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A.  INTRODUCTION 


A.1 What is SACTA ?
Brief history: SACTA was formed in 2005/6 soon after FIDE established its Trainers Commission. Successive Presidents were Anton Salverda, Laurence Ball, Corno Klaver, and Csongi Wasas. Membership at that time cost R25 per year and the body (an Associate Body Member of Chess SA) had the intention to formalize and control the coaching of Provincial and National teams. It attempted to align itself with the FIDE Trainers Commission as far as possible. Nevertheless, it appears that a lot can still be done within the structure of Chess SA.

Teaching chess is fast becoming a booming profession. The growth in popularity for the royal game within the educational environment is no accident. FIDE encourages national federations to seek out opportunities to market chess as both sport and recreation and emphasize widely the benefits of introducing chess into schools and communities. Teaching chess is a great job with enormous potential for motivated and qualified teachers and coaches.


Chess SA as the custodian of chess in South Africa and aiming to develop chess properly appointed the SA Chess Trainers Association to administer on its behalf the business of chess trainers, the examinations, the certification, etc. Needs of the chess community will of course change in years to come, but this Manual will address the present and needs for the immediate future.

Typical questions regarding chess trainers and the standard of training are: How does one teach chess? What material should one use? Is there an ultimate chess handbook that can take a player from “zero to hero”? Indeed, we are living in the age of quick fixes, quick rewards and fast meals. How will the chess trainer sell himself and his services; how does the trainer keep himself and his students motivated; how can the trainer monitor his students’ progress, and the most important of all will the sum of the trainers’ efforts be beneficial to the development of chess in SA?

SACTA aims to answer some of these questions, and aims to guide trainers that are still unsure of what they need to do, but SACTA will certainly not be able to answer all the questions a trainer may have. SACTA is a democratic and transparent organization and trainers of all levels are expected to participate in decisions and policy-making and report as often as necessary the good and the perhaps not so good practices in SA. In that way we can all benefit by one another’s experience.

The SACTA Manual aims to provide merely an outline of goals to be achieved in chess training. The Chess Instructor has a choice of taking any one of the great variety of routes to teach chess. Learning chess and learning about the inner nature of chess is a lifelong journey. The trainer is expected to be a life long student of chess him/herself and sometimes the trainer will also be guided by his/her students.
A.2 Constitution of SACTA 

  Constitution of the SA Chess Trainers Association (SACTA) dated April 2005

1. SACTA affairs shall be administered by a 4-person Executive.

2. The designations shall be President, Communication Officer, Treasurer and an additional regional coordinator.

3. The Executive shall designate an individual (who may be one of themselves) to handle financial matters. It may co-opt additional members. Executive members must be registered members of CHESSA in good standing.

4. Membership of SACTA is open to all CHESSA-registered coaches either citizens of or resident in SA.

5. SACTA shall be a democratic body operating with no discrimination on the bases of race, politics, religion, sex, gender or orientation.

6. The purpose of SACTA is to facilitate communication between chess players, chess structures and coaches. It shall associate itself with Chess SA and maintain a database of coaches. It shall arrange certification on the basis of existing or past de-facto activity, Chess SA Examinations.
7. The membership fee shall be determined each year for the following year by the Executive.

8. The two Executive members for any year after 2005 shall be elected by the membership before December 31st of the previous year by electronic and/or postal ballot. At least 3 weeks notice shall be given for this ballot. Only members in good standing are eligible to be members of the Executive and to vote. The President may exercise an additional vote to break a tie.

9. There shall be at least one electronic and/or postal General Meeting each year. The Executive shall establish a draft agenda for this meeting and notify members by post or e-post at least 6 weeks prior to the date of counting votes on any proposals on the agenda. Members in good standing wishing to add items to the draft agenda shall do so within 2 weeks of the notification date and the Executive shall distribute a final Agenda at least 3 weeks before the date of counting. Election of the next year’s Executive may be an item on this agenda. Quorum for decisions to be binding shall be at least 50% of members in good standing. Decision shall be by simple majority of those voting. The President may exercise an additional vote to break a tie if necessary. If a ballot is found to be inquorate a second ballot shall be called with the same agenda with at least 3 weeks notice. Decision at this ballot will be by a simple majority of those voting. Again the President may exercise an additional vote to break a tie.

10. A change of constitution may be proposed at an ordinary ballot, a special ballot, or at the annual general meeting. Voting shall be governed by (9).

11. Dissolution of the body may be affected by two-third majority of those voting at a properly constituted ballot-see (9). Funds available shall be distributed in equal shares between all members in good standing for the year of dissolution and/or the previous year. A member in good standing for both years shall receive two shares.

A.3 MEMBERSHIP 
A.3.1 Annual Registration 
Trainers are required to register annually by March-end with SACTA (Currently R30 p.a. for 2009). Registration means to submit by e-mail to the SACTA President or Communication Officer the required details on the required form.
For registration is required: the Coach’s full names and surname, address, telephone, and e-mail; and a short CV (if registering for the first time) mentioning formal qualifications and experience and or preferences. The annual fee payable must be paid into the designated account and the Treasurer must be notified by e-mail or telephone when payment is made. 

    Unions or Provincial Chess Bodies are required to register all the coaches and instructors that are operating in their areas, coaching their Union’s teams, presenting workshops, etc. Preferably a Union should register its trainers as a group and submit a list with the required details of each trainer.
 Individuals with no allegiance to any particular union should register directly with SACTA.
A.3.2 Accreditation. In order to be formally accredited by CHESS SA and SACTA, the chess instructor will be expected to pass at least one of the following examinations: 

 NOTE that all certificates pre-suppose knowledge of all lower level certificates.  


SS School Supervisor (Content and Examination is the same the arbiter’s certificate) 

Level E Instructor: (Entry level) Able to train players up to 1200 rating.

Level 1 Instructor: Able to train players up to 1500 rating 
Level 2 Instructor: Able to train players up to 1750 rating
Level 3 Instructor: Able to train players up to 2000 rating
SACTA sets examinations for the SS level and each of the Instructor levels. The successful candidate will receive an official certificate endorsed also by Chess SA. Executive officials of Unions and Provinces who require the services of SACTA may simply contact the SACTA Communications officer. 

FIDE sets examinations for the higher levels 3, 4 and 5. The SACTA level 3 Instructor would be approximately the same as the FIDE level 3. 
The set of levels 1-5 is prescribed by FIDE. FIDE (not SACTA) awards Instructor certificates as set out below:
Level 3 FIDE Instructor: Rating of the trainer minimum 1800 + 2 years activity as trainer.
Level 4 FIDE Trainer: Rating of the trainer minimum 2300 + five years activity as trainer.
Level 5 FIDE Senior Trainer: Rating of the trainer minimum 2400+.  

A.3.3  Benefits of membership 
 (a) SACTA will refer the chess instructor to schools or groups that seek the services of a trainer.

 (b) The member has voting rights at the General Meeting of SACTA.
 (c) SACTA, an Associated Body of Chess SA, will represent chess instructors in the national council meetings of Chess SA. 
 (d) The instructor in good standing with SACTA could reap benefits such as being informed of the latest training material available, and perhaps buy books or coaching equipment at discounted prices negotiated by SACTA.
 (e) Accredited and suitably qualified trainers in good standing will be eligible for selection for international coaching or for top squads for which chess trainers are required. (See A.3.4 below)
 (f) Accreditation enhances the opportunities for private enterprise and helps the chess instructor to professionalize his services. 
 A.3.4. Chess Arbiter Examinations 

In order to be fully equipped for the training of chess players a professional instructor, apart from knowing how to train and playing well himself, should be well versed in the FIDE Laws of Chess, the practical application of the Laws and how chess tournaments are managed. The best way to test such knowledge would be to write the examinations of the SA Chess Arbiter Association. The PA (provincial arbiter level) is recommended for SACTA Instructors Levels 1-3, though not obligatory.

 The information about the Arbiter Examinations/certificates provided here is purely for background knowledge:
(SS) School Supervisor examination: Able to supervise chess basic lessons and classroom competitions.
(TS) Tournament Supervisor examination: Able to assist at school and inter school tournaments, candidate must know something about the Laws of Chess and Swiss pairings.
(PA) Provincial Arbiter exam: Able to organize a provincial tournament and be an arbiter at such a tournament or lower. Candidate must know the Laws of Chess, theory and practice, very well, know the Swiss parings and Round Robin pairings and tie-breaking systems very well. 
(NA) National Arbiter exam: Able to organize and be an arbiter at a national tournament or lower. Candidates should be able to handle situations not covered specifically by the Laws of Chess. 
FIDE awards two certificates: FA (FIDE Arbiter) and IA (International Arbiter)
A.4 The National Chess Examinations for scholars 

To deliver the service SACTA shall require the services of a person/subcommittee and appoint a person/company/subcommittee to manage this. A service delivery contract will be drawn up and the contract can be renewed on an annual/bi-annual basis. Such a service contract will require: 

 (a) The creation of examinations for scholars/beginner players on at least 3 (but preferably more) levels of accomplishment (e.g. Pawn, Knight, Rook, King) for the award of accomplishing some theoretical skill in chess. The content should be in line with the syllabuses of the SACTA Training Manual. 

  Once the format is finalized, that format will be implemented for a period of at least four years, under the supervision of SACTA. 

 (b) The management of the examinations – from origination to distribution and marking and certification should be economically viable for the person/company/subcommittee that undertakes this. 

 (c) A database of institutions and invigilators that helps to manage the examinations in the various provinces, unions, areas, individual clubs or schools, will be kept, which will be made available also to SACTA. 

 (d) A database of candidates that wrote the examinations, a list of who passed and who failed will be kept of each paper.

 (e) The SACTA Executive Committee shall perform the duty of external control for the scholars’ examinations as well as other examinations set for instructors. 

 (f) The Scholars’ examinations service provider will be required to submit a statement of income and expenditure annually.
B.1. The chess trainer – a general introduction by Ewan Kromhout 

Extracts from: “Beginner Chess Coach’s Manual” 

Published by Ewan Kromhout and Hentie Barnard, Port Elizabeth 1994 

Chess is an exciting game to play. It has no age limits. Men, women, boys and girls can enjoy its many features of play, matching one set of skills against the other for recreation or competition. The better one becomes, the more fun and enjoyment one gets from playing. If a player is introduced to the basic concepts, skills and techniques in a professional way, the rate of improvement can be much faster and therefore greater the enjoyment from the game.
This is the stage where the chess coach enters the scene, armed with enthusiasm, knowledge of the game and with the understanding of how to increase skills by means of proper techniques and coaching methods. The coach helps player of any age to reach their specific goals and aspirations, but above all, he will strive to make them enthusiastic chess players. 
 It is never easy to improve another person’s chess skills. The aim of the coach or the chess teacher is to introduce the content in such a way as to maximize the player’s potential. However, players have their own individual perspectives with which they interpret this content. This implies that what is taught should be structured meaningfully for the individual learner/player so that he/she can develop as rapidly as possible. 

  The very nature of chess is intellectual. Recently this fact has placed chess under close scrutiny of students in cybernetics, mathematics, psychology, and other sciences. These people are interested in the role of the game in developing human thinking processes and creativity. The fact that chess has such influences makes it an especially challenging and stimulating sport to coach.
Coaching entails three basic areas of responsibility viz. player skills and the development of those skills, motivation and player readiness/preparedness/form. A coach must assume these responsibilities in an effective manner. One of the most reliable ways to do this is by staying a student!
  B 1.1 Attitude of the coach

 Modern sport coaching is increasingly done by professionally trained coaches. The increasing awareness that the anatomical, physiological, neurological and psychological aspects of sport play an important role in normalizing the development of a participant should motivate a potential coach to seek professional training. In addition, the skills and techniques of all sports codes are today scientifically based and continually being refined. A coach needs to be constantly updated to keep track of the latest developments.
The coach is a leader. He has to direct, educate, motivate, train, discipline and lead. To do all this coach needs to be knowledgeable, inspiring, sensitive and an exceptionally good communicator. The correct attitude of a chess coach is linked to these skills. A brief overview of each is given.

     Knowledge: The coach needs to be knowledgeable about his sport, its infrastructure, organization and the game. He must understand all the techniques and the skills needed to play well and know how to integrate the tactics and the strategies that the game dictates. Because chess is so extensively knowledge based, the misconception exists that a coach cannot effectively coach a better player than himself. Knowledge of the game can otherwise be obtained by studying the game by means of books and other material, as well as by gaining coaching experience (skills). Therefore it is not a prerequisite of a good coach to be a good player. The coach must know how to convey his knowledge of the game by means of sound coaching skills such as:

Inspiration – A coach who can motivate his players well makes them believe that they can achieve goals they have set for themselves. He must also be able to motivate himself to achieve his goals with the players. All players are individuals in their own right who differ in their needs for attention, recognition, and desire to learn. The success of the coach will depend on whether he can satisfy all these needs and still get them to improve and reach their goals. 

Sensitivity – Young beginners especially must be approached with patience and understanding. Chess is a game where the intellect and therefore the ego of the player is involved to a high degree. The coach must be sensitive to detect where players are exhibiting unsportsmanlike behavior as a result of their desire to achieve, so that it can be corrected. Chess should be fun, but if the young player is driven to win at all costs, all fun will disappear, even if the player is on his way to becoming a Grandmaster. A sensitive coach should be able to distinguish between unhealthy driving/pushing of the player and healthy competitiveness. 
Communication – A Coach-player relationship is one that develops over a period of time by means of mutual understanding and trust. Out of this will derive the necessary respect for and authority of the coach. These can only be achieved if the interpersonal communication skill of the coach is well developed. Proper communication entails most importantly the technique of listening. Other techniques such as paraphrasing, bridging, repetition or simplifying language, empathy, follow up and regulation of information flow must all be practiced by the coach. Two of the barriers of communication beginner coaches should be aware of are source credibility and communication overload. A short discussion of both follows.
Source credibility – a coach must be aware that everything he does, and is, is communicated. This fact is of utmost importance as source credibility forms the basis of the trust, confidence and faith the receiver (player) has in the words and actions of the communicator (coach). How can the overweight, smoking, drinking and uninterested coach who tells his players they should look after their health, be fit and enthusiastic about themselves and the game, be believed? Pay close attention to the impression created by:

Your clothing
Your habits
Your level of fitness 
Your punctuality

Your planning and preparation
Your attitude and your behavior 


Communication overload - In a coaching/didactical situation where a player has to cope with an information overload from the coach, he will of necessity screen out some or even all of the information.

An attitude determines behaviour as it is linked to personality, perception and motivation. It is a mental state, organized and learned through experience, exerting a specific influence on a person’s response to people, objects and situations. All people have attitudes on many things such as work, exercise, friends, animals, taxes, etc. Of importance to the coach are the following: attitudes are learnt, they are organized, they form the emotional basis for interpersonal relations and they influence a person’s disposition towards everything.
The coach’s attitude is shaped by his own personality. This will reflect the way a coach approaches his coaching task – how he applies his skills. It has been mentioned above that the coach is a leader. Two approaches in leadership style, viz egocentric and task-orientated are determined by attitude. Each coach finds himself somewhere between these two opposites. The egocentric coach works for his own personal gains and satisfaction. A coach practicing this style can be effective but normally has an attitude of “win at all costs”. He disregards the players. On the other hand we find the task-orientated coach who works only for the player and the game. A healthy balance between these two styles will give us a coach with an attitude that is suitable and positive. In summing up, attitudes can and should be changed for the better with regard to:
your own life skills (fitness, etc.) ; 
your own social behavior ; 
your own players ; towards the opponents; 
towards the officials 
B 1.2 Knowledge of the game: skills to be developed 
It is important to note that you, as a beginner coach, are aware that you are mastering skills along with your players. You must realize that you are embarking on a never ending road if you want to go the full distance as a chess coach. However, the rewards will be many. 

The skills are: Systematic gaining of knowledge, Planning, Positional judgement (making decisions), Analysis of variations (problem solving), Evaluation, Creativity and Life skills.
 
1.2.1 Systematic gaining of knowledge. 
  This is the most basic of all skills. The intellectual nature of chess relates to that of study skills. Therefore coaches should not overlook the fact that gaining chess knowledge is a skill that can be practiced and therefore improved. It is important for any beginner player to realize that even and especially Grandmasters are always busy searching, analyzing and experimenting in the attempt to gain knowledge in the most effective manner.
  A second most important feature of this skill is the fact that all the other skills are linked to this one. The skill of gaining knowledge is not possible unless analyzing takes place, but analyzing cannot take place unless the skill of knowledge already gained is used. 

  The gaining of knowledge and the techniques used for the development of this skill are the key to unlock the beginner player’s world of chess. Remember that you as coach will use these very same techniques to improve your knowledge of coaching skills.

1.2.1.1 Understanding and structuring of material 
Modern science established four different levels of intellectual functioning ability for human beings. The four levels are the lower functional level, the higher functional level, the conceptual level and the abstract level. There may be more levels, but that has not yet been scientifically determined.  Individuals will perceive all information relevant to their functioning ability, but ignore (not perceive) information that cannot be used on this level. This process is done through the senses and kinesthetic stimuli. The mind, consciously or unconsciously, individually and cooperatively uses the following basic patterns to reason and to think, viz
clarification (situation appraisal – what is going on?); 

cause-and-effect thinking (problem analysis- why did this happen?);

course of action most likely to accomplish a particular goal (decision-analysis choices) and 
anticipating the future or future orientation ( potential problem analysis – what might and could happen?). 

Lower functional level: A person, whose thinking processes never extend beyond normal everyday functioning, operates at this level. This level requires very little thinking or reasoning by the individual for the outcome of the processes are pre-determined and known. To illustrate this consider an example of a person opening a locked door. On this level of thinking there is no insight as to the working of the lock mechanism or how the correct key unlocks this mechanism. It is merely a matter of recognizing a known key (if other keys are present), unlocking and opening the door. A chess player on this level will act and react on a short term threat basis throughout his chess career. His chess knowledge will seldom be applied correctly, e.g. he will play a known series of moves inappropriately. 
Higher functional level. On this level the individual uses more of his reasoning ability. He will be able to select (make a choice) between a number of unknown keys the right one to open the door. He will know the type of lock in the door, the reason for locking the door and the way the door opens. A chess player on this level will recognize when to apply the relevant chess knowledge. 
Conceptual level. This level of thinking requires advanced reasoning skills. The individual functioning on this level will know what type of lock is used, how it works and why that specific lock is used on that door. He will know the direction in which the door opens, whether it slides or is hinged on the right or the left. The chess player will not only apply his knowledge relevantly, but will be able to adapt it when required. 

The abstract level. There are very few people who function on this level. It involves making use of reasoning all the time. All matters and situations are assessed, analyzed, clarified. Adjustments are made in complex situations and control is established.  The individual functioning on this level will not only know what kind of lock is used , why it is used and how it works, but will know that laser beams can be used as an alternative, that atom cleaving can create an energy field between the two atmospheres which can serve as a door. In a multidimensional way his mind will explore such possibilities. The chess player will be able to use his knowledge to create an original assessment of the position and follow up with an appropriate plan. 

The intellectual functional ability of people has for a long time been seen as a hereditary given which cannot be changed. Modern science however proved that if positive stimulation is given, up to 50% improvement on the lower functional level has been recorded! With the correct stimulus people can move on to the higher level of intellectual functioning.  The player needs to be interested and motivated enough to expend the effort and energy to get the understanding necessary to lift him to a higher level. 

 The intellectual functioning goes with the whole personality of the individual. No two people are exactly the same. It is thus important for the chess coach to find interesting ways to bring new information on the players. 

 The structuring of information is done in two ways – by the source (the coach) and by the mind of the receiver (player/learner). Two processes are involved here: firstly, the process of the perceptual and the kinesthetical learning by the player and secondly, the process of communication between the coach and the player. Structuring is done in one or more of the following ways: meaningfulness, relation (serial and isolated) , organization (clusters, chains, etc.) , intent (incidental and intentional) and transfer (from retained structures- general and specific knowledge). The specific applications of ways of structuring are more relevant on higher coaching levels. As far as structuring on a beginner level is concerned, the coach should refer and keep to a “year programme” and a “lesson programme”. 

           1.2.1.2 Progression:
           This technique, so known as incremental learning, is used to prevent information overload and to methodically grade the knowledge – teaching it from the lower level grades to the higher level grades. The contents of a good beginner book on chess should be structured progressively. 

           1.2.1.3 Attention:
           Attention is the focus in intellectual ability or skill on a certain object. Attention is focused in a particular direction and excludes other stimuli and thoughts not linked to the object of attention. Because of this selective nature of attention, it is to a large degree influenced by three stimuli characteristics viz intensity, change and repetition. 

  Attention is also closely linked to a player’s emotions and will. Affecting these are his personal playing style, the complexity of the position, the significance of the outcome of the game and energy levels. Even on a beginner level an intense approach to a game will be rewarded. 

           1.2.1.4 Feeding for success
            The coach must be able to transfer the theoretical knowledge in such a way that a player can have practical experience of it in a way that suits his personality. The ability and style of each training opponent should be carefully selected so that both players will be prepared for all eventualities in the practical game situation.
  This transfer of theoretical knowledge to kinesthetical knowledge – the type of knowledge only gained by experience - is a very important technique used to develop skills. 
        1.2.1.5 Retention
        Anything learnt can only be of value if it can be recalled and used. We get immediate short-term and long-term memory Retention (recall) can be improved if the other techniques of understanding, structuring, progression, focusing and feeding are done correctly. External and internal interference during the application of these techniques should as far as possible be avoided.

       1.2.1.6 Factors for success.
       The factors that are present in the make-up of successful players are highlighted so that the player can model his own recipe for success. The player should be made aware of the following: 
Aim - short and long term ambition
Intellect – development of intellectual skills and intellect takes place at all times. 
Determination - the ability to come back stronger than ever after reverses.
Regularity – essential to maintain form. 

       1.2.1.7 Know yourself 
       The knowledge of the factors of success offers the player a means of measuring himself. Chess is played according to objective rules, but the influence of the player’s personal qualities is great. His intellectual functional level, character, state of health, his form – all have an influence on the moves the player makes on the board. He can determine his strengths and weaknesses and he must use this knowledge to his advantage in the game. This technique is used extensively on higher coaching levels. 

1.2.2 Planning 
Like any other skill this can be learnt and developed. 
Planning entails the techniques of: creation of a scenario, determination of the required outcome, gathering of all relevant information, determining alternatives, development of alternative plans , implementation or execution of the best plan, evaluation of progress and if needed, replanning.

A beginner’s planning encompasses a pre-game plan and a game plan.
The pre-game plan: even before the actual game the beginner player should ensure that he has sufficient sleep and rest. To be mentally alert is an absolute pre-requisite for performing at one’s peak. A proper diet should be part of a player’s life skills. Before a game the players should not eat too much and especially not too much protein as this slows down the thinking process. By the same token he should ensure that he eats some carbohydrates – the fuel of the brain – at his pre-game meal.
A moderate amount of exercise is necessary, e.g. an early walk on the day of the game or tournament is beneficial. This will serve to both relax and increase the player’s alertness. 

The game plan: the beginner’s game plan will be fairly unsophisticated and simple. The following information is especially relevant to a beginner.
    - Do not play too fast, chess is a thinking game, do not be lazy to think.
    - Before making a move (i.e. touching a piece), check one last time if he is not about to make a big mistake (blunder).
    - The player should swap off pieces if he is winning on material and not in a position to mate his opponent soon. If he is losing, he must keep as many pieces on the board as possible and try to attack. It is sometimes good to swap off pawns in a losing situation. 
    - The player must remember to press his clock and write down the move AFTER he made it on the board. 

    - As far as the sequence of moves is concerned – any plan is better than no plan. 

1.2.3 Positional judgement (making decisions) 
The fact that positional judgement is a skill that can be learned and developed must be stressed. Positional judgement is the summing up during a game of all aspects of the player’s position by the player in terms of all his knowledge available before he proceeds to do the relevant analysis. The beginner player will often find himself in a situation where he will be uncertain as how to proceed. He should systematically consider the elements of his position on the board. After he has decided exactly what his situation in the game is he will analyze lines based on the elements he feels are the most relevant. This will prevent aimless and time-wasting analysis.
Positional judgement should encompass examining in the following order the elements of the position: 

 
 -  Material configuration – whether a player is up or down in pieces has the most radical effect on the strategy to be decided on.
 
 -  Forced moves – can a player win pieces and pawns with a capture or tactic, or must he defend against a direct threat by an opponent. 

 
 -  Positional nature – are there weaknesses of strengths in the position and can it be exploited to bring about a favorable endgame. 

     Features to be considered by a beginner can include:
         Pawn structures (Isolated, doubled, backward pawns, and pawn chains, outside passed pawn)

         Pieces situation (Knight and outside passed pawn, Bishop of opposite colour, Rook mobility, Queen and outside passed pawn)
         Dynamic situation (Are the pieces and pawns on such squares that there are positional advantages and attacking chances in the position?
         Consider the King’s position (Is it still in the centre, uncastled, blocking development of other pieces , yes it is in the centre and it’s good for the endgame, Rooks on open files, strong/weak pawn structure, piece deployment and activity of the opponent’s King) 

1.2.4 Analysis of variations (problem solving) 
To analyze means to take apart into pieces and reconstruct into a whole again. The ability to analyze is closely linked to mathematical problem solving in that a problem is taken through various logical steps to arrive at a solution.
The analyzing skills of a beginner are underdeveloped. In fact the main qualification for moving beyond the beginner stage is the ability to analyze coherently and correctly a few moves in advance during some stage of the game. The only real constructive advice a coach can pass on to a beginner to help him at this level is to tell him to consider his opponent’s threats as well as his own possibilities. Beginners often only examine the capabilities of their own pieces and are then surprised to find they lose a piece or are being mated. 

The most important way, aside from analyzing during the game, to exercise analyzing skills is by using the technique of historical digression. The beginner should play through published games of GM’s and try to understand the reasoning behind the moves. 

1.2.5 Evaluation
 
    To learn from his mistakes is one of the most valuable aids to improve a beginner chess player’s game. The coach should encourage beginners to play through their own notated games and to identify at leisure where they made mistakes. If possible the coach should spend some individual time with the player going over his game in this way.

1.2.6 Creativity 

   The important role played by creativity in chess often leads to a questioning of its right to be considered a sport. The creative skill used in the game is closely associated with that used to create a work of art. For this reason chess is often referred to as a form of art. 

 From the first game a player plays he is busy “creating” his own little world on the chess board. Top players in the world spend up to eight hours a day studying, learning and creating new ideas without ever coming near to exhausting the vast amount of possibilities offered by the game. 

2.7 Life skills
 
 No other sport has as many skills to be developed as chess. Each one of those skills makes its own special contribution to a person’s ability. This in turn has a positive effect on the self image of the individual. For this reason the chess coach should also strive to be an educator.
Good chess skills lead to good life skills and therefore the ability to live life in a pleasant, productive and healthy way, which will affect positively not only the individual but the society at large.    
B.2. Chess training aids and how to use it 
         by Johan Steenkamp  

1. Literature, magazines, columns and news

Chess literature may broadly be divided into categories such as books, magazines and newspaper articles and columns.

The beginner player/teacher/coach will probably look for a “beginner’s book” for guidelines to start out in the chess world. There are literally hundreds if not thousands of such books published all over the world in any language one can think of. English authors have published several – names like Chernev, Reinfeld, C.H.O.’D Alexander probably found their way to many a grandfather’s chess library in the years 1940-1970. Modern publications in the English language are quite easy to find today on the internet and in bookshops in SA. The coach will do well also to look for chess literature at the local library.
 After Reykjavik (1972) a tidal wave of chess books, articles, news items and new chess columns engulfed the popular press and the public became aware of chess and how easy was to follow published chess moves. After the cold war and the demise of the old USSR the wealth of Russian publications, translated into other European languages caused a second tsunami of chess literature that overflowed every budding chess player’s book shelf and drained his savings account. The sudden availability of previously secret (almost sacred then) Russian didactical methods and chess training culture lifted the modern chess worldwide into a new exalted level of chess information. This coincided with the advent of the internet and chess lapped up the new technology instantly. Computers and chess were destined to compliment one another, but despite the increase in electronic media, new and easy ways to master chess theory, chess books are still the most cherished possessions and trusted friends of the improving chess player’s world.
1.1 Instructional chess books 

These types of books often clearly indicate in the title the level and target market for which the particular book has been written. The “one book says it all” will probably not be for higher level players, and will give superficial guidelines to the reader. However, every player has to start somewhere and that may be the right place. Some general chess books consist of essays on chess, a potpourri of interesting chess information or encyclopedia of terminology, or snippets from chess history. Depending on the age of the reader the information in such a book can be very stimulating. Good guidelines are usually given by reviewers, various internet sites, such as ChessCafe and magazines regularly publish book reviews.
The coach (or parent) must realize that books are seldom read by young players and the fact that a good chess book on the shelf does not mean that the learner read it, understood it, or is practicing the skills illustrated in it. Younger players like to learn by trial and error and they should experiment a lot before they are ready to learn from and appreciate the lessons of the master. 


All beginner players should, after the entry level stages, start with books or software on tactics, simple mate in one’s at first and progress step by step to more intricate tactical mechanisms until the tactical patterns are easily recognized. The theory must always be put to the test and the coach will work with the player in the areas where the player lacks skill. There are many books on the subject and some guidance is necessary. Do not start with too difficult tactics; almost all positions in a training set should be solvable in less than two minutes. The better books have clearly demarcated sections according to difficulty, theme and motif. Books with positions from real games or resembling real games are generally more useful in the early stages of development.
  The coach will do well to advise his student, if he wants to buy books, to get a good book on openings, one on the middle game and one on the endgame. A healthy chess development is one where skill in all three departments improves simultaneously.


1.2 Opening books: 

It is very difficult to find a useful opening book. Firstly, most opening books are outdated by the time they appear on the shelf. Those books that do offer original analyses are usually very technical. More useful might be books explaining the typical strategic ideas and tactical patterns associated with opening systems. A good guide is this: open the book, if it has lots of analyses but little explanation, be suspicious.

         1. The Ideas behind the Chess Openings (Reuben Fine 1941) 

The book is old, but the vast number of reprints, re-editions and spin-offs is indicative of its quality. The book is theoretical in the sense that it tries to explain the philosophies behind opening moves, starting at move 1.

          2. NCO (Nunn’s Chess Openings by John Nunn et al. 1999)

A single volume opening encyclopedia is more useful for the coach than his students. Such a book allows for quick reference and overview of the main variations. However, in the hands of a beginner it constitutes a gross waste of time. Besides, most coaches will prefer to use a database of games for the same purposes. The same applies to the MCO (Modern Chess Openings by Nick de Firmian) 

         3. Openings through structures
A very effective way to study openings consists of studying the resulting middle game pawn structure. Material on pawn structures and how to play them can be found in most general middle game books, see below, but some books devoted only to this are available. Books of the so-called “Mastering” series such as Mastering the Spanish- Daniel King. Andrew Soltis’ Pawn Structure Chess and Paul Motwani’s Winning pawn Structures can be valuable.
         4. Games Collections

Most people find the most effective way to study an opening to be the analysis of annotated games. Books such as Richard Reti’s Masters of the Chess board give lots of opening analyses and insightful comments in verbal form. A good way to approach opening studies is to get some “Best Games” collections of your favourite Grandmasters (usually one from each era i.e. before Botvinnik, between Botvinnik and Fischer and modern). You will usually like the style of your favourite Grandmasters and consequently their approach to the opening. Having their best games, with their own notes, is thus ideal.


1.3 Middle game books:
 
Most players and coaches need a general book on strategic themes of the middle game – the player, to study and apply them and the coach to have examples for lessons. 
          1. The Middle Game in Chess (Euwe & Kramer, 2 volumes.)
This is a magnificent set, now reprinted in algebraic notation. The material is ordered in a systematic fashion, ample examples are given and there are more than enough general as well as specific examples from Grandmaster play.

          2. Complete Chess Strategy (Ludek Pachman)

Originally published in three volumes, this set is much the same as Euwe and Kramer’s. An English translation entitled Modern Chess Strategy has also appeared in which all three volumes have been condensed – this is not so useful. Pachman handles the same themes as Euwe and Kramer, but approaches slightly differently and uses other examples. For a coach it is useful to have both sets.

          3. Books on specific themes. 

It is necessary to also have books dealing with specific aspects of the middle game. Some books will deal with themes in greater detail than Euwe and Kramer or Pachman, for example Vukovic’s famous Art of Attack, while other will deal with themes not present in standard text books. For instance: Think like a Grandmaster (Kotov) deals with calculation and analyses, Judgement and Planning in Chess (Euwe) looks at strategic planning and Method in Chess (Dorfmann) discusses ways to evaluate positions. 


1.4 Endgame books: 
There are two types of endgame books namely general endgame books and thematic endgame books. 
General endgame books will usually discuss all the important theoretical positions and are usually divided into chapters (or volumes) according to the material distribution and not offer too much on endgames with lots of pawns or more than two pieces a side. Working with these books entails calculating the theoretical positions and memorizing them so that they may serve as reference points while playing a more complicated position. 
Thematic books will look only at one aspect and usually contain complex endgames with lots of pieces. These books should be approached like books on middle game strategy where the absorption of strategic devices and methods of play, is more important.

Everyone (coach and player) should own and analyze at least one general endgame book. Converting the advantage of a piece or a pawn is just as important as winning it with a combination in the middle game and the advantage of a rook over a bishop or knight, is best demonstrated in the final stages of the game. 
         1. Dvoretsky’s Endgame Manual (Mark Dvoretsky)

The best on the market today and also available in electronic format which is very useful for coaching. It gives the important theoretical positions – thoughtfully printed in blue – but also additional examples, discussions on thematic endgame tactics and most importantly, excellent training positions. Other worthwhile titles are Batsford Chess Endgames and How to Play Chess Endgames (Karsten Müller & Wolfgang Pajeken) as well as Averbach’s mammoth Comprehensive Chess Endgames in 5 volumes.

         2. Basic Chess Endings (Reuben Fine) and Practical Chess Endgames (Paul Keres).

These books are not as good as Dvoretsky’s, but can often be bought second-hand (a huge advantage). Older books, however may contain some analytical errors, especially Fine’s, which was purportedly written in 3 weeks (!), but this may not be a disadvantage – endgame books cannot be read, they must be analyzed.

Thematic endgame books include titles such as Tactics in the Endgame (John Nunn), Analysing the Endgame (Jon Speelman) and Endgame Strategy (Mikhail Shereshevsky). Though it is impossible to understand an endgame without its theoretical positions (as found in a general endgame book), most players feel lost in the early part of the endgame. Books of this type deals with themes such as when to activate the king, how to use a queenside pawn majority, etc.

 The beginner coach will do well to use as handbook, if only to suggest the correct sequence in which chess should be studies or to have examples for lessons. Some of the following might be useful: 
        1. Comprehensive Chess Course (Lev Alburt)

Seven volumes in total of which the first two is a must. The other volumes, though excellent in their own right, may be substituted by other books with the same themes.

        2. Test and Improve your Chess (Vladimir Zak)

A lesser known book. Zak was the coach for the 12-14 year old squad at the classic Russian chess school. If you want to know, and see, what a 12 year old Karpov or Kasparov learned and how they played, this book will tell you.

1.5 Tactics
All players, at one stage or another, must make a thorough study of tactics. Today some of the best material is found on software and is mostly of Russian origin. Although software has the advantage of minimizing storage, books are often more user friendly. All coaches should have a large selection of tactical exercises classified in detail for training purposes.

        1. The Convecta software range, using a ChessAssistant interface, is generally excellent for tactical training.

        2. ChessBase products are also excellent, but usually not suited for beginners.

        3. Coaches might find it useful to know than there are several tactics databases that can be downloaded from the internet. Though these databases are of a poor quality, some checking, reclassification and general maintenance can create a substantial and decent folder of tactical material for the coach at virtually no expense.

1.6 Games Collections
The most useful and important chess books are those that contain high quality annotated games and the best of these are ‘My best games …’ type books. Any player should have as large a collection of these books as possible.

Three Hundred Chess Games by Siegbert Tarrasch

Masters of the Chess Board by Richard Reti

Chess Praxis by Aron Nimzowitsch

My Chess Career by Jose-Raul Capablanca

My Best Games by Alexander Alekhine (2 vols.)

Hundred selected Games by Mikhail Botvinnik

Chess Theory and Practice by Efim Geller

The Struggle in Practice (Zurich 1953) by David Bronstein

125 Selected Games by Vasily Smyslov

The Life and Games of Mikhail Tal by Mikhail Tal

My 60 Memorable Games by Robert Fischer

Anatoly Karpov’s Best Games by Anatoly Karpov

The Test of Time by Garry Kasparov.
My Predecessors Vol 1-5 by Garry Kasparov


What these books and no other offer is the approach of a very successful player to positions he found himself in. For the coach this is invaluable. 
Working with one’s own, or the student’s games, it is necessary to know how games should be analyzed. The game collection books originate in the player’s private laboratory, so to speak and give insight in exactly how chess analysis is supposed to be done.
 It has already been mentioned that games collections books offer an excellent starting point for opening studies. The grandmaster will often explain why the chose a certain opening or variation and how he approached it during the match. Often the reader will find notes on home preparation for a particular opponent and advice on how to look for weaknesses in someone else’s style of play.

In games collection books Grandmasters also explain how they came to certain conclusions about a position, how much they calculated, which aspects of the position they felt were the most important and what exactly their line of thought was before arriving at the solution.

 Lastly, such books also offer practical advice on many different aspects of the game. How or why to offer a draw, how to handle time trouble, how to approach the last round of a tournament, as well as interesting stories about their careers, people or incidents that influenced them, their trainers, their mistakes, etc.
Games collections which are generally known as tournament or match books are also very useful. World Championship matches are very popular choices as subjects for chess books as are important tournaments. In such books interesting snippets of history and descriptions of incidents at the event together with full annotations of the matches, pictures of the participants, tables with statistics about opening lines, defenses, and matches won with white/black, etc can be found. In the old days, before Fischer, tournament books were published with the annotations of the players themselves. These are extremely valuable. Players of the caliber of Nimzowitsch, Tarrasch, Alekhine and Botvinnik often contributed to such publications.

Examples of such books:  

Bled 1931  Various contributors
Zürich 1953 by Bronstein

Tal-Botvinnik 1960 by Tal

Chess Championship 1941 by Botvinnik

World Chess Championships 1937 by Alekhine.

The New in Chess magazine is the only western/English publication today that regularly publishes grandmaster’s annotations of their own games and is rightly considered the best chess periodical around. 


1.7 Chess magazines 
 The main purpose of a magazine is to bring the reader up to date with the latest developments in the chess world. European magazines will of course focus more on European tournaments and players and that of India more on Indian events and players. Unfortunately SA does not have a chess magazine, which would have been a great aid for the chess coach. Information about the SA chess scene, reports and annotations about SA games and matches would be familiar and inspiring. Chess Magazines often feature instructional articles, e.g. “New lines in the Sicilian Defense… Yugoslav attack” Or “Beginners’ Corner” and perhaps the “Brain teaser’s page”. 

While annotated games collections may feature higher quality analyses and games, the games are often pre-selected for their clarity and seemingly simple solutions. Games in magazines often tell the story of a tournament as it happens in real life – including the thrills, spills, blunders and time scrambles. 

1.8 Newspaper articles and the chess column 
 Some of the bigger newspapers run a weekly chess column. The column usually includes an annotated game or part a game with a diagram, snippets of news or announcements. Some columns give only a chess problem with the answer printed upside down. The standard of these column puzzles are for the average club player and higher and can be used by the chess coach for various reasons and may elicit lively discussion of moves, or choice of moves of players – all can be of value in the process of chess training.

Players learn by example and the example of the coach, his choice of books and how he uses books to illustrate lessons, theory and practice, will decide whether the students will realize and enjoy the long term value of chess literature. Encouragement to read and perhaps also collect the newspaper articles and the scheduling of short discussions on the chess news or an interesting chess game played recently (e.g. in a World Championship in progress) will help the player to become interested in more serious chess study and the world of chess.

 Most schools have media centers with local newspapers where learners can read it before school or during break. Alternatively encourage chess students to visit their local municipal library where a number of papers are usually displayed for perusal. Membership of libraries is usually very cheap for students and it offers a wide range of services, also internet browsing services. If the local library does not stock chess books they might be able to order some from other libraries or a main library if members show an interest. If enough interest is shown the library would even order a monthly chess magazine. 

Lastly, the games published in local news papers, often include local players. Besides the thrill of seeing your own game published, it might also be useful to get games of potential opponents, which cannot be procured from other sources.
2. Software – to teach and to play
      
2.1  Visual Instruction: 

 There is a wide range of electronic aids available to the chess coach and the chess learner. The coach/parent/teachers and players will benefit provided the CDs, DVDs or playing programs are used for the purpose it was designed. Players (especially the lazy ones) will look for “quick fixes” to help him to “win” a tournament or make the team. It is doubtful that such a “magic wand” exists – if chess was that easy why does it have such an extensive literature? To try and find short cuts is a (very) short sighted approach and though some initial success against other low level players may be inspiring, such an approach will not produce a good higher level player. 
 The coach, when using a particular visual training aid must, when planning how to apply it, first decide what he wants to achieve by using it. Every student learns in a different way, some learn well by going over their games, others not. Some like to go over problems, but for others this may be pure drudgery. A good coach should find out which form of media the player(s) get the most value: books, CD’s, DVDs, audio tapes, flash cards, rhymes, etc. In a class with mixed levels of playing skill the coach, with the help of the chess teacher/supervisor may need to differentiate extensively and having a variety in chess training aids may help.

 For teachers starting out with chess at a school and a small budget to start off the large beginner classes, a video to introduce players to chess and in which all the basic chess moves are explained and illustrated may be very suitable. Remember that such visual lessons can be viewed over and over again by younger or older players, be used for retraining and also viewed by several classes at various stages. GM Susan Polgar produced a number of videos for the beginner chess player which can be a good substitute for a coach if the school cannot afford a professional coach every week. However, the teacher (in charge of organizing chess) should review the material beforehand and when planning the chess classes apply the principle of giving a little time for theory and a lot of time for practice. An hour long instruction video (or DVD) must be broken up into smaller sections (simply pause the CD/DVD if no logical stop was put in). The teacher must give time to practice the moves (which were illustrated on the video) on the real chess board. The video instruction certainly does not mean that the chess teacher can sit back and relax – quite the opposite - it should be merely an illustration of the planned lesson for the day.  

  Many good videos feature grandmasters, or seasoned instructors as presenters, they explain opening theory or endgame theory which might be fairly advanced in content and above the ability of lower level players. Typically, the coach that introduces an electronic aid will have to study the DVD first on his own and make an assessment of the content, the time required and the level of player that will benefit by it. An instructional video is not a “movie” that players view with popcorn and soda. The coach will prepare the students in advance and perhaps produce a paper with questions which can be answered only if the player paid close attention to the instructor on the video. The coach will probably play only a part of the video to highlight a specific discussion; further parts will be covered in further lessons, with the proper preparation. 

 The greatest advantage of network software or visual instruction is when it supports learner participation. Loading, for instance, a tactics program on a school’s network can allow users in a class to log in with their respective IDs and complete a course over weeks or even months. Having students capture their games in electronic format is likewise a very effective way of distributing and working with information.

2.2 Playing software:

For beginners playing often (as in daily) is the best way of improving. Willing and able opponents are usually not readily available in any household and the computer (as an opponent) could be a reasonable substitute. For a number of years now some excellent playing software programmes have been entering the market. The most popular in SA is perhaps the Fritz and the ChessMaster programmes. Fritz is a more professional package aimed at the serious player and ChessMaster is aimed at the more social player who likes a good quality game on his computer. The chess playing programmes all have “chess engines”, the part that calculates the moves, and some claim to be more “positional” and others more “tactically” programmed. Set on their strongest level, these programs can play close to GM strength on modern PCs. 

Recently a few companies have been packaging multiple chess CD’s in one package. These might include a few chess teaching programs with older versions of the playing programme. 

The underachieving player may want to spar against a computer playing programme, rather than lose face against stronger opponents in a classroom situation. When the coach wants to use the playing programmes for maximum benefit he (and his students) will have to learn how to change the settings and choose the desired options from the drop down menus. Parents may be able to afford expensive software, but it is (like good chess books) of no use if not applied to improve the player’s chess skill.

 While the coach can introduce a playing programme and the correct settings for optimal training for an individual, it must be remembered that the programme is just an aid to training. Children soon learn how they can ‘cheat’ the machine like limiting the thinking time or even play second best moves to trap the computer in a slow positional game where it plays weaker. The machine doesn’t mind, but this may also lead to an attitude of disrespect for his opponent or unwillingness to really think hard on a position. Playing human opponents helps a player to deal with side issues such as human behavior and reactions to his own behavior, forces the player to practice good chess etiquette and respect written and unwritten accepted social behavior. One of the coach’s biggest challenges is to get a six year old player to sit still and not talk while making the moves.   

2.3 Internet – the World Wide Web

 There are many chess “servers” and websites on the web where anyone can play all levels of players from all around the world. Chesscube.com is a South African based server that offers this and many other worthwhile services which a coach should investigate. Some servers or functions are free and others require a subscription fee. Many chess websites offer free downloads – games, lessons or general instruction. Many of these are excellent online chess magazines and offer articles on a wide variety of chess related topics, from discussions on opening theory, newly released books, software and DVD’s to interpretations on the Laws of Chess and incidents at tournaments. (Lists provided elsewhere in the Manual) The sites range in quality from minimal to really substantial, many pages provide links to other pages and the coach will do well to do a bit of research to find out which addresses will aid his particular training need. 

 Many countries have a website with general information – especially for beginner players, lots of tactics, hints and perhaps even downloadable lessons. The website of Chess SA will from time to time publish valuable information such as a chess calendar of forthcoming events, dates of workshops in provinces, rules for the selection of teams, chess ratings, news items and reports. 

  If the coach has access to the internet (also available at libraries) he will be able to get new ideas for his classes and also learn from other more experienced coaches. Some instructional material on the internet is much cheaper than for example buying a book. Just browsing around can be exceptionally educational - a journey in discovering the world wide chess fraternity.
2.4 The Demonstration Board 

  Some coaches cannot do without it, while others like sitting at a chess board and explain moves or strategy on the board itself. There is no “perfect” training aid or even an ideal training method; much will depend on the coach’s individual style and personal experience in training methods. The formal demonstration board with magnetic pieces (figurines/chess symbols) works well for larger groups in a classroom situation. If a school cannot afford one, a cheap demo board can be made by using a cloth board and photocopied figurines glued to card board with a sandpaper backing.
  The roll-up (slotted) demonstration board with slots for the chess pieces to fit in is a light weight and cheaper solution for the coach that needs to travel from classroom to classroom, or school to school for lessons. 
  Sometimes a coach can use an overhead projector to achieve the same effect as a demonstration board. For the OHP and transparencies the coach needs to practice his presenter skills and equipment and plan exactly what he wants to achieve with that. 

2.5 Data projector

If a coach has access to a data projector the illustrative games and examples which he stored on his laptop can be used very easily in a class situation, even the move by move discussion of a game can be very convenient. The data projector can indeed replace a demonstration board, but it is rather expensive and out of reach for most. 


It is important that the coach of beginner players also make ample use of the manual playing of the moves on the chess board so that a good mental connection between the flat picture(s) on the screen and the three dimensional chess men on the board is formed. The better the player becomes the more theoretical thinking will take place, but at a lower level (and for most under 10 year players) the link between the theoretical moves and the practical implementation on the chess board may not be fully cemented yet.

2.6 Printed diagrams 

  Many a good lesson in chess is learnt through examples and printed diagrams – available by the millions nowadays (books, CDs, freeware online, daily quiz in columns). However, like all visual material which the coach uses as training aids, the diagram(s) must be applied purposefully and be a true illustration of the goal of his lesson(s). Diagrams with problems do stimulate and develop the thinking skill of the player and not merely an end in itself. As soon as the player realizes that chess pieces and the movement of pieces work in generally recognizable patterns, the working out of a good solution for a given position becomes easier. Initially, with younger players, a diagrammatical position (as printed in an instruction book) should be set up by each of the players on a chess board – this teaches the player the notation on the chess board, and the way it will look during actual play. As said before the link between the theoretical and the concrete may be under developed in players younger than ten and “too many” puzzles of a theoretical nature may become boring. After all – chess is about the physical playing – touching and picking up the pieces and making moves. 
   

Useful internet addresses 
	1. World Chess Federation
Member countries, rules and regulations, FIDE tournaments, FIDE ratings lists    
	www.fide.com 

	2. Chess South Africa

Calendar, news, information of SA players
	www.chessa.co.za 

	3. English Chess Federation 
	www.englishchess.org.uk 

	4. United States Chess Federation 
	www.uschess.org

	5. Chess Federation of Canada 
	www.chess.ca 

	6. Australian Chess Federation 
	www.auschess.org.au 

	7. Electronic chess books
	www.chessebook.com 

	8. Lots of training articles, news, discussion of Laws and incidents.
	www.chesscafe.com 

	9. Internet chess club 
	www.chessclub.com 

	10. About Chess
	Chess.about.com/games/chess

	11. Chessopolis 
	www.chessopolis.com

	12. The chess report 
	Members.aol.com

	13. Chess news 
	www.chesscenter.com/twic/twic.html

	14.Chess curiosities 
	www.xs4all.nl

	15.Archives of chess databases
	www.pitt.edu/

	16. Games , news
	www.chessbase.com

	17. Chess Mentor 
	www.chess.com

	18.Convecta learning software 
	www.chessassistant.com

	19.Think like a King- USCF scholastic software , many creative tools for the chess teacher and organizer
	www.schoolchess.com 

	20. Chess competitions play socially, entertainment and learn about chess.
	www.chesscube.com 

	21. SA Trainers Association 
	www.sacta.wordpress.com 

	22. SA Arbiters Association 
	www.sacaa.wordpress.com 


B.3. Setting goals and achieving them
        By Lyndon Bouah 

3.1 Annual programme and Planning
It is important for the trainer to have the full chess programme and calendar for the year. The value of a calendar enables the trainer and student to plan the attendance of events. Knowledge of tournament dates and the time that one will have to prepare for the event is important in the planning stages. 

Most chess events are in essence a qualifier for other events. If you play well in your union events you may be chosen to play at the national championships. Similarly you may play well in a number of events and then qualify to play in the national trials and later qualify for world events such as the Olympiad and other top class events.

Both the student and trainer must know what the goal for the year is. If you set yourself the goal of upping your rating then you should play a number of events that will assist with this.

It is thus recommended that you as soon as possible analyze the calendars of all unions, the Chessa SA and FIDE calendars.  

3.2 The Weekly lesson

A chess trainer is also a teacher. A teacher at a normal school must have a lesson plan for the year which is broken up into terms, weeks and hours. Similarly if you do not have a lesson plan then you will not really be teaching or training.

It is highly desirable as a trainer to decide beforehand what you and your student will be doing for the term (three months). If the intention is to study an opening then you should break it down into weekly lessons. For example the Kings Indian weekly lesson may be:

Plans for White

Plans For Black

Key games will be incorporated into both

The study of actual variations i.e. the Bayonet, Samish etc…

  It is thus recommended that a trainer should be able to show what his or her lesson plan is, preferably for a term or at least a month. There are many books that one can obtain to assist. There are useful books that can easily be researched over the internet.

3.3 Communication

One on one lessons are of course preferable. This is however not always possible. Nowadays trainers make use of the internet, e-mail, telephone and other mediums to assist players in training. Both the trainer and student should clearly understand what is being taught.

3.4 Awards  

Awards will come from hard work. It is useful how to set goals. The achievement of a medal may not be too challenging if you as a trainer understand the rules governing it. At the recent All African Games held in Algeria in 2007 Henry Steel scored 5/5 and was then rested as the gold medal was secured with his 5/5.

3.5 The Chess Parent

Tanya Jones, the mum of GM Gawain Jones, has recently written a book on the Chess Parent and this may be helpful if you have many chess students. Some chess parents have a limited knowledge of the game and may not understand all the nuances of a game or position. 

As a trainer you should be upfront and indicate that the training of any chess player to become a better player let alone a champion may take years. There are no quick fixes. It is recommended that chess parents should also be given a short lesson on chess, organizations, qualifying events, norm requirements and any other useful information that may be applicable. 

The parents have an interest to see their kid achieve. It must be pointed out by the trainer (and not in the presence of the Student) that certain events may be used to practice new openings or new ideas. Where this occurs negative results may be experienced and that he/she should not be surprised.

B.4. The Professional approach to Chess Training

           By Lyndon Bouah 
4.1 Train yourself.
This is an important aspect that must require ongoing lessons to one. Read what other coaches have to say. There are websites that trainers can use to update themselves. Check what the top grandmasters are playing. 

It is necessary to have the tools of the trade i.e. TWIC, the latest mega databases and others on your personal laptop.

4.2 Compiling a chess CV and name card, professional etiquette

It is important to keep a complete record of your students, their achievements and what events, seminars, and courses you have attended. One must at a moments notice be able to send your chess CV to the authorities as and when required.

Corporate imagery is important and if you decide to dedicate yourself as a chess coach it is important that you have handy items such as business cards etc at hand. The days of writing on the back of an old score sheet should be long gone!

As chess coaching is an industry on its own you are in fact its business. Not attending timeously to your contractual obligations leaves a bad taste with everyone concerned and generally brings chess into disrepute.

General norms of courtesy and good ethical practices should be adhered to. Your chess results should get you students. It is not good to badmouth a fellow coach. Rather let your students do the talking through their results.

4.3 Taking care of Administration

This can be nightmare if not managed properly. It is recommended that each student should have their own file. You should have a master file in which the homework and lessons are recorded.

Results of events should be stored on your laptop or your files.

You should also keep your bank statements if you paid in that fashion as there is nothing worse than telling a parent that you have not been paid and you were already paid. Issue receipts. Keep a record of your income.

Each trainer will have their own system based on their personal preference. It must be remembered however, that whatever system you choose that you must be able to show a parent, a chess body or school what you have done. Saying you will email them something later just doesn’t cut it!

4.4 Preparation of training material

A good chess library (or access to one) is a must for a good trainer. A student should be able to access books or be referred to books that can be used by them in their private time. 

You should have handy on your laptop or files various lesson plans or materials that are easily accessible.

Nowadays with the knowledge in cyberspace no trainer should say that they cannot access material. There are websites dedicated to training material that can be downloaded or subscribed to.

Printed and copied notes are preferable to handwritten notes.

Trainers should show that work has been done and not simply copies from a Dvoretsky or Aagard book given to a pupil.

4.5 Methodological principles

The principles will differ from trainer to trainer and student to student.

It is trite that a review of the student’s games is indispensable to a better understanding of his or her strengths and weaknesses.

The use of databases and books such as the MCO, NCO and ECO are invaluable.

I will not be prescribing what teaching method is best as there are many schools of thought on this aspect. 

I believe that each chess players should play a minimum number of games per year (and this will differ from player to player) and these games must be augmented by serious study.

4.6 Differentiation in group training

The emphasis in group training must be on more general principles whether it is the endgame, middle game or endgame.

Because the understanding of each chess player differs you must of necessity formulate lessons that will be easily to grasp for the majority of students.  It is important to have exercises where two players can work together at a board.

Control is important and we should not belittle any player no matter what the answer is! Remember even after 1.e4 c5 even 2. a3 is now a move!

4.7 Value of practice sessions and tournament play

It is obvious that hours of study must be complemented by practice and real actual tournaments. One must complement theory with practice. 

In most Russian books one will read about the practice sessions that Botvinnik, Tal, Korchnoi et al had with various other players. They looked at openings and simulated real live situations. At one setting Botvinnik even had his opponent blow smoke into his eyes!

Tournament play is essential to test your knowledge. You need to be able to weave the understanding of the opening, the creativity of your middle game and the technique of your endgame into a tapestry of chess marvel. 

Tournaments showcase your student’s strength and chart your progress. Once they have started to play more regularly in events then you will be able to more closely discern their weaknesses and strengths. You may discover that the openings are their strength but they go wrong in the middle.  You may find that they enjoy tactically complicated positions ala Kasparov and Tal but their execution may let them down.

Too much chess is not good but it is generally felt that the younger you are the more events you should play.

4.8 Assessing progress

It is usually by means of ratings that a chess player’s progress is assessed. However do remember that you can have different methods of assessing progress. 

Ratings are but one indicator, the student’s positional understanding may be another. A trainer must be able to use the player’s cognitive and mental development to ascertain progress.

B.5. Organized Classroom Competitions 
         by Elise Steenkamp 


See also articles attached as Appendices (p.57) 
Appendix 1: Chess fun and games 

Appendix 2: Berger tables for 4,6,8, players 
Appendix 3: Pairing card for Swiss Manual Pairing

5.1 Overview of the school sport situation in SA (2008)

The teacher, acting also as the school chess coach, in SA usually finds himself/herself in a situation where chess, as a school sport, is regarded as a minority activity. Traditionally and presently, South Africans achieved very limited international success in indoor and the “lesser sports codes”, compared to that of rugby and cricket. The recent heightened attention to bring the soccer world cup to SA in 2010 is yet another outdoor sport being launched in our schools and millions of rands made available for that. The fact that SA chess players are not exactly news headline material perpetuates the cycle whereby more sportsmen, attention and money are drawn to the mainstream sports. The example of the gold medals won by virtually unknown SA swimmers in the 2004 Olympic Games transported swimming in SA immediately to the spotlight and it is still enjoying a lot of attention (and sponsorships) despite the relatively poor performances at the 2008 Olympic Games. 


   SA, being situated at the southern tip of Africa, is far removed from Europe; the chess leaders, and also from the rest of the world, where chess is becoming very popular as an aid to educational enrichment. World wide, but especially in the South American countries, the Middle East, India and the Far East chess is flourishing today because of a renewed interest in the cultural and intellectual aspects of chess. 

  Though there have been continual discussions about the exact nature of chess ever since the game was invented, chess has been labeled as a sport, a science, an art and recreation. Chess indeed contains elements of all these, but it most closely resembles a sport in that the principal element involved is the competitive game situation where players compete against opponents by using specific skills in accordance with specific rules. 


   The problem facing the SA chess coach in the schools will probably be the difficulty of convincing the head teacher that a talented chess player must not be forced to attend rugby practice rather than playing a chess match. Much will depend on how the coach markets chess at a school and also produces results for the school’s chess teams. Education and training of the chess coach is therefore of paramount importance to develop chess properly in SA.


 Recent developments, especially on the African Continent where chess is now being popularized in a big way, even producing GM’s, may be able to change SA Schools’ views regarding the priority of having chess in the schools. Whether chess is marketed as a sport or as an educational enrichment activity is not important – as long as it is accepted in the school – as part of the school curriculum or as an extramural activity. The coach must work with whatever opportunity arises, and create his own opportunities to establish chess firmly at a school. 

   It is especially noticeable in our previously disadvantaged communities that an interest in chess has flared up and brought an influx of fresh talent. Since 1994 many schools and junior players (under age 20) have represented SA in many international chess competitions and produced several young IM’s. However, we still need to produce a player with a GM title. The road to a GM title starts with the coach that trains the beginners.

  
Since 1994 the new SA government took an interest in supporting sport structures. Today school sport in particular is being supported financially by the Department of Education as well as the Department of Sport and Recreation. Chess SA, the custodian of chess in SA, in addition to government grants-in aid receives money from the Lotto fund for the development of chess.

Chess and the training of beginner players in particular, is a long term commitment. The school coach will soon realize that he/she can bring the player to a certain point in chess development, but will have to “hand over” the young talent to the professional chess coach who will train the budding chess player in a more “chess focused” way. The individual school player should still play for his school and do the school proud, but he will also, to reach the higher levels, need to spread his wings by participating in non-schools chess organized tournaments. Unfortunately some teachers perceive this as a threat to the schools chess and some private organizers see the teacher (fussing over the school children) as a threat to that organization. This is a very sad state of affairs and certainly not in the interest of chess.

 Ideally, the schools chess must naturally and logically develop into organized community chess – for chess is a game for all seasons and a game for all ages. The school chess club, while catering for kids in the week, can easily be turned into a community chess club, inviting the chess players from the community (parents, friends and relations) to play with the school kids over the weekend. Parents are wonderful seekers of sponsorships (often sponsoring equipment themselves), can take care of some tedious administration functions and who knows – may even produce a good adult chess player from the greater community that would like to help with chess training? As an example I would like to mention what happened recently in the unheard of rural community of Elim (Limpopo Province). The owner of a supermarket, after seeing the movie “Knights of the South Bronx”, decided to have a Saturday chess tournament in the plaza area in front of his shop. To his utter surprise no less than 40+ adult chess players (who could play chess fairly well) emerged out of the very rural surroundings to compete that Saturday after hearing on the local radio of the chess tournament. Opportunities abound for the enterprising chess enthusiast and more so for the enterprising chess coach. 
 The logical way for organized community chess, in and around the school, is to develop into a formally organized, fully fledged chess club which will open up opportunities for all the talented school chess players in the community. If one prominent school club in a township or a suburb could become the chess club where the chess talent can be developed on Saturdays and where chess teachers can get information and inspiration, our chess will grow. We have too few chess clubs in SA. The school chess club with the help of the chess coach can help out with a venue and with equipment and get the community involved in a grand undertaking which in the long term will be a great benefit to the school and the community as a whole. Projects of ChessSA are in the pipeline to financially support such community clubs and coaches at such clubs will be able to make a living from coaching chess as a career.


There is a great need in all communities for chess coaches, whether done on an amateur or professional basis. Hopefully this SACTA Manual will help coaches to become more professional in their approach to chess training, that is, training themselves and coaching the chess players of SA. 

5.2 Structure of Schools Chess Competitions 
      The Department of Education has a national school sport office and provincial school sport offices, one in each of the nine provinces of SA. Each provincial department of education divides, for administration purposes, the province into sub-areas, called districts, circuits or simply sub-provincial regions. The sub provincial areas are also linked geographically to the greater municipal or metropolitan areas. For sports competitions managed in the schools environment the following structure is prescribed. Grassroots level is defined as taking place in the school and immediate geographical area (other schools in the same area), sometimes also called clusters. The next level is the greater geographical area called a district/circuit/region and the level after that is the provincial. Sports competitions supported by the government (DoE and SASR) follow this route and all the provincial candidates for each school sports code will then participate in a national championship fully sponsored by the government. This policy is adopted so that no child, because of socio-economic background will be deprived of an opportunity to develop his/her talent to the highest level. 
5.3 Classroom Competitions

 The chess coach, whether it is the regular school teacher who is in charge of chess at a school, or an amateur coach, or a professional coach, will, in addition to the usual lessons in chess moves also be required to prepare the players for formal competition later. It is logical that without preparation for “tournament play”, any chess training will be incomplete. The Laws of chess pertaining to competitive chess, e.g. the “touch move rules”, time control rules, rules for asking or claiming a draw, rules for notation, are part and parcel of the coach’s lesson content. Apart from that the beginners want to play and test their newly acquired skills against their fellow beginners – please take note – it is boring to listen to theory longer than a few minutes. It is common in teaching that the average attention span of a person is equal to one minute per year of age. 

     The teacher will do well to have two chess sessions per week – one for formal training and practice play and the other for “formal competition” (no lessons). The formal competition should always be well organized and disciplined so that the player will get used to the atmosphere of formal tournaments. The teacher must plan each competition session, complete with pairing tables, entering of names and details and or numbering of tables if necessary. Preferably a captain (learner taking charge and the responsibility, and maybe one or two assistants) should be appointed (every week/month) to set up the classroom for the competition – i.e. tables and chairs, sets and boards. The players, when they arrive, wait until the classroom and paring table is ready before they enter. When they enter the players take up their designated places and wait for the teacher’s signal to start.  One often hears about how “unruly” the chess players are – the problem is lack of planning – planning means to be in control of the situation. It is important that each point earned at these classroom competitions counts towards some award at the end of the term/year and is properly recorded. For this reason a system of points can be adopted where e.g. four points be given for a win, two for a draw and one point for a loss, absence gets a zero. Chess competitions come in a great variety of formats – see list below. When planning the annual programme some fun tournaments and more serious tournaments where games are notated must be incorporated. One high school I know of has about 16 floating trophies, each for a different type of chess competition during the year. Some 80 players play chess at that school – only six can make the A team, but all the others also enjoy it tremendously.
 
 The chess coach may think that competition has nothing to do with coaching, but think again – competition is the very soul of the game, and the very test of true application of skills learnt through coaching. To see good moves from a distance in the relaxed, even passive coaching environed is quite different from seeing good moves in the heat of battle with a clock ticking away. 


 The coach/teacher will do well to attend a course where the various paring systems used in chess competitions are explained.
 
5.4 The Round Robin  

 The round Robin is by far the easiest competition to organize in a classroom situation. For pairing purposes the Berger tables are used. (See appendices) The coach/teacher should be able to use it and prepare a cross table to record the points scored by the individual players. 
 In short the Round Robin means all play all, or every player in the group plays all other players in the group once. The Berger tables, with a worked out pairing round by round allows for colours to be switched from game to game per player. For a group of six players, five rounds will be played, and for eight players, seven rounds need to be played. A double round robin means that each player meets every other player in the group twice, once with the white and once with the black pieces. The time control (how long the entire game should take) and the time available for the session is crucial to the teacher’s planning of the number of rounds and scheduling when that will be played. Once the players reach a stage where they know all the moves and notation, a “real” tournament game should be played to practice notation of a full game. In terms of the Laws of chess at least 60 minutes per player per game must be allowed for this.

For a large number of players at one school it is advised that all players be divided into smaller groups of six each – preferably with the same playing strength. The two winners and two losers in each group could then play a further number of rounds if a ladder or ranking order is to be established.

The benefit of the Round Robin is that no time is wasted to work out the pairings and the draw is available from round 1, the “luck” of the draw is minimized to a great extent. If some players miss a round because of acceptable reasons, those particular matches can be played at another time without upsetting the whole group.


5.5 The Swiss System of pairing
 
 This is a popular way of determining a winner in a large group of players. If the organizer is not sure how to apply the system, either manually or by computer paring, it should not be used for the tournament can easily be delayed or disrupted. However, if the coach or teacher is comfortable with using the system it can be a great way of sorting out a large number of players in a relatively short period. 
5.6 The chess ladder 

 This is a great way to sort out the final ranking list for a school, especially when teams need to be selected for example the district schools league. 

 The ladder can be roughly drawn up in the beginning of the year on grounds of the results of: 
(a) An internal Swiss Tournament (held for all the players in the school) 
(b) Round Robin groups (6-8 players selected randomly, with further RR for top performers) 
(c) Previous year’s performance (simply add on newcomers at the bottom) 
(d) Alphabetically (by first name/surname) 
(e) By age/school grade. 
Once the ladder is drawn up in terms of one or more of the ways mentioned above (use removable cards in slots in a plank or anything similar), the teacher must publish RULES for ladder challenges. Like all other chess matches the matches played to improve a player’s position on the ladder must be serious and also documented for reference. If selection of school teams will depend on the ladder positions on a predetermined date, the ladder, and matches for ladder challenges, must be viewed in a serious light. Typically such matches shall be played with a predetermined time control, players will need to notate, players must not be disturbed, interference from other players will not be allowed, etc. 

 The coach, and teacher must, as a rule, be very careful when “selecting” a chess team, the process of “self-selection” by virtue of points gained is by far the best policy. 
  
   Sample RULES for the CHESS LADDER: (“Rooiberg School”) 

1. After the Rooiberg School internal Swiss tournament in February the results list will be published and the ranking list (in terms of the results, from the most points scored to the least points scored and by suing the tie-breaks as announced) will be taken as the first official Chess Ladder. 

2. Ladder challenges will take place as follows:

     2.1 Challenging players with higher positions on the ladder shall be done in terms of these rules. A player may challenge any player with a position up to three places higher than the challenger. Formal challenge matches shall be played on Monday and Thursday afternoons in Room 17 (the chess club’s venue) between 14:00-17:00 provided that both players signed the “Challenges Book” on the teacher’s table to indicate that they both are willing to play the match. 
     2.2 The player with the higher position who fails to arrive at the venue and offers no reasonable excuse within 24 hours shall be moved one place down on the ladder.

     2.3 The challenger (i.e. the player with the lower position) who fails to arrive at the venue shall be moved one position down on the ladder.

     2.4 The two players, having both arrived shall play a match. In the first game the highest ranked player shall play with the white pieces.

     2.5 The time control shall be 60/60 and both players shall record their moves.

     2.6 Result of the first game: 
           (a) If the highest ranked player (player A) won the game, the challenge is over and lost by the challenger (player B). The challenger may not challenge the same player again in 14 days. 
           (b) If the highest ranked player lost the game, or if they drew the game, a second match must be played at the first opportunity, within one week. 

           (c) After the completion of the second game the scores of the two challenge games completed, are totaled:
                   Player A – lost the first and won the second – total score =1

                   Player B – won the first and lost the second – total score =1 

                   Thus the challenge was not successful – the ladder stays as it was. 
          (d) In order to be successful the challenger must get a winning total score of 1.5 or 2 out of the two games.
 
     2.7 If the challenge match was successful in terms of 2.6(d) the challenger will take the place (position) on the ladder of the player he challenged and the player who lost will take the place (position) of the challenger. 

     2.8 Note that the results of “friendly” games played at any stage will be invalid for ladder changes. 


3. After 15 April no ladder challenges will be entertained. The Chess Teams of the Rooiberg school will be selected in terms of the ladder’s rankings as on 16 April.

4. The Team Manager and Coach shall decide the board order of the players, which may not necessarily reflect the rankings of the chess ladder. (See also the school’s team selection policy) 


5.7 Team chess
 
 The great benefit of schools chess is the team and all the wonderful benefits that team sport offers the individual. Essentially chess is not a team sport, the individual cannot really support or advise the fellow team mates, but the sum of the scores of the individuals making up the team decides a team win/loss and that gives another dimension to the sport of chess. Many individuals perform far better with team pressure, feeling a great responsibility to think harder and focus for the sake of all. 

  In the schools team sports are generally supported more by the headmaster than individual sports and the chess coach will do well to encourage team activity and team spirit. On the school’s “all sports days” the chess coach should also include chess competitions between and amongst school houses, or grades or teachers and learners to popularize chess.
 As soon as the chess players of a school master the basics the coach should think of entering the school team in the local schools chess league. Some areas make provision for beginners’ teams, or age group teams which can be a good place to start.  The coach will then also be faced with the selection of team members by using any of the systems in 5.4 and 5.5 or even 5.6. Remember that the organization of a team, the transportation and actual match play will add another dimension to coaching as well as more pressure of the coach to pull some winning “tricks” out of a hat. Be warned and be prepared not to succumb to parents’ or other teacher’s requests. Good solid training in the basics of chess will always be the best policy. 

5.8 Notes on selecting a chess team
 
  (a) The coach will do well to plan ahead for the selection of schools teams if that is part of his duty at the school. By planning is meant drawing up the rules for and method of selection. Publish such early in the year so that parents and players are well informed. Very important – stick to those rules!  Many a school team has been ruined by (intentional or unintentional) parental interference. If necessary the coach should give general advice (maybe in a chess letter) for parents on what can be expected at chess tournaments, what is expected of the players at the weekly training sessions, the annual programme, team selection, etc. 
  (b) Once the school teams and reserve players are selected the league fixtures, home and away matches, etc. must be communicated to the players in writing. Parents and children like to plan ahead and the chess coach should also. 

  (c) The changing of the team players or board order is sometimes not allowed by the League Rules; the coach should consult this if unsure and plan accordingly. The coach should also prepare the players for the League’s time control and general “team tactics” they can expect from opposing teams.
  (d) If the coach is not keeping records of the individual team player’s scores and game notation, a person must be designated to collect this. The coach must, especially during the league, adapt his lessons to be relevant and helping the team to do their best. 

 5.9 The simultaneous. 

    This means one player plays against more than one opponent at the same time. In a class where some players are fairly advanced and others still beginners, from time to time, the teacher will do well to put a good player up against two or three beginner players. For the good player, playing against more than one opponent is a challenge and for the beginners the exposure to a good opponent can be an inspiring example. When beginners play beginners the players often learn very little, they are blind to tactics and sometimes cannot even spot a mate in one. By exposing the beginner to a better player the player is forced to think harder. The simultaneous gives some prestige for the better player and also a way to “put back” into chess.
   A treat would be to get a really high rated player (from a local chess club) to take on the school’s A-team while the others watch - look and learn. 
5.10 The theme tournament
 
     This works well for higher level players when starting to train in opening play. Basically the theme tournament requires a particular opening’s main line to be selected by the coach and taught in a theory lesson. In the practice session the first ten+ moves of a typical game with the prepared line(s) are set up on the board (or played by all from move 1 up to the tenth move) and then, from the given move the players all continue with the game in their own particular way. The coach can illustrate the intricacies of the continuation of the various game(s), the counter strategies and the individual ways in which players think how to continue, etc. 
 Themes for endgame play can also be set up and the games then played to a conclusion as in a real tournament – maybe also with a time control.

5.11 Chess fun and ideas to promote chess at the school 

     See also Appendix 1. 

The fun chess ideas are purely to promote chess and lure more chess players to the world of chess. Not all players are serious and want to make the chess team and the coach will do well to present chess as the “in thing”/ “cool thing” to do, without strings attached, especially when canvassing for students at the start of a new year. Perhaps one fun chess event per term will keep the regular players and the undecided ones interested a little longer.

5.12 Chess Bulletin Board 

    The bulletin board for the exclusive use of the schools chess club can play a vital role in recruitment, announcement, awards and the general organization of chess at the school. The running of e.g. a chess problem-solving competition may attract the intellectual player and also keep the interest going if prizes are dished out for the right/best solution.
 
   Announcements of forthcoming chess tournaments, fun chess happenings, the chess teams, photo gallery, chess ladder or even the pairing for the next round of the school’s internal Swiss tournament, (or results of previous rounds) for the school cup championship can be posted on the bulletin board.
C. SYLLABUS FOR THE School Chess Supervisor 
     (same as for the SS Arbiter Examination) 
     by Eddie Price 


 C.1 Outcomes: 

The learner that is trained must be able to do the following: 

1. Must be able to read and write algebraic notation in full and abridged form. 

2. Must know the names and moves of the pieces and the rules of chess, including touch-move, finger-off, castles, en-passant, pawn- promotion.

3. Must be able to organize a round-robin tournament and know how to read Berger Tables and a team-match.

4. Must know the 5 basic ways to draw a game and the 3 basic ways to win a game and the points awarded in each case. 

5. Must know how to execute and defend the 4-move mate (Scholar’s mate) 

6. Must know how to win basic endings, using themes of pawn-promotion, steamroller mate, mate with K+Q versus K and K+R versus K. 

7. Must possess very basic “sight of the board”

C.2 Typical Examination Questions and Answers
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Q1. Assuming best play from both players what are the results of the position?






(5)           


Q2. Describe four main ways to draw a game of chess. Explain the terms you use. 
(16) 


Q3. What numerical points are usually allocated for a win a draw a loss? 

         
(3)


Q4. a) Abel, Baker, Charlie, Delta, Epsilon and Figaro are going to play a ‘Round- Robin’ tournament. Draw up a cross-table suitable for recording the results of the games.
(8)

      b) You may make use of the 6 player Berger- Table below. Draw up the round-by-round fixtures for the 6 players in Q4 (a) specifying white and black in each case.  

(13)
Note that the Berger table as printed contains an error. Before writing the fixtures, identify and correct the error.              

Round 1   1:6   2:5    3:4

Round 2   6:4   5:3    1:2

Round 3   2:6   3:1    4:5

Round 4   6:5   1:4    2:3

Round 5   3:6   4:2    3:1                                                                         

Q5.    Write suitable moves for the notorious “four-move mate”.  


(8)

Q6   Two children are bickering. One claims that her opponent made a move and let go of the piece, and then wanted to play another move. The opponent claims that he never let go of the piece. How do you handle this?                                      


 (10)
Q7   What are two main ways of winning a game?  Define the terms you use.      
 (4)
Q8   Describe the act of castling, and list the restrictions that apply.     

 (15)

Q9   Four chess diagrams are given bellow. In each case it is White to move. Write White’s best move in each case.                                               



(18)

                                                                                

    Total                     (100)

Diagrams for Q9:

a) [image: image2.png]



      White to move: What is White’s best move?

b) [image: image3.png]


 
White to move: What is White’s best move?
            If it were Black to move in the diagram, What would be the result of the game?
c) [image: image4.png]


 
White to move: What is White’s best move?

If it were Black to move in the diagram what would be the result of the game? 
Give moves.
d) [image: image5.png]


 

 White to move: What is white’s best move?
D. SYLLABUS FOR THE ENTRY LEVEL

     Compiled by Csongi Wasas  

Note that the entry level pre-supposes knowledge the School Supervisor level 

Level E   (teaching learners up to rating 1200)

Phase 1 Chess Certificate of Accomplishment I
    The lessons of the Coach shall aim to teach the learner to:  

               1. Know how to set up a chess board.

               2. Name and recognize the pieces.

               3. Name the lines along which the pieces move.

               4. Know how each pieces moves and captures.


               5. Know the relative value of each piece.

               6. Know Check, Check-mate and Stalemate.

               7. List the three ways of how to get out of check.

               8. Know the three main stages of the chess game.

               9. Which are the ‘special moves?

              10. Discuss King safety/ Castling.

              11. Name the squares/ Algebraic Notation. 

              12. Back row mate and how to avoid it. 

Phase 2  Chess Certificate of Accomplishment II
  The lessons of the Coach shall aim to teach the player to:

               1. State the aim and the purpose in the game of chess.

               2. Know what is meant by ‘Pawn Promotion’.

               3. Demonstrate the ability to end the game by ‘Fool’s Mate’ and “Scholars mate”.

               4. Know which are ‘major’ and ‘minor’ pieces and the reason that differentiate them 
                    (It is not their age it is their ability).

               5. Check-mate with K+R+R versus K and K+Q versus K.
               6. Which is the most ‘important’ and the most ‘powerful’ piece on the board.
               7. Explain the difference between ‘attack’ and ‘defense’.

               8. Show how to use some of the ‘Basic weapons’ Namely: Pin, Fork, 
                    Double Attack and Skewer.
               9. Explain how ‘En passant’ works

SAMPLE OF Question Paper for Level E
 (Phase 1)

Accomplishment I                                    Time 90 minutes                        Marks: 50

_____________________________________________________________________


Q 1     The starting position below was incorrectly set up.

            a) Can you spot how many mistakes there are?                                               (1)
            b) Set up the pieces in their correct position.                                                    (1)
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_____________________________________________________________________

Q 2   What is a distinguishable feature on the King?                                                 (2)

___________________________________________________________________     

Q 3.   Name the 3 rows of squares on which the pieces can move.



       a)……………..      b)…………….      c)………………..                                (6)

____________________________________________________________________

Q 4   In the position below there are captures; some legal some illegal?                   

          (circle your answers)

1. [image: image18.png]


Black captures the pawn on b4 with his Bishop  1…  Bxb4   Is this move legal?       (Yes / No)

2. White moves his Knight from c3 to d5 and captures the Black Knight on d4 1 Nd5 …
                  Is this capture legal?                      (Yes/ No)

3. White captures the pawn on e5 with his Knight 

                 1. Nxe5  Is this capture legal?          (Yes/ No)

           4.   Black captures the pawn on b4 with the Knight 

                 1. … Nxb4  Is this move legal?        (Yes / No)

                                                                                                                                     (5)    

Q 5 Value of the pieces                                                                                                       

     In this position if
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a) White captures the Rook on a6 with his Bishop 

     1 BxRa6  NxBa6             

 Does White win or lose points or is the material equal?   
     

b) Black captures the Knight on c3 with the Bishop 

     1 … BxNc3 

 Does Black win or lose points or is the material equal? 

c) White takes the Pawn on e5 

     1 Nxe5  Does White win or lose points or is the  material equal? (5)
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 In this position  
       a) White captures the black Rook on d2 with the Queen 

        1 Qxd2 Rxd2;  2 Bxd2

      What is the material outcome?

       Does White win or lose points or is the material equal?   

       b) White had a better move available to him than   

        1 Qxd2
What is the move? 

White should have played:  
1 … …

2. … … winning material        (5)

_________________________________________________________________

Q 6 Select in which positions below you find: 
        check-mate, check or stalemate or none of the three   
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  a) Black to move: 

Is this Stalemate?                                       

1 …  …
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  b) Black to move: 

Is he only in check or check-mate? 

1 …  …
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  c) Black to move:

Is this check-mate?   (Yes – No)

1 …  …
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   d) Black to move: 

Is this stalemate?       (Yes – No)             
1 … …

                                                                                (4)

_____________________________________________________________________

Q 7  White is in check

a) Give the 3 moves available to White to get out of check.                               (3)
b) Which move is the best? (indicate by circle)                                                  (2)
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             1 …

             2 …

             3 …

Q 8  The chess game is divided into 3 stages (parts)

            Give the stages 

      1.  The 

2.  The

3.  The                                                                  



 (3)

Q 9    Which are the 3 ‘special moves’ used in the game?
       a)

       b)

       c)                                                                                




(3)

Q 10 

a) What is normally the best way to keep the King out of trouble in the opening?

       …………………………………………..                   




(1)
b) What makes the King safe?

    ………………………………………….                            



(2)

_________________________________________________________________________
Q 11 Notate algebraically he following moves                           



(5)
The Pawn in front of the White King moves two squares                        1 …     

The Black Pawn in front of the Queen’s Bishop moves two squares       1 … …   

The White Knight on the Kingside moves towards the centre                  2 …       

The Black Pawn in front of the Queen moves one square                       2 … …    

The White Queen Pawn attacks the centre                                              3 …             

_____________________________________________________________________

Q 12

White has a chance to ‘Back row mate’ Black in the position below:

a) What is White’s move?   1 …                                                                (1)
b) What is Black’s best move to avoid the mate?   1  …  …                     (1)      
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Question paper for Level E   (Phase 2)
Accomplishment II                                                  Time 90 Minutes       Marks: 50

_____________________________________________________________________

Q 1    Explain the purpose of the chess game                                                              (3)

_____________________________________________________________________

Q 2    Explain Pawn Promotion in terms of 

a) Why promote?                                                                                                         (2)
b) In the positions below what piece is the best to promote to?                                  (5)
 1                                B             2                               W             3                               W
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_____________________________________________________________________

Q 3   Deliver a “Scholar’s Mate” moving both White and Black pieces                         (3)

1 …  …

2 …  …

3 …  …

4 …  …

_____________________________________________________________________

Q 4   Which are the Major pieces? Justify your answer                                              (4)

_____________________________________________________________________

Q 5    Demonstrate one method of check-mate with Queen + King against a King.  (2)
_____________________________________________________________________

Q6    Explain why the Queen is so powerful                                                               (3)

_____________________________________________________________________

Q7    Explain the difference between:    a) attack and attacking                                 (3)

                                                                b) defense and defending                             (3)

Q 8   Skewer or X-Ray Attack:                                                                               
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 White to move:

  How can White win?              1  …
                                                                                         (3)
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 White to move: he can force the Black King into a skewer position.   How? Give both White’s and Black’s moves

             1  …  …

             2  …  …

             3  …                         White wins the Rook          (4)
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   White to move: he is a Pawn down but he can win.

    How? Give all the moves.

               1  …  …

               2  …  …

               3  …  …                        winning the Bishop      (5)
_____________________________________________________________________   
Q9   Explain En-passant in detail
  a)                                                                                          (5)
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b) In this position there is only one possibility left to capture En-passant

Which pawn has to be moved and where, in order that to happen?   

        1  …  …                                                                         (5) 

SYLLABUS FOR LEVEL 1 Instructor Examination –  

Compiled by Csongi Wasas
Note that the Instructor Level 1 pre-supposes knowledge the Entry levels and School Supervisor level.

Level I  (Rating 1200 - 1500) The lessons of the Instructor shall aim to teach the learner to:
 Phase 1      
1. Explain how intelligence conquers rigidity.

2. Show an understanding of the importance of developing the pieces and the control of the centre.

3. List the ‘Opening Principles’(rules).

4. Discuss what is meant by ‘strength through mobility’.

5. Solve chess problems involving Pins and Forks.

6. Demonstrate the reason of ‘when and how’ to exchange pieces.

7. Demonstrate how to check-mate with K+R versus K.

8. List 6 possible ways to ‘draw’ a chess game.

9. Show examples of the following ‘basic weapons’ 

a) Discovered check

b) Discovered attack

c) Double check

d) Over worked pieces

e) False protection

                         10.  Smothered mate

Phase 2           1. Open Games:  Play ‘King and a Queen pawn’ opening and explain the main objectives after the initial moves.
2. Play the following ‘Openings’(main lines only).

3. Show understanding of the ‘Open File’ and the ‘7th Rank’.

4. Know what are ‘Passed Pawns’ and the ways to create them.

5. List six ‘End-game’ Principles.

6. Explain the concept of ‘Opposition’ and its importance in the end-game/ Triangulation.

7. Show how ‘Lucena’s Variation’ works.

8. Show how to draw with ‘Philidor’s Variation’.

9.   Discuss ‘Gambits’ in general terms and play two gambit opening of your choice, one for White and one for Black

10. Explain about ‘Strong squares’ or ‘Outposts’
Question Paper for Instructor Examination Level I
Phase 1                                                      Time 2 hours              Marks 100     
Q1   How would you explain the attitude of ‘flexibility’ when playing the game?   (5)

_____________________________________________________________________

Q2   a) The process of moving the Pawns and pieces to positions where they can act offensively and defensively in the opening, is called:                                                 (2)    

        b)  What do you understand about ‘Centre Power’?                                            (5)

        c)  How many ways are there to control the Centre? Give examples.                 (3)

_____________________________________________________________________

Q3   What are the principal ‘rules’ of the Opening?                                                   (5)

_____________________________________________________________________

Q4   a) Explain ‘Strength through Mobility’,                                                            (10)
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        b) In this diagram count the visible tempi available to each player                                                       

                                                                                             (5)

_____________________________________________________________________

Q5 Solve these problems.                                                                                         (10)

1                                 W                                                           2                               B  [image: image10.png]


                                        [image: image11.png]
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 3                               W                                                           4                                 W           
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_____________________________________________________________________             

Q6  In the positions below; decide if you would exchange pieces.

Give your reasons in each case.                                                                                 (25)

1                             W                                                          2                                B             
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3                                W                                                     4                              B
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5                                B                                                   6                               B
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        7                             B                                               8                               B                

[image: image40.png]


[image: image41.png]



9                                W
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Q7   K+R versus K
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  White to move 

Mate Black in 3 moves

1 …  …

2 …  …

3 …                                                                            (2)
_____________________________________________________________________
Q8 Give all the different ways to Draw a chess game;                                               (3)

_____________________________________________________________________

Q9 Solve these problems;

      Explain which ‘basic Tactical weapons’ are involved in each case                    (20)
 1                                B                2                               B            3                              W
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 4                                W                5                                W           6                                B       
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   7                                 B             8                               W                9                              W       
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Q10
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 Capablanca vs Mattison

            How did White win quickly?

1 …  …

2 …   …

                    3    …   …

                    4   …   …

                    5   …   …  

                    6  …                                                              (5)

_____________________________________________________________________

Question paper for Instructor Examination Level I
(Phase 2)                         Time 2 hours                       Marks 50
(Use a separate sheet of paper and notate all the answers algebraically)

___________________________________________________________________ 
Q1  Open Games:  Play and Notate a ‘King and a Queen pawn’ opening.    
                                 Explain the main objectives after the initial moves

a. Scotch Game

b. Queen’s Gambit                                                        (5)
Q2    Play the following Openings (main lines only)  

         a) Kings Indian Defense

         b) Ruy Lopez                                                                                         (5)

Q3 Show an understanding of the ‘Open File’ and the ‘7th Rank’                   (5)
Q4   Know what are ‘Passed Pawns’ and ways to create them                     (5)

Q5   List six ‘End-game’ Principles                                                                 (5)

Q6   Explain the concept of ‘Opposition’ and its importance in the end-game/ Triangulation  
  (5)
Q7   Show how ‘Lucena’s Variation’ works                                                     (5)
Q8   Show how to draw with ‘Philidor’s Variation’                                           (5)
Q9  Discuss ‘Gambits’ in general terms and play two gambit opening of your choice, one for White and one for Black                                                                                (5)

Q10  Explain about ‘Strong squares’ or ‘Outposts’                                         (5)  

E. SYLLABUS for the Instructor Examinations Level 2
Note:  The Instructor Examination Level 2 and pre-supposes knowledge of all the other Instructor examinations preceding this one.

Question Paper for Level 2 


 (Use separate sheets of paper and Algebraic notation for your answers)
Instructors Examination Level 2 (part 1)
1. Show knowledge of the three “Elements’ of the chess game and their inter action (Force, Space and Time)
2. Give examples of the following sacrifices: 

· Clearing 
· Blocking
· Decoy or Deflecting
· Striping or Demolishing

3. Explain the following concepts:

· Zug-Zwang
· Under Promotion
· Bad Bishop versus Good Knight

4. Discuss pawn play regarding:

· ‘Strong Squares’ and ‘Holes’
· Pawn-Chain 
· Weak and Strong Pawns

5. Solve five End-game Problems

6. Solve five Problems involving a Queen sacrifice

7. Check-mate with K+B+B versus K

8. Explain the difference between ‘Strategy’ and ‘Tactics’

9. Demonstrate ‘Triangulation’ in the End-game

10.  Must be able to play (main line only) of the following Openings

· Budapest Counter Gambit

· Sicilian Defense

· French Defense

· Grünfeld Defense
· Benko Gambit

______________________________________________________________

Instructor Examination Level 2 (Part 2) 

i. Analyze in depth two White Opening and two Black Opening of your choice

ii. Analyze two ‘Amateur’ games (give comments about moves played)

iii. Play over a game played by two Grandmasters (give your comments)

iv. Check-mate with K+B+N versus K

v. Carry out a ‘Minority Attack’


vi. Demonstrate the Knight’s inability to gain a ‘tempo’ in the Endgame.

vii. Bishops of opposite colour.

viii. End games with Q versus R, B v R and N v R
ix. Centurini’s position

G. CRITERIA for awarding the certificate Instructor Level 3.
    By Lyndon Bouah
1. Candidates that apply for a Level 3 Trainer Certificate must be able (if required) to present copies of the following formal qualifications: 

        (a) Highest academic certificate (e.g. Matric, BA degree, indicate year & institution)
        (b) Highest Rating ever achieved (FIDE or CHESSA, indicate year) 
        (c) Highest chess formal qualifications (e.g. Provincial Arbiter, indicate year)


2. Short (1/2 page) Chess CV (list) with reference to involvement in community chess – as executive member or in projects (e.g. chess club executive member, development projects in the past five years, Union executive member, served on national commissions).


3. Short (1/2 page) Chess CV(list) with reference to coaching or player experience in the past five years in national or international events which the candidate attended as a player or coach or manager.  

4. The candidate will be required to demonstrate that he/she is able to search, extract and compile electronic data (e.g. an opening variation) from a games data base software system or from appropriate websites on the World Wide Web. The candidate must be able to coach other players in the use of a suitable software programme and analysis engine to analyze, to annotate, to evaluate, to sort, to store and to retrieve games from a database with thousands of games.

5. The candidate will be required to demonstrate competence in writing a meaningful report of his/her coaching (when representing SA nationally or internationally) as required by SACTA and CHESSA. 

6. The candidate for the Level 3 Trainer Certificate will be deemed to be an example of setting high personal standards and must conduct himself/herself in accordance with the principles of dignity, integrity, loyalty and responsibility in all relations of a competitive, economic, social and moral nature as conceptualized in the CHESSA Code of Conduct. 


7. The candidates will be expected to be fairly competent and have experience in coaching the theory and practice of all the syllabuses of lower levels (Entry level – Level 2) as listed in the SACTA MANUAL. In addition an extended knowledge of the list below is required. 

Level Three Trainer: Knowledge base

Though no formal examination will be set for the candidate that applies for a level 3 certificate, in addition to the aspects mentioned in Level one and two the level three is expected to be fully conversant with the following:

1. Training methods

2. Attacking the uncastled King

3. Attacking the King : Castling on Opposite sides

4. Attacking the King : Castling on the same side

5. The Exchange Sacrifice

6. The Positional Sacrifice

7. Outposts

8. Open Files

9. Semi-Open Files

10. Passed pawns

11. Isolated Pawns

12. Doubled pawns

13. Backward pawns

14. Hanging pawns

15. Pawn majority

16. Pawn minority

17. Central Strikes

18. Physical and Psychological factors

19. Literature

20. The Bishop pair

21. Bishop against Knight

22. Classical Bishop sacrifices

23. Won Positions 

24. Lost positions

25. Opposite Coloured Bishops

26. Small advantages

27. Immobilization

28. General endgame knowledge of the main positions

8. The candidate may be required by SACTA, as a final test of ability to communicate theory and to coach others, to present a lecture/workshop on any of the topics above, e.g. at a Provincial Trainers’ Seminar for fellow trainers or elite players. 

9. The candidate is required to be proficient in modern communication skills such as e-mailing and have personal access on a daily basis to such a facility. Proficiency in the English language and international chess nomenclature is a must; a reading knowledge of at least one other European language would be a bonus.
10. The criteria listed will be revised from time to time by the SACTA Executive or by Chess SA, or if FIDE issues guidelines. 
H. Further reading and reference material  

Megasites

Compiled by Adv L Bouah

A/Webmaster Hall of Fame

‘Mig’ (Michael Greengard), KasparovChess.com

B/Websites

1)
Chessworld.net****

Headers: Latest, News, Chatting, Learning, Culture, Kasparov, Shopping, Gamezone, Downloads, Playing, Computer, Grading, Reports, Guest GM, Contest, Drama, Club focus, Feedback

2)
GrandMaster Chess*****    www.gmchess.com
Headers: FIDE, General, Local, Analysis, Lectures, Special services, Feature articles, Magazine, Game-bases, Tournament calendar, Club pages, Books, Software, Equipment, Blah-blah place 

C/Websites

3)
Australian Chess Federation***** www.auschess.org.au
Headers: Columns & Opinion, Scoreboard and Events, Rings & Players, Development, Archives, Administration

4)
The British Chess Federation****   www.bcmchess.co.uk
Headers: What’s New, National News, Regional News, Chessmoves, Articles, Calendar, Directory, Publicity, Reference, Archive Grading, Products

Price check: Annual membership £35.00, National Grading List £5.00 Fritz 5.32 £42.49

5)
ChessDate*** www.freespeech.org/chessdate/index.html
Headers: News, Events, Kings, Giants, Lessons

6)
Chess Ireland***   Ireland/iol.ie/~jhurly
Headers: Result BBS, Games, Email directory, Clubs/contracts, Results, Calendar, Archive, Ratings

7)
Chess Sector (Ukrainian Chess Online)***  chess-sector.Odessa.ua
Headers: Main News, Odessa, Ukraine, World, Games, School, UkrBase, What’s New

8)
Irish Chess Online**   homepage.tinet.ie/~acad
Headers: Addresses, Chess Diary, Bulletin Board, Events, Club, Official Documents, Ratings.

9)
Official Website of the World Chess Federation (FIDE)*** www.worldfide.com
Headers: Chess Review, Press Release, FIDE Handbook, Fide Officers, FIDE Zones, Commissions, International Arbiters, Title applications, Ratings, Calendar, Honorary Members, About FIDE, Game Zone, Fide Mail, Get to Know Us, Site Map.

10) RUSSIAN CHESS ****  www.ruschess.com
Headers: GML, School, Java, Archive, Rusbase, Calendar, Store, Ratings.

11)
Sam Sloan’s Chess Page**** www.shamema.com/chess.htm
Headers: none (articles grouped by subject)

12)
TWIC (The Week in Chess)****  www.chesscenter.com/twic/twicintro.htm
Headers: Last issue, TWIC TV, Book Reviews by John Watson, PAST TWIC ISSUES (needs registration)

13)
US Chess Online********  www.uschess.org
Headers: What’s New, Join Shop, News, Members Only, Rating, Tournaments, Top Players, Club, Scholastics, Correspondence Chess, Governance

14)
Welsh Chess Homepage**  www.users.globalnet.co.uk/~pbevan/index.htm
Headers: Officers, Poll, Calendar, News, Grading List, AGM, Gallery, Games, Problem, WCU Fees, Constitution, Chat, Entry Forms

15)
First Saturday***    www.elender.hu/~firstsat
Headers: International grandmaster tournament, International master tournament, FIDE-master-tournament, Programme for year 2000.  Time and venue, Useful advises about the city Budapest, Accommodation in Budapest 2000, Coming to the FIRST SATURDAY tournament (application form)

16)
The Chess Café***** www.chesscafe.com
Headers: What’s New, Tournament World, Columns Bulletin Board, Bookstore & Emporium, Book Reviews, Skittles Room Endgame Studies, Archives.

17)
Chess Base ****** www.chessbase.com
Headers: Online Database, New Products, Events, Shop, Support, Contents

18)
ChessLab***** www.chesslab.com
Headers: Two million interactive chess games online, Play Chess, Play Checkers, Chess Basics, Checkers Basics, Contact, ChessFlash News by Jude Acers, Kasparov vs. World Match Daily Commentary, FIDE World Championship – Las Vegas 1999, World Tours by Chessmaster Acers, The Greatest Chessbook of all Time, Game Basics, History, Rules, ChessLab references on the Web, ChessLab in Press, Letters from ChessLab user

19)
Pitt Chess Archives ****** www3.pitt.edu/~schach/Archives/index2.html
Headers: Newstuff, Games Collections, Chess Materials

20)
Alex Baburin’s Web Site ***** ababurin.tripod.com
Headers: Chat Room, Book Shop, Profile Endings, My Calendar, GM Forum, Chess Auctions, My Best Games, News, Chess Wonders, Puzzle Page, Game Viewer, Photo Gallery, Q and Answers, Collectors Corner, CBC Central, Alex’s Book, Coaching

21)
Batsford Chess***

www.batsford.com/Chess/index.html
Headers: Feedback, Bookclub, Bargain Books, Shopping, Search, Trade, Corporate, Chess Suppliers, Subject Catalogue

22)
BCM Online***** www.bcmchess.co.uk
Headers: What’s New, Books, Software, Reviews, Computers Sets & Boards videos, Equipment, Calendar, Magazines Subscription, What’s in the Magazine, Britbase, Order from BCM, Bound Volumes, How to Find Us, Map, Second-Hand

23)
Inside Chess***** www.insidechess.com
Headers: Products, Chess Articles, Events, E-mail Subscription List, Masterprice Inc., ICE-Store, Chess net

24)
London Chess Centre**** www.chesscentre.com
Headers: TWIC, Online Shop, Openings, Bridge, TV, Kingpin, Chess Auction, Fantasy Chess Shop, New Software, Chessbase7, New Books,Book Archive, New Products, Full Booklist, Luxury Sets, Decorative Sets, Downloads, Go, Backgammon, Book Reviews

25)
New in Chess**** www.newinchess.com
Headers: Products, Shop, Reviews, Service

Pricecheck: Annual subcription to New in Chess Magazine Df95.00 (Holland), 

26)
Polgarchess** www.polgarchess.co
Headers: What’s New?, Career Highlights, Chess Centre, Queen of the Kings Game, Chess Shop, The Sister’s Events, Polgar Annotates, Simuls, Lectures, Private Lessons, Photo Directory, Current Events

27)
Chess South Africa   www.chessa.co.za
28)
Chess Opiles****  www.chessopiles.com
29)
Chess Kids ****  www.chesskids.com
30)
Chess Games ****  www.chessgames.com
31)
Chess Drum ****  www.chessdrum.net
APPENDIX 1: CHESS FUN AND GAMES
by Elise Steenkamp Nov 2008


(a) Simultaneous displays. A good chess player (called the chess master) will play against several players at the same time.
  The tables with chessboards and sets are set up in a U or a semi-circle. The players sit on the outside of the circle, one player at a chessboard. The Master is in the inside. The master moves on foot from one board to the other and makes one move per board. The players make their move only when the Master appears in front of the board where the player is playing. It is advisable that one master takes on no more than ten players to remain interesting, for if more players are played at the same time it takes a long time to make a move on the boards. The rules can e.g. determine that when a player looses a game another player can take his place and start with a new game. However, the master should not be on his feet for more than two hours at a time.
(b) Play the champion  (“Masked master”) – a good player (the master) can sit at a table with a chess clock and give himself only two minutes on the chess clock while the challenging opponents , players that qualify – does not matter how - plays against him, they line up and they get 5 minutes to beat him. The spectators will also enjoy this. This can also be played on a bigger set of pieces to be more visible to all, but the time must be increased for it takes longer to move the pieces.

(c) Mass participation events is best organised in teams – school teams with various categories such as age groups, or grade groups, boys and girls teams, etc. where each team has one adult person/captain to “manage” the team works best. This works well for groups of all ages and skill level is irrelevant. This can be played with or without chess clocks. A gong/bell can be sounded to start a round and again to signal the end – unfinished games can be adjudicated by a simple system of counting the material left of the board. Use an official “adjudicator” who knows something of chess and will not easily miss a mate in one or two moves.

(d) Individual player tournaments. This requires a fair amount of skill and a lot of organisation to run smoothly. Participants will need a little more than the basic skill to play a game and since the individual is required to do a little administration himself the participants cannot be too young. Individual tournaments can be played with or without chess clocks, with the Swiss system or the round robin pairing method. 
(e) Game with commentary – this is best on the giant chess board and requires a dynamic commentator who can explain to the public what kind of moves are being played so that the spectator can share in the excitement. 

(f) Movies and DVD’s. There is a great number of chess related movies, some of course not suited to children younger than 16. Two that can be shown to all are the Knights of the South Bronx and the other Innocent Moves – the story is about the life of a young chess player and how his parents and coach supported him. There are several training DVD’s aimed at the beginner player which may be more interesting to watch and learn from than the teacher at school or can be supplementary to the teacher’s training at the various schools. For a large group of beginner players the “look and learn” approach may just help out a lot – especially where the teacher is not an experienced player him/herself. Of course the DVD can be viewed over and over again – at various stages and for various groups, the initial cost would be minimal compared to the hourly cost of a professional coach. 

(g) Chess Marathon (play through the night, or through the weekend without stopping) - this can be spectacular, but the practical implications may be far reaching and it needs a lot of planning. Nowadays kids often play computer games through the night, dance through the night, etc. Far better is to play “Blitzes” through the night – some test of endurance and maintained focus and a challenge for the teenagers’ idea of “manhood”.  


(h) Chess puzzle – this can be a daily/weekly event for the bulletin board at the school or a promotional event or e.g. on a Saturday (at the shopping centre) an hourly event, e.g. at 10, at 11 at 12, depending on the prizes that the sponsor wants to give. A position (from a puzzle book) is set up on a demonstration board (or the giant chess board) (or a printed diagram) and the school players/ public can write the answer to the chess puzzle on a piece of paper. At the given time a gong can be sounded/tune played, the correct answers pooled and one drawn out of a hat – the first correct one read will win a prize! This puzzle idea can also be taken up in the newspaper/newsletter – prizes handed out at the school/shop. 


(i) Live people chess.  This needs a few willing persons to play the parts of the chess men and some initial effort to prepare the headgear (maybe the art class?), e.g. crowns for the king and queen, pointed hats for the bishops, horses heads and castle hats. To dress the human chess men one will need 16 white t-shirts and 16 black/red t-shirts. Each human chess piece is given a big hat in the shape of the piece he/she represents. Alternatively or additionally the human pieces can wear the symbol (figurine) on a large back and front bib. This can be used again some other time.
 
  A huge chessboard will be needed – that can be painted on paving or on grass, or a board can be made out of plastic rubbish bags (black and another colour, e.g. green) stuck together with tape. The blocks must be marked with the block number so that the human chess pieces can know where to go. Two players – Master A and Master B then challenge one another on this “live chess board and pieces” the masters call out their moves on the microphone. They can sit at one side of the board or stand around if they want to (depend on the PA system). The human chess pieces then move themselves around on the cues of the masters. 

(j) Chess fancy dress tournament  Schools (houses of the one school) can be asked to participate and the local shops can give a prize(s) to the school with the best “chess-like dressed” team of 16 players. The teams can then play against one another on the big chess board, each school’s champion player will play the pieces like in (i) above. 

(k) The chess “triathlon” – players are required to participate and do well in three things, e.g. Play a chess game in 5-10 minutes, finish an obstacle course/run around the hockey fields, drink/eat something, play another game of chess and do a 50 meter swim/ 1km bicycle course/rope climbing/ “dodge ball”, etc. The participant gets points for winning the chess game, more points for finishing the obstacle course in x second/minutes, points deducted for losing a game, for taking too long on the course and for messing crumbs or whatever.

(l) Quatro Chess 

   Chess for four players – great fun!  Rules and methods to play in teams of 3-4 players will be supplied when a four player board is purchased. For “Quatro chess” a specially designed chess board with twice the number of squares than a usual board is used and four different coloured sets of 16 pieces. (E.g. white, black, green and red). Can be very social, but the teacher can also use it in other ways to exercise “wide sight of the board” – the players have to look in many directions to see a threat – from not one opponent but three. 

(m) “TEAM CHESS” on the giant chess board 
 Make up teams of 3 or 5 players. As many teams as possible will do. 

Aim of the game: To get a winning team which will win all the prizemoney /trophy or whatever is presented. 

No need to have a pairing system, and since only one giant board is used (with spectators all around) all the action will take place on and around this board. 

 To make it even more interesting is to have a chess clock/timing device placed about 20 meters away from the board in full view of the spectators and the participants. 

 Two teams start the competition. Each team lines up its members on the side of the board – one team plays with the white and the other with the black pieces. All move rules of normal chess applies – e.g. touch move – because of the size of the pieces one could apply the move that “when a piece is picked up from a square or purposely moved from a square” it can be seen as touching the piece and therefore obliged to move it legally.  When the player has made his move, he goes to the clock and presses the clock. Normal clock rules also apply. The team players will be numbered one, two, three and after number one has made the move and pressed the clock he will fall in line behind number three. The opponent team’s number one will do the same – make a move, press the clock and fall in behind the others. The second player then does the same, etc. 

  To save time and administration (keeping scores or pairing different teams) a system can be followed where the winner of the game stays at the board after winning the match and then faces a new (the next) team. A team is knocked out when it loses a game – one chance only. When the teams play the game to a draw by any of the following:
 
(a) no mating material on either side 
(b) flags fall simultaneously
(c) stalemate 
(d) the flag falls and the opposing team has a lone King left the teams shall play a second match but with colours reversed.
 The winning team that stays at the board will alternate colours with every round.
Consultation amongst team members may be allowed, but only the designated player may make the move. 

 Teams also do not need to have the same number of players – a team of three can play against a team of four players for example, but the individual players must take turns.
Loud cheering and comments from the spectators are encouraged!  

 Appendix 2: Berger tables for 4,6,8, players

BERGER TABLES

3-4 players
	Round
	
	

	1
	1:4
	3:2

	2
	4:3
	1:2

	3
	2:4
	3:1


5-6 players
	Round
	
	
	

	1
	1:6
	2:5
	3:4

	2
	6:4
	5:3
	1:2

	3
	2:6
	3:1
	4:5

	4
	6:5
	1:4
	2:3

	5
	3:6
	4:2
	5:1


7-8 players
	Round
	
	
	
	

	1
	1:8
	2:7
	3:6
	4:5

	2
	8:5
	6:4
	7:3
	1:2

	3
	2:8
	3:1
	4:7
	5:6

	4
	8:6
	7:5
	1:4
	2:3

	5
	3:8
	4:2
	5:1
	6:7

	6
	8:7
	1:6
	2:5
	3:4

	7
	4:8
	5:3
	6:2
	7:1


In the classroom: All play all 

There is an easy method of playing an all-play-all in the classroom. 

For example we have 12 players to play in the competition.
 
Place 6 tables in a row, two chairs on either side of the tables ( =12 chairs). Each table is set up with one chess board and the pieces. The boards are set up alternately with white at the no1 side and the next board (for player no 2) with black at the same side of the row, board no 3 with white again, etc. 
The players then sit at the tables in the pattern indicated below for round1:-

	1

	2
	3
	4
	5
	6

	12

	11
	10
	9
	8
	7


Pairing for Round 1    1= white   vs. 12 = black  
                                     2 = black   vs. 11= white 

                  3= white   vs. 10 = black  etc. 
The round by round pairing for following rounds is determined as follows:-

ROUND 1   The lowest number, 1, takes his seat first, at the top left hand corner, and opposite(the opponent of) number 1 is no 12.

Number 2 takes up the set next to number 1, at the next table from the top left hand corner, opposite 11.
We now seat the remaining players in order, moving in a clockwise direction. 

Once we reach 6, we go round the corner and seat 7 to 12 in the remaining seats.

This seating gives us the pairing for the first round. No.12 remains at his seat for the entire tournament; he starts with the black pieces and turns around the board after each round, to play with the other color. All other boards remain fixed, as the players move on to the next board they play the color already set up on the board at that table/board. 

Determining pairings for all subsequent rounds is very easy.

ROUND 2: 
For round two and each new round, all the players (except no 12 who remains “fixed”) move one seat in a clockwise direction (skipping over the stationary 12 if necessary).

      e.g. no1 moves to table 2 , no 2 moves to table 3 , etc. no 6 moves around the corner to take place on the other side or table 6 (to play the opposite color) , etc.  Player no 11 will skip “over” no 12 and take place opposite player no 12 who will turn around the board and now play with the white pieces. 

   The Round 2 pairing will be:
 
             11= black vs. 12 =white
             1 = black vs 10 =white 
              2 =white vs 9=black

                                    Etc. 

The scores are filled in on a cross table. 
Appendix 3: Pairing card for Swiss Manual Pairing

   NOTE:  This is for the Classroom Manual Swiss Pairing ONLY 

1. Pairings are to be done on a simplified SWISS SYSTEM.
2.  Before the first round, players are roughly listed in order of strength and the No.1 player plays No.16 (in a 30 player tournament), No.2 plays No.17 and so on. In a smaller tournament, say of 20 players, No. 1 would play No.11 and No. 2 would play No.12. 

3. In the second round, players with equal points should play each other.
(a)Throughout the next rounds, this principle should be observed as far as possible: that players on equal scores should play each other.
(b) Players can only encounter each other once in a tournament.
(c) As far as possible, colours should be alternated, i.e., if a player has white one round, he/she should have black the next. However, pairing players on equal scores takes precedence over alternating colours.

One card is made for each participant.  No = player’s number which can be given as simply no 1,2,3, etc as the players enter the door, or an alphabetical list , or ranking list as on the ladder. 


No                            Name                                                                           

	Rounds


	1
	2
	3
	4
	5
	6
	7
	TOT
	Place

	Opponent

no
	
	
	
	
	
	
	
	
	

	Colour


	
	
	
	
	
	
	
	
	

	Result per round
	
	
	
	
	
	
	
	
	

	Total 

progressively
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