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The Inadequately Guarded Piece

Quote of the Month: Nunn’s Dictum: “Loose Pieces Drop Off” (LPDO)

It has been stated that loose pieces are the main features of a position that allow tactics. I call these features The 
Seeds of Tactical Destruction. There is another Seed, a close cousin to loose pieces, which, to my knowledge, 
has never been categorized. All players should be aware of its potential danger. Consider the following problem 
from A Tactics Quiz:

Black to Play and Win

The solution is 1…Nxg5 2.Nxg5 Qa5+ picking up the knight on g5. Key 
is the try 1…Qa5+ first, which is not nearly as good because of the 
deflection sacrifice 2.b4!, allowing White to escape with only the loss of 
a pawn.

But what is the Seed here? It is not a loose piece, since the bishop on g5 is 
not only guarded, but seemingly safe as it is guarded as many times as it 
was attacked. Yet that level of protection was not sufficient to prevent 
a double attack, which leads us to the central safety theme:

Pieces that are guarded only as many times as they are attacked 
(especially by pieces of the same value) are, in many cases, no better than pieces that are “loose,” that is, not 
guarded at all. I call a piece that is “safely” guarded only as many times as it is attacked an Inadequately 
Guarded Piece (IGP). In the above example the IGP is the bishop on g5.

Here is another simple example:

White to Play and Win

The black knight on g7 is an IGP. White can exploit this with 1.Rf6+. 
Then, after the black king retreats to the seventh rank, 2.Rf7+ will pick up 
the knight. Note that the reverse move order with the capture 1.Rxg7? 
first does not work. This is just the opposite of the first example, where 
the IGP needed to be captured first in order for the combination to work. 
As always, the key is to analyze all possible move orders. When 
capturing sequences are involved, no general principle will ever replace 
solid analysis.

There are many possibilities for tactics involving IGP’s. Here is 
another simple variation on this theme:

White to Play and Win

This combination involves both a double attack and a pin. The rook at g7 
is an IGP. After 1.Qe5+ (the only safe check wins, always consider all your 
– and your opponent’s – safe checks first!), Black is faced with a choice 
of evils: if the king moves, then 2.Qxg7 wins the rook. As pointed out 
in several previous Novice Nooks, capturing with the queen is usually 
more to the point than with a rook since White wants to offer to trade 
queens. On the only other possibility for escaping check, the pin on the 
queen becomes paramount after 1.Qe5+ Rc7 and the black queen, rook, 
and king are all lost after 2.Rxg8+.

The above examples show that an IGP can be double-attacked in a 
manner similar to a loose piece. However, with regards to a different 
safety aspect, an IGP is even more vulnerable than a loose piece: it is also easily subjected to the removal of the 
guard tactic (see The Underrated Removal of the Guard)

White to Play and Win

The black knight may at first seem relatively safe, but it is an IGP and 
White simply has to ask himself the question, “Since I am attacking 
the knight as many times as it is defended, would it be possible to get rid 


