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SCOTCH GAME

Scotch Game

1 e4 e5 2 Ìf3 Ìc6 3 d4 (D)
Garry Kasparov has called the Scotch

Game “the only serious alternative to the Ruy
Lopez”. He tends to be well up on such things
so his opinion is worth attention. White im-
mediately pulls the trigger on d4, liquidating
Black’s central strong-point and opening up
further lines for his pieces.

This advance cannot be profitably prepared
with 3 c3, the Ponziani Opening, since after
3...Ìf6 4 d4 Ìxe4 5 d5 Ìe7 6 Ìxe5 Ìg6 7
Ëd4 Ëe7 8 Ëxe4 Ëxe5 9 Ëxe5+ Ìxe5 10
Íf4 Íd6! the endgame holds no dangers for
Black.

3...exd4
Black is really obliged to capture White’s

pawn.
3...d6 gives a bad Philidor, with the knight

committed to c6.
4 Ìxd4 (D)
4 c3, the Göring Gambit, is less exciting

than it looks. Black can claim immediate
equality with 4...d5, or accept the challenge
with 4...dxc3 5 Ìxc3 Íb4 6 Íc4 d6 7 Ëb3
Ëe7 when White has enough for the pawn,
but no more than that.

4...Ìf6

This targets the e4-pawn, and so forces
some sort of concession.

4...Íc5 5 Íe3 Ëf6 6 c3 (6 Ìb5 has been
played by Ponomariov, but for anyone who
hasn’t been a world champion recently the
move carries a health warning – after 6...Íxe3
7 fxe3 the doubled e-pawns control a lot of
squares but are still extremely ugly, and after
7...Ëh4+ 8 g3 Black can drop back to d8 or
play 8...Ëxe4 9 Ìxc7+ Êd8 10 Ìxa8 Ëxh1
with an utterly unclear game) 6...Ìge7 is an-
other main line, rapidly developing and pre-
paring ...d5. After 7 Íc4 Ìe5!? (7...b6 8 0-0
Íb7, preparing to castle queenside, is an ex-
cellent alternative) 8 Íe2 Ëg6 White sacri-
fices the e4-pawn; for instance, 9 0-0 d6 10 f4
Ëxe4 11 Íf2 Íxd4 12 cxd4 Ì5g6 13 g3
Íh3 14 Íf3 Ëf5 15 Îe1 d5 16 Ëb3 0-0 17
Ìc3 c6 18 Ëxb7 Îfb8 19 Ëc7 Ëf6 with
equality.

4...Íb4+!? 5 c3 Íc5 is also popular at
top level – Black provokes c3 to prevent the
white knight from developing naturally on
this square, without having to resort to
...Ëf6.

4...Ëh4?! is extremely risky. White can
play 5 Ìb5 immediately, but 5 Ìc3 Íb4 6
Ìb5 looks even better, when 6...Ëxe4+ 7
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Íe2 gives White a truckload of compensa-
tion.

5 Ìxc6
5 Ìc3 Íb4 transposes to the Scotch Four

Knights.
5...bxc6 (D)
Not, of course, 5...dxc6? 6 Ëxd8+ Êxd8,

when Black has no compensation for his
crippled pawn-majority in the endgame.

Black’s trumps, as will become apparent,
are that he can develop all of his pieces
quickly to good squares. On the other hand,
White holds a structural advantage. Thus
Black’s job is to generate some relevant play
in the next few moves, while White needs
just to get out of the opening alive to claim a
long-term edge.

6 e5
Now the knight is threatened without any

stable squares available, so Black must be ac-
curate to avoid falling into passivity.

6...Ëe7! (D)
7 Ëe2
Taking the comment at move 5 into ac-

count, it should be clear that if both sides
fully develop then White will be better. Ac-
cordingly, Black undertakes this disruptive
manoeuvre in order to hinder White’s devel-
opment. It’s true that his own development
is similarly hindered, but (after ...Ìd5) his
queen will have a greater range of options

than the white queen, which will be tied to
the e5-pawn. I’ve tried to present this as if
...Ëe7 “conforms to the demands of the posi-
tion”, but in fact any such statements in the
context of opening theory are at worst incor-
rect and at best post hoc – players started
playing 6...Ëe7 because Black was getting
creamed after 6...Ìd5 and needed to look for
alternatives, found this one and discovered it
worked.

7...Ìd5 8 c4 (D)

Kicking the knight immediately makes
sense and forces a concession – Black can
misplace either his knight or his bishop.

8...Ía6
8...Ìb6 is the alternative, when Black aims

for play down the a-file (...a5-a4) or rapid
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development (by means of ...Ía6, ...Ëe6 and
...Íb4).

9 b3 (D)
White can also play 9 g3, but I think it’s

more flexible to defend the c-pawn at once.

9...g5!
This is a perfect example of how good

opening moves are found. The reason Black
plays this is because the alternative way to
develop the bishop, 9...g6, runs into 10 f4!
when White is prepared to play Ëf2 and Ía3
with unpleasant consequences. Accordingly
Black realized he needed some more control
over f4, while still facilitating his own devel-
opment, and came up with this gem. Play
typically now runs:

10 g3 Íg7 11 Íb2 0-0 12 Íg2 Îae8 13
0-0 Íxe5!? 14 Ëxe5 Ëxe5 15 Íxe5 Îxe5
16 cxd5 Íxf1 17 Êxf1 cxd5

The endgame is dynamically balanced – if
White can keep the rooks in check he will be
much better, but if they become active White
could be routed.
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