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PREFACE. 

In presenting this volume to the public, I do not consider 

an apology necessary for appearing the third time with a 

treatise on the beautiful and highly interesting game of 

checkers. The success with which my two previous works 

(designed mainly for advanced players) have been atten¬ 

ded, has induced me to offer this little volume, which is 

more especially adapted to beginners. 

The Elementary Instructions will be found sufficiently 

simple for one and all to comprehend; while the choice 

lot of original and selected Games and Positions, will ena¬ 

ble all those who will make themselves thoroughly familiar 

with them, “to lay out the whole army of book opposers.” 

Having availed myself of everything pertaining to the 

game, deemed necessary for beginners, I commit the work 

to the public, hoping it will meet the expectations of those 

for whom it is designed. 

HENRY SPAYTH. 





ELEMENTARY INSTRUCTIONS, 

The Game of checkers is played on a board of 64 squares 
of different colors, and with two sets of 12 men each, of 
adverse colors. The following diagram represents the board 
and men at the commencement of the game: 

BLACK. 

WHITE. 

Each player in turn moves one of his men the right or 
left along the diagonal on wich it stands, and the men can 
only move forward one square at a time, until they reach 
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the extreme line of the board, when they become Kings, 
and, being crowned, can then move either forward or 

backward to the end of the game. 
The men capture in the direction they move, by leaping 

over any opposing piece that may be contiguous, provided 

there be a vacant square behind them to set the piece 
upon, and the men thus leaped are removed from the board. 

When there are two ways of capturing, you may take 
your choice, whether in one way one piece only is taken, 
or in the other way more. When you reach the King- 
row, whether by a jump or otherwise, that terminates the 
move until your opponent shall have moved, excepting 
when you leap in with a piece that is already a king, when 
you may leap out again if a piece lies in the way of capture. 

The final object of each player is to confine his oppo¬ 
nent’s pieces in a situation where they cannot be played, 
or both to capture and fix, so that there may be none 

that can be played: and the person whose side is brought 
to this state loses the game. 

The preceding diagram represents the board numbered, 
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which is done for the purpose of recording and communi¬ 
cating the moves. 

It will be observed that the board is numbered on the 
white squares, and that the men are also placed on the 
same squares. The reason for representing them on the 
white squares is simply because it is more convenient, as 
types for doing so are more easily procured. It is custo¬ 
mary in this country to play on the black squares, which 
is also in accordance with the “Laws of the Game.” 

When the black squares are used the order is not 
changed, but the color of the squares is altered from 
white to black, and it will then be observed we have a 
white square at the lower corner at the right hand. 

The student should have a representation of the board 
numbered on a small card, this being preferable to pla¬ 
cing the numbers on the board used for playing. A little 
practice in this way will shortly enable the learner to 
dispense altogether with any such aid. 

You should read over carefully the “Laws of the Game,” 
and play at all times in accordance with them, and at 
once begin with a board and men described in the laws. 
Never touch a piece without moving it; accustom your¬ 
self to play slowly at first; remember there must be a 
motive for every move. The perpetually recurring que¬ 
stion should therefore be, What will be the result of 
this move, that one? etc. Apply, then, that important 
question at every stage of the game, and answer it by 
calculating the result of every playable move at the stage 
in question. Do not permit the loss of a few game* to 
discourage you, but rather let continued defeat act as an 
incentive to greater efforts of both study and practice. 

Presuming that you are now sufficiently acquainted 
with the Elements of the game, you will proceed to solve 
the Positions and play the games in this treatise. 

Place a White King on square 18, a White Man on 28; 
a Black King on 82, and a Black Man on 19; and by 
turning to page 17 you will at once observe you l ave 
Position No. 1, the solution of which you will find be¬ 
low it. 
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Now place 12 black men on the squares from Nos. 1 to 
12, and 12 white men on the numbers from 21 to 32, and 
play for Black’s first move 11 to 15, and White’s reply 22 
to 18, and by turning to page 37 you will observe you have 
what is called the “single comer game.” Now turn to 
page 40, and you will find you have already made the two 
first moves of Game No. 1, and by playing it to the bot¬ 
tom ends the game. 

It is best to practice the games with the winning side 
next you, and when playing with another, play the winning 
side as laid down, so long as your opponent does the same; 
but the moment he varies you must use your own judgment. 

THE MOVE AND ITS CHANGES. 

THE MOVE- 

To have the Move, signifies the occupying of that posi¬ 
tion on the board which, in playing piece against piece, 
backward or forward, without regard to the others, till only 
one square intervenes between the pieces, will eventually 
cause the player who occupies that position to have the 
last move. 

CALCULATION OF THE MOVE. 

For this purpose the squares of the board are divided 
into two systems, of four columns each. 

The columns of one system being those numbered down¬ 
ward fiom squares 1, 2, 3, 4. 

The columns of the other system being those numbered 
upward from squares 29, 30, 31, 32. 

RULE. 

Add together all the pieces in either system, and if their 
sum is odd, it being your play, you have the move: if 
even, your opponent has the move. 
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THE CHANGES OF THE MOVE. 

RULE. 

Add together all of the capturing pieces in both systems, 
and if they are the same as the captured pieces in each 
system, (that is, both odd or both even,) the move is not 
changed; but if they are reverse to each other (one odd 
and the other even) the move is changed. 

REMARKS ON „THE MOVE AND ITS CHANGES.*4 
To have “the Move” is usually an advantage; but in some cases it 

is not, and to bare it may sometimes occasion tbe loss of tbe game. 

An Exchange usually changes tbe more; consequently when you 

wish to obtai 1 it, effect, if you can, such an exchange as will change it. 

We will here remark, however, that before undertaking to master 

“the Move and its Changes,” it will be well for tbe student to study 

thoroughly tbe positions and games given, after which he will be better 

prepared to acquire a knowledge of it. 
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LAWS OF THE GAME. 

1. Tee standard board must be of light and dark squares, 
not less than fourteen inches nor more than fifteen inches 
across the squares. 

2. The standard men, technically described as White 
and Black, must be light and dark, (say white and red or 
white and black,) turned and round, not less than one inch 
nor more than one aud one eighth inch in diameter. 

6. The board shall be placed so that the bottom corner 
square on the left hand shall be black. 

4. The men shall be placed on the black squares. 
5. The Black men shall be invariably placed upon the 

real or supposed first twelve squares of the board, the 
White upon the last twelve squares. 

6. Each player shall play alternately with white and 
black men, and lots shall be cast for the color only once, 
viz: at the commencement of a match, the winner to have 
the choice of taking black or white. 

7. The first play must be invariably made by the person 
having the black men, and that alternately till the end 
of the match. 

8. Time.—At the end of Five Minutes, (if the play has 
not been previously made,) time must be called by the 
person appointed for the purpose, in a distinct manner, 
and if the play be not completed on the expiration of 
another minute, the game shall be adjudged to be lost 
through improper delay. 

9. "W hen there is only one way of taking one or more 
pieces, time shall be called at the $nd of One Minute, 
and if the play be not completed on the expiration of 
another minute, the game shall be adjudged to be lost 
through improper delay. 

10. After the first move has been made, if either player 
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arrange any piece without giving intimation to his oppo¬ 
nent, he shall forfeit the game; but if it is his turn to 
play, he may avoid the penalty by playing that piece if 
possible. 

11. After the pieces have been arranged, if the person 
whose turn it is to play touch one, he must either play 
it or forfeit the game. When the piece is not playable 
he forfeit according to the preceding law. 

12. If any part of a playable piece is played over an 
angle of the square on which it is stationed, the play must 
be completed in that direction. 

13. A capturing play, as well as an ordinary one, is 
completed whenever the hand has been withdrawn from 
the piece played, even although one or more pieces should 
have been taken. 

14. The Huff or Blow is to remove from the board, before 
one plays his own piece, any one of the adverse pieces 
that he might or should have taken; but the Huff or Blow 
never constitutes a play. 

15. The player has the power either to Huff, compel the 
capture, or let the piece remain on the board, as he thinks 
proper. 

16. When a man first reaches any of the squares on the 
opposite extreme line of the board, it becomes a King, and 
can be moved backward or forward as the limits of the 
board permit, though not in the same play, and must be 
crowned (by placing a man on the top of it) by the oppo¬ 
nent. If he neglect to do so, and play, any such play 
shall be put back until the man be crowned. 

17. Either player making a false or improper move, shall 
instantly forfeit the game to his opponent, without another 
move being made. 

18. When taking, if either player remove one of his 
own pieces, he cannot replace it; but his opponent can 
either play or insist on his replacing it. 

19. A Draw, is when neither of the players can force a 
win: when one of the sides appears stronger than the other, 
the stronger party is required to complete the win, or show 
at least a decided advantage over his opponent within forty 
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of his own moves, to be counted from the point at which 
notice was given; failing in which, he must relinquish the 
game as a draw. 

20. Anything which may tend either to annoy or distract 
the attention pf the player is strictly forbidden—such as 
making signs or sounds, pointing or hovering over the board, 
unnecessarily delaying to move a piece touched, or smo¬ 
king. Any principal so acting, after having been warned 
of the consequence, and requested to desist, shall forfeit 
the game. 

21. While a game is pending, neither player is per¬ 
mitted to leave the room without a sufficient reason, or 
receiving the other’s consent or company. 

22. Either player committing a breach of any of these 
laws, mu«t submit to the penalty, and his opponent is 
equally bound to exact the same. 

28. Any spectator giving warning, either by sign, sound 
or remark, on any of the games, whether played or pen¬ 
ding, shall be expelled from the room during the match. 

24. Should any dispute occur, not satisfactorily deter¬ 
mined by the preceding laws, a written statement of facts 
must be sent to a disinterested arbiter, having a knowledge 
of the game, whose decision shall be final. 

25. A match must consist of an even number of games, 
so that each player will have the first move the same 
number of times. 
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POSITION NO. I. 

BLACK. 

WHITE. 

White to play and win. 

White, to win the above position, must give away the 
man on square No. 28, thus: 

80LUTI0N. 

WHITE. BLACK. 

28 to 24 19 to 28 
18 “ 23 32 “ 27 [a] 
23 “ 32 White wins. 

a] Black cannot now more without giving away the king on square 32, 
and after he does that, be cannot make another more. 
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POSITION NO. II. 

BLACK. 

WHITE. 

White to play and win. 

White, to win this position, must compel an exchange, thus: 

SOLUTION. 
WHITE. BLACK. 

21 to 17 9 to 13 [a] 
18 “ 23 fb] 13 “ 22 
23 “ 32 22 “ 26 
32 “ 27 26 “ 30 
27 “ 31 30 “ 25 
31 “ 26 25 " 21 
26 “ 22 White wins. 

[<j] Black must make this move or lose the man on 9, by White playing 
17 to IS. 

[6] This is the only more White has, to win. 
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POSITION NO. III. 

BLACK. 

WHITE. 

White to play and win. 

White, to win this position, must not allow Black to 
make an exchange, thus: 

SOLUTION. 
WHITE. BLACK. 

18 to 23 21 to 25 [1] 
10 “ 14 17 “ 21 
23 “ 26 25 “ 29 
26 “ 30 29 “ 25 
14 “ 18 25 “ 29 
18 “ 22 

[11 

White wit 

10 to 14 17 to 22 
23 “ 26 22 “ 25 
26 “ 30 25 “ 29 
14 “ 18 29 “ 25 
18 “ 22 35 “ 29 

White wins. 
2 
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POSITION NO. IV. 

BLACK. 

WHITE. 

White to play and win. 

White wins this position by a double exchange, and 
prevents Black from getting a king, thus: 

SOLUTION. 

WHITE. 

19 to 15 
23 “ 16 
30 “ 16 

BLACK. 

10 to 19 
12 “ 19 

White wins. 
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POSITION NO. V. 

BLACK. 

WHITE. 

White to play and win. 

White, to win this position, must prevent black man on 
24 from going to 28 or 32, thus: 

SOLUTION. 

WHITE. 

32 to 28 [a] 
28 “ 32 [b] 
18 “ 22 

BLACK. 

24 to 27 

27 “ 31 

White wins. 

[а] This is the only more that wins. 

[б] No other move could win. 
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POSITION NO. VI. 

BLACK. 

WHITE. 

White to play and win. 

White, to win this position, must play 30 to 26, and if 
Black moves 25 to 21, he must make an exchange; but if 
Black plays 17 to 21 he wins without an exchange. 

WHITE. 
SOLUTION. 

BLACK. 

26 to 30 25 to 21 [1] 
18 “ 22 17 “ 26 
30 “ 23 21 “ 17 
23 “ 18 17 “ 13 
18 “ 14 White wins. 

30 to 26 

18 “ 22 

26 “ 30 

[1] 
17 to 21 

25 “ 29 

21 “ 25 

Whitt wins. 
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POSITION NO. VII. 

BLACK. 

WHITE. 

White to play and win. 

White, to win this position, must make an exchange, thus: 

SOLUTION. 
WHITE. BLACK. 

19 to 15 25 to 22 
15 “ 10 22 “ 26 

14 “ 18 5 “ 9 
10 “ 15 9 “ 13 
15 “ 19 26 “ 31 
18 “ 23 13 “ 17 
19 “ 24 17 “ 21 

24 “ 28 21 “ 25 

23 “ 27 31 “ 24 

28 “ 19 White 



Critical positions. 

POSITION NO. VIII. 

WHITE. 

White to play and draw. 

White can draw this position by continuing to occupy 
squares 26 and 22. 

WHITE. 
26 to 22 

22 “ 26 

26 “ 22 

22 “ 26 

26 “ 22 

SOLUTION. 
BLACK. 

21 to 25 

25 “ 30 

30 “ 25 

25 “ 21 

Drawn. 
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POSITION NO. IX. 

BLACK. 

WHITE. 

White to play and win. 

We give this position to show the most compulsory win 

for White. 
SOLUTION. 

WHITE. 

17 to 14 
13 “ 9 

5 “ 1 
14 “ 9 

1 “ 10 

BLACK. 

6 to 2 [a] 
1 “ 6 [b] 
6 “ 13 

13 “ 6 
White wins. 

la] Should Black play 6 to 9, giving one and taking two, he would 
lose, aa white king on 5 would pen the king then remaining on 17. 

Black muBt make this move or allow White to exchange, 
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POSITION NO. X. 

BLACK 

W LITE. 

White to play and win. 

White can compel an exchange in six moves, thus: 

SOLUTION. 
WHITE. BLACK. 

18 to 15 6 to 1 
14 “ 9 26 “ 28 
28 “ 19 1 “ 5 
9 “ 6 28 “ 82 

19 “ 24 5 “ 1 

n “ White 
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POSITION NO. XI. 

BLACK. 

WHITE. 

White to play and win. 

This position often occurs in actual play, and White 
wins by making two exchanges, thus: 

SOLUTION. 

WHITE. BLACK. 

14 to 9 1 to 5 

22 “ 17 5 “ 14 

17 “ 10 21 “ 25 

10 “ 15 25 “ 30 

15 “ 19 30 “ 26 

27 “ 32 26 “ 22 

19 “ 24 20 “ 27 

32 “ 23 White wins. 
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POSITION NO. XII. 

BLACK. 

WHITE. 

Either to play and White to win. 

White wins this position by giving two for one, thus: 

SOLUTION. 
WHITE. BLACK. 

27 to 28 24 to 28 
20 “ 24 28 “ 26 
31 “ 22 13 “ 17 
22 “ 13 29 “ 25 
13 “ 17 

or, 

White wins. 

24 to 28 
20 to 24 28 “ 19 
27 “ 23 19 “ 26 
81 “ 22 White wins. 
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POSITION NO. XIIL 

BLACK. 

WHITE. 

White to play and win. 

White wins this position by forcing the man on 24 to 
28, without allowing the king on 29 to go to 22. 

WHITE. 

SOLUTION. 

BLACK. 

22 to 26 29 to 25 
26 “ 31 24 “ 28 [a] 
31 “ 26 25 “ 29 
26 “ 22 White wins. 

[•] Black must make this move or lose the man on 24. 
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POSITION NO. XIV. 

Black to play and draw. 

BLACK. 

10 to 15 
15 tt 18 
18 it 

22 

14 it 9 
22 

it 18 
18 it 

22 

22 
ft 18 

18 ft 15 
9 It 14 

15 it 10 
10 It 15 
15 ft 10 
14 ft 9 
9 tt 14 

10 it 15 

SOLUTION. 
WHITE. 

23 to 26 
26 “ 81 

5 “ 1 
31 “ 27 
27 “ 24 
24 “ 19 
19 “ 16 

1 “ 5 
16 “ 20 
20 “ 24 

5 “ 1 
24 “ 19 
19 “ 28 

1“ 5 
Drawn. 
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POSITION NO. XV. 

BLACK. 

WHITE. 

White to play and win. 

This position should be well understood, as it often occurs 
in usual play, and the win for White is not easy if 
Black defeats well. 

SOLUTION. 

WHITE. BLA^K. 

6 to 1 25 to 22 
1 “ 6 22 " 26 

6 “ 10 26 “ 28 

11 “ 7 23 “ 27 
7 “ 2 27 “ 24 

9 “ 7 24 “ 27 
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WHITE. BLACK. 
7 to 11 27 to 23 

10 44 15 23 44 27 
15 44 19 27 “ 32 
11 “ 15 32 “ 27 
15 “ 18 27 44 32 
18 44 23 32 “ 28 
23 “ 27 28 “ 32 
19 44 23 32 “ 28 
£7 44 32 28 « 24 
32 44 28 24 “ 20 
23 44 19 20 “ 24 
19 " 15 24 14 27 
15 44 IS 3 44 8 
18 44 15 27 44 23 
28 “ 32 8 44 12 
32 44 28 23 44 27 
15 44 18 12 44 16 
28 M 32 27 44 24 
18 44 15 16 44 20 [1J 
15 “ 18 24 44 19 
32 44 28 19 44 16 
18 “ 23 16 44 11 
23 44 19 11 44 8 
28 “ 32 8 44 11 
32 44 27 11 44 8 
27 44 23 8 44 11 
23 44 18 11 44 8 
18 44 15 8 44 12 
15 44 11 

[1J 
White wi 

34 to 28 
15 to 11 16 “ 19 
32 " 27 28 “ 32 
27 " 31 32 “ 28 
11 " 16 19 " 24 
16 " 19 

Whitt wins, 
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POSITION NO. XVI. 

BLACK. 

WHITE. 

White to play and win. 

solution. 

WHITE. 

11 to 15 
15 “ 18 

« 18 
23 “ 

23 
27 

BLACK. 

32 to 28 
28 “ 82 

M 

19 “ 23 
27 “ 32 

« 23 
18 “ 
15 “ 
32 11 
27 

18 
15 
11 

“ 27 
“ 23 

32 
28 “ 
32 “ 
28 “ 
12 “ 

16 “ 
24 “ 
19 “ 
24 “ 

28 
32 
28 
24 
16 [11 
20 
19 
24 
28 
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WHITE. BLACK. 
11 to 16 28 to 24 00 

f-H
 

C
O

 
(N

 24 “ 28 
16 “ 19 28 “ 32 
18 “ 23 32 “ 28 
23 “ 27 28 “ 32 
19 “ 23 32 “ 28 
27 “ 32 28 “ 24 
32 “ 28 While 

32 to 28 

28 “ 32 

32 “ 28 

18 “ 14 

28 “ 32 

14 “ 10 

10 “ 7 

7 “ 11 

11 “ 16 

16 “ 19 

24 to 19 

12 “ 16 [2] 

16 “ 20 

20 “ 24 

24 “ 27 

27 “ 31 

19 “ 23 

23 “ 19 

19 “ 23 

31 “ 27 

White wins. 

18 to 15 

15 “ 11 

28 “ 32 

11 “ 15 

32 “ 28 

28 “ 32 

15 “ 19 

19 to 16 

16 “ 20 

12 “ 16 

13 “ 19 

19 “ 24 

24 “ 27 

27 “ 31 

White wins. 
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POSITION NO. XVII. 

BLACX. 

WHITB. 

White to play and win. 

WHITE. 
SOLUTION. 

BLACK. 

13 to 9 5 to 14 
21 “ 17 14 “ 21 
32 “ 27 31 “ 24 
22 " 25 21 “ 30 
6 “ 2 30 “ 23 
2 “ 4 White 

8 
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POSITION NO. XVIII 

BLACK. 

WHITE. 

White to play and, win. 

SOLUTION. 
WHITE. BLACK. 

16 to 11 7 to 16 
22 “ 25 29 “ 22 
15 “ 19 24 “ 15 
14 “ 10 5 “ 14 
6 “ 1 15 “ 6 
1 “ 3 White wins. 
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NAMES OF THE GAMES, OR OPENINGS 

AND HOW FORMED. 

By “Openings” we mean a few leading moves on both 
sides, at the beginning of a game. 

I. —The “Single Corner” is formed by the first two moves, 
thus: 

BLACK. WHITE. 

11 to 15 22 to 18 

II. —The “Old Fourteenth” is formed by the first five 
moves: 

11 to 15 23 to 19 

8 “ 11 22 “ 17 

4 “ 8 

III. —The “Cross” is formed by the first two moves: 

11 to 15 23 to 18 

IV—The “Laird and Lady” is formed by the first five 
moves: 

11 to 15 23 to 19 

8 “ 11 22 “ 17 

9 “ 13 

V.—The “Suter” is formed by the first five moves: 

11 to 15 23 to 19 

9 “ 14 22 “ 17 

§ “ 9 
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VI.—The “Dykrn is formed by the first three mores: 

BLACK. WHITE. 

11 to 15 

15 “ 19 

22 to 17 

VII.—The “Maid of the Mill” is formed by the first 
three or five moves: 

11 to 15 22 to 17 

15 “ 18 
or. 

11 to 15 22 to 17 

8 “ 11 

15 “ 18 

17 “ 13 

VIII.—The “Glasgow” is formed by the first five or 
seven moves: 

11 to 15 23 to 19 

vH 

00 22 “ 17 

11 “ 16 
or, 

11 to 15 23 to 19 

8 “ 11 22 “ 17 

9 “ 14 25 “ 22 

11 “ 16 

IX.—The “Fife” is formed by the first five moves: 

11 to 15 23 to 19 

9 “ 14 

5 “ 9 

22 “ 17 

X.—The “Ayrshire Lassie” is formed by the first four 
moves: 

11 to 15 24 to 20 

8 “ 11 28 “ 24 

XL—“Will-o'-the-Wisp1 * is formed by the first three 
moves: 

23 to 19 11 to 15 

9 “ 13 
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XII. —The “Second Double Comer” is formed by the 
first two moves: 

BLACK. WHITE. 

11 to 15 24 to 19 

XIII. —“Defiance” is formed by the first four moves: 

11 to 15 23 to 19 

9 “ 14 27 “ 23 

XIV. —The “Bristol” is formed by f!he first move: 

11 to 16 

XV. —The “Whilter” is formed by the first three or 
five moves* 

11 to 15 23 to 19 

7 “ ll 

or, 
11 to it> 23 to 19 
9 “ 14 

7 “ 11 

22 “ 17 

XVI. —Thje “Double Corner” is formed by the first move: 

9 to 14 

XVII. —The”Irregular”is composed of a variety of open¬ 
ings not illustrated in the preceding. 

The games formed by an odd number of moves refer 
to the first side, while those formed by an even number 
refer to the second side. 

If any one says he played the Old Fourteenth, Laird 
and Lady, Suter, Dyke, Maid of the Mill, Glasgow, Fife, 
Will-o’-the-Wisp, Bristol, Whilter, or Double Comer, we 
understand he played the first side of those games; but 
if he says he played the Single Comer, Cross, Ayrshire 
Lassie, Second Double Corner, or Defiance, we at once 
understand he played the second side of those games 
against his opponent 
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GAME NO. I. 

"SINGLE CORNER.** 

BLACK. WHITE. 

11 to 15 22 to 18 

15 “ 22 25 “ 13 

8 “ 11 29 “ 25 

4 “ 8 25 “ 22 

11 “ 16 24 “ 20 

8 “ 11 27 “ 24 

10 “ 14 24 “ 19 
7 “ 10 28 “ 24 
3“ 7 32 “ 28 [a] 
9 “ 13 18 “ 9 

5 “ 14 22 “ 18 [b] 
13 “ 17 18 “ 9 

6 “ 13 21 “ 14 
10 “ 17 26 “ 22 

17 “ 26 31 “ 22 
7 “ 10 30 “ 25 
2 “ 6 25 M 21 
6 “ 9 22 18 
1 “ 5 18 “ 15 

11 “ 27 20 “ 11 
10 “ 14 Black wins. 

[а] This move loses, but 80 to 25 would draw the game with c rrect 

play. 
[б] While may play now, or hereafter, as he pleases, but cannot 

draw if Black plays well. 
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GAME NO. II. 

“OLD FOURTEENTH.*' 

BLACK. WHITE. 

11 to 15 23 to 19 
8 “ 11 22 “ 17 
4 “ 8 17 “ 13 

15 “ 18 24 “ 20 
11 " 15 28 “ 24 

8 “ 11 26 “ 23 
9 “ 14 31 “ 26 
6 “ 9 13 “ 6 
2 “ 9 26 “ 22 
1 “ 6 32 “ 28 
3 “ 8 30 “ 26 
9 M 13 19 “ 16 

12 “ 19 23 “ 16 
8 “ 12 [a] 24 “ 19 

15 “ 31 22 “ 8 
12 “ 19 8 “ 3 
31 “ 22 25 “ 2 

White wins. 

[a] This move loses. Black could hare drawn the game by playing 
13 to 17, (giving away the man on 18,) and then moving 8 to 12. 
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GAME NO. III. 

‘•CROSS.*’ 

BLACK. WHITE. 
11 to 15 23 to 18 

8 “ 11 27 u 23 
11 “ 16 18 ft 11 
16 “ 20 24 u 19 

7 “ 16 22 ft 18 
4 “ 8 25 n 22 
8 “ 11 29 it 25 

10 “ 14 19 tt 15 
3 “ 8 22 it 

17 W 
20 “ 24 28 u 19 [1] 
16 “ 20 17 (( 10 
9 “ 14 18 it 9 

11 “ 27 31 n 24 
20 “ 27 82 ft 23 

6 “ 24 25 ft 22 
5 “ 14 22 ft 17 
2 “ 6 17 ft 10 
6 “ 15 

[1] 

Black wt 

17 to 10 
16 to 20 28 a 19 

9 “ 14 18 i< 9 
11 " 27 82 u 23 
6 *' 24 25 14 22 
6 *' 14 22 41 18 
1 '* 6 18 <4 9 

Black wins. 

(«] Thi* move lo.es; 81 to 27 would draw. 
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GAME NO. IV. 

“LAIRD AND LADY.” 

BLACK. 

11 to 15 
8 

« 11 
9 a 13 

10 a 17 
15 a 18 
4 u 

8 

6 
a 9 

13 a 17 
9 u 13 
2 a 

6 

6 
a 9 

11 a 15 [a] 
15 u 24 
17 a 

22 

13 u 17 
9 a 13 
8 a 15 

18 a 27 
17 it 22 
27 u 32 
32 u 28 

1 a 10 
3 a 10 

WHITE. 

23 to 19 
22 “ 17 
17 “ 14 
21 “ 14 
19 " 15 
24 “ 19 
28 “ 24 
24 “ 20 
32 “ 28 
26 “ 23 
15 “ 10 
25 “ 21 
28 “ 19 
30 “ 25 
19 “ 15 
15 “ 11 
27 “ 24 
25 “ 2 
24 “ 19 
21 “ 17 
10 “ 6 
14 “ 7 
2 “ 6 

White 

[o] This move loseB; 17 to 22 woqtd draw, 
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GAME NO. V. 

“SUTER.” 

BLACK. WHITE. 

11 to 15 23 to 19 
9 “ 14 22 “ 17 
6 “ 9 17 “ 13 
2 “ 6 25 “ 22 
8 “ 11 29 “ 25 
4 “ 8 24 “ 20 

15 “ 24 28 “ 19 
11 “ 15 27 “ 24 
14 “ 17 21 “ 14 
9 “ 18 26 “ 23 

18 “ 27 32 M 23 
10 “ 14 19 10 
6 “ 15 13 9 
7 “ 11 23 “ 19 

15 “ 18 22 “ 15 
11 “ 18 19 “ 15 
18 “ 22 25 “ 18 
14 “ 23 31 " 26 
5 “ 14 26 “ 19 

14 “ 18 15 “ 11 
8 “ 15 10 M 19 

00
 

to
 

C
O

 

24 " 19 
23 “ 27 19 “ 15 
27 “ 32 15 “ 11 
23 “ 27 11 “ 7 [a] 

Drawn. 

tides haring made correct more*, the game results in 
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GAME NO. VI. 

"DYKE.” 
BLACK. WHITE. 

11 to 15 22 to 17 

15 “ 19 24 “ 15 

10 “ 19 23 “ 16 

12 “ 19 25 “ 22 

8 “ 11 30 “ 25 

4 “ 8 22 “ 18 

11 “ 16 27 “ 23 

8 “ 12 17 “ 14 

16 “ 20 23 “ 16 

12 “ 19 25 “ 22 

9 “ 13 32 “ 27 

6 “ 9 27 “ 24 

20 “ 27 31 “ 15 

1 “ 6 29 “ 25 

7 “ 10 14 ‘ 7 

3 “ 19 18 “ 15 

9 “ 14 15 “ 11 

6 “ 9 11 “ 8 

2 “ 7 8 “ 8 

7 “ 10 3 “ 7 

10 “ 15 7 “ 11 

14 M 17 21 “ 14 

9 “ 18 25 “ 21 

18 “ 25 11 “ 18 

25 “ 30 18 “ 23 

5 “ 9 23 “ 16 

30 “ 23 28 “ 24 

9 “ 14 24 “ 19 

23 “ 27 Drawn. 
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GAME NO. VII. 

"MAID OF THE MILL.” 

BLACK. WHITE. 

11 to 15 22 to 17 

15 “ 18 23 “ 14 

9 “ 18 17 “ 14 

10 “ 17 21 “ 14 

6 “ 9 26 “ 23 

8 “ 11 24 “ 20 

11 “ 15. 28 “ 24 
4 “ 8 23 “ 19 
2 “ 6 19 “ 10 

6 “ 15 30 “ 26 

8 “ 11 26 “ 22 
3 “ 8 31 “ 26 

12 “ 16 26 “ 23 

1 “ 6 22 “ 17 

9 “ 13 23 “ 19 

16 “ 23 20 u 16 

13 “ 22 16 “ 12 

11 “ 16 12 “ 3 

7 “ 11 14 “ 10 
6 “ 9 3 “ 7 

22 “ 26 10 “ 6 

26 “ 31 6 “ 1 

23 “ 26 32 “ 28 

18 “ 22 25 “ 18 

15 “ 22 24 “ 20 

31 “ 24 28 “ 12 
Drawn. 
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GAME NO. VIII. 

"GLASGOW.” 

BLACK. WHITB. 

11 to 15 23 to 19 
8 “ 11 22 " 17 

11 " 16 24 * 20 
16 “ 23 27 “ 11 

7 “ 16 20 " 11 
3 “ 7 28 " 24 
7 “ 16 25 “ 22 

10 " 15 24 “ 20 
16 “ 19 17 “ 13 
4 “ 8 30 “ 25 
2 “ 7 [a] 22 “ 18 

15 “ 22 25 “ 18 
7 “ 10 32 “ 28 

19 A 23 26 “ 19 
8 “ 11 19 " 15 

10 “ 19 21 “ 17 
19 “ 28 28 “ 24 
6 “ 10 13 “ 6 

10 “ 15 18 “ 14 
1 " 10 14 “ 7 

23 “ 27 7 ° 8 
27 “ 82 17 " 13 
12 “ 16 3 " 8 
32 “ 28 8 “ 1* 
28 “ 19 31 " 26 
15 “ 18 26 “ 22 
18 “ 25 29 “ 22 

WhiU 

[■] This move Iom# ; 8 to 11 would draw. 
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GAME NO. IX. 

“FIFE.” 

BLACK. WHITE. 

11 to 15 23 to 19 
9 “ 14 22 “ 17 
5 “ '9 26 “ 23 
9 " 13 30 “ 26 

13 “ 22 25 “ 9 
6 “ 13 29 “ 25 
1 “ 5 25 “ 22 
5 “ 9 24 “ 20 

15 “ 24 28 “ 19 
9 “ 14 22 “ 18 

14 “ 17 21 “ 14 
10 “ 17 26 “ 22 
17 “ 26 31 “ 22 
2 “ 6 18 “ 14 [a] 
6 “ 10 14 “ 9 
7 “ 11 27 “ 24 

10 “14 9 “ 6 

14 “ 17 22 “ 18 
11 “ 16 20 “ n 
8 “ 22 Black wins, 

(a] ~£ to 4 loses; 19 to 15 wou.l draw. 
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GAME NO. X. 

“AYRSHIRE LASSIE.” 

BLACK. WHITE. 

11 to 15 24 to 20 

8 “ 11 28 “ 24 

9 “ 13 23 “ 19 

6 “ 9 27 “ 23 

9 “ 14 22 “ 18 [a] 

15 “ 22 25 “ 9 

5 “ 14 29 “ 25 

11 “ 15 25 “ 22 

4 “ 8 32 “ 28 

8 “ 11 22 “ 17 

13 “ 22 26 “ 17 

12 “ 16 19 “ 12 

15 “ 18 31 “ 27 

18 “ 22 17 “ 13 

1 “ 6 24 “ 19 

14 “ 18 23 “ 14 

10 “ 17 21 “ 14 

11 “ 16 20 “ 11 

7 “ 31 14 “ 9 

32 “ 27 9 “ 5 

2 “ 7 5 “ 1 

22 “ 26 1 “ 10 

7 “ 14 30 “ 23 

27 “ 18 13 “ 9 

18 “ 15 9 a 6 

14 “ 18 Black u 

[a] This more loses; 82 to 28 would di»w. 



48 GAMES. 

GAME NO. XI. 

"WILIXV-THE-WISP.” 
BLACK. WHITE. 

11 to 15 23 to 19 
9 44 13 22 “ 18 

15 “ 22 25 44 18 
5 " 9 29 44 25 

10 " 14 27 44 23 
8 44 11 25 44 22 
4 “ 8 24 44 20 
6 “ 10 28 44 24 
1 44 5 32 44 27 

14 44 17 21 44 14 
10 14 17 19 44 15 
2 44 0 24 44 19 

17 44 21 [a] 19 44 16 
12 44 19 23 44 16 
8 44 12 15 44 8 

12 “ 19 8 44 4 
19 44 24 18 44 15 
14 44 28 27 44 24 

7 “ 10 20 44 16 
10 44 19 24 44 15 
28 “ 32 15 44 10 

6 44 15 31 44 27 
32 “ 23 26 44 10 
9 44 14 16 44 12 

14 44 17 22 44 18 
17 44 22 4 44 8 
22 44 25 8 44 11 
25 44 29 11 44 15 
29 “ 25 10 44 6 
25 41 22 15 44 10 

White wins. 
[a] Thia mor* lose*: 7 to 10 would draw. 
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GAME NO. XII. 

"SECOND DOUBLE CORNER." 

BLACK. WHITE. 
11 to 15 24 to 19 
15 “ 24 28 “ 19 
9 “ 14 22 “ 18 
5 “ 9 25 “ 22 
8 “ 11 29 “ 25 [a] 

11 “ 16 18 “ 15 
4 “ 8 22 “ 18 
7 “ 11 26 “ 22 

16 “ 20 31 w 26 
11 “ 16 32 “ 28 
3 “ 7 28 “ 24 
7 “ 11 22 “ 17 
9 “ 13 18 “ 9 

13 “ 31 9 M 5 
11 “ 18 23 “ 7 
16 “ 32 7 “ 3 
20 “ 27 Black wit 

[o] Thia move loses; 80 to 25 would draw. 

4 
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GAME NO. XIII. 

“DEFIANCE." 

BLACK. 
11 to 15 
9 n 14 
8 a 11 

15 tt 22 
5 tt 14 

11 tt 15 
7 tt 11 

15 It 24 
11 tt 15 
15 it 24 
6 it 9 
4 it 8 
1 ti 6 
9 t( 13 
3 it 7 

13 ft 17 
6 It 13 
2 tt 27 
7 ft 10 
8 tt 11 

10 ft 14 

Jo] This move loses; 20 

white. 

23 to 19 
27 « 23 
22 

a 18 
25 t( 9 
29 tt 25 
25 a 22 

24 tt 20 
28 tt 19 
32 tt 28 
28 tt 19 
22 tt 18 
18 a 15 [a] 
26 it 

22 

22 tt 18 
18 tt 9 
21 tt 14 
15 n 

6 

31 tt 24 
30 tt 26 
26 tt 22 

Black wins. 

16 would drew. 
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GAME NO. XIV. 

'BRISTOL. “ 

BLACK. WHITE. 

11 to 16 24 to 20 
16 “ 19 23 “ 16 
12 “ 19 22 “ 18 
9 “ 14 18 “ 9 
5 “ 14 25 “ 22 
8 “ 11 22 “ 17 
4 “ 8 27 “ 23 
8 “ 12 23 “ 16 

12 “ 19 32 “ 27 
11 “ 15 20 “ 16 
15 “ 18 27 “ 24 
10 “ 15 17 “ 10 

7 “ 14 16 “ 11 
6 “ 10 26 “ 22 

18 “ 25 29 “ 22 
14 “ 18 22 “ 17 [a] 
18 “ 22 17 “ 14 
10 “ 17 21 “ 14 
19 “ 23 24 “ 19 
15 “ 24 28 M 19 

1 “ 6 19 M 16 
23 “ 27 31 “ 24 

3 “ 8 11 “ 4 
6 “ 10 14 “ 7 
2 “ 27 4 “ 8 [b] 

Black wins• 

[a] This move loses; 21 to 17 would draw. 
[b] This leaves position No. 15 with the pieces reversed. 
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GAME NO. XV. 

“WHILTER.” 

BLACK. WHITE. 

11 to 15 23 to 19 
9 “ 14 22 “ 17 
7 “ 11 25 “ 22 

11 “ 16 26 “ 23 
5 " 9 17 “ 13 
3 “ 7 29 “ 25 
1 “ 5 22 “ 17 
8 “ 11 31 “ 26 

16 “ 20 19 “ 16 
12 “ 19 23 “ 16 
14 “ 18 26 “ 23 
18 “ 22 25 “ 18 
15 “ 22 23 “ 18 
22 “ 25 17 “ 14 
10 “ 17 21 “ 14 
11 “ 15 18 “ 11 
9 “ 18 30 “ 21 

18 “ 22 21 “ 17 
22 “ 26 24 “ 19 
26 “ 80 19 “ 15 
d0 “ 26 17 “ 14 
26 “ 22 13 “ 9 

6 “ 13 15 « 10 
22 “ 17 Drawn. 
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GAME NO. XVI. 

"DOUBLE CORNER.” 

BLACK. WHITE. 

9 to 14 22 to 18 
5 “ 9 24 “ 20 

11 “ 16 20 “ 11 
8 “ 22 25 “ 18 

12 “ 16 29 “ 25 
4 “ 8 25 “ 22 
8 “ 12 28 “ 24 

16 “ 20 24 “ 19 
1 “ 5 27 “ 24 

20 “ 27 31 “ 24 
7 “ 11 24 u 20 
3 “ 7 32 27 

11 “ 16 20 “ 11 
7 “ 16 30 “ 25 

16 “ 20 18 “ 15 
9 “ 13 [a] 15 “ 11 
6 “ 9 11 “ 8 
2 “ 7 8 “ 3 

14 “ 17 21 “ 14 

10 “ 17 3 “ 10 

17 “ 21 22 “ 18 

21 “ 30 10 “ 15 

9 “ 14 18 “ 9 

5 “ 14 15 “ 18 

13 “ 17 18 “ 9 

30 M 25 19 M 16 
White wins. 

[a] This move loses; 2 to 7 would draw. 
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GAME NO. XVII. 

“IRREGULAR." 

BLACK. WHITE. 

11 to 15 22 to 17 
8 “ 11 17 “ 13 
4 “ 8 21 “ 17 
9 “ 14 25 “ 21 

15 “ 18 [a] 29 “ 25 
11 “ 15 26 “ 22 

7 “ 11 30 “ 26 
2 “ 7 24 “ 20 
5 “ 9 28 “ 24 

12 “ 16 32 “ 28 
16 “ 19 23 “ 16 
18 “ 23 26 “ 19 
8 “ 12 27 “ 23 
1 “ 5 23 “ 18 cc 

<N 17 “ 14 
9 “ 18 21 “ 17 

23 “ 27 17 “ 14 
10 “ 26 19 “ 1 
12 “ 19 24 “ 8 
3 “12 31 “ 15 

White wins. 

fa] This move loses; 15 to 19 would draw. 
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GAME NO. XVIII. 

,,IRREGULAR.” 

BLACK. WHITE. 

10 to 15 23 to 18 

12 “ 16 21 “ 17 

16 “ 19 17 “ 14 

9 “ 13 24 “ 20 

8 “ 12 25 “ 21 

12 “ 16 21 17 

4 “ 8 29 “ 25 

6 u 9 27 “ 24 

1 “ 6 32 “ 27 

6 “ 10 27 “ 23 

8 “ 12 25 “ 21 

2*6 31 “ 27 

3 “ 8 30- “ 25 
White wins. 

NOTE.—It is often contended, by thoBe'who have a limited know¬ 
ledge of the game, “that a skillful player can always win by having the 
first move at the commencement of a game.” The above game demon¬ 
strates that the player having the first move loses if no exchange is 
made, and the game is allowed to be “blocked.” Neither the one who 
moves first, nor second, has any advantage, as a game played perfect 
on both sides mast result in a draw. 
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TRAPS, OR CATCHES. 

Presuming the student to be now pretty familiar with 
the elements of the game, movements of the pieces, playing 
games, etc., we will give a few positions illustrating what 
are generally termed “traps” or “catches,” which usually 
occur at the ending of games, and are very annoying to 
beginners when encountering experienced players. It should 
be the constant aim of the learner to avoid being caught 
with them, but to catch his opponent if he can. 

NO. I. 

BLACK. 

WHITE. 

White to play and win, 
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The preceding position may have occurred by White 
playing JJJ to |1£, and Black replying 30 to 26. White 
now wins thus: 

WHITE. BLACK. 

19 to 16 12 to 19 
11 ^ 8 4 “ 11 

7 “ 30 

NO. IL 

BLACK. 

White to play and win. 

The above position may have occurred by White playing 
31 to 26, and Black 8 to 11. 

SOLUTION. 
WHITE. BLACK. 

18 to 15 11 to 18 
26 “ 22 17 “ 26 

30 “ 5 
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The following position may have occurred by Whit# 
playing 32 to 27, and Black replying 13 to 17. 

NO. III. 

BLACK. 

White to play and win. 

white. 

19 to 16 
27 “ 23 
31 “ 6 

SOLUTION. 

BLACK. 

12 to 19 
19 “ 26 
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The following position may have occurred by White 
playing 2 to 26, and Black repling 13 to 17. 

NO. IY. 

BLACK. 

White to play and win. 

WHITE. 

27 to 24 

26 “ 22 
19 “ 16 

15 “ 22 

BLACK. 

20 to 27 
17 “ 26 

12 “ 19 

SOLUTION. 
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The following position may have occurred by White 
playing 31 to 26, and Black replying 13 to 17. 

NO. V. 

BLACK. 

WHITE. 

White to play and win. 

SOLUTION. 
WHITE. BLACK. 
26 to 22 17 to 26 
27 “ 24 20 " 27 
19 “ 16 12 “ 19 
11 “ 7 3 “ 10 
6 “ 29 
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NO. VI. 

BLACK. 

WHITE. 

White to play and win. 

The above position occurred by Black playing 9 to 14. 

BLACK. 

13 to 22 
WHITE. 

22 to 17 

SOLUTION. 
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NO. VII. 

nijSf'r. 

Wiiil'E. 

White to play and win. 

The above position occurred by Black playing 4 to 8. 

WHITE. 

15 to 10 
22 “ 17 

25 " 4 

SOLUTION. 

BLACK. 

6 to 15 
13 “ 22 
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NO. VIII. 

White to play and win. 

The above position occurred by Black playing 1 to & 

wbite. 

15 to 10 
22 “ 17 
25 “ 2 

SOLUTION. 
BLACK. 

6 to 15 
13 “ 22 
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NO. IX. 

BLACK. 

WHITE 

White to play and win. 

The above position occurred by Black playing 3 to 7. 

WHITE. 

14 to 9 
22 “ 17 
26 11 3 

SOLUTION. 

BLACK. 

5 to 14 
13 " 22 
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NO. X. 

White to play atui win. 

The above position occurred by Black playing 2 to 6 

SOLUTION. 

white. black. 

14 to 9 5 to 14 
22 “ 17 13 " 22 
25 “ 2 

5 
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NO. XL 

BLACK. 

WHITE. 

Black to play and win. 

The above position occured by White playing 29 to 25. 

SOLUTION. 
BLACK. WHITE. 

11 to 16 20 to 11 
8 “ 29 
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NO. XII. 

The above position occurred by Black playing 12 to 16. 

White to play and win. 

SOLUTION. 
WHITE. 

24 to 19 

28 “ 3 

BLACK. 

15 to 24 
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NO. XIII. 

BLACK. 

WHITE. 

Black to play and win. 

The above position occurred by White playing 32 to 28. 

BLACK. 

11 to 16 
7 “ 32 

SOLUTION. 

WHITE. 

20 to 11 
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GAMES AND POSITIONS. 
NUMBER I. 

“SINGLE CORNER.” 
BLACK. WHITE. 

11 to 15 22 to 18 
15 “ 22 25 “ 18 
8 “ 11 29 “ 25 
4 “ 8 25 " 22 

10 " 14 22 “ 17 [a] 
[«J This more losea, and leares the following position. 

NUMBER I. 

Black to play and win, thus: 

9 to 13 18 to 9 
13 “ 22 26 “ 17 
6 “ 22 [a] Black wins. 

Jo] Black now baring a man ahead can force a win by playing correct* 
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NO. II. 

“AYRSHIRE LASSIE “ 
BLACK. WHITE. 

11 to 15 24 to 20 

8 “ 11 28 “ 24 

4 “ 8 23 “ 19 

9 “ 13 [a] 

[a] This move loses, and leaves the following position. 

NO. IL 

BLACK. 

WHITE. 

White to play and win, thus; 

20 to 16 
22 “ 17 
25 “ A 

White wins. 

11 to 20 
}3 “ 22 
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NO. III. 

"SINGLE CORNER." 
BLACK. WHITE. 

11 to 15 22 to 18 
15 “ 22 25 “ 18 

8 “ 11 29 “ 25 
4 “ 8 24 “ 20 

10 “ 15 25 “ 22 
9 “ 13 [a] 

[a] This move loses, and leaves the following position. 

NO. III. 

BLACK. 

White to play and win, thus; 

20 to 16 
12 to 19 23 “ 16 
11 “ 20 18 “ 4 

White wins. 
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NO. IV. 

“IRREGULAR.” 

BLACK. WHITE. 

10 to 15 22 to 18 
15 “ 22 25 “ 18 
6 “ 10 29 “ 25 

10 “ 15 25 “ 22 [a] 
[a] This move loses, and leaves the following position. 

NO. IV. 

BLACK. 

WHITE. 

Black to play and win, thus: 

15 to 19 23 to 16 
12 “ 19 24 “ 15 
9 “ 14 18 “ 9 

11 “ 25 Black wins. 

\ 
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no. v. 

“IRREGULAR.” 

BLACK. WHITE. 

11 to 15 23 to 19 
8 “ 11 26 “ 23 
4 “ 8 30 “ 26 
9 “ 13 [a] 

[«] This more loses, and leaves the following position. 

NO. V. 

BLACK. 

WHITE. 

White to play and win, thus: 

19 to 16 
23 “ 16 
22 “ 17 
25 “ 4 

White wins. 

12 to 19 
11 “ 20 
13 “ 22 
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NO. VI. 

"IRREGULAR.” 
BLACK. WHITE. 

11 to 15 22 to 17 
8 “ 11 25 “ 22 
4 “ 8 • 29 “ 25 

15 “ 19 24 “ 15 
10 “ 19 23 “ 16 
12 “ 19 27 “ 24 [a] 

[a] This move loses, and leaves the following position. 

NO. VI. 

Black to play and win, thus: 

9 to 13 24 to 15 
11 “ 18 22 “ 15 

13 u 23 Black wins. 

BLACK. 

WHITE. 
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NO. VII. 
“IRREGULAR.” 

BLACK. 
11 to 15 

8 “ 11 
9 “ 14 

14 “ 18 [a] 
[o] This move loses, and leaves the following position. 

NO. VII. 
BLACK. 

WHITE. 
23 to 19 
22 “ 17 
25 “ 22 

WHITE. 

White to play and win, thus; 
29 to 25 

11 to 16 26 “ 28 

6 “ 9 23 “ 14 

9 “ 18 17 “ 13 

16 “ 28 24 “ 19 

15 “ 24 22 “ 6 
1 “ 10 28 “ 19 
4 “ 8 27 “ 18 

Whit* wins. 
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NO. VIII. 
“CROSS.” 

BLACK. WHITE. 
11 to 15 23 to 18 
8 “ 11 27 “ 23 
4 “ 8 23 “ 19 
9 “ 14 18 “ 9 
5 “ 14 22 “ 17 

15 “ 18 26 “ 22 
11 “ 16 [a] 
16 “ 23 [b] 

22 “ 15 

[o] This move loses. [6] This leaves the following position. 

NO. VIII. 
BLAf'K. 

WHITE 

White to play and win, thus: 

31 to 27 
10 to 19 17 “ io 

7 “ 14 27 " 9 
6 “ 13 24 “ 15 

White wins. 
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BLACK. 

11 to 15 

NO. IX. 

‘LAIRD AND LADY.” 

8 
9 

10 
15 
4 

11 

11 
18 
17 
18 

8 
16 [a] 

WHITE. 

23 to 19 
22 “ 17 

a 17 
21 
19 
24 

14 
14 
15 
19 

[#) This more loses, and leaves the following position. 

NO. IX. 
BLACK. 

WHITE. 

IVh te to play and win, thus. 
26 to 22 

16 to 23 
6 “ 15 

18 “ 25 

15 “ 10 
25 “ 21 
27 “ 4 

Whiii wins. 
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NO. X. 
“LAIRD AND LADY” 

BLACK. WHITE. 
11 to 15 23 t© 19 
8 “ 11 22 “ 17 
9 “ 13 17 “ 14 

10 “ 17 21 “ 14 
15 “ 18 19 “ 15 
4 “ 8 24 “ 19 

13 “ 17 28 “ 24 
11 “ 16 26 M 23 
16 “ 20 31 “ 26 r 

[a] This move loses, and leaves the following pos fSL 

NO. X. 

WHITE. 

18 to 22 25 to 18 
12 “ 16 19 “ 12 

7 “ 10 14 4‘ 7 
3 “ 28 12 " 3 
2 “ 7 3 “ 10 
6 “ 31 Black 
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NO. XI. 
•SINGLE CORNER/' 

BLACK. WHITE. 

11 to 15 22 to 18 
15 “ 22 25 “ 18 

8 “ 11 29 “ 25 

4 “ 8 24 “ 20 

10 “ 15 25 “ 22 

12 “ 16 27 “ 24 [a] 
[*] This move loses, and leaves the following position. 

NO. XL 
BLACK. 

WHITE. 

Black to play and win, thus: 

15 to 19 
16 “ 19 

9 “ 14 
11 “ 25 

5 “ 14 
6 “ 10 

24 to 15 
93 “ 16 
18 “ 9 
28 “ 24 
24 “ 19 

Black wins. 
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NO. XII. 

"IKKEGULA*.” 
BLACK. 

11 to 15 
8 “ 11 
9 “ 13 

WHITE. 

23 to 19 
22 “ 17 
25 " 22 [a] 

[a] This more loses, and leaves the following position. 

NO. XII. 

F.LACr 

WHITE. 

Black to play and win, thus: 

27 to 23 [1] 
24 “ 20 
28 " 19 

5 to 9 
9 “ 14 

15 “ 24 
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BLACK. WHITE. 
4 to 8 30 to 25 

11 “ 15 32 “ 28 
15 “ 24 28 “ 19 
8 “ 11 19 “ 16 

12 “ 19 23 “ 16 
6 “ 9 26 “ 23 
1 “ 5 31 “ 27 

10 “ 15 17 “ 10 
7 “ 14 16 “ 7 
2 “ 11 20 “ 16 

11 “ 20 22 “ 17 
13 “ 22 25 “ 11 
20 “ 24 27 “ 20 
14 “ 17 21 “ 24 
9 “ 27 29 “ 25 
5 “ 9 20 “ 16 

27 M 31 16 “ 12 
31 “ 27 11 “ 8 
27 “ 23 8 “ 4 
23 “ 19 4 “ 8 
19 “ 15 25 “ 22 
9 “ 14 

M 

Black wins. 

26 to 23 
9 to 14 24 “ 20 

15 “ 24 28 “ 19 
11 " 15 82 “ 28 
15 “ 24 28 “ 19 
4 “ 8 80 " 26 
7 “ 11 19 “ 14 

12 “ 19 23 “ 7 
2 '* 11 26 “ 23 
6 " 9 23 " 19 

11 “ 15 27 “ 24 
14 “ 18 20 “ 16 

18 " 25 29 " 22 

15 “ 18 28 “ 6 

1 " 10 Black wins. 

e 
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NO. XIII. 
“OLD FOURTEENTH”. 

BLACK. WHITE. 

11 to 15 23 to 19 

8 “ 11 22 “ 17 

4 “ 8 25 “ 22 

9 “ 13 27 “ 23 

6 “ 9 23 “ 18 

9 “ 14 18 “ 9 

5 “ 14 26 “ 23 

2 “ 6 [a] 
{«] This move loses, and leaves the following position. 

NO. XIII 
BLACK. 

Will IE. 

White to play and win, thus: 

24 to 20 
28 “ 19 15 to 24 
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BLACK. 

6 to 9 
11 “ 15 
15 “ 24 
8 “ 11 

12 “ 19 
11 “ IK [1] 

7 “ 16 
14 “ 18 
18 “ 25 

3 “ 10 
9 “ 14 

13 ft n 
14 “ 18 
18 “ 22 
15 “ 18 
10 “ 15 
15 “ 19 
19 " 23 
22 “ 25 
25 “ 29 

1 “ 5 
5 “ 9 

29 “ 25 
9 “ 14 

WHITE. 

30 to 26 
32 “ 28 
28 “ 19 
19 “ 16 
23 u 16 
16 it 11 
20 it 11 
17 it 14 
14 (( 7 
29 (( 

22 

22 <( 17 
26 M 17 
11 U 7 

7 M 3 
3 <( 7 
7 (( 10 

17 (( 13 
10 <? 14 
14 M 17 
13 (1 9 

9 it 6 
17 (i 13 
6 

it 1 
13 it 17 

White wins. 

l to 6 

11 “ 15 

15 “ 22 

7 " 10 

26 to 23 

22 “ 18 

16 “ 11 

20 “ 11 

White wins. 
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A MIDNIGHT ENCOUNTER 

BY “MARTIN". 

The game of checkers, to one who can comprehend its 
deeper mysteries, is one of the highest intellectual amuse¬ 
ments. In my own estimation it occupies the first place, 
and chess owes its superior reputation to the complexity 
of its manoeuvers rather than its opportunities for scientific 
play. But my intention is not to write a panegyric upon 
my favorite game, but to narrate a most singular event, 
which made an impression upon my mind that many years 

have failed to efface. 
At the time of this occurrence I was about twenty, and 

enthusiastically fond of checkers, in which I had attained 
such proficiency as to conquer all players in my own New 
England village. A signal victory over an old sea-captain, 
who alone disputed my supremacy, determined me to make 
a journey to England and cultivate my talents under the 
instructions of the London masters. That I did not carry 
out this design is owing to the following remarkable ad¬ 

venture : 
A short time before my intended departure, I was seated 

in an old country inn on one of the dullest and rainiest 
days it was ever my fortune to see. I had been playing 
checkers with mine host, but found him such a mere tyro, 
that there was no sport in beating him. I therefore dis¬ 
missed him and proceeded to solve a problem of Sturges; 
but the old master of checkers had constructed so diffi¬ 
cult a position that I could see no solution to it; but I 
scorned to refer to the book for assistance. Suddenly 
happening to look up, I perceived a tall old man gazing 
upon me with an air of triumph. Seating himself opposite 
to me, he solved the problem with a few simple moves, 
and offered me the choice of men. 

I looked at him with some surprise, and beheld a really 
handsome man, although much beyond the prime of life, 
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with a grave, studious sweetness of look. I moved 11 to 15 
and the struggle commenced. The game occupied nearly 
an hour, for I was determined to do my best against this 
strange antagonist, and played with great deliberation. He 

moved apparently without a moment’s thought, but so skill¬ 
fully, that in several instances only the greatest concen¬ 
tration of my power enabled me to save my game. At 
length the following position was brought about: 

BLACK. (Myielf.) 

WHITE. (Strang*r.) 

Here, it being my antagonist’s turn to move, he uttered 
a low musical laugh and said: “Sir, you have played this 
game very prettily, but you will now lose every one of 
your pieces in just eight moves.* Of course he was right 

and I was beaten. 
We fell to conversation upon the game, when the stran¬ 

ger related anecdotes and displayed problems that filled 
me with amazement. The colloquy was so interesting that 
I should never have desired it to cease, had not the stran¬ 

ger broken off, exclaiming: “Favor me, sir, with one more 
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game, for my time is short, and I have not played for 

many years.” 
Again we engaged. The game was most absorbing, and 

I had strong hopes of victory. I was surprised at myself, 
and my adversary no longer played with the careless rapi¬ 

dity of the former game. With beating heart I sternly 
determined that I would win, if any skill would enable 
me to do so. At length this was the position: 

BLACK. (Stranger.) 

WHITE. (Myself) 

Here, considering my superiority in kings, I thought my¬ 
self sure of victory; but my rival, whose turn it was to 
play, said mildly. “You lose every one of your pieces, 
sir, in just nine moves.” 

The nine moves followed, and I again yielded to superior 
skill. I asked the name of the stranger. 

• Joshua Sturges, friend. Farewell, with thanks.* 
He was gone with the first streak of dawn, and I gave 

up my voyage to England and my game of checkers. 

THE END. 
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osophy and Mental Science 

THE WORLD NEXT DOOR 
Explains the spirit side of life and answers questions 
as to conditions in that sphere, such as: How spirits 
pass through walls? How they can be so near us 
without our feeling their presence? Have they a 
social life? 
94 pages, wrappers.$0.75 

UNMASKING FEAR 
The most powerful little volume in existence. # From 
fear comes sickness, failure and distress. This book 
points out the way to freedom from the fear-demon. 
30 pages, wrappers.$0.23 

NATURAL LAWS OF SUCCESS 
By Lloyd Kenyon Jones 
Just as there is a natural law which controls the 
falling of an apple, there is a natural law which 
governs success. This book explains that natural 
law back of success and shows how—by working in 
sympathy with it—success is bound to come. 
64 pages, wrappers.$0.50 

GOD’S WORLD 
The most vital and advanced work ever written on 
Spiritualism and the Great Natural Law governing 
Spirit Communication and Guidance. Based on 
short-hand notes taken down over a period of five 
years in the Stead Memorial Seance Room, it is the 
result of 30,000 sittings and cannot be rivaled by any 
other book. It is not laden with solemn thoughts, 
but its pages let in the light of truth and make life’s 
baffling problems clear. 
Octavo size, 300 pages, cross reference subject index 
of 3,000 divisions, bound in blue cloth, gold lettered. .$1.50 

MEMORY KEYS . ^ . 
A method for memory sharpening that is effective 
but not burdensome. A clearly explained, simple 
system, based on the theory that the secret of a good 
memory is to strengthen the memory records of the 
mind. 
62 pages, wrappers $0.50 



HEALING FORCES 
For the busy person who wishes health and prizes it. 
Proves that ill health is not necessary, and shows 

f howto keep well by living in accordance with Natural 
Law; also how to make use of the Healing Forces of 
Nature when we violate that law and become sick. 
56 pages, wrappers. 

THE CIPHERS OF THE APOCALYPSE 
By Lloyd Kenyon Jones 

In the Book of Revelations a hidden key to its 
prophecies was placed by John—a key that centuries 
could not erase. It was put there to be deciphered 
only after a certain World War, and the author of 
this book believes he has found the key and can now 
decipher the Apocalypse and its astounding prophe¬ 
cies. A remarkable book; valuable not only for its 
explanation of the Book of Revelations, but for 
what it tells about ciphers and cipher reading. 
184 pages, wrappers. 

MASTER KEY OF THE SCRIPTURES 
By Lloyd Kenyon Jones 

The Bible more than any other book contains the 
practical wisdom which can help the individual in 
solving his ever-day problems. But few people have 

i the time to go through the Scriptures to find the help 
they need. This book has undertaken to do this for 
you; it covers the very spirit of Biblical Teachings as 
applied to domestic happiness, health, business, 
friends, enemies, problems of every description. 
A helpful book that every one needs. 
Octavo size, 189 pages, blue cloth. 
Bound in full flexible morocco..... 

♦PICTORIAL HAND BIBLE 
The most desirable of all moderate-priced Bibles, 
containingfeatures ordinarily found only inexpensive 
editions. Self-pronouncing, thumb-indexed, 17 

> colored maps, 14 colored plates, 33 plates in black- 
and-white. Words of Christ printed in red letters. 
Complete concordance. Text used is the authorized 
(or King James) Version. 
Bound in full flexible morocco, divinity circuit style, 
red under gold edges. Printed cm thin paper in 
large, clear type. 
Not indexed. 

$0.50 

$0.75 

$1.25 
$2.50 

$3.75 
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STUDIES OF THE ZODIAC 

By Whitehead, Zenos and Others 

A storehouse of information on occult lore: Explains 
the science of Numerology and shows how an 
individual can find his Mystic Number; tells how 
to Square the Circle; and goes deeply into the 
Science of Astrology, the significance of the signs 
under which we are born, and the lessons learned by 
a study of the birthdays of prominent men. Written 
by serious students and by no means the valueless 
and unscientific compilation ordinarily met with 

96 pages, pictorial wrappers, fully illustrated.$0.50 

DREAMS 
In Bible times, high priests depended upon their 
dreams for guidance in conduct. If dreams were 
prophetic then, why not today? But to interpret 
dreams correctly they must be studied and the 
different types understood. This book is not a 
dictionary of dreams; it is designed to assist in 
Dream Analysis and the interpretation of Dream- 
Symbols and Visions. 

58 pages, wrappers $0.50 

DEVELOPMENT OF MEDIUMSHIP 
Not every one can become a medium, and this book 
points out the capable type. Even for the sensitive 
individual who has the ^ift there is no definite 
formula by which mediumistic powers can be devel¬ 
oped, but instructions are here given which will be 
helpful. 

59 pages, wrappers.$0.50 

HOW I DISCOVERED MY MEDIUMSHIP 

By Mrs. Cecil M. Cook 

The trials and experiences of a remarkable medium 
who has given over 30,000 sittings. A book of great 
value to anyone wishing to develop his own powers 
and of interest to all students. 

87 pages, wrappers $0.75 



PAINE’S AGE OF REASON 
The most searching criticism of theology and the 
Bible ever written. 
137 pages, large clear type, bound in paper. 
Cloth bound. 

$0.35 
.75 

REINCARNATION: A Study of Forgotten 
Truth 

By E. D. Walker 

A profound investigation into the history and credi¬ 
bility of the doctrine of continued existence and of 
those perplexing mysteries enveloping humanity 
which only reincarnation can solve. Walker’s 
scholarly work answers the objections of the ma¬ 
terialist and builds up an impregnable argument in 
favor of immortality through repeated lives. 
156 pages, bound in wrappers.$0.50 

CAESAR’S COLUMN: A Story of the 20th 
Century 

By Ignatius Donnelley 

The only edition on the market of this masterpiece of 
economic and social prophesy. Printed in large 
type. 
318 pages, cloth bound.$1.00 
Bound in paper covers.60 

INGERSOLL’S 44 LECTURES 
Every one of these famous lectures; complete, and 
reset from new type. 
420 pages, attractively bound in cloth.$1.25 

INGERSOLL’S SELECTED SPEECHES 
Ten of the sublimest efforts by our greatest orator: 
“Liberty of Man, Woman and Child,” “Modern 
Thinkers,” “Oration at a Child’s Grave,” etc. 
192 pages, large clear type, pictorial paper wrappers.. $0.40 
Cloth.75 

THE CURSE OF THE GIANTS 
An examination into the methods employed by our 
great trusts, with a startling disclosure of their 
extortionate profits. 
116 pages, paper covers.$0.25 



THE SOCIAL EVIL: Its Cause, Effect and 
Cure 

By Dr. J. H. Greer 
129 pages, wrappers. . 

HYPNOTISM, MESMERISM AND MIND¬ 
READING 

Covers every phase of the subject: How to Hypno¬ 
tize; the precautions and conditions to be observed. 
The philosophy, history and practical uses of 
Hypnotism, with authentic examples of cures accom- 

1 plished in the medical profession by its aid. 
264 pages, paper covers. 
Bound in cloth. 

$0.25 

$0.50 
$1.00 

SIXTH AND SEVENTH BOOK OF MOSES 
Reveals the mysterious arts of the ancient Hebrews, 
healing the sick, second sight. Translated faithfully 
from the Cabala and the Talmud. 
128 pages, 125 illustrations, wrappers. 

CHART OF TEN PSYCHIC TESTS 
Do you realize that there are certain exercises, some 
simpler and some more complex, that will waken 
psychic sense? Can you feel, taste, smell, hear and 
and see things not sensed by ordinary persons? 
This wonderful chart fully explains exactly how to 
conduct the tests: 
Published at $1.00. 

$0.50 

$0.50 

OCCULTISM SIMPLIFIED 
By Willis F. Whitehead, Supreme Grand 
Vizier, Ancient Order of Oriental Magi 
A valuable book for the student of mysticism; 
treating among other subjects: The Hidden 
Meaning of the Symbol of the Zodiac; the Sig¬ 
nificance of Alphabets and Tarot Cards; the 
Mystery of Numbers; How to Make and use the 
Magic Mirror, and with it establish communication 
with the Astral Brotherhood. 
96 pages, illustrated, bound in pictorial boards. 

THE CABALA 
By B. Pick, Ph.D. 
A study into the influence of these sacred writings on 
Judaism and Christianity. 
116 pages, illustrated, cloth bound. 

$0.75 

$0.50 



General Instruction and 
Reference Books 

READINGS FROM THE BIBLE 
Graded readings selected by representatives of 
Jewish, Catholic and Protestant bodies, to follow the 
lines of broad improvement of the Educational 
System of the United States. Already adopted by 
several educational institutions. 
Bound in cloth.$0.40 

AUTHENTIC HISTORY OF IRELAND 
By John J. O’Carroll 

Beginning with Bartalmas, who in 1969 B. C., 
brought nis hosts from overseas to Fodla, this 
remarkable book traces the stirring story of Ireland 
through the intervening centuries to the time of 
Adrig, who reigned in Ireland when Christ was born. 
The result of exhaustive historical research and 
written in the inspiring prose of true Gaelic litera¬ 
ture. 
Printed in two languages—English and Gaelic. 
Royal octavo size, handsomely bound in green and 
gold, 847 pages.$1.75 

UNIVERSAL LETTER WRITER 
An up-to-date treatise for both men and women, 
containing complete collection of choice specimen 
letters on all subjects, business or social: Applications 
for Employment, Recommendations, Introductions, 
Invitations, Letters of Love, Congratulation, 
Condolence, the Art of Secret (or cipher) Writing, 

116 pages, attractively bound in paper.16.35 

♦HUMAN HEREDITY 
By Casper L. Redfield 

Sets forth facts amply proving that children born of 
parents over forty are more intellectual than those 
of parents under thirty. An extremely interesting 
book to any student of human welfare. 
107 pages, wrappers $0.50 



AUTOMOBILE MANUAL AND CHAUF¬ 
FEUR’S GUIDE 

By Instructors in the Greer College 

of Automotive Engineering 

A handbook of practical information for automobile 
* mechanics, chauffeurs, owners, and salesmen. 

Covers the Operation, Care and Repair of all types of 
motor vehicles; Digest of Automobile Laws, Method 
of Procedure in Getting Chauffeurs License, etc. 
Just published. 
83 pages, paper covers, 14 diagrams.$0.25 

BOOK OF LOVE LETTERS 
Contains model letters on all subjects relating to 
love, family affairs, friendship, social intercourse. 
127 pages, wrappers.$0.25 

♦NUMISMATISTS REFERENCE AND 
CHECK BOOK—Green 

A list of coins issued by the U. S. mint and branches, 
with principal varieties, private issues of gold, paper, 
fractional currency, and encased postage stamps, 
with provisions for checking and recording the 
pieces in a collection. Invaluable guide for numis¬ 
matists and amateur coin collectors. 
Bound in flexible cloth.$1.65 
Bound in flexible leather. 2.50 

PREMIUM COIN BOOK 
A complete list of the Silver, Copper and Gold Coins 
of the United States which command a premium, 
with those also of colonial days and of British 
North America. 
32 pages, illustrated, bound in wrappers.$0.10 

INTERNATIONAL COIN AND STAMP 
GUIDE 

Gives values and description of all rare coins and 
stamps—both American and foreign. 
56 pages, illustrations, bound in paper.$0.25 

GUIDE TO DANCING 
Complete dance guide of round and square dances, 
quadrille with all of the calls, reels, cotillions. 
$32 pages, paper bound. .$0.25 



GRAPHOLOGY OR CHARACTER READING 
FROM HANDWRITING 

The most infallible guide to the character of an 
individual is his handwriting, if we only know how 
to read it. This treatise, by explaining a few simple 
rules, will enable any one to analyze penmanship 
and tell the chief characteristics of the writer. 

64 pages, 60 autographs, bound in stamped cloth.$0.75 

BOYS OWN TOYMAKER 
Simple instructions for making boats, kites, traps, 
magic lanterns, telephones and other articles of 
amusement or profit. 
63 pages, 200 illustrations, paper covers.$0.10 

♦THE HERBALIST AND HERB DOCTOR 
By Joseph E. Meyer,of the Indiana Herb 
Gardens 
A boon to all who would rather be cured by Nature 
than killed by drugs. 400 pages of compact infor¬ 
mation on every plant employed in the cure of 
diseases, with the specific properties and uses of each. 
Handy size, alphabetically arranged for quick 
reference; with over 200 illustrations of the most 
important herbs.$1.00 

CONSTITUTION OF THE UNITED STATES 
The original document reproduced in handy form, 
together with the Declaration of Independence. 

48 pages, colored wrappers.$0.25 

HOW TO BECOME AN AMERICAN 
CITIZEN 

Valuable help for the foreigner seeking Naturaliza¬ 
tion. In addition to the constitution and Declara¬ 
tion of Independence, it contains brief history of the 
United States, Oath of Allegiance aad Examination 

Questions and Answers.$0.25 

♦BRUHN’S TABLE OF LOGARITHMS 
A complete seven place table with full explanation 
as to the different uses of logarithms. 

Bound in cloth $2.50 



POULTRY GUIDE 
Specific instructions and information covering every 
phase of poultry-raising. An invaluable guide for the 
beginner. 
164 pages, fully illustrated, paper covers.$0.35 

HUNTING AND TRAPPING 
A complete guide to life in the woods: Traps, Baits, 
Curing and Tanning Skins, etc. 
85 pages, paper covers.$0.25 

TRAGEDIES OF THE OPIUM TRAFFIC 
An expose of the inhuman traffic in this deadly 
drug, with vivid pictures of the misery following 
its use. 
128 pages, fully illustrated, pictorial wrappers.$0.25 

Dictionaries and Language 
Books 

SIMPLIFIED SPANISH GRAMMAR 
A system founded on the principles of scientific 
self-tuition, with English phonetic pronunciation 
for every word, and a simplified grammar. 
96 pages, bound in paper.$0.25 

ENGLISH-HUNGARIAN TEACHER 
By Is adore Braun 

A method for acquiring the Hungarian Language in 
50 lessons. The only book published in the English 
language on this subject. 
8 vo., cloth-bound, 285 pages.$1.50 

* WEBSTER’S NEW SUPREME DICTIONARY 
Self-pronouncing, newly revised in 1922,. this 
authentic dictionary contains features found in no 
other work: All the new words developed from the 
World War and recent science, separate glossaries of 
abbreviations, foreign words and phrases, synonyms 
and antonyms, terms used in commerce, law, baseball 
and other sports. . . . 
960 pages, 7^x5 XA inches in size, printed on machine- 
finished paper, illustration in color and dustone. 
Bound in seal grain textile leather, red edges. ..$1.50 



* ENGLISH-FRENCH AND FRENCH- 
ENGLISH DICTIONARY 

By W. James and A. Mole 
Eighteenth, entirely new and modern edition. 
Bound in cloth.$2.25 

* ENGLISH-GERMAN AND GERMAN- 
ENGLISH DICTIONARY 

By W. James 

Forty-third edition. 
Bound in cloth.$2.25 

* ENGLISH-ITALIAN AND ITALIAN- 
ENGLISH DICTIONARY 

By W. James and Guis. Grassi 
Thirteenth Sterling Edition. 
Bound in cloth.$2.25 

♦SPANISH NOVELS AND SELECTED 
TRANSLATIONS—In the Spanish Language 

By such noted writers as Cervantes, de Vega, 
Carrillo, Fernandez, Dicenta, Victor Hugo (Les 
Miserables, 6 vols.), Voltaire, de Balzac, Rosseau, 
Sue and numerous others. 
Bound in paper.$0.75 

FRENCH ROMANCES — In the French 
Language 

Selected novels by. well known French authors, 
Leroux, Rouget, Terrail, Landay, Fasquel, d’Aigre- 
mont, Vincy Germain, Merouvel, Gastyne and others. 
Published in France to sell at 1 fr. 50 and 1 fr. 75. 
Bound in paper.$0.35 

SELF TAUGHT LANGUAGE SERIES 
A system founded oil the principles of scientific self- 
tuition, with English phonetic pronunciation for 
every word, and a simplified grammar. 

German —Self Taught 
French —Self Taught 
Italian —Self Taught 
Norwegian—Self Taught 
Polish —Self Taught 
Spanish —Self Taught 
Swedish —Self Taught 

Bound in paper covers, about 80 pages, each $0.25 
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