Analysing Our Games
Why Analyse?

An important aspect of improving at chess is learning how to gain the maximum benefit from our games – even the ones we win. At the most basic level ever game of chess we play is there to be won. Sometimes we make mistakes and so we lose, on other occasions we play as well as we can but we lose to someone who is just better. If we assume that the super grandmasters play perfect chess (they don’t!) then everyone below them in the pecking order can aspire to this level.

In football terms, a game is between two teams of eleven players (male or female, of course). Each player knows the rules, can run, kick and head the ball and will some idea of tactics. So if we set up a match between Potters Bar Town and Chelsea it will be between equals? Obviously it won’t so why would we expect Chelsea to win every time? Clearly there are important differences. The Chelsea players train almost every day and have a high level of fitness which means they should be able to run faster, jump higher and kick further and with more accuracy. However, if we put the Potters Bar team through an intense training regime to make them as fit would we now have an equal match? No, but the score might be closer. The Chelsea players will have a much higher level of natural ability, football knowledge and possibly, most importantly, the ability to work together as a unit rather than as eleven individuals. 

Chess is more complex than football although it shares some aspects in common. Some games of football between teams equal in ability at the highest level can turn on a fairly small tactic or particular strategy. 

So, in chess terms how do we move from the Rymans League to the Premiership? We won’t need Roman Abramovich – that’s the good news! After each game the Chelsea backroom staff will examine a video of the last game and identify any weaknesses and areas of concern. We can do something similar with our games.

The Knowledge Gap

Let’s assume that in our last game we made a mess of the opening. We played sensible moves but somehow our opponent gained an advantage. The first step would be look at the theory of the opening and find out what is often played. The easy way to do this is ask a chess playing programme such as Hiarcs (Fritz) to play through the game and check the moves against an opening database.

Harris, Mark - Cook, Chris [A80]

Letchworth 1 v LH1 Potters Bar, 20.02.2007

[Hiarcs 9 (30s)]

896MB, Hiarcs9.ctg, MAINPC

A80: Dutch Defence: Unusual White second moves

 1.d4 e6 2.Nf3 f5 3.Nc3 Nf6 4.Bg5 Be7 5.Bxf6 Bxf6 6.e4 fxe4 7.Nxe4 0-0 8.Bd3 Nc6 9.c3 d5 10.Ng3
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Up to this point the opening moves had been seen before. However, rather than White playing 10. Ng3 the opening encyclopaedia has found an alternative move 10. Nxf6+.  This was a game between Svidler and Hassabis that was won by White. There was also an offshoot at move 11 that resulted in a drawn game between Winants and Thirion. 

[10.Nxf6+ Qxf6 11.Bb5 (11.0-0 e5 12.Nxe5 Nxe5 13.dxe5 Qxe5 14.Qb3 ½-½ Winants,H-Thirion,M/BEL 2001/CBM 81 ext (14)) 
11...Ne7 12.0-0 Ng6 13.Bd3 Nf4 14.Ne5 b6 15.g3 Nh3+ 16.Kg2 Ng5 17.Qh5 g6 18.Qg4 Nf7 19.Rae1 Nxe5 20.Rxe5 Bd7 21.h4 Rf7 22.h5 Rg7 23.hxg6 hxg6 24.Rg5 Kf7 Svidler,P-Hassabis,D/Oakham 1992/CBM 30/1-0 (40)] 
However Black’s move of 10… Qe8 was unknown and therefore a novelty (marked as ‘N’). Instead there was a game that followed 10…e5 that White won (perhaps my move was better!!). There are other variations. You might like to play through them. 
10...Qe8N [10...e5 11.dxe5 (11.Nxe5 Bxe5 12.dxe5 Nxe5 13.Bc2 Bg4 14.Qd4 Qd6 15.0-0 c5 16.Qd2 Rad8 17.Rae1 Bd7 18.Ne4 Nc4 19.Qd3 Qc6 20.Ng3 g6 21.Re7 Rf7 22.Rxf7 Kxf7 23.f4 Nd6 24.f5 gxf5 25.Qe2 Kg8 Kuehl,K-Gerschau,C/Germany 1995/EXT 99/1-0 (64))
11...Nxe5 12.Nxe5 Bxe5 13.Qc2 Qh4 (13...h6 14.0-0-0 Qg5+ 15.Kb1 c6 16.Rhe1 Bxg3 17.hxg3 Bf5 18.Bxf5 Qxf5 19.Qxf5 Rxf5 20.f3 Kf7 21.c4 Re8 22.Rxe8 Kxe8 23.g4 Rg5 24.cxd5 cxd5 25.Rd2 Ke7 26.Kc2 Kd6 27.Kd3 Re5 28.Rc2 Juergens,P-Holstein,E/Copenhagen 1994/EXT 99/1-0 (51)) 
14.0-0-0 c6 15.Rde1 Bd6 16.Kb1 Bd7 17.f3 Rae8 18.Ne2 Re3 19.g3 Qe7 20.Rd1 Rexf3 21.Bxh7+ Kh8 22.Nd4 Rf2 23.Qd3 Qg5 24.h4 Qh6 25.Bg6 Lasker,E-Gibbons/Great Britain 1900/EXT 99/0-1 (27);  

Asking the computer to analyse the whole game is very useful because the programme will often find alternative lines. It can be very frustrating though to find that you missed an easy win.

Before using the computer it can far more beneficial to annotate the game yourself and note down ideas that you had or worries that you may have experienced during the game.

Taking the game above here are notes that I might have made.

I enjoy playing the Dutch Defence against 1.d4 as it tells White that I intend to win the game rather than settle for a tame draw. The problem I have is that the ‘normal’ first move of 1…f5 leads into an uncomfortable opening called the Staunton Gambit. There are ways of dealing with it but it takes a lot of study. Playing 1…e6 helps to avoid this problem. However, it prevents one line of the Dutch called the Leningrad. There is also a risk that White will play 2.e4 and turn the game into the French Defence but that is a risk you have to accept.

2. Nf3 White often plays 2.c4 and then 3.Nc3. He may be confused by my first move.

2…f5. This is usually the point where White has a bit of a think probably to see whether the Staunton can still be played. Alternatively he is looking for ways to punish this move.

3. Nc3. The normal way to play against the Dutch is to fianchetto the King’s Bishop. Strong players often play this system and so the books concentrate on it but not the line where it isn’t played!

3…Nf6. The Black is a little weak thanks to 2…f5 so the Knight needs to come out quickly.

4. Bg5. Natural.

4…Be7. This leads to the Orthodox version of the Dutch. The main alternative is 4…Bd6 and the Stonewall.

5. Bxf6. Removing the Knight which offers defence of some key squares.

5…Be7. No choice really.

6. e4. This looks like the Staunton but Black is safer.

6…fxe4. No choice really.

7. Nxe4. Natural.

7. O-O. It is probably best to castle and protect f7.

8. Bd3. There is a lot of pressure building up against h7. I remember thinking that I could be heading for a lot of trouble and a short game! I just had to play carefully and slowly and rely on general principles.

8…Nc6.

9. c3 Defending d4 which is under attack from the Knight and Bishop. I’m not sure I would’ve taken it as it is more important to develop. White might regret exchanging the Bishop for Knight earlier.

9…d5. A little bit of a fightback. It is no good being passive and being crushed.

10. Ng3 – the position referred to above.

I did survive the game and ended in a very interesting position that was adjudicated as a draw and helped our First team to draw the match and to survive in Division 2.

It was pleasing to see the analysis and find that these moves had been played and that White had not been able to defeat Black easily.
There are other analysis tools available in Hiarcs that we will look at in future weeks. The whole game is available on the website for you to look at and hopefully enjoy. You might like to take the final position and play it from both White and Black’s side.    
