
General Index 

Most terms are defined in the text of the paragraph(s) indexed here. For terms with more 
than one reference, the paragraph number in italics shows where a definition can be 
found. 

 

 

Accuracy, 1.30-31 

Actual play, 1.13-14, 7.1 

Added mate, 7.3 

Albino, 2.11 

Allumwandlung (AUW), 14.7 

Arrival correction: Black, 11.25; 

White, 8.15 

 

Babson task, Ch. 15 

Balbo theme, 5.9 

Banny theme, 13.14 

Battery: direct, 12.7; indirect, 12.7 

Bivalve, 10.14, 11.7 

Blend: Black, 3.9-13, 7.14; 

White, 2.14-19, 7.12; 

White and Black, Ch. 4, 7.15 

Block problem, 1.5 

Block-threat problem, 7.4 

BS wheel, 3.6, 

Byplay, 1.37 

 

Capture: Black, 5.7, 9.4; 

White, 2.4, 7.3, 12.4 

Castling, 1.16, 19.6 

Ceara theme, 11.2 

Change, 1.34, 7.4; concurrent, 7.7; 

cyclic, 13.11; reciprocal, 13.10; 

total, 7.3 

Changed mate, 1.34, 7.1, 7.4 

Check: Black, 8.4, 9.8-10, 12.3-5; 

White, 19.8 

Clearance: Black, 10.5-8; 

White, 8.11 

Combinative separation, 5.6, 7.5, 

7.16 

Combined maxima, 2.18, 3.12, 

4.2-3, 7.12, 7.15 

Complete block, 7.3, 7.8 

Concurrent mate, 1.15, 1.33, 

5.10-14 

Construction task, 1.13, 1.25 

Continued defence, 11.14 

Cook, 1.26 

Cook-try, 6.3-4 

Correction: Black, 4.7, 11.12-26; 

cyclic, 13.6; reciprocal, 13.5; 

White, 6.10, 8.13-15, 11.26 

Correction key, 8.13 

Correction try, 8.13 

Cross-check, 12.5 

Cumulative record, 2.1 

Cyclic play, 13.2 

Cyclic shift, 13.2, 13.16 

 

Dalton theme, 8.6 

Defence, 9.1-2; pure, 9.2; total, 5.3 

Different moves, 1.32 

Direct check, 12.4 

Direct mate, 1.9 

Direct stalemate, 1.9, 15.7, 17.7, 

18.13 

Dombrovskis theme, 13.13 

Double check: Black, 9.8; 

White, 12.2, 19.8 

Dual, 1.5, 1.30-31, major, 1.30; 

minor, 1.30 

Dual avoidance, 11.11, 12.12;  

cyclic, 13.7 

Duel, 4.5-8, 6.9-11, 7.15, 13.15 

Durbar, 19.5 

 

Écart, 10.2 

Economical mate, 5.11 

Effect, 11.17-18, 12.13, 13.8 

Endgame study, 1.1, 1.3, 1.6 

En passant capture, 1.15-16, 5.8, 

7.17, 10.30, 19.6 

Error, 8.14, 10.1 

Excelsior, 17.10, 19.4, 19.6 

 

Final position, 1.15 

Fleck, 5.2-5, 7.16; partial, 5.3; 

primary, 5.5; secondary, 5.5 

Fleck Karlström theme, 5.2 

Flight, 8.5, 9.11-12 

Focal pair, 10.3 
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Four-way theme, 11.17 

Free-change problem, 7.4 

 

Gamage interference/unpin, 12.11 

Game position, 1.2, 1.4, 1.6 

Gate-opening, 10.5-7 

Goethart unpin, 12.11 

Good Companions, 11.3 

Grab, 15.2 

Grimshaw, 8.12, 10.15-17 

Guard: direct, 9.3; indirect, 9.3; 

rear, 9.3; withdrawal, 9.3 

 

Half-battery, 7.7, 7.12 

Half-pin, 10.28-9 

Harmonium-pipes, 10.13 

Helpmate, 1.9, 14.10, 17.12 

Helpstalemate, 1.9, 14.11, 17.13 

Herlins, 5.10, 9.14 

Horseblocks, 10.20 

 

Ideal mate, 5.13, 7.18, 17.12 

Interference: Black, 10.12-17; 

White, 8.9, 12.9-10 

Interposition, 9.5 

 

Karlström defence, 5.3, 15.6 

Key, 1.13, 8.3-7; 

give-and-take, 10.18; 

pendulum, 13.10; quiet, 1.22; 

waiting, 8.10, 10.15 

King-walk, 17.19, 19.4-5 

 

Lačný theme, 13.16 

Legality, 1.8, 3.11 

le Grand theme, 13.14 

Length record, 1.31, Ch. 17-18;  

dual-free, 1.31, Ch. 17 

Letter problem, 1.22, 13.1 

Line-confinement, 11.13, 13.5-6 

Line-effect, 11.17 

Lines of play, 1.11-14 

 

Mainplay, 1.30, 1.37 

Mansuba, 1.22 

Many-mover, 17.1 

Masterpiece, 1.29 

Mate transference, 7.1, 7.19-20; 

cyclic, 13.12 

Mating move, 1.15, Ch. 2, 5.8, 

10.24, 10.28, Ch. 12 

Mating position, 1.15, 1.32-3, 

5.10-14, 10.24, 10.28 

Maximummer, 15.8, 19.4 

Merry-go-round, 19.2 

Miniature, 6.5, 17.2 

Minimal force, 17.2-3 

Mirror mate, 5.14 

Model mate, 1.5, 1.33, 5.11, 7.18; 

perfect/primary, 5.13; shut-off, 

5.12 

Mutate, 7.4; total, 7.4 

 

Nietvelt defence, 11.9 

Nowotny, 2.10, 8.12 

 

Obstruction: Black, 10.12-23; 

White, 8.9 

Obtrusive piece, 1.17, 10.14, 10.16 

Organ-pipes, 10.13, 10.16 

 

Pattern, Ch. 13, 19.2-4 

Pawn promotion, 1.17, 2.17, 3.11, 

4.1, Ch. 14 

Pickaninny, 3.7 

Pin-mate, 1.15, 2.4, 5.12, 7.3, 7.18, 

10.24 

Pin-model, 5.12 

Pin of White, 9.6 

Pin/unpin restoration, 8.7 

Pure mate, 1.33, 5.10 

 

Queen’s Cross, 2.7 

 

Random move, 8.13, 11.13-14 

Reciprocal play, 13.2 

Record, 1.20-25 

Reflex mate, 15.8 

Refutation, 1.12, 6.1-3, 6.7-8, 8.2, 

8.17; cyclic, 13.9; 

repeated, 1.34, 7.12 

Retroanalysis, 1.8 

Royal check, 12.3 

Rukhlis theme, 7.21, 11.23; 

ideal, 7.8, 7.21, 10.21 

 

Sacrifice, 1.3-5, 8.3, 19.7 

Schiffmann defence, 11.9, 19.9 

Self-block, 10.18-21 

Selfmate, 1.9, 14.8-10, 15.2-3, 

17.8-10, 18.3-12 

Self-pin: Black, 10.24-30; 
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by arrival, 10.24-7; 

by departure, 10.24, 10.28-30; 

White, 8.7-8 

Selfstalemate, 1.9, 14.9-10, 17.11, 

18.14 

Series-mover, 1.9, 14.13-15, 

Ch. 16, 17.14-19 

Set play, 1.11, 7.1 

Shinkman-Bláthy matrix, Ch. 18 

Short mate, 1.5 

Shut-off, 5.12, 12.6 

Somov defence, 12.9 

Square-block: defence, 9.16, 11.2; 

error, 10.12, 10.18-22 

Star flights, 7.13 

Stipulation, 1.9-10 

Stocchi theme, 12.12 

Strategic record, 8.1-2 

Subvariation, 1.14 

Switchback, 13.1, 19.3 

 

Task, 1.20-25 

Tempo, 17.5, 17.11, 18.3 

Thematic try, 8.9 

Theme A defence, 9.5 

Theme B defence, 12.9 

Theoretical maximum, 1.23 

Threat, 1.5 

Threat correction, 8.16 

Threat problem, 1.5 

Try, 1.12, Ch. 6, 8.8-17 

Try play, 1.12, 7.1 

 

Unblock, Black, 9.12-15; 

White, 8.11 

Underpromotion, 1.30, 19.6  

Unguard: by arrival, 10.4; 

by departure, 10.2; 

capture, 10.4; direct, 10.2; 

focal, 10.3; rear, 10.2 

Unpin of Black, 9.7 

Unpin of White: interference, 

10.9-11; withdrawal, 10.9-11 

 

Valve, 10.14, 11.7 

Variation, 1.14, 1.34, Ch. 3, 5.7 

Version, 1.26 

Virtual play, 1.11 

Vladimirov theme, 13.15 

 

Wenigsteiner, 17.2 

WS wheel/tour, 2.10 

 

Zagoruiko, 7.8, 7.13, 10.11; 

cyclic 13.11, 19.10 

Zeller trap, 17.16 

Zugzwang, 1.5, 8.13 


