
Ten Rules for the Opening

1. Get your pieces out into the centre quickly. The opening is a race to see who can get their pieces out first and control the centre, so don't waste a single move. If you don't develop your pieces properly in the opening you may well lose the game quickly. 

2. Pawn moves are not developing moves - they are useful only if they help you to develop the pieces or control important central squares where you want to place the pieces. It is usually good to move only the e-pawn and d-pawn in the opening, although sometimes the c-pawn is used to support your d-pawn or to put pressure on the opponent's centre. 

3. Develop minor pieces first and try to place them on an effective square in one move. Gain time by making aggressive moves to limit your opponent's choice of response. If you make a good developing move and also threaten something, you may gain even more time in the opening race. 

4. Place a pawn in the centre and you will make development of the pieces easier for yourself and more difficult for your opponent. Try to keep your pawn in the centre; if you fail to keep a pawn in the centre you risk your pieces being driven back to poor squares by the enemy pawns advancing. 

5. Generally, Knights are best developed to f3 and c3 (f6 and c6 for Black) and it is usually bad to develop a Knight to the edge of the board. Often it pays to develop Knights before Bishops as the best square for the Bishop may not be clear until you see how the opponent is developing his pieces. 

6. Move your King to safety by castling (usually on the King-side) which also gets your Rook into play. It is especially important to castle if the centre becomes open after pawn exchanges (or could become open quickly). Try to avoid pawn moves in front of the castled King's position. Remember that a Knight on f3 (f6 for Black) when you have castled King- side is a strong defensive piece. 

7. Complete your development before moving a piece for a second time (unless responding to a threat) or starting a premature attack. Once a piece has been put in a good position try to develop another piece. The more pieces you can develop effectively, the better your chance 

of building a good position.
" 

8. Early development of the Queen (or a Rook) usually wastes time when it is attacked by the opponent and has to move again. When it is time to develop the Queen, remember that it will need to co-ordinate with the other pieces. 

9. Don't grab pawns or try to attack at the expense of completing your development. Early attacks usually backfire unless the opponent has made a mistake or failed to safeguard his King. Don't set traps if you get a rotten position when the opponent avoids falling into them. 

10. If you are ahead in development, start something going and open up lines for your pieces. If you are behind in development, don't start anything and keep things closed until you have caught up. Note: exchanging pieces is usually good for the player behind in development. 

