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it's understandable that he opts to capture the g-pawn and re-
store material equality. Especially so, since he still retains the
better chances.

So he could just as easily have continued with 35. .. . Rff2,
piling on the seventh-rank power, letting the g-pawn go until
later.

36. Nxeb+ Nxebd
37. Nd4 Nxd4

In his desire to become a player of chessic means, Black per-
haps commits a mistake. This exchange aliows White's third-
rank rook to finally join the party. Instead of playing to win a
pawn by trading knights on d4, Kasparov might have tried mov-
ing the knight to ¢5, keeping a grip on e4.

38. exd4 Rxd4
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This is the position that arose on Deep Blue's internal elec-
tronic chessboard. Yes, that's right, computers are allowed to
move the pieces around while the game is still in progress. For
humans, that's a no-no.

Qutwardly, there does not look to be anything particularly
attractive about White’s position. True, the knights have been

e
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vaporized off the board, and the rooks are free 1o roam, but the
pawn count is five to four, in GK's favor.

39. Rg1 ...

The inexorable mashing of moves that takes place in Deep
Blue's interior has unearthed a clear-cut line of play that will
shift the balance of pawns in White’s favor. One by one by one,
three Kasparov pawns drop off the board.

39. ... Rc4
There's no way to hold the anemic gb-pawn. Best to go after
the ¢2-pawn and reestablish pressure on the second rank.
40. Rxgb Rxc2
41.  Rxg7+ Kbé
42. Rb3+ ...

After a long period of inactivity, both White rooks are starting
to pull their weight. Now escaping with the king to a5 is inadvis-
able in that a rook mate follows at a7. But moving the king to a6
isn’t recommendable either, for it winds up tfrapped on the a-file,
cut off by the rook at b3. So, like it or not, Kasparov has to let
the third pawn go. Bye-bye a7-pawn.

42. ... Kch
43. Rxa’ ...
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Time 1o do the standard computer computation. Count the
pawns: three to two in White's favor. You'll never be a good
computer, or a good chess player, if you don’t know how to add.

The quantity of pawns, however, is not the only factor in the
equation. The quality of the pawns also needs to be registered.
And here we must figure in Kasparov’s two connected passed
pawns. They are more formidable as a unit than White's three
pawns, which are isolated and dispersed.

Factor in the activity of the rooks, plus the relative safety of
the kings and you still get Black holding the advantage. But is it
enough to win?

43. ... RfT+

This move looks awfully strong. The rook interjects itself into
the proceedings with check and consequent gain of time. And
yet doubts remain. Because somehow Deep Blue is able to wig-
gle and squirm and uitimately elude the Kasparov clutch.

44. Rb1 Rff2
Black’s doubled rooks on the seventh rank threaten a mate in

one move at a2, White has to move its bi-rook in order to give
its king some breathing room.

45. Rb4! ...
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Staggering! Out of nowhere, the inhuman beast has conjured
up its own mate in one threat: 46. Ra3#. Kasparov's victory cele-
bration goes on hold. Black has to play with circumspection.
He's got his own king to worry about.

First a series of repetitions so Kasparov can regain his equilib-
rium.

45, ... Rcl+
46. Rb1  Rcc2

47. Rb4 Rcl+
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As the shock effect of Deep Blue's 45th move wears off,
Kasparov sees that 47. . . . Ra2 + is insufficient for success. For
example: 48. Kb1 Rxa3 {removing the protection for the b4-rook)
49, Rxa3 Kxb4 50. Rh3! (getting behind the passed pawn, while
maintaining a third-rank cutoff) Re2 51. h5 Rxe5 52. h6 Re8 53,
h7 Rh8 54. Kc2, and Black cannot make progress with his rook
trapped in the corner,

48. Rb1 Rxb1 4+

One more repetition and the same position will have re-
curred three times, enabling Deep Blue’s team fo claim a draw,
it's a rule.
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A game can be drawn by threefold repetition when the same
position occurs for the third time. The repetitions do not have fo
take place on consecutive moves, and the draw must be an-
nounced by the player before he actually plays the third repetition,
not afterward. ¥ he plays the move and then declares his intention
to draw, he loses the right to claim a draw until the next occur-
rence.

The concept of repetition refers not to a particular move, but {o
an entire position. In each of the recurrences, every piece and
pawn must be on the same squares and they must have the same
powers in each of the repetitions.

For instance, i both a king and rook are on their original
squares in two apparent repetitions, but in the first case castling is
possible, and in the second case castling is impossible, the two
positions are not true repetitions.

Usually, it's the inferior side that seeks a draw by threefold rep-
etition as a way 1o avert potential defeat. Since the repetitions do
not have to happen on consecutive moves, it's quite possible that
in complex situations the player with the advantage might acciden-
tally stumble repeatedly into the same position and allow a draw.

In his 1971 candidates match with Tigran Petrosian, on the
road to his world-championship victory over Boris Spassky, Bobby
Fischer salvaged a key half point by picking up on his opponent’s
vacillations to claim such a draw just before Petrosian enabled
Fischer to repeat the position for a third time.

With the exchange of rooks, Kasparov signals his intention to
keep the game going. But his energy level is running down, and
50 100 is the energy level of the position. Each exchange drains
off more juice from the board.

49, Kxb1l Re2

An attack on the undefended e-pawn. DB places it under the
rook’s protection.
50. Re’/ “ae
50. ... Rh2

And now an attack on the loose h-pawn, which is promptly
placed under a rook’s watchful eye.

KASFAROV AND DEEF BLUE
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AFTER WHITE'S 50th MOVE

The girls and boys in the inguest room thought that 50. . . .
d4 provided more winning chances. But it should come to the
same thing that actually transpired. In fact, Deep Blue's defense
would be almost exactly the same as in the game.

First, the h-pawn advances just encugh to distract Black’s
rook: 51. h5 Rh2.

Second, the e-pawn moves up in order 1o tie the Black rock
to the e-file: 52. Rd7 Rxh3 53. e6 Reb 54. e7 Kc4.

Third, White’s king inches closer to the potential queening
squares: 55, Kc2 Re2 -+ 56. Kd1 d3.

Fourth, White's rook harasses the c-pawn, tying Black’s king
close to defense: 57. Rc7 ¢5.

And finally, White calls on its passed a-pawn to distract the
Black king from the defense of the ¢-pawn: 58. a4.

And the game has to end in a draw, barring of course, blun-
ders from either side. Can machines and/or world champions
blunder?

51. Rh7 Kc4
i you thought GK was just putzing around with his last two

moves, you're mistaken. Garry Klever was setting the final pitfall
for the azure monster to fall into: 52. e ¢5 53, e7 Re2, and
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suddenly White's rook is trapped on the wrong side of its e-

pawn.
However, Deep Blue is up to the task.

52. Re¢7! o
53. eb6! R

The h-pawn has served its purpose and can he abandoned.
53. ... Rxh4
54, e7 Red

We're still following a scenario similar to the one outlined in
the analytical note to move fifty. The game is drawing to a close.
55. a4 Kb3

A final joke. Another mate-in-one threat: 56. . . . Rel#.

Deep Blue coldly slips away.
56. Kcl

And Kasparov proposed a draw, which was accepted by
Deep Blue and its attendants (the latter actually get to make this
decision).

KASPARQOV AND DEEF BLUE 17
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THE FINAL POSITION
DRAWN

After 56. . ., Kxad 57. Rxc5 Rxe7 58. Rxd3, there’s nothing
feft but skin and bones.

if Kasparov wanted to be melodramatic, he could have tried:
56. ... ¢4 57. a5 ¢3 58, Kd1 d4 59. a6 3 60, a7 d2, but the
result would be the same after 61. Rb7 + K4 62, Re7 + Kb3,
with a draw by perpetual check or repetition of position,

in any case, Black cannot afford 62. . . . Kd3?, which loses to
64, Rd7 + Kcd 65. Rxd2!, Black’s threats evaporate, and White
queens its a-pawn.

A tough game. Kasparov was very close to winning, but in
the hand-to-hand fighting, Deep Blue came away unscathed.

The match is tied 2--2.




MAY 10, 1997

whiTe: Garry Kasparov

siack: Deep Blue

opening: Reti Opening/King's Indian Attack
kco cone: AQ7

resuLt: Draw in 49 moves

score: Kasparov 2.5—Deep Blue 2.5
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THE MOVES
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NO.  WHITE BLACK NG, WHITE BLACK
1. Nf3 d5 26. Qa4 Rd8
2. g3 Bg4 27. Rel Nbb
3. Bg2 Nd7 28. Q2 Qdé
4. h3 Bxf3 29. ¢4 Qgb
5. Bxi3 cb 30, Qxgb xgb
6. d3 eb 31, b3 Nxf2
7. e4d Neb 32. Reb Kc7
8. Bg2 dxed 33, Rxgé Rd7
3. Bxed N6 34. Nh4 Nc8

10.  Bg2 Bb4 + 35. Bd5 Nd6

11, Nd2 h3 36, Reb Nb5

12, Qe? Qc7 37.  coxbb Rxd5

13. <3 Be7 38. Rgé Rd7

4. d4 Ngé 39. Nf5 Ned

15. h4 e5 40.  Nxg7 Rdi+

16. Nf3 exd4 41. Kc2 Rd2+

17, Nxd4 0-0-0 42,  Kct Rxaz

18. Bg5 Ngd 43, Nxh5 Nd2

19.  0-0-0 Rhe8 44, Nf4 Nxb3 +

20, Qc2 Kb8 45. Kbl Rd2

21, Kbt Bxg5 46. Re6 c4

22.  hxgh Né6es 47, Re3 Kb6

23.  Rhet 5 48, gb Kxb3s

24.  Nf3 Rxd1 + 49, g7 Kb4

25.  Rxdi Nc4 Draw (V-2
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MECHANICAL DRAW

he opening starts the same as in Game 1, but early on,

. Deep Blue varies and winds up surrendering a bishop for

a knight, signaling a change in its program. It doesn’t neces-
sarily imbue bishops with more value than knights anymore,

Again Kasparov plays anomalous moves to obscure the right
schemes. Deep Blue can calculate fifteen plays ahead (eight
moves for itself, seven for its opponent), if the play is tactical and
clear. But there's still some question about its ability to wend its
way through the strategic forest when there’s nothing definite on
the horizon.

To this end, Kasparov willingly moves his king-bishop several
times to avoid trading pieces, and gradually the position emerges
in his favor, as both players castle queenside as they did in the
previous game,

This time, however, it's Deep Blue which offers a pawn for
activity, but Kasparov continues unabated in his battle to domi-
nate. He declines the pawn and dominates the center for con-
stant pressure. Although Deep Blue defends clumsily, it
tactically stays in there, until the fateful determination to trade
queens in a way that accepts a debilitating doubled pawn.

Kasparov seizes this sudden opportunity, breaking through
on the kingside to create a dangerous passed pawn, which he
proceeds to escort toward the promotion square on g8. In a posi-
tion that many players would have abandoned as hopeless, Deep
Blue finds an ingenious saving idea, which seems to go nowhere
until everyone, perhaps even Kasparov, is hit with a realization
that the machine has contrived a miraculous perpetual check,
salvaging the draw. it's the kind of situation that only a computer
would bother to look at, because it looks at everything, even
the improbable. In missing this goiden chance to win a game,
Kasparov may have lost an entire match.
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White Black
Garry Kasparov Deep Blue
1. Nf3 d5
2. g3 Bg4

So far the opening moves are the same as in Game 1. There,
Kasparov began a second fianchetto on the queenside with 3.
b2-b3. Here, he compietes the first one on the kingside. Always
honor your commitments,

3. Bg2 Nd7

Deep Blue stays with the same opening setup used in that
first game. The knight goes to d7 and later the pawns will be
placed at ¢6 and e6. Nevertheless, the machine’s crew may have
added a few wrinkles, as we will soon see.

4. h3

This diminutive pawn move was also seen in that first game,
but at a later stage, on move nine. In moving the rook-pawn at
an earlier stage, the champ intends to check out Deep Blue's
programming. He's especially curious whether an adjustment
has been made. Will the bishop withdraw to h5, as it did before,
or will it this time take the knight?

4. ... Bxf3
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There you have it. The program has been modified. The com-
puter no longer gives undue weight to retaining the bishop.
Once White has expended a tempo with his h-pawn, the trade
makes good sense,

As for the so-called “superiority” of the bishop over the
knight, this is more a matter of statistics rather thanlan inherent
quality. The two pieces really are about even. it's just that the
handiing of the knights requires more ingenuity,

What Deep Blue doesn’t grasp at the present moment is that
later on, as the game webs with intricacy, it will have to play
with great resourcefulness o obtain maximum performance
from the knights.

5. Bxf3 ...

The correct recapture. Taking back with the pawn would un-
necessarily double White's f-pawns, closing down the g2-bish-
op’s long diagonal.

5. ... cb

Deep Blue guards the d5-pawn, effectually blunting the ac-

tivity of the flanked king-bishop.

6. d3 cee

Kasparov prepares for the central thrust, e2-e4.
6. ... eb

A mild surprise. Most onlookers were expecting e7-e5, estab-
lishing two Black pawns in the center. But a case can also be
made for the text move, which blends better with Black’s re-
maining bishop.

It turns out, however, that Deep Blue has an uiterior motive
for not placing a pawn on e5, It wants to retain that square for
use by its d7-knight.

7. 4 Ne5

This move really was astonishing. The knight attacks the
bishop, which will just move away out of range for safety. White
then threatens to expel the knight with consequent gain of time,
soon advancing on it with either the d-pawn {d3-d4) or thg f-
pawn (f2-f4). Back at g2, White's bishop keeps its attacking

KASPAROV AND DEEP BLUE 123

For the sake of harmony, and if it werks in the situation at hand,
place your pawns on squares different in color from those controlled
by your bishop. This way, the bishop is not obstructed, and Squuares
of both colors are guarded and attacked.

fnexperienced players are often confused by this, thinking it
takes mote sense to place their pawns on squares of the same color
s that their bishop can defend them.

But unless there is something in a position that definitely requires
this approach, playing so defensively is needless overkill. By neglect-
ing control of the other-color squares, you offer your opponent various
points of entry that at critical moments may not be defensible,

Thus, if you have a light-square bishop, aim to place your pawns
on dark squares. And if your bishop travels on dark squares, situate
your pawns on Hght ones.

It cases where you still retain both bishops, play flexibly, with
an eye to the future, Try to determine which one of the two bishops
will survive longer, or which one will be more meaningfil, and posi-
tion your pawns accordingly, to anticipate what may ensue.

If your pawn position is already fixed in place, try to retain the
mote effective minor piece (it might not be a bishop at all), trading
off the ones less able to complement the given pawn structure.

range along the a8-h1 diagonal, while Black’s knight is driven
from its pedestal.

8. Bg2 ...

The bishop recedes to safety, still keeping an eye on the mid-
dle. Now there’s an impending d3-d4 on the horizon, chasing
Black’s keystone knight off its imperious perch.

8 ... dxed

This exchange is meant to divert White's d-pawn off the
queen-file by d3xe4. A trade of queens would ensue, with White
forfeiting the right to castle. Black could then castle queenside,
checking White’s king, but it could find a haven at e2. White
would then be threatening to gain center space by pushing
pawns 10 4 and e5.
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9, Bxed ...

Kasparov is not ready to exchange queens. He's a great end-
game player, but he hasn't yet acquired a winning advantage, so
why trade down?

9. ... Nf6

So far Deep Blue's knights are putting on a fine display. It
seems that every time the machine moves a knight, Kasparov

retreats the king-bishop.

There are two basic strategies in chess, to simplify or fo compi-
cate. If you are ahead in material, you should simplifv. If you are
behind, you should complicate. ‘

You simplify by exchanging pieces and by avoiding cemplex,’ Hr
certain variations. Your aim should be to reduce risk. You complicate
by avoiding trades, to keep as much on the board as reasorfable. You
should seek positions offering labyrinthine tactics and posing knotty
probiems., o

Generaily, if you are winning you want to simplify to keep Fantrol
of your advantage, But if you are losing, you want to cemphcate' to
confuse your opponent. The thinking is, if losing, you have nothing
fo lose.
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10. Bg2 ...

Kasparov loses a move in retreating the bishop, but he figures
he can regain the tempo by advancing the d-pawn, driving back
the e5-knight.

10. ... Bb4 +

Harassment tactics. If White blocks the check with the ¢-
pawn, which is the natural move in analogous cases, the e5-
knight, with the Black queen’s approving support, captures the
pawn on d3 with check.

1!0 Ndz - %

This aveids the possibility of doubled pawns that would stem
from an exchange on ¢3, if the knight were placed on that square
and the bishop took it, and it keeps the c-pawn unblocked so
that it could advance in the future.

For the moment, it appears as if Deep Blue has thwarted the
advance of Kasparov's d-pawn. But it's purely temporary. Once
White castles, so that the pawn on d3 can’t be taken with check,
he threatens ¢2-¢3, pushing away the b4-bishop. Then White
can follow with d3-d4, driving back the e5-knight. Black needs
another idea.

1. ... h512

And here it is. If White now castles, Black intends to advance
the h-pawn farther, and if White then pushes past, g3-g4, the e5-
kniight can drop back to g6, aiming for entry on the weakened
square 4,

12, Qez ...

Kasparov postpones castling, delaying for a move to threaten
the e5-knight.

12 ... Qc7!

The exclamation mark is for the realization that Deep Blue
has lost the initial skirmish and has made the appropriate adiust-
ment. With the text move, Qd8-c7, Black guards its centralized
knight and keeps the a3-f8 diagonal clear, in case the dark-
square bishop needs to retreat.
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AFTER WHITE'S 12th MOVE

3. 3 R

Shooing away the bishop, and adding protection to d4 so that
White can then drive away the e5-knight by advancing the
gueen-pawn,
3. ... Be7
14. d4 Ng6
15. h4 e

By blocking the h-pawn, Kasparov puts an end to Black’s
rook-pawn push (h3-h4) once and for all. Direct your attention
to White’s pawns on d4, g3, and h4. Their placement is designed
to restrict the movement of the gb-knight, leaving it nothing to
do.
15. ... e5

Deep Blue strikes back in the center, hoping to shake the d4-
pawn loose from its moorings. At stake is the freedom of the gb-
knight and, possibly, the ultimate contest of human vs. machine.

16. Nf3 exd4

The logical follow-up. Deep Blue plays to obliterate the
White d4-pawn. A mistake would be the push e5-e4 instead, for
after 17. Ng5, Black’s king-pawn is surrounded and lost.
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17. Nxd4 ...

The alternative recapture, 17, cxd4, is not desirable here. The
isolated d4.pawn would prove vulnerable after Black casties
queenside, with Black having firm control of the blockading
square d5,

17. ... 0-0-0
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Deep Blue completes the development of its forces, removing
the king to safety and connecting the rooks for action.

At the moment, Kasparov has 10 be chary. He's a bit behind
in development, and his king remains uncastied. For this reason,
invading on {5 with the knight is too venturesome.

For example, if 18. N5, Black can offer material for attack by

18. . . . RheB. if White takes the trifling g-pawn, 19. Nxg7,
whether bagatelle or not, he gets more than he bargained for by
19. ... Bc5 {unveiling a threat to the queen but sacrificing the

exchange) 20. Nxe8 Rxe8 21. Be3 Bxe3 22. fxe3 Qxg3+ 23.
Qf2 Rxe3 + (safe from capture because of the queen’s pin} 24.
Kft Qxf2+ 25. Kxf2 Ng4+ 26. KfT Nf4, when Black’s knights
dominate the play.

18. Bgs ...
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Kasparov develops his queen-bishop to its optimal square
and prepares for queenside castling. At least this plan is better
than castling kingside, for after 18. 0-0, Black has Nfé-d5, and
the queen-bishop is stuck for a good base of operations.

18. ... Ngd

Black could stop White from castling queenside by pushing
the queen-bishop pawn to ¢5. But then the d4-knight would leap
to 5, upgrading White's position, with Kasparov still retaining
the option of castling kingside.

19. 0-0-0 ...

In general, is it better to castle kingside or queenside? This
guestion can only be answered by applying itto the given circum-
stances and then making an informed decision.

Kingside castling tends to happen more often because it's eas-
ier, there being one piece less to get out of the way. To castle
queenside, you must also find something for the queen to do.
That's not always such a good idea in the opening.

But when feasible, you should castle queenside if it's natural
and makes sense. in deciding which way 1o go with your king,
kingside or queenside, you should regard various factors.

Certainly, timeliness is important. If you must get the king out
of the center quickly, or if you need the aid of a rook, you probably
want to castle the faster way. But you have to also consider on
which side vour king will be safer afterward. You wouldn't want to
castle into a gathering storm.

Another determining factor is which way contributes most to
the attack. You might prefer to castle on the opposite side from
your opponent if you sense opportunities (¢ open his position with
advances in front of his king. in that event, you wouldn’t want your
own king exposed and in the way. So if your opponent has castled
kingside, you may conclude it's better to castie gueenside,

There can be other factors oo, such as where the endgame
might lead, the way castling affects piece deployments, and how
squares are influenced and controlled. There are no automatic
rules, so even a computer would have to think about it
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But after Deep Blue’s last move, kingside castling is not so
safe. With the Black knight hovering at g4, breakthrough sacri-
fices become possible at h4, followed by a possible queen mate
at h2. Kasparov's decision 1o go gueenside is best.

19. ... Rhe8
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Black threatens to win outright by taking the bishop on g5
with check, uncovering an attack to White’s queen on e2 along
the e-file,

20, Q2 ...

The queen shifts out of the danger zone (the e-file), still keep-
ing guard over the f2-pawn and maintaining a protective eye on
the entry point at {5.

20, ... Kbs

Black removes its king from the ¢8-h3 diagonal, away from
any annoying checks or pins.

21. Kbt

White prepares to oust the knight from g4. The immediate
kick with the bishop-pawn, 21. 32, fails to 21.. . . Bxg5+ 22.
hxg5 Ne3, forking queen and rook. But once White moves his
king (Kc1-b1) off the hazardous c1-hé checking diagonal, ad-
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KASPARCV AND DEEP BLUE ™

vancing the f-pawn up a square 1o dislodge the knight is on the
agenda.

21, ... Bxg5

Starting here, Deep Blue begins an operation designed to im-
prove the position of the Black knights. The entire sequence is
loaded with tactical barbs, just the sort of thing in which metal
mind specializes.

22. hxg5 N6e5

.
.
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Deep Blue's knight has finally branched out from the g6-
square, but what about the hanging Black pawn at h5? Can
Kasparov just take it for nothing with his rook?

This is going to require some analysis. if 23. Rxh5, then Black
follows with 23. . . . ¢5, forcing a fleeing of the White knight
from d4.

if the knight goes to {5, then Black has a pawn fork at g6,
winning either knight or rock. If instead the knight goes back to
{3, then Black trades rooks on d1, deflecting White's queen from
the defense of 2, and Black’s gd-knight eats the f-pawn, But
what happens if White tries the aggressive 24. Nd4-b5, attacking
Black’s queen?

Biack follows with 24. . . . Qb6, menacing the knight, which
can be defended by 25. a4. The key move is then 25. . . . ab,
sniping at the b5-knight and driving it back.

White can either retreat the knight to a3, or preface this by
first exchanging rooks on d8. However White replies, Black will
be able to capture on 2 (Ngdxf2}, regaining the pawn, inasmuch
as taking the knight with White's queen (Qc2xf2) allows the
Black queen to check and fork at g6, winning the errant h5-rook.

Getting back to the question, can Kasparov take the h-pawn,
23. Rhixh5? Yes, but Black recovers the pawn in a few moves,
coming away with decidedly better chances. So the champion
makes a very human decision. He wisely turns down the pawn
and improves his central position,

23. Rhel ...

Kasparov, too, is no slouch at calculating variations. With his
rook move, Rhet, he thus sidesteps all of Black’s traps. Inturn he
threatens to trap Deep Blue’s g4-knight by advancing the bishop-
pawn one square, f2-f3. if the knight then seeks sheiter at h2,
entering the fion’s den, White discovers a winning attack to it
along the second rank from the queen by withdrawing his bishop
to hl.

23, ... 5

Deep Blue beats White to the punch, countering the threat to
its own knight by attacking Kasparov’s knight first.
24, Nf3 .

This is the safest withdrawal. By going to either b5 or {5, the
knight finds itself in the outiands.
24. ... Rxd1+
25. Rxdl Nc4

Deep Blue continually finds provocative squares on which to
place the knights. On c4, the knight cannot be driven back by
h2-b32?, for Black has a forking check at a3, winning White's
queen.

26, Qad ...
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AFTER BLACK'S 25th MOVE

Did Deep Blue miss something? This looks awfully good.
Both raok and knight are under attack, but the machine’s machi-
nations have taken everything into account.

26. ... Rd8

Black’s best move. Erronecus would be to retreat the knight
to d6, when White could simply take it off with his rook,
Rd1xd6, undermining the protection for e8. If Black takes back,
Qc7xd6, White's queen cleans up, Qadxed+.

27. Rel -

Curiously, the rooks have exchanged open files. White's was
on the d-file, now it's on the e-file. Black’s was on the e-file,
now it's on the d-file. Who's on first?

Meanwhile, Deep Blue still must decide where to put its at-
tacked cd-knight. If it charges to d2 with check, White ex-
changes knights, 27. .. . Nd2+ 28. Nxd2 Rxd2, invades on the
back rank, 28. Re8 + Rd8, and centralizes the queen powerfully,
29. Qed, threatening to trade rooks on d8 and to mate by captur-
ing on b7 (don't forget the sneaky bishop at g2). And if Black, to
avoid this contingency, initiates the trade of rooks itself (him-
self?/herself?), 29. . . . Rxe8 30. Qxe8+ Qc8, White gobbles a
pawn, 31. Qx{7.
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BLACK 1O MOVE

Not desirable either is repositioning the knight to e5. If 27.
... Nce5, then 28. Nxe5 Nxe5 29. 4 Nd3 30. Re8 is lovely for
White, '

Here, the bishop is clearly the superior minor piece. It has
long-range access to the Black king, while the knight has lost
contact with the vital center squares.

27. ... Nbb6
28. Qc2 ...

The queen, having done its dirty work, withdraws to the sec-
ond rank, standing sentinel over the f2-pawn.

28. ... Qdé

The game enters a new phase. Deep Blue's plan is to oppose
gueens on the b1-h7 diagonal. With White’s queen gone or im-
mobilized, the f2-pawn is fodder.

29. 4

Kasparov makes no attempt to stop Deep Blue from carrying
out its plan. Instead he plays to keep Black’s queen-knight under
wraps by judicious use of the pawns. It's the same strategy he
used earlier in the game, when the knight occupied gé.

29, ... Qgé
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AFTER WHITE'S 20th MOVE

The alternative method of implementing the plan, 29. . . .
Qd3, is not so effective. After trading queens, 30. Qxd3 Rxd3,
White picks up an essential ternpo with his king by 31. K21

Black’'s rook will not be able to maintain its forward position
by being defended, for if the knight captures the bishop-pawn,
31 ... Nxf2z, White's rook counterattacks, 32. Re?, undermin-
ing the knight's ability to guard the d3-rook. So the rook must
retreat, say to d7. But after 31. . . . Rd7 32. b3 Nxf2, White
penetrates with 33. Re§+ Kc7 34. Ne5, and Black’s counterat-
tack, 34. ... Rd1, comes too late: 35. Nx{f7 Rpt 36. Re7.

For Deep Blue’s plan to have any chance of success, it's es-
sential that White's king stand on b1.

30. Qxg6 ...

Also possible was 30. b3 Nxf2 31. Qxgb, which is just a
transposition of moves. Not acceptable, however, is 30. Re7?%,
allowing 30. . . . Rd1#—mate! Note that White's queen is
pinned and can't capture the rook on d1.

30. ... fxg6
31, b3 vaa

Still playing to restrict the bé-knight. Deep Blue can have the
f2.pawn, for Kasparov sees how he can get it back.
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31, ... Nxf2
32. Reb .o

Here 32. Re7 is not so effective. Black opposes rooks, 32.. ..
Rd7, and after 33. Re8 + Kc7 34. Ne5, Deep Blue has the nasty
check, 34. ... Rd1+. White gets out of check, 35. Kc2, but then
Black gets real counterplay with 35. . .. Rgt.
32. ... Kc7

Deep Blue cannot save its g-pawn, so it improves the position
of its king.
33. Rxgb ...

Kasparov has recovered his pawn and now threatens the g7-
pawn, which Deep Blue defends.
33. ... Rd7
34. Nhd ... _

Kasparov’s game is looking strong. He threatens 33. Nf5,
ganging up on the weakling at g7.
4. ... Nc8!
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A marvelous counter. A human being might find this move
following the precept: Improve your worst placed piece. Deep
Blue finds it by crunching numbers.
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Kasparov must be exceedingly careful here. The tempting 35.
N5 turns out to be a mistake because of 35. . . . Ne7i, when
after 36. Nxe? Rxe7, White's rook finds itself unexpectedly en-
snared. The knight then rounds up the rook, either by 37. . . .
Nd3 and 38. ... Ne5, or by 37. .. . Ng4 and 38. . .. Ne5.
Here, the ability of the knight to move to squares of both colors
outweighs long-range proclivities of the bishop, which is idie,
confined to one color.

35. Bd5 ...

Frustrated in his attempt to win the g7-pawn, Kasparov plays
1o block the d-file. With the Black rook bottled up, Kasparov has
time to figure out another plan of attack.
35‘ * & NdG

Black’s rook may be bottled up, but its knight is breaking
free,

36. Reb

White terminates his attack on the g-pawn in order to keep
the Black knights from e4.

36. ... Nb5!

The final pirouette. The knight threatens entry at ¢3 or d4. In
this game, at least, the knight has proved itself the bishop’s
equal. Kasparov's next move, allowing the exchange of bishop
for knight, acknowledges as much,

37. cxb5 Rxds
38. Rgb ...

Back to the old stand. The attack on the g-pawn still offers
the best chance to win.

38. L Rd?
For the time being, Deep Blue holds off on counterattack,

taking a moment out to defend the g7-pawn, which it doesn’t
want 1o fall with check.

39. Nf5 Ned

Both sides move their knights into position, attacking enemy
g-pawns.
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40. Nxg7 ...
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The knight ending that arises after 40. Rxg7 Rxg7 41. Nxg7
Nxg3 offers White no winning chances whatsoever. Black’s h-
pawn is just as dangerous as White’s g-pawn. White could even
lose after 42. g6? Kd71.

48. ..
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The capture 40. . . . Nxg3? would fall into Kasparov's trap.
After 41. Ne6 +, Black’s king is in a quandary. if it steps back,
41. ... Kc8, it gets mated by 42. Rg8+ Rd8 43. Rxd8. And if
the king comes forward, 41. . . . Kd6, Black loses the exchange
to a discovered check, 42. Nf§ + and 43. Nxd7.

The time has come. Deep Blue must start a counteroffensive.

41, Kc2 Rd2 +
42. Kcl “as

And not 42. Kb1, which wouid allow Deep Blue to set up a
drawing mechanism by 42. . . . N¢3 + 43, K1 (not king to the
corner, 43. Kal??, because the rook captures with mate, 43. ...
Rxa2#)43. ... Re2. Once the rook and knight are in their proper
positions, there is no way to stop perpetual check {actuaily a
draw by threefold repetition). The knight simply goes from ¢3 to
a2 to 3 to a2, and 8lack claims a draw.

42, ... Rxa2

Clearly, Black’s rook must be disengaged from the attack of
White’s king. Otherwise, its knight is frozen on e4, defending the
rook. It could try 42. . . . Re2, attempting to set up the drawing
configuration iust shown, but 43. Ne6 + Kd7 44. Nf4 upsets the
applecart. Now Black has nothing better than 44, . . . RxaZ any-
way, but the loss of time has allowed White to improve his
chances.

Kasparov's task is to move his rook and knight away, to unob-
struct the g-pawn so that it can advance. Since the rook can't
move without abandoning g5 to Black’s knight, it's the knight
that must move to safety first.

43. Nxh5 ...

The safest move. Kasparov eliminates the Black h-pawn,
while guarding his own g-pawn.
43. ... Nd2

Kasparov has a passed pawn, the g-pawn, and Deep Blue
wants (can it want?} a passed pawn too. The idea is 44. . . .
Nxb3 4, and the ¢5-pawn becomes a passer.

44. Nf4 ..,
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Here, it would appear, is the right moment for Kasparov to
move his rook and unblock the g-pawn’s advance. Instead, he
chooses another safe move, placing the knight on a protected
square and returning it to play. The g6-rook will move soon
enough.

44, ... Nxb3 +

Deep Blue follows through, removing the White h3-pawn,
rendering the Black c-pawn passed and hot to trof,

45. Kb1 ...

Best. Running to the kingside with 45. Kd1? lets Deep Blue's
pawn come on 00 fast.

45. ... Rd2

The rook moves to safety, observing the central d5-square,
where White might like to position his knight. Another poing,
Kasparov’s king is stalemated {though it is not stalemate, for
White has moves with things other than his king). But, since
White's king has no move, a check will do it in.

46. Reb .

The White rook finally makes its move, and at last the g-pawn
is ready to run. So, 100, is the Black c-pawn.

46. ... c4
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Threatening 47. . . . ¢3 and 48. . . . Rb2#. White must recall
his rook to cover the ¢3-square.
47. Re3 v

The rook has to do the job of controlling ¢3. Returning the
knight, 47. Ne2, abandons control of d5. And Black’s rook
promptly steps up, 47. . . . Rd5, where it will pick off the White
b5-pawn and still have time to come back to g5 to keep watch
over the g-pawn,
47. ... Kbb

a b ¢ d e §f g b
WHITE TO MOVE

One thing that distinguishes the endgame from the other two
phases {the opening and middiegame} is use of the king. For safety,
it’s usually tucked away in a corer by castling in the opening. But
once the queen and a few other pieces disappear from the board,
there’s less danger of suddenly being checkmated.

It therefore makes sense to empower the King as soon as the end-
game begins, bringing it back to civilization, so to speak. After all, if
has both attacking and defensive muscle, circumambiently guarding
all the squares in its immediate area. The strong player knows that
employing this valuable weapon may be the very step needed to win
or save the game.
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Starting here, the game moves into its final stage. The Black
king will march down the board, looking to entrap its White
counterpart. Simultaneously, the White g-pawn will rush up the
board, hoping to promote.

48. g6  Kxbs
49. g7  Kba!

And the players agreed to a draw. The match remains tied
after five games, 2.5-2.5, with three draws and one win each.

L T ™. T LS [ - -

THE FINAL POSITION
DRAWN

A sudden and dramatic conclusion, which took everyone by
surprise. After White queens his pawn, 50. g8/Q, Black forces
perpetual check by 50, ... Rd1+ 51.Kc2 Rd2+ 52.Kb1 Rd1 +,
etc.

Many players might have stopped their analysis once they
realized the g-pawn promotes, thereby overlooking this great re-
source. Being suddenly behind by a queen is enough to dissuade
anyone from looking further. But not a supercomputer, which
considers everything on its horizon. In this case, guantity be-
came quality. The machine won over many converts, artfully
fashioning a solution that speaks to the poetry of the game,

The match is tied 2.5-2.5.
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write: Deep Blue

rack: Garry Kasparov

orening: Caro-Kann Defense

o cone: B17

" THE MOVES
NO. WHITE BLACK N3, WEHTE BLACK
1. ed cb 11. Bf4 b
2. d4 ds 12, a4 Bb7
3. Nc¢3 dxed 3. Rel Nd5
4. Nxed4 Nd7 14, Bg3 Kc8
5. Ng5 Ngf6 15.  axb5 exbs
6. Bd3 eb 16.  Qd3 Bch
7. NIf3 h6 17. Bf5 exf5
8. Nxet Qe7 18. Rxe7 Bxe?
3. 00 xeb 19. ¢4 Black resigns
10. Bgb+  Kd8 (1-0)

result: Deep Blue wins in 19 moves

score: Deep Blue 3.5—Kasparov 2.5
Deep Blue wins match
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DEEP SIXED BY DEEP BLUE

7 hat can we say about this game? It will undoubtedly go

down as one of the most famous games in the annals

of chess. Not only because it’s the worst beating world-cham-

pion Kasparov has ever suffered, but also for its import in the
history of civilization.

The opening began as a Caro-Kann Defense, which Kasparov
had experimented with in his earlier years. it quickly reached a
point where the champion allowed Deep Blue to make a familiar
sacrifice of a knight for attack. Since the gambit is widely known,
did Kasparov allow it because he had discovered a refutation?

If he had, it’s still a well-kept secret. Deep Blue wasted no
time taking command. Forcing Black’s king to move, the ma-
chine reduced the Black forces to an inarticulate huddle, with
pieces stumbling over each other,

With the noose tightening around his neck, and Deep Blue
about to pounce on some good material, Kasparov tried a last-
ditch queen sacrifice, hoping to break the attack and turn the
game around. But Deep Blue consumed the queen without relin-
quishing the fury of its attack, and after a cutting pawn move,
the champ’s position was in ruins.

in unceremonious fashion, after having played a mere eigh-
teen moves over a peried of only an hour, Garry Kasparov, the
strongest human chess player of all time, got up from the playing
table, resigned, and walked off in a huff. He had lost the game,
the match, a pile of money, and a great deal of prestige. Forever
after, he will be remembered as the first chess champion to be
trounced by a supercomputer.
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White Black
Deep Blue Garry Kasparov
1. e4 cb
. d4 ds

i o
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WHITE TCQ MOVE

In game four, with the Black pieces, Kasparov tried the little
creeping move, d7-dé. Here, in the final and decisive sixth game
of the match, he returns 1o the opening of his youth, the solid
Caro-Kann Defense.

And here the computer must decide what to do about its at-
tacked e4-pawn. Deep Blue can advance it, 3. e5, exchange it,
3. exd5, or protect it

3. Nc3 ...

The traditional method of guarding the e4-pawn. White de-
velops its queen-knight to its optimal square. Even today, this
old respected move is considered to be White's most promising
course,

3. ... dxed

Kasparov exchanges pawns, releasing the tension in the cen-
ter. There is really nothing better. For the attempt to increase the
pressure on the ed-square by 3. .. . Nf6 is strongly answered by
4. e5, attacking the knight.
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BLACK TO MOVE

The standard position of the Caro-Kann Defense has been
attained. With both a pawn and a knight in the center, White
has the makings of a positional advantage. Clearly, Black must
begin to challenge White for control of central points, and this
is done in the Caro by going after the e4-knight,

The original method of Horatio Caro {1862-1920) and Mar-
cus Kann (182086} was to develop the king-knight, 4. . . . Nf6,
forcing the e4-knight to come to a decision: either back off or
exchange.

Normally, White will opt for the exchange, 5. Nxf6 +, when
Black will have to recapture with either the e-pawn or the
g-pawn, concomitantly accepting doubled pawns, While there
is nothing terribly wrong with this line, it has fallen out of fash-
jon. Most modern masters prefer not to incur doubled f-pawns if
they don't have to.

A second method is to play 4. . . . BfS, developing the queen-
bishop with attack on the e4-knight. The world champion of the
19203, José Raul Capablanca (1888-1942), set a certain vogue
for the bishop move when he used it in back-to-back games in
the New York 1927 tournament.

Capa’s move, 4. . . . Bf5, has been dubbed the Main Line,

BUPRRNIIREY .

KASPAROGV AND DEEP BLUE 147

and to this day, it’s still considered Black’s most solid line in the
Caro. The one drawback is that Black has very few chances to
win, He can usually make a draw, but winning requires that
White overplay his hand.

Finally, there is the method used by Kasparov in the present
game. It's a refined way of getting the knight o 6, without shoul-
dering the doubling of f-pawns,

4. ... Nd7

e T T~

WHITE TO MOVE

This move alsc has a long pedigree: Aaron Nimzovich
(1886-1935) in the 1920s, Salo Flohr (1908--83) in the 1930s,
world champions Tigran Petrosian (1929-84) and Vassily Smy-
stov (1921~ ) in the 19508 and 1960s, and in the 1980s, Anatoly
Karpov {1951~ ), Kasparov's predecessor on the chess throne,

The idea behind moving the knight to d7 is clear. Black in-
tends to develop the other knight to 6, and in the event White's
knight takes Black’s, the d7-knight recaptures, preserving Black’s
pawn structure. If there is a drawback to Black’s knight move,
it’s the hemming in of the ¢8-hishop.

5. Ng5 ...
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BLACK ¥O MOVE

A strange-looking move, of the kind you would expect a
computer to play. Sorry to disappoint you, but humans were
there first,

The knight move first atiracted attention when it was played
in a quarter finals candidates match for the women'’s world
championship, at Bad Kissengen in 1983. White won.

At the time, it was merely a footnote on the pages of opening
theory. But then, three years later, the men began to take notice,
and from a footnote, it grew into a main line.

it should be said that the move Ned-g5 was not a completely
unknown idea. It had been seen in a slightly different setting,
after 5. Bcd Ngf6, and then 6. Ng5.

Here the idea of the knight move is to attack the f7-square.
And after 6. .. . e6 7. Qe2, Black hasto be alertand play 7. . ..
Nb6! If he tries 1o chase the obstreperous knight with 7. .. . h6?,
he gets poleaxed by 8. Nxf7! Kxi7 9. Qxe6+ Kgb 10. Bd3 +
Kh5 11. Qh3#. This is not nice, but it illustrates the problems
Black has in pushing the knight out of his half of the board. These
same difficulties crop up in the present game.

Should Black now play 5. . . . h6, the knight does not have to
retreat. instead, White can boldly play 6. Ne6!, daring Black to

KASPAROV AND DEEP BLUE 14%

Although the origins of chess are lost in antiquity, the history
of the world chess championship can be easily traced. Garry
Kasparov, the current world champion, is the thirteenth in lne
since 1886, when the first official championship match between
i. . Zukertort and Withelm Steinitz was held in three North Amer-
ican cities, New York, St Louis, and New Crleans.

The winner of that event, the Prague-born Steiniiz (1836
1900}, held the title for eight years until he was defeated by Eman-
uel Lasker (1868~1941} of Germany in 1894, |asker retained the
top spot longer than anyone else, keeping it for twenty-seven years.
[r1 1921 the older Lasker was beaten soundly by the Cuban phe-
nomenon, josé Ragl Capablanca (18881942}, who in turn fost it
to Alexander Alekhine (1892-1946) of Russia in 1927, Alekhine
dropped it in 1935 to Max Euwe (1901-81) of Holland, who lost i
back to Alekhine in 1937. Alekhine kept the title until his death in
1946, the only man to die as champion,

In 1948 a special world-championship fournament was con-
tested between six of the planet’s best players, and it was won con-
vincingly by Mikhail Botvinnik (191194} of the Soviet Union.
Botvinnik lost and regained the title several times, before forever
relinquishing it in 1963.

Vassily Smyslov (1921- } held it from 1957-58, Mikhail Tal
{1936-91) held it from 196061, Tigran Petrosian {1929-84) held
it from 196369, and Boris Spassky {1937~} held it from 1969..72,
until he was annihilated by Bobby Fischer (1943 ) at Reykjavik in
1972, the event that still remains the greatest chess spectacie of all
time.

The American-born mercurial Fischer never played a single
game as champion, losing the title in 1975 by forfeit to Anatoly
Karpov (1951~} of the Soviet Union. Karpov dominated the chess
arena until 1985, when he was defeated by his nemesis, Garry
Kasparov (1963~ 3, who has held the world’s top spot ever since,
with even greater command than Karpov.

Garry Kasparoy, the thirteenth and last human world cham-
pion, has never lost a match since assuming the title in 1985, Until
now,
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capture: 6. . . . fxe6?¢ 7. Qh5 + gb 8. Qxg6#, a version of the
Fool's Mate.

The Fool’s Mate, not named after anyone In particular, is one
of the best-known finales in all chess. In #s simplest form H refers
to the shortest game possible, two moves, and it's White who loses,
For example, 1. 132 e5 2. g4 Qhd#,

There are other ways # can come about as well, s0 in a more
penerat sense it denotes any checkrnate occurring along the king-
side diagonal leading fo the king on its original sguare. The Black
king wouid be mated along the e8-h5 diagonal, and the White king
would be mated along the e1-h4 diagonal.

The crazy thing about the two-move variant of the Fool's Mate,
is that most people think, to win this quickly, one has 1o be a good
player. But as you can see, being good has nothing to do with it
The loser loses because he plays the two worst moves on the board,
without any provocation from the other plaver, nor any relation o
his opponent’s moves whatsoever,

o

Ancther sad tale, where Black held up on the capture for a
few moves, was Nunn vs. Kir. Georgiev, Linares 1988. It went:
.hé 6. Neb Qa5+ 7. Bd2 Qb6 B. Bd3 fxe6?? 9. Qh5+ Kd8

10. Ba5!, and Black lost his queen because of the pin.

You should alsc be aware that in response (0 4. . . . Nd7,
White has some perfectly good, normal-looking moves, namely
5. Nf3, 5. Bd3, and 5. Bc4. Plus there is the nasty trap that has
caught many players napping: 5. Qe2i? Ngfe?? 6. Nd6#, a
smothered mate. Try not to fall for that one,

5 ... Ngf6

The pesky White knight cannot so easily be chased away. So
Kasparov deveiops his knight, and in so doing, takes control of
the h5-square, which White's queen is now unabile to use.

6. Bd3 ...

Again it appears that Black is ready to kick the knight by
6. ... h6. Not sof The stem game, Semenova vs. Muresan, saw
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. h62 7. Neb!, and the knight is immune, for 7. . .. fxe6?? s
met by 8. Bgb#.

6. ... eb

Kasparov continues to play natural moves. The king gets
some breathing room, and the 8-bishop has a clear path to
come out. The big drawback: the ¢8-bishop does not get to
emerge off the home rank, locked in by the e6-pawn,

7. N3 ...

White also continues with natural developing moves, but at
last Black can seriously consider h7-hb.,

7. ... h6?!

Well, maybe not. The most reliable move is thought to be

. Bdé. Then, after 8. Qe2, Black can safely play 8. . . . hé,

which is the move he’s been Jooking to play all along. But what

happens if Black moves the rook-pawn on move seven, as
Kasparov does here?

8. Nxeb! ...

The knight still goes forward into Black's camp, sacrificing
itself to expose the enemy king. Even at a couple hundred mil-
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BLACK TO MOVE

lion positions a second, Deep Blue would have an impossible
task crunching through ali the moves, calculating all the contin-
gent variations, and then trying to evaluate them. Fortunately, it
doesn’t have 0.

All that is required is for Deep Blue to consult its opening
book, electronically of course. There, on the appropriate page
where this exact position occurs, it will find the move embedded
by theory: 8. Nxe6, with or without the exclamation mark.

For Kasparov, 100, the knight sacrifice is not an unknown
quantity. It is stored away in his memory cells with the evalua-
tion: “Very dangerous move for Black.” So why allow it?

The thinking in the Kasparov camp was likely that after the
sac, Deep Blue constantly would be analyzing positions in
which it would find itself behind in material. In view of the high
value the computer places on material point count, Deep Blue
might not be able to evaluate correctly the true attacking poten-
tial of White’s position. it's a very risky gamble, especially the
way Deep Blue has played overall in this match.

8 ... Qe7

Kasparov adopts the main move, pinning the e6-knight and
vacating the square d8 for his king, in anticipation of the coming
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bishop check at g6. The alternative, which nobody really trusts,
is the immediate capture of the knight by 8. . . . fxe6.

Then, in response t0 9. Bg6+, Black’s king must take up a
clumsy stance on e7. Still, this line has its points, for afier 9. . . .
Ke7 10. 0-0, Black can play 10. . . . Qc7, preventing White's
queen-bishop from playing to its appropriate square, 4. Later,
the Black king can drop back to d8, and the f8-bishop can be
developed at dé6.

This was the course of Wolff vs. Zuniga, New York 1994, a
game that Black managed to win after many adventures,

9. 00
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The tricky but timely castling move, where you get to move
two pieces on the same turn, and it's not considered cheating.
In case you haven’t heard, castling is advisable, and here it's
more than that. It's the only good move.

Deep Blue, by castling, removes its king from the dangerous
open e-file, unpinning its eb-knight in the process. Moreover, its
king-rook is now ready 1o take part in the proceedings.

9, ... fxeb6

The White knight was threatening to play to ¢7, forking
Black’s king and rook. It had to be taken before it could do more
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damage. And it had to be taken with the pawn. For 9. . . . Qxe6
is out of the question, due 1o the resulting pin along the e-file,
10. Rel, when Black can kiss his gueenly Penelope good-bye for
the last time,

10. Bg6+ ...

An essential follow-up to the knight sacrifice. The Black king
must move toward the center, forfeiting the castling privilege,
and the Black g-pawn is held in place, jamming up Bilack’s
forces.

One of the aims of the opening is to delay or actually prevent the
other side from castling. Keep the king in the center and it becomes
the fox in a hunt,

There are various ways to do this, including tying the king down
to defensive chores, guarding squares it would have to pass over in
the act of castiing, and therefore can’t, and making it move. Once the
king noves, it forfeits the right to castle, even if it goes back to ifs
eriginal square.

WHITE TO MOVE
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Kasparov's king scurries to its only safe square. t's another
question altogether if the Black king will find permanent security
on dB. The answer, based on prior experience, is probably not.

11. Bf4

The main-line move, the one most often played in past pub-
lished games. The bishop takes up its appropriate post on f4,
cutting across the center and aiming in the direction of Black’s
king.

More recently, the game Leko vs. Bakhtazde, Las Palmas
1995, saw another eleventh move for White, ¢2-¢c4, and this
could prove to be even stronger. The continuation of the game
shows that Black had enormous problems to solve: 11, c4 Qdé
12, Qe2 Qc¢7 13, Rd1 Bdé 14. Ne5 RI8 15, Bf4 Bxe5 16. dxeb
Ng8 17. Bg3 Qb6 18. Qg4 ¢5 19. Rd6 Qxb2 20. Rad! Kc7 21.
Qxed Ndf6 22, Rd7 + 1, and Black resigned.

Back to the present game,

1. ... b5

The first brand-new move of the day. Home preparation or
over-the-board inspiration? Only Garry Kasparov knows for sure.

The idea is clear, to stop White from getting c2-c4. In this
way Black secures the d5-square, where he later intends to play
the f6-knight.

Additionally, Kasparov can begin the process of untangling
his queenside pieces. The bishop at ¢8, which up to now had no
squares to move to, can start fo get around town.

It's uniikely that Kasparov's move changes the essentials of
the position in any significant way. The Black army is just too
undeveloped, crammed into a tiny space behindrits own lines,
The White forces meanwhile are free to roam over the entire
board, and can potshot any Black unit that sticks its head out,

220 a4 * %

Deep Blue is now completely on its own. There is no more
book to follow, and the advice of the a-pawn was generated by
its own internal circuitry.

The move that Deep Blue has self-produced is excellent.
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BLACK TO MOVE

Kasparov's last play has provided a target, and the computer
loses no time bringing the b5-pawn into its sights.

The immediate import is not so much to win the b-pawn,
which is presently guarded. Rather, the purpose is to open the
a-file for White’s rook.

This can occur in two ways. Black can take White’s a-pawn,
bsxa4, or White can take Black’s b-pawn, adxb5. In either case,
the a-file is opened to the al-rook, which becomes active with-
out having to be moved from its starting berth.

Activating the rooks is something only White can accomplish
in the current position. Kasparov's rooks, at least for the near
future, are stuck in the corners.

12. ... Bb7

Kasparov continues as planned, lifting his bishop off its home
square. There's the possibility that, if an exchange takes place
on b5, the diagonal of Black’s b7-bishop could be cleared of
debris.

13. Rel

Deep Blue continues to pile on the pressure by increasing
the scope of its rooks. This is something the champ cannot
counter, with his rooks at opposite poles. First White's queen-
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rook is given a shot along the a-file, then the king-rook usurps
the e-file. Moreover, there's the ghastly Black pawn on £6, with
its spectral presence, held solely by Black’s burdened queen.
¥3t L Nds

Kasparov assuages the position of his king-knight, impressing
it on the board’s center, From d5, the knight strikes out at the
unguarded {4-bishop.

14. Bg3 ...

BLACK TO MOVE

The bishop calmly withdraws, maintaining its menacing de-
meanor along the b8-h2 diagonal.

4. ... Kc8

it's a bad sign when the world champion, as early as move
fourteen, is reduced to sliding his king one square. it means that
Kasparov's position is so disorganized that useful moves can't be
found, at least not without the aid of a computer.

The d7-knight is glued to its post, having to stand guard over
the e5-square, where White would relish placing its knight.

ideally, Black would like to flee 7 with his queen, permitting
the f8-bishop to come out. But where can the queen go? If it
moves (0 b4, the king-pawn drops to White's rook, Relxeb,
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which is then positioned to threaten mate at e8. And if the queen
tries 16, it gets pinned by the bishop at h4. So what's left? A king
mve,

15, axbs ...

Time to blast open the a-file.
15, ... cxb5

A forced recapture,
16. Qd3 ...

White develops the gueen with tempo, assailing the pawn
on b5. Black doesn’t have the luxury of being able to move his
queen.

16. ... Bcb

Kasparov protects the b5-pawn with his bishop, at the same
time preparing a refuge for his king at b7,

17. Bfs! ...
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BLACK TO MOVE

Simple and strong. The eb-pawn is brought under fire, and
it's hard to find a viable defense.

17, ... exi5

Unable to defend the eb-pawn, Kasparov returns the mate-
rial, hoping to break the force of White's onslaught. So he sur-
renders his queen for practical material equivalence.

18. Rxe/ Bxe7

WHITE O MOVE

Nominally, material is close to even. Black has two minor
pieces for the queen and a couple of pawns. There’s even a
threat to trap the g3-bishop by {5-f4.

But the reality is something quite different, for material is not
the main issue. What's at stake is the coordination of the Black
forces, the safety of the Black king, and, perhaps, the dignity and
supremacy of humankind.

White's entire army is in play. The Black forces are in disar-
ray. The Black king looks pale. The future seems bleak. It's time
to buy IBM stock.

19. c4! can
Black resigns (1-0)
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THE FINAL POSITION

Deep Blue wins the match, 3.5-2.5.
For fans of Kasparov, everything was gone with the win.

in referring o Deep Blue throughout, we have also afluded to
members of s team. On a human level, many people can take
credit for the computer’s success, but several stand out as being
cardinal.

Chung-len Tan is the project manager, and Feng-Hsiung Hsu
is presently Deep Blue's principal designer. Also paramount are
programming scientists Murray Campbeli, Joseph Hoane fr., and
lerry Brody. Finally, on the chess side, grandmaster joel Benjamin
did a fantastic job overseeing Deep Blue's preparation and game
plan,

AFTERWORD

So what's it all about? What really happened? What does it
mean?

Hey, it's only a chess match that was lost, Nothing more,
nothing less. True, but the match was lost not by just anyone,
but by the world champion, and not to just anyone, but to a
machine.

Deep Blue won the match, but does this mean that IBM's
supercomputer is a stronger chess player than Garry Kasparov?
Maost experts don’t think so. Ask around and almost unanimously
they say Kasparov is still superior, though they admit the gap is
narowing.

But isn't the winner betier by definition? None of us really
believe this, especiaily when it's our favorite player or team that
loses. Were the Pittsburgh Pirates of 1960 actually better than
the team they defeated in the World Series, the awesome New
York Yankees of 19607 Are you kidding?

Of course, chess isnt a team sport, yet wasn’t it a team of
specialists that put Deep Blue in position o win? On one level,
the battle is human versus machine. But on another, isn't it also
one of individual thinking against collective intelligence?

So why did Kasparov lose? Surely, he was enervated. Most
authorities believe that Garry simply wore himself out trying to
fool the computer with ail those bizarre openings. He got advan-
tageous positions but exhausted himself in the process, working
out the intricacies of unfamiliar lines. After five of these intense
struggles, over a mere eight days, Kasparov had nothing left for
that fatefui sixth game, and it showed.

Another source of trouble for Kasparov was his own emo-
tions. 1t's hard watching the man play without becoming fasci-
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nated by his body language and facial expressions. We can
laugh at them, but these same gestures are notorious for scaring
his opponents to death. They had no effect on the machine, and
Garry wasn't able to learn from its reactions. Only Deep Blue's
operators were intimidated.

Let's also give credit to those operators and to Deep Blue
itself. This machine was twice as powerful as the previous ver-
sion, more responsive to adjustments between games, and better
equipped to evaluate nuances and abstruse chess situations.

But the truth is, Kasparov lost simply because he didn’t play
his best. in fact, he didn’t even play like Kasparov, and that was
the problem. With his eccentric choice of openings, and his
overcaution, he fought without his greatest weapons, his coutage
and britliance. These qualities were not there, and with their
absence went the champion’s chances.

Kasparov forgot the most basic principle to success: be true
to yourself. Polonius was right, and he may never have won a
chess match.

THE GAMES OF MATCH ONE:

KASPAROV

DEEP BLUE 1

The following are the six games of the first match played be-
tween Garry Kasparov and Deep Blue, at Philadeiphia, in Febru-
ary of 1996. That match was won going away by Kasparov, 4-2,
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GAME 1

PHILADELPHIA + 1996

"} DEEP BLUE M KASPAROV

1.04 ¢5 2.3 d5 3.exd5 Qxds 4.d4 Ni6 5.Ni3
Bgd 6.Be2 ¢6 7.h3 Bh3 8.0-0 Nc6 9.Be3 cxdd
10.cxd4 Bb4 11.a3 Ba5> 12.Nc3 Qd6 13.Nb5 Qe7
14.Ne5 Bxe2 15.Qxe2z 0-0 16.Racl Rac8 17.Bgs
Bb6 18.Bxf6 gxf6 19.Nc4 Rid8 20.Nxbé axbé
20.R6d1 5 22.Qe3 Qf6 23.d5 Rxd5 24.Rxd5 exd5
25.b3 Kh8 26.Qxbe Rg8 27.Qc5 d4é 28.Nde 4
29.Nxb7 Ne3 30.Qd5 f3 31.g3 Nd3 32.Rc7 ReB
33.Nd6 Ret+ 34.Kh2 Nxf2 35.Nxf7+ Kg7
36.Ng5+ Khé 37.Rxh7+
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BLACK RESIGNS
1-0
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GAME 2

PHILADELPHIA + 1996

[.] KASPAROV W DEEP BLUE

I.Nf3 d5 2.d4 e6 3.g3 ¢5 4.8Bg2 Ncb 35.0-0 Nfe
6.c4 dxc4 7.Ne5 Bd7 B.Na3 cxd4 9.Naxcd Bcs
10.Qb3 0-0 11.Qxb7 ,Nxe5 12.Nxe5 Kb8 13.Qf3
Bdé 14.Ncb Bxc6 15.Qxco6 e5 16.Rb1 Rb6 17.Qad
Qb8 18.Bg5 Be7 19.b4 Bxb4 20.Bxfo gxf6 21.Qd7
QcB 22.Qxa7 Rb8 23.Qad4 Bc3 24.Rxb8 Qxb8
25.8e4 Qc7 26.Qa6 Kg7 27.Qd3 Rb8 28.Bxh? Rb2
29.Be4 Rxa2 30.h4 Q8 31.Qf3 Ral 32.Rxal Bxal
33.Qh5 QhB 34.Qgd+ Ki8 35.QcB+ Kg7 36.Qgd+
Ki8 37.Bd3 Ke7 38.Bc6 Ki8 39.Bd5 Ke? 40.Qf3
Bc3 41.Bc4 QeB 42.Qd5 Qe6 43.Qb5 Qd7
44.Qc54+ Qd6 45.Qa7+ Qd7 46.Qa8 Qc7
47.Qa3+ Qd6 48.Qa2 5 49.Bxf7 ed 50.8h5 Qf6
51.Qa3+ Kd7 532.Qa7+ Kd8 53.Qb8+ Kd7
54.Be8+ Ke7 55.Bb5 BdZ 56.Qc7+ Ki8 57.Bc4
Be3 58.Kg2 Bel 359.Kf1 Be3 60./4 exf3 61l.exf3
Bd2 62.44 Ke8 63.Qc8+4 Ke7 64.Qc5+ Kd8
65.Bd3 Be3 66.Qxi5 Qb 67.Qi8+ Kc7 68.Qe7+
Kc8 69.Bf5+ Kb8 70.Qd8+ Kb 71.Qd7+ Qxd”
72.Bxd7 Kc7 73.Bb5
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B | GAME 3

PHILADELPHIA » 1996

&
7

l.ed <5 2.¢3 d5 3.exds Qxd5 4.d4 Nf6 5.Nf3
Bgd 6.Be2 e6 7.0-0 Ncb 8.Be3 cxdd 9.cxdd Bb4
10.a3 Ba5 11.Nc3 Qdé6 12.Ne5 Bxe2 13.Qxe2
Bxc3 14.bxe3 Nxe3 15.Bf4 Nf3+ 16.Qxf3 Qds

17.Qd3 Rc8 18.Rfc1 Qc4 19.Qxc4 Rxcd  20.Rabi
BLACK RESIGNS b6 21.Bb8 Rad4 22.Rb4 Ra5 23.Rc4 0-0 24.Bd6
10 Ra8 25.Rc6 b5 26Kf1 Rad 27.Rbi ab 28.Ke2 h5

! 29.Kd3 Rd8 30.Be7 Rd7 31.Bxf6 gxfo 32.Rb3 Kg7
33.Ke3 e53 34.83 exdd+ 35.cxd4 Re7+ 36.K3 Rd7
37.Rd3 Raxd4 38.Rxd4 Rxd4 39.Rxaé b4
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GAME 4

PHILADELPHIA + 1996

[ KASPAROV M DEEP BLUE

1Nf3 d5 244 ¢6 3.c4 eb6 4.Nbd2Z Nf6 5.e3
Nbd7 6.Bd3 Bdée 7.4 dxed B.Nxed Nxed 9.Bxed
0-0 10.0-0 h6é 11.Bc2 e5 12.Rel exdd 13.Qxd4
Bes 14.Qc3 a5 15.a3 Nf6 16.Be3 Bxe3 17.Rxe3
Bg4 18.Ne5 Re8 19.Rael Be6 206.64 Qc8 21.h3 b5
2265 Bxcd 23.Nxc4 bxcd 24.Rxe8+ NxeB8 25.Red
Nf6 26.Rxcd Nd5 27.Qe5 Qd7 28.Kgs f6 29.Qd4
Kh7 30.Red4 Rd8 31.Kh1 Qc7 32.Qf2 Qb8 33.Bad
5 34.Bc6 ¢4 35.Rxcéd Nbd 36.Bf3 Nd3 37.Qh4
Qxb2 38.Qg3 Qxa3 39.Rc7 Qf8 40.Ra7 Ne5
41.Rxa3 Qf7 42.Rxe5 fxe5 43.Qxe5 Re8 44.Qf4
Qf6 45.Bh5 Rf8 46.Bg6+ Khg 47.Qc7 Qd4 48.Kh2
Ra8 49.Bh5 Qf6 50.Bg6 Rg8
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GAME 5

PHILADELPHIA ¢ 1996

L] DEEP BLUE W KASPAROV

T.ed e5 2.Nf3 Nf6 3Nc3 Nc6 4.d4 exdd 5.Nxd4
Bb4 6.Nxc6 bxcé 7.Bd3 d5 B.exd5 cxd5 9.0-0
0-0 10.Bg5 ¢6 11.Qf3 Be7 12Rael Re8 713.Ne2
h6 14.8f4 Bd6 15.Nd4 Bgé 16.Qg3 Bxid 17.Qxf4
Qb6 18.c4 Bd7 19.cxd5 coxd5 20.RxeB+ Rxé8
21.Qd2 Ned4 22.Bxed dxe4 23.b3 Rd8 24.Qc3 5
25.Rd1 Be6 26.Qe3 Bf7 27.Qc3 4 28.Rd2 Qf6
29.g3 Rd5 30.a3 Kh7 31.Kg2 Qe5 323 e3
33.Rd3 e2 34.gxf4 e1Q 35.xe5 Qxc3 36.Rxc3
Rxd4 37.b4 Bc4 38K2Z g5 39.Re3 Be6 40.Rc3
Bc4 41.Re3 Rd2+ 42Kel Rd3 43.Kf2 Kgb6 44.Rxd3
Bxd3 45.Ke3 Bc2 46.Kd4 Kis 47.Kd5 b5
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WHITE RESIGNS
0-1
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GAME 6

PHILADELPHIA ¢ 1996

] KASPAROV B DEEP BLUE

1.Nf3 d5 2.d4 c6 3.c4 e6 4.Nbd2 Nf6 5.e3 5
6.b3 Nc6 7.Bb2 cxd4 8.exdd Be?7 9Rct 0-0
10.8d3 Bd” 11.0-0 Nh5 12.Ret Nf4 13.Bb1 Bd6
14.g3 Ng6 15.Ne5 Rc8 16.Nxd7 Qxd7 17.Nf3 Bb4
18.Re3 Rfd8 19.hd Nge7 20.a3 Ba5 21.b4 Bc7
22.¢5 Re8 23.Qd3 g6 24.Re2 Nf5 25.Bc3 h5
26.b5 Nce? 27.Bd2 Kg7 28.a4 RaB 29.a5 ab
30.b6 Bb8 31.Bc2 Nc6 32.Badé Re7 33.Bc3 Neb
34.dxe5 Qxad 35.Nd4 Nxd4 36.Qxd4 Qd7 37.Bd2
Re8 38.Bg5 Rc8 39.Bf6+ Kh7 40.c6 bxc6 41.Qcd
Khe 42.Rb2 Qb7 43.Rb4
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BLACK RESIGNS
1-6

SOURCES

The following is a listing of the various sources for the informa-
tion presented in this book.

The New York Times, articles by Robert Byrne and Bruce Weber
America Online, commentary by Yasser Seirawan

On-site commentary by Yasser Seirawan, Maurice Ashley, and
Mike Valvo

Match Bulletins by Malcolm Pein, Neil McDonald, and Chris
Duncan

Personal conversations with various analysts, including Walter
Shipman, John Fedorowitz, Nick DeFirmian, Michae! Wilder,
Tag Taghian, and John Fernandez
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