NPCC Consultation Match – 04/16/2010
Notes by Eric Funk
Years ago I read about a game played by ten Grand Masters during a training session for the 1952 Olympiad tournament.
  I decided we would try the idea at the NPCC to see how it would work out.  

Playing White were honorary GMs Eric Funk, David Allen, Jonathan Rumpf, and Gregory Sulat.  Handling the Black pieces were honorary GMs Bob Kampia, Don Funk, Mark Alberts, Bill Campion, and George Murphy.  The time control was game in 90 minutes.  Both teams kept an analysis set or two and a game clock in their private rooms.  A runner from each team relayed the moves and verified that both teams had roughly the same times showing on their clocks.  Here’s the game score.
1.e4 e5 2.f4
Let the psychological warfare begin!  We liked the idea of forcing the other team to make critical decisions early with the hope that opinions would be sharply divided.
2… exf 3.Nf3 d5 4.exd Nf6 5.d4
I was surprised to learn after the game that our fifth move isn’t “book.”  According to MCO 15 and other sources, White usually plays 5.Nc3, 5.Bb5+, 5.c4, or 5.Bc4.
5… Qxd5
Black loses too much time with his Queen.  Either 5… Bd6 or 5… Nxd5 seems right.
6.c4 Bb4+ 7.Nc3 Qe4+ 8.Be2 0-0 9.0-0 Bxc3 10.bxc3
White has a clear edge: two Bishops, a solid center, more space, and open files on the King-side and Queen-side to play on.  “All” Black has is an extra pawn, but not for long.  Over the next few moves we were able to steadily increase our advantage on the game clocks.
10… Bg4 11.Bd3 Qe7 12.Bxf4 Nc6 13.Qc2 h6
A subtle mistake, which weakens the g6 square.  In our opinion better was 13… Bh5, intending 14… Bg6.
14.Ne5 Nxe5 15.Bxe5 Nd7
A sneaky move by Team Black.  We had been expecting either 15… Ne8 or 15… Nh5.  The point of 15… Nd7 is if 16.Bxc7 Nc5 17.Bf4 Nxd3 18.Qxd3 Be2 19.Rfe1 Bxd3 20.Rxe7 and Black just might reach a survivable Bishop-of-opposite-colors endgame.  

16.Bg3 Nf6 17.Rae1 Qd7 18.Bh4

We spent a long time on this move.  We now had about twenty-five minutes remaining while the other team had a little less than twenty.  Black faces a serious problem.  If 18… Ne8 then 19.Be7 wins an exchange; 18… Qd8 is woefully passive and 18… g5 is suicidal.  We anticipated 18… Nh5, after which we hotly debated the merits and drawbacks 19.h3 Bxh3 20.gxh3 Qxh3 etc.  Finally, we settled on sidestepping complications with David’s suggestion of (18… Nh5) 19.Re7.  None of this came to pass, however, as Black continued with the unexpected.…
18… Rae8 
A time pressure mistake?  (Remaining time: Team White = 25 minutes; Team Black = 15minutes.)  This last move loses material.  Both teams blitzed off the next series of moves.

19.Bxf6 Rxe1 20.Rxe1 gxf6 21.h3 Bh5 22.g4
Mark, who had become Team Black’s runner at this point, gave a knowing shake of the head when we played this move.  We could tell immediately that Team Black’s worst fears had been realized.
22… Bg6
Rather than face 22… Bxg4 23.hxg4 Qxg4+ 24.Qg2 Qg5 25.Re7 Rc8 26.Bf5 etc. which allows the torture to continue, Team Black more or less admits defeat by trading down into a losing King and Pawn ending.
23.Bxg6 fxg6 24.Qxg6+ Qg7 25.Qxg7+ Kxg7 26.Re7+ Rf7 27.Rxf7+ Kxf7 28.Kf2 Ke6 29.Ke3 c6 30.Ke4 b6 31.d5+ cxd+ 32.cxd+ Kd6 33.c4  1-0 on time. 

Bob, Don, Mark, and George came in together to congratulate us on the win (Bill had to leave earlier or he would have been there, too).  All and all, not a bad game by both sides.
We will have to try this again some time.
What do you think, NPCC members?  Give us your feedback.  Are you game?
� For those of you wondering about the details, the game was played by the Soviet national team.  Averbakh, Geller, Petrosian, and Taimanov played White; Keres, Kotov, Tolush, and Boleslavsky played Black.  Botvinnik and Smyslov joined the White team after the situation was already difficult.  The full score and selected annotations are reprinted in Petrosian’s Legacy (Editions Erebouni; ASIN: B000OSX5J6).





