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PREFACE.

WIDE as is the field of theory which comprehends the mam-
fold varieties of openings and endings in the game of Chess,
its every part has been explored in modern times with so
much skill and perseverance, that little now remaias for a
follower in this walk beyond the adaptation and arrangennt
of materials which have been garnered by his predecessors.
The pretensions of this treatise can therefore take no lofty
ground. Adopting the common busis founded by the earhia
writers, Lopez, Salvio, Greeo, Cozio, Lolli, ae., und super-
adding the important discoveries brought to light iu the
worhs of Bilguer and Jacnisch, T have aimed ouly at pro-
dueing an inetructive compendium available by the large
majority of English players to whom those works are inncees-
sible, In my labours of collation and compression, T have
not, however, indolently acquieseed in the opinions of those
distinguished authorities, but have subjected every variation
they have given 1o the test of repeated investigation, and
henee it will be found that T have oceasionally deviated from
the course proseribed by them, and ventured on a route
which they have overloohed.  For these digressions, put forth
without the advantage of revision by other players, T may
reasonably solicit the indulgence that should be shown to any
one who devotes himself to a task so difficult as that of
devising new combinations in openings which have already
undergone the ordeal of laborious examination by the most
penctrating and industrions intelleets,



iv PREFACE.

In a work of this description, intended as well for the
general as the scientific reader, it was thought desirable to
adhere to the notation in common use among the players of
this country, but in a more claborate and expansive treatise,
it would certainly be desirable, perhaps indispensable, to adopt
such a modification of the system as would admit of tabular
demonstrations.  Who that has ever attempted the wearisome
exertion of threading his way through the ramifications of a
leading opening from an English book, can ever forget the
bewilderment and confusion which its cndless references to
“Variations 1, 2, 3,” and * A, B, C,” and “* Games 5, 6, and 7,
have oceasioned lim ?  And yet such references for the most
part are needful, and indecd inseparable, from our methed
of recording the moves in eolumns, rather than on tables.
Mindful of these obstacles to the progress of the student, I
have heen at some pains to lessen his diffieudties in the present
weork  In the first place, by discarding all unnceessary varia-
tions, and abridging, where curtailment was practicable, the
remainder; and sccondly, by distingwmshing the aceredited
methods of attack and defence from the subordinate or doubt-
ful oncs. by a difference of type. Thus the reader who has
not leisure to pursue an opening through its several deviations,
and is content to follow the moves which have been pro-
nounced the best, has only to play over the column of larger
type, and may reserve for a future opportunity the study of
the many beautiful and suggestive variations which are given
in the smaller letter.

By these means much of the irksomeness complained of ip
the practice of playing from book may be avoided, and I have
hopes that the mere learner will be enabled in a short time
to master an opening of “ The Handbook,” variations and all,
and derive not only profit but even pleasure from the task.
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1 must not omit the present opportunity to acknowledge
the profound obligations this volume is under to its great
namesake *The Handbuch” of Bilguer and V. der Laza, a
production—whether considered in reference to its rescach,
its suggestiveness, or the methodical completeness of 1ts
u1angement,—wlich stands unrivailed and alone.

Nor can I forego the gratification of {endering my warmecst
thanhs to Mecssrs Angas and Finley, of Dutham, for their
mvaluable assistance in the shape of tianslations and corree-
tions, and to my esteemed friend the Rev. 1. Bolton. and to
those gentlemen who have hindly seconded his efforts, for the
serics of exquisite problems which so appropriately concludes
the wor k.

H. s,
London, Junc, 1847,
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The
Chess-Player's Pandboor.

BOOX 1.
INTRODUCTION.

Cuarter I

DESCRIPTION OF THE CHESS BOARD AND MEN —
ARRANGEMENT OF THE MEN—THE KING —THE
QUEEN—THE ROOKS OR CASTLES—THE BISHOPS—
THE KNIGHTS —AND THE PAWNS—THEIR MOVE.
MENTS, POWERS, METHOD OF CAPTURING AN
ADVERSE MAN, ETC.

Tue game of Chess, the most fascinating and intellectual
pastime which the ** wisdom of antiquity * has bequeathed
to us, is played by two persons, cach having at command
a little army of sixtcen men, upon a board divided into
sixty-four squarcs, eight on each of the four sides. The
squares are usually coloured white and black, or red and
white, alternately ; and custom has made it an indispensable
regulation in this country, that the bomd shall be so placed
that each player has a white square at his right-hand corner.*

* This arrangement is merely conventional. In the earlier ages of
chess, the board was simply divided 1nto sixty-four squares, without any
diffcrence of colour; and there is good reason for beheving that the
chess-men were then alike in form and size, and distinguishable only by
an Insoription or sign on each.

B
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Two Rooks, or Castles . = g
(as they are indiscriminately C'l”Cd)

Two Bishops . . . . . - —Q.

Two Knights . - . . . . ) “

[_51

And each of these Picees has his Pawn or Foot
soldier . . . . . i

making in all an array of sixteen men on each side.

On bcglmnng a game, these Picces and Pawns are disposed
in the manner shown on the foregoing dingram. The T\mg
and Queen occupy the centre squares of the first or * royal”
line, as it is called, and cach has for its supporters a Bishop.
a Knight. and a Rook, while before the whole stand the
Pawns or Foot-soldiers in a row. (To prevent a common
error among young players, of misplacing the King and
Queen on commencing a game, it is well to bear in mind that
at the outset the white King always stands on a black square,
and the black King on a white one).  The Pieces on the King's
side of the board are called the King's, as King’s Bishop,
King's Knight, King’s Rook ; and the Pawns direetly in front
of them, thc I\mw s Pawn, King's Bishop’s Pawn. King's
Knight's Pawn, and King's Rook’s Pawn. The Pieces on
the Queen’s side are, in like manner, ecalled the Queen's
Bishop. Queen’s Knight, and Queen’s Rook : and the Pawns
before them, Queen's ]hshop s Pawn, Queen’s Knight's Pawn,
and Queen’s Rook’s Pawn.

MOVEMENT OF THE PIECES AND PAWNS,

A knowledge of the moves peculiar to these several men
is so difficult to describe m writing, and so comparatively
easy to acqure over the choss-bomd from any competent
person, that the learner is strongly recommended to avail
Limsclf of the latter means when practicable : for the use,
however, of those who have no chess-playing acquaintance
at command, the subjoined deseription will, it is hoped
suffice.

o
B«
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s Tre Kine. __|

The Kimng can move one square only at a time (exeept in
“ Casthing,” which will be explamed hereafter), but he can
make this move m any duection, forwards, backwards, late.
1ally, o1 diagonally » e can take any one of the adversan s
men which stands on an adjonung square to that he occupies,
provided such man 15 lett unproteeted, and he has the pecu.
ha prsilege of bemg lumself caxempt fiom capture  He 18
not permutted, however, to move nto check, that 1s, on to
any squate which 1s guarded by a Piece o1 Pawn of the enemy,
not can he, undar any cucumstance, be played to an adjacent
square to that on which the nval King 1 stationed  Like
most of the othar Pucces, s power 1s greatest m the mmddle
of the board, wheic, without obstiuction, he has the choice of
ught duffercnt squazes At the ades, he may play to any
vne of five but when m the angles of the board, thiee squares
only arc at lus command

ety THr Quinx,

The Qucen 15 by much the most powerful of the foices
She has the advantage of moy mg as a Rook, m straight hnes,
torw uds backwaids and sideways, to the extent of the board
m all ducctions, and as a Bishop, di igonally, with the same
ruge 1o compichend her <cope of action, place her alone
m the centic ot the board, 1t will then be scon that she has
the command of no less than twenty-seven squaies, besides
the one she stands on  (Sce da wiam No 4)

¥ The o1,5mal movement of the Kang, or ““ Rey,” as he was first called
m Turpe, appers to have been very hmited, since he was restricted from
movinr ¢ all, except by the necewaty of extricating himsclf from an
adverse check  About the bezinning of the thirteenth century, he had
the vowr of phying one square duectly, but wis not permitted to move
1 ravture angularly, this hmitation, however, 1wted hut a short period,
ani then tne Rey hid the privilege of moving and taking m any direction,
v ab present, but his range of action never extended beyond one square,
{See an mterestmg article * On the Moves and Powers of the Chessmen
M our Ancestors,” &e,, &c.~~Chess- Player’s Chromcle, vol, m p.61.)
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Tue Roox vy
B

The Rook, or Castle, is next 1 power to the Queen He
moves 1 a strught hne, forwards, backwards, or sidewavs
having a umform range on 2 clcar board of fourteen squues
exclusive of the one he occuprcs —(Sce Castlng, page 19)

'@ THL Bisuor 2

lhe Bishop moves diagonally forwaids or backwards, to
the extent of the board It follows, therefore thit he titvels
throughout the game only on squues of the same colow as
the onc on which he stands when the gime begms and that
cach player has a Bishop runming en wlite squares and one
on bhwk squucs  Whan pliced on a centre square of a clear
board, he will be found to have a range of thutecn squues

‘% Tre KN16HT. m

The action of the Kmight 18 peculiar, and not ¢ 15y to de-
sctaibe  Ile 1s the only one of the Prcees which has the prisa-
lege of loypmg over mother man  The movements of the
othas uc all dependent on thar ficedom from obstruction
by therr own and the enemy s men  Tor cxample when the
forees arc duly rngcd 1n order of battle before the commence
ment of the game the kmght 1< the only one of the aight
camtal Picecs whach ¢m be plwed before the Pawne are
moved—Rimng Queen, Bishop, ind Rook ac¢ il hemmed m
by the zank of Pawns which they ¢ainnot overleap, but the
kmght, having the hberty of spunging ovar the hads of other
men, can be brought mto the hcdd it once  In this case s
his move 1s one squarc wm a straight line and (ne e an obligue
avection, if the hing s Kmight wae to begn the gme, he
must be played ather to king s Rook s thud squaie, o1 to
King s Bishops third square, and if the Queens lught
commenced, he must be moved to Queens Rooks thud
squurc, or to Queen’s Bishop s third square.
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ing diagr i { to make his
The following diagram will serve, perhaps,
action better understood. (See also pages 12 and 43, for a
description of the powers and peenliarities of this Piece.)

No. 2.
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In this position we have the Knight surtounded by Pawns
in a way which would render any other Picce immoveable. A
King, Queen, Rook, or Bishop, so encompassed by their own
torces, could never stir until one of the men were moved to
make an outlet; and, if thus shut in by adverse Pawns, could
escape only by being enabled to capture one or other of them,
But the Knight clears such impediments at a bound, and cun
here be played to any one of the eight white squares around,
It is worth remarking, that if he is <tationed on a white square
in the centre of the board, he has then cight black squares at
his choice; beeause, from the peculiarity of his move, it is
impossible for him to spring from a white square to a white
oue, or from a black square to a black one, On placing him
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on any square at the side of the board, it will be seen that
his scope of action is much diminished, and when standing on
either of the four corners, or Rook’s squazes, as they are called,
he has then only two squares to which he can leap.

é Tur Pawn. i

The Pawn moves only one square at a time, and that
straight forward, except in the act of capturing, when it takes
one step diagonally to the 1ight or left filc on to the square
occupied by the man taken. and continues on that hle until
it captures another man. A power has been conceded to it,
however, in latter times, of going fwo steps when fis st played in
the game, provided no hostile Paun commands the first square
orer which ke leaps, but, in that case, the adverse Pawn has
the option of taking him in his passage. as if ke kad mored one
step only (see the diagram, No 9) A Pawn 1< the only one
of the forces which goes out of his duechon to captwre, and
which has not the advantage of moving backwards; but it has
one remarhable piivilege, by which on oceasions it becomes
invaluable, u keneter ot 1caches the crtyone square of the file on
which it haels, it 18 tniested with the title and assumes the
nower of any superior ece, except the King, which the playcr
chooses.  From this eircumstance it frequently happens tht
one party, by shilful managcment of his Pawns, contfrives to
have two, and sometimes even thice, Queens on the board at
once, a combination of foree which of course is frresistible

* The regulation which emjoms a plurality of Queens 1s net, howevar,
by any means of general prevalence.  In lItaly, at the present day, the
Pawn, on rcacling the 8th square, 1 repliced by a second Quecn,
whether the {oimer one 15 on the board 01 not 3 but this was not almays
the case there, and according to Major Jaenisch, thioughout the whole ot
the North of Europe, in Russia, 1 Scandmmavia, m Germany, as well as
the classic Italian anthors, Del Rio, Lolli, and Ponziani, the 1ule obtans
that & Pawn having teached the 8th square, 15 ¢achanged for a Piece from
among those the player has lost.  Two Queens, two Bishops of the
same eolour, three Rooks, three Knights, are not permitted; and iof a
player advances a Pawn to an eatreme squate of the board. 1t must
remam mactive till one of s Preces 15 taken by the enumy, upon which
it instantly assumes the rank of that Piece, and is brought mnto action
ugain.—(See the Introductory Article on the Laws of the Game of Chess, in
the ¢ Analyse Nouvelle,”” &c., vol. i. p. 28.)
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ON CAPTURING AN ADVERSE MAN.

The * Picces,” by which title the eight superior officers are
techmically designated, m contradistinetion to the * Pawns,”
all take in the same ducction m which they move, This act
consists jn removing the adserse DPicce or Pawn from the
board, and placing the captor on the square the former oceu-
pied. To mahe this clear, we will begn with the King, and
<how his mode of captmmg an adsexse man

No. 3.
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Supposing the above to be the position of the men towards
the conclusion of a game, and 1t being erther party’s turn to
play, he could take the adverse Pawn fiom the board, and
Place his King on the square it occupied ; and by domng so,
the King would not depart from the order of his march, which,
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as we have before said, permits him to move one step in every
direction. In each of these instances we have placed the Pawn
in front of the King, but he would be equally entitled to take
it were it standing on any other of the eight squares imme-
diately surrounding him, always prorded it was not sustained
or guarded by some other Piece or Paun.

The next diagram will exhibit the power of the Queen in
capturing an cnemy.
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Thus placed in the middle of the board, the range of the
Queen is immense.  She has here the option of taking any
one of cight men at the extremity of the board, on the squares
respeetively numbered 1, 2, 8, 4, 5, 6, 7, and 8, should her
line of march be unobstructed ; and if these men were nearer,
on any of the intermediate squares, she would be equally
enabled to take any ome of them at her choice. Like all
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the other Pioces and Pawns she effcets the capture by removing
the man fiom the board, and statiommng herseif on the vacated
sQuarc

! The Roox his the same power m tahing as the Queen,
firwards, brchwauds md sideways, but he cannot, hke her,
ta\e any man dnigonally

No 5
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3
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For exwmple place the Rook 1 the centre of the hoard and
= opposing man on cich of the squarcs numbered and the
Rook has the powcr of taking any one of the four, and he
has the <ame power if the Pcces arc one o1 two squares closer
to hum, or lmmednt(ly sur oundmg him, 1n the direetion mndi-
cated by the four figures
The Brsnor tahes, as he moves, diagonally, cither for-
wurds or backwards, his range extending, on unobstructed
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squares to the extent of the diagonal line on which he
travels ¥

No €
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* In the thnteanth «ontrry  we find the Bishop then termed Alfyn a
corruption from its Lstern name af Phd the Tl hwt hadats present
diazonal movement but was restricted 1 ats much to the thud square
fiom that on which it stood thus stjposing White s king s Bishop to
stand on his own thud squue he could then ¢ pture any Pieee or Piwn
standing on his Queen s squue  or Queen s fifth squue and s hing’s
Rook’s square or his king < Rook s fif h squue but s he was not yer-
mitted to move to a gieater 01 loss number of squares he had no power
over an enemy which stood either closer or more removed thin the third
square 1o comjensite for this hmited action the A/fyn had the pecu
hanity bestowed on lim of vaulting, ova wother Pi ce m the manner
somewhat of the kmght  For examyle —jlwe Wiite s kang s Bishop 1»
before on his own tinrd squarc with 2 Bli k Bishop  Blwk « hing s
hith, and a Biwk Pawn at b Queen s fHuith m this or any similn
position, the White Bishop could not caj fure the Blah onc tut could
overleap him and take the Pawn and then be cut of the range of the
Black Bishop’s acuion  {See the article on the Vioves, &c  of the Preces
n the thirteenth century, before referred to )
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The Kx16m1, as we have seen before, moves one square
forward and one obhquely, his action buing a combmation of
the shortest move of the Rook and the shortest move of the
Bishop His power and method of taking an opponent s man
will be scen fiom the diagram subjoined

No 7
BTACK
4 7 | v 7
D0 s, Gons Vb
7 oy s T
% % z y
//// L 7 7 7/ %
7y oo F
5/ 7 Y 3 <% %
/S Y o %
Y S 7y
) 1 7 4 Y
g
V74 y /¢/ Vs ///é y

e 7 /

4 / VY // V7
A, Y, . S
//¢ 8 ////2 VA e

s
z 7 7 4 V77
SRS N RPY B
/ 7
Va R , /// ////////
g / s
£ d 7 4
WHILL

In this situation, 1n the centie of the hoard he would have
the power of t iking any one of the men st itioned on the squarcs

numbered, by ramoving
vacant squarce *

* There 18 no evidence we beheve to show that
gone any varution m action or power since the
chess mto hurope

the man and placing lnmself on the

the Kmight has under-

first introduction of

His move app ars to be supplementary to the range

of the other forces 1l to comprehend just those squares of the board

over which none of them,

amilarly placed would have command.
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The Pawy, as we have previously observed, is the only man
which captures m a direction dafferent fiom his line of march.
He 15 permitted to move only one square forward at a time,
and 1s not allowed to take any Picce or Pawn which may m-
pede ns pith  If however, he meet with any of the advaise
force on a pomnt diagonal, one step either to the mght or left
of the square he oceupics, he 15 at liberty to eapture that man
and take s place on the ncst file, for cxample,—

No 8

BIACK
Eadwd el
4 22 41 i3

]

o\ 4

/., -
s "y . 9y
54878 = A8
EN . NE

MWHILL

Suppose, at the opening of the game White besins by playing
King s Pawn to King ¢ fourth squue (sce the article on Nota-
tion, p 16) Black may reply m the syme manncr with King’s
Pawn to hangs fourth square, and ncither Pawn can do
more than rcmun an obstruction to the onward march of the
other but of Black answer mstead with King s Bushop s Pawn
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to Bishop’s fourth, or asin the diagram, with Queen’s Pawn &
Queen’s fourth. then ‘White. if he choose, may take the adverse
Pawn from the board and place his own in its stead. To ex.
emplify another peculiarity of the Pawn, suppose ‘White in this
situation to prefer playing the Pawn on to King's fifth square
instead of takmg the Pawn, the following would be the

aspeet of the bomd :—

No 9.
Bl A h
7
o B =
= A ¢ & =
ad (4 (220284
/2 A 4
122 21 11t01
4
s //7////// ’ . »’ //;/ .,
4 77
Y ’
7, s
(e Yy a4 s
//////2 i 7 /2 4
, 93 7
’ 7
/ //// o 10 1884 , /// P Y
7
/ //% e
/; ///7//?/ ” . ////% //// /// V724
, % % /é
;
%
///// G S 2 4
A alatyt T A
7,
y Vo4 j 7 ; 7 {//}5/3};/2
7/’ 7/ %‘//Z ;/////// 4 /,v ) 2
" /s
BN OON
, x I3 ’IX,_’ —
WIHIL

If. now, Black choose to play King « Bishop's Pawn to King's
Bishop » fourth, White has the option of taking that Pawn (in
passing, as it is called), just as if Black, instead of playing it
{wo steps, had moved it to King's Bishop’s third square only;

White, in fact, mi ghtarrest it in its leap over the King’s Bishop's
thisd square, take it off the hoard,and station his King’s Pawn
on the said Bishop's third square, as in an ordinary case of
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capture  But if he omut to exercise this power at once, le 1
not allowed to do so after anothcr mese has boen made *

This privilege of the Pawn to tike m passing anotha
Pawn which attempts to advance two steps when first moved.
15 50 very mmperfeetly undcrstood by young practitioners, and
18 the ciwse of so much aro and msundarst inding among
them, thit ¢very one should compichend 1t thoroughly before
he begins to pliy a game 1 earnest

* The followmng instructive observations on the subject of the Pawn's
moving two stcps and lus power of tiking an adverse Piwn which
attempts o pass him, are extracted fiom Mnjor Jaemsch s * Analyse
Nouvelle 77 &«

“ To be ible properly to judge the question 1elative to the tihing of a
Pawn en passant, or passar baltagha ot the Italans we must recollect
that 2t the ongm of the game, the Pawns advanced but one square only,
and tins 15 shil the generid usage m the kst Beaides the natuie of the
Puwn ot Jf mdiates it It 15 evadent 1t was with the mtention of wug-
mentmg the vilue of this the weoikest but the most mteresting of the
chess firces and to wod by that mems + hingwd openng, that 1t was
permitted to maich two steps on the fist move when it was tacitly sup.
posed no enemy wis vet within reach Tt was subsequently percenved
that some Picce of the enomy my ht ctten commmd the squaie over which
the Pawn laaps and that to pamt this leap was 1» some st to vielay
the rights of that Pic «  but wheth r from cnerou d siegudot the Pawn,
or mn lulgence for s medness 1 was gena dly agreel to pamt at thas
heence  The aspect of things chinged when the question ¢une to be
discussed 1f thus viohition of the nights of the wttiching Prece conceded
to the Pawwn at s fitst mote, coull be cquily excrased 12 @ 2es of
uthar Pawn 1 other words o the passar batlaglia with v sud 1o s
Prcee could he tolertcd with respect to a Pawn of the wdversny whih
had ainved it his fifth squue  Upon this pomt the opmions of chess.
players wire dinided  the majonity of amateurs the gicat players of Span
and Portugal at than bewd  (Ibcra wos then the dasic land of chess),
decided thit the Piwn cculd not be pernitted 223 @ 728 of an equal, what
was toler 1ted as to a Plece  That the permission of passar batiagha as to
an attacking P.ece, could hve no other object thin to jive ammation to
the gunc m aiding the weakness of the Pawn  thit this object would not
only be unttnned, but thit a directly contr uy effect woula be produced
if the legitimate 1ghts of the Pawn advinced to its fifth square should be
vplated It 1s thus, at lost, that we expl in the motnes thit led the
players of the Iberian Pemnsula (aecording to the testmony of Ruy
Lopez), and litcr those of France Englind ana Geimmy, to establi h
the rule of tiuirg tle Pawns in passng, wiieh haghtcns powatully the
mnterest of the game, m giving dditional force to the Pawns, the ¢ soul
*f chess,’ as they are called by Pluhdor *  (Jacmsch o9l 1 p 34.)
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Cuarter I,

THE NOTATION ADOPTED TO DESCRIBE THR
MOVES OF THE MEN.

TaERE is no portion of an elementary work on Chess of sa
much importance to the learner, and none which requires
more resolute mastering than this.

The notation may be called the language of the game, and
a knowledge of it is absolutely indispensable to every oue
who is himself ambitious of excelling, or who is desirous of
appreciating the excellencies of other players. How many
theusands of amateurs are there who have never played a
single game or opening through from books in therr lives,
and who debar themselves from the primary source of enjoy-
ment. and indecd improvement, which chess affords, simply
because they will never be at the pains of acquiring the key to
studying printed games® Others, again, have contrived to
pick up sufficient acquaintance with some particular system
adopted by one writer. or in one eountry, to play over aprinted
game from that notation with tolerable accuracy, but cannot
be induced to devote the requisite time and attention for the
attainment of anv other. Now, as the method of deseribing
the movements of the chess-men differs materially in different
countries, your true chese-player will never be content till he
has acquired knowledge cnough of theee systems to decipher
all the most important, such as those of Germany, France, and
England, with facility. It is best to begin. however, with one
of these. and learn that accurately fivst.  Accordingly, we shall
here proceed to explain only the method adopted throughout
this country in deseribing the moves, &e., reserving a disserta-
tion upon the most popular systems in use abroad for another
part of the Treatise,

Having mar<halled the men in battle order, as shown in the
first diagram, you will observe that cach party has two ranks
of men, on the first of which stund the superior Pieces, and on
the next the cight Pawns. The eight squares which compose
the first rank are each distinguished by the name of the Piece
which occupics it when the men are first arranged. There are,
therefore, the King's square, the King’s Bishop’s square, King s
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Knight's square, and King’s Rook’s square, and in like manner,
the Queen’s square, Queen’s Bishop's square, Queen’s Knight's
and Queen’s Rook ¢ squares  The jfiles, that 1s, the row of
squares running from top to bottom of the board, are also
pamed by the Picces occupymg the first square n cach file
Thus cach of the superior officers has a file or row of eight
squares running fiom s end of the board to the corresponding
Piece of the enemy, and every one of these eight squares
takes its name fiom such offica  The following diagram will
serve to show the designation of the vaiious squares —

No. 10.

BIACK.
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1 «
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Here it is seen that White names every squaie on the board
in accordance with its relative position to one of his exght
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Picces, and that Black does the same. Hepce follows at
anomaly, Black's first squares are ‘White's ezyﬁﬂz, apd vied
versd. ~This irregularity is avoided by the notation which was
generally adopted in this country until lately. Thatwasfounder
upon the true principle of the chess-bo:u:d being divided intc
two parts, onc of which belonged to White and the other tc
Black. All beyond the four first squares of every file was the
territorv of the adversary.  Inmstead. therefore, of describing a
Picee as at * King's siath,” or * King's Rook’s seventh,” or
“ Queen’s sixth,” it was said to be at “adverse King's third,”
or “adverse King's Rook's sccond,” or *adverse Quecen’s
third,” &c. There can be no question that this was more
correet than the present mode, but it was thought less concise,
and has lutterly gone quite out of use both here and in France.

Before proceeding further, it will be desirable for the
student to familiarise himself with the respective moves of the
Picees, names of the squares, &c. A very little practice will
cnable him to do so, especially with the aid of any friend
acquainted with them. 1le should, in the first place, accus-
tom himself to the setting ap the men in order of battle ; after a
few repetitions of the process, and comparing their position with
the diagram on the second page, he will soon have no difficulty
whatever in arranging them correetly without referring to the
book. Tt will then be well to clear the board of all but a
single Picee, and practise with that until perfeet in its move-
ments ; another, and then another. may be added, until the
action of every one is as familiar as the alphabet.

Suppose. as a first exereise, vou begin by placing your
Qucen on her square (7. e., her first square), then play ber to
Q's 5th square, then (diagonally, observe) to Q. Rovok's 8th
square, then to King's Rook’s 8th square, then to Q. R's
square, and then home again to her square. It is proper to
mention that the directions for moving a Picee are not usually
printed in full, and that according to the modern abbrevia-
tions in the present and other chess-books, these several
instructions weuld be given thus :—

1. Q. to her sq.

2. Q. to her 5th.

3. Q. to her R’s 8th.
4. Q. to K. R’s Rth.
5. Q. to her R’s sq.

6. Q. to her sq.
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As a next exereise, put the Queen’s Bishop on his square,
heside the Queen, and play him as follows : —

1. Q. B. to K. R’ 6th,
2. Q. B, to K. B’s 8th,
3. Q. B. to Q. R’s 3rd.
4. Q. B, to s sq.

To these two Picces now add the Queen’s Knight, on Lis

own square, and play as follows :—

Kt. to Q's 2nd.

Kt. to K's 4th,

Kt. to K. B’s 6th,

Kt. to K’s 8th.
. to @ B's 7th.

Kt. to @ Kt.’s 5th.

Kt. to Q. B’s 3rd.

Kt. to lus sq.
By taking all the Picees in succession thus, you will speedily
obtain sufficient knowledge of their movements to commence
the opening of a game; but before attempting this, it is need-
ful for you to be acquainted with the technical terms in use
among chess-players, and the code of laws which governs the
game.

e
PPPOLLPP
R

Cuarrer III.

TECHNICAL TERMS IN USE AMONG CHESS
PLAYERS.

CASTLING.

ALTHOUGH, as a gencral rule, the move of the King is re-
stricted to one square at a time, he has the privilege, under
certain conditions, once in the game, of moving in conjunction
with cither of the Rooks two squares. This peculiar move-
ment is called Castling, and, in this country, it is performed
in the following manner :—1If a player wishes to castle on his
King’s side of the board, he moves the King to K Kt.’s sq.,

s
-~
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and then places the K's Rook on K. B's square. If he castle
on the Queen’s side, he plays his Ku}g to Q. B's 8q., and
Q's Rook to Qs sq. The obJect gf this compound move is
generally to place the royal Piece in safety, and at the sam¢
time bring the Rook from the corner square into better play.

The conditions under which a player is permitted to castle
are:=1st. The King must uot be in check. 2nd. The King
must not have moved.  3rd. The Rook must not have moved.
4th. The King must not pass over or on to any square attacked
by an enemy’s man. And 5th. There must be no Piece,
either of his own or the adversary’s, between the King and
the Rook. ] )

In exemplification of the importance of castliug, to escape
from an attack, and to retort one on the adversary, see, pre-
sently, the diagram No, 11,

CHECK AND CHECKMATE.

The King is said to be in check when he is attacked by any
Piece or Pawn, for it being a fundamental law of chess that
the King can never be taken, whenever any direct attack
upon him is made, he must be warned of his danger by the
ery of check, and the player is then compelled either to remove
his Kiug out of check, or parry the check by interposing a
man between the King and the attacking Picce, or capture
the checking man,

When he can do none of these three things, he is check-
mated. and the game won by the other side. (See diagram
No. 12, at the end of this Chapter.)  When the King is di-
rectly attacked by the Picce played, it is a simple check : but
when the Picce moved does not itself give check, but unmasks
another which docs, it is called a discorered check. (See dia-
gram No. 13.) The third specics of cheek is named the double
check, where the King is attacked both by tre Picce moved
and the one discovered. The fourth description is called per-
vetual check, a case which arises when a player has two or
more squares on which he can give check, and his opponent
can ouly parry one check by affording an opportunity for
another. If the first player then versists in the repetition of
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these particular checks, the game must be abandoned as
drawn, (See diagram No. 14.§a

DOUBLED PAWN.

When two Pawns of the same colour are on the same file
the front one is called a doubled Pawn.

DRAWN GAME.

When neither party can give checkmate, the game is
drawn. This may arise from several causes, as:—~-1st. Per-
vetual check. 2nd. Where there is not sufficient force to
effect a mate, as a King and a Knight only, or a King and
two Knights, &c., &c. 3rd. Where one party has force suffi-
cient, but is ignorant of the proper mode of applying it, and
thus fails to checkmate his helpless adversary within the fifty
moves preseribed by the 22nd law.  4th. Where both parties
persist in repeating the same move from fear of each other.
5th. Where both parties are left with the same foree at the
end, as a Queen against a Queen, a Rook against a Rook,
and the like, when, exeept in particular eases, the game should
be resigned as a drawn battle. And 6th. When one of the
Kings 1s stalemaled,

EN PRISE.

‘When a Picce or Pawn is in a situation to be taken by the
enemy, it is said to be en prise.  To put a Piece en prise, is to
play 1t so that it may be captured.

THE EXCHANGE.

‘When a player gains a Rook for a Bishop or a Knight, it is
termed winning the exchange.

FALSE MOVE.

Any illegal move, such as castung when the King has been
moved or is in check, moving a Rook diagonally, or a Bishop
like a Knight, is called a false or an * impossible” move.
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FOOL’S MATE.

This is the simplest of all chechmates, being accomplished
in two moves m the follow ng manner .—

WHIF BI ACK.

1. K Kt P to K. Kt's 4th. 1 K. P to K’s 4th.
2 K B P toK B’s4th 2 Q to K R’s 5th, check.
mate.

It cannot possibly be given by the first player.

FORCED MOVEL.

When a player has one only legal move at command, it 18
sud to be a_forced more

GAMBIT.

This word 15 derrved fiom an Italian phiase 1n wresthng,
and significs a movement by which the adversary 18 tnpped
up In chess, thns 15 attempted by the fust player putting
a Pawn en prise of the enemy carly i the game, by which he
1s enibled more rapidly and effictunlly to develope las supe
nior Preres There are several gambits, but the most impor
tant, and one which ineludes many others, 15 the King s gambt,
commenced as follows —

WHITR BLACK.
1. K. P toKs4th 1. K P to K’s ith
2, K. B. P. to B’s 4th 2. P.tikes K B P

The Pawn offered by the first piayer nere at his second
move is called the Gambit Pawn, and when taken by the ad-
versary the opcnng becomes a gambie.

The varieties of the gambits are often designated by the
names of tne piayers who invented or first bmougnt them imtc
vogue—as the Afuzwo gamoit, the Salvwo gambit, the Allgaier
gambit, the Lopez gambit; while others obtain their name
from the opening moves of the first player, as the Kings
Bishop’s gambit, which begins thus :——

WHITF, BLACXK.
1. K. P to K's 4th 1. K. P. to K’s 4th,
2. K. B P to B's 4th 2 P tskes P,
3. K. B to Q@ B’s4*h,
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ind 18 so called beeause the K's Bishop is plajed out at the
3rd move instcad of the K8 Knight

There 1s also the Queens gambit, of which the opening
moves a1e—

WHITE. BLACK.
1. Q P to Qs 4th. 1 Q@ P toQ’s 4th
2 Q B P to B’s 4th. 2. P takes P,

The gamnts are the most brilhant and ammatcd of all the
openings, full of hair-breadth scapes and pernlous vicissitudes,
but affording an imfimtude of beautitul and danng com.
bumations

“ GIUOCO PIANO,”

A solid and instiuctive modification of the King ¢ Knight's
game, 15 of all others the most gencially practised by the
leading playas  ‘The opening moves aie —

WHITF BIACK
1 P toKks ith 1 P tok’ssth
2 K Rt toBs%l 2 Q Kt to B~3rd
3 Kk B toQ B’s4th 3 K B toQ B'sdth

TO INTERPOSE

When the King 15 cheched o1 any valuable Pwcee in danger
fiom the atteck of an encmy, you are sawd to wnfer pose 2 man
when you play 1t between the attached and attaching Picce.

ISOLATED PAWN.

A Pawn which stands alone, without the support and pro-
tection of other Pawns, 18 texmed an 2solated Pawn

J’ADOUBE.

A Frerch expression, sigmiying ¢ I arrange.”” or * 1 re-
place,” which 15 used by a player when he touches & man
merely to adjust 1ts position on the board, without mtending
toplay it  (Sce the 7th law )
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MINOR PIECES.

The Bishop and Knight, in contradistinction to the Queen
and Rook, are called minor Pieces.

THE OPPOSITION.

An important manceuvre in playing the King, by which one
player is enabled to occupy certain key squares, and thus
compel the adverse King to abandon a favourable position.

PARTY.

From the French partie. Frequently used by modern writers
instead of the word * game.”

PASSED PAWN.

A Pawn is said to be a pas.ed one when the adversary has
10 Pawn to obstruct its march on the same file, or on either
of the next files to the right or left.

PION COIFFE, OR MARKED PAWN.

This is a description of odds but rarcly given, and only
when there is a vast disparity between the skill of the players.
It consists in one party placing a cap or ring on one of his
Pawns, and undertaking to checkmate his opponent with that
particular Pawn. He 1s not allowed to Queen the Pawn, and
if he loses it, or happens to checkmate his opponent with any
other man, he forfeits the game. The Pawn usually capped 1s
the King's Knight's, because it can be more readily and cffec-
tually surrounded by protecting Pieces.

TO QUEEN A PAWN, OR TO ADVANCE A PAWN TO QUEEN.

When a player has contrived to advance a Pawn to the
eighth or last square of the file, it agsumes the rank and power
of a Queen, or uny other Piece he chooses, and he is then said
to bave gueened his Pawn. (See the 21st law.)
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SCHOLAR’S MATE.

A checkmate occasionally given at the opeming of a gawe
by & practised player to one but httle tutored m the science.
The following are the moves —

WHITE BLACK
1 P toK's4th 1 P to K’s 4th
2 K B toQ B’s4th 2 K B to Q E’s 4th.
3 Q to K R’ 5th 3 Q P one
4 Q takes K B P, giving checkmate

SMOTHERLD MATE

A chcekmate which 15 sometimes given by the Kmght
when the advcrse hangas hemmed 1, or smothe cd, by his own
forces  (Sce diagram No 16)

STALEMATL

When one party has his King so encumstanced that, not
bang at the moment m check, he cannot play him without
going mnto check, and at the same time has no other Piece or
Pawn' to move nstcad he 1s said to be sialemated, and the
game 15 considared diawn (Sce duagram No 17)

TAKING A PAWN EN PASSANT, OR IN PASSING

It has bcen shown before, 1n speaking of the action of the
Pawn, that he 15 inmted m Iis march to one square forward
at a time, when not capturing, and one square forward
diagonally, either to the 11ght or left, when he takes an adver-
sary, but that he has the prvilege, on bemg first played m
the game, to advance two squaies, unless in so domng he pass
u square which 1s attacked by a hostile Pawn, 1 which case
the opponent may, at his option, permit him to make the two
steps forward, and there reman, or may capture hum in s
passage in the same way as if he had moved but one step.
(See diagram No. 9.)
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JHF OPTRATION OF “ CASTLING ~—(S¢ce page 13 )

No 11
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In this stution the white King 15 threatcned with what
©edled a diccovaed check  thar is, s opponent by re-
moving the Bishop would duscorer check from the Queen 1
Jrocecdmy, m the prescnt mstnce which would specdaly
mvolve the Joss of the gime to White Not bemg at the
momcnt 1 cheek however and hnving moved nerther King
nor Rook and there bumng no wmiertening Piece betwcen the

* The practice of castling 15 + European mnovation of compat atively
modern origin  In the orient ) nations, the birthpliwe of chess castling
13 unhnown nd the eirhiest 1uthors upon the Lame 1n Lurope Damiano
(1512) and Lopes (1561), have no aliusion to 1t but mention only the
*lep of the Kmng " a peculiar privilege derived from the Eactern game,
wiich permits the King, on Ius bemg first played, provided he has not
b nchecked 10 move and even make a capture like a Kn zht,
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Hing and his own Rook Wate 13 enabled to castle, giving
check to the advase hing at the same ture and win the
game easily, for Black has no squire to which he ¢ move
los hang without gomng mto chceh and 15 conscquently
obliged to mtaposc his Q@ at Kk Bs sceond oo k' B's thud
squite, 1n ather case bung chechmated m two more moves,
as you will soon be able to «ce

CHI CKMATI
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The 1bove posttion represents the appeu mee of the forces
on cach side towards the end of a4 gume, and will 1ssist to
explain the apphcation of two or thice of the technieal tams
described 1 the prcsent Chapter, as well as to (xhnbit the
Kmg in a situation of checkmate  You urcady undarstand
that the moves at chess are played by each paity alternatcly;
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in this ease it is White’s turn to play . and he will checkmate
his antagonist in two moves. Place the chess-men on your
board exactly in the order they stand m the diagram; having
done this, suppose yourself to be playing the White men, and
take the Black King's Pawn with your Queen, in the manner
before shown, 7. e., by taking the Pawn from the board and
stationing your Queen on the square it occupied. By this
act. you not only take his Pawn, but you attack his King,
ard must appnse him of his danger by calling * check.”
Ie has now two ways only of parrying this check. It is
clear he canno* move his King, because the only two squares
to which he could move without going into check arc occupied
by his own men; he is forced then either to take the Queen
with his K. B's Pawn, or to interpose the Bishop at King's
second square. If he take the Queen with his K. B's Pawn,
you must reply by playing your King's Bishop (which you
will know by the colour of the diagonal on which he travels)
to K. Kt's sixth square, erying * check.” Examine the
position attentively and yov will find that Black has no
square to which he can move his King, the only vacant one
being attacked by your Queen's Bishop, that he has nothing
wherewith to take the Bishop that has given check, and
neither Piece nor Pawn with which to interpose between it
and his King, and that, consequently, he is not only checked,
but chechinated. In like manner, if, at his first move, instead
of capturing your Queen, he interpose his Bishop at King's
second square, you immediately take the Bishop with your
Queen, who is protected by her Bishop, and say *check-
mate.”

DISCOVERED CHECK.

_This is a striking though simple instance of the power of a
discovered check.  Arrange your chess-men as in the diagram,
and you will find that if White has now to play, although he
is so much inferior to his opponent in force, he can win the
game m two moves. If indeed there werc no Rook on the
board, he would do so on the first move by playing his Rook
to Q. B's eighth square, discovering check with the Bishop;
Black would then be unable to interpose his Queen. because,
8o doing, he must leave his King attacked by the Rook,
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No. 13,
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and he would, consequently, be checkmated at once. In the
position under consideration, however, you must observe that
the Bishop is attacked by the Black Rook, and if White were to
play his Rook in the way just spoken of, Black could take
the Bishop with his Rook, and would ultimately win the
game. Under thesc circumstances, White must play his
Rook to K. Kt.’s sixth square, discovering check equally with
the Bishop, and at the same time preventing his caprure by
the Rook. As Black cannot remove his King, nothing re.
mains for him but to interpose the Queen at her Kt.'s second
square, whercupon White takes the Rook, giving checkmate,
since the Queen is already occupied in parrymng the Bishops
check, and the King is unable to stir.
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PCRPETUAL (HECK.
Ny 14
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Thus position s only 1 modification of the preeeding one, but
it will enable you to understand what 15 meant by perpetual
check as wddl a9 the most ddaborate arrangament of the men
woulddo  Plice the men onyour chess boud aceording to the
diagram, suppos¢ yourself to be pliving the white Preces and
that 1t 15 vour tuin to move  Your wdversary you will ob-
serie has the advintize in pont of force but tms 15 counter
balwnced by the wtution which enables you to draw the
gume  lodo thin you must et play vowr Queen to one of
the thice squurcs whae she will check the Ring, 2 e, to
Ledth Qs oth @ Q Bs 6th, 1t 15 mdifferent whach,
swy, thaefor, Q to Xs 4th (cheek)  Black has no option,
his King cannot nove, he must mterpose s Queen  If now
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you were to take the Queen you would lose the game, on
account of his two Pawns; but mstead of doing so, you play
the Queen to King's 8th sq., giving cheek.  The black Queen
must again interpose; you repeat the check at K's 4th, Black
can only parry it with his Queen, and you may persist in
giving the same two checks, ad @finitum.  In such cases, the
game is resigned as “ drawn by perpetual check.”

ANOTHER EXAMPLE OF PERPETUAL CHECK.
No. 15.
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In this instance, which is given by Mendheim, White is
much inferior to his opporent in numerical strength, but from
the peculiarity of the situation he is enabled to draw the
game. Endeavour to discover how this is accomphTh'od,
beginning by playing the Rook to K. B's 8th square, giving
cheek, &e.
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SVMIOTHERED MATE

No 16
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Tlus 15 a funiliwr example of smothered mate which you
will find can be cffected by no other Picce than the Knight
White s first move 15 Queen to her 5th square, checking
Black 13 obhgad to rctrcat s hung to the R« sq, because,
were he to play hum to us Bs «q the @ would checkmate
atonce Upon the hing 1¢tnmg Wlate gives cheek with his
Kt at K B+ 7th thus brmmgs the hing back agam to Kmght <
sq , and affords to Whatc an opportumty of giving double check,
which he dots by moving the kmght to K Rook s 6th, cheek-
mng with both Q and hmght, as bcfore the Kmg must go to
Rook s oq , and now follows a beautiful move=—White plays
s Queen down to A A¢ s 8tk (neat square to the Black
King), giving check, the King cannot take on account of the
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Knight; he is compelled, therefore, to capture with his Rook,
and the Knight then gives the smothered mate at K. B's 7th
square.

STALEMATE.

No. 17,
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Here you observe that White has the great advantage of a
Queen against a Rook; bat with all this, :md the move tuboot,
1t is impossible for him to do more than draw the game. It
1s evident that he cannot move his Queen from the front of
his King on account of exposing him to check with the Rook.
If he move his King, Black takes the Queen. and the game is
drawn.  And lastly, if 1e take the Rook with his Queen. ke
places the adverse King ‘n the position hefore desertbed of
statemale,
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(CHAPTER IV.

ON THE RELATIVE VALUE OF THE CHESS
FORCES.

AN attempt to cstablish a scale of powers whereby the rele.
tive values of the several men could be estimated with mathe-
matical exactitude, although it has frequently engaged the
uttention of scientific minds, appears to be an gxpenditure of
ingenuity and rescarch upon an unattainable object. So ever
varying, so much dependent on the mutations of posifion
which every move occasions, and on the augmented power
which it acquires when combined with other forees, is the
proportionate worth of this with that particular man, that it
would seem to be beyond the reach of computation to devise
a formula by which it can be reckoned with precision. But
stilt ar approximation to correctness has been made, and the
result arrived at gives the following as the ultimate respee-
tive values :—

Pawn = 1.00
Knight = 3.05
Bishop = 3.50
Rook — 3.48
Queen = 9.94

The King, from the nature of the game, which does not
admit of his being exchanged or captured, is invaluable, and
he is not, therefore, included in the calculations

The Pawn, it is seen, is the least valuable of all the men,
the Knight being worth at least three Pawns.

The Bishops and Knights are practically considered of equal
value, although there is a difference in the estimate here
given.

A Rook is of the value of five Pawns and a fraction, and
may be exchanged for a minor Piece and two Pawns. Two
Rooks may be exchanged for three minor Pieces.

The Queen is usually reckoned equal, in average situations,
to two Rooks and a Pawn, but towards the end of a game she
is hardly so valuable as two Rooks.

These comparative values may be of service to the student
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in general cases of exchanging men, but he will find in prac-
tice the relative worth of his soldiers is modified by so many
circumstances of time, opportunity, and position, that nothing
but experience can ever teach him to determine accurately in
every case * which to give up and which to keep.”

CHAPTER V.
THE LLAWS OF THE GAME.

TrE following Laws, with some trifling variations, have beer
in gencral use for the last fifty years. They have recently
been revised by a committee of the London Chess Club, estab-
lished in 1807; and are now universally adopted by all the
chess clubs of Great Britain.

L

The chess-board must be so placed that each player has
a white corner square nearest his right-hand. If the board
have been improperly placed, it must be adjusted, provided
four moves on cach side have not been played, but not after-
wards.

II.

If a Picce or Pawn be misplaced at the beginning of the
game, cither player may insist upon the mistake being
rectified, if he discover it before playing his fourth move, but
not afterwards.

III.

Should a player, at the commencement of the game, omit
to place all his men on the board, he may correct the
omission before playing his fourth move, but not afterwards.

Iv.

If a player, undertaking to give the odds of a Piecc or
Pawn, neglect to remove it from the board, his advercary, after
four moves have heen played on each side, has the choice of
proceeding with or recommencing the game

D2
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Y.

When no odds are given, the players must take the first
move of cach game alternately, drawing lots to determine
who shall begin the first game.  If a game be drawn, the
player who began it has the first move .or the following
one.

VI

The player who gives the odds has the right of moving
first in cach pame, unless otherwise agreed. Whenever a
Pawn is given, it is understood to be always the King's
Bishop's Pawn.

VIIL

A Piece or Pawn touched must be played, unless at the

moment of touching it the playver say ** J adoube,” or words

to that effect : bud if @ Puce or Pawn be displaced or overturned
by accident, it muy be restorew to ils place.

VIIL.

While a player holds the Picee or Pawn he has touched,
he may plav it to any other than the square he took it from;
but, having quitted it, he cannot reeall the move.

IX.

Should a player take one of his ndversary’s Pieces or Pawns,
without sayving “J adowbe,” or words to that effeet, his
adversary may compel him to take it; but if it cannot he
legally taken, he may oblige him to move the King; should
his King, however. be so posted that he caunot be legally
moved, no penalty can be inflieted.

Should a player move one of his adversary's men, hi
antagonist has the optior of compelling him—1st, to replace
the Piece or Pawn and move his King ; 2nd, to replace the
Picee or Pawn and take it; 3rd. to let the Picee or Pawn
remain on the square to which it had heen played, as if the
move were correct,
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XL

If a player take one of his adversary’s men with one of his
own that cannot take it without making a false move, his anta-
gonist has the option of compelling him to take it witha Piece
or Pawn that ean legally take it, or to move his own Piece
or Pawn which he touched.

XTI,
Should a player take one of his own men with another,
his adversary has the option of obliging him to move either.

XIIL

If a player make a false move, 7. e., play a Picce or Pawn
to any square to which it cannot legally be moved, hie
adversary has the choiee of three penalties ; viz., 1st, of com.
pelling him to let the Piece or Pawn remain on the square
to which he played it; 2nd, to move correetly to another
squarc; 3rd, to replace the Piece or Pawn and move his
King.

X1v.
Should a player meve out of his turn, his adversary may

choose whether both moves shall remain, or the second be
retracted.

XV,

When a Pawn is first moved in a game, it may be played
one or two squares ; but in the latter case the opponent has
the privilege of taking it en passant with any Pawn which
could have taken it had it heen played one square only. A
Pawn cannot be taken en passant by a Piece.

XVI.
A player cannot ecastle in the following cases 1=

1. If the King or ook have been moved.

2. If the King be in check.

3. If there be any Picee between the King and Rook.

4. Tf the King pass over any square attacked by one of the
adversary’s Pieces or Pawns.
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Should a player castle in any of the above cascs, his adver-
sary has the choice of three penalties; viz., 1st, of insisting
that the move remain; 2nd, of compelling him to move the
King; 3rd, of compelling him to move the Rook.

XVIIL

If a player touch a Piece or Pawn that cannot be moved
without leaving the King in check, he must replace the Picce
or Pawn and move his King; but if the King cannot be
moved, no pennlty can be inflicted.

XVIIL

If a player attack the adverse King without saying
“ Cheek,” his adversary is not obliged to attend to it; but if
the former, in playing his next move, were to say * Check,”
each player must retract his last move, and he that is under
check must obviate it

XIX.

If the King has been in check for several moves, and it
cannot be ascertained how it occurred, the player whose
King is in check must retract his last move and free his
King from the check; but if the moves made subsequent to
the check be known, they must be retracted.

XX.

Should a player say “ Check,” without giving it, and his
adversary, in consequence, move his King, or touch a Piece
or Pawn to interpose, he may retract such move, provided
his adversary have not completed his last move.

XXI.

Every Pawn which has reached the cighth or last square
on the chess-board, must be immediately exchanged for a
Queen or any other Piece the player may think fit, even
though all the Pieces remain on the board. It follows, there-

fure, thaii he may have two or more Queens, three or more
Rooks, Bishops, or Knights,
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XXII.

If a play remain, at the end of the game, with a Rook
and Bishop against a Rook; with both Bishops only; with
Knight «nd Bishop only, &ec., he must checkmute his adver-
sary in fifty moves on ecach side at most, or the game will
be considered as drawn; the fifty moves commence from
the time the adversary gives notice that he will count
them. The law holds good for all other checkmates of Pieces
inly,&sucl. as Queen, or Rook only, Queen against a Rook,

c., &e,

XXIIL

If a player agree to chechmate with a particular Piece or
Pawn, or on a particular square, or engage to force his adver-
sary to stalemate or checkmate him, he is not restricted to
any number of moves.

XXTIV.

A stalemate is a drawn game.

XXV,

If a player make a false move, castle improperly, &e., &e.,
the adversary must take notice of such irregularity before he
touches a Picee or Pawn, or he will not be allowed to inflict
any penalty.

XXVI.

Should any question arise, respeeting which there is no
law, or in case of a dispute respecting any law, the players
must refer the point to the most shilful disinterested bystan-
ders, and their decision must be considered as conclusive.

I cannot permit the present opportunity to pass without expressing
a hope that the time is not far distant when the advancing intelligence of
chess-players will prompt their leading authorities in Europe to unite for
the purpose of abolishing the several crude collections of ambiguities
which are now received as the * Laws of Chess,”” and to establish m their
stead one general and comprehensive code of regulations, in the mterpre-
tation of which there shall be neither doubt nor difficulty, and which shall
be worthy of the period and of a gaxne which aspires almost to the dignity
of science. |
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Cuarrer VL
GENERAL RULES AND OBSERVATIONS

CONCERNING THE KING,

Tt 15 mostly advisable to eastle the King pretty carty in
the zame. and to do so on the King's side, because he ix less
subjeet to an attack, and better able to repel one en that side
than the other—enevertheless, 1t frequently happens, that a
player by eastling on the Queen’s side, is enabled to make a
formidable nesault on the adverse King, by throwing forward
his King's thinh Pawns. When the Queens are exchanged
off carly in the game, it is often well to move the King to
K. B's 2nd ~quare, and in that way bring the Rooks into play,
wstead of castling, beeanse there is then less danger to the
King, and he may become a valuable auailiary during the
remainder of the fight.  In castling, move the King before
you touch the Rook.

Be fearful. when eastled on the King's side, of permitting
an adverse Knight fo gain sufe possession of yowr King's
Bishop's 4th square, and remember that it is seldom prudent
i an inexpericneed player to advance the Pawns on the side
his King has castled.

Be cautious of plaving vour Queen in front of your King.
Never rubjeet youreelf ton discovered check, 1t is better when
check is viven to your King to interpose a man that attacks
the cheeiing Picee than with one that does not.  Beware of
ghving useless cheeks to vour adversary’s King, but when,
by cheeking, you can oblige him to move, *and thus deprive
hau of the right to castle, it is generally good play to do so.
1t is sometimes useful to give a sevies of checks, and even
sacrifice a Piece, to foree the King into the middle of the
board, where he may be subjected to the attacks of your other
men.

Do notin all eases take an enemy's Pawn which stands before
vour King—it may serve sometimes as a protection to him ;
and bear in mind that towards the termination of a game,
especially when the saperior Picces have been taken off the
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field, the King should be made to compensate for his previous
imaetivity, by being busily engaged.  The fate of the game is
then d(*pond(-ut fm the most part on the skill displayed in the
management of the King.

CONCERNING THE QUEEN.

The Queen is so powerful and important a Picee at chess
that she should rarely be employed to defend or attack any
point if you ean do it as well with a subordinate.

It is not good to play the Queen out into the game at the
beginning, beeause she can he attacked by inferior Pieces, and
is compcllcd to retive with the loss of many moves.

Be careful, too, when about to capture a distant Pawn or
Picee, that you do not remove your Queen too far from the
immediate point of action. A elever player will often permit
you to win a Pawn with the Queen, that he may prevent her
returning in time to rescue your King from his attack. The
power of the Queen is wonderfully greater when she is aided
and protected by other Pieces than when she goes forth unsup-
ported ; it s generally injudictoas, therefore, to make an attack
with her unless in combination with some other of your forces.

CONCERNING TIHIE ROOK.

The Rook is a most important officer, yet few players ever
among the best avail themselves sufficiently of his power.
He bas seldom much seope for action in the carly part of the
engagement, Imt when the field is thinned no time should be
lost in bringing him into action.  You should then endeavour
to double your Rooks, that is, to place them one hefore the
other on the same file: in this situation, mutually sustaining
onc another, their potency on a clear field is equal to the
Queen’s.

t is usually good play to get command of an open file, that
is to say, a file which 1s occupied by no other mar, by stationing
a Rook at onc end of it. When you have thus gained
possession of the file, should your opponent try to dispossess
you of it, by playing one of lis Rooks on the same file. it is
frequently Letter to defend with your other Rook than to take
his or remove vour own. You will often embarass your ad-
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versary, too, if you can manage to post a Rook on his second
rank, say at your King's 7th or Queen’s 7th square. In thw
position he generaliv makes an attack on the Pawns unmoved,
and compels the enemy 1o lose time in defending them, while
vou can bring more forces into action.

One of the strongest reasons for playing out your Picces
early in the battle, is, that while at home they are not only
themselves inactive, but they utterly retard the movements of
your Rooks. In an unskilfully developed game it is a common
oceurrence to sce the vietory won befere the defeated player's
Rooks have ever moved.

CONCERNING THE BISHOP.

‘When the game is opened by each party with King’s Pawn
to King's 4th square, the King's Bishop is somewhat superior
to the Queen’s, because it can be sooner brought into play, and
may be made to bear immediately on the King's weak point,
his Bishop's Pawn. It is desirable therefore generally to ex-
change your Queen's Bishop or Queen's Knight for the ad-
versary's King's Bishop. The King's Bishop should rarely or
never be pluyed to the Queen’s 3rd square before the Queen’s
Pawn is moved. 1lis DLest position, as we have remarked
above, 1s to Queen’s Bishop’s 4th square, where he attacks
the opponent’s King's Bishop's Pawn. If your antagonist
then challenges an exchange of Bishops by moving his Queen’s
Bishop to King's 8rd square, it is not always prudent to
nccept it, because although you may double the Pawns on his
King’s file, you at the same time afford him an open range for
his King's Rook when ne has eastled.  The best pluay in such
% case is, therefore, to retreat your King's Bishop to Queen's
Knight's 3rd square.

Be careful, as a general rule, in an open game, not to move
your Queen’s Pawn one square b fore you bring out the King’s
Bishop, as by so doing vou leave him but the Aing’s 2nd
square on which to move, and there his position is defensive
rather than attacking.

If strong in Pawns towards the conclusion of the game, en-
deavour to get rid of the enemy’s Bishops, becausc they can

impede the march of your Pawns more readily than either the
Looks or Knights
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When the other men are exchanged off, and you remain
with a Bishop and twe or three Pawns, it is often proper to
keep your Pawns on squares of a different colour to those on
which your Bishup travels, as he can then prevent the opposing
King from approaching them. If, however, you have the
worst of the game, it is mostly better then to keep them on the
rame colour as the Bishop, that he may defend them.

Supposing you have Pawns only at the end of a game, and
the adversary has a Bishop, it is gencrally advisable to move
the Pawns as soon as possible to squarces of a different colour
to the diagonals he moves on.

Do not indiseriminately exchange your Bishops for Knights,
or vice versd. Two Bishops at the finish of a game are stronger
than two Knights, and one Knight generally more uscful than
a single Bishop.

CONCERNING THE KNIGHT.

The Knight is at once the most striking and most heautifus
of all the Pieces. 'The singularity of its evolutions, by which
it is enabled to overleap the other men and wind its way into
the penetralia of the adverse ranks, and if attacked leap back
again within the boundary of its own, has rendered it the
favourite Picee of leading players in every country.

The assault of the Knight is more subtle and dangerous
than that of any other Dicce, because he attacks without
putting himself en prise, and his attack ean never be resisted
by the interposition of another man.

At the commencement of a game, the best place for the
King's Knight is at A, B's 3rd sq.; it there attacks your
adversary’s K's Pawn, if it has been moved two squares, and
offers no impediment to the playing out your King's Bishop,
and prevents the adversary from placing his Queen on your
King Rook’s 4th sq., where she would often be a source of
restraint and danger to your King, Many persons prefer
playing the K. Kt. to A”s 2nd at the second move, from the
mistaken notion that the K. B's P. should be moved before
the Knight is played to Bishop's 8rd; this is an crror, and
generally leads to a very bad game. .

When you have brought out your Q. At. te Ds 8rd, it
is frequently advieable, at a proper opportunity, to get him
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round by K's 2nd sq. to the AL Kt’s 3rd, where he cxercises
a very important influence, by threatening, whencver the
square is left unguarded, to post himself on A, B's 5th.

A Knight with three or four Pawns, at the end of a game,
has an advantage over a Bishop with an equal number of
Pawns, beeause he ean leap from white to black, and thus
attack the Pawns on either coloured squares, whercas the
Bishop can attack them only when they move on squares of
the colour of his diagonals.  In similar circumstances, how-
ever, he is not so useful in defending as a Bishop or a Rook,
since 1f forced to remove he ecases to defend, while the Rook
or Bishop may retreat and still protect

CONCERNING THE PAWNS,

Struck by the scope and power of the higher Picces. youny
players commonly overlook the howmely Pawns, or deem them
seareely worthy of regard, and arc wmazed to learn that the
combinations of these simple clements are among the mest
refined and arduous studies of the science. Yet such is the
fact, and without a thorough comprehension of their quiet but
remarkable predominance in almost every circumstance of the
game, it is impossible for any one to attain a high degree of
excellence.

It is generally advantageous for your Pawns to occupy the
middie of the hoard, because when there they greatly retard
the movements of the opposing forces. The King's Pawn
and Queen's Pawn, at their fourth squares, are well posted,
but it is net easy to maintain them in that position, and if
you are driven to advanee one of them, the power of both is
much diminished. It is well, therefore, not to be too eager
to establish two Pawns abreast in the centre until you are
fully able to sustain them there.

When you have two Pawns abreast, the King and Queen’s,
for instance, at their foarth squares, should the adversary
attack one of them with a Pawn, it is oceasionally better to
advance the Pawn that is attacked another step, than to take
the Pawn,

The Pawns, however, should scldom be far advanced, uniess
they can be properly sustained by the Pieces. Pawns at their
fourth squares are thercfore mostly more powerful than st
their six.h
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The King's Bishop's Pawn having no support but that of
the King, is usually the point to which the first attack is
directed, and more than ordinary eare should be taken 10
preserve it. It is rarely good play to move the King's
Bishop's Pawn to Bishop's 3rd e aly in the game.

As a general rule, it is not advisable to move King's
Knight's Pawn or Queen’s Knight's Pawn carly in the game,
The former played to K. Kt.'s 8rd square will often allow
your adversary to play his Queen’s Bishop to your King's
Rook's 3rd square, a dangerous move when you have castled
on King's side.

After castling, it is generally proper not to move the Knight's
Pawn that is before your King. until you are obliged.

In a diagonal line of Pawns you should endeavour to pre-
serve the l’wm at the head of them.  Pawns, when united,
have great strength ; but when separated, their power is
sensibl_v lessened.

A passed Pawn is most.y servieeable when supported by
another Pawn.

A doubled Pawn is not in all ecaves a disadvantage, espe.
cially if it is united with other Pawns. The worst kind of
doubled Pawn is one on a Rook's file ; while the most advan-
tageous 1s the King's Bishop's Pawn ‘doubled on the King's
file, because it strengthens your middle Pawns and opens a
file for your King's Rook.

The Pawn being less important than a Picee, it is usnally
better to defend with it than with a Piece. For the same,rea-
son it is likewise better to proteet a Pawn with a Pawn
than with a Picce.  No Piece can interpose between the attack
of a Pawn, it can therefore frequently check the King with
great advantage.

Be eautious generally of advancing the Pawns far on either
side, till you sec on which your opponent castles : and re-
member, when approaching the end of a game, where you
have Pawns, or even a Pawn, against @ minor Picee, that you
may win, but that your oppounent, except in very rare cases,

annot, and that two Pawns in any situation can profect
themselres agaimst the adverse King.

We shall conclude the present (']mptor with an attempt to
define mathematically the action and powers of the chess.
men, taken from *The Chess-Player's Chromicle,” vol it
p- 383.
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MATHEMATICAL DEFINITIONS OF THE MOVES AND
POWERS OF THE CHESS.MEN.

‘The moves and attacking powers of the seversl Pieces are determinod
by liue, direction, and hmt.

The lines of movement and attack on the chess-board are threefold,
viz.:—

1. The sides of squares.

2. The diagonals of squnares.

3. The diagonals of parallelograms of six squares, ¢. e., 3 by 2,

The directions of movement and attack are fourfold—forward, back.
ward, lateral, and diagonal.

The limits of movement and attack are threefold t—

1. When confined to adjacent squares,

2. Extending over the whole board.

3. Confined to the oppesite squares of parallelograms, 3 by 2,

The lines of movement and attack are comeident for all the Piecos
except the Pawns, whose ine of motion is one square forward along the
mde, and their line of attack one square fornard diagonally.

The Kine’s hine of motion and attack is one square in every direction,
forward and Lackward, lateral and diagonal,

The Quern’s line of motion and attack are all along both the sides and
the diagonals of «quares in every direction, to the extremity of the board :
thus combining those of the Rook and Bishop.

The Rook’s hne of motion and attack is along the sides of squares in
every dircction, to the extremity of the board.

The Disuor’s line of motion and attack is along the diagonals of
squares in every direction, to the extremity of the board.

The Knigut's line of motion and attack is along the diagonals of
parallelograms, 3 by 2, in every direction, to the opposite square.

Cuarren VIL

MAXIMS AND ADVICE FOR AN INEXPERIENCED
PLAYER,

Tagzre is nothing that will improve you so much as playmg
with good players; never refuse, therefore, when any one
offers you odds, to accept them : you cannot expect a pro-
ficient to feel much interest in playing with you upon even
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terms, and as you are sure to derive both amusenient and
instruction from him, it is but fair that he should name the
conditions. It will soon happen that you yourself will be
able to give odds to many amateurs whom you mect; when
this is the cuse, avoid, if possible, playing them even, or yon
are likely to acquire an indolent, neglectful habit of play,
which it will be very difficult to throw off. When you
eannot induce such players to accept odds, propose to play
for a small stake; and they will soon be glad to take all the
advantages you can offer. Be always careful, before begin-
ning a game, that the men on both sides are properly
arranged.

Never permit your hand to hover over the board, or indeed
to approach it, until you have completely made up your mind
what Picce to move ; a contrary habit begets a feeling of
indecision that is fatal to success.  Play invariably according
to the laws of the game, neither taking back a move your-
self, nor allowing your opponent to reeall one. Do not
exhibit impaticnce when your adversary is long in making
his move. Ilis slowness is a tacit compliment to your
skill, and enables you to play with proportionate quick-
ness, beeause while he is meditating on his next step you
can take advantage of the time to consider what shall be your
rejoinder ; besides, it is absolutely necessary for every one
desirous of excelling at chess to play slowly. Mr. Lewis
aptly remarks, “Itis no doubt desirable to play well and
quickly, but T scarcely ever kuew a very good player who was
not also a slow one ; and indeed, how can it well be other-
wise? A fine player examines occasionally from five to
twenty or more moves on cach side: can this be donein a
moment? It is casy cnough to play quick against inferior
play; but against equal and very good play one cannot play
quick without losing.”

Learn to play indiffcrently either with the white or black
men. Do not play too many games at a sitting—and never
suffer the loss of a game to occasion you much disquictude.
Think of how many thousand games a Philidor must have
lost before he attained his highest excellence ; besides, the loss
of one well-fought game with a fine practitioner will do mare
towards your improvement than the gain of ten light
skirmishes with weaker players than yourself. Endeavour to



48 CHESS-PLAYER'S HANDROOX.

play all your Pieces equally well. Many young players have
a predileetion for a particular Picee, as the Knight or the
Queen, and lose both time and position in trying to prevent
exchanges of their favourite.  In opening your gume, »ndea-
vour 1o bring your superior officers into action speedily, but
avoid all premature attacks.  Take care not to play a Piece
to a squarc where it impedes the action of another, and
beware of venturing an wunsupported Picoe in the adversary’s
game.

If subjected to a violent attack, you may often disconcert
your opponent hy compelling the exchange of two or three
Pieces.  When, however, you are about to exchange officers,
you must calenlate not only their ordinary value, but their
peculiar worth in the situation in question : for example, a
Rook is generally more valuable than a Knight or a Bishop;
but it will happen, that by exchanging a Rook for one of
the latter you may greatly improve your game.

It is mostly good play to exchange the Pieces off when you
are superior in power, o that when you have the odds of a
Picce given to you by a finished player, von should endeavour
to exchange as often as you can consistently with safety.

When an exchange of two or more Picces appears inevitable,
look closely to see whether it is better for you to take first or
to compel your opponent to do so.  When one of the enemy
is completely in your power, do not be teo eager to make the
eapture—there may perhaps be a move of importance which
you can make before yvou take him.  Beware also of snatenmg
hastily a proffered man, it may be only given as a bait to catck
& more important advantage from you.

If at the end of a game you remain with Pawns against a
Knight and find it diffieult to evade his repeated cheeks, re-
collect that by placing your King on the same dingonal as the
Knight, with but one intervening square between them, that
you cannot again be cheehed under three moves.

When you have Tost a game which has cost you great atten.
tien, it is agood practice to play it over afterwards in private,
and endeavour to discover where the error occurred through
which your oppenent guined his first advantage.  This custom
will improve both your memory and your play.

Compering small things with great ones, never forget that in
chess, as in modern warfare, one of tle most important
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stratagems is the art of gaining #/me upon the enemy. In this
respeet, as indeed in many otl »rs, the broad principles which
are laid down by the highest mi itary authorities as the basis of
operations in a campaugn are applicable to the management
of your forces on the chess field.  ¥rom the Traité de Grand
Tactique of General Jomini, we gather that the art of war, as
exemplified by Buonaparte, consisted in the proper application
of three combinations—first, the art of disposing the lines of
operation in the most advantageous manner; secondly, in a
skilful concentration of the forces with the greatest possible
rapidity upon the most importar* point of the enemy’s line of
operations : and thirdly, that . combining the simultancous
employment of this accumulate¢  ree upon the position against
which it is directed. No plar  of great skill can fail to see
that we have here the key to the oasis of offensive movements
in the battle of chess.  Nor, to earry en the parallel, are the
principles which direct defensive operations on the grander
field m any degree less eapable of application. “It is an
acknowledged prineiple,” says another able writer on the sub-
ject, “that the base of a plan of attack should form the best
possible line of defence 5 and this fundamental rule cannot be
violated with impunity, since nothing is more embarrassing
than a sudden transition from offensive to defensive operations,
when false measures or an unfortunate turn of affairs may have
overset the plans of an assault.”

With cvery allowance for the amazing disparity in the im-
portance of the individuals and the magnitude of the objeets at
stake, there is an analogy observable, too, in the abilities requi-
site for the command of armies and the perfectly first-rate
mancuvring of the mimie warriors of the chess-board.  The
commander of an army must possess not less a profound
acquair ance with the general prineiples which regunlate the
conduct f a long and tedious campaign, than with those that
are calllw into requisition in actual conflict. 1le must be
able equally to arrange the plan of preliminary operations—to
act at once and with decision in cases of the most pressing
emcrgency, and on the occwrrence of the most unforeseen
events—to judge of the impartance of a position and of the
strength of an intrenchment—to discover from the slightest
indicatior s the designs of the enemy, while his own are im-
penetrable-—and at the same time to preside with unshaken
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self-possessicn over the tumult of the battle-field, and the
raging fury of an assault. The qualifications of a really
fimished chess-player, however less in degree, are somewhat
similar in kind. To a perfect mastery of the difficult art of
sclecting and occupying, with the utmost rapidity, a “ good
position,” he must add a thorough knowledge of all the com-
plicated varictics of stratagems and snares which he is called
upon alternately to invent and to defcat. Ile must, in short,
to some extent, display the same energies on the smaller seale
which are so indispensable on the grander onc.

Marshal Saxe, a great general, (sud an enthusiastic lover
of chess by the way) in his summary of the attributes required
in a commander-in-chief, gives him genius, and courage, and
health., The first of these qualitics is unquestionably called
for in the highest order of chess skill; and if by courage is
implied, not so much mere physical bravery as entire self-pos-
session, promptitude of decision, and undaunted perseverance;
and by hcalth is meant the preservation of a sound 1ind, to
which & sound body is so important an adjunct, then indeed
both courage and health will be found to exercise a powerful
influence upon the success of the chess-player, as well as upon
the fortunes of a Marlborough or a Wellington.

These comparisons might be extended to more minute par-
ticulars, but the general analogy observable may suffice to
show you that great mental activity is called into requisition,
and much attention and perseverance arc necessary for the
attainment of the highest execllence, even in the strategy of
chess-playing.

Cuarrer VIII.

ON THE SEVERAL OPENINGS OR BEGINNINGS OF
GAMES.

Berore procecding to the consideration of the various methods
of commencing the game, it is advisable for you to recur to the
preceding Chapters, which treat of the arrangement of the
men-—the moves of the men—their relative powers—the
technical terms in use among players—and the laws of the
game, When you have familiarized yoursclf with these, it
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will be time for you to direct your attention to that most im-
portant feature in the game of chess——the art of opening the
game.

There are scveral modes of beginning the game, but the
following arc the principal :—

1st. Kach player begins by moving lus King's Pawn fc
King's 4th square, and the first player then moves King's Kniglu
to Aing's Bishop's 3rd square.  This is called the Aing's
Enight's opening.

2nd. Xach player commences by moving his Amg's Pawn
to Wing's 4th square, and then he who has the first move plays
Kong's Bishop to Queen’s Bishop's 4th square.  This is known
as the Aeng's Bishop’s opening.

3rd. Xach player opens with Atng's Pawn to King's 4¢h square,
and the first plays Queen’s Bishop's Pawn to Bishop’s 3rd square
This is termed the Queen's Bishop’s Pawn’s opening.

4th. Each player begins with Kong's Paen fo King's 4th
square, and the first follows with King's Bishop's Paun to
Bishop’s 4th square. This is called the King's gambit,

Of these four openings on the Hing's side there are many
modifications, of which cach has its appropriate appellation;
there are also several openings began on the Queen’s side, all
of which will be duly treated of in the following pages : but
the four above-named are those most generally pruetiscd,
and with them you should be thoroughly conversant before
advancing further.

Crarror 1X.
PRELIMINARY GAME.

PruraraTORY to the investigation of the scveral openings
treated of in the following Chapters, it may not be uninstructive
to give a short game which shall exhibit the application of
some technical phrases in use at chess, and at the same time
show a few of the most prominent crrors into which an inex-
perieneed player is likely to fall.

In this game, as in all the analyses which follow, the reader
will be supposed to play the White Pieces and to have the first
move, although, as it has been before remarked, itis advisable

EZ2
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for you to accustom yourself to play with either Black or
White, for which purpose it is well to practise the attack, firs$
with the White and then with the Black Picccs.
WHITE. BLACK.
1. K's P. to K’s 4th.* 1. K’s P. to K's 4th.
‘When the men are first arranged in battle order, it is seen

that the only Picces which have the power of moving are the
Knights, and that to liberate the others it is indispensably
necessary to move a Pawn. Now, as the King’s Pawn, on
being moved, gives freedom both to the Queen and to the
King's Bishop, it is more frequently played at the beginning
of the game than any other. You will remember, in speuking
of the Pawns it was shown that on certain conditions they
have the privilege of going cither one or two steps when they
are first moved.

2. K’s B.to Q. B’s 4th. 2. K’s B. to Q. B’s 4th.

Thus far the game illustrative of the Aing’s Bishop’s opening
is correctly began.  Each party plays his King’s Bishop thus,
because it attacks the most vulnerable point of the adverse
position, viz., the King's Bishop's Pawn.,

3. Q. B’s Pawn to B’s 3rd. 3. Q’s Knight to B’s3rd.
In playing this Pawn your objeet is afterwards to play
Queen's Pawn to Queen's 4th square, and thus establish
your Pawns in the centre; but Black foresees the intention
and thinks to prevent its exccution by bringing another
Piece to beur upon the square.

4. Q’s Pawn to Q’s 4th. 4. Pawn takes Q’s Pawn.

5. Q. B’s Pawn takes Pawn, 5. K’s B. takes Pawn.
Here you have played without due consideration. Black’s
third move of Queen's Knight to Bishop's 3rd square was a
bad one, and afforded you an opportunity of gaining a striking
advantage, but omitting this, you have enabled him to gain a

* This is a slight departure from the notation coramonly adopted by
modern chess authors in England, who describe the moves of the Pawns
by the number of steps they make, as King’s Pawn tuwo squares, Queen’s
Bishop’s Pawn one sguare; a method, however, which is found em-
harvassing in toe case of two Pawns on the same file. The present mode
is not hable to this objection, and appears to be equally expressive and mora
consistent and uwniform with the description of the movements of the
Pieces.
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valuable Pawn for nothing. Observe, now, your reply to his
third move was good enough, (4. Queen’s Pawn to Queen’s
4th square), but when he took your Pawn with his, instead of
taking again, you ought to have taken his Aing's Bishop's
Pmwn with your Bishop, giving check: the game would then
most probably have gone on thus:—

S. K’s B. takes K. B's Pawn (ch.) 5. K. takes Bishop.

6. Queen to K. R's 5th (check). 6. K. to his B’s equare.

7. Queen takes K’s Bishop (check).

In this variation, you see Black has lost his King's Bishop's
Pawn, and what is worse, has lost his privilege of castling, by
being forced to move his King ; and although for a moment he
had gained a Bishop for a Pawn, it was quite clear that he
must lose a Bishop in return by the check of the adverse Queen
at King’s Rook's 5th square. It is true that he need not
have taken the Bishop, but still his King must have moved,
and White could then have taken the King’s Knight with his
Bishop, having always the better position.

But now to proceed with the actual game :—
6. K’s Knight to K. B’s 3rd. 6. Queen to K. B’s 3rd,

Bringing out the Knight is good play; you not only threaten
to win his Bishop, but you afford yourself an opportunity of
castling whenever it may be needful. Black would have
played better in retiring the Bishop from the attack to Queen's
Knight’s 8rd square thou in supporting it with the Queen.

7. Knight takes Bishop. 7. Queen takes Knight.

Both parties played well in their last moves. You rightly
took off the Bishop, hecause supported by the Queen he menaced
{our Queen’s Knight's Pawn, and Black properly retook with

is Queen instead of the Knight, because having a Pawn
ahead, it was his interest to exchange off the Queens.

8. Q’s Knight to Q’s 2nd. 8. K’s Knight to B’s 3rd.

You played correctly here in not exchanging Queens, and
also in protecting your Bishop and your King's Pawn, both of
which were attacked by the adverse Queen; but all this might
have been done without impeding the movements of any of
your Pieces, by simply playing Queen to King's 2nd sq.;
as it is, the Knight entircly shuts your Queen’s Bishop from
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the field. Black properly brings another Piece to the attack
of your King's Pawn :—
9. K. B’s Pawn to B's 3rd. 9. Q’s Knight to King’s 4th.
In protecting the King's Paww with your K. Bishop’s Pawn,
you are guilty of a very common error among young players;
as you improve, you will find that it is rarely good play to
move the K. Bishop's Pawn to the third square—in the pre-
sent instance, for example, you have deprived yourself of the
power of castling, at least for some time, since the adverss
Queen now commands the very square upon which your King,
in castling on his own side, has to move. Black’s last move is
much more sensible. Ile again attacks your Bishop, and b,
the same move brings his Q's Knight into co-operation wi
the King's, on the weak point of your position :—
10. Pawn to Q. Kt.’s 3rd. 10. Q. takes Queen’s Rook.
This is a serious blunder indced. In your anxiety to save the
threatened Bishop, which you feared to withdraw to Q. Kt.'s
3rd sq.. on account of the adverse Knight's giving check at
your Queen’s 3rd square, you have actually left your Q's
Rook en prise ! Black takes it, of course, and having gained
such an important advantage, ought to win easily.
11. Castles, (i.e., plays K. to  11. Q’s Kt. takes Bishop.
his Kt.’s sq., and Rook

to K. B.’s sy.)
12. Kt. takes Kt. 12. Castles.
13. Q. to her 2nd. 13. Q. B’s Pawn to B's 4th.

Your last move is very subtle; finding the mistake that Black
bad committed in not retreating his Queen directly after win-
ning the Rook, you determine, if possible, to prevent her
escape by gaining command of all the squares she can move
to. Sceing the danger, Black throws forward this Pawn to
enable him, if possible, to bring the Queen off, by playing her
to her 5th sq., giving check.
14. Bisaop t6 Q. Kt.’s 2ne. 14. Q. takes Q. R’s Pawn.

This move of the Bishop 1s well timed: it does not, to be

sure, prevent the Queen from escaping for 2 move or two. but

it gives you an attack, and very great command of the field.
15. Q. 1o K. Kt.’s 5th. 15. Knight to K.'s sq.

Very well played on both sides. By playing the Queen 1o K.

Kt.’s 5th, you threatened to win his Knight by at once taking
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it with your Bishop, which he could not retake without open.
ing check on his King. Instead of so moving, you might
have played the Knight to Q. Rook’s 5th #q., in which case,
by afterwards moving the Rook to Q. Rook’s square, it would
have been impossible for his Queen to get away.

16. Q. to King’s 3rd. 16. K. R’s Pawn to R’s 3rd,

You prudently retreated your Queen to guard her Knight's
Pawn, which 1t was important to save. on account of its pro-
section to the Knight, Black played the King R's Pawn to
prevent your Queen returning to the same post of attack.

17. K. R's P. to R’s 3rd. 17, K. to his R’s sq.

Here are two instances of what is called “lost time” at chess,
neither move serving in the slightest degree to advance the
game of the player. That you should bave overlooked the
opportunity of gaining the adverse Queen was to be expeeted.
Similar advantages present themselves in every game between
young players, and are unobserved.

18. K. B’s Pawn to B’s 4th. 18. Q. Kt.’s Pawn to Kt."s 3rd.

Again you have failed to sec a most importaut move; you
might have taken the K. Rook's Pawn with your Queen,
giving check safely, becanse Black could not take your Queen
without being in cheek with your Bishop. All this time, too,
your opponent omits to see the jeopardy his Queen is in, and
that as far as practical assistance to lus other Pieces is con-
cerned, she might as well be off the board.

19. K. Kt.’s Pawn to Kt.’s 4th. 19. Q. Kt.’s Pawn to Q. Kt.'s 4th.

Your last move is far from good. By thus attacking your
Knight, Black threatens to win a Picee, because upon playing
away the Knight you must leave the Bishop unproteeted.

20. Pawn to K. Kt.’s 5th. 20. Pawn takes Knight.

Although your Knight was thus attacked, it might have been
saved very casily. In the first place, by your taking the adver-
sary's Q. B's Pawn, threatening to take his King's Rook, on
his removing which, or interposing the Q's Pawn, you could
have taken the Pawn which attacked your Knight; or, in the
second place, by moving your Queen to her 2nd square. In
the latter case, if Black ventured to take the Knight, you
would have won his Queen by taking the K. Kt.’s Pawn with
your Bishop, giving check, and thus exposing his Queen to
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yours. Black would have been obliged to parry the el cey,
either by taking the Bishop or removing his King, and you
would then bave taken his Queen. This position is very
instructive, and merits attentive examination.

21. B. to Q. B’s 3rd. 21. Pawn takes Q. Kt.’s Pawn.

22. Pawn to K. R's 4th. 22. Pawn to Q. Kt.’s 7th,
In such a position, the advance of your King's flank Pawns is
a process too dilatory to be very effective.

23. Pawn to K. B's 5th. 23. Pawnto Q. Kt,'s 8th, becom-

ing a Queen.

Now the fault of your tortoise-like movements with the Pawns
becomes fatally evident. Black has been enabled to make a
second Queen, and has an overwhelming force at command.

24. Rook takes Queen, 24. Queen takes Rook (check).

You had no better move than to take the newly-elected Queen,
for two Queens must have proved irresistible.

25. King to his Kt.’s 2nd. 25. Kt. to Queen’s 3rd.
26. K. Kt.’s Pawn to Kt.’s 6th.  26. P. takes Pawn.
27. P. takes Pawn. 27. Bishop to Q. Kt.’s 2nd.

Here you have given another remarkable instunce of lost
opportunity. At your last move you might have redeemed
all former disasters by checkmating your opponent in two
moves. Endeavour to find out how this was to be accom-

plished.
28 K.R's Pawnto R’s 5th. 28. Knight takes King’s Pawn.
29 Bishop to King’s 5th. 29. Kt. to K. Kt.’s 4th (disco-

vering check).

Up to Black’s last move you had still the opportunity of
winning the game before mentioned.

30. King to Kt.’s 3rd. 30. K's Raok to B's 6th (ch.,

31. King to R’s 4th. 31. Q. to K. Bisnop’s 4th.
At this point you were utterly at the merey of your antago-
nist, but fortunately he wanted the skill to avail himself pro-
perly of his vast superiority in force and position, or he might
have won the game in half a dozen different ways.

32, Q. takes Rook. 32. Q. takes Queen.

33. B. takes K. Kt.’s Pawn (ch.) 33. King takes Bishop.

This was your last chance, and its success should serve to
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convince you that in the most apparently hopcless situations
of the game there is often a latent resource, if we will only
have the patience to search it out By taking the Bishop,
Black has left your King, whe 45 not in check, no move without
going into check, and as you have neither Piecce nor Pawn
besides to play, you are stalemated, and the game is DRAWN.

If thoroughly acquainted with the information contained in
the preceding Chapters, you may now proceed to the consi-
deration of the openings; before you do this, however, it is
necessary to apprise you that without a great abridgment of
the notation adopted in the foregoing game, it would be im-
possible to compress within the limits of this work one-third
of the variations which are required to be given. The fol-
lowing abbreviations will thercfore be used throughout the
remainder of our HANDBOOK e

K. for Kimg.

Q. Queen.

R. Rook.

B. Bishop.

Kt. Kuoight.

P. Pawn.

3q. square.

ads. adversary’s.

ch. check or checking,
dis. ch. discovering check.

The word ““square™ is only used to distinguish the first
row of squares on wiich the superior Pieces stand at the com-
mencement—thus, we say, Kt to K’'s 2nd, and omit the word
square ; but if the Kt. were played to K's first square or R's
first square, the move would be described not as Kt. to K's or
R’s first square, but “ Kt. to K's or R's square.”

END OF BOOK I



SYNOPSIS OF BOOK IL
The following are the specific appellations given to the most important
varieties of attack and defence which are included under the generic
denomination of the Kinc’s KnieuT’s OPENING.

Tiae Damiano GaMBIT :—

P.to K's 4th. 9 K. Kt. to B's 3rd.
L P. to K's 4th. * P, to K. B's 3rd.
PaiLipor’s DEFENCE i~
1 P. to X’s 4th. 9 K. Kt. to B’s 3rd.
* P.to K's 4th. * P, toQ's Srd.

PrTrovr’s DEFENCE :—

P. to X’s 4th. 9 K. Kt. to B's 8rd.
* P. to K's 4th. * K. Kt. to B's 3rd.

1

Tax Couxter Gamsir IN THE KNi6HT'S OPENING t—
1 P. to K's 4th, 2 K. Kt. to B's 3rd.
* P.to K's 4th. * P. to K. B's 4th.

Tae Grvoco PiaNo:—

1 P. to K"s 4th. o K. Kt. to B's 3rd. 3 K.B. to Q. B's {th,
* % to K's 4th. “* Q. Kt. to B's 3rd. * K. B. 1o Q. Bs 4th.

Carraiy Evans’ GamsiT:—
P. to X's 4th. K. Kt. to B’s 3rd. K.B. to Q. R's 4th.
L P. to K's 4th. 2. Q. Kt. to B's 3rd. 3. K. B. t0 Q. B’s 4th.
¢ P. to Q. Kt.’s 4th.

Tue Two Knicurs’ Derence :—
1 P, to K's 4th. 9 K. Kt. to B’s 3rd. 3 K. B. to Q. B's {th,
* P, to K's 4th, ° Q. Kt. te B's 3rd. * K. Kt. to B's $rd.

Tue K~igur’'s Game or Ruy Loprez:—

1 P. to K’s 4th, 9 K. Kt. to B’s 3rd. 3 X. B. to Q. Kt.’s 5th.
° P.to K's 4th, * Q. Kt. to B's 8rd, ¢

Tre Queen’s Pawn’s Game, or ScorcH GampiT:—

1 P. to K’s 4th. 9 I_(‘._Kt. to B's 3rd. P. to Q's 4th,
- P 10 K's 4th. * @ Kt to B's rd. 3.
ARD
Tar QueeN’s BisHor 8 PAwnN's GaMme 1v Tre Knieut's OPFNING
P.to 1_('! 4th, 9 K. Kt. to B's 8ra. 3 P. to Q. B's 3rd,
* P. 10 K's 4ih, * @ Kr, to B's 9rd, )



BOOK I,

The Ring’s BWnight's Bpening,

Cuarrer 1.

WHITE. BT.ACK.
1. P. to K's 4th. 1. P. to K5 4th.
2. K’s Kt. to B's 3rd.

Your second move gives the name to this opening, which is
ane of the most popular and instructive of all the various
methods of commencing the game. The Kt., it will be
observed, at once attacks the adverse Pawn, and the defence,
recommended by the best authors and the leading players of
Europe, is for Black to reply 2. Qs Kt. to B's 3rd. He has,
however, many other ways of playing, and as the cxamination
of these comparatively simple variations will serve to prepare
you for the more complex and elaborate combinations of the
best defences, it will be advisable to consider them previously.
In the first place, then, Black may sustain his Pawn by
vlaying—

1. P.to K. B's 3rd.

2. K's B. to Q’s 3rd.

3. Q. to K. B's 3rd.

4. P. to Qs 3rd.
or, in the second place, he may leave it unprotected, and
play—

5. K's Kt. 10 B's 3rd.

6. K's B. 10 Q. B’s 4th.

7. P. 1o K. B's 4tk

8. P. 10 Q's 4th.
He has thus eight different modes of play at his command,
besides tne move of Qs Kt. to B's 8rd, in auswer to vour
second move of K's Kt. to B's 3vrd. Kaen of these will form
the subject of a separate game.
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GAME THE FIRST.

WHITE. BLACK.
1. P. to K's 4th. 1. P. to K’s 4th.
2. K's Kt. to B's 3rd. 2. P. to X. B's 3ri.*
3. Kt. takes K's P. 3. P. takes Kt.

After this capture of the Knight, Black’s gnme is hcpeless,
His best move is 3. Q. to K's 2nd, as will be shown here-

after.

4. Q. to K. R's 5th (ch.) 4. P. to K. Kt.’s 8rd.
This is his best move; if instead of it he play K. to his 2nd,
you obtain a speedy victory ; thus,—

4. K. to his 2nd.
5. Q. takes K's P. (ch.) 5. K. to B’s 2nd.
6. B. to Q. B’s 4th (ch.) 6. P. to Q’s 4th (best)
7. B. takes Q’s P. (ch.) 7. K. to Kt.’s 3rd.
8. P.to K. R's 4th, 8. K’s B. to Q's 3rd,
9. P.to K. R’s th (ch.) 9. K. to R’s 3rd.
10. P. to Q’s 4th (dis. ch.) 10. P. to K. Kt.’s 4th.
11. P. takes P. (in passing, 11. K. takes P

dis. ch.)
And you give mate in two moves.
5. Q. takes K's P. (ch.) 5. Q. to K’s 2nd.
6. Q. takes R. 6. X's Kt. to B's 3rd.

He might also play—
6. Q. takes P. {ch.}
7. K. to Q’s sq. (best) 7. P. to Q’s 4th.
8. B.ro Q. Kt.’s 5th (ch.)t 8. K. to Q’s sq. (best)
9. R. to K’s sq. 9. Q’s B. to Kt.’s 5th (ch.)
10. P. to K. B’s 3rd.
And you win easily.

7. P. to Q's 4th (best) 7. Q. takes P. (ch.)

8. Qs B. to K's 8rd. 8. Q. takes Q. B's P.
He had better have returned with his Q. to K’s 2nd again.

9. Q. takes Kt. 9. Q. takes Q. Kt.’s P,

10. K'’s B. to Q. B's 4th. 10. K's B. to Q. Kt.’s 5th (en.)
Here. too, it would have been prudent for him to check with
the Q., and then bring her to the succour of the King.

* This move occurs in the old work of Damiano, who gives some inge-
nious variations on it. Lopez, and later authors, have hence entitled 1t
¢ Damiano’s Gambit.”

+ Beiter than taking the Kt, with Q., on account of Black’s check,
with Q's B. at K. Kt.’s bth, by which Le would draw the game,
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11. Q's Kt. to Qs 2nd. 11. Q. takes R. (ch.)
12. K. to his 2nd. 12. Q. takes K's R.,
and you give mate in two moves.

The foregoing variations are dependent on Black’s taking
the Kt., which 18 very bad play. His proper move, under the
circumstances, is 8. Q. to K's 2nd, as in the following
example :—

WHITE. BLACK.

1. P. to K's 4th. . P. to K's 4th.

2. K's Kt. to B's 3rd. . P.to K. B's 3rd.

3. K’s Kt. takes P. . Q. to K's 2nd.

4. K's Kt. to B's 3rd (best) . P. to Q's 4th.

It would be bad play to check with your Q at K. R's 5th
after his 1.ove of 3. Q. to K's 2nd, because he would inter-
pose the K. Kt.'s P., and if you took this Pawn with your
Knight, he might first take I's I. (ch.), with his Queen, and
hen capture your Knight with her.

[{ VU

5. P.to Qs 3rd. 5. P. takes K's P.

6. P. takes P. 6. Q. takes P. (ch.)
7. B. te K's 2nd. 7. Qs B. to K. B'a 4th.
8. Kt. to Q's 4th. 8. Qs Kt. to B's 3rd.
9. Kt. takes B. 9. Q. takes Kt.

16, Castles. 10. B. to Q's 3rd.

11. B. to Q’s 3rd.

You have an excellent position.

GAME THE SECOND.

WHITE. BLACK.
1. P. to K's 4th. 1. P. to K's 4th.
2. K's Kt. to BB's 3rd. 2. K's B. to Qs 3rd.

This mode of defending the Pawn is highly objectiunable,
because 1t imprisons both the Queen’s Pawn and Bishop.

3. B. to Q. B's 4th. 3. K's Kt. to B’s 3rd.
4. P.to Q's 4th. 4. Qs Kt to B's 3rd.

If he take the K's P. with the Kt., you must win a Piece; for
example,—
4, Kt. takes K’s P.
5. P. takes P. 5. B. to Q. B's 4th,
6. Q. to her 5th. 6. B. takes K. B’s P. (ch.
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7. K. to his 2nd, 7. Castles.
8. Q. takes Kt. 8. B. to Q. Kt. s 3rd,
9. Kt. to K. Kt."s 5th,

Followed by R. to B’s sq., and the attack must be irresistible.
5. P. takes K's P, 5. B. takes P.
If instead of this he take the P. with Kt., your advantage is
more speedy and decided. (e. g.)
5. Kt. takes P,

6 Kt. takes Kt. 6. B. takes Kt.

;. P. to K. B’s 4th. 7. B.to Q’s 3rd.

8. P. to K's 5th. 8. Q. to K’s 2nd.

9. Q. to K’s 2nd.

And you gain a Piece.

8. X's Kt. to his 5th. 6. Castles.
7. P. to K. B's 4th, 7. B. to Q’s 5th.
8. P. to K's 5th. 8. Q. to K’s 2nd.

If in place of 8. Q. to K's 2nd, he retire the Kt., you win by
playing the Q. to K. R's 5th.
9. Q. to K's 2nd. ) 9. K's Kt. to K's 84q.

10. B. to Q's 5th. 10. K'sB.toQ.Kt.'s 3rd.
By moving the B. to Q's 5th, you threatened to take off the
Kt., and then to play Q. to K's 4th, offering mate or to win
the Bishop.

11. Qs Kt. to B’s 3rd. 11. P. to K. R's 3rd.

In reply, you may now play P. to K. R's 4th, having a capital
game. Ifinstead of 11. P. to R's 8rd, he play 11. Q's Kt. to
Q's 5th, you move 12. Q. to her 8rd, then B. to Q's 2nd, and
finally castle on the Q's side. 1If, however, in lieu of that
move he play 11. B. to Q. R's 4th, you can move 12. B. to
Q's 2nd, and presently castle on the Q's side; and lastly, if
he play 11. K. to RU's sq., then you take yowr Queen to K. R's
5th, and he cannot save the game.

GAME THE THIRD.

WHITE. BLACK
1. P. to K's 4th. 1. P. to K's 4th.
2. K’s Kt. to B's 8rd. 2. Q.to K. B's 3rd.

1t is seldom good to bring the Q. into play carly in the game,
unless for some decisive blow, because she is so easily assuil
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able by the opponent’s minor Picces, and in attacking her he
brings his forces into action.
3. K's B. to Q. B's 4th. 3. Q. to K. Kt.’s 3rd.

Black now attacks two undefended Pawns, but he can take
neither without ruinous loss to him; for suppose on your
playing P. to Q's 3rd, to protect the K's P., he ventures to
take the K. Kt.’s P., you immediately take the K. B's P. with
your Bishop (ch.). Ifhe then take the Bishop with his King,
you attack his Queen with your Rook, and on h r retiving to
R's 6th, you win her by K’s Kt. to his 5th (ch.). On the
other hand, you can leave the King's Pawn, and castle safely.

4. Castles. 4. Q. takes K's P

5. K's B. takes B's P. (ch.) 5. K. to Q's sq.
Tt is quite obvious that he would lose his Qucen by the check
of the Knight, if he took the Bishop, and if, instead of moving
the X. to Q's sq., he places him on K's 2nd, the following
moves will show that you win without much difficulty :—

5. K. to his 2nd.

6. R. to K's sq. 6. Q. to K. B’s 5th,
7. R. takes P. (ch.) 7. K. takes B.*
8. P. to Q’s 4th. 8. Q. to K. B’s 3rd.
9. Kt. to his 5th (ch.) 9. K. to Kt.’s 3rd.
10. Q. to her 3rd (ch.) 10. K. to R’s 4th
11. P. to K. Kt.’s 4th (ch.)

And checkmate next move.

6. Kt. takes K's P. 6. K's Kt. to B's 3rd.
If he take the Kt., you will play R. to K's sq., compelling Lim
either to take it with his Q. or be mated.

7. K's R. to K's sq. 7. Q. to K. B's 4th.

8. K's B. to K. Kt.’s 6th. 8. Q. to K’s 3rd.

9. Xt. to B's 7th (ch.), and gains the Queen.

At this opening, when Black, as above, plays Q. to K. B's 3rd,
for his second move, you may also get a good game by playing
for your third move 3. Q's Kt. to B's 3rd, instcad of 3. K's B.
to Q. B's 4th.

*1f 7. K. to B’s 3rd, you reply with P. to Q’s 4th, attacking the @
with your Q’s B, and then with P. to R’s 3rd, winning ker.
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GAME THE FOURTIL.

Puivipor’'s DEFENCE.

WHITE, BLACK.
1. P. to K's 4th. 1. P. to K's 4th.
2. K. Kt. to B's 8rd. 2. P.to Q's 3rd. #

This way of defending the K's P. is less objectionuble thaa
any of the three preceding omes, but it is not so good s
2. Q. Kt. to B's 3rd.

3. P. to Q's 4th. 3. P. to K. B’'s 4th.

Your third move is the best you can make at this point,
aithough you may also play 3. K. B. to Q. B's 4th without
dxsadvanta«re (e g.)

* Damiano’s defence to the K. Kt.’s opening was 2. Q. Kt. to B’s 3rd,
the very move adopted by the best players and recommended by the chief
authors of the present day. His successor, Ruy Lopez, rejected this
defence, considering that White by playing 3. K's B. to Q. Kt.s 5th
obtained an advantage ; and he proposed instead for Black’s second move
2. P. to @’s 5rd.  As this move, however, consigns the K’s Bishop to a
long inaction, later analyses have in turn discarded the P. to Q’s 3rd.
and returned again to the move of Damiano. In the year 1749 Philidos
published his “ Analyse du Jeu des Echees;”’ and he there maintains, that
2. P.to Qs 3rd is not only a good move, but that it gives the second
player so strong a game as to render unadvisable White’s second move of
K’s Kt. to B’s 3rd. Philidor’s opinion is grounded upon the belief that
Black is enabled to establish his Pawns in the centre. His third game
involves this particular defence, but in the subsequent editions of Ins
*¢ Anulyse, &c.,”” 1777 and 1790, he observes himself that this third game is
faulty. It is in reference to this game, in a note to which Plulidor takes
occasion to censure the playing 2. K’s Kt. to B’s 3rd by the first player,
that the celebrated Modenese says: ¢ the bold assertion that it is bad
at the second move to play K’s Kt. to B’s 3rd square, alnays surprised
me, seeing that the author attempts to prove this by a worse move on the
part of the second player, who is made to defend the King’s Pawn with
the Queer’s Pawn, instead of with the Qs Kt., as the most approved writers
recommend. 1 call this move worse, inasmuch as it confines the King’~
Bishop, which cannot speedily be placed in any attacking position, which
it would be at Q’s B's 4th sq. 3 and because it often happens that you are
obliged to advance the @’s Pawn two squares, for which object you must
here employ two moves, when one only might have sufficed. And, lastly,
because by defending with the Q’s Kt. at B’s 3rd sq. you bring a Piece
into play, in a situation to act much better than it could be expected to de
at its own square. Hence it iz seen in practice, that he who defends at
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K’s B. to Q. B’s 4th. 3. P.to Q. B's 3rd.*
P. to Q's 4th (best) 4. P. to Q’s 4th.

P. takes Q’s P. 5. P. to K’s 5th.

Kt. to K’s 5th. 6. P. takes P.

B. to Q. Kt.”s 5th (ch.) 7. B. to Q's 2ad.

. Kt. takes B. 8. Kt. takes Kt.

The game is equal: and hence it will presently be appnrent that your
3rd move of P. to Q’s 4th is better for you than 3. K. B. to Q. B's 4th.

LR

4 Qs P. takes P. 4. K. B's P. takes P.
5. Kt. to K. Kt.’s 5th. 5. P. to Q’s 4th.

6. P.to K’s 6th. 6. Kt. to K. R's 3rd

7. P. to K. B's 8rd. 7. Q. Kt. to B's 3rd.

Your move of 7. P. to K. B's 3rd is invented by Von 1I. dex
Lazn. Instead of it, Lowis recommends you to check with
your Q. at K. R's 5th, then retreat the Queen to K. R's 3rd,
and afterwards play 9. . to Q. B's 4th. H. der Laza says,
however, that Black may in that case, after 7. P. to K. Kt.’s
3rd and 8. Q. to K. B's 3rd, move, 9. P. to Q's 5th, and
equalize the positions.

If Black, in answer to your 7th move, play 7. K's P.
takes P., or 7. K's B. to K's 2nd, the following moves will
show that }ou gain an advantage.

In the first place,

7. K’s P. takes B’s P.
8. Q. takes B's I, 8. R. to K. Kt.’s sq.
9. Q's Kt. to B’s 3rd (best) 9. P. to Q. B’s 3rd.
10. Q. to K. B’s 7th (ch.) 10. Kt. takes Q.
11. P. tukes Kt. (ch.)

Taking the R., and becoming a Q. next move.

In the second place,

7. K’s B. to K’s 2nd.
8. P. takes K's P, 8. B. takes Kt.
9. Q. to R’s 5th (ch.) 9. P. to K. Kt.’s 3rd.

the second move his King’s Pawn with Q’s Pawn has at least a weak and
constrained game for a long time. For reasons akin to these, the same
move, when recommended by Lopez, was condemned by the celebrated
academies of chess at Naples, who adopted that of the @’s Kt.; and 1 am
sarisfied in my Treatise to follow in their steps.”

¥ Far better thun 3. P. to K. B’s 4th, as advised by Philidor. Fot
the result of which, see the Variation of Game the Seventh, at pase 97.

13
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10. Q. takes B. 10. Q. takes Q.
11. B. takes Q. 11. Kt. 15 moved.
12. P. takes Q's P.

And you ought to wim.

Black may with advantage, we believe, play 7. K. B. to
Q. B's 4th, instead of either move given by Der Laza.
8. B. to Q. Kt 's 5th. 8. Q. to her 3rd.
8. Q. Kt. to B’s 3rd. 9. Q. B. takes K’s P.
If you play 9. B. P. takes P., the game becomes very
critical for both, and you do not obtain any marked supe-
riority.
10. K. Kt. takes B. 10. Q. takes Kt.
You might also play 10. Q's Kt. takes K's P. and still obtain
the better position. For example :—

10. Q's Kt takes K’s P. 10. Q. to K’s 4th (best}
11. P. to K B’s 4th, 11. Q. to K. B’s 4th.
12. Qs Kt to K Kt.’s 3rd.  12. Q. to K. Kt.’s 3rd.
13. Q to K’s 2nd. 13. K. to Q's 2nd.
14. B. takes Kt. (ch.) 14 P. takes B.
And you have the superior situation.
11. Q. takes Q's P. 11. Q. takes Q.
12. Kt. takes Q 12. Castles.

13. P. takes K’s P.
You have a Pawn more than Black, and a better position.

VARIATION OF THIS ATTACK,

Commencing at White's Tth move.
BLACK.
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In this position, instead of playing 7. P. to K. B’s 3rd, as
advised by H. der Laza, or Q. to K. R’s 5th, by Lewis and
others, you may move 7. Q. Kt. to B's 8rd, which leads to
many brilliant and difficult strokes of play.

WHITE., BLACK.

7. Qs Kt. to B’s 3rd. 7. P.to Q. B's 8rd.

This is considered by all the leading writers Black’s best
move. If he play instead 7. K B. to Q. Kt.’s 5th, the result
is clearly in your favour. /e. g./

7. K’s B. to Q. Kt.’s 5th.
8. Q. to K. R’s 5th (ch.) 8. K. to B’s sq.

9. Kt. to K. B’s 7th. 9. Q. to K’s sq.
10. Q. takes Q’s P. 10. Kt. takes Kt.
11, P, takes Kt. 11. Q. to Q. B’s 3rd.

12. K’s B. to Q. B’s 4th,
And you retain the P. and have a fine position.

In reply to his seventh move two methods of play are at

your command.
In the first place,
8. K. Kt, takes K. R’s P. 8. Q. B. takes K’s P,
(best)
If he take the Kt. you check with your Q. at K. R’s 5th, and
win easily.
9. Kt. takes K's B. 9. K. takes Kt.
16. Q. Kt. takes K's P. 10. Kt. to K.Kt.’s 5th.

11. K. Kt. to K. Kt.’s 5th, with
the better game.

In the second place,
8. K’s Kt. takes K’'s P. 8. P. takes Kt.
The sacrifice of the Kt. here forms the subject of some of
the very interesting games which were published a few years

back under the title of *“ A Selection of Games actually played
by Philidor and his contemporaries, &c., by G. Walker.”

- 9. Q. to K, R’s 5th (ch.) 9. P. to K. Kt.’s 3rd,
10. Q. to K’s 5th. 10. K. R. to Kt.’s sq.
11. B. takes K's Kt. 11. B. takes B.

12. Q. R. to Qs eq. 12. Q to K’s 2nd.

r8
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The move now given to White oy Bilguer, Von H. der
Laza, and other leading authors, and which is also played in
the games above mentioned, is 13. K. B. to Q. B's 4th,
whereupon Black replies with 13, K. B. to Kt.’s 2nd, then
takes the Kt. (ch.), and gets a decided advantage. There
is another move, however, for you, 13. Kt. takes K’s ., the
value of which appears to have been never fairly tested,
although the variations springing from it give rise to some
beautiful play.

13. Kt. takes K's P, 13. Q's B. takes P.

This appears to be his best move; 13. K's B. to Kt.’s 2nd is
obviously bud, on account of 14. Kt. to Q's 6th (ch.), and
when the King moves to B's sq., 15. Q. to XK. B's 4th (ch.).
If, instead of taking Pawn with the Bishop, he play 13. Q.
takes P., the following moves show clearly that the game is in
your favour.
13. Q. takes K's P.
14. Q. to her 4th. 14. Q. to K’s 2nd.

(If he play 14. B. to K. Kt.’s 2nd, you check, first at Q’s 8th, then at
Q. B’s 7th, and then, whether he interpose the Kt. or Q. or B., by play-
ing B. to Q. B’s 4th, you win; if 14. R. to B’s sq., you can attack his
Q. with the Bishop, and have an irresistible game.)

15. B. to K’s 2nd.

Castling afterwards, and with his King so exposed, you must win.

He has the choice, however, at his 14th move, of another not very obvious
mode of playing, which seems to prolong his defence considerably: this is,

14. P. to Q. Kt.’s 4th.

{By this move your threatened check at Q's 8th becomes useless, because
it cannot in this case be followed at the proper moment by B. to Q. B’s
4th. The correct reply for you now appears to be)—

15. B. to K’s 2nd. 15. B. to Q’s 2nd.

(This, or Kt. to @’s 2nd, is his best move, but in every case you gain a
Piece in return for the one before given up, with a Pawn more, and at
seast an equal position.)

16. B. to K. Kt.’s 4th. 16. Q. to K’s 2nd.
17. Castles. 17. B. takes B.
18. Kt. to Q’s 6th (ch.) 18. K. to B’s sq.
19. Q. takes B,

You afterwards attack the Q. with your K. R., and nothing can withstand
your position,
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14. R. to Q’s 6th. 14. Q. B. to K. BR's 4th
(the winning move.)

If instead of this, he play 14. K. to B's 2nd, you take the B,
with the Rook, and if the Q. retake, play B. to Q. B's 4th,
winning his Q. next move. If he move 14. B. to K. B's 2nd,
you win his Q. and B., or mate in three moves. If he play
14. B. to Q's 2nd, you can cheek with the Kt., should he then go
with his K. to B's sq., you take K. R's P. (ch.), (he cannot take
the Kt. without losing his Q.), then again check at B's 6th
with the Kt., then take Q. with Q. (ch.), and R. with Kt. (ch.),
winning the K's Bishop, and remaining with equal Pieces, a
better situation, and two Pawns morc than he has. But if
he play 15. K. to Q's sq., instead of to B’s sq., your best
move apparently is, to exchange Queens, then take the Rook
with the Kt. (ch.), and afterwards taking the K's B., have a
Pawn moze, and a better position.  In lieu, however, of mov-
ing the Bishop, either to K. B's 2ud or to Q's 2nd, he may
play it to Q’s 4th, in which case you simply take it with your
Rook, winning a Picce if he take Q. with Q.; or, if he prefer
to take the R., you check with your Kt. at B's 6th, then
exchange Queens, afterwards winning both K's R. and Bishop.

15. Kt. to B's 6th (ch.) 15. K.to B's sq. (best)

16. R. to Q's 8th (ch.) 16. K. to B's 2nd.
Should he take the R. you answer with 17. Kt. takes K. R’s
P. (ch.), and then B. to Q. B's 4th (ch.).

17. B. to Q. B’s 4th (ch.) 17. B. to K's 3rd (best)
18. Kt. takes R., and wins.

Or you may exchange Queens and Bishops, and then take the
Rook.

VARIATION OF THE DEFENCE IN THIS OPENING,
Beginning at Black's 3rd move.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K's 4th.
2. K. Kt. to B's 3rd. 2. P.to Q's 3rd.
8. P. to Q’s 4th. 3. K. Kt. to B's 3rd.

This third move of Black's is much less dangerous for him
than the one recommended by Philidor of 3. P. to K. B's 4th,
which has just been examined; but even this gives him an
irksome, defensive position for very many moves.
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4. Q. B. to K. Kt.’s 5th. 4. Q. B. to K. Kt.’s 5th.

He may also play 4. P. takes P.; but that too would be ad-
vantageous to you ; for cxample,~

4. P. takes P.
5. Q. takes P. 5. B. to K’s 2nd.
6. Q’s Kt. to B's 3rd. 6. Castles.

7. Castles, on Q’s side,
Having a better position than be has.

5. P. takes K's P. 5. B. takes Kt.
6. Q. takes B. 6. P. takes P.
7. Q. to her Kt.’s 3rd. 7. P. to Q. Kt.’s 3rd.

If instead of this he play 7. Q. Kt. to Q's 2nd, you equally
reply with 8. K. B. to Q. B's 4th.

8. K. B. to Q. B's 4th. 8. Q. to Q's 2nd.

9. B. takes Kt. 9. P. takes B.
10. Q's Kt. to B's 3rd. 10. K’s B. to K. Kt.’s 2nd.
11. Qs R. t0o Q's 5q. 11. Q. to K’s 2nd.

12. B. to Q. Kt.'s 5th (ch.) 12. P. to Q. B's 3rd.
If he move his King you can play 13. Q. to her 5th, and have

a winning situation.
13. Kt. to Q's 5th,
with an excellent game.

ANOTHER VARIATION OF THE DEFENCE,

Beginmng also from Black's 3rd move.

WHITE. BLACK.
1. P.to K's 4th. 1. P. to K’s 4th.
2. K's Kt. to B’s 3rd. 2. P. 1o Q's 3rd.
8. P. to Q's 4th. 3. Q's B. t¢ K. Kt.’s 5th,

There is one other defence he may adopt here besides this
and the two moves before analyzed, viz., 3. P. takes P.,
which deserves examination.

3. P. takes P.
4. Q. takes P. 4. Q’s Kt. to B’s 3rd.
5. K's B. to Q. Kt.’s 5th. 5. Q's B. to Q’s 2and,
6. Q. to Q's sq. 6. Kt. to K's 4th.

e can play 6. Kt. to his 5th, and you must reply with 7. K’s B. to
Q. B's 4th.)
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7. Kt. takes Kt.

And whether he take Kt. or B., by playing your Q. to her 5th, you gain
at least a Pawn.
4. P. takes P. 4. B. takes Kt.
5. Q. takes B. 5. P. takes P.

Bilguer and H. der Laza prefer P. takes B. for your 5t
move, following it up thus :—
5. P. takes B. 5. Q’s P. takes P.
6. Q. takes Q. (ch.) 6. K. takes Q.
7. P. to K. B’s 4th, &ec.
Taking with the Queen, however, appears to me a stronger
move, although in cither case the advantage is on your side.

6. B. to Q. B's 4th. 6. Q. to K. I''s 3rd.
7. Q. to her Kt.'s 8rd. 7. P. to Q. Kt.'s 3rds
8. Q's Kt. to B's 3rd. 8. P. to Q. B's 3xd.
9. Castles. 9. B. to Qs 3rd.

10. P. to K. B's 4th. 10. P. takes P,

You may now obtain a capital attack by playing 11. P. to
K’s 5th, and if he take the I'. with B., moving your Kt. to
K's 4th; or, if he take with Q., you may take K. B's P. with
B., giving check, and have an cxcellent game.

11. Qs B. takes P. 11. B. takes B. (best)

If he give check with Q., instead of taking the B., you retreat
the King, his best move is then to take B. with B.; you need
not at the moment retake, but rather play B. tukes K. B's P.
(ch.), and you will thus get an overpowering attack.

12. P. to K’s 5th. 12. B.takesK.R’s P. (ch.)

If instead of this move he play Q. to K. R's 3rd, you may
first take K. B's P. (ch.), and then play P. to K. Kt.’s 8rd;
but the attack perhaps is hardly so vigorous or secure as that
obtained by first advancing the P. to K’s 5th.

SUMMARY OF THE FOREGOING VARIATIONS IN PHILIDOR'S
DEFENCE.

The result of the preceding analysis serves to prove that
Q's P. one, as the second move of Black, is not a tenabie
defence; since, play ashe can afterwards, if’ the best moves are
adopted by the first player, he will always have a very in.
seeure or a verv constrained game,
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ILLUSTRATIVE OF THE PRECEDING ANALYSES,
(From the Chess-Player’s Chronicle.)
GauMg IL-——(By Philidor.)

WHITE.

. P. to K’s 4th.
K’s Kt. to B’s 3rd.
P. to Q's 4th.
P. takes K’s P.
Kt. to Kt.’s 5th.
P. to K. B’s 4th. *
P. to Q. B’s 4th.
Q’s Kt. to B’s 3rd.
. P. to K. R's 4th.
. K’s Kt. to R’s 3rd.
. Qs Kt, to Q. R’s 4th.
. B. to Q’s 2nd.
. Q. takes B.
. P. to Q. B’s 5th.
. P. takes P. (in passing)
. P. to Q. Kt.’s 3rd.
. B. to K’s 2nd.
. K’s Kt. to his sq.
. K’s R. to his 2nd.
. Q. to her Kt.’s 2nd.
. B, to K, B’s 3rd.
22. Castles on Q’s side.
. P, takes K’s R.
. P. to Q. R’s 3rd.
. K. to Q. Kt.”s sq.
. Q. to Kt.’s 4th.
27. Q. to K. B’s 4th.

3. Q. takes K’s Kt.
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BLACK.
P. to K's 4th,
P. to Q’s 3rd.
P. to K, B's 4th.

. K. B’s P. tukes K's P.

P. to Q’s 4th.
K’s B. to Q. B’s 4th.
P. to Q. B’s 3rd.

. K’s Kt. to K’s 2nd.

. P. to K, R’s 3rd.
. Castles.
. B. to Q. Kt.’s 5th (ch.)

. B. takes B. (ch.)

. P. to Q's 5th.

. P. to Q. Kt.% 4th.
. Q. R’s P, takes P.
. Q’s B. to K’s 3rd.
. Kt. to K. B’s 4th.

. K’s Kt. to Kt.’s 6th.
. P, to K’s 6th.

. P. to Q’s 6th.

. K’s R. takes P.

. K’s R. takes Kt.

Q’s R. takes P.

R. to Q. B’s 5th (ch.)
R. to Q. B’s 7th.

Q’s Kt. to R’s 3rd.

. Q. Kt. to B’s 4th.

And Black mates in two moves.

AME II.——Between Messrs. Attwood and Wilson, contems.
poraries of Philidor.

wHITE. (Mr. A.)
1. P. to K's 4th.
2. K'’s Kt. to B's 3rd,

1
2

BLAck, (Mr. W.)

. P. to K’s 4th,
. P. to Q’s 3rd.

‘# This iz uot the proper wove; ne should play 6. P. to K's 6¢h,
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10.
11,

12.
13.
14.
15.
16.
17.
18.
19.
20.
21,

KING'S KNIGHAT 8 OPENING.

P. to Q’s 4th.

Q’s P. takes P.

Kt. to Kt.’s 5th,

P. to K’s 6th.

Q’s Kt. to B’s 3rd.
K’s Kt. takes K's P.

Q. to K. R’s 5th (ch.)

Q. to K’s 5th.
B. takes Kt.
R. to Q’s sq.

K’s B. to Q. B's 4th,

Q. takes K’s P.
Q’s Kt. to his 5th.
B. takes P. (ch.)
B. takes Kt. (ch.)

Q. takes Q. B's P. (ch.)

Q. takes R. (ch.)
P. takes B. (ch.)
Q. checks, and wins.

3.
4.
5.
6.
7.
8.
9.
10.
11
12,
13.
14.
15.
16.
17.
18.
19.
20.

P. to K. B’s 4th.
K. B’s P. takes P,
P. to Q’s 4th.

K’s Kt, to R’s 3rd.
P.

P. to K. Kt.’s 3rd.
R. to K. Kt.’s sq.
B. takes B.

Q. to K’s 2nd.
K’s B. to Kt.’s 2nd.
K’s R. to B's sq. *
P. takes Kt,

Kt. to B’s 3rd.

P. takes B.

Q’s B. to Q’s 2nd.
Q. to her sq.

K. to his 2nd.

-1
(&)

Game III.—M. De la Bourdonnais plays without seeing the
Chess-board, against M.

ol d ot rd el et ediatrd

0 B
P —]

WHITE,
. P. to K’s 4th.
. K’s Kt. to B’s 3rd.

K’s B. to Q. B’s 4th.
P. to Q’s 3rd.

. Q’s Kt. to B’s 3rd.

Castles.

. Q. to K’s 2nd,
. K’ B. to Q. Kt.’s 3rd.
. Q's Kt. to Q@’s sq.

. P. takes P.

. K’s B. to Q. B’s 4th.
. Q. takes B.

. P. takes P.

. Q. to K’s 2nd.

. K’s Kt. to Q’s 4th.

. @’s Kt. to K’s 3rd.

. Kt. takes Kt.

. Kt. to K. B’s 5th,

. Q's B. to K’s 3rd.

. Kt. to Q’s 4th.

%1. P, to K. B’s 4th.

. P. to K. R’s 3rd.

(M. Dela B.)
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Boneourt.
sLack. (M. B))

. P, to K’s 4th.

P. to Q’s 3rd.
P. to K. B’s 4th,

. P. to Q. B’s 3rd.

K’s B. to K’s 2nd,
K’s Kt. to B’s 3rd.

. P, to Q. Kt.’s 4th,
. P. to Q. Kt.’s 5th.,
. K. B’s P, takes P,
. Q's B. to R’s 3rd.
. B. takes B.

. P. to Q’s 4th,

. P. takes P.

. P. to K's 5th.

. Q. to her 2nd.

. Q's Kt. to B's 3rd,
. Q. takes Kt.

. K’s B. to his sq.

. Q. to her 2nd.

. K’s B. to Q’s 3rd.
. Castles on K’s side,

P. to K. R’s 4th,

* Black should have taken the Kt. with his Bishop (ch.).
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23
24,
25.
26.
217.
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Q’s R. to Q's sq.
P. to K. B’s 5th.
P. to Q. B’s 4th.
takes P.

to Q. B’s 4th.
takes B.

takes R.

takes Kt.
takes P.

to Q’s 6th.

to Q’s 7th.

to her B’s 4th (ch.)
to Q’s 5th.

to R’s 2nd.

to her B’s 5th,
takes K’s P.
to K’s 5th.

. P, to K. Kt.’s 3rd.

23.
24.
25.
26.
27.
28.
29.
30.
31.
32.
33.
34,
35.
36.
37.
38.
39.
40.

Drawn game.

K’s B. to Q. B’s 4th.
Q's R, to K’s 8q.

P. takes P. en passant
Q’s R. to K’s 4th.

B. takes Kt.

R. takes P.

Q. takes R.

Q. takes B.

Q. to K's 4th.

P, to K's 6th.

R. to Q’s sq.

K. to R’s 2nd.

Q. to her R’s 8th (ch.)
P. to K. Kt."s 3rd,
Q. to K. B’s 3rd.

R. to K. B's sq.

Q. to her 3rd.

R. to K. B’s 2nd.

GauEe IV.—Between Mr. Buckle and Captain Kennedy.

1.

[
@I, N
el e
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14,

wHite. (Capt. K.)
P. to K’s 4th.

K’s Kt. to K. B’s 3rd.
P. to Q’s 4th.

Q. takes P.

Q’s B. to K. Kt.’s 5th.

Q's Kt. to B’s 3rd.
Castles.
Q. to Q’s 2nd.

. K’s Kt. to Q’s 4th.
. Q. takes Kt.

. Q. to Qs 2nd.

. P. to Q. R’s 3rd.

. Q's B. takes Kt.

Kt. to Q's 5th.

. R. takes Q.

. R. takes B.

. B. takes Q. Kt. s P.
. P.to Q. R’s 4th.

. B. takes Q. R’s P.

. K. to @’s 2nd.

. B. to Q. Kt.’s 5th.
. P. to Q. B's 3rd.

K’s R. to Q. Kt.’s sq.
P. to K. B’s 3rd.

DO U R L0 N e

10.
11
12,
13.
14.
15.
16.
17.
18.
19.
20.
21.
22,
23.
24.

BLACK.
. P. to K’s 4th.
. P. to Qs 3rd.
. P, takes P.
. K's Kt. to B’s 3rd.
. K’s B. to K’'s 2nd.
. Castles.
. Q’s Kt. to B’s 3rd.
. Q’s B. to K’s 3rd.
. @’s Kt. takes K’s Kt.

(Mr. B.)

P. to Q. B’s 4th.

Q. to Q. R’s 4th.

P. to Q. Kt.’s 4th,
K’s B. takes B.

Q. takes Q.

Q’s B. takes Kt.

K’s R. to Q’s sq.

Q’s R. to Q. Kt.’s sq.
P. to Q. R’s 3id.

B. takes Q. Kt.’s P, (ch.)

Q’s R. to Q. Kt.’s 5th,
Q’s R. takes K’s P.

P. to Q. B’s 5th.*

B. to Q. R’s 6th.

Q’s R. to K. R's 5th.

* The only move he bas to save the Bishop.
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25. P. to K. R’s 3rd.
26. K’s R. to K's sq.
27. K’s R. to K’s 4th.
28, K. B’s P. takes R.
29, R. to Q’s 4th.

30. R. takes Q. B’s P.*
31. B. takes R.

32. P. to Q. R’s 5th.
33. P. to Q. R’s 6th.

25. K's R. to Q. Kt.’s sq.
26. K. to K. B’s sq.

27. R. takes R.

28, K. to K’s 2nd.

29. R. to Q. B’s sq.

30. R. takes R.

31. P. to K. R’s 4th.

32, P. to K. R’s 5th.

33. B. to Q. B’s 4th.

And after many more moves the game was declared drawn,

GAME V.—Between Mr. Horwitz and Mr. Staunton.

WHITE. (Mr. 8.)
1. P. to K’s 4th.
2. K’s Kt. to B’s 3rd.
3. P. to Q’s 4th.
4. Kt. takes P.
5. Q's Kt. to B’s 3rd.
6. K’s B. to K’s 2nd.
7. P. to K. B’s 4th.
8. K’s Kt. to B’s 3rd.
9. Castles.
10. Q’s B. to K’s 3rd.
11. P. to Q. R's 3rd.
12. B. takes B.
13. Kt. to K’s 2ud.
14. Kt. to K. Kt.’s 3rd.
15. P. to Q. B’s 3rd.
16 Q. to her B’s 2na.
17. Q's R. to Q's sq.
18. P. to Q. Kt.’s 4th.
19. P. to Q. B’s 4th,
20, P, takes P.

BLack. (Mr. H.)
. P. to K’s 4th,
P. to Q’s 3rd.
P. takes P.
. K’s Kt. to B’s 3rd.
K’s B. to K’s 2nd,
. Castles,
P. to Q. B’s 4th.
Q’s Kt. to B’s 3rd.
. Q's B. to K. Kt.”s 5th.$
. P.to Q. R’s 3rd.
B. takes Kt.
Q's R. to Q. B's sq.
13. Q. to her B’s 2nd.
14. K’s R. to K’s 5q.§
15. Q’s R. to Q’s sq.
1G. B. to his sq.
17. P. to Q. Kt.'s 3rd.
18, Q’s Kt. to Q. R's 2nd.
19. P. takes Kt.’s P.
20. P. to Q’s 4th.}

.
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* This Pawn ought to have been taken with Bishop.

+ With the hope of planting his Kt. at Q’s 5th.

1 Intending presently, if an opportunity occur, to play Q’s Kt. to Q’s
5th, and, after the exchanges, take Q. B’s P. with his Q.

§ Had he played the Kt. over to Q’s 5th, before protecting the B., he
would have lost at least a Pawn.

|| The exchange of Pawns, with the subsequent advance of this Pawn,
appears, at first sight, a skilful conception, and one that must turn the
scale in favour of the second player. Upon examination, however, it turne
out to have been made without any consideration of the move White had
in storc, which renders the whole combination worse than nugatory.
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21, Q. to K. B's 2nd.* 21. Qs Kt. to Q. B's syt
22. Q. B’s P, takes Q’s P. 22. B. takes Kt.’s P.

23. P. to K’s 5th, 23. K’s Kt. to Q’s 2nd.
24. P. to @’s 6th. 24. Q. to Kt.'s sq.

25. B. to Q. B’s 6th. 25. P. to K. Kt.’s 3rd.T
26. Kt. to K’s 4th. 26. R. to K’s 3rd.

27. Q. to K. R’s 4th. 27. Q’s Kt. to Q. R’s 2nd.
28. B. takes K’s Kt. 28. R. takes B.

29. Kt. to K. Kt.’s 5th, 29. P. to K. R’s 4th,

30. Kt. takes R. 30. P. takes Kt.

31. P. to K. B’s 5th. 31. P.to Q. R’s 4th.

32, P. takes K’s P, 32. R. to K. Kt.”s 2nd.

33. P. to K’s 7th.
And Black resigns.

* This rejoinder was certainly not foreseen by Black when he played on
the Q’s Pawn.

+ He would have got an equally bad position by taking the K’s P. with P.

1 As the sacrifice of the Q’s Kt. at this crisis had many advocates when
the game was over, it may be well to examine briefly the consequences of
that move. Suppose, then, instead of * P, to K. Kt.’s 3rd,”” that Black
had played—

25. Q's Kt. takes Q’s P.

Whete then has several ways of playing.

IN THE FIRST PLACE,

26. B. takes K’s Kt. 26. Q’s R. takes B.
27. K. to R’s sq. 27. Q’s R. to K’s 2nd.?
28. P, takes Kt. 28. R. takes B.

29, P. to Q's 7th, winning easily.
IN THE SECOND PLACE.

26. R. takes Q’s Kt. 26. B. takes R.
27. P. takes B. 27. Q. takes P.
28. B. takes Kt. 28. R. takes B.

29. B. takes P., and White ought to win.
IN THE THIRD PLACE.

26. P. takes Q’s Kt. 26. R. takes B.

27. Q. takes R. 27. B. to Q. B’s 4th.
28. Q’s R. to Q’s 4th. 28, Kt. to K. B’s 3rd.
29. K’s R. to Q’s sq. 29. R. takes P.

30. Kt. to K. B’s 5th. 30. B. takes R.

31. R. takes B., retaining a Piece more than Black.

! I he support the @’s R., Whitc may at once take off the K&
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GAME THE FIFTH.

PerROFF's DrnFENCE.

WHITE. BLACK.
1 P. to X's 4th. 1. P. to K's 4th.
2. K’s Kt. to B’s 8rd. 2. K's Kt. to B's 8rd.

This mode of defence is touched on by Damiano, and has
been examined, subsequently, by Lopez (1584), pp. 119, 125
Selenus, pp. 25, 267; Cozo (first edition), 212, 214, 312;
Greco (Hirshel's edition}), p. 86; Ponziani (1782), p. 103;
Lolli, pp. 183,184; Allgaier, tab.iii.; Lewis (first cdition), pp.
25, 81, (second edition) 8, 83; Treatise (1844). pp. 111—115;
Walker (1841), p. 46; (1848), pp. 46—50 ; but never received
the counsideration it was entitled to until Mr. Petroff, the
eclebrated Russian player, introduced it again a few years
back. It has since undergone a complete analysis at the hands
of Major Jacnisch, who for some time recommended it as
Black’s best move, an opinion, however, which he lately quali-
ficd, believing now that it gives him a somewhat inferior
position to his opponent.

3. P. to Q's 4th. 3. P. takes P.

Your third move was suggested by Mr. Petroff. It is perhaps
less attacking, Major Jacnisch observes, than taking the K's P
with the Kt. (as in Variation IIL), but it leads to many
beautiful variations. In reply, Black in place of taking P.
with P., may take it with the Kt. (See Variation 1.)

4. P. to K's 5th. 4. Kt. to K's 5th (best)

He may here play Kt. to Q's 4th, or Q. to K's 2nd; if the
latter, the following moves are likely to occur :—

4. Q. to K’s 2nd.
5. Q. to K’s 2nd (best) 5. K’s Kt. to Q’s 4th.
6. Kt. takes P. 6. P. to Qs 3rd.
7. P. takes P. 7. Q. takes Q. (ch.)
8. B. takes Q. 8. K’s B. takes P,
9, Castles. 9. Castles.
10. P. to Q. B’s 4th. 0
1

10. K's Kt. to K. B’s 5th.
11. K’s B. to his 3rd. 11.

P. to Q. B's 3rd.
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12. Qs Kt to B's 3rd. 12. Qs Kt. to Q's 2ud.
13. Q's Kt. to K’s 4th. 13. K’s B. to Q. B’s 2ud.

And the game is quite even.
5. Kt. takes P. 5. P. to Q’s 3rd (best,

Instead of taking the Pawn with your Kt., you may play
5.K’s B. to Q's 8rd. (Sce Variation II.) He might also
play 5. P. to Q’s 4th, or 5. B. to Q. B’s 4th, without danger.

6. P. takes P. 6. X’s B. takes P.
7. K's B. to Q. B’s 4th. 7. K’s B. to Q. B’s 4th.
8. Qs B. to K’s 3rd. 8. Castles.
Instead of this move he might take the Kt.
9. Castles. 9. Qs Kt. to Q’s 2nd.
The game is equal.

VariaTION I,

Commencing at Black's 3rd move.

WHITE.
1. P. to K’s 4th.
2. K. Kt. to B’s 3rd.
3. P. to Q's 4th.
4, K's B. to Q’s 3rd.
5. Kt. takes K's P,

BLACK.
1. P. to K’s 4th.
2. K. Kt. to B's orl
3. Kt. takes P.
4. P. to Q's 4th
5. Kt. to Q's 8rd

Black may play 5. P. to Q. B's 4th, and the result would he

an even game.

6. P. to Q. B's 4th.
7. X’s Kt. takes P.
8. Kt. to K's 3rd.
9. Castles.

6. P. takes P.

7. Q's B. to X' 3rd.
8. B. to K’s 2ud.

9. Castles.

You have the move, and somewhat the advantage of position.

Variatron IIL,

Beginning at White's 5tk move.

WHITE.
1. P. to K’s 4th.

to Q's 4th,

2.
3. P.
4. P. to K’s 5th.

K. Kt. to B's 3rd.

BLACK.
P. to K’s 4th.
K. Kt. to B's 3rd.
P. takes P.

1.
2.
3.
4. Kt. to K’s 5th.
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In the former example you now took the P, with the Kt.,
perhaps your best move, but the following may also be played
without harm :~

5. K’s B. to Q’s 3rd. 5. K’s Kt. to Q. B's 4th.
6. Kt. takes P. 6. P. to Q's 3rd.

7. P. takes P. 7. K’s B. takes P.

8. Castles. 8. Castles.

It would not be a good move for Black, instead of castling, te
take your K. R’s P. (ch.), and then to take the Kt., on
account of your check with the B., which would leave his Q.
exposed to capture.

Vazriariox IIL,
Beginning at White's 3rd move.

WHITE. BLACK.
t. P. to K's 4th. 1. P. to K's 4th.
2 K's Kt. to B's 3xd. 2. K's Kt. to B's 3rd.
% Kt. takes K's P. 3. Kt. takes P.

Blk may now adopt the defence given in Cozio, and whick
ha- latterly been brought into vogue by Jacnisch, viz.,
3. . to Qs 3rd.  (See Variation IV.

4. Q. to K's 2nd. 4. Q. to K's 2nd.
if he retreat the Kt. instead of this move, you evidently win
his Q. by playing your Kt. to Q. B's 6th (dis. ch.).

5. Q. takes Kt. 5. P.to Qs 3rd.
6. P. to Q’s 4th. 6. P. to K. B's 3rd,
7. P. to K, B’s 4th. 7. Qs Kt. to Q’s 2nd

If he take the Kt. you gain a Pawn. (e. g.)

7. Q’s P. takes Kt,
8. B’s P. takes P. 8. P. takes P.
9. Q. takes P., &c.

8. Qs Kt. to B's 3rd. 8. Qs P. takes Kt.

He may, however, take with the Bishop’s Pawn, but the result
is also 1n your favour, as the following moves will show e
8. K. B's P. takes Kt.
9. K. B's P. takes P. 9. P. takes P.
10. Q’s Kt. to Q’s 5th. 10. Kt. to K. B’s 3rd.

(If instead of this he move 10. Q. to her sq., you take P. with P.)
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11. B. to Q. Kt.”s 5th (ch.) 11. P. to Q. B’s 3rd.
12. Kt. takes Kt. (ch.) 12. P. takes Kt. (best)
13. B. takes P. (ch.) 13. K. to Q’s sq. (best)
14, Q's B. to Q’s 2nd. 14. P. to Q. R’s 4th*
15. Castles on Q’s side. 15. P. takes B.

16. Q. takes Q. B's P. 16. Q’s R. to his 3rd.

(If he play 16. Q’s B. to Kt.’s 2nd, you take the Q. R’s P. with your
Bishop (ch.), and follow that by 17. P. takes K’s P, (dis. ch.), and
win.)

17. B. takes P, (ch.) 17. R. takes B,

18. P. takes P. (dis. ch.) 18. B. to Q’s 2nd.

19. P. to K’s Gth. 19. B. to K. R’s 3rd (ch.)
20. K. to Kt.’s sq. 20. R. to Q. R’s 2nd.

21. R. takes B. (ch.) 21. R. takes R.

22. P. takes R.
Winning the other R. also, or giving immediate mate.

9. Q's Kt. to Q's 5th. 9. Q. to ber 3rd.
10. Q's P. takes P. 10. P. takes P.
11. P. takes P. 11. Q. to her B's 3:d.

If he take the P. with hus Q., you exchange Queens, and then
gain the Q's R. by 12 Kt. takes Q. B's P. (ch.). If he take
the P. with the Kt., you win the Kt. by 12. Q's B. to K. B's
4th.

12. K's B. to Q. Kt.'s 5th. 12. Q. to her B's 4th.
It is quite clear that by taking the Bishop Black loses his
Queen.

13. P. to Q. Kt.'s 4th.

Winning the Q. At his 12th move, Black might prolong the
game by playing 12. Q. to K, Kt.’s 3rd, but in that ease you
would take 13. Q. B's P. with the Kt. (ch.), then take Q.
with Q.. and afterwards Q’s R. with Kt.

Vagriation IV,
Beginning at Black's 3rd move.

WHITE. BLACK.
1. P. to K's 4th. 1. P. to K's 4th,
2. K's Kt. to B's 3rd. 2. K's Kt. to B's 3rd.
3. Kt. takes K's P, 8. P. to Q's 8rd.

* Better than taking the Bishop.
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This defence is found in Cozio, p. 312, but it was reserved for
Jacnisch to exhibit the full importance of its bearing upon the
opening.  (Sep Palaméde (1842), pp. 107, 108, and “ Analyse
des Ouvertures,” vol. ii.

4, Kt. to K. B's 3rd. 4. Kt. takes K's P.
5. P. to Q's 4th. 5. P. to Q's 4th.

Your move of 5. P. to Q's 4th, is considercd by Jaenisch as
<he best.  If instead you play 5. Q. to K's 2nd, the adversary
also moves 5. Q. to K's 2nd, and the positions are strictly
equal.

6. K's B. to Q's 3rd. 6. K's B. to K’s 2nd.

Black's 6th move is commended by Jacnisch.—If he play
6. I. to Q. B's 4th, you reply with P. to Q. B's 4th. 1If 6.
K. B. to Q's 3rd, the following moves will demonstrate that
the opening is in your favour.

6. K. B. to Q’s 3rd.
7. Custles. 7. Castles.
8. P.to Q. B's 4th. 8. Q. B. to K’s 3rd.

9. Q. toher B's2ud. 9. P. to K. B’s 4th.

(In the careful and elaborate analysis of this opening presented by Major
Jaenisch, your move of 9. Q. to her B’s 2nd, preparatory to playing
her to Kt.’s 3rd, appears to have been overlooked. It first occurs in
the admirable game won by the Pesth club, in correspondence with the
Paris club; and its success in that case has doubtless had its effect in
modifying the opinion M. Jaenisch st first entertained of the defence.)

10. Q. to her Kt.’s 3rd.

And you have a very fine game.

These moves form the opeving of the game alluded to, which will be
found complete at the end of this Chapter.

7. Castles. 7. Q. Kt. 1o B's 3rd.
8. P. to Q. B's 4th. 8. Q B. to K’s 3rd.
9. P. to Q. R’s 3rd. 9. Castles.

You are now enabled to play Q. to her B's 2nd, and obtain a
good attacking situation.

The foregoing variations of this opening ave chiefly taken
from Jucniseh’s analysis. Those which follow are derived
from the mastery work of Bilguer and H, der Laza
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ANOTHER VARIATION,
Beginning at the 3rd move of While.

WHITE. BLARK.
1. P. to K's 4th. 1. P. to K's 4th.
2. K. Kt. to B's 3rd. 2. K. Kt. to B's 3rd.
3, K. B. to Q. B's 4th. 8. Kt. takes P.

fou may also play 3. Q. Kt. to B's 8rd, to which Bluck would
respond with 3. K. B. to Q. Kt.’s 5th, and the result, after a
few moves, would be an even game. In reply to your 3rd
move of K. B. to Q. B's 4th, if Black play 3. Q. Kt. to B's 3rd,
the opening is resolved into a position of the “ Two Knights’
Game,” where it is brought about by

1. P. to K’s 4th, 1. P. to K’s 4th.

2. K. Kt. to B’s 3rd. 2. Q. Kt, to B's 3rd.
3. K. B.to Q. B’s4th. 3. K. Kt. to B’s 3rd.

In this situation, by moving 4. K. Kt. to his 5th, you obtain the advan-
tage, as will be shown in the examination of the * Two Knights’ Gawme.”

4. Q. to K's 2nd. 4. P. to Q's 4th.

{f you play 4. Kt. takes K. P., Black answers with 4. P. to0
Q’s 4th, and, upon your retreating the B. to Q. Kt.’s 3rd, he
moves Q. to K. Kt.'s 4th, having the better game, as will be
seen in the analysis of the King's Bishop’s game, where the
same position occurs from
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. B. to Q. B’s4th. 2. K. Kt. to B’s 3rd.
3. K. Kt. to B’s 3rd. 3. Kt. takes P.
&e., &e.
5. Kt. takes K. P 5 K. B. to Q. B's 4th (best)
6. P. to Q's 3rd. € B. takes K. B. P. (ch.)

Your move, 6. P. to Q's 3rd, is better than castling. If he
take with Kt. instead of the B., the following moves will

show the advantage you must gain.
6. Kt. takes K. B. P.
7. Kt. to Q. B’s 6th (dis. ch.) 7. K. to @’s 2nd.

8. Kt. takes Q. 8. R. to K’s sq.

9. Q. takes R. (ch.) 9. K. takes Q.

10. B. takes Q. P. 10. Kt. tukes R

11. Kt. takes K. B. P, 11. Kt. to K. B’s 7th.

12. P. to K. R’s 3rd.
And the Kt. cannot escape without loss.
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Instead, however, of taking the K. B. P. either with Bishop
or Knight, Black can play 6. Q. P. takes B., a move whick
is given by Bjlguer and IL der Laza. but hardly followed
up with their customary acumen. (See Variation A.)

7. K. to Q's sq. (best) 7. B to Q. Kt.’s 3rd.
He might likewisc castle at his 7th move, and if you played
8. K. B. to Q. Kt.’s 5th, move B. to Q's 5th.

8. Kt. takes K. B. P 8. Q. B. to K. Kt.'s 5th.

If he take the Knight with his King, you capture his Knight
and win without much trouble. (e g¢.)

8. K. takes Kt.
9. Q. takes Kt. 9. Q. B. to K’s 3rd.
10. R. to B’s 8q. (ch.) 10. K. to his 2nd.
11. B.to K. Kt.’s 5th (ch.) 11. K. to Q’s 2nd.

12. K. B. takes Q. P. 12, Q. takes Q. B.
13, Q. tukes B. (ch.) 13. K. to Q’s »q.
11. B. takes Q. Kt. P.

And you must win of ccurse.

9. Kt. takes Q. 9. B. takes Q. (ch.)
10. K. takes B. 10. Kt. to K. B's 7th.
11. R. to K. B's 5q. 11. P. takes B.

12, Kt 0 K's 6th. 12. P. takes P, (ck.)
13. P. takes P. 13. K. to his 2nd.
14. Kt. takes K. Kt. P. 14. R. to K. Kt.'s sq.

You might also have taken the Q. B. P. with your Kt., and
upon his taking it with B. have taken Kt. with R., but the
move in the text seems preferabie.

15. Kt. to K. B's 5th (ch.) 15. K. to his 3rd.
16. Q. B. to K's 3rd. 16. B. takes B.

If he take the Kt. P. with Rook instcad of taking the
Bishop, you can take B. with B., and on his capturing the B.,
play Kt. to K's 3rd, winning a Picce. He may, however, take
the Kt. with his King, whercupon you tauke Kt. with Rook
(ch.), then exchange Bishops, and have a Pawn more and a
sunerior position.

17 Kt. takes P. 17. Kt. 1o K. Kt.’s 5th.
"he positiuns are equal, but you have a Pawn more.
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Variatiox (A.)
Bginning at Black's 6th move.

BLACK.

WHITE,

In the previous example, the consequences of Black's
taking the K. B. I. at his 6th move, both with B. and Kt,,
were shown; it remains to be seen whether he may not acquire
a better game by simply taking the B with Q. P. at this point

WHITF. BLACK.
6. Q. . takes B.
7. Q takes Kt. 7. Castles
8. Q takes doubled P. 8. Q. to X's 2nd.
9. P to K B's 4th. 9. Q. Kt.to B's 3rd.

10. Q. to K's 4th.

Thus far the moves are those laid down by Bilguer and H
der Laza. They now make Black take the Kt. with Kt., the
Queens are eachanged, and the game dismissed as equal. It
would appear, however that if Black, instead of exchanging
Krights, play 10. X. R. to K’s square, he may obtain a very
embarrassing attack. In reply, you must not 11. take Kt.
with Kt., or he wins your Queen.

The most feasible move for you apparently is K. to Q’s square,
or Q. Kt. to Q's 2nd. (See the next Variation ) K. to B's
square is obviously bad. Suppose in the first place you play

11. K. to Q’s sq. 11. Q. to K. R’s 5th.
He now threatens a dangerous cheek with his Q. B. at K. Kt.’s
5th. If you try to escape the conscquences oy playing 12. P
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to K. Kt.’s 8rd, the subjoined moves show he ought to win
the game.

12, P. to K. Kt.’s 3rd. 12. Q. to K. P.’s 4th (ch.)
Should you ifiterpose the Q. at K. B’s 3rd, he wins a Piece
by taking the Knight with Rook ; if you play Q. to K’s 2nd,
he equally gains the Knight by exchanging Qucens, and then
moving P. to K. B’s 3rd; and if you move K. to Q’s 2nd, the
following is likely to be the termiration :—

13. K. to Q’s 2nd. 13. Kt. takes Kt.

14. P. takes Kt. 14. R. takes P.

Winning easily.
Instead, however, of playing 12. P. to K. Kt.’s 3rd, you
might at that moment move Q. Kt. to Q’s 2nd.

12. Q. Kt. to Q’s 2nd. 12. Q. to K. R’s 4th (ch.)

13. Q.Kt.to K. B’s 3rd (best) 13. Q. B. to K. Kt.’s 5th,

and now, play as you can, Black must gain a decided advantage
by taking the K. Kt. with Kt., &e. -

VARIATION,
Beginning at White's 11¢h move.

11. Q’s Kt. to Q’s 2nd. 11. Q. to K. R’s 5th (ch.)
12. P. to K. Kt.’s 8rd. 12. Q. to K. R's 4th.

13. Q. Kt. to K. B's 8rd. 13. Q. B. to K. B's 4th,
14. Q. to K’s 2nd (best) 14. Q. B, to K. Kt.’s 5th.
15. K. R. to B’s sq. 15. Q. Kt. to Q's 5th.

And Black must win.
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GAMES
ILLUSTRATIVE OF THE PRECEDING ANALYSES.

{From tne Chess- Piayer's Chirontcle.)

GauME L—Played by correspondence between Paris and Pesth,

wiiTe. (Pesth.) seack. (Paris.)

1. P. to K’s 4th. 1. P. to K’s 4th.

2. K’s Kt. to B’s 3rd. 2. K’s Kt. to B’s 3rd.*
3. K’s Kt. takes K's P. 3. P. to Q's 3ra.

4. K’s Kt. to B’s 3rd. 4. Kt. takes K's P,
5. P. to Q’s 4th. 5. P. o Q's 4th.

6. K's B. to @'s 3rd. 6. K's« B. to Q’s 3rd,
7. Castles. 7. Castles,

8. P. to Q. B's 4th. 8. Q's B. to K’s 3rd.
9. Q. to her B's 2nd.4 9. P. to K. B’s 4th. 2
10. Q. to Q. Kt.’s 3rd.§ 10. Q's P. takes P.

* The reply to Pesth’s second move was the occasion of a very animated
discussion in the French camp, which terminated in the abrupt secession
of M. Deschapelles from their councils. This distinguished player was
opposed, justly we think, to the adoption of K. Kt. to B’s 3rd, a move
newly brought into vowue ny the Russian amateurs, MM. Petroff and
Jaenisch, and which their subsequent analyses have condemned; but in.
stead of recommending the acknowledged and well-tried answer, * Q. Kt,
to B’s 3rd,” he strangely enough insisted on the substitution of another
bizarre move, ¢ P. to K. B’s 4th,”’ still more prejudicial to the interests of
the second player. After a good deal of controversy, in the course of
which the veteran proffered to play the defence single-handed against the
whole Commission, the majority decided in favour of “ K. Kt. to B's
3rd,” and M. Deschapelles quitted the club. An able analysis of the
disputed move was afterwards published by the Cominittee, and left no
doubt of their propriety in rejecting it.

1 There is nothing like actual play for testing the value of new sugges-
tions. In the elaborate examination of this pet opening by M. Jaeuisch,
the present move, which is a very probable and a very important one, ap-
pears to have been quite overlooked. M. Jaenisch makes the first player
move Q. to her Kt.’s 3rd at once.

+ If this be the best move left for Black, their Monarch totters already.

§ These moves result from a profound investigation of the opening.
The sort of coup de repos, to await the advance of the enemy’s K. B. P.,
was a master touch.
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11. Q. takes Q. Kt.’s P.* 11, P. to Q. B’s 31d.

12. K’s B. takes K’s Kt. 12. K. B’s P, takes B.
13. K’s Kt. to his 5the 13. Q' B. to K. R’s 4th.
14. Q's'Kt. to B’s 3rd. 14. Q. to her 2nd.+

15. Q. takes Q. 15. Q's Kt. takes Q.

16. K’s Kt. takes K's P, 16. K’s B. to Q. B's 2nd.
17. K’s R. to K’s square. 17. Q’s R. to Q. Kt.’s squares
18. K’s R. to K’s 2nd. 18. Kt. to Q. Kt.’s 3rd.%
19. K's Kt. to Q. B’s 5th. 19. K’s B. to @’s 3rd.
20. K’s Kt. to K’s 4th. 20. K’s B. to Q. B's 2nd.§
2]1. K’s Kt. to Q. B’s 5th, 21. K’s B. to Qs 3rd.
22. K’s Kt, to K's 4th. 22. K’s B. to Q. B’s 2nd.
23. K's Kt. to Q. I3’s 5th. 23. K’s B. to Q’s 3rd.
24, K’s Kt. to K's 4th. 24. K’s B. to Q. B’s 2nd.
25. K’s Kt. to Q. B’s 5th. 25. K’s B. to Q’s 3rd.
26. K’s Kt. to K’s 4th. 26. K’s B. to Q. B’s 2nd,
27. K’s Kt. to Q. B’s 5th. 27. Q’s B. to Q's 6th,
28. K's R. to K’s 3rd. 28. Q's B. to his 7th.

29. K’s Kt. to K’s 6th. 22, R. to K. B's 2nd.

30. Kt. tkes B. 30. R. takes Kt.

31. K’s R. to K’s 2nd.|| 31. B. to Q’s 6th.

32. Q’s B. to K. B's 4th. 32. B. takes R,

33. B. takes R. 33. R. to K’s square.

34. B. takes Kt. 34. P. takes B.

35. R. to K’s square. 35. B. to K. R’s 4th.

36. R. takes R. (ch.) 36. B. takes R.

37. Kt. to K’s 4th. 37. P. to Q. Kt.’s 4th.
38. P. to Q. R’s 3rd. 38. B. to K. Kt.”s 3rd.
39. P, to K. B’s 3rd. 39. K. to K. B's 2nd.

40. K. to B's 2nd. 40. K. to his 3rd.

* This and many moves to come form connecting links in the admirable
combination of the Ilungarians, and were evidently foreseen when the Q.
was played to her B’s 2ud.

+ Is there anytling better to be done by Black at this juncture ? B. to
Q. B’s square would compel the Queen to take the Rook.  But cui bono ?
Could she then be caught? We doubt it.

3 With the view to plant tne Kt. at @’s 4th.

§ The same moves, Kt. to Q. B’s 5th and B. to Q. B’s 2nd, wer
persisted in for weehs by both parties. Pesth having the first game vir-
tually won, werc content to draw this without further trouble. In the
end, Paris, as they must lose equally whether they drew or lost the present
party, decided on venturing another move.

I All this denotes an admirable insight of the position. White see
clearly that every erchunge mow strengthens the advantage they have
acguired.

§ Mot only protecting the Kt. but affording s speedier route for the
King to sustain his P
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41. K. to his 3rd.
42. P, to K. Kt.'s 4th.
43. Kt. to Q. B’s 3rd (ch.)
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41, P. to K. R's 3:da
42. K. to Q’s 4th.
43. K. to Q’s 3rd.

44. P. to K. B’s 4th. 44. B. to K’s square.*
45. P. to K. B’s 5th, 45. Qs B. to @’s 2nd.
46. Kt. to K's 4th (ch.) 46. K. to his 2nd.

47. K. to K. B’s 4th. 47. B. to K’s square. t
48. K. to his 5th. 48. B. to K. B’s 2nd.
49. P, to K. R's 4th. 49. B. to Q’s 4th,

50. P. to K. Kt.’s 5th, 50. P. takes P.

51. P. takes P.
52, P. to K. Kt.’s 6th.?

Paris surrendered.

51. B. to K. Kt.’s squarc,

Game I1—Skilfully conducted Partie played in 1837, by
M. Petroff, against three Russian Amateurs in counc
togcther.

wuite. (M. Petroff.) BLACK. (Amateurs.)

1. P. to K’s 4th. 1. P. to K’s 4th.

2. K’s Kt. to B's 3rd. 2. K’s Kt. to B’s 3rd.
3. P. to Q’s 4th. 3. Kt. takes K’s P.

4. K’s B. to Q’s 3rd. 4. P. to Q’s 4th.

5. Kt. takes K’s P. 5. K’s B. to Q’s 3rd.
6. Castles. 6. Castles,

7. P. to Q. B’s 4th, 7. P. to K. B’s 4th.
8. P. to K. B’s 4th. 8. P. to Q. B's 3rd.
9. Q's B. to K's 3rd. 9. Q's B. to K’s 3rd.
10. P. takes Q's P. 10. P. takes P.

11. Q's Kt. to B’s 3rd. 11. Q’s Kt. to B’s 3rd.
12. @’s R. to Q. B’s square. 12. K’s R. to B’s 3rd. §
13. B. takes Kt. 13. K. B’s P, takes B
14. Q’s Kt. to his 5th. 14. Kt. to K's 2nd.

15. Kt. takes B. 15. Q. takes Kt.

* B. to Q’s 6th would permit the White to play their Q. Xt.’s P. one
equare, with advantage.

4+ The Black have no resource left.

$ Longer resistance would be frivolous and vexatious, and the French-
men with good grace resign.

§ This unfortunate counter attack is admirably taken advantage of by
M. Petroff,
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16. P. to K. Kt.’s 4th. 16. P. to K. Kt.’s 3rd.*
17. P. to K. B’s 5th.+ 17. P, takes P.

18. B. to K. Kt.'s 5th. 18. K’s R. to B’s square.
19. B. to K. R’s 6th. 19. K’s R. to Q. B's square.
20. Q. to her 2nd.§ 20. Q. to her square,

21. R. takes R. 21. R. takes R.

22, P. takes P. 22. Kt. takes P.

23. Q. to K. Kt.’s 2nd (ch.) 23. K. to R’s square.

24. R. takes Kt. 24. Q. to K. Kt.'s square
25. R. to B’s 6th, 25. B. to K. R’s 6th.

26. Q. to K. Kt.’s 3rd, 26. Q. takes Q.

27. P. takes Q.
On this move, the Amateurs abandoned the game.

FIRST DEFENCE.

WHITE. BLACK.
20. Q. to her 2nd. 20. Kt. to K. Kt.’s 3rd.
21. R. takes R. (ch.) 21. R. takes R.
22. P. takes P. 22. Kt. takes Kt.
23. Q. to K. Kt.’s 5th (ch.} 23. Kt. to Kt.’s 3rd.
24. P, takes Kt. 24. Q. to her 2nd.
25. R. to K. B's 7th. 25. R. checks.
26. K. to B’s 2nd. 26. R. to B’s 7th {ch.)
27. K. to his 3rd. Lost game.
SECOND DEFENCE.
WHITE. BLACK,
20. Q. to her 2nd. 20. R. takes R.
21. Q. to Kt.’s 5th (ch.) 21. Kt. to Kt.’s 3rd.
22. Kt. takes Kt. 22. R. to Q. B’s 2nd (best)
23. Kt. to K 's 7th (dble. ch.) 23. K. to B’s 2nd.
%4, P. takes K. B’s P. 24. Q. takes Kt. (best)
25. P. takes B. (dble. ch.) 25. K. takes P,
26. Q. to Kt.’s 4th (ch.) 26. K. to Q’s 3rd.
27. B. checks. 27. K. to Q. B’s 3rd.
28. R. to Q. B’s square (ch.) 23. K. to Kt.’s 4th.

29, R. takes R,
And wins.

« They do not appear to have had a better move.

+ Well played.

1 Tt would have been better to leave the Rook en prise, and advance the
Pawn to King’s Bishop’s 5th.

§ After this move, the game of Black was beyond redemption; but as
the situation is interesting, we shall give in two variations the two systems
of defence which seem preferable, beside that actually adopted.
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Game III.—Between Von. H. der Laza and Major
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WHITE.

(V.H. L)

. P, to K’s 4th.

K’s Kt. to B’s 3rd.
Kt. takes K’s P.

. K¢. to K. B’s 3rd.
. P. to Q’s 3rd.

P. to Q’s 4th.
P. to K. R's 3rd.

. Q’s B. to K’s 3rd.
. K’s B. to K’s 2na.
. P. to Q. B’s 3rd.

Q. to her B's 2nd.

. Q’s Kt. to Q’s 2nd.
. Q's P. takes P.

B. takes B.

. Qs Kt. to his 3rd.

. Castles on K’s side.

. Q. to her 2nd.

. Q’s R. to Q’s square.
. K’s R. to K’s square.
. K’s B, to Q’s 3rd.

. Q'8 Kt. to Q’s 4th.

. K’s R. to K’s 2ixd.

. @’s R. to K’s square.

Q. to K. B’s 4th.
B. to K. B’s 5th.

. K’s Kt. to K’s 5th.

. Q’s Kt. takes B.

. Kt. takes R. (¢h.)

. Q. to K. B’s 5th.

. K’s R. to Q. B’s 2nd.

Q. takes Q's P,

. Q. to her 4th.
. P. takes Q.

P. to Q. R’s 3rd.

. Kt. to K. B’s 3rd.

Kt. takes R.

. R. ta Q. B'# 5th.
. R. to B’s 6th.

R. to Q’s 6th.
Kt. to Q. B’s 2nd.
R. takes Q. Kt.’s P.

Jaenisch.

1.
2.
3.
4.
5.
6.
i.
8.
9.
10.
1l
12.
13.
14,
15,
16.
17.
18.
19.
20.
21.
22.
23.
24.
25.
26.
27.
24,
29.
30
31.
32.
33.
34.
35.
36.
37.
38.
39.
40.

Brack. (M.J.)

P. to K's 4th.

K’s Kt. to B’s 3rd.
P. to Q’s 3rd.

Kt. takes K’s P.

Kt. to K. B’s 3rd.

P. to @’s 4th.

W’s B. to Q’s 3rd.
Castles.

Q. to K’s 2nd.

P. to Q. B’s 4th.

Q’s Kt. to B's 3rd.
Q’s B. to K’s 3rd.
K’s B. tukes P.

Q. takes B.

Q. to her Kt.’s 3rd.
Q’s R. to Q. B’s squers
K’s R. to Q’s square.
P. to Q. R's 3ed.

K’s R. to @Q’s 2nd.
Q’s R. to @'s square.
Q’s R. to K’s square.
K’s R. to K’s 2nd.

P. to K. R’s 3rd.

Q’s Kt. to Q’s square.
Q. to her B’s 4th.

B. tukes B.

Kt. to K’s 3rd.

R. takes Kt.

P. to Q’s 5th.

P. to Q’s 6th.

Q’s Kt. to K. B’s 5th,
Q. takes Q.

K’s Kt. to Q’s 4th.
P. to K. Kt.’s 4th.
R. takes R. (ch.)

K. to Kt.’s 2nd.

P. to Q. Kt.’s 3rd.
Q’s Kt. to K's 3rd.
K’s Kt. to K, B's 5th,
K’s Kt. to Q's 6th.

And Black surrendered.
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Cnarrer 111,

GAME THE SIXTH.

WHITE. BLACK
. P. to K's 4th. 1. P. to K's 4th.
2. K's Kt. to B's 8rd. 2. K’'s B. to Q. B's 4th

This mode of answering your sccond move is very poor and
inefficient, and affords you an opportunity of bringing your
Pieces into action speedily.

3. Kt. takes K's I, 3. Q. to K's 2nd.

4. P. to Q's 4th. 4. B. to Q. Kt.’s 3rd.
He has three other ways of playing at his choice, 4. B. to
Q’s 3rd, 4. P. to Qs 8rd, and 4. P. to K. B's 3rd, each ot
which shall be briefly examined. In the first place, suppose—
4. B. to Q's 3rd.

5

5. P. to K. B’s 4th. 5. P. to K. B’s 3rd.

6. Kt to Q. B’s 4th. 6. Q. takes P. (ch.)

7. K. to B’s 2nd. 7. Qs Kt. to B’s 3rd.*
8. K’s B. to Q’s 3rd. 8. Q. takes Q's P. (ch.)
9. Q's B. to K's 3rd. 9. Q. to her 4th.

10. B. to K. Kt. s 6th (ch.), and you take the Q. next move,
In the second place,—

4. P, to Q's 3rd.
5. Kt. takes K. B's P. 5. Q. takes K’s P. (ch.)t
6. Qs B, to K's 3rd. 6. K. takes Kt.
7. P. takes B. 5. P. tukes P.
8. Q. to K. R’s 5th (ch.) 8. K. to B’s sq.

9. Q. takes doubled P. (ch.), and you have & fine game.
The third variation consists in his playing—

4. P. to K. B’s 3rd.
5. Q. to K. R’s 5th (ch.) 5. . to K. Kt.’s 3rd.

6. Kt. takes Kt.’s P. 6. Q. tukes K’s P. (ch.)
7. K. 0 Q's sq. 7. Q. takes Kt.
3. Q. takes B,

You have much the better game.

* He might also take K. B’s P. with his B., but the result would be in

your favour.
+ If be take the Kt. with Q., you take his B. with P., and have a P,
more ana a8 better position.
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Having seen the results of these methods of play, we may
now proceed with the original game, from which we deviated
after the 4th move.

5. K's B. 10 Q. B’s 4th. 5. K’s Kt. to B's 3rd.
6. B takes B's P. (ch.) 6. K. to B's sq.

7. B. to Q. Kt.’s 3rd. 7. Kt. takes K's P.
8. Castles,

and you have an excellent position.

GAME THE SEVENTH.
CouNTER GAMBIT IN THE KN16HT's OPENING.

WHITE. BLACK,
1. P. to K's 4th. 1. P. to K’s 4th.
2. K. Kt. to B's 3rd. 2. P. to XK. B's 4th.*

Your best move is now to take the Pawn with the Kt.; but

ou may also play advantageously K’s B. to Q. B's 4th. If,
instead of cither of these moves, you take the Pawn with
K’s Pawn, Black will have the better game.

3. K's Kt. takes P. (best) 3. Q.to K. B’s 3rd (best)

* In the admirable German treatise on the openings, began by Von
Bilguer and ultimately so well concluded by Von H. der Laza, the
following remarks are made upon this opening, which there is desig-
pated ““ Tue CounNTER Gampit 1N THE KN16BT's GaME.”  * During
the summer of the year 1839, five of the best chess-players in Berlin,
amongst whom were Von Bilguer, the deceased author of this work, and
Von H. der Laza, its editor, agreed to meet weekly, and to select this
opening as the subject of their investigations.”” (The most important
variations resulting from these inquiries will be found in the present
Chapter.) . . . . ‘The principal authors who have turned their
attention to this début are,—Lewis, 1st Ed. (1842) pp. 84, 88; Lewis’s
Treatise, pp. 117, 122, 236, 239; Walker (1841), p. 186; Greco
(Hirshell), pp. 112, 116 ; Cozio, i. pp. 280, 285, 288, 350, 353 ; Cozio,
ii. pp. 342, 350, 354 ; Ponziani (1782), p. 105, and in the Palamide of
1843, pp. 19, 26, with the specific title of ¢ Gambit en second.’’”” M,
Deschapelles, in the match by correspondence between Paris and Pesth,
had recommended the move 2. P. to K. B’s 4th as the best defence
against K’s Kt. to B’s 3rd of the first player. It was, however, rightly
rejected by the committee, and K’s Kt. to B’s 3rd adopted instead.

The idea of this game is traceable to Damiano, but Greco appears to
be its trueelaborator.



KING'S KNIGHT 8 OPENING. 93

1f be play 3. Q. to K’s 2nd, the subjoined moves show you
will get the advantage :—

3. Q. to K’z 2nd.
4. Q. to K. R’s 5th (ch.) 4. P. to K. Kt.’s 3rd.
5. Kt. takes Kt.’s P, 5. Q. takes K’s P. (ch.)
6. B. to K's 2nd (best) 6. K’s Kt. to B’s 3rd.
7. Q. to R’s 3rd (best) 7. P, takes Kt.*
8. Q. takes R. 8. Q. takes K. Kt.’s P,
9. R. to K. B’s sq. 9. K. to B’s 2nd.

10. Q. to R’s 4th,
With the better game.

4. P. to Q's 4th. 4. P. to Q's 3rd.
He may also take the K’s P. with P. (See the Fourth Varia-
tion.)

5. Kt. to Q. B's 4th, 5. P. takes K's P.

6. Q. Kt. to B’'s 3rd. 6. P. to Q. B's 3rd,

or First Variation.

This sixth move of Black gives rise to some extremely deli-
cate manceuvring, in which, without the greatest exactness on
White's part, he may lose a Knight.

7. Q's Kt. takes K's P. (best) 7. Q w0 K's 8rd.
8. Q. to K's 2nd. 8. P. to Q's 4th.
9. Qs Kt. to Q's 6th (ch.) 9. K. to Q's 2nd.
If he play 9. K. to Q's sq., these moves are likely to follow :~—
9. K. to Q’s sq.
10. Q’s Kt. takes Q. Kt.’s P. (ch.) 10. K.to Q. B's 2nd. t
11. Q. takes Q. 11. Q’s B. tekes Q.
12. K’s Kt. to Q. R's 5th. 12. K. to Kt.’s 3rd (best)
13. Q’s B. to Q’s 2nd. 13. Q's Kt. to Q’s 2nd.

14. P. to Q. Kt.”s 4th,
And afterwards Q’s Kt. to B’s 5th, with a superior gamie.

Observe here, that it is far from indifferent which Kt. you
check with. If you play 9. K's Kt. to Q's 6th (ch.), he may
move K. to Q's sq. You reply with 10. Q's B, to K. Kt.’s
5th (ch.); he then moves K. to Q. B's 2nd, and wins one of
the Knights. At your 10th move, however, instead of checking
with the B. you may play 10. Qs Kt. to K. Kt.'s 5th; Black

* If R. to Kt.’s sq., White replies with Q. Kt. to B’s 3rd, or Q. P
to Q’s 3rd, and then Kt. to K. B's 4th.
+ If he play otherwise the Knight will secure a retreat,
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cannot then take the other Kt. on account of 11. Kt. to Bs
7th (ch.), winning the Queen, but he would take yowm Q.
with Q. (ch.), and the game would probably go on thus :—

11. B. takes Q. 11. B. takes Kt.

12, Kt. to K. B’s 7th (ch.) 2. K. to his 2nd.

13. Kt. takes R. 13. Q’s B, to K’s 3rd.
14. B. to Q’s 3rd. 14, K’< Kt, to B’s 3rd

15. Kt. to K. Kt ’s 6th. 15, P. takes Kt
16. K’s B. takes P., and

White ought not to win.

10. Q's Kt. to K. B's 7th. 10. Q’s P. takes K's Kt
11. Q. takes Q. (ch.) 11. X. takes Q.

12. K’s B. takes P. (ch) 12. K. to his 2nd.

13. Kt. takes R. 13. Q’s B. to K’s 3rd.
14. K's B. to Q’s 3rd. 14. K’s Kt. to B’s 3rd.
15. Q's B. to K. Kt s 5th. 15, Qs B.to K Kt.'s sq

16. Castles, with a fine game.

Should he. for his 15th move, instcad of Q's B. to K. Kt ’s
§q., play P. to K. Kt.'s 3rd, you may give up tke Knignt for
the two Pawns; but in the present position the Knignt need
not be lost,

FIRST VARIATION,

Beginning at Black's 6th move,

WHILE,
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WHITE. BLACK.
6. Qs B. to K. B'a 4th
7. P. to K. Kt.’s 4th. 7. Q's B. to K. Kt.’s 3rd.
8. K's B. to Kt.’s 2nd. 8. P. to Q. P’s 3rd.
9. B. takes K's P. 9. B. takes B.
10. Qs Kt. takes B. 10. Q. to K's 3rd.
11. Q. to K's 2nd. 11. P. to Q’s 4th.

12. K's Kt. to Q's 6th (ch.)

If now Black take the Knight with his Bishop, you retake
with the Q's Kt. (ch.), then exchange Queens, and win the
Q. Kt's P. 1le may, however, move 12. K. to his 2nd,
whereupon you check with K’s Kt. at K. B’s 5th, and after.
wards liberate your other Kt.

SECOND VARTATION,
Beginning at Black's 6th move.
Arrange the men according to the preceding diagram again.

WHITE. BLACK.
6. K's Kt. to K's 2nd.
7. P. to Q’s 5th. 7. Q. to K. Kt.’s 8rd.

If at his 7th move he play Q's B. to K. B's 4th, you again
attack the B. with XK. Kt.’s ., and then play K's B. to Kt.’s
2nd.
8. Q. to her 4th, 8. Q's B. to K. B's 4th.
9. Q's Kt. to his 5th, gain-
ing a Pawn.
THIRD VARIATION,

From Black's 6th move——(See preceding diagram.)

WHITE. BLACK.
6. Q. to K. Kt.'s 3rd.
7. P. to K. B’s 3rd (best) 7. K's Kt. to B's 3rd.
8. P. takes K's P, 8. Kt. takes P.
9. Q. to K’s 2nd. 9. Q'sB.toK.B's 4th,
10. K's Kt. to Q's 2nd. 10. Q's Kt. to B's 3rd.
11. K’s Kt. takes Kt. 11. K. takes Q's P.

12. Q. to her 3rd, having won
a Pece.
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Black’s error in this last variation is not taking the K. B's
P. with P. at his 7th move. If he take the P. you still have
a considerable advantage in position, but he avoids the loss of
any of his men. (e.g.)

7. P. takes K. B's P,
8. Q. takes P. 8. K’s Kt. to B’s 3rd.
9. K’s B. to Q’s 3rd. 9. Q. to K. Kt.’s 5th.
10. Q. to K’s 3rd (ch.) 10. B. to K’s 2nd.
11. Castles, with the bet-
ter gume.

FOURTH VARIATION OF THIS GAME,

Beginning at Black's 4th move.

WHITE. BLACK,
1. P. to K's 4th. . P. to K's 4th.
2. K's Kt. to B’s 8rd. . P. to K. B’s 4th.
3. Kt. takes K’s P. . Q. to K. B's 3rd.
4, P. to Qs 4th. . P. takes K's P.
5. K's B. to Q. B's 4th. . P, to Q. B's 8rd.

If jnstead of this, he move 5. K's Kt. to K's 2nd, the game is
likely to proceed thus:—

v s CO B ma

5. K’s Kt. to K’s 2nd.
6. Q’s Kt. to B's 3rd. 6. Q. to K, B’s 4th,
7. Qs Kt. tohus 5th. 7. Q’s Kt. to R’s 3rd.
8. K's Kt. to B's 7th,

Winning at least the Rook, for if he attempts to save it, he must lose the
Q. by 9. Kt. to Q’s 6th (ch.), &e.

6. B. to B's 7th (ch.) 6. K, to his 2nd. .

Should he move the K. to Q’s &q., you can take the Kt., and
if he retake with his R., play 9. Q's B. to K. Kt.’s 5th,
winning the Q. in two moves.

7. P. to K. R's 4th. 7. P. o K. R’s 3rd.
8. Q. to K. R’s 5th, 8. K. to Q's 8rd.
9. Q's B. to K. Kt.’s 5th 9, P. takes B,

10. Q. takes R,
and you have an casy game
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ANOTHER VARIATION,

Beginming at the 3rd move of White

WHITE. BLACK.
1 P.to K's 4th. 1. P. to K's 4th.

2. K’s Kt. to B's 3rd. 2. P.to K. B's 4th.
8. K's B. to Q. B's 4th. 3. P. takes K's P.

Black might also play 3. P. to Q's 3rd, and the position
would be the samc as m one of the modifications of ** Phi-
lidor’s defence of the Knight's Opening.”—In that case the
game would probably be followed thus:—

3. P. to Q’s 3rd.
4. P. to Q's 4th (best) 4. P. takes K’ P.

{If be take the Q’s P. instead, you play 5. K. Kt. to "is 5th, and have a
much better game than he has.)

5. Kt. takes P. 5. P. takes Kt.
(If the Kt. is not taken, you have evidently an excellent position.)
6. Q. to K. R’s 5th (ch.Y 6. K. to Q’s 2nd.
(By interposing the K. Kt. P. he would lose his Rook, and if he played
the King to his 2nd, you checkmate him in two moves.)
7. Q. to K. B’s 5th (ch.) 7. K. to Q. B’s 3rd
8. Q. tukes P. at K's 5th. 8. P. to Q. R’s 3rd.
{This is his only move to avert immediate mate.)
9. P. to Q’s 5th (ch.) 9. K. to Kt.'s 3rd.
(1f he move the K. to B’s 4th, mate follows in four moves.)
10. B. to K’s 3rd (ch.) 10. B. to Q. B’s 4th.
tSkould he play 10. P. to Q. B’s 4th, you take the P. in passing, and
then move Q. Kt. to B’s 3rd, secure of the game.)
11. B. takes B. (ch.) 11. K. takes B.
12. P. to K. Kt.’s 4th (cb.) 12. K. takes P.
(If he take the Bishop, you may mate him in four moves.)
13. Kt. to O'a 2nd. 13. P. to Q. Kt.’s 4th.
(1f 13. K. t. B’s 4th, he will be mated in three moves.,
14. R. to K '8 8q. (ch.) 14. K. to R’s 4th,
(It is indifferent where he plays.)
15. Q. to her 4th. 15. Q. to her 3rd.
16. Kt. to Kt.’s 3rd. (ch.)
And you win.

4. Kt. takes P. 4. Q. to K. Kt.'s 4th
You would play badly at move 4, in taking the K's K¢. with
your Bishop. (e. g.)



-08 JHESS-PLAYER'S HANDBOOXK.

4. B. takes Kt. 4. R. takes B.
5. Kt. takes K's P, 5. Q. to K. Kt.’s {tu,
6. Kt. to his 4th. 6. P. to Q’s 4th.
And he has the better position.
5. Kt. to K. B's 7th (best) 5. Q. takes K. Kt s P

Instead of 5. Kt. to B's 7th, you might play P. to Q's 4th.
and if he took the K. Kt.'s ., move Q. to K. R’s 5th (ch.)
having a strong attack.

6. R. to K. B's sq. 6. P. to Qs 4th.

7. Kt. takes R. 7. P. takes B.
if you take the Q's I’. with B., instcad of capturing the Rook,
Black, as the annexed moves prove, will have the better

game.
7. B. takes Q’s P. 7. Q’s B. to K. R’s 6th.

8. Q. to K’s 2ud. 8. K’s Kt. to B’s 3rd.

9. K’s B. to Q. B’s 4th (best) 9. Q’s Kt. to B’s 3rd.

10. Kt. takes R. 10. Q’s Kt. to Q’s 5th.

And Black should win,

8. Q. to K. R's 5th (ch.) 8. P. to K. Kt.’s 8rd,
9. Q. takes K. R's P, 9. Q’s B. to K’s 3rd.

10. Q. takes K. Kt.’s P. (ch.) 10. Q. takes Q.
11. Kt. takes Q.

and you have “ the exchange” and a Pawn advantage.

The foregoing examples will suffice to show that in this
opening 7you obtain a decided superiority by answering Black’s
2nd mov , P. to K. B's 4th, either with 3. K’s Kt. takes K’s
P. or 3. K’s B. to Q. B's 4th. But the result is not so clearly
in your favour, if in place of one of these moves you substi-
‘ute 8. P. takes K. B's P., as you will see bv the following
variations.

VARIATION OF THIS GAME,

Beginning at White's 3rd move.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. Kt. to B’s 3rd. 2. P. to K. B’s 4th.
3. P. takes P. 3. P. to Q's 3rd.

This is Black’s best mode of taking advantage of your baa
3rd move, P. takes P. He may also play 3. Q. to K. B's 8rd
without danger; for example,~
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3. Q. tn K, B’s 3rd.
4. Q. to K’s 2nd. 4. Q. Kt. to B’s 3rd.
5. P. to Q’s 4th. 5. P. to Q’s 3rd.
6. P. takes P. 6. P. takes P.
7. Q. B. to K. B’s 4th. 7. K. B. to Q’s 3rd.
8. P. to K. Kt.’s 4th. 8. K. Kt. to K’s 2nd.
9. Q. B. to K. Kt.’s 5th. 9. Q. to K. B’s 2nd.
10. P. to K. R’s 3rd. 10. P. to K. R’s 4th.
11. K. B. to K. Kt.”s 2nd. 11. P. takes P.
12, P. takes P. 12. R. takes R.
13. K. B. takes R. 13. P. to K. Kt.’s 3rd.
14. B. takes K. Kt. 14. Q. takes B.

(1f ins'ead of taking the Kt., you play 14. P. to K. B's 6th, he will move
14. K. Kt. to his sq., and win the Pawn and a better position ; and if
you take P, with P., he takes again with lus Kt., having a fine game. )

15. P. takes K. Kt. P. 15. B. takes K. Kt. P.
And he has the advantage.

4. P. to Q’s 4th. 4. P. to K's 5th.
5. Kt. to his 5th, 5. Q. B. takes P.

You may also play 5. Q. to K's 2nd, but that would hardly be
%0 good as the move given.

6. Q. to X's 2nd.
7. Q. to her Kt.’s 5th (ch.)
8. Q. takes Q. Kt. P. 8. Q. Kt. takes Q. P
9. B. te Q. Kt.’s 5th (ch.) 9. Kt. takes B.
10. Q. takes Kt. (ch.) 10. Q. to her 2nd.
11. Q. to Q. Kt.’s 7th. 11. Q. R. to B’s sq.
12. Q. takes Q. R. P. 12. P. to K. R's 3rd
13. Kt. to K. R’s 3rd. 13. B. takes Kt.
14. K. Kt. P. takes B. 14. Q. takes P.

And he has the superiority in position.

6. P. to Q's 4th.
7. Q. Kt. to B's 3rd.

GAME THE EIGHTH.

WHITE.
1. P. to K’s 4th.
2. K’s Kt. to B’s 3rd.

BLACK.
1. P. to K's 4th
2. P. to Q's 4th.

This defence may be adopted without much danger, but it
you take his proffered Pawn with P. at your 8rd move, your
position is slightly better than Black’s.

3. P. takes P. (best)

3. Q. takes P.
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Ihis appears to be his best reply. If instead of taking the
Pawn, he play 8. P. to K's 5th, the result will be as follows:—

3. P. to K’s 5th.

4, Q. to K’s 2nd. 4. Q. to K’s 2nd.

5. Kt. to Q's 4th. 5. K’s Kt. to B's 3rd.
6. Q’s Kt. to B’s 3rd. 6. Q. to K’s 4th.

7. K’s Kt. to B’s 3rd. 7. Q. to K’s 2nd.

8. K’s Kt. to his 5th. 8. Q's B. to K. B’s 4th.
9. Q. to her Kt.’s 5th (ch.)

And you must gain some advantage.

4. Q's Kt. to B's 3rd. 4. Q. to X's 3rd. N
5. B. to Q. Kt.’s 5th (ch.) 5. B. to Q’s 2nd.

8. Castles. 6. B. takes B.

7. Kt. takes B, 7. K’s B. to Q’s 3rd.

8. R. to K's sq. 8. P.to K. B’s 3rd.

You might also play 8. K’s Kt. takes K's P., and the next
move place K's R. at K’s 8q., threatening to take Q. B’s P. with
the Kt.
9. P. to Q's 4th. 9. P.to Q. B's 8rd.
10. Q's P. takes P. 10. P. takes P,
11, K's Kt. takes P,
‘Winning or course.

Your success in this variation results from your 8rd move
of P. takes P.; if instead of this you take the K's P. with the
Knight, it is not so evident that any marked advantage would
accrue to you ; for instance,—

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K's 4th.
2. K’s Kt. to B's 3rd. 2. P. to Q’s 4th.
3. Kt. takes K's P. 3. Q. to K's 2nd (best)

“This is considered his best move; if 3. P. takes P, the game
proceeds thus:—

3. P. takes P,
4. K’s B. to Q. B’s 4th. 4. Q. to K. Kt.’s 4th (best)
5. P. to Q’s 4th. 5. Q. takes K. Kt.’s P.
6. R.to K. B's sq. 6. B. to K’s 3rd (best)

(3f he play 6. B. to K. R’s 6th, you may take K. B’s P. with your B
(ch.}, and then return the B. to Q. B's 4th.)

7. P. to Q’s 5th. 7. B. to K. R’s 6th.
8. ’s B. to K. B’s 4th.

The gume is equal.
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4. P. to Q's 4th. 4. P. to K. B's 3rd.

5. Kt. to his 4th. 5. B. takes Kt,

There is a beautiful but not sound variation on your move at
this point, the invention of Mr. Cochrane, which is to lcave the
K’s Kt. and play 5. Q's Kt. to B's 3rd. (See the game * be.
tween Messrs. Cochrane and Staunton,” in which this occurs,
at the end of the present Chapter.)

6. Q. takes B, 6. Q. tukes P. (ch.)

7. Q. takes Q. (ch.) 7. P. takes Q.

There is no advantage on cither side,

From these variations you will gather that when .Black
adopts the defence of 2. P, to @'s 4th ip this game, your hest
answer is 3. . takes Q's P., and that any other reply will lead
to about an even game.

GAMES
ILLUSTRATIVE OF THE PRECEDING VARIATIONS.

(From the Chess-Player's Chronicle.)

Gami L—Between Messrs., Cochrane and Staunton.

write.  (Mr. Cochrane.) srack. (Mr, Staunton.)
1. P.to K's 4th. 1. P. to K’s 4th.
2. K. Kt. to B’s 3rd. 2. P. to Q’s 4th.
3. Kt. takes K. P, 3. Q. to K’s 2nd,
4. P. to Q’s 4th. 4. P. to K. B's 3rd.
5. Q. Kt. to B’s 3rd. 5. P. takes K. Kt.
6. Kt. takes Q. P. 6. Q. to K. B’s 2nd,
7. K. B. to Q. B’s 4th. . 7. Q. B. to K’s 3rd.
8. Castles. 8. P.to Q. B's 3rd.
9. P.to K. B’s 4th, 9. P. takes Kt.
10. B. P. takes P. 10. Q. to her 2nd.
11. K. P. tukes P. {1. B. takes P.
12. P. to K's 6th. 12. Q. to her B’s 3rl.
13. Q to K. R’s 5th (ch.) 13. P. to K. Kt.’s 3rd.
14. Q. takes B. 14, K. Kt. to K’s 2nd,
15. Q. to K’s 5th. 15. Q. tahes B.
16. Q. takes R. 16. Kt. to K. B's 4th,
17. Q. B. to K. R’'s 6th. 17. Q. to her Kt.’s 5th.
18. Q. takes B. (ch.) 18. Q. takes Q.
19. B. takes Q. 19. K, takes B.

20, P. to K. Kt.’s 4th,
Black surrenders.
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WBRBITE,

L
2.
3.
4.
5
6.
7.
8.
9.
10.
1.
12.
13.
14.
15.
16,
17.
18.
19.
20.
21.
22.
23.
24,
25.
26.
9.
8.
29.
30.
31.
32.
33.
34.
35.
36.
37.

* If Black had taken the B. with K. B. P. at this point, the following
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GawME I1.-—Between MM, Jacnisch and Petroff.

(From the same work.)

(M. Jaenisch.)
P. to K’s 4th.

K. Kt. to B's 3rd.
K. Kt. takes P.

P. to Q’s 4th.

Kt. to B’s 3rd.

K. Kt. to Q’s 2nd.
K. B. to K’s 2nd.
K. Kt. to Q. Kt.’s 3rd.
Castles.

P. ‘0 Q. B’s ath,
Q. B. to K. B’s 4th,
Q. Kt. to B’s 3rd.
P. to Q. R’s 3rd.
Q@ B. to @’s 2nd.
P. to Q’s 5th.

K. Kt. to @’s 4th.
Q. B. to K's sq.

P. to Q. Kt.’s 4th,
P. to K. B’s 3rd.
Q. to her Kt.’s 3rd.
P. to Q. B’s 5th.
Kt. takes P.

B. takes Kt.

Q. to her B’s 4th.
Q. to K’s 4th,

P. to Q’s 6th.

Q. to her 4th.

R. takes B.

Q. Kt. to his 5th,
P. to Q’s 7th.

B. to K. Kt.’s 3rd.
B. takes B. P. (ch.)
B. takes Kt. (ch.)
Q. takes R. (ch.)
R. takes Q.

Q. to K’s 8th (ch.)

BLACK. M. Petrof.)
1. P. to K's 4th,

P. to Q’s 4th,

Q. to K’s 2nd.

P. to K. B’s 3rd.
P. tukes P.

P. to K. B’s 4th.
Q. Kt. to B’s 3rd
K. Kt. to B's 3rd.
. Q. to K. B’s 2nd.
Q. B. to Q’s 2nd.
. Castles.

. P.to K. R’s 3rd.

. P. to K. Kt.’s 4th.
. P. to K. B’s 5th,
15. Q. Kt. to K's 4th.
16, K. B. to Q. B’s 4the
17. K. R. to Kt.’s sq.
18. K. B. to K’s 2nd.
19. P. to K’s 6th.

20. P. to K. Kt.’s 5th,
21. P. takes K. B. P
22. Kt. takes Kt. (ch.)
23. Kt. to K. Kt.’s 5th
21, K. to Kt.’s sq.

25. Q. R. to K’s sq.
26. Q. B. to lus 3rd.
27. B. takes B.

28. B. to K. Kt.’s 4th.
29, P. to Q. B’s 3rd.
30. Q. R. to K’s 3rd.
31. P. takes Q. Kt.*
32. Kt. to K’s 4th.
33. R. takes B.

34. K. to R’s sq.

35. P. to K’s 7th.

36. R. takes Q.

-
Semupohwp

—
—

It bt ot
e N

P. takes R., becomes a Queen (ch.), and wins.

moves show that he would have equally lost :~—

32. Q. takes Kt.
33. K. to R’s sq.

31. P. takes B.
32, P. takes P. {ch.)
33. Q. takes Q. P.

34. Q. to K. Kt.’s 3rd {(ch.), and wins.
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CuartER IV.
GAME THE NINTH.

Tue Grvoco Piaxo.

Ax attentive examination of the eight separate methods of
reply to your second move of K's Kt. to B's 3rd in the ante-
cedent games, will have cnabled you to understand that four
at least of these defences, viz.: P. to K. B's 3rd, B. to Qs 8rd,
Q. to B's 3rd, and B. to Q. B's 4th, are untenable and inju-
rious for the game of the sccond player, and that the remam-
ing four, if not ahsolutely bad for him, are unsatisfactory,
because against the best attack, they leave the balance of
advantage in favour of the party playing first.

It is now time to consider the consequences io both parties
when Black, abandoning the objectionable or uucertain
modes of play he has hitherto adopted, shall answer with the
move which the best authorities at length concur in recom-
mending as the proper one, ¢. e., 2. Q's Kt. to B's 3rd. Upon
his playing thus, you have the choice of three good moves: in
the first place, to play 8. K's B. to Q. B's 4th, as in the
present game; seoondly, 3. P. to Q's 4th; and thirdly, P.
to Q. B's 3rd. The two latter of which will form the sub-
jects of games hereafter.

WHITE. BLACK.

1. P. to K's 4th. 1. P. to K's 4th.

2. K's Kt. to B's 3xd. 2. Q's Kt. to B's 3rd.
3. K’s B. to Q. B's 4th. 3. K s B. to Q. B's 4th.

It is generally admitted that Black’s 8rd move is the best he
can adopt; and the opening now formed is that which the
Ttalians have cntitled the * Giuoco Piano;™* an opening,
less attacking than many others, but one perfectly safe for
both players, and therefore always in reguest, and which

usually gencrates games of the most solid and instructive
kind.

* The leading works to be consulted on this important opening, are
Lolli, pp. 46, 162, 264; Ponziani, 1782, p. 53; Stamma, 1745, pp.
7—19; Lewis (1st Ed.), pp. 94—125; (2nd Ed.), pp. 90—120, 152—170;
also in his last Treatise, 1844, pp. 148—189; Mauvillon, 1829; Bilguer’s
Handbuch, 1843; and the immense coiection of games in the Chess-
Player’s Chronicle, vol. i. to vii.
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Instead of this move, he may however play 3. K's Kt.
to B's 3rd, or 4. P. to K. B's 4th, both of which will be sub.
sequently examined; 4. Q's P. one is obviously bad for him,
by shutting in his K's B., and 4. Q. to K. B's 3¢vd, a move too
frequently adopted by young players, will be touched upon
incidentally in the analysis of the former two.

4. P. to Q. B's 3rd. 4. K'sKt. to B’s3rd (best)

Your move of 4. P. to Q. B’s 3rd is the one most played at
this point, because it makes an outlet for your Q. to Ner
Kt.’s 3rd. and enables you at the proper moment to advance
the Q's P. to the 4th sq.; but 4. Qs Kt. to B’s 3rd, or
4. P. to Q's 3rd (see Game 15th), though less immediately
attacking, may also be made with advantage. You may like-
wise castle at this moment (see Game 14th). Black’s answer
of 4. K's Kt. to B's 3rd, is the oldest and best defence he
can sdopt. It is to be found as far back as the time of
Damiano, 1512, and modern authorities agree in acknow.
ledging it to be the most secure reply at Black’s command.
Instcad of this move, however, it has been shown in the
“Handbuch” of Bilguer and II. der Laza, that he may,
without any very marked disadvantage, play either 4. Q. to
K’'s 2nd, or 4. K's B. to Q. Kt.'s 3rd (sec Game 13th), both of
which will be cousidered presently, together with 4. P. to
Q's 3rd (see Game 11th), the move commended by the great
Italian players, and subsequently by Lewis, but which cer-
tainly appears less effective than bringing out the K’s Kt.

5. P. to Qs 4th. 5. P. takes P.

The question as to which is your best 5th move, has long
occupied the attention of the leading writers. Mr. Lewis has
a preferrnee for 5. P. to Q's 3rd; but he remarks, it is diffi-
cult to decide (sce Game 10th); and Bilguer and . der
Laza recommend you to castle—the result of which shall
be shown in Variation III. If instead of any one of thesc
three ways, you play 5. Kt. to Kt.’s 5th, the following moves
will show that your epponent gains the advantage of position:

5. K’s Kt. to his 5th. 5. Castles.

6. P. to K. B’s 4th. 6. P. to Q’s 4th (best)
7. P. takes Q's P, (best) 7. Kt. takes P,

8. B. takes Kt. 8. Q. takes B.

9. Q. to K. B's 3rd. 9. K’s R. to Q’s 8q. (best)
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If you play 9. Q. to K. R’s 5th, Black plays 9. Q’s B. to K. B's 4th,
and the second player should win. Black’s 9th move, K's R. to Q's 1q.,
first occurs in a game between the writer and Mr. Horwitz, and it appears
to be a rsatisfactory reply to the attack.

6. P. to K's 5th. 6. P. to Q's 4th (best)

You might have played 6. P. takes P., a move the German
masters recommend, and the consequences from which will
be shown in Variation II. You may also play 6. P. to Q.
Kt.’s 4th, and upon the Bishop retreating, take 7. P. with
P.:in that case, Black must not take the Kt.'s P. with Kt., on
account of your playing . to K's 6th, which would then give
you a capital game.

Black plays the best move he has. If instcad, he move
6. Q. %0 K's 2nd, you castle; if 6. K's Kt. to his 5th, you may
take X. B's P, with B., checking, and when the K. takes B.,
play XKt. tohis 5th (ch.), or better perhaps than taking the K.
B's P., take Q's . with P. But, as rccommended by some
auffhors, he may play 6. K's Kt. to K's 5th, which will form
the subjeet of Variation L

; 7. K's B. to Q. Kt.'s 5th. 7. K's Kt. to K's 5th.

If at move 7. you take the Kt. with K's P., he tukes your B.

/with P., and if then you play 8. P. takes K. Kt.'s I’., he
/ replies with 8. K's R. to Kt.’s sq., and has the better game.

8. B. takes Kt. (ch.) 8. P. tukes B.

9. P. takes . 9. B. to Q. Kt.’s 3vd.
Black may check with his B. here; but that is hardly so good
s the move given. (¢.g.)

9. B. to Q. Xt.’s 5th (ch.)
10. B. to Q’s 2nd. 10. B. takes B. (ch.)
11. Q’s Kt. takes B. 11. P. to K. B’s 4th.

You may now play 12. @’s R. to Q. BB’s sq., having a slight advantage
of position.

10, Castles. 10. Q's B. to K. Kt.'s 5th.
11. Qs B. to K's 3xd. 11. Castles.
The game is equal.

Variariow L.,
Beginning at Black's 6th move.

WHITE. BLACK.
t. P. to X's 4th. 1. P. to K's 4th.
2. K's Kt. to B's 3rd. 2. Qs Kt. to B's 3rd.
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3. K's B. to Q. B's 4th. 3. K'sB.to Q. B's4.a.
4, P. to Q. B's 3rd. 4, K’'s Kt. to B's 3rd.
5. P. to Q's 4th. 5. P. takes P.

8. P. to K's 5th. 6. K's Kt. to K’s 5th.
7. K's B. to Q's 5th. 7. Kt. takes K. B's P,

If you play 7. Q. to K's 2nd. he moves 7. P. to Q's 4th, an?
on your playing 8. P. takes I. in passing, he moves 8. Q's B,
to K. B's 4th, with a better position; and if you move
7. P. takes P., he then cheeks with his B., and the game
is equal.

8. K. takes Kt. 8. P. takes P. (dis. ch.)

9. K. to Kt.’s 3rd. 9. P. tukes Q. Kt.s P,
The King, at your 9th move, has three squares to move to,
each of which has its advocates; the Italian authors recom-
mend K. to his own sq.; Jaemsch Ghulam Kassim, and
Mendheim prefer the move in the text; and Petroff advises
K. to B's sq. It may be well to examine the first and last
before proceeding with the other.

In the first place then suppose,—

9. K. to his sq. 9. P. takes Q. Kt.’s P,
10. Q’s B. takes P. 10. Q’s Kt. to K’s 2nd.
11. K. B. to K’s 4th. 11. P. to Q’s 4th.

12. P. takes P. in passing. 12. Q. takes P.
13. Q. takes Q. 13. P. takes Q.

14. Q’s Kt. to B’s 3rd. 14. Q’s B. to K. B’s 4th.
15. K. to his 2nd.

‘White appears to me to have the advantage.

In the second place suppose you play,—

9. K. to B's sq. 9. P, takes P.
10. Q's B. takes P. 10. Castles.
11. Q’s Kt. to Q'~ 2nd. 11. P. to Q’s 3rd.
12. Q’s Kt. to K’s 4th. 12. Q's Kt. to K’s 2nd.

13. Q’'s Kt. takes B, 13. P. takes Kt.

14. B. to K’s 4th.* 14. Q’s B. to K. B's 4th,
15. Q. to her B's 2nd. 15. B. takes B.

16. Q. takes B. 16. Q. to her 4th.

17. Kt. to K. Kt.’s 5th.

s best move apparently is to take your Q., and you have then I think
the better game.

* Not B. takes K. B's P (ch.), because he would of course take with
his X,
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10. Q's B, takes P, 10. Q’s Kt. to K's 2nd.
11. Q. to her B’s 2nd. 11. P. to Q's 3rd:
Ghulam XKassim, in his copious analysis of this position,
recommends you to play 11. P. to K. R's 3rd, or 11. K's B.
to K's 4th, and in both cases his variations end in giving the
advantage to White. Jaenisch prefers, but I think without
sufficient reason, 11. K’s R. to K's s8q.; the move in the text
of 11. Q. to her B's 2nd, strikes me as at least equ il to any
of the others.

12. B. to X’s 4th. 12. Kt. to K. Kt.’s 3rd.
13. Q's Kt. to Q's 2nd. 13. P. to Q. B’s 3rd.
14. Qs R. to Q's sq.

And the game appears to me in your favour.

Remember that at your move 14, you must not, instead of
playing Q's R. to Q's sq., take the Kt. with your B., and
afterwards play 15. Q's Kt. to K's 4th, because after taking
your B. with K. R's P, he might move Q's B. to K. B's 4th,
and thus prevent you moving your Kt. advantageously.

Variarion I,
Beginning at White's 6th move.

WII1E. BLACK.
1. P. to K's 4th. . P. to K's 4th,
2. K's Kt. to B's 3rd. Q's Kt. to B's 3rd.
3. K's B. to Q. B's 4th. . KX's B. to Q. B's 4th.
4. P. to Q. B's 3vd. . K's Kt. to B's 3rd.
5. P. to Q's 4th. . P. takes P.
6. P. takes P. . B. to Q. Kt.’s 5th {(ch.)

In the former example, you advanced the K's P. on the Kt.,
but the present move is advocated among the German players,
and may be played without danger. Black's best reply is to
check with his B.

7. B. to Q's 2nd. 7. B. takes B. (ch.)

If you interpose Q's Kt. at B's 3rd, the following =oves will
oceur :—
7. Q’s Kt. to B’s 3rd. 7. Kt. takes K's P
8. Castles. 8. B. takes Kt.
9. P. takes B. 9. P. to @’s 4th.
And he has an equal position and a P. more.

SO N



108 CHESS-PLAYER’S HANDBOOK,

8. Q's Kt. tukes B. 8. P. to Q’s th,
9. B. takes P. 9. Kt. takes P.
10. Q. to her Kt ’s 3rd. 10. Qs Kt. to K’s 2nd.

The game is cven.

Vazwriarion III,,

Beginning av White's 5th moves

WHITE, BLACK.
t. P. to K's 4th. 1. P. t» K's 4th,
2. K's Kt. to B's 3rd. 2. Q's Kt. to B's 3rd.
8. K's B, to Q. B's 4th 3. K's B. to Q. B's 4th,
4. P. to Q. B's 3rd. 4, K's Kt. to B’s 3rd.
5. Castles. 5. Kt. takes K’s P,

Castling at this ecrisis is unanimously condemned by the
ltalian triumvirate, Lolli. Ponziani (secoud edition), and the
anonymous Modenese;* but as the present variation shows,
it may be adopted with perfeet safety.

Upon Black's 5th move the authorities of Italy and of Ger-
many are at issue, the Italians, with one accord, denouncing
the move 5. Kt. tukes ., on account of White playing 6. Q. to
K’s 2nd, and 1(\(-ommon(hnlr mstead that Black should ecastle
also; whilst Mesars, Bﬂ«rucr and H. der Laza, on the con-

wry. pronounce 5. Kt. takes K's P. to be the best move of all
for the sccond player.  The result of the other mode of play
may be scen in the following variation :—

* We must he rareful of attaching too much importance to the opinions
of the earlier avthorities and the distinguished writers of the Italian
School—their theory of openings being founded upon principles of play so
different to ours, as to render it frequently a useless and sometimes a very
treacherous guide. In the time of Damiano and Lopez, Castling appears
to have been unknown, at l-ast in Spain and a great part of Europe, and
the method of performing this operation in Italy, where it is supposed to
have originated, has been subjected to 80 many variable restrictions, and
has been, and is, so dissimilar to the uniform and regular mode proposed
by Greco, and now adopted throughont England, Germany, and France
that any system of openings dependent on the one, must be in some degres
inapplicable to the other. Another peculiarity in the game of the Italian
Schoel, which must alss tend to qualify the value of their theorirs to us,
is that the Pawn in making two steps at his first move, can never be
taken by a hostile Pawn in passing, but is privileged * passcr latlaglia,”
to pass the enemy untouched.
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5. Castles.
6. P. to Q’s 4th, 6. B. to Q. Kt.’s 3rd (best)
7. P. takes P, 7. K’s Kt. takes K's P.
8. P. to Q. Kt.’s 4th. 8. K. to R’s sq. (best)
9. P. to Q. R’s 4th. 9. P. to Q. R’s 3rd.
10. B. to Q’s 5th. 10. P. to K. B’s 4th.

11. @’s R. to his 2nd.
And you have the better game.

6. Q. to K’s 2nd. 6. P. to Q's 4th.

You may also play 6. B. to Q's 5th, and make an cven gare,
for instance,—

6. B. to @’s 5th. 6. K. Kt. to B's 3rd.

7. B. takes Q. Kt. 7. Q. Kt. P. takes B.

8. Kt. tukes K. P.

Your game is at least as good as Black’s.

7. B. to Q. Kt.’s 5th, 7. Castles.

8. B. takes Q. Kt. 8. P. takes B.

9. Kt. takes K. P. 9. Q. IB. to Kt.’s 2ad.
10. P. to Q’s 4th. 10. K. B. to Q. Kt.'s 8rd.

There is no advantage on cither side.

At your 6th move in this game it is not good, I think, in-
stead of Q. to K's 2nd, or B. to Q's 5th, to play P. to Q's 4th,
as the following moves scem to give your opponent the better
game :—

6. P. to Q’s 4th. 6. P. takes P.
7. R. to K's sq. 7. P.to @’s 4th.
8. P. takes P. 8. B. to Q. Kt.’s 5th.
9. B. to Q’s 2nd. 9. Castles.
10. B. takes B. 10. Kt. takes B.
11. Q. to her Kt.s 3rd. 11. P. takes B,
12. Q. takes Kt. 12. Kt. to Q’s 3rd.

Black can sustain his Pawn.

GAME TIHE TENTH.

WHITE. BLACK.
1. P. to K's 4th. 1. P. to K's 4th.
2. K’s Kt. to B's 3rd. 2. Q's Kt. to B's 3rd.
8. K's B. to Q. B’s 4th. 3. K's B. to Q. B's 4th.
4. P. to Q. B's 3rd. 4. XK’s Kt. to B's 3rd.
5. P. to Qs 8rd. 5. P. to Q's 8rd.

Your 5th move is preferred to P. to Q's 4th by some pluyers,
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as safer, though less attacking. (For the result of 5. K. Kt. to
Kt.’s 5th,see Game VI.,between Messrs. Horwitz and Staunton,
ut the end of the Chapter.) If Black reply with 5. K’s Kt.
to his 5th, you can take the K. B's P., checking, and if the K.
take the B., you check with the K’s Kt., and take his Kt.
with your Q.; if he refuse to take your B. with his K., you
play Qs B. to K. Kt.’s 5th, having the better game. In
reply to your 5th move, he may also play 5. P to Q’s 4th,
when the following moves are likely to ensue :—

5. P. to Q’s 4th. ~
6. P. takes Q's P. 6. K’s Kt. takes P.
7. Q. to her Kt.’s 3rd. 7. Q’s B. to K’s 3rd.
8. Q. takes Q. Kt.’s P. 8. K’s Kt. to K's 2nd.
9. B. takes B. 9. P, takes B,
Your game is better than Black’s.
6. P.to Q's 4th. 6. P. takes P.
7. P. takes P. 7. B. to Q. Kt.’s 3rd.
8. Qs Kt. to B's 3rd. 8. Q’sB.to K.Kt.’s 5th.
9. P. to Q's 5th. 9. Q's Kt. to K's 4th.
The game is equal.
GAME THE ELEVENTH.
WHITE. BLACK.
. P. to K's 4th. 1. P. to K’s 4th,
2, K's Kt. to B's 3rd. 2. Q’s Kt. to B's 3rd.
3. K’s B. to Q. B's 4th. 3. K’s B. to Q. B’s 4th.
4. P. to Q. B's 3rd. 4. P. to Q's 3rd.

Black’s move of 4. P. to Q's 3rd is sarctioned by cne approval
of Mr. Lewis, who appears to prefer it to the more generall
adopted one of K's Kt. to B's 3rd. It may be made, I think,
without any positive disadvantage, but I agree with the Ger-
man writers in believing the latter more advisable.

5, P. to Q’s 4th. 5. P. takes P,
6. P. takes P. 6. B. to Q. Kt.’s 5th (ch.)
He may also play 6. B. to Q. Kt.’s 3rd, without danger. ‘e. ¢.)

6. B. to Q. Kt.’s 3rd.
7. P. to K. R’s 3rd. 7. K's Kt. to B's 3rd
8. Q's B. to K. Kt.’s 5th. 8. P. to K. R’s 3rd.
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9. B. takes Kt.* 9. Q. takes B.

10. B. to Q. Kt.’s 5th. 10. Castles.

11. B. takes Kt. 11. P. takes B.

12. Castles. 12. P. to Q. B’s 4th,
13. P. to K’s 5th, 13. Q. to K. Kt.’s 3rd.

And Black’s game is fully equal to yours,

At your 6th move, instead of immediatcly taking the Pawn,
you may play 6. I. to Q. Kt.’s 4th, and when the Bishop
retires, take the P. with Q. B’s P., and in that case Black
must not take the Kt.’s P. with Kt., or he will lose a Piece.

7. B. takes B. (ch.)

An interesting variation arises nere from your moving the K.
to B's sq., instead of interposing the Bishop. (Sce Var. 1)

8. Q's Kt. takes B. 8.

9. Q. to her Kt.’s 3rd. 9.
10. Castles. 10.
11. Q. to her B's 2nd. 11.
12. Q. takes Kt. 12.
13. Kt. takes Kt. 13.
14. Q. to X's 2nd. 14.
15. Q. takes P.

K’s Kt. to B’s 3rd.
Castles.

Qs Kt. to R's 4th.
Kt. takes B.

Kt. takes K's P.
P. to Q's 4th.

P. takes Kt.

There is little differcnce in the positions, but your men are
better disposed for immediate action, and you have the advan-
tage of a Knight against a Bishop.

IO U QU D

g

Varrartion I,

Beginning at Whate's Tth move.

WIITE.
. P. to K's 4th.
. K’s Kt. to B’s 3rd.
. K’'s B. to Q. B's 4th.
. P.to Q. B’s 3rd.
. P to Q's 4th.
. P takes P.
. K. to his B's sq.

Qv OGS N =

- o

BLACK.

. P. to K's 4th.

. Qs Kt. to B's 3rd.

. K's B. to Q. B's 4th.

. P.to Q's 3rd.

. P. takes P.

. B.to Q.Kt.’s 5th (ch.)
. Qs B. to K. Kt.'s 5th

ingenious move of K. to his B's sq. at this moment,

* It would be imprudent to move 9. B. to R’s 4th, and when the Kt.’s
P. was pushed to Kt.’s 4th, to give up the B. for the two Pawns, becauss
Black would play R. to K. B’s aq., with a safe game.
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instead of interposing either the Kt. or B., was first introduced
by Mr. Lewis, and although great pains have been taken by
the latest writers to prove it unsound, I believe it may be
made, not only with safety, but with advantage to your game
8. Q. to her R's 4th. 8. B. takes Kt.
In place of 8. Q. to her R's 4th, you might first play P. to
Q's 5th, and proceed as follows :—

8. P. to Q's 5th. 8. B. takes Kt.

9. Q. to R's 4th, 9. B. takes K's P,
10. P. takes Kt. 10. P. to Q. Kt.’s 4th.
11. B. takes Q. Kt.'s P. 11. B. takes Q’'s Kt.
12. Q. takes K’s B. 12. B. to K. B’s 4th.

The game is even.

Instead of cither 8. P. to Q’s 5th, or 8. Q. to her R’s 4th, you may get
sn excellent game by playing 8. Q. to K. Kt.’s 3rd.

9 P. takes B. 9. Q. to her 2nd.

10. K’s B. to Q Kt 's 5th, 10. Castles.
If you play 10. P. to Q's 5th, he moves the Kt.to K's 4th
and when you have taken his B. with Q., he checks at K. R’s
6th, and afterwards takes the doubled P. with his Qucen.

11. XK. to Kt.’s 2nd.

And it appears to me that White has an unquestionable
advantage, Instead of this move. the best authorities, even
including Mr. Lewis, make you take the Kt. with B. Black
retakes with his Q., and, as in doing so, he attacks your Q's
B., an exchange of Queens takes place, and the game is
equal; but by first moving the K. to Kt.’s 2nd, you avoid the
necessity of this exchange, and, I believe, must win a Piece by
force. When, however, you play 7. K. to B's sq., Black
is not compelled to reply with 7. Q's B. to K. Kt.'s 5th,
although it 1s apparently his best move; he may play 7. Q. to
her 2nd, or 7. K's B. to Q. R’s 4th, as in the following
examples. In the first instance -
7. Q. to her 2nd.

8. Q. to her R’s 4th, 8. B. to Q. R’s 4th.

9. Qs Kt. to Q. R's 3rd. 9. K’s B. to Q. Kt."s 3rd.
{You would play badly to move 9. P. to @’s 5th, as he would answe:

with 9. Q’s Kt. to K’s 4th.)

10. K’s B. to Q. Kt.’s 5th. 10. P. to Q. R’s 3rd.
11. P. to Q’s 5th. 11. P. takes B.
12. Q. tekes R, 12. Kt. to Q. R’s 4th.
13. P. to Q. Kt.'s 4th.

You have the better game.
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1f at his last move he play 12. Q. Kt. to K’s 2nd, you auswer with
Q’s R. to K’s 3rd.

In the second instance :—
7. K's B. to Q. R’s 4th.
8, Q. to her R’s 4th. 8. Q’s B. to Q’s 2nd.
9. P. to Q’s 5th, 9. Q’s Kt. to Q’s 5th.

If he play 9. Kt. to K’s 4th, you speedily ensure an advantage. (e.g.)

9. Q’s Kt. to K’s 4th.
10. Kt. takes B.
11. B. to Q. Kt.’s 4th,

10. Q. takes K’s B.
11. Q. to her B’s 3rd.
12. Q. takes K. Kt.’s P.

‘With a superior game.
10. Q. takes K's B 10. Kt. to Q. B’s 7th.
11. Q. to her B’s 3rd. 11. Kt. takes Q's R.
12. P.to Q. Kt ’s 3rd. 12. Q. to K. B’s 3rd.
13. B. to Q. Kt.’s 2nd,
or P. to K’s 5th,
And you bave the better game.

At the 8th move of this last variation, Black would do better perhapsy
to play 8. P. to Q. R’s 3rd, instead of Q's B. to Q’s 2nd ; for example,—

8. P. to Q. R’s 3rd.

9. P. to Q’s 5th.
10. Q. to her R’s 3rd.
11. P. takes Kt.

12. Q. to her B’s 3rd.

9. P. to Q. Kt.’s 4th,
10. P. takes B.
11. B. to Q. K¢t.’s 3rd.

You have a slight advantage.

GAME THE TWEIFTH.

WHITE.
1. P. to K's 4th.
2. K. Kt. to B's 3rd.
3. K. B. to Q. B's 4th.
4. P. to Q. B's 3rd.

BLACK.

1 P.toK's 4th.

2. Q. Kt. to B's 3rd.
3. K. B. to Q. B's ith.
4, P. to K. B's 4th.

Black’s 4th move in this game is extremely hazardous, and if
properly answered, must always serve to assist the firvt

player's attack
5. P. to Q's 4th.

5. K. B. P. takes K. P.

H.e may likew.se play 5. P. takes Q. P., but the advantage
will be equally on your side. (e. g.)

6. K. Kt. to his 5tb.

5. P, takes Q. P,
6. P. to Qs 4th.
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7. 8. takes Q. P. 7. P. takes K. P,
8. B. takes K. Kt. 8. R. takes B.
9. Q. to K. R's 5th (ch.) 9. P. to K. Kt.’s 3rd.
10. Q. takes K. R. P. 10. Q. to her 4th.
. P. to Q. B’s 4th. 11. Q. takes P.
(If he check with the B. first, you play 12. B. to Q’s 2nd.}
12. Q. Kt. to Q’s 2nd. 12. B. to Q. Kt.’s 5th,

13. K. Kt. takes K. P.
And you have an excellent game.

6. K. Kt. takes K. P. 6. B. to Q. Kt.’s 3rd.
7. Q. to K. R’s 5th (ch.) 7. P. to K. Kt.’s 8rd.
$. B. to K. B's 7th (ch.) 8. K. to B’s sq.
9. Q. B. to K. R's 6th (ch.) 9. Kt. takes B.

10. Q. takes Kt. (ch.) 10. K. to his 2nd

11. B. takes Kt.’s P. 11. Kt. takes Kt.

12. Q. to K. Kt.’s 5th (ch.)

And you must win.

GAME THE THIRTEENTH.

As was remarked at the opening of the Chapter, Black for
his 4th move, instead of K's Kt. to B's 3rd, may play withou!
much danger either 4. Q. to K's 2nd, or 4. B. to Q. Kt.’s 3rd.
In the first place, suppose,~

WHITE. BLACK.
1. P. to K's 4th. 1. P. to K's 4th.
2. K's Kt. to B's 3rd. 2. Q's Kt. to B's 3rd.
3. K's B. to Q. B’s 4th. 3. K's B. to Q. B's 4th
4. P.to Q. B's 3rd. 4. Q. to K’s 2nd.
3. P.to Qs 4th. 5. B. to Q. Kt.’s 3rd.

If for his 5th move he takes P. with P., you castle, and have
an undoubted superiority of position ; for example —

5. P, takes P.
6. Castles. 6. Kt. to K's 4th,
7. Kt. takes Kt. 7. Q. takes Kt.
8. P. to K. B’s 4th. 8. P. takes Q. B’s P. (1lis, ch.)
9. K. to R’s sq. 9. P. takes Q. Kt.’s P
10. P. takes Q. 10. P. takes Q's R. (becoming a
11. Q. to her 5th. Queen.)

And von ought {o win easily,
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6. I. takes K's P. 6. Kt. takes P.

7. Kt. takes Kt. 7. Q. takes Kt.

8. Castlee. 8. P.toQ's 3rd.

9. K. to R’s sq. 9. Qs B. to K's 8td.

In the German “ Ilandbuch,” the game is here dismissed as
equal. I cannot help thinking it a little in your favour.

In the second place,—
4. K. B. to Q. Kt."s 8rd.
5. P. to Q's 4th. 5. P.to Qs 3rd.

If he play 5. Q. to K's 2nd, the position is the same as in the
variation first given.

6. P. takes P. 6. P. takes P.

7. Q. takes Q. (ch.) 7. K. takes Q.

8. B. takes K. B's P,
and you have the better game.

This phasc of the Giuoco Piano Game, where the second
player moves his Q. to K's 2nd on his 4th move, has been
very fully analysed in the little work before mentioned, by
Ghulam Kassim, and will be further illustrated by the games
appended to this Chapter.

GAME THE FOURTEENTH.

WHITE. BLACK.
1. P. to K's 4th. 1. P. to K's 4th.
2. K’s Kt. to B's 3rd. 2. Q's Kt. to B's 3rd.
3. X’s B. to Q. B’'s 4th. 3. K's B. t0 Q. B’'s 4th
4. Castles. 4. P. to Q's 3rd.

Castling at your 4th move appears to me at least as good

a move as playing P. to Q. B's 8rd. Black’s response is

recommended by Ponziani and most leading writers sinee,

as the best he can make. If, instead, he play 4. K's Kt. to
B's 3rd, the following moves are likely to oceur :—
4. K’s Kt. to B’s 3rd.

5. K's R. to K's sq. 5. Castles.
6. P. to Q. B’s 3rd. 6. K’s R. to K's sq.*

* He may also play P. to Q’s 3rd.
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7. P. to Q’s 4th. 7. B. to Q. Kt.’s 3rd.*
8. Kt. to Kt.’s 5th. 8. R. to K’s 2nd.
I prefer your game.
5. P.to Q. B’s 3rd. 5. QsB.toK.Kt.’s 5th
3. Q. to her Kt.’s 3rd. 6. Q’'s B. takes Kt.

If, in place of taking the Knight, he play 6. Q. to her 2nd,
vou must not take K. B's P. with vour B., but Q. Kt.'s .
with your Q., as follows :—

o. Q. to her 2nd.
7. Q. takes Q. Kt.’s P. 7. Qs R. to Kt.’s sq.

8. Q. to R’s 6th. 8. B. takes K's Kt.
9. P. takes B. 9. R. to Q. Kt.’s 3rd.
10. Q. to Q. R’s 4th. 10. Q. to K. R’s 6th.

11. B. to K’s 2nd (best)
And you have a P. more and a good position.

7. B. takes K. B's P. (ch.} 7. K. to K. B's sq.
8. K. Kt.’s P. takes Q s B. 8. Q. to K. B's 3rd.
9. K's B. to K. R's 5th. 9. P. w K. Kt.’s 3rd.
10. K's B. to Kt.'s 4th. 10. B. to Q. Kt.’s 3rd.
11. Q. to her sq.
You have the better game.

If, instead of retreating the Bishop at his 10th move, he
play 10. P. to K. R’s 4th, you play 11. B. to K. R's 3rd, and
should he tnke the doubled Pawn, you then move B. to
K. Kt's 2nd, and subsequently win a Picee by taking the
Q. Kt.’s P. with your Queen.

GAME THE FIFTEENTH. '

WHITE. BLACK.
1. P. to K's 4th, 1. P. to K’s 4th.
2. K. Kt. to B's 3rd. 2. Q. Kt. to B's 3rd.
3. K. B. to Q. B's 4th, 8. K. B. to Q. B's 4th.
4. P. to Q's 3rd. 4, P. to Qs 3rd.

Your present 4th move may be played at least ag advantage-
ously, I think, as P. to Q. B's 3rd, but you must not follow it

* He would play ill to take the Pawn.
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5. K. Kt. to his 5th. You may also move 4. Q. Kt. to
the 8rd, or 4. P. to Q's 4th, but the latter is not good ; and
you can now, by playing 4. P. to Q. Kt.’s 4th, form the ccle-
brated Evans’ Gambit, for which sce the next Chapter.

5. P. to Q. B's 3rd.

5. Q. to K. B's 8rd.

Black may here move 5. K. Kt. to B's 3rd, or 5. K. B. to
Q. Kt.’s 3rd, without any disadvantage; but if he play 5. Q. B.
to K. Kt.’s 5th, you answer with 6. Q. to her Kt.’s 3rd, and

have a better position.

6. Q. B. to K. Kt.’s 5th,
7. Castles.
8. Q. Kt. to Q's 2nd.
9. P. to Q. Kt.’s 4th.
10. P. to Q. R's 4th.
11. P. to Q. Kt ’s 5th.

Q. to K. Kt.’s 3rd,

6.
7. Q.B.to K. Kt.’s 5th.
8.

K. Kt. to K. R’s 3rd.

9. K. B.to Q. Kt.’s 3rd.
10. P.to Q.R's4th(best;
11. Kt. to Q's sq.

If he play Kt. to K's 2nd, you take him with the Bishop, and
still confine his game by moving B. to Q's 5th.

12. XK. B. to Q's 5th.

The game is in your favour.

GAMES

ILLUSTRATIVE OF THE “ GIUOCO PIANO.”

(From the Chess-Player’s Chronicle.)

GaME I.—Between Mr. Horwitz and Mr. Staunton.

waIiTE. (Mr. H.)

BLack. (Mr. 8.)

1. P. to K’s 4th. 1. P. to K's 4th.

2. K. Kt. to B’s 3rd. 2. Q. Kt. to B’s 3rd.
3. K. B, to Q. B’s 4th, 3. K. B. to Q. B’s 4th,
4. P. to Q. B’s 3rd. 4. K. Kt. to B’s 3rd.
% Poto Q's 4th. 5. P. takes P.

6. P. to K’s 5th. 6. P. to Q’s 4th.

7. K. B. to Q. Kt.’s 5th 7. K. Kt. to K’s 5th.
8. P. takes P. 8. B. to Q. Kt.’s 3nd.,
9. Castles. 9. Castles.

0. P. to K. R's 3rd. 10. P. to K. B's 3rd.
11. Q. Kt. to B's 3rd. 11, P. takes K. P,
1?2, B takes Kt, 12. P. takes B.
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13. K. Kt. takes P. 13. Q. B. 10 Q. R’s 3rd.
14, Q. Kt. to K’s 2nd.* 14. P. to Q. B’s 4th.t
15. B. to K’s 3rd. 15. P. takes P,

* We should have taken off the Knight in preference. Black tnen, as
his best move, would probably have taken the Knight (for taking the
Rook would be dangerous, on account of “ Q. Kt. to K. Kt.’s 5th’’), and
then the game might have proceeded thus :—

WHITE. BLACK.

14. Q. Kt. takes Kt. 14. Q. P. takes Kt. )
15. Q. to her Kt.’s 3rd (ch.) 15. Q. to her 4th,

16. Q. takes Q. 16. P. takes Q.

17. K. R. to Q’s square. &e. &e.

The position, however, would even then have been much in favour of the
sccond player, from the commanding situation of his two Bishops.

+ This is stronger play, we believe, than taking the Q. Kt. After
advancing the doubled Pawn, Black remarked that, had his position been
less favourable, and the advantages springing from this move less oh-
viously certain, he should have much preferred the more enterprising play
of tahing the K. B. P. with his Kt.,—a sacrifice, as he demonstrated in
an after game. whicn leads to many strikingly beautiful situations—for
example :—

WHITE. BLACK.
15. Kt. takes K. B. P.
16. R. takes Kt. 16. R. takes R.
17. K. takes R. 17. Q. to K. R’s 5th (ch.)
“In the first back game, White now (Whereupon Black mated him
played) prettily enough, as follows)—
18. K. to his B’s square. 18. R. to K. B’s square (ch.)
19. K. Kt. to B’s 3rd. 19. B. takes Q. P.
20. Q. to K’s square. 20. R. takes Kt. (ch.)
(White’s only move, unless he give up the Q. for Bishop.)
21. P. takes R. 21. Q. takes K. R. P, Mate.
In a second back game, instead of *“ K. to B’s square,”” White played——
WHITE. BLACK.
18. P. to K. Kt.’s 3rd. 18. Q. takes K. R. P.
19. K. Kt. to B's 3rd, or (A.) 19. R. to K. B’s square.
20. Q. Kt. to K. B’s 4th. 20. B. takes Q. P. (ch.)
21. Q. takes B. (ch.) 21. Q. to K, B’s 8th.
22. K. to his 3rd. 22, R. to K’s square (ch.)
(If Kt. to K’s 5th, White inses his Q., therefore)
23. K. to Q’s 2nd. 23. Black mey now take the At.

or play R, to K’s 5th, in
either case having & winnizg
game,
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16. B, takes P.* 16. B. takes Kt.

17. Q. takes B. 17. B. takes B.

18. Kt. to Q. B’s 6th. 18. Q. to K. B’s 3rd.t
19. Kt. takes B. 19. Q. takes Kt.

20. Q. R. to Q’s square. 29. Q. to her B’s 4th.
21. Q. R. to Q. B’s square. 21. Q. to her Kt.’s 3rd.
22. P. to Q. Kt.’s 3rd. 22. Kt. to K. Kt.’s 6th.
23. Q. to her 3rd. 23. Kt. takes K. R.

And after a few more moves. White surrendered.

GamEg II.—Between Mr. lorwitz and Mr. Staunton.
wHiTE. (Mr. 8.) BLAcK. (Mr. H.)
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. Kt. to B’s 3rd. 2. Q. Kt. to B’s 3rd.
3. K. B. to Q. B’s 4th. 3. K. B. to Q. B’s 4th.
4. P. to Q. B’s 3rd. 4. P. to Q’s 3rd.
5. P. to Q’s 4th. 5. P. takes P.
6. P, takes P. 6. B. to Q. Kt.”s 3rd.
7. Q. Kt. to B’s 3rd. 7. Q. B. to K. Kt.’s 5th.
8. Q. B. to K’s 3rd. 8. K. Kt. to B’s 3rd.
9

9. P. to Q. R’s 3rd. . Castles.
10. K. B. to K’s 2and. 10. K. R. to K’s sq.
11. P. to Q's 5th. 11. Q. Kt. to K’s 4th.
12, Kt. takes Kt. 12. Q. B. takes K. B.
13, Q. takes B. 13. R. takes Kt.

14. B. takes K. B. 14. Q. R. P. tukes B.
13. Castles on K'’s side. 15. Kt. takes K. P,

(A)
19. Q. Kt. to K. B’s 4th. 19. B. takes Q. P, (ch.)
(If White take the B. he loses his Q. in three moves, therefore)

20. K. to B’s 3rd.? 20. R. to K. B’s square.
21. Q. takes B. (ch.) 21. Q. to K. R’s 8th (ch.)
(If now the K. be played to B’s 2nd, or K’s 3rd, Black wins the Q.,
therefore)
22. K. to Kt."s 4th. 22. B. to his square (ch.)

And Bilack ssins.
(There are many other variations, but these wili suffice to show the
resources of the attack.)
* This move loses a clear Piece. Play as he could, however, the game

was irredeemable.
+ A move White overlooked, unfortunately, when he took the P. with

Bishop.

! He may also play B. to K's 3rd, upon which Black can check with
\is Q., and afterwards take Kt. with B., having the bet*er game.
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16. Kt. takes Kt. 16. P. to K. B's 4th,

17. P. to K. B’s 3rd. 17. P. takes Kt.

18. P. takes P. 18. Q. to K’s 2nd.

19. Q. R. to K’s sq. 19. Q. R. to K'’s sq.

20. K. R. to K. B’s 4th. 20. P to K. R’s 3rd.*
21. Q. to K. B’s 3rl.t 21. R tokes Q. P.

22. Q. R. to K. B’ssq. % 22. R. to K’s 4th,

23. K. R. to K. B’s 7th. 23. Q. to K's 3rd.§

24. K. R. takes Q. B. P. 24. R. takes K. P.

25. R. takes Q. Kt. P. 25. P. to Q’s 4th.

26. P. to K. R’s 3rd.|| 26. R. to K’s 8th.

27. R. takes R. 27. Q. takes R. (ch.)

28. Q. to K. B’ssq.q 28. Q. to K’s 6th (ch.)
29. Q. to K. B’s 2nd. 29. Q. to ber B’s 8th {(ch.,
30. K. to R's 2nd. 30. R. to K. B’s sq.

31. Q. to her 4th. 31. R. to K. B’s 3rd.**
32, Q. takes P. (ch.) 32. K. to R’s 2nd.

33. Q. to K’s 5th. 33. R. to K. Kt.’s 3rd.#+
34. R. to K’s 7th. 34. Q. to her 7th.

* Black would have gained no advantage by taking the Q. P. at this
juncture, or by advancing his P. to K. Kt.’s 4th, to attack the Rook. The
move in the text was not made without due deliberation, and we believe
it the best on the board.

+ White designedly gives up the Queen’s Pawn, to get a counter attack
with his combined forces.

% Queen to her Knight’s 3rd would have becn worse than useless.

§ Had he gone to Queen’s szquare, to protect his threatened Iawn,
White would have won the King's Knight's Pawn. (e. g.)

WHITE. BLACK.
23, Q. to Q's sq.
24. R. takes K. Kt. P. {¢h.) 24, K. takes R.
25. Q. to K. B’s 7th (ch.) 25. K. to R’s sq.
26. K. R. to K. B’s 6th. 26. R. to K. R’s 4th.}
27. Q. takes K. R. 27. Q. takes R.

28. Q. takes R. (ch.), &c.

Il A most important move. Black dare not now advance his Q. P. on
account of Q. to B’s 7th (c¢h.), which would enable White to double
his Rooks on the adversary’s K. Kt. P., and thus win easily,

¥ K. to R’s 2nd would have been very bad play, because Black would
have checked with his Q. at K’s 4th ; and if then the Queen were inter.
posed, he would have taken the Q. and played R. to K’s 6th (ch.), and
afterwards R. to Q. Kt.’s 6th.

** He could not save all the Pawns attacked.

++ Threatening to take the K. Kt. P. with his Rook, and then chock
with the Queen at her Bishop’s 3rd.

1 If R to K’s 3rd, White takes R. with R., &e.
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85. Q to K’s 4th. 35. Q. to her 3rd (ch.)
36. R. to K's 5th. 36. K. to Kt.’s sq.

37. Q. to her 5th (ch.) 37. Q. takes Q.

38. R. takes Q. 38. K. to B’s 2nd.

39. R. to Q. Kt.”’s 5th. 39. K. to his 2nd.

40. P. to K. Kt.’s 4th. 40. K. to Q’s 2nd.

41. K. to Kt.’s 3rd. 41. K. to Q. B’s 3rd.
42. R. to K’s 5th. 42, R. to Qs 3rd.

€3. R. to K’s 3rd. 43. K. to Q. B’s 4th.
44. P, to K. R’s 4th. 44. P. to K. Kt.'s 3rd.
45. K. to B’s 4th. 45. K. to Q’s 5th.

46. R. to K’s 4th (ch.) 46. K. to Q’s 4th.

t7. R. to K’s 8th. 47. R. to K. B’s 3rd (ch.}
48. K. to his 3rd. 48. K. to Q. B’s 5th,
49. R. to K’s 4th (ch.' 49. K. to Q's 4th.

50. R. to K. B’s 4th. 50. R. to Q. B’s 3rd.
51. R. to Q. Kt.’s 4th, 51. R. to K’s 3rd (ch.)
52. K. to Q’s 3rd. 52. R. to K. B's 3rd.
53. R. to Q. Kt.’s 5tk (ch.)* 53. K. to Q. B’s 3rd.
54. R. to K’s 5th. 54. K. to Q’s 3rd.

55. R. to Q. Kt.’s 5th. 55. K. to Q. B’s 3rd.
56. R. to Q. Kt.’s 4th. 56. R. to B’s 6th (ch.'
57. K. to his 20d. 57. R. to K. R’s 6th.
58. R. to K. B’s 4th. 58. R. takes K. R. P,
59. R. to B’s 6th (ch.) 59. K. to Kt.'s 4th.
60. R. takes K. Kt. P. 60. R. to R’s 7th (ch.)
61. K. to B’s 3rd. 61. R. takes Q. Kt. P.
62. R. takes K. R. P 62. R. to Q. Kt.’s 6th (ch.)
63. K. to B’s 4th. 63. R. takes Q. R. P,
64. P. to Kt.’s 5th, 64. R. to Q. R’s 8th,
65. R. to K. R’s 4th. 65. K. to Q. B’s 4th.
66. P. to Kt.’s 6th. 66. R. to Q. R’s 2nd,
67. K. to his B’s bth. 67. P. to Kt.’s 4th.
68. R. to K. Kt.’s 4th. 68. P. to Kt.’s 5th.t
69. P. to Kt.’s 7th. 69. R. takes P.

70. R. takes R. 70. P, to Kt.’s 6th.
71. K. to his 4th. 71. K. to Kt.’s 5th.

72. K. to Q’s 3rd.
And Black surrenders.

* K to his 3rd would have been better.
t This was ill-judged. He should have played R. to K. Kt.’s 2nd, or

Q. R’s square,
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Gaxe 1Il.—Between My, Horwitz and Mr. Stauuton.

waite, (Mr, H.) BLAacK. (Mr. 8.)

1. P. to K’s 4th, 1. P.to K s 4th.

2. K. Kt. to B’s 3rd. 2. Q. Kt. to B’s 3rd.

3. K. B. to Q. B’s 4th. 8. K. B. to Q. B’s 4th.

4. P. to Q. B’s 3rd. 4. K. Kt. to B's 3rd.

5. P. to Q.’s 3rd. 5. P. to Q’s 3rd.

6. K. Kt. to his 5th. 6. Castles,

7. P.to K. B’s 4th. 7. P.to Q’s 4th.

8. P, takes Q. P. 8. K. Kt. takes P.

9. B. takes Kt. 9. Q. takes B.
10. Q. to K. B’s 3rd.* 10, K. R. to Q’s sq.4
11. Q. takes Q. 11. R. takes Q.
12. K. to his 2nd.} 12. Q. B. to K. Kt.’s 5th (¢h.}
13. K. Kt. to B's 3rd. 13. Q. R. to @'s sq.
14. P. to Q’s 4th.§ 14, P. takes Q. P.

15. P. to Q. B’s 4th. 15. Q. R. to K’s sq. (ch.)
16. K. to B’s 2nd. || 16. K. R. to Q’s 2nd.

17. Q. Kt. to Q’s 2nd. 17. P. tc @Q’s 6th (dis. ¢h.)
18. K. to his Kt.’s 3rd. 18. Q. B. takes Kt.
19. Kt, takes B. 14. Q. R. to K’s 7th.
20. B. to Q’s 2nd. 20. K. R. to Q’s 3rd.
21. Q. R. to Q's sq. 21. K. R. to K. Kt.’s 3rd (ch.}
22, K. to R’s 3rd.§ 22. K.'R. to his 3rd (ch.)
23. Kt. to K. R’s 4th. 23. B. to K’s 2nd.
24. P, to K. Kt.’s 3rd. 24. Kt. to Q’s 5th.

* This variation of the * Ginoco Piano’’ is little known. It is briefly
touched on in M. Heydebrant’s *“ Handbuch des Schachspiels,” but the
first player there moves Ins Q. to K. R’s 5th, whereupon Black replies
with Q. B. to K. B’s 4th, and the début is dismissed as favourable for the
defence. On the first occusion when Mr. Horwitz played this opening,
we were of opinion that his move of Q. to K. B’s 3rd was decidedly
preferable to Q. to K. R’s 5th; but the counter move hit upon by his
antagonist in the present game shows clearly, we think, that the opening
in any case is disadvantageous to the first player.

+ From this point we look upon the game as virtually lost for White.

1 Probably his best move. Had he played P. to Q. Kt.’s 4th, Black
might have taken it with his Kt., and upon the B. P. retaking, have moved
K. B. to Q’s 5th, winning the exchange.

§ As good a move, perhaps, as he had ontheboard. By playing K. R.
to Q's sq., he would evidently have lost a Piece.

| Well conceived. Tempting Black to open the discovered check,
which would cost him ‘¢ the exchange.”

€ Interposing the Kt. and then pushing the K. B. P. on the Rook
sfterwards, would have been unwise on aeccount of B. to @’s 3rd (ch.)
&e.
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25. B. to Q. B’s 3vd. 25. Kt. to K's 3rd.*

26. K. to his Kt.’s 4th. 26. B. takes Kt.

27, P. takes B. 27. Q. R. to K's 5th,

28. K. R. to K. B’s 8q. 28, K. R. to Kt.’s 3rd {ch.)
29. K. to B’s 5th. 29. Q. R. to K’s 6th.

30. P, to K. R’s 5th, 30. K. R. to Kt."s 7th,

31. P. to K. R's 4th. 31. Kt. to Q. B’s 4th.}

32. K. R. to K’'s sq.1 32. P. to K. Kt.’s 3rd (ch.)

And then Black mates in two moves,

GAME IV.—Between M. St. Amant and Mr. Staunton.

waite. (Mr. 8.) BrLack. (M. St. A))

1. P, to K’s 4th. 1. P. to K’s 4th,

2. K. B. to Q. B's 4th, 2. K. B. to Q. B’s 4th.
3. K. Kt. to B’s 3zd. 3. Q. Kt. to B's 3rd.
4. P. to Q. B's 3rd. 4. Q. to K’s 2nd.

5. P, to Q’s 4th. 5. P. tukes P.§

6. Castles. 6. Q. Kt. to K’s 4th.
7. Kt. takes Kt. 7. Q. takes Kt.

8. P. to K. B’s 4th, 8. P, takes Q. B. P. (dis. ch
9. K. to R’z sq. 9. Q. to her 5th.|
10. Q. to her Kt.’s 3rd. 10. Kt. to K. R’s 3rd.
11. Q. Kt. takes P. 11. Castles.
12, P. to K. R's 3rd.§ 12, P. to Q. B's 3rd.

13. P, to K. B’s 5th. 13 Q. to K. B’s 3rd.
14, P. to K’s 5th¥* 14. Q. to K. R’s 5th.
15. Q. B. takes Kt. 15. Q. takes Q. B.
16. Kt. to K’s 4th. 16. B. to Q’s 5th.
17. Kt. to Q’s 6th. 17. Q. to K. R’s 4th.
18, B. takes K, B. P. (ch.) 18. R. takes B.
19. P. to K. Kt.’s 4th. 19. B. takes K. P

* Threatening, if White took the Q. P., to win a Piece.

+ He might also have played K. Kt. P. one (ch.), and after the ex-
cLange of Pawns when the K. was driven to his B’s 6th, have taken
K. B. P, with the Kt. The move in the text, however, appears as effectual
as any.

1 If B. to K'’s 5th, Black rejoined with Kt. to Q’s 2nd, &ec.

§ The proper move is B. to Q. Kt.’s 3rd. Taking the Pawn gives an
immediate advantage to White.

i The ill consequences attendant on teking the Q. Kt. P. with P.
have been shown in the preceding analysis.

9 If White play P, to K. B’s 5th at this point, his opponent may move
Kt. to K. Kt.’s 5th, threatening to play afterwards Q. to K. Kt.’s 8th
ch.), and then mate with his Kt. at B’s 7th.

** From this move the attack is very lively and interesting.

+ There appears to be nothing better, bad as this is,
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20. Q. R. to K’s 5q.
21. Q. takes Q.

22. R. to K's 8th (ch.)
23. K. R. to K’s sq.
24. Q. R. to Q's 8th,
25. K. R. to K's 8th.
26. R. takes R.

27. Q. to K’s 3rd.

28. R. takes R.

29. Q. to K's 6th (ch.)
30. Q. to K. B’s 7th,

CHLSS-PLAYER'S HANDBOOK.,

20. Q. takes K. R. P, (ah.)
21. B. takes Kt.

22. B. to his sq.

23. P. to Q’s 4th.

24. R, to Q's 2nd.

25. R. takes Q. R.

26. P. to Q. Kt.’s 3rd.

27. Q. B. to Kt.’s 2nd.

28. B. takes R.

29. K. to R's sq.

Black resigns,

Game V.—In the match by correspondence between
Mr. Mendheim and the Amateurs of Breslau.

wHiTE, (Berlin.)
P. to K’s 4th.
K. Kt. to B’s 3rd.
K. B. to Q. B’s 4th.
P. to Q. B’s 3rd.
P. to Q’s 4th.
P. to K’s 5th.

7. K. B, to Q’s 5th.

8. K. takes Kt.

9. K. to his sq.
10. Q. B. takes P.
11. B. takes Q. Kt.
12. Q. to her B’s 2nd.
13. Q. Kt. to Q’s 2nd.
14. K. to K’s 2nd.
15. Q. Kt. to K’s 4th.
16. Q. to her R’s 4th.
17. K. R. to Q. B’s sq.
18. Q. Kt. to Q's 2nd.
19. Kt. takes Q. B.
20. K. R. to K. B’s sq.
21. Q. R. to Q’s.8q.
22, Kt. to Q’s 2nd.

1.
2,
3.
4.
5.
6.

»

BLACK. (Breslan.)
P. to K'’s 4th,

Q. Kt. to B’s 3rd.
K. B. to Q. B’s 4tu.
K. Kt. to B’s 3rd.
P. takes P.

K. Kt. to K’s 5th.
Kt. takes K. B. P,
P. takes P. (dis ch.)
P. takes Q. Kt. P
Q. to K's 2nd.

Q. P. takes B.

LDRNP B0

10.
1L

12, Q. B. to K’s 3rd.

13. Castles on Q's side.

14, P. to K. Kt.’s 3rd.

15. K. B. to Q. Kt.’s 3rd.
16. Q. B. to Q’s 4th.

17. P. to K. B’s 4th.

18. Q. B. takes K. Kt. {ch.)
19. P. to K. Kt.’s 4th.

20. Q. R. to Q's 4th.

21. P. to K. Kt.’s 5th.
22, Q. to K’s 3rd.

At this point the Breslau party, by taking K. P. with Rook (ch, #) roust
have won without difficulty, but the game was prolonged to the 59¢ i < grove,
and won by Mr. Mendheim. For the remaining moves see Bilguer's
‘ Handbuch,” p. 128.

Game VI.—Betwcen Mr. Popert and another fine player of
London.
write, (Mr, P.)
1. P. to K's 4th.
2. K. Kt. to B's 3rd.

BLAcK., (Mr, —)
1. P. to K’s 4th.
2. Q. Kt. to B’s 3rd
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3. K. B. to Q. B’s 4th. 3. K. B. to Q. B's 4th,
4. P to Q. B’s 3rd. 4. K. Kt. to B’s 8rd.
5. Castles.* 5. K. Kt. takes P.
6. P. to Q’s 4th. 6. P. to Q’s 4th.
7. K. B, 1o Q. Kt.’s 5th. 7. P, takes Q. P.
8. P. takes P. 8. K. B. to Q’s 3rd.
9. K. Kt. to K’s 5th 9. B. tukes Kt.
10, P, takes B. 10. Castles.
11, P. to K. B’s 4th. 11. P. to K. B’s 4th.
12, Q. Kt. to B’s 3rd. 12. Q. B. to K’s 3rd.
13. Q. B. to K’s 3rd. 13. P. to Q. R’s 3rd.
14. B. takes Kt. 14, P. takes B.
15. Q. R. to Q. B's sq.% 15. Q. to K's sq.
16. Q. to her B’s 2ud.3 16. Q. R. to Kt.”s sq.
17. Kt. takes Kt. 17. K. B. P. takes Kt.
18. Q. takes Q. B. P. 18, Q. R, takes Q. Kt. P
19. Q. takes Q. 19. R. takes Q.
20. P. to K. B’s bth.§ 20. B. to his sq.
21. Q. R. tukes P, 21, Q. R. to K’s 7th.
22. B. to Q’s 4th, 22, Q. R. to Q's 7th.
23. B. to Q. B’s 3rd. 23. R. to @’s 6th.
24, P. to K. B’s 6th. 24. P, takes P.
25. P, takes P. 25, Q. B. to K’s 3rd
26. R. to K. Kt.’s 7th (ch.) 26. K. to R’s sq.
27. B. to K’s 5th. 27. B, to K. Kt.’s sq.
28. R. o K’s 7th. 28. B. to K. B's 2nd.

White now checkmates in two more moves.

GaME VIL.—Between Mr. Buckle and Mr. Iarrwitz,
waite. (Mr. B.) BLAck. (Mr. H.)

1. P. to K’s 4th. 1. P. to K's 4th.

2. K. Kt. to B's 3rd. 2. Q. Kt. to B’s 3rd.

3. K. B. to Q. B's 4th. 3. K. B. to Q. B’s 4th.

4. Castles. 4. K, Kt. to B’s 3rd.

5. Q. Kt. to B’s 3rd. 5. P, to @’s 3rd.

3. P.to K. R’s 3rd. 6. Castles,

7. P.to Q's 3rd. 7. Q. B. to K’s 3rd.

8. K. B. to Kt.’s 3rd. 8. Q. Kt. to K’s 2nd.

9. Q. Kt. to K’s 2nd. 9. Q. Kt. to K. Kt.’s 3rd.

* Castling before moving the Q. B. P., and before the adverse K. Kt.
is in the field, appears safer play.
R + Threatening to exchange the Kt., and then take Q. B. P, with the

JeK.

1 Intending again to take the Kt., and thus win a Pawn. .

§ Well played, the advance of this Pawn secures to him an irresistible
attack.
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10. Q. Kt. to K. Kt. 8 3rd. 10. P. to Q. B’s 3nd.
11. P.to Q. B's 3rd. 11. P. to Q’s 4th,

12, P. to Q’s 4th. 12. Q. P, takes K. P.
13. Q. P. takes B. 13. P. takes Kt.

14, Q. takes P, 14. Q. B. takes K. B,
15. P. takes B, 15. K. Kt. to Q’s 4th,
16, K. to K. B’s 5th.* 16. P. to Q. Kt.’s 3rd.
17. P. takes Kt. P. 17. Q. takes P.

18. P. to Q. B's 4th, 18. K. Kt. to K. B's 5ta
19. B. .akes K. Kt. 19, Q. Kt. takes B.

20. K. R. to Q’s sq.t 20. Q. to Q. B’s 2nd.
2l. Q. iakes Q. B. P. 21. K. R. t0 Q. B’s sq.
22, Q. takes Q. 22. R. takes Q.

23. Kt. to Q’s 6th. 23. Kt to K’s 7th (ch.}
24. K. to B's sq. 24, Kt. to Q’s Hth.

25. P. ;0 Q. Kt.’s 4th, 25. P. to K. B’s 4th,
26. P. 0 Q. B’s 5th. 26. Q. R. to Q. Kt.'s sg.
27. Q. R. to R’s 4th. 27. P. to K. Kt.’s 3rd.
28. K. R. to Q. R’s sq. 28. Kt. to Q. B’s 7th,
29. R. takes P, 29. R. takes R.

30. R. takes R. 30. Kt, takes Q. Kt. P.
31. R. to Q. Kt.’s 7th.1 31. R. takes R.

32, Kt. takes R. 32. K. to B's 2nd.

33. K. to K’s 2nd. 33. K. to K's 2nd.

34. K. to Q’s 2nd. 34. K. to Q’s 2nd.

35, Kt. to R’s 5th. 35, Kt. to R’s 3rd.

36. Kt. to Q. Kt.’s 3rd. 36. K. to Q. B’s 3rd.
37. K. to Q. B’s 3rd. 37. Kt. takes P,

38. Kt. takes Kt. 38. K. takes Kt.

39. P. to K. R’s 4th. 39, P. to K. R’s 3rd.
40. P. to K. B’s 3rd. 40. P. to K. Kt.’s 4tk.
41 P. to K. R’s 5th, 41. P. to K’s 5th.

42, P. takes P. 12, K. B. P. takes I,
43 P. to K. Kt.'s 4th. 43. K. to Q’s 4th.

44. P. to Q. Kt.’s 4th, 44, K. to K’s 4th.

45. P. to Q. Kt.’s 5th. 45. K. to K. B’s 5th.
46. P. to Q. Kt.'s 6th. 46. P. to K’s 6th.

47. P, to Q. Kt.'s 7th, 47. K. to B’s 6th,

48. P. becomes a Queen.
And wins. §

* This is a very attacking position for the Kt., and generally occacion:
great embarrassment to an adversary.

+ Prudently taking possession of an * open file.”

¢ White plays with remarkable care and judgment here.

¢ The termination of this game is an improving lesson in Pawn play.
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CuartEr V,

GAME THE FIRST.
{CapraiNn Evans’ Gamsrr.)

Tx1s ingenious and interesting variation of the Giuoco Piano
opening, was invented some years ago by Captain Evavs,
and has deservedly attained a high degree of favour amonyg
players of ail classes from the period of its introduction. Its
deviation from the generic opening, with which it accords for
the first three moves on each side, consists in the sacrifice of
the K. Kt. P. at the 4th move, wherchy the first player is
enabled not only to cstablish his Pawns in the centre of the
board, but promptly bring both Queen and Quecn’s Bishop tu
the attack of the a(i'erse King.

The leading works to be consulted upon the Evans’ Gam-
bit, are Lewis, 1834, pp. 133-150; 1844, pp. 216~229;
‘Walker, 1841, pp. 66-80; 1846, pp. 88-102. The games
between La Bourdonnais and MeceDonnell, Cochrane and
Staunton, and others, in the * Chess-Player's Chronicle.”

WIHITE. BLACK.
1. P. to K's 4th. 1. P. to K's 4th.
2. K. Kt. to B’s 3rd. 2. Q. Kt. to B's 3rd.
3. K. B. 10 Q. B's 4th. 3. K. B.to Q. B’s 4th.
4. P. to Q. Kt.'s 4th. 4. B.tukes Q. Kt. P (best)

On the advance of the Pawn, Black is obliged to take it with
Bishop or Knight. or otherwise retreat his Bishop. The eon-
sequences of taking with the Kt. will be shown in Varia-
tion L. If he decline to take, and retire his B. to Q. Kt.'s
3rd, your best play is not to push the Pawn on the Kt. and
afterwards take the K's P., beeause he would first play the Kt.
to Q. R's 4th, and when you took the Pawn, move Q. to K.
B's 3rd sq., attacking your Kt. and threatening checkmate
Your safest play, therefore, instead of P. to Q. Ki.’s 5th would
be P. to Q. R's 4th, or to castle.

5. P.to Q. B's 3rd. 5. B. to Q. R’s 4th.
Instead of so playing, he may retire his B. to K's 2nd, or Q's
3rd, or Q. B's 4th ; and it may be well to show you here the
best modes of play in each of the former cases, reserving tho
last for a variation presently. In the first place, suppose—
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5. B. to K’s 2nd.
6. Q. to her Kt.’s 3rd. 6. K. Kt. to R’s 3rd

7. P. to Q’s 4th. i. Q. Kt. to Q. R’s 4th.
(If he castle at his 7th move, or take Q. P., you taks his K. Kt. with
your Q. R.)
3. Q. to R’s 4th. 8. Kt. takes B.
§. Q. takes Kt. 9. K. Kt. to his 5th.
10. P. to K. R’s 3rd. 10. K. Kt. to B’s 3rd.

11. P. takes K. P.

If he move the Kt. to K. R’s 4th, you play P. to K. Kt.’s 4th, winning
it, and if he return it home, you have clearly the better game,

1n the second place, suppose—
5. B. to Q’s 3rd.

6. Castles. 6. K. Kt. to B’s 3rd.
7. P. to Q’s 4th. 7. Kt. tukes K. P.

8. P. tukes P. 8. B. takes P.

(If he take with the Kt., you play 9. R. to K’s sq.)
9. Kt. takes B. 9. Kt. takes Kt.

10. Q. to her 5th.
And you must win a Piece.

As an additional exemplifieation of the error of retreating
the B. to Q's 3rd, sce the game at the end of this Chapter
between Horwitz and Kieseritzky.

In the third place, he may retrcat his 5. B. to . B's 4th,
as in Variation IL

6. Castles. 6. I. to Q's 3rad (best)

tle raay also play 6. K. Kt. to B's 3rd, but as that defence
involves many series of moves, it will form the subject of a
distinet game. (See Game the 2nd.)

7. P. to Q's 4th, 7. P. takes P.

He might instead play 7. B. to Q. Kt.’s 3rd, and you would
then take I, with P., exchange Queens, and gain a Pawn; o~
he might for his 7th moeve play—

7. K. Kt. to B’s 3rd.

8. Q. to Q. R’s 4th. 8. P. takes Q. P. (best)
9. P.to K’s 5th. 9, K. Kt. to his 5th.
10. Q. B. P. takes P. 10. Q. B. to Q’s 2nd.

(Xf he castles, you win a Piece by P. to K. R’s 3rd, and afterwards P. to
Q’s 5th.)

11. Q. to her R’s 3rd. 11. K. B. to Q. Kt.'s 3rd.
12. Q. B. to K. Kt.’s 5tb 12, P. to K. B's 3rd.
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18. P. takes Q. P, 13. P, takes P.

14. R. to K’# 5q. ‘ch.) 14. Q. Kt. to K’s 2nd.
15. Q. B. to K. B’s 4th. 15. K. B. to Q. B’s 2nd.
16. Q. Kt. to B’s 3rd.

And you must win.

8. P. takes P. 8. B. to Q. Kt.’s 3rd.

You may take P. with Kt., instead of with P., and Black’s
best reply is then, perhaps, K. Kt. to K's 2nd.  If for his 8th
move he play Kt. to K. B's 8rd, you answer with 9. P. to
K’s 5th. :

9. B. to Q. Kt.’s 2nd. 9. K. Kt. to B's 3rd.

In practice I have found the best move at this point to keep

up the attack was 9. Q. B. to R's 3rd; P. to K. R’s 3rd, as

practised formerly, appears to lose time, and give an advautage

to Black. If, instead of 9. K. Kt. to B's 3rd, he play 9. Q. B.

to K. Kt.’s 5th, the game may probably go on as follows :—
9. Q. B. to K. Kt.’s 5th.

10. X. B. to Q. Kt.’s 5th. 10. P. to Q. R’s 3rd.
11. K. B. to Q. R’s 4th. 11. P. to Q’s 4th.

12. D. takes P. 12. Q. takes P.
13. Q. Kt. to B’s 3rd. 13. B. takes K. Kt.
14. Kt, rakes Q. 14. B. takes Q.
15. K. takes K. B. 15. P. takes Kt.

16. Q. R. takes B.
And play as he can. you have a winning advantage.

10. P. to Q's 5th. 10. Q. Kt. to K's 2nd.
If you play instead, 10. P. to K's 5th, he takes P. with P., and
on your moving B. to Q. R's 3rd, he answers with Q. B. to
K’s 8rd, and your attack is gone. Ilis move 10. Q. Kt. to

K's 2nd, is far better than 10. Kt. to his sq., or 10. Kt. to
Q. R’s 4th.

11. B. takes K. Kt. 11. P. takes B.
Tt is not safe, in this position, for you to play 11. P. to K’
5th, in Leu of taking the Kt., although it looks a tempting
move.

12, K. Kt. to Q’s 4th. 12. B. takes Kt.

He may also play 12. Kt. to K. Kt.’s 3rd, or castle; but, in
any ease, the greater freedom of your men appears to me to
y counterbalance the doubtful advantage of his doubled

Pawn.
X
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VazriaTioN 1.,

Beginning at Black's 4th movs.

WHITE. BLANK.
1. P. to K's 4th. 1. P. to K’s 4th,
2. K. Kt. to B's 3rd. 2. Q. Kt. to B's 3zd.
8. K. B. to Q. B's 4th. 8. K. B.to Q. B's 4th.
4. P. to Q. Kt.’s 4th. 4, Q. Kt. takes Kt. P.
5. P. to Q. B's 3rd. 5. Kt. to Q. B's 8rd.

It is not advisable for you to take the K. P. instead of
lislodging the Kt., because he would at once play 5. Q. to
K. B's 8rd, and if you then, to protect the Kt. and avert the
threatened mate, played 6. P. to Q's 4th, he could take the
Q. P. with his B., and you could not take the B. without
losing your Queen. By playing 5. P. to B's 3rd, you obtain
equally the same position as if he had taken the Gambit
Pawn with the Bishop, and afterwards retired him to Q. B's
4th, as in the next variation.

Vagriation II.,

Degmmning at Black's 5th move,
ELACK.

5. B. to Q. B's 4th.
You observe, upon Black’s retreating his B. thus, the situa-
tion is precisely that at the end of the variation just given.
In the German “ Handbuch” it is remarked, that if Black’s
intention is to retire his B. finally to Q. Kt.'s 3rd, it is
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indifferent whether at his 5th move he play him to Q. R's 4th,
or to Q. B's 4th, but if he purpose to adopt the defence of
K. Kt. to B's 3rd, at his 6th move, (as in the next game,)
then the moving him to Q. B's 4th is objectionable. Majox
Jaenisch opposes it, however, because he thinks it admits of
the immediate and effectual advance of White's P. to Q's 4th,
My opinion is, that B. to Q. B’s 4th is the better move for
Black, unless, as before observed, he intend to adopt the
defence in the next game, for the Pawn can be as safely
played to Q's 4th on the following move by you, when tne
Bishop stands at Q. R's 4th, as when he is at B's 4th, and
indeed in play I have found it better so to play the Pawn at
once, instead of castling; besides, when his Bishop stands at
R's 4th, you can more advantageously play your Queen to
her Kt.'s 3rd, without the fear of her being dislodged by the
adverse Kt. going to Q. R's 4th sq.

6. P. to Qs 4th. 6. P. takes P.

Instead of playing 6. P. to Q's 4th, the customary move
has becn castling.  (See Variation 1II.)

7. P. takes P. 7. B. to Q. Kt.'s 3rd.

Instead of taking 7. P. with P., you may castle now, and
if he take your Q. B. P., you will obtain a still more
powerful attack by playing 8. P. to K's 5th, If Black at his
7th move, instead of retiring the Bishop, gives check at
Q. Kt.’s 5th, your best move is 8. K. to B’s sq., and if then
he play 8. Q. to K's 2nd. you can move 9. P. to Q. R's 3rd,
and afterwards play 10. Q. R. to his 2nd.

8. Castles. 2. P, to Qs 3rd.
9. P. to Q's 5th. 9. Q. Xt. to K's 2nd.

This is his best square for the Kt.; if he play him to K's
4th, you take him with your Kt., and can presently move
Q. B. to Q. R’s 3rd, and embarrass the adverse game cou-
siderably ; and if he move him to Q. R's 4th, you play first
Q. B. to Q. Kt.’s 2nd, and then K. B. to Q's 3rd.

10. Q. B. to Q. Kt.’s 2nd. 10. K. Kt. to B’s 8rd.

And the position is the same as in the former variation, where
he played 5. B. to Q. R's 4th. At your 10th move you may
play Q. B. 10 R's 3rd with at least as much advantage as to
Kt.’s 2nd.

K&
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Variarron IIT,
Beginning at White's 6th move.
WHITE. BLACK.

1. P. to K’s 4th. 1. P. to K's 4th.

2. K. Kt. to B's 8rd 2. Q. Kt. to B's 3rd.
3 X. B. to Q. B’s 4th. 3. K. B. to Q. B's 4th,
4. P. to Q. Kt.’s 4th. 4. B. takes Kt. P.

5. P.to Q. B's 3rd 5. B. to Q. B's 4th.

6. Castles 6. P. to Qs 3rd.

If, at th's stage, instead of 6. P. to Q's 3rd, he play
6. K. Kt. to B's 3rd, you ensurc a fine attacking game, as

follows :—
6. K. Kt. to B’s 3rd.

7. P. to Q’s 4th. 7. P. takes P.
8. P. takes P. 8. B. to Q. Kt.’s 3rd, or (A.)
9. P. to K’s 5th. 9. K. Kt. to his sq.

{He appears to have no better defence ; for if he play 9. P. to Q’s 4th, you
take his Kt. and then check with your Rook; if he play 9. Kt. to Kt.’s
5th, you can take 10. K. B's P. (ch.); if to K’s 5th, you move K. R.
to K’s sq.; and, finally, if to K. R’s 4th, you may play K. Kt. to his
5th.)

10. P. to Q’s 5th. 10. Q. Kt. to R’s 4th.
(If he play the Kt. to K’s 2nd, you may move P. to Q’s 6th.)
11. Q. B. to K. Kt.s 5th. 11. P. to K. B’s 3rd.

{Should he, instead, play 11. K. Kt. to K’s 2nd, you advance 12. P. tc

Q’s 6th.)
12. P, takes P. 12. K. Kt. takes P.
(If he play 12. P. takes P., you move Kt. to K’s 5th, and win.)
13. P. to Q’s 6th. 13. Kt. takes K. B. (beet)

14. Q. to K’s 2nd (ch.) 14. K. to B’s sq.
You have a far better game.

(A)
8. B. to Q. Kt.’s 5th.
9. P. to K’s 5th. 9. Kt. to K’s 5th.
10. Q to K’s 2nd. 10. Kt. to Q. B’s 6th.
11. Kt. takes Kt. 11. B. takes Kt.
12. Kt. to Kt.’s 5th. 12. B. takes R.

(If be move 10. Castles, you may play 11. Q. to K. R's 5th, or Q. to
her 3rd, with a winning game.)

12, B.takes K.B, P.(ch.) 12. K. to B's sq.
13. Q. B. checks. 13. P. to Q’s 3rd.

(U ke interpose the Kt., you move Q. to K. B's 31d.)
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14. P. takes . 14. P. takes P.

15. B. takes P. (ch.) 15. Kt. to K’s 2nd.

16. Q. B. to Q. R’s 3rd.  1€. K. B. to Q. B’s §th.
17. Q. to K, B’s 3rd.

Winning easily.
There are other variations; but these will suffice to show
that K. Kt. to B's 8rd, at the 6th move, when his B. is at
Q. B's 4th, is a bad move for Black.

Let us now resume the original game.

7. P. to Q's 4th. 7. P. takes .
8. P. takes P. 8. B. to Q. Kt.’s 3rd.
9. Q. B. to Q. R's 3rd. 9. K. Kt. to B’s 3rd.

If you play 9. Q. B. to Q. Kt.’s 2nd, or 9. P. to Qs 5tk, the
position will in a move or two become the same as in a previous
example. Should he reply at his 9th move, Q. B. to K. Kts
5th, you play 10. Q. to her Kt.'s 8rd, with a good game.

10. P. to K’s 5th. 10. P. takes P.

11. Q. to her Xt.'s 3rd.
And your game is preferable to Black's.

GAME THE SECOND.
WHITE. BLACK.

1. P. to K’s 4th. 1. P. to K's 4th.

2. K. Kt. to B's 3rd. 2. Q. Kt. to B's 3rd.
3. K. B. to Q. B's 4th. 3. K. B. 1o Q. B's 4th.
4. P. to Q. Kt.’s 4th. 4. B. takes Kt. P.

5. P.to Q. B's 3rd. 5. B. to Q. R's 4th.

6. Castles. 6. K. Kt. to B's 3rd.

His move of 6. Kt. to B’s 3rd, may be adopted more safely
wher his B. is at Q. R’'s 4th, than at the B3’s 4th.

7. K. Kt. to his 5th. 7. Castles.
You might also play 7. P. to Q's 4th, as in Vuriation L.
8. P. to K. B's 4th. 8. P. to Q's 4th.

Black has several other ways of playing. If he move 8. P. to
K. R's 38rd, you take 9. K. B. P. with Kt., and on his taking
Kt. with R., you take R. with B. (ch.), you then take K. P.
with P., he retakes with Q. Kt., and by checking with your
Q. at K. R's 5th, you win one of the Knights, and have &
conquering game,
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If he play 8. K. P. takes B. P., you advance 9. P. to Qs
4th. and if then he attack your Kt. with K. R. P., you leave
the Kt. to be taken, and capture P. with Q. B. If be move
8. K. Kt. takes K. P., you take 9. K. B. P. with Kt., then
10. R. with B. (ch.). and afterwards play 11. Q. to K. B's
3rd, and have the better game. He may however, at his 8th
move, play P. to Q's 3rd, as in the following :—

8. P. to Q’s 3rd.

9. P. to Q’s 3rd. 9. P. to K. R’s 3rd.
10. P. to K. B’s 5th. 10, P. takes Kt.
il. Q. B. takes P. 11. B. to Q. Kt.’s 3rd (ch.)
12. K. to R’s sq. 12. Q. Kt. to R’s 4th.
13. Q. to K’s sq. 14. Kt. takes K. B.
14. P. takes Q. Kt. 14. R. to K’s sq.
15. Q. to K. R’s 4th. 15. K. B. to K's 6th (best)
16. B. takes B. 16. Kt. to K. R’s 2nd.

17. Q. to K. Kt.’s 3rd.
You have a fine situation.

9. P. takes Q. P. 9. K. Kt. takes P.
t0. P. to Q's 4th. 10. P. to K. R's 3rd.

You may also play 10. Q. B. to Q. R's 3rd, but Black will
be the better game. (e. g.)

10. Q. B. to R’s ird. 10. Kt. takes K. B. P.
11. R. tukes Kt. 11. Q. takes Kt.
12. R. to K. B’s sq. 12. B. to Kt.’s 3rd (ch.)
13. P. to Q’s 4th. 13. Kt. to Q. R’s 4th.
{8t ia of little importance whether you play 13. K. to R’s sq., orasinthe
text.)
14, Q. B. takes R. 14. Kt. takes K. B.
15. B. to Q. B’s 5th. 15. B. takes B.
16. P, takes B. 16. Q. B. to K’s 3rd.
The game is in Black’s favour.
11. Q to her Kt.’s 3rd. 11. P. takes Kt
12, B. takes Kt. 12. K. P. takes B. F.
13. P. to K Kt.'s 3rd. 13. Kt. to K's 2ud.

Black has the advantage.
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Variation I,

Beginning at White's Tth move.

In this sitnation, instead of playing 7. Kt. to Kt.’s 5th, you
ean move as follows:—

WHITE BLACK.
7. P. to Q's 4th. 7 DP. takes P.

In place of taking the P., Black may castle, and apparently
preserve his advantage. (See Game the Third.) If he take
K. P. with Kt , you get the better game; for example,—

7. Kt. takes K. P.

8. R. to K’s sq. 8. P. to Q’s 4th, or (A.)
(If, ac your 8th move, you take P. with Pawn, he may castle safely.)
9. R. takes Kt. 9. P. takes R.
10. K. Kt. to his 5th. 10. Castles,
11. Q. to K. R’s 5th. 11. P. to K. R's 3rd.
12. Kt, takes K. B. P. 12, R. takes Kt.
13. B. takes R. (ch.) 13. K. to B’s sq.

14. B. to Q. R’s 3rd (ch.)
And you must win.

(A)
8. Kt. takes Q. B. P.
9. Kt. takes Kt. 9. B. takes Kt.
10. Q. to her Kt.’s 3rd. 10. B. takes K. R.
11. K. B. takes P. (ch ) 11. K. to B’s sq.
12. Q. B. to K. Kt.’s 5th. 12. Q. Kt. takes P.
13. Q. to K’s 3rd. 13. Kt. to K. B’s 4th (best)
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(I, inatead of Q. to K's 3rd, you play 13. Q. to Q. R’s 3rd (ch.), Black
will obtain the better game by first interposing his B. at Q. Kt."s 5th,
and then playing 14. P. to Q. B's 4th.)

14. Q. to her R’s 3rd (ch.) 14. Kt. to K’s 2nd.

15. Kt. takes K. P. 15. P. to Q’s 3rd.
16. Q. to K. B’s 3rd. 16. B. takes K. B P. (ch.)
17. K. takes B. 17. Q. B. to K. B s 4th,
18. K. B. to K’s 6th. 18, P. takes Kt.
19. B. takes B. 19. Q. to her 5th (ch.)
20. K. to Kt.’s 3rd. 20. K. to his sq.
(1f, at his 20th move, he take the B. with Kt., you mate in six moves.)
21. R. to Qs sq. 21. Q. takes R. (best)
22. Q. takes Q. 22, Kt takes B, (ch.)
23. K. to Kt.’s 4th. 23. P. to K. Kt.’s 3rd.

24, Q. to her 5th.
You ought to win.

(These latter variations are from a clever analysis of Black’s 8th move.
by Mr. G. Waller, of the Dublin club, which may be found at length in
vol. vii. p. 353, of the *‘ Chess-Player’s Chronicle.”)

Let us again refer to the diagram, and after making the
7th move on each side, proceed with the game.

8. P. to K's 5th. 8. K. Kt. to K’s 5th,
9. Q. to her Kt.’s 3rd. 9. Castles.
10. Q. B. to Q. I’s 8rd. 10. P. to Q’s 3rd.
11. Q. B. P. takes P. 11. K. B. to Q. Kt.’s3rd.
12. Q. to K’s 3rd. 12. Q. B. to K. B’s 4th.
18. B. to Q’s 5th.

And you win a Picee.

GAME THE THIRD.

Varying from the preceding at Black's 1th move.
WHITE. BLACK.

1. P. to X’s 4th. 1. P. to K’s 4th.

2. K. Kt. to B’s 3rd. 2. Q. Kt. to B's 3rd.
3. K. B. to Q. B’s 4th. 3. K. B. t0 Q. B's 4th.
4. P. to Q. Kt.’s 4th. 4. B. takes Kt. P.

5. P. to Q. B's 3rd. 5. B. to Q. R's 4th.

6. Castles. 6. K. Kt. to B’s 3rd.
7. P. to Q's 4th. 7. Castles.

8. P. takes K. P. 8. Kt. takes K. P.

If you play 8. Q. B. to K. Xt.’s 5th, he can reply with 8. P.
to K. R.’s 3rd; but when you then retreat the B. to K. R’s
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4th, Le onght not to advance P. to K. Xt.’s 4th, because you
might advantageously give up your K. Kt. for the two Pawns.
He should rather play P. to Q's 3rd.

9. Q. to Q. B's 2nd. 9. P. to Q's 4th.

And he has the better game. If, at your 9th move, you play
Q. B. to R’s 3rd, his best answer appears to be 9. P. to Q's
8rd; and if 9. K. B. to Q’s 3rd, then he may safcly advancs
P.to Q's 4th. Your strongest play, perhaps, is 9. Q. to Q’s 3rd,
whereupon the following moves are probable:

9. Q. to Q's 3rd. 9. Kt. to Q. B’s 4th.
10. Q. to her 5th. 10. Kt. to K's 3rd.
11. Q. B.to Q. R’s 3rd. 11. K. R. to K’s sq.

You rpay then move 12. K. to R’s sq., or 12. P. to K. Kt.’s 31d,
and nave a good game.

GAMES ILLUSTRATIVE OF CAPTAIN EVANS' GAMBIT.
GaMe I.—Between Messrs. Cochrane and Staunton.

waITe. (Mr. S.) BLACK. (Mr. C))
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. Kt. to B’s 3rd. 2. Q. Kt. to B's 3rd
3. K. B. to Q. B’s 4th. 3. K. B. to Q. B’s 4th
4. P. to Q. Kt.’s 4th. 4. B. takes Q. Kt. P.
5. P. to Q. B's 3rd. 5. B. to Q. R's 4th.
6. Castles, 6. B. to Q. Kt.’s 3rd.
7. P. to Q’s 4th. 7. P. takes P,
8. P. to K’s 5th.* 8. P. to Q’s 4th,
9. P. takes P. in passing. 9. Q. takes P.
10. R. to K’s sq. (ch.) 10. Q. B. to K’s 3rd.
11. Q. B. to Q. R’s 3rd. 11. Q. to her 2nd.
12. Kt. to K. Kt.’s 5th. 12, P. takes P.
13. Kt. takes Q. B.+ 13. Q. takes Q.
14, Kt. takes Kt. P. (double ch.) 14. K. to Q’s 2nd.
15. R. takes Q. (ch.) 15. K. to B’s sq.
16. Q. Kt. takes P. 16. K. B, to Q’s 5th,
17. R. takes B. 17. Kt. takes R.
18. B, takes K. B. P. 18. K. Kt. to R’s 3rd.
19. K. B. to Q. Kt.’s 3rd. 19. Kt. takes B.
20. Q. R. P. takes Kt. 20. K. to Q’s 2ud.

* This variation, which was played, for the first time, in the present
game, at‘racted the attention of the celebrated Indian player, Ghmam
Kassim, who took the pains to analyse it very carefully, and forwarded
the result to the writer. His anulysis will be found in the ‘¢ Chess-
Player’s Chronicle,”” vol. vi. p. 47.

4 This is an instructive situation.
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21. R. to Q’s sq. {ch.) 21. K. to Q. B's 3rd.
22, K. K¢, to K's 6th. 22. P. to Q. Kt.’s 3rd.
23. R. to Q. B’s 5q. 23. K. to Q. Kt.’s 2nd.
24. Q. Kt. to Kt.’s 5th. 24, P. to Q. B’s 4th,
25. P. to Q. Kt.’s 4th. 25, K. to B’s Jrd,
26. Q. Kt. to Q. B’s 7th, 26. Q. R. to Q. B’s sq.
27. P. takes P. 27. P. to Q. Kt.’s 4th,
8. Q. Kt. to Q. R's 6th.

White wins.

GaxE II.—Between Mr. Horwitz and M, Kieseritzky
writE. (Mr. H.) BrLack. (M. K.)

1. P. to K’s 4th. 1. P. to K’s 4th.

2. K. Kt. to B’s 3rd. 2. Q. Kt. to B’s 3rd.
3. K. B. t0 Q. B’s 4th. 3. K. B. to Q. B's 4tk
4. P. to Q. Kt.’s 4th. 4. B. takes Kt. P.

5. P. to Q. B’s 3rd. 5. B. to Q. R’s 4th.

6. Castles. 6. P. to Q’s 3rd.

7. P. to Q’s 4th. 7. P. takes P.

8. P. takes P. 8. B. to Q. Kt.’s 3rd.
9. Q. B. to Kt.’s 2nd. 9. K. Kt. to B’s 3rd.

310. Q. Kt. to Q’s 2nd. 10, Castles.
11. P. w0 Qs 5th, 11. Q. Kt. to K’s 2nd.,
12. B. takes K. Kt. 12. P. takes B.

13. Kt. to K. R’s 4th. 13. Kt. to K. Kt.’s 3rd.

14. Q. to K. R’s Hth.* 14. Q. to K’s 2nd.{

15. K. Kt. to B’s 5th. 15. B. takes Kt.

16. P. takes B. 16. Kt. to K’s 4th.

17. Q. R. to K’s square. 17. Q. R. to K’s square.}
18. Q. R. to K’s 4th. 18. K. to Kt.’s 2nd.§

19. Q. R. to K. R's 4th. 19. K. R. to his square.
20. Q. to K. R’s 6th (ch.) 20. K. to Kt.’s square,
21. Q. R. to K. R’s 3rd.|| 21. Kt. to K. Kt.’s 5th.
22. Q. to K. B’s 4th.q 22. P. to K. R's 4th.**
23. R. to K. Kt.’s 3rd. 23. K. to B’s square.

* The opening of this game is admirably played by Mr. Horwitz,

4 Very tame and inefficient.

$ After this move, with common care on White’s part, Black’s game
was irrecoverable.

§ It is difficult to imagine a more deplorable situation than poor Black’s
at this point.

i A very good move, but Kt. to K’s 4th we believe to be a better.

€ This inconceivable blunder loses White a won game. If he had
simply played Q. to K. R’s 5th, Black might with good grace have given
up the partie.

** Jt is worth remarking, that if White, on his last move, instead of
playing the Q., had tried to confine the Kt., bv placing his R. at K. Kt."z
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24. P. to K. R’s 3rd. 24, Q. to K’s 4th.

25. Q. takes Q.* 25. Kt. takes Q.

26. B. to Q. Kt.’s 3rd. 26. P. to K. R’s bth.

27. R. to Q. B’s 3rd. 27. B. to Q. R's 4th.

28. R. to B’s 2nd. 28. K. R. to Kt.’s square.
29. K. to R’s 2nd. 29. B. to Q. Kt.’s 3rd.
30. P. to K. B’s 4th. 30. Kt. to Q’s 6th.

31. R. to Q. B’s 31d. 31. Q. R. to K’s 7th,

And White abandoned the contest.

Gaxe IIT.—Played by Messrs. Perigal and Pulling consulting
against Mr. Popert.

waiTe. (The Allies.) BLACK. (Mr. Popert.)
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. Kt. to B’s 3rd. 2. Q. Kt. to B’s 3rd.
3. K. B. to Q. B’s 4th. 3. K. B. to Q. B’s 4th.
4. P. to Q Kt.’s 4th. 4. B. tykes Kt. P.
5. P. to Q. B's 3rd. 5. B. to Q. B’s 4th.
. Castles., 6. P. to Q’s 3rd.
7
8
9

6

7. P.to Q’s 4th. . P. takes P.

8. D, takes P. . B. to Q. Kt.’s 3rd.

9. Q. Kt. to B’s 3rd.+ . Kt. to K. B’s 3rd.
10. P. to K’s 5th. 10. P. takes P.
11. Q. B. to R’s 3rd. 11. Q. Kt. to R's 4th.{
12, K. R. to K's 5q.§ 12. Kt. takes B.
13. Q. to her R’s 4th (ch.) 13. P. to Q. B’s 3rd.
14. Q. takes Kt. 11. Q. B. to K’s 3rd.
15. R. takes K. P. 15. Q. to her 2nd.

Ird, he would have lost all his advantage, because, in that case, Black
‘ould have taken K. B. P. with his B. (e. g.)
WHITE. BLACK.

22, R. to Kt.’s 3rd. 22. B. takes K. B. P. (ch.)
23. K. R. takes B, or (A.) 23. Q. to K’s 8th (ch.)
24. K. R. to K. B’s square. 24. Q. takes Q. R.

(A)
23. K. to R’s square. 23. B. takes Q. R.

And must win.

* This was compelled ; had White attempted to evade it, by moving
his Q. to K. B’s 3rd, Black would have answered with Kt. to K. R’s 7th,
and when the K. took it, have played P. to K. R’s 5th, winning the
exchange at least.

+ This is not the customary move. but it may be adopted without dis-
advantage, and requires great care in answering.

1 The position of White’s Q. Kt. completely foils the usual dcfence at
this point of Q. B. to K’s 3rd.

§ This is all very cleverly played.
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16.
17.
18.
19.
20.
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R. takes B. (ch.)* 16.
Kt. to K’s 5th. 17,
R. to K’s sq. 18.
Kt. takes Kt. 19,
Q. to Kt.’s 5th (ch.) 20.

P, takes R.

Q. to her B's sq.
K. Kt. to Q's 4th,
Q. B. P, takes Kt.
K. to Q’s sq.

And White mated in two more moves.

GanMe IV.--Between M. Kieseritzky and Mr. Horwita,

waITE. (Mr. H.)

prack. (M. K.)

1. P. to K’s 4th. 1. P. to K'’s 4th.
2. K. Kt. to B’s 3rd. 2. Q. Kt. to B's 3rd.
3. K. B. to Q. B’s 4th. 3. K. B. to Q. B's 4th.
4. P. to Q. Kt.’s 4th. 4. B. takes P.
5. P. to Q. B’s 3rd. 5. B. to Q’s 3rd.+
6. Castles. 6. Q. to K’s 2nd.
7. P. to Q’s 4th. 7. Q. Kt. to Q’s squave.
8. P. takes P. 8. B. takes P.
9. Kt. takes B. 9. Q. takes Kt.
10. Q. to Q's 3rd. 10. K. Kt. to B’s 3rd.
11. P. to K. B’s 4th. 11. Q. takes K. P.
12. Q. takes Q. 12, Kt. takes Q.
13. K. R. to K’s square, 13. P. to K. B’s 4th.
14. Q. Kt. to Q’s 2nd. 14. Q. Kt. to K’s 3rd.
15. Kt. takes Kt. 15. P. takes Kt.
16. R. takes P. 16. P. to K. Kt.’s 3rd.
17. Q. B. to R’s 3rd. 17. K. to B’s 2nd.
18. Q. R. to K. B's square. 18. P. to Q’s 3rd.
19. P. to K. Kt.’s 4th. 19. K. R. to Kt.’s squara.
20. Q. R. to K’s square. }
And Black resigns.
Game V.—Between Messrs. Walker and Slous.
wHITE. (Mr. 8.) sLACK. (Mr. W.)
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. Kt. to B’s 3rd. 2. Q. Kt. to B’s 3rd.
3. K. B. to Q. B's 4th. 3. K. B. to Q. B's 4th.
4. P. to Q. Kt.’s 4th, 4. B. takes Q. Kt. P.
5. P.to Q. B’s 3rd. 5. B. to Q. R’s 4th.
6. Castles. 6. K. Kt. to B’s 3rd.
7. K Kt. to his Hth, 7. Castles.
8. P. to K. B’s 4th. 8. P. to Q’s 4thb.

¢ The attack is kept up with uncommon spirit and ability.
¢+ This is not at all a commendable defence to the Evans' Gambit.
$ A lively well-played game, on the part of Mr. Horwitz.
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9. P. takes Q. P. 9. K. Kt. takes P,

10. Q. B. to Q. R's 3-d. 10. Kt. takes K. B. P,

11. R. takes Kt. 11. Q. takes Kt,

i2. R.to K. B's sq. 12. B. to Q. Kt."s 3rd (ch.)
13. P. to Q’s 4th. 13. Q. B. to K’s 3rd.

14. B. takes B. 14. P. takes B.

15. R. takes R. (ch.) 15. R. takes R.

16. B. takes R. 16. K. takes B.

Kt. to Q’s 2nd.

17. P. takes P.

18. Kt. to Q. B’s 4th. 18. P. takes Q. B. P. (dis. ch.)
19. Kt. takes B, 1. Q. R. P. takes Kt.

20. Q. to Q’s 7th. 20. Q. to K’s 2nd.

21. R. to K. B’s 5q. {ch.) 21. K. to Kt.’s sq.

22. Q. to Q. B’s 8th (ch.) 22, Kt. to Q’s sq.

23. R. to Q’s sq. 23. P. to Q. B’s 7th.

24. R. takes Kt. (ch.)* 24. K. to B’s 2nd.

25. R. to K. B’s 8th (ch.) 25. Q. takes R.

26. Q. takes B. P. (ch.) 26. Q. to K’s 2nd.

27. Q. takes B. I. 27. Q. to her B’s 4th (ch.)

And Black wins.

Cuarrer VI

THE TWO KNIGHTS’ DEFENCE.

Turs, like the Evans’ Gambit, and the Queen's Pawn
(Game or Seotch Gambit, is a variation merely of the Giuoco
Piano; the second player, instead of moving at his 3rd move,
K. B. to Q. B's 4th, bringing out his K. Kt. to B's 8rd. Itis
said to have been invented by Gianutio (1597), and is also
noticed by Greco (1615); but the specific title of “The Two
Knights' Game” (Zweispringerspiel) it owes to M. Bilguer,
who, some years ago, published a small work, exclusively

* The position now is extremely interesting and instructive. By taking
the Kt. with his Rook, apparently an easy winning move, White loses the
game, while by taking with the Queen he must have won it; for example,—

24. Q. takes Kt. (ch.) 24. Q. takes Q.
{(If he move the King, White checks with his R. at K. B’s sq., and then
tukes the Q.)

25. R. takes Q. (ch.) 25. K. to B's 2nd.
26. R. to Q’s 7th {ch.) 26. K. is moved
27. R. takes Q. B, P.

And wins of course.
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devoted to the analysis of this one opening* the greater patt
of which was afterwards incorporated in his * Handbuch.”
The chief writers to be consulted upon this offset of the
Giuoco Piano, are—Gianutio (translated by Sarratt, 1817),
pp- 21-—32; Salvio (1723), pp. 81—83; Ponziani (1782),
p- 105, Lolli, pp. 173, 266; Allgaicr, tab. iii.; Lewis, 2nd
edition, pp. 60—90; and his Treatise (1844), pp. 123—128 ;
Walker (1846), pp. 84, 87; and the German “ Handbuch,”
Pp. 147—160.

GAME THE FIRST.

WHITE. BLACK.
1. P. to K's 4th. 1. P. to K's 4th.
2. K. Kt. to B's 3rd. 2. Q. Kt. to B's 3rd.
3. K. B. to Q. B's 4th. 3. K. Kt. to B's 3rd.

It is this move of Black which has caused the variation to be
distingunished as “ The Two Knights” Game,” both his Knights
being brought into action at the very outset of the contest.

4. K. Kt. to his 5th. 4. P. to Q's 4th.

If in place of 4. P. to Q's 4th, he play 4. Q. Kt. to R’s 4th,
or Q. to K's 2nd, you take K. B. P. with the B. (ch.); but he
may play 4. K. Kt. takes K. P., for the result of which refer
to the next game.

5. P. takes P. 5. K. Kt. takes P.

He may also play 5. Q. Kt. to Q. R's 4th, when the following

moves are likely to ensue :—

5. Q. Kt. to R’s 4th.
6. B.to Q. Kt.’s 5th(ch.) 6. B. to Q’s 2nd.

If Black here play 6. P. to Q. B’s 3rd, you must take P, with P., anu
when he retakes with P., your only move is Q. to K. B’s 3rd, any
other leaves you with an inferior game. This variation is important
but seems to have escaped the writers who have examined the opening.-

7. Q. to K’s 2nd. 7. K. B. to Q’s 3rd.
8. B. takes B. (ch.) 8. Q. takes B.
9. P. to Q. B’s 4th.
And you remain with a P. more. and a better position.

* «Das Zweispringerspiel im Nachzuge.’' Berlw, 1839.
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¢. K. Kt. takes K. B. P. 6. K. takes Kt.

Lolli strongly recommen.s P. to Q's 4th for your 6th move, but
there is now no doubt that the move in the text is preferable,

7. Q. to K. B's 3rd (ch.) 7. K. to his 3rd.
This is his only play to keep the K¢.
8. Q. Kt. to Q. B’s 3rd. 8. Q. Kt. to K’s 2nk.

If he play 8. Q. Kt. to his 5th, the following moves show you
must gain a speedy advantage: —
8. Q. Kt. to his 5th.
9. Q. to K's 4th. 9. P. to Q. B’s 3rd.

{Generally speaking, it is advisable in this opening to keep your Queen
immoveable on the K. B’s file, as then she exercises the greatest
inflaence on Black’s game. The present instance, however, is an
exception ; Black has made a bad move, and to take advantage of it,
you may safely play the Q. thus,)—

10. P. to Q’s 4th. 10. Q. to her 3rd.

{You might also play advantageously 10. P. to Q. R’s 3rd, and after-
wards P. to Q’s 4th. If Black, at his 10th move, play K. B. to Q’s 3rd,
or Q. to K. B’s 3rd, you can dislodge his Q. Kt. with Q. R. P, and
then take the other Kt. with Kt.,

11. P. to K, B’s 4th. 1. P. to Q. Kt.’s 4th.
12. K. B. P, takes P. 12. Q. to her 2nd.
13. Castles. 13. P, takes K. B.
And you now give checkmate in seven moves.
9. P. to Q's 4th. 9. P. 10 Q. B's 3rd.

1t is evident he cannot take the Pawn without your winning
the Kt. by Q. to K's 4th (ch ). Ile may, however, play 9. P.
to K. R’s 8rd, to prevent your subscquently moving Q. B. to
K. Kt.’s 5th; let us suppose,—
9. P. to K. R’s 3rd.
10. Castles. 10. P. to Q. B’s 3rd.
11. K. R. to K’s 8q. 11. P. to K. Kt.’s 4th.
If he play instead of this 11. K. to Q’s 3rd, you take P. with P., and
then move P. to K’s 6th. He may, however, play Kt. to K. Kt."a
3rd, or P. to Q. Kt.’s 4th; but in each case to your advantage.)

12. R. takes P. (ch.) 12, K. to Q’s 2ud.
13. B. takes Kt. 13. Kt. takes B.
14. Q. Kt. takes Kt. 14. P. takes Kt.
15. R. takes P. (ch.) 15. B. to Q’s 3rl

16. P, to Q. B’s 4th,
You have the better game.
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10. Q. B. to K. Kt.’s 5th. 10. P. to K. R’s 8rd.

Should he play 10. P. tukes Q. P., you can castle on Q’s side,
and then check with K, R.; if he play 10. K. to Q's 2nd or 3rd,
you may tuke P. with P., and afterwards castle on Q's side.

11. Q. B. takes Kt. 11. B. takes B.

12. Castles on Qs side. 12. K. R. to B's sq.
13. Q. to K's 4th. 13. Q. to her 3rd.

14. XK. R. to K's sq. 14. R. to K. B's 4th.
15. P. to K. Kt.'s 4th. 15. B. to Kt.'s 4th (ch.)
16. X. to Kt.'s q. 16. R. to B's 5th.

17. Q. to K. R's 7th. 17. B. to K. B's 3rd.
18. P. takes P. 18, B. takes P.

19. B. takes Kt. {ch.) 19. P. takes B.

20. Kt. takes P.
And you must win easily.

GAME THE SECOND.

WIHITE. BLACK,

P. to K's 4th. . P. to K's 4th.

K. Kt. to B's 8rd. . Q. Kt. to B's 3rd.
K. B. to Q. B's 4th. . K. Kt. to B’s 3rd.
K. Kt. to his 5th. . K. Kt. takes K. P.
. B. takes K. B. P. (eh.) . K. to his 2nd.

You would play badly in taking the Kt. instead of the K. B. P,,
beeause Black would reply with 5. P. to Qs 4th, recovering
<he lost Picee, with no inferiority of position. And you would
also play ill to take the K. B. P. with your Kt., instead of
with the Bishop; for example,—

5. Kt. takes K. B. P. 5. Q. to K. R’s 5th.
6. Castles. 6. XK. B. to Q. B's 4th,

(In lieu of castling, you might play 6. P. to K. Kt.’s 3rd, 6. Q. to K’s 2nd,
or 6. R. to K. B’s sq., but in any of these cases the result would be
against you.)

7. P.to Q’s 4th, 7. B. tekes Q. P.

(If you play 7. P. to K. Kt.’s 3rd, he may take the K. Kt. P. with his
Kt., and win without much difficulty. You may also play 7. Kt. takes
K. R., but in this case also by first taking K. B. P. with his Kt., and

then the Rook with his B., Black would have a much better game than
yous)

SR
0\;&(‘/3[\')""
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8. Kt. takes K. R. t.. Kt. takes K. B. P.
9. B.to K. B’s 7tk (ch) 9. K to B'ssg.

Jf you take Kt. with R., instead of checking with the B., the game shortly
becomes still more unfavourable for you.)

10. K. R. takes Kt. 10. Q. takes R. (ch.)

11. K. to R’s sq. 11. P. to Q’s 3rd.

12. K. B. to Q’s 5th. 12. Q. B. to K. Kt.’s 5th,
13. K. B. to his 3rd. 13. Q. B. takes K. B,

14. P. takes B. 14. K. to Kt.’s sq.

And he ought to win.
‘We may now resume the original game, which we left at

the 5th move.

6. P.to Q's 3rd. 6. Kt. to K. B's ord.
If he were to take your Kt., you evidently gain his Q. for the
three minor Piecces; if he play 6. Kt. to Q's 3rd, you also win
the Q. by first playing Kt. to K’s 6th, and then checking with
vour Bishop.

7. B. to Q. Kt.’s 8rd. . P.to Q's 4th.

7
8. P. to K. B's 4th. 8. Q.B.to K. Kt.'s 5th
9. Q. to her 2nd. 9. P.to K. R's 8rd

10. P. takes K. P. 10. Q. Kt. takes P.
11. Q. to K's 3rd. 11. P. takes Kt.
12. Q. takes Kt. (ch.) 12. K. to B’s 2nd.
18. Castles. 13. B. to Qs 3rd.

14. Q. takes Q. P. (ch.)

And vou must win,

GAMES
ILLUSTRATIVE OF THE TWO KNIGHTS’ GAME.
Game IL.—Between Von I1. der Laza and Mr. M.

warre., (V. H.d. L) pLAack. (Mr. M.)
1. P. to K's 4th. 1. P. w0 K’s 4th.

2. K. Kt. to B’s 3rd. 2. Q. Kt. to B’s 3rd.
3. K. B. to Q. B’s 4th. 3. K. Kt. to B’s 3rd.
4. K. Kt. to his 5th. 4. P. to Q's 4th.

5. P. takes P, 5. Kt. takes P,

6. Kt. takes K. B. P. 6. K. takes Kt.

7. Q. to K. B’s 3rd (ch.) 7. K. to his 3rd.

8, Q, Kt. to B’s 3rd. 8. Q. Kt. to K’s 2nd.
9. @ to Q's 4th 9. P. to Q. Kt.’s 4th.
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10. Kt. takes P. 10. P. to Q. B's 3rd.
11. Kt. to Q. B’s 3rd. 11. Q. to her Kt.’s 314,
12 P. takes K. P. 12. Q. B. to Kt.’s 2nd.
13. Kt. to K’s 4th, 13. Q. to Kt.’s 5th (ch.)
14. Q. B. to Q’s 2nd. 14. Q. takes K. B

15. Q. to K. Kt.’s 4th (ch.) 15. K. takes P.

16. P. to K. B’s 4th (ch.) 16. K. to Q’s 5th.

17. P. to Q. B’s 3rd (ch.) 17. Kt. takes B. P.

18. B. takes Kt. (ch.) 18. K. takes Kt.

19. P. to B’s 5th (dis. ch.) 19, K. to Q’s 4th.

20. Castles on Q’s side (ch.) 20. K. to B’s 4th.

21. P. to Q. Kt.’s 4th (ch.) 21. K. to Kt.’s 4th.
22, P, to Q. R’s 4th (ch.) 22, K. takes P.

23. Q. takes Q. 23. Kt. to Q’s 4th.

24. K. to Q. Kt.’s 2nd, and wins.

jang Il.—Between two members of the Berlin Chess Club.
wiiTs, (Mr. M.) prack. (Mr, H.)

1. P. to K’s 4th. 1. P. to K’s 4th.

2. K. Kt. to B’s 3rd. 2. Q. Kt. to B’s 3rd.

3. B. to Q. B's 4th. 3. K. Kt. to B’s 3rd.

4. K. Kt. to his 5th. 4. P, to Q’s 4th.

5. P. takes P. 5. K. Kt. takes P,

6. Kt. takes K. B. P. 6. K. takes Kt.

7. Q. to K. B’s 3rd (ch.) 7. K. to his 3rd.

8. Q. Kt. to B’s 3rd. 8. Q. Kt. to K's 2nd.

9. P. to Q's 4th. 9. P.to Q. B’s 3rd.
10. P. takes P. 10. Q. Kt. to K. Kt.’s 3rd.
11. Castles. 11, K. B. to Q. Kt.’s 5th.

. P. takes Kt.

. Kt. to K’s 2nd.*

. K. R. to B’s sq.

. K. takes B.

. K. B. to Q. B’s 4tL.

12. Kt. takes Kt.

13. K. R. to @’s sq.

14. Q. B. to K. Kt.’s 5th.
15. B. takes Kt.

16. Q. to her Kt.'s 3rd.
17. R. takes Q. P. . B. takes K. B. P. (ch.)
18. K. to R’s sq. Q. to ber Kt.’s 3rd,
19. Q. to her R’s 3rd (ch.) 19. K. to his sq.

Tkt oot fand ant pod bk
Q0 ST O O b OB

0. Q. to R’s 4th (ch.) 20. K. to his 2nd.
21. Q. R. to @’s sq. 21. R.to K. B’s 4th.
22. R. to Q’s 7th (ch.) 22. K. to B’s sq.

23. K. R. to Q’s 8th (ch.) 23. K. to his 2nd.
24, Q R. to @s 7th (ch.) 24. B. takes R.

25. Q. takes B., mate,

* Hetter to take the Bishop with Pawn, and give up the Queen
+ te might have inated the King on the move at K’z 8th.
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CuarTrer VII.
THE KNIGHT’S GAME OF RUY LOPEZ.

Turs is the appellation by which the German “Handbuch ™
designates that modification of the King's Knight's Opening.
where the first player, at Lis 3rd move, instead of playing
K B. to Q. B's 4th, moves it to Q. Kt.’s 5th, as advised by
Ruy Lopez, in the second chapter of his “ Libro de la Invencion
Uberal 3y Arte del Juego del Aredres,” a variation which seems
to merit a more faveurable judgment than has been passed
on it by the generality of subsequent writers.

GAME THE FIRST.

WHITE. BLACK.
1. P. to K's 4th. 1. P. to K's 4th.
2. K. Kt. to B's 3rd. 2. Q. Kt. to B's 3rd.
3. K. B. to Q. Kt."s 5th. 3. K. Kt. to B's 3rd

By playing your Bishop thus vou again threaten to win his
King's Pawn. IIis best reply, according to the German
writers, is the move in the text, but he has the choice of other
moves, the most important of which are 3. K. B. to Q. B's 4tk,
3. Q. to K. B's 3rd, and 8. P. to Q. R's 8xd.  (See Game the
Second.) If instead of these he play 3. P. to Qs Srd, he
confines his King’s Bishop. and subjeets himself to the disad

vantage of a badly doubled Pawn. If, as recommended hy
Cozio, he move 3. K. Kt. to K's 2nd, you can answer advarn
tagcously with 4. P. to Q. B’s 3rd; and should he play 3. Q. Kt.
to Q's 5th, you can play the Bishop to Q. B’s 4th, leaving him
the option of exchanging Knights or of protecting his K. P..
either of which would afford you an opportunity of developing
your game. You might also play as advised by the * Hand-
buch.’

3. Q. Kt. to Q’s 5th.

4. Kt. takes Ki. 4. P. takes Kt.

5. P.to Q’s 3rd. 5, B. to Q. B’s {th,

6. Q. to K. R’s 5th. 6. Q. to K’s 2nd.

7. Q. B.to K. Kt.>s 5th. 7. B. to Q. Kt.’s bth (ch }
8. P. to Q. B’s 3rd 8. P, takes I,

v, P. takes P. 9. Q. to K’s 4th.
1¢. B. to Q. B’s 4th. 10. P. to K. Kt.’s 3rd.

-
(™)
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11. Q. to K. B’s 3rd. 11. Q. takes B.
12. Q. takes K. B. P, (ch.) 12. K. to Q’s 5q.
13. P. takes B.

You have tne better game.

4. Q. to K’s 2nd. 4. K. B. to K's 2nd.
This appears your best move; P.to Q’s 4th, P. to Q's 3rd,
Q. Kt. to B's 3rd, and castling, lead apparently to an even
game only.

If Black venture now to play 4. K. B. to Q. B's 4th, the
position shortly becomes still more favourable for you; let us
suppose,—

4. K. B. to Q. B’s 4th.
5. B. takes Kt. 5. Q. P. takes B.
6. Kt. takes K. P, 6. Q. to her 5th,
7. Kt. to Q's 3rd. 7. B. to Q. Kt.’s 3rd

8. P. to K. B’s 3rd.

Pollowed presently oy P. to Q. B’» 3rd, and k. Kt. to K. B’s 2nd. Ve
n}\luy, however, for his 4th move, play P. to Q. R’s 3rd, and pursue it
thus e
4. P. t0o Q. R’s 3rd.

5. B. to Q. R’s 4th. 5. P. to Q. Kt.’s 4th.

6. B. to Q. Kt.’s 3rd. 6. K. B. to Q. B’s 4th,

7. P. to Q. R's 4th.

The game is a little in your favour.

5. P. to Q. B's 3rd. 5. P.to Q's 3rd.

If instead of this move you too eagerly attempt to win hir
Pawn, he may reduce the game to an equality; for example,—

5. B. takes Q. Kt. 5. Q. P. takes B.

6. Kt. takes K. P. 6. Q. to her 5th.

7. Kt. to B's 3rd. 7. Q. takes K. P.

&e., &c.

6. P.to Q's 4th. 6. P. takes P.
7. Kt. takes P. 7. B. to Q's 2nd.
8. Kt. takes Q. Kt. 8. B. takes Kt.
9. B. takes B. (ch.) 9. P. takes B.

And his Bishop is locked, and the position altogether in your
favour.,
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GAME THE SECOND.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. Kt. to B's 3rd. 2. Q. Kt. to B's 3rd.
3. K. B. to Q. Kt.’s 5th. 3. K. B. to Q. B's 4th,

As was before observed, he may also play 3. Q. to K. B’s 3rd
and P. to Q. R's 3rd; if the former, you immediately bring
out your Q. ht., and have then an opportunity of presentl
commencing a vigorous attack. If he play the latter, I do
not think it advisable to take off the Q. Kt., as is generally
done, because that leads infallibly to a game without advan-
tage on cither side; but I believe it better to withdeaw th
Bishop to Q. R's 4th, with the view to prevent as long as
possible the safe advance of Black's Queen's Pawn. If he
then drive your Bishop to Q. Kt.’s 8rd, it will be well posted,
and his game be still a little embarrassed.

4. P. t0o Q. B’s 3rd. 4. Q. to K. B's 3rd.
Instead of so playing, he may move 4. P. to Q's 3rd, or
4. K. Kt. to B's 3rd, the result of which will be shown in
Variation I.; he may also play, as advised by some authorities,
4. K. Kt. to K's 2nd, upon which the game is likely to be

pursued as follows :—
4. K. Kt. to K’s 2nd.

5. Castles. 5. P.to Q. R's 3rd.

6. B. to Q. R’s 4th. 6. Castles.

7. P. to Q’s 4th. 7. P. takes P.

8. P. takes P. 8. B. to Q. Kt.’s 3rd.

9. P. to Q’s 5th. 9. Q. Kt. to lus sq.

You have an unquestionable advantage from position.
5. Castles. 5. K. Kt. to K's 2nd.
6. P. to Q’s 4th. 6. . takes P.
7. Q. B. to K. Kt.’s 5th. 7. Q. to K. Kt.'s 3rd.
8. B. takes K. Kt. 8. Q. Kt. takes B.
9. P. takes P. 9. B. to Q. Kt.'s 3rd.

10. Q. Kt. to B's 3rd. 10. Castles.

Your game is a little better developed.

The defence in the above variation is that commended by
Ponziani, who remarks that if White, at his 5th move, take
Q. Kt. with B., Black answers with 5. Q. takes B., and if
then White move 6. P. to Q’s 4th, Black takes K. P. with
Q. {ch.), and has she advantage. If at your 5th move you
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advance P. to Q's 4th, instead of Castling, the following varia.
tions seem to prove that Black would get the better game :—

5. P. to Q's 4th, 5. P. takes D.
6. P. to K’s 5th. 6. Q. to K. Kt.’s 3rd.
(1f he take the Pawn with his Kt., you gain a Piece by 7. Q. to K’s 2al.)
7. P. takes P. 7. Kt. takes Q. P.
8. Kt. takes Kt. 8. Q. to her Kt.’s 3rd.
9. Q. B. to K’s 3rd. 9. B. takes Kt.
10. Q. B. takes B. 10. Q. takes K. B.
11. P. to K’s 6th. 11. Q. to K. Kt.’s 4th,

12. P. takes K. B. P. (ch.) 12, K. takes P.

And you have a Pawn less, without any compensating advantage of posi.
tion. 1f at the 7th move of this variation you play B. takes Q. Kt.,
instead of 7. P. takes P., Black equally appears to come off with the
superior game (e. g.) :—

7. B. takes Q. Kt. 7. P. takes Q. B. P.
He threatens now to play P. to Q. B’s 7th next move. If you take the
Pawn with Q. Kt., he may take your K. Kt. P. with his Q., or the Bishop
#ith his Q. P., and in either case be the winner of a Pawn.

Variarion L,
Beginning at Blaok’s 4th move.

WHITE. BLACK,
1. P. to K's 4th. 1. P. to K's 4th.
2. K. Kt. to B's 3rd. 2. Q. Kt. to B's 3rd.
3. K. B. to Q. Kt.’s 5th. 3. K. B. to Q. B's 4th.
4. P. to Q. B's 3rd. 4. P. to Qs 8rd.

If at this point he play 4. K. Kt. to B's 3rd, your best line
of operation appears to be the following :—
4. K. Kt. to B's 3rd.

5. P. to Q’s 4ih. 5. P, takes P.
6. P. to K’s 5th. 6. K. Kt. to K's 5th,
7. Castles. 7. P. to Q’s 4th,

(1f he take the Q. B. P. with Pawn, you win a Piece; and if he Castics,
by taking Q. P. with Pawn, you will have an excelleut game.)
8. P. takes P. (in passing) 8. K. Kt. takes Q. P.
9. Q. B. to K. Kt.”s 5th. 9. P. to K. B’s 3rd (best)
10. K. B. tukes Kt. (¢h.) 10, Q. Kt. P. takes K. B.
11. R. to K's sq. (ch.) 11. K. to B's sq.
12. P. takes Q. P.
And you have an evident superiority.

5. P. to Q’s 4th. 5. P. takes P.
6. P, takes P. 6. B.toQ. Kt.’s 5th (ch.)
7. K. to his 2nd. 7. P. to Q's 4th
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At your 7th move you might also pay K. to B's sq., or inter
pose either Bishop or Q's Kt., and in any of thesc cases have
a superior game.

If Black, instead of his present move, should play 7. P. tc
Q. R’s 3rd, you must take his Kt. (ch.), and then play Q. to
her R's 4th, winning the Bishop. If he play 7. Q. B. to
Q's 2nd, you may also play 8. Q. to R’s 4th, winning.

8. Q. to her R’s 4th. 8. P. takes K. P.
9. B. takes Kt. {ch.) 9. P. takes B.
10. Q. takes P. (ch.) 10. Q. B. to Q's 2nd.

11. Q. takes K. P. (ch.)
And the game is much in your favour.

GAMES
ILLUSTRATIVE OF RUY LOPEZ’S KNIGHT'S GAME.

The two following games, with notes, arc from the Berlin

Chess Journal.
wHITE. (Mr. Hanstein.) BLack. (V. H. der Laza.)
1. P. to K’s 4th. 1. P. to K’s 4th,
2. K. Kt. to B’s 3rd. 2. Q. Kt. to B’s 3rd,
3. K. B. to Q. Kt.’s 5th. 3. K. B. to Q. B’s 4th,
4. P. to Q. B’s 3rd. 4. K. Kt. to K's 2nd.
5. Castles. 5. Castles.
6. P. to Q’s 4th. 6. P. takes P.
7. P, takes P. 7. B. to Q. Kt.”s 3rd.
8. P. to @’s 5th. 8. Q. Kt. to his sq.
9. P. to Q’s 6th.* 9. P. tokes P.+
10. Q. takes . 10. K. B. to Q. B’s 2nd.
11. Q. to her 3rd.2 11. P. to Q’s 4ta.
12. Q. Kt. to B’s 3rd. 12, P. takes P.

* The present move is stronger, and affords a more lasting attack, than
9 K. Kt. to B’s 3rd.

t Black may here play K. Kt. to his 3rd, which White would follow
with—

10, P. takes Q. B. P. 10. Q. or B. takes P.
11. Q. Kt. to B’s 3rd,
with a superior game.

t At this point, Jaenisch, vol. ii. p. 75, leaves the game, considering
White’s position as the befter, The same move, 11. Q. to her 3rd, occurs
in the game which follows this; it affords the adversary, however, an
opportunity to disentangle his game by playing P. to Q’s 4th, and with cor-
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13. Q. takes P* 13. Q. Kt. to B's 3rl.
4. K. R.to Q's sq. ¢+ 14. Q. to K’s sq.

15. K. Kt. to his 5th.% 15. Q. B. to K. B’s {th,
16 B. takes Kt. 16. P. takes B.

17. Q. to K. R’s 4th. 17. Kt. to Q’s 4th.

18. Kt. takes Kt. 18. P. takes Kt.

19. Q. B. to K's 3rd.§ 19. Q. to her Kt.’s 4th
20. B. to Q’s 4th. 20. K. R. to K’s 8q.
21. Kt. to K. B’s 3rd. 2]. P. to K. B’s 3rd.
22, B. takes K. B. P. || 22. P. takes B.

23. Q. takes B. P. 23. B. to K. Kt.’s 3rd.
24. Q. R. to Q. B’s sq. 24. B. to Q. Kt.'s 3rd.
25. P. to K. R's 3rd. 25. K. R. to K’s 7th.
26. Kt. to Q’s 4th. 26. Q. takes P.

27. Q. to her B's 6th.§ 27. K. R. to K's sq. **

rect play would most likely lead to a drawn battle. A much stronger
move, although it may not appear so theoretically, would be Q. to her
R’s 3rd; for in that case, Black could nct advance his P. to Q’s 4th, as
White would gain an advantage by answering with K. R. tv Q’s sq., which
would give to Black a very confined position. Indeed it is not difficult tn
see, that after the move recommended, of Q. to her R’s 3rd, Black’s game
affords no satisfactory defence for a length of time; and we must repeat
that the playing K. B. to Q. B’s 4th, by the second player, at his third
move, is not t¢ be commended.

* If the Knight takes this Pawn, Black gains an advantage by Q. B. to
K. B’s 4th.

+ Instead of this move, White plays in the nex game Q. B. to K. Kt.’s
5th.

1 To separate the Pawns on the Queen’s side.

§ If the Rook take the Pawn, the Queen gives mate; and if, instead of
playing the Bishop to K’s 3rd, he were played to K. B’s 4th, Black might
exchange Bishops, and then support his Q. P. by meving B. to K’s 3rd.

i A bold sacrifice to be ventured in an actual game,

€ The only saving move, and one which at the same time imperils
Black.

#% Thig is the best move. K. R. takes K. B. P. would perhaps have
Seen good, but K. B. takes Kt. would have lost the game. (e. g.)

27. Q. to her B’s 6th. 27. B. takes Kt.

28. Q. takes R. (ch.) 28. K. to Kt.’s 2nd (best)
29. R. to B’s 7th (ch.) 29. K. to R’s 3rd.?

30. Q. to K. B’s 8th (ch.) 30. K. to R’s 4th.

31. Q. to K. B’s 3rd (ch.) 31. K. to R’s 5th$

32. K. R. takes B. (ch.), &c.

3 Interposing the Bishop would cost 8 Piona,
® Or mate follows in two or three moves.
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28. Q takes Q. P. (ch.) 28. K.to R'ssq. *
29, Q. R. to B’s 6th.+ 29, B. to K's 5th. 2
30. Q. to her 6th. 30. B. takes Kt. §

31. R. takes B. 31. K. R. to K’s 3rd.
32. Q. takes R. 32. Q. takes R.

33. Q. to K. B’s 6th (ch.) 33. Q. takes Q.

34, R. takes Q. 34. R. to Q. Kt.’s sq.}l
35. P. to K. B’s 3rd. 35. B. to Qs 4th.

36. P. to Q. R’s 3rd. 36. R. to Kt.’s 3rd.§
37. R. takes R. 37. P. takes R.

38. K. to B’s 2nd. 38. K. to Kt.’s 2nd.
39. K. to his 3rd. 39. K. to B’s 3rd.

40. K. to B’s 4th. 40. B. to Q. B’s 3rd.
41, K. to Kt.’s 4th, 41. B. to K’s sq.

42, K. to B’s 4th. 42. B. to K. Kt.’s 3rd.
43. K. to Kt.’s 4th. 43. P. to K. R’s 4th (c¢h.)
44. K. to B's 4th, 44. B. to K. B’s 4th.
45. P. to K. Kt.’s 4th. 45, B. to K. Kt.’s 3rd,
46, P, takes P. 46. B. takes P.

47. P. to Q. R’s 4th.** 47. B. to K’s sq.

48. P. to Q. R’s 5th. 48. P. takes P.1}

49. K. to his 3rd.

And the game was resigned as a drawn battle.

* Interposing the B. would lead to perpetual check.

1 Q. R. to B’s 4th would also have been good, but the move in the test
{3 more beautiful, as it involved a snare, into which Black fell, and enabled
White to save the game.

1 Black could not resist the temptation of winning the Rook for Bishop,
and thus overlooked the perpetual check. The strongest move for him was
Q. R. to Q’s 5q.

§ If the other Bishop takes the Rook, White gives perpetual check.

I We recommend the study of the terminating moves, which were
extremely difficult for both partiea They prove the possibility of posi-
tions occurring where {two Pawns not even moved can draw the game
againct a Bishop.

m:“ Black would have had a better chance of winning by not exchanging
oks.

** Most important, because the Bishop might otherwise have prevented
the Pawn advancing to compel the Black Pawn to take.

++ If Black does not take the Pawn, White would win. (?) Asitis, the
game must be drawn, even if White had no Pawns, since the Pawn on R's
fle can never reach the 8th sq.

13
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Between the same Players.

The ﬁrst thirteen moves on each side in this game were the
same as in the preceding one.)

waiTe, (Mr. Hanstein.) BrLack. (V. H. der Laza.}
4. Q. B. to K. Kt.’s 5th. 14. P. to K. B’s 3rd.*
15. Q. R. to Q’s sq. 15. Q. to K's sq.
16. K. R. to K’s sq. 16. Q. to K. Kt.’s 3rd. 4
17. B. tekes Kt. 17. Kt. takes B.
18. Q. takes Q. 18. P. takes Q.
19. Q. Kt. to Q's 5ty ¥ 19. B. to Q. R’s 4th.
20. B. to Q’s 2nd. 20. B. takes B.
21. Q. R. takes B. 21. B. to K. Kt.’s 5th.
22. K. Kt. to Q’s 4th. 22, Q. R. to K's 8q.
23. R. takes R. 23. R. takes R.
24. P. to K. B’s 3rd. 24. Kt. takes Kt.
25. R. takes Kt. 25. B. to K’s 3rd.
26. R. to K’s 4th. 26. K. to B's 2nd.
27. Kt. to B’s 7th, 27. R. to K’s 2nd.
28. Kt. to Q. Kt.’s 5th, 28. R. to Q's 2nd.§

29. Xt. to Q. B’s 3rd.
After the twenty-ninth move, the game was resigned as drawn.

GamE II1.—Between Captain Kennedy and Mr. Lowe.

waiTE. (Capt. K.) BLACK., (Mr. L.)
1. P. to K's 4th. 1. P. to K’s 4th.
2. K. Kt. to B’s 3rd. 2. Q. Kt. to B’s 3rd.
3. K. B. to Q. Kt.’s 5th. 3. K. B. to Q. B’s 4th.
4. P. to Q B’s 3rd. 4. Q. to K’s 2nd.

* If Black play Q. B. to K. B’s 4th, White could gain a Pawn by taking
the K. Kt. with Q. B.

+ By playing Q. to K. R’s 4th, he might have avoided getting a doubled
Pawn, which, however, is not here & serious disadvantage. He could not
take the Bishop with Pawn, on account of the other Bishop taking his
Q. Kt.

4 The Bishop on K. Kt.’s 5th is left en prise for the fifth time, but still
cannot be taken. This move of the Knight was necessary to prepare a
better retreat for the Bishop.

§ Had he played Q. R. P., White would have won a Puwn by playing- -

29. Kt. to Q’s 6th (ch.) 29. K. to B's sq.
40. Kt. takes P, 30. R. takes Kt.
31. R. takes B., &ec.
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Castles.
P. to Q's 4th.

. P. takes P.

P. to Q’s 5th.

. Q. to Q. R’s 4th.

Q. takes Q. R.

Q. B. to K's 3rd.

Q. P. takes P. en passant.
K. B. P. takes B.

{. Kt. to Q’s 4th.

. to Q. Kt.’s 4th,

. to Q. R's 4th.

. R. P. takes P,
. ta
. R,

o

kes R. {(ch.)

. takes B. +
. Kt. to Q’s 2nd.
. Kt. to K. B’s 5th.
. Kt. to his sq.
. Kt. takes Q. P.
. to R’s sq.
Q. R. to Q. R’s 2nd.
K. Kt. takes K. B. P,
Q. R. to K. B’s 2nd.
Q. R. takes K. Kt. {ch.)
Q. R. to K. B’s 3rd.
Kt. to Q. B’s 3rd.
Kt. to Q’s 5th.
Kt. to K. B’s 6th (ch.)
Kt. to K’s 8th,

opppv

5. P. to Q's 3rd.

6. P, takes P.

7. B. to Q. Kt.’s 3rd.

8 P.to Q. R’s 3rd.

9. Q. R. P. takes B.
10. Kt. to Q. R’s 2nd,
11, P. to Q. B’s 4th.
12. B. takes B.

13. Q. Kt. P. takes P,
14. Q. to Q. B’s 2nd.
15. K. Kt. to B’s 3rd,
16. Castles.

17. B. to Q. R’s 3rd.*
18. K. takes Q.

19. Q. B. P. takes P.
20. Q. to Q. B’s 6th.
21. P. to K. Kt.’s 3rd.
22. Q. to Q. Kt.’s 6th,
23. Q. takes K. P. (ch.)
24. K. Kt. to K. Kt.’s 5th,
25. K. Kt. to K’s 4th.
26. Kt. takes Kt.

27. Q. Kt. to Q. B’s 3rd.
28. K. to Kt.’s sq.

29. Q. takes K. P,

30. Q. takes Q. Kt. P.
31. Q. to Q’s 3rd.

32. K. to R’s sq.

And wins,

waME 1V.—Between the same Players.

{Capt. K.)
P. to K’s 4th.

K. Kt. to B’s 3rd.
K. B. to Q. Kt.’s 5th.
B. takes Kt.
Castles.

P. to Q. B’s 3rd.
P. to Q’s 4th.

K. Kt. takes K. P.
Q. Kt. to Q’s 2nd.
Q. to K’s 2nd.

P. to Q. Kt.’s 3rd.

BLAack. {(Mr. L.)
1. P. to K’s 4th.
2. Q. Kt. to B’s 3rd.
3. Q. to K. B’s 3rd.
4. Q. Kt. P. takes B,
5. K. B. to Q. B’s 4th.
6. P. to Q’s 4th.
7. Q. P. takes K. P.
8. K. B.to Q. Kt.’s 3rd
9. Q. B. to K. B’s {th,
10. Q. to K’s 3rd.
11, P. to K. B’s 3rd.

* An ingenious move.

+ White has a full equivalent for his lost Queen.

¢ Very well vlayed.
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12, K. Kt, to Q. B’s 4th. 12, Castles.

13. K. R. to K’s sq. 13. Kt. to K. R’s 3rd,
14. Q. Kt. takes K. P.* 14. K. R. to K’s sq.
15. Q. Kt. to K. Kt.’s 3rd. 15. Q. takes Q.

16. Q. Kt. takes Q. 16. Q. B. to Q’s 6th.
17. K. Kt. takes K. B. (ch.) 17. Q. B. P. takes K¢,
18. B. takes Kt. 18. P, takes B.

19. Kt. to K. B's 4th. 19. B. to K. B’s 4th.
20. Kt. to K. R’s 5th, 20. XK. R. to K. B's sq.
21. XK. R. to K’s 7th. 21. Q. R. to Q’s 2nd.
22. Q. R. to K’s sq. 22, K. to Q's sq.

23. K. R. to K’s 3rd. 23. B. to K. Kt.’s 5th,
24. Kt. to K. B’s 4th.+ 24. Q. R. to K. Kt.’s 2nd,
25, P, to Q. B’s 4th.} 25. K. R. to K. B’s 2nd.
26. K. R. to K’s 8th (ch.) 26. K. to Q’s 2nd.

27. K. R. to Q. R’s 8th, 27. P. to Q. R’s 4th.
28, P. to K. R’s 3rd. 28. B. to K. B's 4th.
29. Kt. to K. R’s 5th, 29. K. to Q’s 3rd.§

30. Kt. takes R. 30. R. takes Kt.

31. K. to K. R’s 2nd. 31. B. to Q’s 2nd.

32. K. R. to Q. R’ 7th. 32. R. to K. Kt.’s 4th.

33. P. to K. B's 4th.
And Black resigned.

Cuarrer VIIL
THE QUEEN'S PAWN GAME, OR SCOTCH GAMBIT,

Is an opening upon which but little information can be
gathered from the earlier writers, Lolli has devoted some
consideration to a few of its more important variations; but it
was not till the occasion of the great mateh by correspond-
ence, between the London and Edinburgh Chess Clubs, when
each party adopted this opening in one of their games, that
its merits began to be appreciated. Since that period it has
undergone a scarching and complete analysis, and is now

* His best move, we believe, was P. to Q. R’s 4th. T save the Bishop,
Black must have played P. to Q. R’s 4th alse ; upon which, by taking the
B., checking, and then moving Q. to her R’s 6th (ch.), White's attack
would have been irresistible.

+ Kt. to K. Kt.’s 31d, threatening to win the B., would have been an
awkward move for Black.

t R. to K. Kt.’s 3rd, followed by Q. R. to K’s 6th, if Black played
K. R. to K. Kt.’s 5q., woul¢ have been much stronger play.

§ He can do no better
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acknowledged throughout Europe to be one of the most excel-
lent and suggestive mecthods of commencing a game which
has ever been invented. The chief authors to be consulted
on “Tur QUEEN'Ss PAwN GaME” are—Ghulam Kassim, in
an interesting little work published at Madras, in 1829, under
the title of * Analysis of the Muzio Gambit, &ec.,” 4to., p. 64;
Lewis, Jaenisch, Bilguer and V. H. der Laza, Walker, and the
¢ Chess-Player’s Chronicle.”

GAME THE FIRST

WHITE. BLACK.
1. P. to K's 4th. 1. P. to K's 4th,
2. K’s Kt. to B's 3rd. 2. Q's Kt. to B's 3rd.
3. P. to Q's 4th. 3. Kt. takes P.

It is from your third move the opening derives its name of
“The Queen’s Pawn Game.” Upon the advance of this Pawn,
Black is compelled to take it, or have a very bad position, and
this is one of the advantages the present gambit possesses over
the ordinary ones, in most of which the defensive player may
refuse the offered Pawn with perfeet safety. Black has
now the option of taking it cither with his Knight or Pawn,
and as the respective variations are distinet in character from
each other, it will be as well to examine them separately. In
this game your opponent takes the Pawn with his Knight,
which Lolli commends as preferable to taking with the Pawn.
Modern authors are at issue with the Italian on this point,
and seem to concur in opinion that 3. P. takes P. is the pro-
per mode of play.

4. Kt. takes Kt. 4. P. takes Kt.

You may also take P. with Kt., and preserve a slight advan-
tage of position, as will be shown ia a variation on your 4th
move presently.

5. Q. takes P. 5. Kt. to K’'s 2nd.

He may prefer playing 5. Q. to K. B’s 3rd, and the following
slows the probable result.
. 5. Q. to K. B’s 3rd.
&, P, to K’s 5th. 6. Q. to K. Kt.’s 3rd.*
7. Q’s Kt. to B’s 3rd. 7. Q. takes Q. B's P.

s * If he play 6. Q. to her Kt.’s 3rd, you reply with 7. Qs B. to K«
rd.
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8. B. to @’s 3rd. 8. B. to Q. B's 4th.

9. Q. takes B. 9. Q. takes B,
10, Q's Kt. to his 5th. 10. Q. to K’s 5th (ch.)
11. B. to K’s 3rd. 11. Q. takes K. Kt.'s P,

12. Kt. takes B’s P. (ch.) 12. K. to Q’s square.
13. Q. to K. B’s 8th (ch.) 13. K. takes Kt.
14, R. to Q. B's sq. (ch.), and wins.

6. K's B. to Q. B's 4th. 6. Kt. to Q. B’s 3rd.
If instead of this, you play 6. Q’s B. to K. Kt.'s 5th, he may
answer with 6. Kt. to Q. B’s 3rd, just the same, and you have
little, if any, advantage in the game.

7. Q. to her 5th. 7.Q. to K. B's 3rd (best)

8. Castles. 8. B. to K's 2nd.

You have a better opened game, but the superiority is not
important. At his 8th move he may play, instead of B. to
K's 2nd, P. to Q's 3rd, which you can answer with 9. K's B.
to Q. Kt.'s 5th, and then 10. Q's Kt. to B’'s 3rd, having a
good opening.

Varration 1.,

Begimning at White's 4th move,

WHITE. BLACK.
1. P. to K's 4th. 1. P. to K’s 4th.
2. K's Kt. to B's 3rd. 2. Q's Kt. to B's 3rd.
3. P. to Q's 4th. 3. Kt. takes P.
4. Kt. takes P. 4. Kt. to X’s 3rd

If he play 4. K’s B. to Q. B's 4th, you proceed thus:—
4. K’s B, to Q. B’s 4th.

5. K’s B. to Q. B’s 4th.* 5. Kt. to K’s 3rd (best)
6. B. takes Kt. 6. K. B’s P. takes B.}
7. Q. to K. R’s 5th (ch.} 7. P. to K. Kt.’s 3rd.
8. Kt. takes P. 8. Kt. to K. B's 3rd.
9. Q. takes B.
And you have gained a P. and the better situation.
5. K’s B. to Q. B’s 4th. 5. K’'s Kt. to B's 3rd.

{f he play 5. P.to Q's 3rd, you check with your B. at Q. Kt.’s
5th, then take the interposed Q. B's P. with Kt., and upon

* You must not play 5. Kt. takes K. B's P., on account of 5. Q. to
K. R’s 5th.

+ If he take the B. with Q’s P., you exchange Queens, and then takc
K. B's P. w'th Kt. (ch.), winning the R.
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his taking your Kt. as his best, you take the P. with B. (ch.),
and afterwards the R., and although you give up two minor
Pieces for the R. and Pawns, your game will be preferable to
his. But he may also, at his 5th move, play P.to Q. B's 3rd,
and, as the subjoined variation shows, maintain a good defeuce,

5. P. to Q. B’s 3rd.

6. B. takes Kt.* 6. Q. to R’s 4th (ch.)
{You may castle without any disadvantage, instead of taking the K¢,
7. Qs Kt. to B’s 3rd. 7. Q. takes K's Kt,
8. B. to Q. Kt.’s 3rd. 8. B. to Q. B’s 4th.
9. Castles.
The positions are about equal.
6. Castles. 6. P. to Qs 3rd.
7. Kt. to K. Kt.'s 4th. 7. B. to K's 2nd.
Your game is less confined than his, but you have very little
advantage.

If at his 6th move, instead of P. to Q's 3rd, he play 6. Kt.
takes K's P, the gaumne would probably be caxried on thus:—
6. Kt. takes K's P,
7. Kt. takes K. B’s P. 7. K. takes Kt
8. B. takes Kt. (ch.) 8. K. takes B.
9. Q. to K. Kt.’s 4th (ch.)

And you afterwards gain the Kt., and have a winning position.
Having examined the consequences arising from Black's
taking your Queen's Pawn with the Anight at his third move
in this game, the next will be devoted to the variations which
spring from his taking it with the King’s Pawn.

GAME THE SECOND.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K's 4th.
2. K's Kt. to B's 3rd. 2. Qs Kt. to B's 3rd.
3. P. 10 Qs 4th. 3. P. takes P.

In the preeeding game it was remarked that later authors, i
opposition to Lolli, regarded this as Black’s better way of
taking the Pawn.

* A powerful attack may now be got by taking the K. B’s P. with Kt.
(See game between Messrs. Cochrane and Walker, at the end of the
present Chapter.)
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You have now two modes of proceeding, either to retake
the Pawn with your Kt. at once, or leave it to bring out your
King's B., and thus be enabled to castle, and get the rest of
your forces into action speedily. The latter is by far the
more general practice, and gives rise to situations of greater
beauty and diversity than the former; we will first, therefore,
proceed to consider the consequences of this line of operation,
and afterwards examine those attendant on the immediate
capture of the Pawn. (Sce Game the Sixth.)

4. K's B. to Q. B's 4th. 4. K's B, to Q. B's 4th.

Authorities are divided on the subject of Black’s 4th move,
some advocating the check with the Bishop, and others the
move shown here; an analysis of the variations springing from
both will follow (for the former, sce next game), so that you may
compare and judge between them.  There are also three other
moves at his command, viz., 4. P. to Qs 3rd, K. Kt. to B's
3rd, and 4. Q. to XK. B's 3rd, each of which shall be subse-
quently examined. (Sce Variations IIT and IV.)

5. P. to Q. B's 3rd. 5. P. to Q’s 6th.

You might also play K. Kt. to his 5th (Sce Variation 1.), or
castle at this point, as in Variation II.; both of thesc moves
will be examined hereafter. Black's 5th move is that for-
merly advised as best by the chief writers; if instead he
should play 5. P. takes P., you may take the K. Bs P.
with your B. (ch.), and if he take B. with K., you play
Q. to her 5th (ch.), and then take his B. Ile may, how-
ever, adopt the move suggested by Jacnisch of 5. K's Kt. to
B's 8rd, and resolve the game into a position of the “ Guioeo
Piano,” which we arrive at in that game by these moves:—

1. P. to K's 4th. 1. P. to K’s 4th.

2. K’s Kt. to J’s 3rd. 2. Q's Kt. to B’ 3rd.
3. K’s B. to Q. B’ ath, 3. K’s B. to Q. B’s 4th,
4. P. to Q. B’s 3rd. 4. K's Kt. to B's 3rd.
5. P. to Qs 4th. 5. P. takes P.

The result of which is considered an even game. (Sce the
* Guioco Piano.”

6. P. to Q. Kt.'s 4th. 6. B.to Q. Kt.’s 8rd.
7. P. to Q. Kt.’s 5th, 7. Q. to K's 2nd.

For yowmr 7th move the best writers have heretofore 1-com
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mended Q. to her Kt.’s 3rd, in which case the following
INOVES ensue i=—

7. Q. to her Kt.’s 3rd. 7. Q. to K. B’s 3rd.
8. Castles, 8. P. to Qs 3rd.
9. B. takes doubled P. 9. Q's B. to K’s 3rd.

10. Q. to her B’s 2nd.* 10. Kt. to K’s 2nd.
11. Q’s B. to Kt.’s 2nd.F 11. Q’s Kt. to K’s 4th,
12, Kt, takes Kt. 12. P. takes Kt.

You have still a little attack, but the advantage on your side
is very slight.

The move of 7. P. to Q. Kt.’s 5th occurs in a game lately
played between the writer and Mr. Harrwitz, and has been
sanctioned in practice since by some of the best players in
the country; if Black, in reply, play 7. Kt. to Q. R’s 4th, or
Kt. to his 8q., his Kt. for some moves is inactive, and White
has time to deveclope his forces; if he answer with 7. Kt. to
K's 2nd, White plays Q. to her Kt.'s 3rd, and should win.
The move adopted by Mr. Harrwitz, of 7. Q. to K's 2nd,
appears the best.

8. Castles. 8. Kt. to K's 4th.

9. Kt. takes Kt. 9. Q. takes Kt.
10. Q. to her Kt.'s 8rd. 10. Q. to K. B's 3rd, or
11. P. to K's 4th. K's 2nd.

Yon have a fine game.

* Better than P. to Q. B’s 4th.
+ This move is given in the German ¢ Handbuch,”” but White, it ap-
pears to me, may try the subjommed with safety :-—

11. B. to K. Kt.’s 5th. 11. Q. to K. Kt.’s 3rd.
12. P. to Q. Kt.’s 5th. 12. Qs Kt. to K's 4th.}
13. Kt. takes Kt. 13. P. takes Kt.
14, B. takes Kt. 14. K. tahes B,

You now play K. to R’s sq.. and have the better game.

! If he retreat, or go to Q. R’s 4th, you first take K's Kt. with
Q's Bishop, then advance P. to K's bth, exchange the Pieces, and after-
wards take P. with P.
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Variarion 1.,
Beginning at White's 5th movs,
BLACK

5 ¥’'s Kt. to his 5th. 5. K's Kt. to R’s 8rd (hest,
This is his best move; if he play 5. Q's Kt. to K’s 4th, you
proceed as in the present ease, but with a more favourable
game.

6. Kt. takes K. B's P. 6. Kt. takes Kt.

If instead of taking the Kt., he now play 6. B. to Q. Kt
5th (ch.), the result will be to your advantage.
6. B. to Q. Kt.’s 5th {ch.)

7. P. to Q. B’s 3rd. 7. P. takes P.

8. P, takes P. 8. B, takes P. (<h)
9. Q’s Kt. takes B. 9. Kt. takes K's Kt.
10. B. takes Kt. (ch.) 10. K. takes B.

11. Q to K. R's 5th (ch.)
And you have a fine attacking position.
This variation is admirably exemplified in the game between
Mr. Cochrane and M. Deschappelles, at the end of the Chapter.

7. B. takes Kt. (ch.) 7. K. takes B.
8. Q. to K. R's 5th (ch.) 8. P. to K. Kt.’s 3rd.
9. Q. takes B. 9. P. to Q's 3rd.

He might also play 9. Q. to K’s 2nd, which would probably be
followed up thus :—
9. Q. to K’s 2nd,
10. Q to her B’s 4th (ch.) 10. Q. to K’s 3rd
1. Q to K's 2nd, 11. P to Q’s 4th,
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12. P.to K. B’s 3rd. 12. K'sR. to K's &q.
13. Castles. 13. K. to Kt.’s 2nd,
14. Q. to K. B’s 2nd. 14. P. takes K’s P,

15. P. takes P.
The game is in your favour.

10 Q. to her Kt.’s 5th. 10. P. to Q. R's 3rd.
11. Q. to her 3rd. 11. K. te Kt.’s 2nd.

12. Castles. 12. Qs B. to K's 3rd.
18. P. to Q. B’s 3rd. 13. Q. to K. B's 3rd.

14. B. to Q's 2nd.
You appear to me to have the better game.

VariatTioN II,,
Beginning at White's 5th move.—(See the preceding diagram.)
5. Castles. 5. P. to Q's 3rd.

If at this point he move 5. Q. to K. B's 3rd, the resuit will by
somewhat in your favour; for example,—

5. Q. to K. B’s 3rd.
6. P. to Q. B’s 3rd. 6. P. to Qs Jord.
7. P. to Q. Kt.’s 4th. 7. B. to Q. Kt.« 3rd.
8. B. to Q. Kt.’s 2nd. 8. Kt. to K’s 4th.
9. Kt. takes Kt. 9. P. takes Kt.
10, P. takes P, 10. B. takes P.
11. B. takes B. 11. P, takes B.
12, P. to K’ Jsth. 12. Q. to her Kt.’s 3ra.
13. P. to Q. R’s 4th, 13. P. to Q. R’s 4th.
14. P. takes P. 14. R, takes P,

15. Kt. to Q. R’s 3vd.

And although short of Pawns, vour Pieces will soon be in pewerfud co-
operation with each other, and give you the stronger geine,

6. P. 10 Q. B’s 3rd. 6. P. takes P.
He nuay also play without danger 6. . to Q's 6th.
7. Qs Kt. takes P. 7. K's Kt. to K's 2nl.

If instead he move 7. @'s B. to K's 3rd, you get the better
ganme, as follows :—
7. Q’s B. to K's 3rd.

8. B. takes B. 8. P. takes B.

9. K'’s Kt. to his 5th. 9. Q. to her B's sq.
10. Q. to K. R’s 5th (ch.) 10. P. to K. Kt.’s 3rd,
1. Q. to K. Kt.”s 4th. 11, P, to K’s 4th,

12. Kt. to K’s 6th. 12. K’s Kt. to B’s 3rde
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13 Q.10 K. R’s 3rd. 13. K. to his 2nd.
14. Q'sKt. to Q’s 5th {(ch.) 14. Kt. takes Kt
15. P. takes Kt., &ec.

8. K's Kt. to his 5th. 8. Kt. to K's 4th,

And he has at least as good a game as you have. This varia.
tion serves to prove that your castling on the 5th move is less
advisable than the move of 5. P. to Q. B's 3rd.

Variation III.,

Beginning at Black's 4th move.

WIHITE. BLACK.
1. P. to K's 4th. . P. to K’s 4th.
2. K's Kt. to B's 3rd. . Q's Kt. to B's 3rd.
3. P. to 's 4th. . P. takes P.
4. K's B. to Q. B's 4th. . P. to Q's 3rd.

Black now relinquishes the defence of the P. he has gaineu,
but he also, in some degree, neutralizes your attack.

At this point, in the opinion of V. II. der Laza, he may
also equalize the game by playing 4. K. Kt. to B's 3rd, a
variation which this able writer pursucs as follows :—

4. K’s Kt. to I¥’s 3rd.
5. Kt. takes P., or (A.) 5. Kt. takes K's P,
6. B, takes K. B's P. (ch.) 6. K. tawes B.
7. Q. to K. R’s 5th {ch.) 7. P. to K. Kt.’s 3rd.
8. Q. to her 5th (ch.) 8. K. to Kt.’s 2nd.
9. Kt. takes Q’s Kt. 9. Q. to K. R’s 5th.

(Another move suggested by V. H. der Laza for Black, viz., 9. Q. t3
K’s sq., T think preferable to the onc made.)

0. Q. to her 4th {ch.) 10. K. to Kt. s sq.
i1 Kt. to K’s 5th.

I certainly think White bas the better game.

A.

5. P. to K’s 5th ) 5. Kt. to K. Kt.’s 5th.

4. B. tukes K. B's P. (ch.) 6. K. takes B.

7. Kt. to K. Kt.’s 5th (ch.) 7. K. to Kt.’s sq.

8. Q. takes Kt. 8. P.to K. R'¢ 3rd.
These are the moves of the able writer mentioned ; if I am not mistaken,
White should rather play 8. Q. to K, B’s 3rd, instead of taking the Kt.
immediately.
V. H. d. L’s variation proceeds thus :—

9. K’s Kt. to B’s 3rd. 9. P. to Q’s 3-d.
10. Q. to K’s 4th, 10. P, takes K'x P,

[ N
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11. Kt. takes K’s P, 11. Kt. takes Kt.
12. Q. takes Kt, 12. K. to R’s 2nd.
13. Castles. 13. P. to K. Kt.’s 3rd.
14. K’s R. to Q’s sq. 14. B. to K. Kt.’s 2nd.
15, Q. to K. Kt.’s 3rd. 15. P. to Q. B’s 3rd.
16. P. to Q. B’s 3rd. 16. Q. to K’s 2nd.
And it is remarked in the German ¢ Handbuch,”” ¢ Black has not a *ad
game.”’
é. P. to Q. B's 3rd. 5. P. takes P.

If you castle at this moment, Black will play 5. Q's B. to K.
Kt.'s 5th, and sustain his P. In reply to your move of 5. P.
to Q. B's 3rd, Black may play 5. Q's Kt. to K's 4th, where.
upon you may take the P. with P., and when he takes your
B., you can check with the Q. at her R’s 4th, und then take
the Kt. In the German “ Handbuch,” Black is made to play
5. Q's B. to K. Kt."s 5th; but there is evidently some mistake
in the calculations, because although after a few moves the
game is pronounced cqual, Black in reality is minus a Picce.
He may, however, scemingly, move 6. K’s Kt. to B's 3rd,
instead of taking the P. with P., but in that case also, your
Picces have greater freedom than his.

6. Q's Kt. takes P.
You have certainly the advantage in positien.

VariatioNn IV,

Beginning also at Black's 4th move.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K's 4th.
2. K’s Kt. to B's 8rd. 2. Q< Kt. to B's 3rd.
3. P. to Q's 4th. 3. P. takes P.
4. X’s B. to Q. B's 4th. 4. Q. to K. B’s 3rd.

This was a defence adopted by Mc Donnell against La Bour-
donnais. It is ingenious, but it gives an irksome and restruined
position to Black for a long time..

5. Castles. 5. P. to Q’s 3rd.
If he play 5. K's B. to Q. B’s 4th, you answer w*h 6. P. to
K’s 5th, and upon the Q. being moved to K. Kt.’s 3rd or

K. B's 4th, you play K's R. to K's sq., threatening to win her
by Kt. to K. R's 4th.

M2
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3. P.to Q. Bs 3rd. 6. P. to Q's Gth.

1t would be bad play for him to take P. with P., because ha
would bring your Qs Kt. into effective action. He might,
however, play 6. Q's B. to K. Kt.’s 5th, with some plausibility.
(e.9)
6. Q' B. to K. Kt.’s 5th,

7. Q. to her Kt.”s 3rd. 7. Castles on Qs «ide.

8. Q’s B. to K. Kt.s 5th. 8. Q’s Kt. to Q. R’s 4th,

9. Q. to her Kt.’s 5th. 9. Q. to K, Kt.’s 3rd.

10. K’s Kt. to K. R's 4th, &e.

7. Q. takes P, 7. Q. to K. Kt.’s 3rd.

8. Q's B. to K. B's 4th. 8. B. to K's 2nd.

9. Qs Kt. to Q. R’s 3rd. 9. . to Q. R's 3rd.
10. Q's Kt. to Q. B's 2ud. 10. K’s Kt. to R's 8rd.

Your game is better opened, but there is no very striking
disparity in the positions.

GAME THE THIRD.

WHITE. BLACK.
1. P. to X's 4th. P. to X's 4th.
2. X’s Kt. to B's 3rd. 2. Qs Kt. to B’s 3rd.
3. P. to Qs 4th. 3. P. takes P.
4. X's B. to Q. B's 4th. 4. B. to Q. Kt.’s 5th (ch.)

Black’s 4th move, as was remarked in the preceding game,
has long been a rerata questio among chess-players; the
ma]onty are of opinion that, if followed by taking the adverse
Q. B's P. and Q. Kt.'s P., it compromises Black's game irre
deemably; but some few believe the two gained Pawns to
be a sufficient equivalent for the disadvantage of position. [t
appears to me that the check may be given without much dan-
ger, but that by taking doth the Pawus, Black subjects himself
to an attack for which hxs superiority of force but poorly
compensates.

5. P. to Q. B’s 3rd. 5. P. takes P.
6. Castles. 8. P.to Q. B's Tth.

Instead of casthng, Mr. Cochrane brought into vogue a very
uovel and ingenious mode of continuing the attack by nox

taking P with Q. Kt P (Sae the next game.)

) =t
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Fer the consequences of Black's taking the second Pawn at
this point, refer to Game the Fifth.

If instcad of either move, he play 6. P. to Q's 31d, or
8. Q. to K. B's 3rd, I think you obtain a slightly better game.
{e.g.) In the first place, suppose,—

6. P. to Qs 3rd.

7. P. to Q. R’s 3rd. 7. B. to Q. R’s 4th,

8. P. to Q. Kt."s 4th. 8. B. to Q. Kt.’s 3rd.

9. Q. to her Kt.’s 3rd. 9. Q. to K. B’s 3rd.
10. Q's Kt. takes P, 10. Q’s B. to K’s 3rd,

(You might also attack the Q. with your Q’s B., and afterwards take the
P. with Q’s Kt.)
11. Q’s K¢, to Q’s 5th. 11. B. takes Kt.

(Ho wouid play ill in taking your Q’s R., on account of 12. @’s 5. to
Kt.’s 2nd.)
12. B. takes B. 12. K's Kt. to K’s 2ud.
13. Qs B. to K. Kt.’s the 313, Q. to Kt.’s 3rd.
14. Q's B. takes K's Kt. 14. K. takes B
15. Kt. to K. R's 4th. 15. Q. to K. 1I3%s 3rd.
16. Kt. to K. B'<5th (eh.)  16. K. to hiv <q. or B's s,
17. s R to Bs ~q. 17. Kt. to Q's »q.
18, P to Q. Kts bth,
And the gained P. is hardly an equivalent for the confinement of his Dieces.

In the seeond place,—

7. P. to K’s bth.

8. P. tahes .

9. Q. to K’s 2nd.
10. Kt. to K. ®’s 4th.

6. Q. to K. B'< 3rd.
7. Q. to K. Ke.’s 3ed.
8. B. to Q. B'< 4th.
9. (s Kt. to Q's sq.
10. Q. to her B’s 3rd.

His game is i1l developed.

7. Q. takes P
8. P.to Q. R's 3rd.
9. P. to Q. Kt.'s 4th.

7. P.to QU's 3rd.
8. B. 1o Q. B’'s 4th.
9. B. to Q. Kt.'s 3rd,

If he play 9. B. to s 5th, you take him with the Kt., and
then move Q. to her B's 3rd ; if he move 9. Kt. to Q's 5th,
you likewise take him, and afterwards take K. B's P. with
your B. (cL.).
10, Q's B. to Kt.'s 2nd. 10. K’s Kt. to B's 3rd.
The game is about even.
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GAME THE FOURTH.

Mz. CoCcHBRANE'S ATTACK.
WHITE. BLACK.

1. P. 10 K’s 4th. 1. P. to K’s 4th.

2, K's Kt. to B's 8rd. 2. Q's Kt. to B's 3nd.
3. P. to Qs 4th. 3. P. takes P.

4. K's B. to Q. B’s 4th. 4. K's B. cheeks.

5. P.to Q. B's 3rd. 5. P. takes P.

6. P. takes P. 6. B. to Q. R’s 4th.

Your move of 6. P. takes P., unless opposed with uncommen
care, will give you a very powerful attack.

7. P. to X’s 5th. 7. P. to Q’s 4th (best)

P. to K’s 5th is the move adopted by Mr. Cochrane ; I have
found 7. Castling (sec Var. 1.} more advantageous, because it
prevents the advance of Black's P. to Qs 4th. If Black
play 7. P. to Q's 3rd, he has a bad opening. (Sce the
game between Messrs. Cochrane and Popert, at the end of
the present Chapter.) Ile may move, however, 7. K's Kt. to
K’s 2nd, as commended by Jaenisch. (e. g.)
7. K’s Kt. to K’s 2nd.

8. Q'sB. to Q. R’s3rd. 8. Castles.

9. Castles. 9. K. to R’s sq.
(If he play 9. P. to Q’s 4th, you take the P. in passing, and the position.

are about equal.)
10. R. to K'’s sq.
He has a P. more, but your position is very superior.

8. Q. takes P. 8. Q. takes Q.
You may also take P. with {". in passing, or P. with K's B. at
your 8th move. In the first place,—
8. P. takes P.in passing. 8. Q. takes P,
9. Q. to her Kt.’s 3rd. 9. Q's B. to K’s 3rd.

{Instead of Q. to her Kt.’s 3rd, you can likewise play 9. Q’s B. to Q. R’s
3rd, or take Q. with Q., but in either case the game is a little in Black's

favour.)
10. Castles. 10. K’s Kt. to K’s 2nd.
11. Qs B. to Q. R's 3rd. 11. B. takes K’s B.
12. Q. takes B. 12. Q. to her 4th,
13. Q. takes Q. 13. Kt. takes Q.
14. R. checks. 14. K’s Kt. to K’s 2nd.
15. Kt. to K’s 5th, 15. Kt. takes Kt.
16. R. takes Kt. 16, Castles on Q's side.

Axd you dare not take either Piece, so Black preserves the Pawn,
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If at the 16th move you take K’s Kt. with B., he answers with P.
to K. B's 3rd.
In the second place,~-

8. B. takes Q’s P. 8. K'’s Kt. to K's 2nd.
9. B. takes Q’s Kt. {(ch.) 9. K’s Kt. takes B.
10. Q. takes Q. (ch.) 10. Kt. takes Q.

11. B. to Q. Kt.’s 2nd. 11. Q’s B. to K. Kt.'s 5th.
12. Q’s Kt. to Q's 2nd.

Even game.
9. B. takes Q. 2. K's Kt. to K’s 2nd.
10 K’s B. takes Q's Kt. (¢ch.)  10. Kt. takes B.
11. Q's B. to K. B's 4th. 11. Castles.
12. Castles. 12. K's R. to K's «q.

18. P. to K. R’s 3rd.
The game is equal.

VariatioN 1.

WHITH.
Moves 1 to 6 on each side as before.

WHITE. BLACK.

7. Castles. 7. P. to Q's 3rd.

If he play 7. K's Kt. to K's 2nd, you may move K’s Kt. to his
5th, and if then he play 8 Q's Kt. to K’s 4th, you can tuke
K. B s P. with Kt., &ec., checking afterwards with Q. at
K. R's 5th, and then mking the Bishop.

8. P. to K’s 5th. 8. Q's B. to K’s 3rd.
If he venture to take 8. P. with P., you win by 9. B. takes
K.B sP. (ch.), and when the K. takes B.. Kt. takes K's P. {ch.).
&c.; the King then has no safe place of refuge.
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%, B. takes B. 9. P. takes B.
10. Q. to herKt.’s 3rd. 10. Q. to B's sq.
11. P. tukes Qs P. 11. P. takes P,

12. K's Kt. to his 5th,
Followed by R. to K's sq., and you appear to me to have a
better game than Black.

GAME THE FIFTH.

WIHITE. BLACK.
1. P to K's 4th. 1. P. to K’s 4th,
2, K's Kt. to Bs 3rd. 2. Qs Kt. to B's 3rd.
3. P. to Qs 4th. 3. P. takes P.
4. K's B. to Q. B’s 4th. 4. K's B. checks.
5. P.to Q. B's 3rd. 5. P. takes .
6. Castles. 6. P. takes Q. Kt.'s P.

La Bourdounais and most leading players coneur in decrying
this second capture of Black's, but hitherto no one has pointed
out the way to win against it.

7. Q's B. takes P. 7. X's B. to his sq.

I believe this to be the best defence of his Kt.s P. he has.

Instead of retreating the Bishop, he may play 7. K. to B’s sq.,

the move advised in the German * Handbueh” (See Var. 1.),

7. P.to K. B's 3rd, and 7. K's Kt. to B's 8rd.  The effeet of

playing cither of the latter moves may be shown before pro-

cceding further.  In the first place then, suppose—
7. P. to K. B’s 3rd.
8. P. to K’s 5th. 8. F. takes P,

(You may likewise play 8. Q. to her Kt.’s 3rd, and 8. Kt. to K. Kt.’s 5th,
in buth cases with a fine attack. If Black, instead of taking the P.
with P., tuke it with kis Kt., you take Kt. with Kt., and then play Q.
to her Kt.’s 3rd.)

9. K’s Kt. takes P. 9. Q’s Kt. takes Kt.
10. Q’s B. takes Kt. 10. K’s Kt. to B’s 3rd.
11. Q. to her R’s 4th, 11. Q. to K’s 2nd

(If he play 11. B. to K’s 2nd, you can then move your K's R. to K’s sq.,
and if 11. P. to Q. B’s 4th, you may play 12. P. to Q. R’s 3rd, and
then Q’s R. to his 2nd.}

12. Q’s B. takes Kt. i2. P, takes B,
13, P. to Q. R's 3cd. 13. B. to Q. B’s 4th,
i4. Q’s Kt. to B's 3rd.

You have a fine game,
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In the next place—

7. K’s Kt. to B's 3rd.
8. K’s Kt. to his ith, 8. Castles.
9. P. to K’s 5th. 9. K’s Kt. to his 5th.

{If he move 9. Kt. to K’s sq., you must reply with 10. Q. to K. R’s 5th,
having an easy game. He may also play 9. P. to Q’s 4th, or 9. P. ta
K. R’s 31d, and m each case you can take his Kt. with the P., and wall
have the better game.)

10. Q. takes Kt. 10. P. to Q’s 4th.
11. P. to K’s 6th, 11. P. takes K’s B.
12. Kt. takes K. B’s P. 12. R. takee Kt.
13. P. tukes R. (ch.)

And you win.

Now to resume the original game.

8. Q’s Kt. to B’s 3rd. 8. K’s Kt. to R's rd,

I believe your 8th mose to be better than either Q. to her 5th
or P. to K’s 5th, (both of which, with careful play on Black's
part, should result in a drawn game), and that after this sortie
of your Q's Kt, the bomd affnds no satisfactory defence for
the second player.

9. P. to K's 5th. 9. K's B. to K's 2ud.
10. Qs Kt to K s 4th. 10. Castles.
11. Q to her 2nd. 11. . to Q's 3ad.

12. Kt to K. Bs 6th (ch)
You have an excellent attack.

Varia1ion 1.,

Beyinnmg at Black's Tth move.
BI ACK

FETIEY
1111 1u1
L YO 4

[ dsad {Mm
/
@ Qg
- -‘ V 4.7; “
.

F) gdx

i%m@m%
43 4“\ Yj’ Iﬁ@’

WHITF,
Moves 1 to 7 as before.
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WHITE. BLACK.
7. K. to B's 8q.
§. P. to K’s 5th. 8. Q. to K's 2nd.
9. P. to Q. R’s 3rd. 3. B. to Q. B's 4th.

He has the choice of two evils, either to play thus, and permit
you to bring out the Q's Kt., or to move his B. to Q. R's 4th,
and occupy the only attacking sq. which is open tohis Q's Kt

10. Q's Kt. to B's 3rd. 10. P. to Q's 3rd.
11. Q's Kt. to Q's 5th. 11. Q. to her 2nd.
12. R. to K's sq. 12. P. takes K's P.
13. Q's B. takes P. 13. Kt. takes B.
14. Kt. takes Kt. 14. Q. to her sq.

15. Kt. takes K, B's P.
And you must win.

The foregoing is an analysis of the most important combina.
tions which proceed from your playing B. to Q. B's 4th at the
4th move, instead of taking the Pawn with your Kt. The next
consideration must be the consequences to be looked for* from
the latter course of action.

GAME THE SIXTH.

WHITE., BLACK.
1. P. to K's 4th. 1. P. to X's 4th.
2. K's Kt. to B’s 3ra. 2. Q's Kt. to B's 3rd.
8. P.to Q's 4th. 3. P. takes P.
4. Kt. takes P. 4. Q. to K. R's 5th.

The move of 4. Kt. takes P., I believe to have been censured
without good cause, and that it may be made with perfect
security. The chief objcction advanced agninst it, is the
eounter move by Black of Q. to K. R’s 5th; a mancuvre which
is highly ingenious certainly, and has been approved by every
writer of eminence from the time of its introduction, but
which I have the temerity to think has been somewhat over
estimated. The usual modes of opposing this move of the
Queen have been by playing 5. Q. to her 3rd, or 5. Q'sKt. to
B's 3rd, and the result in each case is favourable for Black, as
you will see in the following examples. Firstly—

5. Q. to her 3rd. 5. K's Kt. to B’s 3rd.
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He may also play as advised by Jaenisch, 5. Q’s Kt. to K’s 4th, aud
obtain a fine game.)

6. Kt. takes Q’s Kt. 6. Q’s P. takes Kt.
7. P. to K's 5th. 7. K’s B. to Q. B's 4th.
8. @’s B. to K’s 3rd. 8. B. takes B.
(1f you take the Kt. at your 8th move, he will win your Q. at least.)

9. Q. takes B. 9. Kt. to his 5th.

10. Q. to K’s 2nd. 10. Q. to K’s 2nd.

11. P. t7 K. B’s 4th. 11. Q. to her Kt.’s 5th (ch.)

And he has the better game.
Secondly—

5. Q’s Kt. to B’s 3rd. 5. K’s B. to Q. Kt.’s 5th.
6. Q. to her 3rd. 6. B. takes Kt. (ch.;
7. P. takes B, 7. K’s Kt. to B’s 3rd.

He has the advantage.

These were the aceepted methods of replying to Black’s 4th
move, until a few months ago Mr. Horwitz originated another
mode, which is, 1 think, deserving more attention than it hae
received ; this is—

5. K's Kt. to Q. Kt.’s 5th. 5. K's B. to Q. B's 4th.

In an interesting article on the Scotch Gambit, in the * Berlin
Schachzeitung,” for October, 1846, we find this move of Mr.
Horwitz's is reviewed, and the writer, in answer to it, suggests
that Black may take the K's P. (ch.),and afterwards establish
a good defence (the result of this way of play will be shown in
Var. 1.); he is of opinion, too, in common with most players
here, that the move in the text of 5. K's B. to Q. B’s 4th,
entirely foils the previous device of White. Upon this point
}' ﬁm disposed to differ with him. The game now proceeds as
ollows :=—

6. Q. to K. B’s 3rd. 6. Q's Kt. to Qs 5th.

Black’s 5th and 6th moves were suggested by some members
of the London Club, and have been supposed by those who
have examined them, including the writer of the article just
spoken of and Mr. Horwitz himself, to compel the exchange
of Knights, and thus completely nullify the first attack. I
believe, however, that the exchange of Pieces is not impera-
tive, and that this play of the B. and Kt., so far from weaken-
ing your game, adds much to its power. In proof, I venture
to submit the following train of play :=—
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7. Kt. takes Q. B's P. (ch.) 7. K. to Q's sq. (best)
8. Q. to K. B's 4th. 8. Kt. takes Q. B's P, (sh.]

He has apparently no stronger move.
9. K. to Qs sq. 9. Q. tukes Q.
Any other play would be still more dicadvantageous to him.

10. B. takes Q 10. Kt. takes Q's R.
11. Kt. takes Q's R.

I believe the best answering moves have been made by Black,
and now, upon surveying the aspect of the board, there can be
no question, I apprehend, that your game is much superior.
The Kt. which has captured your Rook, he ean never extri-
cate, while, to secure yours in the same position, he must loso
many moves, and thus afford you ample time for the develop-
ment of your remaining forees.

VARIATION,
Beginning at Black's 5th move,

WITITL. BLACK.
. P. to K's 4th. . P.to K's 4th.
K's Kt to Bs 3rd. . Q's Kt. to B's 3rd.
. Poto Qs 4th. . Potakes P
. Kt. takes P, . Q. 1o K. R's 5th.
. Kt. to Q. Kt.'s 5th. . Q. takes K's P. (¢h.)

This is the other mode of play for Black proposed by the
German writer, and he pursues 1t thus :—

6. B. to K's 2ud. 6. K. to Q's sq.

If he take the K. Kt.’s P., you move K's B. to lis 3rd, &e.,
and if instead of moving his King, he play 6. K's B. to Qs
3rd, you take the B. with your Q., and must win - the
exchange.” 1lle may, however, play another move, viz.,
6. K's B. to Kt.’s 5th (ch.), the consequences of which it
may be well to examine briefly.

b 0O RO e
D o B

6. K’s B. to Q. Kt.’s 5th (ch.)
7. B. to Qs 2ud. 7. K. to Qs sq.
8. (lastles.
In this <ituation T think, m opposition to the able writer men-
tioned, that Black's game is vastly juferior to vours, nd that
with his King so circumstanced, the loss of your Pawn i
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actually an advantage, since it affords so much scope for the
attack of the Rooks.

7. Castles. 7. P.to Q. R’s 8rd.

8. Q's Kt. to B's 3rd. 8. Q. to K's sq.
This is the retreat proposed by the German eritie; if the Q.
be moved to K's 4th, you first play Q’s Kt. to Q's 5th, and if
then he take the other Kt., you reply with Q's B. to K. B's
4th, and have a better game.

9, I’s Kt. to Q's 4th.
And again, I believe, with the strangely changed positions of
his King and Queen, and the facility afforded you for bringing
the Pieces into innmediate action, that the game is very much
in your favour.

GAME THE SEVENTII.
Parying from the preceding at Black's 4th move,

WHITE. BLACK.
1. P.to K's ith. 1. P. to X's 4th.
2. K's Kt. to I's 3rd. 9. s Kt. to B's 8rd.
3. P.to Q's 4th. 3. P. takes P.
4, Kt. takes P. 4, K's B.to Q. B's4th.

This is probably his strongest move: he may, though, play
4. Kt. takes Kt., and resobve the game into a position of a
former example, which we arrive at there by—

1. P.to K' tth. 1. P. to K’s 4th.

2. K'« kt to B’s 3id 2. @’s Kt. to B’s 3rd.
3. P. to Qs 4th. 3. Kt. takes P.

4. Kt. takes K¢. 4. P. takes Kt.

5. Q. tahes P.

5 XKt. takes Q's Kt. 5. Q. to K. B’s 3rd.

6. Q. to X. B’s 8rd. 6. Q. takes Q.

7 P. takes Q. 7. Q. Kt.s P. tukes K¢

8 Q's B. to K. B's 4th. 8. P. to Qs 3rd.

3. K's B. to Q. B's 4th. 9. Qs B. to K's 3rd
10. Q's Kt. to Q's 2nd.

And the game is m every respeet equal.
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GAMES

ILLUSTRATIVE OF THE QUEEN’S PAWN OR SCOTCH

GAMBIT.

(From the Chess-Player's Chronicle.)

Gaxe I.—Played in the celebrated match between thd
London and Edinburgh Chess Clubs, 1826.

wHITE. (Edinburgh.) Brack, (London.)
1. P. to K's 4th. 1. P. to K’s 4th.
2. K. Kt to B’s 3rd. 2. Q. Kt. to B’s 3rd.
3. P. to Q’s 4th. 3. Kt. takes P.
4. Kt. takes Kt., 4. P. takes Kt.
5. Q. takes P. 5. K. Kt. to K’s 2nd.
6. K. B. to Q. B’s 4th, 6. Kt. to Q. B’s 3rd.
7. Q. to her bth. 7. Q. to K. B’s 3rd.
8. Kt. to Q. B’s 3rd.* 8. K. B. to Q. Kt.’s 5th.
9. Q. B. to Q’s 2nd. 9. P. to Q’s 3rd.
10. K. B. to Q. Kt.’s 5th. 10. Q. B. to Q’s 2nd.
11. Q. to her B’s 4th. 11. K. B. to Q. B’s 4th.

22. Castles on K's side. 12. Castles on K'’s side.
13. Q. to her 3rd.t 13. Kt. to K’s 4th.

14. Q. to K. Kt.’s 3rd. 14. B. takes B.

15. Kt. takes B. 15. P. to Q. B’s 3rd.
16. Kt. to Q. B’s 3rd. 16. Kt. to Q. B’s 5th.
17. B. to K. Kt.’s 5th, 17. Q. to K. Kt.’s 3rd.
18. P. to Q. Kt.’s 3vd. 18. P. to K. B’s 3rd.
19. B. to Q. B’s sq. 19. Q. takes Q.

20. K. R. P. takes Q. 20. B. to Q’s 5th.

21. P, takes Kt. 21. B. takes Kt.

22. Q. R. to Kt.’s sq. 22, P. to Q. Kt.’s 3rd.
23. K. R. to Q’s sq. 23. Q. R. to K’s sq.
24. Q. R. to Q. Kt.’s 3rd. 24, B. to Q. R’s 4th.
25. P. to K. B’s 3rd. 25. P. to K. B’s 4th.
26. 1. takes P. 26. Q. R. to K’s 7th.}
27. P. to K. Kt.’s 4th. 27. Q. R. takes Q. B. P.

* Castling would have been better play, because Biack would then have
had no favourable opportunity of bringing their K. B. into the ficld.
+ Kt. to Q’s 5th looks a tempting move, but it would have been & very
bad one for them. {e. g.)
13. Kt. to Q’s 5th.
14. Kt. takes Q. B. P.
15, Kt. to Q’s 5th.
16. Q. to K’s 2nd.
17. Q. to K's sq.

13. Q. to K. R’s 5th.

14. Q. R. to Q. B’s sq. '
15. Kt. to K’s 4th,

16. Q. B. to K. Kt.”s 5th.

17. Kt. to K. B’s 6th (ch.)

And Black win.

3 Thev thould have taken the P. with K’s Kook.
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28, B. to K. B’s 4th, 28. Q. R. takes Q. B. ¥.
29. B. takes Q. P. 29. K. R. to K’s sq.

30. Q. R. to his 3rd. 30. P. to K. R’s 3rd.

31. B. to Q. B’s 7th, 31. R.to K’s 2nd.

32. K. R. to Q’s 8th (ch.) 32. K. to R’s 2nd,

33. R. to Q. B’s 8th. 33. Q. R. to B’s 8th (ch.)
34. X. to his R’s 2nd. 34. K. R. to K’s 8th.

35. K. to his R’s 3rd 35. R. to K. R’s 8th (ch.)
36. B. to K. R’s 2nd. 36. B. to Q. B’s 6th.*
37. P. to K. B’s 4th. 37, B.to Qs 7th.

38. P. to K. Kt.’s 3rd. 38. B. to Q. R’s 4th.t
39. Q. R. to K’s 3rd.% 39. Q. R. to Q. B's7th,
40. P. to K, Kt.’s 5th 40. K. R. takes B. (ch.)
41. K. to his Kt.’s 4th. 41. P. to K. R’s 4th (ch.)
42. K. to B’s 3rd. 42. K. R. to B’s 7th (ch.)
43. K. to his 4th. 13. P, to K. Kt's 3rd.

44. K. R. to Q. B’s 7th /ch.) 41, K. to s Kt.'s sq.

45. K. to his 5th. 45. Q. R. to Q. I¥'s 4th (ch,
46. K. to B’s 6th. 46. Q. R. takes P, {ch.)
47. K. takes P. 47. Q. R. to K. B’s sq.
48. K. R. to K. Kt.'s 7th (ch.) 48. K. to R’s sq.

49. K. to R’s 6th. 49. B. to Q. Kt. s 5th.
50. Q. R. to K’s 6th, 50. Q. R. to K. B's 4th.
51. K. R. to R’s 7th (ch.) 51. K. to his Kt.’s sq.

52. Q. R. to K. Kt.'s 6th (ch.) 52. K. to B’s sq.

53. Q. R. takes B. P. 53. Q. R. to Q. B’s 4th.
54. Q. R. to K. B’s 6th (ch.) 54. K. to his sq.

* From the subjoined variation it appears that they would not bavs
improved their game by the move of B. to Q's 7th.
36. B. to Q’s 7th.
37. B. to K’s 6th,
38, B. to K. Kt.’s 8th.
30. R. tukes B. (ch.)

37. Q. R. to R’s 4th.
38. Q. R. to K’s 4th.
39. Q. R. to K’s 8th.
40. K. to Kt.’s 3rd.
And White must win.
+ If Black had played their Rook to Q. B’s 7th, the opposing party
would bave moved P. to K. Kt.’s 5th. (e. g.)
38. R. to Q. B's 7th.
39. P. to K. Kt.’s 5th. 39. P. takes P., or (A.}
40. Q. R. takes Q R. P
And White wins.
A)
39. K. R. takes B.
40. K. to his Kt.’s ith.
Black caunot save the gaice.

the game is admirably played.
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55. P. to K. Kt.’s 6th. 55. Q. R. to Q. B’s §th
§6. P. to K. Kt.’s 4th, 56. B. to K. B’s sg. (¢,
57. R. takes B. (ch.) 57. K. takes R.

58. P. to K. Kt.’s 7th (ch.) 58. K. to 8’s 2nd.

59. R. to K. R’s 8th. 59, Q. R. to B’s 3rd (ch.)

60. K. to his R’s 7th.
And Black resigned.

GaME Il.~Between Messrs. Cochrane and Walker.
wHiteE. (Mr. C.) BrLack. (Mr. W.)

1. P. to K’s 4th. 1. P. to K’s 4th.

2. K. Kt. to B’s 3rd. 2. Q. Kt. to B’s 3rd.

3. P. to Q’s 4th. 3. Kt. takes P,

4. Kt. takes P. 4. Kt. to K’s 3rd.

5. B. to Q. B’s 4th. 5. P.to Q. B’s 3rd.

6. Castles. 6. K. Kt. to B's 3rd.

7. Kt. takes K. B. P.* 7. K. takes Kt.

8. B. takes Kt. (ch.) 8. K. tukes B.

9. P, to K’s 5th, 9. Kt. to Q’s 4th.
10. P. to Q. B’s 4th. 10. Kt. to Q. Kt.’s 31d.
11. K. to R’s sq. 11. P. to K. R’s 4th.
12. P. to K. B’s 4th, 12. P. to K. Kt.’s 3rd.
13. P. to K. B’s 5th (ch.) 13. K. takes K. P.

14. B. to K. B’s 4th (ch.)
And Black lost the game.

GamE IIL.—Between Messrs. Cochranc and Deschappellcs.
waite. (Mr. C.) suack. (M. D.)

1. P. to K’s 4th, 1. P. to K’s 4th,

2. K. Kt. to B’s 3rd. 2. Q. Kt. to B’s 3rd.
3. P. to Q’s 4th. 3. P. takes P.

4. K. B to Q. B’s 4th. 4. K. B. to Q. B’s 4th.
5. K. Kt. to Kt."s 5th, 5. Q. Kt. to K’s 4th.t
6. K. B, takes B. P. (ch.) 6. Q. Kt. takes B.

7. Kt. takes Kt. 7. B. to Q. Kt.’s 5th (ch.)
8. P. to Q. B’s 3rd. 8. P, takes P.

9. P. takes P. 9. K. B. tukes P, (ch.)
10. Q. Kt. takes B. 19. K. takes Kt.
11. Q. to her 5th (ch.) 11. K. to B’s square,

* We are indebted to Mr. Cochrane for this ingenious variation from
the ordinary opening.

+ This is not the correct move, he should have played K. Kt. to B’s
8rd.
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i2. Q. B. to R’s 3rd (ch.)
13. P. to K’s 5th.

34. P. takes P.*

15. P. takes E. (dis. <h.)
16. Kt. takes Q.

17. Castles on K's side.
18. B. to Q's 6th.

19. Q. B. to K. Kt.’s 3rd.

20. Q. R. to Q’s square.

21. K. R. to K’s square (ch.)
22. Q. R. takes B.

23. Q. R. to his bth.

24. Q. R. to Q. B’s 5th.

25. K. R. P. takes Kt.

26. K. R. to Q’s square.

27. K. R. to Q's 3rd.

28. Q. R. to K. B’s 5th (ch.)
29. K. R. to Q’s 8th (ch.)
30. R. to K. B's 8th (ch.)
31. P.takes

., becoming a Q. (ch.)
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12. P. to Q's 3rd.

13. Q. to K. Kt.’s 4
14. Q. takes Q.

15. K. to B’s 2nd.

16. Q. B. to Q’s 2nd.
17. Q. R. to Q. B’s square
18. K. to his 3rd.

19. Q. B. to his 3rd.
20. B. takes Kt.

21. K. to B’s 3rd.

22, K. Kt. to R’s 3rd.
23. Kt. to K. B’s 4th.
24. Kt. takes B.

25. K. to B’s 2nd.

26. K. R. to K’s square.
27. K. R. to K’s 2nd.
28. K. to his square.t
29. R. takes R.

30. K. takes R.

And White wins.

Gamg IV.—Between Mcssrs. Popert and Stauntor.

waite. (Mr. 8.)

1. P. to K’s 4th.

2. K. Kt. 1¢c B's 3rd.

3. P. to Q's 4th.

4. K. B. to Q. B’s 4th.

5. P. to Q. B’s 3rd.

6. Castles.

7. Q. takes P,

8. P.to Q. R’s 3rd.

9. P. to Q. Kt.’s 4th.
10. Q. B. to Q. Kt.’s 2nd.
11. P. to K’s 5th.

12. Kt. takes P.

13. B. takes Kt.

14, Q. Kt. to B’s 3rd.

15. Q. B. to K. Kt.’s 3rd.
16. Q. R. to K's sq.

17. Q. to her Kt.’s 3rd.

BLACK. (Mr. P.)

1. P. to K’s 4th,

2. Q. Kt. to B’s 3rd.

3. P. takes P.

4. K. B. checks.

5. P. takes P.

6. P. to Q. B’s 7th.

7. P. to Q's 3rd.

8. B. to Q. R’s 4th.

9. B. to Q. Kt.’s 3rd
10. K. Kt. to B’s 3rd
11. P. takes P.

12. Kt. takes Kt.

13. Castles.

14. Kt. to K. Kt.’s 5th.
15. Q. to K. Kt.’s 4th.
16. Q. B. to K. B’s 4th,
17. P. to Q. B's 3rd.}

* The termination of this game is very ingeniously played by Me

Cochrane.

+ K. to his 3rd would have saved the gume.
" Highly ingenious, the object beiug to tempt White to attack the
Rook that Black might be enahled to take the K. B. P

N



178 CHESS-PLAYER'S HANDBOOK.

18. B.to Q’s 6th.

19. B, takes K. R.*
20. K. B. takes K. B. P. (ch.)
21. B. to Q’s 5th.t
22. Q. takes P,

23. P. takes B.

24, K. to Kt.’s 2nd.
25. Kt. to K.’s 4th.
26. Q. to K. Kt.’s 5th,
27. R. takes Kt. (ch.)
28. K. takes B.

18, Kt. takes K. B, P,

19. Q. B. to K. R's 6th.¢t
20. K. takes Q. B.

21. Q. B. P. takes B.

22, Q. to K. B’s 3rd.

23. Kt. takes P. (double checlz,)
24. Kt. to K. B’s 7th.

25. Q. to K. Kt.’s 3rd (ch.)
26. Q. to her B’s 3rd.

27. B. takes R.

28. K. to Kt.’s sq.

White wins.

Gaue V.—Between Messrs. Cochrane and Popert.

waITE. (Mr. C.)
1. P. to K’s 4th.
2. K. Kt. to B’s 3rd.
3. P. to Q’s 4th.
4. K. B. to Q. B’s 4th.
5. P. to Q. B’s 3rd.
6. P. takes P.
7. P. to K’s 5th.
8. Q. to her Kt.’s 3rd.
9. Castles
10. Q. B. to Q. R’s 3rd.
11. Q. Kt. to Q’s 2nd.
12. K. Kt. takes P,
13. Q. to Kt.’s 5th (ch.)
14. K. R. to K's sq. (ch.)
15. B. takes B.
16. Q. takes Q. Kt. P.||
17. Q. takes Kt. (ch.)
18. Kt. to K’s 4th,
19. Kt. to K. Kt.’s 5th (ch.)
20. Q. takes K. P. (ch.)

BrLack. (Mr. P.)

. P to K’s 4th.

. Q. Kt. to B’s 3rd
. P. takes P,

. B. checks.

. P. takes P.

. B. to Q. R’s 4th.
. P.to Qs 3rd.§

. Q. to K’s 2nd.

. Q. P. takes P.

10. Q. to K. B’s 3rd.
11. Q. B. to K. B’s 4th.
12. Kt. takes Kt.

13. Q. Kt. to B’s 3rd.
14. Q. B. to K’s 3rd.
15, P. takes B.

16. R. to Q’s sq.

17. K. to his B’s 2nd.
18. Kt. to K's 2nd.
19, Q. takes Kt.

(R U

w W~

And White wins.

* If he had taken the Kt,, Black would have had a fine position of

offence.

+ This is very skilful, nothing but the nicest care can save White’s

game.
+ The only move apparently to avert the threatened defeat.
5 In the analysis of this opening it is shown that the better move is—

7. P. to Q’s 4th,

ii This game is admirably plaged by Mr. Cochrane.



KING 8 KNIGHI'S OPENING. 179

Game VI.—Betwecen Messrs., Horwitz and Stauntun

warre, (Mr. H.) BLack. (Mr. 8.)°
1. P. to K’s 4th. 1. P. to K’s 4th.

2. K. Kt. to B's 3rd. . Q. Kt. to B's 3rd.

N

R, P. to Q’s 4th. 3. P. takes P.

4. Kt. takes P, 4. Q. to K. R’s 5th.*

5. K. Kt. to Q. Kt.’s 5th.t 5. Q. takes P. (ch.) %

6. B. to K’s 2nd. 6. Q. to K's 4th. §

7. P. to K. B’s 4th. 7. Q. to her B’s 4th.

8. Kt. takes Q. B. P. (ch.) 8. K. to Q’s sq.

9. Kt. takes R. 9. K. Kt. to B’s 3rd.
10. Q. Kt. to B’s 3rd. 10. XK. B. to K’s 2ud.
11. Q. to her 2nd. 11. R. to K’s sq.

12. Q. Kt. to Q. R’s 4th. 12. Q. to K. B’s 4th.

* This move, which was introduced by a brilliant amateur or the Lon.
don Chess Club, a few years ago, has been approved by the best writers,
Bilguer, Lewis, Jaenisch, &c., since, as the most effectual way of wrest-
ing the attack from the opening player ; but an examination of the highly
ingenious rejoinder, devised by Mr. Horwitz, will have the effect, if we
mistake not, of considerably weakening the reliance of players upon this
favourite variation in futuie.

+ This is the ocounter move invented by Mr. Horwitz. He had long
felt assured, he tells us, that the fourth move of Black was unsound,
and, after much pondering and analysis, it occurred to him that Kt. tu
Q. Kt.’s 5th might be satisfactorily opposed to it. The following moves
will serve to show the effect this move is likely to have upon the subse.
quent game of the second player. Suppose,—

WHITE. BLACK.
5. Q. takes P. (ch.)
(It is with this object Black plays his Q. out.)

6. B. to K’s 2nd. 6. K. B. to Q’s 3rd, or (A.)
7. Q. takes K. B. 7. Q. takes K. B. (ch.) (best)
8. K. takes Q. 8. P, takes Q.
9. Kt. to Q. B’s 7th (ch.)
‘Winning the exchange.
(A.)
6. K. to Q’s sq.
7. Castles, 7. Q. R. P. one,
8. Q. Kt. to B’s 3rd. 8. Q. to K’s 4th.
9. Q. Kt. to Q’s 5th. 9. P, takes Kt.
10. Q. B. to K. B’s 4th. 10. Q. to her 5th.
11. Q. B. takes P. (ch.) 11. K. to his sq.

12. Kt. to Q. Kt.’s 6th.
1 He plays in evident unconsciousness of the perils with which his
opponent’s new attack surrounds him.
§ Throwing away the game at once.
N2
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13. Castles. 13. Kt. to K’s 5th,

11. Q. to her 3rd. 14. Q. to K’s 3rd.

15. P. to K. B’s 5th. 15, Q. to K. B’s 3rd

16. Q. B. to K. B’s th, 16. K. B. to Q’s 3rd.

17. B. takes B. 17. Kt. takes B.

18. Q. R. to Q's sq. 18. Q. Kt. to Q. Kt.’s 5th,
19. Q. takes Kt. 19. Q. takes Q.

20. R. takes Q. 20. R. takes B.

21. P. to Q. B’s 3rd. 21. Kt. to Q. B’s 7th.

22. P. to K. B’s 6th, 22. P. to K. Kt.’s 3rd.

23. K. R. to Q’s sq. 23. Kt. to K’s 6th.

24. Q. R. to Q’s 2ad. 24. R. takes K. Kt. P. {ch.)
25. Q. R. takes R. 25. Kt. takes K. R.

26. R. to K’s 2nd. 26. P. to Q. Kt.’s 3rd.

27. R. to K’s sq. 27. P. to Q. Kt.’s 4th.

28. Q. Kt. to B’s 5th. 28. Kt. takes Q. Kt. P.
29. R. to K’s 7th. 29. P. to Q’s 3rd.

30. Kt. to Kt.’s 7th (ch.) 30. B. takes Kt.

31. R. takes B. 31. Kt. to Q. B’s 5th.

32. R. takes K. B. P. 32. Kt. to K’s 4th.

33. R. takes Q. R. P.
And wins.

Gaur VIIL.—Between Mr. B. Greville and Capt. Kenncdy.
wraite. (Capt. K.) st.ack. (Mr. B. G.)

1. P. to K's 4th. 1. P. to K’s 4th

2. K. Kt. to B’s 3rd. 2. Q. Kt. to B’s 3rd.

3. P. to @'s 4th. 3. P. takes P.

4. Kt. takes P. 4. K. B. to Q. B’s 4th.*
5. Kt. takes Kt. 5. Q. to K. B’s 3rd.

6. Q. to her 2nd. 6. Q. P. takes Kt.

7. Q. Kt. to B’s 3rd. 7. Q. B. to K’s 3rd.

8. K. B. to Q’s 3rd. . Castles on Q’s side.
9. Q. to K. B’s 4th. . P. to K. R's 3rd.
10. Q. takes Q. 10. Kt. takes Q.

© w

11. Castles.

12. Kt. to K’s 2nd.
3. P. to Q. Kt.’s 3rd.
14. Q. B. takes P,

15. Kt. to B’s 4th.

11. P. to K. Kt.’s 4th.
12. P. to K. Kt.’s 5th.
13. K. R. to Kt.’s sq.y
14. Kt. to K. R’s 4th.
15. P. to K. Kt.’s 6th.]

4 T'his perhaps is the strongest way of replying to White’s move of
Kt. takes P.

+ The sacrifice of the P. here to gam an opening on the adverse K,
Rook's file, is the conception of an adept in chess strategy.

+ This and the subsecuent moves of Mr. Greville are of the very first
order of fine play.
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16. Kt. takes Kt. 16. P. takes K. B. P. (ch.)
17. K. to R's square. 17. R. to K. R’s sq.

18. B. to K. Kt.'s 5th. 18. Q. R. to K. Kt.’s sq.
19. Kt. to K. Kt.’s 7th.* 19. K. B. to Q’s 3rd.

20. P. to K. R's 3rd. 20. Q. B. takes K. R. P.
21. P. takes B. 21. Q. R. takes Kt.

22. R. takes P. 22. K. R. takes P. (ch.)
23. K. to Kt.’s square. 23. Q. R. takes B. (ch.)
24. R. to K. Kt.’s 2nd. 24. B. to Q. B’s 4th (ch.)
25. K. to B’s square. 25. K. R. to his 8th (ch.)
26. K. to his 2nd. 26. Q. R. takes R. (ch.)
27. K. to B’s 3rd. 27. Q. R. to B’s 7th {ch.)
28. K. to Kt.’s 3rd. 28. K. R. takes R.

And Black wins.

Gaye VIIL—Between Mr. B. Greville and M. Kieswitzky
waiTE. (Mr. B. G.) srack. (M. K.)

1. P. to K’s 4th, 1. P. to K’s 4th.

2, K. Kt, to B's 3rd. 2. Q. Kt. to B’s jrd.
3. P. to Q’s 4th. 3. P. takes P.

4. K. B. to Q. B's 4th 4. B. to Q. Kt.'s 3th (ch.)
5. P. to Q. B’s 3rd. 5. P. takes P.

6. Castles. 6. . takes P.

7. Q. B. takes P. 7. K. to B’s square.f
8. P. to K's 5th. 8. P. to Q’s 3rd.

9. Q. to her Kt.’s 3rd. 9. K. Kt. to R’s 3rd
10. P. tokes P. 10. P. takes P,
11, P. to Q. R’s 3rd. 11. B. to Q. R » 4th.

12. Q. Kt. to B’s 3rd. 12, K. B. to Q. Kt.’s 3rd.
13. Q. Kt. to Q’s 5th. 13. Q. Kt. to Q. R s 4th.
14. Q. to her B’s 3rd.} 14. K. Kt. to B’s 4th.

15. K. B. to @’s 3rd. 15. P. to K. B’s 3rd.

16. Q. R. to K’s square.§ 16. Q. Kt. to Q. B’s 3rd.

* With the view to play his B. to K. B’s 6th if Black took the Kt.

+ This is inferior, we think, to returning the Bishop home again.

+ The attack is sustained with a good deal of vigour and ingenuity.

§ Threatening to take off the K. Kt., and then plant the Rook at
K’s 7th. The young player will comprehend the importance of the Rook
being so placed from the annexed moves, which are probable when th¢
Rook is played thus. Let us suppose White had now to move,~—

B. takes Kt. B. takes B.

R. to K’s 7th. Q. R. to B’s sq.

Q. to her 2nd. Kt. or R. attacks both Q. and B
R. takes K. B. P. Kt., or R. takes Q.

B. takes K. Kt. P. (ch.)
snd then White wates with the Kt. next move,
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17. Kt. takes K. B, 17. Q. R. P. takes Kt.
18. K. Kt. to his 5th.* 18. Q. R. to his 4ta.
19, B. takes Kt. 19. R. takes B.

20. Kt. to K’s 6th (ch.) 20. B. takes Kt.

21, R. takes B. 21. R. to K’s 4th,

22, Q. to K. R’s 3rd. 22. R. to Q. Kt.’s 4th.
23. B. to Q. R’s square. 23. K. to B’s 2nd.

24, P. to K. B’s 4th. 24. P. to K. R's 3rd.
25. K. R. to K’s square. 25. P. to Q’s 4th.}
26. Q. to K. R’s 5th (ch.) 26. P. to K. Kt.’s 3rd.
27. Q. to K’s 2nd. 27. Kt. to K’s 4th.
28, P. takes Kt. 28. K. takes R.

29. P. takes P. (dis. ¢h.)
Black surrczdera.

Cuarrrr IX.

THE QUEEN’S BISHOI’S PAWN GAME IN THE KING'S
KNIGHT’S OPENING.

TH1s is an offshoot of the King's Knight's Opening, so full of
mterest and variety, that its omission I many of the leading
works on the game is truly unaccountable. Ponziani has
briefly touched on it, and proposed an ingenious sort of
counter-gambit in Black’s reply of 3. P. to K. B’s 4th, and
Major Jaenisch has given some attention to its salient fea-
tures, but it deserves, and, if we mictake not, will yet attain
a higher place in the category of legitimate openings than has
hitherto been assigned to it.

GAME THE FIRST.

WIHITE. BLACK.
1. P to K’s 4th. 1. P to K’s 4th.
2. K. Kt. to B's 3rd. 2. Q. Kt. to B’s 3rd.
3. P. to Q. B's 3rd. 3. P. to K. B’s 4th.

Black’s 8rd move is the counter-gambit suggested by Pon-
ziani. Instead of this move he may play P.to Q's 4th, as
in Variation 1., or 3. K. Kt. to B's 8rd, or 3. B. to Q. B’s 4th,
the result of his adopting either of which will be shown in
the next game.

* Well played, Black dare not capture the Kt.
# After this move the game is quite irretrievable.
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4. P. to Q's 4th. 4. P. takes K. P.

You may bikewise play, tnough not so advantageously, 4. B,
to Q. Kt.’s 5th. (e.g.)

4. B. to Q. Kt.’s 5th. 4. P. tekes K. P,

5. B. takes Kt. 5. Q. P. takes B,

6. Kt. takes P. 6. Q. to K. Kt.’s 4th.

He must win your K. Kt. P., and will be better situated thar you are.

1f in place of either, you take the K. B. P. with P., the fol.
lowing moves will show that Black gets the better game im

4. P. takes P. 4. P, to Q’s 3rd.
5. P. to K. Kt.’s 4th. 5. P. to K. R’s 4th.
6. K. Kt. to his sq. 6. P. takes P.
7. Q. takes P. 7. K. Kt. to K’s 2nd.
8. K. B. to Q’s 3rd. 8. P. to K. Kt.’s 3rd.
And you must lose the Pawn and have an inferior position.
5. Kt. takes K. P. 5. K. Kt. to B's 3rd.
6. K. B. to Q. Kt.’s 5th. 6. P. to Q. R's3rd.

Your move of 6. B. to Q. Kt.’s 5th, is an effectual bar to the
advance of the Q. P., and appears to me to give you am
undeniable advantage in position. Instead of this move, the
German “ 1landbuch,” which only cursorily notices the open-
ing, recommends you to take Kt. with Kt., which gives an

equal game. (e. g.)

6. Kt. takes Q. Kt. 6. Q. Kt. P. takes Kt.
7. Q. B.to K. Kt.’s bth. 7. P. to Q’s 4th.
&e.
7. B. takes Q. Kt. 7. Q. Kt. P. takes B.
if he retake with Q. P.. the game may be pursucd thus :—
7. Q. P, takes B.
8. Q. B. to K. Kt.’s 5th. 8, K. B, to Q’s 3rd.
9. Q. Kt. to Q’s 2nd. 9. Q. B. to K. B’s 4th,
10. Q. to her Kt.’s 3rd, with an excellent position.
8. Q. B. to K. Kt.'s 5th. 8. Q. R. to Kt.'s sq

Black has no good move; if he play 8. K. B. to K's 2nd, you
reply with 9, B. takes Kt., and then check with the Q. at
K. R’s 5th; if he move 8. B. to Q. Kt.’s 2nd, you may play
9. Q. to her Kt’s 3rd, and win a Piece; and if he play
8. K. B. to Q's 3rd, you can answer with 9. Q. Kt. to Q's
2nd, and huve an excellent position.

9 P. to Q. Kt.’s 4th. 9. Q. B. to Kt.’s 2nd.
Thus far the moves are those occwrring in a game between
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Mr. Harrwitz and the writer. White now played 10. Q t3
her R’s 4th, and the game proceceded thus:—

10. Q. to her R’s 4th. 10. P. to Q’s 4th,
11. Castles. 11. P. to K. R’s 31d.

(At the 11th move, White would play badly to take the Q. B. P., on
account of 11. Q. to her 2nd.)

12. B. to K. R’s 4th. 12. Q. to her 3rd.
13. B. to K. Kt.’s 3rd.
‘Winning in a few moves.
You may, however, instead of moving the Queen, play at
your 10th move thus:——
10. Castles. 10. P. to Q's 4th.
11. P. to K. B's 3rd. 11. B. to K's 2nd.
If he play 11. P. to K. R's 8rd, you answer 12. B. takes Kt.,
and if he then retake with his Q., you can take P, with P.,
and have a splendid game. Should he however prefer taking
the B. with K. Kt. I’,, the following moves are likely to occur;

let us suppose,—
11. P. to K. R's 3rd.
12. B. takes Kt. 12. P. takes B.
13. P. takes K. P. 13. P. takes Kt.
14. Q. to K. R’s 5th (ch.)

And then checkmates in five moves.
12. P. takes K. P. 12. Castles (best)
13. Q. Kt. to Q’s 2nd.
And you have a clear Pawn more, and a much better gamo
than he has.
If he now attempt to regain the P. by taking P. with K¢,,
you must exchange Roeks, and then you can win easily

Varration I,
Beginning at Black's 3rd move,

WHITE. BLACK.
1. P. to X's 4th. 1. P. to K’s 4th.
2. K. Kt. to B’s 3rd. 2. Q. Kt. to B's 3rd.
3. P. to Q. B's 3rd. 3. P. to Qs 4th.
4. X. B. to Q. Kt.’s 5th. 4. P. takesK. P.

If instead of taking the P. he play 4. Q. B. to K. Kt.’s th,
the result must be favourable to you; for example,—
4. Q. B. to K. Kt.'s 5th.
5. Q. to her R’s 4th. 5. B. tukes Kt.
8. B. takes Kt. (ch.) 6. P. takes B.
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7. Q. takes P. (ch.) 7. K. to his 2cd.
8. P. takes B.
You have a winning game,
5. Kt. takes K. P, 5. Q. to K. Kt.’s 4th,

fie may also play 5. Q. to her 4th, and, if you move 6. Q. ta
Q. R's 4th, follow with 6. K. Kt. to K’s 2nd.

6. Q. to her R's 4th, 6. Q. takes Xt,
He has apparently no stronger move—taking the K. Kt. P
would be disastrous to him.

7. B. takes Kt. (ch.) 7. K. to Q@'s 8q.

8. Q. takes K. P.
Gaining a Pawn and a superior position.

GAME THE SECOND.
WHITE. BLACK. *

1. P. to K's 4th. 1. P. to K’s 4th.
2. K. Kt. to B’s 3rd. 2. Q. Kt. to B’s 3rd.
3. P.to Q. B's 3rd. 3. K. Kt. to B's 3rd.

As was before remarked, he has also the choice of playing
3. K. B. to Q. B's 4th, for which sce Variation L., in the pre-

sent game.
4. P. to Q’s 4th. 4. K. Kt. takes K. P.
5. P. takes K. P. 5. P. to Q's 4th.

These are the opening moves of a game between Messrs.
Kiescritzky and Horwitz. If Black, for his 5th move, play
K. B. to Q. B’s 4th, your rejoinder should be also K. B. to
Q. B’s 4th, and not, as recommended by Jaenisch, 6. Q. to her
5th, and then if he either castle or take your K. B. P., by
playing Q. to her 5th, you have the better game. He may.
however, play 5. P. to Q's 3rd, as advised by Jacnisch,
apparently without disadvantage.

6. K. B. to Q. Kt.’s 5th. 6. K. B. to Q. B’s 4th.

7. K. Kt. to Qs 4th. 7. B. takes Kt.
If he decline the Kt. and play 7. Q. to her 2nd, you win a
Piece by 8. P. to K. B's 3rd. If he play 7. B. to Q's 2nd,
you may pursue the game as follows ;=

7. B. to Q’s 2na
8. B. takes Kt. 8. P, takes B.

Should he take B. with B., you can play Q. to K. Kt.’s 4th, threaton
ing to win the Kt. by P. to K. B’s 3rd.)
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9. Castles. 9. Castles.
10. P. to K. B’s 3rd. 10. K. Kt. to Kt.’s 4th.
11. P. to K. B’s 4th. 11. Kt. to K’s 5th.

12. P. to K. B’s 5th.
And you have certainly a good game.

8 D. takes B. 8. Castles.

You can now take off his Kt. and castle, and then play Q
to K. R's 5th, preparatory to advancing P. to K. B's 3rd,
baving a slight advantage. This position may also oceur iz
the ordinary Giuoco Piano, where it is brought about by~

1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. Kk . to B’s 3rd. 2. Q. Kt. to B’s 3rd.
3. K. B. to Q. B’s 4th 3. K. B. to Q. B’s 4th.
4, P.to Q Bs 3rd 4. K. Kt. to B’s 3rd.

+ 5. P, to Qs 4th, 5. P. takes P.
6. P, to K’s 5th. 6. P. to Q’s 4th.
7. B. to Q. Kt's 5th, 7. K. Kt. to K’s 5th,
8. K. Kt. takes P. 8. B. takes Kt.
9. P, takes B. 9, Castles.

10. B. takes Q. Kt. 10. P. takes B.

&e., &ec.

Variation 1.,
Beginmng at Black's 3rd move.

WHITE. BLACK.
1. P. to K’s 4th. . P. to K's 4th.

2. K. Kt. to B’s 3rd. Q. Kt. to B's 3rd.
3. P t0 Q. Bs 3rd. K. B. to B's 4th.

4. P. 10 Q. Kt.’s 4th. . B. to Q. Kt.’s 3rd.

5. P.to Q. Kt.’s 5th. Q. Kt to R’s 4th.

6. Kt. takes K. P. Q. to K’s 2nd.

7. P. to Q's 4th. . P. to Q's Srd.
These moves occur in the opening of a game between Messra,
Horwitz and Harrwitz:—

8. B.to Q. R's 3rd. 8. P. to K. B's 3rd.

9. Kt. to K. B’s 3rd. 9. Q. takes K. P. (ch.}
You may also retreat the Kt. to his 4th, and interpose him
at K’s 8rd, when the Q. takes K. P.

10. B. to K’s 2nd. 10. K. Kt. to R’s 3rd.
11. Castles. 11. Castles,
12. K. B. to Q’s 8rd.

And you have an undouhted advantage of situation.

NS o 00 00
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ILLUSTRATIVE OF THE QUEEN’S BISHOP'S PAWN GAME
IN THE KING'S KNIGHT'S OPENING.

Game [.—Between Messrs. Harrwitz and Staunton.

O =T OB LT e WS

wHITE, (Mr. 8.)

. P to K’s 4th,
. K. Kt. to B’s 3rd.

P. to Q. B's 3rd.

. P. to Q’s 4th.

Kt. takes P.

. K. B. to Q. Kt.’s 5th.

. B. takes Kt.

. Q. B. to K. Kt.’s 5th.
9,

10.

11.

12,

13.

. Q. Kt. to Q's 2nd.

. Q. Kt, to his 3rd.

. Q. Kt. to R’s 5th.

. Q. to B’s 2nd.

. P.to K. B's 3rd.%

. R. takes P.

. Q. R. to K’s sq.

. K. Kt. takes Q. B. P.

. B. takes Q.

. Q. to K. Kt.’s 6th (ch.)

. Kt. takes B. (ch.)

P. to Q. Kt.s 4th.
Q. t>» Q. R’'s 4th,
Castles.*

Q. B. to K. R’s 4th,
B. to K. Kt.’s 3rd.t

[
o

bt bt ot et Somd et pod bk
XSO SN

[l
bt

And wins.

—
o R Y

P,
Q.
Q.
. Q.
P
r.
Q.

BLACK. (Mr. H.)

. P. to K's 4th,
. Q. Kt. to B’s 3rd.

P. to K. B’s 4th.

K. B. P. takes P.

K. Kt. to B’s 3rd.
to Q. R’s 3rd.
Kt. P. takes B.
to Q. Kt.’s sq.
to Kt.’s 2nd.
to Q’s 4th.

to K. R's 3rd.

to her 3rd.

R.
B.

. K. R. to K. Kt.’s sq.
. Q. R. to Q. B's sq.

. Kt. to Q’s 2nd.

. Kt. to Kt.’s 3rd.

. Q. B. to Q. R’s 8q.

. P. takes P.

. Q. to K’s 3rd.

. K. B. to K’s 2ud.

. Q. takes R. (ch.)§
22,
23.

B. akes Kt.
K. to Q’s 8q.

* The following moves will show the probable result of taking the P,

with

Kt..—

11. Kt. takes Q. B. P.
12. P. to Q. Kt.’s 5th.

11. Q to her 2nd.
12. R. t0 Q. R's 5q.

(Ilis best move ; if P. takes P., then White plays Q. to her R’s 7th.)
13. P. takes P., or B. takes Kt.
And White has little if any advantage.
+ Threatening to win the K. R. by moving the Kt. to K B’s 7th
or Kt.’s 6th,
1 This is much stronger than taking the Q. B. P. with the K. Kt.
§ He %as no better move—the game is beyond hope.

13. Q. to her sq.
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Gane 1L-—Between Mr. Horwitz and Captain Evans,

whire. (Capt. E.)

© @D 000

. P, to K's 4th.

K. Kt. to B’s 3rd.
P. to Q. B's 3rd.
P, to Q's 4th.

P. to K’s bth.

Q. Kt. takes P,

. Q. Kt to Q’s 5th.
. Q. B. takes Kt.
. Kt. takes B. (ch.)

. K. R. to Q’s sq.

. B. to Q. Kt.”s 3rd.
. R. to Q’s 2nd.

. Q. R. to Q’s sq.

. Q. takes P.

. R. takes B.

. R. takes R.

. Q. to her sq.

. R. to Q’s 8th (ch.)
. Q. takes R. (ch.)

. Kt. to Q. B’s 6th (ch.)

Q. B. to K. Kt.’s 5th.
. K. B. t0 Q. B’s 4th.

. P. takes P. in passing.
. Q. to K’s 2nd.

. Kt, takes Kt.

. Castles.t

Buack. (Mr.H.)

. 2. to K's 4th.

. Q. Kt. to B’s 3rd.
P. to K. B’s 4th.

. P. tukes Q. P.¥

. P. takes Q. B. P.

. K. B. to Q. Kt.’s btia.
. K. Kt. to K's 2nd.

. P, to Q’s 4th.

. Q. takes P.

. Q. Kt. to @’s 5th.

. Q. takes Kt.

. Q. B. to Q’s 2nd.

. Castles on Q's side. 3
. B. takes B.

5. K. to Kt.’s sq.

16. Q. to K. R’s 5th.
17. Q. to K. R's 3rd.
18. P. to K. B’s 5th.
19. P. to K. B’s 6th.
20. P. to Q. R’s 3rd-
21. R. takes R.

22. Q. to her B’s 8th [ek.}
23. Q. takes Kt. P.

24. R. takes R.

25. K. to R’s 2nd.

Ll ol dienld
g e - Y N

i
@

And White mates in four moves.

Gane III.—Between Capt. Evans and Mr. Henderson.

o i GO 0D

wHiTe. {Capt, E.)
. P. to K’s 4th.

. K. Kt. to B’s 3rd.
. P. to Q. B’s 3rd.
. K. B. to Q. Kt.’s 5th,

. Q. to her R’s 4th.§

bLACGK. (Mr., H.)
1. P. to K’s 4th.
2. Q. Kt. to B’s 3rd.
3. P. to Q’s 4th.
4. Q. B. to K. Kt.’s 5tn.
5. Q. to her 3ra.

* In the previous game the King’s Pawn was taken.
+ White has now an overwhelming attack.

* The loss of a Piece eventually was inevitable, and Black did wisefy it

giving it up at once, to bring his other forces into action.

§ If Rlack, at his 4th move, take P. with P., this move is the best reply
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6. Kt. takes K, P.* 6. Q. takes Kt.

7. B. takes Q. Kt. (ch.} 7. P. takes B.

£. Q. takes P. (ch.) 8. K. to his 2nd.

9. P. to K. B's 3rd. 9. R. to Q’s sq.
10. P. to Q’s 4th.t 10. Q. to K’s 3rd.
11. Q. takes Q. B. P. (ch.) 11. R. to Q’s 2nd.
12. Q. to Q. B’s 5th (ch.) 12. K. to his sq.
13. Q. to Q. B’s 8th (ch.) 13. R. to Q’s sq.
14. Q. takes Q. (ch.) 14. B. takes Q.
15. P. to K’s 5th. § 15. P. to K. B’s 4th.
16. Kt. to Q’s 2nd. 16. Kt. to K. R’s 3rd.
17. Kt. to Q. Kt.’s 3rd. 17. Kt. to K. B’s 2ud.
18. P. to K. B’s 4th. 18. B. to K’s Znd.
19. P. to K. R’s 4th. 19. Kt. to K. R’s 3rd.
20. K. to his 2nd. 20. B. to Q’s 2nd.
21. K. to his B’s 3rd. 21. B. to Q. Kt.’s 4th.
22, P. to K. Kt.% 3rd. 22. B. to Q’s 6th.
23. Kt. to Q’s 2nd. 23. Kt. to K. Kt.’s 5th.
24. K. R. to K’s sq. 24. P. 1o K. R’s 3rd.
25. P. to Q. Kt.'s 3rd. 25. R. to Q. B’s sq.
26. B. to Q. Kt.’s 2nd. 26. P. to K. Kt.’s 4th.§
27. P. to K. R’s 5th. 27. P. takes B. P.
28, P. takes P. 23. R. to K. Kt.’s sq.
29. R. to K. R’s sq. 29, K, to B's 2nd.
30. R. to K. R’s 3rd. 30. K. to his 3rd.
31. R. to Q. B’s sq. 31. R. to K. Kt.’s 2nd.
32. P.to Q. B’s 4th. 32. P. takes P,
33. Kt. takes P. 33. B. to K’s bth (ch.)
34. K. to his 2nd. 34. B. to K. Kt.’s 7th.
35. R. to K. Kt.’s 3rd. 35. B. to K’s 5th.
36. P. to Q. R’s 3rd. 36. Q. R. to K. Kt.’s sq.
37. Q. R. t» K. Kt.’s sq. 37. B. to K. R’s 5th.
38. R. w0 K. R’s 3rd. 38. B. to K. B’s 7th.
39. R. to Q. B’s sq. | 39. Q. B. to K. Kt.’s 7th.
40. R. to Q’s 3rd. 40. B. to K. R’s 5th.
41. Kt. to Q’s 6th. 41. Kt. to K. B’s 7th.
42. K, R. to Q. B’s 3rd. 42. Kt. to K’s 5th.
43. P. to Q’s 5th (ch.) 43. K. takes P.
44. R. to Q’s 3rd (ch.) 44. K. to K’s 3rd.
45. Kt. takes Kt. 45. P. takes Kt.
46. R. to Q’s 6th (ch.) 46. K. to B’s 4th.

* A little premature; P. to Q’s 4th first, would have strengthened the
attack,

+ This is not a judicious move.

% White has still three excellent Pawns for the Piece given up.

§ The power of forcing an opening here, adds greatly to the chances o.
Black’s success.

1l There is nothing to be gained by tuking the K%, with the Rook.
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47. P. to K's 6th,

48. K. to his 3rd.

49. R. to Q. B’s 5th (ch.)
50. R. to Q’s 2nd.

51. K. takes R.

52. B. to K’s 5th (ch.)
53. K. to his 3rd.

54, K. to Q's 4th.

$5. R.to Q. B’s sq.

56. K. to Q. B’s 3rd.

47. B. to K. B’s 6th {ch.y
48. R. to K. Kt.’s 7th.
49. K. to K. Kt.’s 5th.

50. R. takes R.

51. K. takes K. B. P.

52. K. to K. Kt.’s 5th.

53. B. to K. Kt.'s 4th (ch.)
54, P. to K's 6th.

55. R. to Q’s 8q. (ch

56. R. to Q. B’s sq. (ch)*

And Black wins.

GamEe IV.—Played between Messrs. Horwitz, Harrwitz, and
Von Carnap, against Messrs. Perigal, Jones, and Captain

Evans, in consultation

wHITE. (Messrs. H., 1., & V. C.

1. P. to K's 4th.
2. K. Kt. to B’s 3rd.
3. P. to Q. B’s 3rd.
4. P. to Q’s 4th.
5. P. to Q’s 5th.
6. Q. Kt. to R’s 3rd.
7. Q. B. to K. Kt.’s 5th.4
8. B. takes Q. Kt.
9. P. takes P.
10. Q. to Q’s 5th.
11. P. to Q. Kt.’s 4th.
12. Q. takes Q. B. P.
13. Q. to Kt.’s 5th.
14. Q. to B’s 6th.
15. Q. to her 5th.
16. Q. to her sq.
17. Q. Kt. to his sq.
18. Q. to Q. B’s 2nd.
19. K. B. to Q’s 3rd.
20. B. takes K. R. P. (ch.
21. Castles.
22. Q. to her 3rd.
23. Q. Kt. to Q’s 2nd.
24. Q. to K’s 2nd.
25, Kt. takes Kt.

BLACK. (Messrs. P, J.. & E
1, P. to K’s 4th.
2. Q. Kt. to B’s 3rd.
3. K. Kt. to B’s 3rd.
4, P. to Q’s 3rd.
5. Q. Kt. to K’s 2nd.
6. P. to Q. B’s 3rd.
7. K. Kt. takes K. P.
8. B. takes B.
9. Castles.
10. Kt. to Q. B’s 4th.
11. P. takes Q. B. P.
12. Q. B. to Q. Kt."s 2nd
13. Q. B. to R’s 3rd.
14. R. 10 Q. B’s sq.
15. Q. B. to Kt.’s 2zd.
16. Kt. to K’s 5th.%
17. Q. to Q. Kt.’s 3rd.
18. Q. takes Q. Kt. P.
19. Kt. tukes Q. B. P,
20. K. to R's sq.
21. Kt. to K’s 5th.
22. K. takes B.
23. Q. R. to Q. B’s 6¢h.
24. Kt takes Kt.
25. Q. to Q. B’s 4tk

* This is an interesting and well-contested game.
t Where is the prospective equivalent for the P. now sacrificed ?
$ Already Black have so manifest an advautsye, that with ordinary cart

the game is their own.
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26 G. R.to Q. Kt.'s aq. 26. Q. to B's 3rd,

27. P to K. B’s 4th. 27. R. to K's 6th.

2¢. Q. to K. Kt.’s 4th. 28. P. to K. B's 4th.
29 Q. to K. R’s 5th (ch.) 29. K. to Kt's sp.

30. Kt. to B’s 3rd. 30. P. takes P,

31. K. R. to Q. B's sq. 31. Q. to K’s 5th.

32. P to Q. R’s 4th, 32. R. to K’s 7th.

33. K to R’s sq. 33. R. takes K. Kt. P.
34. R to K, B'ssq.* 34. R. to K. Kt.’s 5th.
35. Q. to R’s 3rd. 35. B. to K. R’s 5th.
36. P. to Q. R’s 5th. 36. K. R. to B’s 3rd.
37. P. to Q. R’s 6th. 37. Q. B. to his 3rd.
28. Q. R. to Q. Kt."s 8th (ch.) 38. K. to R’s 2nd.

39. R to Q. Kt.’s 3rd. 39. R. to K. R’s 3rd.

And Black resigns,

JamE V.—Played by Mr. Perigal and Capt. Evans, consulting
against Mr. Harrwitz and Von Carnap.

wHITE. (Messrs. P. and E.) BLACK. (Messrs. H. and C.)
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. Kt. to B’s 3rd. 2. Q. Kt. to B’s 3rd.
3. P. to Q. B's 3rd. 3. P. to Q’s 4th.
4. K. B. to Q. Kt.'s 5th. 4. P. takes P.
5. Kt. takes K. P. 5. Q. to her 4th.
6. Q. to Q. R’s 4th.t 6. K. Kt. to K’s 2nd.
7. P.to K. B’s 4th. 7. P. takes P. in passing.
8. Kt. takes P. 8. P.to Q. R’s 3rd.
9. K. B. to Q. B's 4th. 9. Q to K’s 5th (ch.)
10. K. to B’s 2nd. 10. Q. B. to K's 3rd.%
11. P. to Q's 3rd. 11. Q. to K. B’s 4th.§
12. B. takes B.* 12. P. takes B.
13. K. R. to K’s 5q. 13. Castles.
14, P. to Q’s 4th. i4. K. Kt. to his 3ra.
15. Q. to her Kt.’s %1l 15. P. to K’s 4th.
16. K. to his Kt.s sq. 16, P. takes P.
17. Q. B. to K. Kt.'s 5th. 17. K. Kt. to K’s 2nd.
18 P. takes P. 18. P. to K. R’s 3rd.
19 B. takes Kt. 19. B. takes B.
20. Q. Kt. to B’s 3rd. 20. Q. Kt. takes P.

* Q. R. takes B. would perhaps prolong the defence.

+ The attack and defence of this opening are both ably conducted.

1 It is obvious that if Black had not played with caution, they mu~t
Lave lost their Q. by the B. tuking K. B. P,

§ Promising to advancc the Q. Xt. I’. on the Q. and B.

{l This looks attacking, but it is presently seen to be a weak move.
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21. Kt. takes Kt.

22. R. to K. B’s 5q.
23. K. toR’ssq +

24. K. R. to K. B’s 7th.
25. P. to K. R’s 3rd.
26. Kt. to Q’s 5th.
27. R. takes P. (ch.)
28, Kt. to K. B’s 4th,
29. R. takes B.

30. Q. takes Q. Kt, P,
31. Q. to B’s 8th (ch.)

32. Q. R. to K’s sq. (ch.)

33. Q. takes Q. R.
34. Q. to her 3rd (ch.)
35. R. to B’s 6th (ch.)

36. Q. to K. Kt.’s 6th (ch.)

37. R. to B’s 8th (ch.)

21, B.to Q. B’s 4th ®
22. R. takes Kt.

23. Q. to her 2nd.3

24. Q. to K. Kt.’s 5th,
25. Q. to K. Kt.’s 3rd.g
26. Q. R. to Q’s 7th.!'
27. K. to Q’s sq.

28. Q. to her 3rd.

29. Q. takes Kt.

30. Q. R. to Q’s 2nd.
31. K. to his 2nd.

32. K. to B’s 3rd.

33. K. to his Kt.’s 3133
34. K. to B’s 3rd.

35. K. to B’s 2nd,

36. K. to Kt.’s sq.

And wins.

Game VI.—Between Messrs. Horwitz and Harrwitz,

waiTe. (Mr. Horwitz.)
1. P. to K's 4th.
2. K. Kt. to B'’s 3rd.

3. P. to Q. B’s 3rd.
4. P. to Q. Kt.’s 4th,
5. P, to Q. Kt.’s 5th,
6. K. Kt. takes K., P.
7. P. to Q’s 4th.

8. A, B. to R’s 3rd.
9. K. Kt. to K. B's 3rd.
10. K. B. to K’s 2nd.
11. Castles

12. K. B. to Q’s 3rd.
13. Q. B. to Kt.’s 4th.
14. K. R. to K’s sq.
15. P. to Q’s 5th.

=

wwoﬂwrcwé
Nw::s

NS‘

(Mr. Harrwits,)
K’s 4th.

t. to B’s 3rd.

. to Q. B’s 4th,

. to Q. Kt.'s 8rd.
t. to R’s 4th,
K’s 2nd.

Q’s Srd.
to K. B’s 3rd.

9. Q. takes K. P. (ch.)
10. XK. Kt. o R’s 3rd,

11. Castle.

12. Q. to K. Xt.’s 5th.
13. Q. to K 8 3rd.

14. Q. to K. B’s 2nd.
15. K. Kt. to his 5th,

g

CNOG AL
g8

# Unquestionably Black have now the advantage both of forec and
position.

+ The proper move : White would be mated at once if they took the @

1 Q. to K. R’s 4th we believe to be preferable.

§ Here also we should rather have gone to R's 4th, with the view pre-
sently of playing Q. to K’s 4th, and B. to Q’s 3rd, and because the Q. at
R’s 4th prevented the Kt. from being moved to K's 2nd or Q’s 5th.

{§ This move is the result of imperfect calculation. They should rather
have played B to Qs 3rd
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K. R. to K. B’s sq.
Kt. takes Kt.

. Q. Kt. to Q’s 2nd.

Kt. to Q. B’s 4th.
Kt. takes B.

. K. B. to Q. B’s 2rd
. B. tukes Q.

. B. to Q. Bs 2na.

. B. takes K. P.

K. R. to K’s sq.

. B. to K. B’s 3rd.

K. R. to Q’s sq.
B. takes Q. P. (ch.)

. R. takes B.

Q. R. to Q. B’s sq.
P. takes Kt.
P. to K. R’s 3rd.

. Q. R. takes Q. B. P.
. K. R. to @’s 8th (ch.)

K. R. to Q’s 7th.

. K. R. takes Kt. P. (¢h.)

Q. R. takes Q. Kt. P.
K. R. to K. Kt.’s 6th.
K. R. to K. Kt.’s 5th.
Q. R. takes Q. Kt. P.
K. R. o K. Kt.’s 4th.
K. to R’s 2nd.

. K. R. takes P. (ch.)

K. R. to Q. B’s 4th.

16.
17.
18.
19.
20.
21.
22,
23.
24,
25.
26.
27.
28,
29.
30,
31.
32.
33.
34.
35.
36.
37.
38.
39.
40.
41.
42,
43

And wins

K. Kt. to o’s «th,
B. P. takes Kt.

Q. takes Q. P.

P, to K’s 5th,

Q. R. P. takes Kt.
Q. takes Q.

B. to K’s 3rd.

K. R. to K’s »q.
B. to Q. B’s 5th.
P. to @'s 4th.

B. takes Q. R. P.
B. to Q. Kt.’s 6th.
B. takes B.

Kt. to Q. B’s 3ra.
Kt. takes B,

Q. R. to his 7th.
K. R. to K’s 7tk.
P. to K. R’s 3rd.
K. to R’s 2nd.

K. R. takes B. P.
K. to R’s sq.

K. R. to Q. Kt.’s 7th,
P. to K. R’s 4th,
P. to K. R’s 5¢h.
K. to R’s 2nd.

Q. R. checks,

R. to Q. R’s 5'h,
K. to Kt.’s 2nd.

EXND OF BOOK 1.

O

193



SYNOPSIS OF BOOK IiI.

THE KING’S BISHOP’S OPENING,

WITH ITS SKVERAL MODIFICATIONS, VIZ, i~

1st. THE Gasmze oF T8x Two Kings’ BISHOPS :—

1 P. to K's 41a. 2 t. B. to Q. B’s 4th.
* P.to K's 4th, * K. B. to Q. B's 4th.

2nd. Tae ITarLians’ DEFENCE :—
i P. to K's 4th, 2 X. B. to Q. B’s 4th. 3. P. to Q. B's 3ra.

puiihbaiiouSrubhas S

* P. to K's 4th. * XK. B.to Q. B’s 4th. Q. to K. Kt.’s #h

8rd. Mc DonNELL’S DouBLE GAMBIT :—

1 P. to K’s 4th. o K. B.to Q. B’s 4th. 3 P. to Q. Kt.’s 4tb.
* P. to K’s 4th. “*K.B.to Q. B's 4th. * B. takes Kt P,

4. P. to K. B’s 4th.

4th. Tae Lorez GaMBIT :(—
1 P. w0 K’s 4th. 2 K. B. to Q. B’s 4th. Q. to K's 2nd,

*¥.to K'v 4th. *X.B. to Q. B 4th. 3. F.to Qs 81,

P. to K. B’s 41th.
4, ————

5th. Tue Kinc’s KNiceT's DEFENCE :—

1 P. to K’s 4th. 2 K. B. to Q. B’s 4th.
* P. to K’s 4th. ° K. Kt. to B’s 3.
6th. Tue CouNTER GAMBIT:—

1 P. to K’s 4th. 2 _IS B. to Q. B's 4th.
° P. to K’s 4th. ° P. to K. B’s 4th.

7th. Tre QUEEN’S BisHor’s PAWN'S DEFENCE 1—

. P.toK’s 4th. o, K. B.10Q. B's gth.
L+ B to K's 4thn, ‘. to Q. B ard,

THE QUEEN’S BISHOP’S PAWN'S OPENING -

1 P. to X's 4th. 2 P. to Q. B’s 3rd.
° P, to K’s 4th, .



BOOK IIL
The Wing’s Bishop’s Opening.

Cuarten [,
THE KING’S BISHOP'S OPENING

Is an important and interesting method of commencing the
game, and, according to Philidor, the best that the opening
player can select, inasmuch as it requires no initiatory sacrifice,
and permits the Pawns to advance without obstruction from
their officers.  Later authors, however, differ materially from
Philidor in his estimate of the King's Bishop's Opening, and
general opinion now is in favour of beginning with the King's
Knight, as the stronger and more lasting manner of attack.

Most writers eoncur in recommending 2. K. B. to Q. B'y
4th also, as Black’s best reply to the Bishop’s Opeuning ; but
Jaenisch and the authors of the German * Handbuch ” unani-
mously recommend 2. K. Xt. to B’s 5rd in preference. Upon
this point the latter remark: “ We support our opinion not
only by the autbority of the ¢ Nouvelle Analyse,” in which
Jaenisch advises the play of the Kt., but by the experience of
our friends, the best players of Berlin, who, in two of their
games by correspondence, against Magdeburg (1833) and
against Posen (1839), played the move 2. K. Kt. to B’s 3rd,
in reply to 2. K. B. to Q. B's 4th, and won them both.”

The leading works to be consuited upon this old and favourite
opening are—Lopez, p. 82; Greco (Hirschel's ed.), pp. 56,
100; Ercole del Rio, pp. 37, 63 ; Ponziani, 1782, p. 112;
Cozio (1st vol.), pp. 236, 276, 322, 323, 345; (2nd vol.),
p. 301; Pratt’s Philidor, 1825, p. 63; Dec la Bourdonnais.
pp- 16, 110; Jaenisch (vol. i.), pp. 136—151; * Palaméde,”
1842, p. 241 ; Lewis’s “ Treatise,” 1844, pp. 33—92; Walker,
1846, pp. 105—123; and the collection of games in the
* Chess-Player's Chronicle,” vol. i. to vii.

o?
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GAME THE FIRST.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K's 4th.
2. K. B. to Q. B's 4th. 2. K. B. to Q. B's 4th,

Black has the choice of three good moves and several indiffe.
rent ones, in reply to your second move. The unexceptionable
answers are 2. K. B. to Q. B’s 4th, also 2. K. Kt. to B’s 8rd, and
B. P. to K. B’s 4th; and upon the two former opinions are so
nicely balaneed, that it is difficult, and perhaps unimportant,
to decide between them. The first of these moves will form
the subject of the present Chapter, and the second shall be
examined in the next; and 2. P. to K. B’s 4th, with those
which are more objectionable, will be treated of in Chapter
L

3. P. to Q. B’s 3rd. 3. K. Kt. to B's 8rd.

Instead of P. to Q. B's 3rd, you might play 8. K. Kt. to B's
3rd, and if Black then defended his Pawn with Q. Kt., his
best move, you have the Giuoco Piano opening. (See Game the
Sixth.) Black has. in the present début, an mfinite variety of
apparcntly good moves at his command ; and this eircumstance
would tend to show, I think, that your move of 3. P. to
Q. B’s 3rd, although the acknowledged “ classical” play, handed
down to us from Philidor, is not the best the board affords.
He may, without much danger, make the move in the text,
or Q.to K’s 2nd ; or, as the Italians recommend, Q. to K. Kt.’s
4th: or P. to Q's 4th, the defence of Mr. Lewis; or Q. Kt.
to B’s 3rd (See Games Second, Third, Fourth, and Fifth),
«ach of which will be examined in its turn. If, instead of an

one of these, he play 3. Q. to K. R's 5th, or 3. P. to Q's 8+,
you speedily obtain an advantage; e. g., in the first place,~

* 3. Q. to K. R’s 5th.
4. Q. to K’s 2nd, 4. K. Kt. to B's 3rd.
5. P. to Q’s 4th. 5. B. to Kt.”s 3rd, or (A.)
6. P. takes P, 6. Kt. takes K. P,
7. P. to K. Kt.’s 3rd. 7. B. takes K. B. P. (ch.)
8. Q. takes B. 8. Kt, takes Q.
9. P. takes Q. 9. Kt. takes R.
10. B. to Q’s 5th. 10. Q. Kt. to B's 3rd.

11. Q. B. to K. B s 4th.
Gaining the K. Kt. directly, and having the better gamo,
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{(A.)
5. P. takes Q. P,
6. P. to K’s 5th. 6. Kt. to his sq.

{If he play the Kt. to K’s 5th or R’s 4th, you move 7. P. to K. Kt. s
3rd, and win him.)

7. K. Kt. to B’s 3rd. 7. Q. to K. Kt.’s 5th.
8. B.takesK. B. P. (ch.) 8. K. to B's sq. (best}
9. P, to K. R’s 3rd. 9. Q. to B’s 4tn.
(By taking the Kt. P. he loses his Q.)
10. B. takes K. Kt. 10. R. takes B.
11, P. takes P,
You have a much better game than Black
In the second place :—
3. P.to @’s 3rd.
. P. to Qs 4th. 4. P. takes P,
. P. takes P, 5. B. to Kt.’s 5th (ch.)
. Q. Kt. to B’s 3rd. 6. B. takes Kt. (ch.)
. P. takes B. 7. K. Kt. to K’s 2nd.
. Q. to K. R’s 5th. 8. Castles.
. Q. B. 1o K. Kt.’s 5th, 9. P. to K. Kt.’s 3rd.
(If he play 9. P. to K. R’s 3rd; you may move 10. K. Kt. to B’s 3rd
leaving your B. to be taken.)

10. Q. to K. R’s 4th. 10. K. R. to K’s sq.
11. B. takes K. B. P. (ch.)
And you win easily.
Having disposed of these unsafe defences, we can now con-
tinue the regular game :=—
4. P. to Q's 4th, 4. P. takes P.

If Black, for his 4th move, play B. to Q’s 3rd, you take P. with
P., and then advance P. to K. B's 4th. He may, however.
play another move, viz., 4. B. to Q. Kt.’s 8rd, and the game
proceed thus :—

D W U

4. B. to Q. Kt.’s 3rd.
5. P. takes P. 5. Kt. takes P.
And by playing 6. Q. to her 5th, or B. takes K, B. P. (ch.), you gaiv
a striking advantage.

5. P. to K’s 5th. 5. P. to Q's 4th.

He may also play 5. K. Kt. to K’s 5th, or 5. Q. to K's 2nd;
but in either case the result after a few moves will be in you:
favour. For example, in the first place.—

5. Kt.to K’s 5th.
6. Q. to K’s 2nd. 6. P. to Q’s 4th.
{You may with equal advantage play 6. B. takes K. B. ¥'. ‘oh.)
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7. D. takes P.in passing. 7. Castles.
8. P. takes Q. B. P. 8. Q. takes P
9. Q. takes Kt.

And you have gained a Piece,

In the second place :—
5. Q. to K's 2nd.

6. D. takes P, 6. B. to Q. Kt.’s 5th (ch.)
7. K. to B’s «q. 7. Kt. to K’s 5th.

(Your move of the King is much better than interposing a Piece.)
8. Q. to K. Kt."s 4th. 8. P. to K. B’s 4th.

(If he play 8. Kt. to K. B’s 3rd, you reply with 9. Q. takes K. Kt. P..
if he move 8. Kt. to Q’s 3rd, you play 9. K. B. to K’s 2nd ; and if he
play 8. P. to Q. B’s 3rd, you take the Kt., and in every case wmust
kave the better game.)

9. Q. to R’s 5th (ch.) 9. P. to K. Kt.’s 3rd.
10. Q. to R’s 6th. 10. P. to Q. B’s 3rd.
11. P. to K. B's 3rd. 11. P. to Q's 4th.

12. B. to K’s 2nd.
Winning the Kt,

6. P. takes Kt. 6. . takes B.
If you retreat the B. to Q. Kt.’s 3rd, or check with him at
Q. Kt.’s 5th. the result, according to the best authorities. is an
even game ; but taking the Kt. appears to me to yicld you a
slight advantage.

7. P. takes K. Kt. P. 7. R. to K. Kt.’s sq.

If he check with his Q. first, you may interpose Q. B. at
K's 3rd.

Instead of taking the K. Kt. P. at this point, you may
play 7. Q. to K. R's 5th, but not, I think, with the samc
advautage. For instance :—

7. Q. to K. R’s 5th. 7. Castles.
(Castling is his best move.)
8. Q. takes B. 8. R. to K’s sq. (ch.)
9. K. Kt. to K’s 2nd. 9. P. to Q’s 6th.
10. Q. B. to K’s 3rd. 10. P. takes Kt.

11. Q. Kt. to Q’s 2nd. 11. Q. Kt. to R's 3rd.
12. Q. takes doubled P. 12. Q. takes P.
13. Q. takes P. at K’s 2nd.

The game is about even.
8. Q. to K. R's 5th. 8. Q. to K’s 2nd (ch.)

9. K. to Q's sq. 9. R. takes P.
1¢ K Kt. to B's 3rd. 10 Q. Kt. to B's 3nl
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11. K. R. to K's sq. 11. Q. B. to K’s 3rd.
12. R. takes B. 12. Q. takes R.

13. Q. takes B. 13. P. to Q. Kt.’s 3rd.
14. Q. to her Kt.’s 5th. 14. R. takes K. Kt. P.

In the German “ Handbuch” the game is now dismissed as
favourable to Black ; but in what his advantage consists is not
clear. I certainly prefer your game. You can now take P.
with P., and presently develope your forces, having a Piece
more than your opponent, and very little inferiority of posi-
tion.

GAME TIIE SECOND.

WIHITE. BLACK.
1. P. to K's 4th. 1. P. to K’s 4th.
2. K. B. to Q. B’s 4th. 2. K. B. to Q. B’s 4th.
3. P.to Q. B’s 3rd. 3. Q. to K'’s 2nd.
4. K. Xt. to B’s 3rd. 4. P. to Qs 3rd (best)

If he take the K. B. P. (ch.) instcad, you get the hetter game
{e.9)

4. B. takes B. P. (ch.)
5. K. takes B, 5. Q. to her B’s 4th (ch.)
6. P, to Q’s 4th. 6. Q. takes B,
7. Kt. takes K. P. 7. Q. to K’s 3rd.

8. K. R. to K’s sq., &c.
5. P. to Q’s 4th. 5. P. takes .

He may also retire his B. to Q. Kt.'s 3rd, with a safe though
somewhat confined game.

6. Castles. 6. P. takes Q. B. P.
Mr. Jaenisch gives this as Black’s best move.
7. . to Q. Kt.’s 4th. 7. B.to Q. Kt.’s 3rd.

Your 7th move is a suggestion of Mr. Petroff, and serves to
increase the power of your attack. If he take the offered P.
with his B., the game is likely to proceed as follows :—

7. B. takes P.
8. Q. to R’s 4th (ch.) 8. Q. Kt. to B’s 3rd.
9. K. B. to Q. Kt.’s 5th. 9. P. to Q. B’s 7th (best)
10. B. takes Kt. (ch.) 10. K. to B’s sq. (best)

(If he retreat the K. to Q’s sq., you may take B. with Q., he rephes
with P. takes Q. Kt. (becoming a Q.), you take this Q. with the Q. R.,
be then takes the B., and you move Q. to her B’s 3rd, with a fiae
attacking game.)
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1!. B. takes Q. Kt. P. 11. Q. B. takes B.
12. Q. takes K. B. 12. P. takes Kt. (becoming a Q.)
13. Q. R. takes Q. 13. B. takes K. P.
14, K. R, to K’s 8q. 14. P. to K. B’s 4th (best)
15. Kt. to Kt.’s 5tb. 15. Q. to her 2nd.
16. Kt. takes B. 16. P, takes Kt.

17. Q. takes K. P.
And you must at least regain a Pawn, and have a good position.

8. Q. Kt. takes P. 8. K. Kt. to B's 3rd.

if instead of this move he play 8. B. to K's 3rd, you move
9. Q. Kt. to Q's 5th, and bring the game to a position similar
to one in the Scotch Game, favourable to the first player. If
he play 8. B. to K. Kt.'s 5th, you answer also with 9. Q. K,
to Q's 5th, and afterwards P. to Q. R's 4th. The move in the
text is given by Jacnisch, Bilguer, and H. der Laza, as
Black’s best.
9. Q. Kt. to Q's 5th. 9. Kt. takes Kt.

You may play, but with less benefit, I think. 9. Q. B. to
K. Kt.’s 5th; for example,—
9. Q. B. to K. Kt.’s 5th, 9. Q. B. to K’s 8rd.

10. Q. Kt. to Q’s 5th. 10. B. takes Kt.
11. P. takes B. 11. Castles.
12, R. to K's sq. 12. Q. to her sq.
And he has a Pawr wmore, and no inferiority of situation.
10. P. takes Kt. 16. Castles.
11. Q. B. to Q. Kt.’s 2nd. 11. Q. B. to K. Kt.’s 5t}
12. X. R. to K’s sq. 12. Q. to her sq.

Your attack is hardly an equivalent for his extra Pawn,

GAME THE THIRD.

Tue Irarians’ DEFENCE.
WHITE. BLACK.

1. P. to X’s 4th. 1. P. to K’s 4th.
2. K. B. to Q. B's 4th. 2. K. B. to Q. B’s 4th.
3. P. t0 Q. B's 3rd. 3. Q. to K. Kt.’s 4th.

This defence of Black’s is the favourite of the three great
Italian masters, Del Rio, Lolli, and Ponziani, and is given by
Jacnisch as the best he can adopt. (See  Analyse Nouvelle
32 Ouvertures,” &c., pp. 167—185.)
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4. Q. to K. B's 8rd. 4. Q. to K. Kt.’s 3rd (best)
This move of your Queen, which is given by Del Rio, is gene-
rally acknowledged by all authors to be the best you can
adopt. Instead of it, Mr. Petroff has proposed 4. K. to B's »q.,
a move of remarkable ingenuity, but which, if correctly
opposed, is, in the end, disadvantageous to your game, as the
following moves will demonstrate :—

4. K. to B’s sq. 4. Q. to K'’s 2nd.

(By this retreat Black utterly disconcerts the meditated attack ; ahnost
any other play would afford you an opportunity of developing your
game with rapidity and effect, but this proves the move of your King to
be subtle, but not sound.)

5. P. to Qs 4th, 5. B. to Q. Kt.’s 3rd.
6. K. Kt. to B’s 3rd. 6. P. to Q's 3rd.

And from the unfortunate position of your King, Black has the better
game. '

5. X. Kt. to K's 2nd. 5. P.to Q's 3rd.
Instead of so playing, he ean move 5. Q. Kt. to B’s 3rd, or
5 K. Kt. to B's 3rd. In the first place,—

5. Q. Kt. to BB’s 3rd.

§. P. to Q’s 3rd. 6. P.to Qs 3rd.

7. B. to K's 3rd. 7. B.to Q. Kt.’s 3rd.

8. Q. Kt. 10 Q’s 2nd. 8. K. Kt. to K’s 2nd.
Even game.

In the sceond case,—
5. K. Kt. to B’s 3rd.

6. P. to Q’s 4th. 6. P. tukes P.

(If he decline the Pawn, you take P. with P., and have the better game.)
7. P. to K’s 5th. 7. Kt. to K’s 5th.
8. P. takes P. 8. B. checks.

(You would do wrong to take the K. B. P. with your B. (ch.) at the
8th move.)

9. Q. Kt. to B’s 3rd.
And you have the advantage of position.
6. P. to Qs 4th. 6. B. to Q. Kt.’s 3rd,

His best move ; if he attack your Queen with his Q. B., you
may take K. B, P. with B. (ch.); and if he take P. with K. P,
you obtain a better opened game.
7. P. takes P. 7. P. takes P.
8. K. Kt. to his 3rd. 8. K. Kt. to B's 8rd.
9. P.to K. R's 3rd.
The game is equal.
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GAME THE FOURTH.

Lewis's Counter GAMBIT.

WHITE. BLACK.

1. P. to K’s 4th. 1. P. to K’s ¢th.

2. K. B. to Q. B’s 4th, 2. K. B.to Q. B's th.
3. P.to Q. B’s 3xd. 3. P. to Q's 4th.

Biack’s counter move in this variation we owe to the invention
of Mr. Lewis. At one time it was held to be invincible; and
aven now, after passing the ordeal of rigid analysis, it is
acknowledged to be an ingenious and beautiful déhuf, and one
which may be adopted with sceurity, as leading to an even
game.

4. B. takes P. 4. K. Kt. to B's 3rd.

If ydu take the Pawn with Pawn, instead of Bishop, he
answers with 4. B. takes K. B. P. (ch.), and if your King
takes, he plays Q. to K. R's 5th (ch.), &e.

5. Q. to K. B’'s 3rd. 5. Castles.
Your present move 1s recommended as your best by the
German * Handbuch,” but the obvious and ordinary move for

you is 5. Q. to her Kt.'s 3rd, which leads to many highly
instructive situations; for example, in the first place,—

5. Q. to her Kt.’s 3rd. 5. Castles,

6. B. takes Q. Kt. I, 6. B. takes B.

7. Q. takes B, 7. Q. to her 6th.

8. Q. takes R. 8. Q. to her R’s 3rd.

9. P. to @'s 4th. 9. Q. Kt. to Q’s 2nd,
10. Q. takes R. (ch.) 10. B. takes Q.
11. P. to K. B’s 3rd. 11. P, takes Q. P,
12, P. takes P. 12. Q. to Q’s 6th.

Black has the better game.
Secondly,—

5. Q. to her Kt.’s 3rd. 5. Castles.

6. B. takes Q. Kt. P. 6. B. takes B.

7. Q. takes B. 7. Q. to her 6th,

8. Q. takes R. 8. P. to Q. B’s 3rd.

9. Q. to Kt.’s 7th. 9. Q. takes K. P. (ch.,
10. Kt. to K’s 2nd. 10. Q. takes K. Kt. P,
11. K. R. to B's sq. 11. Kt. to Kt.’s 5th.
12. P. to Q's 4th, 12. P. takes P.
13. P. takes P. 13. Kt. takes K. R, P

14. Q. Kt. to Qs 2nd.
And by this move you obtain the better gamo,
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Thirdly,~-
5. Q. to her Kt.’s 3rd. 5. Castles.
6. K. Kt. to B’s 3rd. 6. P. to Q. B’s 3rd.

{if wistead he take the B. with Kt., you retake with your Q. and the
game in a few moves becomes quite even.)

7. B. takes K. B. P. (ch.) 7. R. takes B.

8. Kt. takes K. P. 8. Q. to K’s 2nd.
(Should he take K. BB. P. with B. (ch.), you must play K. to B's sq.)
9. Q. takes R. (ch.) 9. Q. takes Q.
10. Kt. takes Q. 10. K. takes Kt.

11, P. to Q’s 4th,
And you have a fine game,

6. P. to Q’s 4th. 6. P. takes P.
7. Q. B. to K. Xt.’s 5th. 7. P. takes P.
8. Q. Kt. takes P. 8. Q. Kt. to Q's 2nd.
9. Castles. 9. P. to Q. B's 3rd.
10. B. to Q. Kt.’s 3rd. 10. Q. to K's 2nd.
The game is even.
GAME THE FIFTH.
WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K's 4th.
2. K. B. to Q. B's 4th. 2. K. B. to Q. B's 4th.
3. I to Q. B's 3rd. 3. Q. Kt. to B’s 3rd.

The move of 3. Q. Kt. to B's 3rd, may be played with safety,
I believe, provided Black retreats his B. to Q. Kt.’s 3rd, when
your Q. P. is thrown forward ; but if he take the P., you cer-
tainly have the advantage.

4. I. to Q's 4th. 4. B.toQ.Kt.'s3rd (best)
5. K. Kt. to K's 2nd. 5. K. Kt. to B's 3rd.

6. Q. to her 3rd. 6. Castles.

7. P. to K. B's 4th. 7. P. takes Q. P.

8. P. to X’s 5th. 8. P. to Q's 4th.

9. B. to Q. Kt.’s 3rd. 9. K. Kt. to K’s 5th

10 Q. B. P. takes P. 10. P. to K. B’s 4th.
11. Q. K¢t to B's 3rd. 11. Q. B. to K's 3xd.

Ang the game is even.
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GAME THE SIXTH.

WHITE. BLACK
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. B. to Q. B's 4th. 2. K. B. to Q. B’s 4th.
3. K. Kt. to B's 8rd. 3. P. to Qs 3rd.

I quite concur with Major Jaenisch in opinien that your move
of K. Kt. to B's 8rd is more vigorous and attacking than P. t
Q. B's 3rd, and that it has not been sufficiently appreciated by
authors. As he observes, you evade by this move the powerfus
defence of the Italian writers, 3. Q. to K. Kt.’s 4th, and
that of Mr. Lewis, 3. P. to Q's 4th, involving a long and
complicated series of defensive manceuvres, the slightest error
in which would be dangerous to your success, and which,
when played with perfect accuracy, seems to lead only to an
equal game.

In addition to the present move, you have the choice for
your third step of the following moves:—1st, Q. to K’s 2nd,
which will be treated of under the hcad of “The Lopez
Gambit” (see Game 13th); 2ndly, of Q. to K. B's 3rd;
3rdly, of Q. to K. Kt.’s 4th; 4thly, of Q. to K. R's 5th;
5thly, of P. to Q's 4th; 6thly, of P. to Q. Kt.'s 4th; and
lastly, of P. to K. B's 4th, each of which shall be examined in
detail as we procecd.

If Black, in answer to 3. K. Kt. to B's 3rd, play 3. Q. Kt. to
B's 3rd, the opening becomes the Giuoco Piano. His present
move, Jaenisch cites as the best, now his XK. B. is in the
field. He may, however, play also 3. K. Kt. to B's 3rd, and
the game then be followed thus:—

3. K. Kt. to B's 3rd.
4. Kt. takes P, 4. Kt, takes P,
5. B. takes P. (ch.) 5. K. to B's sq.
6. Q. to B's 3rd. 6. B. takes P. (ch.)
7. K. to his 2nd, 7. P.to Q’s 3rd.
8. Q. takes Kt. 8. P. takes Kt,
9. R. to B's sq.
And you have a fine game.
4. P. to Q. B’s 3rd. 4. K. Kt. to B's 8rd.

1 have found in play that 4. P. to Q's 4th gave me a free well
opened game, preferable to any obtained by the move in tae
text.

Black, instead of bringing out his K. Kt.. might retreat his
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B to Q. Kt.’s 3rd, or play Q. to K’s 2nd, with a safe though
confined position. If he play 4. Q. B. to K's 8rd, you take
B. with B., and then move Q. to her Kt.’s 3rd. If he venture
the counter-gambit 4. P. to K. B's 4th, you retort with P. to
Q’s 4th, having a much better game; and lastly, if he move
4. Q. B. to K. Kt.'s 6th, you play 5. Q. to her Kt.’s 3rd,
winning at least a Pawn.,

5. P. to Qs 4th, 5. P. takes P.

6. P. takes P. 6. B.to Q. Kt.’s 5th (ch.)

He may also retreat his B. to Q. Kt.’s 3rd, as in the following
example :—
6. B. to Q. Kt.’s 3rd.

7. Q. Kt. to B’s 3rd. 7. Q. B. to K. Kt.’s 5th.
(If he castle instead, you move 8. K. B. to Q's 3rd.)
8. Q. B. to K’s 3rd. 8. Castles.

9. K. B. to Q’s 3rd. 9. Q. Kt. to B’s 3rd.

10, K. B. to Q. B’s 2nd.  10. B, takes K. Kt.
11. K. Kt. P. takes B.

And his King will be exposed to a dangerous attack from your Rooks ou
the open K. Kt.’s file.

7. B. to Q's 2nd. 7. B. takes B. (c¢h.)
8. Q. Kt. takes B. 8. P. to Q's 4th.

If he take 8. K. P. with his Kt., you play 9. B. takes

K. B. P. (ch.); but if he castles instead, you then move
3. K. B. to Q's 3rd.

9. P. takes P. 9. Kt. takes P.
10. Q. to her Kt.'s 3rd. 10. P. to Q. B's 3rd
11. Castles 11. Castles.

You have the move, and your Pieces are in better play.

GAME THE SEVENTH,

WHITE. BLACK.
1. P, to X’s 4th. 1. P. o K's 4th.
2. K. B. to Q. B's 4th. 2. K. B. t0o Q. B's 4th.
3. Q. to XK. B’s 3rd. 3. K. Kt. to B's 3rd.

Your Queen is ill-placed in occupying the squarc on which
g:t;rd K. Ig’c. should stand, and this mode of attack is not to
vised.

4. P. to K. Kt.'s 4th 4. P. to Q= 4th.
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If you played instead 4. Q. to K. Kt.’s 8rd, Black could have
ocastled, or he might have played 4. P. to Q’s 3rd, leaving you
to take the K. Kt. P., the consequences of which have been
already seen in the analysis of the K. Kt.’s opening, p. 63.

5. K. B. takes Q. P. 5. Q. B. takes P.
You could have taken P. with P., but would not have im-
proved your game by it
6. Q. to Q. Kt.’s 3rd. 6. K. Kt. takes K. B.
7. P. takes Kt. 7. K.B.to Q. Kt.’s 3rd.

1If you take the Q. Kt. P. at the 7th move, he may win your
Q by moving K. Kt. to Q. Kt.’s 3rd, and then Q. B. to his sq.

8. Q. to K. Kt.’s 3rd. 8. Q. to K. B’s 3rd.
Black has the better game.

GAME THE EIGHTH.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K's 4th.
2. K. B. to Q. B's 4th. 2. K. B. to Q. B's 4th.
3. Q. to K. Kt.'s 4th. 3. Q. to K. B’s 3rd.

The present sortie of your Queen is equally objectionable with
3. Q. to K. B's 3rd, and may, like that, be very shortly
dismissed.

. P.to Q’s 4th.

. K. Kt. to B's 3rd.
. Q. to K. Kt.’s 3rd.
. Q. B. to K. Kt.’s 5th. . Q. to K. Kt.'s 3rd.
. Q. Kt. to Q's 2nd. . P. to K. R's 3rd.

Black has the advantage.

. B. takes P.
. Q. Kt. to B’s 3rd.
. P.to Q's 3rd.

@ =~y M Vv
(e 2K Herlia N

GAME THE NINTH.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K's 4th,
2. K. B. to Q. B’s 4th. 2. K. B. to Q. B's 4t}..
3. Q. to K. R’s 5th. 3. Q. to K’s 2nd.

Q. to K. R’s 5th is less exceptionable than the former placcs
for her, yet this is not a good move. Black’s hest repl:
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is Q. to K’s 2nd, but he may also defend his K. B. P,, and
ut the same time attack yours, by playing 3. Q. to K. B’s
Srd. (e.g.)

3. Q. to K. B’s 3rd.

4. K. Kt. to B's 3rd. 4. P. to Q’s 3rd.
5. Q. Kt. to B’s 3rd. 5. K. Kt, to K’s 2nd.
Even game,
4. K. Xt. to B’s 3rd. 4. P. to Q's 3rd.
5. K. Kt. to his 5th. 5. K. Kt. to B's 3rd.

6. Q.takes K. B. P. (ch.) (best) 6. Q. takes Q.
You would not at all improve your game by taking the P.
with your B. instead of the Q.; for example,—
6. B. takes K. B. P. (ch.) 6. K. to Q’s sq.

7. Q. to K. R’s 4th. 7. K. R. to B’s sq.
(If you retire your Q. elsewhere at move 7., he wins » Piece by 7. P, t¢
K. R’s 3rd.)
8. K. B. to Q. B’s 4th. 8. K. Kt. to his 5th,
9. Castles. 9. R. takes K. B. P.
And Black’s game is superior to yours.
7. B. takes Q. (ch.) 7. K. to his 2nd.
You may take the Q. with your Kt. instead, as follows :—
7. Kt. tukes Q. 7. R. to K. B’s sq.
8. Kt. to his 5th. 8. . to K. R’s 3rd.
9. Kt. to K. B’s 3rd. 9. Kt. takes K, P,
10. Castles. 10. Kt. tekes K. B, P.
11. R. takes Kt. 11. B. takes R. (ch.)
12, K. takes B. 12. P. to K’s 5th.
‘Winning the Kt., and having the better game.
8. B. to Q. B’s 4th. 8. P. to K. R’s 3rd,
3. Kt. to K. B'’s 3rd. 9. Kt. takes K. P.
You have no advantage.
GAME THE TENTH.
WHITE. BLACK.
1. P. to K’s 4th. - 1. P. to X's 4th.
2. XK. B. to Q. B’s 4th. 2. K. B. to Q. B's 4th
3. P. to Q's 4th. 3. B. takes P.

Your 3rd move in this game comes under the category of pre-
mature attacks, the result of which, when they are properly
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opposed, must always be a loss of time or materal to the
maker. In the present case you sacrifice a Pawn without
any chance of obtaining an equivalent, either in position or
otherwise.

4. K. Kt. to B's 3rd. 4. Q. Kt. to B’s 3rd.
If you play 4. P. to Q. B's 3rd, he would reply with B. to

Q.'Kt.'s 3rd, and not to Q. B's 4th, because of your being
then enabled to take K. B. P. with B. (ch.), &e.

5. P. to Q. B's 3rd. 5. B. to Q. Kt.’s 3rd.
6. K. Kt. to his 5th, 6. K. Kt. to R's 3rd.
7. Q. to K. R’s 5th. 7. Castles.

You have other modes of play, which we omit for want of
space, but in all Black maintains in security the Pawn

gained.

GAME THE ELEVENTH.

Mc¢DoxxeLL's DouBreE GaMBIT.

WHITE. BLACK.

1. P. to K's 4th. 1. P. to K’s 4th.

2. K. B. to Q. B's 4th 2. K. B.to Q. B’s 4th.
3. P. to Q. Kt.’s 4th., 3. B. takes Kt. P.

4. P. to X. B's 4th. 4. P. to Q's 4th.

Instead of advancing your K. B. P., which forms what ir
called the * double gambit,” an attacking but rather perilous
sort of opening for the first player, you can reduce the game
to an Evang’ Gambit by moving 4. P. to Q. B's 3rd, and then
K. Kt. to B's 3rd.

If Black, in lien of P. to Q's 4th, should take K. B. P. with
P., you answer with K. Kt. to B's 3rd, and get a powerful
attack. (e.g.)

4. P. takes K. B. P,
5. K. Kt, to B’z 3rd. 5. Q. to K’s 2nd.
6. Q. to K’s 20d. 6. K. Kt. to B’s 3id.
7. P. to K’s 5th 7. K. Kt. to R’s 4th,
8. P. to Q. B’s 3rd. 8. B, to Q. R’s 4th.
g, P. to Q’s 4th. 9. B. to Q. Kt.’s 3rd.

10, P.to K. Kt.'s 4th.  10. P. takes P. in passing.

The move hitherto given as your 10th is Q. B. to Q. R’s 3rd, to which
Black answers 10, P. to Q. B's 4th, and the attack is at end.
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If Black, instead of taking the Pawn, move 10. P, to Q’s 4th, the fui.
lowing few moves will prove, I think, that you still have a better game-—
10. P. to Q’s 4th.
11. B. takes Q. P. 11. P. to Q. B’s 3rd (best)

You may now take Q. B, P. with B. (¢h.), then take the K. Kt., after.
wards recovering the P., and with your fine centre of Pawns have the
sdvantage.,
11. Kt. to his 5th.
And you preserve a fine atfack.

5. P. takes Q. P, 5. P. to K’s 5th.

If you take the Q. P. with your B. instead, he still maintains
an advantage; for instance,—

5. B. takes Q. P. 5. P. to Q. B’s 3rd.
6. P. to Q. B’s 3rd. . 6. P. takes B.
7. P. takes B. 7. P. takes K. P,
8. P. takes K. P. 8. Q. to her 5th.
9. Q. to her B’s 2nd. 9. Q. B. to K. B’ 4th.
He has the better position.
6. K. Xt. to K's 2nd. 6. K. Kt. to B's 3rd
7. Castles. 7. Castles.
8. Q. Kt. to B's 31d. 8. P. tv Q. B's 3rd.
9. P. takes P. 9. Q. Kt. takes P.
10. K. to R's sq. 10. Q. B. to K. Kt.’s 5th
Your game is inferior to his.
GAME THE TWELFTH.
WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K's 4th.
2. K. B. to Q. B’s 4th. 2. K. B. to Q. B’s 4th.
8. P. to K. B's 4th. 3. B. takes K, Kt.

Your present 8rd move is not commendable, because it i
needlessly hazardous, and throws upon you at once the onus
of defence.

. Black plays rightly in taking the Kt.; if he take P. with I’.
instead, you may play 4. P. to Q’s 4th, and if he then cheeks
with his Queen, the game is resolved into a species of K. B's
gambit, the advantage of position being much in your favour.

4. Q. to K. R's 5th. 4. Q. to K's 2nd.
If nstead of this sally with your Queen. you take the B.
P
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with your Rook, he answers with 4. Q. to K. R's 5th(ch.),
and procecds as follows ;—
4. Q. to K. R’s 5th (ch.)

5. . to K. Kt.’s 3rd. 5. Q. takes K. R. P,
6 K. to B’s sq. 6. P. to Q's 4th.
He has evidently a better game,
5. R. takes B. 5. P. to Q's 3rd.
6. P. to K. B's 5th. 6. K. Kt. to B's 3rd.
7. Q. to K. Kt.'s 5th. 7. K. Kt. takes K. P.
8. Q. takes K. Kt. P, 8. Q. to K. B's 3rd.
9. K. B. takes K. B. P. (ch.) 9. K. to his 2nd.
10. Q. takes Q. (ch.) 10. Kt. takes Q.
11. K. B. to Q. Kt.’s 3rd. 11. Q. B. takes P.
The game is in Black’s favour.
GAME THE THIRTEENTH.
Tre Lopez GaMmsiIT,
WIITE. BLACK.
1. P. to K’'s 4th. 1. P. to K's 4th.
2. K. B. to Q. B’s 4th. 2. K. B. to Q. B's 4th.
3. Q. to K's 2nd. 3. P. to Q's 3rd.

The move of your Queen thus is far better than any of the
three previous marches. In this position you threaten at
once to take Black’s K. B. P. with your B., and if he retake
‘he B., to play the Q. to her B's 4th (ch.), and then capture
nis Bishop in return. At the same time, you have an oppor-
tunity, when Black, foresceing the menaced danger, attempts
to guard against it, to advance your P. to K. B’s 4th, and
thus form a gambit more advantageous io you in some
respeets than the ordinary King's Gambit. This opening is
first found in the old work, * Libro de la Invencion Liberal
y Arte del Juego del Axedres,” of Ruy Lopez (1561), and 18
usuully named after its inventor, * The Lopez Gambit.”

In reply to your move of 3. Q. to K’s 2nd, Black has at his
command three good methods of play: viz., 3. P. to Q's 3rd,
3. Q. to K’82nd. and 3. Q. Kt. to B’s 3rd, each of which has
its advocates, and shall reccive a separate examination.

4. P.to K. Bsdth 4. Kt. to K. B’s 3nd.
Tustead of 4. K. to K. B's 3rd. Black may play 4. B. takes
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K. Kt., or 4. P. takes I., but in either case the game will be
in your favour; for example, in the first place,~
4. K. B. takes K. Kt,
5. R. takes B. 5. K. Kt. to B’s 3rd.
Taking the Pawn at this point would be detrimental to him.) See (A.)
6. P. to Q’s 3rd. 6. Q. to K’s 2nd.
If he play insterd 6. Q. B. to K. Kt.”s 5th. you move 7. Q. to K. B’s 2nd.)
7. Q. Kt. to B’s 3rd. 7. Q. Kt. t6 B’s 3rd.

.He may move 7. Q. B. to K’s 3rd, upon which you exchange Bishops
and advance P, to K. B’s 5th.)

8. Q. B. to K’s 3:4d. 8. I. takes K. B. P.
9. Q. B. takes P, 9. Kt. to Q’s bth.
10. Q. to K. B’s 2nd. 10. Q. Kt. to K’s 3rd.

11. P. to K. Kt.’s 4th.
You have the advantage.
(A
5. P. takes B. P.
6. P. to Q's 4th. 6. P. to K. Kt.’s 4th.
(You may also play 6. P. to Q’s 3rd, and if he answer with 6. P. ¢n
K. Kt.’s 4th, play as in this case) :—
7. P.to K. Kt.’s 3rd. 7. P. takes P.
8. B.takes K. B. P. (ch.) 8. K. takes B.
(If he refuse to take the B., and play his K. to B’s sq , you can take the
P. with the R., and should win.)
9. Q. to K. R’s 5th (ch.) 9. K. to Kt.’s 2nd.
(If he play 9. K. to B’s sq., or K. to his 2nd, you equally take the P. with
your Q. B., and have an obvious advantage.)
10. B. takes Kt. P. 10. Q. to her 2nd.

(Should he take the R. P., you give checkmate in four moves ; and if he
interpose the Kt., you check with your B. at K. R’s 6th, and wir
easilv.)

11, R. takes P. 11. K. to B’s sq.
12. K. R. to B’s 3rd (ch.)
And you must clearly force the game in a few moves.

In the second place,—
4. P. takes B, P.

5. K. Kt. to B's 3rd. 5. P. to K. Kt.’s 4th.
6. P. to Q’s 4th. 6. B. to Q. Kt.’s 3rd.
7. P. to XK. R’s 4th. 7. P. to K. Kt.'s 5th.

M be attempt to sustain the Kt. P. with K. B. P., you take the Kt ¢
with your Kt.)
8. Kt. to his 5th. 8. Kt. to K. R’s 3rd.
?. Q. B. takes P.
Aud you have an excellent game.

e2
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You can now return to and pursue the former series o,
moves, which we left at Black’s 4th move

5. K. Kt. to B's 3rd. 5. Q. to K’s 2nd.

6. P. to Q's 5rd. 6. Q. B. to K. Kt.’s 5th,

7. P. takes P. 7. P. takes P.

8. Q. B. to K. Kt.’s 5th. 8. Q. Kt. to Q’'s 2nd.

9. Q. Kt. to Q's 2nd. 9. ('astles on Q's side,
10. Castles on*Q's side.

The positions are equal

GAME THE FOURTEENTH.

WHITE. BLACK,
1. P. to K s 4th. 1. P. to K's 4th.
2. K. B. to Q. B's 4th. 2. K. B. to Q. B's 4th.
8. Q. to K's 2ud. 3. Q. to K's 2nd.

Black’s defence here is perfectly safe, and with correct play
on both sides, the result, I think, must be an even game.

4. P. to K. B's 4th. 4. K. Kt. to B's 3rd.

5. K. Kt. to B's 3rd. 5. P. to Q's 3rd.

6. Q. Kt. to B's 3rd. 6. P. to Q. B's 3rd.

7. P.to Q's 3rd. 7. Q. B. to K. Kt.’s 5th.
8. P. to K. B's 5th. 8. Q. Kt. to Q's 2nd.

9. Q. B. to K. Kt.'s 5th. 9. P.to K. R's 8rd.
10. Q. B. to K. R's 4th. 10. P. to K. Kt.’s 4th.

You may either take the Pawn in passing, or play Q. B. to
K. B's 2nd.  The game is quite even.

GAME 1HE FIFTEENTH.
WHITE. BLACK.

1. P. to K's 4th. 1. P. to K’s 4th.
2. B. to Q. Bs 4th. 2. B. to Q. B's 4th.
3. Q. to K's 2nd. 3. Q. Kt. to B's 3rd.

Bleek’s 3rd move in this example is perhaps the best defencc
of all. It is originally given by Logez, but was little known
until its introduction by M. Calvi, in his valuable series of
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iessons in the Palaméde.” (See“Palaméde” of June, 1842,
for a comprehensive and elegant analysis of the Lopez Gambit.)
4. P.to Q. B’s 3rd. 4. K. Kt. to B's 3rd.

Instead of playing your Q. B. P., you might take the adverse
K. B. P. with your B. (ch.). (See Variation.)

5. P. to X. B's 4th. 5. B. takes K. Kt.
6. R. takes B. 6. Castles.
7. P. to Qs 3rd. 7. P. to Q's 4th.

You may also take P. with P., and the following moves are
then likely to occur:—

7. P. takes P. 7. Q. Kt. takes P.
8. K. B. to Q. Kt.’s 3rd. 8. K. Kt. takes K. P,
9. Q. takes Kt. 9. R. to K’s sq.
10. K. to Q’s sq. 10. P. to Q’s 4th.
11, Q. takes Q. P. 11. B. to K. Kt.’s 5th (ch.)
12. X, to B's 2nd. 12. Q. to K. B’s 3rd.
And although you have & Piece more, Black must win.
8. K. B. takes Q. P. 8. K. Kt. takes B
9. P. takes Kt. 9. P. takes K. B. P.
10. Q. B. takes P. 10. R. to K’s sq.

If, instead of taking the P., you play 10. Q. to X. B's 3rd,
Black answers with 10 Kt. to K's 4th. His move in the
text, of R. to K's sq., is much better than playing 10. Q. takes
P

11. B. to K's 8rd. 11. Kt. to K's 4th.

12. P. to K. R’s 3rd. 12. B. to K. B's 4th.
13. P. to Q's 4th. 13. B. to Q’s 6th.

And by afterwards moving the Kt. to Q. B's 5th, Black must
win at least a Piece.

VARIATION,
Beginning at White's 4th move.

WHITE. BLACK.
1. P. to K's 4th. 1. P. to K’s 4th.
2. K. B. to Q. B's 4th. 2. K. B. to Q. B’s 4th,
8. Q. to K’s 2nd. 3. Q. Kt. to B's 3vd.
4. K. B.takes K. B. P. (ch.) 4. K. takes B.
5. Q. to her B's 4th {ch.) 5. P. to Qs 4th.
8. Q. takes B. 6. P. takes K P.
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If you take the Q. P. with P. instead of capturing
Black may then take your K. B. P. (ch.), and a
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move Q. Kt. to Q. R’s 4th.

7. Q. to her B’s 4th (ch.)
8. Q. takes P.

And you have an inferior game.

GAMES

the Bisho Z

7. Q. B. to K’s 3rd.
8. K. Kt. to B’s 3rd.

ILLUSTRATIVE OF THE PRECEDING ANALYSES.
(From the CAess- Player’s Chromicle.)

Gaxr I—Played some years since between Messrs. Popert
and Sfaunton.

waiTE. (Mr. 8.)

W2 o0

.

9.
10.
il.
12
13.
14.
15.
16.

17.
18,

19.
20.
21.
22,
23.
24,
25,

P. to K’s 4th.

K. B. to Q. B’s 4th.

P. to Q. B’s 3rd.
K. Kt. to B’s 3rd. ¥
P. to Q’s 4th.

P. takes P.

. B. to Q's 2nd.

Q. Kt. takes B.

B. to Q's 3rd.

. t0 Q. R's 3rd.

. to Q. B’s 2nd.

to Q. B’s sq.
’s 5th.

Il

t

OQUURTOLO UL

. R.
. to

. ta
. to K.
. to Q.
. to Q’s 2nd.
les.

o
s

Kt, takes Kt.
K. to R’s sq.

23.
24,
24,

© @RS oo

BLACK. (Mr. P.)

. P. to K’s 4th.

K. B. to Q. B’s 4th,
P. to Qs 3rd.*

K. Kt. to B’s 3rd.
P. takes P,

B. checks.

. B. takes B. (ch.)

. Castles.}

. Kt. to Q. B’s 3rd.

. Q. B. to K. Kt."s 5th.
. P.to K. R’s 3rd.

. P.to Q’s 4th.

. B. takes Kt.

. Kt. to K. R’s 4th.

. P. to K. Kt.’s 3rd.

. Q. to Q’s 2nd.§

. K. to R’s 2nd.

. Q. R. to K’s sq.

. Kt. to Q’s sq.

. P, to Q. B’s 3rd.

. P. to K. B’s 4th.

. Kt. to K, Kt.’s 2nd.
K. Kt. takes P,

P, takes Kt.

K. R. to K. Kt.”s sy.

¥ Not so0 good a move as K. Kt. to B’s 3rd, or Q. to K. Kt.’s ith.

+ P. to @’s 4th would perhaps have been stronger play.

$ P. to Q’s 4th is a better move at this point.

; lntendmg, if the Q. Kt. P. should be played on his Kt., to move

QL0

K. Kt.’s 5th
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26. Q. R. to Q. B’s sq.
27. Q. to Q. B’s 2nd.
28. K. R. to K. Kt.”s sq.
29. R. takes R.

20. R. to K. Kt.’s 5q. (ch.)
31. Q. to K. B’s 2nd.

32. B. to X’s 2nd.

33. Q. to K. R’s 4th.

34. B. to K. R’s 5th.

88. R. to K. Kt.”s 3rd.

36. B. to K. Kt.’s 6th.f

37. B. to K. B’s 7th.

38. R. takes Q.

39. K. to Kt.’s 2nd, and wius.

26. Q. to K. B's 2u.d.
27. Q. R. to K. B’s sq.
28. Kt. to K’s 3rd.
29. K. takes R.

30. K. to R’s sq.

31. Q. to K, R’s 4th.¥
32. Q. to K. B’s 2nd.
33. Q. to K. R’s 2nd.
34. Kt. takes Q. P.

35. P. to Q. Kt.’s 3rd.
36. Q. to K. Kt.'s 2nd.
37. R. takes B.1

38. K. takes R.

GaME II.—Between two London Amateurs.

WHITE,
1. P. to K’s 4th,
2. K. B. to Q. B’s 4th.
3. P. to Q. B’s 3rd.
4. Q. to K. B’s 3rd.
5. K. Kt. to K’s 2nd.
6. P, to Q’s 4th.
7. P. takes P,
8. P. to K’s 5th.
9. P. to K’s 6th.
10. Q. Kt. to B’s 3rd.
11. K. Kt. to K. B’s 4th,
12. Q. B. to K’s 3rd.
13. Q. R. to Q’s sq.
14. P. to K. R’s 4th.
15. P. to K. R’s 5th.
16. Q. Kt. to Q’s 5th,
17. Kt. takes Kt.
18. Kt. to K. Kt.’s 6th (ch.)
19. P. takes P. (dis. ch.)

BLACK.
1. P. to K’s 4th.
2. K. B. to Q. B’s 4th.
3. Q. to K. Kt.’s 4th.
4. Q. to K. Kt.’s 3rd.
5. P. to Q’s 3rd.
6. P. takes P.
7. B. to Q. Kt.’s 3rd.
8. K. Kt. to K’s 2nd.
9. P. to K. B’s 3rd.
10. Castles.
11. Q. to K’s 8q.
12. Q. Kt. to Q. B's 3rd
13. K. to R’s 8q.
14. Q. Kt. to @’s 8q.
15. P. to K. B’s 4th.
16. Q. B. takes P.
17. Q. takes Kt.
18. P. takes Kt.

And White gives checkmate in three moves.

Game IIT—DPlayed between the London and Edinburgh
Chess Clubs in 1824.

EDINSURGH.
1. P. to K’s 4th.

2. B. to Q. 8’s 4th.
3. P. to Q. B’s 3rd.

LONDON.
1. P. to K’s 4th.
2. B. to Q. B’s 4th.
3. Q. to K’s 2nd.

* A lost move.

+ It would have been more decisive if played to K. B’s 7th at once.
3 If the Q. takes B., mate follows in three moves.
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4. K. Kt. to B’s 3rd. 4. P. to Q's 3rd.
5. P. to Q’s 3rd. 5. K. Kt. to B's 3rd,
6. Q. to K’s 2nd.* 6. Castles.
7. Q. B. to K. Kt.’s 5th. 7. P.to K. R’s 3rd.$
8. Q. B. to K. R’s 4th. 8. Q. B. to K’s 3rd.
9. K. B. to Q. Kt.’s 3rd. 9. B. tukes B.
10. Q. R. P. takes B. 10. Q. Kt. to B’s 3rd.
11. Q. Kt. to Q’s 2nd. 11. Q. to K’s 3rd.
12. P. to Q. Kt.'s 4th. 12, B. to Q. Kt.’s 3rd.
13 B. takes Kt. 13. Q. takes Kt.
14. Q. Kt. to Q. B’s 4th. 14. Q. to K’s 3rd.
15. K. Kt. to R’s 4th. 15. Kt. to K's 2nd.
16. P. to K. Kt.’s 4th. 16. Kt. to K. Kt.’s 3rd.3
17. Kt. takes Kt. 17. P. takes Kt.
18, Castles on K’s side. 18. K. R. to B’s 5th.
19. P. to K. R’s 3rd. 19. Q. R. to K. B’s sq.
20, Kt. takes B. 20. Q. R. P. takes Kt.
21. P, to K. B’s 3rd. 21. Q. to K. B’s 3rd.
22. K. to Kt.’s 2nd. 22. P. to Q. B’s 3rd.
23. K. R. to B's 2nd. 23. P. to Q. Kt.’s 4th.
24, Q. to K's 3rd. 24. P. to K, R's 4th.
25. K. to Kt.’s 3rd. 23. Q. to K. Kt.’s 4th.§
26. Q. R. to K’s sq. 26. K. to R’s 2ud.}|
27. Q. to K’s 2nd. 27. Q. R. to K. R’s sq.
28. Q. to K's 3rd. 28. K. to Kt.’s sq.
29. K. R. to his 2nd. 29. K. R. P. takes P.
30. R. P. takes P.§ 30. R. takes B. P. (ch.)
31. K. takes R.** 31. Q. takes Q. (ch.)
32. K. takes Q. 32. R. tukes R.
33. R. to Q. R’s sq. 33. R. to R’s 6th (ch.)
34. K. to his 2nd. 34. R. to R’s 7th (ch.
35. K. to his 3rd. 35. R. to R's 6th gch.g

The game was declared drawn.

Game IV.—Played some years ago between Mr. Staunten
and one of the finest players in Europe.

waITE. (Mr. 8.) BLACK. (Mr.—)
1. P. to K’s 4th, 1. P. to K’s 4th.
2. B. to Q. B’s 4th. 2. B. to Q. B’s 4th.

* Castling would perhaps have been better play.

+ A little like lost time,

1 P. to Q’s 4th would certainly have been a stronger move.

§ Threatening to win the adverse Q.

I Q. to K. R’s 3rd appears a good mode of contiauing the attack.

€ If they had taken with K. B. P., London would have played Q t¢
K. R’s 5th (ch.), and then taken K. Kt. P. with the K. R.

** Much better than taking with the Q.
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8. P.to @ B's 3rd. 3. Q. Kt. to B’s 3rd.
4. K. Kt. to B's 3rd. 4. P. to Q’s 3rd.*
5. P, to Q’s 4th. 5. P. takes P,
5. P, takes P, 6. B. to Q. Kt.'s 3rd.
7. Castles. 7. Q. B. to K. Kt."s 5th.
8. Q. to her Kt.’s 3rd. 8. Q. B. to K. R’s 4th.
9. P. to K’s 5th, 9. P, takes P.
10. P, takes P, 10. K. Kt. to K’s 2nd.
11. P. to K’s 6th. 11. Castles.
12, P. takes P. (ch.) 12. K. to R’s sq.
13. K. Kt. to K. Kt.’s 5th. 13. Q. Kt. to Q’s 5th.
14. Q. to K. R’s 3rd. 14. B. to K. Kt.’s 3rd.
15. Q. Kt. to Q. R’s 3rd. 15. K. Kt. to K. B’s 4th.
16. Q. B. to K. B’s 4th. 16. Q. to K. B’s 3rd.
17. Q. R. to K’s sq. 17. K. Kt. to R’s 3rd.
18. K. Kt. to K's 6th. 18. B. to K. B’s 4th,
19. Kt. takes R. 19. K. Kt. takes P.+
20. Kt. tukes K. R. P. 20. B. takes Kt.
21. Q. to her 7th. 21, Q. takes B.
22, B. takes Kt. 22. B. to K. B’s 4th.
23. R. to K’s 8th (ch.) 23. R. takes R.
24, Q. takes R. (ch.) 24. K. to R’s 2nd.
25. Q. to K. Kt.’s 8th (ch.) 25. K. to R’s 3rd.
26, Q. to K. R’s 8th (ch.) 26. B. to K. R’s 2nd.
27. B. to K. Kt.’s 8th.

Black resigned in a few moves.

GaMe V.—TrE LoPrz GamBir.—Between Messrs. De la
Bourdonnais and Mc Donnell.

wHITE. (M. Dela B.) BLACK. (Mr. MeD.)
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. B. to Q. B’s 4th. 2, K. B. to Q. B’s 4th.
3. Q.to K’s 2nd. 3. K. Kt. to B’s 3rd.
4. P. to Q’s 3rd. 4. Q. Kt. to B’s 3rd.
J. P. to Q. B’s 3rd. 5. Q. Kt. to K’s 2nd.
6. P. to K. B’s 4th. 6. P. takes P.
7. P. to Q’s 4th. 7. K. B, to Kt.’s 3rd.
8. Q. B. takes P, 8. P. to Q’s 3rd.
9. K. B. to Q’s 3rd. 9. Q. Kt. to K. Kt.’s 3rd.
10. Q. B. to K’s 3rd. 10. Castles.
11, P. to K. R’s 3rd. 11. K. R. to K’s sq.
12. Q. Kt. to Q’s 2nd. 12. Q. to K's 2nd.

* The position is that of the Ginoco Piano,—Black should have bronght
sut his K. Kt. to B’s 3rd.

1 Had he taken the Q., White would have won essily,

1 In this opening it is not advisable for the second player to take tbs
kambit P. with his K. P.
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13. Castles on Qs side. 13. P. to Q. B's 4th,
14. K. to Kt.’s sq. 14. P. takes P.

15. P, takes P. 15. P. to Q. R’s 4th.
16. K. Kt. to B’s 3rd. 16. Q. B. to Q’s 2nd.
17. P. to K. Kt.’s 4th. 17. P. to K. R’s 3rd.
18. Q. R. to K. Kt.’s sq. 18. P. to Q. R’s 5th.
19. P. to K. Kt.’s 5th. 19. P. takes P.

20. B. takes P. 20. P. to Q. R’s fith,
21. P. to Q. Kt.’s 3rd. 21. Q. B. to his 3rd.
22, Q. R. to K. Kt.’s 4th. 22. K. B. to Q. R’s 4th.
23. P. to K. R's 4th. : 23. B. takes Q. Kt.
24. Kt. takes B. 24. Q. R. to his 4th.
25. P. to K. R’s 5th. 25. R. takes B.

26. R. tdzes R. 26. Kt. to K. B’s 5th.
27. Q. to K. B’s 3rd. 27, Kt. takes B.

28. P. to Qs 5th. 28. Kt. takes Q. P.
29. K. R. to K. Kt.’s sq.* 29. Kt. to B’s 6th (ch.)
30. K. to R’s sq. 30. B. takes K. P.

31. R. takes K. Kt. P. (ch.) 31. K. to R’s sq.

32. Q. to K. Kt.’s 3rd. 32. B. to K. Kt.’s 3rd
33. K. R. P. takes B. 33. Q. to K’s 8th (ch.)
34. R. takes Q. 34. R. takes R. (ch.)
35. Q. takes R. 35. Kt. takes Q.

36. R. to R’s 7th (ch.) 36. K. to Kt.’s 8q.

37. P, takes K. B. P. (ch.) 37. K. takes R.

38. P. one, becoming a Queen. 38. Kt. mates.

GaME VI.--Tue Loprez GaMBIT.
WHITE. BLACK.

1. P, to K’s 4th. 1. P. to K’s 4th.

2. K. B. to Q. B’s 4th. 2. K. B. to Q. B’s 4th.
3. Q. to K’s 2nd, 3. Q. Kt. to B’s 3rd.
4. B. takes K. B. P. (ch.) 4. K. takes B.

5. Q. to her B’s 4th (ch.) 5. P. to Q's 4th.

® This portion of the game is full of interest and instruction, and is
remarkably well played.

+ White loses the game by this move. The following variation, by the
writer, was published some years since, and seems to prove that White
might have won easily from this point :—

33. Q. to K’s 8th (ch.)
34. Kt. to Q. Kt.’s sq. 34. Q. takes Q.
35. R. to K. R’s 7th (¢h.) 35. K. to his Kt.’s sq.
(If White take the Queen instead of c};ecking with his R., he loses the
game.
86. P. takes K. B. P. (ch. ) 36. K. takes R.
37. R. to K. R's sq. (ch.) 37. K. to Kt.’s 2nd.
38. P. takes R., becoming a Q., and wins.
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. Q. takes B.

8
7.
8
9.
10
11

12 Q. takes K. Kt. P,
13. Q. to K’s 3rd.

14. Q. to K’s 2nd.

15. Q. Kt. to B’s 2nd.
16. Q. Kt. to K’s 3rd.
17. Q. P. takes Kt.
13. Q. to K. B's sq.
19. Q. to K’s 2nd.
22, Kt. to R’s 3rd.
21, Kt. to K. B’s 4th.
22. K. to his B’s sq.

6. P, takes P.

7. Q. B. to K’s 3rd

8. K. Kt. to B’s 3rd.

9. Q. Kt. to Q’s 5th.
10. P. to K’s 5th.
11. P. to K. Kt.’s 4th.*
12. K. R. to K. Kt.’s ¢q,
13. Q. Kt. to K. B’s 4th,
14, R. takes K. Kt. P,
15. Q. to her 3rd.
16. Kt. takes Kt.
17. Q. R. to K. Kt.’s sy.
18. Q. R. to Q’s sq.
19. Kt. to his 5th.
20. Kt. to K'’s 4th.
21. Kt. to K. B’s 6th (ch.}

And Black can checkmate in six moves.

Game VII.—Between Messrs. Cochrane and Staunton.

write. (Mr. 8.)

. P. to K’s 4th.
. B. to Q. B's 4th,
. K. Kt. to B’s 3rd.
. P.to Q. Kt.’s 4th.}
. P. to Q. B’s 3rd.
. Castles.

7. P. to Q’s 4th,

8. K. Kt. takes P.

9. P. takes Kt.
10. P. to Q. R’s 4th.
11, P. to Q. R’s 5th.
12. Q. to her Kt.’s 3rd.
13. Q. B. to Q. R’s 3rd.
14. Q. Kt. to Q. B’s 3rd.
15. Q. Kt. to K’s 2nd.
16. P. to K’s 5th.

17. K. B. to Q’s 3rd.
18. Q. to her Kt.’s 4th.

[ R N U S

Brack. (Mr. C.)

1. P. to K’s 4th.

2. B. to Q. B's 4th.

3. Q. Kt. to B’s 3rd.

4. B. takes Q. Kt. P,

5. B. to Q. R’s 4th.

6. B. to Q. Kt.'s 3rd.

7. P. takes Q. P.

8. Kt. takes Kt.

9. P. to @'s 3rd.
10. P. to Q. B’s 3rd.

11. K. B. to Q. B’s 2nd.}
12. Q. to K’s 2nd.
13. Q. to K. B’s 3rd.

14. Q. to K. Kt.’s 3rd.
15. K. Kt. to X. R’s 3rd.
16. P. to Q’s 4th.

17. Kt. to K. B’s 4th.
18. K. B. to Q’s sq.

* The game from this point forward is admirably conducted by Black.
1t We have now the same position brought about which occurs in tha

Evans’ Gambit.

1 If be had taken the P., Black, by taking the K. B. P. with his B
checking, and when the K. took the B., playing Q. to K. R’s 5th (ch.)
would have gained a more valuable P. in return, and have deprived lis

Sppunent of the privilege of casthng.
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19. Q. to her Kt.’s sq, 19. Q. to K. R's 4th.

20. Kt. to K. Kt.’s 3rd. 20. Kt. takes Kt.

21. K. B. P. takes Kt. 21. K. B. takes Q. R. P.
22. K. B. to K. B’s 5th, 22. K. B. to Q. Kt.’s 3rd.
23, Q. to her Kt.’s 4th, 23. Q. to K. Kt.’s 4th.
24. K. B. takes Q. B. 24. Q. R. takes B.

25. P. to K's 6th. 25. P. takes P,

White announced mate in eight moves.

Game VIIL.—Between Messrs. Walker and Daniela

wuite.  (Mr. W.) prack. (Mr. D.)

1. P. to K's 4th. 1. P. to K’ 4th.

2. B. to Q. B’s 4th. 2. B. to Q. B's 4th,

3. P. to Q. B’s 3rd. 3. P. to Q’s 4th.

4. B. takes Q. P. 4. K. Kt. to B’s 3rd.

5. Q. to her Kt.’s 3ra. 5. Castles.

6. K. Kt. to B’s 3rd. 6. P.to Q. B’s 3rd.*

7. B. takes K. B. P. {(ch.) t 7. R. takes B.

8. Kt. takes K. P. 8. Q. to K’s 2nd.

9. Q. takes R. (ch.) 9. Q. takes Q.
10. Kt. takes Q. 10. K. takes Kt.
11. P. to Q’s 4th. 11. B. to Q. Kt.’s 3rd.
12. P. to K. B’s 3rd. 12. Q. B. to K’s 3rd,
13. Q. B. to K’s 3rd. 13. Q. Kt. to R’s 3rd.
14. K. to B’s 2nd. 14. Q. Kt. to B’s 2nd.
15. Q. Kt. to Q’s 2nd. 15. P. to K. Kt.’s 3rd.
16. P. to K. Kt.’s 4th. 16. K. to Kt.’s 2nd.
17. P. to K. R’s 4th. 17. R.to K's s
18. P. to K. R’s 5th. 18. Q. B. to K B's 2nd.
19. P. takes P. 19. Q. B. takes P.
20. Q. R. to K. Kt.’s sq. 20. Q. Kt. to K’s 3rd.
21. Q. Kt. to Q. B’s 4th. 21. B. to Q. B’s 2ud.
22, P. to K’s bth. _ 22. K. Kt. to Qs 4th.
23. B. to K. R’s 6th (ch.) 23. K. to B’s 2nd.
24, K. to Kt.’s 3rd. 24. P. to Q. Kt.’s 4th.
25, Kt. to K’s 3rd. 25. Kt. takes Kt.
26. B. takes Kt. 26. P. to Q. B’s 4th.
27. P. to K. B’s 4th. 27. P. takes P.
28. P. takes P. 28. Q. B. to Q's 6th.
29. P. to K. B’s 5th.

Black resigns.

® This is not advisable. It would be better to take B. with Kt.
+ The notion of this sacrifice originated with Messrs. Henderson an
Williams, of Bristol, during an examination of the present opening.
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Gamz IX.—Played by corrcspondence between Berlin and

Posen.
wuite. (Posen.)
P. to K'’s 4th.
B. to Q. B’s 4th.
K. Kt. to B’s 3rd.
Kt. takes P.
K. B. to Q. Kt.’s 3rd.
Kt. takes K. B. P.
K. R. to B’s sq.

BLACK. (Berlin.)

1. P. to K’s 4th.

2. K. Kt. to B’s 3rd.
3. Kt. takes P.

. P, to Q’s 4th.

Q. to K. Kt.’s 4th.
. Q. takes K. Kt. P,
7. Q. Kt. to B’s 3rd.

o o

8. P.to Q. B’s 3rd. 8. K. Kt. to Q. B’s 4th,
9, P. to Q’s 4th. 9. Kt. takes B.
10. K. Kt. takes K. R. 10. Q. to K’s 5th (ch.)
11. Q. to K’s 2nd. 11. Q. takes Q. {ch.)
12. K. takes Q. 12. Kt. takes R.
13. K. R. to K. Kt.’s sq. 13. Q. B. to K. B’s 4th.
14. Q. Kt. to Q's 2und. 14. Castles.

Kt. to K. B’s 3rd. 15. R. to K’s sq. (ch.)

16. B. to K’s 3rd. 16. Q. Kt. to Q. B's 7tb
17. K. Kt. to K. B’s 7th. 17. Kt. takes B.

18. P. takes Kt. 18. P. to K. Kt.’s 3rd.
19. P. to K. R’s 4th. 19. R. to K’s 2nd.

20. K. Kt. to K’s 5th. 20. Kt. takes Kt.

21. Kt. takes Kt. 21. K. B. to K. Kt.’s 2ud.
22. Kt. to K. B’s 3rd. 22. R. to K’s bth.

23. P. to K. R’s 5th. 23. K. B. to R's 3rd.

And Berlin wins.

Game X.—Between V. H. der Laza and Dr. B.

whiTE. (Dr. B.) BLack. (V.H.d. L)

1. P. to K’s 4th. 1. P. to K’s 4th.

2. B. to Q. B’s 4th. 2. K, Kt. to B’s 3rd.

3. P. to Q's 4th. 3. P. takes Q. P,

4. P. to K’s 5th. 4. P. to Q’s 4th.

5. B. to Q. Kt.’s 3rd. 5. Kt. to K’s 5th.

6. K. Kt. to B’s 3rd. 6. B. checks.

7. P. to Q. B’s 3rd. 7. P. takes P.

8. Castles. 8. P. takes Q. Kt. P.

9. Q. B. takes P. 9. Q. B. to K’s 3id,
10. K. Kt. to Q's 4th. 10. P. to Q. B’s 4th.
11, Kt. takes B. 11, P. takes Kt.
12. P. to K. B’s 3rd. 12. K. Kt. to his 4th,
13. P. to B’s 4th. 13. Kt. to K’s 5th.
14. P. to R’s 5th. 14. P. to Q. B’s 5th,
15. B. to Q. R’s 4th (ca.)* 15. Q. Kt. to B’s 3nd,

® Q. to K. R's 5th {ch.), appeats a stronger move.
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16. P, takes K. P.* 16. B. checks,

17. B. to Q’s 4th. 17. Q. to her Kt ’s 3rd.
18. B. takes B. 18. Q. takes B. (ch.)
19. K. to R's sq. 19. Kt. to K. B's 7th (oh.)
20. R. takes Kt. 20. Q. takes R.

21. Q. Kt. to B’s 3rd. 21. Castles on K’s side.
22. Kt. takes Q. P. 22. Q. R. to K’s sq.

23. P. to K's 7th. 23. K. R. to K. B’s 4th,
24. B. to Q. B’s 2nd. 24. K. R. takes P.

25. P. to K. R’s 3rd. 25. Kt. takes P.

26. Kt. takes Kt. (ch.) 26. Q. R. takes Kt.

White surrenders.

CuarteR II.

GAME THE FIRST.

Tue King's Kn1eur’s Derence 1N King's Bisnor's

OPENING.
WHITE. RLACK.
1. P. to K's 4th. 1. P. to K's 4th.
2. K. B. to Q. B's 4th. 2. K. Kt. to B's 8rd.

K. Kt. to B's 3rd is the defence most highly approved by
Jaenisch and the writers of the German * Handbuch,” who
consider it so powerful a retort, as to wrest from White at
once the advantage of the move, and thus prove the compa-
rative feebleness of the long-established method of beginning
the attack with B. to Q. B's 4th at the sccond move.
Although of opmion that playing the Kt. is a safe defenee,
I am not prepared to estimate it as so much superior to the
old move of B. to Q. B's 4th, as these able writers assume it
to be, especially since I find in their admirable analyses of the
two defences, that the result, with the best play on both sides,
13 in either case an equal game. The chief works deserving
consultation upon this particular opening, are—Greco (Hir-
shell's edition), pp. 63—105; Lolli, pp. 189—201; Cozie
(1st vol.), pp. 326, 345; (2nd vol.), pp. 102, 313, 318, 344;
Ponz am (1782}, p. 79; Allgaier (Tab. iii.); Bledow (1843),
pp- 3—23, £0; Lewis (1844), pp. 37—39; Walker (1846),

¥ Again, checking with the Queen seems preferable.
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111; “Palaméde” (1842), (2nd vol.), pp. 100—145; the
German “Handbuch;” and the collection of openings and
games in the * Chess-Player’s Chronicle.”

3. P. to Q's 4th. 3. P. takes P.

3. P.to Q's 4th is the move which forms the centre gambit of
Ponziani, a mode of play which is censured by Jaenisch, bat
which may yet, I think, be adopted by you with perfeet
security, if not with any striking advantage. Instead of so
playing, you have the cheice of 3. P. to Qs 3rd, or P. to
K. B’s 4th, 3. K. Kt. to B's 3rd, and 3. Q. Kt. to B's 324,
each of which will be examined in the present Chapter. (See
the next and the two succecding games.) In answer to your
third move in the text, Black may play 3. P. to Q. B's 3rd
without danger, or 3. K. Kt. takes P., but the result in the
latter case would be favourable to your game. (e. g.)
3. Kt. takes K. P,

4. P. takes P. t. B. to Q. B's 4th.
5. B. takes K. B. P.(ch.) 5. K. to B’s sq.

(If K. take B., you play Q. to her 5th (ch.), and then take the Kt.)
6. Q. to K. B’s 3rd.
You have the better game.
4. P. to K’s 5th. 4. P. to Q's 4th.

You may also, for your 4th move, take the P. with your Q.;
the game then, in a fow moves, becoming equal ; for example,—

4. Q. takes P. 4. Q. Kt. to B’s 3rd.
5. Q. to K’s 3rd. 5. B. to Q. Kt.’s 5th (ch.)
6. B. to Q’s 2nd. 6. Castles.
You have certainly no disadvantage.
5. B. to Q. Kt.’s 3rd. 5. Kt. to K's 5th.

Neither taking the Kt. nor checking with the Bishop 1s
advisable for you at this point. It is much better to retire
the latter to Kt.'s 8rd.

6. K. Kt. to K’s 2nd. 6. P. to Q. B's 4th.
If you move 6. K. Kt. to B's 3rd, Black will have the superior
game; for suppose,—

6. K. Kt. to B’s 3rd. 6. K. B. to Q. Kt.’s 5th (cb )
7. P. to Q. B’s 3rd. 7. P. takes P.

8. Castles. 8. P. takes P.

£, Q. B. takes P. 9. Q. B. to K’s 3rd.

And he has the advantage.
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7. P.to K. B'= 3rd. 7. Kt. to K. Kt.'s 4tn.
8. Kt. to K. B's 4th. 8. P. to Q. B's 5th.
9. B. to R's 4th (ch.) 9. Q. Kt. to B's 8rd.
10. B. takes Kt. (ch.) 10. P. takes B.
11. Q. takes doubled P. 11. Kt. to K's 3rd.
12. Kt. takes Kt. 12. K. B. P. takes Kt.
13. Castles. 13. P. to Q. B's 4th.

These moves are given by Jaenisch and the “ Handbuch,” and
White is now made to play 14. Q. to K B’s 2nd, after which
the game is speedily dismissed as favourable for Black. This
retreat of the Queen, which would be feasible enough it
Black, at his 12th move, tuke the Kt. with the Q. B., appears
to me unnecessary, and much inferior to playing her to
K. Kt.’s 4th, where she would be well stationed, and for some
time could act as a powerful constraint upon the development
of Black's forces.

GAME THE SECOND.

WHITE. BLACK.
1. P. to K's 4th. 1. P. to K’s 4th.
2. K. B.to Q. B's 4th. 2. K. Kt. to B's 3rd.
3. P. to Qs 3rd. 3. K. B. to Q. B's 4th.

Your present move is less immediately attacking than 3. P. to
Q’s 4th, but it is thought preferable by some players.

4. K. Kt. to B's 3rd. 4. P. to Q’s 3rd.
You might now get a menacing, but somewhat hazardous,
game, by playing 4. P. to K. B's 4th, and pursuing it as
follows :—

4. P. to K. B's 4th. 4. P. to Q’s 4th,
(If he play this P. one sq., you reply with 5. P. to Q. B’s 3rd.)
5. B. takes Q. P. 5. Kt. takes B.
(It is much better to teke the Q. P. with Bishop, than with the K. P.)
6. P. tukes Kt. 6. Q. takes P.
7. K. Kt. to B’s 3rd. 7. P. takes P,
8. B. takes P. 8. Castles.

Black has a good game, and will have a better if you take the Q. B, P.
At your 7th move, instead of K. Kt. to B's 3rd, you might play Q@ to
K. B’s 3rd, and equalize the positions.

5. P.to Q. B's 3rd. 5. Castles,

6. P.to Q. R’s 4th. 6. P. to Q. Rs 4th.

The game 18 even.
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GAME THE THIRD.

WHITE. BLACK.
v P. to K's 4th, 1. P. to K's 4th.
2. K. B. to Q. B's 4th. 2. K. Kt. to B's 3rd.
3. P. to K. B’s 4th. 3. P. to Q's 4th.

Your 3rd move is censured by Caivi, but it may be played
apparently without any dangerous consequences, and with
mutually correct moves afterwards, must lead to an equal
ame.
8 Black’s best reply, I believe, is to throw forward his Q. ©.,
as above; if he play, as some authorities advise, 3. Kt. takes
K. P., you must not move 4. Q. to K. B's 3rd, on account of
4. P. to Q’s 4th, but you may play 4. P. to Q's 3rd, and the
game would probably be followed thus :—
3. Kt. takes K. P,

4. P. to Q’s 3rd. 4. Q. to K. R’s bth (ch.)
5. P. to K. Kt.’s 3rd. 5. Kt, takes K, Kt. P,
6. K. Kt. to B’s 3rd. 6. Q. to K. R’s 4th,

¢If be play 6. Q. to K, R’s 3rd, you take K, P. with P., and pursue the
attack as in the present case.)

7. R. to K. Kt.’s sq. 7. Kt. to K. B's 4th.
8. R. to Kt.”s bth. 8. Q. to K. R’s 6th.
Y. B. takes K. B. P.(ch.) 9. K. tahes B.
10. R. to K. R’s 5th. 10. Q. to K. Kt.’s 7th.
{H obviously loses his Q. by taking the Rook, or going to Kt.’s &b
with her.)
11. R. takes Kt. (ch.) 11. K. to his sq.

{The German ¢ Handhuch” here makes White, for his 12th move, take
P. with R. (ch.), Black interposing his B., and the game is given up s
equal; but, I believe, you have an advantage, considering that Black’:
King has moved, by playing)—

12. R. to K. Kt.’s 5th. 12. Q. to R’s 6th (best)
13. R. to K. Kt.’s 3vd. 13. Q. to R’s 4th (best)
14. Q. (0 K’s 2nd.

I prefer your game.

4. P. takes Q. P. 4. P. takes B. P.
5. P. to Q's 4th. 5. B. to K. Kt.'s 5u..

If’ you play 5. Q. to K's 2nd (ch.), he answers with &, B, ta
K's 20d  and the positions are even.

6. K Kt. to B’s 3rd.
There is no advantage on either side.
Q
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GAME THE FOURTH.

WHITE. BLACK.
1. P. to K's 4th. 1. P. to K's 4th.
2. B. to Q. B's 4th. 2. K. Kt to B's 8rd.
3. K. Kt. to B's 3rd. 3. Kt. takes K. P.

You have also, as was previously observed, beside the pre-
sent move, and the two moves just cxamined, the option of
playing here 3. Q. Kt. to B's 3rd, by which you may obtain
an opening fully equal to your opponent’s, as may be briefly
xhown before proceeding further ; suppore then,—

3. Q. Kt. to B’s 3rd. 3. K. B. to Q. B’s 4th.

4. K. Kt. to B’s 3rd. 4. P. to Q's 3rd.

The game is even.

Black’'s move of 3. Kt. tukes K. P. is extolled by Jaenisch
and the German “ Handbuch,” as the veritable mode of play.
If instead. he move 3. Q. Kt. to B's 3rd, you have the * Two
Knights’ Opening,” a game very favourable for the first
player (see page 142).

4, P. to Q's 8rd. 4. Kt. to Q's 3rd.

For the result of your playing 4. Q. to K’s 2nd, sce Petroff's
defence to the Knight's opening, page 82, where this posi-
tion occurs. 'We have there remarked that if, for your 4th
move, you take K. P. with Kt., Black replics with 4. P. 1o Q's
4th, and, when the B. retrcats, by moving Q. to K. Kt.’s 4th,
he will have the better game. The following variation will
show this clearly :—

4. Kt. takes K. P. 4. P. to Q’s 4th.

5. B. to Q. Kt.’s 3rd. 5. Q. to K. Kt.’s 4th.
6. Q. to K’s 2nd. 6. Q. takes K. Kt. P,
(He may alvo with advantage take the Kt.)

7. R. to K. B's sq. 7. Q. B. to K’s 3rd.
8. P. to Q’s rd. 8. Kt. to K. B’s 3rd.

{If you check with the Q. at Kt.’s 5th, and then capture the Kt. F.,
Black wins easily by playing Q. B. to K. R’s 6th.)

9. Q. B. to K. B’s 4th, 9. K. B. to Q" 3rd.
10. Q. Kt. to B’s 3rd. 10. Q. Kt. to Q’s 2na.

11. Castles. 11. Kt. takes Kt.
12. B. takes Kt. 12. K. R. takes B.
13. Q. takes B. 13. P. to Q. B’s 3rd.

14. R. to K. Kt.’s sq. 14. Q. takes B. P.
15. Q. R. to K. B’s sq. 15, Q. to K. R’s %tn
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16. R. takes K. Kt. P. 16. Q. to K. R’s 3rd “ch.\
17. R. to K. Kt.’s 5th. 17. K. R. to Kt.”s sq.

Black has an advantage.
Let us now return to the original theme, and proceca
from the 4th move.

5. Kt. takes K. P. 5. Kt. takes B.

6. Kt. takes Kt. 6. P. to Q's 4‘h.

7. Kt. to K’s 5th. 7. K. B. to Qs 31
8. P. to Qs 4th. 8. Castles.

9. Castles. 9. . to XK. Bs 8rb
10. Kt. to K. B’s 3rd.

Neithe: varty can boast of advantage.

Cuarren 111
COUNTER GAMBIT IN THE KING’S BISIIOP’S OPENING.

Turs ingenious reply to the Bishop's opening, which con.
sists in Black’s moving K. B. T. to B's 4th sq. at his 2nd
move, first occurs in the valuable games of Greco; it hus been
subsequently examined by Cozio, Allguier, Lewis, Juenisch,
who has devoted great attention to it, the German * Hand-
buch,” and the * Chess-Player’s Chronicle.”

GAME THE FIRST.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K's 4th.
2. K. B. to Q. B’s 4th. 2. P. to K. B’s 4th.

You have now the choice of refusing or accepting the gambit-
the former is the more judicious mode of operating, and the
consequences arising from it will be shown in this game,
while the result of your accepting the gambit shall be con-
sidered in the next.

3. P. to Q's 3rd. 3. K. Kt. to B’s 3rd.

This, according to Jacnisch and the Germen * Ilandbuch.”
18 your best move for declining the gambit. You may, how
ever, with advantage play 3. P. to Q's 4th, or 3. K. Kt.
B's3rd, or 3. P. to Q. B’s 3rd, as in Variationl.; or 3. K B
takes Kt., as in Variation I

Q2
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4. P. to K. B's 4th. 4, K. P. takes P.

If instead of this move you play 4. K. Kt. to B's 3rd, Black
can answer with 4. P. to Q. B’s 3rd, and the game proceed
thue :—

4. K. Kt. to B’s 3rd. 4. P. to Q. B's 3rd.
5. Castles. 5. Q. to B’s 2nd.
6. K. Kt. to his 5th. 6. K. B. to Q. B’s 4th.
7. K. to R’s sq. 7. P. to K. R’s 3rd.
€. Kt. to K. B’s 7th. 8. R. to K. B’s sq.
9. P. to K. B’s 4th. 9. P. to Q's 3rd.
He has the better game.
5. Q. B. takes P. 5. P. takes K. P.

Black may play 5. P. to Q’s 4th, but still the advantage will
be with you. (e. g.)
5. P. to Q’s 4th.
6. P. takes Q. P. 6. Kt. takes P.

7. Q. to K’s 2nd (ch.) 7. Kt. to K’s 2nd.
8. K. Kt. to B’s 3rd.

&c., &c.

8. Q. P. takes P. 6. Q. to K's 2nd.

7. P. to K’s 5th. 7. P. to Qs 3rd.

8. Q. to X's 2nd. 8. P. takes P.

9. B. takes P. 9. P. to Q. B’s 3rd.
10. K. Kt. to B's 3rd.

You have a better developed opening.
Variarion L.,
Beginning at White's 3rd move.
WHITE. BLACK.

1. P. to K's 4th. 1. P. to K’s 4th,

2. X. B. to Q. B’s 4th. 2. P. to X. B's 4th.
3. P. to Q's 4th. 8. P. takes Q. P. (besy;

Your move of 3. P. to Q’s 4th is more attacking than 3. P.
to Q's 8rd, and gives you I think an advantage in the open-
ing. At this point you may also adopt 3. P. to Q. B's 8rd
or 3. K. Ku. to B's 3rd without danger. In the first place,—

3. P. to Q. B’s 3rd. 3. K. Kt. to B’s 3rd.
4. P. to Q’s 4th, 4. Kt. takes K. P.
5. P. takes K. P. 5. Q. K.. to B's 3rd.
6. Q. to her 5th. 6. Q. to K's 2na.

The game is about even.
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Tu the sceond place,~—

3. K. Kt. to B’s 3rd. 3. P. to Q. B’s 3rd.

4. P. to Q’s ath.

You have a better opening.
4. Q. takes P. 4. Q. Kt. to B's 3rd.
You may likewise play 4. B. takes Kt., followed by &. Q.

takes P., or, which I think best, 4. B. takes Kt., and then
5 P.takes K. B. P. For example, in the first place,—

4. B. takes Kt. 4. R. takes B.
5. Q. takes P. 5. Q. Kt. to B’s 3rd.
6. Q. to her B's 4th. 6. Q. Kt. to K’s 2nd.

If he retreat the Rook. you still play
7. Q. Kt. to B’s 3rd.
And have, I think, a slight advantage.
In the second place,—
4. B. takes Kt. 4. R. takes B.

5. P. takes K. B. P. 5. Q. to K. B’s 3rd.
6. K. Kt. to K’s 2nd.

And again your ganie appears to me to be safer than his.
5. Q. to K's 3rd. 5. P. takes P,
6. Q. takes P. (ch.) 6. Q. to K's 2nd.
The game is even.
Variarion II.,
Beginning also at White's 3rd move.

WHITE. BLACK.
1. P. to K’s 4th 1. P. to K's 4th.
2. K. B. to Q. B's 4th 2 P.to K. B's 4th
3. B. takes K. Kt. 3. R. takes B.
4. P. takes P. 4. P. to U's 4th.

You may here also play 4. Q. Kt. to B's 3rd, and the game
proceed thus:—

4. Q. Kt. to B’s 3rd. 4. Q. to K. B’s 3rd.

5. Q. Kt. to Q’s 5th. 5. Q. to her B’s 3rd.

6. Q. to R’s 5th (ch.) 6. P. to K. Kt.’s 3rd.

7. Q. takes Q. R. P. 7. K. R. to Kt.’s 2nd.

8. Q. to K. R’s 4th. 8. Q. takes Q. B. P.

9. Kt. to B’s 6th (ch.) 9. K. to his B's 2nd.
10. K. P. takes P. 10. Q. takes P. at K. B’s 4th.

11. Kt. to Q’s 5th,
You have the better position.
5. Q. to K. R's 5th (ch.) 5. P. to K. Kt.'s 3rd.
if you play 5. P. to K. Kt.'s 4th, Black will soon get an
sdvantage; for example,—
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5. P. to K. Kt.’s 4th, 5. P. to K. R's 4th.
6. P.to K. R’s 3rd. 6. P. takes P,
7. P. takes P. 7. P. to K. Kt.’s 3rd.
&e., &e.
6. P. takes P. 6. R. takes P.
7. K. Kt. to B's 3rd. 7. Q. Kt. to B’s 3rd

If you take the K. R. P. at your 7th move, he replies with
Q. to K. B’s 3rd, and has the more favourable game.

Should Black now answer with 7. Q. B. to K. Kt.’s 5th,
you pursue the game as follows:—

7. Q. B. to K. Kt.’s 5th.

8. Q. takes K. R. P. 8. Q. to K. B’s 3rd.
(It would not be good play for him to move 8. R. to K. Kt.’s 2nd.)
9. Q. to K. R’s 4th. 9. B. takes Kt.
10. Q. takes Q. 10. R. takes Q.
11. P. takes B. 11. Q. Kt. to B’s 3rd.
I prefer your game.
8. Q. takes K. R. I, 8. Q. to K. B’s 3rd.
9. P. to Q's 3rd. 9. K. B. to Q. B's ¢}
10. B. to K's Srd. 10. B. takes B.
11. P. takes B. 11. R. takes K. Kt. ¥,

The positions are equal.

GAME THE SECOND.

WIITE. BLACK.
1. P. to K's 4th. 1. P. to K's 4th.
2. K. B. to Q. B's 4th. 2. P. 10 K. B's 4th.
3. P. takes P. 3. K. Kt. to B's 3rd.

Your present 3rd move is less advantageous for you than
either of those before examined.

4. P.to Q's 4th 4. P. takes P.
You can also play 4. P. to K. Kt.'s 4th, forming a kind of
King's gambit, but as the following moves show, you will be
unable to sustain the Pawn eventually.

4. P. to K. Kt.’s 4th. 4, P, to Q's 4th.
5. B. to K’s 2nd. 5. K. B. to Q. B’s 4th.
. P. to Q’s 3rd. 6. P. to K. R’s 4th.

111 you move 6. P. to K. Kt.’s 5th, Black may leave his Kt. en prise, and
take the doubled P. with his Q. B.)
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7. P. to K. Kt.’s 5th. 7. Kt. to Kt.’s 5th.
8. B. takes Kt. 8. P. takes B.
9. Q. tukes P. 9. Castles.
10. Q. B. to K's 3rd. 10. Q. B. takes P.
11. Q. te K. Kt.’s 3rd. 11. P. to Q’s 5th.
i2. B. 0 Q’s 2nd. 12. P. to K’s 5th.
He has a good game.
5 Q. takes P. 5. P. to Q’s 4th.
6. K. B. to Q's 3rd. 6. Q. Kt. to B's 3rd.
7. Q. to K’s 8rd (ch.) 7. K. to B’s 2nd.
8. K. Kt. to K's 2nd. 8. B.toQ.Kt.’s 5th(ch.)
9, P. to Q. B's 8rd. 9. R. to K’s sq.
10. Q. to K. Kt.'s 3rd. 10. K. B. to Q's 3rd.

His game is better developed.

CuartEr IV.

rHE QUEEN’S BISHOY'S PAWN’S DEFENCE IN THE KING'S
BISHOP'S8 OPENING.

WHITE. BLACK.
1. P. to K's 4th. 1. P. to K’s 4th.
2. K. B.to Q. B's 4th. 2. P.t0 Q. B's 3rd.

This mode of play by Black is not to be commended, as it
enables you to develope your men with speed, and consigns
his to a long maction. The chief writers who have treated
of this variation are-=—Cozio (1stvol.), pp. 127,169, 304; (2nd
vol.), pp. 284, 320; Ponziani (1782), p. 80; Philidor (1790},
pp. 16,24, 188, 192; Bertin, p. 45; Lewis (1844), pp. 38~—37;
Jaenisch (1st vol.), pp. 105—108.
3. Q. to K's 2nd. 3. K. Kt. to B's 3rd.

The wmove of Q. to K's 2nd is better than 2. P. to Qs 4th,
which Philidor recommends; for the latter sce the Variation.

4. P. to K. B's 4th. 4. P. to Qs 3rd.
if he play 4. B. to Q. B's 4th, you answer with 5. P. takes
K. P., and on his taking the K. Kt., you retake B. with R.,
and have a good position. 1le may, however, move 4. P,
takes B. P., wpon which you procced as follows:—

5. P. to K's 5th. 5. Kt. to Q’s 4th.

6. P. to Q's 4th. 6. B. to K’s 2nd.

7. B. takes Kt. 7. K. B. to K. R's 5th (zh.}
8. P. to K. Kt.’s 3rd. 8. P. takes P.
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9. B. takesK. B. P.(ch.) 9. K. takes B.
10. Q. to K. B’s 3rd (ch.) 10. K. to his aq.

11. P. takes P. 11. B. to K’s 2nd.
You have an excellent position.
5. P. takes P. 5. P. takes P.
6. K. Kt. to B’s 3rd. 6. K. B. to Q’s 3rd.
7. P. to Q’s 4th. 7. P. takes P.
8. P. to K’s 5th. 8. Castles.
9. Castles. 9. K. B. to Q. B’'s 4th,

if he play 9. K. R. to K’s sq.. you equally acquire an advan.
tage. For, suppose,—
9. K. R. to K’s sq.

10 Kt. to his 5th. 10. R. takes P.

11. Kt. takes K. B. P. 11. R. takes Q.

12. Kt. takes Q. (dis. ch.) 12. K. to R’s sq.

13. B. takes R.

And you must win.

10. Q. to her 3rd. 10. Kt. to Q’s 4th.
11. Kt. to his 5th. 11. P. to K. Kt.’s 3rd.
12. Kt. to K's 4th. 12. B. to K’s 2nd.

13. B. takes Kt. 13. P. takes B.

14. Kt. to B's 6th (ch.) 14. B. takes Kt.

15. P. takes B.
You have a fine game.

VARIATION,

Beginning at White's 3rd move.
WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. B. to Q. B’s 4th. 2. P. to Q. B's 3rd.
3. P. to Q's 4th. 3. K. Kt. to B’s 8rd.

K. Kt. to B's 3rd is Black’s best move; if he play iustea
3. P. to Q’s 4th, or 3. P. takes DP., the following variatiom
ate likely to arise; in the first place,—

3. P. to Q’s 4th.
4. P. takes Q. P. 4. Q. B. P. takes P.
5. B. checks. 5. B. to Qs 2nd.
6. B. takes B. (ch.) 6. Kt. takes B.
7. P. takes K. P. 7. Kt. takes P.
8. Q. to K’s 2nd. 8. Q. to K’s 2nd.
9. Q. Kt. to B’s 3rd. 9. Castles,
10. Q. B. to K. B's 4th.  10. Kt. to Q, B’s 3rd,

11. Castles.
Your game is preferable.
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Is ¢he second place,—

. Q. takes P.
. P. to K. B’s 4th,
. K. B. to Q’s 3rd.

. P. to K. B’s 5th.
. Castles.

W 00NN O
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. Q. to her B’s 3rd.
. K. Kt. to B’s 3rd.
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. P, takes P,

. P.to Qs 3rd.

Q. B. to K’s 3rd.
P. to Q. B’s 4th.

Q. Kt. to B’s 3rd.
K. Kt. to B’s 3rd.
Q. B. to Q’s 2nd.

Your game is less confined than his.

4. P. takes K. P,

4. Q.toQ.R's 4th(ch.)

Ir.etesd of so playing you may proceed thus:—

4. K. Kt. to B’s 3rd.

5. P. takes K. P.
6. B. to Q’s 3rd.

4
5
6

. P.to Q’s 4th.
. Kt. takes K. P.
. P. to K. B’s 4th.

The game is even.

. P.to Q. B’s 3rd
6. B. to Qs 3rd
7. P. to K. B’s 4th
8. P. to K’s 5th.

5. Q. takes K. P.
6. K. B.to Q. B'sith,
7. Q. to K’s 2nd.

The game is in your favour.

GAMES
iLLUSTRATIVE OF THE PRECEDING ANALYSES.

GaMe I.—Between Messrs. Stanley and Rousseau.

wHITS. (Mr. 8.)
1. P. to K’s 4th.
2. K. B. to Q. B’s 4th.
3. Q. Kt. to B’s 3rd.
4. K. Kt. to B’s 3rd.
5. P. to K. R’s 3rd.
f. P. to Q's 3rd.
7. K. B. to Q. Kt.’s 3rd.
8. Q. Kt. to K’s 2nd.
. Q. Kt. to K. Kt.’s-3rd.
10. Kt. takes Kt.
11. P. to Q. B's 3rd.*
12. Castles.
13. Q. B, to K. Kt.’s 5th.

BLACK. (Mr. R.)
1. P. to K’s 4th.
K. Kt. to B¥’s 3rd.
K. B. to Q. B’s 4th,
P. to Q's 3rd.
Castles.
. Q. B. to K’s 3rd.
. Q. Kt. to B’s 3rd.
. Q. to K's 2nd.
. Q. Kt. to Q’s 5th.
10. B. takes Kt.
11. B. to Q. Kt.’s 3rd.
12, P. to &’s 4th.t
13. P. to Q. B’s 3rd.

EE TSNS

* White gains a move by this exchange of Pieces.
t P. to K. R’s 3rd would bave been better play.
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14. Kt to K. R’s 5th.

15. P. takes P.

16. Q. to K. B’s 3rd.*

17. B. takes Kt.

18. Kt. takes K. Kt. P.
19. Kt. takes Q.

20. Kt. takes R.

14. P, takes K. P.
15. B. takes B.

16. Q. B. to his 5th
17. Q. to K's 3rd.
18. Q. B. to K’s 7th,
19. B. takes Q.

Black surrenders.

GaMe I1.—Between Messrs. Horwitz and Schulten

warre. (Mr. 8.)
1. P. to K’s 4th.
. K. B. to Q. B’s 4th.
. Kt. to B’s 3rd.
. takes Kt. P.
. to Q’s 3rd.
. to Q. B’s 4th.
. to K’s 2nd.
. P. takes P.

9. Q. Kt, to K's 4th.
10. P. takes Kt.
11. Q. takes B
12. Q. B. to Q’s 2nd.
13. Q. to K. B’s 3rd.
14. P. takes K. B. P,
15. Q. to her Kt.’s 3rd.

wEo

=]

2
3
4
5
6
7
8

onNg

BLack. (Mr. H.)
1. P. w K’s 4th.
2. K. Kt. to B’s 3rd.
3. P. to Q. Kt.’s 4th.
4. B. to Q. B’s 4th.
5. P, to Q. B’s 3rd.
6. Q. to her Kt.’s 3rd.
P. to Q’s 4th.
. Castles.
. Kt. takes Kt.
10. B. takes K. B. P. (¢h.}t
11. Q. to Kt.’s 5th (ch.)
12. Q. takes K. B.
13. P. to K. B’s 4th.
14, B. takes P.

el

And Black mated by force in three moves.}

Gaxg ITI.—Between Messrs. Horwitz and Kieseritzky.

waire., (M. K.)
1. P. to K’s 4th.
2. K. B. to Q. B’s 4th.
3. K. Kt. to B’s 3rd.
4. P. to Q’s 3rd.
5. K. Kt. takes P.
6. Q. to K’s 2nd.
7. K. B. to Q. Kt.’s 3rd.
8. P. to K. B's 4th.

BLack. (Mr. H.)
. P. to K’s 4th.
. K. Kt. to B’s 3rd.
. Kt. takes P.
. K. Kt. to K. B’s 32,
. P. to Q’s 4th.
. Q. B. to K’s 3rd.
. K. B. to Q’s 3rd.
. Castles.

=

O3 W20

* This is very finely played, and is an example to young players of the
Ilmportance of gaining time at chess. Had White paused in his attack to
secover the lost Bishop, the adversary might have succeeded in dislodging

one or other of the Pieces by which he is beleaguered, or in bringing his

awn forces to the rescue, and then have ultimately retrieved the game.
+ Black plays capitally now to the end.
$ It is rarely in actual play one sees so pretty a mate.
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9, Castles.
10. Q. Kt. to Q. B’s 3rd.
11, K. to R’s sq.

12. P. takes Kt.

i8. Q. B. to K. B’s 4th,
14. Q. Kt. to K’s 4th.*
15. K. B. takes Q. B.
16. R. takes Kt.
17. X. B. to Q. Kt.’s 3rd.
18. Q. R. to K. B’ sq.
19. P. to K. Kt.’s 3rd.
20. Q. B. to K. Kt.’s 5th.
21. K. P. to K’s 6th.
22. B. takes P. (ch.)
23. Q.takes K, P.3
24. B. takes Q.
25. Q. B. to Q. B's 5th.
26. B. takes K. R.

27. K. to Kt.’s 2nd.
28. XK. to R’s 3rd.
29. B. to Q. R’s 3rd.
30. K. to Kt.’s 4th.
31. B. to Q’s 6th,
32. P. to K. R’s 4th.
33. K. to K. B’s 5th.
34, K. to K’s 6th.
35. R. to K. B's 3rd.
36. K. to Q’s 7th.

37. P. to Q’s 4th.

9. Q. Kt. to Q’s 2nd.
10. K. B. to Q. B's 4tk (ch)
11. Q. Kt. takes Kt.
12. Kt. to K. Kt.’s 5tk.
13. P. to Q. B's 3rd.
14, Q. P. takes Kt.
15. K. Kt. to K. B’s 7th {ch.)
16. K. B. takes R.
17. Q. to her 5th.t
18. P.to K’s 6th.

19. Q. R. to Q’s sq.
20. Q. R. to Q’s 2nd.
21, P. takes P.

22, K. to R’s sq.

23. Q. takes Q.

24. Q. R. to K’s 2nd.
25. Q. R. takes K. B,
26. R. to X’s 7th.

27. B. to Q’s 5th (dis. ch.)
28. R, takes Q. B. P,
29. P. to K. R’s 3rd.
30. B. takes Q. Kt. P.
31. B. to K. B’s 3rd.
32, R. takes Q. R. P.
33. K. to K. R’s 2nd.
34. R. to Q’s 7th,

35. P.to Q. R’s 4th,
36. R. to Q. B’s 7th.
37. B. takes P.

And White resigns.

Gamyp IV.—Between Dr. Bledow and Von Biiguer.

waite. (Dr. B.)
1. P. to K’s 4th.
K. B. to Q. B's 4th.
P. to Q's 3rd.
K. Kt. to B’s 3rd.
P. tukes P.
Q. to her 5th.
Kt. takes K. P.
- Q. to K. B’s 7th. (ch.)
. B. takes Kt. (ch.)

PENPoa

nrack. (V.B.)
. P.to K’s 4th.
. P. to K. B’s 4th.
. K. Kt. to B’s 3rd.
. P, takes K. P,
5. Kt. takes P,
6. Kt. to Q’s 3rd.
7. P.to Q. B’s 3rd.
8. Kt. takes Q.
9. K. to his 2nd.

B8 D e

* This is pretty, but not sound.

+ A good move. If White play P. to Q. B’s 3rd, Black takes Q.

with P,

< He would have been mated in two moves, on taking the R. with his B,
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10. Q. B. to K. Kt.’s 5tk (ch.) 10. K. to Q’s 3rd.

11. B, takes Q. 11. K. takes Kt.

12. P. to K. B’s 4th (ch.) 12. K. to his B’s 4th,
13. Q. B. to K. Kt.’s 5th. 13. K. B. checks.

14. P. to Q. B’s 3rd. 14. K. R. to B’s sq.
15. K. B. to Q. Kt.’s 3rd. 15. P. to K. R’s 3rd
16. K. B. to Q. B’s 2und (ch.) 16. K. to Kt.’s 5th.
17. K. B. to Q's sq. (ch.) 17. K. to B’s 4th.

18. P. to K. Kt.’s 4th (ch.) 18, K. to Kt.’s 3rd.
19. B. to Q. B’s 2nd (ch.) 19. K. to B’s 2nd.

20. Q. B. to K. R’s 4th. 20. K. B. to K’s 2nd.
21. Q. B. to K. Kt.’s 3rd. 21. P. to Q’s 4th.

22. P. to K. B’s 5th. 22, Kt. to Q’s 2nd.
23. Kt. to Q’s 2nd. 23. K. B. to his 3rd.
24. Kt. to K. B’s 3rd. 24. R. to K’s sq. (ch.)
25. K. to his B’s 2nd. 25. Kt. to Q. B’s 4th.
26. K. R. to K's sq. 26. Q. B. to Q’s 2na.
27. P. to Q. Kt.’s 4th. 27. Kt. to K’s 5th (ch.)
28. R. takes Kt.* 28. P. takes R.

29, B. to Q. Kt.'s 3rd (ch.) 29. K. to B’s sq.

30. B. to Q’s 6th (ch.) 30. B. to K’s 2nd.

31. Kt. to K’s 5th. 31. P. to K, Kt.’s 4th.t
32. P. to K, B’s 6th.3 32. P. to K’s 6th (ch.)

33. K. to Kt.’s sq.
Black resigns.

GaME V.—Between V. H. der Laza and a Member of the
Berlin Chess Club.

wHIiTe. (Mr. — BLack. (V. H.d.L.)
1. P. to K’s 4th. 1. P. to K’s 4th.
2. B. to Q. B’s 4th, 2. P. to K. B’s 4th,
3. B. takes K. Kt. 3. R. takes B.
4. P. takes P. 4. P. to Q’s 4th,
5. Q. to K. R’s 5th (ch.) 5. P. to K. Kt.’s 3rd.
6. P. takes P. 6. R. takes P.
7. P. to K. R’s 3rd. 7. Q. to K. B’s 3rd.
8. K. Kt. to B’s 3rd. 8. Q. Kt. to B’s 3rd.
9. Q. Kt. to B’s 3rd. 9. Q. B. to K’s 3rd.
10. K. Kt. to R’s 4th, 10. Q. Kt. to Q’s 5th.
11. Kt takes R. 11. Kt. takes Q. B. P. {ch.
12, K. to Qs 5q. 12. P. takes Kt.
13. Q. to K. R’s 7th. 13. Kt. takes Q. R.

4 The terminating moves are admirably played by Dr. Bledow.

+ It is quite evident that on taking the B., mate wonld have followol
ncst move,

$ Beautifully played.
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14. Q. takes Q. B. P,
15. Q. takes Q. Kt. P,
16. Kt. to Q. Kt.’s 5th.
17. K. to K's 2nd.

18, K. to Q’s sq.

19. Q. to her B’s 6th,
20. Kt. to B’s 7th (ch.)
21. Kt. to Q. Kt.’s 5th.
22. R. to K’s sq.

23. K. to K’s 2nd.

14. Q. to K. B's 4th,

15. R. to Qs sy

16. Q. to Q. Bs7th ch.)
17. Q. to K’s 5th (ch.

18. R. to Q’s 2nd.

19. Q. B. to K. B’s 4th,
20. K. to B’s 2nd.

21. Q. takes K. Kt. P,
22. Q. B. to his 7th (ch.)*
23. Q. to K’s 5th (ch.)

And Black wins.

Gaur VI—Played between two Amatcurs of the London

Tow
585583
3

¥

N

g
o

kes P.
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11. K. Kt. to R’s 3rd,
12. Castles.

13. Kt. to K. B’s 4th,
14. Q. to K. B’s 2nd.
15, Q. to K’s 2nd.

16. Kt. takes Q. P.

17, K. to R's sq.

18, Q. takes K. P,

19. Q. to K. B’s 3rd.
20. B. to K. Kt.’s 5th,
21. B. to Q’s 2nd.

22, Q. Kt. to R’s 3rd.

23. Q. Kt. to Q. B's 4th.

24, Q. Kt. takes P.
25. P.to Q B's 4th.

26, K. Kt. to Q Kt.’s 6th (ch.)

27. Q. takes

Chess Club.

BLACK.

1. P. to K's 4th.

2. P. to Q. B’s 3rd

3. Q. to Q. B's 2nd.

4. K. Kt. to B’s 3rd.

5. P.to Q's 3rd.

6. P. to Q's 4th.

7. P. takes P.

8. B. to Q’s 2nd.

9. Q. Kt. takes B,
10. P. to K's 5th,
11. Castles.
12, B. to Q’> 3rd.

13. P. to K. R’s 3rd.
14. K. Kt. to his 5th.
15. P. to K. R’s 4th,
16. B. takes K. R. P. {ch.)
17. Q. to her 3rd.

18. K. R. to K’s sq.
P, to K. Kt.’s 3rd.
20. P. to K. B’s 3rd.
21. P. to K. Kt."s 4th.
22, P.
23. Q. to her B’s 3rd.
24. Q. to Kt.’s 4th,
25. Q. to R’s 5th.
26. Kt. takes Kt.

* Q. to K. B's 6th (ch.), followed by B. tv B’s 7th, would I ave been

ore expeditions
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CuarTER V.
QUEEN’S BISHOP’S PAWN’S OPENING

I~ the designation given, in this country, to the opening
wherein, after both players have moved their King's Pawu to
K's 4th sq., White, instead of bringing out a Picee, prepares
at once to occupy, with his Pawns, the centre of the board,
This mode of commencing the battle was probably a favourite
in the earlier days of Europcan chess play, as Ruy Lopces
has devoted more than ordinary space and attention to it in
his often-quoted work of the sixteenth eentury. Itisnoticed
also by Allgaier, Stamma, and Philidor, and to its condemna-
tion by the latter, we are, perhaps, indebted for the claborate
analysis it has undergone by the cclebrated Italian school,
and which proves that, although this mode of beginning the
game affords but few opportunities for striking or intricate
combinations, it may be adopted with perfeet safety. The
leading works which treat of the Q. B. I”’s opening, besides
the authors before-named, are—Ponziani (1782), pp. 85, 86,
98; Sarratt (1808), pp. 1, 72—76, 90; Lewis (1844), pp. 259
—270; Jaenisch (vol. 1.}, pp. 94—101; the German ** Hand-
puch,” and the “ Chess-Player’s Chronicle.”

GAME THE FIRST.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. P. to Q. B's 3rd. 2. P. to Qs 4th (best)

It was this reply of Black’s which induced both Allgaier and
Philidor to decry the opening as bad for White; but subse-
quent examination has shown that, despite this formidable
eounter-move, he may pursue the game without disadvantage.
If Black, instead of 2. P. to Q's 4th, play the move given by
eurlicr writers, viz., 2. K. Kt. to B's 3rd, the positions, in a
few moves, would be equal.  (Sce the next game.) e may
also play 2. P. to K. B’s 4th, but with still less benefit to his
game, or 2. K. B. to Q. B’'s 4th, in which case the game
would shortly resolve itself into some position. before ex-
amined, in the King's Knight's opening.
3. K. K. to B's 3rd. 3. P takes K. P.

He can also play with aafety 8. K. Kt. to B's 3rd. (See the
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Variation.) Your third move we owe to Del Rio. Phalidor
gives 3. P. takes P., which is much inferior. (e. ¢.)

3. P. takes P. 3. Q. takes P.
4, P. to Q's 4th. 4. Q. Kt. to B’s 3rd.
5. Q. B. to K’s 3rd, 5. Q. B. to K. B’s 4th,
6. P. to Q. B’s 4th 6. Q. to her R’s 4th (ch.)
7. B. to Q’s 2nd. 7. Q. to her Kt.’s 3rd.
8. P, takes P. 8. Q. Kt. to Q’s 5th.
e has a capital attack.
4. Kt. takes K. P. 4. K. B. to Q's 3rd.

el Rio advikes, for vour 4th move, Q. to Q. R's 4th (ch.),
and supposes it would give you the superiority ; but in thig
he errs, as the subjoined variaticn will show.

4. Q.to her R’ 4th (ch.) 4. P.to Q. B’s 3rd.

5. Q. takes K. P. 5. K. B. to Q’s 3rd.

6. K. B. to Q. B’s 4th. 6. K. Kt. to B’s 3rd.

(¥¢ you move 6. P. to Q’s 4th, ke plays 6. P. to K. B’s 4th with
advantage.)

7. Q. to K’s 2nd. 7. P. to K’s 5th,
8. P to Qs 3rd. 8, Castles.
9. P, takes . 9. Kt. takes P,
10. Q. B. to K’s 3rd. 10. Q. B. to K. B’s 1th.
The game is even.
5. Kt. to Q. B's 4th. 5. Q. B. to K's 31d.

Ii you check with your Q. at the 5th move, and then take
the K. P., Black first interposes the Q. B. P., aud after-
wards moves Q. to K's 2nd.
6. P. to Q's 4th. 6. P. takes I’. in pass-
7. B. takes P. ing.
The positions are equal.

VARIATION,

Beginnng at Bluck's 3rd move.
3. XK. Kt. to B's 8rd.
This move is given by Jacnisch, who thought it a novelty, but
1t hiud previously occurred in the games between Mr. Coch-
rane and the writer.
4. P, to Q's 4th, 4. Kt. takes P.

You cen also without danger, I think, take K. P. with Kt,,
wstead of playing 4. P. to Q's 4th.
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8. Kt. takes P. 5. K. B. to Q’s 3n..
8. K. Kt. to Q’s 3rd 6. P.to Q. B's 4th
7. P. takes P. 7. Xt. takes P.

8. Q. B. to K’s 3rd. 8. Kt. takes Kt. (ch )
9. B. takes Kt. 9. Q. Kt. to B’s 3rd.
10. Castles. 10. Castles,

Neither party has the advantage.
GAME THE SECOND.
WHITE. BLACK.

1. P. to K's 4th. 1. P. to K's 4th.

2. P. to Q. B's 3rd. 2. K. Kt. to B's 3rd.
8. P. to Q's 4th. 3. K. Kt. takes K. P.

You may also play 3. P. to K. B's 4th, upon which he should
take K. P. with Kt., and the game in a few moves will be
equal. If Black, for his 3rd move, take P. with P., you push
on the K. P., and then take P. with P.

4. Q. P. takes P. 4. P. to Q’s 4th (best)

If he move 4. B. to Q. B’s 4th, vou play 5. Q. to K. Kt ’s 4th
and have an immediate adyantage.

5. Q. B. to K's 3rd.

The game 1s quite even.

GAMES
ILLUSTRATIVE OF THE QUEEN’S BISHOP'S PAWN'S
OPENING.
GamE I.—Between Capt. Evans and an Amateur.
wHiTE. (Copt, E.) BLack., (Mr. P.)
1. P. to K’s 4th. 1. P. to K’s 4th,
2. P. to Q. B’s 3rd. 2. K. Kt. 1o B’s 3rd.
3. P. to Q’s 4th. 3. P. takes P.
4. P. to K’s 5th. 4. Kt. to K’s 5th,
5. Q. to K’s 2ud. 5. Kt. to his 4th.
6. P. takes P. 6. B. to Q. Kt.’s 5th (ch.)
7. Q. Kt. to B’s 3rd. 7. Q. Kt. to B’s 3rd.
8. Q. to her 3rd. 8. P. to Q’s 4th.
9. P. to K. B’s 4th. 9. Kt. to K’s 5th,

10. K. Kt. to B’s 3rd. 10. Q. B. to K. B’s 4th.
11. Q. to K’s 3rd. 11, Castles,
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12. P. to Q. R’s 3rd.

13. P. to Q. Kt.’s 4th.
14. Q. B. to Kt.’s 2nd.
15. Q. Kt. to Q. R’s 4th.
16. Q. Kt. takes B,

17. B. takes B.

18. K. to his 2nd.

19. B. takes Kt.

20. Q. takes P.

21. Q. to K. B’s 3rd.

22. Q. R. to Q. B’s sq.
23. K. R. to K. Kt.’s sq.*
24, K. R. to Kt.’s 5th.
25. P. to Q’s 5th.

12.
13.
14,
15.
16.
17.
18.
19.
20.
21.
22.
23.
24,
25.

26. K. R. takes K. Kt. P, (ch.) 26.

27. Q. to her 3rd.

28. R. takes Kt.

29, K. to B’s 2nd.+
30. R. to K. Kt.’s 3rd.
31. P. takes R.

32, P. takes P.

Black surrenders.

27.
28.
29.
30.
31.
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B.to Q. R’s 4th.

B. to Q. Kt.’s 3rd.
Q. B. to Kt.’s Htn.
B. takes K. Kt.

B. takes K. Kt. I’

Q. to K, R’s 5th (¢h.,
Q. R. P. takes Kt.

P. takes B.

Q. to Kt.’s 5th (ch.)
Q. to K. B’s 4th.

Q. Kt. takes Q. Kt, r.
Q. Kt. to B’s 3rd

Q. to her 2nd.

Kt. to K’s 2nd.

K. to R’s sq.

Kt. to K. Kt.’s 31d.
Q. R. to K’s sq.

R. to K’s 3rd.

R. to Q’s sq.

Q. to K’s 2nd.3

Gave II.—Between Messrs. Cochrane and Staunton.

wHITE. (Mr. 8.)
. P. to K’s 4th.
. to Q. B’s 3rd.

. Kt. to B’s 3rd.

. Kt. takes P,
. to Q’s 4th.

t. to Q's 2nd.
. Kt. takes K. Kt.
to K. B’s 4th,
takes B.

Q. B’s 4th.

Kt.’s 5th.

PROXNFDOPLOURRT!

ot gt

to
to
8.

=

aaties

[

. K
. B.
. B.
. B.
B. to Q.

t]

. B. to Q. T s 4th,
. B. to K.

Ke.’s 3rd.
B’s 4th.

ot
U"“WN'—'Q&DMNIG%U!AOONUG

to
to
K.

-
w

. to

BLACK.
. P. to K’s 4th.
. P.to Q’s 4th,

15.

(Mr. C.)

K. Kt. to B’s 3rd.
K. Kt. takes P.

. K. B. to Q’s 3rd.

Castles. .

. P. takes Kt.

. B. takes Kt.

. Q. Kt. to B's 3rd.

. Q. B. to K’s 3rd.

. Q. Kt. to K’s 2nd.

. P.to Q. B’s 3rd.

. Q. Kt. to K. Kt.’s 3rd.
. P. to K. B’s 4th.

P. takes P. in passing.

* Black played ingeniously in offering to give up the Kt If White had
taken it, he must have been subjected to an embarrassing attack for som

litte time,

. Had he piayed on the P. (dis, ch.), he could not take the Q. until his

g was removed,

3 Taking the Q. would have been fatal to him.

»
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16. R. takee P, 16. P. to K. B's 5th.
17 K. B. 1o Q. Kt.’s 3rd 17. Q. to her 3rd.
18. Q. B. to K. B’s 2nd. 18. K. to R's sq.
19. K. P. takes B. 19. Q. takes B.
26. Q. to her 3rd. 20. Q. R. to K’s sq.
21, K. R. to K. R’s 3rd 21. Q. to K, B’s 4th,
22. Q. to K. B’s 3rd 22. Q. R. to K’s 5th.
23. K. R. to his 5th 23. Q. to K’s 3rd.
24. P. to Q. B’s 4th 24. K. R. to K’s sq.
25. P. 1o Q. Kt.’s 3rd 25. Q. to K. B’s 3rd.
26. Q. R. to K. B s 26. Q. R. to K’s 7th.
27. P. to Q. R’s 4th 27. Q. R. to his 7th.
28. P, to Q’s 5th. 28. Q. R. to his 8th.
29. Q. B. takes Q. R. P.+ 29. K. R. to K’s 8th,
36. R. takes R 30. R. takes R. (ch.)
31. K. to B's Znd. 31. Q. to her R’s 8th.}
32. Q. to her 3rd. 32. R. to K. Kt.’s 8th.
33. Q. to K’s 2nd. 33. Kt. to K’s 2nd
34. P. to Q’s 6th

And wins,

Gaue III.—Between Capt. Evans and M. St. Amant

waitr  Capt, E.) BLACK. (M. St. A.)
1. P, to K’s 4th. 1. P. to K’s 4th.
2. P. to Q. B's 3rd. 2. P. to Q. B’s 4th.
3. K. Kt. to B’s 3rd. 3. Q. Kt. to B’s 3rd.
4. K. B. to Q. B’s 4th. 4. K. Kt. to B’s 3rd.
5. P. to Q’s 4th. 5. Q. B. P. takes P.
6. K. Kt. to Kt.’s 5th.§ 6. P. to Q’s 4th.
7. P. takes P. 7. K. Kt. takes P.
8. K. Kt. takes K. B. P. 8. K. takes Kt.
9. Q. to K. B’s 3rd (ch.) 9. K. to his 3rd.
10. Castles. 10. Q. Kt. to R’s 4th,
11. Q. B. to K. Kt.’s 5th. 11. Q. to her 3rd.
12. P. to K. Kt.’s 4th.|| 12. Q. to her 2nd.
13. K. B. to Q’s 3rd. 13. Q. to K. B’s 2nd.
14. B. to K. B’s 5th (ch.) 14. K. to Q’s 3rd.
15. P, takes Q. P. 15. Q. B. takes B.
16. P, takes P. (ch.) 16. K. takes P,

* But for this move of resource, Black would evidently have gain
¥the exchange'’ at least.
+ An important outlet for his King.
2 Black bas now a very menacing position,
§ We have here a position almost identical with the leading one of t
Tv.0 Knights’ Game.”
} White plays extremely well in this game.
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17. P. tages B.

18. K. R. to K’s sq. {ch.)
19. R. to K’s 6th (ch.)

20. Q. B. to K's 3rd (ch.)
21. Q. takes K. Kt. (ch.)
22. Q. to her 3rd (ch.)

23. Q. to her Kt.’s 3rd (ch.)

24. R. takes Kt. (ch.), and wins.

17. Q. Kt. to B’s 3rd.
18. K. to Q’s 3rd.
19. K. to Q. B’s 4th.
20. K. Kt. takes B,
21. K. to Kt.’s 4th,
22. K. to Kt.’s 3rd.
23. K. to B’s 2nd.

Gane IV.—Betweer M. St. Amant and Mr. G. Walker

wHIiTE. (Mr. W.)
1. P. to K’s 4th.
2, P. to Q. B’s 3rd.
3. D, takes P.
4. K. Kt. to B’s 3rd.
5. P. to Q. Kt.’s 3rd.
6. K. B. to K’s 2nd.
7. Kt. to Q’s 4th.
8. Kt. takes B.
9. Castles.
1. Kt. to K. B’s 4th.
11. P. to Q’s 4th.

12. K. R. to K’s sq.
13. Q. Kt. to Q’s 2nd,
14. P. to Q. R's 4th.
15. P. to Q. Kt.’s 4th.
16. P. takes P.

17. Q. R. to Kt.’s sq.
18. Kt. to Q. Kt.’s 3rd.
19. Kt. takes B.
20. B. to K's 3rd.
21. B. to Q. B’s 5th.
22. Kt. to K. R’s 3rd.
23. P, to Q. R’s 5th.

24. R. to K. B's sq.
25, P. to Q. R’s 6th.
26. Q. to K. B’s 3rd.

27. Q. takes P. (ch.)
28. Q. takes Q. (ch.)
29, Kt. to K. Kt.’s 5th.
30. B. to K’s 3rd.

31. P. takes Kt.

82. K. takes R.

BLACK. (M. St. A.)
1. P. to K’s 4th.
2. P. to Q’s 4th.
3. Q. takes P,
4. K. B. to Q. B's 4th.
5. Q. B. to K. Kt.’s 5th.
6. P. to K’s 5th,
7. B, takes B.
8. Q. Kt. to B’s 3rd.
Y. Q. Kt. to K’s 4th.
10. Q. to her 3rd.
11. P. takes P. in passing.
12. Castles.
13. P. to K. B’s 4th.
14. P. to Q. R’s 4th.
15. P. takes P.
16. B. to Q’s 5th.
17. K. Kt. to B’s 3rd.
18. K. Kt. to Kt.’s 5th.
19. Q. takes Kt.
20. Q. to her 3rd.
21. Q. to K. R’s 3rd,
22. K. R. to K’s sq.
23. P, to Q’s 7th.
24. Kt. to Q’s 6th.
25. P. takes P.
26. K. R. to K’s 5th.
27. Q. to K’s 3rd.
28. R. takes Q.
29. R. to K’s 8th.
30. Kt. takes B.
381. R. takes R. (¢k.)
32. Kt. to Q. B’s 8ch.

And Black wins,
END OF BOOK III,
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SYNOPSIS OF BOOK IV.

THE KING'S GAMBIT,

1 P, to K's 4th. 2 P. to K., B's 445,
* P.to K’s 4th, * P. takes P,

WITH ITS VARIOUS MODIFICATIONS, VIZ.i==

Tae Kixe’s Knieur's Gamsrr,
t . to K's 4th. 9 P. to K. B's 4th. 3 K. Kt. to B's 3:4.
- P.to K’s 4th. * P. takes P, *

WHICH INCLUDES ~—

Tae CUNNINGHAM GAMBIT i~

1 P. to K’s 4th. P. to K. B’s 4th. 3 K. Kt. to B’s 314
® P.to K's 4th. * P. takes P. * B. to K’s 3nd.

THue SAaLvio AND COCHRANE GAMBITS :—
1 P. to K's 4th. P. to K. B’s 4th. K. Kt. to B's 8rd.

* P. to K's 4th. 2. P ke B, 3. P oK Kes#th.
4 K. B. to Q. B’s 4th. 5 K. Kt. to K’s 5th.
* P. to K. Kt.’s 5th. * Q. checks.
K. to B's 8q. K. to B’s 8q.
6, m. SALVIO, or 6 COCHRANE.

" P.to X. B's 6th,

Tae Muzio GAMBIT:—

P. to K’s 4th. P. to K. B’s 4th. K. Kt. to B's 3rd.
L P. to K’s 4th, 2. P. takes P. 3. P toK.Kt.’s 4th.
K., B. to Q. B’s 4th. Castles. P. to Q's 4th
% P K Kusth, O P tekes KL o 5 Pokes KL

THE ALLGAIER GAMBIT:—

1 P. to K's 4th. 2 P. to K. B’s 4th. 3 K. Kt. to B’s 3rd.
® P.to K’s 4th, * P. takes P, ° P.to K. Kt.’s 4th,
P. to K. R’s 4th.
4, —

Tre Kine’s Rook’s PAWN GAMBIT :—

1 P, to K’s 4th. 2 P. to XK. B’s 4th. 3 P.to K. R’s 4th.
* P. to K’s 4th. ° P, takes P. M

Tae Kine’s Bisaor’s GAMBIT i—

« P.to K’s 4th. 2 P. to K, B’s 4th. K B.to Q. 3 4th.
T w K's #45, * P. takes P, 3.
AXD

TRz Gamsir DecrLiNen



BOOK IV,

The Ving’s Gambit.

Canarter 1.

Tuis admirable opening, in which is comprehended every

. « . . P toK'sdth P.toK.B's 4th
variety of the game, beginning with 1. g—srrr, 2.

gives birth to the most intricate and beautiful combinatione
of which the chess-men are susceptible, and their investiga-
tion will afford you an inexhaustible fund of entertainment
and instruction. To rcnder the examination of them as
intelligible as our limited space and somewhat cumbersome
notation will admit, it may be well to classify the ramifica-
tions of this gambit under different heads. For this purpose
I propose to divide the variations into four separate sections.
The 1st will contain the manifold débufs which spring from
Tur King’s Gamsir Prorer, or King's Kn1teur's Gam-

. . . P. to K’s 4th P. to K. B's 4th
BIT, a8 it is sometimes called, 1. s’ 2 Fomees—'
3 K. Kt. to B's §rd

The 2nd will treat of the modification of this

opening which is generally known as THEArrLcATER GAMBIT,

1 P.to K's4th P. to K. B's 4th 3 K. Kt. to B's 3rd P. to X. R's 4th

P twoK's#th “° Pl takes P. ° P toK. Kt.'s4th

including also an attack called Tae Krve's Roox’s Pawx
P. to K’ 4th P. to K. B's 4th P. to K. R's 4th

Gansrr, 1. gopgm 2 pomrm e O * The

3rd will embrace the varicd methods of attack and defence

. . P toK’sdth
in the favowrite King’s Bismor’s Gamsir, 1

) * PiloKadth
.t0K. Ba4th _B.to Q. B's 4th .
2 ey 8. K.B.10Q Be¥h. and the 4th will be devoted

to the undefinable class of moves which the second player may
sdopt in refusing the gambit.
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GAME THE FIRST.

WHITE. BLACK.
1 Y. to K's 4th. 1. P. to K’s 4th,
2. P. to K. B’s 4th. 2. P. takes P.
3. K. Kt. to B's 3vd. 3. P. to K. Kt.’s 4th,

Black’s third move is considered the best he can adopt after
he has accepted the gambit; but he has other modes of play,
which. if not equally satisfactory, may be made without dis-
advantage; for instance, he can play 3. P. to Q's 4th, or
3. P. to K. B's 4th, and obtain an even game. (For 3. B. ta
K’s 2nd, sec Chapter 1L, TeE CuxNiNcHAM Gamsrr) In
the first place,— ‘

3. P. to Q’s 4th.
4. P. takes P. 4. K. B. to @’s 3rd.
(If he play 4. P. to K. Kt.’s 4th, you answer with 5. K. B. to Q. B's
4th.)
5. P. to Q’s 4th. 5. P. to K. Kt.’s 4th.
6. P. to Q. B’s 4th, 6. P.to Q. B’s 3rd.
7. K. B. to Q’s 3rd.
The gume is equal.
In the second place,—
3. P. to K. B’s 4th.
4. P, takes P. 4. P. to Q’s 4th,
5. P. to Q’s 4th, 5. Q. B. takes P.
6. Q. B. takes P. 6. K. Kt. to B’s 3rd.
Even game.
4. K. B. to Q. B's 4th. 4. B. to K. Kt.’s 2nd (best)

In Victor Kifer's “Complete Guide to the Game of Chess,”
{Gritz, 1842,) the move of 4. P. to Q. B's 3rd is recommended
in place of 4. K. B. to Q. B's 4th; but if Black reply with
4. K. B. to X. Kt.’s 2nd, you appear to gain nothing. (For
the consequences of 4. P. to %( R’s 4th, sce THE ALL-
GATER GAMBIT.) At the present stage of our game Black
has a variety of moves at command. He may play 4. P. to
K. B’s 3rd, which is obviously bad, on account of 5. Kt. takes
Kt. P., &e. He may also play 4. P. to Q’s 3rd, but without
benefit, or 4. P. to K, Kt.’s 5th, the result of which will be
shown in Chapters III. and IV., TaE Sarvio and CocHRANE
Gawmsrrs, and Chapter V., Tax Muzio Gamsrr. If, instead
of any one of these, he prefer 4. P. to K. R’s 8rd, the gama
will probably be carried on as follows ;=
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4, P, to K. R’s 3rd.

5. Kt. to K’s 5th. 5. K. R. to his 2nd.
6. P. to Q’s 4th. 6. P. to Q’s 3rd.
{If he play 6. Q. to K’s 2nd, you can move 7. Q. to her 3rd.)
7. Kt. takes K, B. P. 7. R. takes Kt.
8. B. takes R. (ch.) 8. K. takes B.
9. P. to K. R’s 4th. 9. K. Kt. to B’s 3rd (best)
10. P. takes P. 10. P. takes P.
11. P. to K, Kt.’s 3rd. 11. Q. B. to K. Kt.’s 5th.
12. Q. to her 3rd. 12. Q. to K’s 2nd.

Your attack will hardly compensate for the lost Piece. It would have
been safer, therefore, to return the Kt. to Q’s 3rd on your 7th move.

5. P. to Q's 4th. 5. P. to Qs 3rd.

1t is of very little importance whether you castle at the
5th move (see Game the Third), and then play 6. P. to Q's
4th, or move as in the text, and afterwards castle. As is
observed in the German “ Handbuch,” ““the transposition of
moves here produces the same result.” You can, however,
at this stage commence an interesting variation by playing
5. P. to K. R's 4th (see Game the Sccond). If you move
instead 5. P. to Q. B’s 3rd, Black may answer with 5. P. to
K. Kt.’s 5th, and have the better game. In place of replying
to your move 5. P. to Q’s 4th with 5. P. to Q’s 3rd, he may
play 5. P. to K. R’s 3rd safely, or 5. P. to K. Kt.’s 5th, but
the latter would forward your game; for example :—

5. P. to K. Kt.’s 5th,

6. Castles. 6. P. takes Kt.

(You can also advantageously play 6. Q. B. takes P.)
7. Q. takes P, 7. B. takes Q. P. (ch.)
8. K. to R’s sq. 8. P. to Q’s 3rd.

(Should he move 8. Q. to K. B’s 3rd, you reply with 9. Q. B. takes
9. Q. B. takes P. 9. X. B. to his 3ra.

10. P. to K’s 5th. 10, P. takes P.

11. Q. B. takes P. 11. Q. Kt. to Q’s 2nd.

12. Q. B. to his 3rd. 12. Q. to K’s 2nd.

13. R. to K's sq. 13. B. to K’s 4th.

14. B. takes B. 14. Kt. takes B.

15. Q. to K. R’s 5th. 15. K. Kt. to B’s 3rd.

16. Q. takes Q. Kt.
You have a superior game.

6. P. to Q. B's 8rd. 6 P. to K. Kt.'s 5th (bes*)
Black can now attack the Kt. with advantage, and by doing
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50 he gets the better game. He may with almost equal
benefit play 6. P. to R’s 3rd. (e. g.)
6. P.to K. R's 3rd,
7. Q. to her Kt.’s 3rd. 7. Q. to K’s 2nd.
{If you castle instead of moving the Q. thus, he answers with 7. K. Kt.
to K’s 2nd, and if then you attempt to open an attack by 8. P. to
K. Kt.’s 3rd, he will play 8. P. to K. Kt.’s 5th, having a better game.)

8. Castles. 8. Q. Kt. to Q's 2nd.
9. P. to K. Kt.’s 3rd. 9. P. to K. Kt.’s 5th.
It you play 9. P. to K. R’s 4th, he can retort with 9. Q. Kt. to
his 3rd.)
10, Q. B. takes P, 10. P. takes Kt.
11. R. takes P. t1. K. Kt. to B's 3rd.
12. P. to K’s 5th, 12. P. takes P.
(Should you move 13. Q. Kt. to Q’s 2nd, he castles.)
13. P. takes P. 13. K. Kt. to his 5th.
14. B. takes K. B. P. (ch.) 14. Q. takes B.
15. P. to K’s 6th. 15. Q. to K. B’s 4th.
16. P. takes Kt, (ch.) 16. Q. B. takes P.
17. P. to K. R’s 4th. 17. Casties on Q’s side,
He has a much better game than you have.
7. Kt. to his sq. 7. Q. to K. R's 5th (ch.)

{f you sacrifice the Kt. by playing 7. Q. to her Kt.’s 3rd, or
7. Q. B. takes P., you must equally lose.
8. K. to B's sq. 8. K. B. to K. R’s 3rd.
9. Q. to her Kt.’s 3rd. 9. Q. to K. R's 4th.
You can bring no Piece into action with advantage, while the
field is all before him where to choose.

GAME THE SECOND.

WHITE. BLACK.
1. P. to K’s 4th 1. P. to K’s 4th.
2. P. to K. B’s 4th 2. P. takes P.
3. K. Kt. to B’s 3rd. 3. P. to K. Kt.’s 4th.
4, K. B. to Q. B's 4th. 4. B. to K. Kt.’s 2nd.
5. P. to K. R’s 4th, 5. P. w K. R’s 3rd (best)

Here Black plays his best move; if he adopt instead of 5. P.
to R's 3rd 5. P. to K. Kt.’s 5th, the utmost he can obtain
will be an even game. (e g.)
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5. P. to K. Kt.’s 5th.
6. Kt. to his 5th, 6. K. Kt. to R’s 3rd.
7. P. to Q's 4th, 7. P. to K. B’s 3rd.
(If ke play 7. Q. Kt. to B’s 3rd, you answer with 8. P. to Q. B's 3¢,
and afterwards with Q. B. takes P.)
8. Q. B. takes P. 8. P. takes Kt,
(He may also play 8. P. to Q’s 3rd, whereupon you move 9. Kt. to
K's 6th, having an advantage; or he may play 8. P. to Q’s 4th, which
you teke with K. B., and in a few moves the game will be equal.)

9. B. takes P. 9. B. to K. B’s 3rd.
10. B. takes Kt. 10. B. takes K. R. P. (ch.)
11. K. to @’s 2nd. 11. B. to K. Kt.’s 4th (ch.)

12, K. to Q’s 3rd.
You have no disadvantage.

6. P. to Q's 4th. 6. P. to Q’s 8rd.

If he play here 6. P. to K. Kt.’s 5th, you may leave the Kt
to be captured, and take P. with Q. B.

7. P. to Q. B’s 3rd. 7. P. to K. Kt.’s 5th,

You may also play 7. Q. Kt. to B’'s 8rd, for the result of
which see Var. I. Black, instead of 7. P. to K. Kt.’s 5th,
may now play 7. Q. Kt. to Q’s 2nd, with advantage; but if
he attempt 7. Q. B. to K. Kt.’s 5th, or 7. K. Kt. to B’s 3rd.
the game will be less favourable for him. For example; in
the first place,—

B. to K. Kt.’s 5th.

B

7. Q.
8. Q. to her Kt.’s 3rd. 8. Q. B, to K, R's 4th.
9. P. takes K. Kt. P. 9. P, takes P.
10. R. takes B.
And you win,
In the second place,~—

7. K. Kt. to B's 3rd.
8. P. takes Kt. P. 8. Kt. takes K. P.
If in place of taking the P. you play 8. P. to K’s 5th, Black replies with
8. Kt. to K’s 5th, and has an advantage.)

9. Q. to K’s 2nd. 9. Q. to K’s 2nd.
The game is even.
8. Q. B. takes P. 8. P. takes Kt

1fyou retreat the Kt., Black may play either 8. Q. to K's 2nd,
or B. to K. B's 3rd, baving a fine game, By the sacrifice of
the Kt. you obtain a strong attack, but care on the part of
your opponent will enable him to defend himself.

9. Q. takes P. 9. Q. B. to X’s 8rd.
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If instead he play 9. K. Kt. to B's 3rd, you may 1egain the
advantage ; for instance,~—
9. K. Kt. to B’s 3rd.

10. Castles. 10. Q. Kt. to B’s 3rd.
11. P. to K’s 5th. 11. P. takes P.
(If 11. K, Kt. to Q's 2nd, you answer with 12. Q. B. to K. Kt."s 5th.'
12. Q. B. takes P. 12. Kt. takes B,
13. P. takes Kt. 13. Q. B. to K. Kt.'s 5th.
14. Q. to K. B's 4th. 14. P. to K. R’s 4th,

15. P, takes Kt.
You have a much better game.

10. Q. Kt. to Q’s 2nd. 10. K. Kt. to K’s 2mil.
11. P. to K. R’s 5th. 11. B. taxes B.

12. Kt. takes B. 12. P. to Q. Kt.’s 4th.
13. Kt. to K's 3rd. 13. Q. Kt. to B’s 3rd.

You have no adequate compensation for the Piece you are
minus.

VariarioN L,

Deginmng at White's Tth move.

WHITE. BLACK.
. P. to K’s 4th. 1. P. to K’s 4th.
2. P. to K. B's 4th. 2. P. takes P.
3. K. Kt. to B's 3rd. 3. P. to K. Kt.’s 4th.
4. K. B. to Q. B's 4th. 4. B. to K. Kt.’s 2nd.
5. P. to K. R’s 4th. 5. P. to K. R’s 3rd.
6 6
7

[

. P. to Q's 4th. . P. to Q's 3rd.
. Q. Kt. to B’s 3rd. 7. P. to Q. B's 3rd.

It he attack your Kt. with the K. Kt. P., you must retrcat
him to his own sq. again.

8. P. takes K. Kt. P. 8. P. takes P.
9. R. takes R. 9. B. takes R.
19. K. Kt. to K’s 5th. 10. P. takes Kt.

You might also play 10. K. to B’s 2nd, and the following
moves occur:—
10. K. to B’s 2nd. 10. P. to K. Kt.’s 5th.

(Black could likewise play with advantage 10. B.to K. Kt.’s 2nd, or
10. K. Kt. to B’s 3rd.)

11. Q. to K. R’s sq. 11, B. to K. Kt.’s 2nd.
(His best move. 10. Q. to K. B's 3rd, or 10. P. takes K. Kt., would be
in your favour.)



KING'S GAMBIT, 251

32. Q. to K R's ith, 12. P. to Q's 4th.
13. Q. Kt. takes P, 13. P. takes Kt.
\[f at this crisis you play 13. P. takes Q. P., Black takes ;our K. Kt.
with P., and then moves K. Kt. to B’s 3rd.)
14. K. B. takes Q. P, 14. Q. to K’s 2na.
15. Kt. to his 5th. 15. K. Kt. to B's 3rd.
16. B. takes K. B. P. (ch.) 16. K. to B’s sq.
17. Q. to K. Kt.’s 6th. 17. Kt. takes K. P. (ch.)
He now fo.ces the exchange of Queens, and having a Piece superiority

must win.
il. Q. to K. R’s 5th. 11. Q. to K. B’s 3rd.
12. P. takes K. P. 12. Q. to K. Kt.’s 2nd.
13. P. to X’s 6th. 13. B. takes P. (best)

He may with almost equal advantage play 13. K. Kt. o B’s

srd. (e.g.)
13. K. Kt. to B’s 3rd.
14. P. takes P. (ch.) 14. K. to his 2nd.

If he venture 14. K. to Q’'s sq., you play 15. Q. takes K. Kt. P., and
win; so also, if he move 14. K. to B’s sq., you may take P. with Q, B.,
leaving your Queen en prise, and if he capture either Q. or B., you
mate him next move.)

15. Q. to K’s 2nd. 15. Q. B. to K. Kt.% 5th.

Should he risk 15. Q. B. to K’s 3rd, you exchange Bishops, then check

with your Q. at her B’s 4th, and afterwards, by playing her to Kt.’s
4th, you must gain the advantage.)

16. Q. to her 3rd. 16. Q. Kt. to Q’s 2nd.
17. Q. to her 4th. 17. K. Kt. to R’s 4th.
He ought to win.
14. B. takes B. 14. X. Kt. to B's 8rd.
15, B. takes K. B. P. (ch.) 15. K. to his 2nd.
16. Q. to K. Kt.’s 6th. 16. Q. takes B.

The advantage is all on Black’s side.

GAME THE THIRD.
WHITE. BLACK.
P. to K’s 4th. . P. to K’s 4th.
P. to K. B’s 4th. . P. takes P.
K. Kt. to B's 3rd . P. to K. Kt.’s 4th.
4. B. to Q. B’s 4th. . B. to K. Kt.’s 2nd.
6. Castles. . P. to Q’s 3rd (best)

5. Castling, or 5. P. to Q’s 4th, may be played indifferently
U Rlack, in reply to your presert move, play 5. P. to K. Kty

1.
2.
3.

Ot GO DY -
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6th, you may retreat the Kt. to K’s sq., and thus ensuro
the winning of the gambit Pawn, or you can leave the Kt. to
be taken, as in the following variation:—

5. P. to K. Kt.’s 5th.

6. P. to Q. B's 3rd. 6. P. takes Kt.
7. Q. takes P. 7. B. to K. R’s 3rd.
8. P. to Q's 4th. 8. Q. to K’s 2nd.
9. Q. B. takes P. 9. B. takes B.
10. Q. takes B. 10. P. to Q’s 3rd.

11. B. takes K. B. P. (ch.) 11. K. to Q’s 8q.
12. Kt. to Q’s 2nd.
The game is even.

6. P. to Q’s 4th. 6. P. to K. R’s 3rd.
But for this precautionary move of his, you might get a Lively
but somewhat hazardous attack, by sacrificing the Kt. for the
two Pawns.

7. P. to Q. B’s 3rd. 7. Q. B. to K’s 3rd.

If you play 7. P. to K. Kt.’s 3rd, Black replies with 7. P. to

K. Kt.’s 5th, and gets the better game. Should he, in answer

to your present move, play 7. P. to-Q. B's 3rd, you can then

advantageously move 8. P. to K. Kt.'s 3rd; for example,—
7. P. to Q. B’s 3rd.

8. P. to K. Kt.’s 3rd. 8. P. to K. Kt.’s 5th.
9. Q. B. takes P, 9. P. tukes Kt.
10. Q. takes P. 10. Q. to K. B’s 3rd.

(If he play 10. B. to K’s 3rd, you exchange Bishops, and then take
Q. P. with your Q. B. If he play 10. K. Kt. to B’s 3rd, you may also
take Q. P. with Q. B., and afterwards play P. to K’s 5th.)

11. Q. to K. R’s 5th. 11. Q. to K. Kt.’s 3rd.
(You can also obtain a powerful attack by 11. P. to K’s 5th, followed by
Q.to K’s 3rd; the moves in the text are from the German ¢ Handbuch.”)
12. Q. takes Q. 12. P. takes Q.
13. Q. B. takes P. 13. K. Kt. to B's 3rd.
14. Q. Kt. to Q’s 2nd.

Your two central Pawns and superiority of general position are equivalent

to the Piece he has gained.

8. B. takes B. 8. P. takes B.

You may here perhaps more advantageously play 8. Q. Kt. to
R’s 3rd.

9. Q. to her Kt.’s 3rd. 9. Q. to her B’s sq.
10. P. to K. R's 4th. 10. P. to K. Kt.’s 5tb.
11, Kt. to K. R’s 2nd. 11. P. to K. Kt.’s 6th.

He has a Pawn more and a strong position.
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ILLUSTRATIVE OF THE FOREGOING ANALYSES.
(From the Chess-Player's Chronicle.)
GaME I.—Between V. H. der Laza aud Dr. Bledow.

wrire. (V. H.d. L.)
1. P. to K’s 4th.
2. P. to K. B's 4th.

K. B. to Q. B’s 4th.
P. to Q’s 4th.
Castles.

Q. Kt. to B’s 3rd.
P. to K’s 5th,

9. Q. Kt. to K’s 4th.
10. Q. to K’s 2nd.+

11. Kt. to Q’s 6th (ch.)
12. P. takes B. (dis. ch.)
13. Kt. to K's 5th.

14. P. to Q. B’s 3rd.
15. Q. to K's 4th.

16. Q. takes R.

.
.
3
.

1

BLACK.
. P. to K’s 4tk.
. P, takes P.

bl b ot pd bt gt
TN O OO WD

(Dr. B.)

r. to K. Kt. 8 4th,
K. B. to Kt.’s 2nd,

. Q. to K’s 2nd.*

P. to K. R’s 3rd.
P, to Q. B’s 3rd.
Q. to her Kt.'s 5th.

. K. B. to his sq.

. P. to K. Kt.’s 5th.
. B. takes Kt.

. K. to @’s sq.

. R. to R’s 2ud.

. P. to K. B’s 6th.

. K. Kt. to B’s 3rd.
6.

Kt. takes Q.

And White guve checkmate in six moves.

Game II.—Between V. H. der Laza and Mr. H. of Berlin.

waire. (V. H.d. L))
. P. to K’s 4th.

. P. to K, B’s 4th.

. K. Kt. to B's 3rd.

. K. B. to Q. B’s 4th.
. Castles.

. P. tc Q’s 4th,

. P. to Q. B’s 3rd.

. Q. to her Kt.’s 3rd.%
. P. to K. Kt.'s 3rd.

. Q. B. takes P.

. R, takes P.

DO Q0 NY O Uk OO PO

Pt ot

BLACK.

ot bt

(Mr. H.)

1. P. to K’s 4th.

HOWONB R BN

. P, takes P.
. P. to K. Kt.”s 4th.
. B. to K. Kt.”s 2nd

P. to K. R’s 3rd.

. P. to Q’s 3rd.

P. to Q. B’s 3rd.
Q. to K’s 2nd.

. P. to K. Kt.’s bth,
. P. takes Kt.
. Q. B. to K’s 3rd.

* The proper move, as is seen in the foregoing variations, is 5. P

10 Qs 3rd.

1 This Jittle game is excellently played by White.
3 Having now your Q. P. protected, and an opening for your Queen,
you ean advantageously advance the K. Kt. P., and sacrifice your Kt,,

88 in the Mugzio Gambit,
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12. P. to Q’s 5th,
13. P. takes Q. B. P.
14. P. tukes Kt. P.

15. P. takes R. (becoming a Q.)

16. B. takes K. B. P. (ch.)
17. B. takes Kt.
18. B. takes Q. P. (ch.)

CHESS-PLAYER'S HANDBOOK,

12. Q. B. to K, Kt.'s 5th.
13. B. takes R.

14. Q. takes K. P,

15. Q. takes Q.

16. K. to B’s sq.

17. R. takes B.

18. K. to K’s sq.

‘White mates 1n three moves,*

Game III.—Between Mr. Popert and an eminent Poiisk

waite, {(Mr. Z.)
1. P. to K’s 4th.
2. P. to K. B’s qth,
K. Kt. to B’s 3rd.
B. to Q. B’s 4th,
P. to Q’s 4th.
Castles.
. P. to K. Kt.’s 3rd
. K. Kt. to R’s 4th.
. Q. B. to K’s 3rd.
10. P. to Q. B’s 3rd.
11. K, Kt. to K. B’s 5tk
12. P. takes B.
13. Q. to her Kt.’s 3rd.
14, K. B. to Q’s 3rd.
15. Q. to her B's 2nd.
16. Kt. to Q’s 2nd.
17. Q. B. to K. B’s 4th,
18. P. to Q. R’s 4th.
19. Q. B. takes K. Kt. P
20. P. to Q. Kt.’s 4th.
21. B. takes Kt.
22. Q. to her Kt.’s 2nd.
23. B. takes B.
24. P. to Q. R’s 5th.
25. K. takes R.

Brack. (Mr. P.)
. P. t6 K’s 4th.
. P. takes P,
P. to K. Kt.’s 4th.
B. to K. Kt.'s 2nd.
P. to Q’s 3rd.
. P. to K. R’s 3rd.
P. to K. Kt.’s 5th.
P. to K. B’s 6th.
. Q. Kt. to B’s 3rd.
K. B. to B’s 3rd.
Q. B. takes Kt,
. K. Kt. to K’s 2nd,
. P.to Q’s 4th.
. Q, to her 2nd.
P.to K. R's 4th.
. P.to K. R’s 5th.
. Castles on Q’s side.
. P.takes K. Kt. P,
. K. R. to his 4th.
. K. Kt. takes K. B. ¥
. Q. takes B.
. B. to K. R's 5th.
23. R. takes B.
24. R. takes K. R. P.

ol
POPVND YR LI

b

[
)
.
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Black mates in three moves.

+! fu brilliant and amusing little sidemich,
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Game IV.
WHITE, BLACK.

1. F. to K’s 4th 1. P. to K’s 4th.

2. P. to K. B’s 4th, 2. P. takes P.

3. K. Kt. to B's 3rd. 3. P. to K. Kt.”s dtu,

4. K. B. to Q. B’s 4th, 4. K. B. to Kt.’s 2ud.

5. P. to K. R’s 4th, 5. P, to K. R’s 3rd.

6. P. takes P. 6. P. takes P.

7. R, takes R. 7. B. takes R.

8. P. to Q’s 4th. B. P. to Q’s 3rd.

9. Q. Kt. to B’s 3rd. 9. I. to Q. B’s 3rd.
10. K. Kt. to K's 5tbh.* 10. P. takes Kt.
11. Q. to K. R’s 5th. 11. Q. to K. B’s 3rd.
12. Q. P. takes P 12. Q. to K. Kt.’s 2nd.
13. P. to K’s 6th. 13. K. Kt. to B’s 3rd.+
14. P. takes P. (ch.) 14. K. to B’s sq.%
15. Q. B. takes P. 15. K. to his 2nd.§
16. Q. B. takes K. Kt. P, 16. Q. Kt. to Q’s 2nd.
17. Q. R. to Q’s 5q.]| 17. Q. Kt. to K’s 4th.
18. Q. to K. R’s 2nd. 18. Q. takes B.§
19. P. to K. B’s 8th, becoming a 19. K. takes Q.

Q. (ch.)

20. Q. takes B. (ch.) 20. K. Kt. to his &q.
21. R. to Q’s 8th (ch.) 21. Q. takes R.
22. Q. takes K. Kt. (ch.) 22. K. to his 2nd.
23. Q. to K. Kt.’s 7th (ch.) 23. K. to Q’s 3rd.
24. Q. to R's 6th (ch.) 24. K. to B's 2nd.
25. Q. to K. Kt.’s 7th (ch.) 25. Kt. to Q's 2nd.
26. Q. to K. Kt.’s 3rd (ch.) 26. K. to Q. Kt.’s 3rd.

‘White mates in five moves.

* This has been shown to be an extremely hazardous mode of play,
and one which can only be ventured against an inferior opponent.

+ Q. B. takes P. is a better move.

1 This is an error which should cost the game. He should move the
K. to K’s 2nd.

§ He would be mated directly on taking either Q. or B.

)i Better, as the after play shows, than castling.

§ If White had castled on the previous move, this B. would have been
taken with a check.
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CrartER I1.
THE CUNNINGHAM GAMBIT.

T'a1s sparkling variation in the defence of the King’s Gambit
was brought into general notice from its adoption by Mr.
Cunningham, the historian, one of the most eminent chess.
players of his day in Europe. It differs from all other variations
of the same opening, inasmuch that Black, instead of attempt-
ing to sustain the Pawn he has gained, by the customary move
of 3. P. to K. Kt.’s 4th, plays his K. B. to K’s 2nd, with the
intention of checking at K. R's 5th, and cither compelling
‘White to move his King, or by interposing a Pawn, enable
Black not only to break up the Pawns on the King’s side, but
to exchange his doubled P. for another of greater value and
importance. The leading works to be consulted on this lively
method of opposing the gambit are—Bertin (London, 1735);
Stamma ; Philidor (1782); Allgaier; Sarratt (1808); Lewis
(1844); Walker (1846); and the German * Handbuch.”

GAME THE FIRST.

WHITE. SLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. P. to K. B's 4th. 2. P. takes P.
8. K. Kt. to B's 3rd. 3. K. B. to K’s 2nd.
4. K. B. to Q. B's 4th. 4. B. to R’s 5th (cb.)

Your move of B. to Q. B's 4th is the best at your command ;
it enables you either to play the K. to B's sq., when he is
checked, or to castle at the first convenient opportunity.

5. K. to B's sq. 5. K. B. to his 3rd.

Instead of 5. K. to B’s sq., which is the best move you cm
make, you may also play 5. P. to K. Kt.’s 3rd, as in the nex
e. If Black, in lieu of retreating his B. to B's 3rd, play
5. B. to K. Kt.’s 4th, you answer with 6. P. to Q’s 4th, then
take the K. B., and finally play Q. to K. B’s 3rd, with a fine
game. He may, however, move 5. K. Kt. to R’s 8rd and
then the following variation 18 probable :—

5. K. Kt. to R’s 3rd.

6. P. to Q's 4th. 6. K. Kt. to his 5th.

7. Q. to K’s 2nd. 7. K. Kt. to B's 7th
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8. K. Kt. takes B. 8. Kt, takes R.
9. Kt. to K. B'e 3rd. 9. Kt. to his 6th (ch.)
10. P. takes Kt. 10. P. takes P,

11. Q, B. to K. B’s 4th.
You have a manifest sdvantage.

6. P. to K’s 5th. 6. B. to K’s 2nd.

7. P. to Q’s 4th. 7. P. to Qs 4th,

8. K. B. to K’s 2nd. 8. P. to K. Kt.'s 4th.

9. P. to K. R's 4th. 9. P. to K. Kt.'s 5th,
10. K. Kt. to K. R's 2nd. 10. P. to K. R's 4th.

He can also attack the Kt. by advancing the Kt. I. another
&y., but the result would still be in your favour.

11. Q. B. takes D. 11. K. B.takes K. R. P
12, P. to K. Kt.'s 3rd. 12. B. to K. Kt.’s -ith,
13. Kt. takes K. Kt. P.

You must win.

GAME THE SECOND.

WHITE. BLACK.
P. to K's 4th. . P.to K's 4th.
P. to K. B's 4th. . P. tukes P.
. K. Kt. to B's 3rd. . B. to X's 2nd.
K. B. to Q. B's 4th. . B. to K. IU’s 5th (ch.,
P. to K. Kt.’s 3rd. . Pl otakes P,
Your present move is not so prudent as 5. K. to B’s sq., but
it is one very frequently adopted, and with which you ought
to be conversant.

If instead of taking the P., Black retire his B. to Kt.’s 4th,
you castle, and have a good position. If he play 5. P. to
Q. Kt.'s 4th, you may tuke the K. B. P., checking, and after-
wards capture his B. with K. Kt.

6. Castles. 6. P. takes P. (ch.)
7. K. to R's =q. 7. K. B. to his 3rd.

The situation here is remarkable, and it is searcely possible to
eonceive, at first sight, how such a position could occur at the
sixth move of the game. .
Black has all his Pawns, while on your side there is a
startling deficiency ; it was from this circumstance that Bertin
3

ot 9900 1
[ 3 N
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and Stamma distinguished the opening as the * Three Pawns’
Gambit.” At this point Philidor observes that Black must
win, and in this opinion he is scconded by Ercole Del Rio,
“Lolli, p. 369); but Allgaier, on the other hand, remarks,—
“With equally good players, however, White's game is not so
irredecmably lost as Philidor makes it.” Instead of 7. B. to
K. B's 8rd, Black may play 7. P. to Q's 4th, or 7. B. to K's
2nd, for the result of which see the Variation.

8. K. Kt. to K’s 5th. 8. B. takes Kt. (best)

For your 8th move, Philidor gives P. to K’s 5th, pursuing the
game as follows :—

8. P. to K’s 5th. 8. P. to Q’s 4th.

9. P. takes B. 9. K. Kt. takes P.
10. B. to Q. Kt.’s 3rd. 10. Q. B. to K's 3rd.
11. P. to @’s 4th. 11. Kt. to K’s 5th.

12. Q. B. to K. B’s 4th. 12. P. to K. B’s 4th,
13. Q. Kt. to Q’s 2nd. 13. Q. to K’s 2nd.

14. P. to Q. B's 4th. 14. P. to Q. B’s 3rd.
15. P. takes Q. P. 15, P. tokes P.

16. Q. R. to Q. B's 5q. 16. Q. Kt. to B’s 3rd.
17. Q. Kt. takes K. Kt. 17. K. B. P. takes Kt.
18. Kt. takes K. R. P. 18. Castles on K’s side.

(Kt. to K’s 5th, for your 18th move, seems to be at least as good as taking
the Pawn.)
19. Q. to her 2nd.
Philidor now makes Black play 19. P. to K. R’s 3rd, and White answers

with 20. Q. R. to Q. B’s 5th ; but, as the ‘ Handbuch”’ remarks, he
overlooks the fact that White might win by 20. B. takes K. R. P.

9. Q. to XK. R's 5th. 9. Q.to K’'s 2nd (best)
10. R. takes K. B. . 10. Q. to her B’s 4th.
11. R. to K. B's 8th (dble. ch.)  11. K. to his 2nd.

12. P. to Q’s 4th. 12. Q. takes P. (best)

If he play 12. Q. takes B., you proceed thus,—
13. Q. to K's 8th (ch.) 13. K. to Q’s 3rd.
14. Q. takes B. (ch.)
Followed by Q. Kt. to R’s 3rd, and Q. B. to Q’s 2nd, &c.

. 13. Q. B. checks. 13. K. to Q's 3rd (best)
14. Q. Kt. to Q’s 2nd 14. K. Kt. to B's 3rd.
15. Q. to K. B's 7th. 15. Kt. takes K. P.
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16. Q. B. to K's 3rd. 16. K.Kt.tohis6th(ch

17. K. to Kt.’s 2nd. 17. Q. takes B.

18. Q. to her 5th (ch.) 18. K. to his 2ud.

19. Q. to K. Bs 7th (ch.) 19. K. to Qs 3rd.
Drawn game.

VARIATION,
Beginning at Black's Tth move.

WHITE.

At this stage Black has at his disposal scveral moves beside
the one of 7. B. to his 314, adopted in the preceding game.
The most important of thesc are 7. P. to Q's 4th, and 7. B.
to K's 2nd  In the first place, lct us see theeffect of 7 P to
Qs 4th.

7. P.to Qs 4th
8. B. takes P. 8. K. Kt. to B's 3rd

If you take the P. with P., Black retires his B. to Bs 8rd
and has a safe position

9. B. takes K. B. P. (ch.) 9. K. takes B

If instcad of so playing you take B. with Kt., he alwo takes
B. with Kt., but you may play 9 K. B. to Q Kt s 8rd, with

the following result :—
9. B. to Q. Kt.’s 3rd. 9. Kt. takes K. P.
10. Q. to K's 2nd. 10. Q. to K’s 2nd
11. B. takes B. P. (ch.) 11. K. to B’s sq.
12. Q. takes K. R. P. 12. Kt. to Kt.’s 6th (ch.)
13. K. to Kt.’s 2nd. 13. Kt. takes K. R.

s 2
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14, Q. takes K. B. 11. Q. takes Q.
15. Kt. takes Q. 15. K. takes B.
16. K. takes K¢.
Black has obviously the advantage.
10. Kt. takes K. B. 10. K. R. to B’s sg,
11. P. to Q's 4th. 11. K. to Kt.'s sq.
If, thinking to win a Picee, you advance the K. P. to K's bth,
Black will check at Q's 4th, and, on your interposing the Kt,
a« your best move, he will play Kt. to K. R's dth.

12. Q. B. to K. Kt.'s 5th. 12. K. Kt. takes K. P,
13. B. takes Q. 13. R. takes R. (ch.)
14. Q. takes R. 14. Kt. to his €th (ch.)
15. K. takes P, 15. Kt. tukes Q. (ch.)

e has the Letter game.
Referring again to the diagram, let us now sce the probable
»onsequences of Black's playing 7. B. to K's 2nd.
7 B. to K's Ond.
8. B. takes B. P. {ch.) 3. K. takes B.
He may decline taking the Bishop, and tuon vou pursuc the
game thus,—

8. K. to B« sq.
9. Kt. to K’s 5th. A K. i o 8378 3ra.
10. K. B. to Q. Kt.”s 3rd. 10, Q. to K's ~q.
11. K. Kt. to B’s 7th. 11, K. R. to Kt.’= sq.
12. P. to K’s 5th. 12. P. to Q’s 4th.
13. P. takes Kt. 13. P. takes P.

14. B. takes Q. P.
You have a winning position.

9. Kt. to K’s 5th (dble. ch.) 9. K. to his 3rd (best}
10. Q. to K. Kt.’s 4th (ch.) 10. K. takes Kt.
11. Q. to K. B's 5th (ch.) 11. K. to Q’s 3rd.
12. Q. to her 5th.
And wins.
GAMES

ILLUSTRATIVE OF THE CUNNINGHAM GAMBIT.
GAME I.-‘—Betwoen two members of the Berlin Chess Ciab

warre. (V. H.d. L) BLack. (M. J.)
1. P. to K's 4th. 1. P. to K’« 4th.
% P.to K. Bls 1th, 2, P. takes P.
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3. K. Kt. to B's 3rd. 3. K. B. to K’s 21d.
4. K. B. to Q. B’s 4th, 4. B. to K. R’s 5eh {¢h.)
5. P. to K. Kt.’s 3rd.* 5. P. takes P.
6. Castles. 6. P. takes P (ch.}
7. K. to R's 8q. 7. K. B. to B’s 3rd.
8. Kt. to K’s 5th. 8. B. takes Kt.
9. Q. to K. R’s 5th. 9. Q. to K’s 2nd.
10. R. takes K. B. P. 10. Q. to her B's 4th,
11. R. to K. B’s 8th (dble. ch.) 11. K. to his 2nd.
12. P. to Q’s 4th. 12. Q. takes Pt
13. B. to K. Kt.’s 5th {(ch.) 13. K. Kt. to B’s 3ed.$
14. B. takes Ki. (ch.) 11. P. takes B.
15. Q. to K. B’s 7th (cl.) 15. K. to Qs 3rd.
16. Q. Kt. to B’s 3rd. 16. R. takes R.

17. Q. takes R. (ch.) 17. K. to B’s 3rd.
18. Q. to her Kt.’s 4th, 18, P.oto Q's 4th.
19. B. to Kt.’s 5th (ch.) 19. K. to Kt.’s &rd.
20. Kt. mates.
Gamg IL—Between V. Bilguer and Mr. M-—-t.
waite. (V. B.) sBrLack. (Mr. M.)

1. P. to K’s 4th. 1. P. to K’s 4th.

2. P. to K. B’s 4th. 2. P. tukes P.

3. K. Kt. to B’s 3rd. 3. K. B. to K’s 2nd.

4. K. B. to Q. B’s 4th. 4. B. checks.

5. P. to K. Kt.’s 3rd. 3. P, takes P,

6. Castles. 6. P. takes P. (ch.)

7. K. to R’s sq. 7. P to Q's 3rd.§

8. B. takes K. B. P. (ch. 8. K. takes B.

9. Kt. takes B. (dis. ch.) 9. K. Kt. to B’s 3rd.
10. P. to Q’s 4th.| 3. Q. B. {0 K. R’s 6th.
11. R. to K. B’s 3rd. 11. B. to K. Kt.’s 5th.§
12. R. takes Kt. (ch.) 12. Q. takes R.

13. Q. takes B. 13. Q. to K. B’s 8th (ch !
14. K. takes P. 14. Q. takes Q. B.
15. Q. Kt. to B’s 3rd. 15. Q. takes R.
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* The correet reply is 5. K. to B’s sq., as shown in the precudinz
griations.

¢ The best move.

2 K. to Q’s 3rd is the proper play

& P. to Q’s 4th is far hetier.

I If White checks at K. R’s 5th, Black’s answer is K. to Kt.'s s3

¢ Q. to ber 2nd is a better move.
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16. Q. to K. B’s 5th (ch.) 16. K. to his 8q.®
17. Q. to Q. B’s 8th (ch.) 17. K. to his 2nd.
18. Q. takes P. (ch.) 18. K. to his sq.
19. Q. to B’s 8th (ch.) 19. K. to B's 2nd.
20. Q. takes P. (ch.) 20. K. to his sq.

21. Kt. to K. B’s 5th.
And must win.

Cuarter II1.
THE SALVIO GAMBIT.

So called from having first appeared in the Treatise of Selvio,
1604, is, properly speaking, ke the Cochrane Gambit, a
variation of the defence of the King’s Gambit. which springs
from the sccond player advancing his K. Kt. P. to Kt.’s 5th,
at the 4th move, in place of posting the X's Bishop at K. Kt.’s
2nd. This method of defending the Gambit I have always
regarded as somewhat hazardous, because it permits the first
player to adopt the Muzio attack; but the situations arising
from it are of singular interest and instruetion.

The principal works which have treated of this opening are
Salvio, Cozio (Ist vol. p. 35); Ponziani (1782), p. 126;
Cochrane (1822), pp. 171—175; Silberschmidt (1845), pp. 79
~—98; Lewis, (1844), pp. 338-—343; Kassim (1829); Jacnisch
vol. ii. p. 233; Walker (1846), p. 205; and the German
* Handbuch.”

GAME THE FIRST.

WHITE. BLACK.
1. P. to K's 4th. 1. P, to K's 4tn.
2. P. to K. B's 4th. 2. P. takes P.

* He must lose equally if the K. goes to his 2nd. (e. g.)

16. K. to his 2nd.
17. Kt. to Q’s 5th (ch.) 17. K. to Q’s sq.

18, Q. to K. Kt.’s 5th (ch.) 18. K. to B’s sq., or (A.)
19. Q. takes Kt. P. 9. Q. Kt. to R’s 3rd.
20. Q. takes R. (ch.) 20. K. to @’s 2ud.
21. Q. takes R., and wins.
(A9
18, K. to Q’s 2nd.
19. Q. to K’s 7th (ch.) 19. K, to B’z 3nd.

20. Q. takes P. (ch.), and wins,
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3. K. Kt. to B’s 3rd. 3. P. to K. Kt.'s 4th.
4. K. B. to Q. B's 4th. 4. P. to X. Kt.’s 5th.
5. Kt. to K’s 5th. 5. Q.toK.R's5th{ch.)

If, at your 5th move, instead of so playing, you leave the Kt.
to be taken, the opening becomes the celebrated Muzio Gam-
bit, which, with 5. B. takes K. B. P. (ch.), will form the
subject of a separate Chapter. It would be bad play for Black
to move Kt. to R's 3rd, before checking with his Q., because
you could at once castle, and regain the given Pawn.

6. K. to B’s sq. 6. K. Kt. to B's 3rd.

It 1s this move of Black that constitutes the Salvio dcfence,
of which, however, Salvio was not the originator, he having
taken the variation from some Portuguese work, now unknown.
It is not considered so advantageous a mode of defending the
game as playing 6. Kt. to K. R's 8rd, a move likewisc indi-
cated by Salvio, and the consequences of which shall be ex-
amined in the next game.

7. Q. to K's sq. (best) 7. Q.takes Q.(ch., best)

If you venture to take the K. B. P. at your 7th move with
the Kt., Black replies with 7. P. to Q’s 4th, and gains two
Picces for his Rook. If you take it with the Bishop, the follow-
ing variation proves that the game will be also in his favour i

7. B. takesK.B. P. (ch.) 7. K. to his 2nd (best)

8. B. to Q. Kt.’s 3rd. 8. P. to Q’s 3rd.
9. Kt. to Q’s 3rd. 9. Kt. to K. R's 4th.
10. Q. to K’s sq. 10. P. to K. Kt.’s 6th,
11. K. to Kt."s sq. 11. K. B. to K. Kt.’s 2nl.
12. P. to Q. B’s 3rd. 12. Q. to K. Kt.’s 4th,
Black has the better game.
8. K. takes Q. 8. Kt. takes K. .

He mny also play 8. P. to Q's 3rd, as follows,—
8. P. to Q’s 3rd.

9. Kt. takes B. P. 9. P. to Q’s 4th.
10. B. takes Q. P. 10. Kt. takes B.

11. Kt. takes K. R. 11. Kt. to K. B’s 3rd,
12. P. to Q’s 3rd. 12. B. to K. Kt.’s 2ad.
13. P. to Q. B’s 3rd. 13. B. takes Kt.
14. B, takes P. 14. P. to Q. B’s 3nd.

15. Q. Kt. to 2’s 2nd.
The game is about equal.
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9. B. takes K. B. P. (ch.) 9. K. to his 2nd (bcst)
10. B. to K. R’s 5th. 10. P. to K. Kt.’s 6ths.

Philidor makes you play 10. B. to Q. Kt.'s 3rd, but the move
in the text, which is Ponziani’s, is acknowledged to be better.

11. P, to K. R’s 3rd. 11. P. to Q's 3rd.
12. K. Kt. to Q’s 3rd. 12. K. B. to R's 3rd.
13. Q. Kt. to B's 3rd. 13. Kt. takes Kt.

If he rctire his Kt., you play B. to K. B's 3rd, and if he then
move P. to Q. B's 3rd, by moving Q. Kt. to K's 2nd, you
recover the P. with a better position.

14 Q. P. takes Kt. 14. R. to K. B’s sq.
15. X. to K. B's sq. 15. Q. B.to K. B's 4th.
16. Kt. takes P. 16. B. takes Kt.

17 B. takes B. 17. K. R.toK. Kt.’s sq.
18 B. takes Q. P. (ch.) 18. P. tukes B.

16, R. takes B. 19. K. R. to Kt.’s 2nd.

You have a Pawn more and an advantage in position.

GAME THE SECOND.
WHITE. BLACK.

1. P to K's 4th. 1. P. to K's 4th.

2. P. 10 X. B's 4th. 2. P. takes P.

3. K. Kt. to B's 3rd. 3. P. to K. Kt.'s 4th.
4. B. to Q. B's 4th. 4. P. to K. Kt.’s 5th.

5. Kt. to K’s 5th. 5. Q.toK.R's5th{ch.)
6. K. to B's sq. 6. K. Kt. to R’s 3rd.

Black’s present move is decidedly superior to that of Kt. te
K. B's 8rd. If, in licu of playing so, or 6. Kt. to K. B's 3rd,
he move 6. P. to K. B's 6th, we have the Cochrane Gambii,
which sce.

7. . to Qs 4th, 7. P. 1o K. B’s 6th.

This is Black’s best move ; if he play instead 7. P. to Q's 3rd,
you have the advantage, for example,—

7. P. to Q’s 3rd.
8. Kt. to Q’s 3rd. 8. P. to K. B’s 6th.
9. P. to K. Kt.’s 3rd. 9. Q. to K’s 2nd (best)
10. Q. Kt. to B’s 3rd. 10. P. to Q. B’s 3rd.
11. P.to K. R’s 3rd, 11. P. to K. B's 4th.
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12. Q. B. takes Kt. 12. B. takes B.
13. P. takes K. B, P. 13. Q. B. takes P.
14. P. takes K, Kt. P. 14. Q. B. takes Kt. (ch.)

15. Q. takes B.
You must win,

8. P. takes 1. 8. P. to @’s 8rd.

Instead of taking the Pawn here, you may move 8. Q. B. to
K. B's 4th, or 8. B. takes K. Kt. For the result of these
moves, see Variation, and you can ply likewise 8. P. w
K. Kt.’s 3rd, or 8. Q. to K's sq., as shown in the following
examples. In the first place,—

8. P. to K. Kt.’s 3rd. 8. Q. t¢ K. R’s 6th (ch.)
9. K. to B’s 2nd. 9. Q. to K. Kt.’s 7th (ch.)
10. K. to his 3rd. 10. P. to K. B’s 4th.

(This move of Black’s we find in Silberschmidt ; Salvio, Cozio, and Pon-
ziani, play 10. P’. to K. B’s 3rd, which is much inferior.)
11. K. to Q’s 3rd. 11. P. takee P. (ch.)

(If you play 11. P. takes K. B. P, he first dislodges your K¢t. with the
Q. P., and then takes P. with Kt., checking ; and 1if youmove 11. Q. K¢
to B’s 3rd, he answers with 11, P, to Q. B’s 3rd, and afterwards 12. P
to Q’s 3rd.)

12. K. takes P. 12. P. to Q’s 1th (ch.)
13. B. takes Q. P. 13. . to K. B’s 7th (dis. ch.)
He has the better game.

In the second place,—

8. Q. to K's sq. 8. Q. takes Q. (ch.)
9. K. takes Q. 9. P. takes K. K¢, P,
10. R. to K. Kt.’s sq. 10. P.to Q's 3rd.
11. Kt. to @’s 3rd. 11. K. Kt. to his »g.
12. R. takes P. 12, P. to K. R's 4th,
His game is superior to yours.
9. Kt. to Q's 3rd. 9. K. Kt P. takes P.

If in licu of retreating the Kt., you take his Kt. with Q. B,,
he takes your Kt. with Q. P.

10. K. Kt. to K. B's 2nd. 10. Q. B. to K. R's 6t&
(ch.)

11. Kt. takes B. 11. Q. takes Kt. (ch.)

12, K. to B's 2nd. 12. Q. to Kt.s 7th (ch.)

18. K. to his 3rd. 18. Kt. to his 5th (ch.)

14. K. to B's 4th. 14. B. to R's 3rd (ch.)

And he mates you in two moves.
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VARIATION,

Dsginning from White's 8th mote.

BLACK.

T wmme,
8. Q. B. to K. B's 4th. 8. P. takes P. (ch.)

It was before observed that you could also play 8. Q. B. takes
K. Kt. ; let us suppose this move,—

8. B. takes K. Kt. 8. P. takes P. (ch.)
9. K. takes P. 9. B. takes B.
10. Kt. takes K. B. P. 10. R. to K. B’s sq.

Black will win,

if you take the B. P. with B., checking, mstead of with the Kt., he
moves K. to lus 2nd, and soon gets the better game.

2. K. takes P. 9. P. to Q’s 3rd.
10. B. takes K. Kt. 10. B. takes B.
11. Kt. to Q's 3rd. 11. Q. to R's 6th (ch.)
i2. K. to Bs 2nd. 12. Q. to K's 6th (ch.)
13. K. to B's sq. 13. P. to Kt.’s 6th.

He has a fine attack.

Cuarrrr IV,
THE COCHRANE GAMBIT.

Tu19 is a modification of the defence introduced by Salvio,
which we have just examined, and consists in the second
player's advancing the P. to K. B's 6th, before playing out
the K. Kt. cither to B's 3rd, ortoR's 3rd. The most important
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authorities upon these Gambits are Cochrane (1822), pp. 268
—276 ; Lewis, in whose valuable treatise is incorporated the
chief variations of Ghulam Kassim, (1844), pp. 308—343;
Calvi, in “ Le Palaméde” (1844) ; Jaenisch, vol. ii., pp. 238=—
239 : and the German ¢ Handbuch.” Sec alsoan interesting
artiele on the Cochranc Gambit, by V. H. der Laza, in the
* Chess-Player’s Chronicle,” vol. v., pp. 317—339.

GAME THE FIRST.

WHITE. BLACK.
1. P. to K's 4th. 1. P. to K's 4th.
2. P. to K. B's 4th. 2. P. takes P.
3. K. Kt. to B's 3rd. 3. P. to K. Kt.’s 4th.
4. B. to Q. B's 4th. 4. P. to K. Kt.’s 5th.
5. Kt. to K's 5th. 5. Q.toK.R's5th{ch.)
6. K. to B's sq. 6. P. to K. B’s 6th.

In the previous Gambit you will remember Salvio advances
this P. one move later, that is, afier his K. Kt. is moved to
B's 8rd, or R’s 3rd sq.

7. P. to Q's 4th (best) 7. P. takes K. Kt. P,
(ch., best.)

Instead of 7. P. to Q's 4th, you have the choice of scvera.
moves. You may play B. takes K. B. P. (ch.); P. to K.
Ki.'s 3rd; and Kt. P. takes 1. ; cach of which will form the
subject of a scparate game. (Sec Games Second, Third, and
Fourth.)

If instead of any one of these you play 7. Q. to K's sq., he
takes P. with P’. (¢h.), and then moves Q. to K. R's 6th, with
a better game tnan you have. There is another move too at
your command, viz.,—7. Kt. takes K. B. P., the consequences
of which it may be well to show at once.  Suppose, then,—

7. Kt. takes K. B, P. 7. K. Kt. to B’s 3rd.

8. Kt. takes R. 8. Kt. takes K. P.

9. Q. to K's sq. 9. P. takes Kt. P. (ch.)
10. K. takes P. 10. Q. to R’s 6th (ch.)
11. K. to Kt.’s sq. 11. B. to Q. B’s 4th (ch.)

And l.xe roust win.
When at your 7th move you advance the Q. P., Black,
mstead of taking the Kt. P. (ch.), may play 7. K. Kt. to
B’s 3rd, to which you can reply 8. Q. Kt. to B's 8rd. and if
be attempt to dislodge your Kt. by 8, Q. P. one, you may
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play 9. Kt. takes K. B. F., without danger. For the con.
sequences of his playing at his 7th move K. Kt. to R’s 3rd '
his best move in the opinion of Jacnisch, sce Gime the Second
of the Salvio Gambit, in which the same position is more
safely brought about by—

1. P. to K's 4th.

2. . to K. B’s 4th. P, takes P.

3. K. Kt. to B’s 3rd. P. to K. Kt.’s 4th.

4

5

1. P. to K's 4th.

2.

3.
. K. B. to Q. B’s {th. 4. P. to K. Kt."5 5th,

5.

6.

7.

. Kt. to K’s Hth.
6. K. to B's sq. K. Kt. to R’s 3rd.
7. P. to @’s 4th. P. tc K. B’s 6th.
8. K. takes P. 8. Q. to R's 6th (ch.)
9. K. to Kt.’s sq. 9. K. Kt. to R's 3rd.

9. K. Kt. to B’s 8rd would be less advantageous for him: for
example,—

Q. checks.

9. K. Kt. to B’s 3rd.
10. Kt. takes K. B. P, 10. P. to Q’s 4th.

(If he play instead, 10. R. to Kt.’s sq., you move Kt. to his 5th; if 10.
Kt. takes K. P., you answer with Q. to K’s 2nd; and finally, if he play
10. P. to K. Kt.’s 6th, you cau reply with Kt. to his 5th, or K. B. to his
sq., having the better game.)

11. K. B. to his sq. 11. Q. to K. R’s 5th
12. Kt. takes R. 12. Kt. takes K. P.
13. Q. to K’s 2nd. 13. K. B. to Kt.’s 2nd.

(If 13. P. to Kt’s Gth you take the P., and when he retakes, checking, you
interpose the K. B.)

14. P. to Q. B’s 3rd. 14. P. to K Kt.’s 6th.
15. P. takes P, 15. Q. takes P. (ch.)
16. Q. to K. Kt."s 2nd.

You should win,

10. Q. to her 3rd. 10. Q. takes Q.

In this gambit if you take the Kt. with your Q. B., he attains
an irresistible position. Should you at your 10th move play
Q. Kt. to B's 8rd, he does the same, and will maintain the
P. You may, however, move 10. K. B. to his sq., in whick
tase this variation is probable ;—

10. B. to his sq. 10. Q. to R’s 5th.

11. B. takes Kt. 11. B. takes B.

12. Q. takes P, 12. B. to K’s 6th {ch.)
13. K. to Kt.’s 2nd. 13. Q. takes Q. (ch.)
14. Kt. takes Q. 14. B. takes Q. P.

He has an easy game.
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11. P. takes Q. 11. P. to Q’s 3rd.

12. B. takes Kt. 12. B. takes B.

18. Kt. takes K. B. P, 13. B. to K's 6th (ch.)
14. K. to Kt."s 2nd. 14. R. to B's sq.

i5. R. to B's 5q. 15. B. takes Q. P.

He ought to win.

The merit of working out these latter vanations is due o
Messrs. Ilenderson, Williams, and Withers, three skilful
amateurs of the Bristol Chess Club, who devoted much
ume and attention to the analysis of this brillart gambit.

GAME THE SECOND.

1B} ACK _
Ekd @da
11,1 1

M' b

-t

o 1
i 4

WM HIIF,

The diagram represents the position of the men up to the
6th move of the preceding game. In this and the next two
games, White deviates from the former, by not playing P. t
Q s 4th on his 7th move.

WHITL. BLACK.
7. B. takes K. B. P. (ch.) 7. K. to his 2nd.
8. P. takes P. 8. P. to Q's 3rd.

If at your 8th move you play Q. to K’s sq., he takes P. with
P. (ch.), and then moves Q. to K. R’s 6th. If 8. P. to
K. Kt.’53rd, he checks with his Q. at R's 6th, and then moves
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K. Kt. to B's 3rd, with a fine attack. And if instead of thuso
you play 8. K. B. takes Kt., the following variation shows it
will be to your dlsadvzmtuoe

8. K. B. takes Kt. 8. R. takes B. (best)

9. P. takes P, 9. P.to @’s 3rd.,

10. Kt. takes P. 10. B. takes Kt.

11. P. takes B. 11. R. takes P.

He has the better game.
9. B. takes Kt. 9. P. takes Kt.
10. B. to Q. B's 4th. 10. P. takes P.
11. Q. takes P. 11. B.to K.R's6th(ech.)
12. K. to Kt.’s 8q. 12. Q. to K's 8th (ch.)
13. B. to B's sq. 13. R. checks.
And wins.

GAME THE THIRD.

{Place the men again as on the diagram.)

WHITE. BLACK.

7. P. to K. Kt.’s 3rd. 7. Q. to R’s 6th (c¢h.)
8. K. to B’s 2nd (best) 8. K. Kt. to B’s 3rd.
9. P. to Qs 3rd. 9. P. to Q's 3rd.

You might here play 9. K. to his 3rd or 9. Q. Kt. to B’s 3rd,
for the result of which see Variations I. and II. If instead
of these you preferred 9. B. takes B. P. (ch.), a few moves
will show the game would be unfavourable for you. (e. g.)

9. B. takes B. P. (ch.) 9. K. to his 2nd.
10. B. to Q. Kt.’s 3rd. 10. Q. to Kt.’s 7th (ch.)

11. K. to his 3rd. 11. B. to K. R’s 3rd (ch.)
12. K. to Q’s 3rd. 12. R. to K. B’s sq.
Black has the advantage.
10. Kt. takes K. B. P. 10. P. to Q’s 4th.
11. Kt. takes R. 11. Q. toKt.’s 7th (ch.)

If in place of taking the R. you take Q. P. with B., he first
checks with his Q. and then takes B. with Kt.; or if you
take the Q P. with K. P., he can also first check with the
Q., and then take your Kt. with K., regardless of the check
by discovery when you play P. to Q's 6th.
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12. K. to his 3rd. 12. Q. Kt. to B's 3rd.
18. Kt. to B’s 7th. 13. K. takes Kt.

14. B. takes Q. P. (ch.) 14. Kt. takes B.

15. P. takes Kt. 15. B. to K. R's 3rd {ch,

And then P. to K. B's 7th, winning.

Variatriox L.,
Beginning at White's 9th move.

WHITE. BLACK.
9. K. to his 3rd. 9. B. to K. R’s 3rd (ch.)
10, K. to Qs 3rd. 10. P. to Qs 3rd.
If you move 10. K. to Q's 4th, you have a still worse game.
11. Kt. takes K. B. P. 11. P. to Q's 4th.
12. B. takes Q. P. 12. Kt. takes B.
13. Kt. takes B. 13. Kt. to Q. Kt.’s 5th (¢h.)

If you take the R. instead of the B., he plays his Q. to K.
R’s 4th.

14. K. to B’s 4th. 14. Q. takes Kt.

15. K. takes Kt. 15. Q. Kt. to R's 3rd (ch.)
16. K. to B’s 3rd. 16. Q. to her B's 3rd (ch.)

17. K. to Q’s 3rd. 17. Kt. to his 5th (¢h.)

18. K. to K’s 3rd. 18. Kt. takes Q. B. P. (ch.)

Black must win.

Variarion II.,
Beginning at White's 9th move.

WHITE, BLACK.
9. Q. Kt. to B’s 8rd. 9. Q. to Kt.’s 7th (ch.)
10. XK. to his 8rd. 10. B. to K. R’s 3rd (ch.)
11. K. to Q's 3rd. 11. Q. Kt. to B’s 3rd.

If you play 11. K. to Q's 4th, the consequences are cqually
dizastrous.

12. Kt takes K. B, P. 12. Q. Kt. to his 5th (ch.)
Instead of taking the B. P. with your Kt., you may play

12. B. takes P. (ch.), or 12. Kt. takes Q. Kt., but with even
less advantage than by the move in the text.
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13. K. 1o Q's 4th. 13. Q. to B’s 7th (eh.)
14. K. to his 5th. 14. P. to Q’s 3rd (ck.)
15. K. takes Kt. 15. Q. to her 5th (ek. y

And Black wins.

GAME THE FOURTH.

(Arrange the men again according to the dhagram.)

WILITE, BLACK.
7. K. Kt. P. takes P. 7. K. Kt. to B’s 3rd.
8. P. to Q’s 4th. 8. P. to Qs 3rd.

Tostead of 8. P. to Q's 4th, you have a varicty of mowes at
sommand. For the most important of these, viz., 8. B. takes
K. B. P. (ch.), 8. Kt. takes K. Kt. ., 8. Q. to K's 2nd,
8. Q. to K's sq., and P. to K. R’s 3rd, sec Variations I, IL,,
IIL., and IV.

9. Kt. takes K. Kt. P. 9. Q. to R's 6th (ch.}
10. K. to his sq. 10. Kt. takes Kt.

if {ou play 10. XK. to B's 2nd, your defence will be less
prolonged. (e. g.)

10. K. to B’s 2nd. 10. B. takes Kt.

11. P. takes B. 11. Kt. takes Kt. P. (ch.)

12. K. to his sq. 12 A to Kt.’s 7th.

13. R. to K. B’s sq. 1. B. to K’s Znd.

14. B. to K’s 2nd. 1t. B. to K. R’s 5th (ch.)

15. K. to Q’s 2ud. 15. Kt. to B’s 7th.

Black should win.

11. P. takes Kt 11. B. to K’s 2nd.
12. R. to B's sq. 12. B. checks.
13. K. to Q's 2nd. 13. Q. B. takes P.
14. B. to K's 2nd. 14. K.B.toKt.’s 4th(ch.)
15. K. to his sq. 15. Q. to R's 5th (ch.)
16. R. to K. B's 2nd 16. K. B. takes Q. B.
17. Q. takes B. 17. Q. B. takes K. B.
18. K. takes B. 18. Q. takes K. P. (ch.)
19. Q. to K's 3rd. 19. Q. takes Q. (ch.)

He has a Pawn more and no inferiority of position.



KING 8 GAMBIT. 278

Varmation I,
Eeginning at White's 8th move.
BLACK.

WHITI .
& 3. takes K. B P. (<h) 8 K. to his 2nd.
g B.toQ B 4th. 9. P.to Qs 8rd.
16, Kt. to Q's 8rd. 10. P. takes P.

If you play 10. Kt. to K. B's 7th, he replies with 10. P. takes
P. and if 10. Kt. takes Kt. I. the following moves are pro-

bable :—
10. Kt. takes Kt. P. 10. Kt. takes Kt.
11. P. takes Kt. 11. B. to K. Kt ’s 2nd.
12, P. to K. R’s 3rd. 12. R. to B’s «q (ch.)
13. K. to lus 2nd. 13. R. to B’s 7th (<h.)
He has a winuing position,
11. Kt. to K. B's 2nd. 11. Q.B.toK R’s6th(ch)
12. Kt. takes B. 12 Q. takes Kt (ch)
13. K. to his sq. 13 Kt. tahe« K P

His attack is i1resistible.

Variarton II,,
Beginmny at White's 8th more—(See diagram, as before.)

WHITE. BLACK.
8. Kt. takes K. Kt. P 8. Kt. takes Kt.
If at move 8. you take K. B. P. with Kt., he answers with
8 P to Q's 4th, and speedily obtains a winning game.
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9. P. takes Kt. 9. Q. to R's 6th (¢l )
10. K. to his sq. 10. P. to Q's 4th.

Should you play 10. K. to his B’s 2nd, Black replies with
10. Q. Kt. to B's 8rd; if then you move 11. P. to Q. B’s 3rd,
he plays 11. B. to K's 2nd, and wins; or if at the 11th move
you play Q. to K. B's 3rd, he can exchange Queens, and then
win by checking with his Kt. at X’s 4th.

1. B. to K's 2nd. 11. Q.to R's 5th (ch.)
12. K. to B's sq. 12. P. to K. R’s 4th,

He las an excellent game.

Varrarion IIL,
Beginning at White's 8th move.—(See the diagram, as before.)

WHITE. BLACK.
8. Q. to K's 2nd. 8. P.to Qs 3rd
You ean alsc move 8. Q. to X’s sq. ; for example,—
8. Q. to K's sq. 8. Q. to R’s 6th (ch.)
9. K. to his 2nd. 9. P. to Q’s 3rd.
19. Kt. takes K. Kt. P. 10. Kt. takes Kt.
11. P. takes Kt. 11. B. takes P. (ch.)
*12. K. to B’s 2nd. 12. K. B. to K’s 2nd.
13. Q. to K’s 3rd. 13. K. B. checks.
14. K. to Kt.’s sq. 14. Q. B. to K. B’s 6th.
You cannot save the game.
9. Kt. takes K. B. P. 9. P. takes P.

You may here play 9. Kt. takes K. Kt. P., and proceed thus,—
9. Kt. takes K. Kt. P. 9. Kt. takes Kt.

10. P. takes Kt. 10. Q. B. tukes P.

11. Q. to B’s 2nd (best) 11. Q. B. to R’s 6th (ch.}

12. K. to his 2nd. 12. Q. takes K. P. (ch.)

13. Q. to K’s 3rd, 13. Q. takes Q. (ch.)

14. P. takes Q. 14. Q. Kt. to B’s 3rd.

He has the better game.

10. Q. to K. B’s 2nd. 10. Q.B.toR's6th (ch.)
12. K. to his sq. 12. Q. takes K. P. (ch.}
13. K. to Q's sq. 13. Q. takes B.

He must win.
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Variarionw IV.,

Buginning at White's 8th move.~—(Once more marshal the men
according to the diagrum.)

WHITE. BLACK.
8. P. to K. R’s 3rd. 8. P. takes K. R. P.
9. Q. to K’s sq. 9. Q. to K. Kt.’s 4tk.

Instead of 9. Q. to K's sq., you can play 9. P. to Q's 4th, ot
9. Kt. takes K. B. P.  For example, in the first place,~

9. P. to Q’s 4th. 9. P. to Q’s 3rd.
10. Kt. to Q’s 3rd. 10. Kt. to K. R’s 4th.
11. Q. to K's sq. 11. Kt. to Kt.’s 6th (ch.)
12. K. to Kt."s sq. 12. R. to K. Kt.’s sq.
13. K. to R’s 2nd. 13. Kt. to K’s 7th.

Winning casily.
In the second place,~—

9. Kt. takes K. B. P. 9. P. to Q’s 4th.

10. B, takes Q. P. 10. Kt. takes B.

11. Kt, takes R. 11. Q. to Kt.’s 6th,

12. R. to K. Kt ’s sq. 12. P. to K. R’s 7th.

13. R. takes Q. 13. P.to R’s 8th (becoming a (.}

"14. R. to Kt.’s sq. 14. B. to R’s 6th {ch.)
Your game is gone.

10. Kt. to his 4th. 10. Kt. takes Kt.
tl. P. takes Kt. 11. Q. takes I,
12. Q. to K's 2nd. 12. P. to K. R's 4rh.
3. Q. Kt. to B's 3rd. 13. R. to K. Kt."s 5q.
14. K. to his sq. 14. B. to I’s 2nd.

You might also exchange Queens, but that would unite his
Pawns, and improve his game.

15. Kt. to Q's 5th. 15. Q. to I's 5th (eb.)
16. X. to U's sq. 16. P. to Q. B's 8rd.
17. Kt. to Q. Bs 7th (ch.) 17. K. to Qs 3q
18. Kt. takes Q. R. 18. P. to (U's 4th.
19. Q. t0 K’s sq. 19. P. takes B.

And wins.

An attentive consideration of the foregoing examples will
lead you to the conclusion, I think, that the Salvio defence,
i P toX's 4th, P.to K. B's 4th’ 3 K. Kt. to B’s 3rd 4 B.to Q. B's#tp

" P.to K's 4th 2. P. takes P. * P, to K. Kt.’s 4th P.to K. Kt.’s 5tb
Kt. to K's 5th K. to B’s 5q. . to Q’s 4th , V)
> S of
5. Q. to R’s 5th (ch.) 6. Kt.to K. R’s 3rd 7. P.to K B’s6th or that
T2
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Cochrane, which varies from it in the transposition of Black’s

- K toBssq. P.to Qs 4th . .
6th and 7th moves, €. 5~rian T Ko Cwend 18 @ sl

and trustworthy method of opposing the King’s Gambit, and
that the danger to be apprchended by the first player, in
advancing his Pawn to K. Kt.’s 5th on the 4th move, is not
that his opponent should play the Kt. to K's 5th, and admit
of the Salvio or Cochrane defence, but that he should leave
his Kt. to be taken, and adopt the powerful and almost
indefensible attack of the Muzio Gambit.

GAMES
ILLUSTRATING THE SALVIO AND COCHRANE GAMBITS

GaME I.—Between Messrs. V. 1. der Laza and He—d of

Berlin,
waite. (Mr. H—) sLack, (V. H.d. L)

1. P. to K’s 4ih. 1. P.to K’s 4th,

2. P. to K. B’s 4th. 2. P tikes P.

3. K. Kt. to B'’s 3rd. 3. P.to K. Kt.’s 4th,
4. K. B. to Q. B’s 4th. 4. P. to K. Kt.’s 5th.
5. Kt. to K's 5th. 5. Q. to R’s 5th (ch.)
6. K. to B's sq. 6. K. Kt. to R’s 31d.

7. P.to Q’s 4th. 7. P. to K. B’s 6th.

8. P. to K. Kt.’s 3rd. 8. Q. to R’s 6th (ch.)

9. K. to B’s 2nd. 9. Q. to K. Kt.”s 7th (vu.)
10. K. to lns 31d. 10. P. to K. B’s 3rd.*
11. Kt. to Q's 3rd. il. K. Kt. to B’s 2nd.
12. Kt. to K. B’s 4th. 12, K. B. to K. R’s 3rd.
13. K. to Q’s 3rd. 13. B. takes Kt.

14. Q. B. takes B. 14. P. to Q. B's 3rd.
15. Q. Kt. to B’s 3rd. 15, Castles.

16. Q. B. to Q's 6th. 16. P. to Q. Kt.’s 4th.
17. B. takes Kt. (ch.) 17. R. tahes B,

18. P. to K. R’ 3rd. 18. P, to Q. Kt.’s 5th,
19. B. takes Q. Kt. P, 19. Q. B. to R’s 3rd (ch.)
20. K. to his 3rd. 20, Q. takes K. Kt. P,
21. Q. to K. Kt.’s sg 21. Q. to her B’s 2nd.
22, Q. takes P. (ch.) 22. R. to K. Kt.’s 2nd

23. Q. takes doubled P., and wins.

* The proper move is hat given by Silberschmidt, of P. to K. B’y 4th.
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Ganme Il.—Between Messrs, La Bourdonnais and Cochrane,

WHITE.

1.
2,
3.

22.
23.
24.
25.
26.
27.
28.
29,
30.

O GO D

(M. La B.))
P. to K’s 4th.

P. to K. B’s 4th.

K. Kt. to B’s 3rd.
K. B. to Q. B’s 4th.
Kt. to K’s 5th.,

K. to B’s sq.

P. to K. Kt.’s 3rd.*
K. to B’s 2nd.

K. to his 3rd.

K. to Q's 3rd.

B. takes P.

P. to Q. B’s 3rd.

B. takes K. B. P. (c¢h.)

. K. B. to Q. Kt.’s 3rd.
. K. to B’s 2nd.

Q. to K. B’s sq.

. Q. takes Q.
. P.to Q's 3rd.
. R.to K. Kt.’s 8q.

Q. B. takes B.

. R. takes P.

Kt. takes Kt.

K. to B’s sq.

Q. Kt. to Q’s 2nd.
K. B. to Q’s sy.
K. R. to Kt.’s «q.
. to Q. Kt.’s 3rd.
R. takes B.

Kt. takes Kt.

K. tukes R,

BLACK.

(Mr. C.)

1. P. to K’s 4th.

10,
11,
12,
13.
14.
15.

16.

17.
18,
19.
20.
21,
22,
2
24.
25.
26.

27.

28.
29.
30.

And wins,

. P. takes P.
. P. to K. Kt.’s 4th,
. P. to K. Kt.’s 5th.

Q. to K. R’s 5th (ch.)

. P.to K. B’s 6th.

. Q. to K. R’s 6th (ch.)
. Q. to Kt.’s 7th (ch.)

. B. to K. R’s 3rd (ca.)

P. to Q's 4th.

Q. Kt. to R’s 3rd.

P. to Q. B’s 3rd.

K. to his 2nd.

Q. Kt. to B’s 4th (ch.)
Q. Kt. takes K. P.

Q. B. to K. B’s 4th,
Kt. to B’s 7th (d’s. ch.)
P. takes Q.

Q. R. to Q’s sq.

K. Kt. takes B.

Kt. takes Q. P.

B. takes Kt. (ch.)

. K. R. to B’ sq.

K. Kt. to B’s 4th.
Kt. to K’s 6th.

B. to K. B’s 8th,
K. R. to B’s 7th.
Kt. takes R.

Q. R. takes B. (¢h.)
R. takes Kt. (ch.)

Game ITI.—From Mr. Cochrane's Treatise.

WHITE.

. P.oto X's 4th.
. P.to K. B's 4th.

K. Kt. to B’s 3rd.

- K. B. 10 Q. B’s 4th.
. Kt. to K’s 5th.

L
2.
3.
4.
5.,

BLACK.
P. to K’s {tn.

P. tekes P.

P. to K. Kt.’s 4th.
P. to Kt.’s bth.

Q. checks.

* 'P- to Q’s 4th is now considered to be the best move. )
. T The termination is played with Mr. Cochrane’s characteristic bril

lancy,
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6. K. to B’s sq.
7. Q. to K’s sq.
8. K. takes P,

9. K. to his B’s 2nd.
16. P. to Q’s 4th.
11. B. takes B. P. (ch.)
12. B. takes K. Kt.*

13. K. Kt. to Q. B’s 4th.

14. K. to Kt.’s sq.

15. B. to K’s 3rd.

16. P. to K. R's 3rd.}
17. K. R. to his 2nd.
18. Q. Kt. to Q’s 2nd.3
19. Kt. takes Q.

== s N -]

10
1
12
13

. P, to K. B's 6th.

. P. takes P. (ch.)

. Q. to K. R’s 6th (ch.)
. K. B. to Kt.’s 2nd.

. P.to Q’s 3rd.

. K. to his 2nd.

. R. takes B.

. Q. to K. B's 6th. (cL. .

14. B. takes Q. P. (ch.)
15. P. to K. Kt.’s 6th.

16

17.

. P. to Kt.’s 7th.
Q. B. takes K. R. P,

18. Q. to K. B’s 8th (ch.)

19

. P. tukes Kt.

Becoming a Q., giving check, double check, and mate.

GaMe IV.—Between MM. Kicseritzky and Michelet,

wHITE. (M. M.)
1, P. to K’s 4th.
2. P. to K. B's 4th.
3. K. Kt. to B’s 3rd.
4. B. to Q. B’s 4th.
5. Kt. to K’s 5th,
6. K. to B’s sq.
7. P. to Q’s 4th.
8. Q. Kt. to B’s 3rd.
9. P. to K. Kt.’s 3rd.
10. K. to B’s 2nd.
11. Kit. takes K. B. P,
12. Kt to K. Kt.’s bith,
13. K. to his 3rd.
14. K. to Q’s 3rd.
15. P. to Q. R’s 3rd.
16. Q. B. takes B,
17. Q. to K’s sq.
18. Kt. takes Kt.
19. Q. to K’s 3rd.
20. B. to Q’s 5th.
21. Q. R. to K. B's sq.
22. B. takes B.

Yo pt b i ot
N N

Yt it fod fumt
Lo~y ey

20
21
22

-t
=R i ot o S ot

BLack. (M. K.)

. P. to K's 4th,
. P. takes P.
. P. to K. Kt.’s 4th.

P. to K. Kt.’s 5th.

Q. checks.

P. to K. B’s 6th.

. K. Kt. to B’s 3rd.

. K. B. to Kt.’s 2nd.

. Q. to K. R’s 6th (¢h.}
. P.to Qs 3rd.

. R.to B’s sq.

. Q. to K. Kt.’s 7th (ch.)
. B. to K. R’s 3rd.

. Q. Kt. to B’s 3rd.

. B. takes Kt.

Kt, takes K. P.

. B.to K. B’s 4th.

. P. to K. B’s 7th.

. K. to Q’s 2nd.

. Q. R. to K’s sq.

. B ‘akes Kt. (ch.)

. R K. B’ 6tu.

* If White check with his Q. B., Black interposes K. B. and wins 2

Piece.

+ He has no better move,

3 If the R, take the B., Black takes R. with Q., and presently wins the
adverse Q. Or if, instead of taking the B., White check with his Q. at
K. R’s 4th, Black moves K. to his square, and wins in a few moves.
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23, Q. takes R. 23. P. takes Q.

24. B. to B’s 5th (ch.) 24. R. to K’s 3rd.

25. P, 1o Q’s 5th, 2b. Kt. to K’s 4th (ch.)
26. K. to Q's 4th, 26, P. to K. R’s 4th.
27. P, takes R. (ch.) 27. K. to his sq.

28. Q. B. to K. B’s 6th. 28. P. to K. R’s 5th.
29. B. takes Kt. 29. P. takes B. (ch.)
30, K. takes P. 30. R. P, takes P.

31. K. to his B’s 6th, and wins.

CuarrER V.
THE MUZIOQO GAMBIT

Ix the two defences to the King’s Gambit by Salvio and
Cochrane just examined, when the second player for his
fourth move advances his P. to K. Kt.’s 5th, atiacking the
Knight, White replies by moving his Knight to King's 5th,
subjecting himself, as was shown, to a counter-attack, from
which escape without loss is difficult if not impracticable.
From this circumstance, apparently, originated the concep-
tion of the “ Muzio Gambit,” wherein the first player instead
of removing the attacked Knight boldly abandons him, and by
castling is enabled to bring an almost overwhelming array of
forees to the immediate assault of the adverse King.

The carliest knowledge of this magnificent variation, the
most daring and brilliant, and at the ~ame time, as modern
diseoveries have shown, the most sound and enduring method
of attack yet known, is derived from Salvie, (Zratfato del
Ulnventione ot Arte Liberale del (Yioco di Scacchi. Naples,
1604,) to whom it had been communieated by Signor Muzio as
occurring in casual practice between Don Geronimo Cascio and
another player. ¢ Dird un’ altro modo di Gambitto, il quale
mai fu pensato, ¢ per quanto mi venne riferito dal Signor
Muzio, d’ Alessandro, gentiluomo di molto garbo, e del Giuoco
molto intendente; succedd, e col Signor Don Geronimo
C“CiO,’cosi gran giuoeatore, con un'altro giuocatore casual-
mente.’

The chief works to be consulted upon the Muzio Gambit
are Sarratt, 1813 and 1821, p. 346; Ghulam Kassim, 1829,
Lewis, 1844, pp. 348-410; Jaenisch, vol. ii., pp. 222-230;
Walker, 1846, pp. 173-194, and the Ge man * Handbueb.”
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GAME THE FIRST.

WHITE. BLACK.
1. P. to K's 4th. . P. to K's 4th.
2. P. to K. B’s 4th. . P. takes P.
8. K. Kt. to B's 3rd. . P. to K. Kt.'s 4th,
4. K. B. to Q. B's 4th, . P. to K. Kt.’s 5th.

In abandoning the Knight at this point you have the choiee
of three different methods of procedure. In the first place, to
castle, which is the long established and ordinary mode of
play. Secondly, to move your Q. P. to Q's 4th, as given in
Koch, (Elementarbuch der Sehachspielkunst, &e. Magdeburgh
1828.) and Ghulam Kassim (An Adnalysis of the Muzio Gam-
bit, &e. Madras, 1829). And lastly, as suggested by the
late Mr. MecDonnell, to play your Q. Kt. to B's 3rd sq. Let
us proceed to consider thesc moves in the order above given,
sommencing in the present Chapter with 5. Castles, and re-
serving 5. P. to Q's 4thand 5. Q. Kt. to B's 3rd for subscquent
oxamination.

5. Castles. 5. P. takes Kt.

6. Q. takes P. (best) 6. Q.to K. B's 8rd (best)

If instead of taking the P. youplay 6. P. to Q's 4th, Black
speedily gains an advantage. (e. g.)

[l Rl

6. P. to Q’s 4th. 6. P. to Q’s 4th.

7. B. tukes Q. P. 7. Q. B. to K. Kt."s 5th.

8. R. to B’s 2nd. 8. P. to Q. B’s 3rd.

9. B. to Q. Kt.’s 3rd. 9. K. B. to Kt.’s 2nd.
10. P. to Q. B’s 3rd. 10. K. B. to K, R’s 3rd.
11. Q. Kt. to Q’s 2nd. 11. K. Kt. to K’s 2nd.

&ec., &e.

Until the appearance of Mr. Sarratt’s work, Black's best
defence, after you have taken the P. at move 6., was con-
gidered to be 6. Q. to K's 2nd, but that and 6. P. to Q's 3rd,
and 6. B. to K. R's 8rd, have given place to the move in the
text of 6. Q. to K. B's 3rd, although the distinguished
authors of the German “ Ilandbuch” are of opinion that Black
may adopt any one of the three former without disadvantage.
The variations arising from them will be shown hereafter.
(See Game the Fourth.)

7. P. to K's 5th. 7. Q. takes K. P.
If you play 7. P. to Q. B’s 8rd, he replies with 7. Q@ Kt. to
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B's 8rd, and upon your advancing 8. . to Q's 4th, he takes
it with his Kt. and has the better game. If you play 7. P.
to Q's 3rd, he will asswer with 7. B. to K. R’s 3rd and
maintain his advantage. Black's best move apparently is to
take the Pawn; if he check with the Queen at Q. Kt.’s 3rd, he
takes her from the protection of his own King and drives youre
to a safe refuge.

8. P. to Q’s 3rd. 8. K. B.to K. R’s 3rc

The eight opening moves here given are generally allowed
to be the best both for attack and defence which this remark-
tle Gambit admits.

Mr. MeDonnell originated a variation on your 8th move of
8. P. to Q. Kt.’s 2nd; for the consequences of which see
Game the Third.

If Black on his last move play 8. Q. Kt. to B’s 8rd, you
reply with 9. Q. B. takes P., and will have an irresistible
attack.

He may play, however, 8. B. to Q. B’s 4th (ch.), and after.
wards 9. B. to K's 6th, upon which you can take Bishop with
B., and if his Queen retake, can play Q. to K. R's 5th, and
then Q. Kt. to I's 3rd, with an cxeellent game.

9. Q. B. to Q's 2nd. 9. K. Kt. to K's 2nd.

The best play for Black at move 9., whether you play 9. B
to Q's 2nd or 9. Q. Kt. to B's 3rd, appears to be 9. K. Kt. to
K’s 2nd 5 if he replies to both with that move, it is of course
inditferent which you play first.

10. Q. Kt. to B's 3rd. 10. Q. Kt. to B's 3rd.

Opinions are divided upon Black's 10th move, some players
advocating the move now given, while others prefer the more
defensive one of 10. P. to Q. B's 3rd, for the consequences of
which see Game the Sceond.

11. Q. R. 10 K’s sq. 11. Q. to B's 4th (ch.)
12. K. to R’s sq. 12. Q. Kt. to Q's 5th.

Black can also play 12. P. to Q's 3rd, but as the following
train of moves wil! show, with less advantage.
12. P. to Q’s 3rd.
13. Q. Kt. to Q’s 5th. 13. Q. Kt. to K’s 4th
4, R, takes Kt. 14, P, takes R.
15. Q. B. to Kt.'s 4th.
You ought to win.
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13. R. takes Kt. (ch.) 13. K. takes R,
He can also take the R. with his Q., as in the following ;-
13. Q. takes R.

14, Q. to K. R’s 5th. 14. Kt. to K's 3rd.
15. Q. takes B. 15. Q. to K. Kt.’s 4th,
16. Q. takes Q. 16. Kt. tahes Q.

17. Kt to Q. Kt.’s 5th. 17. K. to Q’s sq.
18. Q. B. to his 3rd.
And you win.
.4. Kt. to Q's 5th (ch.) 14. X. to Q's sq.
15. Q. to K. R's 5th. 15. Q. to K. B’s aq.

The German “ Handbuch” and other authoritics now pursus
the game as follows:—

16. Q. B. takes P. 16. B. takes B.
17. R. takes B. 17. Xt. to K's 3rd.
18. Q. to K. R’s 4th (ch.) 18. K. to his sq.
19. Kt. to K. B's 6th (ch.) 19. K. to Q's sq.

Aud the game is dismissed as drawn by perpetual check. 1
venture to think, however, it will not be difficult to show
that with a slight variation in White's play he can win
instead of draw the game. Let us suppose at move 16.
instead of Q. B. takes P. that you play—

16. Q. to K. R's 4th (ch.) 16. P. to B's 3rd.
If he play 16. B. to K. Kt.’s 4th, you take it, checking, and
ought certainly to win; and if he play K. to his sq., or Q. to
K’s 2nd, you obviously mate on the move.

17. Q. B. takes P. 17. B. takes B.

If instead of taking the Bishop he play 17. B. to K. Kt.'s
2nd, you win easily by 18. B. takes Q. B. P. (ch.), and 19.
Q. takes Kt.; so also if he move 18. Kt. to K. B's 4th you
reply with 19. B. takes Q. B. . (ch.), followed by 19. Q. to
K. R’s 6th, and 20. Kt. takes K. B. P. (ch.), &ec.; and if,
finally, at move 18. he play otherwise, you can take B. with
B., and his game is hopeless.
18. R. takes B. 18. Kt. to Q. B’s 3rd.

I believe he has no better move. If 18. P. to Qs 3rd, or
18. P. to Q. B's 8rd, or 18. Kt. to K’s 3rd, you can take
K. B. P. with R, and the discovered check afterwards is fatal
to him, .
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19. R. takes K. B. P. 19. Q. to K's ny.
He bas no way of averting the mate.
20. R. to B’s 8th (dis. ch.) 20. Kt. to K’s 2ud.

21. Q. takes Kt.
Mate.

GAME THE SECOND.
Varying from the preceding at Blaek's 101k move.

WHITE.

BUACK.

At this point in the prior game, Black played 10. Q. Kt. to
B's 8rd: we have now to comsider the cffeet of his moving
10. P. to Q. B’s 3rd, which scems generally preferred to the
former.

10. P. to Q. B's 8rd.

11. Q. R. to K’s sq. 11. Q. to her B s 4th (ch.)
Sarratt’s move of 11. Kt. to K’s 4th is not so strong as
11 Q. R. to K's sq.

12. K. to R's sq. 12. P. to Q's 4th.

At this stage T believe an opportunity oceurs for strengthening
ike attack which has been overlooked. Instead of 1etiring the
Kl!_lg to Rook’s sq., I would suggest 12. R. to K. B's 2nd, by
which you are cnabled to double your Rooks at the proper
n;i(?ment, and continue the assault with augmented force and
Cltect.
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13. Q to K. R's 5tn. 13. Q. to her 3rd.
14. B. takes Q. P. 14. P. takes B.

If he castle at his 14th move, the chief authorities recommend

you to take the Kt. with your R. Black then takes the B.

with P. as his best move. You take P. with Kt., ke answers

with Q. Kt. to B's 3rd; you must then take the P. with your

Q. B.; and, after the exehange of Bishops, he will take one of

the Rooks with his Q., leaving you with 2 Q and Kt. against

two Rooks and two minor Pieces. With the best play the
game ought perhaps to be drawn. The German “ Handbuch”
remarks, that if Black castles at move 14., you can retire the

B. to Q. Kt.’s 3rd, not having a bad game. Should Black, at

his 14th move, instcad of castling or playing as in the text,

move Q. to K. Kt.’s 8rd, the game proceeds as follows ;-—
14. Q. to K. Kt.’s 3rd.
15. R. takes Kt. (ch.) 15. K. tukes R.

(You may als» play 15. Q. to K's 5th, and have an excellent game. If
he play 15. K. to @’s sq., you move 16. Q. to K’s 5th, and on his
interposing the Q. B. at @’s 2nd, you can take 17. Q. B, with R.,
and K. R. with Q., and have a capital attack.)

16. Q. to K’s 5th (ch.) 16. Q. B. to K's 3rd (best)
17. B. takes B. 17. B. to K. Kt.’s 2nd.

(If he play 17. Q. Kt. to Q’s 2nd, you check, first with the Kt., then
with the B., and afterwards take his K. R., having the better game, If
he play 17. Q. to K. Kt.’s 2nd, you may reply with 18. Q. to her B’s
5th (ch.), and win; and if 17. P. takes B., then you take his K. R.,
having the advantage, play as he can.)

18. Q. to Q. B’s 7th (ch.) 18. K. to B's 3rd,

{The German “Handbuch’’ advises you to play 18. Kt. to Q’s 5th, which
i a good move, but not so strong, I think, as the above. If Black now
take the B. with his K., you play R. to K’s sq. (ch.), and win ; if
he play 18. K. to his sq., you take K. B. P. with B. (ch.), winning his
Q. If he move 18. Kt. to Q’s 2nd, you take the Kt. (ch.), and then
play R. takes P., winning easily.)

19. Kt. to K’s 4th (ch.)
And he must give up his Q. or be mated in two more moves.
15. Kt. takes Q. D. 15. Q. Kt. to B's 3rd.
16. Q. B. to his 8rd. 16. Q. to K. Kt.’s 3rd.

1t is not good, at your 16th move, to play 16. B. to Q. Kt.'s

4th, or 16. R. takes Kt., because in the one case he would

apswer with 16. Q. Kt. takes B., and on your then taking Kt.
vwith R., would move K. to Q’s 8q.; and in the other case, of
immediately taking off the Kt. with R., he would first take
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R. with Kt., and when you played K. R. tu K's sq., he might
castle, or attack your Q. with Q. B., having the better game.

If at move 16. Black castle, or move his K. R. instead of
playing Q. to K. Kt.’s 8rd, you check with the Kt. at K. B's
6th, and have the advantage. lle may, however, play 16. K. to
B’s 8q., whereupon you can take Kt. with Kt., aftcrwards cap-
turing his K. R. His best play appears to be that in the
text.

17. R. takes Kt. (ch.) 17. K. to B's sq.

This seems stronger for you than 17. Q. takes Q. If Black
play 17. Kt. takes R., you answer with Q. to K's 5th.

The move now given for your 18th is Q. takes Q., and after
this exchange, with the best play on both sides, I do not
think the game in your favour. In preference to repeating
the leading variations from this point, all of which are well
known, and may be found in Jacnisch, vol. ii. p. 228, I venture
to subjoin a mode of carrying on the attack, which has at
teast the merit of novelty to recommend it, and which secms
to present some points of interest. The following are the
most important moves :—

18. R. to K’s 8th (ch.) 18. K. takes R.

19. Xt. to K. B’s 6th (ch.) 19. K. to B's sq.

I he play 19. K. to Q’s sq., mate is inevitable in a few moves.
(Sec the Variation.)

20. Q. to her B’s 5th (ch.) 20. Kt.toK's2nd (best)
If he play K. to Kt.’s 2nd, you hu e, at the very least, a
drawn game through the dungerous check by discovery.

21. R. to K's sq. 21. Q. B, to K's 3rd.

22. Kt. to Q's 7th (ch.) 22. Q. B. takes Kt.

If, instead of taking the Kt., Black plays his K. to Kt.’s sq.,
or K's sq., you can, at lcast, draw the game by perpetual
check.

23. Q. takes Kt. (ch.) 23. X. to Kt.'s sq.

24. Q. takes B. 24. Q. R. to K. B's 8.

25. Q. takes Q. Kt. P.

And the game is about even.
As before remarked, I think the attack, in a majority of the
variatiors which arise in this game, may be strengthened by
Y}(l)urK:n*erposing the’ K. R. at move 12. instead of retreating
the
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VARIATION,

Beginning at Black's 19th move.
WHITE. BLACK.

19. K. to Q's sq.
20. Q. to her 5th (ch.) 20. K to Q. B’s 2nd.
If he move otherwise mate follows immediately.
21. B. to K’s 5th (ch.) 21. Kt. takes B.

If he play 21. K. to Q. Kt.’s 3rd, you will end the game morc
expeditiously. (e. g.)
21. K. to Kt.’s 3rd.
22, Q.to Q. Kt.’s 3rd (ch.) 22. K. to R’s 3rd.

(If he move 22. K. to R’s 4th, you mate in three moves. If he interpvise
the Kt., you take it, and then mate in three moves also.)

23. Q. to B’s 4th (ch.) 23. P. to Kt.’s 4th (best)
24. Q. takes Kt. (ch.)

And you mate in three more moves.
22. Q. takes Kt. (ch.) 22. K. to B's 3rd (best)
23. Q. to her 5th (ch.) 23. K. to Kt.’s 3rd.

K. to B's 2nd is obviously fatal, from 24. Q. to B's 5th (ch.),
&e.

24. Q. to her 6th (ch.) 24. K. to R's 4th.
If 24. K. to Kt.'s 4th, you will mate in three moves.
25, Q. to her B’s 5th (ch.) 25. K. to R's 3rd.

Should he play 25. P. to Q. Kt.’s 4th, your reply may be
26. P. to Q. R's 4th, with the object of afterwards advancieg
P. to Q. Kt.’s 5th, and then mating with the Rook or with the
Queen.

26. Q. to B's 4th (ch.) 26. . to Q. Kt.’s 4th.
If he play 26. K. to R's 4th, then follow 27. P. to Q. R’s 4th,
and 28. P. to Q. Kt.’s 5th. But if he move 26. K. to Kt.’s
8rd, you check with the Kt. at Q’s 5th, and mate in twe morc
moves,

27. Q. to B’s 6th (ch.) 27. K. to R’s 4th.

28. P. to Q. R's 4th.

And be cannot possibly save the gamo.
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GAME THE THIRD.
Varying from the former at White's 81k move,

8. P.to Q@ Kt.’s 3rd. 8. Q. takes R. {best)
This move of 8. P.to Q. Kt.’s 31d i a suggestion of Mr.
MeDonnell's,. It is ingemious, but much inferior to the
ordinary course of 8. P, to Qs 3:1d.

Instead of capturing the R., Black may play 8. Q. Kt. to
B’s 3rd, and the following moves are probable :—
8. Q. Kt. to B's 3rd.

9. Q. Kt. to B’s 3rd. 9. Q. Kt. to Q's 5th.
10. Q. to K. B’s 2nd. 10. K. B. to Q. B’s 4th.
11, K. to R’s 5q. 11. Kt. to K’s 3rd.
Black has the better game.
9. Q. Kt. to B's 3rd. 9. K.B toQ B'>4th(ch.)
10. K. to R’s sq. 10. K. Kt. to K's nd.
11. P. to Q’s 4th. 11. B. takes Q. P.

You may at move 11. play Q. takes doubled P. and proceed
thug:—
11. Q. takes P. 11. R.to K. B's gq.
(The “ Handbuch” suggests for Black 11. P. to K. B’z 4th also.)
12. B. takes K. B. P. (ch.) 12. K, to Q’s sq.

13. P. to Q's 4th. 13. B to Q's 4th.
14. Q. to K. R’s 6th. 14. R. takes B.
15. R. takes R. 15. Q. B. to Q’s 2nd.

He ought to win.
12. B. takes K. B. P. (ch.)  12. K. to Qs 8q.
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If at move 12. you play Q. takes doubled I., he should as his
best, take Q. B, with Q.

13. B. to Q’s 2nd. 13. Q. takes K. (ch.)
14. Q. takes Q. 14. R. to K. B's sq.
15. Q. takes P. 15. B. takes Kt.

16. B. takes B. 16. P to Q's 3rd.

Black has the advantage.

GAME THE FOURTH.

WHITE. BLACK.

1. P. to K's 4th. 1. P. to K's 4th.

2. P. to K. B's 4th. 2. P. takes P.

3. K. Kt. to B's 3rd. 3. P.to K. Kt.'s 4tn,
4. B. to Q. B's 4th. 4. P. to K. Kt.’s 5ta.
5. Castles. 5. P. takes Kt.

6. Q. takes P. 6. K. B.toK. R's 3rd.

In the present game our attention must be directed to the
eifect of Black's playing, at his 6th move, K. B. to R's 3rd,
6. P. to Q’s 3rd, and 6. Q. to K's 2nd. For the two lattes
see Variations 1. and 11,

7. P. to Qs 4th. 7. Q. Xt. to B's 3rd.
You may also play. as proposed by the * Ilandbueh,” 7. P. te
K’s 5th, or 7. Q. Kt. to B's 8rd.

8. Q. Kt. to B's 3rd. 8. Kt. takes Q. P.

If you move 8. Q. B. takes P., Black's reply will be 8. Q. w
K. B's 3rd.

9. Q. to K. R's 5th. 9. Q. Kt. to K's 3rd.
i0. Q. B. takes P. 10. B. takes B.
11. R. takes B. 11. Q. to K's 2nd
12. B. takes Kt. 12. (3. P. takes B.

18. Q. R. to K. B's «q.
You must win.

Variation L,

Beginning at Black's 6th move.
WHITE BLACF.
1. P. ta K’ 4th. 1. P. to K's 4th.
2. P. to K. B's 4th. 2. P. takes P.
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8. K. Kt. to B's 3rd. 3. P. to K. Kt.’s 4th.
4. K. B. to Q. B’s 4th, 4. P. to K. Kt.’s 5th
5. Castles. 5. P. takes Kt.

8. Q. takes P. 6. P. to Q's 3rd.

His present move, ns well as 6. B. to X. R’s 3rd, the German
« ITandbuch” observes will certainly enable Black to bring
about a drawn game,

If he ventures 6. P. to Q's 4th, you can take the P. with your
B., and if then he play P. to Q. B's 3rd, you should take the
K. B. P. with B. (ch.}, after which you would have a remark-
ahly strong attack.

7. P. to Q's 4th. 7. B. to K. R’s 3rd.
8. Q. B. takes P. 8. B. tukes B.
9. Q. takes B. 9. Q. to K’s 2nd.
10. B. takes K. B. P. (ch.) 10. K. to Q's sq
11. P. to K’s 5th.
‘With a capital opening.

Vagriation I,
Beginning at Black’s 6th move.
WHITE. BLACK.

1. P. to K's 4th. 1. P. to K’s 4th.

2. P. to K. B's 4th. 2. P. takes P.

3. K. Kt. to B's 3rd. 3. P. to K. Kt.’s 4th.
4. K. B. to Q. B's 4th. 4. P. to K. Kt.’s 5th.
5. Castles. 5. P. takes Kt.

6. Q. takes P. 6. Q. to K's 2nd.

The move of 6. Q. to K's 2nd was first given, in this defence,
by Salvio, and was long considered the best. It is now
acknowledged to be inferior to 6. Q. to B's 3rd, although the
authors of the * Handbuch” consider, with good play, it ought
to produce a drawn game.

7. P. to Qs 4th. 7. Q. Kt. to B’s 3rd.
He might also play 7. K. B. to R's 3rd, but with even less
advantage.

8. Q. takes P. 8. Kt. takes Q. P.

If you play 8. P. to Q. B’s 5rd, he can reply with 8. Q. Kt,
to K’s 4th. You may, however, play 8. Q. B. takes P.. and
then the following variation is probable.

"
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8. Q. B. takes P. 8. Kt. takes Q. P.

9. Q. to K. R’s 5th. 9. Kt. to K's 3rd. "hast)
10. R. takes Kt. 10. Q. P. takes B.

11. B. to K’s 5th. 11. Q. to B’s 4th (ch.)
12. K. to R’s sq. 12. K. Kt. to R’s 3rd.

13. P. to Q. Kt.’s 4th. 13. Q. to B’s 5th.
M. Q. Kt. to Q's 2nd. 14. Q. takes Q. B. P.
15. B. .akes R. 15. Q. takes Kt.

16. Q. R. to Q’s sq. 16. Q. to K's 6th.
17. B. to K. B's 6th,

He has a bad game.

8 B. takes K. B. P. (ch.) 9. K. to Q's sq.
1C. Q. Kt. to B's 3rd. 10. K. Kt. to R's 8rd.
11. Q. B. to K's 8rd. 11. Q. Kt. to K’s 3nd.
12. K. B. takes Kt. 12. Q. takes B.

13. Q. Kt. to Q's 5th. 13. P. to Q's 3rd.

14. Q. to K. R’s 4th (ch.)
You ought to win.

GAME THE FIFTH.
Kocr axp GuuraMm KassiM's ATTACK.

WHITE. BLACK.
1. P. 10 K's 4th, 1. P. to K's 4th.
2. P. to XK. B's 4th. 2. P. takes P.
3. K. Kt. to B's 3rd. 3. P. to K. Kt.’s 4th,
4. K. B. to Q. B's 4th. 4. P. to K. Kt.'s 5th.
5. P. to Qs 4th. 5. P. takes Kt.

This ingenious departure from the customary way of pursuing
the attack is given by Koch, who states that it was cormmuni-
cated to him by the late Licutenant-Colonel Donop, whe told
him that, while Commander of Brussels, he ofien played at
the chess club there with an Englishman, who usually adopted
this move, and invariably won by it. Shortly after the pub-
lication of Koch's book, Ghulam Kassim produced a more skil-
ful and elaborate analysis of this attack, the whole of which
will be found in Lewis's last treatise.

6. Q. takes P. 6. P. to Q's 4th.

You may obtain a strong but hazardous attack by castling
wstead of taking the Pawn. Black plays the best move. If,
instead of advancing the Q. P., he move 6. Q. to K. B’s 3rd,
you play on the K. P. If he attempt to protect the gambit
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P.by 6. B to K. R's 8rd, you castle and reduce the game to
a regular Muzio. If he bring out his Q. Kt. you can take the
P. with Q. B., and when he takes Q. P. with Kt. you should
capture the K. B. P. with your B. (ch.), and you will have
the better game. Ile has, however, also the choice of 6. P,
1o Q's 3rd, and 6. Q. to K. R's 5th (ch.), for which see Varia-
tion II.
7. K. B. takes Q. P. 7. P. to Q. B's 3rd.

The authors of the German “ Handbuch” suggest 7. K. Kt.
to B's 3rd for Black's 7th move, but they have not proved
its validity ; but let us suppose—
7. K. Kt. to B’s 3rd.
8. Castles. 8. Kt. takes B.

(If ke play 8. P. to Q. B’s 3rd, you may first take the K. B. P. with tho
B. (ch.), and then move P. to Q. B’s 3rd, having a deficiency in Pieces,
but a strong attack.)

9. P. takes Kt. 9. Q. to K. B’s 3rd.
(He might also play 9. K. B. to Qs 314, but you would obtain a strong
position by first checking with the R. and then playing P. to Q. B’s 4th.)

10. B. takes P. 10. Q. takes Q. P. (ch.)

(You might, at your 10th move, instemd of giving up the Q. P., play
Q. to K’s 4th (ch.), and then take the P. with Q. B.)
11. B. to K’s 3rd. 11. Q. to K. R's 5th.
12. Q. Kt. to Q’s 2nd. 12. K. B. to Q’s 3rd.
13. Q. takes K. B. P. (ch.) 13. K. to Q's sq.
14. Kt. to K. B’s 3rd.

And you must win.

8. B. to Q. Kt.’s 3rd. 8. Q. takes Q. P.

You may likewise play 8. B. takes K. B. . (ch.) Sce
Variation I.

9. Q. B. takes P. 9. K. Kt. to B’s 8rd.
If he take Q. Kt. P. you can play 10. Q. to K. R’s 5th.
10. Q. Kt. to Q's 2nd. 10. Q.B.to K. Kt.'s 5th.
11. Q. to K. Kt.'s 8rd. 11. K. Kt. takes P.

He may at move 11. play Q. Kt. to Q’s 2nd, upon which you
reply with 12. P. to Q. B's 3rd, and then proceed as follows i

11. Q. Kt. to Q’s 2nd.

12. P. to Q. B's 3rd. 12, Q. to her B’s 4th.
13. P. to K’s 5th. 13. Castles.
14. P. takes Kt. 14. Kt. takes P.

(Black can draw the game by checking first with his Rook at move 14,
and then with the Bishop at K’s 7th, on the next move,)
a2
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15. B. to K’s 3rd. 15. R. to K's gq.
16. Kt. to Q. B’s 4th.
The game is equal.
12. Q. Kt. takes Kt. 12. Q. takes Kt. (ch.)

If you play 12. Q. takes B., he can then play 12. Q. o
K. B’s 7th (ch.), and 13. Q, takes Kt. (ch.), followed by
4. Kt. to K. B’s 7th (ch.), &ec.
18. K. to Q's 2nd.
You have the better game.

Variation I,
Beginning at White's 8th move.
_ BI ACK.

'ili“
SOV

WHllL

In the previous example you adopted the safer course of
retreating the B. to Q. Kt.s 31d; you may, however, acquire
a very powerful attack by sacnificing the Bishop at this junc-
ture.

8. B. takes K. B. P. (ch) 8. K. takes B.

9. Q. B. takes P. 9. K. Kt. to B’s 3rd.
You may also take the P. with your Q. (ch.), in which case
he will interpose his K. Kt. and have the better game. (e. g.)

9. Q. takes P. {ch.) 9. K. Kt. to B’s 3rd.
7If he interpose the Q. you can check at Q. B’s 7th, and get the advantage.)
10. P. to K’s 5th. 10. K. B. to Kt.’s 2nd.
11. Castles. 11. K. R. to K. B’s sq.
12. Q. to K. R’s 4th, 12. K. to Kt.’s sq.

Should you take the Kt. instead of playmg your Q. to K. R's 4th, hie
hest move 15 K. to Kt.’s 83.)



KING'S GAMBIT. 2938

13. Q. B. to K. Kt.’s 5th, 13. Q. Kt. to Qs 2nd.

14. Q. Kt. to B’s 3rd. 14. P. to K. R’s 3rd.
Black must win.
10. P. to Q. B’s 3rd. 10. Q.B.toX.Kt.’s 5th.

I prefer Black’s game.

The latter variations serve to demonstrate that the sacrifice
of the Bishop at move 8. is not so good as retreating him to
Q. B's 3rd. I am not sure, however, that your proper move
after 8. B. takes K. B. P., and 8. K. takes B., is not 9. Q. to
K. R's 5th (ch.), at lcast, as fur as my examination goes, you
obtain a more enduring attack than by the other metheds,
and I regret that the very limited spacc I have now at
command, forbids the insertion of the variations.

Variation II.,
Beginning at Black's 6th move.

WHITE. BLACK.
1. P. to K's 4th. 1. P. to K’s 4th.
2. P. to K. B's 4th. 2. P. takes P.
3. K. Kt. to B's 3rd. 3. P. to K. Kt.'s 4th.
4. B. to Q. B’s 4th. 4. P. to K. Kt.’s 5th.
5. P, to Q's 4th. 5. P. takes Kt.
6. Q. takes P. 6. P. to Qs 8rd.

As was before observed, he may also play 6. Q. to K. R’s 5th
(ch.), and pursue the game as follows,.—
6. Q. to K. R’s 5th (ch.)
7. P. to K. Kt.”s 3rd. 7. Q. to K. R’s 6th.
8. Q. B. takes P, 8. P. to K. B's 3rd.

9. Q. Kt. to Q’s 2nd.
With an excellent game.

7. Castles. 7. Q. to X. B’s 3rd.

8. Q. Kt. to R's 3rd. 8. Q.takes Q. P. {ch.)

9. K. to R's sq. 9. K. B. to R's 3rd.
10. Q. B. takes P. 10. Q. to K. B’s 3rd.

If he play 10. Q. takes Q. Kt. P., you get a speedicr advan.
tage by 11. Q. Kt. to his 5th.

11. Q. to K's 3rd. 11. Q. to K. Kt.’s 3rd
12. P. to K’s 5th. 12. B. takes B.

13. R. takes B. 13. B. to K's 3rd.

14 P. takes Q. P.

You have & capital attack.
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GAME THE SIXTH.

McDoxXNELL'S ATTACK.

WHITE. BLACK.
1. P. to K's 4th. 1. P. to K's 4th.
2. P. to K. B's 4th. 2. P. takes P.
3. K. Kt. to B's 3rd. 3. P. to K. Kt.’s ith.
4. K. B. to Q. B's 4th. 4. P. to K. Kt.’s 5th.
5. Q. Kt. to B’s 3rd. 5. P. takes Kt.

The move of 5. Q. Kt. to B’s 3rd, which Mr. Me Donnell
sometimes adopted instead of castling, at this stage of the
opening, leads to many interesting combinations, but appears
to be less advantageous to you than the old move of castling

6. Q. takes P, 6. P. to Q's 4th.

The sacrifice of this P. 13 recommended by La Bourdonnais.
The « Handbuch” suggests that perhaps a simple defence
might be adopted by playing 6. P. to Q's 3rd, and if you
then take the gambit P. with Q., he might play 7. Q. B. to
K's 3rd, 2 move which is inadmiesible in the ordinary Muzio.

He may also for his 6th move play Q. to K. B's 3rd, as in
the following fingment of a game between La Bourdonnaie
and Me Donnell, the latter playing the attack.

6. Q. to K. B’s 3rd.

7. Kt. to Q’s 5th. 7. Q. to K’s 4th.
8. P.to Q. B’s 3rd. 8. B. to K. R’ 3rd.
9. P. to Q’s 4th. 9. Q. to her 3rd.

10. P. to K’s 5th. 10. Q. to her B’s 3rd.

11. B. to Q. Kt.’s 5th. 11. Q. to K. Kt.’s 3rd.
12. Kt. takes Q. B. P. (ch.)
With a fine game.

7. B. takes Q. P. 7. P. to Q. B’s 3rd.
8. B. to Q. Kt.’s 3rd. 8. Q. B. to K’s 3rd.

You may now get a lively but not very sound attack by
plaving as follows, instead of 8. B. to Q. Kt.’s 3rd.

8. B. takes K. B. P. (ch.) 8. K. takes B.
9. Q. to K. R’s 5th (ch.) 9. K. to Kt.’s 2nd.

{If at move 9 you advance P. to Q’s 4th, he replies with 9. Kt. to
K. B’s 3rd; and if you then play 10. P. to K’s 5th, he moves 10. K. B.
to Kt.’s 2nd, and on your taking P. with Q. B., he plays 11. R, to K's
8q., having a better game than you can boast.)
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10. P. to Q’s 4th. 10. Q. B. to K’s 3rd.

11. Q. B. takes P. 11. Q. B. to K. B’s 2nd.
12. B. to K’s 5th {ch.) 12. Kt. to B’s 3rd.

13. Q. to K. Kt.’s 5th (ch.) 13. Q. B. to K. Kt.’s 3rd.

He will soon be out of danger.

9. B. takes B. 9. P. takes B.
10 Q. to K. R's 5th (ch.) 10. K. to Q's 2nd.
11. P. to Q’s 4th. 11. Q. to K. B's 3rd.
12. P. to K's 5th. 12. Q. to K. B’s 4th.
You may castle at your 12th move, and procced thus :—
12. Castles. 12. Q. to K. Kt.’s 3rd.
13. Q. to Q. R’s 5th. 13. Q. Kt. to R’s 3rd.
14. B. takes P. 14. K. B. to Q. Kt.’s 5th.
15. Q. to her R’s 4th. 15. K. Kt. to K’s 2nd.
He has the advantage.
18. Q. to K. B's 3rd. 13. K. B. to Q. Kt.’s 5th
14. Q. B. takes P. 14. K. Kt. to K’s 2nd.
15. Castles on K's side. 15. B. takes Kt.
16. P. takes B. 16. Q. Kt. to R’s 3rd.

The game is in his favour.
As the “ Handbuch ” remarks, these variations tend to prove
that Mr. McDonnell's move of 5. Q. Kt. to II's 3rd is not so
potent as the usual course of castling.

Our examination of this beautiful Gambit would be imper-
feet without some notice of a variation in the opening, where
the first player, instead of abandoning the Knight at his 5th
move, sacrifices his Bishop by taking the K. B. Pawn,
checking. This attack is not, strietly speaking, a part of the
Muzio Gambit, but it is so intimately associated with it that
{ think it better to consider them both under the same head.
The chief writers who have considered this sacrifice appear
to be Ercole del Rio (Lolli, p. 221); Sarratt, 1808, p. 76;
Allgaicr, tab. v.; Lewis, 1813, p. 307; Walker, 1841, p. .16,
and the German * llandbuch.”

GAME THE SEVENTH.

WHITE. BLACK.
1. P. to X's 4th. 1. P. to K's 4th.
2. P, to K. B’s 4th. 2. P. takes P.
3. K. Kt. to B’s 3rd. 3. P. to K. Kt.'s 4th.
4. B. to Q. B’s 4th. 4. P. to K. Kt.’s 5th.
§. B. takes X. B. P. (ch.) 5. K. takes B.
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This sacrifice is far less recommendable than giving up the
Kt., the attack being weaker and the defence sure and not
difficult to discover.

6. Kt. to K's 5th (ch.) 6. K. to his sq.

If he move, as given by Greeo, 6. K. to his 3rd, you will
win. {e. g.)
6. K. to his 3rd.

7. Q. takes Kt. P. (ch.) 7. K. takes Kt.
8. Q. to K. B’s 5th (ch.) 8. K. to Q’s 3rd.

9. P. to Q’s 4th. 9. K. B. to Kt.”s 2nd.
10. B. takes P. (ch.) 10. K. to his 2nd.
11, B.to K. Kt s 5th(ch.) 11. B.to B’s 3rd. !
12, Castles. i2. Q. to K. B’s sq. y
13. Q. to K’s 5th (ch.)
And wins,
7. Q. takes P. 7. K. Kt. to B's 3nd.

Lolli’s ingenious but weaker dcfence consisted in now playing
7. Q. to K, B’s 3rd, and pursuing the game as follows :—
7. Q. to K. B’s 3rd. ,
8. Q. to R’s 5th (ch.) 8. K. to his 2nd.
9. Kt. to K. B’s 7th. 9. Q. takes Kt.
(You can also play 9. Q. Kt. to B’ 3rd.) ™
10. Q. to K's 5th (ch.) 10. Q. to K’s 3rd (best)
11. Q. takes R. 11. K. Kt. to B’s 3rd.
It was formerly considered that the White Queen could now escape only
by some sacrifice, and Ponziani declaged it to be impossible, after the
move of 11. Kt. to K. B’s 3rd, to save her. The German * Handbuch”’
shows, however, that she may be extricated without incurring any loss
and remarks that it is not advisable, therefore, for Black to play with the
idea of winning her.

12. Castles (best) 12. P. to Qs 3rd.

13. Q. Kt. to B’s 3rd. 13. P. to Q. B’s 3rd.
14. R. takes K. B. P. 14. Q. Kt. to Q’s 2nd.
15, P. to Q’s 4th. 15. Q. to K. B's 2nd.

16. P. to K’s 5th. 16. P. takes P.

17. P, takes P. 17. Q. Kt. takes P.

18. P. to Q. Kt.’s 3rd. 18. Q. Kt. to K. Kt.’s 3rd.
19. B. to Q. R’s 3rd (ch.) 19. K. to hissq.

20. R. takes K. Kt. 20. Kt. takes Q.

21. R. takes Q. 21. Kt. takes R.

22. R. to K’s sq. (ch.)

With a better game.
It would thus appear that Lolli’s move of 7. Q. to X. B’s 3rd, however

ingenious, is not so trustworthy a defence as 7. Kt. to K, B's 3rd. Let
us aow follow out the result of that mode of operation.
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8. Q. takes K. B. P. 8. P. to U’s 3rd.

9. Kt. to Q. B’s 4th. 9. Q. Kt. to B’s 3rd.
10, Castles. 10 B. to K. Kt.’s 2nd
11. P. to Q's 3rd. . Q. B. to K’s 3nd.
12. Q. to K. Kt.’s 3rd. 12 Q. to K’s 2nd.

Your attack is exhausted.

GAMES
ILLUSTRATIVE OF THE MUZIO GAMBIT.
(From the Chess-Player’s Chronicle.)
GaME I.—DBetween Mr. Lewis and an Amateur of great

skill.
wuite. (Mr. L.) BLACE. (Mr. —)

1. P. to K’s 4th, 1. P. to K’s 4th.

2. P. to K. B’s 4th. 2. P. tukes P.

3. K. Kt. to B’s 3rd. 3. P. to K. Kt.'s 4th.

4. K. B. to Q. B’s 4th. 4. P. to K, Kt.’s 5th,

5. Castles. 5. . takes Kt.

6. Q. takes P. 6. K. B. to R’s 3rd.

7. P.to Q’s 4th, 7. Q. to K’s 2nd.

8. Q. B. takes P. 8. Q. Kt. to B’s 3rd.

9. Q. B. takes K. B, 9. Kt. takes B.

10. Q. to K. R’s 5th. 10. Q. to K. B’s sq.

11. K. R. to B's 6th. 11. Q. to K. Kt.’s 2nd,
12. Q. takes Kt. 12. Q. takes Q.
13. K. R. takes Q. 13. Q. Kt. takes Q. P
14. Q. Kt. to Q. R’s 3rd 11. P. to Q. B's 3rd.

15. K. R. to @’s 6th. 15. Kt. to K’s 3rd.
16. Q. R. to Q’s sq. 16. K. R. to K. Kt.’s sq.
17. K. B. tukes Kt. 17. K. B. P. takes B.
18. Kt. to Q. B’s 4th. 18. K. R. to K. Kt.'s 4th
19. K. to B’s 2nd. 19. K. to his 2nd.
20. Kt. to K’s 3rd. 20. P. to Q. R’s 4th.
21. K. to his B’s 3rd. 21. P. to Q. Kt.’s 4th,
22. Kt. to K. Kt.’s 4th. 22, Q. R. to his 2nd.
23. K. to B’s 4th. 23. K. R. to Q. B’s 4th
24, P, to Q. B’s 3rd. 24, P, to Q. Kt.’s 5th.
25, P. takes P, 25, P. takes P,
26. Kt, to K’s 5th. 26. K. R. to Q. B’s 7th.
27. P. to Q. R's 4th, 27. R. takes Q. Kt. P,
28. K. R. takes Q. B. P. 28. R. to K. B’s 7th (ch.)
29. K. to his 3rd. 29. R. to K. B’s sq.
30. Q. R. to Q. B's sq. 30. B.t0o Q. R’'s 3rd.
3L K. R. ¢ OQ B’s 7th. 31. R. takes R.
32. R takes R. 32. K. to Q’s 3cd.
88. R. 10 Q. R’s 7th 33. K. takes K
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34.
35.

37.
38.
39.
40.
41.
42.
43.
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es B.

Q. R’s 5th (ch.)
es P.

Q’s 3rd.

Q. Kt.’s 5th.
Q’s 2nd.

Q. R's 5th.

Q. R’s 6th.

o Q’s 3rd.

akes Q. Kt. P.

gsg

34.
35.
36.
37.
38,
39.
40,
41,
42,
43.

Drawn game.

R. to Q. Kt.’s sq.

to Q’s 4th.

tanes P.

to Q. B’s sq.

to Q. B’s 6th (oh.)
to Q. B’s 5th.

to K. B’s 5th,

to K. B’s 7th (ck.)
to Q. R’s 7th.
takes Q. R. P.

FRRERERTT

GanE IL.—Between Mr. Szen, of ITungary, and V. H. der
Laza, of the Berlin Chess Club.

WHITE.

1.

PENSURLP

10.
11
12,
13.
14.
15,
16.
17.
18.
19.
20.
21.
22.
23.
24.
25.
26.
27,

(V.H.d. L)
P. to K’s 4th.

P. to K. B’s 4th.
K. Kt. to B’s 3rd.
B. to Q. Bs 4th.
Castles.

Q. takes P.

P. to K’s 5th.

P. to Q’s 3rd.

Kt. to Q. B’s 3rd.
Q. B. to Q’s 2nd.
Q. R. to K’s sq.
K. to R’s sq.

Kt. to K’s 4th.

Q. B. to his 3rd.
Kt. to Q’s 6th.

R. takes Kt.+

R. takes K. B. P.
B. takes R. (ch.)
P. takes B.

Q. takes K. B, P.
R. takes Q.

B. to Q. Kt.’s 3rd.
B. takes Kt.

R. to B’s 7th (ch.)
R. to K’s 7th.

R. to K’s 8th (ch.)
R. takes B.

BLACK.
|

R

10.
11,
12,
13.
14.
15.
16.
17.
18.
19.
20.
21.
22,
23.
24.
25.
26.

And wins,

(Mr. 8.)

to K’s 4th.
takes P.

P. to Kt.’s 4th,

P. to K. Kt.’s 5th.
P. takes Kt.

Q. to K. B’s 3rd.
Q

K

K.

P.

. takes K. P.

. B. to K. R’s 3rd.
Kt. to K’s 2nd.
Castles.*

Q. to Q. B’s 4th (ch.}
P. to Q. B’s 3rd.

Q. to K. B’s 4th.

B. to K. Kt.’s 2nd.
Q. to K. Kt."s 4th.
B. takes Q. B.1

R. takes R.

K. to Kt.’s 2nd.

Kt. to Q. R’s 3rd,
Q. takes Q.

Kt. to Q. B’s 2nd.
Kt. to Q’s 4th.

P. takes B.

K. to Kt.’s sq.

P. to Q. Kt.’s 3rd.
K. to Kt.’s 2nd.

# Not considered so strong a move as 10. P. to Q. B’s 3rd.
+ Well played,
4 Had he taken R. with Q.. White would have won a Piece by at once
plnymg Kt. to K. B's 5th.
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Gane III.—Between two Berlin players.

WEITE,
. P. to K’s 4th.
P. to K. B’s 4th,
K. Kt. to B’s 3rd.
. K. B. to Q. B's 4th.
Castles.
Q. takes P.
P. to K’s 5th.
. P. to Q’s 3rd.
Q. B. to Q’s 2nd.
10. Q. K. to B’s 3rd.
11. Q. R. to K’s sq.
12. K. to R’s sq.
13. Q. to K. R’s 5th.
14. K. B. takes Q. P.
15. K. B. to Q. Kt.’s 3rd.
16. Q. to Q. B’s 5th.
17. Q. B. takes P,
18. K. R. takes B.
19. Kt. to K’s 4th.
20. B. takes Kt.
21. Kt. to B’s 6th (ch.)
22. R. takes B.
23. Kt. to R’s 5th (ch.)
24. R. takes R.
25. R. to B’s 6th (ch.)
26. Q. mates.

WO 00 e DU LN e

B

1
2
3
4
5
6
7
8

BLACK.

. P. to K’s 4th,

. P, takes P.

. P. to K. Kt.’s 4th,
. P. to K. Kt.’s 5th.
. P. takes Kt.

. Q. to K. B’s 3rd.
Q. takes P.

K. B. to R’s 3rd.

9. K. Kt. to K’s 2nd.
10. P. to Q. B’s 3rd.

11.

Q. to B’s 4th (ch.)

12. P. to @’s 4th.

13.

Q. to her 3rd.

1 {. Castles.

I5.
16.

Q. to K. Kt.’s 3rd.
K. Kt. to K. B’s 4th.

17. K. B. takes B.

18.
19.
20.
21.
22,
23.

K. Kt. to his 2nd.
K. Kt. to K’s 3rd.
Q. B. takes B.

K. to Kt.’s 2ud,
P. takes R.

K. to R’s 3rd.

24. Q. takes Kt.

25.

K. to Kt.’s 2nd.

Game IV.—Between Mr. Staunton and an Amateur,

wHiTE. (Mr. 8.)

1. P. to K’s 4th.

2. P. to K. B’s 4th.
3. K. Kt. to B’s 3rd.
4. B. to Q. B’s 4th.
5. Castles.

6. Q. takes P.

7. P. to K’s 5th.

8. P. to Q’s 3rd.

9. Q. Kt. to B’s 3rd.
10. Q. B. takes P.

11. K. to R’s sq.

12. Q. R. to K’s sq. (ch.)
13. R. to K’s 4th.

14. Q. takes B.

15. B. takes Q. P.

16. R. takes Kt. (ch.)
17. Kt. takes P, {ch.)

N =

10.

11

PP\]G}U‘&W

BLACK. (Mr. —)

. P. to K’s 4th.

. P, tukes P.

. P.to K. Kt.’s 4th.
. P, to Kt.’s bth.

. P. takes Kt.

. Q. to K. B’s 3rd.

. Q. tahes P.

K. B. to R’s 3rd.
P. to Q. B’s 8rd.
Q. to Q’s 5th (ch.)
. B. takes B.

12. K. Kt. to K’s 2n:d.

13.

Q. to K. Kt.’s 2ad

14. P. to Q’s 4th.
15. P. takes B.
16. K., takes R.
17. K. to K’s 3rd.
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18. Q. to K’s 4th (ch.) 18. K. to Q’s 2nd.
19. Q. to Q’s 7th (ch.) 19. K. to Q. B’'s 3rd.,
20. Q. to B’s 7th (ch.) 20. K. takes Kt.

21. P. to Q. B’s 4th (ch.) 21. K. to Q’s 5th.
22. Q. to Q’s 6th (ch.) 22. K. to K's 6th.
23. Q. to K. B’s 4th (ch.) 23, K. takes Q. P.

‘White mates in two moves.

GaME V.—From Ghulam Kassim.
WHITE. BLACK.

1. P. to K’s 4th. 1. P. to K’s 4th.

2. P. to K. B’s 4th. 2. P. takes P.

3. K. Kt. to B’s 3rd. 3. P. to K. Kt.’s 4th
4, B. to Q. B’s 4th. 4. P. to K. Kt.’s 5th
5. P. to Q's 4th. 5. P. takes K¢,

6. Q. takes P. 6. P. to Q’s 4th,

7. B. takes P. 7. K. Kt. to B’s 3rd.
8. Castles. 8. Kt. takes B.

9. P. takes Kt. 9. Q. to B's 3rd.

0. Q. to K ’s 4th (ch.) 10. K. to Q’s sq.
11. B. takes P. 11. Q. to K’s 2nd.
12. Q. to B’s 3rd. 12. R. to Kt.’s sq.
13. Kt. to Q's 2nd. 13, B. to K. Kt.’s 5th,
14. Q. to B’s 2nd. 14. Kt. to Q’s 2nd.
15. Q. R. to K’s sq. 15. Q. to B’s 3rd.
16. Kt. to K’s 4th. 16. Q. to K. Kt.’s 3rd
17. P. to Q. B’s 4th. 17. K. B. to Q’s 3rd.
18. B. takes B. 18. P. takes B.

19. P. to Q. B’s 5th. 19, P. takes P.
20. P. takes P. 20. K. R. to K’s sq.
21. Kt. to Q’s 6th. 21. R. takes R.
22. Q. takes R. 22. K. to Q. B’s 2nd.
23. Q. to her Kt.’s 4th. 23. K. to Q’s sq.

‘White must win.

GaME VI.—Mr. Staunton gives the Queen’s Rook.
(Remove White’s Q. R. from the board.)

wHITE. (Mr. S,) BLACK. (Amateur.)
. P. to X’s 4th. 1. P to K’s 4th.
2. P. to K. B’s 4th. 2. P. takes P,
3. K. Kt. to B’s 3rd. 3. P. to K. Kt.’s 4th.
4. K. B. to Q. B’s 4th. 4. P. to K. Kt.’s 5th.
5. P. to Q’s 4th. 5. P. tekes Kt.
6. Castles. 6. P. takes K. Kt. P.*

* P, to Q's 4th, followed by Q. B. to K. Kt.’s 5th, would have been
better play.



KING 8 GAMBIT 30

7. B. takes K. B. P. (ch.) 7. K. takes B.
8. R takes P. (ch.) 8. Kt. to K. B’s 3rd.
9. P. to K’s 5th. 9. K. to Kt.’s sq.

10. P takes Kt. 10. P. to Q’s 4th.

11. Q. to K. R’s 5th. 11. Q. Kt. to B’s 3rd.

12. R. to K. B’s 2nd
Biack surrendered.

GaumE VIL.—Mr. Staunton gives his Queen's Rook.
(Remove White’s Q. R. from the board.)

wHITE. (Mr. S.) Brack. (Mr. —)
1. P. to K’s 4th. 1. P. to K’s 4th.
2. P. to K. B’s 4th, 2. P. takes P.
3. K. Kt. to B's 3rd. 3. P. to K. Kt.’s 4th.
4. B. to Q. B’s 4th. 4. P. to K. Kt.’s 5th.
5. P.to Q’s 4th. 5. P. takes Kt.
6. Q. tukes P. 6. K. B. to K. R’s 3nd.*
7. Castles. 7. P. to Q’s 4th.
3. B. takes Q. P. 8. P. to Q. B’s 3rd.
9. B. takes K. B. P. (ch.) 9. K. takes B,
10. Q. B. takes P. 10. K. B. takes B.
11. Q. takes B. (ch.) 11. Kt. to K. B’s 3rd.
12. P. to K’s 5th. 12, Q. Kt. to Q’s 2ud.
13. Q. Kt. to B’s 3rd. 13. R. to K’s sq.
14. Q. Kt. to K's 4th. 14. K. to Kt.’s sq.
15. P. takes Kt. 15. K. to R’s sq.
16. P. to K. B’s 7th.t 16. R. to B’s sq.
17. Q. to K. R’s 6th. 17. Q. to K’s 2nd.
18. Kt. to Kt.’s 5th. 18. Kt. to B’s 3rd.
19. P. to K. R’s 3nd.7 19. Q. B. to Q's 2nd.

20. R. takes Kt.
And wins,

GaMEe VIII.—Between La Bourdonnais and Me Donnell.

wHITE, (Mr. McD.) sLack. (M. La B.)
1. P. to K's 4th, 1. P. to K’s 4th.
2. P. to K. B’s 4th. 2. P. takes P.
3. K. Kt. to B’s 3rd. 3. P. to K. Kt.’s 4th.
4. K. B. to Q. B’s 4th, 4. P. to K. Kt.’s bth,
5. Q. Kt. to B's 3rd. 5. P. takes Kt,

* If Q. to B’s 3rd, White should advance P, to K’s 5th.
+ Better than moving the Kt. either to Q’s 6th or K. Kt.’s 5th
¢ Preferable to tuking the Kt. imwediately.
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6. Q. takes P. 6. K. B. to K. R’s 3rd,
7. P. to Q’s 4th. 7. Q. Kt. to B’s 3rd.
8. Castles, 8. Q. Kt. takes Q. P.
9. B. takes K. B. P. (ch.) 9. K. takes B.

10. Q. to K. R’s 5th (ch.) 10. K. to his Kt.’s 2nd.

11. Q. B. takes P. 11. B. takes B.

12. K. R. takes B. 12. K. Kt. to B’s 3rd

13. Q. to K. Kt.’s 5th (ch.) 13. K. to B’s 2nd.

14. Q. R. to K. B’s sq. 14. K. to his sq.

15. K. R. takes Kt. 15. Q. to K’s 2ad.

16. Q. Kt. to Q’s 5th, 16. Q. to her B's 4th,

17. K. to R’s sq. 17. Kt. to K’ 3rd.

18. K. R. takes Kt. 18. P. takes R.

19. Kt. to B’s 6th (ch.)
And wins the Queen.

GamEe IX.—~Mr. Staunton gives his Queen’s Rook.
(Remove White’s Q. R. from the board.)

waiTe. (Mr. S.) BLACK. (Mr. —)

1. P. to K’s 4th. 1. P. to K’s 4th.

2. P. to K. B’s 4th. 2. P. takes P.

3. K. Kt. to B’s 3rd. 3. P. to K. Kt.’s 4th.

4. K. B. to Q. B’s 4th, 4. P. to K. Kt.’s 5th.

5. B. takes K. B. P. (ch.) 5. K. takes B.

6. Kt. to K’s 5th (ch.) 6. K. to his sq.

7. Q. takes P, 7. K. Kt. to B’s 3rd.

8. Q. takes P, 8. P. to Q’s 3rd.

9. K. Kt. to B’s 3rd. 9. Q. Kt. to B’s 3rd.
10. P. to Q’s 4th. 10. Q. to K’s 2nd.

11. Castles. 11. Q. B. to @’s 2nd.
12, P. to K’s 5th, 12. P. takes P.

13. P, takes P. 13. K. Kt. to Q’s 4th.
14. Q. to K’s 4th. 14. Q. B. to K’s 3rd.
15. Q. B. to K. Kt.’s 5th. 15. Q. to her B’s 4th (ch.
16. K. to R’s sq. 16. Q. Kt. to his 5th.
17. P. to Q. B's 4th. 17. K. Kt. to Q. Kt.’s 3rd.
18. P. to Q. Kt.’s 3rd. 18. K. B. to K’s 2nd.
19. K. Kt. to Q's 4th. 19. Q. B. to K. Kt.’s sq.
20. B. takes K. B. 20. Q. takes B,
21. K. Kt. to K. B’s 5th. 21. Q. to her 2nd.
22. Q. to K. R’s 4th. 22. Q. R. 10 s 5q.

23. Q. to K. B’s 6th. *
And wins,
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Cuapigr VI,
THE ALLGAIER GAMBIT.

In the preceding examples of the King’s Gambit, White con.
tinues his attack after 3. Kt. to K. B's 3rd, by playing
4. K. B. to Q. B's 4th. There is, however, another not un-
important mode of operating at this point, and one whieh
leads to situations of remarkable interest, that is, to play
4. P. to K. R's ath, instead of 4. B. to Q. B's 4th. Black's
best reply is held to be 4. P. to K. Kt.’s 5th, whereupon by
your moving the endangered Knight to K's 5th, or to Kt.'s 5th,
we arrive at the ALLGATER GAMBIT, an opening once deemed
invineible, at least by Allgaier himself, who devoted much
attention to its details, and which still possesses attractions
for many players of eminence.

The best authorities to comparc upon this Gambit are
Salvio (Jid. 19728), pp. 56, 68, 60: Greco (1784), p. 72;
Cozio, 1st vol., pp. 48, 85, 98, 123, 163, 167, 172, 180,
196, 329; Lolli, pp. 216, 219; Mosler, tab. vii.; Allgaier,
tab. vii.; lorny (1839), pp. 144—156; Lewis (1844),
pp- 286—288; La Bourdonuais, pp. 91, 93,96, 101; “ Poly-
technic Journal” (September, 1841), pp. 141—144; “ Pala-
méde” (1842), pp. 77—117, 298—307; and the German
 Handbuch.”

GAME THE FIRST.
WHITE. BLACK.
1. P. to K's 4th. . P. to K's 4th.
2. P. to K. B's 4th. . P. takes P.
3. K. Kt. to B's 3rd. . P. to K. Kt.s 4th.
4. P. to K. R's 4th. . P.to K. Kt.’s 5th (best)
5. Kt. to Kt.'s 5th. 5. P. to K. R’s 8rd.

The present game will be devoted to the examination of what
follows your move of the Kt. to Ki.’s 5th, und the next to
the cffects of 5. Kt. to K's 5th.

In answer to your move of Kt.to Kt.'s 5th, Black may
play 5. P. to K. R's 4th, 5. P. to Q’s 4th, and 5. P. t0o K. B’s
S5rd.  For the two former sce Varfition I, the last may
speedily be dismisscd as bad. (e. g.)

5. P. to K. B’s 3rd.
6. Q. takes Kt. P. 6. P. to K. R’s 4th.
1. Q. to K. B’s 5th, 7. P. takes Kt.

Lo DD
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8. Q. to Kt.’s 6th (ch.) 8. K. to bis 2nd.
9. Q. takes P. (ch.) 9. K. to his sq.
10. Q. to K’s 5th (ch.)
Winning the Rook, and having the better game.

8. Kt. takes K. B. P. 6. K. takes Kt.
7. Q. takes P. 7. K. Kt. to B's 3rd.
La Bourdonnais recommends for the defence 7. Q. to K. B's
3rd, but the authors of tne * Handbuch” think it inferior s
you can compare both.
7. Q. to K. B’s 3rd.
8. P. to Q's 4th. 8. Q. takes Q. P.
9, Q. takes P, (ch.) 9. Q. to K. B’s 3rd.
(A better move for him than 9. Kt. to B’s 3rd.)

10. Q. to K. Kt.’s 4th. 10. Q. to K. Kt.’s 3rd.
11. B. to Q. B’s 4th (ch.) 11. K. to Kt.’s 2nd.

12. Q. to K. B's 3rd. 12. K. Kt. to B’s 3rd.
13. Q. Kt. to B’s 3rd. 13. K. B. to Q. Kt.’s 5th,
14. B. to @’s 2nd. 14. P. to Qs 3rd.
Black’s game is preferable.
8. Q. takes K. B. P. 8. K. B.toQ's 3rd (bert)

This is Black's best move; it was first given by Horny, a
German writer, and it has the effect of utterly paralyzing
White's further efforts.
9. B. to Q. B's 4th (ch.) 9. K.toX1t.’s 2nd (best)

If, instead of checking with the B., you play 9. P. to K's 5th,
Black takes it for nothing, as you cannot capture his B. but
at the eost of your Queen. If you move 9. Q. to K. B's 2nd,
he replies with 9. XK. to Kt.'s 2nd, preparatory to playing
P to K. B'ssq.. and finally, if you move 9. Q. to K. B's 3:],
he might proceed as follows i—

9. Q. to K. B’s 3rd. 9. Q. Kt. to B’s 3rd.
10. P. to Q. B’s 3rd. 10. Q. Kt. to K’s 4th.
11. Q. to K’s 2nd. 11. Q. Kt. to K. Kt.’s 5th.
12. K. R. to his 3rd. 12. Q. to K’s 2nd.
13. P. to Q’s 3rd. 13. P. to Q. B’s 3rd.
He has obviously the better game.
10. Q. to K. B's 5th. 10. B. to Kt.’s 6th (ch )

If you play 10. Q. tg B's 2nd, he replies with 10. R. to
K. B's sq., and if 10. Q. to B's 3rd, with 10. Q. Kz. w0
B’s 3rd, as before.
11. K. to B's &q. 11. K. RB. to B's sq.
Black has a winning position.
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VARIATION,
Beginning at Black's 5th move.

WHITE. BLACK.
. P.to K's 4th. . P. to K's 4th.
. P. to K. B's 4th. . P. takes P.
. K. Kt. to B's 3rd. . P.to K. Kt.’s 4th
. P.to X. R's 4th . P.to K. Kt.'s 5th
. Kt. to Kt.’s 5th. . P. to K. R’s 4th.

When the Kt. is played to his 5th, Black’s best reply s
5. P. to K. R’s 3rd; and when it is played, as in the next
game, to K's 5th, then the proper answering move 18 5. P. to
K. R’s 4th. "The objection to 1t in the present instance is the
difficulty afterwards found in expelling the White Kt. from
his threatening positim  As was before remarked, Black
may also play 5. P. to &'s 4th, the result of which it may be
well to show at once.  Suppose then—

5. P. to Q’s 4th,

b OO ND e
[ N

6. P. takes P. 6. Q. takes P.
(Ponziani recommends for Black 6. K. Kt. to B’s 3rd.)
7. Q. Kt. to B’s 3rd. 7. Q. to K’s 4th (ch.)

8. Q. to K’s 2nd. 8. P. to K. B’s 3rd.
9. Q. takes Q. {ch.) 9. P. takes Q.
10. B. to Q. B’s 4th. 10. K. Kt. to R’s 3rd,
11, P. to Q’s 4th. 1. P, takes P,
12. Q. Kt. to bis 5th, 12. Q. Kt. to R’s 3rd.
13. Q. B. takes P. 13. K. B. to Q. Kt,’s 5th (ch.}
14. P. to Q. B's 3rd. 14. P. takes P.
15, P. takes P, 15. B. to Q. R’s 4th.

16. Castles on Q's side.
With the better game.

6. XK. B. to Q. B's 4th. 6. K. Kt. to R's 82d,
7. P. to Qs 4th. 7. P.to K. B's 3cd.
8. Q. B. takes P. 8. P. takes Kt.

9. P. takes P. 9. Kt. to B's 2nd.

If he move 9. Kt. to his sq., you reply 10. Q. B. to K's 5th.
10. P. to K. Kt.’s 6th. 10. Kt. to Q's 3rd.
11. Q. B takes Kt. Bl. P. takes B.

12. B. to B's 7th (ch.) 12. K. to his 2nd.
1&. Castles. 13. Q. to her R's 4th.

Allgeier’s move for you iz 13. Q. Kt. to B's 3rd, upon which
Black plays 13. Q. to Q. R's 4th. and you answer with 14. Q.
x
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to her 2nd. He appears to have overlooked that Black eould
then play 14. K B. to R’s 3rd.

14. B. to Q's 6th. 14. K. to his sg.

15. Q. to her B's sq. 15. K. to Q’s sq.

16. Q. to K. Kt.'s 5th (ch.) 16. B. to K's 2nd.

17. P. to K. Kt.'s 7th.

And you win with ease

GAME THE SECOND.

WHITE. BLACK.
1. P. to K's 4th. 1. P. to K’s 4th.
2. P. to K. B’s 4th. 2. P. takes P.
3. K. Kt. to B's 3rd. 3. P. to K. Kt.’s 4th.
4, P.to K. R's 4th. 4. P. to K. Kt.’s 5th.
5. Kt to K’s 5th. 5. P.toK. R's 4th (best)

The playing Kt. to K's 5th gives you both a safer and more
lasting attack than Kt. to Kt.'s 5th, but the advantage gained
by this manner of play has been vastly overrated, since
Black has at his command a sure defence, from the line of
operations developed in the present game.

Black's move of 6. . to K. R's 4th is the right one; he
may, however, play 5. K. Kt. to B's 3rd, or 5. P. to Q’s 3rd,
without disadvantage. Tor cxample; in the first place,—

. 5. K. Kt. to B’s 3rd.
6. B. to Q. B’s 4th. 6. Q. to K’s 2nd.
(If you play 6. P. to Q’s 4th, he replies with 6. P. to Q’s 3rd, and if
6. Kt. takes K. Kt. P., with 6. Kt. takes K. P., the game being even.)
7. P. to Q’s 4th. 7. P.to Q’s 3rd.
8. Kt. takes K. B. P. 8. Q. takes K. P. (cb.)

{If you toke 8. K. B. P. with B. (ch.), Black retires his K. to Q's sq.,
and has the better game.)

9. Q. to K’s 2nd. 9. Q. takes Q. (ch.)
10. K. takes Q. 10. P. to Q’s 4th.
11. Kt. takes R. 11. P. takes B.

He has the advantage.
In the second place,—

5. P. to Q's 3rd
6. Kt. takes Kt. P, 6. B. to K’s 2nd.
7. P. to Q’s 4th. 7. B. takes K. R, P. (ch.)
8. Kt. to K. B’s 21ud. 8. Q. to K, Kt.’s 4th.
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{Black may also play, with apparent benefit, 8. Q. to K. B’s 3rd, a move
lately adopted by the leading players of Pesth.)

9. Q. to K. B’s 3rd. 9. B. to K. Kt.’s 6th.
10. Q. Kt. to B's 3rd. 10. K. Kt. to B’s 3rd.
11. Q. B. to Q’s 2nd.

The game is about even, but with the move given in the ‘ Handbuch™
and elsewhere for White's 11th, K. B. to Q’s 3rd, Black may ohtain
an advantage, I think, through R. to K. Kt.’s sq., with the view to play
Q. B. to K. Kt.’s 5th at the proper moment.

6. K. B. to Q. B's 4th. 6. K. Kt. to R's 3rd.

Modern authorities concur in pronouncing the move 6. K. Kt.
to R's 3rd inferior to 6. R. to K. R's 2nd, and the « Hand-
buch” remarks, that after the former, Black must lose the
gambit . We will briefly examine the consequences arising
from the defence with the Knight, and subsequently those
which spring from 6. R. to K. R's 2nd. (Sce Game the
Third.)

7. P. to Qs 4th. 7. P. to Qs 3rd.
8. Kt. to ('s 3rd. 8. . to K. B’s 6th.
9. P. to K. Kt.'s 3rd. 9. P. to O's 4th.

If you play 9. P. takes ., he can move 9. K. B. to K's 2nd,
and on your moving 10. Q. B. to K. Kt.'s 6th, take P. with
P., baving the advantage.

10. B. takes Q. P. 10. P. to Q. B's 8rd.
If you take Q. P. with K. P, he plays K. Kt. to B’'s 4th.
11. B. to Q. Kt.’s 3rd. 11. Q. takes Q. P.

IIe has decidedly the better game.

The ingenious variation at Black’s 9th move we owe to
Mr. Knight, an amateur of the London cirele of chess-players;
it appears as cffectual in baffling all further attack in this
branch of the Allgaier Gambit, as Mr. lorny's move of K B
to Q's 2rd in the former one.

GAME TIIE THIRD.
WHITE. BLACK.
1. P. to K's 4th. . P. to K’s 4th.
2. P. to K. B’s 4th. . P. takes P,
3. K. Kt. to B's 31d, . P. to K. Kt.'5 4th.
4. P. to K. R’s 4th. . P. 1o K. Kt.'s 5th.

w00 D

x 2
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5. Kt. to K's 5th. 5. P. to K. R’s 4th.

6. K. B. to Q. B’s 4th, 6. R. to K. R’s 2nd.
This is the generally accepted move for Black; and prior to
the discovery of Mr. Knight's defence, of which we have
seen a sketch in the last game, it was, perhaps with pro-
priety, considered preferable to 6. K. Kt. to B's 3rd.

7. P. to Q's 4th. 7. P.to K. B's 6th (best)

‘When the Rook is moved to his second to defend the Pawn,
as in this game, you may obtain a violent but unstable attack
by playing thus:—

7. Kt. takes K. B. P, 7. R. takes Kt.
8. B. takes R. (ch.) 8. K. tukes B,
9. P. to Q's 4th. 9. P. to K. B’s 6th.

His best move, for if he play 9. B. to K. R’s 3rd, you castle, with un
improved situation.)

10. P. takes P. 10. P. to Q's 3rd.
With due care now Black must win, in spite of the exposed position of his
King.
8. P. to K. Kt.’s 3rd. 8. Q. Kt. to B's 3rd.

If, instead of 8. P. to K. Kt.’s 3rd. you take the P., he may
first dislodge your Kt. with 8. I, to Q's 3rd, and then play
K. B. to K's 2nd.

9. Kt. takes Kt. Y. Q. P. takes Kt.

You may also play 9. Kt. to K. Kt.’s 6th, and procced as
follows :—
9. Kt. to K. Kt.’s 6th. 9. B. to K. Kt.’s 2nd.
(He might likewise take your Kt. and then move R. to his sq. again.)

10. P. to Q. B’s 3rd. 10. K. Kt. to B’s 3rd.

11. Q. B. to K. Kt.’s 5th. 11. P. takes Kt.

12. P. to K’s 5th. 12, P. to Q’s 4th.

13. B. to @’s 3rd. 13. Q. B. to K. B's 4tb.

14. B. takes B. 14, P. takes B.

15. Q. to her 3rd. 15. Q. to her 2nd.

16. P. takes Kt. 16. B. to K. R’s sq.

You must lose the advanced P., and Black will then have the superionty

10. Q. B. 1o K. B’s 4th. 10. Q. to K’s 2nd.
11. Q. Kt. to B's 3rd. 11. Q. B. to K's 38rd.
12, P. to Q’s 5th. 12. Castles on Q’s side

He has a little better game, but the advantage is not nearly
so decisive as in the second game.
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Cuarrer VII

THE KING'S ROOK’S PAWN GAMBIT.

Ta1s deviation from the great parent opening consists in
Whife's throwing forward his K. R. Pawn at the third move,
instead of playing the K. Kt. to B's 3rd. The object of thie
move is to prevent the customary advance of Black’s K. Kt.
Pawn: but to attain this vou sacrifice position, and if properly
met, your attack is specdlly foiled or turned against you.

GAME THE FIRST.

WHITE. BLACK.
1. P. to K's 4th. 1. P. to K's 4th.
2. P. to K. B’s 4th. 2. P. takes P.
3. P. to K. R's 4th. 3. K. B. to K's 2nd (best)

Black may also play with safety 3. P. to Q’s 4th. Imt that
move is not so strong as B. to K's 2nd.  (See Variation.)

4. Q. to K. Kt.'s {th. 4, P.to Q’s 1th (best)
You can likewise adopt 4. K. Kt. to B's 3rd, and pursuc the
attack as follows :—

4. K. Kt. to B’s 3rd. 4. K. Kt. to B’s 3rd.

{The usual move for Black is 4. P. to Qs 3rd, that of K. Kt. to B’s 3rd
is given by Stamma, Jaenisch, and the German ¢ Handbuch.””)

5. P to Q’s 3rd. 5. P. to Q’s 4th,

(If you play 5. P. to K’s 5th, Black may reply with 5. Kt. to K. R’s 4th
and then Kt. to his 6th.)

6. P. takes P. 6. Kt. takes P.
7. P. to Q. B’s 4th. 7. Kt. to K’s 6th.
8. B. takes Kt 8. P. takes B.
9. P. 1o Q's 4th. 9. Q. B. to K. Kt.’s 5th.
Black has the better game.
5. Q. takes doubled P. 5. P. takes P,

He might also play 5. K. B. 10 Q's 3rd, as advised by Stamma
6. Q. takes K. P. 6. K. Kt. to B's 3rd.
7. Q. to K. B's 8rd. 7. Castles.

8. K. B. to Q. B’s dth. 8. Q. B.to K. Kt.'s 5th.
9. Q. takes Q. Kt. P, 9. Q. to her 3rd.

10. Q. to her K¢ 's 3rd. 10. Q. Kt. to B's 3rd.
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If you venture to take the Rook, the following is the result :-—

10. Q. takes R. 10. Q. Kt. to B’s 3rd.
11. Q. to Kt.’s 7th. 11. Q. to K. Kt.’s 6th (ch.)
12, K. to B’s q. 12. K. Kt. to K’s 5th
And he must win.
11. Q. to her 3rd. 11. Q. Kt. to Q’s 5th.
12. P. to Q. B's 3rd. 12. Q. to K's 4th (ch.)
13. K. to B's sq. 13. Q.Kt.to K. B's 4th

Black has a winning game,

" VARIATION,

Deginning at Black’s 3rd move.

WHITE. BLACK.
1. P. to K's 4th. 1. P. to K's 4th,
2. P. to K. B's 4th. 2. P. takes P.
3. P. tc K. R's 4th. 3. P. to Q's 4th.
4. P. takes P. 4. Q. takes P.
He might also play 4. K. B. to Q’s 3rd.
5. Q to K's 2nd (ch.) 5. Q. B. to K's 3rd.
6. Q. Kt. to B's 3rd. 6. Q. to her 2nd.
7. P. to Q’s 3rd. 7. K. B. to Q’s 3rd.
8. K. Kt. to R's 3rd. 8. Q. Kt. to B’s 3rd.
9. Q. Kt. to his 5th. 9. Castles on Q's sids
10. Kt. takes B. (ch.) 10. P. takes Kt.
11. Kt. takes P. 11. B. to K. Kt.’s 5th.
12. Q. to her 2nd. 12. R. to K’s sq. (ch.)

And he has the better game.

GAMES
ILLUSTRATIVE OF THE PRECEDING ANALYSES.
GaME I—Between two English Amateurs.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K's 4th.
2. P. to K. B’s 4th. 2. P. takes P,
3. K Kt to B’s 3rd 3. P. to K. Kt.’s 4th.
4. P. to K. R's 4th. 4. P. to K. Kt.’s 5th,
8. K. Kt. to his 5th. 5. P.to K. R’s 3rd,
6. Kt. takes K. B, P, 8. K. takes Kt.
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7. Q. takes Kt. P. 7. K. Kt. to B’s 3rd.

8, Q. takes K, B, P, 8. P. to Q's 3rd.*

9. P. to Q's 4th. 9. K. to Kt.’s 2nd.
10. B. to Q. B’s 4th. 10. Q. to K’s sq.

11. Castles. 11. B. to K's 2nd.
12. P. to K’s 5th. 12. P. tokes P.
13. P, takes P. 13. B. to Q. B’s 4th (ch.)
14. K. to R’s sq., 14. K. Kt. to his 5th.
15 Q. Kt. to B’s 3rd, 15. Q. B. to K’s 3rd.
16. Kt. to K's 4th. 16. B. takes B.
17. Q. takes Kt. (ch.) 17. Q. to Kt.’s 3rd.
18. Q. takes Q. (ch.) 18. K. takes Q.
19. R. to K. B’s 6th (ch.) 19, K. to Kt.’s 2nd.
20. Kt. takes K. B. 20. Q. Kt. to B’s 3rd.
21. Kt. to K’s 6th (ch.) 21. B. takes Kt.
22. R. takes B. 22. Q. R. to K’s sq.
23. Q. B. takes K. R. P. (ch.)t 23. K. to 1’s 2nd.
24. R. to K. B’s Gth (ch.) 24. K. to his 2nd,
25. B. to Kt.’s 5th. 25, Kt. tukes K. P,
26, R. to K. R’s 6th (dis. ch.) 26. K. to B’s 2nd.
27. Q. R. to K. B’s sq. {ch.) 27. K. to Kt.’s 2nd.
28. R. takes R. 28. K. takes R.
29. B. to B’s 6th (ch.) 29. K. to Kt.’s sq.

30. R. to K’s sq.
And wins,

Gang Il.—Between Messrs. Kieseritzky and Walker.
(From Le Palaméde.)
waire. (M. K.) BLack. (Mr. W.)

1. P. to K’s 4th. 1. P. to K’s 4th.

2. P. to K. B's {th. 2. P. takes P.

3. K. Kt. to B’s 3rd. 3. P. to K. Kt.’s 4th,
4. P. to K. R’s 4th. 4. P. to K. Kt.’s 5th
5. Kt. to K’s 5th, 5. P. to K. R’s 4th,
6. K. B. to Q. B’s 4th, 6. K. Kt. to R’s 3rd.
7. P.to Q’s 4th. 7. P.to Q's 3rd.

8. Kt. to Q’s 3rd. 8. P. to K. B’s fith,
9. P.to K. Kt.’s 3rd. 9. P. to Q's {th.}

1. B. takes Q. P.§ 10. P, to Q. B’s 3rd.

* The correct move is that previously mentioned, by Horny, of 8. B.
to Q's 3rd.

1 Cleverly played.

3 This is the principal feature of the defeuce, for which we are indebtad
to Mr. Knight.

§ If he take P. with P.. then Black follows with K. Kt. to B’s 4th.
thre.tening both Q’s and K. R. Pawns.
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11. B. to Q. Kt.’s 3rd. 11. Q. takes Q. P.

12, Q. Kt. to B's 3rd. 12. K. B. to Q’s 3rd

13. K. Kt. to B’s 4th. 13. Q. takes Q. (ch.)

14. Kt. takes Q. 14. B. takes Kt.

15. B. takes B. 15. Q. B. to K’s 3rd.

16. Kt. to K's 3rd. 16. Q. Kt. to Q's 2nd,
17. B. takes B. 17. P. takes B.

18. Kt. to Q. B's 4th. 18, K. Kt. to K. B’s 2nd,
19. Castles on Q’s side. 19. P, to K’s 4th.

20. B. to K’s 3wd. 20. K. to his 2nd.

21. R.to @’s 3rd. 21. Q. Kt. to K. B’s 3rd.
22, R. to Q. Kt.'s 3rd. 22, P. to Q. Kt.’s 3rd.
23. K. R. to K's sq. 23, K. R. to Q’s sq.

24, P. to Q. R’s 4th. 21, K. to his 3rd.

25. P. to Q. R's 5th* 23, Kt. takes K. P.

26. P. takes P. 26. P. takes P.

27. K. to Kt.’s sq. 27. P. to Q. Kt.’s 4th.
28. Kt. to Q. R’s 3rd. 28, Kt. to Q's 7th (ch.)
29. B. takes Kt. 29. R. takes B.

White surrenders.t

Gaxe III.—Between V. 1. der laza and Mr. H— ot the
Berlin Chess Club.

write. (V. H.d. L.) BLack. {(Mr. H.)
1. P. to K’s 4th. . P.to K’s 4th.
2. P. to K. B’s 4th. P. takes P.
3. K. Kt. to B’s 3rd. P. to K. Kt.’s 4th,
4. P. to K. R’s 4th. P. to K. Kt.’s 5¢h,
5. Kt. to K’s 5th. . B.to K’s 2nd.
6. B. to Q. B's 4th. . B. takes P. (ch.)
7. K. to B's sq. . K. Kt. to R’s 3rd.
8. Kt, takes Kt. P. . Kt. takes Kt.
9. Q. takes Kt. . P.to Q's 4th,

10. Q. takes B. P. . P, takes B.

11. R. takes B. Q. B. to K’s 3rd.

—
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12. P. to Q. Kt.’s 3rd. 12. Q. to her 5th.

13. Q. Kt. to B’s 3rd. 13. Q. Kt. to Q’s 2nd.
14. B. to Q. Kt.’s 2nd. 14. P.to K. B's 3rd.
15, Q. takes Q. B. P. 15. K. R. to Kt.’s 8q.
16. R. to Qs sq. 16, P. takes P.

* Much better to have protected his K. P.
t This game is much below the usual standard of M, Kieseritzky's

play.
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1.
2.
3.
1.
5.
6.
7.
8.
9.
10.
11.
12,
13.
14,
15.
16.
17.
18.
19.
20.
21.
22.
23.
24.
25.
26.
27.
23.
29.
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Q. R, P. takes P,
Q. to K. Kt.’s 3rd.
Kt. to Q. R’s 4th.
Q. R. to K’s sq.
K. to B’s 2nd.

B. takes Kt.

. Q. to K. R’s 2nd.

. R. takes B.

. Q. to K. R's 3rd (ch.)
. Kt. to Q. B’s 3rd.

. K. to Kt.’s sq.

Q. to K’s 3rd.
Kt. takes P.
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17. B. to K. Kt.’s 5th,
18. Kt. to K’s 4th,

19. Q. takes K. P.

20. B. to K's 2nd (vh.
21. Q. to Q’s 4th,

22. P. takes B.

23, Castles.

24. P. to Q. Kt.'s 4th.
25. K. to Kt.’« sq.

26. Q. R. eliechs.

27. Q. to K. B'~ 2nd.
28, Q. R, to K's <.
29, R, to K. Kt.'s 3

White wiiis,

GaME IV.—Between MM. Kicseritzky and Calvl,

(M. K.)

P. to K’s 4th.

P. to K. B’s 4th.
K. Kt. to B'~ 3rd.
P. to K. R’ #th,
Kt. to K'~ 5th.

K. B. to Q. B’s 4th.
P to Q's 4th.

Kt. to Q’s 3rd.

P. takes P.

. Kt. to §'< 4th,

. Kt to B« 3rd.
to B's 2nd,

. to her 3rd

. B. to Q< 2nd.
R. to K'~ «.

B. to K’s 3rd.
B. to K< 6th.

to Q. Kt.'s {th.
B. to Q. Kt.’s 3rd.
to Q. R’~ 3rd.

to Q. R'~ 2nd.
to K’s 5th.

. to K's 6th.

. B. to his sq.

. takes P.

Q. Kt. to K's 4th.
Q. Kt. to K. Kt.’s 5th (ch.)
R. takes Kt,

R. w0 K’s sq

.

ROSNETARRLPDE AL

nLack. (M. C.)

P. to K’s 4th,

. P. takes P,

P. to K. Kt.”s 4¢h.
P. to K. ht.’« 5th
P. wo I RS Ath,
R. to K. R\ 2ud.
P. to Q' 3rd.

. Poto K. B's 6th,

. P oto Q. B's 3rd.

O md DT WN T e OO

10, K. ht. to K's 2ud,
11. Q. ke, to Q's 2n k.
12, R.to K. R'vsq

13, K. Boto ht's 2nc,
14. K to B's «q.

15. Q. to her Kt.’s 3rd.
16, Q. to Q. B« 2nd.
17. P to Q. KtJs 1tk
18. Q. Kto 1o Ins Sids
19. P. to Q. R’s {th,
20. P. to Q. U Hth.
21. Q. B. to Kt.'s 249,
22, P. to Qs th.

23. Q. B. to his sq.

24. Q. to her 3rd.

25. K. takes P,

26. Q. to her B's 2ua.
27. K. to Kt.’s sq.

28. Q. takes R.

W, Q. to K. B’s 3ul.
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30. R. to K’s 8th (ch.)
31. K. Kt. to Kt.’s 6th.

390.
31.
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B. to K. B’s sq.
Q. B. to K. B’s 4th,

32. Q. takes B.* 32. Q. takes Q.

33. Kt. to K’s 7th (ch.) 33. K. to Kt.’s 2nd.
84. Kt. takes Q. (ch.) 34. K. to B’s 3rd.
85. R. to K's 6th (ch.) 35. K. takes Kt.

36. B. to Q. Kt.’s sq.

And mates next move,

GaME V.—Between MM. Kieseritzky and Ehrmsan.
(From the Chess-Player’s Chronicle.)

waite. (M. K.)

BrLAcK. (M. E,)

1. P. to K’s 4th. 1. P. to K’s 4th.
2. P. to K. B’s 4th. 2. P. takes I,
3. K. Kt. to B’s 3rd. 3. P. to K. Kt.’s 4th,
4. P. to K. R’s 4th. 4. P. to K. Kt.’s 5th.
5. Kt. to K's 5th. 5. P. to K. R’s 4th,
6. K. B. to Q. B's 4th, 6. K. Kt. to K. R’s 3rda
7. P. to Q’'s 4th. 7. P.to Q's 3rd.
8. K. Kt. to Q’s 3rd. 8. P. to K. B’s 6th.
9. P. to K. Kt.’s 3rd. 9. B. to K’s 3rd.t+
10. B. takes B. 10. P. takes B.
11. K. Kt. to K. B's 4th. 11. P. to K’s 4th.
12. Kt. takes K. R. P. 12. Q. Kt. to B's 3rd.$
13. P. to Q’s 5th. 13. Q. Kt. to Q’s Hth.
14. Q. Kt. to B’s 3rd. 14. K. Kt. to K. B’s 2nd.

15. K. Kt. to K. B’s 4th.
16. K. Kt. to Q’s 3rd.
17. K, to his B’s 2nd.
18. P. to Q. R’s 4th.
19. P. to Q. Kt.’s 4th.
20. Q. B. takes B.

21. Q. to her 2nd.

22. P. to Q. Kt.’s 5th.
23. P. to Q. R’s 5th.
24. P. to Q. Kt.’s 6th,
25. P. takes P.

. Q. to K. B’s 3rd.§
. B. to K. R’s 3rd.

Castles on Qs side,

. K. to Kt.’s sq.
. K. R. to his 2nd.
. K. Kt. takes B.
. Q. R.to K. R'ssq.
. Q. Kt. to K’s 7th.
. K. Kt. to K. B’s 2nd.
. Q. B. P. tukes P
P,

to Q. R’s 3rd.

* The termination of this game is very beautifully played by M. Kieso.
ritzky.

4 He should Lave played 9. P. to Q’s 4th.

1 Why not play King’s Knight to Bisnop’s 2nd, winning the adverse
Knight ?

§ Black should have taken the Knight immediately, and then if the
White Queen had taken his Knight in return, he would have won the
King's Knight's Pawn, and have obtained an irresistible position.
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26. Q. Kt. to his Hth, 26. Q. R. to Q. B’s sq.*
27. Q. Kt. to Q. B's 7th. 27. K. Kt. to Q’s sq.
28, K. Kt. to Q. Kt.’s 4th. 28. Q. R. takes Kt.

29. Q. R. takes Q. R. P. 29. Q. R. to Q. B’s 5th,
30. Q. R. to Q. R's 8th (ch.) 30. K. takes R.

31. Kt. to Q. B’s 6th. 31. P. takes Kt.

32. Q. to R’s 5th (ch.) 32. K. to Q. Kt.’s 5q.

* Badly played. In this situation he might have forced ths game by
*wo distinct modes of play.

In the first place :
26. K. R. takes K. R. P.

If White does not take the Rook, Black checks with it at Rock’s 7th,
wnd wins casily. Therefore,—

WHITE. BLACK,
27. R. tax> K., or (A.) 27. R. takes R.
28. P. takes R. 28. Q. takes P. (ch.)
29. K. to B’s sq. 29. P. to K. Kt.’s 6th,
And wins.
(A)
27. P. takes R. 27. R. takes P.
28. R. takes R. 28. Q. takes R. (ch.)
29. K. to his 3rd. 29. Q. to K. Kt.’s 4th (ch,)
30. Kt. to K. B’s 4th. 30. P. takes Kt (ch.)

31. K. to B’s 2nd (or Kt. mates 31. Q. to R’s 5th (ch.), &a.

at K’s 4th.)

If White at his 28th move refuse to capture the second Rook, and
moves his Rook away instead, Black may either advance his K. Kt. P. (ch.),
or play R. to R’s 7th, checking, sccure, in cither case, of & won game.

In the second place :
26. K. Kt. to his 4th.

27. Q. takes Kt., or (B.) 27. Q. takes Q.

28. P, takes Q. 28. R. takes R,

29. R. takes R. 29. R. takes R.

30. Q. Kt. takes Q. P. (best) 30. R. to R’s 7th (ch.)

31. K. to his 3rd (best) 31. Kt to Q’s 5th.

32. K. Kt. takes K. P. 32, Kt. takes Q. B. P. (ch.)

And wins, because White must play his King to a square where he will be
in check of the Queen which his opponent will make in two moves.
Observe, however, that if Black advance his Bishop’s Pawn before
taking the Queen’s Bishop’s Pawn, he will probably fose the game by
White’s first checking with the King’s Knight at Q’s 7th, and thea
playing the other Knight to K’s 8th square.

B.)

¢ 26. K. Kt. to his 4th.

27. P. takes Kt. 27. R. to K. R’s 7th (ch.)
23. R. takes R. (best) 28. R. takes R. ‘ch.)
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33. R.to Q. R’s 8q. 33. K. to Q. B's sq.

34. Q. to Q. R’s 8th (ch.) 34. K. to Q’s 2nd.

33. P. to Kt.’s 7th. 35. Q. R. takes Q. B. P\
36. Q. P. takes P. (ch.) 36. K. to his 2nd.

87. Q. takes Kt. (ch.) 37. K. takes Q.

38. P.to Kt.’s 8th, becoming a Q. (ch.) 38. K. to his 2nd.

39. R. to Q. R’s 7th {ch.) 39. K. to bis 3rd,

White mates in two moves.

Game VI.—Between Mr. Cochrane and Capt. Evens

waite.  (Mr. C.) Brack. (Capt. E.)

t. P.to K’s ith. 1. P, to K’s {th,

2. P.to K. B'« ith. 2. P, takes P.

J. K. Kt. vo B's 3rd. 3. P.to K. Kt.’s 4th,

4. P. to K. R's 4th, 4. P. to K. Kt.’s oth,

5. Kt. to K’s 5th. 5. P. to K. R’s 4th.

6. K. B. to Q. B's 4th, 6. K. R. to his 2nd.

7. Kt. takes K. B. P. 7. R. takes Kt.

8. B. takes R. (c¢h.) 8. K. takes B.

9. P. to Q's 4th. 9. B.to K. R's 3rd.*
10. B. takes P. 10. B. takes B.
11. Castles. 11. Q. takes K. R. P.
12, R. takes B. (ch.) 12. K. Kt. to B’s 3rd.
13. P. to K’s 3th. 13. P. to Q’s 4th.
14. R. tukes Kt. (ch, 14. K. to Kt.’s 2nd.
15, Q. to her 2nd. 15. Q. Kt. to Q’s 2nd.
16. Q. to K. R’s 6th (ch.)

And Black resigned.

29. K. to his <q., or (C.) 29. P. to K. B’s 7th (ch.)
30. K. takes Kt. 30. P. to B’s 8th, becomesa Q.

(double check), and matee
next move,

(c)
29. K. to lus B's sq. 29. Kt. takes P. (ch.}
30. K. to his «q., or (D.) 30. P. to K. B's 7th (ch.)
31. Q. takes P. (best) 31. R. to R’s 8th (ch.)
(If the Knight takes Pawn, Black mnates in two moves.)
32. K. to Q's 2nd. 32 Q. takes P. (ch.)
33. K. to B's 3rd. 33. Kt. takes K. P. (ch.)
And wins.
(D)
30. K. to Kt.’s sq. 30. R. takes Q.
Winning ; for if White take the Queen in return, he is mated on the
move.

* This is the error which loses Black’s game. The correct move i8
2 Poto K. B's 6th.
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Cuaprer VIII,

THE KING’S BISHOP'S GAMBIT.

T'ue remarkable variety and power of attack obtainable by
the first player from moving the K. B. to Q. B's 4th sq,,
instead of bringing out his K. Kt., at the 8rd move. scem
hardly to have been appreciated, or rather discovered, by the
earlier writers; and although we find this particular gambit
to have been in vogue as far back as the time of Lopez, and
to have been a good deal cultivated both in France and
England in the eighteenth century, it is only of late years
that its resources have been analysed and developed as they
deserve. Compare the following works, which touch upon
this gambit—Lopez (1584), p. 110; Gianutio (Sarratt’s
translation, 1817), p. 485 Salvie (Kd. 1728), p. 99: Greco
(Ed. 1784), p. 55; Cozio (1st vol.), pp. 67, 834, 342; (2nd
vol.) pp. 268, 322, 363; Stamma (1745). p. 43; Bertin,
p- 27; Bledow (1843), p. 31: Lewis (1844), pp. 411—444;
Jaenisch (who gives the most solid and complete analysis
which has yet appeared), vol il pp. 163—212; Walker
(1846), pp. 211—236; the German “Handbuch;” and the
games between La Bourdonnais and Me Donnell, in the
« Chess-Player’s Chronicle.”

GAME THE FIRST.

WHITE. BLACK.
.. P. to K's 4th. *. P. to X's 4th.
2. P. to K. B's 4th. 2. P. takes P
3. K. B. to Q. B's dth. 3. Q.toK.R's5th(ch.)

The check of the Queen is commended by Ponziani, as
enabling Black to permanently proteet his doubled Pawn.
Instead of this move, however, he has a variety to choose
from, for he may play 3. I’. to K. Kt.’s 4th, 3. P. to K. B's
4th, 8. P. to I's 4th, 3. P. to Q. B's 3rd, and 3. P. to
Q. Kt.'s 4th, each of which demands examination. (See
Games the First, Sccond, Third, and Fourth, in the next
Chapter.)

4. K. to B's 8q. 4. P. to K. Kt.’s 4th.

This is acknowledged to be Black's best move; for the restit
of his adopting instcad cfit 4 K. B. to Q. B's 4th, 4 K. Kt
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to B's 3rd, 4. Q. to K. B's 3rd, and 4. P. to Q’s 3rd, :ousu't
Games the Fifth, Sixth, and Seventh, in the followingz Mbav-
ter. From this point, according to the best authonties, you
have three different methods of continuing the attack, viz.,
5. Q. Kt. to B's 8rd, 5. K. Kt. to B's 3rd, and 5. Q. to
K. B's 3rd. The present game will eshibit the variations
arising from the first, and the conscquences of the latter two
systems shall be shown in Games the Sccond and Tlard.

5. Q. Kt. to B's 3rd. 5. K.B.toK.Kt.’s 2nd.

If Black at move 5. attempt to prevent the threatened
advance of your Q. Kt. to Q's 5th sq., by moving either
5. K. Kt. to K's 2nd, or 5. P. to Q. B's 3rd, Major Jaenisch
considers you will infallibly win the gambit Pawn. The
following are his demonstrations. In the first place,—
5. K. Kt. to K’s 2nd.
6. Q. to K. B’s 3rd.* 6. Q. Kt. to B’s 3rd.
(1f be play 6. K. B. to Kt.’s 2nd, you chould move 7. P. to K. Kt.’a 3cC
and if 6. K. Kt. to K. Kt.’s 3rd, play alse 7. P. to K. Kt.’s 3rd.)

7. P. to K. Kt.’s 3rd. 7. Q. to K. R’s 3rd.

8. P. takes P, 8. I tahes P.

9. P. to Q's 3rd. 9. K. Kt. to Kt.”’s 3rd.
10. K. Kt.to K's 2nd (best) 10. K. B. to Q’s 3rd.
11. P. to Q’s 4th. 11. P. to K. B's 3rd.
12. Q. Kt. to Q’s th. 12. K. R. to K. B’s sq.

13. . to Q. B's 3rd.
You will regain the Pawn.
1n the second place,—
5. P.to Q. B’s 3rd
6. Q. to K. B’s 3rd. 6. P. to Q’s 3rd.
{If ke play 6. K. Kt. to K’s 2nd, or K. B. to Kt.’s 2nd, you again ~eply
with 7. P. to K. Kt.’s 3rd.)

7. P. to K. Kt.’s 3rd. 7. Q. to K. Kt.’s 5th.
8. P. to Q's 3rd. 8. Q. takes Q.
9. K. Kt. takes Q. 9, K. B. to K, R’s 3rd.

10. Q. Kt. to K's 2nd.
And you win the Pawn.

* You may now adopt the very ingenious mode of carrying on
atteck which we owe to Mc Donnell, viz, :—
6. P. to K. Kt.’s 3rd. 6. P, takes P,

7. K. to Kt.’s 2nd. 7. Q. to K. R's 3rd.
Jaenisch recommends 7. Q. to K. B’s 3rd, instead of 7. K. to Kt.'s 2nd.}
8. P. takes P. 8. Q. to K. Kt.’s 3rd.

Black has a slight advaxtage.
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6. K. Kt. to B's 3rd 6. Q. to K. R's 4th.

You mey also play 6. P. to Q's 4th at lcast as advantage-
ously. (For the result of that move, and of 6. P. to K Kt.'s
8rd, see Variations I. and II.)

7. P. to K. R's 4th. 7. P. to K. R’s 8rd.

It is not prudent for Black to play 7. . to K. Kt.'s 5th,
7. B. takes Q. Kt.

8. P. to Q's 4th. 8. P.to Qs 3rd.
9. P. to K's 5th. 9. P. takes P.

If you play 9. Q. Kt. to Q’s 5th, he replics with 9. K. ta
Q's sq.

10. Q. Kt. to Q’s 5tkL. 10. K. to Q’s sq.
11. P. takes P. i1. B. to Q's 2nd.
12. K. to his Kt.'s sq. 12. Q. to K. Kt.’s 3rd.

If he move 12. P. to K. Kt.’s 5th, you take the doubled P.
with Q. Kt., and then play B. to Q's 3rd, winning.

13. P. takes P. 13. P. takes P.
14. R. takes R. 14. B. tukes R.
15. K. Kt. takes P. 15. Q. takes K. Kt.

If, instead of this sacrifice, invented by Petroff, you play, as
suggested by MeDonnell, 15. Q. to K's sq., Black's answer
should be K. B. to K. Kt.’s 2nd again. Should Black refuse
to take the Kt., and play 15. K. B. takes I'., you can take
the doubled P. with Q. Kt., and afterwards K. B. P. with
K. Kt., having an immense attack.

16. Q. B. takes P, 16. Q. to K. Kt.’s 3rd

(best)

If he play 16. Q. to K. B's 4th, or 16. Q. to K. Kt.'s 5th, er
16. Q. to K. Kt.'s 2nd, in cach case you will have a good
attack. In the first place,—

16. Q. to K. B’s 4th.

17. P. to K’s 6th. 17. P. takes P.

18. Kt. takes Q. B. P. 18. Q. to her B’s 4th (ch.)
19. K. to R’s sq. 19. Q. takes B.

20. Q. to her 6th. 20. P. to K’s 4th.

21. Kt. takes Q. R. 21. P. takes B.

You may now play 22. R. to K’s sq., upon which he would move 22. B.
to Kl. Kt.’s 2nd. you can then take Q. Kt. with Q., and the gawe is
equal,
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1n the second place,—
16. Q. to K. Kt."s 5th,
17. Q. takes Q. 17. B. takes Q.
18. Kt. takes Q. B. P. 18. Q. Kt. to B's 3rd.
19. Kt. takes Q. R.
You have tne better game.

In the third place,—
16. Q. to K. Kt.”s 2nd.
17. Kt. takes Q. B. P, 17. K. takes Kt.
(He may also play 17. Q. Kt. to B’s 3rd, whereupon you should retust
« with 18, B. to K's 6ith.)

18. P. to K’s 6th (dis.ch.) 18. K. to Q’s sq.
19. P. takes K. B. P. 19. Kt. to K’s 2nd.
20. Q. to her 6th. 20. Q. to her 5th (ch.)
21. K. to R's 2ad.

You ought to win.

17. P. to K's 6th. 17. P. takes P.

If you take the Q. B. . instead of advancing this P., Black
2an check with his Q. at her Kt.'s 3rd.

18. Kt. takes Q. B. P. 18. P. to K's 4th.
19. Kt. takes Q. R. 9. P. takes B.

Tnstead of taking the Rook, you may now check with the
K., and have a very fine game: (e. g.)
19. Kt. to K’ ith /ch.)  19. K. to K's 2nd (best)
20. Q. B. to K« 3rd. 20. P, to Q. Kt.”s 3rd (best)
21. Kt to Q. B’s 7th. 21. Kt. to K. B’s 3rd.
22, Q. to Q’s 2nd 22. B. to Q. B’s 3rd.
23. R. to Q's sq.
And you ought to win.

20. B. takes K. Kt. 20. Q. takes B.
21. Q. to her 6th. 21. Q. Kt. to R's 3rd.

Jaenisch and the German “ Handbuch” now suggest the
following as probable moves :—

22. R. to Qs sq. 22. Q. to K. B's 2nd.
23. P. to Q. Kt.’s 4th. 23. Q. to K's 2nd.

24. Q. takes K. B. P, 24. Q. takes Q. Kt. P.
25. Q. to K. B's Tth. 25. Q. to K’s 2nd.

26. Q. to K. Kt.'s 8th (ch.) 26. Q. to K's sq.

27. Q. to K. Kt.'s 5th{(ch.) 27. K. to Q. B's sq.

And Black is getting into safe quarters.
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Variariox I,

Boginning at White's 6th move.

WHITE. BLACK
6. P. to Qs 4th. 6. P. to Q's 3rd.
7. P. to K’'s 5th. 7. P. takes P.
8. Q Kt. to Q's 5th. 8. K. to Q's 8q.
9. P. takes P. 9. B. to Qs 2nd.
10. K. Kt. to B’s 3rd. 10. Q. to K. Rs4.h
11. Q. B. to Q@ s 2nd. 11. K. Kt. to K's 2ud.

The move of 11. Q. B. to Q's 2nd is the wuggestion of Mr.
Schulten, an amateur of New York, and is a singulaiy
beautiful variation from the ordinary mode of play. If, in
reply to it, Black move 11. . to Q B's 3rd, 11. P. to K. R's
31d, or 11. Q. Kt. to B's 3rd, you certainly appear to obtaia
an excellent game. (e. g.) In the first place,—

11. P.to Q. B’s 3rd.
12. Q. B. to R’s 5th (ch.) 12. P. to Q. Kt.’s 3rd.

13. B. t Q B’s 3rd. 13. Q. to K. Kt.’s 3rd.
14. Q. Kt. to s 4th, 14. P. to K. Kt.’s 5th.
15. K. Kt. to Q’s 4th. 15. P. to Q. R’s 4th.
16. K. B. to Q’s 3rd. 16. Q. to K. R’s 4th.

17. Q. Kt. takes P. (ch.)
You have the better game,
la the second place,—

11. P. to K. R'« 31,
12. B. to Q. B's 3rd. 12. K. R. to R"s 8ud
Y
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It ts this rfter-move of 12. B. to Q. B’s 3rd, which gives such weight to
the preliminary play of 11. B. to Q’s 2nd.)
13. Kt. takes Q. B, P. 13. K. takes Kt,
14. Q. to her 6th (ch.) 14. K. to Q. B’s ¢q.
15. P. to K’s 6th. 15. P. takes P.
16. Q. B. takes K. B. 16. R. takes B.
17. Q. to K. B’s 8th (ch.)

You win at least the exchange,

Thirdly,—

11. Q. Kt. to B’s 3rd.
12. Q. B. to his 3rd. 12. K. Kt. to K’s 2nd.
13. KZ. takes Kt. 13. Kt. takes Kt.
14. P. to K’s 6th. 14. P, takes P.
15. K. B. takes P.

And wins,
12. Q. B. to his 3rd. 12. K. R. to K's 83.

if he play 12. Q. to K. Kt.’s 8rd, the following moves are

probable,~—
’ 12. Q. to K. Kt.'s 3rd.
13. Kt. takes Kt. 13. K. takes Kt.
14. Q. to her 5th.

You ought at least to regain the P. sacrificed.

13. Kt. takes Kt. 13. R. takes Kt.
14. Q. to her 5th.

The game 1is about equal.

Variation I1.,
Beginning at White's 6th move.—(Sce the preceding diagram.)

WIHITE. BLACK.
6. P. to K. Kt.'s 3rd. 6. . takes P.

This variation is onc of the many felicitous inventions of
McDonnell. It is hazardous, but without the utmost exaeti
tude in the defenee, it gives you an overpowering attack on
the King's side.

If, instead of taking the P., Black retire his Q. to R’s 3rd,
you take P. with P., and if he then take P. with P, you may
play Q. Kt. to Q's 5th, and afterwards P. to Q's 4th,

7. K. to Kt.’s 2nd. 7. Q. to K. R's 3rd.

Jaeniseh plays 7. P. to Q’s 3rd, in place of retiring the Q.,
and then pursues the game thus,—
7. P.to @'s 3rd.
8. K. R. P. takes P, 8. Q. to K. Kt.’s 5th.



KING'S GAMBIT. 323

3. Q. to K. B’s sq. 9. Q. to Q’s 2nd.
10. K. Kt. to B's 3rd. 10. P. to K. R’s 3rd.
11. Q. to K. B’s 2nd. 11. P. to Q. B’s 3rd.
12. P. to Q’s 4th, 12. Q. to Q. B's 2nd.
13. Q. B. to Q’s 2nd. 13. Q. B. to K’s 3rd,
Black has the better game.
8. P. takes P. 8. Q. to K. Kt.’s ard,

He has the advantage.

If at move 7. Black take the Q. Kt., you should play 8. K. Kt.
to B’s 3rd; if he then retreat his Q. to Kt.’s 5th, you ma
take K. B. P. with B. (ch.), threatening the after-check Witg
your Kt. If he retirc the Queen to Q. R’s 4th or 3rd. you
take P. with P., aud afterwards take his K. B.

GAME THE SECOND.
WHITE. BLACK.
1. P. to K’s 4th. P. to K's 4th.
2. P. to K. B's 4th. . P. takes P.
3. B. to Q. B's 4th. Q. checks.
4. K. to B's 5q. . . to K. Kt.’s 4th.
5. K. Kt. to B's 3rd. Q. to K. R's 4th.

This method of continuing the attack is not considered quite
so strong as developing your game on the Q's side before
removing his Queen from her present inactive position, but
it leads to mony admirable combinations, and, as Major
Jaenisch remarks, its resources are far from exhausted.

If Black now move his Q. to K. Kt.’s 5th, you take the
K. B. P. with B. (ch.), and if he retire her to K. R's 3rd, you
play 6. Kt. to K's 5th.

6. P. to K. R’s 4th. 6. K.B.to K.Kt.'s2nd.

Your prescnt move is considered stronger than 6. P. to (s
4th, to which Black's best reply would be also 6. B. to K. Kt.'s
2nd. If Black, instead of the move in the text, attack your
Kt. with P., you should retreat him to X's sq., and then you
must win the gambit Pawn.

7. P. to Q’s 4th. 7. P. to K. R’s 3rd.
If now at move 7. you play Q. Kt. to B’s 3rd, and Black, as
his best, move 7. P. to K. R's 3rd, we have the exact position
which occurs in Game the First, which sce. But you may
x 2

on i 00 10 1
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also play 7. K. to Kt.'s sq., 7. K. R. to his 2nd,or 7 K B. te
K's 2nd, as in Variations L., I1., and 111
Black may also play 7. P. to Q's 3rd. although it is hardly
80 good as the above. Let us suppose,—
7. P, to Q’s 3ed.

8. K. R. to his 2nd. 8. Q. B. to K, Kt.’s 5th
9. K. to K*. s sq. 9. P.takes R, P,
10. Q. B. takes P. 10. P. to K. R’s 6th.
11. P. to Q. B's 3rd. 11. Q. to K. Kt.’s 3rd.
12. P. tg K. Kt.'s 3rd. 12. P. to K. R’s 4th.

If he play 12. K. Kt. to K’s 2nd, you answer with 8. Q. Kt. to Qs 2ndy
and presently gain the P. at K. R’s 6th.)
13. K. R. to K. B’s 2nd.  13. P. to K. R's 5th.
14. K. to R’s 2nd. 14. P, takes P, (ch
15. Q. B. takes P.
The game is even.
8. P. to K's 5th. 8. K. Kt. to K's 2nd.
9. Q. Kt. to B's 3rd. 9. K. Kt. to B's 4th.
If you play 9. Q. to K's sq., or 9. K. B. to Qs 3rd, or 8. K
to Kt.’s sq., Black will have an improved game. For exataple
in the first case,—

9. Q. to K’s sq. 9. K. Kt. to B’s 4th.
10. K. to Kt.’s sq. 10. . to K. Kt.’s 5th, &ec.
Becondly.—
9. K. B. to Q's 3rd. 9. P. to Q’s 3rd.
10. K. P. tahes P, 10. Q. B. P. takes P,
11. P. to Q. B3’s 3rd. 11. Q. Kt, to B’s 3rd.
12. K. to Kt.’s oq. 12, Q. to K. Kt.’s 5th.

13. Q. Kt. to Qs 2nd. 13. Q. B. to K. B’s 4th.
Black has the better game.,
Finally,—
9, K. to Kt.’s sq. 9. Q. to K. Kt.”s 3rd.

10. K. B. to Q’s 3rd. 10. Q. to her Kt.’s 3rd, &e.
Or you may play,—

10. Q. Kt. to Q. B's 3rd.  10. P. to Q’s 3rd.

11. K. P. takes P. 11. Q. B. P. takes P.

12, Q. Kt. to Q. Kt.’s 5th. 12, K. to Q's sq.

Tl preserves the gambit Pawn.

10. Q. Kt. to K's 4th. 10. P. to Q’s 3rd.

If instead, you play 10. K. to his Kt.’s sq., he moves 10. Kt
to K. Kt.’s 6th, and proceeds as follows,—

10. K. to Kt.’s sq. 10. Kt. to his 6th.

11. K. R. to his 2nd. 11. Q. to K. Kt.’s 3rd.

12. K B. to Q’s 3~1. 12. Q. to her Kt.’s 3rd, &e., &ec.
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1i. K P. takes P. 11. Q. B. P. tukes P.
12. Q. to K’s 2nd. 12. K. to Q's 8q.
13 P. to Q. B's 3rd. 13. K. R. to K's sq.

If you move 13. Q. to her 3rd, he plays 13. R. to K’s sq.,
and on your retiring the K. to Kt.’s sq., advances P.
K. Kt.’s 5th.
14. K. to Kt.'s sq. 14. P. to K. Kt.’s 5th.
15, K. Kt. to Q's 2nd. 15. P. to K. B's 6th.

If at move 15. you retreat the Kt. to K. R's 2nd, he plays
P. to B's 6th. and if you retire him to K's sq., he may then
move P. to Q's 4th, in either cuse having a great advantage.

16. Q. to her 3rd. 16. P. takes K. Kt. P,

17. K. takes P, 17. P. to Qs 4th.

18. K. B. takes 1. 18. Kt. takes K. R P
(ch.)

And he has the better game.

Varratton 1.,

Begiuning at White"s Tth move.

HANEN S

WHITF.

7. K. to Kt.’s sq. 7. B. to Q's 5th (ch.)

Black’s present move, and the accompanying variations, occur
in a little pampnlet by Signor Dubois, lately published at
Rome. Instead of checking with the B. he may play 7. P.
to K. Kt.’s 5th, compelling you to move 7. Kt. to Kt.’s 5th,
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or endure the dangerous check at Q. B's 4th, and then he
may play 8. K. Kt. to R's 8rd, with a fine attack in prepara-
tion.

8. K. to R's 2nd. 8. P. to K. Kt.’s 5th.
f you move 8. K. to B's sq., he plays 8. P. to Q's 3rd.
9. Kt. takes B. 9. P.to Kt."s 6th (ch.)
10. K. to R's 3rd. 10. P. to Q’s 4th (dis. ¢h.)
11, Kt. to K. B's 5th. 11. Q. takes Q.
12. R. takes Q. 12. Kt. to K. R's 8rd.
1. P. to K. R's 5th. 13. P. takes K. P.

If at move 13. you pluay B. to Q's 3rd or K's 2nd, he takes
K. P. with P., and wins casily. You may, however, play
18. Q. Kt. to B's 8rd, and the game proceed thus :—

13. Q. Kt. to B’s 3rd. 13. P. takes K. P.

14. P. to K. R’s 5th. 14. R. to K. Kt.’s sq.
15. Q. Kt. to Q’s 5th. 15. B. takes K. Kt. (ch.)
16. K. to R’s 4th. 16. K. to Q’s sq.

17. Kt. to K. B’s 6th. 17. K. R. to K. Kt.'s 2nd.

18. P. to Q's 4th.
Black wmay now retire his B. to Q. B’s sq., checking afterwards with his
Kt. at K. B’s 4th. In the little work just mentioned, the variation is
carried on several moves farther, Black being made to play 18. P. to
K’s 6th, which appears an unnecessary prolongation of the contest.

14. K. to R's 4th, 14. Kt. takes Kt. (ch.)

15. K. to Kt.’s 5th. 15. P. to K. B's 6th.

16. K. to B's 4th. 16. P. to K. B's 7th
Black wins.

Variation II.,
Beginning at White's Tth move,
(Arrange the men as in the diagram.)

7. K. R. to his 2nd. 7. P. to K. Kt.'s 5th.
This move of the Rook was thought the best by Ponziani.
8. K. Kt. to Kt.'s 5th. 8. K. Kt. to R’s 3rd.

At move 8. you may play K. Kt. to K’s sq., a8 in the f:llow-
ing, given by Petroff :—

8. K. Kt. to K's sq. 8. Q. to her B’s 4th.

9. Q to K’s 2nd. 9. K. Kt. to B’s 3rd.
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10, P. to Q’s 3rd. 10. K. Kt. to R’s 4th.
11. Q. B. takes P, 11. Kt. takes B.
12. Q. tokes P, 12. Q. to K. R’s 4th.
13. Q. takes Kt. 13. K. B. to K’s 4th.
14. K. B. takes P. (ch.) 14. Q. takes B.
15. Q. takes Q. (ch.) 15. K. takes Q.
And wins,
9. P. to Q's 4th. 9. P. to Q's 4th.

If instead of so playing, Black attack your Kt. with P. to
K. B's 3rd, you must not retreat the Kt., but take the dou-
bled P. with Q. B., and if then he take your Kt., you win his
by K. R. P. takes P., &c. He may, however, at move .

lay P. to K. Kt.’s 6th, in which case the following variation
1 probable :—

9, P, to K. Kt.’s 6th.
10. K. B. takes B. P. (ch.) 10. Kt. takes B.

11. Q. takes Q. 11. P. takes R.

12. Q. takes Kt. (ch.) 12. K. to Q’s sq.

13. Q. takes K. B. 13. P.toR's8th,becoming a Q.(ch.}
14. K. to B’s 2nd. 14, Q. takes K. R. P. (ch.)

15. K. to his 2nd. 15. Q. to K. Kt.’s 5th (ch.)

16. K. to Q’s 3rd. 16. Q. to K. Kt.’s 6th (ch.)

17. Q. to B's 4th.
You have the advantage.

10. K. B. takes Q. . (hest) 10. P. to K. Kt.’s 6th.

11, B. takes K. B. P. (ch.) 11. Q. takes B.

If he take the B. with his Kt., we have a similar position to
that last examined.

12. Kt. takes Q. 12. Q. B. to K. Kt.'s 5th.
If he take the R., you simply move K. to B's 2nd, and must
win.

13. Q. to K's sq. 13. D. takes R.

14. K. to B's 2nd. 14. K.B.takesQ.P.(ch)

And Black wins.

Vagriation III.,
Beginning also at White's Tth move.
(Again refer to the diagram.)

WHITE. BLACK.
7. B. 0 K's 2nd. 7. P. to K. Kt.'s 5th.
8. Kt. o K's sq. 8. K. Kt. to B's 3rd.
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If at move 8. you play the Kt. to R's 2nd, he may advance
the gambit P., and then take K. R. P. with his Q.

9. Q. Kt. to B's 3rd. 9. Q. to K. Kt.’s 3rd.

You may likewise move 9. P. to K's 5th, but without im
proving your game ; for suppose,—

9. P. to K’s 5th. 9. Kt. to K’s 5th.

10. K. B. takes P. 10. Kt. to s 6th (ch.)

11. K. to Kt.’s sq. 11. Q. takes K. P,

12. R. to R’s 3rd. 12. P. to K. R’s 4th.
. 13. B. to K. B’s 3rd. 13. P. to Q’s 4th.

Black has a capital game.
10. P. to Q’s 3rd. 10. Kt. to K. R's 4th,
° 11, Kt. to Q’s 5th. 11. Kt. to Kt.’s 6th (ch.)

i2. K. to Kt.'s sq. 12. K. B. checks.
3. K. to R’s 2nd. 13. Kt. takes B.

He ought to win.

GAME THE THIRD.

WHITE. BLACK.
1. P. to K's 4th. 1. P. to K's 4th.
2. P. to K. B’'s 4th. 2. P. takes P.
3. B. to Q. B's 4th. 3. Q.to K. R's 5th (ch.)
4. K. to B's »q. 4. P. to K. Kt.'s 4th.
5. Q. to K. B's 3rd. 5. Q. Kt. to B's 3rd.

5. Q. to K. B's 3rd, we owe to Cozio, who first introduced
this move of the Q. into the variations of the Bishop’s Gambit.
In answer to it Black may move 5. P. to Q's 3rd, or 5. Xt. te
K. R’s 3rd. (Sce the Variation.) If he play 5. K. Kt. to
B's 8rd, or 5. K. B. to Q. B's 4th, the result will be an even

game. {(e. g.) In the first case,—
5. K. Kt. to B’s 3rd.

6. P. to K. Kt.”s 3rd. 6. Q. to K. R’s 4th.
7. P. takes P. 7. Q. tukes Q.
8. Kt. takes Q. 8. Kt. takes K. P,
9. P. takes P.
The game is even,
Secondly,—
5. K. B. to Q. B’s ith.
6. P. to K, Kt.’s 3rd. 6. Q. to K, R's 3rd.
7. P. to K. R's 4th. 7. B. takes Kt.
8. R. takes B.

Equal game.
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6. ' to K. Kt.’s 3rd. 6. Q. to K. R's 3rd.

7. P. takes P. 7. P. takes P,
If he play here 7. Kt. to Q's 5th, you gain the advantage; for
example,—

7. Kt. to Q's Hth.
8. Q. to her 3rd. 8. K. B. to Q. B’s 4th.
9. P. to Q. B’s 3rd. 9. Q. Kt. to K’s 3rd.
10. P. to K. B’s 5th. 10. Q. Kt. to K. B's 5th.

11, Q. to K. B’s 3rd.
Your game is the better.
8. P.to s 3rd. 8. Q. Kt. to Q's 5th.
9. Q. to K. B's 2nd. 9. K. B. to Q. B's 4th.
If instead of moving the Q. thus, you play her, as Cozio ad-
vises, to her own sq., Black replies with 9. P. to Qs 4th, and
has a fine attack.
10. Q. B. takes P. 10. Q.Kt. takes Q. B. P.
Mr. Lewis suggests 10. P. to Q. B's 3rd, instead of 10. Q. B.
takes I., pursuing the game as follows :—

10. P. to Q. B’s 3rd. 10. Kt. to Q. Kt.’s Gth,
11. P. to Qs 4th. 11 B. tabes P., or (A.)
12. P. takes B. 12. Kt. takes Q. R.

13. Q. B. tnkes P. 13. Q. to her B's 3rd.
14. Q. Kt. to Q’> 2ud. 14. Q. Ki. to B’s 7th.
15. K. Kt. to B's 3rd. 15, P. to Q's 3rd.

16. K. Kt. to his dth.
And Mr. Lewis prefers your game.

@)

11. Kt. takes Q. R,
12. P. takes B. 12. P to Q's 3rd.
13. Q. B. takes P. 13. Q. to K. Kt.’s 3rd.
11, P. takes Q. P 14. P. takes P.

15. Q. Kt. to Q's 2nd. 15. Q. B, to K’s 3rd.
16. K. Kt. to B’s 3rd.

You have the better game.
11. B. takes Q. 11. B. takes Q.
12. Q. B. to K. Kt.’s Tth. 12. K. B. to Q's 5th.

Black maintains his Pawn.

VARIATION,

Beginning at Black's 5th more.
WHITE. BLACK.
1. P. to K's 4th. 1. P. to K's 4th
z. P. to K. B's 4th. 2. P. takes P.
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3 B.to Q. B's 4th. 3. Q. checks.
4. K. to B's =q. 4. P. to K. Kt.'s 4th,
5. Q. to K, B's 3rd. 5. P. to Qs 3rd.

He has also the choice of 5 K. Kt. to R's 3rd, as in thu
following :—

5. K. Kt. to R's 3rd.

6. P, to K. Kt.’s 3rd. 6. P, takes P.

7. P. takes P. 7. Q. to K. Kt.’s 5th,

8. K. B. takes P. (cb.) 8. K. to his 2nd.

9. B. to K. R’s 5th. 9. Q. takes Q. (ch.)

10. Kt. takes Q.
You have the advantage.

6. P. to K. Kt.’s 3rd. 6. Q. to K. Kt.’s 5th.

(You may also play 6. Q. to Q. B's 3rd.)
7. P. to Q's 4th. 7. Q. takes Q.
8. Kt. takes Q. 8. K. B. to K. R’s 8rd.

If he play 8. P. to K. Kt.'s 5th, you can move 9. K. Kt. te
his 5th; and if he play 8. P. takes P., you may take K. Kt. P.
with Kt.

9. P. takes P. 9. P, takes P.
10. Q. Kt. to B's 3rd. 10. Q. B. checks.
11. K. to B's 2nd. 11. K. Kt. to X’s 2nd.
12. Q. Kt. to K's 2nd. 12. K. Kt. to his 3rd.

18. K. Kt. to X's sq.

Followed by 14. K. Kt. to Q's 3rd, winning the P., with a
good situation.

CuarTER IX.

In the previous Chapter we have followed out, at some
iength, the most prominent variations which ocecur when
both the attack and defence in this opening are conducted
upon the principles recommended by the best authorities, and
the result would scem to prove that against every system
of attack in the King’s Bishop’s Gambit at present known,
the defence, though difficult and complex in the extreme, is
satisfactory.

It yet remains for us to consider what are the probable
deviations from the several standard mecthods of defence, and
in what manner these should be turned to advantage by the

opening player.
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GAME THE FIRST.

WHITE. BLACK.
1 P. to K's 4th. 1. P. to K's 4th.
2. P. to K. B’s 4th. 2. P. takes P,
3. B. to Q. B's 4th. 3. P. to K. Kt.’s 4th.

This mode of defence, though the best in the other gambits
of the King's side, is objectionable in the Bishop's Gambit.

4. P. to K. R's 4th. 4, B. to K. Kt.'s 2nd.

If ke move 4. P. to K. B's 3rd, you mate him in five moves.
If he play 4. P. takes P., then-

5. Q. to K. R’s 5th. 5. Q. to K’s 2nd.
6. P. to Q's 3rd.
And you win his two advanced Pawns.

80 also, if he move 4. K. B. to R’s 3rd, you answer with 5. Q. to K. B’
5th, and presently win the gambit P.; and finally, if he play 4. P. to
K. R’s 4th, the following moves will show you likewise gain the gambit
P.:—

P. to K. R’s 4th.

Q. takes P.

Q. to K. Kt.’s 6th (ch.)
P. to Q’s 3rd.

K. Kt. to B’s 3rd.

5. P. takes Kt. P,
6. K. Kt. to B’s 3rd.
7. K. to B’s sq.
8. Q. Kt. to B’s 3rd.
9. Q. Kt. to K’s 2nd, &e., &c.
Showing, as Major Jaenisch remarks, that whatcver move he make,
unless he checks with his Q. at the 3rd move, you win the gambit P,

001 Ch U i
DA

5. P. to Q's 4th. 5. P. to K. R's 8rd.
6. P. takes P. 6. P. takes P.

7. R. takes R. 7. B. takes R.

8. Q. to K. R's 5th. 8. Q. to K. B's3rd.
9. P. to K's 5th. 9. Q. to K. Kt.’s 2nd.
10. K. Kt. to K. R's 3rd.

You have the better game.

GAME THE SECOND.

WHITE. BLACK.
1. P. to K's 4th. 1. P. to K's 4th
2. P. to K. B’s 4th. 2. P. takes P.
8. B. to Q. B’s 4th. 3. P. to K. B's 4th.

This was the favourite defence in former times. It is found
in Salvio, and has been sanctioned by Philidor, Ercele del
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Rio and other leading writers of the last cevtury. Both
Jaenisch and V. II. der Laza too appear to believe 1t may be
adopted with perfect safety.

4. Q. to K's 2nd. 4. Q. cheeks.

If you play 4. B. takes Kt. or 4. P. takes P., he checks with
his Q. at K. R's 5th. You may, however, play 4. Q. Kt. to
B’s 8rd. as in the variation.

5. K. 1o Q's sq. (best) 5. P. takes K. P,

6. Q. takes P. (ch.) 6. B. to K's 2nd.

7. P. to Q's 4th. 7. K. Kt. to B's 3rd.
8. Q. takes K. B. P. 8. Q. takes Q.

Even game.
These are the moves adopted by the chief authorities. White
would appear, however, to have a better game by taking off
the K. Kt. at his 7th move. then playing Kt. to K. B's 3rd,
followed by Q. Kt. to B's 3rd, and X. R. to K's sq.

VARIATION,
Beginmng at White's 4th move,

4. Q. Kt. to B's 3rd. 4. Q. to K. R's 5th (ch.)
5. K. to B's sq. 5. K.Kt.toB's3rd,or(A.}

Modern chess-writers are not agreed upon the best move for
Black at this point. Mr. Lewis advocates that in the
text, which he conceives to establish the opening in White's
favour, while Major Jucnisch and the German * Handbueh”
consider Black's proper play, and that which gives him an
advantage in the game. to be 5. P. takes P. 1 present the
leading variations on cach of these moves, that you may
judge between them.
6. K. Kt. to B's 3rd. 6. Q. to K. I¥'s 4th.
7. P. to K's 5th. 7. K. Kt. to K's 5th.
If K. Kt. to bis 5th, then—
7. K. Kt. to his 5th.
8. P ‘o Q@’s 4th. 8. K. Kt. to K’s 6th (ch.)
9. (1 B. takes Kt. 9. P, takes Q. B.
10. 4 Kt. to Q's 5th. 10. K. to Q’s 8q.
11. Q. Kt. takes K. P.
And you have a sufficient game.

8, Q. Kt. to Q's 5th. 8. K. Kt. to his 6th (ch.)
If he play 8. K. to Q’s sq., you take the gawmbit P. with K¢t.
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9. K. to K. Kt.'s sq. 9. K. Kt. takes R.
10. Kt. takes Q. B. P. (¢h.) 10. K. to s sq.
11. Q. Kt. takes Q. R. 11. K. Kt. to his 6th.
12. P. takes K. Kt. 12. P, takes P.
13. . to Q's dth. 13. K. B. to K's 2nd.
14. Q. B. to K. B's 4th. 14. Q. to K. Kt.’s 5th,
15. Kt. to K. Kt.'s 5th. 15. Q. takes Q. B.
16. Kt. to K. B's 7th (ch.) 16. K to his sq.
17. Q. to her 3rd. 17. K. B. to Q's sq.
18. K. Kt. to Q's 6th (ch.) 18. K., to B’s sq.

19. Q. R. to K. B's «q.
And you will checkmate in a fow moves,
(A) 5. P. takes K. P.
This is the move recommended by Jaenisch in preference to
Mr. Lewis's play of 5. K. Kt. to B's 3rd.

6. Q. Kt. takes P, 6. . to Q. B's 3rd.
7. Q. to K's 2nd. 7. K. to Qs &q.
8. K. Kt. to K. B's 3rd. 8. Q. to K's 2nd.

I he play 8. Q. to K. R's 4th, you reply with Q. Kt. to
K Kt.'s oth; and if then he play 8. P. to Q’s 4th, you move
B K. Kt. to K's 5th.

9. Q. Kt. to K. Kt.’s 5th. 9. Q. takes Q. (ch.)
10. B. takes Q. 10. X. to his ~q.

I1. K. Kt. to K's 5th. 11. K. B. to K's 2nd.
12. K. Kt. to K. B's 7th. 19. B. takes Q. Kt.
13. Kt. takes B, 13. P. to K. R's 3rd.
14. B. to K. R’s 5th (ch.) 11 K. to K's 2nd.

15. Kt. to K. B's 7th. 15. K. Kt. to B's 3rd.
16. Kt. takes R. 16. Kt. takes B.
17. Kt. to Kt."s 6th (ch.) 17. K. to B's 8rd.
18. Kt. to K. R's 4th. 18. P. to K. Kt.s 4th.

19. Kt. to K. B's 3rd.
You have the better game.
The two last variations are from Lewis's Treatise (1844).

GAME THE THIRD.

WHITE. BLACK.

s. P. to K's 4th. 1. P. to K's 4th.
2. P. to K. B's 4th. 2. P. takes P.
8. B. to Q. B's 4th. 3. P.to Q's 4th.



334 CHESS-PLAYER’S HANDBOOK.,

This defence, although perhaps not critically sound, is pre-
ferable, I think, to either of the two last examined.

4. B. takes P. 4. K. Kt. to B’s 3rd.

If you take P. with P., instead of with the B., you mask the
attack of your B., and enable him more speedily to develope
his forces.

5. Q. to K's 2nd. 5. Kt. takes B.

The “ Handbuch” gives this as your best move; 5. Q. to
B’s 3rd appears to be inferior, from her occupying the sq.
your Kt. is wanted on. You may, however, instead of moving
the Q. play 5. Q. Kt. to B's 3rd, for which see the varia-
tion.
In place of taking the B., Black may move 5. P. to Q. B's

3rd. but you then have an immediate advantage.

6. P. takes Kt. (dis. ch.) 6. B. to K’s 2nd.

7. Q. to K. B's 3rd. 7. B.toK.R's5th{ch.)
As the “Iandbuch” observes, you may also play 7. P. to
Q’s 3rd, but in that case, I think, Black would get the better
game by castling. and threatening, at his next move, to play
R. to K's sq. if you took his P, or B. to K. R's 5th if you
attempted either to sustain your doubled P. or brought out

your K. Kt.
8. P. to K. Kt.’s 3rd. 8. P. take« P.
9. P. takes P. 9. B. to K. Kt.’s 4th.

10. Q. Kt. to B's 3rd.
Even game.

These are the moves which the * Handbuch™ gives, but the
defence has yet to be thoroughly analysed. At move 8.
Bluck, instead of taking the K. Kt. P., and thus opening your
R’s file, may castle, and then, perhaps, your best move would
be 9. K. Xt. to K’'s 2nd, but if you took either his B. or P.. he
would win the game, I think. For example; in the first
place,~—

8. Castres.
9. P. takes B. 9. Q. takes P. (ch.)
10. Q. to B’s 2nd. 10. R. to K’s sq. (ch.)

(If et move 10. you play K. to B’s sq., he answers with R. to K’s sq.,
and you must lose ; for if you then play 11. Kt. to K’s 2nd, he attacks
your Q. with his B., and if 11. Q. to B’s 2nd, he checks with the
B. at K. R’s Gth, then, when you have taken his B., he takes the Kt.
(ch.), afterwards pushing the P. to B's 6th, &c.)
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11, Kt. to K's 2nd. 11. Q. to K. R s 4th.

{l4, instead of interposing the Kt., you move your King to B’s sq., he
checks with the B., &c., as above described.)
12. Q. Kt. to B’s 3rd. 12, P. to B’s 6th.
And he must win
In the second place,—
8. Castles.
9. Q. takes P. 9. Q. tukes P.

10. Kt. to K. B’s 3rd. 10. K. B. to K. Kt.’s 4th,

(¥f you play 10. Q. to B’s 3rd, he may check with his R., and will have
an irresistible attack.)
11. Q. Kt. to B’s 3rd. 11. Q. to her B’s 3rd.
And wins.

1 can see no hetter move for you than this of the Q. Kt. If you take
the B., either with your Kt. or Q., you must infallibly lose the game in
a few moves, and if you play 11. P. to Q. B’s 4th, he retires his Q., a8
in the text.

You must not regard these deviations from the accepted series of moves
as correct analyses; they are merely given to show that there is much
latent resource in the present system of defence, and to pique the attention
of other writers to it, who have more time and space than are afforded me
in the present work.

VARIATION,
Beginning at White's 5tk move.
WIHITFE. BLACK.
1. P. to K's 4th. . P.to K's 4th.
2. P. to K. B's 4th. P. takes P,
3. B. to Q. B’s 4th. P. to Q's 4th,
4. B. takes I’. I{. Kt. to B's 8rd,
6 Q. Kt to B's 3rd. K.B.toQ.Kt.'s5th.
. K. Kt. to K's 2nd. . B. takes Q. Xt.
P(’rhape your best move is 6. K. Kt. to B s 3rd, instead of to
K’s 2nd. The “ landbuch” also gives 6. P. to Q. B's 3rd
{or Black, and then proceeds thus,—
6. P. to Q. B’s 3rd.

7. B. to Q. B’s 4th. 7. Q. B. to K. Kt.’s 5th.
8. P. to Qs 3rd. 8. K. Kt. to K. R’s 4th.*

, © 1P 99 o

* Both these last moves I think may be improved. White should hava
castled, since pushing the Q. P. allows Black to take the K. P., and obtain
a decisive advantage. (e. g.)

8. P.to Q’s 3rd. 8. Kt. takes K. P.
9. P. takes Kt. 9. Q. to K. R’s 5th (ch.)

(It you castle mnstead of taking his Kt., you lose a Pirco.)
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GAME THE SIXTH.

WHITE. BLAJK.
1. P. to K's 4th. 1. P. to K’s 4th,
2. P. to K. B's 4th. 2. P. takes P.
3. B. to Q. B’s 4th, 3. Q. checks.
4. K. to B's sq. 4. K. Kt. to B's 31d.
5. K. Kt. to B's 3rd. 5. Q. to K. R's 4th,

If he play his Q. to K. Kt.'s 5th, you take his K. B. P. with
B. (ch.), and if 5. Q. to K. R’s 3rd, then you move 6, Kt. 1o
K’s 5th.

6. P. to K. R’s 4th. 6. P. to K. Kt.’s 4th.
You may alse play 6. P. to K's 5th without harm, (e. g.)
6. P. to K’s 5th, 6. K. Kt. to K’s 5th,
7. P. to Q’s 4th. 7. Kt. to his 6th (ch.)
8. K. to Kt.’s sq. 8. Kt. takes R.

9. Q. B. takes P,
The loss of the exchange is compensated by the superior development of

your game.

If Black at move 6. take the K. P., you play 7. Q. to K's 2nd.
7. Q. Kt. to B’s 3rd. 7. P. to K. R’s 3rd.
8. P. to K’s 5th. 8. Kt. to his sq.

If 8. Kt. to his 5th, then 9. K. to Kt.'s sq., followed by 10. P.
takes K. Kt. P.

9. K. B. to K's 2nd. 9. P. to Kt.’s 5th.
You might also move 9. P. to Q’s 4th.
10. Kt. to K. R's 2nd. 10. Q. takes K. P

11. P. to Qs 4th.
You have the advantage.

GAME THE SEVENTH.

WHITE BLACK
1. P. to K’s 4th. 1. P. to K’s 4th.
2. P. to K. B's 4th. 2. P. takes P.
3. B. to Q. B's 4th. 3. Q. checks.
4. XK. to B's 5q. 4. Q. to K. B’s 3rd.

Although defective, this 4th move of defence 18 much stro
than either 4. B, to Q. B’s 4th, or 4. K. Kt. to B's 8rd.
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5. Q. Kt. to B's 3rd. 5. P.toQ. B's 3rd
He may also play 5. K. Kt. to K's 2nd.  (See Variation,)
6. P. to Q's 4th. 6. . to Qs 3rd.
7. K. Kt. to B’s 3rd. 7. P. to K. Xt.'s 4th
8. P. to K. R's 4th. 8. P.to K. R's 3rd
9. P. to K's 5th. 9. P. takes P.
10. P. takes P. 10. Q. to K. Kt.'s 2nd.
11. Q. to her 4th. 11. B. to K. Kt.’s 5th.

If he play 11. B. to K's 2nd, you move 12. P. 1o K’s 6th, and
if 11. Q. Kt. to Q's 2nd, you proceed as follows :—

11. Q. Kt. to Q’s 2nd.

12, P. takes Kt. P. 12. P. takes P.

13. R. tukes R. 13. Q. takes R,

14. 1. to K’s 6th 14. Q. to K. R’s 8th (ch.)
15. Q. to K. Kt."s sq. 15. Q. takes Q. (ch.)

16. K, takes Q.
The game is in your favour.

12. P. takes Kt. P. 12. P. takes P.

13. R. takes R. 13. Q. takes R.

14. Kt. tukes K. Kt. I. 14. Q.to K. R's 8th gch,)
15. Q. to K. Kt.’s sq. 15. Q. takes Q. (ch.

16. K. takes Q.
You have the superiority.
VARIATION,
Deginning at Dlack's 5th more.

WIIITE. BLACK.

1. P. to K's 4th. 1. P. to K's 4th

2. P. to K. B's 4th. 2. P. takes P.

8. B. to Q. B's 4th. 3. Q. checks.

4. XK. to B's sq. 4. Q. to K. B's 8rd.

5. Q. Kt. to B’s 3rd. 5. K. Kt. to K's 2nd.

6. P, to Qs 4th. 6. P. to Q's 3rd.

7. K. Kt. to B’s 3rd. 7. P. to K. Kt.’s 4th.
If he play 7. Q. B. to K's 3rd, you move 8. Q. to her 3rd.

8. P. to K. R's 4th. 8. P.to I\ R's 3rd.

9. P. to K's 5th. 9. Q. to K. Kt.’s 2ud.

Jaenisch plays 9. P, takes K. P. The “ Iizndbuch” gives the
move in the text.
z 2
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10.
i1,
i2.
13.
i4.
15.
16.
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K. R. P. tukes P, 10. K. R. P. takes P

R. takes I 11. Q. takes R.

Q. Kt. to K's 4th. 12. P. takes K. P.

P. takes P. 13. Q. to K. R's 8th(ch.)
K. Kt. to his sq. 14. Q. Kt. to Q's 2ud.
Q. Kt. takes P. 15. Q. Kt. takes K. P.
Q. to K's 2nd.

You have the better position.

GAME THE EIGHTH.

WHITE. BLACK.
i. P.to K’s 4th. 1. P. to K’s 4th.
2. P. to K. B's 4th. 2. P, takes P,
3. B. to Q. B's 4th. 3. Q. checks.
4. K. to B's sq. 4. P. to Q's 3rd.

This defence is considered incorreet, as it admits of your im-
mediately recovering the Pawn by Cozio's move, 5. Q. @
K. I¥’s 3rd, nevertheless it requires to be met with circum-
#pection.

5.

Q. to K. B's 3rd. 5. P, to K. Kt.’s 4th.

Tostead of 5. Q. to K. B's 3rd, you may play 5. P. to Qs 4th,
&s in the variation.

If you move 5. Q. Kt. to Bs 3d, his best reply is 6. Q. I3
to K's 3rd.

6.

7.

&.
9.
10.

Bvofe tu 00

P. to K. Kt."s 3rd. . Q. to K. Kt.'s 5th,
P. to Q's 3rd. . XK. B. to R's 3rd.
Q. takes Q. . B. takes Q.

P. to K. R's 4th. 9. P. takes R. P,

Q. B. takes 1.

o~y

Iiven game.

VARIATION,

Deginmyg at White's 5th move.

WHITE. BLACK.
P. to K's 4th. 1. P. to K's 4th,
P. to K. B's 4th. 2. P. takes P

B. to Q. B’s 4th. 3. Q. cheeks.

K. to B's sq. 4. P. to Qs 3rd.
P. to Q's 4th 5 Q.B. toK'sded
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Jaenisch recommends this move for Black; the * Handbuch”
suggests, however, that his best play is perbaps 5. Q. to
K. B's 3rd, and then the game proceeds as in Game the Seventh
of this Chapter. Instead of either of these moves, he may
play 5. P. to K, Kt.’s 4th, and the game be pursued as follows.~

5. P, to K. Kt.’s 4th.

6. K. Kt. to B’s 3rd. 6. Q. to K. R's 4th.
7. P. to K. R’s 4th, 7. K. B. to Kt.’s 2ud (hest)
8. K. R. to his 2nd. 8. Q. B. to K. Kt.’s 5th.
9. K. to Kt.’s sq. 9. K. Kt. 10 K’s 2nd.
(A similar position oceurs in Game the Sccond, Chapter VIIL)
10. P. to Q. B’s 3rd. 10. B. takes Kt.
11. P. takes B. 11. R. to K. Kt.’s sq.
12. P. takes K. Kt. P. 12, Q. takes P. (ch.)
13. K. to B’s sq. 13. Q. Kt to Q’s 2nd.

14. Q. to her Kt.’s 3rd. 14. P. to Q’s 4th.

(You might also play 14. Q. to her 2nd, but still the advantage would be
on Black’s side, who could castle, with a fine game. Instead of 14, P,
to Q’s 4th, Jaenisch and the * Handbacl’’ give Black 14. B. takes
Q. P., which seems premature, and leads only to an equal game, while
by first advancing the Q. P., he onght, 1 think, to win.)

15. R. to K. Kt.’s 2nd. 15. P. takes B.

(If, instead of so playing, you take the Q. P. with P., he takes Q. P,
with B., and wins; and if you take Q. P. with B., then his move,
Kt. takes B., followed by B. to K’s 4th, gives him an irresistible gume.)

16. Q. takes Q. Kt. P. 16. Q. tokes R. (ch.)
17. K. takes Q. 17. Q. R. to Kt.’s sq.
18. Q.to Q. R’s Gth (hest) 18. B. takes Q. P. (dis. ch.}
19. K. to B’s sq. (best) 19. R. to K. Kt.’s 8th (ch.)

i7 at move 19. you play the King to his R’s file, then 19. Q. R. ¢
Q. Kt.’s 3rd wins.)

20. K. to his 2nd. 20. K. R. takes B.
21. P. takes B, 21. Q. R. takes P, (ch.)
22. Kt. to Q’s 2nd. 22. K. R. takes R.
Poliowed by K. R. takes Q. R. P., and he ought to win easily.
6. Q. to her 3rd. 6. B. takes B.
7. Q. takes B. 7. P. to Q. B’s 3rd.
8. Q. to her Kt.’s 3rd. 8. P. to Q. Kt.’s 3rd.
9. Q. to K. R's 3rd. 9. Q. takes Q.
10. Kt. takes Q. 10. K. Kt. to B’s 3rd.
11. Q@ Kt. to B's 9rd. 11. Q. Kt. to Q's 2nd.

The gume is even.
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GAMES

ILLUSTRATIVE OF THE KING'S BISHOP'S GAMBIT,
(From the Chess-Player’'s Chronicle.)
Game I.—Between La Bourdonnais and Mo Dounell.

wHiTE. (Mr. McD.) sLack. (M. La B.)

1. P. to K’s 4th, 1. P. to K’s 4th.

2. D. to K. B’s 4th. 2. P. takes P.

3. B. to Q. B’s 4th.* 3. Q. checks.

1. K. to B’s sq. 4. P. to K. Kt.’s 4th.

5. Q. Kt. to B’s 3rd. 5. K. B. to Kt.’s 2nd.

6. P. 1o Q’s 4th. 6. P. to Q’s 3rd.

7. K. B. to K’s 2nd. 7. Q. Kt. to B’s 3rd.

8. P. to K’s 5th. 8. K. Kt. to K’s 2nd,

9. Q. K. to his 5th. 9. Castles,
10. Q. Kt. takes Q. B. P. 10. Q. R. t0 Q. Kt.”s sq
11. K. Kt. to B’s 3rd. 11, Q. to K. R's 3rd.
12. P. takes P. 12. K. K¢, to K. B’'s 4th,
13. P. to Q. B’s 3rd. 13. K. Kt. to his 6th (ch.)
11, P. takes Kt. 14. Q. takes R. (ch.)
15. K. to B’s 2nd. 15. P. takes P. (ch.)
16. K. takes P. 16. Q. takes Q.
17. B. takes Q. 17. P. to K. R’s 3rd.
18. P. to Q. Kt.'s 3rd. 18. P. to Q. Kt.’s 4th,
19. Q. B. to K’s 3rd. 19. P. to K. B’s 4th.
20. P. to Q’s 5th. 20. P. to K. B’s 5th (ch )
21. K. to R’s 2ndl. 21. P. takes B,
22. P. takes Kt. 22, P. to K. Kt.’s 5th,
23. K. Kt. 10 Q’s 4th. 23. B. 1o K’s 4th (ch.)
24. K. to Kt.'s 5q 24, K. B. takes Q. P.
25. Q. Kt. takes P, 25. K. B. to Q. B’s 4th.
26. P. to Q. Kt.’s 4th.t 26. K. B. to Q. Kt.'s 3rd.
27. Q. Kt. to Qs 6th. 27. K. B. takes K. Kt.
28. P. takes B. 28. Q. R. takes Kt. P,
29. Kt. takes B. 29, K. R. takes Kt.
30. P. to Q’s 5th. 30. K. to B's 2nd.
31. B. to Q. Kt.’s 3rd. 31. K. to K’s 2nd.
32. K. to B’s »q. 32. Q. R. to K’s Hth.
33. K. to his 2nd. 33. K. R. to K. B's 5q.
34. K. to Q’s 3rd. 34. Q. R. to K's 4th.
35. R. to K’s sq. 35. K. to @’s 3rd.3

* This was a favourile opening of McDonnell’ss he bestowed much
time and labour on its analyses, and discovered many skilful methods of
diversifying the attack.

+ Q. B. to K’s 2nd would have been better play we believe.

3 This game is very cleverly played by La Bourdonnais,
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36. R. takes P.

37. K. takes R.

38. K. to his 4th,

39. B. to Q’s sq.

40. P, takes P.

41. B. to K. B's 3rd.
42, B. to K, Kt.’s 2nd.

36. R. takes R. (ck.}
37. P. to K. R’s 4th.
38. P. to K. R’s 5th
39. P, to K. R’s 6th,
40, P. takes P.

41. P. to K, R’s 7th.
42. R. to K. B’s 8th.

Mr. Mc Donnell resigned.

Gamg IT.—Between the same players.

wHITE. (Mr. McD.)
1. P. to K’s 4th.
2. P. to K. B’s 4th,
3. B. to Q. B’s 4th.
4, K. to B's sq.
5. Q. Kt. to B’s 3rd.
6. P. to Q’s 4th.
7. P. to K’s 5th.
8 K. Kt. to B’s 3rd.
9, Q. Kt. to K’s 4th.
10. Kt. to K. B’s 6th (ch.)
11. P. takes B.
12, B. to Q’s 3rd.
13. Q. to K’s sq. (ch.)
14, Kt. to K’s 5tb.
15. P. to Q. B’s 3rd.
16. Q. takes Kt.
17. Q. takes Q. P. (ch.)
18. B. to Q. Kt.’s bth.+
19. B. takes Kt. (ch.)
20. Q. to B¥'s 5th (ch.)
21. B. to K. B’s 3rd.
22, Q. to Q’s 4th.
23. Q. to K’s 5th.
24. X, B. to K’s 2ad.}
25. K. to B’s 2nd.§
26. Q. B. to K’s 3rd.
27. P.to K. R's 4th.

BLacg. (M. LaB.)
1. P. to K’s 4th.

2. P. takes P.

3. Q. checks.

4. P, to K. Kt.’s 4th,
5. K. B. to Kt.’s 2ad.
6. Q. Kt. to B’s 3rd.
7. K. Kt. to K’s 2nd,
8. Q. to K. R’s 4th.
9, P. to K. R's 3rd.
10. B. takes Kt.

11. T to Q’s 4th.

12. K. Kt. to B’s 4th.
13. K. to Q’s sq.

14. K. Kt, takes Q. P.*
15. Q. Kt, takes Kt.
16. Kt. to Q. B’s 3vd.
17. K. to his sq.

18. Q. B. to K’s 3rd.
19. K. to K. B’s sq.
20. K to Kt.’s sq.

21. Q. to K. Kt.’s 3rd.
22. P. to Q. B’s 4th.
23. Q. R. to K’z sq.
24. P. to K. B’s Gth.
25. P. takes B.

26. P. to Q. Kt.’s 3rd.
27. Q. B. to Q's 2nd.

843

* Had Black checked with his Kt. and taken the Rook, he would have

been mated in five moves.

+ This portion of the game is played by Mr. McDonnell with great

judgment.

T It would have been better to take the Q. B. P. with Q.
§ 1t i8 obvious he would have lom his Q. bv taking the P,
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28,
29,
30.

1.
2.
3.
4.
5.
6
7
8.
9.
10.
11.
12.
13.
14.
ih
16.
17.
18.
1y,
20,
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Q. to her 5th,
K. takes P,
K. to @’s 2nd.

28. Q. takes P. (ch.)
29. B. to K. Kt.’s 5th (ch)
30. R. to Q’s 5q.

And White resigned.

Game IIL.—Between the same opponents,
warrg. (Mr. McD.)

P. to K’s 4th.

P. to K. B’s 4th.

B. to Q. B’s 4th.

K. to B’s sq.

P. to Q’s 4th.

Q. to her 3rd.

B. takes K. B. P. (ch.)*
Q. to her Kt.’s 3rd (ch.)
Q. takes Q. Kt. P.

Q. takes R.

Q. Kt. to R’s 3rd.

P. to K. Kt.’s 3rd.

K. to his sq.

Q. B. to K’s 3rd.

Q. takes Q. R. P.

Q. takes Q. B. P.

B. to Q’s 2nd.

K. to Q’s sq.

Kt. takes B.

K. to Q. B’s sq.

GaME IV.—Between

writk. (Mr. P.)

G D

7.

P. to K’s 4th.

P. to K. B’s 4th.
B. to Q. B’s 4th.
K. to B’s sq.

Q. Kt. to B’s 3rd.
P. to K. Kt.’s 3rd.
K. to Kt.’s 2nd.

BLack. (M. La B.)
. P, to K’s 4th.
P. takes P.
. Q. checks.
. P.to Q's 3rd.
B. to K. Kt.’s 5th.
Q. Kt. to B’s 3rd.
K. takes B.
. K. to Kt.’s 3rd.

9. Kt. takes Q. P.
10. X. Kt. to B’s 3rd.¢
11. P. to K. B’s 6th.3
12. Q. B. checks.
13. Q. to K. Kt.’s 5th.
14. P. to Q’s 4th.§
15. Kt. to Q. B’s 3rd.
16. P. to Q’s 5th.
17. Q. takes K. P. (ch.)
18. P. to K. B’s 7th.
19. Q. to K. B’s 6th (ch.)
20. Q. takes R.

And wins.,

Mr. Perigal and an Amateur.

BLACK. (Mr. —)
1. P, to K’s 4th,
2. P. takes P.
3. Q. checks.
4. P. to K. Kt.’s 4th.
5. B. to K. Kt.’s 2nd.
6. DP. takes P,
7. K. B. takes Kt.{|

* This is not good play, because to recover the Picce, White is obliged
to take his Queen too far from the point of action.

+ Indispensable, to prevent the Q. checking at K’s 8th.

+ The winning move,

& An excellent move to exclude the Queen.

I This is not advisable play.
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3, K. Kt. to B’s 3rd.

9. B. takes B. P (ch.)
10. P. to K. R’s 3rd.
11. Q. P. takes B.
12. K. R. to K’s sq.
13. Q. to her 4th.
14. Q. B. takes K. Kt. P.
15. R. takes R.
16. Q. to K. B’s 4th {ch.)
17. K. takes P.
18. Kt. to K’s 5th (ch.)
19. B. to R’s 6th (ch.)

8. Q. to Kt.'s 5t

9. K. to B’s sq.*¥
10. Q. takes K., P.
11. K. takes B.
12. Q. to her B’s 3ra.
13. K. Kt. to B’s 3rd.
14. R. to K’s sq.

15. Kt. tukes R,

16. Kt. to K. B’s 3rd.
17. Q. to her 3rd.

18. K. to Kt.’s 2ud.
19. K. to Kt ’s sq,

White mates in two moves.

Gaue V.—Dlayed some years ago between one of the bost
players of the day and Mr. Staunton.

waite, (Mr, —)
P. to K’s 4th.

P. to K. B's 4th.
B. to Q. B’s 4th.
P. takes D.}
Q. to K. B’s 3rd.
P. to K. R’s 3rd.
. P.to Q. B’s 3rd.
P. takes P.

9. P. to Q’s 4th.
10. Q. B. takes P.
11. P. to K. Kt.’s 3rd.
12. Q. B. takes K. B.
13. K. to B’s sq.

14, K. B, to Q’s 3rd.
15. Q. B. to K. R’s 2nd.
16. Q. to K. B’s 4th.
17. Q. Kt. to Q’s 2nd.
18, P. to Q. B’s 4th.
19. Q. to K. Kt.’s 4th.
20. Q. R. to Q’s sq.
21. Q. to K. B’s 5th.
22. K. takes B.

®NS w0

BLACK. (Mr. 8.)

1. P. to K’s 4th.

2. P. takes P.

2. P. to Q’s 4th,

4. K. Kt. to B’s 3rd.

5. K. B. to Q’s 3rd

6. Castles.

7. P. to Q. B’s 3rd.

8. Q. Kt. takes P.

9. K. Kt. to K’s 5th,
10. Q. to K. R’s 5th (ch.)
11. K. Kt. takes P.
12. Kt. takes R. (dis. ch.)
13. Q. B. to K’s 3rd.
14. Q. R. to Q’s sq.
15. Q. B. to Q’s 4th,
16. Q. to K. R’s 4th.
17. Q. Kt. to K's 2nd.

18. Q. Kt. to K. Kt.'s 3rd,
19. Q. to K. R’s 3rd.
20. Q. to K's 6th,
21. B. to K. Kt."s 7th (ch.)
22. Kt. to K. R's 5th (ch.)

And Black wins.

* Taking the Bishop would evidently involve the loss of the Queon.,
+ 1t is better to take the Pawn with the Bishop.
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GaME VI.—Between MM. Kiescritzky and Devincek.
waite. (M. D.)

2.
3.
4.
5.
6.
7.

P, to K’'s 4th,

P. to K. B’s 4th.
B. to Q. B’s 4th,
B. takes Kt. P.
K. to B's sq.

Q. Kt. to B's 3rd
Q. to K. B’s 3rd.

. P.to Q’s 3rd.
. P. takes B.

P. takes P.
K. B. to Q’s 3rd.

. Q. B. to Q. R’s 3ra.
. B. to Q. B’s 4th (ch.;

B. to Q’s 5th.
P. tikes Kt.

. P.to Q. B’s 4th.
. Q. to her B’s 3rd.

P. to K. Kt.’s 3rd.

. Q. takes Q.
. B. to Q. Kt.”s 4th.
. K. Kt. to R’s 3rd.

BLacK. (M. K.)

1. P. to K’s 4th.

2. P, tukes P.

3. P. to Q. Kt.’s 4th.
4. Q. checks.
5. Q. B. to Q. Kt.”s 2nd.
6. K. B. to Q. Kt.’s 5th.
7. P. to K. B’s 4th.

8. B. takes Kt.

9. P. takes P.

10. K. Kt. to B’s 3rd.
11. Castles.
12, P. to Q’s 3rd.

13. K. to R's sy.
14. Kt. takes B.

15. Q. Kt. to Q’s 2nd.
16. Kt. to K’s 4th
17. P. to K. B’s 6ti.
18. Q. takes Q. B. P. (c:.)
19. Kt. takes Q.
20. P. to K. B’s 7th.
21. B. takes Q. P.

Black wins.

GamEe VIIL—Between MM. Kieseritzky and Desloges.

PERHuSehEN~

Tt
@

4.

16.
17.
18.
19.
20.

wmite. (M. D.)
. P. to K’s 4th.
. P.to K. B’s 4th.

B. to Q. B’s 4th.
B. takes Kt. P.
K. to B’s sq.

K. Kt. to B’s 3rd.
K. B. to K’s 2nd.

. Kt. to Q’s 4th.

. P.to K. R’s 3rd.

K. Kt. to Q. Kt.s 3rd.
. P. takes P,

. P. to K. B’s 4th.

. P.to Q's 3rd.

K. B. to B’s 3rd.

. P. to Q's 4th.

K. to Kt.’s 2nd.
R. tukes P.

Q. B, to K’s 3rd.
Q. to K. R’s sq.
Kt. takes Kt.

nrack. (M. K.)
1. P. to K’s 4th.
2. P. takes P
3. P. to Q. Kt.'s 4th.
4. Q. to K. R’s 5th (ch.)
. P. to K. Kt.’s 4th,
. Q. to K. R’s 4th,
. P. to K, Kt.’s 5th.
. P. to Q's 3rd.
K. B. to Kt.’s 2nd.
P. to K. B’s 6th.
11. P. takes K. R. P,
12. Q. to K. R’s 5th.
13. P. to K. R’s 7th.
J4. Q. Kt. to B’s 3rd.
15. Q. B. to Q. R’s 3rd (s
16. K. Kt. to R’s 3rd.
17. Q. to K. B’s 3rd.
18. K. R. to Kt.’s sq.
19. Kt. takes Q. P.
20. Q. takes Kt.

ot
SwPuH @
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21. B. takes Q. 21. B. takes B. (dis. ch.)
22. K. to R’s 3rd. 22, Q. B. to his sq. (ch.;
23. K. to R’s 4th, 23. K. B. to his 3rd (ch.
24. K. to R’s 5th. 24. R. to K. Kt.’s 3rd.

25, R. to K, Kt.’s 2nd. 25, Kt. to his sq.

26. P. to K. B's 5th. 26. R. to his 3rd (ch.)

27, K. to Kt.’s 4th 27. R. takes Q.

28. P. to Q. B's 3rd. 28. K. B. to K’s 4th.

249, K. B. to K's 2nd. 29. Kt. to K. B’s 3rd (ch.)
30. K. to his B’s 3rd, 30. Kt. takes K. P.

31 R.to Kt.’s 8th (¢n.) 31. K. to his 2nd.

32. R. takes Q. B. 32, Kt. to K. Kt.’s 4th (ch.)
33. K. to Kt.’s 4th, 33. P. to K. R’s 4th (ch.)
34. K. takes Kt. 34. P. to B’s 3rd (ch.)

35. K. to Kt.”s 6th. 35. R. to K. Kt.’s 8th (ch.)
36. K. to R's 7th. 36. Q. R. takes R.

37. P. to Q. R’s 3rd. 37. Q. R. to K. Kt.’s sq.
38. B. to Q. B’s 4th,

And Black mates in three moves.

Crarrer X.
THE GAMBIT DECLINED.

Ir Black docs not choose to accept the Gambit bhe has
several modes of defenee, which may be briefly noticed. They
present, in fact, no particular difficulty of analysis, and none
of those complicated and brilliant combinations that arise from
taking the Pawn and maintaining it, and it may be remarked
generally that, by refusing the Gambit, Black subjects himseh
to some disadvantage of position, though, probably, not so
much as to influcnee materially the result of the game.

GAME THE FIRST.

WHITE. BLACK.
1. P. to K's 4th. 1. P. to K’s 4th.
2. P. to K. B's 4th. 2. B. to Q. B's 4th.

Thils appears to be Black's best move, if he declines taking P.
with P.

We shall examine, in subsequent games, the consequences
of his moving 2. P. to Q's 3rd, and 2. . to Q’s 4th. (Sec
Games the Second and Third.) Black has also several other
defences, which are but ravely adopted; for instance, he may
play 2. K. Kt. to B's 3rd. on which you take P. with P., and
on his taking K. P. with Kt. move sut K. Kt. to B’s 8rd.
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He may also play 2. Q. Kt. to B's 3rd, and you reply
3. K. Kt. to B's 3rd; if he then play 3. B. to Q. B’s 4th, you
may move 4. B. to Q. Kt.’s 5th, &ec.

If Black move 2. P. to Q. B’s 3rd, your best move, as
recommended by Jaenisch, is 3. P. 1o Q's 4th.

If he play 2. Q. to K. B's 3rd, your best move, according
to the « Handbuch,” ix 3. P. to Q's 3rd.

And finally, if he play 2. Q. to K. R’s 5th (ch.), you play
8. P. to K. Kt.’s 3rd, and afterwards P. takes K. P., and you
have a better game.

3. K. Kt. to B’s 3rd. 8. P. to Q’s 3rd.

4. P.to Q. B's 3rd. 4. B. to K. Kt.’s 5th.
Your 4th move, P. to Q. B’s 3rd, is considered stronger than
4. B. to Q. B's 4th, in which case he replies 4. K. Xt. to
B’s 3rd, and the game is about equal. By playing 4. . to
Q. B's 3rd, you threaten to establish your Pawns in the
centre.

5. B. to K’s 2nd (best) 5. B. takes Kt.

This is apparently your best move, but you may also play
5. P. to Q's 4th, for which see the variation.

6. B. takes B. 6. Q. Kt. to B's 3rd.

7. P. to Q. Kt.’s 4th. 7. B. to Q. Kt.’s 3rd.

8. P. to Q. Kt.’s 5th. 8. Q. Kt. to K’s 2nd.

9. P. to Q's 4th.

And the position is, perhaps, a little in your favour.
VARIATION,
Beginning at White's 5th move,
WHITE. BLACK.

1. P. to K’s 4th. 1. P. to K’s 4th.

2. P. to K. B’s 4th. 2. B. to Q. B's 4th

8. K. Kt. to B’s 3rd. 3. P. to Qs 3rd.

4. P.to Q. B’s 3rd. 4. B. to K. Kt.’s 5th.

5. P. to Q’s 4th. 5. P. takes P.

6. P. takes P. 6. B. takes Kt.

7. P. takes B. 7. Q.to K. R's 5th (eh.

8. K. to his 2nd. 8. B. 10 Q. Kt.’s 3rd.

9. B. to K’s 3rd. 9. Kt. to K. B’s 3rd.
10. Kt. to Q. B’s 3nl. 10. Kt. to Q. B’s 3rd.

Equal game.
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GAME THE SECOND.

WHITE. BLACK.
1. P. to K s 4th. 1. P. to K's 4th.
2. P. to K. B’s 4th. 2. P.to Q's 3rd.

This move is objectionable, as unnecessarily confining the
King's Bishop.
8. K. Kt. to B's 3rd. 3. B. to K. Kt.'s 5th.

Instead of this move you have the choiec of 3. B. to Q. B's 4th,
the result of which will be shown in the variation.

4, B. to Q. B’s 4th. 4. Q. Kt. to B's 3rd.
5. P. to Q. B's 3rd. 5. B. takes Kt.
6. Q. takes B. 6. Kt. to K. B's 3rd.

The game is slightly in your favour.

VARIATION,
Drginning at White's 3rd morve.

WL BLACK.

1. P. to K's 4th, 1. P. to K's 4th.
2. P.to K. Bs dth. 2, P.to Q's 3rd.
3. B. to Q. B's 4th. 3. P. taukes P.

If Black docs not tuke this ., you ean play 4. I to Q's 3rd,
or 4. K. Kt. to B’s 3rd, and the position becomes the same as in
the foregoing game. At this point, Jacnisch makes him play
3. . to K. B's 4th,

4. K. Kt. to B's 3rd. 4. B. to K's 3rd.

Q. to K. B's 8rd would also be a good move for you. If
Black row play 4. P. to K. Kt.’s 4th, you reply 5. P. to
K. R's 4th, and we have a position which cccurs i the All-
guior Gambit.

5. B. takes B. 5. P, takes B.

6. P. to Q's 4th. 6. P. to K. Kt.'s 4th,
7. P. to K. R's 4th. 7. P. to K. Kt.'s 5th.
8. Kt. to K. Kt.’s 5th. 8. Q.to K. b's 3ri
9. Q. takes P

You have the advantage.
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GAME THE THIRD.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. P. to K. B’s 4th. 2. P. to Q's 4th.

This is the customary mode of declining the King's Gambit
but it appears to be less advantageous for the second playe:
than 2. B. to Q. B's 4th

3. P. takes Q. P. 3. Q. takes P.

In licu of taking the Q. P. he can play 3. P. takes K. B, P.,
as in the variation.

4. Q. Kt. to B's 3rd. 4. Q. to K's 3rd.
Ponziani advises, for your 4th move, 4. Q. to K's 2nd.
5. K. Kt. to B's 3rd. 5. P. takes P. (dis. ch.)

You may likewise take P. with P. and bave a good game.
Black can move also 5. P. to K's 5th, when the following
moves are probable:—

5. P. to K’s 5th.
6. Kt. to K's 5th. 6. K. Kt. to R’s 3rd.
7. B. to Q. B's tth. 7. Q. to K’s 2nd.
8. B. to Q. Kt.”s 3rd. 8. P. to K. B’s 3rd.
9. K. Kt. to Q. B’s 4th, 9. B. to K’ 3rd.
10. Q. to K'’s 2nd.

The game is even.
At move 9. instead of Kt. to Q. B's 4th, in actual play you
would perhaps venture 9. Q. to K. R's 5th (ch.), &e.

6. K. to B’s 2nd. 6. P.to Q. B's3rd (best)
11e plays thus to prevent the check of your B., and the subse.
Juent loss of the Q., by your moving 1. to K's sq.

7. P. to Q’s 4th. 7. B. to Q's 3rd.

8. B.to Q's 3rd. 8. K. Kt. to K’s 2nd.

9. R. to K's sq.

You have a fine game.

VARIATION,
Beginning at Black's 3rd move,
WHITE. BLACK.
to K's 4th. 1. P. to K's 4th,

1. P.
2, P to K. B’s 4th. 2. P.to Q's 4th
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8. P. takes Q. P. 3. P. takes K. B. P.
4. B. to Q. Kt.’s 5th (ch.) 4. B. to Q’s 2ud.

Instead of checking with your B., let us suppose 4. K Kt. to
B’s 8rd.

4. K. Kt. to B’s 3rd. 4. Q. takes P,

5. P. to Q’s 4th, 5. P.to K. Kt.’s 4th.

(You may also attack the Q. with Q. Kt., and have the better gamn
shortly.)

6. P.to Q. B’s 4th.
You have certainly the advantage.

5. Q. to K's 2nd (ch.) 5. Q. to K's 2nd.
6. Kt. to Q. B's 3rd. 6. Kt. to K. B's 3rd.
7. B. takes B. (ch.) 7. Q. Kt. takes B.
8. P. to Q's 4th. 8. Castles.
9. Q. takes Q. 9. B. takes Q.

10. B. takes P, 10. Q. Kt. to his 3rd.

Equal game.

GAMES
ILLUSTRATIVE OF THE GAMBIT DECLINED.

GaME I.-—Between Mr. G. Walker and Mr. Tuckett.

wuite, (Mr. G. W.) srLack. (Mr. T.)
1. P. to K’s 4th. 1. P. to K’s 4th.
2. P. to K. B’s 4th. 2. K. B. to Q. B’s 4th.
3. K. Kt. to B’s 3rd. 3. P.to Q's 3rd.
4. K. B. to Q. B’s 4th. 4. K. Kt. to B’s 3rd.
5. P. to Q’s 4th. 5. P, tukes Q. P.
6. P. to K’s 5th. 6. P. takes P.
7. P. takes P, 7. Kt. to his bth.
8. P. to K. R’s 3rd. 8. Kt. to K. R’s 3rd.
9. Q. B. to K. Kt.’s 5th. 9. Q. to her 2nd.
10. B. takes Kt. 10. P. takes B.
11. Q. Kt. to Q’s 2nd. 11. Q. to K. B’s 4th.
12. B. to Q's 3rd. 12, Q. to B’s 5th.
13. Q. Kt. to K’s 4th. 13. B. to Q. Kt.’s 5th (ch,;
14, P. to Q. B’s 3rd. 14. Q. to K's 6th (ch.)
15. K. to B’s sq. 15. P. takes P.
16. Q. Kt. to B’s 6th (ch.) 16. K. to B’s sq.
17. Q. Kt. to Q’s 5th. 17. Q. to her B’s 4th.
18. Kt. takes B. 18. P, takes P.
19. Q. R. to Kt.’s sq. 19. Q. takes Kt.
20. Q. to her B’s 2nd. 20. Kr. to Q. B’s 3rd.
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21. R. takes P.

22, K. to B's 2nd.

23. B. takes K. R. P,
24, K. R. to K’s sq.
25. P. to K. Kt.’s 4th.
26. Q. to aer B’s 3rd.
27. Q. takes Q.

28. K. takes Kt.

29, XK. to B’s 4th.

30. Q. R. to K. Kt.’s 2nd.

31. Q. R. to Q’s 2nd.
32. Q. R. to Q’s 8th,
33. K. R. to Q’s sq.

CHESS-PLAYER'S HANDROOK.

21. Q. to K. B’s 5th.
22, K. R. to Kt.’s sq.
23. R. to K, Kt.’s 4th,
24, K. to Kt.’s 2nd.
25, Kt. to Q’s 5th.

26. Q. takes Kt. (ch.}
27. Kt. takes Q.

28. K. takes B,

29. P. to Q. Kt.’s 3rd.
30. B. to Q. Kt.”s 2ud,
31. B. to his sq.

32. K. R. to Kt."s sq.
33. B. to K’s 3rd.

And after several more moves White resigned.

Game II.—Between MM. Devinck and Kieseritzky

(From the Cinguante Parties par L. Kueseritzky, p. 11.)

waite. (M. D.)
1. P. to K’s 4th.
2. P. to K. B’s 4th.
3. K. Kt. to B’s 3rd.

4. K. B. to Q. B’s 4th.

5. B. takes B.

. P. takes K. P.

. P. to @’s 4th.*

. Q. takes Kt.

. Castles.

10. R. takes Q.

11. Q. B. to K’s 3rd.
12. Kt. to Q’s 2nd.

13. Q. R. to K. B’s sy.
14. P. to K. Kt.’s 3rd.
15. P. to Q. B’s 3rd.
16. Kt. to Q. B’s 4th.
17. P. to K. R’s 4th,
18, P. takes K. P,

19. Kt. takes Kt.

20. R. takes R.

21. R. takes R.

22. K. to K. B’s 2nd.
23. B. to Q’s 4th.

24. B. takes B.

Lol b Jor]

sLack. (M. K.}
P. to K’s 4th.

P. to Q’s 3rd.
. Q. Kt. to B’s 3rd.
Q. B. to K’s 3rd.
P. takes B.
Q. Kt. takes P,
Kt. takes Kt. (1.}
. Q. to K. B’s 3rd.
9. Q. takes Q.1
10. B. to K’s 2nd.
11. B. to K. B’s 3rd.
12. Kt. to K’s 2nd.
13. Kt. to K. Kt.’s 3rd.
11. P. to K’s 4th.
15. R. to K. B's sq.
16. K. to K’s 2nd.
17. P. to Q. Kt.’s 4th,
18. Kt. takes K. P,
19. B. takes Kt.
20. R. takes R.
21. K. takes R,
22. P. to Q. R’s 4th.
23. P. to Q. B’s 4th.
24. P. takes B.

o = L

* Jf Kt. takes Kt., Q. checks at K. R’s 5th.

+ Taking the P. would be wrong, on account of 10. B. to K's 3rd,

11. Q. to R’s 5th (ch.), and 12. Q. to Q. Kt.’s 5th (ch.), &c.
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25. P. to X. R’s 4th,
26. P. to K. Kt.’s 3rd,
27, P. takes P,

23, P. to Q. B’s 5th.
29. K, to K’s 2nd

30. K. to Q’s 3rd.

31. K. to Q. B’s 4th.
32, R. P. takes P.

33. K. to Q. B’s 3nd

A drawn game.

Game IIL
(From Philidor.)

W HITK.
P. to K’s 4th.

. P. to K. B’s 4th.
. P. takes Q. P.
. P, takes P,

B. to K’s 2nd.
K. Kt. to B’s 3rd.

. P.to Q’s 4th.

Castles.

. P. to Q. B’s 4th.

. Q. Kt. to B’s 3rd.

. B. to Q's 3rd.

. Q. B. to K. Kt.’s 5th.
. B. to K. R’s 4th.

. Q. Kt. to K's 4th.

. Q. to K’s 2nd.

. Kt. takes Kt. (ch.)

. B. takes Kt.

. Q. to K's 4th.

Kt. to K’s 5th.

P. takes B.

K. R. to B’s 6th.
R. takes Kt. P. (ch.}
Q. takes P. (ch.)

Q. takes 2. (ch.)

BLACK,
1. P. to K's dth.
2. P. to Q’s 4th.
3. Q. takes I,
4. Q. takes K. P. (ch.)
5. B. to Q@’s 3rd.
6. Q. to K’s 2nd.
7. B. to K’s 3ud.

8. Q. Kt. to @’s 2nd.
9. P.to Q. B’ 3rd.
10. K. Kt. to B’s 3rd.

11. Castles on K's side (best.)
12, P. to K. R’s 3rd.
13. Q. to he- aq.

14. K. B. to K’s 2nd.
15. Q. to Q. B’s 2nd.
16. Kt. takes Kt.

17. B. takes B.

18. P. to K. Kt.’s 3rd.
19. B. takes Kt.

20. Q. R. to Q’s sq.*
21. Q. to her 2nd.

22. P. takes R.

23. K. to R's sq.

And draws the game by perpetual check.

.h I}g Black attack the Q., by playing B. to K. B’s 4th, you take the R,
wit

END OF BOOX 1V.

2 A



SYNOPSIS OF BOOK V.

THE QUEEN’S GAMBIT.

P. to Qs d4th. P.io Q. B's dtn.

L P.to Qs 4th. 2.

ACCEPTED AND DECLINED.

IRREGULAR OPENINGES,
INCTLUDING
THe FriencH GAME :(-—

P.to K’ 4th,
T Poto K's 2id.

1

Tre Sicitian GamE:—

1 P.to K » 4th.
° P.to Q. B’s 4th.

Tur CENTRE CountErR GaMBIT :(—

P. to K's 4th.
T P.to Q'sdth,

1

Tue FiaANCHETTO:—

P. to K’s 4th.
* Poto Q. Kt.’s 3rd.

1

IVITH OTHER LESS PRACTISED Dl’BBUTS, viz, —

1 P, to Q’s 4th. 1 P. to Q’s 4th. 1 P to K, B'e ¢th
" P. to K. B's4th *P.to Q. B's 4th. : - B

AND

1 . toQ. Bsdth



BOOK V.
The Queen’s Gambit.

Cuaprrer L.

THE QUEEN’S GAMBIT.

TrE queen's Gambit, or, as it was sometimes called, the
 Aleppo Gambit,” from its having been the favourite game
of Stamma, of Aleppo, is a very sound and instructive method
of opening the game; less brilliant, beeause less hazardous,
than the gambits on the King's side, but espeecially improving
to the student, from the nicety and correetness of play on
both sides which it demands.  We find it noticed as carly
even as Damiano and Lopez, and to have been subsequently
cxamined by Salvio, Gianutio, and (tarrera—by Stamma (who
culogizes it as the best of all openings), by Cozio, Philidor,
Lolli, Ercole del Rio. Surratt, Lewis, La Bourdonnais, Petroff,
Jacnisch, Walker, the German ¢ IHandbuch,” the * Chess-
Player’s Chronicle.” and admirably illustrated in the games
between Me Donnell and La Bourdonnais.

GAME THE FIRST.

WHITEL. BLACK.
1. P.to Q's {th. 1. P.to 's 4th.
2. P. to Q. B's 4th. 2. P, takes P.

These moves form the Queen’s Gambit.  But the best autho-
rities have decided that it is unadvisable for Black to take
the Pawn, and that his most prudent play is 2. P, to K's 3rd,
(sce Game the Fifth). The refusal of the gambit is in accord-
anice with the example of Salvio; but in deelining it he pro-
poses a less recommendable move, namely, 2. 1. to Q. B's 4th.
{See Salvio, Ed. 1723, p. 104.)
s P toK's 8rd. 3. P. to K’'s 4th.
Your move of 3. P. to K's 3rd is that adopted in La Bour-
donnais and MeDonnell's games, and appears to be at least as
goodas 3. P.to K’s 4th, although it is denounced by the older
242
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writers. You may also play without disadvantage 3. Q. K¢
to B's 3rd. (See Game the Third.)
Black plays correctly here in advancing his K. Pawn, 1

instead of
answer 4.

3rd, 5. Q.

this move he play 3. P. to K. B's 4th, you may
K. B. takes P., and on his then playing 4. P. to K’s
to her Kt.'s 3rd. For the move 3. P. to Q. R's

1th, see the variation. And if heattempt to sustain the gam.
it Pawn, you will easily obtain an advantage ; for instance,—

3. P. to Q. Kt.’s 4th,

4. P. to Q. R’s 4th, 4. P. to Q. B’s 3rd, or (A.)
5. P. takes P. 5. P. takes P.
6. Q. to K. B's 3rd.

5
6.
7
8

And you win a Piece,

(A)
4. B. to Q's 2nd.
. P. takes P. 5. B. takes P.
P. to Q. Kt.’s 3rd. 6. Q. to her 4th.
. P. takes P. 7. B. takes P.

. Q. to her R’s 4th (ch.)
And again you win a Piece,

+. K. B. takes I 4. P. takes Q. P.

If you play 4. P. takes K. P., Black will have the better
game; for cxample.—

4. P. takes K. P. 4. Q. takes Q. (ch.)
5. K. takes Q. 5. Q. Kt. to B's 3rd.
6. K. Kt. to B’s 3rd. 6. Q. BB, to K’s 3rd,
7. Q. Kt. to Q’s 2nd. 7. Castles.
8. K. to Q. B’s 2ud. 8. Q. Kt. to his 5th (ch.)
9. K. to Q. B’s 3rd. 9. Kt. to Q’s 6th.
10. B. takes Kt. 10. R. takes B. (ch.)
And the game is in Black’s favour.

5. P. takes P. 5. K. Kt. to B's 3rd.

6. Q. Kt. to B's 3rd. 6. K. B. to Qs 3rd.

7. K. Kt. to B's 3xd. 7. Q. Kt. to B's 3rd.

8. Castles. 8. Castles.

9. P. to K. R’s 3rd. 9. P. to K. R's 3rd.
The game is equal ; but your P. is well placed, and you have
otill the move.

VARTIATION,
Beginning at Black's 3rd move.
WHITE. BLACK.
1. P. to Q's 4th. - 1. P. to Q's 4th.

2. B. to Q. B's 4th. 2. P. takes P.
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3. P. to K’s 3rd. 3. P. to Q. B’s 4th.

4. B. takes P. 4. P. takes Q. P

5. P. takes P, 5. Q. Kt. to B’s 3rd.

6. K. Kt. to K’s 2nd. 6. P. to K’s 4th.

7. Q. B. to K’s 3rd. 7. P. takes P.

8. Kt. takes P. 8. Kt. takes Kt.

9. B. takes Kt. 9. Q. to K's 2nd (ch.)
10. K. B. to K's 2nd. 10. Q.toherKt's5th(ch.)
11. Q. to her 2nd. 11. Q. takes Q. (ch.)
12. Kt. takes Q. 12. Kt. to K's 2nd.

You have the superiority.

GAME THE SECOND.

WHITE. BLACK.

1. P. to Q's 4th. 1. P. to Q's 4th.
2. P. to Q. B's 4th. 2. P. takes P.
3. P. to K’s 4th. 3. P. to K’s 4th.

You may without danger play your K. P. to K's 4th, but it is
difficult to sustain the two ’awns abreast in the centre, and
hence P. to K's 3rd, as in the previous game, or Q. Kt. to
B’s 3rd, is more generally adopted.

Black’s move in reply is the correct one, as he thus ensurcs
the breaking up of your centre. If he play 8. P. to Q. Kt.'s
4th, you answer with 4. I to Q. R’s 4th, as in the variation
given 1n the preceding game; and for the result of 3. P. to
K. B’s 4th, see the fourthgame. Ile may, however, play without
much disadvantage 3. P. to Q. B’s 4th, as in the following:~—

3. P. to Q. B’s 4th.

4. P. to Q’s 5th. 4. P. to K’s 3rd.
5. B. takes P. 5. P, takes Q. P.
6. K. P. takes P. 6. K. B. to Q's 3rd.

Your Pawn is passed, and will serve to obstruct the approach of his Pieces
but the advantage is very slight.

4. P. to Q's 5th. 4. P. to K. B’s 4th,

Many players prefer P. takes P. for your 4th move, and the
German *“Handbuch” remarks, that although it has been
censured by some authors, it is as good as 4. P. to Q's 5th.
The following moves will enable you to judge :—

4. P. takes P. 4. Q. takes Q. (ch.)

5. K. takes Q. 5. Q. Kt. to B’s 3ra.
8. P. to K. B’s ith. 6. Q. B. to K. Kt.’s 5th (ch.,
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If you play 6. Q. B. to K. B’s 4th, he answers with 6. Q. B. to K’s 3rd.)

7. B. to K’s 2nd. 7. Castles (ch.)
8. Q. B. to Q's 2nd. 8. B. takes K. B. {ch.)
9. K. Kt. takes B. 9. K. B, to Q. Kt.’s 5th,
10. Q. Kt. to B’s 3rd. 10. K. Kt. to K’s 2nd.
The game is cven.
5. K. B. takes P. 5. K. Kt. to B's 3rd.

You can also play 5. Q. Kt. to B's 3rd, or 5. P. takes K. B. P..
without harm. For example; in the first place,—

5. Q. Kt, to B’s 3rd. 5. K. Kt. to B’s 3rd.

6. P. takes B. P, 6. Q. B. takes P,
(You might without danger play 6. P. to K. B’s 3rd.)

7. K. B. takes P, 7. K. B. to Qs 3rd.

8. K. Kt. to K’s 2nd. 8. Castles,

9. Castles. 9. Q. Kkt. to Qs 2nd.

The game is equal.
In the second place,~

5. P. takes K. B, P, 5. Q. B. takes P.
6. Q. Kt. to B’ 3rd. 6. Q. Kt. to Qs 2nd.
7. K. B. takes P. 7. Q. Kt to Jus 3rd.

8. Q. B. to K’s 3rd.
An even game,
He would obvioudy lose by taking the K. P., on account of
your playing 6. Q. to K. R's 5th (¢h.).

6. K. Kt. to Bs 3rd. 6. I{. B. to Q’s 3rd.
7. P. takes P. 7. Q. B. takes P.

8. Castles. 8. (astles.

9. Q. Kt. to B’s 3rd. 9. Q. Kt. to Q's 2nd.

The positions are pretly equal, but you have still an advantage
in the move.

GAME Till¥ THIRD.

Before proceeding to the consideration of games wherein
Black refuses the gambit, it may be well to give a brief ex-
ample of a different mode of carrying on the opening in the
regular gambit which is at your command, and often adopted.

WIITE BLACK.
1. P. to Q's 4th. 1. P. to Q's 4th.
2. P. to Q. B's 4th 2. P. takes P.
3. Q. Kt. to B's 3rd. 3. K. Kt. to B’s 3rd.

For the consequences of his playing 3. P. to Q. B's 4th, or
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5. P. to Q. B's 3rd, sce the variation. He might also play
3. P. to K’s 4th, and the game proceed as follows :—

3. P. to K’s 4th.

4. P. to Q’s 5th. 4. P.to Q. B’s 3rd.
(You could here too play 4. P. to K’s 3rd.) -
5. P. to K’s 4th. 5. K. Kt. to B’s 3rd.

{If he move 5. P. to Q. Kt.’s 4th, you will have the advantage.)
6. Q. B. to K. Kt.’s 5th. 6. P. takes Q. P.

7. D. takes P. 7. Q. B. to K. B's 4th.
8. B. takes P. 8. K. B. to Q’s 3vd.
The game is about equal.
4, P. to K's 3rd. 4. P. to K’s 4th.
5. K. B. takes P. 5. P. takes D,

6. P. takes P, 6. K. B. o Q’s 3rd.
The game may be called even.
VARIATION,

Deginning at Black's 3rd move.

WHITH. BLACK.

1. P. to Qs 4th. 1. P. to Qs 4th.
2. P. to Q. B's 4th, 2. P. takes P.
3. Q. Kt. 1o B's 3rd. 3. P.to Q. B's 4th.

If be move this Pawn to Q. B's 3rd only, the following mover
are likdy:—
3. P.to Q. B's 3rd.
4. P. to Q. R’s 4th. 4. . to K’s 4th.
5. P. takes P. 5. Q. takes Q. (ch.)
6. Kt. takes Q.
The game is quite even.

4. P. to Q's 5th. 4. P. to K’s 8rd.

5. P. to K’'s 4th. 5. P. takes P.

6 P. takes . 6. K. B. to Q's 3rd.
7. K. B. tukes . 7. K. Kt. to K’s 2nd.

Equal game.

GAME THE FOURTH.
Tire Scuwartz DEFENCE.

WHITE. BLACK.
1. P. to Q's 4th. 1. P. to Q's 4th.
2. P. to Q. B's 4th. 2. P. takes P.
. P.to X's 4th. 3. P.to K. B's 4th.
4. P. to K’s 6th. 4. Q. B. to K's 3rd.
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This mode of defence is the invention of Mr. W. Schwartz, of
Livonia ; it is novel and ingenious, but if properly opposed,
leaves an evident advantage in the bands of the opening

er.
phlﬁstead of playing 4. P. to K.'s 5th, you may nullify the
defence, apparently, by taking the doubled P. with your
Bishop, and, if Black takes K. P. with P.. woving Q. to her
Kt.’s 3rd, or, if he bring K. Kt. to B's #rd, by advancing
K. P.toK's 5th. You may also at the 4th move take K. B. P,

with P., and obtain a fine game.

5. Q. Kt. to R's 3rd. 5 Q. Kt. to B's 3rd.
6. Q. B. to K’s 3rd. 6. Q. Kt. to R's 4th.
7. Q. to Q. R’s 4th (ch.) 7. P. to Q. B’s 3rd.
8. B. to Qs 2nd. 8. Q. takes Q. P.

9. Q. takes Kt. 9. Q. takes Q. Kt. P.
10. Q. B. to his 8rd. 10. Q. to her Kt.’s 3rd.
11. Q. takes Q. 11. P. takes Q.

12. Q. Kt. takes P. 12. P. to Q. Kt.'s 4th.
13. Q. Kt. to K’s 3rd. 13. P. to K. B’s 5th.
14. Q. Kt. to Q. B’s 2nd. 14. R. takes P.

15. K. B. to Q’s 3rd. 15. R. takes R. (ch.)

16. B. takes R.
You have much the better game.

GAME THE FIFTH.
Tur Gamsir RErFuseDp.

WHITE. BLACK.
1. P. to Q's 4th. 1. P. to Q’s 4th.
2. P.t0 Q. B’s 4th. 2. P. to K’s 3rd.

Black’s move of 2. P. to K's 3rd, I agree with Major Jae-
nisch in thinking the best he can adopt; P. to Q. B’s 4th, and
P. to Q. B's 3rd, are certainly inferior. {See Variations I.
and II. in the present game.) Wkhen the game is opened by
the first player with 1. P. to Q's 4th, a very common rejoinder
among leadmg practitioners is 1. P. to K. B’s 4th, or 1. P. to
Q. B's 4th, the consequences of which will be shown under
the head of * Irregular Openings.”

3. Q. Kt. to B's 3rd. 3. K. Kt. to B’s 3rd.

4, P. to K’s 8rd. 4. P. to Q. B's 4th,

It is a curicus feature in this deseniption of “close” game,



QUEEN'S GAMBIT. 861

that the Queen's Bishop can rarely be played over to the
King’s side with advantage.
5. K. Kt. to B’s 3rd. 5. Q. Kt. to B's 3rd.
6. P.to Q. R’s 3rd. 6. P. to Q. R's 8rd.
And the positions are quitc cven.

Variatiox 1.,
Begyinning at Black's 2nd move.

WHITE. BLACK.
1. P. to Q’s 4th. 1. P. to Q's 4th.
2. P. to Q. B's 4th. 2. P. to Q. B's 4th,

By this move of Black’s you obtain a slight advantage of
position.
3. P. takes Q. B. P. 3. P. to Q’s 5th (best)

Major Jaenisch counscls you take the Q. P., and not the
Q. B. P., and his variation proreeds thus,—

3. P. takes Q. P. 3. Q. takes P,
4. P. to K’s 3rd. 4. P. takes P.

5. Q. Kt. to B’s 3rd. 5. Q. to her sq.
6. P. tukes P. 6. P. to K’s 3rd.

And the second player has lost time.
I believe you may obtain at least as good a position, however,
by taking the Q. B. P.
4. P to Q. Kt.’s 4th. 4. P.to Q. R's 4th.
You may play too 4. K. Kt. to B’s 3rd, and then 5. P. t0

Q. R's 3rd. If he play 4. P. to K’s 4th, the following is a
probable result:—

4. P. to K'’s 4th.

5. K. Kt. to B’s 3rd. 5. P. to K. B’s 3rd.
6. P. to K's 3rd. 6. P. takes P.

7. Q. takes Q. (ch.) 7. K. takes Q.

8. Q. B. takes P. 8. P. to Q. R’s 4th.
9. P. to Q. Kt.’s 5th. 9. Q. Kt. to Q’s 2nd.
10. P. to Q. B’s 6th. 10. P. takes P.
11. P. to Q. R’s 4th. 11. P. to Q. B’s 4th,

12. Q. Kt. to Q’s 2nd.
With a better game.

5. P. to Q. Kt.’s 5th. 5. P. to K’s 4th.

6. K. Kt. to B's 3rd 6. P. to K. B's 3rd.

7 P.toK'’s 3rd. 7. B. takes doubled P
5 P. takes Q. P. 8. P. takes P.
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If he take with the Bishop, you take B. with Kt., aud h:
cannot save the Pawn.

9. B. to Q. Kt.'s 2nd.
And you have certainly the advantage.

Variarrow IT,

DBeginning at Black's 2nd move.

WHITE. BLACK.
1. P. to Q's 4th. 1. P. to Qs 4th.
2. P. to Q. B's 4th. 2. P. to Q. B's 3rd.

Black's second move here is even weaker aparently than P.
to Q. B's 4th.

3. P. to K. B's 3rd. 3. K. Kt. to B's 3rd.
If instead of bringing out his Kt. he play 3. P. takes P., you
move 4. P. to K's 3rd, and if then he support his Pawn with
4. P. to Q. Kt.'s 4th, vou can reply with 5. P. to Q. R's 4th.

4. Q. Kt. to B's 3rd. 4. Q. B. to K. B's 4th.
5. P. to K's 3rd. 5. P. to K's 3rd.

6. K. B. to 3's 3rd. 6. B. takes B.

7. Q. takes B. 7. K.B.to Q. Kt.’s 5th.
8. P. to K's 4th. 8. B. takes Kt. (ch.)
9. P. takes B. 9. Q. Kt. to Q's 2nd.
10. Q. B. 7. takes Q. P. 10. Q. B. P. takes P.
11. P. to K's 5th. 11. Kt. to K. R's 4th.

12. K. Kt. to K's 2nd.
The game is in your favour.

GAMES
ILLUSTRATIVE OF THE FOREGOING ANALYSIS.
(From the Cless-Player’s Chronicle.)
GamEe I.—Between M. De la Bourdonnaisand Mr. Mce Donnell

waHITE. (M. Dela B.) sLack. (Mr. McD.)
1. P. to Q's 4th. 1. P. to Q’s 4th,

2. P.to Q. B’s 4th. 2. P. takes P.

3. P. to K’s 3rd. 3. P. to K’s 4th.

4. K. B. takes P 4. P. takes P,

5. P. takes P. 5. K. Kt. to B’s 3rd.
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6. Q. Kt. to B’s 3rd. 6. K. B. to K’s 2nd.*
7. K. Kt. to B’s 3rd. 7. Castles,
8. P. to K. R's 3rdt 8. Q. Kt. to Q’s 2ud.
9. Q. B. to K's 3rd. 9. Q. Kt. to his 3rd.
10. K. B. to Q. Kt.’s 3rd. 10. P. to Q. B’s 3rd.
11, Castles. 11, K. KL to Q’s 4th,
12. Q. to K’s 2nd, - 12, P.to K. B’s 4th.
13. K. Kt. to K’s 5th. 13. P. to K. B’s 5th.
14. Q. B. to Q’s 2nd. 14. P. to K. Kt.’s 4th.}
15. Q. R. to K's «q. 15. K. to his Kt.’s 2nd.
16. Q. Kt. takes Kt. 16. Kt. takes Kt.
17. K. Kt. takes Q. B. P. § 17. Q. Kt. P. takes Kt.
18. B. takes Kt. 18, Q. takes B.
19, Q. takes B. (ch.) 19. R. to K. B’s 2nd.
20. Q. to her Kt.'s 4th, 20. Q. B. to K. B's 4th.
21. R. to K’s 5Hth. 21. Q. to her 2nd.
22. P.to Q's 5th. || 22, P. takes P.
23. Q. to her 1th, 23. K. to R's 3rd.
24, P. to K. R’s 4th, 21, Q. B. 10 K’s 3rd.
25. K. R. to K’s «y. 25, Q. R. to K’s sq.
26. Q. R. takes Kt. P.§ 26. Q. R. to K. B’s sq.
27. Q. to K’s Hth. 27. Q. B. to K. Kt.’s 5th.
28, R.to K. R's 5th (ch.) - 28. B. takes R.

29, Q. mates.

Game II.—Played by correspondence some years sineg
between the Amateurs of Bristol and Mr. Staunton.
wHITE. (The Amateurs.) BLack. (Mr. 8.)

1. P.to Q's 4th. . I.oto Q's 4th,
2. P.to Q. B’s 4th. . . takes P.

o

3. P. to K’s 3rd. 3. P, to K's 4th.
4. B. takes P. 4. P. takes P.
5. P. takes P, 5. K. Kt. to B’s 3rd.
6. K. Kt. to B’s 3rd. 6. K. B. to Q. Kt.’s 5th (ch,)
7. Q. Kt. to B’s 3rd. 7. Castles.
8. Castles. 8. Q. B. to K. Kt.’s 5th.
9. Q. B. to K’s 3rd. 9. Q. Kt. to Q. B’s 3rd.
10. K. B. to K’s 2nd.** 10. K. Kt. to Q's 4th.

* This is a fault. The Bishop should always be played to @’s 3rd st
the present stage,

T An indispensable move in this opening.

1 The advance of these Pawns should rarely be ventured by any but the
experienced player.

§ Capitally played.

| An excellent move,

9 The best mode of taking the Pawn.

%% The best move apparently to preserve the Q. I
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11. Q. to Q. B’s 2nd.* 11. Q. B. to K. R's {th .
12, P. to Q. R’s 3rd. 12. K. B. to Q. R's 4th,
13. K. Kt. to K’s 5th, 13. K. Kt. takes Q. Kt.
14. K. B. takes B. 14, Q. Kt. takes Kt.

15. Q. P. takes Kt. 15, Kt. to Q’s 4th.

16. Q. B. to Q. B's 5th. 16. K. R. to K's sq.

17. P. to K. B’s 4th, 17. P. to Q. B’s 3rd.

18. Q. R. t0 Q’s sq. 18. Q. to K. R's 5th.

19. Q. to K’s 2nd. 19. P. to K. Kt.’s 3rd. ¢
20. K. B. to K. Kt.’s 4th. 20. B. to Q. Kt.’s 3rd. §
21. B. takes B. 21. Q. R. P. takes B.

22. P. to K. B’s 5th. || 22. Q. R. to Q. R’s 5th.§
23. P. takes K. Kt. I, 23. K. R. P. takes P,

24. B. to K. B's 3rd. 24, Kt. to K. B’s 5th, **
25. Q. to K’s 3rd. 25. P. to Q. Xt.’s 4th.
26. R. to Q’s 7th. 26. Q. to K. Kt.’s 4th.tt
27. K. toR's sq.1¥ 27. Q. takes K. P.

28, Q. takes Q. 28, R. takes Q.

29. Q. R. takes Q. Kt. P. 29. Q. R. to Q. B’s 5th,
30. P. to K. R’s 3rd. 30. Kt. to Q’s 6th.

31. B. to Q’s sq. 31. Q. R. to K. B's 5th.
32. R. takes R. 32. Kt. takes R.

33. B. to K. B’s 3rd.§§ 33. Kt. to Q’s 4th.

34. K. to Kt.’s sq.1|{ 34. K. to Kt.’s 2nd.

* Good play, threatening to move K. Kt. to Kt.’s 5th, which might
oost the Black a Piece.

1 Correctly played; hy thLis simple move he utterly disconcerts the
meditated attack on his K. R. P.

% Had Black, instead of this move, taken K. B. P. with his Kt., the
opponents, by capturing K. B. P. with Bishop (giving check at the same
time), would have obtained a winning position.

§ Far better than playing P. to K. R’s 4th, in which case White would
bave moved the B. to Q’s 7th, attacking the Rook.

it By this move the Bristolians appear to have weakened their game.

9 This Rook is admirably posted.

** A fine position for the Kt. also. Had the Kt. remained at Q's 4th,
White might have taken him with K’s Bishop, and then by playing Q. to
K. B’s 3rd, would have won a Pawn.

++ Threatening to win the Queen by checking with the Kt. at K. R’s 6th.

11 But for the necessity of making this defensive move, there is every

robability that the Bristol players would have acquired the better game.
ff, however, instead of moving the King, they had proceeded with their
attack, playing Q. to Q. Kt.’s Gth, their adversary would have moved his
Q. R. to Q. B's 5th, and afterwards checked with Kt., and thus have
been enabled at least to draw the game.

§§ This is stronger than B. to Q. Kt.’s 3rd.

[lii These moves are to bring the King within reach of the adverse
Parn oo Q's side.
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35. K. to B’s 2nd. 35. K. to B’s 3rd.*
36. P. to Q. Kt.’s 3rd, 36. Kt. to K’s 2nd.
37. P. to Q. R’s 4th. 37. P. takes P.

34, P. takes P. 38. R. to Q. R’s {th.

The game was resigned as a drawn battle.

Game ITL.—Played in Paris by three members of the Chess
Cercle, MM. Harrwitz, Sasias, and another, in consultation,
against MM. Kieseritzky, llenderson, and Kling, in the
Café de la Régence.
waiTE. (Allies of the Cercle.) sLACK. (Allies of the Café.)

1. P. to @’s 4th. 1. P. to Q’s 4th.
2. P. to Q. B’s 4th, 2. P. takes P.
3. P.to K’s 4th. 3. P. to K. B’s 4th.t
4. P. takes P.% 4. Q. B. takes P.
5. K. B. takes P. 5. K. Kt. to B’s 3rd.
6. K. Kt. to K’s 2nd, 6. Q. B. to K's 5th.
7. Castles. 7. Q. Kt. to B’s 3rd.
8., Q. to Kt.’s 3rd. 8. B. to Q’s 4th,
9. B. takes B. 9. Q. takes B.
10. Q. takes Q. Kt. P, 10, Q. Kt. takes Q. P.§
11. Q. to R’s 6th. 11. P. to K’s 4th.
12, Q. Kt. to B’s 3rd. 12. Q. to her B’s 3rd.
13. Q. takes Q. 13. Kt. takes Q.
14. P. to K. B’s 4th. 14. B. to Q. B’s 4th (ch.)
15. K. to R’s sq. 15. Castles on K's side.
16. P. to K. R’s 3rd. 16. Q. R. to K’s &q.
17. P. tekes P. 17. Q. Kt. takes P.
18. Q. B. to K. Kt.’s 5th. 18. Q. R. to K’s 3rd.
19. Q. R. to Q's s4. 19. Q. Kt. to B’s 5th.
20. P. to Q. Kt.’s 3rd. 20, Q. Kt. to K’s 6th
21. B. takes Q. Kt. 21. Q. R. takes B.
22. K. R. to B’s 3rd. 22. K. R.to K’s sq.
23. K. Kt. to K. B’s 4th. 23. Kt. to K’s 5th.
24. Q. Kt. takes Kt. 24. K. R. takes Kt.|}
25. R. takes R. 25. B. takes R.
26. R. to Q’s 8th (ch.) 26. K. to B’s 2nd.
27 Kt. to Q’s 5th. 27. R. to Q’s bth.

* This appears to be the only move by which Black can prevent his
opponents obtaining a * passed”” Q. R. P,

+ This leads to the objectionable defence of Mr. Schwartz, which has
been previously examined.

$ Bishop takes Pawn would be likewise good play.

§ Very neatly played.

¥y It would have beeu better perasps to have taken this Kt. with the
Queen'’s Rook.
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28

29

30.
31.
32.
33.
34.
35.
36.
37.
38.
39.
40.

CHESS-FLAYER & HANDBOOX.

R. to Q’s 7th (ch.)
R. to K’s 7th (ch.)
R. takes B.

R. to Q’s 3rd (ch.)
K. to R’s 2nd.

P. to Q. R’s 3rd.
P. to K. R’s 4th,
K. to R’s 3rd.

P. to K. Kt.’s 4th.
K. to Kt.’s 3rd.

P. takes P. (ch.)
R. to @’s 7th.

R. takes K. Kt. P.

2%8. K. to his 3rd

2y. K. takes Kt.

30. R. to K’s 5th.
31. K. to Q. B's 3nd.
32. R. to K’s 7th.
33. P. to Q. R’s 4th.
34. R. to K’'s 5th.
35. K. to Q. Kt.’s 4t%
36. P. to Q. B’s 4th.
37. P. to Q. R’s 5th.
38. K. takes P,

39. P. to Q. B's 5th.
40. P. to Q. B's Gth.

The players of the Black men win.

Gamr IV.—Between M. 8t. Amant and Mr. Stanatoa

WHITE.,

L

(M. St. A.)
P. to Q’s 4th.

2. P. to Q. B’s 4th,
3. Q. Kt. to B’s 3rd.
4. K. Kt. to B’s 3rd.
5. P. to Q. B’s 5th.

6

7.
8

9.
10.
1t
12.
13.
14.
15.
16.

* It has been previously remarked that the Q. B. in these games czn

. Q. B. to K. Kt.’s 5th.*

P. to K’s 2red.

. P. to Q. Kt~ 4th,

Q. B. takes Kt.

K. B. to Q's 3rd.

P. to Q. R’s 3rd.

Q. B. P. takes P,
Castles.

Q. to her Kt.’s 3rd.|{
P. takes P.

B. to Q. Kt.’s 5th.§

BrLack. (Mr. 8.)
1. P. to Q' 4th.
2. P. to K’s 3rd.
3. K. Kt. to B’s 3rd.
4. P.to Q. R's 3rd.
5. K. B. to K’s 2nd.
6. Castles.
7. P. to Q. Kt.’s 3rd.t
8. Q. B. to Q. Kt.’s 2nd.
9. B. takes B.
10.
11.
12,
13.

P. to Q. R’s 4th.
Kt. to Q’s 2u0d.?
P. tukes P,

Q. to K’s 2nd.§
14. P. tukes P.

15. K. R. to Q. B’s =q.
16. Kt. to K. B’s sq.

stldom be advantageously plaved to the King’s side.

1+ This appears the only safe and effectual way of bringing the Queen’s

Bishop into play.
$ Threatening to gain a Pawn.

§ A much better move than advancing the King’s Pawn one stap,

which would have cost Black at least a Pawn. (e. ¢.)

12, P. takes P.

13. Kt. takes Kt.

14. B. takes K. R. P. (ch.
i5. Q. to K. R's 5th (ch.
16. Q. takes B., &c.

i Well played.
9 A loet move,

?

11. P. to X’s 4th.
12. Kt. takes P.
13. B. takes Kt.
14, K. takes B.
15. K. to Kt.’c sq.



17.
18.
19.
20.
21.
22.
23.
24.
25.
26.
27.
28.
29+
30.
3L
32.
33.
34.
35.
36
37.
38.
39,
40,
41.
42,
43.
44.
45.
46.
47,
48.
49.
50.
5L,
52,
53.
54,
§5.
56.
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K. R. to Q. B’s sq.
B. to K’s 2nd.

Kt. 10 Q. Kt.’s bth
K. Kt. to K's sq.
P. to K. B’s 4th,
K. to B’s 2nd.

K. Kt. to B’s 3rd.
Q. R. takes R.

B. takes B.

B. to Q’s 3rd.

Kt. to K's 5th.
Kt. to Q. B’s 6th.
Kt. takes B. (ch.)
B. takes Kt.

Q. to Kt.’s 2nd.
R. to Q. Kt.’s sq.
Q. to her B’s 2nd.
P. to K. R’s 4th.
R. to K. R’s sq.
Q. to K’s 4th,

K. to Kt.’s 3rd.

R. to K. B's »q.
Q. to her Kt.’s 7th
K. to R’s 3rd.

R. to K. Kt.’s sq.
Q. to her Kt.’s 8t}
Q. to K. B’s 8th,
P. to K. Kt.’s 3rd,
R. to Q. R’s sq.3
R, takes R.

takes Q. Kt. P.
to her Kt.’s 7th.
to K’s 4th.

to K’s sa.

to her R’a =q. (¢h }
to her B’s sq.
to R’s 2nd.

to K. B’s 5th.
K. to R’s 3rd.

P. takes P. (ch.)

SROPOPLP

17

18.
19.
20.
21.
22,
23.
21.
25.
26.
27.
28.
29.
30.
31.
32.
33.
34.
35.
36.
37.
38,
39.
40,
41.
42,
43.
41,
45.
46,
17
49,
49,
50.
5l.
52,
53.
54.
55.
56.

Kt. to K. Kt.’s 3ré.
Q. to her sq.

B. to K’s 2nd.

B. to Q. R’s 3rd.*
Kt. to R’s 5th,

Kt. to K. B’s 4th.
B. takes Q. Kt.

R. takes Q. R.

Kt. to Q’s 3rd.

P. to Q. Kt.’s 4th.
Kt. to Q. B’s bth.
Q. to her 3rd.

Q. takes Kt.

Q. P. takes B

R. to Q. R’s 5th.
Q. to her R’s 2nd.
P. to K. Kt.’s 3rd.
Q. to K’s 2nd.

Q. takes Q. Kt. P.
Q. to her Kt.’< 7th (ch,)
R. to Q. R’s 7th.
P. to Q. Kt.”s 5th.
P. to K. R’s 4th,
P. to Q. B’s 6th.
Q. to K. B’s 7th.
K. to R’< 2nd.

Q. takes K. P, (ch.)
R. to Q. R’s 2ud.
Q. takes Q. P.§

Q. takes R.

. Q. to K. Kt’s 8th.

K. to kt.’s 2nd.

Q. to her B’s 4th,

P. to Q. B's 7th.

K. to R’s 2nd,

Q. to K. B's 4th (ch.)
Q. to her 6th.

Q. to K’s 7th (ch.)
Q. to her 8th.

P. takes P.

And White surrendered.

* From this point the game is in Black's favour.
+ Black properly takes with the Q. P., foresecing, in the event of the
capital Pieces being changed off, that & White passed P. on the Q. Kt.s

file, would be out of reach of his King.

1 High praise is due to White for the pertinacious ingenuity with

which he struguled to draw the game.
he taken the R., White would have drawn the game.

§ HY
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CuarTer IL
IRREGULAR OPENINGS

TrosE methods of commencing the game, in which the first
or sccond player moves otherwise than 1. 5-iidd
play 1 “F.to Ks 4tn> OF

.:{%g{%}:, are usually designated “Irregular.” Without
assenting to the propriety of this distinction, I have thought
1t advisable, for the sake of perspicuity, to adopt a general
and well known classification in preference to arranging these
peculiar débuss under separate and less familiar heads.

Of the * Irregular Openings.” tle most important are,—~

First, the different modes of defence which Black may adopt

P.to K's 4th

in answer to your 1lst move of 1. » when he declines

playingl. g also,viz:—l. 5o L vmamram

L P. to Q’s 4th’ and L P to Q. Kt's 3rd” together  with
P. to Qs 4th

Liwgsom W Lypgsom o replytol. :

and Secondly, two ways of beginning the contest, which are
P.to K’s 4th or

at your command, beside the customary 1.

P.to @ 4th . P.to K. B's 4th P to Q. B's dth
1. ———, viz.:—},—————, and l.——————.
The present Chapter shall be devoted to the consideration
of the irregular defences in question, and the next to the
examination of these two unusual systems of attack. The
leading authorities to consult upon these openings are—Bertin
(1735); Ponziani (1782), p. 78; Lolli, pp. 134. 140; Coch-
rane, p. 261; La Bourdonnais, p. 114; Mouret (1838);
Jaenisch, 1st vol., pp. 42—59, 74; Lewis (1844). and the
German * Handbuch.”

GAME THE FIRST.
Tue Frenxcu GaME.

Throughout the whole of the preceding Chapters of this
work which treat of the opening on the King's side, Black's
reply to your first move, of 1. P. to K’s 4th, has invariably
been 1. P. to K's 4th also; and this mode of defence has sui-
jected him, in every case, to an attack of mare or less ifitensity
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and duration, according to the particular course you have
afterwards chosen to pursue. It is needful now to direct
attention to those defences by which, as far as present ex.
perience teaches us, the advantage of the first move is soonet
neutralized, und the combatants are placed upon a fairer foot-
ing of equality at starting.
WHITE. BLACK.
1. P. to K's 4th. 1. P. to K's 3rd.

This manner of defence brings us nearer to the form of the
ancient game, before the innovation in the march of the Pawn
was introduced, than any other, and by nullifying the advan-
tage of the first move, gives a higher tone and character to
the game than it possesses while chance is an admitted element
in the struggle.

2. P. to Q's 4th (best) 2. P. to Qs 4th.
You can also answer with 2. P. to K. B's 4th, as iz the
variation.

3. P. takes P. (best) 3. P. takes I’
If, instead of taking the P., you play 3. P. to K's 5tk, the
game will be in favour of Black; for example,—

3. P. to K’s 5th. 3. P. to Q. R’s 4th,
4. B. to Q. Kt.’s 5th (ch.) 4. Q. Kt. to B’s 3rd.
5. B. takes Kt. (ch.) 5. P. takes B.

(In place of taking the Kt., you may play 5. P. to Q. B’s 3rd, but he
still obtains an advantage.)

6. P. to Q. B's 3rd. 6. Q. to her Kt.'s 3rd.
7. K. Kt. to B’s 3rd. 7. Q. B. to Q. R’s 3rd.
8. Q. Kt. to @’s 2ud. 8. P. takes Q. P.
9. P. takes P. 9. P. to Q. B’s 4th.
10. Q. Kt. to his 3rd. 10. P. takes Q. P.
11. K. Kt. takes P. 11. K. B. checks.
12. B. to Q’s 2nd. 12. K. Kt. to K's 2nd.
13. K. Kt. to K’s 2nd. 13. Kt. to Q. B’s 3rd.
14. P. to K. B’s 4th. 14, Q. to K’s 6th.
15. Q. Kt. to B's sq. 15." Castles.

He has a manifest advantage.
(See also the Tustrative Games at the end of the Chapter.)

4. P.to Q. B’s 4th. 4. K. B. checks,
If 4. P. takes P., you reply with 5. K. B. takes P., and on his
then playing 5. B. to Q's 3rd, the game is quite cqual.
5. B. to Q's 2nd. ‘ 5. Q.70 K’s 2nd (ca.;
28
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Interposing the Q. Kt. is not se good for you. (e. g.)

5. Q. Kt. to B's 3rd. 5. K. Kt. to B’s 3rd.
6. Q. to her Kt.’s 3rd. 6. Q. Kt. to B's 3rd
7. K. Kt. to B’s 3rd. 7. Q. B. to K’s 3rd.
8. B. to @’s 2nd. 8. Castles.
9. P.to Q. R’s 3rd. 9. P. tukes P.
10. K. B. takes P. 10. Q. B. takes B.
11. Q. takes Q. B. 11. R. to K's sq. (ch.)
12. B. to K’s 3rd. 12. B. takes Kt. (oh.)
13. P. takes B. 13. K. Kt. to Q’s 4th.
He has an embarrassing attack upon you.
5. Q. to K's 2nd. 5. Q. B. to K’s 3rd.
6. P, takes P. 6. B. takes B. (eh.)
7. Q. Kt. takes B. 7. B. takes P.
The game is equal.
VARIATION,
Beginning at White's 2nd move.
WHITE. BLACK.
1. P. to K's 4th. 1. P. to K's 3rd.
2. P. to K. B's 4th. 2. P. to Q's 4th.
5. P. takes P. 3. P. takes P.
You can also advance your E. P. to K’s 5th, as in the fol-
lowing :—
3. P. to K’s 5th. 3. P. to Q. B’s 4th.
4. K. Kt. to B’s 3rd. 4. Q. Kt. to B’s 3rd,
5. P, to Q. B’s 3rd. 5, P. to K. B’s 3rd.
6. Q. Kt. to R's 3rd. 6. K. Kt. to R’s 3rd,
7. Q. Kt. to B’s 2nd. 7. K. B. to K’s 2nd.
8. P. to Q’s 4th. 8. Castles.
I prefer his game.
4. K. Kt. to B's 3rd. 4. P. to Q. B's 4th.
5, P. to Q's 4th. 5. Q. Kt. to B's 3rd.
To check with your B. would be unavailing.
6. P. to Q. B's 3rd. . 6. K. Kt. to B's 3rd.
7. Q. B. to K's 3rd. 7. Q. to her Kt.'s 3rd
8. Q. to her Kt.'s 3rd. 8. Q. Kt. to R's 4th.
9. Q. takes Q. 9. P. takes Q.
Instead of exchanging Queens you may play,—
9. K. B. checks. 9. B. to Q's 2ud.
10. B. takes B. (ch.) 10. K. Kt. takes B.

There is little advantage on exthe; side, but I like the Jisposition of bis
orces.
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10. K. B. checks. 10. Q. B. to Q’s 2und,
11. B. takes B. (ch.} 11. K. Kt. takes B.

‘The game is even.

GAME THE SECOND.
True SiciLiax GaME.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to Q. B's 4th.

In the opinion of Jaenisch and the authors of the German
“ Handbuch,” with which I coincide, this is the best possible
reply to the move of 1. P. to K's 4th, “as it renders the for-
mation of a centre impracticable for White and prevents every
attack.” This defence is found in the earlier Italian works,
and has been analysed by Philidor in the second edition (1777)
of his treatise. In the appendix to Sarratt’s translation of
Damiano, Lopez, and Salvio, mention is made of some games
at this opening, which the author had reecived as an extract
from an old Italian MS. Sarratt has given us ncither the
name of the writer nor the date of the MS., but merely says:
* These games are extracted from a searce and valuable MS.,
which has been obligingly communicated to the editor by
K. Morris, Esq., M.P., indisputably one of the ablest chess-
players of the present day. This opening is called the
*Grvoco Srerniano.”

In answer to this move you have several ways of playing.
You may move 2. K. Kt. to B's 3rd, which Major Jaenisch
formerly thought your best ; or 2. P. to Q's 4th, which henow
prefers; or 2. P. to K. B's 4th; or 2. P. to Q. B's 4th; or
2. P. to Q. Kt.’s 4th. The present game shall be devoted to
the examination of the first of these, and the consequences of
the others shall be shown in Games the Third, Fourth, Fiftk,
and Sixth.

2. K. Kt. to B's 8rd. 2. P. to K's 2rd.
He can likewise play 2. Q. Kt. to B's 3rd, and proceed thus:—
2. Q. Kt. to B's 3rd.

3. P. to Q’s 4th. 3. P. takes P,
4. Kt, takes P, 4. P, to K's 4th.
5. K. Kt. to B’s 3rd. 5. K. Kt. to B’s 3rd.

282
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{Taking his Kt. would perhaps be imprudent, from its drawing his side
Pawns to the centre, but 5. K. Kt. to Q. Kt.’s 3rd would prevent his
B. taking the customary station at Q. B’s 4th, and would cramp his
game a little.)

6, K. B. to Q’s 3rd. 6. B. to Q. B’s 4th.
And the game is even.
8. P to Q‘s 4th. 3. P. to Q's 4th.
4. P. takes Q. . 4. K. P, takes P.
5. P. t( Q. B's 4th. 5. P. takes Q. P.
Your can check with your B.. instead of throwing forward the
Q. B. P, and cqualise the game ; for instance,~—
5. B.to Q. Kt.’s 5th (ch.) 5. Q. Kt. to B's 3rd.
6. Q. B. to K’s 3rd. 6. P. tukes P,
7. K. Kt. takes P. 7. Q. B. to Q’s 2nd.
8. P. to Q. B's 4th, 8. P. takes P.
9. K. B. takes P. 9. K. B. checks.
10. Q. Kt. to B’ 3ra. 10. K. Kt. to K's 2nd.
11. Ca-tles, 11, B. takes Q. Kt.
12. P. takes B. 12. Castles.
The advantages are pretty equally balanced.
6. P. takes Q. P. 6. Q. takes P.
7. Q. takes P. 7. Q. takes Q.
8. Kt. wukes Q. 8. K. B. to Q. B’s 4th,
¢. Kt to Q. Kt.'s 3rd. 9. B. to Q. Kt.'s 3rd.
10. B. to Q. B's 4th. 10. K. Kt. to B's 3rd.
11. Cuastles. 11. Castles.
Equal game.
GAME THE THIRD.
WHITE. BLACK.
1. P. to K's 4th. 1. P. to Q. B's 4th,
2. P. to Q's 4th, 2. P. tukes P.
If be move 2. P. to K's 3rd, youcan play the P. on to Q's 5th.
3. Q. takes P. 3. Q. Kt. to B's 3rd

Instead of taking the P. you have a choice of two other moves,
viz., 3. K. Kt. to B's 3rd, or 3. K. B. to Q. B's 4th, which it
may be well to examine ; suppose then, in the first place,—

3. K. Kt. to B's 3rd. 3. P. to K’s 4th.

{He ean obtain a perfectly equnl game also by giving up the P., and playing
2. P. to K’s 3rd, and 4. P. to Q’s 4th, instead of bringing out his Kt.)
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4. B. to Q. B’s 4th, 4. K. Kt, to B’s 3ra.
{ The * Handbuch" suggests 4, K. B, to K’s 2nd, as Black’s best move.

5. K. Kt. to his 5th, 5. P. to Q’s 4th.
6. P. takes P. 6. P. to K. R’s 3rd.
7. Kt. to K. B’s 3rd. 7. Q. B. to K. Kt.’s 5th,
8. P. to K. R's 3rd. 8. Q. to her B's 2nd.
9. P. takes B. 9. Q. takes B.

10. Kt. takes K. P. 10. Q. tukes Q. P.

11. Castles. 11. B. to Q’s 3rd.

12. B. to K. B’s 4th. 12. Castles.

13. P. to Q. B's 4th. 13. Q. to K’s 5th

14. Q. to K. B’s 3rd. 14. Q. takes Q.

15. P. takes Q. 15. Q. Kt. to B’s 3rd.

16. Kt. takes Kt. 16. B. takes B.

The game is even, for White dare not takc the Q. P.

» This variation is taken from the *‘ Handbuch ;" the first 12 moves are
the opening of & game between Mr. Cochrane and the writer.

In the second place,—

* 3. B. to Q. B’s 4th. 3. P. to K's 4th.
4. P. to K. B’s 4th. 4. Q. Kt. to B’s 3rd.
5. K. Kt. to B’s 3rd. 5. K. Kt. to B’s 3rd.
6. Q. to K'’s 2nd. 6. B. to K’s 2nd.

(If you take the P., at move 6., with your Kt., he takes Kt. with Xt.
and then checks with his Q. at her R’s 4th, &ec.)

7. Castles, 7. P.to Q’s 3rd.
His position is preferable.
4. Q. to her sq. 4. K. Kt. to B's 3rd.

The “IHandbuch” proposes 4. P. to K. B's 4th for Black, fol.
lowing it out thus:—
4. P. to K. B’s 4th.

5. P. takes P, 5. K. Kt. to B’s 3rd.
(He can also check with his Q., and take the P.)

6. P. to K. Kt.’s 4th. 6. Q. checks.

7. Q. Kt. to B’s 3rd. 7. P. to K. R’s 4th,

(If you interpose the Q. B. P. instead of the Kt., he checks at K’s 4th, and
on your playing, for the best, Q. B. to K’s 3rd, he moves Q. to K’s
5th, &c.)

8. P. to K. Kt.’s 5th. 8. K. Kt. to K’s 5th,
9. Q. to her 3rd. 9, Kt. takes Q. Kt.
10. P. takes Kt. 10. P. to Q’s 3rd.
11, B. to K. R’s 3rd. 11. Kt. to K's 4th.
12 Q. to her 2nd. 12. Q. B. to Qs 2nd,

Black has the better game.



374 CHESS-PLAYER'S HANDBOOX,

5. Q. Kt. to B’s 3rd. 5. P. to K’'s 8rd.
6. Q. B. to K. Kt.’s 5th. 6. K. B. to K's 2nd.

The game appears to be equal.

GAME THE FOURTH.

WHITE. BLACK.
1. P. to K's 4th. 1. P. to Q. B's 4th,
2. P. to K. B's 4th. 2. P. to K's 3rd.

In reply to your advance of the K. B. P., he may also play
2. Q. Kt. to B's 3rd, as in the variation.

3. K. Kt. to B's 8rd. 3. P. to Q's 4th.
The * Handbuch” recommends for you 3. B. to K's 2nd, in
preference to bringing out the Kt.

4. P. to K's 5th. 4. Q. Kt. to B's 3rd.

You can take the P. instead of passing it, but the opening
will still be rather unfavourable for you. (e. g.)

4. P. takes Q. P. 4. P, takes P.

6. B. to K’s 2nd. 5. K. B. to Q’s 3rd.

6. P.to Q. B's 3rd. 6. Q. Kt. to B’s 3rd.

7. P. to Q’s 3rd. 7. Q. to her B's 2nd.

He has the better game.

5. P. to Q. B's 3rd. 5. P.to K. B's 3rd.
8. K. B. to Q's 3rd. 6. K. Kt. to R’s 3rd.
7. K. B. t0 Q. B's 2nd. 7. Q. to her Kt.’s 8rd.

Black has the advantage.

VARIATION,
Beginning at Black's 2nd move.
WHITE. BLACK.

1. P. to K’s 4th. 1. P. to Q. B’s 4th,
2. P.to K. B's 4th. 2. Q. Kt. to B's 3rd.
8. K. Kt. to B's 3rd. 3. P. to K's 3rd.

4. B. t0 K’s 2nd. 4. . to Q's 4th,

Your 4th rove is advised by the authors of the * Handbhuch.”
The usual play has been 4. P. to Q. B's 3rd, or as Philidor
proposes, 4. P. to Q's 4th. In the latter case, his hest reply
appears to be 4. P. to Q's 4th, and your position is inferior to
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his. If you play the former move, 4. P. to Q. B's 3rd, the
game is one of difficulty for both partics, but he acquires a
situation which is less assailable than yours, (e. g.)

4. P. to Q. B’s 3rd. 4. P. to Q’s 4th.
5. P. to K’s 5th. 5. P. to K. B's 3rd.
6. Q. Kt. to R’s 3rd. 6. K. Kt. to R’s 3rd.

(If you play 6. B. to Q’s 3rd, the position is the same as one we have
previously been looking at.)

7. Q. Kt. 10 Q. B’'s 2nd. 7. Q to her Kt.'s 3rd.
8. P. to Q’'s 4th. 8. Q. B. to Q’s 2nd.

Black will presently play his Q. R. to B’s sq., and castle afterwards,
having a good game.

5. P. to Q’s 3rd. 5. P. takes P.

This is the mode of play given in the * Handbuch,” from
whence these moves are taken, but I think Black’s best pohiey,
in similar situations, is not to exchange his men, but to de-
velope his game as rapidly as possible. 5. P. to K. Kt.’s 3rd,
followed by K. B. to K. Kt."s 2nd, would greatty strengthen
his game, by preventing the advance of your Pawns on the
King’s side, and by bringing his K. B. into commanding play.

6. P. takes I’ 6. Q. takes Q. (ch.)
7. B. takes Q. 7. K. Kt. to B's 3rd.
8. Q. Kt. to B's 3rd. 8. Q. B. to Q’s 2nd.
9. Q. B. to K's 3rd. 9. Castles.

The game is even.

GAME THE FIFTH.

WIHITE. BLACK.
1. P. to K's 4th. 1. P. to Q. B's 4th.
2, P. to Q. B's 4th. 2. P. to K’s 8rd.

I agrec in opinion with Major Jaenisch, that this rejoinder of
yours is objectionable. With two Pawns so cireumstanced your
chief Bishop is absolutely shut in, play him where you will;
and you can never advance the Q. P. to Qs 4th without your
centre being broken up, while the enemy's remains intact and
impregnable. Another disadvantage attending the present
position of your X. P. and Q. B. P., is the facility afforded
the adversary to post cither his Q. Kt. or K. B. in the very
heart of your encampment.
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3. K. Kt. to B's 8rd. 3. Q. Kt. to B's 8rd.
4. Q. Kt. to B's 3rd. 4, P. to K. Kt.'s 8rd
5. P. to Q's 3rd. 5. B. to K. Kt.’s 2nd,
6. B. to K's 2nd. 6. K. Kt. to I{’s 2nd.
I much prefer his game.
GAME THE SIXTH.

WHITE. BLACK.
1. P. to K's 4th. 1. P. to Q. B's 4th.
2. P. to Q. Kt.’s 4th. %. P. takes P.

This mode of attack, which Jaerisch calls *“ The Wing Gam.
bit,” is found in Sarratt; if properly opposed, the resclt ie
favourable to the second player.

Black may either take the offered P., as in the text, or
simply play 2. P. to Q. Kt.’s 3rd, with a safe game.

8. P. to Q’s 4th. 3. P. to Qs 4th.

He can also play 8. P. to K's 3rd, and frustrate all attack.
(e-9-)

3. P. to K’s 3rd.

4. P. to Q. R’s 3rd. 4. P.takes Q. R. P.

5. Q. B. takes P. 5. B. takes B.

6. Q. R, takes B. 6. Q. Kt. to B’s 3rd.

7. P. to K. B’s 4th. 7. P.to Qs 4th.

8. P. to K’s 5th. 8. K. Kt. to R’s 3rd.

9. K. Kt. to B’s 3rd. 9. Castles.
He has gained a clear Pawn, without any inferiority of position.
4. P. to K’s 5th. 4. Q. B. to K. B’s 4th,
5. P.to Q. R's 3rd. 5. P. tukes P.
6. Q. B. takes P. 6. Q. Kt. to B’s 3rd.

You have no equivalent for the lost Pawn,

GAME THE SEVENTH.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to Q's 4th.

The defence of Q. P. versus K. P., vr “ The Centre Counter
Gambit,” as Major Jaenisch terms it, is not often practised,
although it presents many features of interest; and if not
opposed with care and judgment, will frequently turn the
scale in favour of the second player.
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2. P. takes P. (best) 2. Q. takes P.

If instead of taking P. with P., you play 2. P. to K’s 5th, the
opening is shortly resolved into & position of the French
game which is not advantageous to the first player. Black,
in place of re-taking the P., may move 2. K. Kt. to B's 3«d.
(See Variation 1.)
3. Q. Kt. to B's 3rd 3. Q. to her sq. (best)

If you play 3. P. to Q’s 4th, he should answer with 3. P. to
K’s 4th, or Q. Kt. to B’s 3rd.

4. P. to Q's 4th. 4. Q. B. to K. B’s 4th.
5. K. Kt. to B’s 3rd. 5. P. to K’s 3rd.
6. K. B. to Q. B’s 4th.

You have a better opened game,

VAriaTioN L.,

Beginning at Black's 2nd move.

WHITE. BLACR.
1. P. to K’s 4th. 1. P. to Q's 4th.
2. P. takes P. 2. K. Kt. to B's 3rd.
3. B. to Q. Ku.’s 5th (ch.) 8. B. to Q’s 2nd.
4. K. B. to Q. B’s 4th. 4. P.to Q. Kt.’s 4th,

Instead of 4. P. to Q. Kt.’s 4th. Black might play as follows :~—
4. Q. B. to K. B’s 4th.

5. Q. Kt, to B’s 3rd. 5. P. to Q. B’s 3rd.
6. P. takes P. 6. Q. Kt. takes P.
7. P. to Q’s 3rd
Your game is preferable.
5. K. B. to Q. Kt.’s 3rd. 5. Q.B. to K. Kt.’s 5th

For the result of his playing 5. P. to Q. R's 4th, see Varia-
tion IL

6. P. to K. B's 8rd. 6. Q. B. to his sg.

At move 6. you might also play, as given in the * Chess.
Player’s Chronicle,” vol. viii. p. 44,—

6. K. Kt. to B’s 3rd. 6. Kt. takes P.
7. Q. Kt. to B's 3rd. 7. Kt. takes Kt.
8. K. Kt. to K’s 5th. 8. Q. to her 5th.

(If he take the Q. with either Piece, you mate him at once.)
9. Q. takee b 9. Q. takes Kt. (ch.)
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10. XK. to B's 8q. 10. P. to K. B’s 4th,
11, Q. to K. B’s 3rd. 11. K. Kt. to K’'s 5th.
12. P. to Q's 3rd.
And you have a fine game.
7. Q. to K’s 2nd. 7. P.to Q. R’s 3rd.
8. P. to Q. B’s 4th. 8. P. to Q. B's 3rd.
9. Q. P. takes P, 9. Q. Kt. takes P
10. Q. B. P. takes P. 10. Q. Kt. to Qs 5th.
11. Q. to K's 8rd. 11. Q. R. P. takes P.

ghe play 11. Q. B. to K's 3rd, you still reply with 12. Kt. te
’s 2nd.

12. Kt. to X’s 2nd. 12. Kt. takes Kt.

13. K. takes Kt. 13. Q. B. to Q. R’s 3rd.

14. K. R. to Qs sq. 14. P. to Q. Kt’s 5th
(dis. ch.)

15. P. to Q’s 3rd. 15. P. to K's 3xd.

16. P. to Q. R’s 3rd.
You have a good game, and a Pawn superiority.
Variariox II.,
Beginning at Black's 5th move.

WHITE. BLACK.

1. P. to K’s 4th. 1. P. to Q's 4th.

2. P. takes P, 2. K. Kt. to B's 3rd.
8. B. to Q. Kt.’s 5th (ch.) 3. B. to Q's 2nd.

4. B. to Q. B’s 4th. 4. P. to Q. Kt.’s 4th
5. B. to Q. Kt.’s 3rd. 5. P.to Q. R's 4th

6. P. to Q. R’s 3rd. 6. Q. B.to K. Kt.’s 5th
7. P. to K. B's 3rd. 7. B. to his sq.

8. Q. Kt. to B's 3rd. 8. Q. B.to Q. R's 3rd
9. P. to Q’s 8rd 9. P. to Q. Kt.’s 5th

If he move 9. Q. Kt. to Q's 2nd, White answers with
10. Q. B. to K’s 3rd.

10. Q. R. P. takes P. 10. Q. R. P, takes P.

11. Q. Kt. to R’s 4th, 11. Q. B.t0 Q.Kt.’s 2nd.

12. Q. B. to Q’s 2nd.

Black’s position is inferior.*

* For an interesting analysis of this opening, see the Berlin * Schach-

zeitung’’ for September, 1846,
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GAME THE EIGHTH.

Tre Fiaxcaerro.
WHITE. BLACK.

1. P. to X's 4th. 1. P. to Q. Kt.’s 3rd.
Black’s present move, which the Italians call “ Il Fianchetto
di Donna,” although disapproved of by the earlier writers,
may be made by the second player without harm, if followed
speedily by P. to K's 3rd, and P. to Q. B's 4th. It is not,
however, so advisablec a mode of opening the game for the
first player as the more customary moves, from its being
essentially defensive.

2. P. to Q’s 4th. 2. Q.B. to Q. Kt.'s 2nd.

8. K. B. to Qs 3rd. 3. P. to K's 3rd.

For the consequences of his now playing 3. P. to K. Xt.’s 3rd,
followed by 4. K. B. to K. Kt.'s 2nd, sce the variation. He
may, however, but without advantage, move 3. P. to K. B's
4th, instead of the move in the text. (e. g.)

3. P. to K. B’s 4th.

4. P. takes P. 4. B. takes K. Kt. P.
5. Q. to K. R’s 5th (ch.) 5. P. to K. Kt.'s 3rd.
6. P. takes P. 6. B. to K. Kt.’s 2nd.

(If 6. K. Kt. to B’s 3rd, you mate him in two moves.)

7. P. takes P. (dis. ch.) 7. K. to B’s sq,
8. P.takes Kt., becoming 8. K. tukes Q.

2 Q. (ch.)
9. Q. to K. Kt.’s 4th, 9. B. takes R.
10. P. to K. R’s 4th. 10. P, to K’s 3rd.

11. P. to K. R’s 5th.
You have a better game than he has.

4. P. to K. B’s 4th. 4. P. to Q's 4th,
If he play 4. P. to K. B’s 4th, you answer with 5. Q. to X's
2nd, and soon obtain an advantage.
5. P. to K's 5th. 5. P. to Q. B's 4th,
6. P. to Q. B’s 3rd. 6. K. Kt. to K. R's 8rda
The game appears to be equal.
VARIATION,
Beginning at Black's 3rd move.

WHITE. BLACK.
1. P to K’s 4th. 1. P. to Q. Kt.’s 3rd.
2. P. to Q’s 4th. 2. B. to Q. Kt.’s 2nd.
8. B. to Qs 8rd. 8. P. to K. Kt.’s 8rd.
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4. P. to K. B's 4th. 4. R. to K. Kt.’s 2ud,
5. K. Kt. to B's 3rd. 5. P. to Q’s 3rd.

If be play 5. P. to K’s 3rd, then Jaenisch proceeds thus:—
5. P.to K3 3rd.

6. P. to Q. B"s 3rd. 6. P. to Q. B’s 4th,
7. Q. B. to K’s 3rd. 7. P.to Q’s 3rd.

8. Q. Kt. to Q’s 2nd. 8. K. Kt. to K’s 2nd,
9. Castles

‘With a good game,
6. Q. B. to X'’s 3rd. 6. Q. Kt. to Q’s 2nd.
7. P. to Q. B's 4th. 7. P. to K's 8rd.
8. Q. Kt. to B's 3rd. 8. K. Kt. to K’s 2nd.

9. Q. to K's 2nd. 9. Castles.
10. Castles on Q's side. 10. P. to K. B's 4th.
11. K. Kt. to his 5th. 11. P. takes K. P.
12. B. takes P. 12. B. takes B.

18. Q. Kt. takes B.
You have the better game.

GAME THE NINTH.
WHITE. BLACK.
1. P. to Q's 4th, 1. P. to K. B’s 4th.

This is a very common defence to the openings on the Queen’s
side, yet, if propcrly taken advantage of, the premature
advance of his K. B. P. may cause Black a good deal of subse-
quent embarrassment. It is found in Stein’s * Nouvel Essai
sur le Jeu des Echecs,” (1789). (For 1. P. to Q. B’s 4th, sce
the next game.)

2. P. to Q. B's 4th. 2. K. Kt. to B’s 3rd.

You might also play 2. P. to K's 4th, or 2, . to K. R’s 3rd,
as in Variations I. and IL

If Black, at his 2nd move, play 2. P. to K’s 8rd, the game
i3 likely to proceed as follows:—

2. P. to K's 3rd.
3. P. to Q. R's 3rd. 3. K. Kt. to B’s 3rd.
4. Q. Kt. to B’s 3rd, 4. B. to K’s 2nd.
5. P. to K. B’s 3rd. 5. P. to Q's 4th,
6. P. takes P. 6. P. takes P.
7. Q. B. to K, B’s 4th, 7. Castles,
Even game.

. Q. Kt. to B's 3rd. 3. P.to Q’s 3rd.
Q. B. to K. B's 4th. 4. P.t0 Q. B's 3rd.
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3. P. to K's 3rd. 5. Q. to her B's 2nd.
6. K. Kt. to B's 3rd. 6. K. Kt. to K. R’s 4th,
7. Q. B. 1o K. Kt.’s 5th. 7. P. to K. R’s 3rd.
8. B. to K. R's 4th. 8. P. to K. Kt.’s 4th.
9. K. Kt. to Q’s 2nd. 9. K. Kt. to B’s 8rd.
10. B. to K. Kt.’s 3rd. 10. P. to K’s 4th.

Equal game.

Variarion 1.,

Beginning ar White's 2nd move,
WIIITE. BLACK.

1. P. wc Q's 4th, 1. P. to K. B’s 4th.
2. P. to K’s 4th, 2. P. takes P.

Your present move first oceurred in a game between Mr.
Horwitz and the writer, and scems to be a recommendable
mode of carrying on the attack.

1f Black refuse to take the P., you can take P. with P., and
then play K. B. to Qs 3rd.

3. Q. Kt. to B's 8rd. 3. K. Kt. to B’s 8rd.

If he advance the Q. P. to Q’s 4th, you check with the Q.,
and then take the Q. P.

4. Q. B. to K. Kt.'s 5th. 4. P. to Q. B's 3rd.
5. B. takes Kit. 5. K. P. takes B.
6. Q. Kt. takes K. P. 6. P. to Q's 4th.

7. Q. Kt. to K. Kt.’s 8rd. 7. B. to Q's 3rd.

8. B. to Q's 3rd. 8. Cuastles.

I prefer your position.
Variarion II.,
Beginning at White's 2nd move,

WHITE. BLACK.
1. P. to Q's 4th. 1. P. to K. B’s 4th.
2. P. to K. R's 3rd. 2. K. Kt. to B’s 8rd.
3. P. to K. Kt.’s 4th. 3. P. to Q's 4th (best)

If he take the K. Xt. P., you will have the better game. (e.g.)
3. P. takes P.

4. P. takes P. 4. Kt. takes P.

5. P. to K’s 4th. 5. P, to Q's 3rd.

6. B. to K’s 2nd. 6. P. to K. R’s 4th.

7. Q. B. to K. Kt.’s 5th. 7. P. to K. Kt.”s 3rd.
You have the advantage.
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4. P. to K. Kt.’s 5th 4. XK. Kt. to X’s 5th.
5. P. to K. R's 4th. 5. P. to Q. B's 4th,
6. P. to Q. B's 3rd. 6. P. to K’s 3rd.
7. K. Kt. to B's 3rd. 7. Q. Kt. to B’s 3rd.
8. Q. B. to K. B’s 4th 8. K. B. to Q's 3rd.
9. B. takes B 9. Q. takes B.
Even game.
GAME THE TENTH.
WHITE. BLACK.
1. P. to Q's 4th. 1. P. to Q. B’s 4th.

Black now adopts & move which is given in Ben-Oni,* and
which occurs in two of the games between M. St. Amant and
the writer.

2. P. to Q’s 5th. 2. P. to K’s 4th.

Your move of 2. P. to Q's 5th, yiclds you an immediate
advantage in position, while taking the £. would only result
in an even game.

Instead of 2. P. to K’s 4th, Black may play 2. P. to K. B's
4th, as in Ben-Oni, upon which the following moves will pro-
bably occur :-—

2. P. to K. B’s 4th.

3. Q. Kt. to B’s 3rd. 3. P. to Q’s 3rd.

4. P. to K’s 4th, 4, K. B. P. takes P.

5. Kt. takes P. 5. P. to K’s 4th.

6. B. to K. Kt.’s 5th. 6. Q. to her R’s 4th (ch.)

[It he interpose either B. or Kt., you have a fine game. (e. g.)
6. Kt. or B. to K’s 2nd.

7. K. B, checks. . Q. Kt. or B. to Q’s 2nd (best)

8. Kt. takes Q. P. (ch.), &c]

7. P. t0 Q. B’s 3rd. 7. Q. B. to K. B’s 4th,

8. Kt. to K. Kt.’s 3rd. 8. B. to K. Kt.’s 3rd.

9. B. to Q’s 3rd. 9. B. takes B.

10. Q. takes B.

You have much the better game.

. P. to Q. B’s 4th. 3. P. to K. B’s 4th.
Q Kt. to B's 3rd. 4. P. to Q’s 3rd.

You have the advantage.

% 4 Ben.Oni, oder die vertherdigungen die Gambit-zuge im Schache,
0., vou Aaron Reinganum,” Fiankfort, 1825,
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CaaprEr III.

GAME THE FIRST,
WHITE. BLACK,
1. P. to X. B’s 4th. 1. P. to Q's 4th.

This way of opening may be ventured without much danger,
and unless it 13 properly met, will give your adversary some
trouble ; it is not, however, so advantagcous for the first player
as 1. P, to K's 4th,

Black’s best reply appears to be the move in the text, but he
may play 1. P. to K. B's 4th also, and equalize the game. (e. g.)

1. P. to K. B’s 4th.

2. K. Kt. to B’s 3rd. 2. K. Kt. to B’s 3rd.
3. P. to Q's 4th. 3. P. to Q’s 4th.
Even game.
2. K. Kt. to B’s 3rd. 2. Q.B.to K. Kt.’s 5th

He may also play 2. P. to Q. B’s 4th, and thc game then
proceeds as follow :—
2. P. to Q. B’s 4th.
3. P. to K’s 3rd, 3. Q. Kt. to B’s 3nd.
4. K. B. to Q. Kt.’s 5th. 4. P. to Q. R’s 3rd.

If he play 4. B. to Q’s 2nd, you may castle.
y Y

5. B. takes Kt. (ch.) 5. P. takes B.

6. Castles. 6. P. to K’s 3rd.

7. P. to Q. B's 4th, 7. K. Kt. to R’s 3rd.
8. Q. to K’s 2nd. 8. K. B. to Q’s 3rd.
9. Q. Kt. to B’s 3rd. 9. Q. to K’s 2nd.

10. P. to Q. Kt.’s 3rd. 10. P. to K. B’s 3rd.

11. P. to Q’s 3rd. 11. Castles.
12. P. to K's 4th. 12. P. tukes K. P,
13. Q. P. takes P. 13. P. to K’s 4th,

14. P. to K. B’s 5th.
You have the advantage.
The above are the opening moves of a game played by the
writer many ycars ago aguinst the leading amateurs of Bristol,

3. K. Kt. to K’s 5th. 3. B. to K. B’s 4th.
4. P. to K. Kt.’s 4th. 4. P. to K’s 3rd.

Your third move is thus given by the “ Handbuch,” and in
Lewis, but I think the attack is ncedlessly hazardous, and
that 4. P. to Q's 3rd, or 4. P. to Q B's 4th, would be more
to the purpose.

5. P, to K. Kt.’s 5th. 5 P. to K. B's 3nd.



384 CHESS-PLAYER'S HANDBOOK,

6. Kt. to K. B's 3rd. 6. P. takes P.

7. Kt. takes P. 7. K. B. to K's 2ud.
8. P. to K. R's 4th. 8. P. to K. R's 8rd.

9. Kt. to K. B's drd. 9. Q. B.to K. Kt.'s5th,

Black has the better game, owing to your premature sttack a¢
the 4th move.

GAME THE SECOND.

WHITE. BLACK.
1. P. to Q. B's 4th. 1. P. to Q. B's 4th.

This is an opening which may be adopted with perfeet secu-
rity, either by the first or second player.

The move recommended by modern authors for Black's
reply is 1. P. to K’s 4th, and we have then of course the
same position as if Black had commenced the game with
1. P. to K's 4th, and you had replied with 1. P. to Q. B's 4th,
with this difference, that in the present instance you have the
advantage of the move, a circumstance which scems to have
eseaped the notice of some writers, since, with a strange
inconsistency, they carry on the game from this position, and

decide it in favour of the defending player, who is a move
behind ; while in the ¢ Sicilian Game,” 1. ;:—:%%:,:‘M* when

the position is reversed, and you have Black’s position, and
in eddition the advantage of the move, you can barely make
an even game. For the cffect of his defcndm«r with 1. P. to
K’s 4th, sce the variation.

2. P. to K. B's 4th. 2. P. to K. B's 4th.
These moves arc extracted from the * Handbuch.”  Jacnisch
gives for your second 2. P. to K's 4th, pursuing the game as
follows :—

2. P. to K’s 4th. 2. P. to K’s 4th.
(I prefer 2. P. to K’s 3rd for your 2nd move.)
3. P. to Q’s 3rd. 3. P.to @’s 3rd.
4. P. to K. B’s 4th. 4. K. Kt. to B’s 3rd.
5. K. Kt. to B’s 3rd. 5. Q. Kt. to B’s 3rd.
The game is even.
3. P.to Qs 8rd 3. K. Kt. to B’s 3nd.

4. Q. Xt. to B's 3rd. 4. P.to Q's 3rd.
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5 P. to K's 4th. 5. Q. Kt. to B’s 8.
6. K. Kt. to B’s 8rd. 6. P. to K’s 4th.
7. B. to Q's 2nd. 7. Q. to K's 2nd.
8. P. to Q. R's 3rd. 8. P. to K. Kt.’s 3rd.
9. P. to K. Kt.’s 8rd. 9. K. B. to Kt.’s 2ud.
10. Q. Kt. to Q’s 5th. 10. Kt. takes Kt.

11. Q. B. P. takes Kt, 11. Q. Kt. to Q's 5th.
12. Kt. takes Kt. 12, Q. B. P. takes Kt
Equa. game.

VARIATION,

Beginning at Black's 1st move.

WHITE. BLACK.

1. P. to Q. B's 4th.
2. Q. Kt. to B's 3rd.
3. P. to K's 3rd.

1. P. to K’s 4th.
2. P. to K. B's 4th.
3. K. Kt. to B’s 3rd.

The “ Handbueh” and Lewis give you 3. P. to Q's dth,

following it thus,—

3. P. to Q’s 4th. 3. P. to K’s 5th.
1. P. to Q’s 5th. 4. P. to Q. B’s 3rd.
5. P, to Q’s 6th. 5. Q. to K, B’s 3rd.
6. P. to Q. B’s 5th. 6. P. to Q. Kt.’s 3rd.
7. P. takes P, 7. Q. R. P. takes P,
8. @. Kt. to R’s 4th. 8. B. takes Q. P.
9. Kt. takes P. 9. B. checks.
10. B. to Q’s 2nd. 10. Q. takes Q. Kt. P.
11. Kt. takes Q. R. 11. B. takes B. (ch.)
12. Q. takes B. 12, Q. takes R. (ch.)

13. Q. to Q’s sq.

13. Q. takes Q. R. P.

Black has the better game by far.

4, P. to Q’s 4th.
5. K. Kt. to R’s 3rd.

4. P. to K’'s 5th.,

You have the advantage in position.

For additional examples of this fine opening, sce the Illus-
trative Gaines at the end of the Chapter.

2c¢
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GAMES

ILLUSTRATIVE OF THE PRECEDING ANALYSES.
(From the Chess-Player’s Chronicle.)

GaMe I.—In a match between the Paris and Westminster
Chess Clubs.

wiHiTe, (Westminster.)
1. P. to K’s 4th.
2. P. to Q's 4th.
3. P. takes P.
4. K. Kt. to B’s 3rd.
5. K. B. to Q’s 3rd.
6. Q. to K’s 2nd (ch.)*
7. P. takes P.
8. Q. B. to K’s 3rd.
9. K. B. to Q. Kt.’s 5th,
10. Kt. to Q’s 4th,
11. B. takes Kt.}
12. P. to Q. B’s 3rd.
13. P. takes B.
14. Q. to her 3rd.
15. Castles.
16. Q. to her Kt.’s 3rd.
17. P. takes Q.
18. K. takes B.
19. P. takes P.
20. P. takes Kt.
21. Kt to @’s 2nd.
22. P. to K. Kt.’s 4th.
23. R.takes Q. R P.
24. P. to Q. Kt.’s 5th.
25. P. to Q. Kt.’s 6th.
26. P, to Q. Kt.’s 7th.
27. R. to Q. R’s 8th.

BLACK. (Paris.)
1. P. to K’s 3rd.
2. P. to Q’s 4th.
3. P. takes P.
4. K. Kt. to B’s 3rd.
5. P. to Q. B’s 4th.
6. K. B. to K’s 2nd.
7. Castles.
8. K. R. to K’s sq.
9. Q. Kt. to B’s 3rd.
10. B. takes P.
11. P. tukes B.
12. B. takes Kt.
13. P. to Q. B’s 4th.
14. Q. to her Kt.’s 3rd.
15. Q. B. to R’s 31d.
16. Q. takes Q.
17. B. takes R.
18. Kt. to his 5th.
19. Kt. takes B.
20. K. R. takes P.
21. Q. R. to K's sq.
22. K. R. to Q’s 6th.
23. R. takes Kt.
24, K. R. takes Q. Kt. P,
25. P. to Q’s 5th.
26. P. to Q's Gth.
27. K. to B’s sq.

And White surrendered.

GaMe II.—Bcetween Messrs. Szen and Boncourt.

waITE. (Mr. 8.)
1. P. to K's 4th.
2. P. to Q's 4th.
3. P. takes P.

Brack. (M.B.)
1. P. to K’s 3rd.
2. P. to Q's 4th.
3. P. takes P,

* This move was the primary cause of all White's subsequent diffi-

culties.

1 If they bad taken Kt. with Kt., Black would have plaved Q. to

her Kt.’s 3rd.
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4. P. to Q. B’s ith,
5. Q. Kt. to B’s 3rd,
6. P. to Q. R’s 3rd.
7. P. takes B.

8. Q to her Kt.’s 3rd.
9. K. B. to Q’s 3rd.
10. K. Kt. to K’s 2nd.

11. K. B. takes P,

12. K. B. to Q’s 3rd.
13. Q. to her B’s 2nd.
14. Castles.

15. Kt. to K. B’s 4th,
16. Kt. tnkes B,

17. Q. B. to K. B’s 4th.
18. K. R. to K’s sq.
19, P. to Q. R’s 4th.
20. Q. B. takes K. Kt.
21. R. takes R. (ch.)
22, P. takes P,

23. R. takes P.

24. B. to his sq.

25. Q. to her 2nd.

26. Q. to her 3rd.

27. Q. R. to his 3rd.
28. Q. to K. B’s 3rd.
29. Q. to her 3rd.

30. . to Q’s 5th.

31. Q. takes Q. (ch.)
32. P. to K. Kt.’s 3rd.

4.

5.

6.

7.

8.

9.
10.
11.
12,
13,
14.
15.
16.
17.
18.
19.
20.
21,
22.
23.
24.
25.
26.
27.
28.
29.
30.
31.
32.

Black wins.

887

K. Kt. to B’s 3rd.
K. B. to Q. Kt.’s 5th.
B. takes Kt. (ch.}
Kt. to K’s 5th.

P. to Q. B’s 3rd.
Castley.

P. takes P.

P. to Q. Kt.’s 4tt.
Q. B. to K. 87’s 4th.
R. to K’s sq.

B. to K. Kt.’s 3rd,
K. Kt. to Q’s 3rd.
K. R. P. takes Kt.
Q. Kt. to R’s 3rd.
Q. to Q’s 2nd.

Q. Kt. to B’s 2nd.
Q. takes B.

R. takes R.

P. takes P.

R. to K’s €th (ch.)
Q. to her B’s 3rd.
R. to Q. Kt.’s 8th.
R. to Q. B’s 8th.
Kt. to Q’s 4th.

P, to K. B’s 3rd.
Kt. to K. B’s bth,
Q. takes Q. P.

Kt. takes Q.

Kt. tukes Q. B. P.

Game III.—Between MM. St. Amant and Kieseritzky.

warte. (M. K.)
1. P. to K’s 4th.
2. P.to K. B’s 4th.*
3. P. takes P.
. P.to Q’s 4th.
. P. takes P.t
. K. B. checks.
7. Q. to K’s 2nd (ch.)
8. K. K¢, to B's 3rd.
9. Q. B. to K’s 3rd.
10. Q. B. takes B.

[~ R LN

BLACK.
. P.to K’s 3rd.

-
SOENZL B w0

(M. St. A.)

P. to Q’s 4th.
takes P.

. to Q. B’s 4th.
K. B. takes P.

Q. Kt. to B's 3rd.
K. Kt. to K’s 2nd.
Q
Q

o

. B. to K. Kt.”s 5th.,
. to her Kt.’s 3rd.
Q. takes Q. B.

* This is not so good a reply as P. to Q’s 4th.
t+ P. to Q. B’s 4th, or K. Kt. to B’s 3rd, is better, because tho
Present move brings the adverse B. into puwerful play.

209
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11. Q. Kt. to B’s 3rd.
12. Castles on Q's side.
13. B. to Q’s 3rd.*

14. P. to K. R’s 3rd.
15. P. to K. Kt.’s 4th.
16. Q. takes B.

17. Q. to her 4th.

18. P. to Q. R’s 3rd.
19. Q. to her 3rd.

20. K. R. to K’s 8q.
21. Kt. to Q’s 4th,

22, Kt. to Q. Kt.’s 3rd.
23. Kt. to K's 2nd.

24, P. takes P,

25. Q. to Q. B’s 3rd.
26. Q. to Q. Kt.’s 4th.+
27. Q. to Q. R’s 4th,

CHESS-PLAYER'S HANDBOOX.

11. Castles on K's sile.
12. Q. R. to Q's sq,
13. K. to R's sq.

14. B. to K. B’s 4th.
15. B. takes B.

16. Kt to Q. Kt.’s 5tl.
17. Q. to R’s 4th.

18. Q. Kt. to B’s 3rd.
19. P. to Q. R’s 3rd.
20. P. to Q. Kt.’s 4th.
21. P. to Q. Kt.’s 5th.
22. Q. to B’s 2nd.

23. P. takes P.

24. Kt. to Q. R's 4th.
25. Kt. to Q. B’s 5th.
26. R. to Q. Kt.’s sq.
27. K. R. to Q. B's sq,

28. P. to K. B's 5th. 28. Q. to K’s 4th.}
The game was prolonged for many moves, but finally won by Black.

GamMeE IV.—Between Mc Donnell and La Bourdonnais.
wHiTE. (McD.) BLack. (La B.)

1. P. to K’s 4th. 1. P. to Q. B’s 4th.
2. K. Kt. to B’s 3rd. 2. Q. Kt. to B’s 3rd.
3. P. to Q’s 4th. 3. P. takes P.
4. Kt. takes P. 4. Kt. takes Kt.§
5. Q. takes Kt. 5. P. to K’s 3rd.
6. K. B. to Q. B’s 4th. 6. K. Kt. to K’s 2nd.
7. Q. Kt. to B's 3rd. 7. Kt. to Q. B’s 3rd.
8. Q. to her sq. 8. K. B. to Q. B’s 4th,
9. Castles. 9. Castles.
10. K. to R’s sq. 10. P. to K. B’s 4th,
11, P. takes P, 11. R. takes P.
12. K. B. to Q’s 3rd. 12. R. to K. B’s sq.
13. Q. to K. R's 5th. 13. R. to K. B’s 4th.||
14. B. takes R. 14. P. takes B.
15. Q. takes B. P. 15. P. to Q’s 3rd.
16. Q. to her 5th (ch.) 16. K. to R’s sq.

* Threatening to take the K. R. P. (ch.), and if the K. took the B.
to check with the Kt. at his 5th.

+ Badly played, as it enables Black to strengthen his attack without
losing time.

b4 0verlookmg the obvious move of Kt. to Q. Kt.’s 3rd, which wins at
onee.

§ This s not so good as P, to K’s 4th,

{i He appears to have no better move,
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17. B. to K. Kt.’s 5th. 17. Q. to K. B’s sq.

18. Kt. to K’s 4th. 18. Kt. to Q. Kt.’s 5th.
19. Q. to her Kt.’s 3rd. 19. Q. B. to K. B’s 4th.
20. Q. R. to K’s sq. 20. Q. B. to Qs 2nd.

21. P. to Q. R’s 4th.
And White wins,

GamMze V.—Between Messrs. Cochrane and Staunton

wuIiTe. (Mr. C.) BLack. (Mr. 8,
1. P. to K’s 4th, 1. P, to Q. B’s 4th.
2. P. to @’s 4th, 2. P. takes P.
3. Q. takes P. 3. Q. Kt. to B’s 3rd.
4. Q. to her sq. 4. P. to K’s 4th.
5. K. B. to Q. B’s 4th. 5. K. Kt. to B’s 3rd.
6. K, Kt. to B's 3rd. 6. K. B. to Q. B’s 4th.*
7. Castles. 7. Castles.
8. Q. Kt. to B’s 3rd. 8. P. to K. R’s 3rd.
9. P, to Q. R’s 3rd.4 9. P.to Q. R’s 3rd.

10. K. B. to Q’s 5th, 10. P. to Q’s 3rd.

11. B. takes Kt. 11. P. takes B,

12. K. Kt. to K's sq. 12, Kt. to his 5th.

13. P. to K. R’s 3rd. 13. Kt. to K. B's 3rd.

14, K. to R’s sq. 14. Kt. to K. R’s 2nd.
15. K. Kt. to Q’s 3rd. 15. B. to Q. R’s 2nd.

16. P, to K. B’s 4th. 16. Q. to K. R’s 5th.

17. Q. to K. B’s 3rd. 17. P. to K. B’s 4th.

18. P. takes K. B. P. 18. Q. B. takes P,

19. P. to K. Kt.’s 4th. 19. Kt. to his 4th.

20. Q. to K. Kt.’s 2nd.} 20. Kt. takes K. R, P,
2]1. Q. to K. R’s 2nd. 21. Q. takes K. Kt. P. .
22. Q. to K. Kt.’s 2nd. 22. Q. to K. R’s 5th.

23. Q. to K. R’s 2nd. 23. P. to K’s 5th.

24. Kt. to K's sq. 24. K. B. to K. Kt.’s 8th.
25. R. takes B. 25. Kt. to B’s 7th (ch.)
26. K. to Kt.’s 2nd. 26. B. to K. R’s 6th (ch.}

And White resigned.

* Had he taken the K. P., White would have taken the K. B. P. wit:
his B., checking, and then played Q. to her 5th.

+ With the intention of advancing the Q. Kt. P. and removing the
adverse Kt. from the support of the K. P.

1 If White had ventured to take the Kt., Black would have played the
Q. B. to K’s 5th, winning the Q.
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Gaxe VI.—Betveen the same players.
BLAcK. (Mr. 8.)

wmite. (Mr. C)
1. P. to K’s 4th.
2. P. to Q’s 4th.
3 K. Kt. to B’s 3rd.
4. K. B. to Q. B’s 4th.
5. K. Kt. to Kt.’s 5th.
6. P. takes P.
7. XK. Kt. to B’s 3ed.
8. P.to K. R’s 3rd.
9, P. takes B.
10. Kt. takes K. P,
11. Castles.
12. B. to K. B’s 4th.
13. R. to K’s sq.*
14. P. to Q. B’s 4th.
15. B. to Q’s 2nd.
16. Kt. to Q’s 3rd.
17. B. takes R.
18. Q. to K. B’s 3rd.
19, B. to Q’s 2nd.
20. P. to K. Kt.’s 5th.
21. B. takes P.
22, B. to K. B’s 4th.
23. Kt. tukes B.
24. K. to R’s 2nd.

21.
22,
23.
24.

PPPPNEOPELOR

P, to Q. B’s 4th.
P. takes P.
P. to K’s 4th.

. K. Kt. to B’s 3rd-

P. to @’s 4th.

. P. to K. R’s 3rd.

Q. B. to K. Kt.’s 5th.

. Q. to her B’s 2nd.
. Q. takes B.

Q. takes Q. P,
RB. to @’s 3rd.

. Castles.

. to K's sq.

. to her R’s 4th,

to her B’s 2nd.

. tukes R. (ch.)
takes P.

Kt. to B’s 3rd.

to K’s sq.

takes P.

Kt. to Q. Kt.’s 5th.¢
takes B.

to her B’s 8th {(ch.)
takes Q. Kt. P.

White abandoned the game.

GaME VII.—Between Messrs. Horwitz and Staunton.

wHiTE, (Mr. H.)

. P. to K’s 4th.

. X. B. to Q. B’s 4th.

. Kt. to B’s 3rd.

. to K. B’s 4th.

. to Q. R’s 4th.
Kt. to B’s 3rd.

wo
o

2

3.
4.
5.
6.

mw

1.
2.
3.
4.
5.
6.

BLACK. {(Mr. 8.)
P. to Q. B’s 4th.
P. to K’s 3rd.
Q. Kt. to B’s 3rd.
P. to Q. R’s 3rd.
P. to K. Kt.’s 3rd.
K. B. to K. Kt.’s 2nd,

® P to Q. B's 4th would, perhaps, have been better play.

¢ Black might also have secured the game thus :—

21. Q. takes Kt.

22. R. to K’s 8th (ch.)
23. B. to K. R’s 7th (ch.}
24. R. takes Q.

Locking up White’s remaming Pieces, and winning easils.

22. Q. takes Q.

23. Q. to K. B’s sq.

24. K. takes B.
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7. Castles. 7. K. Kt. to R’s 3rd.

8. P. to Q’s 3rd. 8. P. to K. B's 4th.

9. Q. to K's sq. 9. Castles.*
10. Q. B. to K's 3rd. 10. P. to Q. Kt."s 3rd.
11. P. to K. R’s 3rd. 11. Q. Kt. to K's 2nd.+
12, P. to K’s 5th. 12. Q. B. to Kt.’s 2nd.
13. P. to Q's 4th. 13. P. takes P.
14. Kt. takes P, 14. Q. to her B’s 2nd.
15. P. to Q. Kt.’s 3rd. 15. Q. Kt. to B’s 3rd.
16. Q. to K. B’s 2nd. 16. Q. R. to Q. Kt.’s sq.3
17. Q. R. to Qs 5q.§ 17. Kt. tskes Kt.

18. B. takes Kt. 18. B. to Q. B’z sq.{f

19. Q. to K’s 2nd. 19. Q. to her Kt.’s 2nd.§
20. B. to K. B’s 2nd.** 20. Kt. to K. B’s 2nd.
21. R. to Q’s 3rd. 21. K. R. to K’s sq.
22. K. R. to Q’s 8q. 22, B. to K. R’s 3rd. 1}
23. P. to K. Kt.’s 3rd. 23. K. B. to his sq.
24. K. to R’s 2nd. 24. Q. to B's 3rd. 11
25. Q. R. to Q’s 2nd. 25. B. to Q. Kt.’s 5th,

* This game is opened with remarkable care and praden e on both
sides.

1+ Threatening to win a Piece shortly, by advancing the Q. P. two
squares.

1 Imperative, for preserving the Kt. P.

§ He might have gained three Pawns for a Piece by taking the K. P.
with his Kt.

II The only move to save the P., for Q. to her B’s 3rd would have been
unavailing.

4 Black is driven to this abject defence for a time to preserve his Pawns.

** Well played. To understand the merit of this move, the stndent
should observe that during the whole of the attack and defence ou the
Q’s side, Black has been looking for that moment to throw forward his
Q. P., when White, by taking it en passant, would expose an unprotected
Piece to the range of the Black K. B. Hitherto White has very cleverly
thwarted him, and effectually prevented his advancing the P. beneficially;
but now, having his Q. R. bearing on the file, he changes his tactics, and
seemingly affords his adversary the very opportunity desired; since if
Black at this point plays on his Q. P., White cannot take it in passing
without losing his Kt. Upon looking into the position, however, it will
be seen that if Black throws forward his Q. P., White, instead of taking it
en passant, would simply take it with his Kt.; and if the Kt. were taken,
would win the adverse Queen by the check of the Bishop.

1+ An important move, far better than playing the Bishop to his squara
at once, because it compels his adversary to make a move in some degree
prejudicial to his game.

¥t Black has now an irresistible position. He threatens to gain a
Pi%ce by pushing on the Q. K¢t P., and also to play his B. to Q. Kt.
end,
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26. B. to Q’s 4th. 26. B. takes Kt.

27. B. takes B. 27. P. to Q. Kt.'s 4th,
28. R. to Q’s 6th.* 28, Kt. tukes R.

29. P. takes Kt. 29. B. to Q. Kt.’s 2nd.t
30. P. takes P. 30. P. takes P.

31. K. B. takes P. 31. Q. takes Q. B.

32. B. takes P. 32. B. to K. B’s 6th.
33. R. to Q’s 3rd. 33. B. tzkes Q.

34. R. takes Q. 34. K. R. to Q's sq.
35, B. takes P. {ch.) 35. K. to B’s sq.

36. P. to Q’s 7th. 36. B. to Q. Kt.’s 4th.
37. P. to K. R’s 4th. 37. B. takes P.

38. B. to Q. B’s 4th. 38. B. to Q. Kt.’s 4th.
39. B. takes B. 39. R. takes B.

40. K. to R’s 3rd. 40. P. to K. R’s 4th.
41. R. to Q. B’s 6th. 41. K. to Kt.’s 2nd.
42. R. to B’s 7th (ch.) 42. K. to R’s 3rd.

43. R. to Q. B’s 4th. 43. K. R. to Q’s 8th.
44. P. to Q. Kt.'s 4th. 44. Q. R. to Q's 4th.
45. K. to Kt.’s 2nd. 45. Q. R. to Q’s 7th (ch.)
46. K. to B’s 3rd. 46. Q. R. to Q’s 5th.
47. R. to Q. B’s 8th. 47. Q. R. takes P.

48. K. to his 3rd. 48. K. R. to Q’s 5th.

And after a few more moves, White surrendered.

Gaxe VIII.—Between the same playcrs.
waite. (Mr. H.) BLACK. (Mr. S.)

1. P. to K’s 4th. 1. P. to Q. B's 4th.
2. P, to K. B’s 4th. 2. P. to K’s 3rd.
8. K. Kt. to B’s 3rd. 3. Q. Kt. to B’s 3rd.
4. P. to Q. B’s 4th. 4. P.to Q’s 3rd.
5. K. B. to K’s 2nd. 5. K. Kt. to K’s 2nd.
6. Castles. 6. K. Kt. to his 3rd.
7. P. to Q's 3rd. 7. K. B. to K’s 2nd.
8, Q. Kt. to B’s 3rd. 8. B. to K. B’s 3rd.
9. Q. to K's sq. 9. P.to Q. R’s 3rd, '
10. K. to R’s sq. 10. Castles.
1]. Q. B. to K’s 3rd. 11, Q. R. to Kt."'s 8q.
12. P. to Q. R’s 4th. 12. Kt. to Q's 5th.
13. K. B. to Q’s sq. 13. Q. B. to Q's 2nd.3

* The ingenuity of desperation; he sacrifices *the exchange,’”” for
the purpose, if possible, of playing his Q. to K’s 5th.
+ He would evidently have lost the game by taking the Bishop. The
resent move not only gives White no time to plant his Q. at the K’s 5th,
gut prevents another very dangerous move, viz., R. to Q’s 5th.
$ It would, perhaps, have been prudent to return the Kt. to Q. B's
Srd.
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14. Q. B. takes Kt. 14. P. takes B.

15. Q. Kt. to K’'s 2ud. 15. P. to Q. K¢t.’s 4th.
16. Q. B. P. takes P. 16. P. takes P.

17. P. to Q. R’s 5th. 17. P. to K’s 4th.¥

18. P. to K. B’s 5th, 18. Kt. to K’s 2nd.

19. P. to K. Kt.’s 4th. 19. Kt. to Q. B’s 3rd.
20. K. R. to Kt.’s sq. 20. B. to K, Kt.’s 4th.
21. B. to Q. Kt.’s 3rd.} 21. B. to K's 6th.

22, K. R. to Kt.’s 2nd. 22. Q. R. to his sq.

23. P. to Q R’s 6th. 23. Kt. to Q. Kt.’s sq.
24. P. to K. Kt.’s 5th, 24. K. to R’s 5q.

25. Q. to K. R’s 4th, 25. Q. R. takes P.

26. Q. R.to K. B’ssq § 26. Kt. to Q. B’s 3rd.
27. K. R. to Kt.’s 3rd, 27. Kt. to Q. Kt.’s 5th,
28. B. takes K. B. P.j| 28. K. R. takes B.

29. Q. to K. R’s 5th, 29. Q. to K. Kt.’s sq.§
30. Kt. to R’s 4th. 30. P. to Q’s 4th.*¥*
31. R. to K. R’s 3rd. 31. P. to K. Kt.’s 3rd.+¢
32. Q. to Kt.’s 4th, 32. Kt. takes Q. P.

33. Q. to Kt.’s 2nd. 33. Q. P. takes P,

34. Kt. takes P. (ch.)it 34. R. takes Kt.

35. P. tekes R. 35. R. takes R. (ch.)
36. Q. takes R. 36. Kt. to B's 7th (ch.)§§

* Black’s necessity to sustain the doubled Pawn gave White an oppor-
tunity of opening a powerful attack on the King’s side.

t Very well played.

1 A little examination will show that this was indispensable,

§ White plays here with becoming care and foresight. He knew well
the importance of getting his K. R. to Kt.’s 3rd, with the object of
afterwards placing it behind the Q. on the R’s file, and he saw the diffi-
culty of accomplishing it while Black’s B. could be played to K. B’s
7th, a move effectually barred by the Q. R. being stationed at XK. B’s sq.

| This is an error. 'White forgot that on pushing forward his Kt. P
as he meditated, Black could exchange Queens. His best move, we
believe, was P. to K. B’s 6th, from which many beautiful variations
spring. He might also have played K. R. to his 3rd, and in either casc
would have had an irresistible attack.

€ Played with the conviction that White, overlooking the Q. R. in
reserve, would dash at a mate with his Kt.

** This may be called * The game move.”” By bringing the banished
Rook into operation at the proper moment, Black completely paralyses his
opponent’s attack.

1+ Leaving White nothing but to retreat.

$1 He would obviously have lost his Q. had he taken the doubled P.
with her.

5§ We have here one of those positions, whers the young player,
flushed with success, is too apt to suffer a victory within his reach t3
clude him.  Niue out of ten inexperienced amateurs wonld now snatch at
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37. Q. takes Kt.
38. R. takes P. (ch.)
39. P, takes Q.

40. K. to Kt.’s 2nd.
41. K. to B's 3rd.
42. K. to Kt.’s 4th.

37. B. takes Q.

38. Q. takes R.

39. K. takes P.

40, P. to K’s 6th.

41. B. to Q. B’s 3rd [eh-j
42, P. to Q’s 6th.

White resigns.

Gavx IX.—Between the same players.

waitE. (Mr. H.)
1. P. to K's 4th.

BLACK. (Mr. 8.}
1. P. to Q. B’s 4th,

2. P. to Q. B’s 4th. 2. P. to K’s 3rd.
3. P.to K. B's 4th, 3. P. to Q’s 3rd.
4. K. Kt. to B’s 3rd. 4. K. Kt. to R’s 3rd.
5. K. B. to K’s 2nd. 5. P. to K. Kt.'s 3rd.
6. P. to K. R's 3rd. 6. P. to K. B’s 4th.
7. P. to K’s 5th, 7. Q. Kt. to Q. B’s 3~d,
8. P. takes P. 8. B. takes P.
9. P. to Q’s 3rd. 9. Q. to B's 2nd.
10. Q. to her 2nd. 10. Castles.
11, Castles. 11. K. Kt. to B’s 2nd.
12. Q. Kt. to B's 3rd. 12. P. to Q. R’s 3rd.
13. K. to R’s sq. 13. Q. R. to Kt.’s sq.
14. P. to Q. Kt.’s 3rd. 14. P. to Q. Kt.’s 4th.*
15. P. takes P. 15. P. takes P,
16. P. to Q’s 4th. 16. Q. Kt. to R’s 2nd.t
17. P. takes P. 17. B. takes Q. B. P.
18. Q. B. to Kt.’s 2nd. 18. K. R. to Q’s sq.
19. Q. to B’s 2nd.} 19. B. to K’s 6th.§
20. P. to Q. Kt.’s 4th. 20. Q. B. to Kt.’s 2nd.}|

the R., conceiving the check with the Kt. sheer loss of time; and would
be astounded to learn that they had lost the game by their impetuosity.
Let us suppose Black to have played in this manner :—
36. B. takes R.
37. Q. to B’s 6th (ch.) 37. Q. to Kt.”s 2nd,
38. Q. to her 8th (ch.) 38. Q. to Kt.’s sq.
39. P.to K. Kt.’s 7th (ch.) 39. K. must take P.
40. Q. to K. B’s 6th.
Mate ! !
* This move was not sufficiently considered. B. to Q’s 2nd would
have been better play.
4 By taking the Q. P. he would have !ost two Pawns for one.
1 If properly taken advantage of, this move should have lost the game.
§ With the intention of winning the kt. by playing the P. to Q. Kt.’s
5k,
{| It would have been better vlay to take the K, B. P., we think.
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21. Q. to Kt.'s 3rd. 21. Q. takes K. B. P.
22, Q. takes K. P. 22, K. R. to K’s sq.
23. Q. to K. B’s 6th.* 23. Q. to K. R’s 3rd.
24. Kt. takes Q. Kt. P. 24. B. takes K. Kt.+
25. R. takes B. 25. B. to K. Kt.’s 4th.
26. Q. to her B’s 3rd. 26. Kt. takes Kt.

27. B. takes Kt. 27. R. takes B.}

28. P. to Q. R’s 4th, 28. Q. R. to K’s 4th.
29. P. to Q. Kt.’s 5th. 29, B. to Q’s 7th.

30. Q. to her B’s 6th. 30. Q. R. to K’s 3rd.
31. Q. to B’s 4th. 31. B. to Q. R’s 4th.
32. B. to Q. B’s 3rd. 32. R. to K’s 5th.

33. Q. to her B’s 5th. 33. B. takes B.

34. Q. takes B. 34. Kt. to K’s 4th.

35. Q. to Kt.’s 3rd (ch.) 35. K. to Kt.’s 2nd.
36. Q. to Kt.’s 2nd. 36. Q. to K. R’s 5th,
37. P. to Q. R’s 5th. 37. K. to R’s 3rd.

38. K. R. to B’s sq. 38. Kt. to K. Kt.’s 5th.
39. Q. to her 2nd (ch.) 39. K. to R’s 4th.

40. K. to Kt.’s 8q.§ 40. Kt. to K’s 6th.

41. K. R. to Q. Kt.’s sq. 41. Kt. to Q. B's 5th.||
42. Q. to K. B’s 2nd. 42. Q. to K. Kt.’s 4th.
43. P. to Q. R’s 6th. 43. R. to K’s 7th.

44. Q. to B’s 3rd (ch.) 44. X. to R’s 3rd.

45. P. to Q. R’s 7th. 45, Kt. to Q. Kt.’s 3rd.
46. P.to Q. R’s 8th (becoming a Q.} 46. Kt. takes Q.

47. R, takes Kt. 47. Q. takes K. Kt. P. (ch.’
48. Q. takes Q. 48. R. takes Q. (ch.)
49. K. takes R. 49. R. takes R.

50. K. to B’s 3rd. 50. K. to Kt.’s 4th.
51. K. to his 3rd. 51. K. to R’s 5th.

* Threatening to win at least a Piece by playing Q. Kt. to Q’s 5th
next move,

+ If he had taken the Q. Kt., White would have won the game by
moving K. B. to Q. B's 4th.

} Black has now the advantage of a Kt. for a P., quite sufficient, with
ordinary care, to win the game.

§ Intending to take the Kt. (checking) next move.

|| Instead of this move he should have taken the K. Kt. P. with his
Kt., and then he must have won easily. (e. g.)

41. Kt. takes K. Kt. P.
42. Q. takes Kt., or (A.) 42. Q. R. to K's 6th.
And White cannot save the game.

(a)
42. Q. to her sq. (ch.) 42. R. to K’s 7th, &c.

White has many ways of playing besides the two given, but none which
can prevens the ultimate loss of the game.



. P. to Q. Kt.’s 6th.
53. P. to Kt.’s 7th.
K. to B's 3rd.
.85, K. to Kt.’s 2nd.
56, P. takes P.
57. R. to Kt.’s 5th.
58. K. to B’s 2nd.
59, R. to Q. Kt.’s sq.
60. K, to Kt.’s 3rd.
61. R. to Kt.’s 4th.
62. R. takes P.

52.
53.
54.
55.
56,
57.
58.
59.
60.
61.

Drawn game,
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P. to K. Kt.’s 4th.
R. to Q. Kt.’s sy,
P. to K. R’s 4th.

K. to Kt.’s 4th.
K. to B’s 4th.
K. to his 4th.

Game X.—Between V, H. der Laza and Mr. H. of Berlin.
Brack. (V. H.d. L.)

waitE. (Mr. H.)
1. P. to K’s 4th,
. P. takes P.

K. B. checks.
B. to Q. B’s 4th.
B. to Q. Kt.’s 3rd
P. to K. B’s 3rd.
Q. Kt. to B’s 3rd.*
Q. Kt. to K’s 4th.
B, takes Kt.
K.
K.
Q.

PENG w0

Kt. to K’s 2nd.
Kt. to B’s 4th.
Kt. to K. Kt.’s 3rd.
13. K. Kt. to K’s 2nd.
14. P. to Q's 4th,

15. K. Kt. takes Q. P.
16. Q. takes B.

17. Q. B. to K. B’s 4th.}
18. Q. to her 3rd.

19. K. to B’s 2nd.

20. B. to K’z 3rd.§

21. Q. takes R.

22. Q. takes Q.

23, P. takes P,

24, K. R. to Q’s sq.

25. K. R. to Q’s 2nd,

. P.to Q’s 4th.
. K. Kt. to B’s 3rd.

B. to Q’s 2nd.

. P. to Q. Kt.’s 4th.
. B. to K. Kt.’s 5th.
. B. to his own sq.

P. to Q. Kt.’s 5th.

. Kt. takes P.

. Q. takes B.

. P. to K. B’s 4th.

. Q. to her Kt.’s 4th.

. P.to K’s 4th.

. K. B. to Q. B’s 4th.{
. P. takes P.

. B. takes Kt.

. Castles,

. Q. Kt. to B’s 3rd.

. K. R. to K’s sq. (ch.)
. Q. to Kt.’s 3rd (ch.)

. R. takes B.

. P, to K. B’s 5th.

. P. takes Kt. (ch.)

. Q. R. P. takes Q.

24,
25.

B. to K. B’s 4th.
K. to B’s 2nd.

* Instead of this move, he ought to have played Q. to K’s 2nd,

4 By this move, White is deprived of the power to castle.

% He has perhaps no better move in his present bad position.

§ To avoid the shutting up of his K. R., he is obliged to sacrifice two

minor Pieces for a R. and P.
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26. P. .0 K. Kt.’s 4th. 26. B. to K's 3rd.

27. P.to Q. R’s 3rd. 27. P. takes P,

28. P. takes P. 28. Kt. to K's 4th,

29. K. to Kt.’s 3rd. 29, P. to K. R’s 3rd.

30. K. to R’s 4th. 30. Q. R. to his 5th.

31. K. R. to K’s 2nd. 31. Kt. takes K. Kt. P.
32. P, takes Kt. 32. R. takes P. (ch.}

33. K. to R’s 5th. 33. R. to Kt.’s 4th (ch.
34. K. to R's 4th. 34. R. to Kt.’s 5th (ch.)®

Drawn game.

GaME XI.—Between the same players.

waHIte. (Mr. IL) BLack. (V. H.d. L))
1. P. to K’s 4th. 1. P. to Q's 4th.

2. P. takes P. 2. K. Kt. to B’s 3rd.+
3. B. cherks.} 3. B. to Q’s 2nd.

4. B. to Q. B’s 4th. 4. P. to Q. Kt.'s 4th.
5. B. to Q. Kt.’s 3rd. 5. B. to K. Kt.”s 5th.§
6. P. to K. B’s 3rd. 6. B. to his own sq.

7. Q. to K’s 2nd. || 7. P. to Q. R’s 3rd.

8. P. to Q. B’s 4th.§ 8. P. to Q. B’s 3rd.

9. Q. Kt. to B’s 3rd.** 9. P. takes Q. P.

10. P. takes Q. P.+t 10. B. to Q. Kt.’s 2ud.

* Here Black proffered to make the game drawn, remarking that he
might perhaps win by venturing R. to K. B’s 5th.

4 It is with this move the Centre Gambit begins : if, instead of playing
the Kt., the first player takes the P. with his Q., he is obliged by Q. Kt.
to B’s 3rd, to retreat his Q., which is followed by Q. P. two; snd his
opponent has the superior game,

1 1t may be remarked here, that if the first player wishes to avoid the
complicated manceuvres of this Gambit, and prefers giving up the gained
P., which will probably be the case in actual games, he should play for
his 3rd move Q. P. two; and, when the Kt. takes the gambit P. bring
K. Kt. to B’s 3rd.

§ Black might play P. to Q. R’s 4th (and White must answer with
P.to Q. R’s 3rd), then Q. B. to K. Kt.’s 5th, then Q. B. to his own sq.,
and afterwards B. to Q. R’s 3rd, by which he acquires another position,
presenting new difficulties for the defence of the gambit P., which are not
esily got over.

i This is better than the move of the Kt. in the last game.

€ Better than P. to Q. R’s 4th, as in the first of these games

** He might also take Q. B. P. with Q. P.

f+ If Q. B. P. takes Q. Kt. P., Black plays—

10. P. to Q's 5th,
{1. Q. Kt. to K's 4th, 11. P. to @’s 6th.
12. Kt. takes Kt. (ch.) 12. K. Kt. P. takes K¢
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11. Q. to K’s 5th.*

12. Q. to her 4th.

13. Q. to K's 3rd.%

14, Kt. to Q. R's 4th.
15, P.to Q’s 6th.§

16. P. to Q. R’s 3rd.{|
17. Q. R. P. takes P.**
18. Q. to her B's 3rd.+t
19. P. to Q’s 4th.1t

20. B. takes Kt.

21. K. Kt. to K’s 2nd.
22, K. Kt. to K. B’s 4th.
23. K. to B’s 2nd.

24. P. to K. Kt.’s 4th.
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11. Q. Kt. to Qs 2ud,
12. Q. to her Kt.’s 3rl.¢
13. P. to Q. Kt.’s 5th.
14. Q. to her R’s 4th.
15. Q. B. to his 3rd.

16. P. to K's 3rd.§

17. Q. takes P.

18. Q. takes P.

19. K. Kt. to Q’s 4th.
20. Q. takes B.

21. B. to Q. Kt.’s 4th.§$
22. Q. to K. B’s 4th.
23. K. B. to Q’s 3rd.
24. Q. to K. B’s 3rd.

25. Q. to K’s 3rd. i} 25. Castles on K’s side.
26. P. to K. R’s 4th. 4 26. P. to K's 4th.

27. K. Kt. to R’s 5th, 27. Q. to K. Kt.’s 3rd,
28, Q. to K’s 4th. 28. P. to K. B’s 4th.
29. Q. to her 5th (ch.) 29. K. to R’s sq.

30. P. to K. Kt '« 5th, 30. P. to K. B's 5th.,

13. Q. to K’s 4th, 13. Q. R. to Q. R’s 2ud.
14. K. B. to Q. B's 4th.  14. Q. R. to Q’s 2nd.
and White will not he able to rid himself of the P. at his Q’s 3rd, whisk
completely locks up his game.
* To defend the P. 1f he attempts to do so by Q. to her 3rd, Blak
plays K. P. one.
+ If Black replies with Q. Kt. to his 3rd, White may play Q. R. P. two.
1 White retires his Q., that if Black exchanges he may unite his P’s—
K. Kt. to K’s 2nd would, however, have been better, the P. at Q’s 5th
being no longer defensible.
§ The only way to preserve the P. for a move or two.
{i By this move the Kt., which appears to be lost, is indirectly but yet
securely defended.
€ If Black persevere in his endeavours to win a Piece by playing Q. R.
to Q. Kt.’s sq., White can answer with—
17. Q. R. P. takes P. 17. R. takes P.
18. Q. to Q. B's 3rd,
having a better position.
** ]t would be unsound to sacrifice the B. now by taking the K. P.
++ To drive Black to take the P. at Q’s 6th, by which the development
of his Pieces is somewhat retarded.
1t K. Kt. to K’s 2nd appears to be better.
§§ The best move—preventing White from castling.
Il The Q. is not well placed—Kt. to K. Kt.’s 2nd would have pro-
longed th= defence.
€9 He might also bave played Q. Kt. to B’s 3rd or K. R. to K's sq.1
but neither would have neen of much avail,
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31. K. R. to Q’s sq. 31. Q. takes Kt.

32. Q. takes K. B. 32. Q. takes K. R. P. (ch.)
33. K. to Kt.’s sq. 33. Q. takes P. (ch.)

34. K, to R's sq. 34. Q. to R's 5th (ch.)

35. K. to Kt.’s 2nd. 35. Q. to Kt.’s 6th (ch.)
36. K. to R’s sq. 36. K. R. to B's 4th.

And White loses the game.

Game XII.—Between Messrs. Iorwitz and Stauntor
whitTe. (Mr. 8.) BLack, (Mr. H.)

. P. to Q’s 4th. 1. P. to XK. B’s 4th.

. P. to K’s 4th.* 2. P, takes P.

. Q. Kt. to B’s 3rd. 3. K. Kt. to B’s 3rd.

. Q. B. to K. Xt.’s 5th. 4. P. to Q. B’s 3rd.

. B. takes Kt. 5. K. P. takes B.

. Kt. takes P. 6. P. to Q’s 4th,

. Kt. to K. Kt.’s 3rd. 7. B. to @Q’s 3rd.

. B. to Q’s 3rd. 8. Castles,

. K. Kt. to K’s 2nd. 9. P. to K. B’s 4th.

. P, to K, B’s 4th. 10. P. to Q. B’s 4th.
P. to Q. B’s 3rd. 11. P. takes P.

NN et i bt et ot ot b Ak ok ok
CORNY B OIND e DO 00NN U LI

. P. takes P. 12. B. to Q. Kt.’s 5th (ch.)
. K. to B’s 2nd. 13. Q. Kt. to B's 3rd.
. K. R. to K. B’s sq. 14. B. to Q. R’s 4th.+
. K. to Kt.”s sq. 15. B. to Q. Kt.’s 3ed.
. B. to Q. Kt.’s 5th.} 16. Q. to K. B’s 3rd.
. B. takes Kt. 17. P. takes B.
. R.to K. B’s 3rd.§ 18. P. to Q. B’s 4th. |}
. P. takes P. 19. B. takes P. (¢h.)
. K. to R's sq. 20. Q. B. to Kt.’s 2nd.
21. K. R. to Q. Kt.’s 3rd. 21. K. B. to Q. Kt.’s 3rd.§
22, P. to Q. R’s 4th. 22. P. 1o Q. R’s 4th **
23. Kt. takes K. B. P. 23. Q. takes Kt.
24. R. takes B, 24. B. to Q. R’s 3rd.
25. Kt. to K. Kt.’s 3rd. 25. Q. takes K. B. P.
26. Q. takes Q. P. (ch.) 26. K. to R’s sq.

* This strikes us as a novelty not to be found in * the books.”

t Preparatory to an attack on the Q. P. with B. and Q.

1 The only move apparently to save the Q. P.

§ Partly in anticipation of Black’s playing Q. B. to R’s 3rd.

li To get the advantage of a *‘ passed’”’ Pawn, and give free range
prosently to his Q. B
. ¥ Had he protected the Q. B. with either of his Rooks, White would
Aave won both Bishops for his Rook.

** By this mode of play Black loses a Pawn, but we doubt if he had any
other less disadvantageous to him.
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27. Q. tekes Q. R. P.* 27. Q. R. to Q. B's syt

28, Q. to K's 5q.1
29. Q. to K. Kt.’s sq.
30. P. to Q. R’s 5th.
31. P. to Q. R’s 6th.|
32. Q. R. to Q’s 5q-
33. Kt. to B’s sq.

34. R. takes B.

35. Kt. to K’s 3rd.
25. Kt. takes R.

37. P.to Q. R’s 7th.
38. R. to K'’s 6th.
39. Q. to K’s 3rd.

40. R. to K’s 8th (ch.)

41. Q. takes R. (ch.)

42. Q. to K’s 4th (ch.)

43. Q. to K’s 3rd.
44. P, to K. R’s 3rd.

22. K. R. to K’s sq.
29. B.to Qs 6th.§ |
50. B. to Q. B’s 5th,’
31. B. to Q’s 4th,

32. Q. to K’s 4th.

33. R.to Q. B’s 7th.
34. Q. takes R.

35. Q. to her 7th,

36. Q. takes Kt.

37. Q. to her B’s 2nd.
38. R. to Q. R’s sq.
39. P. to K. R’s 3rd.
40. R. takes R.

41. K. to R’s 2nd.

42. P. to K. Kt.’s 3rd.
43. Q. to her Kt.’s 2nd.
44. P. to K. R’s 4th.

45. P. to Q. Kt.’s 4th.
And White won the game.

GimE XIIT.—Played some years since, in a match by corres
pondence, between the leading players of Bristol and Mu.
Staunton.

wuire., (Mr. 8.) BrLAck. (Bristol.)
1. P. to K. B’s 4th. 1. F. to Q’s 4th.
2. K. Kt. to B’s 3rd. 2. P. to Q. B’s 4th,
3. P. to K’s 3rd. 3. Q. Kt. to B’s 3rd.
4. K. B. to Q. Kt.’s 5th. 4. P. to Q. R's 3rd.
5. B. takes Kt. (ch.) 5. P. takes B.

6. Castles. 6. P. to K’s 3rd.

7. P.to Q. B’s 4th.§ 7. K. Kt. to R’s 3rd.
8. Q. to K’s 2nd. 8. X. B. to Q’s 3rd.
9. Q. Kt. to B’s 3rd. 9. Q. to K’s 2nd.

* This move involved so many remote contingencies, thet it required
some nerve and the nicest calculation to venture on it.

+ Ingeniously played.

% His onlv safe move,

§ Black’s game was to bring this B. to bear on the adverse K. Kt. P.;
ae would have saved time, therefore, by moving it at once to its 5th.

[t If White had played his R. to Q. Kt.’s 7th, with the view of winning
tie K. Kt. P., Black might have played R. to K’s 3rd, leaving the P. to
be taken, and then R. to K. R’s 3rd.

§ If Bluck take this P., their opponent obtains moge than an equive.
latit, as he separates their Pawns, and gains one of them immediately.
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10. P. to Q. Kt.’s 3rd.
11. P. to Q’s 3rd.¥

12. P. to K’s 4th.

13. Q. P. takes P.

14. P. to K. B’s 5th.t
15. K. Kt. to K. R’s 4th,
16. R. to B’s 3rd.

17. Q. B. to K’s 3rd.
15. @ R. to K. B’s sq.
19. R. to K. Kt.’s 3rd.
20. Q. to K. Kt.’s 4th.
21. K. Kt. to B’s 3rd.
22, K. Kt. takes Kt.§

P. to K. R's 4th.
P. takes P.
P. to K. Kt.’s 6th.
K. R. to his 3rd.
Q. to K’s 2nd.
Kt. to Q. R’s 4th.
Q. to her B’s 2nd.
P. to K. Kt.’s 4th.
B. takes P,
Kt. takes B. (ch.)
R. to Q’s 3rd.
Kt. takes R.

. to Q’s sq.
36. R. to Q’s 2nd.
37. Q. takes Q.
38. K. to B’s 2nd.
39. K. to his B’s 3rd.

23.
24,
25.
26.
27.
28.
29,
30.
31
32,
33.
3,
35. R.

401

10. P. to K. B’s 3rd.
14. Castles.

12. Q. P. takes X, P.
13. P. to K’s 4th.

i1, Kt. to B's 2nd.
15. Q. B. to Q's 2nd.
14, K. R. to Q’s sq.3
17. Q. B. to K’s sq.
18. K. Kt. to K. Kt.’s 4th
19. P. to K. R’s 3rd.
20. K. R. to Q’s 2nd.
21. K. to B’s gq.

22. K. R. P. takes Kt.
23. B. to K. B’s 2nd.
24, K. to his sq.

25. B. to K. Kt.”s sq.
26. K. to Q’s 5q.

27. K. to Q. B’s 2nd.
28. K. R. to Q’s sq.
29. K. to Q. Kt.’2 2nd.
30. Q. to Q. B’s 2nd.
31. B. tukes B.

32. K. to Q. B’s gq.
33. R. takes R.

34. Q. to her 3rd.

35. K. to B’s 2nd.

36. Q. to her 5th.

37. P. takes Q.

38. R. to Q's sq.

And wins.

* Better than moving the P. to Q’s 4th, as Black would then have

released the doubled Pawns.

+ Far more effective than taking the K. P.
1 Q. R. to Q’s sq. would, perhaps, have improved tneir game.
§ 1f White had attacked the Kt. with K. R. P., instead of taking it, he

would have lost his Queen.

END OF BOOK V,
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Cuarren 1.

King and Queen againat King.

King and Rook against King.

King and two Bishops against Kimg.

King, Bishop, and Knight against King.

King and two Knights against King.

King and Pawn—King, Bishop, and Pawn—and King, Knight, and
Pawn, against King,

Cuarten II.

Queen against a Knight or Bishop.
Queen against Rook.

Queen against Rook and Pawn.
Queen against two Bishops.

Queen against two Knights,
Queen agninst Knight and Bishop.
Queen against Queen and Pawn,
Queen against Pawn.

Cuarran III,

Rook against Bishop.

Rook against Knight.

Rook and Pawn against Bishop.
Rook against three minor Pieces,
Rook and Pawn against Rook.
Rook against one or more Pawns,
Rook against two Rooks.

Rook against Rook and Bishop,
Rook against Rook and Knight.

Cuarrir 1V,

Endings of games with Kings and Pawns only,
King and Pawn against King and Pawn.

King and two Pawns against King and Pawn,

King and two Pawns against King and two Pawns.
King and two Pawns against King and three Pawns,
King and Pawns against King and thres Pawus,

Caarrer V.

Chess Notation adopted in Germany and France.
Chess Problems



BOOK VI,
Endings of Gameg.

To play with correctness and skill the ends of games, is an important but
a very rare accomplishment, excent among the magnates of the game,
To the inexperienced player, a want of knowledge of the principles which
should govern the action of his forces when the field is comparatively
vacant, is a constant source of embarrassment and mortification. How
often, while he is exulting in a fancied victory, when in fact it seems
within his grasp, and he is dismissing the last uncertainty of its result,
do we see it snatched from him in a moment! The well-timed advance
of some unheeded Pawn—the perpetual and unavoidable check of the
sole remaining Piece of his opponent—or the still more tantalizing di-
lemma of a forced stalemate—will often reverse the fortunes of the day
or make the contest null. You should, therefore, make it an especial
point of study, to comprehend the various classes of ppsitions which most
frequently occur towards the terminating stages of the conflict. To
enable you to do so, we will now begin with the simpler class of check-
mates, consisting of the King alone against an adverse force of different
degrees, proceeding onward to the more difficult and complex situations
which arise, when both parties are left with nearly equal forces at the end.

Crarrer L.
KING AND QUEEN AGAINST KING.

Tais is one of the simplest of all checkmates., It is only necessary to
force the single King to the nearest side of the chess-board, and then
bringing up your own King, you mate in a very few moves. There is,
however, one danger to be guarded against, viz., that of stalemating your
adversary. The power of the Queen being so great, renders you very
liable to this error. Place your Pieces as in Diagram 1, and find how te
effect mate in two moves—observing the probability there is of your
giving stalemate.

KING AND ROOK AGAINST KING.

THis is also a very easy checkmate, though less 20 than the preceding one,

A little practice, bowever, will enable you readily to master it. 1In fact.

In the most favourable position for the single King, he cannot protrot
2p2
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mate beyond eighteen or nineteen moves. As before, he must be driven
to the side of the board, and then your King being placed in front of him,
with one square between, mate is given by a check from the Rook on the
same side line upon which the King stands. An example (see Diagram 2)
will make this quite plain.

WHITE. BLACK.
1. R. to K. R’s 7th, 1. K. to K. B's zq.
2. K. to K's 2nd. 2. K. to K. Kt."s sq.
3. R.to Q. R’s 7th, 3. K. to K. B’s sq.
4. K. to K’s 3rd. 4. K. to K's sq.
5. K. to K’s 4th, 5. K. to Q’s sq.
6. K. to Qs 5th, 6. K. to Q. B's sq.
7. K. to Qs Gth. 7. K. to Q. Kt.’s sq.
8. R. w0 K. R’s 7th.

8. R. to Q. B’s 7th is still better, but the present move exhibits the
7
prineiple more clearly.)
8. K. to Q. B’s sq.

9. R. to K. Kt.’s jth. 9. K. to Q. Kt.’s 8q.
10. K. to Q. B’s 6ith. 10. K. to R’s sq.
11. K. to Q. Kt."s 6th. 11. K. to Kt.'s 5q.

12, R. to K. Kt."s 8th (checkmate.)

L]
Diagram 1. Diagram 2.

WHITE. WHITE,

In the following situation {see Dgram 3). cxamine bow to give mate
In three moves.
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KING AND TWO BISHOPS AGAINST KING.*

Tur two Bishops also win, without much difficulty, agamnst the King
glono; but mn this case the King must be forced, not only to 4 sde of the
board, but into one of the corners, or, at any rate, mto a square adjoming
a corner one. The followmng example (see Diagram 4) will be a suthcient
Mustration :~—

WHITE. BI ACK.
1. K. B. to K. R’s 3rd. 1. K to Qs «q.
2. Q. B. to K. B’s 4th. 2. K to K’s 2nd.
3. X. to lus 2nd. 3. K. to K. B's 314,
4. K to K. B's 3rd. 4. K to K’s 2nd.
5. K. B. to K. B’s 5th. 5. K to K. B'’s 3rd.
6. K. to his Kt.’s 4th. 6. K. to his 2ud
7. K. to lus Kt.’s 5th, 7. K to Qs oy,
8. K. to his B’s 6th, 8. K. to K’ sq.
9. Q. B to Q. B’s 7th. 9. K. to B's «q.
10. K. B. to Q’s 7th. 10. K. to Kt s oq.
11. K. to his Kt.”s 6th. 11. K. to B’ «q.
12. Q. B. to Q’s 6th (ch.) 12. K. to Kt."s gq.
13. K. B. to K’s 6th (ch.) 13. K. to R’s sq.
14. Q. B. checkmates.
Diagiam 3 Diagram 4.
BLACK. HLACK.

¥ @ f/ 14

e & M/r [
¢ B

bad

WHITE.

WHITE.

Chess Chromdle vol i, p. 184,
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KING, BISHOP, AND KNIGHT AGAINST KING.*

Tsis is a much more difficult checkmate than any of the preceding ones,
and should you be left with suca a force at the termination of a game,
you would probably find it quite impossible to win within the stipulated
number of moves. This position merits a close examination. and you
will then see that in this case, the King must not only be driven into a
corner of the board, but into one of them which is commanded by your
Bishop.

‘You will observe in this position (see Diagram 5), that the Black King
is in the most unfavourable situation for you, since he occupies a corner
square which is not commanded by your Bishop.

WHITE. BLACK.

1. Kt. to K. B’s 7th (ch.) 1. K. to Kt.’s sq.

2. B. to K’s 4th. 2. K. to B sq.

3. B. to K. R’s 7th. 3. K. to his sq.

4. Kt. to K’s 5th, 4, K. to his B’s sq., or (A.)

6. Kt. to Q's 7th (ch.) 5. K. to his sq.

6. K. to his 6th. 6. K. to Q’s sq.

7. K. to Q’s 6th. 7. K. to bis sq. (best.)

8. B. to K. Kt.’s 6th (ch.) 8. K. to Q’s sq.

9. Kt. to Q. B’s 5th. 9. K. to Q. B's sq.
10. K. B. to his 7th. 10. K. to Q's sq.
11. Kt. o Q. Kt.’s 7th (ch.) 11. K. to Q. B’s sq.
12. X. to Q. B’s 6th. 12. K. to Q. Kt.’s sq.
13. XK. to Q. Kt.’s 6th. 13. X. to Q. B’s sq.
14. B. to X’s 6th (ch.) 14. K. to Q. Kt.’s 3q.
15. Kt. o Q. B’s 5th. 15. K. to Q. R’s sq.
16. B. to Q’s 7th. 16. K. to Q. Kt.’s sq.
17. Kt. to Q. R’s 6th (ch.) 17. K. to Q. R’s sq.
18. B. to Q. B’s fith (checkmate.)

(a)
4. K. to Q’s sq.

5. K. to his 6th. 5. K. to Q. B’s 2nd,

. 6. Kt. to Qs 7th, 6. K. to Q. B’s 3rd.

{This is his best move, to avoid the corner square; if, instead of this, he
play his K. to Q. Kt.’s 2nd, your best move is the B. to Q's 3rd, and
if he then play K. to Q. B’s 3rd, you can move your B. to Q. B's 4th,
and after his next move, B. to Q. Kt.’s 5th.)

7. B. to Q’s 3rd. 7. K. to Q. B’s 2nd (bost.)
8. B. to Q. Kt.’s 5th. 8. K. to Q’s sq.
9. Kt. to K’s 5th. 9. K. to B’s 2nd.

10. Kt. to Q. B’s 4th. 10. K. to Q's sq.

11. K. to Q’s 6th. 11. K. to Q. B’s 5q.

#® Chess Chronicle, vol. ii. p. 185
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12 Kt to Q R's 5th 12 X to Q'ssq

13 Kt to @ Kt.'s 7th (ch) 13 K 10 Q B’ssq.
14, K to Q B’s 6th. 14 K toKt'seq
15 Kt to Q@’s 6th 15 K to R's 2nd,
16 K to Q B's 7th, 16 K toR'ssq
17. B to Q@ B’s 4th 17 K to R's 2nd.
18 Kt to @ B’s 8th (ch) 18 K to R’ssq.

19 B to Q’s 5th (checkmate )

It not unfrequently happens, however, that when your opponent has a
1wn besides the King, checkmate can be given without the necessity of
duving him to the corner commanded by your Bishop, because you do not
then mcur the nsk of stalemating him  The following position, from the
¢ Palaméde,” (December, 1842, p. 288,) illustrates tlis (See Dia-
gram 6 )

Diagram 5 Diagram 6

BLACK., BLACK

Whate to move, and give mate 1n six moves

WHITE BLACK
1 B toQ Kt’s dth 1 K toQ R'snd
2 B toQ B's5th (ch) 2 K toR'ssq (best.)
3 K toQ Kt’s6th 3 P toQ Kt’shth
4 K toQ R'sé6th 4. P to @ Kt’s 6th.
5 B to Qs 6th. 5 P.to Q Kt’s 7th,
6 Kt. matcs.



408 CHESS-PLAYER'S HANDHOOKX,

KING AND TWO KNIGHTS AGAINST KING

TrE two Knigh's, with the as«stance of the King, cannot force cheex.
mate,, unless, mdeed, the adversary has a Pawn, which may sometimes
be made the means of effechng 1t with only a single Kmght, as will be
seen hereafter Many singular positions occur with the Knights, where
the adverse Pawns, or even Pieces, may be made to assist in crowdmg,
and finally m checkmating, ther own monarch, The following 1 an
sxample —

Diagram 7

White mates 10 s:x moves, thus —

WHITI BI ACK.

1. Kt from k s 31dto @ B’sdth 1 P toQ U's4th.

2 P toQ Kt’s4th 2 P takes P

8. K tolus 2nd 3 P toQ Kt'séth
4. K to hiegg 4 PtoQ Kt'slth
5. Kt to K’s 5th 5. P. Qucens.

6. Kt. to Q's 3rd (ckeckmate.)
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RING AND PAWN,—KING, BISHOP, AND PAWN,~AND
KING, KNIGHT, AND PAWN,—AGAINST KING

W aEN one Pawn only 1s left on the board supported by its King and the
sdverse King 18 either 'n front of the Pawn, or within such distance as to
be able to mtercept 1t, 1t becomes a pomt of gieat meety i some cases, to
calculate whether or not you have the power of Queening the Pawn and
therefore of winnmng the game This frequently depends upon your
gammng the opposition, which you cannot always do

In the annexed position (see Diagram 8) you have the opposition, and
if Black have to play you will win ~ Thus —

1 K tohissq
2 P to K’s 7th 2 K tob#2nd, .
3 K to B’s 7th, and
4 P Queens

But if you move first, the game 1s drawn  for if you play P to K’s 7th
(ch.), Black moves King to his square, and you must either abandon the
Pawn or give stalemate  You will find on tnal that any other mode of
play on your part will produce the same result —from which 1s deduced
this important gencral rule That if you can advincc the Pwwn to 1ts
7th sq , not gung check, you will win, but that it the Pawn checks at
this pont, you will only draw

Diagram 8 Diagrar 3

BLACK BLACK.

WHITE WHITE

In this postion (see Diagram 9) you wil win eithur with or withoat
the move, forif Black have to play, he 1s forced to allow vour Kmg to
be moved erther to B’s 7th or @’s 7th sq , and if you move vou gam the
opposition, by playmng K to B’s 6th or Q s 6th, and then P to K’s 6th.
it 18 evident that this would equally hold good if your Pawn were any
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number of squares less advanced; so that you invariably win, if you can
succeed in placing your King on the sixth square of the file occupied by
your Pawn, and in front of it; providing, of course, that ¢he single King
cannot attack the Pawn, 80 as to compel you to retreat in order to support
it. It is perhaps scarcely necessary to observe, that if the Pawn be upon
either of the Rooks’ files, these remarks will not apply—this contingency
will be considered hereafter.

Recurring to the last position (Diagram 9), place your King and Pawn
each one square further back, that is, King at his 5th, and Pawn at King’s
4th square. If now you have to move you win, by playing King to his
6th as before; but if Black play first he will draw the game. (e. g.)

WHITE. BLACK.
1. K. to his 2nd.
2. K. to K. B’s 5th. 2. K. to B's 2nd.
3. P. to K’s 5th. 3. K. to K’s 2nd.
4. P. to K’s 6th. 4. K. to K's sq.

It is obvious, that if instead he had moved K. to Q's or K. B’s sq., you
would have won, a8 in the first example.

5. K. to B’s 6th. 5. K. to B's sq.
And draws as before.

The student is recommended to devote a little time to the careful exa.
mination of the preceding positions and variations, with such others
arising out of them, as will readily suggest themselves; after which, be
will not find much difficulty in understanding the following one. (See
Diagram 10.)

This position was first given by Lolli, and has been subsequently
quoted by most of the later authors. An analysis of it will exhaust the

rincipal varieties of this branch of the subject. The winning of it for

hite, depends altogether upon his having the move or the contrary. In
the first place, suppose White plays first ;=

WHITE. BLACK,

1. K. to Q’s 2nd. 1. K. to his 2nd.
2. K. to his 3rd. 2. K. to his 3rd.
3. K. to his 4th. 3. K. to B’s 3rd.
4. K. to Q’s 5th. 4. K. th K’s 2nd,
5. K. to his 5th. 5. K. to B’s 2nd.

6. K. to Q’s 6th.

{f se play K. to B's 3rd, you advance P. to K's 4th, then to K's 5th,
and on his afterwards moving K. to his q., you gain the opposition,
as shown before.

6. K. to his #q., or to B's sg
7. K. 10 K’s 6th.

Aud then advances Pawn, winniug.
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Next, suppose Black has the move, and he will draw —

WHIIF BLACK

1 K toK's 2nd
2 K to @s2nd 2 K to s 3rd
3 K tohs3id 3 K to his 4th
4 K toQs3rd 4 K to Qs dth

5 PtoKsdid,ortoK’s4th(ch) 5 K to K’s 4th
And 1t 18 clear that, play as you may, you can only draw the game,

The only exception 1n all the foregomng cases 18 to be found, as as
already been remarked when the Pawn 15 upon erther of the Rooks’ files.
In these instances, Black will invanably draw the game when his King
can be placed on any part of the file n front of the Pawn, 1t bemng quite
mmmaterial 1t what distance the adverse King and Pawn may be  Even,
as 1n the next example which 15 to be found 1 Ponzam the player of the
mngle King will draw the game, if he have not the move, aganst two
Pawns i a somewhat similar position  For White being to move he can
only play K to Rs 8th, to which Black must reply by K to B’s sq ,
and f White then advance B s Pawn, 1t will be taken, or »f he play
R’s Pawn Black returns K. to B’s 2nd, and s adversary 1s stalemated.
(See Ihagram 11)

Diagram 19, Diagram 11

BLALK BLACK

Two untted Pawns, with ther King, always win agamnst Kng alone.
Another advantage m having two Pawns thus smituated 13, that they can
always mamntain themselves until the arrival of the Kimg to their support,
for should one be taken, the other will advance to Queen In the next
pomtion (see Diagram 12), White wins by advancmg K to Kt's 5th,
then Queening Rook’s Pawn, and upon that bemng taken, playing K to
R’s 6th, or B’s 6th, having the opposition It 18 curious, however, that
f White had a Bishop 1 place of a Pawn, at lus R’s 7th sq , he could onrv
dyuw the game, for he could not drive the adverse King trom the corner,
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and should he sacrifice the Bishop at Kt.’s 8th, he could not alerwards gain
the opposition.

Of course, in all ordinary cases, a Pawn, with the support of one of the
minor Pieces in addition to the King, must win with ease. Besides the
case just mentioned, however, there are one or two important exceptions
to this rule,—an acquaintance with which will sometimes enable you to
save an otherwise desperate game. Of these, the one of most consequence
has reference to the Bishop, and may be thus expressed : That if you are
left with a Pawn on the Rooks’ file, and a Bishop which does not command
the 8th square of that file, or, in other words, the square on which your
Pawn should go to Queen, you will not be able to win, unless the adverse
King can be prevented from getting before the Pawn.

Diagram 12. Diagram 13.

In this position (see Diagram 13), Black having to play, the game. you
will find, cen only be drawn. Thus:—

WHITE. BLACK.
1. K. to his 2nd.

(If he play the King to his sq., you can win.)
2. B. to Q. B’s 4th, or (A.) 2. K. to B’s 3rd.
And play as you may, the game is drawn.

(A)
1. K. to his 2nd.
2. P. to K. R’s 6th. 2. K. to B’s 2nd.

And draws the game.

The peculiarity of this latter variation is, that if Black, after the P.is
moved, play K. to B’s 3rd, you win by B. to K. R’s 5th.
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Wea muy conclude this Chapte- with two ingenious pos tions from tha
excellent German Treatise <o nften referred to already, sce Book II,
page 11,) m which a single King draws the game agmnst Kmght and
Pawn

Diagram 14 Diagrum 15.

BLACK BI ACK

The first of these positions (Diagram 14) strikingly exemplifies an
mportant peculianty of the Kmght, viz , that he can never ¢ up a move.
White would now win 1f Black had to move, put having lumself to play,
the cise 15 diffurcnt  for i oider to force away the Black King, the
Kuight must be ablc to occupy one of the squares commandmg Kirg's
Bishop s squue, or King’s Bishop’s 2nd squarc, not giving check, which,
(since the moves required by a Kmght to reach a given powe cnnot be
altered from an even to an odd number) you will find he can never do
Suppose,—

WHITL BLACK
1 Kt to @'s 6th 1 K to Bs7th
2 Kt to K’s 4th (ch) 2 K to Bs8th
3 Kt to Q's 2nd (ch) 3 K to B’s7th
&e , &e

Diagram 15 Here also 1t 1s clear that White cannot win, for the
Kmght cannot command the Rook’s 8th square without l¢wirg the Pawn
to be taken, znd spould the King atteiapt to support ., you mevitably
give stalemate.
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Caarrer II.

EnpiNes of games in which there are Pieces or Pawns ou hnth sides, are
of course much more difficult and complicated in thewr nature than sach
as have yet been examined. In many cases, indeed, the 1ariations are
too numerous to admit of complete demonstration, whil<t in others, the
result continually changes according to the different vt~ of the board

which the same Pieces may occupy. All that we can attopt here, there-
fore, is to mention the principal instances, in which the 1..ue is determi-
nate and fixed; and to give as accurate an approaimation s possible in

those that remain. We need only premise further, that the reader will
find a careful study of these peculiar endings of the greatest advantage, not
only as regards his acquaintance with the positions actually given, many of
which in play may never occur, but still more partienluly as to his
general knowledge of the powers and range of the various Pieces, and of
the methods of most effectually combining and playing thewm.

QUEEN AGAINST A KNIGHT OR BISHOP.

(In all cases, each party is of course understood to have a King in
sddition to the Pieces named.)

The Queen wins easily against one of the minor Pieccs, except when
in such a position that the weaker party, by the sacrifice of the Piece,
may force a stalemate. As an example, see Diagram 16.

WHITE. BLACK.
1. Q. to her 4th (ch.) 1. K. to his 3rd.
2. K. to his 4th.

If he move the Kt. to Q. B’s 3rd, you should check with your Q. at
her 5th, and then take the Kt. ; but if he play—

2. Kt. to K. Kt.’s 3rd.

3. Q. to her Kt.’s 6th (ch.) 3. K. to B’s 2nd.

4. K. to B’s 5th. 4. Kt. to K's 2nd (ch.)
5. K. to Kt.’s 5th. 5. Kt. to Q’s 4th.

6. Q. to her 6th. 6. Kt. to K’s 2nd.

7. Q. to K. B’s Gth (ch.) 7. K. to his sp.

8. Q. to X’s 6th. 8. K, to Qs sp,

9. K. to B’s 6th. 9. Kt. 10 Q. B’s sp,

10. Q to Q. B’s 6th.
And you must win the Kt.

Whenever the Knight is at a distance from the King, you may generally
win it in a few moves by a divergent check, or by attacking and confining
the Knight; but you must always be careful to prevent your King and
Queen being attacked at the same time by the adverse Kmght; and tc
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avord positions m which Black may draw by giving up lis Knight, as in
the following (see Diagram 17), where Black having to move, can make
& drawn game,
Diagram 16. Dhagram 17.
BI ACK. BLACK.

'z, 577

 hed
b
7

j
5
74
g

WHITE, WHITE
In the same manner, the Queen easily wins agamst a Bishop

QUEEN AGAINST ROOK.

Hxerz also, as in the last case, the Queen wins in all general positions, the
exceptions bemng of the same nature as before, viz , being founded on the
possibility of making a stalemate,—an mstance of which has been given m
the Introduction (see page 33)

Philidor gives this position (see Diogram 18), and the method of play-
ngit. Black being already in check, he plays —

WHITE BI ACK.
1. K to Kt '’s 6th.
2. K. to Q’s 6th. 2.R toQ B’s7m

Should Black play 2 R. to B’s 5th, White’s reply 1s 3. Q. to K's sq.
and then to advance his kg )

3 K to Qs 5th.
(To check would be a loss of time *
3 K. to Kt's 7th,

4 K. to Q's ath 4. K. to R's 8th

(Invitog Whate to take the Rook, and thus give stalemate.)

5. K. to Q’s 3rd. 5. R to Kt’s 7th.

6. Q to K. R’s 4th (ch.) 6 K. to Kt ’s 8th, or (A.)

7 K. to B's 3rd. 7. R.10 K, R’s 7th,
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8. Q. 0 Xt.’s 5th (ch.} 8. K. to R’s 8th.

9. Q. to R’z 6th (ch, 9. K. to Kt.’s 8th,
0. Q. to Kt.’s 6th (ch.) 10. K. to R’s 7th.
11. Q. to R’s 7th (ch.) 11. K. to Kt.’s 8th.

12. Q. to Kt.'s 8th (ch.)
Then takes Roox, and wins

(A)

to Q. R’s 7th,
to Kt.’s 7th.
to R's 6th.

to R’s 5th.

6. R.
7. Q. to Q’s sq. (ch.) 7. K.
8. Q. to Q. B’s 2nd (ch. 8. K.
9. Q. to Q. B’s 3rd (ch 9. K.

10, K. to Q. B's 4th.

And wins,

Diagram 18.

With the exceptions already referied to, you can always force the single
King to a side of the board, and afterwards win the Rook, either by &
divergent check, or as m the last vanation. We give one other example
of the same kind (see Diagram 19), with the method of playing 1it.

WHITE. BLACK.

1. Q. to K. Kt.’s 4th.
If he play R. to K. R’s 2nd, White moves Q. to K. B’s 5th, and if ;
L. R. to Q. B’s 7th,

2. Q. to Q’s sq. (ch.) 2. R. to Q. B’s 8th.
3. Q. to Q. Kt.’s 3rd (ch.) 3. K. to R’s 8th.
4. Q. to Q. R’s 4th (ch.)

1€ instead you play K. %o his 2nd, Black moves R. to B’s 7th {(cb ), and

will draw tne game.
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5, K. to Q's 2nd. 5.
6. Q. to Q. Kt.’s 5th (ch.) 6. K.
7. Q. to Q. R's 6th (ch.) 7. K.
8. Q. to Q. R’s 5th. 8
y, K. to Q's 3rd. 9,
10 Q. to Q. Kt.’s 5th (ch.) 10.
11. @ to Q. R’s 4th (ch.) 1
12. K. to Q’s 2nd.
And wins.
Diagram 20,
BLACK,
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. K. to Kt.’s 7th.

R. to Q. Kt.’s 8th,

to R’s 7th.
to Kt.’s 6th

. R. to Q. Kt.’s 7th (ch.

R. to Q. Kt.’s 8th.

K. to R’s 7th.

. K. to Kt.’s 7th.

WHITE.

In this position (see Diagran 20), wlich 1s given by Ponziani, Black

sving the move, will draw the game; thus,—

WHITE

to Kt.’s 2nd.
. to B’s 3rd.
. to Kt.’s 4th.
. to B’s 5th.
. to Kt ’s 6th.
. to R’s 6th.

O T A O e
RRERARAR

MO o

HEmREER

BIACK

to R’s 2nd (ch.}
to Kt 's 2nd (ch."
to B’s 2nd (th)
to Kt ’s 2nd (ch.)
to B's 2nd (ch )
to Kt ’s 2nd (ch.)

. to R’s 2nd (ch.)

&c., for if White should take the Rook, his adversary is stalcmated.
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QUEEN AGAINST ROOK AND PAWN,

WiTh few eaceptions, ansmg from pecular situations, the Queen wine
ahso agawnst a Rook and Pawn, though with greater difficulty than before,
Tile two following positions, Ulustrating both a won and a drawn game,
are from Phihdor.

Diagram 21.

BLACK.

flere White having to play, will win. The following is Philidors
analyss, and seems satisfactorily to prove this -—

WHITE. BLACK.
1. Q. to R’s 7th (k) 1. K. to K’s 3rd (best.®
2. Q. t) Q. B’s 7th. 2. R. to Q. B’s 4th.
3. Q. to Q's 8th * 3. R. to K’s 4th.
4. Q. to K’s 8th (ch ) 4. K. to Q’s 4th.
5. Q. to Q B’s 8th. 5. R. to K’s 5th (ch.)

{Had the Rook m«tead been played to lus 4th square, White would have
cheehed wath Queen at her Rook’s 8th, and 1 two or thiee more moves
sould win the Pawn at least.)

6. K. to K. B’s 5th 6. R. to K’s 4th (ch.)
7. K. to K. B’ 6th. 7. R. to K’s 5th.

(If moteud ne had plaved K. to Q’s 5th, the Queen would advance to
het Bishop’s 6th.)

® Thie 12 the position which White mu~t endeavour to gam, m order
tw force the King to his Queen’s 4th, 10 front of the Pawa.
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2. Q. to K. B’s 5th (ch.) 8, R. to K’s 4th.

9. Q. to Q’s 3rd (ch.) 9. K. to Q. B’s 4th.
10. Q. to Q’s 2nd. 10. K. to Q. B’s 3rd.
11. Q. to Q’s 4tk. 11. K. to Q’s 2nd.
(He might also have played to Q. B’s 2nd.  See Variation.)
12. Q. to Q. B’s 4th. 12. R. to Q. B’s 4th.
13. Q. to K. B’s 7th (ch.) 13. K. to Q. B’s 3rd.

14. K. to his 7th.

his 18 the important point, to be able to play the King behind the Pawn,
14. R. to K’s 4th (ch.)

15. K. to Q's 8th. 15. R. to Q. B’s 4th.
16. Q. to Q's 7th (ch.) 16. K. to Q’s 4th.
17. K. to K’s 7th. 17. R. to Q. B’s 3rd.
18. Q. to K. B’s 5th (ch.) 18. K. to Q. B’s 5th.
19. K. to Q’s 7th. 19. R. to Q. B’s 4th.
20. Q. to K’s 4th (ch.) 20. K. to Kt.’s 6th.
21. K. takes P.
And wins,
VARIATION
On Black’s 11th move.
WHITE, HBLACK.
11. K. to Q. B’s 2nd.
12. Q. to Q. R’s 4th. 12. R. to Q. B’s 4th.
13. Q. to Q. R’s 7th (ch.) 13. K. to Q. B’s 31

14. K. to his 7th.

And wins, as above,

In the next position (see Diagram 22) Black may draw the game either with
tne move or without it, for his King cannot be forced in front of the Pawn
88 in the last example. Suppose,~

WHITE. BLACK.
1. Q. 1o Q. Kt.’s 8th (ch.) 1. K. to his 2nd.
2. Q. to K. Kt.’s 8th. 2. R. to Q. B’s 3rd.
3. K. to his 5th. 3. R. to K’s 3rd (ch.)

4. K. to Q’s 5th.
And the game is drawn.

The Rook, with the aid of two united Pawns, will frequently draw against
the Queen, and still more easily with one or both of the minor Pleces.
In the latter case they may sometimes win, as in the following situation
{ze¢ D'agram 23) from Ponaziani,

WHITE, BLACK.
1. B. to Q. R’s 5th (ch.)
2, K. to Q. B’s 5q. 2. R.to K's sq.

3. Q. to Q. Kt.’s 4th,
(Or P, to K. Kt.”s G6th., See A.)
3 B.to Q. B's 7th.
2w 9
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4. P. to K. B's 7th. 4. R.to Q. R's aq.
a. Q. takes Kt. (ch.) 5. K. takes Q.
6. K. takes B. 6. K. to Q’s 4th.
7. P. to K. Kt.’s 6th, 7. K. to X’s 3rd.
3. P. to K. R’s 5th. 8. K. to B’s 3ra.
And wins.
(A.)
3. P. to K. Kt.’s 6th. 3. R. takes Q.
4, P. takes Q. 4. Kt. to Q’s 6th.
5. P. to K. Kt.’s 7th. 5. B. to Q. Kt.’s 31d.
And wins.
Diagram 22. Diagram 23.

QUEEN AGAINST TWO BISHOPS.

Tue Queen usually wins against two of the minor Pieces, at least, if
they are on different purts of the board, or at a distance from their King.
There are, however, many instances in which, by skilful play, the weaker
force may draw the game, nor are the principal writers by any means yet
agreed as to the number and description of such cases. The examination
is a ditficult one, and we shall here present the latest discoveries.

The two Bishops will be able to draw when they can assume a position
similar to the following (see Diagram 24), or in other words, such a posi-
tion in front of their King, that the adverse King cannot approach.

This situation is from Lolli, who gives the following moves to prove
that White cannot win; and, indeed, it is pretty evident that the White
King can never cross the ling formed by the two Bishops,
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Drgram 24.

Bi ACK.

r s ¢ 4
4 |
. v MA/I".«J [N

W hite moves first,
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@ BITE.
1. Q. to Q’s 7th (ch.)
2. Q. to K’s 6th.
3. K. to K. B’s 4th.
4. Q. to Qs 7th (<h.)
5. Q. to K’s 8th (ch )
6. K. to Kt.’s 4th.
7. Q. to K’s 6th.
8. Q. checks at Q’s 7th.
Q. to K’s 8th (ch)
10. X, to R’s 5th.

£
b

The game 18 drawn.

1.
2.
3.
4.
5.

BLACK.
K. to B or Kt ’s sq. (bew;
k. to it ’s 2ud.
B to h R's 2nd.
K. to Kt ’s 3rd.
K. to Kt's 2ud.

6. B.to kt.’s uid.

7.
8.
9.
10.

B. to R’s 2nd.

K. to Kt’s 2id

h. to Kt’s 2nd.

Q. B.to k B’s 4th,

In the ¢ Handbuch” the above moves are quoted, and the author then
proceeds to show, at some length, and by a detasled exammation, that
should Black on hs first move play a Bishop in place of the Kmg, n

would lose
Bishop’s 5th, for mstance,—

WHITE.
. Q. to @’s 7th (ch.)
K. to K. B’s bth.
K

o

2
3
4
5
6

o

. Q. to Q. B’s 7th.
. Q. to Q. R’s 7th,
Q. to Q. Kt.’s 6th,
Qi to Q’s 4th (ch.)
7 to K. B’s 6th.
8. Q. to Q’s 8th (ch )

)

<

.
-

1.
2.
3.
4.
5

6.
7

8.

The reason 1s, that yom King could then be played to lus

BI ACK.

B to K B’s 2nd.
B.to @ B’s 6th
B to Q@ R’s bth
B. to @ ht’s 7tk

. B.toQ R’s 6th

K to Kt.’s sq

. K.to B's sq.

Q. B. to K'ssq.
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9. K. to K’s 6th. 9. K. B. to Q. Kt.'s 5ta,
10. Q. to K. B’s 6th (ch.) 10. K. to Kt.’s sq.
11. Q. to K. Kt.’s 5th (ch.) 11. K. to B’s sq
12. Q. to K. B’s 4th (ch.)
And wins a Bishop,

And salthough Black may vary his defence in many parts, you will find
that in a similar manner you can always, after his first error of B. tc
K. B’s 2nd, force him to assume a position of the same kind, and win one
of the Bishops.

QUEEN AGAINST TWO KNIGHTS.

Tae power of the Queen against the two Knights has of late years been
a subject of considerable discussion. It had been laid down by Lolli and
other old authors that, with one or two exceptions only, the Queen could
always win in these cases, and this opinion was entertained until recently
by all succeeding analysts. MM. V. H. d. Laza and Bilguer, however,
consider this decision to rest on no sufficient grounds, and with the spirit
of patient research which distinguishes the whole of their treatise, have
succeeded, if not in demonstrating, yet in showing a very high degree of
probability in sapport of their opinion.

The kind of exception already referred to as having been go long suy
posed the only one in which the Knights could draw, 1s the following (se

Dragram 25) :—
Diagram 25. Diagram 26.

BLACK. BLACK.

Wi 17

wHITE. WHITB.

Here it is obvious that the White King can never move from the corner,
and you will find that so long as Black keeps his King near the Knights,
and does not play him on to the Rook’s file (in which case White might,
by ovcsupying the Knight's file with his Queen, break up the position) the
game is only drawn. Should Black leave the Knights with his King, the
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latter would speedily he forced into one of the Rook’s squares, and pre
vented from moving, and then being compelled to move 2 Knight, would
lose at once.

Another position, strictly analogous to the above, and which, therefore,
does not invalidate the general principle, has more recently been made
jublic by Mr, Walker.

Leaving those few instances in which the King of the stronger party
can be prevented from moving out of the corner and coming into play, it
was always considered that the strongest situation in which the Black
force could be placed, was one where the two Knights should mutually
defend each other, and be within reach of their King. The opinion
however, or we may rather say the discovery, of Von H. d. Laza is, that,
to use his own words, ‘it is even more easy to draw the game against
the Queen with two Knights than with two Bishops, and the whole secret
consists in placing the Knights before their King in the same position as
the Bishops, that is tosay, side by side, and not so that they may defend
each other.”

He then proceeds to support his assertion thus :—*¢ In the well-known
position examined by Loili (see his valuable treatise, p. 427), and pro-
nounced by subsequent writers as one in which the Queen must win, I
think the game ought to be drawn.””* The position alluded to is given
above (see Diagram 26) :—

WHITE. BLACK.
“1, K. to Kt.’s 3rd. 1. K. to @’s 6th.
(It would be equally good to play K. Kt. to Q’s 6th.)
2. Q. to her 5th (ch.) 2. K. to Q. B’s 6th.
3. K. to B’s 4th. 3. K. Kt. to Q’s 6th (ch.)

4. K. to B's 3rd.

“ Lolli now makes Black play K. Kt. to K's 4th, checking, a move
which speedily loses him the game. Suppose him, however, to play—
4. K. Kt. to Q. Kt.’s 5th,

5. Q. to her sq. 5. Q. Kt. to Q's 7th (ch.)
6. K. to his 2nd. 6. Q. Kt. to his 6th.
7. Q. to K’s 8q. (ch.) 7. K. to Q. B’s 5th.

8. Q. to K. R’s 4th (ch.) 8. K. to B's 6th.
9. Q. to K. B’s 6th (ch.) 9. Q. Kt. to Q’s 5th (ch.)
10. K. to B’s 2nd. 10. K. Kt. to Q's 4th.
And I cannot discover how White will win the game.

“The two following positions (see Diagrams 27 and 28) are certainly
very favourable for the Q. and K., and yet it is, if not quite impossible,
ut least extremely difficult, to bring the K. into action and win the game

WHITE. BLACK,
1. Q. to K’s 6th. 1. K. to Kt.”s 2nd.
2. K. to his B’s 3rd. 2. Q. Kt. to K. R’s 2nd.

This appears to be a better move than K. Kt. to R’s 5th (ch.)

* 8ee ‘¢ Chess Chroniele,” vol. iii. p. 79.
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3. K to Kt.’s 4th. 3 Q. Kt toK.Bssg.
4. Q. to her 6th. 4. K. to B’s 2nd.
5. Q. to her 5th (ch) 5. K. to Kt.’s 2nd.

6. K. to Kt.’s 5th (a bad move.) 6. Q.Kt, to K. R’s 2nd (ch.
‘Winning the Q. next move.”"

{n Diagram 28 the best mode of defence 13 the following —

WHITE. BLACK.
1. Q. Kt. to Q. B’s sq. {ch.)
2. K. to Q. B’s 6th, 2. @ Kt. to K’s 2nd (ch.)
3. K. to Kt.’s 5th. 3. K. Kt. to Q’s 3rd (ch.)
And I know not how White can win.
Diagram 27. Diagram 28.
BLACK. BI ACK,

P o | W21 4 @
AR ESE] TRV

. Wi ked Gd
g v & [ie 4 a1 U

BEOSS g | pv pys my
I | B N
WHITF. WHITE.

Our author then proceeds to show, with greit mmnuteness of detail, that
mn this last instance Black has no other successful method of defence.
Al the varations will be found fully given n the ¢ Chess-Player’s Chro
mcle,” vol. ni. pp 79—91, to which we refer those of our readers whe
way be desirous of further mvestigating the subject.

QUEEN AGAINST KNIGHT AND BISHOP.

Tais kind of ending is analogous i character to the last, and the dis
covery of MM. V. H. d. Laza and Bilguer equally apphes to it. Except
in some few positions, such as the following (see Diagram 29), where, 18
with the two Knights, the White King can be impriconed in the corner,
and that of the adversary 18 in the neighbourhood of his two Pieces, 1t has
ahways been laid down that the Qaeen wins. Agams however, we wnclne to
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sg-ee with V. I d. Laza, that, though with greater difficulty, “a King
with Bishop and Kmight can n many cases draw the game agamnst a King
and Queen.’’ ¢ The system of defence which I am about to lay down,”’
he says, ‘‘ 18 the invention of my late friend, Von Bilguer, and has hither-
to been known only to himself and me.”

* Let us suppose the Black King to stand on his Rook’s 8th sq., then u
we place s Kt. on K. R’s 7th, the latter attacks thiee squares, viz.,
King's Knight's 5th, King’s Bishop’s 6th, and King’s Bishop’s 8th, and
it 18 evident that the adverse party can only win by bringing is King
near the other, which is to be effected by passing over his Book’s 4th,
Bishop’s 4th, or Bishop’s 2nd squares ; but if we now place Black’s Bishop
at K. Kt.’s 6th, all the squares around are for a moment defcnded, and
before mate could be given, Black must be compelled to quit his enticnch-
ments, and then 1t remamns to be shown that 1t 15 impossible for lim to
take up a simlar position.”’

Diagram 29. Diagram 30.

o BI ACK. BI ACK.
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_WHITE. WHITE,

Diagiam 30.

WHITE. BLACK.
1. Q. to her 5th (ch ) 1. K. to s Kt ’s 3rd.
2. Q. to K. Kt.’s 2nd (ch.) 2. K. to his B’s 2nd.

<If nstead of this move White play lus Q. to K. Kt.’s 8th, Black must
move his B.to K. Kt.’s 4th, or R’ 5th, and then agam back to B's
3rd, as circumstances may require.)

3. Q. to K. Kt.’s 4th. 3. B to K’s 4th.

{dince 1t 18 of great importance to defend the K. Kt.’s 3rd sq. agamst the
Q., Black can only move his B., which he must play to K’s 2nd o2
4th sq.)

4. Q. to her B’s 4th (ch.; 4. K. to his Kt.’s 3rd.
5. Q. to K’s 4th (ch.) 5. K. to lus B’s 3rd.
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It must now be evamined whether White can force the game, or i
Black cannot again tahe up a safe position.

6. K. to Q. B’s 6th, 6. Kt. to K. B’s 4th,

(In order to cut off afterwards the White squares from the adverse King.)
7. Q. to K. B's 3rd. 7. K. to his 3rd.
8. Q. to K’s 4th, 8. K. to his B’s 3rd.

{Should White play his K. to Q. B’s 5th, Black, by answering with B. to
Q’s 3rd (ch.), would gain a position similar to the primitive situation
of the Pieces, and if he play Q. to her 5th (ch.), the Black K. must
be moved to his B’s 3rd, the result of which shall be analysed in the
accompanying variation.)

9. K. to Q’s 5th. 9. Kt. to K’s 20d (ch.)
10. K. to Q. B’s 4th. 10. Kt. to K. B’s 4th.
11. K. to Q’s 3rd. 11. Kt. to Q’s 3rd.

12. Q. to her 5th. 12. K. to his B’s 4th,
13. K. to his 3rd. 13. K. to B’s 3rd.

14, K. to his B’s 3rd. 14. Kt. to K. B’s 4th.
15. Q. to her B’s 6th (ch.) 15. Kt. to Q’s 3rd.
16. K. to his Kt.’s 4th. 16. K. to his 3rd.

VARIATION,
Beginning at White’s 8th move.
WHITE. BLACK.

8. Q. to her 5th (ch.) 8. K. to his B’s 3rd.

9. K. to Q’s 7th. 9. Kt. to K. Kt.’s 2nd.
10. K. to Q’s 8th. 10. Kt. to K’s 3rd (ch.)
11. K. to Q. B’s 8th, 11. K. to his B’s 4th.
12. K. to Q’s 7th. 12. Kt. to K. B’s 5th.

And White has gained nothing.

In this position (see Diagram 31) also it would appear that Black, with
the move, may draw the game, or at any rate the contrary vet remains to
be proved. Suppose,—~

WHITE. BLACK.
1. B. to Q. Kt.’s 2nd.

(B. to Q. R’s 5q. would be equally good.)

2. Q. to K. R’s 4th. 2. K. to Q’s 7th.
3. Q. to K. Kt.’s 5th (ch.) 3. K. to Q. B’s 7th.
(By returning to K’s 7th, the Bishop would obviously be lost )

4. Q. to Q. Kt.’s 5th. 4. B. to K. R’s 8th.

5. Q. to Q. B’s 4th (ch.) 5. K. to Q’s 7th.

6. Q. to Q. R’s 2nd (ch.) 6. K. to his 6th.

7. Q. to Q. R’s 7th {ch. 7. K. to Q’s 7th.

8. Q. to Q. R’s 5th (ch. 8. K. to Q. B’s 7th.

And we do not see that White can wiu.
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Diagram 31.

BLACK.

1o a situation of this kind, however, the nicest play is absolutely ess~ntel
on the part of the two Pieces, as the shghtest error would mevitab.y lead
o a speedy defeat. Suppose in the last example Black showd piay for
s ﬁlist move B. to K. R’s 8th, M. Von H. d. Laza proves that he must
then lose.

WHITE. BLACK.
1. B. to K. R’s 8th.
2. Q. to K. R’s 4th. 2. B. to Q. R’s sq.

If 1n place of tus last move, the Bishop is played to K. B’s 6th, he is lost
by the check at K’s 7th ; 1f to Q's 4th, or Q. Kt.’s 2nd, White equally
wins him by a divergent check; and if to Q. B’s 3rd, the result 15 as
follows :—

2. B. to Q. B's 3rd.
3. Q. o K. R's 5th (¢h.) 3. K. to hus 8th.
If to B's 8th, White’s reply s Q. to her sq. (ch.)

4. Q. to K. Kt.'s 6th. 4. B.to Q. Kt.’s 4th.
5. Q. to K. B’s 5th.
And wins.

3. Q. vo K. R’s 5th (ch.) 3. K. to his 6th.

(If K. to B’s 8th, White moves Q. to her sq. (ch.), and then Q. to
her 2nd.)

4. Q. to K. R’s 6th (ch.) 4. K. to his 7th.
{}f to his 5th sq., the Queen checks at K. R's sq. and takes B.)
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5 Q toK’s6th (ch) 5 K to Q's8th
(If the King 1s played to hus B’s 8th, the Queen 18 moved to her B’s 4th.
and then checks at her R’s 2nd )
6 Q toQ Kt’s3rd (¢ch) 6. K. to Q’s 7th
7 Q toQ R’s2nd (ch)
And wins

On the whole, as regards this part of the subject, 1t may be safely
assumed, that when you are left, at the end of a game, with the Queen
agamnst any two of the minor Pieces, the probability 1s very great m
favour of your easily gaming it, and that this probability 18 converted
almost mto certanty, when the two Pioces are far removed from each
other or from thewr King, or when they cannot prevent your hing from
entering 1nto their game At the same tame there appem to be many
positions that the weaker force may occasionally take up, 1 which by a
very careful and accurate system of defence, they may succeed m man-
tamming their entrenchments, and thus produce a drawn gamc The mnu-
merable vanations, however, are very far from being exhausted, and lcave
ample scope for the researches of future analysts

QUEEN AGAINST QUEEN AND PAWN,

In cases of this kind the game 18 usually drawn without difficulty and
most generally so by means of a perpetual check, though the same object
may sometimes be attamed by an exchange of Queens when your King 1s
abl to stop the Pawn When, however, the Pawn 15 advanced to its 7th
sautre and more particularly if defended bv its King, the task 1s one of
more difficulty, and many instructive situations occur where the Pawn
may be Queened and the game therefore won We subjomn an example
ot two of each kind, by way of illustration

Diagram 32, Diagram 33
BI ACK

WHITE.



ENDINGS OF GAMES. 129

Here (see Diagram 32), with the move, Whate will draw the game for

suppose,—
WHITE.

1. Q. to K. Kt.’s 4th (ch.)
2. Q. to K’s 4th (ch.)

3. Q. to Q’s 4th.

4. Q. to K. R’s 8th (ch)
5. Q. to K’s 5th (ch.)

6 Q. to Kt.’s 5th (ch.)

BLACK,

Q. to K. Kt.”s 6th.
K. to Kt.’s 8th.
K. to R’s 7th.

Q. to R’s 6th

K. to Kt.’s 8th.

Q. to Kt.’s 7th.

1

2.
3.
4.
5.
6.

7. Q. to K’s 3rd. .
And he will always be able to make a drawn game.

In the next case (see Diagiam 33), you would be ready to suppose that
s Black must Queen the Pawn, he will win; 1t will be seen on eaamination,
however, that the game 18 really drawn. Black bemg in eheck plays—

1 P Queens
2 Q trom R’s 7thto Kt ’s 7th,
3 Q to K R's 5th (¢h.) 3. Q from Kt ’s 8th to R’s 7t
4 Q to K’s sq. (ch.) 4. Either Queen mterposes.
And you evidently give a perpetual check.

The mgemous position Diagram 34 is given by Mr Lews, Black, witl
the n 0v¢, ou ht to win. You are recommended to endeavour to discover
the method ot domng so before looking at the solution

WHITE. BI ACK.
1. Q. to ber Kt.’s 4th.

2. Q. to K. B’s 3rd (ch)

2 K moves.
(For 1t 1s clear that the Queen cannot move without allowing the Pawn t.
advance.)
2. K to Q’s 8th

3. Q to Q. R’s sq. (ch) 3. P. Quexns.
And wins.
Diagram 34, Diagram 35

BLACK. BI ACK.

WHITR. whilt,
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‘White moves and wins  (See Diagram 35 )

WHITE. BI ACK.
1 P. Queens (ch) 1. K. to K. B's 5th,

(If mmstead the King 18 moved to B’s 4th, White checks at Q’s 5th, anl
then forces the exchange of Queens.)

2. Q. to K. B’s 8th (ch ) 2. K. #o hig 5th,
3. Q. to K’s 7th (ch.) 3. K to K. B's 6th,

(If to B’s 5th, the Queen checks at K. B’s 7¢h )

4. Q. to K B’s 6th (ch) 4 K to Ins 5th

5. Q. to K’s 6th (ch ) 5 K to K B’s 6th,
6. Q to K. B’s 5th (ch.) 6 K. to s 7th.

7. Q. to her 3rd (ch.)

i hen forces an exchange of Queens, and wins with his remaining Pawn

QUEEN AGAINST PAWN.

Ix all ordinary sifustions, the Queen of course easily stops a single Pawn
and wins agamnst it, if, however, the latter has reached its 7th square
and has the support of its King, there are instances 1 which the game
must be drawn. Our first position (see Diagram 36) will show the method
of winning, and we shall afterwards pownt out the exceptions

Diagram 36.

?2*

g

WHITE
WHITE BIAUA
1. Q to K B’s 5th (ch.) 1. K.to K Kt s 7ta
2 Q to K’s 4th (ch 2. K to B’s 7th
3. Q to K., B’s 4th (ch.) 3. K to Kt ’s 7th.
4. Q. to K's 3rd 4, K to B’s 8th.
5. Q. to K. B’s 3rd (ch.) . K. to lus 8th.
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0. K. to Q’s 4th. 6. K. to Q’s 8th.
7. Q. to her 3rd (ch.) 7. K. to his 8tn.
8. K. to his 3rd. 8. K. to B’s 8th.

J. Q. takes P. (ch.), and wins.

The same mode of procedure can always be adopted, unless the single
Fawn should be either on the Bishop’s or Rook’s file, in which case
Black may usually make a drawn game, owing to the power which he
then has of making a stalemate. His having this alternative, however,
altogether depends upon the distance which the adverse King may chance
to be from the scene of action. In the next position (Diagram 37) the
game is drawn.

WHITE., BLACR.

1. Q. to K, Kt.’s 4th (ch.) 1. K. to R’s 8th.
2. Q. to K. B’s 3rd (ch.) 2. K. to Kt.’s 8tn.
3, Q. to K. Kt.’s 3rd (ch.) 3. K. to R’s 8th.

And 1t is evident, that if White take the Pawn, his adversary is stalemated.
The result is the same when the Pawn is on the Rook’s file, as you will
at once see by making the experiment,
The following position (see Diagram 38), from Lolli, is a very inge-
nious exception to this rule, and will well repay your attention.

WHITE. BLACK.

1. K. to Q. B’s 5th (ch.) 1. K. to Q. B’s 7th (best.)
2. Q. to K. Kt.’s 2nd (ch.) 2. K. to Q. B’s 6th.
3. Q. to K. B's sq. 3. K. to Q. Kt.’s 7th.
4. Q. to K’s 2nd (ch.) 4. K. to Q. Kt.’s bth.
5. Q. to her sq. (ch.) 5. K. to Q. Kt.’s 7th.
6. Q. to her 2nd sq. (ch.) 6. K. to Q. Kt.’s 8th.
7. K. to Q. Kt.’s 4th. 7. P. Queens.
8. K. to Q. Kt.’s 3rd.
And wins.
Diagram 37. Diagram 38.

WHITR. WHITE.
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CuartEr III.
ROOK AGAINST BISHOP.*

it i not very difficult to draw the game with a Bishop against a Rook.
As it is necessary that the two Kings should be opposite each other
(except in the corners of theboard), before checkmate can be given with the
Rook, it follows, that if you can so play your Bishop as to prevent his
King facing yours, the game will be drawn. It is seldom good play tc
interpose the Bishop when the King is checked, and your Bishop should
generally be at a distance from your King. (See Diagram No. 39.)

WHITE. BLACK,
1. B. to Q. Kt.’s 7th. 1. R. to Q. Kt.’s 3rd.
2. B, to Q’s Hth. 2. R. to Q. Kt.’s 7th. ‘
3. B. to Q. B’s 6th. 3. R. to K. B’s 7th {ch.)

1. K. to Kt.’s sq.
If instead you had played K. to his sq., you would have lost the gase.

See (A.)
4. K. to his 7th.
5. B. to Q’s 5th. 5. K. to s 8th.
6. B. to Q. B’s 6th. 6. R. to K. B’s 3rd.
7. B. to Q. Kt.’s 7th. 7. R. to K. Kt.’s 3rd (ch.}

8. K. to K. R’s 2nd.
Not to K. R’s sq., because he would play K. to K. B’s 7th, and win
the game.)
8. K. to K. B’s 7th.
9. K. to K. R’s 3rd, &ec.
And the game 1s drawn.

)
WHITE. BLACK
4. K. to Ins sq. 4. R. to Q. B's 7th.
5. B. to @ R’s 4th. 5. R. to Q. B’s 8th (ch,,
6. B. interposes. 6. R. to Q. Kt.’s 8th.
And wins.

Fhe most secure position, though not, as Philidor asserts, the only afe
one, tor the weaker force, is that where the King can be played to &
corner square of a different colour to that on which the Bishop runs, as
‘a1 this situation you have only to moave vour King or Bishop to Kt.’s sq,
or Rook’s 2nd, and cannot be compelled to leave the corner.

White with the move gives mate in seven moves.t (See Diagram 40 )

WHITE. BLACK.
1. R. to Q. B’s 2nd. 1. B. to Q. Kt.’s 6th.}
2. R. to B’s 8th (ch.} 2. B. to K. Kt.’s sq.

* See ** Chess Chronicle,”” vol. ii. p. 278. t Ihid, p. 145
#+ 1fthe Puwn is moved iustead, the result is the same.
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5. K. to Q’s 6th. 3. P. to Q. Kt.’s 6itn,
4. R. to Q. B's 7th, 4. B. to Q's 4th (vest.)
5 K. takes B. 5. K. to Kt.’s sq.
? g xtghlx;:.ﬁth. 6. K. moves. '
Diagram 39. Diagram 40.
BI ACK. BLACK
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ROOK AGAINST KNIGHT.

IN ordinary positions, and where the Kmght s near to, or cannot be pre-
vented approachmg, s King, the weaher party will be able to draw the
gume. The method of domg so, however, 15 not very eavy, and there are
many positions {(of which we shall give some examples) where the Rouk
can win.

Dragram 41.
Wihate to play.
WHITE. BI ACK.
1. R. to Q. R"> 8th. 1. K. to Q’s sq.
2. R. to Q. Kt.’s 8th, 2. K. to Q@ B’ 2ud.
3. R. to Q. Kt ’s 4th. 3. K. to Q's sq.
1. R. to Q. Kt.’s 7th, 4. K. to his «q.
5. R. to Qs 7th, 5. Kt. to Q. Kkt.’s 3rd.
6. R. to Q. Kt.’s 7th, or (A ) 6. Kt. to Q. B’s sq.
7. R. to K. B's 7th. 7. K. to Q’s ~q.
8. R. to K. R’s 7th. 8. Kt. to Q. Kt.’s 3rd.
9. K. to Q’s 6th. 9. Kt. to Q. B’s sq. (ch.)
10. K. to Q. B’s 6th. 10. Kt, to ¥ 3 2nd (ch.)
11. K. to Q. Kt.’s 7th, 11. K. to Ins sq,
12. K. to Q. B’s 7th. 12. K. to his B's 9q.
13. K to Q's 7th. 13. Kt. to K. Kt.’s sq.
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14. K. to Q’s 8th.

15. R. to K. R’s 8th (ch.)
16. R. to K. R’s 4th.

17. K. to K’s 8th.

18. K. to K’s 7th.

19. X. to K’s 6th.

20. R. to K. B’s 4th (ch.)
21. R. to K. B’s 7th.

22. R. to K. Kt.’s 7th.
23. R. to K. R’s 7th.

24. R. to K. B’s 7th (ch.)
25. R. to Q. Kt.’s 7th.

14. Kt. to K. B’s 3rd,
15. Kt. interposes.

16. K. to K. Kt.’s 2nd.
17. Kt. to K. B’s 3rd (ch.)
18. Kt. to Kt.’s sq. (ch.)
19. K. to K. B’s sq.

20. K. to his sq.

21. Kt. to K. R’s 3rd.
22. K. to B’s sq.

23. Kt. to K. Kt.’s sq.
24. K. to his sq.

25. K. to K. B’s sq.

And Black will draw the game.

6. R. to Q. B’s 7th,
7. K. to Q’s 6th.

6. K. to Q’s sq.
7. Kt. to Q. B’s sq. (ch.)

(If Black play 7. Kt. to Q. R’s 8q., he would lose the game.)

8. K. to Q. B’s 6th.

8. Kt. to K’s 2nd.

Checking, &c., as before.

Diagram 42.
BLACK.

This position, Black having the move, was considered for some time
The late Jamented Mr. Forth, however, proves that

a drawn game,
"White can win. ’See Mr. R. A. Browu’s *“Collection of Problems,” p. 73.

Im=

s

% ",

Diagram 42.
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WHITE. BIACK,
1. K. to K's sq. (best }
(For if he play Kt. to K. B’s 3rd, you check with Rook, and then play
K. to his 6th; and 1f wnstead he move K to Q. B’s sq, you play R
to R’s 4th, and in a few moves will equally win the Knight.)

2. K. to his 6th sq. 2. K to B’s «q.
3. R. to R’s 4th. 3 Kt to K’s 6th.
(Any other move loses the Kt at once )
4. R. to K’s 4th. 4. Kt to Q B's 7th.
(If to K Kt.’s 7th, White moves K. to K. B’s 6th }
5 K. to Q’s 5th 5. K. moves.
6. K. to Q. B’s 4th. 6. K moves
7. R to K’s 2nd. 7. Kt. to Q@ R’s 6th (ch )
8. K. to Kt.’s 4th. 8 Kt to Kt's 8th
9. R. to Q. Kkt’s 2nd.
And wmns.

In the following position (see Diagram 43) White will win exther witl
the move or without 1t

WHITK. BT ACK
1. Kt to R’s 2nd (ch.)
2. K to K. B's 7th. 2 Kt to kt’s 4th (ch.)

If he move Kt. to B’s sq., you play R. to Q. R’s 8th, for if you at onc+
take the Kt. be 1s stalemated.)
3. K. to K. Kt.’s #th.
And wins,
2p2
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The two last examples foreibly illustrate the importance of keeping the
Knight near his King, and of not playing exther the King or Knight to a
corner square, or even to a Kmght's squaie, 3f 3t can be avoided  In all
~ases the danger mcreases to the weaker force, as he 18 compelled to
recede from the centre squares of any of the side hnes  The prmapls to
be observed 13, therefore, precisely opposite to the one recommended in
the case of Bishop agmnst Rook, where the corner squares are the most
secure ot any.

ROOK AND PAWN AGAINST BISHOP.

NoTWITHSTANDING that the Rook 13 much more powerful than the
Bishop, and more paiticularly so towards the end of a game, 1t 15
singular that there aie meny positions m which the former cannot do
more than draw the game. We give some examples of both results.

Diagram 44. Dragram 45,

Bl ACK BLACK.

t
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WHITF WHITE
Diigram 44.

This sitnation 13 gaiven by Plulidor, and may either be won by White
or only diawn, accordmgly as he plays correctly or otherwise In the
first place, suppose—

WHITF BI ACK
1. R.to Q R’ssq 1. B to Q Kt’ssq
(This 18 his best mode of play )
2 R.to R’s 6th (ch) 2. B. to Q’s 3rd

(The object of White 13 to be able to play his &ing n front of the Pawn,
which, as you will see, speedily gives him the victory.)
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8. R.t0o Q@ Kt.’s 6th. . 3. K. to Q's 2nd,

4. K. to Q's 5th, 4. B. to K. Kt."s 6the

6. R. to Q. Kt.'s 7th (ch.) 5. B. to Q. B's 2nd.

6. R.to Q. R’s 7th. 6. K.to Q. B'ssq., or Qs sy

7. K. to Q. B’s 6th.
And then advances the Pawn, winning easily.

But if White for his first move had played P. to Q's 5th (ch.), Black
roight have drawn the game as follows ~—
WHITE, BLACK.

1. P. to Q’s 5th (ch.) - K. to Q's 2nd.

2. K. to Q’s 4th. - B. to K. Kt.’s 6th.

3. R.to Q. R's sq. . B. to K. B’s 5th.

4. R. to Q. R's 7th (ch.) . K. to Qs 3rd.

5. K. to his 4th. . B. to K. Kt.’s 6th,
(Black must exercise great care here; had he played 5. B. to R’z 7th,

White would have moved R. to K. Kt.’s 7th, and won the game.)

6. R. to K. Kt.’s 7th. 6. B. to K’s 8th,
7. R. to Kt.’s 6th (ch.) 7. K. to Q's 2nd.
8. P, to Q’s 6th.
{Were be to attempt first to support the Pawn by playing King to His
Sth, is)is evident that the check from the Bishop would force him ta
retire.

b GO DD b

8. K. to Q. B’s 3rd,
9. K. to his 5th. 9. B. to Q. Kt.’s 5th,

And it is obvious that White can never advance the Pawn without imme-
diately losing it.

Diagram 45.
In this situation, for which we are indebted to Mr. Lewis, Black draws
the game, either with the move or without it. Suppose White begins,—
WHITE. BLACK.
1, R. to Q. Kt.’s 7th. 1, B. to Q. B’s 5th.
2, R. to Q. B’s 7th. 2. B. to Q. R’s 7th.

This is the proper square for Black to play his Bishop to; if he move
it to Q. Kt.’s 4th, as recommended by Mr. Lewis, to K’s 7th, or
Q. Kt.’s 6th, White can win the game. Suppose, in the first case:

2. B. to Q. Kt.’s 4th.

3. K. to B's 5th. 3. B. to K’s 7th (hest)
4. P. to B’s 7th. 4. K. to Kt.’s 2nd (best)
5. K. to his 6th. 5. B. to K. R’s 4th (best)
6. R. to Kt.’s 7th. 6. B. to K. Kt.’s 3rd.
7. P. to B's 8th., becoming 7. K. takes G,

a Q. (ch.
8. K. to B's 6th.

And wis,
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nd place,——
Ta tho enoond placs, 2. B. to K’s 7th,
3. P. to K. B’s 7¢th. 3 K. to Kt ’s 2nd (best)
4. K to B’s 5th. 4 B to K R's 4th, or B.to
Q’s 6th (ch.)
5 K to s 6th 5 B to K Kt’ 3rd (best)
6 P toB’s8th,becominga Q. 6 K. takes Q.

7 K to B’s 6th
And wins,
f, 1 the third place, he play,—

o m th prace, e pays 2 B toQ Kt’s 6th,
White wins by moving the King to is Kt ’s 6th, and afterwmds checking
with the Rook.

When, however, the Pawn 18 on the Knight's file, the Rook, 1n a
similar position, will win.  (See Diagram 46.)

WHI1F BLACK,
1. P to K. Kt ’s 7th (ch )

Should he take the Pawn, White wins by advancing K. to K. Kt's 6th,
therefore,—

1. K. to R's 2nd.
2 R t0Q Kt'ssq

It he take P with Bishop, you check with R at K. R's sq., and then
play K. to Kt.’s 6th, therefore,—

2 B to Qs 5th.

3. R.to Q Kt.’s 4th. 3 B to K. B’s 7th.
4. R to Kk Kt’s 4th. 4 K to Kt 'ssq.
5 K toK Kt’s 6th 5 B to Q’s 4th,
6 R to K B’s 4th. 6. B takes P.
7. R to Q B's 4th, &ec.
"uing,
Diagram 46. Diagram 47.

___ﬁ_llhACK
%X
o 7 'W,i 7
@%u;,,éhﬁ
%

[ e g
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Diagram 47.
(White having to play, is to give mate in 10 moves.)

We close this part of the subject with the above beautiful stratagem of
the Rev. H. Bolton, which first appeared in the ‘‘Chess-Player’s Chronicle,”’
vol. i. p. 305.

SorvuTiON.
WHITE, BLACK.
1. P. to Q. Kt.’s 7th (ch.) 1. K. to Q. Kt."s sq.
2. B. to K. B’s 4th (ch.) 2. R. to Q. B’s 2nd.
3. K. to his Kt.’s 6th. 3. P. to K. R’s 4th.
4. B. to K's 5th. 4. P. to K. R’s 5th.
5. K. to K. R’s 7th. 5. P.to K. Kt.’s 4th (dis. cb.)
best.
6. K. to Kt.’s 8th. 6. P. to l(( R’g 6th.
7. K. to B’s 8th. 7. P. to K. R’s 7th.
8. B. takes R. P. 8. P. to K. Kt.’s 5th.
9. B. to K’s 5th. 9. P. to K. Kt."s 6th.
10. K. to his 8th. 10. P. to K. Kt.’s 7th
11. K. to Q’s 8th, 11. P. to K. Kt.’s &th
12. B. takes R. (Queens.)
Checkmate.

ROOK AGAINST THREE MINOR PIECES.

Turgr minor Pieces arc much stronger than a Rook, and in cases where
two of them are Bishops will usually win without much difficulty, because
the player of the Rook is certain soon to be compelied to Jose him for one
of his adversary’s Pieces. If, however, there are two Knights and one
Bishop opposed to a Rook, the latter may generally be exchanged for thu
Bishop, and as two Knights are insufficient of themsclves to force check-
mate, the game will be drawn.

Diagram 48.
Black will win, For suppose,—

WHITE. BLACK.
1. R. to Q. R’s 3rd (ch.) 1. B. to K’s 6th.
2. R. to Q. R’s 2nd. 2. K. to Kt.’s 6th.
3. R. to K. R’s 2nd. 3. B. to K. B’s bth.
4. R. to Q. R’s 2nd. 4. B. to K. R’s 6th.
5. R. to Q. R’s 3rd (ch.) 5. B. to K’s 6th.
6. R. to Q. R’s 2nd 6. Kt. to K. B’s 7th (ch.)
7. K. to Kt.”s sq. 7. B. to K. Kt.’s 7th.
8. R. to K’s 2nd. 8. Kt. to K. R’s 6th (checits

wate.)
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Diagram 48. Diagram 49.

BLACK. BLACY,

l@%

Diagram 49.

In this position also Black, with the move, will win, as his adversary
w1l not be able to exchange his Rook for the Bishop.

WHITF. BLACK.
1. K. to K. B’s 7th,
2. R. to Q’s sq. 2. Kt. to Q. Kt.'s 6th (ch )

3. K. to Q hkt.’s 2nd.

‘Had he pliyed K to Q B’s 2nd, Black would have taken the Rook
checking, and if Whate retook, have given mate next move.)

. B. takes R.

3

4 P.to Q. R's 7th, 4. B. to K. B’s 6th.

5. K takes Kt. 5. K. to K. Kt."s 8th.

6 P to K. R’s 4th. 6. Kt. takes P.

7. K. to Q. B’s 4th, 7. Kt to K. Kt.’s 3rd.

8. K. to Q B’ 5th, 8 Kt. to K. B's 5th,

9. K. to Q’s bth. 9. Kt. to Q’s 6th,
10. K. to Q. B’s 7th. 10. Kt. to Q. Kt 's 5th.
1l. K. to Q Kt s 8th. 11. Kt to Q. R’s 6th rch.)

And will win.
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ROOK AND PAWN AGAINST ROOK.

Ta1s is a more important ending, as being one of more probable occarrence
in actual play than many of those we bave been examining. The single
Rook will frequently draw against Rook and Pawn when his King is in
front of the Pawm.

The first position (see Diagram 50) is given by Philidor, and is intended
to show the method by which Black may draw the game, and also the mode
of play which White must adopt should his adversary not play the correct
defence. Wthite, having to play, moves—

WHITE. BLACK.
1. P. to K’s 5th. 1. R. to Q. Kt.’s 3rd,

\If he play R. to Q. R’s 8th, Philidor thinks he ought to lose ihe gamn
See Variation.)

2. R. to Q. R’s 7th. 2. R. to Q. B’s 3rd.

3. P. to K's 6th. 3. R. to Q. B’s 8th,

4. K. to K. B’s 6th. . R. to K. B’s 8th (ch.)
And will draw,

'S

VARIATION,
WHITE. BLACK.

1. P. to K’s 5th. 1. R. to Q. R’s 8th.

2. K. to K. B’s 6th. 2. R. to K. B’s 8th (ch.,

3. K. to his 6th. 3. K. to K. B’s sq.

4. R. to K. R’s 8th (ch.) 4. K. to K. Kt.’s 2nd.

5. R. to K’s 8th. 5. R. to K's Btu.

6. K. to Q’s 7th. 6. K. to K. B’s 2nd.

“If Black here check with the Rook. White must move K. to his 7th.)

7. P, to K’s 6th (ch.) 7. K. to XK. Kt.’s 2nd,

8. K. to his 7th, 8. R. to K’s 7th.

9. R. to Q’s 8th. 9. R. to K’s 8th.
10. R. to Q’s 2nd. 10. R. to X’s 6th.
11. R. to K. Kt.’s 2nd (ch.) 11. K. to R's 2nd.
12. K. to K. B’s 7th. 12. R. to K. B’s 6th (ch.)
13. K. to his 8th. J3. R. to K'’s 6th.
14. P. to K’s 7th. 14. R. to Q’s 6th.
5. R. to Q. B’s 2nd. 15. K. to K. Kt.’s 2nd.
16. R. to Q. B’s 7th. 16. R. to Q’s 7th.
17. R. to Q’s 7th. 17. R. to Q. Kt.’s 7th.
18. R. to Q's 2q. 18. R. to Q. Kt."s sq. (ch.)
19. K. to Q’s 7th. 19. R. to Q. Kt.’s 2nd {ch.)
20. K. to K’s 6th. 20. R. to Q. Kt.’s 3rd (ch.
21. R. to Q’s 6th. 21. R. to Q. Kt.'s 8q.

22. R to Q's 8th.
And wins.
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Dhagram 50. Diagram 54.

In the next case, according to Del Rio (sce Diagram 51), Black will
draw the game, even agamst two Pawns. But this has subsequently been
d.scovered to be an error, since Wiute can win without much difficulty.

WHITE, BI ACh.

1 K to Q B’s 4th,
2. R to K R’s 8th. 2 K. takes P.
3 R to Q. B’s 8th (ch) 3. K. to Q. Kt.’s 4th,

4 K to Q’s 4th.
‘Winning easily.

Diagram 52. Diagram 53.

BLACK.
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Diagram 52.
Black, having to move, the game is drawn.

WHITE. BLACK.
1. R. to Q. R’s 7th (ch.;
2. K. to Q. Kt.’s 6th. 2. R. to Q’s 7th.

And Black has only to persist in placing his Rook in front of that of his
adversary, as if the latter takes it, he gives stalemate.

Diagram 53.
In this instructive position White, with the move, will win the game.
WHITE. BLACK.

1. R. to K. B's 4th, 1. R. to K. R’s 8th.
2. R. to K’s 4th (ch.) 2. K. to Qs 2nd.
3. K. to K. B’s 7th. 3. R. to K. B’s 8th (ch.
4. K. to K. Kt.’s 6th, 4. R. to K. Kt.’s 8th (ch.)
5. K. to K. R's 6th. 5. R. to K. R’s 8th (ch.)
6. K. to K. Kt.’s 5th. 6. R. to K. Kt.’s 8th (ck.)
7. R. to K. Kt.’s 4th.

And White wins,

ROOK AGAINST ONE OR MORE PAWNS,

We have already seen (p. 430) that a Pawn at its 7th square, defended
by its King, and with the adverse King at a distance, may in some cases
draw the game against the Queen. Tt will be obvious that, in a similar
position, it must be much more easy to do so against a Rook. The latter.
indeed, must speedily be sacrificed for the Pawn to prevent the loss of the
game. When, however, the Pawn is not quite so far advanced, and espe-
cially if supported by a second one, many cases of the greatest difficulty
occur, and which demand the utmost nicety and precision of calculation.

The following examples will serve in some degree to illustrate this, and
they might easily be varied and increased to an indefinite extent.

Diagram 54.
White must lose. even with the move.
Suppose . —
WHITE. BLACK.
1 R. to K’s 8th. 1. K. to Q’s 2nd,
2 K. to his 3rd, 2. P. **Queens.”

&e., &ec.
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Diagram 54. Diagram 55,

BLACK,

Diagram 55.
Here White will win the Pawn, and therefore the game,

WHITF. BLACK.

1. R. to K. Kt.’s 6th (ch.) 1. K. to Q’s 4th.

2. K. to Qs 2nd. 2. P. to Q. B’s 4th.
3. R. to Q’s 6th (ch.) 3. K. to Q. B’s 5th.
4. K. to Q. B’s 6th, 4. K. to Q. Kt.’s 5th,
5. K. to Q's 5th. 5. P. to Q. B’s 5th.
6. R. to Q. Kt.’s 6th (ch.) 6. K. to Q. B’s 6th,
7. R. to Q. B’s 6th.

And White wins,

Two united Pawns at their 6th square, supposing the Kings to be at 3
\istance, will win against a Rook if they have the move, or even without
the move, providing they are not at the moment attacked. (See Dia.
gram 56.%

Black having to play, moves :—

WHITE. BLACK.
1. P. to Q. Kt.’s 7th.
2. R. to K. B’s sq. 2. P. to Q. B's 7th.
3. R. to K. Kt.’s sq. (ch.) 3. K. to K. R’s 6th.
4. K. w0 K. B’s 3rd. 4. Either Pawn ** Queens.”
&c., X,
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Diagram 56. Diagrarma 57.

BLACK. BLACK.

WHITE.

Three united Pawns, defended by their King, must win against a Rook,
nnless the adverse King can be brought at an early period in front of the
Pawns. In the present instance (see Diagram 57) the Pawns win, even
under that disadvantage.

WHITE. BLACK.
1. P. to K. B’s 6th (ch.)
2. R. takes P. 2. R. P. **Queens” (ch.)
3. K. takes Q. 3. K. takes R.
4, K. to K, Kt.”s sq. 4. P. to K. Kt.’s 7th.
5. K. to K. R’s 2nd. 5. K. to B’s 7th, and wins.
Or,
1. P. to K. B’s 6th (ch.)
2. K. to R's sq. 2. P. to K. Kt.’s 7th (ch.)
3. K. takes R. P. 3. P. takes R., and becomes

a Kt. (ch.), and wins,
1t is evident that were Black to rake a Queen, his opponent would be
stalemated,
Even when, as in the next position {see Diagram 58), the Pawns are
one step less advanced, Black, by careful play, will be able to draw the
game,

WHITE, BLACK.
1. R. to K. B’s 2nd. 1. K. to K. B's 3rd.
2. K. to K. B’s 4th. 2. K. to K. Kt.’s 3rd.
3. R. to K's 2nd. 3. K. to K. B’s 2nd.
4. R. to K’s 5th. 4. K. to K. Kt.’s 3rd.
5. R. to K’s 6th (ch.) 5. K. to K. Kt.’s 2nd.

6. R. to Q’s Gth.
“White dare not play K. to Kt.’s 5th, as Black would then advance
R’s Pawn, afterwards supporting it with Kt.’s Pawn.)
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6. K. to K. B’s 2ud.
His best move ; were he to play K. to R’s 2nd he would los¢ ; hus,—

6. K. to R's 2nd.
7. K. to Kt.’s 5th. 7. K. to K. Kt s 2nd.
8. R. to Kt.s 6tk (ch.) 8. K. fo K. R’s 2nd.
9. R. to K. R's 6th (ch.) 9. K. to K. Kt.’s 2nd.
10. R. to K. R's 5th.
And wiil wn.

7. R. to K. R’s 6th. 7. K. to K. Kt.’s 2p1,
8. R. to K. R’s 5th, 8. K. to K. Kt.’s 3=,
9. R. ¢to K. Kt.”s 5th {ch.) 9. K. to K. R’s 3rd

10. R. to K. Kt.’s 8th.
(It is clear that, if White take the Pawn, Black must win, through ths
advance of R’s Pawn.)

10. K. to K. R’s 2ud.
11. R. to Q’s 8th, 11. K. to K. Kt.’s 3nd.
12. R. to Q’'s 6th (ch.)

And cannot do more than draw the game.

Diagram 58. Diagram 59,
BLACK. BLACK.

Had Black, however, played up his King to support the Pawns, he
must have lost. (e. g.)

WHITE. BULACK.

1. R. to K. B’s 2nd. 1. K. to K. Kt.’s 3rd.
2. K. to K. B’s 4th, 2. K. to K. R’s 4th.
3. R. to Q’s 2nd. 3. K. to K. R’s bth.
4. R. to Q’s 6th. t. K. o K, R’s 4th,
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5. R. to K’s 6th, 5 P.to K. R's 7th
6. R. to K’s 8th, 6. P, “Queens.”
7. R. to K. R’s 8th (ch.)

And wins.

Diagram 59.
With the move Biack wins,
WHITE, BLACK.
1 R toQ.B’ssq.

2 K. to Q. R’s Gth, 2 K toQ B’s 3rd.
%, R takes R 3. P.to Q. R’ 7th.
4. K. t0oQ R's 7in 4 P. “Queens” (ch)
5. K. to Q@ Kt.’s sq 5 Q toQ R’s 3ra.
6. R. moves. 6. Q. checkmates.

ROOK AGAINST TWO ROOKS.

Tue two Rooks, in all ordinary cases, win with ease agamst one Reok,
for you are speedily able to force an eachange of the single Rook for one
of vours. As imn almost every rule which can be laid down in cheus,
however, occastonal exceptions occur.

Dhigram 60.
BLACK.
v 7]

WHITE.

This ingenious position 1s first given by Stamma, and has oeen copted
bv many subsequent writers, With the move, Black gives checkmate at
once, and even without this advantage, it would at first sight appear
that he may draw the game, because White cannot at the same time
defend the checkmate and protect s attacked Rook. By the following

mode of play, howeve , it will be seen that, having to play, White may
win the game.
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WHI1E. BLACX
1, R. to K. R’s 5th. 1. R. takes R.
2. R. to Q. R’s 6th (ch.) 2. K. moves.
3. R to Q. R’s 5th (ch.) 3. K. moves.

. R. tahes R.
And wimns.

The most important chss of cases in which the single Rook is enabled
to draw the game, 15 that where s King 1s placed 1n a position of stale.
mate by the two Rooks; the weaker force has then only to persist
giviug a pernetual check, and offering to sacrifice his Rook as often as the
opportumity anses. Diagram 61 1s an example. Suppose :—

WHITE. Bl ACK,

1. R. to Q. Kt.’s 2nd (ch.)
2. K to his 8th. 2. R.to Q Kt.’s sq. (ch.)
3. K. to Q’s 7th. 3. R.to Q's sq (ch.)
4. K. to Q. B’s 7th. 4. R. to Q. B’s 8q. (ch ), &e.

And it 13 obvious that White cannot avoid the check without stalemating
a8 adversary.

Dhagram 61. Dragram 62.

BIACHKH., BLACK.

Diagram 62.
Here, with the move, White wins the game.

WHITF. BI ACK.
1. P. to K. B’s 7th, 1. R. to K. B’s sq.

(Hal be moved mstead, P. to Q. B's 7th, White would win by 2. P. t>
K. B's 8th, becommg a Queen.)

2. R. to K. B’s énd, 2. R. takes K. B. P.
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(Inheuof 2 R takes P Black mught have played P to Q B's 7th;
had he done so, Wiite would have taken the Pawn, and then movea
R to K’s 2nd.)

3 R.takes R 3. K to Kt.’s sq.
4. R.t0 Q B’s 7th.
And wns.

ROOK AND BISHOP AGAINST ROOK

Tue lung pending controversy, whether the hing Rook, and Bishop can
win by force fiom any different position aganst the King and Rook
alone, appears at length to be definitively settled in the negative The
ment of this interesting discovery, which may be sad to set at rest a ques-
tion upon which the leading players ot Europe have been at 1ssue for
above two hundred years, 18 mamnly due to the unwearying mndustry and
penetration of Mr kling, a German amateur long domiciled in England

Before proceeding to the consideration of the many beautiful variatioua
adduced by Mr Kling to establish his conclusion, we should recommend
the student who 18 desirous of comprehending the peculiar difficulties
which beset this remarkable enigma, to make himself perfect master of the
celebrated position from which Philidor so admirably demonstrates tht
the superior forces win. (See Diagram 63 )

Puivipor’s Posirion,
Diagram 63

?’Y’I | Lo
- § 4
gy e r o
Coted o id B
L
-1 B8 1 W
WHITF BIACR
1. R %0 Q B’s8th (ch) 1 R toQ-+sq
2 R “0Q B’s 7th. 2 R toQ»7th

(Tlus 18 his only play to prevent your winmag immedately, for as will be
seen presently, when once you can compel hum to move the Rook to

2G
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your Q’s sq., or to your Q's 3rd, the only two other aguares open to
him, the game must be won in a few moves.)
3. R. to Q. Kt.’s 7th, 3. R. to Q’s 8th,
(Here you observe that he was obliged to occupy one of the objectionable
squares, since if he played his R. off the file, you mated at once.)
4. R. to K. Kt.’s 7th. 4. R.to K. B’s 8th (or Var. 1.)
5. B. to K. Kt.’s 3rd. 5. K. to B’s sq. (or Var. IL.)
You play the B. thus to prevent his checking when he moves the Rook,
and at the same time to foree him to take up a less advantageous
position.)
6. R. to K. Kt.’s 4th. 6. K. to his sq. again.
tHle returns his King thus, because you now threaten to win directly by
playing the B. to Q's 6th (ch.), and afterwards R. to K. Kt."s 8th.
&c.)

7. R.to Q. B’s 4th, . R. to Q's 8th {or Var. ITL.}
8. B. to K. R’s 4th. 8. K. to B’s sq.

9. B. to K. B’s 6th. 9. R. to K’s 8ta (ch.)

10. B. to K’s 5th. 10. K. to Kt.”s sq.

11. R. to K. R’s 4th,
And he cannot possibly save the game.

Variation L,
Beginning at Black’s 4th move.

WHITE. BLACK.
4. R. to K. Kt.’s 7th. 4. K. to B’s &q.
5. R. to K. R’s 7th. 5. R. to K. Kt.’s 8th.

(By this move he is compelled to play his R. to Kt.’s 8th, in order to
interpose when you check with yours, and the result is that you win
his R. by force.)

6. R. to Q. B’s 7th. 6. K. to Kt.’s sq.
{This is his best move; if he check with the R. at K. Kt.’s 3rd, you
interpose the Bishop, and he cannot escape.)
7. R. to Q. B’s 8th (ch.) 7. K. to R’s 2nd.
8. R. to K, R’s 8th (ch.) 8. K. to Kt.’s 3rd.
9. R. to K. Kt.’s 8th (ch.)
‘Winning his Rook.

Variamion 1.,
Beginning at Black’s 5th move.

WHITE. BLACK.
5. B. to K. Kt.’s 3rd. 5. R. to K, B’s 6th,
6. B to Q’s 6th, 6. R. to K’s 6th (ch,,

7. B. to K's 5th, 7. R. to K. B’s 6th.



ENDINGS OF GAMES. 451

(If he move the K. to B's 8q., instead of playing the R. thus, you have
only to place your R. on K. R’s 7th to ensure the game.}

8. R. to K’s 7th (ch.) 8. K. to B's sq,

(If K. to his Q’s sq,, your reply must be R. to Q. Kt.’s 7th.)
9. R. to Q. B’s 7th. 9. K. to Kt.’s sq.

10. R. to K. Kt.’s 7th (ch.) 10. K. to B’s sq.

11. R. to K. Kt.’s 4th, 11. K, to his sq.

(3f he play R. to K’s 6th, instead of returning the K. to his sqg., you
snswer with R. to K. It’s 4th, &c.)

12. B. to K. B’s 4th.
And you must win easily.

VariaTion I11,,
Begmning at Black’s 7th move,

WHITE, BLACK,
7. . to Q. B’s 4th. 7. K. to B’s sq.
8. B. to K's 5th. 8. K. to Kt.’s sq.

9. R. to K. R’s 4th.
Winning.

In playing over the variations just submitted, it is impossible to avoid
being struck by the elegance and accuracy of this analysis, but, as Lofli
and other writers observe, ‘‘ the general proposition laid dewn by Philidor,
of the Rook and Bishop winning against a Rook, can only be sustained
on the supposition that the adversary can always be forced into this or a
similar position,”” and this, though attempted by Philidor in his edition
of 1777, has never been demonstrated, and in the opinion of every vlayer
who is conversant with the subject, is an impossibility.

Lolli bas subsequently given three positions, in two of which White
can win by force, but the third is one where, with the best possible play,
he can only draw. As these positions are well known, and are besides
comprehended in one or other of the categories in Mr. Kling’s demon-
stration, it i8 not necessary to give them again. In addition to these,
Mr. Cochrane has given three situations, which it appears were sent by
two players of Lille to the Café de la Régence, in Paris, as examples
where White can only draw the game. (See Cochrane, p. 341.)

In later times Mr. Szen, the celebrated player of Hungary, has alse
put forth a position wherein Black can maintain his defence and draw the
game. (See Diagram 64.)

Bat, still more recently, we have had the admirable analysis of Mr.
Zytogorski, in which an attempt, all but successful, has been made to
prove that the superior force should always win. (See the ** Chess-Player’s
Chronicle,” vol. ii. p. 427, and vol. iii. pp. 13, 45, 74, and 289.) From
this able article we take one of the most important positions, where
Mr, Z. conceives he demonstrates that White can win. but which Mr.
Kling has shown to be an error. {See Diagram 65.)

2a2
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Mg. Zzen"s Posrion, MR. Zvrugorski’e Postrion.

Diagram 64. Diagram 65.
BLACK. _

As these posiions are included 1n one or other of the classes mto which
Mr. Kimg divides the subject, 1t 13 necdless to append thewr mamtfold
variations, but the particular one of Mr Zvtogorski’s in which the error
before alluded to occurs, 1t may be well to gives Place the Piaces as 10
Dhagram bo.

W HITE BLACK,
1. R. to K’ 8th (ch.) 1. R. to K. B’s q.
2. R. to K’s 7th. 2. R. to K. B’s 8th.
3. R.to Q’s 7th. 3. R. to K. B’s 7th.
4. R. to Q. B's 7th. 4. R. to K. B’s 8th.
5. B. to K. B’s 6th, 5. R. to K. Kt.’s 8th (ch )
6. K. to B’s 5th, 6. R. to K. Kt ’s 7th.
7. B. to K’s 5th. 7. R. to Q. R’s 7th.
8. R. to K. Kt ’s 7th (ch ) 8. K. to B’s gq.
9. R. to Q’s 7th. 9. K. to Kt.’s sq
10. K. to B's 6th. 10 R. to Q. R’s 3rd (ch.)
11. B. to Q’s 6th. 11. R to Q R’s 8th.
12. R. to K. Kt.s 7th (ch ) 12, K. to R’s sq.
13. R to K. Kt ’s 2nd. 13. R. to K. B’s 8th (ch.)
14, K. to K. Kt.’s 6th, 14. K. to Kt.’s 8q.
15. B. to Q. B’s 5th. 15. R. to K. B’s 5th.
16. R. to K. Kt.’s 5th. 16. R. to Q. R’s 5th.
17. K. to B's 6th (dis, ch.) 17. K. to R’s 2ud.
18, B. to K’s 3rd. 18. R. to Q. B’s 5th.
19. R. to K. Kt.’s 7th (ch.) 19. K. to R’s sq.
20. R. to Q. Kt.’s 7th, 20. K. to Kt.’s sq.

it is at this 20th move of Black. according to Mr. Kling, that M:
Zytogorski’s m'stake occurs.
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Nothing can be more beautiful and correct than the foregoing play, but
at this pomt, mstead of duecting Black to move h's King as aoove, he
makes him give check with his R. at Q. B’s 3rd. and by that means lose
the game,

21. R. to Q. Kt.’s 8th (ch.) 21. K. to R’s 2nd.
22. R. to Q. Kt 's 6th. 22. R. to Q. B’s 2nd.
23. B. to Q’s 4th, 23. R. to K. B’s 2nd (ch.)

This is s only move to draw the game; and now, whether you take the
Rook or not, he will succeed 1n preventing your winnmng,

M. Bling’s *“ Analpgis.”
First CHAPTI R.

Tre positions found i the followmng Chapter will show how the player
with the Rook and Brchop can drive lus adversary to the end of the board,
and at the same tune will pomt out the suicst method that Black can
adopt to arive at a position for drawing the g une,
Tirst Posirion. (Diagram 66.)
BI 4CK.

% I
K &

1Ty
¢ .,W m‘.‘
, ‘@’
| ,‘,l
171 M ”3
i '3

7 ~ v oo yaé
[/ 14
i 1 - 4

WHITE.

We start from a position which the Black can always be o upclled to
30 upy.

WHITE. BIACK.

1. B. to K’s 5th. 1. R. to Q Kt.’s 2nd.

2. R. to K. R’s 6th. 2. R.to Q’s 2nd.

3. B. to Q's 6th. 3. R.to Q’s sq. (see Var. 1
and II1.)

4. R. to K., B’s 6th (ch.} 4. K. to K. Kt.’s 2nd.

5. B. to K. B’s 4th. 5. R. tc Q’s 2nd.

6. K. to K’s 6th. 6. R. to Q’s 8th,

.

{This mo~e is bad, and loses the game. See Variation {1.)
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to K’s 5th. 7. K.
to K. B’s 7th (ch.) 8. K
to K, Kt.’s 7th (ch.) 9. X
to K. Kt.’s 4th, 10. K
to K. B’s 7th. 11. R.
to K. B’s 6th. 12. R.
to K. B’s 5th. 13. R.
to K. Kt.’s sq. 4. R
to K. B’s 6th, 15. R.
. to K. R’s sq. (ch.) 16. K
. to K’s 6th. 17. R,
K. t

to Q’s sq.
And wins.

to K. R's 2nd.
. to Kt.’s 3rd.

. to K. R’s 3rd.
. to K. R’s 2nd.

. to @’s 2nd (ch.}

. to Q. Kt.’s 2nd.
to Q’s 2nd.

. to K. B's 2nd (ch.)

. to @’s 2nd.

. to Kt.’s sq.

. to K. R’s 2nd.
K. B’s sq.

This variation shows that Black’s 6th move loses the game ; the other
variations lead to drawn games.

4
5
6
7
8
9
10
11,
12.
13
14
15
16
17

AP RERERE AR AR

. to K’s 7th (ch.)
. to Q’s 6th.
. to K’s 6th.

Variarion 1,

WHITE.
3.

to K. Kt.’s 6th (ch.) 4.
to K. B’s 6th {ch.) 5,
to K's 6th. 6.
to K. B’s 8th (ch.) 7.
to K. B’s sq. 8.
to K's 5th. 9.
to K. B’s 5th, 10.
to K. Kt.’s sq. (ch.) 11.
. to K. Kt.’s 7th (ch.) 12.

to K. B’s 6th,
to Q. R’s 7th.

BoRe
ARRFPRARIRNERRR

17.

It now becomes a position of the second
will be found in the Third Chapter.

7.
8.
9.
10.
11
12.

Variation I1.

WHITE.

6.
B. to K. R’s 6th (ch.) 7.
B. to K. B’s 8th. 8.
B. to Q’s 6th. 9.
R. to K. B’s 8th {ch.) 10.
R. to K. B’s sq. 11,
R. to K. Kt.’s sq. 12.

BLACK.
to K. Kt.'s 2nd.
to K. B’s 2nd.
to Kt.’s sq.
to Q. R’s 2nd.
to K. R's 2ud.
to Kt.’s sq.
to Q. R’s 3rd (ch.,
to K. R’s 3rd.
to K. B’s 2nd.
to K. B’s sq.
to K. R’s 7th.
to Q. B's 7th.
to K’s sq.
to Q’s sq.

. to Q. B’s sq.

class, the defence of whick

BLACK.

to Q. R’s 2nd.

to Kt.’s sq.

to Q. R's 3rd (ch.)
to Q. R’s 2nd.

. to R’s 2nd.

to Q. R’s 3rd.

to K. R's 3rd.

FRERERAR

This is now a position of the first class, the defence of which will be
found in the following Chapter,
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Variarron 111,
WHITE. BLACK.

3 K. to K's sq.

4. R. to K’s 6th (ch.) 4. K. to Q's sq.

5. R. to K. B’s 6th. 5. K. t0 Q. B’s sq.*

6. R. to K. B's 8th (ch.) 6. K. to Q. Kt.’s 2nd.

7. K. to K’s 6th. 7. R. to K. R’s 2nd.

8. K. to Q’s 5th. 8. R. to K. R’s 4th (ch.}
9. B. to K’s 5th. 9. K. to Q. Kt.’s 3rd.
10. R. to Q. Kt.’s 8th (ch ) 10. X. to Q. R’s 4th.

Again a position of the first elass.

Seconp CHAPTER.

Furst Class.

The division of the different positions into classes is made to estimate
then value with regard to the possihility of defence.

The first and second class give us the cusiest method of defence, and
we shall see that we can arnve at the one or the other by playing the
correct moves ; we shall also show that one can be changed to the other.
If, however, the second player does not play very well, he can be forced
mto a position belonging to the other classes, which gives to the first

player a better chance of forring the game
‘We have only made use of the Queen’s Bishop m the several positions
—it being ewident that the King’s Bishop would lead to sinula: positions

on squares of the other colour.

Diagram 67. Dhagram 68.
BLACK. BLACK.

& W 7|
23 A
7,
I

1 2 wuite. 3 -
First, Second, and Thud Post- Fourth Position.—This last po-

tion.—The White Rook occupymng sition 15 the only exception imn the
the same square m the three posi- fist class, i which W hite can win
ti0n8. by playmg K. to Kt.’s 6th.

* 1f Black play R. to K. R’s 2nd. 1t will stall resolve 1nto & position of
the hist class.
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The other positions are played as follows,

First PositioN,

This is the one of the most difficult of this class for the defence, the
Black King being so near the Rook’s square. It is evident that White
would win, were the Black King placed on Q. R’s square, and his Rook
on Q. R’s 8th—and White’s King on Q. R's 5th—B. on Q. R’s 4th—
K. R. on K. R’s 7th, the position being the same on the left side of the
board as thatof the fourth position on the right.

WHITE. BLACK.

1. K. to Q. B’s 5th. 1. K.toQ. R’ssq.(or Var. L.}
2. B. to Q’s 2nd. 2. R. to Q. Kt.’s 2nd.
3. R.to K. R’s sq. 3. R. to K’s 2nd.

4. B. to K. Kt.’s 5th. 4. R. to Q. Kt.’s 2nd.

5. B. to K. B’s 6th. 5. R. to Q. R’s 2nd.

6. B. to Q’s 4th. 6. R. to Q. B’s 2nd (ch.)
7. K. to Q’s 5th, 7. K. to Q. Kt.’s 2nd.

8. B. to K’s 5th. 8. R. to K. B’s 2nd.

9. K. to K’s Gth, 9. R. to K. B's 7th.

10. R. to Kt.’s 8q. (ch.) 10. K. to Q. B’s 3rd.
11. R. to B’s sq. (ch.) 11. K. to Q. Kt.’s 4th.
12. K. to Q's 5th. 12. R. to K. B’s 4th.
13. R. to Kt.’s sq. (ch.) 13. K. to Q. R’s 4th.

This is a position of the same clasg, and one more favourable for the
defence than the first position.

VariatioN [,

WHITE. BLACK,
1. R. to Q. B’s 8th (ck.)
2. K. to Q. Kt.’s 6th 2. K. to B’s sq.
3. B. to Q. B’s 5th, 3. K. to Q’s sq.
4. K. to Q. B’s 6th. 4. R. to K’s 8th.
5. R. to K. B’s 7th. 5. R. to K’s 3rd (ch.)
6. R. to K’s 8th.

6. B. to Q’s 6th.
7. R. to K. B’s 6th.
This is not so well defended as the other, but it is still a drawn game,
as we shall see in the third position of the third class. The best method
of defence is only given, the variations being too numerous and too
similar to excite any interest.

Tuirn CHAPTER.
Second Class.

In this class there is only one position won for the White. Besides
the five regular positions, we have added one where the White King
attacks the adverse Rook at the first move, which gains White a movs
and the game,
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This position is solely to show with what precision the Black Rook
ought to be played.

Firer Posirron. (Diagram 69.)  Secoxp Posrrion. (Diagram 7(.)

“WRITE.

THirp Position. (Diagram 71.) Founra Position. (Diagram 72.)

s I
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Frera Position, {Diagram 73.) Sixtn PosirionN. (Diagram 74.)
BLACK. BLACK,

WHITE, WHITE,

This fifth position is the only one of this class which is lost for Black.
The Black Rook is placed on K. Kt.’s 5th—the game being lost on any
other square on the same line; were he on the K. Kt.’s 3rd, Wiate
eould give mate in three moves, which would be still worse.

Whate to play.
WHITE. BLACK.

1. R. to Q. R’s 8th (ch.) 1. K. to K. R’s 2nd.
2. K. to K. B’s 5th. 2. R. to Kt.’s sq.
3. R. to Q. R’s 7th (ch.) 3. K. to R's 3rd.

4. R. to Q. R’s sq.
Winning.
The third of these positions (Dragram 71) may be played in the follow.
ing manner :—
WHITE. BLACK.

1. R. to K. Kt.’s 7th. 2. K. to Q's sq.
By this move Black loses the position of the second class and is obliged to
take one of the thnd, which however is still defensible,

Sixtu Po<ition.

WHITE, BLACE.
1. K. to Q’s 5th. B. to Q. B’s 8th.
2. B. to Q. B’s 5th. K. to Kt.’s sq.*
3. R. to K. R’s 7th. R. to K’s 6th,
4. K. to Q. B’s 6th. . R. to K’s 3rd (ch.)
5. B. to Q’s 6th (ch.) . K. to R's gq.
6. R.to K R'ssq.

o oo

Winning.

* 1f Black play to Q’s sq., White plays his King to Q. B's 6th, and
can oceupy a winning position in four moves.
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Fourta CHAPTER.
Therd Class.

Although there is only one winning position in the five given in this
ciass, the defence is more difficult than those of the preceding classes,

First Position. (Diagram 75.)

WHITE.
White plays in this position,

WHITE. BLACK,
1. R. to Q’s 7th. 1. R. to Q. B’s 7th.
2. R. to K. R’s 7th, 2. K. to Q. B’s sq.

This is now a position of the second class, and can be resolved into a
pesizion similar to the one we start from.

Secoxnp Position, (Diagram 76.) Tuimp Position. (Diagram 77.)
BLACK. BLACK.

WHITE, WHITK,
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Fourtr Posirion, (Diagram 78.)
BLACK.

WHITE.

This fifth position is lost for the Black. (e. g.)

WHITE. BLACK.
1. R. to K. R’s 8th (ch.) 1. R. to K. Kt ’s 8.
2. R. to K. R’s 4th. 2. R. to K. Kt.’s 6t
3. R. to Q. R’s 4th. 3. K. to Kt.’s sq.
4. R. to Q. R’s 8th (ch.) 4. K. to K. R’s 2nd.
5. R. to K. R’s 8th.

Winning.

1t is won, because the Black Rook has not so many sqaares to play te
as in the preceding variations.

Firra Position, (Diagram 79.)
BLACK,

By
mom B
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Furra CIAPTER.
Fourth Class.

In this Chapter fwo positions out of five are favourable for Wiute, the
third and fifth.

First PosiTion. (Diagram 80 )
BI ACK.

WHITR
WHITE, BLACK
+ R to@Q Bs7th, 1 R toK’s 3rd
2 R to@Qs 7th 2 R toQ B’s3rd
3. R. to Q- 2nd 3 R toQ B’s8th

4. R to Qs 6th

It 18 now a position of the third class, but if Black for lus first move
play R to Q’s 8th, White can win

Secovp Position. (Dhagram 81 )  Tairp Posirron (Diagram 82 )
BLACK BI ACK

Y pE
) ;‘5*38%a
=
=
@
a
K

BB
1=

F
I

F“

WHITE. WHRITE.
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In this third position, White can win m the following manner :—

WHITE. BLACK.
1. R. to Q. B's 2nd. 1. R.to @ R’s 3rd.
2 R to K. R’s 2nd. 2. K. to Q. B's sq,
3 R.to Q. Kt.’s 2nd. 3. R.to Q. R's 8q.
4. R to Q. Kt ’s 6th. 4. K. to Qs sq
5. R. to Q. B's 6th. b, K. to K’s sq.*
6. R.to Q B'ssq 6. K. to Q's sq.
7. B to K’s 7th (ch.) 7. K to K’s sq.
8 R.to K. B’s sq. 8 R toQ.R’s3rd (ch
9 B to Q’s 6th. 9 R. takes B.
10. K. takes R. 10. K. to Q’s sq.
11. Rook mates.

SixTr CHAPTER.

Fifth Class,

First Posniioy. {Disgram 83.)  Seconp Position. (Diagram 84.)

BLACK. BLACK,

o U E

* The game 18 equally lost 1f Rook moves {0 Q. R’s 3nd. This move
gves rise to many vanations, which are given in * Le Palaméde ™ for
1816, page 493, &e.
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Tuiro PositioN. Diagram 85.) Fourta Position, (Diagram 86.)

BLACK, BLACK,

WHITE. WHITE.

All the positions of this class are won for White, with the exception of
the last, which, however, is the most difficult to defend. Some of these
positions have been analysed by Philidor and Lolli. The last may be
found in the ¢ Chess Chronicle,” and at the time it was thought to be o
won game by Mr. Kling, and many of our best players; a profound
analysis has demonstrated the impossibility of winning. Mr. Kling now

ees in the opinion of Lolli, La Bourdonnais, and others, who have
declared the following position a drawn game.

Diagram 87.
BLACK.

We shall see thut this position is nearly the same as Nc. 4 f thie “lase
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Lolli, as also La Bourdonnais, give no instruction with regard to the
manner of playing it. The lastsays, in his work, pp. 186, 187 (1833) :
st 1t is to be regretted that Lolh has not given the principal moves, This
position of Lolli is fertile of ¢ pats,” and I think that Black, by playing
correctly, can always hinder their adversary from occupying, with their
King and their Bishop, the position where the winning of the game is
shown (viz. K. on K’s 6th, B. on K’s 5th); but I conceive also that
White can easily force the Black King on the other line, in a positiva
where he will no longer have a defence.”

La Bourdonnais, however, has not given any proof of his opinion, and we
show the manner which demonstrates the wmpossibility. He continues:—
“ Tt is a pity that Lolli has not proved his assertion by a demonstration
That would have facihitated the study of this difficult position.”

We are now going to give the defence of this position.

First PosiTion. (Diagram 88 )

Wk I

=

WHITE,

Herc White forces Black to tahe the first position of the fifth class
two moves, and wms the game.

WHITE. BLACA.
1. R. to Q. Kt.’s 6th {ch.) 1. K. to Q. R’s 8q.
2. R. to K. R’s 6th. 2. R. to Q. Kt.’s 8th.
3. R. to K. R’s 8th (ch.) 3. R. to Kt.’s sq.
4. R. to K. R’s 4th. 4. R.to Q. Kt.'s 8th.*

* Had Black played R. to K's sq. the game would equally have
boen lost, and bad he moved the R. 10 Q. Kt.'s 2nd, the gawe would
continue thus,—

WHITE. BLACK.
5. R. to K. Kt.’s 4th. 5. R.to Q. R's 2nd (ch.)
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5. B. to Q. Kt.’s 4th. 5. K. to Q. Kt."s sq.
6. K. to Q. Kt.’s 6th. 6. K. to B’s sq.
7. K. to Q. B’s 6th, wins.
. is evident that had Black played K. to Q. B’s sq. on the first move,
‘White would win by playing R. to Q’s 6th.

1 the Seconp PosiTioN of this Class (see Diagram 84, page 462

White plays,—
WHITE, BLACK.

1. R. to K’s 8th (ch.) 1. R.to Q's sq.

2. R. to K's 7th. 2. R. to Q’s 7th.

3. R. to K. B’s 7th, 3. R, to Q’s 8th.

4. R, to Q. R’s 7th. 4. R. to Q. Kt.’s 8th.
5. R. to K’s 7th, 5. R. to Q’s 8th.

6. B. to K’s 3rd. 6. R. to Q’s 6th,

f Black play 6. R. to Q’s sq., White replies with R. to K’s 4th, anl
wins more speedily.)

7. B. to Q. Kt.'s 6th. 7. R. to Q. B’s 6th (ch.)
8. B. to Q. B’s 5th. 8. R. to Q’s 6th.

9. R. to @ B’s 7th (ch.) 9. K. to Q's sq.

10. R. to Q. R’s 7th. 10. K. to X’s sq.

11. R. to K’s 7th (ch.) 1. K. to Q's sq.

12. R. to K’s 4th, 12. K. to Q. B's sq.

13. B. to Q’s 4th.
And wins,

Tuirp Position. (See Diagram 85, page 463.)

WHITE. BLACK.
1. R. to K. Kt."s 8th (ch.} 1. R. to K. B’s sq.
2. R. to K. Kt.’s 7th. 2. R. to K. B's 7th.
3. R. to K. R’s 7th. 3. R. to K. B’s 8th.
4. R. to Q. B’s 7th. 4. R. to Q's 8th.
5. B. to Q. B’s 3rd. 5. R. to Q's 6th.

*Black play instesd 5. R. to Q’s sq., the answer is 6. R. to Q. B's 4th.
winning more easily.)

6. K. to Q. Kt.’s 6th. 6. R. to Q. Kt.’s 2nd (ch.}
7. K. to Q. B’s 6th. 7. R. to Q. Kt.’s sq.*
8. B. to Q. B's 7th. 8. R. to Q. Kt.’s 2ud.

9. R. to K. R’s 4th, and wins.

' 1f Black move—
’ K. to Q. R’s 2nd
B. to Q. B’s 7th. K. to Q. R’s sq.
R. to K. R’s 4th, and wins.
¥or several interesting variations to this first position ace * ie Pala-
de,” 1841, pp. 531, 532. 9
H
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6. B. to K. B’s Gtn, 6. R. to K’s 6th (ch.}

7. B. to K’s 5th. 7. R, to Q’s 6th,

8. R. to K’s 7th (ch.) + 8. K. to Q's sq,

9. R. to K. R's 7th. 9. K. t0 Q. B's sy,
10. R. to Q. B’s 7th {eh* 10. K. to Q’s sq.

11. R. to Q. E's 4th.
And wins.
Fourtn PositionN. (See Diagram 86.)

[This position, with the leading variation, which deserves the most atter.
tive consideration, has already been given in the introductory observa.
tions to Mr. Kling’s Analysis. (See page 452, and Diagram 65.) ]

The variations springing from this last position are so numerous thar
it would be impossible to give them all ; we only add two, where Black
having played incorrectly, has tuken a lost position.

Diagram 89. Diagram 90.

.Diagram 89.
WHITE. BLACK.
1. R. to Q. R’s 3rd. 1. R. to K. Kt.’s 7th (ch.)
2. B. to K. Kt.’s 3rd. 2. K. to B’s sq.
3. K. to K. B’s 6th. 3. K. to Kt.’s sq.
4. R. to Q. R’s 8th (ch.) 4. K. to R’s 2nd.

5. R. to Q. R’s 7th (ch.)
6. R. to K. Kt.’s 7th.

K. to R’s 3rd (or Var. L)
. K. to R's 4th.

00 T O W

7. R. to K. Kt."s 5th (ch.) . K. to R’s 3rd.
8. R. to K. Kt."s 4th. . K. to R’s 2nd.
9. K. to K. B’s 7th, and wins.
VagriaTion L.,
From Black’s 5th move,
5. K. to Kt."s sq.
6. Kt.’s 7th (ch.} 6. K. to R's sq.

R. to K.
7. R. to K. Kt.’s 4th. 7. R. to Q. R’s 7th.
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8. B. to K's 5th. 8. K. to K. R’s 2nd.*

9. R. to K. Kt.”s 7th (ch.) 9. K. to R's sq.
10. R. to Kt.’s sq. 10. K. to R’s 2nd.

1. R. to K. R’s sq. (ch.) 11. K. to Kt.’s sq.
12. B. to Q’s 4th. 12. R. to Q. R’s 3rd (ch.}
13. K. to K's 7th. 13. R. to K. R’s 3rd.
14. R. to Kt.’s 8q. (ch.) 14. K. to K. R’s 2nd.
15. White gives mate in six moves.

Diagram 90.
WHITE. BLACK.

1. R. to K. Kt.’s 7th (ch.) 1. K. to B's sq.
2. R.to Q. B’s 7th. 2. R. to Q. Kt.’s 8th.

3. B. to Q’s 4th. 3. R. to Q’s 8th.

4. B. to K’s 5th. 4. R. to Q. Kt.’s 8th.

5. R. to Q’s 7th. 5. K. to Kt.’s sq.

6. K. to K. B’s 6th. 6. R. to Q. Kt.’s 3rd “ch.y

7. B. to Q’s 6th. 7. R. to Q. Kt.’s 8tb.
8. B. to Q. B’s 5th. 8. R. to Q. Kt.’s 6th.
9. R. to K. Kt.’s 7th (ch.) 9. K. to R’s sq.
10. R. to Kt.’s sq. 10. R. to K. B’s 6th (ck.,
11. K. to K. Kt.’s 6th. 11. K. to Kt.’s sq.
- 12. R. to K. Kt.’s 4th. 12. R. to Q. B’s 6th.
13. B. to Q’s 6th. 13. R. to Q. B’s 3rd.
14. K. to K. B’s 6th (dis. ch.) 14. K. to K. R’s 2nd.
15. R. to K. Kt.’s 7th (ch.) 15. K. to R's sq.
16. R. to @’s 7th. 16. R. to Q. B’s 8th.
17. B. to K’s 5th. 17. R. to Q. B’s 3rd (ch.)
18. K. to K. B’s 7th (dis. ch.) 18. K. to R’s 2nd.
19. R. to Q’s 8th. 19. K. to R’s 3rd.
20. B. to K. B’s 6th. 20. R. to Q. B’s 2nd (ch.)
21. B. to K’s 7th. 21. K. to R’s 2nd.
22, R, to Q’s 4th. 22. R. to Q. B’s 3rd.

23. B. to Q’s 6th.
And wins.

There are many other methods of varying the moves, but those given
e the most interesting, and sufficiently develope the principle of the
lefence.

From these it is evident that White can force his adversary’s King to
‘he extreme line of the board, but it is equally apparent that he cannot
#in, if the defence be correctly played,—it is also shown that Black can
ilways make a drawn game, even after losing the advantage ot the posi-
jons of the first and second class, and being driven into one of the other
ess favourable situations ; those are only exceptions where White has won.

Mr. Kling concludes his very able and interesting examen (which
eaves little to be desired beyond a more distinct and methodical arrange-

* If he play R. to K. B’s 7th (ch.), he is equally lost. See * alo-
néde,” 1846, pp. 535, 536.
2H2
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ment of the matter), by declaring his conviction, after the most laborious
investigation of the subject, that “ tke Rook and Bishop agamat the Rood
constitufe a drawn game.’’

ROOK AGAINST ROOK AND KNIGHT.

Tuis species of termination has not received one tithe of the attention
and study which has been bestowed on the very similar one we have
just been discussing. It seems to have been taken for granted that
the single Rook, in such positions, can draw the game. The late
Mr. Forth, however, gave much consideration to the subject, and is of
opmion, and, we think, has satisfactorily proved, that ‘‘ the Rook and
Knight exercise a more effective power agamst the Rook than that Prece
does in opposition to the Knight, or than King and two Knights can do
against King and Pawn.”

We proceed to give a few examples, for which we are mainly indebted
to the demonstrations of Mr. Forth, and we commend this particular
study, us one still fertile in discoveries, to the consideration of amateurs.

Diagiam 91,
‘White, with the move, will win the Rook in four moves.
WHITE. BLACK.
1. Kt. to K’s 6th (ch.) 1. K. to Q’s 4th.
(If instead he play K. to his 5th, White will check with R. at Kt.’s 4tb.)
2. R. to Q’s 8th (ch. 2. K. to his 5th.
3. R. to Q’s 4th {ch. 3. K. moves.
4. K, takes R.

Diagram 91,
BLAUK,

WHITE. WHITE.

Many instances of this kind might obviously be given if necessary, but
it is more important to understand the mode of action when the Pieces
wre at the gide of the board, or may be driven thers.
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Diagram 92,
In this instance, White, with the move, will win in ten moves.

WHITE. BLACK.
1. R. to Q. B’s 7th (ch.) 1. K. to his sq. (vest.)
2. K. to his 6th. 2. K. to Q’s 8q.
f to K. B's 8q., White checks with R. at K. B's 7th, and on the K.
moving to Kt.’s sq., gives mate in two more moves.)

3. R. to Q’s 7th (ch.) 3. K. to Q. B’s sq.

4. Kt. to K’s 7th (ch.) 4. K. to Kt.’s sq.

5. K. to Q's 6th. 5. R. to Q. Kt.’s 3rd (ca.)
(His best move to delay the mate.)

6. Kt. to Q. B’s 6th (ch.) 6. R. takes Kt. (ch.)

(If he play K. to Q. B’s 8q., White may move R. to Q. R’s 7th.)

7. K. takes R.
And mates in three more moves.

Diagram 93. Diagram 94.

BLACK., BLACK.

Diagram 93,

This example is much more difficult than the preceding one. ¢ It will
: seen,’’ says Mr. Forth, * that when the Black King is on the Rook’s,
night's, or Bishop’s squares, it is comparatively easy to force the game.
it the difficulty is materially enhanced when he is on the King’s or
ueen’s squares, where it is, at present, an undecided question whethev
ate can be forced in general situations. The positions where the Rook
1d Knight exercise the greatest power, are those in which the adverse
00k is on the same half of the board as that on which the Kings stand
1d the White Knight can be moved to the next square to his King for
ie purpose of interposing when check is given- Such situations are, for
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the most part, decisive; care, however, must be taken to keep the Kings
near each other, that time may not be lost in gaining the opposition at the
proper momeat,’’

In the present position White can win in twenty morves. (e. g.)

WHITE.

1. Kt. to Q’s 6th (ch.)
2. R. to Q’s 7th.
3. R.to Q. R’s 7th.

It is necessary to force the Black Rook on to this square, in order to pre-
vent his checking the King when White removes his Knight.)

4.
5.
6.
7.
8.
9.
10.
11.
12.
13.
14.

Kt.
Kt.

to K. B’s 5th.
to K. Kt.’s 7th,

Kt. to K’s 6th (ch.)
R. to K's 7th.
. to Kt.'s 6th.

. to Qs Gth.

K
R. to Q’s 7th.
R.
R

. to Q. B’s 6th.

Kt.

to Kt.’s bth.

R. to K’s 6th.

Kt.

to K. R’s 7th.

15. R. to K’s 7th.
16. Kt. to K. B's 6th (ch.)

And White wins in four more moves.

3.
4.
5.

(A)

K. to his Kt.’s 6th.
R. to B’s 7th (ch.)
Kt. to K’s 4th.
Kt. to B’s 6th.

BLACK.

1. K. to B’s sq. (best.)

2. R. to Q. Kt.’s sq., or (A,
3. R. to @’s sq.

4. R. to Q. Kt.’s sq. (best.)
5. R. to Kt.’s 3rd (ch.)
6. K. to Kt.’s sq.
7. R. to Q. Kt.’s 6th.
8. R.to Q. Kt.’s sq.
9. R. to Q. R's sq.

10. R. to K's »q.

11. R. to Q. R’> sq.

12. K. to B’s sq.

13. K. to Kt.’s sq.

14. R. & Q. Kt.’s sg.

15: R. checks.
16. R. takes Kt. (¢h.)

2. K. to his Kt.’s sq.
3. K. to B’s sq.

4. K. to Kt.’s sq.

5. Moves where he can.

&c., &c.

Diagram 94.

This position is from Lolli. and is an example of a drawn game. White
having to move plays,—

‘WHITE.

1. P. to Q's 7th.
2. R. takes B.
3. R. to K. B’s 4th (ch.)

And White is stalemated.

BLACK.
1. R. takes P.
2. R. to Q’s 7th.
3. K. takes R.

Cuarter IV,

ENDINGS OF GAMES WITH KINGS AND PAWNS ONLY.

WHEN, towards the end of a game, a few Pawns only, with their respective
Kings, are left upon the board, it might at first sight be supposed, from
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the limited nature, and the simplicity and uniformity of their moves, that
little difficulty could arise, and no great study or examination be neces.
sary. If, indeed, the value of the Pawns, hLike that of the superior Pieces,
were to be estimated only by the power they originally possessed, such
a supposition would doubtless be correct; but the peculiar privilege by
which, under certain conditions, they may be elevated to the rank of the
most valuable Pieces, brings a new and very interesting element into the
calculation, and renders this particular species of termmation at once one
of the most difficult and most important branches of chess strategy. It
18 at the same time one which is generally very imperfectly understood by
amateurs ; and perhaps it is amongst finiched players only that its essential
importance is fully recognised, because from that class chiefly those well-
contested and equal games proceed which are most frequently brought to
similar conclusions. And even amongst the very first-rate practitioners
numerous instances occur, where the slightest miscalculation leads to the
loss of an otherwise secure battle. Nothing can well be conceived more
trying to the nerves and temper, than after hours of the intensest mental
effort, and when a difficult game has been successtully conducted through
danger, and aganst a superior force, until it is safely reorganised with
victory in view, to see the well-carned conquest suddenly fall from you.
hands by some momentary lapse of the overstrained attention, or some
paltry artifice which a tyro would have penetrated.

A remarkable example of this kind occurs in the eleventh game of the
great match played in Paris in the year 1843. After a long and severe
struggle, conducted by the English player with some inferiority of force
{his opponent having gained an advantage at the commencement), the fol.
lowing position (see Diagram 95) occurred ; Black (Mr. 8.) having to play.

Diagram 95.

BLACK.

There can we think be little deubt that, under ordinary circumstances
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Black would at once have played the correct move of K. tsakes Q. P,
and by so doing have won the game with ease. Instead of this, however,
from momentary inadvertence, the consequence of nine or ten hours’ in.
cessant mental exertion, he moved K. to his 5th, and the game was par.
sued as follows s

WHITE. BLACK.
1. K. to his 5th,

2. K. to Q’s sq. 2. K. to Q’s 6th.
3. P. to Q’'s 5th. 3. P. to K’s 7th (ch.)
4. K, to his sq. 4. K. t0 Q. B's 7th.
5. P. to Q’s 6th. 5. K. takes P.
6. P. to Q's 7th. 6. P. to Q. B’s 6th.
7. P. to Q’s 8th and ¢ Queens.” 7. P. to Q. B’s 7th,
8. Q. to her 2nd.

And wins.

But had Black, on the contrary, played as already suggested, he would have
won the game ; thus,—

WHITE. BLACK.
1, K. takes P.
2. K. to Q’s 5q.

(Tf, in place of this move, he advance K. Kt. P., Black will equally win by
playing K. to his 5th, then taking the Knight's Pawn in another move
or two, and afterwards returning with his King in suflicient time to
defend his own King's Pawn.)

K. to Q’s 6th.

2.

3. P. to K. Kt.’s 4th, 3. P. to K’s 7th (ch.)

4. K. to his sq. 4. K. to Q. B’s 7th.

5, P. to K. Kt.’s 5th. 5. K. takes Q. Kt. P.

6. P. to K. Kt.’s 6th. 6. P. to Q. B’s Gth,

7. P. to K. Kt.’s 7th, 7. P. to Q. B’s 7th.

8. P. ¢ Queens.” 8. P. “ Queens’’ (ch.)

9. K. takes P. 9. Q. to Q. B's bth (ch.)
10. Q. takes Q. 10. P, takes Q.

And must evidently win.

The student will naturally enquire how a proficiency in the art of
playing Pawns may be best attained 2 And whether he can hope to gain
much benefit in it from books? We can only say, that it is a matter
exceedingly difficult to generalize upon, or to reduce to rules, and that,
therefore, great and incessant practice is the grand requisite ; but it should
never be forgotten that the required practice may be obtained equally, and
perbaps even in a superior degree, by the study of those critical ana
ingenious positions which are given by our best authors, as by actual
play, and we strongly recommend attention, therefore, to the selection of
situations which form the subject of the present Chapter.
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KING AND PAWN AGAINST KING AND PAWN,

We have already seen (p. 409) the method of playing a single King agamnst
a King and Pawn. When a Pawn is lefi on each side, and both are able
:0 Queen at the same time, the result is usually a drawn game; there
sre, however, exceptions of some importance which, before exchanging
+he last Pieces, it is necessary to bear in mind. These may arise ether
through one of the Pawns giving check at the time it becomes a Queen,
or from the King of the party ‘ Queening’’ last being on the same file as
his Pawn, so that his opponent, by a simple check, forces the King to
move and wins the Queen. The following, from Loll, will be a suffi-
cient illustration,

Diagram 96.
BLACK,

Here, Black having the move, may draw the game by advancing P to
Q’s 7th; if, on the contrary, he take P. with R. (ch.), expecting to
Queen his Pawn, he will lose 1t, (e. g.)

WHITE. BLACK.
1. R. takes P, (ch.;
2. R. takes R. 2. P. to Q’s 7th.
3. R. to Q’s 5th.
(A remarkably neat coup.)
3. K. takes R.
4, P. to Q’s 7th. 4. P, * Queens,”

5 P, ¢ ** (ch.
Quoens” )Andwins.
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KING AND TWO PAWNS AGAINST KING AND PAWN

Most commonly the two Pawns win, but many cases occur where the
game 18 drawn.

Diagram 97. Diagram 98.
BLACK. BLACK.

A e
D%Vi %%.W 7
(3

rom 7

IENENEE

. i, ]
4 e

ZK ! 4 ; 14 @Vﬂ
WHITE. WHITE.

The first position (see Diagram 97) 1s by Philidor. If Black have to
play, White will win, but if otherwise the game 18 diawn. Tius mstnce
forcibly exemplfics the mmportance i stmlar ¢ses of gamng the oppo-
sition with yom King, or of so placirg him opposite the advarse one,
with onc squire between them, that he, having to play first, 1 compelled
to retreat and lcave you to take up the position you may require.

First, suppose Wiite moves —

WHITF BIACK
1 K. to Qs ith. 1 K to @Q’s 3rd.
‘Had he played K. to B’s 4th, you would Lave won by moving K. tolue 31d )
2, K. to Q’s 3rd. 2 K. to Q’s 2nd.
3. K. to K’s 3rd. 3. K. to K’s 2nd.
4 K. to Q’s 4th. 4 K.to Q’s 3rd.
5. K. to K's 4th. 5. K. to K’s 3rd,

And the game must be drawn,
But suppose Black have to play —

WHITE. BLACK.
1. K to Q’s 3.d.
2. P. to K B’s 5th, 2. K. to K’s 2nd.

(Had he taken the Pawn you would have ctaken s, and have then easily
Queened your Kt.’s Pawn, first placing, your King on hus R’s 7th sq.)

3. P. to K. B’s 6th (ch.)
(If you had taken lus Pawn. he would have drawn the game.)
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K. to his 3rd.
K

3.

41 K. to Q’s 4th. 4. K. to Q’s 3rd.

5. P. to K. B's 7th. 5. K. to his 2ud.

6. K. to his 5th. 6. K. tnkes P,

7. K. to Q’s 6th. 7. K. to B’ gq.

8. K. to his 6th, 8. K. to Kt.’s 2nd.

9. K. to his 7th. 9. K to Kt.’s sq
10. K. to B's 6th, 10 K. to R’s 2nd.
11. K. to B’s 7th. 11 K. to R’s sq.
12. K. takes P. 12. K. to Kt.’s <q.
13 K. to B’s 6th, 13. K. to R’s 2nd.
14. K. to B's 7th. 14. K. to R’s sq.
15. K. to Kt.’s 6th. 15. K. to Kt s sq.
16. K. to R’s Gth. 16. K. to R’ sq.

17. P. to Kt.’s 6th.
. And wins.
Diagran 98.

tiere While wins by sacrificing at the proper moment his Queen
Pawn; thas,—

WHITF DI ACEK.
1. K. to K B’s 6th 1. K. to Q’s <q.
2, P. to Q's 7th 2. K. takes P.
3. K. to B’s 7th. 3. K. to Q's 5q.
4. K. to lus 6th, 4, K. to Q. B’s 2nd.
5. K. to his 7th. 5. K to Q. B’s 8th
6. K. to Q's Gth. 6. K. to Q. Kt ’s 7th.
7. K. to Q’s 7th. 7. K. 10 Q. Kt.’s sq.
8. K. takes P.

And wins,
Diagram 99. Diagram 100
BLACK. BLACK.

T
nd Y
T @8 M P

gyir i

WHITE. WHITE.
The chance of a drawn game is gieater for the single Pawn when that
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is a Rook's Pawn opposed to the adverse Rook’s and Knight’s Pawns,
In the present instance (see Diagram Y3) White, however, wins, but had
the Pawns and Kings been one step further advanced, the game would
only have been drawn.

WHITE. BLACK.

1. K. to Q. B’s 4th.
2. K. to Q's 3rd. 2. K. to Q’s 4th.
3. K. to his 3rd. 3. K. to his 4th.
4. K. to X. B’s 3rd. 4. K. to Q’s 4th.

(Black still keeps up the opposition, but dare not move any further from
the Pawns.)

5. K. to K. B’s 4th. 5. K. to Q's 3rd.

6. K. to his 4th. 6. K. to his 3rd.

7. K. to Q’s 4th. 7. K. to Q’'s 3rd.

8. K. to Q. B’s 4th. 8. K. to Q B’s 2nd.
9. K. to Q’s 3th. 9. X to Q. Kt.’s 3rd.
10. K. to Q’s fith. 10. K. to Q. Kt.’s 2nd.
11. K. to Q. B's 5th, 11. K. to Q. B’s 2nd.

12. P. to Q. Kt.’s 6th (ch.)
And must win.
Dragram 100.

The game is drawn. If Black have to move he takes up the opposition,
and suppose, on the contrary, White play,—

WHITE. BLACK.
1. K. to Q’s 4th. 1. K. to hus 3rd.
(Any other move would lose the game.)
2. K. to his 4th. 2. K. to Q’s 3rd.

And White cannot do more than draw the game.

Diagram 101. Diagram 102.
BLACK. BLACK.
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Disgram 101.

The wove is quite immaterial, the game in either case being easily
drawn. If White have to play, and move P. to R’s 6th, he can never
force his adversary to abandon the possession of the Rook’s and Knight’s
squares, and if he play,—

WHITE. BLACK.

1, P. to K. Kt.’s 6th. 1. P. to K. R's 3rd.
(By taking the Pawn he would lose the game.)

2. P, to Kt.’s 7th (ch.) 2. K. to Kt.’s sq.

And the game is drawn.

From this it will appear that in nearly all cases, when the Rook’s and
Knight's Pawns are advanced to their fifth squares, the opposite Rook’s
Pawn, with its King near, will draw the game. The only exception appears
to be when the White King is on his Rook’s 6th sq., and the Black
King occupying the corner, as in the present diagram, White aas to play.
Thus, suppose White’s King here to be on his Rook’s 6th sq., he will
play,—

WHITE. BLACK.
1. P. to K. Kt.’s 6th. 1. K. to his Kt.’s sq.
(If he take the Pawn, the result is obviously the same.)
2. P. to K. Kt.’s 7th. 2. K. to B's 2nd.
3. K. takes R. P., &c.
Winning.

But if Black had the move, in this same position, the game would be
drawn, because, after the exchange of Pawns, White’s remaining Pawn, on
being advanced to its 7th sq., would give check, after which White cannot
win, as already shown (p. 409).

Diagram 102.

Here also the game is drawn, whoever moves first. Suppose Black has
to play,—

WHITE. BLACK.
1. K. to R's sq.
(Hed he played the Pawn, or moved K. to Kt.’s sq., he would have lost.)
2. K. to R’s 6th. 2. K. to Kt.’s sq.
3. P. to R's 5th. 3. K. to R'a sq.

4. P. to Kt.’s 5t
(Had this Pawn been unmoved, or moved only one square, White would
now have won. This applies to many similar cases, and proves that
if White can place his King at R’s 6th, with either of his Pawns un-
moved, he must win, because he has then the option of moving them
one or two squares at pleasure, and thus gaining a move.)
4. K. to Kt.’s eq.
5, P. to Kt.'s 6th.
And the game is drawn, as in the last example.



478 CHESS-PLAYCR'S HANDBOOK.

Diagram 103. Diagram 104.
BLACK. BLACK,
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WHITE.

Diagram 103.

This position was given by some of the earhest writers, who, however
erroneously supposed that in all cases the game should be drawn. The
error was clearly demonstrated by Loth, who shows that, with the move,
White must win  We give some of the prinupal variations, the minor
details will be easily supphed.

WHITF. BI ACK.
1. K to his bth, 1 P toR’sdth,or(A)
2. P to K Kt’s 5th. 2. K to B’s 2nd.
3. K to Q’s 6th 3 K to B’ssq.
(It 1= quite immaterial, as you will readily discover, where the King i
played to )
4 K to lus 6th. 4 K. to Kt.’s 2nd,
5. K. to B’s 5th. 5 K to B’s 2nd.
6 P. to Kt.’s 6th {(ch.), &e
And wins
(A)
1. X to s 5th. 1. K to Kt.’s 2nd.

2 P. to R’s 5th.

tiad Black, mstead of his last move, playcd K to B’s 2nd, your repls
must have been 2 K. to B’s 5th )
2 K to B’s 2nd.

3. K. to B’s 5th. 3. K. to Kt ’s 2nd
4. K. to his 6th. 4. K. to R’s 8q.

5. K. to B’s 6th. 5. K to R’s 2nd.
6. K. to B's 7th. 6. K.to R's s,

7. K. to Kt.'s 6th,

Winning.
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Diagram 104.

.

This situation has been the occasion of much discussion. The older
writers, by whom it was introduced, considered that White vught to win,
but this opinion has of late been controverted, at least so far as relates to
cases where White has the move. We are indebted to the indefatigable
authors of the ¢ Handbuch’’ for a copious analysis, which appears to us
to set the question at rest, and to prove, that with proper play, the game
must always be drawn, it being only requisite for the weaker party to
advance at the critical moment his Rook’s Pawn.

First, suppose White moves,—
WHITE. BLACE,
1. K. to Kt.’s 3rd.

(This is the move usually given to White, and it does not appear that he
has anything better.)
1. K. to K. Kt.’s 4th.

2. P. to R’s 3rd, or (A.) 2, P. to R’s 3rd.
3. K. to B’s 3rd. 3. K. to B’s 4th.
4, P. to Kt.’s 4th (ch.) 4. K. to B’s 3rd.

(If instcad you play this Pawn one square only, Black advances his Pawn
another square, and maintains the opposition.)

5. K. to B’s 4th. 5. K. to Kt.’s 3rd.
6. K. to Kt.’s 3rd. 6. K. to Kt.’s 4th.
7. R. P. checks. 7. K. to Kt.’s 3rd.
8. K. to B’s 3rd. 8. K. to B’s 2nd.
9. K. to K’s 4th. 9. K. to K’s 3rd.
Drawn game.
(A.)
WHITE. BLACK.
1. K. to Kt.’s 3rd. 1. K. to Kt.’s 4th,
2. P. to R’s 4th (ch.) 2. K. to B’s 4th.

3. K. to B’s 3rd.
(Should you instead play K. to R’s 3rd, he will equally advance P. to

R’s 4th.)
3. P. to R’s 4tn,
4. P, to Kt.’s 3rd. 4. K. to his 4th.
5. K. to his 3rd. 5. K. to B’s 4th

And Black must draw.

Now, suppose Black plays first,—
WRITR. BLACK.

. K. to B’s 5th.
. K. to his 5th.
. P. to R’s 3rd.
. K. to B’s 5th,
. K. to B’s 4th.
. P. to R's ¢th.

. K. to his 2nd, or (A.)
. P. to R’s 3rd.

K. to B’s 2nd.

. P. to Kt.’s 3rd (ch.)

. K. to B’s 3rd.

I A
O T 08 0 e

Drawn game.



480 CHESS-PUAYER § HANDBOOEK.

(A
WHITE. BLACK,
2. P. to R's 3rd.
Lolh now makes Bilack move K to B’s 4th, and then shows that nc
must lose. It 18 evident that he ought to play—
2. P.to R’s 3rd.
And will always be able to draw the game.

We cannot here afford space to follow the ¢ Handbuch” through all
the details, but what we have now given will be a sufficient clue to ths
student, and enable him to discover, wmithout much difficulty, the proper
defence for Black m any given vanation,

Dsagram 105. Diagram 106

WHITE,
Diagram 105.
White having to play, the game 18 diawn.
WHITE. BLACK.
1. K. to B’s 5th. 1. K. to Q. B’s 2nd.
2. P. to Q. Kt.’s 6th (ch.) 2. K. to Kt.’s sq.
3. K. to Q’s 6th, 3. K. to B’s 5q.
4. K. to his 7th. 4. K. to Kt.’s sq.
5. K. to Q’s 7th. 5. K. to R's sq.
6. P. to R’s 6th. 6. K. to Kt.’s sq.
And draws.
Diagram 106.

If Blacx move, he draws the game by playing K. to Kt.'s sq., but if
Wihate play first, he wius as follows :—
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WHITE. BLACK.
1. K. to B’s 5th. 1. K. to Kt.’s sq.
2. K. to Kt."s 6th. 2. K. to R’s sq.
3. K. to B’s 7th. 3. K. to R’s 2ud.

4. P. to R's 6th,
And will win.,

Hsd Black on his first move played K. to R’s sq , you still move 2 h
to Kt.’s 6th, Black must then move 2. K. to Kt.’s sq., and you advance
R. P., and if he refuse to take it, play K. to B’s 7th.

Dragram 108

Disgram 107.
‘White wins either with the move or without it.

First, suppose he has the move ~—

WHITE. BLACK.
1. K. to Q. B's 5th. 1. P to Kt.’s 3rd (ch.)
2. K. to Q’s 5th. 2 K. to Qs 2nd.
3. P, to Kt.’s 5th. 3 K to B’s2nd.
4. K. to his 6th,
And wins.
If Black move first s
1. K. to B’s sq.
2. K. to Kt."s 6th. 2. K. to Kt’s «q.
3. P. to Kt.’s 5th 3. k. to R's sq
4. K. to B’s 7th. 4. K. to R’s 2nd.
5. P. to R’s 5th. 3. K. to R’s sq.

6. K. to Q’s 8th.
Then you gain a move, and place your King i the proper porit.on
before advancing the Pawn.)
21
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K. to Q’s 7th
K. to B’s 8th.

. P. to R’s 6th.

K. to B’s 7th,
K. to B’s 6th.
Winnmg,

6.
7.

K. to Kt.’s sq.
K to R’s 2nd.

8. K. to R's 8q.

2.
10.

Diagiam 108.

P. to Kt.’s 3rd.
K. to R’s 2na.

White wing with or witaout the move.

WHITE,

K. te bis 4th.
K. to lus 31d.
K. to lus 4th,
P. to R's 21d.

White winr,

hagram 109.
BI ACK

o G D

BI ACK.

. K to Kt.’s 5th,
. K to B’ 5th

. P to Kt's 5th.
. P to Kt.)s 6uh.

D agram 110.
BIACK,

LK ] Ed
B }r

»
o

WHITE.

Diagram 109

In this position also White wins,

WHITT

i. P to Q. B’s ith,

(Hsd he advanced the Pawn, Winte wonld not have taken it, but mosved

?
3

BIACK.

1, K to B's sq.

P to B’s 6th )

K. to Kt '« ih.
P. to B's 6th.

2. K. to Kt.’s 8q.
3. K. to R's sq
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(e would equally lose by teking the Pawu.)

4+ K. to B’s 7th.
And wins.

Diagram 110,
With the move Black may draw the game, without it he must lose
White having the move plays -—

WHITE. BLACK.
1. K. to Q. B’s 3rd. 1. P.to Q's 4th, or (A.
2. P, to K’s 3rd. 2. XK. to B’s 3rd.
3. K. to Qs 4th. 3. K. to Q’s 3rd.
4. P. to Q. B's 3rd. 4. K. to B’s 3rd.
5. P. to Q. B’s 4th, 5. P. takes P.

6. K. takes P
And will win.

(ALY
s 1. K. to Q's 4th,
2. K. Qs 3rd. 2. P. to Q’s 3rd.
3. P. to Q. B’s 3rd. 3. K. to Q. B's 4ta.
1. P. to K’s 4th. 4. P. to Q’s 4th.
" P.to I''s 5th.
And wins,

avt it Place aove first, he plays =

WitTTE, BLACK.

1. K. to Q. B’s 5th,
2, P. to Q. B's 3rd. 2. P. to Q’s 4th,
3. P. to K’s 3rd. 3. K. to B’s 4th.
4. K. to Q’s 3rd. 4. K. to B’s 3rd.
5. P. to B’s 4th. 5. K. to Q’s 3rd.

And the game is drawn.

KING AND TWO PAWNS AGAINST KING AND TWO PAWNS.

SoMe interesting cases occur under this head, where the game may be wop
ar drawn by correct play.
Diagram 111,

This is a well-known position of Philidor’s, who supposed, that if Black
had the move, he would lose the game. This opinion, however, nas been
proved to be erroncous, the game being drawn whoever plays first. L
White move, he plays :—

WHITE. BLACK.
1. K. to his 3rd. 1. K. to his 4th.
2. K. to B’s 3rd. 2. K. to B’s 4th.

212
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3. X. to Kt.”s 3rd. 3. K. to K’s 4th.
4. K. to Kt.’s 4th, 4. K. to B's 3rd.
5. K. to Kt.’s 3rd. 5. K. to K's 4th.

And the game 1z drawn.

If Black move, he plays :—
1. K. to his 4th,

2. K. to s 3rd. 2. K. to Q's 4th.
Were he to move K. to B’s 4th, you would win by 3. K. to Q's 4tk.)
3 K. to B’s 3rd. 3. K. to his 4th.
4. K. to Kt ’s 3rd. 4 K. %o his 3rd.
5. K. to Kt.’s 4th. 5. K. to B’s 3rd.

And by continuing to play thus, Black mey always draw the game.

Diagram 111.

BLACK.

WHITE. WHITE.

Diagram 112,
Black moves and wins,

WHITE. BLACK.
1. K to Q. B’s 6th.
2. K. to lus 2nd 2. K. to Q. Kt.’s 7th,.
3. K. to Q’s 2nd 3. K. takes P,
4. K. to Q. B’s 2nd. 4. P. to K. B’s 5th.
And must evidently win.
Diagram 113.
‘White, with the move, will win.
WHITE. BLACK.

¥t to Q's 7th (ch.) 1. K. tc s 20d.
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2. Kt. takes B. 2. B. P. takes Kt.
3. P. to Q. Kt.’s 5th. 3. K. to B’s 2nd.

v1f to B’s 3rd, White moves K. to his 4th, and the position becomes tho
same as under 1n another move.)

4. K. to his 5th. 4. K, to his 2und.
5. P. to B's 6th (ch.) 5. K. to B’s 2nd,
$. K. to Q's 6th or B's 5th.
And wins
Diagram 113. Diagram 114.

BLACK.

Diagram 114.
White moves and wins.

W HITE. BLACK.
1 P.to @ Kt’s 7th. 1. P. to Q. R’s 7th.
2. P. ¢ Queens.” 2. P. “ Queens’” (ch.)
3. Q to K’s 5th (ch.) 3. Q. takes Q. (ch.)
4. P. takes Q. 4. P. to Q. Kt.’s 5th.
3.
6

.

5. P to K’s 6th. P. to Kt ’s 6th.
6. P. to K's 7th P. to Kt.’s 7th.
= P “Queens” (ch.)

And wins.
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KING AND TWO PAWNS AGAINST KING AND THREE
PAWNS.

Drggram 115, Dragram 116.
Bl ACh, BLACK.

Diagram 115.
With or without the move Black wins,

First, with the move,~—

WHITE. BLACE
1. P to K Kt.’s 6th,
2 P toR’s3rd, or (A) 2. K. to Q’s 5th,
3 K to B’s drd.

(If you play mstead K. to Q’s 2nd, he advances B’s Pawn )

3. K. to his 4th,
4. K. to his 2nd,

Had you here moved K. to Kt 's 4th, he would win by playmmg K te
his 5th, then to s 6th, and afterwards advancing B’s Pawn )

4. K. to Ins 5th

5. K to B’s sq. 5. K. to Qs oth.
6. K. to his sq. 6 K. to K'’s 6bth,
7. K to B’s sq. 7. K. to Q’s 7th,
8. K. to Kt ’s sq. 8. K to ns 7th.
9 K.toR’'ssq. 9. P. to B’s nth,
10. P, takes P. 10, K. to B’s 7th.

Winning.
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(A)
2. P, takes P, 2. R. P. takes P.
3. K. to B’s sq. 3. K. to his 6th.
4. K. to his sy. 4. K. to Q’s 6th.
5. K. to B’s aq. 5. K. to Q's 7th.
6. K. to K;.’a 8q. 6. K. to his 7th.
7. K. to R’y 6q. 7. P. to B's 6th.
And wins.

Next, if White move first he must equally lose.

WHITE. BLACK.
1. X. to B’s 2nd.

:You have nothing better; if you had moved P. to Kt.’s 3rd, Black
would have taken P, with R. P., and have won as before.)

1. P. to Kt.’s 6th (ch.)

2. X. to Kt.’s gq. 2. K. to his 6th.

3. K. to R’s sq. 3. P. to B’s 6th.

4. P. takes B. P. 4. K. to B’s 7th, &ec.
Winning.

Diagram 116.
The game is drawn.
WHITE. BLACK.

1. K. to Kt.’s 4th, 1. K. to Kt.’s 3rd.
2. K. to B’s 4th. 2. K. to B’s 2nd.
3. X. to B’s 5th. 3. K. to K’s 2nd.
4. K. to Kt.’s 4th. 4. K. to his 3rd.
5. K. to B’s 4th. 5. K. to his 2nd.

Drawn game.

KING AGAINST THREE PASSED PAWNS.

Wz now come to a species of termination which has latterly occupied
sery much of the attention of the chess world, viz., the power of the King
as opposed to three united Pawns, the opposite King not being able to
come to their sid. Without going through the multitude of positions and
variations which have appeared on the subject, we shall endeavour to
make it as clear as our space will permit. The first question to be con-
sidered, and it is one which well understood will very much simplify and
render easy all the rest, is the proper method of playing the King in
situations such as the following (see Disgram 117), or where the White
King is on any square in front of the Pawns. Formerly it was supposed
that the three Pawns could advance to Queen by their own force, when
thus opposed to a King only, but this opinion is now shown to have
been incorrect. The fact is, that the King, when he occupies any square
in front of the Puwns, or when he is within three moves of his Kt.’s 3rd
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square, which from its importance has been called the master square of
the position, can invariahly stop the Pawns. (It is important to recollect
that Black is always understood to be unable to move his King so as
o gain a move when necessary.)

Diagram 117.
BLACK.

WHITE.

We now proceed to analyse some of the situations arising from this
description of end game, beginning with the one above given. The White
King, being here less than three moves from his Kt.’s 3rd, wins in all
cases,

WHITE. BLACK.
1. P. to B’s 4th (see Var.)
2. K. to Kt.’s 2nd. 2. P. to R’s 4th (B.)
3. K. to Kt.’s 3id. 3. P. to Kt."s 4th (A.)
4. K. to Kt.’s 2nd. .

(In all cases like this, where the King is in front of the three equally
advanced Pawns, with one square between, he immediately arrests them
by retreating one square, providing they are not further advanced than
to their fifth squares.)

4. P. to B’s 5th.

(If P. to R's 5th, the King is played to R’s 3rd ; and if P. to Kt.’s 6th,

to Kt.’s 3rd.)

5. K. to B’s 3rd. 5. P. to R’s 5th.
6. K. to Kt.’s 4th.

And winsg; because whatever Pawn is moved, the Kiog takes it.

(A
3. P. to Kt.’s 3rd.

This 18 the strongest position (the adversary having to move) the Pawns
can assume, and were they one step further advanced, White could not
stop them.)
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4. K. to Kt.’s 2nd. 4. P. to Xt.’s 4th,
Had he moved 4. P. to B's 5th, or R’s 5th, you win thus :~-

4. P. to B’s 5th.
5. K. to B’s 3rd. 3. P. to K1.’s 4¢th,
6. K. to B's 2nd. 6. P. to R’s 5th.
7. K. to Kt.’s 2nd. 7. P.to Kt.’s 5th.
8. K. to Kt.’s &g., &ec.

5. K. to Kt.’s 3rd. 5. P. to Kt.’s 5th.
41f he play P. to R’s 5th, or B’s 5th, you play King in front of it.)
6. K. to Kt.’s 2nd. 6. P. to B's 5th.

7. K. to B's 2nd.

If he move P. to Kt.’s 6th, you play K. to B’s 3rd, aud if
7. P. to R’s 5th.

8. K. to Kt.’s sq., &c.

8.
2, P. to Kt.’s 4th.
3. K. to Kt.’s 3rd.

(If 8. P. to R’s 4th, see first variation, if P. to R’s 3rd, White moves
4. K. to B's 3rd.)

3. P. to Kt.’s 5th.

4. K. to B’s 4th. 4. P. to R’s 3rd.
(If to R’s 4th, White wins at once by 5. K. to Kt.’s 3rd.)
5. K. to Kt.’s 3rd. 5. P. to R’s 4th.

6. K. to Kt.’s 2nd.
And wins, as before.

VARIATION.

On Black's 18t move.

1t i< ohvious that the moves already giv‘en will equally apply if Black
play P. to R’ 4th, or P. to B’s 4th; therefore, suppuse,—

WHITE, BLACK,
1. P. to Kt.’s 4th.
2. K. to Kt.”s 2nd. 2. P. to Kt.’s 5tb
3. K. to Kt.’s 3rd. 3. P. to B’s 4th.

4. K. to B. or R’s 4th.
And the position is the same ag in Variation (B.)
A careful examination of this analysis will speedily enable the student

to understand the proper method of playing the King so as to prevent the
Pawns advancing to Queen.
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We give a few more positions by way of illustration.

Disgram 118. Diagram 119.

BLACK. BLACK.

In these four instances, the King wins either with or without the move,
but in all of them he does 50 most readily if the Pawns play first; and in
all of them, if the Pawns were one square further advanced, mith the King
in the same relative position, the party having to move would lose. Sup
pore, then, the King moves :—

Diagram 118.
WHITE, BLACK.
s K. to Kt.’s 3rd. 1. P, to Kt.’s 5th,
2. K. to Kt.’s 2nd. 2. P. to B’s 5th,
3. K. to B’s 2nd. 3. P. to R’s 5th, .

.¥f instead he had played P. to Kt.’s 6th, you move K. to B’s 3rd, ot of
P. to B’s 6th, K. to Kt.’s 3rd.)

4. K. to Kt.s sq. 4. P. to B’s 6th.
5. K. to B’s 2nd, &ec.

Diagram 119.

WRITE, BLACK.
1. K. to Kt.’s 2nd. 1. P. to B’s 5th.
If he advance Kt. P., the position is the same as the last.)
2. K. to B’s 3rd. 2. P, to Kt.’s 4th.

3. K. to B’s 2nd.
(If to Kt.’s 2nd, the Pawns win.)
3. P, to R's 5th,
(If to Kt.’s 5th, see Diagram 121.)
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to Kt 's 2nd. 4 P to Kt’s5th
. to Kt.’s sq.
And wins,

RR

Diagram 120,
BLACK.

Dragram 121.
BLACK.

WHITE.

Diagram 120,

WHITE BLACK,
1 K to Kt’s 2nd.

And the situation 18 the same as at the 2nd move of Diagram 118.

Diagram 121,
WHITE. BIACK

1 K to B's 2nd. 1 P to Kt's 5th.

2. K to Kt ’s 2nd. 2 P.to Kt'’s Gth.
(If P to R’s 5th, see Diagram 119 )

3 K toB’s3rd 3. P to R’s 5th,

4 K.to Kt’s 2nd
Black must lose.

We Lave already observed that i similar positions, but one step further
advanced, the King, if he have to move, would lose. The student having
uxamined the above will find the solution easy, We only, therefore, give
four more examples, where 1 all cases the Pawns win
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Diagram 122 Dragram 122

BLACK.

WHITE WHITE.
Diagram 124. Diagram 125
BLACK BLACK

Diagram 122 If the Pawnz move, they play P to K B’s 6th, or, if K
moves and 15 played to Kt 's 2nd, they advance R P, if to R’s 2nd, they
move B P,

Diagram 123. The Pawns having to play, move P to B’s 4th, on the con-
trary, had the King the first move, this Pawn would play to B’s 3rd
only, ther by gaming a move

Diagram 124 Here also the unmoved Pawn advances one or two squares,
accordingly as the King has or has not the first move If the Pawns
move first,—
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WHITR, BLACK.
1. P. to B’s 3rd.
2. K. to B's 3rd, 2. P. to B's 4th.
3. K. to Kt.’s 2nd. 3. P. to W's 5th, &c.

Winning,

Diagram 125. The position is similar to the two preceding ones. The

Pawns winning by their power of playing the unmoved Pawn one or two
squares at pleasure. For example,—

WHITE. BLACK.
1. P. to Kt.’s 3rd.
2. K. to Kt.’s 2nd. 2. P. to Kt.'s 4th.
&e., &e.

Had the King here originally stood at B’s 3rd, or R’s 3rd, the party
moving first would have won.

It would obviously be easy to multiply these examples to an indefinite
extent ; the foregoing, however, will be sufficient to exemplify the principle
with which we set out, viz., that the King can always stop the Pawns
when he is originally upon any square in front of them, or when he can
reach his Kt.’s 3rd sq. within three moves. It will also be clear (from
the three last positions) that whenever two of the Pawns can succeed in
advancing unattacked to their fifth squares, with the third unmoved, they
invariably win, wherever the adverse King may be.

Suppose, then, that the White King originally stood on his Queen’s
square, (the Pawas being unmoved,) it follows that whoever has the move
must win; because, if the King move he has time to place himself on the
Kt.’s 3rd sq. within three moves, but if the Pawns move they will be
able to prevent his doing 0 ; thus:—

WHITE. BLACK.
1. P. to R’s 4th.

2. K. to his 2nd. 2. P. to B’s 4th.

3. K. to B’s 3rd. 3. P. to R’s 5th.

4. K. to B’s 4th,
(If the King retreat, Black will play P. to B's 5th, &e.)

4. P. to Kt.’s 4th (ch.)
5. K. to B’s 3rd.

&c., &c.
The Pawns win as in a former example.

The foregoing examples naturally lead us to the consideration of t'he
still more complex positions arising from King with Rook's, Knight's,
and Bishop’s Pawns unmoved, against a similar opposing force.
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KING AND THREE PASSED PAWNS AGAINST KING
AND THREE PASSED PAWNS,
Diagram 126.
BLACK.

X

|

4B B
1B

E‘v‘ Fsﬁ:‘@

i

MF"

-

)
Ee

—
3

WHITE.
Dragram 126.

WNith the Pawns plued as 1n the Dwgram above, the two Kings
may occupy a great varity of situations on the bomd, producing, of
conrse, different results, according as thcy muy relatively be more or less
advantageously situated. However varied the position of the two Kings,
esther niayer may, neveitheless, readily discover whether hws position be
a winning or a losing one, by observing the following rules.

To simplify the mattcr, all the pos-ible positions thit may be assumed
for the two Kings are divided and classc d under tne two following cases —

Case 1. When both the Kings are more than three moves distant from
then respective master syuares

Case 2. When one or both Kings are within three moves of theiwr master
squares

With respect to the first case, it kas already becn shown that, under the
conditions named, the King cinnot prevent the adverse Pawns from going
10 Queen. Each party will, thevefore, make a Queen, and the game ought
to be drawn, unles. one of the Kings happen to occupy a square mn the
roval rank, in which case he would lose, as the adversary would Queen a
Pawn, cbecking &c¢  None of the positions falling under the first case
produce uny interesting situations, nor afiord much scope for play.

The game, however, becomes totally altered mn 1ts character 1n all the
numerous situations included i Case 2, wheremn the party should win
whose King 1s most advandcd 1n the game, and to ascertain which of the two
Kings 18 so in advance, observe the following General Rule* ¢ Victory

* An exception to this Rule iz, when one of the Kings stands so near
the adversary’s Pawns as to prevent them being moved two squares with-
out bemng captured.
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will be i the hands of the party who can first play his King nto 1ts mas-
ter square ”’  The power of arrving first to tlus square will result erther
fiom the advantage of the first move, or from bemg ongnally placed
nearer {0 1it.

The proper mode of play1s the following —The player having the win.
ning position (which suppose to be the White), should nave in view to
udvance lus Pawns until they are stopt by the Black King White wil}
tnen stop the Black Pawns, which will compel the Black King to move
out of postion, and the White Pawns will afterwards go forcedly to
Queen  (This will be shown 1 the 1st Example )

In cases where the Black (when losing jlaver) would force his Pawne
to be stopt first, the White would still wan, for the Black weuld not after-
wards be able to stop the Wiite Pawns  This 18 shown mn the 1st Vara.
t on to the 1st Example

In conducting s game the player having the winmng position must be
cautious of two things, and which, 1t 18 provable, were the chief difficul-
ties that had so long retarded the solutiou of the ‘ Thiee Pawn Problem "

1st Before advancing his Pawns he must take care that his King be
near enough to the adverse Pawns to pievent two of them reaching therr
fifth squares with the third Pawn unmoved Were this permitted, the
game would be drawn as shown 1n the 1st Vanation to the 2nd Eaample
When, therefore, lis King 1s three moves distant from the master square,
he must begin by moving his King and not his Pawns, as the 2nd Exam-
ple and 1ts 1st Variation wiil prove

2nd The winning player must be careful when advancing his King to
oppose the adverse Pawns, to stop them n the fewest possible number of
moves, for the loss of a move would be the loss of the game As an
error of this kind may be easily committed, two examples are given as
dlustrat ons (See 2nd and 31d Variations to 1st Dxamyj le )

FirsT Fxamiisg
Greco’s Posrtion  Duigram 127

RLACK. .,
4 vy
S
o Y % 5
o » (4
5.3 ¢

”

pta 3
™
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Diagram 127.

This situstien nas been handed down to us by Greco, in his ** Treatise
on Chbess.” It was considered by him, and until recently by all chess-
players since his time to be a drawn game, whoever had the move.

This fallacy was first discovered by M. Szen, the celebrated Hungarian
player, and afterwards by others. On viewing the position, it will be
perceived that the White King can first reach the master square, even if
the Black begin. White should therefore, according to the rule, win the
game, whether he move first or not.

Suppose, then, Black to have the first move, and to play :—

WHITE. BLACK.
1. K. to Q’s 2nd.

(As he migh: have played & Pawn. See Variations.)

2. P. to R’s 4th, 2. K. to Q. B’s 3rd.
3. P. to R’s 5th. 3. K. to Kt."s 4th.
4. P. to Kt.’s 4th, 4. P. to R’s 4th.

5. P. to B’s 4th (ch.) 5. K. to R’s 3rd.

6. P. to B's 5th. 6. K. to Kt.’s 4th.
7. K. to B's 2nd. 7. P. to R's hth.

8. K. to Kt.”s 2nd, 8. P. to Kt.’s 4th.
9. K. to R’s 3rd. 9. P. to B’s 4th.

Better than P. to B’s 3rd; but it may be observed here, that no advan-
tage can be derived from playing an unmoved Pawn one or two syuares,
unless the other two Pawns have reached their 5th square.)

10. K. to R’s 2nd.
(K. to Kt.’s 2nd would lose the game.)
10. P. to B’s 5th.

11. K. to Kt.’s 2nd. 11. P. to Kt.’s 5th.

12. K. to Kt."s sq. 12, P. to B's 6tn.

13. K. to B’s 2nd. 13. P. to R’s 6th.

14. K. to Kt.’s 3rd. 4. Is obliged to move hix
King, and one of the White Pawns
will Queen,

VariaTion L

WHITE, BLACK.
I. P. to R’s 4th.
. K, to B's 2nd. 2. P. to R’g 5th.

LTI

. K. to Kt.’s 2nd,
‘If 3. K. to B’s 3rd, you would lose the game ; see 2nd Variatior:,

3. P. to Kt.’s 4th.
1. K. to R’s 3rd. ¢. P. to B's 4th.
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5. ¥. to R’s 4th. 5. P. to B's 5th.

6. K. to Kt.’s 4th, 6. K. to Q’s 2nd.

7. P. to R’s 5th, 7. K. to B’s 3rd (best, s
6. P. to B's 4th. most likely to mislead.)

P. to Kt.'s 4th would Lave lost the game. See (A.)
8. K. to Kt.’s 2ud.
Jf K. to B's 4th, you check with Kt. P., and then advance R. P.)
9. P. to B's 5th,

Two of the Pawns being now at their 5th squares, with the third
unmoved, one of them must Queen. If Black now play K. to Kt.’s sq,,
you move D’. to Kt.’s 3rd, not 4th, and if K. to any other square. you
advance B. or R. P. according to circurastances.

)

8. P, to Kt.’s 4th, 8. K. to Kt.’s 4th.
9. P. to B's 3rd (best.) Y. K. to R’s 3rd.
10. P. to B’s 4th. 10. K. to R’s 2nd.

11. P. to Kt.'s 5th (has 1). K. to Kt.’s 2nd.
nothing better.

12. P. to R’s 6th (ch.) 12. K. to Kt.'s 3rd.

13. P. to B’s 5th (ch.)  13. K. to R’s 2nd.

14. P. to B’s 6th. 14. K. to Kt.’s 3rd.
White is now forced to move his King, and cannot afterwards stop the
Pawns,

Varration I1

WHITE. BLACK.
1. P. to R’s 4th.
2, X. to B’s 2nd. 2. P. to R’s 5th.

3. K. to B's 3rd.
This move loses the game.)
3. K. to Q’s 2nd.

(No other move would win.)

4. K. to Kt.’s 4th. 4. P. to Kt.’s 4th.

5. P. to R’s 4th. 5. P. to B’s 4th (ch.)
6. K. to R’s 3rd. 6. K. to B’s 3rd.

7. P. to R’s 5th. 7. K. to Kt.'s 4th.
8. P. to Kt.’s 4th. 8. P. to B's 5th.

9. K. to Kt.’s 4th. 9. K. to R’s 3rd.
10. P. to B’s 4th. 10. K. to R’s 2nd.
1l. P. to B’s 5th. 11. K. to Kt.’s 2nd.

Stops the Pawns, sand wins,
2K
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Variation 111

WRITE. BLACR.
1. P. to R's 4th.
2. K. to B’s 2nd. 2. P. to Kt.’s 4th.
3. K. to Kt.’s 3rd. 3. P. to R's 5th (cbh.)

4. K. to Kt.’s 4th.

(This move loses, because Black gains a move by checking with B I\
you ought to have played K. to R’s 3rd.)

4. P. to B’s 4th (ch.)

5. K. to R’s 3rd. 5. K. to Q’s 2nd.
(He might also play P. to B’s 5th.)

6. P.to R’s ith 6. K. to B's 3rd.

7. P. to Kt.’s 4th. 7. P. to B’s 5th.

8. K. to Kt ’s 4th
{Uniess you made tius move, you could not stop the Black Pawns.)

8. K. to Kt.’s 3rd.

9. P. to Kt.’s Sth. 9. K. to B’s 4th.
10. P. to B’s 3:d (best.) 10. K. to Kt.’s 3rd.
11. P. to B’s 4th, 11. K. to Kt.’s 2nd.
12, P. to B’s 5th. 12, K. to R’s 2ad or B's 2nd.

Stops the Pawns, and wins.

Diagram 128,
o BIACK.

| COR|
2 F’! 11
AR Z |

p— < ,mu - z
fl’
13 oy s 2
o ¥
hf”"‘ t'"”‘ ,”a.blr,,"i
bn .

IS s s
e

SeEcoND Exampse.
Diagram 128
SzeN’s Posirrosn,

Ths powtion was first introduced to the notice of chess-players by
M. Szear. It only differs from tbat of Greco 1n tne situation ot the Whitr
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King. Here the two Kings are equidistant from their master square,
i. ., the K. Kt.’s 3rd for White, and Q. Kt.’s 3rd for Black. According
to the rule, therefore, the first player must win. Suppose White begin :—

WHITE. BLACK,
1. K. to his 2nd.
(This is the only winning move ; had a Pawn been played, the game would
have been drawn. See 2nd Variation.)
1. P. to R's 4th,
(As he might have played the King. See 1st Variation.)

2. K. to B’s 3rd. 2. P, to Kt.’s 4th.
3. P. to R’s 4th, 3. P. to R’s 5th.

4. K. to Kt.’s 4th. , 4. P, to B’s 4th (ch.)
5. K. to R’s 3rd. 5. P. to B’s 5th.

6. K. to Kt.’s 4th. 6. K. to Q’s 2nd.

7. P. to R’s 5th. 7. K. to B’s 3rd.

8. P. to B’s 4th.

And the Pawns will Queen, as in the 1st Variation of the last Exampls.

VariatioN 1.
WHITE, BLACK,
1. K. to his 2nd. 1. K. to Q’s 2nd.
2. P. to R’s 4th. 2. K. to B’s 3rd.
3. P. to R’s 5th, 3. K. to Kt.’s 4tk, or (A.»
4. P. to Kt.’s 4th. 4. P. to R’ 4ch.
5. P. to B’s 4th (ch.) 5. K. to R 3rd.
6. P. to B’s 5th. 6. K. to Kt.’s 4th.
7. K. to B’s 3rd. 7. P. to R’s 5th.
8. K. to Kt.’s 4th.
And will stop the Black Pawns, throwing the mave wpon Blszk, who
must then lose.
.

~

P. to R’s 4th.

2

. P. to R’s 5th.

(A.
3.
4. K. to B’s 3rd. 4. P. to R’s 5th.
5. K. to Kt.’s 4th. 5. P. to Kt.’s 4th.
6. P. to B’s 4th. 6. P. te B’s 4th (ch.)
7. K. to R’s 3rd. 7. P. to B's 5th.
8. K. to Kt.’s 4th. 8. K. to Kt.’s 2nd.
9. P. to B's bth. 9. He cannot stop the White Pawns,
Variation IL
WHITE. BLACK.
1. P, to R’s 4th. 1. P. to R’s 4th,

Had he played the King, he would not have token proper advantage of
the error of White’s first move.)

2, P. to R’s 5th. 2. K. to Q's 2nd.
3. P. to Kt.’s 4th. 3. K. to B’s 3rd.
4. P. to R's 6th. 4. K. to Kt.’s 3rd.

252
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5. . to Kt.’s 5to. 5. P. to R’s 5th,
4. K. to his 2nd. 6. P. to Kt.’s 4th,
7. K. to B’s 2nd. 7. P. to R's 6th.
8. K. to Kt.'s 3rd. 3. P. to Kt.’s 5th,
9. K. to R’s 2nd, 9. K. to R’s 2nd.

The party who first plays his unmoved Pawn will lose, because his
adversary will gain the move by advancing his unmoved Pawn ether one
or two squares. As therefure, each party will play the King only, the
game will be drawn.*

CuAPTER V.

CHESS NOTATION,

TaE system of notation in general use in this country has been explained
in the Introductory Chapuer, and fully exemplified in the subsequent
analyses of the differeat openings, but a short sketch of the arbitrary
systems which are more ur less adopted in standard chess works ou the
continent, may prove of service to the inexperienced amateur.

The squares of the chess-board and the chess-men themselves may pe
denoted by various methods, but the moves of the men can be indicated
only in two ways.

1st. By giving the square from which a Piece is played and that to
which it is moved, without naming the Piece itgelf ; and it is here under.
stood that the Piece to be moved stands on the first-mentioned square,
and is to be placed on the second, any adverse Piece on the latter square
to be, of course, removed from the board.

2nd. By indicating both the Piece to be moved and the square to which
it is played, superadding also the operation of taking an opposing mar,
The Piece may be designated by its initials, as in the English and the
French notations, or by some letter of the alpliabet, as is done by Kiese-
ritzky and others. In the former the move is frequently indicated by
simply mentioning the operation of taking, as ¢ K. B. takes Q. Kt.,”” or
¢ F. du R. prend le C.,”” but this is never the case in any of the arbitrary
systems alluded to.

When the first-mentioned plan of stating the move is adopted, viz., by
giving the rquare from which and to which a Piece is moved, the name of
the Picce to be moved is sometines given, and the act of taking is also
indicated, out these are quite unnecessary.

So also, under the second method, if the Piece to be played and the square
to which it goes are given, the operation of taking need not be expressed
any more than in the first, although it is customary to have it so.

In Alexandre, Jaenisch, the ¢ Handbuch,”” and in Germany generally,
the squares are marked as in Diagram No. 1.

* For this clear and simple resolution of the celebrated problem ¢ King
and Three Pawns versus King and Three Pawns.” we are indebted to the
skilful industry of Capt. W, D. Evans, the inventor of the beautiful
upenung called the Evans’ Gambit.
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NOTATION ADOPTED BY ALEXANDRE, JAaENiscH, * Tue Haxosucn.”
AND THE GERMAN WRITERS GENERALLY,.
{No. 1.)

BLALK

/b /d TN /
//// / //////// ///%/ - /////

8

7§//?////{ /////%////// /////////
.,

. K /;’//// i L %/

5

4//A/////// ) / o

///// /// %/,

7
/// R
0 //( L /// g// 2 1
” /////, /// 4/// ///}/ ////Z
1 éy/ 2 // sl //? 1
__% //e%/ //M//

WHITE.

a b ¢ 4 e f g b

S

31u

Here the Black corner square, which is accupied by the Q’s Rook at the
begmmng of a game, is marked “a 1,” Q. R’s 2nd is “* 2 2,” and s0 on
to Q. R's 8th, which is known as ‘2 8.” Q. Kt.'s square, in like
manner, is “4 1.” Q. B’s square is “¢ L.” Qs square is “d1.”
K's square is “e 1.” K. B's square is “f1.” K. Kt.’s square %
“g 1, and K. R's square is ** % 1,” and each of these go on of course
from the first square of the file to the 8th, in the same direction. 1In the
adoption of this potation, it is usual to give merely the square from which
a Piece is moved, and that to which it goes, a small sign (X) being used
to denote check, 0—o0 to denote castling on the King’s side, and O=—0==0
to denote the same operation on the Queen’s side.

The following will serve as an example of this description of notation 1=

e3—cé, gi—~f 8. d2—d 4. f_l:—c_4_
1’:7—05. 2. b §—c 6, 3‘:6—«“. 4. E-H X,
¢3—cd. —
5. 8.2—2

dé—o8
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In the English notation these moves would be given thus :—

P. to K’s 4th. Kt. to K, B’s 3rd. P.to Q's 4th,
Lo ¥ 2. Xt oG Beom. 3. Fiakes P.

B. to Q. B’s 4th. P.to Q. B's 3rd. Castles on K's side,
4. B.to Q. Kt.s 5th{ch.) 5. P, takes P. 6.

We shall give the same opening in all our other specimens, In Alex-

sndre and J ' g is indicated by a small o placed over the last
cyvher; thus the 3rd move of Black in the above, 3, pyrer would be
written 3. :'5——;-4—-

In the German  Handbuch’’ we find ; signifies takes; and in the same
work the initials of the superior Pieces, ‘but not of the Pawns, are also
given. Taking the above example, and giving the English initials of the
Pieces, the opening becomes—

y e2=ot Ktgleys o d2—ds. g, Bitmes
=y ‘Kt 68=c6 ey =y
023, o—o.
Gl s 1 6. &e.

In our opinion, these initials are quite uncalled for, and appear te
destroy, in some measure, the simplicity of the original notation. We
now proreed to another method of denoting the squares. (See Diagram 2.}

Here we find, in place of a b ¢ d e £ g 4, a8 given in the last system, tue
same squares are distinguished by 1 2 3 4 5 6 7 8. This notation 18
found in Koch’s * Elementarbuch der Schachspielkunst,”” and, adopting
the English initials of the Pieces, would give the previous opening as
followrs :—

52—54. Kt. 71—63, 42—44, B. 8154,

L 2. ko0 S TTY 4. 5
32—33. K Cast.
5. a—wv 6. ¢

Kieseritzky has adopted this plan of denoting the squares, but with the
difference of placing the figures which indicate the columns or files hefore
those which denote the ranks. (See Disgram 3.) His method, however,
of giving the moves is different to Koch’s, and we think unquestionably pre-
ferable. He denotes the officers or Pieces by the capitals ABCDEFG H,
beginning in order from Q. R., and the Pawns standing before them by
the small letters a b ¢ d, &c. He then gives the Picce or Pawn to be
moved, and the square to which it goes, and if any capture is made, the
Piece or Pawn taken is also mentioned. (e. g.)

¢ 45, G. 6. d44. F. 43 ¢ 83, 0—0.
Liw %35a 374 4% 32X. 5. 5 6

This, 1t must be aamitted, leaves nothing to be desired on the score of con-
ciseness, but it would have been easier for players accustomed to ows
notation, if he had marked the squares as in Diagram 2, and grafted on
that plan his ovm method of indicating the men,
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The above would then stand thus,—

o 54 G. 63, d 44, F 34 c 88, o—o
L% 25w 37az Yvox Siw. 6.

and in this form is more intelligible to Englishmen, because 1. £ reads

K. P. to K's4th 45 , K. P, to the 4th of the K. PO
], == e but S s 1, Sl o e ™ Butitis protevis

m this instance M. K. consulted the convenience of the French players,
who express themselves in the manner objected to.

Kocu’s NoraTtion.

Mo 2.)

BLACK,
y ///// ///

e ///,, M %‘// " /%

7 27/? 7//¢e7 § 87

8
g |

// V
6 16%/24/3 é/s//////; /Z
5
4
3

e .
W?/ / é/

%/23 ////437/ 63%

212%//32%5,//// %%
//

K// 21 ///% /2/% 61 //%/é

WHITE.

1 2 8 4 6 6 7 8

There is yet another manner of notation, in which the squares arc
eumbered 12 3 4 5, &c., up to 64, but this method seems to offer no
advantages of any kmd and therefore needs no further mention,

In conclusion, we may remark, that it is easy enough to invent new
chess notations, or vary the old, but extremely difficult to discover any-
thing likely to supersede that alre.xdy in use,~for our own notation, with
some slight modifications or abbreviations, may be rendered almost as
ooncise, and certainly more expressive. than any of the arbitrary systems
above described.

///25//// 5%/657///%
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KreseriTzky’s Notation.®
{No. 8.)

B ACK,

81%%83%/85////7 %
%m% 74///

/ //

8
; ?’/ ;//” i
6}, %;% ////%65/ /67%)
5
4

\t

% 52/3/54%/56%5;7/
////// y 74
41/4/43Z 45/(/ //}%

I .. [ 4”// "r

////

3
221//2/23%4 /6/ 7/2//%//

B2 /////

% 12 %3/ 14 /5/ 16 ;///% 18
/ o

WHITE

A B ¢ D E ¥ G H

CuarreEr VI.
CURIOUS CHESS PROBLEMS.

Trg following ingenious stratagems, all of which are original, and were
kindly presented to the author expressly for thws httle work, may afford
the student occasionsl relaxation when his ramd 15 bewildered by the
inexhaustible variations which spring from the openings of games.

For the assistance of those readers who want leisure or patience to ane
ravel the intricaries of these positions, the solutions are appendea.

* For a more detailed description of M. Kiesentzky’s method of indi-
cating the moves, the student 18 referred to the prefatory address in his
* Cmquante Parties,” and the opeuing chapters of Witcomb’s translation
of Mr. Lewiu's last Chess Treatise.
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First PosiTiON. Srconp Posrrion.
By Mr Mc G—y.

WHITE

Whate plaving first checkmates Wlute playmg first checkmates
n four moves in four moves

Tairp PosiTioN. Fourtr Position,

By the Rer  H Bolton.

White playing first checkmates White playing first checkmates
in four moves o five jao0ves,
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Frrra PosIiTioN. Sixta Position.
By Herr Kiing. By Mr. Mc G—y

BLACK,

A
& O

)78

WHITE
W hite playmng first checkmates White playmg first checkmates
m five moves. m five moves.
Sevevta PosiTion Ereurn PosiTiox,
By the Rev H Bilton By the Rev. H Bolton.

Wlute playing first checkmates White playng first checkmates
1n sIX moves. m six moves.
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Ninrn Posirion. Texta PositioN,
By the Rev. H. Bolton. By the Rev. H. Bolton.

WHITK.

White playmg first checkmates White playmng first checkmates

m 8ix moves. in seven moves.
Ereventa Position. TweLrTH POSITION.
By the Rev. H. Bollon. By the Rev. H. Bolton.

White playing first checkmates White playing first checkmaics
12 seven moves. in eight moves.
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THIRTEENTH PosiTiON, FourtEENTH PostiTiui,
By the Rev. H. Balton. By the Rev. H. Bolion.

White playing first checkmates White playing first checkmates
1n eight moves, n eight moves.
Firrsenta Position. SixTeENTH PosiTion,

By the Rev. H. Bolton. By the Rev. H. Bolien.

White playing first checkmates ‘White playing first checkmates
in nine moves. 1 ten moves,
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SeveNreentr Posrrion, Ficureenta PosiTioNn.

By the Rev, H. Bolton. By Mr. Mc G—y.

White playmg first checkmates White playmg first compels Black
n tharteen moves, to checkmate lnm 1 four moves.

NinereeNTa Position, Twe~Tieru Position.

By Mr. Mc G—y.

WHITE.

White playing tirst compels Black White playmg first compels Bisck
to checkwmate bim in five moves.  to checkmate lum 1 five moves.
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TweNTY-Finst PosiTioNn TweNTY-SECOND PosiTion.

By Mr. Mc G—y. By Mr. Me G~—y.

WHITF

White playing first compels Black Whte playing first compels Black

to checkmate bim n six moves. to chechmate him 1n gix moves.
Twenty-THIRD [osirTiON. Twevty-Fourra Position.
By Mr. Mc G—y. By Mr Mc G—y.

Winte playing first compels Black White playing first compels Black
to checkmate him 1n seven moves. to mate him 1 eight movcs,
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Twanrty-Fivra PosiTioN, TweNTy-Sixta Posirion
By Mr. Mc G—y. By the Rev. H. Bolton.
BLACK, BLACK.

‘WEHITE. WHITE.

"White playing first compels Black White undertakes to compel Black
to checkmate him in fourteen to checkmate him on his (White’s)
moves. Q. R’s sq. in twenty-five moves.

SOLUTIONS TO THE CHESS PROBLEMS.

First Position.

WHITE. BLACK.
1. Kt. to @’s 8th (ch.) 1. K. to @’s 4th.
2. Castles (giving ch.) 2. B. interposes.
3. B. to Q. B’s 5th, 3. Any move.
<. R. takes B. Mate.

Seconp PositioN.
WHITE. BLACK.

1. R. takes B. (ch.) 1. Kt. takes R. (bert.,
2. Kt. takes Kt. (ch.) 2. K. to Q’s 5tk

3. R. takes R. (ch.) 3. R. to Q’s 4th.

4. R. takes R. Mate.

Tairp POSITION,
WHITE, BLACK,

1. Q. to K. B’s 5th (ch.) 1. K. takes Q. (bust.)
2. Kt. takes Kt. (ch.) 2. K. to K's 4th (Lests)
8. Kt. from K. B’s 2nd to 3. K. to Q’s 5th.

K. Kt.’s 4th (ch )
4. Kt. to K. B’'s 5then) Mate
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Fourrn PosiTiow,

WHITE,

1. Kt. to Q’s 5th,
2. Kt. takes Q. Kt. P. (ch.)

3.
4.
5.

Q. to Q. R’s I'th (ch.)
Kt. to Q. R’s 8th.
‘White mates.

A)

2. Q. B. to Q’s 6th (dis. ch.)

3. K. B. to B’s 5th (ch.) 3. R. to Q’s 2nd.
4. Q. takes Kt. Mate.
Firrr Position,

WHITE. BLACK.
1. Castles. 1. P. to K. R's 4th,
2. K. to R’s 2nd, 2. P, to K. R’s 5th,
3. B. to K. Kt.'s sq. 3. P. to K. R’s 6th.
4. R. to B's 2nd. 4. K. to Q's 4th.
3. R. to K, B’s 4th,

Double check, and mate,
Sixte PosiTioN.

WHITE, rYACK,

1. P. takes P. (ch.) 1. K. takes P. on hie Q. B%
4th, or (A.)
2. Q. takes P. (ch.) 2. K. to Q's 3rd (best.)
3. Q. takes B. (ch.) 3. K. tukes Q., or (B.)
4. B. takes P, (ch.) 4. P. to K. B’s 5th.
5. B. takes P. Mate.
(A.)
1. K.takesP.on hisQ.B’s5th

2. Q. to her B’s 3rd (ch.) 2. K. to @’s 4th.
3. Q. takes P. (ch.) 3. K. takes P.
4. Q. to Q. Kt.’s 4th.

BLACK,
1. Kt takes B., or (A.)
2. K. is moved.
3. K. removes,
4. Plays as he can.

1. P. takes Kt.
2. Kt. to Q. Kt.’s sq.

3. Q. to Q's 2nd.

BLACK.
1. Kt. takes R. (best.
2. K. to B’s bth.

Mate,
B)
Q. to K’s 6th, Mate.
Szventn PosiTiox.
WHITE.
to Q. Kt.’s 4th,
takes Kt. (ch.)

. R.

. P.

. Q. to her R’s 3rd.
. K. to his 4th,
Q.

Q.

Mats.

3. P. to Q. B’s 4th.
4, P, takes P.
5. P. to Q. Kt.’s Gth.
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Ei1eHTH Posirion.

WHITE.
1. P. to Q. Kt.’s 7th (ch.) 1.
2. R. to Q’s 7th. .
3. R. takes B. 3.
4. R.to Q. Kt.’s sq. (dis. ch.) 4.
5. R, takes Kt. .
6. R. to Q. Kt.’s 8q. (dis.ch.)
Mate.
Ninta Position.
WHITE.
1. R. takes Kt. 1.
2. Q. to her 5th. 2.
3. R. takes Q. (dis. ch.) 3.
4. K. to K. B’s sq. 4.
5. R. to Q’s 4th. 5.
6. R. to K. B’s 4th.
Mate.
TentH PosiTioN.
WHITE.
1. Q. to her B’s 8th (ch.) 1.
2. Q. to K’s 8th (ch.) 2,
3. Kt. to Q. Kt.’s 5th (ch.) 3.
4. Q. to K’s 4th (ch.) 4.
5. Kt. to Q’s 6th (ch.) 5.
6. Q. to her Kt.’s sq. (ch.) 6.
7. Kt. to Q. Kt.'s bth.
Mate.
(A

BLACK.

B. takes P.

Kt. takes Kt. (best.)
Kt. to Q’s sq.

Kt. to Q. Kt.’s 2nd.
Moves as he will.

BLACK.
Q. to her R’s 4th (best.}
Q. takes Q. (best.)

K. takes P.

Kt. P. takes B.

P. to Q. Kt.’s ?th.

BLACK.
K. to his 2nd.

K. to Q’s 3rd, or (A.}
K. to Q’s 4th.

K. to Q. B’s 5th (best,)
K. removes.

K. takes R. P.

. K. to his B's 8rd.

2
3. Q. to K’s 5th (ch.) 3. K. removes.
4. Q. to K. B’s 5th (ch.) 4. K. removes.
5. P. to K. Kt.’s 5th.
Mate.
ELevENTH POSITION.

WHITE. BLACK.
1. Kt. to Q’s 6th (ch.) 1. K. to Q’s 6th.
2, P. to Q. R’s 3rd. 2. R. to Q's sq.
3. P. to K. Kt.’s 8th, 3. R. takes Q., or (A.)

becoming a Q.

4. Kt. to Q. B’s sq. (ch.) 4. K. removes.
5. K. to Q’s 2nd. 5. P. to Q. B’s 5th.
6. Q. R. P. takes P. 6. Where he will.
7. White mates.

K]
-
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(a)
3. R. tukes Kit.
4. Kt. to Q. B’ssq. (ch.) 4. K. to Q’s 5th,
5. Kt. to K’s 2nd (ch.) 5. K. to Q’s Gth,
6. Q. to Q. Kt.’s 3rd.
Mate.
Twerrre PositioN.
WHITE. BLACK.
1. P. takes R. (ch.) 1. P. takes P,
2. Q. to her B’s 3rd. 2. K. to Q. R’s 3rd (best.)
3. Kt.from Q’s3rdto Q.B’s 5th(ch.) 3. K. removes.
4. Q. takes P. (ch.) 4. K. takes Q.
5. Kt. to Q’s 3rd (ch.) 5. K. takes R. P. (best.)
6. P. to Q. Kt.’s 3rd (ch.) 6. K. to Q. R’s 4th.
7. P. to Q. K¢t.’s 4th {ch.) 7. K. removes.
8. White mates with one of the Knights.

THirreenTH POSITION.
WHITE. BLACK,

1. Q. to K’s 5th (ch.) 1. K. tukes R., or (A}
2. Kt. to Q's 6th (ch.) 2. K. removes.
3. Kt. to Q’s 3rd (ch.) 3. K. removes.
4. Kt to K’s 4th. 4. B. takes Q. R. P.
5. Q to Q’s 4th (ch.) 5. B. interposes (best.)
6. Q. takes B. (ch.) 6. K. removes.
7. Q. to her Kt.’s 4th (ch.) 7. K. removes.
8. Kt. to Q. B’s 5th.

Mate.

(A)

1. K. takes Q.
Kt. to Q’s 3rd (ch.) 2. K. removes.
R. to Q's 4th.
Mate.

FourreENTH PosiTiON.
WHITE. BLACK.

1. Q. to her B’s 4th (ch.) 1. K. to Q. R’s 4th (hest.)
2. Kt. to Q. B’s 5th. 2, R. to Q. Kt.'s 3rd (best.)
3. Q. to her R’s 2nd (ch.) 3. K. moves,

4. Q. takes Kt. (ch.) 4. K. moves.

5. Q. to her R’s 2nd (ch.) 5. K. moves.

6. K. to Kt.’s sq. 6. P. to R’s 3rd.

7. K. to R's sg 7. P. to R's 4*h.

8. Q. mates,
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FirTRENTH PosiTiON.

WHITE.

. R. takes Kt. (ch.)

2. Q. to Q. B’s 3rd (ch.)
Lo . to Q. B’s 7th (ch.;
4. R. to K. B’s 5th (ch.

5. Q. to K. B’s 4th.

6. R. to K. Kt.’s 5th (ch.)
7. Q. to K. R’s 2nd.
8
9

D

. B. takes R. (dis. ch.)
. Q. to K. R’s 6th.
Mate.

BLACK.
1. K, takes R.
2. K. to K’s 2nd.
3. K. to his B’s 3rd.
4. K. to Kt.’s 3rd (best.)
5. R. to K. Kt.’s 2nd.
6. K. to K. R’s 2nd (best.,
7. R. takes R.
8. K. removes.

SixTEENTH PosITION.

WHITE.
1. Kt takes B. (dis. ch.)
2. Kt to K. B's 8th (ch.)
3. Kt. to Q’s 7th (dis. ch.)
4. R. takes B. (ch.)
5. Kt. takes P,
6. Kt. takes Q. Kt. P.
7. Kt. to Q’s 4th.
8. Kt. to Q. B’s 6th,
9. Kt. to K’s 5th.
10. Kt. ¢akes B. P,

Mate,

BLACK.
1. K. to R’s 2nd.
2. K. removes.
3. K. removes,
4. K. takes B.
5. P. takes R. (best.)
6. P. to K. R’s 5th,
7. P.to K. R’s 6th,
8. P. to K. R’s 7th.
9. P.to K. R’s 8th, beceming

u Q.

SEVENTEENTH PosiTioN.

WHITE.

. K.. 25 Q's 8th (ch.)

. Kt. to K. B’s 7th (dis. ch.)
P. to Q. B’s 6th (ch.)

. Q. to K’s 8th (ch.)

Kt. to Q's 8th (ch.)

. Kt. takes K. P. (dis. ch.)
. Kt. to Q’s 8th (ch.)

. Kt. to Q. B's 6th (dis. ch.)
. K. B. takes P.

10. P. to Q. R’s 4th (ch.)

11. P. to Q. R’s 5th (ch.)

12. Kt. to K’s 7th (dis. ch.)
Q. mates,

R R N

BLACK,
K. to Q. B’s sq.
K. to Q. Kt.’s 2nd (best.)
K. takes P.
K. to Q. Kt.’s 2nd.
K. removes.
K. to Q. Kt.'s 2ad.
K. removes,
K. removes.
P. to Q. Kt.’s 4th (hest )
K. to Q. Kt.’s 3rd (best.,
11. K. to Q. Kt.’s 2nd.
12. P. to Q. B’s 3rd.

.

-
R e

Ei1cHTEENTH PosIiTION.

WHITE.
1. B. takes R. (ch.)

¢. & R. takes P. (ch.)
3. K. R. takes Kt. (ch.)
4. Q. to K. R’s 5th,

LR A

BLACK.
1. R. to K’s 7th.
2. Kt. takes R.
3. Q. to K’s 6th.
4. Black must give mate with
Kt. or Q.
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1
2
3. Q. to her 5th (ch.)
4
5

O € PO e
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NingrexnTs PoSITION.

WHITE, BLACK.
. B. takes Kt. (ch.) K. R. to B’s Gthe
. Q. to K’s 6th (cb.) B. to K’s 4th.
. K. takes Q.
. K. to K’s 5th,
. Kt. must mate.

. Kt. to Q. Kt.’s 4th (ch.)
. R. to K’s 6th.

g5 g0

TwenrTizTR PosiTION,

WHITE. BLACK.
. Kt. takes Kt. (ch.) K. to Q’s 8th.
. R. to R’s 8q. (ch.) K. takes P.
. K. to K’s 4th (dis. ch.) K. to Q. B’s 7th.
. K. to B’s 3rd (dis. ch.) K. takes Q. Kt.
. R. to Q. B’s 6th. . Kt. must mate.

el

TwenTY-First PosiTioNn.

WHITR. BLACK.
1. Kt at K’s 5th takes Kt. (ch.) 1. Kt. takes Kt.
2. B. takes B. 20‘1') 2. R. to K’s 2nd.
3. B. takes R. (ch.) 3. K. to his sq.
4. Kt. takes B. (dis. ch.) 4. Kt. to Kt.’s sq.
5. Q. takes Q. (ch.) 3. K. to Q’s 2nd.
6. K. takes R. 6. Kt. must take ¢,
Mate.
Twenty-Seconp Posirion.

WHITE. BLACK.
1. R. to Q. B’s 8th (ch.) 1. B. to Q. B’s 2nd.
2. R. to Q. B’s 2nd (ch.) 2. 'B. to Q. B’s 5th.
3. B. to K. B’s 2nd (ch.) 3. Kt. to K’s 6th.
4. Q. to K. B’s 5th (ch.) 4. Kt. to Q’s 4th.
5. K. to his 4th. 5. P. to K. Kt.’s 3rd.
6. Kt. to K. B’s 3rd. 6. P. must take Q.

Mate.

TwenTY-THIRD PosiTioN,

WHIT BLACE

1. Q. to lu,r B’s 8th (ch.) 1. Kt. to Q. B < 2nd.
2. P. tukes P. (ch.) 2. K. to Q’s 4th (best,)
3. R.to Q.Kt.'s4th (dis. ch.) 3. K. 10 Q. B’s 4th.

4. Q. to K. B’s 5th (ch.) 4. Kt. to Q’s 4th.

5. Q. to K. B’s 2nd (ch.) 5. Kt. to K’s 6th.

6. R. to Q. B’s 4th (ch.) 6. K. takes R.

7. Q. to her B’s 2nd (ch.) 7. Kt. must take Q.

Mate.
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Twenty-Fourru PosiTioN.

WHITE, BLACK.

1. Q. to Q. R’s 8th (ch.) 1. K. to Kt.”s 3rd.

2. R. takes Kt. (ch.) 2. K. removes.

3. B. takes R. (ch.) 3. K. takes Kt.

4. Castles (ch.) 4. Q. to her 6ta.

5. Q. takes R. (ch.) 5. Kt. to Q. Kt."s 5th,
6. K. to Kt.’s 8q. 6. Q. to her 7th (best.)
7. P.to Q. B’s 3rd [ch.) 7. K. to Q’s 6th.

8. Q. takes Kt. 8 Q. must take R.

Mate.
Twexty-Firra Position. |
WHITE. BLACK.

1. Q. takes P. (ch.) 1. K. to Q’s sq.

2. B. takes B. (ch.) 2. Ktgo Q. Kt.’s 3rd.
3. B. takes Kt. (ch.) 3. K. Q. B’s sq.

4. Q. to K. B’s 8th (ch.) 4. R. to K’s sq.

5. Q. takes R. {ch.) 5. Q. takes Q.

6. Kt. at B’s 5th to Q’s 7th 6. K. to Kt.’s 2nd.

(dis. ch.)

7. B. takes Kt. (dis. ch.) 7. K. to R’s sq.

8. B. takes R. (ch ) 8. Q. interposes.

9. P. takes B. 9. Q. to Q’s 4th.
10. B. to Ks 4th, 10. Q. to Q. B's 3vwl.
11. B. to @'s 5th. 11. Q. to Q. Kt.'s 2n4.
12. R. to Q’s sq. 12. Q. to her B’s 3rd.
13. Kt. to Q. R’s 6th. 13. Q. to Kt.’s 2nd.
14. B. to Q. B’s 6th. 14. Q. must take Bishop.

Mate.
TweNTY-SixTa Posirion.
WHITE. BLACK.

1. Q. to Q. R’s sq.

2. B. to K’s 4th.

3. R. to Q’s 2nd.

4. Q. to Q’s sq.

5. R. to Q. R’s 2nd.

6. B. to Q. Kt.’s nq.

7. P. to Q. Kt.”s 4th.

g g tt: (gerlétﬁ:a(z}t‘h) Black's moves ate ali forced.
10. K. to Q. Kt.’s 5th.
11. K, to Q. B’s 4th.
12. K. to Q. Kt.’s 3rd.

13.
14.
15.
16.
-7,

R. to Q. B’s 2nd.

K. to Q. R’s 2nd.

K. to Q. R’s sq.

Q. to her B’s 8th (ch.)
R. to Q. R's 2nd (ck.)
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18, R.to Q. R’s 6th (ch.)
19. Q to Q. B’s 6th (ch.)
20. R. to Q. Kt.’s 6th (ch.)
21. Q. to her B’s 5th (ch.)
22. R. to Q. Kt.’s 4th (ch.)
28. R. to K’s 4th (dis. ch.)
£4. Q. to Q. Kt.’s 5th (ch.)

25. Q. to Q. Kt.’s 2nd (ch.)

Black’s moves are ali forced.

25 P, takes Q., giving chect
mate,

SoruTioN OF THE PRonTISPIECE.

WHITE,
1. Q. to her B’s 4th (ch.)
2. B. to K. Kt.’s 7tk.

8. Q. to her 4th (ch.

4. Q. to her 8th (ch.

5. Q. to her 5th (ch.

6. K. to K. R’s 6ith.

7. Q. to her 8th {cn.)

8. Q. to K’s 7th.

9. Q. to K. Kt.’s 5¢h (oh.)

10. Q. to her 8th (ch.)

1. Q. tukes R.

Mate.

BLACK.

. R.to K. B’s 2nd.

. takes B, (best )

. K. to Kt."s sq. (best.!
. R.to B's s,

.
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OF
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STANDARD LIBRARY.

A SERIES OF TUE BEST ENGLISH AND FOREIGN AUTHORS, PRINTED
IN PobT 8VO.

262 Vols. ai 33. 8d. each, ewcepling those marked otherwise.

\ddison’s Works. With she Note.
Huzp, mwuh additional matte.

\ifleri’s Trugulias, mcludmg those

lish Verse, and edited with Notes and
Introdncﬂnn. by ¥peaz A. Bowsmia, C.B.
2 vols,
laoon’s Essays, Apephthegms, Wis-
dom of the Anclents, New Alantis, and
Henry VIL, with Introduction and Notes
Portrait.

3allads and Songs of the Peasantry
of England. Edited by RouuRr B LL.

jeaumont and Fletcher, a popular
Selection from. By Lrzics Howr,

jeckmann’s History of Inventions,
Discoveries, and Origins. Revised anu
enlarged. Poriraits In 3 vols.

!remer'l (Misx) Works. Translated by
Y Howirz, Portrait. In 4 vols.
Vol. 1. The Neighbours and other Tales
Vol. 2. The President’s Daughter.
Vol. 8. The Home, and Sirife and Peace
Vol 4. A Diary, the H— Family, &c
British Poets, from Milton to Kirke
Warre. Cabinet Edition In & vols
Browne’s (8ir Thomas) Works.
Edited by Srmon WiLkiN. In 8 vols.
Burke’'s Works. In 8 Volumes,

Vol 1. Vindication of Natural Secfety,
Oa the Snbllmo snd Beautiful, and

ol.n.l‘umhmvdldnn.bc.

ol. 3, A from the New to the
O thecathonnCMml.&c.

Vol 4 On the Affairs of and
Charge againgt Warren Hnuna.

18

Burke's Works—continved.
Vol. 5. Uoncinson of
vllhg jona Reglclm.
o1, 6.

‘With a General index.
Burke's Spesches on Warren Eut-
Letters.

ings; sad With Index.
2vou.(ﬁmuln¢vols.1mdao!tho
works).

Life. ByFmon. New and
revised Edition. Porirail.

Butler’s (Bp.) Ansl of nohgion
and Sermonlz,)wltb Ngg ’

Camodns' Lusiad, Mickle’s Trmla-
ton, Edited by E. R, Hopgrs,

Cary's Translation of Dante's Hea-
ven Hell, and Purgatory. Copyright
cdition, bemng the only cne containing
Cary’s last corrections and additions.

Carafes (The) of Maddaloni: and
Naples under Spanish Dominion. Trans.
lated from the German of Alfred de
wKeumont.

Carrel's Counter Revolution in Eng.

land, Fox’s History and Lonsdale’s
Memolr of James IL Portrait.

Cellini (:Bonvenuto), l(omoin of
Translated by Roscos. P
Cervantes’ Galatea. Translafad bw

GorpON GYLL,

Chaucer's Works, Edited by Ropr2T
Berr. New ILdition, improved Vo th
Introduction by W, W, SEraT. ;; ¢

Coleridge’s 8. T.) Frieud, A Ber?%® 0

on'ﬂlnnls.) Politios, and: tﬂ'
8. T.) Biographia *

aria,cand( two LZW Sermonap

Commines. (Sez Philip ds Comn*™"es.)




BOHNS VARIOUS LIBRARIES.

Oondé’s Dominion of the Arvebs in
mm»whm»n

~Oowper's . “Wosks, Edited,
with Memoir o ﬂ.\ctm.ibylmur
Jilustrated Engvavings. .In8 vols.
Vols, 1 $0 4, Memotr and Correspondance.
Vola, 5 and 6. Poatioal Works, Plates.
Vd.l.m’ Ilisd, ZPlsies.
Vol. 8, Homer’s Odyssey. Plales.’

Coxe's Memolrs of the Duke of
Mar) Portrails. In 3 vols.,
#,* An Atlas of the plans éf Marlborough®s

campaigns, 4o, 102, 6d.

somee—s History of the House of
Austria, Porirails. In & vols.

Cunningham’s Lives of Eminent
British Painters, New Edition by Mis.
Hzarox,

" [Vols. IT. and IIL. wn the press.

Defoe's Wuh £dited by Sir WALTER
Soorr. vols,

De Lolma on the Constitution of Eng-

land. mud, with Notes, by Jomy

Ma0aREGo!
Emerson’s Worh. 2 vols.
Foster's (John) Life and Co:

ence. Edited by J. E. RYLAND. Inzvoln

Foster's (John) critwa.l Eua.yl. Edite
by J. E. Bxzaxp. In 3 vols,

Essays—On Decilion of Cha.
Taoter, &o. %o,

e Basnys—On the Evils of Po-

* pular Ignorance, e,

~—— Fosteriana: Thoughts, Re-

%ﬂoﬁem, and Grltlehmn of the late J onN

Goethe’s Works——oconbinued.
Vol 6. Novels sud Talos.
v‘:lfn 5. Wil Melstor’s Appreatios-

Pe
Vol. 8. Conversations with Eckermann
and Soret, Translated by Jomw
v(:x‘:noxnm d Ballads, inol
ol. 7. A 0}
Hemunn and Dorothea. uﬁﬁ
A. Bownang, O.B.
Vol 8 Gotz von Berlichingen, Tor
?nuato Tasso, Egraont, phlganla,
avigo, We; gward Lover, and Kellow
Culprats. y S Warrer Scorr,

Miss SwANWIOK, and K. A, Bowaixg,

C.B. With Engramng.

Correspondence with Schiller
See Schiller.

QGreene, Marlowe, and Ben Jonson,
Poems of. Kdited by Roserr BrLr.
‘With Biegraphies. In 1 vol.

Gregory’s (Dr.) Evidenves, Doctrines,
o Daidtn of e Chrii Religion.

@uixot’s Representative Government,
Transiated by A. B. Scosye.

aa— of the English Revo-
iutlon of 1640, Tranalated by Wiirax
Hazerer, Portrait.

History of Civilization, Truns-
Med by Wiznmay Hazerer, «I% 8 vols.

Halhtt’l Table Talk. A New Edition
in one volume,

Lectures on the Comio
‘Writers, and on the Engiisk Poets.

~ar-— Leotures on the. Literature
of the Ageof Elisabeth, and on Characters
of Shakespear’s Plays,

Plain Speaker.

Round Table; the Conversa-

tions of Jawns Nomrmoorx, R.A.; Cha.

racteristics, &¢.

and Eaud by Bux! @, Boux eu-ly
600 pages). b3,

Fuller's {Andrew) Printipal Works.
‘With Memoir. Portrait,

-@ibbon’s Boman Empire. Complete
snd Unabridged, with Notes; including,
in addition to the Author’s swn, those of
Gulsof, Wenck, Nlebuhr, Hogo, Neander,
and other forelgn scholars; and sn ela-
borate Index. Edited by an English
Churchman, In ¥ vols.

Geothe's Works, Translated into Eng-
hs% !l.hi m,;..A wwogn 20 Books ;

[ i &
and Travels in ph%rmoe. and
Switssriand.

Vol. 8. Faust,
BWANWIUK.

Two Paits. By Misr

Sketches and Essays, and
Winterslow (lussays Written thers), New
Edtion,

Hall's (Bev. Robert) Muscelianeous
Works and Hemalns, with Memolr by
Dr. Greaory, and sn Essay on ‘his Cha-
vacter by Jomx Foersr.  Pertradl.

Hawthorne’s Tales, In 3 vols,

Vol. 1, Twice Told Tales, and fhe

Suow lmage.
VOL;.'Smrht Lotter, and the House
with the seven-Gables.

Koim’a Poems, complete, from the
o Sl S
H n-

tions; with a Memolrr{f Kossath from
new and authentie gources.
Hutchinson (Colonel), Memoirs of,
with the Slege of Latham Houwe,
n



A OATAEBOGUR OF

un. 'Byhh ‘phcwgmn

___.._complch Works, In 18
vols.

Yol 1. s;lmgundi and Xnickerbocker
Portratt of the Author,

Voklm‘mBookandmbofﬂnld-

Vol. 3. Bracelnidge Hall and Abbots-
ford and Newstead.

Vol 4, Tales of & Traveller and the
Albambrs,

Vol. 5. quuen of Granada and Con-

quest of Spain,
Vols.cmdz. 1ite of Columbus and
pnnions of Columbus, with & new
Index, Portyait,
Vol. 8. hmrhmd’l‘onr!nthel’rdrlu
Vol 9. Mahomet and his Successors
Vol. 10. Conquest of Florids and Ad.
of Captain Bonneville,
Vol, 11, Blographies and Miscellanies.
Vgls 12-15. Life of Washington. Pore
rait.
Muparau Works, see Cheap Reries.
Jamos’s (@, P. B.) Richard Ceeur-de-
Lion, King of England, Poriraits. 3 vols.
Youis XIV, Portraits. 2 vols.

Jameson’s Shakspeare's Heroines:
Characteristics of Women. 1 vol.

Junius's Letters, with Notes, Ad-
ditions, and an Index. In 32 vols.

Lamartine’s History of the Girond.
ists. Portraits. In 3 vols.

n;:; (chulu)’ Elis and Hlisas, |

i brmﬂo Posts of the Time
of Blizaboth ; Inolnding bin Belections from
the Qarrick Pla

Vs,

Lansi’s History of Painting. Trans-
hwd by Roscor. Portraits. 1n 8 vols.
Le s Dramatic Works. Com-
plete, with Memoir by HELEX ZiMMERN.

Portrait. 3 vols.
Prose Works, Laokoon (by
Brauwry) Hamburg Dramatic Notes, Re-
presentation of Death (by Miss ZmuxEgs).
Locke's Philosophioal Works, con.
taining sn Kesay on the Humen Under-
mmﬂng. &o., with Notes and Index by
J. A.§7 Jomw. Portrait. In3 vola.
Life and Letters, with Ex.
meu from his Qommon-Place Books, by

Luﬁm"l Ttblo Tllk. '!‘ra.nslated by
Wisiax Hazrerr,
20

Machinvelli's of Florence,
The Prince, and other Works. Portrait.

Martineau’s, Harriet, History of
England, from 1800-15.

—r— History of the Peace, from
1816~1846. 4 vols,

Mengel’s ]'Eiiltory of Germany. Por-

3 vols,

lmhelet’l Life of I.uthu Translated

by WrtLiam Haz

eene Roman Bepnbliu. Translated
by WinLiax Haznrrr,

——— French Revolution, with In-
dex. Fyontispiece.

Mignet's French Revolution from
1789 to 1814, Portrail.

Milton's Prose WOrh, with Indes.
Portraits. In 5 vols.

Mitford’s (Mary B.) Our Village. Im-
proved Bd,, eomplm, Tustyated. 3 vols.
Molidre's Dramatic Works. Trans-
lated by C. H WarL. In 8 vols. Portrait.
Montesquien’s Spirit of the Laws,

A new Edition revised and corrected,
2vols. Dortrait.

Neander’s Church History. Trans-
lated: with General Index. In 10 vols,
Life of Christ, Translated.
F¥irst Planting of Christi.
;n:zyﬁ.mduﬂmﬂku Translated. In
ww—— History of Christian Dogmas.
Trangiated. In 2 vols,
o2 Btahe Agte ooing b Light 1
2 b, g
Ockley’s History of the Saracens
Bevised and completed. Portrail.
Percy’s Reliques of Ancient English

Poetry. Reprinted from the Original Edi~
ﬁon,l:nd Edited by J, V, PriciaRD, Ir

Philip de Commines, Memoirs of,
containing the Historles of Louis XI. ang
Charles and ot Charles the Bold

;lsml:q of Louls X1 P
vols.
Poetry of America. Selections fiom

100 American Posts, from 1776—:876.
Edited by W. J. LinTon. Porirail.

Ranke’s His of the Popes, Trans
oy & oo, s v
Ranke's Servia and the Servian Re-
volution.



BOHN'S VABRIOUS LIBRARIES,

ieynolds’ (8ir Joshus) Litarary
Works, Pn‘rm In 2 vols. )

Richter (Jean Paul ¥ry ILevana
and Autoblography. With Momoir.

Flower, Fruit, and Thorn
Pleces, A Novel.

Roscoe’s Life and Pontificate of
Lsox_.wm;m t Notes, and ao
Portraits. In 2 vols.

-'-——- Lifs of Lorenso de Moedici,
with the Copyright Notes, & Porirait.

Bussia, History of, by Warrer K,
Kriry, Portradis. In 3 vols

Sohiller's Works, Translated into
English. In 6 vols.
Vol 1. Thirty Years’ War, and Revolt
of the Netheriands.
Vol. 2. Continuation of f.he Bevolt
of tho Netberlpuds; Wi
the Picoolomini; the Death
nf teins and Wmlun Tell
Vol. 3, Don Carlos, Mary Stoart, Mald
Orleans, and Bride of Mesnina.
VoL &, The Robbers, Fiesoo, Love and
Intrigne, and the Ghost-Seer,
Vol §. Poerns.  Translated by Encaz
Bowsmte, C.B.
Vol s Phuosophiod Letters and X
tical Essays.

cormpondenoe with Goethe,
translated by L. Dora Scumrrz. 2 vols.

Sehlegel'l Phﬂoluphy of Life and
of Language, transia

by A.J. W, Moz-

History of Literature, An.
clent and Modern. Now first compietely
MM with General Index,

Philosophy of History.
'l‘rnnﬂMbyJ.B.Bonm Portradt,

Sohlegel’ Dramatie Literature.
Travslated. Portrast.

~— Modern History.

—— Bathetic and Miscellansous
Works,

Bheridn’l Dramatic Works and
Portrait.

Snmondi’l Literature of the South
of Transiated by Roscos, Por-
éraite, In g vols.

Smith’s (Adam) Theory of the Moral
Sentiments; with his Eesay on the First
Formation of Langnages,

Smyth's (Professor) Leotures on

Modern History. In 2 vols.

Lectures on the French Re-

volution. In % vols.

Sturm’s Morning Communings with
God, or Devotional Medstations for Every
Day in the Year.

Sually, Memoirs of the Duke of, Prime
]&u:latexr to Henry the Great. Poriraits.

vois

Ta.ylor’l (thop Ioremy) HolyLiving

Tlnerry’t conqnut of England by
the Normans. Translated by Witxiax
Hazwrrr. Portrail. In 2 vols.

Ulriei (Dr.) Shakespeare’s Dramatic
Art, Transiated by L. D. Schuuts. 2 vols,

Vasarl's Lives of the Ptint!r:’,

and ot
Mrs. FosTex. § vola

WGlloy‘l (John) Lifs. By RommmT
SovrHer, New and Complete Editiom.

Double volume, With Porrait. 8.
Wheatley on the Book of Common
Prayer, Frontispiecs.

HISTORICAL LIBRARY.

21 Vole. at 52, cach.

Eyelyn's Diary and Correspondence,
Tisatrated with wumerous Portraits, &
Tn 4 vols.

Popys’ Diary and Correspondenoe,
Edited by Lord Baunoon Witk Notes
important Add
Letters, THustrated withmany Portraits.
1n ¢ vola,

Jenss's Memoirs of the Reign of the
Stuarts, incinding the Prolectorate. With
Generol Tudex, Upwards ¢f 40 Porirails.
In 3 vols,

Josse’s Memoiry ot the Pretenders
snd their Adherents. & Poréraits.

Nugent's (Lord) Memorisls of
Hampden, his Party, and Times, 13
Portratis.

Strickland’s (Agnes) Lives of the
Queens of England, from the Wormsn
Conguest. From official records and
suthentlo documents, private and public,
Ravised Edition, 1In 6 vols.

——a Life of Mary Queen of Seots,
2 vols,
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A CATA L()GUE oF

COLLEGIATE SERIES,

8 Vols. at 5s. each.

Donaldson’s Theatrs of the Greeks,
Ilustrated with Lithog=anhs apnd nue
merous Woodcats,

Keightley's
New Ldition.
Scemizz. With 12 plates.

Herodotus, Turner’s (Dawzon W.)
Notes to. Witk Map, &e.

Classion! Mythology. |
Revised by br. L.,

| Herodotus, Wheeler's Analysis and
| d>ummary of,
| Thucydides, Wheeler's Analysis of,

New Testament (The) in @Greek,
Gresbach’s ‘Fext, with the readings of
i Dl and Hchols, Parallel References,
& Jrittoal Introduction and Chronological
Fables. Two fac-similes of Greek MSS.
as, €4.; or with Lexicon, 5. Lexicon

[ Separately. 2s.

PHILOSOPHICAL LIBRARY.

11 Vols at 8s. each, ewcepting those marked otherwnae.

Comte’s Phllosophy of the Soiences.
By G. H Lrwas,

Draper (J. W.) A History of the
Intellectual Development ot Europe By
Jonn Wnitam Drarer, M D, LL.D. A
New Eutzon, thoroughly Revised by the
Author. In 2 vols.

Hegel’s Loctures on the Philosophy
of History. Tranalated bs J. Siarax, M A,

Kant's Critique of Fure Reason.
Translated by J. M. D, MEIKLZIOEN,
Logic: or, the Science of Inference,

A Popular Manual. By J. Devey.
| Miller's (Professor) History Philoso-
phi;al’y cousidered. In ¢ wola. 37 64

Tennemann’s Manual of the History
of Philosophy. Continued by J. R. MORELL

ECCLESIASTICAL AND THEOLOGICAL
LIBRARY.

15 Vols. at Bs. each, excepting those marked. otherwise.

Bleek (F.) An Introduction to the
0Old Testament, by Frisbprichk BLFrx
Edited by JomanN BrEx and ADOLP
Kawmrravsex, Tranvlated from the Ger
man by G. H. VeNaBurs, under the
supervision of the Rev K, Venamugs,
lex:n of Lincoln. New Edition. In 2
Vol

Chillingworth'’s Religion of Pro-

testants. 3s. 6d.

Husebius’ Eoolesiastical History.
With Notes.

Hardwick’s History of the Articles
of Religion, o which is added a Seres of
Documents from 4.D, 1636 to AD. 1815.
Together with 1linstrations from Contem-

mrl;: Sources, New Edwion, revised by
v,
22

Henry’s (Matthew) Commentary on
tho Pgalms  Numerous Iiustrations.
Pearson on the Creed. New detxon.
[ With Analysis and Notes.
Philo J ndaanl, Workl of ihe cop-
s

C.b. Yom In 4 vols, .
Socrater’ Koclesiastical in
[ continuation of Knsebing With the N oten
of Valeains.
Sozomen’s Ecclexiastionl tory,
| from a.D, 324-440: and the Kecclesiastical
History of Philostorgius.

Thesdoret and Evagrius. Ecolesias-
tical Histories, from A.p. 332 to A.D. 437
and from A.p. €31 to A.D. 544,

‘Wieseler’s Chronological Synopsis of

1 tbe Four Gospels. Tienslated by Canon

| Vemasums, New Edition, revised.



BOHN'S VARIOUS LIBRARIES.

ANTIQUARIAN LIBRARY.

35 Vols. at Bs. each.

Bede’- Ecolesiastical Higtory, and
he Anglo-Sxxon Chrontdle,

Baathim Consolation of Philoso-
y. In Anglo-Saxon, with the A. 8,
etres, and an English Transiation, by

the Rev. 8. Fox.

Brand's Popular Antiquiﬁes of Eng.
land, sooﬂand, and Ireland, By Sir Hengy
. Ex.m In 3 vola.

Chronicles of the Crusaders. Richard
of Devizes, Geoffrey de Vinsan!l, Lord de
Jolnville.

Dyer's British Popular Customs,
Present and Past., An Account of the
various Gumes and Customs assoclated
with different days of the year By the
Rev, T. F. TisgLiToN DyEn, AL A, With
Index,

Early Travels in Palestine. Willi-
bald, Smwalf, Benjamin of Tudcls, Mao-

deville, La Brooguidre, and Maundrell;

all unabridged, Edited by Toouas
‘Waraaz,

Filis's Early English Metrieal Ro-
manoes. Rovised by J. 0. HALLIWELL,

Florenos of Worcester’s Chronicle,
with tho Two Continnations ; comprising
Annals of English History to the Relgn of
Edward L

Gesta Bomanorum. Edited by Wen-
wakb HoorEx, B.A.

Giraldus Cambrensis’ Historical
‘Works ;: Topography of Ireland ; History
of the Conguest of Ireland; mnomry

.throng)n wma, and.Descr!ptkon of Walex,
With Index. ted by THos. WaIGHT.

Henry of Hun Lgdon s History of
the English, from the Roman Invasion to
gg:ry .; with the Acts of Kiug Stephen,

I ph’s Chronicle of the Abbey of
y)and, with the Con*inuations by Peter
» of Blols and other Writers. By H. T,
RILey.

Kexghtloy s Fairy Mythology. Fron-
tispiece by Cruskshank.

Lopsiua’s Letters from Emt, Ethio-
pia, and thoe Peninsuls of Sinal,

Mallet’s Northern Antiquities. By
Bishop Purcr. With an Abatract of ¢&
Eyrbygis Saga, by Sir Warme Sw-ﬂ
Hdited by J. A. BLAUEWRELL,

Marco Polo’s Travels. The Trans-
latfon of Marsden. Fdited by THOWMAS
Warenr.,

Matthew Paris’s Chroniele. In 5 vols.

Frrer deomion : Roger of Wendover's
Flowers of English History, from the
Descent of the Baxons {0 A.D. 1388,
'Transiated by Dr. GiLes. In 2 vols.

Szooxd Sxorior: From 1285 to 1278,
With Index to the entire Work, It

3 vols.

Matthew of Woestminster's Flowers
of History, espeoially such as ralate to the
nﬁnim of Brituin ; to a.n, 1307, Translated

7. 1). Yonar  fn 2 vola.

Orderwna Vitalis’ Ecolesiastical His-

wry of Kugtand apd Normandy. Trans-
L.ted with Notes, by T. Forusrem, M.A
in 4 vol

Pauli’s (Dr. R.) Life of Alfred the
tireat  (ransiatod from the German, To
which is a;(?endm Alfred’s Anglo-Saxor
version of Crosius, with o hiteral Transla«
tion, and sn Anglo-Suxon Grammar and
Glossary.

Boger De Hoveden's Annals of
Hsh Higbory , from &.0 733 t0 A.D. 1201
Edited by H. I Ruey. In3 vols.

8ix 0ld Euglish Chromolu, vig, =
Asger’s Life of Alfred, and the Chrenicle
of Kthelwerd, Gildas, Nennius, Geoffrey
of Momnonth. and Richard of Ciren~

Wﬂham of Malmesbary’s Chronicle
of the Klna of kngland. Trauslated by

!ulo-'rido Stories. A Collection of
Scandinavian Tales and Traditions, Edited
by B. THORPE.

ILLUSTRATED LIBRARY.

83 Vols. at 5s. each, excepling those marked otherwise.

Allen’s Battles of the British Navy. | Aviosto’s

Rovised sud enlarged. Numsevous finc |

Poriraits. In 2 vols,

Andersen’s Danish Legends and
Falry Tales. With many Talee not i any
other editien. Tranalated by CAwoLINE
PiacHEY. 120 Wood Engravings.

Orlando Furiose. In Eng-
W. 5. Roex. Twcive fissg
2 vols.

lish Verse. B
Friyrazings.
Boechatein’s Cage and Chamber Birds.

Including Sweet’s Warblers, Enlarged
edition. A

umerous plates.
*,* All other editions m sbridged.
With the plates colovred,  7s. 6d.
23
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Bonomi's Nineveh and its Palaces.
New Editlon, revised and considerably
enlarged, in matter and Plates.
Upwards ¢f 300 Engraminge

Bg{ﬂer‘l gudibll;u d\?Vi(‘;h Varig:-um

[ , 804 & General Index,
% mp y G. Borx. Thirly beau-

83 Outline Portraits. In 2 vols, 10s.

Cattermole’s Evenings at Haddon
Trom desions by imeelF e Letierpron
Ime: o Letterpress
by the BARoNESS D2 CARABKLLA, i
Ohi.u, Pictorial, Descriptive, and
fcal th.huma‘ unt of Ava ang
the Burmese, Siam, and Anam. Nearly
100 ustrations.
Craik’s (@, L) Pmmt of Knowledge
under Diffcnlties, {itastrated by Anec-
dotea and Memoirs. R d  ldits

|

t
} or, furﬂm' $Bustrated with

India, Piotorial, Descriptive, and

!m)rlcal, from the Earliest Ttmes. Up-

wards of 100 fine Engramngs on Wood,
and o MHop.

Josse’s Anecdotes of Dogs, New Edi-
tion, with large additions. Numerous
Woodcuts after Harvey, Bewick,and ol

3 01, with the addition of 34

Stesl s, s 6d.

's Natural mlto of Precions

xg:fms and of the Preolofxz Metals. With
nrmerous Pric= 6.

Natural Ristory of Gems

or Decorative Stones. #inely JUusirated.

6s.
Handbook of Engraved Gems,
Finely Tlustrated, 6.
Kitto’s Scripture Lands and Biblical
Atlas, 24 Maps ud ifnlly engraved on
Weeel, with a Consulting Jndex

wm numerous Port:aits

's Three Courses and a
Dessert. A Seriea of Tales, with 50 Au-
morovs Musivations by Cruskshank.

Dante, Translated by I. C. WriaHT,
M.A. New Edition, carefnliy revised.
Portrait and 34 IUusirations on Stesl,
after Flacoman.

Didron’s History of Christian Art
in the Middle Ages. From the French.
Upwards of 150 outline Engravings.

er (T. H.) The History of Pompeii;
its Buildings and Antiquities. Anaccount
of the City, with a mll description of the
Remains, and an itinerary for Visitors.
Mdited by T. B. Dyer, LL.D. Hius-
trated with nearly 300 Wood Kngrav-
ings, & large Map, and a Plan of the
Forum. New hdmon, revised and
brought down to 1874. 1s. 6d.

@il Blas, The Adventures of 24
Engravings on Steel, after Smirke, and
10 Eichings by Feorge ﬁmhhmllzw’ es.

@rimm’e Gammer Grethel; or, Ger-
man Fm Tales and Populn.r Storfes.

by Emn TaYLOR. Numerous
82, 6.

!olhoin s Danu of '.Death, and Bible

Cuta. Upwords of 180 subjeois, beaut

Dr. T. F. Dispme,
Zvols.inl. 7Ts.6d
Howitts Pictorial Calendar
of the Seasons. bodying the whole of

Alken’s Calendar of Nature. Upwards of
108 Engravings.
= (l:grsnd Y}Em) 8tories
English ore1gn Twenty beati-
i/l Engravings.,
21

5 with the maps colourcd, 78. 6t.

Krummacher’s Parables. Transiate.

frem the German. Forty mu:mmml by
Clayton, engraved by

Lindsay’s (Lord) Letters on Egypt,
Edow, and the Holy Land, New Kdition
enlarged. Thirty-siz beauliful Engrav-
mgs, ond 2 Maps,

Lodge's Portraits of Illustrious Per-
sonages of Great Britain, with Memcirs.
Two Hundred and Forty FPortravs, ens
graved on Stecl. R vols,

Longfellow’s  Poetical  Works.
Twenty-four 8 Engrawmngs, by Birkel
Foster and others, and & Portrail.

; or, wnthout sllustrations, 3s.6d.

Prose Works., 16 paje En-
gravings by Birket Fb:tcr,

Toudon’s (Mrs.) En Natur-*
alist, Revised by W. S. Darras, F.L.S,
With nearly 500 Woodcuis.

Marryat's Masterman Ready; or,
The Wreck of the Facific. 93 Woodcuts.

3s. 64,

Poor Jack With 16 lus-
trations, a.lter Designa by C. Stanfield
R.A. 3s.6d
l{nnon' or, Scenes in Af.
rics. (Written forYonn People.) JHus.
trated by Gilhert and 3s. 64
Pirate; and Thres Cutters.
New Edition, wh.h & Memolr of the
Author. With 8 Steel
Drawings by 0. Stanfidd. B.A. Syt 6d.
Privateors - Man One Hun-
dred Years Ago, [Eight Engravings on
Steel, after Stothard. 3s. 64.

Settlers in Canada., New
Kditlon, Ten fine Hwgravings by Gitbert
and Daleied. 3s.8d.




BOHN’S VARIOUS LIBRARIES.

Mozwel's Victories of Wellington
and the r ritieh Armies, Steel Engramngs.

Wichael Angelo and Raphael, their
fav e Wethke By Durra and Qua-
tRIMP) L4 QUiact. Wath 13 Bngrautngs
n Sierl

Millers History of the Anglo-8ax-
ons  Written in » 1P°P‘1|‘“ styls, on the
hasls of Snarop Turuer. Portraxt oF
Alfred, Hap of Samon Britawm, end 3
claborale Fngramags on Steel,

Milton’s Pootical Works. Wita «
Momoywr by Jaurs MoNreomery, Toop’s
Verbal Index to all the Poems, and k.
plauatory Notes. With 120 Engravngs
by Thompson and others, from Dvawsnge
by W. Parvey. 2 vols,

Vol. 1. Paraaise Lost, complete, &l
Memolr, Notes, and Index

Tol. 2. Paradise Regamed, apd other
Bgems, with Verbal Index to all the
Toems.

Mudie's British Buwrds, Xevised by
W C L. MARTIN  Fyfty-fuwo Fagures anc
7 Plates of Eggs In 3 vols

; or, with the plates coloured,

9s 83 per vol.

Naval and Military Heroes of Great
NHritatn; or, Calendar of Victory. Being &
Hecord of Britwh Valonr and Conquest
+y Neu and land, on every day in the
yesr, from tba {ime of William the
Conqueror to the Battle of inkermant
By or Jomns, R.M,, and Lieutenant
P H. Nioonas, RM,  Twenty-four Por-
travis. 63,

Wicolini’s History of the Jesuits:

. their Origin, Progress, Docirines, and De
aigns , Fine Portravs of Loyola, Lawds,
I@vier, Borgia, Aoquavivn, Pére la Chase,

Petrarch's Bonnets, and other Poems.
1 rausiated into English Verse, By varions
psnds. With a life of the Poet, by
THOMAS CAMPSELL. With 16 Angravings.

Pickering’s History of the Races of
with an Analytical Synopsis of the
atutal History of Man. By Dr. Hary,

- ated by numerous Poriravis.
.orwith the plates coloured 75.6d,
** An excellent Kdition of & work ort
ginally published &t 3i. 88, by the

American Government.

Piotorial Handbook of Modern Geo-

graphy, on a Popular Plan. 3s. 64, Ilu>
trated by 160 Engravngs and 51 Maps. 83,

. 6d.

Pope's Postical Works. Edited by

BERT CABRUTHERS, Numerous bn-
gravings. 3 vols,

; or, with the maps coloured, ’

Pope’s Homer's Iliad, With Intro-
duction and Notes by J. 8. Wareox, M.A.
+lustrated by the mmf;uw of Fh:y-
wian s Designa, beautifully engraved
Moser (vn the full 8vo. nse). -

—— Homer's Odyssey, Hymns
L., DY other translutors, mc{udms ¢l ;
man, and Introduction and Notes by J.
Wateon, M.A. Floxman's Designs beay
37 ully engraved by Moses,

Lite. Including vasny of his
Letters. By ROBERT CARBUTHERE. New
nddition,revised and enlarged. Hlust a'sons

Lhe precedany B vois. snaks o vomplele
and elegant editson of Pope’s Poctaas
Warks aac Tyamslations for 252

Pottery and Poroelain, and other Ob-
Juuts of Vertn (a Guids to the Knowledge
of). To which is added an Engraved Lint
o Marke aud Monogiams. By HENpY
th, Born  Numerous Kngravings.

s o1, coloured.  10s. 6d.

prout’s (Father) Reliques. Nev
©diticn, Tevived ana lirguly augmented.
*wignig-one spinbd Kichings by Mackse.
1 w0 volumes in one. %2, 6d.

Recreations in Shooting. By
+Craven.! Now Edition, revised and
ctuarged o4 Angravings on Wood, after
Harvey, and 9 Engravngs on Stesl, chscfly
after A, Coop.t, R.A.

Redding s History and Descriptions
of Wi o, Anclent and Modern Twenty
heautyul ¥ oodouts. .

Rennie's insect Architecturs. New
Fdatwn, Revised by the Rev. J. @
Woop, M.A,

Robinson Crusos, With Illustrations
by SrorHAED and BARVEY. Twelve beauti-
S Kagravings on Stec! and 14 on Wood.

; or, without the Steel illustra-

tons, 3s. 8d.
Rome in the Nineteenth Century.
Now Edition Revised by the Author.

Iltustrated by 34 Stecl Engravwngs,

2 vols.

Sharpe's History of Egypt, from the
Jarhist lmmes till the Conguest by the
Atubs, A D, 640. By SAMUkL SHABPE.
With 2 Maps snd upwards of 400 Iilus-
trative Woodcuts.  Siath and Cheaper
hdition. 2 vols.

Southey’s Lite of Nelson.  With
Additiona! Notew Ilustrated with 64
Engravings

Siarhng's (Mias) Noble Deeds of
Women; or, Kxampies of kemale Conrage,
Fortitude, and Virtue, Fourteen Ilustra-

tions

Stuart and Revett's Antiquities o
Athen., and other Monuments of Greece.
Tlustrated #n 11 Stosl Plates, and st
merour Woodouts.
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Tales of the Genii; ar, the Delightfu:
Leesons of Horam. Numerous Woodcuts,

Taszo’s Jerusalem Delivered, Tram.-
Iated into Ruglish Spensertan Verse, with
BL&I;:« the Author. gzy‘g H. WrFi 56

Ergravings on , wnd 3¢ on
Wood, by Thurstor.

Walker's Manly Xxercises, <Con-

taining Skating, Rlding, briving, Hnnﬁng

Wellington, Life of From the ma-.
teriale of ¥ . Bighieors Age.

‘Westropp's Handhook of Arohmolegy
New Kdition, revised. Aumerous Illus-
tratwns  71s. 6d.

‘White’s Natural History of Sel-
borne. With Notea by Sir WiLzram Jaz
pIse and EpwarD Jrauk, Eng. Jlutirated
by 40 Engravings.

Shooting, Sailing, Ro
New Iumicn. rsvimd by
Fortyfour Shdl Plates, and numerous

Woodotts
Walton’s Complete Angler. Edited

“ Crav m.

:gamwm Jrage, Esq. Upwards of

tsvemsese 3 OT' wnth 28 additiona} page
Ihmstyavions on Stest, 12, 64,

3 ory with the plates colosired.
s, 6d.

Young, The, Lady's Book, A Ms
nual of Elegant Recreations, Arts, Scienoes.
snd Aocomplishments, Hundred

Woodout naumzm, and seweal Eve

grawnngs on Steel. 18, 64,

; or, cloth gilt, gilé edgss, 9s.

CLASSICAL LIBRARY.
93 Vols. at 88, each, excepting those marked otherwise,

Eschylu. Laterally 'Liepslutec mio | Aristotle’s Historyof Animals, InTer
Eungligh Prose by an Oxonlan. 8e. 6d Books. Franslated, with Notes and Index
y Appmdix to. Vontaming by B /ELL, M.A.
the Readings given ratan- Organon ; or, Logical Troes
moas Hdtion of Mchylu By BOBGE tises. With Nutes, ac ByO.¥ Owiv M.A
Buraxs, M.A. 32 3 vols., 3s. 6d. each.
Ammignns xmellmul. Hntory of Rhstoric and Postios. tha-
Rome trom Constantius to Valens, Drans- 12y Ty with i stion
Inted by C. D. Yorgx,B.A, Pble. vol.73.6d. lons and Notes, by sn Oxontan.

Antoninus, The Thoughts of the
Hmperor Marcus Anrehius. Translated by
Gzo. Love, M.A. 3t 6d

Apuleius, the Golden Ass; Death of
Socrates ; Florida; and m»onnemmwxc
To whick 15 added s Metricu! Vereton o}
Cupid and Psyche; and Mrs. Tighes
Payche. Froniupwece.

Aristophanes’ Comedies.  Literally
Translated, with Notes and Extracts from
Frere’'s and other Metrical Versions, by
W. J. Hioxz. 3 volr

Vol. 1. Acharnians Knl@ta, Clouds,
ups, Peace, nnd

p,—ﬁecluh:nm and I‘lntm

Arisvotie’s Ethics. Literally Trans-
18tcd by Archdescon BEOWNE, late Clessical
¥ rofessor of King’s College

= Politics and Eoonomics.
Travalated by K, Warvonn, M.A,

Hotaphyms. L\tera.lly 1 rans-

Athensus The Deipnosophists; or
the qux}et of the Learned. Translated
by C. D, Yomexz, B.A. 3 vols.

Cmsar, Complete, with the Alexea-
drian, African, and Spanish Wars. Ll
rally Translnmd with Notes. s

Catullus, Tibullus, and the Vigil of
Venus A Literal Prose Trausiation. To
which are added Metiical Versions by
LAMB, GRADVGER, aud othars. Nrombis
piecs

Ciosro’s Orations. Literally Trane
lated by G. D. Yoran, B.A. In 4 vois.”. ™

Vol. 1. Contains the Orations againey’
Verres, &c. Portrait.

VoL 2. Catiline, Archiss,
Law, Rabirius, Murena, Sylia,

Vol. 8. Orations for his House, Plancius,
Sextius, Coeitne, Milo, Ligarius, &o.

Vol. 4. Miscelianeous Orations, apd
Rhetorical Works; with General In.
dex to the four volumes.

on the Nature of the Gods,

Iated, with Notes, A
gl.nmm, and Indax by the Rev, Jory
M*‘MaHON, M.A., and Gold Modallist in
Metaphysics, T.C.D.
26

Divination, Fate, Laws, & Repubiic, K¢,
Transiated by C. D. Yowas, B.A., and
¥. Bagmau,



BOHN'S VARIOUS LIBRARIKS.

Cioero's Acadomiu, De Finibus, and

usculan Questions, By C. D, Yowax,
B.A ‘With Bketch of the Greek Philoe

sopher.
Offices, Old Age, Friendship,
Sciplo’l lk‘e;mRPua.doxea, &o. zndmu;

on Oratory and On.tou. By

J. 8. Warson, M.A.

Demosthenes’ Orations. Transialed,
with Notes, by U. Ra¥K Kaxxxspy, In 8
volumes.

Vol 2. The O thhc, thggic acd
other Public

V%Onthomwnmdonthm-

Vol 5. Agalnst Lepiives, Midiss, An-
drotrion, and Aristocrates.

Vol 4. Private and other Orstions.

Vol. 8. Miscellaneous Orations.

Dictionary of Latin Quotations, In.
cluding Proverbs, Maxims, Mottoes, Law
Terms, and Phrases; and & Collection of
&bove 500 Greek Quotatlons With all the
gquantities marked, & Fnghieh Translations,

, with Index Verborum. 6s.
Index Verborum only. 13,

Diogenen Laertius. Lives and Opmn-
‘ons of the Ancient Philosophers Trana
11tca, with Notes, by C. D. Yonex.

Epictetus  Discourses, with I'nehei-
ndion and Fragments. Translated with
Notes, by Groree LoxNg, M.A

Euripides, Literatly Translated. 2 vols,

vol. 1. Hecuba, Orestes, Medea, Hippo-
Iytus, Alwms. Bnochm, Hemcldae
}phlgenﬁam in Aulide, and Iphigenia i
‘Lan
Vol. 3. Hercules Fmens, Troades, Ion
- Andromache, Suppliants, Helex,
Eleotra, Cyclops, Rhesus.

Greek Anthology. Literally Trans.
lated With Metrical Versions by varions
Asuthors

Romances of Heliodorus,
Longus, and Achilies Tatias

Herodotus. A New ana Literal
Transiation, by Hmxmy Cary, MLA., of
‘Worcester Colieg: . Oxford

Heslod, Callimachus, and Theognis.
umuy Transiated, with Notes, by J.
Barxe, M.A.

Homer’s Iha.d. Literally Translated

Odyssey, Hymmns, &, Lite-
rally Translated,
Horace. Literally Translatel, by

quu'r. Carefully revised by an Oxoniax.

J nltm, Cornelius Nepos, and Eutro-
pius,  Liter Translated, with Notes
and Index, by J. 8, Wmn, MA

Juvenal, Persius, Sulpicia, and Lu.
ciline By L. Evans, M.A. With the
Wetrioal Version by Giftord.

Livy. A newand Literal Transiation
By Ur. Srizrax and others. In & vols.

Yol 1. Contains Books 1—8.

Vou & Bookn 926

Vol 3. Books 2736

Vol 4 Booke 37 o the end; and Index,

Lucan’s Pharsalia. Txanslated with
Notes, by 1 T. RiLey.

Luereting, Literally Translated, witl
Notes, by the Rev. J, 8. Warson, M.A
And the Metrical Version by J. M, Goon

l!axtial’u Epigrams, complete. Lite.
wlly T Each

one or more Verse Tranalaions lelech%
from the Works of Enghsh Poets, and
other sources. With a coplous Index.
Douhle volume (660 pages). 73 8d.

QOvid’s Works, complets, Literally
Tranglated 3 vols.

Vol. 5. Fasti, Tristis, kpisties, &o.

Vil % Metamorp! hoses,

Vol 3. Herolder Art of Love, &¢.

Pindar. Literally Translated, by Daw
LN W. FURNER, and the Metrical Version
by Anpasam Mooms.

Plato’s Works. Tianslatel by the
{tev, H. Cary and others. In 6 vols.

Yol. 1. The Apolo%mof Socrates, Critc,
Phady, Gorgias, Protagoras, Phadm
Themtetus, kuthyphron, Lyaia

Vol. 2 ‘FheRepublic, Timseus, & Critias.

Voi. 3 Meno, kuthydemus, The So-
phist, Btatesman, Cratylus, I'arme
midey, and the Banguet,

Vol 4. Philebus, Charmides, Lachex
The Two Alcibisdes, ana Ten othst
Dlalognes.

Vol.5 The Laws.

Vol. 6. The Doubtfa} Works,
1leneral lndex

Dialogues, an Analysic and
index to. With References to the Trans-
lsnon in Boho’s Classical Library. By Dr,

AY

Plautus’s Comedies. Literally Trans-
lated, witt Notes, by H. T. Buxy, B.A,
In 2 vols

Pliny’s Natural History. Translated.
with Coplous Notes, by the late Joms
Bosroox, ‘B8, sud H. T. Ruuzx,

With

BA (né volr
Pliny the Younger, The letters of.
Mu sora's Trunslation rovised, By the
Lov, k. C. T. Bosanquki, M A,
Propertius, Petronius, and Johannes
Secundus, ond Anstena«tus Literaily
and &c by Poetical
Versiom, from various SOmTOes,
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umtxlhnt Institutes of Oratory.

Literally Translated, with Notes, &c., by

. J. 8 Warson, MA. In 2 vols.

Sallust, Florus, and Velleius Pater-
culus. With Coplous Notes, Biographical
Notices, sud fndex, by J. 8, WATHOR,

Sophocler, The Oxford Trauslation
revised.

|
8tandard Library Atlas of Classical

Geography.  Twenty-two large ooloured
%ap: wmrdmg to z:; latest auﬂumtm
giving tho Iatttude and longitude of ev:

place named in tho Maps. Imp. 8vo. 13%3

Btrabo’s Geography. Translated,
with Cz:pious Notes, by W. Fazconzg,
MA, and H, C. ﬂummox kag. Witk
Index, giving the Anclent and Modem
Namos. 1n 3 vols.

Buetonius’ Lives of the Twelve
Cmaars, and other Works, Thomson’s

Translation, revised, with Notes]by T.
Fonlurus,

Tacitus, Literally Translated, with
Notes. 15 2 vols.
t oz %0% Ger
(2 8 A Agri-
cola, &, With Irgd Tania, A
Terence and Fhwdras. By H. T.
Theocritus, Bion, Moschus, and
'ﬁm.m By J. Baxgs M.A. Witk ‘n
etrical Versions of Chapman
Thucydldel. Literally Translated v,

| "Rev. 1. Dazz, In3vols. B8s.6d each’
Virgil, LiterallyTranslated by Davio

| son New Editton, carefully ravise 3s.6d
Xonophon's Works. in 3 Vou.

Vol. 1. The Anabasis and Memorabils
Translated, with Notes, by 4. 5. War
s0x, M.A. And s Geographical Com-
anenm. by W. F. Annsworrn, F.8.4.,

|

| R.G.D., &

I Vol 2. s snd follenics, %v
|
!

J. 8. Warsou, M.A., snd the Rov.

Vol 8. “fhe Minor '\\rorh. By J. 8
‘Warsox, M.,

SCIENTIFIC LIBRARY.
56 Vols. at 5e. each, emcepting those marked otherwss..

Aﬁ;‘f and Gould’s Comparative |
ology. Enlurged by Dr. WriGHT.

Upwards of 400 Engramngs.

Bacon’s Novum Organum and Ad-
vancemont of Learning, O , with

BRIDGEWATER TREATISES—cont.

Prout's Treatise on Chemis-
try, Meteorology, and Digestton. Fdited
by Dr. J. W. GRigpiTH.

Notes, by J. Devey, M.A.

Bolley’s Manual of Technical Analy-
sis. A Guide for the Testing of Natoral
and Artificial Substances. By B. H. PavL.
100 Wood 3.

BRIDGEWATER TREATISES. =

e Bell on the Hand. Its Mecha-
nism and Vital Endowisents as evincing
Design. Seventh Edilvon Revised

Kirbyon the Hutory, Habits,
and Instincts of Animals , with

Notes, by T. Rruzs Jom Nummu

Engravings, many of which are ad

Buckland’s Geology and
Mineraiogy. 2 voli. 188

s Roget's Animal and Vege-,

tuble Physiology., Iflustrated. In 2 v¢

| 85 each

Carpenter’s (Dr. W, B.) Zoology.
Systematic View of the Structure, Habl
Instincts, and Uses, of the principal Faw
Hes of the Animal Kfugdom, and of (.h(«
chief forms of bossil Lemains. Revis ¢
by W. 8. Datras, F.LS. fiustrated wi’
many hundred Wood Engravings.
2 vols, 6s. each,

l{eohamcal Philosophy, As-

in 2 vola.

e Kidd on the Adaptation of
External Nature to the Phyaical Condition
of Man. 31 64.

o— Whewell’l Astronomy and

Physics, dered with refer-
ance to Natural Thnology 3s. 64

Chalmers on the Adaptation

of External Natore to the Moral and In«

tellsctual Oonstitution of Man.
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logy. A Popular Kx
posmon. ls.l Illnutm

Vegetable l’hyniology apd
Systematic Botany. A complotc {utre-
duction to the Knowledge ::l tflm::..
Revised, under arrangement 15e
Anthor, by E. Laxkesrer, M.D, %

Several hundred Ilustrations on Wood.

Animal Physiology. Inps:
re-written b

the Author. Upwards <
300 capital Lilustrations, 6.
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Chevreul on Colour. Containing the
Pringsiples of Harmony and Contract of
Colours, and their sppiication to the Arts,
Transléted fror the French by CmArLes
MaerEL. Only complete Edition. Severa]
Plates, Or, with an additional series of
18 Plates in Colours. 7s. 6d.

Ennemoser’s History of e.

“ranslated by Wrnniax Howrrr, Witk

> n Appendix of the most remarkable and

¥ best anthenticated Storles of Apparitions,
Dreams, Table-Turning, and Spirit-Rap-
ping, & In 2 vola.

Hogg’s (Jabez) Eloments of Experi-
mental and Natoral Phtlosophy. Con-
taining Mechanics, Pneumatics, Hydro-
statics, Hydranlios, Acoustics, tics
Calorlo, Electricity, Voltalsm, snd -
netism. New Editlon, enlarged. Up-
wards of 400 Woodculs.

Hind's Introduction to Astromomy.
‘With a Vocabulary, containing an Expis-
nation of all the Ferms in present use
New Edition, enlarged. Numerous Bn-
gravings. 3s. 64,

Eumboldt's Cosmos; or, Bketch of a
Physical Descripiion of the Universe.
Trausiated C. Orri and W. S.
Dartas FLB, Mne Portrait, Infive
vols. 3s. 6d. each ; excepting Vol. V., 53,

«,* In this edition the dotes are placed
beneath the text, Hum!
Summaries and the
pressed are included,
prehensive Indices are

Travels in Ai’norics.

[

In3

vols.

Views of Nature; or, Cor-
pl of the Sublime Ph of
Creation. Transiated by E. C. 0174 and
. @& Bomw. With a complete Index.

Hunt’s (Robert) Poetry of Sciencs;
or, Studies of the Physical Phenomena uf

» Natare, By Professor Huwr, New Edi-
tion, enlarged.

Joyce’s Scientific Dialogues.
Dr. GRIFFITE,  Numerous Woodouts,

Introduction to the Arts and
With Exsmination Questl

By

3. 8d.

xni§ht’s (Chas.) Knowiedge is Power.
A Popular Manual of Political Economy,

Lactures on Painting. By the Royal
Academiciane. With Introductory Eesay,
and Notes by R. Wonrwox, FEsq.
Portraits.

Lilly's Introduction to Astrology.
With  pumercus  Emendations, by

Mantell’s (Dr.) Geological Excar-
vions through the Isle of Wight and Dor-
setshive, New Wdition, by '[. Rupxrr
Joxea, Teq. Numerous beautifully ewe

cuted Woodouts, and & Geological Map.

Medals of Creation;
or, €irst Lessons in Geology and the Study
of Organic Remaiug; inciuding Geological
Excursions, New Kdition, rovised. ~(%o-
loured Plates, and several hundyed beats-
$ifid Woodeuts., In 2 vols,, 73, 64. each,

Potrifactions and  their
T Ar Diustrated Handbook to
ths Organic Remains in the British Mu-
seum. Numerous Engravings. 6s.

s ‘Wonders of Geology; or, a
Familiar Exposition of Geologlical Phe-
comena, New Edition, augmented by T,
Licperr Joxes, .G S, Coloured Geological
Map of England, Plates, and nsarly 200
beautyful Woodeuls. In 2vols., 78, 6. each.

Morphy's Games of Chess. Being
the Matches and best Games played by
the American Champlon, with lons-
fory and Analytical Notes, by J. Léwsn-
TEAL Portrast and Memoir.

It contains by far the largest collection
of games played by Mr. Morphy oxtant in
sny form, and bas received his endorse-
ment end co-operation,

Richardson’s Geology, Including
Miéxemlogy s:d Dfalh‘ao‘gmloxy. Bevised
and enlarged, by Dr. T. WRieHT. Upwards
of 400 INiustrations.

Schouw’s Earth, Plants and Man ; and
Kobell’s Sketches from the Mineral King.
dom. Translated by A. Heyreery, KIS,
Colowred Map of the Geography of Plante

Smith’s Pye) Geology and Sorip-
tare or, Ta!:il}‘ah}l@ I{eﬁw’cm the Holy

Ser

Stanley’s Classified 8ymopsis of the
Principal’ Painters of the Dutch and Fle-
mish Schools.

Staunton’s Chess-player’s Handbook.
Numerous Diagrams.

Chess Praxis, A Supplement
to the Chess-players Handbook, Con-
iaining all the most important modern

. improvements in the Opentngs, filustrated
by actual Games; a revised Code of Chess
Laws; sud a Selection of Mr, Morphy's
Games in England and Frasce, 6r
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