
Comprehensive Chess Course, Volume II
Lesson 7 Homework

(Answers are in the book.)

I. The solutions to Diagrams 256-261 in-
volve the tactical device of “double at-
tack.”

256

0ZqZ0ZkZ
o0o0Z0o0
0o0Z0ZNZ
Z0Z0ApZ0
bZnZ0Z0Z
Z0Z0ZrOr
POPZ0Z0O
ZRZRL0J0

Find all possible double attacks with White to
play and with Black to play (do not move a piece
to a square where it can be captured for nothing
or by a less valuable man).

257

0Z0Z0Z0Z
Z0Z0Z0Zn
0a0ZkZ0Z
Z0Z0Z0Z0
0Z0Z0Z0Z
Z0Z0ZQZ0
rZ0Z0Z0Z
Z0ZKZ0Z0

White to play. Find all possible double attacks.
Which is the best? (Do not put your Queen un-
der attack.)
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258

rZ0Z0skZ
o0Z0Z0Zp
0o0o0ZpZ
Z0oPZpZ0
0ZPm0O0Z
ZPZ0ZBO0
PZ0Z0Z0O
L0Z0J0S0

Black to play. Find the best move.

WHITE BLACK
1.
2.
3.
4.

259

rZ0Z0ZkZ
ZNZ0ZpZ0
0Z0ZbZ0Z
Z0Z0Z0Z0
0Z0Z0Z0Z
Z0Z0ZRO0
0Z0Z0Z0J
Z0Z0Z0Z0

Black to play and win a piece.

WHITE BLACK
1.
2.
3.
4.

260

0Z0j0s0Z
Z0Z0Z0Z0
0Z0ZnZ0Z
Z0o0Z0ZR
0Z0l0Z0Z
Z0Z0Z0O0
0Z0Z0OKZ
Z0ZQZ0Z0

White to play and win Black’s queen.

WHITE BLACK
1.
2.
3.
4.

261

0a0Z0Z0Z
m0Z0Z0Z0
0Z0Z0Z0Z
Z0J0Z0Z0
0Z0Z0Z0Z
Z0Z0Z0Zk
0Z0Z0Z0Z
Z0Z0Z0Z0

White to play and win a piece.

WHITE BLACK
1.
2.
3.
4.
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II. In Diagrams 262-267 find combinations
that use the tactical device of “double at-
tack.”

262

0Z0s0l0Z
opjbZ0Z0
0ZpZpa0Z
Z0Z0Z0Z0
0Z0Z0M0Z
O0O0Z0Z0
0OBL0Z0Z
J0ZRZ0Z0

White to play and win a piece.

WHITE BLACK
1.
2.
3.
4.

263

0Z0l0Z0Z
Z0o0Z0Zp
0Z0Z0ZpZ
Z0ZkZpM0
0Z0a0Z0O
ZPZ0Z0O0
0ZKS0O0Z
Z0Z0Z0Z0

White to play and win Black’s Queen.

WHITE BLACK
1.
2.
3.
4.

264

QZ0Z0Z0Z
Z0Z0Z0ok
PZ0M0ZpZ
Z0Z0Z0l0
0Z0ZPZ0Z
Z0Z0ZpZ0
0Z0Z0Z0O
Z0Z0Z0ZK

White to play and win.

WHITE BLACK
1.
2.
3.
4.

265

0Z0Z0Z0Z
Z0Z0Z0Z0
PZ0Z0Z0Z
s0Z0Z0Z0
0Z0Z0AKZ
Z0j0Z0Z0
0M0Z0Z0Z
Z0Z0Z0Z0

White to play and win.

WHITE BLACK
1.
2.
3.
4.
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266

0Z0Z0Z0Z
Z0Z0Z0ok
0Z0Z0Z0o
Z0Z0Z0Z0
0Z0Z0Z0Z
Z0Z0Z0OB
0Zbs0Z0O
Z0S0Z0J0

White to play and win a piece.

WHITE BLACK
1.
2.
3.
4.

267

0Z0a0Z0Z
Z0ZkZpZp
0o0O0ZpZ
sPZ0Z0Z0
0Z0Z0Z0O
Z0Z0A0O0
0Z0Z0OKZ
ZRZ0Z0Z0

What will happen if Black captures the pawn on
d6?

WHITE BLACK
1.
2.
3.
4.

III. The solutions to Diagrams 268-273 make
use of the “rule of the square.”

268

0Z0Z0Z0j
Z0Z0Z0Z0
0Z0Z0Z0Z
Z0Z0Z0Z0
0O0Z0Z0Z
Z0Z0Z0Z0
0Z0Z0Z0Z
Z0Z0Z0ZK

What happens if it is White to play? If it is
Black to play?

269

0Z0Z0Z0Z
Z0Z0ZpZ0
0Z0ZpZ0Z
Z0Z0Z0Z0
0Z0O0Z0Z
Z0Z0ZkZ0
PZ0Z0Z0Z
Z0Z0ZKZ0

White to play. How should the game end?

WHITE BLACK
1.
2.
3.
4.
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270

0Z0Z0ZkZ
Z0Z0Z0Z0
0Z0Z0Z0Z
Z0Z0Z0Z0
0Z0ZKo0Z
Z0Z0Z0Z0
0Z0Z0Z0Z
a0Z0Z0Z0

Can Black to play win?

WHITE BLACK
1.
2.
3.
4.

271

0Z0Z0Z0J
Z0Z0Z0Z0
0Z0Z0Z0Z
Z0Z0Z0Z0
0ZNZ0Z0Z
Z0jPZ0Z0
0Z0Z0Z0Z
Z0Z0Z0Z0

White to play and win.

WHITE BLACK
1.
2.
3.
4.

272

0Z0Z0Z0j
Z0Z0Z0o0
0Z0Z0Z0o
Z0Z0Z0Z0
0Z0Z0Z0Z
Z0Z0Z0o0
PZ0Z0Z0a
Z0Z0ZKZ0

White to play. Queen your own pawn while stop-
ping Black’s.

WHITE BLACK
1.
2.
3.
4.

273

0Z0S0Z0Z
Z0Z0Z0Zp
0Z0ZpZpj
Z0Z0Z0Z0
0Z0Z0Z0Z
O0Z0Z0Z0
0OKZ0Z0Z
s0Z0Z0Z0

White to play and win.

WHITE BLACK
1.
2.
3.
4.
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