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Introduction 
 

This is a course for people who want to play the 
game of draughts at a higher level. Not only 
beginners but also fairly advanced players can 
gain a lot from this course.  
 
The game of draughts is characterized by an 
unlimited number of tricks and surprises. The 
most important trick in the game is called a  
combination or a shot. The number of shots is 
so enormous that even grandmasters 
sometimes miss a shot during their games. The 
shots, sacrifices, forcings and other tricks make 
the game very attractive to play, watch and 
practise!  
 
Teaching you how to become a stronger player 
is not the only goal of this course. The course 
also wants to show you some beautiful aspects 
of the game. 
 
Every lesson consists of a theoretical part with 
examples you can perform at your board. Every 
lesson is completed by a number of exercises.  
You can note down the solutions to the 
exercises in an exercise book. The solutions of 
the exercises are given after every 10 lessons. 
 
Usually the task is to look for a combination. 
Exercises like these are marked with a C. 
C 3.4 means exercise 4 of lesson 3: white wins 
by means of a combination.  
 
This course is mainly aimed at tactical aspects 
of the games. Tactics refers to shots, forcings, 
traps etc. A second course will have a more 
strategic approach.  
 
I hope you will learn a lot from this course and 
above all I hope you will enjoy the game! 
 
Tjalling Goedemoed, june 2008 
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1. Notation  
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The squares of the draughts board are 
numbered from 1 to 50. The diagram shows the 
way the board is numbered. In the beginning of 
the game blacks pieces are at squares 1 until 
20, white is at squares 31 until 50. 
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We can write down moves now. 
33 ï 29 means that the piece at 33 moves to 29. 
After this move black has to capture 3 pieces: 
35 x 22 (majority rule: you have to take the most 
pieces!). Piece 35 goes to 22. Because it is a 
capture we write down an ñxò in stead of a ñ-ñ 
between the numbers.  
White plays  29 x 27, taking 4 pieces and 
cleaning the board. 
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White performs a nice combination here with a  
coup Turc.  
 
Exercise 1.1: Put the position at your board and 
then play the following moves: 
 

26 ï 21  17 x 46 
28 x 19 46 x 14 
29 ï 23 14 x 29 

 
Write down the last capturing move for white!  
 
Exercise 1.2: Put all the pieces on your board 
and try to follow the moves that are written down 
here: In front of the moves the number of the 
move is written. So 1.32 ï 28 means that at the 
first move white moves piece 32 to square 28. 
 

1.32 ï 28  18 ï 23 
2.33 - 29  23 x 32 

3.37 x 28  12 ï 18? 
 
A question mark (?) means: a weak move or a 
mistake. An exclamation mark (!) means: a 
strong move.  
 

 
 
This is the position that should be at your board.  
White can perform a combination. So you have 
to give away pieces and take more pieces back.  
Try to find it! 
 
Exercise 1.3 
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Black has just played a move attacking white 
pieces in two directions. 
 
Which was blackôs last move? 
 
Play the following move: 
 

1.37 ï 31! 
 
How does black have to capture now? 
Write down the capture of black and white. 
 
 
Exercise 1.4 
 

 

 
White can win piece 20 by attacking it.  
Write down the 3 moves white has to play. We 
show you blackôs moves: 
 
éééééééééé.  3 ï 9 
 
éééééééééé.  9 ï 14 
 
éééééééééé. 
 
Exercise 1.5 
 

 
 
Piece 28 is not protected well. White to play can 
win the piece by attacking it. Write down the 
move that wins a piece for white.  
 

Example 1.6 
 

 
 
Letôs do this again. Whites king has to stop 
blacks pieces. First stop piece 16 and after it 
stop the other piece. 
 
 
éééééééééééé  28 ï 33 
 
éééééééééééé  16 ï 21 
 
éééééééééééé  33 ï 39 
 
éééééééééééé 

 
 
Exercise 1.7 
 

 
 

White plays a move after which his opponent 
has to capture 3 pieces. After this white takes 4 
pieces to king.  
Write down the moves described above. 
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2. Combinations 
 
A combination (or shot) is a sequence of moves 
in which your opponent has to take several 
pieces after which you take more pieces or get a 
king. 
 

 
 
White gives all his pieces but one, taking a shot. 
 

1.26 ï 21  17 x 26 
2.37 ï 31  26 x 37 
3.38 ï 32  37 x 28 
4.39 ï 33  28 x 39 
5.40 ï 34  39 x 30 

6.35 x 11 
 

 
 
In this diagram you have  to give away pieces in 
the right sequence. After 1.45 ï 40? black takes 
34 x 45. 
 

1.42 ï 38  33 x 42 
2.43 - 39  34 x 43 
3.45 ï 40  35 x 44 

4.50 x 28 
 
 

ƿ  It often helps to ask yourself the 
question: Where do I want to get a 
black piece to make a shot?  
 

 
 
White wants a black piece at 31! 
White has to begin playing 49 ï 43 because 
playing other moves, white has to take back 
after 35 x 44 by 49 x 40 after which he loses his 
turn!  
 

1.49 ï 43!  35 x 44 
2.43 ï 39  44 x 33 
3.42 ï 38  33 x 42 
4.41 ï 37  42 x 31 

5.36 x 9 
 

 
 
White wants black to go to 20 and bring piece 26 
to square 30. Because black has to capture at 
the next move white has a free move.  
 

1.33 ï 28!  29 x 20 
2.27 ï 21  26 x 17 
3.28 ï 22 17 x 28 
4.39 ï 33  28 x 39 
5.40 ï 34  39 x 30 

6.35 x 11 
 

 

ƿ   When looking for a shot you 
always have to look at moves giving 

away pieces ! 
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Exercise 2.1 
 

 
 

Write down the combination for white! 
 
 

 
 
White can sometimes take one or more pieces 
during a combination. In this case black has to 
capture again to make sure white can move 
again. White removes piece 13 so that he can 
take a shot to king.  
 

1.34 ï 30!  25 x 23 
2.28 x 19  13 x 24 
3.37 ï 31  26 x 28 

4.33 x 4 
 

 
 

White gives away 3 pieces in order to take back 
4 pieces himself.  

 
1.33 ï 29  24 x 22 

2.32 ï 28   choice 
3.38 x 20 

 
At the first move black has to take the most 
pieces. At the second move black can choose 
how to take one piece, but it doesnôt make a 
difference. 
 
 

ƿ  The majority rule is very important 
when taking shots. You always have 
to take the most pieces!  
 
 
Exercise 2.2 
 

 
 
White  to play can perform a combination. At the 
first move black has to take the most pieces. 
Write down the combination! 
 
 

 
 
White will bring a black piece at 34 by taking 
backwards 34 x 43.  
 

1.33 ï 29  23 x 32 
2.29 ï 23  19 x 28 
3.39 ï 33  28 x 39 
4.34 x 43  25 x 34 
5.43 ï 39 34 x 43 

6.49 x 18 
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At the second move white takes  a piece, but 
black has to take again, so that the combination 
goes on.  
 

1.33 ï 28  26 x 37 
2.28 x 19  37 x 28 
3.19 ï 14  10 x 19 
4.38 ï 33  28 x 30 

5.34 x 2 
 

 
 
During the combination white takes two pieces. 
Removing piece 23 gives white a 45 x 3 shot. 

 
1.33 ï 28!  16 x 27 
2.28 x 30  25 x 43 
3.38 x 49  27 x 38 
4.49 ï 43  38 x 40 

5.45 x 3 
 

Exercise 2.3 
 

 

Write down the combination for white!  
 

 
 
Sometimes it makes sense to look at the 
strangest move you can play! Black to move can 
get one or two pieces (of course he should take 
2 if the situation doesnôt change). White however 
offers him three pieces! 
 

1.42 ï 38 32 x 23 
2.20 x 16 

 

 
 

1.29 ï 24!  20 x 27 
2.23 x 5 

 
Exercise 2.4 
 

 
 
Write down the combination for white! 
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C 2.1 

 
 

 
C 2.2 

 
 

 
C 2.3 

 
 

 
C 2.4 

 

 
C 2.5 

 
 

 
C 2.6 

 
 

 
 C 2.7 

 
 

 
C 2.8 
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3. Coup Philippe 
 

The French word for combination (shot) is coup.  
Many combinations have been given a name. 
Most names were invented by French players, 
who were the strongest players of the world at 
the beginning of the 20

th
 century. A very 

important type of combination is called after the 
French draughts player Philippe. In many, many 
games this combination plays a role. 
 

 
 

This diagram shows the basic pattern of the 
Coup Philippe. 
White obtains the following goals: 
He removes pieces 18 and 16.  
He gets a black piece at 34. 
He takes 4 black pieces: 40 x 16. 
 

1.27 ï 22!  18 x 27 
2.32 x 21  16 x 27 
3.34 ï 30  25 x 34 

4.40 x 16 
 

 
 

The same pattern, but this time white takes from 
38 to 16.  
 
Example 3.1  Write down this second example 
of the Coup Philippe! 

 
 
In this case white will get a 38 x 20 shot. The 
piece at 20 is going to king. 
 

1.27 ï 22!  18 x 27 
2.32 x 21   16 x 27 
3.34 ï 30  24 x 33 

4.38 x 20 
 

 
 

Pieces 16 and 18 are removed in a different way 
in this example. 

 
1.26 ï 21 17 x 26 
2.27 ï 22  18 x 27 
3.37 ï 31 16 x 37 
4.41 x 21  16 x 27 
5.33 ï 29  24 x 33 

6.38 x 16 
 
Letôs look at an opening of the game in which 
the coup Philippe plays a role. 

 
1.33 ï 28  18 ï 23 
2.39 ï 33  12 ï 18 
3.44 ï 39   7 ï 12 

4.31 ï 26  20 ï 25? 
 

White put a piece at the edge of the board at the 
4

th
 move hoping his opponent will do the same. 

White removes pieces 18 and 16 and makes a 
34 ï 30 shot.  
 

5.28 ï 22  17 x 28 
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6.33 x 22   18 x 27 
7.32 x 21  16 x 27 
8.34 ï 30  25 x 34 

9.40 x 16 
 

Letôs look at another opening: 
1.32 ï 28  18 ï 23 
2.38 ï 32  12 ï 18 
3.31 ï 27   7 ï 12 
4.43 ï 38  20 ï 24 
5.37 ï 31  17 ï 21 

 
Usually white plays 31 ï 26 in such situations, 
but in this game white tries to trap his opponent: 
 

6.27 ï 22  18 x 27 
7.31 x 22  12 ï 18? 

 
Black attacks piece 22, but white has prepared a 
shot.  
 

8.22 ï 17!  21 x 12 
 
After 11 x 22  9.28 x 26 white gains a piece.  

 
9.28 ï 22 18 x 27 
10.32 x21 16 x 27 
11.33 ï 29 24 x 33 

12.38 x 16 
 
Now we change blackôs 4

th
 move. We let black 

play: 
 

4é 17 ï 22 
5.28 x 17  11 x 31 
6.36 x 27  1 ï 7 

7.49 ï 43  20- 24 
8.41 ï 36 

 
Exercise 3.2 White hopes for his opponent to 
play a move after which he can perform a coup 
Philippe.  
Which move is white hoping for? 
 

 
 

1.33 ï 28!  22 x 44 
 
Black must take 2 pieces, giving white the 
opportunity to remove pieces 18 and 16.  
 

2.27 ï 22 18 x 27 
3.32 x 21  16 x 2 7 
4.43 ï 39  44 x 33 

5.38 x 16 
 

 
 

In this position the Coup Philippe is quite 
difficult, because black has a capturing choice. 
Try to concentrate well to understand what 
happens. 
 

1.27 ï 22! 
 

Black has a choice. If black takes 18 x 27 the 
combination is easy: 32 x 21 16 x 27 33 ï 29 24 
x 33 38 x 16 and white is 2 pieces up. Better for 
black is to choose 17 x 28. 
 

1é 17 x 28 
2.33 x 22  18 x 27 
3.32 x 21  16 x 27 

 
The first goal is accomplished. Pieces 18 en 16 
are removed. Now white must get a black piece 
at 33. White gives 3 pieces to do that. 
 

4.35 ï 30!  24 x 35 
5.44 ï 40  35 x 33 

6.38 x 16 
 

The position seems equal. If you look well it is 
clear that piece 27 canôt be defended. So white 
will gain a piece. You can investigate this 
yourself. 
 
In the examples 3.1 / 3.8 white to move can 
perform a coup Philippe. 
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C 3.1 

 
 

 
C 3.2 

 
 

 
C 3.3 

 
 

 
C 3.4 

 

 
C 3.5 

 
 

 
C 3.6 

 
 

 
C 3.7 

 
 

 
C 3.8 
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4. Harlem shot 
 

This is a combinational pattern that is named 
after a Dutch city, Harlem. It is a famous shot. 

 

 
 
This diagram shows the idea of the combination. 
White brings 3 pieces in a row at 19, 23 and 28. 
Then he removes the middle piece, piece 23. 
After this white can take 3 pieces with 32 x 5. 
 

1.28 ï 22!  17 x 28 
2.34 ï 29  23 x 34 

3.32 x 5 
 

The reason this combination is so famous is 
because it can appear after only 2 moves in a 
game! Watch: 
 

1.33 ï 28  18 ï 22 
2.39 ï 33? 

 

 
 

A mistake. Black wins two pieces by: 
 

2é. 22 ï 27 
3.32 x 21 16 x 27 
4.31 x 22 19 ï 23 
5.28 x 19 17 x 30 
6.35 x 24 20 x 29 

 
And also piece 19 is lost. 
 

The same combination is possible after: 
 

1.32 ï 28  18 ï 23 
2.37 ï 32? 

 

 
 

Black can bring 3 pieces in a row: 32, 28 and 23. 
Then he removes piece 28. After that he can 
take 19 x 26. 
 

1é 23 ï 29! 
2.33 x 24 20 x 29 
3.34 x 23 17 ï 22 
4.28 x 17 19 x 26 

 
 
In the beginning of the game the Harlem shot 
can often play a role. 
Letôs play like this: 
 

1.32 - 28  19 ï 23 
2.28 x 19  14 x 23 
3.37 ï 32  10 ï 14 
4.41 ï 37  14 ï 19 
5.33 ï 28   5 ï 10? 

 

 
 

The pattern is the same: White brings 3 pieces 
in a row to 19, 23 and 32 and removes the 
middle piece 23. 
 
Do you see how the combination is performed? 
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We play from the beginning position: 
 

1.32 ï 28  18 ï 23 
2.33 ï 29  23 x 32 
3.37 x 28  16 ï 21 

 
White can change pieces  4.28 ï 23 19 x 28 
5.29 ï 24 20 x 29 6.34 x 32 or play 4.31 ï 26 or 
4.38 ï 33. 
The logical move 4.39 ï 33 playing towards the 
centre (which is normally good as we will learn 
later) is answered by a Harlem shot. 
 

4.39 ï 33? 
 

 
 

4é 21 ï 27! 
5.31 x 22  19 ï 23 
6.29 x 18  12 x 32 
7.38 x 27  17 x 30 

 
From the opening we play: 
 

1.33 ï 28  18 ï 23 
2.31 ï 27  20 ï 24 

3.37 ï 31? 
 

 
 
Black uses the majority rule (you always have to 
capture the most pieces) to perform a Harlem 
shot here. 
 

1é 23 ï 29! 
2.34 x 23  17 ï 22 

3.27 x 18  13 x 33 
4.38 x 20  19 x 26 

 

 
 
First white opens square 14. After that a black 
piece is transported to square 28 in a way you 
should bear in mind. 

 
1.34 ï 29  23 x 34 
2.40 x 20 14 x 25 
3.35 ï 30  25 x 34 
4.28 ï 22  17 x 39 
5.38 ï 33  39 x 28 

6.32 x 5 
 

 
 
White has to sacrifice a lot of pieces before 
performing the final shot.  
 

1.27 ï 22  18 x 27 
2.36 ï 31  27 x 36 
3.28 ï 22  17 x 28 
4.35 ï 30  24 x 35 
5.44 ï 40  35 x 33 
6.38 x 20  15 x 24 

7.32 x 5 
 
 
In each of the following exercises white to move 
can perform a Harlem shot all the time. 
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C 4.1 

 
 

 
C 4.2 

 
 

 
C 4.3 

 
 

 
C 4.4 

 

 
C 4.5 

 
 

 
C 4.6 

 
 

 
C 4.7 

 
 

 
C 4.8 
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5. Coup Royal 
 

 
 

The pattern of the coup Royal goes like this: 
 

1.27 ï 22!  18 x 27 
2.32 x 21 23 x 34 

3.40 x 7 
 
The first move 27-22 helps to achieve several 
goals: 
Piece 18 is removed. 
Because piece 32 disappears black must take 3 
pieces at 34. 
White takes several black pieces with piece 40. 
 

ƿ Pieces 40 and 45 work together 
nicely. The formation of pieces 40 

and 45 is called 
the Olympic formation. 

 

 
 

In this example the Olympic formation is not 
finished yet. During the combination white gains 
a free move to finish the formation playing 44 ï 
40. 
 

1.27 ï 22!  18 x 27 
2.32 x 21  23 x 34 
3.44 ï 40!  16 x 27 

4.40 x 7 
 

 

 
 

The position is much better for white because 
white is in possession of the Olympic formation.  
White creates a threat by  
 

1.43 ï 39! 
 

A threat is a strong move (which is mostly the 
beginning of a combination) you want to play at 
the next move. In this case white wants to play 
27 ï 22!! at the next move. So we can say: 
White threatens to perform the coup Royal.    
What can black do to prevent this winning coup 
Royal? 
If black plays 11 ï 17 or 12 ï 17 white plays the 
winning 27 ï 22!. The only solution that doesnôt 
cost black a piece, is to play 15 ï 20. After this 
move white creates a longer formation than 40, 
45 by putting an extra piece at 34. Now the 
formation is 34, 40, 45.  
 

1é 15 ï 20  2.39 ï 34! 
 

There is a new threat now. White wants to play 
the exchange 34 ï 29 23 x 34 40 x 29 to create 
a (positionally) winning position. 
 
For example: 2é. 11 ï 17 3.34 ï 29! 23 x 34 
4.40 x 29 17 ï 21 5.45 ï 40 12 -17 6.40 ï 35 17 
ï 22  8.28 x 17 21 x 12 7.32 ï 28 12 ï 17 8.38 ï 
32 17 ï 22 (after 17 ï 21 9.48 ï 42 black is 
forced to give away a lot of pieces) 9.28 x 17 19 
ï 23 10.27 ï 22! 18 x 38 11.29 x 9 14 x 3 12.25 
x 14 38 x 29 and white wins. 
 
After 2é 24 ï 30 3.34 ï 29! 23 x 34 4.40 x 29 
30 - 35 there is the simple shot 29 ï 23 W+1. 
 
After 2é 23 ï 29 3.34 x 23 18 x 29 white plays 
4.48 ï 43 11 - 17 (same plan for white after 13 - 
18) 5.43 ï 39 17 ï 21 6.40 ï 35 and at the next 
move white plays 35 ï 30 +. 
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This position showed you some practical ideas 
in a normal position.  
 

 
 
Sometimes the coup Royal is only the beginning 
of a deeper combination. In this case the coup 
Royal is followed up by a king shot. 
 

1.27 ï 22!  18 x 27 
2.32 x 21  23 x 34 
3.35 ï 30  20 x 40  
4.50 x 30  16 x 27 
5.37 ï 32  27 x 38 

6.42 x 4 
 

 
 

1.27 ï 22!  18 x 27 
2.32 x 21  23 x 34 
3.40 x 18  16 x 27 
4.47 ï 41 12 x 23 
5.37 ï 31  26 x 37 

6.41 x 1 
 

 

Right from the opening white fell into a nice trap. 
White has just played 31 ï 27 attacking piece 
21. You would expect black to play 11 ï 16, but 
he performs a beautiful combination: 
 

1é 24 ï 29!! 
2.33 x 15  19 ï 24 
3.28 x 17  11 x 33 
4.39 x 28  24 ï 30 
5.35 x 24  14 ï 20 
6.25 x 14 10 x 50 

 

 
 

1.37 ï 31  26 x 37 
2.32 x 41  23 x 34 
3.40 x 9   17 x 39 
4.45 ï 40  13 x 4 
6.40 ï 34  39 x 30 

7.35 x 2 
 

 
 
White forces a winning coup Royal. After 37 ï 
31 the threat of 27 ï 22 emerges.  
 

1.37 ï 31!  7 ï 11 
2.27 ï 22! 18 x 27 
3.32 x 21  17 x 37 
4.43 ï 39 23 x 34  

5.40 x 16 
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C 5.1 

 
 

 
C 5.2 

 
 

 
C 5.3 

 
 

 
C 5.4 

 

 
C 5.5 

 
 

 
C 5.6 

 
 

 
C 5.7 

 
 

 
C 5.8  
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6. Kung Fu shot 
  

 
 
The most important theme of this shot is that a 
square (square 37 in this case) is opened with 
taking backwards so that black jumps to this 
square.  
 

 1.43 ï 38!  33 x 42 
2.37 x 48  26 x 37 

4.41 x 3 
 

The combination can be performed at different 
places at the board. 

 
 

 
 

 
In this case square 34 is opened. 
 

1.38 ï 33!  28 x 39 
2.34 x 43  25 x 34 

3.40 x 16 
 
Sometimes you have to prepare the Kung Fu 
part of the combination.  
 

ƿ  Kung Fu refers to the kicking back 
capture which opens a square in 

order to make black jump to the same 
square. 

 

 
 

White gets a king at 5, by through the following 
actions: 
Piece 14 is removed. 
A black piece is transported to square 33. White 
can take back then with 28 x 39 opening square 
28. Black has to capture piece 22 after which 
white jumps to king square 5.  
 

1.35 ï 30!  24 x 44 
2.25 ï 20  14 x 25 
3.43 ï 39  44 x 33 
4.28 x 39  17 x 28 

5.32 x 5 
 
 

 
 
White achieves the following goals: 
Piece 18 is removed. 
Square 34 is opened by taking back 34 x 43. 
Black must take 25 x 34 after which white jumps 
to square 7 and is on his way to a king.  
 

1.27 ï 22!  18 x 27 
2.28 ï 22  17 x 39 
3.34 x 43  25 x 34 

4.40 x 7 
 
 
 
 
 
 


