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Chapter 1. Introduction
Welcome to the Chesstempo User Guide. This document is designed to give instructions on all
aspects of the Chesstempo site. Some of the features described in this guide are only available to
Premium members of the site. To see more information on which membership levels have access to
a particular feature, please see the Membership Description Page .

1.1. The Chesstempo Board
The Chesstempo chess board is central to many features. Below is a summary of features common
to all boards used on the site.

1.1.1. Piece Movement

There are two methods of piece movement available, drag and drop and click and click. By default
both are available and you can freely alternate between them.

Drag and Drop

Drag and Drop piece movement works by clicking on the piece you want to move, keeping the
mouse button down, and moving the piece to its destination, before releasing the mouse button.
If you change your mind during piece movement, you can return the piece to its start position
and release it there (no touch-move on Chesstempo :-) ). If you are uncertain where the piece
started, and want to cancel the move, then drop the piece outside of the board boundaries and
the piece will snap back to its original location.

Click and Click

Click and Click piece movement works using two separate clicks to select the piece to move and
its destination square. If a piece has been selected, it can be deselected by either clicking again
on the piece, or clicking on a different piece of the same colour (which will then select the
second piece).

1.1.2. Navigation Buttons

The navigation buttons allow you to move through the available moves on the board. The following
navigation buttons are available:

[!Jump to Start!]

Jump to the start of the move list, this sets up the board in the position before the first move has
been played. For tactic and endgame boards, this also animates the opponent "pre-move", that
sets up the position at the start of the problem.

[!Back!]

Go back one move. Also available with Left

[!Forward!]

Go forward one move. Also available with Right
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[!Jump to End!]

Go to end of move list, this brings you to the position AFTER the last move was played.

[!Play!]

Auto play the current moves , starting with the next move from the current position. Unless the
stop button is clicked, play will continue until the end of the move list (or variation) is reached.

[!Stop!]

Stop auto playing moves.

1.1.3. Board actions menu

This is the blue circular menu shown under the move list.

The options available are:

Board settings

Launch the board and move list settings panel.

Play against computer

Launch a play against computer window using the current position as the start position.

Toggle fullscreen

Toggle between full-screen and non-fullscreen modes

Toggle autoplay

Auto play moves in the move list, select again to stop any auto-playing currently in progress.

Rotate board

Flip the board orientation (also via r ).

Annotate

Bring up the annotation window, which allows you to add comments and graphical
annontations, and manipulate any side variations you have entered.

Show PGN

Shows the PGN of the current game, and allows you to download the PGN to your own computer.

Explore in DB

Go to the database page where you can view the current game, and use the opening explorer,
and compare to other games played with similar lines. The chess database offers many options
for examing your game in the context of other database games, and in controlling how the
opening explorer works. Please see the Chess Database for more details

1.1.4. Board Settings

To change board settings click on the blue rotary menu beneath the move list (or on the old site the
button in the top left corner of the board). Unlike user settings in the preferences panel, the settings
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here are stored in your browser rather than on the server, this means you can have different
settings on different machines, for example, a larger board size on your desktop machine
compared to your mobile device.

Board Size

This option allows you to select the size of the board in pixel units.

NOTE: This option is only available if the board resize handles on the edge of the board have
been disabled, as that is the default method for board size selection. The handles are disabled for
compatibility reasons on some touch devices.

Piece Type

The style of image used for pieces.

Board Style

The colour or texture used for the board squares.

Icon Style

The style of the icons used for navigation and other board related actions.

Icon Size

The size of the board icons such as navigation and action buttons.

Coordinates Size

The size of the border around the board used to display the board co-ordinates.

Move List Style

The style used to display the moves. Indented style displays main line moves one after another,
and indents to a new line for a new variation. Two Column style presents each white and black
move on a separate line in a two-column format.

Highlight Move

Moves can be highlighted with either arrows or by colouring the source and destination squares.
Both methods can be used, and highlighting can be turned off by disabling both methods of
highlighting. The highlighting option applies to both the last move, and to pre-move indication
for the board that have pre-move enabled.

Board Sounds

This option determines if sounds will be played on this board. Sounds include piece movement
sound, but may include other types of audio notifications, depending on the context the board is
being used in.

Auto Promote

Allows you to turn auto-promote on, and choose the piece to auto-promote to (usually the
Queen).

Drag and Drop

Turn on drag and drop piece movement.
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Click and Click

Turn on/off click and click piece movement (i.e. the movement of the piece by clicking the source
and then the destination square).

Figurine Notation

The figurine notation option allows you to choose if you want move list notation to replace piece
letters with small piece images for each piece.

Force PNG Images

The board will attempt to use the SVG format for piece images on browsers than provide good
SVG support, however some browsers may perform better if PNG piece images are used. This
option allows you to force the use of PNG images on a browser that would otherwise choose SVG
pieces.

Move List Font Size

The size of the font used in the move list.

Autoplay speed

The delay between moves if the play moves button is clicked.

Piece Movement Speed

The speed of the piece animations.

Confirm Moves

Turns move confirmation on or off. The move confirmation option allow you to confirm each
move before it is sent to the server.

1.2. Other Buttons
[!Launch Analysis Board!]

Launch analysis board using the current board position as the start position, and the following
moves from the current position as the initial analysis move list. If you want all the board moves
to be loaded into the analysis board then use the Jump to Start button before clicking the launch
analysis board button. See the Analysis Board  section of the manual for more details.

[!Copy FEN!]

The Copy FEN button allows you to view and copy the FEN description of the current position,
which can then be pasted into other applications, or other parts of the Chesstempo site that
accept FEN strings as input. The dialog which shows the FEN, will also show a 'copy to comment'
button, it is relevant to the context. The 'copy to comment' button allows you to create a static
image of the current board position in a comment.

NOTE: FEN strings are a format used in most chess software as a shortcut for describing a
particular position in a game. It holds information on the piece configuration, move number,
castling status, colour to move, and information required to process en-passant captures and
adjudicate the 50 move rule. You donÕt need to understand the actual format to make use of the
notation, as most chess software will have a way of accepting FEN strings as input, and

4



producing them as output. A common use of FEN strings is to setup a position you have seen on
Chesstempo in your own chess engine, in order to do further analysis of the position on your
own computer.

1.3. Play Position vs Computer Button
[!Play Position vs Computer!]  The Play Position vs Computer Button launches the play versus
computer feature with the current board position set as the starting position.
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Chapter 2. Chesstempo Books
The Chesstempo book feature allows you to purchase and create books that can be read online, and
integrate directly into Chesstempo training tools.

2.1. Buying books
Books can be purchased at the buy chess books  page. Books can be purchased by both free and
paying users. Some books include training features that would normally require premium
membership such as spaced repetition. While training with a purchased book, such features are
provided free of charge, and do not require an active membership to make use of. However
premium membership does give access to a wider range of features while using a purchased book,
such as cloud engine analysis. Creating custom sets beyond the default training sets provided with
the book will also require a premium membership, and some advanced stats output may also
require premium membership. However, the books are designed to be very usable without
premium membership, and premium membership should be seen as a useful, but strictly optional
supplement to the book.

2.2. Reading books
Each book purchase comes with a browseable version of the book that can be read in a similar
manner to a physical paper version. The book reader includes a convenient analysis board that can
be used to view the position at any point in a variation, and allow you to easily browse through the
variations without having to use an external board to keep track of the position. Arbitrary moves
can be made on the viewing board if side lines not included in the book material need to be
investigated. Premium members also have access to cloud engines to request analysis in any
position.

See the your books page  to see a list of your currently owned books (including those you have
created yourself).

The left edge of the reading view shows a selection of icons and buttons that provide actions useful
while reading. Some of these actions are specific to the type of content available in each book.
Available actions include:

Toggle right panel

Hide (or Show) the right analysis board panel.

Toggle reading/solving mode

Switch between reading and solving mode. In reading mode , some of the interaction buttons
attached to positions in the book such as 'Solve', 'Study', 'Show' etc are hidden. For problems the
solution moves will be shown and the 'Moves' button which is normally required to show the
solution moves is hidden.

Import repertoire into opening trainer

For opening books, the book opening repertoire will be automatically loaded into the opening
trainer when you first purchase the book. However if you remove the book repertoire from the
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trainer, or have deleted parts of the repertoire and want to load the full repertoire again, you
can use this action at any time.

Contents browser

Navigate the book by chapter and section.

Problem browser

Navigate the book by chess problems.

Game browser

Navigate the book by chess game.

Variation browser

Navigate the book by opening variations.

Settings

Change book specific settings such as board orientation and appearance. See the settings section
of more details.

Train

For a book with chess problems, this enters training mode with the currently selected training
set.

Set

For books with problems, this lets you select the current training set.

Study

Enter study mode, which provides a more board focused view of each part of the book, and
allows you to solve problems in a mode that is more interactive than the pure training/solving
views. See the study mode section  of more details.

Drill

Jump to the opening trainer with the repertoire from the current book selected as the current
repertoire.

GTM

Launch the Guess the Move (GTM) feature , showing a list of the games from the current book
that are available for training with the GTM feature.

The chess content available in the book may also have associated action buttons:

¥ Chess games will have a 'Study' button allowing you to jump into study mode with the game
selection. If the game is also made available for use in Guess the Move mode, there will be a
'Play' button that launches GTM mode with the current game selected.

¥ Opening variations have a per variation 'Drill' button that will launch the opening trainer with
the variation selected for revision. Note when launched in this manner 'Review in order'
training mode will be selected so that you can traverse the entire variation. If you normally use
spaced repetition for training , click on 'train branch' after the position has loaded and that will
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use your default training method with the variation position selected.

¥ Chess problems have three buttons displayed: 'Moves', 'Solve' and 'Study'. 'Moves' will toggle the
visibility of the solution moves, 'Solve' will launch the solving board for the selected problem,
and 'Study' will launch the more interactive Study mode solving view for the problem. Attempts
done in 'Solve' and 'Study' views are not treated as part of your training sets, so do not impact
your solving set rating, or the current position in your training set if you are using an ordered
solving set.

2.2.1. Settings

Book specific settings are available by clicking on the cog icon on the left side of the book reading or
editing view.

¥ Book Orientation: This setting allows the user to control the orientation of board images shown
in the book reading and editing view, as well as the orientation of the board used to visualise
move lists. Comment boards embedded in any move lists will also be oriented in the manner
specified. The default value is 'Auto - Player on bottom' which will automatically choose the
player shown at the bottom by context, for example repertoire moves will have the repertoire
colour at the bottom, problems will have the solver at the moment and guess the move games
from game collections will have the player you play as shown at the bottom. White or Black will
always show that colour on the bottom, so choosing "White" will provide an experience similar
to reading the book in its original form. 'Auto - opponent on bottom' is similar to the default
auto option, but will flip the board to have the opponent on the bottom, so for example a
problem with the solving side playing the white pieces would have the black pieces on the
bottom with this option selected.

¥ Show instructional material in solving mode: Some books may have problem based material
that is included as instructional, as opposed to exercises. The author intends for this material to
provide instructional background to any exercises the book may have. Therefore by default this
material has the full move list visible by default. If youÕd like to have instructional material hide
the move list and provide a 'solve' button, then enable this option. Note that instructional
material is included in the default training problem settings (but excluded from the 'exercise
only' sets). If you toggle reading mode on, it will also make the instructional move lists visible,
and hide the solve button, irrespective of the values for this setting.

¥ Try again hint options: For moves that have been marked to show a hint arrow giving away the
solution when played (for example moves that the engine evaluates as better than the book
solution move) you can change the way the hint is displayed. Instead of the default 'green
arrow' automatically showing the solution move, you can also choose to make the arrow
optional, requiring a click on a 'show' button to reveal the book solution move, allowing you to
keep trying , and only using the hint at your own discretion. The other two options allow you to
choose to have the solution move played either automatically or optionally via a button click
instead of simply showing the move via an arrow.

¥ Click on the 'Board Settings' button to change the look of the boards and move lists used in
reading mode.
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2.3. Training using book content
There are several ways a book can be used for training:

¥ Simply browsing the book in reading mode and looking through the lines and positions.

¥ For content structured as problems:

! Using study mode, and solving in interactive mode where any book comments are
incrementally displayed as you progress through a training position. Click on the 'Study'
button on a problem to inter study mode with the problem selected. Study mode attempts
are unrated.

! Using solving mode directly from book reading mode via the 'Solve' button. This is similar to
study mode, but without interactive commentary and is more like the usual Chesstempo
solving experience. Attempts done in this manner are also unrated attempts.

! Using pre-made custom sets. These include custom sets for solving via spaced repetition, or
via looping through the book problems in order, and starting again after reaching the end.
These pre-made sets are available to all book purchasers, irrespective of membership level.
To train using one of these sets, click the 'Train' button to the left of the book reading page.
The book reading page has a set change button which allows you to choose between the
available training sets. You can also train using these sets by going directly to the
Chesstempo tactics training page , and using the change set button to select a book set there.
If youÕve purchased a book with training problems, youÕll see a "Books" folder in the set
change selector tree, under which you should find a sub-folder for your book which
contains any pre-made problem sets. Problems done from the Train button or by selecting a
book problem set on the tactics training page will be rated, and a per-problem set rating will
be tracked.

! For premium members, creation of your own custom sets using the powerful Chesstempo
custom problem set criteria such as rating range, or your previous mistake history is also
possible. Custom sets can be created to collect content from multiple problem books, and
train them together under the one set.

¥ For opening books

! Training within the opening training tool . Book repertoires are loaded automatically into the
trainer on book purchase.

! Reading through the repertoire lines in reading mode or study mode. Study mode does not
provide an interactive training mode for opening material like it does for problem material.
You can use the opening trainer for that type of training.

¥ For game collection books

! Game collection books will usually have the games made available for training within the
guess the move tool. If GTM is available for a game, youÕll find a 'Play' button at the top of
the game in the reading view that will launch the game in the GTM view. GTM games may
also appear in books that are not primarily Game collections, for example a tactics book may
have some annotated example games which may also have GTM capability enabled.
Reference games from opening books may also include game training via GTM.

! Reading through via book reading mode or study mode. You can browse the moves of a
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game directly in the reading view by clicking on a move in the game, and using the
keyboard arrows or navigation arrows on the right panel analysis board to move through
the game. If youÕd like a view with a larger board, you can also view the game in study mode
using the 'study' button.

2.3.1. Problem Training view

While solving a book problem, you are shown an interface similar to the tactics solving interface.
Attempt to find the best moves, and play them out on the board. If you are solving in a rated mode,
youÕll be given a rating adjustment after each attempt. Book problem ratings will not impact other
Chesstempo solving ratings such as Standard and Mixed, instead, the rating is specific to the book
problem set you are currently solving under.

By default, the solution in book based problems will show the bookÕs moves and commentary. If
youÕd like to see engine analysis that was performed on the problem positions, there is a computer
icon below the move list that can be used to toggle the analysis viewing mode which shows the
engine analysis for each move in the problem solution, with the top 5 alternative moves in each
position. The analysis lines can help understand moves that the book author hasnÕt written
comments on. If the move you are interested in is not listed, you can launch the analysis board and
investigate the line (with cloud engine analysis if your membership level allows).

2.4. Study mode
Study mode allows you to step through the content of the book concentrating on one piece of
content at a time. The book is broken up into study modules, and one module is shown at a time.
Modules may be pure text from a chapter introduction, or game material such as a full game or
chess problem. The top right of the study view shows a study browser button on the left which lets
you see a list of the available modules (chapters, sections, games, problems etc), and navigation
buttons to move forwards and backwards within the study modules.

Study mode can be entered by either clicking the 'Study' button in the left column in the reading
view, or by clicking on the 'Study' button attached to games or problems which will jump into study
mode with that item selected as the current learning module. If you use the left column Study
button , study mode will be started with the last module you visited loaded (or the start of the book
if this is the first time using study mode on this book).

Chess games can be played through within the study view, or if the game is available as a Guess the
Move game, you can click the 'play' button to launch the game in GTM mode. After playing through
the game, youÕll be shown your moves and move assessment scores alongside the annotations of
the game from the book, allowing you to see author commentary for many of the positions from the
game.

Chess problem modules show the problem in interactive solving mode. In interactive mode
comments from the author may be used as prompts during solving, and you are given a 'solution'
button to show the solution move for the current position via board arrows. You can move the
pieces to make your move, and if there was a comment to display connected with that position,
youÕll have to click the next move button to play the next opponent move. No rating point
adjustments are made for solving done in study interactive mode.
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2.5. Creating books
Chesstempo provides a book creation and editing interface. There are three main uses for the book
editor interface:

1. Coaches can create training material for their students that they can then assign to students,
allowing them to read the book and train against the material.

2. Premium members can create their own training material for themselves, for example problem
positions they may have previously extracted from their over the board games or games played
on other servers can be imported as book problems, and trained against, allowing ChesstempoÕs
training UI to be used with arbitrary material.

3. Authors or publishers can also use the creation interface to create books for publication. Please
email books@chesstempo.com  if youÕd like to become an official Chesstempo publisher.

To create a book, use the Chess Books " Create book menu action. Choose a title , a summary,
description etc, and any appropriate advanced options. You can start a book from scratch, or import
material from PGN. See the book editing section  of the User Guide for details on how to edit a book
after creation. For details on how PGN is treated, and methods of creating book specific PGN games
for import, see the creating books from PGN section  for further details.

2.5.1. Book Creation Advanced options

¥ Opening colour: Set the default colour to be used for opening repertoire moves for the book.

¥ Only allow browsing: If selected, the book will be for reading only and will not provide training.

¥ Problems start with opponent move first: Used to dictate if book problem content starts with an
opponent pre-move similar to Chesstempo problems, or the first move in each problem is the
one to be played by the solver. The default setting is to start with the player to move first. This
can also be overridden on a case by case basis when importing from PGN, see the
documentation for the HasPreMove tag  for more details.

¥ Treat non-problem games as Guess The Move targets: When enabled, this option will set all
games not identified as other material such as problems or reperotire moves to be enabled for
Guess the move playing.

2.5.2. Creating books from PGN

If you have book material stored in PGN, such as a collection of problems or games, or an opening
repertoire, you can create a book based on this material during the creation process. Our system
will attempt to guess the structure from the type of book you have specified, and by analysing the
tags in the PGN. We provide some of our own custom tags to allow better control over the imported
PGN, and these are discussed in the next section. If we canÕt guess the type of material in a PGN
game, it will be assumed to be related to the type of book selected during creation. So a PGN game
in a tactics book for example, will be assumed to be a tactics problem.

See the PGN Import Specification section  of the User Guide for details on constructing PGN files
suitable for import as books.
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2.6. Editing books
The book editor allows you to create chapters, headings, move list variation and diagrams, basically
all the required contents of a chess book.

The insert menu at the top of the book editor view allows you to insert several types of chess and
non-chess content:

¥ Move list - an inline move list, of the type that shows move within a paragraph.

¥ Board diagram - a simple diagram showing only a single board position, with no moves
attached.

¥ Chess problem group - a section to hold a number of chess problems in a structure which
formats all the problems as a group.

¥ Chess problem - a move list describing a Chess problem that can be solved within the solving
interface. After creation, hover over the game to see a settings icon in the top right of the game
that you can use to modify the game settings.

¥ Chess game - a full game with game header, used for games in game collections, or model games
within tactics or opening training books for example. After creation, hover over the game to see
a settings icon in the top right of the game that you can use to modify the game settings.

¥ Repertoire moves - a set of moves defining a variation in a repertoire inside an opening book.

¥ Image - Insert an image by loading an image from your local drive. Be cautious with image file
sizes, as many large images will slow down loading of the book.

¥ Chapter - Create a new chapter. The new chapter will be inserted at the end of the chapter
holding the edit cursor.

¥ Newline - You can usually enter a newline by simply using the return key but some editor
elements may require an explicit new line insertion using this option.

¥ Horizontal rule

We currently consider the book editor to be an early test release, and we are still
ironing out some remaining issues with the editor (especially for browsers other
than Chrome). If youÕd like to create books for your students, yourself, or for
publishing then editing and importing from PGN currently provides the most
stable pathway for importing books into the system.

2.6.1. Editing move lists

Move lists are the basic building block of chess related material. They can be used as stand-alone
objects used to present a sequence of moves or can be embedded inside book content such as chess
problems or opening line variation definitions.

You can create a move list via the insert menu , by copy/pasting , or dragging in a file holding PGN
into the editor. A move list can be edited by dragging pieces on the board viewer on the right. While
a move list is selected, a list of key-bindings that allow editing operations such as deleting and
promoting lines can be viewed by using the '?' key (press the '?' key again to hide the keyboard help
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panel).

Arrows and square colour highlighting can be added by right click and drag to draw an arrow or
just right click to highlight a square. Different colours can be selected by using combinations of the
Ctrl and Shift key change. Right click without keys draws Green, Ctrl-Right-Click = Yellow, Shift-
Right-Click = Red and Ctrl-Shift-Right-Click gives Blue. To save your visual annotations, use the 's'
key to save them to the move before moving on to the next move.

Comments and annotation glyphs such as '!', '?' etc can be added using the comment editor under
the board viewer.

Note that for some move list types, annotations may have special importance. For example in a
chess problem, a move marked with '!' , '!!' or '!?' will be deemed to be an alternative good move,
and will be given a 'try again' if it is marked on a variation, and not the main line move.

Some types of move lists will have a settings icon when you hover over the board connected with
the move list. If you click on the icon you can edit details for the move list, for example on chess
problems you can change details such as whether the chess problem has a pre-move at the start for
the opponent move.

2.6.2. Engine analysis

Premium members have access to cloud engine analysis while editing a book, clicking on lines from
the analysis will insert them into the currently selected move list.

2.6.3. Publishing and sharing books

The book editor has a 'Publish' menu that provides actions required to get books ready to be shared
with students. Actions are:

¥ Show in viewer: Launch a reader view of the edited book in a separate window.

¥ Edit settings: Edit book settings that canÕt be otherwise changed directly within the edited book
content.

¥ Give book: If you are a coach with students, you can use this menu item to give your book to one
of your students, which will allow them to read it, and train on the content contained within the
book.

¥ Export to PGN: Exports the book to PGN format. Useful if you want to do your editing in a
separate application , and then re-import the results. Note that currently some book content
may not be fully preserved. All move lists will be preserved, but some formatting, such as font
size changes may need to be redone after re-importing PGN exported in this manner.

¥ Re-import: Allows you to rebuild the book from external PGN again. If you are doing most of
your editing in an external PGN file, then re-import is the best way to update the book, and view
your progress. It is better to re-import updates, rather than create a new book each time from
your edited PGN.

Re-importing will completely erase the current book material, and replace it with
the material found in the imported PGN. You may be able to recover by using the
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undo buttons at the top of the editor, but undo and redo functionality are still
under active development. If youÕd like to import a PGN fragment into an existing
book without erasing existing content. Then copy the PGN into your clipboard, and
paste the PGN content into the appropriate position in your PGN.

¥ Create Chesstempo problems: For problem based books, this will import all the problems in the
book into the Chesstempo problem set. You can edit the book without performing this step, and
solving via the reading interface 'Solve' button will be available. However to use custom sets or
the train button with the book, you will need to complete this step. If you are importing
problems for your own use - or the use of your students - you should be aware that there is a
finite number of problems that can be loaded, and once loaded problems can be disabled, but
not removed (to make sure all previous attempts still have problems attached when browsing
your problem history). So you should try to avoid loading duplicate problems, and make sure
you load problems you intend to use to avoid wasting your problem quota.

¥ Computer Check: Analyse all problems in problem based books. This will provide a post-
analysis quality report, highlighting potential problems, and also provide engine analysis used
to display alongside problems in the solving interface. You can check the entire book, or just the
currently selected problem. Issues found by the analysis are classified as either errors or
warnings. Warnings are items where the engine found a better move than the suggested move
in the solution list, but not so much better that the solution move would be considered a
blunder. Errors are issued for solution moves where the engine found a much better move than
the bookÕs suggested move. Warnings (and even Errors) may not be critical problems. It is
possible they are easier , more human like wins, but win less material, or miss a mate, but
should be investigated to make sure you have not missed something in your solution. It is
important to run this process before publication or sharing with students, as it will also
generate the data used for 'try again' responses for alternative lines, avoiding failing people for
moves that may still be winning. Keep in mind that computers are not infallible, and it is
possible to find positions the computer may get wrong, for example drawn positions where the
engine gives a winning evaluation, but in reality no progress is possible. If you believe you have
such positions in your material, it is safe to ignore related warnings or errors.

¥ Sync Guess the Move Games: This option handles the loading of book games as GTM games.
GTM requires a lengthy analysis to provide the data required for the GTM scoring system. This
menu option adds any games marked for GTM usage that are not yet processed to the analysis
queue, and will also refresh analysis for games where moves may have changed since they
were last processed. Like problem import, GTM import and syncing also has a limited quota, so
again, be sure you plan to use the games before loading.

¥ Update book stats: This option refreshes the statistics calculated for your book, such as number
of problems, number of moves, word counts etc.

2.7. PGN Import Specification
The following section describes the PGN tags and structures that Chesstempo supports when
converting an imported PGN file to a book structure. The importer will do its best to deal with any
PGN in a sensible manner, but structuring your PGN to match some of the explicitly supported
Chesstempo book tags will usually provide a better initial import, and reduce the amount of
subsequent editing required.
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2.7.1. General conventions

PGN tag names specified below are all case sensitive unless otherwise noted, so for example if a tag
specifies

[Author "Author name"]

then [author "Author name"] will not work, as the importer will be expecting [Author not [author

Most PGN tag values that can contain free text will support formatting using standard Markdown
formatting rules.

Comments within PGN games also support Markdown formatting.

A good summary of basic Markdown syntax can be found here :

Carriage returns are not legal values in a PGN tag value so if you need carriage returns in a value
field, you can substitute a carriage return with '\n'. Note that PGN comments can contain carriage
returns, so do not need \n to inject new line information.

For example

[Summary "A tag with two lines, this is the first line.\nAnd this is the second
line."]

2.7.2. Editing PGN with custom tags and NAGs

Many popular PGN editors may ignore, truncate or modify content with custom tags, despite being
legal PGN. The same is true for Numerical Annotation Glyphs (NAGs) - the method the PGN
standard uses for handling per move annotations. You may be able to find a PGN editor that
preserves custom Tags and NAGs, but if not, you may be better off using a text editor to edit the
PGN directly. Any text editor will do, but some advanced editors provide plugins that help make
editing PGN easier, these include Emacs, Vim, Sublime and Atom.

2.7.3. Book details initial game

The first game in a PGN file can be used to provide high level details on the book, such as authors,
publish date and book type. An example would be:

[White "ChessTempoBook"]
[Black "BOOK_TITLE"]
[Author "Author Name"]
[Description "Detailed description of book."]
[Summary "Summary description of book."]
[BookType "game_collection"]
[PublicationDate "2012.11.22"]
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*

The White tag with value "ChessTempoBook" is compulsory if you want to use a book details game.
The Black tag holds the title of the book, Author, Description, Summary and PublicationDate tags
should be self explanatory. BookType is the primary type of this book. Supported values for
BookType are : - tactics - openings - game_collection - strategy - endgames - mixed - other

BookType values are case sensitive so should be entered in lower case as shown in the list above. If
your PGN includes generic PGN games that do not use all of the Chesstempo PGN import
specification, the book type will be used to try to guess the type of material being described when
no explicit tags mention the game content type. BookType will also be used to categorise the book to
help users find books covering particular areas. If your book covers more than one area, you can
use the mixed type, but it is probably best to use the type that characterises the majority of the
material.

Some book types have extra tags available:

¥ [OpeningColor "white|black|both"] : This tag specifies the colour of an opening repertoire book.

¥ [AutoProblemGroup "true|false"] : This tag specifies if problems in a problem based book are to
be automatically grouped. See the problem grouping section for more details .

As mentioned elsewhere, text fields such as Summary and Description can use Markdown format
text to create formatting such as bold, headings, links or images. Multiple lines can be added to text
in tags by using \n to mark a new line (literal newlines are not legal in the tag values).

2.7.4. PGN game structures for text representation

While much of a Chess book will be built from material describing moves and variations, and
comments on those, a book will also usually require text only content. This section describes tags
that can be used to explicitly mark text only content to be used in the book.

The first game element after the book details should be the TitlePage element. It holds any
introductory text and images before the first chapter.

[White "TitlePage"]
[Black "Text for book title"]

{ ![alt text](data:image/webp:base64,UklGRqLXAABXRUJQVletcetc "Title Image title")
Initial book text goes here.
} *

Note that images are encoded in base64 data URI format, and embedded using Markdown image
format. Markdown format for images is: ![alternative text shown if image not
available](DATA_URI_STRING "Image title text").

If you are not sure how to convert images to Data URI format , there are several sites online that
provide a conversion service, for example: https://www.base64-image.de/  and
https://onlineimagetools.com/convert-image-to-data-uri
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The first image in TitlePage content will be used as the cover page for the book, and will be used as
the base image to generate smaller thumbnails shown in the book interface. We recommend using
webp as the image format, as it will usually provide the best quality vs file size tradeoff.

Alternatively, if you donÕt want to mess around with base64 image encoding you can host your
images externally , and the chesstempo PGN importer will convert them for you, which means you
can use a standard image link such as:

![alternative image description text](https://example.com/image-reference.jpeg "Image
title")

inside a PGN comment.

Chapter

The Chapter is the top level book organisation structure, as well as grouping content into chapters,
it also allows you to specify pure text blocks as introductory text.

Any PGN game where the White tag is set to "Chapter" will be treated as a chapter start. The title of
the chapter will be stored in the "Black" tag of that game. An empty move list with an opening
comment not attached to a move can be used to hold the opening text of a chapter. For example:

[White "Chapter"]
[Black "Introduction"]

{ This is the first paragraph of the introduction:
- A markdown bullet list first item
- Bullet list second item

This is the second paragraph and contains a numbered list:
1. first item
2. second item
3. etc

#### A sub heading in the chapter text using markdown format heading specification.

Another paragraph starts here. } *

If youÕd like to break up your book into parts you can use the ChapterPart tag on a game to mark a
chapter as a part heading for example:

[White "Chapter"]
[Black "Part 1"]
[ChapterPart "true"]

{ } *
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This will create a chapter with heading "Part 1" that is styled to make it clear it is a high level part
heading instead of a standard chapter heading.

Paragraph

Paragraphs are used to build the text elements of a book chapter, they can include chess diagrams
or inline move lists, and there is further detail on how to achieve that in the later sections, but the
primary role of a paragraph is to provide pure text content.

A PGN game holding a paragraph is created using the sole tag:

[White "Paragraph"]

And then an empty move list with a single starting comment holding the paragraph text.

Note that a Paragraph can actually hold multiple paragraphs by separating paragraphs with
carriage returns.

For example a single paragraph game:

[White "Paragraph"]

Ê{ In the next game we see a typical game of Karpov: }  *

and a 3 paragraph game, with one sentence paragraphs separated by carriage returns.

[White "Paragraph"]

Ê{
In this chatper we'll look at games from later in Karpov's career.

Karpov was still able to produce some stunning games during this period.

In these years, he produced many notable wins.

Ê}  *

Paragraphs can include markdown formatting to include Bullet lists, ordered lists, headings, block
quotes and images. When exporting books back to PGN, we sometimes need to create games that
hold these types of elements, but these are rarely needed in practice, as a paragraph with the
appropriate markdown is sufficient, but for completeness, the following tags can also be used for
non-game elements [BulletList "true"], [OrderedList "true"], [Heading "true"], [BlockQuote "true"],
[ImageBlock "true"], [Image "true"]. Each of these has the same format as Paragraph games, but
with the single game comment on the empty move list containing markdown text for the relevant
tag.
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Section

The Section tag can be used to break up chapters into smaller chunks. Note that sections are
optional as it is possible to break up chapters using paragraphs with markdown headers to create
section and sub-section headers if required, and indeed this may be simpler and more convenient.
Section tags are included largely to support content that may already be using PGN games for
section breakdown.

Any PGN game where the White tag is set to "Section" will be treated as a section start. The title of
the section will be stored in the "Black" tag of that game. An empty move list with an opening
comment not attached to a move can be used to hold the section text of a chapter. For example:

[White "Section"]
[Black "Conclusion"]

{ This is the first paragraph of the conclusion section:
- A markdown bullet list first item
- Bullet list second item
} *

The section can also be completely empty of moves or comments, with section content included in
following paragraph blocks.

Alternatives structures

To facilitate easier import of book content authored in other tools, we also support some common
conventions used in PGN exports from other tools.

Empty move list with chapter name in white field.

If a PGN game in an imported file does not match any other specific chesstempo tags, and has an
empty move list and a value filled into the White tag, we assume the game is a chapter and any
comments in the empty move list are text content for the chapter.

Fallback if no specific tags or conventions can be mapped onto a game

If we canÕt guess the content of a PGN game from the tags or common conventions, we will make an
assumption based on the type of book being imported, which can be specified in either the
"BookType" of the first game where the first game holds the [White "ChessTempoBook"] tag marke,
or in the create book panel when first importing the content into a book. That means a tactics book
will assume unspecified PGN games will be treated as Chess problems, game collections books will
treat unspecified PGN games as games to be imported as Guess the move targets and opening books
will assume unknown PGN games are to be treated as Repertoire move holders.

2.7.5. PGN game structures for chess move material

As well as holding text content, PGN games can obviously hold descriptions of chess moves. These
include full games, chess problems, and opening repertoire moves. There are a series of tags that
further specify details for each type, and some tags that are specific to the particular type of chess
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content being held. The following sections cover these Tags.

ColorOnBottom

By default board images shown in the book and the orientation of the board viewing book move
lists use the user setting for preferred orientation. If the orientation is auto (or auto-flipped) then
boards will be oriented based on context, for example in a guess the move capable game
orientation will be with the colour you play as at the bottom. For problems, the solving colour will
be at the bottom. Board diagrams with no move lists will be shown with the colour to move that
was used when setting up the position on the bottom. The ColorOnBottom tag on a game marked
with [ChessGame "true"] will allow the author to use the auto-orientation colour in situations
where the game is not a guess the move game, for example:

[ColorOnBottom "b"]

Will set black to be the colour shown on the bottom of the board if the user has selected auto
orientation mode (or white in auto-flipped mode) for the game the tag appears on.

Note that the colour to play in the GTM game will always override the ColorOnBottom value if both
are provided.default auto orientation

StartPly

If youÕd like to provide move lists that start from the initial position in the PGN, but are displayed
from a position further into the move sequence, you can use the StartPly tag, for example:

[StartPly "14"]

Will skip the first 13 ply and start displaying moves at the 14th half move. This can be useful in
opening material where you donÕt want to continually display the leadup moves in a repertoire, but
do want the full line to be included in any repertoire data. Note that because PGN comments attach
to the end of moves by default, if you have a sequence that includes the fragment "4. Nf3 {Post
move comment} Bxc2" and the StartPly is set to 9 - so the move list display would start at 4ÉBxc2,
the {Post move comment} from 4.Nf3 will be treated like a pre-move comment for Bxc2 and
displayed in the move list.

ChessProblem

To mark a PGN game as holding a chess problem, use the tag:

[ChessProblem "true"]

You will usually also want the FEN set up tags to specify the start position, so a minimal problem
game PGN will look like:

[ChessProblem "true"]
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[SetUp "1"]
[FEN "FEN_STRING_FOR_START_POSITION"]

*

Other problem tags

Instructional

If youÕd like a problem to be presented as an instructional problem in the book reading view
instead of a testing puzzle you can mark it is instructional using the tag

[Instructional "true"]

Instructional problems will still be imported as training positions for training modes.

UsePlayBestAlts

Some positions may have several good moves, but you want to highlight a particular line. The
default method of handling this is using the 'try again' system, however this can be frustrating
during training if you are presenting problems with many alternative winning lines. The play best
alternative is an alternative winning move that will trigger the main line solution move to be
played, thus avoiding forcing the user to hunt amongst several good moves to look for the intended
main line solution. To signal that an alternative winning move should auto play the main solution
move at the current position, you can annotate the first move in a variation line with a $202 NAG. If
youÕd like all alternative winning moves to be treated as play best alts you need to add the following
PGN tag to the problem to turn on this interpretation:

[UsePlayBestAlts "true"]

With problem level play best alts turned on, you can turn off play best on a move by move basis by
adding a $218 NAG to the alternative move, which leads it to be treated as a standard 'try again'
alternative.

UseOptionalPlayBestAlts

Similar to the previous UsePlayBestAlts, but leaving the choice to the solver on whether they want
to play the best move or continue to make further attempts after playing an alternative good move.

You can turn on optional play best alts for all moves that would normally be given a try again by
adding the following tag to the problem PGN:

[UseOptionalPlayBestAlts "true"]

You can also apply optional play best alts on a per move basis by adding the $212 NAG to the move,
for example: '5.Nxf6 $212' will lead the playing of 5.Nxf6 to give the solver the option to request the

21



system play the best move.

Similarly, if youÕve enabled the UseOptionalPlayBestAlts tag, thus turning all try again moves into
optional play best moves for the problem, you can turn off the play best behaviour on a per move
basis by using the $213 NAG.

UseShowBestAlts

UseShowBestAlts is similar to the UsePlayBestAlts, but instead of playing the best move after an
alternative is played, the best move is shown on the board via an arrow. Some positions may have
several good moves, but you want to highlight a particular line. After adding the following PGN tag
to the problem

[UseShowBestAlts "true"]

Any move that would normally receive a 'try again' response will also show the best move.

You can also apply show best alts on a move by move basis by attaching the $214 NAG to a move,
for example: '5.Nxf6 $214' would lead 5.Nxf6 to show the best move on the board via arrows.

If the UseShowBestAlts option is on, and you would like to disable for a particular move you can
use the $215 NAG attached to the move to achieve that, and the move will receive the default ALT
treatment.

UseOptionalShowBestAlts

Similar to the previous UseShowBestAlts, but leaving the choice to the solver on whether they want
the best move to be shown via arrows after playing an alternative good move.

You can turn on optional show best alts for all moves that would normally be given a try again by
adding the following tag to the problem PGN:

[UseOptionalShowBestAlts "true"]

You can also apply optional show best alts on a per move basis by adding the $216 NAG to the move,
for example: '5.Nxf6 $216' will lead the playing of 5.Nxf6 to give the solver the option to request the
system show the best move.

Similarly, if youÕve enabled the UseOptionalShowBestAlts tag, thus turning all try again moves into
optional show best moves for the problem, you can turn off the optional show best behaviour on a
per move basis by using the $217 NAG.

UseOpponentAlts

Sometimes it can be important for the problem solver to prove that they can counter not just one,
but several opponent moves. If they havenÕt considered some key opponent responses, and only
have an answer for the main line of the problem, then they may have solved the problem partly by
luck (lucky that the problem didnÕt play a different opponent move, one they hadnÕt considered an
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answer to before moving).

Authors can choose to mark multiple opponent variations as "opponent alternatives" in a problem,
and this will force the user to play the solution shown in each opponent variation before they are
deemed to have completed the problem, thus proving they have a response for all important
opponent lines.

To mark an opponent variation as a required alternative, add the variation to the main line
opponent moves, and annotate the first move in the variation with '!?' ($5 in PGN NAG format). A
main line opponent move can have multiple required opponent alternatives, and more than one
main line opponent move may have opponent alternative lines. Opponent alternative lines may
themselves have sub-variations to indicate further nested alternative opponent lines. In problems
with opponent alternative lines, the main line will be played out first, and then the alternative
opponent lines will be presented in the reverse order they were encountered during solving (so the
most recently traversed move with an opponent alternative line will be shown first).

YouÕll also need to add the following PGN tag to the problem to turn on this interpretation:

[UseOpponentAlts "true"]

By default use opponent alts is not enabled, and so '!?' annotations on opponent move variations
will not be treated as special without the above PGN tag.

If youÕd like to mark opponent alts without having a visible marker (perhaps '!?' is not appropriate
for example), then you can avoid using the UseOpponentAlts tag, and use the $203 NAG which
doesnÕt have an official meaning, and will trigger the same behaviour as using the
[UseOpponentAlts "true"] with '!?' and will not show a visible annotation in the solution list.

UseSolutionAlts

It is common for real world positions to have more than one way to win. The default method for
dealing with this is the 'try again' system where moves that are not the main line solution, but can
still be considered reasonable moves in the position get a 'try again' response, and the player has
another chance to find the main line move. We introduced the play best alternative move  as one
option for dealing with this, where instead of being met with 'try again' after playing an alternative
good move, the main line move is autoplayed for you, thus avoiding the annoyance of having to
hunt through what might be several more 'good moves' before hitting the one the author wanted to
present as the main line.

Another way of dealing with ambiguity in a problem is to simply provide multiple correct solution
lines. The user can choose the move they wish to play in an ambiguous position, and if it is listed as
an alternative solution line, they can complete the problem by correctly finding the solution moves
in the alternative line. To mark a line as an alternative playable solution line, add it as a variation
to the 'main' line, and annotate the first move in the variation with a '!' annotation ($1 in PGN NAG
format). Alternative lines may themselves have further alternatives variations if required, and are
marked with the same method. Note that if a line is marked in this way, and the user plays into it,
the line will become the new solution line. The main line will be left, and the played move line will
become the main line for the rest of the problem. Unlike with the opponent alt lines, the original
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main line will not be continued, so you need to consider this when deciding if an alternative
solution marker is the best treatment. If you believe the original main line is the most important
line to learn, then leaving the alternative solution as a 'try again' may be the best choice.

YouÕll also need to add the following PGN tag to the problem to turn on this alternative move
interpretation:

[UseSolutionAlts "true"]

By default use solution alts is not enabled, and so '!' annotation on a variation will not be treated as
special without the above PGN tag.

If youÕd like to mark solution alts without having a visible marker (sometimes '!' is not appropriate),
then you can avoid using the UseSolutionAlts tag, and use the $204 NAG which doesnÕt have an
official meaning, and will trigger the same behaviour as using the [UseSolutionAlts "true"] with '!' ,
but without showing a visible annotation in the solution list.

It is possible to use all three Alts tags and features on any problem, so to make use of play best alts,
opponent alts, and solution line alts, use the three tags:

[UsePlayBestAlts "true"]
[UseOpponentAlts "true"]
[UseSolutionAlts "true"]

HasPreMove

Chesstempo problems usually start with a pre-move showing the opponent move that preceded the
first move required in the solution line. However, for book problems the pre-move is optional. You
can specify whether a pre-move is part of the solution line using the tag:

[HasPreMove "true"]

or

[HasPreMove "false"]

The existence of pre-moves can also be configured as part of the import settings panel when you
are importing the PGN in the create book panel. If all your problems are of one type it is probably
easiest to set this in the import settings, but you can still override this on a case by case basis as the
HasPreMove tag will override the import settings on any particular problem game found in the
imported PGN.

Some existing PGN material may mix pre-move and non-pre move problems, and if no HasPreMove
tag has been set there are heuristics we apply to try to guess the pre-move status. For example if the
first move is annotated with a '?' or '??', depending on the context we may assume the move is
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intended as a pre-move and the solution line is the following punishment for the mistake shown in
the first move. Similarly if the second move in a move list is marked with a '!' or '!!' annotation, it is
a strong indication the first move was an opponent move, and the solution starts at the second
move. If you find we are incorrectly guessing the pre-move status, youÕll need to override the choice
with an explicit HasPreMove tag.

ProblemTitle

Problem titles can be specified with the tag:

[ProblemTitle "title text"]

If no problem title is provided, we will try to auto-generate one from the White, Black, Event and
Date tags.

BookProblemId

BookProblemId is an identifier of a problem specific to the book, for example if you identify
problems with "Fork 1", "Pin 2" etc. For example:

[BookProblemId "Fork 1"]

TruncatePly

You may wish the problem solution line shown to the user after solving to be longer than the moves
required to be marked correct. If youÕd like the point at which the problem is marked correct to be
shorter than the full solution line you can mark the game with the tag:

[TruncatePly "PLY_NUMBER"]

For example if youÕd like the problem to finish immediately after the first move then use:

[TruncatePly "1"]

Keep in mind that a ply is a half move not a full move so if youÕd like the problem to finish after the
solverÕs second move then youÕd use:

[TruncatePly "3"]

Which will include the first solver move, the opponent reply and the second solver move. The full
list of moves from the solution will still be visible after the problem is over, the truncate ply only
applies to the point at which the problem will finish.

Note that the count does not include any pre-move if included, so the count starts at the solverÕs
first move.
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DownMaterial

Applying the tag:

[DownMaterial "true"]

to a chess problem game gives a hint to the automatic quality analysis that the game is intended to
finish down material and the point is to play moves with best fighting chances. This avoids marking
such problems as errors in the quality analysis.

UseFirstMoveAlternative

Some existing PGN material describing problems may choose to have a mistake in the original
game as the first main line move in a solution move list, and the required solution as a variation
line under that move. You can transform such material by hand yourself before import, but we also
provide a way of marking a problem game that has that type of solution structure by using the tag:

Special Problem Annotations

In problem PGN, some annotations can trigger special behaviour on import. The PGN standard
defines annotations using the NAG format (Numeric Annotation Glyphs) which maps numbers onto
common annotation symbols. So for example ! (good move) is represented in PGN by $1.

Some of these usages have been covered in previous sections, and require specific tags to trigger
the interpretations, the NAGs below will trigger their stated behaviour on problem moves even
without any triggering tags enabled:

¥ 1,3, 5 : $1, $3 or $5 (i.e '!','!!' or '!?') will mark a move variation as a 'try again' move that does not
fail and prompts the user to try again. Note that problems that have been computer analysed by
the server may also auto-mark some moves as try again moves. Keep in mind that these tags can
also trigger more complicated alternative treatment if any of the UsePlayBestAlts,
UseOpponentAlts or UseSolutionAlts tags are present.

Currently most software does not make use of NAG numbers in the ranges 147-219 and 222-237, and
we are using some of these for specific book problem interpretation. Namely:

¥ 200 : When marked on a move, indicates that one of the sub-variations of the move should be
lifted to replace the move in the main line. We can use this with the 223 nag to force a particular
move into the main line if the heuristics to chose a line do not pick the right move.

¥ 201 : When problem solution lines are contained in variations coming off a null move, use $201
as an annotation to the first move in a variation to mark which of the variations holds the
solution.

¥ 202 : When marked on the first move in a variation, $202 will mark the move as an 'auto play
best move' alternative move. This allows marking such alts without providing a visible '!?' (i.e.
$5) annotation. It will also work without having to add the [UsePlayBestAlts "true"] tag to the
game holding the problem moves.

¥ 218 : When marked on the first move in a variation, $218 will mark the move as not to be an
'auto play best move' alternative move when the default UsePlayBestAlts is turned on for the
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problem.

¥ 203 : When marked on the first move in a variation, $203 will mark the move as an alternative
opponent line the solver must solve after the main line is completed before being marked
correct. This allows marking such alts without providing a visible '!?' (i.e. $5) annotation. It will
also work without having to add the [UseOpponentAlts "true"] tag to the game holding the
problem moves.

¥ 204 : When marked on the first move in a variation, $204 will mark the move as an alternative
correct solution line the solver may choose to play into, and receive full points by playing all
listed moves in the variation. This allows marking such alts without providing a visible '!' (i.e.
$1) annotation. It will also work without having to add the [UseSolutionAlts "true"] tag to the
game holding the problem moves.

¥ 205 : When marked on the first move in a variation, the move will be treated as a 'try again'
move without having to commit to marking the move with '!', '!!' or '!?'. If one of '!', '!'' or '!?' are
appropriate in the situation, then they should be preferred over using $205, due to providing a
visible annotation, which $205 does not.

¥ 206 : When marked on the first move in a variation, the move will be treated as a 'try again'. The
difference between using $206 instead of $205 for this purpose is that a move marked with $205
(or the other try again annotations) will attempt to display the full variation immediately
following the move as the try again message instead, while $206 marked try again moves will
only display the comment from the try again move, not the full variation. Note for the variation
specific try again messages of either the $205 or $206 variety to be used, a comment must exist
on the first move of the variation, even if the whole variation is to be displayed. Without a
comment on the try again move itself, the generic 'good move, try again' text is shown.

¥ 207 : When marked on a move in a problem that holds a comment, in study mode, the normal
interactions triggered by the existence of comments will be ignored. This allows problems
comments that are available in reading mode, or shown in the final solution, but not used
during interactive study mode. For example if a try again move is marked with $207 then it will
only show the generic try again message, not the variation or comment specific message.
Similarly if a main line move has a comment that would cause a pause in the interaction, and
require a 'next' button click to continue, marking it with $207 will auto-play the opponent move
without requiring the 'next' button. This can be useful in situations where a comment may give
away subsequent solution moves and so isnÕt wanted to be shown in interactive solving mode.

¥ 208 : When marked on the first move in a variation, the user will be shown the variation in
study mode before moving on to the next move in the solution. This allows displaying side lines
to the user during study mode without requiring the user to explicitly play into them. NOT YET
IMPLEMENTED.

¥ 212 : Mark a move that gives an optional 'play best' action after being played, to be used for
situations where there are a large number of winning moves, such as some endgame positions
to reduce annoyance.

¥ 213 : If optional play best moves is turned on at the problem level, then applying the 213 nag to
a move will turn off the behaviour, defaulting to the standard 'good move, try again' behaviour.

¥ 214 : Mark an alternative move to show the best move via arrows after being played, to be used
for situations where there are a large number of winning moves, such as some endgame
positions to reduce annoyance. If this is applied to a solution move then any variation moves
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played that are deemed to be alternatives will also trigger arrows showing the best move
instead of standard 'try again' responses.

¥ 215 : If show best move behaviour is turned on at the problem level, then applying the 215 nag
to a move will turn off the behaviour, defaulting to the standard 'good move, try again'
behaviour. If this is applied to a solution move, then all alts will revert to standard try again alts
instead of show best alts.

¥ 216 : Mark a move that gives an optional 'show best move with arrows' action after being
played, to be used for situations where there are a large number of winning moves, such as
some endgame positions to reduce annoyance.

¥ 217 : If optional show best moves is turned on at the problem level, then applying the 217 nag to
a move will turn off the behaviour, defaulting to the standard 'good move, try again' behaviour.

¥ 219 : Mark a move as the last move in a solution line, useful when truncate ply tag canÕt be used
because it only applies to main lines, and we need to truncate solution lines in variations, such
as alternative opponent lines. Note that the full move list will still be shown in the solution, but
the line will be deemed correct as soon as the move marked with the 219 nag is played.

¥ 222 : Mark a move as not holding alt opponent move, used if auto-opponent move alts are
enabled and a particular opponent line should not be marked as an opponent alt line.

¥ 223 : Mark a move as preferred variation when promoting into main line due to main problem
move annotated as bad, note that we can also use this to force a problem move to become main
line even when main line move NOT annotated as bad.

¥ 224 : Mark a move as a failure even if the engine analyis would give a try again. This can be
useful for moves that the engine might give a moderately high eval to , but miss the point, and
you want to override the evaluation based try again behaviour and force the move to be treated
as a failure.

ProblemGroupStart and ProblemGroupEnd

Problem groups are containers for a set of problems. They are useful in creating groupings which
allow a more book-like rendering of a set of problems in the book reading view. To start a problem
group use a game that looks like:

[White "ProblemGroupStart"]

*

Then add several ChessProblem games, before closing the group with a trailing:

[White "ProblemGroupEnd"]

*

If you would like your imported PGN to use automatic grouping of problems instead of having to
mark each section with the group start and end, then you can set the following tag in the book
details initial game in your book PGN:
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[AutoProblemGroup "true"]

Using auto-grouping will join any set of continuous problems that donÕt have other book material
separating them into a group. Note that auto problem grouping is on by default, so if you donÕt use
the tag to turn it off, and donÕt need explicit control over groups, then you can simply rely on the
system grouping your problems automatically. If you do need control over the groups , such as
when you have a large number of continuous problems you want to split into multiple groups
without using chapters or other separators, then set:

[AutoProblemGroup "false"]

In the initial book details game to indicate you want to control the grouping yourself.

Some aspects of problem group specific rendering is turned off in edit mode for
performance reasons, so youÕll need to view your book in reading mode to see
exactly how problem group formatting will appear in the final version of the book.

RepertoireMoves

Placing the tag [RepertoireMoves "true"], into a PGN game will mark that game as holding moves
that are part of an opening repertoire. By default the repertoire colour will be assumed to be the
open specified in the opening book details PGN if one is provided, otherwise you can specify the
colour on a per PGN game basis with the tag:

[OpeningColor "white|black|both"]

To allow convenient navigation the sequence of moves leading up to the variation covered by the
game should be placed in the tag:

[VariationStartMoves "1.e4 c5 etc etc"]

The value of VariationStartMoves tag must be a legal sequence of PGN moves (without newline
characters). While repertoire moves imported without this tag will work, the user experience with
your book will be improved by providing the start moves. If the game moves start from a non-
initial position, then the VariationStartMoves will need to start from the same start position that the
RepertoireMoves starts from.

If no VariationStartMoves tag is provided, the system will attempt to automatically determine the
variation moves for each RepertoireMoves PGN game. You may wish to start with this , and only
provide an explicit VariationStartMoves where the automatic detection fails.

The name of the variation this game covers can be stored in the tag:
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[VariationTitle "Repertoire title text here"]

If no variation title is provided, and a VariationStartMoves tag is provided, then the start moves will
be used as the variation title. If both the VariationTitle and VariationStartMoves tags are not
provided , but a White tag is available on the game, then a combination of the White and Black
player names will be combined to form the title, with any automatically determined variation start
moves appended to that title.

The variation naming methods will be used to generate shortcuts (bookmarks to jump to the
variation position in the opening tree) when importing the repertoire data into the opening trainer
tool. If youÕd like to organise variation shortcuts into sub-folders, such as grouping under chapters
or top-level variations, then you can do so by using the tag on the RepertoireMoves PGN games:

[VariationFolder "Folder name"]

Replacing "Folder name" with the folder youÕd like the current RepertoireMoves variation to be
stored under.

As each RepertoireMoves PGN game will be treated as a variation for the purposes of organisation,
it is usually best to try to split up your opening book material into multiple games such that each
variation is covered in a separate game. It is fine to use a single game for several sub-variations, but
keep in mind that shortcuts will only be generated on a per PGN game basis.

Moves in RepertoireMoves games can be marked with PGN NAGs to force desired behaviour. The
following NAGs are supported: - 209 : Force a variation to be enabled. By default moves in the
repertoire colour that are the start of a variation line at the current position will be imported as
disabled lines. This allows authors to explain why some choices donÕt work, and have that analysis
included in the repertoire tree without it being treated as a training target. If youÕd like to include a
variation move in the repertoire colour to be imported enabled, and therefore available for
training, add the 209 NAG to the move. For example 8ÉNf3 (8ÉBxc5 $209 etc etc) will ensure the 8É
Bxc5 line is imported enabled for training. - 210 : Force a variation to be disabled. Sometimes you
may have a move in the repertoire colour that is included in a main line, rather than a variation
that you would prefer to import as disabled, because the move youÕd prefer to be the training target
in the position is included elsewhere as a main line (or force enabled using the $209 NAG). So 8É
Nf3 $210 would make sure that move Nf3 and any following moves in that line are imported
disabled, so not available for training. If you force disable a move, any sub-variations of that move
will also be disabled. - 211 : In a group of variations at the same level, force this variation to be first.
Useful when you may want to present side-lines first in reading view, but have the last variation in
a group shown as the first of the group in the training UI.

Note that the reader of the book can always decide to enable or disable such lines themselves after
purchasing the book. This allows the author to include repertoire lines that are disabled by default,
but offer viable alternatives for the reader that they may wish to enable for training at their
discretion.

Comments on moves in RepertoireMove games will be imported as comments into the opening
trainer when the book repertoire is loaded into the opening trainer. You can specify that comments
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are not imported using the otIgnore flag , and you can also get control over how comments attach to
moves with the precom, pre-comment move attachment flag . Note that comments that only have
formatting commands or non-text fields such as board markers ( ) or clock PGN extensions ([%clk     
etc) will be ignored. If you want a comment with a '           ' board marker to be imported for display in the
opening trainer, then youÕll need to include some standard text in the comment along with the
marker.

You can use RepertoireMoves games with non-initial position in an opening book,
however you will need at least one RepertoireMoves game that joins up the
missing moves that lead to the initial position, otherwise the repertoire will not be
usable once imported into the opening trainer. For example if all the variations in
your book are in the Ruy Lopez, then you can start most of the repertoire moves
games from the position after the moves 1.e4 e5 2.Nf3 Nc6 3.Bb5 have been played,
but you need at least one repertoire moves game that includes those leadup
moves.

ChessGame

Placing the tag [ChessGame "true"], into a PGN game will mark that game as representing a full or
partial chess game.

Games marked in this manner may also be optionally marked as Guess the Move games with the
GTM tag, i.e:

[GTM "true"]

GTM games will be available to be loaded for playing in the GTM feature, and any annotations
provided in the game will be made available in the GTM game review mode after the play through
has been completed (as well as viewable in book reading and study modes). If the game is marked
with the GTMPlayAsColor tag the GTM play through will happen from the point of view of the
player with those colour pieces in the game. So for example [GTMPlayAsColor "w"] will play
through as white, and [GTMPlayAsColor "b"] will play through as black. If the game is marked as a
GTM game but no GTMPlayAsColor is added, then if there was a winner in the game, you will play
as that player. If the game was a draw, and no player colour was specified, then it will default to
white.

Note that in PGN imports specified as holding a game collection book, PGN games that donÕt have
any explicit tags to indicate their type will be treated as if they have [ChessGame "true"] AND [GTM
"true"] marked on them.

If a game marked with ChessGame "true" is found, you can also explicitly mark the title shown for
the game using the tag:

[GameTitle "title text"]

If an explicit title is not found, a generic title built from the player name and event information will
be created for you on import. To avoid any title being output for the game create an empty game
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title with:

[GameTitle ""]

A shorter title can also be specified that may be used in some parts of the UI requiring a shorter
title, such as the list of Guess the moves from a book. The short title can be specified with:

MoveListType

The MoveListType PGN tag provides a way of specifying some generic game types that are not
specific to a particular structure such as a full game or chess problem.

[MoveListType "inline"]

On a PGN game will allow the move list to be used in the middle of textual content for example if
you want a sentence that reads "In this position 45ÉNf3 46.Rxf3 Bf2+ is winning for black". A PGN
game which specifies the FEN position and move sequences marked with a [MoveListType "inline"]
tag can be used in this manner.

However to make this work the original text needs to mark where the latter game will be added,
this is done with a MOVE_LIST_OUT%(MOVE_LIST_NUMBER) reference in the original text, so for
example you might have the following two PGN games in your PGN file:

[White "Paragraph"]

Ê{ In this position MOVE_LIST_OUT%(1) is winning for black. }  *

[MoveListType "inline"]
[Result "*"]
[MoveListNum "1"]
[SetUp "1"]
[FEN "SOME_FEN_POSITION_TO_SETUP_POSITION"]

45...Nf3 46.Rxf3 Bf2 *

When the book is rendered for reading or editing, the MOVE_LIST_OUT%(1) will try to find the
move list game with MoveListNum set to 1, and replace the placeholder with the inline move list
defined in the game with the matching MoveListNum (in this case inserting the moves 45ÉNf3
46.Rxf3 Bf2. The advantage of using the inline move list in this context instead of just listing the
moves in the paragraph text is that the reader will get a clickable and navigable board.

[MoveListType "diagram"]

Using "diagram" as the MoveListType allows you to embed a diagram from a PGN game. For
example:

[MoveListType "diagram"]
[SetUp "1"]
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[FEN "rnbqkbnr/pppppppp/8/8/7R/8/PPPPPPPP/RNBQKB2 w - - 0 1"]

*

Will generate a diagram in the text using the position shown in the FEN string.

Like inline movelists, you can also embed a diagram into what is otherwise pure text using the
MoveListNum so:

[White "Paragraph"]

Ê{ You can see the resulting position in this diagram: MOVE_LIST_OUT%(2) }  *

[MoveListType "diagram"]
[MoveListNum "2"]
[SetUp "1"]
[FEN "rnbqkbnr/pppppppp/8/8/7R/8/PPPPPPPP/RNBQKB2 w - - 0 1"]

*

This will embed the matching diagram with [MoveListNum "2"] into the paragraph, replacing the
text MOVE_LIST_OUT%(2) with the diagram.

Note that if you need problems or games (i.e. PGN games marked with [ChessProblem "true"] or
[ChessGame "true"]) embedded inside text content, you can also add a [MoveListNum "NUMBER"]
tag to the problem or game PGN, and use the same MOVE_LIST_OUT%(NUMBER) placeholder
method of placement.

It is important that the numbers are kept unique in a PGN. If you are exporting from a book to PGN,
the export will handle this for you, but when preparing external PGN for an initial import as a
Chesstempo book, youÕll need to manage the numbers yourself.

2.7.6. PGN Comment and Annotation extensions

As mentioned previously, PGN game comment text can embed formatting by using Markdown
formatting style. This allows elements such as lists, paragraphs, bolding and italics markers.

We also offer some extensions that can be used to provide a more book-like appearance to your
imported material, or to provide hints to the problem import code for problem based game
material.

Comment Format Hints

Variation labels

If you have a set of variations that youÕd like to be output using labels such as:

A. 45...Nf6 etc
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B. 45...Bxa2 etc 50.Ng4
Ê  B1. 50...Qxg4 etc etc
Ê  B2. 50...Rxg4 etc etc
C. 45...Qf7+ etc etc

Then you can use the [%fmt lower-alpha-list] and [%fmt upper-alpha-list] in a comment
immediately following the move that should have the variation label placed before it. For example
the presentation above could be handled by using the following PGN variation and comment
structure:

( 45...Nf6 { [%fmt upper-alpha-list] } )
( 45...Bxa2 { [%fmt upper-alpha-list] } etc etc etc
Ê   (50...Qxg4 { [%fmt upper-alpha-list] } etc etc etc)
Ê   (50...Rxg4 { [%fmt upper-alpha-list] } etc etc etc)
Ê)
( 45...Qf7+ { [%fmt upper-alpha-list] } etc etc etc) )

The output code will attempt to automatically generate the correct sub-variation labelling. The
lower-alpha-list version will produce the same output but with lower case letters instead of upper.

Inline variations

Sometimes default formatting will force a comment to appear on a new line, such as comments on
top level main line moves. In some situations it is possible to repress this behaviour using the [%fmt
inline] comment form. So for example if you want to comment on time used in a game, but do not
want the comment to appear on a new line you can use the following structure:

8.Bxa2 { [%fmt inline](17m) } 8...Qxd5

This will make sure the output in reading mode for that game reads:

8.Bxa2 (17m) 8...Qxd5

rather than

8.Bxa2
Ê (17m)
8...Qxd5

Comment attachment to front of move

In situations where the move list and comments are structured in this manner:

8.Bxa2 {The next move loses immediately } 8...Rxa2
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You may want to specify that the comment attaches as pre-comment for 8ÉRxa2 rather than the
default comment attachment of attaching as a post-comment to 8.Bxa2. To achieve this you can use
a [%fmt precom] string in the comment, for example:

8.Bxa2 {[%fmt precom] The next move loses immediately } 8...Rxa2

This can be important in parts of the system where a comment is shown for the current move, and
you want the comment in the source PGN before the move (8ÉRxa2 in our example) to be displayed
when showing the move instead of being displayed when 8.Bxa2 is shown. Currently the opening
trainer is the only part of the system which makes use of the [%fmt precom]. The opening trainer
will also treat comments with [%fmt inline] as if they had the [%fmt precom] marker, as [%fmt
inline] is commonly used to create a layout where the comment can refer directly to the following
move.

Ignore comments in the opening trainer

You may want to create book material that has comment text in repertoire moves that you only
want visible in book reading mode, and would prefer to not make visible in the opening trainer.
This can be achieved by adding the string [%fmt otIgnore] to the comment. For example:

1.e4 {[%fmt otIgnore] In this chapter we cover several lines starting with 1...c6}

This will use the comment text in book reading mode, but the text will not be displayed as a
comment in the opening trainer.

Comments on new line

Variation comments are usually rendered inline rather than on a new line. If you would like to
force a comment to a new line you can use the [%fmt forceBreak] comment command in a
comment. So for example:

8.Nf3 ( { [%fmt forceBreak] This variation comment will appear on a new line } 8.Bxa2
8...Qxd5 )

This will make sure the output in reading mode for that game read:

8.Nf3
This variation comment will appear on a new line 8.Bxa2 8...Qxd5

rather than

8.Nf3 This variation comment will appear on a new line 8.Bxa2 8...Qxd5

If youÕd like to force a comment onto a new line but also force an extra line break to provide better

35



separation between the new comment and any previous comments, then you can replace
forceBreak with forceDoubleBreak.

In some situations you may want to force a variation onto a new line without having a leading
comment. Empty comments are usually ignored, but to avoid that, and have the force break apply
on empty comments you can use a HTML zero-width space character. For example:

8.Nf3 ( { [%fmt forceDoubleBreak] &ZeroWidthSpace; } 8.Bxa2 8...Qxd5 )

will render as:

8.Nf3

8.Bxa2 8...Qxd5

Reserved NAG usage

NAGs (numerical annotated glyphs) are used in PGN to mark annotations, for example $3 in a PGN
game equates to '!!'.

In some chess problem material, it may be necessary to to explicitly mark a variation that holds the
solution line if the solution moves include detailed annotations for lots of side variations and the
solution line is one of several such variations. Usually it is better to present solution lines as the
main line which makes it easier to extract the solution, but if that is not possible the reserved NAG
of $201 can be used to indicate to the problem importer that a move is the start of an accepted
solution variation.

In cases where a sub-variation should be promoted into the main line for presentation to the user
during solving, but we want to leave it as a sub-variation in reading mode, we can use the $200 nag
to attach the variation head move. This will have a similar impact to using the
UseFirstMoveAlternative tag previously mentioned.
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Chapter 3. Tactics Training
Chesstempo tactics training allows you to test and train your tactical ability. Tactical positions from
real games are shown , and you are expected to find the best moves leading to an advantageous
tactical outcome. Where possible, the moves will match those played in the source game, however if
the opponent played sub-optimal moves or resigned, then the best computer moves will be played
instead.

Rated training modes provide you with a tactics rating which can be used to track progress, as well
target problems at your current ability level.

3.1. Blitz/Standard/Mixed
Chesstempo tactics training is aimed at improving two important aspects of tactical ability, pattern
recognition, and calculation skills. Blitz and Standard tactic solving modes target both these areas.
Mixed mode allows you to merge both these skills, with a solve time rating adjusment more closely
reflecting time available in longer over the board games, and includes positions where the best
move may leave the position even, but is the only move which avoids entering a lost or losing
position.

3.1.1. Blitz Mode

'Blitz' mode is a training mode that emphasizes speed, and is useful for seeing a large number of
positions, which assists in learning tactical patterns, a very important part of improving tactical
strength.

In Blitz mode, your rating adjustment is partly determined by how quickly you are able to solve
problems.

3.1.2. Standard Mode

'Standard' mode is a tactics training mode that allows you to take as much time as you like on each
problem. Standard mode is suitable for calculation practice, and gives you a chance to see harder
problems, that require more thought and deeper calculation than you will see in blitz mode.

In Standard mode, your rating adjustment is based only on whether you get the problem correct.
Time taken is shown on the screen, and recorded in your results, however it is ignored for rating
adjustment purposes.

3.1.3. Mixed Mode

The mixed rating type uses a hybrid standard/blitz rating adjustment, and includes both winning
and non-winning (sometimes called "defensive") problems. Problem attempts are rated the same as
standard mode if they are solved under 5 minutes, i.e. time will not be used as part of the rating
adjustment, and only correct/incorrect matters. If the time exceeds that level, the problem is rated
in a similar way to the blitz rating method, i.e. you start to get less reward for a correct solution if
you take longer than the average solution time across all users.
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The main differences between blitz and mixed mode after the 5 minute threshold has been reached
is that there is no bonus for fast solving, there is no "time after first move" penalty, and the
minimum average time you are measured against will be at least the no time-adjustment threshold
of 5 minutes. This means for problems at your current rating you should be able to take at least 10
minutes before you start to lose rating points on a correct solution.

3.2. Alternatives
Some tactical positions have moves, which are good, but are not deemed to be the 'best'. When this
occurs, you will receive a 'try again' message, and youÕll be given another chance to find the 'best'
move.

The reason the problem set includes positions with these alternative winning moves is because it is
important to provide training in as many real game situations as possible. Real games often have
positions where you need to choose between multiple good moves, and so it is important that
training includes such positions. Positions where two moves are given the same computer
evaluation will not be used, so one should always be better than all others (at least from a computer
evaluation perspective).

3.3. Rating System
The Chesstempo rating system for tactics and endgames is based on the Glicko Rating System .
Problems and Users are both given ratings and the user and problem rating are updated in a
manner similar to the updates made after two players have played a game against each other.
Generally, if you get a problem correct, the problem rating goes down , and your own rating goes
up, and the opposite will occur if you get a problem wrong.

The default difficulty level for tactics problems targets problems that are on
average 100 points below your current rating. This means that on average you will
lose more rating points for problems you get wrong than you will gain for
problems you get right. In return youÕll get a success rate over 50%. If youÕd like to
get the same amount of points for correct and incorrect attempts (on average), you
can change your problem difficulty in your preferences to 'hard' which targets
problems at your current rating and will get you a roughly 50% success rate over
time.

3.3.1. Standard Rating

The rating adjustment for standard mode tactics is the same as that outlined above , correct
problems will give you a full 1-0 result, with you gaining points, and the problem losing points.
Problems you get wrong will give a 0-1 result, with you losing rating points, and the problem
gaining rating points.

Time is not part of the standard rating adjustment.
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3.3.2. Blitz Rating

Unlike standard ratings, blitz ratings do use the time taken as part of the rating adjustment. This
means if you take too long to solve a problem, you may lose rating points, even if you get the
problem correct. Usually chess results come in three varieties, 1-0, 0-1 or 0.5-0.5, however the blitz
rating system extends this to have values other than 0,1 and 0.5 as results, so for example a 0.25-
0.75 result is possible, and when this result was fed into the Glicko rating system it would produce a
rating adjustment that was worse than a draw, but better than a complete loss. The blitz rating
system adjusts results in this way to account for time taken during the problem.

When you solve a blitz problem, you are competing against the average solve time of all users who
got that problem correct. If you solve the problem faster than 1 standard deviation from the
average solve time, then you get a solving bonus and instead of a 1-0 result, you are given the
equivalent of a 1.25-0 result. If you solve slower than this, but faster than the average time, then
you receive a full 1-0 result. If however you solve the problem less than the average time, then you
receive a result proportionate to how much slower you took compared to the average. So for
example if you took 20 seconds, and the average was 10 seconds you will receive a 0.5-0.5 result. As
your solve time increases, your result will approach zero, for example if you take 40 seconds and
the average was 10 seconds, then you will receive a 0.25-0.75 result.

Incorrect problems in blitz mode get a standard 0-1 result, where you lose rating points, and the
problem gains them in the same manner as a normal loss. Note that blitz problems can gain points
when you get a problem correct, as they receive 1 minus whatever value you receive as a result
(with a minimum of 0), so as shown above if you receive a 0.25 result, your opponent will receive
0.75.

To discourage guessing, and incremental solving, blitz problems also take account
of time taken after the first move and ads an extra penalty for time taken after the
first move. Essentially time taken after the first move is counted twice when
accounting for total time taken. So a solve time of 10 seconds where 5 of those
seconds were on the moves after the first, the total time used to calculate your
rating adjustment would be 15 seconds (10 seconds + 5 seconds).

3.3.3. Duplicate Problem Rating Adjustment

To help reduce the impact on the rating system of users seeing problems multiple times, a reduction
in the reward for successful attempts on problems that have been seen before has been
implemented.

Duplicate reward reduction only applies to the top 1-3% of users in each rating type. This prevents
the top 10 lists from being a list of users with the best memory for past problems, rather than the
people with the strongest problem solving skills, but still allows lower rating users who are not
getting large memory benefits from past attempts to get full reward for problems.

The current reductions are:

¥ 1st Repeat - 70% of full credit

¥ 2nd Repeat - 55% of full credit
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¥ 3rd Repeat - 45% of full credit

¥ 4th Repeat - 35% of full credit

¥ 5th Repeat - 25% of full credit

¥ 6th and subsequent Repeats - 15% of full credit

There are also time decay adjustments made if the user has not seen the problem for a long time. So
problems not seen for least 6 months receive a minimum of 45% of full credit, irrespective of how
many times they were solved in the past. Similarly, problems not seen for a year are given 75% of
full credit, no matter how many times they had been seen previously.

3.4. Screen Controls
[!Next!]

This jumps to the next problem. It is only required if you donÕt have automatic continue to next
problem options set. The button is disabled until after the problem is over, so if you want to skip
the problem, you will need to use the "Give Up" button first. You can also go to the next problem
by pressing the space bar.

[!Give Up!]

The Give Up button allows you to finish the current problem without playing any further moves.
You will be marked as failing the problem, and your rating will be adjusted accordingly.

[!Replay!]

This replays the current problem. The button is hidden until after the problem is over.

3.5. Tactics session panel
The tactic session panels shows stats for the current solving session. The session starts when the
page loads or after the [!End session!]  button is used. The current session time, a graph of the last
20 problem attempts (green dots = correct, red = incorrect), and some summary stats for the current
session are shown.

[!Change Set!]

The Change Set button brings up the problem set selection dialog, allowing you to select a new
problem set for the next problem.

There are three groups of problem types, rated, unrated , personal and from my games. Rated
includes the officially rated sets such as Standard and Blitz sets. Unrated includes any of the default
custom sets such as Mate in 1, Fork etc. Personal is where any custom sets you create are placed.
From my games sets are sets targeting tactics extracted from your games.

[!End session!]

The [!End session!]  button allows you to reset the session stats.

Difficulty selector

Click on the difficulty drop down to switch between easy, medium and hard difficulty modes.
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This option allows you to select the difficult of problems you receive when solving rated
problems. This option shifts the average rating of the problems you are given. 'Hard' mode
serves up problems targeted at your current rating level, so on average, problems rating will
match your own rating. The default 'medium' difficulty gives problems that are on average 100
rating points below your current rating, and 'easy' gives problems that are on average 200 rating
points below your current rating. You should expect different success rates at each level of
difficulty, and these different success rates ensures that on average, there is no total rating
advantage to any of these modes.
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Chapter 4. Endgame Training
The Chesstempo endgame training allows you to play through endgame positions, trying to
progress towards to mate. Often you do not have to play all the way to mate, as converting to a
more easily won endgame (by capture or promotion) is usually enough, although if a quick mate is
available after conversion, then you may be asked to play it.

Promotion or capture may not always cause the problem to finish if it was deemed that the
opponent still had threats that needed to be dealt with, for example when the opponent had very
advanced pawns , the problem may not end until you have neutralised the promotion threat. All
endgame problems start from positions that appeared in real games.

4.1. Benchmark Mode
Benchmark mode allows you to play any move that keeps the win, even if it would take longer to
mate. You play moves until the position is deemed completed (usually by either mating or typically
for problems with more pieces on the board, after taking a piece or promoting, converting to a
more easily won endgame). Playing a move which loses or draws will fail the problem.

In Benchmark mode , your rating adjustment for successful solutions will be based on how many
moves you take compared to the average number of moves spent by all previous solvers who have
solved the problem correctly.

Benchmark mode is the only mode in which 7 piece endgames can be solved, as
the depth to mate metric required to score correct solutions in Practice and Theory
mode is not available for 7 piece endgames.

4.2. Theory Mode
Theory mode forces you to play the fastest line to mate, if you play a move that is not one of the
moves that leads most quickly to mate (and there may be more than one), then you will be asked to
try again. This will continue until you find one of the fastest mating moves, or you play a move
which loses or draws, at which point the problem will end and you will be marked incorrect. This
process will continue until you have either failed, or reached the end of the problem. The main
purpose of theory mode is to be shown the optimal mating line, and as such is useful for endgames
where you may not know how to mate at all.

4.3. Practice Mode
Endgame practice mode is similar to Benchmark mode , in that it does not force you to follow the
optimal line. You can play any move you like, including moves which dramatically increase the
number of moves required to mate. The difference between practice mode and benchmark mode is
that like Theory mode, Practice mode compares the number of moves you took to the optimal
number of moves to mate to calculate your rating adjustment.
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4.4. Rating System
The rating system for endgames is similar to that used in the tactic problems, the Glicko rating
system is used to rate both endgame problems and players. For failed attempts rating adjustments
are done based on a straightforward 0-1 result. Your rating adjustment for successful rating
attempts depends on how many moves you played before completing the problem.

For benchmark mode if you take the same number of moves or less than the average number of
moves on correct attempts for all users, you will receive full rating points. As the number of moves
increases beyond the average, youÕll start to get reduced rating points. If you end up taking exactly
twice the number of moves compared to average, the result will be treated like a draw, so against a
problem rated at your current rating level, you will receive a zero points rating adjustment. If you
use more than twice as many moves compared to average, you will start to lose rating points
against a problem rated at your own rating level.

Note that in benchmark mode, some problems may have common paths that prune quickly when
converting to another endgame such as taking a pawn instead of opting to mate in the current
position. In this situation, the average move length played by all users may be shorter than than the
fastest mate in the current position. This could lead to unfair situations where a mate in 6 is played
with no extra moves, but marked down due to being considerably longer than the more common
move sequence that leads to a quick prune (but a longer mate). To avoid this unfairness,
Benchmark scoring on correct solution will also check depth to mate where available as a fall back
score adjustment method. This means if you would score highly based on how quickly you mated,
but the average move length would punish you, your score adjustment will be the highest of the
depth to mate vs the user average move length scoring methods.

BenchmarkÕs rating method allows you to play lines that may not be the fastest method to mate ,
but still exhibit good endgame technique without worrying about being punished too much, due to
using other solvers move lengths as the benchmark for scoring rather than number of moves to
mate.

For practice mode, successful rating adjustments are based on how much longer your number of
moves was compared to the fastest number of moves. If you play the optimal move at each point
then you will receive a full 1-0 result. However

Theory mode rating adjustments for successful attempts are similar to practice mode, except that
instead of total moves played impacting the outcome, it is the extra moves that would have been
used if the longer moves had been allowed. For positions where you attempt to play more than one
sub-optimal move, the move with the longest length to mate is used for rating purposes.

In theory and practice modes, the endgame training tool currently uses the
shortest distance to mate as the measurement of best moves. This means that to
make perfect play, all your moves must lead to the quickest mate. This can
sometimes lead to situations where the most obvious move (for example
promoting or taking an opponentÕs piece) may not always be the quickest way to
mate. In these situations the server will treat takes or promotions as equivalent to
the shortest mating move, as long as capture or promotion doesnÕt extend the
length of the shortest mate by more than 2 moves.
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No matter how sub-optimal your solution, or how many times you use the "Play
Best" button, you will never lose more points that you would if the problem is
marked wrong.

The result notification for correct endgames has two extra lines. The first line
shows the number of moves, and then in brackets the number of extra moves. The
second line shows you the score you received, 50% means you received a result
equivalent to a draw, i.e. 0.5-0.5, 25% means you received closer to a loss (or 0.25-
0.75), and 100% means you received maximum points (i.e. the equivalent of a 1-0
result). After the percentage score, the actual number of moves you were punished
for is also shown. Where you played sub-optimal , but allowed moves such as
slightly longer moves that promoted or took a piece, this value may be smaller
than the total number of sub-optimal moves shown on the number of moves line.

4.5. Endgame Played Move List
The list of played moves in endgame problems serves several purposes. It allows you to see the path
you have followed while the problem is active, but it also provides extra details on the moves you
played after the problem is finished. You can also play through different lines after the problem is
over, and see the variations added to the move list.

The annotations on the move list after the problem is over show moves that were not the best move
in the position. For example M10(M8) shows you played a move that was mate in 10 where the best
move was mate in 8. L10(M2) shows that you played a move that leads you to lose (i.e. be mated) in
10 moves, where the best move would have had you mate your opponent in 2 moves. D(M3)
indicates a move that draws when you could have mated in 3.

4.6. Endgame Legal Move List
The legal move list appears after you have finished solving an endgame (or when viewing the
problem in problem viewing mode). For each position it shows a list of all the legal moves and the
number of moves to mate (or to be mated) when a win or loss is the optimal outcome, or 'draw'
when best play would lead to a draw.

7 piece endgames do not show the number of moves to mate, only if the move is
winning, losing or a draw.

We also provide a distance to zero (DTZ) number for each move, which is the number of moves (in
ply) before the 50 move counter would reset (so before a pawn move or capture occurs).

Note that the scoring is 50 move rule aware, so there are three types of draws, the normal draw, a
cursed win draw (i.e. a position that allows mate, but not before the 50 move rule), and a blessed
loss (a position that would lead to the player getting mated, but not before the 50 move rule would
finish the game as a draw).

You can click on any of the moves in the legal move list to play that move on the board.
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Not that clicking on a move in the endgame legal move list or moving forward in the played move
list will play only one sideÕs move. However if you play the move by interacting with the pieces, the
opponent move will be played in reply, allow you to play out lines against the position.

4.7. Endgame Blitz Mode
Some endgames can be quite easy to play to mate, but very difficult to play the fastest mating
sequence, these problems can be particularly annoying in modes that score you based on the
optimal mate length as it can be easy to lose rating points on these type of problem. The "Blitz"
button is designed to avoid some of this frustration.

The "Blitz" button allows you to take the option of solving endgame problems under the clock. The
"Blitz" button is intended for use on endgames which you feel may be easy to mate , but not easy to
play perfectly. After clicking the "Blitz" button, the clock changes to a count down timer and you
have until the clock reaches zero to solve the problem.

Similar to Benchmark and Practice modes (irrespective of whether you were in Theory or Practice
or Benchmark mode to start with), you are able to make any move you like (as long as it is still
winning). You will not be punished for moves that take longer than the shortest path to mate, and
in benchmark mode you will not be compared to the average number of moves to solve.

If you solve the problem within the time limit, you will get full points for getting the problem
correct. There are no rewards for fast times, you will be marked the same if you have 1 second left
on the clock or 50 seconds. If you run out of time, play a losing or drawing move then you will
marked incorrect. You can only choose to blitz a problem before your first move. The number of
seconds you have to solve the problem is defined by the function MAXIMUM(60,DTM*3.0+10) where
DTM = Depth to mate. The time used before you press the blitz button is also included in the time
allowed, so the longer you take to press the blitz button, the less time you will have to solve the
problem once the clock starts counting down.

When using the blitz button you are required to mate the opponent, the usual endgame pruning is
disabled. However, to avoid frustration from having to play out endgames against a lone king when
blitzing after having already converted from a harder endgame, there are specific conditions under
which a blitzed endgame will prune when you reach a position where your opponent has a lone
king. If you reach such a position that would normally be pruned in a non-blitzed endgame, and
have not used so much time already that you would likely not have time to mate, and have never
reached within 2 moves of checkmating up to this point, then the problem will finish without you
having to mate the opponent king. Sufficient time to mate is defined by the formula MAXIMUM(10
seconds,DTM*1 seconds). Or in other words if you have at least 10 seconds or 1 second per move to
mate left when you reach a lone king position for your opponent, then you will be deemed to have
enough time left to mate, and the early pruning check will be made.

Blitz mode is not available for 7 piece endgames, as the depth to mate metric
required to determine solve time is not available for those endgames.
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4.8. Play Best
The "Play Best" button plays the best move for you in the current position. However there will be a
large penalty for using the button, so be careful how often you use it. Each time you use "Play Best"
there will be a certain number of moves added to your move count (used in calculating your rating
if you succeed). The penalty for using "Play Best" will be a minimum of 10 moves. In Practice and
Theory mode, if you have made any previous attempts then the penalty will be the longest attempt
you had made already for the current position plus an extra 5 move penalty (or 10 moves if this
number is still less than 10). Benchmark mode will add a flat 10 moves on to the number of moves
taken each time the play best button is used. The purpose of "Play Best" is to provide an alternative
to completely giving up, and thus to allow you a chance to learn more about a position which you
may otherwise feel completely lost in.
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Chapter 5. Chess Database
The Chesstempo database allows users to research openings and endgames, and study the games of
the great Grandmasters. Powerful search and filtering features are provided to control which
games are included in your opening research, or to help you find and study games of interest.

5.1. Opening Explorer
The Opening Explorer provides a way of studying the popularity and performance of different
opening moves. The opening explorer allows you to play through opening lines, with statistics
provided on all the moves, indicating how they have performed when played by others.

The figure below shows an example of the opening explorer in action:

Figure 1. Opening Explorer Screenshot

You can interact with the opening explorer by making moves on the board, or by clicking one of the
candidate moves. If you are playing through the moves in an actual game, the explorer will also be
active, and will show the stats for the current position in the game.

5.1.1. Candidate Move Stats

The number next to each candidate move provides an indication of the popularity of each move. By
default, this number shows the number of times the move was played in the position and ignores
transpositions into subsequent positions. You can also choose to view these numbers based on the
position after the move was reached in the database by changing the transposition type from
Played Moves  to Resulting Position . In this case the count is based on the resulting position, and
not the actual move, this means that the count is aware of transpositions, and will also include the
number of times the resulting position was reached via other moves. . This is discussed in more
detail in the Explorer Stats Options  section of the user guide.

The other columns in the opening explorer show the year the move was last played (or the resulting
position reached, depending on the Transposition Type  setting), the average and maximum rating
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of the player playing the move, as well as the performance rating of the move. The performance
rating uses the USCF tournament performance rating calculation, and provides a rating for a move
based on the rating of the opponents of the player who played the move, and the number of times
the game ended up won or lost after the move. If the performance rating is higher than the average
rating of players who played the move, the performance rating is displayed in green, and if it is
below the average rating, it will be displayed in red. The colours can be used to see moves that lead
to positions where those who played the move perform above or below their average rating.

White has a natural advantage in the opening, so white moves are more likely to
receive green colouring than black moves. This factor should be considered when
interpreting performance rating based colouring.

5.1.2. White Win/Draw/Black Win Percentages

These values show the respective outcomes for games where each move was played (or each
resulting position arrived at). The bars allow the relative outcomes to be seen at a glance.

The order of white/draw/black is the same irrespective of whose turn to move it
was, i.e. whiteÕs win percentage is always shown first, even if it is black to play.

5.1.3. Filtering/Searching and the Opening Explorer

Game Database subsets (such as rating and year ranges) and game searches (both advanced and
quick search) impact the games used to generate the statistics for the Opening Explorer. So for
example if you specify the database subset as 2700+ then the Opening Explorer will only include
games where both players were rated 2700+. You may also want to look at recent theory in a line,
and specify a date search criteria to include only games played recently.

It is also possible to explore the opening stats for specific players, or even their opening explorer
stats against a particular opponent. You can search for the players name either in the quick search,
the advanced search, or the player list panel to find either the playerÕs page or a game the player
has played. Once the player or one of their games have been selected the game source selector (the
first of the drop down selectors next to the search buttons) provides choices that allow you to
choose between different repertoire views relevant to the player or selected game.

To make this useful for repertoire analysis, you probably want to choose one of the "White/Black
Rep." options to look at one colour at a time (otherwise the opening stats will include moves played
by the playerÕs opponents). So for example, specifying PlayerNameÕs White Rep. will only have
games where the specified player played with the white pieces, so all white move stats will be from
the playerÕs point of view, and all black move stats will be from the opponentÕs point of view. If you
have a game selected, rather than a player page, then youÕll be able to choose between white and
black repertoire options for both players.

Currently, material search criteria will be ignored in Opening Explorer filtering.
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5.1.4. Explorer Stats Options

By default, opening explorer statistics for each move are based on analyzing the position that is
reached after the relevant move is made. This allows stats to account for transpositions into the
resulting position from other lines. There may be times at which this is not the desired behaviour,
and you would prefer to see the stats based only on the instances in which the relevant move was
played in the current position. To do this you can choose the Played Moves  option from the

Transposition Type  option selector available by clicking on the [! !] filter icon in the top right of
the opening explorer panel. To return to the default behaviour choose Resulting Position . .

5.1.5. Endgame Explorer

Once games arrive at positions with 7 or fewer pieces (including the king) on the board, the
explorer stats will include tablebase values for the positions. For each legal move in the position the
explorer will indicate if the move leads to mate, getting mated or a draw. If the draw is due to the 50
move rule when mate would have eventually been possible in more than 50 moves, then that will
also be indicated. If there are 6 or fewer pieces on the board, then the system will be able to
determine the number of moves to mate. Hovering over the mate/mating/draw text with the mouse
pointer will show 'depth to zero' stats for the move (i.e the number of moves until the 50 move rule
counter resets via a pawn move or capture).

Figure 2. Endgame Explorer

5.1.6. Explorer Panel Resizing

You can change the height of the explorer panel using the drag handle shown in the lower center in
the opening explorer screenshot  at the start of this section.

5.1.7. Related Openings

The related openings tab is available on the tab bar below the opening explorer panel by clicking

on the [! !] icon.
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Figure 3. Related Openings Screenshot

Related openings shows a list of the openings that contain the current position. This display is
transposition aware, so it will show openings that contain the current position, even if the move
sequence in the move list is different from the openingÕs actual move sequence. As the number of
openings can be very large for some positions, it is suggested you only have this panel open when
needed, as downloading the information can slow down other operations.

The initial board position will not show any related openings, if you wish to see a
list of all openings, the Openings List  page is the best place to see them.

5.2. Game Search
Game search serves two purposes, it allows you to find games meeting a particular criteria, but it
also allows you to control which games are processed when displaying the opening explorer stats.

5.2.1. Results List

The search results are displayed towards the bottom of the page:

Figure 4. Game Search Results List
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You can sort most of the columns by clicking on the column headings, the sort order can be
reversed by clicking on the column header a second time.

There are three icons shown in the first column:

[! Download PGN!]

The first icon on the left allows you to download the the PGN of the game.

[! Open Game in New Window!]

The middle button allows you to open the game in a new pop-up window.

[! Open Game in Current Window!]

The last button on the right allows you to load the game into the existing page.

When opening a game in the current window, the search results will remain,
but any previous game and lines will be replaced with the new game, and there
is currently no way of returning back to them, so if you have lines in the move
list you still want to refer to, open in new window button is the best option.

If you click on any of the other links in the results list, they will take you to the relevant player or
opening shown in the link. Hovering over the result for the game will show a mini-board with the
final position og the game, and hovering of the opening will show a mini-board indicating the
initial position that defines the opening.

5.2.2. Position Mode

Clicking on the position checkbox in the games list header will lead the game search to update as
you move around in the move list such that the results displayed all include the current position.

5.2.3. Moves view

Clicking on the moves checkbox in the games list header will lead the game search results to show a
full list of moves for each game, hiding details such as the event and site names to make room for
the move list. Hovering over the moves in the list will show the position after each move on a mini-
board.

5.2.4. Traversing the games list

The [! back!]  and [! forward!]  arrows on the left of games list header can be used to move
through the games list. Not to be confused with the arrows on the right which are used to jump
forward and back a page in the results.

5.2.5. Bulk game PGN download

Premium members are able to download game search results in bulk. Up to 1000 games can be
downloaded at once using the [!PGN!]  button shown in the games list header. If more than 1000
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games are available in the results, the first 1000 will be downloaded.

5.2.6. Game Source Selector

The drop down selector to the right of the [!AdvancedÉ!]  search button will allow you to make
quick subselections from the database which will impact the game search results AND the opening
explorer stats. This starts with 'Main Database' selected, which is the full game database that
includes all our over-the-board (and some online) game selection. Depending on context this
selector may have other options. For example if you have visited a player page (either one from the
main database or one of the online Chesstempo playerÕs pages) the results will default to that
playerÕs games, and youÕll have options to view the playerÕs white or black games (or switching
back to seeing the full main database selection). The colour specific selections are particularly
useful when using the opening explorer as they will then be showing stats (and games) for the
playerÕs white or black repertoire instead of a less meaingful mixture of the two.

If a game has been selected, then options change to vary the games list and opening explorer stats
by a wider range of options, including the full set of games of either player, the full set of games
between the players, or subsets of either playerÕs games in order to investigate their white or black
repertoires.

5.2.7. Game Date Selector

To the right of the game source selector, youÕll find a selector that allows you to choose the time
range over which games are played, the current options are:

¥ All years

¥ Last 6 months

¥ Last year

¥ Last 2 years

¥ Last 5 years

¥ Last 10 years

¥ Last 20 years

This selector can be especially useful for the opening explorer in cases where you want results
which only include latest theory.

5.2.8. Rating Range and Rating Type Selector

The rating range selector lets you select a subset of all games, by default only games where both
players were rated 2200+ are included in game search and opening explorer stats. If you want to
see the widest possible number of games (and therefore more available data for the opening
explorer stats), switch to the 'all games' option.

The rating range subset will be ignored if you enter a rating based search in the advanced or quick
search.

When viewing the player page for a Chesstempo online game player, the rating range selector
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changes to a rating type selector, and you can choose from Bullet, Blitz, Rapid, Long or
Correspondence rating types to filter the results. Again, this selector impacts both the opening
explorer stats and the game search results. If youÕd like to filter a particular playerÕs games by the
rating they had when they played the games, then you can use the advanced search filters to do
that.

5.2.9. Quick Search

Quick Search allows you to rapidly enter simple search criteria, without having to use the more
complicated advanced search panel.

Figure 5. Quick Search Field

Enter the search criteria and press the return key or click the search button to the right of the box
to start the search.

Search criteria supported in quick search includes:

Year

Any 4 digits e.g. 2007

Year Range

Two years separated by a hyphen, e.g. 2007-2009. All games played within the years will be
matched.

ECO

Any ECO code, e.g. B52

ECO Range

Two ECO codes separated by a hyphen, e.g. B52-B56. This will search for all games with openings
within the ECO range.

Minimum Rating

A 4 digit number with a + at the end, e.g. 2500+, would match games where one of the playerÕs
rating is 2500 or higher.

Event

Any string preceded by the word event:  will matches games in events containing the following
word. For example event:Corus . If you want to match more than one word then you will need to
put the words in quotes, for example: event:"World Championship"

Site

Any string preceded by the word site:  will match all games played at sites that match the
following word, for example: site:London . Again, if you want to match more than one word them
quotes are required, for example: site:"New York" .
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Opening Name

Any string preceded by the word opening:  will match all games that used the specified opening,
for example: opening:Sicilian . Again, if you want to match more than one word them quotes are
required, for example: opening:"Sicilian Dragon" .

Player Name

The name of a player, playing either white or black in a game. There is no special syntax for
player names, you can simply type them directly, e.g. Kasparov.

Player name versus Opponent name

The names of a pair of players playing each other. 'vs.', 'v' and 'vs' will also work as replacements
for 'versus'. Versus can also be left out, as long as the result is not a player name for example
Kasparov Karpov is equivalent to Kasparov versus Karpov . Order of names is not important here,
so Kasparov versus Karpov will return games where both Karpov and Kasparov had the white
pieces.

5.2.10. Advanced Search

Advanced search allows more explicit control over search criteria than is provided under Quick
Search, and also allows access to some search features not made available via Quick Search. When
the database page is first loaded, the advanced search is hidden, to show the advanced search
fields, click on the [!Advanced Search!]  link.

Game Details Search

Figure 6. Advanced Search - Game Details Tab
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Game Details Search allows you to specify criteria that are related to the game as a whole, currently
the following criteria are supported:

Player

Player

Player Name

The name of the player. The more specific the name, the more specific the results, for
example if you type 'Kasparov' will receive results from not only Garry Kasparov, but also
Sergei Kasparov and Tatiana Kasparov. The name format is fairly flexible, so the following
should all return the same results:

¥ Garry Kasparov

¥ G Kasparov

¥ Kasparov, Garry

¥ Kasparov, G

Some player names are given aliases, so for example 'Gary Kasparov' will be equivalent to 'Garry
Kasparov'. Several names can be added using semi-colons as separators for example:
Kasparov;Carlsen, will return games played by one of Kasparov and Carlsen (but not necessarily
against each other).

Player Rating

The rating range of the players to match. If no player names are specified, this will match all
players with this rating range.

Piece Colour

The colour of the pieces played by the player. There doesnÕt need to be a player name entered for
this to apply, for example if a rating range is entered and 'white' is chosen as the piece colour,
then it will apply the rating range to games where the white player had the rating range
specified, instead of either player. Similarly, if a colour is selected here and an opponent player
name is entered, then the opponent name will only be matched against games where the
opponent played with the opposite colour to the one specified.

Result

Specifies the outcome of the game from the first playerÕs perspective. So for example if you enter
Kasparov as the player name, and Karpov as the opponent player name and select 'Win' as the
result, then you will search for all games where Kasparov beat Karpov. If you also select the
piece colour , for example 'black' then you will return all games Kasparov beat Karpov where
Kasparov played the black pieces. To search for any games where Kasparov won as black , you
can select Kasparov as the player name, piece colour as 'black' and result as 'win', leaving the
opponent name fields blank. Another example of a result based search is to look for games
where Kasparov lost to players under 2500. This would require choosing Kasparov as the player
name, choosing 'Loss' as the result and entering 0 and 2500 for the min/max rating for the
opponent rating. ResultÕs do not have to have player names entered, for example using setting
result to 'Win' and piece colour 'Black' would return all games in the database where black won.
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Opponent Name

The name of the opponent. It is important to remember that player versus opponent name is not
the same as white versus black player name. The player and opponent names are colour neutral
unless the 'piece colour' option has been selected, so entering Kasparov as the player name and
Karpov as the opponent name will return all games between Kasparov and Karpov, irrespective
of which colour pieces each player had.

Opponent Rating

Rating range of the opponent. Like player rating range, this does not require an opponent name
to have been entered, leaving opponent name blank and entering in values for the opponent
rating will match all games with opponents within the rating range.

Year

Year - Range of years in which matching games must have been played.

# Moves

The total number of moves in the matching games. This value is in terms of half moves (also
known as ply), so 1.e4 e5 2.Nf3 would be 3 moves.

Event

The name of the event that the matching games were played in. Multiple event names may be
entered by separating them with the semi-colon character.

Site

The name of the event that the matching games were played in, again a semi-colon can be used
to separate multiple site names.

Opening Name

The name of the opening in each game to be matched, multiple openings can be entered by using
a semi-colon to separate the names.

ECO Code(s)

The ECO codes of matching games, multiple ECO codes can be separated with a semi-colon, or
eco ranges can be entered , for example E90-E92.

Material Search

Material search allows you to search for particular material configurations on the board. This is
especially useful for finding endgame positions to study, but can also be used for other purposes,
such as using material value differences to find games involving sacrifices.
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Figure 7. Advanced Search - Material Search Tab

Material search results will have game link buttons that will go to the first position
in the game which matched the material criteria. Only the first matching position
in each game will be returned in the results, even if there was a matching position
later in the game with the colour of the matched pieces reversed.

Material Counts

Material counts allow you to specify a position with a certain number of pieces of each type on the
board. You can specify an exact number of pieces or a range of number of pieces. An exact count is
specified by setting the minimum and maximum to the same value. Pieces types that donÕt have a
count, or count range specified are treated as 'wildcards', that is any number of that piece type are
allowed. Piece counts can be adjusted in several ways:

Text Entry

Directly entering the minimum or maximum values into the text box next to the piece.
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Up/Down Arrows

Clicking into the field and using the up or down arrows next to each minimum or maximum box
will increase or decrease the count.

Clicking on Piece Icon

Clicking the piece icon either resets the min/max to 1, or if the min and max are already the
same value it will increment them both. For example if a count range of 2-3 had been entered,
then clicking on the piece icon will reset the count to exactly 1, subsequent clicks would
increment both the min and max so the next click would create an exact count of 2, and the next
3 etc. If the count was already at an exact number (i.e. min/max the same value) then clicking
will continue to increment both the min and max.

Zero Button

Clicking on the [! Zero Button!]  sets the count to zero, such that only positions with none of
that type of piece will be matched.

Cancel

Clicking on the [! Cancel Button!]  will reset the count to the default. The default is the
wildcard setting, which will match any number of the piece.

In addition to each piece type there is also a 'Minor' piece type and a 'Value' type. 'Minor' pieces is a
type which covers counts for both bishops and knights, so a count range of 1 to 2 here means you
could have 1 bishop, 1 knight, 2 bishops , 2 knights, or just a bishop and a knight. The 'Value' count
lets you search based on a count of material value, using the traditional values of:

¥ Pawn - 1

¥ Knight - 3

¥ Bishop - 3

¥ Rook - 5

¥ Queen - 9

Kings are not counted in the 'Value' count, and therefore have effective value of zero for Value
counts.

When using 'Minor' piece search criteria you need to make sure you are not
creating separate Bishop and Knight criteria that would clash with the 'Minor'
piece specifications, otherwise you may not receive the results you expect, for
example asking for 0 Knights and Bishops, but also asking for 2 Minor pieces will
lead to unexpected results.

Material Difference

Material Difference ranges allow you to specify the material in relative difference to the opponent,
rather than in absolute terms. So for example a material difference range of -2 for the pawns,
means that the player is down 2 pawns compared to the opponent. This is often more flexible than
using exact counts, as it covers all such situations rather than just one particular case, i.e. rather
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than just specifying a player pawn count of 6 and an opponent pawn count of 8, a pawn difference
search of -2 includes all of player 0 pawns and opponent 2 pawns, player 1 pawn and opponent 3
pawns etc.

Material difference searches allow you to search for particular material inbalances on the board,
for example by specifying an exact material difference in minor pieces of -1, and rooks +1 you can
find positions where one side has won the exchange. You could also add a pawn difference range to
this search of -2 to -1 to find won exchanges where the opponent was given 1 to 2 pawns in
compensation.

Material differences can also be combined with exact material counts, so for example an exchange
winning difference search could be combined with an exact count of zero for queens for both
player and opponent , to find positions where the exchange was one and both queens are off the
board.

Stability Length

Stability length specifies the number of ply (half moves) that the position must be stable for in
order to match the search. The default value is two, which means the material situation must match
the criteria and remain stable for at least the move on which the material balance occurred and
after the subsequent opponent move.

Stability length applies to the entire position, not just the material specified in the
search. This means that if for example, you specify an exact match of 1 queen for
each player, and a stability length of 4, this will not match a position with 2 queens
on the board for 4 moves, if during those moves any other pieces are taken. It will
only match positions where there was 2 queens on the board, and the total
material on the board remains the same for 4 moves.

Bishop Square Colour

The Bishop Square Colour option allows you to specify whether the bishops left on the board are on
the same or different square colours.

Bishop square selections should be consistent with the material specified. For
example, asking for 2 bishops on each side, and specifying same colour bishops
doesnÕt make sense. The square colour options are only relevant to situations
where there is only one bishop on each side.

Endgame Selector

It can sometimes be time consuming to set up a material search for a particular endgame type you
are interested in. To make common endgame searches easier to perform, a quick endgame selector
is provided at the top of the material search tab. The endgames are categorized using the same
chapter and section divisions used in Reuben FineÕs Basic Chess Endings.

The endgame selector creates the relevant material search fields to match the
endgame description. Even if a specific endgame you want to find is not in the
endgame selector, choosing the closest available endgame in the selector and then
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tweaking the material search criteria may be much faster than creating a search
from the initial default search criteria.

Interaction with Game Details Player and Opponent criteria

All material search criteria are combined with the criteria from the game details tab, so for games
to match the search, they must match both game details and material search criteria. The game
details player and opponent criteria are especially relevant, as they dictate which colour pieces the
player and opponent material is counting. By default the colour of the pieces is ignored during
material matches so, for example a player material difference match of 'Minor -2 to -1' will match
any position where either black or white was 1 or 2 minor pieces down. However, if you selected
'Piece Colour' white and did the same search you would only get positions where white was down 1
or 2 minor pieces.

Combining the game details 'Result' criteria allows for some interesting searches. For example
specifying Result: 'Win' and a player 'Value' difference range of -38 to -5 and a longer stability length
of say 4, you can see all the games where a player was down at least 5 points of material, for at least
4 moves, and still ended up winning the game. Particularly for high rated players' games, these
positions are often going to be tactical sacrifices of a rook or queen.

5.3. Openings List

To go the openings list view, click on the [! Openings view!]  icon in the top row of the game
database page.

The Openings List  allows you to browse the openings stored in the database, searching and sorting
the openings by a number of different criteria.

5.3.1. Openings Search

Piece Colour

The colour of the last player to move in an opening line, in other words, the piece colour of the
player, that chose this particular line.

Minimum Games Played

The minimum number of games that must have been played in the opening for it to appear in
the search results.

Opening Name(s)

The name of the opening(s) to search for. Multiple opening names can be entered by separating
them with a semi-colon. You donÕt need to enter for the full name of the opening for it to match,
for example entering Dragon will match the standard Sicilian dragon, as well as the accelerated
dragon.

ECO Code(s)

The ECO code of the openings you wish to see. Multiple ECO codes can be entered by separating
them with semi-colons. ECO ranges can also be entered in the format B50-B56. Multiple ranges
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can also be entered such as B50-B56;B60-B70.

5.3.2. Openings Table

Opening

The name of the opening.

Colour

The colour of the pieces played by the last player to move in the opening line.

Num Games

The total number of games that used this opening.

ECO

The ECO classification for this opening.

Last Played

The date this opening was most recently played.

Perf Rating

The performance rating for this opening. This is the performance rating of all the games this
rating was played in.

Avg Player

The average rating of players who choose to play this opening.

Player Win %

The total % of games in which the player who choose this opening won.

Draw %

The total % of games in which this opening was played that led to a draw.

Opponent Win %

The total % of games in which the player who choose this opening lost (i.e. their opponent won).

Moves

The moves which define this opening.

Because opening tagging is transposition aware, it is possible for a game to be
tagged with an opening, without using the exact move sequence listed.

5.4. Players List

To go to the players list view, click on the [! Players view!]  icon in the top row of the game
database page.

The Player List page  allows you to search for a particular player. It can also be used to identify the
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top players, as well as the top players by country, gender, rating range, or a particular period in
history.

5.4.1. Player Search

Player Names(s)

The player names you want to search for. You can enter multiple names by separating them with
semi colons, for example: Kasparov;Karpov

FIDE Id(s)

The FIDE ids of the player players you wish to search for, multiple IDs should be separated by
the ';' character, for example: 4100018;600024

Rating

The minimum and maximum rating for the players you want to match. This matches the
playerÕs most recent rating.

Minimum Games Played

The minimum number of games a player must have played in order to match the search.

Year Last Played

The minimum and maximum year range that the player last played a game. This can be used to
look at top players in a particular time period. If you want to see the top players currently active,
then you can restrict this range to the current year.

Gender

The gender of the players that will be matched by the search. This criteria can be used to show
the top male or female users.

Federation Code(s)

The chess federation of the country the matched players are currently playing under. These are
three letter codes such as RUS,USA,POL etc. Multiple federation codes can be entered by
separating them with semi-colons, for example: RUS;USA

5.4.2. Player Table

The player table includes the following columns:

Name

The name of the player, in "lastName, firstName" format.

Last Played

The date of the most recent game played by the player in the database.

Country

The chess federation the player most recently played for.
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Max Rating

The maximum rating achieved by the player.

Rating

The most recent rating the player has achieved.

Games

The total number of games by the player that are stored in the database.

5.5. Online Players List

To go to the online players list view, click on the [! Online Players view!]  icon in the top row of
the game database page.

The Online Player List page  lists players who have played games on ChesstempoÕs online chess
games feature and allows you to search for a particular player, as well as ranking the list by several
criteria.

5.5.1. Online Player Search

Player Names(s)

The online player username(s) you want to search for. You can enter multiple names by
separating them with semi colons, for example: morgan;janet  will search for users morgan AND
janet.

Minimum RD

The minimum RD a user must hold in order to show up in the results. RD is a measure of rating
stability used by the glikco rating system. A lower RD means the player is more active and
therefore their rating is more stable/reliable compared to a higher RD. Using this option allows
you to specify how reliable a rating has to be before it will be considered active for the purpose
of producing the player list. The minimum RD is specific to the selected filter rating type.

Rating

The minimum and maximum rating for the players you want to match. This matches the
playerÕs most recent rating.

Minimum Games Played

The minimum number of games a player must have played in order to match the search.

Filter Rating Type

5 types of online rating exist:

¥ Bullet

¥ Blitz

¥ Rapid

¥ Long
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¥ Correspondence

The Filter Rating Type option allows you to specify which rating type the previously mentioned
online player search filters will apply to. For example if you select 'Bullet', and a rating range of
1300-1400 it will only return players who have a bullet rating within that range.

5.5.2. Online Player Table

The player table includes the number of games played and rating (and RD) for each of the rating
types, RD is shown in brackets after the rating, e.g 2015 (45).

5.6. Player Details Page
The player details page shows information relevant to a particular player (either from the main
database, or a chesstempo user who has played online games on chesstempo).

Each player who has played a game stored in the database has a player details page. There are
several ways of reaching a player page, by clicking a player link on the player page, by clicking on a
player link in a game search results, or by going directly to the web address which links to the
player page via a bookmark, or link posted on another web page.

The figure below shows an example of a player details page for a player in the main game database:

Figure 8. Player Details Page
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The next image is an example of a Chesstempo online player page (with the 'Rapid' rating type
expanded by clicking on the 'Details' button).

Figure 9. Online Player Details Page

5.6.1. Rating Graph

The player rating graph shows how the playerÕs rating has changed over time. For main database
player pages there is only one graph shown, which is the FIDE classical rating. For Chesstempo
online playerÕs, graphs and summary for all ratings for each online rating type is shown. Click on
the [!DETAILS!]  button for each online rating type to see the rating graph and extended win/loss
results.

5.6.2. Comments

The comments tab allows you to read and add comments relevant to a particular player. Only
available for players from the main database, not the online players' pages.

5.6.3. Opening Stats

The player opening stats shows the most frequently played openings for the player with the white
and black pieces.
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Figure 10. Opening Stats Screenshot

The Number to the left of each opening name is the number of times that opening was played, and
the bars show the white win/draw/black win percentages for each opening. Low percentage bars
may not show the percentage due to space restriction - you can hover the mouse over these bars to
see the percentage. Hover over the opening names to see a mini-board showing the position that
defines the opening (the final move in the list of moves for that opening). Click on any of the
opening names to jump to the opening page for that opening.

5.7. Opening Details Page
The opening details page shows information relevant to a particular opening.
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Figure 11. Opening Details Screenshot

You can arrive at the opening details page by clicking on the name of openings in most parts of the
game database (for example the openings list page, the per player opening stats, or the game search
results lists).

When the opening details page loads, the move list is initialized with the moves in the main line of
the opening. The board is shown in the state that exists after the last move in the list of moves
which define the opening is played, and a game search is automatically performed to show all the
games that reached that position. At the top of the page, you can see the colour of the opening, and
the player win/draw/opponent win percentages.

5.7.1. Comments

The comments tab allows you to read and add comments relevant to a particular opening.

5.7.2. Opening Popularity Graph

The opening popularity graph shows the relative popularity of an opening across the time period
that it has been played. In order to factor out the increasing number of games recorded in the
modern period, the graph is based upon number of games per thousand in which the particular
opening was played in each year. This allows a more meaningful comparison of popularity over
time.

5.8. Board and Move List
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5.8.1. Move List

The move list shows the current list of moves. For a game, this starts out as the full list of moves
from the game. If the user is making their own moves, the move list will show those moves.
Whether the moves are for a game stored in the database or not, new moves or variations can be
added at any point by playing a different move to the next move to be played in the move list. Any
move can be clicked on in the move list in order to jump to that position on the board.

The move list can be resized vertically using the resize handle at the bottom centre of the move list
panel.

5.8.2. Game Board

Figure 12. Game Board

The board shows the current position, and for online games the game clock for the current position
is shown above and below the board. You can rotate the board using the 'r' key (or by clicking on
the colour to move circle). The right hand edge of the board has a drag handle that can be used to
resize the board.

Piece and board styles can be set via the board settings panel which can be launched by clicking on
the blue circle under the board, and choosing the [! settings!]  icon. Piece movement ,
highlighting, piece animation and other board related settings can also be found here.

You can draw arrows and highlight squares on the game board board using right click (square
highlight) or right click and drag (draw arrow), combined with Ctrl/Shift/Alt key combos for
choosing the colour of the square or arrow.

These board annotations can be saved on the move for this position by pressing the 's' key after
youÕve finished making the required graphical annotations. Note that the annotations are not

permanently saved to the server, but you can download the PGN by using the [! Show PGN!]
icon on the blue circle menu after making annotations and this will save a PGN to your device
containing the arrow annotations.
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