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Foreword

“In Games of Science,
Art must point the way;
Chance aids but little;
Skill decides the play.”

Sturges’ Guide 1800.

The purpose of this Draughts primer is to help the beginner to acquire
the basic skills required to progress beyond that standard and to provide an
insight into the intricacies and deeper aspects of the game. Possibly the
worst habit the learner can fall into is in memorizing large amounts of
published play, without achieving an understanding of the reasons for the
moves made. The first half of this book is devoted, therefore, to elementary
tactics and strategy while in the second half a set of games annotated by
experts, illustrate and expand the topics covered in the first part. These
games alone, contributed by Britain and Ireland’s top ranking players,
ensure the standard of this publication and will, we trust, also be of interest
to the more advanced player.

To reach “master class” will, of course, require rather more knowledge
than is included in this volume; however, if the response to this initial effort
is widespread then we hope to publish further issues covering more
advanced aspects of the game.

T. A. LANDRY.
L. STEPHENS.

July, 1984,




INTRODUCTION

Draughts is a game of skill played between two contestants over a board
of 64 squares. Diagram 1 shows the pieces set out on the board ready for
play. Play takes place on the dark coloured squares with men or pieces of
contrasting colours (preferably Red and White), technically Black and
White. Note, however, that for the purpose of illustration in this book the
pieces are shown on the white squares in accordance with normal printing
practice. Diagram 2 shows the numbered board which may come as a
surprise if you have not given much thought to draughts notation.
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Diagram 1 Diagram 2

However, if you turn to page 7 you will soon find out how invaluable a
guide this diagram is going to be. On commencing play the pieces are set out
as in Diagram 1 with Black pieces on squares 1 to 12 and the White pieces
on squares 21 to 32. Black always moves first and the game continues with
each player moving altemately The ob]ect of the game is to immobilise all
of your opponent’s pieces. Immobility is achieved in two ways. Firstly, by
capturing (thus removing) all of your opponent’s pieces and, secondly, by
confining your opponent’s pieces in such a manner that he eventually runs
out of moves. In Draughts it is true to say “The last move wins”. In
attempting to carry out this plan one of your main strategic considerations
will be how to break through your opponent’s ranks, thus securing the first
King and then using it to capture or confine your opponent’s pieces.
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A piece can only move diagonally forward and upon reaching the final
row known as the King row, it is crowned with another piece placed on top
of it. A piece captures in the direction in which it moves by leaping over the
opposing piece (or pieces) into the vacant square immediately behind the
piece about to be captured. A capture or jump is compulsory and the
captured piece must be removed from the board. A simple illustration will
help :—

From Diagram 1 — Black moves 11-15, and White replies 22-18 forming
this position :

Black must capture by 15-22, but
White has two ways to recapture

and may do so either by
25-18 or 26-17.
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Diagram 3

The question most often asked by the student is what are the best opening
moves. If you look at Diagram 1 you will see that there are seven possible
opening moves for Black : 9- 13,9-14,10-14,10-15,11-15,11-16, 12-16.
It is our intention to introduce you to each of these 7 standard openings
giving model games by experts and providing annotations to explam why
key moves were selected. It is universally accepted that 11-15 is the
strongest opening move for Black and we have shown extensive play on
how to handle the strength of this move and on the best replies to meet it.
We could, of course, have devoted all of the book to this opening but we
think our readers will find the variety of play we have given more
interesting than extensive analysis on one opening.

Our objective is to give the beginner and even the average player a good
basic knowledge of the game by introducing you to a selection of instructive
problems and a variety of well played games.
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The games in this book are arranged in columns, with black and white
moves given alternately. Start at the top of the first column on the left side
of the page and then go on to the second column, etc. The letters shown on
the right hand side of some of the moves refer to the notes given below the
games. You should study these notes carefully as they are the key points the
players wish to bring to your attention.

Of course, in a book of this size we are only able to introduce you to the
tip of a vast amount of literature that is available on the game and that is why
we have have given details of other books on page 48. Our main aim in this
publication is to show how entertaining and challenging draughts can be
and to dispel the nonsense that it is only a game for children, by demonstrat-
ing the complexity and depth of the game that has yet to be mastered even
by the most able minds.

At first you may find the problems difficult to solve but once you get the
feel of the game and begin to know what to look for, you will be surprised at
how quickly you will grasp the basic ideas.

By now, 1 suppose, you are wondering if one needs special talent to
become a good draughts player. Anyone with average intelligence who is
willing to devote a little time to learning the basic principles should have
little difficulty in becoming a skilful player. You will have to familiarize
yourself with various strategies and tactics. Of course, the development of
your game and the progress you are likely to make will largely depend on
your commitment. There is no short-cut to knowledge and you will need
plenty of practice to develop the ability to retain ideas and formations and
to fit them into the strategy of your game. The ability to look ahead clearly
and calculate precisely is paramount. You will need to develop your powers
of visualisation to the fullest if you want to reach master class. Top players
are capable of looking a long way ahead and that is why they out-
manoeuvre their less farsighted opponents. However, you should not get
overawed when playing a more experienced player, as you both start
with equal forces. There is no luck in this game, and it is a tremendous
challenge to your ingenuity to try and out-think your opponent.

You should always be decisive when weighing up the pros and cons of a
position. Make up your mind on the best course of action and then move.
Once you touch a piece you have to move it. When your opponent is
considering his move you should use this time to plan your own strategy and
to deal effectively with his eventual move. Of course, you won’t always be
able to anticipate your opponent’s move but most of the time you will have
a good idea of what reply to expect. If your opponem wakes a completely
unexpected move you should become immediately suspicious.

Let us have a look at the problem below. White moved 31-26 and Black
decided that 29-25 would be the best developing move and thus lost a game
that he should have drawn. So, alertness is essential if careless losses are to
be avoided. Black moved without giving ‘sufficient attention to his oppo-
nent’s last move.

Diagram 4

Solution to problem

on diagram :

(After 31-26, 29-25)
2-6!1-19, 26-23, 19-26,
28-24, 20-27, 32-14!!
White wins.

We would also like to point out that the major tournaments are played on
a three-move restriction style of play : that is to say that Black’s two
opening moves and White’s first move are made compulsorily. There are
144 such openings. In competitions where there is no restriction on the
choice of opening moves, we call this style appropriately enough Free Style.
The three-move restriction was introduced to add a new dimension to the
game because too many draws were being played. Correspondence
draughts is also popular and is particularly useful if an opponent is not
available locally. If someone is unfortunate enough to be housebound, the
regular postcard from an opponent could be a pleasant relief and, indeed, it
can be an exciting experience to do battle with someone perhaps hundreds
of miles away from you.

Finally, if you have any questions on this book or draughtsin general, feel
free to write to us via the publisher and we will do our best to satisfy your
enquiry. In fact, we would welcome your ideas and comments on how to
present the next book.
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INSTRUCTIVE EXAMPLES

A\

In this section 28 examples are shown which attempt to illustrate various
themes. Examples 1-18 introduce the reader to some of the basic tactical
ideas. Examples 19-24 are six of the most important Standard Endings,
some of them involving quite an extensive amount of play, which occur
frequently in games. An understanding of these positions is useful not only
because they can be planned for in the middle game, but also so that won
games are not drawn, or drawn games unnecessarily lost. An example of
such planning is the situation where a player is a man down, which is usually
a loss, and can tempt his opponent into *Payne’s Draw” (Example 24).
Examples 25-28 are problems. With the exception of No. 28 they can occur
in practical play. A problem in draughts is an elegant way of using a
combination of tactics to reach the desired result. A good problem has only
one solution. An asterisk (*)is used to denote a *“star move” — which is the
only move to satisfy the terms of the problem, whether it is to win or draw.
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Di 5 Di 6
The Solutions to Examples 1 to 18 are given on pages 16-17. 4 —— i
The Solutions to Examples 19 to 24 are given on pages 18-19, Example 1 Example 2
The Solutions to Examples 25 to 28 are given on page 20. Black—10, 11, 18 Black—7. 9, 19
: s S8 White—19, 27, 32 White—18, 26, 31
In all diagrams the White pieces are set facing up the board. 3 hite 15 ave and Wi White 15 move and win.
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Diagram 7 Diagram 8

A good study of Tom Landry versus the great John McGill in Morecambe Example 3 G Example 4
25 . Black—14, 25, Kings 23, 29 Black—Kings 5, 6

1980 as England play Scotland. Len Chandler of London is heavily involved : ; :

2 2 > White—7, 11, 24 White—Kings 13, 14, 15
against the British Champion, Tom Watson, next door. Players already White t0 tave and disw Filkar ts move. Whits whik
finished their own games are examining the situation with full commitment. - ! = BRIy '
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