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What you can learn from this game: 
     Knights are very effective at the beginning of the game, when there are lots of pieces on the board.

    Should do: 
1. Watch for “outposts” or other “soft spots” in “enemy territory” where Knights can “camp out.”

    Should NOT do:
1.Don’t attack unless your position is solid and your “backup” is in place.

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

  1. d4 Nf6 Control Center - (Black brings out the Knight to attack the center).
  2. c4 e6 Pawn Duo - (White sets up a strong “pawn duo” on the Queen side of center).
  3. Nc3 d5 Knights before Bishops - (generally a good rule – both sides do it)

Attack Center - (Black attacks the “pawn duo” and get the Pawn into the center).
  4. Bg5 Be7 Pin / Unpin - (White pins the Knight and Black quickly unpins the Knight).
  5. e3 Nd7 Uncover - (White’s Bishop is uncovered so he can protect the Pawn at c4).

Knight out - (Black’s Knight it out but leaves room for c6 protecting the center).
  6. Nf3 c6 Control Center- (White’s Knight attacks the center and Black’s Pawn protects).
  7. Rc1 dxc4 Trade - (White encourages a trade with a threat to open the file for the Rook).
  8. Bxc4 b5 Trade / Attack “Big Guy” - (After the trade, White’s Bishop is open for an attack).
  9. Bd3 Bb7 Retreat / Protect Pawn - (White retreats and Black’s Bishop is “out” to protect c6)
10. a4  b4 Queen’s Side Attack - (White threatens to break up Black’s Queen side).

Attack “Big Guy” - (Black’s Pawn attacks White’s Knight) 
11. Bxf6 Nxf6 Counter-Attack - (White takes Black’s Knight and threaten the Bishop and Queen).

Recapture - (Black’s Knight looks good there, but leaves e5 open for an “outpost”).
12. Ne4 Nd7 Control Center - (White offers a trade to strengthen its center – Black declines).

Control Center - (Black places the Knight to protect “soft spots” at e5 & c5).
13. O-O f5 Castle - (White’s King is protected and the Rook is out of the corner).

Attack “Big Guy” - (Black attacks White’s Knight but leaves an unprotected pawn).
14. Ng3 h5 Retreat / Attack- (White retreats and Black starts a King’s-side attack).
15. Qb3 Rh6 Attack unprotected Pawn - (White attacks the Pawn 2 squares in front of the King).

Protect - (Black’s Rook protects the Pawn but leaves a “back-rank attack” open). 
16. Bxf5 exf5 Open a Path - (White sacrifices a Bishop for 2 pawns for a “back-rank attack”).
17. Nxf5 Rg6 Attack / Protect  - (White’s Knight is threatening the Rook and “check” in 2 places).

Protect - (Black’s Rook protects the Pawn and avoids “check” at g7)
18. Qg8+ Bf8 Back-rank Attack - (The Queen is well placed with both Knights ready to help).
19. Nf3h4 Rf6 Force a Move - (Black’s Rook must move but stay on the 6  rank to prevent Qe6). th

20. Nxg7+ Ke7 Check - (Black’s Bishop can’t help because it’s pinned – Black has one move).
21. Nh4f5+ Rxf5 Force a Move - (There is only one move for Black...besides giving up!)
22. Qe6 1-0 Checkmate - (Three moves by White’s Knights and then checkmate by the Queen!)

Chess Notation for this game:
1. d4  Nf6 
2. c4  e6 
3. Nc3  d5 
4. Bg5  Be7
5. e3  Nd7 

6. Nf3  c6 
7. Rc1  dxc4 
8. Bxc4  b5 
9. Bd3  Bb7
10. a4   b4 

11. Bxf6  Nxf6 
12. Ne4  Nd7 
13. O-O  f5 
14. Ng3  h5 

15. Qb3  Rh6 
16. Bxf5  exf5 
17. Nxf5  Rg6
18. Qg8+  Bf8 

19. Nf3h4  Rf6 
20. Nxg7+  Kf7 
21. Nh4f5+  Rxf5
22. Qe6  1-0 


