
 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



2-BEGINNER TACTICS 

 
>MATES IN 2 MOVES “TWO CHECKS IN A RAW”  .........................................  [1-81] 
>MATES IN 2 MOVES “VARIEDS”  ...............................................................  [82-182] 
>ACCESS TO MATE  ..................................................................................  [183-194] 
>FIND FASTEST CHECKMATE  .................................................................  [195-204] 
 
>X-RAY TACTICS  .......................................................................................  [205-216] 
 
>OPENING LINES  ......................................................................................  [217-241] 
 
>Blockade  ...................................................................................................  [242-248] 
 
>CLEARANCE  ............................................................................................  [249-261] 
 
>INTERCEPTION  .......................................................................................  [262-269] 
 
>DECOYING  ...............................................................................................  [270-274] 
 
>WINDMILL OR MILL  ........................................................................................  [275] 
 
*WINNING MATERIAL 
>GAIN THE ROOK  ......................................................................................  [276-298] 
>GAIN THE BISHOP  ...................................................................................  [299-310] 
>GAIN THE KNIGHT  ...................................................................................  [311-323] 
>GAIN THE QUEEN  ...................................................................................  [324-365] 
 
>MATE IN 2 MOVES BY MEANS OF A PIECE SACRIFICE  ......................  [366-385] 
 
>BASIC TACTICS MOTIFES/THEMES/IDEAS  ...........................................  [386-396] 
 
>PIN  ............................................................................................................  [397-442] 
>FORK  ........................................................................................................  [443-462] 
>SKEWER ...................................................................................................  [463-488] 
>REMOVE THE GUARD/DEFLECTION  .....................................................  [489-506] 
>OVERLOAD PIECE  ..................................................................................  [507-511] 
>OPENING LINES  ......................................................................................  [512-534] 
>DISCOVERED ATTACK  ...........................................................................  [535-556] 
>DISCOVERED CHECK  .............................................................................  [557-565] 
>DISCOVERED THREAT  ...........................................................................  [566-571] 
 
>BLOCKADE  ...............................................................................................  [572-587] 
>CLEARANCE  ............................................................................................  [588-592] 
>PATTERN POSITIONS AS A SIGN  ..........................................................  [593-601] 
 
>MATES WHERE PREDOMINATE BISHOP AND KNIGHT  .......................  [602-612] 



>MATES WHERE PREDOMINATE BISHOP AND ROOK  ..........................  [613-626] 
>MATES WHERE PREDOMINATE ROOK AND KNIGHT  ..........................  [627-638] 
>PUNTOS DE COINCIDENCIAS DE PIEZAS AGRESORAS .....................  [639-642] 
>THE PAWN WADGE AS AN ATTACKING TOOL  .....................................  [643-645] 
>ATTACK ON THE F7/H7  ...........................................................................  (646-657] 
>MATES ON THE 1ST/8TH RANKS  ...........................................................  [658-671] 
>PAWN ADVANCED ON 6TH OR 7TH AS COMBINATION THEME  .........  [672-675] 
 
*MOST IMPORTANT ATTACKING PRINCIPLES: 
#1 “CREATE THREATS WITH YOUR MOVES”  .........................................  [676-688] 
#2 “EXPLOIT YOUR OPPONENT’S WEAKNESSES”  ................................  [689-692] 
 
>LEGAL’S MATE  ........................................................................................  [693-696] 
>MORPHY  ..................................................................................................  [697-699] 
>BLACKBURNE’S MATE  ............................................................................  [700-703] 
>GREKO’S MATE  ..............................................................................................  [704] 
>DOVETAIL MATE  ............................................................................................  [705] 
>SMOTHERED MATE  ................................................................................  [706-714] 
>BACK RANK MATE  ..................................................................................  [715-728] 
 
>THEORETICALLY DRAW  .........................................................................  [729-741] 
>STALEMATE  .............................................................................................  [742-783] 
>FURIOUS PIECE  ......................................................................................  [784-792] 
>PERPETUAL CHECK  ...............................................................................  [793-832] 
 
>ANALYZING GAMES ENDING IN INSTRUCTIVE TACTICS  ...................  [833-881] 
>THE QUEEN + BISHOP BATTERY  ..........................................................  [882-885] 
>THE QUEEN + ROOK BATTERY  .............................................................  [886-889] 
>PUZZLES-VAR. TACT.  ...........................................................................  [890-1062] 
>ATTACKING PINNED PIECE  ...............................................................  [1063-1073] 
 
>MATE IN ONE AND MATE IN 3 COMBOS  ...........................................  [1074-1103] 
CONCEPT: BEGIN WITH THE END IN MIND. 
 
>CALCULATE THE FASTEST MATE  .....................................................  [1104-1113] 
 
>MISSING PIECE, SET UP A PIN  ..........................................................  [1114-1120] 
 
>MATES IN 2 MOVES “VARIEDS”  .........................................................  [1121-1144] 
 
>ATTACKING THE CASTLED KING  ......................................................  [1145-1153] 
 
>ATTACK THE DEFENDER, WIN MATERIAL  .......................................  [1154-1159] 
 
>WIN MATERIAL  ....................................................................................  [1160-1205] 
 



>OPENING TRAPS WE SHOULD KNOW  ..............................................  [1206-1213] 
 
>GMs SACRIFICE QUEEN  .....................................................................  [1214-1218] 
 
>SHORT GAMES & TRAPS  ...................................................................  [1219-1274] 
>ANALYZING AND EVALUATION OF SHORT GAMES  ........................  [1275-1280] 
 
>CHECKMATE WITH ONE PIECE  .........................................................  [1281-1292] 
In this lesson you will need to checkmate the opposing king with a series of moves 
made by one piece. Only a major piece can achieve that, most often it’s a queen, 
sometimes a rook is enough. Minor pieces are usually unable to force the king into a 
mating net on their own. You won’t need to deliver any tactical blows to solve the 
puzzles in this lesson. 
 
>CHECKMATE WITH MORE THAN ONE PIECE  ...................................  [1293-1299] 
In this lesson you will again need to checkmate the opposing king without using tactical 
techniques. This time, moving only one piece will not be enough, and white will have to 
coordinate his forces in some way. Pieces working together can often create a mating 
net around the king. 
 
>CHECK & MATE  .........................................................................  [1-81] [1300-1305] 
>CHECK, CHECK & MATE  .....................................................................  [1306-1312] 
>DOUBLE ATTACK  ................................................................................  [1313-1328] 
>TIPS TO IMPROVE YOUR GAMES  .....................................................  [1329-1427] 
>FORCE HIM INTO A PIN  ......................................................................  [1428-1433] 
>ZUGZWANG  .........................................................................................  [1434-1439] 
>ATTACK THE DEFENDER  ...................................................................  [1440-1445] 
 


