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PREFACE

WiDX an tB the field of theory whiob comprehends the mani-

fold varietiee of openings and endings in the game of Chess,

its every part has been explored in modem times with so

much skill and ])ei severance, tlial little now remains for a

follower in this walk beyond the adaptation and arrangement

of materials which have been garnered by his predecessors.

The pretensions of this treatise can therefore take no lofty

ground. Adopting the common basis founded by the earlier

writers, Lopez, Salvio, Greco. Cozio, Lolli, &c., and super-

adding the important discoveries brought to light in the

works of Bilguer and Jaenisch, I have aimed only at pro-

ducing an in^tinictive compendium .available by the large

majority of English players to whom those works are inacccs*

sible. In my labours of collation and compression, I liave

Qot, iiowever^ indolently acquiesced in the opinions of those

distinguished authoritiec(, but have subjected every variation

they have given to tiie test of repeated investigation, and

hence it will be found that I have occasionally deviated from

the course prescribed by them, and ventured on a route

which they have overlooked. ¥ot these digressions, put forth

without the advantage of revision by other players, I may
reasonably solicit the indulgence that t>hould be shown to any

oae who devotes himself to a task so difiicult as that of

devising new combinations in openings which have already

uadeigone the ordeal of laborious examination by the most

(enetating and industrioas intelleeta.
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In a work of this desojiption, intended as well for the

general as the scientific reader, it was thought desirable to

adhere to the notation in common use among the plajeis of

this coimtry, but in a more elaborate and expansive treatise,

it would certainly be desirable, perhaps indispensable, to adopt

such a modification of the system as would admit of tabular

demonstrations. Wlio that has ever attempted the wearisome !

exertion of threading his way through the ramifications of a

leading opening from an English book, can ever forget the

bewildennent and confusion which its endless references to

Variations 1, 2, d/' and A, B, C,*' and Games 5, 6, and 7/'

have occasioned him ? And yet such references for the most

part are needfuU and indeed inst'parable, irom our method

of recording the mOYCS in columns, rather than on tables.

Afindful of these obstacles to the progress of the student, I

have been at Bome pains to lessen his difficulties in the present

work . In the first place, by discarding all unnecessary varia-

tions, and abridging, where curtailment was practicable, the

remainder; and secondly, by distinguishing the accredited

methods of attack and defence from the suborainate or doubt-

ful ones, by a difference of type. Thus the reader who has

not leisure to pursue an opening through its several deviations,

and is content to follow the moves which have been pro-

nounced the best, has only to play over the column of larger

type^ and may reserve for a future opportunity the study of

the many beautiful and suggestive Tariations which are given

in the smaller letter.

By these means much of the irksomeness complained of in

the practice of playing firom book maybe avoided, and I have

hopes that the mere learner will be enabled in a short time

to master an opening of The Handbook," variations and all, !

and derive not only profit but even pleasure firom the task.
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BOOK L

INTRODUCTION,

CliAPTER L

DESCRIPTION OF THE CHESS BOARD AND MEN

—

ARRANGEMEMT OF THE MIA— THE KING — THB
QUEEN—THE ROOKS OR CASTLES—THE BISHOPS—
THE KNIGHTS — AND THE PAWNS— THEIR MOVE-
MENTS, POWERS, METHOD OF CAPTURING AN
ADVERSE MAN^ ETC.

The gamo of Ches8« the most fascinating nTid inteUectual

pastime which tiie wisdom of antiquity'' has bequeathed
to ns, is played by two persons, eadi haying at command
a little army of sixteen men, upon a board divided into

sixty-four squares, eight on each of the four sides. The
squares are usually coloured white and black, or red' and
white, alternately ; and custom has made it an indispensable

re^ilation in this country, that the board shall be so placed
tliui eacii player has a white square at his right-hand cox'ner,*

* This an angement is merely conventional. In the earKer ages of
chess, the board was simply dividetl into sixty-four squares, without any
dii&i%nce of colour; and there is good reason for believing that the

dMBB-men were then alike in form and site, and distinguiihable only by

anSncriiition or sign on eacb.

B

Digitized by Google



3 0HBfl8-PIJLTZB*8 HAVDBOOX.

Tke following diagram represents the board with all the

men arranged iu proper order for the commencement of a

game

Each player, it will be observed, has eight superior Pieces

or officers, and eight minor ones which are called Pa^Aiis : and
for the purpose of distinction, the Pieces and Pawns ox one
party are ofa different colour to those of the other.

The eight superior Fiaoes, on eadi side» are—

A King

A Queou
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Two ExKjks, or Castles • • • •

(as they are indLsdiininatelj called)

Two Bishops

Two Knights • • « • .

i
And each of these faeces has his Pawn or Foot-

soldier •

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

On beginning a game, these Pieces and Pawns are disposed

in the manner shown on the foregoing diagram. The King
and Queen occupy the centre squares of the first or roTal"

line, as it is called, and each has for its supporters a Bishop,

a Kniglit, and a Book, while before the whole stand l£
Pawns or Foot-soldiers in a row. (To prevent a common
error amoiif]^ youiiG^ players, of misplacing the Kinp: and
Queen on coniinencine^ a game, it is well bear in inind that

at the outset the white Kino^ always stands on a black square,

sand the black King on a white one). ITie Pieces on the King's
side of the hoard arc called the Kinp^'s, as Kinp:'8 Bishop,

iving s Kni<;lit, King's Hook ; and the Pawns directly in front

of them, the King's Pa^vn, King s Bishop's Pawn, King's
Knight's Pawn, and King's Book's Pawn. The Pieces on
the Queen s side are, in like manner, called tbe Queen*s
Bishop, Queen's Knight, and Queen's Rook ; and the Pawns
before them. Queen's Bishop's Pawn, Queen's Knight's Pawn«
and Queen*s Book's Pawn.

MOVEMENT OF THE PIECES AND PAWNS.

A knowledge of Ihe moves peculiar to these several men
is so difficult to describe in writing, and so comparatiTely

easy to aequnre oyer the chess-board, from any competent -

person, lhat the learner is strongly recommended to avail

himself of tbe latter means when practicable : for the use,

however, of those who have no chess-playing acquaintance
* ftt command, the subrjoiaed description will, it is hoped,

office.

b2
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The King can move one gquare only at a tiine (e::cept in

GastUng,*' which will be explained hereafter), but he can
make this move in any diiection, forwaids, backwards, late*

raUy, or diagonally.* He can take any one of the adversary'e

men which stands on an adjoining square to that he occupies,

provided bucli iiiau is left unprotected, and he has the pecu-

liar pri'vdlege of being himself exempt fioiii capture. He is

not permitted, however, to move into check, that is, on to

any square which is guai'ded by a Piece or Pawn of the enemy,
nor can he, under any circumstance, be played to an adjacent

square to that on which the rival King is stationed. Like
most of the other Pieces, his power is greatest in the middle
of the board, %vhere, without obstruction, he has the choice of

eight dif^rent squares. At the sides, he may play to any
one of five, but when in the angles of the board» three squares

only axe at his command.

The Queen is by much the most powerM of the forces.

She has the advantage of moving as a Rook, in straight lines,

forwards, backwards, and sideways, to the extent of the board
in all directions, and as a Bishop, diagonally, with the same
rimge. To comprehend her scope of action, place her alone

in flie centre of the board; it will then be seen that she has
the command of no less than twenty-seven squares, besides

the one she stands on. (See diagram No. 4.)

* The origixkal movement of the King, or *^ Rey/' as he was first calleil

in Europe, appears to have been very limited, since he was restricterl from
moving at all, except by the necessitv of extricating himself from an.

adverse check. About tlie beginning of the thirteenth century, he had
Hie power of playing oiic square directly, but was not pernntted to move
iir capture angularly ; tliis limitation, however, lasted but a short period,

imd dien the Rey had the privilege of moving and taking in any diKction,

as at preseati bat his range of action never extended beyond one square.

(See an Interesting article *' On the Moves and Powers of the Chessmen
ourAnoestoiSy'^&Ct &c.«—CSIaw-P/i^sr't C^romde, voL iii. p. 61*)
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1
The Book, or Castle, i% next in power to the Queen. Ho

moves in a straight line, forwards, backwards, or sideways
having a nnifonn lange, on a dear board, of finuteen square^;

exdnsiTe of the one 1^ oecnpies.—^See Chtitti^, page Id.)

^ Ths Bmhof.

The Bisllop moves diagonaily forwards or IxickManls. to

tho rxtont of tlie board. It follows, tlien ft^rc, that he travels

throii<j:hout the game only on squares of the same colour as

the one on w^hich he stands when the game begins, and that

each player has a Bishop nmning on white squares, and one
on black squares. When placed on a centre square of a elear

board, he will be lonnd to have a range of thirteen squares.

The KiriOHT. 2**.

The action of the Knight is peculiar, and not onsy to de-

scribe. He i*5 the only one of the Pieces which has the pri'^H-

lej2;e of Icapin*:^ over anotlier man. The movements of tiic

others are all dependent on their freedom from obstruction

by their own and the enemy's men. For example, when the

forces are duly ranged in order of battle before the commence-
ment of the game, the Knight is the only one of the eight

capital Pieces which can be played before the Pawns arc

moyed^Eing, Queen, Bishop, and Rook are all hemmed in

Inr the rank of Pawns, which they cannot overleap; but the

i&iight, having the liberty of springing over the heads of other
men, can be brought into the tield at once. In this case, as

his move is one square in a straight llne^ and ofie in mi ohliqiip.

direction^ if the King's Knight were to bejjin the game, ho

must be played either to King s iCook's third squarct or to

Kin*r*g Bisho])'3 third square ; and if the Queen's Knight
commenced, he must bo moved to Queen's Rook's third

square, or to Uuceu's Bishop's third square.

•
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The following diagram- will serve, perhaps, to make his

aetion better understood. (See also pages 12 and 43, for a
description of the powers and peculiarities of this Piece.)

No. 2.

BLACK.

WHITE.

In this position we have the Knight surrounded by Pawns
in away which would render any otiier Piece immoveable. A
King, Queen, Rook, or Bishop, so encompassed by their own
forces, could never stir until one of the men were moved to

make an outlet ; and, if thus shnt in by adverse Pawns, could
escape only by being enabled to capture one or other of them.
But the Knight clears such impediments at a bound, and caii

here be played to any one of the eight white squares around.

It is worth remarking, that if he is stationed on a ichite square

in the centre of the board, he has then eiglit black squares at

his choice ;
because, fi'om the peculiarity of his move, it is

impossible for him to spring from a white square to a wliite

one, or &'om a Uack square to a black one. On placing him
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on any square at the side of the board, it will be seen that

his seope of aetion is much diminidied, and when standing on
eiflier of the four comers, or Rook's squares, as Hieym caUed,

he has then only two squares to which he can leap.

The Pawn moves only one square at q. time, and that

straight fortoard^ except in the act of capturing, when it takes

one step diagonally to the right or left file on to the square
occnpi^ by the man taken, and continues on that file until

it captures another man. A power has been conceded to

however, in latter times, of going two steps when first played in

the game, provided no hostile Pawn commands the Jirst square

over tchich he leaps, but, in that case, the adverse Pawn has

the option of taking him in his passage, as if he had snored om
step mily (see the diagram, No. 9). A Pawn is the only one
of the forces which goes out of his direction to capture^ and
which ha? not the ndvantafre of nio^^ng backwards ; but it has

one remarkable priviiege, by wliich on occasions it becomes
invaluable, whenever it reaches the extreme square of thefile on
which it travds^ it ie invested with the title and assumes thf

vower of any superior Piecej exc^t the King, which the player

chooses. From this circumstance it frequently happens tliat

one i>aTty, by skilful management of his Pawns, contrives to

have two, and sometimes even three. Queens on the board at

once, a combination of force which of course is irresistible.*

^ Tbe regnlatioii wliich enjoins a plurality of Queens is not, however,

by any means of general prevalence. In Italy, at the present day, ike

Pawn, on reaching the 8th square, is replaced by a second Queen,
whether the former one is on the board or not ; but this was not always

the case tlure, and arrordini^ to Major Jaenisch, throughout the whole of

the North of Europe, in lvu«:sia, in Scandinavia, in Germany, as well as in

the classic Italian authors, Del Rio, Lolii, and Ponziani, the rule obtains

that a Pawn having reached the 8th square, is exchanged for a Piece from
among those the player has lost. Two Queens, two Bishops of the

same oolonr, three Rooks, three Knights, are not pennitted ; and if a

player advances a Pawn to an extreme sqnare of the board, it nnist

remain inactive tOl one of his Pieces is taken by the enemy, upon which

it instantly assumes the rank of that Piece, and is brought into action

ug:nin.—(See the Introductory Article on the Laws of the G^ameof Cbes% in

the ** Analyse NouveUe/' &c.y vol. i. p. 28.)

i
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«

ON CAFTURING AN ABVBRSB MAN.

The Pieces/' by which title the eight superior offioera are

technically designated, in contradistinction to the " Pawns,*'
all take in the same direction in which they moye. This act

consists in removing the adverse Piece or Pawn from the
board, and placing the captor on the square the former occu*
pied. To make diis clear, we will begin with the King, and
show his mode of cuptiuing an adverse man.

No. 3.

wiiixi:.

Supposing the above to be the position of the men towards
the conclusion of a game, and it being either ])arty's turn to

play, he coidd take the adverse Pawn from the board, and
place his King on the square it occupied : and by doiiic: so,

the King would not depart &om the ordei of his march, which.
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^ is we have before said, permits him to move 07ie step in every

direction. In each of these instances we have placed the Pawii
^ mfront of the King, but he would be equally entitled to take

it were it staading on any other of .the eight squares imme-
^ diately surrounding him, always provided ii was not 9U9tam§d

or guarded by some other Piece or Fawn.
The next diagram wiU exhibit the power of the Queen

capturing an enemy.

No. 4.

BLACK. 2

Thus placed in the middle of the board, the range of tlio

Queen is immense. She has here the option of taking any
one of eight men at the extremity of the board, on the squares

respectively numbered 1, 2, 3, 4, 5, 6, 7, and 8, should lier

line of march be imobstructed ; and if these men were nearer,

on any of the intermediate squares, she would be equally

cnaU^ to take any one of them at her choice. Like all

«
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•

the other Fieees andPawns aheeAsetstlie captarebyiemenng
the man from the board, and stationing herself on the yaoated

square.

The Rook has the same power in taking as the Queen,
forwards, backwards, and sideways, but he cannot, like her,

take any man diagonally.

No. 5.

"HLACK. 1

For example, place the Rook in the centre of the board, and
an op])osin^ man on each of tlic squares numbered, and the
Rook lias the power of takin*^ any one of the four ; and he
has the same powder if the Pieces are one or two squares closer

'

to him, or immediately sunonnding him^ inthedirectioL indi-
cated by the four figures.

The Bisnop takes, as he moTes, diagonaUji either for-
wirds or backwards, his range extending, on unobstnioted

j
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iqnares, to the extent of the diagonal line on which he
trayelB.*

No. 6.

1 BLACK. 2

• In Hie tbnteenth century, we find tiba Bishop, thm termed Affpn, m
eomptioii from iti Eastern namCf a/ Pkil, the Elephant, had its present

diagonal moyement, but was restricted in its march to the third square

from that on which it stood
; thus, supposing White's Kint^'s Bishop to

stand on his own third square, he could then capture any Piece or Pawn
standing on his Queen's square, or Queen's fifth square, and his King's

Rook's square, or his King's Rook's fifth square ; but as he was not per-

mitted to move to a greater or less numb|r of squares, he had no power
orer an enemy which stood either closer ot more removed than the third

square. To compensate for this limited action, the Alfyn had the pecu*

liarity bestowed on him of Tanlting over another Piece In the manner
somewhat of the Knight. For example :—place WTiite's King's Bishop as

before on his own third square, with a Black Bishop at Black's King's
fifth, and a Black Pawn at his Queen's fourth, in this, or any similai

position, the White Bishop could not capture tlie Black one, but could

overleap him and take the Pawn, and then be out of the rane:e of th«

Black Bii^hop's action. (See the article on the Moves, &c.. of the Pieces

in the thirteenth ceutury, before referred to.)
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12 CHS88-PLATSB*8 HANDBOOK.

The Knight, as we have seen before, moves one square

forward and one obliquely, his action being a combination of
the shortest move of the Rook and the shortest move of the

Bishop. His power and method of taking an opponent*s man
will be seen m>m the diagram subjoined.

No. 7.

BLACK.

WHITE.

In this situation, in the centre of the board, he would have
the power of taking any one^of the men stationed on the squares

numbered, by removing the man and placing himself on the

vacant square.*

* There is no evidence we believe to show that the Knight has under-

gone any variation in action or power, since the first introduction of

chess into Europe. Hb move appears to be supplementary to the range

of the other forces, and to comprmnd Just tiiose squares of the boMd
oter wfaidi none of tfaeniy stmilarly placed, would have command*
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I
Tne Pawv, as we have previously obseryed, is the only man

which oaptiires in a dixeetum diffiBrantftom his line of maroh.
I He is pennitted to move only one square forward at a tune,

and is not allowed to take any Pieoe or Pawn which may im-
^ pede his path. It however, he meet with any of the adveise

inree on a point diagonal, one step either to the right or left

of the square he occupies, he is at liberty to capture that man
aud take his place on the next file ; for exuuiplc,^

I Ko. 8.

BLACK.

WHITE

(Suppose, at the opening of the game, White bej^ins by playing
Bng s Pawn to King's fourth square (see the article on Nota-
tion, p. 16), Black may reply in the same manner with Kinp:'8

Pawn to King's fourth square, and neither Pa^^'n can do
more than remain an obstruction to the onward march of the

other, but if Black answer instead with JbLing's Bishop's Pawn
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to Bishop's fourth, or as in the diaf::r;im, with Queen's Pawn to

Uueen's fourth, then ^Vhite, if he choose, may take the adverse

Pawn from tlie board and place his own in its stead. To ex.

emplif|r another peculiarity of the Pawn, suppose ^Vhite in this

ffltnation to prefer phtying the Pawn on to King's fi^ square,

instead of taking the Pawn, fhe IbUcwing would be the

aspect of the board

No. 9.

BLACK.

WHITS.

H now. Black choose to play Kinff's Bishop'sPawn to Kill's
Bishop's fourth. White has the option of tsking thatPawn (in

passing, as it is called), just as if Black, instead of playing it

two steps, had moved it to Kinp;'s Bishop's third square only;

White, in fact, mi p^ht arrest it in its leap over the Kind's Bishop s

third square, take it off the board, and station his King's FeiWD.

on the said Bishop s third square, as in an ordinaxy case of
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capture. But if he omit to exercise tliis i^iower at once, he is

not nllo'wed to do so after another move has been made.*
This privilege of the Pa^vn to take, in passing, another

Pawnwhich attempts to advance two steps when first moved^
is so very imperfectly understood by young practitioners, and
is the cause of so much error and misunderstanding among
them, that every one should comprehend it thoroughly be&re
he begins to play a game in eamesL

* Hie IbUdwing instnietive obiemitioiis on the siiV|eet of the Pawn's
mofmg two fteps, and his power of takmg an adverse Pawn whk^
attempts to pass hun, are extracted from Mqor Jaenisch's *^ Analyse
Kouvelk," &c.

** To be able properly to jud^e the question relative to the taking of a
Pawn en passant, or pasf^ar battaglia of tlie Italian*, we must recollect

that at the origin of the game, the Pawns advanced but one square only;

nnd this is still the general u*«?i?e in the East. Besides, the nature of the

Fawn itself indicates it. It la evident, it was with the intention of aug-
mentiDg the yalae of this, the weakest bat the most interesting of the

disss foroest and to aroid by that means -a languid opening, that it was
pennHted to mardi two steps on the first moTe, whra it was tsdtly sup-
posed no enemy was yet within reach. It was sabseqnently perceived

that some Piece of the enemy might often oomnuuid tiie sqcare over which
the Pawn leaps, and that to permit this leap was in some sort to violate

the rights of that Piece ; but whether from generous disregard of the Pawn,
or indulgence for its weakness, it was generally agreed to permit it this

hcence. The aspect of things changed when the question came to be
discussed, if this violation of the rights of the attacking Piece conceded
Id the Pkwn at its first moTe, ooidd be equally exerdsod vir d of
ttotber Ptewn: in other words, if the poitar MtOffHa wilh regard to a
Piece, could be tolerated with respect to a Pawn of the adversary which
had arrived at his fifth square. Upon this point the opinions of chess-

players were divided ; the majority of amateurs, the great players of Spain
and Portup-al at their head, (Iberia was then the classic land of fchess),

dHciili (i rhat the Pawn could not be permitted vis a vis of an equal, what
was toh'raicd as to a Piece. That the permission of passar l^ttaglia as to

an attacking Piece, could have no other object than to give arnmaiion to

the game, in aiding the weakness of the Pawn ; that this object would not
only be nnattatned, bnt that a directly oontrary effect wonld be produced
if tlie legitimate rights of the Bawn advanced to its fifth square should be
flolated. It is thns^ at least, that we explain the motives tiiat led the
playen of the Iberian Peninsola (according to the testunony of Ruy
Lopez), and later those of France, England, and Germany, to establish

the rule of taking the Pawns in passing, which heightens powerfully the

interest of the game, in giving additional force to the Pawns, the * son}

gf chess/ as they are called by Philidor.'^ (Jaenisch, vol. i. p. 34.)
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Chapter II.

THE NOTATION ADOPTED TO DESCRIBE THB
MOVES OF THE MEN.

Theke is no portion of an clementaiy work on Chess of sc
much importance to the learner, and none which requires

more resokitc mastering tlian tliis.

The notation may be called the lan<yimp^p of tlie ^me, and
a knowledge of it is absolutely indispensable to eYery one
tfho is himself ambitious of excelling, or who is desirous oi
appreciating the exceUeacies of other players. How many
thousands of amateuni are there who have never played a
single game or opening through from books in their lives,

and who debar themselves from the primary source of enjoy-

ment, and indeed improTement, which c^essaffords, simply
because they will never be at the pains ot acqiuring the key to

studying printed games? Others, again, have contriyed to

pick up sufficient acquaintance with some particular sj'stem

adopted by one writer, or in one coimtry, to play over a printed

!^mc from that notation with tolerable acciu^cy, but cannot
be induced to devote the requisite time and attention for the
attainment of any other. Now, as the method of describing

the movements of the chess-men fliffers materially in different

countries, yoiu- true chess-player will never be content till he

has acquired knowledi^e enough of these syst^s to decipher

all the most imi)ortant, such as those of Germany, France, and
England, with facility. It is best to begin, however, with one
of these, and learn that accurately first. Accordingly, we shall

here proceed to explain oidy the method adopted throughout

this oountpr in describing the moves, &c.,ie8ervinga disserta-

tion upon the most popular systems in use abroad for another
part of the Treatise.

Having marshalled the men in battle order, as shown in the

first diagram, you will observe that each party has two ranks

of men, on the first of which stand the superior Pieces, and on
the next the eight Pawns. The eiglit squares which compose
the first rank are each distin<riiished by the name of the Piece

which occupies it when the men are first arranged. There are,

therefore, the King's square, the King'sBishop's square, King's
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"Knight's square, and King's Kook's square, and in like manner,
tlie Queen's square. Queen s Bishop's square. Queen" s Knight's

and Queen's Rook's equares. The Jiles, that is, the row of
squares running from top to bottom of the board, are also

named by the Pieces occupying the first square in each file.

Thus each of the superior officers has a file or h>w of eight
squares nmning firom his end of the board tothe corresponduig
Pieee of the enemy, and every one of these eight sqiiaies

takes its name firom such officer. The fdUowing diagram wiU
serve to show the designation of the various squares:

—

' No. 10. 1

BLACK.
•bs S,

Q R'l 8lh. a kfs Kth. n "n's M1; . t.!

aff^s oth. a Kt's :th. a i; i jth.
,

Q's 3lh. K's 5th.

Hi
^

aE'iUh. QKt'sUb. Q B'3 4th. Q's uli. K's 4th.

K>i Sd.

K B's sih.

K B'l Tth.

K I3*s 5th.

K BTTth.

KB'«ad.

K Kfs fith,

KKt'tMh.

K Kt's:.th.

K Kt's 4th.

KR'sTO.

K R'l Otb.

K li.'s> jth.

K it s 4'th.

K M.

•'nivap/'DiMXU

(1 ir

K*t Sd. KKt*«2d. KBTiad.

'ins 1*8 X •Vfi_«i?"M S

J.

K Tl's aq.

Here it is seen that White names
b accordance vdih its relative p

every square on the board,

osition to one of his eight
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Pieces, and that Black does the same. Hence follows an
anomaly, Blark's first squares nre White's eighth, and vice

rersd. This irregularity is avoided by the notation which was
generally adopted in this country until lately. Thatwasfounded
upon the true principle of the chess-board being divided into

two parts, one of which belonged to White and the other to

Black. AH beyond the four first squares of every file was the

territory of the advers«ry. Instead, therefore, of describing a
Piece as at Kin^^s sixth/' or Kmg's Book*8 seventh,'' or
Queen's sixUi/' it was said to be at adverse King's third»"

or adverse King's Kook's second," or adverse Queen's
third," &c. There can be no question that this was more
correct than the present mode, but it was thougliL less concise,

and lias latterly gone quite out of iLse both here and in France,
Before proceeding further, it will be desirable for the

student to familiarise himself with the respective moves of the

Pieces, names of the squares, &c. A very b'ttle practice -^-ill

enable him to do so, especially with the aid of any friend

acquainted with them. He should* in the first place, accus-

tom himself to the setting up the men in order of battle ; after a
few repetitions ofthe process,andcomparing their position with
the diagram on the second page, he ivnQ soon have no difficulty

whatever in arranging them correctly without referring to the
book. It will then be virell to dear the board of dl but a
single Kece, and practise with that until perfect in its move*
ments ; another, and then another, may be added, until the
action of every one is as familiar as the alphabet.

Suppose, as a first exercise, you begin by placing your
Queen on her square (t. e,, her fiist square), then play her to

Q's 5th square, then (diagonally, observ^e) to Q. liook s 8tli

square, then to Kir»rr*s Knok s 8th square, then to Q. R's
square, and then home a^^ain to her square. It is proper to

mention that the directions for moving a Piece are not usually

printed in fidl, and that, according to the modem abbrevia-
tions in the present and other diess-books, these several

instructions would be given thus ^

1. Q. to her gq.

2. Q. to her 5th.

3. Q. to her R's 8th.

4. Q. to K. R's 8th.

5. Q. to her R's sq.

6« Q. to
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As a next exereiae, put the Queen's Bishop on his SfOirSi

beside ihe Queen, and play him as follows

1. Q. B. to K. r.fh,

2. U. h. to K. B 8 Hth.

3. Q. il. to Q. R's 3rd.

4. U. B. to his sq.

To these two Pieees now add the Queen^s Knight, on his

own sqxuure, and play as follows :—
1. Q. Kt. to Q'8 2nd.

2. a Kt to K'l 4tfa.

3. CL Kt. to K. B't eth.

4. a KL to K's 8tb.

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

6. a. Kt. to Q. Kt.'8 5t]u

7. Q. Kt. to Q. B'l 3rd.

8. Q. Kt. to his iq.

By taking all the Pieces in succession thus, yon will speedily

obtain siidficient knowledge of their movements to commenee
the opening of a game; but before attempting this, it is need-

ful for you to be acquainted with the technical terms in use

fimong chess-players, and the eode of laws which governs the

Chapteb in.

TECHNICAL TEEMS IN USE AMONQ CHESS
PLAYEBS.

CASTLING.

AxiTHOXTGH, as a general role, the move of the King is re*

Btricted to one square at a time, he has the pri\'ilege, under
certain conditions, once lu the ij;anio, of moving in conjunction

with cither of the Hooks two si[u;ircs. This peculiar move-
ment is called Castliny, and, in this eountr)% it is performed
in the following manner :—If a player wishes to castle on liis

Ixittg's side of the board, he moves the King to K.. Kt. s sq.^

c2
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ond then places the K's Eook on K. B's sqiiaxe. If he castle

on the Queen's side, he plays his King to Q. B's sq., and
Q's Rook to Ct's sq. The object of this compound moye ia

generally to place the royal Piece in safety, and at the same
tinie bring the Rook from the comer square into better play.

The conditions under which a player is permitted to castle

are:—1st. The Khig must not be in check. 2nd. The King
must not have moved. 3rd. The Rook must iiut have moved.

4 th. The King must not pass over or onto any square attacked

by an ciieiny's man. And 5th. Tlicre must be no Piece,

either of his own or the adversary's, between the King and
the Rook.

In exemplification of the importance of castling, to escnpo

from an attack, and to retort one on the adversary, see, pre--

sently, the diagram No. 11.

CHECK AND CHKCKiVlATE.

The K^Ttg is 8aid to be in ehecJc when he is attacked by any
Piece or Pawn, for it being a fundamental law of chess that
the King can never be taken, whenever any direct attack
upon him is made, he must be warned of his danger by the
cry of cheeky and the player is then compelled either to remove
his King out of cheeky or parry the check by interposing a
uian between the King and the attacking Piece, or capture
the cheeking man.

A\nien he can do none of these three things, he is checks

ynated, and the game won by the other 5jide. (See diagram
Ko. 12, at the end of this Chai)ter.) When the King is di-

rectly attacked by tlie Piece played, it is a simple clu ck ; but
when the Piece moved does not itself give check, but unmasks
another which does, it is called a discovered check. (See dia-

gram No. 13.) The third species of check is 3\amcd the double
check, where the King is attacked both by tr.e Piece moved
and the one discovered. The fourth description is called per^
veituU cheeky a case which arises when a player has two or
more squares on which he can give check, and his opponent
can only parry one chedc by affordmg an opportunily for

another. If the first player men persists in &e repetition of
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these particTilar dbecsks. Hie game xmist be abandoned as
dittwn. (See diagram No. 14.J

DOUBLED PAWN.

When two Pawns of the same colour aze on Hie sam^ file*

Ae front one is called a dauUed'Faim.

DEA.WN GAME.

When neither party can give checlanate, the game is

drawn. This may arise from several causes, as:—1st. Per-

vetual check. 2nd, AMiere tliere is not suiiicient force to

effect a mate, as a King and a Knight only, or a King and
two Knights, 6kC,, kc, 3rd. "V^Tiere one party has force suffi-

cient, but is ijT^orant of the proper mode of applyLig it, and
thus fails to elieckniate his helpless adversarj^ witliin the fifty

moves presciibed by the 22nd law. 4th. "W^ere both parties

persist in repeating the same move from fear of each other.

5th. Where both parties are left with the same force at the

end, as a Queen against a Qneen, a Eook against a Kook«

and the like, when, except in particular cases, the game should

be resigned as a drawn battle. And 6th. When one of the

Cngs is ataimated*

EN PRISE*

When a Piece or Pawn is in a situation to be taken by the

enemy, it is said to be cn prise. To ]jut a I'iece en prise, is to

play it so that it may be captured.

THE EXCHANGE.

^Mlcn a player gains a Hook for a Bishop or a Jcuught, it is

texmed winning the exchange*

FALSE MOVE.

Any illegal move, audi as castlmg when the King has been
moved or is in ehedc, moving a Book diagonaUy, or a Bishop
like a Knight, is called a fidse or an impossible" move.

Digitized by Google



22 CH£8«.FXJLtWs

POOL S MATE.

This is the simplest of all cbeckmates* being accomplished
in two moTes in tne following maimer;^

WHIfR. BLACK.
1. K. Kt. P. to K. Kt.'s 4th. 1. K. P. to K's 4th.

2. K. B. P. to K. £'8 4th. 2. Q. to K. R's 5th, chedc*
mate.

It cannot possibly be given by the fii'st player.

FORCED MOV£.

When a player has one only legal move at command, it is

said to be aforced move.

GAMBIT.

This word is derived ii*om an Italian phrase in westling,

and signifies a luuvement by which the adverbuiy is tripped

up. In chess, this is attempted by the first player putting

a Pawn en rise of the enemy early in the game, by which he
is enabled more rapidly and effectually to develope his supe-

rior Pieces. There are several p^ambits, but the inost impor-
tant, and one which includesmany others, is the King's gambit^
commenced as follows :-r*

WHITE. BLACK.
1. K. P. to K'8 4tii. 1. K. P. to K*s 4^a.

2. K. B. P. to B's 4t^ 2. P. takes K. B. F.

Hie Pawn offered by the first piayer oere at his secou.i

move is called the Gambit Pawn, and when taken bj the ad-
versary the opening oecomes a gambit.

Tlie varieties of the gambits are of^en designated Dy th?^

names of tne piayers who invented or first Drougnt them into

vogue—as the Mwuo gamoit, tlie Salvia gambit, the AUgoMr
gambit, the Lopez gambit ; while others obtain their names
&om the opening moves of the first player, as the King^a
Bishop's gambit, which bq;iDS thus:—

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

2. K. B. P. to B's 4th. 2. takea T.

5. K. B. to Q. B'8 4tht
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and IS m called because the K's Bishop is played out at the
3rd move instead of the K's Knin-ht.

There is also the Uueeu s gambity at which the opening
moves are—

IfKITB. BLACK*
1. a p. to Q'b 4th. 1. Q. P. to Q'liOu
2. a B. P. to B'l 4tli. 2. P. tdm P.

The gambits aze the inost Ivilli^ of all the
qienings, full of hair-breadth 'scapes and perilous vicissitudes,

but affording an infinitude of beautiful uud duriug coin-

binations.

w GIUOCO PIANO/'

A solid and instmctiTe modification of the Kti^^s Knight's
game, is of all others the most genendly praotised by the
leading players* The opening moves are :

—

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

2. K. Kt. to R's 3r(1. 2. Q. Kt. to B'g 3rd.

3. K. h. to U. ii b 4iii, 3. K. B. to Q. B't 4th.

TO INTEEPOSB.

When the King is checked, or any valuable Piece in clanp:cr

from the attack of an enemy, you jsrc said to interpose a man
whuii you play it between the attacked uud attacking Piece*

ISOLATED PAim«

A. Pawn which stands alone, without the .support and pro-

tection of other Pawns, is termed an isolated Pavvu.

J'ADOUBB.

A Frendi expression, signifying I arrange/' or I re*

place," which is nsed by a player when he touches a man
merely to adjust its position on the board, without intending
to play it. (^Sce the Tlh law.)
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MINOR PIECES.

Hie Bishop and Knight, in (mtradistinctioii to the Queen
and Rooky are called mmor FieeeB.

THE OPPOSITION.

An important manoeuvre in playing the Kin*^, by which one
player is enabled to occupy certain key s(|nares, and thua
compel the adverse King to abandoa a ^vourable position.

PARTY.

From the Frenchjwir^w. Frequently used bymodem writers

instead of the word " game."

PASSED PAWN.

A Pawn is said to be a passed one when the adversary has
no Pawn to obstruct its march on the same file, or ou either

of the iit'xL hica to the right or left.

PION COIFFE, OR MARKED PAWN.

This is a description of odds but rarely given, and only
when there is avast disparity between the skill of the players.

It consists in one pai1:y placing a cap or ring on one of his

Fawns, and undertaking to checkmate his opponent with that
particular Pawn. He is not allowed to Qiuen the Pawn, and
if he loses it, or ha])pens to checkmate his opponent with any
other man^ he forfeits the game. The Pawn usually capped is

the King's Knight's, because it can be more readily and eSbc«
tually siuTounded by protecting Pieces.

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

When a player has contrived to advance a Pawn to the

eighth or last square of the file, it assumes the rank and power
of a Queen, or any other Piece he chooses, and he is then said

to have jtieemd ma Pawn. (See the 21st law.)
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SCHOLAR'S MATE.

A checkmate occasionally ^ven at the openin": of a p^me
by a practii>t fi ])layer to one but little tutored in the ficieuoe.

The Ibilowing are the moTes

WHITE.
1. R to K*8 4«li.

2. K. B. to Q. B't

3. Q. to K* E's
i. d. takfli K. B. P., gbing

BLACK.

1. P« to K'« 4th.

K« B. to B't 4th.

9. Q. P. one. *

SMOTHERED MATE

A ebeckmate which is sometimes giTen hy the Knight
when the adverse King is hemmed in, or smothered^ by his own
forces. (See diagxnm No. 16.)

STAUSMATS*

When one party has his King so circumstanced that, not
bein«2^ nt the moment in check, he cannot ])lay hnn without
^^oinf^ into cheek, and at the same time has no otlier Piece or

Pawn to move instead, he is said to be stalemated^ and the

game is considered drawn. (See diagram No. 17.)

TAKING A PAWN EN PASSANT, OR IN PASSING.

It has been shown before, in speaking of the action of the

Pawn, tiiui he is limited in his march to one square forward
at a time, when not captui'iu^, and one S(|nare iorwai'd

diagonally, either to the right or ieft, when he takers uu udver-
sary, but that he has the privilege, on being first played in
the game, to advance two squares, unless in so doing he pass
a square which is attacked by a hostile Pawn ; in which case
the opponent may, at his option, permit him to make the two
steps forward, and there lenuun, or may captare him in bis

Ssage in the same way as if he had moved but one stq^
e diagram No. ».)
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THE OPERATION OP CASTLING."*—(See page 19.)

Md. 11.

BLACK.

t

WHITS.

In this sitiiation the wbite King is flureatened with what
is called " a discovered check," that Is, nis opponent, by re-

moving the Bishop would discover check from the Queen, a

proceeclin<]j, in the present instance, which would speedily

involve the loss of the game to AMiite. Not being at the

moment in check, however, and having moved neither King
nor Kook, and there being no intervening Piece between the

The practice of castling is a European innovation of comparatively

modern oris^in. In the oriental nations, the birth])lace of chess, castling

is unknown, and the earliest authors upon the game in EuropCi Damiano
(1512), and Lopez (1561), have no allusion to it, but mentioii only the

leap of the King," a peculiar privilege derived from the Eastern game,
wbicm permits the King, on his behif first played, proyided he hM not
been checked, to move and e?en make a captort lilcs a Knight.
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King and his own Rook, ^^^lite is enabled to castle, giving

check to the adverse King at the same time, and win the

game easily, for Black has no square to which he can move
his King without going into check, and is consequently

' obliged to interpose his Q. at K. B's second, or K. B s third

square, in either case being checkmated iu two more moves,
I as you will soon be able to see.

CHECKMATE.

No. 12.

BLACK.

WUIXE.

The above position represents the appearance of the forces

on each side towards the end of a game, and will assist to

explain the application of two or three of the technical terms
described in the present Chapter, as well as to exhibit the

King in a situation of checkmate. You already understand
that the moves at chess ai*e played by each party alternately;
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in this case it is HVliite's torn to play, and be will checkmate
bis antagonist in tvro moves. Pboe flio chess-men on your
boaxd exactlym the order th^ stand m the diagram ; having
done Htds, suppose yonraelf to be playing fbe H^^ite men, and
take the Black King's Pawn with your Queen, in the manner
before shown, i. e,, by taking the from the board and
stationing your Queen on the square it occupied, li) this

act, you not only take his P innti. but you attack his King,
and must apprise him of his danger by oalb'nG^ " check.**

He has now two ways only of parrj-ing- tliis check. It is

clear he cannot move his Kini:;, because the only two squares
to which he could move without going into check are occupied
by his own men ; he is forced then either to take the Queen
with bis K. B's Pawn, or to interpose the Bishop at King*s
second square. If he take the Queen with his K. B's Pawn,
you must reply by playing your King's Bishop (which you
will know by me colour of the di^^nal on which he trayds)
to K. Kt.'s mxjQx square, crying ^*cbeck«" Examine the
position attentively and yon will find that Black has no
square to which be can move his King, the only vacant one
being attacked by your Queen's Bishop, that be has nothing
wherewith to take the Bishop that has given check, and
neither Piece nor I*awu ith which to interpose between it

and his King, and that, consequently, he is not only checked,

but checkmated. In like manner, if, at his first move, instead

of cai)turing your Queen, he interpose his Bisliop at King's
second square, you immediately take the Bishop with your
Queen, who is protected by her Bishop, and say ''check-

mate/'

DISCOTEltED CHECfK.

This is a striking though simple instance of the power of a
discovered check. Arrange your chess-men as in the diagram,

and you will find that if White has now to play, although he
is so much inferior to his opponent in force, he can win the
game in two moves. If indeed there were no Book on tihe

board, be would do so on iJie first move by playing his Book
to Q. B's eighth square, discovering check vnih tiie Bishop

;

lilack would then be unable to interj^ose his Queen, because,

m so doiii^, he must leave his King attacked by the liook.
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Ko. 13.

7: LACK.

and he would, consequently, be checkmated at once. In the

])osition under consideration, however, you iimst ()])serve that

[
the Bishop is attacked by the Black Rook, and if White were to

play his Rook in the way just apoken of. Black could take

the Bishop with his Book, and woidd ultimately win the

I

game. Under these cizeainstances^ White must play his

Book to K. Kt's sixth square, discovering check equally with
I the Bishop, and at the same time preventing his capture by

the Book. As Black cannot remove his King, nothing re-

mains ioir him hut to interpose the Queen at her Kt.*s second

,
square, whereupon White takes the Book, giving checkmate,

j

eince the Queen is ah-eady occupied in parrying the Bishop's

I

check, and the King is unable to stir.
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PERPETUAL CHECK.

No. 14.

BLACK.

WHITE.

This position is only a modification of the preceding one, hu^

it will enable you to understand what is meant by perpetual

check as well as the most elaborate arrangement of the men
could do. Place the men on your chess-board according to the

diagram, suppose youiself to be playing the white Pieces, and
that it is yoiu" turn to move. Your adversary, you will ob-.

serve, has the advantage in point of force, but this is coimter

balanced by the situaticm, which enables you to draw the
game. To do this, you must £rst play your Queen to one of
the three squares where she will check the King, i. e., to

K's 4th, Q's 5tli, or Q. B s 6th; it is indifferent which,
say, iherefore« Q. to ]£'8 4th (check). Black has no option,

his King cannot moTe, he must interpose his Queen* If now
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I you were to take the Queen you would loee the game, on
account of his two Pawns; but instead of doing to, you play

the Queen to King's 8th sq., giving cheek. The black Queen
must again interpose; you re}Kat &e ehedL at K*s 4th, Blade

f can only parry it with his Queen, and you may persist in

firing the same two checks, ad itijinitum. In such curses, the

I

game is resigned as drawn by jjerpeiual check,**

ANOTHER EXAMPLE OF PERPETUAL CHECK.

No. 15.

WHITE.

In this instance, which is jnven by Mendheim, Wliite is

much inferior to his opponent in nnmerical strt iiirth. but from

the peculiarity of the situation he is enabled to draw the

game. Endeavour to discover how this is accomplished,

beginning by playing the liook to K. £ s Slh square, giving

cheeky &0.

I
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SMOTHERED MATE.

No. 16.

Tills is a familiar example of smothered mate, which yon
VI' 111 find can he ettcctcd by no other Piece than the Kni<;lit. ^

White's first move is, Queen to lu r ")tl\ scpiare, checking.

Black is obliged to retreat his Kin^- to the li s sq., because,

were he to play him to his B's sq., the Q. would checkmate
at once. Upon the King retiring, White p:ive8 check w4th his

Kt. at K. B*s 7th; this brings the King back again to Knight's

sq. , and affords to White an opportunity of giving double cheeky

which he does by moving the Knight to K. Rook's 6th, check- j

ing with both Q. and Kmght ; as before, tiie King must go to
R^k*s sq.; and now foQows a beautiful moy^-White plays

his Queen down to JT. KVb Sth (next* square to the Black
Kuig), gi^ing chock; the King cannot take on account of iki»
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Knight; he is compelled, therefore, to capture with his Rook,
and the Knight then gives the smothered mate at K. B's 7 th

square.

STALEMATE.

No. 17.

BLACK.

WHITE.

Here you observe that White has the great advantage of a
Queen against a Rook; bat^Wth all this, and the move to boot,

It is impossible for him to do more than draw the game. It

is evident that he cannot move his Queen from the front of

his King on account of exposing him to check with the Rook.
If he move his King, Black takes the Queen, and the game is

drawn. And lastly, if 1 e take the Rook with his Queen, he
places the adverse King 'n the position before described of

ttolemate.
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Chaftbb IV.

ON THE RELATIVE VALUE OF THE CHESS
FORCES.

An attempt to establish a scale of powers ^\ hereby the rela--

tive values of the several men could be estimated with math(v

matical exactitude, althou<i;h it has fi*equently enframed the

attention of scientific minds, appears to be an expenditure < f

ingenuity and research upon an unattainable object. So ever

var3ring, so much dependent on the mutations of position

which every move occasions, and on the augmented power
which it acquires when combined with other forces, is the
proportionate worth of this with that particular man, fliat it

would seem to be beyond the reach of computation to demise

a formula by which it can be reckoned with precision. But
still an approximation to correctness has been made, and the
result arrived at gives the following as the ultimate respec-

tive values
Pawn as l.ao

Knight = 3.05

Bishop = 3.50

Rook = 5.48

Queeu =« 9.94

The King, from flie natuie of the game, which does not
admit of bis being exchanged or captured, is invaluable, and
he is not, therefore, included in the calculations.

The Pawn, it is seen, is the least valuable of all Ae men,
the Knight being worth at least three Pawns.
The Bishops and Knights are practically considered of equal

value, although there is a difference in the cbtimate here
given.

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

The Queen is usually reckon ( d e(}ual, in average situations,
to two Rooks and a Pa^vn, but towards the end of a game she
IS hardly so valuable as two Hooks.

These conq^arative values may be o^ service to the atuden?
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in general cases of exchanji^mg men, but lie will find in prac*

tice the relative worth of his soldiers is modified by so many
circumstances of time, opportimity, and position, tliat nothing

but experience can ever teach him to determine accurately in

every case " which, to give up and which to keep.**

Chapieb V.

THE LAWS OF TIIE G^UIE.

The following Laws, with some trifling variations, have hecn
ill general use for the last fifty years. They have recently

been revised by a committee of the London Chess Club, estab-

lished in 1807; and are now umyersally adopted by oil the

chess dubs of Great Britain,

L
The chess-board must be so placed that each ])layer has

a white comer square nearest his right-hand. If the board
}iave been improperly placed^ it must be adjusted, pi'ovided

four moves on each side have not been played, but not after-

wards.

II.

If a Piece or Pawn be misplaced at the beginning of the

game* eitber player may insist upon the mistake being
rectified, if he discover it before pla} ing his fourth move^ but
not afterwards.

ra.

Should a player, at the commencement of the game, omit
to place all h^ men on ' the board, he may correct l^e

omission before playing his fomrth move, but not afterwards.

IV.

If a player, imdertaking to give tlie odds of n Vw?€ or

Pa%vn, n( j^leet to remove it from the hornd, his adversary, after

/our mgves have been played on each side, has the choice of

proceeding with or recommencing the game»
i>2
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V.

When no odds are p:iven, the players must take the first

move of each jj^ainc alternately, drawin<]^ lots to detennire

who shall he<,n*n tlie first game. If a game be drawn, the

player who began it has the first move or the following

one*

VI.

The player who gires the odds has the right of movrng
first in eacsh game, unless otherwise agreed* Whenever a

Pawn is given, it is understood to be always the King's

Bishop's Pawn.

VII.

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

moment of touching it the player say J adoube,'' or words

to that effect ; hut if a Fue^ or Pawn be displaced or overhamed

hy aceidenif U may be restored to its place.

VIIL

While a player holds the Piece or Pawn he has touched,

he may play it to any other than the square lie took it ixom;
but» having quitted it, he cannot recall the move.

IX.

Should a player take one of his adversary's Pieces or Pawns,
without saying " J^adouhe,*^ or words to that effect, his

adversary may compel him to take it ; hut if it cannot he
legally taken, lie may oblige liiiii to move the Kin^r ; shoiilJ

his King, however, be so posted that he cuiiiiot be legally

moved, no penalty can be infiictcd.

X.

Should a player move one of his adversary's men, hit

nntacronist has the option of compelling him—1st, to replace

the Piece or Pawn and move his King
; 2nd, to replace the

Piece or Pawn and take it
;

3rd, to let the Piece or Pawn
remain on the square to which it had been phxyed, as if the
move were correct.
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If a player take one of Iiis adversary's men with one of liit

own that cannot take it without making a f;ilse move, his antu-

gonist has the option of compelling him to take it with a Tiec©

or Pawn that can legally taite it, or to move his own Piece

or Pawn which he touched.

XTT.
•

Should a player take one of his own men with anothert

ids adTersary has the option of obliging him tomove either.

XIII.

Tf a player make a false move, e., play a Piece or Pawn
to any sqiinro to which it cannot legally be iiiovcd, his

adversary has the choice of three penalties
;
viz., 1st, of com-

pelling liim to let the Piece or Pawn remain on the square

to which he played it; 2nd, to move coirectly to another

square; Srd, to replace the Piece or Pawn and move bis

King.

XIV,

Should a player move out of hi«i turn, his adversary may
ehooee whether both moves shall remain, or the second be
vetiaeted*

XV.

When a Pawn is first moved in a game, it may be played

one or two squares ; but in the latter case the opponent liUh

the pri v liege of taking it en passant with any Pawn which
could have taken it liad it been played one square only. A
Pawn cannot be taken en passant by a Piece.

XVL
A pkiyer camiot cas<le in the following cases:—

1 . If the King or Rook have be^ moved.
2. If the King be in check.

3. If there be any Piece between the King and Book.
4. If the King pass over any square attacked by one of the

adveraaiy's Pieces or Pawns

.
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Sliould a player castle in any of the above cases, his aiver-

sary has the choice of three penalties; viz., 1st, of insisting

that the move remain
; 2nd, of compelling him to move the

King I
3rd, of coinpeiling him to move the Hook.

XYIL
1i a player touch a Piece or Vmn that cannot be moved

without leaving the King in check, he must replace the Piece
or Pawn and move his King ; but if the 'Kmg cannot be
moved, no penalty can be inflicted.

XVIII*

If a player attack the adverse King without saying

Check,*' ms adversary is not obHged to attend to it; but if

the former, in playing his next move, were to say " Check,"

each player must retract his hust move, and he that is imder
check must obviate it.

XIX,

If the King has been in dieck for several moves, and it

cannot be ascertained how it oocuned, the player whose
King is in check must zetiaot his last move and free bis

King from the check ; but if the moves made subsequent to

the check be known, they must be retiacted.

XX.

Should a player say Check," without giving it, and his

adversary, in consequence, move his King, or touch a Piece
or Pawn to inteq^ose, he may retract such move, provided
liib ad\ ersai'y have not completed his la^t muvc,

XXI.

Every Pawn which has reachtd the eighth or last square
on the chess-board, must be immediately exchanged for a
Queen or any other Piece the player may tliink fit, even
though all the Pi(^ccs remain on the hoard. It follows, tlicrc-

fore, that he may have two or more QueenSy three or noore
KookSy Bishops, or Knights,
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xxn.
If a play remain, at the end of the game, with a Kook

cad Bishop airaiiist a Kook; with botli Hishops only ; with

Ivnight and l5i>hop only, he must cLeekmatr lus ndver-

Kirv in fiftr moves oti eacli side at most, or the *2:ariie will

he considered as dra\%Ti; the fifty ino\es commence from
the time the adversary gives notiee tliat he will count
them. The law holds good for all other checkmates of Pieces

only, such ^as Queen, or Rook only. Queen against a Book,

XXIIL
If a player agree to checkmate with a particular Piece or

Pawn, or on a particular square, or engage to force his adrer-

ftuy to stalemjite or checkmate him, he is not restricted to

any number ul moves.

XXIV.

A stalemate is a dmwn game*

XXV.
If a player make a false move, castle improperly, ^c, 5^c.,

the adversary must take notiee of such inej^ularity l)('r«>ro ht

touches a Piece or Pawn, or he will not be allowed to miiict

any penalty.

XXVI.

Sbonld any question arise, respecting which there is no
law, or in case of a dispute respecting any kxw, the players

must refer the point to the most skilful disinterested bystan-

ders, and their decision must be considered as coiiclusive.

[1 cannot ]ierinit the presrnt opportunity to pn-s without e:^prcssliig

a hope that tho. tiave is not far dif^tant when the luivaijcing intelligrnce of

diett.players wiU prompt their leading authorities in Europie to unite for

the purpose of abolishing the several crude collections of amhiguities
^fMk are now recd.^ aa the Laws of Chess,'' and to establish in their

^tead one general and oomprehennve code of regulationsi in the interpret

tation of which there shall be neither doubt nor difficulty, and which shall

V worthy of the period and of a gsme which aspires ahnost to ths digni^
ofidcnoB.]
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Chaptsb VI.

0£N£RAL KULES AND OBS£KVATION&

CONCERNING THE KING.

It is moe&j advisable to castle the King pretty early in

die game» and to do so on tbe King's side« because he is less

eubject to an attack^ and better aUe to repel one on that side

than the other^^-nevertheless, it freqaendy happens, that a
player by castling on the Queen's side, is enabled to make a
formidable assault on the adverse King, by tlirowing forward

liis King's flank Pa\TOS. When the Queens are exchanged

off early in the,game, it is often well to move the King to

K. B's 2nd square, and in that way bring the Kooks iuto play,

instead of castling, because tliere is then less danger to the

Kinor, and he nuiv become a valuable aiixilian' durinp^ the

remainder of tlie light. In castling, move the King before

you touch the Rook.
Be fearful, when castled on the King's side, of permitting

an adverse Knight to gain safe possession of yonr King's

Bishop s 4th square, and rmember that it is seldom prudent
in an inexperienced player to advance the Pawns on the side

hig King has castled.

Be cautious of playing your Qneen in front of your King.
Never subject yourself to a discovered check. It is better when
check is given to your King to interpose a man that attacks

the checkiiig Piece than with one that does not. Beware of

giving useless checks to your adversar^^^'s King, but when,
by checking, you can oblige him to move, and thus depjivc

him of the right to castle, it is generally good play to do so.

It is sometimes useful to give a series of checks, and even
sacrifice a Piece, to force the King into the middle of the
board, wh^e he may be subjected to the attacks of your other
men.
Do not in all cases take an enemy's Pawn which stands before

your Kiug,—it may serve sometimes as a protection to him

;

and bear in mind tbat towards the temunation of a game,
especially when the superior Pieces have been taken off the
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field, the King should be made to oompeiisate Ibr his previoiui

inactmty, hj being busily engaged. The &te of the game is

then dependent for the most part on the skill displayed in the

management of the King.

C0NCi.iLNIN6 THE QU££N.

The Queen is so powerful and important a Piece at chess

that she should rarely be employed to defend or attack any
point if you can do it as well with a subordinate.

It is not good to play the Queen out into the (ynme at the

beginning, because she can be attacked by interior Pieces, and
is compelled to retire with the loss of many moves.

Be careM, too, when about to capture a distant Pawn or

Piece, that you do not remove your Queen too far from the

immedhite point of action. A cleyer player will often permit
joa to win a Pawn with the Queen, that he may prevent her
rvtuxning in time to rescue your King from his attack. The
power of the Queen is won^terfuUy greater when she is aided

and protected by other Pieces thanwhen she goes forth unsup-
ported ; it is generally injudicious, therefore, to make an attack

with her imless in combination with some other ofyour forces.

CONCERNING THE ROOK.

The Rook is a most important officer, T<'t few players even
among the best avail thrins^jh c s ^.iiiiicieTitly of his power.

He has seldom miich sco])i' for action in the" viivly part of the

engagement, but when the field is thinned no time should be
lost in bringing him into action. You should then endeavour

to daubie your Books, that is, to place them one before the

other on the same file : in this situation, mutually sustaining

one another, their potency on a dear field is equal to the

Queen's.

It is usually good j^lay to get command of an open file, that

is to say, a filewhich is occupiedby no other man, by stationing

a Rook at one end of it. Ynien you haye wm gained
possession of the file, should your opponent try to dispossess

you of it, by playmg one of Ins Iiooks on the same file, it is

firequently better to defend with yotu: other Hook than to take

his or remoTO your own. You will often embarrass your ad-*
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Teraary, too» if you can manage to post a Book oix Ub second
rank, say at your King's 7tk or Queen's 7tb square. In this

position he generallymaKes an attadc on the Pawns unmoved,
and compels the enemy lose tmie in defending them, 'while

yon can bring more forces into action.

One of the strongest reasons for plnying out your Pieces
early in tlu* battle, is, that while at liome they arc not only
themselves inactive, but they utterly retard the niovements of
your liooks. In an luiskLiiuily developed ^^amc it is a common
occiuTence to see the victory won before the defeated player's

Books have ever moved.

C0^XERN1NG THE BISHOP.

When the game is opened by each party with King's Pawn
to King's 4th square, the Kinff^s Bi9hop is somewhat Superior

to the QueegCa^ because it canbe sooner brought into play, and
may be made to bear immediately on Ihe Kmg*s weak point,

his Bishop's Pawn. It is desirable therefore generally to ex-
change your Queen's Bishop or Queen's Knijjht for tlie ad-

versaiy's King's liishop. Tlie Kiuj^ s Bisliop should rarely or
never be phiyed to the Queen's ord square before the Queen's
Pawn is moved. His best position, as we have remarked
above, is to Queen's Bishop's 4th square, wliere he attncks

the opponent's King's Bishop s Pawn. If your antagonist

then challenges an exchange of Bishops by moving his Queen's
Bishop to King's Srd square, it is not always prudent to

accept it. because although you may double the Pawns on bis
King*8 file, you at the same time afford him an open range for

his King*s Book when he has castled. The best play in such
a case is, therefore, to retreat your King's Bishop to Quem*9
Knights Srd square.

Be careful, as a general rule, in an open game, not to move
your Queen's one square before you hrint^ outtho King's
Bishop, as by so doing you leave him but the King^s 2nd
square on which to move, and there his position is defensive

rather than attackins:.

If strong in Pawns towards tlie conckision of the game, en-

deavour to get rid of the enemy's Bishops, because they can
imnede the march of yourFawns more readily than cither the
Books or Knights*
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When tlie other men aie exchanged off, and you Temain
vHh a Bishop and two or three Pawns, it ii often proper to

keep your Fawns on squares of a different eolonr to those on
which your Bishop traTels, as he can then prevent the opposiDti:

King from approaching them. If, however, you have the

woi-st of the game, it is mostly bettor then to keep them on the

same colour as the Bishop, that he may defend them.

Supposing you have Patens only at the end of a game, and

the adversary has a Bishop, it is generally advisable to move
the I*awTis ns 5?oon as possible to squares of a different colour

to the diagonals he moves on.

Do not indiscriminatelyexchange your Bishops for Knights,

or vice versd. Two Bishops at the fimsh of agame are stronger

lhan t^vo Knights, and one Knight generaUy more useful than

a single Bishop.

C02sCER^iING THE KNIGHT.

The Knight is at once the most strikii^ and most beautifiii

of all the I^eoes. Ihe smgularity of its evolutions, by which
it is enabled to overleap the other men and wind its way into

ihc penetralia of the adverse ranks, and li' attacked leap back
again within the boundary of its own, has rendered it the

favourite Piece of leading players in every country.

The assault of ilio Knight is more subtle and dangerous

than that of any other Tiece, because he attacks without

putting himself m^;r^9^, and his attack can never be resisted

by tiie interposition of another num.

At the commencement of a game, best place for the

King's Knight is at JC B's Srd iq. ; it there attacks your
adversary's K's Pawn, if it has been moved two squares, and
offers no impediment to the playing out your King's Bishop,

and prevento the adyersaiy from placing his Queen on your
King Rook*s 4th sq., where die would often be a source of

restraint and danger to your King. Many persons prefer

playing the K. Kt. to ITs 2nd at the second move, from the

mistaken notion that the K. B's P. should be moved before

tlie Knight is played to Bishop's 3rd ; this is an error, and
generally leads to a wvy bad game.
When you have brought out your Q. Ki. to B's 3rd, it

is frequently advisable, at a proper opportunity, to get him
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round by E*8 2xid sq. to the JT. KVt Srdf, wheie he ezexciies

a very impoftant infltience, by tbreateniiig, whenever the
fiquare is left iin^arded, to post himself on A. 5th,

A Knijrht with three or four I'awus, at the end of a game,
lia.s an advantage over a Bi.sliop willi an equal number of

PawTis, because he ean leap from white to black, and thus

attack the Pawns on eitln r ooloured squares, whereas the

Bishu]) v.m attack them only when they move on squares of

the colour of his dia«2:onals. In similar eirfunistances, how-
ever, he is not so nseftd in defending as a Bishop or a liook,

since if forced to remove he ceaaes to defend, while the Book
or Bishop may retreat and still protect.

CONCERNING THE PAWNS.

Struck by the scope and power of the higher Pieces, yotmg
players conmionly overlook the homely Pawns, or deem them
scarcely worthy of regard, and are amazed to learn that the
cornbi nations of these simple elements are among the most
refined and arduous studies of the science. Yet such is the
fact, and without a thorough com])rc hension of their quiet but
remarkable predominance in almost even' circumstance of the
game, it is imposi»ibie for any one to attain a high degree of

excellence.

It IS generally advantageous for your Pawns to occupy the
middle of the board, be^tnse when there they greatly retard
the movements of the opposing forces. The King's Pawn
and Queen's Pawn, at their fourth squares, are well posted,

but it is not easy to maintain them in that position, and if

you are dnven to advance one of them, the power of both is

much diminished. It is weU, therefore, not to be too eager
to establish tyfo Pawns abreast in the centre until yoa are
ful^able to sustain Ihem there.

"When you have two Pawns abreast, the King and Queen's,
for instance, at their fourth squares, should the adversary
attack one of them with a Tawn, it is occasionally better to
advance the Pawn that is attacked another step, than to take
the Pawn.
The Pawns, however, should seldom be far advanced, unless

they can be properly sustained ])y the Pieces. Pa-wns at tlieir

fomt \ squa^res are therefore mostly more powerful tlian at
their sixih*
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llie King's Bishop's Pa^^^l having no support but that of

the King, is usually the point to hieh the first attack in

directed, and more than ordinary cai'e shuuUl be taken to

preserve it. It is rarely good play to iui>\'(^ the King'ti

Bishop's Pawn to ])islu)p s 3rd early m the 'game.

As a general rule, it is not advisable to move Kiiif^'a

Knight's Pawn or Queen s Knight's Pawn early in the game.
The former played to K. Kt.'s 3rd square will often allow

jour adversary to play bis Queen's Bishop to your King's

Rook's 3rd square, a dongexous move when you have castled

on King's side.

Aflter castling, it is generallyproper not to move the Knight's

Pawn that is beibre your King, untU you are obliged.

In a diagonal line of Fawns you should endeavour to pre-

serve the Fawn at the head of them. Fawns, when united,

hare great strength ; but when separated, their power is

sensibly lessened*

A passed Pawn is mostly serviceable when supported by
another Pawn.
A doubled Pawn is not in all cases a disadvantage, espc-

cially if it is united with other Pawns. The worst kind of

doubled Pawn is one on a Hook's file ; while the most advan-
tageous is the King's Bishop's I'awn doubled on the King's
file, because it strengthens your middle Pawns and opens a
file for your King s liook.

The Pawn being less important than a Piece, it is usually

better to defend with it than with a Piece. For the same rea- •

son it is likewise better to protect a Pawn with a Pawn
than with a Piece. No Piece can interpose between the attack

of a Fawn, it can therefore firequently check the King with
great advantage.

Be cautious generally of advancing the Fawns &r on either

side, till you see on which your opponent castles ; and re-

member, when approaching the end of a game, where you
have Pawns, or even a Pawn, against a minor Pieci , tli;it you
vwt/ ivui^ but that > our opponent, except in veiy laie ciXses,

caniiijt, and that two Pawns in any situation can protect

themselves against the adverse King.

We shall conclude the present Chapter with an attempt to

d( fine mathematically the action and pow(^rs of the chess-

men, taken from ''Ihe Chess-Player's Chronide," vol. ii.

p. 383.
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MATHEMATICAL DEFINITIONS OF THE MOVES AND
POWERS OF THE CHESS-MEN.

The moves and attacking powers of the tevenl Pieces are determined

hf Unef diradiony and limit.

The lines of movement and attack on the chess-board are threeibid,

viz. :

—

1. The sides of squares.

2. The di.iiroiial? of squares.

3. The diafionals of parRllelo?n*fi"is of six squares, i. e., 3 by 2. •

Tlie directions of movement and attack are iourluid—forward, back-

ward» lateral, and diagonaL

The limits of movement and attack are threefold

1* When confined to adjacent squares*

2. Extending over the whole board.

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

The lines of movement and attack are coincident for all the PiVre»

except the ]^'uvtls, wliose line of motion is one stjuare iorward along the

side, and their line of attack otic sijuare forward diagonally.

The King's line of motion and attack is one square in every direction,

forward and backward, lateral and diagonal.

The Queen's line of motion and attack are all along both the sides and
the diagonals of squares in every direction, to the extremity of the board

:

tbiis combining those of the Rook and Bishop.

The Rook's line of motion and attack is along the sides of squares In

every direction, to the extremity of the board.

The Bishop's line of motion and attack is along the diagonals of

sqiiares in every direction, to the extremity of the board.

The Knight's line of motion and attack is along the diagonals ol

pai'allelograms, 3 by 2, in every drrectrou, to the opposite gquai'e.

chaftu vn.

:\IAXIMS AND ADVICE FOR iVN INEXPERIENCED
PLAYER.

There is nothing that will improve you so much, m playing
^\'ith good players; never reftise, therefore, when any one
offers you odds, to accept them : you cannot expect a pro-

Cflient to leel much interest in playing with you upon evm
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terms, and as you are siue to derive both amusement and
instruction &om him, it is but fair that he should name the

conditions. It wiU soon happen that you yourself v,Hl b3
•able to giye odds to many amateurs whom you meet ; when
this is the case, avoid, if possible, playing tncm even, or you
are likely to acquire an indolent, neglectful habit of play,

whic^ it will be yery difficult to throw off. When you
cannot induce such players to accept odds, propose to play

for a small staike; and they will soon be glad to take all the

advantages you can o^. Be always carefol, before begin-

ning a game, that the men on both sides ar^ properly

aiTanged.

Never permit your hand to hover over the board, or indeed

to approach it, until you have coiiipletcly made up your mind
what Piece to move ; a contraiy habit begets a feeling of

indcjcision that is fatal to succej^s. PIha' invariably acefn-dinu:

U) TOD laws of the game, neitlier taking back a move your-

self nor allowing your opponent to recall one. Do not
exIiSbit impatience when your adversary is long in making
his move. His slowness is a tacit compliment to your
skill, and enables you to play with proportionate quick-

ness, because while he is meditating on his next step you
can take advantage of the time to consider what shall be your
rejoinder; besides, it is absolutely necessary for eveiy one
desirous of excelling at diess to play slowly. Mr. Lewis
aptly remarks, "It is no doubt desirable to play weU and
quickly, but T scarcely ever knew a very good player who was
not also a slow one ; and iudccd, Low can it well be otlier-

wise? A fine player examines occasionally from five to

twenty or more moves on each side : can this be done in a

moment? It is .easy enough to play quick against inferior

play : but aa:ainst ecjuai and very good play one cannot play

quick without losing.'*

Learn to play indifferently either Mrith the white or black

men. Do not play too many games at a sitting—and never

suffer the loss of a game to occasion you much disquietude.

Think of how many thousand games a PhiUdor must have
lost b^re he attained his highest excellence ; besides, the loss

of one well-fought game witii a fine practitioner will do more
towards yonr improvement than the gain of ton b*;;bt

gkinnishes with weaker players than youx8ei£ Endeavour to

Digitized by



CU£i>S-PLjLT£R*8 HANDBOOK.

play all your Pieces equally well. Many young players have

a predilection for a particular Piece, as the Knight or the

Queen, and lose both time and position in trying to prevent

exchanges of their &vourite. In opening your game, endea-

vour to bring your superior officers into action speedily, but
avoid all premature attacks. Take^ care not to play a Piece
to a square where it impedes the action of another, and
beware of venturing an unsupported Piece in the adversaiy^a

game.
If subjected to a violent attack, you may often disconcert

your opponent by comprlliiiij; the exchange of two or tlu'co

Pieeef?. M'licn. howeN ci, you are about to exchange officers,

you iiiu>t calculate not only their ordinary value, but their

peculiar worth in the situation in question : for example, a
Kook is generally more valuable than a Ivnight or a Hishop ;

but it will happen, that by exchanging a Kook for one of

the latter you may greatly improve your ^me.
It is mostly good play to exchange the Pieces off when you

are superior in power, so that when you have the odds of a
Piece given to you by a finished player, you should endeavour
to exchange as often as you can eoiunstently with safety.

"When an exchange of two or more Pieces appears inevitable^

look closely to see whether it is better for you to take first or
to compel your opponent to do so. WTien one of the enemy
IB completely in your power, do not be too eatrer to make tl.e

capture—there may perhaps be a move of iiiii>urtance ^vh^ch

vou can nialvc before vou take him. Bewaie also of snatchiu*^

hastily a jnoffcrod man, it may ho only given as a bait to catch
a more ini])ortaiit advantage fnmi you.

If at the end of a game you i-emain with Pa^\^lS against a
Knight and find it difficult to evade his repeated checks, re-
collect that by placing your King on the same diagonal as the
Knight, with but one intervening square between them, that
you cannot again be checked under three moves.
When you have lost a game which has cost you great atten%

tion, it is agood practice to play it over afterwards in private,
and endeavour to discover where the error occurred through
which your opponent gained his first advantage. This custom
win improve both your memory and your ])lay.

Comparing small things with great ones, never forget that in
ijhess, aa iii modern warfare, one of tte most importaiu
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Mntagema is the art ofgaining time upon Hie enemy, lu tuis

tespect, OS indeed in many others, the broad principles wnich
tie laiddown by the highest military authoritiea aa the basis of

imeraliona in a campaign arc applicable to the management
Of your forces on the chess field* From the IhxM de Grand
Taeiique <^ General Jomini, we gather that the art of war, as

exemplified by Buonaparte, connstedin the proper application

of three combinations—^rst, Ihe art of disposing the lines of
operation in the most advantageous manner ; second^, in a
skilful concentration of the forces with the greatest possible

rapidity upon the iiiost impoitant point of tlie enemy's line of

operations ; and thii dly, that of combining the simultaneous

employment of this accmnulated force upon the position against

which it is directed. No player of gi-eat skill can fail to see

that we have here tlie key to the basis of offensive movements
^'n the battle of chess. Nor, to carry cn the parallel, are the

principles which direct defensive operations on the grander

field in any degree less capable of application. "It is an
acknowledged principle/' says another able writer on the sub-

ject, that the base of a plan of attack shoxild form the best

possible line of defence ; and this fundamental rule cannot be

violated with impimity, since nothing is more ^banassing
than a sadden transition £rom offensive to defensiye operations,

when &lse measures or an unfortunate turn of affiurs may have
overset the plans of an assault."

With every allowance for the amazing disparity in the im-
portance ofthe individuals and the magmtude of the objects at

stake, there is an analogy observable, too, in the abilities requi-

site for the command of armies and the perfectly first-rate

mantnivriiig of the uuiiiic warriors of the eliess board, llic

commander of an army must possess not less a profound

acqimintance with the general principles which regulate the

conduct of a long and tedious campaign, tlian with those that

nre called into requisition in actual conflict. He must be

able e([uully to arrange the plan of preliminary operations—to

act at once and with decision in eases of the most pressing

emergency, and on the occurrence of the most imforeseen

events—^to judge of the importance of a position and of the

gtrength of an intrenchment—to discoyer from the slightest

indications the designs of the enemy, while his own are im-

penetrable—<Uid at the same time to preside with unshaken

s
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lelf-posscssiou over the tumult of the battiie-field, and the

raging fury of an assault. The qualifications of a really

finished chess-player, however less in d^;ree, are somewhat
similar in kind. To a perfect masteiy of tiie difficult art of

selecting and occupying, with the utmost rapidity, a ^^good
position/' he must add a thorough knowledge of all the com- .

plicated Taiieties of stratagems and snares which he is called
|

np<m alternately to invent and to defeat. He must, in short,

to some extent, display die same energies on llie soiaQer scale

which are so indispensable on the grander one.

Marshal Saxe, a ;j;rcat general, (and an enthusiastic lover

of chess by the way) in his summary of the attributes required
in a commander-in-chief, gives him genius, and courage, and
health. The first of these qualities is unquestionably called

'

for in the highest orch r of chess skill ; and if by courage is

implied, not so much mere physical braveiy as entire self-pos-
'

session, promptitude of decision, and undaunted perseverance ; I

and by health is meant the preservation of a sound mind, to
which a sound body is so important an adjunct, then indeed I

both courage and health will be found to exercise a powerful
influence upon the success of the chess-player, as well as upon
the fortunes of a Marlborough or a Wellington.

These comparisons might be extended to more minute par-
ticnlars, but the general analogy obserrable may suffice to
show yon that great mental activity is called into lequisition,

and much attention and perseverance are necessary fur the
attainment of the highest excellence, even in the strategy of
chess-playing.

.Chapteb VIII.

ON THE SEVERAL OPENINGS OR BEGINNINGS OF !

GAMES.
Bevobe proceeding to the consideration of the yariousmeUaods
of commencLOgthe game^ it is advisable for you to recur to t.lie
preceding CSmpters, whidi trA% of the aTran^ement ot tHe
men—4&e moves of the men—their relative powers-—^tlie"

technical terms in use among players—and the la i\ s o£ tlie
game. When you have familiarized yourself with theae>, it
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wfll be time for 70a to direct your attention to that most im-
portaBt feature in the game of chess—the art of opening the

game.

fliere are several modes of b^pnning the game, bat tiic

following are the principal :—
1st. Each player begins by moving his King's Paum tc

King's 4ih i^qiiare^ and the iii'ht player tliea moves Kiny s KtngJit

to Kiru/s Bishop s 3rd sgttare. This is called the King s

KnujiU s opening,

2nd. Each player commences by moving his Kings Pawn
to King's 4th square, and then he who has the first move plays

King's Bishop to Queeri s Bishop's ^th sguare. This is knoifm

as the King's Bishop's opening,

3rd. Each player opens with A7n^'sPat(m to King's 4th square^

and the first plays QueefCs Bishop's Pawn to Bishop's 3rdsquare^

This is termed the Queen^s Bishop's Pawn's opening.

4th. Each player begins with King's Paum to King's 4th

square^ and iJie first foUows with Kings Bishop's Pawn to

Bishop^s 4M sqtiore* This is called the King's gambits

Of these four openings on the King^s Me there are many
modifications, of which each has its app: cpriate appellation;

there are also several openings began on the Queen's side, all

ofwhich wiU be duly treated of in the following pages ; but

&e foar above-named are those most generally practised,

and with them you should be thoroughly conversant before

advancing further.

Chafxeb IX.

PKELIMINARY GAME.

P&EPAHATOKT to the investigation of the several openings
treated ofin the following Chapters, itmay not be uninstructiye

to giTe a short game which shall exhibit the application of

some technical phrases in use at chess, and at the same time
show a few of the most prominent errors into which an inex-
perienced player is likely to Ml.
In this game, as in all the analyses which follow, the reader

will be supposed to play the White Pieces and to have the first

move, although, as it lias been before remarked, it is advisable

£2
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Ibr y<m to accnstom youiself to play with either Black or
White, for which purpose it iswdlto piactifle the attack, firbt

with the White and then with the Black Pieces.

WHITE. BLACK.
L K'8 P. to K'8 4th.* 1. K'b p. to K's 4tlu

When the men are first arranged in battle order, it is seen

Aat the only Pieces which liave the power of moving are the

Knights, and that to liberate the others it is indis])ensably

necessary to move a Pawn. Now, as the King's Pawn, on
being moved, gives freedom both to the Queen and to the
King's Bishop, it is more frequently played at the b^;uiiiii\g

of the game than any other. You will rememher, in speaking

of the Pawns it was shown that on certain conditions they
have the privilege of going either one or two steps when Obey
are first moved*

2. K't B. to a. Wm 4th. 8. K«s B. to Q. B'a 4€ti.

Thus far the game illustrative of the King's Bishops openin^^

is correctly began. Each party plays his King s Bishop thus,

because it attacks the most vulnerable point of the adverse

position, viz., the King's Bishop's Fawn^

S. Q. B's Pawn to B's 3id. 3. Q's Knight to B's 3id.

In playing this Pawn your object is afterwards to play
Queen's Pawn to Queen's 4th square, and thus establish

yoiu* Pa^^^ls in the centre ; but iilack foresees the intention

and thinlvs to prevent its execution by bringing another
Piece to bear upon the square.

4. Q's Pawn to Q's 4th. 4. Pawn takes Q*s Pawn.
5. Q. B's Pawn takes Pawn. 5. K's B. takes Pawn.

Here you have played without due consideration. Black's

third move of Queen's Knight to Bishop^s drd square was a
bad one, and afifbrded you an opportunitjr of gaining a striking

advantage, but omitting this, you have enaUed him to gain a

* Tldg Is a slight departure from the notadon commonly adopted by
modern chess authors in England, who describe the moTei of tiie Pawns
|>y the number of steps they make, as King*8 Pawn two squares^ Queen^s
Bishop*.s' Pmrn one square; a method, however, which is found t>m-

barrassing in tne c im- of two Pawns on the same file. The pf^sent mode
Is not liable to this ohjcotion, and apjiears to be equally expressive and more
cousiateiit and uoiform with the descriptlQn of the mo?ementtt of the
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taluablo Pawn for notliing. Observe, now, yoiir reply to Ws
third mo\ c was good enough, (4. Queen s Pawn to Queen's
4tli square), but when he took your Pawn with his, instead of

taking again, you ought to haye taken his King's Bishop^

$

Faum with your Bishop, giving dieck : the game would then
most probably hove gone on thus:*—

ft. Jr« B. taJket JT. Pawn (ch.) 6* K. tdt» BUhqp,
6. Qii«eii to jr. iZ't 5a (eAeck), 6* K. to hit B'l iqum.

In this variation, you see Black has lost his King's Bishop's

Pa^m, and what is worse, has lost his privilege of castling^ by
being forced to move liib King ; juid although for a moment he
had gained a Bishop for a Pawn, it was quite clear that he
must lose a P)is} iop in return by the check of the adverse Queen
at King's Book 8 5th square. It is true that he need not

have taken the Bishop, but still bis King must have moved,
and Wliite could then have taken the King's Knight with hia

iiishop, having always the better position.

But now to'proceed with tiie actual game :—*-

6. K's Knight to K. B's 3rd. 6. Queen to K. B s 3rd.

Bringing out the Knight is good play; you not only threaten

to wm Ya& Bishop, but you affi>rd yourselfan opportunity of

castling whenever it may be needful. Black would have
played better in retiring uie Bishop from theattackto Queen's
Knight's 8rd square than in supporting it v^ith the Queen.

/• Knight takes Bishop. 7. Qoeen takes Knight.

Both parties played well in their last moves. Yon rightly

tookm the Bishop, because supported by the Queenheme^u^
your Queen's Kmght's F&wn, and Black properly retook witih

his Queen instead of the Kniglit, because having a Pawn
iiiiead, it was his interest to exchange off the Queens.

8. a'i Knight to Q's 2ncL 8. K's Knight to B's 3id«

You played correctly here in not exchanging Queens, and
also in protecting your Bishop and your King's Pawn, both oi

which wxre attacked by the adverse Queen ; but all tliis might
have been done without impeding the movements of any of

your Pieces, by simply jjlapng Queen to King's 2nd sq. ;.

a& it isy the Kmght entirely shuts your Queen's Bishop from
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the field. Black properly brings aaotber Piece to the attack

of your King's Pawn
9. K. B's Vvmk to B's Sid. 9. Q't Kmglit to Kmg^ft 4ih.

In protectinfi; tlu; Kmg's Pawix with your K. Bishop's Pawn,
you are guilty of a very coiamon error amon^ young players

;

OS you iniprove, you will find that it is raiely good play to

move the K. Bishop's Pawn to the third square—in the pre-

sent instance, for example, you have deprivtd } oui-self of the

power of castling, at least for some tiine, siiu^e the adverse

Queen now commands the very square upon which your llijip^,

in castling on his oym side, has to move. Black's last move is

much more sensible. He again attacks your Bishop, aad by
tiie same move brings his Q's Knight iiKto co-operation with
the King's, on the weak point of your position:—

10. Ftewn to Q. Kt't 3rd. 10. Q. takes Queen's Book.

This is a serious blunder indeed. In your anxiety to save the

threatened Bishop, ^^eh you feared to withdraw to Q. Kt.*s

drd sq., on account of the adverse Knight's giving check at

your Queen's 3rd square, you have actually left your Q's

Kook en prise ! Black takes it, of course, and having gained

such an important luh antage, ought to win easily. i

XI. Castles, (i. e., plays K. to 11. Q's Kt. takes Bishop.
j

his Kt.'s sq., and Rook •

to K. B.'s 8^.)
I

12. Kt. takes Kt 12. Castles.
;

13. Q. to her 2ad. 13. Q. B's Bum to B's 4th. •

Your last move is very subtle ;
finding the mistake that Black

had committed in not retreating his Queen directly after wan-

ning the Rook, you determine, if possible, to pn \ ent her

escape by gaining conmiand of all the squares she can move
to. Seeing the danger, Black throws forwai-d this Pa\>Ti to

enable him, if possible, to bring the Queen oif, by piaying he;

to her 5th sq*, giving check.

14. Bssoop to Q. Kt.'s 2nc 14. Q. takes R's Plnra,

This move of the Bishop is well timed: it does not, to oe
sure, prevent the Qia en from eecaping" for a move or two. but
it gives you an attack, and very great command of the fielfL

|

15. Q. to K. Kt.'s 5th. 15. Knight to K.*8 s%.

Very well played on both sides. By pla^ong the Queen to K.
Kt's 5th» you threatened to win his Knight by at once taking
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j;, it with your Bishop, which he could not retake without opea-
ing check on his King. Instead of so moviog, you might

1 have played^ Knight to Q. Rook's 5th pq., in which case,

j
by afterwards moving the Rook to Q. Rook'e square, it would

7 have been impossible fi>r bis Queen to get away.

16. Q. to Kiiig't 3dl. 16. K. R't Pawn to R's Srd.

J.
You prudently retreated your Queeu to guard her Knight's

.4 Pawn, which it was important to save, on account of its pro-

ji

tection to the Xnight. Black played the King R's Pawn to

J prevent your ve viOen returning to the same post of attack.

t 17. K. R'8 P* to R's 3rd. 17. K. to his R's 9q.

f-
Here are two instances of wbat is called "lost tame*' at cbess,

• neilSier more serving in the siightest degree to advance the

1,'^me of the player. That you should have overlooked llie

opportunity of <^aining llie udverse Queen was to be expected.
t* Simiiai' advantages present themselves in every game between
i yoimg players, and are unobserved.

18. K. B's Pawn to B's 4th. 18. Q. Kt's P&wn to Kt.'a Srd.

A^ain you have fiEuled to see a most important moTo; you
mi^ht have taken the K. Rook's Pawn with your Queen,
givmg niieA safely, because Black could not take ^our Queen
without being in dieck with your Bishop. All this time, too,

your opponent omits to see the jeopardy his Queen is in, and
that as far as practical assistance to Ids otlier Pieceij is con-

. cemed, she might as well be off tlie board.

19. K. Kt's Pawn to Kt/s 4th. 19. Q. Kt.'s Pawn to Q. Kt.'a4^

I

Your last move is &r from good. By thus attadds^ your
• Knight, Black threatens to win a Piece, because upon paying
away the Knight you must leaye the Bi^p unprotected.

20. Pawn to K. Kt.'s 5tli. 20. Pawn takes Knight.

Although your Knight was thus attacked, it might have been
saved very easily. In the first place, by your takmg the adver-

sary's Q. B's Pawn^ threatening to take his King's Book, on
his removing which, or interposing the Q*s Pawn, you could
have taken the Pawn which attacked your Knight; or, in the

i second place, by movins your Queen to her 2nd square. Ill

the latter case, if Black ventured to take the Kn^ht, you
would have won his Queen by taking the K. Kt.'s Pawn with
your Bishop, giving check, and thus exposing his Queen to
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yours. Black would have been obliged to pan^ the check,

either by taking the Bishop or remoying his King, and you
would then have taken lus Queen. This position is very
instnictiye, and merits attentiye examination.

21. B. to Q. B's 3rd. 21. Ptam takes Q. Kt.'s Pawn.
22. P^wn to K. R's 4tli. 22. Pawn to Q. Kt.'s 7th.

In such a position, the advance of your King's flank Pawns is

a process too dilatory to be very e£GdetiYe*

23. Pawn to K. B's 5t]i. 23. Pawn to Q. Kt*s Sth, baomn*
inga Qneen.

Now the feult ofyour tortoise-like movements with the Pawns
becomes fatally evideut. Black has been enabled to make a
second Queen, and has an overwhelming force at command.

24. Rook takes Qaeen. 24. Qneen takes Rook (cbstk).

You had no better move than to take the newly-elected Q,ueen,

for two Queens must have proved irresistible.

^S. Kin? to his Kt.'s 2ndl. 25. Kt. to Queen's 3rd.

20. K. Kt.'s Paw to KU's 6th. 26. P. takes Pawn.
27. P. takes Pawn. 27. Bishop to Q. Kt.'8 2Qd.

Here you have given another remazkable instance of lost

opportunity. At your last move yon might have redeemed
all former disasters by checkmatiiig your opponent in two
moves. Endeavour to find out how this was to be accom-
plished.

28. K. R's Pawn to R's 5tb. 28. Knight takes King's Pawn.
29 Biflliop to King's 5th. 29. Kt. to K. Kt's 4th (disoo*

vering dwek).

Up to Black's last move yon had still the opportunity of

winning the game before mentioned.

30. King to Kt.'s 3rd. 30. K's Rook to B's 6th (ch.) ^

31. King to R's 4th. 31. Q. to K. Bishop's 4th.

At this point you were nttedy at tlie mercy of your antago*
nist, bnt fortunately he wanted the skill to avail himself pro*

Crly of his vast superiority in force and position, or he might
ve won the game in half a dozen different ways.

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

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

Ihis was your last chance, and its success should serve to
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eonvmce you that in fhe most apparently hopeless situations

of tiie game tiiere is often a latent lesouroe, if we will only
have the patience to search it out. By taking the Bishop,

Black has left your King, who is not in check, no move without
going into check, and ay you b.ayc neither i^iece nor Pawn
besides to play, you are stalemated^ and the game is drawn.

If thoroughly acquainted with the information contained in

the preceding Chapters, you may now proceed to the consi-

deration of the openings ; before you do this, however, it is

necessary" to apprise you that without a great abridcrrient of

the notation adopted in the foregoing game, it would be im-
possible to compress within the limits of this work one-third

of the variations which are required to be given. The fol-

lowing abbreviations will ther^Eore be used throughout the
remainder of our Haitdbook

K. for King.

Q» Queen.
R. Rook.
B Bishop.

Kt. Knight.

P. Pawn.
»Kj square.

adv. adversary's.

di ehedL or ebeddng.
dis. eh. disoovering ckeck.

The word "square" is only used to distinguish the first

row of squares on which the superior Pieces stimd at the com-
mencement—^thus, we say, Kt. to K s 2Tid, and omit the word
square ; but if the Kt. were played to K's Jirst square or K'a

first square, the move woidd be described not as Kt. to K's or

R'8 £rst square, but Kt to K's or B's square."

£2«I> UF BOOK I.
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SYNOPSIS OF EOOK IL

The fbUowing are tbe specific appellations given to the most impoitaat
Tnrieties of attack and defence which are included nndcsr the geiieri*

denomiuation of the Kino's Knioht's OpsmNO.

Ths Damiano Gambit:—
- p. to K'3 4th. ^ K. Kt. to B'8 3rd.

^' P. to Jt'iith. P.toJLB'itei

Pbiliiiob's BsrsNCB:

—

1
K'>*«h> o K.Kt.toB's<«L

^*P.to K'a4th. ^' P.toQ'iMU ^

Pet&off's Dspsnce:—
1 ^0 K's 4th. K. Kt. to B'g 3rd.

P. to K'* 4tli.
^* K. Kt. to B'i 3rd,

Tbb Cooktbk Oamiit nr thb Kkioht^b OpBKm«s^
- P«tO yi4lh. K. Kt. to B's 3rd.

"^'P.to K's4tli. P. to K. B's 4th.

Tus Oivooo FiANo:^

1
to K's 4th. K. Kt. to B'g 3rd'. ^ K. B. tog B'i ith>

^.to K's4tli. a Kt, to B's 3rtL K. B. toa B's 4th.'

Captaiw Btans' Gambit t—
- P. Id gis 4th. K. Kt. to B's 3rd. ^ K. B. to q B's 4th.

' P. tQ K't 4th. Q. Kt. to B's 3rd. ^' K. B.toaB's 4tli.

- P. to a Kt's 4th.
4.—^—

—

Thx Two Kmi&hts' DirBNis:^
- P. to K's 4th. K Kt. to B'g 3rd. K.B.toaB'g 4th.

P. to K's 4th. ^* a. Kt. to B's jted. ^* K. Kt to B's dnt
'

Thb Kmiobv's G^ams of Ruy Loi^tz :—

1
^'^^'•^ O K. Kt. to B 'b 3rd. K. B.toQ. Kt.'s gth.

*• P. to K's 4tlL Q. Kt. to B'i 3xd.
—

—

The Qubbn's Pawn's Gaxb, or Scotch Gambit:-*

- p. to K'g4th. K.Kt.toB's8rf. _ P.toQ'B4th.
P. to K's4th. ^* O. Kt. to B's SnL ^' "

An
TuE Queen's Bishop'* Pawk*8 Gamb in thb Kmioht's Opbninow

- P. to K'g 4th« K. Kt. to B-8 3rd. ^ P. to Q. B's tid.
P. to K's4th. ^- Q.Kt.toB'sinL
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BOOK IL

ITKITS. BLACK.
1. P. to K'B 4ih. I. P. to K's 4iiL

2. K'8 Kt. to B's 8zd.

Your second move gives the name to this opening, which is

one of the most popular and instructive of all the various

methods of comiueiicin^^ the game. The Kt., it will be
obeerved, at once attacks the adverse PLnvn, and the defence

recammended by the best authors and the leading players Qa

Europe, is for Black to reply 2. Q's Kt. to B's 3id^ He has,

however, many other wa^ of plajrin^, and as the examinatioi)

of these comparatiyely simple variations will serve to prepare

you for tiie more complex and elaborate combinations of the

best defences, it will be advisable to consider them previougdy.

la ibB first place, then. Black may sustain his Pawn by
playing—

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

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

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

4. P. to a's 3rd.

or, in the second place, he may leave it unprotected, and
play—

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

6. K s B. to Q. B s4tlu

7. P. to hT. B's 4th.

8. P. to Q's 4th.

He has thus eight different modes of play at ms command,
beades tne move of Q*s Kt. to B*s 3rd, in answer to your

second move of K's Kt. to B*s 3rd* Eacn of these will fimn

the subject of a separate game.
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GAME THE FIRST.
WHITE. BLACK.

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

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

8. Kt. takes K's P. 8. P. takes Kt.

After this capture of the Knight, Black's gama is hopeless.

His best inoTe is 3. Q. to K's 2nd, as will be shown here*
after.

4. Q. to E. R*8 5th (oh.) 4. P. to K. KVb 3rd*

This is his best move ; if instead of it he play K« to his 2Dd,
you obtain a speedy victory ; thus,-^

4. K. to bis 2nd*
5. Q. takes K's P. (clu) 5. K. to B's 2Dd.
6. B. to Q. B's 4th (ch.) 6. P. to Q's 4th (best)

7. B. takes Q's P. (ch.) 7. K, to Kt.'s 3rd.

8. P. to K. R's 4tli. 8. K*s B. to Q's 3rd.

9. P. to K. R's 5th (ch.) 9. K. to R's 3rd.

10. P. to Q's 4th (dis. ch.) 10. P. to K. Kt.'s 4th*

11. P. takes P. (m passing, 11. K. takes P
dis. ch.)

And yoii give mate in two moves.

6. Q. takes K's P. (ch.) 5. Q. to K's 2nd.

6. Q. takes K. 6. K s Kt. to B's 3rd.

He might also play—
6. Q. takes P. (ch.)

7. K. to Q's sq. (best) 7. P. to Q's 4th.

8. B. to Q. Kt.'s 5th i^ch.)f 8. K. to Q's sq. (best)

9. R. to K's sq. 9. Q's B. to Kt.'s 5th (ch.^

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

And. you win easily.

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

8. (i s B. to K*s 3rd. 8. Q. takes Q. B's P.

He hud better have returned with his Q. to K's 2nd again.

9. Q. takes Kt. 9. Q. takes Q. Kt.'s P.

10. K s B. to Q. B's 4th. 10. K's B. toa Kt.'s 5th (ch.)

Here, too, it would have been prudent for him to check with

the Q., and then bring her to the succour of the King.

* This move occurs in the old work of Damiano, who gives some inge-

nious variations on it. Lopez, and later anthorsy have hence entitled it

** Damiano's Gambit."
+ Better than taking the Kt. with Q., on account of Black^s checki

with Q's B. at K. Kt.*s 5thf by which he would draw the game.
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11. Q's Kt to Q*8 2nd. 11. Q. takes R. (rh.)

12. K. to lus 2nd. 12. takes K % IL,

and ycm give mate in two mom.
The fere^^oSng Tariatums are dependent on BtadK> taking

the Kt., which ie yetj bad play. Hib proper move, nnder the

circumstances, is 3. Q. to K*8 2nd, as in the foUowing
example ;—

WHITE. IJLACK.

1. P. to K s 4th. 1. p. to K h 4th.

2. K's Kt. to B 8 3rd. 2. P. to K. B s 3rd.

3. K's Kt. takes P. 3. Q. to K s 2nd.

4. K'8 Kt. to B's ^xd (beet) 4. P. to Q's 4th.

It would be bad play to check widi your Q. at K. R'e 5th
after his more of 3. Q. to K^s 2nd, becauee he would inter-

poee the E. Et.'e P., and if you took thia Pawn with your
Kni«^ht, he might first take K's P. (ch.), with his Queen, and
then captiu*e your Knight Wiilx licr.

6. P. to a s 3rd. 5. P. takes K's P.

6. P. takes P. 6. Q. takes P. fch.)

7. B. to K's 2nd. 7. Q's B. to K. B s 4th.

8. Kt. to as 4th. 8. a^B Kt. to B's 3xd.

9. Kt. takes B. 9. a. takes Kt.

10. Castles. 10. B. to QJb 3rd.

11. B. to Q's 3id.

Ton haye an excdlent iinaiuiii

GABfE THE SECOND.
WHTTB. BLACK.

1. P. to K's 4th. 1. P. to K*8 4th.

2. K's Kt. to irs :]u\. 2. K's B. to (i s Zvd.

This modi" of (l'.fendint]j the Pawn is lii*;]ily objectionable,

because it imprisons both the Uueen's Pawn and Bishop.

3. B. to a. B's 4th. 3. K's Kt. to h s 3rd.

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

If he take the K's P, with the Kt., you mmi win a Piece j f )i

example,—
4. Kt. takes K's P.

5. P. takes P. 5. B. to Q. fi*B 4tli.

6. Q. to her fttiu 0. B. takes K. B'a P. (ch^•
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7. K. to hia 2nd. 7. Catties.

8. Q. takes Kt 8. B. to Q« Kt.'s 3rd.

9. Kt. to K. Kt.'s 5th,

Followed by R. to B's sq.f and the attack must be irresistible*

5. P. taken K's P. 5. B. talM P.

If instead of this he take the P. with Kt, your advantage ia

more speedy aiid decided, {e. g.)

5. Kt. takes P,

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

;. P. to K. B's 4th. 7. B. to Q's 3rd.

8. P. to K'8 5th. 8. a. to K'a 2nd.

9. Q. to K'a 2nd.

And jon gain a Piece.

6. K*8 Kt. to his 5th. G. Castles.

7. P. to K. B's 4th. 7. B. to (i's 5th.

8. P. to 0 th. 8. Q. to K's 2iii

If in place of 8. Q. to K*s 2ncU he retire the Kt, you win by
playing the to K. R*8 5th.

9. Q. to K*8 2nd. 9. K's Kt. to K's aq.

10. B. to a*8 61h. 10. K'sB.toaKt'aSrd.

By movinej the B. to Q's 5th, you threatened to take off the

Kt., aiul then to play Q. to K's 4th, offering mate or to win
the Bishop.

] 1. Q 6 Kt. to B 8 3rd. 11. P. to K. R a drd.

In reply* you may now play P. to K. It*8 4th, having a capital

game. If instead of 11. P. to R's Srd, he play 11 . Q's Kt. to

Q's 5th, you move 12. Q. to her 8rd, then B. to Q's 2nd, and
fiiiMlly castle on the Q's side. If, however, in lieu of that

move he play 11. B. to Q. K's 4th, you can move 12. B. to

Q's 2Dd, and presently castle on the Q's side : and lastly, if

he play 11. K. to B's sq., then you take your Queen to K. IVs

5th, and he cannot save the game.

GAIilE THE THIRD.
WHTTE. BLACK.

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

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

It is seldom good to brin^ the Q. into play early in the game,
unless &r some decisive hlow» because she is so easily assail-
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able by the oppcmenfs xninar Pieces, and in attacking ber h,2

brings bis forces into actioo.

8. K's B. to Q. B's 4th. S. a to K. Kt.'s 3rd.

Black now attacks two undefended Pawns, but lie can take
neither without ruinous loss to him; for suppose on your
«i—:— ^ Q»g ^ protect the ffs P., he ventures to

take theK Et's P., you immediately take the K. B's P. with
your Bishop (ch.). Ifhe then take tiie Bishop with his King,
yon attack nis Queen with your Rook, and on her retiring to

Ka 6th, you win her by K's Kt. to his 5th (ch.). On the

other hand, you can leave the King's ^a^^ n, and caslle safely.

4. Castles. 4. Q. takes K's P
6. K's B. take&B 8 P. (ch.) 5. K. to Q*s sq.

It is quite obrious ibat be would lose his Queen by the cheek
of the Knight, ifhe took the Bishop, and i& instead of moyir.^

the K. to Q*s sq., he places him on K's 2nd, the following

moves will bliow that you win without much difficulty

•

5. K. to his 2nd.

6. R. to K's sq. 6. Q. to K. B's 5th.

7. R. takes P. (ch.) 7. K. takes B.*

S. P. to Q's 4th. 8. Q. to K. B's 3rd.

9. Kt. to his 5th (ch.) 9. K. to Kt.'fl Zrd.

10. a to ho* 3rd (ch.) 10. K. to R's 4th.

11. P. to K. Kt/s 4th (ch.)

And ehtdonato attt move.

6. Kt. takes K's V. 6. K*s Kt. to B's 3rd.

If he take the Kt., you will play R. to K's sq., compeiliug

either to take it with his U. or be mated.

7. K's E. to K*s sq. 7. a to K. B's 4th.

8. K's B. to K. Kt's eth. 8. a to K's 3rd.

9. Kt. to B's 7th (eh.), and gains the Queen.

At this opening, when Black, as above, plays Q. to K. B's 3r(l.

for his RGooncl move, you may also ^et a good gamv hy })l;iyin(

for your third move 3. Q's Kt to B's 3xd^ instead, ui' 6, K's li.

to 0. B's 4th.

*if7. K. toB'a 3rd, you reply with P. to Q's 4tb, attacking the U.
with jour Q's B., and tim inth P. to R's 3idp wumiog her*
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OAHE THE FOURTH.

Pkzlidob'8 Dbfsncx*

WHITE. . BLACK.
1. r. to K's 4th. 1. r. to Iv'a 4tli.

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

»

This way of defending the K'8 P. is less objectionable than
any of the three preceding ones» but it is not so good as
2. Q. Kt. to fi 8 3rd.

3. P. to Q's 4th. 3. P. to K. B*8 4th.

Your third move is tho best you caa make nt this point,

although you may also play 5. K. B. to Q. B s 4th without

disadvantage.

* Damiano^s defence to the K. Kt.'s opening was 2. Q. Kt. to B'sSrd,

the very move adopted by the best players and reconimeTvled by the chief

authors of the present day. His successor, Ruy Lopei:, rejected this

defence, considering that Wiute by piaymg 3. K'b B. to Q,. Kt.'s 5th

obtained an advantage ; and he proposed instaad for Black's second move
2. P. to Q's 3id. As this more, however, consigns the K's Bishop to a
long inaction, later analyses have in turn discarded tlie P. to Q's 3rd,

and returned again to the move of Damiano. In the year 1749 Philidor

published his ** Analyse du Jeu des Echecs;" and he there maintains, that

2. P. to Q's 3rd is not only a gnod move, hut that it s^vcs the second
player so strong a game as to r«mh r unadvisable Wliite's second move of

K's Kt. to B's Ard. Philidor'is opinion is grounded upon the belief that

Black is enabled to establish his Pawns in the centre, iiis third game
invohres this particolar defence, hat in the snhsequent editions of his
*^ Analyse, &c.," 1777 sad 1790, he observes hhnsdf that tins third game is

findty. It is in reference to this game, in a note to which Pliilidor takes

occasion to censure the playing 2. K's Kt. to B's 3rd by the first player,

that the celebrated Modenese says :
" the bold assertion that it is bad

at the second move to play K's Kt. to B's 3rd square, always Rurprised

me, serins: that the author attempts to prove this by a worse move on the

part of the second player, who is made to defend the King's Pawn with

the Queen's Pawn, instead of with the Q*8 Kt., as the most approved writers

recommend. I call tliis move worse, inasmncfa as it confines the King's
Bidiop, which cannot speedily be placed in, any attacking position, whkh
it wonLd be at Q's B's 4 th sq. | ana because it often happens that yon are

oUiged to advance the Ct's FSwn two squares, for which object you must
Tiere employ two moves, when one only micrht have sufficed. And, lastlv,

because by defending with the Q's Kt. at B's 3rd sq. you bring a Piece

into play, in a situation to act much better than it could be expected to do
at its own sc^uare. Jtience it id seen in practice, that he who defends tfi
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8. K*8 B. to Q. B*s 4th. 3. P. to Q B 3rd.*
4. P. to Q's 4th (best) 4. P. to Q s 4tli.

5. P. takes Q s P. 5. P. to K's 5th.

6. Kt to K'b 5tii« 6. P. takes P.

7. B. to a. Kt/g 5tli (ch.) 7. B. to Q's 2nd.
8. Kt takes B. 8. Kt. takes Kt.

The game is equal : and hence it will presently be apparent that youf
Srd move of P. to Q's 4th is better for you thau 3. K. i^. lo U. B's '4tK

4. Q's P. takes P. 4. K. B's P. takes P.
5. Kt. to K. KVs 6th. 5. P. to Q's 4tli.

6. P. to K's 6th. 6. Kt. to K. R's 8rd,

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

Your move of 7. P. to K. B's 3rd is invented hy Von H. der

I^aza. Instead of it, Lewis recommends you to check witli

your Q. at K. R's 5th, then retreat the Queen to K. R's 3rd,

and afterwards play 9, P. to Q. B's 4th. H. der Laza says,

however, that Black may in that case^ after 7. P. to K. Kt/s
drd and 8. Q. to K. B's 3rd, move, 9. P. to Q's 6th, and
equah'ze the positions.

If Black, in answer to your 7th move, play 7. K's P.

takes P., or 7. K's B. to K's 2tid, the following moTes wiU
show that you gain an advantage.

In theJir&t place^

7. K's P. takes B's P.
8. Q. takes B's P. 8. R. to K. Kt.'s sq.

9. Q's Kt. to B's 3rd (best) 9. P. to Q. B's 3rd.

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

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

In ihe secondpbtce^

7. K's B. to K's 2nd.

8. P. takes K*s V, 8. B. takes Kt.

9. a to B's 5th (ch.) 9. P. to K. Kt.'s 3rd.

the second mo\c liis Kiisg's Pawn with Q's Pawn has nt least a weak and

constrained game for a long time. For reasons akin to these, the same

move, when recommended by Lopez, was condemned by the celebrated

academies of chess at Naples, who adopted that of the Q's Kt. ; and I am
satisfied Id my Treatise to follow in their steps."

Far better than 3. P. to K. B's 4th, as advised by Philidor. For

Ae result ol which, see the Variation of Game the fieventhp at page 97*
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10. a takes B. 10. Q. takflf Q.
11. B. t»kM Q. 11. Kt. ii mated.

12. P. ttkm Q'b p.

And yon ovght to win.

Black may with adrantage, we believe, play 7. E« B. to

Q. B's 4th, instead of either moTe given by Uer Laza.

8. B. to Q. Kt.'s 5th. 8. Q. to her 3rd.

9. Q. Kt. to B's 3rd. 9. Q. B. takes K's P.

K you play 9. B. P. takes P., the game becomes very

critical for both, and you do not obtain any marked supe-

riority.

10. K. Kt. takes B. 10. a takes Kt.

You might also play 10. Q's Kt. takes K's P. and still obtain

the better position. For example :—
10. Q's Kt. takes K's P. 10. Q. to K's 4th (best)

11. P. to K. B's 4th. 11. Q. to K. B't 4th.

12. Q'f Kt to K. Kt's 3rd. 12. a to K. Kt.^8 3zd.

13. O. to K*8 2nd. 13. K. to Q's 2iid.

14. B. takes Kt. (ch.) 14. P. takes B.
And yon have tht tapeiior sitoation.

11. a takes Q*8 P. 11. Q. takes CL
12. Kt. takes Q. 12. Castles.

18. P. takes K's P.

You have a Pawn more than Black, and a better positioiu

YJl&UlXIQN 01* THIS AIIACK,

Qmmmcing at WhMs 7th nunm.
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In this positioTi, instead of playinET 7. P. to K. B's ord,

ad^^sed by H. dw Laza, or Q. to K. R'g 6th, by Lewis and
others, you may move 7. Q. Kt. to B's 3rd, which leads to

many bnUiant and difficult strokes of play«

7. O's Kt to B's 3rd. 7. P. to Q. B's aid.

This is considered by all the loading writers Black's best
move. If he play instead 7. K B. to Kt.*s 6thy the le^t
is dearty in your hjtuar. ^e.

7. K's B. to Q. Kl a bOu
8* tt. to K. R'f 5th (ch.) 8. to B*i iq.

9. Kt. to K. B't 7th« 9. a to K'tiq.
10. Q. takra Q*8 P. 10. Kt. takes Kt.

11. P. tukas Kt. 11. Q* to Q. B's aid.

12. K's B. to B's 4tb»

And yon letaiii the P* and bsfo m tm positUm.

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

your command.

8. K Kt takes K. E s P. B. Q. B. takes K's P.
(best)

If he take the Kt you check withyomr Q. at K. B's 6th, and
win easily.

9. Kt. takes K's B. 9. K. takes Kt.

10. Q. Kt. takes K's P. 10. Kt toK.Kt's5th.
11. K. Kt to K. Kt.'s 5th, with

the better game.

In ike secondplaceJ

8. K's Kt takes Ks P. ». P. takes Kt
Hie sacrifice of the Kt. here forms the subject of some of

the very interesting games which were published a Iom- years
back under the title of *' A Selection of Games actually played
by Pkiiidor and his contemporaries, &ic., by G. \V alkcr.*'

9. a to K. R's 6th (dh.) 9. P. to K. Kt.*8 3rd.

10. Q. to K's 5th. 10. K. R. to Kt's sq.

11. B. takes K's Kt 11. B. takes B.

12. Q. B. to Cl*s sq. 12. Q. to K's 2nd.

v2
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The moTe now given to Wlute oy Bilguer, Von H. der

and other leading authors, and which is also played in

the games above mentioned, is 13. K. B. to Q. B's 4thy

whereupon Black lepHes with 13. K. B. to Kt/s 2nd, then

takes the Kt. (eh.), and gets a decided advantage. There

is another move, however, for you, 13. Kt. takes E's P., the

value of which appears to have been never feirly tested,

although the vaiiations springing from it give rise to fiome

beautiful play.

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

This appears to be his best move ; 13. K's B. to Kt.*s 2nd is

obviously bad, on account of 14. Kt. to Q's 6th (ch.), and

when the Kliii^ moves to B's sq., 15. Q. to K. B"s 4th (ch.).

K, instead of Uiking Pa^vn with the Bishop, he play 13. Q.

takes P., the following moves show clearly that the game is in

your ^eivour.

13. Q. takes K's P.

14. Q. to her 4th. 14. Q. to K's 2nd.

\lf lie play 14. B. to K. Kt.*s 2nd, you check, first at Q's 8th, then at

Q. B's 7th, and then, whether he interpose the Kt. or Q. or IL, by play-

ing B. to Q. B's 4th, yon win; if 14,* R. to B's sq., you can attack hi&

Q. with the Bishop, and have an irieiifitibie game.)

15. B. to K's 2nd.

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

He has the choice, however, at his 14th move, of another not very obvious

node of playing, which seems to prolong his defence considerably: this is,

14. P. to Q. Kt/s 4th.

(By this move your tlirentpned check at Q's 8th becomes useless, because

it cannot in this case be followed at the proper moment by B. to Q. li's

4th. The correct reply for you now appears to be)

—

15. B. to K's 2ud. 15. £. to Q's 2nd.

^This, or Kt. to Q's 2nd, is his best move, but in every case you gain a
Piece in return for the one before given up, with a Pawn more, and at

least an equal position.)

16. B. to K. Kt.'s 4ih. 16. Q. to K's 2nd.

17. Castles. 17. B. takes B.

18. Kt. to Q's 6th (ch.) 18. K. to B's sq.

19. Q. takes B.

Yoa afterwards attack the Q* with your K. R«| and nothing can withstand

Toar position*
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14. B. toQ'8 etL 14. a B. toK. B*s 4du
(the wimiing moire.)

If instead of this, he play 14. K. to R's 2nd, you take the B,
with llic Rook, and it the Q. reialvL, play B. to (i. IVs 4th,

winning his Q. next move. If he niovo 14. B. to K. I is Liid,

rou "win his Q. and B., or mate in tluee moves. It' he j)lay

14. B. to O's 2nd, you can eheek with the Kt., should he then go
with his Iv. to li s sq., yon tiike K. R's P. (eh.), (he eannot take

the Kt. withont losing his Q.), then again check at B's 6th

nrith the Kt., tlica take Q. with Q. (ch.), and K. with Kt. (eh.),

winning the K s Bishop, and remaining with equal Pieces, a
better situation, and two Pawns more than he has. But if

he play 15, K. to Q*b sq., instead of to B's sq., your best

move apparently is, to exehange Queens, then take the Rook
with the Kt (ch.), and afterwards taking the K's B., have a
Pawn more, and a better position. In lieu, however, of moT.
in^ the Bishop, either to K. B's 2nd or to Q*s 2nd, he may
])lay it to Q's 4th, in whieh ea8e you simply take it with your
Itook, winning a Piece if he take ^. with Ul. ; or, if he prefer

to lake the R., you cheek with your Kt. at B*s 6th, then

exchange Queens, afterwards winning both K's K. and Bijjhop.

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

16. K. to Q's 8th (ch.) 16. K. to B's 2nd.

Should he take the B. you answer with 17. Kt. takes K. R*s
P. (ch.), and then B. to Q. B*s 4th (ch.).

17. B. to Q. B's 4th (eh.) 17. B. toK's 3rd (best)

18- Kt. takes R., and wins.

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

Book.

VAE.IAXION OF THE DEFENCE IN THIS OPJiNING,

Beginning ai Black's 8rd num.
WHITB. BLACK.

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

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

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

This third move of Black's is ninch less dangerous for him
than the one recommended by Philidor of 3. P. to K. B's 4th,

which has just been examined ; but even this gives him on
irksome, defensive position ibr very many moves.
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4. a B. to i£. Kt:^ 5tlu 4. Q. B. to K. KVb ^Hl

He may also play 4. P. takes P. ; but that too would be ad-

vantageous to J ou j for example,"

4. P. takes P.

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

7. Castles, on Q's side,

Having a better position than he has.

6. P. takes K's P. 5. B. takes Et.

6. Q. takes B. 6. P. takes P.
7. Q. to her KVs 3rd. 7. P. to Q. Kt.'s 3rd.

If instead of tins he play 7. Q. Kt. to Q,'& 2ad, you equally

leply with 8. IL B. to Q. B s 4th.

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

9. B. takes Kt. 9. P. takes B.:

10. Q's Kt. to B*s 3rd. 10. K's B. to K. Kt.'s 2nd.

11. Q's K. to Q's sq. 11. Q. to K's 2nd.

. 12. B. to a Kt.'s dth (ch.) 12. P. to Q. B's did.

if he move liis King you can play 13. Q. to her 5th, uutl have
a winning situation.

13. Kt. to Q's 6th,

with an excellent game.

ANOTHEB YABIAXXON XHS HfifSKCX,

Begmning alsofrom Blaclis Zrd move,

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

2. K's Kt. to B 8 8rd. 2. P. to Q's 3rd.

d. P. to Q's 4th. 3. Q's B« to K. Kt's 5th.

Tlicrc is one other defence he may adopt here besides this

and the two moves before analyzed, viz., 3. P. takes P.,

which deserves examination.
3. P. takes P.

4. Q. takes P. 4. U's Kt. to B's 3rd.
5. K's B. to Q. Kt.'s 5th. 5. Q's B. to Q's 2nd.
6. Q. to Q*s sq. 6. Kt. to K's Uh.

(He can play 6. Kt. to his 5th, aud you must reply with 7. K's B. ta

B*8 4th.)
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7. Kt, takes Ku
And wlielSier Iia take Kt. or by playing your Q* to her 5tli| jo« gpla

at least a Fhwn.

4. P. takes P. 4. B. takes Kt,

5. Q. takes B. 5. P. takes P.

Bilgiier and H. der Laza prefer P. takes B. fur your 6tib

move, following it up thus :—
5. P. takes B. 5. Q's P. takes P.
6. Q. takes Q. (ch.) 6. K. takes

7. P. to K. li d 4th, &c.

Takinc: with the Queen, however, nppc^ars to me a stronger

move, although in either case the advantage is on your side*

6. B. to Q. B*8 4ilL 6. Q. to K. B's 3rd*

7. a to her KVs Bid. 1. P. to Q. Kt/s Srd.

8. a's Kt. to B*6 Srd. 8. P. to Q. B's 3rd.

9. Castles. 9. B. to Q*8 Srd.

10. P. to K. Bs 4th. 10. P. takes P.

You may now obtain a capital attack by playing 11. P. to

K's 5th, and if he take the P. with B., monng your Ivt. to.

K'b 4th ; or, if he take with Q., you may take K« B's P. with
B., gi^ing check, and have an excellent game.

11. Q'sB. takes P. 11. B. takes B. (best) .

Ifhe gire check with Q., instead of taking the B., you retreat

the Knag, his best moye is then to take B. with B. ; you need
not at uie moment retake, but rather play B. takes B's P.
(ch.), and you will thus get an overpowering attack.

12. P. to K's 5th. 12. li. takes K. Il's P. (ch.)

If instead of this move he play Q. to K. R's 3rd, you may
Brst take K. B's P. (ch.), and then play P. to K. Kt's 3rd*;

but the attack perhaps is hardly so vigorous or secure as that

obtained by first advancing the P. to K's 5th.

87KKABY 07 THE TOBSGOIVO 7ABIATI027S IV FHILIBOB'S

DEFENCK.

The result of the preceding analysis serves to prove that

Q*8 P. one, as the sccf^nd move of Blnol-:, is not a tcnablo

defence ; since, play as he can afterwards, il the best moves are

adopted by the first player, he will always have a very uu
secure or a very oonstnuned game*
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GAMES
ILLUSTRATIVE OF THE PRECBDIKG ANALYSES.

(From th€ Ch^-Fk^er's CArotUeU.)

Game I.—(By Philidor.)

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

2. K'8 Kt. to B's 3rd.

3. P. to Q's 4th.

4. P. takes K's P.

5. Kt. to Kt.'s 5th.

6. P. to K. B's 4th.

«

7. P. toQ. B's 4th.

S. QL*a Kt. to B's 3id,

9. P. to K. R's 4th.

K's Kt. to R's 3rd.

Q's Kt. to Q. R's 4th.

B. to Q's 2nd.

Q. takes B.

P. to Q. B's 5th.

P. takes P. (in passing)

P. to Q. Kt.'s Old.

17. B. to K's 2nd.

18. K's Kt. to his sq.

19. K's R. to his 2nd.
20. Q. to her Kt.'s 2nd,

B. to K. B's 3rd.

Castles on Q's side.

P. takes K's R.

P. to Q. R's ;kd.

K. to Q. Kt.'s sq.

Q. to Kt.'s 4th.

27. Q. to K. B s 4 th.

2S. Q. takes K's Kt.

10.

11.

12.

13.

14.

15.

16.

21.

22.

23.

24.

25.

26.

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

2. P. to Q's 3rd.

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

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

6. K's B. to a B's 4tli.

7. P. to Q. B's 3rd.

8. K's Kt. to K's 2iid.

9. P. to K. R's 3nl.

10. Castles.

11. B. to Q. Kt.'s 5th (du)
12. B. takes B. (ch.)

13. P. to Q's 5th.

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

15. Q. R's P. takes P.

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

17. Kt. to K. B's 4th.

18. K's Kt. to Kt.'8 6th.

19. P. to K's 6th.

20. P. to Q's 6th.

21. K's R. takes P.

22. K's R. takes Kt.
23. Q's R. takes P.

24. R. to Q. B's 5th (ch.)

25. R. to Q. B's 7th.

2M. Q's Kt. to R's 3rd.

27. Q. Kt. tu B's 4th.

And Black mates in two moves.

AKS II.—Between Messrs. Attwood and Wilson, contem-
poraries of PMUdor.

WHITB. (Mr. A.) BLACK. (Mr, W.)
1. P. to K's 4th. 1. P. to K's 4th.

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

* This is uot the proper moye ; he should play 6. P. to K'a 6 th.
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3. P. to Q's 4th.

4. Q*s P. takes P.

5. Kt. to Kt.'s 5tlw

6. P. to K's 6th.

7. Q'g Kt. to B's 3rd.

8. K's Kt. takes K's F.

9. Q. to K. R'8 5th (ch.)

10. Q. toK'sSth.
11. B. takes Kt.
12. R. to Q's ?q.

13. K's B. to Q. B's 4th.

14. Q. Uke^ K's P.

15. Q's Kt. to his 5th.

16. B. takes P. (ch.)

17. B. takes Kt. (ch.)

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

19. Q. takes R. (ch.)

20. P. takes B. (ch.)

21« Q. checks, and wins*

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

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

6. K's Kt. to K's 3rd.

7. P. to Q. B's 3rd.

8. P. takes Kt.

9. P. to K. Kt's Srd*

10. R. to K. Kt.'s sq.

11. B. takes B.

12. Q. to K's 2nd.

13. K's B. to Kt.'8'2na.

14. K'sR. toB'ssq.*
15. P. takes Kt.

16. Kt. to B's 3rd.

17. P. takes B.

.18. Q's 13. to Q's 2nd.

19. €L to her aq.

20. K. to ys 2iid.

Game III,—M. Dc la Bourdonnais plays without seeing tha

Chess board, against M. JBoncom t.

TfHiTK. (M. De k B.)

1. P. to K's 4th.

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

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

4. P. to Q's Srd.

5. Q's Kt. to B's 3rd.

6* Castles.

7. Q. toK'8 2na.

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

9. Q's Kt. to Q*n aq. .

10. P. takes P.

11. K's B. to Q. B's 4au
12. Q. takes B.
13. P. takes P.

14. Q. to K's 2nd.

15. K's Kt. to Q's 4th.

16. Q'a Kt. to K'a 3rd.

17. Kt. takeaKt.
18. Kt. to K. B'a 5th.

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

20. Kt. to Q's 4th.

21. P. to K. B's 4th.

22. P. to K. R's 3rd.

BLACK. (M. B.)
1. P. to K's 4th.

2. P. to Q's Srd.

3. P. to K. B's 4th,

4. P. to Q. B's Srd.

5. K's B. to K's 2nd.

6. K's Kt. to B's 3rd.

7. P. to Q. Kt.'a 4tli.

8. P. to Q. Kt'a 5th.

9. K. B'a P. takes P.

10. Q's B. to R*s did,

11. B. takes B.

12. P. to Q's 4th.

13. takes P.

14. P. to K's 5th.

15. Q. to her 2nd.

16. Q's Kt. to B's 3rd.

17. Q. takes Kt.
18* K's B. to his sq.

19. Q. to her 2nd.
20. K's B. to Q's Srd.

21. Castles on K's side.

22. P. to K. R's 4th.

* Black shouhl have taken the Kt. with his Bishop (ch.).
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23 Q's R. to Q's sq.

24. P. to K. B'8 5th.

25. P. to Q. B's 4th.

26. P. takes P.

27. P. to a B's 4th.

28. B. takes K
29. R. takes R.
30. B. takes Kt.

31. P. takes P.

32. P. to Q's 6th.

to Q'g 7th.

her B's 4th (ch.)

33. P.

.31. (i. to

Z:>. R. to Q's 5th.

36. K. to R*s 2nd.

37. Q. to her B's 5th.

38. Q. takes K's P.

39. R. to K's 5th.

40. P. to K. Kt.'s 3rd.

Drawn

23,

24.

25.

26.

27.

28.

29.

.30.

31.

32.

33 •

34.

35.

36.

37.

38.

39.

40.

game.

K's B. to Q. B's 4th.

Q'l R. to K's sq.

P. takes P. en passant*

Q*8 R. to K's 4th.

B. takes Kt.

R. takes P.

Q. takes R.

Q. takes B.

Q. to K's 4th.

P. to K's 6th.

R. to Q's sq.

K. to R'a 2nd.

Q. to her R's 8th (ch.)

P. to K. Kt.'8 3rd.

a to K. B's 3rd.

R. to K. B's sq.

Q. to her 3rd.

R. to K. B's 2nd.

Oaks IV.—Between Mr. BucUe and Captain Kennedy.

WHiTK. (Capt. K.)
1. P. to K's 4th.

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

3. P. to a's 4th.

4. Q. takes P.

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

0. (Vs Kt. to B's 3rd.

7. Castles.

f^. Q. to Q's 2nd.

9. K's Kt. to Q's 4th.

10. Q. takes Kt.

11. Q. to U's 2nd.

12. P. to a R's 3rd.

13. Q's B. takes Kt.

14. Kt. to Q*s 5tn.

15. R. takes Q,
16. R. takes B.

17. B. takes Q. Kt.'s P.

18. P. to Q. R's 1th.

19. B. takes Q. R's P.

20. K. to Q's 2nd.

21. B. to Q. Kt.'s 5th.

22. P. to Q. B's 3rd.

23. K's R. to a Kt.'s sq.

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

BLACK. (Mr. B.)

1. P« to K's 4th.

2. P. to Q's .3rd.

3. P. takes P.

4. K's Kt. to B*s 3rd.

5. K's B. to K's 2nd.

6. Castles.

7. Q's Kt. to B's 3rd.

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

9. Q's Kt. t ikes K's Kt.
10. P. to a. B's 4th.

11. Q. to Q. R's 4th.

12. P. to a Kt.'s 4th.

13. K's B. takes B.
14. Q. takes Q.
15. Q's B. takes Kt.
16. K's R. to Q's sq.

17. Q's R. to Q. Kt.'s sq.
18. P. to Q. ir. :]n\.

19. B. takes Q. Kt.'s P. (ch.)
20. Q's R. to Q. Kt.'s 5th.
21. Q's R. takes K's P.
22. P. to Q. B's 5th.*
23. B. to Q. R's 6th.
24. Q's R. to K. R's 5th.

* The only move he has to save the Bishop>
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25. p. to K. R's 3nL 25. K's R. to Q. Kt^a t<|i

26. K's R. to K's sq. 26. K. to K. B's aq.

27. K'8 R. to K's 4th. 27. R. takes R.
28. K. B's P. takes R. 28. K. to K's 2nd.

29. R. to Q's 4th. 29. R. to Q. B's sq.

30. R. takes Q. B's P.* 30. R. takes R.
31. B. takes R. 31. P. to K. R's 4tli.

32. P. to a R s 5th. 32. P. to K. R'a oth.

33. P. to Q. R's 6th. 33. B. to Q. B's 4th.

And alter many more moves the game was declared drawn.

Gahs v.—Between Mr. Hcnrwitz and Mr. Staunton.

WHITE. (Mr. S.)

1. P. to K s 4th.

2. K*s Kt to B'8 3rd.

3. P. to Q'b 4th.

4. Kt. takes P.

5. Q's Kt. to B's 3rd.

6. K's B. to K's 2nd.

7. P. to K. B's 4th.

8. K's Kt. to B's 3rd.

9. Castles.

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

11. P. to a li s 3rd.

12. B. takes B.

13. Kt. to K's 2iid.

14. Kt. to K. Kt.'8 3rd.

15. P. to Q. B's 3rd.

16. Q. to her B's 2iid.

17. Q's R. to Q's sq.

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

19. P. to Q. B's 4th.

20. P. takes P.

BLACK. (Mr. H.)
1. r. Lo K's 4th.

2. P. to Q's 3rd.

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

5. K's B. to K'a 2&d.

6. Castles.

7. P. to a B's 4th.

8. Q's Kt. to B's 3rd.

9. Q's B. to K. Kt.'s 5fch.t

10. P. to Q. R s 6rd.

11. B. takes Kt.

12. Q's R. to Q. B's sq.

13. Q. to her B'a 2iid4
14. K's R. to K's sq.§

15. Q's R. to Q's sq.

16. B. to his sq.

17. P. to Q. Kt.'s 3rd.

18. Q's Kt. to a. R's 2iui.

19. P. takes Kt.'s P.

20. P. to Q's 4th.il

* Than Pawn ought to have been taken with Bishop,

t With the hope of plantiiig his Kt. at Q's 5th.

X Intending presently, if an opportunity occur, to play Q's Kt. to Q'fl

5th, and, after the exchanges, take Q. B's P. with his Q.

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

II
The excliane^e of Pawns, with the subsequent advance of this Pawn,

appears, at first sight, a skilhil { onccption, and one that must turn the

scale in favour of the second player. Upon examination, however, it turns

out to have been made without any consideration of the move White had

ill rtoret which raidera the whole oombliialioi& worse than nugatory*
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21. a to K. B's 2nd,* 21. Q's Kt to Q. B's tq.f
22. Q. B's P. takes Q't P. 22. B. takes Kt/s P.
23. P. to K's 5th. 23. K's Kt. to Q'i 2iid«

24. P. to Q's 6th. 24. Q. to Kt.'s sq.

25. B. to Q. B's 6tb. 25. P. to K. Kt.'s M4
26. Kt. to K's 1th. 26. R. to K's 3rc!.

27. Q. to K. R's 4th. 27. Q's Kt. to Q. K's 2iid,

28. B. takes K's Kt. 23. R. takes B.

29. Kt. to K. Kt.'s 5th. 29. P. to K. il's -kth.

30. Kt. tikes R. 30. P. tskes Kt
31. P. to K. B's 5th. 31. P. to a R's 4th.

32. P. takes K's P. 32. R. to K. Kt's 2iid.

83. P. to K's 7th.

And Black fcsigns.

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

t He would have gotan equallybad positton bytaking the K's P. P.
t As the BBcrifioe of the Q's Kt. at this crisis had many advocates when

the game was over, it may be well to examine briefly the consequences of

that move. Suppose, then, instead of P. to K. Kt.'s 3rd/' that Black
had played^

25. a's Kt. takes Q's P.

White then has several ways of playing.

IN THB VIR&T PLACE.
26. B. takes K's Kt. 26. Q's R. takes B.

27. K. to R's sq. 27. Q's R. to K's 2iid. i

28. P. takes Kt. 28. R. takes B.

29. P. to Q's 7th, winning easily.

IN THB SECOND PLACE.
26. R. takes Q's Kt. 26. B. takes R.
27. P. takes B. 27. Q. takes P.
28. B. takes Kt. 28. R. takes B.
29. B. takes P., and White ought to win.

IN THB TBIEO PLACE.
26. P. takes Q's Kt. 26. R. takes 6.

27. Q. takes R. 27. B. to Q. B's 4th.

28. Q's R. to Q's 4th. 28. Kt. to K. B's 3rd.

29. K's R. to Q's sq. 29. R. take-^ P.

30. Kt. to K. B's 5th. 30. B. takt s R.

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

^ If be support the Q's R., White may at once take oif Uie KU.
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mivg'b meas's opbkiro. iOB

CsiLPTSA IV.

GAME THB ;NINTH.

'The Giuoco Pias^o.

An attentive examination of the eight separate methods of

reply to your second move of K's Kt. to B's 3rd in the ante-

cedent ^:imes, will have enabled you to iindt rstand that four

at least of these defences, viz. : P. to K. B's 3rd, B. to Q'sdrd,
Q, to B's 3rd, and B. to Q. B's 4th) are imtenable aiidi]i|ii-

rious for the game of the second player, and that thc^ remains
ing irar, if not absolutely bad for him, are iuitati8£Eictcn]r,

heoaiSD against the fbest aftlaak, they leave the Irffltftnir^ of
advantage iatbyotor of the

.
party playing

It»ncmr 'tim6'toi conaider the coiiMKiaenoes to both parties

mhax Blaek, abandoning the objectionable or nneertain
mode0«of play he has hitherto adopted, shall answer with the

move which the best authorities at lenj^h coiicui" in recom-
mending as the proper one, i. 6., 2. (i s Ivt. to B's 3rd. Upom
his playing thus, you have the choice of three good moves: in

the first place, to ])lay 3. K's B. to Q. B's 4th, as in the

present game; secoudly, 3. P. to Us 4th; and thirdly, P.

to Q. B's 3rd. The two latter of which will fosm the sab-
ejects of^gameaiheEeafter.

WHITS. BLACK.
1. p. to K's 4th. 1. P. to K*8 4th.

2. K*s Kt. to B*8 3rd. 2. Q's Kt. to B's Sid.

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

It is generally adiuittcd that Black's 3rd move is the best he

can adopt; and the opening now fbrmed is that whioh the

Italians have entitled the **Qiuoco Piano;"* an opening,

less attacking than many others, but one perfectly safe for

both players, and ther^re ahmys in request, and whioh
usually generates games of ihe most solid and hi8traeti?e

kind.

* The leading works to be consulted on this important opening, aro

Lolli, pp. 46, 162, 264; Ponziani, 1782, p. 53; Stamma, 1745, pp.
7—19 ; Lewis (1st Ed.), pp. 94—125 ; (2nd Ed.), pp. 90—120, 152—170;
also in his last Treatise, 1844, pp. 148—189; Mauvillon, 1829; Bilguer'a

Handbnch, 1843; and the immense collection of games in the Chc^
PUyer's Chrouidet vol. i, to viL
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Instead of this move, he may howerer play 3. K's Kt»
to B'8 did, or 4. P. to K. B's 4th, both ofwhich will be sub.
sequently examined; 4. Q's P. one is obviously bad for h\m^
by shutdng in his K's B., and 4. Q. to K. B's 3rd, ci move too
frequently adopted by younf^ players, will be touched upon
incidentally in the analysis of the former two.

4. P. to Q. B's 3rd. 4. K*8 Kt. to B'sSrd (best)

Your move of 4. P. to Q. B s 3rd is the one most played at
this point, because it makes an outlet for your Q. to her
Kt.'s 3rd, and enables you at the proper moment to advance
the Q's P. to the 4th sq. ; but 4. Q*s Et. to B's 3id, or
4. P. to Q's drd (see Game 15th), thoi^h less immediately
allacking, may also be made with advantap^e. You may like-
wise castle at this moment (hee Game 11 th). Black's answer
of 1. K's Kt. to B*8 3rd, is the oldest and best defence he
can adopt. It is to be found as fer back as the time of
Damiano, 1512, tmd modem authorities am-ce in acknow-
ledii^inf; it to be the most secure reply at Black's command.
Instead of this move, however, it has been shown in the
"Handbuck" of Bilguer and H. der Laza, that he may^
without any yery marked disadvanti^, play either 4. Q. to
K s 2nd, or 4. K's B. to Q. KtJs 3rd (see Game 13th), both of
which >vill be considered presently, together with 4. P. to
Q*s 3rd (see Game 11th), ^ move commended by the great
Italian players, and subsequently by Lewis, but which cer-
tainly appears less effective than bringing out the K's Kt.

6. P. to a's 4th, 5. P. takes P.

The question as to which is your best dth move, has lon^
occupied the attention of the leading writers. Mr. Lewis has
a preference for 5. P. to Q's 3rd; but he remarks, it is diffi-
cult to decide (see Game 10th); and Bilguer and .H. der
Laza reconmiend you to castle—the result of which «>«>n
be shown in Variation IIL If instead of any one of these
three ways, you play 5. Kt. to Kt's 5th, the following moves
Will show that your opponent gains the advantage of pobition:

5. K's Kt. to his 5th. 5. Castiea.

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

1^ 8. B. takes Kt. 8. Q. takes B.
9. to K. B's 3rd, 9. K'r R. to Q's sq. (best)
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If yon play 9. Q. to K. H's 5th, Black plays 9. Q's B. to K. B*8 4th,

and the second player should win. Black's 9th move, K's R. to Q's sq.,

first occurs in a game between the writer and Mr. iiorwitz, and it appear*
to be a satisfactory reply to the attack.

6. P. to K'8 5th. 6. P. to Q's 4tli (best)

You might have played 6. P. takes P., a move the Gcrmnn
mastexs recommend, and the consequences from which will

be shown in Yanation IL You may also play 6. P« to Q«
Kt/s 4th, and upon the Bishop retreating, take 7. P, with
P. ; in that case, Black must not take the Kt.*s P. with Kl, on
account of your playing P. to K*s 5th, which would then gire

you a capital game.
Black plays the best move he has. If instead, he move

6. Q. to K's 2nd, you castle; if 6. K's Kt. to his 5th, you may
take K. B's P. Avith B., checking, and when the K. tiikes B.,

play Kt. to his 5th (ch.), or hotter perhaps than taking tho K.
B's P., take Q's P. with P. But, as recommended by some
authors, he may play 6. K*s Kt* to K's 5th, which will form
the subject of Variation I.

7. K's to a Kt's 5th* 7. K's Kt. to K's 5th.

If at move 7. you take the Kt. with K's P., he takes yo\u* B.

with P., and if then you play 8. P. takes K. Kt.'s P., he

replies with 8. K's E. to Kt.'s sq., and has the better game.

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

9. P. takes P. 9. B. to Q. Kt.'s 3rd.

Black may check with his B. here ; but tiiat is hardly so good
IS the move given. («.y.)

9. B. to Q. Kt.'s 5tli (ch.)

10. B. to Q's 2nd. 10. B. takes B. (ch.)

11. Q's Kt. takes B, 11. P. to K. B's 4th.

You may now play 12. Q's XI. to Q. B's sq., having a slight advantage

of position.

10. Castles. 10. Q*s B. to K. Kt.'s 5th.

1). Q's B. to K's 3rd. 11. Castles.

The game is c(pal.

Vakiattok I.,

Beginning at Black'9 $th move.

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

(2. K's Kt. to B's Sid. 3. Q's Kt. to B*s Srd.
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8. K^s B. to a B'8 401. 3. K 8 B. ioQ.Wn^
4. P. to Q. B*s drd. 4. K's Kt. to B*8 Std.

6. P. to Q's 4ih» 5. P. takes P,

6. P. to Iv s 5th. 6. K'8 Kt, toK'g 5th.

7. K& 13. to Q*s 5tli. 7. Kt. takes K. B s P.

If you play 7. Q. to K's 2n(l, he moves 7. P. to ft's 4th, an^

on your pjaying 8. P. takes P. in paMing, Jie moves 8. Ct's B«
to.K B*s 4tlx, with a hetter pMtkm; and if you more
7. P. takes P., he then checks with his B., und the .game
is equaL

8. K. takes Kt. 8. P. takes P. {dk, eh.)

9. K. to £t.'s did. '9. P. lakes U. iit 's P.

Ihe King, at your 9th move, has three sqnaresto moTe to,

each of which has its advocates ; the Italisn authors recom-
mend K. to his own sq.

;
Jaciiisch, Ghulam Kassim, and

Mendlieim prefer the move in the text; arid Petroff ad^dses

K. to B's sq. It may be well to examine the first and last

before proceeding with the other.

In the first place then suppose,—

9. K. to his sq. 9. P. takes Q. Kt.'s P.

10. Q's B. takes P. 10. Q's Kt. to K's 2nd.
11. K. B. to K's 4tli. 11. P« to Qfs 4th.

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

13. Q. takes Q. 13. P. takes Q.
14. Q's Kt. to B's 3rd. 14. Q's B. to K. B's 4th.
15. K. to iiis 2nd.

White appean to me to bare the cdTsatege.

In the second place suppose yon play,—

9. K. to B's sq. 9. P. takes P.

10. Q's B. takes P. 10. Castles.

11. Q's Kt. to Q's 2nd. 11. P. to Q's 3rd.

12. Q's Kt. to K's 4th. 12. Q's Kt. to K's 2nd.
13. Q's Kt. takes B. 13. P. takes Kt.
14. B. to K's 4th.* 14. Q's B. to K. B's 4th.

15. Q. to her B's 2nd. 15. B. takes J].

16. Q. takes B. 16. Q. to ker 4th,

17. Kt. to K. Kt.'8 5th.

His best moYe apparently is to tnle your Q., and you have then I think
the hetter game.

* Not B. takes K. B's P. (ch.), becanae be would of oonxae take nith

Digitized by Google



10« Q's& takes P. 10. Q's Kt. to K!b 2bd.
11. a to her B*6 2ad. 11. P. to a*s.3nl.

Ghulam Kassini, in Ids copious anulysis of tliis position,

recommends you to play 11. P. to K. li s 3rd, or 11, K's B.

to K \s 4 th, and in both cases his variations end in giving the
arlvantagc to White. Jacnisch prefers, but I think without,

sufficient reason, 11. K's 11. to K s sq. ; the move in the text

of 1 1. Q. tocher B's 2iid, strikes me as at least equal to any*

of the others.

12. B. to K's 4th. 12. Kt. to K. Kt.'s 3rd.

lo. Q's Kt. to Ci s 2nd. la. P. to Q. li is ord.

14. Q's 11. to Q's sq.

And the g/axoB appears to mc in your £iTonr.

Remember that at tout move 14, yon must not, instead of
playing Q's R. to U's sq., take the Kt. with your B., :md
afterwards play 15. Q's Kt. to K's 4th, because after tiikiug

yoiu- B. with K. R's P., he might move Q's B. to K. B's 4th,

and thus prevent you moving your Kt. advantageoudy.

Yabiation n.,

,Beg%itiu%Lg at Wiutes ^Ui move.

WHITE. SLAOX.
1. P. to K's 4th. 1. p. to K's 4th.

2. K's Kt. to B's 3rd. 2. Q*s Kt. to B's 8rd.

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

4. p. to Q. B^s Old. 4. K's Kt. to B's 3rd.

5. P. to Q's 4th. 5. P. taives P.

6. P. takes P. 6. B. to Q. Kt,'s 5th (ch.)

Lithe former example, you advanced the K's P. on the Kt.,

but the present move is advocated among the German players,

and may be played without danger. Black's best reply is to

check with his B.

?. B. to Q si^nd. 7. B. takes B. (ch.)

If you interpose Q's Kt. at B's 3rd, the following moves >viU

occur:—
^

7. Q's Kt. to B's 3rd. 7. Kt. takes TC's P.
8. Castles. 8. B. tala-6 Kt.

9. P. takes B. 9. P. to Q's 4th.

Aod lie haa aii e^uai j^oiitiuu and u V, mo ^.
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8. a*s Kt. lalccs B«

9. P. takes P.

10. Q. to her KiJb 3rd.

8. P. to Q*8 4tlu

9. Kt. takes P.

10. Q'sKt. toK'8 2ui
The game is even.

Vauiaxioh llLf

BegimiiTig ai White* 5th movem
*

"WHITE.

1. P. to Iv s 4th.

2. K's Kt. to B*s ;^rfL

3. K's B. to Q. B'f> 4th.

4. P. to Q. B's 3rd.

5. Castles.

BLACK.
1. P. to K's 4tL.

2. Q's Kt. to B*s 3id.

3. K s B. to a B's 4th.

4. K's Kt to B's 3rd.

5. Kt. takes K s P«

Castling at this crisis is unanimously condemned by the

[talian triumvirate, LoUi, Ponziani (second edition), and the

anonymous Modcnese;* but as the present variation shows,

it may be adopted with perfect safety.

Upon Black's 5th move the authorities of Italy and of Ger-

many ore at issue, the Italians, with one accord, denouncing
.the move 5. Kt. takes P., on account of \Vhite playing 6. Q. to

K*s 2nd, and recommending instead that Blade should castle

also; whilst Messrs. Bilguer and H. der Laza, on the con-

timy, pronounce 5. Kt. takes K*s P. to be the best move of all

for the second player. The result of the other mode of play

may be secii in liic following variation

* We must be careful of attaching too mucli importauce to tlie v>j)inion8

of the earlier authorities and the distinguished writers of the Italian

School—^tbdr theoiy of openingB being founded upon principles of play so

diflTerent to oun, as to render it frequently a useless and sometimes a very
treacheroQS guide. In the time of Damiano and Lopez, Castling appears

to have been unknown, at least in Spain and a great part of EoTOpe, and
the method of performing this operation in Italy, where it is supposed to

have originated, has been subjected to so many variable restrictions, and
has been, and is, so dissimilar to tbe uniform and regular mode prnpo^^ec'

jby Greco, and now adopted throughout England, Germany, and France
that any system of openings dependent on the one, must be m some degree

itmpplicable to the other. Another peculiarity in the game of the Italian

School, which must also tend to qualify the value of their theoriei to uSf

it tlMUk t]ie Pawn in making two steps at his first move, can never be

taken by a hostile Fawn in passingi but is pihileged '^ pasuar boHaffliaf*

. to pass the enemy nntonched.
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5. CasUai.
P. to Q*t 4tlu 6. B. to Q. Kt's 3rd (beil}

7. P. takes P. 7. K^s Kt. takes K's P.
8. P. to Q. Kt.'s 4tli. 8. K. to R's sq. (best)

9. P. to Q. R's 4th, 9. P. to Q. R's 3rd.

10. B. to Q's 5th. 10. P. to K. B'» 4th.

11. Q's R. to hi:^ 2iid.

And you have the better game.

6. Q. to K'8 2nd. 6. P. to (Xs 4th.

You may also play G. B. to Q,"5> oiii, and make an cvea gamej
for instance,—

6. B. to Q's 5th. 6. K. Kt. to B'.s Hrd.

7. B. takes Q. Kt. 7. Q. Kt. P. takes B.
8. Kt. takes K. P.

Your game is at least as good as Black's.

7. B. to Q. Kt's 5th. 7. Castles.

8. B. takes Q. Kt. 8. l\ takes B.

9. Kt takeB K. P. 9. Q. B. to Kt's 2]id.

10. P. to Q*8 4ih. 10. K. B. to Q.' KVb 8id.

llicrc is no advantage on citlier side.

At your 6tli move in this game it is not good, I think, in-

stead ofa to K s 2nd, or B. to Q's 5th, to play P. to Q s4th,

as the foUowing moves seem to give your opponent the better

game:—
6. P. to Q's 4th. 6. P. takes P.

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

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

9. B. to Q's 2nd. 9. Castles.

10. B. takes B. 10. Kt. takes B.

11. Q. to her Kt.'s 3rd. 11. P. takes B.

12. Q. takes Kt. 12. Kt. to Q's 3rd.

Black can sustain his Pawn*

GAME THE TENTH.

WHITF. BLACK.
^. P. to K's 4th. 1. p. to K s 4th.

2. K^s Kt. to B's 3rd. 2. Q's Kt. to B*8 3rd.

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

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

5. P. to Q's drd. 5. P. to Q*8 Srd.

Your ath moye is prelerred to P. to Q's 4th by some players^
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as safer, tliough less attaekin^. (For the result of 5. Kt* to

Kt/s 5th. seeGameVL,between Messrs. Horwitz and Statmton,

at the end of the Chapter.) If lilack reply with o. K"s Kt.

to his 5th, you can take the K. IVs P., checking, and if the K.

take the B., you check with the K's Kt., and take his Kt.

with your Q. ; if he refuse to take your B. "^^ath his K., you
play Q's B. to K. Kt/s 5th, having the better game. In

reply to your 5tli move, he may also pky 5. V. to (i's 4th,

when the following moves are likely to ensue :—
5. P. to Q's 4th.

6. P. takes Q's P. 6. K's Kt. takes P.

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

8. Q. takes Q. Kt/s P. 8. K's Kt. to K's 2iuL

9. B. takes B. $. P. takes B.

Your game is better than Black's*

«. P. to Q's 4th. 6. P. takes P.

7. P. takes P. 7. B. to Q. Kt.'s 3rd.

a Q's Kt. to B's 3rcL 8. Q'sB to K. Kt.'s 5tk
9. P. to U B 5th. 9. a^a to K's 4th.

The game is equal.

GAME. THE ELEVENTH.

WHITE. HEAOX.
1, P. to K's 4th. 1. P. to IPs 4A.
2. K's Kt. to B's Srd. 2. Q's Kt. to B s 3rd.

a. K s B. to Q. B's 4th. 3. K's B. to Q. B's 4th.

4. P. to Q. B's Srd. 4. P. to Q s 3rd.

Block's move of 4. P. to Q's 8rd is 8ar.ctibned me approval
of Mr. Lewis, who appeals to prefer it to the more genendly

without any positive disadvantage, but I agree with the Ger-
man WTiters in believing the latter more ad\isable,

5. P. to Q's 4th. 5. P. takes P.

6: P. takes P. 6. B. to Q. KVs. 6th (eh.)
4

He may also play 6. B. to Q. Kt.'s 3rd, without'danger,

6. B. to Q. Kt.'s Srd.

7. P. to K. n*5 Srd. 7. K's Kt. to B's 3rd.

8. Q's B. to K. Kt.'8 dtb. 8. P. to K. &'s SnU
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9. B. takes Kt* 9. Q« tdco&B.
10. B. to Q. Kt-'ftM* 10. Castles.

11. B. takas Kt* 11. P. takes B.
12. Castle*.. 12. P. to Q. B*8 4th.

13. P. to K's 5th. 13. to K. Kt's 3itl.

And Blade's game is fbllj equal to

At your 6th move, instead of immediately taking the Pawn,
you may play 6. P. to Q. Kt.'s 4th, and when the Bishop
retires, take the P. with Q. B's P., and in that case Black
must not take the Kt's P. with Kt., or he will lose a Piece.

7. B. to a'8 2iid. 7. B: takes B. (eb.)

An interrstiiip: variation ruises nere from yom* movln^^ the K.
to B's sq.y instead oi. interposing the Bii^p. (bee Var« L\

e C's Kt. takes B. 8. K'n Kt to B*8 3xd.

9. Q. to her Kt.'s 3rd. 9. Castles.

10. Castles. 10. Q s Kt. to R's 4th.

11. Q. to her B's 2ni 11. Kt takes B.

12. Q. takes Kt. 12. Kt. takes K's R
13. Kt. takes Kt. • IS. P. to Q's 4tk.

14. Q. to K's 2nd. 14. P. takes Kt.

14.. Q. takfli P.

Hiere is Kttle diflfeirenoe in the positions, but your men ars

better disposed for immediate action, and you have the advan-
tage of a Knight against a Bij^op.

V ABIAXION I.,

Beginning at Whitens Tth move,

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

2 Kt. to B*s 3rd. 2. Q's Kt. to B's 3rd.

3. K'b B. to Q. B*s 4th. 3. K's B. to Q. B*s 4tb.

4. P. to Q. B's 3id* 4. p. to Q s 3rd.

5. p. to Q*s 41b. 5. p. takes P.

6. P. takes F. 6. B. to Q. Kt.'s 5di (ch.)

7. K. to his B's sq. 7. Q's B. to K. Kt.'s 5th.

The ingenious move of K. to his B's sq. at this moment,

It wonld be imprudent to move 9. B. to R's 4th, and when the Kt.'s

P. was pushed to Kt.'a 4th, to give up the B. for the two Fawns, because

Black would play R. to K. B's sc^.* wiilt a safe game.
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instead Off interposmg either the Kt or B., ivas first mtroduoed
by Mr. Lewis* and ^though great pains have been taken by
the latest writers to prove it unsound, I believe it may be
made, not only with safety, but with advantasi^e to youi* game.

8. Q. to her R's 4th. 8. B. takes Kt.

In place of 8. Q. to her R's 4th, yon might fii^t play P. to

Q s 6th, and proceed as follows

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

9. Q. to R's 4th* 9. B. takes K's P.

10. P. tokes Kt. 10. P. to Q. Kt.'s 4th.

11. B. takes Q. Kt.*8 P. 11. B. takes Q's Kt.

12. a takes K's B. 12. B. to K. B's 4tb.

The game is eren.

Instead of either S. P. to Q's 5tb, or 8. Q. to her R's 4th, yon maj gel

an excellent game by playing 8. Q. to K. Kt's 3rcL

9. P. takes B. 9. Q. to her 2nd.

10. K's B. to a Kt.'s 5th. 10. Castles.

If you play 10. P. to Q*8 5th, he moves the Kt. to K's 4th,

and when you have taken his B. ^'ith Q., he checks at K. R's
6th, and afterwards takes the doubled P. with his Queen.

U. K. to Kt.'s 2nd.

And it appears to me that "White has an unquestionable

advantage. Instead of tkis move, the best authorities, even
including Mr. Lewis, make you take the Kt. with B. Black
retakes witli his Q., and, as in doing so, he attaclvs your Q*s
B., an exciiange of Queens takes place, and the p^ame is

€qual; but by first moving the K. to Kt.'s 2nd, you avoid the

necessity of wis exchange, and, I believe, must win a Piece by
force. When, however, you play 7. K. to B's sq., Black

is not compelled to reply with 7. U's B, to K. Kt.'s dth,

although it is apparently bis best moTe; he may play 7. Q. to

her 2nd, or 7. K*s B. to Q. B*8 4th, as in tlic following

examples. In the first instance :

—

7. Q. to her 2nd.

8. Q. to her R's 4th. 8. B. to Q. R's 4th.

9. Q's Kt. to Q. R's 3rd. 9. K's B. to Q. Kt's 3rd.

(Yoa would play badly to more 9. P. to Q*8 5th, as he would
with 9. Q's Kt to K's 401.)

10. K's B. to Q. Kt.'g 5th. 10. V, to U. R s 3rd.

11. P. to Q's 5th. 11. P. takes B.
12. Q. tskes R. 12. Kt. to Q. K's 4th.

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

Yoa have the better gamei
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If at his Ia5t mof U plaj 12. Q. Kl. tp K'l iM iMivfrirflh

Q's B. to 3nL

In the second instance
7. K't B. to a B'l 4<A.

8. a to iMT R'l 4di« 8. a't B. to Q't 2na.

9. P. to Q't Sib. 9. Q'l KL to Q'l Sth.

If he pimjr 9. Kt. to K's 4tb, you speedily ensure an advantafe. (f, g,^

9. Q's Kt to K'titlu
10. Q. tak. 3 K's B. 10. Kt. takei B.

11. Q. to her B's 3rd. 11. B. to Q. Kt.'s 4tk,

12. Q. takes K. Kt.'s P.

Vi'ith a superior game.

10. a. talces K's B. 10. Kt. to Q. B's 7Ui.

11. Q. to her B's 3rd. 11. Kt. takes Q's R.
12. P. to Q. Kt.'b 3rd. 12. Q. to K. B'i 3fd«

13. B. to Q. Kt.'s 2nd,

or P. to K's 5th.

And you have the better game.

At the 8th move of this last variation, Black would do better pcriiftff

to pl^ 8. P. to R'sdrd, inftaad of Q'a B* to Q't 2iul; for eiiaipk^

8. P. to Q. R's 3rd.

9. P. to Q'l 5t1i. 9. P. to Q. Kt.'« 4tb.

10. Q. to her R's 3nL 10. P. takes B.

11. P. takes Kt. 11. B. to Q. KL's 3ni.

12. Q. to her B's 3rd.

Yoa iim a ilight adfiBtafB.

GAME THE TWELFTH.
WHITE. SLACK*

1. P. to K's 4tlL ]. F. to K*8 4fb.

2. K. Kt. to B's 8rd. 2. Q. Kt. to B's 8rd.

3. K. B. to Q. B^s 4th. 8. K. B. to Q. B's 4th.

4. P. to Q. B's 3rd. 4. P. to K. li s 4th.

Black's 4th move in this game is extremely hazardous, and ii

properly answered, must always serve to assist the first

player's attack.

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

Be may likewise play 5. P. takes Q. P., but the advantage
win be equally on your side, {e, g,)

5. P. takes Q* P«

6. K. Kt to his 5«b. tf. P.t»'»'«4th.

I
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7. 6. takes Q. P. 7. P. takes K. F»
8. B. takes K. Kt. 8. R. takes B.

9. Q. t o K. R's 5th (ch.) P. to K. Kt-'s 5rd.

10. Q. takes K. R. P.. 10. Q. to her 4th.

11. P. to Q. B's 4tli. 11. U. Lukes P.

(If be check mth B. first, you play 12. B. to Q'g 2nd4

12. Q. Kt. to Q's 2nd. VL K tQ.Q^ JKl.'fti5til«

13. K. Kt. takes K. P.

Ajid yon h»«e MtexoeUenfc gfuna.

6. K. Kt. takes K. P. B. to Q. Kt.'s 3ri
7. Q. to K. K b oih (ch.) 7. r. to K. Kt.'s 3r(L

8. B. to K. B's 7th (ch.) 8. K. to B's sq.

9. Q. B. to K. R*s 6th (ch.) 9. Kt. takes B.

10. Q. takes Kt. (ch.) l©t K. to his 2nd
11. B. tAkes Kt.'s P. 11. Kt. takes ]£t.

12. Q. to K. 6tli (ch.)

mMB miBl THIRTEENTH.

As was resuurked at the opening of the Chapter, Bfeck for

his 4th moTe, instead of K's Kt. to B's 8rd, may play without
much danger either 4. Q. to K> Snd, or 4. B. to Q. Kt.'s 3id.

la the first place, suppose,-*

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

2. K's Kt. to B s 3rd. . . 2. Q's Kt. to B*s 3rd.

3. K's B. to Q. B"s 4th. 3. K's B. to Q. B's 4th.

4. P. to Q. B's 3id. 4. Q. to K's 2nd.

5. P. to a s 4th. 5, B. to O. Kt/s Srd.

If for his 5th move he takes P. with P., you castle, and have

an imdoubted superiority of po^fitiou, ; for exampiax-^

5. P. takes P.

6. CasUes. 6. Kt. to K's 4tlu,

7. Kt. takes Kt. 7. Q. takes Kt.

8. P. to K. B's 4th. 8. P. takes Q. B's P. (di& ch.)

9. K. to R's sq, 9. P. takes Q. Kt.'s P.

10. P. takes Q. 10. P. takes U s II. (befiODWg a
11. Q. to hir 5 th. Queen.)

Aa4 jon ought to win easUy.
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6. p. takM K's p. 6. KttdmP,
7. Kt takea 7. Q. takes Kt.
S. Cabtkf. 8. r. to Q'9 3rd.

9. to R'^ 9. <4 » ii. tQ Iw's ard*

In thfe GnMD Huifibiibli,*' tlio guBO ift lisra- dimiited
equL 2 eaavot hdp thinUiig it; a UMtUi an yeur fivTMr..

in the fl80f»d plaoei*^ *

4. K. B. to Q. Kt. « 3rd.

5. P. to Q*8 4th» 6. P. to Q*8 3rd.

IF he play 5. Q. to 2nd, the podtioa is the same in the
yariation first gi^^en*

6. P. takes P. 6. P. takes P.

7. Q. takes Q. (ch.) 7. K. takes Q.
8. B. takfis K. B's P.,

and you ham the better game.

Tliis ]>liase of the Giuoco Piano Game, where the second
player moves his Q. to K's 2iid ou his 4th move, has been
very fuUy aiudysed ia the little work before mentioned, by
Ghukm Ejissim, and will be further illustrated the games

* to this Chiq^.

GAME THJ^ FOUQ^TEBNTH.

WHITE.
1. P.toK'8 4tfa.

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

3. K's B. to a B*s 4ih.

4. Castles.

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

2. Q*8 Kt. to B's 3rd.

3. K's B. to Q. B*s 4th.
• 4. P. to Q's 3rd.

Castling at your 4th move appears to mo at least as good
a move as pmying P. to Q. B's 3rd. Blaek's response if

leoommended by Poiudani and most leadiag wnters sxaoe,

as the best he can make. If, instead, he play 4, K's Kt* to

B s oid, thtJ foUpwi^ig moves are likely to occup:—.

4. K's Kt. to B'»-3r4.

5. K's R. to K's sq. 5. Ca^tl.v^.

6. Pi W Q. B's ;ird. 6. K d ii. to K's wi^*

* Ue may alio play F. to Q'l ^d.
• 2
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7. P. to Q's 4th. 7. B. to Q. Kt.'s Srd.*

8* Kt to KU's 5th. 8. R. to K's 2nd.

1 prefer your game.

5. P. to Q. B*s 3rd. 5. Q'sB.toK.Kt.'s 5th
6. a. to her KVs 3rd. 6. Q's B. takes Kt.

tt, in. place of taHng the Knight, he play 6. Q. to her 2nd,
jfou must not take K. B*s P. with your B., but Q. Kt.'s P.
#nlth your Q., as follows

6. Q. to her 2nd.

7. Q. takes Q. Kt.'s P. 7. Q's R. to Kt.'s sq.

8. Q. to R's 6th. 8. B. takes K's Kt.

0. P. takes B. 9. R. to Q. Kt,'s 3rd.

la. Q. to Q. R's 4th. 10. Q. Id K. R's 6th.
^ " 11. B. to K'i 2iid (best)

And you have a P. more and a good position.

7. B. takes K. B*s P. (cli.) 7. K. to K. B's sq..

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

9. K'a B. to K. B's dth. 9. P. to K. Kt's 3rd.
10. K*8 B. to KVs 4tii. 10. B. to Q. KVs 3zd.
11. Q.toher8q.

You have the better game.

If) mstead of retreating the Bishop at his 10th he
play 10. P. to K. R's 4th, you play 11. B. to K. R's 3rd, and
bliould he take the doubled i'awu, you then move B. to

K. Kt.'s 2nd, and subsequently win a Piece by taking the

Q. Kt.'s P. with your Queen.

GAME THE FIFTEENTH.
*

WHITE, BLACK.

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

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

3. K. B. to Q. B 8 4th. 3. K. B. to Q. B's 4th.

4. P. to Q's 3rd. 4. P. to Q's 3rd.

Your present 4th move may be played at least as advantage-

oudy, I thinkf as P. to Q. B'8 3rd» but you must not follow it

* He would play ill to take the Pawn*
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5. Su Kt. to his 5th. You may also move 4. Q. Kt. to

6rd, or 4. P. to Cl's but the latter is not good; and
can now, by playing 4« R to Q. Kt's 4th» form the cele«

.ted Evans* dfanibit, for whidi see the next Chapter.

6. P. to a B's 3rd. 5. Q. to K. B's 3rd.

Blaek may here move 5. K Kt to B*8 3rd, or 5. K. B. to

Q. KVb 8rd, withoat any disadvantage; but if he play 5. Q. B.
to E. Et.'8 5th, you answer with 6. Q. to her Kt*s 3rd, and
have a better position.

6. Q. B. to Ji. Kt.'s 5th.

7. Castles.

8. Q. Kt, to Q's 2nd.

9. P. to Kt.'s 4th.

10. P. to Q. R 8 4th.

11. P. to Q. Kt/s 5th.

6. Q. to K. Kt.'s 3rd.

7. Q. B. to K. Kt/s 5th.

8. K. Kt. to K. Ks 3rd.

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

10. P.toQ.R's4th(best)

11. Kt. toQ ssq.

If he play Kt. to K's 2iid, you take luiu with the Bibhop, aud

still confine his game by moving B. to Q's 5th.

12. K. B. to a*8 5th.

The game is iu youx' favour.

ILLUSTRATIVE OF THE GIUOCO PIANO."

(From the Chm^Pla^er's Ckronicl€,)

Oahs I.~Betwe«a Mr. Horwits and Mr. Staunton.

wHiTB. (Mr. H.)
1. P. to K*s 4th.

2. K. Kt to B*8 3rd.

3. K. B. to Q. B'9 4tli.

4. P. to Q. B's 3id,

I. P. to Q's 4th.

G. P. to K's 5th.

7. K. B. to Q. Kt.'ft5tlu

8. P. takes P.

9. Castles.

10. p. to K. R*s 3rd.

II. Q. Kt. to B's 3rd.

12. B lakes Kt.

BLACK. (Mr. S.)

1. p. to K's 4th.

2. Q. Kt. to B'b 3rd.

3. K. B. to a B's 4«]u

4. K. Kt to B's 3rd.

5. P. takes P.
6. p. to Q's4tli.

7. K. Kt. to K's 5th.

8. B. to Q. Kt's aid*

9. Castles.

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

11. P. takes K. P.

12. P. takes B.
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13. K. Kt. takes P. 13. Q. B. to Q. R's 3rd..

14. Q. Kt. to K's 2iid.* H. P. to Q. B's 4th.t

X5. B. to iv'^^rd. 15. P. takes f•

M'e should have taken off the KniLrlit in preference. Black then, 80
hk best move, would probably have takeu the Knig^ht (for tiiking- the
Rook would be dangerous, oa account of " Q. Kt. to K« Kt.'s 5th")f and
then the game might have proceeded thus

WHTTE. BLACK.
14. Q. Kt. takes Kt. 14. Q. P. takes Kt.

15. Q. to her Kt.'s3rd(ch.) 15. Q. to her 4th.

16. a. takes Q. 16. P. takes Q.
17. K. R. to<Q^t square. %nt. he.

The position, however, would even th( n have been much in favour of tlie

second player, from the commanding situation of his two Bishops.

t Tbos is stronger play, we believe, than, taking the'^ JCt* After
•dvandng the doubled Fawn, Blade remarked that, had his positton beea
leas ftmmnble, aad the adfsntagea springing fnom this nove 4ta» ob-
vionsly certain, he i^iild hare much piefiHrred the more eiitef|iMiig plar
of tdclng the K. B. P. with bia Kt,-—a sacrifice, as he demonstrated im

an after game, which leads to many striking^ beantifiil sttaatioiia-^for

example

WBITS. BLACK.
15. Kt. takes K. B. P.

16. R. takes Kt. 16. K. takes R.

17. K. takes R.
, 17. Q. to K. R's 5th (ch.)

(In the first back game, White now (Whereupon Bhick mated him
played) prettily enough, as follows)—

18. K. to his B's square. 18. R. to K. B's sq«m (di.)

19. K. Kt to B's 3rd. 19. B. takes Q. P.

20. Q. to K's square. 20. R. takes Kt. (ch.)

(White's only move, unless he give up the Q. for Bishop.)

21. P. takee^ 21. Q. takes K. R. P. Mate.

In a second beck punei instead of'' K. to B^a equare/' While played
WHITE. BLACK.

18. P. to K. Kt.'8 3rd. 18. Q. takes K. R. P.

19. K. Kt. to B's aid, or (A.) 19. R. to K. B's square.

20. a Kt. to K. B's 4th. 20. B. takes a P. (ch.)

21. Q. takes B. ^) 21. a to K. B's 8th.

22. K. to his 8rd. 22. R. to K'a sqaare (ch.)

(If Kt to 'K^a 5ili, White loses hts Q., thevefm)

23. K. to Q's 2nd. 23. Black may now take the Kt.

or play R. to K's 5th, in

either case having a wmoing
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16. B. tnk^^ P • 16. B. takes Kt.

17. Q. takes B. 17. B. takes B.

18. Kt. to Q. B's Gth. 18. Q. to K. B's SreUf

19. Kt. itkm B. 19. Q. t»ke0 Kt
20. 0. 1L«t»'QVi w^pmn. 2a.^ to ber B't 4it.

21. Q. R. to'O. i^iMM. 21. a. ^Iier Kt.'8 SrcU

22. P. to Kt,'8^ 22. Kt. to K. Kt.•8'W^
23. Q. te'ber 37d. 23. KU Ifekes K. R.

Andidtair sJbimoFQ niovttiy White wniinudiNd.

GiocB-U.—Between Mr.

WBirs. (Mb. 8.)
1. P. to K's 4th.

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

3. K. B. to a B's mu
4. P. to Q. B's 3j«L

5. P. to Q's 4th.

6. P. takes P.

7. Q. Kt. to B's 3rd.

^« 'Q. B. ^9 K'fl'Dvd.

m. K. B. to K^ end.

n. p. to Q's 5th.

12. Kt. takes Kt.
13. Q. takes B.

14. B. takes K. B.

i§. Cafltlfis^on K's side.

Horwitz sod Jilr. Stauatoa.

BLACK. (Mr.-H^
1. P. to K's 4th.

2. Q. Kt. to^B's 3rd.

3. K. B. to Q. B^ 4th»

4. P. to Q's 3«d.

5. P. takes P.

6. B. to Q. Kt.'s 3rd.

7. Q. B. to K. Kt.'8 5th.

8. K.E!ttoB'sm.

10. K. n. toVs'aq.
11. Q. Kt. to K's 4131.

12. Q. B. takes K. fi.

13. R. tdres Kt.

14. Q. R. P. takes B.
15. Kt. takes K. P.

(A.)

19. Q. Kt. to K. B's 4th. 19. B. takes Q. P. (cb.)

(If White take the B. h0 loses his Q. inthnteiMimt therafoco)

29. K. to B*8 3rd.i 20. R, to K. B's square.

21. Q. tak«s&<8k) 21. Q. to K. R's 8th (ch.)

(Ifnow theK.be played to B's 2nd, or K«s BkokfriM the Of
thiUMiiffirr^

22. to tt.'s.M. 22. B. Uireqwre
Jkmd.Black inns.

(Ibsie are many other wu^imsy Imt^ltese'ii^ Mifiee to shmr the

mmwofihe «ltMk.)

"lids move loses a clear Piece. Play as ihe^tdd^iieweier, thaname
was undeemable.

t Aaofe Whito <Mdgehid^:imfertmiali|Br,w9mlietoek te?, witli

BUhop.

^ He may also play B. to K's 3rd| upon which Black cao ch«ck with

Ids Ctt and eftsnmrds^e Kt. with B.| tontaK the belter game.
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16. Kt takM Kt
17. P. to K. B»s 3rd.

18. P. takes P.

19. Q. R. to K's sq.

20. K. R. to K. B's 4th.

21. Q. to K. B's 3rJ.t

22. Q. R. to K. B's sq. t
2d. K. R. to K. B's 7th.

24. K. R. takes U. h. l\

2$. R. takes Q. Kt. P.

26. P. Ixi K. R's 3rd.[|

27. R. takes R.
28. Q. to K. B'ssq.if

21). Q. to K. B's 2ad.

30. K. to R's 2nd.

31. Q. to her 4th.

32. Q. takes P. (ch.)

33. Q. to K's 5 th.

34. R. to K's 7th.

16. P. to K. B's 40^
17. P. takes Kt.

18. Q. to K's 2nd.

19. Q. R. to K's sq.

20. P. to K. R's 3rd.*
21. R. takes Q. P.

22. R. to K's 4th. . .

23. Q. to K's 3rd.§ y :

24. R. takes K. P.

26. P. to Q'b 401.

26. R. to K's Sth.

27. Q. takes R. (ch.)

28. Q. to K's 6th (ch.)

29. Q. to her B's 0th (ciu)
30. R. to K. B's pq.

31. "R. to K. B's 3rd.**

32. K. to R's 2nd.

33. R. to K. Kt.'s 3rd.tt
34. Q. to her 7th.

* Black would have gained no advantage hy taking the Q. P. at tblf

juncture, or by advancing liis P. to K. Kt.'s 4th, to attack the Rook. The
move in the text was not made without due deiiberatiou, and we believe

it the best on the board.

t White designedly gives up the Queen's Pawn, to get a counter attack

witli his combined forces.

X Queen to her Kiiight's 3rd would have been worse than useless.

§ Had ke gone to Onsen's ^uare, to protect his threatened Fbwn^
White woold have won tiie King's Knight's Fawn. (e. g,)

WHITS. BLACK,
23. Q. to Q's s^.

24. R. takes K. Kt P. (ch.) 24.' K. takes R.
*

25. Q. to K. B's 7th (ch.) 25. K. to R's sq.

26. K. R. to K. B's 6tlu 20. R. to K. R's 4tih.»

27. Q. takes K. R. 27. Q. takes R.
28. Q. takes R. (ch.), &c.

II
A most important move. Black dare not now advance bis Q. P. on

account of Q. to B's 7th (ch.), which would enable White to double
his Rooks on the adversary's K. Kt. P., and thus win easily.

\ K. to R's 2nd would have been very bad play, because Black would
have checked with his Q. at K's 4th ; and if then the Queen were inter-

posed, he would have taken the Q« and played R. to K's 6th Teh.), and
alterwarda R. to Q. Kt.'s Ctli.

K* He eoidd not save all the Pawns attacked.

ft Tbfeatening to take the K. Kt P. with his Rook, and then check
irttii tlie Qnesn at her Bishop's Sfd.

> If R. to K's 3rd, White takes K. with R., &c
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35. Q. t'> K's 4th.

36. R. to K s 5th.

37. Q. to hcv 5th (cL)
T^. tiilk£s

S3. R. to Q. Kt.'8 5th.

40. P. to IL Kt't 4Ui»

41. K. toKt'sdrd.
42. R.toK's5th.
43. R. t,. K'- :'-rd.

44. P. to K. R's 4tb,

45. K. to B's 1th.

4 6. R. to K's 4th (ch.)

17. R. to K's 8th.

48. K. to his 3rd.

49. R. to K's Ith (ch.^

50. R. to K. B's 4th.

51. R. to Q. KCf 4th.

52. K. to Q'8 ML
53. R. to a Kt.'8 9tk (eh.)*

54. R. to K's 5th.

55. R. to Q. Kt's 5th«

56. R. to Q. Kt.'s 4tli.

57. K. to h'l^ 2nd.

58. R. to K. B's 4th.

59. R. to B's 6th (ch.)

60. R. takes K. Kt. P.
61. K. to B's 3rd.

$2. R. tikes K. R. P
63. K. to B's 4th.

€4. P. to Kt's 6th.

65. R. to K. R's 4th.

66. P. to Kt.'8 6th.

67. K. to his B's 5th.

68. R. to K. Kt.'g 4th.

69. P. to Kt.'s 7th.

70. R. takes R.

71. K. to his 4th.

72. K. to Q & 3rd.

35. Q. to her 3rd (ch.)

36. K. to Kt.'s sq.

37. Q. takes Q.
38. K. to B's 2nd.

39. K. to hU 2ad.

40. K. to Q'l Slid.

41. K. to Ct B'8 3nL
42. R. to Q't 3rd.

43. K. to Q. B's 4th.

44. P. to K. Kt.'»3nL
45. K. to Q's 5th.

40. K. to Q*s 4th.

47. R. to Iv. B's 3rd (ch.)

48. K. iu Q. B'8 5th.

49. K. to Q's 4th.

50. R. tu Q. B's 3rd.

51. R. to K't 3nl (ch.)

52. R. to K. B's 3rd.

53. K. to Q. B*s 3rd.

51. K. to Q's :5rd.

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

56. K. to B's 6th (ch.)

57. R. to K. R'« r,th.

5d. R. takes K. R. P.

69. K. to Kt.'s 4th.

60. R. to R's 7th (ch.)

61. R. take^ Q. Kt. P.

62. R. to Q. Kt's 6th (ch.)

63. R. takes Q. R. P.

64. R. to Q. R's 8th.

65. K. to a B's 4th.

GO. R. to Q. R's 2nd.

67. P. to Kt.'s 4th.

68. P. to Kt's 5th.t
69. R. takes P.

70. P. to Kt.'s 6th.

71. K. to Kt.'fl 5th.

* K to his 3rd wouldhm keen better.
tTUsirasiU.jii4ged. He ahoold h«fo pUyed R. to K. KCt Snd, or

Q»R's sqvsre.
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Game IIL—[Between Mr. Horwitz and Mr, Stauntcou

BLACK. (Mr. S.)v\HITE. ^Mr. Mttm)

1. It. iO IV. S ^tn. 1.

£, IIL. Kt. to i> b Jid, o

O. 1^ D« CO "VC* 8 4n.
4« Jr. u> H. D f'OHI.

0* Jr. to ft orita

4*

O. iVl. to DIS 3vn. A
V.

/ . Jr. to fL. JD B 4UI« /

.

fl P falroa O P0< 1 * VaKCS w* Jr.
QO*

If. x>. tEKcs IVt. 0

lU. Vic. to JV. O 8 X u.
1

1

XL.

i<6. iv. to JUS ^na.^ 1 9

lO. A^'JLC. TO JS 8 oTu. Ao.

14. Jr. SO la| 9 4tD*f J4.

15. p. to a B's 4th. 15.

16. K. toB's 2nd.
11

16.

17. Q. Kt. to Q's 2nd. 17.

18. K. to hi=? Kt.'g 3rd. 18,

19. Kt. takes B. 19.

20. B. to Q's 2nd. 20.

21. Q. R. to Q's sq. 21.

22. K. toR's ard.^ 22.

23. KL to E. R's 4tiw 23.

24. P. to K. 1Et.'8 3rd. 24.

K. Kt. takes P.

* This variation of the '* Giuoco Piano*' is little known. It is briefly

touched on in M. Heydebrant's " Handbuch des Sohachspiels," but the
(urst player there moTes bis Q. to K. R's 5th, whereupon Black replies

with Q. B. toC B*a ifk, and the diiuf Is disnunod m fbrnimbie tot the
defence. On the first ooeaaion when Mr. Horwits played tlds fipening,

we were of opinion that his move of Q. to K. B'e 3rd was decidedly
preferable to Q.to K. R's '5th ; but the counter move hit upon hy his
antegonbt in the present game shows clearly, we think, that tke fHWiiinf
in any case is disadvantageous to the first plajrer.

f From this point we look upon the game as virtually lost for White.

X Probably his best move. Had he played V, to Q. Kt.'s 4th, Black
might liave taken it with his Kt., and upon Lhe B. P. retakii^^,.i^emoved
K. B. to Q's 5th, winmng the exchange.

$ As good a move, perhaps, aa he luid on the board. Bj fkijpng tLJSU
to Q'a sq., he would evidentty have lost a Piece.

II
WeU oonodved. Tempting Black to open the diaeovered dieeky

which would cost him the exchange.'^

^ Interposmg the Kt. and then pushing the K. B. P. on the Rook
afterwards^ woidd h«re been unwise, on account of B. to Q's 3rd (ch«).
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15* S.4oa.B'fM.
26. K««olii»Kt'8^
27. P. takes B.
28. K. R, to K. B'tflq.

29. K. to B's 5th.

30. P. to K. R*s 5th,

31. P. to K. E's4th.

32. K. to K'b sqi
AadthflQ

25. Kt to rt
26. B. tdtes Kt.
27. Q. R. to K't 6lii.

28. K. R. to Kt.'8M(eh»)
29. Q. R. to K's eth.

30. K. R. to KL's 7tb.

31. Kt. to Q. B'«^t}K+

32. P. to K. KU*u 3rd (ch.)

mates in two moves*

Gaxs IV.—Between M. St. Amant and Mr. Stannton.

wHiTK. (Mr. S.)

1. P. to K s 4tb.

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

3. K. Kt. to B'8 3rd.

4. P. to Q. B's 3rd.

5. p.to'<ri«aL
6. CMCfei.
7. Kt. tdtes Kt
8. P. to K. Fs 4flu

9. K. to R'b sq.

la. Q. to her Kt.'s 3rd.

11. Q. Kt. takes P.

12. P. to K. R's 3rd.^

;3. P. to K. B's 5th.

*4. P. to K's 5th.**

15. Q. B. takes Kt.

16. Kt. to R's 4th.

17. Kt.to<rk6tti.
18. B. tites K. B. (db.)

19. P. to K. Kt't 4th.

BLACK. (M. St. A«)
1. P. to K's 4th.

2. K. B. to Q. B's 4du
3. Q. Kt. to B's 3rd.

4. Q. to K's 2Dd.

5. P. tikM P.§
6. Kt. to K's 40i.

7. Q. ttkt9 Kt.
8. P. tak^ Q. B. P. (dlf.«ll.

9. Q. to her 5th.
||

10. Kt. to K.
11. Castles.

12. P. to Q. B's 3rd.

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

14. Q. to K. R's 5th.

15. Q. takes Q. B.

16. B. to Q's 5th.

17. Q. to K. R's 4tli.

18. R. takes B.
19. B. takes K. P.ft

* Tlumftemng, if Wkite took the Q. P., to win c Piece.

t He niMt4dso haifo plafod Kt. P. one (ckX and after tlie ex*
diange of Pawns when the K. was diiren to bis B*u 6tb, Jtam taken

K. B. P. with tko Kt. Ilie nieve in the text, however, qppears aseffseliial

•8 any.

•J If B. to K*s 5th, Black rejoined with Kt. to Q's 2nd, &c.

§ The proper move B. to Q. Kt,'s 3rd. Takuiig; the Fawngiveaaa
immediate advantage to White.

II
The ill con^ecptencea attendauit on taking the Q. Kt. P. with P«

have been shown in the preceding: analysis.

^ If White play P. to K. B's ijih at tliiij point, his opponent may moTe
Kt to K. Kt.'8 5th, threatening to play afterwards Q. to K. Kt.'s 8th

ch.), and then mate with his Kt. at B's 7th.

IVom ttoB mofe the attack is wj Uvely and Intanaifaii.

ft Ther»^p|ieaiB to be aoihuv^ better* ban as this lii
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20. Q. R. to K's sq. ' 20. Q. takes K. R. P. (eb.y

21. Q. takes Q. 21. B. takes Kl.
22. R. to K*s 8th (ch.) 22. B. to his sq.

23. K. R. to K's sq. 23. P. to Q*s 4th.

24. R. to Q's 8th, 24. R. to Q's 2nd.

25. K. R. to K's Btii. 25. R. takes Q. R.
2G. U. takes R. 26. P. to Q. Kt.'s 3rd.

27. Q. to K's 3rd. 27. Q. B. to Kt.'s 2nd.

IL takes R, 28. H. takes R.
29. a to K's 6ih (ch.) 29. K. to R's sq.

30. a to K. B's 7th.

Black resigns.

Game Y.—Tu tlie mnteli by coiTcspondcncc between
Mr. Mciidheiin and the Amateurs of Ereslau.

WHiTK. (Berlin.) black. (Breslau.)

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

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

3. K. B. to Q. B's 4th. 3. K. B. to a B's 4(li.

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

5. P. to Q's 4tli. 5. P. takes P.

6. P. to K's 5Ui. 6- K. Kt. to K's 5th.

7. K. B. to Q's 5th. 7. Kt. takes K. B. P.

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

9. K. to his sq. 9. P. takes Q. Kt. P.
10. Q. B. takes P. 10. Q. to K's 2nd.

11. B. takes Q. Kt. 11. Q, P. takes B.

12. Q. her B's 2ad. 12. Q. B. to K's 3rd.

13. Q. Kt. to Q's 2ad. 13. Castles on Q's side.

14. K. to K's 2nd. 14. P. to K. Kt's 3rd.

15. a Kt. to K's 4th. 15. K. B. to Q. Kt's 3rd.
16. Q. to her R's 4th. 16. Q. B. to Q's 4th.

17. K. R. to Q. B's sq. 17. P. to K. B's 4th.

18. Q. Kt. to Q's 2ad. 18. Q. B. takes K. Kt. (ch.)

19. Kt. takes Q. B. 19. P. to K. Kt.'s 4th.

20. K. R. to K. B's sq. 20. Q. R. to Q's 4th.

21. Q. R. to Q's.sq. 21. P. to K. Kt.'s 5th.

22. Kt. to Q's 2nd. 22. Q. to K's 3rd.

At this point the Breslau party, by taking K. P. with Rook (ch.), must
have won without difficulty, but the game was prolonged to the 59th move,
and won by Mr. Mendheim. For the remaining moves see Bilguer'i

"Handhttch," p. 128.

Oah£ VI.—^Between Mr. Po]icT t and another fine player o
Loudon.

WHiTP, (Mr. P.) BLACK. (Mr.—)
1. P. to K's 4th. 1. P. to K's 4th.

2. K. Kt to B's 3rd. 2. Q. Kt. to B's 3rd.
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3. K. B. to Q. irs 4tlu 3. K. B. to Q. B*8 4db
4. P. to Q. B's 3rd. 4. K. Kt. to B's 3«I.

5. Castles.* 5. K. Kt. takes P.

6. P. to Q's 4th. 6. P. to Q's 4tli.

7. K. B, to Q. Kt/s 5th. 7. P. takes Q. P.

8. P. takes P. 8. IL B. to Q*8 3fd.

9. K. Kt to K's 5th 9. B. tekes Kt.
10. F. takes B. 10. Castles.

11. P. to K. B's 4th. 11. P. to K. B's 4th.

12. Q. Kt to B's 3rd. 12. Q. B. to K's 3id.

13. Q. B. to K's 3rd. 13. V. to Q. ll's 3rd.

14. B. takes Kt 14. P. takes H.

15. Q. R. to Q. B s sq.f 15. Q. to K s sq.

16. Q. to her B's 2nd,i 16. Q. R. to Kt.'s sq.

17. Kt takes Kt. 17. K. B. P. takes Kt
18. a takes Q. B. F. 18. Q. R. takes Q. Kt P.
19. Ct. takes Q. 19. R. takes Q.
20. P. to K. B's 5tb.§ 20. B. to his sq.

21. Q. R. takes P. 21. Q. R. to K's 7th.

22. B. to Q's 4th. 22. Q. R. to Q's 7tb.

23. B. to Q. B's 3rd. 23. R. to Q's 0th.

24. P. to K. B'a 6th. 24. P. takes P.

25. P. takes P. 25. Q. B. to K's 3rd.

26. R. to K. Kt's 7th (ch.) 26. K. to R's sq.

27. B. to K's 5th. 27. B. to K. Kt's sq.

S8. R. to K's Jth. 28. B. to K. B's 2iid.

Wlute now checkmates ia two more moves.

Qame Vn.<—Between Mr. Buckle and Mr. Harrwitz.

WHITE. (Bfr. B.) BLACK. (Mr. H.)
1. P. to K's 4th. 1. P. to K's 4th.

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

3. K. B. to Q. B's 4tb. 3. K. B. to Q. B's Uh,
4. Castles. 4. K. Kt to B's 3rd.

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

i. P. to K. R's 3rd. 6. Castles.

7. P. to Q'b 3id. 7. Q. B. to K's 3rd.

8. K. B. to Kt's 3rd. 8. Q. Kt to K's 2nd.

9. Kt to K's 2nd* 9. Q. Kt to K. Kt's 3fd.

* Castling: before moving the Q. B. P., and before the adverse K. Kt»
K in the field, appears safer play.

t Threatening to excbange the Kt, and then take Q. B. P. with tlit

Hock.

4 Intending again to take the Kt, and fhns win a P^nm.
§ Well played, the admce of tills Fawn seeons to lum an irresiitinilp

tttadu
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10. a Kib to K. KL 6 3rd«
IK P. toaB'8 3id.
12. P. to Q's 4th.

13. Q. P. takes B.
14. Q. takes P.

15. P. takes B.
16. Kt. to K. B's 5tiu*
17. P. takes Kt. P.

18. P. to Q. B's 4th.

19. B. takes K. Kt.
20. K, R. to Q's sq.f
SI. a takes Q. B. P.
22. Q. takes Q.
23. Kt. to Q's 6tli.

24. K. to B's sq.

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

26. P. to Q. B's 5th.

27. Q. R. to R's 4th.

28. K. R. to Q. R's sq.

29. R. takes P.
30. R. tak«s B.
31. R. to Q. KVb 7th.]:

32. Kt. takes R.
33. K. to K's 2nd.
34. K. to Q's 2nd.
35. Kt. to R's 5tb.

36. Kt. to Q. Kt. s 3rd*
37. K. to Q. B b 3rd.

38. Kt. Ukes Kt.

39. P. to K. R's 4th.

40. P. to K. B's 3rd.
41. P. toK. R's 5th.
42. P. takes P.

43. P. to K. Kt.'s 4th.
44. P. to Q. Kt.'s 4th.

45. P. to Q. Kt.'s 5th.

46. P. to Q. Kt.'s 6th.

47. P. to Q. Kt.'s 7th.

48. P. becomes a Quct^n.

10. P. to Q. B's 3rd.
11. P. to Q's 4th.

12. Q. P. takes K. P.
13. P. takes Kt.
14. Q. B. Ukm K. BL
15. K.Kt. to ^sAOu
16. P. to Q. Kt.'f 3ni
17. Q. takes P.

18. K. Kt. to K. B:ft6tlu
19. Q. Kt. takes B.
20. Q. to Q. B's 2nd.

21. K. R. to Q. B s su.

22. R. takes ^
23. Kt to K's 7«h (ch.)
24. Kt. to 0,% bUtu

25. P. to K. B's 4t2i«

2G. Q. R. to a Kt.'s

27. P. to K. Kt.'s 3pd*
28. Kt. to Q. B'a 7th.
29. R. takes R.

30. Kt. takes Q. Kit. P.
31. R. takes R.

32. K. to B's 2iidi

33. K. to K's 2ad,
34. K. to Q's 2nd.
35. Kt. to R's 3rd.

36. K. to Q. B's 3rd*
37. Kt. takes P.

38. K. takes Kt.

39. P. to K. R's 3rd.
40. P. to K. Kt.'s 4tii.

41. P. to K,'fl 5th.

42. K. B. P. tajkes P.
43. K. to Q's 4th.

44. K. to K's Uh.
45. K. to K. B's 50^
46. P. to K's 6th.

47. K. to Bis 6th.

And wins.§

* This is a very attacking position for the Kt., and ceuefally Oi
gnsat embarrassment to an adversary.

t Prudently taking possession of an "open file."

t White plays with remarkable care and judgment here.
§ The tcnaination of this game is an improving lesson ia Pawn |»ln
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GAME THE FIRST.

(Captain Evans' Gambit.)

tms ingeruKNis and intawfiting yariatiootaf the Qiuooo Piano
opening, w«0 wTrntod. sane jem ago* by Captain Erana,

and has deservedly attained a high degree of fovour among
players of ail cla»6et» Hoiii the pcnud of its introduction. Its

deviation from the generic opening, with which it accords for

the first three moves on each side, consists in the sacrifice of

the K. Kt. P. at the 4th move, whereby the first player is

enabled not only to establish his Pa^nis in the centre of the

board, but promptly bring both Queen aad Qinsen's Bishop to

the attack of the adverse King.

Tbo leadioig works to W consulted upon tha Evans' Gam-
bit, are Lewis, 1834, pp. 133-160; 1844, pp. 216-229;

Walker, 1841, pp. 66-80; 1846, pp. 88-102. Tlie games
between La Bourdoiuitua and McDoimell, Cochrane and
Staunton, aad others, in the Ches8->Player's Chironicle.'*

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

2. X. Kt. to B's 3rd. 2. Q. Kt. to B's 3rd.

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

4. P. to Kt.'s 4th. 4. B. takes Q. Kt. P. (best)

On the advance of the Pawn, Bhck is obliged to take it with

Bishop or Knight, or otherwise retreat his Bishop. The con-

sequences of takin*^^ with the Kt. will be shown in Viiri;u

tion I. If he decline to take, and retire his B. to Q. Kt. s

3rd, your best play is not to push the Pawn on the Kt. and
afterwards take the K*s P., because he would first play the Kt.

to Q. R's 4th, and when you took the Pawn, move Q. to K.

B's 3rd sq., attacking your Kt. and threatening checkmate^

Your safest play, therefore, instead of P. to Q. Kt.'s 5th, would
be P. to R*s 4th, or to castle.

5. r. to Q. B*s 3rd. * 5. B. to Q. R's 4th.

Instead of so playing, he may retire his B. to K's 2nd, or Q's

3rd, or Q. B"s 4th ; and it may be well to show you here the

best modes of play in each of the former cases, reserving the

last fop a wiataon pmeutly. Im the first plaoa, suppose—
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5. B. to K's 2nd.

6. Q. to her Kt.*$ Zrd. 6, K. Kt. to R's 3rd

7. P. to a'B4th. 7. CI* Kt to Q. B/b 4tlu

(If he castle at his 7th. move, or take Q. P., yoa taki bis K. Kt. with

your Q. B.)

-5. Q. to R's 4th. 8. Kt. takes B.

9. Q. takes Kt. 9. K. Kt. to utli.

10. P. to K. R's 3rd. 10. K. Kt. to B't 3nl.

11. P. takes K. P.

II he move the Kt. to K. R's 4th,' you play P. to K. Kt.'s 4th, wiimin^

it, and if he return it home, you have clearly the better game.

la the second place^ suppose—
5. B. to Q's 3rd.

6. Castles. 6. K. Kt. to B's 3rd,

7. P. to Q's 4th. 7. Kt. takes K. P.

6. P. takes P. 8. B. takes P.

(Ifhe taka with the Kt.y you pky 9. R. to K's aq.)

9. Kt. takes B. 9. Kt. takes Kt.

10. Q. to her 5th.

And you must win a Piece.

As an additional exemplification of the error of retreatiDg
|

thie B. to Q's 3rd, see the game at the end of this Chapter
between Horwitz and Kieseritzkj.

In the third place, he may retreat his 5. B. to K. B's 4th,

as in Variation II.

6. Castles. 6. P. to Q's 3rd (best)

He may also play 6. K. £t. to B*s 8rd, but as that defence

inyolves many series of moves, it will form the subject of a
distinct game. (See Game the 2nd.)

7. P. to Q's 4th. 7. P. takes P.

He might instead play 7. B. to Q. £t.'s 3rd, and you would
|

then tal^e P. with P.« exchange QueenSi and gain a Pawn; or

he might for his 7th more play—

.7. K. Kt. to B's 3rd.

8. Q. to Q. R's 4th. '8. P. takes Q. P. (best) i

9. P. to K'b 5th. 9. K. Kt. to his 5th.

10. Q. B. P. takes P. 10. Q. B. to Q's 2ad.

(li he coities, you win a Piece by P. to K. ii's 3rd, and afterwaida P* tt

Q's 5th.)

11. Q. to her R's 3rd. 11. K. B. to Q. Kt.'s 3rd.
. 12. (4. B. to K. Kt.'s oth 12. P. to K. B's 3rd. .

,
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13. P. takes Q. P. 13. P. tiikes P.

14. R. to K'fe- sq. ^ch.) 14. Q. Kt. to K's 2nd.

15. Q. B. to K. B'6 4ih. 15. K. ii. to Q. B b 2acU

16. Q. Kt. to B's 3rd.

And you must win.

8. r. takes P. 8. B. to Q. Kt's aid.

Yoftt may take P. with Et.« instead of with P., and Black*8

beat leply is then, perhaps, K. Kt. to K*8 2nd. If for his Bth

move he play Kt. to K. Fs did, you answer with 9« P. to

K*s 5th.

9. B. to Q. K:t.'s 2nd. 9. K. Kt. to B's ard.

In practice I have found the best move at this point to keep
np the attack was 9. Q. B. to R*s 8rd ; P. to K. R*s 8rd, a»

practised formerly, appears to lose time, and p^ive an advantatre

to Black. If, instead of 9. K. Kt. to B s 3rd, he i)lay 9. Q, ii.

to K. Kt.'s 5th, the game may probably go on as follows :—
9. Q. B. to K. Kt.'s5th.

10. K. B. to Q. Kt.'s 5th. 10. P. to Q, \Vs 3rd.

11. K. B. to Q. R's 4th. 11. P. to Q's Uh.
12. P. takes P. 12. U. take:* P.

13. a Kt. to B's 3rd. J3. B. takes K. Kt.

14. Kt. takes a 14. B. takes Q.
15. Kt. takes K. B. 15. P. takes Kt.
le. ^ R. takes B.

And play as he can^ yoa have a winiiuig advantage.

10. ,5- to Q^s 5th. 10, Q. Kt. to K s 2nd.

If yoa play instead, 10. P. to K*8 5th, he takes P. with P., and
Dn your moving B. to Q. R's drd, he answers with Q. B. tii

K's did, and your attack is gone. His movA 10. Q. Kt. to

K's 2nd, is fiur better than 10. Kt. to his sq., or 10. Kt. to

a Ks 4th.

11. B. takes K. Kt. 11. P. takes B.

It is not safe, in this position, for you to play 11. P. to K h

5th, in lieu of taking the Kt., although it looks a tempting
move.

12. K. Kt. to a's 4th. 12. B. takes Kt
lie may also play 12. Kt. tu K. Kt.'s Siti, or castle: but, ir

i.uy cuiic, the greater fi-eedom of your men appears to me to

fully counterbalauco the doubtful advantage of his doubled
l*awn.
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Vabiatiok I.,

Beginning at Black's Ath move.

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

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

3. K. B. to a B's 4th.

4. P. to Q. Kt.'8 4th.

5. P. to Q. B*s 3rd.

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

2. a Kt. to B's 3rd.
8. K. B. to Q. B s 4tL.

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

It is not ad\^sable for you to take the K. P. instead of

dislodging the Kt., because he would at once play 5. Q. to

K. B's 3rd, and if you then, to protect the Kt. and avert the

threatened mate, played 6. P. to Q's 4th, he could take the

Q. P. with his B., and you could not take the B. without
losing your Queen. By playing 5. P. to B's 3rd, you obtain
equally the same position as if he had taken the Gambit
Pawn with the Bishop, and afterwards retired him to Q,. B's

4th, as in the next variation.

"Vakiation IL,

Beginning at Black's 5ih move,

BLACK.

X 1 i i i

,>

T

'T
hi

'!

m Q

WHITE.

5. B. to a. B's 4tli.

You observe, upon Black's retreating his B. thus, the sitittU

tion is precisely that at the end of the variation just g^ven.
In the German " Handbuch" it is remarked, that if Black's

intention is to retire his B. finally to Q. Kt.'s 3rd, it is
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mdifferent whether at his 5th move he play him to Q. E,*s 4th,

or to Q. B's 4th, but if he purpose to adopt the defence of

K. Kt. to B's 3rd, at his 6th move, (as in the next game,)

then the rao\ang him to Q. B's 4th is objct tionable. Majoi

Jaenisch opposes it, however, because he thinks it admits of

the immediate and effectual advance of White's P. to U's 4th*

My opinion is, that B. to Q. B*s 4th is the better move foi*

Black, unless, as before observed, he intend to adQpt iho

defence in the next game, for the Pawn can be as safely

playid to Q*8 4tb on the following move by yon, when the

Bishop stands at Q. R*s 4th, as when he is at B's 4th, and
indeed in play I have found it better so to play the Pawn at

once, inst^id of castling ; besides, when his Bishop stands at

Bp's 4th, you can more advantageously play your Queen to

her Kt.'s 3rd, without the fear of her being dislodged hj the

adverse Kt. goiag to Q. B's 4th sij.

6. P. to Q's 4th. e. P. takes P.

Instead of playing 6. P. to QJs 4th, the customary moYt
has been castlmg. (See Variation III.)

7. P. takes P. 7. B. to Q. Kt's 3rd.

Instead of taking 7. P. with P., you may castle now, and
if he take youi' U. E. P., you will obtain a still more
powerful attack by playing 8. P. to K's 5th. If Black at his

7th move, instead of retiring the Bishop, gives check at

Q. Kt.'s 5th, your best move is 8. K. to B's sq., and if then

he play 8. Q. to K's 2nd, you can moye 9. P. to B's 3rd,

and ai^erwards play 10. Q. IC to his 2nd.

8. Castles. 5. P. to Q's 3rd.

9. P. to a's 5th. 9. a Kt. to K's 2iid.

This is his best square for the Kt. ; if he play him to K's

4th, you take him with your Kt., and can presently movo
Q. B. to Q, B's 3rd, and embarrass the adverse game con-

siderably ; and if he move hini to Q. R*s 4th, you play first

Q. B. to a Kt's 2nd, and then K. B. to Q's 3rd.

10. Q. B. to Q. Kt.'s 2nd. 10. K. Kt. to B's 3rd.

And tiie position is the same as in the fonner variation, where
he played 5. B. to Q. R*8 4di. At your 10th move you may
play Q. B. to B's 3rd with at least as much advantage as to

Kt's 2nd.
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Variation III.,

BtgimUtig at Whites Qth move*

WHin. BLACK.
!. P. to K'b 4tih. 1. P. to K's 4th.

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

8. K. B. to Q. B b 4tli. 3. K. B. to Q. B s 4tli

4. P. to Q. Kt.'s 4th. 4. B. takes Kt. P.

5. P. to a B s 3rd. 5. B. to a B's 4t^.

6. Castles. 6. P. to Q's 3rd.

If, at tb s stage, instead of 6. P. to Q*8 3rd, he play

6. E* Kt* to B*s did, you ensure a fine attacking game, as

fdlows:—
6. K. Kt. to B's 3rd.

7. P. to Q's 4th. 7. P. takes P.

8. P. takes P. 8. B. to Q. Kt/s Srd, or (A.)

9. P. to K's 5th. 9. K. Kt. to his sq.

(He appears to hare no better defimoe ; for if he play 9. P. to Q's 4th, you
take his Kt. and then check with your Rook; if he play 9. Kt. to Kt.'t

5th, you can take 10. K. B's P. (ch.); if to K's 5th, you move K. R.
to K's sq. ; and| finally, if to K. R's 4th, you may play K. Kt. to his

5th.)

10. P. to Q's 5th. 10. Q Kt. to R's 4th.

(If he play the Kt. to K's 2nd, you may move P. to Q's 6th.)

11. Q. B. to K. KU's 5th. 11. P. to K. B's 3rd.

(Should he, instead, play 11. K. Kt. to K's 2nd, yon advance 12. P. to
Q's 6th.)

12. P. takes P. 12. K. Kt. takes P.

(If he play 12. P. takes P., you move Kt. to K's 5th, and win.)

13. P. to Q's 6th. 13. Kt. takes K. li. (best)

14. Q. to K's 2nd (ch.) 14. K. to B's sq.

You have a far better ^ame.

(A.)

8. B. to Q. Kt.'s 5th.

9. P. to K's 5th. 9. Kt. to K's 5th.

10. Q. to K's 2nd. 10. Kt. to Q. B's 6th-

11. Kt. takes Kt. 11. B t ikca Kt.

12. Kt. to Kt.'s 5th. 12. B. takes R,

%l he move 10. Castles, you may play 11 . Q. to K. R's 5th, or Q. to
her 3rd, uiih a winning game.)

12. B. takes K. B. P. (ch.) 12. K. to B's sq.

13. Q. B. checks. 13. P. to Q's 3rd.

he interpose theKt, yon more Q. to K. B*s 3rd.)
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14. p. takes P. 14. P. takM P.
15. B. takes P. (ch.) 15. Kt. to K's 2nd.
16. Q. B. to Q. R's 3rd. It:. K. fi. to Q. B't 6th.
17. Q. to K. B'0 3rd.

Winning easilj.

Tliere are oilier Tariatioiis; but these will suffioe to shov
that K. Kt. to B*8 8rd, at the 6th moTe, when his B. is oi

Q,, B*8 4th, is a bad move for Black.

Let us now resume the original game.

7. P. to Q's 4ih. 7. P. lakes P.
8. P. takes P. 8. B. to Q. KVn Sri
9. a. B. to a R's Srd. 9. K. Kt. to B's 3id.

If you play 9. Q. B to Q. Kt.'s 2nd, or 9. P. to Q's 5th, the

position will in a move or two become the same as in a preriouf
example. Should he reply at his 9th move, Q. B. to K. Kt**

5th, yon play 10. Q. to her Kt.'B Srd, with a good game.

10. P« to K's 5ih. 10. P. takes P.
11. a to her Kt.*s 3rd.

And your game is preferable to Black's.

6AMB THE SECOND.
WHIU. BLACK.

1. P. to K's 4ih. 1. p. to Ks 4th.

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

3. K. B. to a B's 4th. 3. K. B. to Q. B's -itii.

4. P. to Q. Kt.'s 4th. 4. B. takes Kt. P.

5. P. to Q. B's 3rd. 6. B. to Q. Ks 4th.

6. Castles. 6. K. Kt. to B's 3rd.

His move of 6. Kt. to B's 3rd, may be adopted more safely

when his B. is at Q. R's 4th, Hian at the B's 4th.

7. K. Kt. to his 5th. 7. Oasdes.

You mip^ht also play 7. P. to Q's 4th, as in Variation I.

8. P. to K. B s'4th. 8. P. to Q's 4t]).

Black has several other w^s of playing. If he move 8. P. to

K. R's drd, you take 9« EL B. P. with Kt., and on lus taking

Kt. with R., yon take R. with B. (oh.\ you then take K. P.
with P., he retakes with Q. Kt., and by eheeking with your
Q. at R*8 5th, you win one of ^e Knights, and hare a

conqu'^niig game.
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If he play 8. K. P. takes B. P.^ you adyance 9. P. to Q*8

4i3i9 and if then he attack your Kt. with K. R. P., you leaTe

the Kt. to be taken, and capture P. with Q, B. If he move
8. K. Kt. takes K. P., you take 9. K. B. P. with Kt., then

10. li. with li. (ch.), and afterwards play 11. Q. to K. B's

3rd, and have the better game. He may li )\\ ever, at his 8th

move, play P. to d's 3rd, as in the following —
8. P. to Q's 3rd.

9. P. to Q's 3rd. 9. P. to K. H's 3rd*

10. P. to K. B's r>th. 10. P. takes Kt.

11. Q. li. takes P. 11. B. to Q. Kt.'s 3rd (ch,)

12. K. to R't sq. 12. Q. Kt. to R's 4th»

IS. Q. <o K's aq. 13« Kft. takes K. B.
14. P. tak(» a Kt. U. R. to K's tq.

15. Q. to K. R's 4th. 15. K. B. to K's Gtli (bert)

16. B. takes B. 16. Kt. to Kt R's 2iid.

17* Q. to K. Kt.'8 3rd.

Yoa lurve a fine sltuaftum.

9. P. takes Q. P. 9. E. Kt takes P.
10. P. to Q's 4fh. 10. P. to K. R*8 8rd.

jfa may also play 10. Q. B. to Q. Ks 3rd, but Black xnh

/ . better game. ff.)

10. Q. B. to R'a .ird. 10. Kt. takes K. B. P.

11. R. takes Kt. 11* Q. takes Kt.
12. R. to K. B's sq. 12. B. to Kt's 8rd (ch.)

13. P. to Q's 4th. 13. Kt. to a R's 4tk

(It 13 of little importance whether you play 13. K. to R'a sq., or as in^
text.)

14. Q. B. takes R. 14. Kt. takes K. B.
15. B. to Q. B's 5th. 15. B. takes B.

16. P. takes B. 16. Q. B. to K's 3rd.

Tlie game is in Black's favotu*.

! ! . Q. to her Kt.'fl 3rd. 11. P. takes Kt
12. B. takes Kt. 12. K. P. takes B.
id. p. to K. liVa 3rd. 13. Kt to K's Sad.

Black has the advantage.
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Variation I.,

Beginning at Whites 7th more.

BLACK.

WHITE.

In this situation, instead of playing 7. Kt. to Kt.'s 5th, you
can move as follows :

—

BLACK.
7. P. takes P.

WHITE.
7. P. to Q's 4th.

In place of taking the P., Black may castle, and apparently

preserve his advantage. (See Game the Third.) If he tako

K. P. with Kt., you get the better game; for example,—
7. Kt. takes K. P.

8. R. to K's sq. 8. P. to Q's 4th, or (A.)

(Iff at your 8th move, you take P. with Pawn, he may castle safely.)

9. R. takes Kt.

10. K. Kt. to his 5th.

11. Q. to K. R's 5th.

12. Kt. takes K. B. P.

13. B. takes R. (ch.)

14. B. to Q. R's 3rd (ch.)

And you must win.

9. P. takes R.
10. Castles.

11. P. to K. R's 3rd.

12. R. takes Kt.

13. K. to B's sq.

(A.)

9. Kt. takes Kt.

10. Q. to her Kt.'s 3rd.

11. K. B. takes P. (ch.)

12. Q. B. to K. Kt.'s 5th.

13. Q. to K's 3rd.

8. Kt. takes Q. B. P.

9. B. takes Kt.

10. B. takes K. R.

11. K. to B's sq.

12. Q. Kt. takes P.

13. Kt. to K. B'b 4th (bc»t>
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(Jf. inttead of Q. to K'l 3rd, yoti play 13. Q. to Q. R's 3rd (ch.). Black
will obtain the better jE^ame hj first interpofling bia B« «t Qu Kt*'t Stby
and then playing 14. P. to Q. B's 4th.)

14. Q. to her R's 3rd (oh.) 14. Kt. to K's 2nd.

15. Kt. takes K. P. 15. P. to Q's 3rd.

16. Q. to K. B's 3rd. 16. 13. takes K. B. P. (ch.)

17. K. takes B. 17. Q. B. to K. B's 4th.

18. K. B. to K's 6th. 18. P. takes Kt.

19. B. takes B. 19. Q. to her 5th (ch.)

20. K. to Kt't 3rd. 20. K. to bis sq.

(If, at his 20th move, he take the B. with Kt., you mate in six mofea.)

21. R. to Q's aq. 21. Q. takes R. (best)

22. Q. takes Q. 22. Kt. takes B. (ch.)

23. K. to Kt.'s 4th. 23. P. to K. Kt.'s 3rd.

24. Q. to her 5 th.

YoQ ought to win. ^
(These latter variations are from a clever analysis of Black's 8tb moTO,

by Mr. G. Waller, of the Dublin club, which may be found at length ia
vol. vii. p. 363, of the *' Chess-Player's Chronicle.")

Let us again refer to the diaf»7*am, and after mftlfing tho
7th moye on each side^ proceed with the game.

8. P. to K'8 dfh. 8. K. Kt to E!b 5tL
9. Q. to her Kt.'8 8id. 9. Castles.

10. Q. B. to Q. R's Srd. 10. P. to Q's 3rd.

11. Q. B. P. takes P. 11. K. B. to Q. Kt.'s 3rd.

12. Q. to K's ; rd. 12. Q. B. fo K. B's 4th.

13. B. to Q s oth.

And you win a Piece.

GAME THE THIRD.

Fotym^rJram thejprecedmjf at Black's 1th mow.

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

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

3. K. B. to Q. B's 1th. 3. K. B. to Q. B's 4th.

4. P. to Q. Kt.'s 4th. 4. B. takes Kt. P.

6. P. to Q. B's 3rd, 5. B. to Q. R's 4th.

6. Castles. 6. K. Kt. to B's 3rd.

7. P. to Q's 4th. 7. Castles.

8. P. takes £. P. 8. Kt takes K. P.

If yovL play 8. Q. B. to K. Kt*B 6th, he can reply with 8. P.
to k. It's 3rd; hut when you then jetreat the to EL R's
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4tli, he onght not to advance P. to K. Kt.'s 4th, because you
might advantageously give up your K. Kt. for the two Pawus.

He should rather play P. to Q's 3rd.

9. Q. to a B's 2nd 9. P. to Q's 4th.

And he has the better game. If, at } our 9th move, you play

Q. B. to R's 3rd, his best answer appears to be 9. P. to U's

3rd; and if 9. K. B. to Q's 3rd, then he may safely advanfia

P. to Q*s 4th. Your strongest play, perhnps, is 9. Q. to Q's 3rd>

whereupon the following moves are probable:

9. Q. to Q's 3rd. 9. Kt. to Q. B's 4th.

10. Q. to her r)th. 10. Kt. to K's 3rd.

11. Q. B. to Q. R's 3rd. 11. K. R. to K's sq.

Ton may then move 12. £. to R*8 sq., or 12. P. to K. Kt.'s 3idt

and hare a good game.

GAMES ILLUSTRATIVE OF CAPTAIN EVANS' GAMBIT.

Gaxx I^Betweea Messrs. Cochrane and Staontoiu

WBrrs. (Mr. S«) black. (Mr. C.)

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

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

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

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

5. P. to Q. B's 3rd. 5. B. to Q. R's 4th.

6. Castles. 6. B. to Q. Kt.'8 3rd.

Z. P. to Q's 4th. 7. P. takes P.

8. P. to K's bth* 8. P. to Q's 4th.

9. P. takes P. in passing. 9. Q. takes P.

10. R. to K's sq. fch.) 10. Q. B. to K's 3rd.

11. Q. B. to a R^s 3rd. 11. Q. to her 2iuL

12. Kt. to K. Kt.'s 5th. 12. P. takes P.

13. Kt. takes Q. B.f 13. Q. takes Q.
14. Kt. takes Kt. P. (doubteoh.) 14. K. to Q's 2nd.

15. R. takes Q. (ch.) IT). K. to B's sq.

16. a Kt. takes P. lb. K. B. to Q's 5th.

17. R. takes B. 17. Kt. takes R.
18. B. takes K. B. P. 18. K. Kt. to R's 3rd.

19. K. B. to a Kt.'s 3rd. 19. Kt. takes B.

20. Q. P« takes Kt. 20. K. to Q's 2iid.

* Has wiatkm, which was played, for the first time, in (he present

nme^ athracted the attention of flie celebrated Indian player, Ghuiaix

Kaarim, who took the pains to analyse it very carefully, and forwarded

the result to the writer. His analysis will be foond in the **CbeiK
Player's Chronicle," vol. vi. p. 47.

f This is an instructive situation.
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21. K. to Q's 5^). (ch.)

22. K. Kt. to K's Gtli.

23. R. to U. B'h

24. Q. Kt. to KL's Sdb
P« to Q. Kt'i 4tlu

S6. a Kt. to Q. B'l 7tli.

27. P. takes P.

S8. Q. Kt« to Q. E's etiu

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

22. P. to Q. Kt.'s 3rd.

23. K. to Q. Ku's 2nd.

24. P. to O. B's 4th.

25. K. to B's ML
26. Q. R. to B's tq.

27. P. to Q. Kt.'s 40.

White

Oamk II.—Between Mr. Horwitz and Kieseritzkv.

(M. K.)
I.

2.

3.

4.

5.

6.

7.

8.

9.

10.

11.

12.

13.

14.

15.

16.

17.

18.

19.

20.

21

22.

23.

WHITE. (Mr. H.)
P. to K's Ith.

K. Kt. to B's 3rcL

K. B. to O. B's 4tli.

P. to a Kt's 4th.

P. to Q. B's 3rd*

Cfstles.

P. to Q's 4th.

P. takes P.

Q. B. to Kt.'s 2nd.

Q. Kt. to Q*s 2ad,
P. to U's :jth.

B. takes K. Kt.

Kt. to K. R's 4th.

Q. to K. R's 5th.«
K. Kt. to B's 5th.

P. takes B.

Q. R. to K*s square.

R. to K's 4th.

Q. R. to K. R's 4th.

Q. to K. R's 6th (oh.)

Q. R. to K. R's 3id.||

Q. to K. ji's 4th.

^

E. to K. Kt.'s 3rd.

BIACK.
1. r. tu K's 4tli-

2. Q. Kt. to B's 3rd.

3. K. B. to Q. B's iOu
4. B. takes Kt. P.

5. B. to a R's 4th.
r,. ?. to Q's 3rd.

7. P. takes P.

8. B. to Q. Kt.'s 3rd.

9. K. Kt. to B's 3ni.

10. Castles.

11. Q. Kt. to K's2lid.

12. P. takes B.

13. Kt. to K. Kt's 3rd.

14. Q. to K's 2n€Lt
15. B. takes Kt
16. Kt. to K's 4th.

17. Q. R. to K's squapB.J

18. K. to Kt.'s 2iid.§

19. K. R. to his square.

20. K. to Kt.'? square.

21. Kt. to K. Kt.'s 5th.

22. P. to K. li s 4th.**

23. K. to B's square.

* Hie openmg of this game is admirably played by Mr. HorwHs.

f Yery tame and inefficient.

t After this move, with conmion care on White's part, Bbck's gaBi«

irrecoverahle.

{ It is difficnlt to imsgine s more dephMrable aitaation than poor Bla^'j
9t this point.

II
A very good more, hut Kt. to K'^ 4th we helipyf- to he a "hptter.

^ This inconceivable hlunder loses Wliite a won game. If he had

simply played Q« to K. R's 5th, Black might wi^ good grace have giten

Hp the partie,* It is worth remarking:, that if \Vhite, on his last move, instead of

playiDg the Q., had tried to confine the Kt., bv placing his R. at K. Kt.'i
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24. P. to K. It's 3id. 24. Q. to K's 4di.

25. Q.tak«tQ.* 25. Kt. takes Q.
26. B. to Q. Kt.'s 3rd. 26. P. to K. R's 5th.

27. R. to a B's 3riL 27. B. to Q. R's 4tli.

28. R. to B*8 2nd. 28. K. R. to Kt's squarfc

29. K. to R's 2nd. 29. B, to Q. Kt.'s 3rd.

30. P. to K. B'a 4th. 30. Kt. to Q's fith.

31. R. to Q. B's 3rd. 31. Q. R. to K's 7th.

And White abandoned the contest.

Game III.—Played by Messrs. Perigal and Pidling conbulti ij^

Popert.against Mr.
WHITE. (The Allies.)

1. P. to K's 4th.

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

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

4. P. to a Kt's 4tlu

5. P. to Q. B's 3rd.

6. Castles.

7. P. to Q's 4th.

8. P. takes P.

9. Q. Kt. to B's 3rd.t
10. P. to K's 5th.

11. Q. B. to R's 3rd.

12. K. R. to K's sq.§

13. Q. to her R's 4th (oh.)

14. a takes Kt
15. &. takes K. P.

BLACK. (Mr. Popert.)

1. P. to K's 4th.

2. Q. Kt. to B's 3rd.

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

4. B. takes Kt. P.

5. B. to a B's 4th.

6. P. to Q's 3rd.

7. P. takes P.

8. B. to Q. Kt.'s 3rd.

9. Kt. to K. B's 3rd.

10. P. take^ P.

11. Q. Kt. to R's 4th.J
12. Kt. takes B.

13. P. to Q. B's 3rd.

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

15. Q. to her 2nd.

be would have lost all his advantage, beoanse, in that case. Black
eould have taken K. B. P. with hia B. (e. ff.)

WHITE,
22. R. to Kt.'s 3r<!.

23. K. R. takes B., or (A.)

24. K. R. to K. B's square.

23. K. to R's square.

(A.)

BLACK.
22. B. takes K. B. P. (ch.)

23. Q. to K's 8th (ch.)

24. U. takes Q. R.

23. B. takes Q. R.
And nrast win.

* This was compelled ; had White attempted to evade it, bj moving
his Q. to K. B's 3rd, Black wonld have answered with Kt. to K. R's 7th«

and when the K. took it, have played P. to K. R's 5th, winning tho
exchange at least.

t niis is not the costomary move, bnt it may be adopted withont dis-

advantage, and require*? great care in answering,

t TYie position of White's Q. Kt. oompleti^ foils the nsnal defeooo al

Uiis point of U. B, to K's 3rd.

S This is all very cleverly played.
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16. R. takes B. (di«)* 16. P. takes IL
17. Kt to K'» &tlu 17. Q. to her B's sq.

18. R. to K'g sq. 18. K. Kt. to Q*s 4th,
10. Kt. takes Kt. 19. Q. B. P. takee Kc.
Sa. Q. to KJL'b 5th (ch.) 20. K. to Q's sq.

And White mated in two more moTes.

Oahe IV.—Between M, Kiesehtzky and Mr. Horaitz,
WHITE. (Mr. H.) BLACK. (M. K.)

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

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

'6. K. B. to Q. B'h 4th. 3. K. B. to Q. iS's 4tii.

4. P. to a Kt.'8 4th. 4. B. takes P.

5. P. to a B's 3rd. 5. B. to Q'l 3rd.t
6. Castles. . 6. a to K's 2nd.
7. P. to Q's 4tli. 7. Q. Kt. to Q'a
8. P. takes P. 8. B. takes P.
9. Kt. takes B. 9. Q. takes Kt.

10. Q. to Q's 3rd. 10. K. Kt. to B's 3rd.

11. P. to K. B's 4th. 11. Q. taVrs K. P.
12. Q. takes Q. 12. Kt. takes Q.
13. K. R. to K's square. 13. P. to K. B's 4th.

14. Q. Kt to Q's 2nd. 14. Q. Kt. to K's 3rd.

15. Kt. takes Kt. 15. P. tak«i Kt
16. K. takes P. 16. P. to K. Kt's 3nL
17. a. B. to R's 3rd. 17. K. to B's 2nd.
18. Q. R. to K. B's square. 18. P. to Q's 3rd.

10. P. to K. Kt.'s 4th. 19. K. R. to Kt's sqw«w
20. Q. R. to K's square, t

And Black resigns.

Game V.—^Between Messrs. Walker and Sloiu.

WHiTK. (Mr. S.) BLACK. (Mr. W.)
1. P. to K's 4 th. 1. p. to K's 4th.

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

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

t). Castles. 6. K. Kt. to B's 3rd.
K. Kt to his 5th. 7. Castles.

8. P. to K. B's 4th. 8. P. toQ's4ti)b

* The attack is kept up ^vith uncommon spirit and ability.

f This is not at all a commendable defence to the Evans' Gamhlt.

t A lively well-played game, on the part of Mr. Horwits.
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9. P. takes Q. P.

10. a B. to a. R'«3ra.
11. II. takes Kt.

:2. R. to K. B's sq.

13. P. to Q's 4tU.

14. B. takes B.

15. R. takes R. (ch.)

16. B. takes R.
17. Kt. to Q's 2nd.

18. Kt. to Q. B's 4tli.

19. Kt. takes B.
20. Q. to Q's 7th.

21. K. to K. B's sq. (ch.)

22. Q. to Q. B's 8th (ch.)

23. R. to Q's sq.

24. R. takes Kt. (ch.) *

an. R. to K. B's 8th (ch.)

26. a takes B. P. (ch.)

S7. Q.takMB.P.
And

9. K. Kt. takes P.

10. Kt. t;ikes K. B. P.
11. Q. takes Kt.

12. B. to Q. Kt.'s 3ra (di.)

13. Q. B. to K'a 3rd.

14. P. takes B.

15. R. takes R.
16. K. takes B.
17. P. takes P.
x8. P. takes Q. B. P. (dis.chO
19. Q. R. P. takes Kt.
20. Q. to K's 2nd.

21. K. to Kt.'s sq.

22. Kt. to Q's s(j.

23. P. to Q. B's 7th.

24. K. to B's Zad.

25. Q. takes R.
26. Q. to K's 2ii<L

27. Q. to her B's 4th (ch*)

wins.

Chapxea YI.

THE TWO KNIGHTS' PEF£NC£.

This, like the Evans* Gambit, and the Queen's Pa^vn
Game or Scutch Gambit, is a variation merely of the Giuoco
I^iano ; the second player, instead of moving at his 3rd move,
K. B. to Q. B's 4th, bringing out his K. Kt. to B's 3rd. It is

said to have been invented by Gianutio (1597), and is also

noticed by Greco (1616); but the specific title of **The Two
Knighti' Game'' (Zweispriiigerspiel) it owes to M. Bil^er»
who, some years ago, published a small work, exclusiyely

* The position now is eixtremely hiterestmg and instructive. By taking

the Kt. with his Rook, apparently an easy winning move, White loses tha
gsme, while by taking with the Queen he must have won it; to ezsmple^

24. Q. takes Kt (ch.; 24. Q^tiOfesQ.

(If he mm tha Sag, "White chedu with Us B, at K. B's sau, and than
takeatfaeQ.)

25. R. takes Q. (ch.) 25. K. to B's 2&a»
26. R. to Q's 7th (ch.) 26. K* is movsd
27. R, takss Q* B. P.

Aadwinsaf cousew
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devoted to the analysis of this one opening * the greater pai(

of which was afterwards incorporated in his " ITandbuch."
|

The ohi^ writers to be consulted upon this oEaet of the

Giuoco Piano, are—Oianutio (translated by Sarratty 1817), I

pp. 21—32; Salvio (1723), pp. 81—83; Ponsiaiii a782)J

p. 105; LolH, pp. 173, 266; AUgaier, tab. iii.; Lewis^ 2nd

edition, pp. 60—90 ; and his Treatise (1844), pp. 128—128

;

Walker (1846), pp. 84, 87 j aud tiie Geiman Ilaiidbucli,

"

pp. 147—160.

GAME THE FIRST.

WHITS. VLAJOXm

1. P. to K*s 4di. 1. P. to E's 4t3u

2. K. Kt. to B s 3id. 2. a Kt to B's 8rd.

8. K. B. to Q. B's 4th. 8. K. Kt. to B's 3rd.

It is this move of Black which has caused the variation to he

distinguished as The Two Knights' Grame," both his Kiiights

being brought into action at the very outset of the contest.

4. K. to his 5iL 4. P. to Q's 4th.

Tf m place of 4. P. to Q's 4th, he play 4, Q. Kt. to R's 4th,

or U. to K's 2nd, you take K. B. P. with the B. (ch.) ; but he

may play 4. K. Kt. takes K. P., for the result of which refer

to the next game.

5. P. takes P. 5. E. Kt. takes P.

He may also play 5. Q. Kt. to (i. it's 4th, when the foliowii^

moves are likely to ensue :—
5. a Kt. to R's 4di.

6. B. toa Kt.'s 5th (ch.) 6. B. to Q's 2ad,

It Blaek here play 6. P. to Q. B's Srd, you. must take P. with P., and

when he retakes with P., your only move is Q. to K. B's 3rd, any

other leaves you with an inferior g:ame. This variaHon is important,

but seems to have escaped the writers who have examined the opeiUAg*^

7. Q. to K's 2nd. 7. K. B. to Q's 3>fd.

8. 13. takes B. (ch.) 8. Q. take* JL
9. P. to Q. B's 4th.

And you remam with a P. more* and a better

s <*Da9 ZmtispmgBtsgid im Nacbsnge." Berluii 1839*
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K Et takes K. B. P. 6. E. takei Kt
Liolli stroBs^ly recommends P. to Q's 4th for ymir 6th move, but

there is mtw no doubt that the move in the text is preierable.

7. U. to K. B's 3rd (ch.) 7. K, to lua aid.

Hub is his only play to keep the Kt.

8. Q. Kt to a B*8 3id. 8. Q. Kt. to K's 2mL
If he play 8. Q. Kt. to his /3t]i, the following moves show yon
must gain a speedy adv^tage

8. a Kt. to Ilk 5th.

9. Q. to K't 4tlk 9. P. to 0. B's Sid*

(GenenDy wpetUtingf it li sdTlMble in tbii opening to koep your QMen
immofoablD on the K. B't Hie, as then ihe ezereiM &n grettaH
faifloence on Black's gtme* The present instance, however, is an
exception ; Black has made a bad move, and to take adfmatago of it»

yon niAy safely play the thns,)—

10. P.toQ'sith. 10. atoherSnL
(Ton might also play adTantageoody 10. P« to Q* R's 3rd« and ate*

waida P. to Q's 4th. If Black, at his 10th mofo, play K. B. to Q'a Sid,

or to K. B's Srd, yon can dislodge his Q. Kt. with R. P.^ and
then tako the other Kt with Kt)

11. P. toK B's 4th. 11. P. to Q. Kt's 4th.

12. K. B. P. tskes P. 12. to her 2nd,
13. Castles. 13. P. takss K. B.

And you now giye checkmate in sevca m oses.

9. P. to Q a 4th. 9. P. to (i. B's 3rd.

It is evident he cannot take the Pawn without your winning
the Kt by Q. to K's 4th (ch ). He may, however, play 9. P.
to K. B's Srd, to prevent your subsequently moving CJU B to

K. Kt/ s 5th j let us suppose,—
9. P. to K. R's 3rd.

10. Castles. 10. P. to Q. B's 'Srd.

11. K. R. to K's sq. 11. P. to K. Kt.'s 4th.

(If he play instead of this 11. K. to Q's 3rd, you take P. with P., &r\d

then move P. to K's 6th. He may, however, plav Kt. to K. Kt.'i
3rd, or P. to Q. Kt."^ 4th ; bat in each caac to your advantage.)

12. R. takes P. (ch.) 12. K. to Q's 2nd.
13. B. takes Kt. 13. Kt. takes B.
14. Q. Kt. takes Kt. 14. P. tikes Kt.

15. H. takes P. (ch.) 15. B. to U's 3rd.

10. P. to Q. B's 4th.

Yon hsvs ths bettor fuus.
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10* a. B. to K. Kt. 6 dth. 10. P. to E's Srd.

Sliould he play 10. P. takes Q. P., you can castle on Q's &ide,

and then check >vith K. R. ; if he play 10. K. to Q's 2nd or 3rd,

you may take P. with P., aud a^ierwards castle on U s side-

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

12. Castles on Q's side. 12. K. R. to B's sq.

13. Q. to K s 4th. 13. Q. to her 3rd.

14. K. R. to K b sq. 14. R. to K. B s 4th.

15. P. to K. Kt.*s 4th. 15. B. to Kt's 4th (ch.)

16. K. to Kt.'8 sq. 16. R. to B s 5th.

17. Q. to K. li s 7th. 17. B. to K. B s 3rd.

18. P. takes P. 18. B. takes P.

19. B. takes Kt. (ch.) 19. P. takes B.

20. Kt. takes P.

And you must wm eanly.

GAME THE SECOND.

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

2. K. Kt. to B*8 3rd. 2. Q. Kt to B*8 Sid.

3. K. B. to Q. B 6 4ih. 3. K. Kt. to B's 3id.

4. K. Kt. to his 5th. 4. K. Kt takes K. P.
5. B. takes K. B. P. (ch.) 6. K. to his 2nd.

Yo\i would j)lay badly in taking: the Kt. instead of the K. B. P.,

because Black would reply with 5. P. to Q's 4th, recovering

the lost Piece, with no inferiority of position. And you would
also play ill to take the K. B. P. with your Kt» instead of

with the Bishop ; for exainple»—

5. Kt takes K. B. P. 5. €t to K. R's 5tlu

'

6. Casdes. 6. K. B. to Q. B's 4th.

(In lieu of casUbg, you might play 6. P. to K. Kt's 3rd, 6. Q. to-K's 2Qd,

or 6. R. to K. B's 8q.» but in any of these cases the xesnlt woald be
against you.)

7. P. to Q's 4th. 7. B. takes Q. P.

(If you play 7. P. to K. Kt.'s 3rd, be may take the K. Kt. P. with hia

Kt, and wm without much difficulty. You may also play 7. Kt. takes

K. R., but in this esse also by first taking K. B. P. willi his Kt, and
then the Rook with his B., Bhck would hsTe a much better game than

JOIk>
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8. Kt taktt K. IL 8. Kt. takes K« B. P.

9. B. to IL B's 7th (eh.) 9. K. to B's sq.

,If yon take Kt. with R., instead of checking with the B., the game shortly

becomes still more miikToarable for you.)

10. K. R. takes Kt.. 10. Q. takes R. (ch.)

11. K. to R's sq. 11. P. to Q's 3rd.

12. K. fi. to Q^s 5tlb 12. a B. to K. Kt's Sth.

13. K. B. to his 3rd. 13. Q. B. takes K. B.
14. P. takes B. 14. K. to Kt.'8 sq.

And lie ought to win.

We may now resume the original game, which we left at

the 5th move.

6. P. to Q*B 3icL 6. Kt. to K. B s 3rd.

If he were to take your Kt., you evidently gain his Q. for the
three minor Pieces; if he play 6. Kt. to Q's 3rd, you also win
the Q. by first playing Ivt. to K b 6th, and tlieii checking with
your Bishop.

7. B. to Q. Kt. s 3rd. 7. P. to Q s 4ih.

8. r. to K. B's 4th. 8. Q. B. to K. Kt. s 6th.

9. Q. to her 2nd. 9. P. to K. R's 3rd.

10. P. takes K. P. 10. Q. Kt. takes P.

U. a to K's 3rd. 11. P. takes Kt.

12. a takes Kt (ch.) 12. K. to B's 2nd.

13. Gostles. 13. B. to Q s 3rd.

14. Q. takes a P. (ch.)

Aud yuu mubt win.

GAMES
ILLUSTRATIVE OF THE TWO KNIGHTS' GAME.

Game I.—^Between Yon H. der Laza and Mr. M.

WHITB. (V. H. d. L.) BLACK. (Mr. M.)
1. P. to K's 4th. 1. P. to K's 4th.

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

3. K. B. to Q. B's 4th. 3. K. Kt. to IVs 3ni.

4. K. Kt. to his 5th. . 4. P. to Q's 4th.

5. P. takes P. 5. Kt, takes P.

6. Kt. takes K. B. P. C. K. takes Kt.

7. Q. to K. IVs 3rd (ch.)
*

7. K. to his 3rd.

8. U. Kt. to B's 3rd. 8. a Kt. to K's 2iid.

9. ? to Q's 4tk. 9. P. to Q. Kt.'s 4Ul
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10. Kt. tak s P.

11. Kt. toQ. B'sSnl.
12. P. takes K. P.

13. Kt. to K's 4th.

14. Q. B. to Q's 2nd.

15. Q. to K. Kt.'s 4th (ch.)

IG. P. to K. B's 4th (ch.)

17. P. to Q. B's 3rd (ch.)

18. B. takes Kt (ch.)

19. P. to B's 5tli (dis. clu)

20. Castles on Q's side (ch.)

21. P. to Q. Kt.'s 4th (ch.)

22. P. to Q. R's 4th (ch.)

23. Q. takes Q.

24. K. to Q. Kt.'s 2nd, and wina.

10. P. to a B's 3rd.
11. Q. to her Kt.'s 3id.
12. Q. B. to Kt.'s 2nd.
13. Q. to Kt.'s 5th (ch»)

14. Q. takes K. B.
15. K. takes P.

16. K. to Q's 5th.

17. Kt. takes B. P.
18. K. takes Kt.
19. K. to Q's 4th.
20. K. to B's 4th.

21. K. to Kt's 4th.
22. K. takes P.

23. Kt. to Q's 4th.

Oamb 11.—Between two members of the Berlin C^lhess CiuU
WHiTB. (Mr. M•)

1. P. to K's 4th.

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

3. B. to Q. B's 4th.

4. K. Kt. to his 5th.

5. P. takes P.

6. Kt. takes K. B. P.

7. Q. to K. B's 3rd (ch.)

8. Q. Kt. to B's 3rd.

9. P. to Q's 4th.

10. P. takes P.

11. Castles.

12. Kt. takes Kt.
13. K. R. to Q's sq.

14. Q. B. to K. Kt.'s 5th.

15. B. takes Kt.

16. Q. to her Kt.'s 3rd.

17. R. takes Q. p.
18. K. to R's sq.

19. U. to her R's 3rd (ch.)

10. Q. to R's 4th (ch.)

21. Q. R. to Q's sq.

22. R. to Q's 7th (ch.)

23. K. R. to Q's 8th (ch.)

24. Q. R. to Q's 7th (ch.) f
85. Q. takes B., mate.

BLACK. (Mr. H.)
1. p. to K's 4th.

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

5. K. Kt. takes P.
6. K. takes Kt.

7. K. to his 3rd.

8. Q. Kt. to K's 2nd.
9. P. to Q. B's 3rd.

10. Q. Kt. to K. Kt.'s 3rd.

11. K. B. to Q. Kt.'s 5th.

12. P. takes Kt.
13. Kt. to K's 2nd.*
14. K. R. to B's sq.

15. K. takes B.

16. K. B. to Q. B's 4th.

17. B. takes K. B. P. (ch.)
18. Q. to her Kt.'s 3rd.
19. K. to his sq.

20. K. to his 2nd.
21. R. to K. B's 4th.
22. K. to B's sq.

23. K. to his 2iid.

24. ^ B. takes R.

* Better to take the Bishop witli Pawn, and give up the Qoeen*
f might have xuated the King ou the move at K's 8th.

I

\
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I

. Chapter VII.

' THE KKiGHT'S GAME OF RUY LOPEZ.

This is the appellation by which the German **H«iiHll )uch
'*

designates that modification of thv KinjLi:'s Knight's Optnin*^,

ubere the lirst player, at his 3rd move, instead of pla> ing
K B. to Q. B s 4th, moves it to Q. Kt.'s 5th, as ad^^sed by
Kuy Lopez, in tlie second chapter of his Libro de la Invendon
liberal y Arte del Juego del Axedree^ a variation which seema
to merit a more favourable judgment than has been passed

I

on it by the generality of subeeqnent writers*

GAME THE FIRST.

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

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

3. £. B. toa Kt's 5th. 3. K. £t. to B s 3rd.

By playing your Bishop thus you again tlu'caten to "svin liis

King's Pawn. His best reply, according to the German
I ^vriters, is llu' move in the text, but he has the choice of other

moves, the most important of which are 3. K.'B. to Q. B's 4th,

; 3. Q. to K. B s 3rd, and 3. P. to Q. B s 3rd. (See Game the

^cond.) If instead of these he play 3. P. to Q's 3rd, he
' CQnfines his King's Bishop, and subjects himself to the disad

; Tantage of a badly doubled Pawn. K, as recommended by
I Cozio, he more 3. K. Kt. to K's 2nd, you can answer advan-
tageously witk 4. P. to Q. B's 3rd ; and should he play 3. Q. Kt.

' to Q*8 5th, you can play the Bishop to Q. B's 4th, leaving him
the option of exchanging Knights or of protecting his K. P.,

either of which would afibrd you an opportunity of developing

your game. You might also play as ad\ i&ed L>y the Hand-
buch."

S. Q. Kt. to Q'a 5th.

4. Kt. takes Kt. 4. P. takes Kt.

5. P. to Q's :kd. 5. B. to Q. B's 4th.

6. Q. to K. R's 5th. 6. Q. to K's 2nd.

7. Q. B. to K. Kt.'s 5fh. 7. B. to Q. Kt's 5th (ch )

8. P. to Q. B'l 3fd 8. P. takes P.

9. P. take* P. 9. .Q. to K's 4th.

19. B. to Q. B's 4th* 10. P. to K. Kt.'f 3id.

l2
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11. a to K. B'l 3rd. 11. a takes B.
12. a taket K. B. V. (ch.) 12. K. to Q's aa*

13. P. takes B.

YovL have toe better game.

4. Q. to K'b 2nd. 4. K. B. to K a 2n(L

This appeals your best move; P. to Q's 4tli, P. to Q's ortl

Q"^ Kt. to B's 3rd, and castliag, lead apparently to an even
c;ame only.

If Black venture now to play 4. K. B. to a B'« 4tb, the
position shortly becomes stiU mote fitvouiable for you: let ua
suppose)—

r T>
4. K. B. to Q. B's 4th.

5. B. takes Kt. 5. Q. P. takes B.
6. Kt. takes K. P. 6. Q. to her 5th.

o' '"^^l^^i' . 7. B. to Q. Kt.'s 3ni
8. P. to K. B'a 3rd.

Fallowed presently oy P. to B'g 3rd, and K. Kt. to K. B's 2nd. Htf

imjt howevw, ftr hfti 4th move, play l\ to K a 3rd, and pursue it

4. P. to Q. K>8 3id.
5. B. to Q. R's 4th. 5. P. to Q. Kt's 4th.
6. B. to Q. Kt.'s 3rd. 6. K. B. to Q. B'l 4th.
7. P. to Q. R's 4th.

The game is a little hi your henmr*

5. P. to a B's 8id. 6. P. to Q 8 3rd.

If instead of this move you too eagerly attempt to win his
Pawn, he may xeduoe the game to an equality; for example,^

5. B. takes Q. Kt. 5. Q. P. takes B.
6. Kt takes K. P. 6. Q. to her 5th.
7. Kt. to B's 3zd. 7. atakesK.P.

ftc, Stc.

6. P. to Q'b 4th. 6. P. takes P.
7. Kt. takes P. 7. B. to Q's 2n4
8. Kt. takes Q. Kt. " 8. B. takes Kt.
9. B. takes B. (ch.) 9. p. takes B.

And his Bishop is locked, and the position altogether in vour
fiivour. * ^
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GAME TH£ SECOND.

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

2. K. Kt. to B s 3rd. 2. Q. Kt. to B's 3r(l.

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

As was before observed, he may also play 3. Q. to K. B's 3rd
and P. to Q. K's drd ; if the former, you inunediately bring
out your Q. Kt., and have then an opportunity of presently

cosnmencing a vigorous attack. If he play ike latter, I do
uot think it advisable to take off the Q. Kt., as is generally

done, becauite that leads in&Hibly to a game without advan.
ta^e on either side ; but I believe it better to ^\ itLdiaw tli

Ri&bop to Q. R's 4th, Avitli the view to prevent as long as

possible the safe advance of Black's Queen's Pawn. If he
then drive your liUhop to Q. Kt.*s 3rd, it will be well posted,

and his game be still a little embarrassed.

4. P. to a B's 3rd. 4. Q. to K. B s 3rd.

Instead of so playing, he may move 4. P. to Q*s 3rd, or

4. K. Kt. to B's 3rd, the residt of which will be 6ho^^^l in

Tariatiou I. ; he may also play, as advised by some authorities,

4. K. Kt. to K's 2nd, upon which the game is likely to b'*'

pursued as follows :—
4. K. Kt. to K's 2nd.

5. Castles. 6. P. to K's 3rd.

6. B. to Q. R's 4th. 6. CasUes.

7. P. to Q's 4th. 7. P. takes P.

8. P. takes P. 8. B. to Q. Kt.'a 3id.

9. P. to Q'b 5th. 9. Q« Kt to bis sq.

Toa have an uaqiiestionablB advantage from position.

6. Castles. 5. K. Kt. to K's 2ud.

6. P. to Q's 4th. 6. P. takes P.

7. Q. B. to K. Kt.'8 5th. 7. Q. to K. Kt.'s 3rd.

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

9. P. takes P. 9. B. to Q. Kt's 3rd.

10. a. Kt. to B's 3rd. 10. Castles.

Your game is a little better dc^ eloped.

The defence in the above variation is that commended by
Ponziani, who remarks that if White, at his 5th move, take

Q. Kt. with B., Black answers with 5. Q. takes 13., and if

then White move 6. P. to Q*s 4th, Black takes K. P. witl^

Q. (ch.)« md has the advanta^* If at your 5fh move yo^
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adviince P. to Q's 4tli, instead of Ca^tlinp^, the following varia-

tions seem to prove tliat Black \\ oukl get the bellci' game :—
5. P. to U b 4th. 5. P. takes P.

6. P. to K's 5th. 6. Q. to K. KVs 3rd.

(If he take the Pawn with his Kt., you gain a Piece by 7. Q. to K's 2ild.)

7. P. takes P. 7. Kt. takes Q. P.

8. Kt. takes Kt. §. Q. to her Kt.'s 3rd.

0. Q. B. to K'b Srd. 9. B. take* Kt
10. Q. B. takes B. 10. Q. takes K. B.
11. P. to K's 6th. 11. Q. to K. Kt.'s lOi.

12. P. takes K. B. P. (db.) 12. K. takes P.

And yon kave a Pawn less» without any compensating ad?antage of posi*

tion. If it the 7th move of this Tamti(ni jon B. takes Q. Kt.^

instead of 7. P. takea P., Black eqnally appears to come off with the

superior game {e, g,) :

—

7* B. takes Q. Kt. 7. P. takes Q. B. P.

He threatens now to play P. to Q. B's 7th next move. If you take the

Pawn with Q. Kt., he may take your K. Kt. P. with his Q., or the Bishop
with his U. P., and in either case be the winner of a Pawn*

Vaeiation L,

Begwining at Blaok^9 4th move.

WHITE. BUkCK.
1. p. to K*8 4th. 1. P. to K's 4tli.

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

3. K. B. to a Kt.'s 5th. 3. K. B. to Q. B*s 4th.
4. P. to Q. B's 3rd. 4. P. to Q's 3rd.

If at this point he play 4. K. Kt. to B's drd, yoiir best
of operatioiL appears to be the following :~

4. K. Kt. toB'sSfiL
5. P. to Q's 4th. 5. P. takes P.

6. P. to K's 5th. 6. K. Kt. to K's 5th«

7. Castles. 7. P. to QJs 4th.

(If he take the Q. B. P. with Pawn, you win n Piorp ; and if he
by taking Q. P. with Pawn, you will liave an excellent game.)

8. P. takes P. (in passing) 8. K. Kt. takes Q. P.

9. Q. B. to K. Kt.'s 5th. 9. P. to K. B's 3rd (best)

10. K. B. takes Kt. (ch.) 10. (i. Kt. P. takes K. B.
11. R. to K's sq. (ch.) 11. K. to B's sq.

12. P. takes Q. P.

And you have an evident superiority.

5. P. to Q'8 4th. 6. P. takes P.
6. P. takes P. 6. B. to Q. Kt.'s 5th (ot)
7. K. to his 2nd. 7« P. to Q s 4th.
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At your 7th move you might alsopiay R. to B's sq., or inters

pose either Bishop or Q's Kt, and in any of these cases have
a superior game.
If Black, instead of his present move, should play 7. P. to

Q. R*s 8rd, you must take his Kt. (ch.), and then play Q. to

her^R's 4th, winning the Bishop. If he play 7. Q. B. to

Q s 2nd, yon may also play 8. Q. to Il's 4th, winning.

8. Q. to her R's 4th. 8. P. takes K. ?•
9. B. takes Kt. (ch.) 9. P. takes B.

10. Q. takes P. (ch.) 10* Q. B. to Q's 2nd.

11. a takes K. P. (ch.)

And the game is much in your favour.

.

GAMES
ILLUSTRATIVE OF RUY LOPEZ'S KNIGHT'S GAME.

The two following games, ^v

Chess

WHiTi:. (Mr. Haiistein.)

1. P. to K's 4th.

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

3. K. B. to U. Kt. a Jth.

4. P. to O. B*8 3rd.

6. P. to Q'8 4th.

7. P. takes P.

8. P. to Q's 5th.

9. P. to Q's 6th.*

10. Q. takes P.

11. Q. to her 3rd.t

12. Q. Kt. to B's 3rd.

ith notes, are from the Berlin

Journal.

BLACK. (Y. H. der Laza.)

1. P. to K's 4th.

2. Q. Kt. to B's .?rd.

3. K. B. to Q. B's 4Lh.

4. K. Kt. to K's 2nd.

5. Casdes.

6. P. tal»s P.

7. B. to Q. Kt.'a 3nl.

8. Q. Kt. to his sq.

9. P. takes P.f
10. K. B. to Q. B'g 2iuL
11. P. to Q's 4th.

12. P. takes P.

* The preieiit mcyfe Is stronger, and affords a more lastuig attafk, thaa

9. K. Kt. to B'a 3rd.

t Blade may here play K. Kt. to his 3rd, which White wonM foUow
irith—

10. P. takes Q. B. P. 10. Q. or B. takes P.
n . Q. Kt to B'g 3rd,

with a. superior t^arne,

J At this point, J;uMiisch, vol. ii. p. 75, leaves the game, considering

Wliite's position as the better. The same move, 11. Q. to her 3rd, occurs

in the game which follows this ; it affords the adversary, however, an

Opportunity to diMotangle his game hy playing P. to Q'a4iiif and mthm*
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13. Q. takes P.*' 13. Q. Kt. to 3f^
14. K. R. to Q's 8q. t 1 14. Q. to K's sq.

15. K. Kt. to hh 5th4 15. Q. B. to K. B's 4th.

16. B. takes Kt. 16. P. takes R.

17. Q. to K. R's 4th. 17. Kt. to Q's 4th.

18. Kt. takes Kt. 18. P. takes Kt.

19. Q. 13. to K'ti ord.§ 19. to her Kt.'s 4th

20. B. to Q's 4th. 20. K. R. to K'ft sq.

21. Kt. to K. B't 3rd. 21. P. to K. B's 3rd.

22. B. takes K. B. P. R 22. P. takes B.

23. Q. takes B. P. 23. B. to K. Kt.'s 3rd.

24. Q. R. to Q. B's sq. 24. B. to Q. Kt.'s 3rd.

25. P. to K. R's 3rd. 25. K. R. to K's 7th.

26. Kt. to Q's 4th. 26. Q. takes P.

27. U. to her B's 6th.1[ 27. K. R. to K's sq. **

rect play would most likely lead to a drawn battle. A nmch stronger

move, althoiiffh it may not ap|)ear so tiieoretically, would be Q. to her

R's 3rd; for in that case, Black could net advance his P. to Q's 4th, as

White would gaiu an advantage by answering with K. R. to U's sq., which

would'giye to Black awj oonfined poritioa. Indeed il ii not difficult to

see, that after the more reoommended, of Q. to her R's Srd, Black's gsme
affords no satisfactory defence for a length ci time; and vn mnst repert

that the playing K. B. to Q. B's 4th» hj the second playcTi aft his third

move, is not tc be commended.
* If the Knight takes this Pawn, Black gains an advantage by Q. B. to

K. B's 4th.

t Instead of this move, White plays in the next game Q. B. to K. Kt's
6th.

X To separate the Pawns on the Queen's side.

$ If the Rook take the Fawn, the Queen gives mate ; and if, instead of

playing the Bishop to K's 3rd, he were played to K. B's 4th, Black might
exchange Bishops, and then support his Q. P. by moving B. to K's 3rd.

A bold sacrifice to be Tentured in an actual game.

% The only saving move, and one which at the same time imperils

Black.
** This is the best move. K. R. takes K. B. P. would perhaps hlf(

been good, but K. B. takes Kt. would have lost tlie game. (e.^F.)

27. Q. to her B's 6th. 27. B. takes Kt.

28. Q. takes R. (oh.) 28. K. to Kt.'s 2nd (best)

29. R. to B's 7th (ch.) 29. K. to R's 3rd.*

30. Q. to K. li s 8th (ch.) 30. K. to R's 4th.

31. Q. to K. B's 3rd (ch.) 31. K. to R's 5th.s

32. K. R. takes 6. (ch.), &c.
^

* Interposing the Bishop would cost a Piece.
^ Of mate foUowt in two or three moves.
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28. Q takes Q. P. (ch.)

89. Q.R.toB't 6tli.t

30. Q. to her 6tih.

31. R. takes fi.

32. Q. takes R.

I
33. Q. to K. B'8 6th (di.)

34. R. takes Q.

I

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

36. P. to Q. R's 3rd.

87. R. takes R.
SB. K. to B'a 2nd.
39. K. to his 3rd.

40. K. to B's 4th.

41. K. to Kt.'s 4th.

42. K. to B's 4th.

1
43. K. to Kt.'s 4th.

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

45. P. to K. Kt.'8 4th.

46. F. takes P.

47. P. to Q. R's 4th.*«

48. P. to Q. R's 5ih«

49. K. to biB Sid.

\
And tke game was

!*8 OPSNIKO*

28. K. to R^s sq. *

29. a to K's 5th. t
30. B takes Kt. §

31. K. R. to K'8 3rd.

32. Q. takes R.

33. Q. takes Q.

34. R. to Q. Kt.'s sq.jl

35. B. to Q's 4th.

36. R. to Kt.'s 3rd.^

37. P. takes R.
38. K. to Kt.'s 2iid«

39. K. to B's 3rd.

40. B. to Q. B's3nL
41. B. to K's sq.

42. B. to K. Kt.'s 3rd.

43. P. to K. R's 4th (ch.)

44. B. to K. B's 4th.

45. B. to K. Kt.'8 3rd.

46. B. takes P.

47. B. to K's sq.

48. P. tskes P.tt

igned as a dr&wn battle.

* Interposing the B. would lead to perpetual check.

1 fQ. R. to B's 4 th would also have been good, but the move in the text

' b more beautiful, as it involved a snare, into wkicii iilack fell, and enabled

White to save the game.

X Black could not lerist the temptation ofwummg the Rook for Bishop,

and thus overlooked the perpetual check. The strongest more for himwas
Q. R. to Q's sq.

I § If the other Bishop takes the Rook, White gives perpetual check.

II
We recommend the study of the terminating moves, which were

I

extremely difficult for both partie* 'T'hey prove the possibility of posi-

tions oc( urring where two Pawus nut even moved can draw the game

j

against a Bishop.

1 Black would have had a better cliance of wiiuiing by not exchanging

Rooks.

Most Important, becanse the Bishop might otherwise have preiented

the Pawn advancing to oompeL Ihe Black Ptiwn to talce.

i tt ^ Black does not take the Pawn, White would win. (?) As itis, the

gtme most be drawn, even if White hnd no Fiswas, since the P^nm on R't

lie cni nemr reach the 8th sq.

•x 8

Digitized by Google



Between tlie same Players.

(Hie first thirteen moves on each side in this game were du
same as in the preceding one.)

WHITE. (Mr. Hanstein.) black. (V. H. der Laza.)

14. Q. B. to K. Kt.'8 5th. 14. P. to K. B s lird.*

15. Q. R. to a'g 8q. 15. QL to K's sq.

16. K. R. to K'8 iq. 16. Q. to K. Kt.'8 3rd.t
17. B. takes 17. Kt. takas B.
IS. Q. takes Q. 18. P. takes Q.
19. Q. Kt. to Q's btk t ^"^^ ^' to ^
20. B. to Q's 2nd. 20. B. takes B.

21. Q. R. takes B. 21. B. to K. Kt.'s 5th.

22. K. Kt. to Q'a 4th. 22. Q. R. to K'a sq.

2X R, takes R. 23. R. Ukes R.
24. P. to K. B's 3rd. 24. Kt. takes Kt.

25. R. takes Kt. 25. B. to K's 3rd.

26. R. to K'a 4tii. 26. K. to B'a 2iid.

27. Kt. to B'a 7tfa. ' 27. R. to K'a 2n4.

28. Kt. to Q. Kt.'s 5th. 28. R. to Q'a 2nd.§

29. Kt. to Q. B'a 3rd.

After the twentj^nmth more, the game was resigned as draim.

Oaks III.—Between Captain Kemiedy and Mr. Loire*

WHITE. (Capt. K.) BLACK. (Mr. L.)
1. p. to K's 4tli. 1. P. to K's 4tli.

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

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

4. P. to Q. B's 3rd. 4. Q. to K's 2nd.

* If Black play Q. B. to K. B's 4tfa, White could gam aPawn hj taking

the K. Kt. with Q. B.

t By playing Q. to K. R's 4th, he might have avoided getting a doubled

Pawn, which, however, is not here a serious disndvantage. He could not

take the Bishop with Pawn, on account of the other Bishop taking^
Q. Kt.

X The Bishop on K. Kt.'s 5th is left en prist* for the fifth time, hut still

cannot be taken. This n.ove of the Knight wa^ nece;&dary to prepaid ^

better retreat for the Bishop.

S Had he played Q. R. P., White would have won a Pawn by playing^'

29. Kt. to Q's 6th (ch.) 29. K. to B's sq.

<iO. Kt. takes P. 30. R. takes Kt.
dl. R. takes B., &e.
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5. CaaOet.
6. P. toQ's4<li.
7. V. takes P.

8. P. to Q's 5th.

9. Q. to Q. R's 4tli.

10. Q. takes Q R.

11. Q. B. to K's 3r(i.

12. Q. P. takeii P. en pattimi*

13. K. B. P. takes B.

14. K. Kt. to Q's 4t]u '

U. P. to Q. Kt's 4t]i.

16. P. to a R'i 4th.

17. a R. P. takei P.
18. Q. takes R. (ch.)

19. Q. R. takes B.f
20. Q. Kt. to Q*s 2nd.

21. K. Kt. to K. B'8 5th.t
22. Q. Kt. to his sq.

23. K. Kt. takes ^ F.

24. K. to R's sq.

25. K. to a. R's 2nd.

26. K. Kt. tdm K. B. P.

27. Q. R. to K. B's 2nd.

28. Q. R. tdLCB K. Kt. (ch.)

29. Q. R. to K. B's Zxdu

30. Kt. to a B't 3rd.

31. Kt. to Q's 5th.

32. Kt. to K. R'^^ 6th (ch.)

S3. Kt. to K's 8th.

6. P. to Q't 3id»

6. P. takes P.

7. B to Q. Kt.'s 3rd.

8. \\ to Q. R's 3rd.

9. Q R. P. takes B.

10. Kt. to a. K's 2nd.

11. P. to Q. B'8 4th.

12. B. takes B,

13. Q. Kt. r. takes P.
14. O. to Q. B's 2nd.

15. K. Kt to B's 3nU
16. Castles.

17. B. to a. R'a 3fd.»
18. K. takes Q.
19. Q. B. P. takes P.

20. Q. to Q. B's 6th.

21. P. to K. Kt.'s 3r.!.

22. Q. to Q. Kt.'s 6th.

23. Q. takes K P. (rh.)

24. K. Kt. to K. Kt.'ii jtb,

25. K. Kt. to K's 4Ui.

26. Kt. takes Kt
27. Q. Kt. to a. B's Srd.

28. K. to Kt's sq.

29. Q. takes K. P.

30. Q. Ukes Q. Kt. P.

31. Q. to Q's3rd.
32. K. to R's sq.

And wins.

urAME IV.—Bctweeu the same Players.

(CapU K.)
1. P. to K'« 4tfa.

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

3. K. B. to Q. Kt's dtli.

4. B. tokesKt.
5. Castles.

6. P. to Q. B's 3rd.

7. P. to Q's 4th.

8. K. Kt. takes K. P.

9. Q. Kt. to (ci'8 2Qd.
iO. Q. to K's 2nd.
n. p. to Q. Kt.'s 3rd.

BLACK. (Bifr. L.)
1. p. to K's 4th.

2. Q. Kt to B's 3rd.*

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

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

7. Q. P. takes K. P.

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

9. Q. B. to K. K s 4th.

10. Q,. to K's 3rcL

11. P. to K. B'surd.

* An Ingeiiioiis mofe.
f White has a full eqwalsnt Ibr his lost Queen.
X Veiy wdl plajed.
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12. K. Kt to Q. B's 4tli« 12. Castles.

13. K. R. to K's 8^. 13. Kt. to K. R's 3rd.

14. a Kt takes K. P.* ^- 14. K. R. to K's sq.

15. Q. Kt. to K. Kt.'s 3rd. 15. a takes Q.
le. a Kt takes Q. 16. a B. to Q's 6tli.

17. K. Kt. takes K. B. (di.) 17. Q. B. P. takes Kt
18. B. takes Kt. 18. P. takes B.

19. Kt. to K. B's 4th. 19. B. to K. B's 4tli.

20. Kt. to K. R's 5tlu 20. K. R. to K. B*s sq.

21. K. R. to K\s 7th. 21. Q. R. to Q's 2acL
22. Q. R. to K s sq. 22. K. to Q's sq.

23. K. R. to K's 3rd. 23. B. to.K. Kt.'s 5th.

24. Kt. to K. B's 4th.t 24. Q. R. to K. Kt.'s 2nJr
25. P. to Q. B's 4th.t 25. K. R. to K. B's 2nd.
26. K. R. to K's 8th (ch.) 26. K. to Q's 2nd.
27. K. R. to Q. R's 8th. 27. P. to Q. R's 4i^.

28. P. to K. R's Srd. 28. B. to K. B's 4th.

29. Kt. to K. R's 5th* 29. K. to Q's 3nL$
30. Kt. takes R. 30. R. takes Kt.

31. K. to K. R's 2nd. 31. B. to Q's 2nd.

32. K. R. to Q. R's 7th. 32. R. to K. Kt's 4th.

33. P. to K. B's 4th.

And Black resigned.

Chapt£B YIII.

THE QUEEN'S PAWN GAME, OR SCOTCH GAMBIT,

Is an opening upon which but little information can be
gathered from the earlier writers. LoUi has devoted some
couBideration to a few of its more important Tariations ; but ir

was not till the occasion of the great match hj correspond-
ence, between the London and Edinbui^h Chess Clubs, wlien
each parly adopted this ojxiuiig In one of their games, that

its merits began to be appreciated. Since that period it has

undergone a searching and complete analysis, and is now

* His best move, we believe, was P. io Q. F^'s 4th. To save the Bishop,

Black must have played P. to Q. R's 4th also
;
upon which, by taking the

B., checking, and then moving U. to her R's 6th (ch.), White's attack

would have been irresistible.

t Kt. to K. Kt/s 3rd, threatening to win would have been an

awkward move for Biaek*

t R. to K. Kt.'s 3rd, followed by Ct. R. to K's 6th, if Black played

K. R. to K. Kt.'s sq., would have been much stronger play.

§ He can do no better
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acknowledged throughout Europe to be one of the most excel-

lent and suggestive methods of commencing a prame which
has ever been invented. The chief authors to be consulted

on "The Queen's Pawx Game" arc^—Ghulam Kassim, in

an interestino; little work published at Madras, in 1 829, under
the title of Analysis of the Muzio Gambit, Bcc," 4to., p. 64;
Lewis, Jaenisch, Bilguer and Y. H* der LassE^ Walker, and the

Chess-Player's Chrcmide.''

GAME THE PXRST
WHITE. BLACK.

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

2. K*s Kt. to B's 3rd. 2. Q's Kt. to B's Srd.

3. P. to a's 4th. 3. Kt. takes P.

It is from your third move the opening derives its name of

"The Queen's Pawn Game." Upon the advance of this Pawn,
Black is compelled to take it, or have a very bad position, and
this is one of the «idyantages the present gambit possesses over

the ordinary ones, in most of which the defensive player may
refuse the offered Pawn with perfect safety. Black has

now the option of taking it either with his Knight or Fawn,
and as the respective Tiuiations aie distinct in character fix)m

each other, it will be as well to exaniine them separately. In
this game your opponent takes the Pawn with his !&iight,

which Lolli commends as preferable to taking with the Pawn.
Modem authors are at issne with the Italian on this point,

and seem to concm' in opinion that 3. P. takes P. is the pro-

per mode of play.

4. Kt takes Kt. 4. P. takes Kt.

Ton may also take P. with Et., and preserve a slight advan-

tage of position, as will be shown in a variation on yomr 4th

move presently.

5. Q. takes P. 5. Kt. to K's 2nd.

He may prefer plapng 5. Q. to K. B s oid, and the following

shows the probable result.

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

P. to K's 5U|. 6. Q. to K. Kt/s Srd.'*'

1. Q'8 Kt. to B's Srd. 7. Q. takes O. B's P.

* If he play 6. O. tO her Kt.'s 3rd, yoa reply with 7. Q's £. to K's
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8. B. to Q's 3rd. 8. B. to Q. B's ith.

9« Q« tikes B« 9. Q. tato B.
10* a's Kt to Ids 5tii. 10. O. to K's 5tli (ch.)

11. B. to K'b 3rd. 11. Q. takes K. Kt.'s P.
12. Kt. takes B*8 P. (ch.) 12. K. to Q's square.

13. Q. to K. B's 8th (ch.) 13. K. takes Kt.

14. R. to Q. B'a aq. (ch.), and wins.

6. K*8 B. to Q. B s 4th. 6. Kt. to Q. B*8 Sxd*

Tf instead of this, you play 6. Q's B. to K. Kt.'s 5tli, lie may
answer with 6. Kt. to Q. B s 3rd, just the same, and you hav'e

little, if any, adTantage in the game.

7. Q. to her atlL 7. Q. tDK.B*83rd(bc8t)
8. Castles. 8. B. to K's 2nd.

You have a better opened game, but the superiority is not

important. At his 8th move he may play, instead of B. to

K's 2nd, P. to Q's 8rd, which you can answer with 9. K's B.

to Kt's 5th, and then 10. Q's Kt to B's 3id, having a

good opening.

Vabiaxion I.,

Beginning at White's move,

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

2. K's Kt. to B's aid. 2. Q's Kt. to B's Srd.

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

4. £t. takes P. 4. Kt to K's 3id.

If he play 4. K's B. to Q. B's 4th, you proceed thus

4. K's B. to Q. B's 4tli.

5. K's B. to Q. B'a 4th.* 6. Kt. to K's 3rd (best)

6. B. takes Kt. 6. K. B's P. takes B.f
7. Q. to K. R's 5th (ch.) 7. P. to K. Kt s 3rd.

8. Kt. takes P. 8. Kt. to K. li s 3rd.

9. Q. takes B.

And you have gained a P. and tlie better situation.

6. K's B. to Q. B s 4th. 6. K's Kt to B s Grd.

tfhe play 5. P. to Q*8 3rd, you eheck with ^ur B. at Q. Kt's
5th, then take the interposed Q. B*s P. with Kt, and up^

* You must not play 5. Kt takes K. B'a P., on aoommt of 5. to

K. R's 5rh.

t If he take the B. with Q's P., you ezchaage Queezis, and then taka

K. B's P. with Kt. (ch.^, wumin^ the
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Ids taking your Kt. as his best, joa take the P. with B. (ch.\

and afterwards the R., and although you give up two minor
Pieces for the R. and Pawns, your game will be preferable to

his. But he may also, at his 5th Tnu\ e, play P. to Q. B's 3rd,

audy as the subjoined variatioix shows, maintain a good defence*

5. P. to Q. B's 3rd.

6« B. tekM KL« 6. iit to R't 4th (ch.)

(T«Q macf CMdB wiHioat any dindnntage, iaatead of taUnf tht 1^)
7. a s Kt to B's 3rd. 7. Q, takes K's Kt.

8. to O. SnL 8. B. to a'B'i4tlu
9. Gaite*

Hw podtkms an about eqnaL

6. Castles. 6. P. to Q's 3rd.

7. Kt. to K. Kt's 4th. 7. B. to K s 2nd.

Your game is less confined than his, bat you haye yery little

advantage.

If at his 6th move, instead of P. to Q's 8rd, he play 6. Kt.

takes K's p., the game would probably be carried on thus;—
6. Kt. takes K'aP.

7. Kt. takes K. B's P. 7. K. takr- Kt.

8. B. takes Kt. (ch.) 8. K. takes B.

9. Q. to K. Kt.'s 4th (ch.)

And jrou afterwards gain the Kt.| and h&fe a wiaDlng position.

Haying examined the consequences arising ftom Black's

taking your Qaeen's Pawn wiih the Kmgkt at his third moye
in this game, the next will be deyoted to the yariations which
spring iiojii taking it with the King's Pawn.

GAME THE SECOND*
WHITE. BlrACK.

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

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

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

In the preceding game it was remarked that later authors, in

opposition to loUi, regarded this as Black's better way of

taking the Pawn.

* A powerM attad: nay now h'- v^nt by taking the K. B's P. with Kt.

(See game between Meseis. Coc^ane and Walker, at the end of tbe

,

pment Chapter.)
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Yoii !iave now two modes of proeeciLing, either to retake

the Pawn with your Kt. at once, or leave it to bring out your

Kin«^'s^ B., and thus be enabled to castle, and get the rest of

your forces into action speedily. The latter is by far the

more general practice, and gives rise to situations of greater

beauly and diversity than the former; we will first, therefore,

proceed to consider the consequences of this line of operation^

and afterwards examine those attendant on the immediate
capture of the Pawn. (See Game the Sixth.)

4. K's B. to Q. B*8 4th. 4. K's JB. to Q. B a 4th.

Authorities are divided on the subject of Black's 4th move,
some advocating the check with tile Bishop), and others the
move sliown here; an analysis of the variations spiiiiging from
both will follow (for the former, sec next game), so that you may
compare and jii(li,''e between them. There are also three other
moves at his couiniand, viz., 4. P. to Q's 3rd, K. Kt. to B s

3rd, and 4. Q. to K. B's 3rd, each of which shall be subse-
quently examined. (See Variations III and lY.)

5. P. to Q. B's 3rd. 5. P. to U's 6th.

• You might also play K. Kt. to his 6th (See Variation I.), or
castle at this pomt, as in Variation II. ; both of these moTes
will be examined hereafter. Black's 5th move is that for-
merly advised as best by the chief writers ; if instead he
shotdd play 5. P. takes you may take the K. B s P.
with your B. (ch.), and if he take B. with K., you play
Q. to her 5th (ch.), and then take his B. lie mav, how-
ever, adopt the move siigirosted by Jaeniseli of 5. K's Kt. to
B's 3rd, and resolve the game into a position of tbe " Guiooo
Pian^>," which we arrive at in that game by these moves:—

1. P. to K's 4th. 1. p. to K's 4th.
2. K'3 Kt. to B's 3rd. 2. Q'a Kt. to B's 3rd.
3. K's B. to Q. B's 4th. 3. K's B. to a. B's 4tfa.
4. P. to Q. B's 3rd. 4. K's Kt. to B'a 3rd.
5. P. to Q's 4th. 5. P. tftkes P.

The result of which is considered an even game. (See the
'* Guiooo Piano.") ^

6. P. to Q. Kt.'s 4th. 6. B. to Q, Kt.'s 3ri
7- P. to a Kt.'8 6th. V. Q. to K's 2nd.

^^For your 7th move the best WTiters have heretofore S9oom-
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mended Q. to her EI'b did, in whieh case tlie foDowing
moves ensue

»

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

8. Castles. 8. V. to U's 3rd.

9. B. takes doubled P. 9. Q's B. to K's 3rd.
' 10. Q. to lier B't 2na.* 10. Kt. to K's 2nd.

11. Q's B. to Kt.'s 2iid.t 11. Q's Kt to K's 4th.

12. Kt. tskes Kt. 12. P. tskss Kt.

You have still a little attack, but the advantage on yonr side

is Tcrv slij^ht.

The move of 7. P. to Q. Kt.'B 5th occurs in a game lately

played between the writer and Mr. Harrwitz, and has been»

sanctioned in practice since by some of the best players in

the country ; if Black, in reply, play 7. Kt. to Q. K's 4th, or

Kt. to his sq., his Kt for some moves is inactive, and Wlute
has time to develope his forces ; if he answer with 7. Kt. to

K*s 2nd, White plays Q. to her Kt/s 8rd, and should win*

The move adopted by Air. Harrwitz, of 7. Q. to K's 2nd,

appi ais the best.

8. Castles. 8. Kt. to K's 4th.

9. Kt. takes Kt. 9. Q. take s Kt.

10. Q. to her Kt's 3rd. 10. Q. to K. B's drd, or

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

Yon have a £ne game.

* Better tlian P. to Q. B's 4th.

t This Diove is given iu the German Handbuch," but White, it ap«

pears to me, may try the subjoined with safety :

—

11. B. to K. Kt.'s 5th. 11. Q. to K. Kt.'s 3ra.

12. P. to Q Kt.'s 5th, 12. Q's Kt. to K'a 4th.i

13. Kt. takes Kt. 13. P. takes Kt.

11. B. takes Kt. 1 i. K. takes B.

You now play K. to B's sq., and have the better same.

^ If he retreat, or go to Q. R's 4th, you first tdce K's Kt. with

Q's Bishop, then advance P* to K's 5th, exditQgs the FieoeSi and after*

vtids take P. with P.
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Bigimung at White's 5th moMW
BLACK.

^ i 4
liAii

H *

1 i
If ]

Hi
i W

ii m H
1

•

r

WUITK.

6. K'8 Kt. to his 6tli. 5. K'a Kt. to 3rd (WJ
' Tliis is his best move ; if he play 5. Q*s Kl to E's 4th, }o«

iirooeed as in the present case, but with a more favounuJe

game.

6. Kt. takes K. B's P. 6. Kt. takes Kt
If instead of taking the Kt., he now play 6. B. to Kt'f

5th (ch.), the result wffl be to your adhrantage.

6. B. to Q. Kt'i 5th (cIl)

7. P. to Q. B't 3rd. 7. P. takes P.

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

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

And you ha?e a fine attacking position.

ThisTariation is admirably exemplified in the game between

Mr. Codirane and M. Deschappelles, at the end of the CSiapter.

7. B. takes Kt. (ch.) 7. K. takes B.
8. a. to K. K s 5tii (ch.) 8. P. to K. Kt.'s 3ttL

9. a takes £. 9. P. to Q*s 3rd.

He might also play 9. Q. to E*s 2nd, which would probably be

followed up thus:—
9. Q. to K's 2ncU

10. Q. to ber B't 4ik (ch.) 10. a to K'i 3rd
* Q. to K*t 2iid. 11. P. to a'i 4tli.
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t2. P.«to K. B't Sid. 12. K'l R. to K'l sq.

13. Castles. 13. K. to Kt/s 2Qd.

U. Q. to K. B't 2iid. 14. P. takm K't P.
15. P. takes P.

The gmme ii in your flifonr.

10 Q. to her Kt/s 6th. 10. P. to Q. li s 3id.

11. Q. to her 3rd. 11. K. to Kt/s 2nd.

12. Castles, 12. Q'sB. to K s 3rd.

13. P. to Q. B's 3rd. 13. a to K. B's 3rd.

14. B. to U s 2Dd.

Ton appear to me to have the better game.

Va&iatiok II.t

2>e(jin7ii7ig at Whites 5th move.—{See the preceding diagrma.)

6. Gasdes. 5. P. to Q's 3rd.

If at tliis point he move 5. Q. to K. B's 3rd, the result will b»

somewhat in your favour; for exanii>le,

—

5. Q. to K. B'a 3rd.

6. P. to Q. B's 3rd. 6. P. to Q's 3rd.

7. P. to Q Kt/s 4th, 7. n. to Q. Kf.'s 3rd.

8. B. to Q. Kt.'s2nd. H. Kt. to K s 4tli.

9. Kt. r ikes Kt. 9. p. tnkfs Kt.

10. P. takes P. 10. B. takes P.

11. B. takes B. 11. P. takes B.

12. P. to K'i ^th. 12. Q. to hvr Kt.'s 3ra,

13. P. to Q. R'b 4th. 13. P. to Q. R'a 4th.

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

15. Kt. to Q. R's 3rd.

And although short of Pawns, your Pieces will soon be in po«verfa] to

operation with each other» and give you the stronger g&me.

6. P. to Q, B'8 ard. 6. P. takes P.
*

He may also play witjiout danger 6. P. to Q*s 6th.

7. a s Kt. takes P. 7. K's Kt. to K's 2nd,

If instead he moye 7, Cl*8 B. to K's Srd, you get the bettni

game, as follows

7. Q's Jj. to K's ord.

8. B. takes B. 8. P. takes B.

9. K's Kt. to his 5th. 9. Q« to her B's sq.

10. Q. to K. R's 5th (ch.) 10. P. to K. Kt.'s 3rd.
11. Q. to K. Kt.'s 4Ui. 11. P. to K's 4th.

U. KU to K's 6«fa« 12. K's Kt. to B'sML
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13. Q. to K. R's 3rd. 13. K. to his 2u<L

11. Q's Kt. to Q's 5th (di.) 14. Kt. takes Kt,
15. P. takes Kt., &c,

8. K*8 Kt to bis 5tb. 8. Kt. to K'9 4tk

And he has at least as ^oocl a game as yoii have. This vana*

lion serves to prove that your castling on the oth move is less

advisable than the move of 5. P. to U. B's 3rd.

Vakiatiok III.,

Beginnin(f at Black a -Uh 7nove,

WHITE. BLACK.
1. P. to K s 4th. 1. p. to ICs 4th.

2. K's Kt. to B s 3rd. 2. Q's Kt. to B*s 3rd.

3. P. to Q 8 4tb« 3. P. takes P.

4. E*8 B. to a B's 4th. 4. P. to Q*8 3rd.

Black now relinquishes the defence of the P. he has gained^
but he also, in some de:;rce, neutralizes your attack.

At tliis point, in the opinion of V. H. der Laza, he may
also equalize the game by playing 4. K. Kt. to B's 3rd» a
variation which this able writer pursues as follows

4. K's Kt. to B's Srd.

5. Kt taVet P., or (A.) Kt takes K's P.

6. B. tdces K.B'fiP. (ch.) 6. K. taM a
7. Q. to K. R's 5tli (ch.) 7. P. to K. Kt-'a 3rd.

8. Q. to her 5th (ch.) 8. K. to Kt.'s 2nd.

9. Kt takes Q's Kt. 9. Q. to K. R'a 5th.

(Another move snggested by V. H. der Laza for Black, viz*, 9. Q.
K's 8q.> I tliink preferable to the one made.)

10. Q. to her 4th (ch.) 10. K. to Kt. s sq.

11. Kt. to K's 5tb.

1 certamly think White has the better game.

(A.)

5. P. to K's 5th, 5. Kt to K. Kt.'s 5th.
6. B. takp^ K. B's P. (oh.) G. K. tiikes B.
7. Kt. to K. Kt.'5 6th (ch.) 7. K. to Kt.'s sq.

6. a takes Kt. 8. P. to K. li s 3rd.

These are the moves of the able writer mentioned ; if I am not mistakes^
White should rather play Q. to K. B's 3rd, instead of tsOciag the Kt.
immediately.

V. H. d. L's variation proceeds thus

0. K s Kt. to B's 3rd. 9. P. to Q's Srd.

10. Q. to K's 4tJi. 10. P. takes K's P«
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11. Kt. takes K's P. 11. Kt. takes Kt.

12. Q. takes Kt. 12. K. to R's 2nd.

13. Castles. 13. P. to K. Kt.'8 3rd.

14. K'8 R. to Q's aq. 14. B. to K. Kt.'8 2iuL

15. Q. to K. Kt.'8 3ivL 15. P. to a B's 3rd.

16. P. to Q. B's 3rd. 16. a to K's 2nd.

And it is remarked in the German Handbuch/' " Black has not a had

game."

6. P. to a B's 3rd. 6. P. takes P.

If you cQS&e at this moment, Black -will play 5. Q'b B. to K.
Kt.'s 5th, and sustain his P. In reply to your move of 5. P,
to Q. B's old. Black may play 5. U s Kt. to K's 4th, Avhere«

upon you may take the P. with P., and when he takes your
]^., you can check with the U. at lior R's 4th, and then take

the Kt. In the German *' Handbuch," Black is made to play

o. Q's B. to K. Kt.*8 6th; but there is evidently some mistake

in the calculations, because although after a few moves the

^ame is pronounced equal. Black in reality is minus a Piece.

He may, however, seemingly, move 5. X*8 Kt. to B*8 3rd,

f
instead of taking the P. with P., but in that case alsOy your
Pieces have greater freedom than his.

6. Q's Kt. takes P.

You have certainly the advantage in position.

Vabiation rV.,

Beginning also at Black's 4lh move,

WHTTE. BLACK.
1. p. to K's 4th. 1. p. to K's 4th.

i 2. K's Kt. to B 3 3rd. 2. a*8 Kt to B's 3rd.

I .3. p. to Q's 4th. 3. P. takes P.
f 4. K*s B. to Q. B*s 4th. 4. Q. to K. B*8 3rd.

1 lliis was a defence adopted by Mc Donnell against La Bour-

I

aonnais. It is ingenious, but it gives an irksome and restrained

position to Black for a long time.

5, Castles. 5. P. to Q's 3rd.

' If he play 6. K's B. to Q. B's 4£h, you answer with 6. P. to

K'8 5th, and upon the Q. being Tuoved to K. Kt/s 3rd or

K. B's 4th, you play K's R. to K's sq., threatening to win hei

,

by Kt. to K. R's 4tb.
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6. P. to Q. B*8 3rd. 6. P. to a*s Otii.

It would be bad play for liim to take P. with P., because bo
would bring: your U s Kt. into effective action, lie miizflit,

however, play 6. U's B. to K. Kt/s 5th, with some piausibiiity«j

6. Q's B. to K. Kt.'s 5th,

7. Q. to her Kt.''^ 3rd. 7. Ca-tlr^ on Q's side.

8. a's B. to K. Kt.'s 5th. 8. Q s Kt. to Q. R's 4th.

9. Q. to her Kt.'s oth. 9. Q. to K. Kt,'s 3rd.

10. K's Kt. to K. R's 4th, &c.

7. Q. takes P. 1. Q. to K. Kt.'s 3rd.

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

9. Q's Kt to Q. R 8 3rd. 9. P. to Q. R's 3rd.

10. Q's Kt. to Q. B's 2iid. 10. K's Kt. to R's 3rd.

Your game is better opened, but there is no very striking

disparity ui the positions.

GAME THE THIRD.

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

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

8. P. to Q's 4th. 3. P. takes P.
4. K's B. to Q. B's 4th. 4. B. toa Kt's 5th (ch.)

Black's 4th move, as was remarked in the preceding game,
has long been a vexata qua:stio among chess-players; the
majority are of opinion that, if followed by taking the adverse

Q. B's P. and Q. Kt's P., it compromises Black's game irre-

deemably; but some few believe Hie two gained Pawns to

be a sufficient equivalent for the disadvantage of position. It

appears to me that the check may be given without much dan-
j^er, but that by taking hoth the Pawns, Black subjects himself

to .ni att^ick for which his superiority of force but poorly
compensates.

6. P. to Q. B's 3rd. 5. P. takes P.
6. Castles. 6. P. to Q. B's 7th«

Instead of castUng, Mr. Cochrane brought into vogue a very

novel and ingenious mode of continuing the attack by now
taking P. with Q. Kt's P. (See tiie next game.)

Digitized by Google



I

king's KiSIGKT*8 OPEKIKG. 165

For the consequences of BLu k's taking the second Pawn ai
this point, refer to Game the Fifth.

If instead of ( it]u r move, he play 6. P. to Q's 3rd, Of
6. Q. to K. B s 3rd, I think you obtain a slightly better game.

In the first place, suppose,— *

^ „ 6. P. to Q's 3rd.
7. P. to a R's 3rd. 7. B. to Q. K»i 4th.
8. P. to Q. Kt.'s 4th. 8. B. to a Kt.'t 3rd.
9. Q. to her Kt/s 3rd. 9. Q. to K. B's 3rd.

10. Q's Kt. takes P. 10. Q's B. to K'8 3rd.

(Ton might also attack the Q. with your Q's B., and afterwards tab' die
P. with a'a Kt.)

11. Q'a Kt to a*8 6th. 11. B. takes Kt.

(He would play ill in taking your Q'g R., on account of 12. Q*8 B. tn
Kt.'s 2nd.)

12. B. takes B. 12. K's Kt. to K's Znd.
13. Q'sB. to K. Kt.'s 5th. i:^. Q. to Kt'.'s 3rd.
14. Q'sB. takes K's Kt. 14. K. takes B
15. Kt. to K. R's 4th. 15. Q. to K. B*s 3rd.

16. Kt. to K. B's 5th (ch.) 16. K. to his sq. or B's sq.

17. Q's R. to B's sq. 17. Kt. to Q's sq.

18. P. to Q. Kt'8 5th.

And the gained P. is hardly an equivalent for the confinement of his Fieci».

In the second place,—

6. Q. to K. B's 3rd.
7. P. to K's 5th. • 7. Q. to K. Kt.'s 3rd.
8. P. takes P. 8. B. to Q. B's 4th.

9. Q. to K's 2nd, 9. Q's Kt. to Q's sq.

10. Kt. to K. K's 4th. 10. Q. to her B's 3rd.

His game is ill developed.

7. Q. takes P ' 7. P. to Q's oid.

8. P. to Q. ll's 3rd. 8. B. to Q. B s 4th.

9. P. to Q. Kt.'s 4th. 9. B. to Q. Kt/s 3rd.

If he play 9. S. to Q's 5th, you take him with the Kt., and
then move Q. to her B's 8rd ; if he move 9. Kt. to Q's Sth,

you likewise take him, and afterwards take K. B's P. with
your B. (ch.).

10. Q's B. to Kt's 2nd. 10. K's Kt. to B's 3rd.

The game is about even.

I

1
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GAME THE FOURTH.

Mb. Coch&ajte's Atxack.
white. black.

1. P. to K's 401. 1. R to K*8 411u
* 2. K*B Kt. to B*8 Srd. 2. Q'b Kt to B's 3rd.

3. P. t(» Q's 4tlL 3. P. lakes P.
4. K's K to Q. B's 4th. 4. K's B. checks.

5. P. to Q. li urd. 6. P. takes P.

6. P. takes P. 6. B. to Q. K's 4th.

Your move of 6. P. takes P.» unless opposed with u]

care, will give you a Tery powerful attack.

7. P. to K's 5th. 7. P. to Q's 4tii (best)

F. to K's 5th is tlie moye adopted by Mr. Cochrane ; I have

found 7. Cosilii^ (see Yar. I.) more advantageous, because it

prevents the advattce of Bkick's P. to Q*8 4th. If Black

play 7. P. to Q*B 3rd, he has a bad opening. (See the

game between Messrs. Cochrane and Popert, at the end ot

the present Chapter.) lie may move, however, 7. K's Kt. to

K's 2nd, as commended by Jaenisch. {e, y.)

7. K's Kt. to K's 2nd.
8. Q's B. to Q. R'sSrd. 8. Castl «

9. Castlef*. 9. K. to R's sij.

(If be play 9. P. to Q's 4th, yon take the P. in passing, and the pontioiii

are aboatVqaaL)
10. R. to K'aaq.

He has a P. morep but yonr position is very snperior.

8. Q. takes P. 8. Q. takes Q.
You may also take P. with W in passing, or P. with K's B. at

yom* 8th move. In the hibt place,

—

8. P. takes P. in passing. 8. Q. takes P.
9. Q. to her Kt.'s 3rd. 9. Q's B. to K's Srd.

(Instead of Q. to her Kt.*s Srd, you can hkewise play 9. Q's B. to Q. R's
3rd, or take Q. with Q., but in eitht;x case the game is a little in Blade's
fevour.)

10. Castles. 10. K's Kt. to K's 2nd,
11. Q's B. to Q. Ixi old. 11. B. takes K's B.
12. Q. takes B. 12. to her 4th.

la. Q. takes Q. 13. Kt. takes Q.
14. R. checks. 14. K's Kt. to K's 2nd.
15. Kt. to K's 5ih. 15. Kt takes Kt
16. R. takes Kt 16. Castles on Q's side.

And yoa dars not take either Pieoe^ so Black preserves the Fawn.
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*f at the 16th move you take K's Kt. with B., he answers with P.
to K. B's 3rd.

In the second place,

—

8. B. takes Q's P. 8. K's Kt. to K's 2nd.

9. B. takes Q's Kt. (ch.) 9. K's Kt. takes B.

10. Q. takes Q. (ch.) 10. Kt. takes Q.
11. B. to Q. Kt.'s 2nd. 11. Q's B. to K. Kt's 5th.

12. Q's Kt. to Q's 2nd.

Even game.

9. B. takes Q. 9. K's Kt. to K's 2nd.

10. K's B. takes Q's Kt. (cli.) 10. Kt. takes B.
11. Q s B. to K. B's 4th. 11. Castles.

12. Castles. 12. K's 11. to K's sq.

13. P. to K. Ks 3rd.

The game is equal.

Variation I.

BLACK.

M
i

1

i i: i i 1

•

I

1

hi.-. A

I.

WHITE.

Moves 1 to 6 on each side as before.

WHITE. BLACK.
7. Castles. 7. P. to Q's 3rd.

If he play 7. K's Kt. to K's 2nd, you may move K's Kt. to his

6th, and if then he play 8. Q's Kt. to K's 4th, you can take

K. B's P. with Kt., See, checking afterwards with Q. at

K. R's 5th, and then takmg the Bishop.

8. P. to K's 5th. 8. Q's B. to K's 3rd.

If he venture to take 8. P. with P., you win by 9. B. takes

K. B s P. (ch.), and when the K. takes B., Kt. takes K's P. (ch.),

kc. ; the King then has no safe place of refuge.
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9. B. takes B. 9. P. inkos. B,

10. a. to herKt.'s Sri 10. Q. to B s sq.

11. P. takes Q s P. 11. P. takes P^

12. K*8 Kt. to his 5th,

Followed by R. to K*s sq., and you appear lo lue to iiave a

bettor game than Black.

GAME THE FIFTH.

^VIIITE. BLACK.
1. P. to K s 4th. 1. P. to K'8 4th.

2. K's Kt. to irs 3rd. 2. Q's Kt. to B s 3rd.

3. P. to Q 8 4th. 8. P. takes P.

4. K's B, to Q. B*8 4th. 4. K's B. checks,

5. P. to Q. Wb ariL 5. P. takes P.

6. Castles. 6. P. takes Q. Kt.'s P.

La Eourdonnais and most leading plu} cis concm* in deciyir.<;

this second captiu-e of Black* s, but hitherto no one has pointed

out the way to win against it.

7. a's B. takes P. 7. K's B. to his sq.

I believe this to be the best defence of his Kt.'s P. he has.

Instead of retreating the Bishop, he may play 7. K. to B's sq.,

the moTC adxnscd in the German *'Handbuch" (See Var. I.),

7. P. to K. B's 3rd, and 7. K s Kt. to B's 3rd. The eilect of i

playing either of the ktter moves may be shown before pix»-

'

eecKoing further. In the first plaee then, suppose—
7. P. to K. B's 3rd.

8. P. to K's 5th. 8. P. takes P.

(Tou may likewise play 8. Q. to her Kt.'s 3rd, and 8. Kt. to K. Kt.'s 5th,

in botli cases with a fine attack. If Bl<u!k, instead of taking the P.

with P., take it with his Kt, yon take Kt. with Kt, and then play Q0

to her Kt.'s 3rd.)

9. K's Kt. takes P. 9. Q's Kt. takes Kt
10. Q's B. takes Kt. 10. K's Kt. to B's 3nU
11. Q. to her R's 4th. 11. Q. to K's 2nd.

(If he play 11. B. to K's 2nf1. you ran then move your K's R. to K's «q.»|

and if 1 1. P. to Q. B's 4th, >'0U may play 12. P. to Q. R's 3rd, aif

thea Q's R. to his 2nd.)

12. Q's B. takes Kt 12. P. takes B.

13. P. to Q. R's 3rd. 13. B. to Q. B's 4th.

14,. Q'8 Kt to B's :^rd.

Igu havtt a ftne game.
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In the next place

7. K's Kt. to B's 3rd.

8. K's Kt. to his 5th. 8. Castles.

9. P. to K's 5th. 9. K's Kt. to his 5th.

(If he meve 9. Kt. to K's sq., you must reply with 10. Q. to K. R's 5th,

having an easy game. He may also play 9. P. to Q's 4th, or 9. P. to

K. R's 3rd, and in each case you can take his Kt. with the P., and will

have the better game.)

10. Q. takes Kt. 10. P. to Q's 4th.

11. P. to K's 6th. 11. P. takes K's B.

12. Kt. takes K. B's P. 12. R. takes Kt.

13. P. takes R. (ch.)

And you win.

Xow to resume the original game.

8. Q's Kt. to B's 3rd. 8. K's Kt. to R's 3rd.

I believe vour 8th move to be better than either Q. to her 5th

or P. to K's 5th, (both of which, with careful play on Black's

part, should result in a drawn game), and that after this sortie

of yoiu- Q's Kt., the board affords no satisfactoiy defence for

the second player.

9. P. to K's 5th. 9. K's B. to K's 2nd.

10. Q's Kt. to K's 4th. 10. Castles.

11. Q. to her 2nd. 11. P. to Q's 3rd.

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

You have an excellent attack.

Variation I.,

• Beginning at Blaclis 7th move.

BLACK.

1 %
1. 1 i.

f

p"" **" '~r^

r

I

I

E
WHITB.

Moves 1 to 7 as before.

f »
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WHITE, BLACK.
7. K. to l>'s sq.

8. P. to K s 5tli. 8. Q. to K's 2nd.

9. P. to a Kb 3rd. 9. B. to U. B s 4Ui.

He has tiie choice of two eyib, either to play -thufl, and permit

YOU to bring out the Q's Kt., or to move his B. to Q. R*8 4th,

and occupy tlic only attacking sq. which is open to his Q/8 Kt.

10. Q's Kt. to B 8 3rd. 10. P. to Q's 3rd.

11. Q's Kt. to a'« 6th. 11- a to her 2nd.

12. R. to K's sq. 12. P. takes K's P.
13. Q*8 B. takes P. 13. Kt. takes B.

14. Kt. takes Kt. 14. Q. to her sq.

15. Kt. takes K. B*s P.

And you must win.

Hie foregoing is an ooalysiB of the most imix>rtant camlnna-

tions which proceed from your playing B. to Q. B*s 44 at the

4th move, instead of taking the Pawn with your Kt. The next

consideration must be the conbuquences to be looked ibr iiom

the latter course of action.

GAME THE SIXTHL

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

2. K's Kt. to B's 3td. 2. Q's Kt. to B's 3rd.

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

4. Kt. takes P. 4. Q. to K. R*s 5th.

The move of 4. Kt. takes P., I belieye to have been censured

without good cause, and that it may be made with perfect

security. The chief objection advanced against it^ is the

counter move b^ Blade of Q. to K. R's 5th; a manoeuvre which
is highly ingemous certainly, and has been approved by every
writer of eminence from the time of its mtroduction, but
which I have the temerity to think has been somewhat over

estimated. The usual modes of op])osing this move of the

Queen have been by playing 5. Q. to her 3rd, or 5. Q'sKt. to

B's 3rd, and the result in eneli case is favom-able tor Black, as

you will see in the following examples. Firstly—

ft. Q. to her 3rd. 5.' K's Kt to B's 3rd.
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^6 may also play as advised by JHonlscli. 5. QC& Ki. to K.'» ^ik^ ani
obtain, a hue game.)

6. Kt. takes Q's Kt. 6. Q*s P. takes Kt.

7. P. to K's 5th. 7. K's B. to Q. B'a 4tlu

8. U s B. to K's 3rd. 8. B. takes B.

Qi jaa take tiie Kt. at your 8th morai he will win your Q. at least.)

9. Q. takes B. 9. Kt. to his 5th.

10. Q. to K's Znd. 10. Q. to K's 2iid.

11. P. to K. B's 4th. 11. Q. to her Kt.'B ftth (eh.;

And lie has liie better game.

Secondly

—

5. Q's Kt. to B's 3rd. 5. K's B. to Q. Kt.'B 5t^
6. Q. to her 3rd* 6. B. takes Kt. (ch.;

7. P. takes 7. K's Kt. to B's 3rd.

He has Hie advantage*

These were the accepted methods of replymo: to Black's 4th

move, iintil a few months ago Mr. Horwdtz originated another

mode, which is, I think, deserving more attention than it has
received; this ifr^

5. K's Kt. to a Kt.'8 5th. 6. K's B. to Q. B's 4th.

In an interesting article on the Scotch Gambit, in the " Berlin

Sehachzeitimg/' for October, 1846, we find this move of Mr.
Horwitz's is reviewed, and the writer, in answ^ to it, suggests

that Black may take tiie K's P. (eh.), and afterwards establisb

a good defence (the result of this way of play will be shown in

Var. I.) ; lie is of opinion, too, in comnion with mo.^t players

here, that the move in the text of 5. K's B. to (i. B"s 4th,

entirely foils the previous device of White. Upon this point

I am (Usposed to diiter with him. The game now proceeds as

follows :~
6. Q. to K. B's Srd. 6. Q's Kt. to Q's 5th.

Black's 5th and 6th moves were suggested by some members
of the London Club, and have been supposed by those who
have examined them, including the writer of the article just

spoken of and Mr. Horwitz himigelf, to compel the exchange
of Knights, and thus completely nnUify the first attack. I

believe, however, that flie exchange of rieces is not impera-
tive, and that this play of the B. and Kt., so fi«r firom weaken-
ing your game, adds much to its power. In proof, I venture
to ttuhmit the following train of play :~
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7. Kt. takes Q. B's P. (ch.) 7. K. to Q"s sq. (bo:-;t>

8* a. to K. B 8 4th. 8. K.t. takes Q. B s P. (ck)

He has apparently no stronger move.

9. K. to a s sq. 9. O. takes Q.

Any other play would be stiU more disadvantageous to him.

10. B. takes Q 10. Kt. takes Q's U.
11. Kt. takes Q s R.

I believe the best answering moves have been made by Black,

and now, upon surveying the aspect of the board, there can be

no question, I apprehend, that your game is much superior.

The Kt. which has captured your Rook, he can never extri-

cate, while, to secure yours in the same position, he must lose

many moves, and thus afford you ample time for the develop*

ment of your remaining forces.

Vabiation,

Beginning at Black' ^ bth move.

WHITE. BLACK.
1. P. to K*s 4th. 1. P. to Ks 4ih.

2. K's Kt. to B*s 3rd. 2. Q's Kt. to B's 3rd.

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

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

5. Kt. to Q. Kt.'s 5th. 5. Q. takes Ks P. (ch.)

This is the other mode of play for Black pi < posed by the

German writer, and he pursues it thus :—
6. B. to K s 2nd. 6. K. to Q s sq.

If he take the K. Kt.'s P., you move K's B. to his 3rd, &e.,

and if instead of moving his King, he play 6. K's B. to Q*s

3rd, you take the B. with your Q., and must win " the

exchange." lie may, liowever, play another move, \\7..,

6. K's B. to Kt.'s oth (oh.), the consequences of wiuch it

may be well to examine briefly.

6. K's B. to Q. Kt.'s 5tb (ch.)

7. B. to Q's 2Qd. 7. K. to Q'a sq.

8. Castles.

In this situation I think, in opposition to the able writer men-

tioned, that Black's game is vastly inferior to youi^, and tliat

with his King so circumstanced, the loss of your Pa\>ii ifi
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actually an advantage, since it afibids so mach scope for the
attadc of the Books.

7. Castles. 7. P. to Q. R's 3rd.

S. Q's Kt. to B's Srd. 8. a. to K's sq.

ITm is the retreat proposed by the German critic ; if the Q.
be moved to K's 4tli, yoii first play U s Kt. to Q s 5th, and if

then he take the other Kt., you reply with Q's £. to IL B s

4th, and have a better game,

9. K's Kt to Q s 4th.

And again, I believe, with the st/angcly changed positions of

liis King and Queen, aiul the facility atibided you for bringing

the rieccs into immediate action, that the game is very much
in your i'avom*.

GAME THE SEVENTH.

Varytnfffrom the preceding at Block's 4th move,

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

2. K s Kt. to B's 3ri 2. Q's Kt. to B's 3id.

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

4. Kt. takes P. 4. K's B. to Q.B s4th.

Tliis is probably his stron^st move; he may, though, play

4. Kt. Uikes Kt., aiid resolve the game into a position of a

former example, which we arrive at there b)—
1. P. to K*8 4th. 1. P. to K's 4th.

2. KV K> % H's 3rd. 2. Q's Kt. to B's 3rd.

3. P. to Q*g 4th. 3. Kt. takes P.

4. Kt. takes Kt. 4. P. takes Kt.

5. Q. takes P.

5. Kt. takes Q s Kt. 5. Q. to K. B's 3rd.

6. Q. to K. B's 3rd. 6. Q. takes Q.

7. P. takesa 7. Q. Kt.'6 P. takes Kt
B Q*s B. to K. B's 4th. 8. P. to Q's 3rd.

9. K's B. to Q. B's 4th, ». Q's B. to Ks 3rd

10. Q s Kt. to U's 2nd.

And the game is in every respect equal.
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GAMES
ILLUSXJEliVTiy£ OF THE QUEEN'S FAWN OK SCOTCH

GABdBIT.

(From the Chess-Player'a Chronicle.)

Oahe L^Played in the celebfated match between die
London and Edinburgh CSiess Chibs, 1826.

5.

6.

9.

10.

11.

WHITE. (Edinburgh.)

1. F. to K's 4tk.

2. K. Kt to B's Srd.

3« F. to Q's 4th.

4. Kt. takes Kt.

Q. takes P.

K. B. to Q. \V% 4tlu

Q. to her 5th.

JvL to Q. B's J^rd *

Q. i.^. to Q's 2i).l.

K. B. to U. Kt.'s 5th.

U. to lier B's 4th.

Cai-tles on K's side.

13. Q. toherSrd.f
14. Q. to K. Kt.'8 drd.

15. Kt. takes B.
16. Kt. to Q. B's 3rd.

17. B. to K. Kt.'s 5th.

P. to Q. Kt.'s 3rd,

B. to Q. B's sq.

K. M . P. takes Q.
P. takes Kt.

Q. R. to Kt.'s sq.

K. R. to Q's sq.

Q. R. to Q. Kt.'s 3rd.

P. to K. B's 3rd.

F. takes F.

18.

19.

20.

21.

22.

23.

24.

25.

26.

27. F. to K. Kt.'8 m.

BLACK. (London.)

1. F. to K's 4th.

2. Q. Kt. to B's 3rd.

3. Kt. takes P.

4. P. takes Kt.

5. K. Kt. to K's 2nd.

6. Kt. to Q. B's 3rd-

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

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

9. P. to Q's 3rd.

10. Q. B. to Q's 2nd.

11. K. B. to U. B's 4th.

12. Castles on K's side.

13. Kt. to K's 4th.

14. B. takes B.
15. F. to a B's 3rd.

If). Kt. to Q. B's 5th.

17. Q. to K. Kt.'s 3rd.

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

19. Q. takes Q.
20. B. to Q's 5th.

21. B. takes Kt.

22. P. to Q. Kt.'s 3rd.

23. Q. R. to Iv ^ sq.

24. B. to Q. R's 4th.

25. F. to K. B's 4tii.

26. a R. to K's 7th.$

27. Q. R. tskes a B. F.

* Castling would have been better play, because Black would then have

had no favourable opportunity ofbringing their K. B. into the field.

t Kt. to Q's 5th looks a tempting move, but it would have been « yer^

bad one for them. (e. g*)

13. Kt. to Q's Sth. 13. a to K. R^s 5th.

14. Kt. takes Q. B. F. 14. Q. R. to Q. B's sq.

15. Kt. to Q's 5th. 15. Kt. to K's 4th.

16. Q. to K's 2nd. 16. Q. B. to K. Kt.'s 5th.

17. Q» to K's sq. 1 7. Kt. to K. B's 6th (ch.>

Aid Bla'ik win.

X Tber thould have taken the F. with K's Eook.
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28. B. to K. B's 4tlu

29. C. takes Q. P.

30. Q. R. to his 3rd.

31. B. to Q. B's 7th.

32. K. R. to Q's 8ih (ch.)

33. R. to Q. B's 8th.

34. K. to his R's 2ncU

35. K. to his R's ML
36. B. to K. R's 2nd.

37. P. to K. B's 4th.

3R. P. to K. Kt/s 3rd.

39. Q. R. to K's 3r(l.+

P. to K. Kt.'s 5th.

K. to his Kt.'s 4th.

K. to B's 3rd.

K. to his 4th.

K. R. to Q. B's 7th ''ch.)

K. to his bth.

46. K. to B's 6tb.

47. K. takes P.

48. K. R. to K. Kt.'9 7th (ch.)

49. K. to R's 6th.

50. Q. R. to K's 6th.

51. K. R. to R's 7th (ch.)

52. Q. 11. to K. Kt.'s 6th (ch.)

53. Q. R. lakes B. P.

54. Q. R. to K. B's 6th (di.)

40.

41.

42.

43.

44.

4a.

28. Q. R. takes Q. B. P,
29. K. R. to K's aq.

30. P. to K. R's 3nt
31. R. to K's 2nd.
32. Iv. to R\s 21.(1.

33. U. to B's 8th (ch.)

34. K. R. to K's 8tli.

35. R. to K. R's 8th (ch.)

36. B. to a B's 6th.*

37. B. to Q's 7tli.

38. B. to Q. R's 4th.t
39. Q. R. to Q. B's 7th.

40. K. R. takes B. (ch.)

41. P. to K. irs 4th (ch.>

42. K. R. to irs 7th (du)
43. P. to K. Kt's 3rd/
44. K. to bi'^ Kt.'s sq.

45. Q. R. lo U. B's 4th (ch.)

46. Q. R. takes P. (ch.)

47. Q. R. to K. B's sq.

46. K. to R's sq.

49. B. to Q. Kt $ 5th.

50. Q. R. to K. B's 4th.

51. K. to his Kt.'8 sq.

52. K. to B's ?q.

53. Q. R. to Q. B's 4th.

54. K. to his sq.

* Vtom the mbjoined Yariatum it appears that ihej would not hava
Improred their game by the more ofB. to Q'a 7th«

36. B, to Q's 7th.

37. Q. R. to R'a 4th. 37. B. to K's 6th.

38. Q. R. to K's 4th. 38. B. to K. Kt'a 8th.

39. Q. R. to K's 8th. 39. R. takes B. (ch.)

40. K. to Kt.'a 3rd.

And White most win.

t If Black had played their Rook to Q. B's 7th, the opposing .^nrtv

would have moved P. to K. Kt'a 5tb. (e, g.)

38. R. to Q. B's 7th. •

39. P. to K. Kt's 5th. 39. P. takes P., or (A.)

40. a R. takes Q. R. P.

And White wins.

(A.)

39. K. R, takes B.
40. K. to hisi Kt.'s 4th.

Black cannot save th« g&me^

T ThU ia admurablj play^di
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55. P. to K. Kt.'s 6th. 55. Q. R. to Q. B's 6th.

50. P. to K. Kt.'s 4tlu 56. B. to K. B's ao. (cU^
57. R. takes H. (ch,) 57. K. takes R.
58. P. to K. Kt.'s 7tb (ch.) 58. K. to B's 2nd.

59. R. to K. R's 8th. 59. Q. R. to B's 3rd (di.)

60. K. to his R's 7th.

And Black resigned.

Oamb IL—Between Messrs. Cochrane and Walker^-

WHITE. (Mr. C.) BLACK. (Mr. W.)
}. 1'. to K's 4th. 1. P. to K's 4th.

2. K. Kt. to B's SnL 2. Q. Kt. to B's 3rd*

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

4. Kt. takes P. 4. Kt. to K's 3rd.

5. B. to Q. B's 4th. 5. P. to Q. B's 3rd.

6. Castles. 6. K. Kt. to B's 3rdL

7. Kt. takes K. B. 7. K. takes Kt.

8. B. takes Kt. (ch.) 8. K. takes B.

9. P. to K's 5th. 9. Kt. to Q's 4th.

10. P. to Q. B's 4th. lU. Kt. to Q. Kt.'s 3nL
11. K. to R's sq. 11. P. to K. R s Ith.

12. P. to K. B's 4th. 12. P. to K. Kt.'s 3ni.

13. P. to K. B's 5th (ch.) 13. K. takes K. P.

14. B. to K. B's 4th (ch.)

And Black lost the game.

Game III.—Between Messrs. Cochrane and Desdbappelles,

WHITE. (Mr. C.)
1. P. to K's 4th.

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

3. P. to Q's 4th.

4. K. B. to a B's 4tb.

5. K. Kt. to Kt.'s 5th.

6. K. B. takes B. P. (ch.)

7. Kt. UOvcs Kt.

8. P. to Q. B's 3rd.
9. P. takes P.

10. Q. Kt. takes B.

11. Q. to her 5th (ch.)

BLACK. (M. D.)
1. P. to K's 4th.

2. Q. Kt. to B's 3rd.

3. P. takes P.

4. K. B. to Q. B's 4th.

5. a Kt. to K's 4th.t
6. Q. Kt. takes B.

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

8. P. takes P.

9. K. B. takes P. (ch.)

10. K. takes Kt.

11. K. to B's square.

* We are Indebted to Mr. Cochrane for this ingenious variation from
the ordmary opening.

t This is not the comet mortp he should have played K. Kt. to R'i
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12. Q. B. to R's 3rd (eh,)

13. P. to K's jth.

14. P. takes P.*

15. P. takes f*. {i}is, ch*)

16. Kt. takes Q.
17. Castles on K's side.

18* B. to Q's eth.

19. Q, B. to K. Kt's 3rd.

20. Q. R. to Q's square.

21. K. R. to K's sqitare (clu)

22. Q. R. takes B.
23. Q. R. to his 5th.

24. Q. R. to Q. B's 5th.

25. K. R. P. takes Kt.

26. K. R. to Q's square.

27. K. R. to Q's 3rd.

28. Q. R. to K. B's oth (ch.)

29. K. R. to Q's 8th (ch.)

90. R. to K. B's 8th (eh.)

81. P. takes R«» beeomimera Q. (ch.)

And White

12.

13.

14.

15.

lb*.

17.

18.

19.

20.

21.

22.

23.

24.

25.

26.

27.

28.

29.

30.

P. to Q's 3rd.

Q. to K. Kt.'s it

Q. takes Q.
K. to B's 2nd.

Q. B. to Q's 2nd.

Q. R. to Q. B's square.

K. to his 3rd.

Q. B . to his 3rd.
B. takes Kt
K. to B's 3rd.

K. Kt. to R's 3rd.

Kt. to K. B's 4tfa,

Kt. takes B.

K. to B's 2nd.

K. R. to K's square*

K. R. to K's 2nd.

K. to his square.f

R. takes R.
K. takes R.

Oaxs IV.—Between Mesm. Popert axid Stauntmr.

WHITE. (Mr. S.'i BLACK. (Mr. P.)

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

2. K. Kt tc B's 3rd. 2. Q. Kt to B's 3id.

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

4. K. B. to Q. B's 4th. 4. K. B. checks.

5 P. to Q. B's 3rd. 5. P. takes P.

6. Castles. 6. P. to Q. B's 7th.

7. Q. takes P. 7. P. to Q's 3rd.

8. P. to Q. R's 3rd. 8. B. to Q. R's 4th.

9. P. to Q. Kt.'s 4th. 9. B. to Q. Kt.'s 3rd

10. Q. B. to Q. Kt.'8 2nd. 10. K. Kt. to b's 3ra
11. P. to K's 5th. 11. P. takes P.

12. Kt. takts P. 12. Kt. take^i Kt.

13. B. takes Kt. 13. Castles.

14. Q. Kt to B's 3rd. 14. Kt to K. Kt's Sth.

15. Q. B. to K. Kt's 3rd. 15. Q. to K. Kt's 4th.

16. Q.R.toK'ssq. 16. Q. B. to K. B's 4th.

17. Q. to her Kt's 3rd. 17. P. to Q. B's 3rd.$

* The termination of this game Is wf ingeniously played by Mr
Cochrane.

"f- K. to his 3rd would h&ve saved the game.

J Highly ingenious, the obji t t being to tt'iTi|jt White to attack tl*»

Ro(4. that Black might be enabled to Cake the K.

K
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18. B. to Q*s Cth.

19. B. takes K. R.*

20. K. B. takes K. B, P. (di.)

21. B. to Q'8 5th.t
22. Q. takes P.

2^. P. takes B.

24. K. to Kt's 2ad.

25. KL to K.'i 4Cfa«

26. Q. to K. Kt't 5tib

27. R. takfli Kt (ch.)

88. K. tdm B.

White

18. Kt. takes K. B. P.
19. Q. B. to K. R's 6tlwt
20. K. takes Q. B.

21. Q. B. P. takes B.
22. Q. to K. B's 3rd.

23. kt. takes P. (double check.)

24. Kt. to K. B's 7th.

25. a to K. Kt.'8 3rd (du)
25. Q. to her B's ML
27. B. takes

28. K. toKt'ssq.

Oah£ v.—Between ^

WHm. ' (Mr. C.)

1. P. to K's 4th.

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

3. P. to Q's 4tli.

4. K. B. to a B's 4th.

5. P. to Q. B's ^rd.

6. P. takes P.

7. P. to K's 5th.

8. Q. to her Kt.'s 3rd«

9. Castles

10. Q. B. to Q. R's 3rd.

11. Q. Kt. to Q's 2nd.

12. K. Kt. takes P.

13. Q. to Kt's 5th (ch.)

14. K. IL to K's sq. (ch.)

15. B. takes B.
' 16. Q. takes Q. Kt. P.||

17. Q. takes Kt. (ch.)

18. Kt. to K's 4th.

19. Kt. to K. Kt.'f^ 5th (ch.)

20. Q. takes K. P. (ck)

And

. Cochrane and Fopert.

BLACK. (Mr. p.)

1. p. to K's 4th.

2. Q. Kt. to B's 3rd
3. P. takes P.

4. B. checks.

5. P. takes P.

6. B. to Q. R's 4th.

7. P. to Q's 3rd.§

8. Q. to K's 2nd.

9. Q. P. takrs P,

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

11. Q. B. to K. B's 4th.

12. Kt. takes Kt.

13. Q. Kt to B's 3rd.

14. a B. to K's 3rd,

15. P. takes B.

IC. R. to Q's sq.

17. K. to his B's 2nd.

18. Kt. to K's 2nd.

19. Q. takes Kt.

ite wins.

* If he hsd taken the Kt.^ Black would have had a fine positioii of

offence.

t This is very skilful, nothing but the nicest care can save White's
game.

;|; The only move apparently to avert the threatened defeat.

$ In the analysis oi' this opening it is i^iiown that the better movs
7. P. to Q's 4th.

B This game is admirably played by Mr. Cochrane.

\
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Oaji£ VI.—Between Messrs, Horwitz and Staunton.

WHITE. (Mr. H.)
P. to K's 4tlx.

K. Kt. to B's 3rdU

P. to Q's 4tli.

Kt. takes P.

K. Kt. to Q. Kt.'8 5dut
B. to K'b 2nd,

7. P. to K. B's 4th.

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

9. Kt. ttkes R.
10. Q. Kt. to B's 3rd.

11. Q. to her 2nd.

12. a Kt. to fi's 4tlb

1.

2.

'I.

4.

5.

6.

BLACK. (Mr. S.)

1. P. to K'b 4th.

2. Q. Kt. to B's Srd.

3. P. takes P.

4. Q. to K. R's 5th.*

5. Q. takes P. (ch.) J
6. Q. to K's 4th. §

7. Q. to her B's 4th.

8. K.toQ'8fq.
9. K. Kt. to B's 3rd.

10. K. B. to K'f 2iid.

11. R. to K's sq.

12. Q. to K. B's 4tli.

* This move, which was introduced by a briUiaDt amateur of the Lou-
don CImm Ckabt « few jtm ago, hai been approved by tiie beet wiiterai

BOgaer, Lewis, JaetuBch, &c.y since, as the most effectnal way of wresu
ing the attack from the opening player ; bnt an examination of the higbly

ingenious r^oinder, deTised by Mr. Horwitz, will have the effect, if we
m^take not, of considerably weakening the reliance of players npon this

ftvourite Yariation in future.

f This is the counter move invented by Mr. Horwitz. He liad long

felt assured, he tells us, that the fourth move of Black was unsound,

tnd, after much pondering and analysis, it occurred to him that Kt. to

Q. Kt.'s iith might be satisfactorily opposed to it. The following moves
will serve to show tiie effect this move is likely to have upon the sub^e*

quent game of the second player* Suppose,—
BLACK.

5. a. tskes P. (ch.)

object Black plays his Q. ont.)

6. K. B. to Q.'a 3rd, or (A.)

7. U. takes K. B. (ch.) (best)

8. P. takes Q.

WHITS.

(It is with

6. B. to K's 2nd.

7. Q. takes K. B.

8. K. takes Q.
9. Kt. to Q. B's 7tli (ch.)

Winnmg thciezohange.

(A.)

7. Castles.

8. a Kt. to B*8 3rd.

9. Q. Kt. to Q's 5t]i.

10. a B. to K. B's 4th.

11. 0. B. tskes P. (ch.)

12. Kt to a Kt's 6th.

6. K, to Q's sq.

7. Q. R. P. one.

8. a to K's Aih,

8. P. takes Kt.

10. Q. to her 5th.

11. K. to his sq.

t He plays in evident nnconscioosness of the perils wfd& wUsh Ml
opponent's new attack snnromids liim.

I Throwing away the gamo at once.
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13. Castles,

11. a. to her 3rd.

16. P. to K. B'8 bth.

16. a. B. to K. B'8 4th.

17. B. takes B«
18. Q. R. to Q'ssq.
10. Q. takes Kt.

20. R. takes Q.
21. P. to Q. B's 3rd.

22. P. to K. B's 6th.

23. K. R. to Q's sq.

2 1. Q. R. to Q's 2nd.

25. Q. li. takes R.

26. R. to K's 2nd.

27. R. to K's sq.

28. 0. Kt to B's 5tli.

29. R. to K's 7th.

30. Kt. to Kt.'s 7Ui (ch.)

81. R. takes B.

32. R. takes K. B. P.

33. R. takes Q. R. P.

13. Kt. to K's 5th.

] 1. U. to K's 3rd.

15. a to K. B's 3rd
le. K. B. to Q's .Ird.

17. Kt takes B.
18. Q. Kt. to Q. Kt's ftth.

19. Q. takes Q.
20. R. takes B.

21. Kt. to Q. irs 7th.

22. P. to K. Kt.'s 3rd.

23. Kt. to K's (ith.

24. R. takes K. Kt. P. (cb.)

25. Kt. takt^s K. R.

26. P. to Q. Kt.'s 3rd.

27. P. to Q. Kt's 4tb.

28. Kt takes Q. Kt P.
29. P. to Q's 3ra.

30. B. takes Kt.

31. Kt. to Q. B's 5th.

32. Kt to K's 4th.

And wins.

G^ME VII.—Between Mr.
WHITE. (Capt. K.)

1. P. to K's 4th.

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

3. P. to Q's 4th.

4. Kt. takr* P.

5. Kt. takt s Kt.

6. to her 2nd.

7. Q. Kt. to B's 3rd.

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

9. a to K. B's 4th.

10. Q. takes Q.
11. Castles.

12. Kt. to K's 2nd.

13. P. to Q. Kt's 3id.

14. Q. B. takes P.

15. Kt to B's 4th.

B. QreviUe and Capt. Kennedy.
BLACK. (Mr. B. 6.)

1. P. to K's 4th.

2. Q. Kt. to B's 3rd.

3. P. takes P.

4. K. B. to Q. B's 4th.*

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

6. Q. P. takes Kt.

7. Q. B. to K's 3ra.

8. Castles on Q's side.
'

9. P. to K. R*s 3rd.

10. Kt takes Q.
11. P. to K. Kt's 4th.

12. P. to K. Kt.'s 5th.

13. K, R. to Kt.'s sq.*)

14. Kt. to K. R's 4th.

15. P. to K. Kt's 6th.

t

* This perhaps is the strongest way of replying to White's moTe ot

Kt. takes P.

f The Siici ifice of the P. here to gain an opening on the adverse K.
Rook's file, is the conception of an adept in chess strategy.

t This and the suhsecuent moves of Mr. Greville are of the very firvt

order of fine play.
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16. Kt takes Kt. IC. P. takes K. B. P. (eh.)

17. K. to R's squar<». 17. K. to K. R's sq.

18. B. to K Kf.'s 5th. 18. Q R. to K. Kt.'s sq*

19. Kt. to K. Kt.> 7th,* 19. K. B. to Q'^ .-^rd.

20. F. to K. R's 3rd. 20. Q. B. takes K. K. P.
21. P. t.ik-'s B. 21. Q. R. takes Kt.

22. R. takes P. 22. K. R. Ukes P. (ch.)

23. K. to Kt.'s square. 23. Q. R. takes B. (ch.)

24. R. to K. Kt't 2tiiL 24. B. to Q. B's 4tli (ch.)

25. K. to B's fnpm. 25. K. R. to his Bth (ch.)

26. IL to hii 2iid. 26. Q. R. tdcet R. (ch.)

27* K. to B's 3rd. 27. Q. R. to B'i 7th (ch.)

28. K. to Kt'g 3rd. 28. K. R. takes R.

And Blaek wins*

Gam£ VIII.—Between Mr. B. Greville and M. Kieseritzkv.

1.
o

W.

4.

h.

6.

7.

8.

9.

10.

11.

12.

13.

14.

15.

16.

WHITE. (Mr. B* G.)
P. to K's 4th.

K. Kt. to R's 3rd*

P. to Q's 4tli.

K. B. to Q. B's 4th.

P. to Q. B's 3rd.

Castles.

Q. B. takes P.

P. to K's 5th.

Q. to her Kt.'s 3rd.

P. tikes P.

P. to a R's 3rd.

Q. Kt. to B*s 3rd.

a. Kt. to Q's 5th.

Q. to her B's 3rd.J

K. B. to Q's 3rd.

to K's .«f|n;irr.§

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

2. Q. Kt. to B's 3rd.

3. P. tHki's P.

4. B. to Q. Kt.'g 5th (ch.)

5. P. takes P.

6. P. takes P.

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

9. K. Kt to R's 3id»

10. P. takes P.

11. B. toQ.R*s4^
12. K. B. to Q. Kt.'s 3rd.

1.^. Q. Kt. to Q. R s 4th.

14. K. Kt. to B's 4th.

15. V to K, B's 3rd.

in. C^ Kt. to Q. B's 3rd.

* With the view to pla\ In's B. to K. B's 6th if Black took the Kt.

•f"
This is irift we thiuk, to returniiifj; the Bishop home again,

% The attack is su.^iaiiic*i with a v:ood deal of vigour and ingenuity.

^ Threatening' to take off the K. Kl., and then plant the Ruuk ot

K's 7th. The young player will comprehend the importance of the Rook
heing so placed from the annexed moves, which are prohahle wheu the

Hook is played thus. Let ns suppose White had now to movet—

B. take? Kt. B. takes B.

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

Q. to h^i* 2ud. Kt. or R. attacks hoth Q. and H.

R. takes K. B. P. Kt. or R. takes Q.
B. takes K. Kt. P. (di.)

and then White mates with the Kt. n^X. move.
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17. Kt. takes K. B. 17. Q. R. P. takes K t.

18. K. Kt. to hiiStk.* 18. Q. R. to his iXn.

19. B. takeR Kt. 19. R. takes B.

20. Kt. to K's Uth (ch.) 20. B. takes Kt.

21. R. takes B. 21. R. to K's 4th.

22. Q, to K. li s 3rd. 22. R. to Q. Kt.'s 4th.

23. B. to Q. R's square. 23. K. to B's 2nd.

24. P. to K. B'fl 4tli. 24. P. to K. R't 3f4.

25. K. to K's sqmoe. 25. P. to Q's 4tli.t

26. Q. to K. R's Sth (ch.') 26. P. to K. Kt's 3id.

27. a to K's 2ad. 27. Kt. to K's 4tli.

28. P. takes Kt. 28. K. takes R.'

29. P. takes P. (dis. ch.)

Black fWiiBdBra.

ChapXE& IX*

THE QUEEN'S BISHOP'S PAWN GAME IN THE KING'S

KNIGHT'S OPENING.

This is an ofiblioot of the King's Knight's OpeniBg, so full of

interest and variety, that its omission in many of the leading

works on the game is truly imaccountable. Ponziani has

briefly tonclied on it, and proposed an ingenious sort of

coimtcr-gambit in Black's reply of 3. P. to K. B's 4th, and

Major Jaenisch has given some attention to its sah'ent fea-

tiues, but it deserv es, and, if we mistake not, will yet attain

a higher place in the cate^ry of Intimate openisgs than has

hitherto heen assigned to it.

GAME THE FIRST.

WHITE. BXACK.

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

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

3. P. to a B's Srd. 8. P. to K. B'b 401*

Black's ;3rd move is the counter-gambit suggested by Pon-

ziani. Instead of tliis move he may play P. to Q's 4th, as

in Vaiiation L, or . K. Kt. to B's 3rd, or 3. B. to Q. B's 4th,

the result of his adopting either of which will be ahowa in

the next game.

* Well plavecl. Black dare not ca])tiire the Kt.

f After this move the game is quitti irretrievable.
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4. P. to Q'0 4fh. 4. P. takes K. P.

You may likeTvise play, though not so advantageously, 4* B.
U)Q.Kt's5th. {e.g.)

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

5. B. takes Kt. 5. Q. P. takes B.

6. Kt. takes P. 6. Q. to K. Kt.'s 4th.

He must win your K. Kt. P., and will be better situated thai jrou aio.

If in place of either, you take the K. B. P. with P., the &!«
lowing moyes will show that Black gets the better game:*-

4. P. tales P. 4. P. to Q's 3rd.

5. P. to K. Kt.'s 4th. 5. P. to K. R's 4th.

6. K. Kt. to liis sq. 6. P. takes P.

7. Q. takes P. 7. K. Kt to K's 2nd.
8. K. B. to Q*8 Srd. 8. P. to K. Kt.'8 Brd.

And you must lose the Pftwn and hare an inferior position.

5. Kt. takes K. P. 5. K. Kt. to B's 3rd.

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

Tour move of 6. B. to Q. Kt.^s 5th, is an effectual bar to the

advance of the Q. P., and appears to me to ^ive you an
undeniable advantage in position. Instead of this move, the
German Handbucn/' which only cursorily notices the open*
ing, recommends you to take Kt. with Kt., which gives an
equal game. {e. g.)

C. Kt. takes Q. Kt. 6. Q. Kt. P. takes Kt
"

7. Q. B. to K. Kt's &th. 7. P. to Q's 4th.

7. B. takes Q. Kt. 7. Q. Kt. P. takes B.

If he retake with Q. P., the game may be pursued thus

7. Q. P. takes B.

S.'Q. B. to K. Kt.'s 5tb. 8. K. B. to Q*s 3rd.

9. Q. Kt. to Q's 2nd. 9. Q. B. to K. B's 4th.

10. Q. to licr Kt.'s 3rd, with an excellent position.

8. a B. to K. Kt. 8 dth« 8. Q. B. to Kt.'s sq.

Black has no good move; if he play 8. K. B. to K's 2nd, you
reply with 9. B. takes Kt., and then check with the Q. at

K. R's 5th; if he move 8. B. to Q. Kt's 2nd, you may play

9. (i. to her Kt.'s 3rrl, find win a Piece; and if he play

S. K. B. to Q's Srd, you can answer with 9. Q. Kt. to Q's

2nd, and have an excellent position.

9 P. to a Kt.*s 4tb. 9. Q. B. to Kt.'s 2nd.

Thus iar the moves are those occurring in a game between
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Mr. TTnrrwitz and the witer. Wliite now played 10. Q ta

her R's 4th, and the game proceeded thus:—
10. Q. to her R's 4th. 10. P. to Q's 4th.

11. Castlet. 11. P. to K. R's 3rd.

(At ih/b 11th morey White would play badly to take the Ct. B. P.* OR

account of 11. Q. to her 2nd.)

12. B. to K. R's 4th. 12. a to her 3rd.

13* B. to K. Kt'B 3rd.

Winning in a few moves.

You may, however, instead of moving the Queen, play at

yoxir lOtli move thus:—

10. Castles. 10. P. to Q*s 4th.

11. P. to K. B's 3rd. 11. B. to K's 2nd.

If he play 11. P. to K. R's 3rd, yon answer 12. B. takes Kt.,

and if he then retake with his Q., you can take P. with P.,

and haye a splendid game. Should he however prefer taking

the B. with K. Et P., the foUowing moves are likely to ooenr;

let us buppose,—
11. P. to K. R's 3rd.

12. B. takes Kt. 12. P. takes B.
13. P. takes K. P. 13. P. takes Kt.
14. Q. to K. R's 5th (eh.)

And then checkmates In five moves.

12. P. takes K. P. 12. Casfles (best)

13. Q. Kt. to Q's 2nd.

And you have a dear Pawn more^ and a much better game
than he has.

If he now attempt to regain the P. by taking P. with Kt»t

you must exchange Books^ and tiien you can win easily.

VAniATiov

Beginning at BlacJC^ 3rd move.

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

2. K. Kt. to B*8 3rd. 2. Q. Kt. to B s 3rd.

8. P. to a B's 3rd. 3. P. to Q's 4th.

4. K. B. to Q. Kt.'s 6th. 4. P. takes K. P.

If instead of taking the P. he play 4. Q. B. to K. KVa 5th«

tlie result must be favourable to you ; for example,—
4. Q. B. to K. Kt.'s 5th.

5. Q. to hor R's 4th. B. takes Kt.

6. B. takes Kt. (cli.) (i. P. takes B.
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7. Q. tnk s P. (ch.) 7- K. to his 2ad.

8. P. takes B.

\uu liuve a winning game.

6. Kt. takes K. P. 6. U. to K. Kt/s 4th.

He may also jhj 5. ti. to her 4th, and, if you move 6. Q. to

R*8 4th, foQow with 6. K. Kt to K b 2nd.

6. a to her R s 4th. 6. Q. taken Kt.

He has apparently no stronger move—taking the K. Kt. P*

would be disastrous to him.

7. ]>>. takes Kt. (eh.) 7. K. to^Q's iq.

8. U. takes K. P.

Gaining a Pawn and a supei iur position.

GAME THE SECOND*
WHITE. BULOK.

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

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

3. P. to a B's 3rd, 3. K. Kt. to B s 3rd.

As was before Temarked, he has also the choice of playing

3. K. B. to (i. B's 4th, fiir which see Variation I., in the pre-

sent glllUC.

4. P. to Q's 4th. 4. K. Kt. takes K. P.

6. P. takes K. P. 6. P. to Q s 4th.

These are the opening moves of a game between Messrs*

Kie^,eritzky and Hwmtz. If Black, for his 6th move, play

K. B. to Q. B's 4th, your rejoinder should be also K. B. to

U. B's 4th, and not, as recommended by Jaenisch, 6. Q. to her

5th, aiul then if he either castle or take your K. B. P., by

playing U. to her 5th, you have tbc better game. He may,

however, play 5. P. to Q's 3rd, as advised by Jaenisch,

apparenUy without disadvantage.

6. K. B. to Q. Kt's 5th. 6. K. B. to Q. B*s 4fh.

7. K. Kt. to Q\s 4th.
'

7. B. takes Kt
If he decline th(^ Kt. and play 7. Q. to her 2nd, you win a

Piece by 8. P. to K. B s 3rd. If he play 7. B. to Q's 2nd.

yoa may pursue the game as follows :—
I

7. B. to Q's 2nA

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

(Sionld he take B. with B., yon can play Q. to K. Kt.'s 4Ui| thNsten

I
iag to win the Kt. by P. to K. B's 3rd.)
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9.. Castles. 9. Castles.

10. P. to K. B's 3rd. 10. K. Kt. to Kt.'s 4tk
11. P. to K. B's 4th. 11. Kt. to K's 5th.

12. P. to K. B's 5 th.

And you have certauiiy a good game.

8« P. takes B. 8. CasUeB.

Ton can now take off Ids Kt. and caslle, and then play

to K. irs 5th, preparatory to adTaneing P. to K. B's 3rd,

havinp^ a slight advantage. This position may also occur in

the ordinary Giuoco Piano, where it is brought about by-—
1. P. f-o K's 4fh. 1. P. to K's 4th.

2. K. K . to irs 3rd. 2. Q. Kt. to B s 3rd.

3. K. B. to a. B's 4th. 3. K. B. to Q. B's 4th.

4. P. to a B's 3rd 4. K. Kt. to B's Srd.

6. P. to Q's 4th. 6. P. takes P.

6. P. to K'S (^th. 6. P. to a's 4th.

7. B. to Q. KfB 5th. 7. K. Kt. to K's 5du
8. K. Kt. takes P. 8. B. takes Kt
9. P. takes B. 9. Castles.

10. B. takes Q. Kt 10. P. takes B.

VAJLIATIOlf L,

B^mtry ai BladC9 Zrd move.

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

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

4. P. to Q. Kt.*8 4th. 4. B. to €t Kt's 3rd*
& P. to Q. Kt's 5th. 5. a Kt to R*8 4tli.

6. Kt. takes K. P. 6. Q. to K's 2nd.

7. P. to a*s 4th. 7. r. to Q's 3rd.

These moves occur in the opening of a game between Messrs.
Horwitz and Harrwitz:—

8. B. toa R*8 3rd. 8. P. to K. B's 3rd.
9. Kt. to K. B's 3rd. 9. Q. takes K. P. (cli.)

Yoa may also retreat the Kt. to his 4th, and interpose K^th
at K's 3rd, when the Q. takes K. P.

10. B. to K's 2nd. 10. K. Kt. to B's 3xd*
11. Casdes. 11. Ossfles.

12. K. B. to Q's 3id.

And you haye an undoubted advantage of situation*
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GAMES
LLUSTRATIVE OP THE QUEEN'S BISHOP'S PAWN GAIil

IN THE KING'S KNIGHT'S OPENING*

Gakb I.—Between Ifeasrs* Hanrwits and StamitoL

•WHITE. (Mr. S.) BLACK. (Mr. H.)
1. p. to K's 4th. 1. P. to K's -1th.

2. K. Kt. to B's 3rd. 2. Q. Kt. to B's 3rJ.

3 P. to Q. B't 3rd. 3. P. to K. B's 4th.

4. F. to a's 4th. 4. K. B. P. takes P.
5. Kt. takes P. S. K. Kl to B's Srd.

6. K. B. toa Kt's &th. P. to a R's 3rd.

7. B. takes Kr. 7. Q. Kt. P. takes B.
8. Q. B. to K. Kt.'s 5th. 8. Q. R. to Q. Kt.'s sq.

9. P. to Q. Kt.'s 4th. 9. Q. B. to Kt.'s 2ad.
10. Q. t r Q. R's 4th. 10. P. to Q's 4th.

11. Castles.* 11. P. U> K. R s 3nL
12. Q. B. to K. R's 4th. 12. Q. to her 3rd.

13. B. to K. Kt.'s Srd.f 13. K. R. to K. Kt.'s iq.

14. a. Kt. to 2nd. 14. Q. R. to Q. B's sq.

la. id. Kt. to bis 3id. 15. Kt. to Q's 2nd.

16. Q. Kt. to R's 5Ui. 16. Kt. to Kt.'s 3rd.

17. Q. to B's 2nd. 17. a B. to Q. R's so.

18. P. to K. B's 3id.t IB. P« takes P.

19. R. takes P. 19. Q. to K's 3rd.

20. Q. R. to K*8 sq. 20. K. B. to K's 2nd.

21. K. Kt. takes Q. B. P. 21. Q. takes R. (ch.)!

22. fi. takes Q. 22. B. takes Kt.

23. Q. to K. Kt.'8 6Ui (di.) 23. K. to Q's sq.

24. Kt. takes B. (ch.) .

And wins.

* Hie following moves will show the probable result of taking the P
*itii K-t.:

—

11. Kt. takes Q. B. P. 11. Q. to her 2nd.

12. P. to Q- Kt.'s 5th. 12. R. to Q. R's sq.

(Ki* best move ; if P. takes P., Llien White play^ U. to Iier R's 7th.)

13. Q. to her sq. 13. P. takes P., or fi. takes Kt.

And White has little if any advantage.

t Threatenmg to win the K. R. by moving the Kt. to K. B's 7th
81 Kt.'s Gth.

* This is much ptronc:er tlmn t^ikine^ the Q. B. P. with the K. Kt.

I Ue kas no better move—the game is bo^ond hope.
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Game II.—^Between Mr. Horwitz and Captain Srana,

1. p. to K's 4th.

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

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

4. P. to Q*s 4th.

5. P. to K's 5th.

6. Q. Kt. takes P.

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

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

9. P. takes P. in pa:s^iug.

10. Q. to K'f 2nd.

11. Kt takes Kt.

12. Cattles.t

13. Q. Kt. to Q't 5th.

14. Q. B. takes Kt.

15. Kt takes B. (ch.)

16. K. R. to Q's sq.

17. B. to Q. Kt/s 3rd.

18. R. to Q's 2nd.

19. Q. R. to Q'sBq.
20. Q. takes P.

21. R. takes B.
22. R. takes R.

23. Q. to her sq.

24. R. to a's 8th (ch.)

25. Q. takes R. (ch.)

26. Kt. to Q. B's 6th (ch.)

BLACK. (Mr. H.)
1. p. to K's 4th.

2. Q. Kt. to B's 3rd^
3. P. to K. B*8 4th.
4. P. tikes Q. P.*
5. P. takes Q. B. P.

6. K. B. to Q. Kt/s 5th.

7. K. Kt. to K's 2nd.
8. P. to Q's 4th.

9. Q. takes P.

10. Q. Kt. to Q's 6th.

11. Q. takes Kt.

12. Q. B. to a's 2iid.

13. Castles on Q^B side,t
14. B. takes B.
15. K. to Kt.'s sq.

16. Q. to K. R's 5th.

17. Q. to K. R's 3rd.

18. P. to K. B's T)th.

19. P. to K. B's 6th.

20. P. to Q. R's 3rd.

21. R. takes R.

22. Q. to her B's 8th (ch.)

23. Q. takes Kt. P.

24.. R. takes R.
25. K. to R's 2nd.

And White mates in four moves.

Oahe UI.—Between Capt. Etoiu an^ Mr. HendeisoiL

WHITE. (Capt. E.) M.ACK. fMr. H.)
1. P. to K's 4th. 1. [>. }.o K's 4th.

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

4. K. B. to Q. Kt.*s 5th. 4. Q. B. to K. Kt.'s 5th.

5. Q. to her R's 4th.$ 5. Q. to her 3ra.

\

* In the previous game the King's Pawn was taken,

t White has now an overwhehmng attack.

J The toss of a Piece eventually was inevitahle, and Black did wisely in
giving it up at once, to bring his other forces into action.

§ If Blacky at his 4th more, take P. with P., this move istlie bertrepl;.
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6. Kt. takes K. P.*

7. B. takes Q. Kt. (ck.)

ii. Q. takes P. (ch.)

9. P. to K. li's Srd.

10. P. to U's -llh.t

11. Q. takes Q. B. P. (ch.)

12. Q. toQ.B'i5th (ch.)

13. to Q. B't 8th (ch.)

14. Q. takes (ch.)

15« P. to K'l 5th. t
16. Kt. toQ't2tML
17. Kt. toQ. Kt.'gSrd.
18 P. to K. B'8 4th.

19. P. to K. R*s 4th,

20. K. to his 2n(i.

21. K. to \m B's 3rf!.

22. P, to K. Kt.*s 3r(L

23. Kt. to Q's 2nd.

24. K. R. to K's sq.

25. P. to Q. Kt.'8 3rcL

26. B. to Q. Kt/s 2iid.

27. P. to K. R't 5th.

28. P. takes P.

29. R. to K. R's sq.

30. R. to K. R^8 3fd.

31. R. to Q. B's sq.

^2. P. to Q. B's 4th.

33. Kt. takes P.

34. K. to his 2iul.

3"). R. to K. Kt 3fd,

30. P. to Q. R s 3ra.

37. Q. R. ti» K. Kt.'s 8(4.

38. R. to K. R's 3rd.

39. R. to Q. B's sq.U

40. R. to Q't 3rd.

41. Kt. to Q's 6th.

42. K. R. to Q. B*8 Srd.

43. P. to Q's 5th (ch.)

41. R. to Q's 3rd(ch.)
45. Kt. Ukes Kt.

46. R. to Q's 6th (ch.)

189

6. Q. takes Kt.
7. P fakes B.

8. K. to lii** ?nd.

9. R. to Q s q,

10. Q. to K's old.

11. R. to Q's> 2nd.

12. K. to his sq.

13. R. to Q's sq.

14. B. takes Q.
15. P. to K. B*s 4th.

16. Kt. to K. R's 3nL
17. Kt. to K. B's 2imL
18. B. to K's 2nd.

19. Kt. to K. R's 3id.

20. B. to Q's 2iu\.

21. B. to Q Kf.'s 4th.

22. B. to U s bth.

23. Kt. to K. Kt.'s 5th,

24. P. to K. R's 3rd.

25. R. to Q. B's sq.

26. P. to K. Kt.'s 4th.f
27. P. takes B. P.

28. R. to K. Kt's sq.

29. ICi to B's 2tid.

30. K. to his 3rd.

31. R. to K. Kt.'s2iid.

32. P. takea P.

33. B. to K's f)th (ch.)

34. B. to K. Kt.'s 7th.

35. B. to K's 5th.

36. Q. R. to K. Kt.*s sq.

37. B. to K. R's 5th.

38. B. to K. B's 7ili.

39. Q. B. to K. Kt.'s 7th.

40. B. to K. R's 5th.

41. Kt to K. B's 7tfa.

42. Kt. to K's 5th.

43. K. takes P.

44. K. to K's 3rd.

45. P. takes Kt.

46. K. to B's 4th.

* A. little premature i P. to Q's 4th first, would have strengthened the
attack.

t This is not a judicious move.

t White has still three excellent Pawns for the Piece g:iven up.

§ The power of forcing an opening here, adds greatly to the duaucea ol

Hick s success.

llhm la aolhiag to be gained bj taking th^Xtirilh the Book.
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47. P. to K'g 6th.

48. K. to bis 3rd.

49. R. to Q. B's 5th (ch«)

50. R. to Q'g 2Qd.

51. K. takes R.
52. B. to K'g 5th (ch.)

53. K. to his 3rd.

54. IC to Q*a if^
§5* R. to Q. B't sq.

56. K. to Q. B't 3fd.

47. B.

48. R.

49. K.
50. R.
51. K.
52. K.

53. B.

54. P.

55. R.
j56. R*

And Blade ipufl.

to K. B'a 6th (ch.)

to K. Kt.'s 7th.

to K. Kt.'t 5tiu

takes R.
takes K. B. P.

to K. Kt.'s 5th.

to K. Kt.'8 4th (ch.)

toK'aatlu
to Q's aq. (cb.)

to Q. B'a aq. (ch.) *

Oaxb IV.—Played between Messrs. Horwitz, Harrwitz, and
Von Camap, against Messrs. Periga!, Jones, and Captain
Evans, in consultation.

WHITE. (Messrs. H., II., & V. C.
1. P. to K's 4th.

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

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

4. P. to Q's 4th.

5. P. to Q's 5th.

6. Q. Kt. to R's 3rd.

7. Q. B. to K. Kt.'s 5th.t
8. B. takes Q. Kt.
9. P. takes P.

10. Q. to Q's 5th.

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

12. Q. takes Q. B. P.

13. Q. to Kt.'s 5th.

14. Q. to B's Gth.

15. 0. to her 5th.

16. Q. to her sq.

17. Q. Kt. tohisaq.

18. Q. to Q. B's 2nd.

19. K. B. to Q's 3r(l.

20. B. takes K. R. P. (ch.*

21. Castles.

22. Q. to her ortl.

23. Q. Kt. to Ci's 2nd.

24. Q. to K's 2nd.

25. Kt. takes Kt.

BL^CK. (Messrs. P., & £.
1. P. to K's 4th.

2. Q. Kt. to B's 3rd.

3. K. Kt. to B'a 3rd.

4. P. to Q'a 3rd.

5. Q. Kt. to K'a 2nd.
6. P. to Q. B's 3rd.

7. K. Kt. takes K. P.
8. B. takes B.
9. Castles.

10. Kt. to Q. B's 4th.

11. P. takes Q. B. P.

12. Q. B. to Q. Kt.'s 2nd
13. Q. B. to R's 3rd.

14. R. to Q. B's sq.

15. Q. B. to Kt.'a 2iid»

16. Kt. to K'a 5tii.t

17. Q. to Q. Kt.'s 3rd.

18. Q. takes Q. Kt. P.

19. Kt. takes Q. B* P.
20. K. to R's sq.

21. Kt. to K's 5th.

22. K. takes B.

23. Q. R. to Q. B'a 6th.

24. Kt. takes Kt.

25. Q. to Q. B's 4th.

* This is an interesting and well-contested p*me.

f Where is the prospective equivalent for th^ i*. now sacrificed ?

% Already Black have so manifest an advautu|;e| that with ordinal/ cart

tin ^;ame is their owe.
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f6. C R. to Q. Kt/t 26. Q. to B's 3rd«

27. P to K. B'8 4th. 27. E. to K'g nth.

28. Q. to K. Kt.'8 4th. 28. P. to K. B*8 4th.

29 Q to K. R's 5th (du) 29. K. to Kfs sp.

30. Kt. to B'i 3rd. 30. P. takes P.

31. K. R. to Q. B's 8^. 31. Q. to K s r)th.

32. P to Q. R's 4tli. 32. R. to K's 7th.

33. K to R's sq. 33. R. takes K. Kt. P.

34. R to K. B » »<i.* 31. R. to K. Kt.'s 5th.

35. Q. to R*8 3rd. 35. B. to K. R's 5th.

36. P« to Q. R'a 5tli. 56. IC R. to B's 3rd.

37. P. to a. R'l 6tfa. 37. O. B. to bit 3i^
38. Q. R. to Q. iCt's Stli (ch.) 38. K. to R's 2iid.

. R. to Kt.'s 3nL 39. R. lo K. R'i3id.

G^MBV—Placed^ Ifc Perigal and Capt Bvana. conmiltiiig

agmiist Mr. ubrwuz ana von uamap.

VHiTB. (Measrs. P. and £•}
1. P. to K's 4th.

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

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

4. K. B. to Q. Kt.*f 5th.

5. Kt tikei K. P.

6. Q. to O. R't 4ili.t

7. P. to K. B's 4lfa.

8. Kt. tak^ P.

9. K. B. to Q. B 8 4tii.

10. K. to B'8 2nd.

11. P. to Q*8 3nL
12. B. takes B.

13. K. R. to K'^ iq.

14. P. to Q's 4th.

15. U. to lier Kt.'s 3rd.

16. K. to his Kt.'s sq.

17. Q. B. to K. Kt.'s 5th.

18. P. takes P.

19. B. takes Kt.

26. Q.KttoB's3fd.

BLACK. (Messrs. H. and C.)

.1. P. to K's kh.

2. Q. Kt. to B's 3rd.

3. P. to Q's 4tb.

4. P. takes P.

6. Q. to her 4th.

6. K. Kt. to K's 2Bd«

7. P. takes P. in passing.

8. P.toQ. R's3rd.
9. Q to K's 5th (ch.)

10. Q. B. to K's 3rd.t

11. Q. to K. B's 4au§
12. P. takes B.
13. Castles.

14. K. Kt to his 3ra.

15. P. to K'a 4tii.

IG. P. Ukes P.

17. K. Kt. to K's 2nd.

18. P. to K. R*8 3nL
19. B. takes B.

80. Q. Kt. takes P.

* Q. R. takes B. would perhaps ()rolonti: the defence.

"f The attnrk nnd defence of tliis (>peaiug are botli ahh' conducted.

t It is ubuou^ that if Black had not played ?rith caution, they niurl

U)st tbrir Q. hy the B. takinL' K. B. P.

§ ^i•oliU^iIig Lo ttiivanct: the Q. Kl. I', on the Q. and B.

I Thifi looks attacking, but it is presently seen to be a weak more.
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21. Kt. takes ,Kt.

22. K. to K. B's sq.

23. K. toR'ssq.f
24. K. R. to K. B's 7th.

25. P. to K. R's 3rd.

26. Kt. to Q's 5th.

27. fe. takes P. (ch.)

28. Kt. to K. B's 4tlu

29. R. takes B.

30. Q. takes Q. Kt. P.

31. Q. to B's 8th (ch.)

32. Q. K. to K's sq. (ch.)

S3. Q. takes Q. R.

34. Q. to her 3rd (ch.)

35. R. to B's 6th (ch.)

36. Q. to K. Kt.'8 6th (oh.)

87* R. to B's Stih (eh.)

21. B. to Q. B's 4th.*

22. R. takes Kt.

23. Q. to her 2iid.t

24. Q. to K. Kt's 5tiu

25. a to K. Kt.'s 3rdJl
2G Q. R. toQ'8 7th.|!

27. K. to Q's sq.

28. Q. to her 3rd.

29. Q. takes Kt.

30. Q. R. to Q's 2iid»

31. K. to his 2nd.

32. K. to B's 3rd.

33. K. to his Kt.'B 3r^
34. K. to B's 3id.

36. K. to B's 2iid.

36. K. to KL's sq.

And wins.

Oaxs VI.—Between Messre. Horwitss and Ha]Twik&

WHITE. (Mr. ITorwitz.)

1. P. to K's 4iii.

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

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

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

5. P. to Q. Kt.'s 5th.

6. K. Kt. takes K. P.
7. P. to Q's 4th.

8. ^. B. to R's 3rd.

9. K. Kt. to K. B's 3rd.

10. K. ]). to K's 2nd.

11. Castles,

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

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

14. K. R. to K's sq.

15. P. to Q's 5th.

BLACK. (Mr. Hi

1. P. to K's 4th.

2. Q. Kt. to B's 3rd.

3. K. B. to Q. B's 4iiu

4. K. B. to Q. Ki.'s Si^d*

5. Q.^ Kt. to R's 4tih.

6. Q. to K's 2nd.

7. P. to Q's 3rd.

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

9. Q. takc-s K. P. (ch.y

10. K. Kt. to K's 3rd.

11. Castle*

12. Q. to K. Kt s 5th.

13. Q. to K s 3rd.

14. Q. to K. B's 2nd.

15. K. Kt. to his bfSiu

* Unquestionably Black have now the advantage both of Ibfoe OQrl
position.

f The proper move : White would be mated at once if they took the 4^
j Q. to K. R's 4th we believe to be preferable.

§ Here also we should rather have gone to R's 4t]i, with the view pre-
sently of pkyiug Q. to K's 4th, and B. to Q's 3rd, and because the Q. at
R*s 4th prevented the Kt. from being moved to K's 2nd or Q's 5th.

n This move is the result of impeifeol olculatioii. They shovld ntdier
lunrs played B. to Q'l 3rd
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K. K. to K. B'ssq.
17. Kt. takes Kt.

IS. Q. Kt. to Q's 2nd.

19. Kt. to a B's 4tlu

20. Kt* tikes fi.

21. K. B. to Q. fi't 2rd.
22. B. takes Qt.

23. B. to Q. B'.2nd.
24. B. takes K. P.
25. K. R. to K's sq.

26. B. to K. B*a 3rd.

27. K. R. to sf|.

28. B. takes Q. P. (ch.)

29. R. takes B.

30. Q. R. to Q. B'a sq.

31. P. takes Kt.

32. P. to K. R's 3rd.

33. Q. R. tidces Q. B. P.

34. K. R. to Q's 8th (ch.)

35. K. R. to Q*» 7th.

36. K. R. takes Kt. P. (eh.)

37. Q. R. takes Q. Kt. P.

38. K. R. to K. Kt.'s 6th.

39. K. R. to K. Kt.*s 5th.

40. Q. R. takes Q. Kt. P.

41. K. R. to K. Kt.'s4th.
42. K. to R's 2nd.

43. K. R. takes P, (ch.)

14. K. R. to B'a -ilU.

ir>.

17.

18.

19.

21.

22.

23.

24.

25.

26.

27.

28.

29.

30.

31.

32.

33.
84.

35.

36.

37.

38.

39.

40.

41.

42.

45.

K. Ki. to K's 4llu

B. P. takes Kt,

Q. takes P.

F. to K's 5th.

Q. R. P. takes

Q. takes Q.
B. to K's 3td.

K. R. to K's sq.

B. to Q. B's 5th.

P. to Q's 4 th.

B. take s Q. H. P.

B. to Q. Kt.'i 6tJi.

B. takes B.

Kt. to Q. Ws 3rd.

Kt. takes 15.

Q. R. to his 7th.

K. R. to K's 7th.

P. to K. R*s 3id.

K. to R's 2iid.

K. R. takes B. P.
K. to R'8 sq.

K. R. to Q. Kt.'s 7iK
P. to K. R'a 4th.

P. to K. R's 5Uu
K. to R'i 2nd.
Q. R. checks.

R. to Q R's 5t\.

K. to lvl.'s» 2i.d,

And wins.

RVD oy BOOK Il»
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SYNOPSIS OF BOOR IIL.

THE KING'S BISHOP'S OFBXIN6^

Wmm ME«Utt» KODXFIOATIf»II| TIZ,

lit. TisB Gam -or irn Two Knros' Bmhom
- p. to K*t 4tli . ^ K, B. to q B's 4th.

to K't 4tli. K. B. to Q. B's 4UU

2iuL Thb Italians' DEFBNCB^—

- y. to K'« 4th. K. B. toOBVfth. „ P. to Q B*8 3rd.

P,tolL'«4tli. '^'K.B.toQ.B'B4ih. "*atoK.Kt.'«^

3rd. MoDon»sll'8 Double Gambit:-^

. P. to K. B'8 4th.
4.

4ik* The Lopez Gambits—

1 Zl^JES**^* O B. to Q. B's 4t)i. o Q. to K's gpd..
^* F. to «£ K. B. to Q. B s 4tk. K to a'tML

. P.toJL B'»4tb,
^>

5tk. Tub KiNa*i Kkiqht's Defence:—
I

P«toK't4th> Q K. B. to Q. B's 4th>

6th. Thjc CouNTTSii Gambit:-^

- P. to K'l 4tlu o K. B. to g B'g 4th.

^*P.toK'»4Ch. ^' P.toK.B't4Cli.

7tii. Tbb Quxbn's Bibhof^b PawnH Dbrncb;—
« RtoK*t«llh o iLE.toQ.B'i4Ch.

^*P.ton4tli. '^'P.toO.B'f SnL

THE QUEEN'S BISHOP'S PAWN'S OPENING

1
^' O P. toq B'g »r<L

*'P.tOlt'i4lll.
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•

CkjlbteslL

1H£ iOKG'S BISHOP'S OPBNXNG

IsL an iiBfKirtant and interesting method of contmencmg the

game, and, according to PhUidor, the best that the opening
player can sdect, inaamuch as itreqniiea no initiatoiy sacrifice,

and pennits the Fkifns* to advance without obstmction from
their officers. Later authors, however, differ materially from
Philidor in his estimate of the King's Bishop's Opening, and
general opinion now is in.favour of beginning with the King'a

Knight, as the stronger and more lasting manner of attack.

Most Trriters concur in recommending 2. K. B. to Q, B's

4th ako, as Black's besU reply to the Bleep's Opening ; but
JmemnA and the authors of the German Handbuch V unani-

mensly recommend 2^ K. Kt. to B's didvin pre£sEence. Upon
ibis poinli the latter remark: "We support out option not

only by Hie authovilT^ of 4])e' *N6imdie Analyse,* in which
JfMDisch advises the play*ofthe Et., but by theexpeii^ce of

onr friends, the best playeiB of Bcarliny wm, in two of their

games by correspondence, ai^ainst Magdebui'g (1833) and
against Poscn (1839), played the move 2. K. Kt. to B"s Srd,

in reply to 2. K. B. to Q. B's 4th, and won them both."

The leading works to be consulted upon this old and favourite

Opening are—LopeZy p. 82 ; Greco (Hirschcl s ed.), pp. 56,

100; Ercole deh Eio, pp. 37, 63
; Ponziani, 17B2, p. 112;

Cozio (1st vol.), pp. 236, 276, 322, 323, 345; (2nd vol.),

p. 301; Pratt's Philidor, 1825, p^.^S; De^laiBourdonnais,

pp. 16, 110; J«amh (toL i.), pp. 136^101; «'Pdamdde/'

,

1842, p. 241 ; LewisV ^'Treatise/' 1844^pp: 88^2; Walker,

1846, pp. 105—^128; and the ooUeedon ot^glQiias in the
•* Qiess-Player's Chronicle," vol. i. to vix.

o 2
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GAME THE HEST.

WiriTE. BLACK.
1. F. to K's 4itu 1. P. to £'8 4ih.

2. K. B. to a B*8 2. K. B. to Q. B's 4tli.

Black has the choice of three good moves and several mdiffe«

rent ones, in reply to your second move. The unexceptionahle

answers are 2. K. B. to Q. B's 4th, also 2. K. Kt. to B's did, and
2. P. to K. B's 4th ; and upon the two former opinionB are so

nioely balanced, that it ie difScult, and perhaps unimportant,

to decide between them. The first of tibieBe moyes inH form
the subject of the present Chapter, and the second shall,be
examined in the next ; and 2. P. to K. B's 4th, with those

V, hich ai'c more objectionable, will be treated of in Chapter

HI.

3. P. to Q. B's did. 3. JL Kt to B s 3rd.

Instead of P. to Q. B's 3rd, you miglit ])lay 3. K. Kt. to B's

3rd, and if Black then defended his Vn^\n with Q. Kt., his

best move, you have the Giuoco Piano opening. (See Gramfe the
Sixth.) Black has. in the present debutj an infinite variety of
apparently good moves at his command ; and this circumstance
would tend to show, I think, that your move of 3. P. to
Q. B*8 3rd, although the acknowledged "classical" play, handed
<lown to us from Philidor, is not the best the board afEbrds.

He may, without much danger, make the moYe in Hie text,

-or Q. to K's 2nd ; or, as the Italiansrecommend, Q. to K. Kt/s
4th ; or P. to Q*s 4th, the defence of Mr. Lewis ; or Q. Kt.
to B's 3rd (See Games Second, Third, Fourth, and Fifth),

each of which will be examined in its tuin. If, instead of any
one of these, he play 3. Q. to K. R's 5th, or 3. P. to Q s oid,

you speedily obtain an advantage ; e» y., in the first place,

—

3. Q. to K. K's 5th.

4. Q. to K's 2nd. 4. K. Kt. to B's 3rd.

5. P. to Q's 4th. 6. B. to Kt.'8 3rd, or (A.)
6. P. tekcs P. 6. Kt. takes K. P.

7. P. to K. Kt.'8 3rd. 7. B takes K. B. P. (ch.)

8. Q. take^ B. 8. Kt. takes Q.
9. P. takes Q. 9. Kt. takes R.

10. B. to Q'a 5th. 10. a. Kt. to B's 3rd,

11. a B. to K. B's 4th.

/ ^laiiuqg the K. KU directlyy and having the better gama.
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(A.)

5. P. takps Q. P.

6. P. to K's 5th. 6. Kt. to his sq.

fli lie play the Kt. to K's 5th or R'^ 4th, yon more 7. P. to K. KU'a
Srdf aud win hira.)

7. K. Kt. to B's 3rd. 7. Q. to K. Kt.'s olh.

8. B. takes K. B. P. (ch,) 8. K. to H's sq. (best)

9. P. to K. R's 3rd. 9. Q. to B's 4th.

(By taking the Kt« P. he lo&cii hi^ Q.)

10. B. takes K. KU 10. takes B.
11. P. takes P.

You have a much better game

lu the second place
3. P. to Q'l Sid.

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

5. P. takes P. 5. B. to Kt/s 5th (ch.)

6. Q. Kt, to B'l 3rd. 6. B. Ukea Kt. (ch.)

7. P. takes B. 7. K. Kt. to 2iid.

8. Q. CO K. R's 5th. 8. Castles.

9. Q. B. to K. Kt/g 5th. 9. P. to K. Kt.'8 3rd.

(If he play 9. P. to K. R's 3rd, you may moTe 10. K. Kt. to B'e 3c4,
leaving your B. to he taken.)

10. Q. to K R's uh. 10. K. R. to K't 00.

11. B.take8K.B.P.(eh.)

And yon ubi eaidly.

HaTing di^scd of these unsafe defences^ we can now con-

tinue the regukir |^ame :—
4. P. to Q 8 4th. 4. P. takes P.

If Black, for his 4th moTe, play B. to Q's Srd, you take P. with
P., nnd then advance P. to K. B's 4th. He may, however,

play auother move, viz., 4. B. to Q. Kt. s 3rd, and the game
proceed thus;

—

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

5. P. takes P. 5. Kt. takes P.

And by playing 6. Q.to her 5 th, or B. takes K. B. P. (ch.}, you gain
a striking advantage.

5. P. to K. 8 5th. 5. P. to U s 4th.

He may also play 5. K. Kl to K*s 5th, or 6. Q. to K's 2nd;
but in either case the result after a few moyes will be in your

£iT0ur. For example, in the first place,

—

5. Kt. to K's 5th.

6. Q. to K's 2nd. 6. P. to Q's 4th.

(Toa may with equal ad?aiit«ge play 6. B. takes K.B. r.(ch»)
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7. P. takes P. in passing. 7. Castles.

8. P. takes Q. B. P. 8. Q. takes P.

D. Q. takes Kt.

And youi have gained a Piece.

In the second place
5. Q. to K's 2rid.

f). P. takes P. 6. B, to Q. Kt.'s 5tli (ch.)

7. K. to B's sq. 7. Kt. to K's 5th.

(Your move of the King is mucii abetter thau interposing a Piece*)

8. Q. to K. Kt.'s 4th. 8. P.JtoJL B's 4th.

(If he play 8. Kt. to K. B's 3rd, ycm reply with 9. Q. takes K. Kt. P.i
jl he move 8. Kt. to Q's 3rd, you play 9. K. B. to K's 2nd ; and if he
play 8. P. to Q. B's 3rd» you take the Kt^ and in every case nuut
have the better game.)

9. Q. to Ws 5th (eh.) 9. P. to K. Kt's 3rd.

10. Q. to R*8 6th. 10. P. to a B'g 3rd.

11. P. to K. B's 3rd. 11. P. taQ'«4th.
12. B. to K's ^d.

Winning the Kt
6. P. takes Kt. 6. P. takes B.

If you retreat the B. to Q. Kt.'s 3rd, or check with him at

Q. Kt.*8 5th, the result, according to the best autliorities, is an
even game ; but taking the Kt. spears to me to yield you a
slight advantage.

7. P. takes K. £t. P. 7. E. to K. Kt's fq.

If he check with his Q, £rst^ you may interpose .Q.. at
K's 3rd.

Instead of taking the K. Kt. P. at tin's point, you may
play 7. Q. to K. E's 6th, but not, I think, with the same
advantage. For instanoe

7* Q. to K. R's 5th. 7. Castles.

(Castling his best move.)

8. Q. takes B. 8. R. to K^ ?q. (ch.)

9. K. Kt. to K's 2nd. 9. P. to Q's bth.

10. Q. B. to K's 3rd. 10. P. takes Kt.

11. U. Kt. to Q's 2nd. 11. Q. Kt. to R's3rd.
12. Q. takes doubled P. 12. Q. takes P.

13. CU takes P. at K's 2ttd.

The i^une is about e^en.

8. Q. to K. W^ML 8. a to K's 2nd (du)
9. K. to a*s sq. 9. . B. takes P.

10 X^CEt to fi's and. 10. aKt toB's 3zd.
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11. K. R. to ITs iq. 11. Q. B. to Vb Sid.

12. R. takes B. 12. Q. takes li.

13. Q. takes B. 18. P. to Q. Kt's 3rd.

14. Q. to her Kt/a 6th. 14. R. takes K. Kt P.

In the German Handbuch*' the game is now dismissed as

fiTOonible to Black ; but in "what his advantage consists is not
cdear. I certainly prefer yonr game* You can now take P.
"wiUi P., and present^ devdope your fixrce8« having a Piece

aM»e tfam your opponent, aoartvery litde in&riority of poa^
tion.

OAME THE 6£eom
WHITE.

1. P. to K's 4th.

2. K. B. to Q. B's 4flu

3. P. to Q. B 8 3rd.

4. K. Kt. to B*8 did.

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

2. K. B. to a. B's 4fh.

8. Q. to K's 2nd.

4. P. to a'8 3rd (best)

If he take the JL B. P. (ch.) instead, you get the better game*

5. K. takes B.

6. P. to a'a 4tli.

7. Kt takes K. F.
8. K. M K'ssq., &e.

5. P. to Q's 4th.

4. B. takes B. P. (ch.)

5. Q. to her B's 4tii (ch.)

6. Q. takes B.

7. a to K's 3id.

5. P. takes P.

He may also retiie his B. to Q. Kt.'8 3rdy with a safe thongh
somewhat confined |^une.

6. Castles. 6. P. takes Q. B. P.

Mr. Jaenisch gives this as Black's best move.

7. P. to a Kt*8 4th. 7. B. to Q. £t.*8 3rd.

Your 7th move is a suggestion of ICr. Petroff» and serves to

increase the power of your attack. If he take the offisred P.
with his B., the game is likely to proceed as follows

7. B. takes P.

8. Q. to R's 4th (ch.) 8. Q. Kt. to B's 3rd.

9. K. B. lo Q. KL.'s 5th. 9. T. to Q. B's 7th (best)

10. B. takes Kt. (ch.) 10. K. to B's sq. (best)

(If he retreat the K. to Q's sq., you may take B. with Q., he replies

with F. takes Q. Kt. (becoming a Q.), you take this Q. with theQ.R,,
he tlien takes the B,, ami you moTe U. to her B's 3rd| with a Laa
attackijig game.)
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11. B. Ukes Q. Kt. P. 11. Q. B. takes B.
12. Q. takes K. B. 12. V. takes Kt. (becoming & ^>
13. a R. Ukes Q. 13. B. takes K. P.

14. K. IL to K'g M. 14. P. to K. Ft 4th (best)

15. Kt to Kt't 5tL 15. Q. to bflr 2nd.

16. Kt. takes B. 16. P. takes Kt.

17. Q. takes K. P.

And yon mnst at leait regi^ a Pawn, and havs a good position*

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

If instead of this more he play 8. B. to K's 3rd, you move
9. Q. Kt. to d's 5th, and brmg the game to a position similar

to one in the Scotch Game, fiEmnirable to the first player. If

he play 8. B. to K. Kt.'B 5th, you answer also with 9. Q. Kt
to Q's 5th, and afterwaids P. to Q,. R"s 4th. The move in the

text is given by Jaenisch, Bilguer, and H. der Laza, as

Black's best.

9. Q. Kt to a*8 5th. 9. Kt takes Kt
You may play, but with less benefit, I think, 9. Q. B. to

K. Xt.'s 5tJi ; for example,

—

9. Q. B. to K. Kt.'s 5th. 9. Q. B. to K's 3rd.
*

10. Q. Kt. to Q's 5th. 10. B. takes Kt.
11. P. takes B. 11. Castles.

12. R. to K's sq. 12. Q. to her sq.

And he has a Puwn more, and no inferiority of situation.

10. P. takes Kt 10. Castles.

11. Q. B. to U. Kt/s 2nd. 11. Q. B. to K. Kt's 5a.
12. K. R. to K's sq. 12. Q. to her sq.

Youi" attack is hardly an equivalent for hia extra Pawn.

GAME THE THIRD.

The Italians' Dsmrcs.
WHITE. BLACK.

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

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

3. P. to a B's ard. 8. Q. to K. Kt's 4th.

This defence of Black's is the favourite of the three gnat
Italian masters, Del Rio, Lolli, and Ponziani, and is given by

Jaenisch as the best he can adopt. (See '^Analyse Nouvells

^ Ouvertures," &c., pp. 167—185.)\
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4. Q. to K. B's 3rd. 4. Q. to K. Kt.'s 3nl (best)

Ihis move of your Queen, whicli is given by Del Rio, is gene-
i-ally acknowledged by all authors to be the best you can
adopt. Instead of it, Mr. Fetroff has proposed 4. K. to B's sq,,

a moye of remarkable ingemiity, but which, if correctly

opposed, is, in the end, disodTantagcous to your ganie» as the
following moTes will demonstrate

«

4. K. to B's sq. 4. Q. to K's 2nd.

(By tills retrerit Blnck utterly disconcerts tlie meditated attack ; almost
any otiier ])l;iy would afford yon an opportunity of developing your
game with rapidity and effect, but this proves the move of yoor Kiug tO>

be subtle, but not sound.)

5. P. to Q's 1th. 5. B. to Q. Kt.'s 3rcL

6. K. Kt. to B's 3rd. 6. P. to Q's 3rd.

And from the unfortunate position of your King, Black has the bettec

game.

6. K. Et. to K's 2nd. 5. P. to Q^s 3rd.

• Instead of so playing, he can moye 5. Kt. to B*s 3rdy <nr

5. K Kt. to B*s 3rd. In €he first place,—
5. Q. Kt. to B's 3rd.

5. P. to Q's 3rd. 6. P. to Q'a 3rd.

7. B. to K's 3rd. 7. B. to a Kt.'i 3id.

8. Q. Kt. to Q's 2Dd. 8. K. Kt to K's 2nd.
Even game.

In the second case,—
5. K. Kt to B'a 3rd.

6. P. to Q's 4th. 6. P. takes P.

(If he decline the Pftwn, jou take P. with P., and have the better ganwt^

7. P. to K's 5th. 7. Kt to K's 5th.

8. P. takes P. 8. B. checks.

(Ton woold do wrong to take the K. B. P. with your B. (cfa.X aft tke
8th move.)

9. Q. Kt. to B's 3rd.

And you have the advantage of position.

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

His best move; if he attack your Queen with his Q. B., you
may take K. B. P. with B. (ch.) ; and if he take P. with K. P.,

y ou obtain a better opened game.

7. P. takes P. 7. P. takes P.

8. K. Kt. to his 3rd. 8. K. Kt. to B's 3rd.

9. P. to K. R's 3rd.

The game is canal.
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GAME TUE FOURTH.

Lswis^s CSovnsB Oamjkt.

WlflTE. BLACK.
1. P. to K*s 4th. 1. P. to K's 4th.

2. K. B. to Q. B's 4tii. 2. K. B. to a B'«^
3. P. to a B 8 3rd. 3. P. to Q's

Black's counter move in this variation we owe to the inventi»

of Mr. Lewis. At one time it was held to be iii\'incible; ani

even now, aflcr passinp^ the ordeal of rigid analysis, it is

acknowledged to he an iD<;enious and beautiful dibut^ and one

which may be adopted with security, aa leadiiig to an eren

game.

4. B* takes P. 4. KEt to B'siid.

If you take the Pawn with Pawn, instead of Bishop, he

answers with 4. B. takes K. B. P. (ch.), and if your Kii^

takesy he plays Q. to iL B's dth (ck), &o.

5. Q. to K. B's 3rd. 5. Castles.

Your present move is recommended as your best by tlio'

German Handbuch," but the obvious and ordinary move fof

you is 5. Q. to her Kt.'s 3xd, which leads to maay high^.

iDstroctiTe sitoations; for example, in the first place,—

5. Q. to her Kt.'s 3rd. 5. CasOei.

6. B. tikes Kt. P. 6. B. takes B.
7. Q. takes B. 7» a to her eOu
8. Q. takes R. 8. Q. to her R's 3rd.

9. P. to Q's 4th. 9. Q. Kt. to Q's 2nd.
10. Q. takes R. (ch.) 10. B. takes Q.
11. P. to K. B'tScd. 11. P. takes a P.

12. F. takes P. 12. Q. to Q's 6th.

Black has the better game.

Secondly,

—

5. Q. to her Kt.'s 3rd. 5. Castles.

6. B. Ukes Q. Kt. P. C. B. takes B.
7. Q. takes B. 7. Q. to her 6th.

8. Q. takes R. 8. P. to a B's 3rd.

9. Q. to Kt.'s 7th. 9. A takes K. P. (ch.^

10. Kt. to K's 2nd. '10. takrs K. Kt. P.

11. K. R. to B's sq. 11. Kt. to Kt.'s dth.

12. P. to Q's 4th. 12. P. tak«! P.

13. P. taked P. 13. Kt, takes K. R. P.
14. Q. Kt. to Q's 2nd>

And bjf this moTe you obtain the better |;aais»
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Thirdly,

—

5. Q. to her Kt.'s 3rcL 5. Castles.

6. K. Kt. to ir.s :3rLL 6. P. to Q. B's 3ril.

(ifinslead be take the B. with Kt., you retake with your ^» and thA
game in a fi vv moves becomes quite even.)

7. B. takes K. B. P. (ch.) 7. R. takes B.
8. Kt. takes K. P. 8. Q. to K's 2nd.

(ShoukI he take K. B. P. with B. (ch.), you must piay K. to B'» aq.)

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

10. Kt. takes Q. .10. K. take» iLL
11. P. to a s 4th.

AxA you havA. &iuie game.

6. P. to a'8 4tlu 6. P. takes P.
7. Q. B. to'K.'KVB 5ik. 7. P. takes P.
8. Q. Kt. takes P. 8. Q. Kt. to Q's 2ncL

9. Castles. 9. P. to Q. B's 3rd.

10. B. to Q. Kt's 3rd. 10. Q. to K's 2nd.

The game ift even.

GAME THE FIFLU.

WHITS. BLACK.
1. P. to K*8 4th. 1. P. to K's 4th.

2. K. B. to a B's 4th. .2. K. B. to Q. B's 4th.

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

Hie move of 3. Q. Kt to^'s 3rd, may be played with safety,

I bdieve, provided Blftck' retreats Ins B. to Q. Kt«*s 3rd,when
your Q. P. is thrown forward; bntif ha take the P., you cer-

tainly have the advantage.

4. P. to Q's 4th. 4. B.toaKt. s3rd(best)

5. K. Kt. to K's 2nd. 5. K. Kt. io JB a 3rd.

6. Q. to her 3rd. 6. Castles.

7. P. to K. B's 4ih. 7. P. takes Q. P.

8. P. to K*8 5th. 8. P. to a*8 4tL
9* B. to a KVb 3rd. 9. K. Kt to K*8 5th.

10. a B. P. takes P. 10. P. to K. B*s 4i3i.

11. Q. Kt. to B's 3rd. 11. U. B. to K'lS 3rd.

jSkfid the.game is eif^en.
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GAME THE SIXTH.

AVlilTE. . . BLACK.
1. P. to K's 4th. 1. P. to K'8 4th.

2. K. B. to Q. Bs 4th. 2. K. B. to Q. B's 4tii.

3. JL Kt. to B 8 3rcL 3. P. to U 8 arcL

I quite coBCur with Major Jaenisch in omnion that your mow
of K. Kt. to B's 3rd is more vigorous and attaddng than P. to

Q. B'b ord, and that it has not been sufficiently appreciated by
authoi-s. As he observes, you evade by this move the powerful
defence of the Italian waiters, 3. Q. to K. Kt.*s 4th, and
that of Mr. Lc^vis, 3. P. to Q s 4th, involving a long and

|

complicated series of defensive manoDuvres, the slightest error \

in which would be dangerous to your success, and which»

when played with perfect accuxacy, seems to lead only to an
equal game.

In addition to the present move, you have the dioice for

your third step of the following mores:—1st, Q. to K*s 2nd^
which will be treated of under the head of *'The Lopez
Gambit" (see Game 18th) ; 2ndly, of Q. to K. B*s 3rd;
3rc%, of Q. to K. Kt.'s 4th; 4tbly, of U. to K. R's 5th:

Sthly, of P. to Q's 4th ; 6thly, of P. to Q. Kt.'s 4th ; and
lastly, of P. to K. B's 4th, each of which shall be examined in

detail as vre proceed.

If lilack, in answer to 3. K. Kt. to B's 3rd, play 3. Q. Kt. to

B*8 3rd, the opening becomes the Giuoco Piano. His present
move, Jacnifich cites as the best, now his K. B. is in the

field. He may, however, play also 3. £. Kt. to B's 3rd, find

the game then be followed thus:

—

3. K» Kt* to B's 3vd*

4. Kt. takes P. 4. Kt. takes P.

5. B. takes P. (ch.) 5. K. to B's sq.

6. Q. to B's 3rd. 6. B. takes P. (ch.)

7. K. to his 2nd. . 7. P. to Q's 3rd.

^. Q. takes Kt. 8. P. takes Kt.
d. E. to B's sq.

And joa bate a fine game.

4. P. toa B*8 3rd. 4. K. Kt to B's 3rd.

I have fo'.ind in piny thnt 4. P. to Q's 4th sravo me a free well

opened game, preierable to any obtained by the moTe in tiie

text.

Black, instead of bringing out his K« Kt., mig^t retreat his
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B. to Q. Kt.'s 3rd, or play Q. to K's 2nd, vdth a safe though

cx)iifiiicd position. If he phxy 4. Q. B. to K's 3rd, you take

B. with B.y and then move Q. to hi i Kt.'s 3rd. If he venture

the counter-gambit 4. P. to K..B'8 4th, you retort with P. to

Q's 4th, having a much better game ; and kstly, if he move
4. Q. B. to K. Kt/8 5tli, you phiy 6. Q. to her Kt*8 8id»

wimiing at least a Pawn.

5. P. to Q's 4th. 5. P. takes P.

6. P. takes P. 6. B. to Q. Kt.'s 5th (ch.)

He may aUo retreat his B. to Q. Kt/s 3rd, as in the following

eiamide:

—

6. B. to Q. Kt.'s 3rd.

7. Q. Kt. to B's 3rd. 7. Q. B. to K. Kt/s5th.

(If he castle instead, you move 8. K. B. to Q's 3rd.)

8. Q. B. to K's 3id. 8. Castles.

9. K. B. to Q*s 3rd. 9. Q. Kt. to B's 3rd.

10. K. B. to Q. B's 2Dd. 10. B. takes K. Kt.

11. K. Kt. F. takes B.

And his King will be exposed to a dangerous attack from yoYur Rooks on
the open K. KU'a fiV.

7. B. to Q's 2nd. 7. B. takes B. (ch.)

8. Q. Kt. takes B. 8. P. to a*s 4th.

If he take 8. K. P. with his Kt., you pla}^ 9. B. takes

K. B. P. (ch.) ; but if he castles instead, you then move
9. K. B. to Q;s ard.

9. P. takes P. 9. Kt. takes P.
10. a to her Kt.'s Srd. 10. P. to Q. B's 3rd.

11. Castles. 11. Castles.

You have the move, and yoiu: Pieces are in better play.

GAME THE .SEVENTH.

WHITE. BIiiiCK.

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

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

o. Q. to K. B s Old. 3. K. Kt. to B's 3rd.

Your Queen is ill^laced in occupying the square on ivbidh

your K. Kt. shonla stand, and Urn mode of attach is not to

beadTised.

4. P. to K. Kt's 4tli. 4. P. to 0:% 4th.
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Jfvon played instead 4. Q. to K. Kt.'s 3rd, Black could hare
oafitled, or he might have played 4. P. to Q's 3rd, leaving you
to tskib thflt K. Kt P., the consequences of whkk hwre heenL

abeadjTMtBiiiilio oaaiTW^f^tfaio K. KVb Qpniiingy p«

5. K. B. takes Q. P. 5. Q. B. takes P.

You could have taken P. with P., but would- not have im*
proved your game by i*.

6. Q. to Q. Kt/s 3xd. 6. K. Et. takes E. B.
7. P. takes Kt. 7. K. B. to Q. Kt.'s ard.

If you take the Q. Kt. P. at the 7th move, he may win jjrow

Q, by moving K^Et* to Kt^'s 3rdy and then Q. B. to his sq.

8. Q. to K. Kt.'s 3rd. • 8. Q. td K, B s 3rd,

Black has the better game.

GAME iUE EIGHTH.
WiriTE. BLACK.

1. P. to K 8 4th. 1. P. to K s 4th.

2. K. B. to Q. B^s 4th. 2. K. B. to Q. B's 4th.

3. a to £. Kt/s 4th. 3. a to IL B*b 3id.

Hie present soriie of your Queen is equally objectionaUe wiih
3. Q. to K. B*s 8rd, and may, like that^ be very shortly
dismissed.

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

5. K. Kt. to B's 3rd. 6. Q. Kt. to B*s 3rd.

6. Q. to K. Kt.'s 3rd. 6. P. to Q's 3rd.

7. Q. B. to K. Kt.^s 6th. 7. Q. to K. Kt.'s 3rd*

a. Q. Kt. to Q's 2nd. 8. P. to K. B s 3rd.

Black has the advantage.

GAME THE NINTH.

white; beagk;
1. P. to K's 4tli. 1. P. to K's 4th.

2. K. B. to a B's 4th. 2. K. B. to Q. B s 4Ui.
8. Q. to K. E's 5th. 3. Q.:to K s 2tid.

Qt. to K. K*s 5th is less exceptionable than the former plaoitr

for her, ygt this isitnot a good mora^. BUnk's best- reply
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is Q. to K's 2nd, but he majr also defend his E. B. P., and
at ihe same time attack. 79vns» by pi)ajnng* 3».Q^to K. B'l

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

4. K. Kt. to B's Srd. 4. P. to Q*s 3rd.

Ik Q. £jU to B'4i 3rd. 5. K. Kt. to K'l Snd.

.

4. K Kt. to B's 3rd* 4. P. to Q's 3rd.

5. K. Kt. to his 5th. 5. K. Kt. to B's Srd.

6. Q. takes K, B. P. (ch.) (best) 6. takes a
Tou irould not at all improve your gsone by taking the P.
iritb your B. iastead'ofthe Q.; for example^

6. B. takes K. B.F. (ch.) 6. K. to Q^s sq.

7. a to K. B'b 4dK. 7. K. R; to B's sq.

(If TOU fctin your Q. cilMwhero at nuTfe 7.t he wins a Piece br 7. F« te

K. E's 3rd.)

8. K. B. to a B's 4tli. 8. K. Kt. to bis 5t]u

9. Caittes, 9. R. takes K« B. P.

And Black's gaioais anperiortfr yours.

7. B. takes Q. (ch.) 7. K. to his 2ndL

You may take the Q. with your Kt. instead, as foUowa :~
7«Kft^ takes Q. 7. R. to K« B's aq..

8. Kt. to his 5th. 8. P. to K. R?b 3rd..

9. Kt. to K; B's 3rd. 9. Kt takes K. P.
10. Castlea. 10. Kt. takes K. B. P.

11. R. takes Kt. . 11. B. takes R. (oh.)..

12. K. takes B. 12. P. to K's 5Uu
Winmng the Kt., and hsTing the bdter gams.

8. B. to Q. B's 4th: 8. P. to K. R's 3id. -

9. Kt. to K. li s Srd. 9. Kt. takes K. P.

You have no adyantage.

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

2. K. B. to Q. B*s 4th- 2. K. B. to O. B's 4th.

S. P. to Q'a 4th. 3^B. takea P.

Your Std move in this game comes xcoAer the category of pre-

mature attacks, the result of which, when they are properly
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opposed, must always be a loss of time or material to ti»e.

maker. In the present case you sacrifice a Pawn without

any chance of obtaining an equiyaient, either in position or

otherwise.

4. K. Kt to B 8 3rd. 4. Ct Et. to B*8 3rd.

If you play 4. P. to Q. B's 3rd, he M ould reply with B. to

Q. Kt.'s 3rd, and not to Q. B's 4th, because of your beiug
ihen enabled to take JL B. P. with B. (ch.)» kc,

5. P. to Q. B's 8rd. 5. B. to Q. KVs 3rd.

6. K. Kt. to his 5ili. 6. K. Kt. to Kb 3rd.

7. Q. to K. B's 5th. 7. CasUes.

You have other modes of play, which we omit for want of
€|Nice« but in all Black maintains in security the Bawn
gained.

GAME TH£ ELEVENTH.

McDoKNEU^s Double Ga3ibii.

^
-WniTE. BLACK.

1. P. to K 8 4th. 1. P. to K's 4tli. .

2* K. B. to Q. B*8 4th. 2. E. B. to Q. Vs 4tb.
3. P. to Q. Et.'s 4th. 3. B. tekes Kt. P.
4. P. to K. B's 4th. 4. P. to Q*8 4fh.

Instead of advancing your K. B. P., which forms what ip

called the double gambit/' an attacking but rather periloufi

Bort of opening for &e first pkyer, you can reduce the game
to an Eyans* Gambit by moying 4, P. to Q. B's 3rd, and then
E. Et. to B's 3rd.

If Black, in lieu of P. to Q's 4th, should take K. B. P. witi
P., you answer with K. Et. to L's ord, and get a powerful
attack, (e.y.)

4. P. takes K. B. P.

5. K. Kt. to B's 3rd. 5. Q. to K's 2nd.

6. Q. tu K's 2nd. 6. K. Kt. to B's ord.

7. P. to K's 5rU. 7. K. Kt. to R's 4th.

8. P. to Q. B*i 3nL 8. B. to Q, R's 4tli.

9. P« to Q's 4f^ 9. B. to Q. KL's 3id.

10. P. to Et's 4tik 10. P. takM P. in pudng.

Tbs more hitherto given as your lOth la Q. B. to Q. R's 3rd, to whlofc
Black aniiron 10. P* to Q. B's A^, and the attack Is 8ft end.
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If Blaek, {nstaad of tikbg the Fm,mm 10. to Q'l 40* iS»
kurinf feir mofcs will prm» I think, tliat you stOl lim a bettor putm*^

10. P. to Q't 4th.

11. B. takes Q. P. 11. P. to B'l 5rd(best)

Ton may now take Q. B* P» vith B. (ch.), then take jthe K. KL, after-

warda reoovmng the P.t and with your toe centre of Pknrna have the

advanti^
11. Kt to his 5th.

And you preserve a fine attack.

5. P. takes Q. P. 5. P. to £ s 5tli.

If you take the Q. P. with your B. instead, he still maintains

an advantage ; for instance,—

5. B. takes Q. P. 5. P. to Q. B's 3id.

6. P. to Q. B's 3r<i. 6. P. takes B.

7. P. takes B. 7. P. takes K. P.

8. P. takes K. P. 8. Q. to her 5th.

9. U. to her B's 2nd. 9. Q. B. to K. B's 4th.

He has the better position.

6. K. Kt. to K*8 2iid. 6. K. Kt. to B s 3rd.

7. Castles. 7. Castles.

8. O. Kt. to B's 3rd. 8. P. to Q. B*b drd.

9. P. takes P. 9. Q. Kt takes P.
10. to B's sq. 10. Q. B. to K. Kt/s 5tli

Your game is inferior to his.

1 GAME THE TWELFTH.

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

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

3. P. to K. B's 4th. 8. B. takes K. Kt
Your present 3rd move is not commendable, because it is

needlessly hazardous, and throws upon you at once the onus

of defence.

Black plays rightly in taking the Kt. ; if he take P. with 1*.

instead, you may play 4. P. to Q's 4th, and if he then checks

with Ids Queen, the game is resolved into a species of K. B's

gambit the advantage of position being much in your fitvoor.

4. a to K. Ii'8 6th. 4. Q. to K's 2nJ.

If instead of this sally with your Queen, you take the B.

9
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widi your Rook, he answm inth 4^ Q. to Bin ^tk(clL),
and proceeds aa fidloira:*^

4. Q..toK. R'&5th(ch.)
5. P: to K^ KVb Sid. 5. a takte K. R: ?•
& K. to 8q. 6i« F. to*Q'^4tit«

He hfli evidcntty a fMttBr gme«

5. R. takes B. 5. P. to Q's 3rd.

6. P. to K. B's 5th. 6. K. Kt. to B 8 3rcL

7. Q. to K. Kt/s 5th. 7. K. Kt. takes K. P.
8. Q. takes K. Kt. P. 8. Q. to K. B's 3rd.

9. K. B. takes K. B. P. (elu^ . 9. K.. to his 2ad.

10. Q. takes Q. (ch.) 10. Kt^ tabeaO-.
1L K. & to Q. KVb did. 1 1. QJ3..takea P.

The game is in Black's iiayoim

GAMK THIujrSIBSSBNIH.

The Lop£Z Qambj/l*

WHITE. BUlCC
1. P; to K's 4tL 1. p. to K% 4tlL

2. K B. to Q. B*8 .4tli. 2. K. B. to Q. B'a 4th.

8. Q. to K's 2nd. 3. P. to Q's 3rd,

The move of your Queen thus is far better than any of the
three previous marches. In this position you threaten at

once to take Black's K. B. P. with your B., and if he retake
the B., to play the Q. to her B's 4tk (eh«), and then capture •

His Bishop in return. At the same time, you haTe an oppor-
tunity, when Black) foieseemg tiie menaced danger, attempts

to guard against it, to advance your P. to- E. Kb 4ih, and
thus form a gambit more advantageous to you in some
refi}}cct3 than tibe ordinary King's Gambit. This opening is

first found in the old work, Lihro de la Inuennon liberal

y Arte del Juego del Axedres,^* of Kny Lopez (1561), and is

usually named after its inventor, The Lopez Gambit.'*

In reply to your move of 3. Q. to K's 2nd, Black has at his

ronimnnd three good methods of plav; viz^ 3* P. to Q's 3rd,

3. Q. to K*8 2nd, and 3. Q. Kt. to B^s^, eaeh of wiiichhM
ts advocates, and shall receive a flepaigta^einBiThiatimi,

4 P. to K. ^ "^^^^^^ ^ '^^*

Instead of 4. K* to K. B's Sid, black inay play 4. B. takw
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K. Kt,, or 4. takes P., but in either case the game will be
m your favour; for exampio, in the first place,—

4. K. B. takes K. Kt.

5. JEL talM B* 5. K. Kt* to B't 3rd.

(Taldiigtfafrr^iltUip«iiilwo«]dbedfltrimnt^4^ 6e6(A.)

6. P.toa'tSrd. atoK*ft2«L

(If he play insteul C. Q. B. to K. Ku's 5th. you mova 7. Q. to K* B'l 2imL)

7. Q. Kt. to B'a 3rd. 7. Q. Kt to B'l 3rd.

^6 maj more 7* Q* B. to K'tM* 19011 whioh yoa exdiange Biahops
•nd adviiMe P. to K. B'a 5th.)

8. a B. to K'a Srd. 8. P. tdut K. B. P.

9. Q. B. Ukes P. 9. Kt. to Q'b 5th.

10. Q. to K. B'8 2Qd. la. <^ Kt. to K's ard.

IL P. to K. Kt.'s 4th.

Yon have the adfantage.

(A.)

a. p. lite B. p.

6. P. toiyt 4th. 6. P. to JL Kt'a 4«h.

(Yon maj alio play 6. P. to Q*8 3rd, and If he anewer with 6. P. to
K. Kt's 4th, play aa hi this caae)^

7. P. to K. Kt's 3rd. 7. P. takea P.

6. B. takaa K. B. P. (di.) 8. K. takea B.

(If he refose to take the B., and pky his K. to B't sq , you can take the

P. iHth the R., and ehoidd win^)
*

9. Q. to K. R's 5th (ch.) 9. K. to Kt.'s 2nd.

(If he play 9. K. to B's sq., 01 K. to his 2nd, you equally take the P. with
your Q. B., and have an obviuuis advaiiUge.)

10. B. takes Kt. P. 10. Q. to her 2nd.

(Shotild he take the R. P., you give rherlcmate in four moves ; and if he
interpose the Kt., yoa check with your B. at K. tith, and win
easilv.^

11. E. takes P. 11. K. to B's sq,

12. K. R. to B's 3rd (ch.)

And you must clearly force the game in a few moves,

la the second place,—* «

4. P. takes B. P.

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

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

7. P. to IC R's 4th. 7. P. to Kt.'fl ^th.

(If he. atteaqpt to austaia the Kt. P. with K. B. P4, jou take the Kt F»
with yoor Kt.)

8. Kt to Ms 5ih. 8. Kt to K. R'a 3rd.

9« Q^iBi takes P.

Aa47«a haaran eassUaMfc
i

V3
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You call now return to and pursue the former series (H

iDOves, which we left at Black's 4^ move.

5. K. Kt. to B's 3ri 5. Q. to K's 2nd.

6. P. to Q 8 btd. 6. B. to K. Kt/s Mk*
. 7. P. takes P. 7. R takes P.

8. a B. to K. Kt's dth. 8. a Kt. to Q's 2nd*
9. Q. Kt. to Q ? 2nd. 9. Castles on Q's side.

10. Castles on Q's side.

The positions axe equal

GAME THE FOURTEENTH.

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

2. K. B. to Q. B s 4tii. 2. K. B. to Q. B s 4tli.

3. a to K's 2iid. a* Q. to K's 2nd.

Black's defence here is perfectly safe, and with coiTCct play
on both sideSy the result, I think, must be an even game.

4. P. to K. B*8 4ih. 4. K. Kt. to B's 3rd.

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

6. Q. Kt. to B's 3rd. 6. P. to Q. B's ^-d.

7. P. to Q's 3rd. 7. Q. B. to K. Kt.'s 5th.

8. P. to K. B's 5th. 8. Q. Kt. to Q's 2nd.
9. Q. B. to K. Kt.'s 5di. 9. P. to K. R*s 3rd.

10. Q. B. to K. B's 4th. 10. P. to K. Kt's 4th.

You may either take the Pawn in passing, or play Q. B. to
K. B's 2nd. The game is quite even.

GAME aU£ flfXEfUNTH.

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

2. B. to a P s 4tli.

3. Q. to K's 2nd.

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

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

3. Q. Kt to B s 3rd.

Bkusk^s 3rd move in this example is perhaps fhe best defence
of aU.^ It is originally given by Loper^ bat was little known
until its introduetion by M• Oahit in his valuable series of
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lessons in the Palamede." (See " Palamede** of June,

for a comprehensive and el^ant analysis of the Lopez Oambit.)

4. P. to Q. B*8 Srd. 4. K. Kt. to B's Srd.

Instead of playing your Q. B. P., you might take the adyercc

IL B. P. ivith your B. (ch.}« (See Variation.)

5. P. to X. B*8 4tL 5. B. takes E. Et
6. R. takes B. 6. Castles.

7. P. to U s 3rd. 7. r. to (i'3 4th.

You may also take P. with P.^ and the following moves are

then likely to occur:

—

7. P. takes P. 7. Q. Kt. takes P.

8. K. B. to Q. Kt's Srd. 8. K. Kt. takes K. P.

9. Q. takes Kt. 9. R. to K*s sq.

10. K. to Q's sq. 10. P. to Q's 4tb.

11. Q. takes Q. P. 11. B. to K. Kt.^ 5th (<jh.)

12. K. to B's 2nd. 12. Q. to K. B's [Wd.

And although you have 2l Piece more, Black must win.

8. E. B. takes Q. P. 8. E. Et. takes B.

9. P. takes Et 9. P. takes E. B. P.

10. Q. B. takes P. 10. R. to E's sq.

If, instead of taking the P., you play 10. Q. to K. B's Srd,

Black answers with 10. Kt. to K b 4th. His move in the

text, of R. to E's sq., is much better than playing 10. Q. takes

P.

11. B. to E's Srd. 11. Et. to E's 4lli.

12. P. to K. R*s Srd. 12. B. to K. B's 4th.

13. P. to (i's 4tli. 13. B. to Q's 6th.

And by afterwards moving the Kt. to Q, B*s 5th, Black must
win at least a Piece.

Vabiation,

Beginning at Whitens 4th mem.

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

2. K. B. to ft. B's 4th.

3. a to E's 2nd.

4. E.B.takesE.B.P.(ch.)
5. a to her B's 4ih (ch.^

6. Q. takes B.

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

2. K. B. to a B's 4tti.

8. Q. Et to B's 3xfl

4. E. takes B.

5. P. to Q's 4ih.

6. P. takes E. P.
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If you take .die Q. F. witii P. instead of capturing the BHkML
Black may then take yoxae .Bw P. iQku)^Mi f»Ommwm
moTea Kt to O. R*s 4th.

7. Q. to her B's 4tii (ch.) 7. Q. to K*s 3rd.

8. a takes P. 8. IL it. to B's ard.

And you have an inferior game.

GAiNIES

ILLUSTRATIVE OF THE PRECEDINa AMA&YfiES.

Game I.—Played some yonrs since between Messrs. Popert

and Staunton.

WRITE. (Mr.>8.) BLAOK. (Mr. P.)

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

2. K. B. to aura's 4th. 2. K. B. to Q. B's4ib.

3. P. to Q. B*s 3rd. 3. P. to Q*s 3rd.*

4. K. Kt. to B's 3rd»t 4. K. Kt to B'sSrd^
5. P. to Q's 4th. 5. P. t-ikes P.

6. P. takes P. 6. B. clu cks.

7. B. to Q's 2n(l. 7. B. takes B, (cU.)

8. Q. Kt. takes B. 8. Castles.J

9. B. to Q's 3rd. 9. Kt. to Q. B's 3rd.

10. P. to <Q. R's atd. 10. a fii to K.* Kt'sMu
11. Q. to Q. B's 2nd. 11. P. to K. R's 3rd.

12. Q« 'R. to Q. B'a «q. 12. P. to Q's 4tli.

IS. P. to K's 5th. 13. B. takes Kt.

14. Kt. tjikes B. 14. Kt. to K. R's 4th.

15. P. to K. Kt/s 3rd. 15. P. to K. Kt's 3rd.

16. P. to Q. Kt 's 4th. 16. Q. to Q's 2nd.§

17. Q. to Q's 2nd. 17. K. to R's 2nd.

18. Castles. 18. Q. R. to K's sq.

19. Q. R. to B's 3rd. 19. Kt. to Q's sq.

20. Kt. to K. R's 4th. 20. P. to Q. B's 3rd.

21. P. to K. B's 4th. 21. P. to K. B's 4th.

22. P. to K. Kt'a 4th. 22. Kt. to K. Kt's 2nd.

83. P. takes B. P. 23. K. Kt. takes P.

24. Kt. takes Kt 24. P. takes Kt
25. K. toR's Ml. 25. K. Ri to K. Kt.'ss%.

* K9t so good a move as K. Kt to B's 3rd« or Q. to K. KtJs 41k

t P. to Q*m 4th wonld perhaps have beea stronger play.

J P. to Q's 4th is a better move at this point.

§ Intending, if the Q, Kt p. should be played on his Kt.> to m0ft

Q. to K. Kt's 5th.
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26. Q. K. to Q. B*s sq. 26. Q. to K. B s 2Qd,

27. Q. to Q. B's 2nd. 27. Q. R. to K. B'a sq.

28. K. R. to K. Kt.'* aq. 28. Kt. to K*s 3rcL

29. 11. takes R. 29. K, takes R.

30. lU WK. Kti'» 8q. (ch.) 30. Ki ti>%-««q.

31. a to K. WrUds * 81. Q.'tdiK^R'if4dL*
32. t9 K'A ted. 32. Q.to^B't 2iid.

33. Q. to K. R'flt4th. 33. Q. to It's 2nd«

34. B. to K. R'9.5th. 34. Kt. takes Q. P.

35. R. to K. Kt.'s 3rd. • 35. P. to Q. Kt.'s 3rd.

36. B. to K. Kt.'s Gtkt 30. Q. to K. Kt.'»8iid.

37. B. to K. B's 7t^* 37. R. takes B.J
38. R. t»kes Q. 38. K. takes R.
39. K. to Kt.'i 2Dd. aoii wir^s.

Game n.—Between two London Amateurs.
TVHTTE. BLACK.

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

2. K. B. to Q. B's 4tb. 2. K. B. to Q. B's Uh.
3. P. to Q. B's 3rd. 3. Q. to K. Kt.'b 4tli.

4. Q. to K. B's 3rd. 4. Q. to K. Kt.'s 3rd.

5. K. Kt. to K's 2nd. 5. P. to Q's 3rd-

6. P. to Q's 4th. 6. P. takts P.

7. P. tikttP. 7. B. to Q.£ft.'t 3rd.

8. P. lo K'l 6tli. 8. K. Kt. tolC't 2ttd.

9. P. to K's 6th. 9. P. to K* B'aSrd.
10. Q. Kt. to B's 3rd. 10. Castles.

11. K. Kt. to K. B's 4tlu 11. Q. to K'8 sq,

12. a B. to K's 3rd. 12. Q. Kt. to a. B'« 3rd.

13. Q. R. to Q's sq. 13. K. to R'a sq.

14. P. to K. R's 4th* 14. Q. Kt. to Q's sq.

15. P. to K. R's 5th. 15. P. to K. B's 4th.

16. Q. Kt. to Q's 5th. • 16. Q. B, takes P.

17. Kt. takes Kt. 17. Q. takes Kt.

18. Kt. to K. Kt's 6th Teh.) 18. P. tidces Kt.
19. P. Uto P. (dis. ch.y

And White gives checkmate in three moves.

G^iiE III.—-Played between the London and Edinburgh
Chess Qubs in 1824.

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

2. B. to Q. B's 4th. 2. B. to Q. B's ^ai.

3. P. to B's 8fd. S. Q» laK's 2nd.

*"A lo«l move.

t It would have hecn more deceive if played to*K. B's 7th at OBCS*

X H the Q. takes B., mate follows in three mowuk.
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4. K. Kt. to ]Vs 3r<L

5. P. tu Ci'» .ird.

6. Q. to K's2nd *

7. Q. B. to K. Kt/s 5tli.

8. Q. B. to K. R'l 4tli.

9. K. B. to a Kt'e 3rdL

10. a P. tiket B.
11. 0. Kt. to Q'l 2ikL

12. P. to a Kt'i 4tii.

13. B. takes Kt.

14. Q. Kt. to Q. B's 4tli.

K. Kt. to R's 4th.

P. to K. Kt/s4Ul.
Kt. takes Kt.

15.

16.

17.

18.

19.

21.

Castles oil K's side.

P. to K. R's 3rd.

Kt. takes B.

P. to K. B's 3rd.

22. K. to Kt's 2iid.

23. K. B. to B't 2iid.

24. Q. to K's 3rd.

25. K. to Kt.'8 3rd.

20. Q. R. to K's sq.

27. Q. to K's 2nd.

28. Q. to K's 3rd.

29. K. R. to his 2nd.

30. R. P. takes P.^
31. K. takes R.**
32. K. takes Q.
33. R. to <4. R's sq.

34. K. to his 2nd.

35. K. to hit 3nl.

4. P. to Q'i 3r<l.
5. K. Kt. to B-«
6. CasllaL,

7. P. to K. R*m 3r€i.t
8. Q. B. to K's 3«dU
9. B.tduiB.

10. Q. Kt to B'm 3rdL
11. a to K's 3rd.
12. B. to Q. Kt.'s SnL
13. Q. takes Kt.

14. a to K's 3rd.

15. Kt. to K's 2nd.
16. Kt. to K. Kt.'s 3rd.)
17. P. takes Kt.

18. K. R. to B's 5th.
19. U. U. to K. B's sq.
20. Q. R. P. takes Kt.
21. Q. to K. B's 3rd.
22. P. to a B's 3rd*
23. P. to Q. Kt's 4ttu
24. P. to K. R's 4tfa.

25. a to K Kt.'s itluf
26. K. to R's 2nd.|I

27. Q. R. to K. R's sq.
28. K. to Kt.'s sq.

29. K. R. P. takes P.

30. R. takes B. P. (ch.)

31. Q. takes Q. (ch.)

32. R. takes R.

33. R. to R's 6th (ch.)

34. R. to R's 7th (ch.:

35. R. to R's 6fii

The game was decUred drawn.

Game IV.—Played some years ago between Mr. Stanntoii

and one of the fmest players in Europe.

WHITE. (Mr. S.) BLACK. (Mr. —)
1. p. to K's 4th. 1. F. to K's 4th.

2. B. to Q. B's 4th. 2. B. to Q. B's 4th.

* Castling would perhaps have been better play,

f A little like lost time.

X p. to Q's 4Ui would eertmlj have been a stronger move,

f Threatening to win the adverse Q.

II
Q. to K. R's 3rd appears a good mode of oontininng the attack,

f If they had taken with K. B. P., London wonld have played Q.t0

K. R's 5th (oh.), and then taken K. Kt. P. with tfaa K. R.
Much better than taking with the Q.
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8. p. to Q. B's 3rci. 3. Q. Kt. to B*b 3rd.

4. K. Kt. to B's 3ra. 4. P. to Q'a 3r<L*

5. P. to Q's 4th. 5. P. takes P.

6. P. takes P. C. B. to Q. Kt/s 3rd.

7. Castles. 7. Q. B. to K. Kt.'s Stli,

8. Q. to her Kt's 3rd. 8. Q. B. to K. R's 4th.

9. P. to K'» 5th. 9. P. takes P.
10. P. tdces P. 10. K. Kt. to K's 2iid.

11. P. to K's 6th. 11.* Castles.

12. P. takes P. (ch.) 12. K. to R's sq.

lA. K. Kt. to K. Kt.'8 5th. 13. Q. Kt. to Q's 5th.

14. Q. to K. R's 3rd. 14. B. to K. Kt/s 3rd.

15. Q. Kt. to Q. R's 3rd. 15. K. Kt. to K. B's 4th.

16. Q. B. to K. li's 4th. 16. Q. to K. B's 3rd.

17. Q. R. to k s sq. 17. K. Kt. to R's 3rd.

18. K. Kt. to K's 6th. 18. B. to K. B's 4th.

19. Kt. takes R. 19. K. Kt. takes P.f
20. Kt takea K. R. P. 20. B. takes Kt.
21. Q. to her 7tfa. 21. Q. takes B.
22. B. takes Kt. 22. B. to K. B's 4th.

23. R. to K's 8th (ch.) 23. R. takes R.
24. Q. takes R. (ch.) 24. K. to R's 2na.

25. Q. to K. Kt.'s 8th (ch.) 25. K. to R's 3rd.

26. Q. to K. R's 8th (ch.) 26. B. to K. tt'i 2ad.

27. B. to K. Kt.'s 8th.

Black rerigned in a few moves.

QaM£ V. ^ThE liOPEZ Ga
Bourdoniiais

WRITE. (M. De la B.)

1. P. to K's 4tb.

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

3. Q. to K's 2nd.

4. P. to Q's 3rd.

J. P. to Q. B's 3rd.

6. P. to K. B's 4th.

7. P. to Q's 4Lh.

6. Q. B. takes P.

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

10. Q. B. to K^s Srd.

11. P. to K. R's 3rd.

12. Q. Kt. to Q's 2iid.

c.—Between Messrs. De la

Mc Donnell.

BLACK. (Mr. McD.)
1. P. to K's 4th.

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

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

4. Q. Kt. to B's 3rd.

5. Q. Kt. to K's 2Qd.

6. P. takes P.^

7. K. B. to Kt.'3 3rd.

8. P. to Q's 3rd.

9. Q. Kt. to K. Kt's 3rd.

10. Castles.

11. K. R. to K's sq.

12. a to K's 2nd.

* The position is that of the Giiiooo PianOy^Black should have brought

out his K. Kt. to B's 3r^.

+ Had he taken t)ie Q., White would have won easily.

^ III this opcnino; it is not advisable for the second player to take th9

jpifflbit P. with his K. P.
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13. Castles on Q's side*

14. K. to Kt. 's sq,

15. P. takes i\

16. K. JCft^ tiiJS*«^8rd.

17. P: to K. Kft/i 4A.
18. R. toK. Kt/fjq.
19. P. to K. Kt'iStli.
20. B. takps P.

21. P. to Q. Kt.'f 3rd. •

22. Q. R. to K. Kt.'s 4tlu

23. P. to K. R's 4tlu

24. Kt. takes B.

25. P. to K. R's 6th.

26. R, talcea R.

27. Q. toK.B^i3rd.
28. P.toQ't Qtli.

29. K. a. tciiC. KU'b wq*
SO. K. to R'««|.
81. R. talces K. Kt. P. (ch.)

32. Q. to K. Kt.'< 3rd.

33. K. R. P. takes B.
34. R. takes Q.f
35. Q. takes R.
36. K. to R's 7th (ch.)

37. P. takes K. B. P. (ch.)

38. P. one, becoming a Queen.

13. P. tu Q. B'a 4Uw
14. P. takes P.

15. P. to QU R'a 4th.

18. 0. B. to Q'b 2nd.

17. P. to K. R'g 3i-d.

18. P. to R't Sth.

19. P. takes P.

20. P. to Q. R's r,th.

21. Q. B. to bis 3rd.

22. K. B. to Q. R'ii^tlU

23. B. takes Q. Kt.

24. Q. R. to his 4th.

25. R. takes B.

2G. Kt. to K. B'a 5tii.

27. Kt. takes B.
28. Kl.tdMQiP.
29. Kt. to 8tli (ch.)

80. B. takes K. P.

31. K. to R's sq.

32. B. to K. Kt.'s 3rd
33. Q. to K's 8th (ch.)

34. R. takes R. (ch.)

35. Kt. takes Q.
36. K. to Kt..^8 sq.

37. K. takes R.
38. Ku mates.

Oame >YL-^Tbb Lotez.Guibit.
WHITE.

1. P. to K's 4th.

2. K. B. to Q. Ws ith.

8. Q.toK'a2iid.
4. B. take&K. B. P. (ch.)

5. Q. to hflD B'i 4th (ch.)

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

2. K; B. to Q. B'b 4au
8. Q. Kt. to B*t 8ra.

4. K. tftkes B.

5. P. to Q's 4tiu

• This portion of the game is full of interest and instructioii, and is

remarkably well played.

t White loses the game by thii more. The foUawfag-^ mlation, by the
writer* wet pobfisbed sone yeara iiDoe» end seeniV'to preve tlut Whito
might have won easily from tks point

38. a to K's Sill (eh.)

34. Kt. to Q. TCt.'s sq. 34. Q. takes Q.

35. R. to K. R's 7th (ch.) 35. K. to his Kt.'s sq.

(If Whito ttke the i^^wen 4nftoad:of cheddsg with haiit.* he tooes the
^mc.)

36. P. takes K. B. P. (ch.) 36. K. takvs R.

87. R. to K. R's sq. (ch.) 37. K. to Kt.'8 2Qd.

38. P. takes R., becoming a Q., and wins.
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6. takes B.
7. Q. to her B'a 4tiL.(«h.)

8. Q. takes P.

9. Q. to K. R's 4th.

10. Q. Kt. to R's 3rd.

11. P. to Q. B'sSrd.
12. Q. takes K. Kt^^F.

13. a to K'b Srd.

14. a to K's 2iid.

15. Q. Kt to B's 2nd.
16. Q. Kt. to K's 3rd.

17. Q. P. takes Kt.
a8. Q. to K. B's sq.

19. Q. tn K*^ 2ncL

20. Kt. 13 R's 3rd.

21. Kt. to K.B's4th^
22. K. to lus B's sq.

'And Black can

6. P. takes P.

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

8. K, Kt. to B's 3rd,

9. Q. Kt. to Q's Sth«

10. P. to K's 5th.

11. P. to K. Kt.'s 4th.*
' 12. K. K. to K. Kt.'s sq*

13. Q. Kt to K. B's 4tlL

14. R. takes K. Kt P.

15. Q. to her 3rd.

16. Kt. takes Kt.

17. A. R. to K. Kt't at.
18. Q. R. to Q's sq.

19. Kt to his 5th.

20. Kt. to K's 4th.

21. Kt to K. B'S 6th (cM

mate in sixjnoves.

Gah£ VII.—^Bctweea Messrs. Coclirane and Staunton,

WHITE. (Mr. S.) BLACK. (Mr. C.)

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

2. B. to Q. B's 4th. 2. B. to Q. B's 4th.

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

4. P. to Q. Kt's 4th.t 4. B. takes Q. Kt. P.

5. P. to .a. B's 3rd. 5. B. to Q. R's 4th.

6. Castles. 6. B. to .Q. Kt 's 3rd.

7. P. to a^s 4tli. 7. P. takes Q: P.

8. K. Kt takes P. 8. Kt takes Kt
9. P< tsketf Kt 9. P. toQ't ard.

10. P. to Q. R's 4th. 10. P. to Q. B's 3rd.

11. P. to Q. R's 5th. 11. K. B. to Q. B's 2na.t
12. Q. to her Kt's 3rd. 12. Q. to K's 2ad.

13. Q. B. to Q. R's 3rd. 13. Q. to K. B's 3rd.

14. Q. Kt to Q. B's 3rd. 14. Q. to K. Kt.'s 3rd.

15. Q. Kt. to K's 2nd. 15. K. Kt. to K. R's 3rd.

16. P. to K's 5th. 16. P. to Q s 4th.

17. K. B. to Q's 3rd. 17. Kt. to K. B's 4th.

18. Q. to her Kt's 4th. 18. K. B. to Q's sq.

^ ThB game from this point forward is admirably conducted by Black,

f We hare now the same podtloii brought about which occars in th«

Bvsna' Gambit.

$ If he had taken the P., Black, by taking the K. B. P. with hasB.
diecking) and ^hen the K. took the B., playing Q. to K. R's 5th (ch.)

xould luive gained a more valuable P. in return, and have deprived

eppooent of the privilege of castling.
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10. Q. to her Kt/s sq.

20. Kt. to K. Kt.'s 3rd.

21. K. B. P. takes Kt.

22. K. B. to K. r/s 5th.

23. Q. to her Kt.'s 4th.

24. K. B. takes Q. B.
20. P. to K's 6th.

WTiite uDDuunced

19. Q. to K. R's iOu
20. Kt. takes Kt.

21. K. B. takes Q. R. P.

22. K. B. to Q. Kt.'s Sril.

23. Q. to K. Kt.'s4th.

24. Q. R. takes B.
25. P. takes P.

mate in eight moyes.

Game VIII.—Between Messrs. Walker and Danielaii

W'ui rK. (Mr. W.)
1. P. to K's 4th,

2. B. to O. B'b 4th.

3. P. to Ct* B's 3rd.

4. B. takes Q. P.

5. Q. to her Kt/s 3rd.

C. K. Kt. to B's 3rd.

7. B. takes K. B. P. (ch.)t
8. Kt. takes K. P.

9. Q. takes R. (ch.)

10. Kt. takes Q.
11. P. to Q's 4th.

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

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

14. K. to B's 2nd.

15. Q. Kt. to a's 2nd.

16. P. to K. Kt.'s 4tb.

17. P. to K. R's 4th.

18. P. to K. R's 5th.

19. P. takes P.

20. Q. R, to K. Kt.'? sq.

21. Q. Kt. to Q. B's 4th.

22. P. to K's 5th.

23. B. to K. R's 6th (ch.)

24. K. to Kt.'s 3rd.

25. Kt. to K's 3i-d.

26. B. takes Kt.

27. P. to K. B's 4th.

28. P. takes P.

29. P. to K. B's 5th.

BLACK. (Mr. D.)
1. p. to K*8 4th.

2. B. to Q. B's 4ttu

3. P. to Q's 4th.

4. K. Kt. to B's 3id.

5. Castles.

6. P. to Q. B's 3rd.*

7. R. takes B.

8. Q. to K's 2iid.

9. Q. takes Q.
10. K. takes Kt.

11. B. to Q. Kt.'s 3rd.

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

13. Q. Kt. to R's 3rd.

14. Q. Kt. to B's 2nd.

15. p. to K. Kt's 3rd.

16. K. to Kt.'s 2nd.

17. R. to K's sq.

18. Q. B. to K. B's 2nd.

19. Q. B. talxps P.

20. Q. Kt. to K's P,rd-

21. B. to Q. B's 2ii(U

22. K. Kt. to Q's 4th.

23. K. to B's 2nd.

24. P. to Q. Kt.'8 4th.

25. Kt. takes Kt.

26. P. to Q. B's 4th.

27. P. tskes P.

28. Q. B. to Q's 6th.

Black resigns.

• This is not advij>able. It would be better to take B. with Kt.

^ The notion of this sacrifice originated with Messrs. lleiui r^oii .mil

^UUams, of Bristol, daring an examination of the present opening.
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IX.—Played by corrcspoudc nee between Berlin a:^i

Posen*
WHITE. fPosen.)

1 . V. to K's 4th.

2. B. to a B'f 4tiL

3. Kt. to B't 3rd.

4. Kt^takdP.
5. B. to <^ Kt'f Srd.

6. Kt. takci IL B. P,

7. K. R. to B's sq.

8. P. to Q. B's 3rd.

9. P. to Q's 4th.

10. K. Kt. takes K* R.
11. Q. to K's 2nd.

12. K. tak( > Q.

13. K. R. lo K. Kt.'s sq.

14. Q. Kt. to Q's 2nd.

15. Kt. to K. B's 3rd.

16. B. to K'l 3nl.

17. K. Kt to K. B't 7tfi.

18. P. takes Kt
19. P. to K. R's 4th.

20. K. Kt to K's 5tli.

21. Kt. takes Kt.

22. Kt. to K. B's 3rd.

25. P. to K. R's 5tli.

BLACK. Ik i lia.)

1. P. to K g 4Lh.

2. K. Kt to B'a 3rcL

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

5. a to K. Kt's 4th.

6. a takes K. Kt P.

7. Q. TCt. to B*s 3rd.

8. K. Kt. t ) Q. B's4tb.
9. Kt takes B.

10. Q. to K's 5th (rh.)

11. Q. takes Q. (ch./

12. Kt. Uikrs R.

13. Q. B. to K. B's 4th.

14. Castles.

15. R, to K's sq. (ch.)

16. Q. Kt to a B's 7th.
-

17. Kt tdces B.
18. P. to K. Kt's 3rd.

19. R. to K's 2nd.

20. Kt takes Kt.

21. K. B. to K. Kt's 2nd»
22. R. to K's 5th.

23. K. B. to R's 3rd.

And Beriin wins.

Game X.—^Between Y. H. der Laza and Dr. B.

WHiTB. (Dr. B.) BhAcm. (V. U. d. L.)
1. P. to K's 4th. 1. P. to K's 4th.

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

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

4. P. to K's 5th. 4. P. to Q's 4th.

5. B. to Q. Kt.'f^ 3ra. 5. Kt. to K's 5th.

6. K. Kt. to B's 3rd. 6. B. checks.

7. P. to Q. B's ard. 7. P. takes P.

8. Castles. 8. P. takes Q. Kt P.
9. Q. B. takes P. 9. Q. B. to K's 3rd.

10. K. Kt. to Q's 4th. 10. P. to Q. U's 4th.

11. Kt takes B. 11. P. takes Kt
12. P. to K. B't 3rd. 12. K. Kt to his 4tlu
13. P. to B's 4th. 13. Kt to K's 5th.

14. P. to B's 5th. 14. P. to a B's 5th.
IS. B. toa R's 4th (cJli.)« IS. Q. Kt to B's 3nU

Q. to K. R'i 5th (ch.), appem a stronger move*
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16. P. takes K. P.* 16. -B. checki^.

17. B. to Q's 4th. 17. Q. to her Kl 's 3rd.

18. B. takes 13. 18. Q. takes B. (di.)

19. K. to R's sq. ly. Kt. to K. B's ith (oh.)

20. R. takes Kt. 20. Q. takes R.

21. Q. Kt. to B's 3rd. . 21. Ca&tles on K's side.

22. Kt. takes Q. P. 22. a R. to K^t iq.

23. P. to ICs 7th. 23. IL IL.to K. B'a

24. B. to a B's 2114 24. K. IL taUs P.
25. P. to K. B't 3rd. 25. Kt. takes P.

96* Kl. takes Kt. (eh.) 26. Q.&tdMKt
turmden.

CliAPIEB II.

QAMB XU£ FIRST.

TaE XiKG s ICnighx s Defekcb IK EiKe*B Bishop's

WiriTE. BLACK.

1. p. to K 8 4th. 1. p. to K'6 4th.

2. K. B. to Q. B 8 4th. 2. K. £t. to B a di«L

K. Kt. to B's Zri is the defence most highly approred by
Jaenisch [iml the writers of the German "Handbuch/' ^yho

consider it so powerftil a retort, as to west from 'ViHiite at

once the advantaij^c of the move, and thus prove the compa-
ratiTe feebleness of ihc long-established method of bcgimung
the attack with B. to Q. B's 4th at the second move.

^Although of opinion that playing the Kt. i« a eafe dirfcnce,

I am not prepared to estimate it as so much superior to the

old move of B. to Q. B's 4th, as these able wxiters assume it

to be, especially since I find in their admixable analyses of the
two defences, uiat tiie result, with the best play (m both sides,

is in either caae an equal game. The chi^ woiks deserviiig

consultation upon this particular opening, arc—Greco (Ilir«

shell's edition), pp. 63—105; Lolli, pp. 189—201; Cozio
(1st vol.), pp. 326, 345; (2nd vol.), pp. 102, 313, 318, 344;
Ponranj (1782), p. 79; Allgaier (Tab. iii.); Bledow (1843),

pp. a—23, 80; Lewis (1844), pp. 37—39; Walker (1846)^

* Agaio, checking with the <hiecn seema preferable*
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p. Ill; **BUatoide" (1842), r2nd vol.), pp. 100—J45; the
Qenaaaii ^'Handbath;'* and uie coUdetkm^of openings and
games in the " Chess-Player's Chroniolc."

'

3. P* to a*s 4th. 3. P. takes P:

$• P. to Q's 4tli is the move wliicli foruis the centre i^iiinbit of

Ponziaiii, a mode of play which is censured by Jaenibcli, but
which may yet, I think, be adopted by you with perfect

securily, if not with any striking advantugc. Instead of so
playing, you haye the choice of 3. P. to Q's 3rd, or P. to

K. B*8 4th, 3. K. Kt. to B's 3rd, and 3. Q. Kt. to Bs 3id,

eaeh of ¥riuoh mU be exaanined^in the present (See
the nazt and the .twesuooeeding games.) la answer to your
tkisd move ubflie text^ Black may play 3. P« to 'Q. Fa did
nitiwat danger, or 3. K. Kl. takes P»«.lmt the.resaltm tke
latter case would be fayourable to your game* {e.

3. Kt. takes K. P.

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

5. B. takes K. B. P. (ch.) 5. K. to B*s sq.

(If K. take B., you play Q. to her 5th (ch.), and theu take the Kt.)

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

haT« the better game.

4. P. to E*s ML 4. P. to Q*s 4th.

You may also, for your 4th move, take the P. ^vith your Q,;
the game then^ ina lew moyes, becoming equal ; for example,~

4. Q. takM P. 4. Q. Kt. to B's Srd.

5. Q. to K's 3rd. 5. B. to Q. KL'a 5th (ch.)

6. B. to Q's 2nd. 6. Castles.

Yon have oerCainly no dlsadvaiitiise.

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

Neither taking the Kt. nor checking with the Bishop is

adyisable for you at this point It is muok better to retire

the latter to Kt's asd.

6. K. Kt. to K's 42nd. 6. P. to Q. B*8 Aih,

If you move 6. K. Kt. to .B*s 3rd|.Black will haye the superior

for suppose,—

6. K. Kt. to B's 3rd. 6. K. B. to ^Kk's Stii (eh.)

7. P. to Q. W% aid. 7. P. takes P.

8. Castles. 8* P. takes P.

9. Q. B. takes P. 9. Q. B. to K's 3x4.

Andhehaatfaeadfiatase.

Digitized by Google



234 CH£M-FX»4.7SB S HAUDBOOJL.

7. P. to K. B's 3rd. 7. Kt. to K. Kt/s 4Ul
a. Kt. to K. B's 4th. 8. P. to ft. B's 5th.

0. B. to Kb 4tii (ch.) 9. Q. Kt. to B*s 3rd.

10. B. takes Kt. (ch.) 10. P. takes B.

1 1. a takes doubled P. 11. Kt. to K*s 3rd.

12. Kt. takes Kt. 12. K. B. P. takes Kt.

13. Castles. 13. P. to Q. B s 4th.

These moves are ^iven by Jaeniscb and the *'Handbueh," and

White is now made to play 14. Q. to K. B's 2iid, after which
the game is speedily dismissed as favourable for Black. Thi^

retreat of the ftueeOt which would be feasible enough ii

Blacky at bis 12th move, take the Kt. with the ft. B., appeafs

to me unnecessaiy, and much inferior to playing her to

K. Kt*8 4fh9 where she would be well stationed, and for some
time could act as a powerM constraint upon the derdopment
of Black's forces.

GAMB THB SECOND.
WKin. BUCK.

1. P. to K's 411i. 1. P. to K's 4ih.

2. K. B. toa B*8 4th. 2. K. Kt. to B*8 3zd.

3. P. to ft*8 3rd. 3. K. B. to ft. B s 4th.

Your present move is less immediately attacking than 3. P. to

Q's 4tli, but it Is thought preferable by some players.

4. K. Kt. to B 8 3rd. 4. P. to ft s 3rd.

You might now get a menadne, but somewhat hazardous,

pime, by playing 4. P. to K. B's 4tfa, and pursuing it as

ibllows

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

(If he play this P. one sq.^ you reply with 5. P. to Q. B's 3rd.}

5. B. takes Q. P. 5. Kt. takes B.

(Ii is SAQch better to tako ths Q. P. with Bishop, than with the F*>

6. P. takes Kt. 6. Q. takes P.

7. K. Kt. to B'i 3id. 7. P. takes P.

8. fi. takes P. 8. Castles.

Utack hss S good game, and will hare a better if you take the Q. B . P-

At your 7th move, infftend of K. Kt, tsB's Mf joamifht pliy ft

K» B's 3rd, and equalize the poaitiopi,

6. P. to Q. B's drd. 5. Castles,

e. P. to Q. R'8 «th. * 6« P. to a R*8^
The game is eyen.
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6AMB THE THIBD.

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

2. K B. to Q. B s 4tii. 2. K. Kt. to B s 3rd.

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

Youi' 3rd move is censured by Caivi, but it may be played
apparently without any dangerous consequences, and with
iriutually correct moves afterwards, must lead to au equal
game.

Black's best reply, I belieye, is to throw forward his Q. P.,

as above; if he play, as some authorities advise, 3. Kt. takes

E. P., you must not move 4. Q. to K. B s drd, on account of

4. P. to Q*8 4th, but you may play 4. P. to Qt's 3rd, and the

game would probably be followed thus :

—

3. Kt. takes K. P.

4. P. to Q's 3rd. 4. Q. to K. R's 5th (ch.)

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

6. K. Kt. to B'l 3rd. 6. Q. to K. R's 4th.

(If lie play 6. Q. to K, R's 3rd, you take K, P. with P., and pursue llie

attack aa in the present case.)

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

8. R. to Kt.'s 5th. 8. Q. to K. R's 6th.

9. B. takes K. B. P. (ch.) 9. K. takes B.
la. R. to K. R'a 6Ui. 10. Q. to K. Kt.'s 7th.

(fifi obviously loses his Q. by taking the Rook, or going to Kt.'s &tii

with her.)

11. R. takes Kt. (ch.) 11. K. to his sq.

(The German ** Handbuch" here makes White, for his 12th morey take
P. with R, (ch.), Black infpr]iosiii2: hi? B., and the game is pven up at
equal

;
but, I belieye, you have an advantage, considering that Black't»

King has moved, by playing)

—

12. R. to K. Kt.'s 5th. 12. Q. to R's 6th (best)

13. R. to K. Kt.'s 3rd. 13. Q. to R's 4th (best)

14. Q. (0 K's 2Qd.

I prefer your game.

4. P. takes Q. P. 4. P. takes B. P.
5. P. to Q's 4ih. 6. B. to K. Kt.'s 6th.

If you play 5. Q. to K*s 2nd (ch.), he answers with 6. B. to
K's 2iid, and the positions are even.

6. K. Kt to B's drd.

Tiieie is no advantage on either sido*
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1. P. to K'S 4th. 1. P. to K*8^
2. B. to Q. B's 4th. 2. K. Kt. to B's Sfd.

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

You haye also, as was previonriy observed, beside the pre-

ient moTO, and the two moves just examined, the option of

playing here 3. Q. Kt. to B's 3rd, by which you miy obtam

an opening fully equal to your opponent's, as may be briefly

shown before proceeding rarther ; si^qppoee then,—

3. a Kt. to B's 3rd. 3. K. B. to Q. Bfs 4tii«

4. K. Kt. to B's 3rd. 4. P. to 3rd.

The game is even.

Black's move of 3. Kt. takes K. P. is extolled by Jaeniscb

and the German " Handbuch," as the veritable mode of play.

If instead, he move 3. Q. Kt to B's dsd, you have the " Two

Knights' Opening," a game very fevouiafeie for the first

player (see page 142).

4. P. to Q's 3rd. 4. Kt. to Q s 3rd.

Por the result of your playing 4. Q. to K's 2iid, see Petroff's

defence to the Km(^t's opening, page 82, where this posi-

tioii occurs. We have fliere remarked that it for your 44
move, you take K. P. with Kt., Black repKejfwMi 4. P.to O's

4th, au'd, when the B. retreats, by niovinu: (i. to K. Kt.'s 4th

v

lie will have the better game. The fuiiuvving variation wil*

^ow this clearly :

—

4. Kt. takes K. P. 4. P. to Q's 4tli.

5. B. to Q. Kt.'s Srd. 6. Q. to K. Kt.'s 4th.

6. Q. to K's 2nd. 6. Q. takes K. Kt. P.
'

(He may also with advantage take the Kt.)

7. K. to K. B's sq. 7. Q. B. to K's 3rd.

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

fif you check with the Q. at Kt.'a 5tii, and then eaptare the Kt P.f

Black wins easily by playing Q. B. to K. R's 6th.)

9. Q. 1^. to K. B's 4th. 9. K. B. to Q's 3rd.

10. Q. Kt. to B's 3rd. 10. Q. Kt. to Q's 2iuL

11. CasUes. 11. Kt. takes Kt
12. 6. takes Kt. 12. K. B. takes

13. a takes B. 13. P. to Q. B s 3WL
14. R. to K. Kt.'s sq. 14. Q. takes B. P.

15. Q»B.taK.B's9^ 15. Q. tQ &'« 5tli
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cxKo's bishop's m^ma, 2Sk1

16. R. takes K. Kt. P. 16. to K. R*« 3rd <flk.\

17. £. to K« Kt.'s 5th. 17. K. R. to Kt.'s sq«

Black hai advantage.

Let us now return to the original theme, a&fl pi«>eeea
flrom the 4tlLmoTe.

5. Kt takes K. P, 5. Kt. takes E.
6. Kt. takes Kt. 6. P. to Q's 4th,

7. Kt. to K'e 5th, 7. K. B. to U's .3-^,

8. P. to Q's 4tL 8. Castles.

9. Castles. 9. P. to K. B s 3iyL

10* Kt. to K. B s 3rd*

Neithei norly can boast of advantage.

CUAFTRK ILL

COUNTER GAMBIT IN THE KING'S BISHOFS OPENING.

This lagentoaa reply to the Bishop's opsning, which ^on-
eista in Hlaek's moving E. B. P. to B's 4th aq. at his 2iid

move, first ooears in the YaluaUe games of^Greeo; ithasfaeen

sobeequently examined by Cozio, Allgaier, Lewis, Jaenisch,

who has devoted <^reat attention to it, the Gemum " Hand-
buck," and the " Ciie^is-Player's Chx'oiucle."

GAME THE FIRST.

WHITE. BLACK.
1. P. to K's 4th. 1. P. to K*8 4th.

2. K. B. toa B s 4th. 2. P. to K. B s 4th.

Yon hare now the choice of refusing or accepting the gambit

;

the former is the more judicious mode of operating, and tlie

consequences aiising from it will be shown in this game,
while the reo^ of jow aeoeptiDg the gam.bit shall be oon-

flideroi in the moGt

3. P. to Q*s 3rd. 3. K. Ivt. to B's 3id.

This, accordiog to Jaenisch and the Germen Handbuch,''

is your best move for declining the gambit. Yon may, how-
ever, with advantage play 3. P. to Q's 4th, or 3. K. Kt. to

B'sSrd, or 3. P. to Q. Ba 3rd, as in Y^riatioaL; or B. K. B.

takes Kt., as in Yariation II.

o 2
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4. P. to K. B's 4th. 4. K. P. takes P.

If instead of this move you play 4. K. Kt. to B's 3rd, Biacic

can answer with 4« P. to Q« B's 3rd, and the game proceed

thus:

—

4. K. Kt to B's 3rd. 4. P. toa B's 3rd.

5. Castles. 5. Q. to B's 2nd.

6. K. Kt. to bis 5tlu 6. K. B. to Q. B's 4tii.

7. K. to R's sq. 7. P. to K. R's 3«L
8. Kt. to K. B's 7th. 8. R. to K. B's sq.

9. P. to K. B's 4th. 9. P. to Q's 3rd.

He has the better game.

6. Q. B. takes P. 5. P. takes K. P.

Black may play 5. P. to Q's 4th, but still the advantage uill

be with you. («. g.)
5. P. to Q's 4tli.

6. P. takes P. 6. Kt. takes P.

7. Q. to K's 2nd (ch.) 7. Kt. to K's 2nd.

8. K. Kt to B's 3rd.

&,c,f 8cc,

6. Q. P. takes P. 6. Q. to K's 2nd.

7. P. to K's 5tli. 7. P. to Q's 3rd.

8. Q. to K s 2ud. 8. P. takes P.

9. B. takes P. 9. P. to Q. B's 3rd.

iO. K. Kt to B 8 3rd.

Ton have a better developed opening.

VAiilATION I.,

Begirmng ai Whitens Zrd move.

WHITE. BLACK.

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

2. K. B. to a B's 4ih. 2. P. to K. B's 4th.

8. P. to Q'8 4th. 3. P. takes Q. P. (best)

Your move of 8. P. to Q's 4th is more attacking than 8. P.
to Q's Old, and gives you I think an advantage in the open-
ing. At this point you may also adopt 3. P. to Q. B's 3rd
or 3. K. Ki. to B's 3rd without danger. In the first place»~

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

4. P. to Q'^ 4th. 4. Kt. takes K. P.

6. P. takes K. P. 5. Q. Kt. to C's ird.

6. Q. to iier 5th. 6. Q. to K's 2a(t

The game is about eren. .

I
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KTso's bishop's opbkino. 399

In the second place,—

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

You have a better opening.

4. Q. tiikes P. 4. Q. Kt. to B'& 3rd.

You may likewise play 4. B. takes Kt., followed by 6. Q.
take« P., or, which I think best, 4. B. takes Kt., and tbfiO

5. P. takes B. F. For example, m the first plaoe^—
4. B. takes 4. R. tak^ B.
6. Q. takes P. 5. Q. Kt. to B's 3rd.

6. Q. to her B*8 4th. 6. Q. Kt. to K's 2imU

If he retreat the Rook^ joa stOl play

7. Kt. to B's 3rd.

And ba¥e» I thmkt a sliii^t advantage.

In the second place,—*

4. B. takes Kt. 4. E. takes B.

5. P. takes K. B. P. 5* Q. to K. B's 3rd.

6. K. Kt. to K'a 2nd.

And again your game i^pears to me to be safer tiian fail.

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

6. Q. takes P. (ch.) 6. Q. to K's 2nd.

The game is even.

Vabiatiok IL,

Bef^inmnjif also at Whitens Zrd mot^.
WHITE. BLACK.

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

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

3. B. tikes K. Kt. 3. R. takes B.

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

You may here also play 4. Q. £t. to B's drd, and the^game
proceed thus :

—

4. Q. Kt. to B's 3r(I. 4. Q. to K. 3rd.

5. Q. Kt. to Q's 5th. 5. Q. to her B's 3rd.

6. Q. to R's 5th (ch.) 6. P. to K. Kt.'s 3rd.

7. Q. takes Q. R. P. 7. K. R. to Kt.'s 2nd.

8. Q. to K. R's 4th. 8. Q. takes Q. B. P.

9. Kt. to B'8 6th (ch.) 9. K. to his B's 2nd.

10. K. P. takes P. 10. Q. takes P. at K. B's 4th.

11. Kt. to Q's 5th.

Ton have tbe better poeition.

5. Q. to K. R's 5th (ch.) 6. P. to K. Kt.'s 3rd.

If you play 5. P. to K. Kt.'s 4th« Black will soon get an
advantage; for example,-*
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5. P. fo K. Kt'a 4th. 5. P. to K. ft%«Miu
6. P. to K. R's 3«d, 6. P. takes P.

7. P. takes P. 7. P«.to K. Kt'ftv3rd.

6. 9. tftkBB P. 6. talDM- P.
7. K. Kt. to B*8 3rd. 7. a. Et. to B's 3rd.

If you take the K. K. P. at your 7th move, he replies nitk
Q. to K. B^s 3rd, and lia» the more favourable gamB^

Should Black oiMr Answer with 7. ^B..t(K£».Kt.'8 5thp

joa purm the:g^iH»'arfoBows:~
7. Q. B. to K. Et'fl Sth.

8* Q. MtM K; R.'P. -8. Q. to S. B't 3td.

(It woold not be good play tehim to move 8. R. to K. Kt't 2oiL)

9. Q. to K. R's 4th. 9. B. takes Kt.
10. Q. takes Q. 10. R. takes Q.
11. P.tdEOfrB. 11. Q. Kt..tOiB'ai3cA.

I prefer your game.

8. Q. takes K. R. P. 8. a to K. B?8 3rd.

9. P. to Q's 3rd. 9. K. Bw toQ.B'«4iku
10. B. to K's 3rd. 10. B. takes B.

U. P. takes B. 11. B. takes K. Kt. P.

The positioiis are equal.

GAME TH£ SECOND.

WHITE.
1. P. ta K's 4th.

2. K. B. to Q. Fs 4fL
«. P. takesT.

BLACK.
1. P. to K's 4111.

2. P. toK. FB4{h.
'8. K. Kt. to«B's Sid.

Your present 3rd move is loss advantageoufi for you than

either of those belbco SJLamined.
~

4. P. to Q's 4lh. 4. P. takes'P.

You can 'also play 4. P. to K. Kt/s 4tli, forming a kind of

King's gambit, but as the following moyes show, you will be

unable ixr sustain the Pawn eventudly.

4. P. to K. Kt.'8 4th. 4. P. to Q's 4th!

5. B. to K's 2nd. 5. K. B. to E's 4th.

ft. P. to Q's Srd. * <5. P. to K. R's 4th.

(If yoailMNte6. P. to K. Kt.'s 5th, Black may leave hirKt»'«liMliltt«id

take the doubled P. with his Q^B.)
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king's bishop's oMinife. 9tt

7. P. U> K. SI/0 Sfk« 7. Kt to 6tli.

a. B. ttkm Kt« 8. P. tahetB.
9. Q. takes P. 0. CasUes.

10. Q. B. to K'8 3rd. 10. O. B. takes P«

11. Q. to K. Kt.'s 3rd. 11. P. to Q's 5t!i.

ULJk^XQ^ 2nd. 12. P. to K!ft,5U).

He liAi a good game.

5. Q. talBBS P. 5. If. to Q'kitli.

e. K. B« to.a^ 89di 6. Q. Kt. to B*s SrjL

7. Q. to K*8 8rd (ch.) 7. K. to B^s 2nd.

8. K. Kt. to K's 2nd. 8. 15. to (iKt;s5tli(c2i.)

9. P. to Q. B's 3rd. 9. li. to K's sq.

10. Q. to K. Kt.'s 3rd. 10. K. B, to Q'^ 3rd.

Hia^gaufts is better deseidpsfiL

Chapzsb IY.

QHfiEN'S BISHOP'S PAWN'S DEFENQPjtN THE iUNa'S
^^HOP'd OPENINGr

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

2. K. £. to Q. £ B 4th. 2. P. to Q, B s Si^d*

Hus mode of play by BIssk ismoi.to be commended, as it

enables you to derelope your men with speed, and consigns

his to a long inaction. The chief writers who have treated

of this variation ;irc—Cozio (Ibt vol.), pp. 127, 169, 304; (2nd
vol.), pp. 284, 320; Ponziani (1782), p. 80; PhiHdor (1790V

pp. 16,24, 188,192; Bertin, p. 45; Lewis(1844),pp.33-p.^yj
Jaeniseh (Ist vol.), pp. 105-—108.

3. a to K's 2nd. 3. K. Kt. to B's 3rd.

The move of Q. to Iv s 2ad is better than 2. P. to Q's 4th,

%liich Philidor recommeiKb] for t^e letter see the VariaUoii^

4. P. to K. .B:s.4tb. 4. P. to Q's did.

If be play 4» B» te Q. Bts 4th, you answer with &. P. takes

K. P., and on his taking the K. Kt., you retake B. ^yith R.,

and have a good position. He may, however, move 4. P.
takes B. P., upon which ^yoja proceed as follows:

—

5. P. to K's 5th. 5. Kt. to Q's 4th.

ft. P. to Q's 4th* 6. ,B. to K'8 2nd.

7. B. takes Kt. 7. K. B, to K. Ws Mh (ch.)

8, P. to K. KL'a 3fd. 8. P. takea P.
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9. B. talcesK. B. P. (ch.) 9. K. takes B.
10. Q. to K. B's aid (ch.) 10. K. to his sq.

11. P. takes P. 11. B. to K'a 2iul,

Yonhmm dceUmt pontioii.

5. P. takes P. 5. P« takes P.

6. K. Kt to B*s drd. 6. E. B. to Q's 3ixL

7. P. to Q's 4tli. 7. P. -takes P.
8. P. to K's oth. 8. Castles.

9. Castles. 9. K. B. to U. B's 4tL

If he play 9, K. £. to K's sq., you equally acquire an adyan*
tage. For, suppose,—

9. K. R. to K's iq.

10. Kt. to his 5th. 10. R. takes P.

11. Kt. takes K. B. P. 11. R. takes Q.
12. Kt. takes (dis. ch.) 12. K. to R's sq.

13. B. takes R.
And you must win.

10. Q. to her 3rd. 10. Xt. to Q's 4th.

11. Kt. to his 6th. 11, P. to K. Kt.'s Sri.

12. Kt. to Ks 4tlL 12. B. to Kb 2iid.

13. B. takes Kt. 13. P. takes B.

14. Kt. to B's 6th (eh;) 14. B. takes Kt.
15. P. takes B.

You haye a fine game,

Vabiaxiok,

Beginning ai WhMe 9rd move*

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

2. K. B. to Q. B's 4tli. 2. P. to Q. B 8 3rd.

3. P. to Q*s 4tli. 3. K. Kt to B's 3rd.

K. Kt. to B's 3rd is Black's best move ; if he play insteiu

3. P. to Q's 4th, or 3. P. takes P., the following Taiiatiou

are likely to arise; in the first place,—

3. P. to Q's 4th.

4. P. takes Q. P. 4. Q. B. P. takes P.
5. B. checks. 5. B. to Q's 2nd.

Tl. takes B. (ch.) 6. Kt. takes B.
7. P. takes K. P. 7. Kt. takes P.

& Q. to K's 2nd. 8. Q. to K's 2nd.

9. Q. Kt. to B's 3rd. 9. Castles.

10. Q. B. to K. B's 4th. 10. Kt. to Q. B's 3rd.

11. Castles.

Your game is preferable.
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xxjra*s bishop's opbkivg. 28&

bk fhe second place,— .

3. P. takes P.

4. Q. takes P. 4. P. to Q*s 3rd.

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

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

7. to her B's 3rd. 7. Q. Kt. to B's 3rd.

8. K. Kt. to B's 3rd. 8. K. Kt. to B's 3rd.

9. P. to K. B's 5tb. 9. Q. B. to Q's 2nd.

10. Casties.

Your game is less contined than his.

4. P. takes £. P. 4. a.toa.Il's4th(eh.)

Instead of so playing you may proceed thus :

—

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

5. P. takes K. P. 5. Kt. takes K. P.

6. B. to Q's 3rd. 6. P. to K. B't 4th,

The game is even.

5. P. to Q. B 8 3rd. 6. Q. takes K. P.

6. B. to Q's 3rd. 6. K. B. to Q. B'84t»u

7. P. to K. B's 4th, 7, Q. to K's 2iid.

8. P. to K's 6th.

The game is in your &voiir.

GAMES
ILLUSTRATIVE OF THE PRECEDING ANALYSES.

Gams <•—Between Messrs. Stanley and Bousseaiu

WHITES. (Mr. S.)

1. P. to K's 4th.

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

8. Q. Kt. to B's 3rd.

4. K. Kt. to B's 3rd.

6. P. to K. R's 3rd.

6. P. to Q's 3rd.

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

5. Q. Kt. to K's 2nd.

9. a Kt. to K. Kt.'s 3rd,

10, Kt takes Kt,
11. P. to Q. B's 3rd.*

12. Castles.

13, B» to K. Kt's 5th.

BLACK, (Mr. R.)
1. P. to K's 4th.

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

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

4. P. to Q's 3rd.

5. Castles.

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

7. a. Kt. to B's 3rd.

8. Q. to K's 2ud.

9. Q. Kt. to Q's 5th.

10. B. takes Kt.

n. B. to a Kt'tMi
12. P. to Q's 4th.t

13, P, to Q.B's3rdL

* White gains a move by this exchange of Pieces,

t P. to K. R'a 3rd would iiaYe been better play.
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14. Kt. toK. R't5^
15. P. takeg P.

16. a. to K. B's^*
17. B. tikes Kt.

18. Kt. takes K. Kt. P.
19. Kt. UkeA (cL

20. Kt. takes R.

14. P. takes K. P.
15. B. t ikes B.

16. Q. B. to his 5th

17. a to K's 3rd.

18. Q. B. toK's/th,
in, B. takes

Black surrenders.

Oajcs n.—Between Messrs. Horwits aiid Schnlien.

WHITB. (Mr. S.)

1. P. to K's 4th.

2. K. B. to Q. Bfs4ilk

s. Q. Kt to b;i ana*

4. B. takMKt .P*

5. P. to Q's 3rd.

6. B. to Q. B's 4th*

7. Q. to K's 2imL
8. P. takes P.

9. Q. Kt. to K'l^
10. P. takes Kt.

11. Q. takes B
12. Q. B. to Q's 2nd.

13. Q. to K. B*i 3rd.

14« P. Uk9B K. B. P.

13. Q. to her Kt's ML

BLACK. (Mr. H.)
1. p. to K!s 4th.

2. K. Kt. to-Bkata.
3. P..ts Q^ML'M 4tiL

4. B. te Q.JB'sAdi.
5. P. to Q. B't 3rd*

6. Q. to her Kt.'t 3id»

7. P. toQ^4«h.
8. Castles.

9. Kt. takes Kt
10. B. takes K. B. P. (ch^f
11. Q. to Kt.'s 5th (ch.)

12. Q. takes K. B.
13. P. to K. B'f 4th.

14. B. takes P.

bf ftme In three motes.)

Qame in.—Betweea Messre. HofwitB and Kioseriifcrity.

(M.KO
1. P. to.K^s 4tb.

2. K..B.toQ.B^4l|u
3. K. Kt to B's 3rd;

4. p. to Q's 3rd.

5. K. Kt. takes P.

6. Q. to K's 2nd.

7. K: B. to Q. Kt.'s 3rd.

8. P. to K. B's 4th.

(Mr. H;)
1. P. to KV4tfa.
2. K. Kt to B's 3ei.

3. Kt tdies P.

4. K. Kt. to K. B's 3ed.
5. P. to Q's 4th.

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

7. K. B. to Q's 3id.

8. Castles.

This 5s very finely played, and is an example to young players of the

Importance of gaining time at chess. Had White paused in his attack to

lecovcr the lofet Bibhop, the adversary might have succeeded in dislodging

one or other of the IHeces bj which he is beleaguered, or in bringing his

om foroes to the rescue, aad tim hmMmMj rctriwedthe ganoe.

t Blaek pla^ oapitaUy iiSP'>te.llhe<nai

t It is naeljpenBhul iwnjiiiiiin yict^ »
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91 Castles.

10. Q. Kt. to Q. did*

11. K. to R's sq.

12. P. takes Kt.

13. Q. B. to K. B'& 44ii.

14. Q., Kt. to K'9 4th.*

15. K. B. Ukes Q. 13.

16. R. takflB Kt.
17. K. B. to«a KUVM.
18. Q. IUto.K.'B^»8q.
19. P. to K. Kt.'s 3rd.

20. Q. B. to K. Kt's^dtlu
21. K. P. taK's 6th.

22. B. takeaP. (oh.)

23. Q. takes K.
24. B. take^CU
25. Q. B. to Q. B's5tli.

26. B. takes K. li.

27. K. to Kt/6 &kU
28. K. to Bfi SUA.

29. B. to.^Wii3ttd.
30. K. to Kt.'s 4th.

31. B. to Q'sGth.
32. P. to K. R's4th.
33. K. to K. B^g 5th.

34. K. to K's 6th.

35. R. to K. B's 3rd.

36. K. to Q's / 111.

37. P. to Q"s 4th.

And

9. Q. Kt. to Q's 2ntl.

10. K. B. to Q. B'a 4di (ck)
11. Q. Kt. takes Kt.

12. Kt. to K. Kt.'s 5th,

13. P. to Q. B'&3rd.
14. Q. P. takes Kt.

15. K. Kt. to K, B^s 7tli (ch.)

16. IL B; tckas^B.

18. .PJto:K't4UL
19. Q. R. to Q'asq.
20. Q. R. to Q'a;2ad.
21. P. takes P.

22. K. to R's sq.

23. Q. takes Q.
24. Q. R. to K's 2nd.

25. Q. R. takes K . B.
26. R. to K's^ TLb.

27. B. to Qfa 5th (dii^cliO

88. ILla]iet>f|..B.d^.

29. P..«o IL Bi?tt3id.

30. B. takes a. Kt. B.

31. B. to K. B'a SFd.

32. R. takes Q. R. P.

33. K. to K. R's 2xuL

34. R. to Q's 7 th.

35. P. to Q. R's 4th.

36. R. to Q. B's 7th.

37. B. takes P.

ite resigns.

Game IV.—BetNveen Dr. Bledow and Von Biiguer*

WHITK. (Dv. B.) BLACK. (V. B.)

1. p. to K's 4th. I. p. to K'a 4th.

2. K. B. to a B's 4lih. 2. P. to K. B'a 4th.

3. P. to Q's 3rd. .3. K. Kt. to B^s 3rd,

4. K. Kt. to B a aid. 4. P. takes K. P..

5. P.. takes P. 3. Kt. ^Oms P.

6. Q..toJMr fttlu 6. KUto W% 3rd;.

Z. . Kt. triM K. P. 7. P. to a. B'8 3sd,

8. Q. to K. B's 7th. (d^) 8. Kt. takes Q.

9. B. taket^KJ;. (eh*) 9. K. to

* This is pretty, but not sound.
' f A good mgm^. 1£ White play P. to Q. B'a 3rd| Black takes Q. P«

with P.

X He would have heen mated in twomores^ oataUnf tiie B. nidi UsB*
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10. Q. B. to K. Kt/s 5th (ch.) 10. K. to Q's 3rd.

11. B. takes Q. 11. K. tekes Kfe.

12. P. to K. B's 4tli (ch.) 12. K. to hu B's 4tk.

13. a B. to K. Kt.'8 5th. 13. K. B. AeckE.

14. P. to Q. B's .''>nl. 14. K. R. to B's sq.

15. K. B. to Q. Kt.'s 3rd. 15. P. to K. R'sSrd
16. K. B. to Q. B'i 2nd (ch.) 16. K. to Kt.'s 5th.

17. K. B. to Q's sq. (ch.) 17. K. to B's 4th.

18. P. to K. Kt.'s 4th (ch.) 18. K. to Kt.'s 3rd.

19. B. to Q. B'^. 2nd (ch.) 19. K. to B's 2nd.

20. Q. B. ta K. R's 4th. 20. K. B. to K's 2nd.

21. Q. B. to K. Kt.'s 3id. 21. P. to Q's 4th.

22. P. to K. B's 5th. 22. Kt. to Q's 2nd.

23. Kt. to Q's 2nd. 23. K. B. toU 3rd.

24. Kt. to K. B's 3rd. 24. R. to K's sq. (ch.)

25. K. to his B's 2iid. 25. Kt. to Q. B's 4th.

26. K. R. to K's sq. 26. Q. B. to Q's 2nd.

27. P. to Q. Kt. 's 4th. 27. Kt. to K's 5th (ch.)

28. R. takes Kt.* 28. P. takes R.
29. B. to Q. Kt.'8 3rd (ch.) 29. K. to B's sq;

30. B. to Q's 6th (ch.) 30. B. to K's 2nd.

31. Kt. to K's 5th. 31. P. to K, Kt.'s 4th.t

32. P. to K. B's 6th.J 32. P. to K s 6th (ch.)

33. K. to Kt.'s sq.

Black rengns.

Gams V.—Between V. H. dor Laza and a Member of llift

Berlin Chess Club.

WHITE. (Mr. ) BLACK. (V, H, d. II.)

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

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

3. B. takes K. Kt. 3. R. takes B.

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

5. Q. to K. R's 5th (ch.) 6. P. to K. Kt.'s 3rd.

6. P. takes P. 6. R. takes P.

7. P. to K. R's 3rd. 7. Q. to K. B's 3rd.

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

9. a Kt. to B's 3rd. 9. Q. B. to K's 3rd.

10. K. Kt to R's 4th. 10. Q. Kt to Q's 5th.

11. Kt takes R. 11. Kt. takes Q. B. P. (du)
12. K. to Q's sq. 12. P. takes Kt.

13. Q. to K. R's 7th. 13. Kt takes Q. R.

* The tennuiatiiig moves are admirably played by Dr. Bledow.

t It ^ quite erident that on taking the B.» mate iroald Jiate foUowei
next move.

J Beaatifuily pUyed.
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14. Q. takes B. P.

15. Q. takes Q. Kt. P.

16. Kt. to a. Kt.'s5th.

17. K. to K's 2iid.

18. K. to Q's sq.

19. Q. to her B's 6th.

20. Kt. to B's 7th. (ch.)

21. Kt to a Kt's itk,

22. R. to K's sq.

23. K. to K's 2nd.

14. Q. to K. B's 4th.

15. R. to Q's sq.

16. Q. to Q. B's 7th (ch.)

17. Q. to K's oth (ch.)

18. R. to Q's 2nd.

19. Q. B. to K. B's 4tlu

20. K. to Ij's 2nd.

21. Q. takes K. Kt. P.

22. Q. B. to his 7th (ch.)*

23. Q. to K's 5th (ch.)

And BUuic wins.

Game VI*—^Flayed between two Amateurs of the London
Chess Club.

1.

2.

3.

4.

5.

6.

7.

6.

9.

10.

11.

12.

13.

14.

15.

16.

17.

18.

19.

20.

21.

22.

23.

24.

25.

26.

27.

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

B. to Q. B's 4th. 2.

Q. to K's 2nd. 3.

P. to Q. B's 3rd. 4.

P. to K. B's 4tfa. 5.

P. to K. B's 5th. 6.

P. takes P. 7.

B. diecks. 8.

B. takes B. (ch.) 9.

P. to Q's 4th. 10.

K. Kt. to R's 3rd. 11.

Castles. 12.

Kt. to K. B's 4th. 13.

Q. to K. B's 2nd. 14.

Q. to K's 2nd. 15.

Kt. takes P. 16.

K. to R's sq. 17.

Q. takes K. P. 18.

O. to K. B's 3rd. 19.

B. to K. Kt.'s 5th. 20.

B. to Q's 2nd. 21.

Q. Kt. to R's 3r(!. 22.

Q. Kt. to Q. B's 4th. 2.3.

U. Kt. taKes P. . 24.

P. to Q. B's 4th. 25.

K. Kt. to Q. Kt.'s Gtii (cii.) 20.

Q. takes P.

Mate.

BLACK.

P. to K's 4th.

P. to Q. B's 3rd

Q. to Q. B's 2nd.

K. Kt. to B's 3id.

P. to Q's 3rd.

P. to Q's 4di.

P. takes P.

B. to Q's 2nd.

Q. Kt. takes B,
P. to K's 6th. .

.

Castles.

B. to Q's 3rd.

P. to K. R's 3rd.

K. Kt. to his 5th.

P. to K. R's 4th.

B. takes K. R. P. (eh.)

Q. to her 3rd.

K. R. to K's sq.

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

P. to K. B's 3rd.

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

P. to Q. R's 4th.

Q. to her B's 3rd.

Q. to Kt.'s 4th.

Q. to R's 5th.

Kt. takeb Kt.

* Q. to K. B's 6th (ch.), followed by B. to B's 7th, would hare lieen

more exjieditioiis

Digitized by Google



Chaptbb V.

aiF^^'S BISHOP'S PAWN'S OPEMMa

.s the de.-^ic^nation given, in tliis country, to tlie opening
wherein, after both players have moved their King's PaNm tc

K's 4th sq.. White, instead of bringing out a Piece, prepares

at once to occupy, with his Pa^ ns, the centre of the board.

This mode of commencing the battle was probably a favourite

in the earlier days of European chess play, as Ruy Lopez
has devoted more than ordinary space and attention to it in

Ids often-quoted work of the sixteenth century. It is noticed
also if Aligoier, StamiBA, and Fhiiidio; and.to its condemBs-
tion by the latter> we are, pexhsss« indebted for tiie elaborate

analysis it has imdergone by llie celebrated Italian sdiool,

and which proves that, although this mode of beginning the
game affords but few opportunities for strilving or intricate

combinations, it mny bo adopted with perfect safet}'. Tho
leading works which treat of the Q. B. P's opening, besides

tlie nnthors before-named, are—Ponziani (1782), pp. 85, 86,
98; barratt (lb()b),pp. 1, 72—76, 90; Lewis (1844), pp. 259
—270; Jaenisch (vol. i.), pp. 94—101 ; the Gennaa ^' Hand* I

buch/' and <iie Cliess-Player's Chronicle."

GAME THE FIRST.

WHITE. BIriXSX.

1. P. to K's 4tfa. 1. P. to K's 4ih.

2. P. to a. B's aid. 2. P. to Q'^4A (best)

It was this reply of Black's which induced both Allii:<der and
PInlidor to decry tlie opening as bad for White ; but subse-
quent exunination has shown that, despite this formidable
counter-move, he may pursue tho game unihoat disadmntage.
If Black, instead of 2. P. to Q's 4th, play the move giyen by
earlier wiiteES, viz., % K. Kt. to B's 3rd» the positions, in a
few moves, would be equal. (See the next game.) He mar
also play 2. P. toK B s 4th, but wifh still less benefit to bis

game, or 2. K. B. to Q. B's 4th, in which case the game
v ovdd shortly resolve itself into some position, before ex-
amined, in the King s Knight*s opening.

|

d. lu.Kt. to B's aid. 3. P. takes K« P.
He can also play with safety 3. K. Kt. to B s 3rd. (See tbe

i
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irintioTi.) Your third more we owe to Del Bio. PhOidor

3. P. tdtts V. 3. a tiikM

4. P. to Q's 4fli. 4. a KL to B^t

5. Q. B« to K'« 3ra. 5. a B. toK* B>4tlk
6. P. to Q. B's 4tli. 6. Q. to her R's 4th (tdk)

7. 6. to Q's 2iid. 7* Ct to her Kt/s 3rd*

8. ?• takei P. 8. Q. KU to Q'l 5Ui*

He his ft ffipitffi fttuf^i

4. Kt takes E. P. 4. K. B. to Q's Srd.

>el liio advises, for your 4th movo, Q. to Q. II' s 4th (eh ),

nd supposes it would give you the superiority ; but in this

.e errs, as the flabjoined variation will show.

4. «.tolMrm4t]i(ch.) 4. P.toa.B'sM.
5. Q. tdMS K^P. 5. K. B. to Q's
6. K. B. toa B't iOu 6. K. Kt to B't

If you mm P. to QL*n 4di| he plays 6. P. to K. B's 4tli wltii

dfutago*)

7. Q. to K't 2iid. 7. P. toX'i Mb.
8. P. to a's 39d. B. CMiki.
9« P. takes P. 9« Kt. tikes P.

10. B. to K'sM. 10. a B. to K* 9s4lh.

Tho niM ii em*
5. Kt. to Q. B's 4th. 5. Q. B. to K's 3rd.

If you check with your Q. at the 5th move, and then take

the K. P., Black first interposes the Q. B. P., and after*

wards moves Q. to E's 2nd.

6. P. to Q's 4th. 6. r. takes P. inpass-

7. £• takes P. ing.

The positions are eqnaL

VABIJLTIOir,

Biginning at Black's 3rd move.

8. TL Kt to B's aid

nis move is given by Jaenisch, who thought it a novelty, but
it had previously oecurred in the games between Mr, Coch-
nuic and the writer.

4. P. toa's4ih. 4. Kl takes P.

Yon can also without danger, I think, take JL P. with KLp
instead of playing 4, P. to Q*s 4th.
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5. Kt. takes P.

6. K. Kt. to a'g aid
7. P. takes P.

8. Q. B. to K b 3rd.

B. takes Kt.

10. Castles.

Neither party

5. K. B. to Q's nH,
G. P. to Q. Ws 4th.

7. Kt. takes P.

8. Kt. takes Kt. (cK)
9. a Kt. to B's 3rd.

10. Castles.

the advtiutage.

GAME TU£ SECOND.
WHITE. BLACK.

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

2. P. to Q. B*s 3rd. . 2. K. Kt. to B*8 3rd.
3. P. to a's 4ik, 3. K. Kt. takes K. P.

You may also play 3. P. to K. B's 4th, upon which he shouhl

take K. P. with Ivt., and the game in a few moves will be

equal. If Black, for his 3rd move, take P. with. P., you pusk
on the K. P., and then take P. with P.

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

If he mov e 4. B. to Q. B s 4th, you play 5. Q. to K. Kt/s 4tht

and have an immediate advantage.

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

The game is quite even*

GAMES
ILLUSTRATIVE OF THE QUEEN'S BISHOP'S PAWI . S

OPENING.

Game I.-^Between Capt. Evans and an Amateur.

WHITE. (Capt. E.) BLACK. (Mr. p.)
1. p. to K's 4th. L P. to K's 4ih,

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

3. P. to Q'a 4th. S. P. takes P.
4. P. to K's 5th. 4. Kt. to K'f h
6. Q. to K's 2nd. 5. Kt. to his i h.

6. P. tnk., P. 6. B. to Q. \ jt:i (<*.>
7. Q. Kt. to B's 3rd. 7. Q. Kt. to ±>'r ard.
8. Q. to her 3rd. ' 8. P. to Q*a 4th.

9. V. to K. B's 4th. . 9. Kl to K's 5th.

10. K. Kt. to B's 3rd. 10. Q. B. to K. B's 4t2u
12. Q. to K's 3rd. ' 11. Canities.
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12. p. ta a R's 3rd.

13. P. to a Kt/s 4th.

14. Q. B. to Kt's 2iid.

15. Q. Kt. to Q. R't 4tli.

16. aKt.takeiB.
17. B. takes B.
18. K. to his 2nd.

19. B. takes Kt.

20. Q. takes P.

21. Q. to K. B'sSrd.
22. Q. K. to Q. n*s sq.

23. K. R. to K. Kt.'s sq.*

24. K. R. to Kt.'8 5th.

25. P. to Q s 5th.

26. JC. R. takes K. Kt. 1\ (di.)

27. Q. to her 3rd.

M. B.takMKt.
29. K. to B'b 2iid.t

30. R. to K. Kt'i
31. P. takes R.
32. P. takM P.

12. B. to Q. R'g 4th.

13. B. to Q. Kt/8 3rd.

14. Q. B. to Kt's &tfu

15. B. tekat K. Kt.
16. B. tidui K. Kt F,
17. Q. to K. R*t 5th (tk.)

18. Q. R. P. takw Kt.
19. P. takes B.

20. Q. to Kt.'s 5th Cdi/i

21. Q. toK. B'8 4th.

22. Q. Kt. tnkps Q. Kt.
23. Q. Kt. to B'b 3rd.

24. Q. to her 2ad.

25. Kt. to K's 2nd.
26. K. to K b sq.

27. Kt. to K. Kt.'s Sid.

28. Q. R. to K'l tq.

29. R. to K't aal.

SO. R. to Q'l if.

81. Q. to K's 2nd.t

Blick snrrenden.

Game II.—Between Messrs. Cochrane and St£.;^lou

WHITE. (Mr. S.) BLACK. (Mf. C.)

1. p. to K's 1th. 1. F. to K's 4th.

2. P. to a. B's 3rd. 2. P. to Q's 4th.

3. K. Kt. to B's 3rd. 3. K. Kt. to B's 3rd^

4. K. Kt. takes P. 4. K. Kt. takes P.

5. P. to Q's 4th. 5. K. B. to Q'a 3re.

6. Q. Kt. to Q's 2nd. 6. Castles.

7. Q. Kt. takei K. Kt 7. P. takes Kt.

8. Q. B. to K. B't 4tli. 8. B. takes Kt.

9. Q. B. takes B. 9. Q. Kt. to B's 3rd.

10. K. B. to Q. B's 4th. 10. Q. B. to K's 3rd.

11. K B. to Q. Kt.'s 5tb. 11. Q. Kt. to K's 2nd.

12. Castles. 12. P. to Q. B's 3rd.

13. K. B. to Q. R's 4th. 13. Q. Kt. to K. Kt.'s 3«L
14. Q. B, to K. Kt.'s 3rd. 14. P. to K. B's 4th.

15. P. to K. B's 4th. 15. P. takes P. in passing.

* ffladc played ingeniously in olliniiig to give up tlie Kt If White hnk

tsken it| he must been subjected to an embanassing attack for som
UtOe tinae.

t Hsd he played on the P. (die. di.), he oonld not take the Q. vnlil hk
Kiog was removed*

{ Tsking the Q. would haT<e been fSiM to hifls.
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17 K. to Q. Kt'i^ii.*
18. Q. B. to K. ted.
19. K. P. takes B.

20. Q. to licr 3rd.

21. K. R. to K. R's 3nL
22. Q. to K. B'b 3rd.

23. K. R. to his 5th.

24. P. to Q. B's 4th.

25. P. to Q. Kt.'s 3rd.

2G. Q. K. to K. B's sq.

27. P. to XI. &'s 4t]|.

28. P. to Q'« 5tli«

29. aB.taki»Q.B.P.t
30. R. takes R«
31. K. to B '8 2nd.
32. Q. to hf r Ztd,

33. Q. to K's 2nd.

34. P. to Q

16. P. to B's Silu

17. Q. to her 3rd.

18. K. toK'BJuqt.

19. Q. takes B.
20. Q. R. to K's sq.

21. Q. to K. B's 4th.

22. Q. R. to K's 5th.

23. Q. to K's 3rd.

24. K. R. to ^n.

25. Q. to K. B's oi J.

26. Q. R. to K's 7th.

27. Q. R. to bk Tib.

28. Q. B, to his 8th.

29. K. R. tolC's Sth.

30. R. takes R. (ch.)

31. Q. to her R's Sth.J
32. R. to K. Kt.'s 8th.

33. Kt. to K'& 2nd.

And wins.

Oamx III.—^Between

WHITF Capt. E.)

1. p. to K'8 4Ch.

2. P. to Q. B^s 3rd.

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

4. K. B. to Q. B's 4th.

5. P. to Q's 4th.

6. K. Kt. to Kt.'8 5Ui*§

7. P. takes F.

8. K. Kt. takes K. B. P.

9. Q. to K. B's 3fd (cOi.)

10. Castles.

11. Q. B. to K. Kt.'8 5th.

12. P. to K. Kt's 4ih.,i|

13. K. B. to Q*M 3nl.

14. B. to K. B's 5th (ch.)

15. P. takes Q. P.

16. P. takes P. (ch^

;. Eyans and M. St. Anumt.
BLACK. (M. St. A.)

1. P. to K's4th.
2. P. to Q. B's 4th.

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

1 K Kt. to B's 3rd.

5. Q. B. P. takes P.
6. P. to Q's 4th.

7. K. Kt. takes P.
8. K. takes Kt.

9. K. to his ord.

10. Q. Kt. to R's 4th.

11. Q. toherSid.
12. Q. to her 2nd.
13. Q. toK- B's^nd.
14. K. to Q's 3rd.

15. Q. B. takes B.
16. K. takes P.

* But for this more of resource. Black would evidently liave gained

t An im^poitant nntlrt.ftir his Kh^.
X Black has now a Tery menaciiig positioii.

$ We have he» a position,almMtidenlawal .with the.leaduuc jonepf tta
••TVo Knights' Game."

I ^ftliite plays ex^remelgr w«U ialbb^pMiie.
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17. P. tdKes B. 17. Q. Kt. to B'i Srd.
18. K. R. to K's sq. (ch.) 18. K. to Q's 3rd.

19. R. to K's Gth (ch.) 19. K. to Q. B's 4tlu
20. Q. to 3rd (ch.) 20. K. Kt. takes B.

21. Q. takes K. Kt. (ch.) 21. K. to Kt.'fr 4th.

22. Q. to her 3rd (ch.) ' 22. K. to Kt.'s 3rd.

23. Q. to her Kt.'s 3rd (ch.) 23. K. to B's 2na.

24* R. takes Kt. \,cii.), uiid wins.

Game IV.—^Betweei* M. St. Amant and Mr. O. Walkex*

wiiiTK. (Mr. W.) liLACK. (M. St. A.)
1. P. to K's 4th. 1, P. to K's 4th.

2. P. to Q. B's 3rd. 2. P. to Q's 4tb.

3. P. takes P. 3. Q. takes P.

4. K. Kt. to B's 3rd. 4. K. B. to a B's 4th.

5. P. to Q. Kt:. 3rd. 6. Q. B. to K. KVs 5th.

C. K. B. to K's 2Qd. 6. P. to K's 5tii.

7. Kt to Q's 4th. 7. B. takes B.

8. Kt. takes B. 8. Q. Kt. to B*s 3rd.

9. Castles. * 9. Q. Kt. to K's 4th.

10. Kt. to K. r/s 4th. 10. Q. to her 3rd.

11. P. to Q's 4ih. 11. P. takes P. in passing*

12. K. R. to K's sq. 12. Castles.

13. a Kt to Q's 2iid. 13. P. to K. B's 4th.

14. P. to Q. R's 4th. 14. P. to Q. R'ft 4tb.

15. P. to Q. Kt's 4th. • 10. P. takes P.

16. P. takes P. 16. B. to Q's 5th.

17. Q. U. to Kt.'s sq. 17. K. Kt. to B's Srd.

18. Kt. to Q. Kt.'B 3id. 18. K. Kt. to Kt's 6th.
19. Kt. takes B. 19. Q. takes Kt.

20. B. to K's 3rd. 20. Q. to her 3rd.

21. B. to Q. IVb blh, 21. Q. to K. R's 3rd.

22. Kt. to K. K'.i 3id« 22. K. R. to K's sq,

23. P. to Q. R's 5th. 23. P. to Q's 7th.

24. R. to K. B's sq. 24. Kt. to Q's 6th.

25. P. to a R's 6th. 25. P. takes P.

26. Q. to K. B's 3rd. 26. K. R. to K's 5th.

27. Q. takes P. (ch.) 27. Q. to K's 3rd.

28. Q. takes Q. (ch.) 28. R. takes Q.
29. Kt. to K. Kt.'s 5th. 29. R. to K's 8th.

30. B. to K's 3rd. 30. Kt. take? B.

31. P. takes Kt. SI. R. takes R. (ch.)

32. K. Uke6 R. 32. Kt. to Q.^ Stft.

And JQb^ wins.

ENI> 07 .BOOK lil.

f
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SYNOPSIS OF BOOK I\\

THE KING'S GAMBIT,

^ P. to K's 4th. - p. toK. B's

P. to ^' P. take* P.

WITH m TAXIOVS ltODmCATXON», TIZ,:~

Thb Kikg's Kmight's .OAifBrr,

I
P. to K's 4th. P. to K. B's 4th. K. Kt. lo B's 3:1.

, WHICH includes:—

Tax CuNKiNeHAM Gambit^—
. P. to K'gith. ^ P,toK. B'g4U>. K. Kt. to B's 3r<L

^*P.toK'»4t]i. ^*P«taiEMP. B. to K's 2nd.

—

The Salyio and Cochbakx Gambits:^

I

^'to K's 4th. ^ P.toK,B'i4tlu K. Kt. to B'g 3rd.

P. to K't 4th. ^' P. tata P» p. to K. Kt/a 4tii.

^ K.B.toaB'i4th. K. Kt. to K'n 5th.

^*P.toK.Kt.'s5th. .

^* Q. checks.

. K.toB'iiq. M ^ K. toB'ssq. ^

r Thb Muzio Gambit;—-

t*. to iK's 4th. ^ P. to K. B^g 4th. « K. Kt to B's 3rd; .

*• P. to K's 4th. ^' P. takes P. • P. to K. Kt.'s 4th.

. K. B. to Q. B's 4th. Castles. - P. to Q's 4th.

p. to K. Kt.'8 5th. P. takes Kt. P. takes Kt.

Thb Allgaier Gambit:—

1 P- to K's 4th. ^ P. to K. B's 4th. ^ K. Kt. to B's 3rd.
* • rrto~K'8 4th. P. takes P. P. to K. Kt.'s 4liu.

- P. to K. B's 4th.
4.—

—

The KiJSG's Rook's Pawn Gambit:—
p. to K's 4th . ^ P . to K. B's 4th. ^ F.toK. R's 4th>

*• pTto K's 4thl ^' P. takes P.

The King's Bishop's Gambit:—
^ p. to K's 4th. P. to K. B's 4th. ^ K. B. to ft. B'a 4tte.

Thb Gambit Dbclinbb
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BOOK IV.

Chapxbb L

This admirable opening, in "which is oomprehended e\Qrx

Tanety of the game, begummg with 1 .

p ^^j^.^^^^
. 2. f

giyes birth to the most intricBte and beautiM combinatioiii

of which the cheM-men are rasoe^tible, and their investiga-

tion will aflfbrd yon an inezhanstiUe ftmd of entertainment

and instruction. To render the examination of them as

iiitelligible as oui' limited space and somewhat cumbersome
notation will admit, it may be well to classify the ramifio:i.

lions of this gambit under dilferent heads. For this purpoi?e

Ijpropose to divide the variations into four separate sections.

The 1 st will contain the manifold debuts which spring from
Thx KiKo'8 Oambit Pbopsb, or Kikq's Knight's Gam-

. nil P. toK'i4lh P. toK. B*84th
BIT, as it IS sometimes called, 1. p^^^^g^th

' ^' P.ukeiP.
—

*

3
K^Kt^^oB^

The 2ndwilltreatoffhe modification ofthis

o pe ning which is generally known as TnEAxLGAiEK Gambit^
, p. to K'8 4th ^ P. to K. B'g 4th « K. Kt. to B'g 3rd^ . P. to K. R's 4tb

^
^*

P. to K'8 4th* P. takes P. * P.toK. Kt.'«4th^
'

induding also an attack called The Kino's Book's Pawn
Gambit 1 ^'^^'^^'K o P» to B't 4th

.
P,toK>R^4ft

UAMBIX, ^' p,UilL*9 4th P. takes P.

Sid 'Will embrace Ihe Taried methods of attack and defence

in the favomrite King's Bishop's Gakbit, 1. p^^,|^^^»

2. 8-
'-"-""^

and the 4fh will be'dCTotod

to the inid( finable class of moves which ihaaccond playermaj
idopt in rciusing the gambit.
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GAME THE iiKST.

WHITE. BLACK.
1. l\toK'B4tb, 1. P.toK'84tih.
2. P. to K. B*8 4t]i. 2. P. takes P.

3. K. Kt. to B s 3rd. 3. P. to K. Kt.*8 4th.

Black's third moTe is considered the best he can adopt after

he has accepted the gambit ; but he has other modes of plaj,

which* if not equally satisfactory, may be made without dis-

advantage ; for' instance, he can play 8. P. to Q's 4th, or

8. P. to K. B's 4th, and obtain an even game. (For 8. B. to

K's 2nd, gee Chapter II., The CmoriNOHAH Gambit.) Ib

the first place,—
3. P. to Q's Ith.

4. P. takes P. 4. K. B. to Q's 3rd.

(II Im fbqF4» P. t» KU'A4th, you wwtrvith 5. B^lo ^ Bf«

4ug
5. p. to Q*s 4th. 5. P. to K, Kt/s 4tk.

6. P. to Q. B's 4th. 6* P.

T* K. fi. to Q's ard.

The gimie n eqpal.

In the second place,

—

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

4. P. takes P. 4. P. to Q's 4Ui.

5. P. to Q's 4th. 5. Q. B. Ukes P.

6. a B. taket F. 6. K. Kt. to B's 3rd.

E«n gams*

4. B. to Q. B's 4th. 4. B. to K. Kt.'s 2nd (best)

In Victor Ka&r's ''Gbmplete Ouide to the Ganstof CSiesB,"

(Graias, 1842,) the mme of 4u P. to B's 8rd ia reoomnended
in place of 4. BL to Q. B's 4th; hut if Black reply with
4. K. B. to K. Kt.'s 2nd, you appear to gain nothing. (For
the consequences of 4. P. to K. VJs 4th, see The ^111-

GAiEB Gambit.) At the present stage of our game Black
has a variety of moves at command. lie may play 4. P. to

K. B's ikd, which is obviously bad, on account of 5. Kt. takes

Kt, P., &c. He may also play 4. P. to Q^M 8rd, but without
benefit, or 4. P. to k. Kt's 5th, the result ef which will be
shown in CSiapters IIX. and IV., The Salyio and CocEmirE
Oakbits, and Chapter Y., The Muzio Gambit. If, instead

of any one of these, he prefer 4. P. to K. R's 3rd, the gamo
will probably be carried on as foiiows
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44 P. to R. R'g ard.
5. Kt. to K'g 5th. 5. R« to his 2bd*
6. P. to Q'ft 4th. 6. P. to Q'a Sid.

(If he play 6. to Kfi 2iid, you ctn mow 7- Q. to her 3r<L)

7. KJL takes K, K P. 7. R. takes Kt.
8. B. takes R. (ch.) 8. K. takes B.

9. P. to K. Il'a 4tlu 9. K. Kt. to li s 3rd (best)

10. P. takes P. 10. P. takes P.

IK P.to K. KL'tSrd. 11. Q. B. to K. Kt.'i 5th.

12. a to her 3rd. 12. Q. to K't 2iid.

Tomr attack will liardly comp. ii-ate for the lost Piece. It would htcv^

"been safer, therefurci to return the Kt, to Q^a 3rd oa yuur Jiii inore.

5. P. to Qft^dk 5. R to as aid.

It is of rery little ini])ortauce whetlicr yoa caatle at the
oth move (&ee Gamo the Third), and then play 6. P. to Q's
4th, or nir vo as in the text, and afterwards eastle. As is

observed m the Germaa ''Handbuch," ^^the traiisposition of
moves here prodooes th» atme result.*' You can, however,
at this stage eowmenee an interestiiig Tariation hy playing

5. P. to K. BTs 4th (see Qome tk» Beoond). If you move
instead 6. P. to Q. B's 3rd, Black may answer with 6. P. to

K. Kt.*8 filh, and have the better p^ame. In place of replying

to your move 5. P. io Q"s 4th with 5. P. to Q's 3rd, he iimy

play f). P. to K. R*8 3rd safely, or 5. P. to K. Kt.'s 5th, but
the latter would forward your game ; for example :

—

5. V to K. Kt.'t5th.
6. CmUm. 6. P. tihtsKt.

(Yon can also advaatigesssly play 6. Q. B. ftkes P.)

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

8. K. to R*8 sq. 8. P. to Q's 3rd.

(Should he move 8. Q. to K. B'« 3rd, you reply with 0. Q. B. takes P.)

9. Q. B. Ukes P. 9. K. B. to his 3rd.

10. P. to K's 5th. 10. P. takes P.

11. Q. B. ukes P. 11. Q. Kt. to Q's 2nd.
12. Q. B. to his 3rd.- 12. Q. to K's 2nd.

13. R. to K's sq. 13. B. to K's 4th.

14. B. takes B. 14. Kt. takes B.

15. Q. to K. R's 5th. 15. K. Kt. to B's 3rd.

16. Q,, takes Q. Kt.

You have a superior game.

6. P. to a B*8 3rd. 6. P. toK. Kt's 6th (best)

Black can now attack the Kt. with advantage, and by doing
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80 he gets the iK^ttor game. He may with almost eqiial

benefit play 6. P. to K's 3rdi («.

6. P. to K. R's 3rd.

7. Q. to her KU's 3rd. 7. Q. to K's 2iuL

(If you castle instead of mortog the Q. tlnui ho aniwers with 7. IC. Kt.

to K's 2nd, and if then yon attempt to open an attack by 8* P. to
\

K. KU'b 3id, he wiU pky 8, P. to K. Kt/a 5th, having a better swne.) ^

8. Castles. 8. Q« Kt. to Q's 2nd.

9. P. to K. Kt'a 3rd« 9. P. to K. Kt.'s 5th.

af yoa play 9. P. to K. R'b 411i, he can retort ^th 9* Q. Kt. «•
his 3rd.)

10. Q. B. taket P. 10. P. takes Kt
11. R. taket P. 11. K. Kt. to B's 3rd.

12. P. to K's 5th. 12. P. takes P.

(SliOulJ YOU move 13. Q. Kt. to Q's 2nd, he ca«^tles.)
i

13. P. takes P. 13. K. Kt. to his 5th.

14. B. takes K. B. P. (ch.) 14. Q. takes B.

15. P. to K's Gth. 15. (d. to K. B's 4th.

16. P. takes Kt. (ch.) 16. Q. B. takes P.

17. P. to K. R's 4th. 17. Casties un Q's side.

He has a much better game than you have.

7. Kt. to his sq. 7. a to£. It s oth (du)

If you sacrifice the Kt. by playing 7. Q. to lier Kt. b i>rd, or
7. Q. B. takes P., you must eijualiy lose.

8. K. to B's sq. 8. K. B. to K. R s 3rd,
9. a to her Kt's 3rd. 9. O. to K. Ks 4th.

You can bring no Piecc-^to action with advantage, while the
field is all before hjm wi^re to ehoose.

m

GAME THE SECOND.

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

4. K. B. to a B's 4th. 4. B. to K. Kt.'s 2nd.
6. P. to K. K's 4th. 6. P. to K. R's 3rd (best)

Here Black plays bis best moye ; if he adopt instead of 5. P.
to K's 3rd 5. P. to K. Kt's 6th, the utmost he can obtain
will be an even game, {e, y.)
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5. P. to K. Kt.'8 5th.

6. Kt. to Ids Sfh* 6. K* Kt. to R's ard.

7. F. to Q'b 4th. 7. to K. B's 3rd.

(If ha play 7. Q. Kt. to B's $tdf jon ansiror with 8. F. to B't 3fil|

and afterwards idth Q. B. takes F.)

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

(He may also play 8. F. to Q's 3rd, whmnpon yon move 9. Kt to

K's Sthy hafing an advantage i or he may play 8. P. to Q's 4th, which
yoa take with K. B., and in a tew moves the game will he equal.)

9. B. takes P. 9. B. to K. B's 3rd.

10. B. takes Kt. 10. B. takes K. R. P. (ch.)

11. K. to Q's 2nd. 11. B. to K. Kt's 4th (ch.)

12. K. to Q's 3rd.

You have no disadvantage.

6. P. to Q*8 4t}i. 6. P. to Q's Srd.

If he play here 6. P, fo TC. Kt \s 5th, you may leave the Kt.
to be captured, and take P. with Q. B.

7. P. to Q. 3*8 3rd. 7. P. to K. Kt.*8 6th.

Yon may also play 7. Q. Kt. to B's 3rd, for the result of

which see Var. I. Black, mstead of 7. P. to K. Kt.'s 5th,

may now play 7. Q. Kt. to Q's 2ud, with advantage ; hut if

he attempt 7. Q. B. to K. Kt.'s 5th, or 7. K. Kt. to B's 3nl,

the game will be less fityourable for him. For example ; in

the first place,—

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

8. Q. to her Kt.'s 3rd. 8. Q. B. to K. R's 4th.

9. P. takes K. Kt. P. 9. F. takes P.
10. R. takes B.

And yon win.

In the second place,—
7. K. Kt. to B's 3rd.

8. P. takes Kt. P. 8. Kt. takes K. P.

If in place of taking the P. you play 8. P. to K's 5th, Blade lepEes with
8. Kt. to K's 5th| and has an advantage.)

9. Q. to K's 2nd. 9. a to K's 2nd.

The game is even.

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

you retreat the Kt., Black may play either 8. Q. to K's 2adf
or B. to K. B*8 Sxdy having a fine came. By the sacrifice of
the St. you obtain a strong attack, but care on the part of
your opponent will enaUe hun to dedfend himself.

9. Q. takes P. 9. Q. B. to K s aid.
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If instead lie piny 9. K. Kt. to B's 3rd, you may regain tiia

advantage ; for instance^—

9. K. Kt. to B's 3rcl.

TO. Cjistle^. 10. Q. Kt. to B'a 3rd.
11. P. to K's 5th. 11. P. takes P.

(If 11. K. Kt. to Q's 2n(l, voa answer with 12. Q. to K. Kt.'s 5tk.)

12. Q. B. takes P. 12. Kt. takes B.

13. P. takes Kt. 13. Q. B. to K. Kt.'s 5th.
14. Q. to K !rs 4th. 14. P. to K. E's 4th.

15. P. takes Kt.

You have a much better game.

10. Q. Kt. to Q:s 2nd. 10. K. Et to JPn 2nd.
11. P. to K. Ks 5th. 11. B. takes B.

12. Kt. takes B. 12. P. to Q. Kt.'s 4th.

13. Kt. to K s 3rd. 13. Q. Kt. to B's 3rd.

Tou haye no adequate (KHnpensation for the Piece you are

minus.

VARtATTON I.,

Be^imng at IVhiies 1th move.

WHITE. HJjKMXKw

1. P. to K'&4th. 1. P. to W% 4th.

2. p. to K. B's 4th. 2. P. takes P.

3. K. Kt. to B's 3itI 3. P. to K. Kt.'s 4t]i.

4. K. B. to Q. irs 4tli. 4. B. to K. Kt.'s 2iid.

5. P. to K. R's 4th. 5. P. to K. R's 3rd.

6. P. to Q's 4tli. 6. P. to Q's 3rd.

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

If he attack your Kt. with the E. Et P., you most retreat

him to his own sq. a^in.

8. P. takes K. KL. P. 8. P. takes P.

9. R. takes R. 9. B. takes P.

10. E. Kt. to E's dth. 10. P. takes Kt.

Ton might also pky 10. K. to B's 2nd, and the following

moves occiu-:

—

10. K. to B's 2nd. 10. P. to K. Kt/?^ 5th.

(Bleak eeuld likewise plav ^ith advanta<re 10. B. to Kk'e 2iid, ei

10. K.Ki.toB's 3rd.)

11. a to K. R's 9\. XI. to K..Ke.'8 2iid.

(Uia belt moTe. 10. Q. to K. B's Srd, or 10. P. takes K. Kt., r«niU ^
m your favour.^
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IS. a to K. R's Sth. 12. P. to 0^9 4tiu

13. Q» Kt. tduft P. la. P. takai Kt.

Jf at Uiis crins you play 13. P. ttkm Q* P., Blwk ldE» |Mr iL Kl.
with P.» and then mom K« Kt. to B's Srd.)

14. K. B. takes a P. 14. Q. to K'« 2imL

15. Kt. to hia 5tii. 15. K. Kt. to B'a 3id.

16. B. takes K. B. P. (ch.) 16. K. to B's i^.

17. Q. to K. Kt'a 6t]i. 17. Kt. tak«i K. P. (eh.)

He nmr forces the ewhenge of Qiieeiia» and hmiim§% Piece i^ ux tiiority

BDCQst mn.
11. a to E. R 8 5tfa. 11. a to K. B's 3iiL

12. P. takes K. P. 12. Q. to K. Kt's 2iid.

i;;. P. to Ivs GLh. 13. L. takes l\ (best)

He may -with almoat equal «(dTi&tagc pli^ 13. K. Kt. to B*8

13. K. Kt. to B's 3nt
14. P. takes P. (ch.) 14. to hia 2nd.

'If he mtore 14. K. to Q's sq., you play 15. takes K. Kt P.raad
win; so slso, ifhevo?e 14. K. to B's aq., you may take P. wHh Ql B»»

ISBiing yomr Qia&mmprite, ami if he capture cither Q. or B., yoa

mie hiaa MSi meife.)

15* Q. to KIs 2iid. 15. a B. to K. KtL^i filik

(Should he risk 15. Q. B. to K's 3rd, yon exchange Bishops, then check

with yovr Q. at her B's 4(h, and alberwarda, by pla^ing^ her to Kt.'8

4tb, yon mnst gain the advantage.)

16. CL toher 3rd. 16. Q. Kt. to Q's 2Dd.

17. a tolMT 4tlu 17. K. Kt. to Si's m.
Ho'on^ttoiwin.

14. B. takes B. 14. K. Kt. to B's Srd.

15. B. talvcs K. B. P. (cli.) 15. K. to his 2nd.

16. U. to K. Kt/s 6th. 16. Q. take* B.

The adYantftge is aQ on Black's side.

GAME THE THIRD.
WHITE. ' BLACK'.

1. P. to K'S 4tll. 1. P. to Iv S 4th.

2. P. to K. B*8 4th. 2. P. takes P.

3. K. Kt. to B's Srd. 3. P. to K. Kt.'s 4th.

4. B. to Q. B's 4th. 4. B. to Kt^'s 2nd.

5. Castles. 5w P. to U s Srd (best)

5. CSastling, or 5. P. to Q's 4th, may be played indifferently.

If Black, m reply to your present move, pky 5. P. to K. Xt.'8
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fith, ]rovi may retreat the Kt to K*b aq., and thus
the winning of the gambit Pawn, or yon can leave tbd Ki to

be taken, as in the foUo\iing variation :

—

5. P. to K. Kt/s 5th«

6. P. to Q. B's 3rd. 6. P. tal<( s Kt.

7. Q. takes P. 7. B. tx) K. U'« 3 id.

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

9* Q. B. takes P. 9. B. takes B.
10. takes B. 10. P. to Q^n 3rd.

11. B. takes K. B. P. (ch.) 11. K. to Q's sq.

12. Kt to Vb 2nd.

The gajne is eten.

6. P. to Q'n 4ih. 6. P. to K. R's 3rd.

But for this precautionary move of his, you might s:et a live ;;

but somewhat hazardous attack, by sacri£cing the Kt. for ike

two Pawns.

7. P. to Q. B B ard. 7. Q. B. to K's Srd

If you play 7. P. to K. Kt.'s Srd, Bkck replies witli 7. P. ti)

K. Kt.'b 5lh, and gets the better game. Should he, in answer

to yoiir present move, play 7. P. to Q. B's 3rd, you can theft

advantageously move 8. P. to £. Kt.'s 3rd; for example,—
7. P. to Q. B's Srd.

8. P. to K. Kt's 3rd« 8. P. to K. Kt.'8 dth,
'9. B. takes P. 9. P. takes Kt.

10. Q. takes P. 10. Q. to K. B's 3rGL

(If he plaj 10. B. to K's Srd, yoa exchange Bishops, and then take

Q. P. v. ith your Q. B. If he pUy 10. K. Kt. to B's Srd, you mayalso

take Q« P. with Q. B., and afterwards play P. to K's 5th.)

11. a to K. R's 3th. 11. Q. to K. Kt's Srd.

(Yon can also obtain a powerM attack by 11. P. to K's 5th» foUowea of

^ to K's 3id ; themoves in the text aremim Hie German ** Handbsou*'^

12. Q. takes a 12. P. takes a
13. a B. takes P. 13. K. Kt. to B's 3rd.

14. Q. Kt. to Q's 2iid.

Ydnr two central Pbwns and superiority of genend position are equinkafc

to the Rebe he has gained.

8. B. takes B. 8. P. takes B.

You may here perhaps more advantageously play 8. Q, Kt to

K's 3rd.

9. Q. to her KVb 3rd. 9. Q. to her B's sq.

10. P. to E. B's 4th. 10. P. to K. Kt's 5lli.

11. Kt. to K. R's 2nd. 11. P. to K. KVb 6th.

He has a Fawn more and a strong positicm*
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GAMES
JLLU^JRATIVE OF THE FOREGOING ANALYSED

(From the C9^iitc<««)

Game I.—Iktween V. H. der Laza and Dr. Bledow

WHITE. (V. H. d. L.) BLACK. (Dr. B.)

1. P. to K'8 4th. 1. P. to K's 4tk.

2. P. to K. B's 4th. 2. P. takes P.

3. K. Kt. to B's 3rd. 3. if. to K. Kt. s 4th.

4. K. B. to Q. B's 4tlu 4. K. B. to Kt.'s 2nd*
5. P. to Q's 4th. 5. Q. to K's 2nd.*

6. Castles. 6. P. to K. il's 3 id.

7. a Kt. to B's 3rd. 7. P. to Q. B's 3rd.

8. P. to K's 5th. 8. Q. to her Kt's 5tii.

9. Q. Kt. to K's 4th. 9. K. B. to Ms sq.

P. to K. Kt.'s 5th.10. a to K's 2nd.t 10.

11. Kt. to Q's 6th (ch.) 11. B. takes Kt.

12. P. takes B. (dis. cb.) 12. K. to Q's sq.

13. Kt. to K's 5th. 13. R. to R's 2nd.

14. P. to Q. B's 3rd. 14. P. to K. B's 6th.

15. Q. to K's 4th. 15. K. Kt. to B*s 3rd,

16. takes R. 16. Kt. takes Q.

And White gave checkmate in six moves.

Gaic£ II.—Between V. H. der Laza and ^Ir. II. of Berlin

WHITE. (V. H. d. L.) BLACK. (^Ir. H.)

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

2. p. to K. B's 4th. 2. P. takes P.

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

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

5. Castles. 5. P. to K. R's 3rd.

6. P. to Q's 4th. 6. P. to Q's 3rd.

. 7. P. to Q. B's 3rd. 7. P. to Q. B'sdrd.

8. Q. to her Kt's 3rd.t 8. Q. to K's 2Dd.

9. P. to K. Kt.'s 3rd. 9. P. to K. Kt's 5th.

10. Q. B. takes P. 10. P. takes Kt.

11. E, takes P. II. Q. B. to K's 3rd.

* The proper move, as is seen in the foregoing variations) is o. P
U> Q's 3rd.

"t*
This little game is excellently played by White.

X Having now your Q. P. protected, and an opening for your Queen*
you can advantageously advance the K. Kt. P., and sacrifice jonr Ktif

as in the Mnsio Gamhit«
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12. P. to Q*n 5th.

13. P. takes Q. B. P.

M. V. takes Kt. P.

15. P. takes R. (becomin;^ a Q.)
16. B. takes K. B. P. (ch.)

17. B. takes Kt.

18. B. takes Q. P. (ch.)

12. Q. B. to K. Kt.*8 5tk.

13. B. takes R.
14. Q. takes K. P,
15. Q. takes Q.
ir>. K. to B*s sq.

17. R. takes B.

18. K. to K'& sq.

White mates hi three moves.'^

Game III.—Jictweca Mr. Popcit and aix caunent Poluh
player.

warn, (Mr. Z.)

1. P. to K's 4th.

2. P. to K. B's 4tK.

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

4. B. to Q. B's 4th*

5. P. to Q's 4th.

6. Castles.

7. P. to K. Kt.'s 3rd

8. K. Kt. to R'd 4th.

9. Q. B. to K'b 3rd.

10. P. to Q. li's 3rd.

11. K. Kt. toK. B's5tb.
12. P. Ukes B.

13. Q. to her Kt'sSrd.
14. K. B. to Q's 3rd.

15. Q. to her B's 2iid.

16. Kt. to Q's 2nd.

17. Q. B. to K. B's 4th.

18. P. to Q. R's 4th.

19. Q. B. takes K. Kt. K
20. P. to Q. Kt.'s 401.

21. B. takes Kt.

22. Q. to her Kt.'s 2Ad«
23. B. tdcas B.
24. P. to Q. R's 5th«

25. tokM R.

Blaek

BLACK. (Mr. p.)

1. p. to K's 4th.

2. P. takes P.

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

B. to K. Kt.'s 2fld.

P. to Q's 3rd.

P. to K. R's 3rd.

P. to K. Kt.'s 5th.

3.

4.

5.

G.

7.

8. P.'to K. B's 6th.

9. Q. Kt. to B's 3rd.

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

11. Q. B. takes Kt
12. K. Kt. to K's 2ikL
13. P. to Q's 4th.

14. Q. to Iier 2nd.

15. P. to K. R's 4th.

16. P. to K. R's 5th.

17. Castles on Q's side.

18. P. takes K. Kt. P.

19. K. R. to his 4ih.

20. K. Kt. takes K. B. P.
21. Q. takes B.

22. B. to K. JR's 5th.

23. R. takes J3.

24. R. takes K. R. F«

mites In three moTes.

* A.hrMwit.an<1 •nnsiig little sktnnulb
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Game IV,

WHITE. BLACK.
1. I.toK's4th . 1. P. to K's 4th.

2. p. to K. B's 4th, 2. P. takes P.

8. K. Kt. to B*s 3rd. 3. P. to K. Kt.'8 4tiL»

4. k. B. to (t B'8 ith. 4. K. B. to Kt.'s MU
5. P. to K. R's 4tlu 5. P. to K. It's 3rd.

6. P. takes P. 0. P. takes P.

7. R. takes E. 7. B. takes R.

8. P, to Q's 4th. 8. P. to Q's 3rd.

9. Q. Kt. to B's 3rd. 9. P. to Q. B's 3pd.

10. K. Kt. to K's 5tli.* 10. P. takes Kt.

11. Q. to K. R's 5th. 11. a. to K. B's 3rd.

12. Q. P. takes P. 12. Q. to K. Kt/s 2nd.

i 'o. i\ to K's 6th. 13. K. ivt. to B's 3id.t
14. P. takes P. (ch.) 14. K. to B's sq.t

15. a B. takes P. 15. K. to his 2od,%

16. Q. B. takes K. Kt. P. 16. Q. Kt. to Q's todU
17. Q. K. to Q's sq.il 17. Q. Kt. to K's4tk.
18. Q. to K. R's 2nd. 18. Q. takes B.^
12^. P. to K. B's 8th, .beconung a 19. K« takes Q.

Q. (ch.)

20. Q, tukes B. (ch.) 20. K. Kt. to his sq.

21 . R. to Q's 8th (ch.) 21. Q. takes R.
22. Q. takes K. Kt. (ch.) 22. K. to his 'IvaI.

23. Q. to K. Kt. b 7 til (ch.) 23. K. to Q's 3nl.

24. Q. t(J R's 6th (ch.) ' 24. K. to B's 2iid.

25. Q. to K. Kt.'s 7th (ch.) 25*. Kt to Q's Snd.

26. Q. to K. Kt's 3rd (ch.) ^6. K. to Q. Kt.'8 3rd.

W hile liiulvii iu hvc moves.

* This has been shown to be an extremely hazardous mode of plaVt

and one which can ordy !«e ventured against an interior opponent.
'\- Q. B. takes P. is a better move.

% This is an error which should cui>t Uie game. lie should move Uie

K. to K's 2nd.

§ He would be mated directly on taking either Q« or B.

]|
Better, as the after play sltowsi than eaatling.

f If White had castled oii.the pt<swmjaa0Wi ttttafi* wddliaie ten
.taken ffith a ckedc.
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ChAPX£& IL

THE CUNNINGHAM GAMBIT.

This sparkling variation in the cicfence of the Kins^^s Grambit

was brought into general notice from its adoption by Mr.
Chinningham, the historian, one of the most eminent chess-

players ofbis day in Europe. It differs from all other variations

ofue same opening, inasmuch that Black, instead of attempt-
ing to sustain the Pairs he has gained, by the customary move
of 3. P. to K. Kt's 4tfa, pl^s his E. B. to K's 2nd, mth the
intention of dieddng at R*s 5th, and either compelling
White to move his King, or by interposing a Pawn, enable
Black not only to break up the PawTis on the King s side, but
to exchange his doubled P. for another of greater value and
importance. The leading works to be considtcd on this lively

method of opposing the e^ambit are—Bcrtin (London, 1735):
Stamina; Philidor (1782); Allgaier; Sarratt (1808); Lewis
(1844); Walker (1846); and the German ''Handbudu''

6AMB THB VIBST.

WHITE. ' SLACK.
1. P. to K's 4th. 1. p. to K's 4th.

2. P. to B's 4th. 2. P. takes P.

3. K. Kt. to B^s 3rd. 3. K. B. to K's 2nd.
4. K. B. to a B s 4th. 4. B. to E's dth (ch.)

Yo ir move of B. to Q. B's 4th is the best at xoui coiamand;
it enables you either to play the K. to B's sq., when he
checked, or to castle at the first convenient opportimity.

5. E. to B's sq. ff. E. B. to his 3rd.

Instead of 5. K. to B's sq., which is the best luuve you ciu

make, you may also play 5. P. to K. Kt.'s 3rd, as in the nex
game. If Black, in lieu of retreating his B. to B's 3rd, pla\

6. B. to K. Kt.'s 4th, you answer with 6. P. to (i s 4tb, thee

take the K. B., and linaily play Q. to K. B's 3rd, with, a fine

mme. He may, however, move 5. K. Kt. to K's drd, and
uien the following variation is probable :

—

5. K. Kt. to R'a 3rd.

6. P. to Q's 4th. 6. K. Kt. to his 5th.

7. Q. to K'8 2iid. 7« K. Kt to B's 7au
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6. K. Kt. takes B. 8. Kt, takes It.

9. Kt. to K. B'fl3id. 9. Kt, to lils 6tli(d.)

10. P. takes Kt. 10. P. takM P.

11. a B. to K. B's 4th.

Tonhm a manJIeit idTHitage.

6. P. to K's 5th. 6. B, to K's 2nd.

7. P. to Q s 4th. 7. P. to Q s 4th.
• 8. K. B. to K s 2iid. 8. P, to K. Kt.'s 4th.

9. P. to K. R's 4th. 9. P. to K. Kt.'s 5tlu

10. K. Kt. to K. B 8 2iid. 10. P. to £. U s 4th.

He ean also attadL the Kt. by adTandng the Kt. P. anodiar

gq., but the result would stiU be in your Sivour.

11. Q. B. takes P. 11. K. B. takes K. R. P.
12. P. to K. Kt.'s 3rd. 12. B. to K. Kt.*8 4tli.

13. Kt. takes K. Kt. P.

You must win.

GAME THE SECOND.

WHITB.
1. P. to K*8 4th.

-2. P. to K. B*8 4th.

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

4. K. B. to Q. B 8 4th.

6. P. to K. Kt's 3rd.

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

2. P. takes P.

8. B. to K's 2nd.

4. B. to K. R*s 5th (ct.>

5. P. takes P.

Tour praaent move ia not so prudent aa 5. K. to B*8 aq., but
it 10 One Tezy frequently adopted, and mib which you ought

to lie conTBiaant.

If instead of taking the P., Black retire his B. to Kt.'s 4th,

you castle, and have a good position. If he play 5. P. to

Kt.'s 4th, you may take the K. B. P., checking, and- after-

wards capture his B. with K. Kt.

6. Oaades. 6. P. takea P. ^(ch.)

7. to R'a aq. 7. K. B. to his drd.

The situation here is remarkable, and it is scarcely possible to
conceive, at first sight, how such a position could occur at the
eixth move of the game.

Black has all his Pawns, while on your side there is a
larUipgdBfiflienqr » itwas from this eiraunatanoelih^
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and Stamma dis^guished the opaung as the Three Pawns*
Gambit/* At this point Philidor observes that Black must
win, and in this opinion he is seconded by Ercole Del Bio,

^Lolli, p. 369); but Allgaier, on the odier band, remarks,—-
With equally good playeis, boweTer,'Wbite's game is not so

irredeemably lost as Phuidor makes it." Inst^ of 7. B. to
K. B's ard. Black may play 7. P. to Q's 4th, or 7. B. to K'a
2nd, for the result of which see the Variation.

8. K. Kt to K's 5th. S. B. takes Kt (besif)

F6r yotir 9(h moire, PMlidtxr gites P. to K's dth, jmrsuingtbe
gome as follows :~

8. P. to K's 5th. 8. P. to Q's 4th.

9. P. takes B. 9. K. Kt. takes P.

10. B. to Q. Kt.'s 3rd. 10. Q. B. to K's 3rcU

11. P. to Q's 4th. • 11. Kt. to K's oih.

12. a B. to K. B'fl 4t1i. 12. P. to K. B's 4th.

13. a Kt. to Q's 2nd. 13. a to K's 2Qd.
14. P. to Q. B'b 4th. 14. P. to Q. B's 3rd.

15. P. takes Q. P. 15. P. takes P.

16. Q. R. to Q. B's sq. 16. Q. Kt. to B's 3rd.

17. Q. Kt. takes K. Kt. 17. K. B. P. takes Kt.

18. Kt. tekes K. R. P. 18. Casttes on K*fl ode.

(Kt» to K's 5fli, for yonr I8th move, icems to bs at least as goodss tsldpg
the Fawn.)

19. Q. to her 2Bd.

Philidor now makes Btock play 19. P. to K. R's 3rd, and Wliite answers
witli 20. Q. R. to Q. B's 5th

;
but, as the " Handbuch" remarks, he-

OYerlooks the fact that White might win by 20. £. takes K. R. P.

0. Q. to K. R's 5th. 9. Q. to K's 2nd (best)

10. K. takt's K. B. P. 10. Q. to her B's 4th.

Jl, K. to K. B's 8th (dble. eh.) 11. K. to his 2nd.

12. «P. to U's 4tii. 12. O. tabes »P. (best)

If he piay 12. Q. takes B., you proceed thus,—

13. a. to K*s 8th (ch.) 13. K. to Q's 3sd.

14. Q. takes B. (ch.)

V6Uim«d by Q. Kt. to A's M, Slid Q.%Ho «Ps Sad,te.

13. Q. B. checks. W. K. to Q's 3rd (beat)

„ 14. a Kt to Q s 5r,4, 14. K. Kt, to B>
IS. O. to K. B a itft. JiL takes

I
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16. a Tj. to K's 3rd. 16. K.Kt.tohi86th(dL)

17. K. to Kt.'s 2iid. 17. Q. takes B.

18. Q. to her 5th (ch.) 16. K. to his 2nd.

10. O. to K. B « 7ttL (ch.) 19. K. to d s 3id.

Drawn, game*

Beginning at Blacks 7th move.

1:
i'Litll i

!

i El

; 1

i!

WHITi:.

At this stage Blade has at his disposal seyeralmcms faesidoi

the one of 7. B. to his 8rd, adopted in llie preceding game.

.

The most important of these are 7. P. to Q's 4S&x^ and 7. B.^

to K's 2nd. In the fixst place, let us see the eflfect of 7. P. to

Q's 4th.

7. P. to Q*s 4th.

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

If you take the P. with P., Black retires his B. to B's 3rd

miijd has a safe position.

9. B. takes K. B. P. (ch.) 9. K. takes B.

If instead of so playing you take B. with Kt., he also takes

B. with Kt.,.but you xnay play 9« K. B. to Q. Kt's 3rd, with

tbe fidlowiag nnult>^
9. B. to Q. Kt't 3fd. 9. Kt takes K. P.

10. Q. to K's 2iid. 10. Q. to K's 2nd.
'

11. B. fakes B. P. (ch.) 11. K. lafi^saq.

12. Q. takes K. R. P. 12. Kt. to Kt.'s SOi^
is. K<to«l.'aaMl. 13. Kt.

~

• * .A
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11. Q. takes K. B. 14. Q. takes Q.
15. Kt. takes Q. 15. K. takei B.
16. K. takes Kt.

Black bai obriously the advantage.

10. Kt. takes K. B. 10. K. R. to B s sq.

11. P. to Q's 4th. 11. K. to Kt.'s sq.

I

limn

as your best move, he will play Kt. to E. R^s 4th.

12. Q. B. to K. Kt. 8 6th. 12. K. Kt. takes K. P;

13. B. takes Q. 13. R. takes R. (ch.)

14. Q. takes R. 14. Kt. to his 6th (ch.)

15. JL takes P. 15. Kt. takes Q. (ch.)

He has the better game.

Referring again to the diagram, let us novr see the probable
oonbequences of Black b placing 7. li. to K*6 2nd.

7. B. to K's 2nd.
8. B. takes B. P. (ch.) 8. K. takes B.

He may deelme takiog the Bishopi and then you pursue the
game uras^-*

8. S. to B's SQ.

9. Kt. to K's 5th. 9. K. Kt. to B's 3i^.

10. K. B. to Q. Kt.'s Srd. ^0. Q. to K's sq.

11. K. Kt. to B's 7th. 11. K. R. to Kt.'s sq.

12. P. to K's 5th. \9.. P. to Q's 4th.

13. P. takes Kt. 13. P. takes P.

14. B. takes P.

You hsTS a wuming posltbn.

9. KttoK's5ih(dble.ch.) 9. K. to his 8rd (best)
10. Q. to K. Kt's 4th (ch.) 10. K. lakes Kt.

11. Q. to K. B's 5tli (ch.) 11. K. to Q s 3rd.
12. Q. to her 5th.

And wins,
*

GAMES
ILLUSTRATIVE OF THE CUNNINGHAM GAMBIT.

Gaics I.—Between two membeisof the Berlia Ghesa GhdHw

warn. (V. H.d.L.) black. (M.J.)
1. P. to K^ 4th. 1. ?. to K's 4th.

8. F.toK.jrs4dk. 8.P.liikis?.

Digitized by Google



Kim's GAMBIT.

S. K. Kt to B's 3rd.

4. K. B. to Q. B'g 4th.

5. P. to K. Kt't 3rd.*
6. Castles.

7. K. to "R's 9q.

8. Kt. to K's 5th.

9. Q. to K. E'g 5th.

10. R. takM K. B. P.

11. R. to K. B's 8th (dbie. ch.)

12. P. to Q'8 4tii.

13. B. to K. Kt.'f 5th (eb.)

14. B. takes Kt. (eh.)

15. Q. to K. B's 7th (ch.)

16. Q. Kt. to B's 3rd.

17. Q. takes R. (ch.)

18. Q. to her Kt/s 4th.

19. B. to Kt.'8 5th (ch.)

20. Kt. mates.

3. K.B.IoK'iM.
4. B. to K. 5th (du)
5. P. takes P.

6. P. takes P. (ch.)

7. K. B. to B's 3id.
8. B. takes Kt.

9. Q. to K'8 2nJ.

10. Q. to her B's 4Ui.

11. K. to his 2rid.

12. Q. takes P.f
13. K. Kt to B'i 3rd.t
14. P. takes B.
15. K. to Q's 3rd.

16. R. takes R.
17. K. to B's 3rd:

18. P. to Q^s 4th.

19. K. to Kt.'ft 2rd.-

Gams II.—Between V. Bilguer and Mx. M-

WHITE. (V. B.)j

1. P. to K's 4th.

2. P. to K. B's 4th.

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

4. K. B. to a. B's 4th.

5. P. to K. Kt.'s 3rd.

6. Castles.

7. K.toIl's8q.
8. B. takes K. B. P. (ch.)

9. Kt. takes B. (dis. ch.)

10. P. to Q's 4th.
II

11. R. toK. B's 3rd.

12. R, takes Kt. (ch.)

13. Q. takes B.
14. K. takes P.

15. Q. Kt. to B's 3rd.

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

2. P. takes P.

3. K. B. to K's 2nd.
4. B. checks.

5. P. takes P.

6. P. takes P. (ch.)

7. P. to Q's 3id.§
8. K. takes B.
9. K. Kt. to B's 3id.

i a B. to K. R's f)th.

11. B. to K. Kt.'s 5tii.f

12. Q. takes R.
13. Q. to K. B's 8th (ch.)

14. Q. takes Q. B.
15. Q. takes R.

* Tho comet reply is 5. K. to B's 8q.» as sbownmtiie precedmg
variations.

f The best move.

i K. to Q's 3rd is the proper play

§ P. to Q's 4th is far better.

II
If White checkf? at K. R's 5th, Black's answer is K. to Kt-'s sq.

f Q. to her 2nd is a better more.
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16. Q. to K. B's 5th (ch.)

17. Q. to Q. B's 8th (ch*)

18. Q. takes P. (ch.)

19. Q. to B's 8th (ch.)

20. Q. takes P. (ch.)

21. at. to K. h & 5th.

And

16. K. to JiiB «q.t'

17. K. to his 2ad.
18. K. to his sq.

19. K. to B's 2iid«

20. K. to his iq.

win.

Chapi£& 1X1.

THE SALVIO GAMlilT.

So called firom bavingfirst appeared in fhe Ttooiise of Salviop
'

1604t is, properly spealdxigf like the Cochrane Gambit, a <

yariation of the defence of the King's Gambit, which springQ I

from the second player advancin<j^ his K. Kt. 1\ to Kt.'s 5th,
j

at the 4th move, in place of posting tlie K's Bishop at K. Kt.'s

2nd. This method of defending the Gauibit I have always
regarded as somewhat hazardous, because it permits the first

player to adopt the Muzio attack ; but the situations arising

£:om it are of singular interest and instmetion.

The jmncipal works which have treated of this opening arc

SaK^o, Cozio (1st vol. p. 35); Ponziani (1782), p, 126;
Cochrane (1822), pp. 171—176; Silberschmidt (1845), pp. 79
«^8; Lewifl,(1644),pp. 338—343; SaBsim (1829); Jbeniaeh
toL ii.,p. 233; Walker (1846)» p. 206; and the German
Handbuch.** I

GAME TH£ FUUST.
WHITE. BLACK.

1. P. to K's 4tti. 1- P. to K's 4fli.

2. P. to K. B*s 4th. 2. P. takea P.

^ He mnat lofe equally if tfie K. goes to fate 2nd. {e, g.)

16. K. to his 2nd.

17. Kt. to Q's 5th (ch.) 17. IC. to Q's sq.

16. a to K. Kt.'8 Sftii (ch.) 16. K. to B's sq., or (A.)

19. Q. takes Kt. P. 19. Q. Kt. to R's 3rd.

20. Q. takes R. (ch.) 20. K. to Q'e 2nd.

21* takes R., aad wins.

(^)
18. lLte.Q,'s2nd*

191 a. to K's 7di (dk.) 19. K. to B'i dud*
20, Q. takes P. (eh.), aniiwu^
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3v K. Kt. to B's 3rd. 3. P. to K. Kt.'s 4th. •

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

5. to K's 5t^ d.. atpJ^Ji^^thCiOl.)

If, at your 5th move, instead of bo playing, you leave the Kt.

to be taken, the opening becomes the celebrated Muzio Gam-
bit, which, with 5. B. takes K. B. P. (eh.), will form the

subject of a separate Chapter. It would be bad play for Black
to move Kt. to R's 3rd, before cheeking with his Q., because
you ooaid at once Q^stle, md le^pi/x th^ ^ym Pawn.

6. K. to B's sq. 6. K. Kt. to B's 3xd.

It is this JXH>y0 of Black that oonstitutes the Salvio defence.

ilil

It is not eoBJBidieiisd «o advantageous a mode of def^idiii^ tlie

game as playing 6. Bt. to K. R*8 Svd* ft wve likewise nidi-*

€^ted by SaMo, and the consequences of iduoh shall be ex-*

amined in the next game.

7. a to K*8 sq. (best) 7. a.iakesQ.(oh.,befit}

If you venture to take the K. B. P. at your 7th move with

the Kt., Black replies with 7. P. to Q's 4th, and gains two
Pieces for his Rook. If you take it with the Bishop, the follow-

ing vamtion pfomesthatthegame will be almoin liiis&Yonr;-*

7: Bi t8k68K.B. P. (ch.) 7. K. to bis 2iid (best)

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

9. Kt. to Q't 3rd. 9. Kt. to K. R's 4th.

10. Q. to K's sq. 10. P. to K. Kt.'s 6th.

11. K. to Kt.*8 sq. 11. K. B. to K. Kt.'s 2nd.,

12. P. to Q. B's :3rd. 12. Q. to K. Kt.'s 4th.

IS^askhm^ betlergame*

8. K. takes Q. 8. Kt. toJ^eg K. P.

He maj also play 8. P. to Q,*a 3rd, as follows,—

8. P. to Q's 3rd.

9. Kt. UktB B. P. 9. P. to Q.'s 4th..

10. B. takes Q. P. 10« Kt. takes B.
11. Kt takes KB. 11. to K. B's 3kd. <

12. P. to Q's 3rd. 12. B. to K. Kt's Slid.

13. P. to Q,.B's ftrcU 13. £. takw Kt
14. B. takes P. P^ to Q. B's3r4»
lb. i^U. to Z*s

Um^SM is alNMiie^[MiL

it'-,.
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. 9. B. takes K. B. P. (ch.) 9. K. to his 2nd (best)

10. B. to £. Kb 6au 10. P. to IL Kt/s 6th.

Fhilidor makes you play 10. B. to Q. Kt.'s 3rd, but the move
in the text, which is Pouziam's, is acknowledged to be better.

11. P. to K. R*8 3rd. 11. P. to Q's 3rd.

12. K. Et. to Q's 8rd. 12. K. B. to R*8 drd.

18. Q. Kt. to B's 8rd. 18. Et. takes Et.

If he retire his Kt., you play B. to K. B's 3rd, and if he then
move P, to Q. B's 3rd, by moving Q. K.t. to K's 2nd, you
recover the P. with a better position.

14 a P/takes Et 14. R. to E. B*8 sq.

15. )i. to E. B*8 aq. U. a B. to E. B's 4fiu
16. Kt. takes P. 16. B. takes Kt.

17. B. takes B, 17. K. 11. toK. Kt. s sq.

18 B. takes Q, P. (ch.) 18. P. takes B.

19. R. takes B. 19. K. R. to Xt's 2nd.

You have a Pawn more and an advantage in position.

GAME THE SECOND.

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

2. P. to K. B'8 401. 2. P. lakes P.
8. E. Et to B's 8rd. 8. P. to E. Et.*s 4iJu

4. B. to Q. B*s 4th. 4. P. to E. Et*8 5th.

5. Kt. toK*s5th. 5. Q. toK.R's5th(ch.)

6. K. to li b Bi^. 6. K. Kt. to R's 3rdu.

BlacVs present move is decidedly superior to that of Kt. to

E. B's 3rd. If, in lieu of playing so, or 6. Kt. to E. B*s 8Td»

he move 6. P. to K. B's 6th» we have the Cochxane Gandii^
which see.

V. P. to Q*s 4th. 7. P. to K. B's ^ih.

Ikts is Black's bestmove ; if he play instead 7. P. to Q's 8rdt
you have the advantagOi for exampfft,—

7. P. to Q's 3rd.

8. Kt ts a's 3ra. 8. P. to K. B'l 6th.

9. P. fo K. Kt.'t 3rd. 9. Q. to K's 2nd (best)

10. Q. Kt. to B's 3rd. 10. P. to Q. B's Sid.

11. P. to K. R's3rd. II. P. to K. B's4th.
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g. Q. B. tnVes Kt. 12. B. takes B.

5. p. takes K. B. P. 13. a B. takes P.

14. P. takes K. Kt P. 14. O. B. takea Kt. (ch.)

15. Q. takes B.
You must win*

8. P. takes P. 8. P. to Q;& 3rd.

Instead of taking the Pawn bere, you may moTe 8. Q. B. to

K. B's 4th, or 8. B. takes K. Kt. For the result of tliese

moves, see Variation, and you can play likewise 8. P. to

K. Kt.'s 3rd, or 8. Q. to K's sq., as shown in the following,

examples. In the first place,

—

8. P. to K. Kt/s 3rd, 8. Q. to K. R's 6tli (ch.)

9. K. to B's 2nd. 9. Q. to K. Kt.'8 7th (ch.)

10. K. to his 3nL 10. P. to K. B't 4th.

^Ui more of BUusk's we find in Silberschmidt ; Salvio, Cozio, and Pcm*
xiani, play 10. P. to K. B's 3rd, which is inach inferior.)

11. K. to Q*a 3rd. 11. P. tato P. (ch.)

(If you play 11. P. takes K. B. P., he first dislodges your Kt. with the

Q,. P., and then takes P. with Kt., checking
i
and if you move li. Q. Kl,

to B's 3rd, he answers with 11. P. to Q. B's 3rd, and afterwards 12. P
to Q's 3rd.)

12. K. takes P. 12. P. to Q'g 4th (ch.)

13. B. takea Q. P. 13. P. to K. B d 7tii (dis. ch.)

He has the better game.

In the second place,—

8. Q. to K's aq. 8. Q. takes Q. (ch.)

9. K. takea Q. 9. P. takea Kt. P.
10. R. to K. iq. 10. P. to Q's 3rd.

11. Kt. to Q's 3rd. 11. K. Kt. to his sq.

12. R. takea P. 12. P. to K. R'a 4th.

His fame is superior to yours.

9. Kt. to Q's 3rd. 9. K. Kt. P. takes P.

If in lieu of retreating the Kt., you take his Kt. vdth Q. B*9

he takes your Kt. with Q. P.

10. K. Kt. to K. B s 2nd. 10. Q. B. to K. il s 6th
(ch.

11. Kt. takes B. 11. Q. takes Kt. (ch.)

12. K. to B*8 2nd. 12. Q. to Kt.'s 7th (ch.)

13. K. to his 3rd. 13. Kt. to his 5th (ch.)

14. K. to B s 4th. 14. B. to B. s 3rd (oh.)

And he mates you in two moves.
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Kilningfrom Whites ^th niave*
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1

WHITE.

It was before observed that yon could also play 8* Q. B.

K. Kt. ; let us .suppose tliis moYe,

—

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

9. K. takes P. 9. B. takes B.

10. Kt. takes K. B. P. 10. R. to K. B's sq.

Black win win.

If you take the B. P. with B., checkini^, instead of with the Kt., ho
moves K. to his 2ud, and soon gets the better game.

9. K. takes P. 9. P. to Q's 3rd,

10. B. takes K. Kt. 10. B. takes B.

11. Kt. to Q's 3rd. 11. Q. to R's 6tli (ch.)

12. K. to B 8 2nd. 12. Q. to K^s 6th (ch.)

U. K. to Vb sq. la. P«.«» st;««tii.

Hfi has a fioe attack.

Chapter IY.

THE COCHRANE GAMBIT.

This is a modification of the defence introduced by Salyio,

which we have just examined, and consists in the aegoDd
player's advancing the P. to K. B's 6th, befine playing out
the K. Kt. eitherto B'a 8id» ortQ&'»ML Itemoat hnpcntvik
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mtAamltimwjpm Hmo QtaoLbits are Oochnme (1832), pp. 268
^76 ; LmiSy in iriMse Taluable tmtiae is jnearpoBiteA the

dbwf ^Miatiatt <tf Obihn Kaeainu (1844), pp. 806-^*348;

CUtI, in ""Le PahsnMe" (1844) ; JaomditToL ii.,pp. 288-*^

239 ; and the German " Handbuch.** See also an interesting

article on the Cocliiaae Gambit, by V. H. der Laza, in the

'•Chess-Players Chrouicle," vol. v,, pp. 317—339,

GAME Tim llIl^^T.

WHITE. T,JJlCK.

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

2. P. to K. B's 4th. 2. P. takes P.

3. K. Kt. to B's 3i-d. 3. P. to K. Kt/s 4th.

4. B. to Q. Fs 4th. 4. P. to K. Kt.'s dth.

5. KttoK'ftMh. 5, Q.taK.R»^th(ch.)
6. K. to B*8 sq. 6. P. to K« B*s 8lh.

In the pre\aous Gambit you wiU remember Salvio advances
this P. one move later^ that is» after his K. El, is ttoved to

B's 3rd, oi: ii s. 3rd sq.

7. P. to (Xb 4tik (beet) 7. P. takes K Kt. P.
(ch., best)

Instead of 7. P. to Q'h 4th, you have the choice of 8evei*al

moves. You may play B. takes K. B. P. (ch.) ; P. to K.
£t/8 3rd ; and Kt P. takes P. ; eadh q£ whioh will form the

subject of a separate game. (See Games Second, Third, and
Fourth.)

If instead of any one of these you play 7. Q. to K's sq., he
takes P. with P. (ch.), and then moves Q. to K. R*s 8th, with
a better game tnan you have. There is another move too at

your command, viz,,—7. Kt. takes K. B. P., the consequences

ol wliicli it ma}' be well to show at once. Suppose, tkeu,^

7. Kt. takes K. B. P. 7. K. Kt. to B's 3nU
8. Kt. takes R. * 8. Kt. takes K. P.

9. Q. to K's sq. 9. P. takes Kt. P. (ch.)

10. K. takes P. 10. Q. to K s 6th (ch.)

11. K. to Kt.'s sq. 11. B. to Q. B's 4th (ch.)

And iic must win,

Wlicn at your 7th move you advance the Q. P., Black,

instead of taking the Kt P. (ch.), may play 7. K. Kt. to

B's 8rd, to which you can reply 8. Q. Kt. to B's 8rd, and if

he attempt to dislodge your Kt. by 8. Q. P. one, yoa may
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play 9* Kt. takes K. B. P., without danger. For the ooa*

aeqiieiioes of his playing at his 7tfa move K» Kt to B's Srd

bia best moiTB intheopiiiioiiof Jaeniwli, seeGc«iatlie Seeond
of the Salvio Gambit, in wbiflb the same positioii is moie
safely brought about by—

.

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

2. P. to K. B's 4th. 2. P. takes P.

3. K. Kt. to B*s 3rd. 3. P. to K. Kt's Itb.

4. K- B. to Q. B's 4th. 4. P. to K. Kt/s 5th.

5. Kt to K's 5tli. 5. Q. checks.

6. *]C to B's iq. 6. K. Kt to R^s 3rd*

7. P. to Q's 4t1i« 7. P. to K. B's 6<li.

8. K. takes P. 8. Q. to R*8 6th (ch.)

9. K. to Kt.'s sq. 9. K. Kt. to R*g 3rd.

9. K. Kt to B*s drd iroald be less advantageous for hiia : for

esampter^
9. K. Kt to B's Sid.

10. Kt takes K. B. P. 10. P. to Q's 4th.

(If lia play instead^ 10. R. to Kt's sq., yon move Kt. to his 5th ; if 10.

Kt. takes K. P., you ansvrsr with Q. to K's 2iid ; and finally, if he play

10. P. to K. Kt.'8 6th, yon can reply with Kt tohis5th,or K.& to liia

8q.» haTin^ the better game.)

11. K. B. to his sq. II. a to K. R's 5th
12. Kt. takes R. 12. Kt. takes K. P.

13. Q. to K's 2nd. 13. K. B. to Kt.'s 2nd.

(If 13. P. to Kfs 6th you take the P., and when he retakes, diedung, yea
interpose the K. B.)

14. P. to Q. B's 3rd. 14. P. to K. Kt's 6th.

15. P. takes P. 15. Q. takes P. (ch.)

16. Q. to K. Kt's 2iid.

Yoa sboald wia.

10. Q. to her 3id. 10. Q. takes Q.

In this gambit if you take the Kt with your Q. B., he attains

an irresistible position. Should yott at yom- 10th move play

Q. Kt. to B's drd, he does the same, and wiU maintain this

P. Yon may, however, move 10. K. B. to his sq., in whioh
<SMe this variation is probable:—

10. B. to his sq. 10. Q. to R's 5th.

11. B. takes Kt. li. B. takes B.

12. Q. takes P. 12. B. to K's 6th (d.)
13. K. to Kt's 2ad. 13. a takes Q. (eh.)

14. Kt takes Q. 14. B. takes O. P» ' -

fie has an easy game.
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£1. P.tdMa 11. P.toQ*0Sid.
B. takes Kt. 13. B. takes B.

13. Kt. takes K. B. P. 13. B. to K's 6th (ch.)
1-4. K. to Kt/s 2ud. 14. R. to B's sq.

i 5. li. to B 8 eq. 15, B. takes a P.

He ought to win.

M'lie merit of workinp: out these latter ranations is due to

Lessrs. Henderson, AVilliams, and Withers, three skilful

ime and attention to the analyau of this briUiaikt gambit

GAME THE SECOND.

BLACK.

-.1 11 u, 1.

[i y
m

IBi H
1

»- -r—

g

li

i i i. -

J**
»

WUITU.

The diagram represents the position of the men up to the

Cth move of the preeeding game. In this and the next two
games, White de^dates from the former^ by not playing P. to

U's 4th on his 7th move.

7. K. tDhi82nd.
8. P. to Q's 3rd. •

7. B. takes K. B. P. (ch.)

8. P. takes P.

If at your 8th more ]!oa play Q. to K's sq., he takes P. witk
P. (di.), and then moves Q. to K. B's 6th. If 8. P. to

K.Ki'B 8rd, be cheeks iritisMsa 8t B'i 8th, and tten mom
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K. Kt. to B\s 3rd, with a fine attack. Aiid if instead of tbcie

you play 8« K. B. takes Kt, the following Tariatinii shows it

wili be to yom disadvantage.

S. K. B. takes Kt 8. R. takes B. (bssQ
9. F. takes P. 9. P. to Q'sM.

10. Kt, takes P. 10. B. takes Kt
11. P. takes B. 11. R. takes P.

He ksi tlia belter gifens*

9. B. takes Kt. '

9. P. takes Kt.

10. B. to Q. B s 4th. 10. P. takes P.

11. Q. takes P. 11. B.toK.R 8 6th(ch.)

12. K. to Kt's sq. 12. Q. to K s 8th (eh.)

13. B. to B*8 sq. 13. B. ehecks.

And wins.

GAME THE THIRD.

(Place the men again as on the diagram.)

WHITE. BLA.CK.

7. P. to K, Kt's 3rd. 7. Q. to R's 6tli (eh.)

8. K. to B's 2nd (best) 8. K. Kt. to B's 3rd.

9. P. to Q s 3rd. 9. P. to Q's 3rd.

You might here play 9. K. to his 3rd or 9. Q. Kt. to B's 3rd,

fbr the result of whidi see Variations L and II. If instead

of these you preferred 9. B. takes B. P. (ch.), a few moves
will show the game would lie un&vourable for you. (e, g.)

9. B. takes B. P. (ch.) 9. K. to his 2nd.

10. B. to a Kt.'s 3rd. 10. Q. to Kt.'s 7th (ch.)

11. K. to his 3rd. 11. B. to K. R's 3rd (ch.)

12. K. to Q's 3rd. 12. R. to K. B's sq.

Black has the advantage.

10. Kt. takes K. B. P. 10. P. to Q's 4th.

11. Kt takes R. 11. Q. toKVs 7tli(di.)

If in place of taking the R. you take Q. P. ivith B., he first

checks with his Q. and then takes E. witli Kt. ; or if you

take the Q. P. with K. P., he can also first check with the

and then take yeur Kt with K., regazdtesa of the eheflk

liy diaecvviexy wbtia ytm P. to (^^
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18. Kt. to B's 7th.

14. £. takes Q. P. (ch.)

15. P. takes Kt.

And then P. to

12. Q. Kt. to B'sanU
13. K. takes Kt.

14. Kt takei B.
15. K to K. R*8 aid(ch.)

. B's 7tb, winning.

Vauiatiow I.,

Beginning at IVhiUtz 9th move.

WHITE. BtACK.
9. K. to his 3rd. 9. B. to K. R's ard(ch.)

10. K. to Q*8 3rd. 10. P. to Q'sSrd.

Ujaa move 10. K. to Q's 4th, you ba^e a stiU worse game.

11. Kt. takes K. B. P. 11. P. to Q^s 4th.

12. B. takes Q. P. 12. Kt. takes B.

15. Kt. takes B. 13. Kt. to U. Kt.'s 5th (ch.)

If you take the R. instead of the B., he plays his Q. to

B'8 4th.

14. K. to B's 4th. 14. Q. tnkes Kt.

15. K. takes Kt. 15. Q. lu. to R's 3rd (ch.)

16. K. to B's 3r(l. 16. Q. to her B's 3rd (ch.)

17. K. to Q's 3rd. 17. Kt. to his 5th ^ch.)

18. K. to K's 8id. 18. Kt. takes a P. (eh.)

Black must win.

Vabiatiok

Beginning at White's 9th move.
w

9. Q. Et to B's 3kL 9. Q. to Kt.*8 7th (ch.)

10. K. to his dtd. 10. B. to K. R's 8xtt (ch.)

11. K. to Q's 3rd. 11. Q. Kt. to B's 3rd.

If you play 11. K. to Q's 4th, the consequences are equally

ditastrous*

12. Mms K. B. P. 12. Q. Kt. to his 5th (ch.)

Instead of takinp; the B. P. with your Kt., you may play

12. B. takes P. (ch.), or 12. Kt. takes a Kt., but with even
less advantage than by the moye in the text.
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13. K. to Q*8 4th.

14. K. to his 5th.

' id. K. takes Kt.

13.

14.

15.

And Black wins.

Q. to B's 7th (A.)

P. to Q"s ard(c]i.)

Q. to Jbier 5 th (cL)

GAME THE FOURTH.

(Arrange the men again accordiiig to the diagram.)

WHITE. BLACK.
7. K. Kt. P. takes P. 7. K. Kt. to B*8 3wL
3. P. to Q'8 4th. 8. P. to Q 8 3rd.

Instead of 8. P. to Q's 4th, you have a variety of moves at

coniinand. For the most important of these, viz., 8. B. takes

K. B. P. (ch.), 8. Kt. takes K. Kt. P., 8. Q. to K's 2nd,

8. Q. to K's sq., and P. to E. R*s 3rd, see Variations I., II.,

IIL, and IV.

9. Kt takea K. Kt. P. 9. Q. to R*8 6th (ch.)

10. E. to his sq. 10. Kt. lakes Kt
If you play 10. E. to B's 2nd, your defence will be Im
]»rolonged« (e. gJ)

10. K. to B's 2nd, 10. B. takes Kt.
11. P. takes B. 11. Kt. takes Kt. P. (di.)

12. K. to his sq. 12 i. to Kt's 7th.

13. R. to K. B's sq. i:> B. to K's /nd.

; 14. B. to K's 2nd. 14. B. to K. R's 5tli (ch.)

15. K. to a's 2iid. 15. Kt. to B's 7th.

Black should win.

11. P. takes Et 11. B. to K's 2iid.

12. R. to B*s sq. 12. B. diecks.

13. E. to Q*6 2nd. 13. Q. B. takes P.
14. B. to E*8 2nd. 14. K.B.toKt.'s4th(ch.)

15. K. to his sq. 15. Q. to il's oih (ch.)

16. R. to K. B's 2nd. 16. K. B. takes Q. B.

17. Q. takes B. 17. Q. B. takes K. B.

18. K. takes B. 18. Q. takes K. P. (eh.)

19. Q. to K s ard. 19. Q. takes Q. (ch.)

He has a Pawn moro «id no inferioxi^ ofpositi^
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Variation I.,

Begintwig at Whites Sth niovB.

[1.

i i 1 1 1

i 1 i
1 1

1 LI
I M

WHITE.

8. B. takes K. B. P. (ch.) 8. K. to his 2nd.
9. B. to Q. B's 4tli. 9. P. to Q's 3rd.

10. Kt. to Q*s 3rd. 10. P. takes P.

If you play 10. Kt. to K. B's 7th, he replies with 10. P. takes
P., and il* 10. Kt. takes Kt. P. the followin": moves ai-e pro-
bable:—

^

10. Kt. takes Kt. P. 10. Kt. takes Kt.
11. P. takes Kt. 11. B. to K. Kt.'s 2nd.
12. P. to K. R's 3rd. 12. R. to B's sq. (ch.)
13. K. to hU 2nd. 13. R. to B's 7th (ch.)

He has a winning position.

11. Kt. to K. B's 2nd. 11. Q.B.toK.R'8 6th(ch.)
12. Kt. takes B. 12. Q. takes Kt. (ch .^

13. K. to his sq. 13. Kt. takes K. P
'

His attack is irresistible.

Variation II.,

Beginning at TMiites Sth move,—(See diagram, as before.)

WHITB. BLACK.
8. Kt. takes K. Kt. R 8. Kt. takes Kt.

I
If at move 8. -you take K. B. P. with Kt., he answers with

\ B. P. to Q's 4th, and speedily obtains a winning game.

X
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9. p. takes Kt. 9. Q. to R s 6tk (dt)

10. JL to lufl sq. 10. P. to Q'b 4th.

Should you play 10. K. to his B*s Sad, Hack replies with

10. Q. Kt toB*s Srd; if then ym move 11. P. to Q. B's dti

he plays 11. B. to K's 9iid, and wins; or if at the 1 1th moTt

you pli}' Q. to K. Wh Srd, he can exchange Ciueens, and thea

win by checking with his Kt at K's 4th.

11. B. to K 8 3mL II. a.to R's 5th (ck-

12. K. to B*s sq. Id. P. to K. R*8 4th.

lie has aa exeelleat game.

Ikgiming ai WhM* Sth mBve.^^8eu the- diagram, as before.;|

WHITE.
8. a. to K's 2nd. 8. P. to Q's 3rd

You oaa aUc move 8* Q. to K's Bq^ ; lor example,^

8. Q. to K's iq. 8. a to R'b (ch.)

9. K. to hii 2nd. 9. P. to Q's Srd.

to. Kt. takes K. Kt P. 10. Kt. takes Kt.

11. P. takes Kt 11. B. takes P. (ch.)

12. K. to B's 2nd. 12. K. B. to K's Snd.
J3. Q. to K's 3rd. 13. K. B. checks.

14. K. to Kt.'s sq. 14. Q. B. to K. B's Qth*

Yoa caimot save the game.

9. Kt takes K. B. P. 9. P. take» P.

Youmay here play 9. Kt takes K. Kt P., and proceed thus,—

9. Kt. takes K. Kt P. 9. Kt. takes Kt.

10. P. takes Kt. 10. Q. B. takes P.

11. Q. to B's 2nd (best) 11. Q. B. to R's 6th (ch.)

12. K. to his 2nd. 12. Q. takrs K. P. (ch.)

13. Q. to K's 3rd* 13. Q. takes Q. (ch.)

14. P. takes a 14. Q. Kt. to B's 3rd.

He has the better game.

10. a to K. B's 2nd. 10. Q. B. toR*s6th (A.)

12. K. to his sq. 12. Q. takes K. P. (ch.)

13. K. to &q, 13. Q. takes B.

Hemust wiou
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B^immgmi WhMi %ih m#M--(Onoe more marshal the mm
aeoordii^ IxyHxd diagnm*)

WKIXE. BLACK.
8. P. to K. 11*8 Sti 8. P. takes K. H. P.

9. Q. to K s sq. 9. Q, to K. Kt.'s 4tli.

Instead of 9. Q, to K's sq., jM cm play 9. P. to Q*s 4th, tr
9. £t takes K. B. Far eaanq^e,m the tet plaeer^

9. P. to a'i 4th. 9. P. to a'l 3rd.

10* Kt. to Q'b 3rcL M. Kt to K. R'b itiu

11. Q. to K's sq. 11. Kt. to Kt/s 6th (oh.)

12. K. to Kt/s sq. 12. R. to K. Kt.'s sq.

13. K. to R'» 2nd. 13. Kt to K's 7th.

In the second place,'

9. Kt. t$k9B K. B. P. 9. P. to Q's 4th.

10. B. takes Q. P. 10. Kt takes B.
11. Kt takes R. 11. Q. to Kt's CAh.

12. R to K. Kt 's sq. 12. P. to K. R's 7tli.

13. R. t ikps Q. 13. P. to R's 8th (becomiof« Q,)
14. R. to Kt's sq. 14. B. to R's 6Ui (ch.)

Your gsme is gone.

10. Kt. to his 401. 10. Kt. takes Kt.
11. P.takeeKt. 11. atriresP.
12. Q. to K's 2nd. 12. P. to K. K's 4rh.

13. Q. Kt. to B s 3rd. la. R. to K. Kt.\s sq.

14. K. to ids sq. 14. B. to K's 2iid.

You mig^t also exdiange Queens, but' that would unite his

Fawns, and improYe his game.

15. Kt. to Q's oth. 15. Q. to R's 5th (ch.)

16. K. to Q's sq. 16. P. to Q. B's 3rd.

17. Kt. to Q. E's 7th (ch.) 17. K. to Q's sq-

18. Kt takes Q. R. 18. P. to Q's 4th.

19. a. to K's sq. 19. P. takes B.
And wins.

An attentive consideration of the foregoing examples

lead you to the conclusion, 1 think, that the Salvio defence,

P to K s 4th ^ p. to K. B 34th K. Kt. to B'g 3rd V>. to Q. B's 4tli

^' p7to~KTiTri* ^* P. take* P. ' P. to K. KU's 4th' r.to K7Kt.'8 5lb'

Kt. to K's gth ^ K.toB'«sq. ^ P. to q'i 4th -
^- O. t<» &'i Ml (ch.)* ^* Kt to K.R'1 3rd F. to KTB's «th ^ ""
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Cochnuiet which Taries from it in the transposition a€ Bkek'i
#.^1. 1 Txi- r- K. to B'g tq. ^ P. to Q's 4th . .

6th and 7th moves, 6. pTt^KrBTmh' 7. Kt. to k. r'« 3ru ^

and tni«itwortliy raethod of opposing the Klnj^V Gambit, ari

that the danger to be apprehended by the lirst player, in

advancing his Pawn to K. Kt.'s 5th on the 4th move, is net

that his opponent should play the Kt. to K'b 5th, and admit

of the Salvio or Cochrane defence, but that he ahould lean
his Kt. to be taken, and ad(^t the powerful and afaaoflt

indefensible attack of the Muzio Qambit

GAMES
ILLUSTRATING TU£ SALVIO AND COCHRANE GAMBITSl

Gjlue I.—Between Messrs. V. H. der Laza and H—d of

Berlin.

WHITE. (Mr. H—

)

1. P. to K's4Ui.
2. P. to K. B's 4th.

3. K. Kt. to B's •^nl.

4. K. 13. to Q. B'iiitb.

5. Kt. to K*s 5th.

6. K. to B's sq.

7. P. to Q's 4Lh.

8. P. to K. Kt.'8 3rd.

9. K. to B's 2iid.

10. K. to his 3rd*

U. Kt.toQ*s3rd.
12. Kt. to K. B's 4tb.

13. K. to Q's 3rd.

14. Q. B. takes P..

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

IG. Q. B. to Q's 6th.

17. B. takes Kt. (ch.)

18. P. to K. R's 3rd.

19. B. takes Q. Kt. P.

20. K. to his 3rd.

21. Q. to K. Kt.*8sq,

22. Q. takes P. (ch.)

23. Q. takes doubled P., and wins.

BLACK. (V. H. d. L.)
1. p. to K's 4Uu
2. P. takes P.

3. P. to K. Kt.'s 4th.

4. P. to K. Kt.'s 5tl).

5. Q. to R's 5th (ch.)

6. K. Kt. to R's 3rd,

7. P. to K, B's Gth.

8. Q. to R's 6th (ch.)

9. Q. to K. Kt.'8 ;th (cX)
10. P. to K. B's 3rd.*

11. K. Kt. to B'8 2nd.
12. K. B. to K. R's 3nL
13. B. takes Kt.

14. P. to Q. B's 3rd.

15. Castles.

16. P. to Q. Kt.'8 4th.

17. R. takes B.

18. P. to Q. Kt.'« 5th.

19. Q. B. to R's 3rd (ch.)

20. Q. takes K. Kt. P.

21. Q. to her B's 2nd.

22. R. to K. Kt.'s 2nd..

* llw pvoper inove is that giw by Saberacfamidtt of P. to K« B'ft 4tk
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Game II.—Between Messrs. La Boui'doimais and Cocliranew

wBim (M* La B.) black. (Mr. C.)

!• P. to K's 4th. 1. P. to K's 4th.

2. P. to K. B's 4tb. 2. P. takes P.

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

4. K. B. to Q. B's 4t]i. 4. P. to K. Kt.'s nth.

5. Kt. to K's 5th. 5. Q. to K. R's 5th (ch.)

6. K. to B's sq. 6. P. to K. B's Gth.

7. P. to K. Kt.*8 3rd.* 7. Q. to K. R's 6th (ch.)

8. K. to B's 2nd. 8. Q. to Kt.'s 7th (cli.)

9. K. to his 3rd. 9. B. to K. R's 3rd (ch.)

10. K. to Q's 3rd* 10. P. to U's 4th.

11. B. takes P. 11. Q. Kt. to R's 3rd.

12. P. to Q. B's 3rd. 12. P. to Q. B's 3rd.

13. B. takes K. B. P. (ch.) 13. K. to his 2nd.

14. K. B. to Kt.'8 3rd. 14. Q. Kt. to B's 4th (di.)

15. K. to B's 2nd. 15. Q. Kt. takes K. P.

16. Q. to K. B's sq. 16. Q. B. to K. B's 4th.

17. Q. takes Q. 17. Kt. to B's 7th (dis. ch.)

18. P. to Q's 3rd. 18. P. takes Q.
19. R. to K. Ki.'ti sq. 19. K. to Q's sq.

20. Q. B. takes B. 20. K. Kt. takes B.
21. R. takes P. 21. Kt. takes Q. P.

22. Kt. takes Kt. 22. B. takes Kt. (ch.)

23. K. to B's sq. 23. K. R. to B's sq.

24. Q. Kt. to Q's 2na. 24. K. Kt. to B's 4Uu
25. K. B. to Q's sq. 25. Kt. to K's 6th.

26. K. R. to Kt.'s sq. 26. B. to K. B's 8th.

27. P. to Q. Kt.'s 3rd. 27. K. R. to B's 7th.

28. R. takes B. 28. Kt. takes R.
29. Kt. takes Kt. 29. Q. R. takes B. (*»H.)

30. K. takes R. 30. R. takes Kt. (ch.),

And wins.

Oahe IIIt^From Mr. Cochrane's lirmUue,

WHITE.
1. P. to X'g 4th.

2. P. to K. B's 4th.

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

4. K. B. to Q. B's 4th.

5. Kt. to K's 5tb.

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

2. p. takes P.

3. P. to K. Kt.'B 4(li.

4. P. to Kt.'s 5<h.

5. Q. checks.

* P. to Q's 4th is now considered to he the best move.

-f The termination is played with Mr. Cochrane's characteristic KnlU
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6. K. to B's sq.

7. Q. to K's sq.

8. K. takes P.

9. K. to his B's 2ad.

10. P. to Q's 4tli.

11. B. takes B. P. (cli.)

12. td^es K. KL«
IS. K. Kt to a B'j 4th.

14. K. to Kt/s tq.

15. B. to K's 3rd.

16. P. to K. R s 3rd.t

17. K. R. to his 2nd.

18. Q. Kt. to Q's 2ad4
19. Kt. takes Q.

Becoming a (^^ffmng

6. P. to K. B's6tlu .

7. P. takes P. (ch.)

8. Q. to K. R's 6th (ch4

9. K. B. to Kt.'s 2nd.

10. V. to U's 3rd.

11. K. tolMsSiia.

12. It. .takMfi.

13. Q. to (di.)
j

14. B. takes a P. (ch.) I

15. P. toK. Kt.'s€di.
;

16. P. to Kt.*s 7th. i

17. Q. B. takes K. R. P.

18. Q. to K. B'am(clw)
19. P. takes Kt,

'

f double check, and male.

Gaxb IV.—Between MM. Kieseritzky aod Miehektf

WHITS. (M.M:) black. (M. K.)

U p. to K's 4tli. 1. P. to K's 4th.

2. P. to K. B's 4th. 2. P. takes P.

3. K. Kt. to B's^cd. 3. P. to K. Kt.'s 4th.

4. B. to a. B's 4th. 4. P. to K. Kt.'a^
6. Kt. to K's 5th» 5. Q. checks.

6. K. to B's sq. 6. P. to K. B's 6th.

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

8. Q. Kt. to B's 3rd. 8. K. B. to Kt.'s 2nd.

9. P. to K. Kt.'s 3rd. 9. Q. to K. R's 6th (di.)

10. K. to B's 2ad. 10. P. to Q's 3nl.

11. Kt. takes K. B. P. 11. R. to B's sq.

12. Kt. to K. Kt.'8 5tb. 12. a. to K. Kt.'8 7th (chO
13. K. to his 3r4. 13. B. to K. R's 3rd.

14. K. to Q's 3rd. 14. Q. Kt. to B's 3rd.

15. P. to Q. R's 3rd. 15. B. takes Kt.

16. Q. B. takes B. 16. Kt. takes K, P.

17. Q. to K's sq. 17. B. to K. B's 4th.

18. Kt. takes Kt. 18. P. to K. B's 7th.

19. Q. to K's 3rd. 19. K. to Q's 2nd.

20. B. to Q's 5th. 20. Q. R. to K's sq.

21. Q. R. to K. B's sq. 21. B akes Kt. (ch.)

22. B. takes B. 22. R ^ K. B's 6ch.

* If White check with his Q. B., Black interposes K. B. and wins i

P.
•

lece.

t He has no better move.

X If the R. take the B., Black takes R. with Q., and presently wins the

eftmioQ. Or if, iastetd of taUng tho B., Whits cfaadc ivith hk Q,m
K» B'fl 4th| Bkek moves K. to his square, and wins in a few movai.
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23. Q. takes R. 23. P. takes Q.
24. B. to B*s 5th (ch.) 24. R. to K's .Hrd.

25. P. lo Q's 5th. 25. Kt. to K's 4th (ch.J

26. K. to Q's 4th. 26. P. to K. B 's 4th.

27. P. takes R. (ch.) 27. K. to his sq.

28. Q. B. to K. ii's tith. 28. P. to K. R's 5tli.

29. B* tak«B Kt. 29. P. takes B. (ch.)

ao. K. talEM F. 30. R. P. .tekM>.
31. K* to Usfi'i 6ib| end wbt.

THE MUZIO OiMBir

Iv die two defences to the King's Gambit by Salrio anU
Cocfarane just esamincd, when the second player for hk
fbnrtli move admnees his P. to K. Kt.'s 6th, attacking the
Ei^ght, White xepUes by moTing his Knight to Kind's ^th,

snlyecting hiinself, as was shown, to a coiinter--atladc, from
which escape without loss is difficult if not impTacticable.

From this circumstance, apparently, originated the concep-

tion of the " Muzio Gambit,'* wherein the iirst player instead

of removing the attacked Knight boldly abandons him, and by
castling is enabled to bring an almost overwhelming array o£

forces to the immediate assault of the adverse King.
The earliest knowledge of this magnifie^t variation, the

most daring and brilliant, and at the same time, as modem
discoveries have diewn, the most sound and enduring method
of attack yet known, is derived from Salvio, {TratUtio dd
Tlnvmtiom ei Arte Idberah del Oioco di ScaecM. Naples,

1604,) towhom it had been commnnicated by Signer Muzio as

occtmring in casual practice between Dim Geionimo Casdo and
another player. Diro un' altro modo di Gambitto, il quale

iiiai fu pensato, e per quanto mi venne riferito dal Signer
Muzio, d'Alessandro, gentiluomo di molto garbo, e del Giuoco
Tuolto intendentc

;
sncced^, e col Signer Don Geronimo

( ascio, cosi gran giuocatorc, con un'altro giuocatore casual-

mente."
The chief works to be consulted upon the Muzio Gamliit

are Sarratt, 1813 and 1821, p. 316; Ghulam Kaswim, 1829;
Lewis, 1844, pp. 348*410; Jaenisch, voL ii., pp. 222--2d0{

Walker, 1846, pp. 178-194, and the Gonnan Handhiidki''
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GAME THE FIRST.

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

2. P. to K. B's 4th. 2. P. takes P.

8. K. Kt. to B's 3rd. 3. P. to K. Kt.'s 4th.

4. K. B. to Q. B*8 4th. 4. P. to K. Kt.'8 5th.

In ahiiiuloaing the Knight at this point you have the choice

of tliree diiierent methods of procedure. In the first place, tii

castle, which is the lonf;^ established and ordinary mode oi

play. Secondly, to move your U. P. to Q's 4th, as given iii

Koch, {Elementarbuch der Schochspielkunst, Sfc. Magdeburgh
1828,) and Ghulani Kassim {An Analysis of the Muzio Gam'
hiU ^0, Madras, 1829). And lastly, as suggested by the

hte Mr. McDonnell^ to play your Q. Kt. to B*s Srd sq. Let
us proceed to consider these moves in the order above given,

commencing in the present Chapter with 5. Castles, and re-

sen ing 5. P. to Q's 4th and 5. Q. Kt. to B*s 3rd for subsequent

examination.

5. Castles. 5. P. takes Kt.

6. Q. takes P. (best) 6. a to K. B*s drd (best)

If instead of taking the P. you play 6. P. to Q's 4th, Black

Speedily gains an advantage, {e. (/.)

6. P. to Q's 4th. 6. P. to Q's 1th.

7. B. takes Q. P. 7. Q. B. to K. Kt.'s 5lh.

8. R. to B's 2nd. 8. P. to Q. B's Srd.

9. B. to Q. Kt.'s 3rd. 9. K. B. to Kt.'s 2nd.

10. P. to Q. B's 3rd. 10. K. B. to K. R's 3rd.

11. Q. Kt. to Q's 2nd. 11. K. Kt. to K's 2nd.
&c., &c.

Until the appearance of Mr. Sarratfs work, Black's best

defence, after you have taken the P. at move 6., was con-

sidered to be 6. Q. to K's 2nd, but that and 6. P. to Q's aid,

and 6. B. to K. R's 3rd, have given place to the move in the

test of 6. Q to K. B's 3rd, although the distinguished

authors of the German Handbueh" are of opinion that Black
may adopt any one of the three former without disadvantage.

The variations arising from them will be shown hereafter.

(Sec Game the Fourth.)

7. P. to E'a 5th. 7. O. takes K. P.

If 70a pHy 7. P. to Q. B*8 3rd, he replies with 7. Q. Kt to
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B*s drd, and upon your adTancing 8. P. to Cl*s 4th, he takes

it with his Kt. and has the better game. If you play 7. P.

to Q's 3r(i, he will ai^wer with 7. B. to K. R s 3rd and
maintain his advantage. Black's best iiio\ e apparently is to

take the Pa^m: if he check with the Queen at Q. Kt.'s 3rd, he
takes her from the protection of his ownlung and driyes yourf>

to a safe retiige.

8. P. to Q*5 3rd. 8. E. B. to K. R's SrC

The eight opening^ "moves hero given are generally allowed

to be the best both for attack and defence which this remark-
able Gambit admits.

Mr. McDonnell originated a variation on your 8th move ol

8. P. to Q. Kt.'8 2nd; £ar the consequences of which see

Game the Third.

If Black on his last moye play 8. Q. Kt. to B's 8rd, you
reply with 9. Q. B. takes P., and wilL have an irresistiUe

attack.

He may play, however, 8. B. to Q. B's 4th (ch.), and after-

wards 9. B. to K's 6th, upon which you can take Bishop with

B., and if his Uueen retake, can play Q. to K. ll's 5th, and
then Kt. to B's 3rd, with an excellent game.

9. Q. B. to Q's 2nd. 9. K. Kt. to K's 2nd.

The best play for Black at move 9., whether you play 9. B.

to Q's 2nd or 9. Q. Kt. to ii s 3rd, appears to be 9. K. Kt. to

K's 2nd ; if he rephes to both with that move, it is of course

indi£Perent which you play first.

10. Q. Kt. to B's drd. 10. a Kt to B*8 Srd.

Opinions are divided upon Black's 10th move, some players

advocating the move now given, while others prefer the more
defensive one of 10. P. to B's did, ior the consequences of

which see Game the Second.

11. Q. R. to K's sq. 11. Q. to B's 4th (ch.)

12. Iv. to ll's sq. 12. Q. Kt. to U'b oik.

Black can also play 12. P. to Q's Srd, but as the following

train of moves will show, with less advantage*

12. P. to Q's Srd.

13. Q. Kt. to Q*8 5t]u 13. Q. Kt. to K's
14. R. takes Kt. U. P. takes R.
15. Q. B. to Kt.'s 4th.

You ought to win.
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18. IL tsikM Kt. (ch.) 13. JL i$km IL

He can aL>o take the B. with his Q., as in the following

13. Q. takes R.
14. Q. to K. R's 5tlu 14. Kt. to 3rd,

15. Q. takes B. 15. Q. to K. Kt.'s 4tk.
16. Q. takes Q. 16. Kt. takes Q.
17. Kl to U. Kt.'s 5th. 17. K. to Q's s^.

18. Q. B. to his 3rd.

And joa win.

l4. Kt. to Q's 5th (ch.) 14. K. to Q's sq.

16. Q. to ik. li s 6th. 15. a to K. B*8 sq.

The German Handbadi" and other authorities now pimia
jie game a« follows:—

16. Q. B. takes P. 16. B. takes B.

17. R. takes B. 17. Kt. to K's 8rd.

18. Q. to K. B s 4th (ch.) 18. K. to his aq.

19. Kt. to K. B 8 6th (ch.) 19. K. to Q's sq.

And the game is dismissed as dia^vn by perpetual check. I

venture to think, however, it will not be difficult to show
that with a slight variation in White's play he can win
instead uf draw the game. T/ot us suppose at move 16.

instead of U. B. takes P. that you play

—

16. a to E. Wa 4tfa (ch.) 16. P. to B's 3rd.

If he play 16. B. to K. Kt.'s 4th, you take it, diecking, and
on^it certainly to ^\^n ; and if lie ])]ay K. to his -sq., or to

K's 2iid, you obviously mate on the mave.

17. a. B. tabes P. 17. B. takes B.

If in^U nd of taking the Bishop he play 17. B. to K. Kt.'s

2nd, you w^in easily by IH. B. takes Q. B. P. (ch.), and 19.

U. takes Kt. ; so also it ho move 18. Kt. to K. B's 4th you
reply with 19. B. takes Q. B. P. (ch.), followed by 19. Q. to

K. R's 6th* and 20. Kt. takes K. B. P. (ch.), &c. ; and if,

finally, at move 18. he play otherwise* you can take with

B., and his game is hopeless.

18. R. takes B. 18. Kt. to Q. B s 3rd.

I believe he has no better move. If 1 8. P. to Q's 3rd, or

IS. P. to Q. B's 8rd, or 18. Kt. to K's 8rd, you can take
K. B. P. with R., and the discovered check afterwards as fittal

to him;
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19. R. takes JL B. P. 19. Q. tu K's sf.

He has no way of ayerting the mate.

20. E. to B s 8th (duk di.) 20. Kt. to ILbSU^
21. atokeaJ^i.

Mate*

GAME THE SECOND.

Waqfingfrom iAeprecedm^ mi £kuskls. Iflfl mmk'
WHITE.

#11
1

1,- . 4

T r T
-a-

IP
^

"

'

i

T
im

i o

\ BLACK.

,

At this point in the pripr game, Bhd played 10. Q. Et. fo
B's 3rd : we have now to consider the ^ect of his mcmng
I.0. P. to Q. B's 3rd, which seems generally preferred to Ihe

former.

j

10. P. to a B's 3rd.

11. Q. K. to K's sq. 11. Q. to her B's 4th (ch.)

Sarratt's moYe of IL Kt. to K's 4th is not so strong as

II. Q. R. toK'ssq.

' 12. K. to li s sq. 12. P. to Q's 4tli.

At this stage I belieye an opportunity occurs for strengthening

iiiB attack whieh has been oyerlookedL Instead of retiring the

King to Book's sq., I would sunest 12. R. to E. B*s 2nd, by
I whieh you are enabled to douUiB your Books at the proper

momenty and continue the assault with augmeixted force and
effeet
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13. Q. to K. 5th. 13. Q. to l^r 3rd.

14. B. takes Q. P. 14. P. takes B,

If he oafttle at his 14th move, the chief authorities reooxnmend
you to take the Kt. with your R. Black then takes the B»
witii F. aa his best move. You take P. with Kt» kd answers
with Q. Kt. to B*B 3rd; you must then take the P. with your
Q. B., and, after the exchange of Bishops, he will take one of

the Rooks with his Q., leaving you with a Q and Kt. against ^

two Rooks and two minor ricees. With the best play the
game ought ptihaps to be drawn. The German "Ilaudbuch"
remarks, thnt if Black castles at move 14., you can retire the

B. to Q. Kt. 8 3rd, not having a bad game. Should Black, at

his 14th move, instead of caBtling or playing as in the testy

moTe to K. Xt/s 3rd» the game proceeds as follows:—

14. d. to K. KVb 3nL
15. R. takes Kt. (ch.) 15. K. takes R.

(yoa may also plaj 15. Q. to K^s 5thy and have an excellent game. If

he play 15. K. to Q*8 sq., you moTe 16. Q. to K's 5th, and on his

interposing the Q. B. at Q'a 2nd, you can take 17. Q. B. with R.;

and IL R. with Q., and have a capital attack.)

IG. Q. to K's 5th (ch.) 16. Q. B. to K's 3rd (best)

17. B. takes B. 17. B. to K. KU's 2nd.

{If he play 17. Q. Kt. to Q's 2nd, you check, first with the Kt., then
with the B., and afterwards take hk K. R., having the better game. If

he play 17. Q. to K. Kt.'s 2nd, yon may reply with 18. Q. to her B'«
5th (ch.), atid vtia

; aod if 17. P. takes then you take his K. Rt|

, having tiie advantage, play as he can.)

.18. a to Q. B's ;th (ch.) 18. K. to B's 3rd.

(The German "Handbnch " advises you to play 18. Kt to Q*8 5th, whidi
h a irood move, but not so stronir, I think, ag the above. If Bkrk now
take the B. with his K., you play R. to K's sq. (ch.), and win; if

he play 18. K. to his sq., you take K. B. P. with B. (ch.), winain-:: his

Q. If he move 18. Kt. to Q's 2nd, you take the Kt. (ch.), and then

play li. lakes P., winning easily.)

19. Kt. to K's 4th (ch.)

And he must give up his Q. or be mated in bvo more moves.

15. Kt. takes Q. P. 15. Q. Kt. to B's 3rd.

16. Q. B. to his 3rcL 16. Q. to K. Kt's drd«

It is not good, at your 16th move, to play 16. B. to Q. Kt's
4th, or 16. B. takes Kt., because in me one case he would
answer willi IG. (i. Kt. takes B., and on your then takins^ Kt.

with R., would move K. to Q's sq. ; and in the other cilsc, of

uumcdiatei^ taking off the Kt. with B., he would iirst take i
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R. with Kt., and when yon niayed K. K. to K's sq., he rmghk
easde, or attack your Q,, wim Q. B,, having the better gainc.

K at move 16. Blaek castle, or move his E. R. instead oi

playing Q. to E. Kt.*8 drd, you check with the Et. at E. B*s
6th, and have the advantage. He may, however, play 1 6. K. U
B's sq., whereupon you can take Kt. withKt., afterwards cap-

turing his K. 11. His best play appears to be that in the

text.

17. R. takes Kt. (ch.) 17. K. to B s sq.

Tliis seems stronger for you than 17. Q. takes Q, If Biaci
play 17. Et. takes R., you answer with Q. to E*s 5th.

The move now given for your 18th is Q. takes Q., and after

this exchange, vnth the best play on butk bides, I do not

think the game in } our favour. In preference to repeating

the leading variations fiom this point, all of which are well

known, and may be found in Jaenisch, vol. ii. p. 228, T ventiu-e

to subjoin a mode of cariying on the attack, which has at

least the merit of novelty to recommend it, and which seems

to present some points of interest. The following are the

most important moves :—
18. R. to E's 8th (eh.) 18. E. lakes R.
19. Kt. to K. B's 6th (ch.) 19. K. to B's sq.

If he play 19. K. to Q's sq., mate is inevitable in a few moves.
(See ^e Variation.)

20. a to her B's dth (ch.) 20. Et.toE'82nd(be8t)

If he play K. to Kt.'s 2nd, you have, ut the very koot, a
drawn game thi*ough the dangerous check by discovery.

21. 11. to Ivs sq. 21. Q. B. to Ivs 3rd.

22. Kt. to Q's 7th (ch.) 22. Q. B. takes Kt.

If, instead of taking the Et.« Black plays his E. to Et.'8 sq.,

or K's sq., you can, at least, draw the game by perpetual

check.
23. Q. takes Kt. (ch.) 23. K. to Kt.'« sq.

24. Q. takes B. 24. Q. R. to K. B s sq^.

25. Q. takes Kt. P.

And the game is about even.

As before remarked, I think the attack, in a majority of the

^'aiiations which arise in this game» may be strengthened by
your interposing the JL R at move 12. instead of xetreatxm;

tiheK*
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Vabiaxion,

r

SO. a to li«r 5th (cli.) 210. to B »Jtai

If he move otht^rw ise mate follows immediately.

21. B. to K'8 5th (eh.) 21. Kt takes B.

If he play 21. K. to Q. Kt.'s ord, you will end the game more

expeditiously, (e.y.)

21. K. to Kt/s 3rd.

22. atoa Kt/s 3rd (ch.) 22. K. to 3rd.

(If be nMve 22. K. to R's 4th, you mate in three mow. ^ he tntefM i

tlie KUf yoa take it» and then nwte in tiine moves aiao.)

23. a to B's 4th (ch.) 23. P. to Kt't 4th (beat)

24. Q. takes Kt. (eh.)

And you mate in three mere moves.

22. Q. takes Kt. (ch.) 22. K. to IVs 3rd (best) I

23. Q. to her 5th (ch.) 23. K. to Kt/s az^ •

E. to B*8 2iid is ofarioiisly fatal, from 24. O. to B's dtli (ck),

&e.
I

24. a to her 6th (ch.) 24. K. to R a 4th.
i

If 24. K. to Kt.'s 4ih, you will mate in dixee suyves.

25. Q. to her B s 5th (ch.) 25. K. to U s 3rd.

Should he play 25. P. to Q. Kt.'8 4th, your reply may be

26. P. to Q. R's 4th, with the object of afterwards advaiiciii;

P. to Q. Kt.'s 5th, and then mating with the Rook or with the

Queen.

26. a to B's 4th (ch.) 26. P. to Q. £t.'8 4th.

If he play 26. K. to R s Itli, then follow 27. P. to Q. Ks 4th,

and 28. P. to Q. Kt.'s 5th. But if he move 26. K. to Kt.'s

3rd, you check with the Kt, at Q's 5th, and mate in two more
moTcs.

37. a to B's 6th (ch.) 27. E. to Rre 4th.

28* P. to a Ks 4tfa.

And ht^ eaa&ot possibly save the game*
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GAME THE THIRD.

Vaiytrifffrom theformer at JVhite's Sth move.

BLACK.

Ml' #
i ± X 1

1 E

J-
t"

11

IT 1
1

1
lLu. 1 %

WHITE.

8. P. to Q. Kt.'8 3r(l. 8. Q. takes R. (best)

Tliis move of 8. P. to Q. Kt.'s 3rd is a suggestion of Mr,
McDonnell's. It is ingenious, but much inferior to the

ordinary course of 8. P. to Q's 3rd.

Instead of capturing the R., Black may play 8. Q. Kt. tc

B's 3rd, and the following moves are probable :—
8. Q. Kt. to B's 3rd.

9. Q. Kt. to B's 3rd. 9. Q. Kt. to Q's 5tli.

10. Q. to K. B's 2nd. 10. K. B. to Q. B's 4th.

11. K. to R's sq. 11. Kt. to K's 3rd.

Black has the better game.

9. Q. Kt. to B's 3rd. 9. K. B. to Q. B's 4th (ch.)

10. K. to R's sq. 10. K. Kt. to K's 2nd.

11. P. to Q's 4th. 11. B. takes Q. P. .

You may at move 1 1 . play Q. takes doubled P. and proceed
thus:—

11. Q. takes P. 11. R. to K. B's sq.

(The " Handbuch" suggests for Black 11. P. to K. B's 4th also.)

12. B. takes K. B. P. (ch.) 12. K. to Q's sq.

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

14. Q. to K. R's 6th. 14. R. takes B.
25. R. takes R. 15. Q. B. to Q's 2ud.

He ought to wm.

12. B. t«lfej3 K, B. P. (ch.) 12. K. to Q's sq.
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If at move 12. you plavQ. takef doubled P., he ahould^is

best, take U. B. with Q.
18. B. to Q*8 2nd. 13. a takefl R. fdi.)

14. Q. takes ft. 14. R. to K. E s s^.

15. a takes P. 15. B. tiik s Kt.

16. B. takes B. 16. P. to Q. s anL

Black has the advantage.

GAME THE fOUKm
WHITB. BLACK.

1. P. to K'8 4th. 1. P. to K*8 4th.

2. p. to K. B'8 4th. 2. P. takes P.
3. K. Kt. to B's 3id. 3. P. to K. Kt.'s 4tn.

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

5. Castles. 5. P. takes Kt.

6. a takes P. 6. K. B. to K. li s 3r(L

In the present game our attention must be directed to the

eflbct of Black's playing, at his 6th move, K. B. to R*8 3rd,

6. r. to Q's aid, and G. U. to K's 2nd. 1 ar the two lal:cr

see Variations I. and II.

7. P. to ft's 4th. 7. ft. Kt. to B B ard.

Tou may also play, as proposed bythe Handbuch/' 7* P. to

Ks 5th, or 7. Q. Kt. to B s 3rd.

8. ft. Kt to B s ard. 8. Kt. takes Q. P.

If you moTe 3i ft. B« takes P., Black*s reply wiU be 8. ft. to

K. B's 3rd. .

9. Q. to K. R's 5th. 9. Q. Kt. to Ivs drd.

10. Q. B. takes P. 10. B. take^ B.

11. B. takes B. 11. a to K s 2nd.

12. B. takes Kt 12. ft. P. takes B.
18. ft.B.toKB's sq.

You must win.

Variation I.,

S^inmnji at Black'9 ^th

WHITS. BLACK.
1. P. to K'8 4&. 1. P. to K'8 4ilu

S. P. to K. B's 4fh« 2. P. takes P.
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8. K. Kt. to B*« 8ra. 3. P. to K. Kt.'s ith.

4. K. li. to (i. B"s 4tli. 4. P. to K. Kt/s 6th.

6. Castles. 5. P. takes Kt.

6. a. takes P. 6. P. to Q's 3rd.

HiB present moye, bb ireQ as 6. B. to K. R's 3r(l, the Germaa
Hmdbuch" observes wQl certainly enable Black to

about a drawn game.
If heventcures 6. P. to (Xb 4ih, you can takolhc P. with yonr

B., and if then he play P. to Q. B*8 3rd, you shoidd take the

K. 1>. P. with 1j. (ch.), after which you would have a remark*

ably Btiong attack.

7. P. to Q's 4th. 7. B. to K. R's Sxd.

8. a B. takes P. 8. B. takes B.

9. Q. takes B. 9« Q. to K's 2iid.

10. B. takes E. B. P. (ch.) 10. K« to Q's sq.

11. P. toK's5th.

With a capital opening.

Yajuation n.,

Beaming at BIocKb 6th maw.
WHIli:. I3LACK.

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

2. P. to K. B's 4th. 2. P. takes P.
• 3. K. Kt. to B's 3rd. 3. P. to K. Kt/s 4th.

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

5. Castles. 5. P. takes Kt.

6. Q. takes P. 6. a to K s 2nd.

The move of 6. Q. to K's 2nd was first given, in this defence,

by Sahdo, aiid was long considered the best. It is now
acknowledged to be inferior to 6. Q. to B's 3rd, although the

authors of the " Handbuch'* consider, with good play, it ought

to produce a dra^Ti game.

7. P. to Q:b 4th. 7. a Kt. to B's 3rd.

He might also play 7. K. B. to R's 3rd, but with even
advantage.

8. a takes P« 8. Et. takes Q. P«

If you play 8. P. to Q. B*s Srd, he can reply with 8. Q. Kt.

to K's 4tli. You may, however, play 8. Q. B. takes P.| and*

tben the lollowing variation is probaUe.

V

Uigiiized by Google



190 CIIESS-rLAYEJl S HANDBOOK.

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

9. Q. to K. R's 5th. 9. Kt. to K's3rd.(hp.st)

10. B. takes Kt. 10. Q. P. takes B.
Ih B. to K'8 5th. 11. a. to B's 4th (ch.)

12. K. to R's 8q. 12. K. Kt. to R's 3rd.

13. P. to Q. Kt/s 4th. 13. Q. to B's 5tu.

14. Q. Kt. to Q's 2nd. 14. Q. takes Q. B. P,
15. B. takes R. 15. Q. takes Kt.

16. Q. R. to Q's sq. 16. to K'a 6th.

17. B. to K. B*8 6th.

He has a bad game.

9« B. lakes K. B. P. (ch.) 9. K. to Cl*8 sq.

10. a Kt. to B's 3rd. 10. K. Kt to R's M.
It. a B. to K's Srd. 11. Q. Kt. to K's 3rd.
12. K. B. takes Kt. 12. Q. takes B,

13. Q. Kt. to Q's oth. 13. P. to Q's 3rd.

14. Q. to K. R's 4th (ch.)

You ought to win.

game the fifth.

Koch akd Ghulau Eassik'b Attack.

WHIX^:. BLACK.
1. P. to K"s 4tli. 1. P. to K's 4th.

2. P. to K. B's 4th. 2. P. takes P.

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

4. K. B. to Q. B's 4th. 4. P. to K. Kf.'s 5th.

5. P. to a s 4th. 5. P. takes Kt
This ingenious departure from the cDstomarjrway ofpcamdng
the attack is ^vcn by Koch, who states that it was oommtmi-
crit( d to him by llic late Lieutenant-CJolonel Donop, who told

him that, while Commander of Brussels, he ofte n played atr

the chess club there with an Englishman, who usually adopted
this move, and invarialily won by it. Shortly after the pub-
lication of Koch's book, Ghidam Kassim produced a more skil-

ful and daborate analysis of this attack, the whole of which
will be found in Lewis's last treatise*

6. Q. takes P. 6. P. to Q's 4t3i,

ifou may obtain a strong but hazardous attack by castling

instead of taking the Pawn. Black plajs the best move. If,

instead of advancing the Q. P., he move 6. Q. to K. B's 3rd,
jrou pky on the K. P. If heaftlBnyt to psa^oci; tiie.gai]dft
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P* by O* B. to R'b 8rd, you castle and reduce the game to

a regular Muzio. If he hrmg out his Q. Kt. you can take the
1'. with ft. B., and when he takes Q. P. with Kt. you should

capture the K. B. P. with your B. (ch.), and you will have
the better gnmc. He has, however, also the choice of 6. P.
to Q's 3rd, and 6. Q, to K. K's 5th (ck), for which see Vaiia-

tion II.

7. K. B. takes Q. P. 7. P. to Q. B s 3rd.

Tlie authors of the German "Handbuch'' suggest 7. Iv. Kt.

to B's Srd for Black's 7th move, but they have not proved
its validity ; but let us suppose—

7. K. Kt. to B's Srd.

8. Castles. 8. Kt. takes B.

(If he play 8. P. to Q. B's Srd, yoti may first take the K. B. P. with the

B. (ch.), and then move F. to U. B's 3rd, having a deficiency in Pieces^

but a strong attack.)

9. P. takes Kt. 9. Q. to K. B's 3r6.

(He might also play 9. K. B. to Q's Srd, but you would obtain a strons

position by first checking with the R. and then playing P. to Q. B's 4th.)

10. B. takes P. 10. Q. takes Q. P. (ch.)

(You might, at your 10th move, instead of giving up the Q,, P,-, plaj

Q. to K's 4th (ch.), and then take the P. with Q. B.)

11. B. to K's 3rd. 11. Q. to K. R's 5th.

12. Q. Kt. to Q's 2nd. 12. K. B. to Q's 3rd.

13. Q. takes K. B. P. (ch.) 13. K. to Q's sq.

U. Kt, to K. B's 3rd.

And you must win.

8. B. to Q. Kt. s 3rd. 8. Q. takes Q. P.

You may likeirise play 8. B. takes K, B. P. (ch.) See
Variation I.

9. Q. B. takes P. 9. K. Kt. to B's 3rd.

If he^ take Q,, Kt. P. you can pUy 10. to K. K& 5th.

10. a Kt. to Q*s 2nd. 10. Q.B.toK.Kt.'8 6ih.

11. a to K. Kt.*s 3xd. 11. K. Kt. takes P.

He mny at move 11. play Q. Kt. to Q's 2n(l, ii])nn wliich you
reply with 12. P. to Q. B's Srd, and then proceed as ibiiows:—*^

11. Q. Kt. to Q's 2iid.

12. P. to Q. B's 3rd. 12. a to her B's 4th.

13. P. to K's 5th« 13. Castles.

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

(Bhok can draw the game by checking first with his Rook si SMUe
wDti then with tna Bishop at K'a 7thf m the neifc mam)
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15. B. to K's 3rd. 15. R. to K's sq.

16. Kt. to Q. D's 1th.

The game u ec^ual.

12. Q. Kt. takes Kt. 12. Q. takes Kt. (ch.)

If vou plav 12. Q. takes B., lie can then play 12. Q. to

K/Ws 7th (eh.), and 13. Q. takes (ch.), followocl by
14. Kt. to K. B's 7th (ch.), &c.

13. K. to Ci's 2nd.

You have the better game.

Vabiatiow I.,

Begitining at White's Sth tnove.

r!!,ACK.

E3

WHITE.

In the pre^^ous example you adopted the safer cotirse of

retreating the B. to Q. Kt.'8 3rd ; you may, however, acquire

a very powerful attack by sacrificing the Bishop at this june-

ture.

8. B. takes K. B. P. (ch.) 8. K. takes B. *

9. Q. B. takes P. 9. K. Kt. to B's 3rd.

You may also take the P. wdth your Q. (ch.), in which case

be will interpose his K. Kt. and have the better game. (e. ^.)

9. a takes P. (di.) 9. K. Kt to B's 3rd.

(If ha interpose the Q.yoa can chsck St Q. B's 7fli, and get the advsttti^g^

10. P. to K's 5th. 10. K. B. to Kt's 2Dd.

11. Castles. 11. K. B. to K. B's sq.

12. Q. to K. R's4th. 12. K. to Kt'ssq.

IBhflsdd yoi td^e tito Ktbstead of playing your Q. to K. R's 411^ Ui
bast vmt is K. to Kt's s%.)
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13. Q. B. to K. Kt.'8 5au 13. Q. Kt. to Q'g 2nd.

U, a Kt. to B's 3rd. 14. P. to K. R's 3ni.

Black must win.

10. p. to Q. B 8 3rd. 10. Q.B.toK.Kt.'86tIi.

I prefer Black's game.

The latter variations serve to demonstrate that the sacrifice

of the Bishop at move 8. is not so good as retreating him to

Q. B's 3rd. I am not sure, however, that your proper move
after 8. B. takes K. B. P., and 8. K. takes B., is not 9. Q. to

K« Kb 5th. (ch.), at least, as &r as my examination goes, you
obtain a more enduring attack than by the other methods^

.

and I regret that the very limited space I have now at

:

command, fiirbids the insertion of the variations*

Vabiation II.,

Beginning (U SIach*8 0th move.

WHITE. BLACK. '

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

2. P. to K. B's 4th. 2. P. tal^es P.

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

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

5. P. to Q's 4ih. 5. P. takes Et
6. Q. tak^ P. 6. P. to Q's Srd.

^Vs was before observed, he may also play 6. Q. to K. B's 5th

(ch.)y and pursue the game as IdUows,—
6. Q. to K. R's 5th (ch.)

7. P. to K. Kt.'s 3rd. ' 7. Q. to K. R's 6th.

8. Q. B. takes P. 8. P. to K. B's 3rd.

9. Q. Kt. to Q's 2iid.

With aa exoeUeut game.

7. Castles. 7. Q. to K. B s Srd.

8. Q. Kt. to Us 3rd. 8. Q. takes Q. P. (ch.)

9. K. to R s sq. 9. K. B. to R's 3rd.

10. Q. B. takes P. 10. a to K. B's 3rd.

If he play 10. Q. takes Q. Kt. P., you get a speedier advan-

tage by 11. Q. Kt. to his 5th.

11. Q. to K's Srd. 11. Q. to K. Kt.'s 3xd.

12. P. to K's 5th. 12. B. takes B.

13. R. takes B. 18. B. to K's did.

14. P. takes Q. P.

You have a capital attack.
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GAME THE SIXTH.

Mc Do^^^eXiL's Aiiack.

WHITE. BLACK*
L P. to K*8 4tll. 1. P. to E'b 4tll.

2. r. to K. B's 4th. 2. P. takes P.
3. K. Kt. to B's 3rd. 3. l\ to K. Kt/s 4tk
4. K. B. to a B s 4tli. 4. P. to K. Kt. s 5tii^

5. Q. Kt. to B s 3rd. 5. P. takes KU
The move of 5. Q. Kt. to B's drd, which Mr. Mc IToimeB
sometimes adopted instead of casding, at this stage of llie

opening, leads to many interesting combinations, but appears
to be less advantageous to you than the old luovc of castling.

6. Q. takes P. 6. P. to Q s 4th.

The sacrifice of this P. is recommended by La Boturdonnais.

The "ILiiuUjuch" suggests tliat perhaps a simple defence

might adopted by playing 6. P. to s 3rd, and if you
tlieu take- tlic gambit P. with Q., he might play 7. Q. B. to I

ijL s 3rd, a move which is inadmissible in the ordinary Muzio.
He may also for his 6th move play Q. to K. B's 3rd, as in

the following fragment of a game between La Bourdoimais
and Mc DonneU, the latter playing the attack.

6. U. to K. i^s 3rd.

7. Kt. to Q's 5th. 7. Q. to K'b 4ih.

8. P. to Q. B's 3rd. 8. B. to K. ll's 3rd.

9. P. to Q s 4th. 9. Q. to her 3rd.

10. P. to K's 5th. 10. Q. to her B's 3rd.

n. B. to a. Kt.'8 501. 11. a. to K. KVb Sid.

12. Kt. takes Q. B. (eh.)

With a fine game.

7. B. takes Q. P. 7. P. to Q. B's 3rd.

8. B. to Q. Kt. s 3rd. 8. Q. B. to K s ard.

You may now get a lively but not very sound attack by
playing as follows, instead of 8. B. to Q. Kt.'s 3rd.

8. B. takes K. B. P. (cli.) 8. K. takes B.
9. to K. B's 5th (ch.) 9. K. to Kt.'s 2ad.

(If at move 9. you advance P. to Q's 4th, he replies vr.t\i [). Kt. U
K. B's Srd ; and if you then play 10. P. to K's Jth, he moves 10. K. B.

to Kt's 2nd, and on your taking P. with B., he plays II. R. to K's
aq.y having a better game than yon can boast.)
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10. p. to Q'fl 4th. 10. Q. B. to K's :^rcl.

11. Q. B. takes P. 11. Q. B. to K. B's M.
12. B. to K's 5th (ch.) 12. Kt. to B's 3rd.

13. to K« Kt.'s 5th (ch.) 13. Q. B« to IL KJu'm

He will Mon be out of danger.

9. B. takes B. 9. P. takes B.
10 Q. to K. R's 5tli (ch.) 10. K. to Q*s 2ndL

11. P. to Q's 4th. 11. a to K. B's 3rd.

12. P. to OUi. 12. Q. to K. B s 4th.

Vou may castle at your 12th move, and proceed thus :—
12. Castlea. 12. Q. to K. Kt.'ft 3rd.

13. Q. to Q. K's btiu 13. Q. Kt. to R's 3rd.

14. B. takes P. 14. K. B. to Q. Kt.'s 5th.

15. O. to her R s 4th. 15. K. Kt. to K'e 2iul.

He has the advantage.

18. Q. to K. Fs drd. 18. K. B. toa Kt's 5th.

14. a B. takes P. 14. K. Kt. to K's 2iid.

15. Castles on K's side. 15. B. takes Kt.

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

The game is iu his favour.

As the Handbuch " remarks, these variations tend to prove

that Mr. McDonnell's move of 5. Q. Kt. to B a Srd is not so
potent as flie usual course of castling.

' Our examination of this beautiful Oambit irould be imper-

fect ifithout some notice of a Tariation in the opening, where
the first pkjer, instead of abandoning the Knight at his 6iSb.

move, sacrifices bis Bishop by takini:; iho K. B. l^a\\Ti,

checking. ITiis attack is not, strictly speaking, a part of the

Mnzio Gambit, but it is so intimately associated with it that

I think it better to consider them both under iho same head.

The chief writers who have considered this sacrihce appear

to be Ercole del Rio (Lolli, p. 221); Sarralt, 1808, p. 76;
Allgaier» tab. v.; Lewis, 1843, p. 307; Walker, 1841, p. 116,
and the German Handbuch."

GAME TU£ SEVENTH.
WHITE. BLACK.

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

2. P. to K. B's 4th. 2. P. takes P.
3. K. Kt. to B's drd. S. P. to K. Kt.'s 4tfu

4. B. to a. B's 4th. 4. P. to K. Kt.'s 5th.

5. B. takes K. B. P. (ch.) 5. K. takes B.
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This sacrifice is far less recommondable than giving up th©

Kt., the attack being weaker and the defence sure loid not

difficult to dificover.

6. Et to K'a dth (ch.) 6. K to bis aq.

If he move, as given by Greco, 6. K. to his 3rd, you will

win. (e, g,)
6. K. to his 3rd.

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

8. Q. to K. U s 5 111 (ch.) 8. K. tu Q's 3rd.

9. P. to Q's 4th. 9. K. B. to Kt's 2nd.

10. B. takes P. (ch.) 10. IL to his 2nd.

11. B. to K. Kt.'8 5tfa (cfa.) 11. B. to B's 3rd.

12. Castles. 12. Q. to K, B^s sq.

13. Q. to K's 5tli (ch.)

And wins.

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

LolU's ingenious but weaker defence consisted in now playing

7. Q. to K« B's 3rd, and pursuing the game as follows:—

^

7. Q. to K. B'g 3id.

8. Q. to R*8 5th (ch.) 8. K. to his 2nd.

9. Kt. to K. B's 7th. 9. Q. takes Kt
(Yott can also play 9. Kt. to B's 3id.)

10. Q. to K's 5di (di.) 10. Q. to K's 3rd (best)

11. Q. takes R. 11. K. Kt. to B's 3rd.

It was formerly considered that the White Qneen could now escape only

by SOmr sacri^cc, and Ponziani declared it to be impossible, after the

move of 11. Kt. to K. B's 3rd, to save her. The German " Handbnch"
shows, however, that she may be extricated without incurring any loss,

and remarks that it is not advisable, therefore, for Black to play with tbe

Jiiiea of winning her.

12. Castles n>est) 12. P. to Q's 3rd.

13. Q. Kt. to B's 3rd. 13. P. to Q. B"s 3rd.

14. R. takes K. B. P. 14. Q. Kt. to Q's 2nd.

^.h, P. to Q s 4th. 15. Q. to K. B's 2nd.

16. P. to K's 5th. 16. P. takes P.

17. P. takes P. 17. Q. Kt. takes P.

18. P. to Q. Kt's 3rd. 18. Q. Kt. to K. Kt'a 3nL
19. B. to Q. R's 3rd (ch.) 19. K. to bis sq.

20. R. takes K. Kt. 20. Kt. takes Q.
21. R. takes a 21. Kt takes B.
22. R. to K's sq. (ch.)

With a better game.

It would thus appear that Lolli's move of 7. Q. to K. B*s 3rd, however

Ingenions, is not so trustworthy a defence as 7. Kt. to K. B's 3rd* Lei

fidtow oiit flm iciidt of tfaafe mode of operatioiu
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8. a takes K. B. P.

9. Kt to Q. B'8 4th.

10. Gasflefl.

11. F. to Q's 3id.

12. a to K. Kt.'8 3i-d.

Your attack i

8. P. to ft's 3rd.

9. Q. Kt to B*8 did.

10. B. to K. Kt.'s 2ndr
11. a B. to K'g 3r^
12. Q. to K's 2iiC

exhausted.

GAMES
ILLUSTRATIVE OF THE MUZIO GAMBIT.

(From the Ckea^iap^M CMwucU.)

Game I.—Between Mr. Lewis and an Amateur of great
skill.

WHITE. (Mr. L.) BLACK. (Mr. —)

1. p. to K's 4tli. 1. P. to K't 4th.

2. P. to K. B's 4th. 2. P. takes P.

S. K. Kt. to B's 3rd. 3. P. to K. Kt-'s 4Ui.

4. K. B. to Q« B's 4tb, 4. P. to K. Kt/s 5tfa.

5. Castles. 5. P. takca Kt.

6. Q. takes P. 6. K. B. to R's 3rd.

7. P. to Q's 4th. . 7. Q. to K's 2m]. '
.

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

9- Q. B. takes K. B. 0. Kt. takes B.

10. Q. to K. R's 5th. ; 10. Q. to K. B's sq.

11. K. R. to B'ti 6th. 11. Q. to K. Kt.'b 2nd.

12. Q. takes Kt 12. Q. takes Q.
13. K. R. takes a 13. Q. Kt. takes Q. P
14. Q. Kt. to Q. R's 3rd - 14. P. to Q. B's 3rd.

15. K. R. to Q's 6th. 15. Kt. to K's 3rd.

16. Q. R. to Q's sq. IG. K. R. to K. Kt.'s sq*

17. K. B. takes Kt. ' 17. K. B. P. takes B.

18. Kt. to Q. B's 4th. • * 18. K. R. to K. Kt's4tli
19. K. to B's 2nd, •

, 19. K. to his 2nd.

20. Kt. to K's 3nl. 20. P. to Q. R's 4th.

21. K. to his B's 3rd. V 21. P. to Q. Kt.'s 4th.

22. Kt. to K. KL's 4th. v 22. Q. R. to his 2nd.

23. K. to B's 4th. 23. K. R. to Q. B's 4tb.

24. P. to a B's 3id. 24. P. to Q. Kt's 5th.

25. P. takes P. 25. P. takes P.

26. Kt. to K's 5th. 26. K. R. to Q. B's 7tb.

27. P. to Q. R's irli. 27. R. takes Q. Kt. P.

28. K. R. takes Q. B. P. . 28. R. to K. B's 7th (ch.)

29. K. to his 3rd. 29. R. to K. B's sq.

.30. Q. R. to Q. B's sq. 30. B. to R's 5rd.

31. K. R. to Q. B's 7th. ' ^ 31. R. takes R.

32. R. tiikes R. 32. K. to Q's 3rd.

33. K. to Q. R 8 /th. ' 33. K. UVeii KU

Uigiiized by Google



21^8 CaE8b-P£ATEB'S HANDBOOK,

34. R. takes B. 34. R. to Q. Kt'a sq.

35. IL to Q. R'l 5th (ch.) 35. P. to Q's 4tlu

36. P. takes P. 36. P. takes P.
37. K. to Q*s 3rd. 37. R. to Q. B's sq.

R. to Q. Kt.'s 5th. 38. II. to Q. B's Cth (db.)

39. K. to Q's 2nd. 39. R. to Q. B's 5th.

40. P. to Q. R*s 5tli. 40. R. to K. B's 5th.

41. P. to Q. R's Gth. 41. R. to K. B's 7th (ch.)
42. K. to Q's 3rd. 42. R. to Q. R's 7th.

43. R. takes Q. Kt. P. 43. R. takes Q. R, P.

Drawn game.

Oascb U.—Between Mr. BziexL, of Hungary, and Y. H. dn
Laza, of the Beriin Chess GLub.

WHITE. (V. II. d. L.)

1. i\ to K*s 4th.

2. P. to K. B's 4th.

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

4. B. to a B's 4th.

5. Castles.

6. Q. takes P.

7. P. to K's 5th.

8. P. to Q's 3id.

9. Kt. to Q. B's 3rd.

10. Q. B. to Q's 2nd.

11. Q. R. to K's sq.

12. K. to R's sq.

13. Kt. to K's 4th.

14. a B. to his 3rd.

15. Kt to Q's 6th«

16. R. takes Ktf
17. R. takes K. B. P.

18. B. takes R. (ch.)

19. r. takes B.

20. Q. takes K. B. P.
21. R. takes Q.
22. B. to Q. Kt.'s 3rd.

23. B. takes Kt.
' 24. 11. to B's 7th (ch.)

25. R. to K's / th.

26. a to K's 8th (ch.)

27« R. takes B.

BLACK. (Mr. S.)

1. P. to K'a itil.

2. P. takes P.

3. P. to Kt's 4tiL. .

4. P. to K. Kt's 5tli.

5. P. takes Kt.

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

7. Q. takes K. P.

8. K. B. to K. R's 3rd.

9. K. Kt. to K's 2iid.

10. Castles.*

11. Q. to Q. B's 4 til (ch.)

12. P. to Q. B's ard.

13. Q. to K. B s 4th.

14. B. to K. Kt's 2iid.

15. Q. to K. Kt.'8 4th.

16. B. takes Q. B.^
17. R. takes R.
18. K. to Kt.'s 2nd.

19. Kt. to Q. R's 3rd.

20. Q. takes Q.
21. Kt. to Q. B's 2ad.

22. Kt. to Q's -ith.

23. P. takes B.

24. K. to Kt. s bq.

25. P. to Q. Kt.'s 3rd.

26. K. to Kt.'8 2nd.

And inns.

Not considered so strong a more as 10. P. to Q. B's 3rd.

t Wdl played.

t Had he taken R. with Q., White would have won a Piece bj at onos
idajiDg Kt. to K. B's 5th.
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GiJiE III.—^Between two Bciiin players.

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

a. F. to K. B's 4th. *j
<k>

.

P. takes P.

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

4. K. B. to Q. B'8 4Ul 4. P. to K. Kt.'s 5th.

5. Castles. P. takes Kt.

6. Q. takes P. 6. Q. to K. B's 3rd,

7. P. to K's 5th. i\. takes P.

8. r. to u ^ old. 8. K. B. to U b SrO.

9. Q. B. to Q*B 2nd. 9. K. Kt. to K'b 2iid.

10. Q. Kt to B's 3rd. 10. P. to Q. B's 3ra.

11. Q. to B's 4tk (ch.)

12. K. CO R't sq.

13. Q. to K. R's 5tli.

12. P. to Q's 4th.

13. Q. to her 3rd.

14. K. B. takes Q. P. 14. Castles.

15. K. B. to Q. Kt.'s 3fd« 15. Q. to K. Kt.'s 3rd.

16. Q to (i. B's 5th, 16. K. Kt. to K. B s 4tlb

17. U. B. takes P. 17. K. B. takes B.

IS. K. R. takes B. 18. K. Kt. to his 2n(l.

19. Kt. to K's 4th. 19. K. Kt. to K'a 3rd.

20. B. takes Kt. 20. Q. B. takt\3 L.

21. Kt. to B's Gth (ch.) 21. K. to Kt.'s 2ud.

22. iv. ukes B. 22. 1 • takv'j \k»

23. Kt. to R*8 5th (ch.) 23. K. to R's 3rd.

24. IL takes R. 24. Q. takes Kt.
25. R. to B's 6tli (ch.) 25. K. to Kt.'s 2iid»

26. Q. mates.

Game IV,—^Between Mr. Staunton and an Amateur,

irams. (Mr. S.)

1. P. to K's 4th.

2. P. to K. B's 4th.

3. K. Kt to B's 3id.

4. B. to Q. B's 4th.

T). Castles.

G. Q. takes P.

7. P. to K's 5th.

8. P. to Q's 3rd.

9. Q. Kt. to B's 3rd.

10. Q. B. takes P.

11. K. to R's sq.

12. Q. R. to K's sq. (ch.)

13. K. to K's 4th.

14. Q. takes B.

15. B. takes Q. P.

le. B. takes Kt (ch.)

17. Kt takes P. (ch.)

BLACK. (Mr,
1. p. to K's 4tb.

2. P. takes P.

3. P. to K. Kt.'s 4t1i*

4. P. to Kt's 5th.

5. P. takes Kt.

fi. Q. to K. B's 3cd.

7. Q. takes P.

8. K. B. to H*s 3rd.

9. P. to Q. B's 3rd.

10. Q. to Q's 5th (ch.)

11. B. takes B.

12. K. Kt. to K'.s 2nd.

13. Q. to K. Kt.'s iaO.
14. P. to Q's 4th.

15. P. takes B.
10. K. takes R.
17. K.
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18. a to K't 4tb (ch.) 18. K. to a*t Snd*

19. a to Q't 7ih (ch.) 19. K. toa B'l 3dL
20. Q. to B*8 7th (ch.) 20. K. takes Kt.

21. P. to Q. B'8 4th (ch.) 21. K. to Q's 5th.

22. Q. to Q's 6th (ch.) 22. K. to K's 6th.

83. Q. to K. B'« 4th (ch.) 23. K. takes Q. P.

White natee in two moves.

GAjfB v.—From Qhutam ICaiirim,

1. P. to K's 4th.

2. P. to K. B's 4th.

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

4. B. to Q. B's 4th.

6. P. to Q's 4tli.

6. Ct takes P.

B. takes P.

8. CasUes.
^. P. takes Kt.

0. Q. to K 's 4tk (di.)

11. B. takes P.

12. Q. to B's :kd.

13. Kt. to Q's 2nd.

14. Q. to B's ?na.

15. Q. R. to K*s : q.

16. Kt. to K's Uh.

17. P. to Q. B'3 4th.

IS. B. takes B.
19. P. to a B's 5tfa.

20. P. takes P.

21. Kt. to Q's 6th.

22. Q. takes R.

23. Q. to lier Kt's 4tk.

1.

2.

3.

4.

5.

6.

7.

8.

9.

10.

11.

12.

13.

11.

15.

10.

17.

18.

19.

20.

21.

22.

23.

White must win.

BLACK.
P. to K's 4th.

P. takes P.

P. to K. Kt.'s 4th

P. to K. Kt*s 5tSt

P. takes Kt.

P. to Q'a 41^
K. Kt to B'a Mr
Kt. takes B.

Q. to B's 3rd.

K. to Q's sq,

Q. to K's 2nd.
R. to Kt.*s sq.

B. to K. Kt.'8 5tii»

Kt. to Q's 2nd.

a. to B's -^rd.

Q. to K. Kt.'H 3rd
K. B. to Q's 3r(L

P. takes B.
P. takes P.

K. R. to K's sq.

K* takes R.
K. to Q. B's 2nd.
K. to Q's sq.

Game VI.—Mr. Staunton gives tlie Queen's Book.

(Remove Wliite's Q. R. from the board.)

(Mr. S.) BLACK. (Amateur.)

P. to K's 4th.

P. to K. B's .1

K. Kt. to B's 3rd.

K. B. to Q. B's 4tfa.

:i. P. to Q's 4th.

6. Castles.

3.

4.

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

2. P. t l:es P.

3. P. to K. Kt.'s 4th.

4. P. to K. Kt.'s 5th.

5. P. takes Kt.

G. P. takes K. Kt. P.*

* P. to Q's 4th| followed by Q. B. to K. Kt.'s 5th, would have bca
better play.
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7- B. takes K. B. P. (ch.) 7. K. take?. B.

8. R. takes l\ (ch.) 8. Kt. to K. B s 3rd.

9. P. to K's 5th. 9. K. to Kt/s sq.

10. P. takes Kt 10. P. to Q't 4tli.

11. Q. to K. R't 5tli. 11. Q. Kt. to B't 3id.

12« R. toK.B'i2&d.
Blick tomradoncL

Oam£ VII.—Mr. Staunton gives his Queen's Eook.

(Rflmota White's Ct B. ftom tha board.)

•u HiTF. (Mr. S.)

1. P. to K's 4th,

2. P. to K. B's 4th.

3. K. Kt. to B'b 3rd.

4. B. to Q. B'l 44h.

». P. to Q's 4th.

6. Q. takes P.

7. Castles.

5. B. takes Q. P.

9. B. takes K. B. P. (eh.)

10. Q. B. takes P.

11. Q. tales B. (ch.)

12. P. to K's 5th.

13. a. Kt. to B 8 3rd.

14. Q. Kt. to K's 4th.

15. P. takes Kt.

16. P. to K. B's 7th.t

17. atoK. R'sfitii.

18. Kt. to Kt.'s 5th.

19. P. to K. R's MLt
20. B. takes Kt.

BLACK. (Mr. —

)

1. p. to K*8 4th.

2. r. lakes P.

3. P. to K. Kt's 4th.

4. P. to K. Kt.'s 3th.

5. P. takes Kt
3. K. B. to It. R's ML^
7. P. to Q's 4th.

8. P. to Q. B's 3rd.

9. K. takes B.

10. K. B. takes B.
11. Kt. to K. B's 3rd.

12. Q. Kt. to Q 8 2iid.

13. R. to K's sq.

14. K. to Kt.'s sq[. »

15. K. U) R's sq.
*

16. 11. to B's sq.

17. Q. to K's 2iid.

18. Kt. to B's 3rd.

19. a B. to Q's 2iuL

And wills.

Game VIII.—^Between La Bourdonnais and Mc DonnelL

imrrs. (Mr. McD.)
1. P. to K*s 4th.

2. P. to K. B's Uh.

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

4. K. B. to Q. B's 4th.

5. Q.. Kt. to B's 3rd.

BLACK. (M. LaB.)
1. P. to K's 4th.

2. P. takes P.

3. P. to K. Kt.'s 4th.

4. P. to K. Kt.'8 dth.

5. P. takes Kt.

• If Q. to B's 3rd, White should ndvance P. to K's 5th.

t Better than moving the Kt. either to Q's 6th or K. Kt's 6th«

i Preferable to taking the Kt imvediate^.

r
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6. Q. talcrs P. C. K. B. to K. R's 3i4.

r. r. to QVs 4Lh. 7. Q. Kt. to B's 3itL

8. Ca.st!cs. 8. Q. Kt. takes Q. P.
9. B. takes K. B. P. (di.) 9. K. takes B.

10. Q. to K. ll's 5tU (ch.) 10. K. to his Kt.'s 2ud.
11. Q. B. takes P. 11. B. Uikes B.

12. K. R. takes B. 12. K. Kt. tu B ^ ^rd.

13. Q. to K. Kt.'s 5eh (ch.) 13. K. to B's 2iid.

14* Q. R. to K. B's sq. 14. K. to his sq.

15. K. K. takes Kt. 15. Q. to K's 2iui.

16. Q. Kt. to Q,'b 5tii. 16. Q. to her B's 4th.

17. K. to R's sq. 17. Kt. to K»s 3rd.

18. K. R. tikes Kt. 18. P. takes R.
19. Kt. to B's 6th (ch.)

Aad wins the Qneeiu

Game IX.^Mr. Staunton gives his Queen's Book.

(Remove White's Q. R. from the hoard.)

waiTB. (Mr. S.)

1. P. to K's 4th.

2. P. to K. B's 4th.

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

4. K. B. to Q. B's 4th.

5. B. takrs K. B. P. (ch.)

6. Kt. to K's 5th (ch.)

7. Q. tak^ P.

8. Q. takes P.

9. K. Kt. to B's 3rd.

10. P. to Q's 4th.

11. Cstttes.

12. 1>. to K's 5tii.

13. P. takes P.

14. Q. to K's 4th.

15. Q. B. to K. Kt.'8 5th.

16. K. to R's sq.

17. P. to Q. B's 4th.

18. P. to Q. Kt.'s 3rd.

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

20. B. takes K. B.

21. K. Kt. to K. B's 5th.

22. CU to K. R's 4th.

28. Q. to K. B's 6Uu

BLACK. (Mr. -<-)

1. p. to K's 4th.

2. P. takes P.

.3. P. to K. Kt.'s 4th.

4. P. to K. Kt.'8 6th*

5. K. takes B.

C. K. to his sq.

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

9. Q. Kt. to B's 3rd.

10. Q. to K's 2nd.

11. Q. B. to Q'si 2iid.

12. P. takes P.

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

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

15. Q. to her B's 4th (cb.)
16. Q. Kt. to his 5th.

17. K. Kt. to Q. Kt.'s

18. K. B. to K's 2nd.

19. Q. B. to K. Kt.'8 Sf,
20. Q. takes B.

21. Q. to her 2nd.

22. Q. R. to Q'ft e^.

And wins.
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Cbupieb VL
THE ALLGAIEFc GAMBIT.

Ik tbe preceding examples of the King's Gambit, WTiite con-

tinues his attadk after 3. Kt. to K. B's 3rd, by playing

4. E. B. to Q. B's 4th. There is, however, another not nn-
important mode of operating at this point, and one which
leads to situations oi remarkable interest, that is, to play

4. P. to K. R's 4th, instead of 4. E. to Q. B^s 4th. Black s

best reply is held to be 4. P. to K. Kt.'s oth, whereupon by
yoiir mo\4ng the endangered Kjiight to K's oth, or to Kt.'s 5th,

we aniTe at the Allgaiek Gambit, an opening once deemed
invincible, at least by Allgaier himself, who devoted muck
attention to its details, and which still possesses attractions

for many players of eminence.

The best authorities to compare upon this Gambit aro

Sahio (Ei 1723), pp. 66, 68, 60; Gieco (1784), p. 72;
Cozio, 1st YoL, pp. 48, 85, 98, 123, 165, 167, 172, 180,

196, 829; Lolli, pp. 216, 219; Moder, tab. vii.; Allgaier,

tab. vii.
; Homy (1839), pp. 144—156; Lewis (1844),

pp. 286—288; La Eourdoimais, pp. 91, Qo, 96, 101; "Poly-
technic Journal" (September, 1841), pp. 141—144; " PaLa-

mede" (1842), pp. 77—117, 298—307; and the German
" Handbuch.'*

GAME THE FIRST.
WHITE. BXACK.

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

2. P. to K. B s 4th. 2. P. takes P.

8. K. Kt. to B's 3rd. 3. P. to K. Kt.'s 4th.

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

5. St. to Et.'s 5th. 5. P. to E. R*s 3rd.

The present game will be devoted to the examination of what
follows vour move of the Kt. to Kt.'s 6th, and the next to

tiie ell'ects of 5. Kt. to K's 5th.

In answer to your move of Kt. to Kt.'s 5th, Black may
play 5. P. to K. R's 4th, 5. P. to Q's 4th, and 5. P. to K. B's

lid. For the two former see Variation the last nifty

speedily be dismissed as bad. (e, g.)
5. P. to K. B'i 3rd.

6. Q. takes Kt. ?. 6. P. to K. R'l

7. 0. to K. B'a 5tiu 7. P. Ukm Kt.
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S. Q. to Kt.'s eth (ch.) 8. K. to his ^nd,
9. Q. takes P. (cli.) K. to his sq.

10. Q. to K's 5th (ch.)

Winning the Rook* and haTing the better gacLt.

6. Et. takes K. B. P. 6. K. takes Kt
7. a takes P. 7. E. Et. to B's did.

La Bourdonnais rccommenrls lor tlie defence 7. Q. to E. B'f
3rd, but the authors of tne '

' ilaiidbucli" think it inferior t

you can compare both.

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

8. P. to Q s 4th. 8. Q. takes P.

9. Q. takes P. (ch.^ 9. Q. to K. B's 3rd.

(A better move for him than 9. Kt. to B's 3rtl.)

10. Q. to K. Kt.'s 4th. 10. Q. to K. Kt.'s 3rd.

11. B. to Q. B's 4th (ch.) 11. K. to Kt.'s 2nd.

12. Q. to K. B's 3rd. 12. K. Kt. to B's 3rd.
^

13. Q. Kt. to B's 3rd. 13. K. B. to Q. Kt.'s 5th.

14. B. to Q's 2nd. 14. P. to Q's 3rd.

Black's game i& preferable.

8« Q. takes E. B. P. 8. E.B.toQ's3id(best)

This 18 BlacVs best move; it was first gaven by Homy, a
German miter, and it has the effect of utterly paralyzing
TVTdte's farther efforts.

9. B. to Q. B's 4th (ch.) 9. K.toKt;s2nd(best)

If, instead of checking with the B., you play 9. P. to K's 5th,

Black takes it for nothing, as you eaimot capture his B. but
at the cost of your Qneen. If you move 9, Q. to K. B's 2ndy
he replies wim 9. K. to Et.'8 2ndy prepaiatoxy to playing
B. to E. B*s sq., and finally, if you move 9. Q. to E. Ks Srd,

he might proceed as follows

9. Q. to K. B's 3rd. 9. Q. Kt. to B's 3rd.

10. P. to Q. B's 3rd. 10. Q. Kt. to K's 4th.

11. Q. to K's 2iid. 11. Q. Kt. to K. Kt/s 5th.

12. K. R. to his 3rd. 12. Q. to K's 2nd.

13. P. to Q's 3rd. 13. P. to Q. B's Srd.
He has obviously the better game.

10. Q. to E. B's dth. 10. B. to El's 6th (ch.)

If you play 10. Q. to I> s 2nd, he replies with 10. R. to

K. B's sq., and if 10. Q. to B's 3rd, with 10. Q. Kt. lo

B's 3rd, as before.

11. K. to B's sq. 11. E^ to B's sq.

Black has a winning posit£ s

f
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Vauiation,

Beginning at Blach^a 5th move,

WUITE. BLACK.
1. P. to ICs 4th. 1. P. to K's 4th.

2. P. to K. IVs 4th. 2. P. takes P.

a. K, Kt. to B*s 3rd. 3. P. to K. Kt. s 4th.

4. P. to K. IVs 4th. 4- P. to K. Kt/s Sit.

5. Kt to Kt's 6th. 6. P. to K. R's 4th.

Wlieu the Kt. is played to his 5tli, Black's be^t reply is

5. P. to K. R's 3rd; and when it is played, as in the next
game, to K's 5th, then the proper answering move is 5. P. to

K. ll's 4th. The objection to it in the present instance is the

difiiculty afterwards tbund in earpelling the White Kt. Irom
his threatening positionu As was before remarked, Black

may also play 5. P. to U's 4th, the result of which it may be
wcU to show at once. Suppose then

—

5. P. to Q's 4th.

6. P. takes P. 6. Q. takes P.

(Poiuiani recommends for Black C. K. Kt. to B's 3rd.)

7. Q. Kt. to B's 3rd. 7. Q. to K's 4tli (ch.)

8. Q. to K's 2nd. 8. P. to K. B's 3rd.

9. Q. takes Q. (ch.) 9. P. takes Q.
10. B. to Q. B's 4th. 10. K. Kt. to R's ^id.

11. P. to 0*8 401. II. P. takes P.

12. Q. Kt. to his 5th. 12. Q. Kt. to R's 3rd.

13. Q. B. takes P. 13. K. B. to Q. Kt's 5tb (ch.)

14. P. to Q. B's 3rd. 14. P. takes P.

15. P. takes P. 16. B. to Q. R'« 4th.

16. Castles on Q's side.

With the better game.

6. K. B. to Q. B's 4th.- 6. K. Kt. to K'j? Hrd.

7. V. lo Q's 4th. 7. P. to K. B e Giu.

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

0. P. takes P. 9. Kt. to B"s 2nd.

If he moTc 9. Kt. to his sq., you reply 10. Q. B. to K's 5th.

10. P. to K.- Kt.'8 6th. 10. Kt. to O's 3rd,

i; . a B. takes Kt. 11. P. takes B.
12. B, to B's 7tih (ch.) 12. K. to his 2nd.

13. Castles. 13. Q. to her li s 4th.

i\llgaicr*s move for you is 13. Q. Kt. to B's 3rd, upon ^vilicb

Black plays 13. to B's 4th, ind you answer mth 14. Q.
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to her 2nd. He appears to have
then play 14. K. ]>. to U s oid.

14. B. to Ci s otli.

1^. Q. to her B's sq.

16. Q. to K. Kt/s dth (ch.)

17. P. to K. Kt/8 7th.

And you win '

overlooked that Black could

14. K. to his sq*

Id. K. to Q 8 sq.

16. B. to K*8 2nd.

vith ease

GAME Tlii: SECOND.

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

2. P. to K. B*8 4th. 2. P. takes P.

8. K. Et. to B*8 did. 3. P. to E. Et.*8 4th.

4. P. to E. R'b 4th. 4. P. to E. Et.*s 5fh.

5. lit to K*s 5th. 5. P.toK. R's 4th (best)

The playing Kt. to K*s 5th gives you both a safer and mozo
lasting attack than Kt. to Kt.'s 5th, but the advantage gained
by this manner <^ play has been vastly OTenated, since
Black has at his ooaunand a suie defence, from the line of
operations developed in the present game.

Black's move of 5. P. to K. R's 4th is the right one; he
may, LoAvevcr, play o. li, Kt. to B's 3rd, or 5. P. to Q's 3rd,

without disadvantage. For example ; in the first place,—

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

6. B. to Q. B'a 4th. 6. Q. to K's 2iid.

(U yoa play 6. P. to Q,*b 4ih, lie replies with 6. P. to Srd, and if

6. kt. takes K. Kt. P., with 6. Kt takes K. P., the game htmg even.)

7. P. to Q's 4th. 7. P. to Q's drd.

8. Kt. takes K. B. P. 8. Q. takes K. P. (cb.)

(If you take 8. K. B. P. with B. (ch.), Black retires his K. to Q's 8q«|

and has liie better game.)

9. Q. to K's 2ud. 9. Q. takes Q. (ch.)

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

11. Kt. takes R. 11. P. takes B.

He has the advantage.

b Aesecand place,—

«

5. P. to Q's 3rd.

6. Kt. takes Kt. P. 6. B. to K's 2nd.

7. P. to Q's 4th. 7. takes K. R. P. (ch^
6. Kt. to K. B's 2nd. 8. Q. to K. Kt.'s 4tlfe

\

-A
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(Black may also play, wiLli a2)parent benefit, U. Q.. to K. B's Srd, a mova
lately adopted by the leading players oi Vv-ih.)

9. Q. to K. B's 3id. 9. B. to K. Kt.'s Ctb.

10. Q. Kt. to B'8 3rd. 10. K. Kt. to B's 3rd.

11. Q. B. to Q's 2iul.

The game is about even, but irith the mo>Te giTen in the " Handbuch

"

and elsewhere for White's 11th, K. B. to Q'a 3rd, Black may obCaltt

an advantage, I think, through R. to K. Kt.'8 sq., with the view to play

Q. B. to K. Kt.'B 5th at the proper moment.

6. K. B, to a B*s 4tli. 6. K. Kt. to li s 3rd.

Modem authorities concur in pronouncing the move 6. K. Kt.

to Pt s 3rd inferior to 6. R. to K. R's 2iid, and the " Hand-
buch" remarks, that after the former. Black must bse the

gambit P. We will briefly examine the consequences arising

from the defence with me Knight, and subsequently those

which spring from 6. R. to K. R's 2nd. (See Game the

Thiid.)

7. P. to Q*s 4th. 7. P. to Q*s 3rd.

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

9. P. to K. Kt.'8 3rd. 9. P. to Q s 4th.

If you play 9. P. takes P., he can move 9. K. B. to K's 2nd,

and on yom- moviiig 10. Q. B. to K, Kt.'s 5tii, tuko V. with

P., having the advantage.

10. B. takes Q. P* 10. P. to Q. B s 3rd.

If you take U. F. witli K. P., Le plays K. Kt. to B"s 4th.

11. B. to a Kt.'s 3rd. 11. Q. takes G. P.

He has decidedly the better game.

The ingenious variation at Black's 9th move we owe to

Mr. Knight, an amateur of the London circle of chess-players

;

it appears as effectual in baffling all further attack in tJiin

brancn of the Allgaier Gambit, as Mr. Homy s move of K B
to Q's 3rd in the former one.

GAME
WHITE.

1. P. to K's 4th.

2. P. to K. B s 4th.

8. K. Kt. to B s 3rd.

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

THIRD.
BLACK.

1 . P. to K's 4th.

2. P. takes P.

3. P. to K. Kt's 4th.

4. P. to K. Kt. s 5th.
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5. Kt. to K's 5tli. 6. P. to K. R s 4th.

0. K. B. to a. B's 4tli. 6. R. to K, Ks 2nd.

This is tlie geneiallj accepted move for Black; and prior to

the diBCOvery of Mr* Kiught^s defence, of whidi we haTe
seen a sketch in the last game, it was, perhaps with pro-

priety, considered preferable to 6. K, Kt. to li y oid.

7. R to as 4tli. 7. F. to K. B's 6th (best)

"When the Rook is moved to his second to defend tlie Pawn,
as in this game, you may obLam a viokiit but unstable attack

by playing thas :

—

7. Kt takes K. B. P. 7. R. takes Kt.

8. B. takes R. (ch.) 8. K. takes B.

9. P. to Q's 4th. 9. P. to K. B's 6tlu

'Hb best move, for if he play 9. B. to K. R's 3rd» y<m cssUe^ with lixc

improTed sitaatioD.)

10. P. takes P. 10. P. to Q's 3rd.

With due caie now Black must win, in spite of the exposed positiou of hii

King.

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

If, instead of 8. P. to K. Kt.'s 3rd, you take the P., he may
first dislodge yonr Kt. yniii 8. P. to Q's Urd, and then play

K. B. to K's 2nd.

9. Kt. takes Kt. 9. Q. P. takes Kt.

Toil may also play 9. Kt. to K, Kt.'s 6th, and proceed as

follows:

—

9. Kt. to K. Kt's 6th. 9. B. to K. Ktfs 2ad.

(lie might likewise take your Kt. and then move R. to his sq. again.)

10. P. to Q. B's 3rd. 10. K. Kt. to B':i oid.

11. Q. B. to K. Kt.'s 5th. 11. P. takes Kt.

12. P. to K's 5th. 12. P. to Q'sj^th.

13. B. to Q's 3rd. 13. a B. to K. B's 401.

14. B. takes B. 14. P. takes B.
15. Q. to her 3rd. 15. Q. to her 2nd.

16. P. takes Kt. 16. B. to K. R's sq.

Yoa most lose the advanced P., and Black will then have the anperiorilf*

10. Q. B. to K. B's 4th. 10. Q. to K's 2nd.

11. U. Kt. to B's ord. 11. Q. B. to K's 3rd.
12. P. to Q's 5th. 12. Castles on Q's side

He has a little better game, but the advantage is not neaiiy

00 decisive as in the stcond game.

Google
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Chapter VIL

THE KING'S ROOK'S PAWN GAMBm
Tris' deviation horn the great parent opening consists in

\\ iiite's tiirowing forward his K, R. Pawn at the third move,
instead of playing the K. Kt. to B's 3rd. Tlic object of tliir

move is to prevent the ciistomar>^ advance of Black's K. Kt.

Pawn; but to attain this you sacri£ce position, and if proper^
mety your attack is spee^Uly foiled or tamed against you.

GAME THE HRST.

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

2. p. to K. B*8 4th. 2. P. takes P.

3. P. to K. Ks 4th. 3. K. B. to K's 2nd (best)

Black may also play with safety S. P. to Cl*s 4th, bnt that

move is not so strong as B. to ii's 2nd. (Sec Vaiiation.)

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

You can likewise adopt 4. E. Kt. to B's 3rd, and pursue the

attack as follows :—
4. K. Kt. to B's 3rd. 4. K. Kt to B's 3rd.

(The psnal move for Black is 4. P. to Q's 3rd, that of K. Kt. to B'sM
is giTcn by Stamina^ Jaenisch, and the Gennan Hondbuch.")

5. P. to Q's 3rd. 5. P. to Q*b 4th.

(If youplayS.T. to K's 5th, Black may reply with 5. Kt. to K. TJiAth
and then Kt. to his 6th.)

6. P. takes P. 6. Kt. takes P.

7. P. to Q. B's 4th. 7. Kt. to K's 0th.

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

9. P. to Q's 4th. 9. Q. B. to K. Kt.'s 5tlu

Black has the better gamei,

5. a takes doubled P. 6. P. takes P.

lie might also play 5. K. B. to U s 3rd, as ad\ised by Stomma.

r>.^ Q. takes K. P. 6. K. Kt. to B*s 3rd.

7. U. to K. B*s Si-d. 7. Castles.

8. K. 13. to Q. P/s 4th. 8. Q. B. to K. Kt.'s 5th.

9. Q. takes Q. Kt. P. 9. U. to her old.

10. Q. to her Kt/s 3rd. 10. a lit. to B*s 3riL
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If }'ou venture to take the Eook, the following is the result

10. Q. takes R. 10. Q. Kt. to B's 3rd.

11. Q. to Kt.'8 7th. IL Q. to K. Kt.'s 6tb (ch.)

12. K. to B's sq. 12. K. Kt. to IL*s 5th

jbid he mut win*

11. Q. to her 3rd. 11: Q. Et. to Q's 5lli.

12. P. to Q. B s old. 12. a to K s 4th (ch.)

la. K. to B's sq. 13. Q. Kt. to K. B 5 4tii.

Bhick has a winniiig game«

Vabiatiok,

Beffinnmg at Black's '6rd move,

WHITE. BLACK.
1. r. to K*s 4th. 1. P. to K's 4tli.

2. P. to K. B's 4th. 2. P. takes P.

3. P. to K. U s 4th. 3. P. to Q's 4th.

4. P. takes P. 4. Q. takes P.

Ho might also play 4. K. B. to Q's 3xd«

5. Q. to E*8 2nd (ch.) 5. Q. B. to K's 3xd.

6. Q. Kt. to B's 3rd. 6. Q. to her 2nd.

7. P. to Q's 3rd. 7. K. 1). to Q*s 3rd.

8. K. Kt. to R's 3rd. 8. Q, Kt. to B's 3rd.

9. Q. Kt. to his 5th. 9. Castles on Q s sidet

10. Kt. takes B. (ch.) 10. P. takes Kt.

11. Kt. takes P. 11. B. to K. Kt.'s 5tL
12. a to her 2nd. 12. B. to K's sq. (ch.)

And he has the better gurnet

GAMES
ILLUSTRATIVE OF THE PRECEDING ANALYSES.

Game I.—Between two English Amateurs*

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

2. P. to K. B's 4th. 2. V, Ukes P.

3. Kt. to B's 3rd 3. P. to K. Kt^'s 4th*

4. P. to K. R's 4th. 4. P. to K. Kt.'8 5th«

K. Kt. to his 5th. 5. P* to K. R's 3nt
& Kl. takes K. B* P. €. K. tiOtts Kt.

'
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7. Q. tnkes Kt. l\ 7. K. Kt. to B'8 5nL
». Q. takes K. B. P. 8. P. to Q's 3rd

9. P. to Q's 4th. 9. K. to Kt.'a 2iid.

10. B. to Q. B's 4t]i. 10. Q. to K's sq.

11. Castlok IL R toK*«2iid»
12. P. to K't 5flu 12. P. takes P.

13. P. takei P. la. B. to O. B's 4tli (ch.)

14. K. to R's M., 14. K. Kt to kia 5th.

15. Q. Kt. to B^8 Sid. ^ 15. Q. B. to K's 3rd.

16. Kt. to K's 4th. 16. B. takes IL

17. Q. Ukes Kt. (ch.) 17. Q. to Kt.'8 3rd.

18. Q. takes Q. (ch.) 18. K. takes Q.
19. R. to K. B's 6th (ch.) 19. K. to Kt.'s 2nd.

20. Kt. t-Mr<^ K. B. 2a. Q. Kt. to B's 3rd.

21. Kt. to K . ath (ch.) 21. B. takes Kt.

22. R. takes B. 22. Q. R. to K's nq.

23. Q. B. takes K. R. P. (ch.)t 23. K. to B's 2nd.

24. R. to K. B's 6th (cii.) 24. K. to his 2nd.

25. B. to Kt.'8 5th. 25. Kt. takes K. P.

26. R. to K. R's 6tli (dia. ch.) 26. K. to B's 2tid.

27. Q. R. to K. B's sq. (ch.) 27. K. to Kt's Sod.

28. R. takes R. 28. K. takes R.
29. B. to B's 6th (eh.) 29. K. to Kt.'s sq,

30. R. to K's sq.

And whia.

Oamx Between Measis. Kieaeritdsy and Walker.

(From Le PalanMe.)

WHITE. (M. K.) BLACK. (Mr. W.)
1. P. to K's 4th. 1. P. to k s 4th.

2. P. to K. B*8 4th. 2. P. takes P.

3. K. Kt. to B's arJ. 3. P. to K. Kt.'s 4th.

4. P. to K. R's 4th. 4. P. to K. Kt.'s ath.

5. Kt. to K's Ml. 5. P. to K. R'a 4th.

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

7. P. to Q's 4th. 7. P. to Q's 3id.

8. Kt. to Q's 3rd. 8. P. to K. B'a 6du
9. P. to K. Kt's 3rd. 9. P. to Q's 4th.t

10. B. takes Q. P.| 10. P. to Q. B's 3fd.

* The correct move !:» tUat previously meutioaed, by Horny, of 8. B.
to Q's 3rd.

t Clererly played.

X This is the principal featare of the defence, for vhich we are indebted

to Mr. Knight.

i If he take P. mOk P., then Blade loUaws with K. Kt to B's 401.

^leatening both Q's and K. R. Pkwns.
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11. B. to Q. Kt.'8 3id.

12. a Kt to B'b 3rd.

13. K. Kt. to B's 4tlu

14. Kt. takes Q.
15. B. takes B. ^

.

16. Kt. to K's 3rd.

17. B. takes B.

18. Kt. to Q. B's 4th. ^

19. Castles on Q's side.

20. B. to K's old.

21. R. to Q's 3rd.

22. R. to a Kt.^8 3rd*

23. K. R. to K's flq. .

24. P. to Q. K's 4th.

25. P. to Q, R's 5th.*

26. P. takes P.

27. K. to Kt.'3 sq.

28. Kt. to Q. R's 3rd.

29. B. takes Kt.

mite

11. Q. takes Q. P.

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

13. Q. takes Q. (ch.)

14. B. takes Kt.

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

16. Q. Kt. to Q's 2nd.

17. P. takes B.

18. K. Kt. to K. B's 2nd.

19. P. to K't 4th.

2a. K. to his 2iid.

21. a Kt. to K. B'b 3id*

22. P. to Q. Kt.'8 STd«

23. K. R. to Q's sq.

24. K. to his 3rd.

25. Kt. take5^ K. P.

26. P. takes P.

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

28. Kt. to Q'9 7th (ch.)

29. R. takes B.

lers.t

Game III.—Between V. H. der Laza and Mir. H— of flii

Berlin Cliess Ciub.

WHITE. (V. H. d. L.) BLACK. (Mr. H.)

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

2. P. to K. B's 4th. 2. P. takes P.

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

4. P. to K. R's 4th. 4. P. to K. Kt.'8 5th.

5. Kt. to K's 5th. 5. B. to K's 2nd.

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

7. K. to B's scj. 7. K. Kt. to R's 3rd.

s. Kt. takes Kt. P. ^. Kt. takes Kt.

9. a. takes Kt. 9. P. to Q's 4th.

10. Q. takfs B. P. 10. P. takes B.

11. R. takes B. H. B. to K's Srf.

12. P. to a Kt.'8 3rd. . 12. Q. to her m.
13. Q. Kt. to B's 3rd. 13. Q. Kt. to Q's 2nd.

14. B. to Q. Kt.'s 2iid. 14. P. to K. B's 3rd.

1 r». Q. takes Q. B. P. li>. K. R. to Kt.'8 sq.

10. R. to Q's sq. 16. P. takes P.

* Much better to have protected his K. P.

f This zarne is much heiow the usiul standard of M. KleseritikfI

Google
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17. Q. K. P. U!vesP.

18. Q. to K. Kt.'s 3rd.

1;). Kt. toQ. R's4th.
•21). Q. R. to K's sq.

2\. K. to B's 2nd.

t!2. B. takes ICt.

23. Q. to K. R's 2nd.

24. R. takes B.

25. Q. to K. R's 3rd (ch.)

2G. Kt. to Q. B's 3rd.

27* K« to Kt.'ii sq.

28, Q. to K'8 .3rd.

29. Kt. takes P.

17. B. to K. Kt.'s 5th>

18. Kt. to K's 4th.

19. Q. takes K. P.

20. B. lo K's 2m\ (ch.)

21. Q. to Q's 4tlj.

22. P. takes B.
23. Castles.

2i. P. LO Q. Kt.'s 4tlu

25. K. to Kt.'s s(i.

26. Q. R. checks.

27. a to K. B's 2nd.

28. Q. R. to K's $q.

29* R. to K. Kt.'s 3rd.

wins*

Game IV.—iictwccn Mlil. Kicseiitzky and Calvi.

WHITS. (M. K.)

1. p. to K's 4th.

2. P. to K. IVs 1th.

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

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

5. Kt. to K's 5th.
•

6. K. B. to Q. B's 4th.

7. P. to Q's 4th.

8. Kt. to Q's 3rd.

0. P. takes P.

10. K. Kt. to B's 4th.

11. Q. Kt. to B's 3rd.

12. K. to B's 2nd.

13. Q. to her 3rd.

14. Q. B. to Q's 2nd.

15. Q. R. to K's sq.

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

17. K. B. to K's 6th.

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

19. K. R. to Q. Kt.'s 3rd.

20. P. lo Q. R'.-, 3rd.

21. B. to Q. R's 2nd.

22. P. to K's 5th.

23. P. to K's 6th.

24. Q. B. to his sq.

25. V. takes P.

20. Q. Kt. to K's 4th.

27. Q. Kt. to K. Kt.'s 5th (ch.)

28. R. tak(!s Kt.

29. il. to K's sq.

BLACK. (M. C.)

1. P. to K's 4th.

2. P. takes P.

3. P. to K. Kt.'s 4th.

4. P. to K. Kt.'s 5th.

5. P. to K. R's 4th.

0. R. to K. R's 2nd.

7. P. to Q's 3rd.

8. P. to K. B'.s nth.

U. P. to Q. B's 3id.

10. K. Kt, to K's 2nd.

11. Q. Kt. to Q's 2nd.

12. R. to K. R's sq.

13. K. B. to Kta's 2nd.
14. K. to B's sq.

15. Q. to her Kt.'s 3rd.

16. Q. to Q. B's 2nd.

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

18. Q. Kt. to his 3rd.

19. P. to Q. R's 4th.

20. P. to Q. R's 5th.

21. Q. li. lo Kt.'s 2nd.
22. P. to Q's 4th.

23. Q. B. to his sq.

24. Q. to her 3rd.

25. K. takes P.

26. Q. to her B's 2nd.
27. K. to Kt.'8 sq.

28. Q. takes R.
^. Q. to K. B's Srd.
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30. 11. to K's 8th (ch.)

31. K. Kt. to Kt.'s &th,

32. Q. takes B.*
33. Kt. to K's 7th (ch.)

34. kt. takes Q. (ch.)

35. R. to K's 6th (ch.)

36. B. to Q. Kt's sq.

And

30. B. to K. B's sq.

31. Q. B. to K. B'a
32. Q. takes Q.
33. K. to Kt.'s 2nd.
34. K. to B's 3rd.

35. K. takes Kt.

next moTe*

Gams V.—^Between MM. Kieseritzky and Ehrman.

(From the Gfteit-Ptey«r> CAromele.)

WHITB. (M. K«)
1. P. to K's 4th.

2. F. to K. B's 4th.

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

4. P. to K. R's 4tb.

6. Kt. to K's 5th.

6. K. B. to Q. B's 401.

7. P. to Q's 4th.

8. K. Kt. to Q's 3rd.

9. P. to K. Kt.'8 3rd.

10. B. takes B.

11. K. Kt. to K. B's 4tii.

12. Kt. takes K. R. P.
13. P. to Q's 5tfa.

14. Q. Kt. to B's 3rd.

15. K. Kt. to K. B's 4th,

16. K. Kt. to Q's 3rd.

17. K. to his B's*2nd.

18. P. to Q. R's 4th.

1^. P. to Q. Kt.'s 4th.

20. Q. B. takes B.

21. Q. to her 2nd.

22. P. to Q. Kt.'s jlh.

23. P. to Q. R's 5th.

24. P. to Q. Kt.'8 6th.

25. P. takes P.

BLACK, (M. E*)
1. P. to K's 4th.

2. P. takes P.

3. P. to K. Kt.'s 4th.

4. P. to K. Kt.'s 5th.

6. P. to K. R's 4th,

6. K. Kt. to K. R's 3nl.
7. P. to Q's 3rd.

8. P. to K. B's 6th.

9. B. to K's 3rd.t
10. P. takes B.

# 11. P. to K's 4th.

12. 0. Kt to B's 3rI4
13. d. Kt. to Q's 5th,

14. K. Kt. to K. B's 2nl.
15. Q. to K. B's 3rd.§

16» B. to K. R's 3rd.

Castles on Q's side,

18. K. to Kt.'s sq.

19. K. R. to his 2iid.

20. K. Kt. takes B.

21. Q. U. to K. ii's sq,

22. Q. Kt. to K's 7th.

2^. K. Kt. to K. B's 2iid,

24. a B. P. takes F
25. P. to Q. R's 3nl.

* The terminatioQ of this game Is very beautifully played by M* KisNt

ritzky.

t He should liave played 9. P. to Q's 4th.

t ^^ liy not play King's Knight to Bishop's 2ndy winning the adTerse

Knight

'

§ Bhuk should have taken the KniL^ht immediately, nnd tlion if the

White Queen had taken his Knight in return, he wouUl have won the

King's Knight's Pawn, and liave obtained an irresistible position.
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26. Q. Kt. to hifi 5th. 2fi. Q. R. to Q Ws so.*

27. Q. Kt. to Q. B*s 7th. 27. K. Kt. to Q's sq.

'

28. K. Kt. to Q. Kt/s Ith, 28. Q. R. takes Kt.

29. Q. li. takes Q. R. P. 29. a R. to Q. li'ii 5th,

50. Q. R. to Q. R's 8tb (ch.) 30. K. takes R.
31. Kt, to Q. B'a 6th. i'. takes Kt
32. Q. to R's 5th (ch.) 32. K. to Q. Kt.'8 sq«

* Badlj played. In this sitnatioti he might have forced the game hj
«wo distinct modes of pUj.

lit thefrd place f

26. K. R. takes K. R. P.

If \^liitc docs not take the Rook, Black checks with it at Rook'a 7tii^

aud wins easily. Therefore,—

AVHITE. HT,ACK,

27. R. taK«^ R., or (A.) 27. R. takes R.

26. P. takes R. 28. Q. takes P. (ch.)

29. K. to B's sq, 29. P. to K. Kt.'s 6th.

And wins.

(A.)

27. P. takes R. 27. R. takes P.

28. R. takes R. 28. Q. takes R. (ch.)

29. K. to his 3rd. 29. Q. to K. Kt.'s 4th (ch.)

30. Kt. to K. B's 4tii. 30. P. takes Kt (ch.)

31. K. to B's 2nd (or Kt mates 31. Ct to R*b 5di (ch.), te.
at K's 4th.)

If White at his 28th move refuse to capture the second Rook, and
moves his Rook'away instead, Black may either advance his K. Kt. P. (ch.)^

or play R* to R's T&t checking, secure, in eitiier case» of a won game.

In the second place

:

26. K. Kt. to his 4th.

27. Q. takes Kt., or (IS.) 27. Q. takes U.
28. P. takes Q. 28. R. takes R.

29. R. takes R. U. takes R.

30. O. Kt. takes Q. P. (best) 30. R. to R's 7th (ch.)

31. K. CO his 3rd (best) 31. Kt to Q's 5th.

32. K. Kt takes K. P. 32. Kt takes Q. B. P. (ch.)

And wins, because White must play his King to a square where he will he
in chedk of the Qneen which Ids opponent will make in two moves*

Obserre, however, that if Black advance his Bishop's Pawn before

taking the Qneen's Bishop's Pkwn, he will probably lose the game by
White's first checldng with the Uig's Knight at Q's Tth, and then
playing the other Kn^t to K's 8th sqnare.

(B.)

26. K. Kt to his 4<h«

27. P. takes Kt 27. R. to K. R's 7th (ch.)

28. R. takes R. (best) 28. R. takes R. (di.>
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33. R. to Q. R's sq. 33. K. to Q. B's

34. Q. to Q. 8th (ch.) 34. K. to Q's 2nd.

35. P. to Kt.'s 7th. 35. Q. R. takes Q. B. P.
36. Q. P. takes P. (ch.) 36. K. to his 2ucU

37. Q. takes Kt. (ch.) 37. K. takes Q.
38. P. to Kt.'s 8th. becoming a Q. (ch.) 38. K. to his 2nd,

39. R. to Q. ii :i ah (ch.) 39. K. to his 3rd,

White mates in two moves.

Oam£ YI.—^Between Mr* Cochrane and Capt. iETanfi.

WBITB. (Mr. C«} BLACK. (Capt. £.)
1. p. to K'b 4th. 1. P. to K's 4tlu

1^ P. to K. B's 4th. 2. P. takes?.

3. K. Kt. to B's 3rd* 3. P. to K. Kt.'s 4th.
4. P. to K. k's 4th. 4. P. to K. Kt.'s Otb.
5. Kt. to K's 5th. 5. P. to K. R's 4t]i.

6. K. B. to Q. B's 4th. 6. K. R. to his 2nd.
7. Kt. takes K. B. P. 7. R. takes Kt.

8. Ii. takes R. (ch.) 8. K. takes B.

9. P. to Q's 4th. 9. B. to K. R's 3rd.*
10. B. takes P. 10. B. takes B.

11. Castles. 11. Q. takes K. R. P,
12. R. takes B. (ch.) 12. K. Kt. ta B^s 3ni.

13. P. to K'b 5th. 13. P. to a's 4th.

14. R. tahes Kt. (ch. 14. K. to Kt's 2nd.

15. Q. to her 2nd. 15. Q. Kt. to Q's 2nii.

10. Q. to K. R's 6th (ch.)

And Black resigned.

29. K. to his sq., or (C.) 29. P. to K. B's 7th (ch.)

HO. K. takes Kt. 30. P. to B's 8th, becomes a Q.

(double check)yaiidniatei

next move.
(C.)

29. K. to his B's sq. 29. Kt. takes P. (ch.)

30. K. to his sq., or (D.) 30. P. to K. B's 7th fch.)

31. Q. takes r. (best) 31. R. to R's Slh (cii.)

(If the Knight takes Pawn^ Bkck mates in two moves.)

.32. K. to Q's 2nd. 32. Q. takes P. (ch.)

33. K. to B's 3rd. 33. Kt. takes K. P. (cOi.)

And wins.

(D.)
30. K. toKt.*ssq, 30. R. takes Q.

M'inning ; for if White take the Queen in retom, he is mated on the

move.

This is the error which loses Black's game. The correct more tl

9. P. to K. B's 6th.
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CnA]PT£B VIIL

THE KING'S BISHOP'S GAMBIT.

The remarlvable variety and power of attack obtainable by
the first player from mo-^inp: the K. B. to Q. B"s 4th sq.,

instead of briiigini^ out liis K. Kt., at the ord move, seem
liardly to have been ap])reciated, or rather discovered, by the

earlier writers ; and sdtbough we find this particular gambit
to have been in vogue as far back as the time of Lopez, and
to bare been a good deal cultiyated both in Franeo and
!^ngland in the eighteenth century, it is only of late years

that its resourees^have been analysed and developed as they
deserve* Compare the following works, whieh toueh upon
this gambit—^Lopez (1684), p. 110; Gianutio (San-atfs

translation, 1S17), p. 48; Salvio (Ed. 1723), p. 99; Greco
(Ed. 1784), p. 85; Cozio (1st vol.), pp. 67, 334, 342; (2nd
vol.) pp. 268, 322, 363; Stamma (1745), p. 43; Bertin,

p. 27; Bledow ::i843), p. 31 ; Lewis (1844), pp. 411—444;
Jaeniseh (who gives the most solid and complete analysis

whieh has yet appeared), vol ii. pp. 1C3—212; Walker
(1846), pp. 211—236; the German *'IT:iiidl)iich;^' and the

games between La Boirdonnais and McDonnell, in the

Chess-Player's Chronicle**'

GAME THE FIRST.
WHITE. BLACK.

P. to K*s 4th. t. P. to K's 4£h.

2. P. to K. B's 4th. i. P. takes P.

;3. K. B. to Q. B's 4th. 3. Q. toK. R's5th(ch.)

llie check of the Queen is commended by Ponziani, as

enabling Black to pennanently protect his doubled Pawn.
Instead of tins move, however, he 1ms a variety to choose

from, for he may play 3. P. to K. Kt.'s 4th, 3. P. to K. B*s
4th, 3. P. to Q's 4th, 3. P. to Q. B*s 3rd, and 3. P. to

Q. Kt.'s 4th, each of which demands examination. (See
Games the First, Second, Third, and Fourth, in the next
Cliaptcr.)

4. K. to B*s sq. 4. P. to K. Kt.'s 4th.

nils is acknowledged to be Black's best move ; for the result

of his adopting instead of it 4. K. B. to Q. B's 4th9 4. K. Kt.
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to B'8 8rd, 4. Q. to K. B's 3rd, and 4. P. to Q's 3rd, consult

Games the Fifth, Sixth, and Seyenth, in the following Ohnv-

ter. From this point, aceording to the best authorities, you

lum tliree different metihods of continiiing the attack, vis.,

5. Q. Kt. to B's 3rd, 5. K. Kt. to Ws Srd, and 5« to

XL. B s 3rd. The present game will exhibit the Yariatioiiift

arising from the fiist, and the consequences of the latter two

systems shall be shown in Games» tiiu becund and Tldi'd.

5. Q. Kt. to B's 3rd. 6. K.B.toK.Kt. s2nd.

If Black at move 6. attempt to premit die threatened

advance of yonr Q. Kt. to 4's 5th sq., by moving either

5. K. Kt. to K's 2nd, or 6. P. to Q. B's 3rd, Major Jaeniadi

considci's yon will infallibly win the gambit Pawn. Hie
foliowing arc his demonstrations. In the first place,

—

5. K. Kt. to K's 2nd.

Q. to K. B'a 3rd.* 6. Q. Kt. to B's 3rd.

(if he pky 6. K. B. to Kt/s 2nd, you should raove 7. P. to K. Kt.'s 3fd

and il 6. K. Kt. to K. Ivt. s ;iid, play also 7. P. to K. Kt's 3rd.)

7. P. to K. Kt.'s 3rd. 7. U. to K. K's 3rd.

8. P. takes P. B. P. takes P.

9. P. to Q's 3rd. 9. BL Kt. to Kt'a 3rd*

10. K. Kt, to K's2nd (best) 10. K, B. to Q's 3nL
11. P. to Q'« 4th. !!• P. to K. B'« 3rd.

12. Q. Kt. to Q's 5th. 12. K. R. to K. B's sq.

13.. P. to Q. B's 3rd.

You wiU r^gun the Pawn.

In the second place,—
5. P. to a. B's 3fd.

6. Q. to K. B's 3rd. 6. P. to Q's 3nL

(U he play 6. K. Kl. to K s 2nd, or K. B. to Kt.'s 2iid, yon again

with 7. P. to K. Kt.'s 3rd.)

7. P. to K. Kt.'s 3rd. 7. Q. to K Kfc's 5th.

8. P. to Q's 3rd. 8. Q- takes Q.

9. K. Kt. takes Q* 9. K- B. to K. B's 3rd.

10. Q. Kt. to K's 2iia.

And yott irin the Pawn.

You may now adopt the very ingenious mode of carrying on Ife

Attack which we owe to McDonnell, via. :—
6. P. to K. Kt.'8 3rd. 6- P. tskes P.

7. K. to Kt.'s 2nd. 7. to K. R's 3rd.

j/aeuisch recoiamends 7. Q. to K. B's 3rd, instead of 7. K. to Kt'sML]

8. P. takes P. 8. Q. to K. Kt.'s 2rd.

Black has a slight advantage*
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6. K. Kt. to B's 3rd 6. Q. to K. E's 4tli.

Tbu may also play P. to Q's 4th at least as advantage-

ously. (For the result of that move, and of 6. P. to E. KVu
drd, see Variations 1. and II.)

7. P. to K. 4th. 7. P. to K. R s 3id.

It is not pmdent for Black to play 7. P. to E. Et's 5{b,

7. B. takes Q. Et.

8. P. to Qs 4tli. 8. P. to Qs 3rd.

9. P. to K's 5th. 9. P. takes P.

If you pky 9. Q. Kt to Q*8 dih, he replies with 9. K. to

OJb sq.

10. Q. Kt. to Q's 5tL 10. K. to Q's sq.

11. P. t«akes P. 11. B. to Q's 2nd.

12. K. to his Kt.'B sq. 12. a to K. Kt.'s Srd.

If he mdve 12. P. to K. Kt.'s 5th, yoii take the doubled P.
with Q. Kt., and then play B. to QJa ord, winning,

13. P. takes P. 13. P. takes P.
14. R. takes R. 14. B. takes R.
15. K. Et. takes P. 16. Q. takes E. Et.

If, instead of this sacrifice, invented by PetrofF, you play,

suggested by McDonnell, 15. Q. to K's sq., Black's answer
should be K. B. to K. Kt.'s 2nd again. Should Black refuse

to take the Et., and play 15. K. B. takes P., you can take

the doubled P. vrith Q. Et, and afterwards E. B. P. iriih

K. Et., having an iTni««MA attack.

16. Q. B. takes P. 16. Q. to K. Kt's ard
(best)

If lie play 16. a to E. B's 4th, or 16. Q. to E. Et's 5th, or

16. Q. to E. Et.'s 2nd, in each oase you will have a good
attack. In the first place,—

16. Q. to K. B's 4th.

17. P. to K's 6th. 17. P. takes P.

18. Kt. takes Q. B. P. 18. Q. to her B's 4th (ch.)

19. K. to R*8 sq. 19. Q. takes B.
20. Q. to her 6th. 20. P. to K's 4th.

21. Kt takes O. R. 21. P. takes B.

You may now play 22. to K's sq., upon which he would moye 22. B.
to K. KU*9 2iid. joa csa thea take Q. Kt. with Q,,, and the game is
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In tltc second place,—
16. Q. to K. Kt/s 5t1h

17. Q. takes Q. 17. t:i\'es Q.
18. Kt. takes Q. B. 18. Q. Kt. to B's .3rd,

19. Kt. takes Q. R.

Yoa have the better game.

In ihe third placc»—
IG. Q. to K. Kt.'fi 2na. '

17. Kt. takes Q. B. P. 17. K. takes Kt.

(He may also play 17. Q. Kt. to B'a 3rd, whcrcupoii you should retnt

with 18. B. to K's (>th.)

18. P. to K'fl 6th (dis. ch.) 18. K. to Q's 8q»

19. P. takes K. B. P. 19. Kt. to KV 2nd.
20. Q. to her 6th. 20, Q. to her 5th (ch.)

21. K« to R's 2nd.

You ought to wm.
17. P. to K's 6th. 17. P. takes P.

If yoii talce the Q. B. P. instead of advancing tliis P., Blach
can checl: with his Q. at her Kt.'s 3rd.

18. Kt. takes Q. B« P. 18. P. to K's 4th.

19. Et. takes Q. R. 19. P. takes B.

Instead of takinj:]^ the Rook, you may now check with the

Kt., and liave a very fine c^ame
;

(c. y.)

19. Kt. to K's 6th (ch.) 19. K. to K's 2nd (best)

20. O. B. to K's 3nl. '20. P. to Q. Kt.'s .Hrd (best)

21. Kt. to Q. B's 701. 21. Kt. to K. B's 3rd.

22. Q. to Q's 2nd 22. B. to U. B's 3rd.

23. R. to Q's sq.

And you ought to win.

20. B. takes K. Et. 20. Q. takes B.

21. Q. to her 6th. 21. Q. Kt. to Ks 3rd.

Jnenisch and the Geiman "Handbuch" now suggest the

following as probable moves:

—

22. R. to Q*s sq. 22. Q. to K. B s 2nd.
23. P. to Q. Kt's 4ih. 23. Q. to K's 2nd.
24. Q. takes K. B. P* 24. Q. tikes Q. Kt. P*

25. Q. to K. B's 7th. 25. Q. to K's 2nd.
20. Q. to K. Kt.'s 8th (ch.) 26. Q. to K s sq.

ii;7. Q. to K. Kt.'s 5th (ch.) 27. K. to Q. B's sq.

And Black is getting into saie quarteis.
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Variation L,

Beginning at White s 6th niavii.

BLACK.

1
r

5

i 1 1

m
i

m
imi i.

1
WHITK.

WHITE.
6. P. to Q s 4th.

7. P. to K s 5th.

8. Q. Kt. to Q's 5th.

9. P. takes P.

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

BLACK.
6. P. to Q's 3rd.

7. P. takes P.

8. K. to (i s sq.

9. B. to Q s 2nd.

10. Q. to K. li s 4th.

11. K. Kt. to K s 2ad.11. Q. B. to Q s 2nd.

Tlio move of 11. Q. B. to Q's 2nd is the sup:^cstion of Mr.
Schiiltcn, an amateur of New York, and is a singularly

beautiful variation from the ordinal y mode of play. If, in

reply to it, Black move 11. P. to Q. iVs 3rd, 11. P. to K. It's

3rd, or 11. Q. Kt. to B's 3rd, you certainly appear to obtain

an excellent game. {e. g.) In the first place,

—

11. P. to Q. B's 3rd.

12. Q. B. to R's 5th (ch.)

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

14. Q. Kt. to his 4th.

15. K. Kt. to Q's 4th.

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

12. P. to Q. Kt.'s 3rd.

13. Q. to K. Kt.'s 3rd.

14. P. to K. Kt.'s 5th.

15. p. to Q. R's 4th.

16. Q. to K. R's 4th.

17. Q. Kt. takes P. (ch.)

You have the better game.

Til the second place,

—

11. p. to K. R't 3rd.

12. B. to a B's 3rd. 12. K. R. to R'a 2iid.
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(It li lUs ftBT'inOTe of 12. B. to Q. B's 5n)» which gives snch wdgliklc

Uifl preUmiouy play of 11. B. to Q's 2nd.)

IS. Kt takes Ct B. P. 13. K. takes Kt.

14. Q. to her 6th (ch.) 14. K. lo Q. B's eq.

15. P. to K's Cth. 15. P. takes P.

16. a B. takes K. B. 16. &. takes B.

17. Q. to K. B's 8th (ch.)

Yon win at least the exchange.

Hiirdly,—
11. Q. Kt. to B's 3rd.

12. Q. B. to his 3nL 12. K. Kt. to K's 2nd«
13. Kt. U^es Kt. 13. Kt. takes Kt.

14. P. to K's 6th. 14. F, tekes P.

15. K. B. takes P.
And wins.

12. a. B. to his Srd. • 12. K. R. to K's sq.

If he play 12. Q. to K. Kt/s 3rd, the follo\%'ing luuveb aia

probable,—
12. Q, to K. Kt. ':j 3rd.

13. Kt. Ukes Kt. 13. K. Ukes Kt.

14. U. to her 5th.

Yon ou^lit at ieaiit to regain the P. sacriaced.

13. Kt. takes Kt. 13. K. takes Kt*
14. Q. to her 5th.

The game is about oquaL

Vakiation XL,

Bejiinmnff iU White's 6th move.—{See the preceding diagram.;

WHITE. BLACK.
6. P. to K. KVs Old. 6. p. tilkcs P.

This Tariation is one of the many felicitous inventions of

McDonnell. It is hazardous, but without the utmost exacti

tude in the defence, it gives you an overpowering attack oa

the King's side.

If, instead of tiikinp^ the P., Black retlix* his Q. to R s 3i-(i

you take P. with P.. and if he then tiike P. with P.. you uiaj

play Q Kt. to Q*s Oth, and afterwai'ds P. to Q, s 4t]i.

7. K. to Kt s 2nd. 7. Q. to K. Ks 3rd.

Jaenisch plays 7. P. to Q's 3rd, in place of retiiing tJie Q.»

and then pursues tlie game thus,

—

7. P. to Q's 3ra.

8. K. R. P. takes P. 8. O. to K. Kt.'s 5th.
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9. Q. to K. B's sq. 9. O. to Q*s 2nd.

10. K. Kt. to B's 3rd. 10. P. to K. R's 3rcL

11. Q. to K. B's 2nd. 11. P. ro Q. B's 3rd.

12. P. to Q's 4th. 12. Q. to Q. B's 2iid.

13. Q,. h. to U's 2nd. l.i. Q. B. to K's 3rd.

Black has the better game.

S. p. takes P. 8. Q. to K. Kt's did.

He has the advantage.

If at move 7. Black take the Q. Kt., you should play 8. K. Kt.

to B's 3rd; if he then retreat his Q. to Kt.V 5th, you may
take K. B. P. witli B. (ch.), threatening the ai'tev-eheck with

yoiiT Kt. If he retire the Queen to Q. R's 4th or 3rd, you
take P. with P., and afterwards take his K. B.

GAME THE SECOND.
WHITE. BLACK.

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

2. P. to K. B's 4th. 2. P. takes P.

3. B. to Q. B's 4th. 3. Q. checks.

4. K. to B's sq. 4. P. to K. Kt.'s 4th.

5. K. Kt. to B 8 3rd. 5. a to K. K s 4th.

This method of continuing the attack is not considered quite

so strong as developinfj^ your game on the Q s side before

removing his Queen fruni her present inactive position, but

it leads to many admirable combinations, and, as Major
Jaenisch remarks, its resources are far from exhausted.

If Black now move his Q. to K. Kt.'s 5th, you take the

K. B. P. "with B. (ch.), and if he retire her to K. li s 3rd, you
play 6. Kt. to K s dth.

6. P. to K. R s 4th. 6. K.B.toK.Kt.'82nd.

Your present move is considered stronger than 6. P. to Q's

4th, to which Black's best reply would be also 6. B. to K. Kt.'s

2nd. If Black, instead of the move in the text, attack your

Kt. with P., you should retreat him to K's sq., and then you
must win the gambit Pawn.

7. P. to Q's 4th. 7. P. to K. R's 3rd.

If now at move 7. you play Q. Kt. to B's 3rd, and Black, as

his best, move 7. P. to K. li s 3rd, we have the exaetposition

which occurs in Game die First, which see. But you may
t2
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also play 7. K. to Kt/s sq., 7. K. R. to his 2nd»or 7. K. B. lo

K*8 2iicC as in Vanotioiis I., IL, and IIL
Black may also ])lay 7. P. to Q s drd, although it is hardly

MO good as die above. Jjet us suppose,

—

7. P. to Q'ft 3rd.

8. K. R. to his 2iid. 8. Q. B. to K. Kt.*8 5th«

9. K. to K*. 8 sq. 9. P. takes R. P.

10. Q* B. takes P. 10. P. to K. R's 6th.

11. P. to Q. B*s 3rd. 11. Q. to K. Kt's 3nl.

12. F. to K. Kt.'8 3rd. 12. P. to K. R'8 4th.

if he play 12. K. Ku to K's 2nd, yon answer with 8. a Kt. to Q*a 2^^
and presently gain the P. at K. R's 6th.)

13. K. R. to K. B's 2nd. 13. P. to K. R> 5th.

14. K. to R's 2nd. 14. P. takes P. (ch.)

15. Q. B. takes P.

The game is emu
8. P. to K's 5th. 8. K. Kt. to E's 2nd.

9. a. Kt. to B*8 3rd. 9. K. Kt. to B's 4th.

If you pky 9. Q. to K's sq., or 9. K. B. to Q's 3rd, or 9. K.

to Kt.*s sq., Bkck wiUhavean improved game. For example;

in the first case,

—

9. Q. to K's sq. 9. K. Kt. to B's 4tli.

10. K. to Kt's sq. 10. P. to K. Ku'» 5tb, &e.

Seocmdly,—
9. K. B. to Q's 3rd. 9. P. to Q's 3rd.

10. K. P. takes P. 10. Q. B. P. takes P.
11. P. to Q. B's 3rd. 11. Q. Kt. to B's 3rd.

12. K. to Kt.'s sq. 12. Q. to K. Kt.'s 5th.

13. Q. Kt. to Q's 2nd. 13. a B. to K. B's 4th.

Blade has the better game.

Finally,

—

9. K. to Kt's sq. 9. Q. to K. KVs 3rd.

10. K. B. to Q's 3rd. 10. Q. to her Kt.'s 3rd, Bus.

Or you may play,

—

10. Q. Kt. to Q. B's 3ia. 10. P. to Q's ."ird.

11. K. P. takes P. 11. Q. B, P. takes P.

12. Q. Kt. toa Kt's 5tii. 12. K. to Q's sq.

He preserves the gambit Pawn.

10. a. Kt. to K 8 4th. 10. P. to Q's 3rd.

If instead, you play 10. K. to his Kt.'s sq., he moyes 10. Kt
to K. Kt.'s 6th, and proceeds as follows,

—

10. K. to Kt.'s sq. 10. Kt. to his 6th.

11. K. R. to his 2nd. 11. Q. to K. Kt's 3rd.

12. K. B. to Q's 3rd. 12. Q. to her Kt.'8 3rd, &a., fte.
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11. K P. takes P. 11. Q. B. P. takes P.
12. a. to K's 2nd. 12. K. to Q's sq.

13. P. to a. B's 3rd. 13. K. R. to K's sq.

If you moTe 13. Q. to lier 3rd« he plays 13. R. to K's sq.*

and on yoiir retiring the K* to Kt.*0 sq., advances P. tc

K. Kt.'s 5th.

14. K. to Kt.'s sq. 14. P. to K. Kt.'s 5th.

15. K. Kt. to Q s 2nd. 15. P. to K. B s 6th.

If at more 15. you retreat the Kt. to K. K's 2nd, he playi
}*. to B's 6th, and if you retire him to K's sq., he may then

move P. to Q's 4tli, in either case having a great advantage.

16. Q. to her 3rd. 16. P. takes K. Kt P.
17. K. takes P. 17. P. to Q's 4th.

18. K. B. takes P. 18. Kt. takes K. R. P
(ch.)

And he has the better game.

Vauiatiok L,

Beginning at Whiter 1th move.

BLACK.

mi
1

.-1.3

r

' \A i
—.i [.

1
si-

m" m
'J i

iT;i w
WHITB.

7. K. to Kt.*B sq. 7. B. to Q*8 5th (ch.)

Black's present move, and the accompanying: variations, occur

in a little pamphlet by Signer Dubois, lately published at

Borne. Instead of checking with the B. he may play 7. P.

to K. Et.'8 5th, oompeUmg you to move 7. Kt. to Kt.'B 6th,
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or endure the dangerous check at Q. B'a 4tli, and flien he

may play 8* K. Kt. to Kb drd« with a fine attack in prepara-

tion. .

8. IL to Kb 2n(L 8. P. to K. Kt^'s 5tk.

If you move 8. E. to B*8 sq., he plays 8. P. to Q's 3rd.

9. Kt. takes B. 9. P. to Kt/s 6th (ch.)

10. K. to R*s 3id. 10. P. to Q*s 4th (dis* ch.)

11. Kt. to K. B e 5th. 11. a takes

12. R. takes Q. 12. Kt. to K. R's did.

13. P. to K. R*s 5th. 13. P. takes K. P.

If at moTe 18. you play B. to Q's 3rd or K*s 2nd, he takei

K. P. with P., and wins easily. You may« however, play

13. Q. Kt. to B*s 3rd, and the game proceed thus

13. Q. Kt. to B's 3rd. 13. P. takes K. P.

14. P. to K. R's 5th. 14. R. to K. Kt.'s sq.

15. Q. Kt to Q'g 5tii. 15. B. takes K. Kt (ch.)

16. K. to R'8 4th. 16. K. to Q'a eq.

17. Kt. to K. B'e 6th. 17. K. R. to K. Kt's 2iid.

18. P. to Q's 4th.

BUusk TTiay now retire hb B. to Q* B's sq., checkins afterwards with his

Kt. at K. B's 4th. In the little work jost mentioned^ the wiation is

carried on several moyes farther. Black heing made to play 18. P. to

K's 6th, which appeals an unnecessary prolongation of the contest.

14. K. to R's 4th. 14. Kt. takes Kt. (ch.)

15. K. to Kt.'s oth. 15. P. to K. B s Gth.

16. K. to B s 4th. 16. P. to K. B's 7th

Black wins.

Vakiation II.,

Beginning ai WhMa 7th motw.

(Arrange the men as in the diagram.)

7. K. R. to his 2nd. 7. P. to K. Kt.'s 5th.

This move of the Rook was thought the best by PonzianL

8. K. Kt. to Kt.'s 5th. 8. K. Kt to R's Srd.

At move 8. you may play K. Kt. to K's sq., as in the £i>Uow«

XDgt fpYea by PetroiQP:

—

8. K. Kt. to K's Rq. 8. Q. to her B's 4th.

9. Q. to K's 2nd. 9. K. Kt to B's 3nl
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10. p. to Q'» 3rd. 10. K. Kt. to R't 4^
11. Q. B. takes P. 11. Kr takes B.

12. Q. tekes P. 12. Q. to K. R's 4tli.

13 Q. takes Kt. 13. K. B. to K's 4th.

14. K. B. takes P. (ch.) 14. Q. taket B.
15« Q. Ukm a (ch.) 15. IL takes Q.

And wins.

9. P. to Q's 4th. 9. P. to Q s 4tli.

If inst ^i\d of so playing. Black attack your Kt. with P. ta

K. B's 3r(l, vou must not retreat the Kt., but take the doiu
bled P. with Q. B.., and if then he take your Kt., you win his

by K. R. P. takes P., £cc. He may, nowever, at move 1^.

play P. to K. Kt/s Gth, in which case the foDowiug variation

is probable :—
9. P. to K. Kt.'s Gth.

10. K. B. ttkes B. P. (ch.) 10. Kt. takes B.
11. Q. takes Q. 11. P. takes R.
12. Q. takes Kt. (ch.) 12. K. to Q's sq.

13. €t. takes K. B. 13. P.toR*B8th,becoiningaQ.(c!u)
14. K. to B's 2nd. 14. Q. takes K. R. P. (ch.)

15. K. to his 2nd. 15. Q. to K. Kt.'s 5th (ch.)

16. K. to Q's 3rd. 16. Q. to K. Kt's 6Ui (ch.)

17. a to B's 4th.

Yon have the advantage*

10. K. B. takes Q. V. (best) 10. P. to K. Kt.'b Gth.

1 1 . B. takes K. B. P. (eh.) 11. U. takes B.

If he take the B. with his Kt., we have a similar position to

that last escamined.

1 2. Kt. takes Q. 1 2. Q. B. to K. Kt.'s 5th.

If he take the R., you simply move K. to B's 2nd9 and must
win.

13. Q. to K*s sq. 13. P. takes R
14. K. to B*s 2nd. 14. K.B. takes Q.P.(ch.)

And Black wins.

Yabiation III.,

Beginning also at Whites Tth move,

(Again refer to the diagram.)

WHITE. BTACK.

7. B. to K^s 2nd. 7. P. to K. Kt.'s 5th.

8. £t to K*8 sq. 3. K. Kt to B s drd.
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If at move 8. you play the Kt. to R*b 2nd, be may advancs

the gambit P., and then take E. It P. with bis Q.

9. Q. Kt. to B*8 3id. 9. Q. to K. Kt/s 3rd.

Yoa may likewise move 9. P. to K's dth, but without im-

pnmng your game ; for suppose,—

9. P. to K'g 5th. 9. Kt. to K's 5th.

10. K. B. takes P. 10. Kt. to his 6th (ch.)

11. K. to Kt.'s sq. 11. Q. takes K. i'.

12. R. to R'a 3rd. 12. P. to K. R's 4th.

13. B. to K. B's 3nl. 13. P. to Q's 4th.

iildck lias a capital game.

10. p. to Q's 3rd. 10. Kt. to K. R s 4th.

11. Kt. to Q*s 5th. 11. Kt. to Kt.'s 6th (di.)

12. K. to Kt.'s sq. 12. K. B. checks.

13. K. to Kb 2nd. 13. Kt. takes B.

He ought to win.

GAME THE THIRD.
WHITE. BLACK.

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

2. P. to K. irs 4th. 2. P. takes P.

3. B. to Q. B's 4th. 3. Q. to K. R's 5th (cli.)

4. K. to B"s sq. 4. P. to K. Kt.'s 4tli.

5. a. to K. B 8 3rd. 5. CL Kt. to B s 3id.

6. Q. to K. B's 3rd, we owe to Cozio, who first introduced

tliis itiove of the Q. into the variations of the Bishop's Gnml)it.

In answer to it Black may move 5. P. to (i s 3rd, or 5. Kt. to

K. B's 3rd. (See the Variation.) If he play 5. K. Kt. to

B s 3rd, or 5. K. B. to Q. B's 4th, the result wiU be an even

game. (e. g.) In the first case*

—

5. K» Kt. to B's 3rd.

6. P. to K. Kt.'s 3id. 6. Q. to K. R's 4th*

7. P. takes P. 7. Q. takes Q.
8. Kt. takes Q. 8. Kt. takes K. P.

9. P. takes P.

The game is even.

Secondly,

—

5. K. B. to Q. B's AHl,

6. P. to K. Kt.'s 3rd. 6. Q. to K. R's 3ni.

7. P. to K. R's 4th. 7. B. takes Kt.

8. R. takes B.
K^ual game.

V
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6. IP. to K Kt'8 Brd. 6. to K« R's 3id.

7. P. takes P. 7. P. takes P.

If he play here 7. Kt. to Ci's 5th, you gain the ad\autage j for

e:\aaipie,—
7. Kt. to Q's 5th.

8. Q. to her 3rd. 8. K. B. to Q. B's 4tlu

9. P. to Q. B'8 3rd. 9. Q. Kt to K's 3rd.

10. P. to K. B'8 8th. 10. Q. Kt to IL B*8 5th.

11. a to K. B'8 3rd.

Your game Is Ihe better.

8. P. to Q's 3rd. 8. Q. Kt. to Q's 5th.

9. Q. to K. B s 2nd. 9. K. B. to Q. B s 4tli.

1 f instead of mo^ang the Q. thus, you play her, as Cozio ad-

vises, to her own sq., Black replies with 9. P. to Q's 4th» and
has a fine attack.

10. Q. B. takes P. 10. Q. Kt takes Q. B. P,

^Tr. Lewis suggests 10. P. to Q. B's 3rd, instead of 10. Q.B.
Uikes P., pursuing the v^nniQ as follows :

—

10. p. to Q. B's 3rd. 10. Kt to Q. Kt.'s 6th.

11. P. to Q's 4th. 11. B. tiikes P., or (A.)
12. P. takes B. 12. Kt. takes Q. R.

13. Q. B. takes P. 13. Q. to her B's 3rd.

14. Q. Kt to Q's 2nd. 14. Q. Kt. to B's 7th.

15. K. Kt. to B's M. 15. P. to Q's ord.

16. K. Kt. to his 5th.

And Mr. Lewis prefers your game.

(A.)

11. Kt takes Q. R.
12. P. takes B. 12. P. to Q's 3rd.

13. Q. B. take8 P. 13. Q. to K. Kt's 3rd.

14. P. takes Q. P. 14. P. takes P.

15. Q. Kt to Q'b 2iid. IS. Q. B. to K's 3rd.

16. K. Kt to B's 3rd.

Youhm ibt better game.

11. B. takes Q. 11. B. takes Q.
12. Q. B. to K. Kt's 7th. 12. K. B. to Q s 5tb.

Black maintains his Pawn.

Vakiaiioit,

Begiming at Black'a 6ih nwv0.

ynan* slack.
1. P. to K*s 4th. 1. P. to K's 4tli.

a. P. to K. B'8 4th. 2. P. takes P.
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8. B. to Q. B*8 4tiL 3. Q. cheeks.

4. K. to B*8 sq. 4. P. to K. KVm 4A.
5. Q. to K. B'8 3rd. 5. P. to ft's aid.

lie has also the choice of 5 K. Kt. to R's 3rd, as in Ae
foUomng :

—

5. K. Kt to R's 5rd.

6. P. to K. Kt.'B 3rd. 6. P. takes P.

7. P. takes P. 7. Q. to K. Kt.'s 5tli.

8. K. B. takes P, (ch.) 8. K. to his 2nd.

9. B. to K. R's 5th. 9. O. takes O. (ch.>

10. Kt. takes Q.

You have the advantage.

6. P. to E, Et.'8 3rd. 6. a to E. Et/s 5tii.

(You may also pbtf 6. Q. to Q. B*8 3rd.)

7. P. to Q's 4th. 7. Q. takes Q.
8. Kt. takes Q. 8. K. B. to K. li s 3rd.

If he play 8. P. to K. Kt.'s 5th, you can move 9. K. Kt. to

his '5th ; and if he play 8. P. take8 P., you nkay takeX.Kt.P.
^thKt

9. P. takes P. 9. P. takes P.

10. Q. Kt. to B*s ^3id. 10. Q. B. checks.

11. K. to B's 2nd. U.K. Kt. to K's 2nd.
12. Q. Kt. to K's 2nd. 12. K. Kt. to his 3rd.

13. K. Kt. to K's sq.

Followed by 14. K. Kt. to Q'a 3rd» winning the P., with a
good situatiaa.

Chatceb IX.

Tx the previous Chapter we have followed out, at some
iriiLrth, thi' TTiost prominent variations which occirr when
both the attack and defence in this opening are conducted

upon the principles recommended by the best authorities, and
the result woidd seem to prove that against every syatem
of attack in the King's Bishop's Gambit at preaent known,
the defence^ though diifSicult and complex in the extreme^ ia

satisfiictoiy.

It yet remains for vb to consider what are the probable

deviations from the several standard methods of defence, and
in what niaimtr these should be turned to advantage by tho

opening player.

. y i^uo uy Google



GhME Tii£ FIRST.

WHITE. BI.AOK.

1 P. to K s 4th. 1. p. to K*8 4tli.

2. V. to K. B .s 4th. 2. r. takes P.

3. B. to a. B s 4 til. 8. P. to K. iu.'s 4th,

This mode of defence, though the best in tlic other gambiti

of the Kmg*B side, is objectionable in tiie Bishop s Gambit.

4. P. to K. li s 4th. 4. B. to K. Kt/s 2nd,

If he move 4. P. to K. B^s 3rd, you mate him in five moyes.

If he play 4. P. takes P., then—
5, to K. R'8 5th. 5. Q. to ITs 2ad.

6. P. to Q's 3rd.

And you win his two advanced Pawns.

So ftlso, i{ lie move 4. K. LI. to R's 3rd, you answer with 5. Q. to K. R's

5tb, and presently win the gambit P. ; and finally^ if he play 4. P. to

K. R's 4di| -the following moves will show you likewise gain tixe gambit

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

5. P. takes Kt. P. 5. Q. takes P.

6. K. Kt. to B's 3rd. «. Q. to K. Kt.'s Gth (ch.)

7. K. to B's sq. 7. P. to Q's Srd.

8. Q. Kt. to B's Srd. 8. K. Kt. to B's 3rd.

9. Q. Kt. to K's 2nd, &c., &c
Showing, as Mejor JmisGh remarks, that whatever move lie mtkep

unless he dieclcs with his Q. at thb 5rd move* yoa win the gambit P.

5. P. to Q s 4th. 5. P. to K. R's 3rd.

G. V. takes P. 6. P. takes P.

7. R. takes R. 7. B. takes R.

8. Q, to K. R's 5th. 8. Q. to K. R's 31x1.

9. P. to K's 6th. 9. Q. to K. Kt.'s 2i.a.

10. K. Kt. to K. R s 3rd.

You have the better game.

GAME THE SECOND.

WHITE. BLACK.
1. P. to K*8 4tfa. 1. P. to K's 4ih.

2. P. to K. B's 4th. 2. P. takes P.

3. B. to Q. B s 4th. a. P. to K. B s 4th.

This was the fayourite de&nce in former times. It is found

an Salvio, and has been sanctioned by Philidor, Eiwle del
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Kio and other L ading writers of flie last century. BoA
Jaenisch and V. H. der Laza too appear to believe it may be

adopted wilJi perfect safety.

4. Q. to K*s 2nd. 4. Q. checks.

If you play 4. B. takes Kt. or 4. P. takes P., he checks with

his Q. at K. R's 5th. You may, however, play 4. Q. Kt. to

B*8 3rd, as in the variation.

5. K. to Q's sq. (best) 5. P. takes K. P.
6. Q. takes P. (ch.) 6. B. to K's 2nd.

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

8. Q. takes K. B. P. 8. U. takes Q.
Even game.

These are the moves adopted by the chief authorities. IR^te
would appear, hovirever, to have a better game by taking ofl

the K. Kt. at his 7th move, then playing Kt. to K. B's 3rd,

followed by Q. Kt. to B s 3rd, and K. 11. to K s sq.

Vabiatiow,

Beginning at White s ^th move,

4. a Kt. to B*8 8rd. 4. a toK B's 5ih (ch.)

6. K. to B*s sq. * 5. K.Kt.toB*s3rd,or (A.)

Modem chess -writers are not agreed upon the best move for

Black at this point. Mr. Lewis ndvooates that in the

text, which he conceives to establish the opening in White "s

favour, while Major Jaenisch and the German Handbuch'^
consider Black's proper play, and that which gives him an
advantage in the game, to be 5. P. takes P. I present the
leading variations on each of these mores, that you may
judge between them.

6. K. Kt. to B s Old. 6. Q. to K. B's 4th.

7. P. to K s 5th. 7. K. Kt. to K's 5th.

If K. Kt. to his 5th, then~
7. K. Kt. to his 5th.

8. P 'JO Q's 4th. 8. K. Kt. to K's 6th (ch.)

9. B takes Kt. 9. P. takes Q. B.
10. Kt. to Q's ath. 10. K. to Q's sq.

11. <). Kt. takes K. P.

And you have a suMcient game.

8. a Kt. to Q 8 5th. a. K. Kt. to his 6th (di.)

Ifhe play 8. K. to Q*s sq., you take the gambit P. with Kl
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9. K. to K. Kt/s sq. 9, K. Kt. takes li.

10. Kt. tnkrs a. H. l\ (ch.) 10. K. to Q -s sq.

11. Q. Kt. Uikes Q. K. 11. K. Kt. to his 6th.

:2. P. takes K. Ku 12. P. takes P.

13. P. to a*8 4th. 13. K. 13. to K s 2nd.

14. Q. B. to K. B 8 4th. 14. Q. to K. Kt's 6du
15. Kt. to K. Kt's 5th. 15. Q. takes Q. B.
16. Kt. to K. B*B 7tfa (ch.) 16. K. to his sq.

1 7. Q. to her 3rd. 17. K. B. to Q's sq.

18. K. Kt. to Q's 6th (ch.) 18. K. to B s sq.

19. Q. K. to K. B's sq.

And you will checkmata in a few moyes,

^^'^ 5. P. takes K. P.

Tliis is the move recommended by Jaeuisch in preference to

Mr. Lewis's play of 5. K. Kt. to B s 8rd.

6. Q. Kt. takes P. 6. P. to Q. B's 3rd.

7. Q. to K s 2ik1. 7. K. to Q's sq.

8. K. Kt. to K. B's 3rd. 8. Q,. to K's 2nd.

If he play 8. Q. to K. R's 4th, you reply with U. Kt. to

K. Kt.'s 5th; and if then he play 8. P. to U s 4th, you move
9. K. Kt. to K's 5th.

9. Q. Kt. to K. Kt.'s 5th. 9. Q. takes Q. (ch.)

10. B. takes Q. 10. K. to his sq.

ILK. Kt. to K s 6111. 11. K. B. to K's 2nd.

12. K. Kt. to K. B's 7th. 12. B. takes Q. Kt.

13. Kt. takes B. 13. P. to K. K s 3rd.

14. B. to K. R's 5th (ch.) 14. K. to K's 2nd.

15. Kt- to K. B's 7th. 15. K. Kt. to B s 3rd.

16. Kt. takes R. 16. Kt. takes B.

17. Kt to Kt.'s 6th (ch.) 17. K. to B s 3rd.

IB. Kt. to K. R's 4th. 18. P. to K. Kt's 4tb.

19. Kt. to K. B's 3rd.

You have the hotter game.

Hie two last variations are from Lewis's Treatise (1844)*

GAME THE THIRD.
WHITE. BLACK.

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

t, P. to K. irs 4th. 2. P. takes P.

B« to a B's 4th. 3. P. to as 4Ui.
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This (lefei)ce, although perhaps not critically sound, is pre-

ferable, I thiiik, to eitker of the two last examined.

4. B takes P. 4. K. Kt. to B*8 3rd.

If vou take P. with P., instead of with the E., you mask the

attack of your B., aud enable liim more speedily to develope

his ibroes.

5. Q. to K's 2ikI. 5. Kt. takes B.

The " HatKlhiirli"' gives this as your best move; 5. Q. to

B's 3rd appiitiTS to be inferior, from her occupying the sq.

youi* Kt. is wiiwted on. You may, however, instead of moTing
the Q., play 5. Q. Kt. to B's 3rd, for whieh see the varia-

tion.

In place of taking the B., Black may move 5. P. to B*s
3rd, but you then tuve an immediate advantage.

6. P. takes Kt. (dis. ch.) 6. B. to K's 2nd.

7. Q. to K. B s 3rd. 7. B.toK. R's5th(eh.)

As the " Handbuch" observes, you may also play 7. P. to

Q*s 3rd, but in that case, I think. Black would get the better

ne by castling, and threatening, at his next move, to play
0 K's sq. if you took his P., or B. to K. R's 5th if you

attempted either to sustain your doubled P. or brought out
your K. Kt.

8. P. to K. Kt.'s 3rd. 8. V. takes P.

9. P. takes P. 9. B. to K. Kt's 4th»

10. a Kt. to B's 3rd.

Even game.

These are the moves which the Handbuch'' gives, ljut the
defence has yet to be thorouu;hlv analysed. At moTe 8.

Black, instead of taking the K. Kt. P., and thus opening your
R*s file, may castle, ai^ then, perhaps, your best move would
be 9. K. Kt. to K's 2nd, but if you took either his B. or P«« be
would win the game, I think. For example; in the first

place,—
8. Castres.

9. P. takes B. 9. Q. takes P. (ck.)

10. Q. to B's 2nd. 10. R. to K's sq. (ch.)

(If at oiove 10. you play K. to B*s sq., he answers with R. to K*s
and fon must lose ; for if you then play 11. Kt. to K's 2nd, he attacks
your Q. with his B., and if 11. Q. to B's 2ttd, he checks with the

nt K. R's 6th, then, when you have taken his B»| Mb takcs*the Kt.
ioh.), afterwards lyiishing the P. to B's 6th,
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11. Kt. to K't and. 11. Q.toK.Rfl41li.

I If, instead of interposing the Kt., yoa move your King to Ws 5(]., ba
checks with the B., &c*> as above described.)

12. Q. Kt. to B's 3i d. 12. P. to B's 6tfa.

And he must win*

111 the second place,—
8. Castles.

9. Q. takes P. 9. Q. takes P.

10. Kt. to K. B's 3rd. 10. K. B. to K. Kt/s 4th.

(If you play 10. Q. to B's 3rd, he may check with his E., and will have
an irresistible attack.)

11. Q. Kt. to B's 3rd. 11. Q. to her B's 3rd.

And wins.

I can see no better move for you than this of the Q. Kt. If yon take

the Bm either with your Kt. or Q., you must infallibly lose the ^me in

a few moves, and if you plajr 11. P. to Q. B's 4th, he retires his QL, as

in the text.

You must not regard these deviations from the accepted series of moves

as correct analyses
;
they arc merely given to show that there is much

latent resource in the present system of defence, and to pique the attention

of other writers to it, whohm more time and space than are afforded me
in the present work.

Vakiation,

Beginning at WMtia 6th move.

WHITE. " BLACK.
1. p. to K*8 4ih. 1. P. to E's 4tli.

2. P. to K. B's 4tih. 2. P. takes P.

3. B. to a B's 4th. 3. P. to Q s 4th.

4. 11 takes P. 4, K. Kt. to B"s 3ra.

5. Q. Kt. to B's 3rd. 6. K.B.toQ Kt. s5th
6. K. Kt. to K's 2iid. 6. B. takes Q. Kt.

Perhaps your best move is 6. K. Kt. to B's 3rd, instead of to

K s 2nd. The Handbuch'' also gives 6. P. to Q. B's drd

for Blackf and then proceeds thiis»—

6. P. to Q. B's 3rd.

7. B. to a B's 4tfa. 7. Q. B. to K. Kt'a 5th.

8. P. to Q's ard. 8. K. Kt. to K. B's 4th.'i'

* Both these last moves I think may be improved. "V\1iite should have

c:t£tled, since i)ushing the Q. P. allows Black to talce the K. f and obtain

a decisive advantage, (e. g.)

8. P. to Q's 3rd. 8. Kt. takes K. P.

9. P. takes Kt. 9. Q. to K. R*9 5th (du)

(If you castle instead of taking his Kt.> you lose a Piece.)
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9. Castles. 9. K. B. takes Q. iCt.

10. P. Ukei B. 10. P. to KL't 4tk.

Q. P. takes B. 7. P. to a B s 3rd-

If you take the B. witli K. Kt instead of Q. P., Black witt

answer 7. Q. B. to K. Kt's 5th, then Kt. takes B., afker*

wiutU checking with the Q. and playing P. to K. B's 6tii.

8. B. to a. B's 4th. 8, Q. t^ikes (cL)

9. K. takes 9. Kt takes K. P.

10. K. to his sq.

The game is about even, sinee Blaek mnst erentually lose

gambit Pawn. At his 6th move, instead of taking your

Q. Kt., be may get an embarrassing sort of attack on you by

taking off your K. B., then cheeking with his Q., and aiier-

wards advancing the P. to B*8 6th, but with care yoi.

can defend yourself.

GAME THE FOURTH.

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

2. P. to K. B's 4th. 2. P. takes P.

3. B. to U. li 8 4th. 3. P. to a. B s 3rd.

This mode of defence in fhe Bishop's Gambit is foimd in tba

oldest works, andmay apparently be yentured without danger,

but without advantage.

For the move 8. P. to Q. Kt.'8 4th, which Black may make

at this ])()iiit, or after giving check with the Q., see the

lUustratne Games at the end of the Chapter: obser\ing here

only, thnt after 3. P. to Q. Kt/s 4th, it ib not prudent for you

to take the JL B. P. (ch.). {e. gJ)

3. P. to Q. Kt.'8 4th.

4. B. take- K. B. P. (ch.) 4. K. takes B.

5. Q. to K. R's 5th (ch.) 5. P. to K. Kt.'s 3rd.

6. Q. to Q's 5th (ch.) 6. K. to Kt.'s 2nd.

7. Q. takes Q. R. 7. Q. to K. R's 5th (ch.)

8. K. to Q's sq. 8. Q. to K. Kt.'8 ^th (ch.)

10 K. to B's sq. 10. P. to K. B's 6th.

Of 10. K. to Q's 2iid, Blaek castla, and wins easily.)

11. P. takea P. 11. B. to K. R'a 6lli (ch.)

And matea In five movaa.

Digitized by Google
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fif B. K. to B*s sq., he piays 8. K. B. toQ. B's 4th, and on your moving
^. Kt. to K. R's 3rd, he replies 9. P. to K. B's Gth, and wins.)

9. Kt. to K's 2iid. 9. Q. Ukes K. Kt. P.

0. R. to KU's sq. 10. Q. to K. B's 7th.

He ought to win*

4. P- to Q s 4th. 4. P. to Q's 4th.

5. P. takes P. 6. P. takes P.

6. K. B. checks. 6. Q. Kt to B's «3fd.

7. Q. B. takes P. 7. Q. to her Kt.'8 3iiL

8. Q. to K's 2nd (ch.) 8. Q. B. to K's 8rd.

9. P. to Q. B's 3rd. 9. Cabtlea on Q's side*

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

The game is equal

GAME THE FIFTH.

Having gone through the probable variations wliich Black

may adopt instead of checking with the Q., at his 3rd move,
we have now to consider those at liis command, (after giving

the check,) when he does not play the usual move of 4. P. to

K. Kt.'s 4th.

WHITE. BIiACK.

1. P. to K*s 4ih. 1. P. to K's 4tL
2. P. to K. B's 4th. 2. P. takes P.

3. B. to Q. B's 4th. 3. Q. checks.

4. K. to B's sq. 4. B. to Q. B s 4tu.

This defence is found in Oreco, but is not to he com-
mended, because it gives you a favourable opportunity to

develope your game and establish your Pawns in the centre.

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

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

7. Q. B. takes P. 7. Q. takes K. P.
8. B. takes K. B. P. (ch.) 8. K. to B's sq.

9. Q. B. to K. Kt.'8 3rd. 9. K. Kt. to 11*8 3rd.

10. Q. Kt. to ly^ 3rd. 10. Q. to K's 2nd.

11. K. B. to a Kt.'s 3rd. 11. P. to a B's 3rd.

12. a to her 2nd. 12. P. to Q*s 4th.

18. a IL to K*s sq.

And you have the better gjime.
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GAME THE SIXTH.

WHITE. BLACK.

1. r. to K s 4th. 1. to K's 4tll.

2. P. to K. B s 4th. 2. P. takes P.

3. B. to Q. B's 4th. 3. Q. checks.

4. K. to B's sq. 4. K. Kt. to B s 3rd.

5. K. Kt. to B's 3rd. 5. Q. to K. B's 4tK

J he play his Q. to K. Kt.'s 5th, you take his K. B. P. wita

B. (ch.), and if 6. U. to K. B e drd, thea you move 6. Kt. to

IL's dth.

6. P. to K. R's 4th. 6. P. to K. Kt.'s 4th.

Xoaxnay also play 6. P. to K's 6th without hamu (tf. y.)

6. P. to K*s 5th. 6. K. Kt. to K's 5th.

7. P. to Q's 4th. 7. Kt. to his Gth (ch.)

8. K. to Kt.'s sq. 8. Kt. takes R.

9. Q. B. takes P.

The loss of the u oompeosated by the auperior derelopment of

yonr game.

If Black at move 6. take the K. P., you play 7. Q. to K's 2iid.

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

8. P. to K 8 5th. 8. Kt. to his sq.

K 8* Kt. to his 5th, then 9. E. to Kt.'8 sq., fidlowed hy 10.F
takes K. Kt. P.

9. K. B. to K's 2nd. 9. P. to Kt-'s 5th.

You might also move 9. P. to Q's 4th.

10. Kt. to K. R's 2nd. 10. Q. takes K. P.

11. P. to Q's 4th.

You have the advantage.

GAME THE SEVENTH.

WHITE BLACK.

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

2. p. to K. B's 4th. 2. P. takes P.

3. B. to Q. B's 4th. 3. Q. checks.

4. K. to B's sq. 4. Q. to K. B's 3id.

Although defective, this 4ih move of defence is much stronger

than either 4. B. to Q. B's 4th, or 4. K. Kt. to B's 3rd.

. kjui^uo i.y Google
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5. a Kt. to B's 3rcL 5. P. to Q. B's 8rd*

He may also play 6. K. Kt. to K'a 2iid. (See Yarutbn.)

6. P. to Q's 4th. 6. P. to Q's 3rd.

7. K. Kt. to B's 8rd. 7. P. to K. Kt. s 4th.

8. P. to K. R's 4tli. 8. P. to K. R's 3rd,

9. P. to K 8 5th. 9. P. takes P.

10. P. takes P. 10. Q. to K. Kt.'s 2ni
11. a to her 4th. 11. B. to K. Kt.'B 5th.

Tf he play 11. B. toK*8 2nd, you move 12. P. to E's 6th, and
if 11. Q. Kl to Q*6 2nd, you proceed as follows:—*

11. Q. Kt. to Q's 2Qd.
12. P. takes Kt. P. 12. P. takes P.

13. K. takes R. 13. Q. takes R.

14. P. to K's 6th, 14. Q, to K. R's Sth (ch.)

15. Q. to K. Kt/B 0q. 15. a takes Q. (ch.)

16. K. takes Q.

The game is in your fkvoor.

12. P. takes Kt. P. 12. P. takes P.

13. R. takes R. . 13. Q. takes R.

14. Kt. takes K. Kt. P. 14. Q. to K. R's 8th (ch.)

15. Q. to K. Kt.'8 sq. 15. Q. takes Q. (ch.)

16. K. takes Q.

You have the superiority.

Variation,

Begiming at Blaek^s 5ih move,

WHITE. BLACK.

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

2. P. to K. V>'h 4th. 2. P. takes P.

8. B. to Q. B's 4th. 3. Q. checks.

4. K. to B's sq. 4. Q. to K. B's 3rd,

5. a Kt. to B*s 8rd. 5. K. Kt. to K's 2nd.

6. P. to Q'b 4{h. 6. P. to Q's 8rd.

7. K. Kt. to B's 3rd. . 7. P. to K. KVs 4th.

If he play 7. Q. B. to K's 3rd, you move 8. Q. to her 3rd.

8. P. to K. B's 4th. 8. P. to K. R's Srd.

9. P. to K's 5th. 9. a to K. Kt's 2nd.

Joenisch plays 9. P. takes K. P. The " Haudbuch" gives the

move in the text.

a 2
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10. K. II. p. Uikes P. 10. K. R. P. takes P
11. R. takes 11. 11. Q. takes R.

12. Q. Kt. to K s 4Ui. 12. P. takes K. P.

13. P. takes P. 13. Q. to K. R*s 8th(<ii

14. K. Kt to his sq. 14. Q. Kt. to Q s 2nd.

15. a Kt takes P. 15. a Kt. takes £. F.

16. Q. to K*8 2nd.

You have the better HiBiunii

GAME THE EIGHTH.
WHITE. BLACK.

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

2. p. to K. B's 4th. 2. P. takes P.

8. B. to Q. B's 4th. 3. Q. checks.

4. K. to B 8 sq. 4. P. to Q s 3rd.

This defence is considered incorrect, as it admits of yonr im
mediately recoveriiipj the Pawn by Cozio's move, 5. Q. t

K. IVs 3rd, nevertheless it rec^uii'es to be met with circuni

spection.

5. a to K. B*B 3rd. 5. P. to K. Kt's 4th.

Instead of 5. Q. to K. B's 3rd, you may play 5. P. to Q s 4t!

as in tlu' vaiialion.

If you move 5. Q. Kt. to B*s 3'^ his best reply is 5. Q. I

to K's 3rd.

6. P. to K. Kt.'8 3rd. 6. Q. to K. Kt.'s 5th.

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

8. Q. takes Q. 8. B. takes Q.
9. P. to K. B's 4ih. 9. P. takes B. P.

10. Q. B. takes P.
Even game.

Vabiation,

Beginning at Whitens 5th move.

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

2. p. to K. B's 4th. 2. P. takes P.

8. B. to Q. B's 4tlL 8. Q. checks.

4. K. to B's sq. 4. P. to 0*s drd.

5. P. to Q*s 4th. 5. Q. B. to K*s 3fd

Digitized by Coogit
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Jacniscfa m!ominefndfl this move for Black ; the " Handbwch**
wigo^ests, howoTcr, that his best play is perhaps 5. Q. to

K. B's Ol d, and then the game proceeds as in Grame the Seventh
of this Chapter. Instc ad of either of these moves, he may
play 5. P. to K. Kt.'s 4tk, and the game be pursued as follow8|~

5. P. to K. Kt's 4tb.

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

7. V. fo K. R*s -Uh. 7. K. B. to Kt.'s 2nd (bcit)

8. K. \{. to his 2nd. 8. Q. B. to K. Kt.'s 5th.

9. K. to Kt.'s sq. 9. K. Kt. to K's 2nd.

(A rimilar position occurs in Game tlie Second, Chapter VIIL)

10. P. to Q. B's 3rd. 10. B. takes Kt.
n . P. takes B. 11. R. to K. Kt.'s sq.

12. P. takes K. Kt. P. 12. Q. Ukes P. (ch.)

13. K. to B's sq. 13. Q. Kt. to Q*s 2nd.

14. Q. to her Kt.'s 3rd. 14. P. to Q's 4th.

(Yon might also play 14. Q. to her 2nd, bnt still the advantage would he
on Black's side, who could castle, with a fine game. Instead of 14. P*

to Q's 4th, Jaenisch and the *' Handbuch" give Black 14. B. takes

Q. P., which seems premature, and leads only to an equal game, whiio

by first advancing the Q. P., he ought, I think, to win.)

15. R. to K. KVn 2nd. 15. P. takes B.

(If, instead of so playing, you take the Q. P. with P., he takes Q. P.

with B., and wins ; and if you take Q. P. with B., then his move,

Kt. takes B., followed by B. to K's -Uh, gives iiiinaii iriesistibie game.)

16. Q. takes Q. Kt. P. 16. Q. takes R. (cb.)

17. K. takes Q. 17. Q. R. to Kt.'8 sq.

18. Q. toQ. R's 6th (best) 18. B. takes Q. P. (dis. ch.'^

19. K. to B's <q. (best) 19. R. to K. Kt.'s Stli (rh.)

(IC at move 19. you play the King to his R's file, then 19. U. R. to

Q. Kt.'8 3rd wins.)

20. K. to his 2nd. 20. K. R. takes B.

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

22. Kt. to Q's 2nd. 22. K. R. takes R.

PoUowed by K. R. takes Q. R. P., artd he ought to win easily.

6. Q. to her 3rd. 6. B. takes B.

7. Q. takes B. 7. P. to Q. B*8 Srd.

8. Q. to her KVs 3rd. 8. P. to Q. Kt's 3rd.

9. Q. to K. R's 3id. 9. Q. takes Q.
10. Kt. takes Q. 10. K. Kt. to B*s Srd.

11. Q, Kt. to B's 3id. ' 11. Q. Kt. to Q's 2nd.

The game is even.
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GAMES
ILLUSTRATIVE OF THE KING'S BISHOP'S GAMBIT.

(From the Ckm-FUofm^M CkrmiieU,)

OiJCE I.—^Between La Bourdonnaia aud McDonueiL
BLACK. fM. B.)

L P. to k's 4tlu

2. P. takes P.

3. Q. checks.

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

5. K. B. to Kt.'s 2iicL

6. P. to Q's 3rd.

7. Q. Kt. to IVs 3rd.

8. K. Kt. to K's 2nd.

9. Castlei.

10* Q. R. to Q. Kt.'8 sq.

11. a to K. R's 3rd.

12. K. Kt. to K. B's 4th,

13. K. Kt. to his 6th (di,)

14. Q. takes R. (ch.)

15. P. takes P. (ch.)

16. Q. takes Q.
17. P. to K. R*s 3rd.

18. P. to Q. Kt.'s 4tb.

19. P. to K. B's 4 th.

20. P. to K. B's 5th (ch.)

21. P. takes B.

22. P. to K, Kt's 5tli.

23. B. to K'« 4th (ch.)

24. K. B. takes Q. P.

25. K. B. to Q. B's 4th.

26. K. B. to Q. Kt.'s SitL

27. K. B. takes K. Kt.

28. Q. R. takes Kt. P.

29. K. R. takes Kt.

30. K. to B's 2nd.

31. K. to K's 2nd.

32. Q. R. to K's ath.

33. K. R. to K. B's

34. Q. R. to K's 4tii.

35. K. to Q's 3rd.$

"WHITE. (Mr. MeD.)
1. P. to K's 4th.

2. P. to K. B's 4th.

3. B. to Q. B's 4th.*

4. K. to B's sq.

5. Q. Kt. to B's 3rd.

6. P. to Q's ith.

7. K. B. to K's 2ad.

8. P. to K's 5th.

9. Q. Kt to his 5th.

10. Q. Kt takes Q. B. P.

11. K. Kt to B's 3rd.

12. P. takes P.

13. P. to Q. B's

14. P. takes Kt.

15. K. to B's2imL
16. K. Ukes P.

17. B. takes Q.
18. P. to Q. Kt.'s 3rd.

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

20. P. to U's 5ih.

21. K. to R's 2nd.

22. ?. takes Kt
23. K. Kt to Q's 4th.

24. K. to Kt.'a u\,

25. Q. Kt. takes P.

26. P. to Q. Kt.'s 4th.t

27. Q. Kt. to Q's 6th.

28. P. takes B.

29. Kt. takes B.

;50. P. to Q's 5tb.

.51. B. to Q. Kt.'s 3rd.

32. K. to B's sq.

33. K. to his 2nd.

34. K. to Q's 3rd.

35. R* to K's sq.

* This was a firrourite opemng of McDonnell's i he hestowed mnch
time and labour on its analyses, and discovered many skilM metliods ol

UiTCrstfying the attack.

t Q. B. to K's 2nd would have been better play we beUere.

X This game is yery cleverly played by La Bourdoanais.
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36. R. takes P. 36. R. takes R. (ch.)

37. K. tnke^ R. 37. P. to K. R's 4th.

38. K. to his 4th. 38. P. to K. R's 5th
39. B. to Q*s sq. 39. P. to K. R'g 6th.

40. P. Uiken P. 40. P. t ak s ?.

41. B. to K. B's 3rd. 41. P. to K. R's 7th.

42. B. to K. Kt.'8 2nd. 42. R. to B's 8th.

Mr. McDonnell resigned.

Qake II.—>B(

WHiTK. (Mr. McD.)
1. P. to K'8 4th.

2. P. to K. B's 4th.

3. B. to Q. B's 4tli.

4. K. to B's sq.

5. Q. Kt. to B's 3rd.

6. P. to Q's 4th.

7. P. to K's :yfh.

8 K Kt. to B's 3rd.

9. Q. Kt. to K's 4th.

. 10. Kt. to K. B's Gth (ch.)

11. P. takes B.
12. B. to Q's 3ilt.

13. Q. to K's sq. (ch.)

14. Kt. to K's 5tb..

15. P. to Q. B's 3rd.

16. Q. takes Kt
17. Q. takes Q. P. (ch.)

18. B. to Q. Kt.'s 5th.t
19. B. takes Kt, (ch.)

20. Q. to B's 5th (ch.)

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

22. Q. to Q's 4th.

23. Q. to K's 5th.

24. K. B. to K's 2ad.t
25. K. to B's 2nd.§
26. Q. B. to K's 3rd.

27* P. to K. R's 4th.

the same players.

BX*ACK. (M. Ia B.)

1. P. to K's 4th.

2. P. takes P.

3. Q. che< Iss.

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

5. K. B. to Kt.'s 2nd.

6. Q. Kt. to B's 3rd.

7. K. Kt. to K's 2nd.

8. Q. to K. R's 4th.

9. P. to K. R's 3rd.

10. B. takes Kt.

11. P..to Q's 4th.

12. K. Kt to B's 4th.

13. K. to Q's sq.

14. K. Kt. takes Q. P.*

15. Q. Kt. take^ Kt.

16. Kt. to Q. B's 3id.

17. K. to his sq.

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

19. K. to K. B's sq.

20. K. to Kt.'s sq.

21. U. to K. Kt.'s 3rd.

22. P. to Q. B's 4th.

23. Q. R. to K's sq.

24. P. to K. B's 6th.

25. P. takes B.

26. P. to Q. Kt.'s 3rd.

27. Q. B. to Q's 2iid.

* Had Blnrk checked with hU Kt. and taken the Book^ he would have

*>een mated m live moves.

t This portion of the game is played hy Mr. McDonnell with great

ludgment.
It would have been better to take the Q. B. P. with Q.

§ It is obvious he would have lost his Q. bv takinfr the. P.
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28. Q. to her bth, 28. Q. takes P. (ch.)

29. K. lakes P. 29. B. to K. Kt.'b 5tU (ck)

50. K. to U'8 2nd. 30. R. to Q's sq.

And White reiigiied.

Oakb III.—^Between the same opponents.

WHITE. (Mr. McD.) • BLACK. (M. La B.J
1. P. to K's 4th. 1. P. to K's 4th»

2. P. to K. B'» 4tlj. 2. P. takes F.

3. B. to Q. B's 4th. 3. Q. checks.

4. K. to B's 8q. 4. F. to Q's 3rd.

5. P. to Q's 4th. 5. B. to K. Kt.'8 5tfa.

6. Q. to her 3rd. 6. Q. Kt. to B's 3rd.
7. B. takes K. H. P. (ch.)* 7. K. takes B.

8. Q. to her Kt.'s 3rd (ch.) 8. K. to Kt.'s 3rd.

9. Q. takes Q. KU P. 9. Kt. takes Q. P.

10. Q. t ikes R. 10. K. Kt. to B's 3rd.t
11. Q. Kt to R's 3rd. 11. P. to K. B's 6th.J
12. P. to K Kt.'s 3rd. 12. Q. B. checks.

13. K. to his sq. 13, Q. to K. Kt.'s 5th*
14. Q. B. to K's 3rd. 14. P. to Q's 4th.§

15 Q. takes Q. R. P. 15. Kt. to Q. B's 3rd.

16. Q. takes Q. B. P. 16. P. to Q's 5th.

17. B. to Q's 2ad. . 17. a takes K. P. (ch.)

18. K. to Q'a aq. 18. P. to K. B'a 7th.
19. Kt. takes B. 19. Q. to K. B'a 6th (ch.)

20. K. to Q. B'a aq. 20. Q. takes R.

And wins.

Oame IV.—^Between Mr, Perigal and an Amateur.

WHITE. (Mr. p.) * BLACK. (Mr. ^)
1. p. to K's 4th. 1. P. to K's 4th.

2. P. to K. B's 4th. 2. P. takes P.

3. B. to Q B's 4th. 3. Q. checks.

4. K to B*s sq. 4. P. to K. Kt.'s 4th,

5. Q. Kt. to B's 3rd. 5. B. to K. Kt.'s 2n(L

6. P. to K. Kt's 3rd. 6. P. takes P.

7. K. to Kt'a 2nd. 7. K. B. takea Kt.|l

* Tliis is not good play, becnuse to recover the Piece, White ifl ObUged
U) take his Queen too far from the point of action,

t Indispensable, to prerent the Q. checking at K's 8th.

X The Winning move.

§ An exce'lent move to exclude the Qneeiju

II
This ia not advisable play.
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8. K. Kt. to B's 3rd.

9. B. takes B. P. (ch.)

10. P. to K. R'8 3rd.

11. Q. P. takes B.

12. K. R. to K's sq.

13. Q. to her 4th.

14. Q. B. takes K. Kt. P.
15. R. takes R.

16. Q. to K. B's 4tii (ch.)

17. K. takes P.

18. Kt. to K's 5th (ch.)

19. B. to R'a 6th (ch.)

White

8. a to Kt's Stlv

9. K. to B's Bq>
10. Q. takes K. P.

11. K. takes B.

12. Q. to her B's 3ra.

13. K. Kt. to B's 3rd.

14. R. to K's sq.

15. Kt. takes R.

16. Kt. to K. B's 3rd.

17. Q. to her 3rd.

18. K. to Kt.'8 2nd>

19. K. to Kt/s sq.

in two mores.

Game Y.—Played some years ago between one of the licst

players of the day and Mr. Staunton.
*

WHITE. (Mr. —) BLACR. (Mr. S.)

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

2. P. to K. B's 4th. 2. P. takes P.

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

4. P. takes P.f 4. K. Kt. to B's 3rd.

5. Q. to K. B's 3rd. 5. K, B. to Q's 3rd
6. P. to K. R's 3rd. 6. Castles.

7. P. to a. B's 3rd. 7. P. to Q. B's 3rd.

8. P. takes P. 8. Q. Kt. takes P.
9. P. to Q's 4th. 9. K. Kt. to K's 5tli.

10. Q. B. takes P. 10. Q. to K. R's 5th (ch.)

11. P. to K. Kt.'s 3rd. 11. K. Kt. takes P.

12. Q. B. takes K. B. 12. Kt. takes R. (dis. eb.)

13. K. to B's sq. 13. Q. B. to K's 3rd.

14. K. B. to Q's 3rd. 14. Q. R. to Q's sq.

15. Q. B. to K. R's 2nd. 15. Q. B. to Q's 4th.

16. Q. to K. B's 4th. 16. Q. to K. R's 4tb.

17. Q. Kt. to Q's 2nd. 17. Q. Kt. to K's 2nd.

18. P. to Q. B's 4th. 18. Q. Kt to K. Kt's ard.

19. a to K. Kt's 4th. 19. Q. to K. R's 3rd.

20. Q. R. to Q's sq. 20. Q. to K's 6th.

21. Q. to K. B's 5th. 21. B. to K. Kt's 7th (clu)

22. K. takes B. 22. Kt. to K. R*s 5th (ck.)

And Black wins.

* THking^ the Bishop woulrf pvirlently involve the loSS of the Quoeil.

-f It is better to take the Pawn with the Bishop.
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Gajcb yi.—Between

wiiiiE. (M. D.)

1. P. to K a 4th,

2. P. to K. B't 4tli,

3. B. to Q. B'a 4th.

4. B. takes Kt P.

5. K. to B's sq.

6. Q. Kt. to B's 3rd.

7. Q. to K. B's 3wL
8. P. to Q's 3r<L

9. P. takes B.

10. P. t kis P.

11. K. li. to Q's 3rd.

12. Q. B. to Q. R's 3rcu

13. B. to O. B's 4th (ch.;

14. B. to Q's 5th.

15. P. takes Kt
le. P,tojCtB's4tli.

17. Q. to her B's 3rd.

18. P. to K. Kt.'s 3rd.

19. Q. takes Q.

20. B. to Q. Kt.'s 4th.

21. K. Kt. to R's 3rd.

Kieseritzky and Dcviuck.

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

2. P. takes P.

3. P. to Q. Kt.'s 4tk.

4. Q. checks.

5. Q. B. to Q. Kt.'8 2nd.
6. K. B. to Q. Kt.'s 5tii.

7. P. to K. B's 4th.

8. B. takes Kt.

9. P. takes P.

10. K. Kt. to li s 3rd.

11. Castles.

12. P. to Q's 3id.

13. K. to R's sq.

14. Kt. takes B.

15. Q. Kt. to Q's 2nd.

16. Kt. to K's 4 th.

17. P. to K. B's (itL.

18. Q. takes Q. B. P. (ch.)

19. Kt. takes Q.

20. P. to K. B's 7th.

21. B. taked Q. P.

'k wins.

Ga2££ VII.—Between MM. Kieseritzky and Desloges.

WHITE. (M. D.)

1. P. to K's 4th.

2. P. to K. B's 4th.

3. B. to Q. B's 4th.

4. B. tekes Kt. P.

5. K. to B's

6. K. Kt. to B's 3rd.

7. K. B. to K's 2nd..

8. Kt. to Q's 4th.

9. P. to K. R's 3rd.

10. K. Kt to Q. Kt.'s 3rd.

11. P. takes P.

12. P. to K. B's 4th.

13. P. to Q's 3rd.

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

15. P. to Q's 4rb.

16. K- to Kt.'s 2nd.

17. K. takes P.

18. Q. B. to K's Md,

19. Q. to K. R's sq.

SO. Kt. takes Kt.

BLACK. (M. K.)

1. P. to K's 4th.

2. P. takes P.

3. P. to Q. Kt.*8 4th.

4. Q. to K. R's 5th (ch.)

5. P. to K. Kt-'s 4th.

6. Q. to K. R's 4th.

7. P. to K. Kt.'s 5th.

8. P. to Q's 3rd.

9. K. B. to Kt.'s 2ncL

10. P. to K. B's 6th.

11. P. takes K. R. P.*

12. Q. to K. R's 5th.

13. P. to K. K's 7th.

14. Q. Kt. to B's 3rd.

15. Q. B. to Q. R's 3rd (ckj

16. K. Kt. to R's 3rd.

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

18. K. R. to Kt's sq.

19. Kt. tskes Q. P.

20. a takes Kt.
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21. B. takes Q.
22. K. to R's 3rd.

23. K.toR'8 4tlu

24. K. toR'sSth.
25. R. to K. Kt.'8 2nd.
26. P. to K. B*8 5th.

27. K. to Kt/s 4th.

28. P. to Q. B's 3rd.

29. K. U. to K's 2nd.

30. K. to his B*s 3rd.

31. R. to Kt.'s 8th (ch.)

o2. R. takes Q. B.

33. K. to Kt.'s 4th.

34. K. takes Kt
35. K. to Kt.'8 6th.

36. K. to R'8 7tb.

37. P. to Q. R's 3rd.

38. B. to Q. B's 4th.

And Black

21. B. takes B. (dis. ch.)

22. Q. B. to his sq. (ch.)

23. K. B. to his 3rd (ch.)

24. R. to K. Kt.'8 3rd.

25. Kt. to his sq,

26. R. to his 3id (ch.)

27. R. takes Q.
28. K. B. to K'3 4th.

29. Kt. to K. B's 3rd (ch.)

30. Kt. takes K. P.

31. K. to his 2nd.

32. Kt. to K. Kt.'s 4th (ch.)

33. P. to K. R's 4th (ch.)

34. P. to B's 3rd (ch.)

35* R. to K. Kt's 8th (ch.)

36. Q. R. takes R.
37. Q. R* to K. Kt'fl s%»

in three mores.

Chapter X.

THE GAMBIT DECLINED.

If Black does not choose to accept the Gambit he has

several modes of defence, which may be briefly noticed. They
present, in fact, no particular difficulty of analysis, and none
of those complicated and brilliant combinations that arise from

taking the Pawn and maintaining it, and it may be remaiked
generally that, by refusing the Gambit, Black subjects himseli

to some disadvantage of position, thoug;h, probably, not so

much as to influence materially the result of the game*

GAME THE FIRST.

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

2. p. to K. B 8 4th. 2. B. to a Ba 4th.

Tliis appears to be Black's best move, if he declines taking P.

with P.

We shall examine, in subsequent games, the consequences

of his movinj^ 2. P. to Q's 3rd, and 2. P. to Q's 4tli. (See

Games the Second and Third.) Black has also several other

defences, which are but rarely adopted; for instance, he may
play 2. K. Kt. to B's 3rd, on which you take P. with P., and
cm his taking K. P. with Kt., move out K. Kt. to B's dnL
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He may also play 2. Q. Kt. to B's 3rd, and you reply

S. K. Kt. to B*s 3rd; if he then play o. B. to Q. B"s 4th, you.

may move 4. B. to Q. Kt.'s 5th, &c.

If Black move 2. P. to Q. B's 3rd, your best move, as

recommended bv Jaeniseh, is 3. P. to Q's 4th.

If he play 2. Q. to K. B s 3rd, your best move, accordmg
to the Handbuch," is 3. P. to Q's 3rd.

And finally, if he play 2. Q. to K. R's 5th (ch.), you play
i. P. to K. Kt/s 3rd, and afterwards P. takes K. P^, and you
have a better game.

3. K. Kt. to B's Srf. 3. P. to Q's 3rd.

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

Your 4th move, P. to Q. B's 3rd, is considered strongt r than
4. B. to Q. B*8 4th, in which case he replies 4. K* Kt. to

B*8 3rd, and the game is about equal. By playing 4. P. to

Q. B*8 3rd, you threaten to establish your Pawns in. the
centre.

5. B. to K's 2nd (best) 5. B. takes Kt.

This is apparently your best more, but you may also play

5. P. to Q*8 4th, for which see the yariation.

6. B. takes B. .6. Q. Kt. to B's 3rd.

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

8. P. to Q. Kt.'s 5th. 8. Q. Kt. to K's 2nd.
9. P. to Q's 4th.

And the position is, perhaps, a litde in your &vour.

Yabimiok,

Beginning at Whitens 5th nuwB,

WHITE. BLACK.

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

2. p. to K. B's 4th. 2. B. to U. B's 4th
3. K. Kt. to B's 3rd. 3. P. to Q's 3rd.

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

6. P. to Q's 4th. 5. P. takes P.

6. P. takes P. 6. B. takes Kt
7. P. takes B. 7. Q. to K. R*s 5th (ch

.)

8. K. to his 2nd. 8. B. to Q. Kt.*B 3rd.

9. B. to K's 3rd. 9. Kt. to K. B's 8rd.

10. Kt. to a. B s 3nl. 10. Kt. to Q. B's 3rd.

E(^ual game.
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GAMB THE SECOND.

"WHITE, BLACK.
1. P. to K'8 4th. 1. P. to K's 4th.

2. P. to JL B 8 4th. 2. P. to U s ard.

This move is objectioiiaUe» as umeoessaiily confizung the

King's Bishop.

3. K. Kt, to B'ft 3rd. 3. B. to K. Kt.^8 5tli.

Instead of this move you have the choice of 3. B. to Q. B*s 4tib«

the Tesiflt of which will be shown in the variation.

4. B. to Q. IVs 4 til. 4. a Kt. to B's 3rd*

6. P. to Q. B 8 3rd. 6. B. takes Kt.

6. Q. takes B. 6. Kt. to K. B s 3rd.

Ihe game is slightly in your fitvour.

Variation,

Bdgummg iU White's ^rd fnowt*

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

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

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

IfBlack does not take this P., you can play 4. P. to Q*s 8rd,

or 4. K. Kt. to B*8 3rd,and the position becomes the same as in

the foregoing game. At this point, Jaenisch makeb him ylay

3. P. to K. B s 4th.

4. K. Kt. to B s 3rd. 4. B. to K s 3rd.

Q. to K. B's 3rd would also be a good move for you. If

Black now play 4. P. to K. Kt.'s 4th, you reply 5, P. to

K. K's 4th, aud we have a position which occurs in the AIl-

gaier Gambit.

5. B. takes B. 5. P. takes B.

6. P. to a*s 4th. 6. P. to K. Kt's 4th.

7. P. to K. R's 4th. 7. P. to K. Kt.*s 5th,

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

You have the advantage.
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GAME THE THIRD.

WHITS. BLACK.
1. P. to K'6 4fh. 1. P. to E'8 4tlu

2. p. to K. B'b 4tli. 2. P. to Q's 4th,

This is the onstomary mode of declming the Kinc^'s Gambit,
but it appears to be less advantageous for the second playei

than 2. B. to Q. B a 4th.

3. P. takes Q. P. 8. Q. takes P.

In lien of taking the P. he can play 3. P. takes K. B. P.,

as in the variation.

4. Q. Et. to B's 3rd. 4. Q. to K's SxA.

Ponziani advises, for your 4th move, 4. Q. to K's 2nd.

5. K. Kt. to B 8 drd. 5. P. takes P. (dis. ch.)

You may likewise liike P. with P. and have a good game.
Black can move also 5. P. to K's 5th, when the following

moves are probable;

—

5. P. to K's 5th.

6. Kt. to K's 5th. 6. K. Kt. to R's 3rd.

7. B. to Q. B's 4th. 7. Q. to K's 2nd.

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

9. K. Kt. to Q. B's 4th. 9. B. to K's 3rd.

10. Q. to K's 2nd.

The game is even.

At move 9. instead of Kt. to Q. B's 4th, in actual play yon
would perhaps yentuxe 9. Q. to K. B's 5th (ch.), ko.

6. K. to B's 2ud. 6. P. to Q. B's 3rd (best)

He plays thus to prevent the check of 3^nr B., and the subae*

fuent loss of the d., by your moving R. to K's sq.

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

8. B. to Q's 3rd. 8. K. Kt. to K's 2ni
9. B. to K s sq.

You have a fine game.

VABIATIOKy

Beginning at Black's 3rd tnove^

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

2. P. to K. B 8 4ih. 2. P. to a s 4th.

. kj ,i^uo uy Google
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R takes a P. S. P. takes K. B. P.

4. B. to Q. KVs 5th (cL) 4. B. to Q^s 2iid«

Instead of checking with your let us suppose 4. IL Kt. to

4. K. Kt to B's 3id. 4. Q. takes P.

5. P. to Q'i 4tlu 5. P. to JL Kt'i 4th*

(Ifoa may also attadc tlie Q. with Q. Kt., and have the better garni

ihortly*)

6. P. to a B'a 4th.

Yoa have certainly the advantage,

5. Q. to K's 2ii(l (oh.) 5. Q. to K's 2nd.

6. Kt. to Q. B's ord. 6. Kt. to K. B*8 3rd.

7. B. takes B. (ch.) 7. Q. Kt. takes B.
8. P. to Q's 4th. 8. Castles.

9. Q. takes Q. 9. B. takes Q.

10. B. takes P. 10. Q. Kt. to his Sid.

Equal game.

GAMES
ILLUSnUTiyE OF THE GAMBIT DECLINED.

Game I.—^Between Mr. G. Walker and Mr. Tuckett.

WHITE. (Mr. G. W.)
1. P. to K'a 4th.

2. P. to K. B's 4th.

3. K. Kt. to B'a 3rd.

4. K. B. to Q. B's 4th«

5. P. to Q'8 4th.

6. P. to K's 5th.

7. P. takes P.

8. P. to K. R's 3rd.

9. Q. B. to K. Kt.'s 5th.

10. B. takes Kt.

11. Q. Kt. to Q's 2nd.

12. B. to Q's 3rd.

13. a Kt. to K'a 4th.

14. P. to a. B'a 3rd.

15. K. to B's sq.

16. Q. Kt. to B's 6th (eh.)

17. Q. Kt. to Q'a5th.
18. Kt. takes B.

19. Q R. to Kt.'s sq.

20. Q. to her B'a 2nd.

BLACK. (Mr. T.)

1. p. to K'a 4th.

2. K. B. to Q. B'a 4th.

3. P. to Q's 3rd.

4. K. Kt. to B's 3rd.

5. P. takes Q. P.

6. P. takes P.

7. Kt. to his fjth.

8. Kt. to K. R's 3rd.

9. Q. to her 2nd,

10. P. takes B.

11. Q. to K. B's 4th.

12. Q. to B's 5th.

13. B. to Q. Kt.'s 5th (ch»i

14. a to K'a 6th (ch.)

15. P. takes P.

16. K. to B's sq.

17. Q. to her B'a 4th.

18. P. takes P.

19. Q. Ukes Kt.

20. Kt. to Q. B's 3rd.
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21. R. takes P. 21. Q. to K. B's 5th.

22. K. to B's 2nd. 22. K. R. to Kt.'s sq.

2;i. B. takes K. H. P. 23. R. to K. Kt.'s 4tii.

24. K. R. to K'8 sq. 24. K. to Kt.'s 2nd.

25. P. to K. Kt.'s 4th. 25. Kt. to Q's 5th.

26. Q. to her B's 3rd. 26. Q. takes Kt. (ch.)

27. Q. takes Q. 27. Kt takes a
28. K. takes KL 28. K. takes B.

29. K. to B's 4th. 29. P. to Q. Kt.'a 3rcL

30. Q. R. to K. Kt.'i 2nd. 30. B. to Q. KL's 2nd.
51. Q. R. to Q's 2nd. 31. B. to his sq.

32. Q R. to Q's 8th. 32. K. R. to Kt.'s sq.

33. K. R. to Q's sq. 33. B. to K's 3rd.

And after sefml more.moves White resigned.

Game II.—Between MM. Devinck and Eieseritzlcy^

(From the Cfmqtumie Pwrtietpar X. KUieniMkp^ p. IK)

WHITE. (M. D.) BLACK. (M. K.)
1. P. to K's 4th. 1. P. to K's 4tb.

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

8. K. Kt to B's 3rd. 3. a Kt. to B's 3rd.

4. K. B. to Q. B's 4tll. 4. Q. B. to K's 3rd.

5. B. takes B. 5. P. takes 6.

6. P. takes K. P. 6. Q. Kt. takes P.

7. P. to Q's 4th.* 7. Kt. takes Kt. (
'

.)
8. Q. takes Kt. 8. Q. to K. B's 3rd. '

9. Castles. 9. Q. takes Q.f
10. R. takes Q. 10. B. to K's 2nd.

11. Q. B. to K's 3rd. 11. B. to K. B s 3rd.

12. Kt. to Q's 2nd. 12. Kt. to K's 2nd.

13. Q. R. to K. B's sq. * 13. Kt. to K. Kt.'s 3rd.

14. P. to K. Kt.'s 3rd. 14. P. to K's 4th.

15. P. to Q. B's 3rd. 15. R. to K. B*s sq.

16. Kt to a B's 4th. 16. K. to K's 2ud.

17. P. to K. R's 4th. 17. P. to a Kt's 4tih.

18. P. takes K. P. 18. Kt. takes K. P.
19. Kt takes Kt 19. B. takes Kt
20. R. takes R. 20. R. takes R.
21. R. takes R. 21. K. takes K.
22. K. to K. B's 2nd. 22. P. to Q. K's 4th.

23. B. to Q s 4th. 23. P. to Q. B's 4th.
24. B. takes B. 24. P. takes B.

» If Kt. takes Kt, Q. checks at K. R's 5th.

t Taking the P. would bt* wrong, on account of 10. B. to K's ML
II. Q. to R's 5th (ch,), and 12. Q. to Q. Kt's 5th (ch.), &o.

Digitized by Google



U^Q6 GAMBIT. 363

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

26. P. to K. Kt.'s 4Ui«

27. P. takes P.

28. K. to K's 3rd.

29* P« toQ. R'sStd*
30. K. to Q'f 2iid.

31. K« to Q. B*s 2nd.
32. ?. to Q. Kt.'8 4Ui (dl.)

33. B. P. takes P. (nb.)

25. P. to K. R*8 4 th.

1^6. P. to K. Kt.'s 3rd.

27. P. takea P.

28. P. to Q. B'b 5th.

29. K. tG K'l 2nd.

30. K. to Q'i 3rd.*

31. K. to Q. B's 4tli.

32. R. P. Ukefl P.

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

A dnwu gmiei*

Gaio m.
(From Pkilidor.)

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

2. P. to K. B's 4tii»

8. P. tdkes Q. P.

4. P. takes P.

5. B. to K's 2tuL .

6. K. Kt. to irs 3id.

7. P. to Q's 4ih.

8. Castles.

9. P. to Q. B's 4th.

10. Q. Kt. to 1> s 3rd.

11. B. to Q's 3rd.

12. Q. B. to K. Kt.'s blh.

13. B. to K. R's 4th.

14. Q. Kt. to K's 4th.

15. a. toK'8 2nd.

16. Kt. takes Kt. (ch.)

17. B. takes Kt.

18. Q. to K's 4th.

IB. Kt. to K's 5th.

20. P. takes B.

21. K. R. to B's 6th.

22. K. tikes Kt. P. (ch.)

23. Q. takes P. (ch.)

24. Q. takes P. (ch.)

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

2. P. to Q'l 4th.

3..a ttktB P.

4. a takes K. P. (ch.)

5. B. to Q's 3rd.

G. (i. to K's 2nd,

7. B. to K's 3rd.

8. Q. Kt. to Q's 2nd.

9. P. to Q. B's 3r(l.

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

11. Castles on K's side (best.)

12. P. to K. li s 3rd.

13. Q. to her sq.

14. K. B. to K's 2nd.

15. a to a B's 2iid.

16. Kt takes Kt.

17. B. takes B.

18. P. to K. Kt.'s 3rd.

19. B tnkes Kt.

20. U. to Q's sq.*

21. Q. to her 2nd.

22. P. takes R.

23. K. to R's s<£.

And draws the game by perpetual check#

* If Hla(skattMfcfiiea,lirplajliigB.toK.B's4thiyoatdLethi)a
'•irUhR.

XVO 07 BOOK !?•
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SYNOPSIS OF BOOK V.

THE QUEEN'S GAMBIT,

- ^to^QVnh. ^ p. tog B't 4tht^

ACCBFimD Ain» 9BCLXMXD.

IRREGULAR OPENINGS,
nrcLTOxirs

T^S FrBNCH GAKBt—

P.to Kl^lh*
1. P.toK'iM

The Sicilian Gams:^

P. to K 8 4th.

1.
P. to Q.B'«4tlu

Itet Cbmtbb CovHTift Gahbiti

p. to K's 4th.
1.

P. to Q'&ith,

TbB flAMCHSTTO:—

P. to K's 4th.

^' P.toQ.&t.*t8id.

WITH OTHS& LESS PRACTISSD P£BUTSy VXZ*

P. to Q's 4th. - P. to Q's 4th. . P. to K. B'l 4tlU

Googl



BOOK V.

*

Ckapxm I.

TU£ QUEEN'S GAMBIT.

The Queen's Gambit, or, as it was sometimes called, the
** Aleppo Grambit," from its having been the fm oiaite game
of Stamma, of Aleppo, is a very sound and instructive method
of open!no: the game; less brilliant, because less hazardous,

than the gambits on the King s side, but especially improving
to the student, from the nicety and correctness of play on
both sides which it demands. We find it noticed as early

even as Damiano and Ix>pez, and to have been subsequently
examined by Sal^o* Oianutioi and C^uneraF—by Stamma ^who
eulogizes it as the best of all openings), by Cozio, Philidor,

Lolli, Ercole del Rio, Sarratt, Lewis, La Bourdonnais, Petroti,

Jaenisch, Walker, the German *'Haii(Il)uch," the Clicss-

Player's Cliionicle," and admirably illustrated in the games
between McDonnell and I«a Bourdonnais*

GAME TUE FIRST.

WRITE. BLACK,
1. P. to Q's 4th. 1. P. to Q's 4tli.

2. P. to Q. B's 4th. 2. P. takes P.

These mores form the Queen's Gambit. But the best autho-*

rities have decided that it is imadTisable for Black to take

the Pawn, and that his most prudent play is 2. P. to E's Srd^

(see Game the Fifth). The refhsal of tibe gambit is in accord-

ance with the example of Salvio ; but in declining it he pro-

poses a less recommendable more, namely, 2. P. to Q. B*s 4th.

(See JSalvio, Ed. 1723, p. 104.)

d. Sf. to K's 3rd. 3. P. to K's 4th.

Your move of 3. P. to K*s 3rd is tliat adopted in La Bour-

donnais and McDonnell s games, and appears to be at least as

goodas 3. P. to K.'s 4th, although it is denounced by the older

2 A 2
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writers. You inav also play 'without disadvantage 3. Q. Xt,

to B's 3rd. (See Game the Third.)

Black plays correctly here in advancing liis K. Pawn. J£

instead of this move he play 3. P. to K. B's 4th, you may
answer 4. K. B, takes P., and on his then playing 4. P. to K's

drd, 5. Q. to her Kt/s 3rd. For the moYe d. P. to Q. B*8

4th, see the yariatioir. And if ho attempt to sustain the gam-
it Paiivoi, you will easily obtain an adyantage ; for instance,—

3. P. toQ. Kt. s 4tli.

4. P. to Q. R's 4th. 4. P. to Q. B's 3rd, or (A.)

5. P. tdces P. 5. P* takes P«

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

And 7<m win a Piece,

(A.)

4. B. to Q's 2iid.

5. P. takes P. 5. B. takes P.

6. P. to Q. Kt.'a 3id. 6. Q. to lier 4th.

7. P. takes P. 7. B, takes P.

8. Q. to her R'a 4th (cb.)

And again you win a Piece.

4. K. B. takes P. 4. P. takes Q. P.

If you play 4. P. takes K. P., Black will have the bett^
game ; for example,—

4. P. takt s K. P. 4. a takes Q. (cli.)

5. K. takes Q. 5. Q. Kt. to B's 3rd.

6. K. Kt. to B's 3rd. 6. Q. B. to K'a 3rd.

7. U. Kt. to Q's 2ud. 7. Castles.

8. K. to Q. B s 2iid. 8. Q. Kt. to his 5th (ch.)

9. K. to Q. B's 3rd. 9. Kt. to Q's 6th.

10. ii. tak s Kt. 10. R. takes B. (ch.)

And the game is in Black's favour.

6. P. takes P. 5. K. Kt. to B's 3rd.

6. Q. Kt. to B^s 3rd. 6. K. B. to Q's 3rd.

7. K. Kt. to B's 3rd. 7. a Kt. to B's 3rd.
8. Castles. 8. Castles.

9. P. to K. R's Srd. 9. P. to K. R's 3rd.

The game is equal ; but jour P. is well placed, and you have
still the move.

Vabiatiok,

Beginning at Black's Zrd move,

"^HTTE. BLACK.
1. P. to a y 4th. 1. p. to Q's 4th,
2. P. to B s 4th. 2. P. takes P*
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n. p. to K's dnU 8. P. toa B*8 4flL
4. B, takes P. 4. P. lakes Q. P.
6. P. takes P. 5. Q. Kt. to B\s 3rd.

6. K. Kt. to K s 2nd. 6. P. to K's 4th.

7. U. B. to K s aid. 7. P. takes P.

8. Kt. takes P. 8. Kt. takes Kt.
9. B. takes Kt. 9. Q. to K^s 2nd (ch.)

10. K. B. to K's 2nd. 10. atoherKt's5th(ch.>
11. Q. to her 2nd. 11. Q. takes Q. (ch.)

12. Kt. takes Q. 12. Kt. to K's 2nd.

Tou have the superiorily.

GAME THB SECOND.
WHITE. BLACK.

1. P. to Q'B 4ih. 1. P. to Q's 4th.

2. p. to a B's 4th. 2. P. takes P.
3. P. to K's 4th. 3. P. to K's 4th.

You may without danger play your K. P. to K's 4th, but it is

difficult to sustain the two Pawns abreast in the centre, and
hence P. to K's 3rd, as in the previous game, or Q. Kt. to

B's 8rd, is more generally adopted.

Black^s move in reply is the correct one, as he thus ensures

the breaking up of your centre. Khe play 8. P. to Q. Kt.'8

4th, you answer with 4. P to Q. R's 4th, as in the variation

given m the preceding game ; aud for the result of 3. P. to

K. B's Uh, see the fomthgame. He may, however, play without

much disadvantage 3. P. to Q. B s 4th, as in the following;—

3. P. to Q. B's 4tli.

4. p. to Q's 5th. 4. P. to K'.« 3rd.

5. B. takes P. ' 5. P. takes Q. P.

6. K. P. takes P. 6. K. B. to Q's 3rd.

Your Pawn is passed, and will serve to obstnict the approach of his Pieces

but the advantage is very slight.

4. P. to Q's 5th. 4. P. to B's 4th.

Many players prefer P. takes P. for your 4th move, and tho

German "IIanfl])ueh" remarks, that although it has been

censured by some authors, it is as good as 4. P. to Us 5tk.

The following moves will enable you to judge

4. P. takes P. 4. Q. takes Q. (ch.)

5. K. takes Q. 5. Q. Kt. to B's 3rd.

P. to K. B's 4th« & B. to K. KU's 5th (ch.)
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(If yoa piay G. Q. B, to K. B's 4tk, he answers with 6. Q. B. to K'ft ^<d.)

7. B. to K's 2nd. 7. Castles (ch.)

8. Q. B. to Q's 2nd. 8. B. takes K. B. (ch.)

9. K. Kt. takes B. 9. K. B. to Q. Kt.'s 5th.

10. Q. Kt. to B's 3rd. 10. K. Kt. tu K b 2nd.

The game is even.

5. K. JB. talLea P. 5. K. Kt. to B s 3rd.

Toucan also play 5. Q. St. to B's 3rd, or 5. P. take6K.B.P.»
wiiiiout harm. For example ; in the first place,—

Q. Kt. to C's 3rd. 5. K. Kt. to B's 3rd.

6. P. takes B. P. 6. Q. B. takes P.

(You might without danger play 6. P. to K. B's 3rd.)

7. K. B. takes P. 7. K. B. to Q's 3rd.

8. K. Kt. tu K's 2nd. 8. Castles.

9. CasUea. 9. Q. Kt. to Q's 2ad*

The game is equal.

la the second place,—

5. P. takes K. B. P. 5. Q. B. takes P.

6. Q. Kt. to B's 3rd. 6. Q. Kt. to Q's 2nd.

7. K. B. takes P. 7. Q. Kt. to his 3id.

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

An even game.

He would obviously lose by taking the K. P., on account of
your playing 6. Q. to hL. K's 5th (di.).

6. K. Kt. to B's drd. 6. E. B. to Q's 3rd.

7* P. takes P. 7. Q. B. takes P.
8. Castles. 8. Castles.

9. Q. Kt. to B 8 3rd. 9. Q. Kt. to Q's 2nd.

The positions are pretly equal, but you haye still an advantage
in the move.

GAME THE THIRD.

Before proceeding to the consideration of games wherein
Black re^es the gambit, it nuiy be well to giye a brief ex-

ample of a different mode of carrying on the opening in the
regular gambit which is at your command, and often adopted.

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

2. P. to Q. B s 4th. 2. P. takes P.

8. a Kt. to B s drd. 3. K. Kt. to B s 3rdL

Ibi the consequences of his playing 3. P. to Q. B*s 4tii, or

j

. kj i^uo i.y Google



3. p. to Q. B's 3rd, see the Tanation. He might alfio plaj

d* P. to Ik's ith, and the gwiie proceed as follows

3. P. to K's 4th.

4. P. to Q's 5th. 4. P. to Q. B's 3rd.

(Yoa could Jim too pli^ 4. P. to K'a 3nL)

5. P. to K'i4a. 5. Hu Kt to B'l ML
Ofbe BMvo 5. P. to Kt't 4^ X0« vffl kne tio odfiBtage.)

6. a B. to K. Kt'i fttiu 6. P. tdMta P.
r.P.lakatP. 7. a B. to K. B'l 4t]i.

8. B. tdut P* 8. K. B. to Q'l SnL
Tim gpmo is about oqviL

4. P. to K 8 ard. 4. P. to K's 4th.

5. K. B. takes P. 6. P. takes P.

6. P. takes P. 6. K. B. to Q*8 3id.

Xhe game may be called eren.

Vabiation,

Segnming at Black's 3rd mtwe,

WHITS. BUOX«
1. P. to a's 4th. 1. P. to Q*8 4th.

2. P. to Q. B's 4th. 2. P. takes P.

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

If he move this Pawu to Q« B's 3rd oxdy» the foUowing moTSS
are likely:—

3. P. to Q. B*s 3rd.

4. P. to Q. R'f 4th. 4. P. to K's 4th.

5. P. takes P. 5. Q. takes (ch.)

6. Kt. takes Q.
The game is quite even.

4. P. to Q's 5th. . 4. P. to K's 3rd.

6. P. to K s 4th. 5. P. takes P.

6. P. takes P. 6. K. B. to Q's 3rd.

7. K. B. takes P. 7. JL Kt to K s 2ad.

Equal game.

GAME TH£ fOU&TH.

Thb Schwabiz Dxvbncx.
WHITE. BUiClC*

1. P. to a^B 4«h. 1. p. to a*s 4aL
2. p. to Q. B s 4tli. 2. P. takes P.

8. P. to K's 4th. 3. P. to K. 13 s 4tli.

4. P. to K's dtiu 4. a B. to K 8 3rd,
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mode of defence ii the mreiitioni of Mr* W. Sehivarte, of

Livonia ; it ii noyel and ingenionSy tmt if properly opposed,

leayes an eyident adyantage in llie handa of the opcnmg
player.

Instead of playing 4. P. to K.'s 5th, you may nullify the

defence, apparently, by taking the doubled P. witli your

Bishop, and, if Black tiikes K. P. with P., moving Q. to her

Kt.'s 3rd, or, if he Ifviiwz K. Kt. to H'^ '\rd, by advancing
K. P. to K*s 5th. You may also at the 4tii move tfUce JL, P.

with P., and obtain a fine game.

5* a Kt to R's Zrd. 6. Q. Et to B'a Sxd.

6. a B. to K'a did. 6. Q. Kt to R'a 4tlL

7. Q. to Q. R's 4th (ch.) 7. P. to Q. B*8 Srd.

8. B. to Q s 2nd. 8. Q. takes Q. P.

9. Q. takes Kt. 9. Q. takes Q. Kt. P.

10. B. to his 3rd* 10. Q. to her Kt, s ard.

11. Q takes a. 11. P. takes Q.
12. a. Kt. takes P. 12. P. to Q. Kt.'s 4th.

13. Q. Kt. to K^s 3rd. 13. P. to K. B*8 6th.

14. Q. Kt to Q. B's 2nd. 14. R. takes P.

Id. K. B. to a*8 3rd. 15. B. takea R. (eh.)

16. B. takea R.
»

You have much the better game.

GAME THE FIFTH.

The Oaxbit Refxtssb^

white. bzjlok.

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

2. r. tu U. B's 4th. 2. r. to K'b 3rd.

Black's move of 2. P. to K's 3rd, I agree with Major Jac-

niseh in thinking the best he can adopt; P. to Q. B's 4th, and
P. to Q. B's 3rd, are certainly inferior. (See Variations I.

and II. in the present game.) When the game is opened by
the first player with 1, P. to Q's 4th, a very common rejoinder

among leading practitioners is 1. P. to K. B's 4thL, or 1. P. to

Q. B*8 4th9 the consequences of which will be shown nndet
the head of Irregnlar Openings.*'

3. Q. Kt. to B 8 ard. 3. K. Kt to B's Srd.

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

It is a curious feature in this deaeriptioa of ^'olose'' game,
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that the Queen*s Bishop can rarely be played oyer to the

King s side with advantage.

6. K, Kt. to B'8 3rd. 5. Q. Kt to B's 3rd.

6. P« to Q. Kb Sid. 6. P. to Q. R*8 8zd.

And llie positionfl are quite even.

Va&iaxion L,

Beyinnithy at Black's 2nd move.

WHITE. BLACK.
1. P. to U's 4th. 1. P. to Ci'b 4th.

2. p. to Q. B*8 4th. 2. P. to Q. B s 4tli.

By this moYe of Black*s you obtain a slight advantage oi

position.

3. P. takes a B. P. , 3. P. to Q's 6th (best)

Major Jaenisoh eounsds yovi take the Q. P., and not the

Q. B. P.t and his Tariati0n pKMoeeds thus,

—

8. P. takes Q. P. . 3. a takes P.

4. P. to K*9 3rd. 4. P. takes P.

5. Q. Kt. to B's 3rd. 5. Q. to her sq.

e. p. takes P. 6. P. to K's 3kL
And the second player Lai lost time.

I believe you may obtain at least as good a position, howeyer^

by taking the Q. B. P.

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

You may play too 4. K. Kt. to B's 3rd, and then 5. P. to

Q. R s 3rd. If he play 4. P. to X's 4th, the following is a
probable result:—

4. P. to K's 4fh.

5. K. Kt. to B's ard. 5. P. to K. B'» 3rd.

6. P. to K's 3rd. 6. P. takes P.

7. Q. takes Q. (oh.) 7. K. takes Q.
8. Q. B. taVes P. 8. P. to Q. R's 4th. •

9. P. to Q. Kt.'s 5th. 9. Q. Kt. to Q's 2iMi.

10. P. to Q. B's Gth. 10. P. t ikes P.

11. P. to Q. R's 4th. 11. l\ to U. li's 4Lh.

12. Q. Kt. to Q's 2nd.

With a better game.

5. P. to Q. KVs 5th. 5. P. to K*8 4th.

6. K. Kt. to B\s 3rd. 6. P. to K. B's Srd.

7. P. to K's 3rd. 7. B. takes doubled F.
8. P. takes Q. P. 8. P. takes P.
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If he take with the Bishop, you take B* with Kt^ and ha
cannot aaTe the Pawn.

9. B. to Q. Kt.'s 2nd.

And you have certainly the advantage.

VABIAtlON II.,

Begmning at Black's 2$ul mam.
WHITE. BIiAOK.

1. P. to U"s 4th. 1. P. to <ol"s 4th.

2. P, to a B's 4tli. 2, P. to a B's 3rd.

Black's second move here ia even weaker aparently than P.
to Q. B 8 4tk

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

If instead of bringing out his Kt. he play 3. P. takes P., you
moTe 4. P. to K's 3rd, and if then he support his Pa^vn with

4. P. to Q. Kt.*s 4th, you can reply with 5. P. to O-K's 4th.

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

5. P. to Iv's 3rd. 6. P. to K's 3rd.

6. K. B. to Q's 3rd. 6. B. takes B.

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

8. P. to K's 4th. 8. B. takes Kt. (ch.)

9. P. takes B. 9. Q. Kt. to Q's 2iid.

10. Q. B. P. takes Q. P. 10. Q. B. P. takes P.

11. P. to K 8 5th. 11. Kt. to K. Ka 4th.

12. £. Kt to K's 2nd.

The game is in your favour.

GAMES
'illustrative of th£ foregoing analysis.

(From the Chen-Playef^M Cknmicle.)

Gak£ I.—^Between M. De la BourdonoaisaiidMr. MoDonnelL
WHITE. (M. DelaB.) black. (Mr. McD.)
1. P. to Q's 4th. 1. P. to Q'8 40^
2. P. to Q. B's 4th. 2. P. takes P.

3. P. to K's 3rd. 3. P. to K's 4th.

4. K. B. takes P 4. P. takes P.

5. P. takes P. 6. K. to ML
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o* &• 0« 10 Jik S SDMI**

/ * Castles.

o» * • lo IV s oru. 1^
oo. y%» Iku vO VI S ZnCU

Q O Tl fA K^'a 'KrA• v<. D, lo IV. 9 ora. O teC A.C. to ais ofCU
"1 0 U O Iff %mjk 1

A

r. to la|. 15 S oru.

XL* VyaSlJr?. 1 1. JV. iVl. to W S 4tll*

12. to K's 2nd. 1 9 P f^ H'a Athr* W Iv* I> S 4C.IU

J.O* CV.« IVl« U-> aV ^ i)!!!* AO. f • to fk. ^ 8 Dta.
1 414. r. to Iv.. Kt. S 4tfl.J

IV. lO (US IVt. S ZOCU1 J.

ivt« t&Kes iku

1 # • jik* Alts num III* j9* jr • ^ ir* ttKet Mi
1ft 0. tdmB*

Xif* %(• CTKCB 0* yptiti

^u* vc* IK r ivt. 4«B*

ly* R. to K* B'f 2iid.
90 v<* D* to IV. D 8 4lB»

91 n. fn Iv'a hfhAla XV* Ml IV B «>VU« 91 iai« to ner aiui*

JTa LU V4 a UlOaH 99 Jr. t&Kes X •

23. Q. to her 4th. 23. K. to R's 3rd.

24. P. to K. R's 4th. 24. Q. B. to K's 3rd.

25. K. R. to K's sq. 25. R. to K's sq.

Q. R. to K. B's sq.

Q. B. to K. Kt.'8 5tli.

26. Q. R. takes Kt. P.^ 26.

27. Q. to K's 5th. 27.

28. R. to K. R :i jLii (di.) 28. ii. takes K.
29. Q* matea.

Oamb n*—-Played by oomspondenoe wnne yean bum
1)etweeii tiie Amateurs of JBxistol and Mr. maimtcm*

WHITE. (Tlie Amateurs.)

1. P. to Q's -Ith,

2. P. to B'b -nil.

3. P. to K's 3rd.

4. B* tato P»

5. P. takes P.

6* K. Kt. ta B't 3id.

7. Q. Kt to B'b did*

8. Castles.

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

la. K. B* to K'a 2iid

BLACK. (Mr. S.)

1. p. to Q's 4tii.

3. p. to K's 4th.

4* P. tikei p.

5. K. Kt. to B'i 3rd.

6. K. B. to Q. Kt.'8 5ili (ch.)

7. Castlci.

8. Q. B. to K. Kt's ^th,

9. Q. Kt. to a B's 3Kd.

10. K* KL to Q!b AHu

« This is a &idt. The B«ho|^ fllunUd tiwajt be played to tfa 3id at

the present stage.

f An indispensahle more in this opening.

The advance of Uiaae Pawns should, tudj be ventmped bj anj but tbo

experienced player.

§ Capitally played.

II
An excellent move.

I ^ The best mode of taking the Pawn.
e* Xhe best move appareatij to ^resi^rve the Q. P*

Digitized by Google
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11. Q. to Q. B's 2nd *

12. P.'to Q. R's 3rd.

13. K Kt. to K's 5t]u

14. K. B. takes B.

15. Q. P. takes Kt.

16. Q. B. to Q. B's 5tlu

17. P. to K. B's 4th.

18. Q. R. to Q's s<i.

19. Q. to K's 2nd.

20. K. B. to K. Kt's 4th.

21. B. takes B.
22. P. to K. B's 5th. H

23. P. lakes K. Kt. P.
24. B. to K. B's 3rd.

25. Q. to K's 3rd.

26. R. to tl's 7th.

27. K. to R's sq4{
28. Q. takes Q.
29. Q. R, takes Q. Kt. P.

30. P. to K. R's 3rd.

31. B. to Q's sq. .

32. R. takes R.
S3. B. to K. B's 3rd.(§
34. K. toKt.'8 8q.||||

11. Q. B. to K. R's 4th.t
12. K. B. to Q. R*8 4tli.

13. K. Kt. takes Q. Kt,
14. Q. Kt. takes Kt*
15. Kt. to Q's 4th.

16. K. R. to K's sq.

17. P. to Q. B's 3rd.

18. Q. to K. R's 5th.

19. P. to K. Kt*s 3rd. $
20. B. to a Kt's 3rd. §
21. Q. R. P. tikes B.
22. Q. R. to Q. R's 5th.^
23. K. R. P. takes P.

24. Kt. to K. B's 5tli.**

25. P. to Q. Kt.'s4th.

26. Q. to K. Kt.'s 4tii,tt

27. Q. tak. s K. P.

28. R. takea Q.
29. a. R. to Q. B's 5th.

30. Kt. to Q's 6th.

31. Q. R. to K. B's 5tlu
' 82. Kt. takes R.

33. Kt to Q's 4^
34. K. to Kt.'s 2iid,

* Good play, thnateuing to move K. Kt. to Kt.'s 5th, wMck might
cost the Black a Piece.

t Correctly played ; by this simple move he utterly disconcerts the
meditated attack on his K. R. P.

X Had Black, instead of this move, taken K. B. P. Tvith his Kt., the

opponents, by capturing K. B. P. with Bishop (giving check aft the same
time), would haye obtained a winning position.

§ Far better than playing P. to K. R's 4^ in which esse White wmild
JuiTe moved the B. to Q's 7th, attacking the Rook.

11
By this move the Bristolians appear to have weakened their game.

^ This Rook is admirably posted.
** A fine position for the Kt. also. Had the Kt. remained at Q's 4tb,

White might have taken him with K's Bishop, and then by playing Q« to

K. B's 3rd, would have won a Pawn.

ft Threatening to win the Queen by checking with the Kt. at K. R's 6th.

XX But for the necessity of making this defensive move, there is every

probability that the Bristol players would have acquired the better game.
If, however, instead of moving the Kmg, they had proceeded with their

attack, playing Q. to Q. Kt.'s 6th, their adversary would have moved his

Q« R. to Q. B's 5th, and afterwards cliecked with Kt., and thus have
been enabled at least to dnunr the game.

§§ This is stronger tiian B. to Q. Kt.'s 3rd.

II II
These moves are to bring the King within reach of the adraae

Pawn on Q's side.

. ly ui^uo Google
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35. K. to B'3 2nd. 35. K. to B's 3rd *

36. P. to a. Kt.'8 3rd. 3G. Kt. to K's 2nd.

37. P. to Q. R's 4tb. 37. P. takes P.

38. P. takes P. 38. B. to Q. R't 4Uu
The gamt wbs resigned as a drawn battle*

Game III.—^Played in Paris by three members of &e Chess
Cerde, MM. Harrwitz, Sasias, and another, in consultation*

against MM. Kieseritzky, Henderson^ and Kling, in the
Cafi de la Begence.

WHITE. (Allies of the Cercle.) black. (Allies of the Cafe.)

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

2. P. to Q. B*s 4th. 2. P. takes P.

3. P. to K's 4tlu 3. P. to K. B's 4th.t
4. P. takes P.t 4. Q. B. takes P.

5. K. B. takes P. ft. K. Kt. to B's 3rd*

6. K. Kt. to K's 2Qd. 6. Q. B. to K's 5th.

7. Castles. 7. Q. Kt. to B's 3rd*

8. Q. to Kt.'s 3rd* , 8. B. to Q's 4th.

9. B. takes B. * 9. Q. takes B.

10. Q. takes Q. Kt. P. 10. Q. Kt. takes Q. P.§
11. Q. to R's 0th. 11. P. to K's 4th.

12. Q. Kt. to B's 3rd. 12. Q. to her B's 3rd.

13. Q. takes Q. 13. Kt. takes Q.
14. P. to K. B's 4th. 14. B. to a B's 4th (ch.)

15. K. to R's sq. 15. Castles on K's side.

16. P. to K. R's 3rd. 16. Q. R. to K's sq.

17. P. takes P. 17. Q. Kt. takes P.

18. Q. B. to K. Kt's Stfa. 18. Q. R. to K's 3rd.

19. Q. R. to Q's sq. 19. Q. Kt. to B's 5th.

20. P. to Q. Kt.'s 3rd. 20. Q. Kt. to K's 6tlu

21. B. takes Q. Kt. 21. Q. R. takes B.

22. K. R. to B's 3rd. 22. K. R. to K's sq.

23. K. Kt. to K. B's 4th. 23. Kt. to K's 5th.

24. Q. Kt. takes Kt. 24. K. R. takes Kt.|l

25. R. takes R. 25. B. takes R.

26. R. to Q's 8th (ch.) 26. K. to B's 2nd.

27. Kt. to Q's 5th. 27. R. to Q's 5ih.

* This appears to be the only move by which Black can prevent his

opponents obtaining a ** passed " Q. R. P.

-f*
This leads to the objecliunabie defence of Mr. Schwartz, whieh had

heen previously examined.

X Bishop talces Pawn would be likewbe good play.

§ Very neatlf played.

J It would hare been better perhaps to hm taken thb Kt with tlis

Queen'i Hook,



1
366 CUEBS-WXJLYSK'B KiJ»BOO|^

28. R.
29. R.
SO* R.
51. R.
82.

33. P.

34. P.

35. K.
36. P.

37. K.
38. P.

39.

40. R.

to Q's ;th (ch.)

to K't rtfa (ch.)

takei BL
to Q't Srd (ch.)

to R's 2n(L

to Q. R's 3rd«

to K. R's 4th.

to R's 3rd.

to K. Kt.'s 4th.

to Kt.'s 3rd.

takes P. (ch.)

to Q's 7th.

takes K. Kt. P.

The players of tlie

28. K. to his Srd.

S9. K. takes

SO. R. to K's 5tlu

31. K. to a B's Sid.
32. R. to K's 7th.

33. P. to Q. R's 4tlu

34. R. to K's 5th.

35. K. to Q. Kt.'s 401-

36. P. to Q. B's 4th.

37. P. to Q. R's 5th.

38. K. takes P.

39. P. to Q. B's 5th.

40. P. to Q. B's Gth.

Black men win.

Qame rV.—Betwcca M. St. Amant and Mr. Stauatoa.

(M. St. A.)WHITE.
1. P. to Q's 4th.

2. P. to Q. B's 4th.

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

4. K. Kt. to B's 3rd.

5. P. to Q. B's 5th.

G. a. B. to K. Ku'a 5th.*

7. P. to K's 3rd.

8. P. to a Kt's 4llu

9. a B. takes Kt
10. K. B. to Q's 3rd.

11. P. to Q. R's 3rd.

12. Q. B. P. takes P.

13. Castles.

14. Q. to her Kt's 3rd.||

15. P. takes P.

16. B. to Q. Kt's 5th.f

BLACK. (Mr. S.)

1. P. to Q's 4th.

2. P. to K's 3rd.

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

4. P. to Q. R's 3rd.

5. K. B. to K's 2iid.

6. Castles*

7. P. to a Kt's 3rd.t
8. Q. B. to Q. Kt's Sod.

9. B. takes B.
10. P. to a R's 4th.

11. Kt to Q's TniLt
12. P. takes P.

13. Q. to K's 2iid.f

14. P. takes P.

15. K. R. to Q. B's sq.

16. Kt. to K. B's sq.

It haa been previously remarked that the Q. B. in these games
seldom he advantageously played to the King's side.

t This appears tlie only safe and eflfectnsl way of hringmg the Qneen'ft

Bishop into play.

t Threatmuig to gam a Pkwn.
§ A much Ixtter move than advandng Hie King's Pawn one il0|i^

which would haye cost Black at least a Pawn, (e, p.)
11. P. to K's 4th.

12. P. takes P.

13. Kt lakes Kt
14. B. takes K. R. P. (ch.)

15. Q. to K. R's 5th (ch.)

16. Q. takes B., &c.

(I
Well played.

% A lost move.

12. Kt. takes P.

13. B. takes Kt.

14. K. takes B.

15. K. to Kt'i Hi*
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17. K. R. toQ. B'smu
18. B. to K'8 2nd.
19. Kt. to Q. Kt.'s 5th
20. K. Kt. to K's so.

21. P. to K. B's 4th.

22. K. to h'B 2od.
23. K. Kt to B's 3rd.
24. a &. taket R.
25. B. takes B.
26. B. to Q's 3rd.
27. Kt. to K*8 5th.

28. Kt. to Q. B's 6th.
29- Kt. takes B. (ch.)
30. B. takes Kt.

31. Q. to Kt.'s 2nd.
32. R. to Q. Kt.'s sq.

33. Q. to her B's 2nd.
34. P. to K. R's 4th«
35. R. to K. R*§ M.
36. a to K't 4ilL
37. K. to Kt.'8 3rd.
38. R. to K. B*s sq.

39. Q. to her Kt/B 7^
40. K. to R's 3rd.

41. R. to K. Kt.'8 eq.

42. Q. to her Kt.'s 8th «||.)
43. Q. to K. B's 8th.

44. P. to K. Kt.'s 3rd.

45« R. to Q. R's sq.J
46. R. taket R.
47. Q. takea Q. Kt P.
48. Q. to her Kt'i 7tli.

49. Q. to K's 4th.
50. Q. to K's sq.

51. Q. to her R's sq. (oh.)
62. Q. to her B's sq.

53. K. to R's 2nd.

64. P. to K. B's 5th.

55. K. to R's 3rd.

56, P. takes P. (ch.)

17. Kt to K. Kt's 3rd.
18. Q. to her sq.

19. B. to K's 2nd.
20. B. to Q. R's 3rd.*
21. Kt. to R's 5th.

22. Kt. to K. B's 4th.
23. B. takes Q. Kt.
24. R. takes Q. R.
25. Kt. to Q's 3rd.

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

27. Kt to a B's 5th.

28. Q.tolier3rd,
29. Q. takttKt
30. Q. P. takes B-f
31. R. to a R's 5th.
32. Q. to her R's 2nd.
33. P. to K. Kt.'s 3rd.
34. Q. to K's 2nd.
35. Q. t ikes Q. Kt. P.

36. Q. to her Kt.'s 7th (ch.)
37. R. to Q. IV A 7th,

38. P. to Q. Kt.'fi 5th.
39. P. to K. R's 4th.
40. P. to Q. B't 6au
41. Q. to K. B's 7th.
42. K. to R's 2nd.
43. Q. takes K. P. (ch.)

44. R. to Q. R's 2nd.
45. Q. takes Q. P.|
41). Q. takes R.
47. Q. to K. Kt.'s 8th.
48. K. to Kt.'b 2nd.
49. Q. to her B's 4th.
56. P. to Q. B'a 7th.
51. K. to R's 2nd.
62. Q. to K. B's 4th (di.)
63. Q. to her 6th.

54. Q. to K's 7th (ch.)
55. Q. to her Sth.

56. P. takes P.
And White surrendered.

* From this point the game is in Black's fawnr.

^pital Pieces being changed off, th^t \mt» ^„gS^
file, would be out of reach of hh King.

^* on Ul« Kt. g

^fcL^fcfJ''''f J\ ^? ^ pertinadons inrnmitr withwMdi ho struggled to draw the game.
--eouiuty wica

f Hid he titei the R., White wonid hate drawn the gamo.
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Cr^pteb n.

IRREGULAR OPENINGS

Those methods of commencmg the game, in which the fixfit

or second player moves otherwise than or

2. are usually desiguated **Irregnlar/* Widiout

assenting to the propriety of this distinction, I have thonght
it advisable, for the sake of pers])i(niity, to adopt a G:cncral

and well knowTi classification in preference to arranging these

peculiar debuts under separate and less familiar heads.

Of the ** Irregular Openings," the most important are,

—

First, the different modes of defence which Black may adopt

in answer to your Ist move of 1.
^*

when he declines

playing 1 .
J, ^.^ ; alacTia. :—1 . ^ 3^^,

Lp. toaB^»

^' RtoO'»4th» ^ p.toQ.gt.'t8i^ >
together with

- , - . 1 . - p. to Q*s 4th
^•

p.toK.B-.4tii» ^' P. to a B'8 4th^ ^ reply to 1..
;

and Secondly* two ways of beginning the contest^ which are

X J 1. •J xv. X - P. to K's 4th
at your conmiand, beside the customary 1. , or

4 p. to Q*> 4th . , p. to K. B's 4th ^ , P. to O. B's 4th
1. , VIZ.!—1. '- , and 1.

The present Chapter shall be devoted to the consideration

of the irregular defences in question, and the next to the

examination of these two unusual systems of attack. The
leading authorities to consult upon these openings are—Bertin
(1736); Ponziani (1782), p. 78; Loilli,pp. 134, 140; Coch-
rane, p. 261; La Bourdonnais, p. 114; Mouret (1838);
JTaenisch, Ist toL, pp. 42—59, 71; Lewis (1844), and the

German " Ilandbuch."

GAME THE FIRST.

The Fbbnch Gahx.

Throughout the whole of the preceding Chapters of thii

work which treat of the opening on the King's side, Black'f

reply to your first move, of 1. P. to K's 4th, has invariably

been 1. P. to K's 4th also; and this mode of defence has suIk
jeoted him, in every ease, to an attackofmare or less intensit}
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and duration, according to the particular course you have
afterwards ciioseu to pursue. It is needful now to direct

attention to tliose deflnces by which, as far as present ex-

perience teaches us, the advantage of the first move is soonet

neutralized, and the combatants are placed upon a £Edrer foot-

ing of equality at starting.

WHITE. BI.ACK.

1. p. to K's 4th. 1. P. to K'b 3rd.

This manner of dofouce bring*? iif nearer to the form of the

ancient game, before the innovation in the march of the Pawn
was introduced, than any other, and by nullifying the advan-

tage of llie first move, gives a higher tone and character to

the game than itpossesses while dupaoe is an admitted element

in the struggle.

2. P. to a's 4th (best) 2. P. to Q s 4th.

You can also answer with 2. P« to £• B's 4th, as in the

Taziation.

3. P. takes P. (best) 3. P. takes P.

If, instead of taking the P., you play 3. P. to K's 6lh, the

game will be in favour of £lad£; for example,—

3. P. to K'fl 5tli. 8. P. toa B's 4fli.

4. B. to Q. Kt.'s 5th (eh.) 4. Q. Kt. to B's 3rd.

5. B. takes Kt. (ch.) 5. P. takes B.

(In place of takmg the Kt., you may play 5. P. to Q. B's 3rd, but 1m
still obtains an advantage.)

6. P. to ^ B's 3rd. 6. Q. to her Kt.'s 3rd.

7. K. Kt. to B's 3rd. 7. Q. B. to Q. R's 3nL
8. Q. Kt. to Q'b 2nd. 8. P. takes Q. P.

9. P. takes P. 9. P. to Q. B's 4th.

10. Q. Kt. to his 3rd. 10. P. takes Q. P.

11. K. Kt takes P. 11. K. B. checks.

12. B. to Q'b 2nd. 12. K. Kt. to K*s 2nd.

13. K. Kt. to K's 2nd. 13. Kt. to Q. h's 3rd.

14. P. to K. B's 4tb. 14. Q. to K's 6th.

16. Q. Kt. to B's aq. 15. Castles.

He has a manifest advantage.

(See also the lUustrative Games at the end of the Chapter.)

4. P. to Q. B & 4th. 4. K. B. ohecks.

If 4. P. takes P., you reply with 5. K. B. takes P., and on Ms
tlien playing 5. B. to Q's 3rd, the game is quite equal

6. B. to Q s 2nd. 6. Q. to K's 2nd (ch.)



870 chess-player's hajn'dbook.

lutci-posing the Q. Kt. is not so good for you. (e. y.)

5. Q. Kt. to B*8 3rd. 5. K. Kt. to B's 3rd,

6. Q. to her Kt.'s 3rd. 6. Q. Kt. to B's 3rd.

7. K. Kt. to B's 3rd. 7. Q. B. to K*» 3rd,

8. B. to Q's 2nd. 8. Castles.

9. P. to Q. R's 3rd. 9. P. takes P.

10. K. B. takes P. 10. Q. B. Ukes B.

11. Q. takes Q. B. 11. R. to K's sq. (cb.)

12. B. to K's 3fd. 12. B. tekes Kt. (ch.)

13. P. takes B. 13. K. Kt. to Q's 4tli.

He has an embamssmg attack upon you.

6. Q. to K's 2ud. 5. Q. B. to K's 3rd.

e. P. takes P. 6. B. tikes B. (ch.)

7. <i. Kt. takes JB. 7. B. takes P.

The game is equal.

Variation,

Beginmng at White'9 2nd

WHITE. BLACK.
1, P. to K*s 4tk 1, P- to K's 8rd.

2. P. to K. B's 4Hu 2. P. to Q's 4tli.

o. r. takes P. 3. P. takes P.

You can also advance your P. to K's 5th, as in the fol'

lowing:

—

3. P. to K's 5th. 3. P. to Q. 4th.

4. K. Kt. to B's 3rd. 4. Q. Kt. to B's 3rd.

5. P. to Q. B's 3rd. 5. P. to K. B's 3rd.

6. Q. Kt. to R's 3rd. 6. K. Kt. to R's 3rd,

7. U. Kt. to B's 2nd. 7. K. B. to K's 2iid.

8. F. to Q's 4th.
^

8. Castles.

I prefer bis game.

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

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

To check with your B. would be unavailing.

6. P. to Q. B's 3rd. 6. K. Kt. to B*8 3rd.

7. Q. B. to K's 3rd. 7. Q. to her Kt.'s 3rd.

8. Q. to her Kt. s 3rd. 8. Q. Kt. to Pt's 4th.

9. Q. takes Q. 9. P. takes Q.

Instead of exehanging Queens you may play,

—

9. K. B. checks. 9. B. to Q's 2iid.

10. B. takes B. (ch.) 10. K. Kt. takes B,

There is little advantage oa either side, but I like the disposition of
forces.



10. K. B. cliecks.

11. B. takes B. (ch.)

10. Q. B. to Q's 2nd.

ILK. Kt. takes B.

The game is even.

GAME THE SECOND.

Th£ Sicilia:^ Gamm.

1. P. to K s 4tli.

WHITE. BLACK.
1. P. to Q. B'8 4th.

In the opinion of Jaeniseh and the authors of the German
*'Handbuch," with which I coincide, this is the best possible

reply to the move of 1. P. to K's 4th, " as it renders the for-

mation of a centre impracticable for White and prevents every

attaek." This defence is fomid in llie earlier Italian works,

and has been analysed by Philidor in the second edition (1777)
of his treatise. In the appendix to Sarratt^s translation of

Damiano, Lopez, and Salvio, mention is made of some games
at tliis opening, which the author had received as an extract

from an old ItaUan MS. Sairatt has given us neither the

name of the writer nor the date of the jMS., but nierelv says:

"These games are extracted from a scarce and valuable MS.,

which has been obligingly communicated to the editor by
£. Morris, Esq., M.P., indisputably one of the ablest chess-

players of the present day. Tms opening is called the
* GlITOCO SiCILIANO.'

"

In answer to this move yon have several ways of playing.

Tou may move 2. K. Kt. to B*8 Srd, which Major Jaeniseh

formerly thought your best ; or 2. P. to Q*8 4th, which henow
prefers; or 2. P. to K. B's 4th; or 2. P. to Q. B'8 4th; or

2. P. to Q. Kt.'s 4th. The present game shall be devoted to

the exaiiiiuatiun of the first of these, and the consequences of

the others shall be shown in Grames the Third, Fomth, Fifth,

and Sixth.

He can likewise play 2. Q. Kt, to B's ord, and proceed thus:—

2. K. Kt. to B 8 3rd. 2. P. to K 8 3rd.
*

3. P. to Q's 4tli.

4. Kt. takes P.

5. K. Kt. to B'a 3rd.

2. Q. Kt. to fi's 3rd.

3. P. takes P.

4. P. to K's 4th.

5. K. Kt. to fi's 3rd.

2b2
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(Takinf bis Kt. would perhnps be imprndoit, from ill drawing Utili
F&wns to die oentir, but 5. K. Kt. to Q. Kt.'t 3rd wonld prevent kii

B. uking the ciutouaary aiation at Q. B't Atk, and would cninp Ui

game a little.)

6. K. B. to Q'i 3rd. 6. B. to a B'a 4th.

And the game la even.

3. P. to Q's 4th. 3. P. to a's 4th,

4. P. takes Q. P. 4, K. P. takes P.
6. tc a B 8 4th. 5. P. takes Q. P.

Your can check with your B«, instead of throwing forward the

Q. B. P., and equalise the game ; for instance,—

5. B. to Q. Kt.'s 5tii (ch.) 5. Q. Kt. to B'a 3rd.

6. Q. H. tu K s 3rd. 6. P. takes P.

7. K. Kt. takes P. 7. Q. B. to Q*« 2nd.

8. P. to Q. B's 4th. 8. F. takes P.

9. K. B. takes P. 9. K. B. checks.

10. O. Kt. to B'a 3id. 10. K. Kt to K'a 2nd.
11. Caatlea. 11. B. takes Q. Kt.
12. P. takes B. 12. Castles.

The advantages are pretty eqaa]l)r balanced.^

6. P. t ikes Q. P. 6. Q. takes P.

7. Q. takes P. 7. Q. takes Q.
8. Kt. takes Q. 8. K. B. to Q. B's itk

9. Kt. to Q. Kt.'s 3rd. 9. B. to Q. Kt.'s 3rd.

10. B. to Q. B's 4tL 10. K. Kt. to B'g 3xd.

11. Castles. 11. Castles.

Equal game.

GAME THE THIRD.

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

2. P. to Q's 4th. 2. P. takes P.

If he move 2. P. to K's oid, ^ oucanpkiy the P. on to Ci*s5tL

3. Q. takes P. 3. Q. Kt. to B*s aid

Instead of taking Ihe P. you have a choice of two other ma^
Tiz., 3. K. Kt. to B's 3rd, or 3. K. B. to Q. B's 4th, which it

may be well to exainine
; suppose then, in the first place,—

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

(He can obtain a perfectly equal game also by giving up the P., and playing

3* P. to K's 3rd, and 4. P. to U> 4th, Instead ofbria^ out his Ki.)
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4. B. to a B's 4th. 4. K. Kt. to B's 3rd.

CThe " Handbuch" suggests 4. K. B. to K's 2nd, as Black's best move,)

5. K. Kt. to hit 6tli. 5. P. to Q's 4th.

6. V. t ikes P. 6. P. to K. K'^ :^rd.

7. Kt to K. B's 3rd. 7. Q. B. to R, Kt.'s 5th.

8. P. to K. R'» 3rd, 8. Q. to her B's 2u(L
9. P. takes B. 9. Q. takes B.

10. Kt. takes K..P. 10. Q. takes Q. P.

11. Castles. 11. B. to Q's 3rd.
^

12. B. to K. B's 4th. 12. Castles.

IS. P. to Q. B'l 4th. 13. a. to K's 5(]|.

14. a to K. B't 5fd. 14. Q. takes Q.
15. P. takes Q. 15. Q. Kt. to B's 3rd*

16. Kt. takes Kt 16. B. takes B.

Hie game is even, for White dare not take the Q. P.
'

This variation is taki-n from the '* Handbiich the first 12 moves art

the opening of a game between Mr. Cochrane and the writer.

In the second place,—

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

4. P. to K. B's (fli 4. Q. Kt. to B's 3rd.

5. K. Kt. to B's 3rd. 6. K. Kt. to B's 3rd.

6. Q. to K's 2iid. 6. B. to K's 2nd.

(If yon take the P., at more 6., with year Kt., he takes Kt with Kt
and thm checks with his Q. at her R's 4ih, &c.)

7. CasOes. 7. P. to Q's 3rd.

His position is preferable.

4. Q. to her sq. 4. K. Kt to B b drd.

The " Handbuch" proposes 4. P. to K. B's 4tli for Black, foU
lowing it out LliUb;—

4. P. to K. 13 s 4Lh.

5. P. takes P. 5. K. Kt. to B's .3rd.

(He can also check with his Q., and take the P.)

6. P. to K. Kt.'s 4th. 6. Q. checks.

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

(If yon interpose the Q. B. P. instead of the Kt., he checks at K's 4th, and
on your playing, for the best| Q. B. to K's 3rd, lie moves Q* to K't
5th, &c.)

8. P. to K. Kt's 5tfa. 8. K. Kt to K's 5th.

9. Q. to her 3rd. 9. Kt. takes Q. Kt
10. P. takes Kt. * 10. P. to Q's 3rd.

Jl. B. to K. R's 3rd. 11. Kt. to K's 4th.

12 Q. to her 2nd. 12. O. B. to Q's 2nd.

Black has the better game*
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5. Q. Kt. to B's drd. 5. P. to K's ZriL <

6. Q. B. to K. Kt.*8 6th. 6. K. B. to K's 2ni
The game appears to be e^uaL

GAME THE FOURTH.
TTHTTE. BLACK.

1. P. to K s 4th. 1. P. to Q. B's 4th,

2. P. to K. B g 4tli. 2. P. to K's Srd.

In reply to your advance of the K. B. P., he may also pkj
2. Q. Kt. to B*8 3rd, as in the variatioii,

3. K Kt. to B*8 3rd. 3. P. to Q'a 4th.

The *^ Handbuch*' recommends for you 8. B. to K*s 2iid, in

preference to bringing out the Et.

4. P. to Kb ath. 4. Q. Kt. to B's ard.

You can take the P. instead of passing it, but Hie opening
will still be rather unfavourable for you. {e,g,)

4. P. takes Q. P. 4. P. takes P.

5. B. to K's 2nd. 5. K. B. to Q's 3rd.

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

7. P. to a'8 3rd. 7. Q. to her B*s 2xid.

He has the better game.

5. P. to Q. B's 3rd. 5. P. to K. B's 3rd.

6. K. B. to Q's 3rd. 6. K. Kt. to R's 3rd.

7. K. B. toa B s 2nd. 7. a to her Kt.'8 3id.

Black has the advantage.

Vabiation,

Beginning at Black's 2nd nuw$*

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

2. P. to K. B's 4th. 2. Q. Kt. to B's 3«L
3. K. Kt. to B's 3rd. 3. P. to Ks 3rd.

4. B. to K's 2nd. 4. P. to Q^s 4thL

Your 4th move is advised bv the authors of the " Handbuch.''
The usual piay has been 4. P. to Q. B's 3rd, or as riiilidor

proposes, 4. P. to Q's 4th. In the latter case, his best replv

appears to be 4. P. to Q\s 4th« and your position is inferior tu
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bis. If you play the fonner move, 4. P. to Q. Be drd, the
game is one of oifficdity for bodi parties, but he acquires a
situation which is less assailable than yours, {e, g,)

4. P. to Q. B's 3r<L 4. P. to Q's 4th.

5. P. to K's 5tb. 6, P. to K. B's 3rd.

6. Q. Kt. to R's 3rd. 6. K. Kt. to R's 3rd.

(If you play 6. B. to Q's 3rd, the position is the same aa one we have
previously been looking at.)

7. Q. Kt. to Q. B's 2iuL 7. Q to her Kt.*s 3rd.

8. P. to Q's 4th. 8. Q. B. to Q's 2ndL

Black will pretently play his Q. R. to B'l sq., and castle afterwards,

lunring a good game.

6. P. to Q's 3rd. 6. P. takes P.

This is the mode of play given in the "llandbuch," from
-whence these moves are taken, but I think Black's best policy,

in similar situations, is not to exchange his men, but to de-

velope his game as rapidly as possible. 6. P. to K. Kt.'s 8rd,

followed by K. B. to K. Kt.'s Snd, would greatly strengthen

his game, by preventing the adyanee of your Pawns on the

King's side, and by bringing hia K. B. into commanding play.

6. P. takes P. 6. Q. takes Q. (ch.)

7. B. takes Q. 7. K. Kt. to B's 3rd.

8. Q. Kt. to B's Hrd. 8. Q. B. to Q's 2nd.

9. Q. B. to arO. 9. Castles.

The game is eyen*

GAME THE >ifTH.

WHITE. BLACK.
1. P. to K's 4th. 1. P. to Q. B's 4tii.

2. P. to Q. B s 4th. 2. P. to K s Srd.

I agi'ce in opinion with Major Jacnisch, that this rejoinder of

yours is objectionable. AVitli two Pawns so circumstaiiced your
chief Bishop is absolutely shut in, play him where you will

;

and you can never advance the Q. P. to Q's 4th without your
centre being broken up, while the enemy's remains intact and
im])regnablc. Another disadvantage attending the present

position of yonr K. P. and Q. B. P., is the facility atCorded

the adyersBiy to poet either his Kt or K. B. in the very

heart ofyour encampment*
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3. K. Kt. to B*8 3rd. 3. Q. Kt. to B's 3rd.

4. Q. Kt. to B's 3id. 4. P. to K. Kt.'s 3rd.

5. P. to a*8 3rd. 5. B. to K. Kt/s 2jhL

6. B. to K 8 2nd. 6. EL Kt to K'e 2dL

I iiiuclx prefer his game.

GAIIB TBB SCCTH.

WHITE. :BLArK.

1. r. to K s 4th. 1. P. to a. B's 4th.

2. P. to a. Kt.^8 4th. 9. P. takes P.

This mode of attadc, which Jaenfach calls The Wing Gaio-

bit/' is found in Sarratt; if properly opposed, the result L>

favourable to the secoDd player.

Black may either take the offered P., as in the text, or

simply play 2« P. to Q. Kt.'s 3rd, witfi a safe game.

8. P. to a's 4th. 3. P. to Q's 4th.

He can also play 3. P. to K's 3rd, and fiiistrate all attacL

U g.)
3. P. to K's 3rd.

4. P. to Q. R's 3rd. 4. P. takes Q. R. P.
5. Q. B. takes P. B. takes B.

6. Q. R. takes B. 6. Q. Kt. to B*s 3id.

7. P. to K. B't 4tlu • 7. P. to a's 4th.

8. P. to K's 5tli. .8. K. Kt. to R's 3id.

9. K. Kt. to B's 3fd. 9. Castles.

He bss gained a clear Fawn, wifhoat any inferiority of position.

4. P. to K's 5th. 4. Q. B. to K. B a 4th.

5. P. to Q. R's 3rd. 6. P. takes P.

6« Q. B. takes P. 6. a Kt. to B's 3rd.

You haye no equiTalent for the lost FawiL

0AME THB SEVENTH*

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

The defimce of Q. P. «mt«s K. P., or Hie Centre Oounter

Oambit,'* as Major Jaenisch terms it, is not often prftdasedp

although it presents many features of interest; and if not

opposed with eare and jud^i^meiit, will litt^uently turn tltf

fccalc iu i'uvour oi the second piayur.
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3. P. takes P. (best) 2. Q. takes P.

If instead of taking P. with P., you play 2. P. to K's 5tli, the

opening is shortly resolved into a position of the French

l^ame which is not advantageous to ^e first player. Black,

in place of re-taking the P.^ may moTe 2. JL Kt. to B's 3rd.

(See Vaxiation I.)

3. Q- Kt. to B's 3rd S. Q. to her sq. (best)

If you play 3. P. to Q's 4th, he should answer with 3. P. to

K's 4th, or Q. Kt to B's 3rd*

4. P. to Q's 4th. 4. a B. to K. B's 4th.

6, K. Kt. to Ij .s 3rd. 5. P. to K'e 3rd,
'

6. K. B. to a B"s 4th.

You have a better opened game.

Vabiatioh' I.,

Beginning at Black'9 2nd move.

White. black*
1. P. to K's 4ih. 1. P. to Q*s 4flL

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

3. B. to Q. Kt.'s 5th (ch.) 3. Ji. to Q's 2nd.

4. K. B. to Q. B's 4th. 4. P. to Q. Kt.'s 4th.

Instead of 4. P. to Q. Kt.'s 4th, Black might play as follows:—

4. Q. B. to K. Wb4^
5. a Kt. to B's 3rd. 5. P. to O. B's 3rd.^

6. P. takes P. 6. Q. Kt takes P.

7. P. to Q's 3rd.

Tonr game is preferable.

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

For the result of his playing 5. F. to Q. B's 4th, see Varia-

tioa II.

6. P. to K. B's 3rd. 6. Q. B. to his sq.

At move 6. you might also play, as given in the Chess-

Player's Chronicle/' vol. Tiii. p. 44,-—

6. K. Kt. to B's 3rd. S. Kt. takes P.
7. Q. Kt. to B's 3rd. 7. Kt. tskes Kt.
8. K. Kt. to K's 5th. 8. Q. to ber 5tfa.

(If be take the Q. with either Piece, you mate lum at once.)

9. Q. takei B Q. takes Kt. (ch.)
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10. K. to B's flq. 10. P. to K. B's 4tb.

11. Q. to K. B'8 3ra. 11. K. Kt to K'g dth.

12. P. to Q's 3rd.

And yoa bare a fine game.

7. Q. to K'8 2nd. 7. P. to Q. R's 3rd,

8. P. to Q. B s 4th. 8. P. to Q. B s 3rd.

9. Q. P. take s P. 9. Q. Kt. takes P.

10. Q. B. P. takes P. 10. Q. Kt. to Q s 5th.

11. a. to K's 3rd. 11. Q. U. P. takes P.

If he play 11. Q. B. to E's Srd, jou still reply with 12. Et. to

Es 2iid.

12. Kt. to K's 2ud. 12. Kt. takes Kt.

13. K. takes Kt. 13. Q. B. to Q. R's 3rd.

14. K. B. to Q*fl Bq. 14. P. to Q. Kt.'s 5th
(dis. ch.)

15. P. to Q'8 3rd. 15. P. to E*8 Sid.

16. P. to Q. R's drd.

' You have a good game, and a Pawn superiority.

JBeffinmnjf at Blaek^s 5A niovt.

WHITE. BLACK*
1. P. to K's 4tfi. 1. P. to a's 4ili.

3. P. takes P. 2. K. Kt. to Ws 3rd.

3. B. to Q. Kt's 5ih (ch.) 3. B. to Q*s 2iid.

4. B. to Q. B'8 4th. 4. P. to Q. Kt's 4th.

5. B. to Q. Kt.'s ard. 5. P. to Q. Rs 4th.

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

7. P. to K. B's 3rd. 7. B. to his sq.

8. Q. Kt. to B's 3rd. 8. Q. B. to Q. R's 3rd.

9. P. to Q's 3rd. 9. P. to a Kt.'8 5tk.

If he nioT6 9. Q. Et. to Q*8 2iid» White answers with
10. Q. B. to K's 3rd.

10. Q. R. P. takes P. • 10. Q. R. P. tikes P.

11. Q. Kt. to R s 4th. 11. Q.B.toaKt.'82iid.
12. Q. fi. to Q 8 2nd.

Black's position is inferior.*

* For nn ^'ntprf'tin;^ analysis of tbii opeoiiigy see the Beriizi Scbach*

veitung'' for Septemberi 1846.
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GAME THE EIGUXH.

The Fianchetto.
write. black.

1. P. to K'« 4th. 1. p. to Q. Kt.*g 8rd.

Black's prestut move, which the Itah'ans call *' II Fianchetto

cli Donna," althonj>;h disapproved of by the eadier writers,

may be made by the second player without harm, if followed

speedily by P. to K's 3rd, and P. to Q. B's 4th. It is not,

however, so ad^ isable a mode of opening the game for the

first player f*s the more customary moves, ^m its being
essentially deliensive.

2. P. to Q's 4th. 2. Q. B. to Q. Kt.'s 2dcL
3. K. B. to d's 3rd, 3. P. to K's 3rd.

For the consequences of his now plapng 3. P. to K. Kt.'s 3rd,

followed by 4. K. B. to K. Kt.'s 2nd, see the variation. He
may, however, but without advantage, move 3. P. to K. B*S

4thf iiistead of the move in the text, {e, g.)

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

4. P. takes P. 4. B. tnkes K. Kt. P.

5. Q. to K. R's 5th (ch.) 5. P. to K. Kt.'s 3rd.

6. P. takes P. 6. B. to K. Kt/s 2nd.

(If 6. K. Kt. to B's 3rd, yon mate him in two moves.)

7. P. takes P. (dis. ch.) 7. K. to B'g tq.

8. P. takes Kt., beooming 8. K. takes Ct.

a Q. (ch.)

9. Q. to K. Kt.'s 4th, 9. B. takes R.

10. P. to K. R's 4th. 10. P. to K'a 3rd.

11. P. to K. R's 5th.

You have a better game tliaa he has.

4. P. to K. B s 4th. ' 4. P. to Q 8 4th.

If he play 4. P. to K. B's 4th, you answer with 5. Q. to E's

2nd» and soon obtain an advantage.

5. P. to K*8 5th. 6. P. to Q. B*8 4th.

6. P. to a. li 3 3rd. 6. K. Kt. to K. R b 3rd.

The game appears to be e^ual.

Vamatiok,
Beginning at Black' a ord move.

WiriTE. BLACK.
1. P to K 8 4th. 1. P. to a Kt.'8 3rd.

2. P. to ti's 4th. 2. B. to Q. Kt.'s 2nd.

3. B. to a s 3id. 3. P. to K. Kt's 3rd.



880 OHXfiS-FIJLTXBV HAVSSDOH*

4. P. to K. B*8 4fh. 4. B. to K. KVs 2nd.
5. K. Kt. to B's 3rd. 5. P. to Q's 3rd.

If he play 5. P. to K s 3rd, then Jaenisch proceeds thua:—
5. P. to K'S ^rS.

6. P. to Q. B's 3rd. 6. P. to Q. B's 4tiu

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

8. Q. Kt. to Q's 2nd. 8. K. Kt. to K's 2nd.

9. Castles.

With a good game.

6. Q. B. to K's 3rd. 6. Q. Kt. to Q's 2iid.

7. P. to Q. B's 4th. ?• P. to K'p 3rd.

8. Q. Kt. to B's 3rd. 8. K. Kt. to 2ad.
9. Q. to K s 2nd. 9. Castles.

10. Castles on Q's side. 10. P. to K. B's 4th,

11. K. Kt. to his 6th. 11. P. takes K. P.

12. B. tokes P. 12. B. takes B.

18. a Kt. takes B.

You have the better game.

GAME THE NINTH.
TTHITE. BLACK.

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

This is a very common defence to the ope iiiugs on the Queen's

side, yet, if properly taken advantage of, the premature
advance of his K. B. P, may cause Black a good deal of subse-

quent embarra.ssment. It is found in Stein's " Nouvel Essai

BUT le Jeu des Echecs/' (1789). (For 1. P. to Q. B s 4th, see

the next game.)

2. P. to Q. B's 4th. 2. K. Kt. to B*s 8id.

You might also play 2. P. to K's 4th, or 2. P. to K. R's 3rd,

as in Variations I. and II.

If Black, at his 2nd move, play 2. P. to K's 3rd, the game
IS likely to proceed as follows:—

2. P. to K's 3rd.

3. P. to Q. R's 3rd. 3. K. Kt. to B's 3rd.

4. Q. Kt. to B's 3rd. 4. B. to K's 2nd.

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

6. P. takes P. 6. P. takes P.

7. Q. B. to K. B's 4th. 7. Castles.

Even game.

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

4. Q. B. to K. B s 4th. 4. P. to Q, B s ard.

Googl
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fi. P. to K*8 drd. 5. Q. to her B*8 2nd.
6. E. Kt to B*8 3rd. 6. K. Kt to K. Kb AOu
7. a B. to K. Kt/8 5ib. 7. P. to K. R's Srd.

8. B. to K. R's 4th. 8. P. to K. Kt.'s 4th.

9. K. Kt. to Q s 2nd. 9. K. Kt. to B's 3rd.

10. B. to K. Kt. s ard. 10. P. to K'e 4tii.

Equal game.

Vakiation I.,

Beginimng at Whitens 2nd move.

WHITE, BLACK.
1. P. to Q'8 4th. L p. to K. B's 4th.

2. P. to K*8 4lh. 2. P. takes P.

Your present move first occurred in a game between ^fr.

Horwitz and the writer, and seemjij to be a recommendabi©
mode of carn^'ing' on the attack.

If Black refuse to take the P., you can take P. urith P., and
then play K. B. to U's 3rd.

3. Q. Kt. to B*8 Srd. 3. K. Kt. to B's 3rd.

If he advance the Q. P. to QJb 4th» you check with the Q.^
and then take the Q. P.

4. a B. to K. Kt's 5ih. 4. P. to a B's 3rd.

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

7. Q. Kt. to K. Kt.'s 3rd. 7. B. to U s aid.

8. B. to Q's ard. 8. Castles.

I prefer your position.

Variatiow II.,

Bediming at White s 2nd move.

WHITE. BLACK.

1. P. to Q'8 4th. 1. P. to K. B's 4th.

2. P. to K. R's 8rd. 2. K. Kt. to B's 3rd.

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

If he take the K. Kt. P., you will have the better game, {e.g.)

3. P. takes P.

4. P. takes P. 4. Kt. takes P.

5. P. to K's 4th. 5. P. to Q's 3rd.

6. B. to K's and. 6. P. to K. R's 4th.

7« to K. Kt's 5th. 7. P. to K. Kt'sSrd.

Tosi have the sdfintage.
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4. P. to K, Kt/^s 5th,

5. P. to K. 11 s 4th.

6. P. to Q. B's 3rd.

7. K. Kt to B'8 Srd.

8. Q. B. to K. B 8 4th.

9. B. takes B.

4. K. Kt. to K's 5th.

6. P. to Q. B s 4th.

6. P. to K's 3rd.

7. Or Kt. to B'b Sid
8. K. B. to Q s 3rd.

9. Q. takes B.

GAME THE TENTH.
WHITE. BLACK.

1. P. to a s 4th. 1. P. to a B 8 4tb.

Black now adopts a move which is pven in Ben-Oni,* and

which occui s in two of the games between M. St. Amant and

the writer.

2. P. to Q s 5th. d. P. to K'b 4th.

Your move of 2. P. to Q's 6th, yielJs you an immediate
advantage in pojsition, while taking the P. would only result

in an even game.
Instead of 2. P. to K*s 4th, Black may play 2. P. to K. B's

4th, as in Beu-Oni, upoa which the foilowing moves will pro-

bably occur
2. P. to K. B's 4th.

3. Q. Kt. to B's 3rd. 3. P. to Q's 3rd.

4. P. lo K's 4th. 4. K. B. P. takes P.
5. Kt. takes P. 5. P. to K*s 4th.

6. B. to K. Kt.'s 5th. 6. Q. to her R's 4th (ch.)

[It he interpose either B. or KX*, you have a fine game, {e, g.)

6. Kt. or B. to K's 2nd.

7. K. B. checks. 7. Q. Kt. or B. to a's2ii4(beit)

8. Kt. takes Q. P. (ch.), &o.]

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

8. Kt. to K. Kt.'s 3rd. 8. B. to K. Kl's 3nl.

9. B. to Q's 3rd. 9. B. takes B.
10. Q. takes B.

You have much the better §;ame.

8. P. to a B's 4th. 8. P. to K. B's 4flL

4. Q. Kt. to B's 3rd. 4. P. to s 3rd.

You have the advanti^.
«

* " Ben-Oni, oder die vertheidigungen die Gambit-zu^ im ScUache,
Sff.9 Ton Autm ReingaQum/' Prankfort, 1825.
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GAMB THB FIRST.
WHin. BLACK*

1. R to E. B'8 4{h. 1. P. to Q*s 41h.

Tliis way of opening may lie ventured without mucli danger,

find unless it is properly luct, will ^ive your adver8ary some
trouble ; it is Pot, howeTeri so advaatagoous for the first player
as 1 . P. to K's 4tli.

Blaek^B best reply appears to be the mofve in the tezt» but he
may play 1, P. to K. B*8 4tha]ao, and equalize the game, {e,

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

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

3. P. to Q't 401. 3. P. to Q's 4th.

2. X. Kt. to B's 8rd. 2. Q. B. to K. Kt's 5th.

He may also play 2. P. to Q. B*8 4th, and the game then

proeeeds as follow :

—

2. P. to Q. B*8 4th.

3. P. to K's 3rd. 3. Q. Kt. to B's ard.

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

(If he play 4. B. to Q'fl 2iid, yon may castle.)

5. B. takes Kt. (ch.) 5. P. takes B.

e. CastJes. 6. P. to K's 3rd.

7. P. to Q. B's 4aL 7. K. Kt. to R's 3rd.

8. Q. to K's 2nd. 8. K. B. to Q's 3rd.

9. Q. Kt. to B's 3rd. 9. Q. to K's 2nd.

10. P. to Q. Kt.'s 3id. 10. P. to K. B's 3rd.

11. P. to Q's 3rd. 11. Castles.

12. P. to K's 4th. 12. P. takes K. P.

13. Q. P. tak( s P. 13. P. to K's 4th.

14. P. to K. B's 5th.

You have the advantage.

The above are tlie opening moves of a p:nme played by the

writermany years ago against the leading amateurs of Bristol.

3. K. Kt. to K's 5th. 3. B. to K. I]"s 4th.

4. P. to K. Kt/s 4th. 4. P. to K's 3rd.

Your third move is thus given by the Handbuch," and in

Lewis, but I think the attack is needlessly hazardous, ami
that 4. P. to U's 3rd, or 4. P« to Q. B*8 would be more
to the purpose.

5. P. to JL Kt.'8 5th. 5. P« to ii. B's 3rd.
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6. Kt. to K. B's 3rd. 6. P. takes P.
7. Kt. tnlM -s P. 7. K. B. to K's 2nd.

8. P. to K. li s 4th. 8. P. to K. R*s 8r(l.

9. Kt. to K. B'8 Srd. 9. Q. B. to K. Kt. sotli.

Black has the better game, owing to yourprematuie attack at

the 4tih move^

GAME THE SECOND.

WHITE. BT.ACK.

1. P. to a B*8 4ih« 1. P. to Q. B's 4th.

litis is an openiug which may be adopted with perfect seca-
rity, either by the first or second player.

The move recommended by modem authors for Black's

reply is 1. P. to K's 4th, and we have then of course the

same position as if Black had commenced the game ^vith

1. P. to K's 4th, and you had replied mth 1. P. to Q. B's 4th,

"vvith thks difference, that in the present instance you have the

advantage of the niove^ a circumstance which seems to have
escaped the notice of some writers, since, with a strange

inconsistency, they carry on the game from this positioiiy and
decide it in &yqar of the defending placer, who is a move

behind ; while in the " Sicilian Game," 1. p
q

'b^s 4th
* ^^^^^

the position is reversed, and you have Black s position, and
in addition the advantage of the move, you can barely make
an even game. For the effect of his defending with 1. P. to

K*B 4th» see the variation*

2. P. to K. B's 4th. 2. P. to K. B's 4flL

These moves are extracted from the " Ilandbuch." Jaenisch

gives for your second 2, P. to K s 4th, pursuing the game as

foUows :—
2. P. to K'b 4fh. 2. P. to K's 4ih.

(I prefer 2. P. to K*fl Srd for your 2nd move.)

8. P. to Q's Srd. 3. P. to Q's 3rd.

4. P. to K. B's 4tfa. 4. K. Kt to B's 3rd.

5. Ii:. Kt. to B's Srd. 5. Q. Kt. to B*a Sid.

The game Js etren.

8. P. to Q*8 8rd 8. K. Kt. to B*8 Srd.
4. Q. Kt. to B's 3rd. 4. P. to s 3rd.
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6 P« to K's 4lh. 5. Kt to B*s IML
6. K. Kt ta B*8 Srd. 6« P. to K*8 4tli.

7. B. to Q*B 2n(l. 7. Q. to K'b 2nd.

8. P. to Q. R's 3rd. 8. P. to K. Kt.'s 3rd.

9. P. to K. Kt.'s old. 9. K. B. to Kt/s 2ii<L

1 u. in K'f f'li iv't

11. Q. B. P. tikes XL 11. Q. Kt. lu U s 5th.

12. Kt. takes hX* 12. Q. B. r. takes Kt
f 1
Equal game•

Vabxation

Beginning at Black's If/ mot'f.

BIiACK.

1- P. to Q. B's 41]i. 1. P. to K'8 4tll.

2. Q. Kt. to B's 3rcL 2. p. to K. B'8 4th.

3. P, to Ivs 3rd. o. K. Kt. to B"s 3rd.

The Handbnch*' and Lewis give you 3. P. to Q*8 4tht

fbUowing it thii8,~>

3. P. to a'l 4t]i. 3. P. to K's 5fli.

4. p. to Q't 5th» 4. p. to Q« B's 3id.

5. p. to Q's 6tb. 5. Q. to K. B't 3rd*

6. P. to Q. B'i 5tli. C. ?. to Q. Kt.'s 3nL
7. P. takes P. 7. Q. R. P. takes P.

8. Q. Kt. to R's 4th. 8.' B. takes Q. P.
9. Kt. takes P. 9. B. rhecks.

10. B. to Q's 2nd. 10 Q. takts Q. Kt. P.

11. Kl. takes Q, R, II. U. takes B. (ch.)

12. Q. takes B. 12. Q. takes R. (eh.)

13. U. to Q's sq. 13. Q. takes Q. R. P.

Black has the better game by far.

4. p. to Q's 4th. 4. P. to K's 5th.

5. K. Kt. to Kb 3rd.

You have the advantage in position.

'Fat additional examples of this fine opening, see the JQlus^

feratiTe Games at the end of the Chapter.

2o
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GAMES
ILLUSTRATIVE OF THE PRECEDING ANALYSES.

(From the Chess-Player*8 Chronicle,)

Qamm L^In a match between the Paris and Westminstei

^ Clubs*

waiTB. (Westminiter.) BLACK. fParis.)

1. P. to K's 4th. 1. P. to K's 3rd.

2. P. to Q*s 4tlu 2. P. to Q's 4th.

3. P. takes P. 3. P. takes P.

4. K. Kt. to B's 3rd. 4. K. Kt. to B's 3rd.

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

6, Q. to K's 2nd (ch.)* 6. K. B. to K's 2nd.

7. P. takes P. 7.• • Castles.

8. Q. li. to K's 3rd. 8. K. R. to K's so.

9. K. B. to a Kt.'8 5tL 9. Q. Kt. to B's 3rd*

10. Kt. to Q's 4th. 10. B. takes P.

11. B. takes Kt.t 11. P. takes B.

12. P. to Q. B's 3rd. 12. B. takes Kt.

13. P. takes B. 13. P. to Q. B's 4th.

14. Q. to her 3rd« 14. Q. to her Kt.'s 3rd.

In. Castles. 15. Q. B. to R's 3id.

16. Q. to her Kt.'a 3rd. 16. Q. takes Q.
17. P. takes Q. 17. B. takes R.

18. K. takes B. 18. Kt. to his 5th.

5 9. P. takes P. 19. Kt. takes B.

20. P. takes Kt. 20. K. R. takes P.

21. Kt. to Q'fl 2nd. 21. Q. R. to K's sq.

22. P. to K. Kt.'B 4ih. 22. K. R. to Q*8 6th.

23. R. takes Q. U P. 23. R. takes Kt.

24. P. to Q. Kt.'s 5th. 21. K. R. takes Q. Kt. P.
25. P. to Q. Kt.'s 6th. 25. P. to Q's 5th.

26. P. to Q. Kt.'s 7th. 26. P. to Q's 6th.

27. R. to Q. E's 8th. 27.
•

K. toB'ssq.

And White snrrendsied.

Oame II.—^Between Messrs. Szen and Boncourt.

WBITK. (Mr. S.) BLACK. (M. B.)

1. p. to K's 4th. 1. P. to K's 3xd.

2. P. to Q's 4th. 2. P. to Q's 4du
3. P. takes P. 3. P. takes P.

* This move was the jprimarv cause o£ all White's subsequent diiXi*

cidties.

t If thej had tsksn Kt. with Kt, Black would have played Q. to

her Kt's Brd.
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4 . P. to a. B*f 4th.

5. Q. Kt. to B*8 3rd.

6. P. to Q. R's 3rd.

7. P. takes B.

8. toiler Kt 'A $nL
9. K. B. to Q's 3rd.

10. K. Kt. to K'8 2iid.

11. K. B. takes P.

12. K. B. to Q'sSrd.
13. Q. to her fi'tSnd.
14. Castles.

15. Kt. to K. B't41ii.

16. Kt. tnke9 B.

17. Q. B tu K. B's 4th.

18. Iv. li. to K's sq.

19. P. to Q. R's 4 th.

20. Q. £. takes K. Kt.

21. R. takes R. (ch.)

22. P. ttkes P.

2:). n. takes P.

24. B. to his sq.

25. Q. to her 2nd*

26. Q. to her 3n!.

27. Q. R. to his 3rd.

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

29. Q. to her 3rd.

30. P. to Q's 5th.

31. Q. takes Q. (ch.)

32. P. to K. Kt.'s 3rd*

4. K. Kt. to B's 3r(^.

6. K. B. to Q. Kt.'8 5th.

6. B. takes Kt. (ch.)

7. Kt. to K's 5th.

8. P. to Q. B's 3rd.

9. Ciitles.

10. P. takft P.

11. P. to Q. Kt.'s 4t!"*

12. Q. B. to K. B's4Ui«
13. R. toK'ssq.
14. B. to K. Kt.'? 3rcl.

15. K. Kt. to Q's 'Mi\.

16. K. R. P. takes Kt.

17. Q. Kt. to K's 3rd.

18. Q. to Q's 2nd.

19. Q. Kt. to B's 2ad.

20. Q. takes B.

21. R. takes R.
82. P. takes P.

23. R. to K's 8th (ch.)

24. Q. to her B's 3rd.

25. R. to Q. Kt.'s Sth.

26. R. to Q. B's 8th.

27. Kt. to g's 4th.

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

29. Kt. to K. B's 5th.

30. Q. takes Q. P.

31. Kt. takes Q.
32. Kt. takes Q. B. P.

wins.

Game III.—^Betw^n

WHITE. (M. K.)
1. P. to K's 4ih.

2. P. to K. B's 4th.*

3. P. takes P.

4. P. to Q'B 4tli.

6. P. takes P.f
6. K. B. checks.

7. Q. to K's 2nd (ch.)

8. K. Kt. to B's 3rd.

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

10. Q. B. takes B.

I. St. Amant and Kieserit/Jvy,

BLACK. (M. St. A.)
1. p. to K's 3rd.

2. P. to Q's 4Uu
3. P. takes P.

4. P. to O. B's 4tlu

5. K. B. takes P.

6. Q. Kt. to B's 3rd.

7. K. Kt. to K's 2nd*
8. Q. B. to K. Kt.'8 5th»

9. Q. to her Kt.'8 3rd.

10. Q. takes B.

* Thli Is not so good a reply at P. to 4tli.

t P. to Q. B's 4th» or K. Kt. to B's 3rd* is better, bsome O&a
ynmi mofo brings the adfvse B. into fowsflal plaj.

9 0 a
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11* Kt to B't SrdL

12. Castles on Q's side*

13. B. to Q's 3rd *

14. P. to K. R's 3rd.

15. P. to K. Kt.'a 4th.

16. Q. takes B.

17. Q. to her 4th.

18. P. to Q. R 6 3rd.

19. Q. to her 3rd.

90. K. R. to K's iq.

21. Kt. to Q's 4tb.

22. Kt. to Q. Kt.'8 8fd.

23. Kt. to K's2iid.

24. P. takes P.

25. Q. to Q. B's Srd.

26. Q. to Q. Kt.'s 4th.t

27. Q. to Q. R's 4th.

28. P. to K. B's 5th.

The game was prolooged for

11. Caate on IPi rfda.

!2. Q. R. toQ*saq.
13. K. to R's sq.

14. B. to K. B'e4HL
15. B. takes B.

16. Kt. to Q. Kt.'s 6tlu
17. Q. to R's 4th.

18. Q. Kt. to B's 3rd.

19. P. to Q. R's 3rd,

20. P. to Q. Kt.'s 4tli.

21. P. to Q. Kt's 5t]u
22. Q. to B's 2iifL

23. P. takes P.

24. Kt. to Q. R's 4th.

25. Kt. to Q. B's 5th.

26. R. to Q. Kt.'s sq.

27. K. R. to Ci. B's sq.

28. to K's 4th.t

moTes, but hnally won hj BladTA

GjL2dE IV.—Between

WHITE. (Mc D.)

1. P. to K's 4th.

2. K. Kt. to R's 3rd.

3. P. to Q's 4th.

4. Kt. takes P.

5. Q. takes Kt.

6. K. B. to Q. B's 4th.

7. Q. Kt. to B's 3rd.

8. Ct. to her sq.

9. Castles.

10. K. to R's sq.

11. P. takes P.

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

13. Q. to K. R's 5th.

14. B. takes R.

15. Q. takes B. P.

16. O. to her 5th (ch.)

bH and La Bourdomiais.

BLACK. (La B.) ^
1 . P. to Q. B's 4th.

2. Q. Kt. to B's 3rd«

3. P. takes P.

4. Kt. takes Kt.§
5. P. to K's 3rd.

6. K. Kt. to K's 2nd.

7. Kt to Q. B's 3rd.

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

9. Castles.

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

11. R. takes P.

12. R. to K. B's sq.

13. R. to K. B's4th.||

14. P. takes B.

15. P. to Q's 3rd.

16. K. to R's sq.

* Threatening to take the K. R. P. (ch.)» and if the K. took the B.|

to check with the Kt. at his 5th.

t Badly played, as it enahles Black to strengthexi his attack without

losing time.

t Overlooking the obvious move of Kt to Q. Kt.'8 3rd| which wins at

once.

{ Thh is not so good as P. to K's 4th.

I He appeals to hKte no iMtttt noft.
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17. B. to K. Kt's 17. Q. to K. B'b wq. •

18. Kt. to K's 4tli. 18. Kt. to Q. Kt.'s biStu

19. Q. to her KU'b 3rd. 19. Q. B. to K. B's Attu

20. Q. R. to K's sq. 20. Q. B. to Q's 2iid.

21. P. to O. R'b 4tlu

And White Willi.

Gahs y.-—Between Messrs* Cochiane and Stamittm

"WHITE. (Mr. C.)

1. P. to K's 4th.

2. P. to Q s 4th.

3. Q. takes P.

4. Q. to her sq.

6. K. B. to Q. B's 4tfa.

6. K. Kt. to B's 3rd,

7. Castles.

8. Q. Kt, to B's ^rd.

9. P. to Q. R's 3rd.t
10. K. B. to Q's 5th.

11. B. takes Kt.

12. K. Kt. to K's sq.

13. P. to K. R's 3rd.

14. K. to R'b sq.

15. K. Kt to Q's 3rd.

16. P. to K. B*s 4th.

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

18. P. takes K. B. P. ^
19. P. to K. Kt.'s 4th.

20. Q. to K. K r.'s 2nd.t
21. Q. to K. R s 2nd.

22. Q. to K. Kt.'s 2nd.

23. Q. to K. K b 2ud,

24. Kt. to K's aq.

25. R. takes B.
26. K. to Kt'a 2nd.

And mite

BLACK. (Mr. S.;

1. P. to Q. B's 4th.

2. P. takes P.

3. Q. Kt. to B'a 3rd.

4. P. to K's 4th.

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

6. K. B. to Q. B'b 4th.«

7. Castles.

8. P. to K. R's 3rd.

9. P. to Q. R's 3rd.

10. P. to Q's 3rd.

11. P. takes B.

12. Kt. to his 5th.

13. Kt. to K. B's 3rd.

14. Kt to K. R'b 2nd.

15. B. to Q. R'b 2nd.

16. Q. to K. R's 5th.

17. P. to K. B's 4th.

18. Q. B. takes P.

10. Kt. to his 1tb.

20. Kt. takes K. K. P.

21. Q. takes K. Kt. P.

22. Q. to K. R's 5th.

23. P. to K's 5th.

24. K. B. to K. Kt'B Stli.

25. Kt to'B'B 7th (ch.)

26. B. to K. R'b 6th (ch.)

resigned.

* Had he taken the K. P., White would have taken the K. B. P. with

his B., cheeking, and tlieii played Q. to her 5th.

•f-
With the intention of advancinE^ the Q. Kt P. and removing the

adverse Kt. from the support of the K. P.

t If White had ventured to take the Kt» Black would tui?e played fhs

Q. B. to K'fl 5tii, winning the Q.
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Gamx yi.«<«»Bctween the some players.

WKm. (Mr. C.) black. (Mr. S.)

1. P. to K's 4tb. 1. P. to Q. 4tk.
2. ?. to Q's 4th. 2. P. t&keg P.

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

4. K. B. to Q. B's 4th. 4. K. Kt. to B's Sid.

5. K. Kt. to Kt-'s 5th. 5. P. to Q's 4th.

6. P. takes P. 6. P. to K. R's 3rd.

7. K. Kt. to B's 3rd. 7. Q. B. to K. Kt.'s Ctlu
8. P. to K. R's 3rd. 8. Q. to her B's 2ad.

9. P. takes B. 9. Q. takes B.

10. Kt. tak6ft K. P. 10. a takes Q. P.
11. Castles. 11. B. to Q'sML
12. B. to K. B's 4th. 12. Casdes.

13. R. to K's sq.* 13. R. to K's sq.

14. P. to Q. B's 4th. 14. Q. to her R's 4th.

15. B. to Q's 2nd. 15. U. to her B's 2nd.

16. Kt. to Q's 3rd. 16. R. takes R. (ch.)

17. B. takt s R 17. Q. takes P.

18. Q. to K. B s 3rd. 18. Q. Kt. to B's 3rd.

19. B. to Q's 2nd. 19. R. to K's sq[.

20. P. to K. Kt.'8 5th. 20. P. takes P.

21. B. takes P. 21. a Kt to Q. Kt*s hthA
22. B. to K. B's 4th. 22. B. takes B.
23. Kt. takes B. 23. Q. to her B's 8th (di.)

24. K. to R's 2ad. 24. Q. takes Q. Kt. P.

WHte abandoned the game.

Oakb YII.—^Between Mesais. Horwitx and StauntoiL

WHITE. (Mr. H.) BLACK. (Mr. S.)

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

2. K. B. to Q. B's 4di. 2. P. to K's Srd.

3. Q. Kt. to B'.s 3rd. 3. Q. Kt. to B's drd.

4. P. to K. B's 4th. 4. P. to Q. R's 3rd.

5. P. to Q. R's 4th. 5. P. to K. Kt.'s Srd.

6. K. Kt. to B's 3rd. 6. K. B. to K. Kt.'s 2nd,

• P. to Q. B's 4th would, perhaps, have been better play.

f Black uaght also have secured the game thus :

—

21. Q. takes Kt.

22. Q. takes Q. 22. R. to K's 8th (ch.)

23. Q. to K. B's sq. 23. B. to K. R's 7th (ch.)

24. K. takes B. 24. R. takes Q.

Xtockmg up Wiiiie's remaining Pieces, aod wiuuio^ ea^jf.
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7. Castles.

8. P. to Q's 3r(L

9. Q. te K's sq.

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

11. P. to K. R's 3rd.

12. P. to K's 5th.

13. P. to Q't 4tli.

14. Kt takes P.

15. P. to Q. Kt.'B 3rd.

IC. Q. fo K. B'8 2iid.

1 7. Q. R. to Q's 8q.§
18. B. takes Kt.

19. Q. to K's 2iid.

20. B. to K. B's 2nd.**
21. R. to Q's ,Hrd.

22. K. R. to Q's sq.

23. i\ to K. Kt.'s 3rd.

24. K. to R'8 2iid.

25. CI. R. to Q'fl 2ad«

7. K. Kt. to R's 3rd.

8. P. to K. B'g 4t]u

9. Castles.*

10. P. to Q. Kt.'s 3rd.

11. Q. Kt. to K's 2nd.t
12. Q. B. to Kt.'s 2ud.

13. P. takes P.

14. Q. to her B's 2iid.

15. a Kt. to B's
\6, Q. R. to Q. Kt'8fq4
17. Kt. takes Kt.

18. B. to Q. B's sq.ll

19. Q. to her Kt.'s 2nd.f
20. Kt. to K. B's 2nd.
21. K. R. to K's sq.

22. B. to K. R's Srd.ft
23. K. B. to his sq.

24. Q. to B's 3rd.;t
25. B. to Q. Kt's 5t^

* This game is opened with remarkable care and pruden on both
siJes.

t Threatening to win a Piece shortly, by advancing the Q. P. two
KCjuares.

t Imperative, for preserriiig the Kt. P.

§ He might have gained three Pawns for a Piece hy taking the K. P*
with his Kt.

]| The only move to save the P., for Q. to her B's 3rd would have been
unavailing.

^ Black is driven to this abject defence for a time to preserve bis Pawns.
** Well played. To understand the merit of this move, the student

sl^.onld observe that during the whole of the attack and defence on the

( Vs side, Black has been looking for that moment to throw forward his

Q. V.J when ^Vhite, by taking it cfi })asi>aut, would expose an unprotected

1 iece to the range of the 13lack K. B. Hitherto White has very cleverly

thwarted him, and effectually prevented his advancing the P. beneficially;

but now, having his Q. R. bearing on the file, he changes his tactics, and
seemingly affords his adversary the very opportunity desired ; since If

Black at this point plays on his Q. P., White cannot take it in passing

without losrn.^ his Kt. Upon looking into the position, however, it will

be seen that if Black throws forward his Q. P., White, instead of taking it

enpassarf, would simply take it with his Kt. ; nnd if the Kt. were takcilp

would win the advrr^e Queen by the check of the Bishop.

ff An important move, far betiti than {ihiying the Bishop to his square

nt once, because it compels his adversai-y to make a move in some degree

prejudicial to his game.

Xt Black has now an irresistible position. He threatens to gain a

Piece by pushing on the Q. Kt. P«t and also to play his B. to Q. Kt
od.
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2f). B. toQ'8 4tlL,

2;. B. takes B.

2H. R. to Q's 6tlu*

29. P. takes Kt,

30. P. takes P.

31. K. B. takes P.

32. B. tdkes ?•

33. R. to Q's 3rd.

34. IL takes Q.
35. B. takes P. (di.)

3G. P. to Q's 7th.

37. P. to K. R's 4th.

38. B. to Q. B's 4th.

39. B. takes B.

4U. K. to R's 3rd.

41. R. to Q. B's 6th.

42. R. to B's 7tli (ch.)

43. R. to Q. B's 4th.

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

4ft. K. to Kt«'s 2nd.

46. K. to B's 3rd.

47. R. to Q. B's 8th^

48. K. to his 3rd.

And after a iem more

26. B. takes Kt.

27. P. to Q. Kt.'s4th.

28. Kt. takes R.

29. B. to Q. Kt.'s 2nd.t
30. P. takes P.

31. Q. takes Q. B.

32. B. to K. B's 6du
33. B. takes Q.
34. K. R. to Q's sq.

35. K. toB'ssq.
36. B. to Q. KL's 4th.

37. B. takes P.

38. B. to Q. Kt.'8 4th,

39. R. takes B.

40. P. to K. R's 4th.

41. K. to Kt.'s 2nd.

42. K. to R's 3rd.

43. K. R. to Q's 8tfa.

44. a. R. to Q's 4th.

45. a R. to Q's 7th (ch.)

46. Q. R. to Q's 5th.

47. Q. R. Ukes P.

48. K. R. to Q's 5tli.

I, White surrendered.

Game VIII.—Between the same players.

WHITE. (Mr. H.) BLACK. (Mr. S.)

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

2. P. to K. B's 4th.
. 2. P. to K's 3rd.

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

4. P. to a. li's 4th. 4. P. to Q's 3rd.

5. K. B. to K's 2nd. 6. K. Kt. to K's 2iid.

6. Castles. 6. K. Kt. to his 3rd.

7. P. to Q's 3rd. 7. K. B. to K's 2nd.

8. Q. Kt. to B's 3rd. 8. B. to K. B's 3fd.

9. Q. to K's sq. 9. P. to Q. R's 3rd.

10. K. to R's sq. 10. Castles.

11. Q. B. to K's 3rd. 11. Q. R. to Kt.'8 sq.

12. P. to Q. R's 4th. 12. Kt. to Q's 5th.

13. K. B. to Q's sq. 13. Q. B. to Q'g 2nd.J

* The ingenuity of desperation; he sacrifices '*the exchange," Ibr

the purpose, if possible, of playing his Q. to K's 5th.

f He would evidently have lost the game by taking the Bishop. Hie

E
resent move not only gives White no time to plant his Q. at the K's fttii.

nt preyents another very dangerous move, vis., R. to Q's 5th.

i It would, perhaps, have been prudent to return the Kt. to Q. B'l

M.
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14.
1 5.

Me.

X8.
19.
20.
21.
22.
23.
24.
25.
26.
27.
28.
^9.
SO.
31.
32.
33.
34.
35.

36.

Q. B. takes Kt.

Q. Ki. to K's 2iid.

Q. B. P. takes P.

P. to a R't 5tli.

P. to K. B's 5tli.

P. to K. Kt.'s 4t]i«

K. R. to Kt.'8 sq.

B. to Q. Kt.'s 3rd.t

K. R. to Kt.'s 2nd.

P. to Q. R's 6th.

P. to K. Kt.'8 5th.

Q. to K. R*8 4th.

Q. R. to K. IV-
i §

14. P. takes B.

15. P. to Q. Kt.'ti 401.

16. P. takes P.

17. P. to K's 4th.*

18. Kt. to K*8 2nd.

19. Kt. to Q. B's 3rd.

20. B. to K. Kt.'s 4tli.

21. B. to K'8 6th.

22. Q. R. to his sq.

23. Kt. tn Q. Kt.'s sq.

24. K. to K's sq.t

25. Q. R. tak«s P.

26. Kt. to U. iVn 3rd.

2 7. Kt. to Q. Kt.'s 5th.

28. K. R. takes B.

29. Q. to K. Kt.'« sq.f
30. P. to Q's 4th.**

31. P. to K. Kt/s 3id.it
32. Kt. takes Q. P.

33. Q. P. takes P.

31. K. takes Kt.

35. R. takes R. (ch.)

36. Kt. to B's 7th (ch.)§§

K. R. to Kt. b .'n d.

B. takes K. B. P.H

Q. to K. R's 5th.

Kt to R's 4th.

R. to K. R's 3id.

Q. to Kt.'s 4th.

Q. to Kt.'s 2iul.

Kt. tekes P. (ch.)tt
P. Ukes R.

Q. takeiiJi.

* Black's necessity to snstiin the doubled Pawn gave WUte an opfNir-

tqaitj' of openiDg a powerM attack on the King's side,

t Very well played.

X A little examination will show that this was indispensable.

§ White plays here with becoming care and foresight. He knew well

the importmce of gettins:: hi'? K. R. to Kt.'s 3rd, with the object of

afterwards placing it behind the Q. on the R's file, and he saw the diffi-

culty of accomplishing it while Blark's 15. < nuld be played to K. B's

7th, a move efiectually barred by the K. being stationed at K. B's sq.

II
This is an error. White forgot that on pushing forward his Kt. P

as lie meditated, Black could exchange Uuecus. Uis be^t move,
believe, was P. to K. B's 6tb, ihnn which many beautiful variations

spring. He might also have played K. B. to hia did* and in eitheir oaie

would have had an irresistible atted^•

f ^yed with the conviction that White» overlooking the Q. R. in
reserve, would dash at a mate with his Kt.

** This may be called The game moye." By bringing the banished
Rook into operation at the proper moment^ Black completel% paralyses his

opponent's attnrk.

ft Leaving White nothing but to retreat.

tt He would obviously have lost his Q. had he taken the doubled P.
with her.

§§ We have here one of those positions, wIkic the young player,

flashed with success, is too apt to suffer a victory within his reach to

dude Ub. 2<nnt ml «tf te& inezpeiienoed amaleim wmdd now snafech «i
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37. Q. takes Kt. 37. B. takes Q.
38. K. takes P. (ch.) 38. Q. takes R.
39. P. takes Q. 3^. K. takes P.

40. K. to Kt.'s 2Qd. 40. P. to K's 6tlu

41. K. to B'fl 3rd. 41. B. to Q. B'a 3rd Cch )
42. K. to Kt.'8 4th, 42. P. to Q's eth.

White rengns.

WB1TB. (Mr. H.)
1. P. to K's 4th.

2. P. to Q. B's4th.

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

4. K. Kt. to B's 3rd.

5. K. B. to K*s 2nd.

6. P. to K. R's 3rd.

7. P. t ) K's 5th.

8. P. takes P.

9. P. to Q's 3rd.

10. Q. to her 2iid.

11. Castles.

12. Q. Kt. to B's 3rd.

13. K. to R's sq.

14. P. to Q. Kt.'s3id.
15. P. takes P.

16. P. to Q's 4th.

17. P. takes P.

18. Q. B. to Kt.'s 2nd.
19. Q. to B's 2nd.|:

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

the same players.

BLACK. (Mr. S.)

1. P. to Q. B's 4th*

2. P. to K's 3rd.

3. P. to Q's 3rd.

4. K. Kt. to R's 3rd.

5. P. to K. Kt.'s 3rd.

6. P. to K. B's 4th.

7. Q. Kt. to Q. B's 3fti.

8. B. takes P.

9. Q. to B a 2nd.

10. Castles.

11. K. Kt. to B's 2iid.

12. P. to Q. R's 3rd.

13. Q. R. to Kt.'s sq.

14. P. to Q. Kt.'s 4th.*

15. P. takes P.

16. Q. Kt. to R's 2nd.t
17. B. takes Q. B. P.

18. K. R. to Q's sq.

19. B. to K's 6th.

§

20. Q. B. to Kt.'8 2iid.|l

the R.» oonodTing the check with the Kt. sheer loss of time ; and would
be astounded to learn that they had lost the game hj their impetuoeity.

Let us suppose Black to hare played in this manoer

36. B. takes R.
37. Q. to B's Gth (ch.) 37. Q. to Kt.'s 2nd.

38. Q. to her 8th (ch.) 38. Q. to Kt.'s sq.

39. P. to K. Kt.'s 7th (ch.) 39. K. must take P.

40. a. to K. B's 6tfa.

Mate I I

* Tliis move was not sufficiently considered. B. to Q's 2nd wouid
have been better play.

f By taking the Q. P. he would haye lost two Pawns for one.

X If properly taken advantage of, this move should have lost the game.

f With the intention of winning the Kt. by playing the P. to Q. Kt's
6th.

n Itwoii]dhavehee&betterpla7totaketheK.B.P.y we think.
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21. Q. to Kt.'s 5rd.

22. Q. talv-p^^ K. P.

23. Q. to K. B'9 ^'th.*

24. Kt. takes a Kt. P.

25. R. takes B.

26. Q. to her B's 3rd.

27. B. takes Kt.

28. P. to Q. R's 4tii.

29. P. to a. Kt.*B 5th.

30. a to her B't 6tli.

31. Q. to B's 4th.

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

33. Q. to her B's 5th.

34. Q. takes B.

35. Q. to Kt.'s 3rd (ch.)

36. Q, to Kt.'s 2nd.

37. P. to Q. R's r)th.

38. K. R. to B's sq.

39. Q. to her 2nd (ch.)

40. K. toKt.'ssq.$
41. K. R. toQ. Kt.'8sq.

#2. Q. to K. B'b 2nd.
4^. P. to Q. R's 6th.

4*. Q. to B's 3rd (ch.)

45. P. to Q. R's 7th.

46. P.to Q. R's8th(bM0iiiiDgaQ.)
47. R. takes Kt.

48. Q. tnkes Q.
49. K. takfs R.

50. K. to B's :?rd.

51. K. to his Old.

21. a takes K. B. P.

22. K. R. to K's ^q.

23. Q. to K. K > ird.

24. B. takes K. Kt.f
25. B. to K. Kt.'8 4th<

26. Kt. takc» kt.

27. R. takes B.J
28. Q. R. to K's 4th.

29. B. to Q'l 7th.

SO. Q. R. to K's ML
31. B. to Q. R's 4th*

32. R. to K's 5th.

33. B. takes B.

3f. Kt. to K's 4th.

35. K. to Kt.N 2nd.

36. Q. to K. H s 5th.

37. K. to R's 3rd.

38. Kt. to K. Kt. s 5th.

39. K. to R's 4th.

40. Kt. to K's 6th.

41. Kt to Q. B's 5th.|

42. Q. to K. Kt.'8 4th.

43. R. to K's 7th.

44. K. to R's 3rd.

45. Kt. to Q. Kt,'s 3rd.

46. Kt. takes Q.
47. Q. takes K. Kt. P. (ch.)

48. R. takes Q. (ch.)

49. R. takes R.
50. K. to Kt.'s 4th.

51. K. to R's 5th,

* Tbreatening to win at least a Piece by playing Q. Kt. to Q'a 5th

next move.

f if he bad taken the Q. Kt.| White would have won the game by
moving K. B. to Q. B's 4th.

J Blark has now tlie advantage of a Kt. for a P., quite sufficient^ with

ordinary care, to win the game.

§ Intending to take the Kt. (checking) next move.

II
Instead of this move be should have taken the K. Kt. P. with his

Kt.| and then he must have won easily, {e. g.)

41. kt. takes K. Kt. P.

42. Q. takes Kt., or (A.) 42. Q. R. to K's 6th.

And White cannot save tne game.

(A.)

42. Q. to her sq. (ch.) 42. R. to K's 7th, &c
White has many ways of phiyins^ besides the two given| ^at none whidh

can preveiU the ultiujate loss of the game.
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52* P. to a. Kt/s eth.

53. P« to Kt's 7th.

54. K. to B's 3rd.

55. K. to Kt.'s 2nd.
56. P. takes P.

57. R. to Kt.'s 5th.

5«. K. to B's 2nd.

59. R. to Q. Kt.'s sq.

60. K. to Kt.'s 3rd.

61. R. to Kt.'s 4th.

62. R. takes P.

52. P. to K. Kt'B 4tb.

53. R. to a Kt's 1^.

54. P. to K. R's 4tli*

55. P. to Kt.'8 5th.

56. R. P. takes P.

57. P. to B's 5th.

58. P. to B's 6th.

59. K. to Kt.'s 4th.

60. K. to B'a 4tii.

61. K. tohia4tb.

game.

Qame X.—Between H. der Laza and Mr. H. of Berlin.

WHITE. (Mr. H.)
" 1. P. to K'.-, 4th.

2. P. takes P.

3. K. B. checks,

4. B. to Q. B's 4th.

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

7. Q. Kt. to B's Srd.*

8. Q. Kt. to K's 4th.

9. B. takes Kt.

10. K. Kt. to K's 2nd.

11. K. Kt. to B's 4th.

12. Q. Kt. to K. Kt.'s 3rd.

13. K. Kt. to K's 2ad.

14. P. to Q's 4th.

15. K. Kt. takes Q. P.

16. Q. takes B.

17. Q. B. to K. B's 4th.t
18. Q. to her 3rd.

19. K. to B's 2ivd.

20. B. to K's 3rd,§

21. Q. takes R,

22. Q. takes Q.
23. P. takes P.

24. K. R. to Q's sq.

25. K. R. to Q's 2nd.

BLACK. (V. H. d, L.)

1. p. to Q's 4th.

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

3. B. to Ct^s 2nd.

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

5. B. to K. Kt.'s 5th,

6. B. to his own sq.

7. P. to Q. Kt.'s 5th.

8. Kt. takes P.

9. Q. takes B.

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

11. Q. to her Kt.'s 4tli.

12. P. to K's 4th.

13. K. B. to a. B's 4th.t
14. P. takes P.

15. B. takes Kt.
16. Castles.

17. Q. Kt. to B's 3rd.

18. K. R. to K's sq. (ch.)

19. Q. to Kt.'s 3rd (cli.)

20. R. takes B.

21. P. to K. B's 5th.

22. P. takes Kt. (ch.)

23. Q. R. P. takes Q.
24. B, to K. B's 4tii.

25. K. to B's 2nd.

Instead of this move, he ought to have played Q. to K's 2Qd.

•f By this move, White is deprived of the power to castle.

i He has perhaps no better move in his present bad position.

§ To avoid the shotting up of Ms K. R.9 ho ii obliged to sacriHoe twt
minor Pieces for a R. and P.
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26. P. to K. Kt't 4l]u

27. P. to a. R't 3i4.

28. P. takes P.

29. K. to Kt/s 3rd.

30. K. to R's 4ih.

31. K. K. to K's 2iid«

32. P. takes Kt.

33. K. to R's 5tli.

34. K. to R's 4th.

26. B. to K's 3rd.

27. P. takea P.

28. Kt to K's 4tli.

29. P. to K. R's 3rd.

30. Q. R. to his 5th.

31. Kt. takes K. Kt. P.
32. R. take*^ P. (ch.)

33. R. to Kt.'s 4th (ch.)

34. R. to Kt.'8 5tb (ch.)«

game.

Gaxx XI.—]

WHITE. (Mr. H.)
1. P. to K's 4th.

2. P. takes P.

3. B* cbaeks.t

4. B. to Q. B's 4th.

5. B. to Q. Kt.'s 3rd.

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

7. Q. to K's 2nd.
II

8. P. to Q. B's 4th.^

9. Q. Kt. to B's 3rd.**

10. P. takes Q. P.ft

'Between ilie same players.

BLACK. (V. H. d. L.)
1. p. to Q's 4th.

2. K. Kt. to B's 3rd.t

3. B. to Q'b 2nd.

4. P. to a Kt.'« 4th.

5. 6. to K. Kt's Stfa.f

6. B. to his own sq.

7. P. to Q. R's 3rd.

8. P. to Q. B's 3rd.

9. P. takes Q. P.

10. B. to Q. Kt.'s 2Dd.

* Here Black proffered to make the game drawn, remaildng tiiat lie

might perhaps win by yentaring R. to K. B's 5th.

•f*
It is with this move the Centre Gambit begins : if, instead of playing

the Kt., the first player takes the P. with his Q., he is obliged by Q. Kt.

to B's 3rd, to retreat hi> Q., which is followed by Q. P. two; loid his

opponent has the ?nyierior LMrae.

J It may be remarked here, that if the first player wishes to avoid the

complicated manoeuvres of tliis Gambit, and })rtfers giving up the gained

P., which Will probably be the case in actual games, he should play for

his 3rd move Q. P. two ; and, when the Kt. pikeB the gambit P. bring

K. Kt. to B's 3rd.

^ Black might play P. to Q. R's 4th (and White must answer witli

P. to Q. R's 3rd), then Q. B. to K. Kt.'s 5th, then Q. B. to hts own sq.,

and afterwards B. to Q. R's 3rd, by which he acquires another position,

presenting new difficulties for the deifence of the gambit P., wliich are not

easily got over.

II
This is better than the move of the Kt. in the last game.

Better tlian P. to Q. R*s 4th, as in the first of these games.He might also take Q. B- P. with Q. P.

ft If^ P. takes Q. Kt. P., Black plays—

10. P. to Q's 5th.

11. Q. Kt. to K's 4th. 11. P. to Q's 6th.

12. Kt. takes Kt (sh.) 12. K. Kt. P. talnss Kt
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11. Q. to K*s 5th *

12. Q. to hr*r 4rh.

13. Q. to K's 3rd.t

14. Kt. to a R*i 4tlu

15. P« to Q'b 6th.$

16. P. to a R's3rd4
17. a R. P. takes P.**

18. Q. to her B's Srci.ft

19. P. to Q's 4th.$J

20. B, takes Kt.

21. K. Kt. to K's 2n(I.

22. K. Kr. to K. B's 4tk.

2:^. K. to IVs 2iul.

21. F. to K. Kl's 4th.

25. a to K's 3rd. II II

26. P. to K. R's 4th.1[f

27. K. Kt. to R's 501.

28. Q. to K's 4th.

29. Q. to her 5th (ch.)

30. P. to K. Kt/«.'>tb.

11. Q. Kt. to Q's 2nd.

12. Q. to her Kt.'s 'Ard.-f

13. l\ to Q. Kt.'s oth.

14. Q. to her R's 4th.

15. Q. B. to his Srd.

16. P. to K's 3rd.f
17. Q. Ukes P.

18. Q. takes P.

19. K. Kt. to Q's4tik.

20. Q. takes R.

21. B. to Q. Kt.'s 4th.§§

22. Q. to K. B's 4th.

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

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

25. Csstles on K's side.

26. P. to K's 4th.

27. Q. to K. Kt.'s Zn}.

28. P. to K. B's 4tb.

29. K. to R's sq.

30. P. to K. B's 5th.

13. Q. to K's 4ih. 13. Q. R. to Q. R's 2sd.

14. K. B. to Q. B's 4th. 14. Q. R. to Q's 2nd,

and \Miite will not he able to rid himself of the P. at his Q's 3rd, whir^
completely locks up his game.
* To defiend the P. If he attempts to do so by Q. to her 3rd| Bla..k

plays K. P. one.

t If lUack replies with Q. Kt to his 3rd, Whito nay play Q. R. P. two.

% White retires his tibal if Black exchanges he may unite his P'a

—

K. Kt. to K's 2nd would, howeyer, ha?e been better, the P. at Q's 5th
being no longer defensible.

§ The only way tn preserve the P. for a move or two.

II
By this move the ivt., which appears to be lost, is indirectly but yet

securely defended.

% If Black 4)erspvere in ^is endeavours to win a Piece by playing Q. U«
to Q. Kt.'s sq., White can answer with—

17. Q. R. P. takes P. 17. R. takes P.

18. Q. to Q. B's 3rd,

haying a better position.

It would be unsound to sacrifice the B. now by taking the K. P.

it To drive Black to take thep. at Q's 6tii, by which thedevdopment
of his Pieces is somewhat retarded.

K. Kt. to K's 2Rd appears to be better.

§§ The best move—preventing "White from castling,

nil The Q. is not well placed—Kt. to K. Kt.'s 2iid would have ]no.
louged the defence.

He mi^lit also have played Q. Kt. to B's 3rd»0ff K. E. to K'ssq.t
bftt neither would have oeea oi much avaU.
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31- K.R. tuQ'ssq. 31. Q. takes Kt.

32. Q. takes K. B. 32. Q. takes K. R. P. (cb.^

S3* K. to Kt's sq. S3. Q. takes F. (di.)
,

34. K* to R'a sq. 34. a to R's 5tli (eh.)

35. K. to Kt.'6 2na. 35. Q. to Kt.'8 6th (di.)

36. K. to R's aq. 36. K. R. to B a 4th.

And White loses the gane.

Gams XII.—^Between

WBITB. (Mr. S.)

1. P. to Q'8 4th.

2. P. to K*s 4th *

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

4. Q. B. to K. Kt.'s5tb.
5. B. takes Kt.

6. Kt. takes- P.

7. Kt. to K. Kt.'s 3rd.

8. B. to Q's 3rd.

9. K. Kt. to K's 2nd.

10. P. to K. B's Uh.

11. P. to Q. B's 3id.

12. P. takes P.

13. K. to B's 2nd.

14. K. R. to K. BV sq.

15. K. to Kt.'s sq.

16. B. toQ. Kt.'s 5l3i.t

17. B. takes Kt.

18. R. to K. B's3rd.§
* 19. P. takes P.

20. K. to R\s sq.

21. K. R. to Q. Kt.'s 3rd.

22. P. to Q. R's 1th.

23. Kt. takes K. B. P.

24. R. takes B.

25. Kt. to K. Kt.'s 3rd.

26. Q. takes Q. P. (cb.)

i. Uorwitz and Statuitoz.

BLACK. (Mr. H.)
1. p. to K. B's 4th.

2. P. takes P.

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

4. P. to Q. B's 3rd.

5. K. P. talves B.
G. P. to Q :, 4tli.

7. B. to Q'a 3rd.
8. Castles,

9. P. to K. B's 4th.

10. P. to Q. B's 4th.

11. P. takes P.

12. B. to Q. Kl's 5th (ch.)

13. a Kl. to B's 3rd.

14. B. to Q. R's 4th.t
15. B. to a Kt.'8 3rd.

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

17. P. takes B.

18. P. to Q. B's 4th.||

19. B. takes P. (ch.)

20. Q. B. to Kt.'s 2nd.

21. K. B. to Q. Kt.'s 3rd»%
22. P. to Q. R's 4th »*

23. Q. takes Kt.

24. B. to Q. R's 3rd.

25. a takes K. B. P.

26. K. to B's aq.

* This strikes us as a novelty not to be found in ** the books."

*t*
F^aratorj to an attack on the Q» P. with B. and Q.

X The only move apparentW to save the CL P.

§ Partly in anticipation of Black's playirig Q. B. to R's 3rd.

It
To get the advantage of a passed" Pawn, and give finee rango

presently to his Q. B.

«| Had he protected the Q. B. with either of his Books, White wonid
Jiave won both Bishops for his Rook.

by this Diode of play Black loses a Pawn^ but we doubt if he had any
other less disadvantageous to hinu
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27. Q. takes Q. R. P.«

28. Q. to K'8 sq.;

29. a. to K. Kt.'s iq*

SO. P. to O. R's Sth.

31. P. to Q. R's 6tli.||

32. Q. R. to Q't sq.

33. Kt. to B's sq.

34. R. takes B.

35. Kt. to K's 3rd.

36. Kt. takes R.

37. P. to Q. R's 7th.

38. R. to K's Gth.

39. Q. to K's 3rd.

40. R. to K's 8th (di.)

41. Q. tiOcM R. (ch.)

42. Q. to K's 4th (ch.)

43. a. to K's 3rd.

44. P. to K. R^s 3rd.

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

And

27. Q. R. to a B's sq^.t

28. K. R. to K's sq.

29. fi* to Q's 6th.{

80. B. to O. B's 5th.

31. B. to Q*s 4th.

32. Q. to K's 4th.

33. R. to Q- B's 7th.

34. Q. takes R.

35. Q. to her 7th.

36. Q. takes Kt.

37. Q. to her B's 2ad.

38. R. to Q. R'ft sq.

39. P. to K. R's 3id.

40. R. tskes R.
41. K. to R's 2iid.

42. P. to K. Kt.'s 3rd.

43. Q. to her Kt.'s 2iid.

44. P. to K. R's 4th»

won ths gaxnOa

GiME XIII.F—Played some years since, in a match by ocvrres*

^Mmdence, between tbe leading players of Bristol and Mx»
Staunton.

WHITE. (Mr. S.) BLACK. (BristoL)

1. p. to K. B's 4th. 1. F. to Q's 4th.

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

3. P. to K's 3rd. 3. Q. Kt. to B's 3rd. •

4« K. B. to Q. Kt's Sib. 4. P. toa R's 3id.

5. B. takes Kt. (ch.) 5. P. takes B.

6. Castles. 6. P. to K's 3rd.

7. P. to Q. B's 4th.T 7. K. Kt. to R's 3rd.

8. Q. to K's 2nd. 8. K. B. to Q's 3id,

9. Q. Kt. to B's 3id. 9. Q. to K's 2od.

Tins move involved so many remote contingencieS| that it required
some nerve and the nicest calculation to venture on it.

f Ingeniously played.

t His onlT safe move.

$ Black's gtme was to bring this B. to bear on the adverse K. Kt. P.

;

lie would have saved time, therefore, by moving it at once to its 5th.

II
If White had played his R. to Q. kt.'s 7th, with the view of winning

the K. Kt. P., Blark might have played R. to K's 3rd, leaving the P. to

be taken, atnl then R. to K. R's 3rd.

% If Black take this P., their opponent obtains more than an ecjuirA*

Icnt| as he separates their PawnS| and gains one of them immediately.
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10. p. to Q. Kt.'sSrd.

11. P. to Q% 3rd.*

12. P. to K's 4th.

13. Q. P. takes P.

14. P. to K. B's 5th t
15. K. Kt. to K. R'« 4th.

16. R. to B's 3rd.

17. Q. 13. to K'd 5rd.

18. a R. to K. B's sq.

19* R. to K. Kt's 3rd.

20. a to K. Kt's 4th.

21. K. Kt. to B't 3rd.

22. K. Kt. takes Kt.§

23. P. to K. R's4th.
24. P. takes P.

25. P. to K. Kt.'s 6th.

26. K. R. to liis 3rd.

27. Q. to K's 2iu!.

28. Kt. to Q. R's 4th.

29. Q. to her B'a 2nd.

30. P. to K. Kt.'s 4th.

31. B. takes P.

32. Kt takes B. (ch.)

33. R. to Q's 3rd.

34. Kt. takes R.
35. R. to Q's sq.

36. R. to Q's 2nd.

37. Q. takes Q.
38. K. to B's 2nd.

39. K. to his B's 3rd.

10. P. to K. B'b 3rd.

11. Castles.

12. Q. P. takes K. P.

13. P. to K's 4th.

14. Kt. to B's 2nd.

15. Q. B. to Q's 2ih1.

10, K. R. to Q's sq.*

17. Q. B. to K's sq.

18. K. Kt. to K. Kt.'s 4th.

19. P. to K. R'a 3rd.

20. K. R. to Q's 2iid.

21. K. to B'asq.
22. K. R. P. takes Kt.

23. B. to K. B's Snd.

24. K. to his sq.

25. B. to K. Kt.'ssq.

26. K. to Q's t»q.

27. K. to Q. B's 2nd.
2S. K. K. to Q's sq.

2'J. K. to Q. Kt.'s 2nd.

30. Q. to Q. B's 2nd.

31. B. takes B.

32. K. to Q. B'i iq.

33. R. takes R.
34. Q. to her 3rd.

35. K. to B's 2nd.

36. Q. to her 5th.

37. P. takes Q.

38. R. to Q*8 sq.

And wins.

* Better than moving the P. to Q's 4th, as Black would then hiv«

released the doubled Pawns.

f Far more effecfiTe than taking the K. P.

t Q. R« to Q*s sq* would, perhaps, have improred tneir game.

§ If mite had attacked the Kt. with K.R. P., instead of taking it. h«
Uronld have lost kis Qoeen.

nm OT Boov t«

2d
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SYNOPSIS OF BOOK Yl.

ENDINGS OF QiJfES.

Chaptbk L
King aud Queen against King.

King and Rook againsi King.

King and two Biahopa against King.

King, Biiliop, and Knight against King.
King and two Knights against King.

King and F^wn-»King, Bishop^ and F^wn-Hiad KJngy Knigitl, and

Pawn, against King.

CBATTSa II.

Queen against a Knight or Bishop*

Qaeen against Rook.

Queen against Rook and Pkwn.
Queen against two Bishops.

Queen against two Knights.

Queen against Knight and i^i^liop.

Queen a^jjainst Queen and Tawu.
Queen against Fawn.

CsAPTKa III«

Rook against Bishop.

Rook against Knight.

Hook and Pawn against Bishop.

Rook np-ainst three minor Pieces.

Hook and Pawn against Rauk,

Kook against one or more Pawns.

Rook against two Rooks-

Rook against Rook and Bishop.

Rook against Rook and Knight.

CRAFTSa IT,

Eliding of games with Kings and Pawns only*

King and Pawn against King and Pawn.
King and two Pawns against King and Bawa.
King and two Pawns against King and two Bmhis*
King and two Pawns against King and three Pawns*
King and Pawns against King and three Fawns*

CRAFraa Y,

Chess Notation adopted in Gennany and France.

Chess Problems



liOOK YI-

To play with correctness and skill the ends of games, is on itupurtaut bul

a very fare aooomplidiiient, ezce7t among tho ttagnatei of the game.
To the inezperienoed plajery a want of knowledge of the principles whieb
should the action of fait foroes when the iidd Is comparatively
Tacant, is a constant sourct; of embarrassment and mortification. How
often, whOe he is exulting in a fancied victory, when in fact it seems
within his grasp, and he is dismissing the last uncertainty of its resalt»

do we see it snatrhrd from him in a monient ! The well-timed advance

of snnir unbredt^d Puwn— the pcr}>etual and unavoidable check of the

Fole remanuiiLT V'wcc of his opponent—or the still more tantalizing di-

Jv*nima of a forced stalemate— will often reverse the fortunes of the day

or make the contest null. You t^hould, therefore, make it an especial

jioiuL of btudy, to comprehend the various classes of pobitions wiiick mo:»i

frequently occur towards the terminating stages of the conflict. To
enable yon to do so« we will now begin with the simpler class of check-

mates, consisting of the King alone against an adverse force of different

degrees, proceeding onward to the more difficult and complex sitnatioiia

wUch ariasi when both parties are left with nearly eqnal foms atthecnL

CKjLFTBR I.

KING AND QU££N AGAINST KING.

Tins is one of the simplest of all checkmates. It is only necessary to

force the single King to the nearest side of the chess-board, and Uien
bringing up your own King, yon mate in a very few mores. There is^

howerer, one danger to be gaarded againstt riz., that of Mttilemaiing your
adTemry. The power of the Qaeen being lo great, renders yon very

liable to this emr. Plaoe your Pieces as in Diagram 1, and find how to

effect mate in two moves—observing the prolwbilitf there is of yonr
giving stalemate,

KING AND ROOK AGAINST KING.

This is also every easy checkmate* though less so than the preeeding one.

A little practioe, however, will enable you readily to master it. In foot,

In the most ftvonrable position for the single Ki^gi he cannot protiact

2l>2
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mate beyond eighteen or nineteen moves. As before, he must be driven

to the side of the board, and then your King being placed in front of hira,

with one square between, mate is given by a check from the Rook on the
«ame side line upon which the King stands. An example (see Diagram 2)
will make this quite plain.

WHITE.
1. R. to K. R's 7th.

2. K. to K's 2nd.

3. R. to Q. R's 7th,

4. K. to K's 3rd.

5. K. to K's 4th.

6. K. to Q's 5th.

7. K. to Q's 6th.

BLACK.
1. K. to K. B's sq.

2. K. to K, Kt.'s sq.

3. K. to K. B's sq.

4. K. to K's sq.

5. K. to Q's sq.

6. K. to Q. B's sq.

7. K. to Q. Kt.'s sq.

8. R. to K. R's 7th.

(8. R. to Q. B's 7th is still better, but the present move exhibita the

principle more clearly.)

8. K. to Q. B's sq.

9. R. to K. Kt.'s 7th. 9. K. to Q. Kt.'s sq.

10. K. to Q. B's Cth. 10. K. to R's sq.

11. K. to Q. Kt.'s 6th. 11. K. to Kt.'s sq.

12. R. to K. Kt.'s 8th (checkmate.)

Diagram 1,

BLACK.

Diagram 2,

BLACK.

WHITE. WHITE.

In the following situatioii (see Diagram 3). examine how to give mat«
In three moves.
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KING AND TWO BISHOPS AGAINST KING *

The two Bishops also win, without much difficulty, against the King
alone ; but in thia case the King must be forced, not only to a side of the

board, but into one of the corners, or, at any rate, into a square adjoining

a corner one. The following example (see Diagram 4) will be a sufficient

illustration :

—

WHITE.
1. K. B. to K. R's 3rd.

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

3. K. to his 2nd.

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

5. K. B. to K. B's 5th.

6. K. to his Kt.'s 4th.

7. K. to his Kt.'s 5th.

8. K. to his B's 6th.

9. Q. B. to Q. B's 7th.

10. K. B. to Q's 7th.

11. K. to his Kt.'s 6th.

12. Q. B. to Q's 6th (ch.)

13. K. B. to K's 6th (ch.)

14. Q. B. checkmates.

BLACK.
1. K. to Q's sq.

2. K. to K's 2nd.

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

4. K. to K's 2nd.

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

6. K. to his 2nd.

7. K. to Q's sq.

8. K. to K's sq.

9. K. to B's sq.

10. K. to Kt.'s sq.

11. K. to B's sq.

12. K. to Kt.'s sq.

13. K. to R's sq.

Diagram 3.

BLACK.

Diagram 4.

BLACK.

WHITE. WHITE.

* Chess Chronicle, toI* ii» r* 184*
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KING, BISHOP, AND KNIGHT AGAINST KING*

This is a much more difficult checkraate than any of the preceding ones,

and should you be left with sncii a force at the termination of a game,
you would probably find it quite impossil»le to win within the stipulated

number of moves. This position nieritb a close examination, and you
will then see that in this case, the King must not only be driven into a

corner of the board, but into one of them which is commanded by your

Bishop.

Yon will abaenre in this position (see Disgram 5), that tiie Black King
it in tike most unfinrourable situation for you, since he occupies a comer
square which is not commanded hj your Bishop.

1. Kt to K. B's 7th (ch.) I. K. to KVa sq.

2. B. to K's 4th. 2. K. to U*a sq.

3. B. to K. R's 7th. 3. K. to hk sq.

4. Kt. to K's 5th. 4. K. to his B's sq.» or (A.)

5. Kt. to Q's 7tb (ch.) 5. K. to his sq.

6. K. to his Gth. 6. K. to Q's sq.

7. K. to Q's Gth. 7. K. to his sq. (best.)

8. B. to K. Kt.'s Gth (ch.) 8. K. to Q*s sq.

9. Kt. to Q. B's 5th. 9. K. to Q. B's sq.

10. K. B. to his 7th. ' 10. K. to Q's sq.

11. Kt. to Q. Kt.'s rth (ch.) n. K. to Q. B's sq.

12. K. to Q. B's 6th. 12. K. to Q. Kt.'s sq.

13. K. to Q. Kt.'s Gth. , 13. K. to Q. B's sq,

14. B. to K's Grh (ch.) 14. K. to Q. Kt.'s sq.

15. Kt. to Q. B's 5th. 15. K. to Q. R's sq.

16. B. to Q's 7th. 16. K. to Q. Kt.*s sq.

17. Kt. to Q. R's Gth (ch.) 17. K. to Q. R's sc^,

18. B. to Q. B's 6th (checkmate.)

(A.)

4. K. to Q s sq.

5. K. to his 6th. 5. K. to Q. B's 2nd.

6. Kt. to a's 7th. 6. K. to a B's 3rd.

^This is his best move, to avoid the corner square
; if, instead of this, he

play his K. to Q. Kt.'s 2iid, your best move is the B. to Q's 3rd, and

if he then play K. to Q. B's 3rd, you can move your B. to Q. B's 4th,

and after next move^ B. to Q. Kt.'8 5th.)

7. B. to Q's 3rd. 7. K. to Q. B's 2nd (best)

8. B. to Q. Kt.'s 5th. 8. K. to Q's sq.

9* Kt to K's 5th. 9. K. to B's 2nd.

10. Kt to a. B'b 4th. 10. K. to Q's sq.

11. K. to Q's 6th. 11. K. to Q. B'l sq.

* Chess Chronicle, vol. ii. p. 185.
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12. Kt. to Q. R's 5th.

13. Kt. to Q. Kt.'8 7th (ch.)

14. K. to Q. B's 6th.

15. Kt. to Q's 6th.

16. K. to Q. B's 7th.

17. B. to Q. B's 4th.

12. K. to Q's sq.

13. K. lo Q. B's sq.

14. K. to Kt.'s sq.

15. K. to R's 2nd.

16. K. to R's sq.

17. K. to R's 2nd.

18. K. to R's sq.18. Kt. to Q. B's 8th (ch.)

19. B. to Q's 5th (checkmate.)

It not unfrequently happens, however, that when your opponent has A
Pawn besides the King, checkmate can be given without the necessity of

driving him to the corner commanded by your Bishop, because you do not

then incur the risk of stalemating him. Tne following position, from the

**Palaraede," (December, 1842, p. 288,) illustrates this. (See Dia-

gram 6.)

Diagram 5.

BLACK.

Diagram 6.

BLACK.

WHITK. WHITE.

^^^lite to move, and give mate in six moves.

WHITE.
1. B. to Q. Kt.'s 4th.

2. B. to Q. B's 5th (ch.)

3. K. to Q. Kt.'s 6th.

4. K. to Q. R's 6th.

5. B. to Q's 6th.

6. Kt. mates.

BLACK.
1. K. to Q. R's 2nd.

2. K. to R's sq. (best.)

3. P. to Q. Kt.'s 5th.

4. P. to Q. Kt.'s 6th.

0. P. to Q. Kt.'s 7th.
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KINO AKD TWO KNIGHTS AOAINST KING.

Tai two Knights, with the assistance of the King, cannot force ehiA^
male; unlesiy md«ed, tlie adversary has a Pawn, which may sometiraes

be made the means of effecting it with only a single Knight, as will be
seen hereafter. Many singular positions occur with the Knights, where
the adverse Pawns, or even Pieces, may be made to assist in crowding,
and finally in checkmating, their own monarch. The following is an
example

Dfagrain 7*

BLACK.

H
kuJ

r.- ;

/ '

J.

i :

\ -

1
"'1

r ^-.^^^

! ... /

i
,
• *• '*>

PI

WHITE.

White matea in aix moTes» thna \

BLACK*
1. Kt fiom K'a 3rd to Q. B'a I. P. to Q. B's 4t]i.

2. P. to Q. Kt.'s 4th. 2. P. takes P.

3. K. to his 2nd. 3. P. to Q. Kt/s 6th,

4. K. to his sq. 4. P. to Q. Kt.'8 7lh.

5. Kt. to K's 5th. 5. P. Queens.

6. Kt. to Q's 3ra (checkmate.)

Digitized by Google



ENDIlfOS OF GAMES,

ILING AND PAWN,—KING, BISHOP, AND PAWN,—AND
KING, KNIGHT, AND PAWN,—AGAINST KING.

When one Pawn only is left on the board, supported by its King, and the

adverse King is either in front of the Pawn, or within such distance as to

be able to intercept it, it becomes a point of great nicety in some cases, to

calculate whether or not you have the power of Queening the Pawn, and
therefore of winning the game. This frequently depends upon your
gaining the opposition, which you cannbt always do.

In the annexed position (see Diagram 8) you have the opposition, and
if Black have to play you will win. Thus :

—

1. K. to his sq.

2. P. to K's 7th. 2. K. to his 2nd,

3. K. to B's 7th, and
4. P. Queens.

But if you move first, the game is drawn ; for if you play P. to K's 7th

(ch,). Black moves King to his square, and you must eitlier abandon the

Pawn or give stalemate. You will find, on trial, that any other mode of

play on your part will produce the same result,—from which is deduced

this important general rule : That if you can advance the Pawn to its

7th sq., not giving cheeky you will win ; but that if the Pawn checks at

this point, you will only draw.

Diagram 8. Diagran. 9.

BLACK. BLACK.

WHITE. WHITE.

In this position (see Diagram 9) you will win either with or without

the mov3 ; for if Black have to play, he is forced to allow your King to

be moved either to B's 7th or Q's 7th sq. ; and if you move you gain th«

opposition, by playing K. to B's 6th or Q's 6th, and then P. to K's 6th.

Jt is evident that this would equally hold good if your Pawn were any
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munber of sqaam lew ulyaiiced ; so that yoa inyariably win, if yon can

uiooeed m. plaeiiig your King on tbe sixth iquare of the file occupied by

your Pawn, and in front of it
;
providing", of course, that the single King

camiot attack the Pawn, so as to compel yon to retreat in order to support

it. It is perhaps scarcely neressary to observe, that if the I'awn be upon
eitlier of the Ruuks' files, these remarks will not apply—this contiiigexicy

will be considered hereafter.

Recurring to the last position (Diagram 9), place your King and Pawn
each one iqiuune farther back, that is, King his 5th, and Fawn at King's
4th square. If now you have t<t more you win, by playing King to his

6th as before; but if Blaek play first he will draw the game* (tf*^.)

WHITK. BLACK.

X. K. to his 2nd.

2. K. to K. B*s 5th. 2. K. to B's 2nd.

3. P. to K's 5th. 3. K. to K's 2nd.

4. P. to K's 6th. 4. K. to K's sq.

It is obTious, that if instead he had moved K. to Q's or K. B'a sq., you
would have won, as in the first example.

5. K. to B's 6th. 5. K. to B's sq.

And draws as before*

The student is recommended to devote a little time to the careful exa

.

mination of the preceding position'? and variations, ^'ith snch others

arising out of them, as will readily snszeest themselves ; alter which, he

will not find much di&culty in understanding the following one, (S^
Diagram 10.)

This position was first given by Lolli, and has been subsequently

quoted by most of the later authors. An analysis of it will exhaust tiie

principal varieties of this branch of the subject. The winning of it for

White, depends altogether upon his having the move or the contrary* In

the first place, suppose White plays first

WHITE. BLACK.
1. K. to Q's 2nd. 1. K. to liis 2nd.

2. K. to his 3rd. 2. K. to his 3rd.

3. K. to his 4th. 3* K. to B's 3nl.

4. K. to Q's 5th. 4. K. to K's 2nd.
5. K. to his 5th. 5. K. to B's 2nd.
6^ K.toQ's6th.

U he play K. to B's 3rd, you adranoe P. to K's 4th, then to K's 5tb,

end on his afterwards moving K. to his sq., you gain the oppositionf

as shown before.

fi. K. to hie M., or to B's sq.

7. K. fo K's 6th.

And then advancei Pawn^ winning.
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^ext, suppose Black has the move, and he will draw :

—

WHITE. BLACK.
1. K. to K's 2nd.

2. K. to Q's 2nd. 2. K. to his 3rd.

3. K. to his 3rd. 3. K. to his 4th.

4. K. to Q's 3rd. 4. K. to Q's 4th.

5. P. toK'8 3rd, ortoK'8 4th(ch.) 5. K. to K's 4th.

And it is clear that, play as you may, you can only draw the game.

The only exception in all the foregoing cases is to be found, as has

ilready been remarked, when the Pawn is upon either of the Rooks' files,

[n these instances. Black will invariably draw the game when his Kin;^

can be placed on any part of the file in front of the Pawn, it being quite

Lmmateiial at what distance the adverse King and Pawn may be. Even,

as in the next example, which is to be found in Ponziani, the player of the

single King will draw the game, if he have not the move, against two

Pawns in a somewhat similar position. For White being to move, he can

only play K. to R's 8th, to which Black must reply by K. to B's sq.

;

and if White then advance B's Pawn, it will be taken ; or if he play

R's Pawn, Black returns K. to B's 2nd, and his adversary is stalemated.

(See Diagram 11.)

Diagram 10.

BLACK.

Diagram 11.

BLACK.

WHITE. WHITE.

Two united Pawns, with their King, always win against King alone.

Another advantage in having two Pawns thus situated is, that they can

always maintain themselves until the arrival of the King to their support,

for should one be taken, the other will advance to Queen. In the next

position (see Diagram 12), W^hite wins by advancing K. to Kt.'s 5 th,

then Queening Rook's Pawn, and upon that being taken, playing K. to

R's 6th, or B's 6th, having the opposition. It is curious, however, that

if White had a Bishop in place of a Pawn, at his R's 7th sq., he could only

ih'aT the game, for he could not drive the adverse King from the comer i
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'and should he sacrifice the Bishop at Kt.*s 8th, he could not afterward! gain

the opposition.

Of course, in all ordinary cases, a Pawn, with the support of one of tlif

minor Pieces in addition to the King, must win with ease. Besides the

case just mentioned, however, there are one or two important exceptions

to this rule,—an acquaintance with which will sometimes enable you to

save an otherwise desperate game. Of these, the one of most consequence
hes reference to the l^ishop, and may be thus expressed : That if you are

left with a Pawn on the Rooks' file, and a Bishop which does not command
the 8th square of that tile, or, in other words, the square on which your
Pawn should go to Queen, you will not be able to win, unless the adverse

King can be prevented from getting before the Pawn.

Diagram 12.

BLACK.

Diagram 13.

BLACK.

t

^^^^^^^ i
-f 1

mi

WHITE. WHITE.

In this position (see Diagram 13), Black having to play, the game, you

will find, can oniy be drawn. Thus :

—

WHITE. BLACK.
1. K. to his 2nd.

(If he play the King to his sq., you can win.)

2. B. to Q. B's 4th, or (A.) 2. K. to B's 3rd.

And play as you may, the game is drawn.

(A.)

1. K. to his 2nd.

2. P. to K. R's 6th. 2. K. to B's 2nd.

And draws the game.

The peculiarity of this latter variation is, that if Black, after the P. ii

moved, play K. to B's 3rd, you win by B. to K. R's 5th«
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"We may conclude this Chapter with two ingenious pos'tions from the

excellent German Treatise so often referred to already, (see Book II.,

page II,) in which a single King draws the game against Knight and
Pawn.

Diagram 14.

BLACK.

Diagram 15.

BLACK.

WHITE. "WHITE.

The first of these positions (Diagram 14) strikingly exemplifies an
important peculiarity of the Knight, viz., that he can never gain a move.
White would now win if Black had to move ; but having himself to play,

the case is different ; for in order to force away the Black King, the

Knight must be able to occupy one of the squares commanding King's

Bishop's square, or King's Bisliop's 2nd square, not giving check, which,

(since tlie moves required by a Knight to reach a given poinc cannot be

altered from an even to an odd number) you will find he can never do.

Suppose,

—

WHITE.
1. Kt. to Q's 6th.

2. Kt. to K's 4th (ch.)

3. Kt. to Q's 2nd (ch.)

BLACK.
1. K. to B's 7th.

2. K. to B's 8th.

3. K. to B's 7th.

&c., &c.

Diagram 15. Here also it is clear that White cannot win, for the

Knight cannot command the Rook's 8th square without le aving the Pawn
to be taken, sjid shovild the King attempt to support it^ you inevitably

give 8talem.'ite»
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Cbaptex 1L

Kkoikos of gAmes Id which there are Pieces or Pawns on both tidM, in

of coune much more difficult and oomplicated in their nature than sodi

as have yet been examined. In many cncps, indm!, the xariations are

too numerous to admit of complete demonst ration, whilst in others, the

result coatinually changes according to the different parts of the board

which the Fame Pieces mny or( upy. All that we can attempt here, there-

fore, is to mention tiie prmcipai mstauces, in which the issue is determi-

nate and fixed ; and to give as accurate an approximation as possible ii

thoae that remain. We need only premise lartiier, that tiie reader will

find a carefnl study of these pecnliar endings of the greatest advantage, not

only as regards his acqnaintanoe with the positions actually given, many of

which in play may never occur, but StlU more particularly as to his

general knowledge of the powers and range of the various PieceSi and of

the methods of most effectually combining and pbying them.

QUEEN AGAINST A KNIGHT OR BISHOP.

(Iif all cases, e tch party is of course understood to havo a Kiqg in

addition to the Pieces named.)

The Quern easily against one of the minor Pieces, except when

m such a posiuon that tlie weaker party, by the sacrifice of the Piece,

may force a stalemate. As an example, £^ee Diagram 16.

WHITB. BLACK.
1. Q. to her 4th (oh*) 1. IL to his drd.

2. K. to his 4th.

If he move the Kt. to Q. B's 3rd, yon should dwck with yonr Q* at

ber 5th, and then take the Kt. ; but if be play*

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

3. Q. to her Kt.'s 6th (ch.) 3. K. to B's 2nd.

4. K. to B's 5th. 4. Kt. to K's 2nd (eb.)

5. K. to Kt's 5th* 5. Kt. to Q's 4th.

6. Q. to her 6th. 6. Kt to K's 2nd.
7. Q. to K. B*8 6th (cb.) 7. K. to his s^.

8. Q. to K's 6th. 8. K. to OV - 4,

9. K. to TVs Gth. 9. Kt. to Q. 1^-3 cq.

10. Q to Q. B's 6th.

And yon must win the Kt.

\^lienever the Knight is at a distance from the King, you may generallf

win it ui a few moves by a divergent check, or by attacking and confining

the Knight ; but you must always be careful to prevent your King td^

Queen beiDg attacked at the same time by tbe MTene Knightf wdi
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^void positions in which Black may draw hy giving np his Knight, as in

the foUowing (see Diagram 17), where Black having to move, can make
a drawn game.

Diagram 16. Diagram 17.

BLACK. BLACK.

"WHITE. WHITE.

In the same manner, the Queen easily wins against a Bishop.

QUEEN AGAINST ROOK.

Herb also, as in the last case, the Queen wins in all general positions, the

exceptions being of the same nature as before, viz., being founded on the

possibility of making a stalemate,—an instance of which has been given in

the Introduction (see page 33).

Philidor gives this position (see Diagram 18), and the method of play*

'ng it. Black being already in check, he i>!ays :

—

WHITE. BLACK.
1. K. to Kt.'s 6th.

2. K. to Q's 6th. 2. R. to Q. B's 7th.

(Should Black play 2. R. to B's 5th, White's reply is 3. Q. to K's sq.,

and then to advance his King.)

' 3. K. to Q's 5th.

(To check would be a loss of time.)

3. K. to Kt.'s 7th.

4. K. to Q's 4th. 4. K. to R's 8th.

(Inviting White to take the Rook, and thus give 8talemate.^

5. K. to Q's 3rd. 5. R. to Kt.'s 7th.

6. Q. to K. R's 4th (ch.) 6. K. to Kt.'s 8th, or (A.)

7; K. to B'b 3rd. 7. R. to K. R'a 7th.

Digitized by Google



416 chess-plateb's handbook.

8. Q. CO Kt.'s 5th (oh.^; 8. K. to R's 8th.

9. Q. to R's 6th (ch ; 9. K. to Kt.'s 8th.

10. Q. to Kt.'s Gth (ch.) 10. K. to R's 7th.

11. Q. to R's 7th (ch.) 11. K. to Kt.'8 8th-

12. Q. to Kt.'s 8th (ch.)

Then takes Rook, and wins

(A.)

6. R. to Q. R's 7th.

7. Q. to Q's sq. (ch.) 7. K. to Kt.'s 7th.

8. Q. to Q. B's 2nd (ch.) 8. K. to R's 6th.

9. Q. to Q. B's 3ra (ch.) 9. K. to R's 5th.

10. K. to Q. B's 4th.

And Hins.

Diagram 18. Diagram 19.

bLACK. BLACK.

WUITK. WHIT£.

With the exceptions already referred to, you can always force the singli

King to a side of the board, and afterwards win the Rook, either by (

divergent check, or as in the last variation. We give one other examph
of the same kind (see Diagram 19), with the metliod of playing it.

WHITE. BLACK.
1. Q. to K. Kt.'s 4th.

If he play R. to K. R's 2nd, White moves Q. to K. B's 5th, and if;

1. R. to Q. B's 7th.

2. Q. to Q's sq. (ch.) 2. R. to Q. B's 8th.

3. Q. to Q. Kt.'8 3rd (ch.) 3. K. to R's 8th.

4. Q. to Q. R's 4th (ch.)

If instead you play K. V) his 2nd, Black moves R. to B's 7th (cb and
will draw the game.
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5. K. to Q's 2nd.

6. Q. to Q. Kt.'s 5th (ch.)

r. Q. to Q. R's 6th (ch.)

8. Q. to Q. R's 5th.

9. K. to Q's 3rd.

10. Q. to Q. Kt.'s 5th (ch.)

11. Q. to Q. R's 4th (ch.)

12. K. to Q's 2nd.

4. K. to Kt.'s rth.

5. R. to Q. Kt.'s 8th.

6. K. to R's 7th.

7. K. to Kt.'s 6th.

8. R. to Q. Kt.'s 7th (ch.*

9. R. to Q. Kt.'s 8th.

10. K. to R's 7th.

11. K. to Kt.'s 7th.

And wins.

Diagram 20.

BLACIC.

WHITE.

Tn this position (see Diagram 20), which is given by Ponzianl, Black

haying the move, will draw the game ;
thus,

—

WHITE.

2. K. to Kt.'s 2nd.

3. K. to B's 3ra.

4. K. to Kt.'s 4th.

5. K. to B's 5th.

6. K. to Kt.'s 6th.

BLACX.
1. R. to R's 2nd (ch.)

2. R. to Kt.'s 2nd (ch.)

3. R. to B's 2na (ch.)
'

4. R. to Kt.'s 2nd (ch.)

5. R. to B's 2nd (ch.)

6. R. to Kt.'s 2nd (ch.)

7. K. to R's 6th. 7. R. to R's 2nd (ch.)

&c., for if White should take the Rook, his adversary is EtnlematfX

*

2 E

I

Digitized by Google



418 chess-playek's hjlndbook

QUEEN AGAINST ROOK AND PAWN.

With few exceptions, arising from peculiar situations, the Queen wins

also against a Rook and Pawn, though with greater difficulty than before.

The two following positioDs, illustratiug both a woa and a drawn game«
are from Philidor.

Diagram 21.

BLACK.

WHITE.

Here White having to play, will win. The following is Philidor't

analysis, and seems satisfactorily to prove this :

—

WHITE.
1. Q. to R's 7th (ch.)

2. Q. to Q. B's 7th.

3. Q. to Q's 8th.*

4. Q. to K's 8th (ch.)

5. Q. to Q. B's 8th.

BLACK.
1. K. to K's 3rd (best.)

2. R. to Q. B's 4th.

3. R. to K's 4th.

4. K. to Q's 4th.

5.' R. to K's 5th (ch.)

(Had the Rook instead been played to his 4 th square, Wliite would have
checked with Queen at her Rook's 8th, and in two or three more moves
would win the Pawn at least.)

6. K. to K. B's 5th 6. R. to K's 4th (ch.)

7. K. to K. B's 6th. 7. R. to K's 5th.

(If instead he had played K. to Q's 5th, the Queen would advance to

her Bishop's 6th.)

* This is the position which White must endeavour to gain, in order

that he may force the King to his Queen's 4th, iu front of the Pawn.
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8^ a to K. H's 6tb (ch.) 8. R. to K's iOu
9. Q. to Q'8 3rd (cb.) 9. K. to Q. B'a 4tL

10* a to Q's 2od. 10. K. to Q. B's 3id.

11. Q. to Q'b 4tli. 11. K. to Q'8 2iid.

(He might also have played to Q» W» 2nd* See Variatum.)

12. Q. to Q. B's 4th. 12. 11. to Q. B's 4th.

13. Q. to K. B'b 7th (ch.) 13. K. to Q. B'a 3x0.

14. K. to his 7tfa.

<Tbis IS the important pomt, to be able to play the King behind the Fawn.)

14. R. to K's 4th (ch.)

13. K. to Q's 8th. 15. R, to Q. B's 4th.

16. Q. to Q*s 7th (oh.) 16. K. to Q*s 4th.

17. K. to K'8 7th. 17. lU to Q. B's 3rd.

18. Q. to K. B's 5th (ch.) 18. K. to Q. B's 5th.

19. K. to Q's 7th. 19. R. to Q. B's 4th.

20. Q. to K's 4th (ch.) 20« K. to Kt's
21. K« takes P.

And wins.

Yabiatiok

On BkKl^9 IIM MOM.
WBITB. BLACK.

11. K. to Q. B's 2nd.

12. Q. to Q. R's 4th. 12. R. to Q. B's 4th.

n. Q. to Q. R's 7th (ch.) 13. K. to Q. B's 3rd.

14. K. to his 7th.

And wins, as above.

In ifao next position (see Diagram 22) Black may draw the game either with

tbe move or without it, for his King cannot be forced in front of the Pawni

M in the last example. SapposCi^

WHITE. BLACK.
1. Q. to Q. Kt.'s 8th (ch.) 1. K. to his 2nd.

2. Q. to K. Kt.'s 8th. 2. R. to Q. B's 3rd.

3. K. to his 5th. 3. R. to K's 3rd (ch.^

4. K. to Q's 5th.

Aod the game is drawn.

The Book, with the aid of two united Pawns, will frequently drsir against

the Queen, and still more easily with one or both of the minor Pieces.

In the latter ease they may sometimes win, as in the following situation

^iee Diagram 23) from Ponziani.

WUITB. BLACK.
1. B. to Q. R's 5th (ch.)

2. K. to Q. B's sq. 2« R. to K's nq,

3. Q. to Q. Kt.'s 4th.

(Or P. to K. Kt.'s 6th. See A.)

2s2
3 B. to Q* B's 7th»
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4. p. to K. 6*8 7th.

5. Q. takes Kt. (ch.)

6. K. takes B.

7. P. to K. Kt.'s 6th.

3. P. to K. R's 5th.

3. P. to K. Kt/s 6th.

4. P. takes Q.

5. P. to K. Kt.'8 7th.

And wins.

(A.)

And wins.

4. R. to Q. R's sq.

5. K. takes Q.

6. K. to Q's 4th.

7. K. to K's 3rd.

8. K. to B's 3rd.

3. R. takes Q.

4. Kt. to Q's 6th.

5. B. to Q. Kt.'s 3:d.

Diagram 22.

BLACK.

Diagram 23.

BLACK.

!

t

SSI 1
f

.

m r
WHITB. WHITE.

QUEEN AGAINST TWO BISHOPS.

The Queen usually wins against two of the minor Pieces, at least, if

they are on different parts of the board, or at a distance from their King.

There are, however, many instances in which, by skilful play, the weaker

force may draw the game, nor are the principal writers by any means yet

agreed as to the number and description of such cases. The examination

is a difficult one, and we shall here present the latest discoveries.

The two Bishops will be able to draw when they can assume a position

similar to the following (see Diagram 24), or in other words, such a posi-

tion in front of their King, that the adverse King cannot approach.

This situation is from Lolli, who gives the following moves to prove

that White cannot win
; and, indeed, it is pretty evident that the White

King can never cross the line formed by the two Bishops.
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Diagram 24 •

BLACK.

WHITE

White moves first.

WHITE. BLACK.
1. Q. to Q's 7th (ch.) 1. K. to B. or Kt.'s sq. (best)

2. Q. to K's 6th. 2. K. to Kt.'s 2rjd.

3. K. to K. B's 4th. 3. B. to K. R's 2Qd.

4. Q. to Q's 7th (ch.) 4. K. to Kt.'s 3rd.

5. Q. to K's 8th (ch.) 5. K. to Kt.'s 2nd.

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

7. Q. to K's 6th. 7. B. to R's 2nd.

8. Q. checks at Q's 7th. 8. K. to Kt.'s 3rd.

y. Q. to K's 8th (ch.) 9. K. to Kt.'s 2nd.

10. K. to R's 5th. 10. Q. B. to K. B's 4tL.
The game is drawn.

In the *' Handbuch" the above moves are quoted, and the author then

jroceeds to show, at some length, and by a detailed examination, that

should Black on his first move play a Bishop in jilace of the King, he
would lose. The reason is, that your King could then be played to hii

Bishop's 5th ; for instance,

—

WHITE. BLACK.
1. Q. to Q's 7th (ch.) 1. B. to K. B's 2nd.
2. K. to K. B's 5th. 2. B. to Q. B's 6th.

3. Q. to Q. B's 7th. 3. B. to Q. R's 8th.

4. Q. to Q. R's 7th. 4. B. to Q. Kt.'s 7th.

5. Q. to Q. Kt.'8 6th. 5. B. to Q. R's 6th

6. Q. to Q's 4th (ch.) 6. K. to Kt.'s sq
7. K. to K. B's 6th. 7. K. to B's sq.

8. Q. to Q's 8th (ch.) 8. Q. B. to K's sp.
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9. K. to K's 6th. 9. K. B. to Q. Kt.'8 Stn.

10. Q. to K. B's 6th (ch.) 10. K. to Kt.'8 sq.

11. Q. to K. Kt.'8 5th (ch.) 11. K. to B's sq.

12. Q. to K. B's 4th (ch.)

And wins a Bishop.

And although Black may vary his defence in many parts, you will find

that in a similar manner you can always, after his first error of B. to

K. B's 2nd, force him to assume a position of the fame kind, and win one

of the Bishops.

QUEEN AGAINST TWO KNIGHTS.

Thb power of the Queen against the two Knights has of late years been
a subject of considerable discussion. It had been laid down by Lolli and
other old authors that, with one or two exceptions only, the Queen could
always win in these cases, and this opinion was entertained until recently

by all succeeding analysts. MM. V. H. d. L^iza and Bilguer, however,
consider this decision to rest on no sufficient grounds, and with the spirit

of patient research which distinguishes the whole of their treatise, have
succeeded, if not in demonstrating, yet in showing a very high degree of

probability in support of their opinion.

The kind of exception already referred to as having been so long sup-
posed the only one in which the Knights could draw, is the following (see

Diagram 25) :

—

Diagram 25. Diagram 26.

BLACK. BLACK.

WHITE. WHITE.

Here it is obvious that the White King can never move from the corner,

and you will find that so long as Black keeps his King near the Knights,

and does not play him on to the Rook's file (in which case White might,

by occupying the Knight's file with his Queen, break up the position) the

game is only drawn. Should Black leave the Knights with his King, the
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latter would speedily be forced into one of the Rook's squares, and pre-

vented from moving, and then being compelled to move a Knight, would
lose at once.

Anciher poiitiim, strictly aiuilofints to the above, and trlileb, fherefore,

do<^8 not invaHdate the general principle, has more recently been made
pnblic by Mr. Walker.

Leaving those few instanoes In which the King of the stronger party

ean be prevented fh>m moving out of the corner and coming into play, it

was always considered that the strongest situation in which the Black

force could be placed, was one where the two Knights should mutually

deft^nd each other, and be within reach of their King. The opinion

however, or we may rather say the discovery, of Von H, d. La /a is, that,

to use his own words, " it is even more easy to draw the guiiiu agaiiiiit

the Queen with two Knights than with two Bishops, and the whole secret

consists in placmg the Knights before their King in the same position as

the Bishops, that is to say, side by side, and not so that they may defend

each other."

He then proceeds to support his assertion thus :
—" In the w 11-lniown

position examined by Loili (see his valuable treatise, p. 427), and pro-

nounced by subsequent writers as one in u V-Uh the Queen must win, I

think the game ought to be drawn.^'^ The position alluded to is given

above (see Diagram 26) :

—

WHITE. BLACK.
" 1. K. to Kt.'8 3rd. 1. K. to Q's fJth.

(It would be equally good to play K. Kt. to Q's 6th.)

2. Q. to her 5th (ch.) 2. K. to Q. B's 6th.

3. K. to B's 4th. 3. K. Kt to Q'a 6th (ch.)

4. K. to B's 3rd.

«< LoUi now makes Blade play K. Kt. to K*s 4th, cheeking, a mote
which speedily loses him the game. Suppose him, however, to play—

4. K. Kt. to Q. Kt.'B 5th.

5. Q. to her sq. 5. Q. Kt. to Q's 7th (ch.)

C. K, to his 2nd. 6. Q. Kt. to his 6th.

7. Q. to K's sq. (cli.) 7. K. to Q. B's 5Ui.

8. Q. to K. R's 4th (ch.) 8. K. to B's 6th.

9. Q. to K. B's 6th (ch.) 9. Q. Kt. to Q's 5th (ch.)

10. K. to li s 2nd. 10. K. Kt. to Q's 4th.

And I cannot discover how White will win the j^ame.

''The two following positions (see Diagrams 27 and 28) are certainly

very favourable for the Q. and K., and yet it is, if not quite impossible,

at least extremely difficult, to bring the K. into action and win the game*

WHITE. BLACK.
1. Q. to K's 6th. 1. K. to Kt.'s 2nd.

2. K. to his B's 3rd. 2. Q. Kt. to K. R's 2nd.

Tkk appoaia to be a better move than K. Kt. to R'a 5th (ch«>

See " Chess Chronicle," vol. iii. p. 79.
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3. K. to Kt.'s 4th. 3. Q. Kt. to IC. B s iq.

4. Q. to her 6th. 4. K. to B's 2nci.
5. Q. to her 5th (ch.) 5. K. to Kt.'s 2nd.
6. K. to Kt/s 5th (a bad moTe.) 6. Q. Kt. to K. R's 2iid(^

Winning the Q. next move."

(n Diagram 28 the best mode of defence is the following :

—

WUITB. BLACK.
1. Q. Kt. to Q. B's sq. (A,

2. K. to Q. B's 6th. 2. Q. Kt. to K's 2nd (cL)

3. K. to Kt.'s 5th. 3. K. Kt. to Q's 3rd (ch.)

And I know not how White can win.

Diagram 27.

BLACK.

Diagram 28«

BLACK.

WHITE, WHITE.

Our author then proceeds to show, with greit minuteness of detail, that

in this last instance Black has no other successful method of defence.

All the variations will be found fully given in the ** Chess-Player's Chro-

incle," vol. iii. pp. 79—91, to wliich we refer those of our readers who
may be desirous of further investigating the subject.

QUEEN AGAINST KNIGHT AND BISHOP.

This kind of ending is analogous in character to the last, and the dis

COvery of MM. V. H. d. Laza and Bilguer equally applies to it. Except

in some few positions, such as the following (see Diagram 29), where, as

with the two Knights, the White King can be imprisoned in the comer,

and that of the adversary is in the neighbourhood of his two Pieces, it has

always been laid down *:hat the Queen wina. Again, however, we incline to
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agree with V. H. d. Laza, that, though with greater difficulty, " a King
with Bishop and Knight can in many cases draw the game against a King

and Queen." ** The system of defence which I am about to lay down,"

he says, *' is the invention of my late friend. Von Bilguer, and has hither-

to been known only to himself and me."
** Let us suppose the Black King to stand on his Rook's 8th sq., then it

we place his Kt. on K. R's 7th, the latter attacks three squares, viz..

King's Knight's 5th, King's Bishop's 6th, and King's Bishop's 8th, and

it is evident that the adverse party can only win by bringing his King
near the other, which is to be effected by passing over his Book's 4th,

Bishop's 4th, or Bishop's 2nd squares ; but if we now place Black's Bishop

at K. Kt.'s 6th, all the squares around are for a moment defended, and

before mate could be given, Black must be compelled to quit his entrench-

ments, and then it remains to be shown that it is impossible for him to

take up a similar position."

Diagram 29. Diagram 30.

BLACK. BLACK.

WHITE. WHITE.

Diagram 30.

WHITE. BLACK.
1. Q. to her 5th (ch.) 1. K. to his Kt.'s 3rd.

2. Q. to K. Kt.'8 2nd (ch.) 2. K. to his B's 2nd.

(If instead of this move White play his Q. to K. Kt.*8 8th, Black must
move his B. to K. Kt.'s 4tb, or R's 5th, and then again back to W%
3rd, as circumstances may require.)

3. Q. to K. Kt.'s 4th. 3. B to K's 4th.

(Since it is of great importance to defend the K. Kt.'s 3rd sq. against the

Q., Black can only move his B., which he must play to K's 2nd or

4 th sq.)

4. Q. to her B's 4th (ch.) 4. K. to his Kt.'s 3rd.

5. Q. to K's 4th (ch.) 5. K. to his B's 3rd,
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It must now be examined whether Wlufte on force fht gua*, mt if

Blibok cfomot again take up a poaitau

6. K. to a B'a 6tii. Kt to K. B's 4iSi.

(In order to cut off afterwards the White squares from the adverise JEQng.)

7. Q. to K. B's Srd. 7. K. to his 3rd.

8. Q. to K's 4th. 8. K. to his B's 3rd.

(Should White phiy his K. to Q. E's 5th, Black, by answermo; with B. to
Q's 3rd (ch.), would gain a position similar to the priiiiitive situatioa
of the Pieces, and if he play Q, to her 5th (ch.), tlie Black K. must
be moved to his B's 3rd, the result of which shall be analysed ia the
accompanying variation.)

9. K. to Q's 5th. 9. Kt to K's 2nd (ch.)

10. K. to Q. B's 4th. 10. Kt to K. B's 4th.

11. K. to Q's 3rd. 11. Kt. to Q's 3rd.

12. Q. to her 5th. 12. K. to his B's 4th«

13. K. to his 3rd. 13. K. to B's 3rd.

14. K. to his B's 3rd. 14. Kt. to K. B's 4th.

15. Q. to her B's 6th (ch.) 15. Kt to Q's 3rd.

16. K. to^his Kt.'s 4tfa. 16. K. to his 3id.

Vauiatiok,

Be^mdag of WMit^t 8M moat.

WHITB. BLACK.
8. Q. to her 5th (eh.) 8. K. to his B's 3rd.

0. K. to Q's 7th. 9. Kt. to K. Kt.'s 2nd.

10. K. to Q's 8th. 10. Kt. to K's 3rd (ch.)

11. K. to Q. B's Sth. II. K. to hi'^ B's 4th.

12. K. to Q's 7th. 12. Kt. to K. B's 5th.

And White has gained nothing.

In this position (see Dini^mm also it would a|ijipar that Black, with
the move, may draw the game, or at aay rate the contrary vet remains to
be proved. Suppose,-*-

WHITB. BI^LCK.

1. B. to Q. Kt.'s 2nd.

(B. to Q. R's sq. wonld he eqQally good.)

2. a to K. R's 4^ 2. K. to Q's 7tii.

3. Q. to K. Kt.'s 5th (ch.) 3. K. to Q. B's 7tb.

(By retommg to K's 7tht the Bishop would obfionsly be lost.)

4. Q. to Q. Kt's Sth. 4. B. to K. R's 8tfa.

5. Q. to Q. B*s 4th (ch.) 5. K. to Q's 7tfa.

6. a to Q. R's 2nd (ch.) 6. K. to his 6th.

7. a to Q. R's 7th (ch.) 7. K. to Q's 7th.

8. Q. to Q. R 8 5th (ch.) 8. K. to Q. B's

And we do not see that White can win.

Digitized by CoogI(



BLACK.

1^
EH 11

n
\m

! 1m
m Mi

WHITS.

In a situation of this kind, however, the nicest play is absolutely essential

on the part of the two Pieces, as the slightest error would inevitably lead

to a speedy defeat. Suppose in the last example Black should play for

his first move B. to K. E's Sth, M. Yon JS. d. Laza proves that he must
then lose.

WUITB* BLACK.
1. B. to K. R's 8th.

2. Q. to IC R's 4th. 2. B. to Q. R's sq.

If in place of his last move, the Bishop is played to K. B's 6th, he is lost

by the check at K's 7th ; if to Q's 4th, or Q. Kt.'s 2nd, White equally

wins him by a diveigent check ; and if to Q. B's 3rd| the result is as

follows

3. <l.ioK. le*m (eh.) 3. JT. to Ma Stk.

If to B*8 Sth, White's reply is Q. to her sq, (ch.)

4. Q. to K, Kt:8 6M. 4. B. to Q. Kt:a ^th.

5. q,to K.B'sbth,
And mns.

3. Q. to K. R's 5th (ch.) 3. K. to his 6th.

(If (£. to B's 8th, White moves Q. to her sq. Xch.)» and then Q. to

her 2nd.)

4. Q. to K. E's 6th (ch.) 4. K. to his 7th.

(Jf to his 5fb iq.| the Qjoeen ofaedcs at K. R's iq. and takes B.)
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5. Q. to K's 6th (ch.) 5. K. to Q's 8th.

(If the King is played to his B's 8th, the Queen is moved to her B's 4th,

and then checks at her R's 2nd.)

6. Q. to Q. Kt/s 3rd (ch.) 6. K. to Q's 7th.

7. Q. to Q. R's 2nd (ch.)

And wins.

On the whole, as regards this part of the subject, it may be safely

assumed, that when you are left, at the end of a game, with the Queen
against any two of the minor Pieces, the probability is very great in

favour of your easily gaining it, and that this probability is converted
almost into certainty, when the two Pieces are far removed frona each
other or from their King, or when they cannot prevent your King from
entering into their game. At the same time there appear to be many
positions that the weaker force may occasionally take up, in which by a

very careful and accurate system of defence, they may • succeed in main-
taining their entrenchments, and thus produce a drawn game. The innu-
merable variations, however, are very far from being exhausted, and leave

ample scope for the researches of future analysts.

QUEEN AGAINST QUEEN AND PAWN,

In cases of this kind the game is usually drawn without difficulty, and
most generally so by means of a perpetual check, though the same object

may sometimes be attained by an exchange of Queens, when your King is

able to stop the Pawn. When, however, the Pawn is advanced to its 7th
sciuare, and more particularly if defended by its King, the task is one of
more difficulty, and many instructive situations occur where the Pawn
may be Queened and the game therefore won. We subjoin an example
vr two of each kind, by way of illustration.

Diagram 32. Diagram 33.

Pi' ^CK. BLACK.

"WHITE. WHITE,
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Here (see Diagram 32), with the move. White will draw the game \ far

Buppose,

—

BLACK.
1. Q. to K. Kt.'s 6th.

2. K. to Kt.'s 8th.

K. to R's 7th.

Q. to R's 6th.

5. K. to Kt.'8 8th.

6. Q. to Kt.'s 7th.

3.

4.

WHITE.
1. Q. to K. Kt.'8 4th (ch.)

2. Q. to K's 4th (ch.)

3. Q. to Q's 4th.

4. Q. to K. R's 8th (ch.)

5. Q. to K's 5th (ch.)

6. Q. to Kt.'s 5th (ch.)

7. Q. to K's 3rd.

And he will always he able to make a drawn game.

In the next case (see Diagram 33), you would be ready to suppose that,

as Black must Queen the Pawn, he will win ; it will be seen on examination,

howeveri that the game is really drawn. Black being in check plays

—

1. P. Queens.

2. Q. to K. B's 3rd (ch.) 2. Q. from R's 7th to Kt.'s 7th.

3. Q. to K. R's 5th (ch.) 3. Q.from Kt.'s 8th to R's 7th.

4. Q. to K's sq. (ch.) 4. Either Queen interposes.

And you evidently give a perpetual check.

The ingenious position Diagram 34 is given by Mr. Lewis ; Black, with

the move, ought to win. You are recommended to endeavour to discover

the method of doing so before looking at the solution.

WHITE. BLACK.
1. Q. to her Kt.'s 4th,

2. K. moves.

(For it is clear that the Queen cannot move without allowing the Pawn to

advance.)

2. K. to Q's 8th.

3. Q. to Q. R's sq. (ch.) 3. P. Queens.

And wins.

Diagram 34, Diagram 35.

BLACK. BLACK.

1

m ^75

WHITE.
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White moves and wins. (Sec Diagram 35.)

WHITE. BLACX.
1. p. Queens (rh.) 1. K. to K. B's 5th.

(If instead the King; is mo%'ed to B's 4th, White checks at Q's 5tix. la^

then forces the exchange of Queens.)

2. Q. to K. B's 8th (ch.) 2. K. ^x) his 5tli.

• 3. Q. to K's 7th (ch.) 3. K. to K. B's 6tli.

(If to B's 5th, the Queen checks at K. B's 7ch.)

4. Q. to K. B's 6th (ch.) 4. K. to his 5th.
5. Q. to K's Gth (ch.) 5. K. to K. B's 6th.
6. Q. to K. B's 5th (ch.) 6. K. to his 7th«
7. Q. to her 3rd (ch.)

Then forces an exchange of Queens, and wins with his remaining Pawn.

QUEEN AGAINST PAWN.

In all ordinary situations, the Queen of course easily stops a single Pa^ni

and wins against it; if, however, the latter has reached its 7th square,

and has the support of its King, there are instances in which the game
must be drawn. Our first position (see Diagram 36) will show the metho<l

of winning, and we shall afterwards point out the exceptions.

Diagram 36.

BLACK.

r

Elan

L.,

if

WHITB.

WHITE.

1. Q. to K. B's 5th (ch.)

2. Q. to K's 4th (ch.)

3. Q. to K. B's 4th (ch.;

4. Q. to K's 3rd.

b. Q. to K. B's 3rd (ch.)

BLACK.

1. K. to K. Kt. 8 7th.

2. K. to B's 7th.

S. K. to Kt.'s 7th,

4. K. to B's 8th.

5. K. to hU btb.
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6. K. to Q's 4th. 6. K. to Q's 8tli.

7. Q. to her 3rd (ch.) 7. K. to his 8th.

8. K. to his 3rd. 8. K. to B's 8th.

3. Q. takes P. (ch.), and wins.

The same mode of procedure can always be adopted, unless the single

Pawn should be either on the Bishop's or Rook's file, in which case

Black may usually make a drawn game, owing to the power which he

then has of making a stalemate. His having this alternative, however,

altogether depends upon the distfmce which the adverse King may chance

to be from the scene of action. lu the next position (Diagram 37) the

game is drawn.

BLACK.
1. K. to R's 8th.

2. K. to Kt.'s 8tn.

3. K. to R's 8th.

WHITE.
1. Q. to K. Kt.'8 4th (ch.)

2. Q. to K. B's 3rd (ch.)

3. Q. to K. Kt.'s 3rd (ch.)

And it is evident, that if White take the Pawn, his adversary is stalemated.

T^e result is the same when the Pawn is on the Rook's file, as you vrill

at once see by making the experiment.

The following position (see Diagram 38), from Lolli, is a very inge-

nious exception to this rule, and will well repay your attention.

WHITE.
1. K. to Q. B's 5th (ch.)

2. Q. to K. Kt.'s 2nd (ch.)

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

4. Q. to K's 2nd (ch.)

5. Q. to her sq. (ch.)

6. Q. to her 2nd sq. (ch.)

7. K. to Q. Kt.'s 4th.

8. K. to Q. Kt.'s 3rd.

And wins.

Diagram 37.

BLACK.

BLACK.
1. K. to Q. B's 7th (best.)

2. K. to Q. B's 6th.

3. K. to Q. Kt.'s 7th.

4. K. to Q. Kt.'s 6th.

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

6. K. to Q. Kt.'s 8th.
*. P. Queens.

Diagram 38.

BLACK.

WBITI. WHITB*
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Chapteb III.

ROOK AGAINST BISHOP.*

It is not very ^fficnlt to draw the game with a Bishop ageiiut a Kook.
A§ it is necessary that the two Kings should be opposite each other

(except in the corners of theboard), before checkmate canbegivea with the

Rook, it follows, that if you can so play your Bishop as to prevent his

Kin 5 facing yours, the game will be drawn. It is seldom good play t i

interpose the Bishop when the King is checked, and your Bishop should
generally be at a distance from your King. (See Diagram No. 39.)

WHITE. BLACK.
1. B. to Q. Kt.'s 7th. 1. R. to Q. Kt.'s 3rd.

2. B. to Q's 5th. 2. R. to Q. Kt.'s 7th.

3. B. to Q. B's 6th. 3. R. to K. B's 7th (ch.)

4. K. to Kt.'8 sq.

If instead you had played K« to his sq., you would have lost the game*
See (A.)

4. K. to his

5. B. to Q's 5th. 5. K. to his 8th.

6. B. to Q. B's 6th. 6. R. to K. B's 3rd.

7. B. to Q. Kt/s 7th. 7. lEU to K. Kt's 3rd (ch.)

8. K. to K. R's and.

"Not to K. R's sq.y because he would play K. to K. B's 7tht and win
the game.)

8. E. to K. B's 7th.

9. K. to K. R's 3rd, &c.

And the game is drawn.

(A.)

WSITS. BLACK.
4. K. to his sq. 4. R. to Q. 6*s 7th.

5. B. to Q. R's 4th. 5. R. to Q. B's 8th (ch.>

6. B. interposes. 6. R. to Q. KVs 8th.

And wins.

The most secure position, though not, as Philidor asserts, the only safa
one, for the weaker force, is that where the King can be played' to f.

comer square of a different colour to that on which the Bishop runs,

in this situation you have only to move your King or Bishop to Kt.'8
or Rook's 2nd, and cannot be compelled to leave tlie comer.

White with the move giyes mate in seren moTe8.t (See Diagram 40.^

WHITE. BLACK.
1. R. to Q. B's 2nd. 1. B. to Q. Kt.'s 6th.t
2. R. to B's 8th (ch.) 2. B. to K. KU's sq.

• See Chess Chronicle," vol. ii. p. 278. f Ibid, p. 14ft

{If the I'awn is moTed instead, the result is the same.
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3. K. to Q's 6th.

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

5. K. takes B.

6. K. to bis 6th.

7. R. mates.

Diagram 39.

BLACK.

\ \

1

r

«

*
r

r"
>

m w '1

^ i

WHITE.

3. P. to Q. Kt.'s 6tii.

4. B. to Q's 4th (oest,)

5. K. to Kt.'s 8(f«

6. K. moves.

Diagram 40.

BLACK

r

"

H
> ' ; 1

til.
r

B H
E M

Id
r

WHITE.

ROOK AGAINST KNIGHT.

In ordinary positions, and where the Knight is near to, or cannot be pre-

vented approaching, liis King, the weaker party will be able to draw th«

game. The method of doing so, however, is not very easy, and there ara

many positions (of which we shall give some examples) where the Rook
can win.

Diagram 41.

White to play.

WHITE. BLACK.

1. R. to Q. R's &th. 1. K. to Q's sq.

K. to Q. B's 2nd.2. 11. to Q. Kt.'s 8th. 2.

3. R. to Q. Kt.'s 4th. 3. K. to Q's sq.

4. R. to Q. Kt.'s 7th. 4. K. to his sq.

5. R. to Q's 7th. 5. Kt. to Q. Kt.'s 3rd.

6. R. to Q. Kt.'s 7th," or (A.) 6. Kt. to Q. B's sq.

7. R. to K. B's 7th. 7. K. to Q's Fq.

8. R. to K. R's 7th. 8. Kt. to Q. Kt.'s 3rd.

9. K. to Q's 6th. 9. Kt. to Q. B's sq. (ch.

10. K. to Q. B's 6th. 10. Kt. to F % 2nd (ch.^

11. K. to Q. Kt.'s 7th. 11. K. to his so

12. K. to Q. B's 7th. 12. K. to riis h 8 oq.

13. K. to Q's 7th. 13. Kt. to K. Kt's 8^.

2f
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14. K. to Q's 8th.

15. R. to K. R's 8th (ch.)

16. R. to K. R's 4th.

17. K. to K's 8th.

18. K. to K's 7th.

19. K. to K's 6th.

20. R. to K. B's 4th (ch.)

21. R. to K. B's 7th.

22. R. to K. Kt.'s 7th.

23. R. to K. R's 7th.

24. R. to K. B's 7th (ch.)

25. R. to Q. Kt.'s 7th.

14. Kt. to K. B's 3rd.

15. Kt. interposes.

16. K. to K. Kt.'8 2nd.
17. Kt. to K. B's 3rd (ch.)

18. Kt. to Kt.'s sq. (ch.)

19. K. to K. B's sq.

20. K. to his sq.

21. Kt. to K. R's 3rd.

22. K. to B's sq.

23. Kt. to K. Kt.'s sq,

24. K. to his sq.

25. K. to K. B's sq.

And Black will draw the game.

(A.)

6. R. to Q. B's 7tli. 6. K. to Q's sq.

7. K. to Q's 6th. 7. Kt. to Q. B's sq. (ch.)

(If Black play 7. Kt. to Q. R's sq., he would lose the game.)

8. K. to Q. B's 6th. 8. Kt. to K's 2nd.

Checking, &c., as before.

By carefully pursuing this system, he will always be able to draw the gameu

Diagram 41.

BLACK.

Diagram 42.

BLACK.

1

r

i

1

i

1.

WHITE. WHITK,

Diagram 42.

This position. Black having the move, was considered for some timt
a drawn game. The late lamented Mr. Forth, however, proves that
White can win. ^See Mr. R. A. Brown's Collection of Problema," p. 73.)
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WHITE. BLACK.
1. K. to K's sq. (best.)

(For if lie play Kt. to K. B's 3rd» you check with Rook, and then play

HL to his 6th; and if instead he move K. to Q. B's sq., you play R.
to R's 4th, and in a few moves will equally win the Knight.)

2. K. to his 6th sq. 2. K. to B's sq.

3. R. to R's 4th. 3. Kt. to K's 6th.

(Any other move loses the Kt. at once.)

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

(If to K. Kt.'s 7th, White moYCS K. to K. B's 6th.)

5. K. to Q's 5th.

6. K. to Q. B's 4th.

7. R. to K's 2nd.

8. K. to Kt.'s 4th.

9. R. to Q. Kt.'s 2nd.

5. K. moves.

6. K. moves.

7. Kt. to Q. R's 6th (ch.)

8. Kt. to Kt.'8 8th.

And wins.

In the following position (see Diagram 43) White will win tither ultli

the move or without it.

Diagram 43.

BLACK.

1

WHITE,

WHITE. BLACK.
1. Kt. to R's 2nd (ch.)

2. K. to K. B's 7th. . 2. Kt. to Kt.'s 4th (ch.)

If he move Kt. to B's sq., you play R. to Q. R's 8th, for if yoa at onet

take the Kt. he is stalemated.)

3. K. to K. Kt/s 6th.

And wins.

2 r 2
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The two last examples forcibly illustrate the importance of keeping thfl

Knight near his King, and of not playing either the King or Knight to a

comer square, or even to a Knight's square, if it can be avoided. In all

cases the danger increases to the v^eaker force, as he is compelled to

recede from the centre squares of any of the side lines. The principle to

be observed is, therefore, precisely opposite to the one recommended in

the case of Bishop against Rook, where the corner squares are the moit

secure of any.

ROOK AND PAWN AGAINST BISHOP.

Notwithstanding that the Rook is much more powerful than the

Bishop, and more particularly so towards the end of a game, it is

gingular that there are many positions in which the former cannot do

more than draw the game. We give ^me examples of both results.

Diagram 44.

BLACK.

Diagram 45.

BLACK.

WHITE. WHITE.

Diagram 44.

This situation is given by Philidor, and may either be won by White

or only drawn, accordingly as he plays correctly or otherwise. In the

first place, suppose

—

WHITE. BLACK.
1. R. to Q. R's sq. 1. B. to Q. Kt.'s sq.

(This is his best mode of play.)

2. R. to R's 6th (ch.) 2. B. to Q's 3rd.

(The object of White is to be able to play his King in front of the Pawn,
which, as you will see, speedily gives him the victory.)
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8. R. to Q Kt's 6th. 3. K. to Q's 2nd.
4. K. to Q's 5th. 4. B. to K. Kt.'s 5th,
5. R. to Q. Kt.'s 7tli (ch.) 5. B. to Q. B's 2nd.
6. R. to Q. R's 7th. 6. to Q. B'saq., or a'aiq,
7. Jl. to Q. B s 6th.

^

And then advances the Pawn, winning easily.

Bnt if White for his first move had played P. tO Q'8 bth (ch,), HlflfTr
might have drawu the game as follows

WHITE. BI*ACK.
1. P. to Q's 5th (ch.) 1. K. to Q's 2nd.
2. K. to Q's 4th. 2. B. to K. Kt.'s 6th.
3. 11. to Q. R's sq. 3. B. to K. B's 5th,
4. R. to Q. R's ;th (ch.) 4. K. to Q's 3rd.
'5. K. to his 4th. 5. B. to K. Kt.'s 6th.

">^8t exercise great care here; had he played 5. B. to R's 7th,
white would have moTed R. to K. Kt's 7th, and won the game.)

6. R. to K. Kt.'s 7th. 6. B. to K's m.
7. R. to Kt.'s 6th (ch.) 7. K. to Q's 2nd.
8. P. to Q's 6th.

(Werehe to attempt first to support the Pawn by playing King to hfs
5tfay is is evident that the cheek from the Bishop would force him to
vefih^)

^ ^ 9. K. to Q. B's 3rd.
9. K. to his 5th. • 9. b. to Q. Kt.'s 5th.

And it is obvious that White can never advance the Pawn without immft*
diately losing it.

m

Dlagnm 45.

b ttlf ritnstioii, Ibr which we are indebted to Mr. Lewis, Black draws
llie game, either with the move or without it. Suppose White begins,^

WHITE. BLACK. •

1. R. to Q. Kt '^ 7th. 1. B. to a B's 5th.
2. R. to Q. B's 7th. 2. B. to Q. R's 7th.

This is the proper square for Black to play his Bishop to; if he move
it to Q. Kt.'8 4th, as recommended by Mr. Lewis, to K's 7th, OC
Q. Kt.'s 6th, White can win the game. JSuppose, in the first case:

2. B. to Q. Kt.'s 4th.

3. K. to B's 5th. 3. B. to K's 7th (best)

4. P. to B's 7th. 4. K. to Kt.'s 2nd (best)

5. K. to his 6th. 6. B. to K. R's 4 th (best>

6. R. to Kt.'s 7th. 6. B. to K. Kt.'s 3rd.
7. P. to B's 8th., beoombg 7« K. takes

a Q. (ch.)

8. K. to B't 6th.

And wma*
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In the second placc,^

3. P. to K. B's 7th.

4. K. to fi's 5th.

2. B. to K'8 7th.

3. K. to Kt/8 2nd (best)

4. B. to K. R's 4th, or B, to

Q's 6th (ob.^

5. B. to K. Kt. A 3rd (best)

6. K. takes Q.
5. K. to his 6th.

6. P. to B's 8th, becoming a Q.
7. K. to B's 6th.

And wins.

If, in the third place, he play,

—

2. B. to Q. Kt.*8 6th.

White wins by moving the King to his Kt's 6th, and afterwards c!iec</'.«^

with the Rook.

When, however, the Pawn is on the Knight's file, the RooV^ a
similar position, will win. (See Diagram 46.)

WHITE. BLACK.
1. P. to K. Kt.'s 7th (ch.)

Should he take the Pawn, White wins by advancing K. to K. Kt*'? fUip

therefore,

—

1. K. to R*s 2nd.

2. R. to Q. Kt.'s sq.

If he take P. with Bishop, you check with R. at K. R's sq., and then
play K. to Kt.'s 6th, therefore,

—

2. B. to Q's 5th.

3. R. to Q. Kt.'s 4th.

4. R. to K. Kt.'s 4th.

5. K. to K. Kt.'s 6th.

6. R. to K. B's 4th.

7. R. to Q. B's 4th, &c.

Waning.

Diagram 46.

BLACK.

3. B. to K. B's 7th.

4. K. to Kt.'s sq.

5. B. to Q's 4th.

6. B. takes P.

Diagram 47.

BLACK.

St

WHITS* WHITB.
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Diagram 47*

(White hsving to play, Ui to give mate ia 10 MfCfl.)

dose this part of the lubjcct with the above beautiful stratagem of

3 ILerr. H, BoltMi, which fint appeared in the ''Cheai-Player's Ciiroiiicle»''

1. !• p* 305.

Soitvnoif*

WHITB* BLACK*
1. P« to Q. Kt^i 7^tk (ch.) 1« K. to a Kt^s sq.

2. B« to K. B's 4th (ch.) 2. R. to Q. B's 2iuL

3. K. to his Kt.'8 6lk 3. P. to K. R's 4th.

4. B. to K's 5th. 4. P. to K. R's 5th.

5. K. to K. B'a 7th. 5. p.toK. Kt/8 4th(dii.«h.)

(best.)

6. K. to Kt.'s Stli. 6. P. to K. R's Oth.

7. K. to B > Sth. 7. P. to K. R's 7Lh.

8. B. tak( < R. P. 8. P. to K. Kt's 5th.

9. B. to K's r)th. 9. P. to K. Kt.'s Cth.

lU. K. to bis 8tli. 10. P. to K. Kt/s 7th.

11. K. to Q's 8th. 11. P. to K. Kt.'8 8th

12. B. takes R. (Queens.)

Cbi

BOOK AGAINST THREE MINOR PIECES.

Thebb minor Pieces are much stronger than a Rook, and in cases when
two ofthem arc Bishops will usually win without much diffioolly, because

the player of the Rook is certain soon to be compelled to lose him for one

of his adversary's Pieces. If, however, there are two Knicrhts and one

Bishop opposed to a Rook, the latter may ^-^cnerally be exchanged for the

Bishop, and as two Knights are iusuffideut of themsclyes to force check-

matei the game will be drawn.

Diagram 48.

Black will win. For aappose,—

MTBrn, BLACK.

1. R. to Q. R's 3rd fch.) 1. B. to K's 6th.

2. R. to Q. R's 2nd. 2. K. to Kt.'s 6th.

3. R. to K. R's 2nd. 3. B. to K. B's Sth.

4. R. to Q. R's 2n(l. 4. B. to K. R's 6th.

5. "R. to Q. R's Ard (chj 5. B. to K's Gth.

6. B. to Q. R's 2nd 6. Kt. to K. B's 7th (ch.;

7. K. to Kt.'s sq. 7. B. 10 K. Kt.'s 7th.

& R. to K's 2110. 8. Kt. to K. R's 6th (chedlE*

mate.)
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Diagram 48.

BLACK.

Diagraxn <49.

BL\0 WTm

6m
WHITE. WHITE.

Diagram 49.

In this position also Black, with the move, will win, as his adversarv
will not be able to exchange his Rook for the Bishop.

WHITE. BLACK.
1. K. to K. B's 7th.

2. R. to Q's sq. 2. Kt. to Q. Kt.'s 6th (ch.)

3. K. to Q. Kt.'s 2nd.

(Had he played K. to Q. B's 2nd, Black would have taken the "Rook^

checking, and if White retook, have given mate next move.)

3. B. takes R.

4. P. to Q. R's 7th. 4. B. to K. B's 6th.

6. K. takes Kt. 5. K. to K. Kt.'s 8th.

6. P. to K. R's 4th. 6. Kt. takes P.

7. K. to Q. B's 4th. 7. Kt. to K. Kt.'8 3rd.

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

9. K. to Q's 6th. 9. Kt. to Q's 6th.

10. K. to Q. B's 7th. 10. Kt. to Q. Kt.'s 5th.

11. K. to Q, Kt/s 8th. 11. Kt. to Q. R's 6th (eh,)

And will win.
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KOOK AND PAWN AGAINST EOOK.

Tmft Is a more Important ending, as being one of more probableoocamiUM
in actual play than many of those we bare been ezamimDg* Tbe single

Rook will fr^uently draw against Rook and F^wn wben fiui King Is in

front of the Pavm.
The tirst position (see Diagram 50} is given by Philidor* and b intended

to sliu w the method by which Black may draw the game, and also the mode
of play which White must adopt should his adTersary not play the correct

defence. White, having to playi moves-^

WHITE. BLACK.
1. P» to K's 5th. 1. R. to Q. Kt's 3rd*

play R, to Q. R's 8th, Fhilidor thinks he ought to lose the gauA
See Variation.}

2. R. to Q. R^s 7th. 2, R. to Q. B's 3rd.

8. P. to K's 6th. 3« R. to Q. B s 8th.

4. K. (0 K. B's 6th. 4. R. to K. B's 8th (ck)
And will draw.

Ta&iation,
WHITE.

1. P. to K's 5tb.

2. K. to K. B's 6th.

3. K. to bis 6th.

4. R. to K. R's 8th (ch.)

5. R. to K's 8th.

6. K. to Q's 7th.

BLACK.
1. R. to Q. R's 8th.

2. R. to K. B's 8th (ch.)

3. K. to K. B's sq.

4. K. to K. Kt.'8 2ad.

5. R. to K's Bta.

6. K. to K. B's 2nd.

(If Black here check with the Book* White must move K. to his 7th.}

7. P. to K's 6th (ch.}

8. K. to his 7th.

9. R. to Q's 8th.

10. R. to Q s 2nd.

11. R. to K. Kt.'s 2nd (ch.)

12. K. to K. B's 7th.

13. K. to his 8th.

14. P. to K's 7tb.

15. R. toQ. B's2iid.

16. R. to Q. B's 7flu

17. R. to Q's 7th.

18. R. to Q's sq.

19. K. to Q's 7th.

20. K. to K's 6th.

21. R. to Q's 6th.

22. K to Q's UOi.

7. K. to K. Kt.'s 2imU
8. R. to K's 7th.

9. R. to K's 8th.

10. R. to K's 6th.

11. K. to R's 2nd.

12. R. to K. B's 6th (ch.}

13. R. to K's 6th.

14. R. to Q's 6th.

15. K. to K. Kt's 2nd.

16. R. to Q's 7th.

17. R. to Q. Kt.'s 7th.

18. R. to Q. Kt's sq. (ch.)

19. K. to Q. Kt.'s 2nd (ch.)

20. R. to Q. Kt.'s 3rd (ch.)

21. R. to Q. Kt.'s sq.

And wins.
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Diagram 50.

BLACK.

Diagram 51.

BLACK.

WHITK. WHITE.

In the next case, according to Del Rio (sec Diagram 51), Blaclc will

draw the game, even against two Pawns. But this has subsequently been

discovered to be an error, since White can win without much difficulty.

WHITE. BLACK.
1. K. to Q. B's 4th.

2. R. to K. R's 8th. 2. K. takes P.

3. R. to Q. B's 8th (ch.) 3. K. to Q. Kt-'s 4th.

4. K. to Q's 4th.

Winning easily.

Diagram 52.

BLACK.

Diagram 53.

BLACK.

r r

i

1 a
WHITE. WHITE.
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Diagram 52»

Blacky lunriqg to nuvrei tlM game Is dimwiu

BLACK.
' 1. R. to Q. R's 7lJk (ch.^

2. K* to Q. Kt't eth. 2. R. to Q'a 7tb.

And Bhek has only to persitt In pladng lus Rook in front of that of bia

mlfenMiy, as if the latter takes it, he gires stalemate.

Diagram 53.

Jo this instructiYe position WhitCi with tlie moYei will win the game.

WHITE. BLACK.
K R. to K. B's 4th. 1. R. to K. R's 8th.

2. R. to K's 4th (ch.) 2. K. to Q's 2nd.

3. K, to K. B's 7th. 3. R. to K. B's 8th (ch.)

4. K. to K. Kt.'s 6th. 4. Iv. to K. Kt.'s 8th (ch.)

5. K. to K. R's 6th. 5. R. to K. R's 8tb (ch.)

6. K. to K. Kt's 5th. 6. R. to K. Kt's 8th (cb.)

7. R. to K. Kt's 4th.

And White wins.

ROOK AGAINST ONE OR MORE PAWNS.

We have already seen (p. 430) that a Pawn at its 7th square, defended

by its King, and with the adverse King at c^distance, mny in some cases

draw the game against the Queen. It will be obvious that, in a similar

posttiony it must be mnch more easy to do so against a Rook« The latter^

indeed, mnst speedfly be sacrificed for the Pawn to prevent the loss of the
game. When, however, the Pawn is not quite so far advanced, and espe.

cially if supported by a second one, many cases of the greatest difficulty

occur, and which demand the utmost Tiicfty and pren<:inn of calmlation.

The followins: examples will serve in some degree to illustrate this, and
they might easily he varied and increased to an indefinite extent.

Diagram 54.

White mnst lose, even with the move.

Snppose t—
WHTTF. BLACK.

1. R. to K's 8th. 1. K. to Q's 2nd,

2. K. to hia 3rd« 2. P. Ou<»ens."
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Diagram 54.

BLACK.

Diagram

BLACK.

[

Ml

—4

i

* a

i

WHITE. WHITE.

Diagram 55.

Here White will win the Pawn, and therefore the game.

WHITE.
1. R. to K. Kt.'s 6th (ch.) 1.

2. K. to Q's 2nd. 2.

3. R. to Q's 6th (ch.) 3.

4. K. to Q. B's 6th. . 4.

6. K. to Q's 5th. 5.

6. R. to Q. Kt.'s 6th (ch.) 6.

7. R. to Q. B's 6th.

And White wins.

BLACK.
K. to Q's 4th.

P. to Q. B's 4th.

K. to Q. B's 5th.

K. to Q. Kt.'s 5th.

P. to Q. B's 5th.

K. to Q. B's 6th.

Two united Pawns at their 6th square, supposing the Kings to be at i

distant, will win against a Rook if they have the move, or even without

the move, providing they are not at the moment attacked. (See Dia-

gram .•*6.^

Black having to play, moves :

—

WHITE.

2. R. to K. B's sq.

3. R. to K. Kt.'s sq. (ch.)

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

BLACK.
1. P. to Q. Kt's 7th.

2. P. to Q. B's 7th.

3. K. to K. R's 6th.

4. Either Pawn " Queenf."

Google



ENDINGS OF GAMES. 445

l>iagram 56.

BLACK.

Diagram 57.

BLACK.

"WHITE. WHITE.

Three united Pawns, defended by their King, must win against a Rook,
unless the adverse King can be brought at an early period in front of the

Pawns. In the present instance (see Diagram 57) the Fawns win, even
under that disadvantage.

WHITE.

2. R. takes P.

3. K. takes Q.
4. K. to K. Kt.'s sq.

5. K. to K. R's 2nd.

2. K. to R's sq.

3. K. takes R. P.

It is evident that were Black

8t;ilemated.

Even when, as in the next

one step less advanced, Black,

game.

WHITE.
1. R. to K. B's 2nd.

2. K. to K. B's 4th.

3. R. to K's 2nd.

4. R. to K's 5th.

5. R. to K's Gth (ch.)

6. R. to Q's Gth.

,Vhite dare not play K. to

R's Pawn, afterwards

BLACK.
1. P. to K. B's Gth (ch.)

2. R. P. "Queens" (ch.)

3. K. takes R.

4. P. to K. Kt.'s 7th.

5. K. to B's 7th, and wins.

Or,

1. P. to K. B's Gth (ch.)

2. P. to K. Kt.'s 7th (ch.)

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

to make a Queen, his opponent would be

position (see Diagram 58), the Pawns are

by careful play, will be able to draw the

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

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

3. K. to K. B's 2nd.

4. K. to K. Kt.'s 3rd.

5. K. to K. Kt.'s 2nd.

Kt.'s 5th, as Black would then advance

supporting it with KL's Pawn.)



446 chess-player's handbook.

6. K. to K. B's 2nd.

His best move ; were he to play K. to R's 2nd he would lost; bus,—

^

6. K. to R's 2nd,

7. K. to Kt:8 5M. 7. K. to K. Kt.'s 2nd.

8. R. to Kt.'g Cth (ch.) 8. K. to K. Ka 2nd,

9. R. to K. R's 6th (ch,J 9. K, to K, Kt,'8 2nd.

10. R. to K. R's bth.

And will win,

7. R. to K. R's 6th. 7. K. to K. Kt's 20*!.

8. R. to K. R's 5th. 8. K. to K. Kt.'s S.-f^.

9. R. to K. Kt.'s 5th (ch.) 9. K. to K. R's Srd.

10. R. to K. Kt.'s 8th.

(It U clear that, if White t^ke the Pawn, Black must win, through the

advance of R's Pawn.)

10. K. to K. R's 2nd.

11. R. to Q's 8th. 11. K. to K. Kt.'s Srd.

12. R. to Q's 6th (ch.)

And cannot do more than draw the game.

Diagram 58. Diagram 59.

BLACK. BLACK.

WHITE. WHITE.

Had Black, however, played up his King to support the Pawns, he

roust have lost. (e. g,)

WHITE. BLACK.

1. R. to K. B's 2nd. 1. K. to K. Kt.'s 3rd.

2. K. to K. B's 4th. 2. K. to K. R's 4th.

3. R. to Q's 2nd. 3. K. to K. R's 5th.

4. R. to Q's 6th. 4. K. to K. R's 4th.
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5. R. to K'i 6th. 5. P. to K. K's 7th,

6. R. to K'8 8th. 6. P. "Queens."

7. R. to K. R's 8th (ch.)

And wins.

Diagram 59.
*

With the move Biack wins.

WHITS. BLACK.
1. R. to Q. B's sq.

2. K. to Q. R's 6th. 2. K. to Q. B's 3rd.

3. R. takes R. 3. P. to Q. R's 7th.

4. K. to Q. R's 7th. 4. P. "Queens" (ch.)

5. K. to Q. Kt.'8 sq. 5. Q. to Q. R's 3rd.

6. R. moves. 6. Q. checkmates.

ROOK AGAINST TWO ROOKS.

Tbb two Rooks, in all ordinary cases, win with ease against one Rook;

for you are speedily able to force an exchange of the single Rook for on€

of yours. As in almost every rule which can be laid down in chet%

howevcFi occasional exceptions occur.

Diagram 60.

BLACK.

"WHITE.

This ingenious position is first given by Stamma, and has been copied

by many subsequent writers. With the move, Black gives checkmate at

once; and even without this advantage, it would at first sight appear

that he may draw the game, because White cannot at the same time

defend the checkmate and protect his attacked Rook. By the following

mode of play, howeve , it will be seen that, having to play, White may
win the game.
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WHITE.
1. R. to K. R'8 5th.

2. K. to Q. R's 6th (ch.)

3. K. to Q. R's 5th (ch.)

4. R. takes R.
And wins.

BLACK.
1. R. takes R.
2. K. moves.

3. K. moves.

The most important class of cases in which the single Rook is enabled
to draw the game, is that where his King is placed in a position of stale-

mate by the two Rooks ; the weaker force has then only to persist in

tivihg a perpetual check, and offering to sacrifice his Rook as often as t/id

opportunity arises. Diagram CI is an example. Suppose :

—

WHITE. BLACK.
1. R. to Q. Kt.'s 2nd (ch.)

2. R. to Q. Kt.;s sq. (ch.)

3. R. to Q's sq. (ch.)

4. R. to Q. B's sq. (ch.), &c.

And it is obvious that White cannot avoid the check without stalemating

Lis adversary.

2. K. to his 8th.

3. K. to Q's 7th.

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

Diagram 61.

BLACK.

Diagram 62*

BLACK.

WHITB. WHITE.

Diagram 62.

Here, with the move, White wins the game.

WH ITS

1. P. to K. B's 7th.

BLACK.
1. R. to K. B's sq.

^liad he moved instead, P. to Q. B's 7th, Wliite would win by 2. P. tl

K. B's 8th, becoming a Queen.)

S. E. to K. B's 2nd, 2. E. takes K B. P.
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In lieu of 2 R. takes P. Black might have played P. to Q. b''s /It

,

had he done so, White would have taken the Pawn, and tlien moved
R. to K*8 2nd.)

^

3. R. takes R. .3. K. to Kt.'s sq.

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

And wins.

ROOK AND BISHOP AGAINST ROOK.

The long pending controversy, whether the King, Rook, and Bishop can

win by force from any indifferent position against the King and Rook
alone, appears at length to be definitively settled in the negative. The
-snerit of this interesting discovery, which may be said to set at rest a ques-

tion upon which the leading players of Europe have been at issue for

above two hundred years, is mainly due to the unwearying industry and
penetration of Mr. Kling, a German amateur, long domiciled in England.

Before proceeding to the consideration of the many beautiful variations

adduced by Mr. Kling to establish his conclusion, we should recommend
the student who is desirous of comprehending the peculiar difficulties

which beset this remarkable enigma, to make himself perfect master of tha

celebrated position from which Philidor so admirably demonstrates lliSt

tAt superior forces win. (See Diagram 63.)

Philidor's Positiox.

Diagram 63.

BLACK.

WHITB,

WHITE. BLACK.
1. R. to Q. B's 8th (ch.) 1. R. to Q's sq.

2. R. to Q. B's 7th. 2. R. to Q's 7th.

(This his only play to prevent your winning immediately, for as will ba
seen presently^ when once yon can compel him to move the Rook to

2a
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yoTir Q*<; ?q., or to yriir Q's 3rd, the only two otikBS jqMVM ^[(fUk to

lum, the game must be woa in a lew moTes.)

3. R. to a Kt/t 7th. 3* B» to a'sgtk.

(Here you olieerve that lie was obliged to occupy oae of tte obfeetieQabk

iqiiara, siooe If he played Mi& off the me, yen floated at
^

4. R. to K. Kt/a 7tii. 4. R. to K. B's 8th (or Yar. I.)

5. B. to K. Kt'a 3nL 6. K. to B'b sq. (or Yar. II.)

(Ton play tlie B. thus to prevent liis checking wheu he moves the Koo^,
aud at the same time to force him to toke up a less advantageuus

poaltion.)

6. R. to K. Kt/s 4th. 6. K. to his sq. again.

fHe TTtnms his KiDg thaf, because you now threaten to win dfrpctly hy '

playing the B. to 4i's 6th («hr}t afterwarda R. to Ki» a dth,

Ac.)

7. R. to Q. B's 1th. . R. to Q's 8th (or V«r. ilL)
8. B. to K. 4th. 8. K. to B's sq.

9. B. to K. B's 6th. 9. R- to K's 8th (ciu)

10. B. to K's 5th. 10. K, to Kt.'s aq.

11, R. to K. R's 4th.

And he cannot possibly save the game.

Variation I.y

Btgimthtg mi JUmok*4 4/A move.

WHITE. BLACK*
4. R. to K. Kt's 7th, 4. K. to B's sq.

5. K. to K. R'a 7th. 6. & to K. Kt^'a 8th.

(By this mote he is compelled to play Ua R. to Kt'a Sth, in order ti

interpose when yoa eliet^ with joiiie» and tt» Molt ia that you wia
hia R. by force.)

6. R. to Q. B'a 7fli. 6. K. to KVb aq.

(This ifl his best move ; if he check with the R. at K. Kt.'a Ztd, yoa
interpose the Bishop, and he cannot escape.)

7. R. to Q. B's 8th (eh.) 7. K. to R's 2nd.

8. R. to K. R's 8th (ch.) 8. K. to Kt.'s 3rd.'

9. R. to K. Kt.'b 8th (ch.)

Winning his Rook,

Variation II.,

WRITB. BLACK.
5. B. to K. Kt.'iSfd.7 5, R. to K. B'e ei^
6. B. to Q's 6th, 6. R. to K's 6th (ch^
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{If \s mcfe fhft K. to B'f f^., instead of playing i3bm R. i^m, fom htm
onlj to place yoor R. on IL 7tb to ensnre the gMneO

8. R. to f<k (di.) 8. K. to B't sq.

(If K. tolibQ'a sq., your reply mvit be R* to Q. Kt's Till.)

9. R. to Q. B'e 7tli. 9. K. to Kdfq.
10. R. to K. Kt'e 7lfa (ch.) 10. K. to B'e aq.

11. R. to K. Kt.'8 4tfa. 11. K« to his iq.

^If he play R. to K's 6Ui, instead of returning the K. to lus sq., yoa
*

answer wItkB, to |LR't4Ui« &c.}

12. B. toK*B s4th.

And you must win easily.

Variation III.,

WBITE. BLACK.

7. .1. to Q. B's 4tlu 7. K. to B's sq.

8. B. to K's fnh. 8. K. to Kt*'a

9. R. to IL R's 4tli.

Winning.

In playing over the variatioiis jnai anbmitted, it is impossible to nxo'id

being struck by the flegance and accuracy of this analysis, but, ns Lo'.li

and other writers obsmvp, ** the c^f'neral propn-^ition laid dtmn hy jfhiiidor,

of the Rook and Bislmp winning; no^pinst a liook, can only be sustained

on the supposition that tlie adversary can always be forced into this or a

siniil u- position,*' and this, though attenipted by Phiiidor in his edition

of 1/77, has never been demonstrated, and in the opinion of every ulayer

mho ia eoovemot with the aabject, is an imposaibiUty.

IioUi haa anhaeqimtly given three poaitbna, in toro of wUdi White
can ffitt hy foroe» imt the third ia one whera, with the beat poaaible play,

ho mi only draw. Aa theae positiona are well known, and are besidea

comprehended in one or other of the categoriea in Mr. Kling's demon*
stration, it is not necessary to give them again. In addition to these,

Mr. Cochrane has given three situationc, which it appears were sent by
two players of Lille to the Cnfe dv la Ilegence, in Paris, as yy!im|*lfi

where W hite can only draw the game. (
See Cochrane, p. 341.)

In later times Mr. Szen, the celebrattd
j
layer of Hungary, has also

put forth a position wherein Black can maintain la^ defence aud draw the

gpime. (See Diagram 64.)

But, rtill noie veoently, we hanre had the adminbk avdyila of Mr.
Zytogoraki, in wliicfa an attempt, all but aocoaaMt haa been made to

pTore that the superior force should always win. (See the Chess-Player'a

Chronide," vol. u. p. 427, and vol. iii. pp. 13, 45, 74, and 289*) From
this able article we take one of the most impMtant positions, where
Mr. Z. conceives he demonstrates that White can win* bttt Which MlW
Kling haa aliown to bo an error* (See Diagnm §6.^

2q2
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Ma. Zzen's Position.

Diagram 64.

BLACK.

Mb. Zytogorski's Poscho5.

Diagram 65.

BLACK.

WHITE. WHITE.

As tbcM positions arc included in one or other of the classes into whick

Mr. Kling divides the subject, it is needless to append their mamtoia

variations, but the particular one of Mr. Zytogorski's in whic^ the error

before alluded to occurs, it may be well to give. Place the I»i£cea asjn

Diagram 65.

BLACK.''

1. R. to K. B's sq.

2. R. to K. B's 8th.

3. R. to K. B's / th.

4. R. to K. B's 8th.

5. R. to K. Kt.*s 8th (ch.)

6. R. to K. Kt.'8 7th.

7. R. to Q. R's 7th.

8. K. to B's sq.

9. K. to Kt.'s sq.

10. R. to Q. R's 3rd (ch.)

11. R. to Q. R's 8th.

12. K. to R's sq.

13. R. to K. B's 8th (ch.)

14. K. to Kt.'s sq.

15. R. to K. B's 5th.

16. R. to Q. R's 5th.

17. K. to R's 2nd.

18. R. to Q. B's 5th.

19. K. to R's sq.

20. K. to Kt.'s sq.

to Mr. Kling, that Mr.

WHITE.
1. R. to K's 8th (ch.)

2. R. to K's 7th.

8. R. to Q's 7 th.

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

5. B. to K. B's 6th.

6. K. to B's 5th.

7. B. to K's 5th.

8. R. to K. Kt.'8 7th (ch.)

9. R. to Q's 7th.

10. K. to B's 6th.

11. B. to Q's 6th.

12. R. to K. Kt.'s 7th (ch.)

13. R. to K. Kt.'s 2nd.

14. K. to K. Kt.'s 6th.

15. B. to Q. B's 5th.

16. R. to K. Kt.'s 5th.

17. K. to B's 6th (dis. ch.)

18. B. to K's 3/d.

19. R. to K. Kt.'s 7th (ch.)

20. R. to Q. Kt.'s 7th.

It is at this 20th move of Black| according
S^togorBlp's mistake occurs.
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Nothing can be more beautiful and correct than the foregoing pl&y, but

at this point, instead of directing Black to move his King as above, ht

m&kes bun gife check with his R. at Q. B's 3idy and fay tiMt mmt low
tlie gamei

21. R. to a Kt/t 8th (ch.) 21. K. to R's 2iid.

22. R. to Q. Kt's 6th. 22. R. to a B's 2na.

2.3. B. to Q'8 4th. 23. R. to K. B's 2]id (ch.)

This i^lili only move to dnor the game; and now» whether yon tdie

Roolc or not, he will succeed in preventing your wimiDg

•

Fifisx Ohjlfxer,

XuB positions found in the following Chapter will show how the playe»

with the Rook and Bishop can drive hb adversary to the end of thehoodt
sold at the same time vrill point out the jniest m^hod that Black

adopt to arrive at a pontion for drawing the game.

First Position. (Diagram 66.)

BLACK.

: \

i1

wf
i

V
; \

• 1
^

W^^i^^^^^^

\
' 1

! - ^
*

»
'

;: •

j

i;

WUITB.

We start from a position which the Black can always be compiled to

occupy.
BLACK.

1. R. to Q. Kt's 2na.

2. R. to Q's 2nd.

3. R. to Q's sq. (see Var. 1.

ami III.)

4. K. to K. Kt.'s 2nd.
5. R. to Q*s 2nd.

6. R. to Q's 8th.

1. B. to K's 5tb.

2. R. to K. R's 6th.

a. B. to Q!n 6th.

4. R. to K. B's 6th (ch.)

5. B. to K. B's 4th.

6. K. to K's 6th.

(This moTC is bad» and losci the gime. See VariatUMi 11^
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7. B. to K's 5th. 7. K. to K. R's 2nd.

8. R. to K. B's 7th (ch.) 8. K. to Kt.'s 3rd.

9. R. to Kt.'s 7th (ch.) 9. K. to K. R's 3rd,

10« R. to K. Kt'8 4tih. 10. K. to K. R's 2nd.

11. K. to K. B*8 7tii. 11. R. to Q's Mt (ch.)

12. K. to K. B*8 6th. 12. R. to Q. Kt's 2aL
13. K. to K. B's 5th. 13. R. to Q's 2nd.

14. R. to K. Kt.'8 «|. 14. R. to K. B s 2iid (oh*)

15. B. to K. B's 6th. 15. R. to Q's^nd.
16. R. to K. R's sq. (ch.) 16. K. to Kt.'s sq.

17. K. to K's 6th. 17. R. to K. R's 2ad.

18. R. to K. Kt.'s eq. (ch.) 18. K. to K. B's sq.

19. R. to U'b b^.

And wiiif.

This variation shows that Black's 6th moTe loses the game ; the othtt

yariatioiis lead to drawn games.

TAmiATlON I.

WHITB. BLACK.
3. K. to K. Kt*8 2nd.

4. R. to K. KV9 6di (ch.) 4. K. to K. B's 2nd.

5. R. to K. B'l 6lh (oh.) 5« K. to Kt's sq.

6. K. to K'i Gth.
,

6* R. to Q R's 2nd.

7. R. to K. B's 8tii (ch.) 7. K. to K. R's 2iid.

8. R. to K. B's aq. 8. K. to Kt.'s sq.

9. B. to K's 5th. 9. R. to Q. R's 3rd (ch.,

10. K. to K. B's 5th. 10. R. to K. R's 3rd.

11. R. to K. Kt.'s sq. (ch.) 11. K. to K. B's 2nd.

12. R. to K. Kt. s 7th (ch.) 12. K. to K. B's sq.

13. B. to K. B'l 6th. 13. R. to K. R's 7th.

14. R. to a R's 7th. 14. R. to Q. B'e 7th.

1ft. B. to K'e 7th (ch.) 15. fL to K's sq.

16. B. to Q's 6th. 16. K. to Q's sq.

17. K. to K's 6th. 17. K. to Q. B's sq.

It now hecomes a position of the second dassi the defonce of whicb
win he found in the Third Chapter.

WUITX. BLACK.
6. R. to Q. R's 2nd.

7. B. to K. R's 6th (ch.) 7. K. to Kt-'s sq.

8. B. to K. B's 8th. 8. R. to Q. R's 3rd (ch.)

9. B. to Q's 6th. 9. R. to Q. R's 2ad.
10. R. to K. B's 8th (ch.) 10. K. to R's 2nd.

11. R. to K. B's sq. 11. R. to Q. R's 3rd.

12. R. to K. Kt.'8 sq. 12. K. to K. R's Srd.

This is now a position of the first cla&Si the defence of whidl wiUL Ue
AniBd hi the foltowlDg Chapter.
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WHITB.

4. R. to K'8 6th (ch.)

5. R. to K. B's 6th.

6. R. to K. B's 8th (ch.)

7. K. to K's 6th.

8. K. to Q's 5th.

9. B. to K's 5th.

10. R. to Q. Kt's 8th (ch.)

Variation IIL
BLACK.

3. K. to K's sq.

4. K. to Q's sq.

5. K. to Q. B's sq.*

6. K. to a Kt.'8 2nd.

7. R. to K. R's 2od.

8. R. to K. R's 4th (ch.)

9. K. to Q. Kt.'8 3rd.

10. K. to Q. R's 4th.

Again a position of the first class.

Second Chapter.

First Class.

The division of the different positions into classes is made to estimate

their value witli regard to the possibility of defence.

,

The first and second class give us the easiest method of defence, and
we shall see thut we can arrive at the one or the other by playing the

correct moves ; we shall also show that one can be changed to the other.

If, however, the second player does not play very well, he can be forced

into a position belonging to the other classes, which gives to the first

player a better chance of forcing the game.

We have only made use of the Queen's Bishop in the several positions

—it being evident that the King's Bishop would lead to similar positions

on squares of the other colour.

Diagram 67. Diagram 68.

BLACK. BLACK.

m w
1

[

1

r

i
r

(

i

t-
1

1
...if

1
2 WHITE. 3

First, Second, and Third Posi-

tion.—The White Rook occupying

the same square in the three posi-

tions.

WHITE.

Fourth Position.—This last po-

sition is the only exception in the

first class, in which White can win
by playing K. to Kt.'s 6th.

* If Black play R. to K. R's 2iid, it will still resolve into a position of

the first class.
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The other 2K>6idoiu «re played as fbUowa,

PiUT Posmoif*

This is the one uf the most difficult of this class for the defence, the

Black King being so near the Rook's square. It is evident that Whit^
would win, were the Black King placed on Q. R*a iqiiare, and his Rook
on a. R'a 8tli—and White's King on Q. R'a 5(li—B. on Q. R'a 4tli—
K. R« on K. R's 7 th, the position bdng the same on the left aide of tiie

board as tfaal^of the fourth iiosition on the right.

1. K. to a. B's 5th. 1. K.toa R'aBq.(orVar. L)
2. B. to Q's 2nd* 2, R, to Q. Kt.'s 2nd«
3. R. to K. R's sq. • 3. R. to K's 2nd.

4. B. to K. Kt/s 5th. 4. R. to Q. Kt.'s 2nd.

5* B. to K. B's 6th* 6. R. to Q. R's 2nd.

6. B. to Q*s 4th. 6. R. to Q. B's 2nd (ch.)

7. K. to Q's 5th. 7. K. to Q. Kt.'s 2nd,

8. B. to K's 5th. 8. R. to K. B's 2nd.

9. K. to K's 6th. 9. R. to K. B's 7th.

10. R. to Kt.'a aq. (ch.) 10. K. to Q. B's Srd.

11. R. to B's sq. (ch.) 11. K. to Q. Kt's 4th.

12. K. to Q's 5th. 12. n. to K. B*s 4th.

13. R. to Kt.'s sq. (ch.) 13. K. to Q. R's 4th.

is a position of the same dasi| and one more faTonrable for Ch»
ddbnce than the first position.

Variation I.

WHITX. BLACK.
1. R. to Q. B's 8th (ch.)

2. K. to Q. Kt.'s 6th. 2. K. to B's sq.

3. B. to Q. B's 5th. 3. K. to Q's sq.

4. K. to Q. B's 6th. 4. R. to K's 8th.

5. K. to K. B's 7lU. 5. R. to K's 3rd (ch.)

6. B. to Q's 6th. 6. R. to K's 8th.

7. R. to K. B's 6th.

This is not so well defended as tlie other, but it is still a drawn gamc^
as we shall see in the third ])osition of the third class. The best method
of defence is only given, the Tariationa bemg too nnmems and too

ihnihur to eieito an/ interest.

Thikd Chapter.

Second Ciau,

In this class th^ is only one position won for the White. Besides

the five reguhir positions, we have added one where the White King
attacks the adverse Rook at the first move* which gains White a nofi
and the game.
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This position is wokitj to tilow wilh what prociikm the Black Rook-
«i^t to be playecLj

FnwT Position. (Diiignun 69.) SxcoNO Position. (Diagram 7(.y

BLACK. BLACK.

WHITX. WHITB.

Thibd Posmov. (Diagram 710 Fovrnm Position. (Disgnm 72.)

BLACK. BLACK.
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Fifth Position. (Diagram 73.)

BLACK.

Sixth Position. (Diagram 74.)

BLACK.

WHITE. WHITE.

This fifth position is the only one of this class which is lost for Black.

The Black Rook is placed on K. Kt/s 5th—the game being lost on any
other square on the same line ; were he on the K. Kt.'s 3rd| Whito
could give mate in tliree moves, which would be still worse.

White to play.

WHITE. BLACK.
1. R. to Q. R's 8th (ch.) 1. K. to K. R's 2nd.

2. K. to K. B's 5th. 2. R. to Kt.'s sq.

3. R. to Q. R's 7th (ch.) 3. K. to R*s 3rd.

4. R. to Q. R's sq.

Winning.

The third of these positions (Diagram 71) may be played in the follow-

ing manner :

—

WHITE. BLACK.
1. R. to K. Kt.'s 7th. 2. K. to Q's sq.

By this move Black loses the position of the second class and is obliged to

take one of the tliird, which however is still defensible.

Sixth Position.

WHITE.
1. K. to Q's 5th.

2. B. to Q. B's 5th.

3. R. to K. R's 7th.

4. K. to Q. B's 6th.

5. B. to Q's Gth (ch.)

6. R. to K. R's sq.

BLACK.
1. B. to Q. B's 8th.

2. K. to Kt.'s sq.*

3. R. to K's 8th.

4. R. to K's 3rd (ch.)

5. K. to R's sq.

Winning.

* If Black' play to Q's sq., White plays his King to Q. B's 6th) anid

0811 occupy a winning position in four moves.

G
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Fourth Chapter.

Third Clou,

Although there is only one winning position in the five given in this

Class, the defence is more difficult than those of the preceding classes.

First Poamoir. (Diagram 75.)

BLACK.

WHITE.

^Yhite plays in this position,

WHITE. BLACK.
1. R. to Q's 7th. 1. R. to Q. B's 7th.

2. R. to K. R's 7th. 2. K. to Q. B's sq.

Tins is now a position of the second class, and can be resolved into •
position similar to the one we start from.

Second Position. (Diagram 76.) Third Position. (Diagram 77.)

BLACK. BLACK.

WHITE, WHITE.
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Fourth Position. (Diagram 78.)

BLACK.

1

'IB
1

f
1

^1
i

WHITE.

This fifth position is lost for the Black, (e. g.)

WHITE.
1. R. to K. R's 8th (ch.)

2. R. to K. R's 4tli.

3. R. to Q. R's 4th.

4. R. to Q. R's 8th (ch.)

5. R. to K. R's 8th.

BLACK.
1. R. to K. Kt.'8

2. R. to K. Kt.'s 6th»

3. K. to Kt.'s sq.

4. K. to K. R's 2nd.

Winning.

It is won, because the Black Rook has not so many square! to pkj ti

as in the preceding variations.

Fifth Position. (Diagram 79.) ».

BLACK.

...J

MUra..*.

m1 J

M
^ ni

WHiri.

r
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Fifth CnAPTER.

Fourth Class.

In this Chapter two positions out of five are favourable for White, the

^ird and fifth.

First Position. (Diagram 80.)

BLACK.

[

WHin.

BLACK.
1. R. to K's 3rd.

2. R. to Q. B's 3rd.

3. R. to Q. B's 8th.

WBITB.
1. R. to Q. B's 7th.

2. R. to Q's 7fh.

3. R. to Q's 2nd.

4. R. to Q's 6th.

It is now a position of the tliird class ; but if Black for his first move
play R. to Q's 8tli, White can win.

Second Position. (Diagram 81.) Third Position. (Diagram 82.)

BLACK. BLACK.

VHITI. WHITB.
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In this third position, Wliltc can Tr.r, In the following manner :—
WHITE.

1. R. to Q. B's 2nd.

2. R. to K. R's 2nd.

3. R. to Q. Kt.'8 2nd.

4. R. to a Kt.'s 6th.

5. R. to Q. B's 6th.

6. R. to Q. B's sq.

7. B. to K's 7th (ch.)

8. R. to K. B's sq.

9. B. to Q's 6th.

10. K. takes R.

11. Rook mates.

BLACK.
1. R. to Q. R's 3rd.

2. K. to Q. B's sq.

3. R. to Q. R's sq.

4. K. to Q's sq.

5. K. to K's sq.*

6. K. to Q's sq.

7. K. to K's sq.

8. R. to Q. R's 3rd (ch )

9. R. takes B.

10. K. to Q's sq.

Sixth Chapteb.

F^h Clou.

First Positiow. (Diagram 83.)

BLACK.

Skcond Position. (Diagram 84.)

BLACK.

'1

. 1

1

ir-

1
!

WHITE. WHITE.

* The game is equally lost if Rook moves to Q. R's 2nd. This more
gives rise to many variations, which are given in Le Palamede " for

1846, page 493, &c.
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Third Position. ^Diagram 85.) Fourth Position. (Diagram 86.)

BLACK. BLACK.

WHITB. WHITE.

All the positions of this class are won for White, with the exception of

the last, which, however, is the most difficult to defend. Some of these

positions have been analysed by Philidor and Lolli. The last may be
found in the " Chess Chronicle," and at the time it was thought to be a
won game by Mr. Kling, and many of our best players ; a profound
analysis has demonstrated the impossibility of winning. Mr. Kling now
agrees in the opinion of Lolli, La Bourdonnais, and others, who have
declared the following position a drawn game.

Diagram 87.

BLACK.

WHITE.

'We Bhallsee that this position is nearly the same as No. 4 of thii cluM.
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LoOi, IS also La BonrdiNiiiais,

mmer of pUying it Hm Usttaji, in Ui work, pp. 186, 187 (1833):

II is to be ngr^ted that LolU has not given the prinemal moTOS. Tks
poiitioB of LoUi it fertile of ' pats/ and I think that Black, by plajinf

correctly, can always hinder their adversary from ooenpjing, with thdr

King and their Bishop, the position where the winning of the game is

shown (viz. K. on K's Oth, B. on K's 5th) ; but I conceive also tiiat

White c&n easily force the Black King on the Other line^ in a positK:i

where he will no iongrr have a defence."

La Bourdonuais, however, has not given any proof of his opinion, and we

ahow the manner which demonstrates the impossibility. He continues:—*

'Mt ia a pity that Lotli has not profod his assertion by a demonstratioD.

That would hare facilitated the study of this difBcnlt position.*'

We are now gtnng to give the defence of Uiis position.

FiMT FosiTiOK. (Diagram 88.)

• BLACZ.

Ml ^ -
'1

'3

k P
•

*

11

ii ^ m

» • •

WHITB.

Here White forces Blaek to take the first position of the fifth class in

two moves, and wins the game.

WHITE. BLACK.
1. R. to Q. Kt.'s 6th (ch.) 1. K. to Q. R's sq.

2. R. to K. R's fkh. 2. R. to Q. Kt.'s 8th.

3. R. to K. R's 8th (ch.) 3. R. to Kt.'s sq.

4. K. to K. R's 4th. 4. R. to Q. Kt.'s 8th.*

* Had Black played R. to K's sq. the game would equally haie

been lost, and had he moved the &• to Q. Kt/s 2nd9 the game woolA
mtinae thus,

—

WHITE. BLACK.

^ ,
6. R. to K. Kt.'i 4th.

. . . R.-to Q. R'^^nd («iji>
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5. B. to Q. Kt/s m. 5. K. to Q. Kt/s aq.

6. K. to Q. Kt/s 6th. 6. K. to B's s^.

7. K. to Q. B'6 6th, wins.

It is evident that had Black played K. to Q. B^s sq. on the first mmp
White wocdd win by playing R. to Q's 6th.

In tbe Second Position of this Class (aes Diamm 84, pace 462)
WWto plajs,^

WHITB. BLACK,
1. R. to K's 8th (db) 1. R. to Q's sq.

2. R. to K's 7th. 2. R. to Q's 7th.

3. R. to K. B's 7th. 3. R. to Q'<? 8th.

4. R. to Q. R's 7th. . 4. R. to Q. Kt.'s 8th.

5. R. to K's 7th. 5, R. to Q's 8th.

6. B. to K's 3rd. 6. R. to Q's 6th.

^If Black play 6. R. to Q's sq., White replies with R. to K's 4tb, sad
wins more speedily.)

7. B. to Q. Kt.'s 6th, 7. R. to Q. B's 6th (ch.)

8. B. to Q. B's 5th. 8. R. to Q's 6th.

9. R. to a B's 7th (ch.) 9. K. to Q's sq.

10. R. to Q. R's 7th. 10. K. to K's sq.

11. R. to K's 7th (ch.) 11. K. to Q's sq.

12. R. to K's 4tli. 12. K. toa B's «|»

13. B. to Q's 4t]i.

And iviiis»

»
* Third Position. (See XHagiam 85, page 463.)

WHHE. BLACK.

1. R. to K. Kt.'s 8th (du) 1. R. to K. B's sq.

2. R. to K. Kt.'s 7th. ' 2. R. to K. B's 7th.

3. R. to K. R's 7th. 3. R. to K. B's 8th.

4. R. to Q. B's 7th. 4. R. to Q's 8th.

5. B. to Q. B's 3rd. 6. R. to Q's 6th.

(If Black play instead 5. R. to Q's sq., the answer i^j 6. R. to Q. B's 4dv
winning more easily.)

6. K. to Q, Kt.'s 6th. 6. R. to Q. Kt.'s 2nd (ch.)

7. K. to Q. B's 6th. 7. R. to Q. Kt.'s sq.^

8. B. to Q. B's 7th. 8. R. to Q. Kt.'s 2a(i.

9. R. to K. R's 'itii, and wins.

* If Black move—
K. to Q. R's 2nd.

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

R. to K. R's 4th, and wins.

VoT sev eral interesting variations to this first position see Le Fal»>

m^/* mi, ^p. 531| ^2.
2s
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6. R. to K'fl 6th (ch.)

7. R. to Q's 6th.

8. K. to Q:& sq.

9. K. to Q. B's sq.

10. K» to Q's sq.

6. "B. to K. B's eth.

7. B. to K'9 5th.

8. R. to K's 7th (ch.)

9. R. to K. R's 7th.

10. R. to Q. B's 7th

11. R. to a E'8 4th.

And wius.

FouETH Position. (See Diagram 86.)

rXhis position, with the leading variation, which descires the most atten-

tive consideration, has already been given in the introductory observa-

tions to Mr. KUng's Analysis. (See page 452, and Diagram 65.) ]

The variations springing from this last position are so numerous that

it would be impossible to give them all ; we only add two, where Black

having played incorrectly, has taken a lost position.

Diagram 89. Diagram 90.

BLACK. BLACK.

WHITS.
Diagram 89.

WHITE.
1. R. to Q. R's 3rd.

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

3. K. to K. B's 6th.

4. R. to Q. R's 8th (ch.)

5. R. to Q. R's 7th (ch.)

6. R. to K. Kt.'s 7th.

7. R. to K. Kt.'s 5th (ch.>

8. R. to K. Kt.'8 4th.

9. K. to K. B's 7th, and wins.

Variation I

From Black's bth

WBITX.

BLACK.
1. R. to K. kt.'s 7tii (ch.)

2. K. to B's sq.

3. K. to Kt.'s sq.

4. K. to R's 2nd.

5. K. to R's 3rd (or Var. I.)

6. K. to R'b 4th.

7. K. to R's 3rd.

8. K. to R's 2iid.

move.

6. R. to K. iCU's 7th (ok.)

7. R. to K. Kt.'s 4th.

5. K. to Kt's sq.

6. K. to R'ssq.

*8. B. to Q. R'a 7tW

Google
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A. B. to K'« 5th. a. K. to K. R's

9. R. to K. Kt.'8 7th (cb,) 9, K. to R's sq.

IIL R. to Kt.'s sq. IIL K. to R's 2nd.

11. R. to K. R's sq. (ch.) LL K. to Kt.»s sq.

12, B. to Q's 4th. 12, R. to Q. R's 3rd (ch.)

1^ K. to K»8 7th. 13, R. to K. R's 3rd.

14. R. to Kl.'s sq. (di.) U, K. to K. R*s 2ad.

15. White gtres mate in six mores.

Di^tgram 90.

WHITB. BLACK*
L R. to K. Kt.'8 7th (ch.) L K, to B's sq.

2. R. to Q. B's 7th. 2, R. to Q. Kt.'8 8th.

a, B. to Q's 4th. a, R. to Q's 8th.

4, B. to K's 5th. 4. R. to Q. Kt.'8 BOu
R. to Q's 7th. 5, K- to Kt.*s sq.

fi. K. to K. B*8 6th. 6, R. to Q. KL's 3rd ^<h.>

1^ B. to Q's 6th. L R. to Q. Kt.'8 8tb.
*

8, B. to Q. B's 5th. 8, R. to Q. Kt.'s 6th.

9^ R. to K. Kt.'a 7th (ch.) ^ K. to R's sq.

10s R. to Kt.'8 sq. 1!L R. to K. B's 6th (ch.)

LL K. to K. Kt.'8 6th. LL K. to Kt.'s sq.

12, R. to K. Kt.'8 4th. 12. R. to Q. B's 6th.

13, B. to Q's 6th. 13, R. to Q. B's 3rd.

14, K. to K. B's 6th (dis. ch.) 14, K. to K. R's 2nd.

1^ R. to K. Kt.'8 7th (ch.) 13, K. to R*s sq.

Ifi, R. to Q's 7th. 13. R. to Q. B's Bth.

VL B. to K's 5th. IL R. to Q. B's 3rd (ch.)

18. K. to K. B's 7th (di8. ch.) 18. K. to R's 2nd.

19, R. to Q's 8th. 19, K. to R's 3rd.

2SL, B. to K. B's 6th. 29, R. to Q. B's 2nd (ch.)

2L B. to K's 7th. 2L K. to R's 2nd.

22. R. to Q's 4th. 22, R. to Q. B's 3rd.

23, B. to Q's 6th.

And wins.

There are many other methods of varying the mores, but those given

are the most interesting, and sniiiciently develope the principle of ih»

defence.

From these it is evident that White can force Hs adversary's King to

tiie extreme line of the board, but it is equally apparent that he cannot

win, if the defence be correctly played,— it is also shown that Black can

always make a drawn game, even after losing the advantage oT the posi-

tions of the first and second class, and being driven into one of the other

less favourable situations ; those are only exceptions where White has won.
Mr. Kling concludes his rery able and interesting examen (which

leaves little to be desired beyond a more distinct and methodical arrange-

If he play R. to K. B's 7th (ch.), he is equally lost. See " Bdt*
tnMtf" 1846, pp. 535, 536.

2 h2
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of iBtm matter), by dedaring Ills eoBTietkm, after liie moat laborisu

fafcatlgatioii of the aolqeet, tbat ike Book mid Bithop aganmi aU JW
vornHMe m drawn ffome,**

HOOK AOAINSrr ROOK AND KNIGHT.

This ipecies of termination has not received one tithe of the attentkm

and study which has been beitowed on tliOTery similar one we hare

Jvat been disenssiug. It aeems to have been taken for granted Hiit

die single Rook, in sneh positions, can dnnr the gaade. The late

Mr. Forth, however, gave much consideration to the subject, and is of

opinion, and, we thindL, has satisfiictorily proved, that the Rook and
Knight exercise a more effective power against the Rook than that Piece

does in opposition to the Knight, or than King and two Knights can do
against King and Pawn."
We proceed to give a few examples, for which we are mainly indebted

to the demonstrations of Mr. Forth, and we commend this particular

stody, us one still fertile in discoveries, to the consideration of amateurs.

Diagram 91.

WhitSf with the more, will wm the Eook in four moves.

1. Kt to K's 6th (ch.)

Qf ioitesd he play K. to his 5th, mite win dieck with R. a^

2. R. to Q's 8th (eh.) 2. K. to his 5th.

8. R. to Q's 4th (ch.) 3. K. moves.
. 4« %m tskes R,

BLACK.'

1. K. to Q's 4th.

Diagram 91.

BLACK.

Diagram 92.

BLACK.

m Mmm
m.

•

\

Mi \'^:\
I

'
-'3

m • M
1

• Ri
1

a
m

m
y m H
mnt ' ''^ 1

WHITS. WBira.

BCany instanoea of this kind might ohviovisly he given if necessary, hok
it is more important to understand the mode of setion when the

~

aie at the side of the board, or may be driyen there.
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Diagram 92.

In this instance; White, with the move, will win in ten moTes.

WHITE.
1. R. to Q. B's 7th (ch.)

2. K. to his 6th.

BLACK.
1. K. to his sq. (best.)

2. K. to Q's sq.

(If to K. B's sq., White checks with R. at K. B's 7lh, and on the K.
moving to Kt.'s sq., gives mate in two more moves.)

3. R. to Q's 7th (ch.)

4. Kt. to K's 7th (ch.)

5. K. to Q's 6th.

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

4. K. to Kt.'s sq.

5. R. to Q. Kt.'s 3rd (c*i.)

(His best move to delay the mate.)

6. Kt. to Q. B's 6th (ch.) 6. R. takes Kt. (ch.)

llf he play K. to Q. B's sq., White may move R. to Q. R*s 7th.)

7. K. takes R.

And mates in three more moves.

Diagram 93.

BLACK.

Diagram 94.

BLACK.

WHITE. WHITE.

Diagram 93.

This example is much more difficult than the preceding one. " It will

be seen," says Mr. Forth, ** that when the Black King is on the Rook's,

Knight's, or Bishop's squares, it is comparatively easy to force the game,
liut the difficulty is materially enhanced when he is on the King's or

Queen's squares, where it is, at present, an undecided question whethc
mate can be forced in general situations. The positions where the Rook
and Knight exercise the greatest power, are those in which the adverse

Rook is on the same half of the board as that on which the Kings stand,

and the White Knight can be moved to the next square to his King for

the purpose of interposing when check is given. Such situations are, for
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tiia most part^ decisive; care, however, must be taken to keep the Kinn

near e&cii otiier, that time may not be lost ia gaining the u^pojbitiau at iic

proper monMiit.^'

la tilt pnwat podtian WUfee cm win In tuoitj mora.

WHITE, BLACK.
1. Kt. to Q's 6 til (cii-) 1. K. to B's sq. (best.)

2. R. to d's 7tti. 2. R. to Q. Kt.'s sq., or(A.}

S. R. to Q. R*f 7th. 3. R. to Q'saq.

Til is necessary to force the Black Ivook on to this square, in order to pre-

vent his checking the King when White rciiioves hi^ Knight.)

4. Kt. to K. B's 5th. 4. "R. to Q. Kt.'8 sq. (best.)

5. Kt. to K. Kt.'s 7th. 5. R. to Kt.'s 3rd (cb.)

6. Kt. to K's Gth (ch.) 6. K. to Kt.'s sq.

7. R. to K's 7th. 7. R. to a. Kt.'s Gth.

8. K. to Kt.*s tith. 8. R. tu Kt.'s sq.

9. R. to Q's 7th. 9* R. to Q. R^s sq.

10. R. to Q*8 6tii, 10. B. to K's sq.

11. R. to Q. B's 6du 11. R. to Q. R's sq«

12. Kt. to Kt.'8 5tfa. 12. K. to B's sq.

13. R. to K's Gth. 13. K. to Kt.'s sq.

14. Kt. to K. R's 7th. 14. R. <x Q. Kt.'Aiq.
15. R. to K's 7th. 15. R. checks.

16. JLL io K. B's Gth (ch.) 16. R. take» Kt. (ch.)

And White winsin tar mens mom.

(A.)

2. K. to his Kt.'s sq.

3* K. to his Kt's Wtu 3. K. to B's sq.

4. R. to B's 7th (ch.) 4. K. to Kl's sq.

9« Kl;. to K's 4th. 5. MomniMnlieMa*
6L Kt. to B's 6tfa« .

Diagram 94.

Tys position Is fhm&LolliySiidksa oiampte of a diMm WUto
Ittfing to mtpn pkyst*

WHITE. BLACK.

L P. to Q's 7th. 1. R. takes P.

& R. takes B. 2. R. to Q's 7th.

a. R.to K. B's 4th (ch.) 3. K. takes R.

^ And White Is stalenaatod.

Chapter IV.

SNDIN6S OF GAMES WITH KINGS AND FAWNS ONLT.

^hnutf towvds tiko end ofu gsnief s ftw Fswns ondy* itHh, their lespsslliv

are left npovi tbe bovd| it ndglit «t fifst slglit be suppcMNaiy
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the limited nature, and the simplicity and umformity of their mom,
little difficulty could arise, and no threat study or examination be neces*

sary. If, indeed, the value of the Pawns, Uke that of the superior Pieces,

were to be estimated only by the power they originally possessed, such

a supposition would doubtless be correct ; but the peculiar privilege by
which, under certain conditions, they may be elevated to the rank of the

most Talnable Vkam, brings a new and Terr interesting element into the

calculation, and ridiia tkis particalar specnes of terminatioii at onoe onr
oi the most dUkalt and aost Important branehea of chess stimt^. It

is at the same time one «bi<^ is generally very impetfectly nndeistood hf
amateurs ; and perhaps it* is amongst finished players only that its wyntial
importance is fully recognised, because from that class ohiefly those well-

contested and equal games proceed whicli are most frequently brought to

similar conclusions. And even amongst the very first-rate practitioners

numerous instances occur, where the slightest miscalculation leads to the

loss of an otherwise secure battle. Nothing can well be conceived more
trying to the nerves and temper, than after hours of the intensest mental

effort, and when a diAcnlt game has been saccessfully conducted throueli.

danger, and against a snperior Ibroe, until it Is safely reoiganlsed w&
Tictory in view, to see the wdli-esmed conquest suddnly fidl from your
bands by some momeBlafy lapse of the OTorstrained attentumi or sonata

psltry artifice which a tyro would have penetrated.

A remarkable example of this kind occurs in the eleventh game of .thi

great match played in Paris in the year 1843. After a long and severe

struggle, conducted by the English player with some inferiority of force

(his opponent having gained an advantage at the commencement), the fol-

iowing position (see Diagram 95) occurred ; Black (Mr. S.) having to phqr*

Diagram 95.

BLACK.

yaaflfea^
t

m H
' 1

i ' \

! \ .'i

' '. ' '
-i

y m
h i

...,.s

WHITB.

There can we think be little donbt that, under ordinary drcumstanoeii
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Black would at once have played the correct move of K. t^kes Q. P.

aiid bj no doing have won the game with eaite. Instead of this, however/

from noBieiitBrj Inadmlaiee, the eomeqaeiifle of nine or ten hoiue'
OMMat meotil «iertloB| be nored K. to hit Sthi and the game mm po*
Mod ae Mkma

WHITS* BLACK.
1. K. to his 5th.

2. K. to Q's sq. 2. K. to Q's 6rh.

3. P. to Q's 5th. 3. P. to K s /111 (ch.)

4. K. to hia sq. 4. K. to B's 7th.

5. P. to Q's 6th. K* takes P.

6. P. to Q'fl 7th. e. P. to a B's fi/Qk.

7. P. toQ'i8t]iaad<<QiieoDs,'' 7. P. to Q. B'a 7tlu

8. d. to her 2iuL

And wfau.

Bat had Black, on the contrary, played as already anggested, he would havr
won the game ; thus,—

*

BLACK*
1. K. takea P.

2« K. to Q'a aq.

(Ifi in plaee of this move, he advanee K« Kt. P.^ Black will equally win by
pbiying K. to his 5th, then taking the Knight's Fbwn in another move
or two, and afterwards retoming witii hia King ui auflident tune to

defend hia own King'a Pawn.)

2. K. to Q's eth.

3. P. to K. Kt.'a 4th. 3. P. to K's 7th (ch.)

4. K. to his sq. 4. K. to B's 7th.

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

6. P. to K. Kt.'s 6th. 6. P. to Q. B*s 6th.

7. P. to K. Kt.'s 7U3U 7. P. to Q. B's 7th.

8. P. " Qiipcns." 8. P. ** Queens" (ch.)

9. K. takes P. 9. Q. to Q. B's 5th (ch.)

10. Q. takes Q. 10. P. takes Q.

And must evidently win.

The atudent vrill naturally enquire how a proficiency in the art of

•playing Pawns may be best attained ? And whether he can hope to gain

much benelit in it from books ? We can only say, that it is a matter
•exceedingly difficult to generalize upon, or to reduce to niles, and that,

timrefore, great and incessant practice is the grand requisite ; but it should

never be forgotten that the required practice may he obtained equally, and
perhaps even in a superior degree, by the study of tliose critical and

ingenious positions which are given by our best uuthtu s, as by actual

play, and we strongly recommend attention, therefore, to the selection of

tOitoations which fonn the subject of the present Chapter.
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KING AND PAWN AGAINST KING AND PAWN.

Wb have already seen (p. 409) the method of playing a single King against

a King and Pawn. When a Pawn is left on each side, and both are able

io Queen at the same time, the result is usually a drawn game ; there

are, however, exceptions of some importance which, before exchanging

Vhe lait PieoBs, it is necenary to bear in mind. These may ariseMm
one of the Fawns giving efaedc at the time it beoomer a Qneeo^

or from the King of the party Qoeening" last being on the same file as

his Pawn, so that his opponent, by a simple check, forces the King to

mofe and wins the Qumii. The following, firom Iiolliy will be a mffi-

CMnt iUastFstkm*

Diagram 96«

BLACK.

; J

r i f.
' ' ':

WBin*

Here, Black having the move, may draw the game by adfancuig P, to

7th ; if, on the contrary, he take P. with R. (cli.), ezpectiqg Co

.

Qneea his Pawn, he will lose it. (e.

WHITB. BLACK.
1. IL takes P. (cb.)

2. R. takes R. 2. P. to Q's 7Uu i

8. R. to Q's 5th.

(A xemarksbly neat coup.) 4

3. K. takes R.

4. P. to Q's 7th. 4. P. Queens."

5. P. ** Queens" (du)

AndfUMW
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KING AND TWO PAWNS AGAINST KING AND PAWN.

Most commonly the two Pawns win, but many cases occur where the

game is drawn.

Diagram 98.Diagram 97.

BLACK. BLACK.

WHITE. WHITE.

The first position (see Diagram 97) is by Philitlor. If Black have to

play, White will win, but if otherwise the game is drawn. This instance
forcibly exemplifies the importance in similar cases of gaining the oppo-
sition with your King, or of so placing him opposite the adverse one,
with one square between them, that he, having to play first, is compelled
to retreat and leave you to take up the position you may require.

First, suppose White moves :

—

WHITE. BLACK.
.1. K. to Q's 4th. 1. K. to Q's 3rd.

^ad he played K. to B's 4th, you would have won by moving K. to his 3pd,)

2. K. to Q's 3rd. 2. K. to Q's 2nd.
3. K. to K's 3rd. 3. K. to K's 2nd,
4. K. to Q's 4th. 4. K. to Q's 3rd.
5. K. to K's 4th. 5. K. to K's 3rd.

And the game must be drawn.

But suppose Black have to play :

—

WHITE. BLACK.
1. K. to Q's 3rd.

2. p. to K. B's 5th. 2. K. to K's 2nd.

(Had he taken the Pawn you would have retaken his, and have then easily
Queened your Kt.'s Pawn, first placing your King on his R's 7th sq.)

3. P. to K. B's 6th (ch.)

(If you had taken his Pawn, he would have drawn the game.)
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3. K. to his 3rd.

4. K. to Q'8 4th. 4. K. to Q's 3rd.

5. P. to K. B's 7tb. K. to his 2nd.

6. K. to his 5th. 6. K. takes P.

7. K. to Q's 6th. 7. K. to B's sq.

K. to Kt.'s 2nd.8. K. to his 6th. 8.

9. K. to his 7th. 9. K. to Kt.'s sq.

10. K. to B's 6th. 10. K. to R's 2nd.

11. K. to B's 7th. 11. K. to R's sq.

K. to Kt.'s sq.12. K. takes P. 12.

13. K. to B's 6th. 13. K. to R's 2nd.

14. K. to B's 7th. 14. K. to R's sq.

K. to Kt.'s sq.15. K. to Kt.'s 6th. 15.

16. K. to R's 6th. 16. K. to R's sq.

17. P. to Kt.'8 6th.

And wins.

Diagram 98.

Here While wins by sacrificing at the proper moment his Queen
Pawn ; thus,

—

WHITE. BLACK.

1. K. to K. B's 6th. 1. K. to Q's sq.

2. P. to Q's 7th. 2. K. takes P.

3. K. to B's 7th. 3. K. to Q's sq.

4. K. to his Gth. 4. K. to Q. B's 2nd.

5. K. to his 7th. 5. K. to Q. B's 8th.

6. K. to Q's 6th. 6. K. to Q. Kt.'s 7th.

7. K. to Q's 7th. 7. K. to Q. Kt.'s sq.

8. K. takes P.

And wins.

Diagram 99.

BLACK.

Diagram 109.

BLACK.

WHITE. WHITE.

The chance of a drawn game is greater for the single Pawn when that
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111 a Rook's Pawn opposed to the adverse Rook's and Knight s Pawni,
In the present instance (see Diagram 99) White, however, wins, but had

the Pawns and Kings been one step further advanced, the game would

only have been drawn.

WHITE. BLACK.
1. K. to Q. B's 4th.

2. K. to Q's 3rd. 2. K. to Q's 4th.

3. K. to his 3rd. 3. K. to his 4th.

4. K. to K. B's 3rd. 4. K. to Q's 4th.

(Black still keeps up the opposition, but dare not move any further from

the Pawns.)

5. K. to K. B's 4th. 5. K. to Q's 3rJ.

6. K. to his 4th. G. K. to his 3rd.

7. K. to Q's 4th. 7. K. to Q's 3rd.

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

9. K. to Q's 5th. 9. K. to Q. Kt.'s 3rd.

10. K. to Q's ^th. 10. K. to Q. Kt.'s 2nd.
11. K. to Q. B's 5th. 11. K. to Q. B's 2nd.

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

And must win.

Diagram 100.

The game is drawn. If Black have to move he takes up the oppositioo,
•nd suppose, on the contrary, White play,

—

WHITE. BLACK.
1. K. to Q's 4th. 1. K. to his 3rd.

(Any other move would lose the game.)

2. K. to his 4th. 2. K. to Q's 3rd.

And White cannot do more than draw the game.

Diagram 101. Diagram 102.

BLACK. BLACK.
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Diagram 10 1«

TIm move is quite immaterial, the game in either case being easily

drawD. If Wbite have to play, and move P. to E's 6th, he can never

force ndvf r^ary to ahandott the possession of the Book's and Knigkt'e
aquares, and if he play,—

WHITE. BLACK*
1. P. to K. Kt/s 6th» 1. P. to K. R's 3rd.

(By taking the Pawn lie would lose the game.)

2. P. to Kt/a 7tii (ch.) 2. K. to Kc/a aq.

And die game ia drawn.

From this it will appear that in nearly all cases, when the Rook's and
Knight's Pawns are advanced to their filUi squares, the opposite Rook'a
Pawn» with its King near, will draw the game. The only exception appears

to be when the White King is on hb Rook^s 6th sq., and the Black
King occupying the comer, as in the present diagram, White baa to plajT*

Thus, suppose White's King here to be on hia Rook's 6tb s«|«, he will

play,—
WHITE. BLACK.

1. P. to K. Kt.'s Cth. 1. K. to his Kt/s sq.

(It he take the Pawn, the result is obviously the same.)

2. p. to K. Kt.'s 7th. 2. K. to B's 2nd.

3. K. takes R. P., &c.
Winnixig.

But if Black Imd the move, in this same position, the game would Be
drawn, because, after tbe exchange of Pa\vii«^, White's remaining Pawn, on
being advanced to it> 7t li sq., would give check, after which White cannot
vi'iu, as ak'eady shown (p. 409).

Diagram 102.

Here also the game is drawn, whoever moves first. Suppose Black has

to play,^
WHITB. BLACK.

1. K. to R'a sq.

(Had he played the Pawn, or moved K. to Kt.'s sq., he would have lost)

2. K. to R's 6th. 2. K. to Kt.'s sq.

3. P. to R's 5th. 3. K. to li s sq.

4. P. to Kt.'s 5th»

(Had this Pawn been unmoved, or moved only one square, White wouM
now have vron. This applies to many similar cases, and proves that

a W lute can place bis iuug at K's 0th, with either of his Pawns un-
moved, he must win, because he has then the option of moving them
one or two squares at pleastire, and thus gahiing a move.)

4. K. to Kt's sq.

5. P. to Kt.'s 6th.

And the game U Urawui as in the last example.
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Diagram 103.

BLACK.

Diaj>:ram 104.

BLACK.

r r

WHITS. WHITE.

Diagram 103.

This position was given by some of the earliest writers, who, however,

erroneously supposed that in all cases the game should be drawn. The
error was clearly demonstrated by Lolli, who shows that, with the move.
White must win. We give some of the principal variations, the minor
details will be easily supplied.

BLACK.
1. P. to R's 4th, or (A.)

2. K. to B's 2nd.

3. K. to B's sq.

(It is quite immaterial, ajs you will readily discover, where the King is

played to.J

4. K. to his 6th. 4. K. to Kt.'s 2nd.

5. K. to B's 5th. 5. K. to B's 2nd.

6. P. to Kt.'s Cth (ch.), &c.

And wins.

WHITE.
1. K. to his 5th.

2. P. to K. Kt.'s 5th.

3. K. to Q's Cth.

1. K. to his 5th.

2. P. to R's 5th.

(A.)

1. K. to Kt.'8 2nd.

;llad Black, instead of his last move, played K. to B's 2nd, your veplf
must have been 2. K. to B's 5th.)

2. K. to B's 2nd.

3. K. to B's 5th. 3. K. to Kt.'s 2iid.

4. K. to his 6th. 4. K. to R's sq.

5. K. to B's 6th. 5. K. to R's 2nd.

6. K. to B's 7th. 6, K. to R'i sq.
^. K. to Kt.'8 6th.

Wbiniiif,
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Diagram 104,

' Thk situation has been the occasion of much discussion. The older

writers, by whom it was introduced, considered that White oncrht to win,

•'but this opinion has of late been controverted, at least so far as relates to

cases where W hite hds the move. We are indebted to the indefatigable

authors of the Handbuch" for a copious analysis, which appears to us

to set the questiun at rest, and to prove, that with proper play, the game
most always be drawn, it htmg only re^iisite far the weaker party to

jidw—oe etthe cfitMil Moment Us Book's Biwii.

First, suppose White moves,—
WHITE. BLACK*

1. K. to Kt.'ii 3rd.

(Has is the move usually given to Wliite, and it does not appear that ho
has anything bt^LLer.)

1. K. to K. KVb 4th.

2. P. to &*8 3rd» or (A.) 2. P. to R's 3rd,

3. K. to B's 3rd. 3. K. to B'a 4th*

4* P. to Kt'a 4th (eb.) 4. K. to B'a 3id.

* (If inslead you play tbie Pawn one square only, B3ack adnuioesliu Ptwn
another aquarei and maintainw the ^ppoaitioii*)

ft. K. to B'e 4th. 5. K. to Kt'i 3dL
6. K. to Kt's 3id* 6. K. to Kt's 4th*

7. R. P. checks. 7. K. to Kt.'s 3rd.

8. K. to B's 3rd. 8. K. to B's 2nd.

9* K. to K's 4th. 9. K.toK's3ML
Drawn game*

(A.)

WHITE. BftACK.
1. K. to Kt.'s 3rd. 1. K. to Kt.'s 4du
2. P. to R's 4th (ch.) 2* K. to B'e 4th.

3. K. to B'a 3i^*

(Should you inatead pky K. to R's Srd, he will equally adfiaoe P. I0
B's 4th.)

3. P. to R's 4tn.

4. P. to Kt.'s 3rd. 4. K. to his 4th.

5. K. to his 3rd. 5. K. to B'g 4th»

And Black n»it dnw*

Kow, suppose Black plays fintr*^

1. lEL to B's biSk.

2. K. to his 2nd, or (iu) 2. K. to his 5lh.

3. P. to R's 3rd. 3. P. to R's 3rd,

4. K. to B's 2nd. 4. K. to B's 5th*

5. P. to Kt.'s 3rd (oh.) 5. K. to B's 4th.

^ K^toM'M acd. 6. P. to E's 4th.

Prawn|;ame*
f m t ,

t 1'.
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(A.)

2. P. to R's 3rd.

LoDi now makflB Black noive K to B's 4th, and then shows that ht
mutt lose. It is evideat that he ought to play—

-

2. P. to R's 3rd.

And will always be able to draw the game.

We cannot here afford space to follow the Handhnch'' through aB
the details, but what we have now given will be a sufficient clue to th^
student, and enable him to disooTer, without much difficulty, the proper
defence for Black in any* given yanatton.

Diagram 105.

BLACK.

W
r .

\\

n > *

Diagram 106.

BLACK.

ii ^^^^^

i
m

WHITS. WHITE.

Diagram 10&.

White having to play, the game ia drawn.

VHITE.
1. K. to B's 5th.

2. P. to Q. Kt.'s 6th (ch.)

3. K. to Q's Gth.

4. K. to his 7th.

5. K. to Q's 7th.

6. P. to R's 6th.

And draws.

BLACK.
1. K. to Q. B's 2nd.

2. K. to Kt.'s sq.

3. K. toB'ssq.
4. K. to Kt's sq.

5. K. to R*s sq.

6. K. to Kt.'s sq.

Diagram 106.

If Black Tnove, he draws the ^ame by playing K« to Kt.'siq^
Uliite play ^st« he wius as follows

*
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CNDINGS OF GAMES 481

1. K. to B'8 5tli.

2. K. to Kt.'s 6th.

3. K. to B*s 7tli.

4. P. to R's Cth.

ULACR.
1. K. to Kt.'s sq.

2. K. to IVs sq.

3. K. to R's 2na.

And will win.

Had Black on his first move played K. to R's sq., ycu still move 2. K.
to Kt/s 6th, Black must then move 2. K. to Kt/s sq., and you advance
R. P., and if he refuse to take it, play K. to B's 7th.

Diagram 107.

BLACK.

Diagram 108.

BLACK.
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WUITE. WHITE.

Diagram 107.

MTiite wins either with the move or without it.

First, suppose he has the move :—

WHITE.
1. K. to Q. B's 5th.

2. K. to Q's 5th.

3. P. to Kt.'s 5th.

4. K. to his 6th.

BLACK.
1. P. to Kt.'s 3rd (ch.)

2. K. to Q's 2nd.

3. K. to B's 2nd.

And wins.

If Black move first

7, K. to Kt.'s 6th.

3. P. to Kt.'s 5th.

4. K. to B's 7th.

5. P. to R's 5th.

6. K. to Q's 8th.

1. K. to B's sq.

2. K. to Kt.'s sq.

3. K. to R's sq.

4. K. to R's 2nd.

5. K. to R's sq.

(By this you gain a move, and place your King in the proper position

before advancing the Pawn,}

2 I
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7. K. to Q's rtb.

8. K. to B*9 8tli.

9. P. to R's 6th.

10. K. to B*s 7th.

11. K. to B's Cth.

6. K. to Kt.'s sq.

7. K. to R's 2nd.
8. K. to kCs sq.

2. P. to Kt.*s 3rd.

10. K. to R's 2nd.

Winning.

Diagram 108»

White wins with or wit'iiout the more.

WHITE,

2. K. to his 4th.

3. K. to his 3rd.

4. K. to his 4th.

6. P. to R's 3rd.

BLACK.
1. K. to Kt.'s 5th.

2. K. to B's 5th.

3. P. to Kt.'s 5th.

4. P. to Kt.'8 6th.

White wins.

Diagram 109.

BLACK.

Diagram 110*

1

BLACK.

WHITE. WHITE.

Diagram 109.

In this position also White wins.

1. P. to Q. B's 5th.

BLACK.
1. K. to B's sq.

(Had he advanced the Pawn, T^liitP would not h.ive taken it, but moTed
P. to B's 6th.)

2. K. to Kt.'s 6th. 2. K. to Kt.'s sq.

3. P. to B's 6th. 3. K. to R's sq.
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(He V' ould equally lose by taking the Pawxu}

4. K. to B's 7tii.

And wins*

Diagram 110«

Witb the moye Black may draw the geiD6» without it he mmt loM*

White having the move plays>w

WHITE. BLACK.
1. K. to Q. r/s 3id. 1. p. to Q's 4th, or (A.)

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

3. K. to Q's 4th. S. K. to Q's 3rd.

4. P. to a B's Srd. 4. K. to B's 3dL
5. P. to Q. B's 4au 5. P. takes P.

6. S. takes P.
And will win.

1. X. to Q's 4au
2. K. to Q's 3rd. 2. P. to Q's 3rd.

3. P. to Q. B's 3ld* 3. K. to Q. B's 4tlb

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

5. P. to K's 5th.

And wins,

fint if Blaek mofe fint» he playi>-

WHITE. BLACK.
1. K. to Q. B's 5th.

2. p. to Q. B's ML 2. P. to Q's 4th.

5. P. to K's 3rd. 8. K. to B's 4th.

4. K. to Q's 3rd. 4. K. to B's 3rd.

5. P. to B's 4th. 5. K. to Q's Srd.

And the game is drawn*

KING AND TWO PAWNS AGAINST KING AND TWO PAWNS*

Some interesting cases ooeor under this head, where the game may be won
or drawn by conrect play.

Diagram 111.

This is a wdUknown position of Philidor's, who supposed, that if Black
had the move, he would lose the game. This opinion, however, has been
—..^..A/l Ko ArvrknAmia I'Ka «M«¥IA KAn«<» jlamm.fc —* _« ^ "wmproved to be erroneoosy the game being drawn whocrar plays first. If
White more, he plays

WHITE. BLACK.
1. K. to his 3rd. 1. K. to his 4th.
2. K. to B's 3rd. 2. K. to B's 4tk

2x2
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3. K. to Kt's 3r«l. 5. K. to K's 4th.

4. K. to Kt's 4tlu 4. K. to B*8 3rd.

5. K. to Kt.'s 3rd. 5. K. to K's 4Uu
And the gome is dr&wn*

If Blaek move, he plays

1. K. to his 4th.

2. K. to his 3rd. 2. K. to Q's 4th.

(Wm he to move K. to B's 4thy you would win by 3. K. to Q*8 4th.)

3. K. to B's 3rd. 3* K. to Lis 4th.

4. K. to Kt.'ft 3rd. 4. K. to liis 3rd.

5. K. to Kt.'8 4th. 5. K. to B's 3rd.

And by continuing to play thus, Black may always draw the game.

Diagram 111.

BLACK*

Diagram 112.

BLACK.

i^ i
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WRITB. WHITB.

Diagram 112.

Black moves and wins.

WRITB.

2. K. to his 2nd.

3. K. to Q's 2nd.

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

And must evidently win.

BLACK.
1. K. to Q. B's 6th.

2. K. to Q. Kt.'s 7tb.

3. K. takes P.

4. P. to K. B's 5th.

Diagram 113.

White, with the moTe, will win.

WHITE.
b. to Q'« 7th (di.)

BLACK.
1. K. to his 2nd.
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2. Kt. takes B. 2. B. P. takes Kt.

3. P. to Q. Kt.'8 5th. 3. K. to B's 2Dd.

(Uto Wa Mf White mores to his 4th, and the position becomes tiis

same as^nnder in another move.)

4. K. to his 5th. 4. K. to his 2Qct.

5. P. to B's Cth (ch.) 5. K. to B's 2nd.

0. K. to Q's 6th or B*s 5th.

. And winsj

Diagram 113. Diagram 114.

BLACK. BLACK.

WHITB. WIIITB.

Diagram 114.

White moves and wins.

WHITE. BLACK.
2. P. to Q. Kt.'s 7th. 1. P. to Q. R's 7th.

2. P. " Queens.'' 2. P. Queens" (eh.)

3. Q. to K's 5th (ch.) 3. Q. takes Q. (ch.)

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

5. P. to K's 6th. 5. P. to Kt.'s 6th.

6. P. to K's 7th, 6. P. to Kt.'s 7th.

7. P. Qneens'' (ch.)

And wins.
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KING AND T\N O VkWSS AGAINST KING AND THREK
PAWNS.

lilsgniia 115, Diagram 116.

SLACK.

"WHITE. WHITE.

Diagram 115.

With or without the move Black yvvas.

First, with the move,

—

WHITE.

2. P. to R'8 3ra, or (A.)

3. K. to B's 3rd.

BLACK.
1. P. to K. Kt.'s 6th.

2. K. to Q's 5th.

(If you play instead K. to Q*s 2nd, he advances B*s Pawn.)

3. K. to his 4th.

4. K. to his 2Qd.

(Had you here moved K. to Kt/s 4th, he would win by playing K. to

his 5th, then to his 6th, and afterwards advancing B's Pawn.)

5. K. to B's sq.

6. K. to his sq.

7. K. to B's sq.

8. K. to Kt.'s sq.

9. K. to R's sq.

10. P. takes P.

Winning.

4. K. to his 5th.

5. K. to Q's 6th.

6. K. to K's 6th.

7. K. to Q's 7th.

8. K. to his 7th.

9. P. to B's 6th.

IC. K. to B's 7th.

V
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1. p. takes P. 2. R. P. takes P.

3. K. to B's sq. 3. K. to his 6th.

4. K. to his sq. 4. K. to Q's (Uh.

5. K. to B's sq. 5. K. to Q's ;tii.

6. K. to Kt's sq. . 6. K. to his 7th.

7. K. to tq. 7. P. to B's 6th.

And iHiii*

Nezt» if White wem first ha nuut equally loee.

WHITE. BLACK*
1. K. to B's 2nd.

(Yon lunre nothing better ; if you had moved P. to KtV 3rd, Black
would hove taken P. with R* and have won as before.)

1. P. to Kt.'s Gth (ch.)

2. K. to Kt.'s sq. 2. K. to his 6th.

3. K. to R'a sq. 3. P. to B's 6th«

4. P. takoB B. P. 4. K. to B's 7th, SbA
Wuuung.

Diagram 116.

The game is drawn.

WHITE. BLACK.
1. K. to Kt's 4th. 1. K. to Kt.'s 3rd.
2. K. to B's 4th. 2. K. to B's 2nd.

3. K. to B's 5th. -3, K. to K's 2nd,
4. K. to Kt.'s 4th. 4. K. to his 3rd.

5. K. to B's 4th. 5. K. to his 2nd.
Drawn game.

KING AGAINST THREE PASSED PAWNS.
•

Wb now come to a species of termination which has latterly occnpied

Tery much of the attention of the chess world, viz., the power of the King
as opposed to three united Pawns, the opposite King not being able to

come to their aid. Without going; through the multitude of positions and
variations which have appeared on the subject, we shall endeavour to

make it as clear as our space will permit. The first question to be con-

sidered, and it is one which well uudcrj-totHl will very much .simplify and
render easy all the re^t, is the proper method of playing the King in

situations such as the following (see Diagram 117), or where the White
King is on any square in front of the Pawns* Formerly it was supposed
that the three Fawns could advance to Queen by their own force, when
tea opposed to a King only, but thia optnion is now shown to liare

been incorrect The iact is, that the King, when he occupies any square
in front of the Fawnsi or when he is within three moves of his Kfc.'s 3rd
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488 CHESS-rLAYEE's UJLNDBOOK*

sqnare, which from its importance has been called the master square of*

the position, can invariably stop the Pawns. (It is important to recollect

that Black is always understood to be unable to move his King so «f

to gain a move when necessary.)

Diagram 117.

BLACK.

'!

i
Jt

.1

I,

1 i
i

i

-
\

1

1

!

i

i

WHITE.

We now proceed to analyse some of the situations arising from this

description of end game, beginning with the one above giva;i. The White
King, being here less than three moves from his Kt.'s 3rd, wins in all

cases.

WHITE.

2. K. to Kt.'s 2nd.

3. K. to Kt.'s 3rd.

4. K. to Kt.'s 2nd.

BLACK.
1. P. to B's 4th (see Var.)

2. P. to R's 4th (B.)

3. P. to Kt.'s 4th (A.)

(In all cases like this, where the King is in front of the three equally

advanced Pawns, with one square between, he immediately arrests them
by retreating one square, proTiding they are not further advanced than

to their fifth squares.)

4. P. to B's 5th.

(If P. to R's 5th, the King is played to R's 3rd ; and if P. to Kt.'s 5tl>.

to Kt.'s 3rd.)

5. K. to B's 3rd. 5. P. to R's St'j.

6. K. to Kt.'s 4th.

And wins ; because whatever Pawn is moved, the King takes it.

(A.)

3. P. to Kt.'s 3rd.

(This is the strongest position (the adver«ar}' having to move) the Pawns
can assume, and were they one step^further advanced, White could not

stop them.)
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4. JC, to Zad. 4. F. to Kt's 4th*

Had he moved 4* P. toB's 5thy or R's 5th, you win thus

4. P,io B's Jji/u

6. ir. /o B't 2nd. 6. JP. to R'g bth.

7. jr. ro Kt.*s 2nd. 7. P. KL's

5. K. to Kt/s 3rd. 5, P. to Kt.'s 5th.

' /If he play P. to R's 5th» or B't 5th, jou play King in front of it.)

8. K. to Kt*s 2n4. 6. P. to B'a 5th.

7. K. to B'ft 2ud.

If he more P. to Kt.'s 6th^ you play K. to B's 3rd, and if

7. P. to R's 5th.

8. K. to Kt.'s sq.y vkc.

(E»)
2. P. to Kt.'s 4th.

3. K. to Kt's 3rd.

Clf 3. P. to R's -ith, see first variation, if P. to R's 3rd, White movas
4. K. to B's 3rd.)

3. P. to Kt.'s nth.

4. K. tG B's -Ith. 4. P. to R's :;r{l.

(If to R's ^ith, Wliite wins at once b}^ 5. K. to Kt.'s 3rd.)

5. K. to Kt.'s 3ra. 5. P. to R a 4th.

6. K. to Kt.'8 2nd.

And wins, &s before*

Vabiatioit

On Blaci*s Ut mote*

It is obvious that the moTss dready given yrill equally apply if Blfia**

piry ?• to R's '^t.V., or P. to B's 4ih ; thdrdAure, supiMise,—

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

2. K. to Kt.'s 2nd. 2. P. to Kt.'s 5tb.
3. K. to Kt.'s 3rd. 3. P. to B's 4th.

4. K. to u. or R's 4th.

And the position is the same as in Variation (B.)

A 7ereful examination of this analysis will speedily enable the etoJent

to understand the proper method of piaymg the King so as to prevent thi

Etwns advancing to Qneen.
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We give a few more positions by way of illustration.

Diagram 118.

BLACK.

Diagram 119.

IILACK.

\

i
J*

y

WHITE. WHITE.

In these four instances, the King wing either with or without the move,
but in all of them he docs so most readily if the Pawns play first ; and in

all of them, if the Pawns were one square further advanced, with the King
In the same relative position, the party having to move would lose. Sup-
pose, then, the King moves :—

Diagram 118.

WHITE.
1. K. to Kt.'s 3rd.

2. K. to Kt.'s2nd.

3. K. to B's 2ud.

BLACK.
1. P. to Kt.'s 5th.

2. P. to B's 5th.

3. P. to R's 5th.

llf instead he had played P. to Kt.'s Cth, you move K. to B's 3rd, or if

P. to B's Gth, K. to Kt.'s 3rd.;

4. K. to Kt.'s sq. 4. P. to B's Cth.

5. K. to B's 2nd, &(*.

Diagram 119.

WHITE.
1. K. to Kt.'s 2nd.

BLACK.
1. P. to B's 5th.

(If he advance Kt. P., the position is the same as the last.)

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

3. K. to B's 2nd.

(If to Kt.'s 2udy the Pawns win.)

3. P. to R's 5th.

(If to Kt.'8 5th, see Diagram 121.)
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4. K. to Kt/s 2nd.

5. K. to Kt/s sq.

Diagrsm 120*

BLACK.

And wina.

4. P. to Kt.'s jth.

DiagFBm 12L

BLACK.

!

i

tid iii

Diagram 120.

BLACK.

118.

1. K. to Kt.'s 2iid.

And the situation is the same as at the 2nd move of

Diagnon 121.
WHITE. BLACK.

1. K. to B's 2nd. . 1. P. to Kt.'s 5th.

2. K. to Kt.'s 2nd. 2. P. to Kt.'s Cth,

(If P. to R's 5th, see Diagram 1 19.)

3. K. to B's 3rd. 3. P. to &'8 5th.

4. K. to Kt.'s 2nd.

Black must lose.

We have already observed that in similar positions, but one step furtfaef

advanced, Uie King, if ha have to move, would lose. The student having

examined the above will find the sohition easy. We onlji therefore^ give

lour more examples^ where in ail cases the Pawns win.

9
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Diagram 122. Diai^ara 123.

m.ACK. BLACK.

WHITB. WHITE.

Diagram 124.

BLACK.

\wmi-

• "I

*

•V-

V

i

Diagram 125.

BLACK.

J J
t

t

-.J
•

r

1

_\
1

r' ——

'

WHITS.

Din!iram 122. If the Pawns movs, they play P. to K. B's Gth, or, if K.
mov'. s, and is played to Kt.'s 2nd, they advance R. P., if to R's 2nd, they

move B. P.

Dingram 1 23. The Pawns having to'play, move P. to B's 4th ; on the con-

trary, had tlie King the first move, this Pawn would play to B's 3rd

only, ther by c;a':iiing a move.
Diagram 124. Here also the unmoved Pawn advances one or two squares,

acc rding y us tho King has or has not the first move. If the Pawns
move firs:,

—
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WHITB. BLACK.
I. P. to B's 3rJ.

2. K. to B b Sru. 2. P. to B'fe 4ih.

3. K. to Kt/s 2iid. 3. P. to IVs 5th, &c.

Winning.

lliagram 125. TLc posiiion is similar to tlic two preceding ones. The
Pawns winniii^ by their power of playing tiie unmoved Pawn one or two
squares at pleamre. For example,^

ft

VHXTI«

». K. to Kt/f 2ad.

Had the King here origmally stood at B's 3rd, or R's 3rd, the party

moving first would have won.
It would obviouslj be easy to multiply these examples to an indefinite

extent; the foregoing, however, will be sulAcient to exemplify the principle

with which wc set out, vis., that the King can always stop the Pawns
when he is originally upon any square in front of them, or when he can
reach his Kt.'s 3rd sq. witliin three moves. It will also be clear (from

the three last positions) that whenever two of the Pawns can succeed in

advancing unattacked to their fifth squares, with the thisd unmoved, they

invariably win, wherever the advt rsL' King may be.

Suppo?e, then, tliat the White Kiug oris^iaally stood on his Queen's

square, (the Pawns being unmoved,) it follows that whoever has the move
must win; because, if the King move he has time to place himself on the
Kt/a 3rd sq. within three moves, bat if the Pawns move tiiey wffl be
able to prevent his doing lo ; thns :

—

BLACK.
1. P. to Kt.'s 3rd.

2. P. to Kt.'s 4th.

WHITS. BLACK.
!• P. to R's 4th.

2. K. to his 2nd, 2. P. to B's 4th.

3. K. to B's 3rd. 3. P, to R's 5th.

4. K. to B's 4th.

(If the King retreat, Black will plaj P. to B's 5th, &c.)

4. P. to Kt.'s 4th (ch.)

5. K« to B*s 3rd.

&c., ^c.

The Pawns win as in a former example.

The foregoing exampleii naturally lead us to the consideration of the

ttill more complex positions arising from King with Rook's, Kn^j(lit'%

and Bishop's Fawns unmoved, against a similar opposing force*
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KING AND THREE PASSED PAWNS AGAINST KING
AND THREE PASSED PAWNS.

Diagram 126.

BLACK.
• - -

" i

•1

nX
I -

m

i
t

i

1

m
i

r
i T

it
r

WHITE.

Diagram 126.

With the Pawns placed as in the Diagram above, the two Kings

may occupy a great variety of situations on the board, producing, of

course, different results, according as they may relatively be more or less

advantageously situated. However varied the position of the two King?,

either player may, nevertheless, readily discover whether his position be

a winning or a losing one, by observing the following rules.

To simplify the matter, all the possible positions that may be assumed

for the two Kings are divided and classed under the two following cases:—

Case 1. When both the Kings are more than three moves distant from

their respective master squares. '

Cwie 2. When one or both Kings are within tikree moves of tlieir master

squares.

With respect to the first case, it has already been shown that, under the

corditions named, the King cannot prevent the adverse Pawns from goin^

to Queen. Each party will, therefore, make a Queen, and the game ought

to be drawn, unles; one of the Kings happen to occupy a square in the

royal rank, in which case he would lose, as the adversary would Queen a

Pawn, checking. <5cc. None of the positions falling under the first case

produce any interesting situations, nor afford much scope for play. I

The game, however, becomes totally altered in its character in all the

numerous situations included in Case 2, wherein the party should win
i

whose King is most advanced in the game, and to ascertain which of the tiro

Kings is so in advance, observe the following General Rule.* ** Victory

* An exception to this Rule is, when one of the Kings stands so near

Ihc adversary's Pawns as to prevent them being moved two squares with*

out being captured.

Google
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^* iU be in the hands of the party who can first play his King into its mas-
ter square.'* The power of arriving first to this square will result either

from the advantage of the first move, or from being originally placed

nearer to it.

The proper mode of play is the following:—^The player having the win*
ning position (which suppose to be the WhiW), should have in view to

advaiice his Pawns until they are stopt by the Black King. White will

then stop the Black Pawns, which will compel the Black King to move
out of position, and the White Pawns will afterwards go forcedly to

Queen. (This will be shown in the 1st Example.)
In cases where the Black (when losing player) would force his Pawne

to be stopt first, the White would still win, tor the Black would not after-

wards be able to stop the White Pawns. This is shown in the Ist Varia-

tion to the 1st Example.
In conducting his game the player having the winning position must be

cautious of two things, and which, it is probable, were the chief difficul-

ties that had so long retarded the solution of the " Three Pawn Problem."
1st. Before advancing his Pawns he must take care that his King be

near enough to the adverse Pawns to prevent two of them reaching their

fifth squares with the third Pawn unmoved. Were this permitted, the

^ame wouhl be drawn, as shown in the 1st Variation to the 2ad Example.
When, therefore, his King is three moves distant from the master square,

he must begin by moving his King, and not his Pawns, as the 2nd Exam-
ple and its 1st Variation will prove.

2nd. The winning player must be careful when advancing his Iving to

oppose the adverse Pawns, to stop them in the fewest possible number of

moves, for the loss of a move would be the loss of the game. As an
error of this kind may be easily committed, two examples are given as

illustrations. (See 2nd and 3rd Variations to 1st Example.)

First Example.

Greco's Position. Diagram 127.

BLACK*

1 i

1, ,..J
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Diag;ram 127.

Tfait ntaatiti has been handed down to us by Greco, in his " Treatiae

on Chc?5." It was considered by hini, and until recently by all cheas*

players since his time to be a dr;ivYii game, whoever bad tlie move.
This fallaey was lir&t diseover>.d by M. S;!L*n, the celebrated Huna;anan

player, and afterwards by other-. On vicwinfi^ the pu>ition, it will be

perceived that the White King can first reach the master square, even if

tlie Black begin. White should therefore, according to the rule, win the

game, wbetlicr he move fint or not*

{Suppose, then, Black to have the first move, and to play

WBITX* BLACK.
1. iL to Q'a 2nd.

(As he might hare piayed a Pawn. See Variations.)

2. P. to R's 4th. 2. K. to Q. B's 3rd.

3. P. to R's 5th. 3. K. to Kt/s 4th.

4. P. to Kt.'s 4th. 4. P. to IVs 4th.

f». P. to B's 4th (ch.) Tj. K. to F/s. :inL

(J. v. to B's othm • G. K. to -ill*.

7. K. to B's 2nd. 7. P. to R'a &th.

8. K. to Kt.'8 2nd« 8. P. to Kt.'8 4th.

9. K. to R's 3rd. 9. P. to B's 4th.

^B*;tter than P. to B's 3rd; but it may be obr-erved here, that no advAD.

tage can be derived from playinj^ aa iinniovc d i'awn one or tw0SC£0ar^
unless the other two Pawuii have reached their ^tix s{|uare.)

10. K. to R's 2nd.

(K. to Kt.'8 2nd would lose the ^ame.)

10. P. to B's 5th.

11. K. to Kt.'s 2nd. 11. P. to Kt.'s 5ib,.

12. K. to Kt.'s sq. 12. P. to B'8

13. K. lo U's 2nd. 13. P. to K's Cth.

14. K. to Kt.'s 3rd. II. 7.? obh^cd to move h??

King, »i',v: .ic ol* iLe White Paw^.
will Gvi i*.

\ariati..n J.

WaiTX. KLACK.

.
1. ^. fcoR'«4th.

2. K. to B'.< 2na. 2, to R'? 5th.

3. K. to Ku's 2nd.

sll o, K. to D'i 2rd, you would lose tjo ^yiiic ; srt 2nd VariatioiLi

3. P. to Kt.'s 4th.

4. K. U's 2nl. 4. P. to B s 4u»»
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5. P. to It's 4tb. 5. P. to B's Sth.

6. K. to Kt.'s 4tlu 6. K. to Q's 2nd.

7. P. to R's 5th, 7. K. to B's 3rd (best, ai

S. P. to B's 4th. * most likely to mislead.)

P. to Kt.'9 4th would have lost the game. See (A.)

8. K. to Kt.'8 2nd,

(If K. to B's 4th, you cbeck with Kt P.^ and then advance a. P»)

9. P. to B'b 5tK

Two of the Pawns being now at their 5th squares, with the third

unmoved, one of them mur»i Queen. If Black now play K. to Kt.'s sq.,

you rnove P. to Kt.'s 3rd, not 4th, and if K. to any other square, you
advance B. or R. P. according to clrcuoistances,

(A,)

8. P. to Kt/s 4th. 8. K. to Kt.'s 4th,

9. P. to B's 3rd (beit.) 9. K. to R's 3rd,

10. P. to B's 4th. 10. K. to R's 2nd.

11. P. to Kt.'s 5th (has 11. K. to Kt.'8 2nd,

,
nothing better.)

12. P. to R's 6th (eh.) 12. K, to Kt's 3rd.

13. P. to B's 5th (eh.) 13. K. to R's 2nd.

14. P. to B's 6th. 14. K. to Kt.'s 3rd.

White is now forced to. move his Kins:, and cannot afterwards stop the
Pawiis.

Variation II

WHITE. ^ VTJkOK.

1. P. to R's 4tb*

2. K. to B's 2nd. 2. P. to R's bih.

3. K. to B's 3rd,

This move loses the game.)

3. K. to Q's 2iid«

(No other move would win.)

4. K. to Kt/s 4th. 4. P. to Kt.'s 4th.

5. P. to R's 4th. 5. P. to B's 4th (ch.)

6. K. to R's 3rd. 6. K. to B's 3rd.

7. P. to R's 5th. 7. K. to Kt.".s -Itb.

8. P. to Kt.'s 4th. 8. P. to B's 5th.

9. K. to Kt.'s 4th. 9. K. to R'a 3rd.

10. P. to B's 4th. 10. K. to R's 2nd.

Ih P. to B's 11. K. to Kt/s 8na.

Stiips the Pawns, aod vms^

ax t;
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Yauation 1X1.

1« P. to R's 4tik

2. K. taB'i 2iid. 2. P. to Kt.'8 4tli.

3. K. to KCg 3rd. 8. P. to R's 5th (oh.)

4. K. to Kt.'s 4th.

(ffait Mv« kifes» becsnie BUck gams a move hj cbecking with B * P«

yoa ought to hare played K. to R't 3rd.)

4. P. to B's 4th (ch.)

5. K. to R's Srd. 5. K. to Q's 2iid.

(He might also play P. to B's Otli.)

6. P. to R's 1th. (]. K. to IVs 3rJ.

7. P. to Kt.*s 4th. 7. P. to B's 5th.

8. K. to Kt.'8 4th.

(Unless you made this move, you could not stop tlic Black Pawzu.}

8. K. to Kt.'s 3rd.

9: P. to Kt's :.th. 9. K. to B's 4Ui.

10. P. to B's Srd (best.) 10. K. tt) Kt.'s Srd.

11. P. to B's 4th. 11. K. to Kt.'s 2nd.

18. P. to B's 5th. 12. K. to R's 2ad or B*s Sod.

Stops the Pawns, and wins.

Diagram 128*

BLACK.

1

"'If

^ ^L^Li 1
^ \

f.

r

• -5

.. -...«.*

1

> m

WHITE.

Skcokb Exakplb.

Diagram 128.

Szkn's Position.

This position was first introduced to the notice of chess-players by
M. Sien. It only differs from «hfltofnQnoo^ the situatioa of theWhiH
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King. Here the two Kings are equidistant from their master square,

t. e., the K. Kt/s 3rd for White, and Q, Kt.'s 3rd for Black. Accordia^

to the mlet therefore^ the first player must win. Suppose Wlute begm

WRITS. mUL&L»
1. K. to his 2nd.

(This ii the oolj winning move ; had a Pawn been played, the game woQld
hRTe been dfawn. See 2Bd Variation.)

1. P. to R's 4th.

^As he raiglit have played the King. Sec Isl Variation.)

2. K. to B*s 3rd. 2. P. to Kt.'s 4th.

3. P. to R's 4Lh. 3. P. to ic's 5th.

4. K. to Kt.'s 4th. 4. P. to B's 4th (ch.)

b. K. to R's 3iU. 5. P. to B's 5th.

6. K. to Kt's 4th« 6. K. to Q's 2nd.

7. P. to R's 5lh. 7. K. to B't3rd«
8. P. to B's 4th.

And the Fawns will Quem, as in the Ist Variation of the last Esaa|li»

Vasiatioh L
white. black.

1. K. to his 2nd. 1. K. to Q's 2nd.

2. P. to U»s 4th. 2. K. to H's 3ra.

3. P. to R's r)th. 3. K. to Kt.'s 4th, or (A.)
4. P. to Kt.'s 4th. 4. P. to R's 4th.

5. P. to B's 4th (ch.) 5. K. to R'e ard.

6. P. to B's 5th. 6. K. to KL's 4th.

7* K. to B's 3rd. 7* P. to ft's 6Ch.

8. K. to Kt's 4th.

And will stop Blade Pkwns, tiiivowing the mofe upon Bladc^ who
must liien lose.

(A.)

3. P. to R's 5th. 3. P. to R's 4th.

4. K. to B's 3rd. 4. P. to R^s 5th.

5. K. to Kt.'s 4th. 5. P. to Kt.'s 4th.

6. P. to B's 4th. 6. P. to B's 4th (ch.)

7. K. to R's 3rd. 7. P. to B's 5th.

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

9. P. to B's 5th. 9. He cannot stop the WhiteBmil

Vamahon IL
WHITE. BLACK.

1. P. to li s 4tK, 1. P. to R's 4th.

(find he pkysd the Khig, he would not haye taken proper advantma el
the errar of White's tot move.)

2. P. to R's 5fti. 2. K. to Q's 2nd.

3. P. to Kt.'8 4th. 3. K. to B's 3rd.

4. P. to R's 6tb. 4« K. to KL'bMU
ass
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5. 1*. to Kt.'s 5tc, 5. P. to R's 5tb.

6. K. to his 2ud. «. P. to Kt. 's Ith.

7. K. to B's 2n(l. 7. P. to R's Oth.

8. K. to Kt. s .ird. S. P. to Kt.'s oth.

9. K. to R's 2iia. 9. K. to R's 2nd.

Tht party who lu.-,t plays his nnrao?«l Pawn will lose, bocanse l.'-S

adfersary will gain the move by advancing his unmoved Pawn tiiher one

or two squares. As, therefore, each party will play the King only, the

^ame wUl be dniwiu*

Chapter V.

CHESS NOTATION.
Tbb sjitem of notitiou in general use in tiiis ooimtrf bai lieeii explained

in tbe Introductory Chapter, and fully exemplified in the subsequent

enalyses of the different openings, but a short sketch of the arlutrary

jstemt which are more or !esa adopted in standard chess works on the
continent, may prove of service to the inexT^eriencpd amateur.

The pquares of the chess-ooard and the ciiess-nieii tliemselvrs m.iy

denoted bv various methods, but the moves of the men can be indicated

only in two ways.

1st. By givini; the square from which a Piece is played and that to

which it i& moved, without naming the Piece itself ; and it Is here under-

stood that the Piece to be moved stands on the first-mentioned sqaare,

sad is to be placed on the second, any adverse Piece on the latter square
to be, of course, removed from the board.

2nd. By indicating both the Piece to be moved and the square to which
it is played, superadding also the operation of taking an opposing man*
The Piece may be designated by its initials, as in the English and the
French notations, or by some letier of tlie alphabet, as is donn by Kicse-
ritzkv and otb»"rs. In the ffMnier the move is frequently indicated by
^impiy mentioiii'ii^ the operation of taking, as K. B. takes Q. Kt.," or
•* P. du R. ]in nd le C," but this 13 never tiie case in any of the arbitrary

systems alluded to.

When the first-mentioned plan of stating the move is adopted, viz., by
giving the square from which and to which a Piece is moved, the name of
the Piece to be moved is sometimes given, and the act of taking is also

indicated, out these are quite unnecessary*

So also, under the second method, if the Piece to he playedand the square
to which it i2^aes are given, the operation of taking need not be expressed
sny more than in the first, although it is customary to have it SO*

In Alexandre, Jaenisch, the " Handbuch," and in Qermsny ge&ersUy^
the squares are marked as in Diagram No*

* For this clear and simple resolution of the celebrated problem " King .

and Three Pawns versus King and Three Pawns," we are indebted to the

skilful industry of Capt. W. D. Evans, the inventor of the beantifsl
opening caile4 the Evans' Gambit.
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Notation adopted by Alexandre, Jaenisch, "The Handbuch."
. A.2(D TU£ German writers gen ehally.

i^'//////^/-

Til M Mi/^ £iJ A«

a 4 Af-A c 4 ff/ 4j c 4 i/ 4i o 4 #A '41

WHITS.

d e g
Ilfrethe Black corner square, wliich is nccupicil by the Q's Rook at the

hcgiiuiiiig of a game, is marked a 1," Q. It's 2nil is a 2," and so on

to Q. K s 8t]i, which is known as a b." Q. Kt/s square, in like

mannpr, is ''h 1." Q. B*« square is ««cl." Q'a square is 1."

K*8 square is <*e 1.'' K. B's square U K. Kt/s square 5s

<* g 1," and K. R's square is " h 1/' and each of these go on of course

from the first square of the file to the 8th, in the same direction. In the

adoption of this notation, it is usual to giro merely the square from which

a Piece is moved, and tliat to which it goes, a small sign (X) being used

to denote clieck, o—c to denote castling on the King's sidpy and O—Or"<^
to denote the same operation on the Queen's side.

The following will serve as an example of tliis description of notatioa >^
*2—tf4. ^ <7l—/3. « r/2— , /I—c4.

1.
t 7—< 5.

2.
b b—c ti.

c 2—tf 3.

5

4^'
* 8-6 4X.
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In fhe En^lkli noladon tlieie moves wonld be given tbns

p. to K'g 4th, ^ Kt. to K. B's Srd. P. toQ's4th,

P. to K's 4tll. Kt. to a B'« 3rd. ^' P. takos P.

B. to Q. B'l 4th. - P. to Q. B's V I. r:^.--t:fs on K's side.

^' B.toaKt.'s9tb(cli.) ^* P.taketP. ^' •

We shall give the same opening in all our other specimens. In Alex-
andre and Jaenisch, takin(jf is indicated by ft small o placed orer the kst

cynhcr ; thus the 3rd move of Biack in the above, 3. jjzi^ would be

In tlic German Handbuch" we find ;
signifies tahes; and in the same

work the initials of the superior Pieces, but not of the Pawns, are also

;;iven. Taking the above ejcample, and giving the English initials of the

Pieces, the opaihig becomes^

e 2—g 4. ^ Kt. 1—/3. ^ d2—d \. - B./4--c4.

« 7--e 5. Kt. b 8—« 6. e 5—d 4 : ^* B./ 8—i> 4X.

In onr opinion, these initials are qnite uncalled for, and appear to

destroy, in some measure, the simplicity of the oripnal notation. We
now jrroreed to another nirthod of denoting the squares. (See Diagram 2.)

Here we find, in place o{ a b c d efg k, d^s given in the last system, the

same squares ai*e diiitinguished by 1234567 8. lliis notution is

found in Sloch's " Elementarbuch der Sdiachspielkunst," and, adopting

the English initials of the Pieces^ would give the pievions opening as

follows

1 Q Kt. n—63. 4?-^. . B. 61—54.

«^-5fi. Kt. 28—36. ^' 55—44. ^* B. 6ft—24X.
32—33. - K. Cast.

^' 44—33 P.
^'

Ki. soritzky has adopted thi*^ plnn of denoting tlie squares, but with the

dilR-rence of placing the figures which indicate the cohtmm or files before

those wliich denote the ranks. (See Diagram 3.) His method, however,

ofgiving the moves is different to Koch's, and we think unquestionably pre-

ferable. He denotes the officers or Pieces by the cSpitalsABCDEFGH,
beginning in order from Q. R., and the Pawns standing before them hj
the small letters ah e df &e. He then gives the Piece or Pawn to be
moved, and the square to which it goes, and if any capture is made» the

Pkeee or Pawn taken is also mentioMd. (e.^.)

^•«55. '^*B.«3. ^'eUd, P. 82X. •'•«33c.

This, it must be admitted, leaves nothing to be desired on the score of con-
ciseness, but it would have been easier for players accustomed to out
notation, if be had marked the squares as in Otagram 2, and grafted on
that plan his own method ofindioinnf tfa9
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The abore would ihen stand tliiif»«—

1.
<f 54.

2.
G. C3.

3.
d 44.

e 55. U. 3G. « 44 J. ^* F e 33 t.
4.

P 54.

5.
r 33.

and in this form is more intelligible to Englishmen, becauie !• readi

^
K.P.t.g.4th, i« is 1 .

^'-"""^""^""^
B«t it is pnNMbu

in this instance M. K. consulted the convenience of the French playerff

who express themselves in^the maimer objectc^d to.

KocB*s Notation.

8 18 mm. 38 58 ^8fi 78

16 -fSfii 36

8
WHITB.

6 7 8

There is yet another manner of notation, in which the tBqnares are

numbered 1 2 3 4 5, &c., up to 64, but this method seems to offer no
advantfl^ of any kind, and therefore needs no further mention.

In conclusioni.we may remark, that it is easy enough to invent new
rhcss notations, or vary the old, but extremely difficult to discover any-

thing likely to supersede that already in use,—for our own notutioa, witii

some slight modihcations or abbreviations, may be rendered almost as

concise, and certainly more ezpres&ive, than any of the arbitrary^systems

r.bcve described.
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ICi£sk&itzky':> Notatiok.*

(No. a.)

Vf.ACJC.

Chafieb VI.

CURIOUS CHESS PROBLEMS.

Thb foUowing ingeniovs stratagemg, all of whidi are original, and were
Idndly presented to the anthor expressly for this little xrork, may affimi

the student occasional relaxation when his mind is bewildered by the

inexhaustible variations wliich spring from the openings of games.
For the assistance of those readers who want leisure or patience to ou-

raTeS the intricacies of these positions, the solutions are appended.

* For a more detailed description of M. Kiesetittky's method of indi-

eating the moves, the student is leferred to the preftitory address in his
Cinquante Parties," and the opening chapten of Witoomb'a trandaliM

nf Mr. liBwis's last Chess TMIm.
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First Position.

By Mr, Mc G—y,

BLACK.

r •

» .

»!

'A. B
t

\

i IP
?

i
n

1 •

"WHITE.

White playing first checkmates

in four moycs.

Second Position.

By Mr, Mc G^y.

Black.

white.

PI 11
v

1

A-— - m
r —

J7f

!

1

J 1

i

li

J
I

-*

White playing first checkmates

in four moves.

Third Position.

By Mr. Mc G—y»

BLACK.

\ \ Ml

L
t

j
f

illf 11 1

r

1

WHITE.

WBite playing first checkmates

in four moves.

Fourth Position.

By the Rev. H. Bolton,

BLACK.

#
f-r- >

tA»
1

t

w i

1 I- 1

WHITE.

White playing first chcckmatei

in five mover.
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Fifth Positiox.

By Herr Kling,

BLACK.

r

J

Li
L

1
WHITE.

Wliite playing first checkmates

in five moves.

Seventh Position.

By the Rev. H. Bolton.

BLACK.

Pi
^ T. -

'

i.

.

—:—!i

"WHITE.

White playing first checkm tes

in six moves.

Sixth Positioh^

By Mr, Mc G—y.

BLACK.

WHITE.

White playing first checkmates

in five moves.

Eighth Position.

By the Rev. H. Bolton.

BLACK.

WHITE.

White playing first checkmates

in six moves.
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Ninth Position. Tenth Position.

By the Rev, H. Bolton, By the Rev, H, Bolton,

BLACK. BLACK.

"WHITE. WHITB.

\^Tiite pbying first checkmates White playing first checkmates

in sLx moves. in seven moves.

Eleventh Position. Twelfth Position.

By the Rev. II. Bolton, By the Rev, 11. Bolton.

BLACK. BLACK.

WHITE. WHITE.

White playing first checkmates White playinp^ first checkmate*

in seven moves. in eight moves.
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TurRTEENTH POSITION.

By ths Rev. H. Bolton,

DIACK.

FouBTEENtfl Position,

By the Rev, IL Bolton.

BLACK.

M 1
ft .

»
' !3

. . . -

,

:J

!

I-

1

!i
.A.

MR
SI

1 L.

,

J

m \ .

J

E

1

f-

1 J
WHITE.

Wliite playing first cliackm&tes

in eight moves.

WHITE.

White playing first checkmates

11 eight moves.

Fifteenth Position.

By the Rev. IL Bolton,

BLACK.

1

1 1
i BBSS

J
^ i

HI L .

S
HI

white.

White playing first checkmates

in niue mov^.

Sixteenth Position.

By the Rev, H, Bolton,

BLACK.

1 •

J [

<•

1

1

1
1 — 1

white.

Wliite playing first checkmates

in ten moves.

Google,
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Sbvkkfbbmth PosmoK*

Bv the Itev. H. Bolton,

BLACK.

J*. r-'^^

.Q

^Ji^'.. ji

'. i

> J

in
1 «

i
•

J 1

WHITE.

White playing first checkmates

in thirteen moret*

ElGHTBBMTK FoSITIOK»

By Mr, Mc G—y.

BLACK*

v-..,.i!s

\

s
i

mm >i II

'

1- --I
1

,
. ^m

: ji
*

WHITE.

"White playing first compeLi Black

to chechmate him in four mcra.

Nineteenth Position.

By Mr. Me €h^.

BLACK.

r' '

' 'A 1
in m

"
1

t '

;j

1

F
ft- .:

WHITB*

White playing first compels Black

to checkmate him in fi^e moyes.

Twentieth Position*

By Mr, Me G^-jr• ,

Br,ACK.

i

!

p -

»

f

r ;,;

1 1m n
WHfTB.

WTiite playing first compels Black

to checkmate him io hve moYes«*
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TwiiNTY-FiRST Position.

By Mr. Mc C—y.

BT.ACK.

1 X
i

f

nri
r r

i

r

1

1

[
1

WHITE.

White playing first compels Black

to checkmate him in six moves.

Twenty-Third FosinoN.

By Mr. Mc G—y.

BLACK.

WHITE.

White playing first compels Black
to checkmate him in scyen moYCS.

Twexty-Secoxd Position,

By Mr, Mc G^y.

BLACK.
)
I pap

Li
1

• •

ii J

'A

i

i

9
WHITE.

White playing first compels Black

to checkmate liim in six moyes.

Twenty-Fourth Position.

By Mr. Mc G—y.

BLACK.

WHITE.

TMiite playing first compels Black

to mate him in eight mores.
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TWBNTY-FlFTH POSITION.

By Mr, Mc G—y,

BLACK.

TwBNTY-SixTfl Position.

By the Rev. IL Bolton.

BLACK.

# 1 w
•

i

^ 1

1 \ HI
1

7

i

r

r a r t

•

. 1

.

Mlliifi
WHITE. WHITE.

White playing first compels Black White tradertakes to compel Black
to checkmate him ia fourteen to checkmate him on his (White's)

moves. Q. R's sq. in twenty-five moves.

SOLUTIONS TO THE CHESS PROBLEMS.

First Position.
WHITE.

1. Kt. to Q's 8th (ch.)

2. Castles (giving ch.)

3. B. to Q. B's 5th.

i. R. takes B. Mate.

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

2. B. interpoiiCS*

3. Any move.

Second Position.
WHITE.

1. R. takes B. (ch.)

2. Kt. takes Kt. (ch.)

3. R. takes R. (ch.)

4. R. takes R. Mate.

BLACK.
1. Kt. takes R. (beatj
2. K. to Q's 5th.

3. R. to Q's 4th.

Third Position,
"white. black.

1. Q. to K. B's 5th (ch.) 1. K. takes Q. (best.)

2. Kt. takes Kt. (ch.) 2. K. to K's 4th (bert.)

3. Kt. from K. B's 2nd to 3. K. to Q's 5th.
K. Kt.'8 4th (ch.)

4. Kt. to K. B's 5th (ch.) Mate.

Google



FouETH Posmov.
WHITE. BLACK.

1. Kt. to a's 5th. 1. Kt. takes B., or
2. Kt. takes Q. Kt. P. (ch.) 2. K. is moved.

3. Q. to Q. R*s rth (ch.) 3. K. removes.

4. Kt. to Q. R^8 8th, 4. Flays as be can,

5. White mates.

(A.)
1. P. takes Kt.

2. Q. B. to Q's 6th (dis. ch.) 2. Kt to Q. Kfu's sq.
K. B. to B's 5th (i^.) 3. R. to Q,'b 2nd.

4. takes Kt. Mate.

FiVTK PoamoK.
WBim BLACK.

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

2. K. to R's 2nil. 2. P. to K. R's 5th.

3. B. to K. Kt.'8 sq. 3. P. to K. R s 6th.

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

5. R, to K. B's 4th.

Double check, and mate.

Sixth Fosmosr.
WHITE. FfACir.

1. F. takes P. (eh.) 1. K. takes F. on his Q, B't
4th, or (A.)

2. Q. takes P. rch.^ 2. K. to Q's 3rd (best.)

3. Q. takes B. (ch.) 3. K, tfikes Q., or (B.)
4. B. takes P. (ch.) 4. P. to K. B's 5th.

5. B. takes P. Mate.

(A.)

1. K.takcsP.onhisQ.B'85di.
2. Q. to her B's 3rd (ch.) 2. K. to a's 4th.

3. Q. takes F. (ch.) 3. K. takes P.

4. Q. to Q. Kt.'8 4th.

Blate.

4. to K's 6tb. Mate.
3. Q. to Q's 2nd.

SrvENTH Position.
WHITE. BLACK.

1. R. to Q. Kt.'s 4th. 1. Kt. takes R. (best.)

2. F. takes Kt. (ch.) 2. K. to B's 5th.

3. Q. to her R's 3rd. 3. F. to Q. B's 4101.

4. K. to his 4th. 4. F. takes P.
6. Q. to K's 3rd. 5. F. to Q« Kt.'i 6tiu
6. Q. to her 4th. Mali.
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ElOHTB Position*

WHITE. BLAOK.
1. P. to Q. Kt.'i 7th (du) 1. B. takes P.
2. R. to Q»8 7th. 2. Kt t ikes Kt. (bait.)

3. R. takes B. 3. Kt. to Q's sq,

4. R.toQ. Kt.'ssq. (dia.ch.) 4. Kt. to Q. Kt.'g ?ad.
5. R. takes Kt. 5» Moves as he wilL
6. H. to Q. KU's sq. (cUb. ch.)

Mate.

Ninth Position.

"WHTTE.

.1. K. takes Kt.

2. Q. to her 5th.

3. R. lakes Q. (dis. ch.)

4. K. to K. B's sq.

5. to Q's 4tb.

6. R. to K. B's 4th.

Mate.

1/ Q. to her R'g 4th (beat)

2. Q. takt s Q. (be«t,)

3. K. takes P.

4. Kt. P. Ukes B.

5. P. to Q. KU's 7th,

Tbkth Position.

^IHBITK.

1. Q. to her B'a 8th (ch.)

2. Q. to K's 8th (ch.)

3. Kt. to Q. Kt.'s 5th (ch.)

4. Q. to K's 4th (ch.)

5. Kt. to Q't 6th (ch.)

6. Q. to her Kt.'s sq. (ch.)

7. Kt. to Q. Kt.'8 5th.

Mate.

BltACK.

1. K. tohla2lid.

2. K. to Q's 3rd, or (A.)

3. K. to Q\s 4th.

4. K. to Q. B'a &th (bast)
5. K. removes.

«. K. takea R« P*

(A.)

2. K. to his B'a 8rd.

3. Q. to K's 5th (ch.) 3. K. rerrioves.

4. Q. to K. B'.s 5th (ch.) 4. K. removes.

5. P. to K. Kt/s 5th.

Mate.

WHITE.
1. Kt. to Q's 6th (ch.)

2. P. to Q. R*s 3rd.

3. P. to K. Kt.'s 8th,

becoming a Q.

4. Kt to Q. B's sq. (ch.)

5. K. to Q's 2iid.

6. Q. .R. P. takes P*

7« White mates.

BLACK.
1. K. to Q's 6th.

2. R. to Q's sq.

3. R. takes Q., or (A.)

4. K. removefl.

5. P. to Q. B't 6th.

6« WheiehenilL

2Xi
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(A.)

S. R. takes Kt.

4. Kt. to Q. BVtq. (ch.) 4. K. to Q's 5tiu

5. Kt. to K's 2nd (di.) 5. K. to Q's 6th.

fi. a. to Q. Kt.'fi ird.

Mftte.

TwsLflTH Position.

1. p. takes R. (ch.) 1. P. takr. P.

2. Q. to her B*s 3rd. 2. K. to Q. R's 3rd (best)

3. Kt. tVorii Q s.'ii dto Q.B'i» 5th(ch.) 3. K. reni{)\ es.

4. Q. takes P. (ch.) 4. K. take^ U.
5. Kt. to Q*8 5rd (ch.) 5. K. takes R. P. (best)

6. P. to Q. Kt.'8 3rd (ch.) 6. K. to Q. R's 4th.

7. P. to Kt.'t 4th (ch.) 7. K. removes.

8. White mates with one of the Knights.

Tbi&tsknth Position,
"uhitb. black.

1, Q. to K's 5th (ch.) 1. K. takes R., or (A.)

2. Kt. to Q's 6th (ch.) 2. K. removes.

8. Kt. to Q's 3rd (ch.) 8. K. removes.

4. Kl to K's 4th. 4. B. takes Q. R. P.
ft. Q. to Q*s 4th (ch.) 5. B. interposes (best)
6. Q. takes B. (ch.) 6. K. removes.
7. Q. to her Kt.'s 4th (ch.) 7« K. removes.

8. Kt. to Q. B's 5th.

Mate.

(A.)

1. K. takes Q.
2, Kt to Q*8 3rd (eh.) 2. K. removes.
8. to a*s 4th.

Mate.

Fou&TKENTu Position.

VTHITK. BLACK.
1. Q. to her B's 4th (ch.) I. K. to Q. R's 4 th (best)

2. Kt. to Q. B's 5th. 4. R. to Q. Kt.'g 3rd (bo^.
3. Q. to her R's 2nd (ch.) 5. K. movea.

4. Q. takes Kt. {ch.) 4. K. moves.
5. Q. to her R's 2nd (ch.) 5. K. moves.
6* K. to Kt.'a b<^. 6. P. to R's ord.

7. K. to R's sq. 7. P. to R's 4th.

8. Q. mate^
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gkf i'mmm Fositiok.

1. VL takes Kt. (ch.)

2. Q. to Q. B'l 3rd (ch.)

I. ^. to Q. B's 7th (ch.)

4. R. to K. irs 5th (ch.)

5. Q. to K. B's 4th.

6. R. to K. Kt.'s 5th (dl.)

7. Q. to K. R's 2nd.

8. B. takes R. (dis. ch.)

9. (qI. to R'b 6th.

BLACK.
1. K. takes R.
2. K. to K's 2nd.

a. K. to his B's 3rd.

4. K. to Kt.'s 3rd (heat)

6. R. to K. Kt.'s 2ml
6. K. to K. R's 2iMi (best.;

7. R. takes R.

8. K. removes.

Mate.

SixiBsimi PosinoK.

WRITS.
1. Kt. takes B. (dis. ch.)

2. Kl. to K. irs 8th (ch.)

3. Kt to Q's 7th (dU.ch.)

R. takes B. (ch.)

Kt. takes P.

Kt. takes Q. Kt. F.
Kt. to Q\s 4 th.

Kt. to Q. B's 6th.

Kt. to K's 5th.

Kt. takef B. F.

4.

5.

6.

7.

8.

9.

10.

BLACK*
1. K. to R's 2iid.

2. K. remoTet.
3. K. remoTea.

4. K. takes B.

5. P. takes R. (best.)

6. P. to K. R's 5th.

7. P. to K. R's Gth.

8. P. to K. R's 7th.

9. P. to K. IV i> bill, becoxniBg

aQ.
Male.

Bb¥bktbsntb Position.

WHITE.
1. K.. vj Q's 8th (ch.)

2. Kt. to K. B's 7th (dis. ch.)

3. P. to Q. B's 6tli (ch.)

4. Q. to K's 8th (ch.)

5. Kt. to Q*s 8th (ch.)

6. Kt. Lakes K. P. (dis. ch.)

7. Kt. to Q's 8th (ch.)

8. Kt to Q. B's 6th (dis. ch.)

9. K. B. takes P.

10. P. to Q. R's 4th (ch.)

11. P. to Q. R's 5th (ch.)

12. Kt. to K's 7th (dis. ch.)

13. Q. mates.

BLACK.
1. K. to Q. B's sq.

2. K to Q. Kt.'s 2nd (best.)

3. K. takes P.

4. K. to Q. Kt.'s 2nd.
5. K. removes.

6. K. to Q. Kt.'s 2nd.

7. K. remores.

K* renoTcs.

9. P. to Q. Kt's 4th (best.)

10. K. to Q. Kt.'s 3rd (best.;

11. K. to Q. Kt.'s 2nd.

12. P. to Q. B's 3rd,

EicHTiMiiTH Position.

WUIYB.
1. B. takes R. (ch.)

2. ^ R. takes P. (ch.)

a. K. R. takes Kt. (ch.)

4. Q. to K* R's Mh.

2l2

BLACK.
1. R. to K's 7th.

2. Kt. takes R.
3. a to K's 6th.

4. Black nius^tgiyemateinth

Kt. or
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NiKXTUMTH PMinoir.

WEflTK. BLACK.
1. B. takes Kt. (ch.) 1. K. R. to B's 6t]l.

2. O. to K's eitli (ch.) 2. B. to K's 4th.

3. Q. to her 5th (ch.) 3. K. takes Q.
4. Kt. to Q. Kt.'a 4th (ch.) 4. K. to 5th.

5. R. to K'li 6th. 6. Kt, must mate.

TwimnsTK Posmoir.

WHITB. BLACK.
1. Kt takes Kt (ch.) 1. K. to Q's SIh.

2. R. to R'8 sq. (ch.) 2. K. takes P.

3. K. to K's 4th (dis. ch.) 3. K. to Q. B'a 7th.

4. K. to B's 3rd (diB. ch.) 4. K. takes Q. Kt F*
5. R. to Q. B'8 6th. 5. Kt must mate.

TwcMTT-FiKST Posmoir.

WHITB. BLACK.
1. Kt at K's 5th takes Kt (ck) 1. Kt takes Kt
2. B. takes B. (ch.^ 2. R. to K's 2Bd«

3. B. takes R. (ch.) 8. K. to his sq.

4. Kt. takes B. (dis. ch.) 4. Kt. to Kt.'ssq.

1^. Q. takes Q. (ch.) 5. K. to Q's 2Dd.

6. K. takea JL 6. Kt must take Kt
Mate.

Twbmtt-Sbcoko FOBinoN.

WHITB. BLACK.
1. R. to Q. B's 8Ch (ch.) 1. B. to a B's 2nd.

2. R. to Q. B's 2nd (ch.) 2. B. to Q. B's 5th.

3. B. to K. B's 2nd (ch.) 3. Kt to K's 6th.

4. Q. to K. B's 5th (ch.) 4. Kt. to Q's 4th.

5. K. to his 4th. 6. P. to K. Kt.'s 3rd.

6. Kt to K. B's 3rd. 6. F. must take Q.
Mate.

Twbntt-Thibo Poamoii;

WHITB. black
1. Q. to her B's 8th (ch.) 1. Kt. to Q. B ? 2nd.

2. P. takes P. (ch.) 2. K. to Q's 4th (best)

3. R. to Q. Kt.'s 4th (dis. ch.) 3. K. to Q. B's 4th.

4. Q. to K. B's 5Lh (ch.) 4. Kt. to Q's 4th.

5. Q. to K. B's 2!ul (ch.) 5. Kt. to K's Gth.

6. R. to Q. IVs ith (cli.) 6. K. takes R.

7. Q. to her h'& 2iid (ch.) 7. Kt must take Q.
. Mate,
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TwXNTY-foUATH POSITION.
WHITE. BLACK.

1. Q. to U. R's 8th (ch.) 1. K. to Kt.'s 3ra.

2. R. takes Kt. (ch.) 2. K. removes.

3. B. takes R. (ch.) 3. K. Ukes Kt.

4. Castles (di.) 4* to her Otft.

5. Q. takes R. (ch.) 5. Kt. Id Ct Kt.*s bf^
6. K. to Kt.'s sq. « 6. Q. to her 7th (hest.)

7. P. to Q. B's 3rd (ch.) 7. K. to 6th.

8. Q. takes Kt. 8. Q. must take R.
Mate,

TWBNTY-i:' IFTU POSITION.
WHITE. BLACK.

1. Q. Ukes p. (ch.) 1. K. to Q*8 sq.

2. B. tokes B. (ch.) 2. Kt. to Q. Kt.'s 3rd.

3. B. takes Kt. (ch.) 3. K. to Q. B's sq.

4. Q. to K. B's 8th (ch.) 4. R. to K's aq.

6. O. takes R. (ch.) 5. Q. takes Q.
6. Kt. at B's 5th to Q's 7th 6. K. to Kt.'s 2iid.

(dis. ch.)

7. B. takes Kt. (dis. oh.) 7. K. to R's sq.

8. B. takes R. (ch.) 8. Q. inteqioses,

9. P. t ikps B. 9. Q. to Q's 4th.

10. B. to K's 4th. 10. Q. to Q. B's 3rd.

11. B. to Q's 5th. 11. Q. to Q. Kt.'s 2nd.

12. R. to Q's sq. 12. Q. to her B'fe 3rd.

13. Kl. to Q. R's 6th. 13. Q. to kt.'s 2nd.

14. £. to Q. B's 6th. 14. Q. must take Bishop.

TwsMTT-SiXTB Fosmoir.

1. Q. to Q. R's sq.

2. B. to K*s 4th.

3. K. to Q's 2nd.

4. Q. to Q's sq.

5. R. to Q. R's 2nd.

6. B. to Q. Kt.'s sq.

7. P. to Q. Kt.'a 4di.

8. Q. to her 7th (ch.)

9. P. to Q. Kt.'s 6th.

10. K. to Q. Kt.'s 5th.

11. K. to Q. B's 4th.

12. K. to Q. Kt's 3rd.

13. R. to Q. B's 2nd.

14. K. to Q. R's 2nd.

15. K. to Q. R's sq.

16. Q. to her B's 8th (ch.)

17. R. to R's 2iid (ch.)

BLACK.

I BUck*s moves are sU forced*
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18. R. to Q. R's fith (ch.)

19. Q. to Q. B's 6th (ch.)

20. R. to Q. Kt.'8 6th (ch.)

21. Q. to her B's 5th (ch.)

22. R. to Q. Kt.'s 4th (ch.)

23. R. to K's 4tli (dis. ch.)

24. a. to Q. Kt's 5Ch (ch.)

25« Q. to a Kt.'i 2iid (ch.)

Black's moves are all forced.

25. P. takes Q., giving check*

mate.

SOLXmOK OF THB FbONTXSPUCB.

White.
1. Q. to her B's 4th (ch.)

2. B. to K. Kt's 7tlu

3. Q. to her 4th (ch.]

4. Q. to her 8th Teh.

5. Q. to her 5th {ch,]

6. K. to K. R's 6th.

7. Q. to her 8th (ch.)

8. Q. to K's 7th.

9. Q. to K. Kt.'a 5th (ch.)

10. Q. to her 8th (ch.)

11. Q. taken K.

BLACK.
1. R. to K. B's 2nd.

2. K. takes B. (best.)

3. K. to Kt.'8 sq. (best)

4. R. to B's sq.

5. R. to B's 2nd.

6. P. to K. Kt.'8 6du
7. R. to B's sq.

8. R. to K. B's 2od.
9. K. to R's sq.

10. R. to B s eci.

Mm
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JBOHN'S VARIOUS LIBEAU1E8.

XiOngffidlow*! Foeftioal Weito, eom-
pleie, Incliidlilg The Wayside Inii.

JT'i^tyf/y^rr jxige Engravings, tnj Birket
J-'oster and othtf?, and a nem Portrait.

•

J
or, wkhout the illustrations.

8t.6<X.

PmmWotIdi, eonipileta. StX'
teen page JBngramigt bjf mrket Fasiet
and oUters.

Marryat's Mastermaa Eeady; or,
'lliQ Wreck of the Pacific. 03 i:-n<jnwiv<js.

Missioii
; or, Scenes ia Af-

rica. * I '^or Young People.) /!!««•
iroAtd by GiU>ert and DaUsiel.

m Pirate and Three Cutters.
Hayf JiklUiou, with & Memoir of the
Author. TO%n SieA Mngmvings,from

* Privateer's-Maii One Him*
dred Years Afro. EifflU £iigrav6nfft on
SUd, ajt^r Stothard.

Settlers in Canada. New
ediUon. nn JtM Engravings by CfUbert

Maxwell's Victories of Wellington
and tbe Britiah Armies. IHuUraHom on
Sted.

JfiBhMl Angito aftd Bs^liad, fhelr
Lives and Works. By Dcpi a and QtJA-
TUfCMERR DE QuiKCY. With 13 kigkljf'
finished Engravings on SteeL

sillier' s History of tlie Anglo-Sax-
ons. Written In a popniar styles on ihe
basis of Sharon 'J'urner. Fortniit of
Aitfredt Map qf Sax<*)i Brilam, and 12
eKd&orote Sngravingi on St$eL

Hilton's Poetical Worki. With a
JMeni(»ir by James MoxTGomEBT, Todd's
Verbal Index to nl! tlie P(.ems and Ex-
planatory iSotes. With 120 Jingraviiigs

Off Tkmpwn imd olfta*f» /Vote I/rawings
by W, Harvey, 2 vols.

Vol. 1. Parndlse Lost, complete^ With
Memoir, Notes, and Index.

Vol. 2. Paradise Regained, end otber
Poems, wiih Volnl Index to ell the
Poems.

Undine British Birds. Revised
W.C L. Mabtin. Fifty-two Figures and
9 Plelsf qf JBggs, In 2 vols.

or, wUh the phtes eoSourtd,
V*. 6'?. per vol.

Kaval and jMilitary ncroes of Great
Britain; or, Caieiidar ot Victory. Being a
Record of British Vakmr and Conqnest
by Sea and I^ind, on pverj* day In the
mr, from the time of WiUiam the
Conqeerar to the Battle of Inkermann.
By Mfljor Johks, R.M., and Lieutenant

I

P. H. NfcoLASk EJH. Twmt^/mar tw-

Hicolixii's ffistory of the Jetnitf

:

their Origin, f*rogress, Doctrines, and]>e-
sifrns. F\nt Portraits of Loyola, I.ain^s^

J[avi€r, Borgia, JctjvavivOt Fere la Cltaistt

end P9p$ €kmgaintUiL

Norway and its Scsnery. Compris-
ing Price's Journal, with large Additions,
and a Rnad-Book. Edited byT. FoBfiSTU;

! Tvej\tij-t\i'o Jlliistratirms.

i Paris and its Environs, including
VeraafUea, St. Cloud, and Ksonrstona into
the Cl)amf*aprio Districts. An illuatrnted

Handbook for Travellers. Edited by
FoRBfrrBB. Twenty-eight fmiUiful EH"

I

gratings.

Petrarch^s Sonnets, and other Poems.
Translateii into KiiRUsh Verse. By various
hands. With a Life of the Poet, by
TBomeQucFBBLL, WUhi9EngrwriH0.

Fickflriag's History of the Baoes of
Man, v.ltli :\Ti Analytical Sj'nnpsis (-f the
Natural History of Man. By Dr. HaLL.
Illustrated by numerous Portraits,— ;

or, vaiih the pkttes eohured,
7<. 6c2.

j

An excellent Filitlnn of a work oH-

ginally published at 3i. 3<. by tho
American Goveniment.

Pictorial Handbook ofIiondon. Com-

Srising its Antiquliits, Architecture, Arts,
lanufactiire^, iVade, Institutions, Ex-

hlbiUons, Suburl)s, kc Tivo hundred
4i.ndJLve Sngravktgt, and a large Map, by
Loury.

TluK volume contains ab<:)ve 900 pac;es,

and is undoubtedly the cheapest hve-

^ Shilling volume ever produced.

Fietorial HanBboek of Xodeni Oea-
graphy, on a I'opular Plan. Tlluftrekid

by 150 Fnfp-ain)igs and 51 Maps. 6<.

; or. With the maps <}olowed$
ts. ed.

Two targe Editions of this volume bavo
l)ocn sold. Tlip present New Edition
is correctedand improved ; and, iHssides

hitrodndng the reoeot Oensnsea of
Kn;;land and other countrie.s, records

the changes which have taken place
In Italy and America.

Pope's Poetical Works. Edited by
KoBBBT CARauraBBS. MMftmmt JM-
grwrings. 2 vols.

Homer's Iliad. Wi*h Intro-

duction and Notes by J. S. Watson, M.A.
JUmirated by ike entire SeHea ^ Flm'
man's Dfsiini!', imutifnU / engramd
Moses {in Uiefidl Hvo. size).

Homer*s Odyssey, Hymns,
&c., by other trans!a tors, including Chap-
man, and Introduction and Notes by J. S.

Watson, M .A. Fl<txman's Vttignt, bCOM-
iy'ully engraved by Mixes,
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A CATALOGUE OF

Pope's Ufei Indttdinir nuny of hto
betters. By Kobbrt Carruthkbs. New
Edition, leviMd and enlazsed. HMrc^
tiom.

fmBtdHnn 5 «olt. mtOot a ccmpUU
and elegant edition of I'ope'g I'oetical

Works arul TYaiulationsfor 25s.

Pottery and Porcelain, and other Ob-
jtxu of Vertu (a Guide to the Knowledge
of). To whldi ts added an Enirrared Llak
of all the known Marks and Monograms.

" By HsNBX G. BouN. Jfumerom JSngrav-

; or, eofour^. 10*. 6(1.

Fmt'f (Father) Beliqnes. Ne\7
Edition, ravised and largely augmented.
Twenty-one spirited Etchingt bjf MbkUk.
Two volumes in one. 7*. 6d.

Becreationi in Shooting. By
Obatsv. SisUy-two Engravingt on Wood,
after Harvey, and 9 Engnufm/ft (MSM,
chiejly after A. Cooper, R.A.

Bedding's History and Descriptions
of Wines^ Ancient and Modem. TtoetUy
lemi^ia Wcodeuk,

BoUnson Chmsoe. With niustrations
by Stothaud and Habvbt. Twelve fteou-

tiful Engraxiiin(f% m SM, amd H on
Woo±

' I or, without the Steel illustra-

TktpntHetiMUionimUmL

Boom in the ViiMteeiith Omtar;.
New Edition. Revised by the Anllior,
Jlluitrated (y 34 Jim SUd Ilngmkigi,
2 vols.

6oathey'8 Life of KelfOiL. With
Additional Kotei. nkutnMl wiOk H
Kngravingt.

Starling't (IfiM) Nohle Deeds of
Women ; or, Examples of Fenialo Ootimpe,
Fortitude, and Virtue. Fow teei\ beaut\/td
lUmitnUUnu,

8taart aaa Bevekl'e AntiqiiitiM d
Athens, and other Monuments of Greea.

Illustrated in 71 Sttid FlaUa^ wad aa*

fnerom Woodcuts.

Tales of the Genii; or, the Delightfol
LetBOOB of Honm. IfumermiM BMhA^
and 8 Steel Engravings, after Stotkard.

Tasso^s Jemsalem Delivered. Traof-

lated into English Spenserian Verse, with

a Life of the Author. By J. H. Wiffeh.
Eight Engravingt oil SUA, OMi U. m
Wood, by Thurston.

Walker's Manly Exercises. Oon-
tainin^: Skating, Biding, Driving, HnutioiSi
Shooting. Satttng, Rowing Swimmtatr, 9k.

New Edition, revised by '* Cbavex."
I'Mii'/our Steel FlaUt, and nuawvM
WbodeuU*

Walton'i Oemplete Angler. Edited
by Edward Jrssr, Esq. To which ii

added an Account of Fishing Station5. ,

by H. G. BOHM. Upwards qf 203 lin-

; or, with 26 additional pagt
lUustrationt on Steel. Is. 6d.

Wellington, Life of. By Ax Or.n

SoLDisB, firom the materials of MaxweLL
EigkUm Bngravings.

White's Natural History of Sel-

borae, With Notes by Sir WiujAM Jar-
l>iNB and Edward Jesse, Esq. lUminUd
by 40 highlxf-finished Engravings.

'

; or, with the plates coUnmd^

Toang, The, Ledy^e Bodk. A Ms*
mi ll of Elegant Recreations. Arts, Sciences,

and Accomplishments ; including Gkology.
Mineralogy, Conchology, Botany, Ento-
mology, Ornithology, Costume, Embroi*
dery, the Escritoire, Arcbery, Riding,

Music (instrumenral and vocal). Dancing.
Exerclsi% Painting. PbotograpAy, ha. he
Edited by distingnishedProfessojs. TVeiw
Hundr ed Woodcut lUusirationSf and test'

Bolm*8 Classical Library.

UMIFOBK WITH THB 8TANIUBD UBBABT, AT fit. FEB TOLUMS
(BXOBPTIKa THOSI VABKBD OTHEBWISe).

JSsohylns. Literally Trnnslated into

English Fioae by Oxonian. Si.

9d,

,
Appendix to. Containing^ New Heading:! given In Hermann's

po^umous Edition of iEschyloB.

Obobok Bu&Q£8, M.A. 3<. 6(2.

^0

Ammiantii MaxeeUinne. Hiatorr of

Rome from Oonstantius to Valens. Trans-

lated a D. YoMOi^ B.A. Double
TolnnM^ 7f. 6d.

This is a very circumsUmHA ttd
amusivg history. Oib^xm
himsd/ largely indebted to

V
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BOEirS VARIOUS LIBRABIES.

&.piil6iiis, the Golden Aas; Beatli of
Socrates; Florida; and fMsconrsc on Magic.
1*0 which is added a Metrical Version of

Capld and Fbycbe; and Mtb. Tlgbe**

PiB^Glie. Frontispieoe,

ATistoplianes' Comedies. LiteroUy
Translated, with Notes and Kx tracts from
Frere's and other Metricui Ver&ioQS, by
W. J. HiCKUt. 3 Tola.

Vol. 1. AchamianB, Kni^teh doodfl^
Wasps, Peace, and Birds.

Vol. 2. Lysistrata, The&mopboriazasaai,

Frogs, EccleataaoMB, and Ratna.

Aiistotle's Ethics. Literally Trans-
lated by Archdeacon BROWllK,]ateCla88icaI

l^roleeBor of Klng'8 0 ilr^e.

• Politics and Economice.
Translated by E. WajJ'OBD, M.A.

MetapUysicB. Literally Trans-
lated, with NotM, AnalyBlfi, Ezamlnatlon
Questions, and Index, by the Rev. John
H. M'Mahon, M and Gold MedaUist in

Hetapbyt>lcs, T.Gi).

History of Anhnali. In Ten
Books. Translated, with Notes and Index,
by BiCHAKD Cbesswelt,, m a.

Org^on ; or, Logical Treat-

ises. With -Notes.Ac By O.F.Owji^.JklA.

S vols., 3f. 6d. each.

^ BbetOfio and Foetiee. Lite-

nilly TrunsUited, with Kxamination Qoea-
tioiis and Notes, by an Oxonian.

AthenSBUS. Tht^ Deipnosophists
;

or,

the Banquet ot the Learned. Tranislated

byaD.TOKO^B^ 3 Tola.

Cneart Complete, with the Alexan-
drian, African, and Spanish Wanfc Lite-

rally Translate<l. w!tb Notes.

Catullus, Tibullus, and the VigU of

Vetyis. A Literal Frost* 1 rouBiatiuii. To
which an added Metrical Venions by
T^AMB, UnADfOEB, and othan. Froati*'

piece.

Cicero's Orations. Literally Trans-

lated by C. D. YoN«K, B.A. In i vols.

You 1. Oontaina tha Oeatlona against
Verres, &c. Portrait.

Vol. a. CfttiTinp, Archlag. Agrarian
Law, B&uinus, Murena, Sylk, «c.

Vol. 3. Oratlona for htaHoQae* Flancius,

Sextius, Coellua, Milo, Ligarius, kc
Vol. 4. Miscellaneous Orations, and
Bhetorical Works; with (jrenerai in*

dex to the km volnmes.

i on Omtery and Onttorti By
I J, s. Wauon, ma.

• on the Katore of the Ctods,

! Divination, Fate, LiSW^, a Kepnblic, Ac.
' Instated by G. i>. ioscE, ii.A., and

F.Babham.

Cicero's Academics, De Einibns, aiiA
Tnsculan Questions. By C. !v Yongb,
B.A. With gt^etch of the Greek Philo-

sophy.

— Offices, Old Age« friendehip,
Sclplo's Dreara. Paradox es, Ac T.Iteralij

Translated, by R. EDaONDS. 36\ 6d.

Demosthenes" Orations. Trnnslat^d,

with Notes, by C. ivAN:4 iiii.iisi.in*, in 5

Tolumes.

Vol. 1. The Olynthfac. Philippic, and
other I'ublic Orations. 3s. ad.

Vol. 2. On the Crown and on the £m-
basay.

Vol. 3. Against Leptines, MidiaS, An«
drotlon, and Aristocrates.

Vol 4. lYivate and other Orations.

Vol. 5, Miscellaneous Orations.

Dictionary of Latia Quotations. In-

dndlng Proverbs, Maxims, Mottoes, Law
Terms and Phrases; and a Collection of

above 500 Greek Quotations. With all the
quantities marked, & Kngli^h Translations.

, with Index Yerborum. 65.

Index Verbonun only. U,

Diogenes laertiiu. Lives and Opin-
ions of the Ancient Philosophers. Trana*
lated, with Notes, by C. D. YoNi^s.

Enripides. Litei-ally Translated. 2to15.

Vol. 1. HfCuba, Orestes, Medea, Hippo-
IvtuH. Aicestls, Bucchse, Heraclidae,

ipiiigenla in Anllde, and Iphigenia In
Tai.rls.

Vol. 2. Hercules t^irtna, Troadei Ion,

Andromache, Suppliants, HalOl,
Electia, Qycto|i^ Bhesua.

Chreek Aniliology. Literally Trans-
lated, w ith Metrical Venions by Taxlotui

Authors.

Greek Eomances of Heliodonis,
Limgas. and Achillea Tatlna.

Hefodotns. A New and Literal

Translation, by Hf.nrt C4Br, M.A., of
Worcesffr 0>ltpgr, Oxford.

Hesiod, Callinmchus, and Theognis.
Literally lYauslated, with Kotes, by J.

BAVKik M.A.

Homer's Siad* Literally Translated,

by an Oxoniait.

— Odyssey, HjrnmB, &o. Lite*
rally Irauslated, by an Oxonlan.

Horace. Literally Translated, by
Smart. Carefully revised by an OxosOak.

Justin, GdmeUvs Kepos, and Eatro-
piuB. Literally Translated, with Motaa
and Indp.x, by J. S. Watson. M.A.

Juvenal, Persius, Sulpida, and Ln-
cilius. By L. Kvans. M.A. With the

MetiMVmon by Giffoid. Firwtitpim*
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A CATALOaUE OF

£lvy. A new and Literal Translation.

By Or. SiMLLAN and uthers. In 4 volf.

Vol. I. Coutalus Boukii 1—6,
VoL 2. Books 9—26.
Vol. 3. V' ' 27—36.
Vol. 4. I i k> 37 to the end ; and Index.

Lucan's Pharsalia. Translated, with

NoUrs. by U. T. RlLKT.

Luoretmi. Liteitdly Translated, with
Notes, by the Rev. J. S. Watson. M.A..

And the Metrical Version by J. M. Good.

Martial's Epigrams, oomplete. Lite-

rally I r^iuslated. Each Mcompanied by
one or more Verse Translaiious selected

fi-oiii the Works of English Poets, and

other sources. With a copious Indejc.

Double volume (eeo pog^s). 74. 6<i.

Ovid's WatlOf eompleta. titei^ally

Transbited. 3 vols.

Vol. L l-asU, Tristla, Epiatles. Iec

VoL 2. Metamorpboee*.
Vol. 3. Heroides, Art of Love, &c

Pindar. Literally Translated, by Daw-
80K W. I'UBNER, and the Metrical'Ven»ioa

by Abbahah MooaE.

Plato's Works. Translated by the

Kev. H. CAaT and others. In 6 vols.

Vol. 1. Tlie Apology of Socrates, Crlto,

PhJudo, Gorgias, Protagora*;, l'ha;drus,

Thojctetus, Euthyphron, Lysis.

Vol. 2. TbeHojmblicTiwceu.s, ^^Critiag.

Vol. 3. Meuo, Euthydemus, llie So-

phist. StateMuan, Cratylus, Vmao-
uides, and the Banquet.

Vol. 4. I'hllebus, Charmldes, Laches,

The Two Alcibiades* and Ten other
1 Jlalogues.

VoL 5. The Tjiws.

VoL 6. The JA>ubtful Works. With
QenenU Index.

Plautus's Comedies. Literally Ti-ans-

lated, with Notes, by H. T. Uiunr, B.A.
ill 2 vols.

Pliny's IJatiirai History. Ti anslated,

wtth GoploQS Notes, by the late JoHxr

I^xsTocK, M.Dm IfJBLA, aud H. X. Bokt,
I? A Jn G vols.

Propertius, fetronius, asd Johaimea
Secundus. Literally Translated, end ac-

companied by Poetical Yenlora^ bom
various Bottroen

Qwntiliaii's Institutes of Oratory.
Literally Translated, with Motes, ^ by
J.& Wa-moXiMA. Ina voU.

flaUmty Flomi, a&d Vellefaui Ptttw-
culus. With ('opions Nott's, HioKrapbicdi

Notices, and Index, by J. S. Watsun.

Sophocles, The OAford TimLslalion
revised.

Standard Library AtUw of Classical
GeoKfaphy. Ttuetity-ttvo largt coloured

Maps according to tlui latest autfiorities.

WtUi a complete Index (accentuated)

,

giving the laittude and kmgitiMlB of every
place named In the Maps. lmp.8VO. 7s. 6cL

Strabo's Geo^phy. Translated,

with Copious jNoies, by W. FxLcasimt,

M.A.. and H. C. HaUILIOK, Esq. With
Index, giving the Ancleui and Modem
Names. In 3 vols.

Suetonius' Lives of the Twelve
('aisars, and other Works. TLoiwoon's

Translatloni revised, with Notes, by T.
FORESTEB.

Tadttis. LitPinlly Translated, with
Kotes. In 2 vols.

Vol. 1. The Annals.
VoL 2. The History. Germtnta. Agrt-

cola, kc With Index.

Terence and Phssdms. By U. T«
lULKY, B.A.

Theocritns, Bion, KosehiiSy and
Tyrt«us. By J. Banks, M.A. WUh the
Metricnl Verelons of Chapman.

Thucydides. Literally Translnted by
Rev. H. Dale. In 2 vols. 3s, tad. each.

Yirgil. Liter ally Ti anslated by Da-
vtDsoir. New Edtttoo, eevefnUy levM.
3s. 6ti.

Xenophon*s "Works. In :^ Voh.

YoL 1. i he Anabasis and Memorabilia.
a'fBiHlated, with Notes, by J.&Wat-
son, M.A. And a GeoKraphicai Com-
mentary, by NV.K AUiSWaKTa»l»'«SbA.«
F.K.G.S.. &c.

Vol. 2. Cyropaedla and Hellenics. By
J. S. WAxaoN, MJL» and the Bev. H.
Dale.

Vol. 8. The Minor Woiks, Bi J, 9.

Waisov,MJL

Bohn's Scientiflo Library.

XTKIFOBM with the STANDABD LIBBARY, at 5& PEB VOLUME

(BXOEFTIKa THOSE MARKED OTHEBWISE)*

Agasaiz and Gould's Comparative
|

Bacon's Novum Organnm and Ad-

Physiology. Enlarged by Ur Wright. viuicement of Learning. Complete, frtU

{Tpiwug ^400 A^raeAt^ i Notes, by J* Dmr, M^
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BOEN'S VARIOUS LIBRAniES.

Blair'B Chronologioal Tables, Bevised
and Enlarged. Comprehending the Chro-
nolugy aud History of the World, from
tlM MTlIest times. By J* Wilxodohbt
R068K. Double Volumo. 10l.i or, half-

bound, \{is. 6d.

Index of Bates. ^Comprehending the
principal Facts In the Chnmoloef and
History of the World, from the i-irlir t.)

the pre*>eut time, alphabetically arranged.

By J. W. KossK. Double volume, lu^.

;

or, haU-bonnd, lOf. M.
BoUey's Hanual of Technical Analy-

sis, A 1 r the Testing of Natural

aud Artiuciui ^ub^umcea. By B.H. Paul.
100 Mngravingi,

BBXD0BWATEE TBSATI8E9.^
Kmnr on the History, Ilubits, and In-

stiucts of Auimals. Edited, with Notes, by
T. Ryheb Jokes. Nvmerout JBnffravivgs,

VKHIf qf which ore addUional. In 2 vols.

— Kidd on the Adaptation of
E^i^tenml Nature to tlio PiiysladOoodition
of Mao. 3^. 6(i.

Whewell's Astronomy and
Qeneral Physics, considered with refer*

to Natural Theology. 3«. Gd.

Chalmers on the Adaptation
of Exterual Nature to tbe Moral and In-
talltotnal Gouititulicn of Man. 6t.

Front's Treatise on Chemis-
try, Meteorology. < >^ Dlgesttoo. JSdlted

by Dr. J. W. GiupyiTH.

Carpenter's ^Br. W. B/i Zoology. A
i)ysLenij.Lic View ut the Structure, Habits,

Insiiiu L and Uses, of the principal Fami-
lies of the Animal Kingdom, and of the

chief forms of Fossil llemains. New edition,

revised to Ibe present time, under arrange-

ment with the Author, by W. S. Dallas,
F.L^. lUmtrcUed with, many hundred
Jim Wood Engravings, In 8 vols. 6^.

Mechanical Philosophy, As-
tronomy, and Uoroloffir. A Pupuiar Ex-
IMSltlon. iss IlkutotmoM.

Vegetable Pbysiology and
Systematic Botany. A complete Intro-

duction to the Knowledge of Plants. New
Kdilion, revised, under arrangement with
the Author, by E. LtAXKBStEB, M.D., &c.
Simal A; aiidrtd lUuitraliom on Wood. 6s.

Animal Fhjrsiology. New
Edition, tboroi:^hly revised, and In part
TB-«iitten by the Author. Qnmmn qf
300 capital Imtttfat iov 5 1 ^.

Chess Con^ss of 1862. A CoUec-
Xioa ot thus (iames played, and a Selection

of the Problems sent In for the Competi-
tion. Edited by J. Lowknthal, Manager.
With an Account of th»» Frocee«lirip«5, and
aMemoir of the iiriiish Chess A:»:30clAtioo,

bj J.W.MiUiir,Uon*Sscu 7i»

Chevrenl onMma. Containing the
Principles of Harmony and Contrast of

Colours, and their application to tlie Ari^.
'I'raiislated from the French by Ghakles
Martel. Only oomplete Edlttoa. Seoaul
FlaUs.

;
or, with an additional series

of le Plates In OolourB. 1m, 9d,

Comte's Philosophy of tho Seianeai.
Edited by (i. H. Lkwse.

Ennemoser*s History of Magic.
Translated by William Howixt. With
an Appendix of tbe most remarkable aud
U>st authenticated Stories of Apparitions.
Dreams, Table Turnings and ISpiritpBap*
pine;, kc. In 2 vols.

Handbook of Domestic JUiediciiie.

Popularly arranged. By Dr. HioutY
DAviEti. im psgesta With a oompleie
Index.

Handbook of Games. By various
Amateurs and Profeesora. Comprising
treatises on all tlie principal Games of
chance, skill, and manual dexterity. In
all, above 40 games (the Whist, Draughts,
and Billiards being especially comprehen-
sive). Kdited by H. H.»hji. JUw-
trakd I'll iiuinerov^ Diui/rmns.

Hogg's (Jabez) Elements of Experi-
mental and Natural I^hliosopby. Con-
taining Mechanics, Pneumatics, Hydro-
statics, Hydraulics, Acoustics^ Option,

Chiloric, Electricity. Yohaism, and Mag-
netism. New Edition, ealsTved* Up-
wards qf 400 Woodcuts,

Hind's Introduction to Astronomy.
With a Vocabulaiy, containing an Expla-
nation of all tbe Terms In present use.
New I^^lition, enlarged. Ifumetvu*
gravinqs. 35. 6(i.

Hnmboidt s Cosmos \ or Sketch of a
Phydcftl DeseripUon of the Universe.
Tr uL.lated by E. C. Oxrfi and W. 8.

DALLAii. F.L.8. Miie Vortrait. In five

•vols. 3*. 6d. each ;
excepting Vol, V., 5;.'.

\* In this edition the notes are placed
beneath the text, Humboldt's analy-
tical Summaries and tbe passages
hitherto suppressed are indoded* and
new and oomprehensive Indkes are
added.—— TravelB in America. In 3 vols.

——1— Views of Natnre
;

or, Con-
templatioQB of the ISublime Phenomena of
Creation. Transited bgr IS. COirf and
H. G. BoiiN. A fac-slmile letter from
the Author to the I^bllsber; transla-

tions ot the quotations, and a complete
Index.

Enmphr^s Coin Collector's Ha-
nual. A pcpnlar Jntroduction to the

Study of Coins, MiyiUyjmished Enffrait'
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Hmit*B (Eobert Poetry of Science

;

or. Sludies oi the Phyiiical Pbwiomena of

Nfttnra. By Frofenor Umrr. NewEdl*
tkm, enlarged.

Index of Dates. See Blair^t Tables.

Jojoe's Seientifio Dialogues. Com-
pleted to the pr»'sent sinto t)f Knowledge,
by Dr. (i RIFF IT ». .\um^yQU& \yoodcaU,

LectnrcB on Painting. By the Royal
Acadi'inlciana. With lntr«>ductory Esgay,
ainl Nott s by U,WORNUM, Ksq. I'ortraitg,

Mantell's (Dr.) Geological Excnr-
siuii8 Lbrough the Ule of Wight and Dor-
BetHhIre. New Edition, by T. Rupbrt
JoNPS, K-^q. yifvierous bmiU^uHi/ rtcc-

ru(--d Wwdcuts^ and a (•'eolofjfcal Map.

" Medals of Creation
;

or,

First Ijegsons In Geology and the Sti^y
of Organic Remains; including Geolc^lcal

Kxcur>l(»ns, New Kdition, rcviKed. Co-

loured I'lales, and ievet-ai hitndred bmur
((^ mtodeutt. In 2 voli^ 7t.«i «m1l

PetrifactionB and tlieir

Tficblni^s. An lUnstrated Handbook to

the Organic R<iuains in the British Ma-
seam. Jhmenm Engravings, ei.

WoDilafi of OMlogy; or, »
Familiar Exposition of Geological I'hc-

nomena. .
New EdiUon, augmented by T.

UupERT Jones, F.G.S. Coloured Geological

Map of England^ Plates, and nearly 200
beautiful Woodcuts. In 2 v«»ls., 75. 6d.each.

Kcrphy's Games of Chess Being
the Mutches and best Gaim-s pi ly <l by
the American Chiiniptoa, with K,\i>lana-

tory an! Anulylical Notes, by J. LQwav*
THAU i'ortrait and Memoir.

It contains by far the largest oolleetlon

of games piayetl by Mr. Morphy extant in

ai^ fonu, and has received )M eudone-
uent and co-opecatioiL

OenM^oMUnlTfttiiiOfAe. iVrMi.

Bichardfon*! Ooology, inolndfag
Mineralogy and Falaeontijlogy. Revised

and enlarged, by Dr. T. WwftiiX. Uj^utardi

^ 400 HUutratiofUt

GOVS OF
' Schouw's Earth, Plants, and Man ; in<l

Kobeli's bketclied from the Mineral King-
dom. Tranalatad fay A. HnnrBBT, F.KS.
Votoin e i Map of the Geography of pUmU.

Smith's (Pye) Geology and Scrip-
ture ;

or. The Relation between the Holy
Scriptures and Geological Science.

Stanley*s Classified Synopsis of the
Principal rainteis of the Dutch and Fto-
mi«^h Schools,

i Staimtoii's Chess-playor*! Handbook.

Chess Praxis. A Supplement
to the Cbeas-player'a Handbook. Omh
tainlng all the most important modem
improvements in the Openings. iUustraUHi
by actual Games ; a revised Code of Qiesa
Laws; and a Selection of Mr. Morpl^'s
Games in Kncland and France. 6s.

Chess-player's Companion.
Comprising a new IVeatitee on Odds. Ck)l>»

lection of Match Gamea» and a Selectton
of Original IVobleras.

Chess Toumamoilt of X851,
jS'urnerouis liluftrat ions.

Stockhardt's Principles of Chemis*
tiyt exemplifled in a series of simple expo-
Itments. Upu^rds 0/2:0 nimtratiimg,

Agricnltural Chemistry
; or,

Chemical Field Lectures. Addressed to

Farmers. Translated* with Notes, by
Professor Hrntbbt, F.R,S. To which is

added. A Paper on Liquid Manure, by
J. J. Mkvmi, Esq.

Ure's vDr. A.) Cotton Manofactnre
of Great Briuin, systematically investf*
gated; with an introductory view of its

comparative state in Foreign Uouniries.
New BditloD, reviaad and completed to
the pre.<' lit t]m>\ by P. L. Simmoxds. One
kuvdred avd ffty IllmtratUms. In 2 vola.

Philosophy of Mannfactures

;

or. An ExposltloQ of the Factory System
of Great I^ritain. New ICdition, continued
to t!ie present tUne^ bj P. U SmMOwna

Bohn's Cheap Series.

Berber, The; or, The Mountaineer
of the Atlas. A Tale of Moroooo, by W. S.

Mayo. MJ). 1«. 6d.

Bosweirt Ufo of Jolmion. Indiid-
ing bis Tour to the Hebrides, Tour in

Wales, etc EdUed, with hirge additions

and Motes, bv the Right Hon. Johv WiLa>N
Cbokkk. The second and most complete
Copyright Edition, re-arranged and; ra-

vihtAl according to the suggestions of
Lord Macanlay, by the late John
WaioBT, Eaq^ wltb Itartber addlttoos by

Mr. Cbokkr. Ufiv^rds of 40 fne Bn-
gravings on SUeL in 4 vols. 4s. each, or
S parts St. each.

The public has now for wbm
wa:J formtTiy ])nblish* t1 at 11.

BoBwell's Johnsoniana. A cu 1 iection

of Miscellaneous Anecdotes and Sayiugi
of l)r. Samuel Johnson, gathered ftan
nearly a hundred publications, A Sequel
to the preceding, ^' which it forms vol. &,

or partM 9 and 10. MHffranrnfft mi^itA
In 1 ToL 4f cr in a pivtt^ ti» eaelL

J
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