns" and smash the enemy 
pawn line adds an extra strategic dimension to the game.) 
But each of these games offers something over and above 
the extra pieces, and their relative conservatism makes 
them readily accessible. Coby's games are being played by 
post (he would like to hear from further players interested 
in taking part), while Seirawan-Chess has been played in a 
tournament in Vancouver. 

Both games are being marketed, but the samples sent to 
me by Coby were very much home-made prototypes and 
I have seen only photographs of Seirawan's proposed men. 
However, I approve of inventors who support the rules of 
their games with good examples of play, and I wish them 
well. I don't have prices, but I do have web references 

<www.pacifier.coml-jcoby> 
<www.chessmastery.comlseirawan-chess.html> 

and I am sure that enquiries will be answered. 
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MODERN COURIER CHESS 
by Paul Byway 

We don't seem to have had any MCC since VC 51, so a 
brief reminder. Fers (inverted B in diagrams) moves one 
square diagonally, Courier (inverted N) leaps two squares 
orthogonally or diagonally. Baseline RNCBFQKFBCNR 
(12x8 board). Unmoved K or F can make a double move, 
but not to capture nor through check. - JDB 

White Paul Byway, Black John Beasley, from our postal 
tournaments T2/3. 

1 f2-f4 f7-f5 
2 i2-U?! 

Premature, because it rules out a possible Qj5+. I have in 
mind a twin pillars formation with g3, j3, Bj2 (or k3), Fh3, 
N13, and an eventual e4. Possible was 2 Nc3 h6 3 d3 g5 
4 fxg5 hxg5 5 g4 fxg4 6 Qj5+ i6 7 Qxg5+ but Black has 
3 ... Ce6 4 e4 fxe4 5 dxe4 Cxe4 6 Nxe4 Bxe4 7 Bxj7 Nj6 
with the better game. The whole question of White's best 
plan here remains open. 

2 h7-h6 
2 .... Nj6 3 j3 h5 4 Fh3 h4, or 4 ixh5 Nxh5 5 e4 or g4 with 
complex play. 

3 Nkl-13 
With the idea: 3 ... g5 4 g3 g4 5 e4 and later Ne3, eventually 
attacking the head with h3; but this is ineffective. White 
has gone wrong already by overlooking the strength of 
... Cc8-e6. 

3 
4 g2-g3 

g7-g5 
g5-g4 

5 e2-e4 Ce8-e6 
Black worried about 6 exf5 Bxf5 7 Fh3 Qg7 but it looks as 
if this is more dangerous to white than black. Unclear is 
7 Ch3 (gxh3;Bxj7) Bg6 8 Ch5 (threatens the fork f5 and 
the Pj7). 

6 
7 
8 
9 

e4-e5 
j2-j3 
Uxh5 

Fhl-h3 
Taking advantage of the pin to develop. 

Nk8-j6 
h6-h5 

Nj6xh5 

9 Fe8-g6 
10 Fh3-i4 Nh5-j6 
11 d2-d4 Fg6-h5 
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12 h2-h3 
Looking forward to Nd2 (against C), c3, Ce3, Ff2, Qg2. 

12 Fh5xi4?! 
13 h3xi4 Ce6-e4 

I feel a lot better about my position after the pawn 
exchange. Sacrificing a knight for the Ce4 at the right time, 
especially if I get a pawn as well, will not trouble me in the 
short term considering the relative activity of these pieces. 
The Courier cannot be allowed to remain in that 
unassailable spot. 

14 Nbl-d2 e7-e6 
15 Nd2xe4 f5xe4 
16 Bdlxg4 i7-i6 
17 e2-e3 BiS-f5 
18 Bg4-h3 

Hoping to get the pawn roller moving. There is no point in 
exchanging to give myself another backward pawn. 

18 Qf8-g7 
19 Qfl-e2 Fh8-h6 
20 g3-g4 Bf5-h7 
21 
22 

Fel-g3 
Cel-e3 

23 Bil-j2 
24 Qe2xj2 

24 Nxj2 would perhaps be better. 
24 
25 Qj2-i2 
26 N13-j2 
27 Nj2-hl 
28 Nhl-i3 
29 k2-k3 
30 Bh3-g2 

Fh6-i5 
Nb8-e6 

Bd8xj2 

Fi5-h6 
i6-i5 

Cj8-16 
Kg8-i7 
R18-g8 
Ki7-j8 
Kj8-k8 

White's bishop move screens the king, threatens the pawn 
and opens a path for the courier - which has good 
prospects; f5, h5 and j5 are all important squares. I think 
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that after moving to k8 the Black king is less secure than 
before. 

31 
32 

Cj1-h3 
Ch3-h5 

33 R11-h1 

d7-d5 
Bh7-i8 

I took a risk in leaving Black a protected passed pawn at 
e4, but didn't want to open avenues of counterattack. 
Anyway I can transfer my attention to e6 and I seem to be 
moving forward in the centre. 

33 C16-j8 
34 g4-g5 Qg7-g6 
35 Bg2-h3 Ra8-e8 
36 Ni3-g4 Fh6xg5 
37 f4xg5 Cj8-h8 
38 Ng4xi5 Resigns 

His centre giving way under the pressure, Black decided to 
resign, for there is little prospect of counterplay. 

Results of the two MCC correspondence tournaments :-

T2 PB JB RR RT 
Paul Byway * = + + 2.5 
John Beasley = * + 1.5 
Robert Reynolds * + 1.0 
Roy Talbot + * 1.0 

T3 PB JB RR 
Paul Byway ** =+ ++ 3.5 
John Beasley -- ** ++ 2.5 
Robert Reynolds ** 0.0 

Entries are invited for the next correspondence tournament 
in Modern Courier Chess (T4), to start this autumn. I'm 
happy to state that the players in T2/3 are ready to go 
again. Games may be played via e-mail by mutual consent. 
Please send entries to PVB as soon as possible. Entrants 
can receive a printout of all the games from TI/3 if desired. 
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ISOLATED PAWNS 
Early chessmen? Roberto Cassano draws my attention to 
an articte in the June issue of L'ltalia Scacchistica 
describing four ancient pieces found in Albano, a village 
near Roma: are these the earliest known European 
chessmen? I am afraid my immediate reaction has to be 
cautious. If genuine, they would be some 500-1000 years 
older than the earliest chessmen hitherto known anywhere, 
let alone in Europe, and to justify such a radical rewriting 
of the accepted chronology I would want to see some 
cogent supporting evidence in documentary or other form. 
Look at 

<www.italiascacchistica.comlnI193.htm> 
if you want to make up your own mind. 

From Mats Winther: "I became interested in Parton's 
Gorgona Chess and Gorgon Chess, so I implemented 
them in Zillions, and, what do you know, it works! It is a 
very curious variant" He gives a web address 

<http://hem.passagen.se/melki9/gorgonachess.htm> 
and invites people to try it. 

Jurgen Stigter has drawn my attention to two pre-war 
booklets relating to chess variants: Marineschach by 
Oskar Balasiewicz, Wien, c. 1936, and Neuland des 
koeniglichen Spiels by Alwis Goerig, Grulich, 1929. The 
first was privately published, possibly in quite a small 
edition, and appears to refer to a sea battle game on an 
II x I I board that was not known to David Pritchard. 
The second refers to "Reformschach" and "Freischach", 
both names which have been used more than once, but 
from the date I suspect that the first reference is probably 
to Voss's game (ECV 2 page 60) and the second to either 
Brunner's game or Felisch's (both on ECV 2 page 76). 
More when we know it. 

Concerning Looking Glass Chess (ECV 2 page 95), Alain 
Brobecker questions the need for two boards: 'Isn't it the 
same if we just say players have two royal queens instead 
of king+queen? Both "royal queens" can castle short or 
long, and a player loses as soon as one of his queens is 
checkmate. A pawn can promote to normal queen, but not 
to royal queen.' I must confess that this looks all too 
justified. He adds that it means checks by royal queens are 
illegal. 

Alain has sent me some more material on Retrograde 
Othello (not to my surprise, he had solved the missing 
problem on page 163 before VC 54 appeared in print). He 
also tells me that at Messigny this year they played 
Switching Chess (a player can exchange pieces of 
identical colour as a move). Alain Villeneuve won the 
tournament. For the first time in many years, I didn't go; 
the holiday centre where the meetings are held was taken 
over by a chain a couple of years ago, and it had become 
clear that the new management had given orders that 
money be saved in the kitchen. 
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IN PRAISE OF 
CHECKERS 

It was announced in July that the 
game of checkers ("draughts" in 
England) had finally been solved; 
analysis by computer had shown that 
if both sides played without error from 
the normal initial position, the result 
would be a draw. The high proportion 
of draws in championship matches 
had caused this long to have been 
suspected, though the final proof 
required 18 years of work by Jonathan 
Schaeffer and a team at the University 
of Alberta. Does it follow that 
checkers as a game is now dead? 

In my opinion, no. All right, victory 
over the board is possible only if the 
opponent makes a mistake, but this 
has always been true, and the same is 
true of every game of a similar kind. 
However, there is more to a game than 
the question of whether one of two 
particular non-expert players makes a 
catastrophic blunder before the other 
does, and the many beautiful positions 
that have been discovered can still be 
admired even when the overall result 
has been worked out. So to mark the 
solution of checkers, let us look at 
some of the classic positions and 
manoeuvres that have been discovered 
over the centuries. 

The game is played on the dark 
squares of a chessboard, and each 
player starts with twelve men on his 
back three rows: 

Each man can move one square 
diagonally forwards provided that the 
destination square is empty, or, if a 
square diagonally adjacent and in 
front is occupied by an enemy man 
and the square beyond is empty, it 
may jump over that man and remove it 
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from the board. Furthermore, if after 
such a jump another man may be 
jumped, it can and indeed must be, 
and so on until further jumps are 
impossible. When a man reaches the 
opponent's back rank, it becomes a 
"king" (indicated by the placing of a 
second checker on top of the first), 
and on subsequent turns it can move 
and jump backwards as well as 
forwards. A player must capture 
(jump) if he can, and he must continue 
capturing as long as a capture is 
available; but if he has two or more 
captures available, he may choose 
which to make, and he need not 
choose that which will lead to taking 
the largest number of men. A jump to 
a back rank by a man terminates the 
turn even if a capture by the new king 
is immediately available. The object is 
to capture or block all the opponent's 
men. Other "draughts" games have 
different rules, but I think the name 
"checkers" applies only to the present 
form. 

Simple rules. A child could learn 
them, and millions have done so. 
But a mere "children's game" it is not. 

Millard Hopper, whose book Win 
at Checkers (Dover, 1956) includes 
some opening "blitzkriegs", says that 
the "Canalejas" trap which follows 
dates from 1500. 1 f6-g5 (in checkers, 
Black starts, so the first move of a pair 
is always Black's) e3-d4 2 g5-h4 
(moving away from the centre so early 
in the game is likely to be weak, 
though beginners often do it) g3-f4 
3 g7-f6 (and this definitely loses) : 

3 ... f4-e5 4 d6"f4 (Black must capture, 
the symbol """ indicating that the 
move is a jump) d4-c5 4 b6"d4 
(again Black must capture) c3"e5"g7 
5 h8"f6 and so far Black is a man up 
(see diagram at top of next column). 
However, there is more to come: 
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5 ... f2-g3 (giving another but winning 
three) 6 h4"f2 el"g3"e5"g7 and 
White has come out a man ahead 
(a routine win in expert hands). 

Two more examples given by 
Hopper. 1 d6-c5 e3-f4 2 f6-g5 d2-e3 
3 b6-a5 g3-h4?? : 

4 c5-b4! and White has an unenviable 
choice. If 4 ... h4"f6 then 5 b4"d2 
knocks out the key defender at el, 
and after 5 ... e1"c3 6 g7"e5"g3"el 
Black is two men up (6 ... el-f2 will 
exchange the new king on e 1 for an 
ordinary man, but Black's advantage 
is still overwhelming); if 4 ... a3"c5 
then 5 c7-d6! h4"f6 6 d6"b4"d2 
el"c37 g7"e5"g3"e1 and the same. 

1 f6-e5 e3-d4 2 g7-f6 f2-e3 
(a common and sensible opening) 
3 f6-g5 (apparently sacrificing a man, 
but it comes straight back) : 

3 ... d4"f6 4 g5-h4 g3-f4 5 e7"g5 
c3-d4 6 h8-g7 b2-c3 7 g7-f6 al-b2 
8 d6-c5 f4-e5 9 fS-g7 c3-b4?? : 
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10 h4-g3! h2"f4 (l0 ... b4"d6 at once 
makes no difference) 11 g5-h4 b4"d6 
12 b6-c5! d4"b6 13 f6"d4"f2 : 

White must now play 13 ... gl"e3 or 
13 ... e 1 "g3 14 h4"f2 g 1 "e3, after 
which Black plays c7"e5"g3 and later 
picks up the helpless man on b6. 

But the real subtlety of checkers only 
becomes apparent in the endgame, and 
in this respect it has been singularly 
ill-served by some of its elementary 
treatises. I have in front of me the 
1950 edition of Hoyle, together with 
the seventh edition of a pamphlet 
An Elementary Guide to the Scientific 
Games of Draughts and Chess by 
A. Belasco (Horace Marshall and Son, 
September 1912, price One Penny, 
250,000 sold of earlier editions), and 
in each case the solution to one of the 
positions that follow is presented as a 
single bare line up to the winning 
side's 41st move, without examination 
of any sideline and with little or no 
commentary. All right, printing in 
those days was vastly more laborious 
and expensive than it is now, but this 
skimpy treatment will surely have 
deterred many potential enthusiasts. 
The exposition that follows starts from 
square one and perhaps goes too far in 
the other direction, but I am sure that 
readers who already know most of it 
will skip and rejoin us at a suitable 
point. 
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Let us start with 'the fundamental 
ending of king against king. In chess, 
this is a dead draw; in checkers, it 
can sometimes be won. Consider the 
position below (in this and the 
diagrams that follow, all pieces are 
kings unless otherwise stated) : 

Here, White to play loses. He can only 
retreat, d2-e I or d2-c I, but Black 
follows him down and White must 
give himself up next move. However, 
if Black is to play he can hold out. He 
retreats to what checker players call 
the "double corner" b8/a7, and White 
cannot winkle him out. If, Black being 
on b8, White plays to b6, Black can 
go to a7; if White then goes to c7, 
Black goes back to b8. 

This is the simplest example of 
what checker players call "having the 
move". In a king-against-king duel, 
one side always has the initiative, and 
can compel the other to seek safety in 
a double corner. Indeed, even "man 
against king" can be a win if the man 
has this initiative. In the example 
above, White being to play, Black will 
win even if he has merely a man on 
d4. But move the position two files 
left (Black man b4, White king b2), 
and matters are different: 

Now White to play will go to a3, 
Black will play to c3, and White will 
slip past him to b4 and will reach the 
double corner b8/a7. 
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Two kings against one is normally a 
win. Suppose that the lone king has 
taken refuge in a double corner: 

This may seem promising, but Black 
can winkle him out: 1 f4-g3 gl-h2 
2 e3-f4 h2-g1 3 g3-h2 gl-f2 4 h2-g1 
f2-e1 5 f4-e5! (5 f4-e3 allows 
5 ... e 1-f2, when Black will have to 
retreat and try again) e1-d2 6 e5-d4 
and whether White tries 6 ... d2-c1 or 
6 ... d2-e1, Black plays 7 d4-c3 and 
will capture next move. 

There are a few cases in which the 
two kings to play cannot win (a3/cl or 
al/cl against c3, al/b2 against b4). 
However, these are rarely important. 
Normally, the two kings can quickly 
sort themselves out, and then play to a 
position giving the standard win. 

Two kings against two is drawn 
unless one side can quickly prove 
otherwise. Three kings against two 
is one of the classic checker endings. 
Since two kings win against one, the 
attacker need only force an exchange, 
but it may not be easy. There are two 
main methods of defence. 

In the first, the defenders separate 
and go to different double corners. To 
beat this, Black plays to say d6/e5/f4 : 

Now a White king on b8 or h2 will 
allow an immediate exchange, so 
White is effectively restricted to 
a7-or-b6 and gl-or-f2 (if White plays 
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a king away from a double corner, 
say to as, d6-cS takes this king out 
of the game, and Black can then play 
out a two-against-one win against the 
other). There are hence three cases. 

(a) White on b6/f2 (which gives 
a position symmetrical about the 
diagonal al-h8) : 

Black plays 1 e5-d4, White replies say 
1 ... f2-gl, and Black follows him down 
by 2 f4-g3. To play 2 ... g1-h2 would 
allow 3 d4-eS forcing an exchange, 
hence 2 ... b6-a7, and 3 d6-c5 threatens 
4 g3-f2 again forcing an exchange. 
3 ... gl-h2, therefore, but Black's reply 
4 g3-f2 gives White an evil choice: 

If 4 ... a7 -b8 then 5 c5-b6 and an 
exchange will follow (say S ... b8-a7 
6 f2-e3). If 4 ... h2-g1 then 5 f2-e3 and 
again an exchange will follow. 

(b) White on a7/g1 (symmetric). 
Black again plays I eS-d4, and soon 
transposes into the line above (say, 
l...a7-b8 2 f4-g3 b8-a7 3 d6-cS). 

(c) White on a7/h2 (asymmetric). 
There is now no direct transposition, 
but Black can play eS-d4, d6-cS, and 
f4-e3 to reflect his position about the 
diagonal a8-h 1, and White, after the 
same number of moves, will be in one 
of the symmetric configurations c7/g3 
and b8/h2 which we now know how to 
handle. In effect, by playing to reflect 
the position about the diagonal a8-h 1, 
Black has lost a move. 

In the second method of defence, 
the defenders go to the same double 
corner. This position is often quoted: 

If White is to play, Black soon wins 
( I...h2-g 1 2 f4-g3 f2-e I 3 d4-e3 g I-h2 
4 g3-f2 with an exchange, or 1...f2-e 1 
2 d4-e3 h2-g1 3 f4-g3 and the same). 
With Black to play, Hopper gives the 
clever 1 d4-e5 h2-gl 2 f4-g3 f2-el 
3 g3-h2 el-f2 4 e5-f4! (allowing 
4 ... f2-g3 S h41\f2 gll\e31\gS gaining 
two for one, but 6 h2-g3 then gives 
Black a one-against-one win) f2-el 
5 h4-g3 gl-f2 (S ... el-d2 6 f4-e3) 
6 h2-gl! (a second sacrifice) f2l\h4 
7 f4-g3 h41\f2 8 gll\e3 with another 
one-against-one win. However, it 
seems to me that no sacrifices are 
needed. Just as effective appears to be 
I f4-e3 h2-gl (J...f2-el 2 e3-f2) 
2 h4-g5 (but not 2 e3-d2, when f2-g3 
gains two for one) f2-g3 (if 2 ... f2-el 
then 3 gS-f6, with 3 ... el-f2 4 d4-eS or 
3 ... gl-h24 f6-eS and S e3-d2) 3 d4-e5 
and what is White to do? 

3 ... g3-f2 allows 4 gS-f6 with an 
exchange, 3 ... g3-h4 allows 4 e3-d4 
similarly, and other moves lose a king 
(3 ... g1-h24 gS-h4, 3 ... g3-h2 4 eS-f4). 

All this has been standard theory. 
The examples that follow, known as 
the First, Second, Third, and Fourth 
Positions, show some of the further 
discoveries made over the years. 
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This is the so-called First Position. 
The piece at a3 is a man, and if it 
were at as Black would win at once 
(1 c7-b8 a7-b6 2 b8-a7, or l...aS-b6 
2 d6-cS). So, in general, it is Black 
rather than White who wants the man 
to advance. Play starts I c7-b8 a7-b6 
2 d6-e5 (2 b8-a7 b6-cS forcing an 
exchange and drawing), and Belasco 
and Hopper give two lines: 2 ... b6-a7 
3 e5-d4 a7-b6 4 b8-a7 (safe now) 
b6-c7 5 d4-e5 a3-b4 (delay will be 
worse, S ... c7-b8/d8 6 eS-d6 a3-b4 
7 a7-b6 b4-aS 8 b6-a7) 6 a7-b8 c7-b6 
7 e5-d4 b6-a7 (7 ... b4-cS 8 b8-c7 
b61\d8 9 d41\b6 with a one-against-one 
win, 7 ... b4-aS see move 3 in the line 
below) 8 d4-c3 (8 b8-c7 b4-cS forcing 
a drawing exchange) b4-c5 9 b8-c7 
a7-b8 10 c7-d8 c5-d6 (nothing else is 
better) 11 c3-d4 b8-a7 12 d4-cS and 
2 ... a3-b4 (this is the same position 
as after 6 ... c7 -b6 in the line above) 
3 eS-d4 b4-aS 4 d4-eS (4 b8-a7 
b6-cS) b6-cS S b8-a7 cS-b4 (S ... aS-b6 
6 eS-d6 with a one-against-one win) 
6 eS-d6 b4-c3 7 d6-cS c3-b2 
(7 ... c3-d2 8 cS-d4 winning quickly) 
8 a7-b8 (the other king comes round 
to deal with White's king while the 
king on cS looks after the man on as) 
b2-c39 b8-c7 c3-b2 10 c7-d6 b2-c3 
11 d6-eS c3-b2 12 eS-d4 etc. But 
Belasco and Hopper give only the 
moves in bold, and among lines not 
considered is 2 ... b6-cS (below). Hoyle 
does give this; answer on page 19. 
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Hoyle gives an earlier "First Position" 
(Black men c3/f2, White king g7, man 
cl), which adds an extra twist. Black 
crowns his men (f2-g 1, g l-e3, c3-e I), 
and if the White man advances we 
reach known ground. If White stays 
put, Black pushes his king back to the 
double corner and plays as for a two
against-one win, eventually reaching: 

With no man on cl, the move would 
be d6-e5, but this now fails because 
White can play as-b4 and then mark 
time on c3 and b2; if Black steps on 
b4 or d4, White plays to c3 and 
exchanges. The line is 1 d6-c5 a5-b6 
2 c5-d4 b6-c7 (2 ... b6-a5 3 d4-c3 and 
wins at once) 3 d4-e5, soon forcing cl 
forward with a win as before. 

This is the Second Position (kings on 
b8 and g7, men elsewhere). 1-3 bS-c5 
g7-f6, and if Black tries 4 c7-d6 
White will play 4 ... f6-e7, aiming for 
5-8 ... e7-a7 and 9 as-b6, and will draw 
(if after 5 d6-e5 e7-d8 Black tries 
6 c5-d6, 6 ... d8-e7 will drive him back 
since d6-c7 loses a man). So the man 
on f8 must run first: 4 c5-d4 f6-g5 
5 d4-e5 g5-h4 6 e5-f6 h4-g3 
7-S fS-d6 g3-e3 9 d6-e5 e3-f2 (even 
a man can sometimes force a king 
back to a double corner - if instead 
9 ... e3-d2, 10 e5-d4 etc wins at once) 
10 e5-f4 f2-g1 11-13 f4-el. Now it is 
the turn of the man on c7: 14-17 el-c5 
and lS-23 c7-el. Black has crowned 
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his men, but White can play to h2, and 
how is Black going to clinch the win? 

Answer again on page 19. 

In the absence of the kings on a3 and 
c3, the Third Position (Black man on 
a7) would be a simple draw: I a5-b6 
c5-d6 2 b6-aS d6-c5 etc. The extra 
kings allow Black to win, but the first 
stage is spectacular: 1 a5-b6 c3-d4 
(c5-d6 now allows b6-c5 forcing an 
exchange, as does c5-d4) 2 b6-c7 
(2 a3-b2 allows 2 ... c5-d6, after which 
Black must go back and try again) 
d4-c3 3 c7-bS! But if instead Black 
tries 3 c7-d8, 3 ... c5-d6 forces 4 a7-b6, 
and 4 ... d6-c7 5 b6-a5 c7-d6 gives a 
draw. 

White must now release his grip, 
and the win is achieved by playing 
one Black king round to f8 and 
threatening d6 with the other. White 
cannot afford an exchange, so this will 
make him relinquish c5. Belasco gives 
3 ... c3-d4 4 a3-b2 d4-e5 5 bS-c7 
c5-b4 6 c7 -dS b4-c5 7 b2-c3 e5-d6 
S c3-d2 c5-d4 9 a7 -b6 d6-c7 
10 b6-a5 c7-d6 11 d2-el d6-c5 
12 e1-f2 d4-c3 13 f2-e3 c3-b2 
14-16 dS-f6-e5 b2-c3 17 e3-f2 c3-d2 
lS-22 f2-h4-h6-g7 d2-c3 23 g7-fS 
c5-b6 24 e5-d6, and Hoyle adds some 
variations. But all this strikes me as 
needing no more than reasonable care; 
it is the initial retreat to the corner that 
stays in the mind. 
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The Fourth Position depends on the 
situation below: 

This is one of our three-against-two 
wins spiced with extra men on a3 and 
cl, and the man on cl spoils our 
earlier winning lines. However, if 
Black is to play he can exploit this 
man for an alternative win, playing to 
d2 at an appropriate moment and 
forcing White to capture. 

The play goes 1 d4-e5 f2-e1 
(l...h2-g I yields more quickly, 2 f4-g3 
f2-e I 3 g3-h2 etc) 2 h4-g3 h2-g1 
(if 2 ... el-d2 then 3 g3-f2 cuts White's 
position in half) 3 g3-h2 e1-f2 4 f4-g5 
(an immediate 4 e5-d4 would allow 
4 ... f2-e3 gaining two for one) f2-el 
5 g5-h4 el-f2 6 e5-d4 f2-e1 7 d4-c3 
e1-f2 S c3-d2! (the sacrifice is only 
temporary) c1 A e3 9 h2-g3, and if 
White tries to save his king on f2 by 
9 ... f2-e1 Black has 10 g3-f2 gaining 
two for one. 

The actual "Fourth Position" is shown 
above, and Black to play wins by 
1 h2-g3 gl-h2 2 g3-h4 h2-g1 3 c3-d4 
(careful! - if Black plays 3 e3-f4, 
White attacks the king on c3 by 
3 ... cl-d2, and wherever it goes he has 
a two-for-one by 4 ... d2-e3) gl-h2 
4 e3-f4 etc. But if White is to play, 
Black cannot win. 

In truth, a fascinating game. Please 
report any errors. 
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PITFAllS OF 
INVENTION 
by Peter Fayers 

A series of postings on the Retro 
Corner <www.janko.at/retros> e-mail 
list made an interesting case study in 
how a seemingly simple idea for a 
new variant can open up a huge can of 
worms. Let me first point out that the 
contributors are, for the most part, not 
such much players as logicians and 
philosophers - far more interested in 
dissecting rules and finding paradoxes 
than actually playing the game. 

The original idea was for En Passant 
Chess: any unit can be captured en 
passant. Consider the classic Scholar's 
Mate, 1 e4 e5 2 Bc4 Bc5 3 Qf3 Nc6 
4 Qxf7: 

This isn't mate because: 4 ... e5xQf4 or 
4 ... g7xQf6 or 4 .. . N/QxQf6. 

This evoked a lot of interest, firstly 
pointing out that similar ideas had 
been mooted in the past. David 
Bronstein has proposed to extend the 
en passant capture of pawns, to give 
the right for pieces too. E.g. I d4 h5 
2 Bxh6. More surprisingly, the idea 
already exists in orthodox chess; 
"A player may not castle through 
check" is just another way of saying 
"Kings may be captured en passant". 

One early proposal we quickly 
agreed on was the question of 
capturing a Knight en pass ant. It was 
suggested that it could be captured on 
the orthogonal intervening square, as 
if it were a Chinese Knight (Mao). But 
why? A Knight moving b l-c3 leaps 
over any units, enemy or friendly, on 
b2 or c2, so why should it be affected 
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by an enemy unit landing there mid
move? No reason at all. So, on the 
basis of this logic, we agreed that 
Knights cannot be captured e.p. 

Naturally I joined in the debate by 
composing a proof game, just as a 
proof of concept: 

After Black's third. Game Score? 

This evoked the question "If Bg5 was 
captured en passant on e7, it never 
reached d8, so how did it capture the 
bQ?" After much philosophical dis
cussion as to the nature of "capture 
e.p.", including metaphors of billiard 
balls, laser weapons, supply trains and 
rugby tackles, the consensus was that 
units should be restored: if a captor is 
subsequently captured "in passing", it 
could never have reached its target 
and made the capture in the first place. 

So the diagram should have bQd8, 
in which case the problem in no 
longer valid, White's 3rd move could 
have been simply 3 Be7. 

However, taking it one step further, 
this restoration rule must also apply to 
Kings. That means in the Scholar's 
Mate position, after 4 Qxf7, Black 
may play 4 ... KxQf7 with impunity; 
the K cannot be captured by the 
Bishop as 5 Bxf7 would be 
intercepted by 5 Pd7xBe6 ep. 

All well and good, except: 

Play I Bd6 Bxe7 ep 2 Rxf6 ep. As the 
black B never reached e7, the white B 
wasn't captured, and so reached d6. 
But if we restore wBd6, the wR could 
never have got to f6 ... 
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This paradox forced the additional' 
rule forbidding consecutive e.p. 
captures, formally "a unit making an 
en passant capture may not itself be 
captured en-passant whilst making 
that move". The rationale was a ruling 
on simultaneous movement: Black is 
entitled to start moving Bh4 to e7 as 
soon as White start moving Bf8, in 
order to capture it en passant, but 
White cannot start moving RaS as Bh4 
starts, because he is stil\ moving his 
bishop ! Whereas we can accept a 
player starting his move whilst his 
opponent is still moving, we cannot 
allow a player to start a second move 
(Rb6-c6-d6 ... ) while still making his 
previous move Bf8-e7. 

So far so good, but then a new 
controversy surfaced - can units be 
captured en passant along the line of 
movement? Instinct says no, but the 
rugby analogy says yes - tackles can 
be made both from directly behind 
and directly in front of the player, as 
anyone who watched the great Gavin 
Hastings in his heyday can attest. So, 
in the position below: 

If W plays I Rf2, Black can reply 
RxR ep, leaving the bR on either of 
d2/e2, or QxR ep, leaving the bQ on 
d2/e2. But what if W plays 1 Rxg2? 
can the bQ capture Qxe2 in self
defence? Well, Gavin Hastings could 
quite happily flatten anyone running 
straight at him, so again one has to say 
yes, self-defence ep captures along the 
line of movement are aIJowed. 

Ah, yes, but ... 

Despite appearances Black is not 
checkmated, in fact not even in check. 
The capture 1 RxKh8 would be met 
by KxRg8 ep, and then 2 BxKg8 
would be met by KxBf7. The only 
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way a King can be checked is by a 
Knight, or by a line piece from an 
adjacent square. In the diagram, W 
can checkmate by either I Bf7# or 
I Nf6#. From this it is apparent that 
the ending K+RvK is drawn: in the 
position wKa6, wRc8, bKa8, Black is 
stalemated. 

This gets murkier still when combined 
with the "no consecutive ep captures" 
rule. In the position above, W can 
play I Kfl with impunity, but castling 
is illegal. Work that one out! 

Reductio ad absurdum, we can end up 
with a position like this. Here, the 
black King is not in check, but White 
can checkmate with I Pd3#. I'll leave 
it to the reader to work out why. 

This article was collated from material 
posted by Franco Fedeli (Italy), Noam 
Elkies (USA), loose Nom (Finland), 
Guus Rol (Netherlands), Pascal 
Wassong (France) and Andrew 
Buchanan (Globetrotter). After 
writing it, I checked in ECV, and sure 
enough EP chess is mentioned, 
invented by the Knights of the Square 
Table (NOST) back in 1978. It gives 
the basic rule, and the first edition 
gives an example opening. With these 
rules captured pieces are reborn, 
eliminating all the paradoxes, but they 
do allow a Knight to be captured en 
pass ant, which seems totally illogical 
to me (and completely unthematic to 
me - JDB). 

So there you have it; the combined 
brains of logicians and philosophers 

come up with an abomination like that 
giving I Pd3#, whereas the players 
invent a straight-forward variant. 
There's a moral in there somewhere ... 

PROOF GAMES 
by Peter Fayers 

The good news is that the NOST 
definition means my e.p. proof game 
above is valid - it shouldn't take very 
long to solve. Also, I have received a 
trickier problem from Michael 
Grushko. This uses Messigny Chess: 
Instead of taking his normal move, a 
player may swap any of his units with 
an opponent's unit of the same same 
type. The next player may not then 
immediately use either of the units in 
another swap. In 49, White for his 
next move could swap Ral with Rh8, 
provided neither unit was swapped by 
Black's last move. 

49 - Michael Grushko, Original 

After Black's 4th, Messigny 

The Retros Corner drew my attention 
to a puzzle website 

<www.greylabyrinth.com> 
with a new type of chess problem 
which is similar to proof games. You 
are given a game score, but instead of 
being told which specific units move, 
are only told the type of unit. This can 
either be Human (K, Q or B), Animal 
(N or R, harking back the early days 
of chess when the Rook was the 
elephant), or Pawns (which, being 
mere foot-soldiers, are not considered 
human, a trait followed by the officer 
class over the centuries.) Captures 
(and type captured) and checks are 
noted. Given this limited information, 
you are then asked to work out the 
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final position. An example composed 
by "Coyote": 

White Black 
I Pawn Pawn 
2 Pawn Pawn 
3 Pawn Human 
4 Pawn Human 
5 Pawn checkmate. 

From this, it is possible to work out 
the final position on the board: 

Note the difference to a Proof Game -
the sequence of moves does not have 
to be unique, only the resultant 
position. Here many pawns moves are 
transposable. The Black moves could 
have been tidied up by putting them in 
sequence Pawn, Human, Human, 
Pawn, which fixes the individual 
moves, but the sequencing of the 
White moves is beyond redemption. 

Not only the sequence of the 
moves, but the actual paths the units 
take can be ambiguous, as long as the 
final position is fixed. Another 
example from Coyote: 

White Black 
1 Animal 
2 Animal 
3 Animal 

Animal 
Animal 
Animal 

4 Animal x Human Animal 
5 Animal x Animal Animal 
6 Animal x Pawn checkmate. 

Finally, a "Proof Game" example. 
In this one, again by Coyote, every 
single move in the game, and their 
sequence is fixed. A fine achievement. 

White Black 
I Animal Animal 
2 Animal Animal 
3 Animal x Pawn Animal 
4 Animal x Animal Animal 
5 Animal x Animal Animal 
6 Animal x Animal Animal 
7 Animal x Animal. 

Solutions on page 19. 
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THE ENT) Is NIGH! 
by Paul Byway 

Solutions to competition 30 

#183 7 Ba6 Bxb7 Nc3 Nd5 Ke2 
Rhdl Nf6 mate. #184 9 g6 gxh7 b4 
bS bxc6 cxb7 b8Q Qe8 h8Q mate. 
#185 9 c4 a4 as a6 axb7 b8Q Qxc7 
Qf4 Bh3 mate. #186 8 Kd6 Bd4 
Re8 ReI Rxal Bg4 Bxf3 Rdl mate. 
#187 8 Kd7 Ng4 e6 BcS Bxf2 Ne3 
Rxc8 Rxc2 mate. #188 8 Bc4 c5 
Ke6 KfS Kg4 Rd8 Rd2 Re2 mate. 
#189 1 Pf7 + Kf9 2 Cf3+ Rf5 
3 Pf8+ KflO 4 Pf9+ Kel0 5 Cb3 Rb5 
6 Cc3 ReS+ 7 Kd 1 RdS+ 8 Ke 1 Ec6 
9 Ce3+ Ee8 10 Ce7 Rd6 11 Cb7 
Rb6 12 CblO+ RxblO 13 Kfl wins. 
#190 1 Cfl + Rf6 2 Pxf8+ Kfl 0 
3 Pf9+ KelO 4 PflO+ RxflO S Cc 1 
Rf3+ 6 Gxf3 Kfl 0 7 cn + Ke 10 
8 Ke2 wins. 

Ian Richardson gave alternative 
solutions to #186 and #187. They run 
as follows:-

#186 8 Kd6 c6 KxdS BcS Kd4 Re8 
ReI Bb4 Italian mate. #187 8 Kf7 g6 
Bg7 Rxc8 Rc3 Re3 ReI Nf3 mate. 

The current scores:-
FG 134, IR lIS, JB 42, RC 39, 
PW 3S, CL 24, RT 19, NE 2. 

Competition 31 is alongside. 

A note from Roberto Cassano on 
the game Brodie-Elkies (VC 49) as 
commented on in VC 53 (TEIN, page 
146). My suggestion for Black's 6th 
has been played before. Roberto finds 
4 games - all won by Black. They 
continue from the diagram 

7 Bd2 Bxb4 c4 cxbS bxc6 Ke2 ** 
where White's last is different in each 
case. 

Benedetto-Polacco (1990), Mapelli
Leoncini (1990) ... Nf3 8 hS h4 Rh5 
RxeS Rb8 Rxb4 RxM Ng3 mate. 

Viola-Polacco (1990) ... Rxa7 8 gS 
g4 g3 gxf2 fxglQ Rg8 Rg3 Re3 mate. 

Cassano-Bertello (1990) ... RaS 8 gS 
g4 g3 gxf2 Rg8 Rg3 Rf3 n Q mate. 

Roberto suggests S exf6 fxg7 
gxh8Q Nc3 Bxc6+ (+34 =1 -5). 

More on this later, perhaps. 

"'VcnicuJf Chess ;; 

#191 Del Frate - Castelli (1988) 

Black wins (series 8) 

#192 Cialov - Petruk (1993) 

White wins (series 7) 

#193 Sala - Gadzinskaya (1991) 

Black wins (series 8) 

#194 Gatto - W olff (1991 ) 

White wins (series 9) 
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#195 Rallo - Manzini (1988) 

White wins (series 7) 

#196 Genik - Gadzinskaya (1993) 

Black wins (series 8) 

#197 Cannon + Pawn #11 

10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

.~ 

. h 
P 

9 k 9 e 
h f 

p 

r 

XiangQi : Red to play and win 

#198 Cannon + Pawn #16 

10 k 
9 
8 
7 P 
6 
5 f 
4 
3 ~ 
2 P 
1 K : 

XiangQi : Red to play and win 
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SOLUTIONS 

Checkers (pages 14-15). "First 
Position", after 2 ... b6-cS. Hoyle gives 
3 bS-a7 a3-b4 4 a7 -bS b4-aS S bS-a7 
cS-bS 6 eS-d6 rejoining the second 
line given. Most of the alternative 
White moves lead into play we have 
already seen, but one that does not 
seem to have been considered is 
3 ... cS-b4. I play 4 eS-d4 b4-aS 
S d4-c3 a3-b4 6 a7-bS (not 6 c3-d4, 
when 6 ... b4-c5 draws) b4-cS 7 c3-d4 : 

Now there are three lines: 7 ... aS-b6 
S bS-c7 b61\dS 9 d41\b6 with a one
against-one win, or 7 ... cS-b6 S bS-a7 
b6-c7 9 a7-bS c7-dS 10 d4-cS with 
two independent one-against-one wins 
(b8 against d8, c5 against a5), or 
7 ... cS-d6 S d4-cS d6-e7 9 cS-b6 
gaining two for one. 

"Second Position". Black continues 
24-2S el-e3 h2-h2 26-29 el-c7 to 
change the guard on a5, and then 
advances the king on c5: 30-33 cS-g3. 
This pushes White back once more to 
h2, and 34 f6-gS forces the exchange 
34 ... h2I\f4 3S gSI\e3 : 

The man on h6 is now free and will 
become a king, but after 36-37 e3-cS 
and 38 c7-b8 the new king has to go 
to one of the squares f6/h6/d8/f8/h8, 
and 39 cS-b6 aSI\c7 40 bSI\d6 gives a 
one-against-one win. 

-,Jnr1not Chess ;; 

Deca-Chess (page 9). Take away the 
bishops, and it's easy: I f4 Kc7 2 f6 
Kd8 3 f8 and e9 is covered. As is, 
1 Be2! Bxe2 2 f4 Kc7 (2 ... Bc4 3 f6 
Bn 4 Kh8 etc) 3 f7 BbS 4 KhS Kd8 
S Kg9. The book gives more analysis. 

Seirawan-Chess (same page). 1 Ec2+ 
Ka4 2 Ec4+ Rb4 (2 ... Kb5 3 Ed4+ 
forking K and R) 3 Ec3+ and so on up 
to 10 EcS+ RbS 11 Ec7 mate - or, if 
we prefer, we can play 3 EcS+ and 
drive him down instead of up. 

Ambiguous Chess (pags 6-7). 1 
(Ricardo Poleschi - "PolarBear", 
Brainking 2006) 1 ... Qe2+! 2 Kxe2 
Bg4+ 3 Kd3 (the only "unambiguous" 
square) BfS# and it's already mate. 

2 (Reza Kassaei - Fabrice Liardet, 
Brainking 2006) 1...Bc2+! (queen 
decoy) 2 Qxc2 (2 Kel Bxc3#) Qg4+ 
3.Kel Qe2+! (both a queen decoy and 
a friendly cover of fI ) 4 Qxe2 Bxc3#. 

3 (Fabrice Liardet - "Matarilevich", 
Brainking 2006) 1. .. Bd2! and White 
cannot avoid a queen check on d3, so 
he must prepare an escape to g2. 
2 Rh I lets in 2 ... Qd3+ 3.Kg2 Qe4#, so 
the only hope is 2 Rh4 Qd3+· 3 Kg2 
gxh4. Now the threat is 4 ... Qe4+ 
5 Kh2 hxg3+ 6 Kxg3 Rg8+ 7 Kh2 
Qh4#, and there are only two possible 
defences : 4 g4 QdS+ S Kh2 Bf4#, 
the game conclusion, and 4 f4 Qd5+ 
5 Kf2/h2 hxg3+ 6 Kxg3 Rg8+ 7 Kf2 
(7 Kh2 Bxf4#, 7 Kh4 Qhl#) Q/Rg2#. 

4 (Fabrice Liardet - "CryingLoser", 
Brainking 2006) 1 BgS! Qc7 (only 
square, but now a block on c6 will be 
a queen block) 2 BbS+ KfS 3 Be7+ 
(trying for a king suction - 3 ... Kxe7 
4 cxd6+ winning the queen) Kg7 
4 Bf6+! (this king suction sacrifice 
cannot be accepted either - 4 ... Kxf6 
5 Qd4#) KfS S BxhS winning a rook. 

S (after I d4 d5 2 c4 dxc4 3 e4 e5 
4 d5?) 4 ... Bb4+ S Nc3 QxdS! Thanks 
to the pinned knight on c3, the black 
queen is immune, and she threatens 
6 ... Qxdl#. 6 Qc2 is still met by 
6 ... Qd I #, but White can try 6 Qd3, 
when capture of the white queen wins 
only a piece. But Black can make 
further use of the squares controlled 
by the White knight : 6 ... Qxe4+! 
7 Qe3 Qc2! 8 QxeS+ Be6 and White 
is helpless against the two pin-mating 
threats of9 ... Qdl# and 9 ... Qe2#. 
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6 (composed problem, Fabrice 
Liardet, www.brainrook.com. 2006). 
The orthodox I Qe3+ is not an option, 
since Black will choose 1 Ke3 instead. 
The solution is the waiting 1 Kdl! 
1...Kfl now allows 2 Qe3#! with a 
winning stalemate, 1 ... e3 is clearly 
impossible, so Black plays to gl. 
Does White choose Kgl, or a suitably 
weak promotion piece? No, he 
chooses 1 ... gIQ+!! But after 2 Qfl+! 
Black must capture, as e3 and g3 are 
available to his pawn and queen. 
White selects 2 ... Kxfl, and 3 Bh3# is 
mate because the black queen can 
move to the would-be escape square 
f2. A black rook or bishop is not 
powerful enough to paralyze its king 
(1...g1R+? 2 Qfl+ Kxfl 3 Bh3+ 
Kf2+, I...gIB+ 2 Qfl+ Kg3!), while 
l...glN protects the mating square. 

Proof games (pages 16-17). En 
passant example: 1 d3 gS 2 BxgS e6 
3 Bxd8 Nxe7 e.p. 

49 (Grushko): 1 d4 d6 2 Qd3 
K-K+ 3 Q-Q Qdl 4 P-P d3. 

Second Coyote. 1-4 Ngxf8 Nge6 
S Nxe6 RfS 6 Nxg7 : 

Peter normally sends me text without 
solutions (1 slot in my attempts when 
sending his proofs) and 1 found it took 
quite a while for the penny to drop. 

Third Coyote. 1 Nc3 Nf6 2 NdS 
Rg8 3 Nxe7 NdS 4 NxgS Ne7 S Nxe7 
Nc6 6 Nxc6 RbS 7 NxbS : 
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I had originally scheduled this issue 
for October, but more than enough 
material was to hand by early August 
and I saw no point in waiting. My 
apologies to intending contributors 
who worked to my advertised copy 
date of "September 1 "; your offerings 
will head the queue for VC 56. I draw 
particular attention to pages 6-7, 
where Fabrice Liardet shows the 
unexpected and amusing depth of his 
"Ambiguous Chess". 

Towards ECV 3? No sooner had 
ECV 2 appeared than people started 
asking about a sequel: would there 
be continuing editions of "Pritchard", 
just as there have been of Hoyle? 

The short answer is that the rights 
to the continuing use of David's name 
rest with his family, and even if it is 
done it is unlikely that I shall be doing 
it. However, I am using VC to report 
imperfections in ECV 2 (for a first 
instalment, see pages 2-3), and in due 
course David's files will be made 
available to future researchers. More 
about this next time. 

"'VAriAOf Chess ;; September 2007 

BCVS NOTICES EVENTS 
E-mail addresses. Please note that Conditions at Great Yarmouth for the 
Peter Fayers's address has changed, 
and that Paul Byway's is now back in 
service and messages to him need no 
longer be routed through myself. 

Jackets for ECV 2. The final stages 
of work on ECV 2 went unexpectedly 
quickly, and I suddenly found myself 
with a book ready to go to print but 
no design for a jacket. The initial 
copies therefore went out unjacketed. 
The distributors have now produced 
some very attractive jackets, and if 
you bought or received an unjacketed 
copy I can arrange for one to be sent 
to you. There will be no charge. 

Although he had put nothing in his 
will, David Pritchard had expressed 
an informal wish that we should have 
his variant chess books and magazines 
for our library, and Peter Fayers and 
I recently went down on George's 
behalf to collect them. Our sincere 
thanks to Elaine and Wanda for this. 
More when we have had a chance to 
go through and see just what is there. 

VC 56 remains scheduled for January 
(and even if it is ready early I shall 
hold it back to avoid the Christmas 
post). Copy date is December 1, 
though early receipt always is helpful. 

Space for a quickie. In one of his 
booklets, David had starred this win 
by Roberto Salvadori at Progressive 
Put-Back Chess (a captured man is 
immediately put back on the board). 
1 e3 2 d5 Nc6 3 Qf3 Qxd5 (replace 
on e6) Qxd8+ (b8) 4 Kxd8 (d I) Kd7 
Nf6 as (diagram alongside) 5 Nf3 
Nd4 Nxc6 (d6) Bb5 Nxb8 (d8)!! 

British Championship meeting were 
not conducive to out-of-hours events, 
but Mike Adams and Mike Gunn ran 
a short variants tourney in David 
Pritchard's memory which was won 
by Julien Shepley. Mike and Mike 
will be running a similar tourney at 
Guildford on Monday 17 December 
starting at 1915 at the club venue 
(the Guildford Institute), and they 
hope to run one at Hastings in the 
White Rock Hotel on New Year's 
Eve. Contact Mike Adams 
<mike@guildfordchess.fsnet.co.uk> 

for confirmation and further details. 

This year's Circular Chess 
Championship at Lincoln produced 
yet another first-time winner, this time 
in the shape of Kevin McCarthy. No 
Francis Bowers this year, but last 
year's winner Herman Kok was in the 
field. 

I presume that the usual "Chrimbo 
Challenge" will be held at the Tap and 
Spile (Hungate, Lincoln) on a Sunday 
in January (well worth going, if only 
for the "Old Rosie" cider). No details 
are yet to hand, but no doubt the 
Circular Chess web site 

<www.circularchess.co.uk> 
will have them in due course. 
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fCV 2 FOOTNOTES 

The material which Peter and I 
collected in August included a copy 
of Verney's Chess Eccentricities of 
1885, a source frequently cited by 
David. Jurgen Stigter, in turn, has 
kindly checked some of Verney's 
source material for me, and this has 
clarified various points. 

Van der Linde's Games [1] and [2] 
(page 72). Given by Verney, but not 
mentioned in the Encyclopedia, is a 
further game with the pieces reduced 
to QR, K, KN only (8xP as usual). 
Verney cites "his book on Chess in 
Dutch, published in Utrecht in 1876", 
and Jurgen Stigter confirms: "LN 973 
Linde (A. van der). Leerboek van het 
schaakspel. Utrecht 1876. [973 A 29] 
On p. 265-266, he refers to van 
Zuylen and gives some diagrams, one 
of which has indeed QR, K, KN only 
(8xP as usual). Also, several other 
variants (pp. 138 and following) 
originate from Van Zuy len." The 
latter is "LN560 (Zuylen van Nyevelt, 
P. J. van). Het schaakspel. Campen 
1792. [972 D 38]." 

It would therefore appear that the 
variants which David attributed to van 
der Linde should in truth be called 
Van Zuylen's Games. 

As regards the asymmetry of the 
h-pawns in game [2] (c), this was 
taken from Verney, and David was 
right to suspect that it was a mistake. 
Jurgen tells me that the h3 pawn 
should be on h2. 

The Emperor's Game (page 121). 
The references "L. Tressau, 1840", 
here and elsewhere, appear on the 
evidence of Verney to be to his book 
Das Schachspiel, seine Gattungen 
und Abarten, published that year in 
Leipzig. I haven't seen this, but it 
would appear to have been largely a 
description of existing games, and 
here at least it would seem that 
Tressau should not have been cited 
as the game's originator. The game 
appears to have been no more than 
"Das Kaiserspiel" of c.1815, possibly 
with a modified baseline. Not having 
seen the source material, I cannot say 
whether the slightly different baselines 

reflect a genuine change or merely an 
error in one source or the other. 

Courier-Spiel (page 131). This entry 
should not have been included. 
Verney cites two descriptions of "The 
Courier-Spiel", one by H. G. Albers 
(1821) of a game "played by the 
peasants at Strophe (province of 
Halberstadt) from olden time" and the 
other by Tressau, and these are duly 
included in the "Courier Game" entry 
on page 245. The Gollon material 
behind the entry on page 131 (and the 
note on pages 78-9 of VC 37) appears 
to have been no more than a slightly 
incomplete description of the Albers 
game. 

Grande Acedrex (page 244). The 
"second 12x 12 game with unicorns 
attributed to the Alfonso MS", which 
was in the first edition as "Great 
Chess (Ill)" and which I relegated to 
an editorial note, can be found on 
pages 175-6 of Verney with source 
"Dr. Van der Linde. Berlin. 1881". 
But Verney's source can be identified 
as "LN 226 Linde (A. van der). 
Quellenstudien zur Geschichte des 
Schachspiels. Berlin 1881. [972 A 
12]", and Jurgen Stigter tells me that 
the "Grande Ajedrez" on pages 
265-266 of this is the "Grande 
Acedrex" of the second edition of the 
Encyclopedia. This is emphatically 
not the game as given by Verney. 

So it would seem that the "Great 
Chess (Ill)" of the first edition was a 
myth. It may have been faithfully 
copied from Verney, but Verney's 
copying from his stated source seems 
to have gone sadly adrift. 

The details given in the second 
edition were taken from Murray, and 
this should have been acknowledged. 

Game of the Four Seasons (page 
342). The date 1031 which I query in 
my editorial note appears to have 
come from Verney (page 84), and to 
be due to a misunderstanding of a 
note in van der Linde's 1881 book. 
Jurgen Stigter, citing pages 260-1 of 
this: "The Game of the Four Seasons 
[ ... ] is from the Alfonso MS, 1283, 
a free interpretation of AI-Biruni's 
Indian four chess (1031 )." The latter 
is "Chaturaji" in the Encyclopedia. 

February 2008 

On rereading the first edition's note ' 
"Van der Linde gives the earlier date 
of 1031" in the light of this, I see that 
it was intended to refer to the game 
and not to the Alfonso manuscript. 
Even so, I cannot see more than the 
most superficial resemblance between 
the games (size of board, number of 
players, number of men), and to call 
the Game of the Four Seasons even 
"a free interpretation" of Chaturaji 
strikes me as mere speculation. On the 
evidence reported by Jurgen Stigter, 
I can see no reason to ascribe any date 
other than 1283 to the Four Seasons. 

The material which Peter and 
brought back also turned out to 
include some sheets of trial masters 
for the diagrams in the first edition, 
and one of these, not used in the final 
book, shows the array for the hex 
version of Dragonfly (second edition, 
note on page 205). This has the same 
relationship to the square board array 
as that between the hex and square 
versions of Loonybird Chess: baseline 
RBBKNNR on b4-el-h4, fronted by 
9xP on a5-c7-e5-g7-i5. I was most 
surprised to see this, because a hex 
game normally uses three bishops so 
that cells of all three colours can be 
covered, but the sheet had apparently 
been prepared by the game's inventor 
and it included an explicit claim to 
copyright in his name. It is true that 
the ability to reintroduce captured 
men means that a bishop covering the 
missing cells can be introduced later, 
but I would not expect this to be 
full compensation for the initial 
imbalance. A similar imbalance is 
to be found in the hex version of 
Loonybird Chess. 

And an omission which I spotted 
while preparing "In the Library": 
I should have recorded that David's 
principal source for the rules of 
Makruk (page 268), and in particular 
for the various material-dependent 
equivalents of the "50-move" rule, 
appears to have been the letter of 
4 June 1992 from the Vice President 
of the Thailand Chess Federation. 
So here, at least, we have something 
more than the mere "travellers' tales" 
on which writers about foreign games 
so often have to rely. 
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NOT IN ECV 2 
David Pritchard kept an index sheet 
for each chess variant known to him, 
and as part of the preparation for 
passing his Encyclopedia files to the 
Musee Suisse du Jeu I went through 
these sheets and noted the section in 
ECV 2 where the game was described. 
This disclosed over 150 games which 
had not been included. In nearly every 
case the reason was obvious, but two 
games were omitted through my error, 
and four of David's omissions do not 
seem readily explicable and may 
have been inadvertent. I reported 
'l!Y omission of the Indian game 
Radha-Madhara in "ECV 2 footnotes" 
in VC 55; the others are described 
below. It cannot be claimed that any 
except perhaps the last is of particular 
interest, but I think they should be 
reported as a matter of completeness. 

Quantum Chess [Engel] was in the 
first edition but was omitted from the 
text I inherited for the second, and 
because a new 'Quantum Chess' had 
appeared in its stead I did not notice 
the omission. World Game Review 10 
gives its source as an article by 
Douglas A. Engel in issue 27 (Spring 
1968) of The Pentagon, pages 99-103. 
Board and men at the players' choice; 
moves of the men determined by 
mathematical equations, also at the 
players' choice. Each side has a unit 
piece which moves like a chess king 
and whose capture is the object of the 
game. The game is highly artificial 
and its omission from David's text for 
the second edition was entirely 
understandable, but it appears to be 
play able - just - and I would have 
reinstated it had I noticed the 
omission. 

Neu-Schach [Merckenschlager] was 
invented by Waiter of that ilk in 1946. 
Two boards side by side, normal array 
on board 1, board 2 empty. Play as if 
the two boards formed a single 16x8 
board, except that a king can be 
attacked or mated only if the opposing 
king is on the same board. Stalemate 
is possible if the kings are on separate 
boards. When a player is reduced to a 
single king, it cannot leave the board 

'1/AriADt Cbess ,6 
it is on. (Author's pamphlet Neu
Schach, van der Linde #4820) 

In Royal Bishop Chess and related 
games, the royal pieces are either 
agreed beforehand or nominated 
simultaneously by both players. In 
Mysterious Royal Chess each player 
writes down the name of his royal 
piece before the start of play, but does 
not reveal it until he is mated. A royal 
piece may not move into check, and 
must get out of check if threatened. 
Origins unknown. (Communication 
from Mike Fox, January 1993) 

In Sniper Chess (Tony Paletta, 1980) 
rooks move normally but capture like 
bishops, bishops move normally but 
capture like rooks, queens move 
normally but are limited to two 
squares and capture like knights, 
knights move normally but capture 
like limited queens. David thought 
that the game had been included under 
another name, but I cannot find it 
though some of the ideas are certainly 
present elsewhere. (Chess Spectrum 
Newsletter) 

Taxi Chess [Betza] (Ralph Betza, 
1996) takes place during a subway 
strike, forcing the pieces to take taxi 
cabs whenever they wish to move. 
This is expensive, and the players' 
budgets are limited. Specifically, each 
player starts with 16 guilders (or 
dollars, or euros, or whatever), and he 
receives 2 guilders before the start of 
each turn. Each move costs I guilder 
per square whether orthogonal or 
diagonal, knight moves cost 2, 0-0 4, 
0-0-0 5; furthermore, when you 
capture a man you must pay to have it 
taken away (I guilder from an edge 
square, 2 from a square next to the 
edge, and so on up to 4 from one of 
the four central squares). Promotion 
costs an extra 2 guilders, one to take 
the pawn away and one to bring in the 
new piece. You can of course be 
checkmated by bankruptcy. 

As regards strategy, the game ' ... is 
designed so that you won't have 
enough money. There will be a period 
when you are making short moves to 
build up your treasury; this will look 
boring to outsiders, but you will find it 
very tense.' (Eteroscacco 75) 
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MASAZUMI HANAZAWA ' 

George Jelliss reports the death of 
Masazumi Hanazawa, who was the 
inventor of An-nan or Southern Chess 
(ECV 2 page 170, and see also "Proof 
Games" in the present issue) and 
contributed several problems to our 
predecessor Chessics. According to 
the Japanese problemist Tadashi 
Wakashima, he was a professor of 
mathematics at Tokai University, and 
was a keen composer of problems of 
all kinds: chess, shogi, and go 
problems, and mathematical puzzles. 
Here is the eponymous An-nan 
problem, from Chessics 4 : 

An-nan (Southern) Chess, mate in 2 

This is a relay game, where a man 
immediately in front of another man 
of the same colour moves as that man 
and not as its normal self. So here, 
Nb4 and Rc3 temporarily move as 
bishops. The key is 1 Rc3-b2, after 
which Bb3 moves as a rook and the 
Black king has additional flight 
squares at a4 and c4, and there are 
three variations: 1. .. Kxc4 2 Bc2-d3 
(the knight still moves like a bishop 
and so guards c5 and c3, while the 
bishop on b3 uses its rook power to 
guard b4), 1...Ka4 2 Nb4-c5 (the 
knight now moves like a rook and 
guards a5 and b5, while the bishop on 
b3 still moves like a rook and guards 
a3), and 1...Kxb6 2 Nb4-c3 (which is 
double check, from the rook at c4 now 
moving like a knight and the bishop at 
b3 still moving like a rook, and the 
Black king cannot run to a7 because it 
now moves like a pawn). 

Tadashi Wakashima tells me that he 
often used to sign his letters with a 
little flower, "Hana" being "flower" in 
Japanese. Our sympathy to his widow. 
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CHESS FOR ONE 

material from Stephane Burkhart 

The very brief mention given to solo 
chess in ECV 2 (pages 90-91) has 
prompted Stephane Burhkart to send 
me details of some games he has been 
experimenting with. The basic idea is 
akin to that of card "patience" games 
("solitaire" to American readers): the 
men are laid out essentially at random, 
and the objective is to get them back 
to the game array. 

Stephane's latest rules (16 August 
2007) are as follows. 

1. The pawns are distributed one 
per file on ranks 2-7 at random, the 
black pawn always to the black side of 
the white. The other pieces are 
distributed completely at random 
except that no piece may occupy its 
normal game array square and the 
bishops must be on opposite colours. 

2. The pieces are moved in cyclic 
order, colours alternating (thus wN, 
bB, wR, bQ, wK, bN, wB, bR, wQ, 
bK, and wN again). Check is ignored. 

3. The objective is to get the pieces 
back home in order K, Q, R, R, B, B, 
N, N. It is not allowed to put a piece 
on its home square until all earlier 
pieces of the same side are home 
(for example, the Q cannot be brought 
home before the K, nor an N before 
KQRRBB). Once a piece is back 
home, it cannot be moved again. 

4. When the piece due to move 
next is already home (both pieces in 
the cases of RlBIN), you must move 
one pawn of the same colour one step 
backward (but not beyond its normal 
starting rank). If no pawn can move, 
the turn passes. 

5. If a particular piece can never be 
got home (usually because of pawn 
blockage), it is allowed to keep on 
placing lower order pieces. 

6. When all pieces that can be got 
back home are in position, continue 
moving back pawns until one side is 
complete (or as far advanced as 
possible). Then count the number (or 
the values) of the pieces and pawns 
left on the board. The goal is to 
minimize this number (one can also 
try to complete the arrays within the 
lowest number of turns). 

Stephane wrote a simple computer 
program to generate starting positions, 
and a similar program can be written 
in any language which offers a 
pseudo-random number generator. He 
suggests using dice as a non-computer 
alternative, but I would expect this to 
prove very tedious (compare patience 
games with cards or dominoes, where 
all you have to do is to turn everything 
face down and shuffle). His method of 
setting the pawns (white pawn at 
random, black at random above white) 
tends to put them towards Black's 
end of the board, but an unbiased 
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alternative can easily be substituted. ' 
Given such an alternative, the risk that 
Black is blocked at the outset would 
be reduced, and I would be inclined to 
replace rules 5 and 6 by the normal 
patience rule that if you get stuck you 
lose. But this is detail, and in the 
meantime Stephane offers a selection 
which I have placed in order of 
increasing difficulty (measured by the 
number of pieces starting in the wrong 
half of the board). He has also tried a 
"Duo Game" with the same rules, 
where each player tries to get home 
first, and he tells me that it plays well. 
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PASSING CHECKS IN 
REPLACEMENT CHESS 

questions from Fred Galvin 

Readers will recall last time's back
page quickie, where a game played 
by Roberto Salvadori at Progressive 
Put-Back Chess started 1 e3 2 d5 Nc6 
3 Qf3 Qxd5 (replace on e6) QxdS+ 
(b8) 4 KxdS (dl) Kd7 Nf6 as: 

and White allegedly mated by 5 Nf3 
Nd4 Nxc6 (d6) Bb5 NxbS (d8) : 

But, asks Fred, why cannot Black play 
Rxb8 and put the knight back on c6, 
capturing one checking piece and 
blocking the other? And he points out 
that the game appears on page 45 of 
I Manuali di Eteroscacco 3 (Fabio 
Forzoni) with a note to precisely this 
effect: "non e matto 6. § :b8/c6 ecc." 
(It also appears that I mistranscribed 
the game and that White's actual 
moves were Nxc6(d8) and Nxb8(d6), 
but this makes no difference.) So it 
was a right cock-up. White abjured a 
simple mate that undoubtedly was 
(Fred gives 5 Ba6 Bxb7(a7) Bxa8(d8) 
QB Qxc6(b6)) in favour of a clever 
mate that wasn't, and Black allowed 
this non-existent mate instead of 
playing a simple six-move mate of his 
own (several were available). 

This caused Fred to start 
wondering. In ordinary Replacement 
Chess, given on this evidence that a 
player can use the replacement part of 
a move to get out of check, can he 
make a capture which temporarily 
exposes his king to check, and put the 
captured man back so as to block this 
check; and if the game is played in 
Progressive form, where the giving of 
check before the end of a series 
terminates the turn (traditional rules) 
or is forbidden (Italian rules), can he 
make a capture which temporarily 
gives check and again use the 
replacement to block the check? 

Taking the second point first, he 
looked at the Scovero game on page 
254 of the first edition of the ECV, 
which, in his words, "amazingly 
seems to answer the question both 
ways". 1 e4 2 d5 dxe4 (e2) 3 Nc3 
Nxe4 (d7) e3 4 e6 Qg5 ... : 

... Qxe3 (e2) Qxf2+ (B) 5 Kxf2 (d8) 
Nc5 Nxe6 (e7) Kg3 Nxc7 (c6) : 

As Fred observes, if Qxe3(e2) is legal 
within series 4, why isn't Qxc7(Ne5) 
legal as a start to series 6? And indeed 
it apparently would have been, since 
the game appears with a note "non e 
matto" in I Manuali di Eteroscacco 3. 

As regards the first point, the 
Encyclopedia says nothing (David's 
primary source appears to have been a 
1943 letter to Chess, which I haven't 
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seen but which presumably didn't go, 
to this level of detail), but in 1992, 
when I used Optional Replacement 
Chess for a British Chess Magazine 
Christmas solving competition, the 
solution to one problem involved 
"move a pinned man to capture and 
put the captured man back to block 
the check" three times, and nobody 
complained : 

Optional replacement, selfmate in 3 
(originally set two files to the right) 

1 d3+ Rxd3 (Pd5) 2 Qe2 Rxb3 (Rd3) 
3 c3 Rxb5 mate (Nb3) 

It could be argued that what gets by in 
a Christmas solving competition is not 
necessarily a good guide for real life, 
but this is essentially a fun game, 
and the normal rule in fun games is 
that everything apparently possible 
is permitted unless it is explicitly 
prohibited (see for example position 
53 in this time's "Proof Games"). 

So my personal answers would be 
Yes, you can make a capture which 
temporarily exposes your king to 
check and put the captured man back 
so as to block this check, and Yes, if 
the game is played in Progressive 
form, you can make a capture which 
temporarily gives check and again use 
the replacement to block the check. 
I would expect your opponent to greet 
either of these with at least a wry 
smile and quite possibly with an 
outright laugh, whereas if he were to 
do it and you were to object, I would 
expect there to be at the very least an 
argument. Fred endorses this - "if 
we're going to have a replace
captured-pieces rule, let's make the 
most of it" - but he would still be 
interested to know what rules have 
been used historically, in informal 
play or by organizations such as AISE 
and NOST. Can any reader help us? 
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IN THE LIBRARY 
Unidentified book of makruk games 
(possibly a Surathip Tournament book 
as sent to David Pritchard, June 1992) 

David Pritchard's Encyclopedia files 
contain a letter of 4 June 1992 from 
the Vice President of the Thailand 
Chess Federation, which clarified 
some of the rules of Makruk (Thai 
chess) and was accompanied by two 
"Surathip Tournament" books. The 
present book appears to have been one 
of these. It was the source of the first 
and third of the makruk games in 
the first edition of the Encyclopedia, 
and the second game apparently came 
from the other volume. The present 
book contains some forty games, half 
of them wins, ranging in length from 
33 to 175 moves. I cannot decipher 
the names of individual players, but 
they apparently included a many-times 
national champion and a runner-up. 

The differences between Makruk 
and our chess are soon described. No 
queen, but a "met" which moves one 
square diagonally. No bishops, but 
two "thons" which move one square 
diagonally or straight forward. Kings 
start on dl/e8, paw':!s start on rank 3 
and promote to met on rank 6 (no 
promotion to other pieces). I used an 
elephant symbol for the thon in ECV 2 
since it has the same "trunk and four 
feet" move as the elephant in Burmese 
chess and (as recorded by al-Beruni) 
in ancient Indian chess, and I will 
denote it by "E" in what follows. 
Array (Kd lIe8, Me I/d8) : 

I. .. ea a: 0 

t t t t t 

:it :it :it :it :it 

:g ~ ~ ~ ~ 

The most striking 
the shortest. 

1 Ngl-e2 
2 Nbl-d2 
3 Eel-e2 

ea .. .. 
t t t 

ft :it :it 

@J ~ :g 

game was also 

NgS-e7 
NbS-d7 
MdS-e7 

-",AriAOf Chess ,6 
4 Mel-f2 EfS-f7 
5 b3-b4 EeS-b7 
6 a3-a4 g6-g5 
7 e3-e4 h6-h5 
S f3-£4 Ef7-g6 
9 h3-h4 g5-g4 

10 Mf2-e3 Ke8-f7 
11 Efl-f2 RhS-eS 
12 Rhl-fl b6-b5 
13 a4-a5 e6-e5 
14 Nd2-b3 d6-d5 
15 Me3-d4 e5xd4 
16 e3xd4 Me7-d6 
17 Ef2-e3 

I. • ea .. .. 0 
t t a: t ea 
ft t t t 

:it :it :it :it t :it 
~ :it @J :it 

@J ~ 
:g ~ :g 

All this has been typical Makruk 
development: pieces behind pawns, 
Black king advanced to leave the back 
rank clear for the rooks (White's will 
soon do the same), and a met freely 
sacrificed for a single pawn. Black 
now tried to exploit the unguarded 
man on e3 by 

17 d5xe4 
18 d3xe4 Ne7-d5, 

since 19 exd5 would have allowed 
19 ... Rxe3 20 dxc6M Exc6 with 
... Rae8 to follow. So White played 

19 Kdl-d2 
to defend e3, and please can a reader 
tell me the answer to 19 ... NxM ? 
Black can meet 20 Ec3 with 20 ... c5, 
and I can get no further than 21 e5 
with immense complications. 

Whatever the reason, Black settled 
for an exchange of N against E (this 
seems to be regarded as a fair trade), 
but his attack soon petered out, and 
after 

19 Nd5xe3 
20 Kd2xe3 f6-f5 
21 e4-e5 Eb7-eS 
22 Ke3-d2 EeS-e7 
23 Ee2-d3 Kf7-g7 
24 Ral-el RaS-e8 
25 Rel-e2 Eg6-f7 
26 Rfl-el 

it was White who had the initiative: 
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• I. 
ea .. ea '" t t a: 

:it t :it t t 
:it :it :it t :it 
~ @J :it 

:g ~ 4:J 
:g 

Even so, the end was unexpectedly 
swift. 

26 Nd7-bS 
27 d4-d5 Md6xe5 
2S f4xe5 Re8xe5 
29 Ne2-f4 Kg7-h6 
30 Nb3-d4 Ef7-f6 
31 d5xe6M Re8-f8 
32 Me6-d5 Ee7-d6 
33 Md5-e6! ! .. I. 

t ea ~ ea 0 
:it t I. t t 

:it ~ 4:J t :it 
~ ft 

:g ~ 
:g 

This lovely little move took away the 
Black knight's only free square and 
prevented the rook on e5 from coming 
back to its defence, leaving White free 
to penetrate to c8 and pick up a lot of 
material. No more moves are given, 
so presumably Black resigned. 

Many games came down to an ending, 
and I found two of particular interest: 
R + N + M v Rand R + 2M v R. The 
former occurred in two games, both 
won by the stronger side. R + N v R is 
only a draw, but the extra M may be 
able to shield its K from checks, and 
at the very end the attacker may be 
able to exchange rooks and mate with 
N + M. (K + N + M v K is normally 
drawn, but the attacker may be able to 
force mate if the defender is already 
penned into a corner commanded by 
the M.) R + N + M v R may therefore 
offer significant winning chances. In 
the first game, it was reached at move 
121 with the defending king already 
penned against the side of the board, 
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but the defender held out until move 
156. In the second game, it was 
reached at move 54 with the 
defending king on its third rank and an 
extra M on the defending side, and 
mate followed at move 104. So there 
was a marked disparity in skill 
(in particular, the move immediately 
before the ending in the second game 
strikes me as an outright blunder), and 
I am not sure that any useful general 
conclusion can be drawn. When Marc 
Bourzutschky's computer has finished 
analysing ordinary 7-man endings, 
perhaps he will be able to tell us. 

The ending R + 2M v R occurred in 
three games, in each case with the 
mets running on the same set of 
squares. R + B v R in orthochess is 
only drawn and M is much weaker 
than B, but the possession of two of 
them may help the attacker to defend 
himself against checks. The first game 
reached the ending at move 50 with 
the defending king on its third rank, 
and after a further 59 moves this 
position was reached: 

~ 

0 ~ ~ 

:g 

.. 
Black played 109 ... Rb6+ and repeated 
the dose a few moves later, and the 
game was soon given up as drawn. 

In the second game, the defender 
unwisely moved his king to the corner 
and allowed the attacker to gain 
command of the second rank: 

.: 
~ :g 

• .. 
~ 

defence, and play concluded 127 Rg1 
Mb4 128 Rc1+ Kd3 129 Rb1 Mde3 
130 Rfl Ke4 131 Rg1 Ma3 132 Rb1 
Rd2 133 Rh1 Kb3 134 Kb1 Mab2 
135 Rg1 Rd4 (aiming for a4 and a I) 
136 Rg2 (perhaps a desperate hope 
for 136 ... Ra4 137 Rxb2+) Rd1#. 

The third game had a weird finish. 
Play reached the following position 

~ 
};t 

• };t 
:g .. 

and Black played 93 ... Rb2 (! !). White 
declined the gift, 94 Rei, but Black 
persisted with 94 ... Rb1 and this time 
White captured, 95 Rxb1 Kxe5. 
At this point, there is a comment in 
which the Thai numeral "6" is visible. 
Play continued 96 Rb4 Kd5 97 Kd7 
Ke5 98 Ra4 Kd5 99 Ke7 Ke5 
100 Me6+ Kd5 101 Rf4 Ke6 
102 Ke6 Kb5 103 Kd7 Kb6 104 Rf5 
Kb7 106 Me7 Ka6 and White had a 
mate in two, but there is a further 
comment including the numerals "16" 
and the game appears to have been 
declared drawn. All I can conclude is 
that for some reason the final stage 
was started assuming that six moves 
of the normal 16-move allowance for 
K + R v K had already been played. 

Let's finish with another complete 
game. 1 Nd2 Nd7 2 Ee2 Me7 3 g4 
Ne7 4 h4 b5 5 Eg2 Ef7 6 Mf2 as 
7 Ne2 Kf8 8 Kc1 Kg7 9 Kb2 g5 
10 b4 Eb7 11 Rafl d5 12 f4 Md6 
13 Ef3 gxf4 14 Nxf4 axb4 15 axb4 
Rag8 (most of us would have kept this 
rook on the a-file) 16 e4 Kf8 17 h5 e5 
18 Ne2 Ke8 19 Me3 Nf8 20 Rd1 Ne6 
21 Rbg1 Eb6 22 Nb3 Ee7 23 Md4 
exd4 24 exd4 Me5 25 Ee3 Ed6 
26 Rda1 (at last someone is taking an 
interest in the open file) Ne8 27 Ra6 
Kd7 28 Na5 Ne7 29 Ra7+ Ne7 
30 Ng3 Ee6 31 Nb7 Rb8 32 dxe5 
fxe5 33 Nxd6 Kd6 34 d4 Ne8 
35 Raa1 Nb6 36 Nf5+ Kd7 37 Kb3 

From here, I don't think there was any and 37 ... Ra8 offered a pawn: 
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.. .. 
1& * 1& t e- t 

t t t ~ ft 
ft ft it ft 
~ @l @l 

:g :g 

White accepted, though it gave up the 
file and took his knight out of play. 
38 Rxa8 Rxa8 39 Nxh6 Ne4 40 exd5 
Ra3+ (this penetration is much more 
damaging than White's at move 27) 
41 Ke2 Nxd5 42 Exe4 bxe4 43 Ee4 
Nxb4+ 44 Kd2 exd4 (Black now 
has three pawns against two, and his 
help his attack whereas White's are 
doing nothing) 45 Ng8 Ra2+ 46 Ke1 
d3M 47 Ef3 Ne2+ 48 Kf2 Nd4+ 
49 Kg3 Ee5 50 ReI Me2 51 Eg2 
Ra3+ 52 Kh4 Ef4 53 ReI e3M : 

~ • t 
ft .. e- ft ~ .. ~ 

~ @il 
:g 

White's king is oppressed, his pieces 
are scattered, and Black's new mets 
will add their weight to the attack. 
54 Nf6+ Ke7 55 Ne4 (desperation) 
Mf3 56 Rxc3 Rxe3 57 Nxe3 Mxg2 
58 h6M Kf6 59 Kh5 Mf3 60 g5+ 
Ke5 61 g6M Kf6 62 Nd1 Ne2 
63 Mh7 Ng3+ 64 Kh4 Nf5+ 65 Kh5 : 

~ 
t • ~ 

lA ~ 
e-
.: 

~ 

65 ... Nxh6 66 Nf2 (66 Kxh6 Eg5+ 
67 Kh5 Mg4#) Eg5 67 Mg6 Mg4+ 
68 Nxg4 Nxg4 and White resigned. 
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EXCAVATIONS 

Strozewski's Hexagonal Chess (U.S. 
Patent 4,045,030 of 30 August 1977) 

One of the consequences of working 
on the Encyclopedia was that I had 
to take a second and closer look at 
games which I had previously passed 
over. One such was Strozewski's form 
of Hexagonal Chess. 

The rook (six directions), bishop 
(six directions), and queen (twelve) all 
have a natural move on a hexagon. 
The king, knight, and pawn are more 
problematical. Some inventors have 
restricted the king to a one-step R 
move, others have given it a one-step 
Q move. The knight is normally given 
a one-step R move followed by a one
step B move, but this produces a move 
of length ;/7 units (compare ;/5 units 
for its move on a square board) and 
the result is a little unwieldy. If the 
board is oriented so that "forwards" 
is one of the directions of rook 
movement, the pawn can be given its 
normal one-step R move when not 
capturing, but does it capture with a 
one-step R move at 60 degrees or with 
a one-step B move at 30 degrees, and 
how are we going to treat it when the 
board is oriented the other way and it 
is a bishop and not a rook which 
moves directly forwards? 

Casimir Strozewski had a radical 
solution to this problem. He tilted and 
elongated the hexagons so that the 
directions of rook movement were 
N-S, E-W, and NE-SW, and of bishop 
movement NW-SE, NNE-SSW, and 
ENE-WSW: 

9 

8 

6 

5 

4 

3 

2 

a bed e 9 h 

The king, knight, and pawn can now 

~AriAnt Chess ;6 

be given their ordinary square board 
moves, while rook, bishop, and queen 
retain their hex moves. (The pawn 
move is not specified in the patent, or 
at least not in the possibly defective 
copy in David's files, but "give it the 
normal square-board move" seems a 
natural view to take.) 

Although the game was patented, 
David's files contain no marketing 
information, and it could well be that 
the only beneficiaries of the inventor's 
ingenuity were his patent attorneys. 
In any case, patent rights granted in 
1977 will surely have expired by now. 
I have no idea what the game is like to 
play, but Armchair Artisans will find 
it easy enough to create a board 
(for the individual hexagons, I went 
10 points left and 10 up, 10 right and 
18 up, 18 right and 10 up, and so on 
round) and an ordinary set can be used 
with an extra bishop and pawn. The 
cell colouring should of course extend 
over the whole board. Cells b8/h2 are 
undefended in the array (Fool's Mate 
appears to be I c4, 2 Qb3, 3 Qxb8) 
and I wonder if the KR and KN might 
usefully be interchanged - or would 
this take the KN too far away from the 
action? 

Food for thought. 

MINI-CHECKERS 

To my relief, those who enjoyed last 
time's excursion into checkers seem to 
have outnumbered those who did not, 
so here are a few mini-problems. No 
originality is claimed. 

The first pair of positions are 
orthodox checker endings, and a 
complete 8x8 board is to be assumed 
in each case. Each side has one king 
and one man (the kings are on b8 and 
f6), and Black is to move and win. 
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The second pair of positions explore ' 
the game on a 4x6 board, where the 
men are placed on the first row or the 
first two rows, and the question is 
"Black to play, who wins?" 

A little background theory. We saw 
last time that two kings normally win 
against one on an 8x8 board, and the 
same is true on a 4x6 board (and on 
all larger boards, though they only 
draw on a 4x4). Winning a man is 
therefore normally enough to win the 
game. Additionally, checker players 
talk about "having the move", which 
is a more generalized version of the 
one-against-one initiative that we saw 
in king-against-king endings. Suppose 
that the number of units on each side 
is the same (kings and men not being 
distinguished). Count the total number 
of units on a set of alternate files, 
either a-c-e-g or b-d-f-h, and if the 
result is odd the side due to play 
next "has the move"; if it is even, 
the side which has just played has it. 
"Having the move" is fundamental in 
king-against-king endings (the side 
that has it may be able to win, the 
other side cannot possibly win and 
must seek refuge in a double corner), 
and it is usually an advantage in 
general though the second 8x8 
position is an exception (Black wins 
even though White has "the move"). 
However, a simple one-against-one 
exchange, where the checker which 
has just jumped is immediately taken, 
transfers "the move" to the other side. 

In these 4x6 positions, it is soon 
seen that White starts with "the 
move". In general, therefore, Black 
will seek to make one or perhaps three 
simple exchanges, White will seek to 
avoid exchanges altogether or to make 
two, and this will often be a helpful 
guide as to which of the available 
moves should be tried first. 

With this background, I think the 
4x6 positions can be analysed to 
completion. Answers on pages 38-9. 
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MAILBAG 

Seirawan-Chess (VC 55 page 9). In 
the ending examined last time, after 
3 Ec3+ KaS 4 Ec5+ Rb5 5 Ec4+ Ka6 
6 Ec6+, Noam Elkies points out that 
Black has 6 ... Kb7 : 

Now the fork 7 Ed6+ can be met by 
7 ... Ka8, and 8 Exb4 will be stalemate. 
Similarly, after 3 Ec5+ Ka3 4 Ec4+ 
Black has 4 ... Kb2. No doubt White 
can still win by bringing up his king, 
but the object of the exercise was to 
show that the elephant could force 
"mate or win of the rook" on its own, 
and this no longer appears to be 
possible by the systematic manoeuvre 
originally envisaged. 

Instead, after 1 Ec2+ Ka4, Noam 
suggests 2 Ec5+ Kb4 (if 2 ... Ka3 then 
3 Ec4+ as below) 3 Ee4+ : 

Now 3 ... Ka3 allows the systematic 
mate 4 Ec4+ Ka2 5 Ec2+ Rb2 6 Ec3+ 
Ka1 7 Ea3+ Ra2 8 Ec 1 which should 
have been given last time (the 
stalemate resource is only available 
when the rook is on the fourth rank), 
3 ... Kb5 allows the immediate fork 
4 Ed4+, and 3 ... KaS is met by 4 Ec4+ 
with 4 ... Kb5 5 Ed4+ and 4 ... Ka6 
5 Ec5+. 

Cambodian Chess (VC 55 page 4). 
From Peter Michaelsen: "It could be 

'"VAriAnt Chess ;6 

interesting to know if this variant is 
played in the same areas of Cambodia 
where 'Ouk Chatrang'='Mak Ruk' is 
played, or if it is played in an area 
where the 8x8 variant is unknown or 
uncommon. If further research reveals 
or makes it likely that this 9x9 variant 
is in fact the original Khmer Chess, 
which has later been replaced by the 
8x8 game with rules like Mak Ruk, 
this will certainly have implications 
for the difficult question of the origin 
of chess." 

Yes indeed, though for "difficult" I 
would personally say "impenetrable". 
The tidiest hypothesis is that all our 
modern games are descendants of a 
single ancient protochess of which no 
record remains, but the possibility of 
independent regional discoveries and 
cross-fertilization cannot be excluded. 
Readers will recall Lex Kraaijeveld's 
analysis of shogi variants in VC 32, 
where he fed their various properties 
into a standard phylogenetic analysis 
program as used in scientific research, 
and obtained an implied evolutionary 
tree somewhat at variance with the 
historical record. The conclusion has 
to be that the assumptions made by 
the program (broadly speaking, that 
any particular mutation normally 
occurs once and once only) were 
not justified, and either the same 
development occurred independently 
in separate places, or variants took 
features from each other after 
branching from the main tree. 

As regards the possible spheres of 
influence of the 8x8 and 9x9 games, 
at least two "Cambodian" chess sets 
have appeared on the London auction 
market in recent years, and although 
I did not take particular note of them 
I think both were 32-men sets. They 
were certainly not described in the 
catalogues as being of a different 
number, and had they been I think 
the catalogues would have said so. 
lt could however be argued that the 
high-quality sets which eventually find 
their way into London auctions are not 
typical of what is used where a game 
is actually played. Cheap plastic or 
wooden chess sets as sold by the 
thousand in game and toy shops up 
and down the country, and their 
xiangqi and shogi equivalents, tend to 
be conspicuous by their absence. 
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"Bolyar Chess" and "Abagoren' 
Chess" (VC 55 pages 4-5). Peter 
Michaelsen shares our doubts, and he 
tells me that Alexey Lobashev (a 
name previously unknown to me, but 
presumably of somebody well known 
among specialists in the field) was 
also suspicious when asked about 
these games. More importantly, 
nobody has come up with a verifiable 
pointer to the alleged source material, 
and until somebody does I shall see no 
reason to take the games seriously. 

Switching Chess (VC 55 page 11). 
I had assumed from the wording 
"pieces of identical colour" that a 
player could exchange two of his 
opponent's men, but on reflection this 
is absurd; as Alain Villeneuve points 
out, it would be difficult to give mate. 
Alain tells me he was lucky; he won 
one game on time in a lost position, 
and in another lost position he brought 
off the following swindle (essentials 
only shown) : 

Now the exchange of wP and wR gave 
check, and won the Black rook! 

And two web sites have been drawn 
to our attention. 

George lelliss reports a link 
<www.mi.sanu.ac.yui 

vismathlisis.htm> 
which points to two sites on "Visual 
Mathematics" and Symmetry which 
he finds "fascinating". 

Sue has passed on a message from 
Richard Hutnik, who is in the process 
of forming an association to promote 
abstract strategy games and tells us 
that the site 

<www.abstractgamers.org> 
will be hosting a discussion forum for 
it. I would have thought that this was 
already an overcrowded field, but you 
never know. 
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THE ARMCHAIR ARTISAN 

by Peter Fayers 

Just about every book on Chess Variants - and other games 
- seems to have a section on Making Boards and Pieces. 
The trouble is that they all seem to be written assuming we 
are Master Craftsmen, able to whittle intricate artefacts 
from billiard balls with a blunt penknife, and of no use at 
all to a cack-handed individual like me, who can't even 
draw a straight line. Either the ruler slips, leaving an arc, or 
I notice too late that there is a notch in it, leaving regular 
blips on all the lines across the board. 

(Which reminds me of a story about 19th Century 
Russia. Apparently an argument about the precise route of 
the Trans-Siberia railway was resolved by the tsar drawing 
a straight line between Moscow and Vladivostok, and 
ordering "Build it there". The engineers did precisely as 
ordered - disobeying the tsar was not a good career move. 
There was a notch in the ruler, and to this day the rail 
track, having run arrow-straight for thousands of miles, 
suddenly makes a wide arc around a huge expanse of 
empty tundra for no apparent reason. But I digress.) 

It occurred to me that, in these days of colour printers, 
Powerpoint, digital cameras and Internet clipart, a lot of 
the clever stuff can be done perfectly well by computer, we 
don't have to pick up even a pencil. And so I present 
"Making Boards and Pieces for the Armchair Artisan". 

Firstly, the boards. It's easy with Powerpoint; all the 
straight lines are done for you, you can even draw perfect 
hexagons, and paint the board whatever colour(s) you like 
without dripping paint on the carpet! Better, you can 
pretend your boards are made of cork, wood, parchment or 
a variety of other textures using the "fill effects" feature. 
But why stop there? Want your board to look like the sky? 
The sea? The Mona Lisa? Just take a digital photo, or 
download one from the Internet, insert it as the Slide 
Master and draw your board onto it. 

I found the most difficult part was working out how big 
to make the squares. I measured my largest chess-piece and 
largest draughtsman (and a few other items I might use) 
and worked out that the squares must be a minimum of 
3.5cms wide in the end product. Which on A4 means you 
can do tic-tac-toe and little else, so you're going to have to 
visit your local copy shop and get the sheets enlarged to 
A3. (My local one charges me £2 per sheet for this in 
colour). Sometimes even A3 will not be big enough, so 
you'll need two sheets back-to-back. To get 3.5cm on A3 
you need 2.5cm on the A4 original. (As you're on the 
computer anyway, just go into Excel and divide by 
SQRT(2).) 

The end result needs sticking onto stiff card / hardboard 
/ plywood, whichever you wish (but remember that the 
stronger the backing, the less likely you are to be able to 
cut it neatly without messing it up.) Beginners are 
recommended to stick to card, and also to try it out with the 
A4 originals first. If two sheets are being used for a single 

board the board sheets should be trimmed to the centre' 
line, but do not trim around the outer edges - this is best 
done after sticking them to the backing board. Glue them 
with wallpaper paste, but (very important) apply the paste 
to the board, not the paper. If you paste the paper it will 
stretch and the end result will have either wrinkles or 
bubbles or both. Brush a thin coating on the backing board, 
leave to go tacky, and then place the paper, smoothing it 
down with an old tea-towel. Leave for 24 hours to dry 
thoroughly, pressed between two heavy boards to keep it 
flat. (Not so important if using hardboard, but anything 
thinner will try to curl up as it dries.) 

At this point you can (if you wish) apply a thin coat of 
clear varnish. Some boards look a lot better for it, some a 
lot worse, which is why I recommend experimenting with 
the A4 sheets first - varnish over half of each sheet, leave 
to dry (another 24 hours), and see which side you like the 
look of best. Whatever you do, don't try a second coat. 
(Or if you do, try it on the A4 sheets which you're going to 
throwaway anyway). 

Now all that remains is to cut round the printed section 
to make your board. Whatever the backing material, make 
the first couple of cuts with a craft knife or a scalpel to get 
through the paper, then move on to a Stanley knife or 
similar to get through the main board. (A bigger knife, 
when it starts to get blunt, can drag and pull up the paper as 
it goes past, and that's another £2 down the drain). And 
that should leave you with a reasonable-looking game 
board. For some examples, see the front page. 

Now for the pieces. I did at one time try making some 
three-dimensional pieces by buying two identical sets of 
chessmen and then doing a bit of hacking and gluing, and 
managed reasonable examples of rook-plus-knight and 
biShop-plus-knight. However, this was as far as I got; every 
other attempt to mix-and-match to make something new 
ended up in the dustbin. So unless you want to limit your 
games to those play able with Empress and Princess, 
I should stick to two dimensions, and let the computer do 
the artwork for you. Straight-edged pieces (eg Shogi) can 
be made in the same way as the boards: pasting two sets 
back-to-back before cutting out the pieces gives a better 
result than trying to paste the reverse side of each piece 
individually. For other games, sheets of circular labels / 
stickers are readily available, and I found that checkers are 
the best material for the actual pieces; sticking a 19mm 
diameter label onto a 3cm-wide checker leaves enough 
edge to determine which pieces are on which side, so you 
have free rein in what you print onto the labels themselves. 

I started trying to make the Jungle Game, and soon 
downloaded an impressive selection of wildlife 
photographs from the Internet. But then found it didn't 
really work - however majestic a lion, it loses a lot of its 
grandeur when reduced into a 19mm circle. So I had a re
think, and a brainwave. My Jungle now features Dumbo 
the elephant, Lenny the Lion, Tigger (from Winnie-the
Pooh), Deputy Dawg, a fairy-tale Big Bad Wolf, and of 
course Tom and Jerry as the cat and the mouse. 
(My understanding is that I am within my rights to 
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download these for personal use, but would be infringing 
copyright were I to try to market the end result.) 
Aficionados of the game will notice the leopard is missing; 
that's because I couldn't find one, or anything remotely 
like one, in cartoon form. So in my jungle, instead of 
leopards, there are panthers. Pink ones. This has the spin
off benefit that all the animals start with a different letter, 
making it easier to record game scores. (And I still don't 
understand why the dog is more powerful than the wolf). 

So, having decided on what to put on your playing 
pieces, there are only two remaining problems: how to 
print the picture centrally in the sticker, and how to fix the 
sticker centrally in the checker. 

To print the stickers, you need to create a template in 
Powerpoint - a rectangle containing 30 circles (or however 
many stickers there are on a sheet) of exactly the same size 
and layout as the original. I started using trial-and-error, 
but found myself making more and more trials. And errors 
- I couldn't get it right. In desperation, I photographed the 
sheet of stickers, downloaded the picture onto my PC and 
imported it into the presentation. It was than relatively easy 
to scale it to the right size, and draw the outline and circles 
in the right proportions. (I have since bought a flatbed 
scanner, which makes it easier still.) 

Now group the circles, and add your clipart. By 
selecting the circles and moving to front, you will find it 
easy to get the pictures the right size and centred correctly. 
First print the page out on A4 paper, then position the label 
sheet over the printed image and glue it down with a stick 
glue or similar. Now you're ready for the real thing. 
Temporarily delete the photograph and circles, and print 
the clipart images onto the same A4 sheet. You should find 
your pictures perfectly sized and centred in the stickers. 
(Actually you probably won't until the second or third 
attempt, but it's fairly simple to fine-tune the operation.) 

Now just peel the labels off the backing and stick them 
onto the checkers. Easier said than done, I am afraid -
I found it very difficult to get the position exactly central, 
and the slightest deviation is very obvious. Then I had 
another brain wave, inspired by my CD labelling kit: 
Don't fix the label to the disk, fix the disk to the label. 
So I invented Peter's Patent Piece Positioner : 

To make this, hold a checker down firmly on a piece of 
scrap wood and get someone you trust to tap in three small 
nails round it, so the checker fits snugly and slides up and 

down easily. Draw round the outside of the checker. Next 
get a coin the same size - or a shade larger - than the 
stickers. For 19mm stickers the UK penny is ideal. Position 
this dead-centre of the circle and hold with a dab of 
superglue. Your PPPP is now ready for use. 

Peel a label off the backing (actually, try to peel the 
backing off the label - it is less likely to curl up) and place 
it face down on the coin. This is tricky - it doesn't want to 
let go. I found it easiest to push it into place using a craft 
knife and a needle, but it is still very fiddly. (But not half 
as fiddly as sawing the head off a rook, filing a knight's 
ears off, and gluing one to the other). Having the coin 
raised up helps (my Mark I version had a second circle 
drawn on the wood) as the label can be edged into place 
from underneath, making it less likely to stick to the 
needle. 

Once it is in place, slide a checker down between the 
nails until it rests on the label, then lift it and press it down 
with your thumb. Again, you may have to discard two or 
three initial attempts until you get used to it. Once the label 
is stuck to the checker, it is difficult to get off - I had to 
resort to soaking earlier attempts in hot water, scraping the 
label off, then cleaning the residual glue off with white 
spirit. 

And that's all there is to it. I very quickly realised that 
two-dimensional pieces give the possibility of hidden 
forces, and so I could at last try John's Walnut Chess, 
which hitherto has eluded me as (i) my fingers are too thick 
and clumsy to fiddle around with broken matches, and 
(ii) I am incapable of cracking a walnut without the shell 
shattering into at least a dozen pieces. 

I created two different armies, the White forces from 
comic cartoons and the Black ones from more serious 
military clipart. Plenty of spares showing one, two and 
three infantrymen allow these to be combined or separated, 
and it is played on a hexagonal chess board which I had 
prepared earlier. 

If any member wants to try this, copies of all my 
Powerpoint files (lots of different boards and examples of 
printing pieces onto labels) are available free-of-charge. 
Just send me an email, and I shall reply with attachments. 

The idea of using two-dimensional men for" hidden force" 
games has an obvious appeal, and a double set would 
allow the Cleaton-Solomon "Liar Chess" (BCY 2 pages 
38-9) to be played far more conveniently than in its 
original realisation. Men constructed on the same 
principle might also be used to see if the "Knighted 
Chess" version of "Chess in Disguise" (ECY 2 page 189) 
is in fact a playable game. 

And there is another way of producing robust practical 
boards from paper sheets: my local copy shop will 
laminate paper to at least A3 size. The result is perhaps a 
little slippery for use with wooden men and I would be 
inclined to felt them, but the cost is no more than that of 
doing the original copying. It might be added that Peter's 
coloured originals are very attractive; our monochrome 
front page does not do anything like justice. - JDB 
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LATIN CUBE MAGIC TOURS 

Last time, I reported a remarkable 4x4x4 magic knight's 
tour which Guenter Stertenbrink had discovered in 2003. 
It was so elegant that I assumed he had constructed it by 
hand. No, he has since told me, the computer found it. 

Its search was based on the method of "Latin squares", 
which is an arrangement of n letters in an n x n square such 
that none appears twice in any row or column. In a 3 x 3 
square, there are two ways of doing this (Figures 1 and 2) : 

A B C 
CAB 
B C A 

Fig 1 

a b c 
b c a 
cab 

Fig 2 

A+a B+b C+c 
C+b A+c B+a 
B+c C+a A+b 

Fig 3 

492 
3 5 7 
816 

Fig 4 

If we add these, as in Figure 3, we get a square in which 
each possible combination appears once and once only. 
So to get a square (not a knight's tour) which is row and 
column magic, all we need do is give ABC the values 0,3,6 
in some order, and abe the values 1,2,3. The property of 
being diagonally magic has to be arranged separately, 
but it is soon seen that we need only set A to 3 and e to 2. 
The ancient Chinese square we saw last time (Figure 4) 
is obtained by setting ABC to 3,6,0 and abe to 1,3,2. 

A B C D 

C DAB 
D C B A 

BAD C 

Fig 5 

a c d b 
b d c a 
cab d 
d b a c 

Fig 6 

07 12 01 14 
02 13 08 11 
16 03 10 05 
09 06 15 04 

Fig 7 

The 11th-century Arabic 4 x 4 square which we saw last 
time is soon seen to have been similarly constructed. 
Figures 5 and 6 show two Latin squares, and we can obtain 
a square which is row and column magic by combining 
them and giving ABCD the values 0,4,8,12 in some order 
and abed the values 1,2,3,4. Furthermore, if we look at the 
pairs of antipodean cells (cells two rows and two columns 
apart), we see that in Figure 5 they are always AB or CD, 
and in Figure 6 ab or cd. So to obtain a square in which 
any pair of antipodean cells adds to 17, and hence which is 
not merely diagonally but pandiagonally magic, we merely 
need to set ABCD so that A + B = 12 and abed so that 
a + b = 5. The Arabic square (Figure 7) is obtained by 
setting ABCD to 4,8,0,12 and abed to 3,2,4,1. 

Guenter's computer search extended this technique to 
three dimensions. He enumerated all closed-loop knight's 
tours which could be constructed by combining three 
4x4x4 Latin cubes, and found a total of 784. These were 
automatically magic along rows, columns, and "lines 
through". However, a tour can be oriented in 48 different 
ways, so these 784 tours in fact represent only 16 truly 
different tours each repeated 48 times. Furthermore, if a 
closed-loop tour from 000 (quaternary) round to 333 is a 
Latin cube tour, so will be the tours starting from 100,200, 
and 300, and so will be the tours starting backwards from 
333, 233, 133, and 033. Figure 8 shows last time's tour 

323 212 001 130 
000 131 322 213 
211 320 133 002 
132 003 210 321 

000 231 112 323 
313 122 001 230 
232 003 320 111 
121 310 233 002 

032 103 310 221 
311 220 033 102 
100 031 222 313 
223 312 101 030 

221 010 333 102 
132 303 220 011 
013 222 101 330 
300 131 012 223 

201 330 123 012 
122 013 200 331 
333 202 011 120 
010 121 332 203 

312 123 200 031 
201 030 113 322 
120 311 032 203 
033 202 321 110 

110 021 232 303 
233 302 111 020 
022 113 300 231 
301 230 023 112 

133 302 021 210 
020 211 332 103 
301 130 213 022 
212 023 100 331 

Fig 8 Fig 9 

reoriented to start near the top left corner, with the possible 
starting points underlined. So even the 16 tours are derived 
from a mere two basic tours. Figure 9 shows the other. 

Let us now revert to decimal, and count from 1 to 64. 
If a closed-loop tour has the "antipodean" property noted 
last time (cells two rows, columns, and levels apart add to 
64 if odd, to 66 if even), it will retain this property if we 
start forwards from 33, or if we start backwards from 64 or 
32. So each orientation of an "antipodean" tour has four 
starting points which give this property. Figure 10 shows 
Figure 8 in decimal, with these four starting points in bold. 

The tour of Figure 9 lacks the "antipodean" property, 
but Awani Kumar has found Figures 11 and 12 which do 
have this property (and so are pandiagonally magic in three 
dimensions). These are not Latin cube tours, but have other 
properties which readers may enjoy working out; answers 
(or at least some of them) on page 38. He reported them in 
<http://magictour.freeJr/4x4x4.txt>, and others may await 
discovery; yet more gems the computer is finding for us. 

60 39 02 29 
01 30 59 40 
38 57 32 03 
31 04 37 58 

15 20 53 42 
54 41 16 19 
17 14 43 56 
44 55 18 13 

34 61 28 07 
27 08 33 62 
64 35 06 25 
05 26 63 36 

21 10 47 52 
48 51 22 09 
11 24 49 46 
50 45 12 23 

Fig 10 

19 16 61 34 
62 33 20 15 
47 52 01 30 
02 29 48 51 

42 53 08 27 
07 28 41 54 
22 09 60 39 
59 40 21 10 

63 36 17 14 
18 13 64 35 
03 32 45 50 
46 49 04 31 

06 25 44 55 
43 56 05 26 
58 37 24 11 
23 12 57 38 

Fig 11 

17 36 63 14 
64 13 18 35 
45 32 03 50 
04 49 46 31 

44 25 06 55 
05 56 43 26 
24 37 58 11 
57 12 23 38 

61 16 19 34 
20 33 62 15 
01 52 47 30 
48 29 02 51 

08 53 42 27 
41 28 07 54 
60 09 22 39 
21 40 59 10 

Fig 12 
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LOSING CHESS: 
A CLAIM Too BOLD 

Giveaway Chess : A Complete 
Analysis by Michael Muff (122 pp, 
privately printed, circa 1993-94) 

In the entry for Losing Chess in 
ECV 2, I wrote that the production of 
a full-length book covering all aspects 
of the game was long overdue. When 
recently going through some boxes of 
stored material, I came across a book 
once sent to me by Ken Whyld which 
had claimed to be just that. However, 
its claims were generally regarded as 
unbelievable, and it has had little or 
no impact. I therefore thought it might 
be worth a re-examination in the light 
of the definitive computer analyses 
now available. The book is undated, 
but internal evidence suggests that it 
was written around 1993-94. 

The book is in two parts, "Theory" 
amd "Analysis". "Theory" starts with 
one-against-one piece endings, and 
is essentially complete and correct 
apart from the omission of the "move 
away and allow a sacrifice" losses 
typified by Ral to move against Bh8. 
However, the result in each such 
case quickly becomes obvious, and 
it could fairly be argued that the 
omissions are not serious. 

The treatment of mUltiple-piece 
endings is soon seen to be less happy. 
The first example comes down to a 
win with Ra4 + Nc6 to play against 
Kh2, and although this in itself 
is correctly analysed the quite 
unwarranted conclusion is drawn that 
'a rook and knight can work in tandem 
to force final capture against a king'. 
In fact the win can be forced only 
when the king is already on or near 
the edge, and I think expert players 
were aware of this even in pre
computer times. Not encouraging. 

The "Analysis" section examines 
each White opening move in turn, and 
makes the remarkable claim that every 
opening move apart from 1 b3 loses 
for White. If this had been provable 
by human analysis, it would surely 
have been verified by the computer, 
so let us see on what sort of argument 
the verdict is based. 
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The natural move to look at first is 
the popular 

1 e3. 
'I had formerly believed this to lead 
to a win for white, with 2 ... c6 being 
black's best try. NM Bill Harrison, 
however, found the surprising 2 ... Bb7! 
which utilizes the "force feed" 
technique to refute white's first 
move.' ("NM" appears to be an 
honorific title of some sort, and 
"force feed" is a procedure expounded 
earlier in the book.) He describes 

1 bS 
in reply as 'The only move. Black's 
position would quickly crumble if 
white's bishop is allowed to reach a6.' 
He gives four illustrative examples. 

1 ... Na6 2 Bxa6 bxa6 3 Qe2 'with 
the unstoppable threat of 4 Qa6 
followed by 5 Kfl. (Black's queen 
bishop becomes a pac-man.)' 1 ... Na6 
was indeed reported as losing in 
VC 41, though there is no forced win 
within my own computer's horizon. 
"Pac-man" was a famous gobbler in 
early computer video games. 

1 ... Nc6 2 Ba6 bxa6 3 d4! (his 
exclamation marks throughout) Nxd4 
4 Qxd4 g6 '(5 Qxg7 must be 
prevented), (which is not necessarily 
true, since 4 ... Rb8 gives Black an 
alternative capture, and in any case 
... g5 and ... f6 offered other means of 
prevention) 5 Qxa7 Rxa7 6 Na3 a5 
'(Or else white plays 7 Nb5 ab 8 c4 bc 
9 b3 Rxa2 10 Rxa2 cb II Ra6 Bxa6 
12 KfI)'. The threatened win after 
7 Nb5 is sound enough, as is the 
winning play given after 6 ... aS, but 
6 ... c6 gives Black an alternative 
capture after 7 Nb5 and now there is 
no win within my computer's horizon. 
To the best of my knowledge, the 
status of I...Nc6 remains unknown. 

l...e6 2 Ba6 bxa6 (2 ... Nxa6 is 
correctly diagnosed as losing) 3 a3! 
Bxa3 4 Nxa3 a5 5 b4 axb4 6 Qh5 
bxa3 7 Qxh7 Rxh7 and now given is 
'8 Rxa7' which would indeed win 
for White if it were playable, but 
unfortunately there is a pawn in the 
way at a3. 

l...a6 2 Bxa6 bxa6 '(If 2 ... Nxa6 
3 b4 Nxb4 4 Qf3 Nxa2 5 Qxb7 wins. 
Or 2 ... Rxa6 3 Qf3 Rxa2 4 Qxb7 Rxa I 
5 Qxc7 Qxc7 6 h3 Qxc2 7 d3 etc.)' 
3 Na3 a5 4 b4 axb4 5 Qg4 Rxa3 
6 Bxa3 bxa3 7 Qxg7 'wins'. The final 
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verdict is correct and 1.. .a6 was' 
reported in VC 41 as a losing move, 
but after 5 ... bxa3 and earlier 3 ... c6 for 
Black there is no win within my 
computer's horizon; after 2 ... Nxa6, 
4 c4 is crisper (after 4 Qf3, 4 ... Nxc2 
again allows no win within my 
computer's horizon). 

All these are sidelines. Given as the 
main line is 

2 
3 
4 
5 

BxbS 
Bxd7 
Bxe8 
Kxd2 

with various notes: 

Bb7! 
Bxg2 
Qxd2 

- that 5 Nxd2 loses after 5 ... Bxhl 
6 Bxf7 'Bxe4' 7 Bxg8 Rxg8, which 
indeed it does, but my computer 
prefers 7 N xe4 and now there is no 
forced win within its horizon; 

- that 5 Qxd2 loses after 5 ... Bxhl 
6 Bxf7 Bf3, which again it does; 

- that 5 Kxd2 is better than 5 Bxd2 
because it "unprotects" f2 ('a possible 
point of attack by one of black's 
rooks') and saves the need for White 
to be on guard for the move ... as after 
Black's rook has moved. 

However, there is no mention of a 
fifth capture, 5 Bxf7, which eventually 
leads to a White win and is part of 
the computer analysis that has proved 
2 ... Bb7 to be in fact a losing move. 

Do I need to go on? I don't think so. 
It is easy to criticize earlier work in 
the light of computer analysis, but the 
move 2 ... Bb7 is in fact ancient and the 
line had long been thought doubtful 
(see Fabrice Liardet's comments on 
the classic Dawson-Kliiver game as 
recorded in VC 35). Losing Chess is 
not only a difficult game to analyse 
but an extremely unforgiving one, in 
that a single error can totally change 
the verdict on a move, and what we 
seem to have here is the work of 
someone who proceeded in isolation, 
without knowledge of what had 
already been done and with no expert 
colleague able to subject his analyses 
to competent independent scrutiny. 
In its circumstances I am sure it was 
a very creditable piece of work and 
I am certainly not going to claim that 
I could have done better, but as a 
supposedly definitive treatment of the 
subject I am afraid it won't do. 
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PROOF GAMES 
by Peter Fayers 

New member Alain Brobecker 
comments that the third Pawn-Animal
Human problem in the last issue does 
not lead to a unique game score. 
(PAH problems: you are told which 
type of unit moves on each turn, 
Pawn, Animal (R or N) or Human (K, 
Q or B), and also of any captures, 
promotions and checks. You have to 
deduce the final set-up on the board.) 
The problem read 1 A A; 2 A A; 
3 AxP A; 4 AxA A; 5 AxA A; 
6 AxA A; 7 AxA. The solution given 
was 1 Nc3 Nf6; 2 Nd5 Rg8; 3 Nxe7 
Nd5; 4 Nxg8 Ne7; 5 Nxe7 Nc6; 
6 Nxc6 Rb8; 7 Rxb8. Alain points 
out that the Ng8 can go via h6-f5-e7 
as well. So it's just a normal 
P AH problem, not a "proof game" 
one. 

Since then a computer testing 
program has been written, which has 
had two effects, (l) it has found cooks 
in all but two of the HAP problems 
that had been composed up until then, 
and (2) it opened the flood gates for 
other composers to try their hand. The 
latest list can be found on Alain' s 
website 

<//abrobecker.free.fr/chess/hap.htm> 

but as a taster here is one of his 
problems (one of the two that passed 
the first computer test) : 

50 - Alain Brobecker, Website 

Pawn 
2 PawnxPawn 
3 AnimalxAnimal 
4 Pawn 
5 PawnxPawn 
6 Pawn=Animal 
7 AnimalxAnimal 

Pawn 
Animal 
HumanxAnimal 
HumanxPawn 
HumanxHuman 
Human 
Human 

8 AnimalxHuman+ Human 
9 AnimalxHuman checkmate 

Game score? 

Alain also provides a "real" Varaint 
Proof Game, the first I have seen 
using the original Marseillais chess 
(unbalanced - White plays a double
move on his first turn as well), and has 

also drawn my attention to 52. Here 
White has to lose a tempo in part (a), 
while Black is forced to go the long 
way round in part (b). 

51 - Alain Brobecker, Original 

After White's 4th. Game score? 
MarseiIlais Chess 

52 - Richard Stanley 
MIT Website, 200l 

(a) After Black's 5th, Orthodox 
(b) After Series 4, Progressive 

Game scores? 

Following on from my "Perils of 
Invention" article last time, earlier this 
year I encountered another example of 
incomplete definition when An-Nan 
chess was the subject of a composing 
tourney. The definition given was 
pretty much the same as in ECV : 

A man moves and captures in 
the manner of a friendly man 
stationed on the square behind it. 

There are many imprecisions in this 
rule; here is a demonstration of one. 
The solving program Popeye couldn't 
find a solution; its logic is less 
devious than mine, obviously. (A 
broad hint, that - look for something a 
bit dubious). Do you think it's sound? 
(As an aside, other publications now 
refer to this variant as Southern Chess: 
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apparently An-Nan has an offensive' 
meaning in some parts of the world. 
Not wishing to give offence, I shall 
follow their example.) 

53 - PF, Original 

After Black's 5th. Game Score? 
Southern Chess 

After the introduction of Othello proof 
games in VC54, and the article on 
Checkers last time, I suppose the next 
idea was fairly predictable. The 
trouble is, it is very difficult to get 
multiple captures on each side sound, 
and free-for-all problems with no real 
theme are pretty uninteresting. So I 
tried to adapt some well-known chess 
PG themes. 54 is a Frolkin theme; 
a unit has promoted and the promoted 
piece has subsequently been captured. 
(Normally you would have to discover 
that for yourselves while solving, but 
it is so obvious from the diagram that 
this is what has happened I don't feel 
I've spoiled it for you too much.) 

54 - PF, Original 

After Black's 7th. 
Game score? 

A Pronkin theme (a promoted unit is 
in it apparent game-array square) is 
more difficult to disguise, as it is 
normally obvious from the diagram 
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which are the Kings. So I have used a 
little subterfuge in the next one, and 
only shown a single checker. (My 
excuse is simple - there are only 12 
White checkers in the box, and all 12 
units are in play, so I didn't have a 
spare one to "crown" the promotion). 
Again, I'm not really giving anything 
away - it is obvious that there has 
been a White promotion. 

ss - PF, Original 

After White's 7th. 
Identify which checker is a King. 

Game score? 

After composing these I thought what 
next? Backgammon? Shogi? - But 
Alain pre-empted me on his website 
with a proof game in (believe it or 
not) Noughts and Crosses (Tic-tac
toe). Despite its apparent simplicity, 
the logic required for the solution isn't 
easy to find. You are told that this is a 
mistake-free game between experts -
what was the game score? 

S6 - Alain Brobecker 
Website, 2007 

x 

x 0 

o 

(Hint: In an error-free game the 
situation can never arise where one 
player can force a win. In the diagram, 
X to play could win with 3 Xa3. 
This is impossible in an expert game, 
so it must be 0 to play, hence 0 
played first. Take it from there.) 

Whatever next, I wonder - Stone
Paper-Scissors? 

Solutions on page 38. 
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CASTLES IN THE AIR 
I've not had any formal text from Jed, 
but a recent letter starting with his 
inimitable "Morning" contains notes 
of an Alice Chess tournament which 
has started between Paul Yearout, 
Michael Ferris, and Jacques Maes. 
Clearly e-mail hasn't quite taken over. 

ISOLATETJ PAWNS 
David Pritchard's files. After I had 
finished work on the Encyclopedia, 
I asked Elaine and Wanda what I 
should db with David's files, and we 
agreed that I should keep them for a 
year so that I could field queries, and 
then pass them to the Musee Suisse du 
Jeu (which has Ken Whyld's library 
and offers an excellent reading room) 
so that they would available to future 
researchers. I have now furnished 
them with some explanatory sheets 
which should help future readers to 
find their way around, and transfer to 
the Musee will be arranged in due 
course. 

I should perhaps stress that these 
are merely David's "games" files, and 
I do not think they contain anything 
sensitive. I do not have his private 
correspondence files. 

In David's files was a Progressive 
Chess game Leoncini-Dipilato from 
the 1981 Italian Championship final 
which had clearly taken his fancy. 
Exclamation marks are his. 1 e4 2 eS 
f6 3 Bc4 Bb3 f3 4 as Bb4 Ke7 Nh6 
S a3 axb4 RxaS RxaS Kf2 6 bS Bb7 
BxaS NfS Ne3 Nxdl+ 7 Ke2(!) h4 hS 
h6 hxg7 gxhSQ QxdS+ S KxdS Ke7 
Bxe4 Bxc2 Bxb3 dS Nf2 Nxhl 9 d4 
Bf4 BxeS Bxc7 BxbS Nh3 KO Nf2 
Nxhl : 
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10 Bc2 Bxbl Be4 Bxf3 Ke6 KfS Ke4 
Kxd4 Ke4 Bxb2+ 11 Kxg2!! BeS 
Bxf6 BgS Bd2 b3 Kg3!! ......... Nf2+ 
and wins, with a note that if White had 
not played Kg3, Black would draw by 
the "stupendous manoeuvre" 12 d4 d3 
Kf5 Kg5 Kh4 h5 stalemate! 

Danse macabre. Black's curious 
behaviour at the end of one of the 
R + 2M v R Makruk endings which 
are quoted in "In the Library" 
reminded me of an orthochess game 
between two then state-of-the-art 
computers which caused great 
amusement when it went the rounds 
in 2001. They reached this position: 

and White played 70 Rc6+! The 
reason? It had access to a complete 
table of results for R + P v R, and 
could see that if Black took the rook it 
could reel off the win without further 
analysis. But Black had access to the 
same table, and declined the sacrifice 
by 70 ... KbS! The dance continued 
71 RcS+!! Kb4!! 72 RbS+!!! Kc4!!! 
73 Rd4+!!!! Kc3!!!! 74 RcS+!!!!! 
Kxd4 (now Black could calculate that 
nothing else would hold out longer), 
after which they produced 35 moves 
of impeccable endgame play and 
White mated on move 109. 

And a correspondent who should 
perhaps remain nameless has 
suggested Handbag Pieces, which he 
describes as "A variation on Pocket 
Pieces for women players. These 
pieces have a fluorescent coating, so 
they glow in the dark, making them 
easier to find at the bottom of 
handbags. So when a Handbag Piece 
is deployed, the player doesn't waste 
so much time on the clock rummaging 
around for it. Otherwise rules as for 
Pocket Pieces." 

Guess whose dinner is in the dog. 
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VANISHING POINTS 
Last winter, George lelliss alerted me 
to a newspaper report of the so-called 
Anglo-Russian Ice Chess Challenge. 
'It's just chess played with pieces 
made of ice, so I'm not sure that it 
counts as a chess variant. It suggests 
ideas for possible variants though. 
For example: the larger pieces reduce 
to pawns when moved a certain 
number of times, due to melting 
making their design indistinguishable. 
Another idea is "chess on (thin) ice": 
where a move across or into and 
out of a cell weakens it, and any 
subsequent move through it leaves a 
void (hole in the ice).' 

The latter suggestion has caused me 
to look again at Loch Ness Chess, 
which I used in 1989 as a medium for 
some joke problems. Loch Ness is one 
of the lochs in the Great Glen, which 
divides the Highlands of Scotland in a 
virtually straight line from south-west 
to north-east (it was apparently the 
observation that certain prominent 
strata on one side of the glen did not 
continue directly across it, but did so 
with a shift of a hundred kilometres or 
so, that first alerted geologists to the 
idea that the Earth's surface might 
have moved over the years), and as 
every Briton knows from childhood 
and every incoming tourist very soon 
learns, it is home to the fabulous Loch 
Ness Monster. This famous survivor 
from prehistoric times lurks in the 
fathomless depths of the loch, and has 
two properties: (a) everyone knows it 
exists; (b) nobody has actually seen it 
(I am ignoring the faked photographs 
which are occasionally palmed off 
on newspapers by students and other 
irreverent persons). This suggested 
the following chessic interpretation: 
(a) the long black diagonal represents 
the dark and mysterious loch; (b) as 
long as a man on the loch is observed 
by another man, nothing happens; 
(c) as soon as it is no longer observed, 
the monster appears and swallows it. 
As originally conceived for problems, 
the loch went all the way from a 1 to 
h8, but this creates difficulties for play 
(the dark-square rooks would vanish 
at the start of the game) and it is better 
to let it go only from b2 to g7 : 

. ~AriADt Chess ,6 

Monsters are of course voracious, 
and swallow as much as possible at a 
time. Consider the position below: 

A pawn "observes" the squares it 
attacks, so White may think that he 
can give mate by Rg7. However, this 
leaves the pawn on b2 no longer under 
observation, so the monster appears 
and swallows it; now c3 is no longer 
under observation, so that goes as 
well; and so on all the way up to g7. 

Is this a playable game? Probably, 
though the normal initial array appears 
to give White a marked advantage. 
White can play 1 e4, and Black cannot 
reply 1 ... e5 since this will give his 
pawn to the monster. 0-0 by White 
takes his king to safe ground, 0-0 by 
Black takes him dangerously close to 
the loch. Black cannot easily develop 
his dark bishop (if he simply plays 
... e6 and ... Be7, the monster will 
swallow the pawn on g7, and if he 
plays ... g6 and ... Bg7 it will swallow 
the bishop), whereas White can play 
d2-d4, c2-c4, NB to take over 
observation of d4, Qc2 to watch b2, 
and his bishop will be free to move. 
So a new array seems desirable, and 
perhaps the best idea is to put the 
kings near to the loch on al and h8 or 
maybe b I and g8 - forcing the enemy 
king into the loch is surely a tactic to 
be encouraged - and to let the players 
arrange their remaining pieces as they 
wish. 
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Here are some puzzles for those who ' 
don't have frivolously minded friends 
willing to experiment. In each case, 
the task is to find the solution both in 
ordinary and in Loch Ness chess. 

White to play and win 

Is this mate? 

White to play and win 

What was the last move? 

Answers on page 38. 



February 2008 

THE END Is NIGH! 
by Paul Byway 

Solutions to competition 31 

#191 S Be4 Bd3 Kd7 Ke6 KfS Kf4 
ReS Re2 mate. (In the original the 
king started on d7. Two Italian 
mates!) #192 7 Ne2 Nf4 Ne6 Ke2 
Rcl RcS RdS mate. #193 S Kb6 Be4 
Bc2 NdS eS exd4 d3 Bb4 mate. #194 
9 Kd2 Kc3 Kb4 KaS Ka6 Kxa7 KaS 
Nc3 BbS Italian mate. #195 7 NbS 
Nh3 Nf4 Bh3 Rcl RcS NxdS mate. 
#196 S Ng4 Nxh2 ReS Kxd7 RabS 
RbS RxdS RexeS Italian mate. #197 
1 Cb 10+ Hbc 10 2 Pxg 10 Pa6 3 Ph 10 
PaS 4 Cb3 HdS S Cg3 He6 6 Ce3 PbS 
7 Pg 1 0 PcS S Kfl and wins next 
move. (The Black man on h5 was a 
rogue. Sorry. - JDB) #198 1 Pe6 
KelO 2 Ce3+ KflO 3 Pf6 KelO 4 Kdl 
Pe2 S CeS Ke9 6 CgS Ke 1 0 7 Pf7 Pg6 
S Pg7 wins the pawn and then the 
game. 

Although #191, #194, and #196 
were played under "Italian" rules 
(giving check before the end of a 
series is illegal), there would in each 
case have been a mate next turn had 
play continued under traditional rules. 

The current scores:- FG 140, IR 117, 
JB 47, RC 4S, PW 3S, CL 24, RT 19. 

Competition 32 is alongside. 

In the game below, from the recent 
10th World Championship of Chinese 
Chess, I rejected the straightforward 
... HxC in favour of ... PgS setting a 
trap; what must Red avoid here? 

10 9 k 9 e 
9 
8 e : h 
7 P P 
6 r h p c P 
5 E E .t! B 
4 ~ E f 
3 tl E 
2 

EGKG 

Black to play move 17 

Answer on page 3S. 

#199 Figura - Benedetto (1992) 

White wins (series 9) 

#200 Gatto - Sarale ( 1991 ) 

White wins (series 9) 

#201 Wojnar - LantiIlo (1992) 

Black wins (series S) 

#202 Sarale - Rallo (1992) 

Black wins (series S) 
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#203 Forzoni - Benedetto (1993) 

Black wins (series 10) 

#204 Stefanelli - Wolff (1991) 

Black wins (series S) 

#205 Cannon + Pawn #IS 

10 k 9 
9 
8 9 
7 f 
6 
5 
4 P 
3 
2 :K 
1 ~ 

XiangQi : Red to play and win 

10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

#206 Cannon + Pawn #17 

p 

: 9 
k : 

f 

XiangQi : Red to play and win 
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SOLUTIONS 

Proof games (pages 34-3S). 50 1 a4 
bS 2 axbS Na6 3 Rxa6 Bxa6 4 b6 
Bxe2 S bxc7 Bxfl 6 c8R Ba6 7 Rxa8 
Qb8 8 Rxb8+ Bc8 9 Rxc8# : 

51 1 a4/Ra3 eS/Qh4 2 Rf3/b3 Ba3/ 
Qxf2+ 3 Rxf2lRxf7 Nf6IRf8 4 Bxa3/ 
Rxf8#. 
52 a) 1 h3 d6 2 Rh2! Bxh3 3 Rxh3 
Kd7 4 Rb3 Kc6 S Rb6+ KcS; b) 1 h3 
2 d6 Bxh3 3 Rxh3 Rb3 Rb6 4 Kd7 
Ke6 KdS KcS. 
53 1 Pd2-h6 Pd7-d3 2 Qxd3 e6 
3 Qxh7 Be7 4 Q(P)xNg8=N! Bf6 
S Nxf6 Qxf6. 
54 1 f6-eS e3-d4 2 g7-f6 f2-e3 
3 h8-g7 gl-f2 4 f6-gS d4 '\f6l\h8 
S f8-g7 h81\f61\h4 6 h6-gS h41\f6 
7 e7l\gS. 
55 The king is at e3. I b6-cS c3-b4 
2 a7-b6 d2-c3 3 cS-d4 e31\cSI\a7 
4 c7-b6 el-d2 S b8-c7 a7-b8 6 d6-eS 
b81\d61\f4 7 b6-aS f4-e3. 
56 1 Oc2 Xa2 2 Oc I Xc3. As we 
have seen, 0 must have played first. 
Not 1 Oel, since X would have played 
in the centre to prevent a forced win. 
X's last move couldn't have been 
2 ... Xa2, as with Oc 1I0c2IXc3 he 
would have played 2 .. .xa3 forcing a 
win (3 Ob3 Xal). 

"Antipodean" tours (page 32). Let's 
assume the four planes in each figure 
to be placed one in front of the other. 

In Figure 10, 33-48 are 16-1 
reflected front to back, and 49-64 are 
32-17 reflected similarly. 

In both Figures 11 and 12, 17-24 
are 8-1 reflected front to back, 2S-32 
and 16-9 are similarly related, so are 
49-S6 and 40-33, and so are S7-64 
and 48-41. Additionally, in Figure 11, 
33-64 are 1-32 rotated through 180 
degrees. 

Loch Ness Chess (page 36). First 
problem. In ordinary chess, 1 Bh6 
with mate on g7. This doesn't work in 
Loch Ness chess because the queen is 
left unobserved, but now there is no 
need to guard g7; White can play 
1 Qg7 mate at once. The queen is safe 
from the monster since she is 
observed by the Black king, but if 
Black takes the queen he will be 
unobserved and the monster will 
swallow him. 

Second problem. In ordinary chess, 
obviously yes. In Loch Ness chess, 
perhaps not, on the grounds that after 
Black's KxQ White's recapture KxK 
will allow his own king to be eaten by 
the monster and this is surely only a 
draw? But White needn't recapture, 
he can withdraw his king by say KgS 
and let the monster do his work for 
him. So again the answer is yes. 

Third problem. In ordinary chess, 
1 Kf6 with 1 ... Kh7 2 Kf7 to follow. 
In Loch Ness chess, 1 Ke6 (to stop 
1 ... Kf7) and the same. Not however 
I KgS intending to play Kh6 at the 
right moment and win as in ordinary 
chess, because 1 ... Kf7 will threaten 
2 ... Ke7 withdrawing observation of 
the pawn. This forces 2 Kh6 at once, 
and after 2 ... Kg8 3 K- Kf7 the game 
is drawn. 

Final problem. In ordinary chess, 
e5xd6 e.p.+, preceded by d7-dS and 
e4-eS+ : 

e4-eS+, d7-dS, eSxd6+ 

This couldn't have happened in Loch 
Ness chess because Black's d7-dS 
would have cut off the queen's 
observation of the pawn on eS, but 
instead White could have played 
c5xd6 e.p.+. Again the queen's 
observation of eS would have been cut 
off, and his previous move could have 
been with a pawn, knight, or rook 

February 2008 

moving to this square to discover' 
check: 

e4-eS+ (eS off), d7-dS, cSxd6+ 

XiangQi (page 37). Play continued 
17 ... PgS 18 RxP Hxe4 and Red fell 
for it, playing 19 Rxg8 and allowing 
19 ... Ce6+ 20 Ge2 Hf6+ and 2l...HxR 
(a manoeuvre peculiar to xiangqi, the 
cannon putting itself behind the horse 
with gain of tempo). Paul told me that 
he really ought to be ashamed for 
trying this, but I don't see why; few 
things are as satisfying in any game as 
pulling off a successful swindle. 

Mini-checkers (page 28). First 8x8 
position. 1 f6-e7 (not 1 f6-eS, when 
1.. .cS-d6 2 eSI\c7 b81\d6 wins for 
White) b8-a7 (if l...cS-b6 then 
2 eS-d6, with 2 ... b8-a7 3 d6-c7 
winning a man or 2 ... b6-a7 3 d8-c7 
blocking White completely) 2 d8-c7 
a7-b8 3 c7-b6 c51\a7 4 e7-d6 and 
Black wins with one against two: 

Second 8x8 position. 1 a8-b7 b6-c7 
2 f8-e7 f61\d8 3 a7-b8 and again 
Black wins with one against two: 

Not I fS-e7 f61\d8 2 b8-a7 hoping for 
the same finish, when White can play 
2 ... d8-c7 and reach the double corner. 

(I used this little trifle as an April 
Fool when I was running the problem 
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column in the British Chess 
Magazine: "White king on gl, man on 
cl, Black king on c3, man on g3, 
White to play and win, how is it 
done?" And it wasn't new even then; 
"it's not chess, it's checkers" had been 
done by Dunsany in Fairy Chess 
Review in 1948, while the sacrificial 
finish dates back at least to Payne's 
Introduction to the Game of Draughts 
of 17S6.) 

Left-hand 4x6 position. White wins. 
However Black starts, White can play 
1-2".al-a3, and this simplifies the 
analysis. 

Best for Black is to play his corner 
man down to the third rank, 1 d6-c5 
al-b2 2 c5-b4/d4 b2-a3 3 b4/d4-c3. 
White continues 3 ... a3-b4, and we 
have the left-hand diagram below: 

If Black now plays 4 c3-d2, White 
continues 4 ... b4-a5 5 b6-c5 a5-b6 
giving the right-hand diagram, after 
which he can wait for Black to impale 
himself on b2 and then win with two 
against one. 

If instead Black plays 4 b6-a5, 
intending to occupy a3 and usher the 
man on c3 through to promotion, play 
continues 4 ... b4-c5 5 a5-b4 c5-b6 
6 b4-a3 b6-c5 7 c3-b2 c5-b4 8 b2-al 
b4-c3 giving the left-hand diagram 
below, and both Black units go. 

If Black plays otherwise at moves 
1-3, putting one man on rank Sand 
the other on rank 4, White plays 
3".cl-b2 and wins at once. The right
hand diagram shows one case, and it 
is easily seen that Black's other 
alternatives are no better. 

·") • .'!:lriADt Chess ;6 

Right-hand 4x6 position. Again White 
wins, but the play is more complicated 
and we need to analyse in greater 
detail. We normally omit the wins in 
lines where a player is a man up (the 
play may be lengthy but it is no more 
than routine), and also transpositions 
back into lines already examined. 

Black has three possible first moves 
(as-b4, cS-b4, cS-d4). 

Case I. 1 a5-b4 b2-c3 2 b4-a3 
(2".b6-aS 3 c3-d4 and White wins a 
man) c3-b4 (simplest), with either 
3 b6-a5 d2-c3 4 c5-d4 al-b2 and 
Black must give his men away one 
after another (left-hand diagram 
below) or 3 c5-d4 al-b2 4 b6-c5 
d2-c3 and he has no moves at all 
(right-hand diagram). White has 
successfully avoided having to make 
an exchange, so he has retained "the 
move", and at the end this is decisive. 

Case 2. 1 c5-b4 b2-c3 2 b4-a3 
(2 d6-cS c3-d4 3 b4-a3 transposes into 
the first line below) c3-d4 (simplest), 
with 3 d6-c5 al-b2 4 c5-b4 (4 as-b4 
b2-c3) b2-c3 and another pretty finish 
(left-hand diagram below) or 3 a5-b4 
al-b2 4 b6-a5 b2-c3 and much the 
same (right-hand diagram). Once 
again, White has successfully avoided 
an exchange, and the advantage of 
"the move" is decisive. 

Case 3. 1 c5-d4 d2-c3 (the natural 
move, and the only one to win) 
2 d6-c5 (2 b6-cS is no better) c1-d2, 
and Black's natural move is 3 c5-b4 
giving the left-hand diagram at the end 
of the paragraph. The immediate 
concession of a man by 3 as-b4 holds 
out longer, the longest line being 
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3".c31\a5 4 cS-b4 b2-a3 S b4-c3' 
d21\b4 6 d4-c3 b4-cS 7 b61\d4 as-b6 
8 c3-d2 b6-cS 9 d2-cl cS-b4 10 c l-d2 
b4-c3 II d21\b4 a31\cS 12 d4-c3 cS-b6 
13 c3-d2 a I-b2 14 d2-c 1 b2-c3 
IS cl-b2 b6-aS 16 b21\d4 as-b4, but 
all this is routine and 3 cS-b4 allows 
Black to force an exchange gaining 
"the move" : 

However, the gain proves to be 
illusory. From the left-hand diagram, 
play continues 3 ... b2-a3 4 d41\b2 
all\c35 b6-c5 c3-d4 giving the right
hand diagram, and even though Black 
now has "the move" he loses at once. 

There is one final twist. Suppose 
that after I cS-d4 d2-c3 2 d6-cS in the 
line above, White plays the losing 
move 2".b2-a3. Black continues 
3 d41\b2 a Il\c3 4 cS-d4 soon winning a 
man (4."cl-b2 S b6-cS), but if White 
concedes the man straight away, 
4".c3-b4, and then meets S aSI\c3 with 
S".a3-b4, is not his single man at cl 
neutralizing Black's two men at c3 
and d4 (left-hand diagram below)? 

Yes, for the moment it is, but Black 
can give back the man by 6 c3-b2, and 
after 6".c II\a3 7 d4-c3 it is Black who 
has one man holding two of his 
opponent's (right-hand diagram). 
Black can now promote his free man 
at leisure, wait for White to give up a 
man on cS, and win with two against 
one. 

I do not propose to devote further 
space in VC to checkers, but I hope 
readers have enjoyed this brief look at 
a game which is far more subtle than 
its modern reputation would suggest. 
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For an important notice about David 
Pritchard's files, see page 35. 

VC 55 contained some unfortunate 
typographical errors. On page 8, 
George Jelliss reminds me that the 
first magic knight's tour was found by 
William Beverley, not Berkeley; on 
page 17, near the bottom of the first 
column, Peter Fayers himself points 
out that we have an Adulterer's Bible 
moment, the word "not" having been 
omitted before "reborn"; on page 19, 
Seirawan-Chess, the line 3 Ec5+ must 
end 8 Ea3+ Ra2 9 Eb3# to avoid a 
first-rank pin (Seirawan did give this, 
the mistake was mine). My apologies. 
And Noam Elkies makes a further 
point, which is examined on page 29. 

Jackets for ECV 2. Readers who 
bought or received an unjacketed copy 
of ECV 2 are reminded that jackets are 
now available, and that I can arrange 
for one to be sent without charge. 
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BCVS NOTICES 
AGM 2008. Members are reminded 
that nominations for office, and any 
resolutions for the AGM, should reach 
me as secretary by March 1. To the 
best of my knowledge, the existing 
officers are willing to continue, but 
we are all getting older, and if anyone 
else would like to join the team either 
now or at some future date we shall be 
delighted to explain what is involved. 

In particular, I am now 67 knocking 
on 68, and I shall not want to continue 
editing VC beyond 70. Peter and I 
have been looking at the difficulties 
that will occur if no successor then 
comes forward and members have 
partial subscriptions outstanding, and 
we think it will be best if I declare my 
"final issue" well in advance so that 
he can accept subscriptions up to and 
including that issue. If a new team 
comes forward, new subscriptions can 
then be taken, and no harm will have 
been done; if the worst happens and 
none does, we can tidy up and decide 
what to do with any money left (which 
he says there probably won't be if I 
continue to produce 20-page issues). 

I therefore give informal notice that 
I intend to continue editing VC up to 
and including VC 64 unless members 
decide in the meantime to entrust the 
task to somebody else. If, as these 
issues unfold, a new team decides that 
it would like to carry on forward, we 
shall be delighted to hear from them. 

VC 57 is scheduled to appear during 
May. Copy date is April 1, though 
early receipt always is helpful. 

Peter Wood, who produced VC 9-20, 
has moved to 5 Hillyglen Close, 
Hastings, East Sussex TN34 lXU. 

February 2008 

EVENTS 
Mike Adams was the principal 
organizer of last year's Guildford 
Chess Club Variants Evening, a pre
Christmas event in which David 
Pritchard's memory is very definitely 
being kept alive. It was a most 
civilized affair, with hot mince pies 
halfway through, and latecomers were 
allowed to join in at any stage with 
half-point byes for the rounds they 
had missed. We played Rifle Chess, 
A valanche, Pocket Knight Chess, 
Three-Check Chess, Extinction Chess, 
Static Chess, and Triplets, and the 
number of participants had grown to 
18 by the end of the evening. My 
notes say that the prizes were shared 
by Phil Stimpson, Trevor Jones, and 
Christophe Roset, each with 5n, but 
something may be wrong here because 
my recollection is that one of them 
went to Peter Horlock. I didn't note 
any positions, but I remember a post
mortem at the end of round 2 : 

"If he had played so-and-so, he 
would have mated you." 

"No, I would have taken him by ... 
oh, we're not playing that game now." 

It was that sort of evening. 

Mike and Mike Gunn also organized 
what seems to be becoming a 
traditional New Year's Eve Variants 
Tourney at Hastings. Eight rounds 
were played and Jack Rudd won from 
18 participants, but I have no further 
details. 

I presume that the Circular Chess 
World Championship will again be 
held in Lincoln during May, and that 
details will be posted on the web site 

<www.circularchess.co.uk> 
in due course. 
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264 260 260 260 260 260 260 260 260 

C. F. Jaenisch, The Chess Monthly, 1859 

Diagonally quasi-magic tours 

Bidding Chess Knight Relay Chess 
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BIDDING CHESS 

Noam Elkies has told me of a recent 
mathematical games conference he 
attended in Banff, Canada, where the 
game of "Bidding Chess" was played 
deep into the night (he didn't actually 
say this, but I know what these 
meetings can be like). He thought I 
might find it of interest, which I did, 
and I think our readers will also. 

The essence of a "bidding game" is 
that the normal alternation of play is 
abandoned, and instead the players 
each have a pile of chips and bid for 
the right to move next. As originally 
conceived by the late David Richman, 
players could bid any amount whether 
integral, fractional, or even irrational, 
the infinitesimally rare ties being 
decided by tossing a coin. An account 
of these games is in the book Games 
of No Chance which I mentioned 
briefly in VC 49. More recently, there 
have been "discrete bidding" games, 
in which each player has a pile of 
chips, the bid is of an integral number 
of chips (or zero), and there is a non
random rule to decide who wins in the 
event of a tie. These are discussed in 
general terms in a paper "Discrete 
Bidding Games" by Mike Develin and 
Sam Payne, which can be downloaded 
from the web site 

<http://arxiv .org/abs/080 1.0579>. 
However, the general thrust of this 
paper is theoretical and mathematical, 
and Bidding Chess features only as 
an illustrative example occupying two 
pages out of thirty. The present article 
will look at it a little more deeply. 

The rules of Bidding Chess are as 
follows. 
• There is no check or stalemate, 

and the game is won by physicaIJy 
capturing the opponent's king. 

• The normal "alternation of play" 
rule is abandoned, and instead 
each player has a stack of chips. 
At each turn, each player makes a 
sealed bid for the right to decide 
who makes the next move. The 
player bidding higher pays the 
amount of his bid to his opponent, 
and then either makes the next 
move himself or requires his 
opponent to do so. 
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• There is a special "tie-break chip", 
which is initiaIJy held by one of 
the players. In the event of a tie, 
that player can decide either to 
claim the tie or to concede it. 
If he claims, he plays the amount 
of his bid to his opponent, hands 
over the tie-break chip, and makes 
or requires his opponent to make 
the next move; if he concedes, he 
claims the value of his opponent's 
bid and retains the tie-break chip, 
and his opponent decides who 
makes the move. 

Before looking at Bidding Chess in 
detail, let us state two theorems which 
apply to aIJ games of this kind. 

(J) Having the tie-break chip is 
never a disadvantage [formalJy, if a 
player with N chips can force a win 
from a given position against an 
opponent with M * chips, where "*,, 
denotes possession of the tie-break 
chip, he can force a win from the same 
position with N * chips against M). 

(2) However, its value is less than 
that of a single ordinary chip [if a 
player can force a win with N * chips 
against (M + I), he can also force a 
win with (N + I) chips against M *]. 

These theorems are proved 
rigorously in the paper, but the broad 
thrust of the argument is that the 
player folJows the known win as far 
as possible, and exploits the extra 
advantage when it is needed. 

If a player has half the total chips 
and also has the tie-break chip, he can 
make the next move. If he has more 
than three-quarters of the chips, and 
the total number of chips is divisible 
by 4, he can make the next two moves 
(because if he has more than three
quarters of the total, his opponent 
must have less than a quarter, so he 
can bid a quarter of the total, claim the 
first move, and then bid half the total 
and claim the next). Similarly, if he 
has more than seven-eighths of the 
chips and the total number of chips is 
divisible by 8, he can make the next 
three moves. The divisibility criterion 
can be relaxed by a factor of 2 if the 
player also has the tie-break chip 
(because he doesn't need to bid an 
exact quarter or eighth to get the first 
move, but can simply match his 
opponent's holding), but "more than" 
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is essential. Equality is not enough, , 
even with the tie-break chip. Suppose 
a player has 3N * chips against his 
opponent's N. He can bid N chips and 
use the tie-break chip to claim the first 
move, but he then has to hand over the 
tie-break chip, and his opponent has 
2N * against 2N and can claim the 
second move. 

And if a player has all the chips, 
including the tie-break chip, and the 
total number of chips is at least 63, 
he can claim the next seven moves 
(he bids 0 and claims the tie, then 1, 2, 
4, 8, 16, and 32), march his king 
straight across the board (unless it is 
blocked by his other men), and take 
his adversary. 

To show that a player should 
sometimes choose to concede a tie 
even though he holds the tie-break 
chip, consider the following position: 

Suppose that White and Black each 
have N chips, and that White has the 
tie-break chip. To win, White bids 0 
and concedes the tie, letting Black 
decide who moves next but keeping 
N * chips against N. If Black decides 
to make the move himself, he will 
have to move his king into danger, 
and White will claim the next move 
and capture it. If Black decides to give 
the move to White, White will 
advance his king (the player bidding 
higher can require his opponent to 
move, but cannot dictate the move that 
he plays), and again he will capture 
Black's king next move. But if White 
claims the tie, Black will have N * 
chips against N, so White will not dare 
to bring the kings together and will 
have to mark time; and on subsequent 
turns, Black will bid 0 and concede 
the tie, retaining N * chips against N 
and making White continue to mark 
time. Drawn game. 
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Examples can also be found where 
a player should concede the tie-break 
after having bid a non-zero number 
of chips, but there is an important 
difference: such a situation can arise 
only as a result of faulty bidding. 
If the player with the tie-break chip is 
going to bid N chips and then concede 
a tie, he might just as well have bid 
only (N - 1) chips and claimed a tie; 
he still loses the right to move if his 
opponent bids N chips or more, but if 
his opponent bids (N - 1) or less he 
gains it at a cost of one chip fewer. 
So, when working out a best-play line 
for both sides, the only options that 
need be considered for the player with 
the tie-break chip are (a) to bid 0 and 
concede a tie, (b) to bid 0 but claim a 
tie, and (c) to bid a positive number 
and claim. 

In the paper, the possibility of 
"reciprocal zugzwang" is given as a 
reason why a player might wish to 
make his opponent move instead of 
moving himself. It therefore occurred 
to me to look at the position below, 
which in ordinary chess is an extreme 
reciprocal zugzwang (whoever is to 
move must allow mate in one), and to 
see what happens in Bidding Chess. 

In the example game in the paper, the 
players start with 100 chips each and 
White has the tie-break chip, so let us 
assume the same here. 

White's optimal bid is 24. Suppose 
first that Black also bids 24. White 
claims the tie and hands over 24 chips 
and the tie-break chip, making the 
chips 76: 124 *, and plays Nb3. 
White now threatens NxK, so Black 
must claim the right to the next move, 
and he therefore bids 76, claims the 
tie, and plays ... Nxb3. But this makes 
the chips 152 * : 48 (we shall always 
display these chip counts with White's 
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total first), so White now has more 
than three-quarters of them, and he 
will claim the next two moves and 
play Kb 1 and KxK. 

Alternatively, suppose Black bids 
25. Having won the bid, he pays this 
across, making the chips 125 * : 75, 
and plays ... Nb3 threatening White's 
king (we shall see in a moment that 
nothing else is better). White duly 
bids 75 and claims the next move, 
making the chips 50: 150 *, and plays 
Nxb3 threatening Black's king in turn. 
Black has to bid 50 and claim the next 
move, but this makes the chips 
100 * : 100, so White will claim the 
move after and Black can do nothing 
to bring his king to safety. Nor would 
it have helped to move his knight 
elsewhere at the first move. Suppose 
... Na4 instead of ... Nb3; White's Nb3 
is no longer a capture, but it still 
threatens Black's king, and Black's 
knight cannot do anything useful. 

We leave the reader to satisfy 
himself that White loses if he bids 25 
and claims the tie if Black also bids 
25, if he bids 26 or more and Black 
bids 25 or less, and if he bids 23 or 
less and Black bids 24. He does win if 
he bids 25 and concedes a tie, but this 
merely illustrates the point we made 
earlier: it wins, but bidding one fewer 
and claiming a tie does just as well 
and at potentially less cost. 

Noam didn't note down any game 
scores at Banff, and in any case the 
Banff games were played using only 
28 chips (because sets of dominoes 
were conveniently available) and this 
was perhaps a little on the small side. 
One of the topics explored at Banff 
was the extent to which the precise 
number of chips available affected a 
game's strategy, and my feeling, at 
least in respect of this particular game, 
is that the strategy is richer and 
the game more interesting when the 
number of chips is relatively large. 
If suitably many real chips are not 
available, a score can be kept using 
the pencil and paper which are needed 
anyway for writing down the bids. 

The example game in the paper was 
a real one, but the loser played rather 
cluelessly, and I think it can be made 
more instructive by altering it a little. 
The version which follows is therefore 
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partly composed. White is reasonably' 
good at ordinary chess but a novice at 
the present game, Black has played at 
least once before. 

We start with chips 100 * : 100. 
White bids 3 and wins the first move, 
making the chip situation 97 * : 103, 
and plays Nf3. He bids 3 again, but 
Black bids 4 (chips 101 * : 99) and 
plays .... e6. White therefore ups his 
third bid to 5, but Black bids 8 (chips 
109 * : 91) and plays ... Bc5 : 

In ordinary chess, White would now 
chase Black's bishop away by d4, and 
he would think he was doing quite 
well. White bids 9 with this in mind, 
and he is very surprised when he 
finds that Black has bid 19 (chips 
128 * : 72) in order to play ... Bxf2. 
But White has to make the next move 
or his king will be taken, so he bids 
72, claims the tie (chips 56: 144 *), 
and plays Kxf2. Black now bids 56, 
claims the tie (chips 112 * : 88), and 
plays ... Qh4 to attack the king again: 

The chips being 112 * : 88, White 
must bid 88 to claim the next move 
and play NxQ, but this leaves Black 
with over seven-eighths of the chips 
(the precise figures are 24: 176 *). 
So Black will be able to claim the next 
three moves, and his knight from g8 
will walk down and take the king. 

We thus see that allowing Black 
to capture on f2 at a cost of only 19 
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chips was a losing play, but White's 
intended d4 might not have fared a 
great deal better. Suppose that White 
bids 19 at turn 4, claims the tie, 
making the chips 90 : 110 *, and plays 
d4 : 

Black bids 38 in the hope of being 
able to play ... Bb4 (chips 128 * : 72), 
and if he is allowed to he again has a 
forced win; White must interpose, 
making the chips 56: 144 *, Black 
bids 56 to capture and renew the 
threat (chips 112 * : 88), White must 
bid 88 to capture the bishop (chips 
24 : 176 *), and this time it is the 
queen which will exploit Black's three 
moves to come down and take the 
king. So White must bid 39 to play 
dxc5, and this leaves the chips 
51 : 149 *. There is no longer an 
immediate forced win for Black, at 
least not one that I can see, but he has 
nearly three-quarters of the chips, and 
this will surely outweigh White's extra 
piece and slightly better development. 

Somewhat more tentatively, we can 
extrapolate further. We have seen that 
White has to stop ... Bxf2 at turn 4, 
and that playing d4 appears to be 
insufficient. This leaves e3 : 

But the chips are now 90: 110 *, and 
White has no apparent compensation. 
This cannot be good. 

So it looks as if White should have 
played e3 while he had a chance to do 
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so cheaply, and since his only other 
opportunity was at turn I, it may be 
that even his opening Nf3, however 
natural a move it may be at ordinary 
chess, was a poor choice here. 

In so far as one can judge from these 
simple examples, the game appears to 
have the following properties. 
• "Checks" (threats to take the king) 

are much more important than at 
ordinary chess. In ordinary chess, 
a check which is not part of a 
forcing combination or a double 
attack is likely to be a waste of 
time. Here, any check forces the 
opponent to bid as many chips as 
are necessary to claim the next 
move, and this may be cripplingly 
expensive. 

• If both kings are vulnerable, even 
the smallest chip advantage may 
be decisive. In our second 
example, both kings are within two 
moves of capture, and whoever has 
more chips (or the tie-break chip if 
the ordinary chips are equal) can 
force a win. 

It seems probable that the benefit of 
being ahead on chips will filter back 
even into less sharp positions, and 
indeed we can state immediately that 
in a symmetrical position, whoever 
has more chips can at the very least 
hold the draw. In ordinary chess, "if 
White plays perfectly, Black cannot 
win" is generally believed to be true 
but remains unproven. In the present 
game, it follows immediately from the 
first of our general theorems. 

I shall be interested to hear of further 
experiments. In the meantime, in the 
position below, with chips already 
88 * : 112, can White bid a further 20 
chips in order to play Qxf7? 

Answer on page 55. 
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A CHESS JIGSAW 
George BeIl, who has been doing 
good work on the game of peg 
solitaire, was invited to a recent 
gathering due to be held in honour of 
Martin Gardner, and as a contribution 
to the festivities he told me he 
intended to take a chess puzzle 
consisting of a cut-up diagram which 
had to be reassembled so as to show 
positions with various properties. 
It reminded me of a jigsaw puzzle 
created some years ago by the South 
African problemist D. G. McIntyre. 

McIntyre's puzzle comprised eight 
pieces as follows: 

1 

-: -~-~~~ m;"~ 

~A~ ~f0 ~ ... -~ 
~f0 it >:; ~ _'i_ 

D 
2 3 

• • m;"~ • -• ~f0 ~ ... -~ 

• ~~ ~ ... ~ -• • 4 5 6 7 8 

The task is to reassemble the pieces 
into a properly checkered chessboard 
(there are three essentially different 
ways of doing this), and then to solve 
the three-move chess problems which 
result (each way of reassembling the 
board produces a valid three-mover). 
Pieces 1-3 and 5 must be oriented as 
shown, but the unoccupied pieces may 
be oriented in any direction. 

It isn't as hard as it may sound, 
and I think the problems, which are 
elegant rather than difficult, will 
appeal even to readers who normally 
take no interest in such things. 
Answers on page 55. 
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THE GAMES PEOPLE PLAY 
A year or two ago, Fabrice Liardet drew my attention to the 
wide range of chess variants offered to players on the 
BrainKing web site <www.brainking.com>. A look at the 
site early in March showed that the 123 different games 
available for play included Chess itself, XiangQi, Shogi, 
and no fewer than 32 others of chess type. 21 of these are 
in ECV 2 under the same or different names, possibly with 
minor rule variations (it is in the nature of variants that 
they vary, and I do not claim to have checked the dotting of 
every "i" and the crossing of every "t") : 

Amazon Chess 
Ambiguous Chess 
Anti Chess (as Losing Chess) 
Atomic Chess (as on ECV 2 page 42) 
Berolina Chess 
Cheshire Cat Chess 
Cylinder Chess 
Dark Chess 
Extinction Chess 
Fischer Random Chess (as Fischerandom Chess) 
Grand Chess (as on ECV 2 page 124) 
Horde Chess 
Janus Chess 
Jungle (as The Jungle Game) 
Knight Relay Chess 
Legan Chess (as Legan's Game) 
Loop Chess (as Chessgi) 
Los Alamos Chess 
Maharajah Chess (as The Maharajah and the Sepoys) 
Minishogi 
Three Checks Chess (as Three-Check Chess) 

Dark Chess is described in ECV 2 as "a similar variant" 
to Darkness Chess, but in fact it appears to be identical. 
The use of the names "Anti Chess" for Losing Chess and 
"Loop Chess" for Chessgi will be noticed. 

The remaining eleven games are outlined below. 
Behemoth Chess is a variant of Piece-Eater Chess. It 

adds a chance element in the shape of a Behemoth, which 
initially occupies d4. After each move, the Behemoth 
picks one of the eight orthogonal and diagonal directions at 
random and moves a random number of squares from I to 
4 in this direction, swallowing everything in its path. 
If this takes it off the edge of the board, it reappears on the 
far side (so if the randomizer turns up "SW 4" at the first 
move, it moves from d4 to c3, b2, aI, and hS). It cannot be 
captured. There is no check, and a player loses if his king 
is captured either by an opposing man or by the Behemoth. 
If the Behemoth captures both kings at the same time, the 
game is drawn. 

Capablanca Random Chess (Reinhard Scharnagl) 
applies the ideas of Fisherandom Chess to Capablanca's 
10 x S game, where the normal pieces are supplemented by 
an Archbishop (B+N) and a Chancellor (R+N). The pieces 
are randomized subject to the Fischerandom and certain 

other constraints (bishops on opposite colours, Q and A' 
likewise, king between the rooks, every pawn guarded by a 
friendly piece, Black's pieces mirror White's on the file). 
Castling allowed subject to the usual constraints. 

Corner Chess [BrainKing] is a randomized variant in 
which Black's pieces mirror White's diametrically. Kings 
on hi and as, bishops on squares of opposite colour. 
There is no castling. Fortress Chess [BrainKing] is the 
same game with extra White pawns on fgh3 and extra 
Black pawns on abc6. 

Dice Chess [BrainKing] uses a notional die with I = P, 
2 = N, 3 = B, 4 = R, 5 = Q, 6 = K, and "BrainKing does 
not roll the die to indicate an immobile piece" (if the game 
is played with an ordinary die, "roll again if an immobile 
piece is shown" will achieve the same result rather more 
slowly). If a pawn is about to promote, it may be moved 
even if the die does not show I, but may promote only to 
the piece shown by the die; if the die shows 1, it may 
promote to any piece. 

Embassy Chess is yet another added-knight-power 
variant. Board 10 x S; extra pieces are Marshall (N+R) 
and Cardinal (N+B); baseline RNBQKMCBNR. 

Ice Age Chess (Koksal Karakus) is wholly new. 
Normal board and men, but at the start all 32 empty 
squares are filled with ice cubes. These act as obstacles, 
but can be captured (so White's first move can be d2xe3 
but cannot be d2-d3 or d2-d4, and his next may be Qd I xd3 
but not Qdl-d4 or beyond). Furthermore, after Black's 
20th move, 40th, 60th, and so on, there is an Ice Age, when 
any empty square which does not have a man immediately 
adjacent to it on every available side (four sides in the case 
of a square away from the edge, three sides for an edge 
square, two sides for a corner square) is filled with a new 
ice cube. Yet further, if an Ice Age leaves a man 
surrounded by ice cubes in all directions, both orthogonally 
and diagonally, that man is "frozen" and is removed from 
the board. If a king becomes frozen in this way, its owner 
loses; if both kings become frozen, the game is a draw. 

The rules of Knightmate Chess [BrainKing] were 
missing when I visited the site, but it is quite possibly the 
same game as "Knightmate" in ECV 2. 

Recycle Chess [BrainKing] appears to differ from the 
"Recycle Chess" described in ECV 2 only in that there is 
no promotion. A pawn which reaches the last rank is 
removed from the board. 

Screen Chess [BrainKing] is a version of the generic 
Screen Chess (ECV 2 pages 79-S0) in which each pawn 
must be placed on a different file and the bishops must be 
on squares of opposite colour. Crazy Screen Chess 
[BrainKing] is the same game without the restrictions. 
A pawn placed on the first rank has a one-step move only, 
but on advancing to the second rank it gains its normal 
two-step power. 

The site is maintained by Filip Rachunek and appears to be 
based in the Czech Republic, but the English text is 
excellent. I have not tried playing on it, but the Atomic 
Chess game which we featured in VC 51 suggests that the 
standard is high. 
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MODERN COURIER CHESS 
by Paul Byway 

Fers (inverted B in diagrams) moves one square 
diagonally, Courier (inverted N) leaps two squares 
orthogonally or diagonally. Unmoved K or F can make a 
double move, but not to capture nor through check. - JDB 

White John Beasley, Black Roy Talbot; by post. 

1 g2-g4 j7-j5 
2 f2-f4 Nb8-e6 
3 h2-h4 e7-e6 
4 Fel-g3 Cj8-j6 
5 Nkl-j3 Nk8-16 

White opens in a sound, conventional (?) style. Black's 
first is a typical Talbot provocation; he loves piece activity 
and is careless of material - hoping to gain time by chasing 
the queen. His second and third moves are a favourite 
combination that develops without committing a pawn to 
the fourth rank. White introduces a familiar theme with h4, 
smothering the Black bishop, but must defend this 
strongpoint to safeguard his king. At move S the offer of 
jS has been withdrawn and we begin to see possibilities for 
all Black's pieces on the left. White would perhaps like to 
solidify h4 with i2-i3, but Black can think of ... j4, Bk6, 
Rj8, Nk4 and so on. His refusal to move central pawns is 
(to me) a puzzle. Conventional wisdom is to leave pawns 
before the king alone, but I fret over the loss of central 
control. Such is the charm of MCC; does the wisdom of 
Chess carry over, or mislead us? Your guess is as good as 
mine! 

6 
7 

g4-g5 
h4-h5 

f7-f5 
Ne6-e7 

Quite a change in two moves! 6 gS is a difficult' 
decision and ... fS in reply I believe to be wrong. The 
sequence ... fS; gS is normal, but in reverse Black is giving 
up the option to attack PgS with f6 - and Ne7 I find 
incomprehensible. Even if there was an obvious end in 
view (there is not) I would weigh up the loss of time. 
For the future it seems that Black will be crushed by the 
pawns - or White's position will be reduced to so much 
wreckage. 

8 e2-e3 e7-e5 
9 Fg3-h4 Ce8-e6 

10 Cjl-h3 k7-k6 
11 Bil-g3 g7-g6 

Black continues to find unconventional resources for 
development. His last solidifies the king's defence - but I 
suspect he saw a chance of 'mixing it' on the kingside. 
White's position appears to be rock solid and 11 Bg3 
threatens a fers march up the diagonal with good prospects. 
His next is an error; the logical continuation 12 FiS cuts the 
line of the queen and keeps a grip e.g. 12 FiS Nk4 13 Rjl 
Cj4 14 Fxj4 Qxj4+ IS i3 and Black must retire in 
confusion. 

12 Cel-e3? N16-k4 
13 Rll-jl Nk4x12 
14 Nj3x12 Qf8x12 
15 Ce3xe5 g6xh5 

Black's position has greatly improved - he might even be 
better here. Materially he's a pawn up with another under 
attack; files and diagonals are opening up for his heavy 
pieces, the king is much safer once the pawn pair on the 
fifth rank is destroyed, the g-pawn can be blockaded and 
there is no h-pawn to act as a tin-opener. After 16 BxhS 
Fg6 17 Bj3 Qg7 (White threatened k3 and Rll) ... Qxb2 is a 
real threat, and he can follow with ... Ce4, Bj7, Rc8 with 
excellent play. 
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16 Cc5xe7 Fe8-g6?! 
17 k2-k3? Bd8xe7 
18 Nb1-c3 Be7-f8 
19 Ch3xj5? k6xj5 
20 Qf1xj5 Bi8-k6 

A surprising passage of play. Neither player thinks much 
of a courier. Black's 16th solidifies the defence and I 
suppose he thinks the courier, having few targets left, is so 
much dead wood. White thinks so too and saves a pawn, 
or is this a gesture towards trapping the queen? Black can 
save himself with ... QI6+. At move 18 Black is definitely 
pointing his pieces at the king, and White's inexplicable 
19 Cxj5 allows the other bishop and a rook to spring into 
action. 19 Cxh5 Fxh5 20 Bxh5 would be better. 

21 
22 
23 

Qj5-j3 
Qj3-i3 
Bg3xh4 

Bk6-i4 
Cj6xh4 
i7-i5 

21 Qk5 may run into trouble from ... Cj4. If so, White is in 
real trouble for Roy is deadly in such positions. A courier 
and rook tied together can hold a whole wing from 
collapse, and here White really needs a king's courier for 
his rook is undefended. 

24 Bh4-f2 Q12-k2 
25 Rj1-i1 h5-h4 

26 
27 
28 

Bf2xh4 
Qi3xh4 
Fhl-h3 

i5xh4 
R18-j8 
Bi4-k6 

Working with tempo-gaining threats, Black is steadily 
closing in. White's next two moves hasten the end. He 
must sacrifice the j- and k-pawns and use the time to 
escape. Something like 29 Bf3 and 30 Ke2 is required 
(Cc4+; Kd3). Then he hopes to counterattack with his two 
rooks. No! That doesn't work: 29 Bf3 Rxj2 30 Ke2 Qxk3 
(threatens to win the pinned fers) 31 Kd3 (or Bg2) Bi5 
traps the queen. OK, White plays 29 j3 Bxk3 30 Qkl (and 
not Rkl). This saves his queen and shuts out Black's; 
he can struggle on a while longer. 

29 j2-j3 
30 Ri1-kl 
31 Rk1-h1 
32 
33 

Kgl-f1 
Bdl-f3 

34 Resigns 

Bf8xk3 
Qk2-12 
Bk3-j4+ 
Q12xi2 
Bj4-i5 

As a long-time player of the Blackmar-Diemer Gambit 
Black revels in such slashing attacks - and I still don't 
know how his mind works. 

A little background. Having seen Paul's comment on one 
of Ray's games in an earlier issue of VC, / was aware of 
his liking for the "hollow centre ", and since / believed that 
such a method of play must be fundamentally unsound 
/ decided to ignore the offered j-pawn and to tackle it 
head on. / continue to believe it unsound, as / think does 
Paul, but on this occasion Ray very definitely had the last 
laugh. 

/9 Cxj5 was a major howler, of course, and my 
resignation was discourteously delayed; but / could not 
bring myself to admit that / had made quite such a mess of 
things. - lDB 
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KNIGHT RELAY CHESS 
The basic rule of Knight Relay Chess 
is that any man except a king which is 
observed by a friendly knight has 
added knight power as long as the 
observation lasts. A pawn cannot 
move as a knight to the first or eighth 
rank, and if it moves to the second 
rank it recovers its two-step move. 
Knights can neither capture nor be 
captured, and there is no e.p. 

The game is somewhat curious, to 
put it no higher, but it has had its 
enthusiasts and its periods of fashion. 
Here is what David Pritchard called 
"an epic three-year correspondence 
game" between John McCallion and 
Tony Gardner. I don't have a note of 
the source, but I imagine that it came 
from Nost-algia. Question marks and 
exclamation marks are David's; "R" 
indicates a relay move, "+R" a check 
given by relay power. 

1 e2-e4 NbB-e6 
2 d2-d4 Ne6-e5 

Knights are invulnerable. 
3 Ng1-f3 d7-e5R 
4 d4xe5 
5 Ke1xd1 

QdBxd1+ 
e7-f5R 

6 e4xf5 BeBxf5? 
This leaves Black a pawn down, 
which is probably more serious than at 
ordinary chess because the extra pawn 
may acquire added knight power at 
any time. 6 ... Bxc5 would have 
recovered both pawns. 

7 Be1-e3 0-0-0+ 
8 Nb1-d2 

B RdB-d7 
Attacking cS (the rook now has added 
knight power) ... 

9 b2-b3 
... and defending it similarly. 

9 h7-h6 
10 Be3-d4 f7-g5R 
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11 Bd4xf5R 
12 Bfl-d3 
13 Kd1-e2 

h6xf5R 
g7-g6 
f5-f4 

In this position, given that knights 
cannot capture, why not 14 Bxg6? 
(David's answers to this and later 
questions are on page 55.) 

14 Nf3-e1 NgB-f6 
15 g2xf4R g5xf4 
16 Bd3-e4 Nf6-d5+R 

Check from the now knighted pawn 
on f4. 

17 Ke2-f1 Ne5-f3 
1B e2-e3R f4xe3 
19 f2xe3 Rd7-h7 

Again, why not 20 Bxg6? 
20 Be4-g3R Nd5-£4 

David's comment: "Neither black N 
moves again for nearly two years!!" 

21 Ne1-g2 g6-e5R 
22 Nd2-e4! 

Why not 22 ... Bxc5? 
22 KeB-bB 
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23 Ra1-e1 BfB-e7 
24 Ng2-h4 RbB-dB 
25 Kf1-e2 b7-b6 
26 Ne4-d6 Be7-g5 
27 Nh4-f5 RdB-hB 
2B e5xb6 e7xb6 
29 Nd6-e4 BgS-h4 
30 Nf5-h6 Rh7-d7 

At this point, David comments that 
31 Bxh4 is met by 3l...e5-d3R+ 
"and White will lose his rook on cl 
however he plays". An immediate 
capture is not allowed because a pawn 
cannot move to its eighth rank as a 
knight and by the same token the 
pawn does not command el, but it 
does command f2, and we have 
31 Kd2/Kdl d3-b2R+ and 31 Kel 
d2+. This leaves 31 Kfl d3-b2R (not 
31...d2"+R" because this isn't check) 
with 32 Rbl Rd2+R 33 K-l RxblR+ 
and 32 Rei Rd2+R 33 Kgl blQ. 

31 Rh1-d1 RhB-dB 
32 Rd1xd7 RdBxd7 
33 Re1-d1 Rd7xd1 
34 Ke2xd1 Bh4-f6 
35 Kd1-e2 KbB-e7 
36 Ne4-d2 e5-g6R 
37 Nd1-f1 g4-h4R 

38 h2-g4R! Bf6-g5 
39 Bg3-h2 h4-g6R 
40 Ke2-d3 g6-h4R 
41 Kd3-d4 Ke7-e6 
42 e3-d5R+ Ke6-d7 
43 g4-e5R h4-g2R 
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44 Nh6-g4+R Kd7-e8 
45 Nf1-e3 

White's position seems immensely 
strong, but no direct mating attack was 
found in the game. 

45 
46 Kd4-c4 
47 d5-f6R 
48 Kc4-d5 
49 Kd5-c6 
50 Kc6-b7 

51 e5-c4R 

Ke8-d8 
Bg5-e4RI 
Be4-f5 
Nf3-d4 
Nd4-b5+R 
Nb5-a3 

David describes this as "the winning 
move". Black's Q-side will be wiped 
out. 

51 Nf4-d5 
52 Kb7xa7 b6-b5+R 

The pawn was dead anyway. 
53 c4xb5 Nd5-b6 
54 Nd3-c2 
55 Nc2-d4 
56 Bh2-f3R 

Na3-c4 
Nc4-d6 
Bf5-h4R 

White now ignored the attack on f6 
and mated in two; answer on page 55. 
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VARIANTS IN FRITl 11 
Since version 9, Fritz has been able to 
play Chess 960 (Fischerandom Chess) 
and Giveaway (Losing) Chess. Having 
recently obtained Fritz 11, it occurred 
to me to see how well it does so. 
I looked only at Losing Chess, since 
Chess 960 is merely ordinary chess 
with a different starting array. 

I gave it two tests: against Stan 
Goldovski's Giveaway Wizard, which 
I have been using for Losing Chess 
analysis hitherto, and against myself. 

My first test pitted Fritz with its 
default setting (four-minute blitz, two
second increment per move) against 
Wizard with a ten-second-per-move 
time limit on the same machine, and 
Fritz won. I then set Fritz to play at 
the same rate as Wizard, and a two
game match was won by Wizard by 
I Y2 : 1/2 (Wizard won with White and 
drew with Black). Since Wizard was 
written some ten years ago, this was 
not the result I was expecting, and 
I suspect that Wizard, having been 
written by a Losing Chess specialist, 
uses a better algorithm to assess the 
value of a position when there is 
no forced win. Fritz continues to 
calculate while waItmg for its 
opponent to move (I am not sure that 
Wizard does), so the test may have 
been affected by operator clumsiness, 
but this is what I did and what I found. 

As a personal test, I opened five 
games with I e3, and it consistently 
replied with the line 1 ... b5 2 Bxb5 
Bb7 which has been known since 
2001 to be losing (see VC 41). I can 
only conclude that it has no opening 
book, and that its evaluation algorithm 
is so convinced by the positions that 
follow as to override any variator that 
may have been inserted to prevent it 
from playing the same moves every 
time. In fairness, it can point to the 
result, since I managed to lose 4 : 0 
despite being handed a theoretical win 
at move 2 (the fifth game was not 
played out). I also played one game as 
Black, and lost that as well. 

Verdict: tactically overwhelming, 
as might be expected, but positionally 
suspect though quite good enough for 
opponents like me. Wizard comes out 
of the comparison with great credit. 
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PROOF GAMES 
Peter Fayers has been unable to send 
his usual page, but he says that he 
couldn't resist trying his hand at Loch 
Ness Chess. I'll take the liberty of 
continuing his numbering: 

57 - Peter Fayers, Original 

After White's 5th. Game score? 
Loch Ness Chess 

It will be recalled that Loch Ness runs 
from b2 to g7, and that if a man on the 
loch is left unobserved the monster 
sneaks up and swallows it (so the 
queen is safe because she is observed 
by the Black king, but if Black plays 
... KxQ his king will no longer be 
observed and Nessie will swallow). 

There was another problem by 
Peter in the March Problemist : 

58 - Peter Fayers 
The Problemist, 2008 

After White's 10th. Game score? 
Fischerandom Chess 

Here, the task is to deduce the array as 
well as the game score (kings between 
rooks, bishops on opposite colours, 
Black mirrors White on the file). 

Answer to 57 on page 55, to 58 
next time. 
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ANOTHER LOOK AT axa 
MAGIC KNIGHT'S TOURS 

In the last two issues, we have been looking at magic 
knight's tours within a 4x4x4 cube, and we have noted 
some tours found by Guenter Stertenbrink and Awani 
Kumar which are not merely magic along the principal 
space diagonals but "pandiagonally magic" (magic along 
the broken space diagonals as well). In contrast, there is 
no tour on the 8x8 board which is even diagonally magic. 
However, it occurs to me that in looking for such a tour we 
may have been attempting something a little unnatural. 
The numbers from I to 64 add up to 8 x 260, so it is 
entirely reasonable to look for arrangements in which each 
of the eight rows and each of the eight columns adds to 
260. But a knight's tour puts eight odd numbers on one 
long diagonal and eight even numbers on the other, and the 
odd numbers between 1 and 64 don't add to 4 x 260; they 
add to 4 x 256, and the even numbers add to 4 x 264. 
Might it therefore be more realistic to look for tours which 
are "diagonally quasi-magic" (rows and columns add to 
260, odd diagonal adds to 256, even diagonal to 264)? 

As was reported in VC 43, a computer search in 2003 
showed there to be 140 basic knight's tours which were 
row-and-column magic. Each of these basic tours can be 
placed on a chessboard in 16 different ways (it can be 
placed in anyone of eight orientations, and can be 
numbered from either end), giving a grand total of 2240 
arithmetically different tours, but a tabulation of the 140 
basic tours is sufficient to give complete information. 
Furthermore, some closed loop tours share a common path, 
differing only in their starting points, and this reduces the 
number of tours that need be separately tabulated to 108. 
96 of these were given by George Ielliss in Chessics 26 
(plus one interloper which was exposed a few issues later), 
five more were published in an article by Tom Marlow in 
the May 1988 issue of The Problemist (two of them having 
appeared the previous year in issue I of The Games and 
Puzzles Journal), and the remaining seven are in VC 43. 
George posted a complete catalogue on his Knight's Tour 
Notes web site <www.ktn.freeuk.com>. but not everybody 
has access to the Internet, and I at least much prefer 
reading a book or magazine to looking at a computer 
screen. It therefore seems to me that VC might usefully 
devote a couple of pages to reprinting this catalogue, now 
that it is definitive, and it appears on pages 52-53. 

With all 140 tours in front of us, we can look for those 
which are "diagonally quasi-magic" as defined above. 
There turn out to be seven: tours I, 4 (tour I starting from 
e6), 40, 41, 59,60, and 62. Furthermore, tours 1,4, and 62 
have the additional property that each odd broken diagonal 
which is parallel to the main odd diagonal (c8-h3/a2-b I, 
e8-h5/a4-dl, g8-h7/a6-fl) adds to the same value 256, and 
each even broken diagonal which is parallel to the main 
even diagonal adds to 264. This elegant property seems a 
sufficient reason to extract these tours from the catalogue 
and to present them in full-size type: 

15 30 1 50 27 36 63 38 
2 51 14 29 64 39 26 35 

31 16 49 4 33 28 37 62 
52 3 32 13 40 61 34 25 
17 42 53 48 5 24 11 60 
54 45 20 41 12 57 8 23 
43 18 47 56 21 6 59 10 
46 55 44 19 58 9 22 7 

Tours I and 4 (from e6) 

27 30 51 4053 2 15 42 ' 
50 39 28 31 14 41 54 3 
29 26 37 52 1 56 43 16 
38 49 32 25 44 13 4 55 
23 36 45 12 57 64 17 6 
48 11 24 33 20 5 58 61 
35 22 9 46 63 60 7 18 
104734218196259 

Tour 62 

Tour 62 is "rotationally symmetric" (diametrically opposite 
values always differ by 32), so starting this tour from d3 
doesn't produce a different tour; it merely gives the same 
tour rotated through 180 degrees. And of course the 
summation properties are shared by the tours numbered in 
reverse from e7 (tour I), c5 (tour 4), or f4 (tour 62), though 
the relevant odd diagonals now run NE-SW and the 
relevant even diagonals NW-SE. 

These tours were discovered by C. F. Iaenisch. Tour 62 
appeared in The Chess Monthly in 1859, and tours 1 and 4 
in volume 2 of his Traite des Applications de [,Analyse 
Mathimatique au Jeu des Echecs, St Petersburg 1862. 
However, while he stresses the fact that the long diagonals 
together add to 520, the more elegant property highlighted 
here seems to have escaped his notice. Nor does it seem to 
have been noticed by H. I. R. Murray, nor (by implication) 
by those whose work Murray used. I cannot believe it has 
genuinely remained un spotted until now, but at the moment 
I am not aware of any evidence to the contrary. 

On a flat board, the tours above (rows and columns 
adding to 260, long odd diagonal and parallel odd broken 
diagonals adding to 256, long even diagonal and parallel 
even broken diagonals adding to 264) are the best we can 
do. The question however occurs to me: on a cylinder or 
torus, can we find a tour such that all the odd diagonals 
in both directions add to 256 and all the even diagonals 
in both directions to 264? Alternatively, can some 
mathematician prove the task to be impossible? 

The catalogue that follows relies heavily on manuscript 
106 of the H. I. R. Murray papers in the Bodleian 
Library and on a further unpublished Murray manuscript 
The Magic Knight's Tours, a Mathematical. Recreation 
(Bodleian shelfmark MS Eng d.2370). I am grateful to the 
Bodleian for access to these and to other Murray papers, 
to Cambridge University Library for access to the Iaenisch 
book, and to George Ielliss for a photocopy made by Ken 
Why Id of the relevant pages from The Chess Monthly. 
Additionally, and to everybody's benefit, George has 
posted a chronological knight's tour bibliography on the 
Knight's Tour Notes web site, and he presented the 
historical material from Murray's Magic Knight's Tours 
manuscript mentioned above, with commentary, in issues 
14 and 15 of The Games and Puzzles Journal. 

Murray listed the tours in approximately chronological 
order, but in Chessics 26 George classified them by the 
separation of their end points, and I have followed him. 
The closed loop tours come first, then the tours with end 
points (0, I) apart, then (0,3) apart, and so on. The closed 
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loop tours are further divided into those admitting 
intermediate starting points (tours 1-47), those which are 
rotation ally symmetric (tours 46-62, tours 46-47 being in 
both groups), and one other (tour 63). A rotationally 
symmetric tour can of course be renumbered starting 
from the square numbered 33, but this merely rotates it 
through 180 degrees. Similarly, the pattern of tours 46-47 
only gives two distinct tours, those starting at e8 and d3; 
the tours starting at d 1 and e6 are rotations of these. 

As regards orientation and selection of a starting point, 
wherever possible I have chosen a representative in which 
the tour starts from the top edge of the board, and it always 
starts from a light square (so the diagonal a8-h 1 is always 
odd). The tours within each group therefore tend to appear 
in an order slightly different from George's, and the table 
alongside links my numbers to his. Dates are normally 
those of publication (Beverley's tour was actually 
discovered in 1847, all those ofWenzelides in 1849, and at 
least the first two of Iaenisch's in 1858), but there may be 
minor errors during the period 1876-1885. 

By classifying Murray's manuscript catalogue and 
publishing it In Chessics 26, George did much to 
encourage others to explore the subject and to fill in the 
gaps. The present catalogue, being the result of an 
exploration now complete, is unlikely to stimulate further 
work in the same way, but it may serve to commemorate 
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the closure of an exercise which took over a hundred and ' 
fifty years and occupied some fine brains. It seems 
appropriate that it should appear in a magazine which 
George himself founded. 

1-5 OOa 
6-9 OOb 

10-13 OOc 
14-17 OOd 
18-21 ODe 
22-25 OOf 
26-29 OOg 
30-33 OOh 
34-35 OOi 
36-37 OOj 
38-39 001 
40-41 OOk 
42-43 OOn 
44-45 000 
46-47 OOm 

48 12e 
49 12f 
50 12h 
51 12g 
52 12a 
53 12b 
54 12c 
55 12d 
56 12m 
57 12j 
58 12i 
59 121 

60 12k 
61 120 
62 12n 
63 12p 
64 Olg 
65 Olb 
66 Olc 
67 Old 
68 Ole 
69 Olf 
70 Ola 
71 Olh 
72 Oli 
73 03c 
74 03d 
75 03b 
76 03a 
77 03f 
78 03e 
79 03g 
80 05g 
81 05a 
82 05b 
83 05f 
84 05d 
85 05c 
86 05e 

87 07a 114 27a 
88 14c 115 27b 
89 14f 116 27d 
90 14b 117 27c 
91 14a 118 27e 
92 14e 119 27f 
93 14d 120 27g 
94 16a 121 27h 
95 23c 122 27t 
96 23d 123 27q 
97 23q 124 27s 
98 23f 125 27p 
99 23g 126 27r 
100 23h 127 27i 
101 23e 128 27j 
102 23i 129 27k 
103 231 130 271 
104 23k 131 27m 
105 23j 132 27n 
106 23a 133 270 
107 23b 134 34e 
108 23n 135 34a 
109 23m 136 34d 
110 230 137 34c 
I11 23p 138 34b 
112 25a 139 34g 
113 25b 140 34f 

Table linking my numbers to George's web catalogue numbers 

Sources in chronological order. 114: W. Beverley, The London and Edinburgh Philosophical Magazine and Journal of Science, 
August 1848 (Murray). 52: C. Wenzelides, Schachzeitung, February-March 1849 (Murray). 115: Ditto, July 1849 (Murray). 
6-9: Shri Krishna Udayar, King of Karnataka, on a silk carrying the date 31 July 1852 (Murray, also Akenhead, The Fairy Chess 
Review, April 1947). As with all transliterations of names from non-Latin scripts, the spelling in English accounts varies, and I am 
following S. R. Iyer, Indian Chess, Delhi 1982. Shri Krishna Udayar appears to be more usually described as the Rajah of Mysore, 
but again I am following lyer. 46-47,48,53,56: Wenzelides, Schachzeitung, May 1858 (Murray). 61,62: C. F. Jaenisch, The Chess 
Monthly, April-June 1859. 1·5,18·21,116,117: Jaenisch, Traite des Applications de {'Analyse Mathematique au Jeu des Echecs, 
volume 2, St Petersburg 1862. Tour 2 (tour I starting from fl) appears to have been overlooked by Jaenisch, and according to Murray 
was given by Exner in 1876. 

81: C. Bouvier, dated 1876 by Murray. 127, 134, 135: Dr Exner, Progr. des Gymn. zu Hirschberg, 1876 (Murray). 82: E. C. 
Caldwell, English Mechanic and World of Science, 1879 (Murray, confirmed by Jelliss). 34-35: Published anonymously, dated 1880 
by Murray. 54: -. Beligne, dated 1880 by Murray. 128: Ditto, dated 1881. 10·13,83,129,130: E. Francony, dated 1881 by 
Murray. 57,58,84: Bouvier, dated 1882 by Murray. 59,60,85,86,106,131: Francony, dated 1882 by Murray. 49 ... 51,55: 
Paul de Hijo (pen name of Abbe Jolivald), dated 1882 by Murray. 90,91: Count Ligondes, dated 1882 by Murray. 38-39: Bouvier, 
dated 1883 by Murray. 40·41: Francony, dated 1883 by Murray. 22·25,26·29,65,66,70,73,74,76 ... 78,80,88,95, 96, 98 ... 105, 
108,109,112,136 ... 140: Ligondes, dated 1883 by Murray. 14-17,36-37,118,123 ... 126: C. E. Reuss, dated 1883 by Murray. 93: 
M. A. Feisthamel, dated 1884 by Murray. 107: Ligondes, dated 1884 by Murray. 119: M. Wihnyk, Schachzeitung 1885 (Murray). 

Everything in the preceding paragraph is based on manuscript 106 of the Murray papers in the Bodleian Library, but there are minor 
inconsistencies between the dates given there and those implied by the summary in his Magic Knight's Tours manuscript, and it may 
be that one or two of them are in error by a year or so. The summary in the Magic Knight's Tours manuscript, although slightly 
imprecise (Murray was well over 80 when he wrote it), further implies that most if not all of the tours given without source first 
appeared in Feisthamel's column in Le Siecie, so an examination of this would clarify the matter, but I have not tried to make one. 
Murray notes that Jolivald's tours also appeared in his 1882 book Le Probleme du Cavalier des echecs d'apres les methodes qui 
donnelU la symetrie par rapport au centre, and those of Ligondes in a privately printed work he produced in 1884. 

Every tour down to here was reported by General Parmentier in papers presented to the 1891 and 1892 meetings of the French 
Association pour l' Avancement des Sciences and subseqently published by him, tours 6-9 being attributed to Francony (Murray). 

68: -. Grossetaite, Figaro, 1896 (Murray). 30·33: Ligondes, La Mode du Petit loumal, 1906 (Murray). 110: Ditto, 1910 
(Murray). 111: Ditto, 1911 (Murray). Every tour down to here appeared in M. B. Lehmann's book Neue Mathematische Spiele, 
fourth edition 1932, tours 6-9 still being attributed to Francony (Murray). 

94: M. B. Lehmann, Le Sphinx, August 1933 (Murray). 120: H. J. R. Murray, The Problemist Faily Chess Supplement, February 
1936. 121: Ditto, April 1936. 132, 133: Murray, The Fairy Chess Review, August 1936. 63, 67, 69: Ditto, November 1939. 
79: Ditto, June 1940. Every tour down to here appeared in Chessics 26. 

64, 97: T. W. Marlow, The Games and Puzzles Journal I, September-October 1987. 71, 75, 113: Marlow, The Problemist, 
January 1988. 72,92: T. S. Roberts, Variant Chess 43, November 2003 (previously published on the Internet). 42-43,44-45,87,89, 
122: H. Mackay, J-c. Meyrignac, G. Stertenbrink, Variant Chess 43 (previously published on the Internet). 
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1-5 Jaenisch 1862 

15 30 1 50 27 36 63 38 
2 51 14 29 64 39 26 35 
31 1649 4 33283762 
523321340613425 
17 42 53 48 5 24 11 60 
544520411257823 
43 18475621 6 59 10 
46554419589227 

26-29 Ligondes 1883 

63 22 15 40 1 42 59 18 
14396421 6017 2 43 
376223164158194 
2413386120 3 44 57 
513625124556530 
26 1 1 52 33 8 29 46 55 
35 50 9 28 53 48 31 6 
1027 344932 7 5447 

42-43 MMS 2003 

63 2 59 24 57 14 19 22 
602562120235613 
364275815542118 
266145332171255 
39 28 33 16 37 52 45 10 
34 5 38 31 42 11 48 51 
29 40 7 36 49 46 9 44 
6353041 8435047 

51 Jo1iva1d 1882 

43 18 1 56 5 166358 
2 55 44 17 64 57 6 15 

4542 19 4 21 8 5962 
28354415261147 
39 46 29 20 9 22 35 60 
302740 53 36 51 1013 
47 38 25 32 49 12 23 34 
2631483724335011 

57 Bouvier 1882 

23466118744592 
62 19 24 45 60 1 6 43 
47 22 63 8 17 42 3 58 
202536416453165 
374821 32 9 4 5752 
26 35 10 49 40 31 54 15 
1138332813565130 
34 27 12 39 50 29 14 55 

63 Murray 1939 

63 42 23 32 1 34 27 38 
2231 6441 2837 2 35 
43 62 29 24 33 4 39 26 
302144614025363 
11 60 13 20 45 52 5 54 
141710578554851 
59 12 19 16 49 46 53 6 
18 1558 9 56 7 5047 

69 Murray 1939 

63 2 51 2253 1635 18 
5023 64 I 34 19 1455 
3 62 21 52 15 54 17 36 
24 49 4 61 20 33 56 13 
5 44 25 48 9 60 37 32 
264784130391257 
436452859103138 
46 27 42 7 40 29 58 11 

75 Mar10w 1988 

31 6 35 60 1 10 55 62 
3459 32 5 5661 2 11 
7 30 57 36 9 4 63 54 
58 33 8 29 64 53 12 3 
19 22 37 52 13 28 43 46 
3851182144471427 
23 20 49 40 25 16 45 42 
503924 17 48 41 26 15 

81 Bouvier 1876 

31 2 39 58 41 16 55 18 
38 59 30 1 56 19 42 15 
3 32 57 40 43 14 17 54 
60 37 4 29 20 53 44 13 
332861 8 45 1221 52 
62 5 36 25 22 51 48 11 
27 34 7 64 9 46 23 50 
6 63 26 35 24 49 1047 

6-9 Udayar 1852 

63 6 27 36 1 38 59 30 
26 35 64 5 60 29 2 39 
7 62 33 28 37 4 31 58 
3425 8 61 325740 3 
47 10 49 24 41 1655 18 
502346 9 56194215 
1148215213441754 
22 51 12 45 20 53 14 43 

30-33 Ligondes 1906 

43 50 1 24 5 48 63 26 
2 23 44 49 6425 6 47 

51 42 21 4 45 8 27 62 
22 3 5241 2861 46 7 
39 54 29 20 9 14 35 60 
3019405336591013 
55 38 17 32 57 12 15 34 
1831 5637 163358 11 

44-45 MMS 2003 

31 2 27 56 25 14 51 54 
28 57 30 1 52 55 24 13 
3 32 59 26 15 22 53 50 
582942164491223 
39 60 33 16 37 20 45 10 
345386342114819 
61 40 7 36 1746 9 44 
6356241 8431847 

52 Wenzelides 1849 

63 6 55 16 1 42 59 18 
541564 5 60 17 2 43 
7 62 13 56 41 4 19 58 
1453 8 61 205744 3 
35 12 25 52 29 40 21 46 
26 51 36 9 24 45 30 39 
11 3449 28 37 32 47 22 
5027103348233831 

58 Bouvier 1882 

234661 18 7 44 59 2 
62 19 24 45 60 1 6 43 
47 22 63 8 17 42 3 58 
36252041 64 5 1653 
21 483732 9 5257 4 
2635104940315415 
11 38 33 28 13 56 51 30 
34 27 12 39 50 29 14 55 

64 Marlow 1987 

59 14 1 64 11 26 55 30 
2 63 60 13 56 29 10 27 

61 58 15 4 25 1231 54 
16 3 62 57 32 53 28 9 
39 42 17 24 5 48 33 52 
182138413651847 
43 40 23 2045 6 49 34 
22 19 44 37 50 35 46 7 

70 Ligondes 1883 

59 6 273661 3831 2 
26 35 60 5 32 1 62 39 
7 58 33 28 37 64 3 30 
34 25 8 57 4 29 40 63 
9 56 23 48 13 52 17 42 
2447105320411451 
5522451249164318 
4611542144195015 

76 Ligondes 1883 

43 2 47 24 49 26 39 30 
46 23 44 1 40 29 50 27 
3 42 21 48 25 52 31 38 
224544132372851 
5 20 57 64 9 16 53 36 

60 63 8 175633 10 13 
19 6 615815123554 
62 59 18 7 34 55 14 11 

82 Ca1dwell 1879 

31 2 39 58 41 16 55 18 
385930156194215 
332574013441754 
603742920531443 
332861845125122 
62 5 36 25 52 21 48 11 
27 34 7 64 9 46 23 50 
6 63 26 35 2449 10 47 

'1!AriAlJt Cbess ;7 

10-13 Francony 1881 

63 6 27 36 1 38 59 30 
26 35 64 5 60 29 2 39 
7 6233 28 37 4 31 58 
3425 8 61 325740 3 
9 4821 521344 17 56 
2451124520531441 
4710492243165518 
50 23 46 11 54 19 42 15 

34-35 Anonymous 1880 

63 6 55 16 I 42 59 18 
541564 5 60 17 2 43 
76213564141958 
1453 8 61 205744 3 
51 1225364540 21 30 
26 35 52 9 24 29 46 39 
1 1 50 33 28 37 48 31 22 
3427104932233847 

46-47 Wenze1ides 1858 

47 6 63 24 I 5043 26 
62234854425251 
21467644942742 
8 61 22 45 28 41 52 3 
35 20 9 60 13 54 29 40 
10 59 36 17 32 39 14 53 
193457 1237 165530 
5811183356313815 

53 Wenze1ides 1858 

63 6 23 48 I 10 59 50 
22 47 64 5 6049 2 11 
7 6245 24 9 4 51 58 
46218615257123 
3544252029405314 
26 19 36 41 56 13 30 39 
43 34 17 28 37 32 15 54 
18 27 42 33 16 55 38 31 

59 Francony 1882 

23 46 43 18 7 62 59 2 
44 19246342 I 6 61 
47 22 45 8 17 60 3 58 
20 25 36 41 6453 16 5 
37 48 21 32 9 4 57 52 
26 35 28 49 40 13 54 15 
29 38 33 10 31 56 51 12 
34 27 30 39 50 1 1 14 55 

65 Ligondes 1883 

39 22 15 64 I 42 59 18 
14 63 40 21 60 17 2 43 
233861 1641 4 1958 
62132437205744 3 
25 36 11 52 29 46 5 56 
12 51 26 33 8 55 30 45 
35 10 49 28 53 32 47 6 
50273494875431 

71 Mar10w 1988 

59 62 31 4 33 46 19 6 
30360631853447 
61 58 I 32 45 36 7 20 
2 29 64 57 8 17 48 35 
27 56 9 16 37 44 21 50 
12 15 28 53 24 49 38 41 
55 26 13 10 43 40 51 22 
1411 542552234239 

77 Ligondes 1883 

632215401742592 
1439642160 I 1843 
236237164120358 
381324614574419 
25 36 11 52 29 46 5 56 
12 51 26 33 8 55 30 45 
35 10492853 3247 6 
50 27 34 9 48 7 54 31 

83 Francony 1881 

27 2 43 52 29 6 47 54 
42 51 28 1 48 53 30 7 
3 26 49 44 5 32 55 46 
50 41 4 25 56 45 8 31 
3924611633205710 
621540216093419 
23 38 13 64 17 36 11 58 
1463223712591835 

14-17 Reuss 1 883 

63 6 27 36 1 38 59 30 
26 35 64 5 60 29 2 39 
7 62 33 28 37 4 31 58 
3425 8 61 325740 3 
9 48 23 52 13 42 17 56 
2451 1045 2055 1441 
4722491253164318 
5011462144195415 

36-37 Reuss 1883 

63 6 27 36 1 38 59 30 
26 35 64 5 60 29 2 39 
7 62 33 28 37 4 31 58 
3425 8 61 325740 3 
9 48 1 I 52 13 54 17 56 
2451224520431441 
4710491253165518 
5023462144194215 

48 Wenze1ides 1858 

43 26 1 48 5 24 63 50 
2 47 44 25 64 49 6 23 

45 42 27 4 21 8 51 62 
28346415261227 
39 54 29 20 9 14 35 60 
30 19 40 53 36 59 10 13 
55 38 17 32 57 12 15 34 
1831563716335811 

54 Bc!ligne 1880 

63 24 39 20 I 26 41 46 
38 19 64 25 40 45 2 27 
236217442144742 
18372261 4843 28 3 
35 60 11 16 29 54 5 50 
10 15 36 53 12 49 30 55 
59 34 13 8 57 32 51 6 
14 9 583352 7 5631 

60 Francony 1882 

23 46 43 18 7 62 59 2 
44 19246342 1 6 61 
4722458 1760358 
36252041645 1653 
21 483732 9 5257 4 
2635284940135415 
29383310315651 12 
34 27 30 39 50 11 14 55 

66 Ligondes 1883 

39 22 15 64 I 42 59 18 
14634021 6017 2 43 
233861164158194 
62 13 24 37 20 3 44 57 
25 36 1 I 52 29 56 5 46 
1251 2633 8 45 3055 
35 1049 28 53 3247 6 
50273494875431 

72 Roberts 2003 

39 58 25 6 55 50 23 4 
26 7 38 57 24 5 54 49 
59 40 I 28 51 56 3 22 
8 27 64 37 2 21 48 53 

41 60 9 14 29 52 35 20 
10 15 44 63 36 13 32 47 
6142171245301934 
16 11 6243 18 33 46 31 

78 Ligondes 1883 

63 22 1540 174259 2 
14396421601 1843 
37 62 23 16 41 20 3 58 
24 133861 4 5744 19 
11 36 25 52 29 46 5 56 
26 51 12 33 8 55 30 45 
35 1049 28 53 32 47 6 
50273494875431 

84 Bouvier 1882 

31 2 57 40 15 18 55 42 
38 59 30 1 56 41 16 19 
3 32 39 58 17 1443 54 
60 37 4 29 44 53 20 13 
332861821124552 
62 5 36 25 48 51 22 11 
27 34 7 64 9 24 49 46 
6 63 26 35 50 47 10 23 

18-21 Jaenisch 1862 

63 22 15 40 I 42 59 18 
143964216017243 
3762231641 4 1958 
24133861205744 3 
1 I 36 25 52 29 46 5 56 
265112338553045 
35 10 49 28 53 3247 6 
50 27 34 9 48 7 54 31 

38-39 Bouvier 1883 

234661 18 7 44 59 2 
62 19 24 45 60 1 6 43 
47 22 63 8 17 42 3 58 
20253641645 1653 
37 48 21 32 9 52 57 4 
26 35 1049 40 31 54 15 
1 1 38 33 28 13 56 51 30 
3427123950291455 

49 Jo1iva1d 1882 

43 46 I 24 41 20 63 22 
2 25 42 45 64 23 40 19 

47 44 27 4 17 38 21 62 
263483728611839 
7 50 29 60 5 16 35 58 
30 53 6 49 36 59 12 15 
51 8 5532 13 105734 
543152956331411 

55 Jo1iva1d 1882 

63 24 39 18 I 264346 
38 17 64 25 42 45 2 27 
23621940 21 44744 
16372261 5241 28 3 
35 60 9 20 29 54 5 48 
12 15 36 53 8 51 30 55 
59 34 13 10 57 32 49 6 
14 1 1 58 33 50 7 56 31 

61 Jaenisch 1859 

155441 2 51 283930 
42 3 14 53 40 31 50 27 
55 16 I 44 25 52 29 38 
4 43 56 13 3237 26 49 
17 58 5 64 45 24 11 36 
661205712334823 
591863821463510 
62760193492247 

67 Murray 1939 

31 42 23 64 1 34 27 38 
22 63 32 41 28 37 2 35 
43 30 61 24 33 4 39 26 
62 21 44 29 40 25 36 3 
11 60 13 2045 52 5 54 
14 17 10 57 8 55 48 51 
591219164946536 
18155895675047 

73 Ligondes 1883 

35 6 27 60 I 38 31 62 
26 59 36 5 32 61 2 39 
7 34 57 28 37 4 63 30 
58 25 8 33 64 29 40 3 
9 56 23 48 13 52 17 42 
2447105320411451 
5522451249164318 
4611542144195015 

79 Murray 1940 

63 14 39 20 41 22 59 2 
38 17641560 1 4223 
13 62 1940 21 58 3 44 
183716614432457 
31 12 33 52 25 56 45 6 
36 51 30 9 48 5 26 55 
11 32 49 34 53 28 7 46 
5035 1029 8 475427 

85 Francony 1882 

31 2 39 58 15 18 55 42 
385930 I 56411619 
332574017144354 

60 37 4 29 44 53 20 13 
332861821124552 
62 5 36 25 48 51 22 11 
27 34 7 64 9 24 49 46 
663263550471023 

May 2008 

22-25 Ligondes 1883 

63 22 15 40 I 42 59 18 
14396421 60 17 2 43 
236237164141958 
38 13 24 61 20 57 44 3 
25 36 11 52 29 46 5 56 
12 51 26 33 8 55 30 45 
35 10 49 28 53 32 47 6 
50273494875431 

40-41 Francony 1883 

23 46 43 18 7 62 59 2 
44192463421 661 
47 22 45 8 17 60 3 58 
202536416451653 
37 48 21 32 9 52 57 4 
2635284940 135415 
2938331031565112 
34 27 30 39 50 11 14 55 

50 Jolivald 1882 

434612641186322 
2 274245642340 17 
4744254 19382162 
28 3 52 37 24 61 16 39 
7 48 29 56 5 20 35 60 
3053 6 51 3657 12 15 
49 8 55 32 13 10 59 34 
5431 50 9 5833 14 11 

56 Wenze1ides 1858 

59 6 63 16 1 4255 18 
62 1560 5 5617 2 43 
7 58 13 64 41 4 19 54 
1461857205344 3 
35 12 21 52 25 40 29 46 
22 51 36 9 32 45 26 39 
11 3449 24 37 28 47 30 
50 23 10 33 48 31 38 27 

62 Jaenisch 1859 

273051405321542 
503928 31 1441 54 3 
29 26 37 52 1 56 43 16 
38 49 32 25 44 13 4 55 
23 36 45 12 57 64 17 6 
48 11 243320 5 5861 
35 22 9 46 63 60 7 18 
104734218196259 

68 Grossetaite 1896 

6334551443 2 2326 
54 13 64 1 56 25 44 3 
33 62 35 42 15 22 27 24 
12 53 32 21 36 57 4 45 
612041525 163728 
8 11 63158514649 
19 60 9 40 17 48 29 38 
10 7 18 59 30 39 5047 

74 Ligondes 1883 

35 6 27 60 1 38 31 62 
26 59 36 5 32 61 2 39 
57 34 7 28 37 4 63 30 
8 25 58 33 64 29 40 3 
23 56 9 48 13 52 17 42 
1047245320411451 
55 22 45 1249 16 43 18 
4611542144195015 

80 Ligondes 1883 

433053 4 452851 6 
54 1 44 29 52 5 48 27 
31 42 3 56 25 46 7 50 
2 553241 8492647 
63349245740 1518 
10 23 62 33 16 19 58 39 
3564211237601714 
22 11 36 61 20 13 38 59 

86 Francony 1882 

31 2395841165518 
38 59 30 1 56 19 14 43 
332574015421754 

60 37 4 29 20 53 44 13 
3328 61 8 45 1221 52 
62 5 36 25 50 23 48 11 
27 34 7 64 9 46 51 22 
6 63 26 35 2449 10 47 
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87 MMS 2003 

51 54 1 6 49 22 43 34 
2 5 50 53 44 35 48 23 

55 52 7 4 21 46 33 42 
8 3 5645 3641 2447 
57 62 9 20 25 32 37 18 
10 13586140 1928 31 
6360 151229261738 
14 11 64 59 16 39 30 27 

93 Feisthame1 1884 

47 22 39 28 1 50 43 30 
382548234429251 
21 462740 49 4 31 42 
26 37 24 45 32 41 52 3 
15203360 5 64 9 54 
365914171253663 
19 16573461 8 55 10 
5835 18 135611 62 7 

99 Ligondes 1883 

19421602140 1562 
2 592041 1661 2239 
43 18 57 4 37 24 63 14 
58 3 44 1764 13 38 23 
31565489362550 
6 45 32 53 28 49 12 35 
5530478 33105126 
46 7 54 29 52 27 34 11 

105 Ligondes 1883 

23621540 1 421958 
14 39 22 61 20 59 2 43 
63 24 37 16 41 4 57 18 
38136421601744 3 
25 50 11 36 5 56 31 46 
12 35 2649 32 45 6 55 
511033285384730 
34 27 52 9 48 29 54 7 

III Ligondes 1911 

43 28 47 4 53 3049 6 
46 3 44 29 48 5 5431 
27 42 1 52 25 56 7 50 
24526418513255 
3920632433145710 
622340 1364 9 3415 
193821 60 17 36 11 58 
22 61 18 37 12 59 16 35 

1 17 laenisch 1862 

1 3047 52 27 5443 6 
48 51 2 29 44 5 26 55 
31 4649 4 53 28 7 42 
50 3 3245 8 41 5625 
33 62 15 20 57 24 9 40 
1619346112375823 
63 14 173621 6039 10 
18 35 64 13 38 11 22 59 

123 Reuss 1883 

47 54 1 28 5 5243 30 
2 27 48 53 44 29 6 51 
25 46 55 4 49 8 31 42 
56 3 26 45 32 41 50 7 
152433603720962 
34571621126140 19 
2314593617386310 
58 35 22 13 64 11 18 39 

129 Francony 1881 

7 54 43 28 1 30 47 50 
4227 6 534851 2 31 
25 8 55 44 29 4 49 46 
5641 26 5 5245 32 3 
9 24 39 60 33 62 15 18 
4057102116193463 
2338591261 3617 14 
58 11 22 37 20 13 64 35 

135 Exner 1876 

31 34 15 52 1 54 27 46 
145130332847255 
35 32 49 16 53 4 45 26 
50 13 36 29 48 25 56 3 
116417402158544 
1837 1261 8 432457 
63 10 39 20 41 22 59 6 
38 19 62 9 60 7 42 23 

88 Ligondes 1883 

31 58 1 405542 15 18 
38 3 30 57 16 19 54 43 
59 32 39 2 41 56 17 14 
4 376029201344 53 
33 28 5 64 45 52 21 12 
661362510234851 
273463849461122 
62 7 26 35 24 9 5047 

94 Lehmann 1933 

31 54 1 6 43 48 27 50 
4 7 30 53 28 51 42 45 

55 32 5 2 47 44 49 26 
83602952214641 

6156331237162520 
34 9 62 59 22 19 40 15 
57 64 11 36 13 38 17 24 
10 35 58 63 18 23 14 39 

100 Ligondes 1883 

19421602140 1562 
259204116612239 

57 18 43 4 37 14 63 24 
44 3 58 17 64 23 38 13 
31 56 5 48 9 36 25 50 
6 45 32 53 28 49 12 35 
553047 8 33 1051 26 
46 7 54 29 52 27 34 11 

106 Francony 1882 

31 6 35 60 1 62 27 38 
34 59 32 5 28 37 2 63 
73057366143926 
58 33 8 29 40 25 64 3 
1542 1756 9 482350 
1855144124511047 
43 16 53 20 45 12 49 22 
54 19 44 13 52 21 46 11 

112 Ligondes 1883 

59421 206140 1522 
2 19604116216239 

43 58 17 4 37 14 23 64 
18 3 44 57 24 63 38 13 
31 56 5 48 9 36 25 50 
6 45 32 53 28 49 12 35 
553047833105126 
46 7 54 29 52 27 34 11 

118 Reuss 1883 

1 30 47 52 5 28 43 54 
48 51 2 29 44 53 6 27 
31 46 49 4 7 26 55 42 
50 3 32 45 40 57 24 9 
33 62 15 20 25 8 41 56 
16 19 34 61 58 39 10 23 
63 14 17 36 21 12 59 38 
1835641360372211 

124 Reuss 1883 

47 54 1 28 5 52 43 30 
22748534429651 
25465544942318 
56 3 26 45 32 7 50 41 
152433603720962 
34571621126140 19 
23 14 59 36 17 38 63 10 
58 35 22 13 64 11 18 39 

130 Francony 1881 

7 5443 28 1 3047 50 
42 27 6 53 48 51 2 31 
55 8 25 44 29 4 49 46 
26 41 56 5 52 45 32 3 
39 24 9 60 33 62 15 18 
1057402116193463 
23 38 59 12 61 36 17 14 
58 11 22 37 20 13 64 35 

136 Ligondes 1883 

31 34 15 52 1 54 27 46 
14 51 30 33 28 47 2 55 
35 32 49 16 53 4 45 26 
50 13 36 29 48 25 56 3 
116417402144 5 58 
18 37 12 61 8 57 2443 
63 10392041 2259 6 
38 19 62 9 60 7 42 23 

"VAriAnf Chess ;7 

89 MMS 2003 

275414829521534 
2 47285316333051 

55 2645 4 49 1435 32 
463 561744315013 
7 42 25 64 5 36 19 62 
24 57 6 43 18 63 12 37 
41 8 5922391061 20 
58 23 40 9 60 21 38 1 1 

95 Ugondes 1883 

43 50 1 26 63 48 23 6 
2 27 44 49 24 5 62 47 

51 4225 4 4564 7 22 
28 3 5241 8 21 4661 
534013325736920 
14 29 56 37 12 17 60 35 
3954311633581910 
30 15 38 55 18 11 34 59 

101 Ugondes 1883 

19 42 1 60 21 40 15 62 
2 592041 1661 2239 

57 18 43 4 37 24 63 14 
44 3 58 17 64 13 38 23 
31 56 5 48 9 362550 
6 45 3253 28 49 12 35 
55 30 47 8 33 10 51 26 
46 7 54 29 52 27 34 11 

107 Ligondes 1884 

59 6 27 36 1 62 31 38 
26 35 60 5 32 37 2 63 
7 58 33 28 61 4 39 30 
34 25 8 57 40 29 64 3 
9 56 23 48 13 52 17 42 
2447105320411451 
5522451249164318 
4611542144195015 

113 Marlow 1988 

115415441463950 
144312534049247 
55 10 41 16 45 38 51 4 
42 13 56 9 52 3 48 37 
63 28 17 32 57 36 5 22 
1831 6425 8 21 5835 
27 62 29 20 33 60 23 6 
30 19 26 61 24 7 34 59 

119 Wihnyk 1885 

1 30 47 52 5 28 43 54 
48 51 2 29 44 53 6 27 
31 46 49 4 7 26 55 42 
50 3 3245 5641 8 25 
336215209245740 
1619346158391023 
63 14173621 125938 
18 35 64 13 60 37 22 1 1 

125 Reuss 1883 

47 54 1 28 5 52 43 30 
22748534429651 

55 46 25 4 49 8 31 42 
26 3 56 45 32 41 50 7 
152433603720962 
3457162112614019 
23 145936 17 38 63 10 
58 35 22 13 64 11 18 39 

131 Francony 1882 

7 5443 28 1 3047 50 
42276534851231 
55 8 25 44 29 4 49 46 
2641 56 5 524532 3 
9 24 39 60 33 62 15 18 
4057102116193463 
2338591261361714 
58 11 22 37 20 13 64 35 

137 Ugondes 1883 

31 34 15 52 1 54 27 46 
145130332847255 
35 3249 16 53 26 45 4 
50 13 36 29 48 3 56 25 
116417402158544 
183712618432457 
63 10 39 20 41 22 59 6 
38 19 62 9 60 7 42 23 

90 Ligondes 1882 

31 34 15 52 1 54 27 46 
1451 30332847 2 55 
35 32 49 16 53 4 45 26 
50 13 36 29 48 25 56 3 
11 38 1764 5 44 23 58 
18 63 12 37 24 57 6 43 
3910612041 85922 
62194096021427 

96 Ugondes 1883 

59421 2061401522 
2 19604116216239 
4358 17 4 376423 14 
18 3 44 5724133863 
31565489362550 
6 45 32 53 28 49 12 35 
553047833105126 
46 7 54 29 52 27 34 11 

102 Ligandes 1883 

2362 1540 1 42 1958 
143922612059243 
632437164145718 
38136421601744 3 
115025365463156 
26 35 12 49 32 55 6 45 
51 10 33 28 53 8 4730 
34 27 52 9 48 29 54 7 

108 Ugondes 1883 

47 62 23 6 43 50 27 2 
22 7 48 63 26 1 42 51 
61 46 5 244944 3 28 
8 21 6445 4 25 5241 
19 60 9 36 13 40 29 54 
1035205732531439 
59 18 33 12 37 16 55 30 
34 11 58 17 56 31 38 15 

114 Beverley 1848 

1 3047 52 5 28 43 54 
48 51 2 29 44 53 6 27 
31 46 49 4 25 8 55 42 
50 3 32 45 56 41 26 7 
33 62 15 20 9 24 39 58 
1619346140571023 
6314173621125938 
1835641360372211 

120 Murray 1936 

1 30 47 52 3 28 45 54 
48 51 2 29 46 53 4 27 
31 8 49 42 25 6 55 44 
5041 32 7 5643 26 5 
9 62 39 20 33 24 15 58 
40 19 1061 16573423 
6338 17 1221 3659 14 
1811643760132235 

126 Reuss 1883 

47 54 1 28 5 52 43 30 
2 27 48 53 44 29 6 51 

55 46 25 4 49 42 31 8 
26 3 5645 32 7 5041 
15 24 33 60 37 20 9 62 
34571621 12614019 
23 145936 17 3863 10 
58 35 22 13 64 " 18 39 

132 Murray 1936 

7 3043 52 1 5447 26 
42516294827255 
31 8 49 44 53 4 25 46 
5041 32 5 2845 56 3 
960392233581524 
4021105916233457 
61 38191263361714 
20 11 62 37 18 13 64 35 

138 Ligondes 1883 

31 34 15 52 1 54 27 46 
14 51 3033 28 47 2 55 
35 3249 16 53 26 45 4 
50 13 36 29 48 3 56 25 
116417402144 5 58 
18371261 8572443 
63 10 39 20 41 22 59 6 
38 1962 9 60 7 4223 

91 Ligondes 1882 

31 34 1552 1 542746 
145130332847255 
35 32 49 16 53 4 45 26 
50 13 36 29 48 25 56 3 
11 38 1764 5 5823 44 
18 63 12 37 2443 6 57 
3910612041 85922 
62 1940 9 6021 42 7 

97 Mar10w 1987 

43 48 1 50 63 18 31 6 
2 51 44 4730 5 62 19 

45 42 49 4 17 64 7 32 
52 3 4641 8 292061 
39 10 53 16 57 24 33 28 
54 13 40 9 36 27 60 21 
1138155623582534 
14 55 12 37 26 35 22 59 

103 Ugondes 1883 

23 62 15 40 1 42 19 58 
14 39 22 61 20 59 2 43 
632437 1641 4 57 18 
38 13 6421 60 1744 3 
1 I 50 25 36 5 56 31 46 
26 35 12 49 32 45 6 55 
51 10332853 8 4730 
34 27 52 9 48 29 54 7 

109 Ligondes 1883 

47 62 23 6 43 50 27 2 
22 7 48 63 26 1 42 51 
61465244944 3 28 
82164454255241 
356092053402914 
101936573213 54 39 
5934 17 1237561530 
18 11 58 33 16 31 38 55 

115 Wenze1ides 1849 

1 30 47 52 43 54 7 26 
48 51 2 29 6 27 42 55 
31464945344258 
50 3 3245 28 5 5641 
33 62 15 20 37 60 9 24 
16193461 1221 4057 
63 14 17 36 59 38 23 10 
18 35 64 13 22 11 58 39 

121 Murray 1936 

1 30 47 52 3 28 45 54 
48512294653427 
31 8 49 42 25 6 55 44 
50 41 32 7 56 43 26 5 
39 62 9 20 33 24 15 58 
1019406116573423 
63 38 17 12 21 36 59 14 
1811643760132235 

I 27 Exner 1876 

43 48 27 52 1 54 5 30 
2651 4447 6 29 2 55 
45 42 49 28 53 4 31 8 
50254641327563 
154019245762 9 34 
2023163712335861 
39 1421 1863 60 35 10 
22 17 38 13 36 11 64 59 

133 Murray 1936 

7 30 43 52 1 54 47 26 
42 51 6 29 48 27 2 55 
31 8 494453 4 2546 
50 41 32 5 28 45 56 3 
39 60 9 22 33 58 15 24 
10 21 40 59 16 23 34 57 
6138191263361714 
20 11 62 37 18 13 64 35 

139 Ligondes 1883 

47 22 39 28 I 50 43 30 
38 25 48 23 44 29 2 51 
21 46 27 40 49 4 31 42 
26 37 24 45 32 41 52 3 
15203360 5 54 9 64 
36 59 14 17 12 63 6 53 
19 16573461 8 55 10 
58 35 18 13 56 11 62 7 
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92 Roberts 2003 

27 24 31 52 1 54 37 34 
30 51 28 25 36 33 2 55 
23 26 49 32 53 4 35 38 
50 29 22 13 48 39 56 3 
111441645 204758 
4263 1221 4057 6 19 
151061441785946 
62 43 16 9 60 45 18 7 

98 Ligondes 1883 

1942 1 60 21 40 1562 
2 59204116612239 
43 18 57 4 37 14 63 24 
58 3 44 1764 2338 13 
31565489362550 
6 45 32 53 28 49 12 35 
553047833105126 
46 7 54 29 52 27 34 11 

104 Ligondes 1883 

23621540 1421958 
14 39 22 61 20 59 2 43 
632437164145718 
38136421601744 3 
255011 36 5 4631 56 
12 35 26 49 32 55 6 45 
51 10332853 8 4730 
34 27 52 9 48 29 54 7 

110 Ligondes 1910 

39 62 23 18 47 42 27 2 
22 1740 63 26 1 4843 
61 38 192441 46 3 28 
16 21 64 33 8 25 44 49 
37 60 9 2045 56 29 4 
121534573275053 
59 36 13 10 55 52 5 30 
1411 5835 6 31 5451 

116 laenisch 1862 

1 3047 52 5 28 43 54 
48 51 2 29 44 53 26 7 
31 46 49 4 27 6 55 42 
50 3 32 45 56 41 8 25 
336215209245740 
1619346138591023 
63 14 173621 12 39 58 
18 35 64 13 60 37 22 11 

122 MMS 2003 

1 30 47 52 3 28 45 54 
4851 2 294653 4 27 
3112491421345544 
5037 323560 1526 5 
11 62 1 3 20 33 22 43 56 
381936611659625 
63 10 17 40 23 8 57 42 
18 39 64 9 58 41 24 7 

128 Be1igne 1881 

7 54 43 28 1 30 47 50 
4227 6 534851 2 31 
25 8 55 44 29 4 4946 
5641 26 5 5245 32 3 
39 24 9 60 33 62 15 18 
10 57 40 21 16 193463 
233859 1261 36 17 14 
58 11 22 37 20 13 64 35 

134 Exner 1876 

313447201225154 
46 19 32 35 50 53 2 23 
33 30 17 48 21 4 55 52 
18 45 36 29 56 49 24 3 
4364 9 163728 5 58 
121544618573825 
63 42 13 10 27 40 59 6 
14 11 6241 60 7 2639 

140 Ligondes 1883 

553047 4 57 6 51 10 
46 1 56 31 52 9 58 7 
29 54 3 48 5 60 11 50 
2 45 32 53 12 49 8 59 
3928412033246114 
44 1938256413 3423 
27 40 17 42 21 36 15 62 
18 43 26 37 16 63 22 35 
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THE END Is NIGH! 
by Paul Byway 

Solutions to competition 32 

#199 9 Kc3 e4 e5 Bc4 Bxe6 Bg8 e6 
exfl d8Q mate. (In the original the 
pawn started on e4; it was put back 
to e3 to remove the useless filler, 
Pa3-a4.) 
#200 9 Kel Kf2 h4 Nh3 Nxf4 Ng6 
Rh3 RB Rf8. The game was played 
under "Italian" rules (check cannot be 
given before the end of a series), so 
this was mate, but there would have 
been a normal mate on White's next 
turn had play continued. 
#201 8 Nf5 Ba4 g5 g4 g3 gxf2 fxg I Q 
Qe3 mate. 
#202 8 Nf5 Nd4 Re8 Re4 Rxf4 Ra5 
Rxd5 Nc2 mate. 
#203 10 Ke6 Re 1 h5 hxg4 g3 gxf2 
fl Q b5 b4 Qe2 mate. 
#204 8 Kxc8 f5 f4 B fxg2 gxh 1 Q 
Qc6 Qc 1 mate. 
#205 1 Cdl+ Pe4 2 Pd7+ Pd4 3 Pd8 
GlOe9 4 Pd9+ KelO 5 Pd 10+ KflO 
6 Cfl checkmate. 
#206 1 Ch9 G- 2 Pd7 + Kd9 3 Ch6 
Ge9 4 Cd6+ Gd8 5 CxG Pc4 6 Ke2 
KdlO 7 Ch8 Pd4 8 ChI Pe4 9 Cdl+ 
KelO 10 Cel wins the pawn and then 
the game. 

The current scores:-
FG 147, IR 124, JB 55, RC 51, 
PW 35, CL 24, RT 19, AD 6. 

Competition 33 is alongside. 

10 
9 
8 
7 
6 
5 
4 
3 

A Study in XiangQi 

k : f 
:f 
f 

2 r G r 
1 G JS : 

Black is to play, but Red threatens 
several mates. What is the best play? 

Solution on page 56. 

#207 Pensimus - Lantillo (1992) 

Black wins (series 8) 

#208 Devetta - Sarale (1991) 

Black wins (series 8) 

#209 Castellano - Forzoni (1992) 

Black wins (series 8) 

#210 Leoncini - Sarale (1992) 

Black wins (series 10) 
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#211 Bertello - Manzini (1989) 

Black wins (series 8) 

#212 Sala - Picasso (1991) 

10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

Black wins (series 8) 

#213 Cannon + Pawn #20 

c .... 
: 9 .. 
9 k. 

f 

p p 
.5:JS 

Red to play and win 

#214 Cannon + Pawn #21 

10 e: k 
9 
8 e 
7 p 
6 
5 
4 f 
3 .5 ~ 
2 
1 JS 

Red to play and win 
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SOLUTIONS 
Bidding Chess (page 44). Yes, he 
can. After the move, the chips are 
68 : 132 * at worst, and Black must 
bid 68 to claim the move and play 
... Kxt7 (chips 136 * : 64). White now 
bids 64 to play Bc4 (chips 72 : 128 *), 

and if Black interposes or moves his 
king to a light square White gets 
another check with his bishop and we 
are on familiar ground (Black's move 
makes the chips 144 * : 56, White's 
second bishop check makes them 
88 : 112 *, Black's parry makes them 
176 * : 24, and White gets the next 
three moves). 

The only way Black can avoid this 
is to meet Bc4 with ... Kf6, putting his 
king on a dark square and leaving 
White with no immediate check: 

However, this brings Black's king into 
the open and the chips are a massive 
144 * : 56 in White's favour, so surely 
White can force a quick win? 

Indeed he can. Black cannot afford 
to bid more than 31 for the next move 
(if he bids 32, he will reduce his 
holding to less than an eighth of the 
total, and White will be able to claim 
three moves). So White bids 31, 
making the chips 113 : 87 *, and plays 
Nc3. This puts his knight within two 
squares of Black's king, so Black 
must retain at least a quarter of the 
chips and cannot afford to bid more 
than 37. White therefore bids 38 
(chips 75 : 125 *) and plays Ne4, and 
Black has to bid 75 and move his king 
(chips 150 * : 50). White cannot quite 
claim the next two moves, but his next 
move will threaten the king (chips 
100 : 100 *), Black will have to bid 
everything to avoid its capture, and 
White will have eight moves with 
which to do as he likes. 

"'VAriAnt Chess ,7 
McIntyre jigsaw (page 44). Pieces 1 
and 2 cannot be placed side by side, 
and if 1 is placed above 2 then there is 
nowhere for 3 to go. So 1 must go at 
the bottom, with 2 above it. If the 
board is to be properly checkered, 
h I must be white, so the baseline of 1 
must go from bl to hi . 

By the same argument, the baseline 
of 2 must go from a4 to e4 or from c4 
to g4, but if it goes from a4 to e4 there 
is a five-square hole in the al corner 
which we cannot fill. So the baseline 
of 2 must go from c4 to g4. If we now 
try to put 3 above hi, we find that 
square g5 is left unfilled. So 3 must be 
placed above b I, and 4 must be used 
to fill the squares from al to a5. 

All this gives the following, where 
xxx indicate the squares to be filled 
by pieces 5-8 : 

We now see that piece 5, with the last 
two pawns, can go from c5 to c8, from 
g5 to g8, or from h2 to h5, and this 
gives us our three problems. 

Case I, pawns on c5/c7 : 

White plays 1 Rd3-d8, and Black of 
necessity replies L.c7-c6. White 
continues 2 Be6-d7 to release the 
stalemate, Black must walk into the 
square just given him, 2 ... Ke4-d5, and 
White's 3 Bd7-f5 discovers check and 
stops him returning to e4. 

The remaining problems have 
similar solutions, but with the men 
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playing different roles. Case 2, pawns 
on g5/g7 : 

This time it is the bishop which 
retreats, 1 Be6-c8, and after L.g7 -g6 
2 Rd3-d7 Ke4-f5 3 Rd7-d4 it is the 
rook which has discovered check and 
stopped the king returning to e4. 

Case 3, pawns on h21h4 : 

Time for White's third piece to 
make the first move: 1 Be3-c1 h4-h3 
2 Rd3-d2 Ke4-f4 3 Rd2-d4. 

McIntyre was one of the masters. 

Knight Relay Chess (pages 48-49). 
Why not play 14 Bxg6? Because 
14 ... Nd3+R adds knight power to the 
pawn on f4, forking king and bishop. 

Why not 20 Bxg6? Because of a 
blistering attack by the rooks, aided 
by the knight on f3: 20 ... Rxh2+R 
21 Rxh2 Rxh2+R 22 Kgl Rg4R+ 
forking king and bishop. 

Why not 22 ... Bxc5? 23 Bf5R+ wins 
the exchange. 

The final mate in two: the game 
finished 57 Bf3-c6+R Kd8-c8 (the 
pawn on b5 guards c7) 58 f6-d7R 
mate. 

Proof Games (page 49). I d4 e6 
2 Bd2 (b2 off, d4 off) Bc5 (g7 off) 
3 Bh6 Nxh6 4 Qd4 0-0 5 Qg7 mate. 
Peter thinks this is the shortest game 
to this Nessie-assisted mate, and 
believes it sound as a proof game. 
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We should not let the recent death of 
Bobby Fischer pass without notice, 
even though his only contribution to 
our particular corner of the field 
seems to have been the rather limited 
"Fischerandom" idea. I am reminded 
of a remark I recently saw - sadly, I 
cannot remember where - by someone 
who was watching Fischer play, and 
in the absence of his opponent Fischer 
put his hand on a piece, saw too late 
that its move would be a bad one, 
shrugged his shoulders, and played 
the move anyway. "As far as I am 
concerned," he wrote, "Bobby Fischer 
is a gentleman." 

A view wholly consistent with this 
appears in the Oxford Companion, 
whose entry on Fischer is well worth 
rereading. It gives a rounded picture 
significantly at variance with the usual 
caricature. 

VC 58 will not appear until the 
autumn - frankly, I need the break -
but we are a society publication, and 
if any member would like to edit 
an interim issue, or to produce a 
monograph of some kind to fill the 
gap, we shall be delighted to hear 
from him. The funds will stand it. 

"VAriAlJt Chess ;7 

BCVS NOTICES 
This year's annual meeting will be at 
7 St James Road, Harpenden, on 
Saturday 7 June. The formal AGM 
will be at 1130, after which there will 
be a light buffet lunch, and in the 
afternoon I thought we might try out 
Bidding Chess (see pages 42-44). 
UK members will find a formal notice 
of the AGM with this issue of VC, 
and members abroad who happen to 
be in the UK on the day will be very 
welcome also. The kitchen will be 
helped by advance notice from those 
intending to come, but we'd rather see 
you without prior warning than not see 
you at all. 

Computer programs. It isn't only 
Fritz which has started to offer 
variants. Roberto Cassano tells me 
that ChessMaster XI plays Extinction 
Chess, Progressive Chess, Losing 
Chess, and Dark Chess, and I hope he 
will be able to provide us with a 
review in a future issue of vc. 
The ability to play Extinction and 
Progressive strikes me as particularly 
interesting. 

From a commercial point of view, 
it seems to me that the addition of 
simple variant capabilities to standard 
chess-playing programs must make 
excellent sense. The mechanics are 
straightforward, at least in respect of 
variants which use the normal board 
and men, and the only difficulty is 
likely to lie in developing suitable 
algorithms for assessing the values of 
the positions reached at the end of the 
evaluation trees. 

So the expenses are not high, and in 
return the product becomes that little 
bit more attractive; it doesn't require 
many extra sales to recoup the costs. 
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EVENTS 
I understand that Mike Adams and 
Mike Gunn will again be organizing 
a Variants Evening in memory of 
David Pritchard at the British 
Championship meeting, and that 
details will be supplied to those 
attending the meeting. 

Similarly, I understand that details 
of this year's Circular Chess World 
Championship will appear on 

<www.circularchess.co.uk> 
in due course. 

Just before going to press, I received 
an idea from Alain Dekker called 
Jump Chess in which Q, R, and B 
can jump over an immediately 
adjacent man of either colour (from 
the initial array, Ral to a3, Bcl to a3 
or e3, Qdl to b3/d3/f3). He would 
welcome an opponent bye-mail 
(abdekker@gmail.com), and modestly 
sends a game he lost to Ian Deswarte : 

Black played IS ..• Rl\e2+ 16 Kdl 
(Kfl loses the bishop on c2) Rxe3+ 
17 Kc1 Rel+, and 18 Rxel Qxel will 
be mate because interposing the 
bishop on dl won't help. 

XiangQi study (page 54). 1...RxflO 
2 Gd3! Rfl+! 3 Kxfl Rxdl+ 4 Kf2 
Rxd35 Pd9+ RxP 6 PxR+ KxP draw. 
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LAO Tzu CHESS 
material from John Kipling Lewis 

John Kipling Lewis of New York (he gently asks me to 
include his middle name as he very much dislikes being 
confused with someone who is "never knowingly 
undersold") has produced an interesting composite game 
called Lao Tzu Chess, which combines the ideas of Dark 
Chess (a Kriegspiel variant using a computer as umpire), 
Double Fischer Random, and Crazy House (Chessgi). 
It can be played on the SchemingMind web site 

<http://wiki.schemingmind.com/LaoTzuChess> 
and he has sent me a specimen game score. The game is 
still new to its players and the score is not of particularly 
high quality, but it does well illustrate the nature of the 
game. Indeed, for a fIrst look at a game, a moderate game 
score is often more instructive than a masterpiece. 

The basic rule of Dark Chess is that a player can "see" 
only the squares that he can legally move to; all other 
squares are "dark". So, unless another of the player's men 
can move there, the square immediately in front of a pawn 
is either empty or dark, and the squares diagonally in front 
of a pawn are either occupied by a visible opponent or dark 
(unless the pawn can capture en passant, when an empty 
square is shown). Pawn promotion is not announced. 
Checks are announced, but not by what nor from where. 
(These rules differ from those in force on the BrainKing 
web site.) In Double Fischer Random, the computer assigns 
the players' back ranks at random, subject to the 
constraints that the bishops be on opposite colours and 
the kings be somewhere between the rooks, and Chessgi is 
chess with shogi drops (a captured man changes sides, and 
its new owner can drop it on any vacant square square 
instead of playing a normal move). Captured promoted 
pieces revert to pawns, pawns may not be dropped on the 
fIrst or eighth ranks, and a player may drop a man only on 
a square which he can see to be empty. 

The game was played between "jackcheiky" and 
"asperse", who were given the following starting arrays : 

John sent the game with this comment: "Counter-attack in 
the fog - thanks to the fog of war, black manages to turn 
around the very difficult game. Note moves 35, 36, and 37 
for black where he repeats a King retreat that would not be 
possible without hidden movement and then launches a 
vicious counter attack. White fIrst fmds the Black King on 
move 11 and attempts to build up an attack on the back 

rank from that point on." As sent, there were no further' 
annotations, but I raised various questions with him after 
playing it through and his replies are incorporated in what 
follows. 

1 
2 
3 
4 

c2-c3 
£2-£3 
e2-e4 

Nc1-b3 

b7-b5 
£7-£6 
e7-e5 

Black's bishop can see this, and bishop for knight is often a 
good swap at Chessgi (a knight in hand tends to be more 
useful than a bishop). Whether the advantage carries over 
to Lao Tzu, where a piece can only be dropped on a visible 
square, is perhaps another matter. At any rate, Black takes: 

4 BqBxb3+ 
White will merely have been told "check", but his a-pawn 
can see the bishop. 

5 a2xb3 c7-c5 

I queried this move, which seemed to be gratuitously 
exposing Black's king, and received an interesting reply. 
"5 ... c5 is a baiting move, designed to get a minor piece to 
capture and then allow the Bishop on f8 to take (and 
possibly lose a minor trade). As for opening a line to the 
King, the opening in these games is often about 
misdirection. By advancing those two pawns he's basically 
saying 'My King is clearly not on this side of the board, 
he's behind the nice pawn structure near g8'." 

6 B @ a6 NhB-q6 
7 Ba6xb5 RbBxb5 
B Bf1xb5 B @ e6 
9 Bb5-e2 NcB-b6 

10 b3-b4 c5xb4 
11 

Taking a risk. .. 
12 

Bq1xb6+ 

Ra1xaB+ 

a7xb6 

Ouch! 
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12 Kd8-e7 
13 N @ b8 

I instinctively queried this, thinking it a very passive use of 
a knight drop; why didn't White exchange rooks on e8, 
getting another rook to drop and possibly gaining more 
information about the disposition of Black's men? 
However, this was thinking in Chessgi terms, where men in 
hand can be dropped anywhere. In Lao Tzu, they can only 
be dropped on visible squares, and John soon put me right: 
"Simply trading rooks, while gaining information, loses all 
sight and thus dropping opportunities. By blocking with the 
Knight (the lowest piece he could place there at the time) 
he keeps his rook lighting the A column and gains some 
information from the Knight. He is also aware that he can 
further drop his other Rook on a7 giving him a very 
powerful rear rank attack." 

13 N @ f4 
14 R @ a7 Nf4xe2 
15 Kd1xe2 b4xc3 
16 b2xc3 B @ f4 
17 g2-g3 Bf4-g5 
18 N @ b7 P @ f4 
19 Nb8xd7 Be6xd7 
20 P @ d6+ Ke7-e6 

This allows a mating drop on d5, and had to be queried; 
why didn't Black move to f7 and keep his king back? 
John: "I see this move as a blunder. However since there is 
an element of bluff involved it may simply have been a 
matter of least likely move. It's also clear from White's 
previous attacks that the back rank is not a safe place." 

21 Ra8xe8+ Bd7xe8 
22 R @ a8 f4xg3 
23 Q @ d8 g3xh2 
24 P @ e7 Bf8xe7 
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11 EA~tttt 

25 Qd8xe8 B @ f7 
26 Qe8-b5 Be7xd6 
27 Nb7xd6 Ke6xd6 
28 B @ h8 Ng6xh8 
29 Ra8xh8 R @ g8 
30 Rb8xg8 Bf7xg8 

31 Ne1-d3 
I questioned why White had not moved this knight earlier. 
John: "The Knight at el is protecting the King from a drop 
on fl or gl should there be a probe attack, and also allows 
for protection of the Queen (which is likely the more 
important reason) on c2 or d3." 

I also wondered why the players seemed to be playing so 
little attention to central control and development. In my 
experience, these are at least as valid in chess variants as in 
ordinary chess, particularly when the variant is relatively 
new to both players. John, notation converted: "Central 
control is less important in games where you can drop 
pieces. What tends to happen, in my experience, is that a 
player creates a localized imbalance near the opposing 
King and leverages it. This is clearly only one style of play 
for games like Chessgi and Bughouse, but with the trading 
and semi-hoarding of captured pieces these players are 
doing, it appears they both are looking to find the opposing 
King and then swarm. This requires exploiting weak 
positioning regardless of where it's found, but that's often 
not in the middle of the board in Fischer Random." 

31 B @ f4 
32 Qb5xb6+ R @ c6 
33 P @ c5+ Kd6-e6 
34 Nd3xf4+ e5xf4 
35 B @ d7+ Ke6-f7 
36 Bd7xc6+ Kf7-g6 
37 d2-d4 Kg6-h5 
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The last three moves have seen the king retreat that John 
mentioned in his opening comment. Now comes the 
counterattack. 

38 d4-d5 N @ h4 
39 d5-d6 P @ g2 
40 d6-d7 g2xh1Q 
41 Qb1xh1 

This queen, hav:ing arisen through promotion, now reverts 
to being a pawn. 

41 
42 Qh1xq2 

This one remains a queen. 

43 R @ a1 
44 Ra1xh1+ 

P @ g2 
Nh4xg2 

h2-h1Q 

Finding that this move had given check must have been 
something of a surprise. 

44 
45 d7-d8Q 

Found him at last! 
46 Ke2-d3 

Bg5-h4 
R @ £2+ 

Q @ d2 mate 

And Black, unlike White at move 21, guessed correctly. 

TORUS TOURS 
In VC 57, we looked at some knight's tours discovered by 
C. F. Jaenisch in which the rows and columns added to 
260, the long odd diagonal and parallel odd broken 
diagonals to 256, and the long even diagonal and parallel 
even broken diagonals to 264, and I asked the question: 
on a cylinder or torus, could we fmd a tour such that all the 
odd diagonals in both directions added to 256 and all the 
even diagonals in both directions to 264? Alternatively, 
could some mathematician prove the task to be impossible? 

George Jelliss responded to this by sending me some 
work he had been doing on torus tours in general, not only 
with knights. In particular, if on a 7x7 torus we make six 
knight moves in a straight line, one move at right angles, 
and so on round, we get a tour that adds to 175 on each 
row, column, and diagonal in either direction: 

1 24 47 21 37 11 34 00 32 64 26 51 13 45 
12 35 2 25 48 15 38 14 46 01 33 65 20 52 
16 39 13 29 3 26 49 21 53 15 40 02 34 66 
27 43 17 40 14 30 4 35 60 22 54 16 41 03 
31 5 28 44 18 41 8 42 04 36 61 23 55 10 
42 9 32 6 22 45 19 56 11 43 05 30 62 24 
46 20 36 10 33 7 23 63 25 50 12 44 06 31 

The matter is made clear in the representation on the right, 
where we have replaced the numbers 1 to 49 by 00 to 66, 
and it is soon seen that the digits 0 to 6 appear once in the 
"sevens" position and once in the "units" position in each 
row, column, and diagonal. 

The same technique works for n = 11 ("T" stands for the 
digit "ten") : 

00 95 7T 54 39 13 T8 82 67 41 26 
42 27 01 96 70 55 3T 14 T9 83 68 
84 69 43 28 02 97 71 56 30 15 TT 
16 TO 85 6T 44 29 03 98 72 57 31 
58 32 17 Tl 86 60 45 2T 04 99 73 
9T 74 59 33 18 T2 87 61 46 20 05 
21 06 90 75 5T 34 19 T3 88 62 47 
63 48 22 07 91 76 50 35 IT T4 89 
T5 8T 64 49 23 08 92 77 51 36 10 
37 11 T6 80 65 4T 24 09 93 78 52 
79 53 38 12 T7 81 66 40 25 OT 94 

Indeed, it works for any n of the form 6k + 1 and 6k + 5 for 
k = 1 upwards, but it is soon seen to fail for any other n. 

As regards the 260/256/264 task on an 8x8 torus, 
Guenter Stertenbrink wondered why I didn't just ask the 
computer. Yes, it could indeed tell us the answer for this 
particular board, and perhaps somebody is doing it as I 
write. But I wonder if there is not a general proof to be 
found somewhere. The task has obvious echoes of the task 
"Place n objects on an n x n torus or cylinder so that each 
appears once and once only in each row, column, and 
diagonal in either direction", which was proved long ago to 
be solvable by a line of knight's moves ifn was of the form 
6k + 1 or 6k + 5 and not to be solvable at all for any other 
n. Perhaps a similar effect occurs here. 
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KING AND THREE 
FERSES AGAINST KING 

material from Noam Elkies 

When discussing Thai Chess endings 
in VC 48, I stated that in the absence 
of blunders, a king and three ferses 
(which move one square diagonally) 
would always win against a bare king 
unless the weaker side could capture 
a fers before the stronger side could 
gather its men together. Noam Elkies 
has pointed out two more cases where 
the weaker side can draw, and he has 
embedded them in attractive studies. 
These are not Thai Chess studies 
because Thai Chess pawns promote 
on rank 6, nor are they Shatranj 
studies because the stronger side 
would already have won by bare king. 
But we are "Variant Chess", so we 
are entitled to vary. Let us therefore 
simply say "Promotion only to fers". 

1 - Noam Elkies 

Draw (promotion only to fers) 

White starts 1 Kc5! threatening both 
2 Kb4 and 2 Kd4 (we shall see the 
force of these moves in a moment). 
Suppose first that Black plays 1...blF 
promoting at once. White plays 2 Kd4 
threatening to hunt down the fers on 
f4, and if Black plays 2 •.. Ke7 or 
2 ... Fg5 to save it (2 ... Ke7 3 Ke4 Fg5 
4 Kf5 Ff6) we see that White has a 
second threat: 3 Kc3 with the first of 
Noam's exceptional draws (see top of 
next column). White will play to b2 
and then oscillate between b2 and aI, 
preventing either of the light ferses 
from moving, and if Black tries to 
approach with either his king or his 
dark fers he will give stalemate. 
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If Black plays l...Fe3 to stop Kd4, 
White plays 2 Kb4 threatening 3 Ka3, 
and after 2 ... blF he again draws by 
3 Kc3 (or 3 Ka3, if preferred). 

We now see why only 1 Kc5 works. 
Try 1 Kb5: Black plays 1...blF, and 
after 2 Kc4 Fc2 3 Kd4 his dark fers 
can escape (3 ... Ke7 4 Ke4 Fg5 5 Kf5 
Ff6). Try 1 Kd5: Black plays l ... Fe3, 
and after 2 Kc4IKe4 Fd2 3 Kd3 Fcl 
all is secure and White will soon be 
squeezed away from the corner. 

Noam's second exceptional drawing 
position is quite different. 

2 - Noam Elkies 

Draw (promotion only to fers) 

Play starts 1 Kf6 Fd7 2 Ke5 Fc6 
3 Kd4, and if 3 ... Fb4 to prevent Kc5 
then 4 Kc4 and one fers or the other 
will fall. Hence 3 ... Fb5, and if 4 Kc5 
then 4 ... Fa4 and Black is secure. 
4 Kd3 Kb2 is no better, but White has 
4 Kc3, and 4 ... Kbl is soon seen to fail 
(5 Kb3 Fb2 6 Kb4 and the light fers 
will be hunted down). 

So Black plays 4 ... c1F; which of 
the two ferses should White attack? 
Try 5 Kb3; no, 5 ... Fcb2 gives the 
position at the top of the next column, 
and after 6 Kc2 Ka2 White will be 
squeezed away. So the move must be 
5 Kc2, and 5 ... Fcb2 6 Kb3 gives the 
same position but with Black to play. 
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A move by a dark fers will drop a fers 
at once, a move by the light fers will 
let it be hunted down, and 6 ... Kb 1 will 
be stalemate. It is a quite unexpected 
reciprocal zugzwang. 

2a - Noam Elkies 

Draw (Thai Chess) 

Noam subsequently reset this second 
study to work in Thai Chess: 1 Kf6 
Fg4 2 Ke5 Ff3 3 Kd4 Fe2 4 Kc3 a3F 
(3 ... Ka2 4 Kc2 Fb2 5 Kd2 etc) 5 Kb3 
(5 Kc2? Fab2 winning) Fab2 6 Kc2. 

Noam also sent a third position, where 
the stronger side does win but must be 
careful: 

3 - N oam Elkies 

Black to play and win 

Answer (Black's first move and the 
reason for it) on page 71. 
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M ILLER'S DAUGHTER 
CHESS 

by Andrew Perkis 

We have not had any Miller's 
Daughter Chess since VC 54, so a 
brief reminder of the rules. Each 
player has a Miller's Daughter and 
eleven Princes: 

The moves are step moves (any piece 
may move one step as a chess king) 
and jump moves (any piece may jump 
a diagonally or orthogonally adjacent 
piece of either colour). Sequences of 
jumps are allowed, but in the case of 
a Prince a jump or the overall effect 
of a sequence of jumps must be 
towards the opponent's back line. 
Additionally, an MD must always 
have a "liberty", namely an empty 
square to which she has a step move. 
The player's first move must give her 
this liberty, and each later move must 
preserve it or give another in its 
place. A prince cannot be captured; 
an MD can, by moving a prince to her 
square, and this is now the only way 
of winning the game (there used 
to be another, which Andrew has 
discontinued as described below). 
Additionally, a player can draw by 
moving his MD to a square adjacent 
to the opponent's MD and declaring 
an "alliance". -JDB 

In July I got together with Alain 
Dekker to play Miller's Daughter's 
Chess and his new game Jump Chess 
(see page 00). In our MDC games we 
tried out a couple of rule changes. 
First and foremost was to make the 
construction of a fortress illegal! 
I had baulked at this previously, since 
it seemed less straightforward - and 

~A"Ant' Cbess ;8 

more unnatural - than according a 
value (either a win or a draw) to the 
achievement. However, having found 
a way to frame the rule which ties in 
reasonably well with the theme of the 
game, I decided to give it a go. 

Readers will recall that an MD must 
always have a "liberty" - a square to 
which she has a step move. A player's 
first move must create this liberty, and 
subsequent moves must preserve it or 
give another in its place. We can call 
the MD's square, together with it's 
adjoining liberty, her "domain". 
(It may be worth noting here, for the 
benefit of any readers who play Go, 
that depriving your opponent's MD of 
a liberty is a legal move, but does not 
end the game.) 

The new rule can now be expressed 
as follows: the domain of an MD must 
never be enclosed by her own Princes. 
In other words, there must always be 
access, from an MD's domain, to at 
least one other square, either by step 
or by jump move, unless this is 
blocked by an enemy piece. The rule 
fits with the "story line" of the of the 
game if we say that the MD must 
remain eligible, the only exception 
being if she and her counterpart 
declare an "alliance"! The concept of 
the fortress, which an MD may gather 
round her, has been replaced by that 
of an "enclosure" which she may not 
enter. 

The second new rule concerns the 
mobility of Princes. The ruling so far 
has been that Princes must advance 
across the board whenever making a 
jump move. The new rule allows 
Princes to make sideways jumps when 
placed on their seventh or eighth ranks 
(the opponent's two home rows). 
I conceived this rule initially as the 
solution to certain deadlock situations 
- ones that would probably never 
occur in actual play! Perhaps it was 
also inspired by the way pawns in 
XiangQi gain horizontal mobillity 
after crossing the river. Be that as it 
may, after studying the two games 
given below, it seems that the main 
impact of this new ruling may be to 
strengthen the link between attack and 
defence in a way that I had not 
anticipated ... 
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Game 1, Andrew Perkis (White) ¥ 

Alain Dekker. This was my first MD 
game for a couple of years. Previous 
experience had suggested that early 
"castling" (removing the MD to one 
side or the other fairly early) was the 
safest policy - but I decided to re
check this. 

1 el-e3 MD-e6-a8 
2 el-el-a3 £8-d6 
3 gl-el-e3 e8-e6 
4 fl-d3 g8-e6 

At this point in the game White still 
has a number of options. Leaving 
the MD in the centre, as played, 
does not work, and this would still 
have been the case even if I had 
played g2-f3 immediately. Although 
this would close up one line of attack, 
Black would merely need to get a 
Prince to g3 to gain an unstoppable 
attack. 

Best for White at this stage is 
probably 5 bI-a2, intending MD-b3-
bI (and playing g2-f3 as and when it 
becomes necessary). This delayed 
"castling short" would have taken the 
game into new - and unclear -
territory. 

More interesting - though less 
sound - would have been 5 a3-a4, 
an attempt at a single Prince attack. 
Ultimately this should fall short - but 
it is instructive to work out how and 
why. 

At first sight this attack looks quite 
plausible, especially with the new 
jump rule, and, after 5".b8-b6 6 a4-a5, 
White seems to have a winning attack 
already. Much better for Black, 
however, is 5".b7-d5! (diagram at top 
of next page) Now there are no black 
Princes on the a or b files for the sole 
White Prince to gain speed by 
jumping over. Simultaneously, Black 
has begun his own attack. White's 
only chance would seem to be to 
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continue the attack, but 6 a4-a5 c6-e4 
7 g2-13 e6-c4 soon wins. 

Alternatively, if 6 a4-b5, then 
6 ... d5-e4 7 g2-13 d8-b6-b4, with the 
double threat b4-b3 and e7-c5-a3-cl, 
is even quicker for Black. Finally, if 
6 c3-cl-a3-a5, then 6 ... e6-c4 with a 
winning double threat (and if 6 e3-cl
a3-a5, 6 ... c6-e4 is similarly decisive). 

A similar situation would arise if 
White tried 5 MD-13-hl. Black replies 
5 ... b7-d5 with c6-e4 to follow: eg 
6 a3-a4 c6-e4, and White has no 
appropriate Prince to place on 13. 
I think this may often be a vital 
resource - defending one's MD by 
leaving her isolated in a corner! 

My actual continuation in the game 
was also disastrous, but less 
interesting. Put a4/d5 back on a3/b7 : 

5 b1-b3 q7-£6 
6 b2-a2 e7-e5 
7 a2-a4? 

This attempt at an attack merely 
speeds up White's defeat. 

7 d6-£4 

8 d3-£3-£5 e5-e4 
9 q2-£3 c7-e7-e5-

q3-e1 
10 MD-d3-b1 £4-d4-b2 
11 Resiqns 

This game, and our brief look at 
5 a3-a4, seems to confIrm that the 
danger of leaving the MD in the 
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centre arises because the defence 
requires too many Princes, reducing 
the attacking potential. Although a 
single Prince may be able to carry off 
an attack in certain circumstances, this 
is likely to be too slow if the 
opponent's MD has a relatively safe 
haven. 

Game 2, AD v AP. Although we did 
not plan this, Alain also decided to see 
if he could get away with keeping his 
MD in the centre ... 

1 c1-e3 
2 fl-d3 
3 q1-q3 

MD-c6-a8 
q8-e8-c6 
b8-d6 

This seems an ideal defensive 
formation for Black. At any 
appropriate moment the MD can be 
left isolated in the corner. 

4 b1-b3 £8-£6 
5 d2-c3?! q7-e5 

This is the critical position. White can 
try to build a defensive wall with 
6 el-d2 e5-f4 7 g2-13 (diagram at top 
of next column), but at this point 
Black probably has a won game. 
Without the new jump rule it would be 
necessary to get another Prince or two 
into action, and with this in mind 
b7-d5 may well be best. With the new 
rule it may even be possible for Black 
to win this using a single Prince 
attack, simply because White's 
counter-attacking chances are virtually 
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non-existent. After 7 ... f4-h2, all 
White's attempts at aggression 
misfIre, eg 8 b2-b4 e7-c5-a3 and wins. 
Alternatively, 8 b3-a4 h2-gl 9 a4-a5 
c8-a6-a4, and if the Prince a5 
advances to a6 or b6, Black can use it 
in ajump move to play c7-... -cl with a 
very quick win. 

However, if White just waits, Black 
can simply advance with the one 
powerful Prince, and, with the new 
jump rule, White cannot block off its 
advance along the fIrst rank. 

In the game, Alain avoided this 
scenario - but lost even more quickly. 
Back to diagram after 5 ... g7-e5 : 

6 e3-d4 e5-e4 
7 d3-d5?! e4-d3 
8 MD-£3-h3 e7-q5 
9 b3-c4 

9 d3-fl 
This or ... g5-g4 result in White's MD 
being captured in four more moves. 

10 Resiqns 

On the evidence of these two games it 
would seem that single Prince attacks 
may sometimes be successful (at least 
under circumstances where counter
attacks can be parried). This, it seems 
to me, makes it more necessary than 
ever to develop improved defensive 
techniques - otherwise games will 
continue to be as short and as brutal as 
these two! 
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MODERN COURIER CHESS 
by Paul Byway 

Fers (inverted B in diagrams) moves one square 
diagonally, Courier (inverted N) leaps two squares 
orthogonally or diagonally. Unmoved K or F can make a 
double move, but not to capture nor through check. - JDB 

White Paul Byway, Black Roy Talbot; by post. 

1 f2-f4 
2 q2-q4 
3 Fe1-q3 

e7-e6 
k7-kS 

I decided to experiment with a central opening; there are 
many paths to be tried yet. Roy goes his own provocative 
way. 

3 
4 h2-h4 

Nba-c6 
Nka-16 

This looks like a good choice, retaining the option ofNk4, 
Nj5 as well as j7-j5. After a later g6 the queen and knight 
can combine against the K-side. 

5 Fh1-h3 
6 Qf1-f2 
7 
a 
9 

i2-i3 
Nb1-c3 

q4-q5 

j7-j5 
Cja-j6 
Bda-f6 

q7-q6 
Bf6-q7 

Black found a harmonious development of the kingside. 
I felt strongly that S c3 was the right move but was nervous 
of making too broad a centre. That was the reason for 9 g5 
for I planned to exchange it for any passing pawn. There is 
now strong pressure on my kingside after the novel bishop 
shift to an adjacent diagonal. I thought carefully before 
offering 10 Nj3 k4 11 Ni5 Bxi5 12 hxi5 Qxi5 13 Fh4 Qg7 

14 Fi5 with a possible Ne4 to follow. 
10 Nk1-j3 
11 Nj3-i5 
12 q5xf6ep 
13 j2-j3? 
14 e2-e4 

kS-k4 
f7-f5 

Bq7xf6 
R18-k8 

13 j3 was a terrible move. Tempted by the idea of Bk3 
I overlooked the blow ... j4! which causes the collapse of 
my kingside. After 13 ... RkS Black decides when the 
position should be opened. 14 e4 attacks the Rk8 and 
begins a planned reorganisation after the expected ... h5. 

14 h7-h5 
15 
16 
17 
la 

Fh3-q4 
Cc1-e3 
Ni5-h3 

e4-e5 

i7-i6 
Fh8-h6 
Qf8-e7 
Bf6-h8 

18 e5 reduced the pressure on h4/i3 and screened the 
weakness d4. I can now see a way of making sense of my 
position with Ne4, c3, d4. 

19 Fq4-f3 
20 j3-j4! 
21 Nc3-e4 
22 c2-c3 

Bh8-i7 
Qe7-h7 
Cj6-h8 
Bi8-I5 

20 j4 was an ugly move, but it left a heavy Black battle 
group offside. I can now work with outposts at f6, g5 and 
expand on the queenside while he attempts to disentangle. 

23 d2-d4 b7-b6 
24 
25 

Ce3-q5 
Bd1-c2 

Bi7-j6 
Nc6-d8 

26 Nh3-i5 Fh6xi5 
The threat was 27 Nxg6 Qxg6 28 Nf6+ winning the queen. 
Now a fers can enter on the dark squares and other pieces 
have more room to manoeuvre. 

27 h4xi5 
28 Fq3-h4 

Bj6-k7 
Cc8-c6 
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29 
30 

Ne4-g3 
Cj1-h3 

Nd8-b7 
Fe8-f7 

How can White increase pressure on the light squares? 
31 f4-f5! Ra8-f8 
32 Qf2-e2 d7-d5 
33 b2-b3 B15-i8 
34 Ra1-f1 Bk7-j8 
35 Qe2-b5 Nb7-d8 
36 f5-f6 Ff7-e8 

Pressure on the f-pawn forced a decision. I didn't want to 
give Black the e6 square or bring his fers forward. I think 
he must give the courier for two pawns. We now enter a 
period of heavy manoevring. 

37 Ng3-e2 
38 Ne2-f4 
39 Nf4-g2 
40 Qb5-e2 
41 
42 
43 

Bi1-f4 
k2-k3 

Ch3-j1 

Fe8-d7 
Cc6-e8 
Qh7-j7 
Rk8-k7 
Qj7-15 
N16-k8 

a7-a5 

It was necessary to secure the kingside before returning to 
the assault. Black is preparing to advance with the I-pawn. 
White's next is a key move cutting the rook's lateral 

defence of the queenside. 
44 Cg5-e7! Fd7-c8 
45 Fh4-g5 Q15-k6 
46 Ng2-h4 17-15 

A touch of follow-my-leader from White, and Black's 
advance on the kingside gets under way. Before I begin 
my assault I want to safeguard king and Bf4. 

47 Qe2-g2 c7-c6 
48 Cj1-h3 Kg8-f7 
49 Kg1-e3 Ce8-g8 

I have been exploring the possibility of a break through 
with Cxh5 or j5. Black is alert to this danger and the 
courier shift also gives his king a bolt hole. But the 
moment has arrived; I break through on the queenside in a 
way that cannot be blockaded. 

50 b3-b4! 
51 Qg2-e2 
52 Qe2-a6 
53 Qa6xb6 
54 c3xb4 

Nd8-b7 
15-14 
a5xb4 

Cg8-e8 
Rk7-17 

Now I can simply push the a-pawn if! have nothing else. 
55 a2-a4 14xk3 
56 12xk3 R17-13 
57 Rf1-k1 Ch8-j6 
58 Nh4xi6 Bi8-j7 
59 Ch3xh5+ g6xh5 
60 Bc2-h7 Bj7xi6 
61 Qb6-c7 Resigns 

There is no escape from the mating net. 61..Bxh7 62 Cc5+ 
Kg6 63 Qg7+ Kf5 64 Qxh7+ etc. 

I found White's N-for-F sacrifice at move 26 particularly 
interesting. I have often written that the availability of 
F-for-2P or even F-for-P makes this game more fluid than 
ordinary chess, and N-for-F gives another example. - JDB 
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LOSING CHESS: 
BEATING FRITZ 

When reviewing Fritz II's playing of 
Giveaway (Losing) Chess last time, 
I remarked that it had beaten me 4-0 
with Black despite always choosing a 
line known since 2001 to give White a 
forced win. The thought occurred to 
me that it might be instructive to play 
the winning book line against Fritz, 
and to see what happened. My 
original source, Lenny Taelman's site 
as reported in VC 41, is no longer 
available, but an alternative source 

<http://voronet.francu.coml 
-catalnilataclbook. php> 

now exists. Interestingly, the "books" 
do not appear to be identical. 

Fritz, like all other practical playing 
programs, uses a "variator" to prevent 
it from playing the same line every 
time. It is therefore possible that 
somebody trying this experiment on a 
different machine, or with a different 
time limit, might fmd it playing 
differently. On my machine, however, 
and with its default time limit, it has 
always played the same as far as move 
20. Fritz plays to the traditional rule 
that stalemate is a win for the player 
stalemated; its opponent here, Nilatac, 
plays to the FICS rule (stalemate is a 
win for the player with fewer men left) 
and its openings book was presumably 
calculated accordingly, but I don't 
think this affects the analysis here. 

1 
2 

e2-e3 
Bf1xb5 

b7-b5 
BcB-b7? 

A fatal error. According to Nilatac's 
openings book, all moves here apart 
from 2 ... Ba6, 2 ... e6, and 2 ... Nh6 have 
now been proved to lose. 

3 Bb5xd7 Bb7xg2 
Other moves lose by force. 

4 Bd7xeB Bg2xh1 
4 ... QxeS loses by force, and 4 ... Qxd2 
5 Kxd2 Bxhl 6 Bxf7 transposes. 

5 BeBxf7 QdBxd2 
6 Ke1xd2 Bh1-f3 

This is the first point at which a future 
experiment might vary, since 6 ... Bd5 
allows no win within the horizon of 
Stan Goldovski's Giveaway Wizard 
when running on my machine. All 
other moves lose by force. 

7 Bf7xgB RhBxgB 
7 ... Bxdl1oses by force. 

B Qd1xf3 NbB-d7 
After any other move, Black has to 
answer S Qxf8 with S .... Rxf8, and he 
gets a rampant rook. 

9 Qf3xfB Nd7xfB 

The cut and thrust of the opening is 
over, and even without the computer's 
proof of loss we would assess Black's 
prospects as poor. White can hope to 
probe forward in the centre and force 
Black's knight to move, after which 
Black's rooks will be linked and 
White can aim his own rook at the 
eighth rank. Black, in the meantime, is 
condemned to passivity. 

10 e3-e4 RgB-hB 
IO ... e5 would prevent a further pawn 
advance, but 11 Kd3 releases the 
bishop and leads to a forced win 
(for example, Il...RhS 12 Bh6 gxh6 
13 f4 exf4 14 Ke3 fxe3 15 Nd2 exd2 
16 Rc 1 and White can cope with any 
promotion). 

11 e4-e5 h7-h5 
12 Kd2-e3 

An immediate advance to e6 would 
presumably not have worked (or at 
least has not been proved to work), 
but now it can be followed by Kd4 
and so it becomes a threat. The 
blocking move 12 ... e6 can be shown 
to lose to 13 Nc3, so Black hides his 
knight. 

12 NfB-h7 

October 2008 

Now White goes for the eighth rank. 
13 a2-a4 h5-h4 
14 
15 

Ra1-a3 
Ra3-b3 

e7-e6 
h4-h3 

Black has successfully stopped White 
from playing RbS, but now he has to 
prevent his own rook from being lured 
through to h2. 

16 Ng1xh3 Nh7-f6 
16 ... Ng5 loses off-hand (17 Nxg5 
Rxh2 IS Nxe6 Rxf2 19 Nxg7 Rxc2 
20 Rb6 etc). 

17 e5xf6 RhBxh3 
1B f6xg7 Rh3xe3 
19 f2xe3 RaB-fB 
20 g7xfBR 

We have reached the ending, and this 
is the first point at which Fritz played 
different moves on different runs. 
Let us therefore stop and take stock. 

White will have to let at least one 
Black pawn promote, but he has 
plenty of time to plan for its arrival. 
Promotions to queen, rook, bishop, 
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and even knight can probably be met 
by mass giveaways. Promotions to 
king probably cannot because of the 
distant h-pawn, but White can hope to 
give away everything else, promote 
this pawn to a rook, and win with rook 
against king. 

The fIrst move Fritz played was 
20 c7-c5, 

after which the analysis which I had 
downloaded from Lenny Taelman's 
site gave 

21 Rb3-b6 a7xb6 
22 b2-b4 c5xb4 
23 a4-a5 b6xa5 
24 Bc1-a3. 

At this point, it stopped, presumably 
because it could see a forced path to a 
position known to be won. (I don't 
know the background, but it would 
appear that the defmitive results for 
all three-man and four-man endings 
were available during the calculation.) 
But what is obvious to a computer is 
not always obvious to you and me 
(there are positions even with three 
men whose correct evaluation had to 
await computer analysis), so I asked 
Wizard to prove it. It gave me 
24 ... bxa3 25 Nxa3 a4 (25 ... e5 see B) 
26 Rb8 e5 27 Ne4 a3 (27 ... e4 see A) 
28 Nxe5 a2 29 Rb2 : 

29 ... alK (other promotions allow 
mass giveaways) 30 h4 Kxb2 31 Nd3 
Kxe2 32 h5 and wins with R v K, or 
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(A) 27 ... e4 28 Nd2 a3 29 Nxe4 a2 
30 Rb2 and much the same (we have 
the previous diagram with the knight 
on e4 instead of e5), or (B) 25 ... e5 
26 Rb8 e4 (26 ... a4 rejoins the main 
line) 27 Ne4 a4 rejoining line A. 

Back to the diagram after 20 gxf8R. 
Nilatac's book replied to 

20 c7-c5 
by 

21 RfB-f5 e6xf5 
22 Rb3-b6 a7xb6 
23 e3-e4 
24 b2-b4 
25 a4-a5 
26 Nb1-c3 
27 Bc1-f4, 

and after Fritz's 
27 

f5xe4 
c5xb4 
b6xa5 
b4xc3 

e4-e3 
it said "No further information in this 
branch" : 

Again, I asked Wizard, and it gave me 
28 Bxe3 a4 29 h4 a3 30 h5 a2 31 h6 
alK (other promotions are easy) 
32 h7 Ka2 (32 ... KbllKb2 are clearly 
bad) 33 h8R Kb3 (33 ... Ka3 34 Rh5 
Ka2 35 Rd5 Ka3 36 Bb6 Ka2 37 Rd4 
Kal 38 Bc5 etc, or 37 ... Kb3 38 cxb3 
c2 39 Rd2) 34 exb3 e2 : 

35 Be5! (other moves lose to a bishop 
promotion, because even if White can 
give his bishop and rook away Black 
can play to give his bishop on c7) elK 
36 Rh3 Kdl (36 ... Kbl 37 Bb4 etc) 
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37 Rg3 Kc1 (37 ... KellKe2 38 Bf2 as' 
below) 38 B1'2 Kdl (38 ... Kbl 39 Bel 
etc) 39. Bd4 Kel 40 Bn Kx1'2 41 b4 
and again wins with R v K. 

I have to say I prefer the line that 
Lenny Taelman's site used to give. 

Fritz also played 20 ... e5 and 20 ... c6 
on occasion, and 

20 e6-e5 
appears the more testing. The analysis 
on Lenny Taelman's site gave 21 e4, 
and stopped; Nilatac's book gave 

21 e3-e4 a7-a6 
22 Rb3-b6 c7xb6 
23 a4-a5 
24 RfB-dB 
25 Nb1-d2, 

b6xa5 
a5-a4 

and again "No further information" 
(after a White move this time). 

Fritz chose 25 ... a3 (25 ... a5 26 NO a3 
27 Nxe5! axb2 28 Bxb2 a4 29 Bd4 a3 
30 Rb8 a2 31 Rb2 etc), and Wizard 
eventually found 26 bxa3 a5 27 Nb3 
a4 28 Bb2! axb3 29 Bxe5 bxe2 
30 h4 elK (30 ... clN 31 Bd4 Na2/Ne2 
32 Bc3 Nxc3 33 Rd3 Nxe4 34 Rc3 
Nxc3 35 a4 Nxa4 36 h5 and wins by 
promotion to bishop) 31 Bb2 Kxb2 
32 h5 Kxa3 33 h6 : 

I don't have access to the defInitive 
four-man results, but it appears that 
Black cannot stop White reaching a 
standard win with 2R v K, R + B v K, 
orR v K. 
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IN TilE LIBRARY: 
CIIESSGI 

Among the books and magazines of 
David Pritchard's that were passed on 
to us by Elaine and Wanda was an 
almost complete run of Nost-algia 
from issue 142 onwards. Nost-algia 
was the bulletin of NOST, the Knights 
of the Square Table, an American 
postal chess and games club which 
thrived for many years, and from issue 
143 it included a variants column 
"Olla Podrida" written by Philip 
Cohen. 

Among the many variants played in 
NOST tournaments was Chessgi, 
which is chess played with shogi 
drops (a captured man changes sides 
and becomes the property of its 
captor, who can drop it on any vacant 
square instead of a playing a normal 
move). One of its leading exponents 
was John McCallion, who "is good at 
more than Giveaway; look what he 
does to me in Chessgi" (Philip Cohen, 
introducing the following game in 
issue 289). Notes are by John, who 
was White, and I am standardizing 
notation even within quotations. 

1 e2-e4 e7-e5 
2 d2-d4 e5xd4 
3 Qd1xd4 

"Weaver Adams once claimed that in 
conventional chess White had a forced 
win after 1 e4 e5 2 Bc4. I feel even 
more confident of White's position 
after 2 d4 in the Chessgi game: I 
would not reply 1 ... e5 as Black. I 
cannot see how White's open position, 
especially with the prospect of a pawn 
drop on d5 or g5 to attack a knight, 
can be threatened, let alone nullified. 
Nevertheless, Black played something 
I had not envisaged, so theory might 
eventually prove me wrong ... " 

3 NbS-c6 
4 Qd4-a4 NgS-f6 

"Eminently plausible, but the knight 
proves to be exposed on this natural 
square. I would prefer ... Bc5 followed 
by ... Nge7 and ... 0-0." 

5 Bfl-e2 
"Here I chose the immediate P@d5 
against Paul Yearout, but I saw this as 
a restriction of the Black knight with 
a view to P@g5." The game against 

Paul Yearout is scheduled for VC 59. 
5 a7-a6 

"I was a little disappointed to see that 
after 6 ... b5, 7 Bxb5 fails against 
7 ... axb5 8 Qxa8 B@b7! winning the 
queen. So ... " 

6 c2-c3 
"Not only providing a useful haven 
for the queen, but defending d4 
against a tiresome incursion by the 
QN." 

6 b7-b5 
7 Qa4-c2 

"Still defending the e-pawn. Magic!" 
7 BcS-b7? 

"Despite a possible pawn drop on d5 
now or later, the bishop might still 
have a lot of potential on the long 
diagonal, especially if White is over
ambitious - although a fianchetto 
seems as out of place in such an open 
Chessgi position as it would in a 
similar conventional one. However, it 
was imperative to prepare against 
White's next. 7 ... h6 or 7 ... d6 
(allowing the KN to retreat to d7) 
came into consideration." 

S 
9 

P @ g5 
Bc1-e3 

Nf6-gS 

"Above a friend's door a notice says: 
'Atavism must be fought with 
ruthlessness' . The classical precept 
might be 'Knights before Bishops', 
but this not only deprives Black's dark 
bishop of c5, but envisages the 
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possibility of Nbd2 and castling 
queen's side." 

9 BfS-e7 
"This restricts the Black KN even 
further and, besides, the White g-pawn 
is easily defended, but I fmd it very 
difficult to find anything palatable for 
Black. This and the next few moves 
seem to confmn that his strategy has 
failed." 

10 h2-h4 b5-b4 
11 Ng1-f3 

"Perhaps castling on the king's side is 
not bad after all, although I have other 
ideas for the knight." 

11 P @ g4? 
"Simply driving the knight where it 
wants to go. The defensive 11.. .P@e5 
would have been much better." 

12 Nf3-d4 
"Inviting an exchange of knights. 
saw a knight in hand as of much 
greater value to me." 

12 b4xc3 
"Embarking on complications which 
are hardly destined to end in Black's 
favour." 

13 Nd4xc6 c3xb2!? 

"Even in the midst of such euphoria, I 
had the presence of mind to consider 
14 Qxb2, but after l4 ... Bxc6, 15 Qxg7 
not only allows l5 ... N@c2+ but also 
the possible discomfort of l5 ... Bf6 
16 gxf6 N@g6 to threaten l7 ... P@f8 
[sic - see below]: this might be refuted 
by 17 BIP@e7, but I leave it all to the 
judgement of the reader - being a 
rich man, I decided not to pick 
unnecessary quarrels." Most of us do 
not allow pawn drops on the first or 
eighth rank; NOST appears to have 
allowed them to be dropped on the 
first rank, but I am not sure what they 
were allowed to do when they had got 
there. 

14 
15 

Nc6xdS 
0-0 ( ! ) 

b2xa1Q 
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"I concluded that I could well afford 
this precaution. Even after capture of 
my knight, leaving a balance of two 
rooks and pawns for Black against my 
extra queen, his exposed king would 
comply with my intentions." 

15 RaBxdB 
16 Qc2xc7! 

"Good Chessgi defensive players are 
probably born rather than made. In 
this variant, one must attack, attack, 
and attack again!" 

16 Bb7xe4? 
Philip Cohen inserted a note here: 
"My 5th straight capture; much good 
it does me." 

17 Qc7xdB+! ! 

"I now offered two possible 
conditional continuations, both of 
which were acknowledged without 
question: (a) 17 ... Bxd8 18 N@d6+ 
Ke7 19 R@e8+ Kxd6 20 Q@c5 mate, 
and (b) 17 ... Kxd8 18 Q@b8+ P@c8 
19 P@c7+ Ke8 20 Qxc8+ P@d8 
21 c7xd8Q+ Bxd8 22 N@d6+ Ke7 
23 R@e8+ Kxd6 24 Qc5 mate. It is 
pleasing that in one case a queen 
drops on c5 to mate, whilst in the 
other it moves there. I expressed a 
preference for variation (b) because 
Black ends with so many pieces in 
hand, but there is a flaw in it: 
21 N@d6+ mates, on d8 with the 
queen or e8 with the rook, next 
move." I thought it was only study 
composers and problemists who were 
worried when a spectacular winning 
line was not forced. 

Be it noticed that prohibiting fIrst
rank pawn drops makes no difference 
here; Black merely sacrifIces rook and 
knight instead. 

John's game against Paul Yearout, 
which he apparently considered the 
best he had ever played, will appear in 
this slot next time. 

'"VAriAn, Chess ;8 

PROOF GAMES 

Peter Coast sent us his 59 below not 
as a deliberate proof game but merely 
as a curious question: in Magnetic 
Chess (kings excepted, when a man 
lands on a square, any man of the 
opposite colour on the same rank or 
fIle is attracted to it, and any man of 
the same colour is repelled as far as 
possible), how quickly can the players 
combine to reach a position where all 
sixteen pawns are back on their 
original squares? Peter had found a 
way of doing it using nine moves by 
each player, and it seemed to both 
Peter Fayers and myself that the 
sequence of moves was uniquely 
determined and hence that the result 
was valid as a proof game. 

59 - Peter Coast, Original 

After Black's 9th. Game score? 
Magnetic Chess 

Question: can the task be achieved in 
fewer moves? 

(It is easily seen that we can never 
play to get all 32 men back home. The 
last move must have been made by a 
knight, say Nb 1, and on landing it will 
have pushed the b-pawn to b6. To get 
all 16 pawns back home, and a motley 
collection of the rest fmishing on one 
square or another, is therefore the best 
for which we can hope, and some 
pieces will almost certainly have to 
fmish on the "wrong" back row so that 
they can suck the enemy pawns back 
home.) 

Peter Fayers himself has been 
inspired by Alain Dekker's Jump 
Chess (VC 57, page 56), in which Q, 
R, and B can jump over an 
immediately adjacent man of either 
colour: 
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60 - Peter Fayers, Original 

After Black's 7th. Game score? 
Jump Chess 

61 shows a famous orthodox twin: 

61 - Gerd Wilts 
U. S. Problem Bulletin, 1997 

Orthodox chess: after (a) White's 9th, 
(b) Black's 13th. Game scores? 

In 62, Peter Fayers gets no fewer than 
five uniquely determined game scores, 
and the chieftask is to fmd the variant 
(this done, the rest is easy). It is in the 
Encyclopedia, and has featured in vc. 

62 - Peter Fayers, Original 

After (a) Black's 1st, (b) White's 2nd, 
(c) Black's 2nd, (d) White's 3rd, 

(e) Black's 3rd, all unique. Variant? 

Answers on page 71. 
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THE ENT) Is NIGH! 
by Paul Byway 

Solutions to competition 33 

#207 8 Nf5 Nxd4 Ne6 Nf4 d4 d3 d2 
dlQ mate. 
#208 8 Nxf5 g5 g4 g3 gxh2 hxglQ 
Rxhl Qdl mate. 
#209 8 Be4 Nxfl Kd7 Kc6 Kb5 Ka4 
Nd2 Nbl mate. 
#210 10 exd4 Ne7 Nxf5 Ne3 f5 f4 f3 
fxg2 glQ Qdl mate. 
#211 8 Kc7 Ba4 d4 Ne7 Rb8 Rbl 
Rxal Rdl mate. 
#212 8 Kc8 Rc6 Rc3 Nd3 Nf6 Re8 
ReI Ne4 mate. 

#213 1 Cc9 Gdl0 2 Pt7+ Kf9 3 Cc5 
G 1 Oe9 4 Cf5+ Gf8 5 Ea3 Pb2 6 Cf4 
Pc2 7 Cf2 Pb2 8 Cxb2 Gfe9 9 Cb4 
and wins. 
#214 1 Ec5 Kf9 2 Ea3 Pa6 3 Ch2 Pa5 
4 Eb5 Pb5 5 Ee3 Kfl 0 6 Ch5 Kf9 
7 Eg5 Pb4 8 Ch4 wins the pawn and 
then the game. 

It turns out that in #208 the Qdl 
can also be supported by Nf2; in #209 
one can fmish with ... b5, b4 mate; 
in #212 put the rooks on cl and el 
and fmish with Ne4 mate. In #212 
Fred Galvin points out an Italian mate 
after Rc6 Nf6 Kd6 Kc5 Kd4 Rhc8 
Rcl R8c2. 

The Chinese Chess pieces were 
very difficult this time; more 
difficult than intended. In each case 
the play is directed to achieve a 
subordinate goal and this depends on 
knowing the outcome of simpler 
endings. In #213 it seems that 6 CfS 
doesn't win although this is not 
obvious - compare the two pieces in 
VC 56. #214 is devoted to reaching 
the known win given opposite as 
#222. 

#221 is a rather simpler exercise. 

The current scores:-

FG 154, IR 129, JB 62, RC 53, 
PW 35, CL 24, RT 19. 

Competition 34 is alongside. 

#215 Trusov - Lesnicenko (1992) 

Black wins (series 6) 

#216 Gatto - Castelli (1991) 

Black wins (series 10) 

#217 Benedetto - Dipilato (1989) 

Black wins (series 8) 

#218 Magari - Dipilato (1988) 

Black wins (series 8) 
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#219 Kyncl- Miliunas (1991) 

Black wins (series 6) 

#220 Prokopenko - Kocan (1993) 

White wins (series 7) 

#221 Cannon + Pawn #48 

10 
9 . f 
8 k 
7 
6 e 
5 
4 
3 ~ 
2 .IS 
1 

Red to play and win 

#222 Cannon + Pawn #57 

10 e k e 
9 
8 
7 f 
6 
5 
4 
3 ~ 
2 .IS 
1 .5 

Red to play and win 
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ISOLATED PAWNS 
David Sedgwick and I tried out 
Bidding Chess (see VC 57) after the 
annual meeting. I noted down the 
games with a view to quoting at least 
some of them, but in truth we did not 
play particularly well and I don't think 
they would add appreciably to what 
we saw last time. However, we came 
to a few conclusions which may be of 
interest. 

We spent far too much time trying 
to calculate how many chips the next 
move was worth. In ordinary chess, an 
experienced player recognises a range 
of standard situations at once, and this 
gives him a sound basis from which to 
start analysing. We had only the very 
elementary knowledge expounded in 
last time's article. A good Bidding 
Chess player needs more than this; 
seeing on the board a combination of 
one-move, two-move, and three-move 
threats, he must have at his fmgertips 
the number of chips he needs to win, 
and he must know this for all the 
combinations that are likely to turn up 
in a normal game. Expert players 
would surely evaluate positions very 
similarly, and so make bids within a 
few chips of each other. Ours were 
sometimes wildly apart (I have notes 
of 10 against 36 and 18 against 40). 

For chips, we started by using 
Monopoly money, £100 each, but 
this proved not to be particularly 
convenient and after a couple of 
games we just kept tallies on the pads 
we were using for the bids. The games 
that Noam Elkies had watched in 
Banff used sets of dominoes, but I 
wrote last time that the game would 
seem to be more subtle if the number 
of chips was relatively large. I still 
think this, but practical considerations 
seem to pull in the opposite direction. 
Perhaps we should have tried using 
Monopoly hotels and houses instead 
of money, hotels counting as ten. 

For the record, we played four 
games, winning two each. Since I had 
previously studied the game in order 
to write the article in VC 57, whereas 
David merely knew what he had 
picked up from reading that article, 
this has to be regarded as a good 
result for David. 

Endings with variant pieces. Vaclav 
KotMovec has been doing more 
work on variant piece endings: (a) two 
grasshoppers and a leaper (various) 
against bare king, (b) rook and 
grasshopper against one minor piece, 
(c) two minor pieces against 
"Chinese" piece (Pao and its bishop 
and queen equivalents), (d) rook or 
queen against lion or "Chinese" piece, 
(e) rook or queen against two lions or 
"Chinese" pieces. 

As a preliminary step in the analysis 
of group (b), he looked at rook against 
one minor piece on boards smaller 
than 8x8, and found the result, very 
surprising to me, that rook against 
bishop is a WIN on a 6x6 board. 
Has this been reported before? If so, it 
has escaped my attention. As a taster, 
try Kc2 + Ra6 against Kal + Ba2, 
which is a standard draw on the 8x8 
board, but be warned: it took me a 
fortnight, and had Vaclav not told me 
that the win was there I would 
probably have given up. 

There will be more about this next 
time. If you don't want to wait, visit 
Vaclav's site 

<http://web.telecom.czl 
vacla v .kotesovec/> 

(note "web" and not .. www .. ).click on 
"Articles", and look for "Fairy chess 
endgames - new results". 

"Anne Watson's Chess". The May 
13 sale at Bonhams, Knightsbridge, 
advertised an 1891 patent taken out by 
Anne Watson for "a variation on the 
game of chess". Alas, this was merely 
an auctioneer's puff. The item offered 
was U.K. patent 20,614 for a naval 
strategy game called "Straits", and the 
inventor did not herself claim it as a 
chess variant. The game was played 
on a board with eleven rows of lengths 
9, 9,9, 7, 5, 3, and out again, and each 
player's object was to get his (or her) 
flagship to the central square, from 
where it commanded the straits. 

SOLUTIONS 
King and three ferses (page 58). 
Black's winning move is 1...Fh5; not 
l...Fh7, when White plays 2 Kf7 and 
each of the three moves which save 
the fers on f8 gives stalemate. 
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Proof Games (page 69). 58 (Fayers" 
in VC 57): intention RKNNBQRB, 
1 Nb3 Nd6 2 Kcl Ne4 3 Rbl Nxt2 
4 Nal Nxhl 5 Nt2 g6 6 Nxhl etc, 
but alas also NRKNBBQR, 1 f4 g6 
2-3 Be3 Nd5 4 Qt2 Nxf4 5 Qel Nh5 
6 Nt2 Ng3 7 Qdl Nxfl 8 Rxfl etc. 

59 (Coast): 1 Na3 (Pa7-a4) Nh6 
(Ph2-h5) 2 Rbl (Pb2-b6) Rg8 (Pg7-
g3) 3 Rb5 Rg4 4 Rh4 Ra5 5 Rg5 
(Ra5-f5) Rb4 (Rh4-c4, Pb6-b5) 6 Rg8 
(Pg3-g7) Rbl (Pb5-b2) 7 Rc6 (Nh6-
d6) Rf3 (Na3-e3) 8 Ra6 (Nd6-b6, 
Pa4-a5) Rh3 (Ne3-g3, Ph5-h4) 10 Ra8 
(pa5-a7) Rhl (Ph4-h2). The symmetry 
is briefly broken at move 5, but 
reinstated next move. 

60 (Fayers): 1 Be3 Nh6 2 Bxh6 
Ra63 Bxf8 Ra3 4 Bd6 Rxal 5 Bxb8 
Rxbl 6 Qxbl Qxb8 7 Qdl Qd8. One 
queen slides to and from the b-file, the 
other jumps. 

61 (Wilts): (a) 1 d4 Nc6 2 d5 Nd4 
3 f4 Nxe2 4 Kf2 Ng3 5 hxg3 Nf6 
6 Rh6 Nh5 7 Re6 f6 8 Qg4 Kt? 
9 Ne2; (b) 1 d4 Nc6 2 d5 Nd4 3 Kd2 
Nxe2 4 Ke3 Ng3 5 hxg3 Nf6 6 Rh6 
Nh5 7 Re6 f6 8 Qg4 Kt? 9 Qh3 Kg6 
10 Ne2 Kg5 11 f4+ Kh6 12 Kt2 Kg6 
13 Qg4+ Kt? 

62 (Fayers): It's Einstein Chess 
(ECV 2 page 163, VC 24 page 75, 
VC 25 page 99). On moving, pieces 
mutate Q to R to B to N to P, pawns 
and kings remaining the same (they 
mutate up similarly on capturing, P to 
N to B to R to Q, but this is not 
relevant here). So only the kings and 
the e-pawns can have moved, and we 
have (a) 1 e4 e5, (b) 1 e3 e5 2 e4, 
(c) 1 e3 e62 e4 e5, (d) 1 e4 e6 2 Ke2 
e5 3 Kel, and (e) 1 e4 e5 2 Ke2 Ke7 
3 Kel Ke8. If you successfully solved 
this, you are a lot better at lateral 
thinking than I am. 

Here's an odd thought. The normal 
Fool's Mate doesn't work in Einstein 
Chess because the queen becomes a 
rook. I cannot fmd an Einstein Fool's 
Mate on Black's 2nd move, but I can 
fmd at least five on White's 3rd: 
1 e3 f6 2 Qg4R h6 3 Rg6B, 1 h4 g5 
2 hxg5N f6 3 Rh5B, 1 e3 e5 2 Qh5R 
Ke7 3 Rxe5Q, 1 d3 h6 2 Bxh6R f6 
3 Rg6B, and 1 d3 g5 2 Bxg5R f6 
3 Rh5B. Apart from interchanges of 
moves and "pawn-one or pawn-two", 
can anyone fmd more? 
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Hnefatafl in Shetland. On August 
16, Fetlar in Shetland hosted what 
appears to have been the fIrst modem 
World Championship in the revived 
Norse game of Hnefatafl. A total of 
twenty competitors took part, Wendy 
Sutherland from East Yorkshire 
defeating George New in the fmal. 
Sadly, she apparently claims no 
Viking blood of her own, though her 
husband's forebears came from the 
nearby island ofUnst (where they play 
to slightly different rules). More next 
time. (Grateful acknowledgements to 
Peter Kelly, George Jelliss, and the 
web sites of The Shetland News and 
The Shetland Times.) 

This year's Circular Chess World 
Championship saw yet another new 
winner in Neil McInnes with 4Y:z15, 
ahead of Francis Bowers and perhaps 
one or two others with 4. I arrived at 
lunchtime to discover that six-times 
winner Francis had already dropped 
half a point and two-times winner 
Herman Kok a whole point, and when 
Neil met Francis in the fmal round he 
needed only to hold the draw. Sadly, 
the Old Rosie was not quite its usual 
self, though Stowford Press provided 
an entirely acceptable substitute. 

'"VArlAD' Chess ;8 

BCVS NOTICES 
Sue's e-mail has changed (see below). 

VC 59 is scheduled for January, and 
copy date is December 1. 

George Jelliss now has all issues of 
Chessics, The Games and Puzzles 
Journal, and Variant Chess (Volume 
1) for download from the publications 
page of his web site 

<http://www.mayhematics.com> 
The article on "Magic Torus Tours", 
from which the information on page 
60 was taken, can be found on the 
Knight's Tour Notes page. 

Credit where credit is due? After 
writing last time's article on magic 
knight's tours, I noticed that Guenter 
Stertenbrink's catalogue attributed 
tour 42 to "Jelliss". George had made 
no claim in his own catalogue, so 
I queried the matter, and Guenter said 
that when the computer produced tour 
43, which is 42 starting at f5, George 
looked at it and said that 42 would 
also exist, "so we attributed it to him." 

In suppressing his own name in this 
context, George was being consistent 
with his attribution of other tours 
with multiple starting points to the 
discoverer of the fIrst tour in the set 
(we normally attribute tours 1-5 to 
Jaenisch even though he overlooked 
tour 2 starting at f1, and tours 6-9 to 
Udayar though only tour 8 starting at 
c6 is in Indian Chess), but I think 
I ought to record the matter. 

I have received Volume 1 ofScacchia 
Ludus (Studies in the History of 
Chess), beautifully printed and with 
much variant material. Please will a 
German speaker among our readers 
help me to review it for VC 59? 
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EVENTS 
Mike Adams ran a Variants Evening 
in memory of David Pritchard at 
the British Championship meeting, 
but as last year the distance between 
the tournament venue and players' 
accommodation caused the evening 
events to be poorly supported. 
However, they had a fIve-round all
play-all, playing Extinction, Pocket 
Knight, Avalanche, Rifle, and Static 
Chess. Sam Osborne won with 4/5, 
with Subin Sen and Peter Horlock 
equal second with 3. 

Mike will be running a similar 
tournament at Guildford on Monday 
22 December starting at 1930 at the 
club venue (the Guildford Institute), 
and I understand that Mike Gunn 
hopes to run one at Hastings in the 
White Rock Hotel on New Year's 
Eve. Contact Mike Adams 
<mike@guildfordchess.fsnet.co.uk> 

for confIrmation and further details. 
I assume that the Circular Chess 

"Chrimbo Challenge" will again be 
held at the Tap and Spile, Hungate, 
Lincoln, on a Sunday in January. 
It is always a good afternoon, and if 
interested readers care to get in touch 
I will gladly forward information. 

This year, the French problemists 
again chose Magnetic Chess (see 
page 69, also VC 44) for their blitz 
tourney at Messigny. Axel Gilbert 
won with 4/5, followed by Etienne 
Dupuis and Alain Villeneuve with 3. 
I was also told that the food was back 
to its old standard. 

And the international problemists' 
meeting included what seems to have 
become a regular Bughouse evening. 
This year's winners were Vladimir 
Podinic and Klemen Sivic with 811 o. 
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MIllER'S DAUGHTER 
CHESS 

by Andrew Perkis 

For the rules, see VC 58. - JDB 

Opening Theory: a start 

With the rules of MDC a bit more 
fmely tuned, the time seemed ripe for 
a proper assault on opening theory. 
So far, all we have really discovered 
is what does not work, namely any 
attempt to hide a Miller's Daughter 
behind a barrier of Princes in the 
middle of the board. Either her 
immediate removal to hI or as, or 
early preparation for her retreat to one 
wing or the other, seems expedient. 

I began my study with a look at the 
apparently straightforward opening 

1 MD-f3-hl MD-c6-aS. 
With MDs on opposite sides of the 
board, White can go for an all-out 
attack with little danger to his own 
MD. This is best achieved by 

2 cl-a3. 

An attempt to replicate this attack 
against the White MD quickly gets 
Black into trouble. 2 ... f8-h6 3 c2-a2-
a4 f7-h7-h5 4 a3-a5 and Black is 
already lost: 

-VAriADf Chess ;'9 

4 ... bS-b6 allows 5 a4-a6-c6xMD. 
If 4 ... bS-d6 then 5 a5-b5, and there 

is no good answer to the threat of 
a4-c6xMD (eg. 5 ... cS-c6 6 b5-b6! and 
the Black MD can no longer escape). 

4 ... MD-c6-eS almost certainly 
allows White a winning attack, but a 
complete analysis is difficult. After 
5 a5-b5 (threatening a4-c6xMD) new 
routes through to the Black MD seem 
to proliferate: ego 5 ... b7-c6 6 bl-b3 
(threat b2-b4-b6-d6-f8) bS-d6 7 e2-
c2-a2-c4 c7-c5-c3-a3-cl-e3 (or 7 ... h6-
h4 S b3-d5) S el-c3-c5-c7-e5 : 

The double threat of g2-e2-e4-e6xMD 
and f2-d4-f6-hS-f8 is decisive. Black's 
best try is probably S ... cS-e6-e4, 
threatening ... d7-d5-f.3xMD, but there 
is no answer to 9 b3-d5! 

Careless development can also be 
fatal for Black. Black needs a plan, 
simply to survive, and what appears to 
be best is 

2 bS-b6 
3 c2-a2-a4 dS-d6 
4 a3-a5 d6-c6 
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(to answer ... b7-d5 with 9 e2-c2-c4-' 
e6-g6), but S ... cS-e6 renews the threat. 

Of course, White does not need 
to press the attack along the a-file. 
A far better plan is to continue 
his development as aggressively as 
possible. In the following e-mail 
game, Dan Troyka and I decided to 
delve a bit further into this opening. 
Dan bravely took the Black pieces! 

Continuing from Black's move 4 : 
5 el-c3 

The benefits of this continuation 
quickly become evident. 

5 MD-bS 

6 bl-b3-d3-dl-f3 
One of the advantages of White's last. 
The b I Prince, which otherwise might 
have been left out of the game, moves 
to a key defensive post. The more 
aggressive 6 e2-c2-c4 would leave this 
Prince stranded for the time being. 
The move might be playable, but 
looks somewhat reckless. 6 ... d7-b5-d3 
would be a good reply. 

6 fS-f6 
planning to switch over his MD to the It's hard to fmd a better move than 
other wing. If now 5 a4-a6----then-this.-An-~immediate__6 ... MD-dS-f6-hS--~-- -~ 

5 ... MD-bS 6 a5-a7 MD-dS-f6-hS allows 7 e2-g4 with a winning attack. 
7 a7-bS e7-f6 and Black has at least 6 ... f8-f6 prepares to meet a future 
equality, probably the slightly better e2-g4 by ... e7-g5-g3, while keeping 
game: free a passage from bS to hS. 

The strong ... b7-d5 is threatened. 
White can hold this up with S b2-c3 

7 e2-c2-c4! 
MD-d6-fS-hS 

S c4-d5 
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S e7-fS 
The most natural and probably the 
best defence. It prevents the further 
progress of White's b2 Prince (after 
b2-d4-d6), and as we shall see it 
discourages 9 d5-e6. 

9 d5-e4 
The most straightforward attempt to 
close in on the Black MD via f5. 
9 d5-e5 allows 9 ... b6-d6-f4, and 
9 d5-e6 allows 9 .... b7-d5 (which 
cannot be met with g2-g6, as that 
Prince's route is blocked by the Prince 
at e6). After lO e6-f5, 10 ... g8-e6-g4 
severely muddies the waters. 

9 fS-e7 
A clever reply. 10 e4-f5 now allows 
lO ... g8-e6-g4, complicating. Without 
a Prince on f8, 11 f5-g6 merely 
threatens to chase the Black MD 
around, not to capture it, whereas after 
11 g2-e4-g6-g8 MD-f8-d6-b8 it is 
unclear which MD is the more 
vulnerable. 

10 f3-d5 
This wins without complications. It 
threatens immediate victory (b2-d4-
d6-f8xMD). Black's g8 Prince can 
now only reach e2, simultaneously 
cutting the path to h8. Black's threats, 
however, are insufficient. 

10 ... gS-e6-c4-c2-e2 
lO ... e7-f8 is no better. After 11 e4-f5, 
White, with two advanced Princes, 
again wins quickly. 

11 e4-f3 

The same position as after 8 c4-d5, 
except that the g8 Prince is now at e2 
(and White's Princes at f3 and d5 
have swapped places!). However, the 
e2 Prince has little offensive potential, 
and Black's defence has been severely 
impoverished. The end is quick. 

11 e7-e6 
12 b2-d4-d6-dS 

g7-e7-g5 

13 dS-e7 
A [mal swindle would be 13 f2-f4-h6 
f6-h4 14 h6-g7 MD-f6-f8-h6-f4-f2-h2! 
with a draw by alliance. 

13 f6-d6-d4 
14 e7-g7 Resigns 

The MD will be captured next move 
(she can jump to f6 and onwards, say 
MD-f6-d6-b8, but White's Prince on 
f2 can reach f6 by f2-f4-h6-f8-f6, and 
will then continue its move along the 
same path and capture her). 

Some points concerning single 
Prince attacks 

Several variations in this game would 
feature White attempting an attack 
with his one advanced Prince, and 
mostly achieving only a perpetual 
attack on Black's MD. An example: 
if Black had played 

9 fS-eS 
instead of 9 ... f8-e7, and had White 
continued as in the game, Black would 
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have had better chances. That, 
however, is another story. 

White could also continue 
10 e4-f5. 

Now 10 ... g8-e6-g4 fails to 11 g2-e4-
g6-g8 MD-f8-d8-b8 12 g8-f8! (with 
the e8 Prince at e7 this would not be 
so effective) e8-d8 13 f5-e5 d7-d6 
14 gl-e3-g3-g5-e7-c5-a7! and wins. 

However, 
10 

looks better. 
eS-g6-e6-g4 

Is it not correct that Black can now 
force a draw? After 

11 f5-g6 g4-h3 
(not 11...g8-e6, when 12 g6-g8 
MD-f8-h6 13 f3-h5 wins), it looks as 
if this might be the case : 

If 12 g6-h6 g8-g6 13 h6-h7 MD-h6-f8 
it does indeed look like a draw. White 
cannot properly attack, only perpet
ually chase the MD with one Prince. 
Meanwhile, he has no defence against 
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... h3-h2 (this single Prince attack, if 
allowed, would succeed), so it looks 
as ifhe has to force a draw. 

We can note how effective this set up 
is for Black: squares free for the MD 
at fS, h6 and h8 - and a Prince at g7. 
This survives against a single Prince 
attack. Whether there are friendly 
Princes at g6 and/or f6 is irrelevant. 

So, is the position in the diagram 

really a draw? The answer is no -
because the Prince at g8 ruins this 
defensive set up. 12 g6-h6 merely 
gives it a convenient opportunity to 
get out of the way. 12 g6-h7, however, 
wins: 

12 g6-h7 MD-f8 
13 h7-h6! MD-e7 
14 h6-f8 MD-d6 
15 f8-e7 MD-b8 

(other moves are just as bad) 
16 e7-d6 

and the single Prince wins the game 
with just a little help from his fellows. 

Conclusion 

Before this game I had the impression 
that 1 MDhl MDa8 was a sound 
opening. After the game, while 
realizing that there may have been 
resources that we missed, the 
overwhelming impression is that, after 
1...MDa8, Black is already lost. 

At least we have discovered a 
strong attacking line against an MD 
that has jumped immediately to a 
corner square. 

One way openings could develop 
would be for each player to keep his 
MD central for a few moves at the 
start, keeping open the possibility of 
removing her to either wing. Each 
player would be feinting, probing, 
waiting for the other to present him 
with an attacking opportunity. This, to 
say the least, would be hair-raising -
and it would likely take many many 
games before any sound opening lines 
could evolve. 

For White at least, there is an 
alternative, 1 MDhl, that looks sound. 
A reversed version of the attack we 
have focussed on above (l ... f8-h6) no 
longer gives the attacker an 
advantage, but nevertheless launches 
Black into the game in a satisfactory 
manner. 

After 
1 MD-f3-h1 
2 gl-g3 
3 e1-e3 
4 e3-f3 
5 MD-g1 

f8-h6 
f7-h7-hS 
h6-h4 
d8-f6 

Black's problem is that his MD gets in 
the way of S ... g8-c6, and S ... d7-f7-fS 
loses immediately. So ... 

5 MD-c6-a8 
6 MD-e1-c3-a1 

g8-g6-e6-e8-c6 
In the equivalent position looked at 
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in the game (if Black had played' 
6 ... MD-d8-f6-h8) White would have 
had the move and won. Here White 
can nip Black's attacking chances in 
the bud, by forestalling d7-bS. 

7 b1-d3 

I think both players can be happy with 
what they have gained in this opening. 
White may have some advantage due 
to Black's slightly misplaced pieces 
on the h-file. White can easily lock 
these out of the game in the short 
term. However, Black's position is 
solid, and neither player has any 
attacking moves readily at hand that 
cannot be countered. In a roundabout 
way we may have discovered an 
opening that is satisfactory for both 
players. Amazing! 

David Pritchard used to say that a 
new game needed to be subjected 
to at least 200 hours of serious play 
before its viability could be properly 
assessed. Despite all the efforts of 
Andrew and his friends, Miller's 
Daughter Chess can so far have had 
only a small fraction of this. I wonder, 
for example, whether immediate a-file 
or h-file attacks against a "castled" 
MD will eventually be looked on 
much as we now look on premature 
nineteenth-century attacking lines 
such as I e4 e5 2 Nj3 Nc6 3 d4 exd4 
4 Bc4 Bc5 5 Ng5? (hoping for 
5 ... Ne5? 6 Nxj7 Nxj7 7 Bxj7+ Kxj7 
8 Qh5+ g69 Qxc5 with the win of a 
pawn to follow), which Morphy 
demolished by the simple developing 
move 5 ... Nh3. 

Time will tell. This combination of 
halma and chess is proving to be a 
fruitful conception. Andrew is 

<andrew.equest@googlemail.com> 
and he very much hopes that readers 
will be tempted to join him in a 
tournament bye-mail. - JDB 
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JUMP CHESS 

In VC 57, we mentioned Alain 
Dekker's "Jump Chess", in which a 
queen, rook, or bishop, when adjacent 
to another man whether friendly or 
enemy, may jump over that man to the 
square immediately beyond (in the 
initial array, Ral to a3, Bel to a3 or 
e3, Qdl to b3, d3, or f3). A jump may 
capture, and may give check. Alain 
has since sent me a couple of game 
scores, and although they are not 
suitable for quotation in full they do 
illustrate some of the properties of the 
game. 

Alain plays and likes both Xiangqi 
and Western chess, and he tells me 
that his aim was to give Western chess 
a bit more of the flavour and tactical 
flair of Xiangqi while retaining its 
own strategic richness and "feel". 
He identifies three main differences 
between the two games. 
• In Xiangqi, the pieces are able to 

move much more freely, with a lot 
of open lines right from the start. 

• Western chess features locked pawn 
chains, which introduce much of the 
the game's strategic complexity. 

• The Xiangqi king is trapped in the 
centre of the board, making it much 
easier to attack and also harder to 
defend. 

In Jump Chess, the jump move gives 
greater piece freedom of movement, 
addressing the first point, and makes 
the king easier to attack and harder to 
defend, thus addressing the third, 
while the second point is essentially 
unaffected. He therefore likes to think 
that he has made a variant of Western 
chess that has added some of the 
tactical flair of Xiangqi while keeping 
its own essential character, and he 
hopes readers will be encouraged to 
give it a try. 

We'll come to the opening in a 
moment, but a position from one of 
the games (top of next column) shows 
how the jump move can help in an 
attack on the king. In ordinary chess, 
the move Qh4 would have little point; 
even if White could miraculously 
follow it by playing his rook to the h
file, Black has plenty of time to play 
... g6 and then defend his h-pawn from 

the side. In Jump Chess, White's Qh4 
can be followed by R/\hl doubling on 
the file, and if Black still tries to 
defend by ... g6, intending to meet 
R/\hl by ... Qe7, White mates at once 
by Qh6. 

Again, consider the "Fried Liver" 
attack I e4 e5 2 Nf3 Nc6 3 Bc4 Nf6 
4 Ng5 d5 5 exd5 Nxd5 6 Nxf7 Kxf7 
7 Qf3+: 

In ordinary chess, Black plays 7 ... Ke6 
and mayor may not be able to hold 
out. In Jump Chess, this move is 
illegal, and Black certainly loses. 

In the game from which the position at 
the top of the column was taken, 
Black had (perhaps unwisely) played 
l...f5, and White played B/\d3, W'bl, 
Q/\b3, a3, and Ba2 to put pressure on 
the diagonal a2-g8. Alain praised this 
and it could have turned out well, but 
I must confess I have my doubts. 
White has used five moves in pursuit 
of a very limited objective, while 
doing nothing about either the centre 
or his general development. Central 
control and development are as 
important in most variants as they are 
in ordinary chess, and where there is 
no immediate tactical gain it is usually 
best to keep ordinary-chess principles 
frrmly in mind and to use the "new" 
moves only in support of them. 

However, one ''jump'' move which 
does appear to have a clear role in the 
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opening is the development of a 
bishop to the side file. This position 
occurred in the second game: 

Black now played ... B/\h6, freeing his 
game and putting pressure on White, 
and had White captured on h6 (he 
didn't) Black could have recaptured 
with the rook and avoided breaking up 
his pawns. 

Indeed, I would go further: if White 
opens I d4 or 1 e4, is an immediate 
1...Bh6 or 1.. .Ba6 a good reply? 

There are also differences in the 
ending, quite possibly altering some 
of the basic results. The upper half of 
the diagram below shows a standard 
draw with B v R : 

In Jump Chess, the rook has an 
immediate mate by Rc8. 

The lower half of the diagram 
shows a standard draw by perpetual 
check; even if Black promotes to a 
second queen, his king cannot escape 
from the corner. The ending is still 
drawn in Jump Chess, but if White 
plays Qdl+ Black must interpose his 
existing queen; if he makes a new one, 
Qf3 will be mate. 

When I first saw the rules of Jump 
Chess, I thought them rather trivial. 
Alain has convinced me otherwise. 
He is <abdekker@gmail.com>, and 
would welcome opponents. 
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LAO Tzu CHESS 
John Kipling Lewis has sent me another Lao Tzu game 
score from the SchemingMind web site, where the tables 
were turned even more suddenly than in last time's game. 

Lao Tzu Chess is a combination of Kriegspiel and 
Chessgi mediated by computer. A player can "see" only the 
squares he can legally move to; captured men become the 
captor's property as in Chessgi, but can only be dropped on 
squares which the player can see. Additionally, players are 
assigned starting positions at random, subject only to the 
constraints that the bishops be on squares of opposite 
colour and the king be somewhere between the rooks. 

The game was played between "SpeedRacer" and 
"guiri1967", who were given the following starting arrays: 

Black has undoubtedly been dealt an awkward layout, but 
I am not too convinced by his handling of it. In particular, 
to move the f-pawn twice so early in the game strikes me as 
surely wrong. My instincts with unfamiliar variants are to 
follow classical precepts (go for quick development and 
central control) until they are proved to be inappropriate. 
In most games, he who has the more moves at his disposal 
tends to have the better position, and Black's fourth and 
fifth moves have made little progress in this direction. 

6 q4xf5 q6xf5 
7 Be4xfS P @ q6 

Black wants to relieve the pin on his d-pawn, but this is a 
very passive use of a drop and I would be inclined to play 
7 ... Be3 and solve the problem once and for all. In addition, 
7 ... P@g6 blocks in Black's knight. The knight is in fact an 
awkward piece in this game, tending to be of more use to 
the opponent in hand than to its original owner on the 
board (it doesn't light up distant squares early in the play in 
the way that a bishop can), so there is a temptation to keep 
it out of danger. Black, given two knights in the far 
corners, solves the problem of what to do with them by 
never moving either. A radical solution indeed, but White's 
treatment of his g I knight is just as cursory, and has the 
additional disadvantage of keeping his rook out of play. 

8 BfS-e4 
With the whole board in view, Bh3 seems better. Whether 
this can be deduced from what White can see is another 

John gave no notes, and the commentary that follows is my matter. 
own. 

1 b2-b3 
This is safe enough, because even if Black has a bishop on 
h8 and plays 1...g6 White will see it in time to do 
something about it. 

1 f7-f6 
2 
3 

c2-c4 
Bb1-e4 

e7-eS 

This, in contrast, strikes me as dubious. White's bishop 
was quite well placed at b I and is not doing a great deal 
more at e4, where it may well provide Black's pawns with 
a useful target (as actually happens). If I were dealt this 
starting array, my instincts would be to play d4, e4, Nf3, 
Ng3, 0-0 (allowed in this variant), and Rfel, hoping to gain 
ground in the centre in the usual way. 

3 c7-c6 
And gratuitously weakening the king's position in this way 
is surely doubtful. It would make some sort of sense if it 
were followed up by ... Nc7, but this never happens. 

4 Nf1-e3 q7-q6 
5 q2-q4 f6-f5 

8 
9 c4xdS 

d7-dS 
c6xdS 

:t 
Black has much the better position in the centre, where his 
pawns are mobile and backed up by line-moving pieces 
whereas White's central pieces are merely targets. On the 
other hand, Black's king is already exposed, whereas 
White's is still well protected. 

10 Be4xdS 
A rash move, or a miscalculation? White doesn't know 
how many defenders Black had bearing on d5 when he 
advanced his pawn, so in effect he is gambling on there 
having been no more than two (the c-pawn, which he now 
knows about, and one other). In the event, his luck is out. 

10 BqBxdS 
11 Ne3xdS Rd8xdS 
12 B @ f3 

White, already a piece down, decides to invest a drop in 
order to fmd out what has happened. 
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12 
13 
14 

Bc1-b2 
Rd1-c1+ 

Rd5-dB 
BfB-e7 
p @ c6 

The announcement of "check" must have been very 
welcome to White. Presumably Black now fears that if he 
interposes his knight, White will sooner or later capture it, 
and will then drop it somewhere awkward. 

15 P @ d5 B @ a3 
Black guesses that the check came from cl ... 

16 Bb2xa3 Be7xa3 
... and now he knows. 

17 P @ b2 Ba3xb2 
1B Qa1xb2 QeB-fB 

The start of what seems like a desperation counter-attack ... 
19 d5xc6 b7xc6 
20 Bf3xc6 B @ b6 

... and its natural continuation. 

~:t:t 

21 Bc6xaB+ 
Notwithstanding Black's caution at move 14, White has 
gained a knight to drop. 

21 P @ c7 

22 
23 

B @ b7+ 
BaBxb7+ 

RbBxb7 
KcBxb7 

Can anyone see a guaranteed win for White here? I cannot. 
24 B @ c6+ Kb7-a6 
25 R @ aB 

This would have won had Black played to b8 or c8. 
25 QfBxf2+ 
26 Ke1-d1 

Black knows that White's king must have moved to d1 and 
can work out that his rook is still on cl, so a knight drop on 
e3 will be mate unless a hidden man guards this square. 

26 N @ e3 mate. 

AA:t :t 
His luck is in. 

There was an unfortunate error in the presentation of last 
time's game. I criticized Black's 20th move for allowing a 
mating drop on d5, and of course it allowed no such thing; 
White could not "see" d5, and so he could not drop there 
even though he knew it to be empty. He could have mated 
in two by dropping on c4, but this isn't quite the same. 
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HNEFATAFl IN 
SHETLAND 

material from Peter Kelly 

Further to last time's back-page item, 
Peter Kelly has sent me some notes 
from Fetlar which I think readers will 
fmd of interest. I have edited slightly 
but I hope fairly. 

"We set up the Fetlar Hnefatafl Panel 
to popularise the game, to standardise 
the rules, to have an annual 
competition for a world champion and 
to have fun. The tournament on Fetlar 
was fun and the world champion is 
Wendy Sutherland of East Yorkshire. 
She received a carved board and set 
and aT-shirt. 

"We discovered that Hnefatafl, 
although we think it has more 
similarities to draughts, was ousted by 
chess after the return of the Crusaders. 
Until recently we thought that it was 
played in Iceland in the Middle Ages 
as the last bastion of Viking defiance 
to chess. It turns out that a variation 
was played in Finland by the Saami. 
This is on a smaller board than our II 
squares by II squares and we are led 
to believe that it is a more difficult 
game than on the larger board. The 
Lapps were seen playing this game in 
1732 and again in around 1850. On 
both occasions the person who saw 
the game could not speak the Saami 
language and so did not get the rules 
of play. 

"We understand the game was 
derived from a Roman game Ludus 
Latrunculorum and that this could 
have come from an ancient Greek 
game Pettia. There is another ancient 
Greek game that also has a claim to 
being a forerunner of Hnefatafl. 

"In Somalia and Egypt nowadays 
they play a game with similar rules of 
taking but there is a procedure for 
getting pieces on to the board to begin 
with. 

"The Vikings took the game to 
Ireland, where it was called Ficheal 
and Fichneal. It then went to Wales 
where it had a name with many 
spellings - Tawlbwrdd. This was 
translated literally as 'throw board' 

"VAriA." Chess ;9 

and the assumption was made that 
dice were used. We disagree. 

"Hnefatafl translates literally as 'fist 
board' but is normally translated as 
'kings board'. The word 'nev' is a 
Shetland word for fist. 

"Chess was known as Skaktafl. 
"As the pieces move in straight 

lines, like the rook in chess, and the 
aim of the king is to get diagonally 
from the centre of the board to a 
corner, we see a similarity to draughts, 
where the pieces move diagonally one 
square at a time but the aim is to 
cross the board from one end to the 
other. 

"We had read that assumptions 
were made that the smaller Hnefatafl 
boards were used for training, and the 
sagas mention teaching children to 
swim and to play Hnefatafl. On the 
Viking Unst Project, practical 
experience shows that a smaller board 
is not necessarily easier. 

"There are variations in the rules 
and we do not play exactly as they do 
on Unst. This is partly because one of 
their rules appears to be based upon 
another assumption or deduction 
about how the game was played 
inferred from the wording of a Viking 
riddle. We don't agree with this 
conclusion. 

"We will be trying slight changes to 
the rules this year but will not 
necessarily adopt them. They will only 
be adopted if they give the attackers a 
slightly better game than they get at 
present. The current game, we feel, 
favours the defender. 

"It is possible to play Hnefatafl on 
the net but there are rule variations 
and we prefer to have one set of rules 
so that when people come they use the 
agreed rules." 

A browse around the web quickly 
discloses that there are indeed 
rule variations, some of them quite 
significant. Peter tells me that the 
rules currently used on F etlar are as 
follows. 
• The game is played on the Ilxll 

board shown at the top of the next 
column. 

• White ("the defender") has a king 
and 12 men, Black ("the attacker") 
has 24 men. There is no Black king. 

• Black moves first. 
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• X • • • • • lX 

• All pieces move as rooks, men and 
king alike. 

• Black's objective is to capture the 
White king, White's is to escape by 
playing his king to one of the corner 
squares. 

• Only the king can move to a corner 
square, or may occupy or pass 
across the centre square. 

• A player captures an opposing man 
by sandwiching it between two of 
his own men, or between one of his 
own men and a corner square. Two 
or even three men may be captured 
by a single move. 

• To capture the king it must be 
sandwiched on all four axes. An 
opposing piece must be placed on 
each adjacent square. The corner 
squares may not be utilised. 

• A man may move to a position 
where it is sandwiched. 

I have to say I am always suspicious 
of references to Ludus Latrunculorum 
and other classical games. I read R. G. 
Austin's articles on Roman board 
games in Greece and Rome 4, 24-34, 
76-82 (1934-5) many years ago, and 
formed the distinct impression that we 
didn't really know very much about 
them. Peter acknowledges that there is 
a lot of suspicion about the matter, 
but he tells me that the method of 
taking is the reason for making 
Ludus Latrunculorum the culprit. 
"As the Vikings adopted other things 
they discovered and liked I've nothing 
against the idea." 

However, this is detail. What is 
undoubtedly true is that the pictures 
on the web site of The Shetland News 
show the carved wooden boards 
now used on Fetlar to be remarkably 
attractive. May they thrive. 

--
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MORE GAMES PEOPLE PLAY 
John Kipling Lewis's articles on Lao Tzu Chess have 
introduced me to the SchemingMind web site 

<www.schemingmind.com> 
which offers chess variant play bye-mail. A visit to the 
site in September listed the following variants as available. 
I am describing them with reference to ECV 2 wherever 
possible, but as when discussing the BrainKing site in 
VC 57 I do not claim to have checked the dotting of every 
"i" and the crossing of every "t". 

Chess960 is Fischer Random chess, the arrays being 
assigned by the computer. The list on the site puts this 
game first, presumably because several other games are 
offered with a "960" option. 

Alice Chess is offered in two forms, the second differing 
in that the Black pieces start on Board B. This simple idea 
was not thought worthy of mention by David Pritchard, 
at least not in isolation, though it is one of several elements 
to be found in Jed Stone's Duo Chess. 

All Queens replaces all rooks, bishops, and knights by 
queens. 

Atomic Chess appears to be the game on ECV 2 page 
42. Atomic960 is also offered. 

Benedict Chess (W. D. Troyka) has no capturing. 
Instead, after a man has moved, all the opposing men 
attacked by it change colour, and become the property of 
the side which has just attacked them. The object of play is 
to attack the opposing king. If a player has no legal move, 
the game is drawn. Castling is permitted, but for the 
purpose of attacking the opposition only the king is 
regarded as having moved. Benedict960 is also offered. 

Capture Chess appears to be basically V. R. Parton's 
Scacia (ECV 2 page 83) with a normal array, and with an 
additional rule that if one side is unable to move the game 
is won by the side with more material. Capturing is 
compulsory (but with freedom of choice if more than one 
capture is available), the king is an ordinary man, and the 
objective is to wipe out all the opponent's men. 

Chess480 is Chess960 with a different castling rule. 
We may come back to this another time. 

Chicken Chess "was invented at lunch one day in late 
2005 by the scheming minds of racy and surfnsuds". 
It is essentially a blend of Suicide Chess (Losing Chess) 
and Benedict Chess as described above. When a piece is 
moved, it changes the colour of all the opposing men 
attacked by it, but capturing is permitted and indeed 
compulsory, and the objective is to lose all your men. 
The king is an ordinary man. Chicken960 is also offered. 

CrazyHouse is Chessgi (ECV 2 pages 52-53). 
CrazyHouse960 is also offered. 

Dark Chess is offered in two forms. We have already 
seen the essentials in Lao Tzu Chess, where it is combined 
with CrazyHouse and Double Fischer Random. In one 
form, the objective is checkmate, and the fact that the 
opponent has delivered check is disclosed; in the other 
form, this is not done, and the game is won by capturing 
the opponent's king. 
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Dark CrazyHouse is also offered in two forms. Both 
employ the "checkmate" form of Dark Chess, but in one 
form a captured man may be dropped anywhere whereas in 
the second form it may be dropped only on a square the 
player can "see". 

Dark Suicide is also offered. 
Double Fischer Random is Fischer Random with the 

two sides being assigned independently. 
Extinction Chess is as in ECV 2. 
Fianchetto Chess has the rooks and bishops 

interchanged in the initial array. This is in ECV 2 as Rooks 
and Bishops (page 71), and dates back at least to 1857. 

Full House is also an ancient idea, though there may be 
differences of detail. It is a variant of the placement games 
(ECV 2 pages 76-80), apparently with the kings being set 
in their normal positions and the other men added one by 
one as the players choose, the only rule being that a player 
may not place a man so as to check his opponent's king. 

Kriegspiel is offered, but there is no "Any?" or 
equivalent rule relating to the availability of pawn captures 
and the player has to try each possibility in turn. 

Lao Tzu Chess is described elsewhere in VC 58/59. 
Loser's Chess appears to be essentially the same as one 

of the varieties ofLes Echecs Battu-Battant listed by Boyer 
in 1951 (ECV 2 page 86). You must either get checkmated 
or lose all your pieces, and capturing, when legal, is 
compulsory. Loser's 960 is also offered. 

Racing Kings is Parton's game (ECV 2 page 85). 
Shatranj is also as in ECV 2. 
Stanley Random Chess is complete and utter hooey 

(there are references to April 1 and to an official handbook 
consisting of 175 volumes "which have to be transported to 
tournaments by articulated lorry"). It is however richly 
entertaining hooey, and well worth exploration. 

Suicide Chess is Losing Chess. Suicide960 is also 
offered. 

Sun Tzu Chess appears to be Lao Tzu Chess without 
the restriction that pieces can only be dropped on squares 
which the player can see. 

Symmetrical Fischer Random Chess is a restricted 
form of Fischer Random with RR on allhl, BB on bIlcl, 
bUgl, cl/f!, or fIlgl, QK on dIlel or vice versa, and NN 
on the two remaining squares, Black mirroring White on 
the file. The normal game array is excluded. 

Tiszta Bolondokhaza means "crazier than ever house" 
in Hungarian, and is exactly that: it is CrazyHouse with a 
Double Fischer Random starting position. 

Upside Down Chess is ordinary chess with a reversed 
starting position: the White pieces start on rank 8, his 
pawns on rank 7, and similarly for Black. 

Finally, Unrated Standard Chess appears to offer a 
way of playing a normal game of chess with a friend 
without having the result held against you. 

The site is run by Austin Lockwood in Bolton, England 
(despite the fact that some of the rules use the word "color" 
with its American spelling), and appears to be a lively one. 
All right, some of its games aren't quite as original as their 
inventors thought they were, but this always happens. 
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HOSTAGE CHESS 
by John Leslie 

We haven't had any Hostage Chess since VC 54, so a 
quick reminder of the rules. Each player has a prison to 
his right and an airfield to his left. A man, when captured, 
is put in prison, and when its owner has a man of equal 
or higher value in his own prison (Q > R > B = N > P) 
he can make an exchange and recover it. The man 
recovered must be dropped back into play at once; 
the man given in exchange goes to its owner's airfield, and 
can be parachuted into play when its owner wishes. - JDB 

Somebody (sorry, I am not allowed to give more details 
yet) is developing a Hostage computer program. 
Tentatively it is named "SWAT" (well, it does have a 
tendency to flatten those who challenge it). In the struggle 
that I'll discuss a chess professional, very keen on Hostage, 
seems to be beating the computer nicely. Then he fmds he 
has lost his way, and his game. The Hostage Chess forests 
are so thick that chess professionals can all too easily get 
lost in them. Rank beginners can themselves often ambush 
experts. Having the attack is so vital that you have to rush 
boldly into the forests. Yet woe betide the player whose 
attack has failed, which is the fate of our professional! 

He then realizes he has pushed too far forward. 
In Hostage, "having a space advantage" is often just 
another way of saying "leaving your men exposed to 
hostile drops". 

White was H. Bond, Black was SWAT. 
1 e2-e4 c7-c5 
2 f2-f4 Ng8-f6 
3 Nb1-c3 d7-d5 
4 
5 
6 

e4-e5 
Ng1-f3 

d2xc3 

Nf6-e4 
Ne4xc3 

c5-c4 

SWAT says it would have played 7 Qxd5 here. When the 
black queen captures the white one, it gets forked by the 
hostage exchange and drop (N-N)N@c7+. This stops 
Black castling and wins a pawn, albeit at the price of 
putting a knight on the enemy airfield where it could be 
worth as much as a rook on the board. 

7 Nf3-d4 NbS-c6 
8 Bc1-e3 

SWAT prefers Nh5, with the threat of (N-N)N@c7+. 

8 
9 Be3xd4 

10 Bf1-e2 
11 g2-g4 
12 Be2-f3 
13 Bf3xe4 
14 Rh1-fl 

White feared a bishop drop on f3. 

14 
15 
16 

Rf1xf3 
Qd1xf3 
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Nc6xd4 
Bc8-f5 
e7-e6 

Bf5-e4 
Bf8-e7 

d5xe4 

(N-N)N@f3+ 
e4xf3 

White has lost rook for knight, but picking up the pawn 
and having a knight sent to his airfield can seem plenty of 
compensation. 

16 (N-B)B@d5 
17 
18 
19 
20 
21 
22 
23 

(N-B)B@e4 
Qf3xe4 
Qe4-e2 
Ke1-f2 

c3xd4 
B @ e3 

(P-P)P@g3 

Bd5xe4 
(B-B)B@c6 
N @ f3+ 
Nf3xd4 
Qd8xd4+ 
Be7-h4+ 

t 

This move puts a pawn on the black airfield; because of all 
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the spots where it can parachute, an airfield pawn can be 
worth two on the board; but all the same, mayn't the black 
bishop now be so poorly placed that it ought to have stayed 
where it was? Well, having the bishop near the enemy king 
could prove useful. Also, if the bishop is captured then 
SWAT will have a bishop it could ransom, whereas at 
present it can ransom knights only. 

t 

23 
24 
25 
26 

Kf2-f1 
N @ c7+ 
B @ d6+ 

(B ... N)N@e4+ 
Qd4xb2 
Ke8-e7 
Ke7-d7 

27 Ra1-d1 

t 

White threatens a discovered check which wins the black 
queen. Although of course not blind to the threat, SWAT is 
such an aggressive player that instead of looking for ways 
to save its queen it is about to attack the white one! This 
can seem very risky, for the subsequent exchange of 
queens will give White the first chance to make a queen 
drop. Silly machine? We'll see. 

27 Ne4-c3 
28 Bd6-a3+ Kd7xc7 
29 Ba3xb2 Nc3xe2 
30 (N"'P) P@d6+ 

Keeping up the attack, which might look correct. Still, 
putting the knight on the enemy airfield in order to ransom 
the pawn has increased White's disadvantage in material, 
whereas Kxe2 would have decreased it. Now, in Hostage
although much less than in orthodox chess-being behind 
in material can be rather important. White's attack had 
better work, or else! 

30 Kc7-d7 
31 (Q ... Q)Q*c7+ 

So White did indeed make the first queen drop. 
31 Kd7-e8 
32 d6-d7+ Ke8-f8 

33 
34 

Bb2-a3+ 
Qc7-c8+ 

Kf8-g8 
Q @ d8 
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Here 34 ... Rxc8 wouldn't have solved SW A T's problem, 
for the white pawn would just have recaptured and 
promoted to queen. SW A T's actual move, which both 
blocks the check and stops White's pawn from advancing, 
has solved the problem with an "X-ray": the black queen 
and rook protect each other "through" the white queen. 

35 Qc8xd8+ Ra8xd8 
36 (Q ... Q)Q@e8+ N @ f8 

Not 36 ... Rxe8, which leads into 37 dxe8Q+ Bxe8 
38 (R-R)R@f8 mate. Now White tries 

37 g3xh4 
which involves swift disaster: 

37 Ne2-g3+ 
Why give the human this knight to add to his prisoners? 

38 h2xg3 Q @ g2+ 
39 Kf1-e1 (R"'N)N@f3 mate 

Return of the knight by air, that's why! 
White then takes back his last moves and tries again, 

achieving at least a delayed defeat: 37 Kxe2 Q@f3+ 
38 Kd2 (N-N)N@e4+ 39 Kcl Qxe3+ 40 N@d2 Qxa3+ 
41 N@b2 Nxd2 42 gxh4 (hoping for mate by a knight 
drop on e7 if the computer grows careless?) (B-B)B@c3 
(sorry, my captured bishop returns straight away) 43 Rxd2 
Bxb2+ 44 Kdl (if to bI instead, then (B-N)N@c3 mate) 
Qt3+ 45 Re2 (R-N)N@c3+46Kd2 Qxe2 mate: 

t 

45 KeI would have delayed the defeat still further. White's 
position may have looked hopeless but Hostage is so full of 
tricks that you should fight on for as long as you can, 
virtually never resigning. 

Readers may like to compare Hostage Chess with the other 
"drop" games in this issue: Lao Tzu Chess (pages 78-9) 
and Chessgi (immediately following). - JDB 
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IN THE LIBRARY : 
CHESSGI (2) 

Here is the second of a pair of 
games played by John McCallion in 
the Chessgi tournaments of NOST 
(the Knights of the Square Table, 
an American postal chess and games 
club which thrived for many years) 
and reported in the NOST buIletin 
Nost-algia. David Pritchard had an 
almost complete run of this from issue 
142 onwards, which was passed on to 
us by Elaine and Wanda. 

Chessgi is chess played with shogi 
drops (a captured man changes sides 
and becomes the property of its 
captor, who can drop it on any vacant 
square instead of a playing a normal 
move). John considered this game 
against Paul Yearout the best he had 
ever played. Notes are by John, who 
was White, and 1 am standardizing 
notation even within quotations. The 
game was played around 1984-86. 

1 e2-e4 e7-eS 
2 d2-d4 e5xd4 

"My favourite Chessgi opening, which 
1 praised so highly in annotating the 
game against Philip Cohen. The result 
of this game does not change my 
opinion, but it might delight the reader 
who has tired of my dogmatism." The 
game against Philip Cohen appeared 
in VC 58. 

3 
4 
5 
6 

Qd1xd4 
Qd4-a4 
p @ d5 
Bc1-e3 

Nb8-c6 
Ng8-f6 
Nc6-e5 

"My ambitions do have their limits: 
6 f4 seemed to be exposing White's 
position just too much." 

6 Bf8-d6 
"Blocking the d-pawn may look 
strange, but 1 could not fault this 

move, both provocative and preparing 
to castle, e.g., if 7 h3, then 7 ... 0-0 
8 f4 Ng6 and 9 e5 does not seem 
possible. " 

7 Nb1-d2 Ne5-g4 
"Hmm ... " 

8 Ng1-f3 
"I was as usual unsure if 1 would 
castle queen's-side or king's-side." 

8 0-0 
9 Bfl-d3 b7-b6 

"The same interesting fianchetto used 
by P. Cohen ... " 

10 Nd2-c4 
"I decided to forget about castling, 
which 1 had later to regret, in the hope 
of sacrificing a pawn for attack." 

10 Qd8-e7 

11 e4-e5!? 
"Beginning the middle game. Black is 
given two pawns in hand, but 1 did not 
think they could stand against my 
attacking formation." 

11 
12 Nc4xe5 
13 Nf3xe5 
14 B @ c3 

Ng4xe5 
Bd6xe5 
Qe7xe5 

"Three bishops beautifully aligned, 
bearing down on the Black king's-
side." 

14 Qe5-e7 
15 N @ f5 

"I did not mind having to use both 
pieces in hand, as 1 felt Black was on 
the run." 

15 Qe7-d8 
16 Qa4-h4 

"Making this move felt like running 
one's finger all the way across a 
piano keyboard. The queen glides 
effortlessly from an obscure outpost 
on one side to another on the other 
flank where it bears down on the 
enemy king. My game seemed to be 
flowing . like a beautiful melody and 1 
was blissfully happy, until Paul's 
reply reached me ... " 
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16 N @ f3+!! 
"The first part of a beautiful two
knight drop. Despite my regular lofty 
paeans to Art and Beauty before 
result, it is just as well that 1 am a 
bachelor; 1 might have been very 
unpleasant to live with for the next 
few weeks!" 

17 g2xf3 N @ g2+! 
"I had no choice but to accept 
Paul's conditional continuation. With 
his fiendish cruelty still scurrying 
grouchily through my being, and the 
memory of the 1984 US Presidential 
election still fresh, 1 thought it would 
only be a case of making a few more 
fruitless moves as a chessic tribute to 
WaIter Mondale, but how wrong 1 
was! 1 completely underestimated my 
power to initiate a fierce counter
attack, a sequence of moves that 
would leave us both breathless and, 
still to this moment, bewildered!" 

18 Ke1-d1 Ng2xh4 
19 N @ e7+ Kg8-h8 

20 Be3-h6 
"The beginning of the fireworks. 
20 ... gxh6 of course allows 21 Bxf6+ 
followed by mate." 

20 Rf8-g8 
"On 20 ... Nxf5, 1 was prepared to play 
21 Bxg7+!? whereupon 21...Nxg7 is 
best, which is answered by 22 Bxf6 
and over to you, dear reader." 

21 Bh6xg7+ Rg8xg7 
22 Bc3xf6 
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22 p @ e2+ 
"Paul, with his usual modesty, 
believes that this was a simple 
oversight. I prefer to see it as a 
superb interposition with the intention 
of drawing the White king to an 
unfavourable square for later 
variations. In any event, I was now so 
fascinated by the position that I 
wanted nothing but perfection for both 
sides. Nevertheless, it must have been 
a terrible chore for Paul to have to 
defend after such a seemingly 
successful attack," 

23 Kd1xe2 Nh4xf5 
24 Bf6xg7+ 

"24 Ng6+ also came into con
sideration." 

24 Nf5xg7 
"The reader is welcome to take a look 
at 24 ... Kxg7 25 Nxf5+ ... " 

25 R @ g8+ 
"Regains a queen, but Black is left 
with a fierce array of pieces in hand." 

25 Qd8xg8 
26 Ne7xg8 R @ e8+ 
27 P @ e7! 

"The doomed knight still performs a 
useful defensive function! It looks as 
if the impetus has gone from White's 
counter-attack, but things are far from 
simple." 

27 Re8xg8 
28 N @ h6! 

"Probably the best move at this stage, 
which I decided upon after much 

thought: the simple threat is Nxf7 
smothered mate." Smothered mates 
are quite common in drop games. 

28 N @ d4+ 
29 Ke2-d1 

"The only move, I think. The tension 
was nearly killing me by now, but as it 
turned out I did not have long to 
wait." 

29 Q @ f6 
30 Q @ f8 

"Yippeeeeeeee! Not only having 
another look at the f-pawn, but also 
threatening Qxg8 mate. The queen is 
of course immune from capture." 

30 Qf6xf3+ 
31 P @ e2 Qf3xh1+ 
32 Kd1-d2 

"The critical position. I could see no 
ultimate profit [for Black] in a check 
by dropping a knight, and noticed that 
32 ... B@b4+ 33 c3 Rxf8 34 exf8Q+ 
Bxf8 35 R@g8 mate allows a blast on 
the trumpets and the thunderous 
applause of an appreciative chess 
world. I do not know why, but Paul's 
reply did not cross my mind." 

32 B @ g5+!! 
33 Resigns! ! 

"Both moves deserve at least two 
exclamations. 33 e3 leads to mate 
after 33 ... N@f3+ and 33 Kc3 loses to 
33 ... B@d2+. I do not regret the result 
- only that the wonderful game did not 
last longer!" 
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PROOF GAMES 
Peter Fayers has taken up Peter 
Coast's Magnetic Chess challenge 
(VC 58 page 69). The Problemist 
should appear before we do, but in 
any case Stephen Emmerson, who 
edits the relevant column, has kindly 
given us permission to quote. 

63 - Peter Fayers, after Peter Coast 
The Problemist, January 2009 

After Black's 8th, Magnetic Chess 

Alain Brobecker has been looking at 
George Jelliss's Guardian Chess 
(ECV 2 page 72), which is based on 
the unique array NQRBBRKN which 
leaves all men guarded in the initial 
position (Black mirrors White on the 
file as usual). He programmed a 
computer to find unique games with 
various properties, and offers us three 
original problems: [md the unique 
games ending in 3 ... Qd4 mate (64), in 
a rook mate on White's fourth move 
(65), and in 4 ... Qxgl mate (66). 

Noam Elkies used the problem
solving program Popeye to [md all the 
Fool's Mates in Einstein Chess 
(pieces mutate Q to R to B to N to P 
on moving normally and P to N to B 
to R to Q on capturing), and confirms 
that last time's five are the only ones. 
He also found a delightfully unique 
game ending in mate by e.p. capture 
on Black's fourth move, which I 
accepted as our 67 only to discover 
that Alain Brobecker had already 
found it and sent it to The Problemist, 
where it will appear in January. Once 
again, Stephen Emmerson has kindly 
given us permission to quote. 

Answers on page 87. 
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THE END Is NIGH! 
by Paul Byway 

Solutions to competition 34 

#215 6 Kc7 axb4 Rxa3 Rd3 Nd4 
Nc2 mate. 
#216 10 Be2 b5 b4 Bb5 bxa3 axb2 
a3 b1RRd1 Ba4 mate. 
#217 8 Ke6 g5 g4 g3 gxf2 flQ Nf6 
Ne4 mate. I must apologise for a 
missing White rook (h 1 ) in this 
diagram. Fortunately it had no effect 
on the play and solution. 
#218 8 Bd7 Nxf2 Nd3 Kd6 Ke5 Kf4 
Ke3 Ba4 mate. 
#219 6 Bd7 Nxe5 Ng4 Rc8 Rxc3 
ReI mate. 
#220 7 e4 exd5 d6 NfJ Nxe5 Bb5 
Nxf7 mate. 

#221 1 Ch10 Ee8 2 Ce10 Eg6 3 Ke1 
Ei8 4 Cb 1 0 Eg6 5 Cb8 and wins, 
showing how to round up an elephant. 
#222 1 Kf2 Ke9 2 Pd7 Ke 1 0 3 Pd7 
Ke9 (if3 ... Kd10 4 Cd3+ KelO 5 Pd9) 
4 Ce3 Ea8 5 Ce1 Ec6 6 KfJ Ke10 
7 Pd9 Ea8 10 Ee3+ Ee8 9 Cxe8 wins. 

John has sent me a copy of Alain 
Dekker's comments on Xiangqi (see 
page 77 - JDB) with which I broadly 
agree. Are the openings simpler than 
Chess? I think our lack of deep 
knowledge may account for that. 
Certainly XQ is more of a skirmish 
while Chess can sometimes be a siege. 
I fmd it curious that a good balance 
of forces was achieved in XQ by 
a process of general weakening. 
In Chess it was quite otherwise. 

The current scores:-
FG 160, IR 135, JB 68, RC 59, 
PW 35, CL 24, RT 19. 

Competition 35 in this issue contains 
an Italian mate, but the "Scottish" 
solution is also quite crisp. (Most of 
Paul's material comes from AISE 
tournaments, where the "Italian rule" 
was in force and a move giving 
premature check was illegal, but even 
under the "Scottish" rule, where such 
a move merely terminates the series, 
there would normally have been an 
ordinary mate next turn. - JDB) 

"VAriADt CIJess 79 

#223 Fontana - Simoncini (1987) 

Black wins (series 8) 

#224 Fontana - Albrizio (1987) 

White wins (series 7) 

#225 Litigio - Fraczek (1991) 

White wins (series 7) 

#226 Gallozzi - Sarale (1984) 

Black wins (series 8) 
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#227 Fontana - Guerrini (1986) , 

White wins (series 9) 

#228 Davide - Brusca (1987) 

White wins (series 7) 

#229 Cannon + Pawn #22 

10 
9 
8 k 
7 f 
6 
5 c 
4 
3 ~ 
2 K 
1 

Red to play and win 

#230 Cannon + Pawn #23 

10 c 
9 
8 . k . 
7 f 
6 
5 
4 
3 K£ 
2 
1 ~ 

Red to play and win 
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BOOK REVIEW 
Scacchia Ludus is a handsomely 
produced 617-page book containing a 
selection of papers on the history of 
chess edited by Hans HolUmder and 
Ulrich Schadler. Unfortunately nine of 
the book's thirteen papers are in 
German, and my appeal last time for a 
German speaker to help me review it 
has borne no fruit. Even so, let me do 
what I can. 

One paper in English that is of 
relevance to us is Yuri Averbakh's 
The History of Shatranj. This 
extends over 58 pages and contains 
142 examples, 37 of which are not 
given by Murray. A verbakh has done 
work himself in this field, both in 
solving the famous ending of as-Suli 
(he credits some computer work by 
myself, but while this did indeed dot 
the final "i" A verbakh had already 
rediscovered everything that mattered) 
and in studying the manuscript of 
Abu'I-Fath. This was not known to 
Murray and I was surprised to see 
some of the examples from it given 
Murray page numbers, but these were 
positions which had been repeated in 
other manuscripts. 

Two positions from the paper are 
shown above. The first is given as 
from a game Rabrab - Abu'n-Na'am, 

where Black played 1.. .Rxfl and 
White forced an elegant win by "bare 
king". The second, which is from the 
manuscript by Abu'l-Fath and is not 
given by Murray, is a composition by 
Abu'n-Na'an, and is a brilliant piece 
of work in the "blood and thunder" 
style (fers on d7 and g3, alfil on a6). 
Solutions at the bottom on the right. 

Of the papers in German, one of 
obvious relevance to us is Antike 
Brettspiele und fruhe Schachvarianten 
by Ulrich Schadler. This extends over 
48 pages and concludes with a section 
"Zitierte Literatur" listing 145 items, 
five-sixths of which postdate Murray. 
The first seven illustrations show 
games which are mentioned in ECV 2 
(the sixth only in passing), though 
there are differences of detail in 
relation to the "Grande Acedrex" of 
the Alfonso manuscript and there may 
be differences elsewhere as well. The 
last four illustrations are captioned 
"Ouranomachia" or "Metromachia", 
and may refer to games related to 
Rhythmomachia. If any reader can 
write about this paper with proper 
authority, or can identify material 
relevant to us elsewhere in the book, 
I shall be very happy to publish a 
supplementary review in a future VC. 

The book is published by Editions 
feenschach-phenix in Aachen (bemd 
ellinghoven, KonigstraBe 3, D-52064 
Aachen, be.fee@t-online.de, English 
spoken), and is seen as Book 1 of a 
series on chess history. The price is 
64 euros, or 164 euros for a limited 
"de luxe" edition bound in morocco 
and signed by the editors, and 
payment is possible via Paypal to the 
e-mail address above. 

ISOLATED PAWNS 

Ecila (VC 54 pages 152-5). A recent 
browse through Abstract Games 
reminded me of its photograph of 
Parton's original design, copied from 
The Birmingham Post of 9 September 
1957 (AG 8 page 10). It shows a 
framework of four horizontal boards, 
each with a hollow centre and a 2x2 
playing area in each corner, grouped 
in two pairs, thus neatly giving a 
2x2x2 array of 2x2x2 cubes. The Post 
reporter did not fmd the game easy. 
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King and ferses against king. Noam' 
Elkies has proved the result, to me 
most surprising, that a king which is 
accompanied by just two ferses can 
force stalemate against a bare king 
(more about this next time). A detail 
of the analysis alerted him to yet 
another kind of positional draw with 
K v 3F (see VC 58 page 61) : 

Here 1 Ke4 forces 1...Ke6 else Fg4 
falls, then 2 Kd4 forces 2 .•. Kd6 else 
Fb4 falls, and we are back where we 
started. 

SOLUTIONS 
Proof Games (page 85). 63 (Fayers 
after Coast): solution held over until it 
has appeared in The Problemist. 

64 (Brobecker): 1 f3 c5 2 Kf2 Qd6 
3 Ke3 Qd4. 

65 (Brobecker): 1 f4 Ng6 2 f5 Kh8 
3 fxg6 fxg6 4 Rxf8. 

66 (Brobecker): 1 f3 c6 2 Kf2 Qxh2 
3 RgI Bb6+ 4 Kfl Qxgl. Although 
they were discovered by computer, 
these (and 67) are within the capacity 
ofa human solver. 

67 (Brobecker): solution held over. 

Shatranj (alongside). First position, 
after I...Rxfl: 2 Rd8+ Kc7 (else 
3 Rd7+) 3 Ne6+ (but now 3 Rd7+ 
Rxd7 4 Nxd7 is only drawn because 
Black can immediately bare White's 
king in return by 4 ... Kxrl7) Kb7 
4 Rf8! Re71Rh7 (best) 5 Rf7! Rxfl 
6 Nd8+. 

Second position: 1 Rxb5+ Rxb5 
2 Ne6+ Fxe6 (if 2 ... Kd5 then 3 Nc7+ 
Kc5 4 Rxc4+ with mate after 4 ... Nxc4 
5 Na4 and 4 ... Axc4 5 Nd3) 3 Rxc4+ 
Nxc4 (3 ... Axc4 4 Nd3+ etc) 4 Na4+ 
Kd5 5 e4+ Ke5 6 Ff4 mate. I suspect 
that 1 Rb4 may also win, but it 
certainly doesn't force mate in six. 
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There are several contributions from 
readers this time, and my intended 
survey of Vaclav Kotesovec's 
researches into variant chess endings 
has had to be postponed. However, 
one thing that must be reported 
straight away is that the win with 
rook against bishop on a 6x6 board, 
which I credited last time to Vaclav, 
had been reported back in 2004 by 
Marc Bourzutschky. Marc had told 
me about this at the time, but it had 
failed to register, and I had forgotten 
about it until Noam Elkies recently 
reminded me. My apologies. 

Mark reported that the ending was 
won on a 6x6, 6x7, or 6x8 board, but 
only drawn on a 6x9 or 7x7 (the latter 
regardless of which set of squares the 
bishop ran on). Marc sent maximal 
lines on the 6x6 and 6x8, counting to 
capture, with the comment that he had 
not attempted to understand them. 
Having spent a fortnight last year 
trying to solve a relatively easy case, 
I have every sympathy. The lines will 
be found alongside. 

VC 60 is scheduled for April, and 
copy date is March 1. 
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BCVS NOTICES 
AGM 2009. Members are reminded 
that nominations for office, and any 
resolutions for the AGM, should reach 
me as secretary by March 1. As far as 
I know, the existing officers are 
willing to continue, but if anyone else 
would like to join the team we shall be 
delighted to explain what is involved. 

George Jelliss has moved (real and 
'e'), and Sue has e-moved. See below. 

David's Encyclopedia files. If any 
reader is taking a car to Switzerland, 
and would be willing to take David's 
Encyclopedia files to the Musee du 
Jeu, would he or she please get in 
touch? The Musee is at La Tour-de
Peilz, on the lake side between Vevey 
and Montreux, and is well worth a 
visit both for itself and for its lovely 
setting. The files are in five boxes 
roughly the size of I2-bottle wine 
cases, and weigh around 70kg in total. 
They are now in Harpenden, 40km 
north of London near MI and AI(M). 

KbllRcl v Kb3IBd3 on 6x6, win in 
42 by 1 KaI Bc4 2 ReI Bd3 3 Re5 
Kc3 4 Ka2 Kd4 S Re 1 Kc3 6 Ka3 Bf5 
7 ReS Bd3 8 RcS+ Kd4 9 Kb4 Be4 
10 Rei Kd3 11 Rd1+ Kc2 12 Rd4 
Bd3 13 Rd6 Bfl 14 Re6 Bd3 15 Re5 
Bfl 16 RaS Kd3 17 Kb3 Kd4 
18 Ra4+ Kd3 19 Ra6 Kd4 20 Rd6+ 
KcS 21 Rf6 Be2 22 Rf4 KdS 23 Kc3 
KeS 24 Rb4 KdS 2S Ra4 Bfl 26 Rd4+ 
Ke5 27 Rdl Bb5 28 Kb4 Bc6 29 Kc4 
Be4 30 ReI KfS 31 Kd4 Bc2 32 RfI+ 
Ke6 33 ReI Bb3 34 Rbl Bc2 35 Rb5 
Kf6 36 KdS Bdl 37 Rb2 Bf3+ 
38 Kd4 Ke6 39 Rbl Kd6 40 Rb6+ 
Bc6 41 Ra6 Ke6 42 Rxc6+. 

January 2009 

EVENTS 
15 entrants at Guildford in December 
played Extinction, Rifle, Pocket 
Knight, Jump, Avalanche, Static, 
Three-Check, and Progressive. Mike 
Smart 7/8, lan Deswarte 6, Trevor 
Jones, Alain Dekker, Julien Shepley S. 

Hastings on New Year's Eve had 
12 competitors, 6 spectators: Pocket 
Knight, Extinction, Static, Avalanche, 
Rifle, Three-Check, Losing. Julien 
Shepley 617, Jens Nebel S, Nigel 
Donavan, Nigel Dennis, lan Deswarte, 
lan Parsonage, Thomas Senior 4. 

Gela Guraspashvili's Free Chess site 
<www.freechess.ge> 

now appears to be accessible again. 

KbllRc1 v Kb3IBd3 on 6x8, win in 110 by 
I Kal Bc42 Rhl Bd5 3 Rh5 Be4 4 Rh3+ Kc2 
5 Ka2 Bf5 6 Re3 Bd3 7 Rg3 Kc3 8 Ka3 Kd4 
9 Kb2 Be2 10 Kc2 Bb5 11 Kd2 Ke4 12 Rb3 
Bfl 13 Rbl Ba6 14 Kc3 Be2 15 ReI Ke3 
16 Kc2 Kt2 17 Kd2 Bg4 18 Re5 Kf3 19 Kd3 
Kf4 20 ReI Bh5 21 RgI Bg4 22 Rh1 Be6 
23 Rfl+ Ke5 24 Ke3 Kd5 25 Rd1+ Kc4 
26 Ke4 Kc3 27 Rd3+ Kb4 28 Kd4 Ba2 29 Rg3 
Bb1 30 Rh3 Ba2 31 Rh1 Kb3 32 Kd3 Kb4 
33 Kc2 Be6 34 Rh4+ Kc5 35 Kd2 Kd5 36 Ke3 
Kc5 37 Rh6 Ba2 38 Kd3 Bb1+ 39 Kc3 Kd5 
40 Rh5+ Ke4 41 Rh1 Ba2 42 Re1+ Kf4 
43 Kd4 Kf3 44 RfI+ Ke2 45 Rhl Be6 46 Ke4 
Kd2 47 Rh6 Bb3 48 Kd4 Bc2 49 Rh2+ Kdl 
50 Ke3 Bb1 51 Rd2+ Kc1 52 Ke2 Bg6 53 Rd6 
Be4 54 Ra6 Kc2 55 Ke3 BdS 56 Ra5 Be6 
57 Rc5+ Kd1 58 Kd3 Bb3 59 Rc6 Ba4 60 Rd6 
Bb5+ 61 Ke3+ Kc2 62 Rd5 Bfl 63 Rc5+ Kdl 
64 Rc6 Bh3 65 Rf6 Kc2 66 Kd4 Bg4 67 Rt2+ 
Kb3 68 Kd3 Be6 69 Rf4 BdS 70 Kd4 Bc6 
71 RfS Ba4 72 ReS Kb2 73 Rc4 Kb3 74 Kc5 
Bc6 75 Rg4 Bh1 76 Kd4 Kc2 77 Rg3 Kd2 
78 Rh3 Bc6 79 Rh2+ Kc! 80 Kc3 Kdl 
81 Rd2+ Ke1 82 Kd3 Kfl 83 Ke3 KgI 84 Rt2 
Bd5 85 Ke2 Bc6 86 Ke1 Be4 87 Rf4 Bc6 
88 Rf6 Be4 89 Ke2 Kg2 90 Ke3 BdS 91 Rg6+ 
Kh3 92 Rd6 Bg2 93 Rh6+ Kg3 94 Rg6+ Kh3 
95 Kf4 Bd5 96 Rd6 Bc4 97 Kf3 Kh2 98 Rd2+ 
Kh3 99 Rd1 Kh2 100 Rd6 Kg1 101 Rd2 Bb3 
102 Rt2 Bd1+ 103 Kg3 BhS 104 RfS Bg6 
105 RgS Bd3 106 RdS Be2 107 Rc5 Ba6 
108 Rc1+ Bfl109 ReI Kh1110 Rxfl mate. 
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BENETJICT CHESS 
by Andrew Perkis 

Dan Troyka's "Benedict Chess" is 
one of the games offered on the 
SchemingMind web site 

<www.schemingmind.com> 
which provides chess variant play 
bye-mail. There is no capturing, but 
after a man has moved all the 
opposing men attacked by it change 
colour, and become the property of 
the side which has just attacked them. 
The object of play is to attack the 
opposing king. If a player has no 
legal move, the game is drawn. 
Castling is permitted, but for the 
purpose of attacking the opposition 
only the king is regarded as having 
moved. 

We saw the bare rules in VC 59; 
here Andrew describes some practical 
experience. He remarks in passing 
that the game has been played nearly 
four thousand times during its 
relatively brief existence, which is 
more than many variants have 
achieved in much longer periods. -
JDB 

Any similarity to Orthochess is purely 
coincidental! Benedict plays very 
differently. Manoeuvres involving 
check are redundant - in effect, first 
check ends the game. Any attempt to 
present tactical motifs would require 
a careful redefinition of Orthochess 
terms. To take one example: it is 
natural to descibe a significant double 
flip (particularly when performed by a 
Knight) as a fork. However, the term 
"fork" may also be used, perhaps 
more accurately, to describe a double 
or multiple threat, rather than a flip. 

Comparison with Othello is not 
very helpful either. In Othello, each 
move adds a piece to the board. 
Therefore repetItIon of position 
cannot occur - but in Benedict, 
repeating positions are part and parcel 
of the game, even though many 
players choose to steer clear of them. 
For example, after I e3 c5, White, if 
playing for a win, should avoid 2 Qg4 
(flips d7 and g7). The game could 
then continue 2 ... Nf6 (d7 g4) 3 g8Q 
(fJ f8 g4 h7 h8) Ne4 (d2 f2) : 

4 ... dl Q+ is threatened. White 
cannot move the K because of the 
reply Nc3+. 

4 Nf3 (d2) allows 4 ... Nf6, forking 
(if I may use the term here) the two 
White Queens, and giving Black a 
won game. 

Therefore, after 4 Qdl (d2) Nf6 
(g8) 5 Qg4 (d2 g8), neither player has 
a better option than to repeat the 
position, and they should therefore 
agree a draw. 

Such repeating sequences have 
frequently been avoided by 
SchemingMind players. Only 35 
games have been drawn out of 3813 
played (to Feb '09). In a less sporting 
context, however, many more draws 
would have been likely. 

Sometimes players become involved 
in a perpetual battle for a single piece. 
Here is an example ... 

The game might continue 1.. .BM 
2 Bel Ba4 3 Bd2 etc. However, in 
most examples of this kind of 
dynamic, one or both of the active 
pieces will cause enough collateral 
damage to alter the position 
considerably, often to the extent of 
giving one of the players a won game. 
The Queen, of course, is usually best 
at wreaking such damage. Thus it is 
normally (though not always) best to 
avoid having one's Queen flipped by 
an opposing Q. Rarely, however, a 

April 2009 

Bishop may be able to do more' 
significant damage than a Q in these 
circumstances. After the moves 1 e3 
e6 2 Qe2 c5 3 Qb5 (b7 c5 d7) Qe7 (c5 
d7) 4 Qa4 (a7 d7) Qd8 (d7) 5 Bb5 
(d7) [if 5 Qa5 (d8), then 5 ... Nc6 
"forking" both Queens] Nc6 (a7), 
White might be tempted to play 5 Qa5 
(a? d8): 

At first the position looks grim for 
Black. However, after 5 ... Be7 (d8), 
Black has a won game. White plays 
Qb6 or Qc7 to re-flip, whereupon 
Black plays Bh5 (d8 f2). White has to 
deal with the threat of ... flQ+, after 
which Black can gain both Queens (by 
... Bg3 if W had played 6 Qc7, or 
... Qc7 ifW had played 6 Qb6). 

Dan Troyka invented Benedict in 
2002, and expected the solving of the 
game (almost certainly as a White 
win) to prove an interesting but not 
insurmountable challenge. The game 
has been available on SchemingMind 
since September 2005, and although 
out of 3813 played, 2205 have been 
White wins, no forced win has yet 
been published. 

In my initial study of games, and 
while trying to figure out the relative 
values of men, it seemed to me the 
power of Knights had been under
appreciated. In Benedict, however, 
any discussion of the relative value of 
men is tricky, for two principal 
reasons. To start with, a well placed 
piece, may, after flipping, be either 
better or equally well placed for the 
opponent. This is not only the case 
with pieces. Promotion is common in 
Benedict, but there is no record of a 
pawn promoting that didn't start out 
as belonging to the defending player. 

The other factor is that critical 
situations nearly always develop - and 
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dictate play - before anything like a 
conventional development (from an 
Orthochess perspective) of pieces. For 
this reason, Rooks rarely have much 
of a role - and when they do, it is 
usually performed by Rooks that have 
been flipped. Therefore, it could be 
said of the Rooks that a player "owns" 
at start of play are more likely to be a 
liability than an asset - and a similar 
ambivalence applies to every man on 
the board. 

Having commenced my investi
gations, I was foolhardy enough to 
embark on a quest to find a forced win 
for White. I was convinced that 
White's QN, the piece with the most 
immediate aggressive potential on the 
board, would play a central role in any 
win that human calculation might 
uncover. 

The Q is certainly powerful, the 
most mobile piece and the only one 
that can flip up to 8 pieces per move. 
As we have seen too, the Q (as with 
the B and R - though Rooks rarely get 
the chance) can perpetually attack or 
defend a key piece, which the N 
cannot. Nevertheless, the Knight is 
second only to the Queen in that it can 
flip up to 7 pieces per turn (as 
opposed to 4 for the B or R). It retains 
its added mobility as a leaper 
throughout the length of any game - as 
the board remains crowded. More 
pertinently, it is the piece with the best 
chance of flipping pieces on the 
opponent's home rank really early on. 
When it moves to a player's 5th rank, 
it flips the two pawns which could flip 
it (see first diagram). Finally, a 
powerfully placed Knight is unlikely 
to be so well placed for the opponent. 
After I Nc3, for example, the Knight 
needs only two more moves to check 
the Black King, but, if it is flipped, 
Black needs a significantly more 
difficult 3 moves to return the favour. 

I Nc3 is the most direct attacking 
move, and I began my playing 
career by trying this out against 
a few SchemingMind players. (Most 
SchemingMind players have a much 
more pragmatic play-to-win approach 
than the one I adopted in this quest, 
but losing a few games was the price 
I had to pay for finding out which 
ideas were worth pursuing.) 

~AriA.,t Chess 60 

When I tried I Nc3 every opponent 
answered with 1...e6. I e3 and 1...e6 
are the most common opening moves. 
These moves allow the Q into play 
while shielding the d-pawn from being 
flipped by an opposing Q on g5 (g4). 

At first I attempted I Nc3 e6 2 Nd5 
(c7), direct, but fatal (although I did 
win a couple of games with this 
opening). Nevertheless 2 Nd5 (c7) 
loses to 2 ... Qg5 (d2 d5 g2). A game 
I lost continued 3 NO (d2 g5) glQ 
(fl f2 g5 hI h2) 4 Ne5 (d7 fl) Qd8 
(c7 d7). Now 5 NO (gl) loses to 
5 ... Nb4 (a2 c2). Therefore I tried 
5 Nc6 (a7 b8 d8) but quickly lost. 
Black replied 5 ... Qg5 (d2 d8). Just as 
good would have been 5 ... Nde7 (c6) : 

White is powerless to prevent Black's 
Q delivering the fatal check after the 
fl Bishop has moved. The enclosed 
WQ at d8 can do nothing. 

My next attempt was I Nc3 e6 2 e3. 
This won me a game, but then I ran 
into 2 ... Qf6 (c3 f2) : 

The point is that W cannot now play 
3 QO (f2 f6) as Black can reply 
3 ... Ne4 (d2 f6) and the threat of dlQ+ 
enables Black to gain two Queens. 

Finally I discovered an effective reply 
to 1 ... e6. 

I Nc3 e6 2 d4 (like 2 Nd5 this is 
already a novelty) : 
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Here the Nc3 has switched to a mainly 
defensive function. It shields the K 
from Bb4 while enabling the WQ into 
the game. Bg5 (d8) is threatened 
which will restrict the Black Queen. 
This combination of getting some air 
for one's own Q while restricting 
one's opponent's usually equals a won 
game. If 2 ... Bb4 (c3) then 3 Qd3 (c3) 
with Bg5 (d8) to follow looks strong. 

So I Nc3 looks good - but needs 
further testing. Alternatives to 1...e6 
do not look promising for Black, but 
these need testing too. 

I also sought a playable response to 
I e3. White has an overwhelming 
record with this move, and perhaps all 
Black's wins against it can be traced 
to errors (easily made in Benedict!) in 
White's play. White's extremely 
single minded strategy in this opening 
- get the White Q into play and cut the 
Black Q out of the game - made the 
search for a refutation less daunting 
than I first feared. In so many lines 
White's strategy falls into place so 
easily, with tactical resources arriving 
just when they are required. For 
example, after I e3 e6 2 Qe2 Qe7 
3 Qb5 (b7 d7) Kd8 (d7) 4 Qc5 (c7 e7) 
Ke8 (e7) it might seem for a moment 
that White can only draw, being 
forced to keep flipping the e7 Queen 
without doing any significant damage. 
However 5 Nc3! gets another piece 
into play, after which the win is easy. 

Again and again, White's strategy 
seems to be backed up by such a 
seemingly magical tactical assistance. 
This was too good to be true! With 
Ingemar Assarsj6 a Swedish Variant 
Chess player I went through several 
novel responses to I e3, all aimed at 
inching the Black Q into the game. 
Finally we discovered that after I e3 
b5! Black gets a good game. 

I will continue my investigations 
and report back! 
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KING AND Two 
FERSES AGAINST KING 

analysis initiated by Noam Elkies 

Last August, Noam Elkies sent me a 
remarkable conjecture: if we count 
stalemate as a'win, cannot White force 
a win with just two ferses against a 
bare king? Furthermore, can he not do 
this even if the ferses run on squares 
of the same colour? 

To put matters bluntly, I did not 
believe it. So I sent him a position 
where I could not make progress, and 
back came a winning method; then 
I sent him another, and back came 
proof of another win; and a few weeks 
later, he analysed the ending by 
computer, and even without taking 
into account the possibility that White 
might be able to sacrifice one fers and 
stalemate with the other (ignoring 
this possibility allowed an existing 
program to be adapted with minimum 
alteration) he confirmed that it was 
indeed a general win whichever sets of 
squares the ferses ran on. 

This established the general result, 
and placed upper bounds for the 
lengths of the longest wins in the two 
cases (ferses on squares of the same 
and of opposite colours). There were 
however positions where White could 
speed things up by sacrificing one fers 
in order to stalemate with the other. 
Consider this position, for which 
Noam insists I take the credit as 
between ourselves (others may well 
have discovered it earlier) : 

Here, White can stalemate in five by 
playing 1 Fd8, since 1.. .Kxd8 allows 
2 Fd7 stalemating at once (if instead 
l...Kb8 then 2 Fc7+ Ka8IKc8 3 Fb6 
etc, or 2 ... Ka7 3 Kc5). Noam then 
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drew attention to this position: 

Here, White can stalemate in seven 
only by sacrificing a fers, though he 
may choose which one to give away: 
1 Fe8 Kb8 (trying to delay matters) 
2 Kb6 Kxe8 (no choice now) 3 Ke6 
etc, or 1 Fe6 Kb8 (I ... Kc8 2 Kb6 and 
stalemate next move) 2 Fd8 Ke8 
3 Kd6 transposing into the previous 
example. To stalemate without a 
sacrifice takes thirteen moves. 

We then looked for same-colour 
positions in which sacrifices by White 
might be beneficial, and Noam sent 
me a series of examples culminating 
in the upper position below: 

Black to play is soon seen to lose: 
1...Kb8 2 Kc6 Kxa8 3 Kb6 Kb8 4 Fd7 
etc, or I ... Kd8 2 Ff7 Ke7 3 Fe6 and 
White is secure, or here 2 ... Kc7 3 Fe6 
and 3 ... Kb8 again fails to 4 Kc6 etc. 
But White to play cannot win: I Kc5 
Kd8 and Fe8 will be hunted down, or 
I Ke6 Kb8 and the White king is too 
far away to trap the Black, or I Ff7 
Kb8 and it is the White fers which is 
too far away. Noam's computer 
analysis had already identified one 
reciprocal zugzwang in the shape of 
the lower position, but this new one 
was much more interesting. 

We therefore felt that the time 
had come for a definitive computer 
analysis including sacrifices. This 
time, Noam left the programming to 
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me, partly so that his results would 
receive independent confirmation. My 
analysis found the same longest-win 
positions as Noam's, verified the 
two reciprocal zugzwangs above, and 
identified thirteen more, some even 
more remarkable than Kd5, Fa8/e8 v 
Kc7. The rest of the article will 
therefore be couched in terms of 
this definitive analysis. However, the 
situation is very much the same as in 
the case of the analysis of the as-Suli 
position which I mentioned in last 
time's review of Scacchia Ludus: 
my computer analysis may have 
dotted the final "i", but it was wholly 
routine and derivative, and it is the 
person who had opened up the field 
who deserves the credit. 

The longest wins occur in the same
colour case, and there are four 
maximal positions differing only m 
the location of the White king: 

Black to play, White stalemates in 44 
(wKa5 assumed in what follows) 

White cannot usefully sacrifice a fers 
in the play from these positions, and 
the optimal without-sacrifice line sent 
by Noam carries across unchanged 
(there are equi-optimal alternatives at 
various points). The lines from all 
four positions converge at 4 Ke 1. 

O ••• Ke6 1 Kb4 Kd5 2 Ke3 Ke4 
3 Kd2 KO 4 Kel Kg3 5 Kfl : 
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White has saved his fers on hI, and 
can gather his men and advance. 
5 ... Kf3 6 FbI Ke3 7 Kel Kd3 8 Fg2 
Kc3 9 Kdl Kd3 10 Fc2+ Ke3 
11 Kel Kd4 12 Kd2 Ke4 13 Ke3 
Kd5 14 Kd3 Ke5 15 Ke4 Kb4 
16 Kd4 Kb5 17 Kd5 Ka5 18 Kc5 
Ka6 19 Ff3 Kb7 20 Kd6 Ke8 21 Fe4 
Kd8 22 Fd5 Ke8 23 Ke6 KfS 24 Kf6 
Ke8 25 Fe6 Kd8 26 Ke6 Ke7 : 

27 Kd5 Kd8 28 Kd6 Ke8 29 Ke6 
KfS 30 Kf6 Ke8 31 Fb3 Kd8 32 Ke6 
Ke7 33 Fb5 Kb7 34 F3c4 Ke8 
35 Fd5 Ke7 36 Fde6 Kd8 37 Kf7 
Ke8 38 Ke8 Ke7 39 Ke7 Ke8 
40 Kd6 Kb8 41 Kd7 Ka7 42 Kc7 
Ka8 43 Kb6 Kb8 44 Fb7 stalemate. 

The starting position of the longest 
win in the opposite-colour case is 
umque: 

White to play stalemates in 41 

This is an unusual configuration for 
the starting position of the longest win 
in a "generally won" ending, but there 
is a prelude where, in Noam's words, 
"Black nearly manages to corral a fers 
a la R6ti", and after Black's fourth 
move we have a more typical position 
where Black has the centre and 
White's men are scattered round the 
edge. 

1 Fd7 Kg7 2 Fe6 Kf6 3 Fb5 Ke5 
4 Fa4 Kd4 5 Kd2 Ke4 6 Ke2 : 

""VAriA." Cbess 60 

Now 6 ... Kb4 will be met by 7 Fb3, 
but Black can still make a nuisance of 
himself by attacking each fers in turn. 
6 ... Kd4 7 Fgl Ke3 8 Kdl Kf3 9 Kel 
Ke3 10 Fb3 Kd3 11 Kdl Ke312 Fe2 
Kf3 13 Ke1 (White has finally 
secured his forces, and can start the 
advance) Ke3 14 Ff2+ Kd4 15 Kd2 
Ke4 16 Ke3 Kd5 17 Fg3 Ke4 18 Ff4 
Ke5 19 Fd3 Kd5 20 Fe4+ Ke4 
21 Fe5 Ke5 22 Kd3 Kb5 23 Kd4 
Ke6 24 Ke4 Kd7 25 Ff5 Ke6 
26 Fe6 Kb6 27 Fd5 Kc7 28 Ke5 Kd7 
29 Ff6: 

29 ... Kd8 (29 ... Ke8 lets White get 
there one move sooner, 30 Fe6 Kf8 
31 Kd5) 30 Fe6 Ke8 31 Kd6 KfS 
32 Kd5! Ke8 33 Ke5 KfS 34 Fd7 
Kf7 35 Kf5 Kg8 : 

Now we are on familiar ground: 
36 Fe8 KfS 37 Ke6! Kg8 (37 ... Kxe8 
38 Fe7 stalemate) 38 Ff7+ KfS 
39 Fg6 Kg8 40 Ke7 Kh8 41 KfS 
stalemate. 
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Without the sacrifice 37 Ke6, the 
final stage would take six moves 
longer (an optimal non-sacrifice line is 
36 Kg6 KfS 37 Kh5 Kg8 38 Kh6 
Kf7 39 Kg5 Kg8 40 Fe7 Kf7 41 Fd6 
Kg7 42 Fe6 Kh7 43 Kh5 Kg7 44 Fe7 
Kh7 45 Ff6 Kg8 46 Kg6 KfS 
47 Ff7). However, Noam's original 
analysis had found the longest win 
without a sacrifice to take 46 moves, 
not 47, and the reason is to be found 
in the play at moves 29-32. With the 
aid of the sacrifice 37 Ke6, White's 
32 Kd5 forces stalemate at move 41. 
Without a sacrifice, 32 Kd5 leads to 
stalemate only at move 47, but White 
has an alternative move 32 Kd7 which 
forces it at move 45. Black therefore 
does better to play 29 ... Ke8, since 
after 30 Fe6 KfS the shortening 
move Kd7 is not available. White 
has nothing better than 31 Kd5, and 
stalemate follows at move 46. 

Now let us look at the reciprocal 
zugzwangs. Normally, any reciprocal 
zugzwangs that exist in a generally 
won ending are typified by the lower 
position in the middle of the previous 
page: the stronger side is constrained, 
and cannot disentangle itself. The 
upper position shows a different 
mechanism. Black is able to capture a 
helpless fers on a8, and everything 
depends on whether White can force 
stalemate with his remaining fers. 

We therefore need to look at 
endings with a single fers. White can 
force stalemate only if the Black king 
is already on the edge, and a typical 
longest stalemate takes seven moves : 

The play from here goes 1 Kb6 Kb8 
2 Fe7 Ke8 3 Ke6 Kb8 4 FdS/Fd6 
Ka8 (best) 5 Kb6 KbS 6 Fe7+ etc, 
and each of the positions after 1 Kb6, 
2 Fe7, 3 Kc6, and 4 FdS/Fd6 is 
reciprocal zugzwang. There are in fact 
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fourteen positions of reciprocal 
zugzwang with a single fers : 

It is easily verified that in each case 
White can force an eventual stalemate 
(or has given one) if Black is to play, 
but cannot if he himself is to play. 

With two ferses, there are fifteen 
positions of reciprocal zugzwang : 
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The lower case letter gives the Black 
king, the upper case letter the White. 
If the Black king is on c8, there are 
two possible positions for the White, 
d6 and d4. No and Qq are the two 
positions which we saw on page 90. 

I sent these to Noam while they were 
still hot from the oven, with an initial 
note that he might find Aa of interest 
and a subsequent note that Bb seemed 
even more remarkable: how could a 
position like this, with the White king 
isolated on the distant square d4, 
possibly be reciprocal zugzwang? But 
as Noam said in reply, the nice thing 
about having a complete database is 
that it can not only raise such 
questions but also answer them. Once 
we have put the two sets of positions 
side by side, all becomes clear. 

Consider Aa. Black to play must go 
for a8, but after 1.. .Kb8 2 Kc6 Kxa8 
3 Kb6 we have one of the reciprocal 
zugzwangs in the first column. White 
to play might seem to have I Fe7, but 
after 1.. .Kb8 2 Kc6 Kxa8 3 Kb6 his 
fers is on e7 instead of f8, and now 
3 ... Kb8 leaves him as the player in 
zugzwang. Alternatively, try I Kc6: 
no, 1...Kd8 threatens to hunt down the 
fers on f8, forcing 2 Kd6, and 2 ... Kc8 
repeats the original position. 

Now consider Bb. 1...Kb8 2 Kc5 
etc, 1. .. Kc7 2 Kd5, 1...Kd7 2 Ke5. 
1...Kd8, to hunt down the fers on f8? 
No, 2 Fg7, when 2 ... Ke7IKe8 is met 
by 3 Ke5 and 4 Ff6. But White to play 
has no good move, despite the 
isolation of his king: I Kd5 Kc7, 
I Ke5 Kd7, I Kc5 Kd7IKd8 etc. 

There is a lot more, as those who 
are tempted to explore further will 
discover. For example, from Dd, if 
Black plays 1...Kd8, White must again 
play 2 Fg7; if instead 2 Ke6 then 
2 ... Kc7 forces 3 Kd5 repeating the 
position. It is also instructive to work 
out why some apparently equivalent 
positions are not reciprocal zugzwang. 
Or what about Kd4, Fb8/e7 v Kc6, 
sent to me by Noam while we were 
still looking for same-colour positions 
where sacrifices might be beneficial? 
Black loses after 1...Kb7 2 Kc5 Kxb8 
3 Kb6 but draws if he attacks e7 first, 
1 ... Kd7 2 Ff6 Kc8 etc. 

Truly, the lowly fers can give rise 
to positions of remarkable subtlety. 

-
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THOUGHTS ON 
CASTLING 

Before sending us the Lao Tzu Chess 
material that appeared in our last two 
issues, John Kipling Lewis asked if 
we would be interested in an article 
on castling in Fischer Random Chess 
(randomized baselines subject to the 
constraints that the bishops be on 
squares of different colour and the 
king be somewhere between the rooks, 
Black mirroring White on the file). 
I said that the honest answer had to be 
No, because Fischer Random was a 
game in which we took little interest, 
but a look at the two Lao Tzu games 
in VC 58/59 has convinced me that the 
subject is worth an airing. 

Castling, as a move, seems to be 
unique to modern chess and to games 
derived from it or influenced by it, 
and if the rules of chess as a totally 
new game were being drawn up today 
I imagine that few people would think 
of including it. Frankly, it is a bodge. 
However, there are reasons for it, as 
there are for all bodges, and these 
reasons are two: it takes the king out 
of the centre to a position where it 
may perhaps be safer, and it brings the 
rooks into communication and gives 
them access to the centre. So let us 
look at how these objectives have 
been addressed in other forms of 
chess. 

In the classic period of shatranj, 
there seem to have been sixteen 
recommended opening configurations, 
eight given both by al-Adli and by 
as-Suli, six only by al-Adli, and two 
only by as-Suli (Murray, A History of 
Chess, pages 236-8). They divide into 
four classes as shown in the examples 
at the top of the next column. In the 
fIrst class (one example by al-Adli 
only, one by as-Suli only, two by 
both) one of the rooks has already 
come over to the other side (usually 
by the second rank as here, but in one 
example by the third). In the second 
class (one example by as-Suli only 
and a further three by both), the 
second rank is largely or wholly 
cleared for the rooks. In the third class 
(four examples by al-Adli only, three 
by both), the king is moved one step 

forward, and the back rank is cleared 
for the rooks. In the fourth class 
(a single example given only by 
al-Adli), the second-rank pawns are 
left at home, and both rooks will be 
brought into play via the third. 

Medieval chess was essentially 
shatranj with some differences of 
detail, one of which was the granting 
to an unmoved king of a leap move 
(Murray, pages 457 and 461-3). 
Details and constraints varied widely. 

The third form of shatranj opening, 
with the king advanced to the second 
rank and the fust rank cleared for the 
rooks, seems gradually to have fallen 
into disfavour (as-Suli, who was two 
or three generations later than al-Adli, 
repeated only three of al-Adli's seven 
examples, and al-Lajlaj, who was one 
generation later still, commended the 
second diagram above as the best). 
However, in modem makruk (Thai 
chess), which is essentially shatranj 
with the pawns starting on the third 
rank, promotion on the sixth rank, 
and a different move for the alfIl, it 
appears to be standard practice. In the 
book from which the examples in 
VC 56 were taken, both players used it 
in 36 of the 41 games, and one player 
used it in the remaining five. 
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Castling as we know it is peculiar 
to modern chess, and arose in Europe 
in the sixteenth century (Murray, 
pages 812 and 830-3). It was no doubt 
prompted by the more powerful queen 
and bishop, which no longer gave a 
player time to clear the second rank 
for his rooks and made it dangerous 
for his king to leave the back rank. 
At first, the player had much greater 
freedom in placing his king and rook 
than he has today, and the modem rule 
did not become universally adopted 
until late in the nineteenth century. 

In the standard Fischer Random 
castling rule, the king and rook move 
to the squares which they would 
occupy after normal castling (so even 
if the king and his rooks start on 
alibI/cl, which happens 18 times out 
of 960, 0-0 moves the king and c-rook 
to gl and fl respectively, and 0-0-0 
moves the king and a-rook to c I and 
dl). With KgI (108 times out of 960), 
0-0 leaves it unmoved; with Kcl (168 
times), 0-0-0 leaves it unmoved. All 
this looks very unnatural, and on the 
web John has suggested a simpler and 
more natural rule: the king always 
moves two squares towards the rook, 
and the rook moves to the square the 
king has just passed over (unless the 
king was one square from the edge, in 
which case they simply change over). 
There is now no difference between 
"king's side" and "queen's side". 

Yet I wonder. With Kel (204 times 
out of 960), we have the normal 
Fischer Random rule. With Kf1 (168 
times) or Kg1 (108 times), John's 
"short" castling puts the king and rook 
on hUgl instead of gUfl, while his 
"long" castling brings the king into 
the centre. Are these really what we 
want? And if the king is on dllcllbl, 
we have the reflections of these. 

David Pritchard thought Fischer 
Random a poor game giving unnatural 
and untidy starting positions, and I 
have to say I agree. But people play it, 
last time's Lao Tzu game suggests that 
castling is essential, and neither the 
standard form nor John's suggested 
alternative seems ideal. I wonder 
whether it might be worth thinking 
right back to the origins of castling, 
and allowing the players almost total 
freedom in placing their men. 
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MOVE IT OR LOSE IT 
material from Donald Knuth 

One of the games in the "Compulsions 
and restrictions" chapter of ECV 2 is 
Bruce Trone's Musical Chess, in 
which every man must move once 
before any man moves twice. 

. However, I know of nobody who has 
tried this game, and the index sheet 
in David Pritchard's files has a note 
"Problems with check, piece unable to 
move etc?" 

I was therefore very interested 
when Donald Knuth recently sent me 
a copy of a letter he had written to 
Martin Gardner in 2002 describing a 
much more practical version of this 
idea. He and his son tentatively called 
it IS-Out or Move It Or Lose It, and 
the letter included the opening moves 
of the first game they played. As 
usual, I am standardizing notation and 
typography even within quotations. 

"You play with ordinary chess 
pieces, but each player also has 15 
cards that fit under the pieces, each 
card being the size of a square on the 
board. The cards of each player are 
numbered from 1 to 15. One card is 
placed under every piece except the 
king; the numbers are visible to both 
players. 

"Our initial setup [with the men as 
usual] was 

9 1113 15 1412 10 
8 642 1 357 

8 642 1 357 
9 1113 15 141210 

and it worked fine, but lots of other 
starting positions are plausible. 

"All the rules of ordinary chess 
apply, and there's also a new rule that 
sometimes removes pieces or pawns 
from the board: Each move has a 
serial number k that runs through the 
cycle 1,2,3, ... ,14,15, 1,2,3, ... , 14, 
15, 1, etc. If you've moved anything 
besides a king on move k, you put 

card k under that piece. Also, if card k 
was under a piece that you didn't 
move, that piece is taken off the 
board. 

"A few slightly subtle points arise: 
(l) When you castle, the rook is the 
piece that gets card k. (2) When a 
piece is removed because you didn't 
move it at its "doomstime", this might 
result in discovered check on your 
opponent. (3) A player is not allowed 
to move in such a way that losing a 
piece/pawn leaves his king in check; 
therefore there's a new kind of 
stalemate. 

"For example, here are the first 
moves in the first game I played with 
my son John (who had the white 
pieces): 

1 e2-e4 
(it remains above card 1) 

1 e7-eS 
(likewise) 

2 Bfl-bS 
(loses his d-pawn; the bishop becomes 
#2 and card 14 is temporarily retired 

until move 14) 
2 c7-c6 

(loses my d-pawn; card 4 
temporarily off board) 

3 QdlxdB+ 
(loses his f-pawn) 

3 KeBxdB 
(losing my f-pawn; card 3 off board, 

since K gets no card) 
4 Bcl-gS+ 

(loses c-pawn) 
4 BfB-e7 
(card 4 comes back into play, 

card 14 temporarily off) 
and so on. (My son was evidently in 
an aggressive, sacrificial mood.) (He 
won.) 

"After a while the pieces dwindle 
and the new rules have less and less 
effect; players might reach a point 
where the cards are a nuisance 
because the pieces move frequently 
anyway. It helps to keep a record of 
the game, so that cards can be 
dispensed with in such cases. But 
games go fast, and there's an 
interesting mix of new strategy versus 
old." 

The game does indeed go fast, indeed 
it is so sharp that I fear opening 
play might soon become stereotyped. 
However, if this proves to be a 
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problem, other arrays could be tried' 
for the cards, or the players could 
even be invited to place them on the 
board one at a time as a preliminary 
phase. In the meantime, I tried 
substituting the beginner's move 

3 Qdl-hS. 
in the game above. This looks much 
stronger than in ordinary chess, 
because the imminent disappearance 
of Black's f-pawn restricts him to a 
king move or ... g6. Let's try the latter: 

3 g7-g6. 
White naturally continues 

4 QhSxeS+, 
but after 

4 QdB-e7 
5 QeSxhB 

his own g-pawn has gone and 
5 Qe7xe4+ 

forks his own rook in return. Try 
6 BbS-d2 

at least rescuing the bishop; then 
6 Qe4xhl 

gives (I think) 

2 

8 
91113 

6 

1412 5 
7 

7 
12 Q 

where Black's cards are underlined. 
I think White must now rescue his 

queen by 
7 QhB-eS+ 

or perhaps 7 Qd4. If he defends his 
knight by 7 Be3, his h-pawn will go, 
Black's reply 7 ... Bb4+ will give check 
and remove his own h-pawn, and 
White's queen is dead. 

Strictly for fun, of course, but well 
worth trying. 
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ISOLATED PAWNS 
Drop Games. VC 59 gave examples 
of three "drop" games (Chessgi, 
Hostage Chess, and Lao Tzu Chess). 
Lao Tzu, with its hidden armies, is a 
special case, but Chessgi and Hostage 
make a natural pair for contrast. 

Chessgi has long been thought by 
some to be too fierce a game. Hostage 
is markedly gentler, and has the very 
great practical advantage of requiring 
only one set of men. Against this, its 
rules are more complex, and I suspect 
that this may be hindering its spread. 

In particular, I feel that the use of a 
separate "prison" and "airfield" is an 
unnecessary complication. The names 
are picturesque and they allow the use 
of the phrase "parachute in", but they 
are two more terms for the newcomer 
to learn, and there is no real reason 
for them to be separate; the airfield 
receives only a player's own men, 
the prison only his opponent's men, 
and a single "holding area" capable of 
holding both would do just as well. 

(One other practical point. When 
introducing Hostage in VC 32, David 
Pritchard said that he found beer mats 
ideal for representing the prison and 
airfield: "put your beer somewhere 
else". If they are combined into a 
single holding area, the second beer 
mat can revert to the purpose for 
which Nature intended it.) 

I would also ask: why can a player 
only take a promoted piece from his 
opponent's prison, and not from his 
own airfield? This seems illogical. 
I understand that the purpose is to 
reduce the effect of pawn drops on the 
seventh, but the "single box of men" 
restriction does this anyway. How 
often does the need to take the 
promoted piece directly from the 
opponent's prison, instead of using 
one already on the player's airfield, 
make a difference, and when it does, 
is this a good thing or a bad? 

Hostage is a good game, but as it 
stands I fear it may not outlive its 
inventor's push and enthusiasm. I risk 
his wrath by saying so, but with 
the simplified presentation suggested 
above, and a more consistent 
promotion rule, I think its long-term 
prospects might be better. 

"Dawson's Chess" is the name given 
by Berlekamp, Conway, and Guy to a 
game' derived from a problem that first 
appeared in The Problemist Fairy 
Chess Supplement in December 1934: 
in Losing Chess, given two rows of n 
pawns one square apart, who wins? 
Dawson thought he had solved it for 
all n but later realised that he hadn't, 
and to the best of my knowledge no 
general solution has yet been found. 
Around 1990, I analysed the game by 
computer, finding that Black won for 
n = 1, 2, 6, 7, 11, 15, 16, 20, 21, 25, 
29,30,34,35,39,44,48,49,53,54, 
58, 62, 63, 67, 68, 72, 76, 82, 92, 96, 
101, 102, 106, and 110, and that 
White won for all other values of n 
up to n = 117. This was well short of 
the state of the art even in 1990 and 
I don't think I ever published the 
results, but they may be useful as 
confirmation if anyone is tempted to 
go further. Recalculation on a modern 
machine would probably push the 
limit up to 300 or so. 

(A little background. Let Ln be the 
game above with n pawns on each 
side, and suppose that n is at least 5; 
then a White move with pawn 1 
followed by the compulsory captures 
reduces it to Ln- 2, a move with pawn 2 
reduces it to Ln- 3, and a move with 
pawn p (3 ~p ~ n - 2) splits it into to 
two separate games Lp-2 and Ln-p-l' 
Now let Dn be the game where the 
players have a single row of n objects 
and the move is to remove two 
adjacent objects. If n is at least 6, we 
see that the player can reduce it to 
Dn-2, to Dl and Dn-3 (which is 
effectively to Dn-3 alone since Dl does 
not permit a move), and to Dp-\ and 
Dn-p-l for 3 ~p ~ n - 3. This perhaps 
suggests that the games Ln and Dn+l 
may be equivalent, and such can 
indeed be rigorously proved. Now 
there is a similar game called "kayles" 
in which the move is to remove either 
a single object or two adjacent 
objects. The misere form of this game 
(last player to move loses) was solved 
some years ago by Sibert and 
Conway, and one of the objects of my 
analysis was to see if the Sibert
Conway approach might work here as 
well. Alas, the evidence suggested that 
it wouldn't, and Richard Guy, in a 
letter which I seem to have lost, said 
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that he thought progress along these 
lines was unlikely. Be it noted also 
that my actual calculations related to 
Dm and that the list above was 
transcribed by hand with the numbers 
n each being reduced by one.) 

Petty Chess (ECV 2 page 114) is a 
chess game played on a 5x6 board 
(al-e6) whose originator remarked 
that its games frequently produced 
"quite beautiful endings" (British 
Chess Magazine, September 1930). 
He gave no example, but Noam Elkies 
recently sent me a delightful little 
study with the board oriented al-f5 
which I put in the March issue of 
British Endgame Study News: 

White cannot usefully hold on to his 
pawn (1 Kd3 Rd 1 + 2 Kc2 Kxe3 
3 Kxdl is only drawn, just as it would 
be on the 8x8), but after say 1 Ra3 
Black must take the pawn at once else 
2 e3 will win. So try 1 Ra3, going all 
the way: no, 1...Kxe2 2 Ra2+ Kd1, 

and White can make no progress 
(3 Kd3 Rf3+, 3 Ke3 Rf5, 3 Rb2 Kc1). 
Try 1 Rb3: yes, 1...Kxe2 2 Rb2+ 
Kdl (2 ... Ke1 3 Ke3) 3 Ra2, and this 
time we have the second diagram 
with Black to move and he soon loses 
(3 ... Re1+ 4 Kd3, 3 ... Kel 4 Ke3). 
So why not 1 Rc3, intending 1.. .Kxe2 
2 Rc2+ Kdl 3 Ra2 and the same? 
Because now Black can play 2 ... Kel, 
since after 3 Ke3 Kd 1 White has no 
check on the bottom rank. Noam was 
inspired by two orthodox studies by 
Artur Mandler, but Mandler needed 
six extra men to close off three files of 
the normal 8x8 board. On the smaller 
board, everything works perfectly. 
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BASIC ENDINGS IN 
CHESS VARIANTS 

material from Marc Bourzutschky, 
V tic/av Kotesovec, and others 

In VC 58, I promised a survey of the 
work on basic endings that had been 
done by Vaclav Kote~ovec. More 
recently, Noarn Elkies has reminded 
me of the work done by Marc 
Bourzutschky, and it seems to me that 
the two might usefully be presented 
together. 

1. Normal pieces, different boards 

Queen against rook was analysed 
by Marc Bourzutschky in 2004. On 
the 8x8 board, this ending is won for 
the queen unless the defender can 
force a quick mate, stalemate, capture, 
or perpetual check. This remains true 
on square boards up to 15x15, but on 
a 16x16 board the defender may be 
able to hold out by perpetually 
running away. The same is 
presumably true of all larger boards, 
though only one or two cases were 
explicitly verified. On the 16x16 
board, there are 21 positions of 
reciprocal zugzwang (Black to play 
loses, White to play cannot win). 
These were presented in VC 44, and 
the longest win (155 moves to 
capture) was given in the June 2004 
issue of British Endgame Study News. 

On rectangular boards, Marc found 
the following results: 

Generally won 

6x12 
7x13 
8x14 
lOx16 

Not generally won 

6x13 
7x14 
8x16 

The specific case of the 8x12 board of 
Modem Courier Chess was looked at 
in VC 44, where we gave both the win 
from the "Philidor" position (wKc3, 
Qa4, bKbl, Rb2, board al-18, 23 
moves to capture, difficult) and the 
longest win (73 moves to capture). 

If a large board helps the defenders 
to run away, a very small board 
cramps the queen, and on the 4x4 
board there are nine positions of 
reciprocal zugzwang : 

-VAriAnt Cbess 60 

1 (1 move to capture) 

2 (2 moves) 3 (3 moves) 

4 (5 moves) 5 (8 moves) 

6 (9 moves) 7 (11 moves) 

8 (14 moves) 9 (15 moves) 

Specimen lines of play can be found 
on page 103. 2 is also reciprocal 
zugzwang on a 3x3 board, but 1 is not 
because Black to play can sacrifice for 
stalemate. 

Rook against bishop was analysed on 
the 8x8 board by Strohlein and Zagler 
in 1967-69, but Hans Gruber tells me 
that their technical report contains no 
references to smaller boards, and I 
know of analysis predating that done 
by Marc in 2004. He found the ending 
to be won for the rook on a 6x6, 6x7, 
or 6x8 board (the longest wins on 6x6 
and 6x8 were given in VC 59), but not 
on a 6x9 or 7x8. lt is drawn on a 7x7 
whichever set of squares the bishop 
runs on. 
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Rook against knight was looked at' 
by Artur Mandler as long ago as 1933, 
when he observed that the standard 
drawing position in the top half of the 
diagram below became a win for the 
rook if the h-file was removed: 

Noam Elkies points out that this 
affects some R v P theory: the familiar 
systematic advance ending in the 
lower position, 1 Ra2+ Kc 1 2 Kc3 
d1N+, becomes a White win on a 
seven-file board (as it was on the 8x8 
when promotion was only to queen). 

But a smaller board does not always 
favour the rook. Marc gives this 
position: 

White's only winning move is Rh5, 
and this time the position is drawn if 
the h-file is removed. 

The ending remains normally drawn 
on a 7x7, and Vaclav Kotesovec has 
shown that the defender can hold the 
draw even on a 6x6 if he can establish 
himself well away from the edge. 

The standard winning procedure with 
king, bishop, and knight against 
bare king uses the fact that the board 
dimensions are 8x8, but there is an 
alternative, due to Julius Telesin, 
which systematically drives the king 
back to the right corner and forces the 
win however large the board may be. 
lt can be found in issue 73 (July 1983) 
of the endgame study magazine EG. 
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On an 8x8 board, the most economical 
full-point reciprocal zugzwang 
without pawns (whoever is to move 
loses) uses seven men, the first 
example having been discovered by 
N oam Elkies around 1991 : 

White to play must allow immediate 
mate; Black to play cannot maintain 
the bind, and White can disentangle 
himself and win with his extra rook. 
It was thought for some time that the 
six-man position without the bishop 
might have the same property, but the 
computer eventually showed that 
Black to play could draw by 1...Nc5. 
On a 6x6 board, this six-man position 
does become a full-point reciprocal 
zugzwang, and Marc has found one 
other six-man pawnless position with 
the same property : 

White to play here is soon seen to lose 
(if for example 1 Rd6 then 1...Qd1+ 
2 Nc1 QxR). Black to play has several 
apparently safe moves including 
... Qa2+ and ... Qd1 +, but his king is 
poorly placed, the smaller board 
cramps his queen, and in practice 
White can play to mate or win the 
queen within 25 moves. 

The Elkies position (without the 
bishop) remains a six-man pawnless 
full-point reciprocal zugzwang on a 
7x7 board, but the second position 
above does not. The non-existence of 
any other such position on a 7x7 
board remains unproven, but I think 
none of us expects there to be one. 

2. Pieces with added knight power 

Endings with Archbishop (B+N), 
Chancellor (R+N), and Maharaja 
(Q+N) have received relatively little 
attention. Several names for these 
pieces are in circulation, and for 
present purposes I am using Marc's. 

Marc tells me that he became 
interested in the Archbishop when 
he found a win with A v B + N on 
an 8x8 board which took 151 moves 
to capture (the longest five-man 
pawnless ending with ordinary pieces 
is a 77-move ending with B + N v N 
published by Lewis Stiller in the 
ICCA Journal in 1989). Given that 
Q = R+B and that Q + N v R + B + N 
has a win in 517 moves, it seemed 
natural to look at A + N v B + N + N, 
and this turned out to have a win in 
568 moves. This is the longest win 
Marc has so far found with chess-like 
pieces on an 8x8 board. Investigations 
with the Chancellor and Maharaja 
failed to beat it. 

K + A v K is a win. K + A v K + B 
"seems to be a win" on a 9xn board, 
but not on any larger board. 

The five-man pawnless ending 
C + A v M has two full-point 
reciprocal zugzwangs. I asked Marc 
whether finding them could be set as a 
task for solution, and he said that one 
featured wKa1, bKc1, wC pinned by 
bM. Given this information, finding 
the position appears within human 
capacity, though neither Noam nor I 
got all the details right (answer on 
page 103). The other is 

where White to play loses in 8 and 
Black to play loses in 12. We think 
this could not have been found other 
than by computer. 

Most of the information in this 
column appears to be new. My thanks 
to Marc for allowing us to quote it. 
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3. King and two leapers 

The work here was done by Vaclav 
Kotesovec. It was initially reported in 
the Bratislava composition magazine 
Pat a mat (issues 19, April 1994, and 
30, September 2000), and'a version 
in English with minor revisions 
appeared in the June 2001 issue of the 
ICGA Journal. An "x-y leaper" jumps 
x squares in one direction and y 
squares in the other, and the task was 
to discover the largest boards on 
which combinations of two leapers, 
in conjunction with their king, could 
force mate against a bare king. 

Vaclav's results were as follows: 

Largest board 
Leapers Even Odd Notes 

0-1,0-2 
0-1, 1-1 
0-1, 1-2 
0-1,1-3 
0-1, 1-4 
0-1,1-5 
0-1, 1-6 
0-1,2-4 

0-2, 1-2 
0-2, 1-3 

1-1, 1-2 
1-1,2-3 
1-1,2-4 

1-2, 1-3 
1-2, 1-4 
1-2, 1-5 
1-2, 1-6 
1-2, 1-7 
1-2, 1-8 
1-2,2-4 

1-3,2-4 

4x4 
6x6 

12x12 
8x8 
8x8 
6x6 
8x8 
6x6 

6x6 

6x6 

8x8 
10x10 
6x6 

lOxIO 

10x10 
6x6 

7x7 
9x9 

11x11 
9x9 
9x9 
7x7 
7x7 
7x7 

9x9 
9x9 

9x9 
9x9 
5x5 

13x13 
11xll 
1lxll 
llxlI 
9x9 

9x9 

9x9 

c 
c 

c 

c 

c 

c 
z 

c 
c 
z 

c 

c 

c 

c 

z 

An ending is regarded as "winning" if 
king on a2 and leapers on a1 and bl 
can force mate against a king on any 
legal square away from the edge . 
Other notes: 
c On an odd board, the odd-odd or 

even-even leaper must be able to 
reach the corners. 

z The leapers must run on squares of 
different colour, and the even-even 
leaper must be able to reach the 
corners. 

A winning ending normally remains 
winning on smaller boards of the same 
parity, assuming that both leapers 
still have a move, but there are two 
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exceptions: 0-2 + 1-2 cannot force a 
win on a 4x4, nor 1-1 + 2-3 on a 5x5. 
The longest win, with 0-1 + 1-2 on a 
12x 12, takes 194 moves, and it will be 
noticed that two leapers of the same 
kind can never force a win. 

There are of course positions where 
the normal result does not happen, 
and Vaclav gave the following 
amusing example in 1994 (I have 
reversed the colours and added an 
introductory move for White) : 

The sideways knight on h8 is a camel 
(1-3 leaper). The combination of 
knight and camel (1-2 + 1-3) normally 
wins, but here White can play 1 Kf7 
Ng5 (1 ... Cg5 2 Kg6) 2 Kg7 Ce7 
(the knight is blocking g5) 3 Kf6 Ch8 
(and now the king is blocking d4) 
4 Kg7 with a draw by repetition. 

4. Grasshoppers 

The grasshopper moves along queen 
lines up to the nearest man of either 
colour, hops over this man, and lands 
on the square immediately beyond, 
capturing anything it may find there. 
It is a weak piece which is more 
usually met in problems than in play 
(a G on an empty board cannot move), 
but some forms of "Grasshopper 
Chess" have been invented. Most of 
the present work was done by Vaclav 
as long ago as 1977, and he reported 
confirmation by computer in issue 38 
(October 2002) of Pat a mat. He 
reported his more recent work in May 
2008 on his web site 

<http://web.telecom.czl 
vaclav.kotesovec/> 

(note "web" and not "www"). 
King and four grasshoppers can 

force a win against a bare king (four 
grasshoppers in a tight square cannot 
be approached by an enemy king), but 
king and three grasshoppers cannot. 
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King and one minor piece can force 
a win with the support of two 
grasshoppers, but not with the 
support of only one. King and two 
knights, and king and two like 
bishops, can force mate with the 
support of one grasshopper. 

King and two unlike bishops, 
king and two knights, and king, 
bishop, and knight can all force a 
win against king and grasshopper. 

King and rook can force a win 
against king and one grasshopper, 
but not against more. King and queen 
can force a win against king and 
two grasshoppers and against king, 
grasshopper, and one minor piece. 
King and queen against king, rook, 
and grasshopper is complicated and 
unclear: "some positions are won, 
some are drawn". 

King, rook, and grasshopper can 
force a win against king and one 
minor piece. 

King, two grasshoppers, and an 
x-y leap er can force a win against a 
bare king on an 8x8 board only in the 
cases ofa 0-1, I-I, 1-2, or 2-3leaper. 
On a 6x6 or 7x7 board, a 0-2, 1-3, or 
1-4 leaper can also force a win, but in 
the case of a 0-2 leaper on a 7x7 only 
if it can reach the corners or one of the 
squares immediately adjacent to them. 
If it can merely reach the squares 
diagonally adjacent to the corners, 
there is no win. 

5. Other pieces 

This work has again been done by 
Vaclav, and is reported on his web 
site as given in the previous section. 

For present purposes, the lion moves 
like a grasshopper but can continue 
sliding beyond the hurdle as long as 
the route is unobstructed. (Other lions 
have appeared in the literature.) King 
and two knights against king and 
lion is drawn (unlike against king and 
grasshopper, when they can force a 
win). King, bishop, and knight can 
force a win, as can king and two 
unlike bishops. 

King and rook can force a win 
against king and lion, but not against 
king and two lions. King and queen 
can force a win against king and two 
lions. 
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The pao is the xiangqi cannon, and' 
the vao and leG are its equivalents on 
bishop and queen lines. King and two 
knights can force a win against king 
and vao, but not against king and 
pao. King and two unlike bishops 
can force a win against king and vao 
and against king and pao, but not 
against king and leo. King, bishop, 
and knight can force a win against 
king and vao but not against king 
and leo; the result against king and 
pao is not easily summarized. 

King and rook can force a win 
against king and vao and even against 
king and two vaos, but not against 
king and pao. King and queen can 
force a win even against king and 
two leos. 

6. Unfinished business 

Back in 1996, I raised the question: 
is there some number n such that a 
king and n knights can force a win 
against a bare king however large the 
board may be? Alternatively, is it 
possible to prove that however many 
knights we may have, there is a board 
on which they cannot force mate? 

My personal belief tends to the 
latter, on the grounds that if the lone 
king runs away at high speed then at 
most two knights will be able to keep 
up with him. It therefore seems to me 
that we can possibly define a "sparse" 
region in some sense (say that there 
are at most two or perhaps three 
knights, or the enemy king and 
perhaps one knight, within a certain 
distance), and hope to prove that if the 
board is sufficiently large and the king 
is already in a sparse region then he 
cannot be prevented from running into 
another sparse region. However, it is 
one thing to waffle away in general 
terms, and quite another to produce a 
rigorous proof. But we have readers in 
university mathematics departments; 
even if they themselves have other 
things to do, does none of their 
brighter students feel like having a 
go? 

In the meantime, here is an easier 
one. Let Z be the composite piece 
X + Y. If K + X v K is a win and 
K + Y v K is a win, does it follow that 
K + Z v K is a win? 

Answer again on page 103. 
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PROOF GAMES 
Alain Brobecker has been looking at 
what he calls Fool's Chess, which is 
played with the array NBQRRKBN. 
This is the only array with normal 
symmetries (king's side reflects 
queen's, Black mirrors White on the 
file) which allows a Fool's Mate on 
White's second move. His computer 
found that there were unique games 
ending in (a) 4 Qxt7 mate, (b) 
4 ... Rxe4 mate, (c) 4 ... Bc4 mate, and 
(d) 4 ... Rxel mate. They make a good 
solving challenge, so let us call this 
our 68. 

Peter Fayers has drawn my attention 
to a recent composition tourney in 
the German problem magazine Die 
Schwalbe, where competitors were 
asked to produce uniquely reachable 
Losing Chess positions in which a 
piece apparently on its home square 
was in fact a promoted pawn. 
I haven't seen the official award, and 
am relying on an account on the 
Retros web site 

<www.pairlist.netJpipermail/retros> 
which gave the winning entries (the 
prizes went to the shortest games) 
and presented a couple of further 
examples. I have selected six out of 
seven, and have added two more 
Losing Chess proof games (no set 
theme) from Ralf Binnewirtz's lovely 
Schlagabtausch im Riiuberschach, 
reviewed in VC 37. Where multiple 
authors are given, each sent 
essentially the same position. 

Answers on page 103. 

SB - Silvio Baier 
MB - Marco Bonavoglia 
DB - Dirk Borst 
VC - Vlaicu Crh;;an 
WD - W olfgang Dittmann 
ND - Nicolas Dupont 
BG - Bemd Grafrath 
UH - Unto Heinonen 
JL - J orge Lois 
RO - Roberto Osorio 
MR - Mario Richter 
JS - Juha Saukkola 
RS - Ronald Schafer 
MW - Martin WaIter 
GW - Goran Wicklund. 
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69 - ND, OH, JS, RS, MW, GW 73 -BG 

Losing Chess, after White's 7th Losing Chess, after Black's 9th 

70 - SB, BG, RO&JL, MR 74-BG 

Losing Chess, after White's 7th Losing Chess, after White's 14th 

71- DB, VC 75 - WD, Die Schwalbe 1986 

Losing Chess, after White's 7th Losing Chess, after White's 11 th 

72 - DB, BG 76 - MB, feenschach 1986 

Losing Chess, after White's 7th Losing Chess, after White's 12th 
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THE END Is NIGH! 
by Paul Byway 

Solutions to competition 35 

#223 8 a5 a4 Ra5 Rxd5 Bh6 Bel Nf6 
Rc8 mate. This solution is due to Ian 
Richardson; Fred Galvin chose 
another route:- 8 b5 Na6 Nc5 Re8 
Rxe5 Rxe2 Be7 Bf6 mate. This is a 
piece of good fortune because the 
diagram is wrong. There should be a 
black pawn on c7, in which case the 
intended solution is 8 c5 c4 b5 Nc6 
Re8 Rxe5 Rxe2 Bxb4 mate. My 
apologies for that. 
#224 7 exd5 c4 cxb5 b6 bxc7 c8Q d6 
mate. 
#225 7 Be2 Bxg4 Be3 Bxa7 c4 c5 
Bb6 mate. Ian Richardson does it 
differently:- 7 Kel Bd2 Rdl Ba6 
Bxb7 Ba6 Ba5 mate. 
#226 8 Kf6 Ng4 Ne5 Nd3 Nd7 Nb6 
Na4 Nc3 Italian mate. Fred Galvin 
gives three Scottish mates after 
9 Bxc3+:- 10 Bxc3 Bd2 d4 dxe3 Nb4 
Nd5 Nc3 mate, 10 Bxc3 e5 exf4 D d4 
dxe3 e2 mate, 10 Bxc3 e5 exf4 fxg3 
g2 gxhlB BD mate. 
#227 9 KgI Qf8 Qc5 h4 h5 h6 hxg7 
g8Q Qgc8 mate. 
#228 7 Ne2 Nd4 Bb5 h4 Rh3 RD 
Bg5 mate. 

#229 1 Pd7+ Kd9 2 Cel Cd5 3 Ke2 
Cdl 4 Ke3 Kdl0 5 Pd8 Cd2 6 Cdl 
and wins. If 6 ... Cd7 then 7 Cd6. 
#230 1 ChI Kf9 2 Eg5 Kf8 3 Ch7 
Kf9 4 Ct7 Ke9 5 cn Cc 1 0 6 Ce2+ 
Kf9 7 Pt7 Ke9 8 Pf8 Kel0 9 Pf9 
wins. If 5 ... Cf8 then 6 Ce2+ Kf9 7 Pt7 
Ce8 8 Ke3. 

The current scores:- FG 167, IR 141, 
IB 73, RC 59, PW 35, CL 24, RT 19. 

Competition 36 is alongside. 

The fact that #223 (and #217 before 
it) have had valid solutions despite 
diagram errors is not entirely due to 
good fortune; I solve after formatting 
the page and send Paul my solutions 
with his proofs, so a position with no 
solution should be picked up. I also 
attempt the XQ positions, but with 
markedly less success. - JDB 
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#231 Sarale - Papaleo (1986) 

White wins (series 7) 

#232 Sarale - Kustrin (1993) 

White wins (series 7) 

#233 De Scordilli - Viola (1988) 

White wins (series 7) 

#234 Mapelli - Kustrin (1985) 

White wins (series 7) 
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#235 Biagini - Orsatti (1989) 

Black wins (series 10) 

#236 Cesaro - Benedetto (1989) 

10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

White wins (series 9) 

#237 Cannon + Pawn #24 

9 h 

e k 
f 

Red to play and win 

#238 Cannon + Pawn #27 

10 e : 
9 . k 9 
8 e f 9 
7 P 
6 
5 
4 
3 
2 
1 C G ~ 

Red to play and win 
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SOLUTIONS 
Proof games (page 101). 68 (a) 1 c4 
f6 2 Bg6 Bxc4 3 Qxc4 Nf7 4 Qxfl#, 
(b) 1 e4 d5 2 Ke2 Rd6 3 Rfl Re6 
4 Ke1 Rxe4#, (c) 1 e4 f5 2 exf5 e6 
3 Rxe6 Bxe6 4 Kel Bc4#, (d) 1 e4 d5 
2 exd5 Qg4 3 Rxe7 Qxdl+ 4 Rxel 
Rxe1#. 

69 1 h4 b6 2 h5 Ba6 3 h6 Bxe2 
4 hxg7 Bxfl 5 gxh8R Bxg2 6 R8xh7 
Bxh1 7 RXh1. 

70 1 f4 c6 2 f5 Qb6 3 f6 Qxb2 
4 fxg7 Qxa1 5 gxh8B Qxbl 6 Bhb2 
Qxc1 7 Bxel. 

71 1 f4 e5 2 fxe5 Qh4 3 e6 Qxel 
4 exfl Qxd2 5 fxe8Q Qxcl 6 Qexd7 
Qxd1 7 Qxdl. 

72 1 d4 b6 2 d5 Bb7 3 d6 Bxg2 
4 dxe7 Bxfl 5 exd8Q Bxe2 6 Q8xd7 
Bxdl 7 Qxdl. 

73 1 d4 b5 2 d5 b4 3 Qd4 b3 
4 Qxg7 bxc2 5 Qxh8 exb1N 6 Qxg8 
Nc3 7 Qxfl Nxd5 8 Qxe7 Nxe7 9 a3 
Ng8. 

74 1 h4 c6 2 h5 Qb6 3 h6 Qxt2 
4 hxg7 Qxe 1 5 gxh8K Qxd 1 6 Kxg8 
Qxc1 7 Kxh7 Qxb1 8 Rxb1 Bh6 
9 Kxh6 f5 10 Kh5 Kfl 11 Kh4 Ke6 
12 Kg3 Kd5 13 Kt2 f4 14 Ke1. 

75 1 e4 Nc6 2 Ke2 Na5 3 Kf3 Nf6 
4 e5 Nh5 5 Kg4 d5 6 Kxh5 e6 7 Kg4 
b6 8 Kf3 Nb7 9 Ke2 b5 10 Ke1 Nd6 
11 exd6. 

76 1 d3 Nf6 2 Kd2 g5 3 Ke3 Bh6 
4 Bd2 0-0 5 Bel Kh8 6 Be3 Ng8 
7 Bxh8 a5 8 Bc3 a4 9 Bd2 Nf6 
10 Bel Rh8 11 Kd2 BfS 12 Ke1. 

Qv R zugzwangs (see page 98). 
Transpositions may involve reflection 
or rotation. 

Black to play (computer-generated 
analysis, longest lines only). 

1 trivial. 
2 l...Rc4 2 Qb3+ etc. 
3 1 ... Ra4 2 Qb2+ Kc4 3 Kc2 etc. 
4 l...Rd3 2 Qa4+ Kc3 3 Kcl and 

we have 3. 
5 l...Rc22 Qa4+ Rc4 3 Qd1+ (call 

this A) Kc3 4 Kc1 (call this B) Rb4 
5 Qc2+ Kd4 6 Kd1 Rb3 7 Kd2 and 2. 

6 l...Kd4 2 Ka2 Rc3 3 Qd 1+ Rd3 
4 Qa4+ and A. 

7 l...Kb4 2 Kb2 Rb3+ 3 Ka2 Rc3 
4 Qd2 Kc4 5 Qdl Rd3 6 Qa4+ Kc3 
7 Ka3 and B. 

8 l...Rb2+ 2 Kc 1 (call this C) Rb3 
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3 Qal+ Kd3 4 Kdl Rc3 5 Qb1+ Kc4 
6 Kd2 Ra3 7 Qcl+ Kb4 8 Qb2+ Ka4 
9 Qd4+andA. 

9 1...Rb3+ 2 Kc 1 Rb2 3 Qa4 and 
C. 

White to play (my analysis, selected 
lines). 

1 1 Qa3+ Kc4 and 4, or 1 Kal Rc2 
with 2 Qa3+ Kc4 and 6, or 2 Qb 1 Kc3 
(call this X) 3 Qdl and White will get 
nowhere after either 3 ... Rb2 (call this 
Y) or 3 ... Rd2, or 2 Qdl+ Kc3 3 Qbl 
(3 Kb 1 Rb2+ 4 Kc 1 Ra2) Rd2 4 Qc1 + 
Rc2 and so on. 

2 1 Qb4 Rcl+ 2 Ka2 (2 Kb2 
Rb 1 +) Rc2+ 3 Ka3 Rc3+ 4 Ka4 Kc2 
and X, or 1 Kal Rc1+ etc. 

3 1 Qd3+ Kb4 (call this Z) 2 Qd2+ 
(2 Qc2 Rb3+ 3 Ka2 Ra3+ 4 Kb2 
Ra2+, 2 Qdl Rb3+ etc) Kc4 and 4. 

4 1 Qa4+ Kc3 and 8, or 1 Qcl+ 
Kd3 and 1, or 1 Kcl Rc4 and Z, or 
1 Kal Rc2 and 6. 

5 1 Qa4+ Kc3 and 8, or 1 Qb4+ 
Kd3 2 Qa3+ (2 Kcl Rc2+ 3 KbllK.dl 
Rc1+ etc, 2 Kal Rd1+ with 3 Ka2 
Rc1 and 4 or 3 Kb2 Rbl+) Kc4 and 4, 
or 1 Qa3 Kc4 and 4, or 1 Kcl Rc2+ 
2 Kd1 Rd2+, or 1 Kal Rc2 2 Qa4+ 
(2 Qb4+ Kd3, 2 Qbl Kc3 and X) Kc3 
3 Kbl Rd2 and 8. 

6 1 Qdl + Kc3 2 Ka2 Rb4 and 8, or 
1 Ka2 Rb4 and 4. 

7 1 Qdl + Kc3 and 9, or 1 Qd2 Kc4 
and 4. 

8 1 Qa3+ Kc4 and 4, or 1 Qa1 + 
Kb3 2 Kc1 Rc2+ etc, or 1 Kcl Rd3 
and 3, or 1 Kal Rb2 and Y. 

9 1 Qc2+ Kb4 etc, or 1 Qc1+ Kb3 
and 7. 

C + A v M zugzwangs (page 99). 
The other position is 

White to play must allow a quick mate 
(1 Ka2 Mt2+ etc, 1 Ab8 Kc2 with 
threat 2 ... Mfl+ and 2 Ka2 MgS+). 
Black to play is more difficult. 
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1...Kc2 2 Ad4+ Kd3 (else 3 R + and 
4 AxM) 3 Ab2+, and now 4 R+ and 
5 AxM are inescapable. 

1. .. Kd21K.dl 2 Af3+ Kc31K.c1 
(2 ... Kc2 3 Ad4+ etc as before) 3 Ae2+ 
Kd2 (3 ... Kc2 4 Ad4+, 3 ... Kb4lK.b3 
equivalent by symmetry) 4 Ac4+ Kc2 
(else 5 Ab2+ etc) 5 Ka2 threat 6 Ce2+ 
Kdl 7 Cb2+ Kc1lK.e1 S Ad3 mate, 
and there is no good answer. 

1 ... Mfl (unpinning but threatening 
to discover check) 2 Ab5 (threat not 
just AxM but also 3 Ce2+ Kd1 4 Ac3 
mate) Mf6 (what else?) 5 Ae2+ etc. 

1...Mg7 2 Ka2 (threatening 3 Ce1+ 
Kd2 4 Aa5+/ Ab4+) MgS+ 3 Ad5 and 
Black will soon succumb. 

1...MhS 2 Af3 Mg7 (2 ... Mf6 
3 Ae2+) 3 Ae2+ Kd2 4 Ac4+ Kc2 
5 Ka2 Ma7+ 6 Aa5 threatening 7 Ce1 
mate, and again no good answer. 

K + Z v K (page 100). No, it doesn't. 
For a counterexamp1e, let X be the 
piece which can leap to any square 
which is on its own rank or file or is 
an even number of ranks away, 

and Y the equivalent with rank and 
file powers interchanged. K + X and 
K + Y win easily. Now consider a Z : 

Black is stalemated, so White must 
move his Z to release the stalemate, 
Black moves to another square where 
he is stalemated afresh, and White 
never gets time to bring up his king. 
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My apologies for the fact that the 
front pages of recent issues have 
continued to say "Volume 7". The 
matter has now been corrected. 

Cambodian Chess (VC55 pages 4-5). 
Peter Michaelsen tells me that Ivan 
Derzhanski has made a Zillions 
implementation of Cambodian Chess 
under the Hill rules. He reads the rule 
concerning the promotion of the fish 
thus: it moves and captures one square 
straight forward, but when it crosses 
the centre line it is reversed and 
thereafter moves and captures as a K. 

"I think that this is not explicitly 
mentioned in any of the texts. 
Of course the promoted fish is much 
stronger, if it can both capture and 
move like a king. I had thought that it 
might still only be able to capture one 
square straight forward, despite being 
able to move one square in all 
directions. The elephant and official 
are very mobile, but can only capture 
forwards according to Okano Shin. 
I thought that the same might be the 
case with the promoted fish. 

"It is possible that Derzhanski's 
interpretation results in a better game, 
but I would like to know, which of the 
two rule interpretations is correct." 
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BCVS NOTICES 
The Annual General Meeting will 
be held at 7 St James Road, 
Harpenden, at 1130 on Saturday 20 
June. UK members will find a formal 
notice with this issue of VC, and 
members abroad who happen to be in 
the UK on the day will be very 
welcome also. 

As usual, the formal meeting will be 
followed by a light buffet lunch, and 
members will be welcome to stay on 
into the afternoon and play any games 
which may take their fancy. The 
kitchen will be helped by advance 
notice from those intending to come, 
but we'd rather see you without prior 
warning than not see you at all. 

E-mail problems. Some e-mails sent 
to me recently have got through only 
tardily if at all. If you don't receive a 
reply to an e-mail within a reasonable 
time, something has probably gone 
wrong, so please send a repeat. 

It also appears that some hacker 
has started sending out e-mails in my 
name offering to supply various goods 
and services at ridiculously low rates. 
I have yet to receive any orders as a 
result, and I think it is automatically 
assumed that such e-mails are bogus. 
Some people respond to this sort of 
thing by changing their e-mail 
address, but that would be a nuisance 
and I think my reputation will stand it. 
Or have my friends reflected that if 
I were genuinely marketing material 
of this nature, I would be charging 
much more realistic prices? 

VC 61 is scheduled for July. Copy 
date for contributions is June 1, but 
early receipt is always welcome. 
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EVENTS 
This year's World Circular Chess 
Championship will be held at the 
Tap and Spile, Hungate, Lincoln, 
at 1030 on Sunday 14 June. Contact 
Mike Sedgwick 

<mike@baraka-services.com> 
for details. 

Peter Kelly tells me that this 
year's World Quickplay Hnefatafl 
Tournament will be played in the 
Community Hall on Fetlar on 
Saturday 1 August (over 60° North, 
long summer evenings). E-mail him 
as 

<theglebe l@btinternet.com> 
for further details and a copy of 
the rules. "We have asked for details 
of accommodation on neighbouring 
islands so that all those interested in 
visiting either to compete or to watch 
can arrange somewhere to stay while 
they are here." 

ECV 2 FOOTNOTES 
This heading has been refreshingly 
absent since VC 56, but a couple of 
further errors have come to light and 
should be noted. 

Free Programme Chess (page 79). 
"Guraspasvili" should have been 
"Guraspashvili" . 

As reported last time, Ecila (pages 
234-5) actually dates from 1957 or 
earlier, and was played at least once 
though no score of the game appears 
to have survived (The Birmingham 
Post, 9 September 1957, quoted m 
issue 8 of Abstract Games). 
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POLGAR SUPERSTAR 
CHESS 

. material from Arpad Rusz 

Arpad Rusz has' alerted me to Polgar 
Superstar Chess, a recent invention 
of Laszl6 Polgar. It is a small-board 
hex variant, and whereas most variants 
complicate the game, this one appears 
consciously to simplify it. 

The board and initial configuration 
are as shown below: 

13 
12 
11 
10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

abcdefgh 

In addition, each player has one each 
of king, queen, rook, bishop, and 
knight. These are placed on cl-e3-g1 
and c13-ell-g13, one at a time and 
alternately, as the players wish. 

King moves one cell in any 
direction (so a king away from the 
edge has six moves). 

Rook moves as a normal rook, but 
vertically only. There is no castling. 

Bishop moves similarly, but along 
the lines angled at 60 degrees to the 
vertical. A bishop can reach any cell 
on the board, and is much more 
powerful than a rook (K + B can force 
mate against a bare K, K + R cannot). 

Queen moves as rook and bishop 
combined. 

Knight moves two cells in any 
direction and one cell at 60 degrees, 
or vice versa, and may jump. A knight 
on the central cell e7 commands 12 
cells (fl2, gll, h8, and so on round). 

Pawn moves one cell forward, 
captures at 60 degrees. An initial 
pawn-two is permitted, but there is no 
en passant capture. Promotion is on 
the far edge, c13-ell-g13 for White, 
and a pawn which captures its way on 
to the b or h file must capture back 
towards the centre if it is to promote. 
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In general, I approve of simple 
variants using simple men, but I do 
wonder if the restriction of the rook to 
a single file has not carried things a 
little too far. However, a World 
Championship is due to take place in 
Pardubice later this month (see 

<http://polgarstarchess.blogspot.com> 

for further details), and I have asked 
Arpad to send me some game scores 
for possible publication. In the 
meantime, here are some endgame 
studies (all by Arpad himself except 
for 5, by him and Csaba Schenkerik) 
to illustrate some tactical nuances. 
I have slightly simplified study 4. 

In 1, d12Q will be met by ... Qc6+. 
In 2, White must start by releasing 

the stalemate. 
In 3, only White's bishop is free to 

move. 
In 4, Black threatens ... Nf8 mate. 
In 5, Black threatens mate in two by 

... Ne7 and ... Ngl1. 
In 6, Kell, Kgll, or Kg13? 

Answers on page 119. 

13 
12 
11 
10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

abcde gh 

1 - White to play and hold the draw 

13 
12 
11 
10 
9 
B 
7 
6 
5 
4 
3 
2 
1 

abcde gh 

2 - White to play and win 

13 
12 
11 
10 
9 
8 
7 
6 
5 
4 
3 
2 
1 
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abcde gh 

3 - White to play and hold the draw 

13 
12 
11 
10 
9 
B 
7 
6 
5 
4 
3 
2 
1 

abcdefgh 

4 - White to play and hold the draw 

13 
12 
11 
10 
9 
B 
7 
6 
5 
4 
3 
2 
1 

abcde gh 

5 - White to play and hold the draw 

13 
12 
11 
10 
9 
B 
7 
6 
5 
4 
3 
2 
1 

a b c d e 9 h 

6 - White to play and win 
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NAM DINH CHESS 
One of the books formerly owned by 
David Pritchard which is now in our 
possession is Milos Zapletal's Velka 
kniha deskorych her, which might be 
translated as "The Big Book of Board 
Games". It is a large-format popular 
book, published in Praha (Prague) in 
1991 in an edition of 65,000 copies, 
and as with most books for the 
popular market its coverage is patchy 
and nearly everything in it can be 
found with more direct authority 
elsewhere. However, it devotes nearly 
thirty of its 184 pages to variant forms 
of chess (three times as many as it 
devotes to chess itself), and I was 
delighted to see that these included 
"Sachory MIYn" by our own Peter 
Fayers ("Chessboard Morris" in our 
money, see ECV 2, page 305). Truly, 
the prophet is not without honour. 

And the book does claim at least 
one game not to be found elsewhere. 
Under a heading "Vietnamese Chess" 
is a game, included on the authority of 
one Z. Hartmann who reported having 
seen it in play on several occasions, 
which is described as wholly unknown 
in Europe and whose rules are 
prefaced by a heading in large 
displayed italics: 

Here are the rules of this game, which 
have never before been written down 

in the European games literature 

Hartmann wrote that his informants 
came from "Nam-Dinh", which my 
atlas shows as a city on the Red River 
some 85-90 kilometres downstream 
from Hanoi, and since we already 
have at least one "Vietnamese Chess" 
in the literature I am going to call this 
variant Nam Dinh Chess. It is not in 
ECV 2 and there appears to be no 
reference to it in David's files, but 
I don't think Czech was one of his 
languages, and it could be that he 
passed over it without realising that 
it was rather different from the 
derivative material featured in the rest 
of the book. I missed it myself the first 
time I went through the book. 

Nam Dinh Chess appears to be a 
combination of chess and the ancient 

game of Alquerque, which dates back 
at least to the 13th century (Murray, 
A History of Chess, page 615). This is 
a 12-against-12 draughts (checkers) 
game played on a 5x5 board: 

Men move one step at a time along the 
given lines (in either direction) into an 
empty space, and capture an enemy 
man by jumping over it into an empty 
space immediately beyond; capturing 
is compulsory, and more than one man 
may be taken in a turn. The objective 
is to capture all the opponent's men, 
or to block his remaining men so that 
he is unable to move. 

(I don't know whether Alquerque is 
still played, but when our son was 
travelling through India and south-east 
Asia in 1988-90 he sent home a game 
which he had found in a market, 
consisting of a brass board to this 
design plus a box containing twenty 
little metal goats and four tigers. No 
accompanying rules, alas.) 

Nam Dinh Chess converts this into 
a chess game by replacing the men on 
cl and c5 by kings (the board in the 
book is shown rotated through 180 
degrees, but I am using our normal 
orientation) and making some radical 
alterations to the rules. 
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Men move as before, but may not 
capture. 

Kings move as men, but capture by 
jumping over one of their own men 
and landing on an enemy man 
immediately beyond (so, in the game 
array, White can play Kclxa3 - or at 
least he would be able to do so if the 
move did not put his own king in 
check). 

Victory is by gIvmg mate or 
stalemate, and a player also loses if he 
continuously repeats the same few 
moves. 

According to Hartrnann, ordinary 
draughtsmen are used for the men and 
chess pawns for the kings, which 
suggests to me that this is a modern 
invention using Western equipment, 
quite possibly having purely local 
currency, rather than an indigenous 
survival. My first thought was that the 
rules created nonsense, because d2-c3 
gave an immediate stalemate, but of 
course it is not so: now that the man 
on d2 has moved, White's king no 
longer guards e3, and Black's king 
can take it. Hartmann in fact says that 
the opening stages are relatively 
clumsy, the middle game demands a 
lot of thought, and he has seen very 
few drawn endings. 

How playable is the game? Alquerque 
itself appears to be a win for White, 
though I am not aware of a definitive 
computer evaluation (the game is 
computationally less demanding than 
checkers, so one could certainly be 
done). Nam Dinh Chess is likewise 
within the scope of modern computer 
analysis. In the ending, king and 
one man against king is only a draw, 
but some last-minute analysis suggests 
that king and two men can force a win 
(king and three men certainly can). 
However, the longest win appears to 
take over twenty moves and the rest of 
the magazine is already full, so we'll 
have to come back to this next time. 

So, a modest little game, probably 
played only within a limited area 
and certainly amenable to definitive 
analysis; but it has some novel 
features, it appears to offer a last-stage 
endgame win which is more subtle 
than most, and I thought it was well 
worth one of our pages. 
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BENE'DICT CHESS : 
YOUR MOVE OR 

MINE? 
by Andrew Perkis 

Benedict Chess games currently in 
progress on the Scheming Mind 
web site should help clarify whether 
White has a forced win. As this will 
almost certainly prove to be the case, 
I decided it might be worth trying out 
one of the fixes suggested by Dan 
Troyka. This is the use of the Swap 
Option, which is commonly used 
when playing Connection Games. 
In most of these games the fIrst player 
has an advantage so huge that only an 
inferior fust move will enable the 
game to be reasonably well balanced. 

This rule always seemed a bit of a 
cop out to me, but'I think applying it 
to Benedict may be a means to launch 
the game into opening scenarios that 
have a lot more play in them. It works 
very straightforwardly. White moves, 
and then the second player elects 
whether to be Black (and reply to 
White's move) or to change colours 
(adopting the given move as White). 

After playing a handful of games 
using this rule, it is still not clear how 
good a fIx it might be. Benedict lends 
itself to early Queen dominance by 
one player, and fInding a neutral fIrst 
move might not be as easy as one 
might think. For the time being, I can 
at least give some hints as to the 
problems involved in attempting to 
find that neutral fIrst move. 

Here is the most interesting swap
option game I've played so far. 
Unfortunately, it is no less short, and 
ultimately one sided, than are most 
Benedict games using standard rules. 
It was played across the board and 
Alain Dekker was Black. 

1 b2-b4 
Black accepted this and played 

1 e7-e6 
2 d2-d4 

(see diagram at top of next column) 
This has become rather similar to the 
opening 1 Nc3 e6 2 d4, which gives 
White a winning advantage. With the 
Pb4 (instead of the Nc3) acting as a 
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shield against Bb4+, Black does get 
some counterplay on the Queen's 
wing, but, on the evidence of this 
game, it seems unlikely that this is 
enough to prevent the success of 
White's strategy, which is to use his 
dark square B to limit the Black 
Queen. 

2 
3 
4 

5 

Nb8-a6 (b4) 
Nb1-c3 b4-b3(a2,c2) 
Bc1-q5(d8) 

Bf8-e7(d8,q5) 
Qd1-d2(c2,q5) 

5 Na6-b4(c2) 
If Black plays 5 ... b2(al) immediately, 
then 6 Qcl(al,b2). 6 ... Nb4(c2) now 
fails to Nd5(b4,c7,e7), playable here 
(as it is not in the game) because the 
WQcl prevents the Pc2 promoting 
with check. 

6 Ke1-d1(c2) 
b3-b2(a1) 

7 Nc3-b1! 
After 7 Qc1(al,b2) Nd3(b2,c1,f2), 
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Black is winning. Now the Nbl puts a' 
complete stop to Black's attack, while 
the freedom of the White Queen (as 
compared to Black's) rapidly decides 
the game in White's favour. 

7 f7-f6(q5) 
This loses quickly, but after 7 ... f5 
immediately, 8 Bh4(e7), with the 
threat of Qg5, decides at least as 
quickly. 

8 Qd2-d3 (h7) 
f6-f5 

9 Qd3-h3(f5) 
q7-q6(f5) 

10 Qh3-h5(q5,q6) 
Nq8-f6(h5) 

11 q6-q7 (h8) 
Nf6-g8 

Forced. 
12 q2-q4 (h5) 

Resi.qns 

An amusing symmetry. Black has 
been forced to adopt exactly the same 
defence as White. The difference is 
that the Nbl, unlike the Ng8, is not in 
demand elsewhere. 

In a later email game against Dan 
Troyka, I tried l ... d6 in reply to 1 b4, 
and was duly crushed after 2 Nc3 Qd7 
3 e3. Only later still did I realize that 
Black's only chance here is to 
mobilize his Queen really quickly. 
Unfortunately, however, this looks 
likely to be too effective. 1 b4 c5(b4) 
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already seems to create the 
circumstance for a dominant Black 
Queen. If 2 e3, then 2 ... Qb6 cuts the 
White Queen out of the game. (This is 
also the case after 2 d4(cS) Qb6.) 

So, although at first I thought 1 b4 
was unplayable because it was too 
strong (and Black could simply adopt 
it), it now looks as though it's 
unplayable because it's too weak! 

The only other opening we tried was 
1 d3. At first it seemed that 1 ... e6 
gave Black a better game. Eventually 
we discovered that 2 Qd2 is an 
adequate response. However the 
disadvantage is that, with best play, 
the game then seems to fizzle out in a 
quick draw: 2 ... QgS(d2,g2) 3 Nf3(d2, 
gS) gIQ(fl,f2,g5,hl,h2) and both 
players are condemned to a perpetual 
re-flipping of gS. So here's another 
difficulty in finding the right first 
move to give a balanced game. We 
want a balanced game, yes, but not an 
immediate draw. Finding an opening 
that gets us there is a difficult task, 
even when using the swap option. 
Hopefully it's not a wild goose chase! 

We had a brief correspondence after 
Andrew had sent me this, in which 
Andrew mentioned that Benedict 
Chess was an interesting curio, 
fascinating to play, but that on 
Scheming Mind the better players 
have tended to drift off after a while, 
having become convinced that with 
correct play the game is a White win. 
Whether the "swap option ", possibly 
after sequences of two or more moves 
rather than just a single move, will 
rescue the game remains to be seen, 
but even if it eventually becomes just 
another fully analysed curiosity it will 
have had its moment. 

Andrew also mentioned that the 
game's originator Dan Troyka had 
said that it "should be thought of as 
more for fun than serious play". Well, 
maybe, but the same was surely said 
by the now unknown originator of 
Losing Chess, and look at the deep 
and subtle endgames which have 
come to characterize that variant; and 
these will remain as things of beauty, 
to be admired long after computers 
have discovered the "best play" result 
from the normal opening array. - JDB 

TAMING THE 
SLIPPERY KING 

A fundamental difficulty in multi
dimensional chess is that of confining 
and mating the king. Joe Joyce's four
dimensional Hyperchess [Joyce] uses 
a method which appears to be novel. 

The first reference in the literature 
to four-dimensional chess appears to 
have been in a paper by Dawson in 
the December 1926 issue of the 
Chess Amateur. This presented three 
problems, one on a 3x3x3x3 board 
and the other two on a 4x4x4x4, and 
employed the natural analogues of 
two-dimensional rules: the rook 
moved in one dimension, the bishop 
simultaneously in two, a "unicorn" 
in three, and a "balloon" in four. 
The queen moved as R+Bi+U+Ba, 
the king similarly but one step only. 
No initial array was specified and the 
variant seems never to have become 
more than a vehicle for these three 
problems, but in principle it would 
appear to have been playable. In 
particular, K + Q v K was a win, so 
there was a reasonable chance of 
converting a modest middle-game 
advantage into a win by playing for 
the ending and promoting a pawn. 

(If king and queen are allowed to 
move in any number of dimensions 
simultaneously, K + Q v K is a win on 
a board of size up to SxSxSx ... in any 
number of dimensions. The stronger 
side simply moves its king to the 
central cell, and lets the queen do the 
rest. However, mating a king other 
than by pushing it to a side face and 
plonking a guarded queen directly in 
front of it is almost impossible.) 

Parton, in his Sphinx Chess 
(Chessical Cubism, 1971), adopted a 
different approach. He set up a 3x3 
array of 4x4 boards, and a piece was 
allowed to move either within a board 
or to the same square on another 
board. So, supposing the boards to be 
numbered from Al to C3, a bishop on 
square c4 on board Al could move to 
squares b3-a2 and d3 on board AI, 
and to square c4 on boards B2 and C3 
(always supposing any intermediate 
squares to be empty). This gave a 
more restricted bishop, queen, and 
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king than the 1926 rules, while there 
was no analogue of the unicorn and 
balloon at all. The knight was 
replaced by a "centaura" which moved 
like a knight on a board and like a 
queen between them. But it was now 
impossible for K + Q to force mate 
against a bare king, and even Parton's 
suggested restriction of the kings 
to boards Bl and B3 didn't help. 
Presumably in compensation, Parton 
stated that perpetual check could be 
claimed as a win. 

Joe Joyce's approach is basically 
that of Part on, though with a 4x4 array 
of boards and many differences of 
detail. "Diagonals are evil," he writes. 
"The only way to make the game 
playable was to dump most of them." 
It has to be said that an unfortunate 
error in the 1926 paper bears him 
out, one of the problems being 
meaningless because the Black king is 
already standing in check from a 
unicorn. Not only was this overlooked 
by Dawson, but Anthony Dickins 
appears not to have noticed it when 
quoting the problem in A Guide to 
Fairy Chess (1967/69). 

To control the king and make mate 
possible, Joe introduces the idea of a 
"held king": when a player moves his 
king to the same 4x4 board as is 
already occupied by his opponent's 
king, his opponent's king (though not 
his own) is "held" and cannot leave 
that board. If his own king leaves the 
board and his opponent's king follows 
it to its new board, it is now his own 
king which is "held". 

There are many other differences 
from Parton's game and indeed from 
what happens in normal chess, and 
although these differences may seem 
rather arbitrary they were apparently 
inspired by practical experience. 
In particular, the bishop can make a 
one-step rook move to change colour, 
the knight slides two-and-one without 
jumping, and the pawn is allowed a 
sideways move and captures with its 
normal move. The full rules can be 
found on the Chess Variants web site 

<www.chessvariants.org> 
and there is a Zillions implementation. 
For those who prefer playing against 
people, Joe is 

<mjjoyce3@verizon.net> 
and would welcome opponents. 
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HOSTAGE CHESS 
material from Paul Yearout 

Paul Yearout, who is a competent and experienced Hostage 
Chess player in a way that I am not, wasn't too impressed 
with the game I printed in VC 59, and I should have made 
it clear that the computer was playing at its default time 
limit of ten seconds per move and that its human opponent 
was deliberately restricting himself to a minute or so per 
move in consequence. In particular, Paul criticized the way 
in which both players vacated squares adjacent to or a 
knight's move away from their kings, thereby facilitating 
"drop" attacks by their opponents. He has sent me a game 
of his own against the computer, which strikes me as being 
of a distinctly higher standard. Paul was playing Black. 

A brief reminder of the rules. Each player has a prison to 
his right and an airfield to his left. A man, when captured, 
is put in prison, and when its owner has a man of equal or 
higher value in his own prison (Q > R> B = N > P) he can 
make an exchange and recover it. The man recovered must 
be dropped back into play at once; the man given in 
exchange goes to its owner's airfield, and can be 
parachuted into play when its owner wishes. 

1 
2 

Ng1-£3 
e2-e3 

d7-dS 

I would not expect this line to feature in a normal 
openings book, and infer that the program did not have 
access to such a book. Even so, I am surprised that the 
program's position evaluator should have identified this as 
White's best move. It does nothing to contest the centre, 
and blocks in White's QB. 

2 Bc8-g4 

I am irresistibly reminded of the famous Morphy game 
at the Paris Opera, when Black played the same move after 
1 e4 e5 2 Nf3 d6 3 d4 and lost in spectacular fashion. 
But there, White was exerting pressure, and Black needed 
to play carefully. Here, White has already ceded the 
initiative, and Black promptly takes over. 

3 Bfl-e2 
If this is indeed White's best move, his opening has gone 

badly astray. 
3 
4 
5 

d2-d4 
0-0 

e7-e6 
B£8-d6 
Ng8-£6 
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6 Bc1-d2 
The position is reminiscent of those which arise in a 

typical orthodox Queen's Gambit Declined (1 d4 d5 2 c4 
e6 3 Nc3 Nf6 4 Bg5) with colours reversed. In this line of 
the QGD, Black normally plays ... Nbd7 to support his 
knight on f6, and has great difficulty in developing his QB. 
Here, White gets his Q-side pieces off the back rank by 
using d2 for his bishop and c3 for his knight, but while this 
provides at least a superficial solution to his development 
problem it does nothing to strengthen his K-side against the 
coming storm. 

6 Nb8-c6 
7 Be2-bS 

This and the next move strike me as a crass positional 
misjudgement. The bishop was doing a useful if 
unglamorous job on e2; why move it away? 

The answer can only be that the program attaches too 
much importance to the breaking-up of Black's pawn 
formation after ... Bxc6. In fact Black has no vulnerable 
targets in this part of the board, and even ifhe had White is 
in no position to exploit them. All he is doing, apart from 
wasting time and weakening his K-side, is presenting Black 
with an open file for his QR. 

7 
8 
9 

10 

BbSxc6 
Nb1-c3 
Ra1-b1 

11 (N-B) B@e2 

0-0 
b7xc6 

Ra8-b8 
N£6-e4 

Black was threatening 11 ... Nxd2 12 Qxd2 Bxf3 ripping 
open White's king's position, but when a player in a 
passive position with level material has to ransom a piece 
for a purely defensive drop he might as well resign and 
retreat to the bar. White's only chance now is a Black 
blunder, and Black is not so kind as to oblige. 

11 Bg4x£3 
12 Be2x£3 Qd8-h4 



July 2009 

.~ 

13 g2-g3 
The alternatives are (a) 13 h3 (N-B)B@h2+ 14 Khl 

Nxf2+ 15 Rxf2 Qxf2, when the threat of 16 ... N@g3+ 
17 K.xh2 Nfl++ 18 Khl (R-N)N@g3 mate is extremely 
unpleasant, and (b) ransoming White's knight and 
dropping it on say g3, when at the very least Black has 
13 ... f5 and all his pieces will be in play or droppable. 
But I must confess that if I had been White, I would have 
expected this move 13 g3, with Bg2 to follow, to hold 
things at least for the moment. 

13 Ne4xg3! 
Ouch! 

14 h2xg3 
With hindsight, 14 fxg3, intending to meet l4 ... Bxg3 

with 15 Qe2 defending h2, might have been better, but the 
simple 15 ... Bd6 would leave White's king wide open. 

14 Bd6xg3 
15 f2xg3 Qh4xg3+ 

The natural move is now 16 Bg2, but it allows mate in 
five: 16 ... (N-N)N@h3+ 17 Khl N@f2+ 18 Rxf2 Nxf2+ 
19 Kgl Nh3+ and either 20 Khl (R-N)N@f2# or 20 Kfl 
Qf2#. The computer presumably spotted this. 

16 Kg1-h1 (N-N)N@f2+ 
17 Rf1xf2 Qg3xf2 
18 Bf3-g2 Qf2-h4+ 
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19 Kh1-g1 
This allows a forced mate in six, and while alternatives 

such as 19 N@h3 N@f2+ certainly lose I don't think they 
allow mate in six. I infer that the computer could see five 
moves ahead (see note to Black's 15th move) but not six. 

19 (R-B)B@h2+ 
20 Kg1-f1 N @ g3+ 
21 Kf1-e1 

21 Kf2 intending 21...Ne4++ 22 Kf3 is no better: 
22 ... Qf2+ 23 Kg4 Qg3+ 24 Kh5 Qg5#. 

21 Ng3-e4+ 

ftftft 

22 Ke1-e2 
It might seem that a .spite drop on g3 would drag things 

out one move longer, but not so: for example, 22 N@g3 
Qxg3+ 23 Ke2 Qf2+ 24 Kd3 and either 24 ... (N-N)N@b4# 
or 24 ... (N-B)B@c4#. 

22 
23 
24 

Ke2-d3 
Qd1xd2 

Qh4-f2+ 
Qf2xd2+ 

(B-B) B@c4 mate. 

To my inexpert eye, this was an excellently played game 
by Paul, but these days we don't expect a human opponent 
to smash a computer in 24 moves; how did it happen? 

Obviously the absence of an openings book was 
unfortunate, as was the program's lack of positional sense, 
but orthochess programs also suffer from the latter (if to a 
lesser degree because the game is better understood) and 
they make up for it in tactical power. Here, the program 
appeared to be seeing only five moves or so ahead (see the 
note to White's 19th), and this really wasn't far enough. 
I understand that the program was running on a 3.6GHz 
Pentium 4 with a time limit of ten seconds a move; 
how much difference might a longer time limit have made? 

In a typical orthochess middlegame position, a player 
not in check has perhaps forty legal moves, and a player in 
check has only one or two. In Hostage, once there are men 
awaiting ransom and dropping, the first figure may be two 
hundred or more, and even the second may be six or eight 
(see the diagrams after Black's 15th and 18th). This vastly 
increases the work that the computer has to do at each level 
of its look-ahead, and greatly reduces its horizon. Had the 
program been given an hour a move, it could have looked 
six moves ahead instead of five, but the positions at moves 
2 and 7 would still have been beyond its calculating ability 
and it would still have had to make positional judgements. 

So, in the short term, it would seem that computers 
won't be beating expert human opponents at Hostage. 
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SOME BACKGROUND To THE 
BEGINNING OF "VARIANT CHESS" 

a personal story by Ian Richardson 

Earlier in the year, Ian asked me if I thought readers 
would be interested in some reminiscences about the early 
days of vc. Very much so, I said. - JDB 

In 1988 I was 58 years old and had not encountered any 
variant chess. The British Championship was in Swansea 
that year, quite near my home in Cardigan, and I decided to 
enter one of the tournaments. While there, a young man 
called Chris introduced me to Chinese Chess. I was 
fascinated, and when soon afterwards I read an article by 
Michael Basman on Xiangqi in Chess, with an offer of 
board and booklet, and information on where to buy 
pieces, I took up the offer enthusiastically. 

Early in 1989, Malcolm Home put an ad in Chess for a 
"Deviant Chess Week" in Poole at Easter. This was to 
include Chinese Chess, so I applied. Malcolm reported that 
he had had a reasonable response and had booked a 
suitable house. I went by car, collecting Malcolm in 
Bridgend en route. The others arrived soon after us, by 
train or bus. We made for the kitchen of course. Malcolm 
is a vegan, so I joined him in a vegetarian meal. The others 
made chips! They were: Patrick Donovan, Paul Novak, and 
Ray Brooks (on leave from the army). After supper we had 
a meeting in the spacious lounge to make plans for the 
week. We decided to have a Xiangqi tournament in the 
mornings, free afternoons, and a miscellany of variants in 
the evening. 

I found the situation so inspiring that I invented a couple 
of games, which we tried out. David Pritchard called in one 
day and encouraged me to send him my games for an 
Encyclopedia he was preparing (published in 1994). 
The variants we played most were Italian Progressive 
(very popular in those years before the computer ruined it) 
and Progressive Circe. We also played Chessgi, 
Avalanche, and Refusal, and on the last day Paul played 
three games of orthodox chess blindfold - he won two. 
They were all pretty strong players, but Patrick stood out: 
he won the Xiangqi tournament and lots of the other 
variants. Of course we enjoyed our free time in Poole. 
Some went to Brownsea Island. On the last night, I took 
the meat-eaters to a steak-house, and we had the sort of 
meal where you have to loosen your trousers round the 
waist! 

I have no knowledge of what happened in the months 
following that Easter Week in 1989, but the first issue of 
Variant Chess appeared in January 1990, edited jointly by 
Malcolm Home and George Jelliss. Prominent in articles 
and games were four out of the five members of the Poole 
week. George included a page of problems in a selection of 
variants, which I enjoyed. 

At Easter 1990, issue 2 appeared, with George as sole 
editor, and again including contributions by Malcolm, 

Patrick, and Paul. Also that Easter, Malcolm organised' 
another variants week, this time in his home town of 
Exmouth. This was an international congress, including 
two Germans, two Finns, an Italian, a Chinese student 
living in Norway, Allan Brown and the excellent computer 
he had made, Mike Pennell, Patrick Donovan, and of 
course Malcolm and myself. Also present were two non
playing visitors: C. K. Lai, famous for promoting Xiangqi, 
and my wife, Peggy. 

We were housed in two places this time. My contingent 
included Peggy, the Germans, the Italian, and Mike 
Pennell. The men, especially the Italian Carlo, thought that 
Peggy would be looking after the meals. She soon 
disabused them of this arrogant assumption: we each 
bought and cooked our own food, except me of course! 
The meetings were held in a hall in the centre of town, 
arranged as at Poole: Xiangqi tournament in the mornings 
(including Allan's computer), free afternoons, and other 
variants in the evening. The tournament was won, not 
surprisingly, by the Chinese student. C. K. Lai took the 
opportunity to recruit for a Chinese Chess Society 
(I joined, and my membership number was 007!). After the 
week, links were maintained. I corresponded with Mike, 
Patrick, Malcolm, and Raimo. I introduced Raimo to my 
idea of Progressive Chinese, and he used it very 
successfully in Finland to launch new Xiangqi clubs. 

That Easter ended a very exciting year for me. At the 
age of 60 a new interest had come into my life, and after 
retirement it played a dominant role. I'm sure the 
appearance of Variant Chess served others in a similar 
way. Right from the start it was an excellent magazine, 
catering for a variety of "deviants"! 

The first issue of vc named George as "Publisher and 
Problem Editor" and Malcolm as "Games Editor". 
Subequent issues named George as "Publisher and 
Editor" and Malcolm as "Games Consultant", and this 
continued until the end of 1992 (issue 8). Peter Wood then 
took over and produced issues 9-20 (1993-96), after which 
the BCVS was formed and the present arrangements were 
instituted. George himself was editor of the first eight 
issues (issues 21-28, 1996-98) produced under them. 

There had of course been predecessors, both in Britain 
and abroad. George Jel/iss had produced Chessics, a 
generalised chess problem magazine, which ran to 30 
issues between 1976 and 1987, while The Problemist, the 
journal of the British Chess Problem Society, has devoted 
a section to "Fairy Chess" (to us, "variant chess ") 
problems since 1968. It had also been accompanied by 
a "Fairy Chess Supplement" between 1930 and 1936. 
This was funded by C. M Fox and edited by T. R. Dawson, 
and after Fox's death it became Dawson's legendary 
Fairy Chess Review, which appeared regularly until his 
last illness in 1951 and then continued until 1958 in other 
hands. In its turn, the "Fairy Chess Supplement" had been 
created to fill the gap left when Dawson's "Fairy Chess" 
column in the Chess Amateur ceased with the termination 
of that magazine in 1930. Truly, chess variant magazines 
and columns in Britain have a long history. - JDB 
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/SOLATETJ PAWNS 
Castling. Last time's remarks have 
produced an interesting response from 
lan Richardson. 

'A friend and I play chess at home 
once a week, and our idea of castling 
is similar to yours. We set out the 
white pieces in genuine random 
formation - I am in the lounge with 
the board, my friend Alun is in the 
kitchen making coffee. I select a piece 
and he calls out the file. The black 
pieces are matched by file. We look at 
the position and decide on castling. 
If the king is in or near the corner, 
no castling. If the king is on the c, d, 
e, or f files then we allow castling, 
regardless of the position of the rooks. 
The king moves two squares, and a 
rook is then placed next to it, towards 
the centre, as in normal castling. 
This method satisfies the basic idea of 
moving the king away from the centre. 

, As far as other variants are 
concerned, shogi is worth considering. 
The "king" starts in the middle, and 
the early moves are concerned with 
moving him towards a corner, and 
setting up a fortress to protect him. ' 

Other variants. lan added some more 
general comments. 

'You may be interested in other 
games we play. 

'(1) A favourite is standard layout 
except for the reversal of K and Q on 
one side (as in Thai Chess). This 
always gives an interesting game. I've 
heard others say that this is the best 
form of "random". 

'(2) My own version of modern 
Burmese Chess. Layout :-

'The other pieces are placed 
(alternately) wherever the player 
chooses, behind the pawns. 

'This format prevents any doubling 
of long-range pieces directed at the 
opposing king. This was a problem in 
Burmese Chess where a decision had 
to be made whether to allow a certain 
position. I thought it best to avoid the 
ambiguity. 

'Castling is normal in both these 
variants. 

'My friend refuses to play any 
variant with new pieces or altered 
moves, so that sums up our choices -
but there's plenty of variety in 
Random alone.' 

Hostage Chess. Paul Yearout has 
responded to last time's comments at 
some length. I am quoting selectively 
from two separate letters. 

On the cosmetic issue of using a 
single holding area as opposed to a 
separate prison and airfield, Paul says 
that in over-the-board play he does 
just this: 'I simply pile up pieces in 
front of me, being able to choose 
among them by color.' However, 
'Postal play differs because I record 
all pieces in pencil, so two designated 
spaces are helpful.' My own 
experience, as an editor with a regular 
requirement to summarize the rules as 
briefly and simply as possible, is that 
the use of a single holding area would 
make the task easier, but Paul's point 
about postal play is a fair one. 

On the more fundamental issue of 
whether a player should be allowed to 
promote to a piece currently on his 
airfield, instead of only to one in his 
opponent's prison, Paul questions why 
anyone would want to: 'An airfield 
piece can be vastly more powerful 
than a piece on the board, if only that 
it has greatly enhanced range in the 
number of spaces to which it can 
"move".' Which is of course perfectly 
true, but sometimes it is the mere fact 
of being able to promote at all that is 
crucial. We saw an example in VC 46, 
where White, to Black's surprise, was 
able to castle through an apparent 
check from a pawn because Black had 
no piece in prison for it to promote to, 
a bishop on his airfield being for this 
purpose useless. 

Partly as a result of this example, 
I have come to regard the existing rule 
as a bad one, but Paul tells me of 
another occasion when something 
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similar happened. John Leslie, playing' 
against Paul, had dropped a pawn to 
give check ('which may even have 
been mate') and Paul was able to 
exchange his sole prisoner for a knight 
and drop this in turn for mate. 

Paul also questions my use of terms 
such as "illogical" and "bad". Game 
rules, he says, are a mathematical 
axiomization, each game being its 
own justification and independent of 
other games, and unless rules are 
mutually inconsistent (which here they 
are not) they cannot be illogical; and 
I should not be using words such as 
"bad", with their moralistic overtones, 
in a context without morality. Hostage 
Chess is what its inventor has defined 
it to be, so what I am proposing is 
really a Hostage variant, and whether 
it is "better" than the original is 
merely my personal opinion. 

I sent Paul a proof of what I had 
written in response to his first letter, 
but I modified my text as a result of 
his second letter and there has not 
been time for him to check a new 
proof and reply. I hope he will think 
my treatment of his points a fair one. 

Excel Chess is the latest invention 
of Vladimir Pribylinec. Unlike his 
various forms of Cubic Chess, this is 
played with a standard board and men. 
There are two special rules: all men, 
pieces and pawns alike, promote to 
queens on reaching any square on the 
seventh or eighth ranks, and there is 
no en passant capture. He supplies 
a computer program with eight 
demonstration games, but on my own 
machine it appears to act merely as a 
passive board, faithfully recording the 
moves I give it (or playing through 
one of the demonstration games) but 
not offering anything of its own 
volition. 

The changes have a drastic effect 
on the endgame (in particular, bishops 
become much more powerful than 
knights), and this influence inevitably 
filters back into the earlier play. But in 
general, adding more strong pieces 
tends to make chess less subtle rather 
than more, and I fear this variant will 
prove no exception. Unfortunately the 
demonstration games strike me as not 
being of sufficient quality to justify 
reproduction here. 
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AVALANCHE CHESS 
In 1994/95, Nost-algia printed three 
Avalanche Chess games won by Paul 
Yearout, each with the compliment of 
being quoted in a column edited by 
the loser. Here is the first of them. 

The Avalanche rule is that after a 
player has moved, he pulls one of his 
opponent's pawns one square forward 
(there is no penalty if no mobile pawn 
is available). A pawn pulled to its last 
rank promotes to a piece of its 
owner's choice. A player forced to 
give check to his own king loses, even 
if he gives an ordinary mate on the 
same move. Avalanche was eventually 
found to give a definite advantage to 
White and it is now sometimes played 
in "balanced" form with no pull on 
White's first move, but here Paul wins 
in spite of being Black. 

1 e2-e4/f6 e7-e6/f3 
2 f3-f4/h6 Bf8-b4/g3 
3 Qd1-h5/b6+ 

It may seem that Black can win the 
queen by 3 ... g6/d3+, but 4 Bd2/g5+ 
parries both attacks. 

3 Ke8-f8/g4 
4 Nb1-c3/c6 d7-d5/b3 
5 Qh5-e5/f5 Qd8-h4/a3+ 

Black takes advantage of the check 
to pull his opponent's a-pawn across 
and beyond a3. 
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6 Ke1-d1/g6 Qh4xg4/a4+ 

7 Nc3-e2/c5 
At first sight a curious choice, but 

Be2 lets the Black queen in at g2, and 
in a position like this releasing the 
c-pawn may be more important than 
developing the NgI. Black's pawn 
front already seems slightly menacing. 

7 f5xe4/f5 
Black judges that his advancing 

pawns will be worth more than a rook. 
8 Qe5xh8/h5 Qg4xf5/c3 
Black uses the attack on fl to pull 

the c-pawn across the danger square 
c3 - or does he? 

9 Bf1-h3/c4 
No, because this saves the Bfl and 

prevents a further pull of the c-pawn. 
However ... 

9 
10 
11 

Qf5-f6/a5 
Qh8xf6/a6 Ng8xf6/d3 

c3xb4/h4 c4xb3/d4 

Black has given up rook and bishop 
for a pawn position that at first sight 
is not exceptionally threatening. The 
result will show that he knows what 
he is doing. 

12 Bc1-h6/g5+ Kf8-f7/b5 
13 Bh6xg5/e3 
Remarkably, this is the first pawn 

that Black has lost. 
13 Nf6-e4/--
14 Ra1-b1/e5 Ne4-f2/--+ 
15 Kd1-e1/e4 Bc8xh3/--
16 Ng1xh3/b2 
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16 Nf2-d3/--+ 
Black judges that it is better to 

defend the pawn on b2, with a tempo
gaining check allowing him to follow 
with ... b6xa5, than to grab the rook. 

17 Ke1-f1/-- b6xa5/b6 
18 Bg5-e7/a4 
White must stop the flying a-pawn, 

and this move is playable because 
18 ... KxB will pull the White b-pawn 
to b7 and allow 19 bxa8Q. 

18 Ra8-a7/b7 
19 Be7-a3/a5 Ra7xb7/--
20 Nh3-g5/h3+ Kf7-g6/--
21 Ng5xe4/--

21 Rb7-f7/--+ 
Black ignores the bait, and goes for 

the jugular. 
22 Kfl-g1/-- Nb8-c6/--
23 Ne4-g3/-- Nc6xd4/--
24 Ba3xb2/a3 Nd4-f3/--+ 

and mate will follow in a few moves 
(25 Kfl/any Nd2/--++ 26 Kgl/any 
Rf2/-- and mate on f3 or g2). 
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GRASSHOPPER TOURS 
material from V tielav Kotesovec 

The Grasshopper. moves along queen 
lines, but must jump one man (the 
"hurdle") and land on the square 
immediately beyond (so a G on an 
empty board cannot move). The 
hurdle may be of either colour. 

The idea of a grasshopper tour 
seems first to have been broached by 
T. R. Dawson in the January 1927 
issue of the Chess Amateur. He set the 
task of placing the fewest possible 
number of hurdles on the board so 
that a grasshopper could tour the 
remammg squares, visiting each 
square once and once only and using 
each of the hurdles at least once. 
He called it a "formidable exercise" 
and gave no solution in the Chess 
Amateur, but he came back to it in 
Fairy Chess Review in August 1950 
and gave a 39-move open tour over 24 
hurdles. This has proved to be a long 
way short of the maximum possible. 
With the aid of a computer, Vaclav 
Kotesovec has found a 52-move open 
tour over 11 hurdles, 

9 4E * 10 34 16 47 19 

3 * 4 28 2 * 29 * 
45 49 36 * 37 17 33 20 
12 * 13 11 5 15 * 14 
35 50 46 27 39 21 30 18 
1 52 7 44 * 8 32 43 

23 * 24 22 38 26 * 25 
6 51 0 41 * 42 31 40 

and a 52-move closed tour over 12 
hurdles: 

49 43 51 * 50 38 22 14 

7 * 8 47 4 6 * 5 
52 44 28 * 29 27 23 37 
20 42 3 48 9 * 21 * 
16 * 17 13 24 39 30 15 
2 45 19 33 * 26 32 36 

* 41 * 40 10 12 * 11 
1 34 1846 * 35 31 25 

Both are proven maxima. I number 
open tours from 0, closed tours from 
1, so that the highest number always 
gives the number of moves in the tour. 
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The idea of a grasshopper tour over 
a single movable hurdle appears first 
to have been broached by S. H. Hall 
in Fairy Chess Review in February 
1938. He used a knight, the knight 
and grasshopper moving alternately, 
but we'll come back to this later 
because his solution wasn't quite 
optimal and there has been progress 
since. It prompted Dawson to try the 
task using a rook (April 1938), which 
gave a very elegant solution: 

50 48 53 47 55 36 49 34 
1 26 8 28 11 30 10 32 
52 46 51 45 54 35 56 37 
7 27 6 25 9 29 12 31 
63 44 61 41 57 38 59 39 
5 24 3 22 13 19 14 20 

64 42 62 43 60 40 58 33 
2 17 4 23 15 21 16 18 

The grasshopper starts at a7, the rook 
at a2, and we play Gal, Rb2, Gc3, 
Rc2, Gc 1, Rb2, Ga3, and so on. At the 
end, with the grasshopper on a4, we 
play Ra3, Ga2, Ra6, Ga7, Ra2, and 
round we go again. I have renumbered 
to highlight the pattern (Dawson 
started from Ga1/Rb2). We start by 
visiting the dark squares on the odd 
files, starting at a7 and ending at gl. 
From there, we go to bland visit the 
light squares on the even files, and so 
on round. Numbers in diametrically 
opposite squares always differ by 32. 

In Chessics 5 (July 1978), C. M. B. 
Tylor looked at the task with a king, 
and found a solution with a similar 
four-fold symmetry: 

62 52 61 50 42 48 41 46 
57 55 59 56 37 35 39 36 
64 51 63 49 44 47 43 45 
58 53 60 54 38 33 40 34 
2 8 1 6 22 28 21 26 
13 11 15 12 17 31 1932 
4 7 3 5 24 27 23 25 
14 9 16 10 18 29 20 30 

This time we work round the board 
quarter by quarter, starting with Gc4 
and Kb4, visiting each square in the 
lower left quarter finishing at cl, 
then moving to e3 and visiting each 
square in the lower right quarter, and 
soon. 
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Now to the knight. Hall, working by' 
hand, found a 60-move open tour : 

55 - 49 16 54 19 48 15 
1 25 44 59 24 36 43 58 

50 13 53 30 47 14 29 22 
8 41185642571735 

51 26 45 12 27 20 60 11 
2 40 6 31 23 37 5 34 
- - 52 9 46 10 28 21 
7 32 3 39 4 33 0 38 

Nobody else, not even Dawson, did 
better than 57. This remained the 
target until T. H. Willcocks produced 
a 63-move open tour (Chessics 23, 
Autumn 1985) : 

13 44 9 53 10 52 1 56 
34 47 5 15 58 48 4 23 
8 54 12 43 0 55 11 51 

41 18 33 62 19 22 61 30 
14 45 6 3 46 49 2 57 
35 27 39 16 59 28 38 24 
7 20 3242 31 21 63 50 

40 17 36 26 37 25 60 29 

Additionally, the tour from 1 round to 
62 is cyclic. 

Willcocks, like Hall, appears to 
have worked by hand. Vaclav has 
now found a 64-move closed tour by 
computer: 

31 34 26 41 32 35 25 40 
44 55 62 20 45 9 2 19 
27 23 30 49 24 39 48 36 
61 1743 54 33 18 42 8 
28 50 1421 46 51 13 37 
60 56 63 4 57 10 3 7 
15 22 29 53 16 38 47 52 
1 5 59 12 64 6 58 11 

Although closed, this is not cyclic (we 
end with the knight on b 1, and cannot 
go round again). Vaclav tells me that 
the existence of a cyclic 64-move tour, 
although not yet proved impossible, 
appears unlikely. 

All this, and much more, is in a 
book "Dual-free Leaper and Hopper 
Tours" recently produced by Vaclav 
in Praha (Prague). It is in Czech, but 
notes in English highlight what is 
going on, and the tables and diagrams 
are self-explanatory. 
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PROOF GAMES 
by Peter Fayers 

Whenever a new variant is described 
in VC, my first instinct is to see if it is 
suitable for proof game composition. 
The cover diagram of VC 60 looked 
intriguing, so I read the rules of 
Benedict Chess with interest. At first 
glance, however, it seemed there was 
a drawback - too much happened 
every move, so any proof game 
composition was likely to be 
unsolvable; a vanity trip on the part of 
the composer, but of no entertainment 
value to the solver. 

There was one way to find out, to 
"solve" one. Having seen that the 
game leading to the cover diagram 
was after Black's fifth, (but avoiding 
reading any of the actual moves), I 
closed the magazine, and tried to 
"solve" it - was it possible to recon
struct a game leading to that position? 

Surprisingly, this started off far 
more easily than I expected. Count the 
moves: the Knights have made a 
minimum of six moves between them, 
Pe7-e6 and Pg2-g1Q account for two 
more, and there are only two left in 
which to turn Pg2 black, so there must 
have been a Q switchback d8-g5-d8. 

This is all ten half-moves accounted 
for, so we can put the following 
"strings" into place: Nb l-c3-d5-e7, 
Nf3-d4/e5-c6, and Pe6-Qg5-(gIQ and 
Qd8 in either order). Further, both P 
and both Q moves must have been by 
Black, so White moved only Knights, 
and Black has made a single N move. 

Simple, now just a bit of trial and 
error to reach the diagram. But I 
couldn't. Whatever I tried, the 
solution eluded me. So I used a 
different tack: what was the last 

move? It couldn't have been Nd5-e7, 
or Nc6 would have been turned black, 
so last move was g1Q. But then what 
was White's move before that? Nc6 is 
the only candidate, but it couldn't 
have been, or Ne7 would have 
changed colour. In desperation, I 
turned back to the article and played 
through the game, which is when I 
discovered the misprint in the diagram 
- Nc6 should indeed be black. 

With this correction, the solution 
fell into place, and - wonder of 
wonders - it is unique. Those precise 
moves must have happened, in exactly 
that order, to reach the diagram. 
Indeed, the game score shows such 
well-known composing techniques 
that it appears to have been meant as a 
proof game. (The need to turn Nb 1 
Black at some stage dictates which 
order the white Knights are deployed, 
also the potential ambiguity above -
the sequence of glQ and Qd8 - is 
avoided by turning one of the units 
White at the time the move has to be 
made.) A good problem: serendipity 
rules OK! 

The only thing I would have 
changed had I created it would be to 
promote to R rather than Q; this 
leaves Pf21h2 white, and enhances the 
"units trapped in the enemy camp" 
flavour of the diagram. 

77 - Andrew Perkis and "Rondatero" 
(version by PF) Original 

After Black's 5th, Benedict 

The article on various castling rules 
reminded me of a variant invented for 
the proof-game composing tourney at 
the French meeting in Messigny in 
1999, Rokagogo, (from Roquer, to 
castle). The rules for this are that 
castling is permitted any time K and R 
face each other across at least 2 
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empty squares on the same rank or 
file, however far they are apart, and 
irrespective of whether either has 
previously moved. A simple example: 

78 - PF Original 

After Black's 5th, Rokagogo 

Here Black is almost in a "just 
castled" position, and he has only one 
spare move to get both R and K one 
square to the left. With Rokagogo this 
is arranged by moving K to d8 first, 
then 0-0 leaves the two units in the 
diagram position. This need to move 
the K to d8 is another "ambiguity 
avoidance" technique, forcing which 
order bQ and bB were moved. 

Here are some Rokagogo problems 
for you to enjoy. In 79, Black's 0-0-0 
looks normal, but it isn't - what 
captured- Bc I? In 80, Black has 
castled twice, one on a rank and once 
on a file, while 81 is a Tour de Force 
from Thierry: the black K has castled 
three times, while White's castling is 
normal - if we ignore the fact that the 
Rook has just come back from a foray 
behind enemy lines! Finally, Michel's 
82 shows castling three times, by the 
same two pieces. 

79 - Jerome Auclair, Pascal Wassong 
Commend, Messigny 1999 

After Black's 5th, Rokagogo 
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80 - Bruno Kampmann 
Messigny 1999 

After Black's 8th, Rokagogo 

81 - Thierry le Gleuher 
Phenix 2001 

After White's 12th, Rokagogo 

82 - Michel Caillaud 
2nd Prize, Messigny 1999 

After White's 19th, Rokagogo 

Answers on page 119. 

The knight on c6 offers abject 
apologies to Peter and to readers for 
the faulty diagram last time. He tells 
me that he obtained his mount from 
a dealer who described it as "a fine 
young black horse, warranted sound 
in all respects, one careful lady 
owner ", but all the colour ran out in 
the rain. - JDB 

EXTINCTION CHESS 
Some time ago, Fabrice Liardet sent 
me a selection of games played on the 
BrainKing site. One was an Extinction 
Chess game won by "Crying Loser" 
against "rtv". In Extinction Chess, the 
king is an ordinary man, and you win 
by depriving your opponent of all his 
men of a certain kind: king, queen, 
both rooks, both bishops, both 
knights, or (in theory) all eight pawns. 

1 c2-c4 b7-b6 
2 d2-d4 e7-e6 
3 
4 
5 
6 
7 

e2-e4 
Bfl-d3 
Ng1-f3 
Qd1-e2 

0-0 

BcS-b7 
h7-h6 
g7-g6 
d7-d6 

BfS-g7 

In myoid-fashioned way, I would 
much prefer to be White here. 

S Bc1-e3 NgS-e7 
9 Nb1-c3 c7-c5 

10 Ra1-c1 NbS-c6 
11 d4-d5 Nc6-d4 

This offer of knight for bishop is 
surely a mistake, even though White's 
Nc3 gets pushed back to dl. White's 
remaining bishop will be hard to get 
at, while Black will always have to 
watch for the safety of his remaining 
knight. 

12 
13 

Be3xd4 
Nc3-d1 

c5xd4 
Bb7-cS 

14 
15 

e4-e5 
Nf3xe5 
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d6xe5 

Black's knight is already a target. The 
fork Nc6 is threatened, and 15 ... Bxe5 
16 Qxe5 R-loses to 17 Qf6. 

15 QdS-d6 
16 f2-f4 RhS-fS 

If 16 ... Bxe5, I think 17 fxe5 wins in 
all lines. 

17 
lS 

Ne5-c6 
f4-f5 

19 Nc6xd4 

Ne7-gS 
e6-e5 

White will now be able to bring his 
Ndl back into play. In the game, the 
pin by ... Qc5 proves to be short-lived. 

19 Qd6-c5 
20 Qe2-e3 KeS-dS 

Is 20 ... e4 21 Qxe4 a win in all lines? 
21 b2-b4 Qc5-d6 
22 Nd4-c6 KdS-c7 
23 Nd1-c3 BcS-a6 

White now won in four moves 
(answer on page 119). 
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THE END Is NIGH I 
by Paul Byway 

Solutions to competition 36 

#231 7 Kcl Nge2 Nxd4 Nc6 Be2 
Rdl Rxd8 mate. One mate here but 
the method is variable. FG gives the 
simplest of all, namely 7 NB Nxe5 
Nc6 e5 e6 e7 exd8+Q mate. 
#232 7 Nd4 Kc4 f4 Nd2 N2b3 Nc5 
Nf5 mate. Again the method is 
variable, and FG also gives two 
versions of the mate in six moves. 
Here is one:- 7 Kd4 Ne5 Nc3 Na4 
Nb6 Nc8 mate. 
#233 7 f4 fxe5 Be2 Bxh5 Rfl Rf8 
Re8 mate. Everyone found the same 
single, straightforward solution. 
#234 7 Kc1 Bxd6 Bc5 Be2 Rdl 
Rxd4 Bb5 mate. Another variable 
geometry mate, but in two versions; 
it isn't necessary to call on the rook, 
e.g. 7 Kc1 Bxd6 Ngl NB Nxd4 Ne6 
Bb5 mate (RC). 
#235 10 Kd6 Kc5 Kd4 Ke3 Kf2 
Kxg2 Ng3 f6 g5 h5 mate. Everyone's 
favourite (including me). There is an 
Italian mate with h6 and f5, and FG 
points out that in Scottish Progressive 
this line leads to 11 exf5+ 12 Kf2 Ne4 
Nd6 Nxb7 Nd6 Ne4 Kg2 Nf6 mate. 
After a detour to b7 the position is 
rebuilt with an added self-block by the 
guilty pawn. 
#236 9 NB Nxe5 Nd7 g3 Bh3 e5 e6 
exfl f8Q mate. Some variability 
again, but all are versions of the mate 
with a queen at f8. 

#237 1 Pxe8+ Kf9 2 Ch9 Ge9 
3 Pxe9+ Ke8 4 Ke3 Hf9 5 Cg9 and 
wins by stalemate. If instead 3 ... Ke 1 0 
then 4 Ke3 Hf9 5 Kf3 stalemate. 
#238 1 CblO (threat Pc9 mate) 
Gdl0 2 Kel (ditto) G8e9 3 Ge2 Gf8 
4 Gd3 Pc6 5 Pc9+ Kd8 6 Cb2 Pc4 
7 Cd2+ and wins. 
IR mastered these, but wants a 
change. So, we have two problems 
from 'The Five Dances of Huashan' 
by Shu Ming Li and C. K. Lai. 

The current scores:- FG 175, IR 149, 
JB 79, RC 71, PW 35, CL 24, RT 19. 

Competition 37 is alongside. 

""AriA." Chess 61 

#239 Salvadori - Castelli (1978) 

Black wins (series 8) 

#240 Cesaro - Dipilato (1989) 

White wins (series 7) 

#241 Pompili - Galimberti (1976) 

White wins (series 7) 

#242 Leoncini - Cheli (1979) 

White wins (series 9) 
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#243 Magari - Bonavoglia (1979), 

White wins (series 7) 

#244 Monti - Gravina (1978) 

10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

Black wins (series 8) 

#245 'Five Dances' #91 

~ : k 
. 9 

H e. 

h 
p 

K c 

Red to play and win 

#246 'Five Dances' #93 

: k 9 
B9R 

p 
p 

P K 

Red to play and draw 
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SOLUTIONS 
Polgar Superstar Chess (page 106). 

1 (Rusz) t' d12N+, with 1...Kf6 
2 Ng11 + (NxQ loses) Ke5 3 Nh6+ 
Kd64 Nf2+ Kd8 5 Nc3+ Ke9 6 Nb8+ 
Kf8 7 Nd12+ and we have driven 
Black's king right round his queen, or 
1...Ke9 2 Nb8+ etc driving him round 
the other way. 

2" (Rusz) 1 Nf6+ gxf6 2 d12N (the 
first replacement knight) fxg5 3 Nb8 
cxb8 4 c9 b6 5 c11 bxc5 6 c13N 
(and a second) c3 7 Nd8 exd8 8 e9 d6 
9 e11N (and a third) d4 10 Nf6 mate. 

3 (Rusz) I Bd6+ Kd8+ (if 1...Kc9 
then 2 Bf4 wins the queen, because 
2 ... QxB will be stalemate) 2 Bc7++ 
Kc9 (2 ... K- stalemate) 3 Bd8+ Kd10+ 
4 Bc9++ Kc11 5 BdIO+ Kdl2+ 
6 Bc 11 ++ and this time the stalemate 
is unavoidable: 

13 
12 
11 
10 
9 
B 
7 
6 
5 
4 
3 
2 
1 

abcde gh 

4 (Rusz, simplified) I QxN, with 
l...PxQ stalemate, or 1...Qc5+ 2 Kb8 
Qd6+ 3 KclO repeating, or 1...Qe7+ 
2 Kd10 Qf8+ 3 Ke11 Qg9+ 4 KfI2 : 

13 
12 
11 
10 
9 
B 
7 
6 
5 
4 
3 
2 
1 

abcdefgh 

By perpetually putting himself in 
stalemate, the White king never gives 
Black time to capture the queen. 

Arpad's setting has the White king 
on d10, his queen on e3, and Black's 
queen on f8, with a similar solution 

plus a try 1 Qc1+ Qc11 2 Qxc11+. 
I thought this was in fact a cook, 
because K + N v K is only a draw and 
the pawn cannot promote, but the 
pawn can advance to h6, guarding g5, 
and this is enough to tip the balance. 
However, the win is extremely 
difficult (Arpad likens it to the win 
with 2N v P in ordinary chess, and 
having played through some of the 
lines he sent me I fully agree with 
him), and I thought it would be too 
complicated for present purposes. 
I have therefore taken the liberty of 
presenting a simplified version in 
which the question does not arise. 

S (Rusz and Schenkerik) 1 Qh8 
gxh8+ 2 gxh8 Ne7 (again threatening 
mate on gl1) 3 Nh6+ Nxh6 4 gxh6 
and the stalemate is unreleasable : 

13 
12 
11 
10 
9 
B 
7 
6 
5 
4 
3 
2 
1 

a bed e f 9 h 

6 (Rusz) 1 KgB! c3 2 fl2Q c1Q 
3 Qc9+ (1 Ke 11 would have 
obstructed this move) Qxc9 4 bxc9 
(one "dead" pawn brought back into 
play) g5 5 cl1 g3 6 c13Q glQ 7 Qg9+ 
Qxg9 8 hxg9 (second "dead" pawn 
recovered) Kf8 9 Kgl!! and Black is 
in zugzwang : 

13 
12 
11 
10 
9 
B 
7 
6 
5 
4 
3 
2 
1 

a bed e f 9 h 

Had White played 1 Kg 11 , Black's 
8th move would have given this same 
position with the White king already 
on g11, and it is White who would 
have been in zugzwang. 

Page 119 

The web site also contains some' 
"basic endgames" with kings and 
pawns, all instructive and some 
distinctly subtle, but I have given the 
present selection here because king
and-pawn play will already be familiar 
to readers who play hex games with a 
similar pawn move. Arpad tells me 
that they were all published in a five
volume book about starchess endgame 
theory which appeared in 2008-09 
(Uszl6 Polgar, Arpad Rusz, Csaba 
Schenkerik, Pawn / Rook / Knight / 
Bishop / Queen Endgames). 

I may say that I heartily approve 
of variant designers who pay proper 
attention to the endgame. All too 
many do not. 

Proof Games (pages 116-117, also 
VC 59 page 85). 63 (Fayers after 
Coast) 1 Na3 (Pa7-a4) Nh6 (Ph2-h5) 
2 Rbl (Pb2-b6) Rg8 (Pg7-g3) 3 Rb5 
Rg4 4 Rg5 Rb4 (Pb6-b5) 5 Rg6 
(Pg3-g5) Rb3 (Pb5-b4) 6 Rxh6 
(Ph5-h2) Rxa3 (Pa4-a7) 7 Rg6 Rb3 
8 Rg8 (Pg5-g7) Rb 1 (Pb4-b2). 

67 (Brobecker) 1 d3 a5 2 Be3N a4 
3 Kd2 Ra5B+ 4 b4 axb3N. 

78 (Fayers) 1 Nc3 e6 2 Nd5 Qf6 
3 Ne7 Kd8 4 Nxg8 Bd6 5 Nh6 0-0-0. 

79 (Auclair and Was song) 1 d3 d5 
2 Bf4 Be6 3 Bxc7 Qd7 4 Bxb8 Rxb8 
5 d40-0. 

80 (Kampmann) 1 e3 a5 2 Bb5 Ra6 
3 Bxd7+ Kxd7 4 Nf3 Kd6 5 0-0 0-0 
6 Ne5 Rxc2 7 Qf3 Rxb2 8 Rdl 0-0-0. 

81 (Le Gleuher) 1 e3 a5 2 Bd3 Ra6 
3 Bg6 hxg6 4 h4 Rxh4 5 Qf3 Re4 
6 Qf6 exf6 7 Rh8 0-0-0 8 Rxg8 0-0-0 
9 Rh8 Rxd2 10 Rh1 Rxc2 11 Nh3 
0-0-0 120-0. 

82 (Caillaud) I e3 f5 2 Bd3 f4 
3 Ne2 f3 40-0 fxe2 5 Bf5 elN 6 Qe2 
Nd3 7 Rdl Nc5 80-0 Nb3 9 axb3 g5 
10 Ra6 g4 11 Rd6 exd6 12 Qa6 Qf6 
13 Qa2 Qc3 14 bxc3 g3 15 Ba3 gxh2 
16 Bc5 hlQ 17 Bd4 Qh4 18 Rh1 Qd8 
190-0. 

Extinction Chess (page 117). 24 Ne4 
Qd7 25 Ne7 forces Black to capture, 
and whether he takes with the queen 
or with the knight White will have a 
fork by 26 d6 (the game actually 
finished 25 ... Qxe7 26 d6 Qxd6 
27 Nxd6). On this occasion at least, 
the two knights proved much more 
useful than the two bishops. 
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VC 62 is scheduled for October. Copy 
date for contributions is September 1, 
but early receipt is always helpful. 

A shortage of news material leaves me 
space for a game of Highcastle Chess 
(ECV 2, page 65), in which a player 
may castle any man with any other 
(of either side) on the same line, 
orthogonal or diagonal, by moving 
two squares towards the distant man 
and jumping it back over the man 
moved. A player may castle out of or 
through check, and he may castle his 
opponent's king into check. The game 
is from one of the issues of Nost-algia 
passed on to us by David Pritchard's 
family. White was John McCallion, to 
whose notes I am indebted. 

1 e3 e5 2 Bb5 (White now threatens 
d2-d7+, the White pawn going to d4 
and the Black to d3) Nc6 3 Bb5--e5 
(the bishop goes to d5, Black's pawn 
to c5) Be7 (John awards two question 
marks, much preferring the simple 
3 ... Nf6) 4 Qh5 Nh6 (4 ... g6 would 
have been answered by 5 c2-g6) 
5 fl-fi+ and we have the diagram at 
the top of the next column : 

NOTICES 
The third of my little chess vanity
books, 51 Flights of Chess Fancy, is 
in press as I write, and a copy will 
be sent with my compliments to all 
VC subscribers. Please tell me if 
your copy fails to arrive within a 
reasonable time. The largest chapter 
of the book is devoted to orthodox 
chess endgame studies, but there is a 
substantial amount of less orthodox 
material. 

5 ... Kf8 (John points out that Black 
missed 5 ... Nh6-c6, which leaves 
nothing better than 6 Qxf3) 6 f4-fS+ : 

6 ••. Kxf6 7 Nxf3 BfS 8 Nf3-f6+ 
(clearer than 8 Qg5+, when Black has 
8 ... Nc6-f6) and Black resigned 
(8 ... Ke5 9 h2-e5+ followed by mate). 
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EVENTS 
Last-minute reminder: the World 
Quickplay Hnefatafl Tournament 
will be played in the Community 
HaD on Fetlar (Shetland) on 
Saturday 1 August. E-mail 

<the glebe l@btintemet.com> 
for details and a copy of the rules. 

At their meeting this year, the French 
problernists played Capapranka (see 
ECV 2 page 48). In this game, after 
the first move by each side, either 
player, instead of moving normally, 
may place a cap over any man other 
than a king, or over an empty square, 
and this temporarily removes this 
square and any occupant from play: 
no move may be made to or across it. 
Subsequently, the player on move may 
move the cap to another square, but a 
"cap" move must always be followed 
by an ordinary move, and the same 
player may not move the cap on two 
consecutive turns. A player may not 
parry a check by moving the cap. 

Capapranka was apparently found 
very amusing at the time of its 
invention, and the French appear to 
concur. Eric Pichouron won with 
6Vz17, ahead of Antti Parkinnen 6 and 
Jorg Kuhlmann 4Y2. 

This year's Circular Chess World 
Championship resulted in a three-way 
tie between Chris Russell and 
previous winners Rob Stevens and 
Michael Jones, all with 4/5. A three
way playoff being impractical in the 
time available, the prize money was 
divided equally, but Chris Russell 
was awarded the title on count-back. 
Sadly, none of the games I kibitzed 
proved worthy of reproduction. 
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NAM 'DINH CHESS: 
THE FINAL STAGE 

In last times's article on Nam Dinh 
Chess, I said that last-minute analysis 
had shown that a king and two men 
could force a win against a bare king 
(I had previously thought that the 
defender could hold out if he played 
accurately). Let's see how it is done. 

Nam Dinh Chess is played on the 
5x5 Alquerque board. Kings and men 
alike move one step at a time along 
the given lines (in either direction) 
into an adjacent empty space. Men 
cannot capture; kings capture by 
jumping over an adjacent man of their 
own colour and landing on the cell 
immediately beyond, capturing the 
man on it. Checkmate and stalemate 
both win. 

To win with king and two men 
against king, White starts by playing 
his king to the centre and his men to 
say b3 and d3. Black cannot now play 
to a3 or e3 (he will be in check), and 
in fact he does best to play to c2 or the 
equivalent cell c4 : 

White now plays say 1 b3-b4, and if 
1 .. .Kd4 then 2 b4-c4 wins quickly : 

If 2 .. .Kd5 then 3 d3-d4 stalemates at 
once, and if 2 ... Ke5 then 3 Kd4 and 
Black is trapped (3 ... Kd5 4 c4-c5 Ke5 
5 c5-d5 Ke4 6 d3-e3 Ke5 7 e3-e4). 

Better is therefore 1 ... Kc5, when 
the move is 2 Kd4 : 

If now 2 ... Kb5 then 3 Kc5, trapping 
Black in the top left corner: 

This is a pattern that will recur. 
White's king guards a3 over b4, so his 
king and man on b4 are sufficient to 
keep Black's king penned in, and his 
second man will walk up at leisure 
and deliver the coup de grace. 

If instead 2 ... Kd5 then 3 b4-c5 
trapping Black in the top right corner, 
leaving 2 .•. Kc4. The natural counter is 
3 d3-c3 Kc5, and now 4 c3-c4 : 

If 4 ... Kb5 then 5 Kc5 as before; if 
4 ... Kd5 then 5 b4-c5 and Black will 
be trapped in the top right corner ... 

But he won't be, he can just sneak 
out, and for a long time I thought 
that 4 ..• Kd5 gave Black a draw. 
Eventually I saw a way to win: White 
can run the man on b4 right round his 
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own king and back to b4, in the' 
process driving the Black king to the 
top left corner. In detail: 5 b4-c3 Kc5 
6 c3-d3 Kb5 (if 6 ... Kd5 then 7 c4-c5, 
and now Black does get trapped in the 
top right corner) 7 d3-e3 Kc5 (7 ... Ka5 
8 c4-b4 Ka4IK.b5 9 Kc5) 8 e3-e4 Kb5 
9 e4-e5 Kc5 10 e5-d5 Kb5 11 d5-c5 
Ka5 (no choice now) 12 c5-b4 : 

There follows 12 ... Ka4 (12 ... Kb5 
13 Kc3 stalemate) 13 Kc5, and now 
it's easy: 13 ..• Ka5 14 c4-c3 Ka4/Kb5 
15 c3-b3 Ka5 16 Kb5 (simplest) Ka4 
17 b3-a3 Ka5 18 a3-a4. 

Alternatives now become visible. 
White doesn't in fact forfeit or even 
delay the win by playing 5 b4/c4-c5 
(even though he cannot trap Black in 
the top right corner, he can play his 
other man to d3, and then drive Black 
to the bottom right corner). Nor need 
he play 4 c3-c4, because 4 b4-c4 does 
just as well: 4 ... Kb5 (now 4 ... Kd5 
does get Black trapped in the top right 
corner) 5 c3-d2 (White needs to lose a 
move) Kc5 6 d2-d3 and we have 
rejoined the line above. But 4 c3-c4 
followed by the round trip from b4 is 
undoubtedly the elegant way to win, 
and we may note how a White king 
on d4 and a man on c4 keep Black 
restricted to c5 and b5 (the king 
guards b4 over c4, and if ... Ka5 then 
c4-b4 followed by Kc5). 

Other starting positions for the 
Black king either let White transpose 
into the line above or give him a 
quicker alternative win. 

As a piece of elegant "book", this 
seems to me to be at least on a par 
with the standard three-against-two 
wins at checkers. It mayor may not be 
new to the European games literature, 
but I am sure the experts in Nam Dinh 
have long been familiar with it. 
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POLGAR SUPERSTAR 
CHESS 

Arpad Rusz has sent me three of his 
games from the recent championship 
(see the back page), and though they 
were imperfect (his words) I have 
found them instructive. He tells me 
that each. player had 20 minutes for 
the whole game, and that writing 
down the game score was compulsory. 
For the rules, see VC 61. 

In his first game, White against 
Tom Shutzman, White set Be3, Black 
Bell, White Kcl (in all the games he 
sent me, the players put their bishops 
at the front and their kings in a back 
corner), Black Nf12, White Rn, 
Black Rd12, White Nd2, Black Kc13, 
White Qgl, Black Qg13 : 

13 
12 
11 
10 
9 
B 
7 
6 
5 
4 
3 
2 
1 

abcdefgh 

Play started 
1 f4-fB 
2 g3-g7 
3 g7xfB 

gll-g9 
g9xfB 

and the queens came off, 

13 
12 
11 
10 
9 
B 
7 
6 
5 
4 
3 
2 
1 

3 Qg13xg1 
4 Nd2xg1: 

abcdefgh 

Black now played 
4 e9xfB, 

which was surely a mistake. White 
could simply have recaptured with 

the rook, tying Black's bishop to the 
defence of the fl 0 pawn, but his actual 

5 Ng1-f6 
was much stronger; it attacked Black's 
bishop, which was still unable to 
move (I feel that Black should have 
advanced his d-pawn long ago), and 
forced the counterattack 

5 Nf12-g7. 
Black duly answered White's 

6 Nf6xe11 
by 

6 Ng7xe3, 
from which I deduce that bishops are 
regarded as stronger than knights. 

13 
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11 
10 
9 
B 
7 
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3 
2 
1 

abcde gh 

White could now have chivvied the 
knight away and then picked up the 
f-pawns, but he won more crisply by 

7 Rf2xfB. 
A further capture on fl 0 would give 
White an easy win, he soon being able 
to create a passed pawn on the e-file, 
so Black played 

7 Ne3xfB 
only to discover that the removal of 
the pawn from f8 had given White a 
second threat : 

B Ne11-g7. 
Black resigned because mate by Nfl2 
could not be prevented : 

13 
12 
11 
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a bed e 9 h 

Even advancing the c-pawn wouldn't 
have helped, because a knight on fl2 
would cover c 11 as well as c 13. 
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Arpad's game with White against 
Ksenia Burdova, who came fifth 
overall, was a little disturbing. Black 
misplayed the opening, wasted time 
on threats easily parried, and seemed 
to have got herself hopelessly 
cramped by move 10; yet she 
eventually lost only through a blunder 
under time pressure, and should 
probably have been able to hold out. 
White Be3, Black Bell; Qgl, RfI2; 
Kcl, Qc13; Nd2, Kg13; Rn, Nd12 : 

13 
12 
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1 

abcdefgh 

f4-fB e9xfB. 
Again, I feel that this capture must be 
wrong. I would have played 1 ... d8, to 
let the bishop out and to make at least 
some sort of a claim on the central cell 
e7. As it was, White played 

2 d4-dB 
and Black was immediately in trouble. 
She tried 

2 e11-e9, 
but after 

3 Be3-gS e9xdB 
4 BgSxdB 

the bind was as strong as ever: 

13 
12 
11 
10 
9 
8 
7 
6 
5 
4 
3 
2 
1 
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Can Black now give back the pawn 
with 4 ... f6 and follow up with the 
freeing move ... f8? I doubt it. 5 Nxf6 
threatens the bishop, and if Black 
saves it by 5 ... Nh8 6 c7 Bd12 White 
has 7 g7 keeping the pawn firmly back 
on flO. 
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Recapitulation diagram : 

13 
12 
11 
10 
9 
B 
7 
6 
5 
4 
3 
2 
1 
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In the event, Black played 
4 Nd12-b8 

threatening mate on c2, but after 
5 c3-c7 

she could see nothing better than the 
ignominious retreat 

5 Nb8-d12. 
Now 

6 Nd2-f6 
threatened to take the bishop, but 
Black countered by 

6 Nd12-e7 
threatening 7 ... Nh6 winning White's 
queen. But this too was easily met, 

7 Rf2-f4 Ne7-h6 
B Qg1-e3, 

and while Black was spending time on 
short threats White was developing. 
There followed 

8 gll-g9, 
and White disdained the capture of 
bishop for knight (his knight being far 
more active than Black's bishop) and 
played 

13 
12 
11 
10 
9 
B 
7 
6 
5 
4 
3 
2 
1 

9 Nf6-i 7 : 
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Now Black's leading f-pawn was dead 
(the recapture ... g9xf8 would allow a 
quick mate on the file), and she was 
losing it under conditions at least as 
bad as . if she had given it up 
voluntarily at move 4. 

Play continued 

9 Nh6-e7 
10 Rf4xfB Ne7-d12 
11 Qe3-c5 Nd12-g11 
12 Ni7xg11 Kg13xg11 

and Black had become wholly passive, 
but could White break through? 

13 
12 
11 
10 
9 
B 
7 
6 
5 
4 
3 
2 
1 
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In the event, he did so, 
13 Qc5-e7 Qc13-d12 
14 Kc1-d2 Qd12-c13 
15 Kd2-e3 Qc13-d12 
16 Qg7-f6 Qd12-c13 
17 g3-g7 Qc13-d12 
18 c7-c9, 

13 
12 
11 
10 
9 
B 
7 
6 
5 
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3 
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but only because Black played 
18 d10xc9 

leading to 
19 Bd8xc9 Be11xc9 
20 Qf4xc9 Kg11-g13 
21 e5-e9 Kg13-g11 
22 e9-ellQ. 

18 ... Qcll would have held out, and 
with hindsight Arpad thinks the game 
had become a draw once the knights 
had come off. 

All of which raises an unpleasant 
question: can Black kill the game 
from the start by setting Qc13, Nd12, 
Bell, Rfl2, and Kg13, advancing his 
c and g pawns to the W formation 
c9-dIO-e9-flO-g9, and defying White 
to break through? I suspect that a 
doubled QIR on the g-file may be 
needed to do anything about it. 
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Arpad's sixth-round win with Black' 
against Csaba Schenkerik effectively 
decided the tournament. ~e3, Bell; 
Nf2, Rfl2; Qd2, Nd12; Kc1, Ke13; 
Rgl, Qg13: 
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11 
10 
9 
B 
7 
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2 
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This time, play started 

13 
12 
11 
10 
9 
B 
7 
6 
5 
4 
3 
2 
1 

1 f2-f4 d10-d8 
2 
3 
4 

d2-d4 
g3-g7 

Rg1xg7 

£10-f8 
f8xg7 

R£12-f8, 
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giving a very different formation from 
those seen hitherto. White continued 

5 Be3-i7 Qg13-f12 
6 Qd2-q5 

presumably intending 6 Bxell Qxell 
7 Rxgll winning a pawn, but Black 
got in first: 
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12 
11 
10 
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6 Be11xi7 
7 Qg5xi 7 RfBxf6 . 
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8 exf6 Qxf6 9 Qe3 e5 would surely 
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have been good for Black (he would 
have had two passed pawns for his 
rook, one being only one step from 
promotion), so White settled for being 
a simple pawn down : 

S Nf2-h6. 

13 
12 
11 
10 
9 
B 
7 
6 
5 
4 
3 
2 
1 
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White now threatened Rxh7, so Black 
played 

S Rf6-f10 
to unpin his knight. Play continued 

9 Kc1-d2 c11-c7 
10 

13 
12 
11 
10 
9 
B 
7 
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5 
4 
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2 
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c3-c5 Kc13-c11, 
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and now that Black's men on the 
diagonal i7-c13 were free to move 
White decided to trade rook for pawn 
by 

11 
12 

13 
12 
11 
10 
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Nh6xg11 
Rg7xg11 

Nd12xg11 
Qf12xgll : 
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can see no immediate tactical 
necessity for this, and I am not at all 

sure that it was right. By permanently 
attacking the pawn on gll, White's 
rook was tying the Black queen or 
knight to its defence, and now this 
pressure had gone. Perhaps White 
felt that an extra Black rook on a file 
devoid of targets would be of little 
use to its owner, but the sequel would 
prove otherwise. 

White continued with the pawn 
exchange 

13 d6xc7 d8xc7. 
This loosened his position by opening 
the diagonal from g9 to the pawn on 
c5 and at first I was inclined to query 
it, but in the event Black never found 
it convenient to use this diagonal, and 
the exchange had benefits for White 
both in creating a target on c7 and in 
opening the lines g5-c9 and d2-dI2 
for his queen. In any case, pawn 
exchanges in the endgame normally 
favour the player who is material 
down and will be happy to draw. 

Play continued 
14 Qi7-e3, 

and 
14 Qg11-g3 

threatened 15 ... Qf4 taking off the 
queens: 
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This exchange would have been fatal 
for White, because not only would the 
rook then bar White's king from the 
f-file and allow Black's own king to 
walk round to g5 and f4, but it would 
also provide Black with an unlimited 
supply of tempo moves. Even a rook 
remote from the scene of action may 
be decisive a pawn ending. 

White therefore played 
15 Kd2-c3, 

allowing 
15 Qg3-f4 

to be met by 
16 Qe3-d4 

avoiding the queen exchange. But 
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White was now completely tied up, 
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12 
11 
10 
9 
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6 
5 
4 
3 
2 
1 
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and I thought 16 ... Rfl2 would have 
forced White to allow the exchange of 
queens, but Arpad points out 17 e7 
Qf6 18 Kcl! when 18 ... Qxd4 is 
stalemate and 18 ... Qxe7 19 Kc3 Qf6 
20 Kc 1 e5 21 Qe3 Qf4 22 Kc3 is still 
far from being a Black win. 

Black's actual move 
16 e9-e7 

won a pawn, since the new stalemate 
trap 17 Qe3 could be met by 17 ... Rfl2 
18 Qd4 Rf6 putting White in 
zugzwang (Arpad), but it allowed 

17 Qd4-dS 
bringing White's queen into play. 
However, did not 

17 Qf4xe5+ 
Qe5-f4+ 18 

19 
Kc3-d2 
Kd2-c3 e7-e5 

ensure Black's promotion, the only 
question being whether White could 
give perpetual check? 
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No! 20 Qdl0 would have forced 
stalemate (Arpad). But both players 
missed this (as did I, analysing later at 
leisure), and the game concluded 

20 Qd8xc7+ Kcll-dl0 
21 Qc7-d6+ Kdl0-e9 
22 Qd6-c7+ Ke9-f8 
23 Qc7-d6+ KfS-g7 
24 Qd6-dl0+ Rfl0-f8 
25 Qdl0-g13+ Kg7-h6. 
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. VARIANT KINGS 
Readers who have been with us from 
early days will recall the articles on 
"Fairy Kings" by Mark Ridley which 
appeared in VC 17118/20/21. Mark 
recently sent me a copy of an updated 
version which appeared earlier this 
year in the English-language Serbian 
problem magazine Mat Plus Review. 

There are several games in the 
Encyclopedia featuring variant kings, 
but on the whole they are more 
usually found in problems. Given that 
the object of play is to capture the 
enemy king, his move in ordinary 
chess seems to be about right: he is 
weak enough for hounding him down 
in the ending to be practicable, but 
strong enough for him to be able to 
play a useful role in helping to round 
up his opponent. Changing his move 
is all too likely to upset this delicate 
balance of power, and this will affect 
all earlier play for material advantage. 
If he is strengthened, a bare king may 
be able to hold out even against 
K + Q; if he is weakened, the co
operation which allows K + R and 
perhaps K + P to force a win against a 
bare king may vanish. 

The latter point is illustrated by 
Knightmate, also known as Mate the 
Knight, where the kings are replaced 
by royal knights and the knights by 
non-royal kings (castling allowed, and 
promotion to non-royal king but not to 
knight). In the ending, N + Q v N is an 
easy win (a queen can round up an 
enemy knight on its own), but 
N + R v N is only a draw (mating 
positions can be constructed but not 
forced); N + P v N is basically drawn 
unless the stronger side can prove 
otherwise, but there is an obvious 
"opposition" concept and some of the 
details are tricky. 

A "First Knightmate Open" was 
held in Cincinnati in 1991, and the 
game featured in at least one of 
the "Chumpionships" organized by 
NOST. Nost-algia 330 and 338 
printed two game scores, the first 
being repeated in Eteroscacco 56, and 
David Pritchard's files contain a 
further three, but they were largely 
exploratory and only the second 
Nost-algia game strikes me as being 

of sufficient interest and quality to 
justify reproduction here. This was 
from the First Knightrnate Open, 
played at a time limit of "30/30", and 
was won by David Moeser. Notes in 
quotation marks are by him, as is "?!" 
to White's move 28. 

1 d2-d4 d7-d5 
2 e2-e3 q7-q6 
3 I<b1-e2 Bf8-q7 
4 Ke2-d3 f7-f6 
5 q2-q3 Kq8-f7 
6 Bfl-q2 e7-e6 
7 f2-f3 I<b8-e7 
8 Kq1-f2 Ke7-d6 
9 e2-e4 e7-e5 

10 e4xd5 e6xd5 
11 Be1-e3 0-0 
12 0-0 Kf7-e6 

Both players have castled their knights 
into relative safety (a precaution 
omitted in some of the other games, 
usually with unhappy consequences). 
The fianchetto appears to be standard 
practice, since if the g-pawn is left at 
home the risk of a check on h2lh7 by 
queen or bishop is very strong (the 
castled knight does not defend this 
square, and the usual defensive knight 
on f3/f6 is not available). The advance 
of the f-pawns, opening diagonals 
through to the castled knights, is more 
surprising, but if the f-pawn is left at 
h()me, White for example playing g3, 
Kg2, Kf3, Bg2, and 0-0, the 
fianchettoed bishop becomes a target 
because the castled knight does not 
defend it. 

13 Kf2-e2 Be8-d7 
14 Be3-f2 Bd7-e6 
15 Ke2-e3 Ke6-f5 
16 Qd1-e2 Qd8-e7 
17 Rfl-e1 Qe7-f7 
18 e3-e4 e5xd4 
19 Kd3xd4 d5xe4 
20 Qe2xe4 Ra8-e8 
21 Qe4xe7 Rf8xf7 
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22 Ra1-e1 Rf7-e7 
23 Kd4-e5 Kd6xe5 
24 Re1xe5 Bq7-f8 
25 Re5-e2 Be6-d5 
26 Re2xe7 Re8xc7 
27 b2-b3 Kf5-e5 

''May be too defensive." 
28 Ke3-d4?! 

David now gives 28 ... Rc2 29 Re2 
(29 Kxd5 Rxf2 30 Re2 Rxe2 31 Nxe2 
Kxd5 and Black is a piece ahead) 
Rc 1 + 30 Nh3 Be6+ 31 g4. The 
consequences of this are not clear to 
me, but Black's actual choice appears 
to ship a pawn without compensation. 

28 Ke5xd4 
29 Bf2xd4 Bd5-f7 

"Prevents White from winning a piece 
with Re8 and Bc5." 

30 Bd4xa7 Re7-e2 
31 Re1-e2 Re2-e6 

Black can temporarily force the White 
knight into the open by 31...Rc1+, but 
it doesn't appear to lead anywhere. 

32 Ba7-e3 f6-f5 
33 f3-f4 Re6-e7 
34 Be3-b6 Re7-e1+ 

34 ... Rd7 would have held on to the 
b-pawn, but being already one pawn 
behind Black presumably decided that 
attacking was the better option. It is 
however very much a forlorn hope. It 
is curious how White's bishops seem 
much more powerful than Black's. 

35 Nq1-h3 h7-h6 
36 Bq2xb7 q6-q5 
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37 Bb7-g2 
This saves White from worrying about 
... Rfl either now or later. In contrast, 

37 Bf7-h5 
and Black's next are surely wrong. 
The light bishop is needed in defence. 

38 Re2-d2 Bh5-g4+? 
39 Nh3-f2 Ng8-f6 

This seems rash and Black will retract 
it two moves later, but his attack has 
petered out, and White threatened 
Bd5+ with various unpleasantnesses 
to follow. 

40 
41 
42 

42 
43 
44 

f4xg5+ 
Bb6-d4+ 
Nf2-d3 

Bg2-d5+ 
Bd5-e4 

h6xg5 
Nf6-gB 

ReI-cB 
NgB-e7 
Re8-dB? 

Temporarily pinning the bishop, but 
after 

45 Nd3-el 
the bishop is free again and it is the 
Black rook which is vulnerable. The 

immediate threat is 46 Bf6+ winning 
it, so Black tried the counter-attack 

45 Ne7-e6. 

White now played 46 Bc3 to save 
his attacked bishop, but both sides 
were in time trouble (Black's flag was 
to fall at move 57, White having 1 'l) 
minutes left), and I think 46 Bb5+ 
would have won at least the rook 
(46 ... Nb8 47 Ba7 mate, or 46 ... Na5 
47 Bb6+ Nb7 48 Ba6 mate, or 
46 ... Nb4 47 Bc3 mate, or 46 ... Ne7 
47 Bf6+ Ng6 48 Rxd8 and if 
48 ... Bb4+ then 49 Nd3). 

I am going to leave the game here. 
It is by no means perfect, but it is 
instructive and I think it fairly 
illustrates the nature of the variant. 

Another variant which has been tried 
in play is Sting, where the king is 
given the added power of a 
grasshopper (slides along Q-lines until 
it meets an obstacle, hurdles this 
obstacle, and lands on the square 
immediately beyond). The normal 
endgame wins with K + Q v K and 
K + Rv K are unaffected, but some 
results with K + P v K are changed. 

Both these are reciprocal zugzwang in 
ordinary chess. In Sting, the position 
on the left remains reciprocal 
zugzwang, but Black draws on the 
right even with the move (after 
1.. .Ke7, his king prevents 2 Kg7). 
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There was a complete if somewhat 
experimental game in VC 33, and 
there were some fine problems and 
endgame studies in VC 3l-32. Here 
are two endgame studies, one simple, 
the other perhaps less so. 

In each case, the kings move as K +G, 
and White is to play and win. The 
position on the left is a study version 
of a problem by Ronald Turnbull from 
VC 31, that on the right a study by 
Ronald also from VC 31. The start 
on the right is obvious, 1 Rf6+ Ke3 
2 Rxfl, but Black can fork king and 
rook by 2 ... Ke2+ and now things get 
interesting. Answers on page 139. 

Sting, although apparently conceived 
for use in problems, has proved 
playable as a game. I am not so sure 
about Transmuting Kings, not in the 
Encyclopedia and so far seen only in 
problems, where a king in check loses 
its normal power and temporarily 
takes the power of the man checking it 
(so, after 1 e4 e5 2 Nf3 Nc6 3 Bc4, 
the "Blackburne' s Shilling Game" 
trap 3 ... Nd4 4 Nxe5 Qg5 fails because 
5 Bxf7 is mate). However, the variant 
has generated some interesting 
problems, and the position below may 
amuse: 

White is to play and win both in 
ordinary chess and with Transmuting 
Kings. Answer again on page 139. 
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IN THE LIBRARY: 
MAGNETIC CHESS 

David Pritchard's extensive holding of Nost-algia, kindly 
passed on to us by Elaine and Wanda, is proving a valuable 
source of game scores. Thousands of game scores are now 
available on the Internet, but most were played casually or 
at fast time limits and the standard of the participants 
varies widely; an editor has to wade through a lot of dross 
to find something worth reproducing. The Nost-algia 
games, having been played slowly by post, tended to be of 
higher quality, and its columnists have already done a first 
filtering for me. It does mean that those of our readers 
who are former NOSTs will be receiving material that they 
have already seen, but ten years or more have passed and 
perhaps some of the commentary will be new. 

In Magnetic Chess, a man (other than a king) landing 
on a square pushes the nearest friendly man on the same 
rank or file either to the edge of the board or until it is 
blocked by another man (like poles repel) and pulls the 
nearest enemy man similarly (unlike poles attract). Kings 
are not affected; castling magnetizes the rook. A pawn 
pushed to the promotion rank promotes to a piece of its 
owner's choosing; a pawn pushed back to the first rank has 
a two-step option. There is no en passant. 

Nast-a/gia 367 introduced the game to its readers 
and gave two specimens, one being particularly amusing 
and instructive. 

1 e2-e4(e7-e5) 
Bf8-b4(e4-c4,b3-b2) 

2 Bcl-b2 Qd8-f6(f7-f8,f2-f5) 

Nothing very remarkable so far. White's opening move 
pulled his opponent's e-pawn forward to e5, releasing 
Black's bishop; Black promptly moved this bishop, pulling 
White's e-pawn across to c4 and his b-pawn forward to b3; 
White's second move had no magnetic effect; Black's 
second move pushed his own f-pawn back to f8 and pulled 
White's f-pawn forward to fS, and set a trap. As White, 
would you play 3 Qh5+ here? It looks good, particularly 
since the pulling forward of Black's h-pawn will weaken 
the hS-e8 diagonal even further. 

John McCallion's opponent saw no reason not to; he did 
indeed play 

3 Qdl-h5(h7-h6)+, 
only to find that he had walked into 
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3 d7-d6(Qf6-q6,d2-d5)+! 

Black's innocent little d-pawn move pushed his queen 
across to g6, blocking White's check, and pulled White's 
d-pawn forward, discovering a check of his own. White 
was faced with the loss of his queen, and resigned. 

Nost-a/gia 375 contained the best game of Magnetic Chess 
I have yet seen. White was Tony Gardner, Black Mike 
Smolowitz; Tony's note at move 12, mine elsewhere. 

1 Nql-f3(f7-f4) 
e7-e5(e2-e4) 

2 Bfl-c4(c7-c5) 
Nb8-c6 

3 Nf3xe5(c5-d5,e4-e2) 

I didn't believe this; why on earth was White giving away 
two pieces and shutting in his queen? Well, 3 ... NxeS pulls 
White's e-pawn forward again and repels his own d-pawn, 
clearing the diagonal c4-f7, and allows White to play 
4 Qh5+ (Ne5 to g5, Ph7 to h6) : 

If now 4 ... Ke7 then 5 Qdl pushes White's d-pawn to d6, 
check, when S ... Ke8 allows 6 Qh5+ with a quick mate and 
6 .. .Kg6 brings Black's king right out into the open. Black 
can perhaps improve in this by playing 4 ... g6 (Ng5 to g3), 
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since after 5 Qxg6+ (Ng3 back to gS) Ke7 the White queen 
can no longer play to d!, but it all looks rather unpleasant. 

In the game (diagram after White's third move), Black 
took the bishop: 

3 d5xc4(Nc6-c7,£4-h4, 
c2-c3) , 

but this allowed 
4 0-0(£2-£7)+ 

once again forcing Black's king into the open: 
4 KeS-e7: 

Now 
5 Qd1-e1(e2-e4) 

threatened Qxh4+, and after 
5 NgS-£6(R£1-£5) 

White invested another piece by 
6 Ne5-g6+: 

Black had to take or lose his rook, 
6 h7xg6(g7-gS,N£6-a6, 

g2-g5) , 
and 

7 R£5-£4(e4-d4,h4-g4)+ 
gave another vicious check by discovery : 

This looked decisive (7 ... Kd6 8 Rf6+, and Black cannot 
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parry the check by ... Ne6 because this will pull White's 
queen forward to e5), but Black showed that he too had 
mastered magnetic trickery : 

7 Nc7-d5(g5-e5) . 
However, 

S Qe1-£2(R£4-£6,d2-c2) 
cleared the line for White's remaining bishop, 

and if Black tries 8 ... RbS to keep this bishop out of g5 he 
finds that he has pulled White's e-pawn to g5 (and his 
h-pawn to h4), and 9 Qe2+ forces mate next move. 

Black actually played 
S gS-g7(g6-g5) , 

and after 
9 Bc1xg5(g7-g6) 

he followed up with 
9 g4-g3(Bg5-g4,c3-£3) 

to pull the bishop off the dangerous diagonal (and to block 
the f-file so that ... Nxf6 no longer allowed Qxf6 mate) : 

But 
10 Q£2xg3(Bg4-g5,£3-a3) 

pushed the bishop straight back again, and Black's queen 
was dead. He played 

Nd5x£6(g6-h6) 
to get as much as possible for it, 
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but 
11 Bqsxf6(Na6-e6,h6-q6)+ 

Ke7xf7 
12 Bf6xd8(Bf8-e8) 

gave 

and Black could not take the bishop by 12 ... Nxd8 because 
it would have pushed his own bishop from e8 to g8 and 
allowed 13 Qe3 (e5 to e8Q, check) with a quick win. 

White now had queen and two pawns for rook and 
bishop and Black's king was still exposed, so barring 
accidents the win was assured, but the game nevertheless 
contained one or two further points of interest. 

12 Rh8-h6(q6-f6,h2-hs) 
13 Nb1-d2(d4-d6) 

b7-bs(es-cs,b2-b4) 
14 Kq1-f2 Ne6-qs(cs-fs,Qq3-q4) 
15 Bd8xf6(d6-a6,Rh6-q6,fs-f3) 

Nqs-h7 (hs-h6) 

16 Qq4xd7(a7-c7,Nd2-d1)+ 
Black could not play ... Bxd7 because it would have pulled 
White's knight to d6 and checked his king, so he played 

16 Kf7xf6, 
and after 

17 Qd7xe8(Bc8-d8) 
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the threat of Qc6+ appears to have prompted him to play 
17 Kf6-qs.· 

This seems to have been the first mistake in over a dozen 
moves of what Tony Gardner rightly called "sterling" 
defence. White pounced by 

18 Qe8-es(bs-ds)+ 

and Black resigned. After 18 ... Bf6, attacking the queen 
and pulling White's f-pawn forward to block the check, 
White would have played Qe3+ saving the queen, followed 
by Rb 1 pushing the b-pawn to promotion. 

Tony Gardner seems to have been NOST's leading 
exponent, and he describes Mike Smolowitz as "my 
fiercest opponent". He contributed an article on the game 
to Nost-algia 375, in which he wrote as follows: 

"Initiative is retained by the application of consistent 
pressure upon the enemy King. The art of hunting the King 
is taken to new heights, and, since lines open up quickly, 
sacrifices which ordinarily might seem dubious may 
become useful." 

He included this game as an example, and it could 
hardly be a better illustration. I don't know whether Black 
was indeed lost after move 3, but I can see no improvement 
to any of his moves. 

Magnetic Chess has also attracted problemists, and the 
smaller number of men in a typical lightweight problem 
perhaps makes for easier comprehension. The following 
elegant trifle was recently sent to me by Peter Coast: 

White to play and mate in two 

Black threatens ... hxg7 giving check, so White must either 
(a) provide a mate in reply to this move, or (b) move or 
push his knight away so that Black cannot take it, or 
(c) give check himself. Answer on page 139. 
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COMPLEMENTARY 
FIVE-lEAPER TOURS 

The move of the Five-leaper, a composite 5,0 and 4,3 
leaper, takes it a distance of five units in any direction, and 
it has a property shared by no other leaper on an 8x8 
board. The knight has two moves when in a corner of the 
board, three when one step from a corner, and so on up to 
eight when in the centre; the 7,7leaper has one move when 
in a corner, no move at all when anywhere else; but the 
five-Ieaper has precisely four moves wherever it may be : 

~~~~4~~~ 

~~~~4~~~ 

~~~~4~~~ 

~~~AA777 
~~~\(y~~~ 
~~~'W~~~~ 

~~~'W~~~~ 

~~~'W~~~~ 

Many years ago, this property caused me to wonder if it 
might not be possible to find a pair of closed five-Ieaper 
tours such that two of the four moves from each square 
featured in one tour and the other two moves featured in 
the other. My desultory attempts at the time led nowhere, 
but I was not surprised to read on George Jelliss's Knight's 
Tour Notes web site that the task had been achieved by 
Tom Marlow. George reported that Tom had sent him the 
tour in November 1991, but it was not published until issue 
18 of The Games and Puzzles Journal in March 2001. 
It bears repetition, both for the result itself and for the 
elegance of the method used to obtain it. 

Tom's brainwave was to couple the assignment of a move 
to a trial tour with the barring of the diametrically opposite 
move and its reverse (so, if a move a1-a6 is added to a trial 
tour, the diametrically opposite move h8-h3 is henceforth 
barred, as is its reverse h3-h8). Not only does this 
massively reduce the number of options the computer 
has to examine during the later stages of the calculation 
(George has told me that Tom did the calculation by 
computer), but if we can find a tour satisfying this 
constraint we have obtained a complementary tour at the 
same time: all we have to do is to rotate the tour we already 
have through 180 degrees. 
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Tom did indeed find a tour satisfying the constraint: 

2047 62 55 6 21 46 63 
31 42 57 50 11 34 29 44 
2 59 16 9 52 3 36 17 

13 22 39 26 19 14 23 38 
54 5 28 45 64 61 56 7 
51 48 35 30 43 58 49 10 
32 41 24 37 12 33 40 25 

1 60 15 8 53 4 27 18 

If we rotate this through 180 degrees, we get 

18 27 4 53 8 15 60 1 
25 40 33 12 37 24 41 32 
1049 58 43 30 35 48 51 
7 56 61 64 45 28 5 54 

38 23 14 19 26 39 22 13 

17 36 3 52 9 16 59 2 
44 29 34 11 50 57 42 31 
63 46 21 6 55 62 47 20 

which does indeed use the moves that the first tour does 
not. Tom renumbered the second tour to start from aI, but 
this renumbering is not necessary and the relation between 
the tours is perhaps clearer if we don't. 

The complementary nature of the two tours is made even 
clearer by putting them in graphical form, full lines 
showing the moves used in the first tour and dashed lines 
those used in the second : 
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I don't know whether Tom stopped once he had found the 
first tour of this kind, or whether he went on to prove it 
unique. But even if he stopped at the first one he found 
back in 1991, today's computers are so much more 
powerful that a complete enumeration might now be 
possible. It would be interesting to have the results. 
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MOTJERN COURIER CHESS 
by Paul Byway 

Fers (inverted B in diagrams) moves one square 
diagonally, Courier (inverted N) leaps two squares 
orthogonally or diagonally. Unmoved K or F can make a 
double move, but not to capture nor through check. - JDB 

White Paul Byway, Black Robert Reyoolds; from the 
recent correspondence tournament. 

1 e2-e4 e7-e5 
2 i2-i3 

An opening refinement that has been tried recently; the 
action of the bishop at d8 is blunted and h2-M is prepared. 
Freeing up the square i2 maximises options for the three 
kingside minor pieces (by the way, remember that in MCC 
the bishop is classified as a major piece). 

2 Nk8-j6 
3 Ce1-e3 

There are two things to say here. Tactically I fear that 3 M 
g5!? will smash up my defensive screen on the black 
squares, whereas after 3 Ce3 Nc6 4 M all is well. The 
second issue is strategic. I intend e4 and M to muffle the 
opposing bishops and natural development leads to a 
dilemma; should one put a fers or a courier on e3, h3? 
In the past I have favoured the fers, leaving Ccl, jl to 
anchor the position. There is no doubt though that Ce3, h3 
is an aggressive forward-looking move and I resolved to 
experiment with it in this tournament 

3 d7-d6 
4 h2-h4 

4 Fe8-e6 
Played in my style! He could increase pressure on the black 
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squares with 4 ... g6, supporting a central strike by 5 ... f5.' 
If White is careless we could then see 5 Nc3?! Bxh4!? 
6 ixh4 Qi4+ 7 Bh2 Qxj2 8 Nj3 (8 Nl3 looks better) Ni4 
and the bishop must be given back. 

5 Nk1-j3 h7-h6 

Played to prevent Ni5. I agree with the idea but think it 
weakens the white squares too much; I play on this later. 
It is better to play ... h5, .. .i6, ... Fh6 in my opinion. 

6 Nb1-e3 Ce8-e6 
Attacking e4 a second time, but I don't think the courier 
belongs here. Don't move a piece twice in the opening they 
say, but here the 2-move development ... N-d7-f6 covers 
some important squares and is worthy of attention. 

7 d2-d3 g7-g5 
RR thinks this was too loosening. I think the real mistake 
was not to play .. .i6 first. 

8 g2-g3 f7-f5 
9 

10 
e4xf5 
h4xg5 

Fe6xf5 
h6xg5 

Time now for the planned strike. 8 g3 was necessary 
preparation, bringing the queen out 00 the white squares. 

11 Ce3xg5 Fh8-h6 
Allows me to open up his king. It was better to play 
11...Bxg5 and now 12 Qi5+ Nh7 13 Bxj7 or 12 Bxj7 Bxj7 
13 Qi5+ regaining a bishop. Overall White gives a courier 
for two pawns, which should be even. I'm not convinced 
that Black has much to fear; his position is ragged but he 
emerges with a lead in development that could be 
dangerous. 

12 Cg5xi7 Fh6xi7 
13 Nj3-k5 Cj8-h6 
14 Nk5xj7 Rl8-j8 
15 Nj7-k5 Bi8-k6 

My idea doesn't look so good now; Black has a formidable 
lead in development (diagram at top of next page). 
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16 Bd1-i6+ KgS-f7 
I think it was better to play 16 ... Nh7 to prevent the block 
on j 5; the king is not safer on f7. 

17 Bi6-j5 
lS Bh5xk6 
19 Qf1-i4 

Nj6-h5 
17xk6 

Ff5-g6 

At this stage I concentrate on developing with threats, 
restricting the activity of the black pieces and defending 
my king. 

20 Cj1-j3 Nh5-g7 
21 Qi4xi7 QfS-hS 

This offer relieves White of all worry; "the rest is a matter 
of technique". 

22 Qi7xhS 
23 Fe1-e3 
24 Fb1-h3 
25 q3-g4 

Ch6xhS 
NbS-d7 
Nd7-f6 

Squares f5 and h5 are denied to the Black pieces and the 
bishop prepares to emerge. 

25 
26 
27 

Bi1-g3 
Kgl-i2 

Nf6-h7 
Nh7-j6 
Resigns 

White will centralise his rooks and play f4; Black has seen 
enough. 
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GAME REVIEW 
Shuuro, a recent invention of Alessio Cavatore, is a chess 
variant with two distinct features: the players choose their 
own armies, each man having a point value and the player 
having to keep within a given total, and the board is seeded 
with plinths, placed at random, which can be occupied only 
by knights and block the moves of all other men. The first 
is an old idea (see for example The Game of Calculation 
noted in 1806, ECV 2 page 77); the second is more novel, 
and imports something of the flavour of terrain-based war 
games. I asked for a specimen game score between players 
of reasonable competence, but none was forthcoming, and 
what follows has had to be based on my own analysis. 

The game is played on a 12x12 board, with eight plinths 
and typically with 25-30 men per side (a normal array of 
15 men plus king uses up almost five-eighths of the 
permitted point total). The men start on the first two or 
three rows and there is no pawn privilege beyond the 
normal two-step move from the second rank, so there is 
likely to be an extended period before the foot-soldiers 
come into contact. This slowing-down of the game is 
contrary to nearly all other variant chess development from 
the fifteenth century onwards. 

As regards the plinths, Steinitz is reputed to have said 
that if he could establish a knight on d6 or e6 he could go 
to sleep, because the game would win itself, and a knight 
on a plinth in enemy territory would seem to be even more 
powerful; it can be displaced only by another knight, and 
one of the player's key tasks is to decide how many of his 
points to invest in knights (he has to make this decision 
before the plinths are placed on the board). But once the 
last knight has been exchanged off, the plinths become 
merely blockers, and they significantly disrupt the normal 
flow of the endgame. I would expect this normally to 
hinder the attacker rather than the defender, and in expert 
company to make the game relatively drawish. 

To place the plinths, the board is divided into four 6x6 
squares, and a pair of dice is used to select two squares in 
each of these quadrants. The plinths in each player's half of 
the board are placed independently, raising the possibility 
that the resulting placements may greatly favour one side 
(a player in our "Symmetric Fully Randomised Chess" 
tournament of 1998-99 remarked in VC 33 that some 
starting arrangements were either very favourable or very 
unfavourable, and appeared to give one side a significant 
advantage from the word go). However, if this is found to 
be a problem it would be a simple matter to agree to roll 
the dice for one side's plinths only, and to make his 
opponent's mirror them either diametrically or on the file. 

The game is attractively presented, but because the 
armies start so far apart I fear that regular chess players 
will find it too slow, and I suggest that what we have is 
better regarded as a basis for further experimentation than 
as a finished game. If you are tempted to try your hand, 
you can obtain a set for £34.99 from River Horse LLP, 
1 Sunny Row, Wollaton, Nottingham NG8 2EA, UK 
(info@riverhorse.eu). 
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EXCAVATIONS 
Carlos Nafarrate's Gravitational 
Chess was described by David 
Pritchard in the words "Problem 
theme but perfectly playable as a 
game". It first appeared in a special 
number of the German problem 
magazine feenschach to commemorate 
the 70th birthday of Peter Kneist, and 
John McCallion subsequently featured 
it in Nost-algia. All men other than 
kings and pawns are subject to 
gravitational effects, and after moving 
are pulled back one square towards 
their own first rank. Neither square 
may be occupied by the player's own 
men, but an enemy man on either 
square is captured. A move is not 
legal if the subsequent gravitational 
slip is not possible (so a Black king on 
h8 with a White pawn on h7 cannot be 
checked other than by a pawn). 

John McCallion was never afraid to 
try out new games in public, and in 
Nost-algia 360 he reported two trial 
games against Ernest Park. He lost 
both, and described the evening as 
"one of the most traumatic of my life, 
and David Pritchard is as much 
responsible as Ernest Park". Notes 
in quotation marks are by him, as 
are question and exclamation marks. 
In the first game, John took the Black 
pieces. 

1 e2-e4 e7-e6? 
"An honest opinion. Things do not get 
any better." 

2 d2-d4 c7-c5 
3 d4-d5 QdB-g5-g6 

The first move with a gravitational 
component. 

4 Bf1-c4-c3! 

''Not only defending the e pawn 
because the Queen would end on eS, 
but also threatening both g7 and g6." 

4 e6-e5 
"This pawn is safe because of the 
White one on e4." 

5 Bc1-f4-f3 d7-d6 
6 a2-a4 

"The gravitational pull of the first 
rank is especially a nuisance for the 
Knights." 

6 f7-f5?! 
7 Bc3-d4-d3 NgB-f6-f7 

We may note that in this game knights 
are monochrome, and bishops change 
square colour with each move. 

B c2-c4 f5xe4 

9 Bf3xe4-e3 
"We both thought this was astute 
avoidance of a trap, but after 
Bd3xe4-e3, ... Qg6xb1xb2?? is met by 
Qd1-b3xb2!" 

9 e5-e4 
10 Bd3-c2-c1 

The bishop'S only legal move. 
10 NbB-c6-c7 
11 Be3-h6-h5! 

11 Qg6-e6-e7 
"The only salvation. I am paying the 
price for my amateurish development 
of the Queen, By now, I was not at all 
fond of the variant." If 11...Qf5-f6 
then 12 Bxf7xf6, the check after the 
first part of the move being ignored. 

12 Nb1-c3-c2 BcB-d7-dB 
"What splendid development!" 

13 Bc1-e3-e2 e4-e3?! 
14 f2xe3 Qe7xe3-e4 
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15 Ng1-f3-f2 
"Another attack on the Queen! One 
would think that I had not read Garry 
Reynold's column for beginners!!" 
This was a regular Nost-algia feature. 

15 Qe4-f4-f5 
"At least attacking the Bishop." 

16 Bh5-g4-g3 BdB-g5-g6 
17 0-0 

17 O-O-O?? 
''Nevertheless, it is very difficult to 
find a satisfactory move." 

1B a4-a5?? 
"Bg3-h4-h3 wins the Queen!" 

1B KcB-bB 
19 a5-a6 b7-b6 
20 Nf2-e4-e3 Qf5-g4-g5 
21 Ne3-f5-f4! 

"Threatening g6 and gS. Ernest is at 
last on the right track." 

21 QgS-fS-f6 
22 Be2-h5-h4! 

and Black resigned, "dejectedly, in 
dreadful positional health". 
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"The look on my face, as well as 
my complaints, told Ernest that it was 
time to play something else, but I 
unwisely decided to try it again -
provided I had the White pieces for a 
change:-" 

1 e2-e4 
2 £2-£4 

e7-e5 
B£8-c5-c6 

"Developing, certainly, but NOT 
attacking e4." 

3 
4 
5 
6 

Ngl-£3-£2 d7-d5 
£4xe5 d5xe4 

B£1-c4-c3 Bc8-h3-h4 
g2-g3?? e4-e3! 

"I resigned and this time we did 
call it a night [ ... ] The opinion of 
losers is usually suspect, especially 
when winners disagree with their 
conclusions, but I have to admit that 
the concept did not fulfil its promise 
to me. Nevertheless, suggested 
improvements might appear in future 
writings ... " 

John added a final note: 
"It is somewhat comforting to think 

that what I call "Anti-Gravity Chess", 
where a unit is pulled towards the 
eighth rank, is probably worse. 
After for example I e4 e5 2 exd5, 
2 ... Be6-e5 threatens a2/al and h2lhl; 
3 Oe2-e3 pins the Bishop and 
threatens a7/a8." 

Might we call this Political Chess, 
on the principle that hot air rises? 

/SOLATE1J PAWNS 
Banana Skin chess (see page 136). 
Peter Fayers has been having some 
thoughts about the rules. 

"Suppose a game starts 1 e6 c3 
2 Ba6 Nf6 3 a5, giving this position: 

"If now Black plays Pb7-b3, can 
White capture en passant? Or does the 
bP whizz past too quickly? Better still, 
as it whizzes by, does Pa5 lunge 
forward to b6, miss, slip on a banana 
skin itself, and end up sliding all the 
way to d8 and capturing the black 
Queen? 

''Now that would be interesting!" 

Goats and Tigers (mentioned on 
page 107 of VC 61). Andrew Perkis 
sends me a copy of pages 61-63 of 
Medieval Games by Salamallah the 
Corpulent, also known as JefUey A. 
DeLuca (published by DeLuca in 
1995, available from Kadon Games). 
These pages describe various games 
played on the Alquerque board and 
versions thereof (he uses the spelling 
"Alquerques"), and I find on page 63: 

"The Nagas [of Northern India] 
also played a version of the tiger and 
goat hunt game on a regular 
Alquerques board. In this version a 
tiger was placed in each of the four 
corners of the board, and tigers 
captured goats by leaping over them. 
The player who represented the goats 
had to enter his goats into play one at 
a time alternating with the moves or 
captures by the tigers. The tigers 
moved in rotation until all twenty 
goats had been entered into play. 
After all goats were in play the tigers 
could move in any order. The object 
of the game, for the goats, was to trap 
the tigers so that they could not move 
when it was their turn." 
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Boyer's "Nouveaux Jeux d'Echecs' 
Interessants". Looking through VC 2 
recently, I came across the following 
note by David Pritchard : 

"The reference ... is from neither of 
Boyer's books but to the later (scarce) 
manuscript addition (30 games). This 
is unfortunately undated, however it 
does offer the author's two books by 
post and quotes prices in old francs. 
Since the new franc was introduced in 
1959, I must assume that the ms is 
1959 or earlier." (VC 2 page 24.) 

Even if we read "manuscript" as 
including ''typescript'', there seem to 
have been at least three Boyer 
manuscripts. The first was a three
page typescript headed "Quinze 
Nouveaux Jeux d'Echecs Interessants" 
in capitals (hence the absence of 
accents). The British Chess Problem 
Society library holds an original, 
apparently a carbon copy, annotated 
"Recd Feb 15 '57." in the handwriting 
of C. E. Kemp (a problemist of the 
period and friend of T. R. Dawson), 
and we have a xerox copy of it. It 
described fifteen games. 

The second was an unheaded one
page document produced on the same 
or a similar typewriter and describing 
five further games. Again the BCPS 
has an original, apparently a carbon 
copy, and we have a xerox. 

The third was a five-page document 
headed ''Nouveaux Jeux d'Echecs 
Interessants", once more in capitals, 
of which David had a well-used 
carbon copy which is now in our 
possession. This document, produced 
on a different typewriter but similar in 
style, described thirty games, did 
indeed offer Boyer's books for sale, 
and was almost certainly the source 
that David had in mind in VC 2. 

It would therefore appear that all 
references in ECV and hence ECV 2 
are to this third document, and in 
dating it to 1957 on page 367 of 
ECV 2 I was confusing it with the 
first. It is only now that I have realised 
that they were distinct. 

And David had a fourth small 
document in French, a third of a page 
produced on a third typewriter but 
again similar in style, containing a 
description of the 81-cell version 
of de Vasa's hexagonal game (ECV 2 
pages 209-210). 
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PROOF GAMES 
by Peter Fayers 

Alain Brobecker has been busy with 
his computer again, this time looking 
for synthetic games in Banana Skin 
chess. In this variant, as soon as line 
pieces start to move they step on a 
banana skin and slide as far as they 
can in the intended direction. This 
also applies to Pawns moving 
forward, thus if White starts with the 
Ruy Lopez 1 e4 the Pawn slides 
forward and ends up on e6. King and 
Knight moves are normal. 

84 - Alain Brobecker, original. 
Banana Skin Chess. Find the game 

score that finishes 4 Qb4-a4#. 

As you would expect, I couldn't resist 
trying a proof game in this new 
variant. The idea of Pawns sliding 
forward immediately suggests rapid 
promotion, which should be enough of 
a hint for you to solve 85. 

85 - PF, original 

After Black's 6th, Banana Skin Chess 

We are honoured to have received 
two originals from Bernd Grafrath 
from Germany. Bernd is the world's 
leading composer of proof games in 
Losing Chess, and if you persevere 
and solve these you will understand 
why. 86 is quite straightforward; but 
shows a theme I have never seen 
before. Pb6, Bc8 out and capturing 
somewhere in SE corner, Q&K side
stepping and Bf8-g7-h8 account for 
all but one of Black's moves - take it 
from there. 

Bernd's next problem is a lot 
trickier, it had me stumped until I 

realised I was barking up the wrong 
tree. Or rather, I was asking myself 
the wrong question. The right question 
is given as a hint at the end of this 
article. 

86 - Bernd Grafrath, original 

After Black's 8th, Losing Chess 

87 - Bernd Grafrath, original 

After White's 9th, Losing Chess 

Looking through VC 61 searching 
for inspiration, I came across an 
Extinction Chess game. I had 
considered this before, but dismissed 
the idea - the play mechanics are the 
same as orthochess, only the objective 
differs. Or so I thought, until I came 
across a couple of proof games by 
Joost de Reer, of The Netherlands. 
I had overlooked the slight change in 
the rules, as stated in ECV2, whereby 
a Pawn may promote to a King. Also, 
Joost relies on an assumption not 
explicit in ECV, that the players aren't 
stupid. ECV states that there is no 
check or checkmate, which implies 
that a player may leave a lone survivor 
en prise, i.e., can lose the game by a 
blunder. These proof games disallow 
that: any attack on the last member of 
a species is regarded as a check, and 
all checks must be parried; it is illegal 
to leave such a piece en prise. 
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You shouldn't have too mucn 
trouble solving 88. All Black's moves 
are visible from the diagram, hence 
Pg7 and Rh8 were captured at home. 
Pt2 moved at least as far as f6 before 
capture, which leaves only two spare 
W moves to capture g7 and h8. 
The only way this could happen is 
by f6xg7xh8, promoting, with the 
promoted piece being captured on h8. 

88 - Joost de Reer 
3rd Place, Nunspeet 2005 

After Black's 10th, Extinction Chess 

Which brings us to a convention in 
Proof Games. In any such game that 
includes a promoted piece which is 
subsequently captured, you must be 
able to demonstrate the specific 
promotion. So in the above problem, 
the game score must prove the 
specific piece type Pt2 promoted to. 

There are various techniques for 
how we can do this. 86 and 88 show 
two different methods, and 89 shows a 
third. Twice. 

89 - Joost de Reer 
Probleemblad, 2006 

After Black's 10th, Extinction Chess 

Finally in VC 61, I came across the 
back page filler, Righcastle Chess. 
Irresistible. The first of these 
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problems virtually composed itself, 
and show a theme that I use regularly 
in these columns (and elsewhere). 
(Hint!) 

The last one took a lot longer, 
and involved much correspondence 
between myself and JDB (who kindly 
tests these problems for me) to get 
sound. I am rather pleased with the 
outcome, as it combines two of my 
favourite themes for what I believe is 
the first time. 

90 - PF original 

After White's 6th, Highcastle Chess 

91 - PF original 

After Black's 5th, Highcastle Chess 

Hint for 87: No W units have been 
captured, so Nb8 was captured 
somewhere it was unguarded. How 
many moves (at least) must it have 
made? So how many moves (at most) 
can Ng8 have made? 

To say that I "test" these problems 
for Peter is putting it a little strongly. 
I am normally fully stretched just 
trying to find his intended solutions, 
and certainly would not claim to have 
proved exhaustively that there are no 
others. But yes, any error that does 
slip through in these pages is at least 
a shared oversight. - JDB 
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A VALANCHE CHESS 
In Nost-algia 370, NovlDec 1998, 
John McCallion congratulated Joe 
McCarty "for finally overtaking Paul 
Yearout in their prolonged games of 
Avalanche Chess", and thanked him 
for sending all the games (his italics). 
He described the following defeat as 
''the most thematic and interesting", 
and it makes a pleasant page-filler. 
Paul was White; rules as last time. 

1 e2-e4/f6 e7-e6/f3 
2 Bfl-c4/g6 Nb8-c6/c3 
3 d2-d4/a6 d7-d5/e5 
4 Bc4-b5/a5 Bc8-d7/h3 
5 Bb5xc6/g5 b7xc6/a3 
6 Qd1-d3/a4 Ke8-f7/g3 

There is little point in castling at 
Avalanche, because the pawns that 
normally protect the castled king have 
long since been pulled forwards; he 
may well be better off staying in the 
centre. Even so, the point of this move 
escapes me. 

7 Ng1-e2/f5 Bd7-c8/b3 
8 b3-b4/h6 Bc8-a6/c4 

9 b4-b5/c5 d5xc4/b6 
10 b6xc7/c3 

Typical Avalanche cut and thrust. 
10 Qd8xc7/g4 
11 Qd3xc3/f4 Bf8-g7/h4 
12 h4xg5/h5 Bg7xe5/d5 

Skewering queen and rook, but ... 
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13 Bd1xf4/c4! 

"Paul knows the immense value of 
unobstructed pawns!" 

13 Be5xc3/d6+ 
14 Nb1xc3/h4 Qc7-d8/d7 
15 Rh1xh4/e5 

Black cannot take the rook or bishop 
because of the pawn pull to g6. 

15 Kf7-g7/g6 
16 Bf4xe5/- + Kg7xg6/g5 
17 Rh4xh8/- Kg6-f5/f4 
18 Ne2-d4/- + 

Black's king must advance (to retreat 
to g6 would be self-check from the 
pulled f-pawn), and after 

18 Kf5-g4/f5 
19 Ke1-f2/-

he resigned. The threatened mate can 
be postponed only by a spite sacrifice 
onh6. 

If any reader can see a significant 
improvement on Black's play from 
move 13, please will he say so. 
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THE END Is NIGH I 
by Paul Byway 

Solutions to competition 37 

#239 8 e3 e2 Kd7 Nf5 Ng3 Nxh1 
Ng3 exflQ mate. 
#240 7 Nd6 c4 c5 NB Ne5 Bd2 
Ba5 mate. 
#241 7 d4 NB Nxe5 Bh3 ReI Bf4 
Nxf7 mate. 
#242 9 d6 dxe7 e8R Ke4 Kd5 Nc3 
Ne4 Nf6 mate. This is only 8 moves; 
add a neutral move (eg c3). FG also 
gives the Italian mate 9 c3 d6 dxe7 
Ke4 Ke5 Nd2 Ne4 Nd6 e8Q and 
an unusual double queen mate 9 Kg3 
f4 f5 fxg6 gxf7 f8Q d6 dxe7 e8Q. 
#243 7 dxe5 Ng5 Rd1 Na3 Nb5 
Nxc7 Ba3 mate. 
#244 8 Kd7 h5 Nh6 NfS Bh6 Rg8 
Rg4 Nxd4 mate. Alternatives: 8 Kd7 
Nf6 Nd5 Nc3 Rg8 Bh6 e5 e4 (IR), 
8 Kd7 e5 fS Bh6 Ne7 Rg8 Nc6 Nxd4 
(JB), 8 Kd7 f5 Nf6 Ne4 Bh6 Rg8 Rg2 
Rxf2 (FG). 
#245 1 HblO+ GdlO 2 Hc8+ Ge9 
3 NdlO+ Kxd10 4 Pd9+ KelO 5 Pd10 
mate. 
#246 1 Rxd1 Gf8 2 Rd10+ Kxd10 
3 Rxf8 Pft2+ 4 Rxf2 Pxf2+ 5 Kxf2 
draw. 

The current scores:- FG 183, IR 156, 
JB 87, RC 77, PW 35, CL 24, RT 19. 

Here's an extra (answer on page 139). 
Despite appearances it doesn't come 
from 'Cannon + Pawn'. 

'Subtleties in Practical Endgames' 
(page 108 example 2) 

10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

k f 

Red to play and win 

h 

Competition 38 is alongside. 

'V"n"." Chess 62 

#247 Miliunas - Kyncl (1991) 

White wins (series 9) 

#248 Biagini - Guerrini (1989) 

White wins (series 7) 

#249 Sarale - Buccoliero (1992) 

White wins (series 9) 

#250 Lantillo - Kustrin (1990) 

White wins (series 7) 

October 2009 

#251 Tokarev - Woronowicz (1991)' 

Black wins (series 8) 

#252 Mazza - Cassano (1985) 

10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

Black wins (series 8) 

#253 'Five Dances' #45 

r 

B 
9 k 

R 
p ~ 

c 
p 

,IS: 

Red to play and win 

#254 'Five Dances' #102 

e . 9 
k . 

H e H 

h E 
p r 

: K 

Red to play and win 
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LOSING CHESS 
There being a little space left, let us 
have an opening trap from the 2001 
championship (VC 39/40). 

As Black against 10han Snuverink, 
I met 1 e3 with 1. .. e6, and ran into 
2 b4 Bxb4 3 Qg4 Bxd2 4 Qxg7 : 

Taking the opponent's king is often 
good, so I played 4 ... Bxel, but 5 Qx17 
Bxf2 6 Qxh7 Bxgl 7 Rxgl Rxh7 left 
me with a rampant rook: 

Nor would S ... K.x.fl have helped 
(6 Nf3 Bxt2 7 Ba3 etc), nor 6 ... Rxh7 
(7 Bb2 etc), nor 6 ... Bxe3 (7 Bxe3 
Rxh7 S Bxa7). Some of the lines are 
complicated, but the computer always 
finds a win and 4 ... Bxe3 was essential. 

SOLUTIONS 
Sting (page 127). On the left, Black to 
move would have to play l ... KaS, 
allowing mate by 2 Bb7. White to 
move can win by 1 Kc6 Ka7 (l ... KaS 
2 Kc7 Ka7 3 BcS, giving a reflection 
of the original position but with Black 
to move) 2 Kb5 Ka8 (3 ... KbS 4 Kb6 
at once) 3 Ka5! Kb8 (White's king 
prevents 3 ... Ka7) 4 Kb6, and White 
has successfully lost a move. Ronald 
credited the discovery of this lone
bishop mate to Ian Richardson. 

On the right, after 1 Rf6+ Ke3 
2 Rxfl and the fork 2 ... Ke2+, play 
3 Rf3: 

Now White's rook and Black's 
g-pawn are both pinned, even ... gxf3 
being impossible. So Black continues 
3 ... Kdl to keep White's rook pinned, 
and after 4 Nf2+ Ke2 5 Nxg4 does he 
not win by 5 ... hlQ+ forking king and 
rook? No, 6 Nh2+!! blocks the check, 
defends the rook, and sets up a final 
fork of king and queen: 

This is one of the best variant chess 
studies I have seen. It was very well 
received, and deservedly so. 

Transmuting Kings (page 127). With 
ordinary kings, 1 Kh6 (simplest) Kg8 
2 Kg6 etc. 1 Kg5 also works (l...Kh7 
2 Kf5 etc, l...KgS 2 Kg6 as before), 
but not 1 Kg6 when l...KgS draws. 

With Transmuting Kings, neither 
1 Kh6 nor 1 KgS works (the pawn's 
promotion can still be forced, but 
K + Q v K is not a win), but the 
previously unsuccessful 1 Kg6 does 
the trick. After 1...Kg8, 2 17 is mate, 
the pawn-transmuted king being 
helpless however long a forward move 
we give it from the first rank. 

Magnetic Chess (page 130). 1 Rf8+ 
(White takes his third option) with 
two mates: l...K.x.f8 2 Bfl(Nh7), the 
bishop guarding the flight square and 
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pushing the knight to give the mate, 
and 1 ... Kh7 2 Bg6(Ng8), the bishop 
giving the mate and pushing the 
knight to guard the flight square. If 
instead White tries 1 Ne6, hoping for 
l...h7 2 Rf8, Black escapes by l...h6. 

Proof Games (pages 136-7). ' 
84 (Brobecker) 1 c6 Nxc6 2 Qa4 

Nb43 Qxb4 d3 4 Qa4#. Neither BcS 
nor QdS can interpose - they will 
slide right past d7. 

85 (PF) 1 h6 Nxh6 2 Rxh6 gxh6 
3 gSR h1R 4 RxhS Rxg1 S Rxh7 RgS 
6 Rh1 RhS. Both RhS and Rh1 are 
promoted g-Pawns. 

86 (Griifrath) 1 h4 b6 2 hS Bb7 
3 h6 Bxg2 4 hxg7 Bxh1 S gxhSR QcS 
6 Rxh7 Kd8 7 Rxh1 Bg7 S RhS BxhS. 
A promoted piece returns to its 
apparent game-array square, then goes 
back to its promotion square to get 
captured. The promoted piece could 
not have been a Q as then White 
would have had to capture as on move 
S. 

87 (Griifrath) 1 b4 Nc6 2 bS NaS 
3 d4 hS 4 Qd3 Rh7 5 Qxh7 fS 6 QxgS 
Nb3 7 Qxb3 g6 S c4 e6 9 Qdl. Who 
would have thought, from the 
diagram, that it was the Queen that 
had done all the damage! 

88 (de Heer) 1 f4 Nf6 2 fS Ne4 3 f6 
as 4 fxg7 f5 5 gxh8K Bh6 6 d4 Bxb 1 
7 e3 Kf7 S Bc4+ Kf6 9 BdS QxhS 
10 c4 c6#. Promotee must be K as 
anything else would have checked the 
bK at some stage. 

89 (de Heer) 1 f4 eS 2 fS Bc5 3 f6 
Ne7 4 fxg7 Bt2 S gSK cS 6 a4 Qb6 
7 as QbS S a6 Nbc6 9 axb7 RxgS 
10 bSK RxbS. Both promotions to K 
needed to get out of check. 

90 (PF) 1 d4 Nh6 2 Bxh6 Pfl-Pt2 
3 Bxg7 PfS-Bfl 4 Bxf8 Rxf8 S Bc1 
RgS 6 Pf6-Pf3. Turbulent Priests. 

91 (PF) 1 Pg2-Pg7 g2 2 Nc3 gxflB 
3 Nc3-Pc7 Bh3 4 Nxd7 Ph7-Bh3 
5 Nxf8 Bxf8. The Phoenix (a unit 
apparently on its game array square 
which is in fact a promoted pawn) is a 
Turbulent Priest. 

Xiangqi (opposite). 1 Kd1 Ke9 2 Ci3 
Ke8/1 0 (here and later, moving to the 
f-file will help White - Ke1, Ca-, 
Ca10, wait for ... Kfl 0, CxH) 3 Ci9 
Ke9 4 Pg9+ KeS/10 5 Ph9 Kf8/10 
6 Ke1 Hg9 7 PxH stalemate. 
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The background to VC (VC 61 page 
112). George Jelliss writes: 

"Naturally I was most interested in 
lan Richardson's account of Malcolm 
Home's Deviant Chess Week back in 
1989 which was one of the origins of 
Variant Chess magazine. Readers may 
be surprised to know that, although 
Malcolm and I were co-editors of the 
first volume, we never actually met in 
person. Putting together the issues was 
all done by post. I forget now how we 
came into contact, perhaps it was 
through David Pritchard. 

"Between the end of Chessics 
and the beginning of Variant Chess 
(1987-89) I produced The Games 
and Puzzles Journal which included 
variant problems, under the heading 
Caissa's Kaleidoscope. Variant Chess 
was first advertised there (p.166)." 

George adds that PDF versions of 
Chessics, The Games and Puzzles 
Journal, and volume 1 of Variant 
Chess can now be downloaded from 
his web site 

<www.mayhematics.comlp/p.htm> 
free of charge. 

NOTICES 
VC 63 is scheduled for January. Copy 
date for contributions is December 1, 
but early receipt is always helpful. 

Losing (Giveaway) Chess. As a 
tribute to the late Stan Goldovski, 
KIaas Steenhuis has set up an account 
on the Free Internet Chess Server with 
the account name "stayalive" which 
lets people play against his Wizard 
program. As at July 11, it had played 
2654 games, scoring over 92% against 
all comers (+2405, =83, -166). 

Thank you, KIaas. I am sure all 
Stan's friends will be glad to read this. 

Five-leaper tours. George Jelliss 
reminds me that, in addition to the 
complementary tours described on 
page 131, Tom Marlow also found 
58 row-and-co1umn magic tours 
(42 closed, 16 open), two being also 
magic along the principal diagonals. 
Two of them appeared in VC 6, and 
all can be found on George's Knight's 
Tour Notes web site 

<www.ktn.freeuk.com/9f.htm>. 

Polgar Superstar Chess. The World 
Championship announced last time 
duly took place in Pardubice, and 
resulted in a win for Arpad Rusz with 
7/9 ahead of Csaba Schenkerik, Tom 
Shutzman, and a computer program 
each with 6/7. I was surprised at this 
last, because I would have thought 
that the game was simple enough for a 
computer to be effectively unbeatable, 
but while it did indeed avoid defeat it 
only won three games. Apparently 
Tom Shutzman is Susan Polgar's ten
year-old son. For some game scores 
from the event, see pages 123-125. 
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EVENTS 
I have received no details yet, but I 
presume that the traditional Guildford 
Variants Tournament will be held 
on a Monday late in December, 
that there will again be a Variants 
Tournament at Hastings on New 
Year's Eve, and that the usual 
Circular Chess Chrimbo Challenge 
will be held at the Tap and Splle, 
Hungate, Lincoln, on a Sunday in 
January. If interested readers care to 
get in touch with me, I will pass on 
details as I receive them. 

Next year's World Quickplay 
Hnefatafl Tournament will take 
place on Fetlar on Saturday 31 July. 
This year's champion is Tim Millar 
from Somerset, who has been playing 
for over 15 years. Sam Clark, also 
from Somerset, won a junior event. 
But I thought Alfred the Great had 
kept the Vikings out of Somerset ... 

I regularly receive details of Xiangqi 
tournaments from C. K. Lai. They 
rarely arrive at the right point in our 
production cycle for quotation here, 
but if individual readers would like to 
receive them I shall be very pleased 
to forward their names for addition to 
his mailing list. 

Paul Byway tells me that this year's 
UK Championship was won by Huang 
Chunlong with 4%/5, beating David 
Young on tie-break. They met in the 
last round, David skilfully holding out 
with two cannons against a rook. Shao 
Nan Fei and Wang Jianzheng shared 
3rd and 4th places with 4/5, and Paul 
himself scored 3/5. He added that it 
was good to see Peter Wood breaking 
a lance again. 
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GRAND CHESS 
I am not a great enthusiast for games 
whose main difference from orthodox 
chess lies in the addition of knight 
power to rook or bishop, and those 
who enjoy such games may feel 
that they have been rather under
-represented in recent issues of vc. 
But a recent browse through David 
Pritchard's copies of Nosl-algia drew 
my attention to a "first Cyberspace 
Grand Chess World Championship" 
held in 1998, which included two fine 
wins by R. Wayne Schmittberger. 
It seemed to me that they were well 
worth reproducing here, and perhaps 
this will help to restore the balance. 

Grand Chess is a Christiaan 
Freeling game featuring Marshall 
(R+N) and Cardinal (B+N) : 

Pawns promote optionally on ranks 8 
and 9 and compulsorily on rank 10, 
but only to replace a piece already 
captured; if no replacement piece is 
available, a move to the tenth rank is 
illegal. Normal pawn-two with en 
pass ant; no castling. 

Wayne Schmittberger was White 
in the first game. Notes in quotation 
marks are by him. 

1 e3-e5 
The men on files a-e are the same as 
in orthodox chess, so that these moves 
at least have a familiar feel. 

1 i8-i7 
2 f3-f5 h8-h6 
3 Nb2-c4 Ni9-h7 
4 d3-d5 d8-d7 
5 g3-g4 Bc9-g5 
6 Bh2-f4 Nb9-d8 
7 Ni2-h4 e8-e6 
8 Bc2-e4 a8-a7 
9 Ke2-d1 

This is effectively going to be part of 
0-0 by hand, and I wonder whether it 
might not have been worth borrowing 
an idea from Paul Byway's Modern 
Courier Chess (and from several older 
games) and allowing an unmoved king 
a double move. 

9 
10 
11 
12 
13 
14 
15 
16 

Cg2xf4 
Be4-g2 
Kd1-c2 
Bg2xd5 
Cf4xd5 
Cd5-f4 
Rj1-e1 

Bg5xf4 
Nh7-g5 

g8-g7 
e6xd5 

Bh9xd5 
Cg9-f7 
Nd8-c6 
Ke9-flO 

Black's position does not seem too 
bad, but as we shall see he has left 
his king in the centre just a little too 
long. 

17 e5-e6 d7xe6 
With hindsight, ... Ce8 or even ... Ce9 
might have been better, since after the 
exchange of queens White's second 
rook will occupy the d-file with gain 
of tempo. 

18 
19 
20 
21 

Qd2xd9 
Ra1-d1 

f5xe6 
Nc4-d6 

Mf9xd9 
Md9-f9 
Cf7-e8 

"The start of an overwhelming cavalry 
charge involving all four of my 
Knight-moving pieces." 
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21 Ce8-f6 
22 Cf4-g6 

White despises the mere capture of the 
pawn on c8, and goes for the jugular. 
The immediate threat is Ne8+ forking 
K and C, and if 

22 Cf6-e7 
to avoid this then 

23 Cf6-e8+ 
forks K and M instead. 

23 Kf10-e9 

24 Nh4-g6 
Again adding to the pressure rather 
than taking material at once. Black's 
game is resignable, but he keeps going 
for a few more moves. 

24 
25 
26 
27 
28 

Ce8xf9 
Nd6xc8+ 
Mf2xf8 
Rd1-d9 

Ce7-d8 
Cd8xf9 
Ke9-flO 

KflO-g9 

and Black did resign. The elementary 
textbooks of my youth would have tut
tutted over his unmoved rooks. 

The reverse game was described by 
John McCallion as "My favorite 
game. After White sacrifices a pawn 
to gain the advantage of two Bishops, 
Black follows a Steinitzian pattern of 
play, returns the pawn at an opportune 
moment and, in an exciting ending 
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with White one move away from 
crushing his King, delivers mate. 
A game worthy of a Wodd Champion
ship which will surely become a 
classic!" 

1 d3-d5 fS-f6 
2 Nb2-e4 Ni9-h7 
3 Ni2-h4 gS-g7 
4 g3-g4 Nb9-e7 
5 d5-d6 Ne7-e6 
6 e3-e5 dS-d7 
7 Nh4-g6 

"A complete surprise" (RWS, as are 
subsequent quotations), and my own 
instincts would certainly have been to 
give higher priority to development 
and king safety. White has already 
moved his knight on g6 twice, 
contrary to normal tenets, and that on 
d3 will have to move again if his 
bishop is to have any scope. As for the 
king, its natural home would seem to 
be on c2 or b2 behind unmoved pawns, 
so a natural K-side development for 
White would seem to be Pd3 up, Nb2 
to c4, Bc2 out, and K to c2 or beyond. 

7 f6xe5 
S Ne4xe5 eS-e7 
9 Ng6-e7 

"Another surprise: either a '!?' or '?!' 
move, but I am not sure which." On 

the larger Grand Chess board, "having 
the two bishops" is likely to be even 
more advantageous than in ordinary 
chess, but whether it is worth a full 
pawn is perhaps another matter. 

9 Be9xe7 
10 d6xe7 Mf9xe7 
11 Ke2-fl 

White's K-side being compromised, 
he takes his king to the other wing, 
but we shall see that it is not really 
safe there either. 

11 
12 
13 
14 
15 

Kfl-gl 
f3-f5 

Bh2-f4 
e3-e4 

Me7-eS 
Ne6-fS 

Rj10-flO 
Cg9-i10 
Ke9-f9 

"Embarking on a 'safety first' plan 
and hoping eventually to neutralize 
White's Bishop pair and use my extra 
pawn in the ending." 

16 Be2-e4 
17 Kg1-h2 
lS Ral-d1 

Kf9-g9 
d7-d6 

Qd9-e10 

"This proves to be a very good square 
for the Queen: it operates effectively 
here for the next 23 moves!" 

19 Ne5-f3 eS-e6 
20 
21 
22 

f5xe6 
Bf4-e3 
Cg2-h4 

NfSxe6 
Ra10-a9 

Ne6-fS 
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23 Rj1-f1 Ra9-f9 
24 Mf2-h1 Kg9-h10 
25 Rfl-f2 Kh10-i9 
26 Rd1-fl 

Development is essentially complete, 
and both sides have set out their stalls 
for the next phase. We may notice, 
however, that whereas White's king's 
position is a little loose, with the open 
f-file perilously close, Black's is tight 
and well organized, with the knight on 
h7 holding things together just like a 
knight on f6 in ordinary chess. 

26 bS-b7 
27 Nf3-g5 Bh9-gS 
2S Ng5xh7+ NfSxh7 
29 Rf2xf9+ Rf10xf9 
30 Rflxf9+ BgSxf9 
31 Mhl-f1 

31 MeS-fS 
"It has been hard to find safe squares 
for my Marshall because of White's 
Bishop pair and well-posted Cardinal. 
Passive moves are bound to be bad. 
This costs my j pawn but I get lots of 
compensation: Marshalls off the 
board, one of the Bishops traded and, 
most importantly, activity for my 
Cardinal to support the advance of my 
d pawn while menacing the White 
King." 
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32 Mf1xfS Nh7xfS 
33 Be4-d5 Bf9-gS 
34 Bd5xgS CilOxgS 
35 Be3xjS+ Ki9-h9 
36 BjS-e3 

We are now down to the endgame. 
White has bishop for knight, but in all 
other respects the position would 
seem to favour Black. Black's half
passed pawn is well advanced, 
White's is sadly backward; White's 
king's position is still a little loose, 
Black's is relatively secure (his knight 
will soon return to its excellent station 
at h7); and Black's advanced pawn is 
distant from White's king, so that he 
has two widely separated points of 
attack which White may be hard 
pressed to counter. 

Particularly important is the relative 
looseness of White's king's position. 
Endings in ordinary chess tend to be 
all about position and material, the 
occasional mate being a tactical 
surprise rather than a primary 
objective of play. Here, the power of 
Q + C working together means that 
mate can be an objective even with so 
few men left. 

36 
37 
3S 

Qd2-f2 
i3-i4 

CgS-f7 
NfS-h7 

c7-c6 

39 Qf2-f5 
"Starting an assault that just falls 
short, but I had already won our other 
game and White was in no mood to 
try the passive defence of blockading 
my d pawn." In truth, I suspect that 
White's attack was largely a matter of 
desperation (I would not expect an 
attack with pieces alone to break 
down a solid defensive position such 
as Black has here), but a sustained 
defence after Black's ... d5 would have 
been long, difficult, and almost 
certainly unsuccessful. 

39 d6-d5 
40 Qf5-j5 Kh9-i9 
41 Ch4-i6 Cf7-d6+ 
42 Kh2-g1 QclO-eS 
43 Be3-jS+ Ki9-h9 
44 BjS-d2 d5-d4 

No doubt White had been hoping 
for 44 ... Ki9 45 Bj8+ with a draw by 
repetition, but Black has calculated 
that White's checks will soon run out. 
His threat is not so much 45 ... d3M 
(not Q, because promotion is possible 
only to a piece that is currently off the 
board) as 45 ... Qe3+ 46 Bxe3 dxe3Q+ 
(possible now), winning a piece with 
check and in fact forcing mate in three 
(47 Kf1 Cg3+ 48 Kg2 Qt2 mate, or 
47 Kg2 Qe2+ 48 Kgl Qh2+ 49 Kf1 
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Cg3 mate, or 47 Khl Cg3+ 48 Kg2' 
Qt2 mate). Passive defence is clearly 
useless (45 Qf5 may perhaps avpid 
the immediate mate, but after 
45 ... Cxf5 46 fxe5 Qe3+ 47 Bxe3 
dxe3Q+ the piece is again lost and the 
helpless pawns on the left-hand side 
will soon follow), and White tries the 
checks for lack of better alternative. 

45 Qj5-j9+ Kh9-gS 
Not of course 45 ... Ni9, when White 
has 46 Cj 8+ and the knight will be 
captured with check. 

46 Qj9-ilO+ KgS-g9 

47 QilOxiS 
47 Qi9+ Kf8 would have left White 
with no further check (and we notice 
that the knight on h7 has performed 
one final service by preventing 
47 Qi9+). White can now meet 
47 ... d3M by 48 Cxh7+, but of course 
this was not Black's primary threat. 

47 QeS-e3+ 
4S Bd2xe3 d4xe3Q+ 

and White resigned because of the 
mate in three which we saw in the 
note to move 44. 

To some extent, the "exciting 
ending" may have been illusory, 
because I imagine that Black had 
calculated through to 47 Qi9+ Kf8 
before playing 44 ... d4, but it was still 
an impressive performance. 

Large-board variants can play slowly 
because the two armies start a long 
way apart. Grand Chess, with the main 
armies on ranks 2 and 3, the back rank 
left clear for the rooks (shades of 
Thai Chess), and pawn promotion on 
rank 8, tackles this problem in an 
imaginative and intelligent manner. 
It is perhaps as good as any of the 
added-knight-power games, and is 
certainly better than most. 
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THE BIGGEST HNEFATAFl 
by Andrew Perkis 

Tajl (pronounced tabl) was the older, and Hnefatafl the 
later name of a board-game which was already played by 
the Scandinavian peoples before A.D.400. It was carried 
by the Norsemen to Iceland, Britain, and Ireland, and 
spread to Wales. It was the only board-game played by the 
Saxons. After the introduction of chess into England in the 
eleventh, and Scandinavia in the twelfth century, hnefatajl 
fell out of use except in remote and isolated districts: 
the last mentions of the game as still played are from 
Wales, 1587, and Lapland, 1732. 

H. J. R. Murray, A History of Board Games 
other than Chess, 1952. 

Hnefatafl has, following Murray, become the generic name 
for a group of games, which, it seems, evolved in distinct 
and localised (and locally named) foons. The degree to 
which they differed from each other is unknown and it may 
well have boiled down to different preferences with regard 
to board size. Hnefatafl is also the best candidate we have 
for a contemporary generic name, though we have no idea 
how widely it may have been used. Most readers will have 
some knowledge of the game. The llxll game, with a 
relatively modem rule set, has attained a degree of 
popularity - even making it onto the front cover of Variant 
Chess (Issue 59, January 2009). The focus in this article is 
the quest to find a playable rule set for 19x19 Hnefatafl. 
At the outset, a quick review of the difficulties that have 
been encountered in trying to reconstruct the game - on 
board sizes 7x7, 9x9, llxll, 13x13, and 19x19 - will 
clarify what this quest entails. 

Hnefatafl was a long dead game, and the rules long lost, 
when scholars began to study the older Icelandic literature, 
and discovered references to an unknown board game. 
Although many guesses were made as to its identity with 
known games, these were all disproved by Willard Fiske 
(Chess in Iceland, 1905). Fiske, however, was not able to 
recover the game. It was Murray's "chance discovery of an 
account of the Lapp game by Linnaeus that gave the clue, 
and the description of hnefatafl which I gave in my History 
of Chess (1913) has been confirmed by later discoveries" 
(Murray 1952). The 'hnefatafl' referred to here is Tablut, a 
living game among the Sarni of Lapland until at least the 
late nineteenth century - though this was only brought to 
light by fairly recent research (see Mike Sanderson's 
article, Tablut: a Sami Game, in Abstract Games 16, 
Winter 2003). 

Murray's assumption that the rules of the 9x9 Tablut can 
be generalized to other board sizes, is, in my opinion, 
legitimate, despite the patchy success rate of attempts to do 
it. David Parlett (The Oxford History of Board Games, 
1999) gives a good overview of the attempt to reconstruct 
these games. "Information on the play of Tafl games is 
widespread but disparate. Remains and fragments of 
gaming equipment tells us the size and patterning of 
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various boards and the design of the individual pieces, but 
nothing of their initial arrangement and powers of action. 
Some written records imply the initial arrangement or 
powers of action, but rarely both, or without eliciting 
unanswerable questions. On the other hand, such rules as 
can be inferred from known sources are so consistent with 
one another that it is possible to reconstruct an archetypal 
Tafl game from which no individual game is likely to have 
deviated to any significant respect." 

This archetypal game would be played on boards with an 
odd number of squares (except when played on the 
points!). At start of play, the King would be placed on the 
centre point surrounded by a number of defenders placed 
in radially symmetrical positions. The attacker would have 
twice as many pieces as the King has defenders, and would 
place them symmetrically around those defenders at start of 
play. All pieces would have the move of the Rook, and 
capture would be by orthogonal interception (sometimes 
called custodian capture or 'sandwiching'). The object for 
the attacker is the capture of the King, by surrounding him 
on four sides; the object for the defender is to move the 
King off the board. 

Although there has been a lot of 'fit' in the piecing 
together of various bits of evidence (as described by 
Parlett), some commentators have nevertheless professed 
skepticism that all these differently sized variations of 
"hnefatafl" are really one and the same game. Threre is no 
way of knowing - but if we consider only 9x9, 11 x 11, and 
19x19, enough probably is known to assume that the same 
game was played on all these board sizes - just as Go is 
commonly played on 9x9, 13x13, and 19x19. I should 
mention that these waters are considerably muddier for 
researchers than I have been able to indicate here. Boards 
for standard Hnefatafl were almost certainly used for other 
games too, some of which may have outstripped Hnefatafl 
in terms of popularity, and some of which may have been a 
development from it. A probable example is Tawlbwrdd 
("Throw-board"). This is l1xl1 Hnefatafl, but, according 
to R. C. Bell (in Board and Table Games from Many 
Civilizations, 1979) was probably a variant that used dice. 

The biggest Hnefatafl : Alea Evangelii ? 

We are lucky to have evidence even for the existence of the 
19x19 game. Only a few fragments of probable boards 
have been recovered. The principal source for this game is 
an English manuscript from the reign of Athelstan (924-40) 
which calls it Alea Evangelii and describes it in terms of a 
Christian numerological symbolism which is not integral to 
it. Within this system it seems that the positions - and not 
the differentiation - of pieces was seen as significant. 
At any rate, no differentiation is shown. Murray (1952) 
chose an obvious patteming suggested by Tablut, and to 
which no good alternative has ever been published. This is 
probably because no attempts have been made to play the 
game in an organised competitive fashion, otherwise better 
starting positions would - as we shall see - almost 
inevitably have been proposed. 

19x19 was probably the largest board size to be used for 
Hnefatafl. R. C. Bell, an "inspired restorer of lost rules of 
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play" (Parlett 1999) called the game Saxon Hnefatafl and 
gave a rule set based on Tablut, using the starting position 
proposed by Murray and shown below. The game was 
played on the points, so the board, of 19x19 lines, was 
essentially the same as is used for Go. Readers with a Go 
set can use it to play the game. 

0 0 0 0 

0 0 0 0 
0 0 0 

0 • • 0 
0 0 0 0 0 0 

0 • 0 
0 • • 0 • • • • • 0 • • :0 • • 0 • • • • • 0 • • 0 

0 • 0 
0 0 0 0 0 0 

0 • • 0 
0 0 0 

0 0 0 0 

0 0 0 0 

Alea Evangelii has, since Murray, become the default name 
for the game. I have resisted using it as it seems fairly 
improbable that this was a name used by players of the 
living game. 

Balancing the game 

Although a degree of bias in favour of one side or another 
is natural in a game of unequal forces, Tablut as 
reconstructed by Murray, and the llxll game (using any 
of the three starting positions that have been proposed) 
show a huge bias in favour of the royal player. A pertinent 
question, a couple of decades ago, among those wishing to 
reconstruct or develop the game, was whether to accept 
that the game as originally played was badly tilted or not. 
Accepting that it probably was, leaves one totally at liberty 
(while retaining the basic idea of Hnefatafl) to use any 
means to come up with a better balanced game. This, I 
believe, was the - perfectly reasonable - approach taken by 
the developers of the llxll "Viking game" in the early 
1990s. 

A number of new rules were introduced at this point, all 
of them related to the basic leap - of introducing a new, and 
more difficult, objective for the royal player. The King was 
now required to reach a corner, rather than an edge, square. 
Some commentators even claimed that this was a proper 
reconstruction of, at least, certain versions of the game. 
This is hard to disprove, but there is enough evidence to 
make it highly doubtful. Anyway, the ruling is clear in 
Tablut: the royal (or "Swedish") side wins as soon as the 
King reaches a square on the periphery of the board. Also 
there is a reference in Frithiof's Saga (Iceland, thirteenth 
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century) to the warning terms that the royal player must' 
use: "Raichi", when there is one clear route to a side; 
"Tuichi" when there are two, and hence a won game. So, 
even if there were a variant of the game with such a ruling, 
it would have been an exception to the basic pattern of 
play. 

A justification for regarding the new objective as a 
recovered rule is that several boards and board fragments -
of different board sizes - have been found which have 
specially marked squares or points. Specially marked 
squares, which are not believed to be integral to the game, 
occur frequently in other positions too, but, nevertheless, it 
is impossible to prove that these corner markings did not 
indicate the King's hoped-for destination in certain variants 
of the game (though these may only have been variants 
using dice). A little more likely, in my opinon, is that these 
corners were marked off for the opposite reason. When 
making my own board, I coloured the corner points a 
relatively inconspicuous gold, not to show any 
significance, but, rather, their not being goal points for the 
King, by whom they could never be reached in the lifetime 
ofa game. 

We found that 19x19 Hnefatafl, when played according 
to the general interpretation of the rules as handed down 
since Murray, can easily be won by the royal player, even, 
as it turns out, if the more difficult objective of reaching a 
corner point is adopted. 

Fortunately, around about the time I started to try the 
game out, I discovered that a recent re-reading of 
Linnaeus' rules had ditched the assumption that the King 
may take part in capturing. Tablut, using this new 
interpretation of the rules, had become popular on the 
BrainKing website. As reported by Michael Sandeman 
(2003) with games using this rule, any bias "is more 
apparent than real". He compares games on BrainKing 
between lower rated players, in which a significant 
majority of games were won by the royal side, with games 
among players with established ratings. In the latter games 
the disparity was much reduced - to the point where a 
majority of players preferred to play the role of attacker. 
Sandeman's personal view is that "in an ideally played 
game" the attacker has the advantage, but (and I think this 
has parallels in several games of unequal forces) it may 
only take one error to let the King through the net. 

This sounds convincing and, although game-scenarios 
differ in the larger game, the King-can't-capture rule does 
produce a game with (barring blunders) only long and 
unstraightforward paths to victory available to either 
player. As long as the royal player makes an aggressive 
start, it looked as if we had a worthwhile version of the 
game. Unfortunately, there is another approach which the 
royal player can choose, which can make the game totally 
unplayable. 

Opening arrangements 

The opening position for the biggest Hnefatafl, as 
reconstructed by Murray, and generally accepted since, has 
one serious flaw. As Alain Dekker has pointed out, Black 
can easily construct a fortress around his King during the 
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fIrst few moves of the game, and there is nothing White 
can do about it. 

Here is an example of such a game. 
1 e7-i7 
2 o7-k7 (xj7) 
3 m14-mll 
4 m5-m9 (xmlO) 

0 0 

0 0 
0 0 0 

0 • • 0 0 0 
0 • 0 0 0 0 

• 0 0 
0 • 0 .0 0 

• 0 0 
0 0 0 0 

0 0 
0 0 0 

0 • • 0 0 0 
0 0 

0 0 

j9-j8 
ilO-hlO 
klO-110 
jll-j12. 

0 0 

0 

0 0 
0 

0 
0 • 0 
0 • 0 

0 0 

0 

0 0 

0 

0 

0 

0 

Now the marked defenders can never be captured, and the 
King can move to and fro indefInitely within them. 

Alternative arrangements 

Since the position, but not colour, of the pieces is known, 
an improved start position should be achievable, though 
fInding one which purports to replicate the original start is 
somewhat more of a challenge. At fust I wanted to swap 
round as few pieces as possible, and tried this position: 

0 0 0 0 

0 0 0 0 
0 • 0 

0 • • 0 
0 0 0 0 0 0 

0 0 0 
0 • • 0 • • • • • • 0 • .0 • 0 • • • • • • 0 • • 0 

0 0 0 
0 0 0 0 0 0 

0 • • 0 
0 • 0 

0 0 0 0 

0 0 0 0 
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I leave it to readers to fInd out for themselves how the 
royal player can still set up a fortress from this position, 
despite the attackers' best efforts (it is not too difficult). 

Eventually I came up with the position below: 

0 0 0 0 

0 0 0 0 
0 • 0 

• 0 0 • 0 0 • • 0 0 

• • • 0 0 0 0 
0 0 • 0 0 • • • [0 • • • 0 0 • 0 0 

0 0 0 0 

• • • 0 0 • • 0 0 

• 0 0 • 0 • 0 
0 0 0 0 

0 0 0 0 

Here the forces interleave in an attractive way. Visually it 
is comparable with Tablut due to the cross formation of the 
black pieces. The extra black pieces give an impression 
very much like a Celtic cross, which could account for the 
game being described as Alea Evangelii. Finally Black's 
chances of setting up a successful fortress are so reduced 
that it would probably never occur outside of a composed 
game or a co-operative venture. Also, as I hope to show in 
a further article, the opening play can be quite exciting. 

I hope readers will try out the game with this start position 
too. Here are the rules I propose: 
1. The two forces begin in the positions shown in the 
diagram above. 
2. White moves fust and then players move alternately. 
3. Any piece can move any distance orthogonally along a 
line of vacant points. 
4. Captures are by orthogonal interception (sandwiching) 
but the King cannot take part in capturing moves. 
5. A piece may move onto a point between two enemy 
pieces without being captured. 
6. Once the King has left the centre point, it may not 
return to it. No other piece may land on this point, but all 
pieces may travel over it. 
7. The attackers win by capturing the King, either by 
enclosure (surrounding on four sides) or by surrounding on 
three sides if the King is adjacent to the centre point. 
8. The King wins by reaching a point on the perimeter of 
the board. 
9. When, after a move, the royal player leaves a clear 
route for his King to reach a perimeter point, he must warn 
his opponent by shouting "Raichi!" 
10. Draw by agreement or perpetual Raichi. 
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POLGAR SUPERSTAR 
CHESS:QvR 

We saw some Polgar Superstar games 
last time. Arpad Rusz has now sent me 
some delightful studies based on the 
ending of queen against rook. 

These are based on the fact that the 
queen cannot win if the defending 
king is in a side corner and the rook 
commands the file across its entrance. 
This is a key position: 

13 
12 
11 
10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

a bed e 9 h 

White must capture the rook if he is to 
bring his king close enough to mate 
the Black, but either KxR or QxR will 
give stalemate. Nor does it help White 
to squeeze the rook away from c7, say 
by checking on d10 and then playing a 
waiting move to ell : 

13 
12 
11 
10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

abcdefgh 

Black's rook must now move, but it 
will be safe from a fork on c3, it will 
also be safe on c9 since capturing it 
there will give another stalemate, and 
it will move back to c7 as soon as it 
can safely do so. 

White can of course try other 
squeeze configurations, putting his 
king on d8 or his queen on a different 
file, but none leads anywhere. 

However, if White can occupy the 
corner cell with his queen, he will be 

able to force a win. Consider this 
position: 

13 
12 
11 
10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

abcde gh 

White to move here plays 1 Kd12 
forcing l...Kd8, and after 2 Qb8 
Black's only safe moves are with his 
rook. If 2 ... Rc7, 3 Qd10+ forces his 
king to the e-file, after which White's 
king and queen can gradually drive 
him to the bottom of the board and his 
rook will be powerless to intervene 
(play might continue 3 ... Ke7 4 Ke 11 
Rc13 5 Qd4 Rc7 6 Kd10 Rc13 
7 Qd8+ Ke5 8 Ke9 Rc11 9 Qe7+ etc). 
And if Black plays 2 ... Rc3 or 2 ... ReI 
instead of 2 ... Rc7, 3 Qd10+ again 
forces his king to the e-file since 
3 ... Kc7 would allow a skewer. 

This leaves 2 ... Rc5, after which 
Qd10+ no longer works. However, 
White has 3 Qe5 : 

13 
12 
11 
10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

a bed e 9 h 

If now 3 ... Kc9 attempting to gain the 
corner, White has 4 Qd6 Rc3IRc1 
(4 ... Rc7 5 Qd10 mate) 5 Qd10+ Kc7 
6 Qc 11 + with a skewer; if instead 
3 ... Rc9 then 4 Qf6+ Kc7 5 Kd10 
Rc13 (5 ... Kb6 6 Kxc9) 6 Qc3+. 

If it is Black's move at the top of 
the column, he can play 1.. .Rc 11, and 
it looks as if he can keep this up for 
ever (Kd12 Rc9, Kd10 Rc13, Ke11 
Rcll). However, White can bring his 
king down to d4, when Black must 
play his rook to c9 to avoid a skewer: 

13 
12 
11 
10 
9 
8 
7 
6 
5 
4 
3 
2 
1 
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abcdefgh 

White now has two ways to win. 
One is to play 1 Ke3, and then to walk 
back up the board always putting 
himself a multiple of three ranks away 
from the Black rook (the longest line 
is 1.. .Rc 13 2 Kf4 Rc 11 3 Ke5 Rc9 
4 Kf6 Rc13 5 Ke7 Rcl1 6 Kf8 Rc9 
7 Ke9 Rc11 8 Ke11 with 8 ... Rc13 
9 Kd10 or 8 ... Rc9 9 Kd12). The other 
is to play 1 Kc3, and to meet 1 ... Kd8+ 
by 2 Kd2. Black can only play 2 ... Kc7 
if he is to regain the c-file, and 3 Kd4 
completes the triangulation and puts 
him in zugzwang. 

All this has been basic theory. The 
position below is a study by Arpad. 

13 
12 
11 
10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

a bed e 9 h 

Black threatens .. .Kd12 and ... Kel1 
drawing, so White's king must play to 
e9, but if he goes via e7 Black will 
play 1...ReI and reach the side corner 
in time: 2 Ke9 Kcll (or 2 Kd8 Kd12 
3 Ke9 Kcll) 3 KflO Kc9 4 e9 
(White's e-pawn, being still unmoved, 
can make a double step, but it doesn't 
help) Kb8 5 ell Q+ Kb6 and Black 
has his draw. 

I Kd8, therefore, and if again 
1...Rcl then 2 KdlO wins off-hand. 
Hence 1...Kd12 2 Ke9, and now 
2 ... Rcl can be met by 3 KflO KdlO 
4 e9+ Kc9 5 e11Q+ K~ 6 Qa7 and 
White has his win. 

But Black can do better, 2 ... Rc9 : 
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13 
12 
11 
10 
9 
8. 
7 
6 
5 
4 
3 
2 
1 

abcdefgh 

This blocks the line from ell to a7, 
and if White continues as before, 
3 KflO KdlO 4 e9+, Black can play 
4 ... Kd8 5 ellQ Kc7 and reach safety 
(White can try 6 Ke9 hoping for 
6 ... Kb8 7 Kd8, but Black has 6 ... Kb6 
and 7 Qxc9 will be stalemate). 

So White must think of something 
else, and the answer is the single-step 
move 4 e7: 

13 
12 
11 
10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

abcde gh 

A king move will be in the wrong 
direction, and a rook move will open 
the line from ell to a7 and allow the 
previous line to work: 4 ... R- 5 e9+ 
Kc9 6 ellQ+ K-7 Qa7. 

With this in mind, the study below, by 
Csaba Schenkerik and Arpad, may not 
be too difficult. This time White has 
the rook, and he is trying to draw. 

13 
12 
11 
10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

a bed e f 9 h 

Answer on page 171. 

'1I"ri"or Cbess 6; 

ENGLISH PROGRESSIVE 
CHESS 

Philip Cohen's "Olla Podrida" column 
in Nost-algia 282 introduced English 
Progressive to NOST. In this variant, 
a player cannot move a man a second 
time within a turn until no other man 
is free to move. Similarly, no piece 
may move a third time until the 
second sequence is finished. This 
seems simple enough, but he remarks 
that "a few exegeses are needed". 
In particular, each sequence is 
independent, so if a piece has been 
immobile for several sequences and 
then is freed, it does not make several 
moves in a row to catch up (Nost
algia 282, page 16). 

Several English Progressive games 
appeared in Nost-algia, and in Nost
algia 358 Philip quoted one between 
Alessandro Castelli and Aldo Kustrin 
which illustrates this last point. 

1 e4 
2 e5 Bc5 
3 d4 Nf3 Bg5 
4 exd4 f6 b6 Bb7 
5 e5 Bc4 Qd3 Bf4 Nbd2 

6 fxe5 Nf6 d6 Nc6 RbB 
Rf8 

7 0-0-0 Rel Bg3 Qb3 Bd3 
Nc4 Nfd2 
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8 Ne7 Bd5 c6 a6 RaB QbB 
Rf7 g6 

9 Be4 Bh4 Qg3 f3 Nb3 Rd3 
Ncd2 Rfl Kdl 

10 Bxe4 Ra7 Qb7 Kd8 Rg7 
Nh5 h6 g5 Ned5 Bb4 

With 13 White men still on the board, 
Black must have felt quite safe; 
how could eleven of these men each 
moving once only possibly give mate? 

He was to be rudely awakened. 
Answer on page 171. 
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LOSING CHESS 
A final selection of positions from 
the 2001 championship (VC 39/40). 
As usual, the analysis is by Stan 
Goldovski's Giveaway Wizard (see 
the back page). 

The normal rule in the endgame is 
to promote to a rook if you want to 
win, and to a king if you are trying to 
escape with a draw. But immediate 
tactical considerations may overrule 
these, and in the position below, from 
Vincent van der Bilt's Round 6 game 
against Dirk Kraaijpoel, something 
quite different was needed. 

Black has just played 21...Re8, and 
promotions other than 22 fxe8N lose 
at once (if 22 fxe8K then 22 ... Bc8! 
giving Black an alternative capture so 
that 23 Kxe7 can be met by 23 ... Bxh3 
24 Kxf8 a5 etc). Black tried 22 ..• Bg7, 
but after 23 Nxg7 d4 24 exd4 e5 
25 dxe5 his remaining bishop had to 
come out into the open : 

However, White still had to get rid of 
his dark bishop, which only the pawn 
on a7 could feasibly take, and the final 
stage was neat: 25 ... Bb7 26 Kg2 
Bxg2 27 Nf5 Bxh3 28 Ne4 Bxf5 
29 Bg5! Bxe4 30 Rbl Bxbl 31 Bd8 
Bxa2 32 e6 Bxe6 33 Bb6. 

Nor would different giveaways at 
moves 22-24 have helped, and Black 

was in fact lost from before the first 
diagram. 

In this game, it was Black's light 
bishop which was eventually forced 
out into the open. More usually, it is a 
rook that is forced to come into play. 
The game in Round 5 between Fabrice 
Liardet and Vincent van der Bilt came 
down to this position: 

White has just brought his knight 
to e4, threatening to give it away 
on f6 with various unpleasantnesses 
to follow, and Black is lost. He tried 
22 ... Kg6 23 hxg6 Bh6 to give himself 
an alternative capture on f4, but 
24 Neg5 shut this off (the computer 
thinks that 24 Nd6 would have won 
more quickly, but 24 Neg5 is quite 
good enough and a sensible human 
player chooses the line which offers 
his opponent the fewest options), and 
after 24 ..• Bxg5 25 fig5 e5 26 b5 we 
have had reached this position: 

White now threatened 27 b6 forcing 
open the a-file, and if 26 ... Rc8 then 
27 Ra1 Rxcl 28 Rxa7 Rxel 29 Ngl 
etc. So Black hid his rook by 
26 .•. Re8, but it was to no avail: 27 b6 
axb6 28 b4 Rb8 29 Bf4 exf4 30 Nxf4 
b5 31 Kfl and the rook had to show 
itself. Black made things a little easier 
for his opponent by playing 25 ... e5, 
but White could have forced a win 
anyway. 
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Fabrice's first-round game against 
myself had a similar theme. We 
looked at the opening in VC 39, so let 
us take up the game from there. 

Play continued 9 d4 e5 10 dxe5 d6 
11 exd6 exd6 12 Nbl (else Black can 
give White a rampant knight) Kd7 
13 Kd2 Ke6 14 Ne2 Kd7 (Black is 
already beginning to noodle rather 
pointlessly, but it wasn't apparent to 
me at the time what else he could 
usefully do and even now it still isn't) 
15 Kd3 Ra8 16 Nd2 Rh8 17 b3 Rf8 
18 Ne4 b5 19 Nxd6 Kxd6 20 e4 bxe4 
21 bxe4 (Wizard would have played 
Kxc4, and I must confess that so 
would I -left on the b-file, the b-pawn 
would surely have been useful in 
helping to prise open the a-file) Ke6 : 

22 a4 (Wizard would have played 
Rb 1, forcing ... Rb8 either at once or 
after a preliminary .. .Kd5, but while 
this reduces Black to a few pawns and 
perhaps a king, there is no forced win 
within my computer's horizon, and the 
move is quite contrary to White's 
strategy so far) Ra8 23 Ne3 (giving 
the option of Nd5 forcing off Black's 
king) f5 (I may have had visions of 
bringing White's bishop into play, but 
this was easily circumvented and the 
move merely loosened my position) 
24 g4 fxg4 25 Nd5 Kxd5 26 exd5 g3 
27 fxg3 and we have the position at 
the top of the next page : 
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Play continued 27 ... a6 28 Kc4 Rg8 
29 d6 g6 30 Ra2 Rh8 (if the Black 
rook goes to the seventh rank, White 
can play d7 followed by Rd1) 31 Ba3 
RgS 32 a5, and now the a-file was 
barred to Black : 

32 ... RhS 33 Rha1 RgS 34 h4 RhS 
35 e4 RgS 36 h5 and I gave up. It was 
a textbook demonstration of how to 
strangle a passive opponent. 

Another instructive ending occurred 
in the Round 4 game between Andrzej 
Nagorko and Fredrik Sandstrom. 
Endings like this often let the stronger 
side marshal his men so as to meet any 
promotion with a mass giveaway, but 
here the pawn was too close to 
promotion for this to be possible. 

Play continued 39 d7 e3 40 Rf8 e2 
41 dSR elK, after which three men 
went, 42 Rd1 Kxd1 43 Kc2 Kxc2 
44 h4 Kxb2, and White would get 
another rook : 

"","iAD' Chess 6; 

Rooks on f8/h8 against a lone distant 
king give a standard win, and though 
the a-pawns complicate matters they 
make no difference in the end. 45 h5 
Kc3 46 h6 Kc4 (going for the e-file 
won't help) 47 h7 Kc5 4S hSR Kc6 
(nor will a giveaway on b6) 49 Rh4 
Kb7 50 RaS KxaS 51 Rh5 KbS : 

52 Rb5 (simpler was S2 RdS K.a8 S3 
RcS Ka7 S4 RbS axbS SS a6, but the 
game continuation is good enough) 
axb5 53 a6 Kc7 54 a7 b4 55 aSB (the 
only promotion to win) KdS 56 Bc6 
KeS 57 BxeS b3 5S Bn b2 59 Be6 
bIN 60 Ba2 Nd2 61 Bb1. 

Vincent van der Bilt's last-round 
game against Tim Remmel produced 
yet another interesting ending. 

White could clearly get rid of all his 
king's side men; could he also get rid 
of his queen's side pawns? 

Not if he throws his king's side men 
away first. 21 NfS (this mayor may 
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not be playable) gxfS 22 Ne4 (but this 
certainly isn't) fxe4 23 f3 exf3 : 

A typical line is now 24 bS Rc8 2S a4 
a6 26 bxa6 bS 27 axbS t2 28 a7 Nf6 
29 a8K (29 b6 Ra8 30 b7 Rxa7 etc) 
Rxa8 30 b6 Rc8 31 b7 Rc6 (simplest) 
32 b8K Rc8+ 33 Kxc8 Kd8 34 Kxd8 
3S Nd7 Kxd7 36 flR and 37 RfS. 

So the queen's-side pawns must be 
brought forward first. Try 21 bS Kd7 
22 a4 - no, 22 ... Nf6 gives Black an 
alternative capture on e4, and if White 
still tries 23 as bxaS 24 b6 axb6 2S 
NfS gxfS this alternative gives Black a 
win (26 Ne4 Nxe4 27 f4 eS 28 fxeS 
Kc8 29 e6 Kb8 30 e7 Ra7 31 e8K 
Rd7 32 Kxd7 Nd6 33 Kxd6 Kc7 
34 Kxc7 f4 and 3S-37 ... flR etc, or 
27 f3 Nc3 28 f4 and much the same). 

The game continuation was 21 a4 
b5 22 axb5 a6 23 bxa6 Rxa6 : 

White now tried his luck with 24 Nf5 
gxf5 25 Ne4, and it was a fatal 
miscalculation: 25 ... fxe4 26 f3 exf3 
27 b5 Rc6 2S bxc6 f2 29 c7 NfS and 
he gave up (30 c8N Ke7 31 Nxe7 Ng6 
32 Nxg6 eS 33 NxeS flN and wins 
with N v N, or 30 c8K Kd8 31 Kxd8 
Nd7 with ... flR and ... RfS). Black 
had a clear advantage from the start, 
his king being much more flexible 
than White's pawns and knights, but 
after 24 Nb3 or even 2S Nb3 there is 
no forced win within my computer's 
horizon. 
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M01)ERN COURIER CHESS 
by Paul Byway 

Fers (inverted B in diagrams) moves one square 
diagonally, Courier (inverted N) leaps two squares 
orthogonally or diagonally. Unmoved K or F can make a 
double move, but not to capture nor through check. - JDB 

White Paul Byway, Black Roy Talbot; from our recent 
correspondence tournament. 

1 e2-e4 
2 Nk1-j3 
3 h2-h4 
4 
5 

Cj1-h3 
Nb1-c3 

6 i2-i3 

i7-i6 
NbS-c6 

h7-h5 
NkS-j6 
Nj6-i4 

6 CxhS ixhS 7 BxhS Nh6 isn't attractive. Black perhaps 
threatens 6 ... Ch6, ... gS. 

6 f7-f6 

F or this tournament I decided to experiment, reserving 
e3,h3 for the courier instead of the fers. Black occupied the 
hole at i4 but weakened hS. After ... f6 he threatens ... gS so 
I resolved to sacrifice courier for two pawns - something of 
a theme in this tournament. I think I get full value for the 
piece, but here (and in other games) I lose a tempo because 
the only safe square for the bishop is the one it came from. 
In such a case I think the sacrifice not quite good enough. 

7 Ch3xh5 i 6xh5 
S Bd1xh5 Ni4-j6 
9 Bh5-d1 QfS-f7 

Without a courier to hold everything together my kingside 
feels weak on the white squares and this determines my 
next few moves. 

10 
11 

q2-q4 
Fh1-h3 

12 Qf1-q2 
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e7-e5 
CjS-h6 

12 Qg2 is a strong move, the queen being active in several 
directions. My main concern was to defend the second rank. 

12 Ch6-f4 
13 d2-d3 q7-q5 
14 h4-h5 FhS-h6 
15 
16 

Fe1-e3 
Nc3-e2 

d7-d6 
FeS-e6 

Decision time. I can play Ng3 to support i3-i4, or c2-c3 for 
Bb3, but the Cf4 is oppressive so I decided to break the 
blocked centre. 

17 Fe3xf4 e5xf4 
lS Ne2xf4 q5xf4 
19 Bi1xf4 Fh6-q5 

The material balance is now 4P/N+F (4 = 2.S+1.5) which 
is reasonable, but the lack of two minor pieces might tell in 
some circumstances. 

20 
21 
22 

Bf4-d2 
f2-f4 
f4xq5 

Nj6-h7 
j7-j6 
f6xq5 

Now we have 3P/N. This should be a definite advantage 
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for the pawns in many positions, and equal even so early in 
the game. I'm happier to be only one minor piece adrift. 

23 Cel-e3 BdS-f6 
24 e2-e3 CeS-eS 
25 Bdl-e2 Qf7-g7 
26 Ce3-g3 Fe6-f7 
27 Fh3-i4 KgS-e7 
2S Fi4-j5 CeS-gS 

Perhaps Black feared 29 Fi6, but that was never my 
intention. I have established a picket against the opposing 
bishop, so that I can safely play Ki2, and if ... B15 then 
k2-k4. 

29 Kgl-i2 BiS-j7 
30 Nh4 is very interesting, but ... Fe6 might be sufficient 
reply. It's time to attack his king on the Q-side. 

30 d3-d4 Ke7-d7 
31 d4-d5 

One might expect White to push the e-pawn, but this way 
Black must sacrifice N for C (I think it is a sacrifice at this 
stage) or interfere with the development of his Q-rook. 

31 Ne6-dS 
Now three black minor pieces want to use the square e6, 
but cannot. 

32 
33 
34 
35 
36 
37 

Bd2-e3 
Fj5-i4 
Ral-dl 
Bd3xa7 
Ba7-d4 

e3xd4 

k7-k6 
RlS-iS 
RaS-bS 
RbS-a8 
Bf6xd4 

e7-e6 

White is not afraid of opening lines on the Q-side. Black 
declines to recapture his pawn, and I am mean enough to 
hang on to it. There's no hurry. 

3S a2-a3 RaS-a5 
39 Nj3-h2 Ff7-e6 

With Nh2 I safeguard g4, i4 and free the queen. 
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40 d5xe6+ 
It would be a big mistake to free Black's minor pieces by 
dxe6+. 

40 
41 
42 
43 

44 
45 
46 
47 
4S 
49 
50 
51 

Be2-f3 
Qg2-d2 

b2-b4 

d4-d5 
e4xd5 
a3-a4 
b4-b5 
a4-a5 
a5-a6 

Rdl-bl 
Rllxbl+ 

b7xe6 
Kd7-eS 
Ra5-b5 
CgS-eS 

e6xd5 
Fe6-d7 
Rb5-b7 
KeS-bS 
Fd7-eS 
Rb7xb5 
Rb5xbl 

Black has too much firepower locked up on the Kingside 
while his minor pieces still trip over each other. White can 
think of bringing his attack to a conclusion. 

51 FeS-b7 
52 Qd2-b4 Qg7-f6 
53 Qb4-b6 Nh7-f8 
54 a6-a7+ KbS-aS 
55 Qb6-e7 KaSxa7 

56 Rb5 Cc8 57 Ra5+ Ca6 58 Be2 Rxi4 59 Rxa6 mate. 
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EXCAVATIONS 
Emperor King Chess is one of the 
more exotic inventions of R. Wayne 
Schmittberger. The game is orthodox 
except that a king can jump to any 
empty or enemy-occupied square on 
the board, capturing anything it finds 
there. However, it can only capture 
the enemy king when the latter is 
undefended. The name is derived from 
the Emperor in Tai Shogi, which 
apparently has a similar move. 

Nost-algia 358 featured the first 
nine moves of a game between Tony 
Gardner and John McCallion. Notes 
in quotation marks are by the latter, 
notation converted, as are question 
and exclamation marks. 

1 e2-e4 d7-d6 
2 Ngl-£3 B08-g4 

"Now ... Bxf3 would force capture by 
the pawn or King, for Qxf3?? loses to 
... KxK.!!" 

3 Bfl-e2 
"A good, solid move." 

3 Ng8-£6 

"This would now permit ... Kxe4 
because the King would be defended 
from capture by the White monarch 
and able to jump safely behind the 
lines on the next move!" 

4 Nbl-03 07-06 
5 h2-h3 Qd8-b6? (!) 

"We both lapsed into orthochessic 
patterns at this moment for, whilst we 
agreed that 6 ... Qxf2+ 7 Kxf2?? led to 
the capture of the King, we forgot that 
it could have jumped to the very safe 
square b I! This would have left Black 
with only two pawns and a lot of 
prayer for the Bishop." 

6 d2-d4? Bg4x£3 
7 e4-e5!? 

"A vigorous attack on the King! It is 
entertaining to note that 7 ... Bxg2 
would threaten ... Kxhl !!" 

7 Bf2xe2 
8 e5x£6 

"Threatening 9 KxK wins!" 
8 Nb8-d7 
9 N03xe2 Nd7x06 

and the game eventually ended "in a 
drawn K., R and P v K endgame". 

The latter cannot be correct as 
stated, because the lone king would 
have been captured, but that the 
eventual ending was drawn does not 
surprise me. Endings in ordinary chess 
work because the king has a relatively 
weak move. Here, the object is not to 
capture the king itself but to remove 
its last defender, very probably a rook, 
and this isn't going to be so easy. 
So I fear we may have another game 
which is fun in the early stages, but 
becomes unplayable in good company 
because a player cannot clinch victory 
in the ending unless his material 
advantage is overwhelming. 

---~-----========~~ 
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The same players also tried Bicolour' 
Chess, where a king cannot stand in 
"check" from its own men. In the 
array, swap Nb8/Qd8 and Nb lIQd 1. 

1 g2 -g3 07 -05 
2 Bfl-h3 

"Already threatening Mate, for 
3 Bxd7 could not be met without the 
Black King being in 'check' from its 
own Bishop." 

2 
3 

"Similarly 
... Qxd2." 

4 
5 
6 
7 
8 
9 

02-04 
e7-e6 

Qb8-d6 

threatening Mate 

Qbl-d3 Qd6xd3 
e2xd3 £7-£5 

Ndl-03 Nd8-06 
N03-b5 N06-b4 
Nb5-07+ Ke8-d8 
N07xa8 

with 

"This later proved somewhat useful to 
Black, for the Rook's disappearance 
allows the QB to develop more 
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quickly!" 
9 Nb4xd3+ 

10 Ke1-dl 

"Alas! The only move: the ortho
chessic flight squares e2 and fl are 
covered by White pieces." 

10 Nd3-f2+ 
11 Kdl-el? 

"Kc2 was imperative." 
11 Nf2xh3! 

"The gl Knight, which cannot re
capture because the Rook on hI would 
'check', is doomed." 

12 a2-a4 
13 Ral-a3 
14 Kel-f2 

Nq8-f6 
Nh3xql 
Nf6-e4+ 

"It amused both Tony and me that 
here, and on several subsequent 
moves, he attempted to capture the 
irritating Knight embedded in his 
position - but the King would have 
been 'checked' by its Rook." No more 
moves were given, just "Black won". 

Nost-algia 361 included an article on 
Edward Jackrnan's 007 Chess. This 
game was briefly featured in VC 19, 
and we saw it in Progressive form in 
VC 53 and VC 54. The idea, in the 
"Balanced" form which seems to have 
become standard, is that Black starts 
by playing a legal move for White, 
White replies by playing a legal move 
for Black and then one for himself, 
and then each player in turn makes 
three moves: one for himself, one for 
his opponent, and one more for 
himself. This is the e-mail game 
between the inventor (White) and 
J. Hunter Johnson that featured in 
VC 19, moves in square brackets [ ... ] 
being made for the opponent : 

1 [f3] 
2 [h6],e4 

e5, [q4] ,Qh4+ 
3 Ke2, [Qh3] ,Qel 

Be7, [q5] ,Qe6 
4 qxh6, [q5] ,Bh3 

Qc4+, [Ke3] , Bc5+ 
5 d4,[d6],Bxc8?? 

Black mated by 5 .•• Rxh6,[Qe2],Qd4 
neatly using his "White" move to 
block the king's flight square. 

It will be noticed that no player 
moves the same man twice, and that 
he never uses his third move to 
capture the opposing man that he has 
just moved. Both these are forbidden 
in what the inventor's rule sheet calls 
the "Detante" version, which rapidly 
became the most played (ECV 2 alters 
the name to "Detente", but I don't 
know if the inventor sanctioned the 
change). One change that the inventor 
apparently did sanction, on the 
evidence of the article in Nost-algia 
361, was to allow the owner of a pawn 
to decide how it promotes (originally, 
if a player promoted an opposing 
pawn, he himself decided what it 
promoted to). 
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The inventor's original rule sheet 
included three specimen games, that 
above being one, and the article in 
Nost-algia 361 added a fourth. Sadly, 
none is of high quality, though they do 
illustrate the character and perhaps the 
weakness of the game. The game in 
Nost-algia 361 came down to this 
position: 

Here Black missed an immediate mate 
by Bb4+,[Kc4],d5 (or Bd4+ and the 
same), playing Qxg4,[d4],Bb4+, and 
after Kd3,[h5],h3 he missed another: 

No self-respecting problemist would 
miss the pin-mate Qxf4,[Kc4],Ne5. 

But it isn't just tactical oversights 
like this that make me think the play 
of poor quality (I have committed far 
worse myself), it is the apparent lack 
of strategic insight. It seems to me that 
if your king has been pulled to the 
third rank in the early middle game, 
you must be in trouble, and hence that 
this should dominate strategic thinking 
to the exclusion of almost all else. 
So, between experienced players, I 
would expect the game rapidly to 
descend into a repetitive pattern where 
White (say) used his "opponent" move 
to pull Black's king forward, forcing 
Black to use one of his "own" moves 
to pull it back, Black promptly did the 
same to White, and so on. This would 
seem to make the game very dull. 

Am I being naive? 
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BOYER'S "NOUVEAUX JEUX 'D'ECHECS INrERESSANTS" 
Last time's remarks about the scarcity of Boyer's ''Nouveaux Jeux d'Echecs Interessants" have caused me to reflect that 
we might be performing a service for future generations by transcribing David Pritchard's copy here. There is no 
evidence that the copyright holders have been trying to exploit it in recent years (if they had been, it would not be scarce), 
so it seems unlikely that they will object. I have followed exactly the typography of the original, which was done using a 
fixed-pitch typewriter, and have deliberately reproduced its occasional errors; I hope I have added none in transcription. 

NOUVEAUX JEUX D'ECHECS INTERESSANTS 

Circulaire complementaire aux deux ouvrages 

1°) - Les jeux d'echecs non orthodoxes, de Joseph BOYER (J.E.) 1951 
2°) - Nouveaux jeux d'echecs non orthodoxes de Joseph BOYER (N.J.) 195 
(David's copy is a carbon, and when a line goes close the edge of the page the last character or two 
appear sometimes to have been lost. Here, the final digit ofline 2 is invisible.) 

ECHECS A LA GRILLE de W. Stead. L'echiquier est divise par des lignes 
formant grille en 16 carres de 4 cases. Position initiale orthodoxe, 
mais une piece ne peut se deplacer, prendre ou faire echec qu'a tra
vers au moins une ligne de la grille. Original et tres attrayant. 

ECHECS AUX CHASSEURS de K. Schtilz. Dans la position initiale ortho
doxe, les 2 T sont remplacees par 2 chasseurs, les 2 F par 2 faucons. 
Le chasseur marche comme T en avant (mais non lateralement), comme 
F en arriere. Le faucon a la marche inverse comme F en avant, T en 
arriere (non lateralement). Voir les caracteristiques de ces pieces 
dans N.J. page SS. Pour faciliter le degagement des chasseurs, la D, 
comme le Rest autorisee a roquer avec un chasseur, d'ou 4 roques 
possibles : O.O.R. - O.O.O.R. - O.O.D. - O.O.O.D. Tres interessant, 
riche en combinaisons. 

ECHECS BILLARD de J. Berthoumeau. Regles parues dans N.J. page 76, 
mais simplifiees ainsi pour le jeu pratique : 

1 -

2 

3 

4 
5 

une prise sur une case de bande peut etre suivie d'un ou 
plusieurs rebondissements, mais une seule prise est auto
risee a chaque coup ; 
Un rebondissement ne peut ramener une piece a sa case de 
depart, sauf si une prise a ete effectuee ; 
une piece ne commande pas les cases au dela d'une piece 
adverse qu 'elle pourrai t prendre sur la bande ; 
le R ne peut passer en echec au cours d'un rebondissement 
le C peut rebondir dans un angle (ex. Cc7 - as - b6) et 
avoir un double rebondissement (ex de b4 a c6, via a 6 
et bS avec prise sur une de ces 2 cases). Jeu captivant. 

(Line 6 is not wholly clear in David's copy, being on a well-worn fold which is now separating, but 
I think the reading is correct.) 

ECHECS AUX SUPERPIONS de N. Voss. Les 2 PR et D de chaque joueur sont 
des superpions pouvant se deplacer et prendre sur les 3 cases en 
avant et sur les 2 cases laterales. Strategie bouleversee ; tres 
curieux. 

ECHECS AU LOUP de A.V.Wilpert. Sur echiquier SxlO, met en action des 
pieces uniques pour chaque sorte, dont un loup (T+C) , un renard (F+C) , 
un C de la nuit. Les P sont renforces par 4 sergents pouvant jouer et 
prendre sur les 3 cases en avant. Tres captivant par les combinaisons 
variees des 10 pieces differentes. Regles sur demande. 
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Boyer's "Nouveaux Jeux d'Echecs Interessants" continued. 

ECHECS AUX SAUTERELLES (Grasshoppers) de J. Boyer. Chaque joueur a 
8 sauterelles placees sur le 2e rang. Les P, places sur le 3e rang 
n'avanc~nt que d'un pas au ler coup. Promotion du P en piece ortho
doxe ou Sauterelle. Tres attrayant, grande variete de nouvelles 
possibilites. 

ECHECS SANS EQUIVOQUE (U. Chess) de M. Charosch-Fonde sur la notation 
descriptive anglo-americaine. Un coup ne peut-etre joue que si, dans 
cette notation, il peut et re designe, sans ambiguite, par 3 symboles 
ou moins : ex D4C, FxC. Curieux, plein de surprises. Regles dans 
Fairy Chess Review, oct. 1953. 

(end of page 1) 

ECHECS AVEC RESERVES de E. Slater. Initialement, seuls le R et les 
P sont a leur place orthodoxe. Les D,T,F et C sont hors de l'echi
quier, en reserve, et peuvent etre, sans obligations, places, au 
cours du jeu, sur une case vide quelconque de la lere rangee. Une 
seule piece est placee a la fois, ce placement tenant lieu d'un 
coup joue. Interessant. 

ECHECS LIBRES de E. Slater - Au debut du jeu, seuls les P sont 
poses. Puis, alternativement, chaque joueur place, a volonte, une 
figure sur une case vide quelconque du ler rang, Le jeu commence 
quand le placement est termine. Pas de roque. Le placement demande 
de judicieuses reflexions. Plus de theorie des debuts ! grande 
riches se des milieux de partie. 

ECHECS EQUIDISTANTS de J. Boyer. Comme dans les echecs marseillais, 
chaque joueur execute deux mouvements a chaque coup, soit avec la 
me me piece, soit avec deux pieces differentes. Mais le ler mouve
ment doit etre obligatoirement de meme longueur que le 2e mouvement 
precedent de l'adversaire. Tres attrayant. 

ECHECS MARSEILLAIS EQUILIBRES de R. Bruce. Jeu marseillais ou a deux 
mouvements (voir J.E. chap. 16) mais les deux mouvements ne com
mencent qu'avec le ler coup des N. Au ler coup, les Bl ne font plus 
qu'un mouvement. RegIe judicieuse supprimant le gros avantage du 
trait et equilibrant sensiblement les possibilites. 

ECHECS PERMUTANTS de J. Berthoumeau at R. Loiseau. Le R peut, 4 fois 
de suite, permuter avec une figure, mais dans l'ordre obligatoire 
avec un C, puis un F, puis une T, puis la D. La disparition d'une 
piece n'empeche pas le cycle de permutation: ainsi, les Fayant 
disparus, on peut permuter dans l'ordre C,T et D. 11 Y a un seul 
cycle de permutation. Une permutation tient lieu d'un coup joue. 
Elle peut s'executer meme si le R est en echec : c'est parfois le 
seul moyen d'y echapper. Elle ne doit pas mettre ou remettre le R 
en echec. Jeu pratique valable. Interessants problemes possibles. 
(Line 4 is affected by the same separating fold as affected line 6 of "Echecs Billard", but the word 
"Fayant" is just decipherable. David's copy has a pencil stroke between "F" and "ayant".) 

LES ECHECS AU SPHINX OU A LA 4e DIMENSION de V.R. Parton. Jeu tres 
original, joue sur 9 petits echiquiers de 4x4 cases, disposees sur 
3 rangees de 3 echiquiers. Les pieces jouent normalement sur les 
petits echiquiers ou pas sent d'un eChiquier a l'autre, selon leur 
marche, sur une case correspondante. Regles sur demande. 

Page 157 



Page 158 

Boyer's "Nouveaux Jeux d'Echecs Interessants" continued. 

ECHECS AU REFUS de F. Galvin - Le joueur, a chaque coup, execute 
un mouvement, mais celui-ci peut etre refuse par l'adversaire. S'il 
y a refus, le joueur reprend son mouvement et en execute un autre 
qui, cette fois, ne peut et re refuse. Jeu psychologique, original 
et pro fond, mais difficile. 

ECHECS AU COMPROM1S de F. Galvin - Jeu voisin du precedent, quoique 
assez different, plus pratique pour le jeu par correspondance. A 
chaque coup, le joueur propose a son adversaire une alternative 
de deux mouvements. L'adversaire choisit le mouvement a executer. 
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Ainsi au premier coup, les Blancs proposeront 1 e40u d 4. Les Noirs 
choisiront par exemple : 1 e 4, puis proposeront : 1 ... e 50uC5, et les 
Blancs choisiront, etc. La proposition de 2 mouvements a choisir est 
obligatoire meme si l'on fait echec ou si l'on est en echec. Toute 
fois, si le joueur ne peut executer qu'un seul mouvement legal, il 
le joue. Deux promotions differentes d'un me me P peuvent etre con
siderees comrne deux mouvements differents a proposer. Particularit' 
or iginales et curieuses. (In line 6, "oues" has been squeezed in later, and partially 
overwrites ", et". Any hyphen that may have been typed at the end ofline 8 is not visible in David's 
copy. At the end of the penultimate line, "Particularit''' is all can be read in David's copy.) 

(end of page 2) 

ECHECS B1COLORES DE G. Authier - Le R doit eviter de se mettre 
en echec, non seulement des pieces adverses, mais aussi de ses 
propres pieces. Jeu dynamique, rapide, riche en curieuses com
binaisons. 

ECHECS DEGRADES de V.R. Part on - Version amelioree des Echecs 
revenants (J.E. chap. 18) qui, avec un tres bon jeu des 2 cotes, 
peuvent etre sans issue. Comrne dans ce dernier jeu, toute piece 
prise est replacee aussitot, en gardant sa couleur, sur une 
case vide, mais elle perd de sa valeur : la D replacee devient 
T, la T devient F, le F devient C, le C devient P. Le P seul, 
apres capture, n'est pas replace. Ainsi, le jeu peut aboutir a 
une conclusion, tout en conservant les interessantes cornbinai
sons du replacement. 

ECHECS MARSE1LLA1S SANS ECHECS de F. Galvin - Comrne aux echecs 
marseillais, les joueurs executent 2 mouvements a chaque coup, 
soit avec 2 pieces differentes, soit avec la meme piece. Toute
fois, pour attenuer l'avantage du trait, les Bl. ne font qu'un 
mouvement au ler coup. 11 n'y a plus d'echec et le Rest une piece 
semblable aux autres : il pe ut donc jouer ou prendre en passant 
sous l'attaque d'une piece adverse. Le gain s'obtient par la 
prise du R. Jeu tres attrayant et tres vivant, attaques et 
contre-attaques alternant du debut a la fin. 

ECHECS SPOUTN1K de J. Berthoumeau et R. Loiseau - La ligne de 
separation des 4e et Se rangs partage l'echiquier en 2 zones. 
Lorsque une T, un F ou un C penetre dans la zone adverse il 
devient spoutnik. 11 cesse de l'etre s'il revient ensuite dans 
sa zone primitive. La D, les P et le R ne peuvent etre spoutnik 
et restent toujours pieces normales. A chaque coup, le joueur 
peut jouer une ou plusieurs de ses pieces spoutnik, puis une 
piece normale (D, P, R ou T, C ou F non spoutnik). Un mouvement 
de spoutnik est toujours facultatif, le mouvement normal est 



January 2010 

Boyer's "Nouveaux Jeux d'Echecs Interessants" continued. 

toujours obligatoire et ne doit s'executer qu'apres le ou les 
mouvements des spoutniks. Jeu tres vivant ou l'habilite 
consiste a entraver la formation de spoutniks adverses et a 
utiliser au mieux les mouvements supplementaires des spoutniks 
pour l' attaque. (The text originally lacked the words "Jeu tres vivant ou l'habilite 
consiste a entraver la formation de spoutniks" and the full stop preceding them, and the words 
were typed at the bottom of the page with an asterisk indicating where they should be inserted.) 

ECHECS BIPLACE de B. de Beler - Une piece peut, en se depla9ant, 
se placer sur la meme case qu'une autre de meme couleur, mais 
elles ne sont pas combinees et se deplacent individuellement. 
Toutefois, elles peuvent etre prises toutes deux a la fois par 
une piece adverse. Il ne peut y avoir plus de deux pieces sur 
la meme case. Les pieces a marche rectiligne, D, T, F peuvent 
traverser sur leur ligne de marche, une ou plusieurs pieces 
amies, pour se poser sur la case de l'une d'elles ou sur une 
case vide, ou jusqu'a la rencontre d'une piece adverse qU'elles 
peuvent prendre. Elles peuvent faire echec egalement a travers 
des pieces amies. Le P peut avancer de 2 cases par dessus une 
piece amie. Original, riche en possibilites. 

ECHECS au C de la NUIT de V.R. Parton - Dans la position initiale 
orthodoxe, les C sont supprimes et leur case reste vide. La D est 
aussi supprimee et remplacee sur sa case par un C de la Nuit, ceci 
pour obtenir un jeu bien specifique ou celui-ci est la plus 
forte piece. Pour empecher une attaque trop rapide de C de la 
Nuit, les P sont places au 3e rang et n'avancent que d'un pas 
au ler coup. Promotion obligatoire en C de la Nuit seulement. 
Tres attrayant. 

(end of page 3) 

ECHECS AU LION de J. Boyer - le R, les C et les P, sauf le PR, 
ont leur marche orthodoxe. Mais la D devient un Leo (=Lion), la 
T un Pao (= canon du jeu chinois), le F un Vao. Leo, Pao, Vao 
(designations des problemistes feeriques) ont leur marche ortho
doxe, mais ne peuvent prendre ou faire echec que par dessus un 
sautoir, celui-ci etant une piece amie ouadverse. Le PR est 
imprenable jusqu'a sa promotion et prend normalement. S'il se 
bloque avec le PR adverse, il peut exceptionnellement, jouer 
sans prendre a un pas en diagonale. Les P sont promus en Leo, 
Pao, Vao ou C. Le PR peut, en outre, etre promu en piece ortho
doxe, regle remediant a la faiblesse des pieces sauteuses en 
fin de partie. Tres attrayant. 

ECHECS SANS RECUL de VR Parton et J. Boyer - Voir N.J. p. 97. 
Ajouter : une piece de promotion peut faire echec en arriere sur 
sa case de promotion. En quittant le rang de promotion, elle 
peut prendre ou jouer en arriere, une fois seulement. Original 
et interessant. (In line 1, a full stop has been squeezed in between "V" and "R".) 

ECHECS SPHERIQUES de H.D.Greyber - La sphere est divisee par des 
meridiens et paralleles, en 64 cases. Les pieces adverses sont 
placees aux 2 poles. Mais la sphere reste imaginaire : comme 
les Echecs cylindriques, le jeu est joue sur l'echiquier normal 
par adaptation visuelle. Regles sur demande. 
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ECHECS RETRECISSANTS OU PEAU DE CHAGRIN de J. Boyer - Voir N.J. 
p. 97 - ajouter : quand le 8e rang disparait, les Bl. n'ont plus 
de promotion possible. De meme pour les N. apres disparition 
du ler rang. Le jeu peut rester entierement orthodoxe si le mat 
survient avant tout retrecissement. Pour eviter ce fait, on peut 
decider de partir d'une position de partie de maitres au 15e ou 
20e coup, deux parties etant alors jouees avec changement de 
couleur. Finales tres originales et curieuses. (In line 5, damage to 
David's copy has removed the final letter of the word which I have rendered as "peut".) 

KRIEGSPIEL par correspondance de F. Galvin - Regles sur demande. 

ECHECS PARTONIQUES de V.R. Part on - Dans la position initiale, 
inversions des P, places au ler rang, et des figures placees au 
2e rang. Toutes les figures, comme les P, ne peuvent jouer qu'en 
avan9ant, non en arriere, ni lateralement. Les P peuvent avancer 
de 2 cases au ler coup. Plus d'echec, ni de mat : le Rest une 
figure comme les autres et perd ses caracteres speciaux. La 
prise, non orthodoxe s'effectue de plusieurs manieres 

1 - encadrement, sur une meme ligne droite, par 2 pleces 
amies, d'une ou plusieurs pieces adverses qui sont capturees ; 

2 - placement d'une ou plusieurs pieces amies, sur une 
meme ligne droite, entre 2 pieces adverses qui sont capturees. 
Gain par la capture du R adverse. Jeu de position tres special 
et tres heterodoxe. (At the end ofline 3 of paragraph 1, "en" is just readable.) 

ECHECS AUX RETTAHS - Voir N.J. chap. 22 - adopter la regIe: 
Toute piece faisant echec a un rettah doit etre prise ; lalprise 
par le rettah n'est obligatoire que si aucune autre piece ne 
peut prendre. (In line 2, the second "I" of "lalprise" is fainter but definitely there.) 

LA COURSE DES ROIS (Racing Kings) de V.R. Parton. Les joueurs 
jouent sans P, avec seulement les 8 figures placees ainsi du 
meme cote, au depart de la course. 

(end of page 4) 

Blancs Rh2, Dhl, TG2 et Gl, Ff2 et fl, Ce2 et el ; 
Noirs Ra2, Dal, Tb2 et bl, Fc2 et cl, Cd2 et dl. Le R ne peut se 
mettre en echec et les pieces adverses ne peuvent lui donner 
echec. La prise des pieces adverses est possible. Les R s'ef
forcent d'atteindre la 8e rangee. Le ler qui y parvient gagne. 
Si c'est les blancs, les noirs ant un coup supplementaire. S'ils 
y parviennent aussi, la partie est nulle. Fantaisie attrayante, 
qui a ses subtilites. On peut convenir d'une course aller et 
retour. 

LE JEU DES CIRCUITS de J. Boyer - Au debut, echiquier vide. 
Chaque joueur dispose de 2C et de 30P de couleur quelconque. 
Alternativement, chacun pose un C puis l'autre. A chaque coup 
ensuite un C quelconque est deplace et un R inamovible est 
pose sur la case evacuee ou le passage est desormais interdit. 
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Le terrain se restreint de plus en plus pour les mouvements des C. L 
Le ler qui ne peut plus jouer a perdu. Variations mUltiples de jeu 
possibles en utilisa nt d'autres pieces normales ou feeriques pour 
les circuits : ex pour chaque joueur, C et T ou 2T ou C et R ou 
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C et 2 Sauterelles, etc ... (Inline4,David'scopydefinitelyreads"R"andnot"P" 
as would have been expected, and the surplus "L" at the end ofline 6 is likewise definite.) 

COMBINAISONS DE JEUX - de tres interessantes combinaisons de 
deux jeux ont ete spontanement realisees par des joueurs. 
Exemples : echecs cylindriques battu-battant, cylindriques a la 
grille, battu-battant aux chasseurs, libres cylindriques, ecossais 
au tir, ecossais revenants. La serie n'est cartainement pas 
close. 

JEU PAR CORRESPONDANCE 

Des tournois internationaux par correspondance a 3 joueurs 
ou des Matches de 2 joueurs sont organises sur les jeux ci-dessus 
et d'autres jeux non orthodoxes interessants publies dans J.E. 
et N.J. Inscription gratuite. S'adresser a Joseph Boyer, 3, rue 
Leconte-de-Lisle, Paris (16e). Les 2 ouvrages J.E. et N. J. sont 
en vente a la meme adresse, cheque postal 3550-67 Paris, au prix 
de 400 Fr chacun (435 Fr franco), les 2 ensemble: 835 Fr franco. 
(The symbol which I have rendered as "Fr" in this last line is a single composite symbol apparently 
not realisable on my computer.) 

(end of document) 

David's files also contain an unprovenanced single-sheet document produced on a different typewriter: 

Modification au projet de jeu hexagonal De Vasa, pages 81 et 82 

Addition d'une geme ligne d'hexagones, so it en tout 81 hexagones, 
dont 27 blancs, 27 noirs, 27 bruns. 
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Disposition dans le meme ordre, sur cette geme ligne, des Figures 
noires (R, D, T, F, C), les Pions noirs restant sans changement sur la 
7eme ligne. 

Disposition des Pions blancs sur la 3eme ligne, les Figures blanches 
(R, D, T, F, C) restant sans changement sur la lere ligne. 

Suppression de la faculte des Pions de prendre a un pas de Fou en 
avant; pour le reste, ils conserveront leurs deux avancements et leurs 
deux prises a droite et a gauche, ainsi que la faculte d'avancer de 2 
cases au premier coup, de meme que celle de la prise en passant, legere
ment modifiee par la suppression de leur 3eme prise en avant. 

Les deux roques, p.ex. pour les Blancs, seront les suivants: 

Les cases etant vides entre la Tal et le Rfl, la position de ces 
pieces, apres le grand roque, sera: Rcl, Tdl. 

Les cases etant vides entre le Rfl et la Til, la position de ces 
pieces, apres le petit roque, sera: Rhl, Tgl. 

This document appears to have been produced using a Roneo or similar duplicator, and a note 

(Le circuit du Cavalier peut aussi etre realise sur cet echiquier) 

has been typed at the bottom of David's copy using yet a third typewriter. 
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ISOLATED PAWNS 
Nam Dinh Chess (see VC 61 and 62). Mats Winther has 
made a Zillions implementation, and to my embarrassment 
he reports that the game collapses because White has a 
forced mate in two (from the game array, d2-c3 forces 
.. .Kc5xe3, and el-d2 puts Black in check and leaves him 
no way out). Clearly something has gone wrong 
somewhere. 

My first thought was to check my reading of the rules, 
but they seem clear enough. Rule 7.1: Men manoeuvre on 
the board, but do not take each other. Rule 7.2: Only a king 
can take an enemy man, and this in only one way, by a leap 
over its own man (a piece of the same colour) which stands 
on a neighbouring point, beyond which on a further point 
in a direct line is an enemy man [ ... ]. Admittedly these are 
my translations, but I am willing to send a copy of the 
original page to any reader who is interested, and I do not 
think the words can be read in any other way. 

So, assuming that the game is a genuine one and that we 
are dealing only with a corruption of detail somewhere 
along the way, what are its true rules? Has the initial array 
been wrongly reported? It seemed possible and Mats tried 
removing the men on the middle rank, but there seemed to 
be no way of forcing a win: "even if one party loses 
material, he can just go back and forth and nothing 
happens". He also tried allowing the ordinary men to 
capture, but this doesn't work either: "this results only in 
exchanges and the outcome is a sure draw". Another 
possibility might be to allow the king to capture by 
jumping over an enemy man as well as over a friendly man, 
despite the explicit prohibition of this in the rules as given, 
or simply to prohibit the kings from checking each other. 

Whatever the truth may have been, I hope a reader will 
be able to devise workable rules for the game. Often, when 
a game is defective, it seems to play well enough until 
players have acquired sufficient skill to reach the ending, 
when hitherto unsuspected deficienices show themselves. 
Here, we have the reverse; the ending makes excellent 
sense, as we saw last time, and it is in the opening that the 
game is defective. 

Andrew Perkis accompanied his article on 19x19 hnefatafl 
with a comment that in Modern llxll Hnefatafl as 
described in VC 59 the royal side can set up a simple 
fortress at once (in the diagram on the front page of VC 59, 
play say g5-h5 and g6-g5 to create a two-square haven, and 
then play Kf6-g6-f6 indefinitely). It may also be possible to 
set up a fortress up around a King placed on an edge 
square, since in this variant reaching such a square does not 
end the game. Since Peter Kelly's experience as reported in 
VC 59 was that the current Shetland version of the llxll 
game favoured the royal side, such fortresses are perhaps 
unlikely to be a problem in practice, but the possibility is a 
little disconcerting. I asked Andrew whether it might be 
possible to set up a fortress and gradually manoeuvre it to 
the edge, testudo style, but he thought it would probably 
get frayed at the edges. 
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It should perhaps also be noted that according to' 
Murray's History of Chess, page 409, the word "alea" 
always implied the use of dice (and I have seen similar 
statements in other sources, for example in an article in 
The Playing-Card, volume 38, number 2, pages 92-118). 
This would seem to imply that the 19x19 version of 
hnefatafl was originally a dice game (or at least that the 
principal surviving source for it happens to refer to a dice 
variant). It is of course entirely reasonable to try to 
reconstruct it as a non-dice game, but starting positions 
suitable for a dice game may be less suitable for a game 
without dice, and vice versa. 

Rugby games. The "play to the edge" objective of 
hnefatafl has caused me to have another look at Rugby 
Chess and its derivatives. The basic property of these 
games is that one side has a man with a ball, its objective is 
to get the ball to the opponent's back line, and instead of 
a normal move it can pass the ball to another man which 
is further from the objective than the man passing. 
The original Rugby Chess, with two men against one on an 
8x8 board, was developed for a meeting held by Anthony 
Dickins in 1979 to celebrate the 90th anniversary of the 
birth of T. R. Dawson, and was described in Chessics 18 
(now available on the Internet, see VC 62 page 140). 
A later version, with four men against four but with the 
limitation that each man was paired with a specific 
opposing man and it was only the man paired with the man 
carrying the ball who could move, was described in 
Abstract Games 8, and proved to yield some pleasantly 
paradoxical positions where the defenders could be 
induced to block each other or to capture one attacker so as 
to clear a path for another. Further analysis, if correct, has 
shown that the particular starting position used there 
should there always lead to a win for the side with the ball, 
but the analysis is routine rather than sparkling and I have 
no plans to publish it. 

Experience has shown that games of this apparently 
simple kind can be unexpectedly subtle. I am sure that 
many other versions could be produced, and they might 
be particularly well suited to boards larger than 8x8. 
An advantage, for those of us who tend to prefer analysing 
games to playing them, is that you are in the endgame 
straight away; there are no boring opening and middle
game phases, the board cluttered with idle and irrelevant 
pieces, that so disfigure normal varieties of chess ... 

Vladimir Pribilynec has sent me a computer program to 
play his Passion Chess, which differs from orthodox chess 
only in allowing a two-step pawn move at any stage (no en 
passant capture). He claims the program as showing 
"strong artificial intelligence" and it was certainly good 
enough to beat me in a quick trial, but nowadays this 
proves little. He is <v.pribylinec@centrurn.cz> if you want 
to inquire (English spoken). The idea of allowing pawn
two at any stage is of course not new (see for example 
George Jelliss's "Fast Philidor" in VC 45), and I cannot 
help feeling that the removal of en pass ant is a backward 
step. 



January 2010 

Chess and points. When reviewing Shuuro last time, 
I realised that it might have been useful to have grouped 
games which use points (or money, or whatever) separately 
in the Classified Encyclopedia. For the benefit of future 
reviewers in VC or elsewhere, let me list them now. 

ECV 2 lists various games in which points are used when 
setting out the men: 

David Moeser's Chazz (page 60). 
The anonymous Game of Calculation reported in 1806 

and its modem recreation (page 77). 
Bruce Gilson's Free Choice Chess (page 187). 

We can now add Shuuro (VC 62 page 133). All these 
games have the property that there is a pool of men each 
having a point value, each player starts with a certain 
number of points, and he chooses his own army from the 
pool subject to not exceeding this point value. 

ECV 2 has three further games in which points or money 
are used during play: 

David Pritchard's Token Chess (page 54). 
David Moeser's Bankhouse Chess (same page). 
Rob Callender's Turbo Chess (page 100). 

To these, we can now add two more: 
Ralph Betza's Taxi Chess (VC 56 page 23). 
The recent Bidding Chess (VC 57 pages 42-44). 

These games are quite different both from the first group 
and from each other. 

There are also games in ECV 2 where point scoring is 
the objective or one of the objectives of play: 

David Moeser's Pinochle Chess (page 284). 
The 1893 Game of Ramparts (page 303). 
Bruce Trone's Numericron (same page). 
Maureen Hiron's Benighted (pages 303-4). 
Rainer Knizia's Re (page 304). 
Andrew Looney's Monochrome Chess (page 304) and 

Martian Chess (page 353). 
Francis Lumiere's Proteus (page 304). 
Additionally, there are the ancient Rhythmomachia and 

Wuterich's Game, pages 305-6, where numerical or other 
values are assigned to the men and used in the course of 
play, but Rhythmomachia is perhaps near to the boundary 
of "chess and points" and Wuterich's Game beyond it. 

If I have overlooked any other game that is in ECV 2 or 
has appeared in VC, please will readers say so. 

Tempete sur L'echiquier (ECV 2 page 283). I obtained 
a pack of these cards some years ago (I think they were 
on sale at one of the French problemists' meetings at 
Messigny) and have thumbed through them from time to 
time with amusement, but have never actually played the 
game. It is essentially chess plus disturbances; each player 
receives five cards from the pack, which he can play at any 
time during an otherwise normal game of chess to change 
the position on the board in some more or less drastic way 
(there are some delightful illustrations in the original 
Encyclopedia). Having played a card, he draws another 
from the pack to replace it. 

Philip Cohen played against Michael Keller and Kevin 
Moroney at a get-together in June 1996, and reported in 
Nost-algia 356. He described the game as "wild and 
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woolly", a description which will cause little surprise, and 
continued with a comment which I found of interest: 
"I played Michael with cards hidden and Kevin with cards 
visible to both players; I prefer the latter version, which 
I think is more strategic." 

This lines up with the experience of patience (card 
solitaire) players, some of whom prefer to play certain 
games with the stack inverted so that they can see the 
identity of the next card to be drawn while they are 
deciding how to handle the present card. This gives a much 
greater opportunity for the exercise of skill, and hence 
makes the game more interesting. 

BOOK REVIEW 
Rose Board Recipes - new games and old to play your 
way by Michael Jameson for St Albans Cathedral, 2009. 
ISBN 978-0-9564066-1-3, A5 paperback, 194pp, £5 plus 
postage and packing, or £10 for a signed copy ("please 
state words required"). On sale from St Albans Cathedral 
Bookstall, or contact <www.boardgamerecipes.com>. 

This is a difficult book to review, because its primary 
objective is religious and such a matter is outside VC's 
remit, but it contains rules for a large number of games 
which can fairly claim consideration irrespective of the 
context in which they have been presented. 

The unifying feature is the use of the so-called "Rose 
Board", which is a 91-cell hexagon. Chess games are 
presented on this board both with a forward rook move and 
with a lateral rook move, for two players and for three. 
Equivalent games are presented on the "Rose Credo" 
board, which is a 169-cell hexagon less the six corner cells. 
There is a Rose Chinese Chess on each board, with a three
player version on the smaller board. There is a Rose Shogi, 
with an invitation to invent derivatives. There are boards 
wrapped round to form a cylinder or superimposed on a 
sphere, with games for two players and in some cases for 
three. You name it, and there seems to be a game for it. 

Yes, but. .. In general, the more new games an inventor 
presents at once, the less he has explored any particular 
one. In "Rose Chess", the pieces have the same moves as 
in many other hexagonal chess variants, but the move of 
the pawns appears to be new. I therefore asked for some 
specimen game scores between players of reasonable 
competence so that I could compare the game with the 
hexagonal chess variants already in existence, and was told 
that none was available. I have little doubt that the same is 
true of all or nearly all the games described in the book. 

The writing of the book has clearly been a labour of 
love, done without thought of personal profit. It appears to 
have been produced as part of an attempt to spread the 
author's personal religious faith, and perhaps it should not 
be judged from any other standpoint. From the point of 
view of the games enthusiast, however, it would have been 
much more valuable to have presented a single one of these 
games and explored it in depth, instead of adding yet more 
to the myriads of games which have been invented but 
rarely if ever seriously played. 
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PROOF GAMES 
by Peter Fayers 

We saw Knightmate Chess last time 
(royal N el/e8, plebeian K b11b8, 
gllg8). Alain Brobecker and his 
computer immediately found some 
synthetic games, and I couldn't resist 
trying a proof game. 

92 - Alain Brobecker, original. 
Knightmate Chess. Find game scores 
ending (a) 3 a4 mate, (b) 3 ... Ne8 mate 

(two solutions), (c) 4 Ba6-e2 mate. 

93 - PF, original 

After Black's 7th, Knightmate Chess 

Knightmate proof game techniques 
are very similar to those of Losing 
Chess - there is a need to move pieces 
along defined paths without leaving 
them en prise. (In Losing Chess, a 
man can be left en prise if another 
friendly unit is also capturable.) The 
expert in Losing Chess Proof games, 
as we saw last time, is Bemd Grafrath. 
For those of you who enjoyed last 
time's offerings, here are some more. 

94 - Bemd Grafrath 
The Problemist, 2003 

After Black's 8th, Losing Chess 

~AriAot Chess 61 

95 - Bemd Grafrath 
Probleemblad, 2003 

After White's 10th, Losing Chess 

96 - Bemd Grafrath 
The Problemist, 2008 

After White's 10th, Losing Chess 

97 - Bemd Grafrath 
feenschach, 2002 

After White's lOth, Losing Chess 
(b) remove Ra8, after White's 11th 

VC 55-56 contained some problems in 
HAP (Human, Animal, Pawn) Chess, 
where the solver was told only the 
nature of the men moving and 
captured and whether the move was 
check, and had to deduce the full 
score. The Retros Corner has recently 
been exploring CCC Chess, where 
Check, Castles, Capture are similarly 
disclosed. Here are two examples. 

January 2010 

98 - Mario Richter 
The Retro Corner, October 2009 

1 move move 
2 capture move 
3 capture move 
4 capture and mate. 

Full game score? 

99 - Nikolai Belukhov 
The Retro Corner, November 2009 

1 move move 
2 capture check 
3 move capture, check 
4 move capture, check 
5 move capture,check 
6 move check 
7 move check 
8 move check 
9 move check, draw 

Full game score? 

Fill-up-the-page time again, so here is 
another problem from Bemd, but in a 
different genre. In Bichrome chess, all 
moves must be from a black square to 
a white, or vice-versa. So Knights are 
unaffected, Bishops immobile (hint). 
In 100, it is obvious that White has 
castled. Except that castling is illegal 
in Bichrome ... 

100 - Bemd Grafrath 
Die Schwalbe, 2009 

After White's 10th, Bichrome Chess 

Answers on page 171. 

Peter offered me joint authorship of 
93 if I could add a White tempo move 
so that the game could finish B ... NeB 
with every surviving man back on its 
initial square, but I could not oblige. 
Can any reader do better? - JDB 
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ON MIXEV QUATERNARY SYMMETRY IN KNIGHT'S TOURS 
by George Jelliss 

Types of Symmetry 

A diagram shows 'n-ary' symmetry if it has n congruent parts that by reflection or rotation can take the place of any other. 
In the case of a square diagram n can be 2, 4 or 8, and the symmetry is accordingly termed 'binary', 'quaternary', or 
'octonary'. In 'direct' symmetry the pattern can be reflected without change of appearance, while in 'oblique' symmetry 
reflection produces a non-superposable mirror image. Octonary symmetry is direct, but quaternary and binary symmetry 
can be direct or oblique. The direct symmetries can also be subclassified as 'lateral' or 'diagonal' depending on the 
directions of the axes of reflection. Here are simple patterns of knight moves on the 4x4 board showing the various types 
of symmetry that are possible. 
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A pattern with octonary, quaternary, or binary-oblique symmetry can be rotated to superimpose with itself. The rotation is 
through 180 degrees in the binary-oblique and quaternary-direct cases, or through 90 (and hence also 180) degrees in the 
quaternary-oblique and octonary cases. 

Tours and Pseudotours 

By a knight's 'tour-pattern' I mean a pattern of knight moves on a board, having two moves incident at every cell. A tour
pattern is either a 'tour', that is a single circuit of knight moves that passes through every cell of the board, or a 
'pseudotour', consisting of two or more superimposed circuits. (Note that we are only considering here closed tours and 
circuits, not open paths with end points.) 

This is a convenient point to introduce the centre-outwards coding that I use, giving cells in similar positions the same 
number. It can be extended to apply to boards of any size. 

m
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The only possible knight's tour-pattern on the 4x4 board is the pattern of four circuits of four moves known as 'squares 
and diamonds' which has octonary symmetry. This is easily proved: the only moves available through the corner cells 
form the diamonds, and once these are in place the only moves remaining through the other cells form the squares. 
The squares are formed of moves (11) and the diamonds of moves (02) using the above coding. 

The next square case, the 6x6 board, is more productive. No octonary tour-pattern is possible (since 36 is not divisible 
by 8), but there are twenty geometrically distinct quaternary patterns as shown overleaf (i.e. not counting rotations and 
reflections as different). There are seven oblique, including the five well known quaternary symmetric tours, which have 
been rediscovered many times, and are shown here in the first row. The other quaternary patterns are all pseudotours. 
The thirteen direct patterns comprise seven with lateral axes and six with diagonal axes. The legends below the diagrams 
indicate the numbers of circuits and their lengths. Six of the lateral patterns consist of two circuits of 18 moves, while two 
of the diagonal type consist of three circuits of 12 moves. (Binary and asymmetric tour-patterns also occur, but we deal 
here only with the quaternary case.) 

On the 8x8 board tour-patterns with octonary symmetry become possible once more, and there are 33 geometrically 
distinct cases, all pseudotours, as I showed in Chessics (#22 p.72, 1985 and #25 p.106, 1986). The numerous quaternary 
patterns formed of two or four equal paths were enumerated by the Abbe Jolivald (under the pen-name of Paul de Hijo) as 
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long ago as 1882, and his results were confirmed by Tom Marlow as reported in Chessics (#24 p.92 1985). These 
however do not exhaust the cases. 

Mixed Quaternary Symmetry 

The only symmetry possible in knight's tours on boards of side 4n is the binary oblique type. The idea of constructing 
tours that show a combination of oblique and direct quaternary symmetries was introduced by Ernest Bergholt in some 
puzzles published in the British Chess Magazine in 1918, and elaborated in three memoirs that he sent to H. 1. R. Murray 
that year, which are now in the Bodleian Library, Oxford. The memoirs were reproduced in issues 13, 14 and 18 of 
The Games and Puzzles Journal (1996 - 2001). There is probably further work on this subject among Murray's extensive 
papers for anyone who has the time to do the research. 

The treatment given here expands and clarifies the methods of Bergholt and Murray by taking proper account of the 
octonary symmetry component, which they tended to regard as part of either the direct or the oblique component, 
depending on the focus of attention. 

A knight's tour is said to show 'mixed quaternary symmetry' (MQS) if its moves can be regarded as forming three 
classes, one in purely lateral quaternary symmetry, one in purely oblique quaternary symmetry, and the remainder, such as 
the eight moves through the corner cells, in octonary symmetry. It follows that the tour as a whole is in oblique binary 
symmetry, since both types of quaternary symmetry include this lesser form of symmetry. It also follows that the cells 
used by the three sets all form arrays with octonary symmetry. Mixed quaternary symmetry is possible on any square 
boards of even side greater than 4, but is mainly of interest on boards of side a multiple of 4 on which a tour with 
quaternary symmetry is impossible, in particular the 8x8 and 12xI2. 

On a board of side 2m a tour has 4m2 moves, so in a tour with MQS if the lateral quaternary class has 4h moves, the 
octonary class 4j and the oblique quaternary class 4k, then h + j + k = m2

, withj even. I put the octonary number,j, in the 
middle since it is counted with h when assessing the direct symmetry, and with k when assessing the oblique symmetry. 
The tour can then be described as of type h-j-k. 

Theorem. The number of purely oblique components, k, must be odd. 

In terms of coordinates a knight's move is a {l,2} leap, and can be classified as 'horizontal' or 'vertical' according to the 
direction of the two-step part of the move. Four moves in lateral symmetry are either all horizontal or all vertical, since 
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reflection in a median does not alter this property. On the other hand, four moves in oblique symmetry consist of two' 
vertical and two horizontal, since 90 degree rotation of a vertical move makes it horizontal, and vice versa. Moves in 
octonary symmetry can be split up into two lateral or two oblique sets. A tour with oblique symmetry on a board of side 
2m consists of two congruent paths each of 2m2 moves, from corner to opposite corner. A lateral quartet contributes two 
vertical or two horizontal moves to this half-tour. An oblique quartet however contributes one of each type. The .lateral 
and octonary moves thus always contribute a displacement of the knight by an even number of ranks or files from the 
initial corner. But the displacement from corner to corner is a displacement of (2m - 1) ranks and files, an odd number. 
Thus k must be odd. QED. 

Mixed Quaternary Symmetry on the 6x6 Board 

Among the 17 tours with binary symmetry on the 6x6 board there are two that show mixed quaternary symmetry. The h,j, 
k values of these tours are 2-6-1 and 4-4-1, the purely oblique component being in each case the four (02) moves, shown 
in the middle diagram. The lateral and octonary components are also shown. 

lateral oblique lateral 

Minimal Oblique Moves in MQS 

The minimum of purely oblique moves is 4 (k = 1) on boards of side 4n + 2 (i.e. 6x6, lOx 10 etc) but is 12 (k = 3) on 
boards of side 4n (i.e. 8x 8, 12x 12, etc). I give a proof of this since it is not obvious: 

Theorem. The minimum purely oblique moves cannot be k =1 on boards of side 4n. 

Consider the possible linkages. The four moves in oblique quaternary symmetry can only be of the type (02), connecting 
cells on the diagonals in an octonary pattern, as shown or its reflection. Ignoring paths that cross at the centre, there are 
three geometrically distinct ways in which these cells can be joined to form a tour by paths that are in lateral quaternary 
symmetry. 

odd linkage shcJrt even linkage 
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The first linkage, which can also be rotated 90 degrees, connects dark to light cells, so must use four paths of two odd 
lengths; but an odd length path cannot have the required symmetry, since the middle move would have to cross the 
median at right angles, which is impossible for a knight move. The second and third linkages connect dark to dark and 
light to light cells, so must use four paths of even lengths adding to 16n2 - 4 (i.e. 60 on the 8x8 board). But lateral 
symmetry requires that all these be of the same length, and (l6n2 

- 4)/4 = 4n2 
- 1, is an odd number (15 on the 8x8 

board). Thus k = 1 is impossible. QED 

MQS on the 8x8 Board: the 13:3 case 

As proved by the above theorems the minimum purely oblique quaternary moves in a mixed quaternary tour on the 8x8 
board is 12 (k = 3), the other 52 moves being in direct quaternary symmetry (h + j = 13). Tours of this 13:3 type were 
those mainly studied by Bergholt. They can also be described as tours with maximum direct quaternary symmetry. 

The cells used by the twelve oblique moves must form an octonary pattern. If the twelve moves are all separate single 
moves they will use 24 cells, but this will reduce to 20 if a double move is used, or to 16 if they join to form a triple 
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move. In an octonary pattern an off-diagonal cell will contribute 8 and a diagonal cell 4, so the patterns can be classified' 
by the numbers of these cells used. Using all four diagonal cells (0, 2, 5, 9) is impossible since the corner cells necessarily 
form part of the octonary set of moves. So we must use one, two or three of the diagonal cells. The only triple moves 
possible using two off-diagonal cells are (6116), (4114), (3113), but four (11)-moves in oblique symmetry cannot be 
used since they form a circuit. We thus have five cases: 24 = 3x8 = 2x8 + 2x4, and 20 = 2x8 + lx4 = lx8 + 3x4, and 
16 = 1x8 + 2x4. 

In the 3x8 class I find three choices of off-diagonal cells that will connect in the required manner, namely (134), (146), 
(347). Of these (134) produces no tours on the 8x 8, though it can be used for tours on larger boards, (146) gives 19 tours 
and (347) a single tour. The h-j-k numbers take the values 3-10-3, 5-8-3, 7-6-3. The single (347) example is of maximum 
octonary type 3-10-3. This and one of the (146) tours are shown, together with the patterns of oblique moves on which 
they are based. 

7-6-3 (341) 3-10-3 

In the 2x8 + 2x4 class, I find nine possible combinations: (0123) 2 tours, (0126) 33 tours, (0135) 12 tours, 
(0145) 3 tours, (0156) 28 tours, (0234) 2 tours, (0238) 31 tours, (0456) 20 tours, (1256) 22 tours, total 153 tours. 
Diagrams of all of these will be shown on my knight's tour notes webpages in due course. There is space here only for 
one from each case. For a (0156) example see further below. 

In the double move 2x8 + 1 x4 class there are five possible types: (013) 9 tours, (014) 3 tours, (034) 5 tours, 
(156) 49 tours, (238) 6 tours, total 72. All of these were identified by Bergholt, except for type (014). (For diagrams see 
The Games and Puzzles Journal # 18.) 

In the double move 1x8 + 3x4 class I have found only the one type (0256), with 8 tours. The 3-10-3 case was cited by 
Murray; there are also three 5-8-3 and four 7-6-3. 

In the triple move 1 x8 + 2x4 class there are six tours of type (023). Bergholt classified these tours as two different 
types. They use the same key cells but differently connected. (For diagrams see The Games and Puzzles Journal #18.) 

MQS on the 8x8 Board: the 11:5 case 

Following on from the above examples, it is natural to consider tours with 5 sets of moves in pure oblique quaternary 
symmetry. If all 20 moves are separate they will use 40 cells forming an octonary pattern. If all these cells are off
diagonal we have the 40 = 5x8 case. I find that there are two types in this class. The only pattern usuing the next to corner 
cell, 8, is Type (13478), but this does not generate any tours on the 8x8 board, though it can be used on the 12x 12 board. 
The only other case is Type (13467), it gives four tours: 
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5-6-5 

Minimal Lateral Moves in MQS 

The minimum of purely lateral moves is 0 (h = 0) on boards of side 4n + 2, since these are the boards on which tours with 
oblique quaternary symmetry are possible. On boards of side 4n the minimum is 4 (h = 1). In 2001 I enumerated all tours 
of this type on the 8x8 board and found 48 in all (as mentioned in The Games and Puzzles Journal #18, p.332). 
They consist of 12 of 1-10-5 type, 20 of 1-8-7 type, and 16 of 1-6-9 type. The four lateral moves are (ll)-moves. Another 
1-10-5 example is shown above. 

1-10-5 1-8-7 1-6-9 1-6-9 

, , 
............... _ ... _._._ ..... _ .. 

A 1-4-11 tour is impossible. The maximum moves in oblique quaternary symmetry in MQS on the 8x8 board is thus 60 
moves (4x15), as in these examples, but the maximum of purely oblique moves is 36 (k = 9). The two 1-6-9 examples 
shown here both use the same cell-sequence (1656494378203871), and differ only in taking the (20) move in a different 
direction. 

Minimum Octonary Moves in MQS 

The minimum number of octonary moves in a tour of mixed quaternary symmetry on a board of any size is 16 (i.e. j = 4), 
having four moves in each quadrant, consisting of the 2 moves through the corner cell and 2 moves incident with the next
to-corner cells. There are three minimal formations, any other routes through the next-to-corner cells will result in six 
octonary moves. However it turns out that case C is impossible, at least on the 8x8 board, as other octonary moves are 
forced. 

A c 

~
' ,:--i---i 

.. ,'- "'> -... -i.. ..... * 
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I have found 20 of type A among the 13:3 cases considered above. Type B tends to require more oblique moves. Here are 
four examples from the 19 I have found so far, 3 (9-4-3), 11 (7-4-5),5(5-4-7). 

5-4.7 

The maximum octonary moves in a mixed symmetry tour depends of course on the size of the board, for the 6x6 board 
it is 24 (j = 6) and for the 8x8 board it is 40 (j = 10). (In a binary tour without the mixed quaternary condition 48 can be 
achieved.) 
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THE ENT) Is NIGH I 
by Paul Byway 

Solutions to competition 38 

#247 9 Ngl a4 a5 a6 axb7 b8Q Ra6 
Rd6 Qd8 mate. 
#248 7 Ke2 Bxg5 Nd2 Ne4 Nd6 
Rf1 Rxf7 mate. 
#249 9 g3 gxh4 Nh3 Nf4 Nxd5 Rg1 
Rg3 Rxc3 Rc7 mate. IR does it 
differently: 9 g4 g5 g6 gxf7 g8Q Qc5 
Nf3 0-0 Rblmate. JDB points out that 
only 8 moves are required: 9 (?) Nh3 
Nf4 Nxd5 f4 Rf1 Rn Rxc3 Rc7 mate. 
#250 7 Bf5 Nxe2 Nf4 Nxe6 Nc3 
Nxd5 Nec7 mate. 
#251 8 Ke8 d4 d3 dxc2 h5 Rh6 Rd6 
Rdl mate. 
#252 8 g6 f5 f4 Kb6 Bh6 Rc8 Rc 1 
f3 mate. The majority prefer to use the 
other diagonal: 8 Nc6 Nxd4 e6 Be7 
Rxa8 Rxal ReI Bb4 mate. 
#253 1 RI0g9+ Kf1 0 2 Rf8+ Gxf8 
3 RgI0+ Kf} 4 Cf7+ Ge9 5 Cef3 
mate. IR finds a variation to this one, 
with mate in 7 rather than 5 moves: 
3 Cf7+ Ge9 4 Cef3+ Kel0 5 RgI0+ 
Gfl 0 6 Rxfl 0+ Ke9 7 Ce3 mate. 
#254 1 Hxcl0+ Excl0 2 Hd7+ Kd9 
3 Hb8+ Ke9 4 Hxc1 0+ Kd9 5 Rd6 
mate. 

The current scores: FG 189, IR 164, 
JB 96, RC 77, PW 35, CL 24, RT 19. 

Here's a delightful contribution from 
Noam Elkies. The solution will be 
found opposite. For the grasshopper, 
see VC 60 page 100. Promotion is 
allowed to GRBN, but not to Q. 

Grasshopper Chess 
White to play and win 

Competition 39 is alongside. 

#255 Dipilato - Leoncini (1981) 

Black wins (series 8) 

#256 Ervetti - Davide (1987) 

White wins (series 9) 

#257 Picasso - Arno (1987) 

White wins (series 7) 

#258 Wagner - Lokvenc (1988) 

Black wins (series 8) 
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#259 Galimberti - Crasto (1982) , 

White wins (series 9) 

#260 Litigio - Lantillo (1989) 

10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

Black wins (series 8) 

#261 'Five Dances' #26 

p 

kg. 
9 

p r 
IS 

Red to play and win 

#262 'Five Dances' #101 

k 

p p 
p 

K: 

Red to play and draw 
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SOLlITlONS 
Polgar Superstar Chess (page 149). 
Try 1 Rxc3 e5 2 Rxc5 Kg5 3 R- : no, 
3 ... e3Q+ 4 K.xe3 K.xg3 5 Kd4 f4 
5 Kc3 f2Q+ 6 K- Qa7, and Black has 
his win. White must waste a move by 
2 Rc 1, and now he reaches c5 at the 
right time: 2 ... Kg5 3 Rxc5 e3Q+ 
4 K.xe3 K.xg3 5 Kd4 f4 6 Kd6 f2Q 
7 Kc7 and draws. If Black tries 
2 ... Kh6 hoping to lose a move in his 
turn, then 3 Rc3! Kg7 4 Rc 1! etc. 

I do like it when a variant turns out 
to yield attractive endgame studies. 

English Progressive (page 149). 
White played 11 Nxd4 Ra3 N2b3 fxe4 
Qc3 Ke2 Rn B g3 h3, after which his 
four unmoved pawns were all blocked 
and he still had two moves left : 

He accordingly finished his turn with 
Qxc6 and Ne6, and that was that. 

My immediate reaction to this was 
to be thrilled by its ingenuity; my 
second reaction, having looked again 
at the rules as given in ECV 2 (and in 
the original Encyclopedia), was that it 
was surely illegal, on the grounds that 
White's Qxc6 had freed the pawn on 
c2, which then had to make its first 
move before the knight on d4 could 
make its second. However, the index 
sheet for the game in David 
Pritchard's files gave Nost-algia 282 
as the earliest reference for the game, 
and on reading this I found the 
exegesis mentioned in the text, 
together with a note that the rules in a 
new chess variants welcoming sheet 
implied otherwise. It appears to have 
been a copy of these latter rules, 
received by David some years later 
and still preserved in his files, which 
he summarized for the Encyclopedia. 

The rules as given in Nost-algia 

seem to make it clear that White's 
ninth move terminates the initial 
sequence in which each man can move 
only once, after which everything 
starts again. In any case, it appears 
that the loser did not object. 

A point for the writer of ECV 3 to 
note. 

Proof games (page 164). 
92 (Brobecker) (a) 1 d4 Nd6 

2 Bf4+ Nb5 3 a4 mate. (b) 1 Nd3 Nd6 
2 Nb4 e6 3 d3 Ne8 mate and 1 NO 
Nf6 2 Nh4 e6 3 0 Ne8 mate. (c) 1 e3 
Nf6 2 Qh5 Nxh5 3 Ba6 f6 4 Be2 
mate. 

93 (PF) 1 g4 Nf6 2 Kg2 Nxg4 
3 Kh3 Nxf2 4 Rgl Nxdl 5 Rg4 Nf2 
6 Kg2 Nxg4 7 Kgl Nf6. 

94 (Grafrath) 1 e4 Nf6 2 e5 Nd5 
3 Ne2 Na6 4 c4 dNb4 5 a3 Nd3 6 Nc3 
Nxcl 7 Rxcl Nc5 8 Rbl Nd3. Ortho
dox mating position after both Black's 
5th and 8th moves. 

95 (Grafrath) 1 g4 Nf6 2 g5 Nd5 
3 Bg2 f5 4 Bxd5 Kf7 5 Bxfl Na6 
6 Kfl Nc5 7 b4 Na4 8 Bb3 h5 9 Bxa4 
d5 10 Be8. 

96 (Grafrath) 1 Nc3 Nc6 2 Na4 
Ne5 3 b4 Ng6 4 d3 b5 5 Bd2 bxa4 
6 Qbl a3 7 Qb2 axb2 8 a3 bxalK 
9 Bc3 a5 10 Bxal. Schnoebelen 
promotion (promotion to a man, here 
the Kal, which is captured unmoved 
but whose precise nature can be 
deduced). 

97 (Grafrath) 1 b4 e6 2 b5 Bd6 
3 h3 Ne7 4 h4 Ng6 5 h5 Nf8 6 d3 Ke7 
7 Rh4 Ke8 and (a) 8 b6 Qxh4 9 bxa7 
Qxh5 10 axb8R or (b) 8 Ra4 Qg5 
9 Rxa7 Qxb5 10 Rxa8 Qxh5 11 Rxb8. 
The Rb8 is original in one part, 
promoted in the other. 

98 (Richter) 1 e4 d5 2 exd5 Bg4 
3 Qxg4 Qc8 4 Qxc8 mate. 

99 (Belukhov) 1 d4 c5 2 dxc5 Qa5+ 
3 b4 Qxb4+ 4 c3 Qxc3+ 5 Qd2 Qxc 1+ 
6 Qdl Qc3+ 7 Qd2 Qc1+ 8 Qdl Qc3+ 
9 Qd2 Qc3+, and the game is drawn 
by the triple repetition rule. 

100 (Grafrath) 1 f3 Nf6 2 f4 Ne4 
3 Nf3 Nxd2 4 Rgl Nxfl 5 Rxfl Nc6 
6 Rf2 Nd4 7 Kfl Nxe2 8 Qel Ng3+ 
9 Kgl Nfl 10 Rxfl. 

Grasshopper Chess ending (Elkies, 
opposite). 1 a8G+ Kgl 2 Gg8+ Khl 
and Black's king is hemmed in, but 
White's king must take over the guard 
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of gl in order to free his G to give the' 
eventual mate, and if he plays 3 Kfl at 
once Black's 3 ... Gh8 will force him to 
retreat again. White must lose a move, 
and he can do so only via a2 since if 
he sets foot on the second rank earlier 
he will allow Black's Gg2 to move 
and free his rook. Hence 3 Kdl! Gh8 
4 Kc1 Gf8 5 Kbl Gh8 6 Ka1l2 Gf8 
7 Ka2/1 Gh8 8 Kbl Gf8 9 Kcl Gh8 
10 Kdl Gf8 11 Kel Gh8 and now 
12 Kfl is effective: 12 ... Gf8 13 Ge8 
Gd8 14 Gc8 Gb8 15 Ga8 mate. 

This was developed from a joke 
study of my own which appeared in 
VC 26 and was reprinted in 51 flights. 
The "promotion to Black" element of 
the original is lost, but the unexpected 
need for White to retreat to al in 
order to triangulate more than makes 
up for it. 

In VC 60, I remarked that the lowly 
fers could give rise to positions of 
remarkable subtlety. This was in the 
context of win by stalemate, but the 
same is true in shatranj, with its 
"bare king" rule that a player can win 
by taking the enemy king's last man 
provided that his opponent cannot 
return the compliment next move. 

Question: in shatranj, what do the 
K + F v K + F positions 

have in common? 
Answer next time. 
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Losing Chess. Klaas Steenhuis 
reported in early December that the 
'stayalive' account offering Stan 
Goldovski's Giveaway Wizard (see 
VC 62 page 140) had taken the 
number 1 position on the Free Internet 
Chess Server's list of best active 
suicide players (human players and 
computers combined), "currently with 
a rating of 2554 points". 

That a computer program should 
take top place is hardly surprising, but 
that a program written and frozen 
more than ten years ago should do so 
is a different matter (and this despite 
its having been written to a different 
stalemate rule, which can occasionally 
cost it a half or even a full point). 
There has been one change, Wizard's 
very limited openings book having 
been replaced by something a little 
better (though still with a total of only 
"a few hundred" moves), but this 
hardly detracts from the achievement. 

Well done, Stan. 

BCVS NOTICES 
AGM 2010. Nominations for office, 
and resolutions for the AGM, are 
invited, and should reach me as 
secretary by March 1. I shall be 70 
when the AGM is held, and I shall 
not be seeking re-election either as 
editor or as secretary. Additionally, 
Peter Fayers has told me informally 
that he will be unable to continue as 
treasurer for more than another year or 
two. 

We therefore need a new team if 
we are to continue: a new editor and 
secretary immediately, and a treasurer 
in the very near future. I hope 
volunteers will come forward, and will 
be happy to advise on the commitment 
involved (in particular, the treasurer 
should have practical accountancy or 
bookkeeping experience). In the 
absence of suitable volunteers, we 
shall have no alternative to dissolve 
ourselves and close down. 

Whatever happens, it is our opinion 
that our present financial surplus 
should be used for the benefit of those 
subscriptions have created it. VC 63 
therefore has 32 pages, and VC 64 
will be as large as the remaining 
funds permit. Given that it may be 
the last issue in its present form, copy 
date for contributions has been put 
back to March 31, and publication is 
scheduled for May. 

In case VC 64 should indeed prove 
to be our last issue in this form, we are 
considering accompanying it with a 
"Best of VC' special issue containing 
reprints of items which readers have 
found of particular interest, and we 
would welcome suggestions for 
inclusion . 
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NOTICES CONTINUED ' 
Peter Fayers has a new e-mail 
address (see below). 

Peter and I are holding a modest stock 
of back issues, and Peter is offering 
these for sale at cost. Any issues that 
are not in stock we can provide 
professional copies of, also at (slightly 
higher) cost. Postage will be charged 
at cost, and there are significant 
savings - particularly to UK members 
- from posting in bulk. Please e-mail 
him with a list of the issues you want, 
and he will give you a quote. 

David Woo's Xiangqi Review. Alex 
Trotter (maldoror@netzero.com) is 
interested in back numbers, and is 
willing to pay for photocopying and 
postage. He is in New York, and 
already has most of the issues from 
1999 to 2001. 

Hostage Chess. John Leslie asks me 
to say that the computer program 
HostageMaster is now available 
from <www.hostagechess.com> free 
of charge. It is somewhat improved 
from the version which Paul Yearout 
defeated so comprehensively in the 
game quoted in VC 62 (John estimates 
by the equivalent of 100-150 rating 
points), and in partiCUlar now offers a 
range of thinking times from one 
second to five minutes. 

For me to play against it myself 
would say more about my capacity for 
blunder than about the program, but if 
one of our more experienced Hostage 
players would care to download and 
review it for VC 64 I shall be very 
pleased to receive his report. 
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TOWAR1)S ECV 3 
It seems to me that we might usefully 
start our final issue in present form by 
collating the various corrections to 
ECV 2 which have appeared from 
time to time in VC, and also listing the 
various games that have appeared in 
VC and are not in it. I have also listed 
the variants (mostly problem variants) 
that were in the original ECVbut were 
omitted from the second edition, 
together with a few variants which 
were in David Pritchard's files and 
were perhaps inadvertently omitted 
from both editions. 

I shall not myself be producing an 
ECV 3 and anyone doing so may make 
use of what follows without further 
reference to myself, but anyone 
wanting to attach David's name to a 
new ECV must obtain permission 
from his family. It is of course open 
to anyone to produce a new 
encyclopedia independently, but I 
hope that anyone making significant 
use of David's work (I do not see how 
a proper encyclopedia could now be 
written without making such use) will 
include a suitable acknowledgement. 

1. Corrections and amplifications 
to ECV2 

Corrections and amplifications to 
ECV 2 have already appeared in 
VC 55, VC 56, VC 60, and VC 63. 
These are repeated or summarized 
below, and a few more are added. 

English Progressive Chess (page 
31). The rules as given in ECV 2 (and 
in the original Encyclopedia) do not 
make clear that once every man that 
can move has done so and a new 
series has started, everything starts 
again; a man previously blocked, and 
hence unable to contribute to the 
series just finished, can be freed 
without being required to make 
catch-up moves. A game illustrating 
this point appeared in VC 63. 

Kriegspiel (pages 33-36). At the end 
of page 143 of VC 17, there is a note 
by David Pritchard that R. C. Griffith, 
whom he knew and regarded as "very 
responsible", had played the game in 

1890. The text I received for ECV 2 
did not mention this, and perhaps any 
future revision should. I put the 
invention of Replacement Chess back 
to at least the 1930s on the strength of 
a similar remark by David Hooper. 

An eight-page typed pamphlet 
"Kriegspiel" by Fred Galvin, bearing 
no date but appearing on internal 
evidence to be from 1958-62, has the 
umpire automatically announcing the 
possibility of a pawn capture in the 
way I have always encountered when 
playing myself, but which David had 
apparently not met. Typically, the 
umpire says ''No'' or "Yes" to the 
player trying the move, and after 
"Yes" he says "White has moved" or 
"White has captured on ... " followed 
as appropriate by "Black is in check 
on the longer diagonal" (on the 
shorter diagonal, on the file, etc) and 
"Black has a pawn capture". A 
capture en passant is explicitly 
announced, but otherwise the identity 
of the man captured is not disclosed. 

This rule, whether imported or 
independently reinvented, is now in 
my experience standard in France, and 
I think it excellent; it speeds up the 
game without significantly changing 
its nature. It is of course possible to 
construct positions where the original 
"Any?" rule leads to one result and 
the Galvin rule to another, but I don't 
think these happen often enough to be 
of importance. 

For a fuller dicsussion, see VC 55 
page 2. 

Scaci Partonici (pages 42-3). 
Parton's booklets as cited on page 43 
and perhaps elsewhere should be 
Chesshire Cat Playeth Looking Glass 
Cheessys and 100 Squares for Chess 
and Damante (not Diamante). The 
insertion of hyphens between the 
words of the former appears to depend 
on the view taken on the typography 
of the booklet's front cover. 

En Passant Chess (page 43). The 
Ekstrom reference may have been to 
letters from Hugh Myers (VC 12 page 
63 and VC 13 page 79). 

Koopa Chess (page 45) is due to 
Ralph Betza (thus Philip Cohen, citing 
the Chess Variant Pages). 
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No-Retreat Chess (page 50). A' 
promoted piece can give a backwards 
check from its promotion square, and 
can capture or move backwards once. 
See VC 63 page 159. 

Reinforcement Chess (page 53). The 
first edition included a statement that 
the basic concept "was suggested by 
L. Tressau of Leipzig as long ago as 
1840", but the details that followed 
appeared to be those of the "Double 
Chess Game" which now has a 
separate entry and I took the reference 
to have been to this game. There 
should have been a note to this effect. 

Replacement Chess (page 55). There 
was a discussion in VC 56 (page 25) 
about whether passing checks should 
be permitted (the conclusion was that 
they should). 

Ambiguous or Substitution Chess 
(page 62). Fabrice Liardet points out 
that on the Internet, where most games 
are now played, the original name and 
mode of play have been retained. 

Avalanche Chess (pages 62-3). There 
are notes in VC 17 (page 155) that en 
passant was explicitly barred in the 
original rules, and that Alessandro 
Castelli's suggested reversal of the 
Black K and Q will prove the most 
equitable form of the game. 

Reciprocal Chess (page 64). VC 36 
(page 61) has a suggestion that the 
Black king and queen be interchanged. 

Push Chess (page 66). Fred Galvin 
tells me that the rules given in Nost
algia 232/242, and relied on in the 
Encyclopedia, are not quite his own 
rules. It is the owner of a pawn pushed 
to promotion who decides the piece to 
which it is promoted, and e.p. pushing 
is permitted (if a pawn makes a double 
step in a position where, had it made a 
single step, it could have been legally 
pushed by an enemy pawn, the 
opponent has the option of setting it, 
and any man that it may have pushed, 
back one square, and then pushing it 
with his pawn). He sends me an article 
"Schiebe-Schach" by Hans Kliiver, 
from Deutsche Schachzeitung, August 
1968 (pages 282-4), which gives his 
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definitive rules. 
Fred also points out that the "Fool's 

Mate" 1 Bc4 (Pe2-d5) d6 2 Qb3 
(Pc2-a4) f6 3 Qe6 (Bc4-fl) isn't, 
because Black has 3 ... Kd7. Replacing 
l...d6 by l...Nc6 would fix it. That in 
the first edition, 1 Ra5 (Pa2-a6) 
Ke7 (Pe7-e6) 2 Ke2 (Pe2-e3) Qg5 
(Ke7-h4) 3 Qf6, is valid. David's files 
contained a letter from Fred, received 
just before his death, pointing this out, 
but I overlooked its significance. 

All-In Castling (page 70). VC 61 
gives some examples under the name 
Rokagogo. 

Van der Linde's Games [1] and [2] 
(page 72). Given by Vemey, but not 
mentioned in the Encyclopedia, is a 
further game with the pieces reduced 
to QR, K, KN only (8xP as usual). 
Vemey cites "his book on Chess in 
Dutch, published in Utrecht in 1876", 
and Jurgen Stigter confirms: "LN 973 
Linde (A. van der). Leerboek van het 
schaakspel. Utrecht 1876. [973 A 29] 
On p. 265-266, he refers to van 
Zuylen and gives some diagrams, one 
of which has indeed QR, K, KN only 
(8xP as usual). Also, several other 
variants (pp. 138 and following) 
originate from Van Zuylen." The 
latter is "LN560 (Zuylen van Nyevelt, 
P. J. van). Het schaakspel. Campen 
1792. [972 D 38]." References "LN" 
are to the catalogue of the Royal 
Dutch Library in The Hague. 

It would therefore appear that 
these should in truth be called Van 
Zuylen's Games. 

As regards the asymmetry of the 
h-pawns in game [2] (c), this was 
taken from Vemey, and David was 
right to suspect that it was a mistake. 
Jurgen tells me that the h3 pawn 
should be on h2. 

Free Programme Chess (page 79). 
"Guraspasvili" should have been 
"Guraspashvili" . 

Losing Chess (pages 86-89). I 
omitted to mention the Muff book 
(VC 15 page 115, VC 56 page 33). 

Co-Chess (pages 1 00-1 0 1). A faulty 
edit took Qut a clarifying note that 
when a pawn promotes and so creates 

more than two men of a kind, 
subsequent moves by any of them 
cause co-squares to be formed with 
each of the others simultaneously. 

Transportation Chess (page 102). 
The game very strongly favours 
White, and Nost-algia 343 reported 
the opinion of Alessandro Castelli, 
"not yet proven but plausible", that 
1 e4 gave him a forced win. NOST 
then adopted a rule that K + Q were 
no longer a pair for the purposes of 
defining a transportation rectangle. 

Polyactive Transportation Chess 
(page 102). It appears from Nost-algia 
233 that this was indeed dreamt up by 
Philip Cohen, though the context 
suggests that it was intended as little 
more than a joke. 

Buckzo's Game (page 112) should be 
Buczko's Game (and in the index). 

Balbo's Game (page 116). A note 
from Ken Whyld preserved in David's 
files suggests that the inventor was in 
fact "G." Balbo, the source's "M." 
standing merely for "Monsieur". 

Shrink Chess (page 117). If a side's 
promotion rank disappears, that side 
can no longer promote. The players 
may agree to start from move 15 or 20 
of a master game, each taking each 
colour once. See VC 63 page 160. 

The Emperor's Game (page 121). 
The references "L. Tressau, 1840", 
here and elsewhere, appear on the 
evidence of Vemey to be to his book 
Das Schachspiel, seine Gattungen 
und Abarten, published that year in 
Leipzig. I haven't seen this, but it 
would appear to have been largely a 
description of existing games, and 
here at least it would seem that 
Tressau should not have been cited 
as the game's originator. The game 
appears to have been no more than 
"Das Kaiserspiel" of c.1815, possibly 
with a modified baseline. Not having 
seen the source material, I cannot say 
whether the slightly different baselines 
reflect a genuine change or merely an 
error in one source or the other. 

Introduction to section 15.1 (page 
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128). Other one-step movers besides' 
the king, wazir, fers, gold, and silver 
appear in the chapters on historical 
and regional games (for example, the 
crane of Tori Shogi), and in line 4 the 
words "have been widely used and 
will be found" should have read "have 
been widely used, and they and some 
others will be found". 

Courier-Spiel (page 131). This entry 
should not have been included. 
Verney cites two descriptions of "The 
Courier-Spiel", one by H. G. Albers 
(1821) of a game "played by the 
peasants at Strophe (province of 
Halberstadt) from olden time" and the 
other by Tressau, and these are duly 
included in the "Courier Game" entry 
on page 245. The Gollon material 
behind the entry on page 131 appears 
to have been no more than a slightly 
incomplete description of the Albers 
game. 

Ninerider Chess (page 140). From 
Philip Cohen, edited: "I'm almost 
certain this is my invention, but if I 
couldn't find the original rulesheet in 
1979 I'm not likely to find it easily 
now. I see Michael Howe attributes it 
to me and Wayne Schmittberger in the 
Chess Variant Pages, the RWS part 
being, I believe, just the KlQ 
interchange. " 

X-Ray Chess (page 143). According 
to page 126 of VC 26, X-ray pieces as 
conceived by Dawson could act 
through any number of obstructing 
men (the version described in ECV 2 
allows them only to penetrate one 
man). 

Star Chess (page 150). There is a 
curious note in VC 18 regarding a 
randomised rapidplay event held in 
Budapest in 1995 at the home of 
fashion designer Laszlo Star, whose 
alleged winners as photographed were 
two young ladies whom David had 
met at the Star Chess championship in 
London in 1979, identically dressed 
and looking not a day older! 

Cannon Chess (page 164). VC 34 
(pages 22-3) gives at least one further 
detail, that the players are at liberty, 
before moving, to interchange the 
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positions of their Copper Generals and 
Copper Cannons on their left or right. 

An-nan Chess (page 170) appears in 
VC 56 as Southern Chess. 

Centenniel Chess (page 190). On the 
evidence ofthe inventor's book Meta
Chess, this should be Centennial 
Chess (and in the index). 

Super Chess [Fort] (page 197). Page 
150 of VC 17 has a note that this was 
actually a checkers variant. 

Dragonfly [Hex] (page 205). After 
ECV 2 had gone to press, some sheets 
of trial masters for the diagrams in the 
first edition turned up, and one of 
these, not used in the final book, 
shows the array for the hex version 
of Dragonfly. This has the same 
relationship to the square board array 
as that between the hex and square 
versions of Loonybird Chess: baseline 
RBBKNNR on b4-el-h4, fronted by 
9xP on a5-c7-e5-g7-i5. 

I was most surprised to see this, 
because a hex game normally uses 
three bishops so that cells of all three 
colours can be covered, but the sheet 
had apparently been prepared by the 
game's inventor and it included an 
explicit claim to copyright in his 
name. It is true that the ability to 
reintroduce captured men means that a 
bishop covering the missing cells can 
be introduced later, but I would not 
expect this to be full compensation for 
the initial imbalance. A similar 
imbalance is to be found in the hex 
version of Loonybird Chess. 

Grayber's Spherical Chess (page 
223) should be Greyber's Spherical 
Chess (and in the index). See VC 63 
page 159. 

Ecila (pages 234-5) actually dates 
from 1957 or earlier, and was played 
at least once (article and picture in 
The Birmingham Post, 9 September 
1957, quoted in Abstract Games 8). 

Regional and historical games (page 
237 and onwards). It should perhaps 
have been stressed that in the absence 
of an "official" body with authority 
over a game there can be no "official" 

rules, and where a game is widely 
played there may be considerable 
variation: certainly in minor detail 
(for example, in equivalents of the 
"fifty-move" and "three repetitions" 
rules), and perhaps even in the moves 
of the pieces. However careful foreign 
observers such as ourselves may be, 
we are inevitably limited by the 
knowledge of our infonnants, and the 
completeness and accuracy of this is 
not always easily judged. Western 
chess does have "official" rules, but 
how many players, encountered in a 
cafe or even in a chess club, could 
give a foreign observer a complete 
and reliable account of them? 

New Chess (pages 241-2). VC 5 (page 
61) carried a survey of some items in 
the BCM (December 1940 pages 390-
391, February 1941 pages 39-40) on 
whether stalemate should be a win or 
even a loss, in one case suggesting a 
system giving different points for 
checkmate, stalemate, baring the king, 
and draw. 

Orthochess (page 242). The most 
recent change to the "fifty-move" 
rule dates from 1992, and does not 
postdate the first edition. 

Grande Acedrex (page 244). The 
"second 12x12 game with unicorns 
attributed to the Alfonso MS", which 
was in the first edition as "Great 
Chess (III)" and which I relegated to 
an editorial note, can be found on 
pages 175-6 of Verney with source 
"Dr. Van der Linde, Berlin, 1881". 
But Verney's source can be identified 
as "LN 226 Linde (A. van der). 
Quellenstudien zur Geschichte des 
Schachspiels. Berlin 1881. [972 A 
12]", and Jurgen Stigter tells me that 
the "Grande Ajedrez" on pages 
265-266 of this is the "Grande 
Acedrex" of the second edition of the 
Encyclopedia. This is emphatically 
not the game as given by Verney. 

So it would seem that the "Great 
Chess (III)" of the first edition was 
indeed a myth. It may have been 
faithfully copied from Verney, but 
Verney's copying from his stated 
source seems to have gone sadly 
adrift. 

The details given in the second 
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edition were taken from Murray, and' 
this should have been acknowledged. 

The origin of Gala (pages 245-6) has 
been questioned. See VC 64 page 234. 

Korean Chess or Changgi (pages 
250-1). Peter Blommers and Peter 
Michaelsen have dictionaries giving 
the spelling Janggi. Peter Michaelsen 
draws my attention to a rule given in 
the book Chinesisches Schach -
Koreanisches Schach by David 
Wunnan, Frankfurt am Main 1991, 
whereby in some regions and 
provinces of Korea the players usually 
agree before the start of the game that 
there is no double or triple check. This 
means that, if a King is threatened by 
several of the opponent's pieces, the 
attacking player must announce by 
which man he intends to give the 
check, and his opponent need only 
defend against this man. Wunnan 
recommends that European players 
should ignore this rule, and allow 
multiple checks as usual. 

Vietnamese Chess or Co-Tuong 
(page 251). Peter Michaelsen draws 
my attention to the chapter 
"Chinesisches Schach in Vietnam" 
contributed by Pham Cong Thanh to 
the Wunnan book mentioned above. 
According to this source, Co-Tuong 
is identical with Xiangqi except for a 
special rule which is followed only in 
some provinces of Vietnam. Under 
this rule, a Chariot is not allowed to 
move so as to attack a General from 
behind (active attack), though if a 
General moves into the line of fire of 
a Chariot standing behind him the 
attack is valid (passive attack). 
Suppose Red Gf3, Black Chariot (R) 
il; Ril-fl (active attack) is not 
permitted. Now suppose that the 
Black chariot is already on e 1 , and 
that Black also has soldiers on g2 and 
g4; now the chariot passively attacks 
e3, which is valid, and he can mate by 
Sg4-g3 or Sg4-f4. This rule, which 
has been passed down only orally and 
is not recommended, appears in no 
Vietnamese rule book. 

Peter also tells me, quoting further 
infonnation from Lev Kisliuk, that the 
variants mentioned in the second 
paragraph were not historical games 
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but modern creations. Apparently the 
inventor bewailed the absence of a 
chess game specific to Vietnam and 
produced three variants to fill the gap, 
later replacing them by the 10 x 10 
variant described. 

Shogi (page 252 and onwards). On 
page 253, below the diagram, "9xS" 
should be "9xP". The later statement 
that Black starts and plays down the 
board (on page 255, in the entry for 
Chu Shogi) is not correct. A 1995 
book First Step to Shogi, published 
under the authority of the Oyama 
Memorial Museum, has the player 
who starts playing up the board, and 
Peter Blommers tells me that this is 
the normal convention. 

Tenjiku Shogi (pages 256-7). Peter 
Blommers questions the statement that 
Tenjiku is "not related" to the other 
large shogis. "Tenjiku is 'not related' 
only in the sense that it is later 
than the foursome Dai, Dai-Dai, 
Maka-Dai-Dai, and Tai, which, in 
everybody's view, belong together. 
The larger shogis are all elaborations 
ofChu." 

Peter also tells me that Tenjiku 
literally means Heavenly Bamboo, 
and was an old Japanese name for 
India. The name Exotic Shogi 
apparently derives from Hodges. 

Wa Shogi (page 257). "Violent 
Stage" should be Violent Stag. 

Small Shogi (page 258). Peter 
Blommers tells me that this is not 
modern, but is simply Sho Shogi 
(9x9 shogi) as opposed to Dai and 
Chu Shogi. There were two forms, a 
42-piece form with just the Drunk 
Elephants and a 46-piece form with 
the Ferocious Leopards as well. 

Cannon Shogi (page 258). Peter 
Michaelsen draws my attention to a 
minor inaccuracy: pawns move and 
capture as in Korean Chess. "The 
game is no doubt also playable with 
Chinese/Japanese pawns, but I chose 
to make them 'Korean' in order to get 
a better balance between the pawns 
and the new cannon pieces." The 
pawns promote to Gold Generals, 
exactly as in Shogi. 

Blind Shogi (page 261). Peter 
Blommers tells me that this is Tsuitate 
Shogi (Screen Shogi) in Japanese. 
He thinks that the source is an early 
Hodges magazine, perhaps Shogi 2. 

Indian Chess (pages 262-6). A faulty 
edit took out intended references to 
Bhagavathi (Replacement) Chess and 
to Radha-Madhava, not mentioned 
elsewhere in the text, "in which the 
power of a captured piece is added to 
that of its captor" (as in Absorption 
Chess). 

Makruk or Thai Chess (page 268). 
I should have recorded that David's 
principal source for the rules, and in 
particular for the various material
dependent equivalents of the "50-
move" rule, appears to have been a 
letter of 4 June 1992 from the Vice 
President of the Thailand Chess 
Federation. So here, at least, we have 
something more than the mere 
"travellers' tales" on which writers 
about foreign games so often have to 
rely. The numbers of moves allowed 
to mate given in VC 50 (page 84) are 
slightly different from those in ECV 2, 
and I think those in ECV 2 may be 
more authoritative. 

Further to my note about draws in 
contemporary master play, Peter 
Michaelsen quotes a Thai player 
named Poompat writing in the Chess 
Variant Pages: "Thai Chess gained 
much popularity in the 1990s, with 
5-7 televised national events/year, 
but after lots of published analysis, 
the knowledge of Thai Chess 
techniques + strategies seem to have 
reached the peak. Sadly, almost all 
serious games between similar-level 
pros are draws. Now, they have 
to invent tie-break games called 
'Makpong' (Defensive Chess) 
wherein the player who checks the 
opponent's King such that he has to 
MOVE the King wins. BAD IDEA!" 

Laotian Chess (VC 55 page 4) 
appears to be merely Makruk with 
Laotian terminology. 

Cambodian Chess (pages 268-9). 
Peter Blommers tells me that the 
authority for the form of Cambodian 
Chess reported by P. A. Hill does not 
reduce to "a single informant whose 
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statements are at variance with all' 
other known testimony". He himself 
has a photograph of a set, and the 
Japanese games collector Okano Shin 
possesses one which was on display at 
an exhibition "Chess Games of the 
World" at the Shogi Forum in Tokyo 
in 2002. Peter has since sent me 
extracts from three books in Japanese 
in which the game is described, with 
translations of the relevant passages: 
page 98 of Chess Games of the World 
by Umebayashi and Okano, page 90 
of a Makruk booklet by Okano, and 
page 182 of The Traditional Chess 
Variants in the East Asia by Okano 
(ISBN 978-4-902567-15-1, published 
in 2007). These descriptions agree 
with Hill's in almost everything apart 
from nomenclature. For further notes 
on this book, see VC 64 page 234. 

Specifically, the game is played on 
the intersections of a 9x9 lattice, 
which is crossed by two diagonal lines 
in the manner of a Burmese chess 
board (a detail not mentioned by Hill). 
The 18 men are Kwon (royal piece, 
moves as chess king), 2 x Neamahn 
(official, moves one step diagonally, 
cannot capture backwards), Kwos 
(elephant, moves as chess king, cannot 
capture backwards or sideways), Seh 
(horse, as chess knight), Tuuk (boat, 
as chess rook), and 9 x Trai (fish, 
moves and captures one step forward 
until it enters the enemy camp, when it 
adopts the king's move); baseline 

Tu S Ks N Kn N Ks S Tu 

with 9 x Tr on rank 4. The diagonal 
lines appear to play no role apart 
perhaps from conveniently identifying 
the centre of the board. 

This bears out Hill's description in 
everything apart from the elephant's 
capturing move (Okano prohibits 
sideways captures, Hill allows them) 
and the names of some of the men. 
Okano calls the game Shattrong, but 
this is the result of a double 
transliteration (from Cambodian 
phonetics into Japanese characters, 
and thence into English) and Peter 
prefers "Chatrong". Okano's piece 
names are similarly the result of a 
double transliteration. 

The set shown by Okano features 
attractively turned men, all of circular 
cross-section apart from the horses, 
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and they are generally similar to those 
shown in plate 120 of Chess by Hans 
and Siegfried Wichrnann (Hamlyn, 
1960). The Wichrnann text gives the 
number of men in their set as 32, 
which would suggest that it was a 
makruk set, but no doubt similar men 
were used for both games. 

As for the apparent absence of the 
game from the streets of Phnom Penh 
in 2003, Peter suggests that this may 
have been a minor consequence of the 
mass killings of the Pol Pot era. At 
any rate, the game definitely existed, 
and perhaps there are places where it 
is still played; and I owe David and 
various other people an apology. 

Shatra (pages 271-2). In the diagram, 
the White array should mirror the 
Black (bishops on the third rank). 

The Jungle Game (page 292). Peter 
Blommers tells me that this is Shou 
Dou Qi in Chinese, literally Animal 
Fighting Chess. 

Hexapawn (page 293). Noam Elkies, 
confirming information in Wikipedia, 
tells me that Martin Gardner first 
described the game in his column in 
the March 1962 issue of Scientific 
American (page 138 onwards). 

Chessball [Kamzalov] (page 299) 
should be Chessball [Kamzolov] 
(and in the index). 

Chessapeak Challenge (page 322). 
On page 50 of VC 23, a 1996 change 
to the knight's move is recorded. 

Game of the Four Seasons (page 
342). The date 1031 which I query in 
my editorial note appears to have 
come from Vemey (page 84), and to 
be due to a misunderstanding of a 
note in van der Linde's 1881 book. 
Jurgen Stigter, citing pages 260-1 of 
this: "The Game of the Four Seasons 
[ ... ] is from the A1fonso MS, 1283, 
a free interpretation of Al-Biruni's 
Indian four chess (1031)." The latter 
is "Chaturaji" in the Encyclopedia. 

On rereading the first edition's note 
"Van der Linde gives the earlier date 
of 1031" in the light of this, I see that 
it was intended to refer to the game 
and not to the Alfonso manuscript. 

Even so, I cannot see more than the 
most superficial resemblance between 
the games, and to call the Game of 
the Four Seasons even "a free 
interpretation" of Chaturaji strikes me 
as mere speculation. On the evidence 
reported by Jurgen Stigter, I can see 
no reason to ascribe any date other 
than 1283 to the Four Seasons. 

Panzyk's Four-Handed Chess (page 
346). Although this is correctly 
classified as an all-play-all game, the 
game credited to "a German doctor" 
was a partnership game and should 
have appeared in chapter 35. 

Boyer's Nouveaux Jeux d'Echecs 
Interessants. The note on page 367 of 
ECV 2 refers to Boyer's earlier 
pamphlet Quinze Nouveaux Jeux 
d'Echecs Interessants and not to the 
version actually cited (see VC 62 page 
135). The version cited is transcribed 
on pages 156-61 of VC 63. 

In the index, Ratushky's Game 
should be Ratushny's Game. 

2. Games in David Pritchard's files 
perhaps inadvertently omitted 
from the Encyclopedia 

David kept an index sheet for each 
chess variant known to him, and as 
part of the preparation for passing his 
Encyclopedia files to the Musee 
Suisse du Jeu I went through these and 
noted the section in ECV 2 where the 
game was described. This disclosed 
over 150 variants which had not been 
included in either edition. The reason 
was normally obvious, but four 
omissions were not readily explicable 
and may have been inadvertent. 

Neu-Schach [Merckenschlager] was 
invented by WaIter of that ilk in 1946. 
Two boards side by side, normal array 
on board 1, board 2 empty. Play as if 
the two boards formed a single 16x8 
board, except that a king can be 
attacked or mated only if the opposing 
king is on the same board. Stalemate 
is possible if the kings are on separate 
boards. When a player is reduced to a 
single king, it cannot leave the board 
it is on. (Author'S pamphlet Neu

Schach, van der Linde #4820) 
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In Royal Bishop Chess and related' 
games, the royal pieces are either 
agreed beforehand or nominated 
simultaneously by both players. In 
Mysterious Royal Chess each player 
writes down the name of his royal 
piece before the start of play, but does 
not reveal it until he is mated. A royal 
piece may not move into check, and 
must get out of check if threatened. 
Origins unknown. (Communication 
from Mike Fox, January 1993) 

In Sniper Chess (Tony Paletta, 1980) 
rooks move normally but capture like 
bishops, bishops move normally but 
capture like rooks, queens move 
normally but are limited to two 
squares and capture like knights, 
knights move normally but capture 
like limited queens. David thought 
that the game had been included under 
another name, but while the pairing of 
rook and bishop features in Parton's 
Semi-Queen Chess, I cannot find any 
game with this pairing of restricted 
queen and knight. (Chess Spectrum 
Newsletter) 

Taxi Chess [Betza] (Ralph Betza, 
1996) takes place during a subway 
strike, forcing the pieces to take taxi 
cabs whenever they wish to move. 
This is expensive, and the players' 
budgets are limited. Specifically, each 
player starts with 16 guilders (or 
dollars, or euros, or whatever), and he 
receives 2 guilders before the start of 
each turn. Each move costs 1 guilder 
per square whether orthogonal or 
diagonal, knight moves cost 2, short 
castling costs 4, long castling 5; 
furthermore, when you capture a man 
you must pay to have it taken away 
(1 guilder from an edge square, 2 from 
a square next to the edge, and so on 
up to 4 from one of the four central 
squares). Promotion costs an extra 2 
guilders, one to take the pawn away 
and one to bring in the new piece. 
You can of course lose by bankruptcy 
as well as by checkmate. 

As regards strategy, the game ' ... is 
designed so that you won't have 
enough money. There will be a period 
when you are making short moves to 
build up your treasury; this will look 
boring to outsiders, but you will find it 
very tense.' (Eteroscacco 75) 
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3. Games in the first edition which 
are not in ECV 2 

Where I inherited text for the second 
edition but decided to omit the game, 
I normally inserted a note explaining 
why. The notes below list the games 
for which I inherited no text, or which 
I omitted without explanation. A few 
games from the original edition are in 
the second edition under different 
names, and in the case of generic 
terms such as "Randomized Chess" or 
"Three-Handed Chess" some of the 
information in the original entry now 
appears within chapter or section 
headings. Page numbers refer to the 
original edition. 

Alphabetic Chess (page 7), Anti
podean Chess (page 8), Barrier 
Chess (11) (page 18), Berkelian 
Chess (page 21), Brunner Chess 
(page 29), Cannibal Chess (I) (page 
38), Clockwork Chess (page 66), 
Cologne Chess (page 67), Contact 
Chess (page 70), Duellist Chess 
(page 96), Drohzwang Schach (page 
97), Haaner Schach (page 137), 
Mirror Chess (page 197), Nor
wegian Chess (page 210), Orter
Schach (page 216), Patrol Chess 
(page 222), Reaction Chess (page 
249), Reichenbacher Chess (page 
252), Tibetan Chess (Ill) (page 314), 
Traitor Chess (I) (page 319), and 
Wesirspiel (page 341) were problem 
themes rather than games. 

Actuated Revolving Grid (page 2) 
seems to have been included in the 
original edition by mistake. There is 
nothing under Grid Chess, which is 
the section referred to, not can I find 
any relevant material in David's files. 

Anywhere Chess (pages 8-9) was 
presumably omitted from ECV 2 
because David thought it too wild to 
be practicable, though according to a 
note in Nost-algia 325 (page 30) it 
used to be played at the Riverside 
chess club in California under the 
name Super Chess; they also played it 
in Progressive form. For the record, 
any man may move directly to any 
vacant square (but a pawn not to the 
first or last rank, and perhaps a bishop 
only to a square of the same colour -

this last appears to have been David's 
conjecture, Nost-algia being silent on 
the matter). Captures normal. 

Cat Chess (pages 41-2) was described 
as a three-player variant not fully 
developed. 

Chameleon Chess (11) (page 46) was 
omitted from the second edition as a 
result of a faulty edit by myself, 
David having retained it in the text 
I inherited. It is a problem theme: 
a captured piece mutates N-B-R-Q-N, 
and is reborn on its new home square. 
VC 1 (pages 6-7) has it as Chameleon 
Circe, a better name. 

Covert Chess (page 74) was a 
proprietary computer game. 

Djambi (page 90) was a politically
oriented proprietary game (the object 
was to seize power and eliminate the 
opposition, which seems fair enough). 

Feudal (page 108) was a proprietary 
medieval war game with "only a slight 
resemblance to chess". 

Koltanowski Chess (page 163) was 
described as unplayable. 

Magician's Chess (page 183) was 
given in the first edition, but not in the 
text I inherited for the second, as an 
alternative name for Cavalry Chess. 

Quantum Chess [Engel] (page 244) 
was omitted from the text I inherited 
for the second editon, and because a 
new 'Quantum Chess' had appeared in 
its stead I did not notice the omission. 
World Game Review 10 gives its 
source as an article by Douglas A. 
Engel in issue 27 (Spring 1968) of 
The Pentagon, pages 99-103. Board 
and men at the players' choice; 
moves of the men determined by 
mathematical equations, also at the 
players' choice. Each side has a unit 
piece which moves like a chess king 
and whose capture is the object of the 
game. The game is highly artificial 
and its omission from David's text for 
the second edition was entirely 
understandable, but it appears just 
playable and I would have reinstated it 
had I noticed the omission. 

Page 179 

Suttles Chess (page 296) did not in' 
my opinion exist, David's information 
having come from a correspondent 
who appeared to have misremembered 
and confused Suttles's Bomb Chess 
and Tank Chess. Although I inherited 
text for the game, I took it upon 
myself to omit it. 

Un Chess or Illegal Chess (page 332), 
like Anywhere Chess, was presumably 
excluded from ECV 2 because David 
thought it too wild to be practicable. 

Both forms of Watergate Chess 
(page 338) were sarcastic joke games 
invented in 1973 as comments on 
events of the time, and David decided 
(in my view rightly) not to perpetuate 
them in ECV 2. 

4. Games mentioned in VC which 
are not in either edition of the 
Encyclopedia 

Many of these have only problems 
(often help-play problems) as 
examples and appear to be unplayable 
as full games, but for present purposes 
I have not thought it appropriate to be 
selective. Only the first occurrence of 
each game is normally noted. Self
explanatory composite games such as 
"Progressive So-and-so" and "So-and
so 960" (indicating Fischer Random 
starting positions) are not normally 
given separate entries. 

Note that some of the games 
mentioned are proprietary. 

I5-0ut (VC 60 page 96) is Move It 
Or Lose It as described below. 

5 Tigers (VC 20 page 217): a xiangqi 
variant in which Red's chariots and 
horses are removed but his soldiers 
can make two moves instead of one 
(one soldier moving twice or two 
soldiers moving once only). Notes on 
strategy and tactics given. 

"Abagoren Chess" (VC 55 page 5): 
a claimed historical game for which 
the evidence is unconvincing. 

Acheres Chess (VC 64 page 225): 
a player may not give check other than 
with his king, and the object is to 
place the kings in contact. Example 
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given (endgame study), with a note 
that the game was invented for a blitz 
tournament in France. 

Alaskan Chess (VC 26 pages 113-4): 
an article by Lex Kraaijeveld 
examining the evidence for indigenous 
forms of Aleut and Yakutat Chess. 
There were follow-up notes in VC 27 
(page 147) and VC 29 (page 7). 

Alea Evangelii appears to have been 
a hnefatafl variant (VC 64 page 235). 

Alice Chess is described in VC 59 
(page 81) as being offered on a web 
site in two forms, the second differing 
in that the Black pieces start on Board 
B. This simple idea is not mentioned 
in ECV 2, at least not in isolation, 
though it is one of several elements to 
be found in Duo Chess. 

All Queens (VC 59 page 81): all 
rooks, bishops, and knights are 
replaced by queens. 

Alsatian Circe (VC 9 page 10): all 
positions must be legal in orthodox 
chess. Problem given (mate in two). 

Alternative Grids (VC 5 page 59): 
Grid Chess with other than normal 
grid spacing (ECV 2 has one option 
for this, Displaced Grid Chess, but the 
idea generalizes). Two problems 
given (helpmate, autostalemate). 

Amazons (VC 11 page 48): a brief 
mention of a game which was to be 
described in World Game Review. Not 
really a chess variant. 

Andernach Chess (VC 18 page 168): 
a unit other than a king changes colour 
when making a capture. Problem 
given (helpmate). 

Angevin Sentinels (VC 21 page 10): 
as Sentinels, but a move is legal only 
if the resulting position could have 
been reached in an orthodox game. 
Problem given (mate in two). 

"Anne Watson's Chess" (VC 58 
page 71) was merely an auctioneer's 
description of the naval strategy game 
Straits (U.K. patent 20,614 of 1891). 
It is not a chess variant, and its 

originator did not claim it as one. 

Anti-Andernach Chess (VC 23 page 
55). The opposite of Andernach Chess 
(see above): a unit other than a king 
changes colour when not making a 
capture. Problems given (mate in two, 
helpmate). 

Anti-Circe (VC 7 page 90): capture is 
permitted only if the capturing piece 
can reappear at its Circe home square, 
the captured piece vanishing. Problem 
given (helpmate). 

Anti-Computer Odds Games (VC 37 
page 75): games at apparently 
ludicrous material odds which the 
computer may lose because it noodles 
around and refuses to give up even the 
tiniest bit of its material superiority in 
order to simplify things. 

Anti-Gravity Chess (VC 62 page 
135): Gravitational Chess (ECV 2 
page 67) with the difference that men 
are pulled towards the opponent's 
baseline. Political Chess is suggested 
as an alternative name. 

Antipieces (VC 43 pages 46-7) can 
move to any square to which the 
corresponding orthodox piece cannot 
move. Problems given, also an 
attempted game array which in fact 
allows a mate in two. 

Asimov Variants. On page 126 of VC 
40 is an extract from Pebble in the Sky 
referring to variants including a four
handed chess on an 8x8 board with 
8x8 extensions and a 3D game on an 
8x8x8 board with a double set of men, 
the win coming only when both enemy 
kings are checked simultaneously. No 
details given. 

Attacked Mating Unit (AMU) (VC 
28 page 159): the unit that moves to 
give mate must have been attacked on 
its departure square. Problem given 
(mate in two). 

Behemoth Chess (VC 57 page 45) is 
a variant of Piece-Eater Chess. A 
Behemoth initially occupies d4. After 
each move, it picks one of the eight 
orthogonal and diagonal directions at 
random, and moves a random number 
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of squares from 1 to 4 in this' 
direction, swallowing everything in its 
path. If this takes it off the edge of the 
board, it reappears on the far side. It 
cannot be captured. There is no check, 
and a player loses if his king is 
captured either by an opposing man or 
by the Behemoth. If the Behemoth 
captures both kings at the same time, 
the game is drawn. 

Benedict Chess (VC 59 page 81) has 
no capturing. Instead, after a man has 
moved, all the opposing men attacked 
by it change colour, and become the 
property of the side which has just 
attacked them. The object of play is to 
attack the opposing king. If a player 
has no legal move, the game is drawn. 
Castling permitted, but for the purpose 
of attacking the opposition only the 
king is regarded as having moved. 
Opening analysis in VC 60, game with 
a "swap option" (after White's first 
move, Black can turn the board round 
and continue as White) in VC 61. 

The (Berlin) Wall Game (VC 6 page 
79): an eight-section wall is initially 
placed across the middle of the board, 
and rules are given for moving it. The 
game is mentioned in passing in the 
entry for Maze Chess in ECV 2 (page 
49), but without details. 

Betza's Chess (VC 47 page 43) is in 
ECV 2 as Equal Armies (pages 186-
7). 

Bichrome Chess (VC 63 page 164): 
each move must be from a light square 
to a dark, or vice versa. Problem given 
(proof game). 

Bicolores (VC 25 page 97) are in 
ECV 2 as Bicolour Chess (page 45). 
VC 26 (page 119) uses the term 
Sensitive Kings. 

Bidding Chess (VC 57 pages 42-4): 
each player has a stack of chips, and 
bids for the right to decide who makes 
the next move. The higher bidder 
makes the decision, and passes over 
the amount of his bid. There is a tie
break chip, and in the event of a tie its 
holder can exercise the right to decide 
this time and pass over the tie-break 
chip or concede the right and retain it. 
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Victory is by capturing the king. 
Examples given (endgames, specimen 
game, analysis). 

"Bolyar Chess" (VC 55 pages 4-5): a 
claimed historical game for which the 
evidence is unconvincing. 

Bouncer (VC 3 page 31) moves along 
Q-lines until it meets either another 
man or the board edge, upon which it 
bounces back twice as far along the 
same line. Problem given (mate in 
two). A Diagonal Bouncer (VC 5 
page 57) is restricted to B-lines. 

Bouncy Chess (VC 3 page 25) is in 
ECV 2. Bouncy Queen (VC 4 page 
47) can move again on moving to an 
edge square, but not back in the same 
direction. Puzzle given. One-Bounce 
Queen (VC 5 page 64) is a further 
variant. 

Bug For Two (VC 55 page 55) is 
Bughouse modified for play by two 
players (two boards, two sets, one 
clock). Richmond Exchange Chess 
(same page) appears to be the same 
game played by partnerships. 

Burglar and Policemen [7x7] (VC 53 
page 143): a version of the game in 
ECV 2 (pages 306-7) with only three 
policemen, these however being 
allowed to move simultaneously. 

Capablanca Random Chess (VC 57 
page 45) applies the ideas of 
Fisherandom Chess to Capablanca's 
10 x 8 game with Archbishop (B+N) 
and Chancellor (R+N). The pieces are 
randomized subject to constraints 
(bishops on opposite colours, Q and A 
likewise, king between the rooks, 
every pawn guarded by a friendly 
piece, Black's pieces mirror White's 
on the file). Castling allowed subject 
to the usual constraints. 

Capture Chess (VC 59 page 81) is 
Parton's Scacia (ECV 2 page 83) with 
a normal array, and an additional rule 
that if one side cannot move the game 
is won by the side with more material. 

Castellan (VC 11 page 47): a rook 
which, whenever it stops one square 
short of a piece (of either colour, and 

irrespective of whether a capture has 
been made) causes that piece to hop 
over it and land on the square it has 
just crossed or left. There is also a 
Regan (queen), Anglican (bishop), 
Pawan and Kingan. 

Castling (VC 27 page 138): a 
suggested reformulation of the 
castling rule so as to apply to all 
baseline arrangements and to reduce 
to the orthodox case under orthodox 
conditions (bring the king and rook 
together, moving the rook one square 
further if they are an odd number of 
squares apart, and interchange them). 
See also VC 60 page 95. 

Chameleon (VC 2 page 21): a piece 
which cycles P-N-B-R-Q. The same 
page contains definitions of further 
pieces of the same nature. Problems 
given (helpmates, mate in one). 

Chameleon Chess (VC 5 page 57): 
when a rook, knight, or bishop moves 
to a rook's, knight's, or bishop's file, 
it transforms into that piece. Problem 
given (to interchange two pieces). 

Check, Castles, Capture (VC 63 
page 164): a game-reconstruction 
stipulation in which the nature of each 
move is specified, but no more. 

Chess Cards [Warne] (VC 18 pages 
175-6): cards with chess-themed 
courts. "There the similarity with 
chess ends. The card games suggested 
involve trick-taking." 

Chess For One [Burkhart] (VC 56 
page 24): a position is set up using 
random or pseudo-random numbers, 
and the player has to get the men back 
home. Eight examples given. A Duo 
Game with the same rules is also 
proposed, where each player tries to 
get home first. 

Chess History. There are articles or 
smippets on historical forms of chess, 
including shogi, xiangqi, and related 
games, in VC 5 (pages 52-3), VC 9 
(pages 4-7), VC 10 (page 21), VC 15 
(pages 100-104), VC 18 (pages 162-
6), VC 19 (pages 186-9 and 194-5), 
VC 20 (pages 204-207), VC 22 (page 
42), VC 25 (pages 107-109), VC 27 
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(pages 149-151), VC 28 (page 173),' 
VC 29 (page 9), VC 30 (page 18), VC 
32 (pages 56-8), VC 43 (pages 34-7), 
VC 44 (page 55), VC 47 pages 38-9), 
VC 55 (page 11), and VC 63 (pages 
145-7 and 162). 

Chess Patience [Tylor] (VC I page 
7), "a system rather than an individual 
game": play after the first move is 
largely or wholly automatic. Example 
game given. 

Chess Reactions was the title of a 
booklet by C. M. B. Tylor reviewed 
on page 42 of VC 35. It investigates 
the chess variants arising from the 
different effects of a move to a square 
already occupied, dividing them into 
Destructive Reactions, where one or 
both pieces vanish; Transitive 
Reactions, where one piece moves on 
either under its own steam or 
otherwise (the four types of move 
possible are called Skip, Tag, Pass, 
and Kick); and Combinative 
Reactions, where the two pieces join 
forces in some way. Three examples 
were highlighted in the review: Oppo
Surrender Chess, where a piece 
(including a king) attempting a 
capture is itself removed from the 
board; Free Pass Chess, where the 
arriving piece moves on according to 
the posers of the other piece; and 
Oppo-Additive Chess, where the 
arriving piece may either capture its 
victim or stick to it permanently, each 
player then moving it according to the 
powers of his own component. 
Problems given (mate in six, mate in 
two, series helpmate). 

Chess With Different Armies (VC 
47 page 43) is an exotic extension of 
Betza's Chess above. David Pritchard 
was not impressed: "Where different 
armies are matched, the players would 
be faced with memorizing the moves 
of eight different pieces, hardly 
conducive to forward thinking one 
would have thought, even for 
correspondence play." 

Chess480 (VC 59 page 81) is Fischer 
Random with a different castling rule. 

Chicken Chess (VC 59 page 81) is a 
blend of Losing Chess with Benedict 

------------._----
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Chess as described above. When a 
piece is moved, it changes the colour 
of all the opposing men attacked by it, 
but capturing is permitted and indeed 
compulsory, and the objective is to 
lose all your men. The king is an 
ordinary man. 

Chinese Camel Rider and Chinese 
Camelrider (VC 36 page 71). A 
Chinese camel wanting to move from 
al to b4 can be obstructed on a2 or 
a3, and a Chinese camel rider can 
continue doing the same as long as the 
road is free; a Chinese camelrider has 
the same relation to an ordinary 
camelrider as the Chinese cannon has 
to the ordinary rook. Problem given 
(twin helpmate). There is also a note 
about Chinese Chinese Camel Riders. 

Chiral Knights (VC 29 page 7): 
knights with half the normal moves 
(for example, Nd4 to c6, f5, e2, b3). 

Chivalrous Attrition (VC 27 page 
147) is described as a "chess variant" 
but "really belongs to the Nim 
family", and a note by David in VC 29 
(page 9) says that it is pre-dated by at 
least six published games. 

Circe Losing (VC 33 page 11): 
Losing Chess with Circe rebirths. Two 
studies given (win in six). 

Circe Malefique, also known as 
Mirror Circe (VC 2 pages 18-19): 
captured pieces reappear on the 
opponent's home square. Problem 
given (helpstalemate). 

Circe Parrain (VC 25 page 97): a 
captured man is reborn after the 
following move, transported from the 
capture square in the same direction as 
that move and by the same distance. 
Problem given (mate in five). 

Circe (Rex Inclusive), also known as 
King Circe (VC 2 pages 18-19): as 
Circe, but "captured" kings also 
reappear. Problem given (helpmate). 

Clockwork Mouse (VC 24 page 76) 
moves one square in the direction in 
which it is pointing, or can rotate 90 
degrees to the right or left. Problem 
given (helpmate). 

Clone Circe (VC 26 page 119): a man 
captured other than by a king takes on 
the nature, but not the colour, of its 
captor, and is reborn accordingly. 
Problem given (helpmate). 

Cluiche na Cogadh (VC 47 page 37) 
is (perhaps) Scotch Kriegspiel. 

The Colchester Game (VC 23 page 
64): an article describing the 
fragmentary remains of a game 
discovered on a Roman site being dug 
in 1996, with deductions or 
speculations as to its nature. There is 
no evidence that it was a chess 
variant. 

Contra-Grasshopper (VC 32 page 
64) can move only when laterally or 
diagonally adjacent to some other 
unit, when it can jump over that unit 
and continue in the same direction. 
Problem given (helpmate). 

Corner Chess [BrainKing) (VC 57 
page 45) is a randomized variant in 
which Black's pieces mirror White's 
diametrically. Kings on hI and a8, 
bishops on squares of opposite colour. 
There is no castling. Fortress Chess 
[BrainKing) is the same game with 
extra White pawns on fgh3 and extra 
Black pawns on abc6. 

Councellor Chess (VC 37 page 79): 
board 12x8 with Elephant (moves like 
a bishop but one or two squares only) 
and Councellor (non-royal king), 
baseline RNBECQKCEBNR, pawns 
promote only to bishop or councellor, 
complicated rules regarding castling. 

The Courier Game Modernized (VC 
37 page 78): the original formulation 
of what became Modern Courier 
Chess, with Joker (non-royal king) 
and Courier (composite 0,2/1,1 
leaper). Example game given. Further 
ideas appear in VC 53 (page 140). 

Co us co us Circe (VC 14 page 88): 
captured men are reborn on the 
capturing unit's rebirth square. 
Problem given (helpmate). 
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Cro Prestige (VC 23 page 51) was on' 
David's June 2004 list of games to be 
included, but I inherited no text, and 
the only item in his files was a 
photocopy showing the board and men 
and giving the information repeated in 
Vc. In so far as could be judged from 
the picture, the game appeared to be a 
territory rather than a chess game, and 
given the very limited information 
available I decided to omit it. 

Dablo (VC 64 pages 218-21): a game 
played by the Sami people of 
Lappland, with modern developments. 

Dark Chess is in ECV 2 (page 37), 
but according to VC 59 (page 81) it 
now exists in two forms. In one form, 
the object is to give checkmate, and 
the fact that the opponent has given 
check is disclosed; in the other, this is 
not done, and the game is won by 
capturing the opponent's king. Dark 
CrazyHouse (VC 59 page 81) also 
exists in two forms. Both employ the 
"checkmate" form of Dark Chess, but 
in one form a captured man may be 
dropped anywhere whereas in the 
second form it may be dropped only 
on a square the player can "see". 
Dark Suicide (VC 59 page 81) is a 
combination of Dark Chess and 
Losing Chess. 

Deca-Chess [Coby) (VC 55 page 9) 
uses Duke (R+N) and Prince (B+N) 
on a 10xl0 board with baseline 
RNBDQKPrBNR; pawn can move 
one or two squares forward at any 
time and up to three squares initially, 
e.p. permitted throughout; castling 
moves the king three squares towards 
the rook. Endgame study given. 

The Destiny of Chess (VC 23 page 
60) an article which writes in very 
general mathematical terms and 
describes a variant, Time Chess 
[Deza), which appears to me not to be 
a chess game at all. 

Diagram Circe (VC 26 page 119): a 
captured man is reborn on its diagram 
square. Problem given (helpmate). 

Crazy Knights (VC 40 page 121): a Dice Chess [BrainKing) (VC 57 page 
simple knight puzzle on a board of 45) uses a notional die with 1 = P, 
curious shape. 2 = N, 3 = B, 4 = R, 5 = Q, 6 = K, and 
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"BrainKing does not roll the die to 
indicate an immobile piece". Ifa pawn 
is about to promote, it may be mqved 
even if the die does not show 1, but it 
may promote only to the piece shown 
by the die; if the die shows 1, it may 
promote to any piece. 

Double Fischer Random (VC 59 
page 81): Fischer Random with the 
two sides assigned independently. 

Double Maximummer Selfmate 
Chess (VC 36 page 67): both sides 
must play their longest legal move at 
all times, and the object is selfmate. 
Described as at least analysable, if 
perhaps not genuinely playable. 

Double-Move Chess [Galvin]. On 
page 151 of VC 27, Peter Wood 
criticizes the rules on e.p. capture as 
given in the original ECV, and, as far 
as I can see, carried over into ECV 2. 

Dragon (VC 11 page 40) moves as 
N + P, but cannot promote. Problem 
given (mate in twelve). 

Edge Chess (VC 27 page 144): all 
moves are confined to edge squares. 
Problem given (helpstalemate). 

Editor's Nightmare Chess (VC 49 
page 74): not a game as such, merely a 
convenient description for a set of 
problems where the White men were 
omitted from the diagrams because the 
editor had run out of Letraset. 

Embassy Chess (VC 57 page 45) is 
another added-knight-power variant. 
Board 10 x 8; extra pieces are 
Marshall (N+R) and Cardinal (N+B); 
baseline RNBQKMCBNR. 

En Passant Chess (VC 55 pages 16-
17): any piece can be captured en 
passant. 

Equipollent Circe (VC 27 page 143): 
a captured man is reborn on the square 
the same distance away in the same 
direction as the capturing move (so if 
Nb3 takes Bd4, the bishop is reborn 
on f5). Problem given (helpmate). 

Excel Chess (VC 61 page 113): all 
men, pieces and pawns alike, promote 

to queens on reaching any square on 
the seventh or eighth ranks, and there 
is no en passant capture. 

Exchange Play, also known as 
Platzwechsel Circe (VC 1 pages 6-7): 
captor and victim change places. 
Problem given (series helpmate). 

Extendapawn (VC 64 page 231) is 
Hexapawn (ECV 2 page 293) on a 
board of arbitrary width. 

Fairy Kings. A series of articles by 
Mark Ridley (VC 17 pages 148-9, VC 
18 pages 169-70, VC 20 pages 210-1, 
VC 21 pages 12-13) gave extensive 
coverage with problems as examples: 
Rex Multiplex, Siamese / Vaulting / 
Transmuting / Reflecting / 
Antipodean / Circe Kings, Royal 
Pieces, Protean / Symbolic Kings, 
K-Units, Camouflage / Ultimate 
Kings, Castle Chess, Nostalgic / 
Potentate / Neutral Kings, Brunner 
Chess, Anti-Kings. Some are in 
ECV 2, some are not. There is an 
endgame study with Transmuting 
Kings in VC 62. 

Fast Glasgow Chess (VC 50 page 
92): pawns promote on rank 7 and can 
move two squares at any time. 
Problem given (proof game). 

Fianchetto Chess (VC 59 page 81) is 
Rooks and Bishops (ECV 2 page 71). 

Firdawsi's Nard (VC 64 pages 226-
30): a reconstructed historical game, 
with modern developments. 

Follow-My-Leader (VC 26 page 
119): if Black can legally play to the 
square just vacated by White, he must 
do so. Problem given (selfmate). 

Fool's Chess (VC 60 page 101) is 
played with baseline NBQRRKBN, 
and is so called because this is the 
only baseline with normal symmetries 
which allows White a Fool's Mate at 
move 2. Problems given (find game to 
specified last move). 

Free Programme Chess (VC 26 page 
132): some alternative rules are 
suggested that do not appear in 
ECV 2. I do not know whether they 

Page 183 

have actually been adopted. 

Fridgechess (VC 39 page 120) is an 
amusing presentation of ordinary 
chess using fridge magnets with an 
invertible "Your turn" indicator. It can 
of course be used to play any variant 
using a normal board and men, or you 
can buy a second fridge and play 
Alice ... 

Full House (VC 59 page 81) is a 
variant of the placement games (ECV 
2 pages 76-80) with the kings being 
set in their normal positions and the 
other men added one by one as the 
players choose, the only rule being 
that a player may not place a man so 
as to check his opponent's king. 

Generalised Generals (VC 25 pages 
109-110): a survey of all 24 laterally 
symmetric one-step movers which 
have at least one forward move 
(diagonally or straight). Names are 
given or proposed (see also page 132 
of VC 26). It is noted that the apparent 
Japanese convention of using "drunk" 
for a piece with a sideways movement 
and "blind" for one with no directly 
forward movement results in some 
"very odd" names such as "blind 
drunk elephant". 

(If we add in the seven similar men 
which have no forward move at all, 
and call them "cowards", we have a 
"blind drunk coward", who may relate 
more closely than other chessmen to 
what happens on real battlefields.) 

Ghosts! (VC 64 pages 200-1). Board 
6x6 with exits at each corner; each 
player has four good and four bad 
ghosts, which move and capture one 
square orthogonally; the opponent 
doesn't know which is which; the 
object is to capture all his good 
ghosts, or to lure him into capturing 
all your bad ghosts, or to play one of 
your good ghosts through one of the 
exits at his end of the board. Example 
game given. 

Goats and Tigers (VC 62 page 135) 
is not a chess variant. 

Grauniad Chess (VC 53 page 144) is 
Guardian Chess with kings facing 
queens. 
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Grosses Schach (VC 44 page 56), on 
a 10x10 board with 30 men a side, 
was exhibited at the 2003 Essen 
Games Fair and "was expected to be 
in production early in 2004". 

Gutzwiller Bishops (VC 24 page 68) 
move as bishops but only from one of 
the orthogonally adjacent squares. 

Haaner Chess (VC 1 pages 4-5): no 
piece may revisit a square previously 
occupied during play. Problems given 
(reflex mate, helpmate). 

Handbag Pieces (VC 56 page 35): 
"a variation on Pocket Pieces for 
women players. These pieces have a 
fluorescent coating, so they glow in 
the dark, making them easier to find at 
the bottom of handbags. So when a 
Handbag Piece is deployed, the player 
doesn't waste so much time on the 
clock rummaging around for it." 

Headbanger Chess (VC 19 page 
185). A tongue-in-cheek cri de coeur 
from Malcolm Home: "for each 
separate game ... the players are called 
upon to select a cocktail of exotic 
pieces - and some of the most 
complicated, confusing and 
ambiguous rules - all taken from a 
recent issue of Variant Chess". In 
Advanced Headbanger Chess all 
issues of VC may be plundered, while 
Supreme Headbanger Chess allows 
the use of ECV in its entirety. "When 
annotating a game of HC for VC, 
copious analysis should be provided, 
with a pile of sub-variations in nested 
brackets, and little or no paragraphing. 
Any explanation of what might be 
going on should be kept to an absolute 
minimum - it is for the headbanging 
reader to work this sort of thing out." 
Kriegspiel and Progressive verSIOns 
are also suggested. 

Hnefatafl [llxll]. VC 59 (page 80) 
gives the rules currently in use on 
Shetland. 

Hnefatafl [19x19]. VC 63 (pages 
145-7) suggests some rules (see also 
page 162 and VC 64 page 235). 

Hnefichess (VC 64 pages 202-5) is a 
combination of hnefatafl and chess. 

White men on dark squares, Black 
men on light; men and kings alike 
move one square diagonally or two 
squares laterally; custodian capture; 
object is to capture the king or to play 
one's own king the far row. Two 
specimen games given. 

Hoppers (VC 3 pages 32-33) ride 
along a line until they meet an 
obstacle over which they vault, ending 
up a specific distance beyond it. There 
are numerous variations. Problems 
given (mates in two, helpmates). 

Horizontal Cylinder Chess (VC 23 
page 48): the board is assumed to be 
wrapped round a cylinder so that the 
first and eighth ranks are contiguous. 
Two starting positions are suggested. 

Horsefly (VC 48 page 57): the pieces 
have six of the eight moves of a 
knight, and the object is to be the first 
to get one to a set of winning posts. 

Human, Animal, Pawn (VC 55 page 
17): a game-reconstruction stipulation 
in which the kind of man moving or 
captured is specified (KlQIB, RIN, P) 
but no more. The classification of 
"rook" as "animal" harks back to the 
days when this piece was represented 
by an elephant. 

Hydra-Promotion Circe (VC 7 page 
89): when a pawn promotes, a second 
piece like the promotion piece appears 
on the appropriate home square. 
Problem given (add men to create a 
position with a particular property). 

Hyper-Chess [Coby] (VC 55 page 9) 
uses Wizard (Q+N) , Duke (R+N), 
Prince (B+N), Squire (non-royal K), 
and three varieties of pawn: Hyper 
(can promote to any piece), ordinary 
(can promote to any piece except 
Wizard), and Squire (can promote 
only to S, R, B, or N). Board 12x12, 
baseline RNBPrDWKQSBNR, pawn 
row SpPHpHpPSpSpPHpHpPSp. Any 
pawn can move one or two squares 
forward at any time and up to four 
squares initially, e.p. permitted 
throughout; castling moves the king 
four squares towards the rook. 

Hyperchess [Joyce] (VC 61 page 
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109) is a four-dimensional game' 
played on a 4x4 array of 4x4 boards. 
In general, a piece can make its 
normal move either on its present 4x4 
board or between the boards of the 
4x4 array (so, if the way is clear, a 
rook on cell b2 of board C3 can move 
to cells a2/c2/d2/b1/b3/b4 on board 
C3 or to cell b2 on boards 
A31B31D3/Cl/C2/C4), but there are 
many exceptions; a bishop can make a 
one-step rook move to change colour, 
a knight slides two-and-one without 
jumping, and a pawn is allowed a 
sideways move and captures with its 
normal move. When a player moves 
his king to the same 4x4 board as is 
already occupied by his opponent's 
king, the latter is "held" and cannot 
leave that board. 

Hypervolage Pieces (VC 27 page 
143) change sides every time they 
move to a square of different colour 
sides. Problem given (helpmate). 

Ice Age Chess (VC 57 page 45): 
normal board and men, but at the start 
all 32 empty squares are filled with ice 
cubes. These act as obstacles, but can 
be captured. After Black's 20th move, 
40th, 60th, and so on, there is an Ice 
Age, when any empty square which 
does not have a man immediately 
adjacent to it on every available side 
is filled with a new ice cube. If an Ice 
Age leaves a man surrounded by ice 
cubes in all directions, both 
orthogonally and diagonally, that man 
is "frozen" and is removed from the 
board. If a king becomes frozen in this 
way, its owner loses; if both kings 
become frozen, the game is a draw. 

Iceberg Chess [Fayers] (VC 25 pages 
101-2) is a version of Augsburg 
Chess (ECV 2 page 166), and the 
changes are such as to bring into 
question the accuracy of the ECV 
definition. Also mentioned are King
Augsburg, Augsburg-both-sides-at
once, and Pawn-Iceberg. Problems 
given (series mate, three helpmates, 
series helpstalemate, helpstalemate). 

Immune Chess (VC 23 page 56): a 
man (king excepted) may be captured 
only if its home square is vacant. 
Problem given (helpmate). 
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Inflation or Descent Chess (VC 15 
page 107: Einstein Chess (ECV 2 page 
163) with no increase in power on 
capturing. Problem given (helpmate). 

Jabber (VC 23 page 54): as Jibber 
(see below) but can move "through" 
an enemy unit and capture it. 
Problems given (helpmate, mate in 
two). The Jabberwock (VC 24 page 
74), described as "a lethal sort of 
hamster", has the added power of 
making a null jab against a unit it is 
already standing next to. Problem 
given (mate in four). 

Jaguar (VC 10 page 24) moves on Q
lines towards another piece, and stops 
on any intermediate square. Problem 
given (helpstalemate). 

Jibber (VC 3 page 33) rides along Q
lines until it meets an obstacle, when it 
stops just short. Problem given (mate 
in two). The piece was subsequently 
reinvented as the Hamster, a name 
due to C. M. B. Tylor which I must 
confess I prefer (Chessics 9). 

Jump Chess (VC 57 page 56, also VC 
59 page 77): in addition to their 
normal moves, queen, rook, and 
bishop may jump over an immediately 
adjacent man (whether friendly or 
enemy) and land on the square 
beyond. Examples given (opening and 
endgame analysis, extracts from play). 

Kangaroo [Modern] (VC 3 page 33) 
moves along Q-lines until it has 
passed over two men (which need not 
be contiguous) and then alights on the 
next square beyond them. Problem 
given (helpmate). 

Kangaroo [Original] (VC 26 page 
126) can spring to any square in its 
half of the board, either the lateral or 
the vertical half. Problem given, 
naturally from The Australian (mate in 
two). 

Kazan Chess [Clayton]. VC 44 page 
56 carried brief notes on a 10xlO 
game with normal pieces on b1-i1, 
10xP on rank 2, and twelve extra 
pieces (K, Q, 2xR, 2xB in red and 
again in blue) by the side of the board. 
No further information. 

Kinggo (VC 48 page 57): one player 
has a king in the middle of a large 
board and tries to reach the edge, and 
his opponent places or moves 
blocking stones so as to prevent him. 

Kinghopper (VC 23 page 54): as 
grasshopper, but the hurdle must be 
immediately adjacent to it. Problem 
given (series helpmate). 

Kiwi Checkers (VC 4 page 41): 
"a type of Draughts-gi". Not really a 
chess variant. 

KiiKo (Kiilnischer Kontakt) (VC 25 
page 98): all moves must be to a 
square next to an occupied one. 
Problems given (helpstalemate, mate 
in two). 

Lao Tzu Chess (VC 58 pages 58-60) 
is a computer-mediated combination 
of Dark Chess, Double Fischer 
Random, and Crazy House (Chessgi). 
Specimen game given, with another in 
VC 59. In Lao Tzu Chess itself, men 
may be dropped only on squares 
which the player can "see"; in Sun 
Tzu Chess (VC 59 page 81) this 
requirement is waived. 

Loch Ness Chess (VC 56 page 36): 
the diagonal b2-g7 represents the 
loch, and an unobserved man thereon 
is swallowed by the monster. Brief 
opening analysis given, plus four 
problems (two endgames, say whether 
this is mate, find the last move). 

Loser's Chess (VC 59 page 81) 
appears to be essentially the same as 
one of the varieties of Les Echecs 
Battu-Battant listed by Boyer in 1951 
(ECV 2 page 86). You must either get 
checkmated or lose all your pieces, 
and capturing is compulsory. 

Losing Chess [Hastings] (VC 11 
page 47). "Patrick Donovan reports 
that an unusual form of Losing Chess 
has been reported in Hastings. The 
normal rules apply except that the 
King must get out of check, and has to 
be the last piece to be captured. 
It sounds an interesting form of the 
game." This sounds like another of the 
varieties of Les Echecs Battu-Battant, 
but I have not checked in detail. 
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Luftwaffe Chess (VC 16 page 132).' 
From the description given (origin 
1942, boards represented German and 
English coasts, men were models of 
leading combat aircraft) this would 
appear merely to have been a different 
representation of ordinary chess. 

Mapped Chess (VC 54 page 151): 
three-dimensional chess on an 8x8x2 
board, representing an 8x8x8 board 
condensed down to two levels; some 
addition to the rook's power. 

Marine Pieces (VC 37 page 82) move 
as QIRIB but capture by hopping to 
the square beyond the victim. Problem 
given (mate in three). 

Marineschach [Balasiewicz] (VC 55 
page 11). A book with this title, 
published in Wien around 1936, 
described what appears to have been a 
sea battle game on an 11 x 11 board. 

Mars Circe or Martian Circe (VC 7 
page 89): a piece can capture only by 
leaping to its home square and making 
the capture from there. Problems 
given (helpmate, help-stalemate). 

Mate With A Free Field (MAFF) 
(VC 27 page 145): in the "mate", the 
king must be in check, and there must 
be exactly one unguarded square in 
his field. Problem given (mate in two). 

Maximumming by Squares (VC 9 
page 10): maximumrning by counting 
the number of squares passed over 
instead of using the length from 
square centre to square centre. 
Problem given (mate in three). 

Messigny Chess (VC 29 page 14): 
instead of a normal move, the player 
may swap two like pieces of different 
colours. The opponent may not 
immediately swap them back. 
Problem given (mate in two). 

Meta-Chess [Brown]. A book review 
on page 87 of VC 24 gives four games 
not included in ECV 2: Savant Chess, 
Jester Chess [Brown], Grand 
Prince Chess, and Asian Shogi. 

Miller's Daughter Chess (VC 52 
page 115): a combination of chess and 
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halma. Each player has a Miller's 
Daughter and eleven Princes; each has 
a step move like a chess king and a 
jump move or sequence as in halma, 
but in the case of a prince. the net 
effect must be to move it forwards; the 
aim is to capture the miller's daughter. 
Specimen games and analysis in VC 
53 (pages 138-9), VC 54 (page 161), 
VC 58 (pages 62-3), and VC 59 (pages 
74-6), with some rule changes. 

Minotaur Chess (VC 25 page 106): 
an extremely complicated game on 
which David decided not to spend 
space unless at least 25 readers 
demanded it. They didn't. 

Mirror Circe (VC 27 page 143): a 
captured piece is reborn on the home 
square of a similar piece of opposite 
colour. Problem given (helpmate). 

Modern Burmese Chess 
[Richardson] (VC 61 page 113): 
kings and rooks set normally, pawns 
the same but cid/elf pawns advanced 
one square, other pieces placed behind 
the pawns alternately and wherever 
the players wish. 

Moose (VC 17 page 147): a refracting 
grasshopper (deviates by 45 degrees 
when jumping the hurdle). Problem 
given (helpdoublestalemate). 

Move It Or Lose It (VC 60 page 96) 
is played with ordinary men plus two 
sets of cards numbered 1 to 15. One 
card is placed under each man other 
than the king, the numbers being 
visible to both players. Each move has 
a number k which cycles from 1 to 15 
and then round again. If you move 
anything other than a king at move k, 
you put card k under that man, and if 
card k was already under some other 
man that man is taken off the board. 
Castling causes the rook to get card k. 
Opening analysis given, plus the start 
of a trial game. 

Must-Check Chess (VC 49 page 77) 
is Patzer Chess without the win by 
"decimation" (giving ten consecutive 
checks). Refutation of 1 e4 given. 

Mutant Circe (VC 7 page 89): the 
captured piece transforms to the rank 

of the capturing piece (king excepted) 
before being reborn. Problem given 
(mate in two). 

Mutation Progressive Chess (VC 32 
page 49) is in ECV 2 as Progressive 
Mutation Chess. 

Mutations (VC 14 page 93): a 
tournament suggestion. Before each 
round, one change to the normal men 
(for example, rooks replaced by 
lances or cannons) is chosen, perhaps 
by lot, from a specified list. 

Nam Dinh Chess (VC 61 page 167) is 
played on a 25-point Alquerque 
board. Each side has a king and 11 
men; king and man each move one 
point in any permitted direction 
(horizontal, vertical, or diagonal along 
the lines a1-e5, a3-c1, a3-c5, a5-e1, 
c1-e3, or c5-e3); man cannot capture, 
king can jump over one friendly man 
and capture the man on the point 
beyond; win by mate or stalemate. As 
described, the game is flawed (White 
has a forced mate in two, see VC 63 
page 162), but it is claimed as a 
genuine regional game and it would 
seem that the description has become 
corrupted somewhere along the line. 
Endgame analysis in VC 62. 

Nao (VC 38 page 100): Chinese 
nightrider (to ordinary nightrider as 
Chinese cannon is to ordinary rook). 
Problem given (helpmate). 

Neutral King (VC 28 page 158). This 
is the problemists' version, not the 
Parton version in ECV 2. Problem 
given (helpstalemate). 

New Varieties of Hexagonal Chess 
[Jelliss] (VC 8 pages 97-98). First 
version: 94-cell oblong board with a 
lateral rook move (so rows of length 
9, 8, 9, 8, 9, 8, 9, 8, 9, 8, 9), array 
RNBQBKBNR, 8xP, -PPPPPPP- (15 
pawns), Black mirroring on the file, 
pieces as Glinski, pawns move one 
step forward (initial two-step 
allowed), capture one step diagonally 
forward. Trial game given. Second 
version the same but on a 127-cell 
hexagon, array RBQBKBR, 
PNPPPPNP, 9xP, also a three-player 
version of the latter. 
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NorskACA (VC 64 pages 236-7): a' 
version of Norwegian Chess (ECV 
page 210, not in ECV 2) in which all 
captures are allowed and the changes 
B-R and Q-N occur on every move. 
Problems given (proof games). 

Old Pawns (VC 39 page 118) can 
promote only to a piece already lost. 
This is in ECV 2 as the Single Box of 
Men rule, but Ronald Turnbull asks if 
a player who has lost a dark-square 
bishop could then promote to a second 
bishop on light squares. Murray 
appears to be silent on the point. 

One Way Chess (VC 27 page 144): 
no piece may leave a square in the 
same direction as it entered. Problem 
given (mate with retrograde analysis). 

One White Unit (OWU) (VC 27 page 
145): in a mate of Black, there must 
be exactly one White unit in the king's 
field. Problem given (mate in two). 

Optional Replacement Chess (ORC) 
(VC 12 page 62): as Replacement 
Chess except that the replacement is 
optional. Endgame study given. 
SuperCirce (VC 48 page 58) is the 
same without the restrictions that a 
bishop be replaced on a square of the 
same colour and a pawn not on the 
first or last rank. 

Oriental Chess [Byway] (VC 37 page 
88): a chesslxiangqi hybrid on a 9x9 
board. Baseline RNBQKQBNR, with 
P-P-P-P-P on rank 3; all pieces have 
their Chinese moves (thus N as 
Chinese horse, Q as guard but not 
restricted to the palace, B as elephant 
but not restricted to its own half of the 
board); pawn moves and captures 
forwards only, but also sideways in 
the middle third of the board and 
backwards in the last third; kings 
cannot stand unscreened on the same 
file; cannons initially held in hand, 
and dropped as required. 

Orphan (VC 4 page 45) has no 
powers of its own but moves like any 
piece attacking or guarding it. 
Problem given (mate in two). 

Orphic Chess (VC 53 pages 136-7): a 
development of Swedish Chess below. 
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Pieces other than the king may be 
dropped on to any vacant square or 
friendly pawn, and a displaced pawn 
may be relocated to any vacant square 
on ranks 2, 3, or 4; if the king is the 
last piece to be dropped, it too may be 
dropped anywhere, otherwise it must 
be placed on the first rank; a piece or 
pawn already on the board may be 
moved, but until its owner's king has 
been dropped it may be moved only to 
capture. Specimen game given. 

Oscillating Kings (VC 27 page 140): 
the kings change places either after 
each Black move, or after each White 
move, or both. Problems given (two 
mates in two, selfrnate). 

Overhopper (VC 10 page 24) hops in 
straight lines, in any direction, over 
occupied squares only. Problem given 
(helpmate). 

Passion Chess (VC 63 page 112) 
appears to be still under development 
(see VC 64 page 235). 

Patrol Chess (VC 7 page 90): pieces 
can capture or check only if they are 
guarded. Problem given (helpmate). 

Pivoting Pieces (VC 26 page 126) can 
change direction half-way through a 
move, but only if both halves of the 
move, if made in their entirety, would 
have been legal. Problems given (two 
mates in two). (These were originally 
given with ordinary pieces and the 
stipulation "mate in two half moves", 
a formulation which I prefer.) 

Plus Chess (VC 15 page 107): a unit 
on a central square can move or give 
check as if it were on any other 
unoccupied central square (in addition 
to retaining its normal powers). 
Problem given (helpmate). 

Polgar Superstar Chess (VC 61 page 
106) is played on a 37-cell hexagonal 
star with a forward rook move. Board 
a7, b6-8, cl-13, d2-12, e3-II, f2-12, 
gl-13, h6-8, i7; king can move to any 
adjacent hex, rook moves only on the 
file, bishop in the two other "Glinski 
rook" directions, queen as R+B (in 
other words, as Glinski's rook), knight 
and pawn as Glinski, but pawn-two 

allowed only if the pawn has not 
previously moved, and no en passant. 
Promotion on the end squares of files 
c-g. Pawns set initially on c3-e5-g3 
and cll-e9-gII, pieces then placed 
alternately as the players wish. Six 
endgame studies given, plus three 
games in VC 62 (pages 123-5). 

Prima. There is a passing mention of 
this experimental Ultima variant in VC 
21 (page 6) which mentions that 
among its band of recruits is the 
delightful Carthorse, which, being 
unable to leap, "falls" on an opposing 
man and pushes it one square along. 
If the man happens to be on the board 
edge, this could prove fatal. 

Progressive Chess. The list on page 
99 of VC 15 contains two variants that 
are slightly different from those given 
in ECV 2. Slow Scotch has series 
lengths 1, 1, 1, 2, 2, 2, 3, 3, 3 etc 
("Slow Progressive Chess" in ECV 2 
specifies "Italian Progressive" and has 
the increase at "every fourth turn"), 
and Cyclic Progressive goes up and 
down subject to an agreed maximum, 
for example 1, 2, 3,4, 5, 6, 5,4, 3, 2, 
1, 2 etc ("Progressive Cyclical Chess" 
in ECV 2 concludes "". Black n 
moves, when the cycle is restarted"). 

Progressive Chinese Chess (VC 4 
pages 42-3): progressive xiangqi. 
Specimen game given. 

Progressive Circe (VC 32 page 55) is 
in ECV 2 as Circe Progressive Chess: 
the exactly opposite of what happened 
with Mutation Progressive above. 

Progressive En Pass ant Chess (VC 
14 page 93): a pawn can be captured 
e.p. in the normal way, and a piece 
landing on a square on which it was en 
prise and then moving on can be 
captured "e.p." on that square (though 
its subsequent captures remain valid). 
All such e.p. captures must be made at 
the start of a player's series. 

Progressive Fischer Random (VC 27 
pages 136-7): six tournament games 
played bye-mail. 

Progressive FTM Chess (VC 49 page 
83): experimental game given. 
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Progressive Shogi (VC 24 pages' 
86-7): suggested rules, with two trial 
games. 

Protector (VC 23 page 48): a 
rotatable piece which can block an 
adjacent square by pointing at it, 
subsequent landing on or passing 
through this square being forbidden. 
Several versions are suggested. 

Putback (VC 7 page 85) would 
appear to be "Put-Back Chess" as 
described on page 54 of ECV 2. 

Quadripawns (VC 64 page 231) is 
Extendapawn (see above) on a board 
four rows deep. Some analysis given. 

Quantum Chess [Internet] (VC 30 
page 22): computer-mediated play of 
ordinary chess at a time limit of five 
or ten seconds for the whole game. 

Quantum Chess [Tavener] (VC 25 
page 106): a man or square is 
unobserved if it is not under attack by 
either side, and a player can either 
make an orthodox move or move an 
unobserved man to an unobserved 
square (so RaI-b4 is legal for White 
from the game arrray). 

Querquisite (VC 2 page 21) has the 
power of the orthodox piece whose 
file it is on (compare Lumberjack 
Chess, ECV 2 page 168). Problem 
given (helpmate). 

Quibbles (VC 24 page 77): sorry, this 
was a subheading and not a piece. 

Quick-Cap Play (VC 5 page 64): a 
capture must be made at the first 
available opportunity, else the right 
lapses. One simple example given. 

Randomized Progressive Chess (VC 
4 page 42): specimen game given. 

Really Bouncy Bishop (VC 14 page 
93) bounces from the true board edge 
rather than from the centre of a square 
on the edge (thus dl-a4-a5-d8 etc). 
Other related pieces are given. 

Reciprocal Refusal Chess (VC 23 
page 47): as Refusal Chess, but only 
one player (initially Black) has the 
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right of refusal, it passing to his 
opponent when used. Problem given 
(mate in two). 

Recycle Chess [BrainKing) (VC 57 
page 45) appears to differ from the 
"Recycle Chess" described in ECV 2 
only in that there is no promotion. A 
pawn which reaches the last rank is 
removed from the board. 

Reflecting Kings (VC 13 page 73): a 
king in check adds the powers of the 
checking man to its own. Problem 
given (helpmate). 

Relegation Chess (VC 24 page 75): a 
piece which moves to its second rank 
becomes a pawn (ordinary promotion 
as usual). Problem given (proof 
game). 

Remanantes Schach (VC 27 page 
144): non-moving ghosts of pieces are 
left behind after each move. Problem 
given (series help double stalemate). 

Republican Chess (VC 26 page 120): 
if a king of the side to move can be 
placed on a square where it would be 
mated, it is so placed. Problem given 
(selfmate). A subvariant, Republican 
Chess (Due Process), appeared in VC 
27 (page 139), in which the king is 
placed on the board first and then 
mated. Problem given (mate in two, 
one of my own which I must confess 
I had completely forgotten), plus two 
more (both mates in two) relating to 
the original formulation. 

Reversible Pawns (VC 26 page 125) 
can move straight backwards and 
capture diagonally backwards. 
Problem given (mate in two). 

Rose Board Recipes (VC 63 page 
163) is the title of a book describing 
chess variants and other games on the 
"Rose" board (91-cell hexagon), the 
"Credo" board (169-cell hexagon less 
the six corner cells), and other boards 
in two or three dimensions. 

Runaway Chess (VC 26 page 124): if 
any Black piece (not a pawn) moves 
on to one of the six central squares of 
either long diagonal, it must at once 
more to one end or the other of that 

diagonal, at his own choice. If the 
second part of this compound move is 
illegal, the first must not be made. 
Problem given (mate in two). 

Screen Chess [BrainKing) (VC 57 
page 45) is a version of the generic 
Screen Chess (ECV 2 pages 79-80) in 
which each pawn must be placed on a 
different file and the bishops must be 
on squares of opposite colour. Crazy 
Screen Chess [Brain King) is the 
same game without the restrictions. A 
pawn placed on the first rank has a 
one-step move only, but on advancing 
to the second rank it gains its normal 
two-step power. 

Seirawan-Chess (VC 55 page 9) uses 
Elephant (R+N) and Hawk (B+N) on 
an 8x8 board with the normal starting 
array. The E and H are brought into 
play when another piece makes its 
first move, being dropped on the 
square vacated (one only may be 
dropped when castling, but on either 
square). Endgame given (solution 
modified in VC 56), and two complete 
games given in VC 64. 

SemiPenultima (VC 28 pages 165-6): 
a version of Penultima (ECV 2 page 
354) with just one referee and one rule 
change. Problems given (two mates in 
two, various things to be deduced). It 
is noted later that these are also valid 
as Eureka problems (same page). 

Sensitive Kings see Bicolores. 
Sensitive Sentinels (VC 26 page 119) 
appears to be merely a combination of 
Sentinels and Sensitive Kings. 

Sentinels (VC 24 page 77): any move 
(unless from the first or last rank) 
leaves behind a pawn of the same 
colour. Problems given (series mate, 
series selfstalemate). 

Shield Circe (VC 11 page 41): when a 
capture gives check, the captured unit 
is reborn on any square where it can 
neutralize the check, at the discretion 
of the defending side (other rebirths as 
normal). Problem given (helpmate). 

Ship (VC 26 page 125) moves as 
R + P, but cannot promote. Problem 
given (mate in two). 
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Shoot Chess [Donovan] (VC 2 page' 
13): as Rifle Chess, but capturing is 
compulsory. Specimen game given. 

Shrinking Men (VC 27 page 141) can 
never move further than they did last 
time. Problem given (helpmate). 

Shuuro (VC 62 page 133): 12x12 
board; the players choose their own 
armies, each man having a point value 
and the player having to keep within a 
given total, and after the armies have 
been chosen eight plinths are placed 
on the board at random. These can be 
occupied only by knights, and block 
the moves of all other men. 

Side-Moving Pawns (VC 26 page 
126) can move one step sideways as 
well as forwards. Problem given (mate 
in two). 

Single Combat (VC 27 page 141) is 
another name for Duellist Chess, in 
the original edition but not in ECV 2 
(see section 3 above). 

Snipers (VC 2 page 21) move like one 
piece but capture like another. Some 
such men are in section 14.3 of 
ECV 2, but the name is not. (It may 
derive from Tony Paletta's Sniper 
Chess in section 2 above, though his 
interpretation is rather different.) 

Soldier (VC 7 page 87) moves one 
step forward or sideways (in other 
words, as a xiangqi "pawn", which is 
"soldier" in the original Chinese, 
which has crossed the river). Problem 
given (mate in three). 

Space Chess. An article on pages 52-
3 of VC 23 discusses the game in 
general terms, including at lease one 
variant, Cuboid Space Chess, which 
appears to be-new. 

Spherical Chess [Kass). On page 175 
of VC 18, there is a reference to U.S. 
Patent 3,359,003 filed by David Kass. 

Stafettenschach (Baton Chess) (VC 
9 page 11, also VC 47 page 42): each 
man makes only a single series of 
moves, except that a player may move 
a previously expired piece to relieve 
check. An expired piece can give 
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check (in Strict Stafettenshcach, it 
can't). Problems given (seriesself
stalemate, proof games). 

Stanley Random Chess (VC 59 page 
81) is complete and utter hooey (there 
are references to April 1 and to an 
official handbook consisting of 175 
volumes "which have to be 
transported to tournaments by 
articulated lorry"). 

Strict Circe (VC 43 page 43): a 
capture is legal only if the rebirth 
square is vacant. Problem given 
(selfmate) . 

Summa-Promoter (VC 27 page 143) 
can change to N, B, R, or Q after each 
move, or remain unchanged. Problem 
given (helpmate). 

Super-Pawn [Richardson] (VC 13 
page 77): a combination of ordinary 
and Berolina pawns. Problems given 
(mates in eight, five, seven). The 
"super-rook" mentioned in the same 
article is simply R + K. 

Swedish Chess (VC 53 page 136): the 
pawns are placed on rank 3, and the 
pieces dropped on top of or behind 
them as the player wishes (rooks only 
on the first rank, and if a piece is 
dropped on top of a pawn the pawn is 
relocated to a vacant second-rank 
square). Players drop alternately. No 
castling, and no pawn-two even if a 
pawn has been relocated to the second 
rank. Specimen opening play given. 

Switching Chess (VC 55 page 11, 
corrected on VC 56 page 29): instead 
of a normal move, a player can 
interchange any two of his men. 
Incident from play recorded in VC 56. 

Symmetric Circe (VC 38 page 100): 
a captured man is reborn on the square 
symmetrically opposite. Problem 
given (helpmate). 

Tak Tik (VC 26 page 130), with or 
without a hyphen, appears to have 
been another name for VVehr-Schach 
(ECV 2 page 136). 

Tick-Tack Chess (VC 30 page 23): a 
three-in-a-line game using king, 

queen, and rook on a 3x3 board. 

Tiger (VC 12 page 56-57) moves as a 
lion (as grasshopper but can continue 
any distance beyond the hurdle) but in 
any direction, not just along Q-lines. 
Problem given (helpmate). 

Tiszta Bolondokhaza (VC 59 page 
81) means "crazier than ever house" 
in Hungarian, and is exactly that: it is 
CrazyHouse (Chessgi) with a Double 
Fischer Random starting position. 

Tripod Chess. An article in VC 39 
(pages 114-6) gives some revised 
rules, with an example game. 

Upside-Down Chess (VC 5 page 49): 
VVhite pawns move down the board, 
Black pawns up. Simple opening traps 
given. The game reappears, without a 
name and with colours reversed, on 
page 22 of VC 30. 

Vertical Mobius Strip (VC 31 page 
45): as Vertical Cylinder, but the 
board is given a half-twist before 
being joined up (so a3 is adjacent to 
h6). Problem given (helpmate). 

Verve (VC 50 page 91): a computer
mediated variant in which a player 
sees only what his own men can see 
and the players move independently in 
real time. 

Vogtlander Chess (VC 35 page 46): 
VVhite is in check if Black would be in 
normal chess, and vice versa. Problem 
given (mate in ten). 

Vulnerable King (VC 4 page 45): the 
king cannot itself move out of check. 
Problem given (mate in two). A later 
reference (VC 17 page 155) under the 
name Stationary King Chess gives 
two forms, the king not moving at all 
or moving only when not in check. 
Royal Dummy (VC 25 page 98) is 
another name for the wholly immobile 
version. 

Wardens (VC 31 page 39): the name 
given by the problemist L. J. VVebster 
and his brother to the pieces they used 
to represent R + N, two squat and 
sturdy rooks with knight's heads 
described as "fearsome-looking beasts 
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which would terrify any intruder". For' 
B + N, they used knights with mitres 
which they called Abbots. 

Watchtower Pieces (VC 26 pages 
123-4) guard squares against the 
enemy king, but do not themselves 
move. Problems given (mate in eight 
with the watchtower piece, helpmate). 
Some specific names are mentioned: 
Atlantosaurus (K), Dinosaurus (Q), 
Mammoth (R), Brontosaurus (B), 
Hippopotamus (N). 

Woodworm (VC 3 page 33) moves 
along R-lines but only between two 
men, one each side of the path. 
Problem given (mate in four). 

Wythoff's Game (VC 48 page 57): a 
single queen is placed on a large 
board and the players take it in turn to 
move it any number of squares N, VV, 
or NVV, the object being to be the one 
to move it to the top left corner. 

You Cut, I'll Choose (VC 48 page 
55). One player sets up an initial 
position, not necessarily balanced nor 
restricted to the normal men, and the 
other chooses which side to take. 

Zigzags (VC 26 page 123): problems 
in which VVhite does not check or 
capture and Black moves only to 
order. In a Checking Zigzag, Black 
moves only to give check; in a 
Blackcap Zigzag, only to capture; in 
a Madcap Zigzag, the same, but if a 
further capture becomes available he 
must make it as well, and so on. 

ZOllmer 3D-Schach (VC 54 page 
151): three-dimensional chess on an 
8x8x8 board reminiscent of Miller's 
realisation of Kogbetliantz's game, 
with the normal pieces and two rows 
of pawns on each side. 

Zvolen's Chess (VC 28 page 160): a 
unit guarded by its own side is 
paralysed, and loses all powers 
including that of paralysing. Kings 
neither paralyse nor are paralysed. 
Reciprocal or cyclic guards do not 
paralyse unless one of the units is also 
paralysed from outside the cycle. 
Problems given (three mates in two, 
autostalemate ). 
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XIANGQI : AN ANNOTATED 
MASTER GAME 

Xiangqi has always featured prominently in VC, but I 
doubt if much of our coverage has been at a level beyond 
that of "good Western". For our final issue in present form, 
I thought it might be a good idea to present a true master 
game, expertly annotated. It is from round S of the 1993 
China National Open, and I have taken it from the web site 

<www.wxf.org> 
of the W orId Xiangqi Federation. Red was Xu YinChuan, 
who came into the round with a score of sn including + 1, 
-I against two former champions, Black was Liao ErPing. 
Notes in quotation marks ' ... ' are by the winner, translated 
by Felix Tan and lightly edited by myself. 

In the past, I have used the same algebraic notation for 
xiangqi as VC uses for other games on a square lattice 
board. This being our last issue, however, it seems useful 
also to present and explain the descriptive notation used on 
<www.wxf.org> and in other Chinese sources. 

10 r h e 9 k 9 e h r 
9 
8 c c 
7 P P P P P 
6 
5 
4 f f f f f 
3 C ~ 
2 
1 RtlEGKGEtlB 

1 P7+1 C2-3 Pc4-cS CbS-cS 
Red moves the pawn on his file 7 forward one point (each 
player numbers the files 1...9 from his right), Black moves 
the cannon on his file 2 sideways to his file 3. 

2 C2=S E3+S Cg3-e3 EclO-eS 
Red moves the cannon on his file 2 to file S (the central 
file), Black the elephant on his file 3 forward to file S. 

10 r h 9 k 9 e h r 
9 
8 c e c 
7 P P P P P 
6 
5 f 
4 f f f f 
3 ~ C 
2 
1 BHEGKGEtlB 

'In the Thunderbolt defence (CcS in reply to Red's 
opening PcS), centralizing the right Elephant is the 
prevailing variation. In those days before opening theory 
flourished, 2 ... HgS had been quite popular till Red 
gradually developed a system of effective attack. For 
example: Hg3, Rh 10; Hc3, Pc6; HdS, PxcS; Hf6, EceS; 
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CbS, Red has the upper hand. In the process of trial and, 
test, only opening systems with greater vitality will remain. 
Therefore, HgS has been replaced by EceS and EgeS. 
The right Elephant move is more common in tournaments, 
"habit becomes second nature" perhaps.' I am converting 
moves to algebraic notation even within quotations. 

These Elephant moves gambit the centre pawn. I asked 
C. K. Lai why Red did not take it, there being neither note 
nor obvious refutation. 'The Red side is aiming for a more 
steady and sustainable long term attack, further Red may 
not like to throw in his force so early without more 
preparation and deeper testing of his opponent. This is not 
to say that 3 Cxe7+ cannot be considered.' Paul Byway 
adds that the pawns aren't worth much early on and the 
loss of tempi weighs more heavily. Furthermore, keeping 
the threat in being may be stronger than executing it now 
(see two of the notes to the subsequent play). 

3 H2+3 Hhl-g3 
Red moves the horse on his file 2 forward to file 3. 

'The essence of this opening line. Red allows the enemy 
Pawn to charge across, in exchange for speed to develop 
his major pieces. It's rather difficult to appraise the deal, as 
the pluses and minuses are discernibly small. Only through 
devoted study and constant practice could one make the 
best of this variation. 

'Of course Ha3 is also playable. After Ri9; Hg3, Rd9; 
Rbl, Gde9 (if Rd6, Cxe7+ followed by Cxi7 giving Red a 
slight edge with a pawn surplus); Rhl, Rd6, a relatively 
calm game since Red has posted his Horse to the edge. 
One may ask: "If it is no harm allowing a crossed Pawn, 
why doesn't Red also play Hc3?" The answer is in the 
following sequel: Pc6; HdS, PxcS; Hxe7, Hd9 when Black 
has a solid position and active play ahead.' 

3 R9+1 RilO-i9 
'Developing the Chariot via the second rank leads to a 
relatively closed game. If Black plays Pc6, after RI, PxcS; 
Ha3, Ri9; Rbl, Rd9; each has achieved something: 
a crossed Pawn for Black, and a gain of tempo for Red.' 

4 HS+7 Hbl-c3 

10 r h 9 k 9 e h 
9 r 
8 c e c 
7 P P P P P 
6 
5 f 
4 f f f f 
3 CH ~ H 
2 
1 R EGKGE B 

'Venturing with his Horse instead of Ri2, Red is laying a 
bait for the enemy. If Black is not vigilant, he may fall into 
the trap with Pc6; then Pxc6, Cxc3; Rhl, RiS; CbS, Pi6; 
Cxe7+, Gfe9; caS, HaS; Rh7 with an overwhelming attack. 
Since Yan WenQing staged this variation in the 1990 
National Championship, the move 4 ... Pc6 has fallen into 
oblivion.' CbS is a vicious move, theatening CiS (hence 
Black's Pi6) as well as the actually played caS. 
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4 
5 
6 
7 

R9=2 
Rl=2 B2+4 
CS=9 BS+9 
B7+6 P9+1 

Ri9-b9 
Ril-hl Hbl0-d9 
Cb3-a3 Hhl0-iS 
Be3-dS pi7-i6 

10 r 9 k 9 e 
9 r h 
8 c e c h 
7 P P P P 
6 P 
5 fH 
4 f f f f 
3 C : ~ H 
2 
1 R ~GKG~H 

'In view of his well coordinated formation and Black's 
weakness of the E-eye Horse, Red is willing to 
compromise by moving his Cannon away. As for Black, 
though his right Horse is somewhat awkward, it can be 
supported by the 1st file [a-file] Chariot. Moreover, his 
other Chariot can go forward to harass the enemy camp. 
The game is playable for Black.' The points d9, f9, d2, f2 
are known as "the eyes of the elephants". 

S CS=6 Ce3-d3 
'Making way for the Elephants to be connected. Some 
players prefer Cad3, with the same purpose of menacing 
the opponent's E-eye Horse, while still keeping an eye on 
his central Pawn. It is six of one and half a dozen of the 
other.' 

S 
9 A6+S 

Rl+l Ral0-a9 
Gdl-e2 

Some writers on xiangqi use A (Advisor) for the piece 
we have been calling G (Guard) in Vc. I have also seen M 
(Mandarin). 

9 R2+3 Rb9-b6 
10 R2+6 Rl=2 Rhl-h7 Ra9-b9 

10 9 k 9 e 
9 r h 
8 c e c h 
7 P P P P R 
6 r p 
5 fH 
4 f f f f 
3 C C : H 
2 G 
1 R ~ KG~ 

11 E7+S Eel-e3 
'How about Ege3? A possible continuation would be: Cf8; 
Cdl, Gde9; Cad3, Cd8. Had Red played Ece3 earlier, he 
could now capture Black's 3rd file [c-file] Pawn at once. 
Examples of such delicate differences always prevail a 
game. Xiangqi lovers who wish to sharpen their skills must 
study them carefully, comparing one variation against 
another.' The point is that with cl empty, Red can play 
Hxc7 after the above, meeting Cxdl with Hxb9. With cl 
still occupied, Black would now have Cxal +. 

11 
12 C6-2 

10 
9 
8 
7 
6 
5 
4 
3 
2 
1 
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CS=6 ChS-fS 
Cd3-dl 

9 k 9 e 
r h 

c e c h 

P P P P R 
r p 

fH 
f f f f 
C : ~ H 

: G 
R ~KG~ 

'At this moment, the focus of Red's manouevre is whether 
he can pile up both Cannons along the 6th [d] file to attack 
the Black Horse. In retrospect, had Red played 8 Cad3, 
Black would still have Rb5 to accomplish the harassing 
mission -- one just can't have the best of both worlds. 
Having said that, I could not help but to ponder further, 
"We thirst after victory, and hope that our opponent does 
not make the best move. But on the other hand, in order to 
play the best move, you must, at every step of the game, 
look from your opponent's perspective and design the best 
move for him." Confucius said, "Don't give others what 
you dislike." Shouldn't it be the same in playing xiangqiT 

The Chariot move is given as "R2+4", which in the 
present position translates as Rb2. However, this would do 
little, and I think it is more naturally interpreted as the Rb5 
which it would have been if played at move 8. This move 
would have been more effective after Red's Cad3 than 
after his actual Ced3, since Red would not have been able 
to bring an Elephant to e3 to defend the c5 pawn. 

12 R++3 Rb6-b3 
Black moves his front Chariot forward three points. 

13 P3+1 A4+S Pg4-gS Gdl0-e9 
14 B3+4 C6+1 Bg3-fS CfS-f7 

10 k 9 e 
9 r h 9 
8 c e h 
7 P P P c pH 
6 p 
5 fH Hf 
4 f f f 
3 ~ r : ~ : 
2 : G : 
1 R CKG~ 

'This same position oceured in the game I played against 
Zhao GuoRong in round 4. Frankly speaking, I felt a bit 
uneasy when my worthy opponent from Jiangsu mimicked 
the line. Psychological factors aside, the Red Chariot is not 
standing at a good spot, so chasing it away has no 
significance. Worse still, the text move weakens Black's 
formation. CclO is recommended here, an implicit and 
resourceful alternative.' Zhao GuoRong was one of the two 
former champions Xu YinChuan had met in earlier rounds, 
and the one against whom he had lost. 
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10 k 9 e 
9 r h 9 
8 c e h 
7 P P P c pB 
6 p 
5 fH Hf 
4 f f f 
3 C r : ~ : 
2 : G : 
1 R C!S.G~ 

15 R2-2 Ps+1 Rh7-hs Pe7-e6 
16 P3+1 P7+1 Pg5-g6 Pg7xg6 
17 R2+2 C6-1 Rh5-h7 Cf7-f8 
18 R2=6 Rh7-d7 

10 k 9 e 
9 r h 9 
8 c : e c h 
7 P P R 
6 P P P 
5 fH H 
4 f f f 
3 C r : ~ : 
2 : G : 
1 R C!S.G~ 

'With a formidable Pawn sacrifice, Red opens up Black's 
Pawn rank for his Chariot which is ready to reinforce the 
Cannon's attack on the enemy Horse along the 6th [d] file. 
Besides, his two Horses are standing firmly at the 
riverbank to loom over the enermy ground. What a lively 
formation! In my game against Zhao GuoRong mentioned 
earlier, Zhao reacted with Cd8; Hd4, Rbl; Rxbl, Rxbl; 
Hf4? (should play Hxc7, with simple superiority), Hb8; 
Rxc7 (correct is Rd6), Cxd 1; Gxd 1, Pe5! With this stealthy 
Pawn cross, Black turned the tables. As a veteran player, 
Liao should have all the information about this line at his 
finger tips. As expected, Liao took a new course after brief 
pondering.' If after Black's Pe5 Red plays Pxe5, Rb4 
skewers his Horses. 

18 P7+1 Pg6-g5 
'If Red captures with Exg5, then Cxc5; Hd4, Cc4 and it is 
not easy for Red to dictate the battle.' 

19 H4-6 R+-1 Hf5-d4 Rb3-b4 
20 H++4 Hds-f6 

10 k 9 e 
9 r h 9 
8 c e c h 
7 P P R 
6 pH p 
5 f p 
4 f r Hf f 
3 C : ~ 
2 : G 
1 R CKG~ 
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depicting a battle scene of "shining weapons and sturdy' 
horses". If Hc2 instead, then Rb6; Pc6, Rb2; Rxd9, Rxd9; 
Cxd9, Pxc6; Hd4, Rb9; re-capture will follow, and Red has 
gained nothing.' 

20 
21 
22 
23 

B6-7 
R6l115 
R5=7 

10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

B4+5 
R++2 
R+=3 
P7=6 

r 
c 

p B 

f 
f 
~ 

r 
B 

Bd4-c2 
Rd7xe7 
Re7xc7 

k 9 e 
9 
e c 

pH 
p 

Hd9-e7 
Rb4-b2 
Rb2xc2 
Pgs-f5 

h 

p 

'As shown in the diagram, with the Chariot dominating the 
entire Pawn Rank, Red's pieces all spring to life. Danger is 
already lurking in Black's ground. Apparently, Liao is 
ignorant of the situation. He still stakes his game on the 
crossed Pawn. Because of this weakening move, cracks 
appear in his fortification. At this critical moment, he 
should have played Rc4 enticing Cxa7, then Pf5. By giving 
up an edge Pawn to improve the position of his Chariot, he 
can slow down Red's attack, and the result is unclear.' 

24 C6+6 Cd1-d7 
'An easy and graceful move, this Cannon sally hits the nail 
on the head. Suddenly, Black is besieged on all sides, 
which he has never anticipated.' Red's next move, Ce7, 
will produce the "iron bolt" which we saw in humbler 
circumstances in VC 47. This will paralyse Black's central 
defenders and leave his General open to attack both from 
the left and from fS/g9, and he will soon be overwhelmed. 

24 R3-2 Rc2-c4 
25 C6-S R3=1 Cd7-e7 Rc4xa4 
26 B4+2 R2-1 Bf6-h7 Rb9-b10 
27 P7+1 Rl-2 Pc5-c6 Ra4-a6 
28 Es+7 C6=8 Ee3-c5 Cf8-h8 
29 R9=6 R1+1 Ra1-d1 Ra6-as 
30 C9=3 R1=3 Ca3-g3 Ra5xc5 

10 r k 9 e 
9 9 
8 c e c h 
7 P B C H 
6 f p P 
5 r p 
4 f f 
3 ~ 
2 G 
1 BKG~ 

31 R7+1 Rc7xc8 
'Red wins.' The threat is HfS mate, and if Cxc8 then Hg9+, 

'The Red Horses have performed a nice "Pas de deux", Hxg9; CxglO mate. 
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POlGAR SUPERSTAR 
CHESS 

Arpad Rusz has sent me a further 
selection of over 70 endgame studies 
and problems. I have selected three 
instructive pawn endings, plus one 
"retro" puzzle which I would have 
offered to Peter Fayers for "Proof 
Games" had I received it before his 
pages had been processed and put to 
bed. For the rules, see our last three 
issues. 

13 
12 
11 
10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

a bed e 9 h 

Take away the pawns on the f and g 
files, and White would have no way of 
winning. As it is, try the natural 1 Ke9 
Kxc9 2 KflO Kdl0 3 Kxg9; no, 
3 ... Kell, 

13 
12 
11 
10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

a bed e 9 h 

and again this is only drawn. 
To improve on this, White must 

play to return to the starting position 
with Black to move, 1 Ke7 Kd12 
2 Kd6! Ke13! (2 ... Kcll 3 Kd8 at 
once, 2 ... Kell 3 cll and promotes) 
3 Ke7! Kell (3 ... Kd12 4 Ke9 as 
below) 4 Kd8. Now Black must 
retreat, 4 ... Kd12, and after 5 Ke9 
White is a tempo ahead of the 
previous line and will win in comfort: 
5 ... Kell 6 KflO Kxe9 7 Kxg9 etc 
(7 .. .Kdl0 8 f8 Kell 9 Kgll). 

Before looking at Arpad's next study, 
let us examine the position below: 
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a bed e 9 h 

Black to play loses quickly, 1...Kdl0 
2 Kf8 Kell 3 e7 with 3 ... Kc- 4 KflO 
or 3 ... Kf12 4 Ke9. White to play can 
win if his pawn is unmoved and so 
still has its two-step option, 1 Kd8 
KflO (else 2 Ke9 etc) 2 Kdl0 Kf8 
3 e9+ etc, but if his pawn has arrived 
at e5 from d4 or f4 (a so-called 
"limping" pawn), it will have lost this 
option and the ending is only drawn. 

This is brilliantly exploited in the 
study which follows. 
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abcde gh 

Try 1 Ke9 Pd6 2 Kxe7: no, 2 ... Pxe5 
3 Pxe5 Ke 11 gives the draw above, 
White's new pawn at e5 having no 
two-step option. Nor is 3 Kxe5 any 
better, since Black will again reply 
3 ... Kell and will draw in comfort. 
And if 1 Pd6 then 1...Pxd6 2 Pxd6 
Ke 11, and once again Black will have 
an easy draw. 

I gave up at this point, and had to 
be told. 1 Ke9 Pd6, is correct, but 
now White must play the switchback 
move 2 Kf8!! If 2 ... Pxe5 then 3 Pxe5 
Kell (nothing else is better) 4 Kxe7, 
and since it is now Black's move 
White has his win. If instead 2 ... Kell 
then 3 Kxe7 threatening 4 Kxd6, and 
after 3 ... Pxe5 4 Pxe5 we have the 
same position. 
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The next study will leave White' 
with even more work to do before he 
can safely capture Black's last pawn. 
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a b c d e 9 h 

White can home in on the pawn by 
1 Ka7! Kell 2 Kb8 Kxe9 3 Ke9, 
but after 3 ... Kell he must be very 
careful: 
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a bed e 9 h 

If White gobbles the pawn at once, 
4 Kxd8, Black will play 4 ... KdI2 and 
draw. White must play 4 Kell! and 
drive Black right away from the 
corner, 4 ... Ke9 5 Kd12! KflO 6 Kdl0 
Kfl2 7 Ke9!! (7 Kxd8 Kell is still 
drawn) Kgll, and now 8 Kxd8 does 
win (8 ... KflO 9 KdlO and the pawn 
will be ushered through). 

Finally, in the outline position below, 
identify the pieces. 
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Answer on page 242. 
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AVVENTURES IN 
CAPABLANCALANV : 
SEIRAWAN CHESS 

by John Vehre 

John Vehre was inspired by last 
time's Grand Chess article to offer 
two annotated games of Seirawan 
Chess. Yes please, I said. - JDB 

Unlike our editor, I have long been a 
fan of pieces that add the power of a 
knight to a bishop's or rook's move. 
This fascination began when as a 
teenager in the 1970s, I first came 
across an account of Capablanca's 
chess variant that was included in 
Edward Lasker's autobiography Chess 
Secrets I Learned from the Masters. 
I honestly don't know why I found 
the new pieces to be so interesting. 
Probably like many new players I 
was quite attached to the tactical 
possibilities that the powerful queen 
offered to my youthful mind, and if 
one queen-like piece is good, then 
adding two more nearly equally 
powerful pieces had to make chess 
three times better! 

As fascinating as I found these new 
pieces to be, it would be many more 
years before I explored them further. 
Even at 13, I soon discovered that 
chess itself was more than 
complicated enough, and there were 
many openings to learn, techniques 
to master and tournaments to play. 
I would quickly forget about 
Capablanca's variant. 

However, our first love is often not 
our only love, and I would flirt again 
with "Capablanca's" chess during one 
of my periods of disillusionment with 
chess. In the mid 1980s, I discovered 
the Knights of the Square Table 
(NOST) correspondence chess group 
and that people actually played chess 
variants by mail. While nobody at that 
time was playing Capablanca's Chess, 
I was steered toward Wayne Schrnitt
berger who did play a game called 
Grand Chess. This resulted in a short 
match and a nice miniature win for 
him, that was first published in 
NOST's club magazine and later in 

the Grand Chess section of the 
original Encyclopedia of Chess 
Variants. 

Alas one opponent, no matter how 
strong, was not enough to keep me 
from returning to Caissa's embrace. 
After my brief flirtation with Grand 
Chess, I would resume good old 
correspondence chess, and for another 
15 years would pursue the chimera of 
qualifying for the U.S. national 
correspondence championship tour
nament. It was only at the turn of the 
millennia, when as a grizzled old 
correspondence chess veteran, that I 
suddenly realized that Fritz and his 
cousins were having more fun at 
correspondence chess than I was, and 
maybe it was time to try something 
else. Fortunately by then there was the 
Internet and dozens of opponents to 
do battle with in about any 
conceivable chess variant. Now 70 or 
80 games later, it is time to dust off 
those old chess writing skills and look 
at these variants. 

Seirawan Chess is a rather late 
addition to the numerous games with 
these "Knight riders". Unlike Grand, 
Gothic, Janus, or Embassy Chess, it 
does not require a 10x8 or 1 Ox 1 0 
expanded board. It does however use 
the oft repeated R+N and B+N 
movers that have been popular 
alternatives to classical chess since 
Carrera dabbled with Centaurs and 
Champions in the 17th century. The 
well known U.S. Grandmaster, Yasser 
Seirawan and the Canadian master and 
lawyer Bruce Harper named their 
"new" pieces the Elephant (R+N) and 
Hawk (B+N). Seirawan chess's 
novelty lies in the fact that the new 
pieces rather than being set up in the 
initial array are introduced by drop as 
in the Japanese game Shogi. Unlike 
that game the new pieces can only be 
brought into play on the player's own 
base rank. Seirawan Chess also differs 
from Shogi in that a drop is not a 
unique move. The new pieces instead 
are introduced simultaneously with 
moving one of the original pieces off 
of the base rank. In the English 
opening: 1 c4 e5 2 Nc3/Hb 1 would be 
an example of moving the Knight to 
c3 and introducing the Hawk (B+N 
mover) on the vacated b 1 square. The 
new pieces also can be introduced as 
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part of castling. In the Ruy Lopez 1 e4' 
e5 2 NB Nc6 3 Bb5 Nf6 after 
4 O-OlEe 1, White introduces his 
Elephant (R+N mover) on el along 
with the castling maneuver. White 
also has the option with 0-0 to fill the 
Rook's vacated square· on hI and 
4 O-OlEhl, and while it is not 
necessarily a good move, it is 
possible. One other rule to keep in 
mind is that the pieces can only be 
introduced simultaneously along with 
the move of one of the original pieces. 
If for some reason you forget to enter 
your Hawk or Elephant after all the 
base pieces have made their first 
move, you forever lose the 
opportunity to bring that piece into the 
game. Not only would this be 
embarrassing, but probably fatal for 
your game! 

Seirawan Chess's use of the 
ordinary 8x8 board probably makes it 
an ideal venue to persuade a chess 
playing friend to try a game with B+N 
and R+N movers. It does not require 
your partner to adapt to a larger more 
awkward board, only to larger more 
awkward pieces! 

Limited drop chess variants are not 
new and the IAGO chess system 
among others had already introduced 
this concept. However Seirawan 
Chess is quicker and more volatile 
than this variation as its drop move is 
combined at the same time with 
moving a piece off of the back rank. 
This speeds play considerably and 
allows certain tactical devices that 
would not be possible when separating 
moves and drops. 

To illustrate the possibilities of 
Seirawan Chess, I have included two 
games below. The first is from a 
simultaneous exhibition in Vancouver 
that took place three years ago, where 
the two inventors actually faced off 
against each other. The game, while 
hardly free of mistakes, was quite 
interesting and shows many of the 
tactical possibilities not only in the 
opening and middlegame phases of 
the game, but in the ending as well. 

Vancouver Simul, March 31, 2007. 
White Yasser Seirawan, Black Jamie 
Harper and Bruce Harper. 

1 d2-d4 NgS-f6 
2 c2-c4 e7-e6 
3 Nbl-c3/Hbl 
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If we can believe John Watson, 
there are no longer any rules in chess, 
and the rules that have been 
expounded for many years are just 
guidelines with many exceptions. But 
if we were to lay rules of play down 
for Seirawan Chess, one might be to 
enter your Hawk quickly, but don't be 
in such a big hurry to bring in your 
Elephant. Why this is so might be 
illustrated by this little example. In 
chess the deadly dull Berlin Defense 
is quite popular among professional 
players, but if Black plays 1 e4 e5 
2 Nf3 Nc6 3 Bb5 Nf6 4 0-0 Nxe4 
5 d4 Nd6 6 Bxc6 dxc6 7 dxe5 Nf5 in 
Seirawan Chess he would find himself 
mated after 8 Qxd8/Ed1! Holding 
back the Elephant's entry deters such 
early attempts to exchange queens on 
the d file. 

The Hawk also is a more versatile 
piece in the opening and in a game 
like Seirawan Chess where the piece 
density in high, the diagonal move 
allows this piece to glide through the 
debris on the chess board much more 
easily that the orthogonal dominant 
Elephant. Here the Nc3/Hb1 
combination move is also quite 
natural. In close openings like the 
English or Queen's Gambit Declined 
it allows White to play the pawn break 
e4 almost as easy as it would be to 
play d4 in a conventional open game. 

3 d7-d5 

4 Bo1-g5 
Just because you can play a move 

does not necessarily mean you should 
play it. 4 e4 while tempting is 
premature. After 4 ... dxe4 5 Nxe4 
Bb4+/HfS [Entering the Hawk is 
necessary. After 5 ... Bb4+ alone, 
White would have a winning game 
after 6 Bd2IEc1 Qxd4IEd8 7 Bxb4 
Nxe4 8 Qxd4 Exd4 9 Nf3 Ec6 
10 Hxe4 Exb4 11 Hc3 forking the 

elephant and g7 with a decisive win in 
material. Even against the better 
7 ... Qxe4+ 8 Hxe4 Exd1+ 9 Exd1 
Nxe4 10 Bd3 Nf6 11 0-0 White has 
considerable compensation for his 
small material disadvantage. *] 6 Bd21 
Ec 1 Qxd4IEd8 7 Bxb4 Nxe4 8 Qxd4 
Exd4 9 Nf3 Ec6 10 Hxe4 Exb4 and 
with g7 now defended White has little 
to show for his pawn minus. 

4 Bf8-e7 
5 e2-e3 Nb8-d7 
Black is not leaving himself many 

options for entering his Hawk and 
Elephant. 5 ... Nbd7/Hb8 was worth 
considering. Black seldom refuses to 
play a later ... c6 or even ... c5 in a 
Queen's Gambit and once these 
moves are played, the Hawk would 
already be sitting on a natural 
diagonal for that piece. 

6 Ng1-f3 
It is unlikely that Seirawan Chess 

will ever be played to an extent where 
real subtleties are explored in its 
openings. Still, Yasser liked to play 
the Exchange QGD in chess and since 
he does it in a few moves anyway, it 
might have been better to play 6 cxd5 

* One could and many have in fact 
written entire articles on the 
differences between the relative 
average values of the B+N mover, the 
R+N mover and the Queen. The 
author believes that, at least on an 8x8 
board, the Hawk and Elephant are 
roughly equivalent in value, with the 
Queen being worth more, but not quite 
a whole pawn more than the other two 
pieces. As a rule of thumb, and 
especially in the early stages of the 
game, the Hawk with its diagonal 
move has a much easier time of 
maneuvering on the board with many 
pieces and pawns present. As pieces 
and pawns are exchanged, the 
Elephant, like the Rook, increases in 
power until it really shines in the 
endgame. However games like 
Seirawan Chess and other variants that 
use these powerful pieces are more 
frequently decided in the opening or 
middle game. Consequently, the 
Elephant often is not able to test his 
strength against the Hawk in a pure 
endgame, since the game has long ago 
ended in a checkmate or other 
decisive gain! 
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now. After 6 ... exd5 7 Bd3 he keeps in' 
reserve the option of Nf3lEg1 or 
Nge2IEg1 and a quick g4. This would 
even be more effective if Black plays 
... h6 as he does in this game. 

6 h7-h6 
7 Bg5-h4 ·0-0/Ee8 
8 04xd5 e6xd5 
9 Bf1-d3 07-06 

10 0-0/Ee1 Nf6-e4 

T 

11 Bh4xe7 
In a simul, it is natural to try to 

keep things simple, especially when 
there are many other games to 
consider and the opponents on this 
board were among the most 
dangerous. Still this exchange 
considerably eases Black's defense 
and he now is able to drop his Hawk 
right into the thick of things. It 
probably was better to avoid the 
exchange of bishops and instead play 
11 Bg3. If Black now tries to anchor 
his knight in on e4 with 11 ... f5, his 
posItIon would come under 
considerable pressure after 12 Nd2 
Ndf6 13 f3 Nxg3 14 hxg3 Be6/Hc8 
15 g4 [15 ... fxg4?? 16 Bh7+ Kh8 or 
16 ... f7 17 Hg6 mate!]. Black does 
better to avoid the weakening pawn 
move, 11...f5, although 11Ndf6 
12 Ne5 or 11...Nxg3 12 hxg3 Nf6 
13 Ne5 are not entirely comfortable 
either, but such is life in the classical 
QGD. 

11 Qd8xe7/Hd8 
12 Bd3xe4 d5xe4 
13 Nf3-d2 f7-f5 
14 f2-f3 e4xf3 
15 Qd1xf3 Nf7-f6 
16 Nd2-04 Hd8-f7 
17 N04-e5 Hf7-h5 
Up to this point, White has been 

building up his position in quite a 
commendable fashion. His knight on 
e5 is strongly posted and Black has a 
number of weak squares, especially 
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the white colour complex around his 
king. However, the long dormant 
Black Hawk enters the fray in full 

. force and is able to show off his 
ability to harass even her most royal 
majesty. Bruce Harper liked this 
natural move and even gave it an 
exclamation point in his account of 
the Vancouver simul on the Internet. 
Against White's next meek retreat it 
works out quite well, but if White had 
thought less materialistically, things 
might have gone differently. 

18 Of3-f2? 
Now White's queen is in fact 

"dominated" as Harper states in his 
notes. White however should have 
taken advantage of the fact that the 
Queen really is not that much more 
valuable than the hawk and that 
Black's hawk was playing an 
important function covering the weak 
white squares around Black's king. 

Instead of the text move, White can 
maintain some advantage by 
exchanging his Queen for the Hawk 
and then play to win the exchange. 
After 18 Qxh5 Nxh5 19 Ng6 Qg5 
20 Nxf8 Exe3 21 Hd2 Exel 22 Hc4+ 
Kxf8 23 Raxe 1, White does well 
against both 23 ... Bd6 24 Hd6+ and 
25 He7+ and 23 ... Qd8 24 He5 where 
in both cases the point g6 is very 
vulnerable. Black can play better by 
ignoring the e3 pawn and things are 
more complicated after 20 ... Exf8 21 
Hd2 [21 e4 while tempting is a little 
dodgy and Black can make a mess of 
things with 21...f4 followed by 
... Bg4.] 21...Nf6 [This retreat seems 
necessary. Black has problems with 
the Nh5 and Qg5 with White 
threatening to do a little dominating 
himself with HO.] 22 HO Qg6 
23 He5 Qe8 24 EO. 

18 
19 Ne5xq4 

Nf6-q4 
Hh5xq4 

20 Hb1-c2 
Now in order to avoid losing his 

center pawns, White exchanges his 
queen for the Black Hawk under far 
less favorable circumstances. 

20 Hq4xf2 
21 Rf1xf2 Bc8-e6 
22 Ee1-f3 Ee8-f6 
23 
24 
25 

Ef3-e5 
Ra1-f1 
Ee5-q6 

26 Eq6-f4? 

Ra8-e8 
Ef6-d7 
Oe7-f7 

White can still maintain pressure 
against the f5 point with 26 Eg3 and 
that seems to be a better retreat than 
the move chosen in the game. If now 
26 ... Bc4 27 Ne2 is a reasonable reply 
and Black still has to come up with a 
good way to defend his f5 pawn. 
27 ... Bxe2 28 Exe2 g6 29 g4 does not 
quite do the trick and meekly 
retreating with 27 ... Be6 28 Nf4 again 
exposes that soft spot on g6. Black 
probably should eschew trying to 
disrupt the rooks with ... Bc4 and tend 
to his wayward waif However after 
27 ... g6 28 e4 Bc4 [This also allows a 
dangerous exchange sacrifice but 
seems superior to 28 ... Kh7 when 
29 exf5 gxf5 30 Rxf5 gxf5 31 Rxf5 
Qxf5 32 Exf5! is just crushing.] 
29 exf5 Bxfl 30 Rxfl g5 31 f6 
[Now it is very hard for Black to stop 
the Elephant from taking his pawn on 
h6 in a couple of moves when Black's 
castled position would collapse. He 
probably would have to offer to 
exchange his Queen for the Hawk 
with 31...Qh7 to defend against this 
threat. After 32 Hxh7+ both 32 ... Exh7 
or 32 ... Kxh6 33 Ne4 give White a lot 
of compensation for his exchange. 
Considering these variations Black 
may have to settle for 27 ... Bxa2 
28 Hxf5 [White can also contemplate 
the more complicated 28 Rxf5 Qe6 
29 Ne4 keeping the game very much 
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more lively!] 28 ... Qxf5 29 Rxf5 Rxf5' 
30 Exf5 Bc4 resulting in more or less 
an even game . 

26 q7-q5 

27 Ef4-e2 
It is hard to say whether this is the 

move of a tired simul giver or a 
deliberate invitation to the following 
complications. White may have feared 
putting the Elephant on the same 
diagonal as the bishop on e6, but after 
27 Eh3 Kg7 28 Eg3 White does have 
the pawn breaks e4 and h4 readily 
available and again 28 ... Bc4 29 Rxf5! 
Bxfl 30 Rxfl+ Exfl 31 Eh5+ Kg8 
32 Hb3 does not look entirely 
satisfactory. In this line, Black would 
probably have to settle for a draw with 
32 ... Kh7 33 Hc2+ Kg8, etc. Black 
needs to look for an improvement 
earlier and 27 ... Qg7 keeps the game 
going although Black will still need to 
be on the alert for possible sacrifices 
on f5 after 28 Eg3. White can also 
consider 28 Eh5 Qg6 29 g4, but 
whether he has enough compensation 
for his ruined pawn structure after 
29 ... Qxh5 30 gxh5 is debatable. 

27 Be6-c4 
28 Rf2xf5 Bc4xe2 
29 Rf5xf7 Rf8xf7 
30 Rf1xf7 Kq8xf7 
31 Nc3xe2 Ed7-f6 
32 Ne2-c3 Kf7-e7!? 

This position is not as easy as it 
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looks, and despite what looks like 
an overwhelming advantage in 
material**, Black has certain 
problems to overcome. With Black's 
king-side pawns far advanced, his 
King is rather exposed. The move 
chosen in the game hopes to solve that 
problem by moving the King to the 
greener pastures on the queen-side 
where there is still an intact pawn 
screen. Black's other problem is that 

. he is unable to prevent a White e4 
after which White's center passer can 
become quite threatening. Still Black 
probably should have emphasized 
coordinating his Elephant and Rook 
over a long winded King march to the 
Queen-side and 32 ... Kg7 would have 
been a better way of coordinating his 
two heavy pieces. After 33 e4 RfS 
34 He3 Ef4, Black threatens the 
unpleasant jump ... Ed3. If White now 
captures the Elephant the resulting 
Exchange down ending is not good for 
him and continuing a complex fight 
with 35 Hc4 b5 [Black too might keep 
the game complicated and 35 ... Et2 
may even be stronger.] 36 He5+ Kh7 
does not look possible because of the 
threat to invade on fl. Because of that 
invasion White would still have to 
enter that exchange down ending. 
However with the Black King on h7 
and having provoked the advance of 
Black's queen-side pawns this might 
be slightly more favorable than the 
similar ending on move 35. 

33 Nc3-e4 Ef6-d5 
34 Ne4-c3 Ed5-b6 
35 Hc2-f5+ 
Bruce Harper thought that 35 b3 or 

** In breaking down the component 
parts of the complex pieces some 
might even assume here that Black is 
up two exchanges. However simple 
addition is not enough to explain the 
powers of the Hawk and the Elephant. 
Adding a Knight's move to a Bishop, 
which allows it to have access to both 
colour complexes of a chess board is a 
much more useful enhancement than 
adding the Knight's power to a Rook. 
Consequently this ability of the Hawk 
to have access to both diagonals 
almost equalizes the diagonal strong 
Hawk with the orthogonal potent 
Elephant and why the two pieces are 
almost roughly equivalent in value. 

35 Na4 were better tries. However, 
there is nothing wrong with the active 
defense that White offers and if it had 
been followed up properly, it would 
have posed enough problems to save 
the game. 

35 
36 g2-g4 

Ke7-f6 
Eb6xb2 

It is hard to turn down such a juicy 
morsel. However, White does have a 
shot after which he could have made 
things much more complicated. 

37 Nc3-e4+ Re8xe4 
38 Hf5xe4+ 
What was that I said about the 

rarity of pure Hawk and Elephant 
endings? 

38 Kf6-e6 
39 He4-c5+? 
After this move, White's checks 

will soon run out. White could have 
better exploited the loose position of 
the Elephant on b2 with 39 d5+!? If 
now 39 ... cxd5, it is hard to avoid the 
perpetual check without losing all the 
king-side pawns. For example 40. 
Hf5+ Kf7 [The dangling Elephant is a 
problem. If 40 ... Kf6 or 40 ... e5 then 
41 Hd4+ forking the king and the 
Elephant wins.] 41 Hxh6+ Kf6 
42 Hg8+ Ke5 43 Hf7+ Ke4 44 Hxg5+ 
Kd3 45 Hf4+ Kc2. Now White cannot 
play 46 Hxd5 because of 46 ... Ed1+, 
but a win for Black is quite 
problematical after 46 g5. The White 
king-side pawns are very fast! Black 
does not have to accept the proffered 
pawn sacrifice and could instead try 
39 ... Kf7. White loses after 40 dxc6 
bxc6 41 Hxc6 Ee2+ 42 K- Ec1+, and 
no better is 40 d6 Ee2+ 41 Khl Exe3 
42 Hc5 Ed5 43 d7!? when 43 ... b6 
dashes the last cheapo attempt. 
However, the simple check 40 Hd6+ 
keeps White in the game, and Black 
cannot escape the checks after 
40 ... Kg8 or g6 41 He7+ Kg7 42 Hf5+. 
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39 Ke6-f7! 
Care is required even to the end of 

a chess game. Bruce Harper 
mentioned that "the intended 
39 ... Kd5? 40 e4+ Kc4 loses to 
41 Ha3! Kc3 42 Hxb2 Kxb2 43 e5 
and White's e5 pawn queens (or 
elephants or hawks ... )." 

40 Resigns. 

Correspondence chess is an ideal 
format for chess variants. In these 
days of multi-million game chess 
databases and Grandmaster level 
chess engines, playing variants by 
mail or email is one last bastion where 
one can still do one's own thinking. 
This game is not quite as dramatic as 
the simul game. After a few too many 
quiet moves in the opening, I was able 
to seize the initiative from my 
opponent and convert this initiative 
into a decisive material advantage 
after further inaccuracies. 

Played by Chess. corn Discussion 
Board Posting 2009. White "Bobby 
Noblitt", Black "Panzerschiff' (John 
Vehre). 

One thing about playing on the 
Internet is that you never know who 
you are truly playing. I am not sure if 
"Bobby Noblitt" is a handle or my 
opponent's actual name. When I use a 
handle on the Internet, I usually play 
under "Panzerschiff'. I have liked 
naval history since I was a young man 
and while there is little that was 
admirable in the Nazi regime, the 
Panzerschiffe or "pocket battleships" 
used by the Germans in World War 11, 
were actually an idea that originated 
in the Weimar Republic. 

1 c2-c4 e7-e5 
2 Nbl-c3/Hbl 

3 
4 

Ngl-f3 
d2-d4 

Ng8-f6 
Nb8-c6 

One advantage of Seirawan Chess 
over other "Capablanca style" variants 
on large boards is that many classical 
chess openings are recognizable and 
can be played with basically the same 
ideas. 4. d4 can be played in this 
position in classical chess, but is a 
rather harmless system in the English 
Opening. Black there often can 
equalize play by threatening to 
devalue White's pawn structure with 
... Bb4 and then ... Bxc3+ at the proper 
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moment. With the Hawk already 
deployed on b 1, White can avoid the 
usual damage to his pawn structure 
and consequently this method of 
defense is not effective in Seirawan 
Chess. 

In the English Four Knights, White 
often falls behind in development, in 
order to win the two bishops or have a 
more compact mass of pawns in the 
center. However, if he can play 4 d4 
directly, as he does in this game, then 
he does not have to worry about such 
positional trifles. Instead White can 
develop much more smoothly and 
play directly for the initiative. 

4 eSxd4 
S Nf3xd4 BfB-cS/HfB 
6 e2-e3 

This is not sufficiently aggressive 
and locking in the Queen's Bishop is 
not in the spirit of the more open 
games characterized by an early d4 in 
the English. By attacking the 
"presumptuous prelate", White can 
pose more problems for Black by 
playing 6 Nb3 Bb6 7 e4 d6 when he 
has the choice between the safe 8 Be2 
and nursing a nice space advantage or 
speculating with a pawn sacrifice and 
play directly for attack with 8 cS!? 
dxcS 9 Qxd8/Ed1+ Nxd8 10 BgS. 

6 d7-d6 
7 Bfl-e2 HfB-g6 
B Hb1xg6? 

This too is a little obliging and 
probably should be considered an 
outright mistake. Black is still 
cramped and would not mind a few 
exchanges. Exchanging here only 
helps relieve that cramped position, 
while opening the h-file for Black at 
the same time cannot be a good thing. 
This open file is especially dangerous 
here since Black's Elephant has not 
been deployed. Until Black's Elephant 
enters the game, White will have to be 
constantly on his guard for 
... Rxh2lEh8 possibilities. This makes 
castling short a rather dicey thing. 
White should have played 8 O-OlEe 1 
and only make the exchange on g6 if 
Black follows suite with 8 ... 0-0IEe8. 
However even in that situation, I think 
I still would have preferred to make 
Black exchange the hawks, if that was 
really his desire, and instead would 
have continued with a more 
aggressive move like 9 f4. 

==========---::--~~------~ ~------

B 
9 

10 
Be2-f3 
Qd1-e2 

h7xg6 
Nf6-eS 
QdB-e7 

Black invites the knight sortie to 
dS, which White probably correctly 
declines. After 11 NdS NxdS 12 BxdS 
[Ugly is 12 cxdS?! Bxd4 13 exd4 
Nxf3+ 14 gxf3 Qxe2+ and if White 
does not want to lose a pawn then 
he has to play IS K.xe2, when 
lS ... 0-0IEe8+ looks very good for 
Black. IS K.xe2/Ee 1 might be the 
lesser evil and if lS ... Rxh2lEh8 at 
least both kings will have to take a 
walk after 16 Kd3+.] 12 ... c6 13 Be4 
Bd4 14 exd4 Nc4!? IS Qxc4 
[IS 0-01Ee1 is more critical, and 
Black has to be careful. If 
lS ... Rxh2lEh8?? 16 Bxc6+! draws 
down the curtains. lS ... Be6 is 
necessary and Black can answer 16 dS 
cxdS 17 BxdS with 17 ... Rxh2lEh8 and 
the otherwise desirable 18 g3 now 
fails to 18 ... Eh3 mate! 16 Bf4 instead 
does retain certain chances for the 
pawn. White still has d5 as well as 
Bxg6 as possible threats.] 15 ... Qxe4+ 
16 Kd1IEe1 0-01Ee8 17 Exe4 Exe4. 
Black has the advantage and while the 
Elephant and pawn are more than 
enough material for the Queen, more 
important for this evaluation are the 
relative positions of the Kings. 
White's King cannot be particularly 
comfortable on d!. 

11 0-0/Eh1 
RhB-h4/EhB 

12 g2-g3 
This move forces me to make the 

combination that I wanted to play 
anyway. 12 Rd1 would have kept 
Black's advantage to a minimum. I 
then intended 12 ... gS [I also examined 
the tempting 12 ... Bg4, but did not see 
more than a draw after 13 Bxg4 
Nfxg4 14 NdS Rxh2 IS Exh2 Exh2 
16 Nxe7 K.xe7 17 Nf3 Nxf3+ 18 gxf3 
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Eh3+, etc.] 13 g3 g4 when 14 Bg2' 
seems safest for White. Black then has 
a clear advantage after 14 ... Rh5 
because of influence he exerts on the 
white squares around White's king, 
the poor placement of the Elephant on 
hI, and the not inconsiderable 
pressure on the h-file. Still White has 
avoided an immediate debacle. White 
again should not be greedy and chase 
after the exchange. By means of 
14 gxh4 he can grab the material, but 
would subject himself to a terrible 
attack. After 14 ... gf3 14 Qc2 [14 Nf3 
Bg4] 14 ... Exh4 IS Eg3 Nh5 16 Ee4 
[16 NfS? Nxg3 17 Nxe7 Eh3 mate] 
16 ... Bh3 17 Nd5 Bg2 18 Exh4 Qxh4 
and ... Ng4 soon to follow, White is 
defenseless. 

12 BcSxd4! 
13 e3xd4 
Black now wins at least a pawn, but 

capturing the exchange again was too 
dangerous. After 13 gxh4 Exh4 
14 Bg2 Bxc3 IS bxc3 Be6 a pleasant 
fantasy was 16 Bb7? Bc4 17 Qc2 c6 
where Black is already threatening 
mate in one. The counter attacking 
16 Qb2, which avoids the skewering 
... Bc4 also looks to be inadequate. 
With 16 ... Nf3+ 17 Bxf3 Ef3+ 18 Kg2 
BdS! 19 cxdS Qe4 White will be 
mated. Finally if 16 Qd1 Black can at 
least win the exchange back with 
16 ... Bxc4 17 ReI Nd3. Still 
continuing to attack with 17 ... Ne4 or 
even 17 ... 0-0-0 may even be better 
choices. 

13 Rh4xd4 

14 h2-h4 
White admittedly does have a tough 

time defending his dangling waif on 
c4. 14 b3 loses a piece to 14 ... Rd3. 
The active move 14 NdS looks like a 
better try than this further weakening 
of the king-side. True White is 
butchered after 14 ... NxdS IS Bxd5? 
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Rxd5 16 cxd5 Bg4 17 Qb5+ c6 
18 dxc6 Eh3+ 19 Kg2 BS+! 20 Kh3 
Qe6 mating, but 15 cxd5 NxS+ 
16 QxS Bf5 17 Qc3 avoids an 
immediate loss. White can repel the 
borders after 17 ... Qe4 18 S Qe2 
19 Ef2 while 17 ... Qxd5 18. Qxc7 Rc8 
19 Rel+ Kf8 20 Qe7+ Kg8 21 Be3 
has permitted White to get his pieces 
out of the box at cost of a mere pawn. 
Black probably does best to avoid 
going for an immediate knock out and 
should settle for the better position 
after 16 ... Rxd5 17 Qxg7 0-0-0 18 Be3 
Kb8. With opposite colored bishops 
the side that first generates an attack 
should have the advantage. 
Considering that White's king-side, 
without his light squared bishop, is 
still a little airy, Black probably has 
the better chances in developing that 
attack. 

14 Bc8-e6 
Black of course could have safely 

just taken the second pawn say, with 
14 ... NxS+ 15. QxS Rxc4, but I 
wanted more. 

1S Bf3xb7 
White agrees to entering this long 

winded combination, which eventually 
leads to Black winning a Queen and a 
pawn for a Rook and a piece. 
However it really is hard to 
recommend the two-pawn down 
position after 15 Nd5 Nxd5, etc. over 
White's actual choice in the game. 

1S Be6xc4 
16 Qe2-c2 Bc4-d3 
17 Qc2-d1 
17 Qb3 Rb8 18 Rdl c6 does not 

earn commendations either. White 
might have ventured moving into a pin 
in the hope that Black might become 
over ambitious in refuting it. For 
instance 18 ... Ba6 19 Rxd4 Bxb7 was 
tempting, when ... NS+ looks winning. 
Still White can put the damper on that 

with 20 Nd5 and the position is not so 
clear! 

17 
18 
19 
20 
21 

Nc3xe4 
Ne4xf6+ 
Rflxdl 
Bb7-dS 

Bd3-e4 
Rd4xdl 
Qe7xf6 
Ra8-b8 
Ke8-d7 

The dust has now settled and Black 
has won his material advantage, but at 
the cost of obtaining a slightly less 
secure king. Both sides still need to 
move their Elephants into play and 
Black's task to meet that goal 
probably is the easier. Still White's 
bishops make the realization of 
Black's advantage difficult. 

22 Bcl-gS? 
This is totally inconsistent with 

White's previous play. When he 
played 19 Nxf6+, it was to be able to 
keep his two bishops on the board. 
Now Black can exchange one of these 
bishops and the task of realizing the 
advantage now becomes much easier. 

Instead of the move in the game, 
I thought 22 Be3 was a better try. If 
White can grab the a7 pawn, the 
resulting passed White a-pawn 
supported by the bishops could 
become dangerous. However, I have 
to admit that I was tempted by 
the flashy combination 22 .... Rxb2 
23 Bxa7 c5 24 a4 g5!? 25 h5 Exh5 
26 Exh5 Qxf2+ 27 Khl NS mating, 
that would have allowed White that 
possibility, until I noticed 24 Rab 1 
when the invasion of the White rook 
to b7 would have saved White. 
Instead Black needs to hold onto his 
a-pawn and play 22 ... a5. Still after 
23 Bb3, Black has his work cut out for 
him to score the full point. 

22 NeS-f3+ 
23 BdSxf3 Qf6xf3 
24 Ehl-h2 Qf3-fS 
2S b2-b3 f7-f6 
26 BgS-e3 a7-aS 
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27 Rdl-d4 
27 Rd2 would have saved a tempo 

since White really cannot agree to the 
rook trade that Black soon offers on 
M. After 27 .... Ee8 28 Radl Ee5 
29 Bf4 Eg4 30 ES [30 Rd5 Exh2 
31 Rxf5 ES+ 32 Kg2 Ec3 33 Rfd5 
Exa2 should lead to a win also.] 
30 ... g5 Black should win, but White 
can definitely stir up trouble with 
31 Rxd6+ cxd6 32. Rxd6+ Ke8 
33 Ed4, but it does not look like 
enough trouble after 33 .... Qxf4. 

27 Rb8-b4 
28 Rd4-d2 Eh8-e8 
29 
30 
31 
32 

Ral-dl 
Eh2-fl 
Efl-h2 
Kgl-g2 

Rb4-e4 
Ee8-eS 
EeS-f3+ 

White could have prolonged, but 
not changed the result of the game by 
exchanging Elephants. I think he saw 
the concluding combination, but was 
gracious enough to permit the elegant 
finish that now wraps up the game 
quickly. 

32 
33 
34 
3S 

f2xe3 
Kg2-g1 
Eh2-g2 

Re4xe3 
Ef3xe3+ 
Ef3xg3+ 
Eg3-h3 

mate. 

I am reminded of Jonathan Levitt's 
remark on allowing a pretty mate in a 
lost position: "It's nice to see one's 
name in the anthologies!" - JDB 
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. GHOSTS! 
Nost-algia devoted a certain amount 
of space to non-chess games, and 
Nost-algia 329 (JanlFeb 1992) carried 
an article .on a game Ghosts! which 
had attracted a lot of interest at 
the' NOST meeting the year before. 
I don't think it featured subsequently, 
but it appears to be well worth taking 
down and dusting off. 

Ghosts! was invented by Alex 
Randolph, and is played on a 6x6 
board with an exit at each corner: 

- r-

- ...... 

Each player has eight ghosts, four 
good and four bad, and he knows 
which is which but his opponent does 
not. Ghosts move one square laterally 
or vertically (not diagonally), and 
capture each other as in chess. You 
start by placing your men in the 
middle of your back two ranks, in 
whatever order you please, and you 
win by either (a) capturing all his 
good ghosts, or (b) persuading him to 
capture all your bad ghosts, or (c) 
moving one of your good ghosts out 
through one of the two exits at the far 
side of the board (bad ghosts cannot 
get through the exits). 

Nost-algia 329 gave a sample 
game, with notes by John McCallion 
from the viewpoint of one of the 
players (he didn't say which he was, 
or even if he was involved at all). This 
player had first move, and set up his 
men as follows: 

1 
2 
3 

-

-

? ? 
? ? 

B B 
G G 

c2-c3 
d2-c2 
d1-d2 

? 
? 

G 
B 

? -
? 

B 
G '-

c5-c4 
d5-d4 
e5-e4 

4 e2-e3 d6-d5 

- ? ? ? -
? ? 

? ? ? 
B B 

B G B 
- G G G -

5 e3xe4(B) 
"Oh dear! But capturing the first bad 
ghost is no cause for panic." 

5 c6-c5 
6 d2-d3 c4xc3(B) 

"Evening it up." 
7 b2-b3 c3xc2(G) 

- ? ? -
? ? ? 

? B 
B B 

? 
- G G G -

"Uncomfortable. One G is captured 
and the poor innocents on cl and b 1 
are threatened. The intruder is 
probably a B, but must be captured." 

8 c1xc2(B) c5-c4 
9 b3-c3 b5-b4 

10 e1-e2 b4-b3 
11 e4-e5!? 

- ? ? ;-

? B 
? ? 

? B B 
G G 

- G '-

"Bold, but he must surely accept, 
since he cannot know that this is aB. 
If it were a good one, it would win by 
exiting via e6/f6 next moves." 

11 b3-a3!! 
"WHAT?! Only a fool or clairvoyant 
would have called the bluffi Now he 
has the advantage of knowing the 
whereabouts of one of my B's." 

12 e5xe6(B) 
"Things look bleak. I have captured 
three of his B's but not a single G. 
Capturing the last B would lose the 
game. However, I have created a 
vacant corner and thus an exit for a 
G." 
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12 c4xc3(B) 
13 d3xc3(G) b6-b5 
14 e2-e3 b5-b4 
15 e3-f3 d4-e4 
16 c3-c4 

- B -
? 

? B ? 
? G 

G 
- G ...... 

16 b4-b3 
"Notice how this piece has avoided 
my attack. It must be a G - unless he 
is bluffing ... " 

17 c4-d4? 
"Played hastily and carelessly. Far 
better is 17 e6-e5, since he knows it is 
a bad spirit." 

17 d5xd4(B) 
"Once more, material equality. 
However, my opponent has the 
enormous advantage of knowing 
where my B is, whereas I am still 
completely in the dark." 

18 e6-e5 b3-b2 

- r-

B 
? ? 

? G 
? G 

- G ...... 

"Is the ghost at b2 good or bad?? 
Getting this right will win the game. 
If the ghost on b2 is a bad one, 
I can force a win by 19 bl-al! b2-bl 
20 e5xe4(G) - it must be good ifbl is 
a bad one - blxal(G) 21 £3-f4 aI-bI 
22 f4-f5 and wins the race between f6 
and al. What, however, if the ghost on 
b2 is good (and the chances are three 
to one that it is)? Then, of course, 
I must capture immediately. It is very 
difficult, but as this piece dodged me 
so neatly when I played 16 c3-c4, 
I reckon it is a good one. Yes, I'll take 
it!" 

19 c2xb2(B) 
"Curses!! It was his last B, so I have 
lost to the deceiving so-and-so!!" 

The article in Nost-algia was written 
by Tracy Cobbs, who described 

, 
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Ghosts! as "a simple game of 
movement and capture with a twist 
of bluffing and psychology", a 
description amply borne out by the 
'above sample, I am sure he is right in 
saying that a poker face and nerves of 
steel are priceless assets, but he offers 
some more detailed observations 
which also seem worthy of quotation. 

1. "It is sound policy (as in the 
illustrative game) to place the bad 
spirits in front of the good ones, so it 
is probable - but far from certain! -
that an opponent will have at least 
3 B's in the front row." 

2. "By observing the opponent's 
moves, try to establish the location of 
at least one B, thus avoiding a loss by 
capturing all of those." 

3. "Sometimes, sacrificing a G 
leads to a more accurate picture of the 
enemy forces." 

4. "It can be a useful tactic to post 
a B as a guard in a corner square. 
An opponent about to escape with a G 
may thus lose by capturing your last 
B!" 

5, "Occupation of the center to 
limit the opponent's freedom of 
movement is important, but strategies 
vary. Three or even four B's have 
been known to smash through the 
center to clear an escape path for a G, 
but on the contrary, it might not be 
bad to use 4 G's alone for a flank 
attack." 

With the advantage of leisure, we 
can see how consideration of Black's 
previous play (point 2 above) might 
have led White to the correct decision 
at move 19. Where might Black's bad 
ghost now be? 

Surely not on e4, because the 
position before Black's last move was 

- -
B 

? ? 
? ? G 

G 
- G '-

and an invulnerable Be4 would have 
kept White's GO permanently at bay. 
So Black would have played ... d4-c4, 
... a3-a2, ... c4-c3, and so on, winning 
very simply with no need for heroics. 

On d4, perhaps? Again surely not, 
because the position before Black's 
15th move was 

- B ,.... 
? 

? ? 
? B G 

G 
- G '-

with this ghost on d5, and ... d5-e5 
with this bad ghost would have been a 
much more natural and effective 
defensive move than the ... d4-e4 
actually played. 

And it can hardly have been on a3, 
because 11...b3-a3 was a move that 
made sense only if made by a good 
ghost (the supposed Bb3 was about to 
become Black's last B, and its natural 
move would have been ... b3-b2 to 
create as much havoc as possible). 

This leaves only the actual b2, this 
ghost having come down from b6 in 
a raid on the al corner. Black's move 
to b2 was now a blunder (he had 
overlooked the possibility of b l-al, 
and should have played ... a3-a2 first 
to prevent it just as White should have 
played it at an earlier stage), but it was 
a plausible blunder, whereas Black's 
natural play under other assumptions 
would have been quite different. 

Most plausibly, therefore, Black's 
bad ghost is now on b2. 

(And I have to question Black's 
"clever" move 11. Even if the ghost 
on e5 is indeed bad, this move will 
cost him his bad ghost on e6, leaving 
him weak on the e and f files with his 
only remaining bad ghost far away on 
b6. In effect, he is staking everything 
on an attack on the al corner, and this 
attack should really have failed.) 

Ghosts! strikes me as a brilliant little 
game, witty, amusing, and simple to 
play. It was brought out by Milton 
Bradley in the 1980s - I have seen 
ascriptions to both 1982 and 1985 -
and was marketed in at least six 
languages. I do not know whether it 
is still in production, but if it is not 
it would seem well worth a revival. 
If any of our readers has access to a 
suitable ear, perhaps he or she could 
have a word in it. 
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~ROGRESSIVf CIRCE 
Pierre Monreal's Circe, in which a 
captured man is reborn on its game
array square (rook, bishop, or knight 
on the square of the same colour as 
the capture square, pawn on the same 
file) and is removed from the board 
only if this square is already occupied, 
was invented for use in problems, and 
I have always thought it intrinsically 
unsuitable for actual play. It has been 
tried and Nost-algia 262 gives a game 
score, but this seems to make the case 
against it rather than for it: 31 moves 
of turgid to and fro, Black blundering 
rook and knight and then resigning. 
However, Progressive Circe appears 
to be playable. The same issue of 
Nost-algia gives the score of a game 
won by Guido Gallozzi in 1982 : 

1 e3 
2 d5 Bd7 
3 Bc4 Qf3 Ke2 
4 Bg4 Qd6 Kd7 Bxf3(Qdl)+ ? 

5 Kxf3(Bc8) Kg4 Kf5 Nf3 Ne5 : 

The game was played under Italian 
rules, so this was mate (Black's only 
check-relieving moves would have 
given check themselves and so were 
forbidden), but as nearly always seems 
to happen an ordinary mate next turn 
would have followed under traditional 
rules. 



Page 202 

HNEFICHESS: THE 
KING'S KING'S GAME 

by Andrew Perkis 

Andrew Perkis continues to have 
imaginative ideas, and to try them 
out with competent friends before 
submitting them for publication. The 
game that follows is a combination of 
hnefatafl and chess. In a separate 
article later on, Andrew gives some 
background, and describes how the 
game evolved. - JDB 

Hnefichess is an obvious name-choice 
for a game which combines features of 
Chess and Hnefatafl. Nevertheless it's 
quite an odd name, since both Hnefi 
and Chess have the same meaning
"Hnefi" (fist) is the usual name for 
"King" in Old Icelandic and, of 
course, "Chess" derives from "Shah". 
"Hnefichess" can therefore be thought 
of as the "King's King's Game" -
appropriate since both of these very 
different games are distinguished by 
the importance of a royal piece. 

Rules 

Play uses a standard chess board, and 
most convenient (unless you have 
pawns from two 'compatible' chess 
sets to hand) is to use a Draughts/ 
Checkers set and two chess kings. Set 
up for play as shown below. All men 
at the outset are "soldiers" but the first 
man moved by each player becomes 
his king. 

Throughout play all men remain on 
their 'playing squares', that is, 
White's men remain on black squares 
and Black's men remain on white 
squares. 

White moves first, after which play 
alternates in the normal way. 

Object 

A player wins: (a) by capturing the 
enemy King; (b) by reaching his far 
row with his own King; ( c) if his 
opponent is unable to move on his 
turn of play and his King is under 
assault (see below). 

The game is drawn by repetition 
(usually by perpetual threat to move 
the King to the far row) or if a player 
is unable to move and his King is not 
under assault. 

Moving: normal options 

All men - soldiers and Kings - have 
the same move options, except under 
the special circumstances listed below. 

These 'normal' options are: to 
move one space diagonally forward 
(a step); or to move directly forward, 
over an enemy square, to the player's 
next playing square. This move (a low 
leap) can only be made if the 
intervening square is unoccupied. 

Capturing 

Soldiers are captured by custodianship 
(sandwiching). This takes place when 
a player traps an enemy soldier 
between two of his own (not between 
a soldier and his King). When making 
a capture, a soldier may move by a 
step or a low leap. This may be 
forwards, backwards, or sideways. 

Kings are captured by double 
custodianship, also known as 
enclosure, and the enemy King may 
be one of the enclosing pieces. 

In the diagram above, the soldier on 
b4 can make a step move forward to 
a5 or c5. The soldier on f4 can make a 
step move forward to e5 or g5, or a 
low leap forward to f6; additionally, 
it can make a low leap sideways to d4 
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and capture the enemy soldier on c4, ' 
or a step move backwards to e3 and 
capture the enemy soldier on e2. 

As is usual in games with custodian 
capture, a man may move into a 
'sandwich' with impunity. 

Contact moves: first phase of play 

A contact move is one which brings 
any man (soldier or King) adjacent to 
the enemy King. During the first 
phase of play, any man (soldier or 
King) may make a step move or low 
leap in any direction in order to 
achieve this. Sideways and backwards 
moves, however, cannot be made on 
the strength of retaining contact with 
the enemy King, only when initially 
making contact. 

Options for a King under assault 

A King, when any enemy man is in 
contact with it, is normally not free to 
make a step move. A King thus 
assaulted may normally make only 
low leaps, although these may be in 
any direction. 

A King under assault may move 
diagonally in one circumstance only, 
if by doing so it makes contact with 
the enemy King - but a King, once 
adjacent to the enemy King, may not 
move diagonally. 

Capture of the opposing King 

Capture of the opposing King is 
achieved by double custodianship, 
that is, surrounding it by men placed 
on all on four sides, or on three sides 
if the King is on the edge of the board. 
A King on its home-row corner - not a 
wise or likely place to move it! -
would be vulnerable to capture by just 
two opposing men. 

A King may also be 'trapped', as 
shown above. The King here is not 
captured but is unable to move. The 
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trapped player would lose the game if 
unable to move any soldiers either. 

Contact moves: second phase of play 

An attainment move is a move by a 
soldier to its far row. After two such 
moves have been made (one by each 
player or two by one player) the game 
enters a second phase. From this 
moment on contact moves may not be 
made if they involve moving a man 
backwards. Backward moves to 
capture are still allowed, including the 
capture of the enemy King. 

Clearing the far row 

As soon as a move results in all the 
playing squares on a player's far row 
being occupied, the four pieces 
involved are all removed from the 
board. 

Two Annotated Games 

A new game does need a lot of play 
before its depth and character really 
become clear. Rather than make any 
claims for the game at this stage, I'll 
present these two games, played by 
email - but at speed! Dan and I both 
enjoyed them a lot. 

A.P. v Dan Troyka, March 2010 

1 h2-h4 (K) 
I thought developing the King on this 
wing - away from the action - might 
be a safe option. The game seems to 
show that this is a bad square for the 
King, from which I am soon forced to 
withdraw. 

1 f7-fS(K) 
Good enough, though d3-d5(K) may 
be better as Kf4 just might now 
become an option for White in some 
continuations. 

2 e3-d4 
3 f2-e3 
4 a3-aS 

c6-dS 
b7-c6 

Double edged. The soldier is strong 
here - but can be 'sidelined' later in 
the game (forced to advance to a7 
where it may become of little 
relevance to the main sphere of 
action). 

4 a8-b7 
5 
6 

a1-a3 b7-bS 
d4-cSxbS a6-bSxcS 

Setting up for later threats to sideline 
a5. 

7 a3-b4 c8-b7 
8 c3-cSxbS e6-e4!? 

Keeping an eye on both wings. White 
now has no way to hang on to his 
material plus. 8 ... g6-g4 was a good 
alternative. 

9 q3-f4? 
Kf4 was almost certainly better here. 

9 q6-q4xf4 
10 Kh4-h2 

Forced, due to the threat of ... g4-h3. 

10 dS-c4xcS 
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Stronger than 10 ... e4-c4xc5 when' 
Black cannot regain the e4 outpost. 
Not 10 ... g4-h3 11 Kf2 Kf3? 12 gl-g3 
and after 12 ... h3-g2 13 e3-f4 Black is 
in a mating net. This is the trap that 
stupidly distracted me on my 9th 
move. 

11 e3-f4 

Threatening a double capture with 
d2-d4xc4xe4 and tempting Black's 
reply. 

11 e4-f3!? 

Is this advanced soldier a strength or a 
weakness? It will play an important 
role in Black's game, probably 
because I did not treat it with 
sufficient respect! 

12 f4-d4xc4 d7-dS 

13 d2-e3?! 
Not 13 d4-e5, when 13 ... Kh5 with the 
double threat ofKh3 and g4-f5xe5. 

13 f3-e2 
Stronger than I had anticipated. A 
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salient aspect of the tactics which 
follow is the constraint upon White to 
prevent a strong ... Kf3. 

14 c1-c3 e8-e6 
After 14 ... Kf3, 15 Kf2 and Black is in 
trouble and will need to retreat. 

15 a5-a7 
From now on this soldier is in danger 
of becoming irrelevant - but Black 
seems to have a tactical answer to 
anything else I can attempt. I wanted 
to play 15 Kg3 intending Kf4, but 
15 ... e2-d3(x) 16 e3-d4 d3-f3 gives 
Black a winning attack. 

15 h7-h5 
There were many alternatives, but this 
keeps up a nasty pressure on the 
White King. 

16 a7-b8 b7-a6 
17 b4-a5 e2-d3xd4 

The start of complications. At first I 
thought Dan's intention was merely to 
avoid loss of material ... 

18 e3-d4 d5-c4! 

A good move, aimed at reducing 
material, so I will be without 
resources to challenge the advance of 
the Black King. 

19 a5-b4xc4 
There were 11 possible recapturing 
moves! I really do not want to allow 
e6-e4xd4 and therefore I must 
either capture c4 or play d4-e3xd3. 
The latter may be playable but 
after 19 ... c4-a4xa5 20 c3-d4 a6-b5 
21 b2-c3 b5-b3, for example, the b8 
soldier has no further role, whereas all 
Black's soldiers are active (even the 
a4 soldier plays a role in relevant 
variations). The pros and cons of the 
alternative captures on c4 are hard to 
assess. The chosen move was intended 
to keep the maximum force possible 
preserved against the Black King. 

19 e6-d5xd4 
19 ... c6-d5xd4 was an alternative. 

20 e1-e3xd3 d5-d3 
21 e3-e5 

This would not have been playable 
after 19 ... c6-d5xd4 20 el-e3xd3 
d5-d3, but it only enables me to 
prolong the agony. 

21 d3-e2 
22 Kh2-g3 

At last... 
22 h5-h3 
23 Kg3-f4 

I get to where I wanted to go, but it's 
already too late. 

23 a6-a4! 
Very strong. White's last hope was 
23 ... h3-f3, which looks dangerous 
but after 24 Kd4 g8-f7 25 b4-c5 
f3-g2 (nothing better) 26 gl-f2 
e2-dl 27 Kd6 f7-d7 28 e5-e7 White 
wins. 

24 Kf4-f2 
I am already in zugzwang and bound 
to lose material. 

24 c6-c4xb4 
25 e5-c5xc4 
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25 Kf5-f3 
Decisive. The last chance to go wrong 
was to win a piece with 25 ... e2-fl, 
which loses the game. After 26 Kf4! 
Black would have no adequate 
defence to the threat of 27 c5-e5 
followed by Kd4, since the forward 
path for his own King is blocked at fl. 

26 c3-d4 h3-h1 
27 Resigns 

I really got a good battering after my 
not-very-good ninth move! 

Second game. Dan Troyka v A.P., 
March 2010. 

1 d2 -d4 (K) d7 -d5 (K) 
This turns out to be a far more 
interesting opening. 

2 f2-f4 
If 2 a3-a5, my best option was 
probably 2 ... f7-f5 with e6-e4 to follow. 

2 a6-a4 
3 e3-e5 c6-b5 
4 h2-h4 h7-h5 
5 c3-c5 

5 b7-a6 
Not 5 ... b7-c6?? 6 e5-d6 and wins next 
move. It seems wise either to play 
expansive opening moves (if one can 
do so safely) or to avoid playing 
'faster' than one's opponent (by 
frequently sticking to step moves) or 
maybe to mix the two. The aim in 
both cases is to have more moves in 
hand against future zugzwang threats. 
Here White has played more ex-
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pansively, but Black's sole advanced 
soldier (at a4), combined with that at 
b5, has a significant cramping effect. 

6 e1-d2 a8-b7 
7 gl-£2 g6-£S 

I began to fear for the safety of my 
King if! didn't force some exchanges! 

8 g3-gSx£S £7-£SxgS 
9 £4-gSx£S 

I had expected h4-g5xf5, an attempt to 
sideline h5. This is probably stronger. 

9 e6-£SxgS 
10 £2-g3 b7-c6 

I have to lose a soldier, but White will 
be very cramped on this wing. 

11 g3-gSx£S a4-c4xcS 
12 gS-h6xhS e8-£7 
13 d2-e3 a6-a4 

White will now find development of 
his a-wing difficult. As a consequence 
I have better chances to attack Dan's 
King than vice versa. The position is 
very hard to assess with lots of mini 

zugzwangs pending. All in all, Dan's 
extra soldier should give him an 
adanvantage, possibly a winning one, 
but at the time I felt fairly comfortable 
due to the danger to Dan's King. He 
certainly needs to be careful! 

14 h4-gS c8-d7 
15 c1-d2! 

Dan decides to take the plunge, and -
despite my obvious reply - to start to 
develop this wing. 

15 
16 
17 

e3-£4 
d2-e3 

c4-c2 
c2-d3 
d3-e2 

Safe from attack and within range of 
the Black King. 

18 eS-e7 c6-c4 
18 ... d7-e6 would allow 19 g5-e5xe6 
with advantage (but not 19 e3-e5xe6 
f7-e6! or 19 f4-e5xe6 f7-f5!). 

19 £4-£6? 
An aggressive looking move which, 
incredibly, seems to lose. I think 
White's best move was 19 e7-d6, and 
if 19 ... d7-c6, then 20 d6-c7. This 
improves White's clearance chances 
(since he can get to b8) and c7-c5 
may become a threat in some lines. 
(White having more material, Black 
will run out of soldier moves first and 
will have to move his King, letting 
White advance his, but White cannot 
get his King to the far row without 
clearing it first and so he must get a 
soldier to b8.) If 19 ... f7-e6 (possibly 
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best) then 20 h6-f6xe6 d7-e6 21 f4-e5' 
with advantage. Dan would, I think, 
clearly be winning. 

19 £7-e6! 
Threatening the devastating 19 ... e6-
e4xe3. After a long time looking at 
each of White's replies, I came to the 
conclusion that I was no longer in 
danger of losing. 

20 gS-eSxe6?! 
Here are the alternatives: 

(i) 20 e3-e5xe6 e2-e4! starts a 
winning King hunt. 

(ii) 20 e7-d6xe6 d7-e6 also with a 
winning attack. 

(iii) 20 f6-e5xe6 (looks best) 
d7-e6! 21 g5-g7 (perhaps there is a 
better move but I haven't found it) 
e6-g6xg7 22 e7-f6xg6 g8-g6! and 
Black should win, though a full 
demonstration would require a hefty 
amount of analysis. 

20 g8-g6 
I am now two soldiers down but with 
a winning attack. The recapture 
20 ... g8-f7xe7 would be losing after 
21 h6-g7. 

21 e3-£4 
Nothing else seems better. 

21 c4-d3 
Quickest. 

22 Resigns 

Another absorbing game. There is no 
doubt that I was let off the hook at the 
end! 
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HOSTAGEMASTER 
reviewed by Peter Coast 

John Leslie, the inventor of Hostage Chess, has a website 
(www.hostage.com) which allows the user to down/oad the 
program HostageMaster, written by Paul Connors, free of 
charge. Peter Coast is probably the best of our British 
Hostage players, and I have asked him to review itfor us. 

A brief reminder of the rules. Each player has a prison 
to his right and an airfield to his left. A captured man is 
put in prison, and when its owner has a man of equal or 
higher value in his own prison (Q > R > B = N> P) he 
can make an exchange and recover it. The man recovered 
must be dropped back into play at once; the man given in 
exchange goes to its owner's airfield, and can be 
parachuted into play when its owner wishes. - JDB 

First of all I need to comment on technical aspects of the 
program. It requires a Microsoft facility called .NET 
which, I understand, is a standard part of VISTA. My 
computer is an antique (running XP) and I had to download 
it: I had some difficulty but this was probably my fault. 
The download of HostageMaster itself, however, went very 
smoothly. 

I found HostageMaster easy to use. The display is good, 
and the facilities are straight-forward to use and helpfully 
described. There are a couple of awkwardnesses, however. 
It is not possible to get a score of a game (surprising, since 
the program remembers the game as can be seen by 
retracting moves back to the initial position). Secondly, 
there is an indication (a red square) of which player is to 
move next. It would be helpful, in the case that the 
computer is to play next, to have the square "blink". One 
would then be reassured that something can be expected to 
happen, and distingush that from the mode of play that 
allows the user to provide all the moves. 

How well does HostageMaster play? Before addressing 
my own experience, it is important to discuss what 
expectations are reasonable. I feel that our level of play of 
most of the chess variants (including Hostage) is primitive. 
We have not played enough to know what constitutes good 
strategic play, and are on a steep learning curve. Because 
of this we do not have a codified body of knowledge that 
can be used to make a computer program stronger. In the 
case of Hostage normal chess strategy is inapplicable: 
pawn structures are not fixed, and manouvering to get 
one's pieces into the right position is much easier. 
A computer can, of course, calculate many possibilities: it 
can, however, only "see" a few moves ahead and then has 
to evaluate the resulting position in order to decide which 
move is best. A poor evaluation will result in poor play. 
We lack the knowledge, however, to make good 
evaluations! In addition, if each side has even one piece 
drop available, to extend the look-ahead by one whole 
move multiplies the time taken by typically 4000 (30 or so 
ordinary moves plus at least 32 drops, and the same in 
reply). There will, therefore, always be practical limitations 
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on the number of moves ahead the computer can "see".' 
We cannot expect HostageMaster to be another Fritz! 

I have reason to believe that my computer runs at least 
2-3 times more slowly than John Leslie's. I do not think 
that this makes a huge difference at the strongest level of 
HostageMaster play, because extending the look-ahead is 
so expensive for the computer. I find that I can win 
comfortably against the program, even when I am taking 
less time than its 5 minutes (the maximum available). This 
does not mean that I claim to have everything under 
control: I am often surprised by its play. It does, a(l:er al1-, 
examine all possibilities! It is more exciting at "blitz" play, 
when one's own play is weaker. 

The program's opening play is particularly poor: I d4 
e5 is unlikely to be the best of gambits! It tends to neglect 
development, and is too easily tempted by checks and 
captures. Fortunately the opening in Hostage is of less 
long-term importance than in chess, but that relies on 
surviving long enough. If this is irritating it is easy enough 
to start a game from some standard position. 

To summarise, therefore, I believe that the program 
plays weakly, but must be treated with respect. This is 
much as I expected for the reasons given above. I can see 
the program being most useful for beginners to get a feel 
for playing Hostage, or for more experienced players at 
"blitz" time rates. 

To clarify some of the above points, I offer the following 
game. HostageMaster plays White, at 5 minutes a move. 
I took much less most of the time. 

1 02-04 
2 b2-b3 
3 B01-b2 
4 d2-d4 
5 Bb2xd4 
6 Bd4-b2 

Nq8-£6 
e7-e5 
d7-d6 
e5xd4 

(P ... P)P@e5 

White has lost a move and gained a pawn drop. Probably a 
fair exchange. 

6 
7 
8 

e2-e3 
Nb1-03 

9 B£1-e2 

9 

B£8-e7 
0-0 

B08-£5 

h7-h6 
I had several reasons for this move. I did not want a pawn 
drop on g5, blocking h6 prevents a future attack starting 
with a N check there, my K has a bit of air and I want to 
keep my B (f5) on the bl-h7 diagonal. This sort of 
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reasoning, natural for a human player, is not available to 
the computer. 

10 
11 

Nq1-f3 
0-0 

12 Qd1-ci2 

Nb8-a6 
c7-c6 

This does not look good because the Q is an easy target for 
myNs. 

12 
13 

The wrong rook! 
13 
14 
15 
16 

16 

Rfl-d1 

Nc3xe4 
Qci2-c1 
Be2-d3 

Na6-c5 

Nc5-e4 
Nf6xe4 
Qd8-b6 

Ra8-d8 
I played this partly to prevent a future N drop on d7. 

17 Qc1-c2 
I cannot imagine many players even considering this move, 
which only helps Black. 

17 
18 
19 

Qc2-e2 
Rd1xd3 

(N-N)N@b4 
Nb4xd3 
Ne4xf2 

I played this without much thought - it seems obviously 
strong. 
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20 Kqlxf2 
I have serious problems with this move, which exposes 
the K too much. Mating attacks are easy to whip up in 
Hostage, so a lot depends on the relative security of the Ks. 

20 (B-N)N@f4 
21 c4-c5 Qb6xc5 

I did not expect c5 and grabbed it! NxR+ is, I think, better. 
22 Rd3-c3 Qc5xc3 
23 e3xf4 Qc3-c5+ 
24 P @ d4 

24 Qc5-a5 
I am sure that exd4 would be stronger, as 25 QxB Rde8 is 
very threatening for the White K. 

25 N @ q3 
26 Nq3xf5 
27 Qe2xe7 

e5xf4 
Qc5xf5 

White cannot afford this, as his K is weakly placed. 
27 Qf5-c2+ 
28 Kf2-q1 (N-B)B@e3+ 
29 Kq1-h1 

29 Qc2xb2 
This was the only move that needed serious thought. I have 
a mating attack if I can redeem both N s, and to do this need 
to capture another piece. I had to be sure, meanwhile, that 
White did not have a mating attack himself, despite the 
amount of wood he has available to throw into it. 

30 Ra1-e1 (B-N)N@f2+ 
31 Khl-q1 Nf2-h3++ 
32 Kq1-f1 Qb2-f2 mate. 

1f32 Khl, then 32 ... (R-N)N@f2 mate. 

Less expert than Peter, I have played the program twice, 
taking White at leisure while it played at its default rate of 
ten seconds a move (+1, -I). It is indeed strategically 
weak, but if you blunder it will pounce. - JDB 
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TRANSPORTATION 
CHESS 

Among the more exotic ideas 
explored by NOST was Coordinate 
·Chess,. in which like pieces are paired 

. (N+N, B:+-B, R+R, K+Q), and 
when a player moves one of a pair to a 
square not on the same rank or file as 
the other, thus marking two opposite 
corners of a rectangle, something 
happens at the other corners. If White 
starts 1 Nf3, forming a rectangle bl-f3 
with his other knight, something 
happens at the squares b3 and fl. 

Coordinate Chess was a system 
rather than a game. One of its versions 
was Transportation Chess, in which 
the men at the other two corners are 
transported to vacant squares (pawns 
not to the eighth rank, and kings not at 
all). A pawn on the first rank has just 
its normal one-step move and capture, 
but on moving to the second rank it 
regains its two-step option. 

Transportation Chess very strongly 
favours White, and Nost-algia 343 
(May-June 1994) reported the opinion 
of Alessandro Castelli, "not yet 
proven but plausible", that 1 e4 gave 
a forced win. NOST then adopted a 
rule that K + Q were no longer a pair 
for the purposes of defining a 
transportation rectangle. This rule was 
adopted too late for inclusion in the 
original ECV, but it would seem that 
it should have been mentioned in 
ECV2. 

Nost-algia 343 gave several games 
illustrating the point. 1 e4 d6? 2 Qg4 : 

Under the original rule, with K + Q 
forming a pair on ellg4, White now 
had to move his Pe4 and Ngl to 
vacant squares, so he played Pe4-d7+ 
and Ngl-f6+ giving mate: 

Again, 1 e4 e6? 2 Qg4 (Pe4-e7, 
Ng8-d6+) : 

2 .•• Kxe7 (Pd7-e3) 3 Nf5+ (Bfl-g5+) 
and Black's queen goes: 

Black could have avoided this by 
moving his Pd7 to f6 or perhaps g5 
instead of e3, but the first certainly 
doesn't save the game (3 Nxc8+ (Bcl
c5+, Nb8-e8)+ Kd7 4 Qa4+ (Ral
d6+) 5 Be2 (Pc2-d7+) Kb8 6 dxe8Q 
and soon mates), nor I think does 
the second (again 3 Nxc8+ (Bc1-c5+, 
Nb8-e8)+, and if 3 ... Kf6 then 4 Bb4 
(Nbl-f4+) with 4 ... Kg6 5 Qh5+ (Rhl
f6+) Kxh5 6 Ng3+ (Ng8-h4) Kg4 7 h3 
mate or 4 ... Ke5 5 Qf4+ (Bfl-d6+, 
Ne4-c3) mate. There are doubtless 
simpler ways. 

Both these were won by Alessandro 
Castelli. With Black, he held out a 
little longer, but not much. Against 
T. Sala, 1 e4 Nf6 (BfS-h5) (this at 
least prevents the horrors starting with 
2 Qg4) 2 NO (Bfl-c4) e6 : 
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3 Nd4 (Qdl-g5) c5 4 Bb5 (Nbl-d6+, 
Pc5-b6) KfS : 

5 Nxc8 (Qd8-g8) and Black resigned 
(to be a piece down in this game tends 
to be immediately fatal, because the 
opponent has one more pair available 
with which to make transportations). 

Against M. Sala, 1 e4 Nf6 (BfS-h5) 
2 Nc3 (Bcl-f3) Bxf3 (Nc3-e2) : 

3 gxO c6 4 Nd4 (Qdl-g5) Qc7 (Bc8-
h6, Pe7-d6) : 

5 Nf5 (Qg5-e7, Bfl-h6) mate. 
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While the adoption of the new rule 
may have taken away the probability 
of a provable forced win by 1 e4, the 

, game remains extremely sharp and 
tactical, and in such games the 
advantage of first move is always 
likely to be large. Nost-algia 343 
carried a single game under the new 
rule, a win by Philip Cohen, and this 
too was a quickie won by White. 1 e4 
Nf6 (BfS-d6) 2 Bb5 (Nb1-f5) : 

This threatened Nxd6 simultaneously 
bringing out the queen, and Black 
could find nothing better than 2 ... Bb4 
(Nb8-f3+). There followed 3 gxf3 0-0 
4 Nh6+ (Rh1-e8), and he resigned. 

Under the "old" rule, a queen, once 
developed, could make repeated 
pairings with its king, developing a 
new piece each time. Nost-algia 344 
quoted a remarkable game, won a few 
years earlier by John McCallion's 
wife while she was still Robin King, 
in which she developed each of her 
seven pieces without moving a single 
pawn. White was Philip Cohen, who 
deserves a mention if only for his 
gentlemanly behaviour at the end. 

1 b2-b3 (the apparently lethal 
nature of 1 e4 had not then been 
realised) Ne6 (Be8-e5) 2 Bb2 (Nb1-
d3, Pfl-f4) Bxb2 : 

3 Nxb2 (Pg2-fl) and out comes the 
queen, 3 ... Nd4 (Qd8-g4) : 

Page 209 

4 Nh3 (Pb3-g2, Ph2-f3) Qf5 (BfS- 9 Ng1 (Rb1-e3, Pg2-c1) (White at 
h4) 5 Ne4 (Bh4-e1) (trapping and least avoids the immediate loss of 
winning the bishop) : further material) Qa4 (Ra8-e6+) : 

5 ... Bb2 (if instead 5 ... Nxc2+, thinking 
to win the queen by forcing 6 Qxc2, 
White can accompany his Qxc2 with 
Pe2-e4, and Black finds that he has 
lost a knight instead) 6 Nxb2 Qxe2 
(Pe2-h2) : 

7 Ra1-bl Qg6 (Ng8-e2+) : 

Now Black does Win the queen. 
8 Qxe2 Qxe2: 

10 Nh3 (Ph2-e3) Qa6 (Re6-e2+) 
(lO ... Qb3 (Pe3-+) would have pushed 
away the pawn, but this is quicker) : 

To capture this rook would allow a 
mundane mate by recapture. White 
does the decent thing: 11 Kd1 Qh6 
(Rh8-e1) mate. 

White might have resigned at move 8, 
but we can all be glad that he didn't. 
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MATING WITH TRIPLET lEAPERS 
material from Marc Bourzutschky, Noam Elides, and JDB 

An x,y leaper is a man which jumps x squares in one 
direction andy squares in the other, irrespective of whether 
any intervening squares are occupied. The orthodox knight 
is a 2,1 leaper. In VC 47, we looked at "doublet leapers", 
which combine the powers of an xl,yl leaper and an x2,y2 
leaper (the orthodox king being an example, since it moves 
as a 0,111,1 doublet), and we reported computer work and 
analysis showing that various doublets, if accompanied by 
a standard king, could normally force mate against a bare 
opposing king on boards of up to certain sizes (the word 
"normally" excluded positions where the lone king could 
capture the doublet, and also boards so small that the 
mobility of the doublet was impaired). We also did some 
work on triplet leapers, but we refrained from reporting it 
in VC 47 in the hope that we would soon be able to present 
a complete picture. However, this didn't happen, we have 
all moved on to other things, and I have suggested to Marc 
and Noam that I should report where we have got to. 
Our present conjectures as to the ultimate behaviour of the 
triplets still unresolved sometimes differ, but perhaps the 
presentation of these opposing conjectures will help to 
stimulate further work. 

A doublet leaper accompanied by a king can only force 
mate on a board of up to a certain size (the extreme case 
being that of the 1,111,2 doublet, which can force mate on 
square boards up to 16xI6). Certain triplets, however, can 
force mate with the aid of a king however large the board 
may be. The simplest case is that of the 0,111,111,2 triplet: 

Suppose White has managed to get his triplet to the same 
file as the Black king (which he can always do, since he 
can step sideways twice as fast as Black can), and that he 
has approached to within two squares of it. He can now 
push Black back to within a square of the far edge, and can 
then spare a move to bring up his king. Black can use his 
two moves to run two files to the side, but White promptly 
steps two files sideways (he may have to retreat one rank to 
do so, but he can soon advance again), and eventually his 
king will join his triplet. Together, they can then force 
Black into a corner, and the rest will be easy. 

Almost as easy are the cases of the 0,2/1,2/2,2 and 
0,211 ,2/1,3 triplets. These cannot force the Black king to 
the side on their own, but they can keep him penned above 
a certain rank, and White's king will have time to advance. 
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For example, consider the 0,2/1,2/2,2 triplet: 

Black can take two steps to the left, but White can use one 
move to advance his king and then take a double step left 
to put his triplet once more facing Black, and again White 
will be able to bring his men together and force Black 
back. A similar analysis applies to the 0,211 ,2/1,3 triplet: 

The next observation was made by Noam. He considered 
the 0,110,2/1,1 triplet 

and pointed out that Black can be gradually pushed back to 
the NE corner (if he moves SE, White has a move to bring 
up his king, and if he moves NW, the White triplet also 
moves NW, and eventually Black hits the board edge). 

It was now obvious that the king could also be forced 
back to a corner using a 1,111,2/1,3 triplet: 
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Meanwhile, Marc examined all triplets with co-ordinates 
not greater than 7 (i.e. up to 6,6/6,717,7), and found that 
only 15 were still winning on a 50x50 board and that one 
of these ceased to be winning on a 58x58. He subsequently 
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did further calculations on the leapers not already proved, 
to be wins on a board of any size, and for comparison also 
on 0,110,211,1, and found the longest wins on boards up to 
100xl00, 128x128, and in three cases 150x150 : 

01-02 01-11 02-11 02-12 02-12 03-12 03-13 04-14 11-12 12-13 12-13 13-22 13-23 22-23 23-24 

-11 -12 -12 -13 -22 -13 -23 

16x16 40 38 42 41 
24x24 72 74 75 72 
32x32 III 77 129 107 117 122 106 
40x40 160 99 233 141 156 178 147 
50x50 236 129 453 183 213 260 201 
54x54 270 141 580 200 237 297 223 
58x58 307 153 728 218 261 336 245 
62x62 346 899 375 269 
66x66 390 1093 418 292 
70x70 435 1312 462 316 
74x74 482 1555 509 339 
75x75 494 1620 520 346 
76x76 507 1685 534 352 
80x80 558 1963 585 376 
85x85 625 2347 650 406 
90x90 698 2765 722 436 

100x100 852 3715 876 497 
128x128 1369 7179 
150x150 10724 

While this table was still at the 58x58 stage, I looked at 
possible systematic winning procedures more complicated 
than those considered earlier, and in particular at the 
"one man and his dog" approach. Imagine that the White 
king is a farmer, the Black king a flock of sheep, and the 
triplet a sheepdog, which runs out to the flank and helps 
the farmer drive the sheep in the direction he wants them to 
go. Specifically, suppose that White wants to drive the 
Black king to the NE corner, and that he has placed his 
king to the SW of the Black and within d SW-NE 
diagonals of it. The diagram shows the 0,3/1,3/2,3 triplet: 

White wants to keep Black within four diagonals (two light 
and two dark) of his king, and gradually to advance his 
own king NiNEIE. Suppose first that Black tries to escape 
NW. The direct move NW being barred, he can only try a 
move N; White's king moves NW; Black plays another 
move N; White's king again moves NW; Black's king can 
now move NW, but White's triplet moves 3N and 1 W, and 
we are back to the initial configuration (Black king four 
diagonals above the White, triplet four squares to the left 

-24 -13 -14 -22 -23 -33 -24 -25 

64 46 49 61 55 56 
121 80 91 131 103 108 
196 64 119 144 282 162 184 181 
282 82 161 215 555 232 290 289 
411 104 221 334 1097 334 534 475 
474 113 248 397 1377 377 729 575 

539 122 275 468 1694 425 draw 685 
608 303 551 2048 475 810 
680 330 648 2437 527 943 
750 359 757 2863 582 1096 
821 389 887 3324 640 1262 
838 395 923 3376 651 1295 
857 404 955 3569 670 1350 
934 433 1106 4085 734 1539 

1032 468 1319 4691 810 1776 
1136 507 1561 5531 900 2073 
1341 583 2135 7202 1086 2698 
1949 4358 13077 1702 4987 

6746 7381 

of the Black king) but three ranks nearer to the top of the 
board. Alternatively, suppose Black tries to dash across 
and escape to the SE; the hypothesis is now that the White 
triplet can run round and head him off, with time in hand 
for the White king to be able to advance in the meantime. 

This procedure appeared to be amenable to examination 
by computer, and I did so for each of the nine unresolved 
triplets. For four of them, 0,3/1,2/1,3, 0,311,312,3, 
1,2/1,3/1,4, and 1,3/2,3/3,3, the computer gave me a list of 
"driveable configurations", each consisting of (a) the 
number of diagonals by which the Black king was above or 
below the White, (b) the position of the triplet relative to 
the Black king, (c) a depth number, and (d) each possible 
Black move in turn accompanied by a White reply giving 
another configuration in the list. Where a configuration had 
depth 1, each White reply was either a king move NW, N, 
NE, or E to another configuration in the list, or a king 
move N, NE, or E to the reflection of another configuration 
in the list (in other words, any Black move could be met by 
a White king move in a direction that he wanted to go). 
Where a configuration had depth greater than 1, at least 
one White reply was a triplet move, but all such replies 
were to configurations with lesser depth. After a sequence 
of such moves, therefore, a configuration would be reached 
in which White had a king move in a desired direction. 
The number of configurations varied between 185 and 467, 
and the greatest depth between 4 and 7. I do not claim to 
have checked every position, but I have done sufficient 
verification to satisfy myself that the results are correct, 
and I can make the lists available for inspection by others. 

It seems to me that these lists provide the core of a 
systematic winning process. It is necessary to show that 
White can always reach one of the configurations in the 
list, but this is not difficult (White moves his king to the 
centre of the board and then sends his triplet after the 
Black king, and when his triplet is sufficiently close to the 
Black king he starts moving his own king towards the 
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desired diagonal). We need to adjust the procedure when 
the Black king is near the board edge (we rely on the top 
edge to prevent the Black king from continually running 
away NW, but it may impede the triplet as well, and when 
it does an alternative move must be specified), and when 
the kings are close (the White king may occupy a square 
needed by the triplet, and we don't want to keep advancing 
the White king towards the Black and walk straight past 
him) and to show that we can mate him once we have 
driven him into the corner. However, each of these tasks 
requires consideration of only a finite number of cases, 
these being independent of the board size. A complete 
proof would involve a fair amount of tedious detail, but 
I am personally confident that the gaps can be filled. 

"One man and his dog", at least in this form, failed to 
work for the other unresolved leapers. 

In the meantime, Marc and I both looked at the numerical 
behaviour of the data. We can expect the maximum length 
win on a board of side n roughly to be given by some 
functions x = fin) for even n and x = g(n) for odd n, these 
functions f and g not being quite the same, and since we 
have only two sets of values for odd n the analyses given 
here consider only the even values. 

It should perhaps be stressed that these numerical 
analyses merely suggest what might be true. To find out 
what actually is true in respect of a particular leaper, it is 
necessary either to find a procedure which will force a win 
on a board of any size, or to show that there is a board on 
which it cannot force a win. 

Let me take Marc's approach first. He made log-linear and 
log-log plots of the data, and observed that an apparent 
cubic power law which seemed initially to describe some 
of the unresolved leapers was rather an artifact of the small 
board size, as the slopes eventually all came down. The 
table "Log-log slope analysis" on the facing page illustrates 
some of his analyses. Its values show the casual 
fluctuations to be expected when slopes are calculated 
from data of this kind, particularly in the region from 
n = 50 to n = 80 where the data values are relatively close 
together, but if these are allowed for the patterns are clear 
enough. By contrast, the log-log slopes for the drawn cases 
were increasing even well below the critical size. This is 
illustrated in the table by the case 2,2/2,3/2,4. 

From all this, coupled with the fact that the unresolved 
cases were still winning at least up to 128x128 if not 
150x150 whereas the last not-winning case had failed at 
58x58, Marc conjectured they would prove to be winning 
on all square boards however large. 

My own approach was to reflect that if an ending was 
"generally won", we could expect there to be a systematic 
winning procedure, and I found it difficult to envisage such 
a procedure in which the length of the longest win would 
increase more than quadratic ally with the length of the 
board edge. (For example, in Noam's procedure for 
0,110,211,1, we chase him to the top edge, advance our 
king, chase him back to the right-hand edge, advance our 
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king again, and so on, and the dependence on the length of, 
the board edge is clearly quadratic.) I therefore fitted a 
"moving quadratic" to the various data values, putting a 
quadratic through each successive trio of data values in 
turn, and looked at how the coefficient of n2 in this 
quadratic varied as the board size increased. If the 
behaviour of the data is genuinely quadratic, these 
coefficients should be roughly constant down the columns. 
They are displayed in the table "Local quadratic analysis". 
The casual fluctuations, particularly in the region from 
n = 50 to n = 80, are more marked in this table (essentially 
because we are now calculating a second derivative rather 
than a slope), and the last three columns show the effect of 
changing a single data value by one unit. These columns 
indicate the level of casual fluctuation likely to be found at 
any particular depth in the table. 

For 0,110,2/1,1, which is a proven win on a board of any 
size, the coefficients do indeed appear to be roughly 
constant down the column, give or take the casual 
fluctuations. The same is true of the other triplets which 
are proven wins on a board of any size, though in these 
cases the data values are really too few to allow firm 
conclusions to be drawn and they are not included in the 
table. 

For 0,3/1,2/1,3,0,3/1,3/2,3, 1,2/1,3/1,4, and 1,3/2,3/3,3, 
which appear to yield to "one man and his dog", we again 
have roughly constant coefficients down the columns, and 
this reinforces my belief that the proofs outlined above can 
be made rigorous. 

The coefficients for 0,411,412,4 are yet again roughly 
constant (their jagginess does not worry me, given the 
inherent clumsiness of a triplet whose shortest leap is 
four units long, and there is no evidence of a systematic 
increase with n), and it is reasonable to conjecture that this 
triplet also will eventually be found to yield to a systematic 
winning procedure. 

The coefficients for 0,2/1,111,2, 1,211 ,312,2, and 
1,3/2,2/2,3 appear eventually to settle down at around 3/4, 
7/12, and 9/8 respectively, but those at the tops of the 
columns are anomalously low. These anomalies imply that 
for relatively small boards, the longest wins are 
appreciably shorter than would be given by the systematic 
procedures, assuming these to exist. I could not at first 
imagine how this might be so, but a quadratic coefficient of 
7112 or more implies that a lengthy manoeuvre will be 
needed to push the Black king even one step in a desired 
direction, and after reflection and discussions with Noam 
I find it believable that the full procedure will be needed 
only when Black is some distance from the nearest edge; 
on a smaller board, Black may always be so near to an 
edge that White can take a short cut. I am therefore 
inclined to conjecture that these triplets also will eventually 
be found to yield to systematic winning procedures. 

Finally, 2,3/2,4/2,5 presents an enigma. Are the 
anomalously high and apparently increasing final 
coefficients 0.507 and 0.541 merely casual blips such as 
occur earlier in the column, or do they imply that if we 
were to extend the table further, we would see an eventual 
draw such as occurs with 2,2/2,3/2,4? 
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This is as far as we have got (and be it noted that Marc and 
Noam do not accept my premise that any systematic 
winning procedure will exhibit quadratic behaviour at 
most). Let me summarize. 

4. 2,3/2,4/2,5: we are not in agreement. 

5. The rest: a 2,2/2,3/2,4 triplet cannot force a win on a 
58x58 board, and no other triplet with co-ordinates not 
exceeding 7 can force a win on a 50x50. We believe these 
to remain not winning as the board size increases, and we 
believe all triplets with a co-ordinate greater than 7 to be 
likewise not winning if the board is sufficiently large. 

1. 0,110,2/1,1, 0,111,111,2, 0,2/1,2/1,3, 0,2/1,2/2,2, and 
1,111,211,3: there are systematic procedures which force a 
win however large the board may be. 

2. 0,3/1,2/1,3, 0,3/1,3/2,3, 1,2/1,3/1,4, and 1,3/2,3/3,3: 
there are systematic procedures which appear to force a 
win however large the board may be, but some gaps in the 
analysis remain to be filled. 

As to where we (or somebody else) should go next, the first 
step would seem to be to try and find systematic winning 
procedures for 0,4/1,4/2,4, 1,3/2,2/2,3, 0,211,111,2, 
1,2/2,2/1,3, and 2,3/2,412,5. It may be, for example, that 
0,4/1,4/2,4 will yield to a version of "one man and his dog" 
with different lines of constraint. In the meantime, Marc 
has started a run of 2,3/2,4/2,5 on a 175x175 board, but at 
press date it is still two months from completion. 

3. 0,4/1,4/2,4, 1,3/2,2/2,3, 0,2/1,111,2, and 1,2/2,2/1,3: 
there seem likely to be systematic procedures which will 
force a win however large the board may be, but in all 
cases other than 0,4/1,4/2,4 they will be lengthy. 

n1,n2 

16,24 
24,32 
32,40 
40,50 
50,54 
54,58 
58,62 
62,66 
66,70 
70,74 
74,76 
76,80 
80,90 
90,100 

100,128 
128,150 

n1,n2,n3 

16,24,32 
24,32,40 
32,40,50 
40,50,54 
50,54,58 
54,58,62 
58,62,66 
62,66,70 
66,70,74 
70,74,76 
74,76,80 
76,80,90 
80,90,100 

01-02 
-11 

1.450 
1. 505 
1.639 
1.742 
1.749 
1.797 
1.793 
1.9l5 
1.856 
1.846 
1.896 
1. 869 
1.901 
1. 892 
1.921 

02-11 
-12 

1. 644 
1. 932 
2.650 
2.979 
3.211 
3.180 
3.164 
3.125 
3.104 
3.058 
3.011 
2.977 
2.908 
2.803 
2.669 
2.530 

Log-log slope analysis of the data on page 211 

03-12 
-13 

1. 430 
1.691 
1.693 
1.698 
1.729 
1. 727 
1. 647 
1.736 
1.701 
1.743 
1.798 
1.778 
1.786 
1. 835 

03-13 
-23 

1. 389 
1. 344 
1. 465 
1. 402 
1.350 
1. 317 
1. 401 
1. 312 
1. 342 
1.264 
1.411 
1.286 
1.257 
1.243 

04-14 
-24 

1.571 
1. 677 
1. 630 
1. 688 
1.853 
1. 798 
1. 806 
1. 790 
1. 665 
1.628 
1. 609 
1.677 
1.662 
1. 575 
1. 515 

12-13 
-14 

1. 365 
1. 380 
1. 355 
1.420 
1.498 
1. 446 
1.454 
1. 365 
1. 431 
1. 444 
1. 419 
1. 351 
1. 340 
1. 326 

12-13 
-22 

1.527 
1.595 
1.796 
1. 974 
2.245 
2.302 
2.448 
2.594 
2.642 
2.852 
2.770 
2.862 
2.926 
2.972 
2.890 
2.755 

13-22 
-23 

1.885 
2.665 
3.034 
3.053 
2.954 
2.899 
2.846 
2.782 
2.738 
2.687 
2.667 
2.633 
2.573 
2.506 
2.416 

13-23 
-33 

1. 547 
1. 574 
1.609 
1.633 
1. 574 
1.677 
1.668 
1.662 
1.687 
1. 710 
1.718 
1.779 
1.731 
1.783 
1.820 

22-23 
-24 

2.039 
2.736 
4.045 

23-24 
-25 

1.620 
1.795 
2.097 
2.227 
2.482 
2.450 
2.5l3 
2.432 
2.555 
2.538 
2.528 
2.554 
2.529 
2.501 
2.489 
2.472 

Each value is an approximation to the local slope of the log-log curve. If the data values for boards 
of side nI, n2 are x I, x2, the value tabulated is { log(x2) - log(x I) } / { log(n2) - log(n I) }. 

Local quadratic analysis of the data on page 211 

01-02 02-11 03-12 03-13 04-14 12-13 12-13 13-22 13-23 22-23 23-24 
-11 -12 -13 -23 -24 -14 -22 -23 -33 -24 -25 

Effect of adding 1 
to xl to x2 to x3 

0.055 0.148 0.109 0.023 0.141 0.039 0.086 0.633 0.086 
0.078 0.383 0.070 0.055 0.086 0.023 0.141 0.953 0.086 

0.164 +0.008 -0.016 +0.008 
0.273 +0.008 -0.016 +0.008 

0.082 0.500 0.067 0.015 0.119 0.042 0.168 
0.064 0.696 0.075 0.007 0.204 0.054 0.275 
0.094 0.656 0.062 0.000 0.062 0.000 0.250 
0.062 0.719 0.000 0.062 0.125 0.031 0.375 
0.156 0.719 0.125 -0.031 0.094 -0.031 0.438 
0.031 0.781 0.031 0.031 -0.062 0.062 0.375 

1.115 0.081 0.619 0.283 
1.129 0.039 1.739 0.457 
1.156 0.156 0.312 
1.156 0.062 0.469 
1.094 0.062 0.250 
1.156 0.094 0.625 

0.062 0.750 0.094 -0.031 0.031 0.031 0.656 1.094 0.094 
0.125 0.708 0.125 0.125 0.042 0.000 0.250 1.208 0.083 
0.042 0.750 0.042 -0.083 0.208 -0.042 0.625 1.083 0.167 
0.089 0.764 0.068 0.000 0.068 0.011 0.554 1.114 0.043 
0.070 0.740 0.085 0.005 0.015 0.010 0.595 1.125 0.100 

+0.007 -0.013 +0.006 
+0.007 -0.025 +0.018 
+0.031 -0.062 +0.031 
+0.031 -0.062 +0.031 
+0.031 -0.062 +0.031 
+0.031 -0.062 +0.031 

90,100,128 0.081 0.756 
100,128,150 0.748 

0.032 0.579 1.124 0.089 
0.583 

0.406 +0.031 -0.062 +0.031 
0.417 +0.042 -0.125 +0.083 
0.542 +0.083 -0.125 +0.042 
0.439 +0.018 -0.025 +0.007 
0.455 +0.005 -0.010 +0.005 
0.507 +0.003 -0.004 +0.001 
0.541 +0.001 -0.002 +0.001 

Each value is the coefficient of n2 in the quadratic through three consecutive data values. 
If the data values for boards of side nI, n2, n3 are xl, x2, x3, the value tabulated is 
{xl· (n3 -n2)-x2· (n3 -nl)+x3· (n2-nl)} / {(n3 -n2)· (n3 -nl)· (n2-nl)}. 

The last three columns show the effect on the quadratic coefficient of a change of + I in 
one of the three data values contributing to it, the other two values remaining unchanged. 
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116 RECIPROCAL 
ZUGIWANGS 

In VC 60, -at the ,end of an article on 
'endings with king and two ferses 

against king with stalemate counting 
as a win, I remarked that the lowly 
fers could give rise to positions of 
remarkable subtlety. But this is not the 
only ending where the fers can be a 
thing of unexpected delight. It is just 
as true of the original shatranj, with its 
win by "bare king" (a player could 
win by capturing his opponent's last 
man, provided that his opponent could 
not return the compliment next move). 
With this rule, the ending of K + F 
against K + F, the ferses running on 
squares of the same colour, becomes 
surprisingly subtle. What follows 
appeared in 1993 in the French 
composition magazine diagrammes, 
but I don't think there has been an 
account of it in English. 

The story starts one evening in 
1990, when David Hooper telephoned 
me. 

"John, do you know the position of 
as-Suli? It's in the Companion." This 
was the original 1984 edition of David 
and Ken Whyld's Oxford Companion 
to Chess. 

"No, but I can look it up." 
"Do so, please. But you will find an 

error." 
"What? An error? In the 

Companion? Never! What a disaster! 
A catastrophe! Call out the ... " 

"Shut up, you fool, and listen. In 
the Companion, we follow an analysis 
by Dawson which appeared in the 
British Chess Magazine in 1920. But 
A verbakh published a new analysis 
in 1986, and I have recently been 
looking at the ending myself and find 
myself differing from both of them. 
Could you please have a look at these 
analyses, and tell me which of them is 
correct?" 

"Yes, certainly, but if neither 
Dawson nor A verbakh nor Hooper 
can produce the definitive answer, 
I don't think you can expect very 
much from John Beasley. But wait a 
minute. If there are only four men on 
the board, I can put the position on the 
computer." 

"On the computer? Oh, you are 
clever, you young men." David was 
75 at the time, and he used to enjoy 
teasing those of us who were only 
fifty. "Do so, please, and I shall look 
forward to the result. We would like 
the new edition of the Companion to 
be completely correct." 

So I gave the ending to the 
computer, which confirmed and 
slightly refined Averbakh's analysis, 
and it is this analysis which appeared 
in the second (1992) edition of the 
Companion. It can also be found in 
the Classified Encyclopedia, and in 
various other sources. Here, however, 
I shall be looking not at the as-Suli 
position itself but at some related 
positions: the positions which are 
reciprocal zugzwang (Black to move 
loses, White to move cannot win). 

There are 116 of these positions, 
many of them being grouped m 
families. Perhaps the simplest is 

where it is obvious that Black to move 
must concede his fers within a move 
or two and that White to move cannot 
maintain the bind. That this position is 
one of a family is shown by moving 
the kings to the far right, 

when play will proceed 1 Kg3 Kglz 
2 Kf3 Kflz etc drawing or I. .. Kgl 
2 Kg3z Kfl 3 Kf3z winning. There 
are 28 positions of this kind (Black 
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fers and king on the bottom rank,' 
White fers and king facing them on 
the third rank), and each is reciprocal 
zugzwang. Let us call them family 1. 

More subtle is the position 

which occurs at the end of as-Suli's 
improved solution to a problem by al
Adli (see Murray, A History of Chess, 
page 306). This position shows the 
importance of the qualification 
"provided that his opponent cannot 
return the compliment next move". 
White to move can play KxF, but 
Black will do the same and this is only 
a draw. But Black to move must 
withdraw his king (or play ... Fb 1, 
which is just as bad), and now White's 
KxF will win. 

Again, we have a family, as is 
shown by considering 

where play will proceed 1 Kg2 Kg4z 
with a draw and I. .. Kg5 2 Kgl! 
(we'll look at 2 Kg3 in a moment) 
Kg4 3 Kg2z with a win. This gives us 
seven positions with the ferses on 
a3/al (kings on b2lb4 are obviously 
excluded), and there are six equivalent 
positions with the ferses on each 
of b3lbl, c3/c1, and d3/d!. All are 
reciprocal zugzwang, giving a group 
of 25 positions. Let us call it family 2. 

Now what about 1...Kg5 2 Kg3 
here? If the ferses are on a3/al, this 
gives White an alternative win, but if 
they are on b31b 1 or further to the 
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right it leads only to a draw. The key 
position is 

which is reached after 1...Kg5 2 Kg3 
Kf5 3 Kf3 etc. White to move here 
clearly cannot win (I Ka2 Ka4z, 
giving the position we saw at the top 
of the last column). Black to move can 
try 1 ... Ka5 hoping for the same again, 
but White has 2 Fb4+! Kb5 3 Fc3 
Kc5 4 Kc2 Kc4 5 Fd2 Kd4 6 Fcl 
Ke3 7 Kbl etc, or 5 ... Kb4 6 Kbl 
winning more quickly. 

However, if we move everything 
one square right, 

the equivalent line with Black to move 
becomes l...Kb5 2 Fc4+ Kc5 3 Fd3 
Kd5 4 Kd2 Kd4 5 Fe2, and now 
5 ... Kc4 holds the draw (6 Kcl Fa2 
7 Kb2 Fb3). 

So positions like this are reciprocal 
zugzwang only if the ferses are on 
a3/al. If they are further to the right, 
Black can draw even if he has the 
move. There is again a family (if, in 
the position at the top of the column, 
we move the kings away to h3/h5, we 
have 1 Kg3 Kg5z etc and 1...Kg5 
2 Kg3z etc), but it comprises seven 
positions only. Let us call it family 3. 

There is one further family of 
reciprocal zugzwangs in which the 
ferses face each other at the bottom of 
the board. It depends on the position 
which is shown at the top of the next 
column : 

White to move here clearly cannot 
win (I Kc4 Kb6! and Black will draw 
by attacking White's fers from above). 
Black to move will lose after l ... Ka4 
2 Kc4, but can he not play 1. .. Ka6 
hoping for 2 Kc4 Kb6 and as before? 
No, 2 Fe4! Kb7 3 Ff3 Kc7 4 Fg2 
Kd7 5 Kd4 etc, or 2 ... Ka5 3 Kc4 etc. 

This gives us another family, since 
the positions with the kings opposing 
each other on a6/c6 up to a8/c8 are 
also reciprocal zugzwang, and so are 
the four positions typified by 

with the kings on the other side. There 
are one or two additional points in the 
analysis, but the interested reader will 
be able to work these out for himself. 
But why can we not shift this last 
position to the left? Because if we do 
so, giving 

we find that Black to play can draw by 
l ... Kf6, since after 2 Fb4 Ke7 3 Fa3 
Kd7 the move equivalent to 4 Fg2 at 
the top of the column does not exist. 
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So this family, with the ferses' 
facing each other on d3/dl and the 
kings facing each other on the fifth 
rank or above, has eight members. 
Let us call it family 4. 

This completes the positions with 
the ferses facing each other on the 
third and first ranks. The total so far is 
28 + 25 + 7 + 8 = 68. 

Family 5 consists of the five positions 
typified by 

(which can be shifted anywhere along 
the bottom rank) and the four similar 
positions with the White fers two 
squares further right. The lines 1 Fd3 
Kblz and 1...Kbl 2 Fd3z are obvious, 
but what if Black to move chooses 
1...Fe2? 2 Kc2 clearly (though 2 Kc3 
also wins), but after 2 ... Ffl we have 

and White must be careful. Simplest is 
to play 3 Fd5 and 4 Fe6 while the 
White king is blocking the Black, and 
only then to resume the pursuit of the 
Black fers (3 Fd5 Ka2 4 Fe6 Ka3 
5 Kd2 etc). An immediate 3 Kd2 also 
wins (3 ... Kb2 4 Fd5 etc) and so do 
various other moves, but 3 Kdl fails 
(3 ... Kb2 4 Kel Kc3 with a draw). 
We saw this idea at the top of the 
previous column, and we shall see it 
again: Black cannot save his own fers, 
but he may be able to chase White's, 
and White must move his own fers to 
safety before going after Black's. 
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Family 6 consists of a group of 35 
positions featuring a Black fers on 
bI : 

The last diagram (immediately above) 
shows twelve positions, since the 
White fers can be on either d3 or dI 
and the kings can face each other on 
any rank from the third upwards. 

The unifying properties of this 
group are that (a) the Black fers 
cannot escape from the corner, and 
(b) when the White fers and king have 
closed in on it we shall have one of 
the reciprocal zugzwangs of family 1. 
The most interesting position is 
perhaps that in the second diagram 
(White Kc3, Black KaI), when the 
play with Black to move goes 1...Fa2 
2 Fc4 Kbl (2oo.FbI 3 Kb3 Fa2+ 
4 Ka3z Kb1 5 Fd3z KaI 6 Fc2z FbI 
7 Fb3z) 3 Fd3z Kal (3oo.Kcl 4 Fc2 
FbI5 Fb3z) 4 Kc2 Fb1+ 5 Kclz Ka2 
(5oo.Fa2 6 Fc2z) 6 Fc4z Kal 7 Fb3z 
Fa2 8 Fc2z. 

We may also note the fIrst position 
in the third diagram (kings on c lIa2, 
White fers on a6). Why cannot Black 
to move draw by playing I...Ka3 and 
hunting the White fers down? Because 
Black can avoid the loss by "bare 
king" only by taking White's fers on 
the next move after the capture of his 
own; hunting it down at some later 
time is not good enough. But in that 
case, why cannot the White fers stand 
also on say a8? Because it must be 
close enough to prevent the Black fers 
from escaping from the corner. With 
the White fers on g6 (the most distant 
point in this diagram), the win with 
Black to move unfolds I...KaI 2 Ff5z 
Fa2 3 Kc2 Fb1+ 4 Kc3 Ka2 5 Fe4z 
Ka3 6 Fd3z etc. On a8, I...Ka1 2 Fb7 
Fa2 3 Kc2 Fb1+ 4 Kc3 Ka2 5 Fc6 
Ka3 6 Fb5 Fa2 7 Fc4 Ka4 8 Kb2 Kb4 
9 Fd3 Fb3 gives Black a draw. 

We have now seen 68 + 9 + 35 = 112 
reciprocal zugzwangs. The remaining 
four comprise two isolated positions 
and one pair. 
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The fIrst isolated position 

is at fIrst sight very simple: I...Kg3 
2 Ke4 Kf2 3 Kd3 KeI 4 Fc4 with a 
position in family 3. But after 1...Kg3 
2 Ke4 Black's best move is 2 ... Fc2. 
Now White must play 3 Ke3, and 
after 3 •.. Fb3 his fers must flee sooner 
or later; simplest is 4 Fc6 Fa2 5 Fb7 
etc. 

So, the position 

is not reciprocal zugzwang (White to 
move wins by Kc3 or Kd2), and 

is not reciprocal zugzwang either 
(White to move wins by Kd4); why is 
the position at the top of the column 
different? Because now Black can 
attack the White fers from above: 
1 Ke4 Kg5! drawing (for example, 
2 Kd4 Kf5 3 Fc4 Ke6 4 Kc3 Kd6 etc). 
We also have 1 Ke5 Kg4 drawing, 
and 1 Fc4 Kg3. But if Black is to 

move, we have 1.. .Kg3 2 Ke4 as 
above, or I...Kh5 2 Fc4. 
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The first position of the pair is 

and is the only position of reciprocal 
zugzwang where the Black fers is 
away from the edge. 

Play with Black to move starts 
1...Fel 2 Fa7, and we have the second 
position of the pair: 

Black's most testing defence is now 
2 ... Kg8, to meet 3 K-6 by 3 ... K.f8 etc. 
So the White fers runs to a less 
exposed position while Black's king is 
still blocked, 3 Fb6 Fd2 4 Fa5 Fel : 

Black now threatens to play 5 ... Kg7 
bringing his king down to protect his 
fers (6-9 Ke3 Kg3 10 Ke2 Ft2), so 
White's king must start moving: 
5 Ke6. But this opens the way for the 
Black king to start chasing the White 
fers, 5 ... KfB. This forces White's fers 
to retreat again, 6 Fb4 Ke8 7 Fa3 
(this is the first point at which White 
has had a choice, 7 Fc3 also being 
good enough to win) Kd8 : 

Another fers move will allow S ... Kc7 
drawing. White must play 8 Kd6, and 
after 8 •.. Ke8 he must play 9 Ke6. 
Now, after 9 ••. Kb8, White can play, 
10 Fb2 (the second point at which he 
has had a choice, since 10 Kb6 also 
wins though it takes a move longer), 
and after 10 ..• Ka7 11 Kb5 things are 
at last straightforward : 

White is now four moves from the 
Black fers, Black, even after his next 
move, will be five moves from the 
White fers, so White can finally stop 
manoeuvring and hunt Black down. 

All right, so why doesn't 1 Fa7 win 
for White in the original position? 
Doesn't it gain a tempo on the above? 

No, because Black no longer needs 
to play ... KgS to keep open the option 
of going after the White fers. An 
optimal line starts 1...Fel 2 Fb6 Fd2, 
and with Black's king still on g7 
White must play 3 Ke6 to prevent it 
from linking up with its fers. The 
sequel 3 ••• KfS 4 Fa5 Ke8 5 Fb4 Kd8 
6 Kd6 Ke8 7 Ke6 Kb8 8 Fa3 Ka7 
9 Kb5 gives the diagram above with 
the ferses on a3/d2 instead of b2/e1, 
and 9 .•. Fc1 saves the day for Black. 

The final position shows the longest 
winning line of all, but the play is 
rather like that which we have just 
seen even though the ferses are on 
light rather than dark squares. We will 
therefore pass over it fairly briefly. 
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1. .. Kg8 2 Fb7 Fe2 3 Fa6 (3 Fc6 
also wins) Fdl 4 Fb5 Kg7 (once 
again Black threatens to link up his 
king and fers) 5 Ke6 Kg6 6 Ke5 Kfi 
7 Fa4 (or Fc4) Ke7 8 Fb3 (or Kd5) 
Kd79 Kd5 Ke7 10 Ke5 Kb7 11 Fa2 
(11 Kb5 takes a move longer) Ka6 
12 Kb4 Fe2 13 Ke3 Kb5 14 Kd2 Ff3 
15 Ke3 Fg4 16 Kf4 Fh5 17 Kg5 and 
18 KxF. 

I doubt if many of us would want 
to go back to playing chess with ferses 
instead of queens, but something was 
definitely lost by the change. 

A MAKRUK ENDING 
Paul Byway has been playing and 
enjoying Makruk, and has produced 
an attractive variation on one of the 
endgame studies we saw in VC 5S. 
There, we saw a draw with K on a1/b2 
against Fa2 + FbI + F-; here, the 
draw is against Fa2 + Fb3 + F-. 

Promotion is on ranks 3/6 but only to 
fers, and K + 3F nonnally win against 
a bare king unless all the ferses run on 
squares of the same colour. 

1 Ke2 Ff4 (l...FM 2 Kd3 Fb3 
3 Ke4) 2 Kd3 Kd6 (2 ... Fe5 3 Kc2 
Fd4 4 Kb2 b3F 5 Ka1) 3 Ke2 Kd5 
4 Kb2 b3F 5 Kal and draws, but not 
3 Kc4? b3F+, when 4 Kc3 can be met 
by 4 ... Fa4 and 4 Kb4 by 4 ... Fc2. 
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'OABlO - A SAMI 
GAME 

by Peter Michaelsen 

Dablo is a game of the Samit from 
Lappland - those we previously called 
"Lapps" - nomadic reindeer herders 
of northern Scandinavia and the Kola 
peninsula. The word 'dablo' is 
probably an archaic loan from 
Scandinavian languages. Like the 
related northern Germanic 'tatl', 
'dablo' is ultimately derived from the 
Latin 'tabula'. 

All these words had the wider 
meaning: "board game", and it seems 
that 'dablo' (also pronounced 'tablo', 
'tablu' and 'dabla') was used of at 
least three types of board games: 
1) the old Viking game 'hnefatatl', 
described in earlier issues of this 
magazine, 2) hunt games, or 
asymmetric blockade games with 
jump capture - a well-known example 
of this type is named 'fox-and-geese' 
in English, 3) war games with jump 
capture, a variant of which was known 
in Medieval Spain as 'alquerque de 
doze'. 'Alquerque' is often used as a 
generic name of this type of games. 

The game referred to as 'hnefatatl' 
in medieval Icelandic literature, 
survived among the Samit long after it 
had disappeared elsewhere. It was first 
described by a non-Sami observer in 
1732 when Carl von Linne (Linnaeus) 
recorded the rules of play in his diary 
while on a botanical excursion in 
Swedish Lappland. Linne described 
this game as 'tablut', a verbal form 
meaning "to play tablu". 

The earliest short notes about Sami 
hunt games derive likewise from the 
18th century (Hogstrom 1747, p.158; 
Leem 1767, p.389). These games 
were still played in the early 20th 
century, but it seems that nobody 
recorded their rules. In the 18th 
century the Samit in Finnmark, 
northern Norway, used a cross-shaped 
board, one fox and 13 geese for their 
game (Leem), while the Lule Samit in 
Sweden in the early 20th century used 
game boards with 5x5 or 9x5 points 
for their 'ravtablo' or 'vargtablo' (fox 
or wolf tablo, Manker 1947, p.226, 

Manker 1963), played with one fox or 
two wolves against people or reindeer. 
In Frostviken, northern Jamtland, 
Sweden, a board with 41 points was 
used for both a war game and for a 
hunt game. In the latter case one of the 
kings served as a fox (Wiklund 1892). 

It is generally assumed that Linne's 
account from 1732 is the latest 
description of a surviving hnefatatl 
game. In 1884, more than 150 years 
after Linne's journey, a book about 
Sami legends, folklore and traditions 
was published in Stockholm. In this 
book (Lindholm 1884, p.82) it is 
mentioned, "it may happen that a few 
men sit down and play a sort of chess, 
where the pieces are called Russians 
and Swedes, and try to defeat each 
other. Here intense battles are fought, 
which easily can be observed on the 
players, who sometimes are so 
absorbed that they cannot see or hear 
anything else". This passage could 
refer to the game described by Linne, 
but it could just as well refer to a war 
game, with jump capture, which was 
certainly played among the Samit in 
the 19th century. 

The most detailed account of the 
rules of this game was published in a 
1921 article by Nils Keyland: "Dablot 
prejjesne och dablot duoljesne". 

'Dablot duoljesne' means 'To play 
dablo on a fur'. In this game, mostly 
played by children and young people, 
the two players flick a small round 
stick with their fingers on a reindeer 
fur in order to make the opponent's 
pieces fall over. 

'Dablot prejjesne' means 'To play 
dablo on a board'. 

The board seen by Keyland in 
Frostviken was a fir-plank 20 inches 
long, 12 inches wide and one inch 
thick, the marked-out playing area 
being 12 inches by 10 inches and 
divided into 30 squares with their 
diagonals, creating 72 points. The 
contestants in this game are a tribe of 
nomadic Samit and settled people 
farming the land. 

The pieces were of carved wood. 
One player had 28 Samit, painted 
yellow and standing about one inch 
high, with pointed tops. In addition he 
had a Sami Prince, slightly larger than 
the soldiers and marked with two 
rings, and a Sami King, larger still and 
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with three rings. The Sami King and' 
his son were uncoloured. 

The other player had 28 Peasants an 
inch high, painted red and with two 
small points in the top. The larger 
Peasant Prince was distinguished by 
two bands and his father the Peasant 
King was larger still and was marked 
with three bands. The Peasant King 
and his son were coloured brown 
except for their tops and rings which 
were picked out in red. 

The diagram above shows the 
opening position, with the Sami 
Soldiers on rows 1-5, the Sami prince 
on j6, and the Sami King on k7. The 
Peasants are on rows 13-9, with the 
Peasant Prince on b8 and the Peasant 
King on a7. 

Rules for Dablot Prejjesne 

1. Every piece may move to the 
nearest unoccupied point, ortho
gonally or diagonally, forwards or 
backwards. A short leap may be made 
over an enemy piece to a vacant point 
beyond. The piece jumped over is 
removed from the board. 

2. Players are not compelled to 
make a capture, nor to complete the 
maximum number of captures possible 
in one turn of play. 

3. Peasant Soldiers and Sami 
Soldiers are of equal power and may 
capture each other, but not one of the 
major pieces. 

4. The Sami Prince may capture 
the Peasant Prince, or vice versa; they 
can both capture minor pieces, but 
cannot attack the Sami King or the 
Peasant King. 
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5. The Sami King and the Peasant 
King can capture each other, and any 
other piece on the board. Their 
powers of movement, however, are 
the same as the other pieces - one 
vacant point in any direction, or a 
short leap over an enemy piece onto 
an empty point beyond. 

6. The game ends when one player 
is defenceless and resigns. 

7. If one player has only a major 
piece left, and the other has several 
minor pieces, the latter can win the 
game by surrounding the former and 
depriving him of the power to move. 
This is winning by immobilization. 

8. If the players are left with only 
one piece each of equal power, either 
a Sami Soldier and a Peasant or the 
Sami Prince and the Peasant Prince, 
one of the players can call for a single 
combat, when the pieces are moved 
towards each other in direct 
confrontation when one piece with the 
move will capture the other. This 
avoids a draw through an endless and 
futile chase. 

9. If only the Sami King and the 
Peasant King are left on the board the 
game is declared drawn. 

Nils Keyland gives several examples 
of play in order to illustrate the rules. 
Concerning the strategy and tactics of 
this game, he writes that the 
unrestricted movement of the pieces, 
their right to retreat, should not be 
misused in such a way that the 
development of the game is hampered. 
Cautious, defensive tactics would be 
against the spirit of the game. 

This is exactly the weak point in the 
rules of this variant of Sami dablo. 
It shares the following rules with a lot 
of other games of the alquerque 
type: I) captures are not mandatory, 
2) pieces can move in all directions, 
3) you must remove all enemy pieces 
to win, and 4) there is no promotion of 
pieces. 

When these rules are combined, 
they result in a very tedious game that 
will normally last for several hundreds 
of moves. 

Rule 8, according to which players 
are expected to move straight 
forwards with their pieces, and the 
player wins who is lucky enough to 
arrive at a position where he has the 

right to capture, is not a satisfactory 
solution to the problem of endless, 
futile moves. 

Other sources about North 
Scandinavian dablo games are few, 
short, and more or less incomplete. 
These sources, some of which are 
mentioned by Keyland, reveal that 
several variants existed. 

In Asele Lappmark, the combatants 
were Samit vs. RussianslKarelians 
(Jonas Nensen, according to Drake 
1918, p.291), and in Lycksele 
Lappmark they were Swedes vs. 
Russians (Gustaf Hallstrom, according 
to Keyland 1921, p.40). 

In Frostviken smaller and larger 
boards were used. Karl Bernhard 
Wiklund describes in a note from 
1892 a variant with 2x18 pieces 
including kings and princes, played on 
a board with 5x5 lines. The board 
pattern was identical with that used in 
the game described by Keyland, 
resulting in 41 crossing points. He 
adds that this game could also be 
played on a 7x7 board, that is a board 
with 85 crossing points, with 2x39 
pieces. 

Finally he mentions that after 
agreement between the two players 
the following rule can be used: the 
player, whose king has been captured 
by the other king, loses the game. 

Thus the capture of a king was 
sufficient for a win. 

Two other sources describe variants 
in which pieces could not move 
backwards, and probably only 
forwards, straight or diagonally. 

In 1935 Olof Petter Pettersson 
completed a manuscript in which he 
described daily life among Swedish 
settlers in Dares, Vilhelmina, Asele 
Lappmark, around the middle of the 
19th century (Pettersson 1999). In this 
manuscript he included a description 
of'tavelspel', also named 'kloterspel'. 
The pieces used in this game had a 
shape similar to the shape of the 
pieces used for dablo in Frostviken 
and Lycksele Lappmark, but in this 
game there were no princes. Each 
player had one king, longer and 
thicker than the two sets of warriors. 

The pieces of each player are 
placed in two rows along opposite 

Page 219 

ends of the board. They move, 
forwards on the lines from one 
crossing point to another adjacent 
point, and capture by the short leap. 
The board, 'tavla', has 144 'rutor' 
(fields or squares). In 1998 Sten 
Helmfrid (author of an excellent 
internet article on hnefatafl, Helmfrid 
2005) proposed a reconstruction of 
the rules of the 'tavelspel' as a game 
played on the lines of a 12x12 board 
(13x13 points) with 2x26 pieces. He 
thought that it was a game with 
orthogonal moves and captures, 
similar to Turkish draughts. In an old 
version of the Turkish game the 
players were only allowed to have one 
'padishah' (king) at a time. This 
reconstructed game does not function 
very well, however. Furthermore, the 
144 fields or squares could just as 
well be interpreted as triangles. The 
largest 7x7 dablo board from 
Frostviken had exactly this number. 
O. P. Pettersson does not mention that 
this game, played by Swedish
speaking settlers in an area with many 
Sami inhabitants, was also a popular 
Sami game. 

It is evident, however, that both the 
Samit and their Swedish neighbours 
shared the same game. 

From Asele Lappmark another 
researcher, 10nas Nensen, recorded a 
few words about a 'tablo' game 
played by local Sami people in the 
first half of the 19th century (Drake 
1918, p.291). In this game each player 
had one king 'konges(a)', and 18 
'tabloh', game pieces. The board is 
not described, but the 5x5 board with 
41 points, the smallest board size used 
in Frostviken, would fit perfectly for 
this number of pieces. 

From 10kkmokk, Lule Lappmark, 
we have another incomplete 
description of a 'tablo' game by Anta 
Pirak (Pirak 1933, p.17f.). This game 
is apparently played on a board 
consisting of 7x7 lines, and it seems 
that all pieces have the same rank. 
Only the central line of the board is 
empty at the beginning of the play. 
Pieces move forwards or "tvart over" 
(sideways, or perhaps better: 
diagonally forwards) after the lines, to 
an adjacent point. They capture by the 
short leap. This game could be 
interpreted as a game with orthogonal 
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moves and captures, but in the light of 
what we know about Sami game 
boards from Lule Lappmark, which 
had the board pattern known from 
alquerque de doze (5x5 or 9x5), 
I imagine that this 7x7 board had the 
same pattern, that is 49 points, and 
thus 2x21 pieces. 

The Sea Samit of Kvrenangen, 
Troms, northern Norway, used to play 
'tsukkalavde' with 2x12 pieces on the 
5x5 board with this pattern (Larsen 
1950, p.31f.). No kings or promotion 
are mentioned, and it seems that the 
pieces moved and captured in all 
directions. A 'tabla' game with 2xl0 
pieces from Tannas, Harjedalen, 
northern Sweden (Lagercrantz 1939), 
might very well have been played on 
such a board. 

In 1975 a 13th century or perhaps 
16th century board of this type was 
found during excavations In 

Trondheim, Norway (Michaelsen 
1998, p.36). It seems that, like 
hnefatafl, this medieval game survived 
among the Samit long after it had 
fallen into oblivion elsewhere. 

This overview of North 
Scandinavian dablo games seems to 
be exhaustive. A recent article by Rolf 
Kjellstrom (Kjellstrom 1992, see also 
Kjellstrom 2000) does not add any 
new information, and one might 
assume that these games are no longer 
played among the Samit. 

On basis of these 
information I have 

scraps 
made 

of 
a 

reconstruction of the 'tavelspel' from 
Dares, or 'dablo' ('tablo') as the 
Samit of this area named the game. 

This reconstruction is also a sort 
of reconstruction of the 'dablot 
prejjesne' played in Frostviken. I do 
not doubt that Nils Keyland got 
precise information about this game 
from his source Anders Nilsson, but, 
based upon the sources mentioned 
above, I imagine that some Sami 
players preferred a shorter, more 
dramatic game. 

The only important difference 
between the dablo variants played in 
Frostviken and Lycksele Lappmark 
and those played in Asele Lappmark, 
including Dares, seems to be that in 
the former each player had a king and 
a prince, while in the latter they had 
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only a king. I suppose that as in the 
Frostviken game, the king could only 
be captured by another king, and that, 
after agreement of both players, a king 
capture was sufficient for a win. The 
rule that soldiers only moved forwards 
(but captured in all directions) is my 
interpretation of the information given 
by Pettersson and Pirak, and makes 
also the Frostviken variants shorter 
and more interesting. In order to make 
combinations possible, I have also 
introduced the rule that for the 
soldiers, capture is mandatory. I admit 
that this rule is not found in any 
historical sources. On the contrary, it 
seems that the Samit did not even 
know the "huff' rule, popular among 
Scandinavian draughts players: that 
your opponent has the right to remove 
one of your pieces, if you refuse to 
make a capture. Even if probably not 
historically correct, obligatory capture 
greatly improves the Sami dablo 
games. 

To these rules Mats Winther has 
added two rules: 1) for the king, and 
for the king and prince in the game 
with both pieces, capture is optional, 
2) if a player has lost all his pieces 
and only his king remains, he has lost 
the game. This 'bare king' rule is 
known from Shatranj and Medieval 
Chess, and certainly reduces the 
number of drawn games. 

Mats Winther has implemented 
several of the Sami dablo games using 
the Zillions-of-Games program. 

With his 'Dablo Daares' one can 
play on the 7x7 board with 85 points 
with 2-4 rows of pieces per player 
(13-33 pieces). As a variant he has 
implemented 'Dablo Aasele', played 
on the 5x5 board with 41 points and 
2x19 pieces, including the kings. 

He explains the rules of 'Dablo 
Daares' in the following manner: 

"Goal is either to capture the enemy 
king or reduce his forces so that only 
the king remains. All pieces move by 
single steps and can capture, by the 
short leap, in all directions. The 
soldier can only step in the three 
forward directions. Promotion does 
not occur. For the soldier, capture is 
mandatory. For the king, capture is 
optional. The king can only be 
captured by the enemy king. 
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"A piece moves to an empty' 
adjacent point. If an adjacent point is 
occupied by an enemy piece, of the 
same rank or lower, and the point 
directly behind is vacant, then one 
may jump over it and capture it, as in 
checkers. Several pieces may be 
captured like this in a single turn." 

With his 'Dablot prejjesne' ('Dablo') 
one can play on the 6x7 board with 72 
points, using 2x30 pieces. As a variant 
Mats Winther has also implemented 
'Dablo Frostviken', played on the 5x5 
board with 41 points, using 2x 18 
pieces in total. 

In these games each player has also 
a prince, which moves and captures 
like the king. For the prince, capture is 
optional, and one can only capture a 
piece of the same rank or lower. 
Pieces are ranked in this order: king, 
prince, and soldier. 

Mats Winther has also suggested and 
implemented a variant with 
promotion. In this variant soldiers 
promote to prince when they reach the 
farthest rank. However, capture takes 
precedence over promotion. 

This rule seems quite logical, and 
the promotion to a major piece, but 
not to the all-important royal piece, is 
analogous to pawn promotion in 
Chess. 

Concerning the strategy and tactics of 
these games Mats Winther writes that 
"as capture is mandatory for the 
soldier, it is sometimes possible to 
sacrifice one or more soldiers to 
enemy soldiers, thus to create a 
situation where the enemy king/king 
and prince can be captured. But it is 
not always adequate to make such 
combinations, if it leaves the opponent 
with a clear majority of soldiers, 
together with his remaining king. It is 
necessary to hunt enemy soldiers with 
the royal pieces, although this exposes 
them to combinations. A shortage of 
soldiers can lead to a lost game as it 
allows the opponent to continue 
exchanging soldiers until he wins 
according to the lone (bare) king 
rule." 

Here follow two examples of simple 
combinations given by Mats Winther. 
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"Here black can win by moving the 
king to the left. This forces red to 
capture the soldier, which leaves the 
king en prise." 

"Another typical combination. 
Black moves the soldier to northwest, 
forcing the red soldier to capture. 
Thus, black can capture the enemy 
king in two consecutive jumps." 

With the help of these programs I am 
able to show a well-played sample 
game (Zillions vs. Zillions, expert 
level, 3 min. per move). In this 
reconstruction of 'Dablo Frostviken' 
the black prince is placed on i3, black 
king on h4, red king on b6, red prince 
on a7, with an empty line between the 
two armies. 
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1 Kh4-gS Kb6-eS 
2 Pi3-h4 Sd6-eS 
3 Sf4xd6 Se7xeS 
4 Sh2-i3 Sh6-iS 
S Sb4-aS KeS-d6 
6 KgS-f4 Sb8-e7 
7 Ph4-gS Se7-eS 
8 Sd4xb6 Pa7xeS 
9 SaS-a7 Sa9xaS 

10 Sa3xa7 PeS-aS 
11 Sa7-a9 PaS-a3 
12 Se3-d4 SeSxe3 
13 Sd2xb4 Pa3-e3 
14 Sil-h2 SiSxil 
lS Se3-eS Se7xi3 
16 Sh2-g3 Si3xe3 
17 Se1xeS Si1xg3 
18 Kf4-e3 Sf6xd4 
19 Ke3xe7 

and black captures the red king. 

Personally, I prefer the shorter 41-
point variants, but readers who prefer 
the larger chess variants may differ. 

Mats Winther's implementations can 
be downloaded from 
<http://www.zillions-of-games.com/> 
and from his own home page 

<http://hem.passagen.se/melki9/>. 
On these pages you can also find 

alquerque and draughts variants with 
interesting features similar to some of 
those found in dablo. 

The capture rules of 'Dablot 
prejjesne' with three ranks of pieces 
are reminiscent of those found in the 
South Italian draughts variant 
'Damone', and the ortho-diagonal 
captures can be found in another 
interesting draughts variant 'Frisian 
checkers'. The notion of forward 
moving soldiers that do not promote, 
but can capture in all directions, is 
known from a Caucasian game, 
'Ossetian Checkers'. Alquerque 
games with kings and promotion are 
known from northern Africa, where 
'Zamma' is a very prominent example 
of this type. The smaller, but not less 
interesting 'Kharbaga' from 
Mauritania has the same type of 
pattern as most of the 'Dablo' games. 
This pattern can also be found in 
games from other parts of Europe, in 
Indian games, and in games played by 
North American Indians. Another 
good alquerque game with promotion 
is the Indonesian 'Permainan-Tabal'. 
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Mats Winther has also implemented, 
'Medieval Alquerque', medieval 
European variants played with short 
or long kings, according to rule 
reconstructions proposed by Arie van 
der Stoep. 

Interested readers are welcome to 
contact me (pmi@km.dk). 
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pleasure. Meanwhile I must attempt to relieve pressure on 
the queenside and develop my pieces there. 

20 Qf1-bS QeS-d7 
After 20 ... Rb8 the undefended queen remains in danger, 
but now 21 Qxb7 Rb8 22 Qa6 Rxb2 would be a bonus. 

21 Fe1-e3 RaS-bS 
22 Kg1-i2 Nc6-e7 
23 QbS-b3 KgS-hS 

Disentangling the queenside is a slow business and I 
thought White might find something more pressing than 
22 Ki2; perhaps d3 with the idea c4. 23 ... Kh8 takes the 
king off the queen's diagonal (Ki7 is the move I would like 
to play) and I want to play ... c6, but I'm acutely aware of 
the threat ofBil to Rb8. 

24 
2S 
26 

Ra1-e1 
Bi1-h2 
Bf3-d1 

Fe6-fS 
FfS-g4 

26 Fg4xh3+? 
How could I play such an awful move? The fers is 
ideally placed for defence and attack yet I give it up 
for half a pawn. I believe I had fantasies of ... Nj5 and 
... somethingxh4 with attack - but it's all a delusion. 

27 g2xh3 N16-jS 
28 Rk3-k2 

A surprise; I had only considered R13 with an attack on the 
I-pawn. It now dawns on me that he planned to double 
rooks on the k-file some time ago, explaining some small 
move oddities; my position suddenly looks highly insecure. 
I intended my queen's knight to move forward, but must 
now change direction. 

2S 
29 
30 
31 
32 

Fh1-g2 
h4xiS 
iSxh6 

Bd1-f3 

Ne7-gS 
Fj6xiS 
BdS-e7 
NgSxh6 

c7-c6 
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33 Re1-k1 Be7-d6 

The last few moves have gone according to plan. The 
material balance (2F v 3P) is equal and I have a coherent 
and (I believe) defensible position. But I have overlooked 
something. The fourth rank is open and my dark squares 
are weak. If White's queen comes to the kingside and he 
can play i4 or Bg3 I will be in serious trouble. 

34 Qb3-a4 eS-e4! 
3S Ng3xe4 dSxe4 
36 Qa4-d4 Nh6-fS 
37 Qd4xf6+ Qd7-g7 
3S Qf6xg7+ KhSxg7 

39 Bf3-d1 Bd6xh2 
40 Ki2xh2 g6-gS 
41 Fe3-d4 NfSxd4 
42 c3xd4 RbS-dS 
43 Rk1-fl RdSxd4 

I'm happy to see off the queens and dark-square bishops 
and 2P v F is a slight plus, but it becomes clear that I'm 
still under pressure. If I were to lose my weak but advanced 
pawn I would stand rather worse. 

44 Bd1-b3 Rd4-d7 
4S Rfl-f2 j7-j6 
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To open up the seventh rank is horribly risky, but I must 
keep his knight quiet. 

46 
47 

i3-i4 
h3xi4 

h5xi4 
Nj5-h6 

The idea is to meet 48 Rk7+ with 48 ... Bh7 49 Fh3 RId8 
50 i5 Rxd2 51 ixh6 Kxh6. 

4S Fq2-h3 i6-i5 
49 Rk2-k1 BiS-q6 
50 Rk1-k7+ Bq6-h7 
51 Bb3-c2 Rd7-e7 
52 Bc2-d1 R1S-dS 
53 Bd1-h5 Re7-d7 

I was threatening 53 ... e3 so the bishop had to move, but 
53 Bi6 saves a tempo in some lines; the game is on a knife
edge and I feel I must keep pressing or lose. Now if 
54 Rx17 Rxd2 55 Rxd2 Rxd2+ 56 K.i3 Kh8 57 14 e3 58 
15 g4 59 Nil Rf2 and I win the race. 

54 Kh2-q1 
55 Rk7xl7 
56 Rf2-f6 
57 Rf6xd6 

SS Fh3-q2 
59 Rl7-lS+ 

Kq7-hS 
Rd7xd2 
Rd2-d6 
RdSxd6 

e4-e3! 
Bh7-iS 
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60 RlS-l7 Nh6xi4! 
Thanks to the possibility of 61.Bxi4 Rdl + 62.Ffl e2. 

61 Rl7xb7 BiS-q6 
Taking advantage of the loose knight and an ever-present 
threat to queen the e-pawn. 

62 Bh5-q4 Ni4-h6 
63 Bq4-e2 Bq6xj3 
64 Rb7xa7 Rd6-d2 
65 Fq2-f1 Nh6-f5 

There is some danger that if rooks and bishops are 
exchanged I could fail to stop both a- and I-pawns; perhaps 
this is another subtle mine laid by my opponent. I am forced 
to continue the central attack. Fighting against my instincts, 
I have abandoned the defence ofPj6 and rejected ... Rxb2. 

66 a2-a4 Nf5-q3 
67 Be2-f3? 

The right square was g4, when there is still work to do. 
With 

67 
I announced mate as follows:-

68 Khl Nj4+ 
69 Kit (69 Kgl Nh3#) Ri2+ 

Nq3-i2+ 

70 Khl (70 Kjl Bk2+ 71 Kkl Ril#) Rf2+ 
71 Kil (71 Kgl Nh3#) Nh3+ 
72 Kjl Rxf1+ 
73 Bhl Rxhl mate. 

A very hard struggle in which I never felt comfortable. 

Here are the lessons I draw from this game and from others 
in this tournament that have appeared in the pages of Vc. 
(1) The exchange of courier for two pawns is reasonable, 
but loss of time, retreating a capturing bishop for instance, 
will tip the balance against. Let me assert once again that 
the bishop should be considered, like the rook, to be a 
major piece and will rarely equate to a knight or courier. 
(2) In my hands the development of couriers to e3(6),h3(6) 
was not successful; the ferses belong there. Control is 
important in the chess struggle and more difficult on a wide 
board. Unmoved R+C and Nc6/j6 is an efficient defence of 
the wing in the early stages and I will stick with it. 
(3) The wing thrust with a knight's pawn is not used nearly 
enough. It is an additional and major strategic possibility 
which should become a normal means of engaging the 
opponent on the wing of choice. The structure of MCC 
lends itself to the idea, which would not usually be a 
sacrifice. Either the move gains space or a rook ends up on 
b7(k7) attacking the weak square c7(j7). 
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ACHERES CHESS 
The 1993 French problemists' meeting 
was held in Acheres, and a new 
variant, invented by Jean Roche, was 
used for the blitz tourney. The object 
is to put your king in contact with the 
enemy king, and you may not give 
check by any other man nor expose 
your own king to a check by any 
other man (diagrammes 106, page 
2362). No game from the tourney was 
recorded (at least not by me), but my 
attention was recently drawn to an 
Acheres Chess study published in 
phenix in 2001 by Vlaicu Cri~an. 

White, who is trying to win, starts 
1 a4 (else Black's king will catch 
White's pawn), and Black sets a minor 
problem by playing 1. .. h3. This 
threatens 2 ... Kf3 followed by 3 ... Kg2 
winning, and White cannot play 3 Kg2 
himself because he would be putting 
his king in check from the pawn on 
h3. Hence 2 Kgl so that 2 ... Kf3 can 
be met by 3 Kfl, and now Black does 
go for the pawn: 2 ... Kf5. There 
follows 3 a5 Ke6 4 a6 Kd7 5 a7 Kc8, 
after which 6 a8QIR is illegal and 
6 a8N is met by 6 ... Kb7. This leaves 
only 6 a8B, which would be hopeless 
at ordinary chess; how can it possibly 
lead to a win at Acheres? 

In fact the win is straightforward. 

Given as a specimen line is 6 ... Kb8 
7 Be4 Kc7 8 Kh2 Kd6 9 Kxh3 Ke5 
10 Kg2 Ke6 11 Kf3 Kd6 12 Bd5 Kd7 
13 Ke4 Ke7 14 Be6 Ke8 15 Kd5 Kd8 
16 Bd7, when we have 

and Black will have to move his king 
off the back rank and allow 17 Kd6. 
A little examination shows that 
White's advance has been irresistible, 
and that K + B v K is a general win. 

This was Vlaicu's contribution to 
a book A study apiece recently 
produced by Gerhard Josten, in which 
each of sixty contributors wrote about 
one of his endgame studies. The 
unwritten implication was that these 
be in ordinary chess, but I took the 
opportunity to present the study in 
Optional Replacement Chess which 
I quoted in VC 12, and Vlaicu Cri~an 
presented the study quoted here. 
I ended my own contribution by 
observing that "endgame studies" in 
ordinary chess were getting ever 
heavier and more complex, and that 
studies in variant forms of chess 
offered a path back to the lightness 
and elegance which had first attracted 
me to the field. I am glad the editor 
allowed us to include these variant 
studies in what was conceived as a 
wholly orthodox book, and I hope 
they may have encouraged others to 
investigate. There must be a vast 
amount waiting to be discovered. 

AVALANCHE AT 
MESSIGNY 

The annual meeting of French chess 
problemists, held for many years at 
Messigny near Dijon, traditionally 
includes a variant chess blitz tourney, 
and this year the variant chosen was 
Balanced Avalanche Chess (White'S 
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first move is normal, but at every' 
subsequent turn the player follows his 
move by pulling an opposing pawn 
one square forward if one is available 
to be pulled). Putting one's own king 
in check is prohibited, and a pawn 
pulled to the promotion square 
promotes to a piece of its owner's 
choice. Marco Bonavoglio and 
Thierry le Gleuher shared first place 
with 4/6, and Marco won the play-off. 
Everybody won at least one game, and 
everybody lost at least two. In the 
original formulation of Avalanche 
Chess, White also had a pull on his 
first move, but it was found that this 
gave him too great an advantage and 
the balanced form has been suggested 
as an improvement. 

The meeting report included the 
two games between the leaders. Being 
five-minute games, these lacked the 
quality of the correspondence games 
which we saw in VC 61162, and I see 
no point in reproducing them in full. 
However, one of them threw up 
an interesting position. Thierry had 
White. 

Black was a piece up and 13 ... cxd5 
would surely have won easily, but for 
some reason he played 13 ... exd4/d6?? 
White duly pounced, 14 Qxe4/f4+, 

and the question is, could Black have 
avoided being mated next move? 

Answer on page 241. 
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FIRDAWSI'S NARD 6 
"LATRUNCUll CHESS" 

by Andrew Perkis 

A final millennial reference to the 
Indian origin of Chess comes from the 
Shanama (Book of Kings) the national 
epic of Persia [ ... ] completed by 
Firdawsi in 1011 [ ... ] It includes a 
different version of the Chatrang
namuk story about an Indian King's 
challenge to Nushirwan to deduce the 
game of Chess from the equipment 
alone. Again, the problem is solved 
for him by the sage Buzurjmihr [ ... ] 
who goes on to return the compliment 
by inventing the game of Nard. In 
this version, however, Nard is not 
Backgammon but apparently a Chess 
variant. 

David Parlett, The Oxford History 
of Board Games, 1999 

Firdawsi is here re-telling a story first 
told in the Chatrang-namuk, which 
dates from just before the Islamic 
conquest. The whole point of the 
original version of the story is that the 
invention of one of world's great 
games - Chess - is matched by the 
invention of another - Backgammon, 
so it is unclear why Firdawsi chose to 
make this substitution. The later game, 
which has come to be known as 
Firdawsi's Nard, is apparently 
(according to what has come to be the 
accepted reconstruction) a variant of 
Latrunculi, yet influenced by Chess -
played on an 8x8 board and 
incorporating 'kings'. 

There kings do not seem to have 
been chess kings, however, but rather 
special men which were invulnerable 
to capture. The game presumably 
evolved in Persia under the dual 
influence of Chess and Latrunculi, 
although we cannot tell whether it was 
still a living game in the 11th century. 
It is even possible, though unlikely, 
that it was never a living game. 
Firdawsi may simply have needed a 
game which would match Chess by 
including royal men, thus following 
the main thrust of the Shanama by 
hearkening back to the pre-Islamic 
Sasanian Dynasty. Here are the rules 

of the game, according to Jeffrey De 
Luca (based on H. J. R. Murray's 
reconstruction). "Interception" is yet 
another term for custodianship. 

• • • • • • • • (} 

® 
0 0 0 0 0 0 0 0 

The opening position is shown above. 
"All pieces had the move of the 
rook and captured by interception. 
The kings were immune from capture. 
The players contended until one king 
had lost all his men or his army was so 
blockaded that it could not move." 

My interest in this curious game 
was rekindled shortly after I had 
started work on Hnefichess. This, 
in the first and most obvious form 
I investigated, used a standard 
chessboard and the opening array of 
Orthochess - with one king and fifteen 
soldiers per side. All men have the 
move of the rook, and soldiers capture 
soldiers by custodianship with a win 
being either by enclosing the enemy 
king or by reaching a safe haven on 
the far rank with one's own. This 
game does not work well, however, as 
all sorts of fortress and blocking 
problems arise. If a player so wishes, 
a fortress can swiftly be set up such as 
White has achieved in the diagram 
below. White is now able to stop the 
game dead by moving his king back 
and forth inside the fortress. 

• • • • (} • • • • • 
• • 0 0 • • • 0 0 0 • 0 0 0 0 0 

0 0 0 ® 0 0 

When I first started working on a 
"Double Take" version of Hnefichess 
as described below, I also did a little 
tinkering with Firdawsi's Nard. It 
struck me that is would be a short step 
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from invulnerable kings to kings that' 
are just that bit more difficult to 
capture than soldiers. If this were by 
enclosure, and the king's capture then 
became the objective, we would have 
an early version of what I have called 
"Hnefichess" (if a second objective of 
reaching the far rank with one's king 
were allowed) or "Latrunculi Chess" 
(if the second win were not included). 
The game would also be a variant of 
the one suggested above, though 
seemingly with a better chance of 
being playable, since there are fewer 
pieces for fortress building and the 
kings are initially somewhat exposed. 

However, even when I exaggerated 
the initially exposed position of the 
kings, by allowing the capture of an 
enemy king by immobilizing it, it 
emerged that the game could still be 
swiftly spoilt if a player were intent on 
building a fortress, such as the one 
shown below, within which the White 
King can again move back and forth at 
will. The manoevres required to get 
the king back behind the soldiers are 
not that difficult and the fortress 
option turns out to be only one 
symptom of a wider tendency for 
impasses to develop. An additional 
feature of this fortress is that the 
enemy king is blocked from reaching 
one's home row. 

(} 

• • • • • • 0 0 • • 0 0 0 ® 0 
0 0 

This tendency for play to lead to an 
impasse is very similar to that which 
occurs in Latrunculi itself, at least 
with the basic rule set which has been 
handed down. Various authors have 
suggested additional rules to remedy 
this, but applying such a 'fix' to my 
CV version of Firdawsi's Nard was 
not a tempting task. At this point all I 
wanted to do was to come up with a 
blend of Chess and Hnefetafl, and the 
other road I was following seemed 
more likely to lead to this goal 
relatively swiftly. 
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"Double Take" and Hnefichess 

In order to come up with a Hnefichess 
in time for VC 64, I decided to 
circumvent the problem of fortresses 
entirely - by using my attainment 
game "Double Take" as a starting 
point. This is played on an 8xlO board 
with twin red and green grids. For the 
complete rules see 
<http://www.zillions-of-games.com! 

cgi-binlzilligamesl 
submissions.cgi?do=show;id=3l9> 

but a version played on a chess board, 
and using a set of draughts pieces, can 
be swiftly described. 

Set up men as shown in the diagram. 
White men stay on black squares, 
Black men stay on white squares. 
Moves are either to the next square 
diagonally forward or to the next 
appropriately coloured square directly 
forward (a low leap). Capture is by 
custodianship and capturing moves to 
adjoining diagonal squares or by low 
leap can be made in any direction. 
The object is to get four men to the far 
rank. The twin grid system used in this 
game solves the impasse problem that 
can occur so easily in games which 
use custodian capture. It does not 
solve the other major problem, the 
difficulty of "mopping up" pieces at 
the end of a game - although in 
Double Take itself, this is made 
irrelevant by the attainment objective. 

It doesn't take a great imaginative 
leap to simply add a king per side and 
convert Double Take to a modern 
'Hnefichess'. Although this idea first 
crossed my mind several years ago, 
two off-putting problems put the idea 
on the back burner until recently. One 
is that a king cannot be captured by 
enclosure unless special rules govern 
its movement whenever it is contact 
with enemy men. The other is that 

even when this is dealt with, and 
despite the lack of opportunities for 
fortress building, the king, at least 
given a 'natural' home rank starting 
position, is still protected from early 
attack to such an extent that for a large 
portion of a game, play is hardly 
affected by the presence of the kings. 
Firdawsi's Nard gave me a new 
perspective on how to deal with this 
problem by positioning the king in 
front ofthe soldiers (and exaggerating 
this, by having the king-making take 
place as battle commences, fed back 
into my reworking of Firdawsi's game 
when I returned to it a few weeks 
later). 

Firdawsi's Nard and Latrunculi 
Chess 

By the time I had completed the 
article on Hnefichess, I had developed 
a theory that some form of 'Latrunculi 
Chess' (an equivalent to my 
Hnefichess but not necessarily 
including the attainment objective) 
could have played a role in the 
evolution of Tafl games. However, 
"reconstructing" a variant of 
Firdawsi's Nard which fitted this 
description still looked as if it might 
prove as tricky as the reconstruction 
of Latrunculi itself. In the end, this 
task was facilitated by adopting a new 
version of a fix which has sometimes 
been applied to Latrunculi - and 
slightly altering the starting position 
as given by Murray et al ... 

Latrunculi or Ludus 
Latrunculorum (the game of soldiers) 
was, according to games historian 
Ulrich Schaedler, "Perhaps the most 
sophisticated game of strategy played 
by the Romans [ ... ] According to 
ancient sources Latrunculi must have 
been a game of strategy at which it 
was possible to acquire considerable 
skill". It was played on boards of 
several sizes, though all with an even 
number of cells, and all men moved 
orthogonally (probably as a rook, 
though possibly one square per turn) 
and captured by custodianship. The 
main objective was material capture, 
although at least a couple of 
alternative wins have been suggested. 
One of these is to blockade the 
opponent so that he is unable to move 
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- a very unlikely achievement in mY' 
opinion. The other is to award the win 
to a player with a material advantage 
when such a blockade occurs. 

Beyond this, we have nothing 
definite to add to a rule set, although 
more is clearly needed, for, utilizing 
the basic Latrunculi idea (pieces 
moving as rooks and capturing by 
custodianship) does not easily lead to 
a game that is fully playable. Chief 
among the difficulties is the option a 
player has to set up a blockade 
equivalent to the fortress we have 
already encountered. In this case the 
mobile piece - or pieces - within the 
fortress will be ordinary men, but the 
effect, putting a halt to the game, is 
the same (and adopting the rule that a 
player with a material advantage wins 
in such cases is neither easily made 
workable, nor likely to be deemed fair 
if it results in a win for purely 
defensive, unadventurous play). These 
difficulties, if not countered by the 
literary evidence, would probably be 
sufficient to suggest that Latrunculi 
was unlikely to be a have been wholly 
satisfactory game. 

It is worth mentioning here the 
game of Hasami Shogi, which in 
Japan is regarded solely as a 
children's game. The origin of Hasami 
Shogi (which employs the basic rules 
of Latrunculi only and is played on a 
Shogi board) is unknown, but 
according to the Japanese games 
researcher Kuromiya Kimihiko, the 
game probably dates from the late 
18th century. "In this period [ ... ] 
normal citizens as well as nobility 
started to enjoy playing Shogi - they 
came to have the time and money to 
do so. Children must have often seen 
adults having a good time playing 
Shogi, but unfortunately it was too 
difficult for them, then they would 
have to invent some easier game using 
the board and pieces." Due to its role 
as a children's game, the impasse 
problems of Hasami Shogi have not 
been addressed. 

In marked contrast to this approach, 
however, has been the variety of 
measures that have been tried (and 
sometimes tested!) in the hope of 
demonstrating that Latrunculi was 
clearly not such a trivial game. One of 
these ideas, which was first 
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suggested in the 19th century by 
French author Becq de Fouquiere, and 
which was subsequently picked up by 
R. C. Bell and others in the 20th 
century, was that some pieces may 
have increased power, specifically a 
'leader piece' which could jump over 
enemy pieces an orthogonal 
draughts jump, but without a capture. 
This idea - intended to solve a 
specific problem that makes the 
reconstruction of Latrunculi difficult -
may have been inspired by Firdawsi's 
Nard, even though the kings of that 
game have a different additional 
power. At any rate, a piece with the 
aforementioned jumping power, 
usually called the Dux, has been 
utilized with the intention of enabling 
a player to sabotage the building of an 
enemy wall. Although it is not 
properly effective against a 
determined spoiler, it has been 
employed a number of times, most 
recently (as far as I am aware) by 
Oxford Games in their 1996 Ludus 
Romanus version of Latrunculi. As in 
other suggested rule sets, so here: one 
Dux per side helps, but is not enough 
to stop a player intent on doing so 
bringing the game to a halt. However, 
while continuing to play around with 
Firdawsi's Nard, it struck me that the 
dux idea could be helpful - if applied 
to more pieces. (Interestingly a second 
version of Hasami Shogi allows this 
jump to all its pieces. However, this 
version is an alignment game, almost 
unknown in Japan itself, and is most 
probably a post-19th century western 
invention.) 

I discovered that a king hunting 
version of Firdawsi's Nard works 
pretty well if, instead of giving the 
jump power to the kings, it is given 
only to the other men, particularly if 
the kings have the opportunity to start 
in a more advanced position, enabled 
by the first move for each player being 
to place his king on any vacant square 
in his own half of the board. (This is 
not even necessarily at variance with 
the vague description in the Shanama 
itself: "the two kings advanced upon 
the field of battle ... ".) The rules for 
this proposed version, with the second 
win of 'Hnefichess' added - as it 
makes the game considerably more 
interesting - are as follows. 

Rules of Firdawsi's Nard (King 
Hunting Version) 

The game starts with eight soldiers 
occupying each player's home row. 
White plays first. The first move for 
each player is to place his king on any 
vacant square on the second, third or 
fourth rank. Thereafter turns of play 
alternate. All pieces may move as 
rooks. In addition, a soldier may make 
an orthogonal leap over either a 
friendly or enemy soldier (but not a 
king) to a vacant square immediately 
beyond. Multiple leaps of this nature 
may not be made on a single turn of 
play, and men leaped over are not 
removed from the board. 

Soldiers are captured by 
custodianship, and the usual rule 
applies that a soldier may move 
between opposing men with impunity. 
The validity of a capture is not 
affected by the manner of the move 
(rook's move or leap). However, only 
soldiers can take part in such captures, 
not kings (although a king may take 
part in immobilizing the enemy king). 
A king is captured if it is left with no 
move on his player's turn of play. 
The capturing player wins. A player 
also wins if he manages to place his 
king on any square of his opponent's 
home row. A player may not move his 
king so as to threaten the latter win if 
this repeats a position which has 
already occurred, and must play again 
if the other player draws his attention 
to his having done so. 

A player may not make a move 
immobilizing his own king unless 
it simultaneously immobilizes the 
enemy king (thus winning the game). 

Draws may occur by repetition or 
agreement. 

Although this exact game may not 
have existed in the eleventh century, 
I have tried to show how such a game 
was plausible. Now for how it plays! 
From a minimal amount of testing 
I would guess that this game would 
produce a fairly high percentage of 
draws when played at a high level, 
although losing errors would not be 
too hard to make either. Here is a 
game that does end in a draw - but the 
play is, I think, of some interest, and 
does not even come close to getting 
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bogged down in the inevitability of a' 
stand off - such as is the norm with 
Latrunculi itself. 
Andrew Perkis vs Martyn Hamer. 

1 Kd4 KeS 
A natural start, though the relative 
merits of the various options are not 
yet particularly clear. 

2 e1-e4 
3 cl-cS 
4 b1-b6 

• • • 
0 • 0 • 0 

@ 0 

0 0 

S a1-a6 

fS-f6 
dS-dS 
cS-c6 

• • 
• 

0 0 0 

If! had played 5 b6/\d6?! here, Martin 
would probably have responded with 
5 ... b8-b7 threatening ... b7-d7xd6, but 
not 5 ... e8-e6xd6?? 6 fl-f5 winning. 

S bS-b7 
6 d1-b1 gS-g3 
7 f1-f3 g3 A e3 

It wasn't immediately clear whether 
this intruder is a strength or a 
weakness. In the event it helps give 
Martin good counterplay. 

S gl-gS e3-d3 
9 e4-e3 

To keep the king's options open. 
9 d3-b3 

10 b6-bS 

• • • • 0 • • 0 0 • 0 0 
@ 

• 0 0 

0 0 

10 hS-hS 
If, instead, 10 ... b3-c3, threatening the 
c5 soldier, White can play 11 c5/\a5. 

11 gS-fS eS-gS 
We were both very keen to keep each 
other's kings well contained. 

12 h1-h4 as-a7 
Probably intending ... a7/\a5, after 
which ... b3-c3 is a real threat. 
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13 b1-b2 

• • • 0 • • 0 0 • (} 0 • @ 0 

• 0 0 
0 

13 b3-c3 
Not 13 ... a7I\a5, when 14 b5-b4xb3 
a5-b5xc5 (l4 ... b7-b5xc5 15 b4-a4xa5) 
15 a6-b6xb5 wins a soldier since 
15 ... d5-b5xb6 lets the WK through. 

14 c5 A a5 a7-aB 
To prevent a61\a8. 

15 b2-h2 
16 
17 

• 
0 
0 
• 
0 

Ke4 
Kg4 

• 
• • 

(} 

0 

c6-c4 
d5-d6 

• 
• 0 • @ 0 
0 

0 

17 gB-g5 
At a glance, 17 ... c4-f4xf5 looks better, 
but after 18 Kg7 f6-fl 19 MI\h6 
(threatening h2-h4xh5) it's hard to see 
White losing. If 19 ... h5-g5, then 
20.h2-h5 is strong. We both avoided 
chances to gain small apparent 
advantages if the upshot would be 
very open positions - in which case 
we both feared a draw as an inevitable 
result. 

1B 
19 

£5-£4 
£4-d4 

b7-e7 

Containing the BK for now. 
19 c4-c6 
20 b5-d5 aB-bB 
21 e3-e4 bB-b1 
22 a6-aB b1-h1 
23 h2-h3 h1-g1 
24 Kg2 c3-c2 

We have both attempted to construct 
the equivalent of a mating net, while 
paying the ITIllllmum necessary 
attention to our own king-security. 
More cautious play would probably 
lead to very long games. 

0 

• • • • 0 0 (} • • 0 0 0 
0 0 

• @ 

• 
25 aB-eB £6-£7 

I was prepared for 25 ... c2-£2, when 
26 f3-f4 gives White better chances. 

26 £3-£5 Ke6 
27 eB-hB Kh6 
2B e4-e5 c6-c3 
29 as-aB 

Both King hunts continue! 
29 c2-£2 
30 hB-h7 e7-eB 

Allowing 31 a8-g8 would be too 
dangerous. 30 ... d6-d8 also looks 
dangerous after 31 d41\d6! 

0 • • 0 

• (} 

0 0 0 • • 0 0 • 0 

• @ 

• 
At this point we both agreed that 
Martin had allowed his King position 
to become a bit more compromised 
than mine. Although we were playing 
bye-mail, we were playing very fast 
by now in order to finish on time. 
If there is a win here I couldn't 
see it. Perhaps 31 a8-d8 (intending 
d8-f8, and then to answer 
... g5-g8xf8? with Kg6 winning) was a 
candidate. 

31 
32 

d4-g4?! c3-g3xg4 
d5-d3 

I decided against 32 M-g4 since after 
32 ... Kg6 (not 32 ... h5-M 33 f5l\h5xh4) 
33 f5-f3xg3 fl-f4xf3 34 e5-e4xf4 
d6I\d4!! leaves Black better. 

32 g3-£3 
33 Kg4 

and a draw was agreed. Neither of us 
felt we had a better option than 
33 ... £2l\f4 34 Kg2 f41\£2, repeating, 
though after 34 ... fl-f6xf5 35 Kc2 
f4-c4 36 e5-e6 Kg6 37 h7-h6xh5, 
chances are even. 
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An interesting rather than a dull draw!' 
Although it's far too early to guess 
how typical a game this might have 
been, it was enjoyable enough to 
indicate that more research might be 
worthwhile. 

Latrunculi chess - a bridge to Tafl? 

Researchers into the origin of 
Latrunculi have suggested that Tafl 
emerged in a Latrunculi playing 
community. 

Other than Firdawsi's Nard, as 
presented in the Shanama, there is no 
evidence that Latrunculi (or a 
modified version thereof) was played 
in 11 th-century Persia. There is, 
however, evidence that games related 
to Latrunculi were played in medieval 
Celtic and Scandinavian countries. 
When these games come into view 
[Ficheall in Ireland; Tawlbwrdd in 
Wales; Hnefatafl in Norway; Tablut in 
Lapland] it seems that the transition to 
Tafl (with the possible exception of 
Ficheall) has already taken place . 
Assuming that Tafl did evolve from 
Latrunculi, we can reasonably assume 
(even though there is insufficient 
evidence left to demonstrate it) 
that Latrunculi or Latrunculi related 
games subsisted in these playing 
communities, right through the dark 
ages and up to the transition to Tafl. 
However, the likelihood of this would 
depend, to some extent, on the nature 
of Latrunculi itself. 

There are several alternatives. The 
basic mechanics of play and the 
problems this gives rise to, suggests 
that Latrunculi was a trivial game. If, 
however, it was a game of greater 
depth and inherent interest there are, it 
seems to me, three main options. The 
complete set of rules (now lost) may 
have successfully transformed the 
game, although I suggest this is 
unlikely, since, in this case, one would 
expect some scrap of evidence (either 
literary or within games, such as 
Seega, descended from Latrunculi) to 
have been picked up. Alternatively 
there may have been a "fix of 
honour", such as an unwritten rule 
against passively building a barrier 
instead of playing to win. This seems 
plausible (especially as the game's 
high regard was due, in part, to its 
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being a simulation of battle) and could 
have worked well if the objective was 
to capture most (eg all but four) of the 
opponent's men rather than all of 
them. 

Finally, there may have been a 
number of solutions, some perhaps 
working better that others, to the 
problems thrown up by the basic rule 
set of Latrunculi. In this case, 
Latrunculi would have been a 
"package" of games, played like this 
here, like that there, different 
communities or individuals having 
wider or narrower repertoires. Within 
such a package of games, there may 
have been those, which include, as 
Firdawsi's Nard seems to have done, 
the use invulnerable pieces, known as 
kings. If so, I suggest that such games 
may have been a bridge to Tafl, and 
could well have evolved through 
interim forms, which, like my King 
hunting Firdawsi's Nard, were true 
Chess Variants. 

Such a game or games could have 
been of considerable interest and 
challenge, although perhaps only until 
a certain level of skill were reached, 
after which drawn games may have 
been the norm. Tafl may well have 
been attractive in such a playing
community, not because of it's 
novelty, but because it solved the 
problem of excessive draws in its 
parent game. 

After devising and testing this 
game, I revisited Ulrich Schaedler's 
own reconstruction of Latrunculi, 
published in 2001, which allows the 
dux jump to all men. This would 
seem to be a key component needed 
in a totally successful "Modern 
Latrunculi". Unfortunately his version 
is still subject to blocked positions 
which can easily mar the flow and 
enjoyment of games. So, although 
Schaedler's version points the way 
ahead, it would seem that designing an 
enjoyable Chess Variant which uses 
the basics of Latrunculi, but adds 
kings, is probably an easier task than 
"reconstructing" Latrunculi itself. 

Quite apart from the historical 
aspects, which I am not competent to 
judge, I find this a most interesting 
glimpse into the mind of a game 
designer. Thank you, Andrew. - JDB 

QUATJRIPAWNS 
One of Martin Gardner's books 
includes a chapter based on a game 
called Hexapawn, in which two lines 
of pawns face each other on a 3 x 3 
board and the object is either to force 
a pawn to his back row or to leave him 
without a move. This game is of 
course very easily analysed, and the 
object of the chapter was not to talk 
about it as such but to use it as a 
vehicle for an elementary discussion 
on artificial intelligence (a robot was 
postulated, which selected from the 
available moves at random and 
adjusted the probabilities with which 
it chose each move in the light of 
experience). But the idea can be 
generalized, and David Pritchard had 
or knew of a book Brain Muscle 
Builders by Marco Meirovitz and Paul 
Jacobs which described 4 x 4 and 
5 x 5 versions. I haven't seen this, but 
many years ago I looked briefly at the 
four-row game on a board of arbitrary 
width and found it not without 
interest. It is not claimed that anything 
which follows is new. 

The rules are as above. Board n x 4 
with pawns along each player's back 
row; normal pawn moves, with no 
pawn-two; the object is either to reach 
his back row, or to leave him without 
a move by capturing or blocking all 
his men. 

:t :t;r~ ;r~ r ~~ ~!0 

~ 
~h"" ~ .. «h"!';'~ 

~~ ~~ :r. ~ ~, 
'jf~ 

~f~~ j1P~~ ~~ ,~ ~~ ~~ft ~ft ~ft ~ .. .,~ 

The 1 x 4 game (outer left) is a 
trivial win for the second player. 
The 2 x 4 game (inner left) is likewise 
won for the second player (Black can 
answer 1 a2 by L.a3, see inner right, 
and force White to sacrifice both his 
men), but what if he plays l...b3 
instead (outer right)? This loses. 
White exchanges, 2 axb3 axb3, and 
then plays 3 b2; by exchanging, he 
comes down to a single-file position 
in which he has the advantage. 

This illustrates an important general 
rule. The game has a property, which 
we shall call "the potential last word", 
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which corresponds to "the move" at' 
checkers, and as at checkers it is 
transferred to the opponent by a 
simple exchange. If, when all the 
pawns are facing each other in pairs, 
the total number of empty squares 
between them is odd, we say that the 
player to move has "the potential last 
word", and if he can avoid further 
captures he will win by blocking his 
opponent; if the total number of 
squares between the pawns is even, 
his opponent has the potential last 
word. The total number of squares 
between the pawns at the start being 
even, Black starts with the potential 
last word, so White will try to 
generate an odd number of exchanges, 
whereas Black will try to avoid all 
exchanges or to generate an even 
number. This general strategy applies 
however wide the board may be. 

The 3 x 4 game is clearly lost for 
White if he advances his centre pawn 
(1 b2 is met by 1oo.b3, left), so let us 
suppose that he moves a side pawn, 
1 a2. Black has three replies. 

If L.a3, White continues 2 b2 
(centre) threatening to exchange and 
gain the potential last word, and what 
is Black to do? 2.ooaxb2 allows 
3 cxb2, and White will play 4 a3 and 
score at a4 (Black can play to reach 
cl, but it is the first move to the far 
row that wins). 2.oob3 loses at once, 
and 2oo.c3 allows White his exchange. 

If L.b3 (right), White can ex
change at once, 2 axb3, and 3 b2 will 
win whichever way Black recaptures. 

Two down, one to go. However, for 
Black it is third time lucky, because 
1oo.c3 gives him a win. 2 c2 a3 is 
clearly hopeless (left). 2 b2, perhaps? 
No, Black avoids the exchange by 
playing 2. ooc2 ( centre), and he can 
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meet 3 a3 by 3 ... b3 and 3 b3 by 
3 ... a3. This leaves 2 a3 intending 
2 ... bxa3 3 c2 (right), but it doesn't 
work because Black can give the man 
back by 3 ... a2 and win after 4 bxa2 a3 
(this time the exchange of pawn for 
pawn has not transferred the potential 
last word because the capture and 
recapture squares were on different 
rows). Black can also win by 2 ... b3, 
declining the gambit. 

So the 3 x 4 game is another win for 
Black. 

At 4 x 4, we have a change. The 
advance of a centre pawn still loses; 
1 b2 can be met by 1 ... b3, after which 
2 a2 loses at once, 2 d2 d3 loses 
almost as quickly, and 2 c2 can be met 
either by 2 ... c3 (left), when White will 
soon have to concede (3 bxc3 dxc3 
4 cxb3 axb3 etc), or by Noam Elkies's 
quicker 2 ... bxc2 3 dxc2 d3 scoring at 
dl (right). However, the side pawn 
advance 1 a2 is another matter. Black 
has four replies, but none of them is 
good. 

As on a 3 x 4 board, 1.. .a3 can be 
met by 2 b2 (see left). 

l...b3 allows 2 axb3 (see right), 
after which 2 ... cxb3 is met by 3 b2 
winning easily and 2 ... axb3 is met by 
2 d2 transposing into the second
player win on the bcd files. Once 
again, we notice how a simple 
exchange has transferred the potential 
last word. 

1...c3 can be met by 2 b2 (see left) 
again threatening an exchange gaining 

the potential last word, and once more 
Black has no good reply. If he tries 
2 ... d3, not only does the threatened 
exchange 3 bxc3 win but White has 
the attractive alternative 3 a3 
attacking b4 and forcing a pawn 
through to the back row (see right), 
since either 3 ... bxa3 or 3 ... b3 will 
allow 4 bxc3. This little tactical trick, 
which gives a win by force 
irrespective of who has the potential 
last word, seems to arise quite often. 

Finally, l...d3 can be met by 2 b3, 
after which Black will have to allow 
an exchange gaining the potential last 
word. 

I think the 5 x 4 game is a win for 
Black (1 a2 can be met by l...e3, 1 b2 
by 1...d3, 1 e2 by 1...e3), but instead 
of a full analysis let me present a 
couple of tactical tricks which turned 
up in the course of it and may help in 
the analysis of wider boards. 

I a2 e3 2 b2 d3 3 e2 (see left). 
White wants to force an exchange 
gaining the potential last word, and he 
seems to have done so; he threatens 
4 b3 attacking the pawn on c4 and 
winning by force (it is the same trick 
as we saw in the last 4 x 4 diagram), 
if Black plays 3 ... d2 he will reply 
4 cxd2 exd2 5 e3 and score at e4, and 
if Black tries 3 ... b3 he will reply 4 a3 
and Black will be faced with the same 
dilemma. But Black can concede the 
potential last word straight away by 
3 ... dxe2 4 dxe2 and then play 4 ... a3 
to get it back (see right), and what 
can White do? 4 bxa3 gives the 
unwanted second exchange, 4 b3 cxb3 
5 axb3 allows Black to score at aI, 
and 4 c2 loses at once. 

a2 b3? (Black hopes for the 
exchange 2 axb3 axb3, when he will 
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have a winning game on the bcde' 
files) 2 a3! c3 3 b2 (see left) e3 
(3 ... cxb3 will transfer the potential last 
word to White with an easy win, so 
Black temporizes) 4 e2 (so does 
White) c2 (no choice now, see right) 
5 dxc2 bxc2 6 b3 and scores at a4. 

And we may note that on a wide 
board, if White starts by advancing on 
one wing Black must make at least 
one early countering move on that 
wing. Consider a 10 x 4 board, and 
suppose that Black allows White to 
play 1 a3, 2 b3, 3 c3, 4 d3 while he 
noodles around elsewhere : 

White can now win by the standard 
breakthrough 5 b3 (5 ... axb3 6 c3 dxc3 
7 dxc3 bxc3 8 a3, or 5 ... cxb3 6 a3). 

The game needs a name if only for the 
index, so let us call it Quadripawns. 
I haven't investigated it further, and 
do not know whether the White win 
on a 4 x 4 board is an aberrant feature 
or one that will recur. Perhaps some 
of our mathematical readers may care 
to have a go. In his book, Martin 
Gardner cites a paper "Extendapawn -
an inductive analysis" by John R. 
Brown in Mathematics Magazine, 
Volume 38 (November 1965), pages 
286-99, which was apparently inspired 
by the original description of 
Hexapawn in one of his Scientific 
American columns. This paper 
presents a complete analysis of the 
n x 3 game with the same rules, and 
shows that best play for both sides 
leads to a win for White if and only if 
n leaves a remainder of 1,4,5,7, or 8 
on division by 10. It is tempting to 
conjecture that the best-play result in 
the four-row game might also be given 
by a simple periodic discriminant of 
this kind, perhaps with a few 
exceptional results for small values of 
n, but the game with only three rows 
has some simplifying properties which 
appear not to exist once we have 
four rows or more, and I shall be 
surprised if the analysis proves to be 
at all easy. 
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COMPLEMENTARY FIVE-lEAPER 
(AND OTHER) TOURS WITH 

ROTATIONAL SYMMETRY 
The move of the Five-leaper, a composite 5,0 and 4,3 
leaper, takes it a distance of five units in any direction, and 
on an 8x8 board it has precisely four possible moves 
wherever it may be. In VC 62, I recounted Tom Marlow's 
discovery of the first pair of complementary five-leap er 
tours, one tour using the two moves from each square that 
the other tour didn't, and suggested that powerful modem 
computers would be able to find many more. No reader 
having taken up the challenge, I have had a go myself 

Tom's procedure was to look for tours which were 
"rotationally anti-symmetric" in the sense that whenever a 
move was in the tour, the diametrically opposite move and 
its reverse were not. A complementary tour could then be 
obtained by rotating the original tour through 180 degrees. 
My original plan was to try and obtain all possible tours of 
this kind, and then to examine them and see if any had 
some additional property of interest. However, it soon 
became clear that while such tours existed in abundance, 
the property of "rotational anti-symmetry" seemed likely to 
exclude any other property of great interest, and that it 
might be more interesting to look for rotationally 
symmetric tours in which a 90-degree turn gave the 
complementary pattern (in other words, rotating the tour 
through 90 degrees gave a complementary tour, rotating it 
through 180 degrees gave the first tour again). 

At this point, I ask experienced readers to bear with me 
while I spell out a few results on symmetric tours which 
are so fundamental that they tend to be taken for granted. 
No closed tour on a square board larger than 2x2 can be 
symmetric about a diagonal (any two points at which it 
meets this diagonal must be half way round from each 
other, so there can only be two of them). Ifa closed tour on 
a square board of even side is laterally symmetric and 
each move brings the touring man to a square of different 
colour, the tour must include two and only two moves 
which are perpendicular to the axis of symmetry and 
bisected by it, and again these must be halfway round from 
each other (so a tour by a five-Ieaper may be laterally 
symmetric, but such a tour cannot be part of a 
complementary pair because the complementary tour will 
have to include the six remaining moves perpendicular to 
the axis of symmetry and bisected by it, and since it will 
itself be laterally symmetric it cannot do this). If the board 
side is a multiple of four and each move brings the touring 
man to a square of different colour, a tour with four-fold 
rotational symmetry is not possible, though a tour with 
two-fold rotational symmetry may be. 

lt follows that while five-Ieaper tours with both two-fold 
rotational symmetry and lateral symmetry may (and do) 
exist, tours forming part of a complementary pair cannot 
have more than two-fold rotational symmetry. 

The first step was to find all the rotationally symmetric 
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five-leap er tours. There turned out to be 125,217 of these,' 
373 also being laterally symmetric. (These figures should 
be regarded as provisional until they have been confirmed 
by an independent worker, since if a programming error 
caused me to miss a batch there will have been nothing to 
tell me, but the calculation took less than twenty minutes 
on a machine now ten years old, using a program written 
for simplicity rather than speed, and so is easily repeated.) 
The very first tour found by the computer proved to be part 
of a complementary pair, and there were 224 tours where 
the complementary tour could be obtained by a 90-degree 
rotation of the original tour. Among the more striking was 

I 4 7 50 45 64 3 6 
48 9 30 53 20 47 10 29 
27 56 23 60 17 26 57 22 
44 63 40 37 34 43 14 51 
19 46 11 2 5 8 31 12 

54 25 58 49 28 55 24 59 

61 42 15 52 21 62 41 16 

38 35 32 13 18 39 36 33 

with its opening Vs and its total of 20 horizontal moves. 
If we rotate this through 90 degrees we get 

6 29 22 51 12 59 16 33 
3 10 57 14 31 2441 36 

64 47 26 43 8 55 62 39 
45 20 17 34 5 28 21 18 

50 53 60 37 2 49 52 13 
7 30 23 40 11 58 15 32 

4 9 56 63 46 25 42 35 
48 2744 19 54 61 38 

and this does indeed use the moves that the tour as given 
does not. The matter is illustrated in graphical form below, 
full lines showing the moves used in the tour as first given 
and dashed lines those used in the rotation: 

~ ~ ~ /~ ~' 7: 7: 7: : .. ~ : .... : .... , , : "'\ " : " : / : 

~ ~ ~ /l" -71" 7: 7: 7: : \ : .... " " : .' : " : , , , 
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The property of having exactly four moves from every second to start from square 2, we get 
square of a board is not confined to the five-Ieaper. If we 
consider a composite of the knight and the 3,0 leaper 12 1 8 13 16 5 12 1 

we see that it has exactly four moves on a 4x4 board 
whichever square it is on. On this board, does it yield 
complementary pairs of rotationally symmetric tours? 

Indeed it does, and in a sense even more elegantly than a 
five-Ieaper does on an 8x8 board. It will be recalled that no 
pair of laterally symmetric tours on an 8x8 board can be 
complementary, because such a tour uses only two of the 
eight moves which are laterally bisected by the axis of 
synunetry. On a 4x4 board, this is no longer a problem, 
because there are only four such moves and the tours can 
use two each. There are in fact fourteen rotationally 
synunetric tours, four being also laterally symmetric, and 
each of these laterally symmetric tours also has the 
property that if we rotate it through 90 degrees, we get a 
tour complementary to the original. Two of these tours are 

6132 
12 3 16 7 

15 8 11 4 
10 5 14 9 

6132 
4 11 8 15 

7 16 3 12 
10 5 14 9 

and if we put each and its 90-degree rotation in graphical 
form we have the patterns below: 

--::;:;0:: '. , . 
-:E-' ,< >, --> 

'. " '. " '. " 
<_. \( -)/ --?;> 
:. ,~~. ,: 11 \ I \ I ,I 

~ \' \' ~ 

~ 1'::' .?~ --=-=.t: 

(-- ;(. ~ --'?; 
k__ \{/ ..:v __ ~ 

...... ...... <1'<1'<1' ,,,," 

L ~: .. -::,v ~ 

The other two are obtained by interchanging the corners of 
these, 1 with 9 and 2 with 10. 

There is more. In VC 57, we looked at a magic knight's 
tour discovered by C. F. Jaenisch in 1859, which, as well 
as being rotationally symmetric and having each row and 
column summing to 260, had the property that the long 
odd diagonal and each of the three parallel broken odd 
diagonals summed to 256, and the long even diagonal and 
each parallel broken even diagonal to 264. Here, if we 
renumber the first tour to start from square 6 and the 

7 14 11 2 

10 3 6 15 
5 16 9 4 

3 10 7 14 
6 15 2 11 

9 4138 

which are reflections of two of the magic composite-Ieaper 
tours noted by George Jelliss on page 119 of Chessics 26. 
In these two tours, not only does each row and column sum 
to 34, but all the odd diagonals, the long diagonal and each 
of the broken odd diagonals in both directions, sum to 32, 
and all the even diagonals sum to 36. 

I therefore wondered whether it might be possible to find 
a magic five-Ieaper tour with similar properties, but alas it 
proved otherwise. In 1990, Tom Marlow reported finding 
58 magic five-Ieaper tours, 42 being closed and 34 being 
rotationally symmetric (see George Jelliss's "Knight's 
Tour Notes" web site). My analysis of rotationally 
symmetric tours confirmed his 34 tours, and verified that 
there were no others. It did note that the tours 

and 

13 48 19 40 57 14 49 20 
54 1 42 27 6 55 32 43 

3 60 29 34 63 4 37 30 
58 9 50 21 12 47 24 39 

7 56 15 44 53 18 41 26 
62 5 36 31 2 61 28 35 
11 6423 38 59 10 33 22 
52 174625 8 51 1645 

54 7 42 3 30 55 26 43 
5 48 1 52 45 32 49 28 
12 57 24 61 36 9 40 21 
19 34 15 38 59 18 63 14 
46 31 5027 6 47 2 51 

53 8 41 4 29 56 25 44 

60 17 64 13 20 33 16 37 
11 58 23 62 35 10 39 22 

had long odd and even diagonals summing to 256 and 264 
respectively, but this is the best that we can do. 

As far as rotationally symmetric tours are concerned, 
therefore, Tom's method of search in 1990 (to set up two 
facing 32-step paths, so ensuring that the columns summed 
to 260, and then to juggle things so that the rows also 
summed) found all the magic five-leap er tours that exist. 

There are of course other leapers which have exactly four 
moves from any square of a board. The two examples 
considered here are part of the general family consisting of 
composite x,O and x-l,x-2 leapers on boards of side 2x-2, 
and George Jelliss has drawn my attention to the "toral" 
leapers typified by 1,017,0 on an 8x8. I leave the search for 
complementary tours using these leapers to others. 
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/SOLATE1J PAWNS 
Cambodian Chess (VC 55 pages 4-5, VC 60 page 104). 
Kuromiya Kimihiko, a Japanese games researcher, has sent 
Peter Michaelsen some information concerning the 
Cambodian chess variant described in detail in VC 55. 

He asked some questions of Okano Shin, author of 
Chess Games of the World and The Traditional Chess 
Variants of the East Asia. Okano Shin told him that the 
co-author of the first book, Umebayashi Isao, once visited 
Cambodia, and bought a book on Cambodian Chess there. 
He was not able to get much information from people, 
because in those days Cambodia was politically unstable, 
and people were more interested in staying alive than in 
playing chess. After coming back to Japan he tried to read 
the book with the help of dictionaries, and managed to 
figure out how to play the game. He published the rules in 
the first edition of his Sekai-no Shogi (1997). 

Kuromiya Kimihiko also explained why the piece names 
differ in various descriptions of Cambodian Chess: "This is 
partly because Umebayashi doesn't know Cambodian very 
well, though he did his best, consulting many dictionaries 
and books. And partly because it is impossible in the first 
place to represent Cambodian pronunciation exactly with 
Latin letters: you cannot avoid making some slight 
differences. Talking about 'Shattrong' or 'Chatrong', the 
correct pronunciation is neither of them, but their inter
mediate, and Umebayashi decided to adopt the former." 

Peter is sure that many chess variant researchers might 
want to know more about this very rare Cambodian book. 
He tried to get in contact with Umebayashi Isao, but 
received no reply. Until more information appears, it is 
almost impossible to say anything about the game's origin. 
Is it an old, traditional variant, which was at some time 
replaced by 'Ouk Chatrang' in most parts of Cambodia, or 
is it a newer game, which has borrowed some features from 
Burmese and Chinese Chess? Okano Shin seems to think 
that in Cambodia Chinese Chess was played in earlier 
times. Then people came to know Thai and Burmese 
Chess, and invented this special Cambodian game. 
However, games researchers like Thierry Depaulis and 
lean-Louis Cazaux do not agree. They believe that 
Mak-ruk first developed in the Khmer area. Later, the 
Thai invaded and conquered most of the Khmer kingdom, 
and were durably influenced by Khmer civilization in their 
turn. Chinese Chess had spread to northern Vietnam in the 
Middle Ages, where it became popular as 'Co Tuong', 
but we do not know if it reached the Khmer kingdom. 
Let us hope that future research will throw more light upon 
these historical questions, and on this mysterious game 
which looks like a hybrid between Chinese-Vietnamese 
and Thai-Burmese-Laotian-Cambodian Chess. 

(The matter will have to be pursued other than in the 
pages of VC, but it would be interesting even to know the 
date of the book bought by Umebayashi Isao. Was it 
perhaps the source of the information given to P. A. Hill in 
1969, or do it and the information given to Hill represent 
different strands of the same tradition?) 
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Gala (ECV 2 pages 245-6). Peter Michaelsen tells me that' 
the earliest known description of this game is in Brettspiele 
by Arbeiter and Ruhnke, Potsdam 1937. Attempts to find 
earlier references have been unsuccessful, and he fears it 
may be a 1930s invention presented for some reason as a 
traditional folk game (a practice sadly not unknown). He 
tells me that Jean-Louis Cazaux will be discussing both this 
game and Cambodian Chess in a forthcoming book. 

Nam Dinh Chess. Mats Winther tells me that those 
interested can download his Zillions implementation 

<http://hem.passagen.se/melki9INamDinhChess.zip> 
and experiment for themselves. Given that the endgame 
stage makes excellent sense as shown in VC 62, it would be 
a great pity if the earlier stages could not be persuaded to 
make sense also. 

Jacques Maes and Jed Stone have been trying a version of 
Infinite Plane Chess (ECV 2 page 220), where the normal 
board is extended in all directions and supplemented by 
four squares "at infinity" in the N-S, NE-SW, E-W, and 
NW-SE directions. A piece "at infinity" can come back 
from either direction along any empty line, but a bishop 
going to infinity remains "light" or "dark". 

Sadly, they found the game of little interest, and gave up 
after half a dozen moves. To quote from Jed's summary: 
"Chess is a forward facing game. The Infinite set up allows 
for an attack on the rear where there are no defences. You 
are, in effect, fighting a battle on two fronts. Without 
adding a set of pawns in the Infinite plane or rearranging 
the initial set up and therefore, creating a totally new game, 
there is no way to develop an effective defence and an 
attack. Neither of us had any wish to move in that 
direction. The Infinite squares on their own present a threat 
to the rear but are, until the opposing long-range pieces are 
removed, of little practical value. [ ... ] Our conclusion was 
that Infinite Chess is impractical as a game." 

This surprised me, since Boyer had described the game 
as "Ce jeu de plus haut interet", and I immediately looked 
at Boyer's two example games. Oh dear. In the first, White 
threw a knight at move 7. In the second, White played his 
queen to cO, Black made a nondescript reply, and White 
moved a rook to the E-W infinity square. A mass exchange 
of rooks left White's queen on this square, and a move by 
Black's Ng8 left his Bf8 pinned. White now moved his 
dark bishop to infinity as well, and mated at move 12. 

Infinite Plane Chess was invented for use in problems, 
and Boyer's examples in game form appear to have hinged 
on elementary blunders. Jacques and Jed were playing by 
correspondence, and I see no reason to challenge their 
assessment that when competently played as a game it has 
nothing to offer. 

Polgar Superstar Chess (see also page 193). In VC 62 
(page 124) I wondered whether Black might not be able 
to kill the game from the outset by playing his pawns to 
c9-d 1 0-e9-f1 0-g9 and stonewalling. Arpfld Rusz thinks this 
a very risky strategy and has sent me a game where White 
successfully overcomes it, but more analysis is needed. 
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Vladimir Pribylinec has been revIsmg the rules of his 
Passion Chess (see VC 63 page 162), and I have gained 
the impression that he has yet decided on their final form. 
However, he tells me that he will be copying the latest 
version of the associated program from his home page to 
the Brothersoft site 

<www.brothersoft.com> 
in due course. This site also offers some other games 
developed by him. 

Hostage Chess (see also pages 206-7). John Leslie has 
written a book on the game (I have seen a copy of the 
manuscript) and hopes it will be in print before the end of 
the year. Its publication will be announced on the web site 
<www.hostagechess.com>. 

Did the gaming term Alea always imply the use of dice? 
Just before VC 64 was due to go to press, Andrew Perkis's 
friend Roly Cobbett sent me an article challenging my 
statement in VC 63 (page 162, top of second column) that 
"alea" always implied the use of dice. There is not enough 
space left to print his article in full, but his arguments strike 
me as cogent and I will do my best to summarize. 

On page 409 of his 1913 A History of Chess, Murray 
does indeed state that the Latin word Alea, a term including 
both dice games and board games played with the 
assistance of dice (such as backgammon), always implies 
the use of dice. However, he is here discussing a 1061 
letter from Cardinal Damiani to Pope Alexander in which 
chess is included amongst Alea games, games which were 
forbidden to the clergy, and so he suggests that Chess at 
this time must sometimes have been played with the help of 
dice. He cites several examples in support of this, including 
one from King Alfonso' s Book of Games of 1283. 

However, the game discussed in VC 63 is specifically 
Alea Evangelii, and in 1913 Murray was probably unaware 
of this game [it is certainly absent from his index]. It is 
known from a manuscript written in the 11 th century 
about events from the reign of Athelstan early in the 
10th century, and was to appear in print in 1923 in a book 
The Times of St. Dunstan by J. Armitage Robinson. 

Murray realised, as did others, that this game was a part 
of the Hnefatafl family, in which one army besieges 
another and tries to capture its King. Had he known about 
it in 1913, maybe he would not have been so categorical in 
saying that dicing was always used where the term Alea is 
found, as none of the Hnefatafl games require the use of 
dice. Nowhere in his 1952 A History of Board Games 
other than Chess does he state or imply that dice were used 
in this game, or in any of the other Hnefatafl-type games. 
On pages 63-4 he outlines two surviving sets of rules for 
the games, one by Robert ap Ifan (1587), who gives the 
rules for the Welsh game Tawlbwrdd in a Peniarth 
manuscript, and another by Carl Linnaeus (1732), who saw 
another Hnefatafl-type game Tablut being played in 
Lapland and wrote the rules down. Neither of them ever 
mentions dice as being used, and the consensus seems to be 
that Hnefatafl games were games entirely of skill (I. Payne, 
Antiquaries Journal, vol 86, 2006, p. 336). 
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So how did this change in the meaning of Alea come' 
about? In Roman times Alea seems to have meant either 
dice or the game of Alea, ancestor of backgammon, that 
used dice. But post-Roman use of the word is more 
complicated, and Murray (1952) discusses the matter on 
pages 56-7. Ancient glossaries, or old dictionaries, translate 
Alea as zabel (Old High German 10th century glossaries), 
teblas (Epinal Glossary, pre-800), teftl (Erfurt Glossary, 
pre-800), and taefel (Aelfric's Vocabulary, circa 1000). 

So Alea, then, seems to mean Tajl, which was a word 
adopted by the Germanic peoples from the Latin word 
Tabula. It seems to have been used especially for the 
Hnefa-tafl games, but often refers generally to the gaming 
board and to games played on it. Nevertheless, the 
Church's own meaning of A lea seems more akin to the old 
Roman meaning, as in Cardinal Damiani' s letter to the 
Pope, where Alea meant dicing and games involving dice, 
which were frowned upon and at times forbidden. 

So the two words Alea and Evangelii seem inherently 
to contradict each other: how could the gospels, the 
Evangelium or "Good News", be linked in any way to the 
term Alea, a word which then had been so closely linked 
with gambling and the roll of the dice? 

But in fact the Alea Evangelii board illustrated in the 
manuscript (simplified above) is not really being used as a 
game at all, but as a religious allegory, with the central and 
corner positions and the 72 men on it representing the 
Trinity, the four Evangelists, and the Gospels (Robinson, 
1923). This was by no means unusual at the time. 

This has been only a summary, and Roly includes many 
references. Let me finish by quoting his conclusion in full. 

"While the word Alea continued to be connected to the 
use of dice and to have lingering connotations of gambling 
and ill repute well into the Middle Ages, especially as far 
as the Church was concerned, it seems to have also simply 
meant a game or game-board; and so, in the case of Alea 
Evangelii, the Game of the Gospel, both because it was 
based on a Hnefatajl-type game, and also because it is here 
being used as a religious allegory, it seems most unlikely 
that dice were used." 

This makes excellent sense to me. Thank you, Roly. 
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PROOF GAMES 
by Peter Fayers 

Since the news that Variant Chess is 
to cease publication, I have had many 
e-mails of thanks and support from 
the retro community, particularly from 
Bemd Grafrath, who dedicated this 
original problem to me for my work in 
the field of Variant Proof Games over 
the years. This one is extremely 
difficult; it took Bemd's computer 
nearly a week to solve, and my mere 
protoplasmic brain nearer a fortnight. 

101 - Bemd Grafrath, Original 
Dedicated to PMF 

After White's 11 th, Losing Chess 

Bemd has also sent two much easier 
ones, below. In Single Combat, a 
player must move the same piece he 
moved last time if he is legally able to 
do so. 

102 - Bemd Grafrath, Original 

After White's 9th, Single Combat 

In Norsk Sjakk (Norwegian Chess), 
pieces may only take pieces of their 
own kind (ie BxP is illegal). Further, 
each time a Rook moves it morphs 
into a Bishop and vice-versa, and 

similarly Knights and Queens. Thus 
an opening move 1 Nc3 by White 
would leave a Queen, not a Knight, on 
c3. 

103 - Bemd Grafrath, Original 

After White's 5th, Norsk Sjakk 

Researching Norwegian Chess in 
ECV, I found it is an extension of 
Blockade Chess, which just had the 
"only capture your own kind" rule. 
The Q<>S and R<>B swaps were 
added to this later. So Norwegian 
Chess is in fact a combination of two 
variants, one limiting captures 
(Blockade Chess) and one transmuting 
officers (which does not officially 
exist as a separate variant). What if 
they had been invented the other way 
round? 

Thinking further, I realised that this 
non-existent variant, where officers 
change identity every move but there 
is no restriction on captures, has a lot 
of potential in proof games. Here are 
some examples. In order to provide 
something to go in the next edition 
of ECV, I have called this variant 
NorskACA (ACA = All Captures 
Allowed). But it doesn't really exist, 
OK? 

104 - PMF, Original 

After Black's 3rd, NorskACA 
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105 - PMF, Original 

After Black's 4th, NorskACA 

106 - PMF, Original 

After White's 6th, NorskACA 

107 - JDB, Original 

After White's 6th, NorskACA 

108 - JDB, Original 

After Black's 6th, NorskACA 
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The next one is very difficult to solve; 
I think I've covered the tracks pretty 
well. So I will take the opportunity to 
get my own back - sorry, return the 
compliment - and thank Bemd for the 
support he's given this column 
recently. (And for giving me the idea 
of Norwegian Chess proof games in 
the first place.) We can't hold the 
solution over until the next issue, as 
there won't be one, so Bemd: you are 
on your honour not to look at the back 
pages until you've solved it! 

109 - PMF, Original 
Dedicated to Bemd Grafrath 

After Black's 7th, NorskACA 

In the last issue I commented how 
KnightMate proof games were very 
similar to Losing Chess ones, and to 
prove it here Andrew Buchanan has 
sent an example of a losing game that 
uses exactly the same mechanism - a 
King walkabout to get out of the way 
of a Knight - as my KnightMate 
game last time. With the added bonus 
of being an all-remaining-pieces-in
game-array-positions diagram, which 
I tried (but failed) to do with my 
problem. 

110 - Andrew Buchanan 
Original 

After White's 9th, Losing Chess 

In the same vein, I have just come 
across another variant that gives very 
similar proof games to a more familiar 
one. I had a preview of "Towards 
ECV 3", and Chameleon Chess (page 
181) caught my eye. These next two 
bear a marked similarity to some of 
the NorskACA ideas explored above: 

111 - PMF, Original 

After Black's 4th, Chameleon Chess 

112 - PMF, Original 

After White's 6th, Chameleon Chess 

And how could I resist Gutzwiller 
Bishops (page 184)? How did I miss 
this first time round? One glance 
should tell you the theme; solving 
should be straightforward from there. 

113 - PMF, Original 

After White's 5th, Gutzwiller Bishops 
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I am told we have lots of space to fill' 
this issue, so can tackle just about 
anything and everything. How about 
Transportation Chess (page 175)? 
After several attempts, I came to the 
golden rule of TC proof games - if the 
first two moves are made by Knights 
the problem is probably cooked. 
Consider the game that starts 1 Nc3 
(Bcl->X) Nf6 (Bf8->Y). This same 
position can be reached by 1 Nc3 
(Bcl->c6) Nf6 (Bc6-->X, Bf8->Y). 

Back at the drawing board, we 
managed to come up with a few 
problems we think are sound. 114 is 
an easy starter. All three Black moves 
are visible, as are two of White's, so 
you only have to find one more. And 
work out where Rh 1 got to ... 

114 - PMF, Original 

After Black's 3rd, 
Transportation Chess 

The other two are not so easy. 115 
carries on the theme of disappearing 
pieces, while 116 adds in the Houdini 
effect - how did wB escape from 
behind one chain to get imprisoned 
behind another? 

115 - PMF, Original 

After Black's 3rd, 
Transportation Chess 
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116 - JDB & PMF, Original 

After Black's 3rd, 
Transportation Chess 

I missed Seirawan Chess (pages 194-
9) when it appeared in VC 55. The 
longer one is first as I think it the 
easier. Men still in hand are not shown. 

117 - PMF, Original 

After White's 6th, Seirawan Chess 

118 - PMF & JDB, Original 

After White's 5th, Seirawan Chess 

Alain Brobecker (author of the Tic
Tac-Toe proof games, remember?) 
has sent a much shorter and easier 
version of Joost de Heer's Extinction 
Chess proof games I quoted in VC 62. 
In Extinction Proof Games, all checks 
(attacks on the last surviving member 
of any species) have to be parried. 

119 - Alain Brobecker, Original 

After Black's 5th, Extinction Chess 

This accomplishes the Schnoebelen 
theme (a pawn promotes, and the 
promoted piece is captured on the 
promotion square, with the identity 
of the piece being proved by the play 
and the stipulation) in apparently 
the minimum number of moves 
(a pawn takes 5 moves to promote, 
and the promoted piece is captured 
immediately). But more of this anon. 

And another original 120 from Alain 
Brobecker and his computer: In Paul 
Byway's Logical Progressive Chess 
(neither pawn-two nor castling 
permitted, see VC 18 page 179), find 
games ending (a) 4 Qxg4#, (b) 4 ?, ?, 
Ng6-f4#, (c) 4 ?, ?, Qh2xRg3#. 

That just about uses up my stock of 
Variant Proof Games. If you enjoy 
these "how did we get here?" type of 
problems, and want to delve more 
deeply into them, then a book I highly 
recommend is The Chess Mysteries 
of Sherlock Holmes by Rayrnond 
Smullyan. It deals mainly with 
orthodox chess, however there are a 
few Monochrome problems (but no 
other variants appear, alas). 

It presents all types of retro-analysis 
problems, dressed up as investigations 
by the great detective (and narrated, as 
in the Conan Doyle originals, by his 
pedantic and somewhat dense 
sidekick, Doctor Watson). To give a 
flavour of the book, consider the 
following problem: I shall try to write 
the style of narrative that would 
accompany it. (With apologies to 
Doctor Smullyan. If you ever read 
this, it is sincere flattery, I have 
recommended your book, and please 
don't sue me.) 
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121 - Alain Brobecker, phenix, 2008 ' 
Dedicated to Pascal Wassong 

Yesterday Holmes and I strolled down 
to the chess club, where we came 
across an abandoned board with the 
pieces in the following position: 

Holmes studied the board for a few 
minutes, and muttered "Hmmm. 
Interesting. Very interesting." 

"What's interesting?" I asked. 
"White plays King takes Pawn, there 
is no other legal move. Then Black 
has three pieces to none, and should 
win easily. It looks very dull to me." 

''No, Watson!" the great detective 
chided. "I'm not talking about the 
future of the game - that, indeed, is 
rather banal. I'm talking about the 
past! It is what has happened in this 
game that interests me!" 

I studied the board for a moment. 
"Well, they've swapped Queens," I 
remarked, helpfully. 

"Yes, Watson!" he replied. "Both 
Queens have indeed been captured. 
But where? - that is the interesting 
point. But no matter, we shall never 
know, as we don't know what game 
was being played." 

I was confused at this. "Well, chess, 
obviously," I stammered, but received 
a steely glint from Holmes' eyes. 

Just then the two players returned 
from the bar, and resumed their seats 
at the table. The White player did 
indeed play King takes Pawn. "Told 
you so," I thought, but decided not to 
say it out loud. 

"Gentlemen," Holmes asked the 
players, "May I enquire what chess 
variant you are playing?" 

"We're not playing any variant," 
replied one of them, "this is a normal 
game of chess, according to the rules 
in Mr Staunton's Handbook." 

This surprised Holmes. After a brief 
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pause he told them, "Then I am afraid 
one of you has made an illegal move! 
This position is impossible to arrive at 
in ordinary chess." 

The player was indignant. "I assure 
you, sir, that we have played 
according to the rules; every move has 
been perfectly legal!" 

Holmes was getting really confused 
now. "You mean there has been 
nothing unusual about this game 
whatsoever?" he enquired. 

"Only that, as much the stronger 
player, I gave odds of a piece." 

"Ah!", mused Holmes, "That 
explains it." 

"Which piece?" I blurted out. 
The player didn't reply im

mediately, but studied my companion 
for a moment, then said "Well, as you 
are Sherlock Holmes, the great Chess 
Detective, surely you should be able 
to deduce which piece?" 

"Well, Holmes?" I added. "Can 
you?" 

He turned and smiled at me. 
"Elementary, my dear Watson," he 
replied. 

Which, you have to admit, is slightly 
more interesting than the original 
stipulation: 

Handicap Game. Which piece was 
given as odds? 

In the first half of the book, Smullyan 
then carried on with Holmes 
explaining to Watson his deduction, 
but for the more difficult problems in 
the second half he gave the solutions 
in the usual manner. As this definitely 
falls into the "more difficult" class, 
I shall leave Holmes and Watson in 
the chess club, and explain it myself. 

First note that Black has made 6 
pawn captures. This accounts for all 
missing White men (remembering that 
one was given as odds). So the last 
move was Rel+, without capture. 
Take that back (to somewhere along 
the back rank) and what was White's 
move before that? Not with the King 
(coming off the back rank it would 
have been in check from the Rook, 
with no way the Rook could delivered 
it). It couldn't have been Pa2-a3, as 
then bBbl couldn't have got there (all 
8 black Pawns are still on the board). 
It couldn't have been Pb2xc3, or else 

the original wBc 1 could never have 
escaped to be taken by a Pawn. 

So was Bcl the handicap piece? 
No. (If it was that easy, Alain would 
never had published it, let alone 
dedicated it to one of France's top 
problem composers.) What about 
wPe3lbPt2 - how are we going to 
untie that, even after the white King 
has retreated out of the way? If Bcl 
was given as odds, we cannot retract 
Pe2-e3 until Bfl is at home. But 
before Bfl gets home Rhl has to get 
home, but before that it has to be 
uncaptured, so bPt2 has to have 
started retreating down the a7-t2 
diagonal. But before that, Pe3 has to 
retract to e2 ... 

We're in a loop, so we go back to 
find the flaw in our logic. It is in the 
phrase "with no way the Rook could 
have delivered it". No, not the Rook, 
but a Knight could have discovered 
check, with the last moves Rhl-e 1 + 
preceded by KdlxNe2 and Ngl-e2+. 
So, 3 half-moves ago the position was: 

The addition of this Knight is 
important, as it means that White's 
pawn captures were of a Knight and 
the Queen (Rh8 never escaped the NE 
corner). So before retracting Pb7xc6, 
we have to get the black Queen home, 
as well as the King and Bishop. See if 
you can take it from there. 

Our editor was intrigued by this 
problem, and sent his own creation. 
Whereas I managed to solve Alain's 
problem in an hour or so, John's 
completely flummoxed me. Eventually 
I had to peek at the solution. Hmm, 
I'm still flummoxed. It is definitely 
bending the rules a bit, but I suppose I 
have taken similar liberties myself in 
the past, so am obliged to publish it. 
But be warned: this problem should be 
subtitled "Yet Another Flight of Chess 
Fancy by John Beasley". 
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122 - JDB, Original 

Handicap Game. Which piece was 
given as odds? 

Well, if John is going to go out with 
something preposterous, so shall I. 
I refer back to Alain's Extinction 
Chess game, and ask is it the shortest 
game that shows a Schnoebelen? 
Not any more: the following problem 
is a new World Record in this field, 
which I guarantee will never be 
beaten! 

123 - PMF, Original 

After Black's 1st, Game score? 
Superpawns, Glasgow Chess 

White Must Check 

Superpawns - move any distance 
forward until blocked, capture over 
any distance diagonally forward. 
Glasgow Chess - Pawns promote on 
the 7th Rank. White Must Check if 
possible, else moves normally. 

On that note I leave you. Thanks for 
all the support over the years - I have 
enjoyed writing this column, and I 
hope you have enjoyed reading it. 

For more VPGs, and other 
retroanalysis problems of all types, 
visit the Retrograde Analysis Corner 
at <www.janko.atlRetros/index.htm>. 
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THE END Is NIGH! 
by Paul Byway 

Solutions to competition 39 

#255 8 Bg7 BxeS Nc6 Nxd4 Rg8 
RgI ReI Nf3 mate. 
#256 9 Ne2 Nf4 Ne6 a4 as a6 a7 
a8N Nac7 mate. 
#257 7 Kt2 g3 gxf4 fS Nc3 Bh6 
NdS mate. Most find instead 7 Kf3 
Bxf4 Bh6 Ne2 Nf4 Nc3 NdS. 
#258 8 Bc3 hS h4 h3 hxg2 Rh3 Rg3 
gxhlN mate. This caused great 
difficulty. FG and IR found an Italian 
mate instead: 8 Ke7 Ke6 KfS Kf4 Nh6 
Rd8 Rd1 Bd4+. 
#259 9 g4 gS g6 gxf7 f8Q b4 Nf3 
NgS QcS mate. The popular choice 
was 9 b4 bS b6 b7 b8Q Qb6 Kb3 Ne2 
Nc3. 
#260 8 Nxc6 NaS Ne7 Ng6 Rb8 
Rbl Nc4 Nf4 mate. 
#261 1 Rc8 Kd10 2 Cg9 Rf9 
3 Rc 1 0+ Kd9 4 Rc9+ Kd8 S Rxc4 
wins. 
#262 1 Ke1 Pd2 2 Rd7+ Ke10 
3 Rxd2 Pe2+ 4 Rxe2+ Pxe2+ S Kf1 
draws. 

The current scores: FG 197, IR 169, 
JB 101, RC 83, PW 3S, CL 24, 
RT 19. 

Competition 40 is alongside. In this 
the last issue I have chosen no 
solution shorter than series 9. The XQ 
positions are from 'Subtleties in 
Practical Endgames'. #270 is difficult, 
but as the solutions this time are on 
page 242 you have the chance to 
appreciate some deep play. 

My thanks to all correspondents for 
their interest and support over the 
years. I sign off with four recent 
studies in MCC from my notebooks. 

A White Kg4, Bi2, Black Kfl, Nf7, 
Pe3, White to play and draw. 
B White Ki6, FiS, Pj4, Black Kg6, 
PaS/fS/gS/lS, White to play and win. 
C White Kf3, Bd8, Cg3, Pb2, Black 
Ka2, B18, White to play and win. 
D White KcS, Bll, Pc2/e2, Black 
Kb8, NgS, Pc7/g4, White to play and 
draw. 

Diagrams opposite. - JDB 

#263 Minasso - Dulcich (198S) 

Black wins (series 10) 

#264 Stefanelli - Viola (1989) 

White wins (series 9) 

#265 Dipilato - Sciam (1979) 

White wins (series 9) 

#266 Prokopenko - Gadzinskij (1993) 

White wins (series 9) 
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#267 Zima - Sarale (1988) 

White wins (series 9) 

#268 Sarale - Rallo (1987) 

Black wins (series 10) 

#269 'Subtleties' P123 

H k 

h 
E 

Red to play and win 

#270 'Subtleties' P110 

p 

C h 
9 k 

9 
p 

1:1 
E E 

Red to play and win 

c 
~ 

c 



August 2010 Page 241 

MCC A : White to play and draw MCC C : White to play and win 

MCC B : White to play and win MCC D : White to play and draw 

SOLUTIONS 
Avalanche (page 22S). 

On the face of it, no. 14 ... BeS/d7 is 
illegal self-check. 14 ... Kd8/d7 which 
was the move actually played, allowed 
15 Qe7/c5 mate, the natural 
lS ... Kxe7/d8Q being illegal self-check 
(it is the owner of the pawn who 
decides to which piece it promotes), 
as is IS ... Kc7/d8Q. If 14 ... Kf8/d7 or 
14 ... Kf7/d7 then IS Qe7/cS is mate 
similarly, and if 14 ... Kd7/- then 
IS Qe7/d3 is another similar mate ... 

No, it isn't: IS ... Kxe7/d7! and the 
queen is safely taken. 

Had Black thought to play 14 ... Kd7, 
would White, in a five-minute game, 
have played the normally instinctive 
IS Qe7+ and thrown his queen away? 

Proof Games (pages 236-9). 
101 1 f4 dS 2 Kf2 Bg4 3 e3 Bxdl 
4 c3 e6 S h3 BcS 6 fS Bxe3 7 fxe6 
Bxd2 8 ext7 Bxc1 9 fxg8Q Bxb2 
10 QxdS Bxc3 11 Qxdl. 
102 1 a3! Nf6 2 a4 Ne4 3 as Nxd2 
4 a6 Ne4 S axb7 Nxf2 6 bxa8N Nxdl 
7 Nxc7+ Qxc7 8 Kxdl Qd8 9 Kel. 
103 1 Nf3Q Nc6Q 2 Qxc6N Nf6Q 
3 f3 Qd4N 4 Nxd4Q f6 S QgIN. 

104 1 Nh3Q Na6Q 2 Qe6N Qc6N 
3 Nxd8Q+ Nxd8Q. 
105 1 Nc3Q c6 2 Qxc6N e6 
3 Nxb8Q BcSR 4 NxcSQ Rxc8B. 
106 1 Nc3Q Na6Q 2 Qc6N Qxa2N 
3 Rxa2B Nf6Q 4 Bb3R Qxb2N 
S Rxb2B dxc6 6 BalR. 
107 1 b4 as 2 bxaS b6 3 axb6 Rxa2B 
4 bxbc7 Bb3R! S cxb8Q RxblB 
6 QxblN. 
108 1 h4 gS 2 hxgS Nh6Q 3 Rxh6B 
Bxh6R 4 g6 Rf8B S g7 Rf6B 6 g8R 
Bh8R. 
109 1 f4 Nh6Q 2 fS Qxh2N 3 f6 
Nf3Q 4 fxg7 Bxg7R S Rxh7 gRxh7B 
6 gxf3 BgSR 7 f4 Rf8B. 
110 1 e4 Nf6 2 Ke2 Nxe4 3 Kd3 
Nxf2 4 h4 Nxhl S hS Nf2 6 Qg4 
Nxg4 7 h6 Nxh6 8 Ke2 Ng8 9 Kel. 
111 1 c3! Na6R 2 Qb3 Rb8N 3 Qb6 
Rxb6N 4 c4 Na8R. 
112 1 h4 Nf6B 2 hS Bxb2N 3 h6 
Nxdl 4 hxg7 Nc3B S gxh8B BxalR 
6 BxalR. 
113 1 c3 Nf6 2 Bd3 Ne4 3 Bxa7 
Nxd2 4 e4 Nxfl S Bxfl. 
114 1 f4 as 2 Nf3 (Bfl-gS) a4 3 Bh6 
(Rhl-a6) Rxa6. 
115 1 e3 Nc6 (Bc8-a6) 2 Bxa6 
(Ral-b6, Nc6-b8) Nf6 (Rb6-al, 
Bf8-fl) 3 Bxfl NgS. 
116 1 Nf3 (Bfl-a6) b6 2 Bxc8 Nf6 

(Bf8-g1, Pb6-b7) 3 Nxgl Nxg8. 
117 1 e3 Nc6H 2 Ba6 Hxa6 3 Ne2 
NbS 4 0-0 Hxe2+ S Kel Hxdl 
6 Rxdl. 
118 1 Nf3E Nf6H 2 Eh3 Hh6 3 Exh6 
RgSE 4 Exg8 NxgS S Ngl. 
119 1 f4 e6 2 fS BcS 3 f6 Ne7 4 fxg7 
Bxf2+ S g8K RxgS+. 
120 a) 1 e3 2 d6 Qd7 3 Qg4 Ke2 Kf3 
4 Qxg4; b) 1 f3 2 e6 Ne7 3 Kf2 Kg3 
Kh3 4 Ng6 QgS Nf4; c) 1 a3 2 e6 
Bxa3 3 Rxa3 Rg3 f3 4 Qh4 Qxh2 
Qxg3. 
121 Bfl was given as odds, so we 
can retract Pe2-el straight away. 
We may note that the laws given in 
Mr Staunton's Handbook do indeed 
allow for play at odds, unlike the 
modem FIDE laws, which don't. 
122 Ral. Last move must have been 
"odds 0-0-0" (Ke l-c 1), which releases 
the position. (I did warn you - PMF). 
(I plead "not guilty". Mr Staunton's 
Handbook appears to be silent on the 
matter, but I have always understood 
that the giver of rook odds can still 
castle on that side unless one player or 
the other has occupied what would 
have been the rook's home square in 
the course of play. - IDB) 
123 You're not seriously looking this 
one up, are you? 
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SOLUTIONS CONTINUETJ 
Polgar Superstar Chess (page 193). 
The pieces on c7 and g7 cannot both 
be knights, since then the kings would 
have to be on d2/e3 and elllfl2, and 
both kings would be in check. 

So suppose that g7 is not a knight. 
Then it must be another piece which 
has escaped from behind White's 
pawn line, and White's moves must 
have included "d4xc5, one or more 
pieces out, c3xd4". One capture might 
have been of the Black knight, but the 
other must have been of some other 
piece, and so Black's moves must 
have included "flOxg9, one or more 
pieces out, gllxflO". 

The pieces captured on c5/d4 and 
g91f10 cannot have included a bishop 
(which could not have got out from 
behind the pawn line) nor a rook 
(which could, but could not then have 
moved off its initial file). So they were 
queens and knights, and the rooks and 
bishops must still be behind the pawn 
lines. Furthermore, a rook on the e-file 
could never have moved, so a king or 
queen on f2/gl or c13/d12 could 
never have got out. So the bishops 
must be on e3/e11, the rooks on 
d21f12, and the kings on g7/c7 : 
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A similar argument follows if we 
start by assuming that c7 is not a 
knight. 

The End Is Nigh! (page 240). 
#263 10 Nb4 Nxc2 Ne3 c5 c4 c3 c2 
Bc3 cxb1Q Qflmate. 
#264 9 Kxf3 Bxf6 Bd8 Na3 Nxb5 
Nc7 ReI Rxe5 Rd5 mate. In fact, the 
solution given for this position was 
the following Italian mate: 9 gxf3 
Bxf6 Bd8 d4 dxc5 Na3 Nxb5 Nc7 
Rdl. 

#265 9 M Kd3 Kc4 Ne2 Nf4 Ng6 
Bh3 Na3 Nb5 mate. In the original 
position Ph3 was at M, and the 
solution started with the time-wasting 
M-h5. 
#266 9 Nd7 Nb6 g4 gxh5 h6 hxg7 
gxf8Q Qf4 d5 mate. 
#267 9 Kd3 Be7 f4 f5 Ne2 Nc3 Ne4 
Nf6 Rxh7 mate. 
#268 10 Ke6 Ke5 Kd4 Kc4 Bb2 
Ba3 Na7 Nb5 Nc3 b3 mate. 
#269 1 Hd8+ KflO (l...Kf8 2 HelO+ 
K- 3 Hg9+, l...Ke9 2 Ht7+ K-
3 Hg9+) 2 KfI! Ch10 3 Ch9 Cg10 
4 Cg9 Ch10 5 He6 Kf9 6 CglO wins a 
piece and the game. 
#270 A difficult solution containing 
some instructive play. 1 Hg8! Cg9 
2 Cc7! Gd8 3 Cc9!! Cg10 4 Hh10 Pg6 
5 Ei3 Pal 6 Ea3 Pb1 7 Cc3 Hd9 
8 Cg3 and wins, first the cannon, then 
the game. 

Modern Courier Chess (page 241, 
text by Paul Byway). For the sake of 
brevity, notes to the solutions have 
been omitted. 
A I like Chinese painting - two or 
three strokes provide a sparrow or 
stem of bamboo with leaf. So here: a 
small clockwork. Enjoy briefly and 
pass on. This is not for solvers, but for 
me. 1 Kf3 e2 2 Bh3+ Ke1 3 Ke3 Ne5 
4 Be6 Kdl 5 Bb3+ Ke1 6 Be6 Kf1 
7 Bh3+ Ke1 8 Be6 draw (zz). 
B An idea 0fI. Aliev, 2007 (EG 179 
supplement). My version extends it to 
quadruple Q-win by skewers. 
(a) 1-5 j8Q llQ 6 Qe8+ K- 7 Qxll. 
(b) 1-5 j8Q glQ 6 Qg8+ K-7 Qxgl. 
(c) 1-5 j8Q flQ 6 Qg8+ Kf51Kf6 
7 Qf8+ K- 8 Qxfl. 
(d) 1-5 j8Q a1Q 6 Qe8+ Kg7 7 Fh6+ 
Kf6 8 Qh8+ K- 9 Qxal. 
C This is a correct setting of #254 
(Gurgenidze 1977) in 'Secrets of 
Minor Piece Endings' by Nunn. 1 b4 
Kb3 2 b5 Kc4 3 b6 Kb5 4 b7 Bxg3 
5 Kxg3 Ka6 6 b8R wins. 
D This is after Kubbel (2nd Prize 
Niva, 1909). N+P lock K+P into 
place, after which a bishop with the 
freedom of the long diagonal cannot 
escape capture. An attempt to give the 
doomed bishop even more freedom 
led to reorganisation and the 
discovery of a tempo battle between 
pawns. 1 Kd4 g3 2 Ke3 c6 3 Be8 Kc7 
4 c3 Kd6 5 c4 Kc7 6 c5 draw (zz). 
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INTJEX To VOLUME 8 ' 
007 Chess 
15-0ut 
Abagoren Chess 
Acheres Chess 
Alea Evangelii 
Alice Chess 
All Queens 
All-In Castling 
Alquerque 
Ambiguous Chess 
An-nan Chess 
Anne Watson's Chess 
Anti Chess 
Anti-Gravity Chess 
Archbishop (B+N) 
Avalanche Chess 

155 
96 

5,29 
225 

145-6, 162,235 
81 
81 

175 
107 

2,6-7,19,174 
23,34,38,176 

71 
45 

135 

Balanced Marseillais Chess 
Balbo's Game 

99, 103 
114, 137, 174,225, 

241 
157 

2,175 
135, 136, 139 

45 
81,90-1,108-9, 

116,119 
159 

164,171 
154-5, 158 

42-4,55,71 
156 

3, 177 
71,88,98-9, 

100,103 
4-5,29 
2,175 

7 
7 

3, 4, 29, 104, 

Banana Skin Chess 
Behemoth Chess 
Benedict Chess 

Bi-Place Chess 
Bichrome Chess 
Bicolour Chess 
Bidding Chess 
Billiard Chess 
Blind Shogi 
Boards, various 

Bolyar Chess 
Buczko's Game 
Bug For Two 
Bughouse 
Cambodian Chess 

Cannon Chess 
Cannon Shogi 
Capablanca Random Chess 
Capapranka 
Capture Chess 
Castling 
Centennial Chess 
Chameleon Chess 
Chancellor (R+N) 
Changgi 
Check, Castles, Capture 
Checkers (Draughts) 

Chess and points 
Chess for One 
Chess with Reserves 
Chess480 
Chess960 
Chessapeak Challenge 
Chessball [Karnzolov] 
Chessgi 
Chicken Chess 
Circuits, The Game of 
Co-Chess 
Co-Tuong 
Composite pieces, general 
Compromise Chess 
Corner Chess [BrainKing] 
Courier-Spiel 

177-8,234 
175-6 
3,177 

45 
120 

81 
95, 113 

176 
237,241 

99,103 
3,176 

164,171 
12-15,19,28, 

34-5,38-9 
163 
24 

157 
81 

49,81,95 
178 

3, 178 
68-9, 84-5, 97 

81 
160-1 

175 
3,176-7 
100,103 

158 

Crazy Screen Chess [BrainKing] 

45 
22,175 

45 
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Dablo 218-21 
Dark Chess 81 
Dark CrazyHouse 81 
Dark Suicide 81 
Dawson's Chess 97 
De Vasa'a Hexagonal Chess 161 
Deca-Chess [Coby] 9 
Degraded Chess 158 
Dice Chess [BrainKing] 45 
Double Fischer Random 81 
Double Take 227 
Double-Move Chess [Galvin] 158 
Dragonfly [Hex] 22, 176 
Early chessmen 11 
Ecila 87,104,176 
Einstein Chess 69, 71, 85, 119 
Embassy Chess 45 
Emperor King Chess 154 
Emperor's Game 22, 175 
En Passant Chess 16-17,19,40,174 
English Progressive Chess 149,171,174 
Equidistant MarseilIais Chess 157 
Excel Chess 113 
Extendapawn 231 
Extinction Chess 117, 119, 136, 

139,238,241 
Fers 61,71,87,92-4,171,214-7 
Fianchetto Chess 81 
Firdawsi's Nard 226-9 
Fischerandom Chess 49,81,95 
Five-LeaperTours 131,140,232-3 
Fool's Chess 101, 103 
Fortress Chess [BrainKing] 45 
Four Seasons, Game ofthe 22, 178 
Free Chess [Slater] 157 
Free Programme Chess 104, 175 
Freischach 11 
Full House 81 
Gala 176, 234 
Ghosts! 200-1 
Glasgow Chess 239,241 
Goats and Tigers 107, 135 
Gorgon Chess 11 
Gorgona Chess 11 
Grand Chess 142-4 
Grande Acedrex 22, 176 
Grasshopper 100,157,170,171 
Grasshopper Tours 115 
Gravitational Chess 134-5 
Greyber's Spherical Chess 159, 176 
Grid Chess 156 
Guardian Chess 85, 87 
Gutzwiller Bishops 237,241 
Handbag Pieces 35 
Handicap Game 238-9,241 
Hexapawn 178, 230 
Highcastle Chess 120, 136-7, 139 
Hnefatafl 80, 145-7, 162 
Hnefichess 202-5,226-7 
Hostage Chess 82-3,97, 110-1, 

113,206-7,235 
Human, Animal, Pawn 17,19,34,38 
Hunter (Falcon-Hunter) Chess 156 
Hyper-Chess [Coby] 9 
Hyperchess [Joyce] 109 
Ice Age Chess 45 
Ice Chess 36 
Indian Chess 3, 177 
Infinite Plane Chess 234 

Jump Chess 
Jungle Game 
Knight Relay Chess 
Knight's Tours 

56,69,71,77 
3, 178 

48-9,55 
8,32,38,40,50-3, 

60, 72, 165-9 
Knightmate 126-7,164,171 
Koopa Chess 2, 174 
Korean Chess 3, 176 
Kriegspiel 2, 174 
Lao Tzu Chess 58-60, 78-9 
Laotian Chess 4, 177 
Latrunculi Chess 226-30 
Leapers, various 99-100 
Leo lOO 
Lion 100 
Lion Chess [Boyer] 159 
Loch Ness Chess 36, 38, 49, 55 
Logical Progressive Chess 238,241 
Looking Glass Chess 11 
Loop Chess 45 
Loser's Chess 81 
Losing Chess 33,49,66-7,101,103, 

136,139,150-1,164,171,172, 
175,236,237,241,244 

Ludus Latrunculorum 80,227-30 
Magnetic Chess 69,71,85,87, 

Maharajah (Q+N) 
MakFuk 
Makruk (Thai Chess) 

119, 128-30, 139 
99, 103 

4 
3,22,26-7, 

61,95,177,217 
Marineschach 11 
Marseillais Chess 34, 38 
Mate the Knight 126-7 
Medieval Chess 95 
Messigny Chess 17, 19 
Miller's Daughter Chess 62-3, 74-6 
Mini-Checkers 28, 38-9 
Modern Courier Chess 10-11, 46-7, 

64-5, 132-3, 152-3,222-4,240-1,242 
Modern Burmese Chess [Richardson] 113 
Move It or Lose It 96 
Musical Chess 96 
Mysterious Royal Chess 23, 178 
Nam Dinh Chess 107, 122, 162,234 
Neu-Schach [Merckenschlager] 23, 178 
New Chess 176 
Nightrider 159 
Ninerider Chess 2, 175 
No-Retreat Chess 159, 174 
Norsk Sjakk 236,241 
NorskACA 236-7,241 
Noughts and Crosses 35, 38 
Odds, Games at 238-9,241 
Optional Replacement Chess 25 
Orthochess 2, 34, 35, 38, 44, 55, 

69,71,81,176 
OthelIo 11 
Panzyk's Four-Handed Chess 3, 178 
Pao 100 
Passion Chess 162,235 
Permutation Chess 157 
Petty Chess 97 
Polgar Superstar Chess 106, 119, 

123-5,148-9,171,193,234,242 
Political Chess 135 
Polyactive Transportation Chess 175 
Progressive Chess 18,34,35,37,38,54, 

70, 86, 102, 118, 138, 170, 240, 242 

Page 243 

Progressive Circe 201 , 
Progressive Put-Back Chess 20, 25 
Push Chess 174-5 
Quadripawns 230-1 
Racing Kings 160 
Radha-Madhava 3, 177 
Ratushny's Game 178 
Reciprocal Chess 174 
Recycle Chess [BrainKing] 45 
Reformschach 11 
Refusal Chess 158 
Regional and historical games 2, 176 
Reinforcement Chess 2, 174 
Replacement Chess 25, 174 
Rettah Chess 160 
Reversed King and Queen 113 
Richmond Exchange Chess 7 
Rockagogo 116-7,119,175 
Rose Board games 163 
Royal Bishop Chess 23, 178 
Rugby Chess 162 
Scaci Partonici 2, 160, 174 
Screen Chess [BrainKing] 45 
Seirawan-Chess 9,19,29,40, 

194-9,238,241 
Shatra 3,178 
Shatranj 87,95 
Shogi 3, 177 
Shrink Chess 160, 175 
Shuuro 133 
Single Combat 236, 241 
Small Shogi 3, 177 
Sniper Chess 23, 178 
Southern Chess 23, 34, 38, 176 
Sphinx Chess 109, 157 
Sputnik Chess 158-9 
Stanley Random Chess 81 
Star Chess 175 
Sting 127, 139 
Strozewski's Hexagonal Chess 28 
Substitution Chess 2, 174 
Sun Tzu Chess 81 
Super Chess [Fort] 176 
Superpawns [fast] 239,241 
Superpawns [Voss] 156 
Switching Chess 11, 29 
Symmetrical Fischer Random Chess 81 
Taxi Chess [Betza] 23, 178 
Tempete sur L'echiquier 163 
Tenjiku Shogi 3, 177 
Thai Chess 3,22,26-7,61,95,177 
Tiszta Bolondokbaza 81 
Transmuting Kings 127, 139 
Transportation Chess 175, 208-9, 

Triplet leapers 
U-Chess 

237-8,241 
210-3 

157 
Upside Down Chess 
Van der Linde's Games 
Van Zuylen's Games 
Vao 

81 
22,175 
22,175 

100 
Vietnamese Chess 
Wa Shogi 
White Must Check 
Wolf Chess 
X-Ray Chess 
Xiangqi 

3,176-7 
3,177 

239,241 
156 
175 

18,37,38,54,56,70, 
86,102,118,138,139, 

170,190-2,240,242 

Items in sections 3 and 4 of "Towards ECV 3" (pages 179-189) have not been indexed. 
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My apologies for the late appearance 
of this issue. No new editor has come 
forward, so VC 64 has had be large 
enough to use up the remaining funds. 
Peter Fayers having found a printer 
whose prices are markedly less than I 
would have had to pay in Harpenden, 
this has involved the preparation of no 
fewer than 72 pages, and some delay 
in completion has been inevitable. 
However, the delay has allowed the 
receipt of some pleasantly varied 
contributions, and I hope readers will 
think the result has justified the wait. 
I have also thought it appropriate to 
devote some of these 72 pages to a 
collation of material from VC for the 
benefit of whoever produces ECV 3. 

And my thanks to Peter for this 
final issue's front page. 

BCVS NOTICES 
The Annual General Meeting will 
be held at Flat 1, 4 Magdalen Road, 
St Leonards-on-Sea, East Sussex 
TN37 6EG at 1130 on Saturday 
September 25, and there will be a 
Variants Tournament at Hastings 
Chess Club in the afternoon. UK 
members will find a formal notice of 
the meeting with this issue of VC, and 
I will send a copy to members abroad 
on request. 

Because no new officers have come 
forward, we cannot continue as a 
society, and the AGM will receive 
resolutions authorising the disposal of 
our remaining assets and winding us 
up. Our constitution states that in 
the event of dissolution, any assets 
remaining to us "shall be passed to 
another organization with similar or 
overlapping objectives". The money 
won't be a problem, because after the 
bills for VC 64 have been paid there 
won't be any left. As regards the 
library, it has been agreed with Elaine 
and Wanda that the books and 
magazines of David Pritchard's which 
Peter Fayers and I collected in 2007 
will be forwarded to the Musee Suisse 
du Jeu with David's Encyclopedia 
files (many of them were source 
material for the files), and we intend 
to offer everything else to the British 
Chess Problem Society (which is 
interested in anything relating to 
problems that its own library does 
not already possess) and then to the 
National Chess Library. If you wish us 
to proceed otherwise, please say so. 

If you have lent material to the 
Library, or have donated material 
and now wish to reconsider that 
donation, please reclaim it at the 
AGM, or contact George Jelliss or 
myself beforehand. 

August 2010 

NOTICES CONTINUE'O 
We intend to put a complete run of 
VC on the BCVS web site in PDF 
form. If you think that anything in the 
magazine is incorrect and would like 
to see it accompanied by a correction 
or clarification, please contact Sue or 
myself. We understand that the British 
Library is offering to archive sites for 
the benefit of future generations, and 
we intend to put ours forward as a 
suitable candidate. 

Readers are asked to note that a 
recently formed body calling itself 
"Variant Chess", with ambitious plans 
including registration as a charity, has 
no connection with ourselves. 

George Jelliss has written an attractive 
problem booklet Exact Echoes which 
can be downloaded free of charge from 
<www.mayhematics.comlp/p.htm>. 

In this year's Circular Chess World 
Championship, six-times champion 
Francis Bowers recovered from an 
early reverse to win again with 10/11, 
Mike Clark and newcomer Steven 
Turvey sharing second place with 9. 

Losing Chess. Klaas Steenhuis tells 
me that Stan Goldovski's program 
Giveaway Wizard has two handicaps 
over and above its assumption of a 
different stalemate rule as described 
last time: it has a bug causing it to lose 
unnecessarily on time, and it does not 
know that repeating moves leads to a 
draw. Stan knew about both issues, 
but had no time to resolve them. 

The existence of these bugs makes 
its performance even more impressive. 
Without them, Klaus estimates that it 
would be 100+ rating points stronger. 

Indeed well done, Stan. 
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