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- A first survey of Losing Chess endgame material published up to the end of 1999 -

(A few words on “computer discovery” may not be out of place. Provided that the programmer has
access to a sufficiently powerful machine, the construction of a definitive table of results for any
particular combination of material is straightforward, and all that is then necessary is to search it for
interesting positions. Even this can be largely done by computer, for example by calling for the longest
win, for the positions of reciprocal zugzwang, and for any positions where a player has a significantly
shorter win if it is his opponent’s move. But while the work involved is vastly less than in conventional
composition, not least because the “composer” does not spend time analysing positions which
eventually prove to be unsound, it does not follow that the positions that result are less interesting.
Paul Byway wrote in Variant Chess about the two positions in the next item: “These discoveries,
dredged from the sea of possible positions, have a gem-like quality that seems to be missing from most
of our more laboured, human constructions.”)

Beasley, J. D. (discovered by computer). Variant Chess 28, summer 1998. Two studies.

e White Ngl (1), Black Bcl, Na8 (2), White to play and win. 1 Ne2 loses to 1...Nb6 2 Nxc4 Na4, and
1 Nh3 only draws: 1..Ba3 2 Nf4 Bc5 3 Ng6 (Nh3/g2/e2 are as good, but nothing is better) Bb6
4 NI8 Bc5 etc. White must cramp bB more closely: 1 Nf3 Ba3 2 Nd2 Bdé6 (holds out longest)
3 Nb3 Bg3 (3...Bb8/Bh2 are also met by 4 Nc5) 4 Nc5 Bb8 (threatening 5...Nc7) 5 Ne6 (the only
move to prevent this), and White will sacrifice next move. A move NxB will win for White if bN is
on a light square, but lose if it is on a dark.

e White Kg4, Nf8 (2), Black Qb2 (1), White to play and win. A long-range lose-a-move manoeuvre:
1 Kh4 Qal 2 Kg3 Qcl (2...Qa5 3 Kg2/h2 and bQ is dominated) 3 Kh3 Qal 4 Kh4 Qb2 5 Kg4 (now
we are back at the starting position but with Black to move) Qal 6 Kf3 Qa5 7 Kg2 and again bQ is
dominated.

Beasley, J. D. Variant Chess 30, winter 1998. An article “Losing Chess in Geneva” reporting the
meeting held in September 1998 (see Liardet 1998).

Beasley, J. D. Variant Chess 30, winter 1998. White Nel (1), Black Na8, Pe7 (2), White to play and
win. White’s aim is to force Black to play ...e6 while bN is on a light square, after which he can expect
to win (given as a typical line is 1 Nc2 e6 2 Ne3 e5 3 Nf5 e4 4 Nh4 e3 5 Nf3 e2 6 Nh2 elB 7 Nfl
threatening Nd2/Ng3 sacrificing wN, with an N v N win if Black sacrifices bB first). Black can try and
defend either by playing ...e5 while bN is on a dark square, when lines such as the above will lose, or by
playing ...Nd6 while bP is still on €7, “e.g. 1 Nf3 Nc7 2 Nd4 Ne8 3 Ne2 Nd6 and White is running short
of squares”. Hence 1 Ng2, ready to meet 1...Nc7 with 2 Ne3 and if say 2...Na6 then 3 Ng4 e6 (3...e5
4 NxeS5 is a win for White) 4 Nf6 etc, or 1..Nb6 2 Nf4 Nc4 (say) 3 Nh5 and much the same. 1 Nc2 is
met by 1..Nb6, 1..Nd3 by 2 Nc7, 1 Nf3 by both moves. “This is essentially a strategic ending and
there are many alternatives later in the play, but White’s first two moves are unique.” The computer has
sharpened Black’s answers to incorrect White first moves, Black having a win in 11 moves at most.

Beasley, I. D. British Endgame Study News, special number 13, xii.1998. “Computer discoveries in
the Losing Game” (pp 2-3). An article containing various positions either discovered by the computer
or shown by the computer to be unique: the win with Nb1 v Nh8/Na6 (Evseev 1992), the draws with
Qh4 v Kc6/Ba8 and Kc6/Bb7 (Byway 1995), the draw with Bd1 v Qd6/Na8 (play 1 Bad Qf4 with a
reflection of the position), the reciprocal zugzwangs with Bh6/Bcl v Ke6 and Qb8/Qf8 v Kd3, and the
win with Ng2/Nd5 v Ra8 (Beasley 1998).

Byway, P. V. Variant Chess 27, spring 1998. Four studies, one a twin.

e  White Kb4, Pc5 (2), Black Pd4 (1), White to play and win. 1 ¢6 (no note is given, but if 1 Kc3 dxc3
then 2-3...c1K certainly won’t lose) d3 2 ¢7 (2 Kb3 d2 3 Kb2 d1B 4 Kal Bc2 5 Kbl Bxbl 6 ¢7 Be4
and wins) d2 3 c8Q! (we’ll look at 3 c8R later, but 3 c8B loses against 3...d1R, 4 Bd7 Rxd7 being a
win for R v K, 3 c¢8N loses against 3...d1B 4 Kc5 Be2 etc, bB eventually forcing wK to sacrifice
itself and then winning with B v N, and 3 c¢8K allows 3...dIR forcing 4 Kb7, after which bR will
patrol the d-file and neither wK will dare venture on to the c-file) dIN (else two immediate
sacrifices) 4 Kc5! (Black threatened 4...Nc3) Nb2 (now the threat is 5...Nc4) 5 Kc6 Nd3 (threat
6...Nc5) 6 Kc7 Nb4 (if White had played 3 ¢8R instead of 3 ¢8Q, he would now be lost) 7 Qa6 and
8 Kb8. If Black tries say 6...Ne5, White plays 7 Qg4 and wins with K v N. A most elegant piece of
work, even though the manoeuvre with N v KQ or KR had already been shown in Kuhlmann 1980.

e White Pf7 (1), Black Kd5, Qel (2), White to play and win, twinned with bRel instead of bQ.
In each case, 1 f8N Ke4 2 Nd7 Ke3 3 Nf6 Ke2, and now 4 Ng4 wins against bQ (not 4 Nd5) and
4 Nd5 wins against bR (not 4 Ng4). A simpler but delicately pointed essay on the same theme.

e White Ph6 (1), Black Ke7, Bal (2), White to play and win. 1 h7 Kf6 2 h8K (2 h8R Bd4!) Ke5
and now given is 3 Kg7 Kd4 4 Kf6 Kc3 5 Ke5 Kb2 6 Kd4 and sacrifices next move, but while this
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is undoubtedly the crispest way to win the computer says that 3 Kg8 etc is just as good; White need
not crowd bK quite so closely. The unique refutation of 2 h8R is worthy of note (against
2...Bb2/Bc3 or 2...Ke6/Ke5, White can attack bB and win with R v K).

» White Kf8 (1), Black Kf4, Bcl (2), White to play and win. 1 Kg7 Ke3 2 Kf6 Kd2 3 Ke5, and this
time the wkK play is precise (he must keep within range of both a3-f8 and c1-h6).

Kohli, L.. Internet (I am relying a copy sent to me by Fabrice Liardet). White Ra2, Ng4, Pd2 (3), Black
Pd4 (1), White to play and win. Not 1 Rc2 d3 and White has no good move, but 1 Rb2 d3 2 Rc2 dxc2
3 Ne5/Ne3/Nf2. The alternatives at move 3 could be eliminated by starting wN at g6.

Liardet, F. Bulletin Genevois des Echecs 36, ix-xii.1998. White Pd5/b2/f2 (3), Black Rb5/f5 (2),
White to play and win. Play 1 d6 Rxb2 (say) 2 d7 Rfxf2 3 d8B; Black can sacrifice one rook, but then
loses with R v B. If 2...Rbxf2 then 3 d8N.

Liardet, F. Au coin du bois 1998 (I am relying on a transcription sent to me by the composer). White
Rad, Pf7 (2), Black Kg5/h3 (2), White to play and win. It is usually impossible to win against two
kings, but here White can profit from their bad position. 1 Rh4! Khxh4 (if 1...Kgxh4 then simplest is
2 f8Q Kh2 3 Qa3, though 2 f8R also wins) 2 f8N! Kgg4/Kf4 (2...Kg6 3 Nxg6 with an N v K win)
3 Nh7! and the knight will sacrifice itself on g5.

Liardet, F. Variant Chess 27, spring 1998. Two studies.

o White Ke5, Pd7/g5 (3), Black Kh7, Rc6, Bb7, Nb5 (4), White to play and win. 1 g6 Rxg6 (1...Kxg6
2 Kf5! Kxf5 3 d8K) 2 Kd5 Bxd5 3 d8N! Bf7 (3...Bb7 4 Nxb7 and 5 Nd6) 4 Nxf7 and either 4...Rg5
5 Nxg5 or 4.. Kh8 5 Nxh8, in each case winning the N v N ending if Black waits to be taken and
sacrificing if he moves away. It is a remarkable pair of wins in normally lost endings with knight
against knight and another man, based on exceptional winning positions with N v K and N v R.

* White Na4, Pg7/h7 (3), Black Rf1, Pd2 (2), White to play and win. “Tries are easy to refute,” says
the published solution: Black threatens 1...d1R winning, and 1 Nc5/Nb6 2 d1B, 1 h8N Rf7 2 Nxf7
d1B, and 1 g8K Rf8 2 Kxf8 d1R 3 --- Rd3 all ensure at least an easy draw. Play starts 1 g8B! Rf7
(White threatened 2 Bf7 etc, against most R moves along the rank he can give away B and N and
win by 4 h8R, and 1..Rd1 2 Be6 merely delays this by one move) 2 Bxf7 d1R (2...d1Q/B/N are
easy, and after 2...d1K we have 3 Nb2! K-- 4 Nd1 Kxd1 5 h8R). Now 3 BdS Rxd5 4 Nc5 RxcS is
hopeless, but 3 Bh5! dominates the rook in a remarkable fashion; the only non-trivial lines are
3..Rd2/Rel 4 Be2 Rxe2 5 Nb2 Rxb2 6 h8B!, 3..Rd3 4 Bf3 Rxf3 5 Nc3 Rxc3 6 h8B similarly, and
3..Rb1/Rd6 4 Nb6 Rxb6 5 Bg6 Rxg6 6 h8N! Once again it is a remarkable combination of
exceptional winning positions, this time with Nv R and B v R.

These were set as competition pieces, but only one solver cracked the second study and none at all
cracked the first.

Liardet, F. phénix 62, iv.1998. White Re8, Pc7 (2), Black Ka6, Nd7 (2), White to play and win. The
solution is 1 Rb8 Nxb8 2 cxb8N with an exceptional win with N v K, familiar ground by 1998, but it is
heightened by the try 1 Rf8 Nxf8 2 c8B, met only by 2..Nd7 3 Bxa6 Nb8 with an exceptional win for
Black with N v B on the same two squares.

Liardet, F. phénix 65, vii-viii.1998. White Rb6, Pf7 (2), Black Pe2 (1), White to play and win. 1 Rf6
elB (1..eIN 2 Rf3 Nxf3 3 f8R, 1..e1K 2 Ra6 and 3 f8B) 2 Rf2 Bxf2 3 f8R with an exceptional
position where a bishop to play loses against a rook. This is heightened by the try 1 f8R, defeated only
by 1...e1B. Either wR can now sacrifice itself independently against bB, but in each case this sacrifice
leaves bB attacking the other wR and this time it is the bishop that will win.

Liardet, F. Schweizerische Schachzeiting, ix.1998. An article “Quelques finales en ‘qui perd gagne’
including three examples described elsewhere in this document.

Liardet, F. Eteroscacco 83, ix-x.1998 (pp 10-14), and 84, xi-xii.1998 (pp 3-8). “Premiéres rencontres
internationales d’échecs a qui perd gagne”, a report of an international meeting held in Geneva on 12-13
September 1998, with the games played. Such endings as were reached tended to be misplayed in time
scrambles, but one was of interest in spite of this: White Re6, Ph4 (2), Black Pf4 (1). White played
29 h5 (it is normally correct in endings to push any remaining pawns as fast as possible), and play
continued 29...f3 30 h6 2 31 h7 fIR? (31...f1B would have drawn) 32 Rf6 Rxf6 and 33 h8B would
have won had White’s flag not fallen before he could play it. But for once, pushing the pawn
was wrong. The correct line was to leave wP on h4 and play wR to e5, say 29-30 Re7 {2 31 Re5.
Now 31...f1Q/R/B lose off-hand, 31...fIN is met by 32 Rf5 N-- 33 Rf1 Nxfl 34-37 h8B, and 31...f1K
by 32 Ra5 and promotion to R or B as appropriate. It is an interesting example of the way in which the
ending K v RB can occur naturally in play. Another game from the meeting would have ended with the
same material had not the defender made a slip at an earlier stage.
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Liardet, F. Variant Chess 30, winter 1998. Two studies, one a twin.

e White Rd1, Pd3 (2), Black Ph3 (1), White to play and win, twinned by moving everything one file
to the left. As set, 1 Ral (1 d4 h2 and either 2 Rd2 h1K or 2 Rd3 h1N 3 Rd1 Ng3 4 Rd3 Nhi) h2
2 Ra4 hiB (2..hIN 3 Ra5, 2..h1K 3 d4 Kg2 4 d5 Kf3 5 Ral Kf4 6 d6 Kf5 7 d7 Ke5 8 Rbl and
promotion to R or B) 3 Ra8 Bxa8 4 d4 and Black can either block wP or allow it to sacrifice itself.
One file to the left, 1 c4 (1 Ral g2 2 Ra4 g1B, 1 Rdl g2 2 Rd4 g1K) g2 2 Rc2 (2 Re3 gIN) glK
(2...g1N 3 Re2 Nxe2 4-7 ¢8N) 3 Rh2 Kxh2 4-7 c8R.

e White Ngl (1), Black Kal, Rb4, Nd3 (3), White to play and win. 1 Ne2 Nc1 (1...Rd4 2 Nxd4 Nb2
3 Nc2 N-- 4 Nxal) 2 Nxcl and either 2...Rb3 3 Nxb3 with an exceptional N v K win or 2...Ka2
3 Nxa2 with an exceptional N v R win.

“Angrim” (Ben Nye). Internet (copy forwarded to me by Fabrice Liardet). Build notes on a two-man
and three-man database, excluding positions without pawns. Each entry gives the White and Black
men, the percentages of draws and longest wins (to end of game), a position leading to the longest win
and the length of this win, and a sample drawing position. The data appear to have been calculated
using the “FICS” (Free Internet Chess Server) rule that a stalemate is a won for the player who is left
with fewer pieces. The longest wins overall appear to be “66 ply” (33 moves) in the endings QP v P
(Qa7/Pa3 v Pg3) and PP v P (Pa2/Pb2 v Pf6).

“Angrim” (Ben Nye). Internet (annotated copy forwarded to me by Fabrice Liardet). Similar build
notes on a four-man database. Again there is no specimen play, but specific positions are commented as
follows (White always listed first and always to play, and the positions are longest wins unless stated
otherwise).

e Kal/Kdl v Bf1/Ngl (54 ply): “at first this looks like it is the 2 kings that are on the defense, they
have to retreat to the A column before they are able to recover.”

e Nd3/Nbl v Kh3/Kh2 (14 ply): “cool position, the win involves a whole series of special cases well
worth studying.” See Liardet below.

e Kal/Bel v Kg5/Qh5 (18 ply): “interesting position”.

e Kc6/Ba8 v Qh3/Rg4 (8 ply): “another interesting one ... looks neat, and black is in kind of zugz as it
would rather not move.” Liardet comments that the position after 1 Bb7 is in the list of four-piece
“win-loss” reciprocal zugzwangs described below. In the given position, Black to play would win
by 1...Re4/Rg2/Qh4 (lines such as 1...Re4 2 Kd7 Qxd7 3 Bxe4 are lost for White), but after 1 Bb7
White can meet rook moves by 2 Bc8, while 1...Qh4 allows 2 Ba6.

e Pc7/Pa2 v Kh3/Bgl (60 ply): “a4 doesn’t win, see why? might make a good study”.

e Kd1/Nel v Kc5/Qc8 (26 ply): “very positional, tempo oriented, the winning moves hardly seem to
be doing anything. If you understand this position cheers for you :)” (I read the final “:)” as an
Internet “smile” symbol). Giveaway Wizard plays 1 Kc1 Kc6 2 Kb2 Kc5 3 Ka2 Qc7 4 Kbl Qc8
5 Kb2 Qc7 6 Ke2 Qc8 7 Ng2 Kc6 8 Ke3 Ke7 9 Nel Ke6 10 Nd3 Ke7 11 Kd4 Qf8 12 Nf4 Qxf4
13 Ke3 Qxe3. White must advance wK before playing Nd3 (if 2 Nd3 then 2...Qg8 draws), while to
play Kc2 with wN on el and bQ on c8 loses off-hand to ...Qa6. Even so, a move such as 3 Ka2
must count as remarkable.

e Kc1/Rf6 v Rg8/Na5 (28 ply), described as “rather tricky”: “idea is for white to sac its rook such that
black must then sac its rook.” Giveaway Wizard plays 1 Rf1 Ra8 2 Rd1 Nb7 3 Rd8 Nxd8 4 Kb2
etc, with a win for K v N after Black has sacrificed bR. Angrim comments that a nicer looking one
is Kd5/Rd6 v Rd1/Nd3 “which is highly tempo oriented, hard for a human (this one) to see the right
moves”, and Liardet includes this latter in his page of studies found by computer described below.

e Nc2/Nd1 v Qb7/Bb5 (12 ply): “the first winning move is rather nice, it looks so harmless”. Angrim
comments that this position is trivial for computers but fun for humans, and Liardet includes it in his
page of studies found by computer.

e Nh8/Nal v Nf2/Nd1 (94 ply): “in general wins with 2 knights give me a headache”. Given as a
sample draw is Nal/Nbl v Nd1/Ngl, but a “neater looking draw” is Nd4/Nf2 v Nc4/Na2. More
surprising are the statistics “17.55% draws, 26.71% non-trivial wins”, but Angrim appears to regard
a win as “trivial” only if White can immediately sacrifice all his men and presumably most of the
“non-trivial” wins are positions where White has an immediate sacrifice leaving a win with N v 2N.

e Pa7/Pb5 v Rd6/Re6 (“draw”): “only a draw under FICS rules, is a white win under international
rules.” White cannot sacrifice both men, but 1 a8N leads to stalemate.

o Qal/Pa2 v Rh3/Pg3 (“draw”): “another tricky draw, depends on the FICS rule that stalemate with
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equal pieces is a draw”. Giveaway Wizard plays 1 Qd4 (threat 2 Qh4 and 3 a4) Rh4 2 Qxh4 g2
3 Qh5 glK 4 Qh2 and 5-9 a8R; the draw under FICS rules presumably involves playing 3...gIN,
when 4 Qh3 only draws (bN can get back to a8 in front of wP) and 4 Qg6 N-- 5 Qg1 loses because
bN can get back to b8.

e Kbl/Bf6/Ne5 v Kad4 (148 ply): “takes over 128 ply even using distance to conversion and is
actually a draw by 50 turn rule. This is the longest 4pc forced win that does not involve pawns.”
Some endings with pawns depend on KBN v K in some lines, for example Ka7/Bb3/Pd5 v Khl
(144 ply), Kal/Ne4/Pd7 v Kgl (146 ply), Ka3/Pb7/Pd3 v Kcl (146 ply), Bb2/Nc1/Pf3 v Kgl
(174 ply, “wow ¥AANAAAAMAAMAAETY K a3/Bf2/Nh2 v Pe4 (152 ply, “would be a draw by 50 move
rule, pawn converts in first few turns), Ka7/Bc4/Pd2 v Ph4 (150 ply), Kal/Nh1/Pd6 v Pg4 (152 ply),
Bd2/Ng1/Pf3 v Pg3 (174 ply, “wow ¥ANAAAMMAAMAAAAE?Y (“this win is a draw by 50 move rule, last
pawn move is a conversion into KBN vs K with ‘win’ in 139 ply”), Nd8/Pe5/Pf5 v Pd4 (146 ply:
“this win is a draw under the 50 move rule, with best play it reaches KBN vs K with a ‘win’ in 129
ply). The 174-ply wins with BNP v K and BNP v P are the longest four-man wins of all. Angrim
remarks that 0.31% of BNP v K positions are wins taking between 128 and 174 ply.

o Qc4/Nd6/Pf2 v Khl (138 ply): “this is a win even with the 50 move rule, because it includes pawn
shoves within the last 100 ply!”

e Bbl v Nc4/Ne2/Ngl (draw): “non-trivial draw, no pieces ever get sacced”. See Liardet below.

e Kc4/Pd3/Pd2 v Pb6 (142 ply): “this win is not a draw by 50 move, with best play the last pawn
move is d8K a conversion into KKN vs K with win in 81 ply”.

e Qf1/Nd6/Pf2 v Ph2 (140 ply): “not a draw by 50 move, in fact after 40 ply the white pawn has
moved only 1 square! This is an incredible positional battle which I won’t even pretend to
understand :-) the pawn eventually converts (to a king) after 59 ply, for a won KNQ v K endgame”.

It should perhaps be stressed that these are first comments on a massive set of data which did not
become available until very late in the period under review. A similar survey made a year or two hence
might show considerable amplification. See also Liardet below.

“Angrim” (Ben Nye). Internet (annotated copy forwarded to me by Fabrice Liardet). A listing of
non-trivial three-man positions of loss-loss reciprocal zugzwang (whoever is to move loses) involving at
least one pawn. Some positions in the endings N v BP, Nv NP, Nv PP, P v NN, P v NP, and P v PP
are omitted. The “ply” counts are one higher than might be expected (for example, Qa8 v Bh6/Pg7,
with typical play WTM 1 Qhl Bel 2 Qxcl g5 3 Qxg5 and BTM 1...g6 2 Qf8 Bxf8, is given as “loss in
6/4” although only 5 and 3 moves are actually played). See also Liardet below.

“Angrim” (Ben Nye). Internet (annotated copy forwarded to me by Fabrice Liardet). A listing of all
non-trivial four-man positions of loss-loss reciprocal zugzwang (whoever is to move loses) involving
neither knights nor pawns. See also Liardet below.

“Angrim” (Ben Nye). Internet (annotated copy forwarded to me by Fabrice Liardet). A listing of all
non-trivial four-man positions of loss-loss reciprocal zugzwang (whoever is to move loses) involving
precisely one knight or pawn. The following specific position is commented:

e Ba8/Pa7 v Qh6/Rcl (“loss in 10/8”): “I didn’t believe the following one was valid at first, very
tricky”. White to play, 1 Bc6/Bhl (best) RxB and wins (2 a8N is best but doesn’t hold out for
long); Black to play, 1...Qc6/Qh1 (best) 2 BxQ RxB 3 a8B.

See also Liardet below.

“Angrim” (Ben Nye). Internet (copy forwarded to me by Fabrice Liardet). A listing of non-trivial
four-man positions of loss-loss reciprocal zugzwang (whoever is to move loses) involving two knights
or pawns. If an ending contains not more than six such positions, all are given; otherwise, only six are
given.

“Angrim” (Ben Nye) (discovered by computer). Variant Chess 32, summer 1999. White Ka6/f2 (2),
Black Qh8, Rc8 (2), White to play and draw. 1 Ka7 Rd8 2 Kf3 Rc8 3 Kf2 Rd8 4 Kf3 etc. If White
relaxes the pressure, Black wins by taking one of the kings: 1 Ka5 Rc3 2 Kfl Rc2 etc, or 1 Kg3 Qh2
2 Kxh2 Rc2. Black also wins if White deviates from the main line at a later stage: 2 Kb7 Rc8, or
3 Ke2 RbS.

Beasley, 1. D. Three-man pawnless endings in Losing Chess (26pp, published as a self-standing
pamphlet). An exposition based on definitive analysis by computer. It contains the following.

e A preliminary exposition of two-man pawnless endings, giving the general results and identifying
exceptional cases. Thanks to the computer, this appears to be the first such exposition which has
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been free from significant omission, though it normally gives only one example of each exceptional
case (for example, “Qb1 v Bb8” stands for all the cases where the queen attacks the bishop and the
bishop cannot move so as to sacrifice itself). Mentioned in passing are three cases where the board
size may affect the result: Qg3 v Kal (won on the normal 8x8 board but lost on a 7x7), Bel v Ne6
(lost on the 8x8 board but won on a 10x10 or larger), and K v N (won on boards up to and including
12x12 but only drawn on larger boards).

® A discussion of each three-man ending in turn, giving the general result (excluding cases where the
player to move has to make an immediate capture or can win by making an immediate sacrifice), the
nature and number of exceptions, strategical considerations, the longest wins for each side, the
positions of reciprocal zugzwang (whoever is to move loses, or the side to move loses but his
opponent to move can only draw), and any other features of interest. In the case of two knights
agains one, the list of reciprocal zugzwangs is restricted to positions where the player to move loses.

* A computer-generated statistical summary, giving the numbers of wins, draws, and losses, the
lengths of the longest wins for each side, and the numbers of positions of reciprocal zugzwang.

® A list of reciprocal zugzwangs as actually generated by the computer, for use as a check in cases
where the list in the body of the text has been edited for easier comprehension.

The document includes solutions to over fifty positions, mainly “longest wins” or other positions of
particular interest, and the various positions credited here as “Beasley (discovered by computer)” come
either from it or from a preliminary version which was circulating privately from January 1998.

(These expositions resulted from attempts to extract general rules from a mass of unstructured data,
and two omissions should be noted. In K v QB, it is not made clear that the king’s only hope is to
attack the queen at once, and the list of draws becomes much more comprehensible once this is realised.
If the pressure is relaxed, the pieces have a certain win. In K v QN, attention should have been drawn
to two important positions of domination with Nd5 against a king on the first rank: Qf6/Nd5 v Kd1 and
Qa6/Nd5 v Kcl. In the latter, 1 Kbl allows 1...Qa2 2 Kxa2 Nb4 with an exceptional win with N v K,
an interesting counterpart to the win with Ne4 v Kal exploited in one of the Liardet 1997 studies in
Variant Chess 26. A computer-based exposition is more reliable than a non-computer in its
identification of exceptional cases, but it may not be so good at identifying logical connections between
positions and where a competent pre-computer exposition exists it should always be studied as well.)

Beasley, J. D. (discovered by computer). Variant Chess 32, summer 1999. Two studies.

* White Nc6/e4 (2), Black Kbl (1), White to play and win. 1 Nd2 (1 Ne5 Kal and after 2...Ka2 bK
will escape) Kal 2 Nb3 (2 Nb1 loses) Kbl 3 Nal (3 Ncl loses) Kxal 4 Nd4 and bK is dominated.
The study “Nd4/Ne4 v Kb8” in the next item is an extended version of this: play 1 Nf6 Ka7 etc.

* White Bg2, Ng4 (2), Black Kbl (1), White to play and win. 1 Bfl (now the knight aims for e4 via
f2, so...) Ke1 2 Ba6 (2 Bb5 Kb2 3 Nf2 Ka3) Kbl (best) 3 Nf2 Kb2 (now White must wait again)
4 Bfl Kb1/Ka2 5 Ne4 Kal 6 Ba6 Ka2 7 Bb5 (7 Be2 also works) Kbl (7..Kal 8 Ba4) and now
much as above: 8 Nd2 Kal 9 Nb3 (9 Nbl only draws) Kbl 10 Nal (but this time 10 Ncl is also
good enough, since Be4 will dominate Ke1) Kxal 11 Ba4 and again bK is dominated.

Beasley, J. D. British Endgame Study News, special number 18, xii.1999. “Paradoxical play in the
Losing Game” (pp 2-3). A selection of studies showing paradoxical manoeuvres of various kinds:
Nb5/Pd7 v Ka8 (Goldovski 1999), Nd4/Ned v Kb8 (the priority of Goldowski 1999 is acknowledged),
Rb6/P17 v Pe2 (Liardet 1998), and Na4/Pg7/Ph7 v Rf1/Pd2 (Liardet 1998).

Goldovski, S. The Problemist, iii.1999. White Nd4, Pd7 (2), Black Ka7 (1), White to play and win in
5. 1 Nb5 Ka8 2 Nc7 (2 Na7 only draws) Ka7 3 Na8 (3 Na6 Kxa6 4 d8R also wins, but not in 5) Kxa8
4 d8B and wB dominates bK. Although not formally published until 1999, this had been circulating
privately since mid-1997, and it anticipates the discovery of similar knight manoeuvres by computer.

Gruber, H. Die Schwalbe, xii.1999. Article “(Un)Vergingliche Schwalben” recapitulating various
compositions published in Die Schwalbe, including a complete analysis of Kuhlmann 1980 (pp 304-6).

Liardet, F. Internet (copies of files forwarded to me). A large amount of material covering all aspects
of the game, some of it certainly predating 1999. Endgame material is highlighted in the entries below.

Liardet, F. Internet (copy of file forwarded to me). Page “Points faibles” (Weak points): a discussion
of three kinds of weak point and how to exploit them. All are relevant to endgame play, though only
one is illustrated with an endgame example.

* “Le double contrdle” (Double guard). “When two (or more) opposing men guard the same square,
you can threaten to play there. This is a winning threat if you have a clearance available after each
of the two possible captures and the opponent cannot cover the critical square by a third man. This
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