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Fireside Chess Library In the first completely instructional book ever written on chess openings, National Master
Bruce Pandolfini teaches players how to take charge of the game's crucial opening phase. Of the three traditional
phases of chess play -- the opening, the middle-game and the endgame -- the opening is the phase average players
confront most often. Unfortunately, though, many openings are not completed successfully, partly because until now
most opening instruction has consisted of tables of tournament level moves that offer no explanations for the reasons
behind them. Consequently, these classical opening patterns can serve as little more than references to the average
player. In Chess Openings: Traps and Zaps, Bruce Pandolfini uses his unique "crime and punishment” approach to
provide all the previously missing explanation, instruction, practical analyses, and much, much more. The book
consists of 202 short "openers’ typical of average players, arranged according to the classical opening variations and
by level of difficulty. Each exampleincludes: * the name of the overriding tactic * the name of the opening * a
scenario that sets up the tactic to be learned * an interpretation that explains why the loser went wrong, how he could
have avoided the trap, and what he should have done instead * areview of important principles and useful guidelines
to reinforce each lesson. Also included are a glossary of openings that lists all the classical "textbook" variations for
comparison and reference and atactical index. Chess Openings. Traps and Zapsis a powerful, pragmatic entry into a
heretofore remote area of chess theory that will have a profound influence on every player's game.

About the AuthorBruce Pandolfini is the author of eight instructional chess books, including Bobby Fischer's
Outrageous Chess Moves, Principles of the New Chess, Pandolfini's Endgame Course, Russian Chess, The ABC's of
Chess, Let's Play Chess, Kasparov's Winning Chess Tactics, and One-Move Chess by the Champions. He is also editor
of the distinguished anthologies, The Best of Chess Life, Volumes | and 11. Perhaps the most experienced chess
teacher in North America, and the Executive Director of the Manhattan Chess Club, Bruce Pandolfini livesin New

Y ork City.Excerpt. Reprinted by permission. All rights reserved. CHAPTER 1The Early d2-d4 ComplexCenter
GameDanish GambitGoring GambitScotch GambitScotch GameThe openings of Chapter 1 are characterized by an
early advance of White's d-pawn to d4, which pries open the center while also opening lines for rapid deployment of
the pieces. For the devel oping student, this group of openingsis an excellent training ground in tactics and active piece
play.In the Center Game (1. e4 €5 2. d4 exd4 3. Qxd4) White contents himself with knocking out the e5-pawn, Black's
foothold in the center. White then regains this pawn by capturing on d4 with his Queen. Such an early Queen moveis
theoretically aliability, and after 3....Nc6, White indeed must back the Queen out of the center, losing time. Despite
this drawback, the Center Game offers White reasonably good chances, and Black must play energetically in midcourt
to secure equality. The Danish Gambit (1. e4 €5. 2. d4 exd4 3. c3 dxc3 4. Bc4 cxb2 5. Bxb2) is an entirely different
kettle of fish. Here, White sacrifices two pawns to accelerate development. Thisis not a humble opening, and if White
fails to generate sufficient attacking possibilities, he will will simply be two pawns down with no compensation.
Black, lacking development, must defend carefully. Rather than clinging too greedily to his extra pawns, he should
return one or both of them to mobilize hisforces. Otherwise, White's attack becomes irresistible. The Goring Gambit
(1. e4 €5 2. Nf3 Nc6 3. d4 exd4 4. c3) isclosely related to the Danish Gambit, with the accent again on expeditious
development. Here, White generally restricts himself to sacrificing only one pawn, thus minimizing much of the risk
entailed in the Danish. Black, in theory, ought to be able to grab the pawn and endure White's attack. In practice,
however, it's not so easy to keep White off his back.The Scotch Gambit (1. e4 €5 2. Nf3 Nc6 3. d4 exd4 4. Bc4)
resembles the Goring Gambit, with the sacrifice of a single pawn for speedy development. Exactly what constitutes a
Scotch Gambit is not so clear to the casual player. In practice, this opening almost always transposes into other
openings. Two Knights Defense, Max Lange Attack, Giuoco Piano, and even the Goring Gambit. It is often perceived
as atransitional opening leading to a complex of related openings. One might play it to disguise one's true

intentions. The Scotch Game (1. e4 €5 2. Nf3 Nc6 3. d4 exd4 4. Nxd4) is White's attempt to enjoy the benefits of the
Center Game without incurring its disadvantage: the premature exposure of White's Queen. With a pawn on e4 and a
Knight on d4, White has the makings of a powerfully centralized game, and Black must conscientiously combine
development and counterattack before White consolidates these assests into a concrete, permanent advantage. In
theory, Black can pound away at squares e4 and d4, shaking White's grip on the center and ultimately achieving the



freeing advance of his Queen-pawn from d7 to d5. This spirited thrust will allow Black to enter the middlegame on an
even keel.1IN-BETWEEN MOV ECenter Gamel. e4 €52. d4 exd43. Qxd4 Nf64. Bg5 Be75. e5?Scenario: White wants
to attack the f6-Knight, but he overlooked 5....Nc6, assailing White's Queen and e-pawn. There are three safe squares
for the Queen that also defend the pawn: ¢3, €3, and f4. If 6. Qc3, then 6....Bb4 pins White's Queen to its King. If 6.
Qe3, then 6....Ng4 7. Qed (or 7. Bxe7 Qxe7 8. Qed Ngxeb) 7....Ngxe5 gains the e5-pawn. And if 6. Qf4, then 6....Nh5
7. Qf3 (or 7. Bxe7 Qxe7 wins the e-pawn next move) 7....Bxg5 8. Qxh5 Bcl 9.Nd2 Bxb2 10. Rb1 Bxe5 puts Black
two pawns ahead.Interpretation: White's second move, d2-d4, is designed to take control of the center, but the plan
could backfire. White's Queen can be sucked into the central zone prematurely, after which it is subject to harassment
from Black's developing army. Instead of the unprepared advance 5.€5, White should have brought out his b1-Knight,
defending his e4-pawn. Afterward, he may be able to castle Queenside. Don't start attacking if you can't follow
through with muscle. First build your game by rapid development. Then feast on your opponent's targets and
weaknesses. Moreover, don't rely too much on the Queen. Before bringing it out, develop a couple of minor
pieces.2PINCenter Gamel. e4 €52. d4 exd43. Qxd4 Nc64. Qad Nf65. Nc3 d56. Bg5 dxed7. Nxed Qe78. 0-0-0
QxedScenario: Black's Queen seems protected by his f6-Knight, but not forever. White disrupts with 9. Rd8+!. Black's
c6-Knight can't take White's Rook because it's pinned to Black's King by White's Queen. If 9....Kxd8 (or 9....Ke7 10.
Qxed+) 10. Qxed, then Black's f6-Knight, now in a pin, cannot take the Queen back. Black says goodbye to his
Queen.Interpretation: If your King is still uncastled, avoid opening the center, giving your opponent some access to
your fettered monarch. And at the very least, don't initiate risky captures that aid the enemy's attack. Black gauged that
his Queen was adequately guarded by the f6-Knight after 8....Qxe4, but he neglected to consider what White's Rook
check could do. Before inaugurating a combination or sequence of moves, try to evaluate the consequences of al your
opponent's reasonabl e checks. They could force you to change your plans completely.3IN-BETWEEN MOV ECenter
Gamel. ed €52. d4 exd43. Qxd4 Nc64. Qe3 g65. Nc3 Bg76. Nd5 Nge77. Ne2 d68. Bd2 Bxb29. Bc3 BxalScenario:
Black probably expects White to take his dark-square Bishop, which has grabbed White's Rook, but life isn't alwaysttit
for tat. Rather than capture on al, White's rude Knight intercedes with a check, 10. Nf6+. After the obligatory
10....Kf8, White ends Black's torment with 11. Qh6 mate.I nterpretation: When you've flanked your King's Bishop, you
probably can't exchange it away without incurring Kingside weaknesses. Especially vulnerable are the squares traveled
by the Bishop -- for Black, the dark squares. The f6 and h6 squares are already weakened here by the g7-pawn's early
advance. Once Black's dark-sguare Bishop also is shut out, those squares become indefensible. That's why it's prudent
to think hard before exchanging the flanked King's Bishop, even if it wins a pawn. If you can get away with it, fine;
but here, White actually wins by exploiting the undefended 6 with a Knight and also the abandoned h6 with his
Queen. Be chary about early, impulsive pawn moves since they usually bring on enemy attack. As Marcus Aurelius
put it, "What is not good for the swarm is not good for the bee."4AMATING ATTACK Center Gamel. e4 €52. d4
exd43. Qxd4 Nc64. Qe3 Bb4+5. ¢3 Bab6. Bc4 Nge77. Qg3 0-08. h4 Ng6Scenario: Black has castled into a furious
assault. No prisoners are taken after 9. h5, driving away Black's Kingside shelter. If the g6Knight fleesto e7, then 10.
Bh6 capitalizes on a debilitating pin. So Black continues 9....Nge5, when 10. Bg5! pushes Black's Queento a
meaningless square, 10....Qe8, making it impossible for that piece to lend defense from f6. And here came more
surprises, for 11. Bf6 g6 12. hxg6 Nxg6 is refuted by 13. Qxg6+! hxgé 14. Rh8 mate.Interpretation: Black's troubles
were manifold. Though tactically the early b4-Bishop check works out fine, it weakens Black's Kingside, especially
the square g7. In the final position, White's dark-square Bishop runs roughshod over g7 and h8, made possible by
Black's aloof dark-square Bishop placement. The King-Knight's defensive abilities are also not so good from square
e/. It would have been more enterprising to develop this piece to f6. Black, too, castlesinto a powerful attack force
spearheaded by the h-pawn. Moving it up, White introduces his h1-Rook with deadly effect. Near the end, White's c4-
Bishop holds the key, for it pins Black's f7 pawn, preventing it from capturing on g6. It's amazing that Black lasts even
fourteen moves.5FORK Center Gamel. e4 e52. d4 exd43. Oxd4 Nc64. Qe3 Nfe5. Bc4 Ne56. Bb3 Bb4+7. ¢3 Bch8.
Qg3?Scenario: Black lays atrap, and White fallsinto it. White's Queen is history after 8....Bxf2+!, forking White's
King and Queen. No matter what White answers, his Queen goes. (A) 9.Qxf2 Nd3+, Knight-forking White's King and
Queen; (B) 9. Kxf2 Nxed+, again Knight-forking White's royal pair.Interpretation: White bought a couple of bad raps
here. First, he should have answered Black's fourth-move b4-Bishop check by 5. Bd2. It's usual to respond to a
premature check by the KingBishop by blocking with a pawn. That compels the Bishop to move again to save itself,
which causes your opponent to waste aturn. So White naturally responded with 7.c2-c3. This mechanical move
weakened the d3 square, leaving it without pawn protection. In one of the winning lines, Black's e5-Knight exploits
this square. White could have avoided loss of his Queen even after that, however, for there was no need to play 8.Qe3-
g3. The simple retreat 4. Qe3-e2 would have averted disaster. One might play White's final blunder, 8. Qe3-g3,
becauseit is natural to move the Queen aggressively, sinceits great power is aways uppermost in the mind. But in the
opening, the Queen's value actually makesit aliability. Bring it out early and your opponent can attack it and force
you to waste time saving it. Don't devel op the Queen early without a good reason.6REMOVING THE GUARDCenter
Gamel. ed €52. d4 exd43. Qxd4 Nc64. Qe3 Nfes. Nc3 Be76. Bd2 d57. exd5 Nb48. 0-0-0 Nfxd59. Nxd5
Nxa2+Scenario: White's move, 10. Kbl, isforced, but it wins. Black has to save his threatened a2-Knight, 10....Qxd5,



but after 11. b3 Nb4, White flings an unexpected shock at his adversary: 12. Qxe7+! Kxe7 13. Bxb4+ Ke6 14. Bc4. In
the end, White stays a piece ahead.Interpretation: Black got terribly greedy while his King was in the center, where
White's SW.A.T team could get at it. Knight-pawns and Rook-pawns tend to bring on a hullabal oo. Too often, taking
them means putting your pieces out of play, wasting time, and pushing your King out on a high wire. Black was doing
fine until he got sidetracked by White's a2-pawn. But a simple recapture on d5 restores his excellent

chances. 7TRAPPED PIECECenter Gambitl. e4 €52. d4 exd43. Bc4 Qhd4. Qe2 Bb4+5. ¢3 dxc36. bxc3 Bcs7. Nf3
Qh5Scenario: Black's Queen wobbles on the board's edge -- an area where her mobility is restricted. White tackles her
poor position with a series of troublesome threats. The starting move is 8. g4!. Black can try to save his Queen in
several ways. (A) 8....0g6 9. Neb, and after Black's Queen moves, White's Knight takes on 7 and then on h8; (B)
8....0xg4 9. Bxf7+ Kf8 (if instead 9....Kxf7, then 10. Ne5+ forks King and Queen) 10. Rgl Qh3 11. Rg3, and Black's
Queenfalls; (C) 8....0h3 9. Bxf7+ Kf8 10. Rgl, followed by 11. Rg3, again trapping and winning Black's
Queen.Interpretation: inexperienced players are prone to early Queen sorties. They get it out there for impractical
reasons. in the opening, the odds are a developed Queen will become aliability instead of a strength, so often the
Queen is best |eft well enough alone on its home square in the early stages. Naturally, thisrule like any other has
limitations and exceptions. Black's third move, Qd8-h4, though respectable, suggests that Black does not understand
how to use his Queen. Hisreal error came at move 7, when his Queen treaded into no-man's-land. Had he played Qh4-
e7 instead, the chances in the position would have been about even. In the opening, don't bring out your Queen early
without clear and specific reasons. Try to develop your minor piecesfirst. As an old West Fourth Street (New Y ork)
park player used to say, "The Queen is a symphony. Play your preludes first."8MATING ATTACK Center Gambit1.
e4 e52. d4 exd43. Nf3 Bb4+4. c3 dxc35. bxc3 Bch6. Be4 d57. Bxds Of68. Bgb Qg6Scenario: Black has put his head
into the lion's mouth and the jaws are about to close. After 9. Bxf7+! Kf8 (getting mated by 9....Qxf7 10. Qd8 and
losing the Queen by 9....Kxf7 10. Ne5+ are not particularly appealing to Black either) 10. Qd8+ Kxf7 11. Ne5+ Ke6,
White has the convenient 12. Qd5 mate.Interpretation: Black did some questionable things and White answered with a
mating attack. Black's Bishop-check on move 3 was not lucrative, since the piece had to move again after it was
attacked. Better to get out the King-Knight first instead of the KingBishop (remember, Knights before Bishops). And
why budge the Queen on move 7? Even though it would not greatly improve his game, Black should have developed
his g8-Knight instead. The Queen should be handled like fine china. It must receive careful development. Y ou may
think the Queen is the one piece you know how to use, but you're probably wrong. How can you understand the Queen
when the pieces that truly constitute the Queen's power -- the Rook and Bishop -- escape your notice? Chessis pure
reason; you can't get anywhere without reason in chess. "Asit isn't, it ain't. That'slogic,” said Tweedledeein Lewis
Carroll's Alicein Wonderland SOMATING ATTACKDanish Gambitl. el ebb2. dx exd43. cb dxc34. Bc4 Bb45. bxc3
Be7?Scenario: Black'slast move, 5....Be7, is a bleating mistake, for he could not afford to block the e7 square because
his Queen might have had needed access to protect f7. White forces awinning game by 6. Qd5, when Black can't
defend f7 with 6....Nh6, for White merely captures the h6-Knight with his cl-Bishop; and Black can't recapture on h6
because mate at 7 would still be menaced. Black can avoid mate, 6....d6, but after 7. Qxf7+ Kd7 8. Qf5m+ Ke8 (the
blunder 8....Kc6 permits 9. Qb5 mate) 9. Bf 7+ Kf8 10. Be6+ Nf6 11. Bxc8, White is a piece ahead.Interpretation: If
you have extra material, sometimes you can give some of or all of it back and end up with an equal or better position.
When your opponent takes back your material, he must cede at least one move to do that. If you can build your game
while he's capturing, you should wrest away the initiative. If the position is reasonable, at the very least you will blunt
his attack. Black might have taken some of the sting out of White's assault if he had essayed 4....d7-d5. That gives
back a pawn, but in exchange Black opens the c8-Bishop's diagonal and forces White to block d5 with either the c4-
Bishop or the e4-pawn. White could also capture on d5 with his Queen, but that |eads to a Queen trade, which is
frowned upon when one is materially behind. 10DOUBLE ATTACKDanish Gambitl. e4 €52. d4 exd43. c3 dxc34. Bc4
cxb25. Bxb2 Bb4+6. Kf1 Nf67. €5 d58. Bb5+ Bd7Scenario: Black didn't peer far enough ahead. He saw that on 9.
Bxd7+ he has 9....Nxd7, saving his Knight. He also perceived that 9. exf6 enables him to strike back with 9....Bxb5+.
What he didn't see, however, was White's remote Queen roundabout 9. Qad!. This shot defends the b5-Bishop while
placing two of Black's pieces, the b4-Bishop and f6-Knight, under the gun. Black must lose at least a
piece.Interpretation: Black's fifth move, 5....Bb4+, was not the best. After sidestepping this Bishop-check, 6. Kf1,
Black was confronted with problems. He needed to defend his g-pawn, secure his b4-Bishop out there by itself, and
develop his game more. He should have returned the extra pawns to establish a dynamically balanced position. Instead
of therisky 5....Bb4+, Black should have inserted the counterthrust 5....d7-d5. After 6. Bxd5, he could play 6....Nf6. If
White didn't react vigorously from here (6. Bxf7+), Black could even have gotten the upperhand. Use your advantages.
If you have material in exchange for your opponent's attack, don't be afraid to surrender the material to come away
with the initiative. In the opening, the ability to attack generally outweighs the extra pawn. It's often the other way
around in the endgame, but you don't get that far if you're mated in ten moves. "Y ou cannot find a medicine for life
when once aman is dead" -- Ibycus.11SKEWERDanish Gambitl. e4 e52. d4 exd43. c3 dxc34. Bc4 cxb25. Bxb2
Bb4+6. Kf1 Nf67. €5 d58. Bb5+ Nd7Scenario: Black istemporarily two pawns ahead but it's White's move, acritical
reality here for the second player. After 9. Qg4, White double-attacks the g7-pawn and b4-Bishop. Black could guard



both by 9....Bf8, though 10. e6! fxe6 11. Qh5+ Ke7 (he could also lose handily with 11....g6 12. Qh3 Rg8 13. Qxe6+,
followed by capturing the Rook on g8) 12. Ba3+ ¢5 13. Bxch5+! Nxc5 14. Qg5+ skewers King and Queen, picking up
Black's Queen on the next move.lnterpretation: White is too well developed for Black to get away unscathed if he tries
to hold the gambited material thisway. Best for Black is 8....c6. White's ninth move, Qdl-g4, is an attempt to refute
Black's fifth move, Bishop's check Bf8-b4+. White's Queen sally attacks both points made vulnerable by Black's
Bishop move: the g7-pawn and the b4-Bishop itself. With White's Queen and two Bishops bearing down on Black's
naked King's position, a deadly attack isinevitable. Y ou can't neglect development and the King's safety in the
opening. Avoid pointless checks as you would a bad habit -- which iswhat they are. 12SAVING BY
CAPTURINGDanish Gambitl. e4 €52. d4 exd43. c3 dxc34. Bc4 cxb25. Bxb2 Nf66. e5 Qe77. Qe2 d5Scenario: White
wins a piece forthwith: 8. exf6, attacking Black's Queen. If Black answers 8....gxf6, then White has afree move to ply
his c4-Bishop to safety, leaving him apiece up. And if Black responds 8....Qxe2+, looking to capture White's c4-
Bishop after trading Queens, White disappoints him by taking Black's Queen, then on €2, with his c4-Bishop, thus
getting the Bishop out of trouble. Black winds up a piece down.Interpretation: In chess, forces and circumstances that
prevail on one move may vary with the next. Black thought he could save himself by first exchanging Queens and then
capturing his booty, the c4-Bishop, not realizing that the very action that wins the Bishop -- the Queen trade --
provides the means for that Bishop's salvation. From move to move, you have to approach the resulting position as if
seeing it for the first time, even though you envisioned the outcome on the previous move. What you previewed may
bear little relation to reality. "Thereis many a dlip 'twixt the cup and the lip" -- ancient proverb.13MATING
ATTACKDanish Gambitl. e4 €52. d4 exd43. c3 dxc34. Bc4 cxb25. Bxb2 Nf66. Nc3 Bb47. Ne2 Nxe48. 0-0 Nxc39.
Nxc3 Bxc310. Bxc3 0-0Scenario: Black has grabbed one pawn too many, and now White's position is a honed
attacking machine. Mate happens after 11. Qg4 g6 12. Qd4. Since Black's f7-pawn is pinned by White's c4-Bishop,
Black cannot block out White's Queen and Bishop battery along the al-h8 diagonal. Mate follows shortly on either g7
or h8.Interpretation: The best way to break White's mounting assault in this line is to sacrifice a pawn or two back, as
intheline5....d5 6. Bxd5 Nf6 7. Bxf7+ Kxf7 8. Qxd8 Bb4+ 9. Qd2 Qxd2+ 10. Nxd2. The position is then materially
even, with Black having more pawns on the Queenside and White having more on the Kingside. Essentially, the
asymmetrical position has achieved dynamic balance, and both players have a chance to win. Sometimes having an
extra pawn or two means being able to surrender the additional material at your opponent's expense in position.
Afterward, the situation may be materialy even, but you might have the better game. For example, you may come
away with theinitiative, especialy if your opponent has to sacrifice afew movesto win back the material he sacrificed
earlier.14FORK Danish Gambitl. e4 €52. d4 exd43. c3 dxc34. Bc4 cxb25. Bxb2 d56. Bxd5 Nf67. Nc3 Nxd58. Nxd5
c67Scenario: Black's last pawn push is deceptively playable. After 9. Nf6!+ gxf6 10. Qxd8+ Kxd8 11. Bxf6+, White
wins the h8-Rook next move, putting him an exchange up (White would have a Rook for aminor piece). A mistakeis
9....Ke7, for real trouble brews with 10. Ba3+ Ke6 11. Qg4+ Kxf6 12. e5+ Kxeb 13. Nf3+ Kf6 14. Qg5+, when
14....Keb 15. Qeb+ Kd7 16. 0-0-0+ Bd6 17. Qxd6+ Ke8 18. Qxd8 is mate.Interpretation: Black reasons the pressure on
his game would lessen after trading his f6-Knight for White's light-square Bishop. When under attack, the principle
suggests trading pieces to reduce the power of the enemy's assault force. Superficialy consistent with thisisthe
advance 8....c7-c6. Black hopes to drive back White's d5-Knight and then reduce his opponent's threats considerably
by trading Queen for Queen along the d-file. Unfortunately, White is able to sacrifice his Knight with again of time,
enabling a Queen-trade to take place under conditions more favorable for White than Black anticipated. Black thereby
lacks time to waste on pawn moves. Instead of 8....c7-c6, he should develop a new piece, say 8....Nb8-c6, which will
also defend his Queen, though White can still attack afterward. If you accept an opening gambit, you might have to
skate on thin ice to survive to a middlegame.15SK EWERDanish Gambitl. e4 €52. d4 exd43. c3 dxc34. Bc4 cxb25.
Bxb2 d66. Nf3 Bg4d7. Bxf7+ Kxf78. Ne5+ Ke89. Nxg4 Nf6Scenario: Black can kiss this game good-bye. After 10.
Nxf6+ gxf6 11. Qh5+ Ke7 (or 11....Kd7 12. Qf5+, and White devastates on the next move with Bb2xf6) 12. Bxf6+!
Kxf6 13. Qh4+, White forces Black's King off the h4-d8 diagonal, skewering the opposing Queen.Interpretation:

Black really does himself wrong in this example. He grabs a couple of pawns while sacrificing development, and
instead of giving a pawn or two back to complete his own development and blunt White's attack, he tries the premature
Bishop sortie 6....Bc8-g4. The principleis "Knights before Bishops," meaning that one should generally activate at
least one Knight before moving a Bishop. Of course this guideline cannot be followed rigidly, and some opening
systems do break this principle without incurring problems, but it is still something to heed. By violating the principle
here, Black postpones the chance to castle Kingside, and that earns him real trouble. Once White's Queen checks at h5,
Black is clearly losing. 16DEFL ECTIONDanish Gambitl. e4 €52. d4 exd43. c3 dxc34. Nxc3 Bb45. Qd4 Nc66. Qxg7
Qf67. €5 NedScenario: Black has found away to save his h8-Rook -- temporarily. After 7. Bh6!, Black has two
unsatisfactory captures of the h6-Bishop. Both 7....Qxh6 8. Qxh8 aswell as 7....Nxh6 8. Qxf6 win big material for
White. So Black continues 7....d6, where-upon White garners a piece by 8. Qxf6 Nxf6 9. Bg7, forking Black's f6-
Knight and h8-Bishop.Interpretation: Normally, one doesn't act wisely bringing one's Queen out early, but after
Black's premature Bishop development, 4....Bb4, White's Queen counter 5. Qd4 assails the b4-Bishop and the g7-pawn
it abandoned. That g7 square proved to be Black's bte noire, for both White's Queen and dark-square Bishop later on



enjoyed occupying it. Black played 4....Bf8-b4 hoping to trade pieces, which is the recommended course of action
when ahead in material. Thus, on move 5, Black should exchange his Bishop for the c3-Knight. But all exchanges
must be reasonable, and certainly not made in violation of principle. The guideline is"Knights before Bishops." Thus,
better than moving his dark-square Bishop, Black should centralize his Knight, Nb8-c6. Such a move would also
prevent White's Queen from utilizing the center, avoiding and nullifying the possibility of White's winning
tactic.17FORK Goring Gambitl. e4 €52. Nf3 Nc63. d4 exd44. c3 dxc35. Nxc3 Bb46. Bc4 Nf6Scenario: Just when
Black thought he had significant pressure against White's ¢3, he finds that his opponent forces the win of material.
After 8. Qd5, Black must -- and he can't -- satisfactorily deal with the mate threat at f7 and somehow save his
unprotected and menaced e4-Knight. It's not in the chess pieces, and White gains the e4-Knight.Interpretation: Black's
5....Bb4 is somewhat ambitious, since White has a considerable initiative at that point. Black might have played more
conservatively with 5....d7-d6, opening the light. square Bishop's diagonal and guarding against and ef-e5 push. Black
courted further trouble by playing 6....Ng8-f6. Hisfinal move, 7....Nf6-e4?, just loses a piece without compensation.
He had to play 7....d7-d5. The best way to refute a gambit is rapid, purposeful counterdevelopment. Development for
development's sake will not do it.18FORK Goring Gambitl. e4 e52. Nf3 Nc63. d4 exd44. c3 dxc35. Nxc3 Bch6. B4
d67. Qb3 Qd78. Nd5 Na5Scenario: Black's last move may look good, for it double-attacks White's Queen and c4-
Bishop. But Black has two vulnerable points: the unguarded a5-Knight and g7-pawn. White answers 9. Qc3!,
menacing both captures. Black must save his Knight, 9....Nxc4, but rather than recapture, White plunders the Kingside
with 10. Qxg7. After 10....Qg4 11. Qxh8 Qxg2 12. Qxg8+! Qxg8 13. Nf6+, White soon emerges the exchange
ahead.Interpretation: Black plays 8....Nab, wishing to trade pieces, for heis a pawn ahead. When up material, do
exchange pieces to emphasize your advantage and to reduce the possibility of counterattack. The fewer pieces your
opponent has, the harder it isfor him to develop attacking compensation. The reasoning in playing 8....Na5 is sound,
but it places a Knight on an undefended sguare on the edge. And Black has an additional weakness at g7, whichisno
longer guarded by the dark-sguare Bishop, now outside the pawn chain at c5. Black's real error isthat he's not ready
for hand-to-hand combat; he's too undeveloped. Don't get into heavy fighting until your King is safe and your pieces
are ready for action. The counterattack could kill you. "Then the Grasshopper knew it is best to prepare for days of
necessity” -- Aesop.19KING HUNT Scotch Gambitl. e4 e52. Nf3 Nc63. d4 exd44. Bc4 Nab5?5. Bxf7+ Kxf76. Ne5+
Ke67. Qxd4 Nc6?Scenario: How many moves can Black afford to waste in an opening? He's moved his c6-Knight
three timesto be where it could get after one move. Black's King has had it: 8. Qd5+ Kf6 9. Qf 7+ Kxe5 10. Bf4+
Kxed 11. Nc3+ Kd4 12. Qd5 mate.Interpretation: Black's Knight-jaunts on moves 4 and 7 ceded two important tempi
to his opponent. At least Black could have stopped White's menaced d5-Queen check by 7....c7-c6 or 7....Ng8-f6.
Kings shouldn't lead the charge in any kind of war. In chess, once aKing is separated from its supporting forces, mate
isamost alwaysinevitable. "They are no kings, though they possess the crown™ -- Daniel Defoe.20MULTIPLE
ATTACKScotch Gambitl. e4 €52. Nf3 Nc63. d4 exd44. Be4 Be55. Ng5 Nh66. Qhs Ne5?Scenario: White sacrifices a
pawn to speed development. Black has as many pieces out as White, but they are not all as well disposed: two lined up
on the 5th rank and the other on the edge at h6. White pierces Black's veneer with 7. Ne6!0, when 7....dxe6 8. Qxeb
points out Black's disarray and attendant helplessness. White then threatens to capture on c5, g7, and h6 -- any of
which would put White a piece ahead. There is no defense to al three forays.Interpretation: On his sixth move, instead
of defending with a Knight already in play, moving it a second time, Black would better have brought out a new piece.
He should have defended f7 by 6....Qe7, which includes an element of counterplay against White's e4-pawn as well.
Timeis so critical in the opening that you absolutely cannot waste a single move. Unless the position dictates
otherwise, try to transport a different piece on each move, to increase the potential of your entire corps. It takes little to
swing the pendulum one way or the other, and an extra developed piece might provide the push.21SKEWERScotch
Gambitl. e4 €52. Nf3 Nc63. d4 exd44. Be4 Be55. 0-0 Nge76. Ng5 d57. exd5 Ne578. Bb3 h69. Ne4 Bb610. h3
NxdS?Scenario: White is already securely positioned: heis castled and not immediately endangered. The center of the
board is clear of pawns. Because Black's King is uncastled and his pieces loose and flimsily placed, White's initiative
spells disaster for him. The winning moveis 11. Qh5!, garnering apiece. If Black's eS-Knight moves, his d5-Knight
could be double-attacked and captured. He can't protect the e5-Knight with his f-pawn because White's Queen pins it
toitsKing. If Black's Queen guards the e5-Knight from €7, then the d5-Knight hangs to White's b3-Bishop. Bye-bye,
piece.Interpretation: Moving Black's King-Knight to €7 meant the f7 square would be difficult to guard. Thislater
gave White the chance for a decisive coup. Note that Black couldn't have safely castled on move 6. White then would
gain advantage by moving his Queen to h5, or by exchanging Bishop and Knight for Rook and pawn on the t7 square.
After the last capture, White's Queen forks Black's King at f7 and his cS-Bishop, ensuring superiority. It was a serious
error for Black to put his Knight on 7. If he had tried to follow with 7....Nxd5, then 8. Qf3 would give White a
tremendous attack.22UNPINScotch Gambitl. e4 €52. Nf3 Nc63. d4 exd44. Bc4 Be55. 0-0 d66. Ng5 Ne57. Bb3 h68.
Qh5 Qf69. f4Scenario: White hasignored Black's possible discovered check along the a7-gl diagonal. He also may
think his g5-Knight is not endangered because Black's h-pawn -- the unit attacking it -- is pinned and not so free to
capture. White has evaluated wrongly: 9....d3+ 10. Kh1 g6 (now Black's Queen' defends the h8-Rook) 11. Qd1 hxg5
12. fxeb (to regain hislost piece) 12....Rxh2+! 13. Kxh2 Qh8+ 14. Kg3 Qh4+ 15. Kf3 Qg4 mate.Interpretation: White



overreacted. Just because Black protected f7 on move 6 with a piece already out, instead of bringing out a new piece
by 6....Nh6, doesn't mean he necessarily has violated basic opening principles. Moving the c6-Knight again didn't
really lose time because White has to waste a move in turn to save his c4Bishop. Opening principles are helpful aids,
but not always absolutes. If chess teachers seem to present them as categoricals, it's only because their fine points are
misty. When are they to be followed and when transgressed? L earning how to apply such guidelinesisareal art.
"Logical consequences are the beacons of wise men" -- Thomas Huxley.23MATING ATTACK Scotch Gamel. e4 e52.
Nf3 Nc63. d4 exd44. Nxd4 Nge75. Nc3 g66. Bg5 Bg77. Nd5 Bxd4Scenario: Right now, Black's vulnerable dark
squares are barely held up by the d4-Bishop, but nothing lasts forever. After 8. Qxd4! 0-0 (8....Nxd4 9. Nf6e+ Kf8 10.
Bh6 mate) 9. Nf6+ Kh8 10. Ng4+ Nxd4 11. Bf6é+ Kg8 12. Nh6, Black is mated.Interpretation: Black hopped his g8-
Knight to €7 rather than f6 to keep open the h8-al diagonal for his clark-square Bishop. This gave White a freer hand
in the center, and pressured Black at once by 6. Bg5 and 7. Nd5. After White sacrificed his Queen for Black's dark-
square Bishop, Black's position dismantled, even with his King castled. White's attack proceeded unabated on the dark
squares. In the final position, White has taken full advantage of Black's dark-sguare weaknesses, occupying f6 with a
Bishop and h6 with a Knight. Black would have been more sagelike to have developed his King's Bishop along the f8-
a3 diagonal, through the center. By posting it on the flank as he did, he weakened his position and wasted
time.24PROMOTIONScotch Gamel. e4 €52. Nf3 Nc63. d4 exd44. Nxd4 Be75. Bc4 Nf66. 0-0 Nxd47. Qxd4 d68. f4
b69. e5 d510. Bb5+ Bd7Scenario: Black thinks he hastrick up his sleeve, but first he loses his shirt: 11. exf6+ Bcb
(Black was counting on this pin to salvage the game) 12. Rel+ Kf8 13. fxg7+ Kg8 14. gxh8/Q, and Black goes down
to mate. He could have been mated just as well on the final move if White had promoted to a Rook instead of a
Queen.Interpretation: Y ou can't neglect development, waste time, or make moves that fuel your opponent's attack in
the opening and expect to survive. Black's fourth move, Bf8-e7, is passive but OK, though he later moves the piece
again. Black's sixth move, Nc6xd4, moves the Queen-Knight for the second time and is a positional blunder. It doesn't
lose material but it lures the White Queen to a powerful central square invulnerable to a shoo-in. Rather than castling
on his eighth move, Black plays a totally unnecessary pawn move, b7-b6, guarding ¢5 and hoping that White doesn't
see the possibility of later moving the e7-Bishop to c5, pinning White's Queen. Finaly, Black's d6-d5 ninth move, a
wild Queen-pawn exercise for the second time, loses a piece. Time iswhat counts in the opening. Don't wasteit. "You
can ask me for anything you like, except time" -- Napoleon Bonaparte.25TRAPPED PIECEScotch Gamel. e4 e52.
Nf3 Nc63. d4 exd44. Nxd4 Qh45. Nc3 Nfe6. Nf5 QhbScenario: If you're going to bring out your Queen early, you
better be prepared for the consequences. Black's most powerful pieceisin hot water after 7. Be2, for the retreat
7....Qg6 drops the Queen to 8. Nh4. So Black must cede apiece, 7....Ng4 8. Bxg4, to extricate his
Queen.Interpretation: Black's fifth move is a blatant error. Better was 5....Bf8-b4, pinning the c3-Knight and
threatening 6....Qxe4+. The actual move he uses to attack the e4-pawn, Ng8-f6, is milk-toasty enough to give White a
chance to grab the offensive with Nd4-f5, which quickly assails the adventurous Black Queen. The f6-Knight poses
another difficulty: it blocks the Queen's h4-d8 diagonal retreat. The moral of the story is, if you must walk on the wild
side and violate a principle, you'd better play perfectly thereafter. There's no more room for mistakesin this game. The
player on the other side probably "never overlooks a mistake, or makes the smallest allowance for ignorance," as
Thomas Huxley tellsus.26MATING ATTACK Scotch Gamel. e4 €52. Nf3 Nc63. d4 exd44. Nxd4 Qh45. Nb5 Bc56.
Qf3 Nf67. Nxc7+ Kd88. Nxa8 Re89. Bd3 Nxe410. 0-0Scenario: White has won Black's a8-Rook, but the rest of his
ship is sinking swiftly. He has no useful retort to 10....Nxf2, which threatens discovery mayhem. If 11. Rxf2, then
11...Rel+ 12. Bf1 Nd4 13. Qxf7 Ne2+ 14. Khl Rxf1+ 15. Rxf1 Ng3 is mate. (Black could reverse the pattern by first
playing 14....Ng3+, when 15 Kgl Rxf1 is a'so mate.)Interpretation: Thisis funny. Black brings out his Queen early but
White has to pay for it. That's partly because it's White who has expended time gaining material while neglecting
development and King's position. After Black's eighth move, Rh8-e8, Black has five devel oped pieces to White's two.
Moreover, though Black has moved his King, it's actually White's that is the more endangered King, even after
castling. All thisis easy to understand. White won the a8-Rook, but his g1-Knight needed five moves to get to a8.
What chessplayer could recover from that much time loss in an opening? The extra Rook means nothing if you get
mated. "1 wasted time, and now doth time waste me" -- King Richard 11, William Shakespeare. 27MATING
ATTACKScotch Gamel. e4 €52. Nf3 Nc63. d4 exd44. Nxd4 Be55. ¢3 Nf66. Bgs 0-07. Bc4 Qe78. 0-0 Qxed9. Bxf6
gxf610. Bd3 Qh4Scenario: Black grabs a pawn with his Queen, and now the Queen goes. After 11. Nf5 Qg5 12. h4
Qf4 (12....Qg6 drops the lady to 13. Ne7+) 13. g3, Black's Queen is practically homeless. If she abandons control of
04, say by 13....Qe5, then 14. Qg4+ mates next move at g7. Black must dump his Queen to thwart mate.Interpretation:
It's the same old story, the fight for the love glory of pilfering a pawn with a Queen. Except this battle almost always
ends badly. When Black wins the e4-pawn, 8....Qxe4, he allows White to mess up his Kingside by 9. Bxf6 gxf6. With
the g-file leading clearly to Black's King available to White's Queen, and with White's d3-Bishop and d4-Knight ready
tojoinin, Black's poor Queen plops. The business of the opening isto mobilize the forces, not to hunt pawns; to
ensure your King's position, usually by castling; and to build a playable middlegame. Mavericks who avoid these
steps, choosing to propel the Queen outward at the start for an onslaught on enemy pawns, had better try some magic
spellsif they want to get away with it.28IN-BETWEEN MOV EScotch Gamel. e4 e52. Nf3 Nc63. d4 exd44. Nxd4



Bc55. Be3 Qf66. ¢3 Qg67. Qe2 Nf6Scenario: What's happening? Doesn't White win a piece by capturing on c6,
uncovering an attack to Black's c5-Bishop? But wait; Black has a zwischenzug, saving the Bishop -- or does it? After
8. Nxc6 Bxe3, White has his own in-between move: 9. Neb. No matter how Black deals with the attack on his Queen,
White emerges a piece ahead.Interpretation: In most exchange situations, the second player responds to his opponent's
capture by immediately capturing back -- piece for piece, pawn for pawn, and so on. If you don't take back, your
opponent extricates his capturing unit, and you've gained whatever was captured for nothing. The principle isto get at
least as much in value as what you give up. Sometimes, however, you may delay recapturing if you can play another
move that forces your opponent into a controlled response. After he answers your compelling in-between move, you
may then have the time to complete the postponed recapture. The problem sets in when your in-between move isn't
really effective and your opponent can save his endangered unit with again of time. Y ou might just come away with
an empty bag.23PINScotch Gamel. e4 €52. Nf3 Nc63. d4 exd44. Nxd4 Bc55. Be3 Qf66. ¢3 Qg67. Qe2
Qxed?Scenario: White's win starts with a capture and a discovery: 8. Nxc6, unveiling a discovered attack to the c5-
Bishop. If Black then plucks away White's c6-Knight, White captures Black's cS-Bishop for nothing. Black could play
adesperado, 8....Bxe3, trying to get equal value for his dark-square Bishop before capturing White's c6-Knight, except
for a problem: White can let Black's dark-square Bishop sit on €3 for at |east one extra move after it captures there
because it's pinned to his Queen by White's Queen. Black can't move the Bishop without losing his Queen. So White
continues 9. Nd4 and probably collects Black's dark-square Bishop next move.lnterpretation: Black makes three
moves with his Queen, the last a blunder of sheer greed. In the opening, the emphasi s should be on moving the central
pawns, developing minor pieces, castling early, and working toward a safe but playable middlegame position of
dynamic possihilities. On occasion, pawn-hunting with your Queen will sniff out bait, but it does absolutely nothing to
nurture your opening position. To filch a pawn with your Queen, you usually have to make a three-move investment:
one move to bring it out, one to capture the pawn, and one to bring your Queen back to everyday life. If you can
expend that much time and get away with it you're lucky.30DISCOVERY Scotch Gamel. e4 e52. Nf3 Nc63. d4 exd44.
Nxd4 Bcb5. Be3 Qf66. ¢3 Nge77. Nd2? Nxd48. e5 Qxe5?Scenario: Black has really overlooked something. He doesn't
see that 9. cxd4 Bxd4 10. Nc4 attacks Black's Queen while also adding a second menace to Black's d4-Bishop. The
Knight's movement from d2 to ¢4 has unveiled the file-power of White's Queen. Black loses his dark-sgquare
Bishop.Interpretation: With correct play, White should lose a pawn in this variation, since moving his Knight from b1
to d2 weakens White's control over d4. After 8. €5, Black should eschew 8....Qxe5? in favor of 8....Nc2+. White takes
the intruding Knight, 9. Qxc2, which allows Black to capture the King-pawn, 9....Qf6xe5. With deliberate play, Black
should retain his additional pawn and derive advantage, but Black fell asleep at the board. He blissfully captured the
e5-pawn, possibly never considering White's reason for the sacrifice. It he had, he might have realized that White's e4-
€5 advance was not a sacrifice but rather atrap. Caveat emptor -- Let the buyer beware! 31DI SCOV ERY Scotch
Gamel. ed4 e52. Nf3 Nc63. d4 exd44. Nxd4 Nf65. Bgb Be76. Nf5 d57. exd5 Ne58. Nxe7 Qxe79. Bxf6Scenario: White
has just captured a Knight on f6 and is threatening Black's Queen. Surely Black must recapture on 6, but Black need
not agree, for 9....Nf3 is double check and mate. If White tries to answer the checks by capturing either of Black's
attacking pieces -- his Queen or his Knight -- he remains in check from the other one.Interpretation: Don't take your
opponent for granted. Perfunctory responses will not work. Even on "obvious" recaptures, or moves that seem
practically forced, you still must step carefully to make sure you're not falling into a trap. White plays this opening far
too automatically. He pins Black's f6-Knight, but he really shouldn't be developing his Queen's Bishop so early. Better
to move out the Queen's Knight, instead. He attacks g7 and the e7-Bishop by jumping his Knight to f5, but in the
opening he really shouldn't be moving the same piece so many times (three times and then afourth move later). He
would spend his time better to get out new pieces, to mobilize his entire army. It was unnecessary to capture on f6,
when instead he could have saved himself by devel oping his King-Bishop to €2, screening the e-file, and preparing to
remove his King from the center by castling. No one can survive al those wrong turns. "Wrong cannot right the
wrongs that wrong hath done" -- John Oxenham [William Arthur Dunkerley]32MATING ATTACKarScotch Gamel.
e4 e52. Nf3 Nc63. d4 exdd4. Nxd4 Nfe5. Nc3 Bb46. Nxc6 bxc67. Bd3 0-08. 0-0 d59. €5 Ng410. f4Scenario: The last
move, 10. f2-f4, irreparably damages White's game. He has no satisfactory answer to 10....Qh4, threatening mate at h2.
So White hasto reply 11. h3, but 11....Bc5+ 12. Khl Qg3 is bad news to White. If 13. hxg4, to stop mate at h2, then
13....Qb4 is mate. White must give up his Queen, 13. Qxg4 Bxg4, to ward off imminent mate.Interpretation: A less
risky move 9 for White would have been to trade e-pawn for d-pawn. Instead, he pushes the precarious 9. e4-€5,
further separating his e-pawn from supporting forces. Once the venturesome pawn is attacked, 9....Nf6-g4, White had
better protect it with his Queen-Bishop, 10. Bc1-f4. But pushing the f-pawn, 10. f2-f4?, to defend the e-pawn can only
lose. The resulting weaknesses along the a7-gl diagonal and to the square g3 bring White's sudden demise. Pushing
the f-pawn is sometimes desirable in that it either supports a Kingside attack or clears a path in front of the f1 (f8 for
Black) castled Rook. Negative to this advance isits exposure of the gl-a7 (a2-g8 for Black) diagonal to a Bishop or
Queen check. Be certain about all pawn moves. Y ou can't take them back. "Nor all your piety nor wit shall lure it back
to cancel half aline..." -- Edward Fitzgerald, Rubiyt of Omar Khayym.Copyright 1989 by Bruce Pandolfini



