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The ancient board game of Shogi, or Japanese Chess, has been played for hundreds of years. Shogi is the king of chess games, and is
arguably more complex and abstract than international chess or Xiangqi (Chinese chess). However, few books have been published in the
English language on Shogi strategy. This Shogi book demonstrates optimal strategies, verified by modern computer analysis. The book is
heavily illustrated with pictographic chess board diagrams, similar to diagrams in international chess books. These picture pieces are easier
to visualize than classical Shogi Japanese character piece labels. Excessive use of algebraic notation is avoided, making it easier to follow
game annotations, and to evaluate positions. This book is an easier way for English speakers to learn this complex board game, that has a
tactical language quite different from that of international chess or Chinese chess. Topics include: ? Shogi Rules and Notation systems ?
Opening Game Theories and Pitfalls ? Castles - Yagura, Anaguma, Mino, Elmo, etc. ? Middle Game and End Game Tactics ? Infiltration and
Dropping Tactics ? Numerous Checkmate Problems and Solutions ? Annotated Games Illustrate Rules and Tactics ? Hundreds of
Illustrations - An Actual Board is Not Needed to Follow Annotated Examples
"An essential book for anyone interested in gameplay." —Games magazine If rules are made to be broken, then dust off those old games lying
dormant in your closet, because your game playing just got a lot more exciting! New Rules for Classic Games, by games expert R. Wayne
Schmittberger, is a complete guide to hundreds of new twists and variations guaranteed to expand and enliven your game repertoire. How
about: Wraparound Scrabble: Worlds can run off an edge of the board and be continued on the other side. Another variation allows words to
be spelled backwards! Extinction Chess: Think of every type of piece as a species; your goal is to prevent extinction of any of these species.
Trivial Tic-Tac-Toe: An entertaining and challenging cross between Trivial Pursuit and tic-tac-toe. Auction Monopoly: Every property, no
matter who lands on it, is sold to the highest bidder. You’ll find these and other exciting new challenges for card and dice games, chess,
checkers, party games, and popular board games such as Monopoly, Scrabble, Risk, Parcheesi, Boggle, Othello, and Trivial Pursuit. And to
make sure your game playing never gets stale, New Rules for Classic Games gives you rules for little-known games that can be played with
equipment you already have and tips for doing your own rule writing!
With more than 400 illustrations, and detailed maps, this immense and deeply researched account of the history of chess covers not only the
Persian and Arab game familiar to most Westerners for the past 500 years, but also variants going back 1500 years that are still being played
in some parts of the world. The evolution of strategic board games, especially in India, China and Japan, is discussed in detail. The many
more recent chess variants (board sizes, new pieces, 3-D etc.) are fully covered. Instructions for play are provided, with historical context, for
every form of the game. Includes information about chess history, chess variants, fairy chess, shogi, shatranj, and xiangqi. “The definitive
work for those who want to learn how not only the modern game of chess has evolved, but its many variants which date back 1500 years and
are still played in various parts of the world”—IM John Donaldson (JeremySilman.com)“Impressive account of the history of chess.... Certainly
one of the most interesting reads on the history of chess!”—Chessbook Reviews“A thoroughly researched work that not only introduces a
wide variety of chess variants, but will act as a wonderful and unique reference to the field of chess and game history”—Mind’s Eye Press
>Building on his ever creative ideas, Christian Bauer found a way to take a fresh look at the current status of the Alekhine Defense. It's clear
that Christian has a definite weak spot for Knights. Surely you will appreciate his best efforts to bamboozle your opponents into selfdestruction by using the Alekhine.
Marti Peterson spent her thirty-year career in the Central Intelligence Agency as an operations officer, earning both the prestigious Donovan
Award and the George W. Bush Award for Excellence in Counterterrorism. She began professional service on the CIA's front line in Moscow,
USSR, during the Cold War. Her contribution to her country originated in Pakse, Laos, during the Vietnam War, where she accompanied her
husband, John, a CIA Paramilitary officer. After he was killed in a helicopter crash in 1972, Marti returned to the U.S. and entered the CIA.
The story told here appears in many books about spying acitivies in the Cold War, but in the Widow Spy, she tells it as she experienced it.
AlphaZero, the self-learning artificial intelligence system created by DeepMind, had been fed nothing but the rules of the Royal Game when it
beat the world's strongest chess engine. The games that were published created a sensation: how was it possible to play in such a brilliant
and risky style and not lose a single game against an opponent of superhuman strength? Matthew Sadler and Natasha Regan investigated
more than two thousand previously unpublished games by AlphaZero. They also had unparalleled access to its developers and were offered
a unique look 'under the bonnet'. Sadler and Regan reveal AlphaZero's thinking process and tell the story of its creation. Game Changer also
presents a collection of lucidly explained chess games of astonishing quality. Both professionals and club players will improve their game by
studying AlphaZero's stunning discoveries in every field that matters: opening preparation, piece mobility, initiative, attacking techniques, longterm sacrifices and much more. Game Changer offers intriguing insights into the opportunities and horizons of Artificial Intelligence. With a
foreword by former World Chess Champion Garry Kasparov and an introduction by DeepMind CEO Demis Hassabis.
A single comprehensive guide to chess and all its extended family of boardgames.

The originator of the Gaia theory offers the vision of a future epoch in which humans and artificial intelligence together will help the
Earth survive. James Lovelock, creator of the Gaia hypothesis and the greatest environmental thinker of our time, has produced
an astounding new theory about future of life on Earth. He argues that the Anthropocene—the age in which humans acquired
planetary-scale technologies—is, after 300 years, coming to an end. A new age—the Novacene—has already begun. In the
Novacene, new beings will emerge from existing artificial intelligence systems. They will think 10,000 times faster than we do and
they will regard us as we now regard plants. But this will not be the cruel, violent machine takeover of the planet imagined by
science fiction. These hyperintelligent beings will be as dependent on the health of the planet as we are. They will need the
planetary cooling system of Gaia to defend them from the increasing heat of the sun as much as we do. And Gaia depends on
organic life. We will be partners in this project. It is crucial, Lovelock argues, that the intelligence of Earth survives and prospers.
He does not think there are intelligent aliens, so we are the only beings capable of understanding the cosmos. Perhaps, he
speculates, the Novacene could even be the beginning of a process that will finally lead to intelligence suffusing the entire cosmos.
At the age of 100, James Lovelock has produced the most important and compelling work of his life.
"A portrait of world chess champion Bobby Fischer from his first tournament in Brooklyn, New York to his final years in Iceland.
Written by International Master John Donaldson, the book includes first-hand accounts from top players who knew, played again,
anf interacted with Fischer. The book also includes 99 annotated games with new analysis-some of these games have never been
published before. Illustrated with over 100 B&W photos"-Centuries before sudoku, crossword puzzles, or word searches challenged Western minds, Japanese military and royalty were
creating and enjoying tsume puzzles. Tsume puzzles are mating puzzles for shogi (Japanese chess.) Shogi's history dates back
1000 years with archeological evidence that shogi existed in Japan at least by the 11th century. Some of the greatest know tsume
puzzle books date back several centuries. Tsume puzzles have a long and honored tradition. Tsume are widely recognized to
improve shogi skills. Tsume are also fun puzzles that anyone can enjoy. Whether your interest is in improving your shogi game, or
just solving puzzles, this book provides many hours of entertaining shogi riddles. In this book you will find: * A complete
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introduction with rules of tsume puzzles and shogi rules that apply * Over 200 tsume puzzles of varying difficulty * Puzzles ranging
from one move to thirteen moves * Solutions * Explanatory notes to many solutions * A quick reference section for those new to
tsume and shogi
Following up with methodical play in the center, provides an opening repertoire based on 1 d4 and 2 c4 and discusses strategies
for both sides.
This encyclopedic volume provides the rules and methods of play for more than 180 different games: Ma-jong, Hazard, Wei-ch'i
(Go), Backgammon, Pachisi, and many others. Over 300 photographs and line drawings.
When I decided to make a chess puzzle book I had many ideas in mind: The puzzles should be challenging but not so difficult that
a chessboard is needed they can be solved on the train, plane or wherever you happen to be when you have a few minutes to
spare. The positions should be educational with some instructive point to the solution. I have generally stuck to that, but I also
selected many puzzles just because they were fun. The positions are all from fairly recent games, so that the reader will not have
seen them before in older puzzle books. John Shaw is a chess grandmaster who has been Scottish Chess Champion three times.
Ayumi is a world-class shogi (Japanese chess) player who can’t be beaten—that is, until she loses to a powerful computer called
the Shooting Star. Ayumi vows to find out everything she can about her new nemesis. Lucky for her, Yuu Kano, the genius
programmer behind the Shooting Star, is willing to teach her all about the inner workings of the microprocessor—the “brain” inside
all computers, phones, and gadgets. Follow along with Ayumi in The Manga Guide to Microprocessors and you’ll learn about:
-How the CPU processes information and makes decision -How computers perform arithmetic operations and store information
-logic gates and how they’re used in integrated circuits -the Key components of modern computers, including registers, GPUs,
and RAM -Assembly language and how it differs from high-level programming languages Whether you’re a computer science
student or just want to understand the power of microprocessors, you’ll find what you need to know in The Manga Guide to
Microprocessors.
Mastering the Game of Go: A Beginner's Guide to Discovering Winning Patterns & Learning HOW to Play GO Playing GO can be
one of the most interesting hobbies you can get! But what if it could single-handedly be one of the best LIFE INVESTMENTS you
can make in 2021? I'll let you know why in a second... But first, let me ask you... Would you like to easily dominate every game of
GO... Or, to learn the opening tactics giving you an upper hand... And even the insider strategies that park 'hustlers' use to beat
you... Then this book will help you massively improve your GO skills in a matter of days! You will learn to develop 6th like sense of
how to play GO and it will feel like second nature. That would include learning all the basics of capturing territory and pieces.
Handling dead stones, and mastering opening & endgame.
Basic Introduction to the Game of Chinese Chess
"The most important book on AI this year." --The Guardian "Mr. Russell's exciting book goes deep, while sparkling with dry
witticisms." --The Wall Street Journal "The most important book I have read in quite some time" (Daniel Kahneman); "A must-read"
(Max Tegmark); "The book we've all been waiting for" (Sam Harris) A leading artificial intelligence researcher lays out a new
approach to AI that will enable us to coexist successfully with increasingly intelligent machines In the popular imagination,
superhuman artificial intelligence is an approaching tidal wave that threatens not just jobs and human relationships, but civilization
itself. Conflict between humans and machines is seen as inevitable and its outcome all too predictable. In this groundbreaking
book, distinguished AI researcher Stuart Russell argues that this scenario can be avoided, but only if we rethink AI from the
ground up. Russell begins by exploring the idea of intelligence in humans and in machines. He describes the near-term benefits
we can expect, from intelligent personal assistants to vastly accelerated scientific research, and outlines the AI breakthroughs that
still have to happen before we reach superhuman AI. He also spells out the ways humans are already finding to misuse AI, from
lethal autonomous weapons to viral sabotage. If the predicted breakthroughs occur and superhuman AI emerges, we will have
created entities far more powerful than ourselves. How can we ensure they never, ever, have power over us? Russell suggests
that we can rebuild AI on a new foundation, according to which machines are designed to be inherently uncertain about the human
preferences they are required to satisfy. Such machines would be humble, altruistic, and committed to pursue our objectives, not
theirs. This new foundation would allow us to create machines that are provably deferential and provably beneficial.
..,
This book marks the start of a series of four on 1.d4 in which Ivan will share the secrets from two decades spent analyzing and
playing it at the pinnacle of world chess. This volume in particular deals with two of the most popular replies Black can play after
1.d4: the King's Indian Defense and Grunfeld Defense. Ivan presents the cutting-edge theory with his personal refinements as well
as explanations of the deep strategical nuances that arise after his recommendations.
Fireside Chess Library In the first completely instructional book ever written on chess openings, National Master Bruce Pandolfini
teaches players how to take charge of the game's crucial opening phase. Of the three traditional phases of chess play -- the
opening, the middle-game and the endgame -- the opening is the phase average players confront most often. Unfortunately,
though, many openings are not completed successfully, partly because until now most opening instruction has consisted of tables
of tournament level moves that offer no explanations for the reasons behind them. Consequently, these classical opening patterns
can serve as little more than references to the average player. In Chess Openings: Traps and Zaps, Bruce Pandolfini uses his
unique "crime and punishment" approach to provide all the previously missing explanation, instruction, practical analyses, and
much, much more. The book consists of 202 short "openers" typical of average players, arranged according to the classical
opening variations and by level of difficulty. Each example includes: * the name of the overriding tactic * the name of the opening *
a scenario that sets up the tactic to be learned * an interpretation that explains why the loser went wrong, how he could have
avoided the trap, and what he should have done instead * a review of important principles and useful guidelines to reinforce each
lesson. Also included are a glossary of openings that lists all the classical "textbook" variations for comparison and reference and
a tactical index. Chess Openings: Traps and Zaps is a powerful, pragmatic entry into a heretofore remote area of chess theory that
will have a profound influence on every player's game.
This extraordinary book tells of the creation of the world-class checkers computer program, Chinook. From its beginnings in 1988,
Chinook became a worthy opponent to the world champion and by 1992 had defeated all the worlds top human players. In his
fascinating account, Jonathan Schaeffer, the originator and leader of the Chinook team, provides an engrossing story of failures
and successes. He describes the human story behind Chinook and his own feelings in his continuous effort to improve the
programs performance. We follow the development of Chinook from an innocent question asked over lunch, through to the final
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match against the then world champion, Marion Tinsley. As the story unfolds, readers are introduced to the rules of checkers and
the basics of computer game programs, as well as to the key figures in the story. The culmination of this new edition expounds
upon checker finally perfected and solved by Chinook ten years after the story was originally told.
Learn the many varieties of chess the world over with this concise chess guide. Chess Variations is a must for all chess
enthusiasts and an outstanding book which promises many hours of pleasurable entertainment for all others. With more than 40
variations of the popular board game, this book contains, among others, the oldest known form of chess (Chaturanga), the game
created by Edgar Rice Burroughs and introduced in his Martian series (Jetan), as well as regional forms currently played in Korea,
Malaya, Burma, Thailand, and Japan. For those games that require boards or pieces other than those issued in playing modern
chess, the author presents guidelines on "The Construction of Sets." Also included in the book are charts, diagrams, and sample
games played by the author and his friends. The excitement of playing these exotic chess variations increases with the knowledge
of their historic beginnings as well as with the movements of such strange-sounding pieces as the Zarafah, Ashwa, and Firzan.
A revolutionary new approach to ADD/ADHD featuring cutting-edge research and strategies to help readers thrive, by the
bestselling authors of the seminal books Driven to Distraction and Delivered from Distraction “An inspired road map for living with
a distractible brain . . . If you or your child suffer from ADHD, this book should be on your shelf. It will give you courage and
hope.”—Michael Thompson, Ph.D., New York Times bestselling co-author of Raising Cain World-renowned authors Dr. Edward M.
Hallowell and Dr. John J. Ratey literally “wrote the book” on ADD/ADHD more than two decades ago. Their bestseller, Driven to
Distraction, largely introduced this diagnosis to the public and sold more than a million copies along the way. Now, most people
have heard of ADHD and know someone who may have it. But lost in the discussion of both childhood and adult diagnosis of
ADHD is the potential upside: Many hugely successful entrepreneurs and highly creative people attribute their achievements to
ADHD. Also unknown to most are the recent research developments, including innovations that give a clearer understanding of the
ADHD brain in action. In ADHD 2.0, Drs. Hallowell and Ratey, both of whom have this “variable attention trait,” draw on the latest
science to provide both parents and adults with ADHD a plan for minimizing the downside and maximizing the benefits of ADHD at
any age. They offer an arsenal of new strategies and lifestyle hacks for thriving with ADHD, including • Find the right kind of
difficult. Use these behavior assessments to discover the work, activity, or creative outlet best suited to an individual’s unique
strengths. • Reimagine environment. What specific elements to look for—at home, at school, or in the workplace—to enhance the
creativity and entrepreneurial spirit inherent in the ADHD mind. • Embrace innate neurological tendencies. Take advantage of new
findings about the brain’s default mode network and cerebellum, which confer major benefits for people with ADHD. • Tap into the
healing power of connection. Tips for establishing and maintaining positive connection “the other Vitamind C” and the best
antidote to the negativity that plagues so many people with ADHD. • Consider medication. Gets the facts about the underlying
chemistry, side effects, and proven benefits of all the pharmaceutical options. As inspiring as it is practical, ADHD 2.0 will help you
tap into the power of this mercurial condition and find the key that unlocks potential.
Known as Wei Ch'i in China, where it originated 4,000 years ago, the territorial board game of Go is enjoyed today by millions of
people the world over. Its rules are simple, but it bears endless possibilities for complex strategic maneuvers--in fact, it's reputed to
be beyond the capacity of computers! Manuals for Go are hard to come by; this introduction initiates newcomers and also helps
experienced players to hone their skills. "Go is for everyone," notes the author. "Judgment and experience are at least as
important in Go as mental agility, and young and old are equally represented at even the highest and most strenuous levels of the
game." This easy-to-follow guide assures players of a fresh appreciation for an ancient game. 124 diagrams.
his is the first in a trio of books that together form The Complete Enochian Chess. Enochian Chess in part comes from the
Elizabethan system of Enochian Magic originated by the Court Astrologer, Dr John Dee. It was developed into its current form in
Victorian times by SL MacGregor Mathers and William Wynn Westcott. This book includes a complete facsimile and commentary
of Moina Mathers's Alpha et Omega Enochian Chess papers together with a brief history of the game, notes on play and strategy,
and instructions for Active divinatory methods utilised by this system. Notes and illustrations by Ithell Colquhoun (some previously
unpublished) help explain this advanced system of magick in its own right. Originally it was only taught to Golden Dawn initiates
who had risen to the rank of Zelator Adeptus Minor, and required a comprehensive knowledge of Tarot, Geomancy, Kabbalah,
various magical formulae, the symbolism of the Candidate, the Ceremony of the Neophyte Grade, the art of Invocation and
Banishing, Pentagram and Hexagram rituals, formation of Telesmatic Images, Sigils, and the Enochian Tablets. Enochian Chess
subsumes other Passive systems of divination such as Tarot and astrology, and has powerful prophetic properties.
In a strikingly original self-improvement manual, Jonathan Tisdall draws on his own experiences to explain why erratic results and
painful setbacks occur, and shows how to institute a training program that can lift the player's game to new heights. Tisdall's
improvement ideas will fire the imagination of players at all levels.
Since its birth as a motorcycle company in 1949, Honda has steadily grown into one of the world's largest automakers and engine
manufacturers, as well as one of the most beloved, most profitable, and most consistently innovative multinational corporations.
What drives the company that keeps creating and improving award-winning and bestselling models like the Civic, Accord,
Odyssey, CR-V, and Pilot? According to Jeffrey Rothfeder, what truly distinguishes Honda from its competitors, especially
archrival Toyota, is a deep commitment to a set of unorthodox management tenets. The Honda Way, as insiders call it, is notable
for decentralization over corporate control, simplicity over complexity, experimentation over Six Sigma-driven efficiency, and
unyielding cynicism toward the status quo and whatever is assumed to be the truth. Those are just a few of the ideas that the
company's colorful founder Soichiro Honda embedded in the DNA of his start-up sixty-five years ago. As the first journalist allowed
behind Honda's infamously private doors, Rothfeder interviewed dozens of executives, engineers, and frontline employees about
Honda's management practices and global strategy. He shows how the company developed and maintained its unmatched culture
of innovation, resilience, and flexibility--and how it exported that culture to other countries that are strikingly different from Japan,
establishing locally controlled operations in each region where it lays down roots.
This book is intended for amateurs in go who would like to learn and employ the modern AI style. The AI style may seem
confusing because there are so many tactics far away from traditional thinking. But the study of the new techniques introduced by
AI has already lead to their rapid spread and adoption. Today they are applied by pros almost as a matter of course. This book
summarizes the findings from the study of AI techniques and explains them in illustrative diagrams. "I wrote this book with a lot of
enthusiasm and I hope that this way everybody can profit from the insights of my studies. I am very happy to be able to witness
this important turning point towards a new era, in which an AI can defeat humans in the game of go. Engaging with the AI style has
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given me joy like I have never felt before in go. I hope this kind of joy will be conveyed and passed on through the book." Yamada
Shinji
Honinbo Shuei (1852 1907) is the go player that masters of the calibre even of Go Seigen and Takagawa Kaku professed to
admire the most. Many consider him the Meijin of Meijins, and in his late years no-one could play without a handicap against him.
Yet he achieved his dominance only in middle age, having several times disappeared from the mainstream go world for months on
end. He lived at a time of enormous upheaval and uncertainty in the Japanese go world, seeing tragedy strike his father, his
brother and his mentor. His own life was marred by a debilitating disease. But he compounded his problems by choosing to
struggle - with some success - to uphold the Honinbo name and the game's traditions in the brave new world represented by the
rival Hoensha organisation. This book is a ground-breaking, detailed biography of Shuei set within the background of the
tumultuous times he lived through. It is sympathetic but candid.
This book explains all the basic tactical theories clearly with suitable examples, it explains all the tactics precisely, it also have
several puzzles with detailed solution and instructions to think in tactical situations, after reading this book you'll be able to look at
a chess position in a whole new dimension!
A complete and fascinating exposition of the game of Shogi (Japanese chess). Includes rules, strategy, problems and sample
games.
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