Marshall/Showalter
Centennial

This year marks the 100th
anniversary of one of the last
matches for the title of U.S. cham-
pion. It was a match no one expected
to take place: Frank Marshall had
assumed he was champion after the
titleholder, Harry Pillsbury, died in
1906. But a better claim was staked
by the man Pillsbury had succeeded
as champion, Jackson Whipps
Showalter. To settle the issue once
and for all, Marshall defeated
Showalter in 1909 by a score of
seven wins to two, with three draws.
Games from the Marshall-Showalter
rivalry provide our quiz positions
this month. In each one, you are
asked to find the quickest way to
win. For solutions, see page 71.
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Shannon, now called the “father of
information theory,” proposed in that
1949 lecture that programmers use the
same point-count system that humans
do—nine for a queen, five for a rook and
so on down to one for a pawn.

But he added something new: The
weakness of a doubled pawn can also be
quantified, at minus half a pawn. Since
Shannon posited bishops and knights as
being equal, this means White is already
a half pawn ahead in the diagram.

It is harder to quantify the value of a
tempo, the other benefit of BxN. But
today’s GMs, influenced by machines,
are increasingly willing to trade the bishop
if it saves a tempo—regardless of whether
it inflicts pawn damage. You see this in
popular lines such as 1. d4 Nf6 2. Nf3 e6
3. Bg5 h6 4. Bxf6!? and 1. d4 Nf6 2. c4
e6 3. Nc3 Bb4 4. Qc2 0-0 5. a3 Bxc3+.
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Problem I

Jackson Showalter
Frank Marshall

PP
=

%
- W e
.. A 1
e
/E/// /
W mim
////// L.
x 7

_
Black to play

Problem IV

Frank Marshall
Jackson Showalter
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White to play
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And computers are telling us more
about “putting the question.” They don’t
have a problem making the kind of pawn
moves that we were warned against when / /
we had three-digit ratings. A machine I
Bg4 pin with h2-h3 and

Bh5 with g2-g4! with a /
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clear conscience. Today’s masters are
beginning to agree that loosening the

Problem II

Jackson Showalter
Frank Marshall
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White to play

Problem V

Frank Marshall
Jackson Showalter
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Problem III

Jackson Showalter
Frank Marshall
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Black to play
Problem VI

Jackson Showalter
Frank Marshall
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White to play
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pawn structure isn’t so scary after all.

Indefensible

Conventional wisdom tells us the
defender errs much more often than the
attacker and therefore we should avoid
positions that seem even slightly dubious.
Machines disagree.

“Computers teach man not to fear dif-
ficult positions,” David Bronstein said in
a 2002 interview, recently published on
the ChessPro website. “You know, a com-
puter can defend any ‘hopeless’ position,
from a human point of view, finding
incredible, again from the human view-
point, moves.”

King as defending piece
GM Levon Aronian
GM Loek van Wely
Wijk aan Zee 2008

(see diagram top of next column)

The natural defense to Black’s threat of
.. Bxe3 is 12. Nd1. That makes sense
because White seems to be forced onto the
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defensive.

But if you remember our first example
this month you know that 12. Ke2! is
not only playable but possibly stronger.
White can attack (13. h3! and 14. g4!) with
his king sitting on e2, even if the center
is opened.

Play went 12. ... Nh6 13. h3 Nf5 14. g4
Ne7 15. Rb1 a5 16. e4!. Black went down-
hill quickly, 16. ... Bb7? 17. f5 Bd4 18.
exd5 Bxe5 19. Be3 Qc7 20. Rbcl b4 21.
dxc6 Bxc6 22. Ne4 Rd8? (22. ... 0-0!) and
lost following 23. f6 Nd5 24. Rxc6 Qxc6
25. Rcl Qd7? 26. Nd6+ Qxd6 27. Bb5+
Kf8 28. Bc5.

“Think different” was the memorably
ungrammatical Apple computer slogan
of a decade ago.

“Think the same as us” is what the
computers are saying now.

I think they’re right. l
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