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OPENING GUIDELINESopening























































































































Reuben Fine's two questions to be asked before an opening move is made:

· How does it affect the centre?

· How does it fit in with the development of my other pieces and pawns?
1. Get your pieces out into the centre quickly. The opening is a race to see who can get their pieces out first while keeping at least a share of control of the centre. 

· This is the main point to remember; all the other rules are just foot notes to this one.  Sortez les pieces!
2. Get a firm grip in the centre - a pawn on one of the 'little centre' squares e4/e5/d5/d4 - and don't give it up without good reason

3. Move your king to safety at the side by castling 

4. Complete your development before moving a piece twice or starting an attack.  By around move 12, you should have connected your Rooks, or be about to do so. 

5. More detail on winning the race: 

· move pieces not pawns, and 

· move them to their best squares in one move if you can, and also 

· try to gain time if you can by aggressive moves. 

6. Move your minor pieces out early on generally move Knights before Bishops, and generally straightaway to f3/c3 or f6/c6 (but probably not both, as White)

7. Don't move out your major pieces (Q+RR) where they will get chased around by the little guys and possibly trapped.

8. Don't grab pawns or attack if you haven't completed development; especially, don't charge around with your Queen trying to hoover up pawns. 

9. If one side gets ahead in development:
· If you are ahead in development, start something going and open up lines for your better pieces

· If you are behind in development, don't start anything and keep things closed until you have caught up. This is especially true if you have not castled! 
10. Rooks are the hardest piece to develop: "openings should be judged on the prospects they offer to ambitious young Rooks" - PURDY.  To develop your Rooks, open a file; to open a file, bring pawns into a position to swap them off; so after 1.e4, plan to play d2-d4 or f2-f4 soon. 

· In fact, you have to attack the opponent's centre with pawns to get much chance of an advantage as White (The Four Knights' Game is next to Old Stodge in drawishness), so d2-d4 makes sense for more than one reason.

MIDDLEGAME GUIDELINES

PLANNING [ATTACK AND DEFENCE]
If you know which plan you are following the moves can come fairly easily.

1. Good positions don't win games - good moves do
2. Create a plan right away or you may drift. Appraise (judge/evaluate) the position honestly. Avoid vagueness 
3. Your plan must be based on the actual features of the position. Play where you have some advantage. 
4. Don't play a good-looking move in vague hopefulness: consider what your opponent's reply might be. 
5. Don't play a move with a one-move threat that can be easily stopped. Don't hope that your opponent won't see the threat - expect your opponent to play the best move, and see if you still like your plan. [You cannot base your game around one-idea plans like a3 Bc2 Qd3 Qxh7# - this may take four moves to threaten and one move (...g6) to defend]
6. "Play a move which improves your position no matter what." – SILMAN

7. Don't play a quick move because you can't really decide what is going on, or because you suddenly see a good-looking idea. Take the time to find a good move. 
8. But don't dither - decide what your basic choices are at the start - narrow it down to the two or three most likely - and decide. If you get it down to two moves which look equally good, find some other way of deciding between them (most centralising, least forcing for your opponent...). 
To summarise: anxiety, haste, vagueness, confusion and simple-mindedness are the enemies of good moves.

· Remember: 

1. every position is capable of being ruined

2. minor details can affect the outcome

3. if there is only one way you can lose, make sure you secure against it

4. if the position changes, re-assess your previous conclusions

5. actively search for danger as a routine part of your choice of move
· Danger signs - General things to watch out for: 

1. leaving the king without sufficient support from other pieces

2. weakness of the eighth rank

3. entering a lasting pin

4. poisoned pawns

5. placing pieces without escape routes
· You mustn't ignore genuine threats, but don't be panicked or distracted by them - especially when faced with a King's-side attack [when you must pursue your own attack with extra vigour]. Don't worry needlessly, resulting in panic and retreat - you need to keep active and keep counterplay.

· Take nothing for granted. Don't fret needlessly - analyse and find out if there is a win for your opponent. I often say, "Oh, Black's only going to threaten mate", by which I mean, the best they can achieve is a one move threat that can be easily contained. When they make that threat, you do need to react, but don't worry needlessly; carry on with your own plans. There are some "clockwork" attacks (like the h-file assault against the fianchettoed King, or the King's Indian Attack) that will eventually produce checkmate if left alone, but usually the best recipe is to counterattack, even if you do have to stop from time to time to counter a mating threat.

· In particular, don't panic and refuse sacrificed material that you could have for free. Don't decline "on principle". This is declining from fear, not knowledge. Play the strongest move, which may well be to take the material and make your opponent prove their judgement was correct.

· Don’t  be over-impressed by your own threats. An attack by one piece on another is meaningless in itself - it may distract an important defender. Equally, don't assume that a stock combination or sacrifice works for you in the position you have today - small differences can make it fail. Don't hope vainly - analyse and find out.

· Don't allow counterplay, e.g. a Pawn race, a counterattack against the other wing, if you don't have to. Defensive play is difficult, and playing the downside of a position without active chances of your own is doubly so. [Many of the best players are masters at snuffing out the opponent's plans.]
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