
Game # 1 (2010),  Muhlock vs. Borislav Kostic    Cologne, Germany (1912)  
          (Opening: The Italian Game or Giuoco Piano meaning “the quiet game”)
    
What you can learn from this game: How Black can go on a quick attack

    Should do: 1. Look for weak and unprotected men.
  2. Watch what the other guy is doing even when you have a great move.

   Should NOT do: 1. Don’t get too greedy.
2. Don’t assume that the other guy has made a mistake – could be a trap.

Some “chess tricks” as they appear in the game:   ©M.G.Moody

  1. e4   e5 Control the Center - (Both sides put their pawns in the center of the board to control the
center and at the same time, open up  paths  for their Queens and Bishops so they can get out
into battle quickly).

  2. Nf3  Nc6  Knights before Bishops - (Knights are very strong at the beginning of the game because they
are hard to block, they can jump over other men and their attacks are hard to see).
Protect your men - (With this move Black gets the Knight out off the back row and protect
the pawn in the center at the same time – that’s two good things in one move).

  3. Bc4  Nd4 Attack the weak Pawn - (The Pawn in front of the King’s Bishop is the easiest place to
attack at the beginning of the game because the only thing protecting it is the King).

 Offer a Pawn for free - (This move is a trap.  Black gives White a choice of trading Knights
or – and here is the trap – taking the Pawn with a great attack on the other Pawn near the
Black King).

  4. Nxe5  Qg5 White takes the bait - (White sees that both the Knight and the Bishop are attacking the
Pawn that is only protected by the Black King – looks very, very good!).
Attack an unprotected piece - (Black’s Queen is attacking White’s Knight, but White has a
great-looking fork on Black’s Queen and Rook– White can’t wait to make the fork!)

  5. Nxf7  Qxg2 Fork - (White is attacking Black’s Queen and Rook at the same time, but only one can move
out of the way–this was such a nice move that maybe White didn’t see it’s unprotected Pawn
that Black’s Queen is about to take).
Take the unprotected Pawn - (The Black Queen take the unprotected Pawn and is
threatening to take White’s Rook for a checkmate – what a surprise for White!)

  6. Rf1  Qxe4+ Protect your pieces - (The White Rook runs to the King for protection).
Take another unprotected Pawn - (Black’s Queen takes the unprotected center Pawn and
announces check to the White King– White has only two choices).

  7. Be2  Nf3# Blocking the path - (White can block the path of the attacking Black Queen with the Bishop
or the Queen, but the Queen would be under attack by the Black Knight).
Pin - (The White King looks safe now, but because the White Bishop is pinned – it can’t move
or the King would be in check – any squares that it LOOK like they’re being protecting by
that Bishop are really not being protected at all and Black uses one of these squares for a
lovely “Smothered Checkmate”).

  0-1 (Tournament Scoring - This tells you that Black won the game.  White gets “0" points and
black gets “1” point).

 
Chess Notation for this game:

1. e4  e5
2. Nf3 Nc6 

3. Bc4 Nd4 
4. Nxe5 Qg5 

5. Nxf7 Qxg2 
6. Rf1 Qxe4+

7. Be2 Nf3#    0-1


