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AUTHOR'S PREFACE

In offering to the checker world the resuli of
my labors in preparing and editing thig book,
the same having been encouraged and aided by
the great checker critic and expert, Prof.
Nathaniel Moreland, my father . .. I desire, first
of all to commend the wisdom and interegt
which led this truly great player to give untic-
ingly toward the production of thisg book; Alse
to pay a tribute for his brilliant checker reflec-
tions and his unselfishness in voluntarily con-
senting to help arrange the manuscript materials
in the manner here chosen,

It will not be affectation to say readily that I
expect this pocket edition to produce fruitful
results through better players, and that it is
given to the checker waorld at a time when there
is an absolute necessity for such a publication.
It will go forth and not return void,

In presenting this bock in this initia] form, I
am conscious that it Pbossesses defects, which
perhaps, the careful study and research of B850~
ciated intellects, enlightened by higher vigion
can only remedy,

And now, to those who are laboring for the
breservation and berpetuity of higher checker
principles and who believe that the sarne can
be accomplished by zood instruction, this, the
resuli of my labor, is faithfully submitie 1, with
the sincere wish that it may assist the checker
future,




HISTORY
Notice the shenanagans of apes, cats, dogs,
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ul history or background. This facinating
4th a history as old as man, has many
points to offer. Briefly it gives added en-
oyment in consuming entertainment, increased
social cont nd communications, as well as

mental gyn ics, and above all is inexpensive.

Some curious student, perhaps, is desiring to
just pause here on the challenging question
of checkers extrovdinary age, seniority, honor
and dignity of which I am speaking., Yes, by
the way, I will deal briefly with this historical
guestion.
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Ithaca, in his magnificient Odyssey., Plato joins
the checker news reporting, (business) frequent-
1y recalling checker games in his noteg and
writings, Throughout the progress of the ages
the “Ming” game has retained itg outstanding
nobility and unshakable position, being enjoved
by the highest to the meekest mutuaily,

The first recognized book assembled or pub-
lished on checkers ecame from the Spanish
writer, Antonig Torquemada, Valeneia in 1547
AD. Also some of the world’s Breatest men like
Napoleom, and Fredreck the Great were great
checker players,

The inquiry immediateiy follows; What
famoug personalities in gur American times
were checker enthusiasts? Briefly, a few of our
many thousands include such greats ag George

Samue] Johnson, ang Will Rogers.

Andrew Carneigie credits checker efficiency
with his first e iployer for getting him the job,
and his start in life, Frankly, the young Carnei-
gie mopped up with his checker brilliancy, In-
deed he got the position and started progressing,

We feel that checkers shalj never die. It has
stood the test of ages, primarily because it really
offers something, 7Tt stimulates friendliness,
caution, 0rder-~harmony, science, vision and
mental capacity for quick and clegr thinking,

It is favorably recognized by vouth organiza-
tions, church beople, philusaphers, a8 a clean
wholesome character builder, The checker
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masters never have excessive loneliness or dull
and idle hours for its varied activity provides
continued stimulation.

In our present complex and hurrying times,
all through our vast country, checkers is still cne
of the top leisure time games, At recreational
centers, public parks, clubs, play centers, ete.,
young and old yet sit fogether in friendly
checker duals. So let’s play checkers.

“I do not live to play, bui play in order that I may live

- and returi with greater jest to the labors of life”
- .. Plato. The poet Crimshaw . . | joins Plato in this
idea when he says . . . “This life is bui @ world of care;
man needs some recreation . . . The monotony of daily tosl
oft causes dissipation; Then turn you to the Checker
Boord, enjoy its combinations; Iis problems, iraps ond
counter shots and mony varictions.”



THE great pass-time, Pool Checkers, is played
by two people, each employing 12 checker pieces
or men, at the initial starting of the contest
These opposite colored 12 men possessed by
each player seated on opposite sides of the
checker bhoard are carefully placed upon the
checker board which contains 64 distinctly
outlined squares usually highly colored biack
or red on white or red ete. The black checkers
are usually arranged upon the smaller numbers
from 1 to 13, of the board and the white (light-
colored men) checkers are placed upon the
larger numbered squares 21 to 32 of the playing
board.

An often asked guestion which merits our
attention is, “In the very beginning; what is the
fivst thing to do to start a checker game off? . .
Answer . . . Reach a complete agreement on the
main technicalities of the checker games stc. to
be played: such as, touching a checker piece and
laws binding each player therein, blowing
(taking opponent’s checker pieces as penalty)
competitor’s men, enforcement of jumps, exact
style of jump to be used in the particular game,
maximum time permitted to make each move,
forcing  draw game conclusions, ouiside help
(interference) and of course cooperation with
playground, or house’s special rules and regula-
tions,

Question , . . What is the proper way tc start
the playing? . . . Answer . . . Begin fairly or
evenly by first choosing your color of checkers
or men you will depend on for vour first game.
Often the choice of men is'drawn for . . . One
of the contestants bresents to the other a white
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checker concealed in one hand and a black
checker piece hidden in the other hand. The
opposition has the privilege to choose the hand
{checker) containing the color of checkers he
will play with the first game. In the ensuing
games there-after the contesting players alter-
nate. This interchange (exact alteration) of
colors is compulsory .and very important as you
‘can easily discover in stiff competition. Right
here T will merely hint about the general im-
portance of this exact (even) color exchange of
checkers. Briefly, the black checkers defender
is obligated (by law) to make the first move in
starting a checker game off. And this, of course,
affords him (them) an excellent opportunity to
cpen up certain (special) game openings that he
may be strongest or best adopted to.

The checker game is ordinarily played upon
the dark squares of the 64 available playing
squares. The legal checker move is the taking
of a single checker piece from its existing
(original) position upon one square and literally
moving it forward diagonally (right or left) to
an immediately connected wvacant square or
position. Any single checker or king can be
jumped or captured by another single man when
the oppesition’s checker piece is immediately
in front of or behind a checker piece of yours.
And the following (adjacent) square has no man
upon it. Immediately after such a jumping or
capturing action, the so jumped (captured)
checker pieces are removed from the checker
board for the duration of that game,

The crowned checker (or king) may in like
manner jump and capture men and kings with
the added power of jumping men even if several
squares (vacant) exist between it and the
checker pieces or kings, in that continued

ey
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straight or 90° angled line. Also if there are
several vacant sguares available after the kin
finishes such a continuous jump; then the king
may be stopped on the particular vacant square
that is most advantageous or may be selected.
When the king, in this jumping or capturing,
ies completes his jump, then of course zll of
the men covered (captured) are instantly re-
moved from the checker board for the duration
of the entire game involved.

The primary aim of the checker contest is to
take by greater playing ability all of the opposi-
tions checkers from him or his playing side of
the board, or either calculate a method of so
blockading (cramping) his men that they have
no vacant squares available to continue another
single move and thus forcing a loss of the par-
ticular game upon the player.

The skill or Art of the checker game then is
found in the scientific ability of the checker
player to maneuver successfully his opponent
into this losing condition or status and thereby
emerge victorious in the game played. Thus it
behooves each of us to learn to win . . . by win-
ning checker games,

Remember, from the dote of your birth 't the date of
Yyour hearsi . .. wo situation confronis you thei couldw’s
have been worse.
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STANDARD (Intersiate) PLAYING RULES

1. The checker board must be of light and
dark squares not less than 141 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 each contesiant.

3. The checker pieces (black and white men)
should be of definite contrasting colors, of a per-
fect round shape and a minimum, of 14 inches
in diameter.

4. The checker pieces are placed on the dark
squares for ordinary playing purposes. One
side uses 12 squares from 1 to 12, and the other
uses squares 21 to 32.

5. Each contestant must play alternately
with black and white checker pieces. Lots
(selecting) for starting colors shall be cast only
once . . . at the games’ beginning.

6. The first move must always be made by
the player possessing the black pieces.

7. Five minutes is the time allowed for any
move, and if not executed in this period then
one more minute is given; then if move is not
completed when the time is expired the game is
lost by the player so failing to move. (Carefully
clarify before contest begins).

8., When there is only one way to take a
jump, there is only one minute of time allowed
to so jump and if the jump is not completed
within another minute by the clock the game is
judged a lost because of unnecessary delay.

9. A player is permitted to arrange his own
men upon the squares properly by calling atten-
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tion to such action after the move is taken. Any
touching or rearranging checkers shall be can-
tioned for first offense, but shall forfeit or lose
any game there after for such an act,

10. If any fractional part of a checker piece
is actually moved over an angle of a vacant
square, the move or play must be completed {o
that square or direction,

When the checkers have been properly placed
upon the board, the person whose turn it is to
start the game play must move the piece he
first touches or else forfeits the game. If such
act occurs the player is warned for the first act
but loses the game for any repetition of such act,

11. In executing the capture or jumping play
the operation is legally finished when the jump-
ing contestant withdraws his hand from the
jumping or capturing piece even if 2 or more
pieces are overlooked.

12. If either contestant makes a false or ii-
legal move he shall instantly forfeit that game
to his adversary without making even another
move,

13. Blowing, or the huff, is a very technical
action usually as a penalty for failing to execute
8 jump. In fact it is such an argumentative
proposition that your author very seldom em-
ploys it, All agreements as to its use should he
made iramediately Preceeding any important
contest or game. The blow or huff is (sometimes)

d to penalize the opponents by rem

> simpler and better rule of taking ¢
Jumps oceuring in your contest or games, The
blow is used immediately before the next move
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-and never constitutes g move. In short you blow
the neglectful pbiece and then move,

14. When the jump is thus omitted, then you
bave the choice (power) to use the huff-blow,
compel the jump or permit the piece (play) to
remain on the board entirely neglected.

15. A single man must move forward on the
diagonals at all times to the right or to the left,
but is privileged to jump or capture both for-
ward and backward.

16. When executing the jump or capture
(several pieces) the checkers may not be taken
from their positions (squares) until the jumping
action is finished. During the Jumping process
ne same checker piece may be jumped over
more than one time in any single play or com-
bination,

17. In pool checker the crowned man (king)
is permitted to jump (capture) any checker on
his diagonal line he occupies regardless to the
vacant squares between or beyond him and the
available piece or pieces. When there are addi-
tional checkers so exposed or available on other
diagonal lines which can be jumped by turning
80 as to form a right angle, the king must jump
these men also.

18. Any single piece that reaches squares
1,2, 3, and 4 on one side of the board and
squares 29, 30, 31 and 32 on the other side of
checker-board is on the very instant of such
arrival erowned and respected as a king and
assumes the powers of g king. However, if the
kings row (squares) is reached by the jump or
stroke method and there are continued checkers
adjacent or available for in and out (additional)
jumping, then the single checker must complete

1
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this continued capturing or jump and if landing
or stopping on any squares outside of the king’s
row squares this jumping checker (single)
piece remains only a single man,

19. The choice of jumping the less amount
or the largest number of men ig legally re-
stricted to simply jumping the larger amount
or the most in some areas or parts of the land.
But the California and weslern section employ
the more common (popular) method of jumping
tirely fo your advantage (either the less oy
& most) and the latter jump {(jump as you
choose) is this book and author’s system. How-
ever always remember o get this highly techni-
cal and important proposition thoroughly under-
stood and agreed upon imediately before any
important game or contest ete.

20. When the game progresses to the point
that one contestant possesses three kings and
the other possesses only one king, then the
player having the three kings must force a win
on or before the 13th (thirteenth) move or count
on his attempts or moves. If the player with the
4 kings fails to win on or before his 13th move
{count) the particular game is declared even or
drawn,

21. The game is considered a draw (ad-
judged) when the situation develops in the
game where neither of the players is able to
force a win. If either of the players feels that
he may be able to win he is permitted 40 ad-
ditional moves to prove it or demonstrate his
apparent advantage. If the contest ig strictly
disciplined a referee counts the 40 trial moves
and gives (declares) the final decision.

NOTE . , . If 3 kings o one king of rule 20
exists, use rule 20,

16



22. Al tactics of annoying, interrupting or
distracting the attention of your contestant is
forbidden by law ... any thing of the nature of
unnecessary sounds (whistling, boisterousness,
counspicious signs, pointing or hovering over the
playing board, smoking or unnecessary delaying
the move or game is absolutely illegal. Any
player who repeats such acts after proper cau-
tioning concerning such an offense shall forfeit

the game thereafter during which the repeated
offense occurs.

23. The wilful giving warning, either by sign,
sound, touch, or remark, on any of the games
whether completed, or in progress or pending is
illegal and the person (spectator) guilty of such
acts may be ordered from the room during the
period of the contest. During the eviction of
such persons play will be recessed until such
offender is vacated from the game or match.

To igmite the checker columns (cemter), employ only
fine artistic study oils.
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"DEFINITION OF
ESSENTIAL CHECKER WORDS”

As we travel a bit further on our checker
journey from the old state of a pure lucky
guessing checker admirer to that splendid posi-
tion of a competent checker player, you are in-
vited to listen in on a lively conversation con-
cerning the art of checkers between a serious
student and an expert.

The special question under discussion is: Do
checkers have 3 unique vocabulary or collection
of terms used by the players to explain and
describe their thoughts, plays and activities
among themselves which seems odd or confus-
ing to the untrained ear of casual onlookers and
beginners?

iy

Lthe student asserts that this problem cer-
tainly puzzled him in the initial part of his
checker study and instantly asks the expert to
give him more light and help on the subject for
his note book colection,

Therefore with this additional aid in mind

the expert uses for the first word in the Table of
Essential Checker Terms, the famous and his-
torical word “CHECKIRS”.
HECKERS . . . Chequers or draughis;
nch, Jeude doraes; German, Domen Spiel;
Italian; Qiuoco di doma; Spanish, Juego de
domes; Arab, la ab ed doma; a game of skill
played by two persons on the familiar check-
ered board divided into 64 sguares,

Henry Spayth says, “Contrary to prosaic and
superficial opinions checker pool is a profound
and scientific game. A game as brilliant as
human ingenuity ever devised or created. Many

18



millions play checkers, but there are few real
checker players. Some of the greatest experts,
men who utilized 50 years and more in studying
the mathmatical intracacies of the game, have
finally confessed that they had only begun to
touch the fringe of the inexhaustable subject.
Vet checkers is a2 game well worth cultivating
on account of the mental faculties it calls to
attention or active play; it imparts a fascination
all of its own, for its main principle is to arrive
at an object by the most direct and decisive
methods. Neither in regards to antiquity nor
as an exercise in mental gymnastics need the
game of checkers yield the palm to its more
decorative twin sister game “CHESS’—In
Butcher's translation of the “Odyssey”, we read
that when the goddess Athens descended from
the heights of Mt. Olympus and reached the
gates of Odyseus, she found her kingly (and
lords) wooers . . . taking their trials (pleasures)
at checkers in front of the palacial doors.
“Checkers and Chess” are both unfathomable
and beyond the comprehension of the human
mind”, says Henry Spayth . . . Encyclopedia
America, 1946 edition.

Dameh—An often used word in writing
newspaper circles. The word is applied to those
popular groups and personalities fond of check-
ers. The word means “Checker enthusiasts.”
Some famous writers often use the Italian word
for checkers. “Dama.” Many American writers
name checker players numerous names like
“sollowers of Draughts”, Devotees of Dameh and
Dama, etc. The British Empire (English lan-
guage outside of America) uses the word
“Draughts.”” The French, German, Polish and
Russian languages of course have their native

19



word used for checkers (See word Checkers
above), Dameh is perhaps the original word for
checkers as it is the Arabic literary name of
checkers, and Egypt is one of the oldest sources
of the Checker game. The game was enjoyed
back in 3766 B.C., in the midst of the glorious
spendor and power of the early Egyptian Kings
~—{(4th Dynasty).

Blowing ., . . An often used checker vlayer’s
word meaning simply the removal of a player’s
men or pieces (checkers) ag a Penalty for failing
to take (Execute or complete) a jump . . ., See
Rules Dept,

lock ... A binding up of checker pieces . .,
men in such maner that continued moving or
play is impossible. The checkers are completely
locked on both sides of the checker board. In
such a blocked situation the contestant making
the last move is the winner. There can’t be g
draw in a blocked game. In other words the
side of board (contestant) who gives out of
available moving (vacant) squares first must
lose the blocked game.

Black moves:

“Bust up or break up” . .. Refer to the same
checker movement or thing. The terms are ab-
solutely identical in checker meaning. The bust
or break is the act of unscrambling or unpack-
ing a fairly tight collected or grouped checker
position. The method employed is merely a
number of egual hits, exchanges, jumps or
occasional sacrifice plays used to improve any
undesirable condition or position in the checker
battle, See Example:

Black: 1, 6, 19, 11, 12, 14, 15, 16, and 20.
White: 13, 19, 21, 22, 23, 24, 27, 31, and 32.
White moves 23-18, 14-23, 19-26 unblocked.
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See Example: Black: 1, 2, 5, 6, 7, 9, 10, 11, 12,
14,
White: 13, 18, 18, 20, 21, 23, 24, 25, 30 and
32. Black moves 12-16, 19-12, 10-15, 25-22,
14-17, 21-14, 6-10, 13-6, 10-28. Th us Busted
or break up. Wins.

Combinalion . . . A ferm used by checker
players to describe the complete movement of
a group of pieces all executed for a special ob-
jective or pattern of play (Theme). The opera-
tion usually involves several (3 to 18) checker
pleces. Sometimes many moves are made in set-
ting up and anticipating the combination posi-
tions, ete. Usually when the combination (Fuses)
starts the remainder of the operation is a forced
situation. Combinations are often long shot
chances and are poorly or weakly constructed.
If detected in time, they are very beautiful to
the spectator or gallary, but they are extremely
dangerous when competing with strong posi-
tion experts. The great players are thoroughly
familiar with a large percent of the trap com-
binations, positions and probabilities. Conse-
guently, the checker adept subtley sidesteps or
avoids the dangerous combination plans. When
this occurs the trapper is caught off position and
the combination shot or plans backfires in a per-
fectly embarrassing and fatal way. Therefore,
a player should be alert yet position conscious
when setting and building combinations.

Example: Black: 1, 11, 12, 13, 15 and 20 ...
White: 22, 24, 26, 27, 31, 32. White goes 26-23
threatens man on square 15 then black 1-6,
replys; white moves 22-17, 13-22, 31-26, 22-31,
24-19, 15-24, 23-19, 24-15, 32-28, 31-24, . .
28-1 W. kings and wins. (Study well)
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"Board-Reference” . . That type of checker
board with the proper numbers (1 to 32), This
correct checker board among some amateurs,
often creates childish fears about the systematic
checker player., They avoid him and classify
him as a shark by calling him a numbered board
player. This is, of course, the wrong opinion to
have about the numbered board player or scien-
tific checker man. Remember Checkers is in-
fantile mental worlk compared to some of our
other famous games like chess. The numbers on
the checker board have as little to do with the
efficiency of a checker player as the numbers
appearing on a race horse have to do with the
race horse’s career or victories.

The numbered Reference Board is simply an
intelligent and highly useful index to the moun-
tainous heritage and science of checkers. These
numbers are very easy to memuorize . , . Sg get
busy . .. and get those numbers off of that (ref-

erence) board and into your heads. (See Book
Cover),

COOK . . . The boiling down (perfecting) a
safe course of plan on a recognized-standard
theme or game outside or especially different
from’ the standard published pattern. Experts
often employ these deviations to confuse or
puzzle their opponent. Trained players follow
the sound accepted steps of play until this
secretly prepared theme or variation upsets the
regular road; then the amazed opposition is
forced to improvise to the best of his ability
until his game is saved (rescued) from the
special dish of cooked up schemes or until it is
iost. The author has improvised or cooked up
many cooks for this text book of Pool Checkers,
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CRAMP . .. Any awkward or handicapped
position on the checker board. The Cramp de-
velops by a series of weak moves or steps on the
one side in regards to position, and a continuous
series of strong positional moves on the other
side of the board. The Cramp is a clumbsy
arrangement of checkers in the early part of
the game when ‘the sacrifice of a man is yet
possible to relieve the poor losing (cramped)
position. A similiar awkward position or situa-
tion in the end part of the game (finish) is with
very few exceptions, completely fatal.

DOUBLE CORNER . . . Squares 1 and 5 of
top side of board and squares 28 and 32 on the
bottom side of the checker board. Remember
the double corner should always be on each
contestants right side.

DRAWN ... The situation in the game or con-
test where neither of the players is able to force
a win, If either player feels that he may be able
to win, he is permitted 40 additional moves to
prove it. In strict contests a referee counts the
forty trial moves and gives the final decision. In
Polish Draught or Pool Checkers, usually foreced
draws are decided by 2 or 3 kings against one
king. The number of counts is always limited
to 13 counts or moves,

SINGLE 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 between squares of 4 and
29. Bquares 4 and 29 are the corners.

JUMPING . . . A very essential part of orderly
checker playing. There must be a law of com-
pulsory jumping in order to guarantee any
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motion or action in the game, Jumping is the
brocess of taking one Or more checker pieceg

Pieces | | men backwards as well ag forwards,
See Ruyle and Regula‘tions,

KiNgs ROw . The foyur playing sQuareg
immediately adjacent to the checker board edge
© - . 0On each player’s closest four Squares of
the board, To be exact see Squares 1, 2, 3, 4 on
one side of the board ang Squares 29, 30, 31 and
32 on the OPposite side of the board.

The rule ig that when any man (checker) fArst
reaches the Opponent’s King Row that checker
Piece immediately becomes a king unlesg there
is a continuoyg jump on out of the Kings Row

It the Jump extends int




‘he player whose move is in
ers the single man or King
is split situation captures . . ,
heckers regardless to which
ut of jumping range. Exam-
1 15. White on 18, White

the two checkers 8 or 15

no matter where black

) w0

y A slang checker players word
employed to convey fun, good cheer or
It is merely a pet term or nickname
checker players describe a ridiculous
unt of victories or winnings with. The
t number of consecutive wins (without any
nteruptive wins by the opposition) necessary to
constitute the MUG . . . varies from 3 to 5 strait

i The California (Pacific Coast) custom re-
quires 5 consecutive victories over an opponent
in order to accomplish the MUG properly or
completely.

- . . . A time factor in checker
Moving with your opponent which is usually
to an advantage to one side or the other. The
player who is able to arrive at a certain stra-
tegic position with the last move or play has the
move. Having the move does not always mean
a certain win; especially in the early stages of
a game. However the move ig of great advan-
tage in the end game technique that is when
only three or four checkers are left to each
player on the board. There are two important
f.

i
O
<
4]

ors which cancel or destroy the. value or
t

of the Move held by either player
ving the Move but off position,
Tove while the opponent has the
hange abilities. Of course which

1tage
ages
1
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n



reverses the Move and all advaniages and
usually wins therein,

PROBLEM SETTING . . - A certain problem
whose board set up or arrangement is especially
calculated to win by its own force invariably,
Certain picked positions or settings in checkers
from which a positive prediction or result can
be stated by one contestant regardless to what
obstruction methods are attempted by the ag-
visary.

GAMBIT . . . As in music there are certain
“themes” in checkers such ag throwing a piece
to retard the opponents advance . . . or to draw
him off a given line of play.

The Gambit is this excellent cla ss of tech-
nigue or strategy in the initial part or stage of
2 game in which a checker piece is sacrificed

is used in the very first portion of a game the
action is called the Gambit . . . but if the stra-
tegic sacrificial maneuver is exercised in later
stages of the games’ progress (Set game is
established) then the act is classified as a regu-
lar sacrifice.

Shot (Trap combinations) Players. The Stroke
and the Shot are one and the same in character
and action. Any continuous order of consecutive
jumps in the execution of a move or play is a
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siroke. There can be no shot operation without
a combination of jumps in the play.

Strokes or jumping combinations are not
necessarily winning Operations. Often 5 series
of continuous jumps leading up to the big long
Swing or shot as the objective is only a draw,
Example: Black on s, 7,9, 12, 13, 15, 28, White,

- 17, 20, 21, 22, 25, 27, and 29, White moves

20-18, 12-19, 27-23, 19-2¢, 22-31, 13-29. Then
the climaxing stroke-shot ;g taken by white
25-2. Drawn, The intricate stroke operations
are very beautiful to the spectator or grand
stand, but they are extremely dangerous when
competing with strong position experts. Thus
it is highly recomended thag the beginning
players develope $he more scientific positional
style of game,

TRAPPER . . . Any checker player who spe-
cializes in the shot-stroke style of game, The
trapper usually ignoreg many simple yet sound
principles of checker science in order to inveigle
his opponent into a trap position or play.

SQUEEZE | -« A very Popular and useful
play in checkers., It ig a force play often the
follow through operation of gz trap, or stroke
combination, Example: Black on, 1, 2, 5, 7, 8,
9, 11, 12 and 14 White: 19, 20, 21, 22, 24, 28, 30,
21, and 32, White execuytes the force or squeeze
<. 22-17, compelling Black to move away from
White’s King row threat of 17-2, thus Black

man operation is also called g steal . . | captur-
ing a checker to white’s advantage), If Black
moves 14-18, then white goeg 19-18, 12-19, 24.99.
White’s Squeeze {gkes or steals Black’s checker.,
And if the Black plays, 7-10, then white plays,
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18-16, 12-19, 24-13, and White’s squeeze on
Black’s King Row produces a two man steal or
checker piece advantage . . . gain for white side
of the board . . . which is often enough to win
the game with careful playing. See (study)
squeezes under the checker term “Bust Up.
Break Up.”

SYSTEM . . .As the word implies the system
is used as a "orderly method” or process of
ascertaining the move. The technique employed
by many experts varies according to the particu-
lar prejudices that different players have in
determining the move. One of the popular
methods of calculating who has the move gives
each of the four squares in your king row (play-
ing numbers) 29, 30, 31, and 32, the names of
four systems. Therefore, your king row square
29 with all of the squares straight across 21, 13,
and 5 are part of its system. Then in like man-
ner Sqguare 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 all the shecker pieces in your
system 29, o all the checkers found in vous
system 30, system 31 and sysiem 32. If the total
numper is odd then your side has the Move.
But if the added total is even then the opposition
has the Move. Incidentally this is the method
your author uses.

SPECIAL . . . A classical technique in pool
checkers for conquering 1 king with 3 kings
within or upon thirteen counted Moves. In order
to perfect the t’éﬁh‘niﬁe of the Special-Process
one must learn to speedily get control of both
double corner lines from 1 to 28 and 5 {6 32 and
of course the main diagonal line 4 to 29. Then
he must maneuver in such a way as to gain
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control of the two great lines bo»rde:ring (en-
Compancing &djacenﬂy and barallel) the main
line. That is Jines 3 to 21 ang 12 to 30, After

foﬂcwing Opoositions: "SPECIAL" <« . White
Kings upon 11, and 10 ... Black King on 31
or 13, See, White King plays 14.7 and estah-
lishes the cinch win o “Special”; Then any
move Black King makeg is fatal for the beaten
King, Example: ¢ 31-20 then 7-2. 1If 31-27 then
19-24 ang 7-2. If 31.13 then 18-8, ang 11-29,
Master this Special op Process, See Ruleg and
Regulationg on its law, ete, (Rule Mo, 20.)

Checker reversols gre for braadming %S . . . mot for
boring %S,

ALSO Raw
By Art Riesman

In every game the Winner takes the prize

With the loser, a few berhaps wil Sympathize
Be not dismayed if you can’t win,

Show ’am Jou can take it With a grin .

But give the best that you have got,

B'en the defeat SCemS ever your Iot . .,

Strive o improve each time you play,

Better yourself thyy study every day , . |

Some day you’ll find to your Surprise,

You'll be 41 e One to take the prize,
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OPENING TRAPS

Because a thorough knowledge of the basic
setups, traps, strategies and combinations, forms
the main part of checker skill, I am going io
cut short much of the usual theory talk on ad-
vanced technicalities and plainly and simply
(as possible) present actual occurances and prob-
lems experienced in games 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 significance,
but to the enthusiastic beginner or student their
great importance cannot be evaluated. So let’s
go carefully through each of these selected
games and master well every detail in order
that we may be familiar with them offensively
and defensively in our real checker game duals.

In study and practice of these games or
lessons always take the white (men) side of the
board . . . except when black’s men have a win-
ning shot or demonstration on their side of
board. My habit is to use the white side only
during practice or study, etc. Of course the sides
(men) are alternated in real competition games
where you are then simply employing the les-
sons and plays learned in your rehearsals.

The stronger your competition the stronger are your
chances for improvement,
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"OPENING TRAPS”

The numbered board is recommended here,
while studying these plays, ete.

I, 2. 3.
Black goes: Black goes: Black goes:

11-15 11-15 11-15

22-18 23-19 22-18

15-22 9-13 15-22

25-18 24-20 25-18

10-14 15-24 9-13

24-20 28-19 18-14

6-10 8-11 10-17

26-22 27-23 21-14

8-11 11-15 8-11

29-25 32-28 29-25

3-8 15-24 11-15

28-24 20-27 24-19

1-8 7-11 15-24

31-28 (Key) 23-19 28-19

14-17 6-9 7-11

22-13 28-24 25-22

1i-18 4-8 11-16

20-11 24-20 30-25

8-29 11-15 (Key) 2-7

Black wins 18-18 25-21
12-19 4-8 (Key)

22-17 14-10

13-22 7-14

25-4 22-17

White Kings 13-22

and wins 26-10

6-24

27-4

White wins

Decreasing your losses necessitates increasing youy
study period.



4, 5, 8.

Black goes: Black goes: Black goes:
11-15 10-15 9-13
24-19 22-18 22-18
15-24 15-22 11-15
28-19 25-18 18-11

9-13 6-10 8-15
22-18 29-25 23-19
8-11 10-15 6-9 (Key)

25-29 25-22 (Key) (called ‘Ringdom’)
11-16 15-19 19-16
30-25 23-16 12-19
4-8 (Key) 12-19 21-17
22-17 24-15 13-22
13-24 9-14 25-11
27-4 18-9 7-16
White wins 11-25 24-13

Black wins White wins
The haw's plays ore timed . . . but too late for winmng.
The greater the combination depth . . . the greaier the

solutions depth.

Swmall oversights make large losses.

It is betier to lose the greatest game than io lose the

yet greater WIT.

Our vookies of today will be our masiers of tomorrow.
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Black goes: Black goes: Black goes:

9-13 1i-18 9-13
23-18 24-19 24-20
9-14 11-15
21 22-18 22-17
10 8-11 13-22
24-19 i8-9 25-11
11-18 5-14 7-18
30-28 26-22 20-11
16-20 4-8 8-15
28-24 22-18 23-19
8-11 8-9 15-24
22-17 28-24 28-19
13-15 9-13 6-9
19-17 i8-9 27-23
9-13 13-6 9-13
24-19 31-286 29-25
13-22 6-9 2-8
25-18 26-22 25-22
2-6 9-14 4-8
29-25 (Key) 23-18 (Key) 31-27
12-18 16-23 8-11
19-12 18-2 32-28
3-8 i-5 3-8 (Key)
12-190 27-18 22-18
6-29 5-23 6-9
Black wins Biack wing 21-17
14-21
18-15
11-18
23-7

White wing

The novice slows dowwn after he loses,
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10.

Black’s Rookie Black’s Expert Black’s

9-13
24-20
6-9
22-18
10-14
25-22
1-6 (Xey)
22-17
13-15
23-18
15-22

26-1
White Kings
and wins

1L 12,
Expert
11-15 9-13
24-20 23-18
15-19 5-9
23-16 26-23
12-19 10-15
27-23 23-19
8-12 8-10
23-16 27-23
12-19 9-14
32-27 18-9
10-15 13-6
27-24 23-18
9-14 6-9
31-27 30-26
3-8 1-5
22-17 (Key) 26-23
7-11 9-13
17-10 21-17 (Key)
11-16 11-18
20-18 18-20
6-31 10-15
24-15 19-10
31-10 7-30
Black wins Black Kings
and wins

Checkers has one factor in common with baseball . . .
the game isn’t over *#l the last man is out.

Our “Lasy Checkers” system is great . . . but system-
atic study of this system is greater.
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13, 14, 15,
Black’s Expert Black’s Rookie Black’s Expert
9-13 9-13 goes:
23-18 24.-20 12-16
6-9 6-9 24-20
18-14 23-19 8-12
10-17 11-16 27-24
21-14 20-11 4-8
9-18 8-24 23-19
22-15 28-19 16-23
11-18 4-8 26-19
28-23 22-18 9-14

2-8 9-14 30-26 (Key)
23-14 18-9 11-18
8-11 13-6 20-4
24-20 26-23 14-18
12-18 6-9 22-15
27-23 25-22 3-8
4.8 9-13 ° 4-11
23-18 23-18° 7-30

16-19 10-14 Black Kings
31-26 18-9 and wins
8-12 13-6
32-27 (Key) 22-18
13-17 6-9
14-21 30-25
1i-18 9-13
20-9 27-23
5-32 2-8
Black Kings 19-15
and wins 12-18 (Rey)
Study openingl 21-17
13-22
23-19
16-14
25-4

White Kings and wins

(@]
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16.

Black’s Rookie Black’s Rookie Black’s Rookie

12-16
22-18
16-20
25-22
9-14
18-9
8-13
29-25
5-9
22-18
10-15
25-22
8-12
23-19
7-10 (Key)
19-16
12-19
27-23
20-27
23-5
White wins

17. 18
11-15 9-14
23-18 22-17

8-11 11-15
18-14 23-19
10-17 8-11
21-14 25-22

9-18 5-3
24-19 17-13
15-24 14-18
22-8 25-25

4-11 11-18
28-19 22-17
11-18 16-23
27-23 26-19

5-9 g-14
25-22 30-28

9-13 4-8 (Key)
31-27 25-22

7-11 18-25
27-24 21-30

5-9 14-21
30-25 18-18

9-14 12-18
22-18 30-28

16-20 (Key) 21-23
18-9 27-4
20-18 White Kings
26-22
13-8
22-8

White wins

To ges weight in games . . . gel weight in your moves.
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20.

Elack's Expert Black’s Rookie

11-15
22-18
15-22
25-18

8-11
26-22
11-15
18-11

7-18
24-18
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Black Kings

9-13
21-17
11-15
24-19
15-24
27-20

6-9
25-21

9-14
23-19

2-6
30-25

8-11
26-23

4-8 (Key)
20-16
11-20
28-24
20-18
22-15
13-22
25-4

White Kings
and wins

Master the listle things (Details) ond the big things
will manage themselves.
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PROBLEM DEPARTMENT

The problem department with its grand ilu-
strations now requires me to stand in the vesti-
bule of this chapter of checkers and open its
doors for the readers. Those fine people who
read these pages or rather enter these portals
will find the rooms beautifully furnished, in fact
a picture gailery filled with selected ideas. Pass
right in without hesitating to talk with by-
standers who lounge around the gates of pearl
which lead to the perfect problem sclutions.

Some one has well said that “one picture is
worth 10,000 words”, and of course that state-
ment is appreciated and demonstrated in this
chapter. We all need pictures, and get them we
will, to glorify cur mental castles. Men will
over donate in a public collec<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>