The Four Knights’ Game

Complied by Steven Craig Miller

Introduction

1. e4 e5
2. Hf3 &6
3. &He3 &6

This is the beginning position of the Four
Knight’s Game. Before World War I the
Four Knight’s Game was very popular,
but by the 1930s it had lost most of its
appeal and was considered to be some-
what dull, if not also drawish. Then in the
1990s, it made a comeback into the intet-
national chess circuit. But this opening has
always appealed to beginners

Part 1: The Spanish Four Knights
With 4. ... b4

4. Ab5 Ab4
5. 0-0

It might seem that it makes little differ-
ence whether White castles first and then
plays d3, or whether White first plays d3
and then castles. But 5. d3 is considered to
be inaccurate since it allows Black piece’s
to become active.

5. d3 &d4 6. Qa4 (or 6. Lc4) b5 7. Ab3

and now:

(a) 7. ... d5 8. Hxe5 We7 9. 4 Hxb3 10.
cxb3 Ab7 11. 0-0 dxe4 12. dxe4 A5+
and Black has compensation for the sacri-
ficed pawn.

(b) 7. ... d6 8. h3 c6 9. 0-0 &Hxb3 10. axb3

0-0 with a more or less equal position.
5. . 0-0

Just as 5. d3 was considered to be inaccu-
rate, so also is 5. ... d6 after 5. 0-0.

5. ...d6 6. ©Hd5 Ac5 7. d4 exd4 8. Qg5
0-0 9. &xc6 bxc6 10. Hxfo+ gxf6 11. Ah4
He8 12. ¥d3 We7 13. Efel Qb4 14. He2
c5 15. e5 and White is better.

6. d3 dé6
7. Qg5

Now we will take a look at four variations:
(@ 7. ... Qg4; b) 7. ... Leb; (©) 7. ...
DeT; & (d) 7. ... Axc3.
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8. &Hds &Hd4

9. Hxb4 &Hxb5
10. &d5 &Hd4
11. wWd2 wd7
12. Axf6 QAxf3

Now aftet:
13. g5 g4
White has a mate in two:

14. He7+  IHh8
15. QxgT#

Black could have avoided this mate with
13. ... De6, and, although White is still
winning, things are not as simple. Going
back to the above diagram, White has a

simpler win.

13. He7+  IHh8
14. AxgT+ Sxg?
15. g5+ &h8
16. Wi6H

The only way for Black to avoid this mate
would have been 13. ... ¥xe7 trading the
queen for a knight.

Now we will move backwards through
this variation in order to try to find where
Black should have deviated first. The first
place we will start will be move 11 after

White plays 11. ¥d2:

11.

12.

13. Axf6 gxf6
14. we3

Here with the g-file open allowing Black
to check White’s king on the g-file, the
move 14. ¥h3 (although threatening
mate) fails to 14. ... @h8. Later in our
analysis we will see the move ¥h3 work.

14. . c6

14. ... &h5?! 15, Wh6 L.g6 16. f4 c6 17.
fxe5 fxe5 18. D6+ Bh8 19. h4 Hg8 20.
Hixg8 Wxe8 21. Bh2 +.

15. Wxf3 cxd5
16. exd5 =

Instead of White playing 11. ¥d2, White
could also try 11. &xf0.

1. Axf6  gxf6
12 Wd2
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Now in this position, Black can play 12.

... ©xf3 transposing in the above analysis.
But if Black plays:

12.

>

N\

»
7

Y
L7

13.

With the g-file still closed, 13. ¥ho6
threatens mate in two. The only way for
Black to stop mate is to play &xf0.

This concludes are look at the 7. ... 8g4
line. This line is usually considered infe-
rior, and Black is recommended to try one
of the other lines from the following dia-
gram.

(b) 7. ... Le6

7. ... Qeb6

8. &Hds Axd5

9. Axd5 exd5
10. c4 Hg6
11. Qa4 =

©) 7. ... De7
7. Ne7
8. &Hh4 c6
9. Qca d5
10. Ab3

10. exd5 Sexd5 11. Ded Qe7 12. N3 =

10. ... wde6
11. h3 h6

12. Axf6 Wxf6
13. Wh5 d4

14. &He2 Ad6 =

(d) 7. ... &xc3

This line is known as the Metger Unpin.

7. ... Axc3

8. bxc3 We7

9. Hel &Hd8
10. d3 &eb6

10. ... Qo4 11. h3 &xf3 (11. ... &h5 12.
o4 806 13. d5 =) 12. Wxf3 oo,

11. fcl o

Part 2: The Rubinstein Variation
of the Spanish Four Knights

1. e4 e5
2. Hf3 &6
3. &He3 &6
4. Ab5 &Hd4

This position is not as common in games
among beginners since it appears that
Black is violating two basic principles:
first, Black is moving an already devel-
oped piece, and second, it appears that
Black is dropping the e5 pawn. But among
more advanced chess players, 4. ... ©d4 is
considered the main move after 4. &b5.



The Four Knights’ Game complied by Steven Craig Miller Page 4

(b) 5. &xd4
5 &Hxd4 exd4
6 e5 dxc3
7. exf6 Wxf6
8. dxc3 We5
9. We2 Wxe2
10. Axe2 ds =
(c) 5. Ac4
5. Qcd c6
6. Hxeb ds
7 exd5 Ad6
8. N3 Hxf3
9. Wxf3 0-0
10. h3 b5

11. Ae2 b4
12. Hed Hxed
13. Wxed He8 =

(d) 5. Qa4
5. Qa4 Ac5
6. Hxeb 0-0
7. &Hd3 Ab6
8. e5 He8
9. &Hds

9. 0-0 d6 10. exd6 &6 11. d7 (11. dxc7?!
&d6 7) Axd7 12. Axd7 ¥xd7 =.

9. .ee d6
10. He3 g5
11. exd6 Hxd6
12. 0-0 NAf5

13. Del Hxe3 14. fxe3 Qg4 15. Hf3 Eh5
16. &el c6 (A Hae8) .

The Spanish Four Knights

With 4. ... &c5
1. e4 e5
2. OHf3 &6
3. &He3 &6
4, Ab5

A common mistake is: 4. Q.c4, which al-
lows the pawn fork trick.

4. Acd Hxed 5. Hxed d5 6. Ad3 dxe4 7.
Axed Ad6 8. d4 exd4 9. &xc6 bxc6 10.
¥d4 0-0 11.0-0 c512. Ac3 Ab7 =,

4. .. Ach

In this position, it is better to first castle
and then take the pawn.

5. 0-0 0-0 (5. ... d6 6. d4 exd4 7. Hxd4
Ad7 8. &b3 Ab6 9. Qg5 £) 6. Hxe5
Nxe5 7. d4 Ad6 8. f4 Hc6 9. e5 Ae7 10.
d5 &b4 11. exf6 Axf6 12. a3 Axc3 13.
bxc3 &Hxd5 14. ¥xd5 ¢6 15. ¥d3 cxb5 .



