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NLP Modeling Project – Become a Good Chess Player



Become a Good Chess Player !


1.  Motivation and goal
The objective of this project is to develop a model for how to become a good chess player. This goal is motivated by a deep wish for myself to become a very skilled chess player. It is also a goal that this model will find broad use. 
· GOAL: to become a good chess player
      to make good chess moves

2.  Models/experts
The experts in the model is the former World Champion Garry Kasparov, other former World Champions and other players in the World Elite. The former Danish Champion – and coach of Magnus Carlsen - GM Peter Heine Nielsen has been  interviewed. Furthermore, players with rating above 2400 are considered to be experts. 
According to the Elo-rating system chessplayers are categorized after strength as follows: 2600: WC-candidates, 2500: Grandmasters, 2400: International Masters, 2300: FIDE-masters 2200: Stong National players, 1900: Masters, 1700: 1. Class, 1500: 2. Class under 1500: 3. Class.

3.  Methods
A variety of methods have been employed to develop the model:
The developed model is primarily based on explicit macro-modeling on the complexity level 'complex cognitiv'.
Implicit modeling of the experts took place under the interviews - these results are given implicitely in the congruens of the model.


	· Interviews of 3 experts + 1 'novice'

· Reading of interviews and books of Chess World Champions
· Survey on the Internet 
1538 replys, hereof 80 from experts - see the articles and data on http://www.temperance.dk/blog 

· Deep Trance Identification
with the strongest chess player ever: Garry Kasparov


The results from the survey are presented and thoroughly discussed in 8 articles on the Internet-address above. These articles gave rise to an international debate in the Chess World and they were translated to Spanish and Portuguese. Furthermore, the articles were published in the Danish National Chess Magazine (‘Skakbladet’). The project was sponsored by the leading company for Chess Software, namely Chessbase(, Germany. 
4.  Results   Beliefs, values, meta programs, strategies
Each method has given valuable and unique results. Furthermore there has been a high correlation for some of the results between the various methods. The most important results indicating the beliefs, values, meta programs and strategies for ‘expert chess players’ are given below.
 (NB: A contrast analysis has been performed. The majority of the results are for the differences, that make the 
          differences). 


4a.  Beliefs
Beliefs are just after 'attitudes' those filters, we are most conscious about. Beliefs are partly our judgements and generalisations, partly our presuppositions about life. Some beliefs can limit us. Beliefs act as on/off switches for our capabilities and skills and are therefore extremely important in modeling work. The main thesis is: change your beliefs ( tallow new skills/capabilities/behavioral patterns.

	· Positional understanding is very important
Positional understanding is the most important skill – pattern recognition is second – tactics third
· Use your lost games to improve Perform serious analyses
· Play what the position demands - be flexible
· Chess is a matter of timing

· It is very important to use your experience in every position
First experience and intuition, then calculation. Good intuition is based on (long) experience
· I am a strong person !
You need will power and personal strength
· Energy in chess is very important
Chess is about energy, not only how much you know about the game 
· You must spend 5-6 hours daily on chess
· Know thematic moves and types of positions
It is important to possess a vast variety of strategic and positional motives
Know typical mid-game ideas which may always come useful 

· You must calculate your way through - especially in tactical positions
You must be able to think your own thoughts, own plans – it is very important !
You must be able to ‘see’ the position in your mind 5-6 moves ahead 
You must be able to be creative 


4b.  Values
Values are more unconscious to us than our beliefs. Our values determine, what is good ans bad, how we should feel, what we are attracted to/rejected from. Values are our primary factors of motivation and are as such very impotant in modeling. The main thesis is: change your values ( become strongly motivated.

	· Study opening theory – understand it deeply
· Use a chess database – use it often
Databases are incredibly good – the right tool (much better than books; the time is used much more efficiently; patterns are better learned).
· It is very important to win
· You shall give your best !

· Chess is part of my life style !
Chess gives intellectual challenges and experiences. Chess is fascinating – there are "beautiful" things in the game. It is fun to solve problems – that is what chess is about
· Use a lot of time on Chess - study hard !

· I have set/is setting goals for my Chess
It is important to achieve some good results – think yourself into that goal !
The competition-part of the game is important
· Play dynamically, actively
· Perform serious analytical work
· Concentration is very important !
Physical training improves your concentration
· You must try yourself (variants) 
Real games are more important than theory
· Chess is exciting and fun ! Chess on the top level is thrilling


4c.   Meta programs
The Meta programs are those filters, we are most unconscious about. The Meta programs are so called content free filters, which to a certain extend determine our inner state and our behaviour. The Meta programs can determine how we create, sustain or break generalizations over time, an tthey can determine our focus for interests and attention. The Meta programs are thus powerful determinants for our personality. Metaprograms can vary over time- a property which is of importance with regard to modeling.
The main thesis is: change your meta programs ( change your behaviour.
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4d.   Strategies
In modeling are strategies often a persons inner processes (outer processes are identical with that often described as action and biomechanics - these are easily observed and described).It is often a complex task to describe a persons inner processes (strategies) – a persons inner skills and capabilities – amongst other reasons because they are used in a ‘non-linear’ manner. The TOTE-model is a non-linear model that describes a persons skills and capabilities in the framework of a feed-back loop.


Test (goal and proof) - Operation - Test (evaluation) - Exit


  
      




                                                  If test shows                         Test result
                                                                          a differerence                      of operations                                                  
                                                                                  (again)






In the TOTE-model, and generally for elicitation of strategies, it is useful to know A) the person goal of the behaviour (GOAL), B) the proof for the fulfillment of the goal (PROOF), C) the choices the person makesr and the operations (inner/outer processes) that must be performed to implement these choices (ACTIONS/OPERATION), and D) a knowledge of how the person evaluates if the goal is achieved – and how the person reacts if the goal is not achieved, (TEST/ EVALUATION). Generally, a stratey should be definered and determined with stance in the persons goal. The goal is often captured via the persons values and beliefs and specific behaviour.

	TOTE
nr.
	Goal (and proof)
	Operation
	Evaluation
(of TEST)
	Level of complexity

	1.

	Goal : to 'scan' the chess  
           board

Proof: adequate insight
     in the position
	Look after 'odd' placed pieces
Count the pieces
Assess the pawn structure (compare with your experience)
Look for weak squares
Evaluates 'the whole mass' on the board
Consider shortly strategic issues
What is new in the position ? 
	Is everything examined ?

 


	Complex
Cognitive

	2.

	Goal : to calculate the best
           chess move in a   
           position
Proof:  you have found
      the for all
      variants best 
      move
	Scan the chess board
Compare the information with
experience  - perform rough calculations
Do an automatic survey of themes,
and combinations - compare 
(again) with experience
In positional positions: Evalute and calculate on a few candidate moves which feel good (based on intuition and experience)
In tactic positions: Calculate all variants through thoroughly
	Is the best move found best in all variants 5-6 moves ahead ?
	Complex
Cognitive


4e.   Physiologic data
An experts non-verbal behaviour can give important intuitive information regarding the experts inner strategies and states. Elicitation of eye movements can give information about which representation systems (Vi/e, Vc/r ,  Ai/e , Ac/r , Ki/e ) that are involved in a given strategy. The non-verbal behaviour should be elicited in a content specific context, i. e. when the expert performs/demonstrates the given skill/behaviour (or perhaps recalls it).


The interviewed experts had some similarities in their non-verbal behavior under the play phase itself (cf. section 5c). This is highlighted:

	· Physiologic data
A somehwat tense body, head and eyes focused on the chess board  (concentration)

Eye movements
a)   the eyes are generally directed against the chess 
      board, but shifts focus often
      (the position is examined continuously and e.g. the expert visualizes under 
          under the process of calculating variants – e.g. eye movements up in Vc) 
b)   great tendency to look up into visuel remembered (Vr)
      area
      (comparison with positions/moves/strategies/other information in 
         the memory – the experience is used !) 
 
· Tone of voice
a) Without stress: speach is relatively fast with a normal
     volume,partly a high pitch of voice and few interuptions 
    (excitement for the game)
b) Under stress: speech is slow in a quiet monoteous
     tone of voice with long pauses (besides, the body-
     is now significantly more tense)
     (concentration + will to solve the problem. Irritation for being 'stuck') 

 



4f.   Deep Trance Identification information
Deep Trance Identification (DTI) is a hypnotic phenomenon that can be used for implicit modeling. A  person is brought into the state of a trance prior to the DTI-processess, which facilitates information about the expert primarily on the  unconscious level.  For this reason it is difficult to account for all of the results from a DTI-process.  

In DTI with the former World Champion Garry Kasparov was the following information available on the conscious level: 

	· I, Kasparov, see and experience the chess pieces and the chess squares as a plastic mass that in a dynamic manner fill the entire chess board.



This information will be included in the model itself. Furtermore it is anticipated that a greater intuitive hinsight has been reached with the chess expert’s way of thinking.
5.  Model

5a.   Introduction to the model
The results given in section 4 have been analyzed thoroughly and form the basis for a model for how a chess expert prepares for and plays chess. It is exactly these two issues that have been found to be central to being a chess expert !

It is a requirement for the use of the model that the reader has a basic level of knowledge of chess and chess terminology (see ref. 7 + 11) and that the reader knows the most common maneuvres of the game. The reader should also be familiar with good study techniques. A central issue in the model is to describe and develop the ability to make good chess moves.  

         Model: Become a good chess player.  

	· Premise:    A basic level of chess knowledge 

· Desired outcome:  A developed skill to make good chess moves



5b.   The preparation phase: Study chess like a chess expert
This part of the model consists primarilly of values and beliefs which can motivate and inspire to how you can study chess like a chess expert. On purpose, no linear recipe is given on how to study chess. 

 

5c.   The game phase :  Play chess like a chess expert
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5d.   Usage of the model 
Regarding the usage of the model the target audience is chessplayers with a basic knowledge to the game and to chess terminology. The model consists of two different parts, namely the model for the preparation phase (section 5b) and the model for the play phase (section 5c). Each model should be used in  appriopriate context and in a dynamic interaction with each other. As a chess expert you constantly drift between studying chess and playing chess. 









6.  Conklusion
This thesis has presented the most important pjeces of information and results from the modeling study of chess experts. The results have been presented and and discussed in the common NLP modeling language (see reference 1 and 3) , and analysis and interpretation of the results has afforded a model for how you are / or become a good chess player (chess expert). Regarding the usage of the model the target audience is chessplayers with a basic knowledge to the game and to chess terminology.

Regarding the usage of methods, then should the usage of the Internet in this study be new in the context of NLP-modeling. It should be clear that the Internet holds the potential for communication with experts and peers all over the world and that it though the Internet in a unique manner is possible to establish contact with a large number of people that share the same interest af yourself. In short, the Internet allows for information gathering of vast dimensions. These opportunities have been taken in this study.
Dr. Tor Rønnow, Copenhagen, April 1999. 
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Desired State�� GOAL achieved !��EXIT���Mål





Values and beliefs � motivate the  goal





Behaviours and skills� secure that the goal is fulfilled





Empowering Beliefs� I am a strong person !�I have will and character strength�I am fully rested and alert�I am sufficiently nurtured� 





OPERATIONS


Scan the chess board – continue from SCAN PHASE�Compare the information with experience  - perform rough calculations�Do an automatic survey of themes, and combinations – compare (again) with experience�In positional positions: Evalute and calculate on a few candidate moves which feel good (based on intuition and experience)�In tactic positions: Calculate all variants through thoroughly�





OPERATIONS


Look after 'odd' placed pieces�Count the pieces�Assess the pawn structure �(compare with your experience)�Look for weak squares�Evaluates 'the whole mass' on the board�Consider shortly strategic issues�What is new in the position ?���





INPUT��Chess position�   (�Scan the �chess board �





�The board is scaned�





   GOAL: to scan the chess board�PROOF: adequate insight in the position��          TEST (is everything examined ?)





Chess is exciting �and fun !





 �The best move is calculated�





Motivating Values�Chess is fascinating�It is fun to solve problems� I will perform my best !� � � 





Energy in chess� is very important !





Concentration is�very important !





Positional understanding is very important
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   GOAL: to calculate the best move �                in a position�PROOF: you have found the for all�               variants best move


�TEST� (Is the best move found best in all variants 5-6 moves ahead ?)





 �Make the move !
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Play what the position demands - be flexible !





Use your experience





Know thematic moves and positions





Calculate forward - �esp. in tactical positions





See the position in your  mind in 5-6 moves ahead





Think your own thoughts�Be creative !





Positional understading is very important





Perform serious analytical work





Study opening theory – understand it deeply !





Use your lost games to improve





Use the time efficiently;� learn patterns well





Use 5-6 hours daily on chess





Study hard !��Chess is fascinating !��Chess gives intellectual challenges/experiences��Set goals for your chess





Good intuition is based on (long) experience





Make chess a part �of your lifestyle !





Study thematic moves�and types of positions





Study strategic and positional motives





Read and study chess literature !








Use a chess database -� use it often





Study common mid-game ideas of general use





Study chess�like a chess expert�(follow section 5b)





Play chess�like a chess expert�(follow section 5c)
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