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Chess is o two-ployer
game ployed on a

square boord called

chesshoard.




The chessboord is divided
into 84 squares (8x8),
alternating light and dark

squaves.




8 The ehessboard is placed | ,r ;

so that o light squore is in
7 ecanh ployer's near-right
corner: h1 and a8.
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There are 8 horizontal
rows, called ranks, and
8 vertical eolumns,

called files.
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The ranks are labelled
7 from 1 to 8.
6
5 \
\
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7 The files are labelled
from a to h.
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The half of the chesshoard
formed. by the files o, b, ¢, d
is called queenside.
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The holf of the chesshoard
formed by the files e, f, g, h
is colled kingside.
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12 [ 1Ee

7 2 Knights (22,2 2),

8 2 Rooks (E E ,E E),

1 Queen (%,%),
1 King (&,%).
5
4
3
2

Ik 1>e

Each ployer eontrols
18 pieces: 8 Powns

EEEEEELRL)

Q Bi.ShO’PS [ r.@. ..9;]:
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The player with the white
picces has 8 Pawns on
8 ronk 2 (02, b2, €2, d2,
e2, 12, 2, h2),
7 2 Rooks onal and hl,
2 Knights on b1 and g1,

e 2 Bishops on
el and f1,
1 Queenondl,
5 1 King onel.
4
3
2
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The ployer with the black
picees has 8 Pawns on
rank 7 (a7, b7, ¢7, d7,

e7, 17, 97, h7),

2 Rooks on 08 and h8,
2 Knights on b8 and g8,
2 Bishops on 8 and 18,

1 Queen on d8,
1 King on e8.
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The white Queen starts
on the light square d1;
the dark square d8.

7  the block Queen starts on




7 white pieces always

moves first.
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O square can be

occupied only by a piece.

A piece eannot move to
a square occupied by a
piece of the same color.

When o picee moves to o
square occupied by an
enemy picce, the enemy
piece is coptured and
removed from the
chessboard.
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In chess notation, each
piece, except the Pawn,
is identified by an
uppercase (etter:
the King by K,
the Queen by Q,
the Rook by R,
the Bishop by B,
the Knight by N,
the Pawn by no letter.
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This example is
1.d4 Nfe.

Deseribing a game of

7 chess, at the

beginning is written
the number of the

move, then a period,
then the move of the

5 ployer with the white
picces, then the move

4  of the player with

the block picces.
S The movement of o
piece is indicated by
2  the coordinates of
the destination
1 square.
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This example is
1..4 Ne8 2.Bbs Nfe
3.Bxe8.

The copture of o piece
is represented by a
lowerease letter x
written before the
coordinates of the
destination square.
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This example is
1.d4 d5 2.e4 dxed.

When o Pawn

7 captures an enemy
picee, o lowercase

e letter written before
the x identifies the
file of the Pawn.
5
4
3
2

o
\

“‘“Z:
1 A ZJ

www.david-cortese®com




This example is
1.d4 ds 2.Ne3
NfE 3..3 eB
4RBd3 Re7 5.Nf3
0-0 6.0-0 e8
7.Qe2 bs 8. Bd2
Nfd7 9.Rfel Nbe
10.Rab1 N8d7.

To ovoid ambiguity

ih Some caoses,
it is necessary to
indicate the letter
of the file of the
pieee ot the number
of the rank of the
piece before the
coordinates of the
destination square.
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Other symbols used in
chess notation:

h www.david-corteseTcom
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This example is
1.d4 dS 2.04 eB.

The white Pawn on
d2 moves to d4;
the block Pown on
d7 moves to d5.

The white Pawn on

c2 moves to e4;
the block Poawn on

e'7 moves to eB.




0L Pown moves by

advancing a single
7 square, but on its fust

move may advance
6 two squores.
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The Pawn is the only
piece that eannot move
backward and the only
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QA Pawn coptures

diagonally, one square

forward and to the left
ot right.
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Qfter 1.d4 ds 2.04,
the block Pown on dS
can capture the white
Pown on e4, but the

block Pown on e7
advances to eB,
defending the block
Pown on d5.
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This example s 1.4 ds || @ @7)
2.04 B 3.¢5 b5 4.cxb6. =

|
1
11

1
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O Pown con perform Q\ S 7
7 o speciol move called
eh passant copture.

www.david-cortese™com



that has moved two
squares forward from the

QA Pawn on its fifth rank
moy eapture an enemy
Pown on an adjocent file
starting rank, as i the

Pawn hod moved only 4
one square.
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can only be performed

immedintely ofter the

double-square Pawn

& W
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In this example, the

black Pown on b7

advances to b5, and
the white Pown on ¢5

performs the en

passant eapture by

moving to b6.
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7 Knight; the most obvious

6 a Pawn to a Queen.

QL Pown is promoted when it
reaches the last rank,
beeoming . Queen, or a
Rook, or a Bishop, or a

choice is usually to promote

. f
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A white Pawn is

promoted when it

reaches the rank 8.
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A block Pawn is
promoted when it
reaches the rank 1.

This example is
~g1=Q.




In particulor
situations, the best
choice is an
underpromotion, so
the Pawn becomes a
Rook, or a Bishop,

or a Knight.







The Knight has a
L-shaped pattern of
movement, two squores
along a direetion and
7 one square perpendiculor;
the destination square is
6  olways of opposite color __ul
of the starting square. R
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The Knight is the only
picee that ean jump over
other pieees; as for all the
other pieces, its movement
is blocked if there is o
piece of the same color on
the destination square.
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Only a Pawn or o
Knight can advance in
the first move.
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In this example, the
white Knight moves
ﬁromgl to 3
www .david-corteseTcom




The white Knight onq1 /4 /| |\
can move to £3 or h3; “J Jl /I

13 is the best choice
because o piece in the
center of the chesshoard
has more mobility and



The Knight on 3 can
move to d4, e5, g5, h4,
or it can return to g1;
d2, el, h2 are
forbidden because







8 The Bishop moves any
number of squares

7 diagonally; it is the only

picee that always moves on

squares of the same eolor.
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The white dark-squored

Rishop starts onel;

Rishop starts on f1.

h
8  the white light-squared

7
The block light-squared

a Bishop starts on e8; e
the black dork-squared /=

Rishop starts on f8. |

A |
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This example is 1.e4
d8 2.BbS+.

The white Pawn on
e2 moves to ed;
the block Pown on
d7 advances to dB.

The white
light-squared Bishop
onfl moves to b5,
checking the enemy
King on e8.
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This example is
1.d4 Nfe 2.Nf3 be
3.3 o5 4.Bg2
Bb7 5.dxe5 bxeS
B.c4 g6 7.b3 Bq7

8.Bb2.
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square in front of the

starting square of the
adjacent Knight,

oceupying the longest

A fianchetto is when a
Rishop moves to the

_. . -wm_m__
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h The white
E 8 is fianchettoed on b2;
the white light-squared
g 7  Bishop is fionchettoed
on g2.
© “The ek
light-squared Bishop
5 is fionchettoed on b7;
the block dark-squared
4  RBishop is fionchettoed
onqg'7.
3
g 2
(A
II[[I l ; ‘
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8 The Rook moves any
number of squoares

7 horizontolly or vertically,
never diagonally.
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This example is 1.Nf3  /
8 Nfe 2.d4 ds 3 R4 o5

4.3 Qb6 5.Ne3 4
7 6Rb1.

. = "a\\
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move to bl orel;
the best choice is b1,
so the white Rook can defend

The white Rook on al can
the white Pawn on b2.
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The term Rook comes
from the Persion rokh,

which means chariot.

6
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8 The Queen moves any

number of squares in
- ony direction,
horizontally, vertically,
ot dingonally.
6
5
4
=
2
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2.Ne3 ds 3.d4 Nfe
6.h4 h8 7.Qhs.

4Bg5 Be7 5.e5 Nfd7

This example is 1.e4 eB

The white Queen moves
from d1 to hs.
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d2,

h5;

9%
in this example,

the white Queen moves
from d1 to hs.

d3, e2, 3,

The white Queen on d1
con move toel, bl
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8 The Queen is the most
powerful piece on the
7 chesshoord becouse it is
the pieee with the
highest mobility.
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The King moves one square
in any direction, hotizontally,
vertically, or dingonally.




This example is

1.4 o5 2.d4 oxd4
8  3Nf3e5 4.03 NeB

5.Be4 Nf6 6.Ng5
7 d5 7.exdS bs
8.Bxb5 Qxds

9.Qb3 Qxg2
10.Qxf7+ Kds.

5 The blosk King

moves from e8 to

4 d8 because it is
ottacked by the

white Queen on 7.
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( King cannot move into
cheek; if in cheek, the King
7 must move out of check.
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This example is 1.e4 e5

2.Ne3 Ne8 3.Nf3 Nfe
8 4Bb5 Bb4 5.0-0.

h
B
g 7 The white King moves from

el to g1, and the white
Rook moves from h1 to f1
simultaneously.

)
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Castling is the only move
7 where two pieees move ot
the same time.




Kingside eastling,

is indicated by 0-0.

cortese®com
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8 White kingside costling:
white King from el to
g1 ond white Rook from

h1 tofl.
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White queenside castling:
7 white King from el to el
and white Rook from
al todl.
6
5
4
3
2
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Black kingside eostling:
block King from e8 to
g8 and black Rook from

h8 to f8.
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Block queensde costling:
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Castling requires these
conditions:
neither the King nor
the Rook has
previously moved;
there are no pieces
between the King and
the Rook;
the King is not in
check before, during,
and ofter the costling.

The Rook moy be
under attack before the

castling.
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8
If the King is under ottock
7 and has no escape,
it is a checkmate.
2]
5 /
4 ‘ .
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A check can be
neutralized in
three ways:
by eopturing
the attacker;
by moving the King
to a sofe squove;
by interposing o piece
between the King and
the attacker.

When these three
defenses are not
possible, the King is
in checkmate.




\
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comes from the Persion \ (N
shah mat, which means | '
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5 A stalemote is when
there are no legal moves:
T the King is not in check
@ 7 and cannot move, and no
=" other pieee can move.
5
4
<
2
1
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The white King is not
in check and connot
move, and no other
white piece ean move;

it is a stalemate.










When o game
ends in a drow,

9
m.m
i1
3




Q droaw requires one of
these conditions:
mutual agreement

(both. players agree);
stalemate (no legal
moves available);
threefold repetition
(same position of the
pieces repeated
three times);
fifty-move rule
(ho capture or Pawn
move in the lost
fifty moves);
impossibility of
checkmate (for example
insufficient moterial).
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The volue of each piece
depends on its mobility
and position on the
chesshoard.
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A Pawn improves its

value by advancing

7  becouse it increases the

chanee of promotion on
6 the last rank.
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8 in points of material.

h
=
i

7 Pown = 1 point

Knight = 3 points
e Bishop = 3.25 points

Rook = 5 points

Queen = 9 points
5

4  unquantifioble value

7 226

Each piece has an
empirical value expressed

The King hos an

becouse its loss is the
defeat.

. Lf\r" e
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8 ( loss of materinl not
compensoted by a
7 positiohol improvement
is 0. mistake that can
lead to defeat.
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a b e d e f g h The loss of a Queen
(9 points of moterial)
for an enemy Rook
(5 points of materinl)
7 is o mistake i there
is no positional
improvement
(9-5=4 points of

material lost).

e« b e d e f g h www.david-cortese.com

T Y L e ——— T ——_—)



The loss of o Knight
(8 points of materiol)
for an enemy Rook
(5 points of materiol)
is a profitable
exchange if there is
no positional deerease
(5-3=2 points of
materiol gained).




8  When o piece is threatened,
it is important to count the
number of attackers and
defenders.
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h In this example, the P
— b[ﬂ-ﬁh POW honeb is / il
E 8 ottocked by the white | }\ /
Knight on 3 and by R
g 7  the white dark-squared @ | w
Bishop on b2, but it is -
5 defended by the black
dark-squared Bishop | | Ne
ondB and by the Al A
S black Knight on e8. | | T
4 s
O
3
5 2
ah) -
T 1 1
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Odvance the central
Pawns and move
Knights and Bishops
7 to the center of the
chesshoard.
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Pedorm o castling

move to protect the
King and to activate

the Rook.

6

h www.david—-cortese® com
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The Rooks ean defend

each other (connection of \ > £
7  the Rooks) by moving the '
Queen, but avoid exposing

the Queen too early.

20| [Boe

Ez  Lobe  BE




It is important to
create o synerqy
between the pieces,

moximizing their obility
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fr—
The Pawn structure should | - !
avoid gaps; the Pawns | /
7 should protect themselves.
OJ

20 [Poe
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8 Ovoid ereating doubled

Pawns, two Pawns of the

7 same eolor on the same
file, because they lose

mobility and are easy prey.

[Boe] |
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The Pawns in front of
the King are important
for the defense.




h Q pieee should not

hinder the development
8 of the pieces of the
same eolor.
7
Control the center of
g ; the chessboard.
Develop the leost active |
Qe T

20 [Poe

a Each move should
improve the activity of

the pieces.
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Control the opponent's
weak squares like the
8 outposts.

(n outpost is a
square on the fourth,
fifth, sixth, or seventh
rank that is protected
by a Pawn and eannot
5 be attacked by on

1 L ! il#:.l

. —
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Open o file and control &\
it with the Rooks. |
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materiol.
Q loss of materinl is only
= recommended if there is a
6 positi lgain.
5
4
3
2

Every exchange of pieces
8 should avoid the loss of

www.david- cortese com






The black King on d7
is in cheek and is
forced to move,
so the white Knight
on e5 can capture the

black Rook on 6.




Q fork is when a piece  [{lif %z
attacks two or more enemy %\ -
pieces simultaneously.




The fork is o tactie
used to gain materiol.
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8  The block Pawn moves to e4
and performs a relotive fork,

7 ottacking the white Rook on

b3 and the white Knight on

d3 at the same time,

—

L ¢ ¢ p— — "
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8 absolute fork, cheeking

7 and ottacking the

5  {foreed to move from

4 Rook on B con

The white Rook moves
to ¢8 and performs an

the block King on 6

black Knight on b8
simultoneously.

The black King is
96, and the white

capture the black
Knight on be.

-
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boonsc it mosct dofordd

o K.mg onh c2.
¢7 con copture .
white Knight on o5,

The white King is

foreed to move from ¢2

The bilosk Feok: wisvee
o ¢7; the white Knight
and. the block Rook on

8
7
e
5
4
2
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In a pin, the attacked

7 piece proteets a more
valuable pieee behind. it.

\
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Q pin is o tactie used to
immodbilize o piecce ond to
gain materiol.




8
Only Bishops, Rooks,
-l and Queens can perform
E 7 o pin becouse they attack
| in a straight line.

6

5

4

=

& 2
1 Q

22N
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On absolute pin is
when the proteeted
pieee is the King;
otherwise, it is a
relotive pin.

This example is an
absolute pin.

A-
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This example is 1.e4 5

o 2.d3 Nfe 3.BgS.
The white dark-squared
7  Bishop moves from el to
95 and performs a relative
6 pin against the black
Knight on f&.
5 It is a relative pin because
the black Knight on f&
4  protects the black Queen
on d8 from the attack of
- the white dark-squared
Bishop on g5.
2

|
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The white Rook moves
to f5; the block King
on d5 is in check and
is foreed to move,
so the white Rook on
fS can capture the
black Queen on a5.




d e f g h In o skewer, o piece

ottocks two enemy

8 pieces in o stroight

line, but unlike the

77 pin, the piece in front

has a greater value,

= so it is foreed to

move, allowing the

capture of the piece

5 behind. -
4
g -
2
1
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A skewer is o tactic
used to gain materiol
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8 Only Bishops, Rooks,
and Queens can perform

7 o skewer becouse they
attack in o straight line.
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: On absolute skewer is

g when the attacked
pieee is the King;

_ otherwise, it is a

7 relotive skewer.

6  This example is an
absolute skewer.

)

\
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The block light-squared
Bishop moves to 7 and
performs a relotive
skewer; after the
7 movement of the white
Rook from o4, the black
light-squared Bishop on
7 con copture the
white Knight on a2.

1 :
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This example is 1.e4
eB 2.d4 d5 3.e5 5

4.03 cxd4 S.exd4 Qb8
6.Rd3 Qxd4 7.Bbs+.

The white light-squared
Bishop performs a
diseovered attack
by moving from d3
to b5; the black
King must escape
check, so the white
Queen on d1 con
copture the block
Queen on d4.

www.david-cortese®
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A discovered attack is
when the movement of
7 a piece allows to
another piece to
6 ottock the enemy.
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Q discovered attack is
a tactie used to gain
7 material or tempo.
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The movement of the
block light-squared
Bishop from g4 to £3
ollows the black Rook
on g5 to attack the
white King on g1.

It is a discovered

o b e d e f g h WWW. david—cor]te



QA discovered check is

when the King is

attacked by a piece

that has not moved.
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The white dork-squared
Rishop moves from b4
to dB; the block King
on b8 is attacked by
the white dark-squared
Bishop on d8 and by
the white Rook on b1

at the same time.

It is o double check.
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A double cheek is when
the King is attacked
simultaneously by the

7 picce that has moved
and by a picce that
e hos not moved.
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The black Knight on o7
moves to 8; the white

2 King on a3 is attacked
by the black Rook on a8

7 and has no escape.

o) It is a discovered

checkmate.

=

4

8

2



A discovered checkmate
is when the King is
checkmated by a piece
that has not moved.
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On endgome is when
few pieces remain oh
the chessboard.

-cortese’. com
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The King should
ploy an active role
7 in the endgame.

] |
1 @ >\ &J
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8
Create a passed
7 Pown and eseort
it to promotion.
e

u—---—...u

'--—-...—--—n—--.__.. ”_....-

---—..—u—u-—‘.
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Q possed Pown is a. Pawn [l A
with no enemy Pawns in |
front of it on the same file
not on an adjocent file.
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8
The best way to eseort
7 a passed Pawn is to
ploce a Rook behind it.
6

b ¢ d e f g h www.david-cortese.com



can be counterproductive

because it could lead to o

stalemate, and it is usually \)
o. waste of time;

the priotity is to checkmate

the enemy King.

-
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W

¢  King and _
Knight versus {*
King is a Drow

. it
h www.david-cortese.com



The black King on 08 is in
check, not in checkmate;
the black King can move

from a8 to a7.

_ | ; ‘ \
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A Knight is eonsidered o

minor piece because
Q cannot checkmate with
only its King.

LN
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The game ends in o draw
by insufficient material;
nobody wins.

N
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8 The white Kingonhl is §f — —
makeek,mmakeekrmie;@ @
7 the white King can move - /

from h1 togl.
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The game ends in a drow
by insuffinient materinl;
nobody wins.
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King and
Rook versus
King is a
Checkmate

(N
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in checkmate; white wins.

h www.david-cortese.com

" The black King on h8 is | { _ ;




( Rook is considered a. major \ s 2
piece because can checkmate \
with only its King.
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o King and
i Queen versus Mol
King is a =
¢ Checkmate
5
. s
3 ®
2 lf
@ »

c d ¢ f g k www.david-cortese.com






QA Queen is considered a
major piece because ean

checkmate with only its King.




Ki.ng ond two ANP)
versus King

is a Draw




The black King on h8 is in —
check, not in checkmate; @
7 the block King can move \ |
from h8 to h7.

www.david-cortese.com



In the two Knights
endgame, checkmate
eannot be foreed;

it will be a drow.




. King and
two Bishops
" versus King is |
¢ o Checkmate g
Q) 4
@ 3
2
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Two Bishops with their
King ean checkmate.




o b 3 d e f g h th.g Wiik
7 @ 7 Knight versus
e @ e
4 4
3 3
2 2
1 1 J
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The black King on a8 is
in checkmate; white wins.
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8 A Bishop and a Knight

with their King can
7 checkmote; it is the Bishop
and Knight checkmate.
6
5
<
=
2
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8 The white King on g1 is

blocked by its Pawns;
7 it is a Back-rank
Checkmate, also known
a as Corridor Mate.
5
4
3

2 @
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The Fool's Mate is 1.3 e5
2.94 Qha#
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It is the checkmate with

the fewest moves possible.
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1.e4 5 2.Qh5 Ne8
3.Bed Nfe 4.Qxf7#.

W W Wk
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performed by a Knight
where the checkmated
King is blocked by its

owh pieces.
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The block King on h8
is checkmated by the
white Knight on f7;

it is a Smothered Mate.
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King's Pawn is 1.e4 e5

2.Ne2 Ne8 3.Nbe3 Nd4a
4.93 Nf3#

The Smothered Mate -







The Hippopotamus Mate

is 1.e4 e5 2.Ne2 Qh4
7  3.Nbe3 NeB 4.93 Qg5
5.d4 Nxd4 8.Bxg5

e Nf3#.
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® The LégalTrﬂP is 1.e4 e5 || V- U
2.Nf3 d6 3Bea Bga  ({{'@ |

7  4.Ne3 g6 5.Nxe5 Bxdl ‘
8.Bxf7+ Ke7 7.Nds#. '

LM
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The Blackburne Shilling
Mate is 1.e4 5 2.Nf3
NeB8 3.Bed Nd4
4.NxeS Qg5 5.Nxf7
Qxq2 6.Rf1 Qxed+
7.Re2 Nf3#.

5 m el

www.david-cortese.com



Smothered

®  Mate

o O.ween's /
) Pawn

= Sih \\
)

g h www.david- cortese com



The Smothered Mate -

8 Queen's Pawn is 1.d4
NfE 2.e4 5 3.dxe5 Ng4

7 4.Nf3 Net 5Bf4 Bb4+

6.Nbd2 Qe7 7.03 NgxeS

8.axb4 Nd3#.
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7 Mate
e
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The Sea. Codet Mate is
1.e4 e5 2.Nf3 Ne8 3.d4
exdd 4.3 dxe3 5.Nxe3 d8
8.NxeS Bxdl 9.Bxf7+
Ke7 10.Nd5#.

8Red Bg4 7.0-0 NeS
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The Boden's Mate is
1.e4 e5 2.Nf3 dB 3.3
fs 4 Rea Nfe 5.d4 fxea

B.dxeS exf3 7.exf6
Qxfe 8.9xf3 Ne6 944
Bd7 10.Be3 0-0-0
11.Nd2 Re8 12.0f3
Bfs 13.0-0-0d5
14.Bxd5 Qxe3+
15.bxe3 Ba3#.







was played by Qdotf I WATAN

Onderssen and

Lionel Kieseritzky

on June 21

1851,

in London.

www.david-cortese.com
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The Immortal Game is
1.4 5 214 exfa
3.Be4 Qh4+ 4.Kf1 bs
5.Bxbs Nfe 6.Nf3 Qh8
7.43 Nh5 8.Nh4 Qg5
9.Nf5S ¢8 10Rg1 exbs
11.g4 Nfe 12.h4 Qg6
13.h5 Qg5 14.0f3
Ng8 15.Bxf4 Qfs
18.Ne3 Be5 17.Nd5
Qxb2 18.Rd8 Qxal +
19.Ke2 Bxgl 20.e5
No8 21.Nxg7+ Kd8
22.0fe+ Nxfe
23 Be7#.
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Qdolf Olnderssen
soerificed o Bishop,
two Rooks, and the
Queen, checkmating

the opponent with
his three remaining

mihor pieces.
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8  Poul Morphy ployed
this game in 1858,
in Paris, against the

Duke Kol of Brunswick
and Count Isouard.

LF“*—T — J
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. Bg4 4.dxe5 Bxf3

7  7.0b3 Qe7 8.Ne3 B

5 Qo8 15Rxd7+ Ned7

4 RN A

- h
=
2
A
d h

The Motphy's game is
1.e4 o5 2.Nf3 dB6 3.d4

5.Qxf3 dxe5 6.Re4 Nfe

9.Bg5 b5 10.Nxb5
exbS 11.Bxb5+ Nbd7
12.0-0-O Rd8
13Rxd7 Rxd7 14Rd

& <
! -.,_QQQ.Q.‘:.'?.. Al

16.0b8+ Nxb8
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This game shows the
importonee of the rapid

development of the pieces
and the effinacy of the
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Queen's
Pown Game

1.d4
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Open Game , 3

[Boe [[ii} =

o or Double King's Poawn
Opening

1.e4 e5
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) Coro-Kann
Defence

e

c 1.e4 e8
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1.d4 d5 2.c4
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° Queen's

7 Gambit

. Declined

® 1d4ds2e4e8 /7

4

3

2 / \

/ |

-
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[Bse [[:i} 1=

2 Queen's

. Gambit
(lecepted

6

= 1.d4 d5 2.04 dxed e

4

Q ll ] l =
: | l-?\.-l L
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Slow

Defense

1.d4 d5 2.04 B8

www.david—-cortese®com
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1.d4 Nfe 2.04 e5
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S

or Russion Game
or Russian Defence
1.e4 e5 2.Nf3 Nfe

Petrov
Defence
or Petroff's Defence
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Ruy Lopez

or Spanish Opening

ot Spanish Game

1.4 e5 2.Nf3 NeB8 |
3.Bbs A

L.‘_L..‘___J o 2




e [y e el
2o Boe

1.e4 e5 2.Nf3 Ne8
3 Bed
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Defense

1.d4 Nfé 2.¢4 ¢5
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3.Bg5

www.david-cortese.com

I —T———




1.d4 Nf6 2.c4 e6
3.Ne3 Bb4
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Griinfeld

Defence

1.d4 Nf6 2.¢4 g6
3.Ne3 d5s
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1.d4 Nfe 2.04 eB
3.Nf3 be
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or
1.d4 Nfe
2.Nf3 e8 3.Bf4
or
1.d4 Nfe
2.Nf3 g6 3.Bf4

1.d4 ds

2.Nf3 Nfe 3.Bf4
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8 k| ey
Colle System || |@ %
7 or Colle-Koltanowski \ '
System
6
5

1

.,\
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°  Stonewall _gyigi
7 Ottock N/
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& Defence

7 -

e Drogon
Variotion

5

1.e4 ¢5 2.Nf3 d&
3.d4 exd4 4.Nxd4

L}
&
N

____

=N\ Nfe 5.Ne3 g6

;
2T P
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