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AffiTTCSM'S PRETACH

Xar. offering to the cheeker vyorld the result ofm,y labors in preparing and *A-iiLg:ihiu n"on,the same having been encourrgud u-rr*;ided bythe great checker c::itic ,;'d -_;;;r;, 
prof.Nathaniel lWoreland, rny father . . " i-Ou*iru, nr*t.f- 

"uit to commeno trr* ;fi;" urf irrt*""*twhieh,led this-truly g_reat player to give untir_rngty toward the production ot iiri. t..l; af."1:o pay a tribute for^his nriffia"t-.lre&"*"""r*nuo_tions and his unselfish"-., irr^-""i""T#tr32 eon-sentins to hetp arrange th; **;"J*.1;iHiturl*tuin the manner here chosen"
Xt'wilt not he affee+ation to say readily that Texpect this pocket edition to p"odil'-?ruittulresults through better Er*yu"ri-*rid-ifr"t :t iugiven to the checker yCI"lq _t _ ti**l"i.*? tir*"uis an absotute necessitsr ;:;;;fiT ol'fii:r;ffi:Xt wiltr go forth and not return r"ia_ 

*---"

, [n presenting this hook in this initia].-fornr, Xama conscious that it possesses-aut"*Iu,'*fri*n"
perhaps, the careful *goy ""J;"J"*i*r, Lt *uuo-aiated 

"i,nret1ecrs, 
eollerri6;d-b;";A;:"'Lul"r,

can. only remredy"
now, to thosc who are traboring for ttlegrreservation and uerpetuity 

"r-r"bil"F*iiu*io*ufl:T-lpl_--.u3"d y4o 6'uirey* u,;fiffi1J;; *u*,m-e_ aceomplished by good instnuetioi,"ffiju, tH*
5su"nf of rny labor, is fairhfutly u*uiljtffi, *:ffi,the slneere wisla rlaat lt rrras. ilsJiIt"iil* Huox**future.



- ffiNSTGNY

Notiae the shenanagans of apes' cats' dogs'

'sh;-e;;";" ntir. man, titr'e rnost animals is a
nnr*irie-*"imnrt All rvork and no Flalr-makes
5.-4".-4"1f taA anA effects him negatively, and

the human race was nst rnade to seek negative

""4u. 
So*u one has wisely said, o'-A man without

;tt;;#l; ;1v ha.if a Ynan," and onlv a srnalx

;;h;; of exiiting hohbies ean he elassifled as

irighly as cheekers.

Checkers is a game rvhiehr is enjoyed by every-
,"* fi** tots 1;d totters" Ttris is a garne whieh'

,inrl* u*p*rl the mind to funetion speedily and

*oo,rtnt.try. Feli," games qf leisure have a more

*-i*tt"l hi='toty oi background' Ttris faeinating
garne, with a koiutory as old ?l ry*'' has rnany

i*oJ ett"t* to offer" Eriefly it gives added en-

i;;;J"i * consurning entertainrrrent, inereased

io'oiuf-o""t*ct and aommurrieations, as well as

**"Cui-gy*"a"stics, and above all is inexpensive"

Som.e curious student, perhaps, is desiring to
j*"J pu.t*. here oR the challenging questio:t

Lf *h*kutt extrordinary age, seniority, honcr
**a Oig*ity of which I am speaklng'- Ves, by
fir- wat tlwili deal brieflv with thi"s tristoriaatr
question.

Indeed, CIIECKERS is older tl:an yotl sur-

,r*1.*O" ilheekers {Draught) is man's oldest

;;; Cheeker-plaving came with civilization
il"i -t the early African cemmunities' '{ceord-
l*rg t* ancient writings in the 

- 
bui'ldlngs of

" Tliuku*, the Afriean Kings utiLized their leisure
time wirile constructing the majestic and' magni-

tfieient pyramids to eonquer some assoeiate or

- c,tmPanior:- at checker war.



Ftromer made ,e-feren,!u t" briUiant garrres offfitt,Sh::*,:1. 1n. F.i'-.'3iuu1v,.*u i*
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nohitity 

""0 i,i.ir-.,lT, 
tetained its outstanffi

hy rhe"hisfe;;;ifibi- position, treing enjoyefitne rneekest mutuafv
.. -xhn first recosn*"11::k 

"*"*rt*o'* p,rb-
ffi?f.X, n;fl".-?f: earne- r,-* -i# 

spanrstrr

4.D. etuo;;;; ;'.19"emad-a' Vateneia i" is+f

:;ru,".,"t]#.1'-?ilT-NTi$-"Ts;f 
-*.HIJl:t

- TFre inquiry iilxamous persr:natitilmediateiy fotrlours; what
w."* oiruit li'ffiil;"i-]:^ T r" Ameriean times

*-f [t*X*p-*t-*"T6kffi:*;;rJqi, r'r"tii;:bffii? Abraham r'incoin" penisJ
s anaue I .r 

"r,*. 
*l "" ot#irt fr :Etfl:"* 

- s E dison,

ffi ffi ff #*#fds:i;.i.fiffi 
-;r*.ffi?'fi?:

gi. y,nn"a 
";il 

;11r, 
!!S1HJ;_-}". #f,ffi,-":;ftroe ed h e got the r, o s j ti on- a 

"-J 
Ii 

"1"* ^*u. ilr_r, ":
. we feel that cneclt 

and started progressing.

;F."$t*"J--#,"&.."5T*1?1iif; I-T"3fi -I:.1#
*r"ti""i" .ffi lil=;.*T* stimu.lates friendtrinesJ,
rnentat'"r;;;;"?;I'oi{1,-'oinT.u,'rision and

*i*,u ravorabry 
"";.::i;g- -Jffi jfi:ffiiurons, church peonle"

wh ores ome 
- " 

; rir; # ffi ; 
oil*,,.*?r"l*+r:- 
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gnasters never have excessive loneliness or duILaird idte hours for its variea 
""iitty p"rriA",

continued stimulation.

.Ln our present complex and hurrying times,all through our vast country, etect""iis-still oneof the top leisure time games, at reereational
centers, public pajrks, gfubs, play fii;;;;;;y"ouqg ald old yet 

- 
sit together in friendtyehecker duals. So let,s play*ch""k ;: --

"I da not lioe to ploy, but llay i* order that I wog liae
" , *;r,!.,:r,{:t with greater. jest to the totir'oy 1;ys.*,,, rtutu. tne poet vnD$hail,. " ioins ploto in thisiitua when ke says . - . *This life is bit "i)rli-of ,*r;nqn needs some recreation__, . , The monotony oi i";ty nitojt cyuses 

" 
d,issipati,o*; Then twrn yo* ti tir-IWrku

Boaril, enlay its combinatiots; Its-ioAi*rr,'-ti8 **coufiter shots atd m.any aariations.',

!
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&H$mla&& ElgF,omesA3,C&i€

"=gryS 
great pass4imre, Fool eheekers, is playad

:]r rwo peopr.q, ea.c}1 gryntorimg 12 chdker-pieees
otr Nnen, at tlee initial starting of the eoatest.
T'naese opposite eoj.ored lZ m?u 

-posJessed 
Ayeaeh, ptrayer seated. ora opposite sides ef tlreeheeker hoard are.carerurl pL"&--,lpoo ta*ehecker board wtricfr-_ contains OE aistincilyouuj.ned squares usually htht ello# aiacx

oa" red on white or red. etc" ffri AG"t ci*te.s
3::_lu*,u*t]{ -uoo?T$ud_ 

upon the *r"ti;; "r*u*,nn:offil { &o J.)t, of t}re hoard and the white (1ight_
eonored. men) cheetrrers are placed upon tLe
{"l"S:-y 

srL*nbered squeres il t"Tz 
"t*ml?ray:nsL'I(]ard.

Arr el,ften astrred question whieh merits ourattentiom is, ooIrl ure very meeira"ingl *ii*i iu fir*frrst th.ims ro do ro starr a -ffidfiG.?s: . " ""Asrswea" " . . ffi,eaeh a eornplete 
"s.G*uoioo tauma:m teehniear.fties of rhe ,h-;d;;;; ete. to

}.:y"y3-f _-gi:uchas,tsuerrt,ca-e;;iilii*""*alarw,\j Dnnffiutg eaetrr 
, 
player therei:r, blowing(ta.I<fug opponent,s checker pieces 

"i 
p"r"ft}rleormpetitor's rnen, enfore*uii ni]iln*"] 

""*",style of itaxmp to be used * trr- e*irffi"# game,
ffi *3;r*-T_ ji.nrue p-ermiffi eu- t* *n?xe 

-[I*t 
*nru,eu{(:rurg ur&w gaffixe 

-eonelusiorrs, outsid.e help("l:nterf,ereera:e) amd *t o**u* -**i*JJ*ffi 
*i*r,pna ygrerunmffi , or house?s speeial o"i*u" Lid"rug.,r*-

ur()ns"

." Questioul . . " What is ttrre g:ro3:er way to startt"he piaying? . . " A.msvrer "-" .'megi;",f*;ty orevere{y hy frrs.f; ehoosing yomr.eo3,or of eheckersor ffixern you will depend o.n. fqr vo* n"uilruqu.reWf,,en the ahoiae *f-ry*en l;.d;;,il;.;". .I o"*of frIm eontestaxets presexrts to t}re ,iIr*r'a white
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ehecker eoneealed in one hand and. a blaek
cheeker pieee tridden in the other Lra.nd. The
opposition has the privilege to choose the trand.(ehecker) containing the color of cheakers hewil} play with the first game. In the ensuing
games theie-after the eontesting players alter-nate. Tliis interchange (exact attelation) of
colors is_compuisory and very important as you
ean easily discover jn stiff competition. Higflthere tr will merely hint about tire general im-portance of this exact (even) eolor e*xehange of
cheekers" tsriefly, the blaek cheekers Aetenderis obligated (by iaw) to rnake the flrst move in
starting-a checker game off. And this, of eourse,
affords hint (them) an exeellent opportunity to
open 

"up 
aertain (special) game openings thai iremay be'strongest or best adopkd to.

- The checker game is ordinarily played uponthe dark squares of the O+ avaitiUte piaying
squares_" The legal ehecker move is the^ tai<inEof a siregle aheeker piece from its existin[(original) p-osition upon one square and literally
moving it forward diagonall5r (right or left) ttan immediately connected vacant square orposition. AnSz single checker or kingi can bejumped or captured by another single rian wfrenthe opposition's eheeker piece ii imrnediately
in front of or behind a ehecker piece of oo**.And the following (adjaeent) squire kras nL man
ufoS i]" Irnmediatetry after sulh a jumping oreapturing. action, the so jumped. - (cabtuiea)
checker pieces are removed from the 6hecker
board for the d.uration of that garre.

?he erowned ehecker (or king) may in Like
*ann-el i,ump and eapture men and kings with
the added power of jumping men even if ieveral
squares (vacant) exist between it and theehecker pieees or kings, in that eontinued

t-t



straight or $0' amgled trine. .{}so if tbrere are
severai vacant squares availabtre after the ki.ng
furishes such a continuous jump; then the kirng
rnay he stopped on the particutar vacant squ.ar:e
that is rnnst advantageous or nxay be seleeted"
When the king, in this jurnping or capturing,
series eormpletes his jurnp, then of course ai1 of
the rnen covered (captured) are instaritiy re-
ymoved frorn the checker board for the dunatiorr
s):t ttr'l.e renti.re game iilvolved"

The grrimary aim of the eheaker contest is to
take by greater ptraying ability atl of the opposi.-
ti,ons eheckers froln hirn or his playing side of
the hoard, or either ealeutrate a method of so
blcckading (cramping) his m.en ttrat they have
mo vaeant squares avail.able to eontinue another
si.ngle rnove and thus foreing a loss of the par-
'tiaular gaffre upon the player"

The skiil or Art of the checker garne then is
fowrrn in the scientific ability of the ehecker
n)trayer to maneuver successfully his opponent
into this losing condition or status and. thereby
emrxerge victorious irr the game played. Thus it
heh.ooves each of us to learn to win . " . by wiri-
nr.rig checker gaxnes"

Remember, fro,ru, tke d,ote of yawr birth'ti,l tke date of
yowr kearst . fla sitwatdow confromts yow tkat eowlddt
haue boem ruorse"



ST&B(D&RD (Inferstate) P&AYfl6G mUtES

1" t'he checker board must be of light and
dark squares not less than 14Yz inches, nor more
than 16 across the squares.

2. The board should be arranged so that the
single corner square 4 and 29 shall be to the left
of eaeh contestant.

3. The checker pieces (blaek and white men)
should he of definite contrasting colors, of a per*
fect round shape and a minimum of 1% inches
in diameter"

4. The ahecker glieces are placed on the dark
squares for ordinary playing purposes. One
side uses 12 squares from 1 to i"2, and the other
uses squares 21 to 32.

5. Each eontestant must play alternately
with biack and white checker pieees. T.ots
(selecting) for starting colors shall be cast only
once . " . at the games' beginning.

6. The flrst move must always be rnade by
the player possessing the black pieces.

?" Five minutes is the time allowed for any
moxre, and if not exeeuted in this period then
orle more minute is given; then if move is not
eompleted when the time is expired the garne is
lost by the player so failing to move. (Carefully
elarify before eontest begins).

E" When there is only one way to take a
jump, there is only one rninute of time allowed
to so jump and if the jump is not completed
wlthin another minute by the clock the game is
judged a lost because of unneeessary delay"

9. *{ player is permitted to arrange his own
men upon the squares properly by calling atten-

13



tj.on to such action after th,e move is taken. Anytouching or reamayrglne ane;ile;'J,n#-ru* o*,u-fii.oned for first offense, 
-hut 

shaXi f".f*it *" l*u*anj/ gzmqe there after for sucka an act"

" 10" Lf any fractional part of a checher pieee.is actuaXly rnoved over an angle of a vaeantsquare, .the move or play must 6e *"*f,tutua t,t,hat square or directron"
When the checkers have Lreen properly ptracedu.no1 t-he L:roard, the person whose turn it is testart, the garne play must move the pieae hefrrst touches or else forfeits tlre gaff,e"*If suelr

*:.t" y:*""y. the player is warned-filil first act${_{r .noses the garne for any repetition of sueh aet"

,, Ii" [n exeeuting 
!]e garyt-ure or jumping play

ll: .11lll,:, is resauy finished *ri"*-tn*"1,,*p_rng aontestant withdraws his ?rand trom the
*,:ry:ry or eaofuring ei*nu ;"*ilif:s-J, ***upreces are overlooked"

. X?:. Tf either contestant mrakes a false or i}*
1*e.91 **ru tre shali i*rtu"uy r*'Jref,t'ffii? e^*uto his adversary wlrt oui miuiie *#'ik*tn*"r11ove.

- _;1,1: 
Bioying, or the huff, is a very fechniealactlon usually_as a periality for taitlng t*L"*u*rrt*

6.r Ji.untr). In fact it is suetrt ** 
-Li"g"uil#t*ti"u

proposition 
-thrat 

your author, ;#;ffi;il _*:
*Lyyl 

rl-"-Alr.agreemenrs *, i* ir*"*#u[H"ro. n*rrxao.e,tllxtmedlately preceeding arry txgr"on*r.,U
contest or game" The blow or num is (so;;times)used to penaiize the rlplronents ny rem,:vln6 fi.uatrreeker sriece rhar .,*irtgd p:jlr#*" T.i'?il#'S**,lis importamt and it uquail, iu,"* ffS*rd';J u**etthe^sinepner and""hetter **rtu'rr ;;fj#;.r.lr* t*ml
#TYq oecuring in :ro1-rr_ aonresr ," lJ*[*l ,rn*
roJow rs useqi irnffiediately befor* *rfileoJ"*"vu

14



-ond never eonstitutes a move.
the neglectful piece and then

fn short you blow
move.

* 14. ,,Wh*l the jump is thus omitted., then you
{1''" thg" ehoice (power) to use trrl--L,rn-uo*,ecmpel the jump or permit tfr" pie".iilay) toremain on the board entirely 

""ir".t"d]
.. 15. A single man must move forward on thediagonals at all times. to the .lehi-."'i"ihe left,but is privileged to j"*p -o. 

":rirt"i_ i"th for_warcl and back-w.:rd.
1.6. When executing 

-the jurnp or capture(several pieces) the ch-eckers ;#"; u" tnt 
",from their rrositions _(sqr;"*i "iil'i[! ji**pi,e

action is finisired. I
no same checker ;3Jj":";1" J5Tl,#fi"H'XT:;more than one time
bination. In any single piay or com-

i7. In pool checker.the crowned man (king)is. pe-rmi.tted to jump t.rpt,rrul'"ii 
"il"t"" "r,his diagonai line he occupies regardless to thevacant squares between or beyond him and theavailable piece or pieces. When there are ad.d.i-tional check"", .o i*pored or available on otherdiagonat lines whieh can"be l"*p"Jtv"iurrrirrgso as to form a right angle, ti,tLi;; iirj Jr*pthese men also.

L8. Any sinsie oiece .that reaches squares1, 2, B, and 4-o., o." side of il"^il"rri ,rAsqua-res 29, 80, 31 and 32 on the otnl, sia. otchecker-board js on the very i;r;;;;'Ji ,,r.r,arrival crowned and 
-respected as a king andassumes the pou.ers of a klng. Uo_"u*,'.t tfruhings row (squares) i. ."acnEo L, jrr" :,L*, .*stqoke method and there are continued checkersadjacent or available to" ir, ,"J ouiiJaijior..Uj-umping, then the silgle check"r-*""i1i#pr"t.

15



tlais.continued eapturing or jurnp and if iand.ing
.trr stopy:ing on any squares outsicle of the kingtrow squares this jumping cheeke:: (singie)
nliece remains ontry a singiie rnan.

19. The choice of jumping the less amount
err -the iargest numtrer of rnen is iegally re-
stri.ated to simply jumping the larger- amount
,or f;}xe rnost in sorne areas or parts of the lancl.
"tr3uxt the €atriforxaia aard wos*exre s*stiom *mploy
*he.xmore cortlrxx@m (poputrar) mne*hod of juar"rpimg
*-m*f,rely *o youn advara*age {citFaer fhe }ess er.i,he most) anet tlte tratfer jump (jump uu y**
ehoose) f,s thfls hook amd ***!r*ul* sls*erm" lto.ur_
ever a1ways remernber to get this highly techni-
eal ancl important proposition tnoroi_rthiy under_
flg?d ,urr* agr.eed upon imediarery EerCe any
rmrportant game or contest etc.

., 20. \{/hen the gal"ne progresses to the pointthat one eontesfant po*iess.* three kings andthe other nrossesses oni.y one ki.ng, 
- 
thEn the

trltrayen having the three kings rnustlorce a winon or.klefoi:e the lBth (thirteenth) move or eonnt
gq Flu attempts or moves. It the ptraye, irifi, ti**
"3 trrings fails to win on or hefore- nls i AUr move(aour,rt) the particular gaffre is deeLared 

"our* 
**

dnawn.

. 21. The game is considered 'a dsaw (ad-
;!udged) when the situa.tioyr Oevelops 

" 
"in tnegax-ne where neither of tire ptrayers ls abie toforce a win. If eithe*" of tl:e player* tu*iu &.ut

!g *uy be ahte to wj.n he .is permiituJ--[o *O_ditional 
.mror/es to prove it or-demronsiraie frfs

anrpare.nt advantage. nf the eontest is strictly
cli.sciplined a referee counts the 40 trian 

-moves

and gives (dectrares) the finatr decision.
NOTE . . " trt ,B hings to one king of rule B0exists, utse rul.e 2S"

I
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22. All taetics of annoying, intemupting or
distracting the attention of your contestant is
forbidden by law. . . any thing of the nature of
unnecessary sor.und.s (whistling, boisterousness,
conspicious signs, pointing or hovering over the
playing board, srnoking or unnecessary delaying
the move or game is absolutely illegal" Any
player who repeats such acts after proper eau-
tioning eoneerning such an offense shatl forfeit
the game thereafter during which the repeated
offense oeeurs.

23" The wilful giving warning, either by sign,
sound, touch, or rernark, on any of ttre games
whether eompleted, or in progress or pending is
illegatr and the person (spectator) guiity of sueh
aets may be ordered from the room during the
period of the aontest" During the eviction of
such persons pi.ay will be recessed untitr sueh
offender is vacated from the game or match"

To igwite tke checher eolwmns (cextx)" ewplry only
fine arlishc stwdy oils.

1?



-mEE.ilsgTnCIN eF
HSSffi$WT'IAr* cFrHcKffim w$ffias-

_ .A.s we travel a bit further on our cheakerj,ourney frorn the old state ot- a p,_roe tuci<yguessing checker admirer to that ,pi""Al* poui_tion 
-of a-competent checker plry-r1 ;;; are in-vited to listen in on a 1ive1y **"ruri*fr*, o**-aerning the art of checkers" Uetween I serioi.rsstudent and an expert.

. The special question under discussion is: Do,eheckers have a unique vocabulary or colleetioylof terms used hy the players io *"ofli" *"Odeserihe their thougnti, piays LnA"*a"oti.ritiesemong themselves which seerns odd or contus_lng to the untrained ear of aasua.l o"i*i."r* n*Obeginners?
The student asserts that this problem cer_tainly puzzled him in il.e iniiiaf- pJJ of hisctreE:ker study and instanily asi<s tfr!-expert to

,ily: |:i," more iight and ncip-on ti._ .""t*l.t r",trts note book coleetion.

.- Therefore rrith this additionai aid in mind.ure expert uses for the first *".d ;"";t* f*utu *fllssentiat Checker Terms, the farrrous and h,is_torical word,,ClXECKEnb,,.
CI{ECKEH,S C}iequers or draughts;.French, J'eude dornes; German, n"*J.r*'Spl*l;n.ta,tian; (Qiuoao di doma; Spri frlr,'"f*go dedornes_; Arab, la ab erl cloma; a game oi skillela{e-d by- t-w. grex.soils on the fairlllar-etrect<-

erec{ hoard divided into 64 squares"

_- 
**y{ Spayth says, ,*Contrary to prosaie andsutrl_erfieial opinions checker p.ri i* !-p*i"""Oand seieniiflc. game" ,q. game n.- U"lftiJ.t *"(xuxxrail rngenurty ever devised or created" L{any

18



n:illions play checkers, but there are few real
ehecker [1ayets. Some of the greatest experts,
rnen who utilized 50 years and more in studying
the mathmatical intracacies of the game, have
final1y confessed that they had only begun to
touch the fringe of the inexhaustable subject'
Yet checkers is a game well worth cultivating
on account of the mental faculties it calls to
attention or active play; it imparts a faseination
all of its ow-n, for iis main prineiple is to arrive
at an oLiject by the most direct and decisive
methocLs. Neither in regards to antiquity nor
as an exercise in menta.l gymnastics need the
game of ctreckers yield the palm to its more
decarative twin sister game "CHESS"*In
Butcher's translation of the "Odyssey", we read
that when the goddess Athens descended from
the heights of 1\'{t' o1}'mplrs and reached the
gates oi Odyseus, she found her kingly (and

Iords) wooers . . . taking their trials (pleasures)

at checkers in front of the palacial doors'
"Checkers and Chess" are both unfathomable
ancl beyond the comprehension of the human
rnind", says }Ienry Spayth Encyclopedia
Ame;:ica, 1946 edition.

Dameh-An often used word in writing
,r"*.p"p", circles' The word is applied to those
pop.tiuf groups and personalities fond of check-
irJ. The word means "Checker enthusiasts'"
Some famous writers often use the ltalian word
for cheekers" "Dama." Many American writers
name checker players numerous names like
"follo-wers of Draughts", Devotees of Dameh and
Dama, etc. The Eritish Empire (English lan-
guage outside of America) uses the word
;Driughts." The French, German, Folish and
H,ussian languages of course have their native
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werd usecd for efrreel*ers (See word. Cheekersaioove). Dameh is perhaps ilr*-*risl'*il ivoro toraleeckers as it is tt * a**ui*- tfi;?;; ,n"r*u 
"fI3":,5-X and Egypr r.s one of the oldest sourees;.t.ir rtrIo (.rleeker eame".-T'he garne wes enjoyed

:::Sll 8?66 8"c., in ure ,rnihli";f ;ff irrri*,,u;)perluor and power of the early Egyptian ttings--*(4th Dynasty)"
Blo:wixrg , . " .A"ri often used ahecker ptrayer,swmrd meaning 

_simpty tire removJ*"?l fiiur*",*r.l:el'x or pieees (checkers) u. * p*rrutty riit*ilirrcrfo tatr<e (Exeeute or compiere, ; ;;h6-" . " seeInules Dept.
ffiIoatrq . . . ,{ binding up of ctrrecker Fieces . " .mr--n in such rnaner_-it uf *o"t*"*J- #*ii"e **'play is impossible. The cheekeru "* *riref*t*fylocked rrii both sides of th- "h;"ffi 

"il_*'rO. l"snaeh a, htoeked stuarion ih* ;;;;";iiil*r.irrethe .last ulove is rhe winner. Td;;;;t nu *dra.r:u in a blockectr gu**. 
- I* *irr__ #"i*, trr_sidq- q{ board (contestaret) who Jl"*s--"*t oravailabie ,moving (vacant) uqrr**J, nrsi murst,tose the hXoclred garne"

.$itrae.[( ffioves:

" 
"Sursr' uno or hr*ak ns$pa, . " . Hefer to the sarneo\**$g* movenrent o* ilri**g. Th;A;;a''"e an-soi.utely identicat ln ctreet<e? #;;id"-r.fi* u**trir: hreak is the aet *f l.rnueoa*fri"e%* ,.lnpr*a-ing.a fairly tight coireered or grouped checkerpositioea. T,he rnethoet ermptoyJo--i* k[.*lv u*ru:nher of equal hts, .;;il;;*o;- j*#*, ."oe,r-"asiona1 saerifice mlays l:sed to Lmprove anytlndesi.rabtre condition or 3:ositiorr in the checkerhattle. See Hxarnnltre;

Btrack: n,6, 10, LX., lZ, n4, l"S, tr6, arrd 20.
Wlain;e: lfr, lS, Zl", Zn, gS, 2,4, Z?, BL, *rrO *2.
Whlte snoves g$-tg, 1.4-ZB, l"$-m6 *"ni*X"A"

I

20



See Example: Elach; L, 2, 5, 6, ?, g, L0, LX., 12,
L1*-

White: n3, 18, 19, ?0, 2L, 23, 24, 25,30 and
32. Elack moves 1.2-16, L9-12, 1"0-15, 25-22,
L4-17,2t-L4, S-10, 13-6, 10-28. Th us Eusted
or break up. Wins"

Csmhina*ion ,& term used by checker
players to describe the complete movement of
a grolrp of pieces a1l executed for a special oh-
jective or pattern of play (T'heme)" The opera-
tion usually involves several (3 to 18) checker
pieces. Sometimes many moves are made in set-
ting up and a,nticipating the combination posi-
tions, etc. Usually rvhen the combination (Fuses)
starts the remainder of the operation is a forced
situation. Combinations are often long shot
chanees and are poorly or weakly constructed.
If detected in time, they are very beautiful to
the spectator or gallary, but they are extremely
d.angerous when cornpeting with strong posi-
tion experts. The great players are thoroughly
familiar with a largr: percent of the trap eom-
binations, positions and probabilities. Conse-
quently, the cheeker adept subtley sidesteps or
avoids the dangerousl combi.nation plans. lVhen
this oceurs the trapper is eaught ofi position and
the combination shot or plans backfires in a per-
feetly embarrassing and fatal way. Therefore,
a player should be ellert yet position eonscious
wh.en setting and bu.ilding combinations.

Example: Blaek: 1, LJ., 12, L3, L5 and 20 " " "
White: 22,24,28,27,31, 32. White goes 26-23
threatens man on srquare L5 then black L-6,
replys; white moves 22-17, 13-22, 3L-26, 22-31,
24-19, 15-24, 23-19, 26"-L5, 32*28, &L-24, .
28-1 W. kings and wins" (Study well)
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- "ffioa,rd-E?,efere:ace,, . . " That .Ly.pe of eheckerflroard,with the proper numbers ii to-ezl. :fuiscorreet cheeher board arnong u"*u" u.-#*rcrrn*,oftem ereates chilclish ru*r. ,n'o"t-ii* uisin*rticchecker pla5z61'. They avoid him and classify
I+:":": ujl:,T by cainine hil ";;*l;;e& uoa"d
5':11_*' ; "t n1:. rs, of co.urse, the wrong opinion tonave about the nr:mbered board playlrLr scien-tific.checker man. R.*;;l;"*drr?*il"i* ,. i*-fantile mental work compared to some of ouro-ther famous games rite clr"ss.'itu-i,rri.o."* onthe ahecker board have as little to do with theeffi.ciency of a checker player as the numbersalrpearing on a race Lo"u* L"ru-to"Io *jtf, tfr"race horse,s career or victories

?he numkrered Reference Board is simply an
j1,t_elllsent anct highiy usefutr i";"; ;; it u Lo,,rr-talnous heritage and science 

"f d;;;;;; .xhese
numbers are, very easy to mumorir*". . 

-. 
So g*thusy ... . and get those numbers off of that (ref*erence) troard and into yorrr h;;;" "id*J 
m**r*Cover).

COSE( The troiling dou,n (perfecting) asafe course of plan on i ."oog"ii".r_ri_"a*o
theme or game outside o, urp**.ixiy lilu."rrtf,rorn the standarcl publisheci brrc#. 

"nipe.ts
often em.ploy these rleviations t. 

- 
*orrIr,ru o,puzzle their opponent. Trainecl pfnv*. ]oilowthe souncl accepted steps of piny" 
""tii il.i*secretly prepa::ed. theme or variation upsets theregi.rlar r-oad; then the amazed opp"iitio" iufori:ed_ to iiaprovise to the n"*t #iir* uUllit"untiL ]ris game is savecl (rescuecl) 

- 
troi tf..special r.lish of cookecl .lp u"t "*"0 L ""]j it ruIost. The author has iriprovir"J'-"r^.lof.uo ,re:rna.ny eooks for this text book *r potr Ct *luu"u

22



emeBgp . . . Any awkward or handieapped
position on the ehecker board" The Cramp de-
velops by a series of weak rnoves or steps on the
one side in regards to position, and a eontinuous
series of strong positional moves on the other
sid.e of the board. The Cramp is a elurnbsy
arangement of checkers in the early part ofthe game when the sacrifice of a n an" is yetpossible to relieve the poor losing (cramped)
position" ,{ similiar awkward positlon or situa*ticn in the end part of the game (nnlshils withvery few- excepti.ons, completely fatai.

&0TJBLffi e@ffi.NEm Squares 1 and S oftop side of hroard and squareJ 2g and BZ on thebottnm side of the checker Lroard. nlmlmferthe doukrte corner should always ne 
-on 

eacfr
contestants rigirt side.

Em&WBg " . " The situa.tion in the game or eon_
test where neither of the players is ibte to force
? *il" If either player feeis that he may be ableto win, he is permitted 40 additional moves toprove it. In strict contests a referee counts thetorty trial moves and gives the final decision. In
Folish Draught or pool Checkers, usually forced
draws ere decided by Z or B kings agalnst oneking. T'he number of counts is aiwals limited
to 13 counts or moves"

SnNGf-E CORNER . . " The two corners 4 and
29 located at the extreme left ends of the
checker board. The end squares of the main
line . . . the big line betureen squares of 4 ancl
29. Squares 4 and 2g are the corners:

JUefFlldG . . " A very essential part of orderly
ehecker playing. There must be a law of eorn*
pulsory jumping in orCer to guarantee any



x.ra0ti6n or actiol
process of taki;ilahe- ganre. Jurnping is therrorn the 

-cffi;:i 
il::",y- p;1u-eheek_;' fiJ";

5g*$**Hff,+'**-r4ffi
" IKII.IGS ROw

,ru*t*n**;*ffi
-.flt.;;'ii,?':Jffils?:""*,y_**',"hecker)nrst
p^rece lmmediatelv r - - "48 .6or.V thaf cheeker

ilf,, :t?:, iI 1T*ffi :# { #'ffi" "#HX 
-* j#

1{ 1f. jurnp s;f*r*l',,i*13f iumnils operarion.
of +ha L-:.- * -':;-*ruu olld cOntinUoUs1y OUi***oei-ni'ii"'"f.?Y^ 11-_^"t "or.u" iiu"o* l'u!rr.,* o*ls ryr.."i,"I drry, sq uare outside_ +.i, i._ i.r,_;,ffi:;:f*i lj"ere *u". n"ijl i,ilif 

** no*

,H,,trHt j#r1p,"qi;;r:finy#f;#i:If
,*,:.:g$t.r" 

" 

ffi i',o#"': 
particutrir *lr*oii"* eiu.uriunotred b.y er^*,.ri: ir:Tg and rnust he sJt{recker eiiio"-"ir"i}i':._tf* piece with anotherI:onoren-I*i;;*:i,'":q o-n top of it. rir;" #.

m""I"II]'_Yned ehecker i,;""^ i^l"il-. rllng or
J,,ffi,l?:: TYYPT ana freeaini* *astnen ftlueh
-B},eunulg anrlities or privilese; ""*uve.mtsnt A&d

SffiEACFf€S rF

ffi #r*ffi T_*li-tr_y.:*T#*;wm



moved into by the player whose move is jn1. m pool checkers the" single man or Kingro_moves ,nto 
_this split situation 

"*pt"r*, " " "S:arns one of the checkers regardlesi to which.rckg1 is moved out of ;"*piis ,;;g.:-d;;-: Black: 8 and. fS. 
" Wliite"; f6: ffiirc

.16-11 one of the two checke., A ;"15be captured, rio matter *nu.u nl*"t&coses to move.

MUG A slang checker players word.+sua-ily employed to convey trrr, good-oheer orliaughter. It is merely * pet terin-Ii*rri.Lrrr**
f"t checker" piayers deseribe a ridieulousamount of victories or winning* *liir" The*act number of conseeutive winl <*iifr.o.rt n*y
ltelyrtjve-."vins by tt u oppo.iiionI'rr"""J",urv t*nonstitute the MUG . " . viii"s trom A-iot straitwins. The Californi.a (pacific C"..lli".t.m re_quires E consecutive-victories o""ri" lppo"u"th or.dg.. to accomplisfr flre rwUE i"JJuriy o*eompletely.

--Try MOYE . . . A time factor in checkerUJoving wittr your opponent which is usua[yto an advantage to one side ," A;-oil";. Theplayer who is able to arrive *t a. 
"*"t*ir, *t"u-tegic posftion with the tast *r;; ;";t*; has trreru.ove. Having the rno_ve d,oes ,r"i-*i-#yu *"r*,a eertain-rrin; especiaUy im ilrc eartv slages ofa game. However the move ;s of g"Lai"lo"*rr_taqe { the end game technied tLi-iu*whenonly three or four eheckers 

-_* "i;f; "i, 
eaor,ptayer on rhe board" rh;;;;;i*J'i*!"orturrr

fa_ctors which. caneetr o, ouutrry"h"*:?j'i** **
=!}va:riages of the Mov.g [e]d UV uitl*r*piuy*"(Clte) they are; having trre NrovJ"uui.rfi"liti.*,
lDd l?,.i"g the Move-wqlle;h; 

"n'frrr""*fili" n*.hst hit or exehange abiiities." OT."""r_'i"fri"f_
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:reverses the &Iove and all advantages andusually wins therein"
pmeXLH$,{ SETTrNG " . . A qertain problem

:T::: board set. up or arrangement is especiallycarcutated to win bv its .*" f.r"" irr-Jlri"Utv.Certain"picked positions or settings in checkers
froq wh_ich a positive prediction"or- r"luit ."oLre stated by one contestant-rffidr.* # whato-trstr_uction rrrethods are attem"p'iJ ui ii* *o-vlsary.

....G&Mts[T . . As in 14usic there are certain"themes,, in checkers,such as th;;;i"; J-pieceto retard the opponents advance . " " o"*t. d"u*nlm off a given line of play 
---- r ' d va EU

T'he Gambit is thi. {lrs \xaruou rs thls_ excellent cla ss of tech_nrque or.strategy in the initiai olJ ; Ii",- ^npart or stage of
f^_s?n_:l.yli"h,or.""rl"-e*tJ;:.*J#fo"".T
S?;'"-*ur:: -"J :::r:l;;'il'sffi ; ;: ;ff:ffi 3an ordinary theme or 

--r*v,e+rrb vr iEver'slr'8
fina io ^i^+;*_--: , - game sequence. The sacri_
ilt,:^SX"i,1,:.n "l r':."* ;# tlll,i,,' ti,.,lT}
p:-:,1"".::.1_ 13.i!. "r .;h!. ffiJH.?ni"iiil",flX
f T "";-H l;.:::p.r:1. . 

rr ;h. ;;io*" J#i*Ji'J
fl #::*, ",i ^r*: "_?? I* t. q ";ti; ;i; ;#:Tflx
ffjl:""::::l1e_q tM c,*b;; '.-:'#t 

it1iT,t,u_tegic sacrificial mane ' vq! u Lrle srra-
stsopc ^+ +L^ uver is exercised in laterstages of the ga*"ri-- -- 'u L4srurscu rI} later
trq+.hri-r-^r\ .,- , i i- progress (Set game is
ffj":j :,j;ll then the 

"of 
l. -*i-"Jrdff 

;.-;T:uj:lar sacrifice.

ST'mOKffi or S*ffOT ,plaVe_r The specialgroup or type of ch-ecker ptayers'*f:,r- i"p"rraupon traps, and long cfrances"tor flrui"" Iyrt"*
:{ f1t_ or game are.oftetr called the Stroke orShot (Trap cornbinations_) players" The Strokeand the Shot are one. and tr.ulan u ii.iJ***tu*and action. Any contrnuous order of eonseeutiveJuxlxps in rhe execurion or ,-*o-o""^#pil} * _



:':"ff;,ffffi Ll ,.L'o'o"'hot operation wirhour

" _^ll::kqy ", ,*i,6T:ffJj-T"s are notr;necessarily winning 
"pur*ti"n..-*oit*n n .""i**

!i,"""f1?1"fl1,;flY' 
r"'ai"s ;; ;;;: big iong

uxample: EIr*k ^1h." 3u1ec-tive is onlv a draw.
lz, za. z, 

*rr*^"o." oj-7, 9, i2, 13. 15, 28" irrhit*

f*;' t,**n f ,"*1 
i i,,9 

o 

vi-r,:,,i?$ i,",,1.;
u;*.-'i:-"il#l $if-\;I11"1= 1.t"" bv wr,ire
are very U..rt#'Y 

rutrlcate stroke opcrations
staad, but trr"., ,Ij l:._*t spectator or grand
eompetirlg ."itfr l-'' 

Lr(Lrurlrely dangerqsrs ryi1ppit iJ-ni*fiir1"J:":i11*" pcsition experts, Thuf
players devexcpe 1T:'3"d that iire beginminE
style of ;;;;.*- 

$ne more sc$eeati,fic positior:an

"'ff**,I*il; ;#J-:lTkg1 rt"vur who spe-
Erapper usualiv ;r]t^ll""k" style of game. The

"plil;tpt"="#;f,Jfl"t"t 
manv simole"wet sound

rris oppoaeni il;;:":-^:-'"""ee in ord-er tL inveigter map position or pJay.

- 
SSUEEUE

;**rf;m**+tff#ry#
--r:i"'**ri*;-:.#111..{::,r"T#?:#
must, ,. J"_fi,,, l*_r.,r*ly -y{ 

1?;,?,. thus Ejack
man operati""'ir #I'1",1 

pteee (this losing the
ins a cheej<;r^; Hq 

called a steal . eaptur-

mm ji;L;s,tt 
r;in': "H 

",11i?:*,t fug:
a"a if *,l*iiliHil" r, q t*f,f i},i _:'mlii



19-16, 12-19, 24-13, and White's squeeze on
Elack's King H,ow produces a two man steal or
checker piece advantage " . " gain for white side
of the board . . . which is often enough to wjrt
the game with careful playing. See (study)
squeezes under the ahecker term "Bust Up.
Ereak Up."

SV$TE${ " . .As the word implies the system
is used as a "orderly method" or process of
ascertaining the move. The technique employed
by manv experts varies according to the particu-
lar prejudices that different players have in
determining the move. One of the popular
methods of caleulating who has the move gives
each of the four squares in your king row (p1ay-
ing numLrers) 29, 30, 31, and 32, the names of
four s5,sfgffrs. Therefore, your king row square
29 with all of the squares straight aeross 21., 13,
and 5 are part of its system. Then in like man-
ner Square 30 and 31 and 32 are each indepen-
dent (4 systems) systems. Now it is fairly easy
to discover which side (contestant) has the
move. You add aItr the shecker pieces in yous
sys*exrl 29, to all the eheekers found in your
systeEm $0, systemr S1 a:ed systemr 32" If the totai
numper is odd then your side has the Move.
tsut if the added totatr is even then the oppositioa
Itas the UIove" Incidentally this is tlie rnethod
your author uses"

SpffiCU-&& ; . " A classicaL technique in pool
checkers {or eonquering 1. tr<ing with S kings
within or upon thirteen counted Moves. In order
to perfect tt e ta@-ue of the Speeial-Fnoeess
one xnust learn to speedily get controL of bottr
doubl.e corller }ines frorn l. to 2E and 5 to 32 and
@f course the rnain diagonal line 4 to 29. Then
he rnust manex*ver in such a walr as to gain
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OPETVT}SG TMAP$

Beeause a thorough knowledge of the basic
setups, traps, strategies and combinations, forms
the main part of checker skill, I am going to
aut short mueh pf the usual theory talk on ad-
vanced technicalities and plainly and simply
(as possible) present actual oceurances and prob-
Iems experienced in garnes between the good
expert and the ordinary rookie (beginner).
Herein I can show just how and where the
novice makes his blunders.

To the expert these learning (to walk) games
and practice exercises may have no signifi.eance,'br.et to the enthusiastic beginner or student their
great importance cannot be evaluated. So 1et's
go earefully through each of these selected
games and master well every detail in order
that we may be familiar with them offensivei.y
and defensively in ouE real checker game duals.

trn study and praetice of thiese games or
lessons always take the white (men) side of the
board . . . except when black's men have a win-
ning shot or d.emonstration on their sid.e of
board. VIy habit is to use the white side only
during practice or study, etc. Of course the sides
(men) are altern.ated in reaL cclrnpetition games
where you are then sirnply ernSlloying the ies-
sons and plays learned in your rehearsals.

Tke strowger gorn comsatitiow the strawge?. sy€ yowr
ckamce s f or i,rnfrrov.ement.



-OPEHXI{G TN&PS"
The numbered board is recommended here,while studying these plays, etc.

d.

Black goes:
1 1-15
22-18
15-22
25-18

9-13
i8-tr4
10-17
21.-.L4

8-1 1
29"25
1 1-15
24-19
15-24
28-19

e a1t-lr
25-22
1 1-16
30-25

25-21
4-8 (Key)

14-10
?-14

L3-22
26-10
624

27 -4
Wkrite vrins

Decreasing ntou,r losses necessitates increasing yoar
stud,y fieriad..

x.

Black goes:
-tL-tD
22-1 I
1 5-?2
25-18
1E-14
24-20

6- 10
26-22

8..11
29-25

QO

2S-24
t-D

31-26 {Key)
14-1?
22_L3
11-16
20-i 1

s-29
Biack wii:s

Elack goes:
11-15
23-19

9-13
24_20
1 5-24
2B_19
o-ra

2X _23

1 1-15
eo qo

L5-24
20-27

?-1 1

23-19
6-9

2B_24
4_8

24_20
11-15 (Key)

19_16
12-19

13-22
25-4

Sihite Kings
and wins

?1



4.

tsIaek goes:

L1-15
24-19
x5-24
28-1S

9-13
22-18

8-11
q6-99

1.1-16
30-25

4-8 (Key)
22-L',|
13-24
2',1-4

White wins

5"

Elack goes:

10,15
22-L8
L5-22
25-18

6-10
29-25
10-15

25-22 (Key)
15-1.9
23-16
12-19
24-L5
9-14

18-9
11-25

Black wins

6.

Elack goes:

9-13
22-1 8
I t-r3
tr8-11

8-15
23-19

6-9 (Key)
(caueal 'RtnEitloB')

19-16
12-19
${_1 ry

x3-22
25-11

7*16
24-13

White wins

Tlre katn's plags are timd . " . but too late for winning.

The greater the cambination deptk . . . tke grealer the
solutions deptk.

Srnall oversights mahe large losses.

It is better to lose lhe great€st garne than to lose the
yet greater WIT"

Awr roobi,es of tod,ay will be our rilasters of lowtowoza.

a2
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Blaek goes:

9_X$
23_1s

6-9
26_23
nCI_14

s4-xs
11-X6
30-2S
16-90
28-24

8-L n
Oo 1P

1S-15
x9_1?
9-13

a4_is
13_22
25-l I

d). 4

" 3-r i5uu,J.d-1D

1S-12
3_E

12-10
6-29

BXaek wins

Oa

Blaak goes:
I 1-16
24_19
9-14

22-18
E-11

n8-9
5_14

26-22
4-8

22-18
6-S

Oo q,AO'AA
9-I3

1E_9
13_6
31-96

o_u
26_22
9-14

23-18 (Key)
16-23
18-S
t-b

2?_18
5-2A

tsIack wins

a

Elaek goes:

9-13
24_20
','g x E

22-L'l
n3*22
25-11

7-16
20-1 I
8-15

23-1 9
15-94
28-19
6-9

2Y-23
9_14

29-25
z-o

25-22
4-8

&1.-27
8-1 I

32-28
3-8 (Key)

22-18
6-9

21.-1'7
r.4-21
I8-1 5
I 1-18
23-7

White wins

The nwice slotus dourn after he loses"



n0"

Elack's Bootcie
9-i3

24-2A
6-9

22-18
I 0-14
25-22

1-6 (Key)
22-t7
13-15
23-18
15-22
26-1'White Kings

and wins

u"
Black's Expert

I 1-15
24-20
15-19

, 23-16
12-19
27-23
8-12

23-16
12-19
32-27
10-15
27-24
9-14

3t^27
3-8

22-17 (Key)
7 -tl

17-10
1 1-16
g0-18

6-31
24-1s
31-tr 0

Elaek wins

t2.

Black's Expert
9-13

23-18
5-9

26-23
10-15
23-19

6-10
27-23
9-14

18-9
13-6
23-18

6-9
30-26

28-23
9-13

21-17 (Key)
1 1-16
18-20
10-15
19-10
7-30

Elack Kings
and wins

Checkers has one factor in comfrior: wi,tle basebatt . , ,
the game isn't oaer'til the last tnan is owt.

Aur "Llasy Checkers,' system is greal . " . but systet*
atic study of llis system is greate*
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rg"
Black's Expert

s-13
2E-i"8
s-9

1E-3.4
1m*x?
21-14

$-L&
22_tr5
11-1&
26_23

j-(!
gB_14

8-1 1

24*20
12_16
2?-2&

4_8
23-18
16-1S
3r-26

8-12
32-27 (Key)

r.3_n7
14_21
1 1-1ffi
*s-s
s-3s

6tacK ltrngs
and wins

$*r*dy opemimgE

14. I5.
El.aek's Rookie Blaek's Expert

9-13
24-2&
6-9

23_19
i 1_16
20-11

8-24
28-tr$
4-8

22_L8
s-14

18-9
1ts_6
26-23

6-$
25_22
*-13 "

23-1g'
7A-.L4
18-g
13-6
22-18
o-!,

s0-25
9-1S

27-23
z-t)

19-15
12-16 (Key)

2L-17
1.3-22
23-19
16-14
25-4

goes:

12_16
24_20
8-12

27-24
4-8

23_i9
16-23
26-19
s-14

30-26 (Key)
I 1-16
20-4
14_18
22_15

3_8
4-11
7-30

Black Kings
and wins

White Kings and wins
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I6.
Elack's H,ooleie

12-16
22-18
16-20
25-22
9-14

18-9
t)-{J

29-25
5-g

22-18
10-15
25-22
8-12

2$-19
?-10 (Key)

19-r.6
12-19
27-23
2A-2X
oeE

White wins

17.

Black's Rookie
x 1-15
23-18

8-1 1

18-14' 10-17
21-14

9-18
24-19
15-24
22-8

4-1L
28-I"g
1 1-16
27-23

6-9
25-22

9-13
3X-27

7-1 1

2t-24
5-9

B0-25
9-n4

22-18
16-2CI (Key)

18-9
gCI-18

26-22
La-6
22-E

White wims

18.

Black's Rookie
9-14

22-17
11-15
23-19

8-1 1
25-22

5-9
17-13
14-18
29-25
11-16
22-17
16-23
26-19
s-14

30-26
qt-8 (Key)

25-22
18-25
21-30
L4-2L
19-16
12-19
30-25
2t-2e
274

Itrhite Kings

To get weight dn gatnes , " . get wei,ght in lorar ,fto'vcs.
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1S.

Black's flxpert
1X-i5
22-18
15-22
25-18

8-1 1

26-22
I 1-15
t8-11
?-16

24-1$
qD
d-,

30-25
4-8

22-18
16-20
25-22
s-L3

2S-25
8-i 1

21-17 (Key)
20-24
2?-afi
lf 1E[:-ad

xs-l I
?-i6

20-1 X

2-V
n 1-9
5-30

tslaek Kings

20"

Elack's Rookie
s-13

2L.L7
1 1-15
24-i9
15_24
2T-20

6-9
25-2t
9-i.4

23_19

30-25
8-11

26-23
4-B (Key)

20-16
1 1-20
28-24
20-18
22-15
13-22
25-4

White Kings
and wins

Master the l;ttle thb?gs
aill rwanag e tkaasektes,

(Details) wd tke big thinss

,ry



pmoBr"EM DHp&mTs{E}$T

l['he prohiem department with its grand ilu_strations now requires me to stand in the vesti-bule of this chapter of checkers and open its
door:s for the readers. Those nne p"ofie wtroread these pages or rather enter these portalswili flnd the rooms beautifully furnished, in fact
a. picture gailery fllled with sllected ideas. pass
right in u'ithout hesitating to talk *iti, fy_
:"1?i^q,"r,. 

who lounge around the gates ot peailwnich ieacl to the perfect problem soltrtions.
Some one has weli sa.id that ,"one picture isworth 10,000 words,,, and of course-ttat state_ment is appreciated and demonstrated in thisehapter" We all need picturun, 

"*J 
gui tfr.* *"will, to glorify our mental casflesl Men wil1over donate in a public collection and moments

.(aret: see a preture which causes them to truy iteven in this flnancially weak status: Sometimes
P:l:w_ !n"..T?""v to buy trre ptcture. rn mynouse we will have pictures such as you can cutof of rnagazines or: newspapers. Never mindlYou may select pictures oi pietty f-ai-., lion ord.eer hunts that are exp"rriirre i"; ;;; home.On h friend's walls we may find pietures oIcomedy, mischiveousness, factory or^urua yoaraflrst hair cut in a barber snop" pio{"""u aru primarily to be appreciated for what they-eali matceyou feel and ]recorne conscious of. you mightget a letter from a reiative. you gather notnearly as much from the handrvritiiig siyte orteehnique as you d.o from the ideas or sintimentsdescribed. Likervise with the pr.friu*S 

""rive5,sqin this departent, I urge that, ),ou eorrc"nl.ate notas rnuch on the type of (picture) vehicle *= yr-o

.]d



dei the _idea, lesson or sentirnent pictured er ex_
. 
pressed.

The ae [ilai iiiustrated problem department ofa checker book is indespensibf. irr 
-J-tfro"o.rgl,

thee]<qr eourse. Tt possesses rqany of the fnda-mental obstacles which, ir *art'urJa,"iiltirrt.*the progress of tire stu.dent-JreJtry.-'"C*r"*rf
exasninati$n of eaeh problem er;r;;#d he"re willprove l:enefleial to the 

"""i"*-**-*ili"as trreexpert. Every problern aims to *rrrirr*Iir. *certain popriJa_r checker experience"

- Y*y are cordially invited to examine the in_teresting pr.orcleins herewith p.*;;l;." ""'

C"K.M"

No" 0

White moves Fi.q"
Sd win* This poJi-
tren of ten crises
gnong certcrin nsv-
nges.

39
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N[@HT ffiWft-

HAffiKSAW

No. 2
Whitc rxroves:rpiEs"
Trv to solve this eae
fun tress thsn ten see'
onds.

No" 3

This typ€ of situctioa
ix otten everlooked
by experls in the end
€fsme,

40



THE MEL&MY

LATE DATE

['{o.4
Blsck moveE crnd
crctmps white. ThiE
poeition illustrqtes
the bqckqrcrd iumP
executed lor tr time
move cmd eombins'
tion winnel'

No. 5
White moves Kngs
Ior &cs. Annntersrt'
ing studY wlich
cliucheg an oiten
needed drcw, Th*
principle often wins
in other Boaitions"



No" 6
Blcrek moves Kings
md wins A becuti-
Iul problem, yot not
cs eompliectled os it
looks.

h{o. 7

White mooves &ags
md -urias. & rffi6
grroblem illustrcting
s firee combincetioru

42
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FE:CT Lffi&

M+',RKSlvdAN

No. I
&Vhite moves Kings
s:d wins" Inexpar'
ienced rookies olten
fclfi into this shoL

${o" I
Wleite meves Eingx
cmd wi:rs. This eosy
rrim is {requently
missed by begiluers,



ffiffiNflTRAL ,e'Vffi.

"THffi 
$qffiRNNffiT

No. i0
tYhite moves Kings
and wias. If not sol-
ved in one rtivruta
observe the crrswer
poge. This is c good
problem cmd priuei-
ple.

h,!e" t B

W*aite amoves Kings
omd wims, This gme
qffi&Trs r[!3 ke c qoniesl
hatweem ffhiccrgo"s
Lmtgr$ord mrd rmyeell
I qotieed the shot
tsrd won" 0f eoume
this is q r€Ere cnd in-
*requent probXem bat
he mned $er its sorft
GnYIffrqY,
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,,eswswryms 
F&& pm0B[*ffin6s*

i. Settiyrg: Elack_l

;ir,frt ah,q',tilj1Jfr
A" Setting': tslack*_l

tr jlt"+ s; f',?',i -:t-:#t,f 
a,"t"yH,"H

"#i;lT, 
1?-x3, 2s-17, 13-6, 2_s, 21-7" wrrit*

9,10,12,16,20-
, 27, 3j., 32. slhite

rg-zo, rz_rg, zCI_

4- Settjng; Eiack-_r
1.6, zo. 1yi61o---r* ?ou'.?, 9r?,^9, 10, 12, 14,
*$; f#;-YH1=",:* 3;ri\:7,i :t', ;t, ifr',1?,
f #:,*r*' f"ial i - 3P.# ",1:," 6 :ri i, jf;,',% 

- iJ:r T-r o, z_14, 2s:le;";;:;;:tiJ;il,,}i;li

ffXli:r#'-,"f;*, p,. ?:-e,- Lz, L4, is, 16.
Hlil;#i:,,tr{,,1i'rin,^',?:*-,ii1i.''#fl ,,*
il?;:'d ,11-i[:# ??:,?* #,.iiil,";b ,:!:&:
ffJJ;f 

,r, re:zl, iitr"*jl fJ:,il] if: ,ili-X:rlf 
"

Drawn"

6. Setting; Blaek_l*tz, L?, gt, 25. 212;-3'J^, 19, rt, 20. white
rr-rd, lb-lbi,1"6-i:' 'l;10^' 

32' E]ack rnoves:

?" setting: BIack*B 
17-10' 6-29' Elaek wins"

*f $#'#,3{.,},' if,' }{; }f ;if: lfr;
?o-16, ,; ft, d;",f iitfi'rTffj ,#jJ,*;i{:

L setting: tslack-.I

#l'aT* jl, ?k ff:'i;', ;#, i,:', i#;ei1i -Yl:l:, _e Lt, aad*" Wnrte WinS"



9. $eitimg: Blaek*5,?,I1,'tr'2,1S,2n' White*"t8'
ls" iu]zg, 2?, 30" wtte nxoves: 30-:5' 2tr-30'

;il:r b,'il--re, ze-r+, 3s-n6, 20-2" wtrite w-ins"

n0. Setting: Biack*X, 2, 3, 5, 9,- ?,^-8, l3' 16'-*'wd;;13, 
x4, xT, 18,21,28,2?,-30' 32"

wffi6 mloves:-23-is, x6-23, 13-9, 6-15' 2?-4'

White wlns.

11. Setting: tsiack*B, 6, ?, E, x0, 1t' 15' 16' 18'
--" 

,m" WTrite--L3, lr, dr, 23, 24, 26, 27, 3G' 31'

fi2" White rnoves: 28-22, 18-25' 23-19' 16-23'

2?-4. White wins"

,,CT,MS$NG REE{&NKS"
SttldY ffiic?t* ete'

Let your gaod Chacker plays talk for yaw'

Doxit fear the loss of a reputation if yow tue?er Pos'

sessad ame.

Hard stwdY cYeales eafi: PlaYi'ttg'

Loob d,ouble bu[ wt'oae si'nEle'

Stri,rte to be tloe last Yruoury'

Tke cornpetent player realizes the 
"itt'portaxe 

e of
*aupin"-onrl' ,,r* it deTepiluely far kis thewe's anil' trs|

constru,ctdon.

Tke voohie wko rnoues the ;fastest loses the qui'chest'

ShwP ptayi.ng seldom prod'uces d'ull gatnes'

T'ke roohie i,s ri,glt't f or playin'l a little bef ore he studies

rnwch"

,46



p0[3qTS T0 ffiffi&EEm{Bffim

As a brief word.on the- several points in mypln-yl'rs whicrr r vaiue hfuhi;. f;.1#oil*,rori*r,of a better ahecker
notice the follorvin'igarfie 

or stronger eompetitor

l" Praclice staylng in position to hit.
__3.:. Firi"u tc captlrre the early man or advan-
*?.T i"::lto--prorecr yo,lr pi*c", uu"Oftur,r* 

"rr vqL E("rrre lrom same -if your adversary.attempts to capture or steal y"i'ii**r,l*
3. Ii,{aster t}re strong dou.ble corner style ofgame ivith speeiaT **lrt u*iu 

"r, il.trtJ ratheriha* shots or granr.lstan* st**t 
"sT"""'"-,4. Have a solid idea or moti.ve behind everymove anr{ p,}a3z 32611 make.

,--5" Strive to caleujate the opponent,s eapabili-
:i:?.'m-l-?:-*uarid hidden ;d;;;;;;' I7 uon,u

6." Learn how to.lose eheerfulty (and winmeekiy or smilinElv) wi6r a quiek'reilgnitionanrl praise of the dther plry*i,u*Jxifr 
"ih"ioin*r",--l: $X*"ys reaeh a eomplete agreement on the3aws, ty3:es of, moves,. t"*ir"i**r-iii*r'"lrro r"o*rrestnietioms fum:mlgernes. :diatel'y before important

.o9;__9.11,*rod hmoks fiibrary or hookstore) forir n*t'slona.l .r"ef,eretrce use,
B" Stop, look anel strow domr a X.itile, I minuteto 2 minuies, Thus exercising **u"lijmriig*o**jn the imove ielected-
i.0" 

_Exereise speeial_-eautj.on af,ter gainrxig a.mtT, 
1king, @s an:r earty advani.e; #?cr*_"11, Learn to mjav for positiou **lr*'**rr*sor the strormgest game"

il
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1.2. Avoid players and places, with bad,
(poor) mood or spirit.

13. Flay new moves (practice) from the win-
ners side of the checker board for feeling"

14. Fractice making notes on interesting
plays in your game and especiaily the games

y.r, i"t*. Look for the rnistake, write it down'
ihernember every game you lose holds a lesson
for 11611 to learn or benefit from,

15. Fractice good ethics with all classes of

Xllayers from the greatest to the least' Let
ihe t,riliant checker game bring you increased
enjoyment and sPortsmanshiP.

"ctosltqG mE$,frs.HKS"

In closing T emphasize again the extr:aordinary
kreauty, vatrue and educational virtues present
in checkers with the sagacious remarks of the
"Glasgow tTerald" "The game of checkers

is errlnently a triai of skill. It is not in any
sense a game of chance, nor does it tend in any
degree to cultivate a taste for games o{ chance'

As*an educator its value is inestirratable, in ixr-
pressipg on the mind the irnportance of taking
into account every element having any bearing
on .the point under consideration before a

reliable conclusion can he reaehed'

However well a player may have arranged
his attack, and however carefully he may think
he has examined every move his antagoaist can

take in reply, it in that exmination sorqething
irnportant has been overlooked, or to super-
ncralty examined, his wlty adversary thrusts
forward a man which takes him by surprise, his

plans are upset, and for all his fine ealculations
ire has only humiliating d'efeat. Prominent
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anxong its (eheci<ers) rnany merits as an educator
may be classed its admirable adaptation to teach
the irnportance in ail intense intellectuaL efforts
of being cooL, self-possessed. and patient; With-
out these qualities no amount of skill, pro_
fieiency oi: experienee wiil avail. It teaches, too,
how essential to suceess is setrf-relianee. He who
thinks he w:lil be beaten is beaten already. This
distrust of his own abilities takes such posses-
sion of hirn that he cannot piay up to his usual
sirengttr.

trt is not without arduous and protracted
mental Labour that the mind can be schooled to
hatrits of methodical thought, nor without many
experienc*s that it can be mad.e to fully com-
prehend and appreciate the conditions which are
essential. in order that it may act with its great-
est power" The trial of skill across the cheeker
board is so attractive, that this great labor is
relieved of its irksomeness and this diseiplining
of the mind trecomes a reereation and i*,r."_
ment . . . While ordinariiy the mind tires of apurely intellectual exercise, in this game the
antagonist keeps up a pleasing excitJment, in-citing a contestant to move wittn *re greatest
caution, the most eareful scrutiny and ex6rcising
ttre r.nost critical por"ver of the mind.,,_Glasgow
HeraLd.

Certainly, ehecker wisdom, poetry, and truth
are of prodigious_ signiflcance in tnit they tend
to_ lmpress upon the mentaLity many basic points
which would require volumns of large Utot* t*
teach wi"th equal foreefulness and. *u6ours.

Merely half reading and d.igesting them willnot suffiee. Tn order to receive thJ maximuml
good frorn them, the ambitious stud.ent *itrl h*"u
to. Literally employ thera on repeatecX. occasionswith praetical. mother wit and ]udgment as trlsguide.

d{}



,,90-D"&V 
E{O&{H STUDY CE{5RSE"

By Chas, I,{oreland
This is a HOII{E STUDY COURSE of 12 week_ly l-essons, using the *Advanced Ctiect<er Soot

trI (free at end of Course) whieh 
"o"i"lr. *.r*ur_ous problems and answers, plus vast gamepractice with choice cross_board. game seetions.

This is considered one of the most outstanding
courses in the fleid of checkers ever presentedfor the. pr.ice. It gives ai1 the tAlJries anaI\now-hol^/" found in many long_drawn outstyles, that are a waste of va1uab1e"time."

This is a personal course for a few who areneady. Each lesson wilj contain 3 to 4 importantplays, problems and answers, The lessons arewritten in manuscript form onty, because oftechnique. you (ave the privilegu oilo.."r_ponding with your author in resp-onse to each
lesson.

The price of each lesson is two dollars. Send.your order to " , .

CHAMX-ES MONEI.A}TE
C€ So, Sam Fedro Street

K wi";f*ia Road
L,os Amgeles, Catriformia

T'elephoeae &Dams ffiR
&essoras nrmy be ordered seSamrcteln, or Individually

Order AIX {corngrlete 12 nessonn}
series {o-r yourse}I ernd yotrr {rierrde " . " send yousorder todoy.

NOTE-Many have found the correspondence feaiureworm several tlmes more than the entire cost of tlie com-
gl._t"^Jibl1ry altogether.. .Hundr"edJol n". iliv.ii f.t _
cenrs.y' have stated wirh loud acclaim theii genuine
satisf action thus received.

. 
*Ad,tlaiced Ckecker Gwid,e (Booh tr!) noza being pre-

parer).



T'Htr SLCIWEN

Ey S" A. n ucas

'Twas the voice of the stroven, I heard him com-
prd xlr i

"Oh w-here is that drar"rghts board? . . I seek
it in vain""

At length in a closet, crammed back on a shelf,
'Tis discovered, alX. dusty, Mid bottles And deft.

X looked on that draughts board . . . A treasure
v:hennew.".

And saw that the leather was grey from mildew;
Stains on it of porter, There grease had been

dropped,
One side eut and hatehed, where a knife had

been stropped.

CIf the men, four were wanting; And those that
remained,

'W'ould require a good boiling, being greasy and
stained;

While in lieu of the lost tnen, to make up the
whole

Were two dirty buttons and two bits of coal.

Faugh! eatrl you a player? . . . A player has taste;
Is a lover of neatness . . . A hater of waste"
Circumspection and forethought and skill he

ean elaim;
Eut you, burn your " . draughts board

Disgraee not the name.
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