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TO

M=r. WILLIAM LEWIS.

My DEAR SIg,

I pEpicaTe to you this Work ; and,
whatever be its deficiency, it has, at least, taken
considerable time in completing ; in doing so, I
would fain pay a tribute to your capacity for the
 Game, which, without meaning invidious com-
parisons, ranks inferior to no man's: I would
willingly also, in retiring from the chequered
field, convey to you my thanks for the uniform

politeness and attention I have received from
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you, and for those liberal communications, on the

subject of the following Treatise, with which you
L ]

have so frequently favoured me. Wishing you a
continuance of that success which has never

failed to attend upon your exertions in the Game,

I beg leave to subscribe myself,

Ever sincerely yours,

JOHN COCHRANE.
Inner Temple,
-~ oth February, 1829.
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PREFACE.

WHEN the imagination has been tamed down,
by the analyzation of games, little can be
expected from a writer on Chess in the shape of
elegance or even purity of expression : the
present Work can pretend to neither. I have
addressed myself merely to players who have
some knowledge of the game, in a plain and, I
hope, intelligible manner, without being par-
ticularly attentive to the minuter accuracies of

language. Any one who has taken the trouble

to examine a work upon Chess is soon satisfied .

that the unvarying succession of technical phrases
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vi PREFACE.

must tire and disgust the writer, and willingly
extends that indul%m:e to his language which
the constant repetition of terms renders absolutely
necessary. In the completion of this book 1
have not scrupled to benefit myself by the labours
of others. The Games on Odds, with a few
exceptions, are taken from a French work, called
the “ Traité des Amateurs:” the reader will find
the parties on the Pawn and Move and Pawn and

Two Moves the most improving.

Next in succession come the Games of the
celebrated Anonymous Modenese; they are taken
from Lolli’s work, (which every subsequent writer
on Chess has uniformly plundered,) and speak
their own commendation. To some they may
be deficient in interest from the Italian method of
castling, which is used_thrnughnut:- I am satisfied,
however, that no one is so likely to become a
~ proficient in the game as by a careful attention

to them.
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PREFACE. vii

After these parties, 1 give some Miscellaneous
Games, many of them have been collected from
actual play, and I am 51. there can be little

necessity for me to apologize for errors which so
frequently-nccur even among the besf of players.
i notice, also, Two particular Openings, little
known to amateurs in general, and end -.-Ivith the

usual Checkmates.

Befuré I conclude this Preface, which, like other
prefaces, though it émnda first, is written the last,
there are some observations with regard to this
(Game which practice and experience have tended
xmateriall y to confirm. It has been well observed
by Dr. Franklin ¢ That life is a kind of Chess,
- in which we have points to gain an'd competitors
or adversaries to contend with:” this parallel
may be drawn still closer; for, as in life nothing
~ 18 more difficult than properly to estimate our
own understanding so in Chess there is nothing

more difficult than to determine our relativé
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viii PREFACE.

_strength in the Game: as there are gradations of
intellect in men so are there gradations of skill
at Chess ; indeed, t’ﬂtmggle for pre-eminence

at this game is every way comparable to man’s

struggle thrpugh life : in low and illiberal minds |

the same principles operate relatively in each <
the same feelings of envy observable in the one
are equally distinguishable in the other: but it
is the price which must be paid for distinction in
both. I trust that few of my readers wili have
had the opportunity of seeing the truth of these
observations practically illustrated ; they are,
however, of not uncommon occurrence. I know,
indeed, that a gen-eruus and ﬁell-regulated mind
revolts at allusions which in any way reﬂec!_l; on
the character of mankind: it remains for expe-
rience to correct those glowing notions which
the ardent and unhacknied feelings of youth
naturally tend to excite; by doing which, man
learns to behold human nature in its true light,

to extend assistance to those who nobly emulate
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PREFACE. ix
him in his course, and he also learns to despise
beings who meanly attempt to detract from that
skill which the narrow and®bntracted nature of
their minds precludes them from the possibiiit}f

of attaining. If this be applicable, let not the

application be lost.
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ERRATA.

Page 64, at the 6th move of the White, for Q. B. Pawn takes Kt. read
Q. Kt. Pawn takes,
70, at the 8th move of the White, instead of King to Q. sq. read King
to Q. 2d sq. and, at the 11th move of the White, for King 1o B.
5. read King to his sq.
110, at the 7th move of the Black, for Q. Bishop to K. Kt. 4th sq. md
Q. Bishop to adw. K. Kt. 4th sq.
114, at the 4th move of the White, erase the words @ See Variation A"
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YCHAPTER I. -

r

ON GIVING A PIECE.

Trxs -Chapter h divided into two Sectmns
the first treats of the advan*tage of the Rook ;
the second on giving the Knight, PR

SECTION 1.

On gmhg the Rook.

~ Note. —He whn gl?es a pmpe, unless it be otherwnse
agrﬂed has the move.



9 TREATISE ON THE

* FirsT (GAME.

Black gives the Queen’s Rook.

BLACK.
1. K. Pawn 2 sq.

2. K. Bish. to Q. B. 4th sq.

3. K. Knight to B. 3d sq.
4. K, R.Pawn 1 sq.* (*)
5. Q. Pawn1sq.

6. Q.B.toadv.K.Kt, 4thsq.
7. Q. Bishop to K.R, 4thsq.

8. Q. Knight to B. 3d sq.
9. Bishop to Q. Kt. 3d sq.
10. Q. R. Pawn 1 sq.

11. Q. Knightto Q.R.4thsq.

12. Q.R. Pawn takes P.

13. Qastles.
14. Bishop takes B.

15. K. Kt. Pawn 2 sq. + (*)

WHITE.
The same.
The same.
Q. Pawn 1 sq.
K. Knight to B. 3d sq.
Castles.
K. R. Pawn1 sq.

Q. B. Pawn 1 sq. (%)

Q. Kt. Pawn 2 sq.

Q. R. Pawn 2 sq.

: Q. Kt. Pawn 1 sq. (°)

Q. Knight to R. 3d sq.
Pawn retakes. ’

Q. Bishop to K, 3d sq. (¢)
Pawn takes B.

Queen to K. sq. (")

—

* Queen's bishop’s pawn one square would have been a better move,

the White not being able to play queen’s bishop either to king’s third or

to adversary’s king’s knight’s fourth square without losing a pawn.

+ A move like this can only be ventured with & player to whom odds

are given; it is commonly verg-bad play to move the pawns on the
side you have castled uutil absolutely compelled. |
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GAME OF CHESS, 3

BLACK.

16. K. Kt. Pawn 1 sq.

17.

Q. Bishop takes P.¥*

18. King to Kt. 2d sq.

19.
- 20,
21.
22.
23.

Bishop to Q. 2d sq.
Q. Knight takes B.
Bishop to K. 3d sq.
Knight to its sq.
Rook retakes.

24. Rook to Q. Kt. sq.

. Pawn takes P,

. Q. Pawn 1 sq.

. Knight to K. 2d sq.

. Q. Kt. Pawn 1 sq.

. Knight to its 3d sq.

. Rook to Q. R, sq.

. Knight takes Kt.

. Rook to adv. Q. R. 3d sq.
. Rook toadv. Q. Kt.3d sq
. King to R. 2d sq.

35.

Bishop takes Kt.

36. K. R. Pawn 1 sq.

37.
38.

King to R. 3d sq.
Rook takes Kt. P,

WHITE.

‘Pawn takes P.

Queen to K. R. 4th sq.
K. Knight to R. 2d sq.
Rook to K. B. 3d sq.

Q. Knight takes Kt.

Q. Rook to K. B. sq.
Queen takes Q.

Q.Knight toadv. R. 4th sq.
Q. Pawn 1 sq.

Pawn on K. file takes P.
K. Pawn 1 sq.

Q. Knight to its 3d sq.
Q. Knight to B. sq. (%)
Q. Knight to K. 2d sq.
Q. Knight to K. B. 4th sq.
Rook takes Kt,

Q. Rook to K. B. 3d sq.
Q. R.to K. Kt. 3dsq. chg.
K. Knight to its 4th sq.
K. Rook takes B.

R.to adv. K.Kt.2dsq. chg.
Rook takes B, P.

K. Pawn 1 sq.

-

* Taking with the knight would have been better play.

B2
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4 TREATISE ON THE

-BLACK. ‘WHITE.

3. Rook to adv. Kt. 2dsq. Q. Rook to K. 3d sq.

40. King to Kt. 3d sq. K. Pawn 1 sq.

41. King takes R. Pawn goes toQ. giving chk.
42. King to B, 3d sq. Queen to adv.K.B. sq. chg.
43. King to Kt. 3d sq. R. to Kt, 3d sq. checking.
44, King to R. 2d sq. Q. toad. Kt. 2d sq. giving

checkmate.

(*) This move is played to prevent the White from changing
his queeﬁ's bishop for your king’s knight.

(®) To enable you to push the queen’s pawn iwo squares,
in order to establish your pawns in the centre.

(<) You push this pawn in order to drive away the queen’s
knight, which prevents your pushing the queen’s pawn two
squares, and establishing your pawns in the centre.

(*) You offer an exchange of bishops. It is no disadvan-
tage, generally speaking, to bring the king’s bishop’s pawn inte
the centre; and it is commonly the surest game to exchange as
. frequently as possible, when a piece is given.

(®) He pushes his pawns up to attack you on the side youn
have castled.

(f) You bring your queen to this square, with a view nf '

liherating your knight.

(%) Your knight being useless in its present situation, you
remove with a view of bringing it into play at the bishop's
fourth square.

I N —_
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GAME OF CHESS. 5

"SECOND GAME.

The one who gives the Rook plays the King’s Gambit. ()

BLACK.

1. K. Pawn 2 sq.

2. K. B. Pawn 2 sq.
3. K. Kt. to B. 3 sq.
4. K Pawn 1 sq.

5. Q. Pawn 2 sq.

6
7

. K. Bishop to Q.B. 4th sq.
. Queen to her 3d sq.

8. Bishop to Q. Kt. 3d sq.

9
10

11
12

13
14
15
16
17
18

. Castles,

. K. R. Pawn 1 sq.

. Queen takes B.

. Rook to K. sq.

. Q. Knight to B. 3d sq.
. Q. Knight to Q. sq.

. Q. B. Pawn 1 sq.

. Q. Knight to K. B. 2d sq.

. K. Bishop te Q. B. 2d sq.
. Q. Kt. Pawn 2 sq.

19. Q. R. Pawn 2sq..

WHITE.
The same.
Pawn takes P.

K. Knight to B. 3d sq.*
K. Knight to R. ath 5q.
Q. Pawn 1 sq.
Q.B.toad. K.Kt. 4th sq.(*)
Q. Pawn 1 sq. (°)

Q. B. Pawn 1 sq.

K. Bishop to K. 2d sq.
Bishop takes Kt.
Knight to adv Kt. 3d sq,
K. Kt. Pawn 2 sq.

Q. Knight to Q. 2d sq.

- Queen to its Kt. 3d sq.

Castles with Q. R.

Q. Knight to K. B. sq.
Q. Knight to K. 3d. sq.
Q. Rook to K. Kit. sq.
Queen to its sq.

* Not s0 good a move as king’s knight's pawn two squares.
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20
21
22
23
24
25
26
27
28
29
30
31
32
33
34

35
36
37
38
39

40

TREATISE ON THE

BLACK.

. Q. Kt. Pawn 1 sq. (%)

. Rook to Q. sq.

. Q. Bishop to Kt. 2d sq.
. Q. Bishﬁp to its sq.

. Rook to K. sq.

. Queen to its sq.

. Q. Bishop to Q. 2d sq.
. Knight takes P.

. Rook takes Kt.

. King to R, sq.

. K. Bishop takes P.

. King to R. 2d,

. Q. Bishop to K. sq.

. K.B.toadv. K. B.4thsq.

. Bishop takes R.

. Kﬁght to its sq.

. King to Kt, 2d sq.
. King to its B. sq.

. Queen to her 2d sq.
. Queen takes P.

. King to B. 2d sq.

WHITE.
Q. B. Pawn 1 sq.
K. R. Pawn 2 sq. (%)
Q.:B. Pawn 1 sq. (")
Q. Rook to K., Kt. 2d sq.
K. Rook to Kt. sq.
K. Kt. Pawn 1 sq.
Kt. Pawn takes P,
K.Knight toadv. K. 4th sq.

. Rook takes Kt. P. chg.

Q. Pawn takes R.

Q. Rook to adv. Kt. 3d sq.
K. R.toadv. K. Kt. 4th sq.
Rook to adv. K. 3d sq.
Q. to K. Kt. square.
Pawn takes B.

Queen to R. 2d sq. chg.
Q. to adv. K. 4th sq. chg.

JC Kt Pawn 1 sq.

K. Kt. Pawn 1 sq. chg.

Rook takes B. checking.

Q. to adv. K. 3d sq.giving
checkmate,

(*) A player who gives his adversary a piece tries com-

monly to embarrass his opponent by playing that sort of game

with which he supposes him least acquainted, and now plays

[
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GAME OF CHESS. -

the King’s Gambit, which game might easily be lost in spite of
the advantage of the rook, were not the true defence, for a
considerable number of moves, to be opposed to it.

(*) If, instead of playing queen’s bishop to adv. king’s
knight's fourth square, you had taken his king’s pawn with your
queen’s, b.lack would have taken your king's bishop’s pawn,
giving check ; and, on your taking the bishop with the king,
would have played his knight to your king's fourth square,
winning back his bishop with a good position.

(¢) You have no time to lose in pushing the queen’s pawn

on his bishop; had you taken his knight with yt;ur queen’s
bishop, by re-taking with his queen he would have won your
knight. .
(¢) This pawn is pushed with a view of making an opening
on the side you have castled. It would beabad ‘pliy for you
to take, or to allow him to e_x;hunge his knight’s pawn for your
bishop’s, as he would then fucceed in gﬁtting rid of the paws
which obstructs his pieces. .

(*) Pursuing your attack on the adversary’s king, Itisan
almost invariable rule when the kings have castled on different
sides of the board, for the pawns opposed to the king to be
pushed in advance upon him.

(*) By pushing this pawn you secure your king from all
danger, and nothing will hinder you from pursuing the attack

L 4

which you have formed upon his.
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TREATISE ON THE

Tue SAME GAME.

Queen’s Pawn two steps.

1
2

BLACK.

. K, Pawn 2 sq.
. K. B. Pawn 2 sq.

3. K. Pawn takes P.

0 ~F = O

9. Q. Knight to K. 2dsq. “Q. Bishop to K. 8d sq.

10
11
12
13
14
15

. K. Knight to B. 3&1!{}-."
. K.Kt. to adv. K. 4th sq.
. K. ﬁishﬂp to Q. B. 4thsq.
. Q. Knight to'B. 3d sq.
. Q. Pawfi 2 sg.

. Bishop takes B.

. Q. B. Pawn 2 sq.

. King to B. 2d sq.

. Queen to Kt. 3d sq.
. B. Pawn takes Kt, ..
. King to B. sq.

. B;1t instead of taking the Gambit Pawn you push the

'
. WHITE. ' *
The same.
Q. Pawn 2 sq.'"
Queen takes P.
K. Pawn 1 sq.t
K. Knight-to R. 3d:sq. (%)
Queen to her 3d sq.
K. B. Pawn 2 sq.
Q. B. Pawn 1 sq.

=

dneen retakes.

B. chks atadv. Q.K. 4thsq.
Q. Knight to Q. 2d. sq.
Q. Knight takes Kt.

Kt. toadv. Kt. 4th sq. chg.
Queen to K. 2d sq.

* Queen’s knight b bishop's third square would be a better move,

ns it hri.ngs out a piece and forces the adverse queen to retire.

+ Queen's bishop to adv. king’s knight’s fourth square would not |

have been a bad move,
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GAME OF cHEss. * = 9

BLAGK.
16. Q. R. Pawn 1 sq.
17. K. R. Pawn 1 sq.
18, Q. Bishop takes Kt.
19. Knight to Kt. 3d sq.

-

20. Knight to adv. R. 4th sq.

21. Q}ueen to K. 3d sq.
22. Knight to B. 4th sq.
23. Q. Kt. Pawn 2 5q-
24. King to B. 2d sq.

25. K. Kt. Pawn 1 sq.
26. R. to Kt.sq.

27. K. R. Pawn | sq.
28. Q. R. Pawn 1 sq.
29. Kt. to adyv. K. 3d sq.
30. Knight takes R.

31. Q. Kt. Pawn 1.sq;
32. Q. R. Pawn takes P,
33. Q. Pawn 1 sq.

34. Q. B. Pawn 1 sq.
35. Rook takes P.

-

. .
WHITE. -

Bishop to R. 4th sq. *«
Knight to R. 3d sq.
Pawn takes B.

King's R. to B. sq.
Castles,

Queen to K. Kt 4th sq.
K. Rook to Kt, sq. (%)
Bishop to Q. B. 24 sq. ‘
Q. Rook to Q. 2d sq.*
Q. Rook to K. Kt, 2d sq.

* Pawn on R. file 1 sq.

Queen to adv. Kt. 4th sq.
Bishop to Q. square.

. Bishop takes adv. K. R. P.

Rook takes Kt.

Pavwn takes P.

Bishop to Q. sq.}+
King’sR. advanced P. 1sq.
P.unR.ﬂqtakesﬁt.P. ohg.
Q. takes R. checkilfg.i _

* “The queen’s rook might still have been mcriﬁcati for the queen's

pawn.

+ King's hithop'.ﬁ pawn one square would hgve been much better.

1 It would have been better to move bishop to adversary’s king's

rook’s fourth square,

I--?
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0 - “ TREATISE ON THE

BLACK. ' WHITE.
36, Queen:takes Q. Rook takes Q.
317. King takes R, Bishop to K. Kt. 4th sq.
38. K. Pawn 1 sq. K. B. Pawn 1 sq. chg.
39. King to Kt. 2d sq. B. to adv. R. 4th sq. (¢)
40. Q. Pawn 1 sq. K. B. Pawn 1 sq. checking.

 41. King to B. sq. King’s Pawn 1 sq.

42. Q. B. Pawn 1 sq. K. Pawn 1 sq. checking.
43. King to Kt. sq. Pawn goes to Q. and will

mate in two moves.

(*) If, instead of playing knight to rook’s third square, you
play queen’s bishop to king's third square, be might play
queen’s knight to bishop’s third square, and would gain a
pawn. »

(*) Instead of playing the king's rook, it would have been
better play to sacrifice the queen’s rook by taking the queen's
pawn, and then take the knight, giving check, after which the

game will be won in a few moves, viz.—

BLACK. WHITE,
n‘ ....'-..jsll4-+1lliiitt Rmktike&q.?.
23. Queen takes R. Queen takes Kt, checking.

If the queen interposes, there is mate in four moves ; there-

fore,

24, King to Kt. square,

to prevent the loss of the queen, which would be won if
the king was played to its second square.
essesssssnsassssressssiress  Rook to Q,sq. and will win,

p Digitized by Google



GAME OF CHESS. i1

(®) You play your bishop to this square to prevent his king
from occupying the bishop’s second square, and stopping the
progress of your pawns. If, instead of playing bisliop to
adversary’s king's rook’s fourth uﬁuare, you had played king’s
bishop’s pawn ome square, you would have lost. See the
following Note.

BLACK. WHITE.
A, sesssesnsntisons gusans K. B. Pﬂ‘iﬂllﬁq.chel:king-

40. King to B, 2d sq. B. to adv, K. R, 4th sq, chg.
41. King to its 3d sq. Pawn to B, 2d sq.

42. King to its 2d sq. K. Pawn 1 sq.

43. Q. Pawn 1 sq. Bishop to its 3d §q.

44. Q. B. Pawn 1 sq. Pawn takes P,

45. Pawn retakes, K. R. Pawn 2 8(].

46. K. Pawn 1 sq. and the Black will win.

[ Note.— On this Back Game I must observe that it is exceed-
ingly ill conducted ; playing the king's bishop’s pawn one
square will not lose the game, on the contrary, there can be
little difficulty in winning it, as the following example will, I
trust, satisfactorily determine.— Ed.]

BLACK. WHITE.
39, cavensneesienaiiieness K. B, Pawn 1 sq. checking.

40. King to B. 2d sq.

So far I agree with the Editors of the ** Traité des Amateurs,”
but, instead of White playing bishop to adversary’s king’s
rook’s fourth square, he should play
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12 TREATISE ON THE

BLACK,
40. IERE R R RN R ] -

41, Q.P.1s3q. as the best move,

42, Pawn takes B,

WHITE.

Bishop to K. 2d sq.

Bishop takes P.

King to Q. nﬁ. winning with-
out any difficulty.

THIRD GAME,

L

He who gives the Rook plays the Queen’s Gambit. ( *)

BLACK.
1. Q. Pawn 2 sq.
2, Q. B. Pawn 2 8q.
3. K. Pawn 2 sq.
4. Q. Pawn 1 sq.
5. K. Bishop takes P.
6. Q. Knight to B. 3d sq.

% 7. Q.B.toadv.K.K1.4thsq.

8. K. B. Pawn 1 sq.
9. Rook _t.alwa B.

10. Q-.Binﬁup to K. R. 4th sq.

11. Q. B. to K. B. 2d sq.
12. Pawn relakes.

WHITE.

The same. (*)

Q. Pawn takes P.

The same.

K. B. Pawn 2 sq. {").
K. Knight to B. 3d sq.
K. Bishop to Q. B. 4th sq.
Castles.

Bishop takes Kt.

K. R. Pawn 1 sq.

K. Kt. Pawn 2 sq.
K. B. Pawn takes K. P.
Q. B. toadv. K. Kt. 4th sq.



13.
14.
15.
16.
17.
18.
19,

21.
22.
23.
24.
25.
24.
27.
28.

29
30

GAME OF CHESS, 13

BELACK.
Queen to its 3d sq.

K. R. Pawn 1 sq.

K. Kt. Pawn 2 sq.

K. R. Pawn 1 sq,

Q. Bishop 1o K. 3d sq.
King to Q. B. sq.*
Queen to K. 2d sq.

. Q. R. Pawn 1 s5q.4

K. R. Pawn 1 sq.

K. Bishop to Q. 3d sq.
K. Bishop takes B,
Pawn takes Pawn.
Bishop to Q. 8d sq.
King to Q. B. 2d sq.
Rook to Q. 8q.

. Q. Kt. Pawn 1 sq.

. Q. Bishop takes Kt.

Q. Kt. toadv. Kt. 4th sq.

WHITE.
Q. Knight to Q. 2d sq,
Bishop to K. R. 4th sq.
Bishop to K. Kt.-3d sq.
King to Kt. 2d sq.
Knight to R. 2d sq.
K. R. toadv. K. B, 3d. sq.
Queen to K. B. 3d sq,
Q. R. to K. B. sq.
Q. Bishop to K. sq.
Q. Knight to its ad sq.
Q. Bishop takes Kt.
Q. B. Pawn 1 sq.
Pawn retakes,
Q. Rook to Q. sq.
K. Knight to K. B, sq.
K. Knight to K. 3d sq.

K.Kt.toady.Q. 4thsqw«chg. ‘

Rook takes Q. B.

-

* The privilege of castling on the side the rook is given (if T may

use the expression) is, apparently, not taken away, according to the

French laws. If, however, castling be a combined operation of the

king and rook, playing the king to the queen’s bishop’s square, though

permitted in France, would not be allowed in England.

+ A very wenk move,

- i
T
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14 TREATISE ON THE

BLACK. : WHITE.
31. Rook to Q. 2d sq. K.R.toadv. K.Kt.3dsq.*
32. Q. R. Pawn 1 sq. Knight to Q. 2d sq.

33. B. to Q. B. 4th sq. (%) Q. Knight to B. 4th 8q.
34. Rook takes R, Pawn takes Rook.

35. K. Pawn 1 sq. Queen to adv. K, B, 3d sq.
36. Queen takes Q. Rook retakes.

37. King to Q. Kt. 2d sq. Kt toadv. Q. 3d sq. chg.
38. King to Q. B. 2d sq. Knight takes adv. K. P.
39. Bishop to adv. K. 3d sq. Queen’s P, 1sq. checking.

40. King to Q. 2d sq. R.toadv. K, B. 2d sq. chg.

41. King to Q. sq. Knight to adv. K, B.3dsq.

42. King to Q. B. sq. Rook toadv.K.B.sq. chg.t

43. King to Q. Kt. 2d sq.  Queen’s P. 1sq.and White
will win.

(*) This game is proposed with a view of instructing you to
defend yourself against a superior player, who, in giving the
rook, adopts this method of opening the game. The Queen’s
Gambit will be noticed hereafter.

(*) You may also, instead of playing queen’s pawn two
squares, push king’s bishop’s pawn two squares.

* Queen’s rook should have taken the adversary's king's bishop, and,
on the Biack retaking with the rook, would play king’s rook to adver-
sary’s king's bishop’s second square, wimﬁng the adversary’s queen.

1 Queen’s pawn one square would have been better.
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[On this note I must observe that it will not give so good a
game, as White’s game “will be more confined than his adver-
sary’s, which should more be especially guarded against hy a
player who receives odds,—Ed.]

() You play this with a view of breaking his line of_,pawns,
or to establish your own_on your king’s side,

[The Editor must remark that the moves on the part of the
White are very correctly played.]

(4) The Black can only retard the loss of the game a few

moves,

THE SAME GAME.

But instead of playing, at the third move, the Kings

Pawn two squares, he pushes it only one.

BLACK. . WHITE.
1. Q. Pawn 2 sq. The same.
2. Q. B. Pawn 2 sq. Pawn takes P.
3. K. Pawn 1 sq.* K. B. Pawn 2 sq. (*)

* Not so good a move as king’s pawn two squares.

N
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q ¥
ELACK.

K. Bishop takes P.

K. B. Pawn 1 sq.

Q. R. Pawn 1 sq.
Queen to its Kt. 3d sq.
. K. Knight to K. 2d sq.

© ® 9 3 v &

10. Bishop takes Kt.
1. Q. Kt. to B. 3d sq.
12. King castles.

13. Queen to B. 2d sq.
14. K. Pawn 1 sq.

15. K. B. Pawn retakes.

16. Rook takes R. checking,

17. K. R. Pawn 1 sq.

18. Q. Bishopto K.B. athsq.

19. K. Knight to its 3d sq.
20. King to R. Qq.*

21. Q. Bishop to K. 3d sq.
22. K. Pawn 1 sq.

23. Q. Knight takes Kt. *
24. K. Knight to B. sq.
25. Pawn takes P,

K.B.toadv.Q.Kt.4th sq.

WHITE.
K. Pawn 1 sq.
K. Knight to B. 3d sq.
Q. B. Pawn 2 sq.
Quﬁn to its 2d sq-
Q. Knight to B. 3d sq. (®)
Q. R. Pawn 1 sq.
Queen takes B.
K. Bishop to Q. 3d .!;1.
Q. B. Pawn 1 sq., f
Castles.
Pawn takes P.
Knight to adv. Kt. 4th sq.
Bishop takes R.
K. Knight to B. 3d sq.
Q. Kt. Pawn 2 sq.
Q. Bishop to Kt. 2d sq.
Rook to Q. sq.
Q. R. Pawn 1 sq. (°)
K. Knight to Q. 4th sq.
Queen takes Kt.
Q. Kt. Pawn 1 8q.

Pawn retakes,

® A worse than useless move, s it gives the adversary time to bring
his pieces into play and prepare his attack. .
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GAME OF CHESS. 17

BLACK. WHITE.

26. Q. Bishop to K. Kt. 5q.* Q. Kt. Pawn 1 sq.
27. Queen to K. B.2d sq. ©° K.B.toadv.Q.Kt. 4thsq.}
28. Queen to K. Kt. 3d sq. Queen’s B. P. 1 sq.f

* Itis difficult to understand the reason of this move.
4+ Playing the king’s bishop to adversary’s queen’s rook’s third square
would have been a better move, viz.
BLACK. WHITE.
2. vevssssssmssss sasssns saes K. B. toadv. Q. R. 3d sq.
_If the pawn takes the bishop the game would be won thus ;:—

28. Q. Kt. Pawn takes B. Rook to K. B. sq.

29. Queen to K. 2d sq. Q. takes adv. K. Kt. P. checking.
50. Queen takes Q. Bishop retakes, checking.

31. King takes B. Rook takes Kt.

32. King takes R. Q. Knight 1 sq. and will win,

Therefore, on the twenty-eighth move, the Black plays—
28. Knight o K. 3d sq. or (A) Queen takes adv. Q. P.

20. Pawn takes B. Queen's Kt. 1 5q. and will win,
(A)

28. Knight to K. 2d sq. Bishop takes Kt, P.

20. Knight takes Kt. P. Pawn takes Kt.

80. Queen takes B, Queen takes K. Kt. P. checking.

31. Queen takes Q. Bishop retakes, checking.

32. King takes B. P. on Q. Kt, file 1 sq. checking,
and will win,

1 Queen shouold have taken adversary’s king’s knight's pawn, giving
queen and bishop for adversary’s queen. Fide (B )
) . C
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18 TREATISE ON THE

BLACK. WHITE
29. Pawn takes P. K. B. takes P.
30. Knight to K. 3d sq. Queen to adv. K. 4th sq.
31. Knight to K. Kt. 4thsq. King to R. sq.
32. K. Kt. to B. 2d sq. Queen to her 4th sq.
33. Kt. to Q. sq. Bishop takes P.
34. Bishop takes B. Queen retakes.

35. Knight to Q.B.3dsq.  Rook to Q. B. sq.
36. Knight to K. 2d sq. Queen to adv. Q. sq. chg.

37. Knight interposes. Rook to adv. Q. B. sq.

38. Queen to K. B. 2d sq. . Queen takes Kt. checking.

39. Queen retakes. Rook takes Q. checking.

40. King takes R. Q. Kt. Pawn 1 sq. and
| will win.

(*) In the preceding game, the adversary at the third move
pushed his king’s pawn two squares and you played yours two
squares likewise, and that for two reasons, either to break his
line of pawns or to establish your own on the king's side. In
the present game, seeing that he has not ventured to play his

king's pawn two squares, you, on the like principle of prevent-

(B)
BLACK. WHITE.
B, casarsons T Q1. takes adv. K. Kt. P. chg.
20, Queen takes Q. Bishop takes Q. checking.
30. King takes B. Q. B. Pawn 1 sq.

31, Pawntakes P, as the best move. K. B. takes P. and . moves on
' to Q.
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GAME OF CHESS. 19

ing him establishing his pawns in the centre, play your king’s
bishop’s pawn two squares : it will be seen, by the result, of
what utility pawns are when established in the centre of the
board, for the gaining or defending a game.

- [In spite of the above note, the Editor conceives that playing
the king’s pawn two squares would be a better move than the
above ; as, in case the queen’s pawn took the king’s pawn, the
White would have a very good game by changing queens, and
then supporting the Gambit Pawn, which might be done without
danger.—Ed.]

() It is improper to play out the knights until the king and
queen’s bishop’s pawns have been moved, it is evident that the
knights, played to the bishop’s third square, stop the advance
of those pawns which are destined to support the king’s and
queen’s ; this rule, however, is not without exception; the
system of attack or defence frequently obliging you to play
your knights out before you have time to move your pawns.

"[On the above observations the Editor must remark, that this
note seems derived from that erroneous dictum of Philidor
which reprobates the first player’s bringing, at the second move,
his king’s knight to bishop’s third square, The injury that this
remark of Philidor has done to the improvement of Chess players
in general has been such that it may be very fairly disputed
whether it wﬁul{l not have been better for the Chess world had
no such treatise ever been brought before the public.—ZEd.]

(*) You push this pawn one square with the view of playing
the queen’s knight's pawn one square afterwards, in order to

drive off his knight which supports his centre pawn.
c2
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ANNEXED GAMES, ACTUALLY PLAYED.

White gives the Queen’s Rook and plays the King’s
Gambit, |

WHITE.
. K. Pawn 2 sq.

. K. B. Pawn 2 sq.

. K. Knight to B. 3d sq.
K.Bishop to Q.B. 4th sq.
K. R. Pawn 2 sq.

Q. Pawn 2 sq.

Q. B. Pawn 1 sq.

Queen to Kt. 3d sq.
K.B.takesad. K.B.P.chg.
K.Btoadv. K. Kt. 3dsq.

. Q.takesadv. Q. Kt. P.(%)

. Queen takes R.

. Castles.

K. Pawn 1 sq.

. Q. Bishop takes P.

. Rook takes P. checking.
. Q.toadv. Q. 4th sq. chg.

BLACK.
The same.
Pawn takes P.
K. Kt. Pawn 2 sq.
K. Bishop to Kt. 2d sq.
K. R. Pawn 1 sq.
Q. Pawn 1 sq.
Q.B. toad. K.Kt, 4thsq.(*)
Q. Bishop takes Kt.
King to B, sq.
Queen to K. 2d sq. (*)
Q. B.to adv. K. Kt. 4thsq.
Queen to her sq.
K. Knight to B. 3d sq.
K. Knight to Q 2d sq. (%)
Pawn takes B.
King to Kt. sq. ()
Q. Bishop to K. 3d sq.

. Queen takes B. checkmating.
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GAME OF CHESS, 21

(*) A bad move, queen’s bishop’s pawn one square is the
proper move,

(*) Queen’s pawn should have been moved one square.

(*) This is a good move, the attack is well conducted on the
part of the White.

(%) The knight is brought over to this square to enable the
gueen to remove.

(®) Black might have protracted the game, but nothing
could ultimately have saved it.

SaME Opps.

White plays the King’s Gambit, but instead of playing

Knight to Bishop's third square at his third move, brings -

~out King's Bishop to Queen’s Bishop’s fourth square.*

* Bringing out the bishop when playing the Gambit is not good ; for
the adversary, by giving check with his queen at your king's rook’s
fourth square, and afterwards pushing his king's bishop’s pawn two
squares will get a better game. It is ventured however against a

player to whom odds are given, with a view of entrapping his queen,
as in the present game.
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WHITE. .. BLACK.
1. K. Pawn 2 sq. The same.
2. K. B. Pawn 2 sq. Pawn takes P.
3. K.B. to Q. B. 4thsq.  Q.to adv. R. 4thsq. chg.
4. King to B. sq. K. Kt. Pawn 2 sq.
5. K. Knight to B.3d sq. Q. toadv. K. K. 4th sq, (*)
6. K.B.takesad.K.B.P.chg. King to his Q. sq.. .
7. Q. Knight te B, 3dsq, Q. B. Pawn1 sq. (*)
8. K. R. Pawn 1 sq. Queentoadv. K. Kt. 3dsq.
9. Q. Knightto K. 2d sq.  Queen takes K. Kt. chg.

10. K. Kt. Pawn takes Q. and White will win.

(*) Black loses a pawn and the benefit of castling by this
move ; he will besides have a bad game on account of the situa-
tion of his queen. '

(®) Black loses his queen for a minor piece by this move, -

-

SAME Opps.-

White plays at his second move King’s Bishop to
Queen’s Bishop’s fourth square.

WHITE. BLACK.
1. K. Pawn 2 sq. The same.,
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GAME OF CHESS. 23

WHITE. BLACK.
2. K. B.to Q. B.4thsq.  The same.
3. Q. B. Pawn 1 sq. Queen to K. 2d sq.
4. K. Knightto B.3d sq.(*) Q. B. Pawn 1 8q.
5. Castles. Q. Pawn 2 5q.(*)
6. K, Pawn takes P. K. Pawn 1 sq.

7. Pawn on Q. file takesf?

adv. Q. B.P.(c) § oo takes KKt

8. Rook to K. sq. Q. Bishop to K. 3d sq.

9. Bishop takes B. . K. B. Pawn takes B,
10. Q. Pawn 2 sq. K. Bishop to Q. 3d sq. ()
11. Queen to Kt. 3d sq. - Queentoadv. K. R. 4th sq.
12. K. Ki. Pawn 1 sq. Q to adv. K. R. 8d sq. ()

13. Q.takes adv. K. P, chg. Queen takes Q.

14. Rook takes Q. checking. King to B. 2d sq.

15. P. takes adv. Q. Kt. P. King takes R.

16. P.takes R. making a Q. K. Knight to B. 3d sq.
17. Q. Bishop to K. 3d sq. K. Knight to Q. 4th sq.
18. Q. B. Pawn 1 sq. K. Knight takes B.

19. K. B. Pawn takes Kt. K. Rook to B. sq.

20. King to B. 2d sq. and White must win.

(*) This wounld be a very good move when playing even,
but the adversary when receiving a rook may take your king's
bishop’s pawn with his bishop, giving check, and afterwards
playing his queen to her bishop’s fourth square, will succeed .
in exchanging bishops.
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2 TREATISE ON THE

(*) The black gives a pawn with the view of forcing your
'tlng’s knlght to king’s square,
() This is a well played move; the concluding part of this
game is beautifully conducted by the White.
(*) This move loses the game,
(*) This move is not well played, as it enables the White to
force an exchange of queens and afterwards to make another,

taking queen’s knight’s pawn.

In this game some moves are very far from being well
played ; I am, however, induced to insert it, as taking the
queen’s bishop’s pawn, together with the subsequent
moves of the White, are certainly deserving of notice.

e
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SECT. 1II.

On giving the Knight.

FIrsT GAME.

Black gives the Queen’s Knight.

BLACK.

K. Pawn 2 sq.

Bishop to Q. B. 4th sq.

Knight to B. 3d sq.
K. R. Pawn 1 sq.

Q. Pawn 1 sq.

Castles.

Q. B. Pawn 1 sq.
Pawn takes P.

K. B. to Q. Kt. 3d sq.

Q.B.toad. K. Kt. 4thsq.
. Rook to K. sq.

. K. B. to Q. B. 2d sq.

. Bishop to K. R. 4th sq.
. Q. B. to K. Kt. 3d sq.

15.

Q. Pawn 1 sq.

WHITE.
The same.

The same.

Q. Pawn 1 sq.

K. Knight to B. 3 sq.
Q. B. Pawn 1 sq.
Castles,

Q. Pawn 1 sq.

Q. B. Pawn takes P.

K. Bishop to Q. 8d sq.

Q. Bishop to K. 3d sq.
Q. Knight to B. 3d sq.
K. R. Pawn 1sq. (®)

Q. Rook to'B. sq. (¢)

K. Knight to Q. 2d sq.

K. B. Pawn 1 sq. ()
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16.
17.
18.
19.
. Q. to adv. K. R. 4th sq.
. Queen to K. 2d sq.

. King to R. sq. (")

42.

SR BERBES

TREATISE ON THE

BLACK.

Q. Rook to B. sq.

K. Bishop to Q. Kt. sq.

Bishop takes B.
Knight to R. 2d sq.

Pawn takes P.
K. Rook to Kt. sq.

. K. Rook to Kt. 3d sq.
26.
27.
28. R. takes K. Kt. P. ohg.
29.
30
31

Queen to B. 2d sq.
Q. Rook to K. Kt. sq.

Queen to B. sq.

. Queen tikes B.
. R. takes adv. Q. Kt. P.

Queen to B. 2d sq.

WHITE.
K. Bishop to Q. Kt. sq.
K. Pawn 1 sq.
Rook takes B.
K. B. Pawn 1 sq.
Queen to K. Kt. 4th sq. (%)
K. B. Pawn 1 sq.
K. B. Pawn 1 sq.
Q. B. takes adv. K. R. P.
Queen to K. R. 4th sq.
Q. Rook to K. sq. (%)
Q. Bishop to K. B ath sq.
Pawn takes P. (®) -
King to R. sq. _—
Q. Bishop takes B. -
K. Knight to B: 3d sq.
K.Kt. toadv. K. 4thsq.(")
K.R. 10 Kt.sq.and will win.

['ﬂ:ia game is exceedingly skilfully played on the part
of the White, and it is apparent, from the style of play,
that the person who received the knight-was the stronger
player of the two.—Ed. ]

(*) You retire your bishop in order to maintain your pawns

in the centre, which, it can never be too often. repeated, are

essential for gaining or defending a game.
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(*) Never suffer the adversary’s knights or bishops to get
into your game, There are exceptions, however, to this rule:
and the Editor must observe that playing the king's rook’s pawn
one square, early in the game, is frequently a,wseless, and
not uncommonly a very dangerous, move. _

(*) You play your rook to this square allowing your bishop
to retire to the knight’s square, and, maintaining the communi-
cation between your rooks, you will see ‘that this will pcrmi.t,
you, at the seventeenth move, to play your king’s pawn one
square, which will entirely derange his attack: it is proper,
likewise, to command the open files with the rooks as often as
possible. .

(*) You play this pawn to defend your king's and maintain
your pawns in the centre. It should be observed here, that it is
very bad play to push the king’s bishop’s pawn one square at
the commencement of a game, when you have not castled, for
your adversary may frequently sacrifice his knight for your

king's pawn, viz.—

BLACK. WHITE.
1. K. Pawn 2 sq. _ The same,
2. K. Knight to B. 3d sq. K. B. Pawn 1 sq.
3. K. Knight takes K, P. K. B. Pawn takes Kt.*

4. Queen to adv. R. 4thsq. chg. baving a winning game,

* After committing the mistake of defending the king’s pawn with
that of the bishop, the queen should be brought to king’s second
square, and you recover your pawn, but the adversary has a better

position.
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28 TREATISE ON THE

(*) Receiving a piece, your play is to propose an exchange
of queens, which he will not accept for the same reason; the
retiring of his qua;m enables you to form your attack.’

(') He retires his king from the file to which your queen is
opposed.

(%) The rook is played to this square to force the adverse
queen to retire. '

(®*) The doubling his rooks and taking your king's knight’s
pawn will gain him no ultimate advantage ; you should follow
your attack, and not lose time in defending the knight’s pawn,

It is of the utmost importance to maintain (what is termed) the

move, the gaining or losing a party frequently depending on it.

(1) It is generally good play to mask with a piece the direc-
. tion of your adversary’s pieces upon your king, when he has
no pawns to drive it away ; besides, your knight being played
to this square places him under a mate,
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SECOND GAME.

Queen’s Knight is given.

. BLACK. WHITE.
1. K. Pawn 2sq. - The same.
-2, K. Knight to B. 3d sq. Q. Pawn 1 sq.*
8. K. BishoptoQ.B.4thsq. K. B. Pawn 2 sq.+

4. Q. Pawn 1 sq. K. B. Pawn 1 8q. (*)

5. K. R. Pawn 1 sq. Q. B. Pawn 1 sq.

6. Q. Pawn 1 sq. Queen to K. B. 3d sq. (*)
7. Q. B. Pawn 1 sq. Q. Bishop to K. 3d sq.

8. K. Bishop to Q. 8d sq. Q. Knight to Q. 2d sq.

9. Castles. Castles. (¢)

10, K.B.to Q. B. 2d sq.} () K.Kt. Pawn 2sq.(*)
11. K. Knight to R. 2d sq. K. R. Pawn 2 sq.

12. K. B. Pawn 1 sq. K. Knight to R. 3 sq.
18. Q. Pawn 1sq. (") Pawn takes P.

* This move may be ventured when receiving the odds of a piece,
but it will give 8 worse game playing even.

+ Queen’s bishop's to adversary’s king's knight's fourth square would
have been a better move.

{ Queen’s rook’s pawn two squares would have been better.

Digitized by Google



30

BLACK.

14. Pawn retakes.

15
16
17
18

. Bishop takes B.

. Q. Kt. Pawn 2 sq.

. Q. B. Pawn 1 sq.

. K. B. Pawn takes P.

19. K. R. Pawn 1 s5q.(%)

20
21

. Queen to K. sq.
. K. Kt. Pawn 1 sq.

22, Queen takes P.
23. Q. Bishop to K. 3d sq.

24
25

. Queen to K. Kt. 2d &q.
. Knight to B. 3d sq.

26. Q.B.takesadv.Q.R.P.*

27
28

. Q. R.t0 K. sq.
. Knight takes Kct.

TREATISE ON THE

WHITE.

Q. Bishop to K.B. 4thsq.
Queen retakes.

Q. Knight to K. B. 3d sq.
K. Kt. P. 1 sq.

Pawn retakes.

K. Knight to B. 2d sq.
Queen to K. R. 4th sq.

P. takes P; see back Game.
K. Bishop to K. 2d sq.
Queen takes adv. K. R.P.
K. Kt. Pawn1 sq.
Queentoadv. K.Kt.4thsq.

Q. Knightto adv.K.4th sq.

K. Kt to its 4th sq.
Q. Knight retakes.

29 Queen’s R. to K. 3dsq. Q.Kt.toadv. K. R. 3dsq.

checking, and will win,

(*) Youn push this paﬁu' with a view of shutting up his

gueen’s bishop, and afterwards advancing your pawns, in case

he

castles on his king’s side.

(*) If, instead of playing queen to king’s bishop’s third

* This is not the best move, but the game at this position is quite

hopeless.
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square, you had taken the pawn, he would have gained his
object, which was to prevent your pawn filling the centre,

() It is right to castle on the queen’s side, when the adver-
sary’s pawns are not advanced on that side, and his pieces do
not bear upon your king,

(4) If he does not retire his bishop, his queen’s pawn will
remain en prise, when you have displaced his king’s knight, as
will be seen in a few moves,

(®) It is almost always good play when the kings have
castled. '

() This is as good a move as he can play in his present
situation. You run no risk in taking the offered pawn, his
game not being sufficiently arranged to profit by the opening
on your king before you have made one on his, which he will
not be able to defend.

(¥) He pushes this pawn to prevent uncovering his king.

Ve BAck GAME,

Commencing at the twenty-first move, where, instead of
pushing King’s Knight's Pawn one square, you play King's
Bishop’s Pawn one square,

BLACK. WHITE.
21. BEE S A E RS gE R R e K. B_Pﬂwﬂlﬂq.

22. K. Rook to B, 2d sq.(") K. Bishop to R. 3d sq.
23. Q. Bishop to Kt. 2d sq. Queen to K. B. 4th sq.
24. K. Knight to B, sq. Q. Knight to adv. K, 4th sq.

Digitized by Google



32 TREATISE ON THE

»
FLACK. WHITE.
26. K. Rook to its 2d sq. Q. Rook toK. B.sq. (!)
26. Q. Rook to Q. sq. K. Knight to Q. sq.
27. K. Rook to B. 2d sq. K. Bishop to Kt. 2d sq. (*)
28. King to R. 2d sq. K. R. takes adv. R.P.chg.(!)
- 29. Pawn takes R. Q. to adv, K. B. 4th sq. chg.
30. King to Kt. sq. K. Kt. Pawn 1 sq.
31. Knight takes P. Queen takes Kt. checking,
32. King to B. sq. Q. to adv. R.3d sq. checking.
33. King to Kt. sq. Rook to adv. K.B. 4thsq. and
will win,

(") He plays this to get his knight into play. _

(') You should not push your bishop’s pawn, which, being
supported and passed, is the strength of your game, and is
more valuable than gaining the rook for your knight.

(*) When you are enabled to take any piece of your adver-
sary’s, or to obtain over him any particular advantage, as, for
instance, gaining the exchange in the present instance, and this
advantage cannot escape you, instead of taking it on the move,
employ your time rather in strengthening your attack by a
piece which you bring into play, or disengage, as in the pre- .
sent instance, when playing the bishop to the knight's second
square, you free the rook, which helps to decide the game.

(') It is evident you have won, whatever you play, but the
sacrifice of your rook is the best move in the sitnation, because
it allows you to push the pawn, which decides the game in the
fewest moves possible,
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SAME GAME IN ANOTHER MANNER.

- 'The Black, seeing the risk he ran through castling on

his King’s side, on account of the advance of your Pawns,

prepares to castle on his Queen's side, and, with that

view, plays, at the ninth move, Queen’s Bishop to Queen’s

second square.

BLACK.
1. K. Pawn 2sq.

2. K. Knight to B. 3d sq.

3. K. Bishopto Q.B.4thsq.

4. Q. Pawn 1sq.

5. K. R. Pawn 1 sq.

6. Q. Pawn 15q.

7. Q. B. Pawn 1 sq.

8. K. Bishop to Q. 3d sq.
9. Q. Bishop to Q. 2d sq.

- 10. Queen to B. 2d sq.

11. Q. Pawn 1 sq.

12. K.B.takesadv.Q .Kt. P.

13, Queen takes P.

14. Q. R. Pawn2sqg. (*)
15. Castles with his R.

16. K. Knight to R. 2d sq.
17. K. B. Pawn 1 sq.

WHITE.
The same.

Q. Pawn 1 sq.
K. B. Pawn 2 sq.

- K. B. Pawn 1 sq.

Q. B. Pawn 1 sq.

Queen to K. B. 3d sq.

Q. Bishop to K. 3d sq.

Q. Knight to Q. 2d sq.

Q. R. Pawn 2 5q.(*)

Q. Kt. Pawn 2 sq.

Pawn ﬁkea P.

Pawn takes P.

Rook to Kt. sq.

K. Kt, to K. 2d sq.

K. Kt. Pawn 2 sq. (°)

K. R. Pawn 2 sq.

K. to Bishop’s 2d.sq. ()
D
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BLACK.
18. Q. Kt. Pawn 2 sq.

19. Pawn retakes.

20. Queen to K. 2d sq.

21. Q. Bishop toits 3d sq.t
22. Q. Bishop to Q. 2d sq.
23. K. Bishop to Q. 3d sq.
24. Bishop takes Kt.

25. Q. Rook to Kt. sq,
26. K. Rook to K. sq.

27. Q. Ki. Pawn 1 sq.

28. B. Pawn takes P.

29. R. Pawn takes P.

30. Knight takes Kt,

81. Queen to K. 4th sq.

32, Q.toadv.Q.Kt.2dsq.chg.

33. K. Rook to B.sq. (%)
34. King to B. 2d sq.

WHITE.
Pawn takes P,

Q. Pawn 1 sq.

K. Knightto Q. B, sq.*
Q. Pawn 1 sq.

K. Knight to Q. 3d sq.
K. Knight to B. 4th sq.
Quéun retakes.(*)

Q. Kt.to K. B, 3dsq. (")
K. Bishop to Q. 3d sq.
K. Kt Pawn 13sq.
Pawn retakes.

Knight takes P.

Queen takes Kit.

Q. Rook to K. Kt, sq.
King to B. 3d sq.
Queen toadv. R. 3d sq.
Queen to adv. Q. 3d sq.

——

* A very bad move, cutting off the communication between his
castles and taking his knight out of the game.

+ It would have been better to attempt getting his passed pawns.on.

1 A bad move : White ought to have checked with the queen, viz.—

BLACK.

35. --------------- AR R R

87. King to its 2d sq.

WHITE.

Q. toadv. K. Kt. 3d sq. ciecking.
Q. Bishop to adv. Q. B. 4thisq.

giving mate.

The latter part of this game is, however, separately considered, well

worthy of notiee.
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BLACK, 'WHITE,
35. Q. Rook to Q. sq. K. Rook to adv. R. 2d sq.
36. K. Rook to Kt. sq. K. Pawn 1 sq.f(*)

37. Q. B.takes adv.K. B.P. K.Pawn 1 sq. checking,
Q. Bishop to adv. K, Kt.

88. King to B. 3d sq. { 4th sq. checking

89. King to Kt. 3d sq. K. B. takes B. checking.

40. King takes B. Queen to K. B. ath sq.chg.

41. King to Kt. 3d sq. Queen to K. 4th sq. giving
' mate, (')

(*) You push this pawn, and afterwards your queen’s knight’s,
in order to make an opening on the adverse king, in ease he
castles on his queen’s side,

(*) If he bhad played queen to bishop’s third square, you
should play queen to her square.

(*) You lose no time in pushing this pawn, as has been
before observed, to make an opening on his king, and, with
this view, you do not castle, but rather bring your king behind
the pawns, in order to sustain them and set yourself free from
his attack while you are following your own.

(?) This move will free your rooks, after you extricate
your bisl:op.-

(*®) As this knight would be troublesome at the square where
you intended to place it, he is forced to exchange piece for
piece to get rid-of it.

(f) This placed here allows you to push your king's knight's
pawn one step, and to make an opening on his king.

- D 2
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(*) He brings his rook to this 'q“r‘" to prevent you from
pushing your king’s bishop’s pawn.

(*) This is the decisive move ; you can sacrifice the king’s
bishop’s pawn, and even your bishop, although in taking the
pawn he attacks your bishop and queen,

(') You might force the queen, but it is better to give mate:
[an observation the truth of which few will venture to call in
question,— Fd.]

THE BAME GAME IN ANOTHER MANNER.

The Black, at the fifth move, instead of playing the

King’s Rook’s Pawn one square, sacrifices a second piece
for three pawns.

BLACK, WHITE,

1. K. Pawn 2 sq. The same,

2, K.Kuight to B, 3d sq. Q. Pawn 1 sq,

3. K.B.t0 Q. B, 4thsq. K.B. Pawn 2 sq.

4. Q. Pawn 1 sq. K. B. Pawn 1 sq.

6. K. Knight takes K. P. Q. Pawn takes Kt.

6. Q.toad. K.R.4thsq.chg. King to Q. 2d sq.

7. Queen takes K. P, Queen to K. B. 3d sq.
8. Q. Bishop takes P, Queen takes Q.

9, Bishop takes Q. Q. Knight to B. 3d sq,
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10.
11,
12.
13.
14.
15.
16.
17.
18.
19.
20.
21.

R

20.
27.

20.

GAME OF CHESS,

BLACK

K. B. to Q. Kt. 4th sq.
K. R. Pawn 2 sq.

Q. Pawn 1 sq.

Bishop takes Kt, chg.
K. castles with Q. R.*
K. B. Pawn 2 sq.

K. Rook to K. sq.
K. Pawn 1 sq.

Q. R. Pawn 1 sq.

K. Pawn 1 sq.

K. Rook to K. 2d sq.

K. Kt. Pawn 1 sq.
. Q. Rook 1o K. sq.

K. Pawn 1 sq.

Q. Bishop to Q. 4th sq.
Bishop to its 3d sq.

. Q. Rook to Q. sq. chg.

Q. Bishop to K. Kt. 3d sq.

Q. Pawn 1 sq. checking.

Q.B.to K. B. 2d sq. chg.

Pawn takes P, checking.

37

WHITE.

K. Kt. Pawn 2sq.(*)

K. R. Pawn 238q. (")

K. Knight's Pawn 1 sq.

Q.R. Pawn 1 sq.

King takes Kt.

Q. Kt. Pawn 2 sq.

K. Knight to B. 3d sq.

King to Q. Kt. 3d sq.

K. Bishop to Q. B, 4thsq.

K. Knight to K. sq.(®)

Q. Bishop to K. B. 4th sq,

K. Knight to its 2d sq.

K. Bishop to Q. 3d sq.

King to Q. Kt. 2d sq.

K. Rook to K. sq.

Q. B. Pawn 1 s3q.

King takes Pawn.

King to Q. 2d sq.

K. Knight to K. 3d sq.

K. Bishop takes K. P.

King to Q. B. 3d sq. (¢)
and will win.

* It would have been better to play queen’s bishop’s pawn two

squares.
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(*) Tt is necessary to push this pawn to prevent him playing
his king’s bishop’s pawn two squares, which would place his
pawns in the centre, preventing you from bringing your pieces
into play, and would cause the loss of the game.

[To the last part of this observation the Editor cannot agree ;
the White would have a winning game, even allowing the pawn
to be pushed.—Ed.]

(®) If you had not moved this pawn he would have attacked

your rook with his bishop, gaining a piece.
- (*¢) If you bad retired your knight to queen’s second square
you would mask your queen’s bishop; he would take advantage
of it by playing king’s bishop’s pawn two squares, and, having
three passed pawns, he would have a winning game,

[This remark is founded on the preceding note, the truth of
which the Editor cannot admit. ]

(%) If you had covered the check with your hlshup, he would
have played queen’s bishop to adversary’s king’s fourth square,
gaining a piece. You would have lost the game, in 'lpite of
the piece given, and the sacrifice of the other for three pawns,
if you had not, at the early part of the game, played the very
best moves, such as king’s knight’s pawn two squares at the
tenth, and king's knight to king’s square at the nineteenth.
This example is merely given with a view of enabling you to
defend yourself against the pdvance of a number of pawns:
you may avoid this attack by playing, at the fourth move,
king's knight to bishop’s third square, instead of king’s bishop’s
pawn one square, which will prevent the queen ﬁving check at
the sixth move.

-y
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THIRD GAME.

Queen’s Knight given.

He that gives the Knight plays the Gambit.

BLACK.
1. K. Pawn 2 sq.
2. K. B. Pawn 2 sq.
3. K. Pawn takes P. (*)
4. K. Knight to B. 3d sq.
5. Knight to adv. K. 4th sq.
6. K. Bishop to K. 2d sq.
7. Knight takes Kt.
8. Castles.
9. King to R. sq.

10, Q. Kt, Pawn 1 sq.

11. Q.Bishop to Q.Kt.2d sq.

12. Q. Bishop to its sq.

13. Q. R, Pawn 2 sq,

14. Q. B. Pawn 1 sq.

15. Q. Kt. Pawn 1 sq.

WHITE,
The same.

Q. Pawn 2 sq. (*)
Queen takes P,

K. Pawn 1sq.*

Q. Bishop to K. 3d sq.
Q. Knight to B. 3d sq.
Queen takes Kt.
Castles.

K. B, Pawn 2 sq.

K. Bishop to Q. B. 4th sq.
Queen to her 2d sq. (*)
K. Knight to B, 3d sq.
K. R. Pawn 1 sq.

K. Kt. Pawn 2 sq.

K. Bishop to Q. 3d sq.

* Queen’s bishop to adversary’s king’s knight's fourth square would
have been better, as it forces the exchange of a piece.
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BLACK. . WHITE.
16. K. Kt Pawn 1 sq. . Pawn takes P.
17. Pawn retakes, Q. Rook to K. Kt. 5q.
18. Q. Pawn 2 sq. Q. Rook to K. Kt. 3d sq. (%)
19. Q. Bishop to K. 3d sq. K. Rook to Kt. sq.
20. K. Rook to Kt. sq. K. Knight to Q. 4th sq.
21. Queen to her 2d sq. Queen to K. Kt. 2d sq.
22, K. Rook takes R. Queen takes R.

23. Q. Rook to K. Kt. sq. - Queen to K. B. 2d sq.
24. Q. Rook to K. B. sq. K. Rook to Kt. 2d sq.

25. K. Bishop to Q. sq. Queen to K. Kt. sq.

26. Q. R. P.13sq. Queen to bersq.

27. Q. Kt. Pawn 1 sq. Queento adv. K. R. 4th sq.
28. Q. R. Pawn 1 sq. Q. Kit. Pawn 1sq. (F) -

29. K. B. to Q. Kt. 3d sq.  Queen to adv. R. 3d sq.
30, Queen to K. B: 2d sq.  Khnight takes B.

31. Bishop takes B. chg. King to Q. Kt. sq.

32. Q. Rook to K. Kt.sq.  Rook takes R. checking.

33. King takes R. K. B. takes adv. K. B. P,
34. K.Bishop takesad. B.P. B. takes R. P. chg. and
will win,

(*) You can, without danger, take the offered pawn ; it is
however safer, when contending with a superior player, not to
take the pawn, but rather to push the queen’s pawn two squares,
which will save you from the difficulty of playing an unknown
game, and will reduce the game to the common sort of situa-

tions,

Digitized by Google



GAME OF CHESS. 41

[The above observations are undoubtedly true, in fact; but
the Editor must observe, that it is much more interesting and
certainly more improving to take the pawn and support it,—
Ed]

(*) If, instead of playing queen’s pawn two squares, he had
taken the king’s pawn, or played king’s bishop's pawn one square,
you should check with the queen at the rook’s fourth square,
and would win,

(¢) By bringing your queen to this square, you at the same
time defend your king’s knight’s pawn and attack his queen’s
pawn.

(¢) He brought his bishop to the queen’s knight’s second
square to push his queen’s pawn two squares, with the view of
establishing his pawns in the centre ; not having succeeded in
this attempt, he is forced to return the bishop to its own square
to prevent losing a pawn., In giving odds, we frequently
hazard moves with the hope that the adversary may not see the
consequences,

(*) You might ‘play queen to knight's second square and
force him to change queen for queen and rook for rook, which
would gain you the game; and we only play differently here,
that you may be instructed how to form and follow up an
attack.

(") He pushes this pawn with a view of making an opening
on your king; it would be bad play to take, as has been before

" observed in a similar situation,
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FourTH GAME.

Queen’s Knight given,

He who receives the piece may begin by playing the

‘Queen's Bishop’s Pawn two squares. ( *)

BLACK.

-1. K, Pawn 2 sq.

7.
8.
9.
10.
11.

12.
13.

14.
15.
16.
17.
18.

1
2. K. B. Pawn 2 sq.
3.
4
5
G

K. Knight to B. 3d sq.

. K. Pawn 1 5q.(")

. K.B.toad.Q.Kt.4thsq.(")
. K.B.t0o Q. R. 4th sq. (")
Q. B. Pawn 1 sq.

K. Bishop to Q. B.2d sq.
Queen to K. 2d sq.

Q. Pawn 1 sq.

Bishop takes P.

Q. Kt. Pawn 1 sq.

Q. Bishop to Q. 2d sq.
Castles with Q. Rook.
Q. B. Pawn 1 sq.

K. Bishop to Q.B. 2d sq.
King to Q. Kt. sq.

Q. Bishop to K, sq. (*)

'WHITE.
Q. B. Pawn 2 sq.

Q. Knight to B ad sq

Q. Pawn 2 sq.

Q.B.to ad. K. Kt. 4th sq.(%)
Queen to Kt. 3d sq. (°) -
Q. B. Pawn 1 sq.

K. Pawn 1 sq.

K. Bishop to Q. B. 4th sq.
K. Knight to K. 2d sq.
Pawn takes P

Q. R. Pawn 2 sq.

K. R. Pawn 1 sq. (?)
Castles with his Rook.

Q. Pawn 1 sq. (*)

Q. R. Pawn 1 sq.

K.B.to ad,Q.R.3dsq. chg.
K. Rook to Q. sq. (')

Q. Kt to adv, Kt. 4th sq.
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19. K, Bishop to K., 4th sq.* Q. Pawn 1 sq.

20, Queen to her 2d sq. (') Q. R. Pawn takes Kt. P,
21. Pawn takes P. Q. Kright to adv. Q. B.
' 2d sq. and will win.

(*) This method of opening a game has for its vbject the:
bringing out the queen’s knight without stopping the bishop’s
pawn.

(*) When you have two pawns in front, and one of them is
attacked by a pawn, which is pushed upon them, it is more
expedient to pass than take the offered pawn, in order to main-
tain the pawns united in the centre as long as possible. What
are called centre pawns, are those of the king and queen, or
of the king and his bishop, or of the queen and her bishop.
Pawns thus united are of the greatest importance to confine
your adversary’s game and prevent the operation of his pieces
against your king; and also to sustain those pieces you may
place in his game: these two pawns united are equal to a
piece when you can preserve them to the latter part of a game,
and the adversary will be obliged to sacrifice a piece in order
to hinder them from going to queen, from which you may judge
of their utility for the winning or defending a game.

[On the above note, the Editor has to observe, that in by far

* It would have been better to change the queen’s bishop for the
knight.
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the greater number of situations, two passed united pawns
(such as those referred to above) are not equal to a piece ;
neither is it true that the piece must be sacrificed for the pawns,
for if the player possessing the piece manage it properly, a
knight most frequently, and a bishop almost always, can prevent
the advance of the pawns to queen, without there being any
necessity for the sacrifice alluded to.— Ed.]

(©) If you bad not brought out this bishop before you push-
ed your king’s pawn, it would have remained inactive, and
would have also prevented you from bringing your other pieces

.into play.

(?) He does not play king’s rook’s pawn one square accord-
ing to the foregoing instructions, because it is not his interest
to provoke you to exchange piece for piece.

(®) Although it is right to exchange piece for ‘piece when
one receives the advantage of a piece, you should, nevertheless,
be cautious of doing so when your piece (as the bishop in the
present instance) confines your adversary’s game and prevents
him for the time using his knight or queen, which latter would
come into play were you to take the knight; it will be time
enough to take when he pushes the rook’s pawn on the bishop, |

General Rule.—Do not exchange pieces where you have-a
picce in your power, but rather employ your time in bringing
out your pieces and following up your attack. The ‘science of
Chess is that of gaining time ; he who possesses the most has
the advantage. '

[By gaining time, is apparently meant bringing pieces into
action first,—Fd.]
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(") If, instead of bishop to rook’s fourth square, he had
played it to queen’s third. square, you should play knight to
adversary’s queen’s fourth square, having a fine game.

(®) If instead of playing king’s rook’s pawn one square you
had castled, he could have taken your king’s rook’s pawn
giving check; and, afterwards, (on your taking the bishop,)
knight to your knight’s fourth square, checking, gaining a pawn
with the atinntage of your king being exposed.

() This pawn is pushed to make an opening on the adver-
sary’s king ; if he should not take, it will be a passed pawn, which
will lose him the game. A pawn is called passed when there
are no more pawns before it which can stop its advance.

(!) You sustain the passed pawn, following the above in-
structions.

(*) He retires bis bishop to bring his rook against your
passed pa:vm.

(') You see the utility of a passed pawn; if, instead of
retiring his queen to her second square, he had taken your
queen’s pawn with his bishop, he would have lost at least a
rook, if wot his queen, by your queen’s bishop playing te
king’s bishop's fourth square.
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Firre GAME.

He prefers giving you the King’s Knight.

BLACK.
. K. Pawn 2 sq.

Castles.

Q. B. Pawn 1 sq.
Q. Pawn 2 sq.
Pawn retakes,

Q. Knight to B. 3d sq.

- T T

Q. B.to K. 3d sq. (*)
Bishop to Q. Kt. 3d sq.
. Knight takes Pawn,

-
g

e
(-

ey
-

. Knight to R. 3d sq.
. Bishop takes Kt.
. Knight to K. B, 4th sq.

P =
S e e e

. Queen to her own sq.
. Queen to Kt. 3d sq.
19. Queen takes P.chg.(¢)
20, Knight retakes.
21. Knight takes K. B.

o
o=

. K.Bishopto Q. B.4thsq.

Q.B.toadv.K. Kt.4th sq.

. Kt.toadv. K. Kt. 4th sq.

. Queen to adv. R, 4th sq.

WHITE.
The same.

The same.

K. Knight to K. 2d sq. (*)
Castles, '
Pawn takes P.

Bishop to Kt. 3d sq.
Q.B.Pawn1sq. -

King to R. sq.

Q. Pawn 2 sq.

Pawn takes P.

K.B. Pawn 2 5q.
Queento K.sq.(°)

K. Knight to Q. 4th sq.
Pawn retakes. |
Queen to adv. K. 4th sq.
King to Kt. sq. (%)

Q. Knight to B. 3d sq.

Q. Knight takes P.

Queen takes Q.

Q. Kt. to adv. Q. B. 2d sq.
Pawn takes Kt.
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BLACE. WHITE.
- 22. Q. Rook to B. sq. Knight takes B,
23. Pawn retakes, Q. Rook takes R. P,

24. Q.Rook to its B. 2d sq. Q. Bishop to K. 3d sq.
25. Q. Rook to Q. 2d sq.  DoubledP.onQ.Kt.file1sq.
26. K. Rook to Q. B. sq. Q. B. toadv. Q. B. 4th sq.
27. K. Roek to Q. B, 2dsq. K.R. Pawn 1 sq.

28, Q.Rooktoadv. Q.2dsq. K. Rook to K. B. 2d sq.
29. Q. R.toadv.Q. sq. chg. King to R. 2d sq.

30. K. Rook to Q. 2d sq. K. Kt. Pawn 2 s8q.*

31. K. R. Pawn 1 sq. K. R. Pawn 1 sq.
32. Q. R.toadv. Q. Kt.sq. K. R. Pawn1sq.
33. K. R. toadv.Q. sq. 'K. Rook to Kt. 2d sq. (*)
34. Q.Ki. Pawn 2 sq. Q.R.to adv, Q. Kt. 2d sq.

35. K.R.toadv, K. B.sq. Q. Bishop toad. Q.3dsq.
36. Q. Rook to adv. Q.sq. Q.Bishoptoad.K. 4thsq.}
37. K.R.toadv.K.R.sq.chg. King to Kt, 3d sq.

* This pawn should not have been moved,

+ King should have gone to knight's third square: the latter part of
this game is exceedingly badly played.
1 This move would allow the Black to draw the game, were he, at
the fortieth move, instead of playing the king's rook to adversary’s
king's bishop's square, to move the same rook to adversary's king's
rook’s third square, by doing which the adverse rook would be lost,
but the White, of course, would draw on account of his superivrity

4n pawns.
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BLACK. WHITE.

38. Q. R.toadv.Q 3dsq.chg. King to B, 2d sy,

39. Q.R.toadv.Q.2d sq.chg. King to B. 3d sq.

40. K R.toadv.K.B.sq.chg. King to Ki. 3d sq.

41. Q.R.10Q.3d sq chg.  King to R. 2d sq.

42, K.R.toadv. K.B,3dsq. K. R.1e Q. B,2dsq.(*)

43. K.R.toadv.R.3dsq.chg. King to Kt sq.

44, K. R. to K. 3d sq.chg. King to B. sq.

45, Q. Rook to adv‘. K. B.} King to its 2d sq.
3d sq. checking.

46. Q R.toadv.K.3dsq. chg. King to Q. sq.

47. Q.R.ioadv.Q.3dsq.chg., K. Rook to Q. 2d sq. (*)

48. Rook takes R.checking. King retakes, and will win.

(*) When you have brought out your king's Bilhnp it will
be generally better to play the king’s knight to this square, to
allow you to push the king’s bishop’s pawn two squares. [I am,
however, inclined to think that knight to bishop's third square
is the better move,—Ed.]

(®) When one gives odds, time is frequently lost in trying
moves which a weak player is not supposed to be capable of
seeing : if you had not retired your king, to push your king's
bishop’s pawn on the adversary’s queen’s bishop, this bishop
remaining in the direction of the queen would have confined
your game.

(¢) See note (*) on the First Game of this Section.

(*) You replace your king at this square to prevent the
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check which you would receive from his knight, by which you
would lose the game.

(*) He is compelled to lose his queen’s pawn, or to exchange
queen for queen, in order to take your queen’s pawn : this is
the forced result of those moves which he has played in ex-
pectation of your mistakes; as soon as you are strong mngﬁ
to-avoid them, he is no longer able to give you a piece,

(*) You retire your rook to this square to defend your king’s
bishop’s pawn, which in the end would be en prise, by the
checks which youn are about to receive from his rooks.

(%) This move is essential to put him under the mate,

at the same time, preventing the perpetual check which you
would have received from his rooks,

(®) This is the proper time to cover the check with your rook,

as it forces him to_change rook for rook to prevent the mate.

SAME GAME PLAYED DIFFERENTLY.

L]

BLACK. WHITE.

1. K.Pawn 2 sq. The same.

2. K.B.to Q.B.4thsq. The same.

3. Q. B. Pawn 1 sq. K. Knight to B. 3d sq.
4. Q. Pawn 1sq.(*) Q. B. Pawn 1 sq.

5. Castles, Q. Pawn 2 sq.
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BLACK. WHITE.
6. Pawn takes P. Pawn retakes.
7. Bishop to Q. Kt. 3d sq. K. R. Pawn1 sq.
8. K. R. Pawn 1 sq. Castles,
9. Kihg to R. %q. (*) K. Bishop to Q. 3d sq. (=)

10. Q. Bishiop to K. 3dsq.  The same. :

11. Q. Knight to Q. 2d sq. K. Knight to R. 2d'sq. (*)
12, Q.Knightto K.B.3dsq. K.B.Pawn2sq.
13. K.B.10Q.B.2dsq. K. B. Pawn1sq.

14. Q. Bishop to Q. 2dsq. K. Khnight to its ath sq.
15. K. Knight toR. 2d sq.() K. Pawn 1 sq. '
16. Q. Pawn 1sq. K. B.P.1 5q.and will win,

(*) He dares not play queen’s pawn two sqjuares to establish
his pawns in the centre, for, taking his queen’s pawn, and then
giving check with your bishop, he would be obliged to ex-
change piece for piece.

[On this note it is necessary to observe, that the move cen-
sured above (queen’s pawn two squares) is undoubtedly the
very best on the board, as the following examples will show,

vig,—
BLACK. WHITE.
4. Q. Pawn 2 sq. K. Pawn takes P. or (A)
5. K. Pawn 1 sq. Queen to K, 2d sq.
" 6. Q.B. Pawn takes P. B. to adv. Q. Kt. 4th sq. chg.
7. King to B. sq. Kt. toits sq. as the best move.

8. Q. Bishop to K. 3d sq. Q. B.Pawn 1 sq.
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BLACK. WHITE.
9. Q. R. Pawn 1 sq. Bishop to Q. R. 4th sq.

10, Q. Kt. Pawn 2 sq. Black having a fine game, considering
that a piece is given.

(A)
4. sevees svesessserenses Q. Pawn 2 sq.
5. Q. Pawn takes B. : Pawn takes B.
6. Queen takes Q. King takes Q.
7. Q.B.toadv. K. Kt.4thsq. King to its 2d sq.
8. K.B. Pawn 2 sq. Q. Knight to B, 3d sq.

9. Q. Knight to R. 3d sq. having a better arranged game than
his adversary.—Ed.]

(®) Tt is always prudent to retire your king to this square
that he muy not be attacked, at the mément you least expect it,
by a-check from the adversary’s queen or bishop, when you
have pushed, orwish to push, the king’s bishep’s pawn two
«quares. ,

(¢) You play this to maintain your pawns in the centre,

(%) Itis frequently proper to retire the knight when you have
an opportunity of playing the king’s bishop’s pawn two squares_

(*) In receiving a piece, it is right, as often as possible, to
reduce the adversary to the necessity of changing piece for
piece, which will, in the-end, win you the game; or retiring,
which will allow you to advance your game, as in the present
instance. |

[On this note I must observe that the above advice requires
considerable caution to be used in the application of it. It not
unfrequently happens that an anxious desive of clearing the

E 2
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board, by exchanging pieces, will be taken advantage of bya

superior player, who will purposely frame situations, where, in

case an exchange be forced, his adversary must lose the game.

—Ed.]

ANNEXED G!LHEE, WHICH HAVE BEEN ACTUALLY

PLAYED.

The reader will find, in some instances, that the .per.-'
son who receives the odds makes apparently useless

moves. This game will, however, be found extremely

improving, as it shows the absolute necessity, when

receiving any advantage, of quickly bringing the pieces

into play.

White gives the Queen’s Knight.

WHITE.
1. K. Pawn 2sq.
2. K. Kt to B. 3d sq.
3. Q. B. Pawn 1 sq.
4. Q. Pawn 2 sq.
5. Q. B. Pawn retakes.
6. K. Bishop to Q. 3d sq.

BLACK.

The same.

Q. Pawn 1 sq.

Q. Bishop to K. 3d sq,
Pawn takes P.

Q. B. Pawn 1 sq.

Q. Knight to Q. 2d sq.
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WHITE. BLACK.

7. Castles. K. B. Pawn 1 sq.
8.-K.Kt. to adv. R, 4thsq. Bishop to K. B. 2d sq.
9. K. B.Pawn2sq.(*)  K.Kt Pawn 2sq.(*)
10. Pawn takes P. Pawn takes P.
11. Rook takes B.(<) Kiong takes R.( %)
12. Q.toad.K.R.4thsq.chg. King to his 2d sq.
13. K. Knight to adv. K.B. . )
. } King to his 3d sq.
4th sq. checking.
14. K. Bishop to Q. B. 4th )
sq. checking. 5
156. Pawn takes P. checking. Pawn takes P. (*)
16. Bishop takesP.checking. King takes B.
17. Queen to K, B. 3d sq. 3 King to his 3d sq. to pre-
checking. }

Q. Pawn 1 sq.

vent the mate.
18. Q. Pawn 1 sq. King to B. 3d sq.
19. Knight to adv. Q. 3d
#q. discovering check.
20. Q.toadv.K.B.2dsq.chg. King to R. 3d sq.
21. Knight to adv, K. B. 4th sq. giving checkmate.

} King to his Kt. 2d sq. ()

(*) This is an exceedingly well played move ; the attack of
the White is well conducted throughout the game.

(*) A bad move; this mistake on the part of the second
player is well taken advantage of by the White.

() A very good move. '

(%) Had the pawn taken the knight, White, by playing his
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queen to adversary’s king’s rook's fourth square, would have

had a fine game.
() If the king had taken ihe knight, White would have

won the adversary’s queen.

() Black loses the game by this move:

he should have

played otherwise, and he might have drawn it,

1
2
3
1

White gives the King’s Knight.

WHITE.
. K. Pawn 2 sq.
. K. B. 1 Q. B. 4th sq.

. Q. B. Pawn 1 sq.
. Q. Pawn 2 sq.
. K. Pawn 1 sq.

5
6. Q.B. Pawn takes P.
¥l

8

o
10
11
12
13
14

. King to B. sq.

. K. B. to adv. Q. 4th sq.
. K. B. Pawn 2 sq.

. K. B. to Q. B. 4thsq.

. K. B. Pawn 1 sq.

. Queen to K. Kt. 4th sq,
. Q.B.toadv.K.Kt. 4th sq.
» K.R. Pawn 2 sq.

BLACK.
The same.
The same.
K. Knightto B.ad sq. (*)
Pawn takes P.
Knight to adv. K. 4th sq.
B.toadv.Q.KL. 4th sq.chg.
Castles.
K. Knight to its 4th sq.
Q. B. Pawn 1 sq.
Knight to K. 3d sq.
Knight to Q. B, 2d sq.
Q. Pawn 2 sq.
K. Bishop to K, 2d sq.
Bishop takes B.
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WHITE. BLACK.
15. Pawn takes B. Pawn takes K. B,

16. Rook takes adv. R. P.  Rook to K. sq.
17. Q. to adv. K, R. 4thsq. King to B. sq.
18, K. B. Pawn 1 sq. and White must win.

(*) Queen to king's second square would have been
better.

This game is not well played; there are, however,
a few moves which deserve attention, and on fhat ac-
count I have inserted it in this Work,
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CHAP. II

ON THE ADVANTAGE OF THE PAWN AND
- TWO MOVES, ANDTHE PAWN AND MOVE,

Tais Chapter will be divided into two Sections:
in the first will be treated of the advantage of
the Pawn and two moves ; and in the second of
the advantage of the Pawn and move.

SECT. 1.

Black gives the Pawn and Two Moves.

It is d rule that when a Pawn is given it is always the
King’s Bishop’s Pawn.

FirsTt GAME,

WHITE. BLACK.,

1. K.P.25q.Q.P.25q. (") K. Pawn 1 sq.
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WHITE. .
2. K. B. Pawn 2 sq.*

3. Q.B. Pawn 1 sq.
4. Q. B. Pawn retakes.
5. K. R. Pawn 2 sq.
6. K. R. Pawn 1 sq.
7. K: R. Pawn 1 5q.
8. K. Kl‘. Pawn 2 sq.
9. K. Pawn 1 sq.
10. Q. R. Pawn 1 sq.
11. K. Knight to B. 3d sq.
12. Q. Knight to B. 3d sq.

BLACK.
Q. B. Pawn 2 sq.

Q. B. Pawn takes Pawn.
K. Kt. Pawn1 sq. (*)

K. Bishop to K. Kt. 2d sq.
K. Knight to K. 2d sq.
Bishop to its sq.

Q. Pawn 2 sq.

K.Kt.to Q. B.3dsq. (%)
K. Bishop to K. 2d sq.
Q. Kt. Pawn 1 sq.

Q. Knight to R. 3d sq.

13. K.B. toadv. Q. Kt.4thsq. Q. Bishop to Kt. 2d sq.

14. Queen lo R. 4th sq.
15. Queen to B. 2d sq.
16. K. Bishop to Q. 3d sq.

17. Q. Bishop to K. 3d sq. (%)

18. King to B. 2d sq. (®)

Q. Knight to its sq.

Q. R. Pawn 1sq.

Queen to her 2d sq.

Q. R. Pawn 1 sq.

Q. Bishop to Q. R. 3d sq.

19. Q Kt.toad.Q.Kt.4thsq.(") Castles.

20. Q. Rook to K. Kt. sq.
21. K. B. Pawn 1 5q.

22. Kt. Pawn retakes.
23. B. Pawn takes Kt. .

King to R. sq.

K. Pawn takes B. P,
Q. Bishop takes Kt.
Q. Bishop takes B.

* Not so good as queen’s bishop’s pawn two squares, as the Black

may play, without danger, the queen’s pawn two squares.
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WHITE. BLACK

24. P.onKt.file1 sq.chg.  King to Kt. sq,

25. Pawn takes R. making
a Q. and checking.

26. Queen takes B. and will win,

} King takes Q.

(*) Having two moves, it is best to place the bjng_’: and
queen’s pawns in the centre, as they allow free action to the
pieces.

(®) He pushes this pawn to stop the progress of yours on
the side where he is weakest; but you intend to push vour
rook’s pawn on his pawn, in order to profit, without losing
time, by your advantage, .

(¢) The king’s knight’s pawn, which you pushed two squares
at the eighth move, prevents his knight from placing itself at
king's bishop's fourth square, and by confining his game will
enable you to win, -

(*) You can also push the king’s bishop’s pawn as you do
at the twenty-first move, but it is better to bring out yeur
pieces ; in following this methed you make certain of your
attack, in neglecting it, it may frequently become abortive,

(*) Having pushed your king’s bishep’s pawn two squares,
you can no longer expect to castle, and it is belter to move your
king to the hi:lmi:'n seeond square, as he will be proteeted by
the pawns, and can support them as well as the pieces which
you employ in the attack on that side, where your adversary
is weak, on account of the want of the bishop’s pawn which

he gives you.
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(*) You should preserve your king’s bishop, which is your
best piece.

SECOND GAME.

You play at the third meve Queen’s Pawn Lo adversary’s
Queen’s fourth square instead of Queen’s Bishop's Pawn

one square.
WHITE. BLACK.
1. K.and Q Pawns 2sq. K. Pawn 1 sq.
2. K.B. Pawn 2 sq.* Q. B. Pawn 2 sq.

* Nota good move, as the Black may play queen’s pawn two
squares without danger, which would give the second player the same
game as if he had been giving the pawn and move only, viz.—

- Black gives the pawn and move,

WHITE. BLACK.
1. K. Pawn 2 sq. K. Pawn 1 sq.
2. @. Pawn 2 sq. ' €. B. Pawn 1 sq.
3. K. B. Pawn 2 sq. €. Pawn 2 sq.

4. K.Pawn 1 3q. thus reducing it to the same position : the similarity
of the games proceeds from the Black not being obliged to lose a move
in playing his queen’s bishop’s pawn one square, in order to support
his queen’s pawn when pushed two squares, which he is forced to do
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WHITE. ' ELACK.
3. Q.Pawn1sq. Q. Pawn 1 sq.
4. Q. B. pawn 2 sq. K. Pawn 1 sq.

5. K. Knightto B.3dsq. Q. to B. 2d sq.
6. K. Bishop to Q. 3d sq. K. Knight to B. 3d sq.
7. Q. Knightto B. 3d sq. Q. R. Pawn 1 sq.

8. K. B, Pawn 1 sq. Q. Kt. Pawn 1 sq.

9. K. R. Pawn 1 sq. The same.
10. Q. Bishop to K. 3d sq. Q. Knight to Q. 2d sq.
11, Queen to K. 2d sq. Q. rli’oislmrp to Q. Kt.2d sq.
12. K. Kt. Pawn 2 sq. K. Bishop to K. 2d sq.
13. King to B. 2d sq.* Castles with Q. Rook.

14. Q. Rook to K. Kt. sq. Q. Rook to K. B. sq,

when giving the pawn and move, to preventlosing a pawn by the check
of the queen at rook’s fourth square ; but as this is more immediately
connected with the analysis of the pawn and move, I shall defer auy
further observations until I come to that advantage. :

* You play your king to this square, as he will be sheltered by the
pieces and pawns, which are before him; castling on either side
would not be good. You will want your king's rook’s pawn to make
an opening on the adversary’s king, in case of his castling with bis
rook ; and, had you gone to your queen’s side, the adversary, by push-
ing his queen’s knight's pawn one square, would have succeeded in
making an opening on your king. 'When receiving the advantage of the
pawn and two moves it cannot be too much impressed upon the player's
mind, that it is the situation which this advantage gives that decides the
game, and not the mere numerical stremgth of the pawns.
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WHITE.

15. K. R. Pawn 1 sq.
16. K. Kt. Pawn 1 sq.
17. Queen to her 2d sq.

- 18. Q. Knight to K. 2d sq.
19, Q Kt. to K. Kt. 3d sq.

20. K. Bishop to K. 2d sq.
- 21. K. Knight to K. sq.
22, K. B. Pawn 1 sq.

23. Pawn takes Kt.

24. King to Kt. 2d sq.

25. Q. Rook to K. B. sq.

26. Q. B.toad. K. Ki. 4th sq.

27. Q. Bishop takes Kt.
28. Knight to B. 3d sq.

29. Knighttoadyv. Kt.4th sq.
30. Rook takes R. checking.

31. Queen takes B.

BLACK.
King to Q. Kt. sq.
K. Knight to K. sq.
K. R. Pawn 1 sq.
K. Rook to Kt. sq.
K. Rook to its sq. (*)
King to Q. R. 2d sq.
K. Kt. Pawn 1 sq.
K. Knight takes P.*
Knight takes P.
Q. Bishop to its sq.
Queen to her sq.
Q. Rook to K. B. 2d sq.
Bishop retakes.
K. Rook toits 2d sq.}
Bishop takes Kt.
Rook retakes.
Rook to K. B. 8d sq.]

32. Rook to B, sq. and will win,

* The knight should not have been sacrificed; for although the
White has a very fine game, yet it would require caution in advancing

his pawn on the queen’s side.

4+ It would have been here better play to have moved this rook to

bishop’s square.

{ He might have played a better move, but the game could have

only been prolonged a few moves.
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(*) When the advantage of the pawn and two moves is
given to a player who knows how to profit by it, we are
frequently obliged to play nothing but forced moves in défence,
and sometimes moves which have no object whatever, and in
the mean time the adversary arranges his game and forms an
attack, wlich must either -gain au ultimate sdvantage, or win

the game,

THIRD GAME.

The Black, instead of pushing at the second move
- the ‘Queen’s Bishop’s Pawn, plays the Queen’s Pawn

two squares.
WHITE. BLACK.
1. K. and Q. Pawns 2 5q. K. Pawn1 sq.
2. K. B. Pawn 2 sq. Q. Pawn 2 sq.*
3. K. Pawn 1 sq. Q. B. Pawn 2 sq.
4. Q. B. Pawn 1 sq. Q. Kauight to B. 3d sq.

* This reduces the game, as has been before stated, merely to ithe
advantage ‘of the pawn and move; the White having jplayed ill by
moving king’s bishop’s pawn two squares.
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WHITE.

BLACK.

5. K. Knight to B. 8dsq. K. Knight to R. 3d sq.

6. K. Bishop to Q. 3d sq.

7. Q. R.Pawn 1 s¢.*

8. K. B.10Q. B.2d sq.(®
9. Q. Knight to Q. 2d sq.

10. Q. Rook to Kt. sq.
11. Q. Kt. Pawn 1 sq.

12. Q. Knight takes P.
13. ‘Queen to her 3d sq.
14. K. Rook 1 sq.

15. K. Kt Pawn 2 sq.

16. K. B. Pawn 1 5q.

Queen to Kt. 3d sq.
Q. Bishop to Q. 2d sq.
Q. B. Pawn 1 sq.

K. Bishop to K. 2d sq.
King castles with his R.
Pawn takes P.(®)
Queen to B. 24 sq.

K. Kt. Pawn 1 sq.

Q. Rook to K. sq.
Queen to her B, sq.
K. Kuight to B. 2d sq.

17. B. Pawn takes Kt. P. and White will win.

(«) You retire yotir bishop to this square in order to‘support

your queen’s pawn,
() If he take your king's bishop’s pawn ‘with his rook, by

taking his'guéen’s bishop’s pawn with your kwight, 'and attack-

ing his queenyoun will gain the exchange.

» If, before covering his king by playing bishop to queen's second
square, he had taken your queen’s pawn, you should have taken his
with your bishop’s pawn and not with the knight first; and, in case of
his attempting to gain the pawn, you would either win his knight or

queen.
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¢ - FourTH GAME.

!l’he Black at his second move plays his King’s Em;ht :
tn his Rook’s third square.

WHITE. BLACK.

1. K.and Q. Pawns 2 sq. K.Pawn 1 sq.
2. K. B. Pawn 2 sq.* K. Knight te R. 3d sq.
3. Q. B. Pawn 2 sq. - K. Knight to B. 2d.sq. -

K. Bishop to adv. Q. Kt
4th éq. checking. .

5. Q. Knightto B. 3d sq.+ Bishop takes Kt. checking.

6. Q.B. Pawn takes Kt. (*) Castles.

7. Q.toad. K. R, 4thsq.(*) K. Kt. Pawn 1 sq.

8. Queen to K. Kt, 4thsq. King to R. sq.

4. K. Bishop to Q. 3 sq.{

9. K. R. Pawn 2 sq. Q.Pawn 1sq.f
10. K R. Pawn 1 sq. K.Pawn1isq. .-
11. Queen to K. Kt. 3d sq.  King to Kt. 2d sq.
12. K. B. Pawn 1 sq. Queen to K. B. 3d sq.

* This move, as has been before observed, is not the best; queen's
bishop’s pawn two squares, or king's bishop to queen’s third square
would have been better.

+ King to bishop’s second square would have been better.

1 Queen's pawn two squares would have been better ; but the Black
has a game which must be irretrievably lost after a few moves,
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WHITE. BLACK.

" 13. K. Knight to B.3dsq. K. Rook to Kt. sq.
14. R. Pawn takes P. Pawn takes P.
15. Q. Pawn takes P. Q. Pawn retakes.
16. K. Kt. to adv. Kt.4thsq. Rook toits sq.

17, Cu_l.lés. Knight takes Kt.

18. Q. B.ialmp takes Kt. Queen to her 3d sq.

19. Q. B. Pawn 1sq. () Queen takes P. checking.
20. Q. Bishop to K. 8d sq.  Queen to her 3d sq.

21 Q. Rook to Q. sq. Queen to K. B, 3d sq.
22. K. B. Pawn takes P. Queen takes P,

23. Queen to adv. K. 4th checking and will win. -

(*) It is necessary to be remarked, that a.double pawn is
not always a disadvantage. On the contrary, it is almost
always beneficial to bring the pawn from the sides towards the
centre.

(*) You bring your queen to this square to force him to
push his king’s knight's pawn one square, on which you will
advance your king’s rook’s pawn. o

(¢) You sacrifice this pawa to bring your king’s bishop into
play, which, added to your other pieces will enable you to
win easily.

Note.~This is an extremely well played move,
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Fiprn GAME.

The player who receives the odds of the Pawn and

Two Moves, pushes, at the second move, his Queen’s

Bishop’s Pawn two squares® instead of his Kin'g'ﬁ Bishop's

Pawn two squares.

-

e
oW = 9

14

® PN e P e oE R

WHITE

. K. and Q. Pawns 2 sq.

. Q. B. Pawn 2 sq.
Q. Pawn 1 sq.
K. B. Pawn 2 sq.

Q. Knight to B. 3d sq.
K. B. Pawn 1 sq.

K. R. Pawn 23sq. (¢)
. K. Kt. Pawn 2 sq.

. King to his 2d sq. (4)

. Q. Bishop to K. 3d sq.

. Queen to her 2d sq.
. K. Kt. Pawn 1 sq.

K. Knight to B. 3d sq.
K. Bishop to Q. 3d sq.

BLACK.

K. Pawn 1 sq.

Q. B. Pawn 2 sq. (*)
Q. Pawn 1 sq. _
K. Knight to R.3d sq.(*)
K. Knight to B. 2d sq.
K. Bishop to K. 2d sq.
K. Pawn 1 sq.

Castles.

K. R. Pawn 1 sq.

Q. Knight to R. 3d sq.
Q. Knight to B. 2d sq.
Q. Bishop to Q. 2d sq.
Q. R. Pawn 1 sq.
Pawn takes P.

* This is a much better move than the king’s bishop’s pawn, for the

reasens before-mentioned.
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WHITE. BLACK.

15. Q. Rook to K. Kt. sq. Q. Kt. Pawn 2 sq.
16. Q. Knight to Q. sq. and although the Black has to
play he will lose easily.

(*) He pushes this pawn to disunite yours, and to enable
him to bring his pieces into play,

(v) If, instead of king’s knight to rook’s third square, he
had played king's pawn one square, the situation would have
been similar to that in the Second Game in this Section.

(¢) By this move you prepare your attack upon the adver-
sary’s king, preventing, at the same time, that which he would
form upon your’s, and, also, guarding against the approach
of his pieces by the pawn which you have pushed two squares.

(%) You may, not having castled, as well bring your king
to this square as to the bishop’s second square, and it is,
perhaps, better, as he will be out of the direction of the
adversary’s rook,

F2
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SIxTH GAME.

The Black plays, at his first move, the Queen’s Knight
to Bishop’s third square.

WHITE. BLACK.

1. K.and Q.Pawns 2sq. Q. Knight to B. 3d sq.
2. K. B. Pawn 2 sq. Q. Pawn 28q.(,)

3. K. Pawn 1 sq. Q. B.to K. B. 4th sq.
4. Q.B.Pawn 1 sq. K. Pawn 1 sq.

5. K. Bishop to Q.3d sq. K. Knight to R. 3d sq.
6. K. Knight to B. 3d sq. K. Bishop to K. 2d sq.

7. Castles. Castles.
8. K. R. Pawn 1sq. Bishop takes B.
9. Queen takes B. Q. to her 2d sq.

10. Q. Bishop to K. 3dsq. K. Kt to K, B. 4th sq.
11. Q. Bishopto K. B. 2d sq. Q. Rook to K.sq.*

12. K. Kt Pawn 2 sq. K. Knight to R. 3d sq.
13. Q. Bishop to K. 3d sq. Q.R. Pawn 1 sq.%

* King's knight's pawn one square would have been much better.

+ The moving this pawn seems to have been done with no object
whatever ; indeed, the game, on the part of the Black, is not well
played ; a number of more than useless rﬁmrﬂ are ventured at the
time when he should be bringing his pieces over to his king’s side, and

arranging them in order to sustain the attack which is forming against
him,
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WHITE. BLACK,

14. Q. Knight to Q. 2d sq. Q. Knight to Q. sq.

15. King to Kt, 2d sq. Q. B. Pawn 1sq.

16. King to Kt. 3d sq. Q. Kt. Pawn 2 sq.

17. K. R. Pawn 1 sq. Q. Knight to K. B, 2d sq.
18. K. Rook to its sq. Q.B. Pawn 1 sq.

19. K. Kt.toadv. Kt. 4thsq. Bishop takes Kt.
20. R. Pawn takes B, gaining a piece, or giving mate,

(*) If the Black, at the second move, instead of playing
queen’s pawn two squares, had played king’s pawn two

squares—
WHITE. . BLACK.,
3, Q. Pawn takes P, Knight takes P,
4, K. B. Pawn takes Kt. Queen to adv. R. 4th sq. chg.
5. King to Q. 2d sq. Queen takes K. P.

6. Queen to K. 2d sq. and will win,
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ANNEXED GAME ON THE ADVANTAGE OF THE
PAawnN AND Two MovEs.

R R R T O

R e S S S
SR B~ N TR R CR

Black gives the Pawn and Two Moves.

WHITE,
. K. and Q. Pawns 2 sq.

. K. B. Pawn 2 sq.

. K. Pawn 1 sq.

. Q. B. Pawn 1 sq.

. K. B. to Q. 3d sq.

. K. Kt. oK. 2dsq. (*)
. K. Kt. Pawn 1 sq.
King to Q. sq. (%)
King takes B.

. King to Q. 2d sq.

. King to B. sq.

. Rook to Kt. sq.

Q. Knight to Q. 2d sq.
. King to B. 2d sq.(*)
. King to his sq.

Q. Knight to K. B. sq.
King to Q. 2d sq.

. King to Q.B. 2d sq. ()
. Queen to K. 2d sq.

. King to Kt. 3d sq.

BLACK.
Q. Knight to B, 8d.sq.
Q. Pawn 2 sq.
Q. Bishop to K. B. 4thsq.
K. Pawn 1 sq.
K. Knightto R. 8d sq.'(")
Q. toadv. R. 4th'sq. chg.
Queen to adv. R. 3d sq.
Bishop takes B.
Q. to K. B. 4th sq. chg.
K. Kt. to adv. Kt. 4th sq.
Queen to adv. K. 4th sq.
Knight takes R. P.
Queen to adv. Q. 3d sq.
K.Kt.toad.Kt.4thsq. chg.
Q. to adv. K. 3d sq. (*)
Queen to ad. B. 2d sq. chg.
Queen to ad. K. B. 3d 84,
Khnight to adv. K. B. 2d sq.
Q. to adv. K. 4th sq. chg.
Q. Kt. to R. 4th sq. chg.
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WHITE. BLACK.
21. King to Q. R. athsq.  Q.Kt. toadv. Q.B. 4th sq.
22. Queen to her sq. Q.toad.Q.B.2d sq.giv.chk

23. Q. Kt. Pawn 1sq. () K. Kt.toadv. Q. 3dsq.(*)
24. Knight to K. 3d sq. to
save the Q.

25. Queen to her 2d sq. Kt.toadv.Q.Kt.2d sq. chg.

26. K.toadv. Q. Kt. 4thsq. Q.B.P.1sq. checking.

27. Kingtoadv. Q. R.4thy Q. Knight to adv. Q. B.
} 4th sq. checking.

} Knight takes Kt.

8q.
28. Pawn is forced to take Queen to adv. Q. R, 4th
the Kt. sq. giving mate.

(®*) The moves as far as this are the same as in the preceding

game,
(®) King’s knight to bishop’s third square would have been

better.

(¢) The king plays to this square with a view of placing
himself at the queen’s bishop’s second square, which is pre-
vented by the play of the Black.

(4) The White, finding his game exceedingly confined,
attempts to get his king to his knight's second square.

(®) The knight might move to king’s third and then to
queen’s bishop’s second square, afterwards winning the rook ;
but it is as well to follow up the attack.. |

(") A bad move; as the Black forces the game by a series
of beautiful moves, on account of the White endeavouring to
save his queen,
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(&) This is the best move, as the hing canpot move without
being mated,

(") The Black might have won in two muves by playing his
queen’s rook’s pawn one square, the White not being able to
avert the threatened mate; the latter part of this game, is

however, abstractedly considered, a very fine specimen of

play.

SAaME Opps.

WHITE.
1. K.and Q. Pawns 2 sq.
2. K. B. Pawn 2 8q.(*)
3. K. Pawn 1 sq.
4. Q. B. Pawn 1 sq.
5. K. Kt. to B. 3d sq.
6. Pawn takes P,
7. Q. Knightto B. 3d sq.
8. Q. R.Pawn1sq. (")
9. K. R. Pawn 1 sq.

10. Q. Knight to K. 2d sq.

11. K. Kt. Pawn 2 sq.
12. Knight takes B.
13. King to B. 2d sq.

BLACK.
K. Pawn 1 sq.

Q. Pawn 2 sq.

Q. B. Pawn 2 sq.

Q. Knight to B. 3d sq.

Pawn takes P,

Queen to Kt. 3d sq.

Q. Bishop to Q. 2d sq.

K. Knight to R, 3d sq.

K. Knight to B, 4th sq.
K. Bishop to K. 2d sq.

B. to adv. R. 4th sq. chg.

Knight takes Kt.
Castles with his R.

L

Digitized by Google



14
16
16
17

GAME OF CI(ESS. " wg

WHITE.

. King to Kt. 3d sq.
. Q. Ki. Pawn 2 sq.

. Q. Bishop to Q. 2d sq.

. Bishop takes P.

18. Pawn takes KLt

19
20

21. Q. Rook takes Q. Kt. P,

22
23

24.

. Q. Rook to Kt sq.
. i{ing to R. 2d sq.

. Q. Rook takes B. ()

. K. B. must interpose.

King is compelled to
take the R.

|

BLACK.

Knight to its 3d sq.

Q. R. Pawn 2 sq.

Pawn takes P,

Knight takes B,

Queen takes P.

Q.R.to adv. R. 3d 5q. chg.
Queen to K. 2d sq.

Q. toadv. K. R. 4thsq. (<)
Q.to adv. K. B. 2d sq. chg.
Q. R, takes K. R. P. chg.
Queentoadv. K. R. 4thsq.

and check mates.

(*) Loses the advantage of the pawn and two moves, and

reduces the game to the pawn and move, as 1 have before
observed,

(*) A weak move,

() This move is particularly well played.

(#) White loses the game by this move,
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SECT. IL

On the Advantage of the Pawn and Move.

FirsT GAME.

The player giving the Pawn and Move begins by push-

ing the King’s Pawn one square.*

WHITE. BLACK,
1. K. Pawn 2 sq. K. Pawn 1 sq.
2, Q. Pawn 2 sq. The same, see (A )
3. King’s Pawn 1 sq. Q. B. Pawn 2 sq.
4. Q. B. Pawn 1 sq. Q. Knight to B. 3d sq.

6. K.Bishop toadv.Q.Kt.

ath sq. (%) } Q. Bishop to Q. 2d sq.+

# If the person who gives the pawn and move should, when his

adversary has moved king’s pawn two squares, play the same, White

would win the rook by cheeking, with his queen, at adversary’s king’s
rook’s fourth square.

4+ This move is bad, and appears to have been played under the

expectation of the adverse party making a worse move; for, if the -
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WHITE. BLACEK.

6. K. Bishop takes Kt. (*) Q. Bishop takes B.*
7. Queen to K. Kt. 4thsq. Queen to her 2d sq.
8. K. Knightto B.8d sq.(¢) Castles.

9. Castles. Q. B. Pawn 1 sq.+
10. Q. Kt. Pawn 1 sq. K. Knight to K. 2d sq.
11..Q.Bishop to adv. K. Kt.

Q-Bishop ¥ } K. R. Pawn 2sq.}
r‘th--iq. (d)

12. Queen to.K. R, 3d sq. Q. Rook to l{..sq.

13. K. Kt to R. athsq.(*) King to Q. Kt. sq.
14. Q. Knightto Q. 2d:sq. Pawn takes P.

156. Q.. R. Pawn takes P. Q. R. Pawn 1 sq.

16. Queen to her 8d sq. Q. Rook to Q. sq. (7)
17. K. Rook to Q. B. sq. Q. Rook to Q. B. sq.
18. Q. B.Pawn 1 sq. K. Rook to Kt. sq.
19. K. B. Pawn 2 sq. Queen to K. sq.

White had not-taken: the queen’s knight, but had played king’sbishop’s
pawn two squares, the Black, by taking adversary’s king's pasen with
the queen’s knight, would have got back his;pawn. A move like this
cannot be sufficiently reprobated ; it is unworthy of any player, and
can only be ventured against a very weak antagonist.

* It would have been better to take with the pawn.

+ This move appears to secure your king; it is, however, -excesil-
ingly bad, as the adversary is'enabled to break the pawns, and after-

wards form an attack on yourking ; it-weuld have beeni better play: to

take the pawn.
1 King’s rogk’s pawn: one square would haverbeen better play.
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20.
21.
22,
23.
24.
25.
26.
27.
28,
20.
30.
31.
32.
33.
34.
35.
36.
a7.
38.
39.
. K. R. to Q. Kt, 4th sq.
41,
42,
43.
44,
45.

TREATISE ON THE

WHITE.

Bishop takes Kt. (¥)
K. Knight to B. 3d sq.
K. Kt. to adv. 4th sq.
Q. Kt. to K. B. 3d sq.
K. Rook to Q. s5q.(")
Knight takes B.

Knight to K. B. 3d sq.
K. R. Pawn 2sq.

K. Kt. Pawn 1sq. (*)
Knight to K. sq.
Knight to Q B. 2d sq.
Knight to K. 3d sq. (™)
Pawn takes P.

Knight takes B.

K. Rook to Q. B. sq.
Q. Rook to its 4th sq.
Q. Rook to B. 4th sq.
Q. R.toadv. Q. B. 2d sq.
K. Rook to Q. B. 4th sq.
Queen to her B. 3d sq.

Queen takes R.

Queen to her B, 3d sq.
Q. R. toadv, K. 2d sq.
R. takes adv. K. P. (*)
Queen takes Q.

BLACEK.
Bishop takés B.
K. Kt. Pawn 1 sq.
Queen to her 2d sq. (*)"
Q. Rook to Q. sq.
K. Bishop takes Kt.
K. Rook to Kt. 2d sq.
Q. Rook to K. Kt. sq.
Queen to K. 2d sq.
Q. toadv. Q. Kt. 4th sq.
K.R.t0o Q. B. 2d sq. (")
Queen to K. 2d sq.
K. Rook to Q. 2d sq.
Bishop takes P.
Rook takes Kt.
Queen to her 2d sq.
King to Q. R. 2d sq. (*)
K. R. to Q. Kt. 4th sq.
Queen to her 4th sq.
King to Q. Kt. sq.
King to Q. R. 2d sq.
Rook takes R.
Q. to adv. K. B. 3d 8q.
Queen to adv. K. 4th sq.
Rook to Q. sq.
Q. takes adv. Q. P. chg.
Rook takes Q.
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_ WHITE. BLACK.
46. R. takes adv. K. Kt. P. R.to adv. Q. Kt. 4th sq.
47. K. Pawn 1sq. Rook takes adv. Q. Kt. P.

48. R.to ad. K.Kt. 4thsq.(?) Q. Kt. Pawn 2 sq.
49. King to Kt. 2d sq. (%) Q. R. Pawn 1 sq.

50. K. Pawn 1 sq. Rook to adv. K. ad 5q.
51. Rook to adv. K. 4th sq. and will win.
(A)
WHITE. BLACK.

2, ceravssreasnensriesass  Q, Pawn 2 sq.
3. Q.toadv. K. R.4thsq. chg. K. Kt. Pawn interposes,
4. Queen toadv. K. 4thsq. K. Knight to B. 3d sq.
5. Q. B.toadv. K. Kt. 4th sq. K.B.to Kt. 2dsq.or(B)er(C)
6. K. Pawn takesadv. Q. P.  Castles, as his best move.
7. Pawn takes adv. K. P. and White will be able to maintain
the pawn he has' gained.
(B) ‘
B, sssses tesssessserssnss K, Bishop to K. 2d sq.
6. K. Pawn takes P. winning a pawn, with a much better

game.

(C)
ﬁ_ ii..iiii FABBEE S BEEE AR Kin.gtﬂﬂ.ﬂdsq.
6. K. Pawn takes P. K. Pawn retakes,

7. Bishop takes Kt. and White has a fine game.

(*) You have no better move in this situation than to play
out your bishop, and take off his knight before his queen has
been brought to her knight’s third square,

[To this assertion the Editor can by no means assent : play-
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ing out the king’s bishop to adversary’s queen’s knight's fourth
square, and afterwards taking the knight, being, in his opinion,
two of the worst moves the White can play, as the following

example will, he believes, make evident ; viz.—

WHITE. BLACK.
5. K. B to adv. Q. Kt. 4th sq. Queen to Kt. 3d sq.

6. Bishop takes Kt. checking, Pawn takes Kt.

7. K. B. Pawn 2sq. Pawn takes P.
8. Pawn retakes. ' Q. Bishop to R. 3d sq.
9. K. Knight to its 3d sq. as ) Q. B. Pawn 1 sq.
the best move, _‘
10. Q. Knight to its 3d sq.  Pawn takes P,
11. Knight takes P, K. Bishop to Q. B. 4th sq.

and Black certainly has a much better game than he would
have had were his adversary, instead of placing his king’s bishop
at adversary’s queen’s knight's fourth square, to have moved
king’s bishop’s pawn two squares, and defended the game the
game the regular way.

(®) If you had not taken the knight you wounld have lost a
pawn: it is true that you are deprived of your king’s bishop,
which is one of the besl pieces, and is termed the attacking
bishop ; but this bishop will become less useful as often as the
adversary only pushes his king’s pawn one square, because the
bishop does not bear on the adversary's king’s bishop’s pawn.

[With the above note I cannot agree: the king's bishop
should be maintained as long as possible ; for, although it does
not attack the bishop’s pawn, it forces the adversary-to be
cautious of castling on his king’s side, and enables the first
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player so to arrange his game that, in case of the second player’s
castling on his queen’s side, he may push, on the adverse king,
the pawns on the queen’s side.— Ed.)

(*) It has been before laid down as a rule not to move the
knight out before the bishop’s pawns have been moved, but
this rule admits of exceptions, as in the present instance ; for
if, instead of playing knight to bishop’s third square, you bad
pushed king’s bishop’s pawn two squares, you would have shut
out your queen’s bishop, and he would have gained time to play
his king’s knight to rook’s third square, and afterwards to king’s
bi_&l‘l fourth square.

(%) You bring a piece into play, and, at the same time,
prevent his making use of the knight, which will not be freed
until be has moved his rook from the direction of your bishop ;
there will be, therefore, a move lost for him and one gained
by you. The science of this game consists in gaining time on
your‘adversary by obliging him to play forced moves.—We can
never be too much acquainted with this truth.
~ (*) You bring I]I'Dtll' qneen into play and prevent his knight
from moving, which could not be safely moved to the bishop’s
fourth square.

() He brings his rook again to this square, to place it in
the direction of your queen’s pawn, then afterwards playing
bishop to queen’s knight’s fourth square, he would force you to
play queen’s bishop’s pawn one step; you prevent this move by
playing your king’s rook to queen’s bishop’s square, which will
force him to'retarn with his rook to queen’s bishop’s square,

(*) Your knight and bishop have become useless to you in
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their present situation, and you change piece for piece that
you may not lose time in removing them,

(®) He does not take your knight, though, by doing so, he
would force you to double a pawn; first, because the doubled
pawn will defend your king better from the attack which he
intemi: to form; and, secondly, his bishop is useful in stop-
ping your pawns.

(') You bring your rook to this square to defend your
queen’s pawn. :

(¥) If you had not pushed this pawn, he would -have
taken your queen’s bishop’s pawn and afterwards the lﬂgb_l,
which would have left the rook’s pawn en prise.

(') See note (*) above.

(™) This is the square at which you wishred to place your
knight when you played, at the twenty-ninth move, knight to
king’s square ; your knight situated at this square enables you

o take his queen’s pawn, which would not have been proper
or you to do until you could take his bishop with your knight ;
because, had you taken his pawn before your knight was at
king’s third square, his bishop would have stopped the ad-
vance of the centre pawns, which are the strength of your
game,

() One is sometimes forced, either when attacking or
defending, to play moves which have no object whatsoever.

(°) You take this pawn seeing no danger in losing your
queen’s pawn, whicil he cannot take except with his queen;
for if he were to take it with his rook, you would give check-

mate,
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(?) This move is essential, in order to advance your king’s
pawn to queen. |

(9) If you had not advanced your king, he would have
attacked your king’s pawn with his rook; and had you moved
rook to adversary’s king's fourth square, defending it, he would
have taken your knight's pawn giving check. It should be
borne in mind, that at the end of a game the king is the most
useful piece on the board.

VARIATION OF THE PRECEDING (GAME,

The player giving the Pawn and Move plays, at his

second move, the Queen’s Bishop’s Pawn two squares.

WHITE. BLACK.
1. K. Pawn 2 sq. K. Pawn 1 sq.
2. Q. Pawn 2 sq. Q. B. Pawn 2 sq.
3. Q. B. Pawn 1 sq. Pawn takes P.
4. Pawn takes P. Q. Knight to B, 3d sq.
5. K. B. Pawn 2 sq. K. Kt. Pawn 1 sq.

6. K. Knight to B.3d sq. K. Bishop to Kt. 2d sq,
7. Q. Knight to B. 3d sq. K. Knight to K, 2d sq.
8. Q. Bishop to K. 3d sq.  Castles.
9. Queen to her 2d sq. Q. Pawn 1 sq.

G
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WHITE.

10. K. Bishop to Q. 3d sq.
11. Castles with Q. R. (*)
12. K. Kt. Pawn 2 sq.
13. King to Q. Kt. sq.
14. K. R. Pawn 2 sq.
15. K. R. Pawn 1 sq.
16. R. Pawn takes P.

17. Kt.toadv. K., Kt. 4th sq.

18. Queen to K. R. 2d sq.

19. Q.toad. K. R. 2d sq.chg.

20. Q. Knight to K. 2d sq.
21. K. Pawn 1 sq. (®)

22. Bishop takes adv. Kt. P.

23. Queen takes Kt.

BLACK. '

Q. R. Pawn 1 sq.

Q. Kt. Pawn 2 sq.
Queen to her B. 2d sq.
Q. Rook to K. aq.

Q. Kanight to R, 24 sq.
Q. Bishop to Q. m;l 8q.
Pawn takes P.

Q. Kt. Pawn 1 sq.

K. Rook to Q. sq.
King to B. sq.

Q. R. Pawn 1 sq.

Q. Pawn 1 sq.

Knight takes B.

Q. Bishop to its sq.

24. Rook to adv. R. 2d sq. and White will win.

(*) Tt has been already remarked, that it is often. proper to

castle on the queen’s side, especially when the adversary has

castled on his king's side ; in the present case, the pawn that

is waoting on his king’s side, allows you the better to form

your attack on him.

(®) Yon push this pawn in order to mask his bishop, at-

tacking, at the same time, his king’s knight's pawn, which he

cannot defend,
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SECOND GAME,

The player giving the Pawn and Move begins by push-

ing his Queen’s Pawn one square.

WRITS.
1. K. Pawn 2 sq.
2. Q. Pawn 2 sq.
3. K. Bishop to Q. 3d sq.
4. Q. Pawn takes P. (*)
5. Q.B.toad. K. Kt.ath sq.
6. K. R. Pawn 1 sq.
7. K. Knight to K. 2d sq.
8. Castles.
9. Q. B. Pawn 2 sq.
10. Q. Kt. Pawn 1 sq.
11. Q. Bishop takes Kt. (*)
12. Q. Knight to B. ad sq.
13. King to R. sq.
14. Q. R. Pawn 1 s8q.(°)
© 156. K. B, Pawn 1 sq.
16. Queen to her B. sq. (4)
17. Queen to K. sq.
18. King to R. 2d sq.

BLACK.
Q. Pawn 1 sq.
K. Knight to B, 3d sq.
K. Pawn 2 sq.".
Pawn takes P.
K. Bishop to Q. 3d sq.
Q. Bishop to K. 3d sq.
Castles,
Q. Knight to Q. 2d sq.
Q. Knight to its 3d sq.
Queen to K. sq.
Rook takes B.
Queen to K. Ki. 3d sq.
Q. B. Pawn 1 sq.
Q. Rook to K. B. sq.
Queen to K. Kt. 4th sq.
Q. to adv. K. R. 4th sq.
Queen to K. R. 3d sq.
K. Rook to Kt. 3d sq.*

# The Rook might have taken the adversary’s king's bishop’s pawn ;

G2
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19.
20.
21.
22.
23.
24.
25.
28.
217.
28.
20.
30.
31.
32.
33.
34.
30.
30.
37.
38.
39.
40.
41.

TREATISE ON THE
WHITI:. : ) BLACK.
K. Kt. Pawn 2 sq. Queen to K. Kt. 4th sq.
K. Knight to its 3d sq. K. Rook to its 3d sq.
King to Kt. 2d sq. Q. to adv. K. R. 4th sq,
Rook to its sq. (*) K. Kt. Pawn 1 sq. *

K. Knight to K, 2d sq. Queen to K. B. 3d sq.
Queen to K. Kt. 3d sq. Queen to K. 2d sq.

K. R. Pawn 1 sq. Q. Knight to Q. 2d sq.
Q. Kt. Pawn 1 sq. King to R. sq.

K. Kt. Pawn 1 sq. . Rook to K. R. 4th sq.

Q. B. Pawn 1 sq. K. Bishop to Q. B. 2d sq.

Q. Knight to Q. 5q. (') Queen to K. B, 2d sq. -
Q. Knight to K. 3d sq. K. R. Pawn 1sq. ()
Q. Kt. to K. Kt.4thsq. Pawn takes P,

Pawn takes P. King to Kt. 2d sq.

Rook takes R. Pawn takes R.

Q. Kt. to K. R. 2d sq.  Bishop to Q. sq.

Q. Rook to K, Kt.sq.  King to Kt, 3d sq.

King to R. sq. K. B. to Q. B. 2d 8q.(*)
Queen to K. R. 4th sq. K. Rook to its sq.

K. Knight to its 3d sq. Bishop to Q. sq.
K.Kt.toad. K. B, 4thsq. Kbnightto K. B. sq.

K. B. Pawn 1 sq. Pawn takes P.

Queen takes P. +  Bishop to Q. B. 2d sq.

the beginning of this game is not well conducted on the part of the
first player,
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WHIT!.- BLACK.
42. Queen to K. B. 2dsq. = K. Bishop takes Kt.
43. King takes B, K. Rook to its 2d sq.

44. Queen'to her 4th sq.¥ K. R. Pawn 1 sq.

45. Queen to adv..Q. 3d sq. K. Rook toits sq. (1)
46. Kt.to adv. K, 2d sq. chg. King to Kt. 2d sq.
47. Q.to adv. K. 4thsq.chg. King to R. 2d sq,

48. K. Kt. Pawn 1 sq. chg.  Knight takes P.

49. Knight takes Kt. and White must win,

(*) In this opening, if you had pushed the pawn instead of
taking, your king’s pawn stopped by his would have been use-
less in your attack; you prefer, therefore, to take his pawn,
and leave him an isolated pawn in the centre; (an isolated
pawn is one that is not supported by any other pawn;) such a
pawn may be most commonly considered as lost.

(®) If you had not taken his knight, he would have played
his queen to king’s knight’s third square, gaining either your
bishop or king’s rook’s pawn. Never let a piece be advanced

- without being supported, for you frequently may lose it either
by a check by discovery, or by a double check.

() You push this pawn with a view of afterwards moving
that of the knight. (See the twenty-sixth move.)

(4) Whenever you see your adversary’s queen, together

* Or h:light to king's, rook’s fourth square giving check, White has
the game so completely in his hands, that it is needless to make any

comments,
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with his pieces, in the direction of your king, propese queen
for queen if you eannot otherwise dislodge her,

(¢) You are forced to play all these moves.

(f) Seée Note (%) to the First Game of Chap. L

() He wishes to make use of his rook.

(1) He returns his bishop to this square to sustain his king’s
pawn, ‘on which he sees that you intend to push your king's
bishop’s pawn. _

(1) The Black must lose let him play what he will.

THIRD GAME.

[

The player giving the Pawn and Move begins by push-
ing his King’s Knight's Pawn one square.

"WHITE, . BLACK. .
1. K. Pawn 2 sq. K. Kt. Pawn1 sq.
2. Q. Pawn 2 sq. K. B. to K. Kt. 2d sq.*
3. K. R. Pawn 2 sq. K. Pawn 2 sq.

4. Q. B. Pawn 1 sq. K. Knight to K. 2d sq.

* This is not a good move, as the game must necessarily be very
much crowded, if the person who receives the Pawn and Move play
properly.,
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WHITE.

. Pawn takes P. (*)

. K. B. Pawn 2 sq.

. K. B. 10 Q. B. 4th sq.

. K. R. Pawn 1 sq.

. K.Knightto R.3d sq. (%)
. Rook takes B.

. Queen to Kt. 3d sq.*

. B. to adv. B. 2d sq. chg.
. Queen to adv. K. 3d sq.
. Bishop takes Q.

16. K. Kt. Pawn 2 sq.

186.

17
18

Bishop to Q. Kt. 3d sq.
. Q. Knight to R. 3d sq.
. Q. Bishop to K. 3d sq.

19. Castles.

20
21
22
23

. K. Kt. Pawn 1 sq.

. K. B. Pawn 1 sq.

. Pawn takes P.

. B. to adv. K. 3d sq. chg.

24. K. R. Pawn 1 sq.
25. K. Kt. Pawn 1 sq.

. Pawn takes P,

BLACK.

Bishop takes P.

Bishop to Ki. 2d sq.

Q. Knight to B. 3d sq.

Q. Pawn 1 sq.

Bishop takes Kt.

Queen to her 2d sq.

Q. Knight to R. 4th sq.

King to B, sq.

Queen takes Q.

Q. Knight to B. 3d sq.

Q. Knight to Q. sq.

K. Knight to Q. B. 3d sq.

Q. R. Pawn 1 sq.

Q. Knight to K. B. 2d sq.

King to his 2d sq.

K. Rook to B. sq.

Pawn takes B. P.

King to Q. 2d sq.

King to Q. sq.

Bishop to K. 4th sq.

Pawn takes P,

Knight to K. R. sq. and
Black must lose.

® This is an uncommonly well played move.
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(*) You take this pawn, because the Black being obliged to
retake with his bishop, enables you to gain a move, by pushing
your king’s bishop's puwn_twu squares.

[The Editor, however, conceives that it would have beenbetter
play to maintain the pawn in the centre, by doing which, the
king’s bishop would be kept out of play during the whole
game.— Ed.] |

(®) Having pushed your rook’s pawn two squares, you play
knight to king’s rook’s third square. instead of the bishop's
third square, that you may not obstruct the action of your

queen.

VARIATION OF THE PRECEDING GAME.

CY

You play at the third move King's Bishop’ s Pawn twe
squares, instead of the Rook’s.

WHITE. BLACK.
1. K. Pawn 2 sq. K. Ki. Pawn 1 sq.
2. Q. Pawn 2 sq. K. Bishop to K. Kt. 2d sq.
3. K. B. Pawn 2 sq. K. Pawn 1 sq.
4. K. Knight to B. 3d sq. Q Pawn 1 sq.
5. Q. B. Pawn 2 sq. Q. Knight to Q. 2d sq.
6. K. Pawn1 sq. (*) Q. Knight to its 3d sq.
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WHITE.
7. K. Bishop to Q. 8d sq.
8. Q. Knight to B. 3d sq.
9. Q. Bishop to K. 3d sq.
10. K. R. Pawn 1 sq.
11. Pawn takes P.
12. Q. Kt. Pawn 2 sq.
13. Q. R. Pawn 2 sq.
14. Q. B. Pawn 1 sq.
15. Q. Kt. Pawn 1 sq.
16. King castles.
17. Queen to Kt. 3d sq.
18. Q. R. Pawn 1 sq.
19. Q. Ki. Pawn 1 sq.
20. Q. R. Pawn 15q. ()
21. Q. Kt. Pawn lakes P.
29. K. Rook to Q. Kt. sq.

28. Q. Knight to R. 4th sq.

24, Queen takes B.

25. K. K. to adv. K. 4th sq.

26. Pawn takes P. chg.
27. Rook takes R.

BLACK.
Q. Bishop to Q. 2d sq.
Queen to K. 2d sq.
K. Knight to R. 3d sq. ‘
Castles with Q. Rook.
Pawn takes P.
King to Q. Kt. sq.
Q. Knight to Q. B. sq.
Q. Pawn 1 sq.
K. Knight to B, 2d sq.
King to Q. R. sq. (*)
Q. Bishop to K. sq.
Queen to B. 2d sq.¥
Queen to K. 2d sq:
Q. Bishop toits 3d sq.
Knight takes P.
Q. Rook to Kt. sq.
Bishop takes Kt.
Queen to B. 2d sq.
K. Rook to B. sq. (*)
Rook takes P. -
Queen takes R.

* A very bad move on the part of the Black; the play of the White
is, however, well worthy of attention.

+ Black should not have taken this pawn ; he should have suffered
it to remain, as it in some degree covered his king.
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WHITE. BLACK.
28. Q. B. Pawn 1 sq.* Queen to B. 2d sq.
29. K, Kt. toadv. Q. 2d sq. K. Raok to K. 5q.
30. K.B.to adv. Q. R.3d sq. Queen takesadv. Q. B. P.
31. K.B.tond.Q.Kt.4athsq. Queen to B. 2d sq.
32. B.toadv.Q.B.3dsq.chg. Queen takes B.
33. Queen checkmates.

(*) You push this pawn to confine his king’s bishep.

(®) He plays this move having nothing else to play in the
actual arrangement of the game, which has become decidedly
lost for him, and which is only continued for you to learn how
to follow up an attack with the greatest regularity.

(¢) You push your rook’s pawn one square, having it always
in your power to take his pawn; he cannot take the pawn you
have just pushed, on account of your rook bearing on his
king.

(*) He dare not take your knight, as by doing so he would
bring your queen’s bishop to bear on his king. '

* This is a very bad move: White should have played knight to
adversary's queen’s bishop’s third square, and the Black could not have

averted the mate above a move or so,

Digitized by-Google



GAME OF CHESS. 91

FourTH GAME,

The player giving the Pawn and Move begins by
moving his King’s Knight to Rook’s third square.

WHITE. BLACK.
1, K. Pawn 2 sq. K. Knight to R. 8d sq.
2. Q. Pawn 2 sq. K. Knight to B. 2d sq.
3. K. B. Pawn2sq. K. Pawn 1 sq.

‘4. Q. B. Pawn 2 sq. The same.
5. Q. Pawn 1 sq. Q. Pawn 1 sq.(*)

6. K. Knight to B. 3d sq. K. Bishop to K. 2d sq.
K. Bishop to adv. K. R.
4th sq. checking.®
8. Q.Bishop to K.B.2dsq. Bishop takes B. checking.
Queento K. B. 3d 5q. (See

7. Q. Bishop to K. 3d sq. {

9. King takes B. (*) { .

Variation.)
10. Queen to her 2d sq. Castles.
11. K. Bishop to Q. 3d sq. K. Knight to R. 38d sq.
12. K. Kt. Pawn 1 sq. K. Pawn takes P.

* This is an exceedingly badly played move, and is only not more
pernicious on account of the next move of the White, who, instead
of moving bis king’s knight's pawn one square, interposes his queen’s
bishop, enabling the second player, in some degree, to free his game
by exchanging piece for piece.
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13.
14.
16.
16.
17.
18.
19.
20.
21.
22.
23.
24.
25.
26.
217.
28.
20.
30.
31.
32.
33.
- 34.
35.
36.
a7.
38.

WHITE.
Q. B. Pawn takes P.

Q. R. Pawn 1 5q. (¢)
Q. Knight to B. 3d sq.
King to Kt. 2d sq.

K. R. Pawn 1 sq.

K. B. Pawn 1 sq,

K. Kt. Pawn 1 sq.
Knight takes Kt.

K. Kt. Pawn 1 sq.

Q. Rook to K. B. sq.
Q. Knight to Q. sq.

Q. Knight to K. 3d sq.
Queen to K. 2d sq. .
Bishop to Q. Kt. zq.
Q. Kt. to K. Kt. 4ih sq.
K. R. Pawn 1 sq.

Q. Rook to Q. sq.

Q. R. Pawn takes P.
Queen to K. sq.

K. R. Pawn 1 sq.

K. R. Pawn 1 sq.

K. Rook to K. B. sq.
Q. Rook to B, sq,

K. Knight to K. 3d sq.
Queen to K. Kt. 3d sq.
Q. Kt. Pawn takes P.

TREATISE ON THE

BLACK.

Q. Knight to R. 3d sq.
Q. Knight to B. 2d sq.
Q. Bishop to Q. 2d sq.
Q. R. Pawn 1 aq;

Q. Kt. Pawn 2 sq.

K. Knight to B. 2d sq.
K. Knight to k.}lt]l 8q.
Queen takes Kt.

Q. Rook to K. 8q.

Q. Rook to K. 2d sq.
Q. Rook to K. B. 2d sq.
Queen to adv, Q. 4th sq.
Q. B. Pawn 1 sq.

Q. R. Pawn 1 sq.

Q. Kt. Pawn 1 sq.

Q. Bishop to Q. Kt. 4thsq.

Queen to her B. 4th sq.
Pawn takes P.

Q. Bishop to Q. 2d sq.
Q. Knight to its 4th sq.
K. Kt. Pawn 1 sq.

Q. B. Pawn 1 sq.

Q. to adv. Q. B. 4th sq.
Queen to her B. sq. *
Queen to her sq.

Q. Kt. Pawn retakes.
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WHITE.

39. Knight to Q. B. 4th sq.

40. K. Bishop to Q. 3d sq.
41. K. B. Pawn takes P.
42. Rook takes R.

43, ‘K. Pawn 1 sq.

44. Pawn takesadv. Q. P.
45. Kit. to adv. K. 4th sq.

46. Kt. to adv. Q. B. 3d sq.

47. Queen takes B.

48, Iinight to adv. Q. sq.
49. Knight takes R.

50. Queen to K. Kt. 3d sq.
51. King to Kt. sq.

52. Pawn to adv. Q. 2d sq.
53. King to R. sq.

54. Knighttoadv. Q. 3dsq.
55. Pawn goes to Q.

BLACK.
Queen to her B. 2d sq.

Q. Bishop to its sq.
R. Pawn takes P.
Rook retakes.

- Q. Bishop to K. B. 4thsq.

Queen to her 2d sq.
Queen to Kt. 2d sq.
Bishop takes B.

King to R. 2d sq.

Queen to her 2d sq.
Q.toadv.K.Kt.4thsq. chg.
Q. to adv. K. 2d mi. chg.
Knight to adv. Q. 4th sq.
Kt.toadv.K.B. 3d sq. chg.
Queen to adv. K. 4thsq.
Queen to adv. K. 8d sq.
Queen takes R. checking.

56. King to Kt. 2d sq. and White will win. -

This game deserves attention, as it is, for the most

part, well conducted by the first player.

(*) Black might also play his king’s pawn one square, with
a view of inducing you either to take or push your pawn om,
in either of which cases, by checking with his queen at your
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rook’s fourth square, he would disarrange your game; should
the king’s pawn be moved on, you must play quutﬁ knight to
bishop’s third square; and, in case of his not taking your pawn,
you must then move your king's bishop’s pawn to adversary’s
bishop’s fourth square.

(®) It bas been already remarked that it is not always dis-
advantageous to omit castling when, by playing king to bishop's
second square, you keep up the communication between your
rooks.

() You can make him double a pawn by taking his knight,
but you prefer retaining the bishop in order to follow nl; your
attack,

VARIATION OF THE PRECEDING GAME,
Commencing at the nioth move, where the Black, instead of

playing queen to king’s bishop’s third square, plays—

WHITE. BLACK.
9. srrreriiaeiinnes crsess K. Pawn takes P.
10. Q. B. Pawn takes P. Q. B. to adv. K. KL, 4th sq,
11. K. Bishop to K. 2d 3q. Bishop takes Kt.
12, Bishop takes B. Q. to adv, K. R. 4th sq. chg.*
18. K. Kt. Pawn 1 sq. Queen to K. B, 8d sq.
14. Queen to K. 2d sq. Castles,
15. Q. Kt. to B, 3d sq. Q. Knight to Q. 2d sq.
16. King to Kt. 2d sq. Q. R. Pawn 1 sq.

* This move is very bad ; Black should have castled.
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WHITE.
117. Q,_Ii.._l'nwﬂ 2 5q. (¢)
18. K.B.to K. Kt. 4th sq.
19. Bishop takes Kt.(*)
20. Queen to K. Kt. 4th sq.
21, K. R. Pawn 2 sq.(")
22. K. R. Pawn takes P,

23. Queen'to adv. K.R. 4th sq.

24. Q. Rook to K. B. sq.
25. K. B.Pawn 1 sq.

Eﬂ-.ﬁ,.hldt!{.l‘{. 2d sq. chg.

BLACK,

| K.Kt.P.Bsq.(See Back Game.)

Q. Rook to Q. sq.

Roul; takes B.

Q. Rook te K. 2d sq.
K. R. Pawn 1 sq.

R. Pawn takes P.
Queen to K. Kt. 2d sq.
K. Rook to K. sq.*
Queen to K. B, 3d sq.t
King to B. sq.

27. Queen toady. K. Kt. 3dsq. Queen to her 4thsq.
28, K. B. Pawn 1 sq. and White will win.

(%) Perceiving that he intends to push his queen’s knight's

pawn two squares, with a view of making a diversion on that

side, you play the rook’s pawn two squares to prevent him

from doing so.

() It is right to take off one of his knights, as that which
remains will thereby become less dangerous,

(*) There is no time to lose in making an opeéuing on his

king.

* Knight to king's rook’s square would have been a better move.
+ Black _mighl: have played better; it would have only protracted
the loss of the game, which has become inevitable.
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BAcK GAME TO THE PRECEDING VARIATION,
Beginning at the seventeenth move, where the Black, ‘instead
of moving king’s knight's pawn two squares, plays—

WHITE. BLACK. .
17, secveenssssssasssensss K, Knightto R.3dsq.
18. Q. Rook to K. sq. , The same. e
19. Queen to her 3d sq. (F) Q. Rook to K. 2dsq. *
20. K. Rook to B. sq. K. Knight to B. 2d sq.
21. Bishop to K, Kt. 4th sq. K. R, Pawn 1 sq.
22, Bishop takes Kt. Rook takes B. _
23. Q. Knight to Q. sq. Q. Rook to K. 2d sq¥ ¥ +
24. K. Rook to B. 2d sq. K. Rook to K. sq.
25. K. Rook to K., 2d sq. Queen to K. Kt. 3d sq.
26. Knight to K.B. 2d sq. King to R. sq. '
27. K. R. Pawn 1sq. K. R. Pawn 1 sq.
28, K.Kt. Pawn 1 sq. Knight to K. R. 3d sq.
29. K, Pawn 1 sq.* (") Queen to K. B, 2d sq.

Y

* This move is well played; should the Black attempt to gaina
pawn he would equally lose the game ; viz.

WHITE. BLACK, _
2. serassssnsen ssannsonsaenss Queen takes Q.
30. Knight takes Q. R. Pawn takes Pawn.
31. R. Pawn takes P. Knight takes P. .
82. King to B, 8dsq. - Knight to R. 3d sq. i
33. Pawn takes P. Rook takes R.
34. Rook retakes R. Rook takes R.

35. Pawn on Q, file 1 sq. Knight to B, 2d sq.
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WHITE. " BLACK.
30. Queen to K. B, 3d sq. K. R. Pawn 1 sq.
31. K. Pawn 1 sq. Queen to K. Kt. 3d sq.
32. King to R. 2d sq. (') (). Kt. Pawn 2 sq.
38. Pawn takes P. ~ Pawn retakes,

34. Q. Knight to K. 4th sq. Ruok to Q. sq.
35. Queen to K. B, 2d sq. Q. Kt. Pawn 1 sq.
86. Queen takes R. P, and White must win.

(®) As the Black intends to play his knight to bishop's fourth,
and afterwards to your queen’s fourth square, thus getling
his knights into your game, you retire the queen out of the
direction of his rook, which prevents him from placing his
knight at the bishop’s fourth square.

(8) At last, the moment has arrived for pushing the pawn,
which decides the game in your favour.

(') You retire your king from the direction of his queen,
which prevents his knight from getting into your game.

WHITE. BLACK.
86, King takes R. Q. Kt. Pawn 1 8q. or (A)
37. Kuoight to adv. K. 4th sq. Knight to K. sq.
38. Knight to adv. Q. B. 3d sq. and will win.
(A)
38, iivirisiivcncinnennrnsens Q. B. Pawn 1 sq.

87, Knight to adv, Q. B, 4th sq. Knight to Q. sq.
38. Knight to adv. K. 3d sq. and will win.
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FirTH Ga.n E.

The player giving the Pawn and Move begins by moving
his Queen’s Knight to Bishop’s third square. |

The person who brings out his Queen’s Knight may,
at his second move, push either bis King’s or Queen's
Pawn two squares, which will be the subject of two
different games. '

The player who gives the Pawn and Move pushes his
Queen’s Pawn two squares after the Queen’s Knight.

BLACK. WHITE.

1. K. Pawn 2 sq. (*)
2, Q. Pawn 2sq.

3. K. Pawn 1 sq.
4
]

. Q. Bishop to K. 3d sq.
. K. Bishop to Q. 3d sq.

6. Q. B. Pawn 1 sq.

7. Q. R. Pawn 2 8q. (*)
8. Queen takes B.

9. K. B. Pawn 2 sq.

10. K. Knight to B, 3d sq.

11. Castles.

12. Q. Knight to Q. 2d sq. ,

13. Q. Kt Pawn 2 sq.

Q. Knight to B. 3d sq.

The same.

Q Bishop to K. B, 4th'sq.

K. Pawn 1 sq.

K. Knight to K. 2d'sq.—

Queen to her 2d sq.
Bishop takes B. (*)
K. Knight to B. 4th sq
K. Bishop to K. 2d sq.
Castles with his Rook.
Q. Knight to R. 4th sq.
King to R. sq. '
Q. Knight to B. 3d sq.
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15.
16.
17.
18
19.
20.
21.

23.
24.
25.
26.
217.
28.
29. Q.toad.K.Kt.2d sq.chg.
30. Q. toadv. K. Kt.sq. chg.

GAME OF CHESS.

BLACK.
. K. Kt. Pawn 2 sq.

Queen takes Kt.
K. R. Pawn 2 sq.

K. Kit. to B. 3d sq. ()
K. R. Pawn 1 sq.
King to B. 2d sq.
K. Rook to its sq.
. K. Kt. Pawn 1 sq. (*)

Q. Rook to K. R. 8q.

Rook retakes, chg.(®)
Q. toadv. K. Kt. 3d sq.

K. Kt.to adv. Kt. 4th sq.

Rook takes P. checking.

Queen' to her 3d sq. chg.
R. to adv. R. 2d sq. chg.

WHITE. .
Knight takes B. (¢)
K. Rook to Kt. sq.*
Q. Knight to Q. sq.(*)
K. R. Pawn 1 sq.
Q. Knight to K. B. 24 sq.
K. Kt. Pawn 1 sq.
King to R. 2d sq.}
Pawn takes R. P.
Pawn takes P.
King to Kt. 3d sq.
K. Rook to its sq.
King to Kt. 2d sq.
Rook takes R.
King to B. sq.
Bishop .to Q. sq.
King to his own sq.
King to his 2d sq.

31. Queen takes Kt. giving checkmate,

. (*) It is proper to accustom yourself to play with either
coloar. '

* This move is very bad.
t Queen might have played to king’s rook’s third square.
! King's knight’s pawn one square would have been better.
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(*) He pushes this pawn, conceiving that you intend to castle
on the queen’s side.

(¢) Seeing that you cannot conveniently castle on your
queen’s side, you exchange piece for piece, in order to disen-
gage your pieces and castle on the king's side,

(4) If, at the fourteenth move, instead of taking the adverse
bishop with the knight, you had played

BLACK. WHITE.

14, sesscsonveas ssesescsss K. Knight to adv. R. 4th sq,
15. Knight takes Kt. Bishop takes Kt. -

16. K. Kt. Pawn 1 sq. Queen to K. B, 2d sq,

17. Queen to K. 2d sq. K. R. Pawn 1 sq.

18. Queen to K. Kt. 4th sq. and will win.

(*) See note (¥) to the First Game of Chap. I.

(T) It would at first sight appear that a move had been lost
by the knight being obliged to retire to the bishop’s third
square ; but it is not so, for he has gained his object by foreing
you to advance the rook’s pawn one square.

(¢ ) If he had taken your pawn with his, it would have
covered your king and masked his rook, which is bis best piece,

(®) It is not indifferent whether he takes with the queen or
rook ; for, by taking with the rook, he brings a piece into your
game, whereas, if he had taken with the queen, he would not
have been able to make use of his rook to win the game.
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VARIATION OP THE PRECEDING GAME,

BLACK.
«. K. Pawn 2 sq. ’
L Q. Pawn 2 sq.

b. K. Pawn 1 sq,

. K. Kt. Pawn 2 sq. (*)
. K. B. Pawn 1 sq.

5. Bishop to Q. 3d sq.

1. Queen takes B.

. K. R. Pawn 2 sq.

. Q. B. Pawn 1 sq,

). K. Kt Pawn 1 sq. (¢)
. K. B. Pawn 1 sq.

. K. Knight to B. 3d sq.
i. Q. Bishop to K. 3d sq.
b Q. Knight to Q. 2d sq.
W Q. Knight to its 3d sq.
1 Castles on his Q. side. ()
1. King to Q. Kt. sq.

b Q. Knight to Q. 2d sq.
). Q. Rook to B.sq.

WHITE.
Q. Knight to B. 3d sq.
The same.
Q. Bishop to K. B. 4thsq.
Q. Bishoptoadv. K. 4thsq.
Q. Bishop to K. Kt.3d sq.
Q. Bishop takes B.
K. Pawn 1 sq.
K. Knight to K. 2d sq.*
K. R. Pawn 2s5q. (*)
K. Knight to B. 4th sq.
K. Kt. Pawn 1 sq.
King to B. 2d sq. (*)
Q. Knightto K. 2d sq. (*)
Queen to her 2d sq.
Q. Kt. Pawn 1 sq,
Q. R. Pawn 2 sq.
Q. R. Pawn 1 sq.
Q. Kt. Pawn 1 sq.
Q. Knight to B. 3d sq. ()

% Q. B, to K. B.2d 5q.(") Q. Knight to R. 4thsq.

* Queen’s koight to adversary’s knight’s fourth square would have

mén better.
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v21.
22.
23.
24.
25.
24.
27.
8.
29.
30.
31.
32.

33.

34.
35.
36.
37.

TREATISE ON THE

BLACK, .
King to Q. R. sq.
Knight takes Kt.
Queen to B. 2d sq.
Q. R. Pawn 1 sq.
Q. Rook to Kt. sq.
King to R. 2d sq.
K. Rook to K. sq.
K. Knight to Q. 2d sq.
Queen to B. sq.
Knight takes R. (')
King to Q. R. sq.
Queen to her 2d sq.

Q. Rook to Q. sq. {

King to Q. Kt. sq.
King takes R.
King to Q. Kt. sq.
King to Q. B. sq.

WHITE. '
Q.Kttoadv.Q.B.4thsq.(")
Q. Kt. Pawn takes Kt.
K. Bishop to K. 2d sq.(*)
K. Rook to Q. Kt. sq.
K. R. toadv. Q. Kt. 3d sq.
Q. Rook to Kt. sq..
Queen to her sq.

Queen to K. B. sq.

Q. Rook to Kt. 2d sq.

R. Pawn takes Kt. chg.
Q. Rook to its 2d sq.
Bishop takes Q. R. P.

K. Bishop to K. 2d sq. dis-

covering check.

Q.R.toadv. Q. R.sq. chg.

Queen to R. sq. checking.
Q. to adv. Q. R. 2d sq. chg.

Queen to adv. Q. R. sq.

and checkmates.

(*) His object is to push up his king’s paﬁm, because, that

being the side on which the pawn is given, is your weak side.
(*) You wish to break his pawns or to place your knight at
the bishop’s fourth square, in case of his playing king’s knight's
pawn one square.
(¢) This move on the part of the Black bas already lost
bim his advantage ; first, because your king, being covered by
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bis pawns, cannot be attacked on that side; and, secondly,
this pawn being pushed allows your knight to place itself at the
king's bishop’s fourth square. Whenever we intend to form an
attack upon the adverse king, one should either take the pawn
that eovers bim or preserve the power of doing se when you
have arranged your pieces for the attack. By pushing this
pawn it must be apparent that any attack from the king’s side
must be abortive.

(*) You play the king to his bishop’s second square with
great reason, for it will be protected by the adversary’s pawns,
which are locked with yours.

(*) Yeou wish to advance the pawns on your queen’s side,

(*)y It would have been better to move his king to bishop's
second square, and the game must have been drawn on aceount
of the situation of the pawns.

(*) You wish to bring the knight to adversary’s queen’s
kuight’s fourth square.

(®) You remove your bishop to prevent his knight coming
into your game.

(') He is compelled to take the knight which is so far
advanced into his game.

(*) If, instead of moving bishop to king's second square, you
had advanced your queen’s rook’s pawn, he would have pushed
the queen’s knight’s pawn two squares, forcing you to take, en
passant, and the game would be drawn by his retaking the pawn,

and afterwards moving king to the rook’s second square.

(*) In the present state of the game the Black must lose,

for if, instead of taking your rook, he were to play any other
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move, you should play queen to knight’s square, reducing hi
to the necessity of making nothing but useless moves, and
allowing time for the removal of your knight from the king’s

bishop’s fourth square to the queen’s knight's fourth square,

when, by taking his queen’s rook’s pawn with it, you will force
the game, ‘

S1xTH GAME.

*

The player who gives the Pawn and Move advances,
at his second move, the King’s Pawn two squares, (*)

BLACK. WHITE.
1. K. Pawn 2 sq. Q. Knight to B. 3d sq.
2. Q. Pawn 2 sq. K. Pawn 2 sq.
3. Q. Pawn 1 sq. Q. Knight to K. 2d sq,
4. K. Kt.' to B. 3dsq. (*) Q. Knightto K. Kt. 3dsq.
6. Q.Bishoptoad. K. Kt.) K. Bishop to K. 2d sq.
4th sq. } (8ee Variation.)
6. Bishop takes B. Queen takes B.

7. Q. B. Pawn2sq. K. Knight to B. 3d sq.

8. K. Bishop to Q. 3dsq. Q. Pawn 1 sq.

9. Q. Knight to B. 3d sq. Castles.
10. Castles, Q. B. Pawn 1 sq.
11. Q. Kt. Pawn 238q. () Q.B.toadv. K. Kt 4th sq-
12. K. R. Pawn 1 sq. Bishop takes Kt.
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BLACE. WHITE.

13. Queen takes B. (¢) K. Knight takes Q. P.*
14. Q. Knight takes Kt. Pawn takes Kt.

15. Queen to K. 3d sq. Pawn on Q. file 1 sq.

16. Queen to her 2d sq. Kt. to adv. K. B. 4th sq.
17. King to R. 2d sq. Queen o adv. R. 4th sq.
18. K. B. Pawn1 sq. K. Rook to B. 3d sq.

19. K. Rook to Kt. sq. K. Rook to Kt. 3d sq.
20. Q. Rook to K. B, sq.  Q.toadv. K.Kt.3dsq.chg:
21. King to R. sq. K. Rook to its 3d sq. and

‘White must win.

(*) The design of this opening is to bring both knights over
to the king’s side, in order to strengthen the attack which one
intends to form on the adverse king, This method of playing
may succeed if the adversary does not oppose to this opening
the true defence, as will be proved by the examples which
shall be given. .

(¥) This is the principal mistake on the part of the Black ;
he should have played queen’s bishop to adversary’s king’s
knight's fourth square, afterwards exchanging it for one of the
knights.

(*) In laying down rules for pushing the rooks’ pawns, in
order either to prevent the approach of the adversary’s pieces
ot to drive them away, it is necessary to observe that there are
some exceptions, as in the following example :—

—

* This mo'r; is well played.

- -
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If, at the eleventh move, the Black, instead of playing
queen’s knight’s pawn two squares, plays—

BLACK. WHITE.
11. K. R. Pawn 1 sq. K. Knight to R, 4th sq.
12. Q. Kt. Pawn 2 sq. Queen to K. B. 3d sq.

13. K, Bishop to K. 2d sq. K. Knight to adv. B. 4th sq.
14. K. Knight to R. 2d sq. Queen to K. Kt. 4th sq.
15. K. Bishop to K, Kt. 4thsq. K. R. Pawn 2 sq.
16. Bishop to its 3d sq. Q. Bishop takes adv. K. Kt.
' P, having a fine game.
Many other instances might be given where it would be very
inconvenient to move the king’s rook’s pawn; as, for example,
when the king has not castled, and when the king's bishop’s
pawn.happens to be advanced one square, exposing you to 2
check from the adverse queen at the rook’s fourth square.
(4) If the Black, at the thirteenth move, instead of taking
the bishop with his queen, had taken with the pawn, the White,
by :quving queen’s knight to adversary’s bishop’s fourth square,
and afterwards his queen to her second square, would win,

VARIATION OF THE PRECEDING GAME,
Commencing at the fifth move of the White, when, instead of
moving bishop to king's second square, the White plays— -

BLACK. - WHITE.
ﬁ,' AR SRR A A FEEE e K.Kuighttﬂﬂ.ﬁﬂ.
6. Bishop takes Kt, Queen takes B.

7. K. Bishop to Q. 8d sq. ‘K. Bishop to- Q. B. 4th sq.
8. Castles, ' Castles.
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ACK,

Knight to Q. 2d sq.
B. Pawn 1 sq.

R. Pawn 1 sq.

Bishep to Q. B. 2d sq.
g to R. 2d sq. ()

Kt. Pawn 2 sq.

m takes B.

g to Kt. sq.

Knight to K. sq. ()

Knight to K. B, 3d sq.*

g to R. sq.
ght interposes.

WHITE.
Q. Pawn 1 sq.
Q. Bishop to K. Kt. 4th sq.
Q. Knight toadv, B. 4th sq. (*)
Q. Bishop to R. 4th sq.
K. Kt. Pawn 2sq. .
Bishop takes Kt. P.
Q. to K. R. 3d sq. ehecking.
Queen to adv. R. 3d sq.
K. Rook to B, 3d sq.
Q. to adv. K. Kt. 3d sq. chg.
Rook to its 3d sq. checking.
Queen takes Kt. giving mate.

Che knight being moved to this square wins you the

Ie plays his king to this square to sustain his rook’s
nd afterwards, in time and place, to push the bishop's

le has no other move to save the mate, which he cannot
ly avoid on account of his bad play at the commence-

the game,

the queen moved to king's bishop’s third square, the game
ve been equally lost: thus,—

\CK. WHITE.

n to K. B. 3d sq. Knight to K. 2d sq. checking.

n takes Kt. Queen to adv. K. Kt. 3d sq. chg.
to R. sq. K. R. to its 3d sq. checkmating.
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ANOTHER VARIATION OF THE PRECEDING GAME.

10
11
12
13
14
15
16
17
18

BLACK.

. K. Pawn 2 sq.

. Q. Pawn 2 sq.

. Q. Pawn 1 sq.

. K. Knight to B. 3d sq.
. Q.B.toad. K. Kt.4thsq.
. Bishop takes B.

. Q. B. Pawn 2 sq.

. K. Bishop to Q. 3d sq.
. Q Knight to B. 3d sq.
» Castles.

. Q. Kt. Pawn 2 sq.

. Q. R. Pawn 2 sq.

. K. Knight to K. sq. (*)
. Q. R. Pawn 1 sq.

. Q. Kt. Pawn 1 sq.

. Q. Kt. Pawn 1 sq.

. Pawn takes P.

. Q. R. to adv, R. 4th sq.

19. K. R. Pawn 1 sq.
20. K. Rook takes P.

21
22
23

. King to B. sq.
. K. R.to Q. R. 2d sq.(%)
. Queen to K, B, 3d sq.

WHITE.
Q. Knight to B. 3d sq..
K. Pawn 2 8q. - ,
Q. Knight to K. 2d sq.
Q. Knight to K, Kt. 3d sq.
K. Bishop to K. 2d sq.
Queen takes B.
K. Knight to B. 3d sq..
Q. Pawn 1 sq.
Q. Bishop to Q. 2d sq.
Castles on Q. side.
Q. Kt.to adv. K. B. 4th sq.
K. Kt. Pawn 2 sq.
K. R. Pawn 2 sq.
K. Kt. Pawn 1 sq.
K. R. Pawn 1 sq.
Q. B. Pawn takes P.
Q. R. Pawn1 sq. (®)
K. Kt. Pawn 1 sq.
Kt. Pawn takes P. chg.
Queen to K. Kt. 2d sq.

K. Rook to Kt. sq.

Q. B. takesadv. K. R.P.
K. Knight to R. 4th sq.
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BLACK. WHITE.

24, Q. B. Pawn 1 sq. Q. Rook to K. B. sq.

25. K. Rook to K. B. 2d sq. Q. B. takes ad. K. Kt, P.
' chg. and White must win,

. (*) If the Black, at the thirteenth move, had taken the
adversary’s king's knight's pawn with his knight, instead of
playing it to king’s square, by moving your king's rook to its
knight's square, you would have forced the knight to retire,
thus gaining a move on the adversary.

(®) Tt has been already observed, that whenever pawns are
advanced on your king, you should be careful of taking them,
as by doing so you uncover the king, and thereby expose him
to danger.

(¢) He might have moved queen's knight to king’s second
square, but nothing could save his game.
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ANOTHER VARIATION OF THE PRECEDING GAME.

The Black, instead of moving his King’s Knight,
gives check with his Queen.

. " BLACK. WHITE. _

1. K. Pawn 2 sq. Q. Knight to B. 3d-sq.
2. Q. Pawn 2 =q. K. Pawn 2 sq.

3. Q. Pawn 1 sq. Q. Knight to K. 2dsq.

4. Q.to ad.R. 4thsq. chg.* Q. Kmnight to K. Kt.8d sq.
5, Q.KnighttoB.3d sq. (*) K. Knight to B. 8d sq.

6. Queen to K. 2d sq.+ ‘K. Bishop to Q. B. 4th s1c|.
7. Q. B. to K, Kt."4thsq. Castles.

8. Castles, K. R. Pawn 1 sq."

9. Bishop takes Kit. Queen takes B.
10. K. B, Pawn 1 sq. Q. Kt.to ad. K. B. athsq.
11. Queen to her 2d sq. Q. Pawn 1 sq.
12. K. Kt. Pawn 1 sq. Q. Kt. to K. Kt. 3d sq.
13. K. Bishop to K. 2d sq. Q. B. Pawn 1 sq.
14. K. R. Pawn 2 sq. K. Bishop to ad. Q. 4thsq.
15. K. R. Pawn 1 sq. Knight to K. 2d sq.

* This move is not good, as it allows thie adversary to bring his
queen's knight over to his king’s side.

+ Queen should have gone to her own square ; this move is bad, o0
account of its confining the king's bishop.
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GAME OF CHESS.

BLACK.

. K. Knight to R. 3d sq.
. K. Rook takes B.

. Pawn takes P,

. Q. Rook to K. B. sq.
. K. B. Pawn 1 sq.

. K. B. Pawn 1 sq.

K. Bishop to its 3d sq.

‘Queen takes B.

K. Kt. Pawn 1 sq.
Queen to K. Kt. 3d sq.
K. Rook to its sq.

Q. Kt. Pawn 1 lq:

Q. R. Pawn 2 sq.

King to Q. sq.

K. Rook to Kt. sq.

Bishop to Q. 3d sq.

. King to his 2d sq. (¢)

. K. Rook to B. sq.
King to B. 3d sq.(*)

. Bishop to Q. B. 4th sq.
. King to Kt. 2d sq.
King to R. 3d sq.

K. Bishop to Kt. 2d sq.

Queen to Kt. 3d sq.chg.

Q. Rook to K. B. 2d sq.
. Bishop to its sq. ()
36.

111
WHITE.

Q. Bishiop takes Kt.

Q. Rock to B. sq.

Pawn retakes,

Q. Pawn 1 sq.

Queen o K. 3d sq.

Queen to K. B. 3d sq.

K. Rook to Q, sq.

Bishop takes Kt.

Q. Pawn 1 sq.

King to R. 2d sq.

Q. B. Pawn 1 sq.

Q. B. Pawn 1 sq.

Q. B. Pawn 1 sq.

Queen to R. 3d sq.

Queen to her 3d sq.

Queen to K, B. 3d sq. (")

Queen tu K. Kt. 4th sq,

Knight to Q. B. 3d sq.

Kt. to adv. Q. Kt. 4th sq.

Kt. to adv. Q. R. 2d sq.

K. Rook to K. sq.

K. Rook to B. sq,

Kt. to adv. Q. Kt. 4th sq.

Q. Rook to K. sq.

Q. Rook 'to K. 2d sq. (*)

~ Queen to K. B. 3d sq.
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42.
43.
44.
45.
486.
47.

49.
60.
61.
52.
58,

S&&E

68.
69.

a1.
62.

SEg&FE

BLACK.
Queen to K. R. 4th sq.

King takes Q. -
K. B. Pawn 1 sq.
Q. Rook takes P.
K. Rook takes R.
Rook to adv. B, sq.

. K. Kt. Pawn 1 sq.

King takes P.

Rook to adv. K. sq.
King to adv. B. 3d sq.
Rook takes K. P.
Pawn takes Kt.

. R. to adv. K. B. 4th sq.
. Rook to B. sq.
- Rook to adv. Q. sq.

K. Pawn 1 sq.

K. Pawn 1 sq.

K. Pawn 1 sq.

King to adv. B, 2d sq.
Pawn goes to Q.
King to adv Kt. sq.
King to adv. R. =q.

Q. to adv. K. 3d sq.chg.

Q. to K. R. 3d sq. chg.

. Queen to K. 3d sq. chg.

Q. to K, B. 2d sq. chg.

TREATISE ON THE

WHITE.
Queen takes Q.

Knight to Q. B. 3d sq.
Pawn takes P.

Rook takes R.

Knight to Q. sq.

Rook to Q. 2d sq. -
Pawn takes P. “
Knight to Q. Kt. 2d sq.
R. to K. Kt. 2d sq. chg.
Knight to Q. 3d sq.
Knight takes B.

Q. Pawn 1 sq.

Q. Pawn 1sq. °

Rook to Q. 24 sq.
Rook to Q. 4th sq.
Rook to adv. K. 4th sq.
Rook to adv. K. sq.
King to R, 3d sq.

Rook takes R.

Rook to adv. B. sq. chg.
Rook to adv. Kt. sq. chg.
Pawn goes to Q. '
King takes P.

King to Kt. 4th sq.
King to B. 4th sq.

King to adv. K. 4th sq.
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68. Q. to K. R. 4th sq. chg. Q. to adv. K. Kt. 4th sq.
69. Q to adv. K. 2d sq. chg. King to adv. K. B. 3d sq.
70. Q. to adv. B. 2d sq.chg. Queen toadv. K, B, 4thsq.
71. Q. toadv. Q. 4thsq. chg. Queen to adv. K. 4th sq.
72. Q.toad. K. B. 2dsq.chg. King to adv. K. 2d sq.
78. Q.toad.K.R.4thsq.chg. Queeénto ad. K. Kt. 4thsq.
74. Q. to ady. K. 4th sq.chg. King to adv. Q. 2d sq.
 75. Q. to adv. Q.3d sq.chg. King takes P,
76. Q. to K. R. 2dsq. chg. Rook to Kt. 2d sq.

77. Q.to ad K.R.2d sq.chg. Queento K. Kt.3d sq. and
‘White must win.

The latter part of this game will instruct you how to
~manceuvre the king, in order to escape from the con-
titued checks which an adversary gives when he endea-
vours to make a drawn game,

(*) If the Black at the fifth move, instead of moving queen’s
knight to bishop’s third square, had played king’s knight to
bishop’s third square, the White would have recovered his
pawn by brmgmg his king’s knight to bishop’s third squm.

( ) You replane the queen at this square to prevent the
advance of his pawns on your king.

(*) He plays this move to prevent you from pushing the
queen’s pawn one square,

(%) His intention is to bring his king to the rook’s third
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square, with a view of ‘eithier forcing you to mlnlge queen:
or to retife yours, which stops the progress of his- pawns.

{') If, instead of :loﬂhg his’ king to the bishop’s: third
square, he had taken your king’s pawn, you would have ﬂlyed
queen to his king’s third square giving check,

(€ If you had moved the knight to bishop’s third square,
before playing the rook to king’s second square, by placing
his bishop.ut your queen’s knight's fourth square he would
have prevented the action of your knight,

ANoTHER VARIATION OF THE PRECEDING GAMSE:

The Black; seeing the attack of the two Knights, plays
at his fourth move the Queen’s Bishop to adversary’s
King’s Knight's fourth square.

BLACK, WHITE. .
i. K. Pawn 2 sq. Q. Knight to B. 3d sq.
2, Q. Pawn 2 sq. - K. Pawn 2sq.
3. Q. Pawn 1 sq. - Q. Knight to K. 2d sq.
4. Q. Bishop to adv. K.} K. Kt. to B, 3d sq.* See
Kt, ath sq.(*) Variation (A).

* This move is exceptionable, if the Black play properdy. .
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BLACK. WHITE.
5. Bishop takes Kt. . Pawn takes B.
8. Q.to ad, Ry 4thsq. chg. Q. Knight to K, Ki. 3d sq.
7. K.Knightto B, 3d sq.  Queen to K, 2d sq.
8. K. Knight toR. 4thsq.* Queen to K. B. 2d sq. (*)
9. Knight takes Kt. Queen takes Kt.
10.- Queento K. B. 3d sq. &e. &e.

In this sitnation, the Black has already lost the advan-
tage of the attack, having only a pawn more, with which
it would be very difficult for him to win against a superior
player ; he should have pushed the queen’s pawn one
square. See the Variation on this game commencing at
the fifth move.

(*) This is his best move, as he thereby gets rid of one of
the adversary’s knights. -

(*) If you had given check with your queen at the adver-
sary’s queen’s knight’s fourth square, e would have played
the queen’s knight to queen’s second square, and on your
taking the queen’s knight’s pawn, would have played the queen’s
took, attacking your queen with a fine game.

—

- # Black plays ill; the queen’s pawn should have been advanced one
square. See Variation (A).
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VARIATION OF THIS GAME, .
Commencing at the fifth move, when the Black, instead of
taking the adversary’s king’s knight, plays better by advancing

his queen’s pawn one square.*
BLACK. WHITE.
5. Q. Pawn 1 sq. Q. Knight to K. Kt. 3d sq.
6. Pawn takes adv. Q. B. P.  Queen takes P.
7. Q. Bishop takes Kt. Pawn takes B,
8. Q. R. Pawn 1 sq. K. Bishop to Q. B, 4th sq.

0. Q. Knight to B. 3dsq. (¢) Q.Pawn1 sq. .
10. Q.Knight to adv, Q. 4thsq. Queen to K. Kt, 2d sq.
11, K.B.toad.Q.Kt.4th sq.chg. King to Q. sq.

12, Q. Kt. Pawn 2 sq. K. Bishop to Q. Kt. 8d sq.
18. Q. Knight takes B, Pawn takes Kt, -
14. Queen takes adv. Q. P, checking and will win,

(¢) There is no time to lose in bringing out this knight, in
order to place it at the adversary’s queen’s fourth square.

The following Variation will show the proper method of fol-
lowing up the attack after the queen's knight has been played
to its bishop's third square, It is unnecessary to examine the
above Variation ; it is not well played.

* This move is out of its proper place, and is not good, in spite of
the above observation. See Variation ( A ). :
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VaARIATION (A )
Commencing at the eighth move of the last Variation but one,
where the Black, instead of playing king’s knight to rook’s
fourth square, plays queen’s pawn one square.
BLACK. WHITE. :
8. Q. Pawn 1 sq. Q. takes P, or (B)or (C)or(D)

9. K. Knight to R. 4th sq. If the White king’s rook move to

knight's square, the Black, by playing his king's bishop

to queen's bishop’s fourth square, will gain the exchange,
therefore Q to adv. Q, K. 4th sq. chg,

10. Q. Knight to Q. 2d sq.
as the best move,

11. K. Bishop to Q. B. 4th sq. Rook to Kt.2d sq.

12. Knight to adv. B. 4th sq, winning the exchange with a
fine game.

} Rook to Kt, sq.

(B)
B, sesscsnsessssssssnraen Q. B. Pawn takes P,
9. K. Bishop to Q. B. 4th sq. King to Q. sq.
10. K. Kt. Pawn 1 sq. and Black bas a fine game; the sacri-
fice of the queen’s pawn materially improving his position
and rendering the winning of the game certain.

(C)
B, ressssnsvssnnssvannnns Q[IEEII IﬂK.B,MIq.ﬂT{E}
9. Pawn takes P. Knight to adv. K. B, 4th sq.
10. Queen takes Q. King takes Q.

11. K. B. to Q. B, 4th sq. chg. King to his sq.
12, Castles, with a fine game.

\

Digitized by Google



118 TREATISE ON THE

(E) '
BLACK. WHITE. '

B. resecssascesanassasnss Queen to K. Kt. 2d sq.

9. K. Bishop t0 Q. B, 4th sq, Bishop takes P.
10. Knight to R, 4th sq. King to Q. sq.
11. Knight toadv. K. B, 4thsq. Queen to K. B. sq, .
12, Knight to adv, R, 3d'sq.  Knight to adv. K. B. 4th sq.
13. K& to ad. K, B. 2d sq. ehg. King to his 3d-sq..

14, Queen to K. B. 3d sq. Rook to Kt.sq.
156, Knight takes K, B, - Kt. takes adv, K. Kt. P, chg.
16, King to B. sq. and Blaek has a winning game.
(D)
B, sessosesionas essssssss  Queen to K, 8d sq.

9. Q. Knight to Q. 2d 5q.” . Bishop takes P, ,
10. K. Bishop to Q. B. 4th sq. and Black must lose, ,

The above Variations will, it is hoped, make it apparent
to the amatenr that White's playing the king’s knight to
bishop’s third square at the fifth move is not good play:
the correct move for the person who gives the pawn and
move, on the EQI playa;’s placing his queen’s bishop at
king’s knight's imrth square, is to move the queen’s

pawn one square, as is done in the following game, which
is taken from the same treatise as the foregoing.

BLACK. WHITE,

1. K. Pawn 2 sq. Q. Kaight to B. 3d sq.
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BLACK. WHITE.
2. Q. Pawn 2sq. K. Pawn 2 sq. |
3. Q. Pawvn1sq. . Q. Knight to K., 2d sq.

4. Q.B.toad. K. Kt.4thsq. Q. Pawn 1sq.
5. Q.toad. K. R.4thsq.chg. K. Ki. Pawn 1 sq.
6. Queen to K. R. 4th sq. K. Bishap to Kt. 2d 5q.
7. K. B.Pawn2sq. - K.R.Pawn1sq.
8. Q. Bishop takes Kt. K. Knight takes B.
9. K. B. Pawn 15q. (*) Pawn takes P.
10. Q.to ad.K.R.4thsq.chg. King to B. sq.
11. K. Bishop to Q. 3d sq. Pawn on K. B. file 1 sq.
12. K. Knight to B. 3d sq.  Queen to K. sq. '
13. Queen to K. R. 4th sq.  Knight to its 3d sq.
14. Queento K. B. 2dsq. Q. Bishop to Q. 2d sq.
15. Q. Knight to B. 3dsq. Q. B. Pawn 1 sq,.
16, Castles with Q. Rook. Q. B. Pawn 1 sq.
17. K. Kt. Pawn 1 sq,, Q. R. Pawn 1 8q.
18. Q. Rook to K. Kt.sq. Q. Kt. Pawn 2 sq.
19. K. Kt. Pawn takes P,  Knight takes P.
20. Queen to K. Kt. 3d sq. K. Rook to Kt. sq.
21. K. Knight to R.4th sq. Q. Kt. Pawn 1 sg.
22. Q. Knight to K. 2d sq. Knight takes Kt.

23. Bishop takes Kt. King to his 2d sq.
24. K. B. to K. Ki. 4th sq.  Bishop takes B,
25. Queen takes B. - Queen to K. B. 2d sq.

26. Kt.toad.K.B.4thsq.chg. King to B. sq.
27. Q. Rook to K, B. sq. Bishop to its 3d sq.
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BLACK. WHITE.
28. Queento K. R. 3d sq. K. Rook to Kt. 3d sq.
29. Knight takes adv. Q. P. Queen to B. 2d sq.- .- .
30. Queen to adv. K. 3d sq. King to Kt. 2d sq. -
31. Q. Rook takes Bishop. = Rook takes R.

32. Rook to K. Kt. sq. chg. King to R. 2d sq.

33. Queen takes R.and must win. .

(*) This pawn is sacrificed to make an opening on his king.

VARIATION OF THE PRECEDING GAME,

Commencing at the third move, where the Black, instead
of pushing his Pawn on the Knight, takes the King’s
Pawn with his Queen’s.* .

BLACK. WHITE.
1. K.Pawn 2sq. = Q. Knight to B. 3d sq.
2. Q. Pawn 2 sq. K. Pawn 2 sq.
8. Pawn takes P. Knight takes P.

* This method of playing is not to be recommended, as by doing so
the person giving the pawn and move will be enabled to get his pieces
into better play. '
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BLACK. WHITE.
K.B. Pawn 2 sq. Knight to B. 2d sq.
. K.B.to Q. B.4thsq. K. Knight to R. 3d sq.

6. Q. Bishop to K. 3d sq. Q. B.Pawn 1 sq.
7. K. Knight to B, 3dsq. K.B.to Q. Kt 4th sq. chg.
8. Q. B, Pawn 1 sq. Bishop to Q. R. 4th sq.
9. Q.Knightio Q.2d 5q.* Queen to K. 2d sq.t

10. Queen to K. 2d sq. Castles.

11. Castles with Q. R. &ec. &e.

In this situation he will push up the pawns on his king’s
side, in order to form an attack upon your king, following
the instructions before given, and onght to win the game
~ from the advantage he receives.

* Queen to knight's third square would have been much better play.
+ Queen’s pawn two squares ought to have been played instead of
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ArTeR having passed through the parties on
the different odds, the amateur now arrives at
the even games : the foregoing are the common
advantages which are received or given in prac-
tice, and I have deemed it unnecessary to give
any other.

The following are the games of the celebrated
AxonyMous MopENESE ; they are taken from
the work of Lorri. I have left them without
a comment, principally with a view of enabling
the amateur to' form Ais opinion on the relative
skill of this player and Mr. PHILIDOR ; for my
own part I have little hesitation in saying, that
the brilliancy of play and accuracy in calculation,
which are apparent in the games of the Modenese,
have certaiuiy never been excelled, perhaps never
equalled.
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The Modenese proceeds, in the first place, to instruct
the one who has the move to take advantage of an impro-
per defence ; he afterwards '.ahnm the second player how
to profit by an #ll-condncted attack. The regular defence
will be given at the end. I have omitted some notes,
to prevent this book from being swelled to an unreason-

able size. : ¥
FIrsT GAME,
- WHITE. BLACK.
1. K. Pawn 2 sq. The same.

2. K. Knight to' B, 3d sq. Q. Knight-to B.-3d.sq;
3. K.BishoptoQ.B.4thsq, The same.

4. King to R. sq, and R-'}i K.B. takesadv. K. B.P'¢

to K. sq.*
5. Rook to B. sq. B.t0Q.B.4th !q.or(.&)_or(_ﬂ)
6. Q. Pawn 2 sq. Bishop takes P. or (C) .

7. K.Kt.to adv. Kt.4thsq. K. Knight'to R. 8d sq.

P—— i . & e - e . ks

FITL

* The Italian players allow a latitude in castling which is not
suffered in France or England. |

+ Black loses the game by this move; he should have moved his
queen's pawn one square.
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WHITE. ' BLACK.
8. K.B:takesadv. B:P.chg. King to B. sq.*
.-'Q. tﬂﬂd‘h Kl R‘l 4&"1- Q.Pﬂmllq..

10. Knight takes adv. K. } Takes the Kt. with the R,

R. P. checking.
11. K. B. toadv. K. 34 sq.

discovering check.

as the best move.

King to his 2d sq.

12. Q.Bishoptoadv. K.Kt.
} King takes B.

4th sq. checking.
13. Queen to K. R. 3d sq. checking, and, if the Kt.
covers the check at B. 4th sq. Q.takes, giving mate.

VARIATION (A)
WHITE. BLACK.
B. seecrenassenrsaisrrens Bishop to Q. Kt. 3d sq.
K. B, Pawn 1 sq. to pre-
6. Q.Pawn 2 sq. { vent the adv, Kt, from
advancing.t
7. Knight takes adv. K. P.

If the pawn -take the knight, the White will-.check with his

# If the Black, atthe eighth move, had played king to his second
square, the White, by moving knight to adversary’s king’s third square,
would win thé queen, =

+: If the Black, at the sixth raove, had played king’s rook’s pawn
one-square, the White should take the adverse king's pawn mt.h his
m' ’ ' ¥ 1 i '
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WHITE. BLACK.
queen at adversary’s rook’s fourth square, and on the Black’s

covering with the. knight's pawn, will -give another check with
his bishop at the adversary’s king’s bishop’s second square,
winning the game in a few moves; therefore, instead of this,
Q. Knight takes Kt.
8. Q. Pawn takes Kt. K. Kt. Pawn 1 sq.
9. Doubled Pawn takes B, P. Knight retakes.
10. Q. B. to adv. K. Kt. 4thsq. K. R. to B. sq. defending Kt.

11. K. Pawn 1sq. Q. P. 2 sq. attacking the B,
12. Pawn takes Kt, |

If the Black take the bishop with the pawn, White will give
mate in two moves ; therefore,
* Rook moves to B. 2d sq.
.18, Ruok to K. sq. giving check. K.to his B.sq.as hubﬂtnﬂm
14. Q.B.to ad.K,R.3dsq.chg. King to Kt. sq.
15. Queen takes adv. Q. P, giving mate in four moves.

(B) -
B. +ecesesssrasccssencsss K, Bishop to adv. R. 4thsq.
6. Q. Pawn 2 sq. K. Bishop to its 3d sqy.*
7. Pawn takes P. Knight takes P.
8. Knight takes Kt. Bishop takes Kt.

* If the Black had pushed his queen’s pawn one square, or taken
the adverse pawn with his king’s, the White, by advancing his knight
to the adverse knight's fourth square, would have a fine game. v
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WHITE. BLACK.
Queen to adv. K. R. 4th

sq. threatening to give
mate at adv. bishop's

Queen to K. 2d sq.
second square, and at-
tacking the adverse .
bishop at the same time,
Rook takes adv. B, P. 'Queen to her B. 4th sq.
Rook takes adv. K. Kt. P,

} King to Q. sq.

discovering check.
Q. Bishop gives check, winning the Q. and the game,
(C)
senwsenasassnssnrnress K, Pawn takes P.
K.Kt.to adv.K. Kt, 4thsq. Q. Knight to K, 4th sq.
Kuight takes adv. K, B. P,  Knight takes Kt.

Q. to adv. K. R. 4th sq. K. Kt. Pawn 1 sq.
Bishop takes Kt. giving check, and the Black will be mated

in five moves, let him do what he can.

SEcoND GAME:

WHITE. _ BLACK.
K. Pawn 2 sq. The same.

K. Knight to B, 3d sq: Q. Knight to B. 3d sq.
K.BishoptoQ.B.4thsq. The same.
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e @

10.
11.

12.
13.

14.

-
o

16

WHITE.
King to R. sq. and R,
to K 8y. }
K.Kt.toad K. Kt 4th sq,
K. Pawn takes P.
K. Knight takes K. B. P,
. Queen to K. B, 3d sq.
checking. }
. Q. Knight to B. 34 sq.
Q. Knight to K, 4th sq.
Knight to adv. K. Kt,
4th sq. checking. }
Bishop takes Kt,

Queen takes Kt. chg.
Rook takes K. P. ehg.{

. Q.toadv,K.B.2d sq.chg.

TREATISE ON THE

BLACK.

K. Kt. to B. 3d sq. or(A)

Q. Pawn 2 sq.* or (B)

K. Knight takes P.

King takes Kt.

King to his 3d sq. defend-
ing the Kt.

Q. Knight to K. 2d sq.}

Bishop to Q. Kt. 3d sq.

King to Q. 2d sq.

Knight takes B.

K. 1o his 2d sq. for his best.
King, as his best move,
plays to his B. ad sq.

King takes R.

. Q. Pawn 2 s5q. giving check: if Q. take P. the White
must check with the Kt. winning the Q. and, on

* The Black loses the game by this move; he should have castled
with his king at the knight's and rook at the bishop’s square.

+ If the Black, at the ninth move, instead of playing queen’s knight
to king's second square, should advance the queen's knight to adver-
sary's queen’s knight's fourth square, the White must immediately

move queen’s rook’s pawn one square, forcing it to retire,
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the Black’s playing otherwise, the White, checking
with the B. will mate in a few moves.*

VARIATION (A)

WHITE.

4. e e LR E RN NN

5. Q. B. Pawn 1 sq.
6. Q. Pawn 2 sq.
7. B. Pawn retakes,
8. K. Pawn 1 sq.

BLACK.
K. R. Pawn 1 sq.t

K. Knight to B. 3d sq.1

K. Pawn takes P,

Bishop to adv. Q. Kt. 4th sq.
Bishop takes R.

9, Pawn takes Kt,
10. Q Pawn 1 sq.
11. Doubled P.takesad. K.XL.P.
12. Q. B. takes adv. K. R.P.  Queento K. B.3d 8q.
13. Q. B.to adv, K, Kt, 4thsq. Queen takes the doubled P,
14, Queen checks, and White will give mate,

(B)

Bishop to Q. R, 4th sq.
Knight to adv. Kt. 4th sq.
Rook to Kt. sq.

King castles with K. to Kt.

5. tii-!lidi--ruiiiinri{
and R. to B. sq.

* If the Black bishop should take the White queen’s pawn, the
White would give mate on the move.

+ The" Black should have moved queen's pawn one square instead

~_of this.

I If the Black, at his fifth move, had taken the adversary’s bishop’s
pawn with his bishop, instead of moving knight to bishop’s third
square, the White should play rook to bishop's square, afterwards
taking the adversary’s king's bishop’s pawn, giving check.

' K2
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WHITE. BLACK.
6. K. B. Pawn 2 sq. K. Pawn takes P.
7. K. Pawn 1 sq. K. Knight to K, sq.*

8. Queen to adv. K. R. 4thsq. K.R.P.1sq.toavoid the mate,
9. Kunight takes adv. K. B. P, Queen to K. 2d sq.t _
10. Knight takes adv. K. R. P, giving double check, and where-

ever the adverse K. moves he must be mated.

THIRD GAME.

WHITE. BLACK.
. K. Pawn 2 sq. The same.
2. K. Knight to B. 3d sq. Q. Knight to B. 3d sq.
. K. Bishopto Q. B.4thsq. The same.

4. Q. B. Pawn 1 sq. K. Knight to B. 3d sq.

(=

]

* The loss of the Black, in this Variation, proceeds from his retiring
his knight to the king’s square, instead of moving it to adversary's
king's knight’s fourth square, threatening the check at adversary’s
king’s bishop's second square ; for, should the queen take the knight,
the Black, by advancing his queen’s pawn two squares, will attack
the White queen and bishop, at the same time, certain of recovering
his piece. )

t If the Black, at the ninth move, instead of moving bis queen
had taken the knight with his rook, the White, by retaking with his

queen, would have won easily.
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WHITE. BLACK.
5. K.Kt.to adv. Kt. athsq. K. to Kt. and R. to B. sq.
6. K. B. Pawn 2sq. K. Pawn takes P.* or (A )
7. Q. Pawn 2sq. K. Bishop to Q. Kt. 3dsq.
8. Q. Bishop takes P. K. R. Pawn 1 sq.

9. K.to R.andR.to B. sq. R.Pawn takes Kt.or(B)
10. Bishop takes doubled P. Q. Pawn 1 sq.or (C)
11. Q. Bishop takes Kit. K. Kt. Pawn takes K.B.
12. Queen to ady. K.Rdth?
sq. threatening check King to Kt. 2d sq.¢
at adv. K. Kt. 3d sq. S
13. Rook to K. B. 4th sq. winning the game.

VARIATION (A)
B. EEAE R REE A AR AN e K.R.Pﬂwnlaq.:
7. Knight takes K, B. P. Rook takes Kt,

8. Bishop takes R, checking. King takes B.
-9, B.Pawn takes adv, K, P. Knight to R. 2d sq.||

10. Q. Pawn 2 sq. and White has a much better game.

. % The bad play of the Black commences at this move; he should
have advanced his queen’s pawn two squares.
+ If the Black, instead of playing king to knight's second square,
had moved knight to king’s second square, the White, by takivg the
doubled pawn with the rook, would mate in a few moves.

IITI:u mistake of the Black commences here; queen’s pawn two
squares should have been played. .
{| If the Black, instead of retiring bis king’s knight, had tuken the
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(B)

WHITE. BLACK.: _
D, sesasssrinnnsrssnsssss Q.Klllghtiﬂn.lth aq.

10, Knight takes adv.K,.B. P,
attacking the Q. and

Rook takes Kt.

threatening to discover

check.
11. Bishop takes R. checking. King takes B.
12. K. Pawn 1 sq. K. Kt, Pawn 2 sq.
13. Pawn takes Kt. - Pawu takes B.
14, Queen to adv. K. R. 4th sq. winning the game ina few moves,

(C)

10, sesscsscessasssrssanse  Queen to K, sq.
11. Bishop takes Kt. Queen takes adv. K, P,

12. K. Bishop to Q. 3d sq. Queen to her 4th sq.*
13. Queen to K. Kt. 4th sy, K. Kt, Pawn 1 sq,
14. K. Bishop takes P, Knight to K. 2d sq.

15, Queen mates in two moves,

doubled pawn with his other knight, the White must move his queen's
pawn two squares ; and on the Black’s taking the king's pawn with his
king's knight, the White takes bishop with his pawn, having no occasion
to fear the check at his rook’s fourth square from the adverse queen.
* If the Black, at his twelfth move, had retired his queen to king's
third square, the White should immediately play queen to adverse

king's rook's fourth square.
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FourTtH GAME.

WHITE. BLACE.
1. K. Pawn 2 sq. . The same.

2. K. Knight to B.3d sq. Q. Knight to B, 3d sq.

3. K. Bishop t0 Q.B.4thsq. The same.

4. Q. B. Pawn 1 sq. K. Knight to B. 3d sq.*

{ Takes the P. with K. P,

as bis best move.}
6. Q. B. Pawn takes . K. Bishop to Q.Kt. 3d sq.||

5. Q. Pawn 2 sq.

* If the Black, at his fourth move, instend of moving knight to
~ bishop’s third square, should play his queen’s pawn one square, the
White must do the same, leaving the Black two methods of playing ;
firstly, to advance his queen’s bishop to adversary’s king’s knight's
fourth square, or, secondly, to move his queen’s knight to rook’s
fourth square: as to the first method, the White can answer that by
placing his queeﬁ at her koight's third square, and, for the second, the
White must give check, by taking the adversary’s king’s bishop’s pawn
with his bishop, and on the Black taking with his king the White must
push his queen’s knight's pawn two squares, having, in both of the
above methods of play, an excellent game.

+ The Black takes the pawn with that of his king, 'because he
would lose a pawn were he to retire his bishop to knight's third square.

1 The White may also advance his king's pawn . one square, forcing
the Black to move his knight to adversary’s king's fourth square; this
method of play will be considered in the regular defence against the
advantage of the move.

l| The mistake of the second player commences here; he should
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. .
WHITE. BLACK.

K. Knight to adv. K. 4th
{ sq.¥*or(A)or (B)
8. K. B. to adv. Q. 4th sq. K. B. Pawn 2 sq.}
9. Bishop takes Kt. Pawn takes B.
10. Q.B.toadv.K.Kt.4thsq. Q. Knight to K. 2d sq,
11. K. Knight to R. 4th sq. K. Kt. Pawn 1 sq.f
12. K.Kt.toadv.K.B.4thsq. Pawn takes the K.
13. Q.toadv. R. 4thsq, chg. King to B. sq,
14. Q.B.to adv.R.3dsq.chg. King to Kt. sq.
15. Queen to adv. K. Kt.
4th sq. chg. }

7. K. Pawn 1 sq.

King to B. 2d sq.

16, Queen to adv. K. B. 3d sq. chg. giving mate in
three moves.

have given check with his bishop at adversary’s queen’s knight's

fourth square. '

*® If the Black, at his seventh move, had played his knight to
adversary’s king’s knight's fourth square, the White immediately takes
the adversary’s king's bishop’s pawn with his bishop; but should the
knight place itself at rook’s fourth square, the White must then ad-
vance the king’s knight to adversary’s knight’s fourth ﬂqﬂlirc.

+ If the Black, instead of pushing his king's bishop’s pawn two
squares, had moved his king’s bishop to queen’s rook’s fourth square,
giving check, the White should retire his king to the bishop’s square.

1 If the Black, instead of this move, had advanced either his
queen’s or king's rook’s pawn one square, the White must immedil.bd"p‘

check with his queen at adversary’s rook’s fourth square.
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_ VariATION (A)
AITE. BLACK.

A A BE SR B Knighttﬂit‘ﬁq-
Pawn 1 sq. Q. Kt. to R, 4th sq. or (C)

to Kt. and R. to K. sq.  Knight takes B,
Bishop to adv. K. Kt. } ‘K. Knight to K, 2d sq. as the

th sq. _ best move.
Pawn 1 sq, Q. B. Pawn takes P.
Pawn takes P. Q. Knight takes P.

B. takes adv. K. Kt. Q. takes B,

een takes Kt. having a game won by its nature,

| (C)
casrrasrssrensssenss Q. Knight to K. 2d sq.*
Pawn 1 sq. Q. B. P. takes P, as the best.
Pawn retakes, Knight to K. B..4th sq.t

the Black, at the eighth move, had played his queen's knight
ywn square, the White should, notwithstanding, advance his
pawn to adversary’s queen’s third square.

the Black, at his tenth move, bad played his queen’s knight
king's knight's or queen’s bishop's third square, the White
slay his queen to adversary’s queen’s fourth square; and on
:k queen moving to king's bishop's third square, the White,
ing with his king at rook’s and the rook at bishop's square,

‘8 | won game.

.
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WHITE. BLACK.
11, K. Kt. Pawn 2 sq, Knight to K. R, 3d sq.
12, K. Kt. Pawn 1 sq. Knight plays anywhere.
13. Queen to adv. Q. 4th sq. White having a much better game
than his adversary.
| (B)
- Q.Pawnﬂsq_
8. Pawn takes Kt. Pawn takes B.
9. Q. Pawn 1 sq. Kt. to its sq. as the best move.

10, Queen to K. 2d sq. chg. King to B sq.
11. King to R. and R. to K. sq.

If the Black take the doubled P, he will be mated in three
moves ; therefore,

_ Q. Bishop to Q. 2d sq.
12. Q. B, to adv. K. Kt, 4thsq. K. Kt. Pawn takes P.
13. Q. Bishop checks at adv.
K. R. 3d sq.

14. K. Knight to R. 4th sq. and White must win,

} King to Kt. sq.

Firra GAME,

WHITE. BLACK.
1. K. Pawn 2sq. The same.

2. K. Kt, to B, 3d sq. Q. Knight to B. 3d sq.
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WHITE. BLACK.
3. K. B.to Q. B. 4th sq. The same.
4. Q. Kt. to B, 3d sq. K. Knight to B. 3d sq,
5. K. to R. and R. to B.sq. K. Kt. to adv, Kt. 4th sq.
6. Q. Pawn 1 sq. Kt.takesadv.K.B.P.chg.*
7. Rook takes Kt. Bishop takes R.
8. Queen to K. B.sq. B. to Q. B, 4thsq.or(A)

9. K.B takes adv.B. P.chg., King takes B, or (B)

10. Queen mates in four moves.

VARIATION (A)
WHITE. BLACK.

B. seesvesessrnrensnsanss Botoadv. K. R, 4th sq.t
9. K. B. takesadv. K.B.P.chg. K.to hisB.sq.asthe bestmove,
10. K. Knight takes B. Queen takes Kt,
11, Q.Knighttoadv. Q. 4thsq. Q. Knight to Q. sq.
12, K. Bishop to adv. R, 4th
sq. discovering check.
13. K. Kt. Pawn 1 sq. and Black must lose his Q. to avert the
threatened mate.

} King to his Kt. sq.

* The Black plays ill; he should have castled : if the pawn had
been taken with the bishop instead of the knight, the White would
take the adversary’s king’s bishop’s pawn with his bishop, giving check,
afterwards playing knight to adversary’s king’s fourth square.

1 The game would equally be lost were the bishop to move to
s queen’s knight’s third square.
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(B)

WHITE. BLACK

9_ FEEEEF AR E RS B EE pEEE R Kingtun.!q,
10. Q. B. toadv. K. Kt. 4th sq. K. Bishop to K. 2d sq.
11. Q. Kt. to adv. Q. 4th sq. Bishop takes B. or (C)

12. K. Knight takes B. Queen takes Kt.

13, ‘Bi.shap toadv. K. R. 4th sq. winning the Q. &e.
(¢ ’

11, <ssesssssssscanssansas  Bishop to its 3d sq.*

12. Q. Knight takes B. Pawn takes Kt.

13. K. Knight takes adv. K. P. Knight takes Kt.

14. Q. Bishop takes P. Queen takes B. .

15. Queen takes Q. Koight takes B.

16. Rook to K. B. sq. giving mate in four moves,

* If the Black, at this move, had pushed either his queen’s or
king’s rook’s pawn one square, the White, in case of the former being
-ldrn;noed, should take the adverse bishop with his queen’s knight; aed
on the Black retaking with his knight the White muost move his hlt'!
knight to rook’s fourth square; butin case the king's rook's pawe
is pushed, the White must then take the adverse bishop with his bishop
giving check ; and on the knight retaking, the White should take the
adversary’s king's pawn with his king's knight, having, in both of the
above methods of play a winning game,
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SixTH GAME.

WHITE. BLACK.

1. K. Pawn 2sq. The same.

2. K. Knight to B. 3d sq. Q. Knight to B. 3d sq.
3. Q. Pawn 2 sq. K. Pawn takes P,

4, K.BishoptoQ.B. 4thsq. The same.*

5. K.Kt.toad. K.Kt. 4thsq. Q. Knight to K. 41h sq.+
6. Kt takes adv. K. B. P. Knight takes K.

7. Bishop takes Ki. chg.  King takes B.

8. Q.toad. K.R.4thsq.chg. K. Kt. Pawn 1 sq.

9. Queen takes B. with-a much better game.

# If the Black, at the fourth move, instead of moving king's bishop
to queen’s bishop’s fourth square, had played queen’s knight to its
rook’s fourth square,or had given check with the king's bishop at adver-
sary's queen’s knight's fourth square, the White would, in either case,
be able to recover his pawn, with a game certainly not inferior.

+ If the Black at the fifth move, instead of playing his queen’s
knight, had moved his king’s knight to rook’s third square, the Whita
would still take the bishop’s pawn with his knight.

[The mistake of the Black in this game, the Editor is inclined to
believe, consists in moving his queen’s knight to king's fourth square,
he should have brought “his king’s Ir.l;ight to rook’s third square ; this
method of playing is, however, opposed both by the Anonymous

Modencse and Lolli, in their Treatises on the Defence of this difacult
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SEVENTH GAME.

WHITE. BLACK.
1. K. Pawn 2 sq. The same.
2. K. Knight to B.3dsq. Queen to K. B. 8d sq.*
3. K.Bishop to Q.B.4thsq. The same, or(A)
4. K.toKt.and R.to K.sq. Q. Pawn 1 sq.
6. Q. Pawn 2 sq. K. Pawn takes P.+or(B)
6. K. Pawn 1 sq. Q. Pawn takes P.
7. Q.B.toadv.K.Kt.4thsq. Queen to her Kt. 3d sq.§

and slightly-examined Game. The reader will be able to choose, when
I come to treat on this species of game, that defence which he con-
ceives most safe. The error of the Black in this game the Modenese
and Lolli conceive to begin'at the third move : the opinion of these ex-
tremely accurate writers is so justly entitled to respect, that were it not
for the very strict examination which T have given to the defence
against this opening, I should have great hesitation in pronouncing them
wrong. The reader will find the defence of the Modenese examined
among the Miscellaneous Games in this Treatise.—Fd.]

* This is bad play on the part of the second player ; queen’s knight
to bishop’s third square is the proper move.

+ The great mistake of the Black consists in taking the adversary’s
pawn with that of his king, instead of taking with hiﬂl bishop.

1 If the queen play any where else, the White will equally take the

pawn with his knight.
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WHITE. BELACK.
8. Knight takes adv. K. P. Q. Bishop to K. 3d sq.*
9. Kt takes adv. K. B, P. King takes Kt.
10. Rook takes Q. B. Queen takes R.
11. Q.toad.K.R.4thsq.chg. K. Ki. Pawn interposes.

12. Queen to K. B. 3d sq. checking, winning the Q. and
the game.

VARIATION (A)

B, esevseccsssasnsessesss Queen to K. Kt. 3d sq.
4, K. toKt. and R. to B, sq.  Queen takes adv. K, P.t
5. B.takes adv. K. B.P. chg.
If the King takes the B. the Q. will be lost, the[efore,
King moves to his 2d sq.t
6. Rook to K. sq. Queen to adv. K. B. 4th sq.
7. Rook takes adv, K. P..l::bg. King takes B.

L]

* If the Black had taken the adversary’s queen's knight’s pawn with
his queen, the White, by playing knight to queen’s third square,
would have won the queen by discovering check.

4 In this game the principal mistake of the Black consists in taking
the adverse king's pawn with his queen; the playing queen to king’s
bishop's third square at the third moveis not good, for although it may
not perhaps absolutely lose the game, it is, however, a useless move,
which gives the adversary more time to bring his pieces into play.

-1 If the king had retired to queen’s square, the White should take
the adverse king’s pawn with his knight.
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WHITE. BLACK.
8. Q. Pawn 2 sq. Queen to K. B, 3d sq.

9. K.Kt. toad.Kt. 4th sq. chg. King to Kt. 3d sq.
10. Queen to her 3d sq. chg. K.toR.4th sq.as the best move,
11. Kt. Pawn 2 sq. White giving mate the following move.
(B)
5. sssvsssasssssacsaasess K. Bishop to Q. Kt. 3d sq.*
6. Q. Pawn takes adv, K. P. Q. Pawn takes P.
7. Q. B.to adv. K. Kt. 4th sq. Queen to her 3d sq.
8. Knight takes adv, K. P. Queen takes Q.+
9. B. takesadv, K. B, P. chg. King to B. sq.
10. Rook takes Q. White having a game won by its nature.

EicaTre GAME.

WHITE. ELACK.

1. K. Pawn 2 sq. The same.

* If the Black, at his fifth move, instead of retiring the attacked
bishop had taken with it the adversary’s queen’s pawn, the White will
toke the bishop with bis knight ; and, on the Black retaking with his
pawn, the White must advance his king’s pawn one square, being abls
to recover the two pawns in a few moves, with a game certainly not
inferior. _

+ If the Black, instead of taking the adverse queen, had advanced
king’s bishop's pawn ome square, the White would have given check
with his queen at adversary’s king's rook’s fourth square.
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WHITE. BLACK.
2. K. Knight to B. 3d sq. Q. Pawn 1 sq.*

Q. Bishop to adv. K. Kt.
4th sq. or (A)

4. K.toKtand R. to K.sq. K. Knight to B. 3d sq.

5. Q. Pawn 2 sq. K.P.takes P .+ or (B)or(C)

6. K. Pawn 1 sq. Q. Pawn takes P.

7. K.B.takesad.K.B.P.chg. King to his 2d sq.

8. Knight takes adv. K. P. having a much better game.

3. K. B.to Q. B. 4th sq.

VariatioNn (A)
a. Eha s as FEE B SR e e d e K.R.Pawnl!q-I

4. Q. B. Pawn 1 sq. K. Knight to B, 3d sq.§
6. Q. Pawn 2 sq. K. Pawn takes P.
6. K. Knight takes P. Knight takes adv. K. P.||

—

* For the objections to this move, see the Letter of the Modenese,
on the Book of M. Philidor.—Ed.

4+ The great mistake of the Black begins at this move; he should
have played queen’s knight to queen’s second square.

t If, instead of this move, the Black had played king's knight to
bishop’s third square, the White wounld have at least gained a pawn
by advancing his knight to adversary’s king’s knight's fourth square.

§ If the Black had placed his queen’s bishop at adversary’s king's
knight’s fourth square, the White would have gone with his queen
to her knight's third square.

| The mistake of the Black, in this Variation, consists in taking
the pawn with his knight; it would have been better play to move
king’s bishop to king's seeond square.
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WHITE. BLACK.

7. K.B.takes adv. K.B.P.chg. " King takes B.

8. Queen to adv. K. R. 4th sq. checking, and whatever the
Black plays the White will recover his piece with a

better game.
(B)
B. svenasesessarasssncnss Q. Bishop takes adv. K. Kt,
6. Queen takes B, K. Pawn tokes adv, Q. P.*
7. K. Pawn 1 squ Q. Pawn takes P.

8. Q. to Kt. 3d sq. threaten-
ing to give mate in two > Queen to her 2d sq.

moves.

9. Queen tukes adv. Q. Kt. P. Queen to B. 3d sq.
- 10. K. Bishop to adv. Q. Kt. 4th sq. having a winning game.

(C)
B, ssesasncsennensssssanse Q. Knight to B, 3d sq.
6. K. B. to adv. Q. Kt. 4th sq. Q. B. takes adv. K. Kt.f
7. Queen takes B. K. Pawn takes Q. P.
8. K. Pawn 1 sci. Q. Pawn takes P.

9. Bishop takes Kt. checking. Pawn takes B.
10, Queen takes doubled P.7 Q. Kt. to Q. 2d sq. covering
} the check.
11. Rook takes adv. K. P. checking, and if the Bishop covers

checking.

* The mistake of the Black, in this Variation, commences at this
move, :

T The mistake of the second player commences here; he should
have retired the queen’s bishop to queen’s second square.
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the check, the R. by moving to adv, Q. 4th sq. will gain
a pawn, with which, by playing properly, the White

will win, '
NINTH GAME.
WHITE. BLACK.
1. K. Pawn 2 sq. The samé.

3. K. Knightto B. 3d sq. K. Bishop t6 Q. 3d sq.*
3. K.Bishopto Q.B. 4th sq. K.Knight to B. 8d sq.

If the K. P. take the ady,
Q. P. the White, by ad-
4. Q. Pawn 2 sq. vancing his K. P. will
| gain a piece; therefore,
K. Kt. takes K. P.or (A)
5. Q. Pawn takes K. P. K. Bishop to Q. B. 4th sq.
6. Q’neé‘n to adv. Q. 4th sq. K. Bishop takes B. P. chg,
7. King to his 2d sq. K. to Kt. and R. to B. sq.
8. Queen takes Kt. K. Bishop to Q. B, 4ath sq.

e

* The_error of the Black, in this game, commences at this move,
for bringing the king’s bishop to the queen’s third square, with a view
of defending the king’s pawn, not merely keeps the queen’s pawn at
home, but also prevents the queen’s bishop from coming into play.

L2
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WHITE, BLACK.
9. K. Knight to adv. K.9y K. Kt. Pawn 1 sq. to pre-
Kt. 4th sq. } vent the mate. '

10. K. Rook to B. sq. and White must win.

VARIATION ( A)
4, ssvssssssenaiv sanninan Q.Knighttﬂn_ad]q,

5. Q. Pawn takes K. P, Q. Knight takes P.*

6. Knight takes Kt. Bishop takes Kt.

7. K. B. Pawn 2 sq. K. Bishop to Q. 3d sq.t
8, K. Pawn 1 sq. Queen to K. 2d sq.

9. K.toR.sq.and R.to K. sq. K.to Kt. sq. and R, to K. sq.
10. Q. Bishop to Q. 2d sq. White having a game won by its

nature.

# If the Black, at his fifth move, had taken the pawn with his
king’s bishop, the White should advance his king’s knight to adver-
sary's king's knight's fourth square, afterwards pushing his king's
bishop’s pawn two squares.

t If the Black, at his seventh move, instead of retiring his bishop,
had taken the adversary’s king's pawn with his knight, the White

should immediately move his queen to adversary’s queen’s fourth .

square, having nothing to fear from the adverse queen’s, checking st
king's rook’s fourth square. -

Digitized by Goo

gle



GAME OF CHESS, 149

TENTH GAME.

WHITE. BLACK.
1. K. Pawn 2 sq. Q. Pawn 2 sq.
2. K. Pawn takes P. Queen takes P.

3. Q. Pawn 2sq*or (A) Q.toadv. K. 4th sq. chg.
4. Q. Bishop to K, 3d sq. Q. Bishop to K. B. 4th sq.

5. Q. Kt to B. 3d sq. Queen takes Q. B. P.+

6. Queen takes Q. Bishop takes Q.

7. Q. Rook to B, sq. Bishop to K. B, 4th sq.

8. Q. Knight to adv. Q. 4th sq. having a much better
game.

VARIATION (A )
3. K. Knight to B. 3d sq. Q. B. to adv, K, Kt. 4th sq.
4. K. Bishop to K. 24 sq. K. Pawn 2 sq.]
6. K. R, Pawn 1 sq. Q. Bishop to K. R, 4th sq.

* Queen's knight to bishop's third square is the best move, as it
brings & piece into play and forces the adverse queen to retire. . (Ed.)

+ The great error of the Black consists in taking the the adversary’s
queen’s bishop’s pawn with his queen; it is not, however, a good
move to play the queen’s pawn two squares after the first player has
pushed, at his first move, the king's pawn two squares.

1 The mistake of the Black, in this Variation, is in pushing his king’s
pawn two squares, instead of advancing it only one.
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WHITE. BLACK.
6. K. Knight takes K. P, Queen takes Kt, or (B)
7. King to R. sq. and R. to K, sq. White having a game won
by its nature,
(B) - .
. sssessesssrsuerwsnsess  Queen takes K. Kt, P.
7. Rook to K. B. sq. Bishop takes B.*
8. Queen,as thebettermove, ) K. Bishop to K. 3d s
takes the B, 5 ) ' 1
9. Queento adv, Q. Kt. 4th} King, as his best move, goes
sq. checking. } to B. sq. |

10. Queen to her B, 4th sq. White having a better game.

ELEVENTH GAME.

WHITE. BLACK.
1. K. Pawn 2 sq. Q. Kt. Pawn 1 sq.
2. Q. Pawn 2 sq. Q. Bishop to Q. Kt. 2d sq.

3. K. Bishop to Q. 3d sq. Q. Kt. to B. 3d sq. or (A)
4, Q. Bishop to K. 8d sq. K. Kt. Pawn 1 sq.
5. K. B. Pawn 2 sq. K. Bishop to Kt. 2dsq.

® If the Black, at the seventh move, had retired his bishop to
king’s knight's third square, the White would then have played king's
bishop to its third square.
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WHITE. BLACK.
6. K. Knight to B. 3d sq.  The same.
7. Q. B. Pawn 2 sq. K. to Kt. and R. to B. sq.

8. Q. Knight to B, 3d sq. and the White, by castling
on his Q. side, can advance his Pawns on the

adverse K. on account of which this cannot be a

favourable opening to a game,

VanriaTioN (A )~

B, sessssnsvssrasanans sar K.B, Pawn 2 sq.

4. K. Pawn takes P. Bishop takes K. Kt. P,
5. Q.toadv.K. R.4th sq. chg. K. Kt. Pawn 1 sq.

6. Doubled Pawn takes P. K. Knight to B, 8d sq.

" %, Pawn takes adv. K. R. P.
discovering check from Knight takes Q.

the Q.
8, K, Bishop to adv. K. Kt. 3d sq. giving checkmate,

The Anonymous Modenese now commences with the
games from the Queen’s side ; he begins with the Queen’s
Gambit, and instructs the first player how to benefit by
the second player’s mistakes,
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QUEEN'S GAMBIT.

Showing the proper method of taking advantage when

the second player commits the mistake of defending the
Gambit Pawn.

WHITE. BLACK.
1. Q. Pawn 2 sq. The same.
2. Q. B. Pawn 2 sq. Pawn takes P.
8. K. Pawn 1 sq.* Q. Kt. Pawn 2 sq.

Kt. Pawn takes P. or(A)

| or(Blor(C)

5. K. B. takes doubled P. Q. Bishop to Q. 2dsq.

6. Queen to K. B. 3d sq., and Black must lose his Q.
R. to prevent the threatened mate.

4. Q. R, Pawn 2 &q. {

VARIATION (A)
4, srssnvessrissacasenes Q. B, Pawn 1 sq,
5. R. Pawn takes P. Q. B, Pawn takes P.
6. Queen to K., B, 3d sq. winning a piece. -
(B)
4. wvvse svssassieseraaas Q, Bishop to R, 8d sq.

® It is better play to advance this pawn two squares.
+ The Black plays ill ; he should have advanced his king’s pawn twe

squares,
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WHITE. BLACK. N
5. R. Pawn takes P. Bishop takes P,
b Q. Knight to B, 3d sq. Bishop to R. 3d sq.*
i. Rook takes B. . Knight takes R.
3. Queen to R. 4th sq. checking, &c.

(C)

L. sescssscsscsnsassaases Q. Bishop to Q. 2d sq.
5. R. Pawn takes P. Bishop takes P.
5. Q. Kt Pawn 1 sq. Queen to her 4th sq.
7. Q. Kt. Pawn takes P, Q. Bishop takes P.

8. Queen to R, 4th sq. checking, winning the B. &c.

The following games are not much played ; indeed, the
penings from the Queen’s side admit of little variety.
[he Anonymous Modenese gives no examples on playing
he Queen’s Bishop’s Pawn two squares, it is only a

pecies of the King’s Pawn one game.

® If the Black, at his sixth move, instead of retiring his bishop,

sad defended it with his queen’s bishop’s pawn, the White should |

immediately take the bishop with his knight.
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WHITE. BLACK.
1. Q. Pawn 2 sq. The same,

2, Q.B.toK.B. 4thsq. or(A) The same.
3. Q. Kuight to B.3d sq.  The same.

Q. Knight to adv. Kt. 4ib
4. K. B. Pawn 1 sq. {

sq.* or (B)

5. K. Pawn 2sq. Q. Pawn takes P.

6. K. B.Pawn takes P. Q. Bishop to K. Kt. 3d sq.

7. Q. R. Pawn 1 sq. Q. Knight to B, 3d sq.

8. K.B.toad. Q.Kt. 4thsq. Queen to her 2d sq.

9. Q. Pawn 1 sq. Q. R. Pawn 1 sq.
10. Q. Pawn takes Kt. Queen takes Q. checking.
11. Rook takes Q. R. Pawn takes B.
12. Pawn takes adv. Q. Kt. P. White having a much

better game.
VARIATION (A)
2. Q. Knight to B. 3d sq. Q. Bishop to K. B, 4th sq.
8. K. R. Pawn 2 sq. K. Pawn 1 sq.t |

4. K. Pawn 2 sq. having a game won by its nature,

* The error of the Black, in this Variation, consists in advancing his
queen’s knight to adversary’s knight's fourth square; he should have
moved king's knight to bishop’s third square.

+ The Black loses the game by this move ; he should have meved

either his king's rook's pawn or his queen’s bishop’s pawn one square.
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(B)
WHITE. ) BLACK.
‘.' aaEmE s s BEREN RS BR R e K, Pl""lliq-

3. K. Pawn 2 sq. Q. Pawn takes P.*

i. K. B. Pawn takes P. Q. Bishop to K. Kt. 3d sq.
. K. B. to adv, Q. Kt. 4th sq. K, Knight to K. 2d sq.

). Q. Pawn 1 sq. Pawn takes P,

). K. Pawn retakes, &e.

WHITE. BLACK.
l. Q. B. Pawn 1sq.+ K. Pawn 2 sq.

. K,Pawn 2 sq. K. Kt. to B. 38d sq. or (A)
i. Queen to B. 2d sq. K. Bishop to Q. B. 4th sq.

w K. Knightto B. 3d sq. K., Kt.to adv. Kt. 4th sq.}

* The mistake of the Black, in this Variation, is at this move ; he
rald have retired his bishop to king’s knight’s third square.

I This is » singular move, the game may, however, be considered
mppertaining to the king’s side, for, were the moves to be transposed,
» king’s pawn two squares, at the first, instead of queen’s hishop’s
vn.one square, the game would be reduced to one of the common
mings.

: The error of the Black begina here ; for, by moving this knight,
allows the White to bring his pawns in the centre: he ought either
mgve queen’s pawn -one square or queen’s knight to bishop's third
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WHITE. BLACK.

5. Q. Pawn 2 sq. K.P.takes P.as bestmove,
6. Q. B. Pawn retakes K.B.toad.Q.Kt.4thsq.chg.
7. Q. Knight to B, 3d sq.  K.to Kt.sq.and R.toB,sq*
8. K. R. Pawn 1 sq. Knight to K. B. 3d sq.
9. Q.B.to adv.K.Kt.4thsq. K. R. Pawn 1 sq.}

10. K. Pawn1 sq. R. Pawn takes B.

11. K. Kt. takes doubledy K. Bishop takes Kt, chg.

P. } as his best move.

12. Q. Kt. Pawn takes B.  Rook to K. sq.

13. K. Bishop to K. 2d sq.{ Knight to Q. 4th sq. as the
best move.

14. Q.toadv.K.R.2dsq.chg. King to B. sq.

15. Q.toadv. K. R.sq.chg. King to his 2d sq,

16. Q. takes adv. K.Kt.P. Rook to B, sq.

17. K.B.toadv.K.R.4thsq. Queen to K. sq.

18. Q. B. Pawn 1 sq. White having a game won by its

nature.

square, It is necessary to observe that these two pawns occupying the
centre of the board contribute greatly to the Black’s losing the
game, as they not only prevent his bringing him pieces into play but
also allow the White an open game.

* If the Black, at his seventh move, instead of castling, had played
his queen’s pawn one square, the Black would have given check with
his queen at rook’s fourth square.

+ If the Black, at his ninth move, had pushed his queen’s pawn
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VARIATION (A)

WHITE.

!-, -'liittlllitlll!rltlrl-
3. K. Knight to B, 3d sq.
4, K. Bishop to Q. B. 4th sq.

5. K.toKt.sq.and R, to B, sq.

6. Queen to R. 4th sq. chg.
7. K. B. takes K. B. P. chg.
8. Queen takes Kt.

BLACKE.
K. Bishop to Q. B. 4th sq.
Q. Pawn 1 sq.
K. Knight to B. 3d sq.
Knight takes K. P.
Q. Bishop to Q. 2d sq.
King takes B.
Q. Bishop to its 3d sq.

9. Queen to her B, 4th sq. checking, having a game won by

its nature.

one square, the White should, notwithstanding, have advanced his

king’s pawn.

* The Black plays ill here; he should have castled or moved
queen’s knight to bishop’s third square.
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The fullo:wing Ganies are given by the Anonymous
Modenese with a view of enabling the second player to
take advantage when his adversary misconducts the attack
which the first move gives. Black moves first.

FirsT GAME, .
BLACK. . WHITE.
1. K. Pawn 2 sq. The same.

2. K. Knight to B.3d sq. Q. Kt. to B. 3d sq.*
3. K. Bishop to Q.B.4thsq. The same,

4, Q. B.Pawn1 sq. K. Knight to B. 3d sq.

6. KtoKt.andR.toK.sq:4 The same.

6. Q. Pawn 2 sq. K. Pawn takes P.

7. K. Pawn 1 sq.} K.Kt, to ad. K. Kt. 4th sq.

®* This is certainly a better method of defending the king’s pawn
than moving the queen’s pawn one square, as Lopez, who is followed
by Philidor, does. :

+ If the Black, at his fifth move, instead of castling, had moved
king’s knight to adversary’s knight’s fourth square, the White should
castle with his king at knight’s and rook at bishop’s square.

1 If the Black, at his seventh move, had taken the doubled pawn
with his bishop’s pawn, instead of advancing his king's pawn, the
White should (as his best) move king’s bishop to adversary’s queen’s
knight's fourth square, threatening to win the adversary’s king's pawn ;
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BLACK. WHITE

8. Q.B.P.takes doubled P.* Q. Knight takes P.
9. King’s Kt. takes Kt. Queen toadv. K.R. 4th sq.
10. K. R.Pawn1sq. or(A)} Q. takesK.B.P. checking,

11. King to R. sq. Queento ad. K. Kt. 3d sq.

Bishop takes Kt, threat-
12. K. R. Pawn takes Kt. ening mate with the Q.
at adv. K. R. 4th sq.
13. Q. Bishop to K.3d sq-f Bishop takes K. P.
14. King plays to Kt. sq.} K. Bishop to adv. Q. 4th

as his best move, sq. and White will win.

. VARIATION (A)
10. Q. Bishop to K, 3d sq. Queen takes R. P. checking,
11. King to B. sq,. Q. to adv. K.R. sq. checking,

but if, instead of this, the Black had advanced, at his seventh move,
king’s knight to adversary’s knight's fourth square, the White would
then have advanced his queen’s knight to its king's fourth square.

* The error of the Black commences here; he should have played
queen’s bishop to adversary’s king's knight's fourth syuare,

4 If the Black, at his tenth move, had retired the king’s knight to
bishop’s third square, instead of moving his rook’s pawn, the White
-ugu have mated him in three moves. ’ -

1 If the Black, at his thirteenth move, had taken the bishop with
his queen, the White should not immediately take the rook with his
queen, but ought first to give check at the adversary’s king’s rook's
fourth square. '
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BLACK. WHITE.
12, Kiog to his 2d sq. Queen takes adv. K, Kt, P.
13. K. Rook to Kt. sq. Knight takes Q. B, |
14. King takes Kt Rook takes K. P. checking.
15. King to Q. 3d sq. Queen takes K. B, P. having

a game won by its nature.

SECOND GAME.

BLACK. WHITE.
1. K. Pawn 2 sq. The same.

2. K. Knight to B. 3d sq. Q. Knight to B. 3d sq.
3. K.Bishop to Q.B.4thsq. K. Knight to B, 3d sq.*
4. K. Kt. toadv. Kt.4thsq. Q. Pawn 2 sq.

5. K. Pawn takes P. K. Knight takes P.

.6. Queento K, B, 3d sq.+ Queen takes Kt.

b

* The White plays ill here; he should have moved king's bishoyu;
queen’s bishop's fourth square, as shall be shown in a Variation to the
first game on the regular defence against the advantage of the first
IOVe.

+ The error of the first player commences here; he should have
moved queen’s pawn in order to defend his king’s knight. If the
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BLACK. - WHITE.

. Bishop takes Kt.* Q. Kt, to adv. Q. 4th sq.

. Q.takesadv.K.B.P.chg. King to Q. aﬁ. having a
game won by its nature. If‘the Black, with the
view of defending the two attacked pawns, should
- retire his bishop to king’s fourth square, the White
would immediately move his queen’s bishop to king’s
.third square, attacking adversary’s queen; if, how-
ever, the Black should move his king to queen’s
square, the White will check with his bishop at
adversary’s king's knight’s fourth square, and on
the Black interposing his pawn, the White, by re-
tiring his bishop to ruokl’s fourth square, will win

the adverse queen.

THiIRD GAME.

BLACK. | WHITE.
K. Pawn 2 sq. The same.

ok, at his sixth move, had taken the adversary’s kings bishop's
n with his knight, the White should retake with his king, as he
be able to maintain the advantage. ’

If the Black had taken the knight with his queen, instead of the
op, the White would play queen’s hishop to king’s third square.

M
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- BLACK. : ' WHITE.

2. K. Knightto B. 3dsq. Q. Knight to B. 3d sq.*

3. K.B.toadv.Q.Kt.4thsq. . Q. R. Pawn 1 squor (A)

4. K. Bishop takes K. Q. Pawn takes B.

5. Knight takes K. P. Q. to adv. Q. 4th sq.

6. K. Knightto its 4th sq.

as the best move..

7. Queen takes B. K. Kt to B. 3d sq. White

' ' having by no means an

} Q. Bishop takes Kt.

inferior game.

VariaTioN (A)
3' T Y ITI Il .lllll_..f..:. K. Bi!hﬂpmq.n.‘thqu

4. Bishop takes Kt.t Q. Pawn takes B.
5. K. Knight takes P.} B. takes adv. K. B. P, chg.
6. King takes B. Queen to adv, Q. 4th sq.chg.

* This move has been reprobated by Rui Lopez, who opposes to it
king's bishop to adversary’s queen’s knight's fourth square; how far he
has suceeeded in proving the move to be bad, the reader may judge by
this game and the following Variation,

t If the Black, instead of taking the knight with his bishop, had
moved queen’s bishop’s pawn one square, the White should plsy
queen to king’s bishop’s third square, and, in case the bishop should
then take the knight, the queen must retake, forcing the Black either
to advance his queen's pawn, or to take the adverse king's pawn' with
his knight. - ,

i If the Black, at his fifth move, instead of taking the adversary's
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FourTH GAME.

BLACE. . WHITE.
1. King’s Pawn 2sq. °  The same.
2. K. Knight to B. 3dsq. Q. Knight to B. 3d sq.
8. K. B.10Q.B.4thsq.  The same.
4. Q. Kt toB. 3d sq.or(A) K.Knight to B. 3d sq.
& K.Kt toadv,. Ki.4thsq.* - K. to R.and R. to B. sq.
6. Kt. takes K. B, P. chg. Rook takes Kt.

7. Bishop takes R. Queen to K. B. sq.
B B. 4th { K. Bishop takes adv. K. B.
8 B.10 Q. B.4thsq. P. checking.

9. If the White King
take the Bishop he
will be mated in four » Q. Pawn 2 sq.
moves, therefore K.

moves to B. sq.
10. K. Bishop o K. 2d 3q.+ Q. Pawn takes K. P.

h-.lg’l pawn, had played his queen’s bishop's pl:lfll one square, the
White should then play his queen to adversary's queen’s third square;
and, should the Black take the king’s pawn with bis knight, the White,
by taking the adversary’s king’s pawn with his queen, would remain
with a better game-

‘# This move is not well plajed on the part of the Black ; he should
have castled. )
+ If the Black, at his tenth move, had taken the queen’s pawn with

M2
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BLACK. WHITE.
11. Q. Pawn1sq. ' = K.B,toadv.K, R. 4thsq.
12. King to Kt. sq.' Q. to her B. 4th sq. chg.

13. Q. Pawn interposes. Q. Knight takes<P.

i4. Q. Bishop to K. 3d sq. Kt.toadv. K.B, 3d sq.chg.

15. King to B. sq.as his]) -Queen takes B. threaten-
best move. } ing mate,

16. Q. to adv. Q. sq. chg.  Knight to its sq.

17. Q. Knight to Q. sq. { Queen w wdv. K 4

. - checking.
18. K. R. must take the Q. Knight takes .P. giving
R checkmate.

VARIATION (A)
4. K. to Kt. and R. to K.sq. K. Knight to B, 3dsq.
5. K. Kt. to adv. Kt. 4th sq.* K. to R. and K. to B. sq.
0. Knight takes K. B, P. chg.t Rook takes Kt.
7. Bishop takes R. Queen to K. B. sq.
8. K. Bishop to Q. B. 4th sq. K. B. takes adv. K. B. P, chg.

bis pawn, the White should then have played queen’s bishop to adye-
sary’s king’s knight's fourth square, maki_ng an attack similar I:n?l'-
in Game the Fifth, Variation (B) page 140, where the White has i
first move.

* The Black plays ill here ; the attack is premature. C.
- 4 If the Black, at his sisth move, had taken the bishop’s paws
with his bishop, the White should move his king's rook’s pawn one
square.
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BLACK. WHITE.

K: Knight to‘adv. Kt. 4th sq.
¥ King takes B. - discovering -and - -giving
. check,
.. King to Kt. sq. Queen 1o adv. K. B. 2d sq. chg.
. King to R, sq. Queen to adv, K. R. 4th sq.

winning the game.

FIFTH GAME,

BLACK. WHITE.
. K. Pawn 3 iiq. The same.
» K.Bishopto Q.B.athsq. K. Knight to B. 3d sq.
b Q. Knight to B. 3dsq. K.B.t0oQ.B,4thsq.or(A)
« K. Knight to B. 3d sq. Q. toK.2d sq.or(B)or(D)
» K. Kt toadv.Kt. 4th sq.* K. B.takes K. B.P. chg.
i King takes B.4 Queen to B. 4th sq. chg.
. Q. Pawn 2 sq. Queen takes B,
.. Q. Pawn takes K. P, Q. to her B. 4th sq. chg.

¥ The bad play of the Black commences here; he should have
stled. _

F If the king had not taken the bishop, the White, by castling
*h his king at the knight's square and rook at the bishop's square,
uld still have had a superior game.
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BLACK. WHITE.
9. Q. Bishopto K.3dsq. = Queen takes doubled P.
10. Q. to her 4th sq. K. to Kt. and R. to0 K. sq.
: White having a game
won by its nature.

VARIATION (A )
3. sssssasssssasnnasesses  Knight takes K, P.

4. Knight takes Kt. Q. Pawn 2 sq.
5, K. Bishop to Q. 3d sq.* Pawn takes Kt,
8. Bishop takes P. K. Bishop to Q. B. 4th sq,
7. K. Knight to B. 3d sq. K. B. Pawn 2 sq. forcing a
' piece.
(B)

4 revsersessssssnsssesss Q. Pawn1 sq.
5. K.Kt.toad Kt.4thsq.tor(C) K.B, takes adv. K.B, P.chg.
8. If the King take the B.

the White Kt. will give

check at adv. Kt. 4th

sq. afterwards taking

adv. K. Kt. therefore,

K. moves to B. sq.

K. to R, and R. to B. sq.

* The mistake of the first player commences here ; he should have
taken the adverse queen’s pawn with his bishop, and on the White
queen’s retaking, Black should have brought his queen to king’s bishop's
third square, in order to defend his knight, which piecg it would have
been bad play to retire,

t The error of the Black begins at this move.
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BLACK. WHITE.
7. xt- l.kﬂ d‘l Kc Bi Fa‘]l!v. RWE t‘kﬂ Kt.

8. Bishop takes R, - Q. B. to adv. K. Kt, 4th sq.
9. Q. Knight to K. 2d sq. = Knight takes adv. K. P. and
White must win.
(C)
5. KtoKt.and R. to B.sq. K. to R.and R. to B. sq.
6. K. KL to adv. Kt. 4th sq.+ The same,
7. Kt. takes ady. K. B. P, chg. Rook takes Kt.
8. Bashop takes R. Queen to adv. K. R. 4th sq.
having a winning game.
| (D)
4, sesvsssseracassessasess K. Knight to adv. Kt. 4th sq.p

# If the Black, at his seveath move, had taken the bishop’s pawn
with his bishop instead of the knight, the White, by retiring his king’s
bishop to adversary’s king's rook’s fourth square, would have a much
finer game than his adversary.

1 The mistake of the attacking player in this, as also in the
preceding Variations, proceeds from supposing that the adversary’s
king’s bishop’s pawn can be taken by the knight with safety, where-
as such a move cannot be ventured without risk, or, to speak
properly, without losing the game.

1 It is necessary to remark, that in playing knight to adversary’s
knight's fourth square, the Black does not play ill; the difference
between this and the preceding Variations, consists in the first player’s
queen’s pawn being at home; for it may be observed in the preceding
Variations, that when the first player moves his king’s knight to the
White's knight's fourth square, the queen’s pawn has been always ad-
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BLACK. WHITE.
5. K.to Kt. and R, to B. sq. Q. B. Pawn 1 5q.
6. K. R, Pawn 1 sq. K. R. Pawn 2 sq,
7. R. Pawn takes Kt.* Pawn takes P.

. Queen to adv. K. R. 4th sq.
8. Knight to R. 2d sq. {

threatening to give mate,

9. Rook to K. sq, Q. takes adv. K. B. P. chg.
10. King to R, sq, © Rook takes Kt. checking, and
| Q. will mate.

SI1XTH GAME.}

BLACK, - WHITE.
1. K. Pawn 2 sq. The same.
2, K. B. to Q. B, 4th sq.  The same.
3. Queen to K. B. 3d sq.} K. Knight to B. 3d sq.
4. Queen to K. Kt. 3d sq. K. to R. and R. to B. sq,

vanced one square, which enables the White to take the adversary’s
king’s bishop's pawn with his bishop.

* The Black loses the game by this move ; he should have advanced
his queen’s pawn one square.

t Bee the Seventh Game where the White has the move, p. 143,
Variation (A) from which this is derived. '

1 This move is not good ; the attack being premature,
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WHITE, BLACK, .

5. Queen takes adv. K. P.* K. Bishop takesadv. B. P.
giving check, and White
has a much better game,

SEVENTH (GAME,

BLACK. WHITE.
1. K.Pawn 2 sq. The same.

2. K. Bishop toQ.B.4thsq. The same.
3. Q.to adv. K. R. 4thsq.+ Queen to K. 2d 8q.
4. Q. Kt.toB.3dsq.or(A) K. Knight to B. 8d sq.
5. Q.toadv. K, Kt. 4th sq. Q. B. Pawn 1 sq.
- 6. Queen takes K. Kt. P.} Rook to Kt. sq.

. K. Bishop takes adv. K. B.

7. Q.to adv. K.R.ﬂdnq.{ 1shop ‘a esadv. K. B
P. checking, or ( B)

8. King takes B. Knight to adv. Kt. 4th sq.

winning the Q.

* Tha'greu.l: nﬂatﬂ:e of the Black is at this l'l'll.".l'i'e._; as the h'n'g's; pnﬁ'n
cannot be taken with safety ; he should have moved his king’s knight
out,

4+ This is not a good move, as the attack is premature.

{ The principal error of the Black consists in taking this pawn; he
should either have advanced his queen’s pawn one square, or brought
out king's knight to bishop's third square.
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VaAriaTiON (A)
BLACK WHITE

. 4. K. Knight to B, 3d sq. Q. Pawn 1 sq.

& K.Kt. to adv. Kt. 4th sq. K. Knight to B. 3d sq.

6. K. B. takes K. B, P.chg.* King to Q. sq.

7. Queento K. R. 4th sq.t Rook to B. sq.

& K.Bishopto Q. B.4thsq. Knight takes K. P. White
having a game won by its
mature.

(B)

T sssssesscccisnssssssns Q, Pawn 2 sq,

8. If the Pawn take, or the _
B. retire, the Q. is lost, » K. Bishop takes B. P. chg.
for

9. The K. moves anywhere.; Rook moves to Kt. 3d sq.

- winning the adv. Q.

* The mistake of the Black commences here; he should have takea
the pawn with his queen, upon which the White, by exchanging queens
and afterwards on the bishop's checking, moving king to its second
square, would have remained with a game not inferior te his adver-
sary’s.

‘ + If the Black had moved his queen to any other square, the
White would have moved his king’s rock’s pawn one square.

1 Had the king taken the bishop, the queen would have been equal-

by lost.
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KING’'S GAMBIT.

Berore the Anonymous Modenese gives the
regular defence against the Giuoco Piano and
Queen’s Gambit, he proceeds to the eonsidera-
tion of the Gambit of the King. The opinion
of Salvio, and almost every respectable writer
on this game, isthat the Pawn given at the second
move, by the first player, may be successfully
defended : such opinion is also entertained by this
most celebrated of all players, who confines
himself merely to the leading defences, without
going into the many varieties of a game, which
long practice and great experience had taught
him to consider unsound. Philidor stands, I be-
lieve, alone in maintaining that the Gambit can be
safely played against any antagonist. The Ano-
nymous Modenese’s Letter on Mr. Philidor’s
Book will be useful in setting this matter in a
clearer point of view, although it may be now
almost considered unnecessary, as a first-rate
player when contending with an equal antagonist
rarely ventures it.—(Ed.)

¥
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FirsT GAME.

BLACK. WHITE.
1. K. Pawn 2 sq. The same.
2. K. B. Pawn 2 sq.* Pawn takes P.

3. K. Knightto B.3dsq. K. Kt. Pawn 2 sq.
K. Kt. Pawn 1 sq. as the
| best move. |
5. K.Kt. toadv. K. 4thsq. K. R. Pawn 2'sq.+

4. K. R. Pawn 2'sq. {

6. Q Pawn 2 sq. Queen to K. B. 3d sq.
7. Q. B. Pawn1sq.for(A) Q. Pawn 1 sq.
8. Knight to Q. 8d sq. K. Bishop to R. 3d sq.

9. Queen to K. 2d 5q.§ K. Knight to K. 2d sq.
10. Queen to K. B. 2d sq. K. Knight to its 3d sqz:

¥ In this and the following games the mistake of the Black is not
remarked, because it is supposed that his bad -play consists in playing
ﬂ;e King's Gambit at all.

+ The White, at his fifth move, might also have played king's
bishop to king's seeond square. -

.1 1f the Black, at his seventh move, had brought out his queen’s
khight, the White would then have played his queen’s bishop’s pawn
one square,

§ If the Black had, either at his ninth or tenth move, advanced his
king’s pawn, the White, by taking with his queen’s pawn, would, not-

withstanding, have been able to preserve the advantage of the pawn.
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certain of maintaining the P. which is given : which
advantage, with careful play, ought to secure the

game.
VariaTioN (A)
BLACK. WHITE.
7. K. Bishop to Q. B. 4th sq. K. Knight to R. 3d sq.
8. Q. B. Pawn 1 sq. K. Bishop ta;Q. 3d sq.
9. K. Knight to Q. 3d sq. Doubled Pawn 1 sﬁ.
10. Pawn takes P.* K. Bishop to adv. K. Kt. 3d

8q. checking, winning the adversary’s R. P. with a better
_sitnation, which method of playiug Salvio does not
notice at the Twenty-first Chapter of his Fourth Book,
when he pushes Q. P. 1 sq. at the eighth move of the

. 'White instead of playing K. B. to Q. 3d sq.

* If the Black, at his tenth move, instead of taking tﬁa doubled
pawn had advanced either the king's pawn, or played the queen’s
bishop to adversary’s king's knight’s foarth square, the White could,

notwithstanding, have taken the adversary’s king’s knight's pawn,

having a better arranged game.
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-8BOOND GAME,

BLACK, WHITE.
1. K. Pawn 2 sq. The same.
2. K. B. Pawn 2sq. Pawn takes P.

3. K. Knight to B. 8d sq. K. Kt. Pawn 2 sq.
4. K.B.t10Q.B.4thsq. K.Kt Pawn1 sq.
5. K.Kt.toad.K.4thsq.or(A) Q. toad. K. R. 4th sq. chg.
6. King to B. sq. K. Knight to R. 3d sq.*
7. Q. Pawn 2 sq. Q. Pawn 1 sq.
8. K. Knight to Q. 3d sq. Doubled Pawn 1 sq.
9. K. Kt. Pawn takes P:+ Pawn takes P.
10. Queen takes P. K. Bishop to R. 3d sq.
chg. winning theQ. and
the game,

® This move is much better than playing the knight to kings
bishop's third square, :

t If the Black, at his ninth move, instead of taking the doubled
pawn, had advanced his king’s knight's pawn one square, the White
should retire immediately his queen to king's second square, certain of
maintaining the given pawn. I say to king’s second square, for if the
White queen had checked at adversary’s king's rook’s third square, the
Black, by moving his king to its own square, would have forced the
queen to move to rook’s fourth square to prevent losing her. The
losing of the queen is given by Salvio, in the Twentieth Chapter of
his Fourth Book in a far more brilliant manner than that given’
above.
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VariatioNn (A)

. Tf the Black, at his fifth move, had taken the adversarys
King's Bishop’s Pawn with his Bishop, giving check, the White
should have moved as follows :—

BLACK. ' WHITE.

5. K. B. takes K. B. P. chg.  King takes B.

6. Kt to adv. K, 4th sq. chg. King to his sq.

7. Queen takes K. Kt. P. Queen to K, B.3d sq.

8. Q. to adv. R. 4th sq. chg.  King to his 2d sq.

9, K. Knight to adv, B. ﬁd} Queen takes KL
sq. attacking the R.
10. Q. to adv. K, 4th sq. chg.  Queen to K. 3d sq.
11. Queen takes R. K. Knight to B, 3d sq.
12, Q. Pawn 1 5q.* Q. Kt. to B, 3d sq. threaten-
ing to move the K. to B, 2d sq. and afterwards K. B.1e

Kt. 2d sq. and win the Q.

® If the Black, at his twelfth move, had advanced his queen's
knight's pawn one square, and afterwards his queen’s bishop to koight's
second square, the White should have played queen’s knight to bishop's
third square, afterwards placing it at king's fourth square.
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THIRD GAME.

BLACK.
1. K. Pawn 2 sq.

2, K. B. Pawn 23sqg. -

3. K. Kniglt to B. 3d sq.

4. K. B.to Q. B. 4thsq.

5. K. Knight to adv. K.
4thsq. or (A)

6. Kuight takes Kt. P. { .

7. Knight to K. B. 2d sq.
8. K. Pawn takes P.
rﬂ. K. Bishop to adv. Q.
Kt. ath sq. chg.

10. Pawn takes P.

11. King to B. sq.

12. King takes P.*

13. King to B. sq.

14. Q. Pawn 1 8q.

}

|

WHITE.

The same.

Pawn takes P.
K. Kt. Pawn 2 sq.
K. Kt. Pawn 1 sq.

K. Knight to R. 3d sq.

Queen to adv. K. R. 4th
sq. checking or ( B)

Q. Pawn 2 sq. '

Doubled Pawn 1 sq.

Pawn interposes.

Queen to K. 2d sq. chg.
P. takes Kt. P. chg.

Q. to K. Kt. 4th sq. chg.
Queen takes B. checking.
Quaeﬁ takes the doubled P.

having a game won by its nature.

* If the Black, at his twelfth move, instead of taking the pawn,
had moved king to knight's' square, the White should immediately take
the doubled pawn with his queen’s knight's pawn, and on the Black

bishop’s retiring, take the adversary’s rook with his pawn.
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VariaTioN (A)

It is mecessary to observe, that if the Black, at his fifth
move, instead of playing king’s knight to adversary’s king’s
fourth square, had castled with his king at the rook’s square and
the rook at bishop’s square, as is given by Salvio at the Twelfth
Gambit of his Third Book, the White, by taking the knight
with his pawn, would have won, contrary to the opinion of the
above celebrated and excellent writer, in the following manner:*®

BLACK. WHITE,
5. K. to R. and R. to B. sq.  Pawn takes Kt,
6. Queen takes P. Queen to K, 2d sq.
7. Queen takes doubled P. K. Knight to R. 3d sq.
8. Queen takes Q. B. P. Q. Knight to B. 3d sq.
9. The same, The Queen now must not

move to her third square, but should rather go to her
bishop’s fourth square, having a good game ; for if the
Black retire or defend the attacked bishop, the White
will win the adverse queen by moving king’s bishop to
queen’s third square; and if the Black advance his

* The sacrifice of the knight, in the Muzio Gambit, was considered
as safe, the Italian method of castling being allowed, by the late Mr.
Sarratt, in his Translations of Salvio, Damiano, and Lopez. Indeed,
I believe that the Anonymous Modenese is mistaken in the general
assertion, that this game can be defended against the sacrifice of the
kn.igi:ll:, however right be may be in his observations on the game given
by Salvio, who does not certainly pursue the strongest method of
attack.—Ed, |

N
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knight to adversary’s queen’s fourth square, the White
will, notwithstanding, move king's bishop to queen’s
third square, and on the Black, as his best, giving
check with the knight at adversary’s king's bishop's
third square, the White must move king to his second
square, having no occasion to regard the check from the
knight at the queen's fourth square; but if the Black
should not retire or defend the attacked bishop, nor
move the aforesaid knight to adversary’s queen’s fourth
square, but should rather remove his queen to king's
bishop’s fourth square, the White must take the bishop,
and on the Black’s placing his queen’s knight at adver-
sarir'l queen’s fourth square, will play king’s bishop to
queen’s third square. The winning of the above game
rests upon the authority of Salvio alone : it shall not be

my office to show to what varieties this Gambit can
extend itself.

(B)
BLACK. WHITE.
B, sssessveencnrassieases  Knight takes Kt,
7. Queen takes Kt, Q. Pawn 2 sq.
8. Queen takes doubled P. Pawn takes B.
9. Q. to adv. K. 4th sq. chg, Q. Bishop to K. 3d sq. _
10, Queen takes R, Queen to adv. K. R. 4th sq,

chg. having a belter game.
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FourTH GAME.

BLACK. WHITE.
1. K. Pawn 2 sq. | The same.
2, K.B.Pawn2sq. = = Pawntakes P,
3..K. Knight to B, 3d sq. K. Kt. Pawn 2 sq.
4. K. B.to Q. B. 4thsq. K. Bishop to Kt. 2d sq.*

5. K. R. Pawn 2 sq. K. R. Pawn 1 sq.
6. R. Pawn takes P. R. Pawn retakes.
7. Rook takes R. Bishop takes R.

8. K. Knight to R.2d sq. Queen to K. 2d sq.
9. Q. Paw_n 18q.} Q. B. Pawn 1 sq.

10. Q. to adv. K. R. athsq. K. Bishop to Kt. 2d sq.
11. K. Knight to B. 3d 3q. Q. Pawn 2 sq.

* If the White, at his fourth move, instead of playing bishop to
knight's second square, had moved king's rook’s pawn one square,
the Black would have advanced his knight to adversary’s king's fourth
square; but if the White had advanced his king's bishop's pawn one
square, the Black might have taken the adversary’s knight's pawn
with his king's knight, for if the bishop's pawn should retake, the
Black would give mate in a few moves. |

+ If the Black, at his ninth move, had played his queen to
adversary’s rook’s fourth square, the White should not hesitate in
taking the adversary’s king's pawn with bis queen, although Salvio, at
his Fourteenth Chapter, is of a contrary opinion,

N2
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BLACK.

12. K. B.to Q. Kt. 3d sq. and then the White will be

able to maintain the Pawn.

Firra GAME.

BLACK. WHITE.
1. K. Pawn 2 sq. . The same.
2. K. B. Pawn 2 sq. Pawn takes P.
3. K. R. Pawn 2 sq. K, Bishop to K, 2d sq.
4. K. Knight to B. 3d sq. Q. Pawn 1 5q.

or (A)or (B)

5. Q. Pawn 2 sq. Q. B. to ad. K. Kt. 4th sq.
6. Q. B. takes doubled P.* K. B, takes K. R. P. chg.
7. K. Kt. Pawn 1 sq. K. Bishop to Kt. 4th sq.

maintaining the given P,

YAriATiON (A)
4. Queen to K. Kt. 4th sq. K. Knight to B, 3d sq.
5. Q. takes K. Kt. P.or (C) K. Rook to Kt. sq.
6, Queen to adv. R. 3d sq. K. Bishop to Q. 3d sq.

® If the Black, at his sixth move, had moved his queen’s knight to
queen’s- second square, instead of taking the doubled pawn, the
White should bring his king’s knight to bishop’s third square,.in order
to advance to the rook’s fourth square.
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BLACK. WHITE.

7. K. R. Pawn 1 sq, K. R. to adv, K. Kt. 4th sq.

8. K. Pawn 1 sq. Bishop takes P. White having
a much better game. .

(C)

5. Queen takes doubled P. K. to R.and R. to K, sq.

6. Q.Pawn13sq. Q. Pawn 2 sq.

7. Q. Knightto B, 3d sq.* Q- Pawn takes K, P,

8. 'Knight takes P, - Knight takes Kt.

9. Pawn takes Kt. K.B.toad. Q. Kt. 4th sq. chg.

10. If the Q. Bishop interpose, the White will take the ad-
verse K. P. with his R. giving check, therefore,
Q. B. Pawn 1 sq. Queen to adv. Q. 4th sq.
having a much better game.
(B)
4. Queen to K. Kt. 4th sq. K. Knight to B. 3d sq.
5. Queén takes doubled P. King to R. and R. to K. sq.

6. K. Pawn 1 sq. K. Knight to its sq.
7. Q. Pawn 2 sq. Q. B. Pawn 2 sq. '
8. Q. B. Pawn 1 sq. Q. B. Pawn takes adv. Q. P.
9, Q. B. Pawn retakes, K. B, Pawn 1 sq.
10. K. Knight to B, 3d sq. K. B. Pawn takes adv. K. P.

* If the Black, at his seventh move, had advanced his king’s pawn,
the White would play knight to adversary’s knight's fourth square, and
on the Black advancing his queen’s pawn to the fourth square, the
White, by moving his king’s bishop’s pawn one square, would recover

his pawn in a few moves.
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11. Pawn takes P, K. Bishop to its 3d sq.

12. K. Bishop to K, 2d sq.* K. Bishop takes P.

13. Knuight takes B. . Queen toR. 4th sq. checking,
recovering the piece, and remaining with a pawn advan-
tage.

* If the Black, at his twelvth move, instead of covering his king
with his bishop, had moved queen’s bishop to queen’s second square,
the White, by advancing his queen’s pawn one square, would have
waintained his pawn advantage,
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ol

INTRODUCTION.

AvLL the writers on this game have considered
the First Move a great advantage, lamenting
that it is the only circumstance in which chance
had any place; and as no author that I have
read has shown the method of successfully op-
posing it, I have always thought their works
deficient in the most essential point. For these
reasons, it has been my wish, if not altogether
to supply this defect, at least to excite the atten-
tion of others to it in the following Treatise, in
which will be shown the best openings of the
Ghuoco Piano, the most solid . and instructive of
games, together with some other irregular games,
in which the best use will be made of the First
Move, which is supposed to be the Black’s; and
I shall then point out to the White the counter-
moves, which are best adapted not only to ob-
stract and paralize the attacks of his adversary,
but also to enable him to acquire the superiority
in case his opponent should make an irregular or

incautious attack.
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- These games will appear dull and destig wate of
spirit, -and they must necessarily appem 3 so,
because no errors are supposed to be cﬂmmlued
on either side, each party anticipating andl <ouny,_
teracting the designs of his adversary by the cor.
rect counter-move, so that no brilliancy &g, be
given to the game by the victory of the opne or
the defeat of the other. There is another reason
which contributes to the want of spirit by whi ch
these games will appear to be chamﬂ’terized'
namely, that they are only conducted g far as
that part of the é'ame at which the a.dvantage of
the First Move is lost, which is the principal
object I had in view, as it appears to me to be o
point of the first importance to enable the studesns
to extricate himself, with success, from the snares
laid by his adversary in the early part of the
game, which are generally the most dangerous
and embarrassing. |

I have now only to suggest to the courteoys
reader, that if any other moves should appear
to him to be better than those which are recom.
mended in the following Treatise, it may be well
if he do not persuade himself of this too hastily ;
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Jor I have examined an tmmense number of moves,
and weighed all their consequences, before adopting
those whicl are here declared to be the best; and
as I have long suspended my judgement before
producing them to the public, it is but reason-
able that the reader should do the same before

he condemns them.

GIUOCO PIANO GAMES.*

The First Player moves at his Fourth Move Queen'’s

Bishop’s Pawn one square.

FirsT GAME.

BLACK. .“"HITE.
1. K. Pawn 2 sq. The same.

2. K. Knight to B. 3dsq. Q. Knight to B. 3d sq.

¥ The Givoco Piano Game is that in which the king's knight is
brovght out after the king's pawns have been moved two squares;
when the king's bishops are moved, it is termed the bishop’s close

game.— Ed,
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BLACK. WHITE.

8. If the Black should play king’s bishop to adversary's
queen’s knight's fourth square, the second player
must regulate his game according to the instructions
given at the Fourth Game, page 161 ; therefore, the
Black, as his best move, plays

K. B. to Q. B. 4th sq. The same.

4. Q. B, Pawn 1 sq. K. Knight to B. 3d sq.*

5. Q. P.2sq.0or(A) or (B) K. Pawn takes P. as the
best move ; because, were the bishop to retire, a
pawn would be lost. |

6. Q. B. P. takes P. or (C) The bishop must not retire
to queen’s knight's third square, as by doing so he
would subject himself to the attack given in the
Fourth Game, page 1356, but should check at the
adversary's queen’s knight’s fourth square.

7 If the Black cover with the knight, as Greco erro-
ueously supposes, he will lose the king’s pawn;
therefore, instead of this, Black moves

§ Black, as his best, ta]fes

'] Q. B. with his King's.

8. Q. Knight takes B, Q. Pawn 2 sq.

Q. Bishop to Q. 2d sq.

* There has been a great deal of discussion on the propriety of this
move ; the reader will find it well examined by the Modenese in the
following Variations,~( Ed. )

%
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BLACK. WHITE.

9. K. Pawn takes P.% K. Knight takes P.

10, Queen to K. 2d sq. chg. Bishop .imterposes, and
White afterwards may castle, ‘having ‘quite:as good
a game as his adversary, If the Black, instead of -
checking with his queen at king’s second square,
had moved to her knight's third square, the White
must not check with his queen at king’s second
square, for the Black, by retiring his king, either
to queen’s or bishop’s” square, would have a better
game; the White ahou]d, therefore as a better
move, play queen’s knight to king’s second square,
having an equal game.

VariaTioN (A)
BLACK, WHITE.

6. Q. Pawn 1 sq.

This move is not merely defensive, it is attacking in three
ways :—first, it prevents the White moving his king's knight to
adversary’s knight's fourth square, for by doing so, the Black
might take the adversary’s king’s bishop’s pawn, giving check;
secondly, it enables the queen’s bishop to place itself at adver-
sary’s king’s knight's fourth square, and confine the king’s

* If the Black, at his ninth move, instead of taking the queen’s
pawn, had advanced his king's pawn, the White should take -the
adversary’s king's bishop; and on the Black taking the knight with his
pawn, the White must take the pawn with his queen.
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BLACK. WHITE.
knight ; and, thirdly, the Black threatens to move queen’s
knight's pawn two squares, atlacking the bishop, afterwards
advancing one square, when by forcing the queen’s knight to
retire, the White would lose a pawn, or get a confined game.
The White, therefore, moves his

‘l [ F R I S PR R TN R NN ] Klngtﬂ Bu lnd R."tﬂ' B. ’-q4
6. Q. Kt. Pawn 2 sq.” ~ K. Bishop to Q. Kt. 8d sq.

* If the Black, at his sixth move, instead of playing queen’s knight's
pawn two squares, had moved his queen's bishop to adversary’s king's
knight's fourth square, the White should return his king’s bishop to
king’s second square, for if the bishop take the knight, the White, by
retaking with his bishop, and afterwards moving his king’s knight's pawn
one square, will be able to retire his bishop to knight's second square,
having a safe game; but, if the Black, instead of taking the knight,
should likewise return bis king”s bishop to king’s second square, or castle,
the White, by moving knight to adversary’s knight’s fourth square, or its
rook’s fourth square, will have a safe game. The White may also play
his queen’s pawn one square, allowing his knight to remain confined ;
for if the Black should advance his knight to rook’s fourth square,
with a view of bringing his queen to the king’s bishop's third square, in
order to force his adversary’s to double a pawn, the White should im-
diately move his king’s rook’s pawn one square, forcing the Black either
to take the knight, or to retire his bishop to its king's third square, and
then the White, in the latter case, by taking the adverse queen’s bishop,
snd afterwards advancing his king’s knight to adversary’s knight's fourth
square, will obtain a better position,

If, however, the Black should advance, at his sixth move, his king's

Sl M
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BLACK. WHITE. ,
7. Q. Kt. Pawn 1 sq. Q. Knight to R. 4th sq.
8. Knight takes adv. K, P, Queen to K. 2d sq. _

- 9. If the Knight retire to K. B. 8d sq. the White, by taking
the adversary's king's bishop with his knight, and after-
wards the king’s pawn with his queen, will have a mich
better game ; but if the knight should take the king's
bishop's pawn, giving check, the White takes with the
rook, and, on the bishop’s taking the rook, the queen,
by retaking, will remain with an even game, having two
miunor pieces for a rook and two pawﬁa._

(B)

The Black, instead of pushing his queen’s pawn one or two
squares as he has done above, has three different ways of
playing, viz.—

First.—To move his queen's knight's pawn two squares, as has

been supposed at his sixth move.

Secondly.—To move his king’s knight to adversary's king's

knight's fourth square,

Thirdly.—To castle,

knight to adversary’s knight's fourth square, the White must move bis
queen to king's second square; and should the Black advance his
queen’s knight's pawn two squares, attacking the bishop, the White
must not retire it, but should take the pawn with the knight; for if
the Black should take the knight with his queen’s bishop's pawn, the
king's bishop, by placing itself at adversary’s queen’s fourth square,

will recover the piece with a better game.
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With respect 1o the first—on the queen’s knight’s pawn being
advanced two squares, the White should retire his king’s bishop
to the queen’s knight's third square, and on the Black advancing
the same pawn one square further, the White must move the
attacked knight to its rock’s fourth square ; and should the Black
then take the king's pawa with his kuight, the White has two
methods of recovering it, either by taking the adversary’s bishop
with his queen’s kuight, or by castling. But if the Black, in-
stead of advancing the queen’s knight’s pawn to attack the
knight, were to push his queen’s pawn lwo squares, the White
should take with his king’s pawn, and, on the Black’s advancing
his king’s pawn one square, the White can play his king’s knight
to adversary’s king's fourth square; for, if the Black were to
play- king’s bishop to udversary’s queen’s fourth square, the
White might take adversary’s queen's bishop’s pawn with his
king’s knight, remaining with a pawn advaotage : but if the
Black were not Lo place his king's bishop at adversary’s queen’s
fourth square, but should rather tuke the doubled pawn with
bis queen’s bishop, the White should not take the adversary’s
queen’s knight’s pawn with his Imi‘ght, but, as a betler move,
must advance Lis queeu’s pawn lwo squares, having a good
game, If, however, the Black, instead of placing Lis bishop
at adversary’s queen’s fourth square, should meve it to adver-
sary’s queen’s knight's fourth square, the White must take the
adversary’s queen’s bishop’s pawn with the doubled pawn, and
not with the knight.

With regard to the second—on the Black playing his king’s
knight to adversary’s knight’s fourth square, the White must
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castle as his best move, with king at the knight's and rook at
the bishop’s square; and should the Black try that attack which
is given in Game the Third, p, 138, viz.—king's bishop’s pawn
two squares, the White must then push his queen’s pawn twe
squares, for should the Black take the adversary’s king's pawn
with his bishop’s, the White, by playing his king's knight to
adversary’s knight's fourth square, will either gain a piece or
the exchange ;* but, if the Black take the adversary’s queen's
pawn with his king’s, the White must retake with the afore-
said knight, and, on the Black moving his queen to adversary’s
king’s rook’s fourth square, the White, by bringing his queen’s
bishop to king’s bishop’s fourth square, will get a belter
game :—lastly, should the Black, instead of taking either
pawn, play his king's bishop to adversary's quem': knight's
fourth square, the White will take the adversary’s king's
pawn with his knight, remaining with a pawn advantage,
and having, besides, a better game; for should the Black take
the knight with his knight, the White must retake with the
queen’s pawn, and, on the Black taking the queen’s knight
with his bishop, the White must not retake immediately, but
should take the adversary’'s bishop’s pawn with his king’s,
threatening a fatal check from the queen, at adversary’s king's
rook’s fourth square,

If the Black, therefore, after moving his king's knight te
adversary’s knight's fourth square, does not push his king's

# The exchange means gaining a rook for & bishop or knight.
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bishop’s pawn two squares, (;lrhit:h is undoubtedly a dangerous
move,) but first castles with his king at rook’s and rook at bis

shop’s square, ithe White must not advance his queen’s pawn
two squares, although apparently a good move, but should

rather play his king’s rook’s pawn one square, with a view of
forcing the adversary’'s knight to retire to its hishﬁp’n third
square, enabling the White afterwards to take the adversary’s
king’s pawn with the knight.

" Regarding the third method of playing—if the Black should
castle, the White must regulate his play according to the direc-
tions which will be given in the Fourth Game, on the Defence
aglimt th_e Advantage of the Move, where the different methods
of castling are considered.

(C)

BLACK. WHITE-

6. K. Pawn 1 sq.* The attacked knight moves
as its best to adversary’s king’s fourth square, for were
it to go to adversary’s knight's fourth square, the Black
would take the adversary’s king's bishop’s pawn, check-
ing, and if the knight should play to rook's fourth

® If the Black, at his sixth move, instead of retaking the pawn with
his queen’s bishop as iff the First Game, or instead of advancing the
king’s pawn as in this Variation, had moved his king’s knight to adver-
sary’s knight's fourth square, the White would still have been able to
preserve an equal game by castling with his king at knight’s and rook
‘nt bishop’s square, :

L
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BLACK. WHITE.
square, the Black would move his knight to adversary's
king’s knight’s fourth square.
7. K.Bishoptoadv.Q. 4thsq,* IKnighl‘. takes K. B. P.
*  Pawn takes adv Q. B. P. dis-
8. King takes Kt. { .
covering check.
9. King to his own sq. Pawn takes adv, Q. K, P.
10. Q. Bishop takes P. Knight to King's 2d sq. and
the White has a game equal to his adversary’s, not merely
in relative strength, but in situation also ; in this position
the Black has three methods of playing:—

First—To advance his king’s knight to adversary’s kuight’s
fourth square, in which case the White must not castle, for the
Black would then play his queen to adversary’s king’s rook’s
fourth square, but must take the bishop with his knight, and

* Were the Black, at his seventh move, to push his queen’s knight's
pawn two squares, instead of playing his king’s bishop to adversary’s
queen’s fourth square, the White must not retire the attacked bishop,
but should take the adversary’s queen’s bishop’s pawn with his king's
knight.

Moreover, if the Black, at his seventh move, should, instead of
:;:ﬂvilﬁg queen’s knight's pawn two squares, take the adversary’s doubled
pawn with his bishop’s, the White must then check with his bishop at
the adversary’s queen's knight’s fourth square, and, on the Black inter-
posing his queen’s bishop, will take the bishop, giving check, forcing
the Black, as his best move, to retake with the queen’s knight ; after
which the White, by advanciog his queen's pawn two squares, will
remain with an equal game.
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on the Black retaking' with his queen, the White must take the
adversary’s king’s knight, allowing the Black to take the king’s
bishop, on which the White, by taking the adverse king’s
knight’s pawn, will get a better game.

Secondly—If the Black should place his queen at her knight’s
third square, the White must likewise take the bishop with his
knight, and, on the Black retaking with his queen, the White
must play his queen to the king’s second square, and, on the
adversary’s rook moving to its bishop’s square, the White, by

moving his queen’s bishop one square, afterwards advancing

his queen’s pawn two squares, and then bringing his queen’s

bishop to king’s third square, will have a safe game,

- Thirdly—If the Black retire his king’s bishop to queen’s
knight's third square, the White must not move his knight, but
should advance his queen’s pawn two squares, and, on the
Black’s moving his king's knight to adversary’s knight's fourth
square, the White will advance his king’s rook’s pawn one
square, forcing the knight to retire to the bishop’s third square ;
for if the queen were to move to adverse rook’s fourth- square,
to defend it, the knight would be lost in a few moves:—the
White being afterwards able to bring his queen’s bishop to
king’s third square, having a good game.

o2
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SEcoND GAME.

Where the First Player moves at his Fourth Move, the

Queen’s Pawn one square.

BLACK. WHITE.
1. K. Pawn 2 sq. The same. -

2. K. Knightto B.3d sq. Q. Knight to B. 3d sq.

3. K. B. to Q. B. 4thsq.  The same. o

4, Q. Pawn 1 sq.* The White must not new
play his king’s knight to bishop’s third square, be- '
cause the Black would move his queen’s bishop to
adversary’ sking's knight's fourth square ; the White,
therefore, advances his

P * 25 £ B ETE

5. Q. B. to adv. K. Kt.

d sq.
ath sq.+ or (A) or (B}% Quaen to her 2_ 8q

* In case the Black, at his fourth move, instead of advancing his
queen’s pawn one square, were to play queen’s knight to bishop's third
square, the White may equally push bis queen’s pawn 1 square; for if
the Black were to move the knight to the rook’s fourth square, the
White can do the same, forcing the Black either to take the bishop,
or to retire his own from the situation where it is most useful ; in which
~ latter case, the White may retire his king's bishop to the queen's
knight's third square, as no injury can result from having a doubled
pawn, should the Black take the bishop with his knight.

t If the Black, at his fifth move, had played bis queen’s bishop's

i g . —
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BLACK. WHITE.

6. K.B.toad.Q.Kt.4thsq.* Q. R. Pawn 1 8q.

- 7. K. B.to Q. R. 4thsq.+ Q. Kt. Pawn 2 sq.

8. K. BishoptoQ.K.3dsq. K. Knightto K. 2d sq.

9. Bishop takes Kt. Queen takes B. and the

game is equal.

pawn one square, the White mhust not then play his queen’s bishop to
adverlzlry'a king's knight's fourth square, for the Black would move
his queen to her knight's third square ; neither would it be good play
for the White to move his queen’s knight to rook’s fourth square, for
the Black, by taking the king's bishop’s pawn with bis bishop, check-
ing, and afterwards moving his queen’s knight's pawn two squares,
would get a better game ; therefore the White should regulate his play
according to the method given under letter (A.)

® If the Black, at his sixth move, instead of playing his queen’s
bishop to adversary’s king’s knight's fourth square, had either moved
queen’s knight to hishop's third square or castled, the White must
move his queen's knight to rook’s fourth square.

+ If the Black, instead of retiring the bishop to rook’s fﬂurth
square, had taken the adversary's queen’s koight, the White must re-
take with his queen ; and in case the Black moves his king’s knight to
rook’s fourth square, the White must take care not to move his king’s
bishop's p;wn to attack the adverse bishop, for the Black would check *
with his queen at adversary's king's rook's fourth sqnare, but the -
White must rather play his queen to her knight’s third square, gaining
a pawn. If the Black, however, instead of playing the above, were
to castle with his king at knight's and rook at bishop's square, the

White may advance: bis king’s bishop’s pawn one square, and after-
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VARIATION (A)
BLACK. WHITE.

5. Q.B. Pawn 1 sq. Queen to K. B. 3d sq.

6. Q.B.toadv. K.Kt. 4th sq.“: Queen to K. Kt. 3d sq.

7. If the queen moves to her second square, with a view of
moving the king’s knight to rook’s fourth square, the
White, by advancing his king's rook’s pawn one square,
will gain a piece, therefore the Black

Castles with his K. at R.
and R.at B. sq.

8, If the Black move king’s bishop to adversary's queen’s
knight’s fourth square, the White will gain a piece by

} Q. B. to adv. K. Kt. 4th sq,

wards, by bringing his king’s knight to king'; second square, will have

a safe game.
* If the Black, at his sixth move, instead of playing queen’s bishop
to adversary’s king's knight’s_fourth square, had castled, as he does
at his seventh move, the White should move his queen’s bishop to
adversary’s king’s knight’s fourth square, that the Black may not be
able to remove his knight ; and if the Black should attack the bishop
b;muuing the rook’s pawn one square, the White must take the knight,
making the adversary double a pawn in a disadvantageous situation,
But if the Black, in order to prevent the advance of the gueen’s
! bishop, should; at his sixth move, play his king's rook’s pawn one
square, the White must move his king's knight to rook’s third square,
after which, should the Black castle, as above, the White will do so
likewise, and, on the Black removing his knight with a view of ad-
vancing his king’s bishop's pawn two squares, the White must place
his queen at the knight's third square.
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BLACK. WHITE.
taking the adversary’s king’s knight with his bishop,
therefore White plays
Q. Knight to Q. 2d sq. K. Knight to R. 3d sq.*
9. Bishop takes Kt. Queen takes Bishop

10. Queen to her Kt. 3d sq. Knight to Q. sq. afterwards

castling with king at rook’s and rook at bishop’s square,
having a secure game,
(B) .
5. K. Kt. to adv. Kt. 4th sq.t K. Knight to R, 3d sq.

# It should also be observed, thatif the White, at his eighth move,
were to place his king's knight at the bishop’s third square or king's
second, he would, by placing it at the first, prevent the advance of his
king’s bishop’s pawn; and, were he to place it at the latter, the Black,
by pushing his queen’s knight's pawn two squares, would force the
White to retire his bishop, and the Black, by afterwards advancing
the pawn one square further, would force the knight to retire from the
defence of the other knight, by which the White would lose the bene-
fit of castling.

+ If the Black, at his fifth move, had played queen’s knight to
bishop’s third square, or had castled, the White would have two
methods of playing. In the first place, he might move his queen’s
knight to rook’s fourth square, in order to take off the adversary's
bishep; and, secondly, he might play the queen’s bishop to adversary’s
king’s knight's fourth square, confining the adverse knight ; for, if the
Black were to take the adversary’s king’s bishop’s pawn, giving check,
the White might immediately take the bishop with his king ; and, on
- the Black checking with his knight at adversary’s king’s knight's fourth
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WHITE. BLACK.
6. Q.to adv. K. R. 4th sq.* King to R. and R. te B, sq,.

7. If the knight take the adversary’s king’s bishop's pawn,
checking, the White must take the knight with the knight,
and, on the Black retaking with his bishop, the White
must move queen to king’s bishop’s third square, J haviag
a much better game ; the samve would follow were the
bishop to take instead of the knight ; therefore Black

Castles with K., at R, and } K. B. Pawn 2 sq. and White

R. at B. sq. has a good game.

square, the White, by taking the knight immediately with his queen,
will have gained a piece.

* If the Black, at his sixsth move, had not played his queen to
adversary’s king's rook’s fourth square, but had castled with his king
at rook’s and rook at bishop's square, the White must not play his
queen's bishop to adversary’s king's knight's fourth square, although
_ &t first sight a good move, for the Black would gain at least a pawn
by taking the king’s bishop’s pawn with his bishop, giving check;
therefore the White, as his hest, must alsn castle; and, on the ad-
versary’'s moving his king's bishop's pawn two squares, the White,
instead of taking, must likewise advance his king's bishop’s pawn two
squares, and the game will be equal.

But if the Black, at his sixth move, had advanced his king’s bishop’s
pawn two squares, the White must not, in that case, play the same,
for the Black would check with his queen at adversary’s king’s rook's
fourth square, but should, as his best, take with his king’s pawn, and,
pn the Black retaking with his queen’s bishop, the White, by castling
with his king at the rook’s and rook at bishop’s square, will have &
better arranged game than his adversary,
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THIRD GAME,

Where the First Player, at his Fourth Move, Castles with
his King at Rook’s and Rook at Bishop’s square.
1 o
BLACK. WHITE.
1. K. Pawn 2 sq. The same.
2. K. Knight to B. 3d sq. Q. Knight to B, 3d sq.
3. K. B. to Q. B, 4th sq.  The same.
4, K.1o R.and R. to B.sq. K. Knight to B. 3d sq.
5. K. Knighttoad K. Kt. King, ﬁs his best move,

4th sq, or (A )or (B) Castles with K. to Kt.
and R. to B. sq.
6. K. B. Pawn 2 5q.* The White must not play

his king’s rook’s pawn 1 square, to drive away the

knight, for the Black, by playing as Salyio directs

* If the Black, at his sixth move, instead of moving king's bishop’s
pawn two squares, had played his queen’s bishop’s pawn one squarg,
the White should have advanced his king's rook’s pawn one square,
and aﬁerward:taken the adversary’s king’s pawn with his knight; but
if the Black had moved his queen’s pawn one square, the White, by ~
playing his queen’s knight to rook’s fourth square, attacking the bishop,

would have a better arranged game than his adversary.
u

;|
v
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BLACK. WHITE.

at p. 61 of his Third Book,* would get a much
better game ; the White therefore, as his best move,

advances his Q. Pawn 2 sq.
7. K. Pawn takes P.+ K. Kuight takes P.
8. Bishop takes Kt.} Queen takes B.

SE—

* If the White, at his sixth move, had advanced his rook’s pawn

one square, the following moves would have taken place.

BLACK. WHITE.
7. Knight takes ad, K. B, P, Rook takes Kt.
8. Bishop takes R. chg. King takes B.

9. K. B. Pawn takes adv. K. P. Q. Knight takes P.
10. Queen to adv, R. 4th sq. chg.  King to his 3d sq.
11. Queen toadv. K. B. 4thsq.chg. King to Q. 8d sq.
12. Q. B. Pawn 1 sq. Retires either the B, or K.
13. Q. Pawn 2 sq. Retires the atﬁcted piece.
14. K. P. 1 sq. checking, having a much better game than his adver-
sary. |

+ If the Black had taken the adversary’s king’s pawn with his
bishop’s pawn, the White, by moving his h‘iight to adversary’s knight’s
fourth square, would eithér gain a piece or an exchange; if, however,
the Black were to move his king's bishop to adversary’s queen’s knight's
fourth square, the White must place his attacked knight at adversary’s
queen’s fourth square; and, should the Black take the king’s pawn with
his bishop's, the White, by moving his king’s knight to adversary's
knight’s fourth square, will gain a piece.

1 The Black, instead of taking the knight with his bishop, has three
other methods of playing; in the first place, he may take the kings
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BLACK. ' WHITE,

9. Q. Knight to B.3d sq.  Queen to her sq.
10. Q. Knight to K. 4th sq. K.Bishop to K. 2d sq. and
the game is equal,

pawn with his bishop’s; secondly, he may advance his king's bishop’s
pawn one square ; and thirdly, he can bring out his queen’s knight to
hishop's third square. '

As to the first—On the Black taking the adversary’s king's pawn, the
White must take the king's knight with his queen, and if the Black
take the knight with his bishop, the White must take the adversary's
king’s pawn with his queen; and, should the Black take the other
knight with the same bishop, the White will retire his king's bishop to
queen’s third square, forcing the Black to move, as his best, the king’y
knight's pawn one square, after which the White, by taking the bishop
with his knight’s pawn, will have a better game: if the Black had‘ not
taken the first knight with his king’s bishop, but had advanced his
queen’s pawn two squares, the White must move his queen to adver-
sary’s king's rook’s fourth square, when, should the Black take the
bishop with his queen’s pawn, the White, by retaking the king’s bishop
with his queen, will remain with a piece advantage ; if, however, the
Black, instead of taking the bishop with the pawn, had taken the
king’s knight with his bishop, the White must take the adversary’s
queen’s pawn with his knight, and, on the Black moving his rook to
king's bishop’s fourth square, thé White can retire his queen to her
own square, having a safe game.

With respect to the second method of playing—On the Black
advancing his king's bishop’s pawn one square, the White must take
the adversary’s king’s knight with his queen, and, should the Black
take the adversary's king’s knight with his bishop, the White must re-
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VARIATION (A ) .
BLACK. WHITE. .
6. Q. B, Pawn 1 sq.* ‘The White must not play his

tire his queen to king's bishop's third square ; if, however, the Black,
instead of takivg the knight, had advanced his queen’s pawn two
squares, the White may either play, as above, his queen to adversary’s
king's rook’s fourth square, or move his king's knight to adversary’s
king’s bishap's fourth square, covering the queen and threatening mate ;
from which position reany brilliant situations may arise.

With n:gtrr.l to the third mauser of playing—On the Black bringh;
his queen’s knight to bishop's third square, the White muost not take
with the knight, for the Black would play his queen to adversarys
king’s rook’s fourth square, but, as a better move, must return his
king's knight to bishop's third square. If, however, the Black shonld
play bis king's bishop to adversary’s queen’s knight's fourth square, the
White must move his knight to adversary’s queen’s fourth square ; and,
should the Black take the adversary’s kivg's pawn with his king's bishop's
pawn, the White, by playing bis king’s knight to adversary's koight's
fourth square, will remain with an equal ghme, |

* If the Black, at his fifth move, instend of moving his queen’s
bishop's pawn one square had played his queen’s pt-wn ONG  sqEare,
the White must castle with his king at knight’s square and rook at
bishop’s squure, when if the Black move his queen’s bishep to ad-
versary's king's knight's fourth square, the White, by bringing his
king's bishop to king'ssecond square, and afterwards retiring his knight
to king's square, will free his game. If, however, the Black, instead
of moving queen’s bishop to adversary’s king's knight's fourth square,
had played to that square his king's knight, with the view of advancing
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king's knight to adversary’s knight's fourth square, for
the Black would advance his queen’s pawn two squares,
afterwards taking the bishop’s pawn, checking; there-
fore, Kunight takes adv. K. P.

6. Queen to K. 2d sq. The White must not attempt

to sustain the pawn he has gained, but must take the

adversary’s 'king’s bishop’s pawn with his knight, giving

check,
7. Rook takes Kt. Bishop takes R.
8, Queen takes B, K. to R. and R, to B, sq.
9. Q. Pawn 1 sq.* K. B. Pawn 1 sq.

10. K. Knight to R. 4th sq. Q. Pawn 2 sq. the White
remaining with a game equal lo his adversary’s in situation
and strength, on account of his having a rook and two
pawns for two minor pieces.

(B)
If the Black, instead of playing any of the above referred-
to moves, bad brought his Queen’s Knight to Bishop’s third
square, the following would be the method of playing.

his king’s bishop’s pawn two squares, the White must move his queen’s
pawn two squarcs.

* If the Black, at the ninth mﬂve,'inateaﬂ of moving his queen’s
pawn one square, had advanced it two squares, the White would have
done the same, and on the Black retiring his. bishop to adversary’s
queen’s knight's fourth square, or elsewhere, the White, by advancing

his king's pawn one square, Will remain with a good game,
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;]
BLACK. whiTE.
5. Q. Knight to B. 3d sq. K. Kt. to adv. K. Kt. 4th sq.
6. Q. Pawn 1 sq. K. to R. and R. to B. sq.

7. K.Knighttoadv,Kt.4thsq. The White must not now
take the adversary’s king’s bishop’s pawn with his knight,
giving check, for the Black would take the knight with
his rook ; and, on the White retaking with the bishop, the
Black, by moving his queen to adversary’s king’s fook’s
fourth square, would get a better game ; therefore,

Q. Pawn 1 sq.
8, The Black, as his best,
} The same.
moves K. R.P. 1 sq.
9. R. Pawn takes Kl"r The same, and the game is
even.

FourTH GAME.

GIUOCO PIANO,

Where the First Player, at his Fourth Move,
First,—Castles with bis King at Knight's square and
Rook at King’s square,
Secondly,—~Castles with his King at Knight's square and
Rook at Bishop's square.

ot & - N
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-

Thirdly,—-Casqlles with his King at Rook’s square and
Rook at King’s square.

BLACK. WHITE.

1. K. Pawn 2 sq. The same,

2. K. Knight to B. 3dsq. Q. Knight to B, 3d sq.

3. K.B. to Q. B. 4thsq. = The same.

4. K. to Kt. sq. and R. ]
toK.sq.or(A)or(B) §

5. If the Black play the same move, or bring out his
queen’s knight to bishop’s third square, the White

Q. Pawn 1 sq.*

may play his queen’s knightto rook’s fourth square,
attacking the advs'rﬁary’a bishop ; therefore,
Q. B. Pawn 1 sq. - K. Knight to B. 3d sq.

6. If the Black advance his king’s knight to adversary’s
knight's fourth square, the White will take the
adversary’s king’s bishop’s pawn, checking ; there-
fore, ;

Q. Pawn 2 sq.t The White must not take

* The White may also move his queen to king’s bishop’s third
square.

+ If the Black, at his sixth move, instead of advancing his qu'een's
pawn two squares had moved it only one, the White must not move
his queen's bishop to adversary’s king’s knight's fourth square, but
should play his king’s knight to adversary’s knight’s fourth square, on
which the Black can'make two defences,

=
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BLACK. . waITe.
with his king’s pawn, but should retire his king's
bishop to queen’s knight's third square.
- 7. Q. P. takes adv, K. P.* K. Knight to adv, Kt. 4th
sq. allowing the Black three methods of playing.

The first is advancing his queen’s pawn another square, on which
the White must take with his king's pawn, and on the Black taking
with his queen’s bishop’s pawn, the White must retake with his queen's
knight ; and should ‘the Black take the above kuight with his king's
knight, the White, by moving queen to adversary’s king's rook's
fourth square, would have a.game won by its nature, If the Black,
instead of retaking the doubled pawn with his queen’s bishops, had
moved his queen’s bishop to nﬂ?'euﬂr}r'u king’s knight's fourth square,
the White might, in such a case, leave his queen en prise, and take
the adversary’s king's bishop's pawn with his Enight.

The other defence of the Black would be playing his rook to king's
“or to bishop's second square, on which the White might castle with
his king at rook’s square and rook at bishop's square; and if.the
Black were to move his king's knight to adversary’s kpight’s fourth
square, the White must advance his king's bishop's pawn two sq-uaru;
and should the Black check with his knight at adversary’s king's
hishop’s second square, the White must take the knight with his rook,
afterwards moving his queen to adversary’s king’s rook’s fourth square;
if, however, the Black does not check with the knight, but advanees
his king’s rook's pawn one square, the White must not retire, but
should push his king's- bishop’s pawn one square, from which a variety
of beautiful situations might arise. -

® If the Black, at his seventh move, had, instead of taking the
%

F) ¥
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In the first place—to defend his king’s bishop’s pawn
with his rook, in which case, the Black, by taking the
doubled pawn with his queen’s knight, will remain with
an equal game. ‘

In the second place—he may play his queen’s bishop
to king’s third square, upon which the White must take
the bishop with his bishop, and, on the Black retaking with
his king’s bishop’s pawn, the White must take the doubled
pawn, as above, with his queen’s knight.

Lastly—the Black may move his queen’s bishop to ad-
versary’s king’s knight’s fourth square, in which case, the
White must take the adversary’s king’s bishop’s pawn,
checking ; and, on the Black retiring his king to the rook’s
or bishop’s square, the White will take the rook with his
bishop ; and should the Black take the queen, the White,
by checking with his kniéht, will recover the queen,

king’s pawn, advanced his queen's pawn one square, the White must
not move the attacked knight to rook’s fourth square, because it
would be lost in a few moves, bat should move it to its own square,
remaining with an equal game, If the Black, at the above move, had -
played his king's knight to adversary’s knight's fourth square, the White
gast castle with his king at knight's square and rock at bishop’s square,
having" a safe- game; if, however, the Black, instead of moving his
;night' to” adversary’s king's knight’s fourth square, bad placed his
queen's bishop's at the same square, the White must not castle, but

should, as his best, move queen to king's second square; aud on
P
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having gained the Exchange; if, however, the Black
does not take the queen, but should capture the adver-
sary’s king's bishop with his queen, the White must
retire his queen to her second square, remaining always
with the Exchange and a better position.

VARIATION (A)
BLACK. WHITE.

4, Castles with K. to Kt
and R. to B, sq.*

5. Q. B. Pawn 1 sq. The White must not take the

adversary’s king's pawn with his knight, but rather castle

~ with his king at knight's and rook at bishop’s square.

6. Q. Pawn 1 sq.t Q. P. 2 5q. as the best move,

} K. Knight to B. 3d sq.

the Black moving king’s bishop to adversary’s queen’s knight's fourth
square, the White, by playing queen’s bishop to queen’s second square,
will remain with a safe game. .

* This method of castling is not commendable, as it is merely de-
fensive ; it is termed castling in the Calabrese manner. (The above
is, however, the only method which is permitted by the French or
English players.—Ed.]

+ If the Black, at his sixth move, had advanced his queea’s pawn
two squares, instead of pushing it one, the White must not take with
his king’s pawn, for the Black, by retaking with his queen’s bishep’s
pawn, would bring his king's and queen’s pawns in the centre of the
board, which, by the unanimous opinion of every writer, gives the

el A
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BLACK. WHITE.

7. K. Pawn takes P. K. Knight takes P.

8. K. Bishop to adv. Q. Kt. . K. Knight, as its best move,
4th sq. Y toK.2dsq.

. Q. B.to adv. K, Kt. 4th sq. K. B. Pawn 1 sq. and, should

the Black check with his bishop or queen, the White, by
" moving his king to rook’s square, will have a safe game. |
(B)

4. K. to R. and R. to K. sq.  The White must not take the

adversary’s king’s bishop’s pawn with his bishop, because

the Black, by moving his rook to bishop's square, would

get that attack which is given at page 126, but should

move his queen’s pawn one square.,

5. If the Black play the same, or bring his queen’s knight to

best game, but shoald retire the attacked bishop to queen’s knight's
third square, allowing the Black three methods of playing.

In the first place, to take the adversary’s king's pawn with his queen’s
pawa, upon which the White, by taking the adversary’s king's pawn
with his king's knight, will remain with an equal game.

Secondly—To advance his queen’s pawn one square, upon which
the White will retire his knight to its own square, and on the Black
taking the king’s pawn with his knight, the White must force it to retire,
by moving his queen’s pawn one square, afterwards taking the adver-
sary’s king's pawn one square, and remaining with an equal game.

Thirdly—To move gueen’s bishop to adversary’s king's kmight's .
fourth square, upon which the White, by moving his queen to king’s

second square, will remain with an equal game.
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BLACK. WHITE.
bishop’s third square, the White will move his queen’s
knight to rook’s fourth square, attacking the adversary’s
bishop ; therefore, Black advances his
Q. B. Pawn 1 sq. K. Knight to B. 3d sq.
6. K. Kt. to adv, Kt, 4th sq.* The White must not castle,

* If the Black, at his sixth move, instead of moving king’s knight
to adversary’s knight's fourth square, had advanced bis queen’s pawn
two squares, the White should retire his bishop to queen’s knight’s
third square, upon which, if the Black take the ndvema.rj'.l king's
pawn with his queen’s pawn, or advance the queen’s pawn one square
further, or place his queen’s bishop at adversary's king's knight’s fourth
square, the White can regulate his defence according to the directions
given under that game, to which this Variation belongs. If, however,
the Black, instead of making any of these three last-mentioned moves,
should move his king’s knight to adversary’s knight's fourth square, the
White must castle in the Calabrese manner, that is, with king to
knight's square and rook to bishop’s square; and on the Black ad-
vancing his king’s bishop’s pawn two squares, the White must, as his
best move, take the adversary’s queen’s pawn with his king's pawn, re-
maining with a pawn advantage, forif the Black move his king’s pawn
one square, attacking the adversary’s knight, the White must take the
pawn with his queen’s pawn, and on the Black retaking with his king's
bishop's pawn, the White must move his knight to adversary’s king's
knight's fourth square, gaining another pawn with a better game. [f
the Black, inst¢ad of advancing his king’s pawn one square, had pushed
his king’s bishop’s pawn one square, the White should play his king's
rook’s pawn one square, attacking the knight, afterwards taking the
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BLACK. ' WHITE.
becouse the Black, by pushing his king’s bishop’s pawn
two squares, would get a good game, but moves his
| Knight to adv. K. Kt. 4th sq.
" 7. If -the Black take the adv. king’s bishop’s pawn with his
knight, the White, by moving his queen to adversaz:y’:
.iing's rook’s fourth square, would win the game; but
if the bishop should take the pawn, giving check, the
White, by retiring his king to bishop’s square, would
gain at least a piece ; therefore, Black retires his
Knight to R. 3d sq. Queen to adv. K. R. 4th sq.
8. K. R, to B, sq. as the best. The White must not take the
adversary’s bishop's pawn either with his bishop or knight,
but should castle with his king at rook’s square and
rook at bishop’s square, having a safe game.

adversary’s king's pawn with his knight, which, if the Black should
take with his rook, the White must advance his queen’s pawn one

square; recovering his piece with a winning game.
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Tue Anonymous Modenese, having finished the
Defence against the Regular Ginoco Piano, pro-

ceeds to the consideration of two unusual methods

of opening a game; in the first of which I
cannot say he has been so successful in defence
as he has been in those games which establish
his reputation, I mean the Giuoco Piano: in-
deed, he is the only writer who has noticed the
following opening ; and it is not to be wondered
at, that even so celebrated a player, when glanc-
ing slightly at an uncommon game, should over-
look the defence of this singular commence-

ment.

The following is the game I allude to. I have given
it, together with the Modenese’s Notes, that the ama-
teur may determine, when T come to examine this Defence
in the Miscellaneous Games of this Treatise, hown;r far it

is tenable.
ELACK. WHITE.
1. K. Pawn 2 sq. The same.

2. K. Knight to B. 3d sq. Q. Knight to B. 3d sq.
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BLACK. WHITE.

3. Q. Pawn 2 sq. The Black, with a view
of escaping the attacks which are mnoticed at
page 141, must take the adversary’s queen’s pawn
not with his king’s pawn but with his king’s knight.*

4. K. Knight takes K. P.+ The White must not play

 his king’s bishop to queen’s bishop’s fourth square,
because the Black, by mnﬁng: the same, would
force the White to retire his knight to king’s third
square, upon which the Black, by taking it with
his knight, would have a much better game ; there-
fore, the White retires immediately his

Knight to K. 3d sq.

5. K. B.t0 Q. B. athsq. The White must neither

play the same nor move his queen’s pawn ohe

* This tove of the Anonymous Modenese I consider as bad, as
will be seent in the examination of this game.— Ed.

+ If the Black, (proceeds the Modenese,) at his fourth move, were
to take the knight with his knight, the White should retake with his
king’s pawn, and on the Black retaking with his queen, the White,

with a view of freeing his game, must play his queen to king’s bishop’s -

third square, and upon the Black advancing his king’s pawn, the White
will place his queen at kings's knight's third square, and should the
Black then bring his queen’s knmight out, the White must not take the
adversary’s queen’s bishop’s pawn, but should advance his queen’s
bishop’s pawn one square, being able, in a short time, to bring his
pieces into play and arrange his game.
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BLACK. WHITE.
square, but shounld place his queen at ]dng’n bishop’s
third square. '

6. K. Ki. to its 4th sq.7) Queen to K. Kt. 3d sq.
attacking the adv. Q. forcing the adversary to
defend his king’s pawn, upon which the White can
play his king’s bishop to queen’s bishop fourth
square, afterwards bringing his king’s knight to
bishop’s third square or king’s second square, by
which he will be enabled to castle with an equal
game, .

Bat if the Black, instead of retiring the attacked
knight to its fourth square, had defended it by moving
queen to adversary’s king's rook’s fourth square, the
White, by advancing his king's knight’s pawn one square
would gain the advérsary’s knight; but if the Black
should defend his knight, by moving his king’s bishop's
pawn two squan;s, the White, by placing his king’s
bishop at queen’s bishop’s fourth square, will prevent the
Black from castling for some time, remaining likewise

with a safe and better arranged game than his adverm.
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The following is the other game which the Modenese
has considered : the Defence against this method of open-
ing a game is perfectly correct.

BLACK. WHITE.
1. K. Pawn 2 sq. The same.
2. K. B. to Q. B. 4th sq. ~ The same.
3. Q. Pawn 2 sq. The White must not take

with his king's pawn, but, as his best move, lakes
the pawn with his king’s bishop.

. K. Knight to B, 3d sq. Q. Knight to B. 3d sq.

. Q. B. Pawn 1 sq.* The White must not play
his bishop to queen’s bishop’s fourth square, but
should retire it to queen’s knight’s third square.

. K.Kt.toadv. Kt.athsq.+ K. Knight to R. 3d sq.

. Q. toadv. K. R, 4th sq. Queen to K. B. ad sq.

L=

=} =

_* If the Black, at his fifth or sixth move, had played his king's
hishop to adversary’s queen’s knight's fourth square, the White, by
moving his queen to king's bishop's third square, would maintain the
pawn that has been given, having besides a good situation.

+ If the Black, at his sixsth move, had placed his queen’s bishop at
adversary’s king's knight's fourth square, instead of moving his king's
knight there, the White must not cover with his king’s bishop's
pawn, but should move his king's knight to bishop’s third square,
afterwards castling with a safe game and a pawn advantage.
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remaining always with a pawn advantage, from
which it follows that sach a game cannot be safely
ventured against a good player.

The following is another Example of the above Species
of Game.

BLACK. WHITE.

1. K. Pawn 2 sq. The same.

2. K. Knight to B. 3d sq. Q. Knight to B. 3d sq.

3. K.B.t0o Q. B. 4thsq.  The same.

4. Q. Pawn 2 sq. The White must not take
the pawn with his king’s pawn or king’s kmight,
but should take with the bishop; and on the Black
advancing bis queen’s bishop’s pawn one square,
the White should retire his bishop to queen's
knight's third square, certain of being able to
maintain the pawn he has gained.
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Tae Modenese now gives the Defence against
that species of game which is termed, by Stamma,
the “ Bishop’s Close Game.,” The Defence of
the Modenese is confined to that ¢ Close Game ”
in which the Queen’s Bishop’s Pawn is advanced
one square, after the two King’s Bishops have
been moved to their fourth squares. The third
move of the second player is one about which
there certainly is considerable difficulty. I must
candidly confess to the reader, that, if the move
of the Modenese, viz. placing his Queen at
King’s Knight's fourth square, be not good, I
am not acquainted with any other move which
can enable the second playerto free himself from
some embarassment. The moving of Queen to
King’s second square appears always productive
of a slight inferiority of position, though, per-
haps, not such an inferiority as to induce the
absolute loss of a game, even between players of
Sirst-rate skill,
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The following is the Examination which the Modenese

has given to this game,

BLACK. WHITE.
1. K. Pawn 2 sq. The same,
2. K. B. to Q. B. ath sq.  The same.
3. Q. B. Pawn 1 sq. The White must not now

play the same as has been done by a careless
writer,* becanse the Black, by advancing his
queen’s pawn two squares, will force the White to
take with his king’s pawn as his best move, after-
wards taking the adversary’s king's bishop’s pawn
with his bishop, giving check ;- and on the White
taking the bishop with his king, the Black, by
checking with his queen at adversary’s rook’s fourth
square, would recover his piece with a better
game. '

Neither should the White move his king’s knight
to bishop’s third square, as has been directed by
other writers, for which I will afterwards give my
reasons.t 'The move which I am going to give may

appear rather extraordinary, it is

* Captain Bertin, who wrote a small book containing a few games.
+ The reason of its not being correct play for the White, at his third
move, to bring his king’s knight to bishop's third square, is, because the
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BLACK. WHITE.
Queen to adv. K. Kt. 4th sq.

4. If the Black should advance his queen’s pawn two

squares, the White must take the adversary’s king’s

knight’s pawn with his queen, and on’ the Black
bringing his queen to king’s bishop’s third square,
the White must exchange queens, afterwards
taking the adversary’s queen’s pawn with his king’s
pawn, remaining with a pawn advantage ; there-
fore, instead of playing the above,

Q.movesto K.B.3dsq. Queen to K. Ki. 3d sq.

Black can advance his queen's pawn two squares; and. on the White
taking, as his best move, with his king's pawn, the Black does not
retake with his bishop’s pawn, but rather advances his king's pawn
one square, leaving the White the three following methods of playing :

1. Q. Pawn 2 sq.

2. Queen to K. 2d sq.

3. K. Knight to adv. K. 4th sq.

Each of the above moves will either be pernicious to the White, or
will (to use his own expression) draw him in gurgite wf.n, from which
he will have great difficulty in extricating himself.

. Firstly—On the White moving his queen’s pawn two squares, the
Black must take the adversary’s knight with his pawn, and on the
White taking the bishop with his pawn, the Black will move his queen
to admrllnr:,r'n king's rook’s fourth square attacking the bishop, after-
wards taking the king’s knight's pawn, breaking up his adversary's

falne.
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222 TREATISE ON THE

BLACK. WHITE.

5. If the Black now move his king’s knight to rook’s
third square with the view of caﬂli.ng, the White
must bring his king’s knight to king’s second square,
afterwards castling his king, and remaining with o
game not inferior to his adversary; therefore,

Black moves
Kuight to K. 2d sq. intending afterwards to advance
his Q. P. 2 sq. Q. Pawn 1 sq.

With respect to the second—On the White moving his queen to
king’s second square the Black may do the same, forcing the adverse
knight to retire to its own square, or he may take the adversary's pawn
with his queen's bishop’s pawn, maintaining two pawns in the centre,
to the depression of the adversary’s gnme, which, however, would be
tedious to demonstrate, '

Respecting the third—On the White moving his knight to adversary's
king's fourth square the Black must take the adversary’s king’s bishop’s
pawn with his bishop, giving check ; and on the White taking the
bishop with his king, the Black must again check with his queen at
king’s bishop’s third square, forcing the White to cover with his knight
at bishop’s third square, upon which the Black will take it with his
pawn, threatening to check either at adversary’s king's rook's fourth
square or queen’s fourth square, having a better game thon his adver-
sary. From these foregoing observations it may be adduced that the
White, at his third wmove, should not play king's knight to bishop’s
third square, which, to say the least, is fall of danger, but ought
rather to move his queen to king’s knight's fourth square, which, in

my opinion, will reduce the game w a perfect equality,
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BLACK. WHITE.

6. The Black would play badly were he now to advance
his queen’s pawn two squares, because the White,
by moving his queen’s bishop to adversary’s king’s
knight's fourth square, would afierwards take the
adverse knight and gain a pawn ; therefore, Black

moves
K. R. Pawn 1 sq. K. Knight to K. 2d sq.
7. Q. Pawn 2sq. The White must not take

the pawn, because the Black would unite his pawns
in the centre, but should retire the attacked bishop
to queen’s knight’s third square,

8. If the Black should take the king’s pawn with his
queen’s pawn the White must retake : if the Black
should castle, the White will do the same; but
should the Black advance his queen's pawn one
-square, the White can then move his king’s bishop’s
pawn two squares, having, in any of the above

methods of playing, a safe game.
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QUEEN'S GAMBIT.

TrEe Modenese, having closed his Observations
on the Giuoco Piano and those Miscellaneous
Games he has thought necessary to consider,
begins his Regular Defence to the Queen’s
Gambit. |

BLACK. : WHITE.

1. Q. Pawn 2 sq. The same.

2. Q. B. Pawn 2 sq. . Pawn takes P,
3. K. Pawn 2 sq.* The same.

* If the Black, at his third move, had moved his king's pawn one
square instead of advancing it two, the White would have equally
played his king's pawn two squares ; and if the Black had taken the
king's pawn the White would bave chﬁug&d queens, regulating his
play as above : if the Black, instead of taking the king's pawn, had
taken the doubled pawn with his bishop, the White, by taking the
adversary’s queen’s pawn :\rith his king's pawn, would remain with an
equal game; if, however, instead of playing the above moves, the
Black had advanced his queen’s pawn one square, the White would
then move his gueen's bisl;up'a pawn one square, and if the Black
should defend the queen’s pawn with his king's pawn, the White, by

moving his king’s bishup to queen’s bishop's fourth square, would have
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If the Black should take the doubled pawn with his
king’s bishop, the White, by taking the adversary’s
queen's pawn with his queen, will remain with a pawn
advantage and a better situation ; therefore he may
1. Take the adversary’s King’s Pawn with his Queen’s

Pawn. .
2. Or, advance the Queen’s Pawn one square.
3. Or, check with his Queen at her Rook’s fourth square.

-

a good -gama; or, in case of his defending with his king’s hishop, by
taking the adverse pawn, the White will bring his king's knight to
bishop’s third square, forcing the Black, in a few moves, either to
lose a pawn or to give up the advantage of castling his king: lastly,
if the Black should check with his queen at her rook’s fourth ‘square,

the following moves would take place.

BLACK. WHITE.
3. K Pawn 1 sq. K. Pawn 2 sq.
4. duun to R. 4th sq. checking. Q. B. Pawn 1 sq.
5. Q. Pawn takes K. P. Q. Kt. Pawn 2 sq.
‘6. Queen to her B, 2d sq. Q. R. Pawn 1 sq.
7. Q. R. Pawn 2 sq. Q. B. to Kt. 2d sq.
8. R. Pawn takes P, Q. B. Pawn retakes White,

having a better game than his adversary.
If the Black should give the check with his queen at her rook’s

fourth square at the third instead of the fourth move, the White can
cover with his queen’s bishop’s pawn, and on the adverse queen taking
‘the doubled pawn the White may equally advance his king's pawn

two squares.

-,
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Each of these three methods of playing, with their
principal moves, shall be examined.

FimrsrT.

BLACK. WHITE.
4. Q. Pawn takes P. Queen takes Q. checking.
5. King takes Q. Q. Bishop to K. 3d sq.
6. Q.Knight to Q. 2d sq.* Q. Kt. Pawn 2 sq.
7. Q. R. Pawn 2 sq. Q. B. Pawn 1 sq.
8. R. Pawn takes P. Q. B. Pawn takes P.
9. Q. Kt. Pawn 1 sq. The White must not take

or advance with his pawn, because the Black would
take his other pawn with his king’s bishop, giving
check, but must push his queen’s rook’s pawn two
squares. ‘ '

10. Pawn takes Q. B. P. The White must not re-
take, but should advance his pawn one square,
having certainly a pawn less, but a much better
game than his adversary, on account of having two
passed and united pawns,

* If the Black, at his sixth move, before bringing his knight to
queen’s second square, had advanced his queen’s rook's pawn two
~ squares, the White would play his queen’s bishop’s pawn one square,
and on the Black moving his knight to queen’s second square the
White might advance his queen’s knight’s pawn two squares.
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SECONDLY.
BLACE. WHITE.

4. Q. Pawn 1 sq. The White must not at-
tempt to support the given pawn, but must move
his K. Bishop to Q. B. 4th sq.

6. K. Bishop takes P. K. Knight to B. 3d sq.

6. If the Black move queen’s bishop to adversary’s
king’s knight’s fourth square, the White must take
the adversary’s king’s bishop’s pawn with his bishop,
giving check; therefore he moves

Q. to her B. 2d sq. de-
fending the K. P. and |
threatening to check } K. to R, and R. to B. sq.
with his K. B. atadv.
Q. K. 4th sq.
7. Q.B.toad. K. Kt.4thsq. Queen to her 3d sq. and

the game is equal.

THIRDLY.

4. Q. toher R. 4thsq.chg. Q. B. Pawn 1 sq.

5. If the Black takes the doubled pawn with his bishop,
the White will advance his queen’s knight’s pawn
two squares, and if he should take with the queen,
the White, by taking the adversary’s queen’s pawn
with his qneen, would gain a pawn ; therefore,

Q2
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ELACK. WHITE.

Q. P. takes adv. K. P.* Queen to adv. Q. 4th sq.
6. Q.takes the doubled P. Queen takes P.on K. file.
7. K. Knight to B. 3d sq. The Q. moves to her B. 2d

sq.and the game is even,

The foregoing are the material moves in the Queen's
Gambit, which the Anonymous Modenese has given, and
are fully sufficient to give the Amateur a game equal to
the person who begins with this opening, without my

giving any example beyond the one following ; viz.—

1. Q. Pawn 2 sq. . The same,

2. Q. B. Pawn 2sq. Pawn takes P.

3. K. Pawn 2 sq. The same,

4. Q. Pawn rtakss P. Queen takes Q.

5. King takes Queen. Q. Kpight-to B. 3d sq.

6. K. Knight to B.3d sq.+ Q. B. to ad. K. Kt. 4th sq.

* Were the Black, at his fifth move, instead of taking either pawn,
to advance his queen’s pawn one square, the White must push his
queen’s knight’s pawn two squares, afterwards taking the adversary’s
pawn with his queen’s bishop’s, remaining with two pawns advantage.

+ If the Black, at his sixth move, had advanced his king’s bishop’s
pawn two squares, or played his queen’s bishop to king’s bishop's
fourth square, the White would, in either case, have given check
with his queen’s bishop at adversary’s king’s knight's fourth square,
afterwards castling his king, with a game by no means inferior,— Ed.
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BLACK. WHITE.

7. Q. Bishopto K.B.4thsq. Castles, giving check, and
White has certainly as good a game as his adver-
sary.
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THE following Letter of the Modenese may be
of use to the Amateur on account of the exami-
nation he gives to the openings of games.

A Letter fr{m the celebrated Anonymous Modenese to a
Friend, respecting the Book of Mr, Philidor.

My dear Friend,

I send you the account you require,
concerning Mr. Philidor’s book, entitled ** Analyse des
Echecs.” It contains nine games, in which he invariably
directs the White. In the two first, where the White
has the move, he gives that sort of attack which he seems
to prefer ; in the third and fourth he gives the move to

the Black, in which he shows two different openings to
be bad ; in the following four he gives the King’s Gam-

bit; and in the ninth, and last, the Queen’s Gambit; |

finishing the Work with a beautiful demonstration of the
victory of the bishop and rook against the rook, for
which all our schools are indebted to this Frenchman,

in which he has distinguished himself by a brilliancy
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of play that is net to be found in his commencement of
games. In these he might have spoken with less confi-
dence and more accuracy, as I shall distinctly point out
when I come to those methods of play which are opposed
io our system, in the first disengagement of the pieces,
omitting the remainder, which is either more easy to

_understand, or less important to observe,

In the First Game this is his mode of attack.

WHITE. BLACK.
1. K. Pawn 2 sq. The same,
3. K.Bishopto Q.B.4thsq. The same.
3. Q. B. Pawn 1 sq. K. Knight to B. 3d sq.
4. Q. Pawn 2 sq. K. Pawn takes P.

5. Q. B. Pawn takes P.

It is a maxim of this writer, that he who is strongly
attacked is always embarrassed in his defence, as if the
advantage of the first move ovught not to cease at most
in eighteen moves, as has been remarked by Marcus
Aurelins Severinus in the eighteenth chapter of his
Theory of Chess. In the present game, however, I
really cannot perceive the slightest embarrassment on the
part of the Black, who does not even want so many
moves to destroy the mentioned advantage of the first
move ; if he will, instead of retiring at the fifth, .mnve
the bishop to queen’s knight's third square, regulating him-
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self according to the directions given in the First Game
of my Defence: thus—

WHITE. BLACK.

B vesrernssisasasessss B.toadv, QK. 4thsq.chg.

6. Q. Bishop to Q. 2d sq.
as the best move.

7. Q. Knight takes B. Q. Pawn 2 sq. certain of
taking off the adversary’s king’s pawn, and thereby
depriving the White of the strength of his two
pawns on the fourth file, upon which this author

} Bishop takes B. checking.

relies, from which proceeds a perfect equality of
game, so far as 'reg-ards the pieces ; moreover, the
White will be inferior in position on account of

having an isolated pawn on his queen’s file,

In the Second Game he begins with the same opening,
but supposes that the Black, at the second move, instead
of answering with the bishop to queen’s bishop’s fourth
square, as he has done above, plays the queen’s bishop’s
pawn one square, when the White, advancing his queen’s
pawn two squares, obtains a better position ; upon which
I do not find any thing interesting or worthy of your at-

tention.

In the Third Game he decides that after the two king’s

pawns have been pushed two squares, he who has the
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move must nol play the king’s knight to bishop’s third
- square, concluding that such a step would lose the attack,

and he gives it to the adversary.

It is traly admirable how the writer will discard the
Guioco Piano Games, which have been approved of from
age to age by the best chess-players in Europe: we may
collect from this what influence the love of novelty has
upon the mind of man. But let us come to the moves by
which he proves his assertion.

BLACK. WHITE.

1. K. Pawn 2 sq. The same.

2. K.K.t0oB.3dsq.(move
censured by Philidor.)

3. Oughtto play his Q. P.

2 8q. as the author sup-

} Q. Pawn 1 sq.

K. B. Pawn 2 sq.
poses in his first Back e

Game.
4. Q. Pawn takes K., P. K. B. Pawn takes P.
5. Kt.toadv.K.Kt. 4thsq. Q. Pawn 1 sq.

The author prefers the situation of the White, and I
prefer that of the Black, because, at the present move,
the Black, instead of pushing the king’s bishop’s pawn
two sﬁuaras as he supposes, will advance the paﬁ to
adversary's king’s third square, thre;ateniug at the same
time to move the knight to adversary’s bishop’s second

“square; on which the White must play his knight to
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king’s rook's third square; the Black thea takes the
king’s rook’s pawn with his knight; and if the White
should take the knight with the rook, the Black gives
check at adversary’s king’s rook’s fourth square, ruining
his opponent’s game ; and if the White, instead of taking
the knight with the rook, should take the king’s pawn
with his queen’s bishop, the Black should then take
king’s bishop with the knight; and, in case the White
retakes with his king, he will lose the advamtage of
castling, having, besides, an isolated pawn; but, shonld
the rook take the knight, the Black, by taking adversary’s
king’s kinght with queen’s bishop, and afterwards check-
ing at adversary’s rook’s fourth square, will gain a pawn,
and a better position. 'Whether the White has profited
by the second move of the Black, I leave you to deter-
mine : for my own part I compare it to a man returning
from a combat in which he has been wounded.

The bold assertion that it is bad, at the second move, to
play king’s knight to bishop’s third square, always surprised
me, seeing that the author proves this by a worse move on
the part of the White, as the second is, when he defends
the king's pawn with the queen’s pawn, instead of defend-
ing with the queen’s knight, as the best approved writers
do. I call this move worse, inasmuch as it confines the
king’s bishop, which camnot speedily be placed in any

attacking position, which it would be at queen’s bishop's
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‘fourth square ; and because it often happens that you are
obliged to push the queen’s pawn two squares, for which
object yon employ two moves, when one only might be
sufficient ; and, lastly, becanse by defending with the
queen’s knight at bishop’s third square youn bring a piece
into play, in a position to act much better than it certainly
eould be supposed to do at its own square ; by which it is
seen in practice, that he who defends, at the second
move, his king’s pawn with that of the queen, has at
least a weak and a confined game for a long time. Upon
reasons similar o these the same move of Lopez was
condemned by the most celebrated academies at Nﬁplm,
who adopted that of the queen’s knight; and I am satis-
fied in my Treatise on the Defence to follow their steps.

At the Fourth Game he pretends that he who plays
first cannot, at the second move, push the queen’s bishop’s
pawn one square, as, if he does, he loses the attack,

and probably the game. This assertion also is too bold,

because
BLACK. WHITE.
1. K. Pawn 2 sq. The same.

2. Q.B. Pawn 1sq.(move
censured by Philidor.)
Here the Black shounld not take with the king’s pawn,

} Q. Pawn 2 sq.

as that author supposes to be his best move, but should
play king’s knight to bishop’s third square, upon which,
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if the White take the king’s pawn with the queen’s, the
Black should check with his queen at her rook’s " fourth
square, taking afterwards the doubled pawn either with

the queen or king's knight, according as the White may

play; but if the White, instead of taking the king’s
pawn with the queen’s, should play qumeen’s bishop to
adversary’s king's knight’s fourth square, the Black will
take the queen’s pawn with his king’s; and, on the White
retaking with his queen, or otherwise advancing the
king’s pawn, attacking the knight, the Black will still
give the same check with the queen al rook’s fourth
square ; and if the White, in the first case, should cover
the check with the queen at her second square, the Black
‘must bring his king’s bishop to adversary’s queen’s
knight's fourth square; and, on the White's moving
queen’s bishop’s pawn one square, the Black must take
the king’s pawn.with his knight, by which he will remain
with a better game; but if the White, instead of cover-
ing the check with the queen at her second square, should
cover with the queen’s bishop, which. would be his best
move, the Black must withdraw the queen to her bishop’s
fourth square, offering the exchange of queens with a
certainty of being able to push his gueen’s pawn two
squares, without losing any thing in position; from which
it may be supposed that the above author in asserting
the probable loss of the Black, in consequence of his

second move, foretels an unmerited defeat. Rui Lopez,
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a celebrated Spanish writer, made use of the same move ;

and Carrera, who has rigidly criticised it, has found no

reason fo