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COMPUTER & PC Programs... the Besr Buys!

RATINGS for all these computers and programs are_on
pages 31-32. This is nof o complete product listing - they
are what [ consider fo be current BEST BUYS bearing in
mind price, plurin strength, features + quality.

urther into/photos can be seen in Countrywide's
CATALOGUE - if you want one, ring or wrile fo the
address/phone no. on the front page.

Note the software prices! - some refailer prices
seem cheaper, but there's a post & packing charge af the
endl... our insured delivery p&p is FR%E to 55 folk.
Adaptors are €9 extra. Subscribers Offer: buy from
Countrywide and deduct 5% off dedicated computer

prices shown here.... mention 'SS’ when you order.

® PORTABLE COMPUTERS = [por]
Kasparov
BRAVO - new £49, Barracuda program!

COSMIC - new £69. Hand-held Touch chess!
Board displa¥ed on screen, plus clocks, evalua-
tions, hints efc.

COSMOS £99 - great value, 4%4"x4"" plutg-in
board, strang Morsch ‘2100 program. Multiple
levels + info display and coach system

i Excalibur
TOUCH CHESS £49 - play on screen using

touch pen. Includes carry pouch.

Kasparov

DEEP FRITZ £79 - for dual & quad pmm
gvmg GM strength on top muli-processor
entium3+AMD machines

HIARCS 8 £39.95 - by Mark Uniacke. Simply |

outstanding and running faster+stronger than
ever! Superb latest Interface, terrific Graphics.

TIGER14 £39 - by Christophe Theron, Features
for pta’ analysis, printing etc. as Fritz6.
Tiger14.0is very stmnlg and reliable in all as-
pects of the game, while Gambit2.0 plays some
amazing, attacking chess - possibly the new
no.1! A great chess CD!

SHREDDER 6 £39.95 - Stefan Meyer-
Kahlen's program in both his own and latest
ChessBase [nterface. Feature-packed format -
knowledge-based proram Blaym stylish chess.
Good for quality analysis. ag, £2 extra for the
6.02 Paderborn upgrade on disk.

JUNIOR 7 £39.95 - top Features, latest Chess-
Base Interface etc. Strong, good positional
chess but aggressive with fast tactics!

DEEP JUNIOR 7 £79 - the multi-processor
World Champion version of Junior 7!

POWERBOOKS 2002 £39 - turn your Chess-
Base playing engine into an openings expert!
7.6 million opening positions + 630,000 games!!

m TABLE-TOP PRESS SENSORY ® [ps] |

ENDGAME TURBO CD's £39 - turn your
ChessBase playing engine into an endgame ex-
pert with this 4CD Nalimov tablebase set!

BARRACUDA £79 - The Morsch '2000' prog.
Compact board, display etc. This is great value!
CENTURION £79 - Barracuda '2000' program in
slightly larger board, and value-for-money buy
COUGAR £99! - the Cosmos '2100' program +
features in 16"x11" board; good info display.
Novag
AGATE PLUS/QUARTZ £72 - Opal Plus
progam, qood hobby computer + teaching
Mephisto
MILANO PRO £249 - Morsch at RISC speed,
big book, strong, good features and display
ATLANTA £379 - the fast hash-table version of
Milano Pro=even greater strength. 64 led board
® WOOD AUTO SENSORY = [as]
Mephisto

: u PC PROGRAMS on CD ®

REBEL CENTURY 4 with GANDALF 5 £46. CD
contains the new CenturSwm (DOS & Win) by
Ed Schroder, as well as Suurballe's latest Gan-
dalf Win version. Wonderful chess - Century4 is
crammed with chess knowledge, about as
human-like as you can get, new king safet
awareness, and running faster than'ever. The
CD is packed with some unique analytical fea-
tures, openings books, big games database elc.

HIARCS? - for PC and MAC! - £49

® PC DATABASES on (D=

EXCLUSIVE all wood board, felted pieces
with MM6 - Morsch's 2100 program £449
with MAGELLAN - Atlanta program £749

CHESSBASE 8.0 for Windows £99 /!

The most popular and complete Games Data-

base system, with the very best features. 1.6

million games, players encyclopedia, multimedia

presentations, search trees, statistics, superb
rinting facilities and much more, incl. 3 recent
hessBase magazines on CD! The business!

CHESSBASE 7.0 for Windows, now only £49

m PC PROGRAMS from CHESSBASE on CD ™
All Win & run INDEPENDENTLY + anolyse within (B7/8. Greal
grophics, big dafaboses+apening books, printing, max features.

FRITZ 7 £39.95 - by Franz Morsch. Extra_

chess knowledge for top Strength - a beautiful

%rogram! Plus Superb new Interface, terrific
raphics, excellent in both analysis and play,

plus good hobby levels and teaching features.
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NEWS & RESULTS - Keeping you

rRiGghr

up-ro-dare in The COMPUTER CHESS world!

Many thanks to those good
folk who sent letters or e-
mails, or made phone calls to
offer congratulations on my
100th issue of Selective
Search.

One comic looked forward
to the next 100" - if | keep the
magazine running on a bi-
monthly basis, I'd be 76 or 77
years old by that time, so I
think probably not!

There's a lot of chess to enjoy
in this Issue, so let's get
straight on with the News &
Results!

Graham White's TACTICAL
TEST

As forecast at the end of the
article on Graham's TACTI-
CAL TEST on pages 20-21
of our last issue, Hiarcs8
does indeed score 48/50, and
so comes 1= with Junior7,

ahead of Fritz5, Fritz7 and
GambitTiger2 each  with
46/50.

I had suggested from my
timing result on a P3/1000 of
50secs that on Graham's ma-
chine Hiarcs8 should produce
a result <40secs. and he has
written to say that the actual
timing was 35secs. meaning
that here it came out com-
fortably  Ist. ahead of
GambitTiger2 which timed at
45secs.

But 1 made a right mess of
Position 32, somehow show-
ing the diagram and solution
for AFTER the key move has
been played! Sorry about that
Graham, and my apologies to
all who tried to work out why
it was so very easy, when my
text said it was the toughest
one of them all.

Here it is again, this time

with White to play and a cor-
rect diagram!

. #Rg |
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On Graham's Athlon/1400
only Fritz5 (44secs), Tigerl4
and Shredder6 (just inside the
allotted 5mins) found the so-
lution:.

1.Bxe7! Wxe7 2.%{3 g7
3.2ced dxed 4.5xed Weo
5.8 xf6+ chg8 6.Me3 1-0

New: Saitek COSMIC
TOUCH SCREEN portable!

I'd heard it would be coming
out in late August, so was
keeping the news until the
current issue anyway. But
right at the beginning of July
the cheery voice of Joe at
Saitek rang to say: "The Cos-
mic's have arrived".
Followers of a sci-fi series
such as the X FILES might
worry about such an an-
nouncement, but not me!

Priced at £69.95 the Cosmic
is a true portable in every
sense of the word! The per-
fect size for carrying around,
and ideal for ease-of-use on
the move!

You play directly on the
screen, using a finger or the
provided stylus to make your
moves, 50 playing during a

journey, on holiday, at the of-
fice, in bed - wherever! - is
safe (you can't lose your
pieces) and easy (you can't
put a piece on the wrong
square).

Early testing has been brief -
8 games Cosmic v myself -
by my normally determined
standards. [ must confess that,
whilst keeping a cheerful
heart, running Countrywide,
maintaining a decent sized
web site, answering on aver-
age 10-15 e-mails a day
(some from home, some the
office), doing the Hiarcs
opening book, and trying to
publish a bi-monthly maga-
zine is all beginning to take
its toll on my '60 this year'
energy levels!

Nevertheless the Cosmic
seems to be a decent hobby-
standard program, similar
(say Saitek) to their no longer
available 105-110 BCF Bullet
& Blade voice computers.

Overall size is a handy but
nicely visible 130 x 82mm.
The touch screen display fea-
ture shows board and]pﬂsitiun
(of course), plus analysis,
evaluation of position, clock
times, plus hints, take-back.
There's plenty of levels
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including some for novices.

It also has a useful open-
ings book, and there's a
power-down battery save if
the computer is left on but
not used for a while, and
game-in-play is also saved in
memory. It uses 3xAAA bat-
teries, and there's a handy
clip-on lid to protect the
screen  while it's in  your
pocket or briefcase.

Computer World Champs

The 7th Computer Olym-
piad will take place in Maas-
tricht, Holland during July
2002, The chess part of the
Event will be over 8 rounds,

and constitute this year's
World Championship.
Ll compuier ofympiad

At the time of writing en-
trants include Junior, Goli-
ath, Diep, Brutus (see article

elsewhere on this high-
powered entry), Comet,
Shredder, Quest (Fritz), also
XiniX, Goliath and a pro-
gram with a bit of a reputa-

tion from New Zealand called

Warp, but apparently no
Hiarcs, Tiger, Rebel Century,
Gandalf or The King.

If the result is through in
time I'll find somewhere for
it, though the full coverage
will obviously have to wait
until our next issue.

No Space until Issue 102!

m Advanced Chess: Anand-Kramnik

m Deep Fritz-Kramnik... it's back on
for October 4-19th!

® Deep Junior-G.M Mikhail Gurevich
(2641 Elo)... 4 game match

B Frank Holt's latest scores & news!
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out his last one with com-
parative ease. And I'm sure
all of our readers will have
seen it immediately!

Bill Reid- 8. White to move

Bill REID's

Let's Finish with
CHESS!

some

Regular contributor Bill Reid
prepares a special ‘tricky for
computers, and sometimes
humans!’ problem for each is-
sue, and readers are invited to
send in theirs, and their pro-
grams, best efforts.

As you know, Bill likes to
catch the computers out, of-
ten showing areas of weak-
ness the programmers are still
trying to get sorted out!

But [ would guess that the
programs which have code in
for under-promotions - or PC
programs with endgame ta-
blebases - will have sorted

find  Short's

Gerhard Sonnabend's latest testing has been to include
Hiarcs8, so here is his updated Tournament Table!

Gerhard SONNABEND: Dual P3/800MHz PC. Time 40/40

F7 | H8 |CT14| J7 | S6 | GT2 |H732| N8 | /140
1 |Friz7 x [N 1 [13% 12 | 11 | 1% 14%] 85
? |Hiares8 B2 | x [13w| 10 [ 9 [ 11 |[12%|11%]| 76
3 |Shredder B | 1T )10 | 7% ] x [9% |124]13%| 72
4 lunior? 6a | 100 10 | x [12%[ 10 | 10 |14 | 71
5 |Gam Tiger2 9 1 9 [ 10|10 |10%| x || 9% | 69%
6 |Chess Tiger14 | 9 [ 6% [ x [ 10 | 10 [ 10 [10%] 13 | 69
1 |Hiares732 B | TA | 9 [ 10 |74 [ 8B | x | 9% | 6]
8 |Nimzo8 SA |8 | 7 [T |6k [10n|10%] x | 56

HSO
computers must have a sense
of humor! If Hiarcs8 could

Says Bill chess

SelSearch99
maove so quickly, it must have
been chortling to itself even
sooner than that! So no
trouble then with the issue
100 position!?"

1.68&%+
You're right, Bill. My

Hiarcs8 said m/22 immedi—
ately, as will all the pro—
grams with endgame
tablebases {'m sure. Even
without tublebases it got it
very quickly, though without
the mate announcement,
Programs without both
under—promotion coding or
e/g tablebases will probably
never get it.

Here's Bill's explanation if
promotion is made to a
queen:

All good players will see
instantly that 1.f8¥?7 is
only good for a draw, be—
cause Bluck simply goes
1. Bd2+! Of course the
rook can't be taken because
of stalemate! So if the king
goes to the 3rd rank, Black
checks along the 2nd rank.
And if the king goes to the

e =
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Ist rank, then 2...Bdl+ and
the checks continue ulong
the st rank. White cun even
march the king all the way
to the eighth and swap
queen for rook, but it's still a
draw!

Back to the solution:

I. 'ii? 7 2.8xd7 &f7 3.213
NeS 6 4.Ded+ &3

3. @?{3 el 6.80g3 Re6
7.5814 &f6 8.5 f5 &f7

0. &\ xh6+ und now m/14 was
Bill's solution — but the
program he checks his
analysis with doesn't have
tablebuses, so just this once
we'll let him off the loss of u
move =)

.sbe6 4.8 c5+ Df6 5.5014
@ﬂ 6.2b3 g7 7.80d4 &h7
8.5(5 &h8 9.5 xh6 &h7
10.2 g4 etc. From here it's
m/12,

A few readers responded with
the corect solution, amongst
them Trevor Deane, who re-
membered the following fas-
cinating position from which
3 different under-promotions
produce the solution.

This time some of the PC
programs, even with end-
game tablebases, are not quite
so confident!

3 (different) under-
promotions, from Trevor
Deane. White to play & win

1.5ed+ &d3 2.5 5+ ©ed
3.00b3 &e5 4.f4 Ag7

ﬁf
W%H%,@W
NN V. 7
& | 0 @
S.e84!

Here promoting to a queen
allows Bluck to mate!:
5.e8W D3+ 6.8d4 Qxd4+
7.@Dxd4 o1V

5..2h8 6.5 £e5 7.8h2
£xh2 8.b7 &e5

9.b84!

Here promoting to a queen
allows a draw, but one top
program chooses it! 9.b8W
hed+ 10. Wxe5 ¢l ¥+
11.8xcl stalemate!

9..8xb8 10.2¢7 &xc7 11.e7
2e5

Again promoting to a
queen allows a draw!:
12.e8% Bed+ 13.Yxes
cI¥+ 14.8xcl stulemate

12...216 13.2e6 £g7 14.6
1-0

Wonderful stuff - does any
reader have anything else like
this, in a similar vein?

I must admit that, when I
played through the solution, 1
think 1 found one move by

Black which is not his best,
[t doesn't affect the first

promotion, to a knight, but
there would only be one more
promotion and that would, in
fact, be to a queen..
assuming I'm night, I'm going
to leave rcaders to blow the

summer holiday cobwebs
away, and look for it
themselves!

Back to Bill for his puzzle for
this issue!

Bill Reid- 9. White to play.

% % %/’ﬁ
%%%j ﬁg%’/
" w%

;af 5

Bill: “After the simplicity of
issue 100's position, we ure
back to something a bit more
complicated!

Black, to move, seems to
be able to hold the draw by
playing 1..20d4. But is there
more than a draw here?

Some tricky tactics
time,
programs
minutes!"”

this
so both humuns and
10

are  given
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The SMIRIN games!

As disclosed in SelSearchl00
the PC Computer Programs
v Gulko match, won by the
computers by 5-3 thanks to
wins by Fritz and Hiarcs, was
followed almost immediately
by a new challenge! This
time from near super-GM
llya Smirin, rated in the
world's top 15 with an Elo
grade of 2702!

Once again Junior's Shay
Bushmshy operated the com-
puters for 'our' side - to whom
great thanks is certainly due -
and the same time control of
G/60 mins + 10secs per
move was used.

There was one change in
the PC line-up: Deep Fritz
was taken out, and replaced
by Gambit Tiger. So the PC
team was DeepShredder and
DeepJunior, each on Dual
1000MHz machines, and
GambitTiger and Hiarcs,
each on P4/2000 machines.

We were soon to learn that
playing Smirin was not go-
mg to be (1u1te the same as

playing Gulko! As someone
on the web server said after
game | - "a blow for human-
ity, Shredder shredded!”.

Smirin,| - DeepShredder
A22, Game 1

1.c4 e5 2.%¢3 016 3.23 £b4
3...d3! is better for computers
because un open position re—
sults after 4.cxd5 Dxds

5.882 b6 4.8g2 0-0 5.e4
ﬁtc‘! 6.bxc3 d6 ".-' A2 £gd
8.13 £¢6 9.d3 Smirin copies
the successful strategy of
Loek van Wely in his game
against Fritz6 during the
Dutch Championship 2000.
The plan is to storm the
kingside with the pawns.

F7LIF10..

1314, g3—g4-g5. The ‘new

theory' for play ugainst com—
puters is to huave either u
d4—e3—fdoracd—d3—-ed
pawn formation. Dr Ernest
Pecci has written a 400+
page book about it, which we
will have a look at in Sel—
Search when time and spuce
allows! 9...e5? Naturally
Shredder has not read the
book and suspects nothing,
not recognising at all White's
intentions. In fairness most
other programs would have
similar problems here, be—
cause White's strategy goes
against their pawn structure
and king safety rules! How—
ever 9...¢57 itself is bad in its
own right, and certainly not
all programs would help
Smirin to quite this degree.
Much better is 9...c6! 10.0-0
d5 and White will not be able
to execute his plan so easily
10.0-0 h6? Bluck gives
White a target which makes
the attack even more devas—
tating, What Black really
needs to do is to mobilise the

f—pawn and have the coun—

terthrust f7—f35 ready for
when White plays f3—f4. But
of course many programs
have trouble deciding to
move the f—pawn, as they
consider that it protects the
castled king while it stays on
@07 11.f4 ped

12.f5, and White beats the
counter— thrust; or
10..9fd7 11.f4 and 11...f6 is
the best Black can do (not
]] 52 12.exf5 8xf5

xb7 ooops) 11,h3 a6

i
i il
L e : Ly vy

éz;z;_ 'mm"wﬁ'
»hn

ﬁf‘%’%ﬁ%’-
Trying for some q—side
counterplay 12.a4 [2.f4

could already have been
played here, but Smirin pre—

fers to squash all the com—

puter's possibilities before
they even get started

12...b6? Shredder (und oth—
ers!) still don't understand
what is going on, because the
consequences (mate) uare way
beyond their horizon 13.f4!
Now Smirin is ready, and will
make the attack seem irre—
sistable! 13...40¢6 14.f5 &d7
15.24 Wc¢7? A pointless, al—
maost nonsense move in the
situation which now unravels.
Better is 15...%9h7 16.2g3
#a5?! 17.hd4 2h7 Best
18.g5!
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Black hus no more defence,
and evaluations at last start
to hurry downhill! 18..hxg5
19.hxg5 ¥b7 20.£e3 b5
21.axb5 axb5 22.¥h5!
bxcd4? [ shall maintuain a
dignified silence at the sight
of this move, und content
myself with a single '?' 23.f6
Bfc8 24.fxg7 $g4

Reully a rather poor final ef—
Jort from Shredder, as the
bishop can simply be taken,
of course. Much better to go
with &6, or something
which doesn't shed material...
or just resign! 25.¥xgd 1-0

It was a little quiet in the
Uniacke and  Hallsworth
households after that! The
euphoria and confidence of
the Gulko games suddenly
seemed rather a long time
ago! This guy could clearly
do the business!!

In game 2 Hiarcs gets an
early but small advantage
then, with 400 folk logged-on
to the web server, loses its

way somewhere around move
26 and in the end the question
is "does Smirin have a win?!"

Hiarcs8 - Smirin

E92 Kings Indian: Classical,
Petrosian System without
7..Nbd7. Game 2

1.84!7 We try a new strat—
egy! Against Gulko we had
played 1.e4 and won. But
looking through Smirin's
games it was clear that he iy
an expert in various Sicilian
lines, so might eusily be more
up—to—date with lutest the—
ory und wrinkles than we cuan
keep Hiarcs, us hurd as we
try. Another favourite of his
is the Pirc (which he seems to
enjoy hoth as White and us
Black) and, as much Book as
we might put into Hiarcs for
this — and us a knowledge
program it plays it quite well
— the fact is that none of the
computer programs really
understand some of the posi—
tions which Book can 'leave’
them in. So we decided to go

for a Queen's pawn opening,

anticipated rightly Smirin's

first few moves, and changed

7.dxe5 to an 'only' move for
the gume to try and keep the
position more open even if u
bit drawish. 1.6 2.c¢4 g6
3. @cl’rﬂg?4e4d65@nﬂ 0-0
6.8.e2 e5 7.dxes! Objectively
7.0-0 is probubly better, und
certainly less drawish. But
after 7. c6 8.d5 De7
Smirin would have u dream
position for u game against a
computer: a closed position
with good chances for a
kingside attack 7...dxeS
8.Wxd8 Bxd8 9.£g5 Be$
10.2d5 &xd5 11.cxd5 ¢6
12.8¢c4 b5 The end of our
own H8 book. As in the
Gulko games, we were play—
ing without the back—up

support of a big "human’ book
created from a full datubase,
which is what purchusers get
when they buy the finished
commerciul products 13.8b3
a5 14.a4 &d7

15.8d2 15.dxc6 Dxco
16.axb5 b4 17.0-0 &xb5
18.8fcl a4 is in the F7 book
(no doubt tuken from the
game Shneider—Smirin

1990, which ended in a
draw), leaving White with
only a tiny plus. Smirin
thought the move HS found
was pretty good! 15...bxad
16.8.xad cxd5 17.exdS £xad
18.8xad4 Dd7 19.82¢3 £18
20.% ¢4 £bd+ 21.che2 Hec$
22.b3 Eab8 23.%xa5 23.f47!
has been suggested us a good
alternative here, und play
might have continued
23...0\f6 24.d6 exf4 25. 8xf4
but with 25...Re8+ we think
Black now would have the
advantage 23..8xa5
24.2xa5 Exb3 25.Ed1

, é’é/f
" % s % @‘ﬁ?

%E%

So far so good for Hiarcs. It
has & for &, though that is u
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very small udvantuge here,
and a pussed pawn. How
strong is the d5—pawn?
25...218 26.d6?! Though
this stops Bluck's king getting
1o e7, it does put the pawn
further away from his own
king than the opponent’s. If
rooks get exchunged it will
certainly come under attack
26..Bb7 27.8c1?! A strunge
choice by Hiarcs, muking the
programming team scratch
their heads! Why did Hiarcs
leave the support of its pos—
sibly vulnerable (but also
potentially gume—winning)
pussed pawn and allow the
exchunge of this supporting
piece. The pussed pawn code
must suggest exchanges help
the pawn und increase its
potential, but in this case the
opponent's king is much
nearer the pawn than ours,
S0 the exchanges put it ut
great visk. At home [ left my
P3/1000 on for quite u few
minutes, and it still didn't
choose this, but Murk told me
luter it was the result of the
hypermodern setting he had
usked Shay to use, to try and
avoid blocked centre issues.
The stundurd setting plays
Hdul 27..8xcl 28.Ba8+?!
Hiarcs clearly believes the
exchanges fuvour White, us it
expects Smirin to avoid them
with g7, ufter which Hiarcs
tukes on ¢l and does have a
small udvantage. Instead
28.&xcl 5 29.8Ba3 &f7
30.8c3 We6 31.2a3 might
have been tried, and should
end a draw 28..Eb8! Of
course! Now the initiative
will pass to Smirin, though
HE still thought itself nomi—
nally ahead 29.Bxb8+ @xb8
30.8xel he8 31.0d3 d7
32.&a3 5!

= 5 = W
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Although the position should
still be drawn, it is now
Smirin who has the chance to
look for ways of pressurising
Hiarcs 33.g3 g5 Perhaps
33...hc6! immediately it
might have given Hiarcs
more trouble The best reply it
could find for itself would
have been 34.f4 which it
evaluates us b73. As long as
White keeps its bishop it
should be uble to keep the
draw, but with some discom—

fort perhaps!? 34.h3 h5

35.%¢4 Rc6 36.8d3 Another
mystery move (o the pro—
gramming team! It was made
at the lust moment, after
about 13mins. At home we
had 36.f3 throughout this
time and deepening plies,
reading b27, but it trunspired
that Shay was looking at this
move at a much lower depth
after 30 secs. und nothing
was happening. Apparently
the internet connection had
dropped! When Shay realised
what had happened, he got
buck on—line und hit the
Spuce Bar us quickly as he
could, to make Hiarcs play its
move straight away... but
Hiarcs had restarted the
seurch and played almost the

first move it thought of!!...

Dd3. Although not quite as
good as f3, fortunately there
isn't a lot in it, and we got
away with this ‘accident’,
Whilst we were all waiting

for this 13minute move

(Which was really its choice
at about 2 seconds!) there
was plenty of discussion on
who was winning, and what
Hiarcs should play. One re—
curring suggestion was
36.8c1?! but after 36...g4!
37.hxgd hxg4 it looks quite
good for Bluck, Smirin's re—
ply to 36.13 would probably
have been 36...0\d7 , and
now 37.8d3 is the real
Hiares choice, und would
have actuully transposed to
the gume after all! 36..0d7
37.3 &\f6

.

The Hiarcs evaluation was
now showing scores of b60 or
even b70, so Murk and [ were
getting somewhat nervous!
With the bishop still there to
yacrifice’ itself to stop a
breakthrough pawn threat—
ening to queen, we thought
we would still draw... but our
hearts were definitely beating

faster than usual! 38.g4!

Hiarcs is clearly right now to
try and exchange some of the
pawns. With which pawn
should Smirin re—take. The
Hiarcs evaluation of b70 was
based on Black playing hxg4.
38...1xg4?! Now the draw is
certain. But 38...hxg4! looks
as if it might be winning.
Amir Ban, co—author with
Shay Bushinsky of Junior,
asked Smirin immediately
after the game why he did not
play this. Smirin shrugged
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and said "it's also a draw!...
not enough pawns left.” In
the post game analysis
Smirin went deep into the
possibilities after hxg4.:
39.hxgd f4 40.82b4 e4+ Here
both 41.fxed

(which is what Hiarcs would
have played), and 41.De2,
were unulysed at length.
Smirin thought it would be u
draw, but didn't reach a
definite conclusion. Finally
he decided, "It's probably u
draw, but I should have tried
it!" As we are able to know
what H8 would have played,
['ve extended the line a cou—
ple more moves: 41... &xg4
42.¢5. Now it seems clear
that 42...Dxe5+ 43.hed
draws, so the only winning
chance would be 42...f37!
though you'd have to think
this might give White chances
us well! However 43.e6
DeS+ 44.%e3 g4 45.d7
Dxd7 46.exd7 %xcﬁ 47.Rel
is a draw! 39.fxg4 hxgd
40,hxgd '5-%%. Well done
Hiarcs, but also 'Phew"!

So to game 3, and llya has
Deeplunior apparently on the
ropes by move 29!

liya Smirin - Deep Junior
Al4, Game 3

l.c4 €6!? Shay und Amir ob—
viously want to avoid the type
of set—up into which Shred—
der fell in game 1 2,013 d5
3.b3 c5 4.2b2 H1¢c6 5.93 A6

6.8g2 8e7 7.0-0 d4 8.d3 0-0
9.e3 e5?! If Deep Junior
knew that it is a chess pro—
gram it would play 9...dxe3
10.fxe3 and go for an open
position 10.e4 And Smirin
hus again obtained the ¢4 d3
ed setup we referred to dur—
ing the first game! 10..h6?!
We cun make the same com—
ments as in game 1. since the
white f—pawn is sure to start
moving soon, Black should

mobilise his f—pawn. None of

the programs understand the
necessities of these positions.
10... 0 e8!? 11.2a3 Leb
12.%¢2 a5 Prevents a pos—
sible b3—b4 13.2a3 ¥d7
14.2b5 £h3 15.0h4 &g4
Not 15..g57 16.8xh3 ¥Wxh3
17.25f5! 16.8f3 Perhaps
Smirin had the chance of
getting in 16.f3 here. Then
16...8e6 17./4 16...8.e6!

17 Q, 2 Bfc8 18.2c1 g4
19.13 Q,eﬁ 20.f4

XX %
%l/zf“&?@ *"14
A A

................

A ]
ok %g%g

20...exf4 21.gxf4 £.¢4
21...%xed?! 22.dxed 8xh4
does not win a pawn, because
of 235! &xcd 24.bxc4, so
Black would lose a piece for
2 pawns! 22.6{3 £h3 23.a3
fxg2 24.sxg2 Wed+

25.%2h1 ¥Wh3 26. ﬂaz @a7
27.a4 @ xb5 28.axb5 B8
29.Bg2

s ff f/‘

5'#'"5 E=S Al
RS

DJ has defended well, but
now we cun clearly see that
Smirin might have it in trou—
ble. Someone on the 'net had
alreudy suggested that Junior
would soon resign! 29..2h8
30.f5! Wh5! Best, but Black
is in trouble. Not 30...d7?
31.g1! Whd 32,16 @)gfé
33.e5 Nd7 34.8f4! wins
queen for rook 31.Efgl Bae8
32,8642 Smirin wrongly
hoped the move chosen would
give him more than 32.8xg7
Hg& 33.Bxg8+ Bxgd

34. Bxg8+ xg8 35. We2+
32...2g8 33.Ba3 The idea is
to play Wfl and then Bh3!
33...g6! 34.e5?! Smirin goes

for the central thrust, but

probably a bit too soon.

34. W11 gxf5 35.8h3 may
have been best, as in our note
to move 33 — after

35.. . Bxgl+ 36.0xg] Wgd
37. ﬁxhé White definitely
stands better 34.. ¥ xf5
35.exf6 ¥xf4 36.fxe7 Exe7

B 3
ﬁ..,/;?; fE{‘%
7w BA
AR
| AKX W 7
-&%&%@l

% % 5"&/5“
By e

Now White hus a piece for
two pawns, but Black's king
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position now seems more
solid, and the kingside pawns
could even give it some
counterplay if Smirin isn't a
little careful 37.9d2 ¥es
38.%13 &hT To protect the

g6—& s0 it can threaten to
p!ay f7-15 39.%g2 b6
40.5e4 He6 41 ﬂh3 a7
42.8g3 It is now clear that
Smivin is struggling to find u
way to break through
42..h7 43.h4?! Avoiding
the draw by repition, but with
something of a gamble
43...15! 44.5d2 ¥f6 45.213
He3! 46.h3 We6

» 3

,ﬁ.
'\.i\.

zﬁ; ?/,-:/}‘E i

W % e

: ;fﬁ'%lf@
m&%ﬂwxﬁ
| I8 ‘@’?
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%
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DJ has its counterplay and
has[é ust about equalised!

d2 Bg7 48.8f3 He7
49.5f1 Ee5 50.2g3 h57!
51.411 Ee2 52.3fg3 f4
53.¥xe6 E7xe6 54,23 Bb2
55.8xf4 Exb3

56.Bf3 Smirin's last chance
was to defend the d3—1/ with
the other rook, leaving the
more uctive one on f4. But he
wus probably concerned

about 56.8g3 a4! 57.8f8 u3

58.Ba8 as, if 58...8el is
playable, it might be White in
trouble! 56..2ed 57.Ef7+
b8 58.8f6 Exhd+ 59.5h2
Bxd3 60.2gxg6+ &h7 Jr'y
now u deud draw, ds was
agreed a few move luter
61.c2gl Bd1+ 62.5f1 d3
63. Egz Eel 64.2f7+ &2h8
65.E8+ ©h7 66.Ef7+ ©h8
67.218+ h7 68.8Bf7+ 14-1

Sometimes the difference be—
tween winning and not win—
ning is quite small — a
winning tempo, a defensive
resource. With Black Smirin
outplays Tiger, but can he get
the full point this time which
his endeavours deserve?

Gambit Tiger - Smirin,|
E92. Game 4

1.d4 &6 2.c4 g6 3.20¢3 4g7
4.e4 d6 5.913 0-0 6.8¢2 €5
7.dxeS dxe5 8.¥xd8 Exd8
9.2g5 Tiger's programmers
have followed the opening
used by Mark Uniacke with
Hiarcs. Smirin decides it's
time to make a change
9...¢6!? A4 pawn sucrifice,
but one which gets Black the
initiative. Aguinst Hiurcs
Smirin pluyed 9...Ee8
10.5xe5 He8 11.0-0-0 a6
12.f4 Today one usually sees
12.8d6 12..%¢5 Probubly
the key game in this variation
is 12..h6 13.2h4 g5 14.fxg5
hxg5 15.8g3 @5 16.8hf]
Q,eé F. .ﬁ,ﬂ &fd7 18. Dxd7
N\xd7 0-1 Levit—Kholmov in
Leningrad 1955 13.2x16
£xf6 14.b4 An aggressive
novelty as we finully leave
theory. 14.8/3 fixeS 15 fres
Leb 16.b3 Dd7 17.8d6
Gxe5 18.8hd] g5 19.81d2
8 20.8e2 he7 was 0-1 in
Czernicki—Shishkin, Warsaw
1994 14..8xe5 15.fxe5 Hd7
16.e6 Exe6 17.b5?! Tiger's

strange determination to
push the pawns in front of his
own king, after the players
have castled on opposite
sides, appears 10 run against
popularly indicated strategy
17...Ee8 18.bxc6 bxc6

Now Black's pawn on ¢6 is
weuk, but he has the open b—

file for his rook/s 19.8d6

2e5! The knight sut on ¢35
looks very strong 20.c5 £e6
21.82d1 Eab8 22.£a4 Eb4!
The temporary pawn sac’
puts Black into a very strong
position 23.8x¢6?! 23.8hdl
Hed 24.Bd8 &f8 25 Hxe8+
hxe8 26.&d2 Bxe5 27.8b1
was possibly a safer alterna—
tive. Black is a pawn ahead
but White's pieces are active
and drawing chances ure
good 23..Ec8 24.82d5 Exc5
25.¢h¢2

%/%ﬁ%@%l

‘3’”
"

« E ’5/? %"
%@% %&&1
. X

Tiger achieved material
equality with 23. &xc6, but
Black's pieces are much more
active 25..0c4 25..8d4!
looks very strong here, and |
would put Smirin as winning
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with this 26.8d8+ g7
27.8xe6 fxe6 28, ﬂd7+ &®h6
29.8el Bb2+ Black still has
a clear advantage, but it is
difficult to win this kind of
tactical position aguinst a
computer, as we see 30.2d1
Hxg2 31.He2 Exe2 32.5xe2
a5 33.514! He5 34.82d4
Pe3+ 35.5ke2 D5 36.2a4
2d6 37.50e3 g7 38.5d3
Eh5 39,2 14!

B E R D
. 0 @m
%W@tﬁlﬁ
'ﬁ /,/_ f M%
12l
@fﬁm

4

%

White's & rather than
Black's has ended up running
the show, and a draw moves
into sight 39...Exh2
40.2xe6+ 26 41.2D¢5 g5
42.5d4 Bd2+ 43,523 ﬂdl
44.%¢2 Bhl 45.Bxa5 Mate—
rial is equulised again at
last! 45...g4 46.8a6 ®c7
47.2a7+ f6 48.8a6 e’
49,Ba7+ £f6 50.8a6 und u
draw by repetition ends this
fuscinating game. From
moves 18 to 38 the spectators
had all believed Smirin was a
certain winner, but Tiger first
defended well und then ener—
gised its pieces very nicely,
especially the knight V4-'4

So we reach the half-way
stage with Smirin just 1
ahead at 2'%-1%. He probably
feels disappointed it isn't a lit-
tle more, but it does leave the
spectators  (and  program-
mers!) in a state of continuing
tension this way!

In game 5 Smirin is on the
receiving end - at move 14 he

sac's a pawn for counterplay,
but it's hard work until Shred-
der deactivates its chances!

Deep Shredder - Smirin,|
C45. Game 5

1.ed €5 2.3 D ¢6 3.d4 exdd
4.2xd4 £c5 5.5xc6 W6
6.¥d2 dxc6 7.2d3 De7 8.0-0
With Shredder huving got
into so much early trouble

from a bad (against humans)

line in game I, Stefun
Meyer—Kahlen had asked
Shay Bushinsky if his pro—
gram could use Junior's book

for this game, which he'd

been happy to do! 8...Dg6
9.Wc3 An eurly offer to sim—
plify is quickly rebuffed by
Smirin, who soon threatens to
trap the queen 9..8d4!
10.¥b4

A e K
MMM ada
ﬁ”f’tfﬁf AT
_ f %JT% |

%

;_3%

10...2e5 11.d2 ¢5 See note
to Bluck's 14th 12.%b3 0-0
13.8e2 8¢e6 Offering u pawn
— is it poisoned? But why not
13... W g6! with a simple ad—
vantage to work with?
14.¥xb7 Shredder takes the
bait and, us you'd expect,
now evaluates itself ahead
14...c4 At this point Vishy
Anand, who was watching
over the 'net, commented that
he hadn't liked 11...c5, and

felt Smirin would have been

better playing 10...a5 and
then 11...%e5. "Now he will
have to work so hard, but
why do this against a

computer?” So Anund thinks
playing against computers
should be easy!... it's allright
for some, isn't it! But Anand
is (was? beware Kramnik!)
considered the best program
aware GM computer user
around 15.013 £b6
16.2xes WxeS 17.Wc6 Had8
18.2xc4 £xcd 19.¥xc4

| e %

N
v

U

s

Gish

"
Iwﬁ

Anand: "You have to say this
looks good for Shredder
now"” 19..8d4 20.%¢3 Wxed
21.Hel ¥d5 22.W1£3?! /g
Shredder right to exchunge
queens, Okay it will
strengthen his queenside plus
pawn majority, but maybe
Wa3 would have been more
energetic 22..9xf3 23.gxf3
Bfd8! 24.82e3 H4d6 25.2e2
h6 26.c4 £d4 27 Eael &h7
28.¢5 Bgo+ 29.<011 L.xe3
30.fxe3 BdS Anand: "Smirin
should draw this, which is a

fuir result as the machines

made escapes in earlier
gumes against him!" 31.b4
a5 32.a3 8d3 33.2a2 Eb3
34.bxa5 Bcé
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35.a6?! Muakes it eusy for
Smirin — it's so hard to de—
fend doubled pawns with a
rook, and this let's Black
equalise the queenside dan—
gers immediately 35..8xcS
36.%2e2 Ba5 37.a4 Bxab
That's now a draw by uny
stundard, and they could
have ugreed it here und now.
['ve left the remuining moves
in purely for the records
38.Ec1 Eeb6 39.e4 Ef6 40.2f1
¢S5 41.a5 Ea6 42.8c¢l BbS
43.Ecal Eb3 44.Ea3 Eb2+
45.€2d3 Bxh2 46.B¢3 Eb2
47.8xc5 BEb3+ 48.Ec3 BbS
49.2ca3 h5 50.%c4 He5
51.%d4 BbS 52.f4 Bb4+
53.e3 He6 54.e5 g5 55.%ad
gxfd+ 56,13 Bb7 57.¢xf4
Ea6 58.2h1 Eb5 59.Bxh5+
g7 60.Eg5+ B8 61.e6
Bxg5s 62. 5\;,5 fxe6 63.ckf4
&e7 64.FeS %-%

Now Hiarcs outplays Smirin
positionally and has him in
trouble. It seems to be win-
ning, but Smirin finds a bril-
liant trick, also seen by
Anand watching on the web
server, and builds a fortress
that might save the day!

llya Smirin - Hiarcs 8
A30. Game 6

l.cd ¢5 2.213 &6 3.
4,cxd5 Dxd5 5.882
6.d4 cxd4 7.2xd4 Ldb4

8.2 xc6 Wxd1+ 9.&xdl

@xe6 Mark and I took a bit
of a chunce with this opening
—we'd decided on 1...c5 if it
was an English, und even
worked through the variation
all the way to here! So whilst
Smirin was doubtless pleased
to see queens off early and
thus a positional battle, we
thought that, with Bluck, we
might have good chances of a
draw from this type of

3ds

position, und if Smirin over—
reached.... 10.9¢3 2d7
11.8e3 €5

7 .‘.:ﬁﬁ;
/’ A fc‘_’fg
Yeen

Perhaps White does have
chances to do something,
with having minimally better
development. E.g. he could
exchunge on c6, leaving
Hiares with a weak pawn
there — but giving the com—
puter the advantage of the
bishop pair might not be so
good an idea, as the bishop
pair in an open position is
well worth an isolated pawn.
In fact already I would say
that, to win, Smirin has to
count on Hiarcs making a
mistake somewhere, some—
thing so that he can create an
initiative or pressure of some
sort, oy a weakness that he
can transfer into an endgame
plus 12.8cl Bd8 13.i0el
87 14.14 exf4 15.gx14 0-0
16.24d5 GM Mecking (do
you remember him?) was on
line: "Hiurcs just pluys 8d6
and it's equal”. However
others noted that White does
have a potential passed pawn
currently sat on e2. Okay, it's
a long way off, but something
that Smirin will understand!
16..2d6 17.212 e6
18.8hd1 Bd7! Hiarcs tries
fo set up some tactical tricks
on the d—file — a worthwhile
plan 19.4¢3 BEfd8 The
commentators were starting
to slightly favour Hiarcs after
the lust few moves, Mecking

s

/4

i

joined in again: "l agree,
Black is at leust ok in this
position" 20,23 He7

?zﬂ_ ;.-._g._n —

f / i ’ -::'-:
5‘11 _f _f/E Al ’li \
” ){% &-Q-wﬁ » 5‘{ ¢

Mecking: "I have to go, but |
enjoyed my first ever visit to
the Fritz server” 21.8.e4
Some folk looked at the ex—
change sac' 21.Bxd6?! leav—
ing White with the 2 bishops,
but 21...8xd6 22. &xa7 f5
must be okay for Bluck. There
is no need yet for Smirin to
take such a possibly drastic
step 21..@f5! 22.8x15

22, 8xa7?! Bxfd 23.8xd7
Bxd7 24.8f1 &d6 25.8d3

@ ed is clearly good for
Black. And 22. .g.dz‘." Re5+
23.&el (only option!) &e3!
24.8xe3 &xe3 25.8xd7 Bxd7
26.8d1 &xf4 also leaves
Black in control 22..8xf5 So
Hiarcs ends up with the 2
bishops! 23.82d4 a6 Smirin,
now behind (!), must aim to
swap off Black's dark—
squared bishop, even if it
costs u pawn. Then he will
have very good drawing
chances thanks to the oppo—
site colored bishops. We'll
see If Hiarcs knows to avoid
this 24.2a4 2e7!
24..8xa3?! 25 8xd7 &xd7
26.8d1! Le7 27.2b6! and
White is okay again 25.8xd7
£xd7 26.5¢3 £h4+ 27.shgl
5
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Bluck hus 2 pawn islands v
White's 3, and the 2 bishops
in an open position with
pawns on both sides of the
bourd. So H8's uheud at pre—
sent 28.8Bd1 £c6 29.Bxd8+
£xd8 30.£d4 17 To win
Anand suggested Hiarcs
should be playing h6 und g5
31.e3 h6 32.5)e2 g5! 33.%2
8¢7 33..g4 is correct, said
Anand, who didn't believe
Hiarcs could break through
without this 34.8¢3 &e4
35.%2g3 g4 36.2d4 Hiarcs
has played Anand's move, but
it's not eusy for me to see
how he can break through at
this point 36...2g6 37.812
h5! 38.8¢3 £d8?! Aimless
and not promising... h4 looks
to be the only chunce to win
39.82d4 a5 40.8¢3 a4 Shay
Bushinsky said that Smirin
huad begun to look relaxed
here, obviously believing that
Hiurcs had nowhere to m
41.5d4 &hd+ 42.hgl
43,212 £.d5 44.50¢g3 h4+
45.212 Le4 46. @gl g3

g"'/%:
R

The Hiurcs eval is around
+170 now, but the GM's in—
sist it cannot break through
47.h3! &.¢5 48.84b4 £xb4
49.axb4 Though Hiarcs now
shows +200 it is clear that
his king can never enter
down the kingside, so the
game will be drawn 49...817
Hiarcs can't find a way
through, so tries u different
idea. Shay Bushinsky is
loathe to offer the draw on
our behalf when the evalua—
tion is s0 high. The truth is
that Hiarcs hus again played
very well, but Smirin clearly
knew d few moves ago how to
make sure he got the draw
50.2b5 e6 Rushing to get
in the other way, but Smirin

again hus the answer ready!
51.%¢3!

0 i

2 % 2 o)
AL N K
b N WA
,,.-‘# ,;; R L :

The diagram makes it clear
that Hiarcs can't force a way
through, but once more we'll
complete the game for the
record 51..8c2 52.¢he2

d6 53.2g1 2c6 54.2¢2 b5
55.¢¢1 ﬁd'i 56.50g2 ﬂe4+
57@ 1 £.c2 58.bg2 &d3
59. '@gl Sed 60. 'i?i'l Y-

So Smirin remains 1 ahead
with 2 to play, and we really
need Deep Junior to do
something with White here!

And so we come to the
game that never was, though
it was nearly a win for the
computers!

Deep Junior - Smirin
Game 7

We join the game at u point
where it should be a draw,
but DJ is the one who hus
some winning chances be—
cause of the clearly superior
centralised position of his
king 51.8d6 a5 52.2d5 b5
53.%¢7 ad 54.%¢6 axb3
55.axb3 g8?! 55..H43
56.b4 &4 was better for
Black, avoiding the zugzwang
56.b4! "This is u strong
move, which [ hadn't seen”
udmitted Smirin 56...2h8
57.5d5! Hd8 58.414 &gl
59.2d6! Hixe6 60.fxe6 Le8
61.0e7 8.6 62.52d8 18
63.8e3 g8 64.5¢72!
Smirin: "After 64.8.c5! [
would have resigned, becuuse
of the zugzwang!" 64...8¢8
Shay: "Now [ am wuiting for
DJ to return to the zugzwang
position, but its next moves
are a disappointment”
65.8¢1? 65.2d8! &c6
66.8c8 is quickly showing
from Hiurcs as 1 go through
the moves — this would have

done it! 65... 28 66.52d6?
g8

Three times in the game there
were technical problems on
the Internet, and here the line
just dropped!

They struggled to re—
connect for 15 minutes with—
out success, and Smirin,
knowing that Junior can win
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this position, offers to resign.

In a joint act of good
sportsmanship, Junior's Shay
Bushinsky refuses and in—
sists on the draw: "Towards
the end, Junior was getting
the hiccups. At move 64 in—
stead of playing the winning
Bc5 it sturted dancing around
the position. It saw 64.B¢5
but then g6 65.hxg6 Kg7
66.¢7 Kxgh 67.e8= =Q+ Bxed
68.Kxe8 Kg5 and, seeing it at
less than +3 was trying other
moves instead. So muybe |t
would not pluy the winning
move even if the chunce oc—
curs again and again, so [
think it must be a draw!"

Smirin still felt he didn't
deserve a draw, so in the end
both parties agreed to replay
the game after the Smirin—
Tiger meeting, which now
became game 7!

Readers, this is a must play
game! Tlger 1s winning! Or is
it?! Tactical fireworks of the
very highest order!

liya Smirin - Gambit Tiger
A08. Game 7

1.513 d5 2.23 &6 3.892 ¢5
400@c65d3e56@bd2
8e7 7.¢4 0-0 8.¢3 £24 9.h3
£¢c8 10.2el d4?! Almost
certainly just what Smirin
was hoping for! 11.9c4 ¥e7
12.24 2e6 13.82d2 Hd7
14.%¢2 Christophe Théron
commented al this point:
"Lust time the unti—human
setting was ON, which was a
mistake (!). This time Shay
has set it OFF, becuuse our
anti—human is not what peo—
ple believe it is. It has been
designed to avoid human
players that try to get u draw
hy m’r}smg the position and
then moving a piece buck and

Jorth, which happens u lot on

the chess servers" 14...£6
15.8ecl

15...2bh67! 16.5xb6 axbé
17.cxd4 cxd4 18.b4! Putting
an end to Black's queenside
hopes 18..9d7 19.b5 Has
20.8xa5 Bfc8 Theron had
been missing in the on—line
discussions for a while. Sud—
denly he re— appemed "My
laptop crashed, it is 31 de—
grees here in Guadaloupe
and it overheats. I'm back
online now. I'm happy with
how the game is going so far.
1 think that the anti—human
setting would have hurt the
program's play in this game.
Tiger would have tried too
hard to open the game, and
too early” 21.Md2 Bxas

] l/@f&i flf
f _%mr/ &

f

Bluck has pressure on a4 and
is c!early better, with White's
D—f3 and &—g2 not really in
play 22.h4 f8? Theron:
"Huh?... | have no idea why it
played Kf8 Maybe some
strong player will find a rea—
son for it? :—(" Certainly
22...8b3 seemed more

for

consistent with the earlier
play 23.hS Bea8 At this
point it was noted that Smirin
was just getting into u little
time trouble 24.h6! g6
25.%¢2 2b4 26.Wc7 23
27.¥xb6 He7

"Now that white's
queen is in bluck's side 'm
not sure anymore ubout what
can happen”. Eric: "The is—
sue here is that Smirin cun
see how deadly Bc7 would

Theron:

be, as then Bluck's h7 pawn
is in danger, so his own
A—h6, instead of being pos—
sibly suspect would become
deadly! Watch now how he
leaves the & on al, trying to
persuade Tiger to take if und
open the c—file for Bc7!! Will
Tiger be tempted?!” 28.52h2!
g5 Well done... this time!
Theron commented that he
thought Bxc3 would get
White out of some of his
trouble, but actually that's the
last thing he's thinking of
doing! 29.95d2 Still looking
ﬁ,\ 1?2 Be7! It would be
interesting to check other
programs to see if and for
how long they want to play
Sxal. Hiarcs changes afier
43secs on my P1O00, and
prefers either E5a7 or g4
29..8xal?? 30.8¢7! @'ds
Christophe noted that the Ti—
ger eval had suddenly col—
lupsed: "This does not l()()k

good for Gambit anymore...
31.£h3!




15

Selective Search 101

Cun readers see what is
coming — Smirin's vision has
been brilliunt, Here he must
lure away the £—e6, as at
present it can get to g8 and
therefore cover h7! 31...g4
32.8xg4!! &xgd 33.Wc5+
"The Tiger tamed" us some—
one on the ‘net quipped clev—
erly 33..%e8 34.Bxh7 The
weak h—8& has indeed become
strong 34..Ec8 35.Eh8+
@17 36.2xd8 Exc5 37.h7 Ec8
38.2xc8 £xc8 39.h8¥ A
quite magnificent win by
Smirin, his nerve, vision and
tactical powers must have
been greatly tested for a few
moves before the rook on ul
wus finully captured! 1-0

The match is won, Smirin
leads by 4'2-2'2 with only the
Junior replay game to play.

We must sincerely con-
gratulate him - as a 2700
player compared with Gulko
at 2600, it has felt like a com-
pletely different environment
at times. Considering the
Dual P/1000 hardware Junior
and Shredder were on, [ don't
think this scoreline bodes too
well for Fritz in its forthcom-
ing match with super-GM
Kramnik!

Deep Junior - Smirin,|
E76. Game §

1.d4 16 2.¢4 g6 3.5 ¢3 Lg7

4.e4 d6 5.f4 0-0 6.2213 Da6
7.8¢e2 e5 8.fxeS dxe5 9.d5
#Ac510.8¢5 a5 11.%c2 b6
12.5xe5 We8 13.2¢6 Dexed
14.5 xe4 Wxed 15,0-0-0
Wxc2+ 16.%xc2 Hed DJ7,
on its 2x1GHz processors,
wus reportely showing
17.Bh4 Bd7 -0.07/18, but
then played 17.8f4!7

=2

¥ ,;;.' o f-/.
&G
_Jay L O
T ST
% %% %

aginT

URE R

17..8Be8 Smirin refuses the
exchange sac’ which DJ's
lust—second change of move
offered: 17...@0f27! forking
the rooks, 18.Bhel (or
18.9e7+ £h8 19.Exc7)
18...&xd1 18.Bdel D2
19.82hf1 &f5+ The knight
can't be extricated with

19.. g4 as 20.213 &f5+
21.8d2 &18 to stop De7+
22, Bxe8 Hxe8 23.h3 Hf6
24.g4 Ded+ 25.8dl L8
26.%xc7 8¢5 27 8xed Bxed
28.8el Bxel+ 29.sbxel. A
long variation, and it's "only’
a pawn, but with the d6—7-8
squares already covered by
White pieces the extra and
pussed d5—& would have to
be dangerous 20.82d2 Hed+
21.skcl Dd6 Protection for
the ¢7—4&. But what ubout
21...a4! when 22. 8.xc7 would
be very dubious because of
22..a3! 23.b4 &c3! 22.g4
2d7 23.8¢2 &xc6 [ should
think Smirin was pleased to
get rid of that knight!
24.dxc6 Le5 25.2d3 &xi4
26,Exe8+ Exe8 27.8xf4 Re5

e
L d A

Ara A

We look to be heading for u
draw after the exchanges
28.a3 Ec5 29.b4 axb4
30.axb4 Bxc6 31.8e2 The
pin with 31. 816 holds no ter—
rors at all, as Bluck just plays
31...8f5! and after 32.Bxc6
Dd4+ 33.58¢3 Dxcé and at
least a draw 31...9e8
32,213 Bf6 33.8Bxf6 2xf6

It's almost the position which
concluded our lust piece of
analysis! 34.sbd3 &f8
35.2d4 e7 36.¢5 bxeS+
37.bxc5 h5 38.85 &d7 39.h4
N8 A clever ideu for Bluck
was proposed on the 'net:
39..16! 40.gxf6+ Bxf6
41.8d5 Db8 42.ed Db
43.8.82 e7! 44.8h1 & f5
45.hds5 &e7 46.5¢6 Hd8
47.0d5 Rd7 48. kel Ze7.
The line stopped here, but |
extended it, and think Black
might win! 49.&f3 Oxh4
50.82e2 0f7 51.%d5 &\f5
40.Res5 Deb6 41.¢6 DS
42.8e2 He6 43.8b5 Dg7
44.2d3 De8 45.2dS5 and
draw agreed ':-% for 3—5!
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The nNew...

HIARCS 8! -

Early

SUCCESSES, VIEWS and Book CONTROVERSY!

One or two things have hap-
pened since Hiarcs8 came
out - most of them good, be-
cause overall results have
been nicely up to expectation.
Okay, we've still not quite
caught up with Fritz7 - we
acknowledged that when the
program came out - but we're
still fighting with Tiger for
2nd. position, which is pretty
much what we hoped for.

The Openings Book

Unfortunately there has been
some confroversy about the
Openings Book!

This has been pretty aggra-
vating for me, as spend
quite a few hours every week
building, adding-to and tun-
ing our own book, trying to
make it suitable for play
against both humans and
computers, cover all the cur-
rent popular GM lines, give
the user as enjoyable and
wide a range of openings as
possible  whilst  helping
Hiarcs itself to play openings
that suit its style and enable it
to perform as well as | can.

I'm sure it's much the same
with our competitors: the
book programmer does eve-
rything he can in this way,
and then the book is merged
with a ChessBase GM data-
base for release to the public.

This is because one person
on their own - even working
full-time on the job, never
mind a few snatched hours a
week - cannot possibly cover,
check, dissect and add every-
thing that gets played in
Tournament chess. Some pro-
grams have the big openings
database running alongside
them while the work is being
done - that is certainly the op-
timum method, as the book

H8 (r18.15 | Com B46 | /40
1 |Hiores 8 XXX 13-7 18-2 31
2 |Crafty 18.15 7-13 XXX 11%-8% 18%
3 |Comet B4b 2-18 B1a-11% XXX 10%

For a change to playing Hiarcs8 (and the frequent new test versions | get
from Mark!) against all the top programs, | decided the latest results of
Crafty and Comet warranted a series of games with them. Comet in par-
ticular has done very well in a couple of recent tournaments, suggesting
that it is seriously closing-in on the Rating List leaders.

Both are easily obtainable from the ChessBase web pages and all
you do is unzip the downloaded files (under 300K each) and copy the re-
sulting .eng and .dfl files straight into your ChessBase engines folder.
Next time you're in Fritz, Hiarcs, Shredder, Tiger, Junior or whatever,
you'll see the Crafty and Comet engines available for use as well.

Anyone with one of the main ChessBase programs mentioned
above, but without web access, can send £5 to me (cheques, postal or-
der, cash, but not credit card please) and | will copy both of the engines
onto a floppy for you, ready to put straight into your engines directory!

The overwhelming win by Hiarcs8, played within the Tiger interface and
as a Tournament, was something of a surprise, much as | obviously love
Hiarcs! The Comet flop ('down to earth!’) was a particular shock.

Maybe the overheads from the recent work on improving tactics and
increasing endgame information by programmer Dr. Ulrich Turke has
slowed the program down too much - the correct balance for
knowledge/speed is so hard to get right, as Mark and | have often dis-
covered! Maybe it would be better to go back to the 'proven’ Comet B41
version... there's room on a disk for that as well, so I'll include either it or
an even later version (if there is one) for folk who send their fiver!

et b oloft Tnm ¥l e
e ' Mark Unﬁ'ﬁ! i
3 o

e Right | &
' Eric Hallg

programmer can adjust even
the non-used lines to his own
liking as he goes along.

have our own pretty sophisti-
cated method for adding and
manipulaling the book. But
there's a major size problem
when it comes to converting
the book for sending between

But the Hiarcs book work is
still done in DOS because we
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Mark and myself, and then at
issue time to ChessBase.

So Mark and I exert our
energy on an ‘all our own
work” DOS book, and leave
ChessBase to merge the fin-
ished job with a big Opening
Book GM database to thus
produce a final Book for the
CD. This should retain the
priorities, flavour, and qualit&
of our own openings wor
whilst ensuring that the book
covers as much available the-
ory as it reasonably can.
Sounds good so far?!

Merging Books
To give readers an idea what
this means in practice, for
Hiarcs8 my book file con-
verted to a ChessBase formal
of 36MB.

When  ChessBase  had
added the database file and
converted it all to tree format,
the total size became 270MB.

This had worked fine when
they did much the same with
Hiarcs732. They sent their
first effort to us for checking,
and we found some minor
problems, but their second ef-
fort was just about as close as
we could have expected.

The ratios between the
no.l (our 7) == no2 (6) ->
no.3 (5) moves etc. changed
very slightly, so that the book
became a little more generous
than we would have chosen,
but our '0' moves which
should never be played con-
verted correctly, and our 'l
for wide/random play were
also correctly exciuded from
tournament settings, as were
most '2' moves.

So we left ChessBase to do
exactly the same for the new
Hiares8 book, and as they'd
oot the tuning close to our
optimal 3 years earlier, we
took it for granted there'd be
no problems this time!

But when Mark and | got

our CD's, we were in for a
great shock. Obviously it
would be foolish of me to
show you all of the weird
lines we have found this
Hiarcs8 merged book play-
ing, but here's a couple:

m Hiarcs as White: 1.e4 e5 2.¢3??

What can I say?! 2.c3 is a '0'
in our book... I just put a few
lines there in case a human
opponent used it to try and
get us out of book! | checked
the latest ChessBase book
and games databases, and
there are no lines in with this
opening. Yet in the Hiarcs8
book 2.c3 is the 3rd. most
popular move, behind Nf3
and Bc4!!! Aaaaarrgh!!

m Hiarcs as Black: 1.e4 ¢5 2.Nf3 e6
3.d4 cxd4 4.Nxd4 Qc7???

As someone on the Internet
said- "Hiarcs was how
thrown out of book by 5.Nb5!
(which wins almost out-
right!!). Why include a trick
line line 4..Qc7 (because
that's all it is) and allow it fo
exit at move 52"

It's a perfectly fair ques-
tion, but my Hiarcs§ book
has no less than 6 lines avail-
able at Black's 4th. move, and
4...Qc¢7 is NOT one of them!
So ‘what's it doing there?’
ong may well ask!

Obviously Mark and 1 con-
tacted ChessBase  pretty
uickly, and they soon agreed

that the amalgamation had
gone wrong somewhere, and
they had taken for granted
that it would be okay and
hadn't checked it before
pressing and issuing the CDs.

Obviously a newly done
conversion with a resulting
270MB file for downloading
off their (or my) website is no
solution for anyone!

However a couple of years
ago Mark ingeniously found
a way to convert our DOS
book file into something

much smaller for conversion
to the ChessBase format, so it
was decided that this file
(around 1MB, or even less
when zipped!!) could be put
on the ChessBase web site for
folk to download.

Obviously there's a differ-
ent drawback to this - at an
installed 36MB it's a smaller
book than everyone else's
with their successful merges,
but at least it sticks very
closely to the lines and per-
centages that we want. Indeed
it is exactly the same book
that played against Gulko and
Smirin recently, apart from
some late additional work
done between those games
and the final release, so Mark
and 1 concluded this was the
best way to go.

The 'Hallsworth’ Book

A few days later the follow-
ing appeared on ChessBase's
Support & Download pages:

"The openings book on the
Hiarcs8 CD was generated
by merging the original tour-
nament  book of  Eric
Hallsworth with a big unse-
lected collection of historic
and modern master games.
This broad book is fine for
training and fun. However
the master games contain and
enable many inferior lines
which Hiarcs should not play
according to its tournament
book. So while the CD book
is fine for training and fun,
you should always install the
pure towrnament book where
playing strength is the aim.

To get optimum playing
strength of Hiarcs8, you
should unzip and use the en-
closed pure tournament book
consisting entirely of varia-
tions compiled by Eric
Hallsworth. Please proceed
as follows:

"]. Create an empty openings
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book by calling: Menu File
-> New -> Openings book.

"2. Call: Menu Edit -> Book
-> Import old book, and se-
lect '"HS.hbk'

The importing process will
take a few minutes at most."

Because the zipped file is
only 800MB it is soon down-
loaded, then easily converted
and finally installed.

But any reader without 'net
access can, if they wish, send
me £5 (cheque, cash, postal
order, but not credit card - |
can do subscriptions easily
enough by credit card, but not
such small amounts), and I
will copy the H8.hbk file
onto a floppy disk for you.

Conclusion

Although I am now occasion-
ally coming across games
where ‘'the big books' are
staying in theory longer than
us, this is nevertheless prov-
ing the best solution.

We'll make very sure, of
course, that this doesn't hap-
Fcn next time, but in a way it
has been quite encouraging to
see Hiarcs8 itself finding
good book moves in these
situations,  Although  this
keeps the opponent in its
book for even longer, and we
get the resulting downside of
a clock handicap against us,
we certainly feel that Hiarcs
knows what it's doing, and
the results are good!

While | haven't got round to
doing it myself, a couple of
folk have told me that they
have merged our true Hiarcs$
book with a book database of
their own, created | gather
from selecting just the top
games from a big dalabase...
and they reckon merging has
gone okay!

If anyone has a go at this,
do check that it wont play

l.e4 e5 2.¢377 before you get
really excited!

A New CHALLENGE!?

Following last year's quite re-
markable performance by
Chess Tiger (9%2/11 for a
2759 rating), the organiser's
for this year's Argentine In-
ternational Tournament
have bravely invited the folk
at ChessBase to enter again!

The current intention is
that Hiares8 should play!

A minor BUG!
When | commented on the
Hiarcs8 - Craftyl8.15 -

CometB46 tournament which
I ran, alert readers will have
noticed that I said that I used
the Tiger interface.

Up to and including Tiger,
when ['ve run engine matches
or tournaments on the one
PC, with my opening test
suile, everything has gone
well, and results have been
consistent,

| an:vpose I should discuss
briefly my own opening test
suite - it is rather like the
Nunn Openings, only they're
Eric openings, designed to
test a pretty wide variety of
different game situations
which regularly arise out of
book: opposite side castling,
king safety issues incl. safe-
guarding the uncastled king,
bishops v knights, outposts,
open files; then different
pawn structure types, blocked
centres, openings where a
pawn sac' demands activity to
equalise, isolated pawns,
doubled and tripled pawns,
hanging pawns, pawn majori-
ties etc. etc.

This set is designed to as-
certain as thoroughly as 1 can
whether the Jatest 'improve-
ments' Mark has sent me
really are improvements, as
they get tested in all kinds of

situations! For example an
improvement to king saf‘etf\_/,
which might be of quite defi-
nite value in some situations,
could result in passive play in
other types DF position, so
that the overall result ends up
worse rather than better.

So the 30 Openings I have
prepared mostly end at a

oint where the programs

ave a choice of at least 2 or
3 recognised opening moves,
so we can also see when the
choice made here goes better
(or worse!), and they are
played by the opponents from
both sides of the board.

The real openings books
are deleted for the test
matches, so suppose in a
game with Hiarcs as ggl]itg
the opening goes 1.€4 C
2OM3Td6 34 cxdd 4.0xdd
N6 5.80¢3 a6 6.8e3 e5
7013 We7 8.ad4 £e7 9.a5
£e6 10.0¢5 0-0 11.29xe6 and
ends with 11...fxe6, we must
now 'think' about our 12th.
move. [n the reverse game
the Hiarcs opponent will be
White, and they must 'think’
about their 12th. move.

However since Fritz7's re-
lease this does not work, as
the last move in the 2nd.

game of each pair i1s some-
how deleted, so instead of
Black automatically playing
11... fxe6, it has to 'think'
about what to do! As this
happens in every alternate
game the 60, testing is no
longer 100% accurate, and so
I still use the Tiger interface
to be exactly fair to both
sides! (and to save Mark and
me becoming very confused
by variable results!).

HASH Tables

Finally, before we have a
look at a great Hiarcs8 game,
I just want to raise the ques-
tion of hash tables.

The comments apply to all
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ChessBase programs, but sce-
ing the serious effect of try-
ing to use hash tables at too
high a setting in a recent
Hiarcs8 result, prompted me
to mention it here!

Obviouslg everyone wants to
get the hash tables running
with as high a setting as pos-
sible, but it really is worth
knowing that if you have
them a_little too low, you
probably wont lose much, of-
ten not even 1% of speed.

But if vou have them too
high, you can cause mayhem!
The pmblem is that, when the
RAM runs out the program
must still find somewhere to
store the tables, so your com-
puter has to make use of the
hard disk! This slows every-
thing down in all circum-
stances, and can even result
in incorrect hash access, as
the pm%ram tries to put the
tables back together again
from the separate RAM and
hard disk sources.

The result which reminded
me of the serious error that
can occur in scores was see-
in‘g Junior7 beat Hiarcs8 (on

aster PC) by 22-18.

Okay, Jumor? is very
strong, and can do somethin
like this, though in genera
the results between J7 and H8
seem mostly to just favour
H8. But then Mark noticed
that the user, having done
some work to boost the avail-
able RAM on his newer PC
to increase the maximum
hash, had set them for H8 at
193MB(!?). J7 had 136 MB.

The match is currently be-
ing replayed, with both set to
136MB, and this time it is
Hiares8 which leads, and by
13%:-6'2. Maybe this gap for
Hiarcs is too big and will re-
duce, but f\,f-:)u can easily see
the big ditference which set-
ting the hash tables too high
can really make!

Finally a great GAME!

Hiarcs8 - Rebel Century 4
C92. Game in 30 mins

1.e4 5 2.3 &i¢c6 3.8bS a6
4.8a4 N6 5.0-0 £e7 6.8el
b5 7.2b3 0-0 8.c3 d6 9.h3
Hd7 10.a4 Has!?
10...8b7 is the usual book
move here — H8 is now on
ity own
11.8a2 £b7 12.b4 &5 ¢c6
13.axb5 axb5s 14.2a3 Ha7
15.d4 c6 16.%e2 exd4
17.cxd4 d5 18.%¢2 dxed

Eg/

......

19.5d2!

Preferring to maintuin a
pin and pressure on the e—
file to tuking with ¥xed

19...e3 20.¥xe3

Forced this time of course

20...%¢8 21.0e4 & f6 22.0c¢5
We7 23.We2 He8 24.W13 Hb6
25.814 W8 26.20e3 DId5?!
I'd have preferred to put
the other knight there wzth
.bd5
27 ﬁ.eS‘ f6 28.8¢3 &h8
29.%h5

White's neat build—up is
beginning to look quite
threatenin

29...g6 30.¥13 Ha7 31.2xd5

[ think 31.2h4! could be

even stronger!
31...Hxal 32.Hxal &xd5
33.£xd5 cxd5 34.Ea7! £xc5
35.%xfo+ g8 36.bxcS Rel+
37.5bh2 Heb

??}‘Z- ; f@é C

Okay, this is why this
guame is here. Cover up
White's next move and work
out what he plays!

38.Wxe6+!! Wxe6 39.8Exb7
b4 40.Eb6!

The key to White's W —sac!
where can the Black queen
go?

40...5f7

It doesn't really make uny
difference — if the queen
runs for cover, to deluy the
exchanges and simplifcation
to the easy win, Hiarcs just
plays a cool ¢6, and waits u
few moves more before get—
ting an even easier finish.
E.g 40.Wc8 41.c6 8
42.¢7 ®e7 43.8xbd ©d7
44.868 Wxc7 (44.. Wab6? is
even worse 45.2d8+ e7
46.c8M) 45 &xc7 Bxc7
46.8n8 -0

41.8xe6 Sxe6 42.814 and
Black resigned of course 1-0

So there you are - the re-
corded su erinﬁs of a pair of
hard-working chess program-
mers... followed by the re-
wards of a game that makes it
all worthwhile!
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Gebruikers,

2002

'Our’ dedicared MAN ROB VAN SON was rlifnf.

Holland's dedicated chess
computer  enthusiast, Rob
van Son, was again Iookmg
after our interests during the
Gebruikers Dedicated Com-
puter tournament when it
ran alongside the CSYN PC
tournament recently.

Here is a good selection of
games and his photos!

Chess Professor -
Mephisto Miami

A76. Round |

Before this game gels under way,
readers will want to know what these
2 machines are!

The Miami is the original Euro-
pean version of the £49.95 Bravo
which we have just started to sell in
the UK. The program specifications
in both are the same as for the well-
known Barracuda.

The Professor is a CXG model
which appeared on the European
market in 1989, but was never seen
in the UK! Although it came out at
the same time as the Super Enter-
prise, it containg a different program
(by Franz Morsch) and appears to
be stronger than our old friend.

1.213 &£6 2.d4 €6 3.c4 c5?!
3..h6 and d5 are nuch more
popular 4.d5 exd5 5.cxdS
d6 6.5¢3 g6 7.ed4 7 8.2¢2
0-0 9.0-0 Ee8 10.%¢c2 Ha6
11.8g5

IY% T3
’L 1454 | l.‘iﬁ_f
7 A l%

l.f_i.,vﬁ o
?Z%”'/ /@

»f//-‘-

§\

11...2b4 Bluck usually
prefers to drive the bishop
away with 11..h6 12.8h4
and then 12...00b4 12.¥d2
WeT 12..h6 was still the best
choice 13.a3 Dxed?! A bold
response, but almost sure to

Sail I'm afraid. 13...9) back

to ab seemed right 14.9xe4
Wxed 15.8b5 D¢2 To make
the most of the sacrifice
Bluck needed to find
15..8h3! 16.gxh3 &c2
17.8xe8 Gixal 18 8xal
Wxf3. Even then the
advantage is still with White
16.8xe8 /6.8uel! would
have virtually guarunteed the
point already! 16...Dxal
17.8e1 We2 18.8xal Wxd2
19.2xd2 &xb2 20.8b1 &e5
21.8a4 6 22.8e3

22..817? Bluck luckily gets
away with this for now! Best
was 22...Bb8 and if 23.14
&/5123. 5ed Again there's
an immediately winning
move, this time 23.f4!
(23...$c3 24.5ved!: or
23..8f5 as in the line at
move 22, 24.Bxh7+)
24. 8xd4 cxd4 25. 54
23...0e7 24.5 xe5 fxeS With
a bishop for 2 pawns White
should win, but we'll follow
the game a little longer to
make sure! 25.f4 216
26.5212 b6 27.8c6 2b8

d4

Above: the Mephisto MIAMI
Below: the UK version, Saitek's BRAVO
. it E)

5 world
Champlan

28.fxe5+ thxes 29.¢013 16
30.8214 25 31.82el BdS8
32.h4 Ef8 33.g4 £¢8
34.4xd6

Analysing with Hiarcs 1
noted that it showed >1000
here, though the Chess
Professor fluffed a few
chances to finish it easily
against a resilient Miami, and
needed 62 moves to clinch
the full point in the end! 1-0

Our next games come from
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round 3, so let's have a look
at the tournament table as it
stood after 2 rounds, so you
can see what else was playing

Pos | Computer /2

1= |Meph Magellan 2
Tasc R30

3 |Renaissance Brute Force | 12

4= | Meph Berlin Pro ]
Chess Academy (Rob's)
Suitek Centurion

Meph Monireux

Meph Miami

Chess Professor

10 [Meph MM5 Y

11=|Meph RISC-1MB (!1?) 0
Saitek Cougar

Meph MMS -
Saitek Centurion

B45. Round 3

1.ed ¢5 2.513 e6 3.d4 cxd4
4.0 xd4 56 5.2¢3 Hc6?!
5...d6 is top—rated here

6 ﬁ.gS £b4 7.%db5 0-0
Unusual. ¥a$ is theory so
probubly the Centurion was
playing out of book here

8.a3 £a5 9.b4 £b6 10.5d6
£d4 11.¥d2 h6 12.8e3 £xe3
13.Wxe3

X W K

L”Lf,’ﬁt/%fi
h% éa?m- A

13..¥b6?! Bluck is
struggling to get developed
and shouldn't really wunt to
worsen his pawn structure ds
well. Why not 13...8e8!?
14.%xb6 axb6 15.8a2 Hd4
16.8.d3 2e8 17.2¢4 Ra6?!

Both rooks have been
developed strungely, so here
just letting the pawn go with
17..8b8 18.8xb6 d6 seems
better 18.b5 Ea7 The
original Ba6 move is wasted
and now it ends on a worse
square still! 19,e5!

A

#‘15

%?&5/7 fr‘i’f ?f/a’f
f AW

&‘5 3’;& Q %/ ;Z

It is worth looking at the
dreadful state of some of the
Black pieces — the c8— 3,
e8— & and both rooks are all
seriously lacking in mobility
and potential 19...%¢7
20.2xb6 Ba5?! 21.%¢4 Ha8
22.a4 16 23.f4 fxeS 24.fxeS
2h$ 25.2e4 2b8 26.12f1
Bxf1+ 27.8xf1 &S 28.g4
Ae7 29.a5 Deds

BIUMR
e
x/ﬁ{r.//;f: :ﬂ/ y @

30.d1 [ think Black's
knight could have been faken:
30.8xd5 exd5 31.866 and
this kmght holds both Eb&
and 8.c8 in their places
whilst the other knight can
take on d5 30..8b4
Activating White's rook for
him! 31.RBa3 2bd5 32.¢3?
De—activating his own rook
when, with 32.8f3, they could

have just about switched off!
32...h5 33.gxh5 @ f5 34.8a2
&7 35.b6 Hd5 36.812!
&de7 37.5d6 Hc6 38.5x15
exfs 39.8xf5 g8 40.Hg5
&8 41.e6 Ha8 42.8xc6 dxcé
43.e7+ xe7 44.Bxg7+ of6
45.h6 Exas 46,4012 EhS
47.5ed4+ eSS Allowing
White to trade rooks seals his
fate, but there was nothing

‘else as the alternative

47...%e6 48.h7 Bxh2
49.8¢7! 8d7 50.8xb7 Bxh7
51.0g5+ wins the rook and
the game even more easily
48.2g5+ Bxp5 49.6)xg5 216
50.2Ded4+ ®g6 51 é.?_‘ndﬁ £h3+
52.&12 thxh6 53.8xb7 £.c8
54.%d6 £a6 55.b7 1-0

CXG Chess Professor -
Mephisto Chess-Academy

A08. Round 3

1.3 ¢5 2.g3 ©¢6 3.8¢2 d5
4.d3 4.d4 or 0-0 would
probably suit a computer
better 4...26 5.0-0 £d6
6.885 6.e4 is the only Book
move [ know of here, then
6...0ge7 7.80bd2 0-0 8.8el
W7 0.%e2 16 10.¢3
6...2ge7 7.5el h6 8.8c17?!
De5 9.e4 DHxI3+ 10.¥xf3 0-0
11.5¢3 d4
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12.8e2 An alternative try
was [2.e5 Rc7 13. 2355
12..%g6 13.2d2 Wbo
14.Babl 2d7 15.214 He5
16.%¥e2 Efe8 17.5h3 £b5
18.14 g6 19.e5 £c7 20.412
a5 21 %E-ﬁl Eed8 22.8Ebd1
22.¢4! &d7 23.b3 would have
left White with an enduring
space advantage which
would probably be worth at
least us much us the
advantage Black could have
in White's potentially exposed
king 22...8¢6 23.8c17! Very
tentative 23...a4!7 24.a3
2e7 25.8h1 D5 26.¥gd
©h8 27.813 £d5 28.h3 wcﬁ
29.c4 dxc3 30.bxc3

B 7
%13 AKX
F%E%”% %
. As A
'y B8 iy
4 %a%ﬁ%&
.. 1 0
| _S8x &

30...b57! A critical moment.
Black's lust move looks like a
mistake, and the Professor
had the chance of 31.¢4!
Sxed 32.8xed Wd7 33, 8xa8
Bxa8 3493 Bd8 35. 8.3
and White is the exchunge up
and has good winning
chances 31.8b27! Hab§!
32.8Eb1 b4!

The Ghess Academy is popular in
ooyt with its display plus interac-
tive voice features and lessons.
usually for a Saitek machine
pragrammer is not Franz
ch, but the USA's Craig
es. Craig worked for |.M.
Julio Kaplan's old team on
the Simultano, Stratos

and Corona, so Rob says it
! s really considered to be a
aplan program with a rating
of around 1500 Elg!

P o ruth friin T L S el e g S CTATAY 57 IHE

TRALY Iy

Y 7 = iy
i
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33.axb4? The Academy
overpressed the g—side
pawns earlier, but ends up
well rewarded thanks to this
mistake! White needed 33.c4
Bxed 34. 8Bxed and now
Black must pluy 34.. ¥d7 to
muiniain an advantage
33...cxbd 34.cxb4? VYet
again 34.c4 was the best
(only) move: 34... &xed
35. & xed but now 35..Wb6+!
should be winning for Black
anyway 34...Exb4 35.%h1
®b7! Excellent play by the
Academy! 36.Becl a3
36...8xb2 37.8xb2 Wxh2
38. 8xe7 ul also wins
37.Bxc7 ¥xc7 38.5cl axb2
39.8Bxc7 b1%+ 40.%2h2 Bb2+
41.892 ©f]1 42.8c2 Bxc2
43.d4 Exg2# 0-1

Here's a big surprise from
round 3:
Mephisto Risc 1Mb -
Saitek Cougar

We join after Black's 1lth
move. In an equal position

the RISC tries to be too

clever:

12.§4? 12.8d5 ©xd4
13.8xd4 exd4 and now 14.f4
12...exd4 13.%xd4? Even at
this point 13.2d5 would not
| be so bad: 13...Be8 14. 92
cand Black's advantage is
negligible as his extra pawn
is hardly sustainable
13..%b6! A very nasty pin
along the b6—gl diagonal
14.¢5 ¥xc5 15.8x¢6 fc2
16.5a4 £xad 17.%xad Hg4
18.EBfd1 bxce6 19.Eacl 1ﬁhnﬁ
20.Ed2 ¢5 21.2b5 Eab8
22.5¢c3 Sd4+ 23.c6g2 WpT+
24.%&h3 Ycs!

The Cougar's position is


http://www.foxitsoftware.com/shopping
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overwhelming, with threats
of f6 and Bb4, and if
anything it is surprising that
the RISC (now 0/3!) survived
to move 56. 0-1

Before we look at some
games from round S, let's see
the standings after round 4,
the Magellan and R30 having
drawn lengthily against each
other in round 3:

Pos | Compuler /4
= |Meph Magellon 3
Tasc R30
3
3 |Chess Academy YA
= |Berlin Pro 2
Saitek Centurion
Meph Montreux
Renaissance Brute Force
Meph MM5
9 |Saitek Cougar 1'%
10=| Meph RISC-1MB ]
Meph Miami
Chess Professor

Let's have a look in turn at
each of the leaders in play!

Brute Force - Magellan
D42, Round 5

1.e4 ¢6 2.c4?! dS5 3.exd5
cxd5 4.d4 916 5.4¢3 e6
6.3 &e7 7.cxd5 £xd5
8.£d3 &c6 9.0-0 0-0 10.Eel
af6 11.2e4 Hce?

]
s” ~

?ﬁ%@ .
sm A af |

12.8¢571 All theory so far,
and this move is also known
though it is considered u bit

Rob's friend Walter Kappelhof (right) has been asked unexpectedly to operate the
Magellan... but the manual's been mislaid, so Rob (centre) and his long-time pal
Peter Schimmelpennink, are trying to sort out the right settings!

dubious. 12.0e5 or Wd3 are
usual and generally pr t:ferred
12..8x85 13.Dxg5

14.8c11? 14.8/3 %eds
15.9d3 h6 16.8xd5 exds
17.8f3 is known, but White's
14th seems okay und the
position is equal with
(upparently} nothing out of
the ordinary likely to happen
14...5xed 15.2gxed b6
16.2b5?! Better was 16. (3
16..2b7 17,247 17. W43
was best 17...015 18.g4

X, W
A8 T AKA
& _man i
7 {?’?&//
&/:é f&’@%’&ff
/ : ,f 'M;%

Now White's position is all
over the pluce! 18...a6
Correct! 19.22¢7 Ec8 20.gx15
exfS! Well found — this is
much stronger than 20... Bxc7
21.Bxc7 Wixc7 22.W g4 with

some play 21.2¢3 {4!
22.5e4 Bxc7 23.8xc7 ¥xc7

24.9¢5? 24.d5 wus needed
to stop Black's next. If the
knight was to be moved then
24.90¢3 Wb 25.d5 saves the
day — well not quite, us Black
is still ahead, but it's much
better than in the game... cun
readers see why? 24...%c6!
25.d5 Best, but not good
enough any more! 25..%g6!
26.h4 h6 27.8e7 £.c8 28. d6'
A bold try by the Brute
Force, but... 28..hxgs 29.d7
gxhd+ 30, &f1 h3! 31.dxc8¥
Bxc8 32.¥d7 Rcl+ 33.ke2
Wh5+ 34.f3 34.&8d37 Wdl+
35.bed Hed+ 34..02 0-1
See final position next page
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Chess Academy -
Tasc R30

B22. Round 5

1.e4 ¢5 2.¢3 d5 3.exd5 ®xdS
4.d4 D6 5.dxc5?! Of course
5.9 f3 is more enterprising
5.9 xd1+?! And here

5. Wxcs 6.8u3 ub is the
enterprising line 6.88xd1 eS
7.8b5+ Probubly the
opening book hus ended, s
muainline theory only shows
7.8e3 De 7..8d7 8.8xd7+
Abxd7 9.b4 £e7 10.523 0-0
11.2el Bfd8 12.%2¢2! Well
playved by the Academy
12...¢4 13.2h4 QeS 14.515
He8

White's extra pawn is only
going to be of benefit if he
cun complete his queenside
piece development quickly
15.4d6? A greut shume, the
Academy had played well up
to here. 15. 82051 \d3
16.8e2 h6 17.\xe7+ Hxe7
18. 8xf6 gxt6 19.5d2 would

have just about completed
development und certainly
left White with un advantuge
15...2d3 16.8d1 £xdé6
17.cxd6 Dxf2

X7 )
41%’#’ %L*”ﬁ
%,_ A .
"
%ﬁ& /f/%w N
»'E N
ﬂ%@% » AN
.-’, é%?

Now the position is very
different — material is equul,
White is still undeveloped
und one has to expect the
strong R30 program will
polish this one off eusily
18.8d4 Ee5 19.8f4 Ed5!
20.a3?! Protecting the rook
with 20.8e3 wus better, then
the newly developed piece
could make the recapture and
maintain something of the
pawn structure 20..82xd4
21.cxd4 2d5! 22.2¢5 16
23.82h4 Be8+ 24. @dl‘”
Attructive as the king will
now be in position to block
the e—pawn, but it gives
Bluck u free tempo to push
the pawn. Better was 24.5b3
and if 24...e3 25.d7 Bd8
26.%\¢3 Bxd7 27.8xd5 BxdSs

The diagram helps us to see
why White must lose — the
rook—al and knight-bl are
both 'dead’, and the material
cannot be considered equal
unless White can resolve this
problem. His next move starts
an attempt at this 27.a4! g5
28.0a3 g4+ 29.¢bg3 Bd2
30.2b5 fS! These pawns and
White's hemmed—in king look
very ominous 31.h3 f4+
32.%0h2 g3+ 33.8xg3 If

33. kel e2 33.. fxgiH
34.2xg3 Ddl 35.d7 e2
36.d8&+ 36.d8W?7 e] ¥ +
37.R13 Bd3+ 0—1 36...50e7
37.%2h2 e1¥ 38.5c6+ bxc6
39.Bxd1 Bxdl 0-1

Actually against such strong
opposition, 1 thought the
Academy fought pretty well
for much of this game.

Let's see the leading positions
after 6 rounds, with 1 to play:

28.Rcd with fighting chuges Pos | Computer /6
for the draw 24...e3+ 25.%e2
B2+ 26,013 DT 1 |Meph Magellan 5%
2 |Tasc R30 5
e
?filf.l%/’ 79K A :
7R o || [pednPro W
b %‘&/ Chess Academy
o, SoAE T | [Tk Bouws ;
% gz}%ﬂ 92 f@;@ ph monireux
T Renaissance Brute Force
._f_&g%_ %f, "Eé?,%g 7= |Suitek Centurion 1
. ;%/ & ;ﬁx rﬂ% Saitek Cougar
me 7 7 Meph MMS
10 |Meph RISC-1MB 2
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The Tasc R30, held to a draw
by the Berlin Pro in round 6,
had lost joint top placing, and
there was no chance of a
comeback with the Magellan
playing the little Miami in
round 7, a game it duly won.

Meph RISC 1MB -
Meph MM5

C81. Round 7

1.e4 e5 2.2 €3 Hc6 3.82b5 ab
4.8a4 516 5.0-0 Hxed 6.d4
b5 7.£b3 d5 8.dxe5 2e6
9.%e2 £e7 10.8d1 0-0 11.c4
bxcd 12.8xc4 Wd7 13.5¢3
#xe3 14.bxc3 f6 15.exf6

& xf6 16.2¢5 Axg5 17.8xg5
h6 18.82¢3

The game hays followed
well—known theory to here,
where Bluck should play
18...8e5 or, rarely, 18...¥d6
18...a5?! 19.&2xd5 &xd5
20.c4 Bf5 21.cxd5 Db4d
22.d6 exd6 23. g4 Bf7

24 . ¥ig3

¥ :‘? ,- I?’éfffg : F
n

i %ﬁﬁ 5
Should the attack on d6 be

?ﬁ"
,{ﬂf

defended? 24..9¢2 24..8f6
was the alternative, then
perhaps 25.8¢517 dS
25.8xd6 Hxal? 25. Wad
was probably vital: 26. 8¢
Nxe3 27 fxe3 Wxa2 28.8xh6
a4 26.8Bxd7 Bxd7 27.h4
With the threat of a back—
runk mate removed White's
extra material must be
enough to win 27..2d1+
28.%h2 ©h8? 29.2xh6! Kg8
Of course not 29...gxh6?
30.WeS+ (White is after the
rook, not the knight)

30... g8 31 Web+ b8

32. ‘:‘-‘i,f5+ He7 33. Wed+ &d6
34. %xa8 1-0 30.%e5 h7
31.8xg7 Bf1 3/..8xg7
32.%p5+ g 33.Wxdl 1-0
32.816 Qhﬁ 33.We3+ g6
34.8¢3 ©hS Extricating the
knight would lose very
quickly: 34..0¢2 35. We6+
35.%e2+

I B

B

% . '-)'_ et

A *%@' ' %’f’ %};ﬁ
eca

. B 7 ﬁ’% .

&%’ ,%@@%

R

winning the rook 1-0

Berlin Pro -
Chess Academy

The Chess Academy has been
something of a star, so let's
sce how it copes in this last
round endgame. You'd expect
the Berlin Pro, 2 pawns up
and with hash tables, to win
easily from the dlabram

40.f6 Bc1! 41.8e3+ hgd
42.8el f3! 43.8f1+ e2
Both of the last 2 moves by
the Academy are ‘only' moves
to stay in the game — well
played! 44.9e3?? BP should
NOT ullow the rook exchange
as his knight is not as strong
as Black's bishop in the
resulting finish. Rather he
should push his 'winning'
pawns! So 44.h4 wus best.
Now, should Black win some
material or cover the pawn
marches? 44... 8f7!

(44..Bxd 17?7 45.8Bxd] Dxd]
46.h5!1) 45.g4 a5 and 46.h5 is
best here also, but this time it

may not be enough to win!
44.. Bxf1+ 45.50x11

%_ i ‘f-
o
@’f’ilé"v"ﬁ% "
v%%f% féf
...... ? %f&téﬁ

Would you believe it? — the
Academy has a WIN here?!
Can you see it? 45..f3?
45...a5!! was the move. The
key is in White's knight stuck
on f1 unable to extricate itself
to stop Bluck's queenside
pawns. If anyone can find a
saving line for White, please
let me know! Here are my
two efforts: A) 46.h4 b4
47.uxb4 axb4 48.h5 b3 49.h6
b2 507 (50.h7 b1¥)
50..8xf7 51.h7 b1¥ 52.h8W
Wxfl+ 53.2h2 W2+, B)
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46.g4 46..b4 47. g3+ 3
48.uxb4 auxb4 and the pawn
cannot be stopped whutever
ingenuity White might come
wp with: 49. 012 (49. kS
threatening u sneaky fork on
f4 if White is too busy
thinking about pawn
promotion! 49...e3!)
49..b3 50.De2 ©2d2! 46.g4
217 47.h3 &f4

48216271 A better try wus
48. @dZ’gemng the knight
back into the guame and
asking Black to decide where
to send his king, a tricky
decision! 48...5g5! 49.8)¢3
£e6 50.%¢2 dxf6 51.¢g3
£17 52.h4 as! 53.%f4 de? 7
54.hS &h6 55.215 &cd
56.50f6 Le2 57.5e3 57,05+
looks tempting, but after
57...%xh5 58,46 &cd
57...b4! 58.axb4 axb4
59.g5+ &xh5 60.g6 £d3
61.g7 &h7 %-Y%

¥ BT
» y
&

-

A good draw for the Chess
Academy - from a losing po-
sition it got to within_ one
move ofwmnmg'

26
Montreux - Centurion
E00. Round 7

1.c4 €6 2.g3 An unusual
opening for a computer to be
choosing! 2..8\f6 3.d4 d5
4.913 ¢6 5.8¢2 fe7

5. bd7 is uum! — if this
opening can ever be called
that with two computers
playing! — so now both
programs drop out of book
6.214 dxcd 7.0-0 0-0 8.%¢2
b5 9.8¢3 Hd5 10.2xd5
exd5 11.a4 bd 12.5e5 La6
13.8fd1 &£d6 14.8acl

Ea W s«z@%
A | 7 AKA
4 WAL B
7 %g@@ﬁ

AR W
@ 7w
@%ﬁ&%ﬁm

Despite — or because of!7 —
the rather strange opening, a
prelty interesting game is
developing! 14,..16 15.9f3
&xf4 16.gxf4 Wd7 17.8al b3
18.%c3 *53{:6 19.0d2 Eab8
20.2h3 &\b4 21.e3 Efe8
22.892 %2 23.Bacl

X %z%@%
aoow, 0
At |
AAN W
AW 7

This rook has not had a
happy time! 23..¥xad 24.e4
Ebd8 25.f5e5 [am
surprised Bluck didn't open
the e—file with 25...exfs

26.exd5 as 26... b4 looks

very strong 26.dxeS d4!
27.Mg3 ExeS 28.8b1 Hee8
29.% a4 ¥bd 30.¥e2 £b5
31 '@’g4 a6 Why not a$
straightaway?! 32.¥h5 a5
33.%g4 a4 34.e5 Hxe5

35. @B Eed5 36.20d2 B5d7
37.9ed ¥e7 38.Wh5? a3!
39.bxa3 The wasted 38th
move means it is now too late
to get the queen buck to give
some help with 39.We2, us
Black just plays 39...d3!
39...%0xa3 40.%b2 ¢3!

7 T
= B
%a%’/a/@

o M%%z%
. 2 &

G e

White's position has become
hopeless 41.8Bxb3 £a4
42.8b6 £xd1 43.%xd1 c2
44.¥c1 d3 0-1

Well, there you are - a feast
of interesting chess for us all,
and especially SelSearch's
army of dedicated fans!

Pos | Computer /7
| |Meph Magellan 6%
2 |Tasc R30 b

LY/
5
4
3= |Chess Academy 4
Berlin Pro
5 |Saitek Centurion 3
6= | Meph Montreux 3
Saitek Cougar
Meph RISC-1MB
Renuissance Brute Force

10 | Meph MM5 2%
11 | Meph Miomi 2
12 | Chess Professor 1%
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2nd. CSYN PC Toumvy

LEIDEN, May 31 - Jun 2

Selective Search is very fortunate at
this time to have two roving report-
ers sending in their reports of Euro-
pean Computer Chess Tournam-
ents they have attended.

Rob van Son has been sending
his arficles for around 12 months
now, and he covers the dedicated
computer chess side, with photos
and background info. You will find
his report from Leiden under the
5th. Gebruikers heading, immedi-
ately before these pages.

More recently Eric van Reem has
also been sending us news and
photos of the PC events. The 2nd.
CSVN did in fact run 'side-by-side’
with the Gebruikers event, so our
photo of Eric actually has him play-
ing on one of the dedicated ma-
chines as he took time out there!

The list of entrants for the PC
programs could well give
anyone a Nightmare! Yes,
that's one of the names, as
well as Tiger, SpiderChess,
Insomniae, Ant, Comet,
Shark and others.

So, as organiser Theo van
der Storm pointed out, if re-
sults went the right way you
could end up with some
pretty wonderful headlines:

s Ant [bleats Tiger
m Shark caught by Spider

® Ant stops Comet

® Diep trouble for the King!
® Shredder destroys Comet
® Nightmare finishes off Fritz
w Shredder shred by Shark
m Spider gets to Comet

.. and no doubt many more!

Readers will gather from the
above that 3 or 4 top pro-
grams (Fritz, Tiger, Shred-
der, The King) were there,
along with some of the top
amateur representatives (such
as SOS, Comet, Diep,
Patzer and Insomniac) as
well as a healthy gathering of
new names. 22 entries in all,
for this 9 round G/90 event
run over 3 days.

Everythmg went much as
you'd expect in round 1, with
the favourites all winning.

But as carly as round 2 wit-

nessed some real surprises:
® Shredder beating SOS was

perhaps not a BIG surprise, but
these are the potential pitfall
games that need to be won.

® A big surprise was Chess Tiger
losing to Ant, so 'Ant eats Tiger'
came true!

Round 3 calmed down a lit-

tle;

® Shredder got ancther good win,
this time against potential danger
The King.

® SOS lost again, this time to Patzer
(but it would recover against
bottom markers in round 4 and 5).

& Fritz and Diep drew, a sort of
equal Diep Fritz!? (sorry).

m And Tiger had a second
Nightmare, though at ieast it
shared the points in this game.

There were more key results
and shocks in round 4:
® Fritz was held to a second draw,

this time by Isichess
® Shredder lost to Comet (so we got
our headline, but in reverse!)

Let's have the main round 5
results, and then look at the

mid-way leader's Table:
B Fritz beat Shredder, which had

now lost 2 on the trot after starting
with 3 wins,

® Diep beat The King - a very
promising start for Vincent
Diepeveen.

® [siChess, having drawn with Fritz
now drew against Chess Tiger!

® Another to get a draw was the
largely unheard-of XiniX, against
Comet, but it had drawn with Diep
in round 1, and beaten 3 lower
ranked programs after that!

Leading Programs /5

Fritz 4
Diep
XiniX

4 (Comet I

Shredder 3
S0S
IsiChess
Insomniac
Chess Tiger
Nightmare
Tao

The King

13 |Ant Y
14= | Patzer 2
Goldbar

SpiderChess
The Baron

Pos

Admittedly there's still 4
round to go, but doesn't it
look as if there could be a
major surprise in the top 3!?

Round 6 emphasised that

Bosmbnht
XiniX draws with Fritz!!

® Diep beats Comet to take the
outright lead with 5/6!
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® Shredder is held to a draw by
Insomniac
® The King has a Nightmare! 0-1

Round 7 in clarifying which
programs still had a real
chance of winning, produced

et more surprises:
Top-placed Diep loses to SOS!

® Comet loses to Insomniac - a
sleepless night for its programmer
Dr Turke!

® Tiger beats high-flying XiniX

® Fritz beats Nightmare - sweet
dreams!

Leading Programs /1
I |Fritz 5%
2= |Diep 5
S0S

Chess Tiger

5= |Shredder
XiniX
7= |Nightmare 4
The King
9= [Comet
Insomniac
Tao
Patzer

GoldBar 3
Sjeng
SpiderChess
The Baron
Holmes

13=

So to round §;

w Fritz finishes SOS's hopes

® Diep beats Tiger. Tiger started so
badly, then had a 3%/4 run, but it's
top place hopes are gone.
Meanwhile, what about Diep!

® Ng Nightmare for Shredder, 0-1

® Comet beats The King

® XiniX drew with Insomniac

Obviously that meant only
Fritz (6)2) and Diep (6) had
winning chances coming to

the final 9th round.
® Diep had a tough game - against

Shredder - and just couldn't win it.
The draw meant that....

® Fritz, playing against Insomniac,
also only needed a draw. In fact
Fritz won, so ended a point clear

VAN WELY EN

REBEL
IN EVENWICHT

The front cover of a recent CSVN maga-
zine, reporting on Rebel-Van Wely!

of the field.

m Comet followed up its win against
The King with one against Chess
Tiger, which was in the process of
finishing with, | think, its first ever
really poor result

Pos |FINAL RESULY /9
1| Fritz I
]
2| Diep | b2
= |Shredder 6
Comet |
5=|50S 5%
XiniX
Isichess
8= |Insomniac §
Chess Tiger 7
Nightmare
Too
12= (The King ? 17
Patzer
Ant
Goldhar
16= |Sjeng 4
Spider Chess
18= |The Baron 3
Holmes
3
20 | Morphy4.1 2
21| Shark ]
22| Djenghis 0

So let's have a brief look at a
few of the games!

Shredder - The King

B09. Round 3
1.d4 d6 2.ed4 @f6 3.2¢3 g6
4f4c65@ﬂﬂ 7 6.2d3 0-0
7.0-0 ©bd7 8. @hl eS 9.dxe5
dxes 10.%el He8 11.%h4g!

2

//E: > g://_,./f; -
y%&”fﬁ‘ ;

L7 /,M;Z&

@ %’iﬁ.f@

11..%Wb6? 11.. 945 is close
to equal after 12. W xd8 Exds
12,157 gx{5 13.exfS ed

14.%5xed Sxed 15.&xe4 Wha

@ mx%

g e
%

__,_f;m%
5

/‘% /

%h

‘% % ”}g&i/;
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K\&
(>
S
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e
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16.¢3 ¥xed?! 16.. Wud wus
needed, though 17.4\d4!
cutting Bluck's queen off from
the play and threatening f6 to
release the Led's attack on
h7 would be tough to meet
17.8el! &2 f6 Best 18.Exed
Exed 19.Wg3 @x15 The im—
mediate exchanges are over,
leaving White with a clear
advantage 20.2h6 @ h5
21.%g5 806 22.8xg7 hxg7
23.%c5 a6 24.%b6 He7
25.Bel 2ae8 26.2xe7 Exe7
27.¥d4+ &6 28.2e5 hé
29.g4 $2h7 30.h4 £b1
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31.8xc6!? Bel+ 32.¢g2

D xgd 33.Wxgd bxcb 34.Wed
®a7 35.b4 Ee‘i 36.%xab
Exh4 37.%g3 2h5 38.Wxc6
£xa2 39.b5 ﬂdS 40.%¢7

and Black resigned a few
moves later. 1-0

Comet - Shredder

C32. Round 4
1.e4 €5 2.t4?! A rare oppor—

tunity to enjoy u Kings Gam-—
bit 2..d5?! 3.exd5 e4 4.d3
6 And now we're in un
even rarer Falkbeer Counter
Gumbit! S.dxed Dxed 6.213
2c¢5 7.¥e2 5 Probubly het—
ter is 7...We7 and now 8.8.e3
can be met by 8... fxe3

9. Wxe3 Nd7 10.bd2 D df6
though most players would
much rather be White 8.8e3
£xe3?! 8. WxdS is usual
here — hus the Shredder book
entered this unusual varia—
tion but stopped short, or ure
they hoping fxe3 will tuke
opponents out of book while
they've still in? 9.%xe3 0-0

10.8c4 £d6 11.82b3 Ee8!

This move looks tremendous
and, even though it is easily
met at this moment, you
wonder if the resulting pin's
long—term impuct might
swing the game! 12.%e5
Saves the day! If only Black
still had a pawn on d7 or f7!
12...a5 13.5¢3 b5 14.a4 b4
15.5b5 £d7 16.0-0-0! B xes
17.fxe5 &xb5 18.axb5 a4

This exciting position de—
serves unother diagram!
White has broken the half—
pin on the e—file, but his king
still looks vulnerable!
19.2¢4 a3!? Did Black have
a way of building up the at—
tuck just a little more before
pushing one of the pawns?
20.bxa3 Bxa3 20...bxu3
21.d6+! Re6 22. 8xe6+ Hxel
23.Wh3 hf7 24.8hf1 g6
25.dxc7 Wxc7 26.8d6! and
Black looks to be in trouble
21.%d4! bh8 22.5b1 Wgs
23.e6! £b7 24.h4 We7
25.8df1 Bf8 26.2f4

There are 2 threats: g4 and
Bhfl. What should Black do?
26...2a4 27,2hf1 b3 28.cxb3
Eaa8 29.b6 Wa3 30.bxc7
Ba6 If Bluck hud tried

30... Wu2+ escape is eusy
enough: 31.8%¢l Wa3+
32.0d] Wa2 33.¢7 Wb+
34.50d2 Wa2+ (34.. Ba2+77
leaves himself subject to
exf8=0 male 35.%e3 el
36.d6 Kc8 37.Bxbl night
night!) 35.%d3 and White
wins easily from here
31.8xa6 Wxa6 32.8Bxf5 Bx{5
33.8xf5 Wa2+ 34.%cl1 Wa5
35.cd1 Wxc7 36.d6 Wh8
37.b4

Very well played Comet! 1-0

Shredder - Fritz

D15. Round 5
1.d4 dS 2.c4 dxcd 3.93 &f6

4.%¢3 c6 5.e4 b5 6.¥c2 ¢6
7.82e2 This line has a good
reputation from Black's point
of view, and the databuses
indicate that only 7.8¢5
produces a plus score for
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White here 7..2b7 8.0-0
Nbd7 9.2p5 ®c7 10.a3 a6
11.Bad1 ¢5 12.d5 exd5S
13.exd5 £d6 14.a4 ¥heo
15.5e4 Hxed 16.Wxed+ Df8
17.8fel He8 18.Woq W7

h5 ho6

19.axb5 axb5 20.

White has a difficult choice,
already a pawn down. 21.g3
is a possibility. Hiarcs8 sug-—
gests 21.03 which looks in—
ventive but risky?! 21,%h3
8.c8! A cracking pin!
22.%h4 22.¢4 %M 23.%hs
Wd7 ulso leaves Black well
on top 22..50g8 23.4d2 g5
24.5xg5 White had no
choice 24..hxg5 25, Wxg5+
18 26.14 Le7 27.Wg3

28. %13 fxel 29.Bxel Wdo
30.8¢3 BEh7 31.H12 &b7!

An overwhelming win for

Fritz in the end 0-1

Diep - SOS
“E38. Round 7
We're joining this after Black
has played 40...Exh3

The FRITZ-DIEP game was a lengthy 89 move draw in round 3, but_ Here's Franz
Morsch and Vincent Diepeveen discussing it afterwards!

[ reckon the position is equal,
though the highly unbalunced
nature of @ for 4x& means
that anything might yet hap—
pen! 41.2a8 b4 42.Exa6?!
42.8a7 is probably thuat bit
more accurate, but it's still
close to equal 42...b3
43.8b6 b2 44.8b7?! Ehl

45.%2d5? 45.ke3 hS 46.gxhS5
Bxh5 (46...g4 is now met by

the surprising 47. 826! which

seems to draw whether Bluck
plays Rh8 or b1=W) 47.&/2
should be drawing 45...h5!
SOS has come up with a very
good move! 46.gxh5 g4
47.%8e5 Now the surprise
move in our earlier variution
doesn't uppeur to work,
though it creates more prob—
lems than you might think:
47, 80671 Dh6! 48, Bxf7
ﬁ\hji 49.e6 £g7 50.8c2
He5 51.8b1 Bel 52.9d2
RBel+!53.9d5. Not the file
the king wants to be on, but
there's no choice, and now
53...Bdl should be enough to
win 47.2d1+48.8d3 g3

B3 I BB
B0 AS

v A

B )
n 77.'__;4;%! /
‘m Ly

A
s Y

% ..

49 Bxf7+ 49 8xb2 would be
worth a risk if you were
plaving (say) me! 49...Bxd3+
(vou have to muake the cap—

tures in the right order! If
49...8xe5?? 50.RxeS Hxd3
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Te prize-winners, left io right. Stefan Meyer-Kahlen, Shredder, 3rd. o
Franz Morsch, Fritz, 1st. and Vincent Diepeeven, Diep. 2nd.

51.8f4 escupes with the
draw) 50. 5 xd3 &xb2 0-1
49...%g8 50.2xf6 b1¥
51.8g6+ hh7 52.8xg3+ ®hé
53.017+ txh5 54.0e5 Wa2+
55.&d6 Wa8 56.8g5+? /'m
not sure why Diep gave it up
with this immediate loser!
Obviously 56.2h3+ dg5

37. 813 would last longer, und
though 1'd guess SOS would
get him in the end, probably
with Wd8+, even so why
hand the game away on d
plute?! 56..8xg5 0-1

[f that was the worst of Diep,
here's the BEST!

Chess Tiger - Diep

B97. Round 8
1.e4 ¢5 2.13 d6 3.d4 cxd4

4.2xd4 56 5.%¢3 a6 6.2g5
e6 7.4 ¥b6 8.Wd2?!

Though it has a good record
at GM level, the Poisoned
Pawn Variation is still a
complicated line of the Sicil—
ian which first caught the
public's attention in Fischer—
Spussky 1972, It is consid—
ered u bit dodgy by some PC
book programmers! [ think

8. Db3 suits computer pro—
grams best 8..Hxb2 9.2b1
¥a3 10.fS Qc6 11.fxe6 fxe6
12.%8xc¢6 bxc6 13.e5 H1d5!?

13...dxel is supposed to be
correct, but in view of the
result maybe this needs a re—
think!? 14.2xd5 cxd5
15.£¢2 dxe5 16.0-0 a7
17.c4 ¥c5+ 18.2h1 d4
19.2h5+ g6 20.2d1 £e7
21.8ad+ ¢2d8 22.8f7 hé
23.8xh6 ed 24.2e3 €5
25.8¢5 3 26.&xe3 Bh5
27.8Bg7 Bb7

| %@;&%ﬁif
’If?f” % ?”l%
My Q( X

CEW
,@;ﬁ _ny
A W %@@
Brg 2 o2e

Well, it's ull book stuff to
here. Jeroen Noomen, who
does the book for Tiger, was
pretty disappointed that they
both left book showing equal
— he'd hoped the depth of his
line in Tiger might catch
someone out! Maybe it did!!
28.Eb3 Appeurs to be new,
White's best continuation in
my view is 28, 8xb7 &xb7
29.Bxg6 Bf5 which is ubout
equal. White hus the extra

pawn, but Bluck's passed puir
have the centre of the bourd
and are further advanced
28...Bf5 29,.8g8+ Hf8
30.2xf8+ &x18 31.&4g5+ 8e7
32.8xe7+ Exe7 33 @hﬁ 27

The mate threat 8f1 is eusily
met, but which way is best?
34, Wh8+? 34.8h1 W6
35.Bgl und material is
equal, but Black's central
passed pawns give him d
small plus. Or 34.h3! (my
choice) Wd6 35.¢5 Wxes
36.Wxg6 und the problem of
the Black central pawns re—
mains, but White's queen is
well placed to help contuin
them, and I reckon this close
fo equal 34..f8 35.%h4+
35 Wxf8+ Bxf8 36.bgl e4
hus to be good for Black
35...5¢7 36,h3 Bf1+ 37.2h2
Wid+! Forcing the exchange
38.Wxf4 Bxf4 39.c0g3 &5

White would prefer not to
move, but us he hus to then
presumably it must be
40.8u3 to hold the 3rd runk
but allow BfI, or else 40.2h2
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He's done it gain, another uulhl first
for Franz Morsch and his Fritz program!

when maybe g5 is Black's
best 40.2f3?Y ] feel sure
White's best chance here for
the draw wds to keep the
rooks on 40..Bxf3+ 41.gx13
©d6 42.8e8 g5 43.817 é’cS
44,0102 &b4! It's ‘ull u mat—
ter of technique' us they like
to say, and here Diep's is
good! 45.8.88 &xh3 46.0el
®c3 47.05 d3 48.012 £d7
49.8d5 d2 Perfect timing
50.8b3 b2 51.&e3 el
52.%ked a5!

B3 5y
. %}% 7 |

I B B B

For some reason [ found
Diep's last move slightly hu-
morous! It is also the best one
and White resigned 0-1

Fritz - SOS
As we join, the game appears
equal, but the material equa-
tion is about to change.

e
Cro e //‘g
B Pin 5
L8 A

36.8xe6!? The pedestriun
36.Bed] @16 37. Wa6 (not
37.We57 WxeS 38 Hxes Hd7
and Bluck has a small ad—
vantage) 37... Bd7! leqves
White no more than equal
36...218?! Or 36...fixe6

37. Dxe6 We3 38 & xd8 BxdS
39. /5 threatening mute on
h7 39...8)f6 threatening
Wixe2 Bxe2 Bd] mate! 40.h3
Hd2. Black has an initiative
and may soon win buck his &
37.Beel £17 38.%hd £g6
39.h3 ¥de 40.2e6 SOS has
survived the tactics well the
position is still just about
equal. Now, should it ex—
chunge &'s or try the tempt—
ing pin with Ee8? 40...0xe6!
40...Be8? doesn't work:

41 8xgb Bxcl 42 Sxes
Byel+ 43. Wxel Dxeb und
Black is still « pawn down
with no compensation at all
41.8xg6 Hxcl 42.Bxcl Hgs
43.8.¢2 Wxa3 Buck to mute—
rial equality! 44.8el ¥d6
45.b4! Wc7 46.%d4 Hcs
47.¥b6 Ee8 48.Hxe8+ Wxe8

49.%c5 Not 49. Wxu6? al—
lowing 49.. Wel+ 50.%h2
WeS+ leading to perpetual
check 49..2h7 50.8f5 Q18
51.%d6 g8 52.8e4 Wl
53.sbh2 bh8 54.f4 Hh7
55.%¢c6 ¥b8 56.%a8! Wxa8
Black has no choice. If

56.. /87 57. ¥xf8+ Hxf8
58. 815! and headed for ¢§ to
win the 8a6 and the game
57.8xa8 D18

58.d2g3 58.8.b7 He6 59,15
N7 holds, for now at least
58...2¢e6 59.2e4 HdS
60.s2g4 g6 61.f5 Not
61.8xg6? @e6! 61..9xf5+
61..8f7 62.fxg6 &db
63.2d3 &g7 was the alter—
native way to try and stop the
pawns. The main thing is that
Bluck must be careful about
allowing the pieces to come
off, as that would end
chances of saccing a piece
Jor an about—to—promote
pawn 62.8xf5 2g7 63.8d5
Df7? With 63... %18 64.%5/6
Ded 65.g4 Dd7 66.h4 Dd6
67.25 hxgs 68.h5! xds
69.h6 D6 70.h7 B xb4
71.h8% &6 SOS would at
least make Fritz work hard
Jor the win 64.8xf7 0-1,
After 64...2xf7 White simply
drags the SOS king over to
the queenside with 65.%e5
De7 66.2d5 D7 67. L5
©c7 und then 68.g4! shp7
69.hd c7 70.25 wins.
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Well okay... what exactly is
Brutus?!?

At the computer chess tour-
nament in Paderborn, 2002,
sharp-eyed program spotters
will have noticed there was a
new name in the list of par-
ticipants... Brutus XPa (I've
reproduced the final Table at
the bottom of the page as a
reminder!)

This particular Brutus was
not the guy who did in the fa-
mous Roman emperor, Cae-
sar, on behalf of the gorgeous
Cleopatra, but a spectacular
new development in com-
puter chess - a kind of new
mini-Deep Blue - being de-
veloped by Dr Christian
Donninger.

Currently the program runs
on an FPGA Virtex V405E
board provided by Alpha
Data Systems, Edinburgh.

The acronym FPGA stands
for Field Programmable Gate
Arrays, and the V405E devel-
opment system contains one
of these. It is essentially a
programmable chip.

Dr Christian ("Chrilly™)
Donninger, of Nimzo fame,
is currently writing chess
playing code for FPGA use.
The advantage is that any-
thing programmed this way
will run very much faster
than on a general purpose
chip like the Pentium or Ath-
lon.

An additional benefit of
using FPGAs is that it is not
just the search routines that
are speeded up dramatically,
Due to the structure of the
code you can add chess
knowledge in any quantity

without slowing down the
processing. In regular PC
programs each new quantum
of knowledge is expensive - it
is bought at the price of
search speed. The FPGA pro-
gram does not slow down
when you add new knowl-
edge modules.

The Brutus project has been
running for over a year now.
Chrilly Donninger has con-
sulted all the leading experts
in the field, and he is also co-
operating with a strong Rus-
sian GM.

The tournament in Pader-
born was the first public ex-
periment with the new
system. The 50% score was
quite satisfactory for a first
experimental version.

Some of the games, e.g.
the win over Diep, clearly
demonstrated the potential of
the program.

The hardware in Paderborn
was supplied by Alpha Data
Parallel Systems Ltd., who
are also helping in the devel-
opment phase.

Dr Donninger's project is
being funded by ChessBase,
who hope to some time in the
future produce a commercial
version of the FPGA pro-
gram. Further details will be

P hmra ':""“ !
Above: the FPGA development board
used by Chrilly Donninger.

Befow: inserting the FPGA into a stan-

supplied on the ChessBase
web site and in Sel Search as
the project progresses.

Now the Diep game:

BrutusXPa - Diep
B92. Paderborn 2002, rnd 3

1.4 ¢5 2.913 d6 3.d4 cxd4
4.9xd4 &6 5.5¢3 a6 6.2e2

IPCCC Paderborn 2002

i 3 X% 4 5 & P & ® O 1 1 3 4 5 b
| Shredder T RS HEEEEE = | 60437
2 Frilz (NN of 11 1 5541
3 CometB4 | 0 10 | * Yl A . | [
4 Gromit ofol - i wlw]1 P | | 40s7 1200
5 IsIChess . *lw] 0]l w 1 |40/ 1175
6 Jkarus L I ey B, ] ol . 3% SR 0 O {0 | 4.0/7 1125
7 Cawhall X [T I T T . I T 35/7 (500
& 508 1] n Yl % [} il 3557 1245
9 ButasXPa [ U | 0 Wlw Wl 11 | 3547 1175
10 Parzer [ 5% % | - L] % 1| 35¢7 80 |
I Quark 1 U1 0 B T L1 | 35/7 7135
12 Dijep 0 wln Ml 1 1 3577 675
13 XiniX L] S __,____Ell 1] =) = Ll %) |30/7
14 P.ConNers$ ] 0 ¥ i I 1 2517
15 Hewvlogic B o 1o T A O T R
16 Matidor . B I _Injof{n]ln] I s ons?
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e5 7.2b3 &e6 8.f4 ¥c7 9.0-0
2bd7 10.8e3 £e7 11.a4 0-0
12.2h1 Bac8 13.15 2c4
14.a5 d5!'? 74..b5 15.axb6
Nxb6 16. 8¢5 d5 17.8xf6
Qxf6 18.8xcd is theory, but
surely fuvours White, so why
not try something new!
15.exd5 &xe2 16.¥xe2 &b4
17.%0a2 D xd5 18.16 ¥xc2!?
19.%xc2 Bxc2 20.2xb4

D xbd 21.fxg7 dxg7 22.8adl

Bluck has won a pawn but
can't maintain the rook on
the 7th so the initiative
passes to White 22..8c¢7 Not
22,867 23.&c5! 23.Bd6
f6 24.2d2 BI7 25.5ed Bed
26.5g3 g6 27,215 h5
28.Edd1 gh? 29.93 Hco
30.b3 Eed 31.20h4+! Bxh4
32.gxh4 Hxas 33.BdS Hc6
34.8d6 Re7 35.8g1+ Rf51?
The alternative, safer
approach was with 35...<8f7
36.2gd1 Hcb8 37.0g2 &e6
38. @ﬂ 918 39.848 bd7
40.Bc1 De6 41.2h8 Bh7
42.Bxh7 xh7 43.8d1 Hef8
Knights ure never at their
strongest protecting edach
other, but it would have been
hetter (o put the d7—& onto
18: 43...5df8 then 44.be4
Be6 = 44.8e4 g6 45.8d6
as 46.bd5!

7 7 &7
%x%m% %

;,.I.
,ﬂ;ﬂ

The position hus become
quite exciting! who will break
through?! 46...815! 47,h3!
Shutting the king out of the

g file 47..e4 48.2h6 b5
49.8a6 b4? [f either puwn
was to be moved, it really
had to be 49...a4 50.bxud
bxud 51.8xf8 Hxf8 52, Bxud
and now 52...e3 53.Bed g6
when Bluck still has a
fighting chance of getting the

draw. The other try was

49.. 80 g67! 50.Bxas Df4+
31 ®d4 (not 51.8xf4?7 Sxf4
and suddenly Black's e—pawn
becomes enormous, forcing
52.8ub 15 53.8eb and u
probable draw) 51... D e6+
52.9¢3 D7, when 53.8ua7
doesn't win one the knights
because of 53...Db6!
threatening the fork on d35.
However White still has
winning chances here.
50.2a7 a4 51.bxad @b+
52.52¢5 Dfd7+ 53.oxb4d Hes

7 0 T
% B f’f’%

54.%0e5 The immediate
54.u5! would have been
almost terminal for Black!

54...2g6 55.8e3 Hbcd

56. ®d4’ The bishop couldn’t
retreat because of e3!
56...215 57.a5!? Sz‘mngely
this probably wasn't the best
choice here! Instead the
immediate 57.8h7! would
have given Bluck a real
headache deciding what to do
next! 57..20a3 58.8h7 He2+
59.%¢5

59..0d3+ Why didn't it

Jollow up with 39...Dxe3!?

then [ reckon 60.u6 Dg2
61.a7 e3! Now 62.Eb7! just
edases the looming tension.
62...e2 63.Bb1! and only
after 63...e 1™ 64.Bxel Sxel
635.a8W ‘i’fdf 66. Wed! can
White start to relux 60.2b5
@cb4 This is only u token
effort — with White's king on
b5 and the rook on the 7th
neither knight can do much to
stop the pawn 61.2d2! and
that settles it! 1-0

Quite a good-looking game,
especially as Diep has had
some favourable recent re-
sults, and is certainly no easy
opponent nowadays.

However Fritz and Shred-
der both beat Brutus com-
fortably, so the 'Paderborn,
Feb. 2002 Brutus'still needed
some work. But 1 year is
early days, and with its fast
hardware speed plus Nimzo's
Donninger doing the pro-
gramming, it may soon have
something to say for itself?

e
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RATING LISTS and NOTES

A brief guide 1o the purpose of : .
RATING LIST (c) Eric Hallsworth. PCProgs SelSearcni0l A
each of the HEADINGS should be | gcr Conputer( ) ETo /- (ri:smes Posugzogﬁmanlﬁames
helpful for everybody. 260 FRITZ] P3-PC 285 13 107 1
ez 1) 257 KIARCSS rlaa-gc - 52‘;2 1g 611224 2|
BCF. These are British Chess Fed- ANy AN e 12 161 4 2665 13
eration ratings. They can be calou- [ 256 DEEP FRITZ6 P3-PC 2651 12 1392 5 2618 14
lated from Elo figurés by 255 SHREODER6/632 P3-PC 242 16 780 & 2471 4
Fo-80) ok U5 s | 5 L 1 om me
y (USCF-720) 8. | 252 GAMBIT TIGER1.0 P3-pC 2602 21 490 9 |
Elo. This is the Rating figure which | 251 REBEL CENTURY4 P3-PC 2613 21 487 10 | 2634 4
is in popular use Worldwide. The 250 REBEL TIGER12 P3-PC 2605 15 912 11
BCF and Elo fi hown in SE- | 250 JUNIOR6A P3-PC 2603 10 1978 12 | 2581 22
and Elo figures SNOWR 2= | 250 SHREDDERS /532 P3-PC 2600 15 949 13 | 2683 11
LECTIVE SEARCH are calculated | 545 y14Rcs732 P3-pC 258 9 2887 11 | 2420 13
by combining each Computer's re- | 246 NIMZ08 P3-PC 2675 12 133 15 |
sults v com U’[erswﬂnits results v 246 HMRCSTI p3-pC 2574 12 1442 16 I
‘—L_humans alievo this makes our | 246 SHREDDERd P3-pC 2571 16" 259 17 | 2560 15
.| believe I 246 GANDALFS P3-PC 2568 20 52l 18
SelSearch Rating List the most ac- | 245 NIHI0732 P3-PC 266 13 128 13 |
orsoaialolsCompder | 86 WILEE Gy B R
S '”ltcelwfort'd' o | 244 FRITISIS p3-RC 7555 12 181 22 | 473 b
+l-. The maximum likely IWWIE ral- {544 GanaLF4 p3-pC 2553 13 145 23 |
ing movement, up or down, for that | 243 REBEL CENTURY3 P3-PC 2550 23 380 w4 2615 ¢
particular machine. The figure is 243 NIMZ098 P3-PC 2548 121307 25 2435 10
determ . 242 JUNIORS 93-PC 2542 11 1531 26
elermined by the num e”’d 241 505 P3-PC 253 1 1003 27 |
games played and calculated on 241 GOLIATH LIGHT P3-PC 2532 15 B 28
wdagaionmegies | SR L, BRE M0 R B
a r of .2 P3- 5 4
Games' Thehtg;a{hn;?obn? Cters or | 240 NIKIO9SA p3-pC 206 14 1050 31 |
iU P 240 REBEL-10 P3-PC 2521 25 329 32 4 2558 17
program'’s rating is based. 240 REBELY P3-PC 2520 14 1059 33 | 2637 14
Human/Games, The Raling ob- | 33 RiEcd Bkl o B0 17 @ 3 |osu 12
tTa'”ed and ttOt?' ke Oft%ag‘es | 538 HCHESS PRO7 P3-PC 2508 14 1067 36 | 2560 2
ournament piay v raled numans. | 738 (HESS GENIUSS P3-PC 2506 13 1198 37 | 2419 b
e | S R
A guide to PC Gradings: - ; |
237 SHREODERZ P3-PC 496 15 875 40 | 2178 &
386-PC represents a program 1un- | 53, GaNpaLF3 p3-pC W4 27 2 41|
ning on an 80386 at approx. 232 FRITZ516 PENT-PC 63 2 210 42
F I e TER R
:35"’(: re%rgfggtst%p{ogram -1 931 H1ARCSS PENT-PC 253 19 585 45 |
Ing on an 6U4so al DEtween 231 KALLISTQ2 P3-PC 2048 20 412 46|
50-66MHz with 8MB RAM. 230 REBELA PENT-PC 2446 10 21l6 47 |
Pent-PC represents a program on | 738 B3 HRNeEor oo ARG
a Pent1/Pent2/MMX/KE at approx. i : I
150MHz. with 16-32VIB RAM 228 CHESS GENIUS3 PENT-PC 228 14 1028 50 | 2658 10

P3-PC represents a program on a Pentium3/K7 at ap-

prox. 450MHz, with 64MB RAM.

Users will gel slightly more (or less!) if their PC speed

SELECTIVE SEARCH

is significantly different. A doubling in MHz speed = ap- | | I TN T . _

prox. 40 Elo; a doubling in MB RAM = approx. 3-4 Elo, | No part of this publication may be reproduced in any
Combiiie - I ] _ way without the express written permission of

p-v-Comp guide, if Pentium3/450 = 0 Eric Hallsworth, The Red House, 46 High

|uad Pentd/S00 B0 |Pentium3-K7,/1000 50 Street, Wilburton, Cambs CB6 3RA.

Dual Pent3/500 40 |Penfium3-K7/450 0 [e-malll; eric@elhchess.demon.co.uk

Pent Pro2K6-Celm/300 | 40 [Pent Pro2-MMX-K6/233 | -60 [web pages]. www.elhchess.demon.co.uk

Pent/150 -100 |Pent/100 -140 HREAEEN

A86DX4/100 180 [PentDX2/66 00| | Please send ARTICLES, RESULTS, GAMES and

486DX51/33 260 [386DX/33 300 SUBSCRIPTIONS direct to Eric... thanks!




RATING LIST (¢) Eric Hallsworth

BCF
221
219
215
214
214
210
210
209
208
208
208
207
206
205
205
204
202
202
199
198
197
195
194
194
193
193
192
191
151
189
189
188
187
184
183
182
182
181
180
179
177
176
176
176
175
174
174
174
173

Computer
TA5C R30-1995

MEPH LONDGN 68030

TASC R30-1993

MEPH GENIUS2 68030

MEPH LONDON PRO 68020724
MEPH RISC2 1MB

MEPH LYON 68030

MEPH PORTOROSE 68030
MEPH BERLIN PRO 68020724
MEPH VANCOUVER 68030
MEPH LYON-VANC 68020/20
KASP RISC 2500-312K
MEPH RISC1 IMB

KASPAROY SPRRC/20

MEPH ATLANTA-MAGELLAN
HEPH MONTREUX

MEPH LONDON 68020/12
KASP RISC 2500-128K

FID ELITE &8040-V10
HEPH VANCOUVER 68020/12
MEPH LYON &8(20/12

HEPH LONDON 68000

MEPH PORTORDSE 68020

NOV SAPPHIREZ2-DIAMOND?2
HEPH BERLIN 68000

FI1D ELITE £8030-V9

HEPH VANCOUVER £8000
MEPH LYON 68000

MEPH ALMERIA 68020

MEPH MILANG PRO-SENATOR
NOV SAPPHIREL-DIAHONDY
MEPH PORTOROSE 68000
FID MACHA-DES2325 £8020-V7
FID ELITE 2368000-V5
HEPH POLGAR/1D

MEPH ROMA 68020

MEPH DALLAS £B020
KASPAROY BRUTE FORCE
MEPH ALMERIA 68000
NOVAG SCORPIO-DIABLO
KASP MM6-COUGAR-COSHOS
MEPH NIGEL SHORT

FID MACH3-DES2265 68000-V2
NOV EMERALDCLASS-AMBER
MEPH DALLAS 68000

MEPH POLGAR/S

MEPH MM5/5

NOV SUPER FORTE-EXP C/é
MEPH MILANO

earchl0l Aug2002

Ele

2371
2358
2323
2319
2317
2287
2287
22719
2266
2265
2264
2262
2249
2241
2240
2232
2219
2216
2196
2186
2180
2167
2158
2152
2147
2144
2136
2135
2130
2116
2116
2106
2100
2079
2065
2060
2058
2053
2041
2036
2020
2014
2009
2008
2002
1996
1995
1992
1991

+/-
16

Games Pos
798 1
203 2
1346 3
657 4
47 5
516 6
869 7
505 8
1247 9
656 10
296 11
337. 12
2548 13
1077 14
892 15
B35 16
36 17
2629 18
75 19
2300 20
3292 21
57 22
1842 23
567 24
1321 25
917 26
1340 27
1662 28
1019 29
523 30
1363 31
1613 32
2281 33
312 34
632 35
1075 36
972 37
1060 38
1017 39
2056 40
g4 4l
322 42
E504 43
64 44
1526 45
2821 45
1754 47
2824 48
1156 49

Human/Games

2276
2272
2336
2308

2293
2392
2340
2217
2347
2327
2330
2232
2251
2357
2288
2040
2270
2215
2
2246

2238
1800
2221
2169
2126
2083
2154
2169
2139
2111
2179
1888
2080
2033
2069
2182
2093
2124
2072
2136
2107

1959
2076
1850
2000
2087

18
b

66
23

8

51
82
29
54
10
17
95
24
9

54

173 MEPH MCNDIAL 68000XL
172 NOVAG JADEZ2-ZIRCON2

172 MEPH MONTREAL-ROMA 68000

171 HEPH AMSTERDAM

171 HEPH ACADEMY/S

169 FID MACH2B

169 NOV SUPER FORTE-EXP B/6
168 MEPH MEGA4/S

168 KASPAROV MAESTRO D/10
168 FID MACH2C

167 KASP CENTURTON-BARRACUDA-BRAVO

166 MEPH MOOENA

166 HEPH HM4/5

165 NOVAE RUBY-EMERALD

164 NOV SUPER FORTE-EXP A/6

164 MEPH SUPERMOND2-COLLEGE-HCARLO4

164 KASPAROV MAESTRD C/8
164 F1D TRAVELMASTER

163 FID MACH2A

162 CONCH PLY-VICTORIA/S.5
162 MEPH MONTE CARLO

162 KASP TRAVEL CHAMPION
162 CXG SPHINX GALAXY/4
161 KASP TURBOKINGZ

160 NOV EXPERT/6

155 FID CLUB 8

158 NOV EXPERT/5

158 NOV SUPER FORTE-EXP A/5
157 FID PAR E-ELITE+DESZ100
157 NOY FORTE 8

157 FID AVANT GARDE/S

157 MEPH REBELL

156 NOV FORTE A

156 FID CLUB A

155 KASP STRATOS-CORONA
155 KASPAROY MAESTRO A/6
154 MEPH SUPERMONDIALI

154 KASP TURBOKINGI

154 CONCHESS/6

154 CONCH PLYMATE/S.S

153 KASP STMULTANG

153 NOV EXPERT/4

152 SCI TURBO KASPAROV/4
152 FI10 EXCELLENCE/4

151 CONCH PLYMATE/4

151 FIDELITY ELITE €

15¢ FID ELEGANCE

149 MEPHISTO MM2

149 SCI TURBOSTAR 432

148 FID EXCELLENCE-DES2000
146 CONCHESS/4

1989
1982
1979
1971
1968
1957
1956
1951
1947
1945
1938
1933
1931
1920
1917
1916
1916
1915
1910
1902
1902
1901
1901
1694
1886
1875
1870
1867
1863
1860
1858
1857
1849
1848
1845
1841

1839
1836
1835

1833

1829

1825

1823

1821

1815

1808

1801

1795

1794

1789

2002 World Championship RESULT
From 18 enirants JUNIOR and SHREDDER finished 1= with

2049
2032
1968
2054
2023
1960
2005
2005
1923
2059
1830

2004

7v4/9. BRUTUS (1) came 3rd with 7. JUNIOR became
World Champ by beating Shredder 1'4-Y in the Play-off.

77
48
56
182
111
25
93
197
127
127
30

q7

Full details NEXT ISSUE!
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1824
1960
1933

2007
1869
1852
1823
1866
1828
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