
Playing your 1st game vs Deep Tactics 
 

 You have just learned the moves and want to play a game of chess. Deep Tactics 
was originally designed as a professional trainer and is adapted here for true beginners.  
 

You must install Deep Tactics on your computer. Put the disc in the DVD tray 
and follow the on-screen instructions. Select “Everyone” on the install option screen 
unless you want to be asked for your computer password to play chess each time. Once 
Deep Tactics is installed it will place a horse head icon on your desktop with the title 
Deep Tactics 6.0 (or other version) beneath it. Double click on the icon to start the 
program. 

 
If you are already a good player and computer user you can go to the upper right, 

click on the help tab and select “Start Here” to print out the quick start guide and tips 
sheets. 

 
 
Once the main screen is up you can maximize it and adjust the windows by 

holding the mouse down on the edges of each window to resize them. 

 
 

1. In the upper right you will want to click on the tab which says “Time Control”.  
 

 Here you will give yourself 1 hour to play 
all your moves. Change your time to 1 hour and then left-click on the blue line which 
says Player. This will make the 1 hour time limit your default limit from now on. Just 
leave the computers at 5 minutes since it plays speed chess at Grandmaster level already. 
 



2. Now in the lower left on the “engine” tab we will select the playing strength 
according to a USCF level that you want the computer to play against you. You 
do this by clicking on the drop down arrow to change the list. Scroll up to 200 
Beginner and select it from the list. 

 

 
 

3. Lets select the color we want to play. You do this by clicking on the flip board 
icon below the board and to the left of the replay arrows. You always play with 
your color at the bottom of the board.  Then click on “Play Game” to start 
playing.  

 

 This starts your clock in the upper right when it is your 
move. To move a piece, simply left click on it and the mouse will pick it up and let you 
move it to the square you want it to land on. The computer will not let you play an illegal 
move. 
 

 The computer will then think and make its 
move.  
 
 



 

 The last move made by either color appears 
as a blue square designating where the piece was moved from and the red square showing 
where it is moved to. 
At the beginner level the computer will pick moves at random like any true beginner 
child. You can very quickly learn to beat with a few good habits- 
 [Use a notepad to help you make these practices into a habit.] 
 

A) Write down before you make a move every possible check and every possible 
capture in 2 columns for both sides. Do this for every move of the game. You 
will not see any captures for the first 2-3 moves but as the game goes on, more 
an more captures become possible as well as check (attacking the enemy 
King) and Checkmate (winning the game). 

B) Now before making your move, click on the LM (Legal Moves) button at the 
upper left of the board screen. This creates a window with a list of all the legal 
moves and captures on it. 

 

                 In my game, you can see here that Black played P-
d5 and can now capture my Pawn on e4.  

 
It is Whites move (my move). My list shows that I can capture his Pawn of the same 
value with exd5. On the right side is the list of captures the computer can make and he 
can capture my unprotected pawn on d4 with dxe4 on his next move. There is also a 



surprise check early in my game on move 2 for Black with Qa5+ (the + sign means check 
and ++ or # means checkmate). If you left click on the move in the list window it will 
display the move on the board and anything that move will attack on the next move. 

 
 

C) Compare your list to the computers to see how many mistakes you made and 
what you may have missed.  
 
The computer evaluates the value of the pieces and will tell you when more valuable or 
unprotected pieces are under attack.  
 
By writing the captures and checks down you will quickly learn to see 1 move ahead by 
both sides, moves which are critical in playing tournament chess. Usually by the end of a 
40 move game of doing this you will rarely miss captures and checks which means that 
you don’t give pieces away for free and every time the opponent does this you will 
always capture his more valuable or unprotected piece.  
 

D) Repeat playing and writing down the captures and checks until you beat the 
computer in a game by capturing its King or it resigns. This will instill the habit of 
patience and not giving away pieces (bad mistakes or blunders). Once you have 
completed this you will be ready to specialize in checkmating skills. 
 
For ideas on how to play better chess, watch the slideshow “the complete chess course” 
under the chess training tab at the upper right. 
 
 
 



3. Become an Expert at Checkmates in one move!! 
 

A critical skill in winning chess games is the ability to see ahead. In order to 
checkmate you must be able to see one move ahead- checkmates or the games could go 
on for hundreds of moves. Grandmasters can typically see 10-15 moves ahead in critical 
lines in the endgame. Some of our checkmate puzzles are 9 move deep. 

 
To practice checkmate puzzles, you need to copy the checkmate databases from 

the checkmate DVD to your hard drive. Put the Checkmate DVD into your disc drive. 
The simply drag and drop (or copy and paste) the databases from the DVD to your C 
drive on your computer. They must be on your computer in order for us to write to the 
databases and check off the puzzles you have completed. We no longer recommend using 
the TobyChess installer as new security features by windows sometimes interferes with 
the databases and turns them into read-only files. Copying usually works just fine. 

 
The databases are in folders with names like Bishop Checkmate tree #1, #2, etc. 

This means that there is at least one way to checkmate with the Bishop in each puzzle at 
its start position. You will find that checkmates usually involve checkmating nets in 
which pieces work together to checkmate and many pieces can sometimes deliver 
checkmate. 

 
Once you have finished copying the checkmates to your hard drive we are ready. 
1. Start Deep Tactics  
2. Click on the checkmate tab on the right side of the screen- 
 

 
 
3. Click on the blue line which says “Database; None Selected” 
This brings up a dialogue box which lets you navigate to your C drive. Find where 

you copied the checkmates and then select a folder of the checkmates you want to start 
with. Select Queen checkmates if you are a beginner. Now select Queen checkmate tree 
#1 and click on “open”. 

The Blue line should now read “Queen checkmate tree #1” 
 
 
 
 
 
 



4. Click on the Queen symbol to select it in our piece filter and then adjust the 
move numbers to 1 move checkmates as shown- 

 

 
 
5. Click on the line “Practice Solving Checkmates”. This brings up a box- 

The first time this comes up you need to click on  
“Give me another checkmate position” and the puzzle appears on the chessboard. 
 
A timer begins to run. You have 3 tries to find the answer by picking up the piece 

and moving it to your target square. After the third try, if you are wrong, a solution 
window appears. This is the checkmate puzzle on my screen- 

 The answer is Q-f7# and the game is won 
by checkmate in one move. The Queen is protected by its own Knight so the Black King 
cannot capture it and cannot move away to any square without being in check.  

 
 
 



If you get the solution wrong for 3 tries, then a solution window appears- 
 

 
 
You can double click on “White to move” in the solution window to show the 

answer or you can click on the tree expander +/- sign to its left to expand the tree. The 
piece on the board moves to the new position. There may be many solutions to longer 
checkmates with trees of more than 100 ways to checkmate. This is how you navigate to 
see them all. 

 
5. Click on “Give me another checkmate position and keep doing them until you 

get 10 in a row right. Usually beginners start out by missing 3-10 in a row and then all of 
a sudden they say “I get it” and they see how the move is checkmate and then they get 
them all correct. 

 
6. After getting 10 Queen checkmates in one correct, go to the piece filter and de-

select the Queen and then select the Rook – 

  
Do the same with the Rook (10 correct in a row) 
 
7. Complete all the pieces and Pawns (do not do the King) 
 
Once you have done this and played the game vs Beginner to a win (without help 

from the legal move list) you can play at a level above beginner and see one move ahead 
for both colors solidly. You will find that you can usually play at a level of 1000 (USCF 
rating points) in tournaments once you do not drop pieces and you capture all your 
opponents dropped pieces and can defend against and complete one move checkmates. 
Increase the computer strength to 400 and then 600 and so on and you will see that in a 
couple of days you will be at 1000 and be able to compete. 



1. Improving Your Chess Rating from 1000 to 1600 
 

 It is easy to learn chess and reach a rating of 1000 in just a few days of study. To 
improve to 1600 you will have to learn new skills and dedicate yourself to study of 1 
hour a day for about 100-200 days. 
 
 The skills you will learn include- 

Visualizing ahead, 2-6 moves in critical variations 
Recognizing common (and rare) patterns for combinations on the chessboard 
Developing pieces rapidly and effectively 
Basic Endgame concepts 
 
In every single game of chess ever played, if your opponent does not simply give 

his pieces away to you for free you will have to learn how to win them by force. This 
means seeing combinations and checkmates. This is most easily done by the practice of 
seeing the combination on the board as a puzzle and then recognizing it and knowing 
what to do when you see it again. This is accomplished by puzzle solving. TobyChess 
found that doing different kinds of puzzles helps but if you do not see the same pattern 
again for days or months, you lose the ability to easily recognize it. We have a developed 
puzzle trainers that focus on all the patterns of 10-20 common types which the player 
solves by the hundreds. By repetitive practice in many different positions, the player soon 
begins to instantly recognize these patterns and is solving puzzles in seconds that took 
him many minutes to solve only 5 minutes before.  

In Basketball and Football, players are constantly and repetitively drilled in 
fundamentals for their positions. In Chess, at this level, solving puzzles and reading 
books (replaying great games and absorbing annotations) are the equivalent to these skill 
creating drills.  

 
The tools we use to train you are – 
 
1. 156,000 Tactics puzzles for Deep Tactics 
2. 12 million checkmates. Practice doing checkmates in 2-6 moves and in piece 

pairs and triplets. 
3. Using Chess Tips & checklists to learn principles and skills of chess 
4. Recording your games and analyzing them using Deep Tactics 
5. Tournament preparation-increasing sharpness 

 
Outside books which help at this level include- 
Logical Chess Move by Move 
My System 
 
Start with easy tactics puzzles and checkmates in 2 moves. Once you make the 
breakthrough of seeing 2 moves ahead in these areas, the rest will come much easier and 
you will become a stronger player rapidly 



2. Solving Tactics Puzzles (156,000) 
 

1. Start Deep Tactics 6.0 (if you have an older version you will need to copy the 
tactics puzzle database to C: Program Files: Toby Chess Products: Deep Tactics 
so that the large database will read in). 

2. Click on “Puzzles” on the main Engine tab window 
 

 Click on the button only once. 
It may take a few minutes to load. 
 

3. A blank puzzle window will appear the first time. You will select “search” at the 
lower right in order to select an area of tactics puzzles to become an expert at.  

 
 

4. A new screen appears which lets you select puzzles from either color to win. Lets 
select White (You will want to do both colors eventually) 

 

 
 
 
 
 
 
 
 



5. There are 312 ways in which White can win material on the board. These are 
categories in which White can win a Knight for free (which we selected-it has 
4,320 puzzles) or a Knight for a Pawn and so on. 

 

 
 
Select your category and then click on OK! 
 

6. You will now see a list of the puzzles remaining for each level. Click OK. 
 

                                      
 

7. In the upper right you can click on the drop down box and select the difficulty 
level. Select “Easy” 

 

                                   Now click next puzzle and begin 
 

8. The puzzle will appear on the screen. You do not move the pieces here. You must 
look at the board and figure out the answer. You can then click on the “from and 
to” squares for the move of the piece or you can double click on the correct 
answer on the legal move list at the right of the board. You will get 3 tries and 
there is no timer running. After the third try the solution will appear below the 
board. 

 
 



9. You can transfer the puzzle to the main board in Deep Tactics and play against or 
analyze it by right clicking on the board and then selecting “Copy FEN to 
clipboard” 

                               
You can close the puzzle screen using the red X at the upper right. Deep Tactics will remember the puzzle 
you are on and return to it when you click on puzzles again. This will let you right click on the main board 
of Deep Tactics and transfer the puzzle here by selecting “Paste FEN”. You can also transfer the puzzles to 
Fritz & Chessbase by starting their programs and selecting the “S” key on the keyboard which brings up 
their setup board. You then select Paste FEN. 
 

10. Once on the Deep Tactics main board you can then select Play Game and play to 
win the material for the category you selected. 

11. Once you have completed a puzzle, select next puzzle in the upper right. 
12. If you cannot see the idea or answer you can select the arrow button at the lower 

right and the computer will calculate its best answer that the selected engine sees 
and it will then draw the arrows for the moves 1, 2, and 3 and everything each 
move attacks. This helps to visualize ahead. (you need to develop the skill of 
seeing ahead without moving the pieces) 

                
Here the Queen on move 1 moves to a4 and checks the Black King. At the same time it also attacks the 
Knight on g4. It is also common to have puzzles in which there are 2 attackers and 1 defender. When this 
happens you win material by force. You need to learn to count attackers and defenders which you can also 
do with the LM button. 
 
The computer sorted the puzzles by putting all material wins in 2-4 ply (a ply is one move on the board) in 
the easy category for the winning the Knight. This means that all common patterns to do this show up only 
in this category and you get lots of practice seeing all these types of patterns over and over again in 
different positions. Usually, the kids who we tested could do about 200 puzzles per night in about 1 hour. 
All were rated around 1200 when they started. In 90 days, all reached 1600, one was 1700 and one leveled 
off at 1900. They all essentially leveled off and did not improve beyond these ratings using puzzles alone. 
Chess is competitive and other players can see combinations ahead. To improve to expert-master level 
other skills must be learned as well. 



3. 12 Million Checkmates-Advanced 
 

 We have already demonstrated how to use the checkmate program for checkmates 
in one move. Now you are ready to try and see ahead 2 moves and more.  
 

1. Start Deep Tactics 
2. Click on the checkmate tab and select the database you want to use. Pick the one 

for the piece you want to concentrate on such as the Queen. 
3. Adjust the move to mate to 2 moves  
4. Practice solving the mates in 2 and stick with them until you get the hang of it. 

These are all checkmates from actual games and most are easy at the 2 move 
level.  

5. Once you get 10 in a row correct, you have mastered the Queen checkmates in 2. 
It is now time to teach you how to see more than one variation in your head. 

6. Select both the Queen and the Knight in the filter and stay at 2 moves. This means 
that both the Knight and Queen can deliver checkmate in 2 moves. You will also 
notice after doing them for awhile that there is a definite pattern to how the Queen 
and Knight work together to checkmate.  

 
 

7. You will see the different ways they both deliver checkmate in the solution tree. If 
you cannot find both solutions in your head, let the timer run out or click on show 
me the solution at the bottom and look at the different branches of solutions. 

 
8. After getting 10 in a row right for both pieces (write down the answers if you 

need to) then you can switch to Queen and Bishop, then Queen and Rook and so 
on until you have done all the piece pairs. Do the same for Rooks & Bishops and 
so on as well. 

 
9. Once you have mastered checkmates in 2 moves, you can select mates in 3 

moves. You can also do triplets in which 3 different pieces can deliver mates by 
different branches of the tree. 

 
 



4. Using Chess Tips & Checklists 
 

Deep Tactics has a feature which will one day teach the ideas behind all the moves on the 
chessboard correctly. Until that day we can use it to teach you the general ideas behind 
playing areas of the game of chess with greater skill and insight. We present these in 2 
ways.  

1. Chess Tips. Click on the chess tips tab to the right of the checkmate tab- 
 

                                
You can use the tree expander to reach the chapters or categories. 
 
2. We expanded Piece play and selected Bishops. We then clicked on Play. It will play all 
the ideas of using Bishops to best effects in serious chess (both audio and text). These 
principles have been extracted from about 60 of the best chess books of all time and teach 
the great general ideas that have been developed over the past 200 years.  

                    
2. You can get a printout of all these principles and more by selecting the Chess 

training tab in the upper right and clicking on every move explained. Click on the 
Checklist series to find all this great information.  

3. The best way to use this material is to have the appropriate list in front of you and 
use it to find a good reason for the move you want to make. To teach opening 
skills, I print out the 72 principles of good opening play and give it to the 
students. They have to find 1 or more good reasons on the list to make a move in 
the opening (all minor pieces and Queen developed, the King castled safely and a 
Rook moved to a good file) or they cannot make the move. This makes them think 
it through. I also have them right down the idea or at least the number so they can 
become acquainted with the idea of annotating a game.  



5. Recording your games and 
analyzing them using Deep 
Tactics 

 
 It is very important to learn to 
write down your moves from the games 
you play. You do this by writing down 
the move you make and your opponent 
makes right after the move is made. This 
helps you if you have a dispute. (If your 
opponent cheats and makes 2 moves in a 
row while you are not looking, how do 
you claim it with the tournament director 
during the game if you do not have an 
accurate record to show him).  
 
 You also need an accurate record 
of the games to put them into a computer 
and analyze your game with it. Most 
programs today play at or above World 
Champion level and almost always spot 
improvements and combinations that 
ordinary players miss. Many losses 
could have been wins. Lets learn how to 
use Deep Tactics to analyze your games.  
 
Understanding Chess Programs 
Interfaces & Engines 
TobyChess is an interface. Chessbase 
with Fritz, Shredder, etc are integrated 
interface programs. Interfaces show 
chess boards, diagrams, game move’s, 
tree’s and then usually displays the 
selected moves from them on a chess 
board as a position. The interface then 
feeds the selected position from the last 
move to a Chess Engine like Fritz, 
Shredder, HIARCS, and Ruffian with a 
Go command. The engine then 
calculates what it thinks are the best, 2nd 

best, 3rd best etc., moves from the 
position on the board and sends them to 
the interface to display. A common 
multi-line display looks like this- 
 
 

 
 
The 1st number is the best move, 2nd, 3rd, 
etc. The sign = means the position is 
equal and the number .05 on the first line 
means that if White plays e4 for its first 
move, it thinks white will be ahead by 
.05 pawns (1 pawn = 1.00 and the 
fractions represent space mobility, etc. 
The 2nd best move for d4 has a -.04 
meaning Black has the lead in evaluation 
by .04 pawns in value. The evaluation 
changes as the engine searches deeper 
and every engine sees different things in 
a position to evaluate, just like people 
do. 
 
To enter your game in Deep Tactics, 
click on Enter Game- 

 
 
The best line of analysis will appear on 
the top bar of Deep tactics.  
 
 
 
 



You can also see the multi line analysis 
by clicking on the analysis tab and then 
clicking on the + key to the right of the 
engine icon- 
 

 
 
When the analysis changes by several 
points while you are entering the moves 
it means someone just made a blunder. 
You can read the line of analysis to see 
what the best line shows will win 
material like experts do. We make this 
part easier by bringing up a box which 
tells you it is a mistake and a what you 
should have played (best line of analysis 
from the previous move).  
 

 
 
By clicking on “show me” Deep Tactics 
will draw the arrows like it does in tactic 
puzzles to show you how you will lose 
material in the position.  
 
After entering your moves, you can save 
your game into a database for later 
analysis or annotation. [Deep Tactics has 
a great annotator] 
 
 
 
 

Chess Databases 
Chess games are collected and saved in 
databases which can have many games 
or a few. In TobyChess Deep Tactics, 
you can create a (PGN-Portable Game 
Notation) database by clicking on the 
create database button- This opens a 
window which lets you save the database 
to any folder you want and give it any 
name. You can have a hundred databases 
with one game each or one database with 
10 million games, it is your choice. You 
can open and read any PGN database by 
clicking on open database. 
When you open a database, you get a list 
of games as you see above. You select 
the game you want to see (highlighted in 
grey) and then click on the “Game” tab 
at the top to view the moves for that 
game. 
 

 
 
TobyChess also makes special databases 
such as our checkmate databases and 
Tactic Puzzles which is keeps inside its 
Deep Tactics folder. The TobyChess box 
set has vast databases of 5 Million  
games, 12 million checkmates, World 
Champion games, and Tactic Puzzles 
which are usually copied from the CD or 
DVD to your computer hard drive. This 
allows you to easily find and open them 
with Deep Tactics whenever you want. 
 
 
 
 
 
 
 



Entering & Saving Games 
To enter a game in Deep Tactics, click 
on the Engine tab and then “Enter 
Game” as you see here- 

 
 
A box appears and as you make moves 
using the pieces on the board it records 
them. You can use the take back arrow 
beneath the board if you make a mistake. 
When you are done, click on “done 
Entering” and this box appears- 

 
 
Fill in the information between the “?” 
replacing the question mark and then 
click on File and Save. You then find 
and click on the database you want to 
save it into. TobyChess provides a 
default database in its own folder in 
case you forgot to make your own 
database. 
 
Annotating Games 
You have already seen one way to 
analyze a computer game using the chess 
engine multi line display. Whenever one 
side makes a mistake, the evaluation 
changes drastically by 1-10 points or 
more showing how the next player 
can win material with the best play. 
Chess book authors commonly use 

variation lines as well as chess engines 
to give you examples of the best or 
most interesting lines of play. 
TobyChess has an annotator which 
gives you a written record of a games 
moves & mistakes. Click the annotator 
check box on the main engine tab screen. 
 

 
By clicking on Deep tactics in this 
window, the annotator will take the 
selected game in the database and 
evaluate it according to which options 
are selected. The engine analyzes one 
move at a time and then records what it 
finds. 
Visual Analyzer 
By using our tactics wizard & visual 
analyzer under our Chess Teacher tab, 
you can analyze using arrows while 
entering your moves from a game. The 
arrows display the best line of play and 
all captures with Tactic Wizard & all 
analysis lines using the visual analyzer- 
Click on tactic wizard to have the 
arrows for the best line displayed as you 
enter moves. Use Update or auto-update 
to see new arrows as the engine finds 
better lines to play. 
Click on visual analyzer for complex 
positions which have many complex 
ways to attack & defend. It will show the 
arrows for the selected variation. 
The arrows also make great chess 
teaching diagrams and can be manually 
added in thd Deep Tactics interface. 
The arrows can also be changed into 
millions of different colors, borders, 
main colors or hollow-shaded and so on 
by using the Graphics tab below the 
board. 
 



6. Tournament preparation-increasing sharpness 
 

When watching basketball or football, you sometimes see a player performing at 
far above his ordinary skill level. You see this when a basketball player hits 10 baskets in 
a row. He is hot and he cannot seem to miss but he can rarely do this, even during 
practice with no defenders in his face. You see similar streaks in offensive and defensive 
football players who become heroes from what seems to be adrenaline rushes.  

 
We have observed this same phenomena in chess. A 1700 rated player from 

Nebraska goes to the Denker tournament, defeats 3 experts and draws a master 
performing at nearly 2300. He returns home and demolishes Toby (this author) at a 
Sunday skittles while eating Pizza. It was like playing a grandmaster. Then one week 
later we play again and I can win 50% of the games. How can he have lost this ability a 
week later. It had to be there to begin with (you would think). I sold the tactics program 
to an expert who wanted hard puzzles to do to warm up at the National Open a couple of 
years ago in Las Vegas. He spent all night doing puzzles and proceeded to win his section 
and several thousand dollars. He came down excited and attributed it to the Deep Tactics 
puzzles.  

 
As the creator, I know chess skill cannot rise on its own overnight to a 

permanently higher level. It is usually the slow accumulation of skill, technique, good 
habits and study which prove themselves over time. I do think I observed the “adrenaline 
or sharpness” phenomena in both these cases. One occurred without our program and one 
occurred while using it. I believe that warming up for a tournament by doing puzzles the 
night and morning before play starts may help create an increased sharpness. Players can 
prepare their minds for seeing ahead and seeing combinations easier with some warm-up 
practice. This is why players warm up before games. This gets them mentally and 
physically in a mindset to play. I believe our puzzles can help bring sharpness to your 
game as well as adding to overall skill level over time. 

 
We hope to have puzzle trainers for endgames, strategy, openings and more in the 

future. 
 
I hope the Deep Tactics program gives you years of enjoyment and helps make 

future masters of all of you. 
 
Toby  
 
[A note on engines- you can change engines in Deep Tactics.] Current 

SSDF/estimated ratings for our engines are- 
Ruffian 2670 
Fruit 2.2 2835 
Fruit 2.3 2950 
Yace  2605 
 
All others play at 2200-2500. 



1. 1600 to Master Training Program 
 

Becoming a master in chess is very different than reaching a level of 1600. It 
takes a much greater commitment of time to study and develop mastery of critical 
skills. These skills can be defined as follows- 

 
1. Know how to play each type of chess ending correctly 
2. Learn the openings and variations that you intend to play. This means the 

ideas and the key lines. Learning the master lines saves much time on the 
clock in trying to reach a playable middle-game. 

3. Higher level strategy, tactics, opening and endings books become a part of 
your essential library and must be studied and used as references. 

 
 

TobyChess can help with all these areas. We have scanned in all the 
Comprehensive Chess Endings (Russian Averbach, Smyslov-Levinfish series) 
and the entire Encyclopedia of Chess Endings. Ending mastery makes a huge 
difference in your rating and helps all phases of your game. Your author has 
studied all of the King & Pawn endings in the Averbach series and then 
completed around 700 endings in practices vs Fritz in 2002-2003 from the 
Chessbase ending study database. In 13 King & Pawn endings since then in rated 
games I am 12 wins and one draw. Over half of these should have been losses. I 
knew exactly what to do and my opponents mostly did not. My performance 
rating from these games is app. 2250 while my performance overall has been 
around 1700+. Knowing what to do correctly makes a huge difference.  

 
It took 6 weeks at 12 hours a day to complete every single ending study 

position from the book Pawn Endings and to finish the study database for Pawns. 
I estimated that to do all the endings in this way would take over 2 years of 12 
hour a day study and I decided I could make a better living in chess by creating 
better chess software than playing better chess.  

 
I scanned in all the endings books and now, with a diagram converter, we can 

turn all the diagrams in the books into interactive boards that you can use to 
drastically speed up your (and my) study of the endings. 

 
We also have vast scanned libraries of all time classic chess books and 

magazines which provide an enormous and economical reference. All these can 
be made interactive now.  

 
TobyChess also converted all the games in many databases into opening 

databases for every opening and ECO code so you can quickly find and study all 
the book lines played by masters as well as ordinary players. In the next pages we 
will show you how to use Deep Tactics to make all these options easily available 
to you. 



2. Play each type of chess ending correctly 
 

 
To learn each type of ending correctly you should start with the simplest 

which are Pawn Endings. Knowing how best to play Pawns endings helps with all 
other types of endings. We shall start with these- 
 
1. Find the Comprehensive Chess Endings (CCE) Pawn Ending book on the 

Endings DVD. Click on it to open it and begin to read it. You will need to 
know descriptive notation. If you cannot read descriptive and don’t want to 
learn it you can skip this section and go to the Pawn Endings book (ECE-
Encyclopedia of Chess Endings).  

2. When you reach a position in the book as seen here you can use the set-up 
board to play against it inside Deep tactics- 

 
3. In Deep Tactics, right click on the main board screen and a menu appears- 

                     Click on the bottom line- Setup 
 

4.  
 



5. The computer uses a 
code (FEN) to transfer the pieces setup to the main screen or to other 
programs like Fritz. Use this screen to setup a few pieces like you saw in the 
book diagram.  

6. Click on the White 
pieces to put them on the board, and then switch to Black and do the same. 

7. You can clear the board with the 
clear board icon and then place the pieces. This is handy for only a few pieces. 
You can setup a simple position in seconds this way and then right click on 
the board and select Copy FEN to transfer it to other programs. The idea here 
is to create puzzle positions from all the book examples to play against or 
analyze so you can master the ideas. You can play against different engines 
and programs which may find different defenses. Just click on Play game and 
go. You can always right click and “Paste FEN” to put the starting position on 
the board again. 


