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THE

CHESS HANDBOOK.

CHAPTER I.

INTRODUCTION.

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

DESCRIPTION OF THE CHESS-BOARD AND MEN.

THE game of Chess is played by two persons, each
having at command a little army of sixteen men, upun a
board divided into sixty-four squares. The squares are .
usually colored white and black, or red and white, alter-
nately ; and custom has made it an indispensable regula-
tion, that the board shall be so placed that each player
has a white square at his right-hand corner.

The following diagram represents the board with all
the men arranged in proper order for the commencement
of a game :—
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And each of these Pieces has his Pawn or Foot-
soldier . . . . . . § i
making in all an array of sixteen men on each side.

On beginning a game, these Pieces and Pawns are dis-
posed in the manner shown on the foregoing diagram.
The Kiog and Queen occupy the centre squares of the
first or “royal” line, as it is called, and each has for its
supporters a Bishop, a Knight, and 2 Rook, while before
the whole stand the Pawns or Foot-soldiers in a row. (To
prevent a common error among young players, of mis-

lacing the King and Queen on commencing a game, it
1s well to bear in mind that at the outset each Queen
stands on her own color. The Pieces on the King’s side

of the board are called the King’s, as King’s Bishop,
King’s Knight, King’s Rook ; and the Pawns directly in-

front of them, the King's Pawn, King’s Bishop’s Pawn,
King’s Knight’s Pawn, and King’s Rook’s Pawn. The
Pieces on the Queen’s ride are, in like maunner, called the
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 Rook’s Pawn.
”~
MOVEMENT OF THE PIECES AND PAWNS, AND MODE OF
_ CAPTURING AN ADVERSE MAN.

A knowledge of the moves peculiar to these several
men is so difficult to describé inwriting, and so com-
paratively easy to acquire over the chess-board, from any
competent person, that the learner is strongly recom-
mended to avail himself of the latter means when prac-
ticable : for the use, however, of those who have no
chess-playing acquaintance at command, the subjoined
description will, it is hoped, suffice.

The ¢ Pieces,” by which title the eight superior officers
are technically designated, in contradistinction -to the
¢« Pawns,” all take in the same direction in which they
move. This act consists in removing the adverse Picce
or Pawn from the board, and placing the captor on the
square the former occupied. To make this clear, we will

-
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begin with the King, and show his mode of moving and
of capturing an adverse man.

é‘? TeE KING. @

The King can move one square only at a time.(except
in ¢ Castling,” which will be explained hereafter), but he
can make this move in any direction, forwards, backwards,
laterally, or diagonally. He can take any one of the
adversary’s men which stands on an adjoining square to
that he occupies,.provided such man is left unprotected,
and he has the peculiar privilege of being himself exempt
from capture. He is not permitted, however, to move
into check, that is, on to any square which is guarded 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,
where, without obstruction, he has the choice of eight

No. 2.
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INTRODUCTION. 11

different squares. At the sides, he may play to any one
of five, but when in the angles of the board, three squares
only are at his command.

Supposing diagram No. 2 to show the position of the men
towards the conclusion of a game, and it being either
party’s turn to play, he could take the adverse Pawn from
the board, and place his King on the square it occupied ;
and, by doing so, the King would not depart from the
order of his march which, as we have before said, per-
mits him to move one step in every direction. In each
of these instances we have placed the Pawn in front of
the King, but he would be equally entitled to take it were
it standmg on any other part of the eight squares imme-
diately surrounding him, always provided it was not sus-
tained or guarded by some other Plece or Pawn. '

THE QUEEN.

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

No. 3.
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12 . CHESS HANDBOOK.

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 range. To comprehend her scope of action, place
her alone in the ceantre 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. (Diagram No. 3.)

Thus placed in the middle of the board, the range of
the Queen is immense. She has here the option of taking
any one of eight men at the extremity of the board, on
the squares respectively numbered 1, 2, 3, 4, 5, 6, 7, and
8, should her line of march be unobstructed ; and if these
men were nearer, on any of the intermediate squares, she
would be equally enabled to take any one of them at her
choice. Like all the other Pieces and Pawns, she effects
the capture by removing the man from the board, and
stationing herself on the vacated square.

g THE RooK. !
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INTRODUCTION. 13

The Rook, or Castle, is next in power to the Queen. !
He moves in a straight line, forwards, backwards, or side-
ways, having a uniform range, on a clear board, of four-
teen squares, exclusive of the one he occupies.

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

For example, place the Rook in the centre of the board,
and an opposing man on each of the squares numbered,
and the Rook has the power of taking any one of the
four; and he has the same power if the Pieces are one
or two squares closer to him, or immediately surrounding
him, in the direction indicated by the four figures. (See
Diagram No. 4.)

’@9 ' TaE Bismor. .ﬁ.

 The Bishop moves diagonally forwards or backwards,
to the extent of the Board. It follows, therefore, that
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14 CUESS HANDBOOK.

he travels throughout the game only on squares of the
same color as the one on which he stands when the game
begins, and that each player has a Bishop running on
white squares, and one on black squares. When placed
on a centre square of a clear board, he will be found to
have a range of thirtecn squares.

The Bishop takes, as he moves, diagonally, either for-
wards or backwards, his range extending, on unobstructed
squares, to the extent of the diagonal line on. which he
travels. (See Diagram No. 5.)

‘% TaeE KNIGHT. ’

The action of the Knight is peculiar, and not easy to
describe. He is the only one of the Pieces which has
the privilege of leaping over another man. The move-
ments of the 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
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INTRODUCTION. 15

battle before the commencement of the game, the Knight
is the only one of the eight capital Pieces which can be
played before the Pawns are moved—King, Queen,
Bishop, and Rook are all hemmed in by the rank of
Pawns, which they cannot overleap; but the Knight,
having the liberty of springing over the heads of other
men, can be brought into the field at once. His move is
one square v @ straight line, and one in an oblique direc-
tion ; or it may be perhaps better understood by saying
that he moves two squares in a straight line, and one in
a sude direction. i

. His power and method of taking an opponent’s man
will be seen from the diagram (No. 6) on page 14.
. 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.

§ THE PAwy. ‘

The Pawn moves only one square at a time, and that
straight forward, except in the act of capturing, when
it takes one step diagonally to the right or left file on to
the square occupied by the man taken, and continues on
that file uutil it captures another man. It may, however,
for its first move advance two steps, provided no hostile
Pawn commands the first square over which he leaps, for,
in that case, the adverse Pawn has the option of taking
him in his passage, as if he had moved one step only.
A Pawn is the only one of the forces which goes out
of his direction to capture, and which has not the ad-
vantage of moving backwards; but it has one remarkable
privilege, by which, on occasions, it becomes invaluable,
whenever it reaches the extreme square of the file on which
it travels, it 18 invested with the title and assumes the
power of any superior Piece, except the King, which the
player chooses. From this circumstance it frequently -
happens that one party, by skilful management of his
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Pawn to King
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As we before observed, the Pawn is the onl
8 Bishop’s Pawn to Bishop’s fourth

captures in a direction different from his li
ward march of the other, but if Black answer instead with

Queens on the board at once, a combination of force
Pawn can do more than remain an obstruction to the on-

Pawns, contrives to have two, and sometimes even three
which of course is irresistible.

with King’s Pawn to King’s fourth square,
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THE NOTATION ADOPTED TO DESCRIBE THE MOVES OF
THE MEN. ’

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

The notation may be called the language of the game,
and a knowledge of it is absolutely indispensable to every
one who' is himself ambitious of excelling, or who is de-
sirous of appreciating the excellenaies of other players.

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 eight
squares which compose the first rank are each distinguished
by the name of the Piece which occupies it when the men
are first arranged. There are, therefore, the King's
square, the King’s Bishop’s square, King’s Knight's
square, and King’s Rook’s square, and in like manner,
the Queen’s square, Queen’s Bishop’s square, Queen’s
Knight's and Queen’s Rook’s squares. The files, 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 row of eight squares running from his end of the
board to the corresponding Piece of the enemy, and every
one of these eight squares takes its mame from such
officer. co.

Bear in mind that White names every square on the
board, in accordance with its relative position to one of
his eight Pieces, and that Black.does the same. Hence
it follows that Black’s first squares are White's eighth,
and vice versd.

Before proceeding further, it will be desirable for the
student to familiarize himself with the respective moves
of the Pieces, names of the squares, &c. A very little
practice will enable him to do so, especially with the aid
of any friend acquainted with them.  He should, in the
first placg, accustom himself to the setting up the men in
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order of battle ; after a few repetitions of the process, and
comparing their position with diagram No. 1, he will soon
have no difficulty whatever in arranging them correctly
without referring to the book. It will then be well to
clear the board of all but a single Piece, and practise
with that-until perfect in its movements; 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 (i. e., her first square), then play
her to Q’s 5th square, then (diagonally, observe) to Q.
Rook’s 8th square, then to King’'s Rook’s 8th square, then
to Q. R’s square, and then home again to her square. It is
proper to mention that the directions for moving a Piece
are not usually printed in full, and that, according to the
modern abbreviations in the present and other chess-books,
these several instructions would be given thus :—
Q. to her sq.
. Q. to her 5th.
. Q. to ber R’s 8th.
. Q. to K. R’s 8th.
. Q. to her R’s 8q.
6. Q. to her gq.
As a next exercise, put the Queen’s Bishop on his
square, beside the Queen, and play him as follows :—
1. Q. B. to K. R’s 6th.
2. Q. B. to K. B’z 8th,
3. Q. B. to Q. R’s 3d.
4. Q. B. to his sq.
To these two Pieces now add the Queen’s Knight, on
his own square, and play as follews :—
. Q. Kt. to Q’s 2d.
. Kt. to K’s 4th.
t. to K. B’s 6th.
t. to K’s 8th.
t. to Q. B’s Tth.
. Kt. to Q. Kt.’s 5th.
. Kt. to Q. B’s 3d.
8. Q. Kt. to his sq.
By taking all the Pieces in succession thus, you will
speedily obtain sufficient knowledge of their movements
to commence the opening of a game; but before attempt.
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ing this, it is needful for you to be acquainted with the
technical terms in use among chess-players, and the code
of laws which governs the game.

N

TECHNICAL TERMS IN USE AMONG CHESS-PLAYERS.

Castling.—Although, as a general rule, the move of
‘the King is restricted to one square at a time, he has the
privilege, under certain conditions, once in the game, of 4
moving in conjunction with either of the Rooks two
squares. This pecaliar movement is called Castling, and
is performed in the following manner:—If a player
wishes to castle on his King’s side of the board, he moves
the King to K. Kt.’s sq., and then places the K’s Rook
on K. B’s square. If he castle on the Queen’s side, he
?lays his King to Q. B’s sq,, and Q's Rook to Qs sq.
The object of this compound move is to place the royal -
Piece in safety, and at the same time bring the Rook from
the corner square into better play.

The conditions under which a player is permitted to
castle are :—1st. The King must not be in check. 2d.
The King must not have moved. 3d. The Rook must
not have moved. 4th. The King must not pass over or
on to any square attacked by an enemny’s man. And 5th.
There must be no Piece, either of his own or the adver-
sary’s, between the King and the Rook.

In exemplification of the importance of castling, to
escape from an attack, and to retort one on the adversary,
see, presently, the diagram No. 8 (p.2%).

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

When he can do none of these three things, he is check-
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mated, and the game won by the other side. (Seediagrams
Nos. 9 and. 10.) When the King is directly attacked
by the Piece played, it is a simple check; but when
the Piece moved does not itsclf give check, but un-
masks another which does, it is called a discovered
check. (Seediagram No.8.) The third species of check
is named the double check, where the King is attacked
both by the Piece moved and the one discovered. The
fourth description is called perpetual check, 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
check by affording an opportunity for another. If the
first player then persists in the repetition of these par-
ticular checks, the game must be abandoned as drawn.
(See diagram No. 11).

Doubled Pawn.—When two Pawns of the same color
are on the same file, the front one is called a doubled
pawn.

Drawn Game.—When neither party can give check-
mate, the game is drawn. This may arise from several
causes, as :—1st. Perpetual check. 2d. Where there is
not sufficient force to effect a mate, as a King and a
Knight only, or a King and two Knights, &e., &e. 3d.
Where one party has force sufficient, but is ignorant of
the proper mode of applying it, and thus fails to check-
mate hishelpless adversary within the fifty moves prescribed
by the 22d law. 4th. Where both parties persist in re-
peating 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 Queen, a Rook against a Rook,
and the like, when, except in particular cases, the game
should be resigned as a drawn battle. And 6th. When
one of the Kings is stalemated.

En Prise.—When a Piece or Pawn is in a situation
to be taken by the enemy, it is said to be en prise. To
put a piece en prige, is to play it so that it may be cap-
tured

The Exchange.—When a player gains a Rook for a
_Bishop or a Knight, it is termed winning the exchange.
t.
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False Move.—Any illegal move, such as castling when
the King has been moved or is in check, moving a Rook
diagonally, or a Bishop like a Knight, is called a false or
an ¢ impossible” move.

Fool's Mate.—This is the-simplest of all checkmates,
being accomplished in two moves in the following man-
ner :—

WHITE, BLACK.

1. K. Kt. P. to K. Kt.’s 4th. 1. K. P. to K’s 4th.
2. K. B. P. w0 K. B’s 4th. 2. Q. to K. R’s 5th, check-
mate.

It cannot possibly be given by the first player.

Forced Move.—When a player has one only legal move
at command, it is said to be a forced move.

Gambit.—This word is derived from an Italian phrase
in wrestling, and signifies a movement by which the ad-
versary is tnpped up. In chess, this is attempted by the
first player putting a Pawn en prise of the enemy early in
the game, by which he is enabled more rapidly and effectu-
ally to develope his superior Pieces. There are several
- gambits, but the most important, and one which includes
many others, is the Klno 8 gambit, commenced as fol-
lows :—

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. P. takes K. B. P.~

The Pawn offered by the first player here at his second
move is called the Gambit Pawn, and when taken by the
adversary the opening becomes a gambit.

The varieties of the gambits are often demgnated by
the names of the players who invented or first brought
them into vogue—as the Muzio gambit, the Salvio gam-
bit, the Allgaier gambit, the Lopez gambit; while others,
obtain their names from the opening moves of the first
player, as the King’s Bishop’s gambit, which begins
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, P. takes P,
3. K. B. to Q. B’s 4th,
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and is so called because the K’s Bishop is played out at
the 3d move instead of the K’s Knight.

There is also the Queen’s gambit, of which the open-
ing moves are—

‘WHITE. : . BLACK.
1. Q. P. to Q’s 4th. 1. Q. P. to Q’s 4th.
2. Q. B. P. to B’s 4th. 2. P. takes P.

The gambits are the most brilliant and animated of all
the openings, full of hair-breadth ’scapes and perilous
vicissitudes, but affording an infinitude of beautiful and
daring combinations.

“ Glivoco Ptano,” a solid and instructive modification
of the King’s Knight's game, is of all others the most
generally practised by the leading players. The opening
moves are :—

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th,
2. K. Kt. to B’s 3d. - 2. Q. Kt. to B’s 3d.
3. K. B. to Q. B’s 4th. - 3. K. B.to Q. B’s 4th.

To Interpose—When the King is checked, or any
valuable Piece in danger from the attack of an enemy,
you are said to ¢nterpose a man when you play it between
the attacked and attacking Piece.

Isolated Pawn.—A Pawn which stands alone, without
“the support and protection of other Pawns, is termed an
solated Pawn.

J’adoube.— A French expression, signifying ¢I
arrange,” or “I replace,” which is used by a player
when he touches a man merely to adjust its position on
;.he )board, without intending to play it. (See the 7th

aw.

Minor Pieces.—The Bishop and Knight, in contradis-
tinction to the Queen and Rook, are called Minor Pieces.

The Opposition.—A player issaid to have the opposition
when he can place his King directly in front of the ad-
verse King, with only one square between them. This
is often an important advantage in ending games.

Party.—From the French partie. Frequently used
modern writers instead of the word ¢ game.”

Passed Pawn.—A Pawn is said to be a passed one
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when the adversary has no Pawn to obstruct its march on
the same file, or on either of the next files to the right
or left.

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

To Queen a Pawn, or to advance a Pawn to Queen.—
‘When a player has contrived to advance a Pawn to the
eighth or last square of the file, it assumes the rank and
power of a Queen, or of any other Piece he chooses, and
he is then said to have gqueened his Pawn. (See the 21st
law.) :

" Scholar’'s Mate—A checkmate occasionally given at
the opening of a game by a practised player to one but

little tutored in the science. The following are the
moves :—

WHITE. BLACK.

1. P. to K’s 4th. 1. P. to K’s 4th.

2. K. B. to Q. B’s 4th. 2. K. B. to Q. B’s 4th.
3. Q. to K. R’s 5th. 3. Q. P. one.

4. Q. takes K. B. P., giving checkmate.

Smothered Mate.—A checkmate which is sometimes
given by the Knight when the adverse King is hemmed
in, or smothered, by his own forces. (See diagram |,
No. 12) .

Stalemate.—When one party has his King so circum-
stanced that, not being at the moment in check, he can-
not play him without going into check, and at the same
time has no other Piece or Pawn to move instead, he is
said to be stalemated, and the game is considered drawn.
(See diagram No. 13.)

Tuking a Pawn en Passant, or in Passing.—Ithasbeen
shown before, in speaking of the action of the Pawn, that
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he is limited in his march to one square forward at a time,
when not capturing, and one square forward diagonally,
either to the right or left, when he takes an adversary,
but that he has the privilege, on being first played in the
game, to advance two squares, unless in 8o 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 remain, or may capture
him in his passage in the same way as if he had moved
but one step. .

ILLUSTRATIONS OF TECHNICAL TERMS.

The Operation of ¢ Castling ;” and ¢ Discovered Check.”
No. 8.

WHITE.

In this situation the white King is threatened with what
is called ““a discovered check,” that is, his opponent, by
removing the Bishop, would discover check from the
Queen, a proceeding in the present instance, which would
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speedily involve the loss of the game to White. Not
being at the moment in check, however, and having
moved neither King nor Rook, and there being no inter-

- vening Piece between the King and his own Rook, White
is enabled to castle, giving check to the adverse King at
the samé 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 in two more moves, as you will
soon be able to see.

Checkmate.

)

Tiith

WHITE.

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 section, as well
as to exhibit the King in a situation of checkmate. You
already understand that the moves at chess are played Hy
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each party alternately ; in this case it is White’s turn to
play, and he will checkmate his antagonist in two moves.
Place the chess-men on your board exactly in the order
they stand in the diagram; having doue this, suppose
yourself to be playing the White men, and take the Black
King’s Pawn with your Qucen, in the manner before
shown, <. e., by taking the Pawn from the board and
stationing your Queen on the square it occupied. By
this act, you not only take his Pawn, but you attack his
King, and must apprise him of his danger by, calling
“check.” He has now two ways only of parrying this
check. It is clear he cannot move his King, 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 his K. B.’s Pawn,

or to interpose the Bishop at King’s second square. If J
he take the Queen with his K. B’s Pawn, you must
reply by playing your King’s Bishop (which you will
know by the color of the diagonal on which he travels)
to K. Kt’s sixth square, crying “check.’”” Examine
the position attentively, and you will find that Black
has no square to which he can move his King, the
only vacant one being attacked by your Queen’s Bishop,
that he has nothing wherewith to take the Bishop that X
has given check, and neither Piece nor Pawn with which |
to interpose between it and his King, and that conse-
quently, he is not only checked, but ckeckmated. In like
manner, if, at his first move, instead of capturing your
Queen, he interpose his Bishop at King’s second square,
you immediately take the Bishop with your Queen, who
1s protected by her Bishop, and say ¢ checkmate.”*

Perpetual Check.

. The diagram on page 28 will enable you to understand
what is meant by perpetual check as well as the most

# We append a diagram here, showing a position which has fre-
quently been misapprehended by unpractised players.

By inspecting the diagram it will be seen that the White King is
in check of the Black Queen. By the simple move of the White
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elaborate arrangement of the men could do. Place the men
on your chess-board according to the diagram, suppose
yourself to be playing the white Pieces, and that it is your
turn to move. Your adversary, you will observe, has the
advantage in point of force, but this is counterbalanced
by the situation, which enables you to draw the game.
To do this, you must first play your Queen to one of the
three squares where she will check the King, 7. e., to K’s
4th, Q’s 5th, or Q. B’s 6th ; it is indifferent which, say,
therefore, Q. to K’s 4th (check). Black has no option,
his King cannot move, he must interpose his Queen. If
now you were to take the Queen you would lose the game,
on account of his two Pawns; but instead of doing so,

Rook to K. Kt.’s 5th square, checking the Black King, and at the
same time discovering check by the White Queen, Black is check-
mated, although having by far the strongest force of men. We
give the position to show that any Piece or Pawn, although employed

in covering a check of its own King, has novertheless the power to
check the adverse King.
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No. 11.
BLACK.

" WHITE.
you play the Queen to King’s 8th sq., giving check. The
black Queen must again interpose ; you repeat the check
at K’s 4th, Black can only parry it with his Queen, and
you may persist in giving the same two checks, ad infini-
tum. In such cases, the game is resigned as ¢ drawn by
perpetual check.”

Smothered Mate.

This is a familiar example of smothered mate, which
you will find can be effected by no other Piece than the
Knight. White first move is, Queen to her 5th square,
checking. Black is obliged to retreat his King to the
R’s sq., because, were he to play him to his B’s sq., the
Q would checkmate at once. Upon the King retiring;”
White gives check with 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 check, which he does by
moving the Knight to K. Rook’s 6th, checking with both
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WHITE.

Q. and Knight ; as before, the King must go to* BRook’s
8q. ; and now follows a beautiful move—White plays his
Queen down to K. Kt.’s 8th (next square to the Black
King), giving check; the King cannot take on account
of the Knight; he is compelled, therefore, to capture
with his Rook, and the Knight then gives the smothered
mate at K. B.’s Tth square.

Stalemate. (See Diagram on page 30.)

Here you observe that White has the great advantage of

a Queen against a Rook ; but with all this, and the move
to boot, it is impossible for him to do more than draw the
“game. It isevidentthat 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 he take the Rook
with his Queen, he places the adverse King in the posi-
tion before described of stalemate.
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ON THE RELATIVE VALUE OF THE CHESS FORCES.

AN attempt to establish a scale of powers whereby the
relative values of the several men could be estimated with
mathematical exactitude, although it has frequently en-
gaged the attention of scientific minds, appears to be an
expenditure of ingenuity and research upon an unattain-
able object. So ever varying, 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, that it would seem to be beyond the
reach of computation to devise 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 respective values.:—
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Pawn . = 1.00
Kuight = 3.05
Bishop = 3.50
Rook . = 5.48 .
Queen . = 9.94

The King, from the nature of the game, which does
not admit of his being exchanged or captured, is in-
valuable, and he is not, therefore, included in the calcu-
lations.

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

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

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

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

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

THE LAWS OF THE GAME.

THE following Laws, with some trifling variations, have )
been in general use for the last fifty years. They are
now universally adopted by all the chess clubs of this
country and of Great Britain.

I. The chess-board must be so placed that each player
has a white corner square nearest his right hand  If the
board have been improperly placed, it must be adjusted,
provided four moves on each side have not been played,
but not afterwards.
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IL. If a Piece or Pawn be misplaced at the beginning
of the game, either player may insist upon the mistake
being rectified, if he discover it before playing his fourth
move, but not afterwards. . . .

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

IV. If a player, undertaking to give the odds of a
* Piece or Pawn, neglect to remove it from the board, his
“adversary, after four moves have been played on each

side, has the choice of proceeding with or recommencing
the game.

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

VI. The player who gives the odds has the right of
moving first in each game, unless otherwise agreed. When-
ever a Pawn is given, it is understood to be always the
King’s Bishop’s Pawn.

VII. A Piece or Pawn touched must be played, unless
at the moment of touching it the player say ¢ J’adoube,”
or words to that effect; but if a Piece or Pawn be dis-
placed or overturned by accident, it may be restored to
1ts place.

VIII. While a player holds the Piece or Pawn he
has touched, he may play it to any other than the square
he took it from ; 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’adoube,” or words to that
effect, his adversary may compel him to take it; but if it
cannot be legally taken, he may oblige him to move the
King; should his King, however, be so posted that he
cannot be legally moved, no penalty can be inflicted.

X. Should a player move one of his adversary’s men,
his antagonist has the option of compelling him—1st, to

R Y
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replace the Piece or Pawn and move his King; 2d, to
replace the Piece or Pawn and take it; 3d,<to let the
Piece or Pawn remain on the square to which it had
been played, as if the move were ‘correct. .

XI. If a player take one of his adversary’s men with
one of his own that canaot take it without making a false
move, his‘antagonist has the option of compelling him to
take it with a Piece or Pawn that can legally take it, or
to move his own I’iece or Pawn which he touched.

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

XIII. If a player make a false move, <. e., play a Piece
or Pawn to any square to which it cannot legally be moved,
his adversary has the choice of three penalties; viz., 1st,
of compelling him to let the Piece or Pawn remain on the
square to which he played it; 2d, to move correctly to
another square; 3d, to replace the Piece or. Pawn and
move his King.

XIV. Should a player move out of his turn, his ad-
versary may choosé whether both moves shall remain or
the second be retracted.

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

XVI. A player cannot castle in the following cases :—

1. If the King or Rock have been moved.

2. If the King be in check.

8. If there be any Piece between the King and Rook.

4. If the King pass over any.square attacked by one
of the adversary’s Pieces or Pawns.

Should a player castle in any of the above cases, his
adversary has the choice of three penalties; viz., 1st, of
insisting that the move remain; 2d, of compelling him to
move the King; 3d, of compelling him to move the
Rook. .
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XVII. If a player touch a Piece or Pawn that cannot
be moved without leaving the King in check, he must
replace the Piece or Pawn and move his King; but if the
King cannot be moved, no penalty can be inflicted.

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

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

XX. Should a player say ¢ Check,” without giving it,

and his adversary, in consequence, move his King, or
touch a Piece or Pawn to interpose, he may retract such
move, provided his adversary have not completed his last
move. -
XXI. Every Pawn which has reached the eighth or last
square of the chess-board, must be immediately exchanged
for a Queen or any other Piece the player may think fit,
. even though all the Pieces remain on the board. It follows,
therefore, that he may have two or more Queens, three or
more Rooks, Bishops, or Knights.

XXII. If a player remain, at the end of the game, with
a Rook and Bishop against a Rook ; with both Bishops
only; with Knight and Bishop only, &c., he must check-
mate his adversary in fifty moves on each side at most, or
the game will be considered as drawn; the fifty moves
commence from the time the adversary gives notice that
he will count them. The law holds good for all other
checkmates of pieces only, such as Queen, or Rook only,
Queen against a Rook, &c., &e.

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

XXIV. A stalemate is a drawn game.
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XXYV. If a player make a false move, castle improperly,
&ec., &c., the adversary must take notice of such irregu-
larlty before he touches a Piece or Pawn, or he will not
be allowed to inflict any penalty.

. XXVI. Should any question arise, respecting which
there is no Iaw, or in case of a dispute respecting any law,
the players must refer the point to the most skilful dis-
interested bystanders, and their decision must be con-
sidered as conclusive.

GENERAL RULES AND OBSERVATIONS.

Concerning the King.—It is mostly advisahle to castle”
the King 'pretty early in the game, and to do so on the
‘King’s snde, because he is less subject to an attack, and
better able to repel ote on that side than the other—
nevertheless, it frequently happens, that a player by
castling on the Queen’s side, is enabled to make a formi-
dable assault on the adverse King, by throwing forward
his King’s flank Pawns. When the Queens are exchanged
off early in the gaie, it is often well to move the King

\to K. B’s 2d square, and in that way bring the Rooks
into play, instead of castling, because there is then less
danger to the King, and he may become a valuable auxil-
iary during the remainder of the fight.

Be fearful, when castled on the ng s side, of permit- /
ting -an adverse Knight to gain safe possession of your”
Kmtr s Bishop’s 4th square, and remember that it is seldom
prudent in an inexperienced player to advance the Pawns
on the side his King has castled.

Be cautious of playmg your Queen 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 checking Piece than with one that
does not. Beware of giving useless checks to your ad-
versary’s King, but when, by checking, you can oblige
him to move, and thus deprive him of the right to castle,
it is generally good play t6 do so. It is sometimes usefu’
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to give a series of checks, and even sacrifice a Piece, to
force the King into the middle of the board, where 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 King,—it may serve sometimes as a protec-
tion to him ; and bear in mind that towards+the termina-
tion of a game, especially when the superior Pieces have
becn taken off the field, the King should be made to com-

ensate for his previous inactivity, by being busily engaged.
The fate of the game is then dependent for the most part
on the skill displayed in the management of the King.

Concerning the Queen.—The Queen is so powerful and
important a Piece at chess that she should rarely be em-
ployed 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 in the game at the
beginning, because she can be attacked by inferior Pieces,
and is compelled to retire with the loss of many moves.

Be careful, too, when about to capture a distant Pawn
or Piece, that you do not remove your Queen too far from
the immediate point of action. A skilful player will often
permit you to win a Pawn with the Queen, that he may
grevent her returning in time to rescue your King from

is attack. The power of the Queen is wonderfully
greater when she is aided and protected by other Pieces
than when she goes forth unsupported; it is generally
injudicious, therefore, to make an attack with her unless
in combination with some other of your forces.

Concerning the Rook.—The Rook is a most important
officer, yet few players even amongst the best avail them-
selves sufficiently of his power. He has seldlom much
scope for action 1n the early part of the engagement, but
when the field is thinned no time should be lost in bring-
ing him into action. You should then endeavor to doulle
your Rooks, that is, to place them one before the other on
the same file: in this situation, mutually sustaining one
another, their potency on ‘a clear field is equal to the
Queen’s.

It is usually good play to get command of an open file,
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that is to say, a file which is occupied by no other man,
by stationing a Rook at one end of it. When you have
thus gained possession of the file, should your opponent
try to dispossess you of it, by playing one of his Rooks
on the same file, it is frequently better to defend with
your other Rook than to take his or remove your own.
You will often embarrass your adversary, too, if you can
manage to post a Rook on his second rank, say at your
King’s Tth or Queen’s Tth square. In this position he
generally makes an attack on the Pawns unmoved, and
compels the enemy to lose time in defending them, while
you can bring more forces into action. .

One of the strongest reasons for playing out your Pieces
early in the battle, is, that while at home they are not
only themselves inactive, but they utterly retard the
movements of your Rooks. In an unskilfully developed
game it is a common occurrence to see the victory won
before the defeated player’s Rooks have ever moved.

Concerning the Bishop.—When the-game is opened by
each party with King’s Pawn to King’s 4th square, the
King's Bishop is somewhat superior to the Queen’s,
because it can be sooner brought into play, and may be
made to bear immediately on the King’s weak point, his
Bishop’s Pawn. It is desirable therefore generally to
exchange your Queen’s Bishop or Queen’s Knight for the
adversary’s King’s Bishop. The King’s Bishop should .
rarely or never be played to the Queen’s 3d square before
the Queen’s Pawn is moved. His best position, as we
have remarked above, is to Queen’s Bishop’s 4th square,
where he attacks the opponent’s King’s Bishop’s Pawn.
If your antagonist then challenges an exchange of Bishops
by moving his Queen’s Bishop to King’s 3d square, it is

" not always prudent to accept it, because although you
may double the Pawna on his King’s file, you at the same
time afford him an open range for his King’s Rook when
he has castled. The best play in such a case is, there-
fore, to retreat your King’s Bishop to Queen’s Knight's
3d square. :

Be careful, as a general rule, in an open game, not to
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move your Queen’s Pawn one square before you bring out
the King’s Bishop, as by so doing you leave him but the
King's 2d square on which to move, and there his posi-
tion is defensive rather than attacking.

If strong in Pawns towards the conclusion of the game,
endeavor to get rid of the enemy’s Bishops, because they
can impede the march of your Pawns more readily than
either the Rooks or Knights. :

When the other men are exchanged off, and you remain
with a Bishop and two or three Pawns, it is often proper to
keep your Pawns on squares of a different color from those
on which your Bishop travels, as he can then prevent the
opposing King from approaching them. If, however, you
have the worst of the game, it is mostly better then to
keep them on the same color as the Bishop, that he may
defend them.

Supposing you have Pawns only at the end of a game,
and the adversary has a Bishop, it is generally advisable
to move the Pawns as soon as possible to squares of a dif-
ferent color from the diagonals on which he moves.

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

Concerning the Knight.—The Knight is at once the
most striking and most beautiful of all the Pieces. The
singularity of its evolutions, by which it is enabled to
overleap the other men and wind its way into the pene-
tralia of the adverse ranks, and if attacked leap back
again within the boundary of its own, has rendered it the
favorite Piece of leading players in every country.

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

At the commencement of a game, the best place for
the King’s Knight is at K. B’s 3d sq.; it there attacks
your adversary’s K’s Pawn, if it has been moved two
squares, and offers no impediment to the playing gut your

hJ
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King’s Bishop, and prevents the adversary from piacing

his Queen on your King Rook’s 4th sq., where she wou]:i
often be a source of restraint and duuger to your King.
Many persons prefer playing the K. Kt. to K’s 2d at the
second move, from the mistaken notion that the K. B’s
P. should be moved before the Knight is played to B's
3d; this is an error, and generally leads to a very bad
game.

When you have brought out your Q. Kt. to B’s 3d, it
is frequently advisable, at a proper opportunity, to get him
round by K’s 2d sq. to the K. K¢'s 3d, where he exercises
a very important influence, by threatemuw whenever the
square is left unguarded, to post himself on K. B’s 5¢th.

A Knight with three or four Pawns, at the end of a
game, has an advantage over a Bishop with an equal
number of Pawns, because he can leap from white to
black, and thus attack the Pawns on either colored
squares, whereas the Bishop can attack them only when
they move on squares of the color of his diagonals. In
similar circumstances, however, he is not so useful in
defending as a Bishop or a Rook, since if forced to remove

he ceases to defend, while the Rook or Bishop may retreat

and still protect.

Concerning the Pawns.—Struck by the scope and
power of the higher Pieces, young players commonly
overlook the homely Pawns, or decm them scarcely worthy-
of regard, and are amazed to learn that the combinations
of these simple elements are among the most refined and
arduous studies of the science. Yet such is the fact, and
without a thorough comprehension of their quiet hut re-
markable predominance in almost every circumstance ‘of
the game, it is impossible for any one to attain a high
degree of excellence.

Tt is generally advantageous for your Pawns to accupy
the middle of the board, because when there they greatly
retard the movements of the opposing forces. The King’s
Pawn and Queen’s Pawn, at their fourth squares, are well
posted, but it is not easy to maintain them in that position,
and if you are driven to advance one of them, the power

-
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of both is much diminished. It is well, therefore, not to
be too eager to establish two Pawns abreast in the centre
until you are fully able to sustain them there.

When you have two Pawns abreast, the King and
Queen’s, for instance, at their fourth squnares, should the
adversary attack one of them with a Pawn, it is occasion-
ally 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 by the Pieces.
Pawns at their fourth squares are therefore mostly more
powerful thaun at their sixth.

The King’s Bishop’s Pawn having no sapport but that
of the King, is usually the point to which the first attack
is directed, and more than ordinary care should be taken
to preserve it. It is rarely good play to move the King’s
Bishop’s Pawn to Bishop’s 3d early in the game.

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

After Castling, it is generally proper not to move the
Knuight’s Pawn that is before your King, until you are
obliged.

In a diagonal line of Pawns you should endeavor to
preserve the Pawn at the head of them. Pawns, when
united, have great strength; but when separated, their
power is sensibly lessened.

A passed Pawn is mostly serviceable when sapported
by another Pawn.

A doubled Pawn is not'in all cases a disadvantage,
especially if ® is united with other Pawns. The worst
kind of doubled Pawn is one on a Rook’s file; while the
most advantageous is the King’s Bishop’s Pawn doubled
on the King’s file, because it strengthens your middle
Pawns and opens a file for your King’s Rook.

The Pawn being less important than a Piece, it is usu-
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ally better to defend with it than with a Piece. For the
same reason it is likewisc better to protect a Pawn with
a Pawn than with a Piece. No Piece can interpose
between the attack of a Pawn, it can therefore frequently
check the King with great advantage.

Be cautious generally of advancing the Pawns far on
either side, till you sce on which your opponent castles;
and remember, when approaching the end of a game,
where you have Pawns, or even a Pawn, against a minor
Piece, that you may win, but that your opponent, except
in very rare cases, cannot, and that two Pawns in any
situation can protect themselves against the adverse King.

MAXIMS AND ADVICE i‘OR AN INEXPERIENCED PLAYER.

THERE is nothing that will improve you so much as
playing with good players; never refuse, therefore, when
any one offers you odds, to accept them: you cannot
expect a proficient to feel much interest in playing with
you upon even terms, and as you are sure to derive both
amusement and instruction from him, it is but fair that
he should name the conditions. It will scon happen that
you yourself will be able to give odds to many amateurs
whom you meet ; when this is the case, avoid, if possible,
playing them even, or you are likely to acquire an indo-
lent, neglectful habit of play, which it will be very diffi-
cult to throw off.

Never permit your hand to hover over the board, or
indeed to approach it, until you have completely made up
your mind what Piece to move; a contrary habit begets
a feeling of indecision that is fatal to success. Play in-
variably according to the laws of the game, neither taking
back a move yourself, nor allowing your opponent to re-
call one. Do not exhibit impatience when your adversary
i8 long in making his move. His slowness js a tacit com-
pliment to your skill, and enables you to play with pro-

ortionate quickness, because while he is meditating on
is next step you can take advantage of the time to con-
sider what shall be your réjoinder; besides, it is abso-
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lutely necessary for every one desirous of excelling at
chess to play slowly. 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 against equal and very good
play one cannot play quick without losing.

Learn to play indifferently either with the white or
black men. Do not play too many games at a sitting—
and never suffer the loss of a game to occasion you much
disquietude. Think of how many thousand games a
Philidor must have lost before he attained his highest
excellence; besides, the loss of one well-fought game
with a fine practitioner will do more towards your im-
provement than the gain of ten light skirmishes with
weaker players than yourself. Endeavor to play all your
Pieces equally well. Many young players have a predi-
lection for a particular Piece, as the Knight or the Queen,
and lose both time and position in trying to prevent ex-
changes of their favorite. In opening your game, en-
deavor 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 an-
other, and beware of venturing an unsupported Piece in
the adversary’s game.

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

It is mostly good play to exchange the Pieces off when
you are superior in power, so that when you have the
odds of a Piece given to you by a finished player, you
should endeavor to exchange as often as you can con-
sistently with safety.

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

If at the end of a game you remain with Pawns against
a Knight and find it difficult to evade his repeated checks,
recollect, that by placing your King on the same diagonal
as the Knight, with but one intervening square between
them, you cannot again be checked under three moves.

‘When you have lost a game which has cost you great
attention, it is a good practice to play it over afterwards
in private, and endeavor to discover where the error
occurred through which your opponent gained his first
advantage. This custom will improve both your memory
and your play.

ON THE SEVERAL OPENINGS OR BEGINNINGS OF GAMES.

BeFORE proceeding to the consideration of the various
methods of commencing the game, it is advisable for you to
recur to the preceding sections, which treat of the arrange-
ment of the men—the moves of the men—their relative
powers—the technical termsin use among players—and the
laws of the game. When you have familiarized yousself
with these, it will be time for you to direct your attentigt to
that wmost important feature in the game of chess—the
art of opening the game.

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

1st. Each player begins by moving his King’s Pawn
to King’s 4th square, and the first player then moves
King’s Knight -to King's Bishop’s 3d square. This is
called the King's Knight's opening.

2d. Each player commences by moving his King’s
Pawn to King's 4th square, and then he who has t'
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first move plays King’s Bishop to Queen’s Bishop’s 4th
square. 'This is known as the King's Bishop's opening.

3d. Each player opens with King's Pawn to King's
4th, square, and the first plays Queen’s Bishop’s Pawn to
Bishop’s 3d square. This is termed the Queen’s Bishop's
Pawn’s opening.

4th. Each player begins with King’s Pawn to Xénf’s
4th square, and the first follows with King’s Bishop’s
Pawn to Bishop’s 4th square. This is called the King’s
gambit. .

Of these four openings on the King’s side there are
many modifications, of which each has its appropriate
appellation ; there are also several openings begun on the
Queen’s side, but the four above-named are those most
generally practised, and with them you should be
thoroughly conversant before advancing further.

PRELIMINARY GAME.

PREPARATORY to the investigation of the several
openings treated of in the following chapters, it may not
be uninstructive to give a short game which shall exhibit
the application of some. technical phrases in use at chess,
and at the same time show a few of the most prominent
;r]r]ors into which an inexperienced player is likely to

all.

" In this game, as in all the analyses which follow, the
reader will be supposed to play the White Piages and to
have the first move, although, as it has been before
remarked, it is advisable for you to accustom yourself to
play with either Black or White, for which purpose it is
well to practise the attack, first with the White and then
with the Black Pieces.

WHITE. BLACK.
1. K’s P. to K’s 4th, 1. K’s P. to K’s 4th.

When the men are first arranged in battle order, it is -
seen that the only Pieces which have the power of moving
are the Knights, and that to liberate the others it is in-
Yispensably necessary to move a Pawn. Now, as the
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King’s Pawn, on being moved, gives freedom both to the
Queen and to the King’s Bishop, it is more frequently
played at the beginning of the game than any other. You
will remember, in speaking of the Pawns it was shown
that on certain conditions they have the privilege of going
either one or two steps when they are first moved.

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

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

3. Q. B’s Pawn to B’s 3d. 3. Q’s Knight to B’s 3d.
In playing this Pawn your object is afterwards to play
Queen’s Pawn to Queen’s 4th square, and thus establish
your Pawns in the centre; but Black foresees the inten-
tion, and thinks to prevent its execution by bringing
another Piece to bear upon the square.

4. Q's Pawa to Q’s 4th. 4. Pawn takes Q’s Pawn.
5. Q's 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 3d square was
a bad one, and afforded you an opportunity of gaining a
striking advantage, but omitting this, you have enabled
him to gain a valuable Pawn for nothing. Observe, now,
your reply to his third move was good enough, (4. Queen’s
Pawn to Queen’s 4th square), but when he took your
Pawn with his, instead of taking again, you ought to
have taken his King’s Bishop’s Puwn with your Bishop,
giving check: the game would then most probably have
gone on thus:—

5. K’s B. takes K. B. Pawn (ch.) 5. K. takes Biskop.
6. Queen to K. R’s 5th (check). 6. K. to his B’s square.
7. Queen tukes K’s Bishop (check). '

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

But now to proceed with the actual game :—

6. K's Knight to K’s B’s 3d. 6. Queen to K’s B’s 3d.
Bringing out the Knight is good play; you not only
threaten to win his Bishop, but you afford yourself an op-
portunity of castling whenever it may be needful. Black
would have played better in retiring the Bishop from the
attack to Queen’s Knight 3d square than in supporting it
with the Queen.

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

Both parties played well in their last moves. You rightly
took off the Bishop, because supported by the Queen he
menaced your Queen’s Kt's Pawn, and Black properly
retook with his Queen instead of the Knight, because
having a Pawn ahead, it was his interest to exchange
off the Queens.

8. Q’s Knight to Q’s 2d. 8. K’s Knight to B’s 3d.

You played correctly here in not exchanging Queens, and
also in protecting your Bishop and your King’s Pawn,
both of which were attacked by the adverse Queen; but
all this might have been done without impeding the move-
ments of any of your Pieces, by simply playing Queen to
King's 2d sq.; as it is, the Knight entirely shuts your
Queen’s Bishop from the field. Black properly brings
another Piece to the attack of your King’s Pawn :—
9. K. B’s Pawn to B’s 3d. 9. Q’s Knight to King’s 4th.

In protecting the King’s Pawn with your K. Bishop’s
Pawn, you are guilty of a very common error among
young players; as you improve, you will find that it is
rarely good play to move the K. Bishop’s Pawn tothe
third square—in the present instance, for example, you
have deprived yourself of the power of castling, at least
for some time, since the adverse Queen now commands
the very square upon which your King, in castling on his
own side, has to move. Black’s last move is much more
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sensible. He again attacks your Bishop, and by the same
move brings his Q's Knight into co-operation with the
King’s, on the weak point “of your position :—

10. Pawn to Q. Kt.’s 3d. 10. Q. takes Queen’s Rook.
This is a serious blunder indeed. In your anxiety to save
the threatened Bishop, which you feared to withdraw to
Q. Kt.’s 3d sq., on account of the adverse Knight's
giving check at your Queen’s 3d square, you have actually
left your Q's Rook en prise! Black takes it, of course,
and having gamed such an important advantage, ought to
win easﬂy

11. Castles, (7. e., plays K. to 11. Q’s Kt. takes Bishop.
his Kt.’s 8q., and Rook to

K. B.’s 8q.)
12. Kt. takes Kt. 12, Castles.
13. Queen to her 2d. 13. Q. B’s Pawn to B’s 4th.

Your last move is very subtle; finding the mistake that
Black had committed in not retreating his Queen directly
after winning the Rook, you détermine, if possible, to
prevent her escape by gaining command of all the squares
she can move to. Seeing the danger, Black throws for-
ward this Pawn to enable him, if possible, to bring the
Queen off, by playing her to her 5th sq., giving check.

14. Bishop to Q. Kt’s 2d. 14. Q. takes Q. R’s Pawn.
This move of the Bishop is well timed; it does not, to
be sure, prevent the Queen from escaping for a move or
two, but it gives you an attack, and very great command
of the field.

15. Q. to K. Kt’s 5th. 15. Knight to K.’s sq.

Very well played on both sides. By playing the Queen
to K. Kt.’s 5th, you threatened to win his Knight by at
once taking. it with your Bishop, which he could not
retake without opening check on his King. Instead of
80 moving, you might have played the Knight to Q. Rook’s
5th 8q., in which case, by afterwards moving the Rook to
Q. Rook’s square, it would have been impossible for his
Queen to get away.
16. Q. to King’s 3d. 16. K. R’s Pawn to R’s 3d.

You prudently retreated your Queen to guard her Knight’r
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Pawn, which it was important to save, on account of its
protection to the Knight. Black played the King’s R's
Pawn to prevent your Queen returning to the same post
of attack. .

17. K. R’s P. to R’s 3d. 17. K. to his R’s aq.

Here are two instances of what is called ‘ lost time’” at
chess, neither move serving in the slightest degree to ad-
vance the game of the player. That you should have
overlooked the opportunijty of gaining the adverse Queen
was to be expected. Similar advantages present them-
selves in every game between young players, and are
unobserved.

18. K. B’s Pawn to B’s 4th. 18. Q. Kt’s Pawn to Kt’s 3d.
Again you have failed to see a most important move ; ycu
might have taken the K. Rook’s Pawn with your Queen,
giving check safely, because Black could not take your
Queen without being in check with your Bishop. All
this time, too, your opponent omits to sece the jeopardy
his Queen is in, and that as far as practical assistance to
his other Pieces is concerned, she might as well be off- the
board.

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

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

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

Although your Knight was thus attacked, it might have
been saved very easily. In the first place, by your taking
the adversary’s Q. B’s Pawn, threatning to take his K’s
Rook, on his removing which, or interposing the Q's Pawn,
you could have taken the Pawn which attacked your
Knight ; or, in the second place, by moving your Queen
to her 2d square. In the latter case, if Black ventured
to take the Knight, you would have won his Queen by
taking the K. Kt.’s Pawn with your Bishop, giving check,
and thus exposing his Queen to yours. Black would have
been obliged to parry the check, either by taking tho
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Bishop or removing his King, and you would then have
taken his Queen. This position is very instructive, and
merits attentive examination.
21. B. to Q. B’s 3d. 21. Pawn takes Q. Kt.’s Pawn.
22. Pawn to K. R’s 4th. 22. Pawn to Q. Kt.’s 7th.
In such a position, the advance of your King’s flank
Pawns is a process too dilatory to be very effective.
23¢ Pawn to K. B’s 5th. 23. Pawn to Q. Kt.’s 8th, becom- .
ing a Queen.
Now the fault of your tortoise-like movements with the -
Pawns becomes fatally evident. Black has been enabled
to make a second Queen, and has an overwhelming force
at command.
24. Rook takes Queen. 24. Queen takes Rook (check).
You had no better move than to take the newly-elected
Queen, for two Queens must have proved irresistible,

25. King to his Kt.’s 2d. . 25! Kt. to Quecn’s 3d.
26. K. Kt.’s Pawn to Kt.’s 6th, 26.’P. takes Pawn.
27. P. takes Pawn. 27. Bishop to Q. Kt.’s 2d.

Here you have given another remarkable instance of lost
opportunity. ‘At your last move you might have redeemed
all former disasters by checkmating your opponent in two
moves. Endeavor to find out how this was tobe accom-
plished. ‘ T

- 28. K. R’s Pawn to R’s 5th. 28. Knight takes King’s Pawn.
29. Bishop to King’s 5th. 29. Kt. to K. Kt.’s 4th (disco-
. vering check).

Up to Black’s last move you had still the opportunity of
winning the game before mentioned.
30. King to Kt.’s 3d. 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 utterly at the mercy of your
antagonist, but fortunately he wanted the skill to avail
himself properiy of his vast superiority in force and posi-
tion, or he might have won the game in half a dozen
different ways.

32. Q. takes Rook. 82. Q. takes Queen.
33. B. takes K. Kt.’s Pawn (ch.) 33. King takes Bishop.

This was your last chance, and its success should serve
4
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to convince you that in the most apparently hopeless
situations of the game there is often a latent resource, if
we will only have the patience to search it out. By taking
the Bishop, Black has left your King, who 18 not 1n check,
no move without going into check, and as you have
neither Piece nor Pawn besides to play, you are stale-
mated, and the game is DRAWN.

If thoroughly acquainted with the information contained
in the preceding sections, you may now proceed to the
consideration of the openings; before you do this, how-
ever, it is necessary to apprise you that without a great
abridgment of the notation adopted in the foregoing game,
it would be impossible to compress within the limits of
this work oune-third of the variations which are required
to be given. The following abbreviations will therefore
be used throughout the remaindér of our MANUAL :—

K.... .+ « « « for King.

Qv ¢ ¢ vt e e e Queen.

Ro. . . o0 Rook.

B.. ¢« ¢ v o v 0. Bizhop.

K. . .. ... .. Knight.

Poo v oo 0 0o o o Pawn

Bq. .+ . . e e e . square.

adv. . . . . . . . . adversary’s.

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

The word “square” is ounly used to distinguish the first
row of squares on which the superior Pieces stand at the
commencement—thus, we say, Kt. to K’s 2d, and omit
the word square; but if the Kt. were played to K’s first
square or R’s first square, the move would be described
not as Kt. to K’s or R’s first square, but «“ Kt. to K’s or
R’s square.”




CHAPTER IL

THE KING’S KNIGHT'S OPENING.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K’s Kt. to B’s 3d. )

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

1. P. to K. B’s 3d.

2. K’s B. to Q's 3d.

3. Q. to K. B’s 3d.

4. P. to Qs 38d.

or, in the second place, he may leave it unprotected, and
play—

5. K’s Kt. to B’s 3d. ¢

6. K’s B. to Q. B’s 4th.

7. P. to K. B’s 4th.

8. P. to Q’s 4th.
He has thus eight different modes of play at his com
mand, besides the move of Q’s Kt. to B’s 3d, in answe)
to your second move of K’s Kt. to B’s 3d. Each of
these will form the subject of a separate game.
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GAME THE FIRST.
TRE DaMIANO GAMBIT.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K’s Kt. to B’s 3d. 2. P. to K. B’s 3d.
8. Kt. takes K’s P. 3. P. takes Kit.
4. Q. to K. R’s 5th (ch.) 4. P. to K. Kt's 8d.
5. Q. takes K’s P. (ch.) 5. Q. to K’s 2d.
6. Q. takes R. 6. K’s Kt. to B’s 3d.
7. P. to Q’s 4th %best) 7. Q. takes P. (ch.)
8. Qs B. to K’s 8. Q. takes Q.
9. Q. takes Kt. 9. Q. takes Q. Kt's P.

10. K’s B. to Q. B’s 4th. 10. K. B. to Q. Kt’s 5th (ch.)
11. Q’s Kt. to Qs 2d. 11 Q. takes R. (ch.)
12. K. to his 2d. 2. Q. takes K’s R.
and you give mate in two moves.
The foregoing moves are dependent on Black’s taking
the Kt., which is very bad play. * His proper move, under
the circumstances, is 3. Q. to K’s 2d, as in the following

example :—
WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K’s Kt. to B's 3d. 2. P. to X. B’s 3d.
3. K’s Kt. takes P. 3. Q. to K’s 2d.
4. K. Kt. to B’s 3d (best) 4. P. to Q’s 4th.
5. P. to Qs 3d. 5. P. takes K’s P.
6. P. takes P. 6. Q. takes P. (ch.)
7. B. to K’s 2d. 7. Q's B. to K. B’s 4th.
8. Kt. to Q’s 4th. 8. Q's Kt. to B’s 3d.
9. Kt. takes B. 9. Q takes Kt.
10. Castles. . 10. B. to Q’s 3d.
11. B. to Q’s 3d.
You have an excellent position.
GAME THE SECOND.
WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.

2. K’s Kt. to B’s 3d. 2. K’s B. to Q’s 3d.

s - A — e e —
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3. B. to Q. B’s 4th. 3. K. Kt. to B’s 3d.

4. |P. to Q's 4th. 4. Q. Kt. to B’s 3d.

5. P. takes K. P. -~ 5. B. takes P.
- 6. K. Kt. to his 5th. 6. Castles.

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

8. P. to K’s 5th. 8. Q. to K’s 2d.

9. Q. to K’s 2d. 9. K. Kt. to K’s sq.
10. B. to Q’s 5th. 10. K. B0 Q. Kt's 3d.

11. Q. Kt. to B’s 3d. 11. P. to K. R’s 3d.

In reply, you may now play P. to K. R’s 4th, having a
capital game. If, instead of 11. P. to R’s 3d, he play
11. Q. Kt. to Q’s 5th, you move 12. Q. to her 3d, Slen
B. to Qs 2d, and finally castle on the Q’s side. If, how-
ever, in lieu of that move, he play 11. B. to Q. R’s 4th,
you can move 12. B. to Q's 2d, and presently castle on
the Q’s side; and lastly, if he play 11. K. to R’s sq.,
then you take your Queen to K. R’s 5th, and he cannot

save the game.

GAME THE THIRD.

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

It is seldom good to bring the Q. into play early in the
game, unless for some decisive blow, because she is so
easily assailable by the oppouent’s minor Pieces, and in
attacking her he brings his forces into action.

3. K. B.to Q. B's4th., 3. Q. to K. Kt's 3d. ]
Black now attacks two undefended Pawns, but he can
take neither without ruinous loss to him; for suppose on
your playing P. to Q's 3d, to protect the K. P., he ven-
tures to take the K. Kt. P., you immediately take the
K. B. P. with your Bishop (ch.). If he then take the
Bishop with his King, you attack his Queen with your
Rook, and on her retiring to R. 6th, you win her by K.
Kt. to his 5th (ch.). On the other hand, you can leave
the King’s Pawn, and castle safely.
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4. Castles. 4. Q takes K. P.

6. K. B. takes B. P.(ch). 5. K. to Qs 5q.

It is quite obvious that he would lose his Queen by the
check of the Knight, if he took the Bishop.

6. Kt. takes K’s P. 6. K. Kt. to B’s 3d. ~
If he take the Kt.,you will play R. to K’s sq., compelling .
him either to take it with his 8 or be mated. ’

7. K. R. to K’s &q. 7. Q. to K. B’s 4th.

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

9. Kt. to B’s Tth (ch.), and gains the Queen.

GAME THE FOURTH.
PHILIDOR’S DEFENCE.

"WHITE. BLACK.

1. P. to K’s 4th. 1. P. to K’s 4th.

2. K. Kt. to B’s 8d. 2. P. to Q's 3d.

8. P. to Q's 4th. 8. P. to K. B’s 4th.
4. Q. P. takes P. - 4. K. B. P. takes P.
5. Kt. to K. Kt's 5th. 5. P. to Q's 4th.

6. P. to K’s 6th. 6. Kt. to K. R’s 3d.
7. P. to K. B’s 8d. 7. Q. Kt. to B's 3d.
8. B. to Q. Kt’s 5th. 8. Q. to her 3d.

9. Q. Kt. to B’s 8d 9. Q. B. takes K. P.
10. K. Kt. takes B. 10. Q. takes Kt

11. Q. takes Q’s P. 11. Q. takes Q
12. Kt. takes Q. 12. Castles.
13. P. takes K. P.

You have a Pawn more than Black, and a better position.

FIRST VARIATION OF THIS ATTACK,
Commencing at White's Tth move

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. Kt. to B’s 3d 2. P. to Q's 3d.
8. P. to Q’s 4th. 8. P. to K. B’s 4th
4. Q. P. takes P. 4. K. B. P. takes P
5. Kt. to K. Kt’s 5th. 5. P. to Qs 4th.
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6. P. to K’s 6th. 6. Kt. to K. R’s 3d.

7. Q. Kt. to B’s 3d. 7. P. to Q. B’s 8d.

8. K. Kt. takes K. R. P. 8. Q.B. takes K. P. (best)

9. Kt. takes K. B." 9. K. takes Kt.

10. Q. Kt. takes K. P. 10. Kt. to K. Kt's 5th.
11. K. Kt. to K. Kt’s 5th, :
with the better game.
SECOND VARIATION OF THIS ATTACK,
Commencing at White's 8th move.
WHITE. BLACK,

1. P. to' K’s 4th. 1. P. to K’s 4th.

2. K. Kt. to B’s 8d. 2. P. to Q's 8d.

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

4. Q. P. takes P. 4. K. B P. takes P.

5. Kt. to K. Kt’s 5th. 5. P. to Q’s 4th.

6. P. to K’s 6th. . 6. Kt. to K. R’s 3d.

7. Q Kt. to B's 3d. - - 7. P. to Q. B’s 3d.

8. t. takes K. P. 8. P. takes Kt.

9. Q. oK. R's 5th (ch.) 9. P. to K. Kt’s 8d.
10. Q. to K’s bth. 10. K. R. to Kt’s gq.
11 B. takes K. Kt. 11. B. takes B.

12. Q. R. to Qs &q. 12. Q. to K's: 2d.

18. Kt. takes K. P. 13. Q. B. takes P.

14. R. to Qs 6th. 14. Q. B. to K. B’s 4th.
(the winning move.)

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

16. R. to Qs 8th (ch.) 16. K. to B’s

17. B. to-Q. B’s 4th (¢h.) 17. B. to K’s 3d ('best)

18. Kt. takes R., and wins.

VARIATION OF THE DEFENCE IN THIS OPENING,
Beginning at Black’s 3d move.

Q’s 4th.

50 10 1

. to K. Kt’s 5th.

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

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

6. Q. takes B. 6. P. takes P.

7. Q. to her Kt’s 8d. 7. P. to Q. Kt's 3d.

8. K. B. to Q. B’s 4th. 8. Q. to Q’s 2d.

9. B. takes Kt. 9. P. takes B.
10. Q. Kt. to B’s 3d. 10. K. B. to K. Kt's 2d.
11. Q. R. to Q's 8q. 11. Q. to K’s 2d.

12. B.to Q. Kt’s 5th (ch.) 12. P. to Q. B’s 3d.
13. Kt. to Q's 5th,
with an excellent game.
ANOTHER VARIATION OF THE DEFENCE,
Beginning also from Black’s 3d move.

WHITE. BLACK.

1. P. to K’s 4th. 1. P. to K’s 4th.

2. K. Kt. to B’s 8d. 2. P. to Q's 3d.

8. P. to Qs 4th. 8. Q. B.to K. Kt's 5th.

4. P. takes P ‘4. B. takes Kt.

5. Q. takes B. 5. P. takes P.

6. B. to Q. B’s 4th. 6. Q. to K. B's 3d.

7. Q. to her Kt’s 3d. 7. P. to Q. Kt’s 3d.

8. Q. Kt. to B’s 3d. 8. P.toQ. B s3d

9. Castles. 9. B.to Qs 3d

10. P. to K. B's 4th. 10.PtaksP

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

12. P. to K’s 5th. 12. B.takes K. R.P. (ch.)
And White has the better game.

SUMMARY OF THE FOREGOING VARIATIONS IN PHILIDOR’S
{DEFENCE.

The result of the preceding analysis serves to prove
that Q. P. one, as the second move of Black, is not a
tenable defence ; since, play as he can a.fterwards, if the
best moves are adopted gy the first player, he will always
have a very insecure or a very constrained game.
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GAMES
ILLUSTRATIVE OF PHILIDOR’S DEFENCE.

Gauxe I.—Mr. Morph My Elays without seeing the Chess-
board or men, against oucher, at Paris.

wHITE. (Mr. M.) BLAck. (M. B.)
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. Kt. to K. B’s 3d. 2. P. to Q’s 3d.
3. P. to Q’s 4th. 3. P. takes P.
4. Q. takes P. 4. Q. Kt. to Q. B’s 3d.
5. K. B. to Q. Kt’s 5th. 5. Q. B. to Q’s 2d.
6. B. takes Kt. 6. B. takes B.
7. B. to K. Kt’s 5th. 7. P. to K. B’s 3d
8. B. to K. R's 4th. 8. Kt. to K. R's 3d.
9. Q. Kt. to Q. B’s 3d. 9. K. B. to K’s 2d.
10. Castles on K’s side. 10. Castles.
11. Q. to Q. B’s 4th (ch.) 11. K. to R’s sq.
12. K. Kt. to Q’s 4th. 12. Q. to her 2d.
13. Q. R. to Q’s &q. 13. K. R. to K. B’s 2d.
14. P. to K. B’s 4th. 14. P. to Q. R’s 4th.
15. P. to K. B’s 5th. 15. K. R. to K. B’s sq.
16. K. Kt. to K’s 6th. 16. K. R. to K. Kt’s sq.
17. P. to Q. R’s 4th. 17. Kt. to Kt’s 5th.
18. Q. to K’s 2d. 18. Kt. to K’s 4th.
19. B. to K. Kt's 3d. ©19. Q. to Q. B’s sq.*
20. B. takes Kt. 20. Q. P. takes B.
21. K. R. to K. B’s 3d. 21. Q. B. to Q’s 2d.
22. K. R. to K. R’s 3d.] 22. P. to K. R’s 3d.
—23. Q. to Q’s 2d. 23. K. to R’s 2d. 3
24. Q. takes Q. B. 24. B. to Q’s 3d.
25. K. R. takes K. R. P. (ch.)] 25. K. takes R.
26. R. to Q’s 3d.** . 26. K. to R's 4th.

27. Q. to K. B’s Tth (ch.)
And wins ; the battle having lasted about seven hours.

* To enable him to capture the Bishop, which is about to take the
Kt., with the Q’s Pawn.

t The attack looks already irresistible, but the actual finish is
charmingly aceomplished.

1 By this move Black may be said to lose a Piece. His best
course—but that a bad one—was possibly to retreat his Bishop to
K’s square.

Threatening mate in two moves.

To avert the promised mate, by R. takes Pawn, &o.

The termination is very pretty—quite an elegant little problem.

* And Black has no possible means of escape; for, if he play Q.
to K’s sq., White simply captures the Queen for nothing ; if B. to
Q. B’s 4th (ch.), then follows K. to B’s &q., &o.
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Gaue II.—Between Mr. Morpby and Mr. Harrwitz.

wRITE. (Mr.M.)
1. P. to K’z 4th.
2. K. Kt. to K. B’s 3d.
3. P. to Q’s 4th.
4. Q. takes P.
5. K. B. to Q. Kt's 5th.
6. B. takes Kt,
7. B. to K. Kt's 5th.
8. B. to K. R’s 4th.
9. Q. Kt. to B’s 3d.
10. Castles on K’s side.
1. Q. R. w0
12. Q. to Bn4th eh)
13. K. Kt. to Q’s 4lh
14. P. to K. R’s 3d.
15. Q. to K’s 2d.
16. B. to K. Kt’s 3d.
17. K. Kt. to K. B’s 5th.
18. P. to K. B’s 4th.
19. K. R. takes P.
20. K. R. to K. R'slth.
21. B. takes Kt.
22. Q. R. to K. B’s aq.
23. Q. Kt. to Q. Kt’s 5th.
24. Q. R. to K. B’s 2d.
25. Q. Kt. takes Q. B. P.t
26. Q. Kt. to Q’s 5th.
27. K. P. takes B.
28. ‘P. to Q. B’s 4th.
29. K. R. to K. R’s 5th.
80. P. to Q. B’s*5th
31. K. R. takes P. (ch.)
Q. to

.)
34, Kt. to K. B's 5th (ch.)
35. Kt takes Q. P.

BLACK. (Mr. H.)

1, P. to K’s 4th,

2. P. to Qs 3d.

3. P. takes P.

4. Q. Kt. to Q. B’s 3d.
5. Q. B. to Q’s 2d.

6. B. takes B.

7. P.to K. B’s 3d

8. Kt. to K. R’s 3d.

9. K. B. to K’s 2d.
10. Q. to Q's 2d.
11. Castles on K'’s side.
12. K. R. to K. B's 2d
13. Kt to K. Kt’s 5th,
14. Kt. to K’s 4th.
15. P. to K. Kt’s 4th.*
16. K. R. to K. Kt’s 2d.
17. K. R. to K. Kt's 3d.
18. P. takes P.
19. K. to R’s 8q.
20. K. B. to his sq.
21. K. B. P. takes B.
22. Q. to K’s 3d.
23. Q. to K. Kt’s 8q.
24. P. to Q. R’s 3d.
25. Q. R. to Q. B’s sq.
26. B. takes Kt.
27. Q. R. to Q. B’s 2d.1
28. B. ta K’s 2d.

29. Q. to K’s sq.

30. Q. R. takes P.

31. K. takes R.

32, K. to Kt. s

33, K. to Kt's 2d.]
34. K. to Kt's 8q.

And Black cannot possibly save the game.

* Very imprudent in such a position and against such an opponent.
It must be admitted, however, that Black hasno good move at this erisis,
Perfectly sound, as the sequel shows.
Taking the inn would have been injudicious; for example,

28. K. R. takes K. R. P. (ch.)
29. Q. to K. R’s bth. (ch.)
30. Kt. takes B.

31. Q. to K. B’s 5th (ch.)

382. Q. takes Q. R., &o.

27. Q. takes Pawn.
28. K. takes R. (best).
29. B. to K. R’s 3d.
-80. K. R. takes Kt.
81. Anything.

ﬁ The first step in & combination of admirable daring and mgonuuy.
Had he hken the Knight it would have cést him bis Queea.
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Gaue ITI.—Between Mr. Morphy and Mr. Harrwitz.

wmrE. (Mr. M.)
1. P. to K’s 4th.
2. K. Kt. to K. B’s 3d.
3. P. to Q’s 4th.
4. Q. takes P.
5. K. B. to Q. Kt’s 5th.
6. B. takes Kt.
7. B. to K. Kt’s 5th.
8. Q. Kt. to Q. B’s 3d.
9. Castles on Q’s side.
10. K. R. to K’s sq.
11. B. to K. R’s 4th.
12. B. takes B.
13. P. to K’s 5th.
14. P. takes B.

-
ROR?

20 to K’s 3d.

. to K. B’s 4th.
22. Q. to K’s 2d.
23. Q. to Q. B’s 4th.
24. Kt. to K. R’s 5th.*
25. Q. R to K’s sq.
26. P. to Q. R’s 3d.
27. Q. to Q’s 4th.
28. K. R. to K. Kt's 2d.
29. Q. R. to K. Kt’s 8q.
30. Q. to Q. B’s 3d.
31. Q. R. to K. R’s sq.1
32. Q. R. to K. Kt’s sq.
23. Q. to K’s 8q
34. K. R. t,oKts 5th.3
35. Q. to K’s 5th.
36. Q. to K’s 7th (ch).
37. Q. takes Kt.
38. Q. to K’s sq.
39. P. to K. B’s 3d.
40. Q. to K. B’s 2d.

1.

NovONPwPNwNwPNPQPFPwFQP.

BLACK. (Mr. H.)
P. to K’s 4th.

. P. to Q’s 3d.
. P. takes P.
. Q. Kt. to Q. B’s 3d.

Q. B. to Q’s 2d.

. B. takes B.
. Kt. to K. B’s 3d.

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

e

ol

0

.

g
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to K. B’s 3d.
- to K. Kt’s 2d.
ke
Q. B’s 3d.
. to K’s 3d.

WEEFW
.
wE

.Q R. to K’s 2d.

And White abandoned the game.

#* Thislooks promising, but does not turn out well. He had better,
perhaps, have played K. R. to K. Kt’s 6th.
1 Well played. White must now beware, for his Kt. is in sore

peril.

This will not save the Kt.

Merely desperate.

The best move was K. R. to Kt’s 4th.
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Gaxg IV.—Between Mr. Morphy and Mr. Bird of London.

warre. (Mr. B.)
1. P. to K’s 4th.
2. Kt. to K. B’s 3d.
8. P. to Q’s 4th.
4. Kt. to Q. B’s 8d.
5. Q. Kt. takes P.
6. Kt. to K. Kt’s 3d.
7. Kt. to K’s 5th.
8. Q. B. to K. Kt's 5th,
9. Kt. to K. R’s 5th.
10. Q. to Q’s 2d.
11. P. to K. Kt's 4th.
12. Kt. takes Kt.
13. Kt. to K’s 5th.
14. B. to K’s 2d.
15. Kt. takes Kt.
16. B. to K’s 3d.
17. Castles (Q. R.)
18. B. takes R.
19. P. to Q. B’s 8d.
20. P. to Q. Kt’s 4th.
21. K. to B’s 2d.
22. K. to Kt’s 2d.

27. R. to Q’s 3d.
28, K. to Qs 2d.
29. K. to Q’s square,

BLACK. (Mr. M.)

1. P. to K’s 4th.

2. P. to Q’s 3d.

3. P. to K. B’s 4th.

4. K. B. P. takes P.

5. P. to Q’s 4th.

6. P. to K’s 5th.

7. Kt. to K. B’s 8d.

8. B. to Q’s 3d.

9. Castles.
10. Q. to K’s sq.
11. Kt. takes K. Kt. P,
12. Q. takes Kt.
13. Kt to Q. B’s 3d.
14, Q. to K. R’s 6th.
15. P. takes Kt.
16. R. to Q. Kt’s sq.
17. R. takes K. B. P.
18. Q. to Q. R’s 6th.
19. Q. takes Q. R. P.
20. Q. to Q. R’s 8th. (ch.)
21. Q. to R’s 5th. (ch.)
22. B. takes Q. Kt. P,
23. R. takes P. (ch.)

26. B. to K. B’s 4th(ch.)
27. Q. to Q. B's 5th (ch.)
28. Q. to Q. R’s 7th. (ch.)
29. Q. to Kt’s 8th (ch.)

And White resigns. .
Gaxe V.—(By Philidor.)

o Kt’s 5th.
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11. B. to Q. Kt’s 5th (ch.)
12. B. takes B. (ch.)

13. P. to Q’s 5th.

* This is not the proper move; he should play 6. P. to K’s 6th,




14. P. to Q. B’s 5th.
15. P. takes P. (m passmg)
16. P.to Q. Kt’s 3
17. B. to K’s 2d.
18. K. Kt. to his sq.
19. K. R. to his 2d.
20. Q. to her Kt’s 2d.
21. B. to K. B’s 3d.
22. Castles on Q’s side.
23. P. takes K.
24. P. to Q. R’s 3d.
25. K. to Q. Kt’s sq.
28. Q. to Kt’s 4th,
27. Q. to K. B’s 4th.
28. Q. takes K. Kt.
‘WHITE.
1. P. to K’s 4th.
2. K. Kt. to B’s 3d.
3. P. to Qs 4th.
4. P. to K’s 5th.
5. Kt. takes P.
6. P. takes P.
7. K. B. to Q. B’s 4th.
8. Q. B. to K’s 3d. '
9. Castles.
The game is equal.
WHITE.
1. P. to K’s 4th.
2. K. Kt. to B’s 3d.
3. P. to Q’s 4th.
4. K. B. to Q’s 3d.
- 5. Kt. takes K’s P.
6. P. to Q. B's 4th.
7. K. Kt. takes P.
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. P.-to Q. Kt’s 4th.
. Q. R. P. takes P.
. Q. B to K’s 3d.

to K. B’s 4th.
Kt to Kt’s 6th.
K’s 6th.
Q’s 6th.

. takes P,
. takes Kt.
. takes P.
to Q. B’s 5th (ch.)
0 Q. B’s Tth.
Q Kt to R’s 3d.
Q. Kt. to B’s 4th.

NWW@ S

And Black mates in two moves.

GAME THE FIFTH.
PETROFF'S DEFENCE.

ORI ON -

BLAGK.
P. to K’s 4th.
K. Kt. to B’s 3d.
P. takes P.
Kt. to K’s 5th (best).
P. to Q's 8d (best).
K. B. takes P.
K. B. to Q. B’s 4th,
Castles.
Q. Kt. to Q’s 2d,

Varmation I. o
Commencing at Black’s 3d move.

NO oo

BLACK.'
P. to K’s 4th.
K. Kt. to B’s 3d.
Kt. takes P.
P. to Q’s 4th.
Kt. to Q’s 3d.
P. takes P.
Q. B. to K’s 3d.
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8. Kt. to K’s 3d. 8. B. to K’s 2d.
9. Castles. 9. Castles.
You have the move, and somewhat the advantage of
position. .
Variaton II
Beginning at White's 5th move.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. Kt. to B’s 3d. 2. K. Kt. to B’s 3d.
3. P. to Q’s 4th. 3. P. takes P.
4. P. to K’s 5th. 4. Kt. to K’s 5th.
5. K. B. to Q's 8d. 5. K. Kt. to Q. B’s 4th.
6. Kt. takes P. 6. P. to Qs 3d.
7. P. takes P. 7. K. B. takes P.
8. Castles. 8. Castles.

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

Variation IIL
Beginning at W hite’s 3d move.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. Kt. to B’s 3d. 2. K. Kt. to B’s 3d.
8. Kt. takes K’s P. 8. Kt. takes P.
4. Q. to K’s 2d. 4. Q. to K’s 2d.
5. Q. takes Kt. . 5. P. to Q's 3d.
6. P. to Q's 4th. 6. P. to K. B’s 3d.
7. P. to K. B’s 4th. 7. Q. Kt. to Qs 2d.
8. Q. Kt. to B’s 3d. 8. Q. P. takes Kt.
9. Q. Kt. to Q’s 5th. 9. Q. to her 3d.
10. Q. P. takes P. 10. P. takes P.
11. P. takes P. 11. Q. to her B’s 3d.
12. K. B. to Q. Kt.’s 5th. 12. Q. to her B’s 4th.

13. P. to Q. Kt.’s 4th,
Winning the Q. At his 12th move, Black might {hro-
lang the game by playing 12. Q. to K. Kt’s 3d, but in that

S —
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case you would take 13. Q. B. P. with the Kt. (ch.),
then take Q. with Q., and afterwards Q. R. with Kt

Variation IV,

_ Beginning at Black’s 3d move.

° WHITE. BLACK..
1. P. to K’s 4th. 1. P. to K’s 4th
2. K. Kt. to B’s 3d. 2. K. Kt. to B’s 3d.
3. Kt. takes K. P. 3. P. to Q's 3d.
4. Kt. to K. B’s 3d. 4. Kt. takes K’s P.
5. P. to Q's 4th. 5. P. to Q's 4th.
6. K. B. to Q’s 3d. 6. K. B. toK’s 2d.
7. Castles. 7.’ Q. Kt. to B’s 3d.
8. P. to Q. B’s 4th. 8. Q B. to K’s 3d.
9. P. t0.Q. R’s 3d. 9. Castles.

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

ANOTHER VARIATION,
Beginning at the 3d move of White.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
- 2. K. Kt. to B’s 8d. 2. K. Kt. to B's 8d.
3. K. B. to Q. B’s 4th. 3. Kt. takes P.
4. Q. to K’s 2d. 4. P. to Q’s 4th.
5. Kt. takes K. P. 5. K. B. to Q. B. 4 (best)
6. P.to Q's 3d. 6. B. takes K. B. P. (ch.)
7. K. to Qs (best) 7. B. to Q. Kt's 3d.
8. Kt. tak ? 8. Q B. to K Kt's 5th.
9. Kt. takes Q. 9. B. takes Q. (ch.)
10. K. takes B. 10. Kt. to K. B's Tth.
11. R. to K. B’s sq. 11. P. takes B.
12. Kt. to K’s 6th. 12. P. takes P. (ch.)
13. P. takes P. 13. K. to his 2d.
14. Kt. takes K. Kt. P. 14. R. to K. Kt’s

I5. Kt. to K. B’s 5th (ch.) 15. K. to his 3d.
16. Q. B. to K’s 3d. 16. B. takes B.
17. Kt. takes B. 17. Kt to K. Kt.’s 5th.

The positions are equal, but you have a pawn more.
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Variarion (A.)

Beyinning at Black’s 6th move.
WHITE. . BLACK.

to K'’s 4th 1. P. to K’s 4th.

Kt. to B’s 3d 2. K. Kt. to B’s 3d.

. B. to Q. B’s 4th. 3. Kt. takes P.

to K’s 2d. 4. P. to Q’s 4th.
t. takes K. P. 5. K.B.t0o Q. B’s 4 (best)
to Q’s 3d 6. Q. P. takes B.

takes Kt. 7. Castles.

. takes doubled P. 8. Q.to K’s 2d.

. to K. B’s 4th. 9. Q. Kt. to B’s 3d

. to K’s 4th. 10. K. R. to K’s sq

.to Q's 11. Q. to K. R’s 5th.

to K. Kt.’s 3d. 12. Q. to K. R’s 4th (ch.)

to Q’s 2d. 13. Kt. takes Kt.

takes Kt. 14. R. takes P

Winning easily.

Instead, however, of playing 12. P. to K. Kt's 34, you
might at that moment move Q. Kt. to Q’s 2d.

12 Q. Kt. to Q’s 2d.

13. Q. Kt. to K. B’s 8d

© 00 =1 Ut Lo b

(best)

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

"dOtO"’dNéOV:’N"d

12.

18.

Q. to K. R’s 4th (ch.)
Q. B. to K. Kt's 5th.

VARIATION,
Beginning at White’s 11tk move.
WHITE. BLACK.

. to K’s 4th. 1. P. to K’s 4th.

. Kt. to B’s 3d. 2. K. Kt. to B's 3d.

. B. to Q. B’s 4th. _ 3. Kt. takes P.

. to K’s 2d. 4. P. to Q’s 4th.
t. takes K. P. 5. K.B.t0oQ. B.4th (best)
.-to Q’s 8d. 6. Q. P. takes B.

. takes Kt. 7. Castles.

. takes doubled P. 8. Q. to K’s 2d.

. to K. B’s 4th. 9.

Q. Kt. to B’s 3d.
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10. K. R. to K’s - 54.
11. Q. to K. R’s 5th (ch.)
12. Q. to K. R’s 4th.
13. Q. B. to K. B's 4th.

10. Q.

11. Q

12. P. to .
18. Q. Kt. to K. B’s 3d.
14. Q. to K’s 2d. (best) 14. Q. B. to K. Kt's 5th.
15. K. R. to B’s q. 15. Q. Kt. to Q’s bth.

And Black must win.

GAMES
ILLUSTRATIVE OF PETROFF'S DEFENCE.

Gaue I—Mr. Morphy plays without seeing the Chess-board
or men, against M. Potier, at 5

wHiTE. (Mr. M.)

BLACK. (M P.)

1. P. to K’s 4th. 1. P. to K’s 4th.

2. K. Kt. to K. B’s 3d. 2. K. Kt. to K. B’s 3d.

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

4. Q. Kt. to Q. B's 3d, 4. K. Kt. to K. B’s 3d.*

5. Kt. takes K. P. 5. P. to Q’'s 4th.

6KBtoQKt’a3d. -6. K. B. to K’s 2d.

7. P. to Q’s 4th. 7. P. to Q. B’s 3d.

8. Castles. 8. Q. Kt. to Q’s 2d.

9. P. to K. B’s 4th. 9. Q. Kt. to Q. Kt’s 3d.
10. Q. to K. B’z 3d. 10. P. to K. R’s 4th.
11.-P. to K. B’s 5th. 11. Q. to Q. B’s 2d.

12. Q. B. to K. B’s 4th 12. K. B. to Q’s 3d.
13. Q. R. to K’s 8q. * 13. K. to B’s sq.

14. Q. to K. Kt’s 3d. 14, P. to K. R’s 5th,
15. K. Kt. to Kt’s 6th (ch.)t 15. K. to Kt’s sq.

16. Q. B. takes B. 16. P. takes

17. Q. B. takes Q. 17. P, takes Kt

18. K. B. P. t.a.kea P. 18. P. takes K. R. P. (ch.)
19. K. to R’s s 19. B. to K. Kt’s 5th.
20. Q. R. to K’s Tth. 20. Q. Kt. to Q's 24,
21. Q. B. to K’s 5th. 21. K. to B’s 8q.

22. Q. R. to K. B’s 7th (ch.)  22. K. to Kt’s sq.

# It is to be regretted that Mr. Potier did not take the Kt. rather

than retreat, as many amateurs would have been pleased to see Mr.
s Morphy carrying out the attack of this interesting and comparatively
novel début.
Finely played.
The m'mmahon of this partie is romarkably elegant and finished.
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23. Kt. takes Q. P.
24. K. B. takes P.
25. K. B. to Q. Kt's 8d.

23. P. takes Kt.
24. Q. Kt. to Q. Kt’s 3d.

And Black abandons the game.

Gaxe II.—Skilfully conducted Partic played in 1837, by
M. Petroff, against three Russian Amateurs in council

together.

wHITE. (M. Petroff.)
1. P. to K’s 4th,
2. K. Kt. to'K. B’s 3d.
3. P. to Q’s 4th.
4. K. B. to Q’s 3d.
5. Kt. takes K. P.
6. Castles.
. P. to Q. B’s 4th.
. P. to K. B’s 4th.
. Q. B. to K’s 3d.
. P. takes Q. P.
11. Q. Kt. to B’s 3d.
12. Q. R. to Q. B’s sq.
13. B. takes Kt.
14. Q. Kt. to his 5th.
15. Kt. takes B.
16. P. to K. Kt’s 4th.
17. P. to K. B’s 5th.}
18. B. to K. Kt’s 5th.
19. B. to K. R’s 6th.
20. Q. to her 2d.
21. R. takes R.
22. P. takes P.
23. Q. to K. Kt’s 2d (ch.)
24. R. takes Kt.
25. R. to B’s 6th.
26. Q. to K. Kt’s 3d.
27. P. takes Q.

-
SOy

BLACK. (Amateurs.)
1. P. to K’s 4th.
2. K. Kt. to B’s 3d.
3. Kt. takes K. P.

7. P.to K. B’s 4th.
8. P. to Q. B’s 3d.
9. Q. B. to K’z 3d.
10. P. takes P.
11. Q. Kt. to B’s 3d.
12. K. R. to B’s 3d.*
13. K. B. P. takes B.
14. Kt. to K’s 2d.
15. Q. takes Kt.
168. P. to K. Kt's 3d.1
17. P. takes P.
18, K. R. to B’s sq.
19. K. R. to Q. B’s 8q.3
20. Q. to her square.
21. R. takes R.
22. Kt. takes P.
23. K. to R’s &q.
24. Q. to K. Kt’s sq.
25, B. to K. R’s 6th.
26. Q. takes Q.

On this move, the Amateurs abandoned the game.

# This unfortunate counter attack is admirably taken advantage

of by M. Petroff.

They do not appear to have had a better move.

% Well played.

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

——

1
g
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Gaue ITI.—Between Von H. der Laza and Major Jaenisch.

warre. (V. H. L.)

1. P. to K’s 4th.

2. K. Kt. to B’s 3d.
3. Kt. takes K. P.
4. Kt. to K. B’s 3d.

5. P. to Qs 3d.

6. P. to Q’s 4th.

7. P.to K. R’s 3d.

8. Q. B. to K’s 3d.’

9. K. B. to K’s 2d
10. P. to Q. B’s 3d.
11. Q. to her B’s 2d. ,
12, Q. Kt. to Q’s 2d.
13. Q. P. takes P.
14. B. takes B.
15. Q. Kt. to bis 3d.
16. Castles on K’s side
17. Q. to her 2d.
18. Q. R. to Q’s 5q.
19. K. R. to K’s &q.
20. K. B. to Q’s 3d.
21. Q. Kt. to Q’s 4th.
22. K. R. to K’s 2d.
23. Q. R. to K’s sq.
24. Q. to K. B’s 4th.
25. B. to K. B’s 5th.
26. K. Kt.'to K’s 5th.
27. Q. Kt. takes B.
28. Kt. takes R. (ch.)
29. Q. to K. B’s 5th.
30. K. R. to Q. B’s 2d.
31. Q. takes Q. P.
32. Q. to her 4th.
33. P. takes Q.
34. P. to Q. R’s 3d.
35, Kt. to K. B’s 3d.
36. Kt. takes

37. B.to Q. B's 5th.
38 R. to B’s 6th,

39. R. to Q’s 6th.
40. Kt. to Q. B’s 2d.

41. R. takes Q. Kt’s P.

BLACE. (M.J.)
P. to K’s 4th.
K. Kt. to B’s 3d.
P. to Q’s 3d.
Kt. takes K’s P.
. Kt. to K. B’s 3d.
. P, to Q’s 4th.
. K. B. to Q’s 3d.
Castles.
. Q. to K’s 2d.
10. P. to Q. B’s 4th.
11. Q. Kt. to B’s 3d.
12. Q. B. to K’s 3d.
13. K. B. takes P.

14. Q. takes B.

15. Q. to her Kt’s 3d.
16. Q. R. to Q. B’s 8q.
17. K. R. to Q’s sq.
‘18. P. to Q. R’s 3d.
19. K. R. to Q’s 2d.
20. Q. R. to Q’s sq.
21. Q. R. to K’s &q.
22. K. R. to K’s 2d
23. P. to K. R’s 3d.
24. Q. Kt. to Q’s sq.
25. Q. to her B’s 4th,
26. B. takes B.

27. Kt. to K’s 3d.

28. R. takes Kt.

29. P. to Q’s 5th,

30. P. to Q’s 6th,

31. Q. Kt. to K. B’s 5th,
32. Q. takes Q.

33. K. Kt. to Q’s 4th.
34. P. to K. Kt’s 4th.
35. R. takes R. (ch.)
36. K. to Kt’s 2d.
37. P. to Q. Kt’s 3d.
38. Q. Kt. to K’s 3d.

39. K. Kt. to K. B’s 5th,
40. K. Kt. to Q’s 6th.

And Black surrendered.
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GAME THE SIXTH. ‘

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. Kt. to B’s 3d. 2. K. B.to Q. B’s 4th.
3. Kt. takes K. P. 8. Q. to K’s 2d.
4. P. to Q's 4th. 4. B. to Q. Kt.’s 3d.
5. K. B.to Q. B's4th. 5. K. Kt. to B’s 3d
6. B. takes B. P. (ch.) 6. K. to B’s
7. B. to Q. Kt.’s 8d. 7. Kt. takes K’s P.
8. Castles,
And you have an excellent ‘position.

GAME THE SEVENTH.
CouNTER GAMBIT IN THE KNIGHT’S OPENING. }

WHITE. BLACK. |
1. P. to K’s 4th. 1. P. to K’s 4th.

2. K. Kt. to B's 3d. 2. P. to K. B's 4th. X

This second move of Black gives the name of Counter
Gambit to this game.
8. K. Kt. takes P. (best.) 3. Q. to K. B’s 3d (best.)

4. P. to Q’s 4th. 4. P. to Qs 8d.
5. Kt. to Q. Bs4th. = 5. P.takes K’s P.
6. Q. Kt. to B’s 3d. 6. P.to Q B’s 3d.
or First Variation.

7. Q. Kt. takes K’s P. 7. Q. to K’s 8d.

(best) |
8. Q. to K’s 2d. 8. P. to Q’s 4th.
9. Qs Kt.to Qs 6th (ch.) 9. K. to Q’s 2d. I

Q.

P.

K.

10. Q. Kt. to K. B’s Tth.” 10. Q. P. takes K’s Kt.

11, Q. takes Q. (ch.) 11. K. takes Q. |
12. K. B. takes P. (ch)  12. K. to his 2d. |
13. K. takes R. 13. Q. B.toKs8d. . |
14. K. B. to Qs 3d. 14. K. Kt. to B's 3d. |
15.Q B.to K. Kts bth. 15, Q B. to K. Kts sq. |
16. Castles, with a fine ‘

game.
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FIrsT VARIATION,
Beginning at Black’s 6th move.

WHITE. ~ BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. Kt. to B’s 3d. 2. P. to K. B’s 4th.
~38. K. Kt. takes P. (best) 3. Q.to K. B’s 3d (best).
4. P. to Q’s 4th. 4. P. to Q's 3d.
5. Kt. to Q. B’s 4th. 5. P. takes K. P.
6. Q. Kt. to B’s 3d. 6. Q. B. to K. B’s 4th.
7. P. to K. Kt’s 4th. 7. Q. B. to K. Kt’s 3d.
8. K. B. toKt’s2d 8. P. to Q. B’s 8d.
9. B. takes K’s P 9. B. takes B.
10. Q. Kt. takes B. . 10. Q. to K’s 8d.
11. Q. to K’s 2d. 11 P. to Q’s 4th.

12. K. Kt. to Q’s 6th (¢
If now Black take the Kni ht with his Bishop, you re-
take with the Q. Kt. (ch. ), then exchange Queens, and
win the Q. Kt. P. He may, however, move 12. K. to
his 2d, whereupon you check with K. Kt. at K. B’s
. bth, and afterwards liberate your other Kt.

SecoNDp VaRIATION,

Beginning at Black’s 6th move.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. Kt. to B’s 3d. 2. P. to K. B’s 4th.
8. K. Kt. takes P. (best) 3. Q. to K. B’s 3d. (best)
4. P. to Qs 4th. 4. P. to Qs 3d.
5. Kt. to Q. B’s 4th. 5. P. takes K. P.
6. Q. Kt. to B’s 3d. 6. K. Kt. to K’s 2d
7. P. to Qs 5th. 7. Q.-to K. Kt’s 3d.
8. Q. to her 4th. 8. Q. B. to K. B’s 4th.
9. Q. Kt. to his 5th, gain-

ing a Pawn.
THIRD VARIATION,
From Black’s 6th move.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. Kt. to B’s 3d. 2. P. to K. B’s 4th.
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3. K. Kt. takes P. t) 3. Q toK. B’s3d best).

4. P. to Q’s 4th. (bes 4. P.toQs 3 ¢

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

6. Q. Kt. to B’s 3d 6. Q. to K. Kt.’s 3d.

7. P. to K. B’s 8d (best) 7. K. Kt. to B.’s 3d.

8. P. takes K’s P. 8. Kt. takes P.

9. Q. to K’s 2d. 9. Q. B. to K. B’s 4th.
10. K. Kt. to Qs 2d 10. Q. Kt. to B’s 3d.
11. K. Kt. takes Kt. 11. Kt. takes Q. P.
12. Q. to her 3d, having

won a Piece.
FourtH VARIATION OF THIS GAME,
Beginning at Black’s 4th move.
WHITE. BLACK.

1. P. to K’s 4th. 1. P. to K’s 4th.

2. K. Kt. to B’s 3d. 2. P. to K. B’s 4th

3. Kt. takes K. P. 3. Q. toK.Bs 3d

4. P. to Q’s 4th. 4. P. takes K. P.

5. K. B. to Q. B’s 4th. 5. P. to Q. B’s 3d.

6. B. to B’s Tth (ch.) 6. K. to his 2d.

7. P. to K. R’s 4th. 7. P. to K. R’s-3d.

8. Q. to K. R’s 5th. 8. K. to Q’s 3d.

9. Q. B. to K. Kt’s 5th. 9. P. takes B.

10. Q. takes R.,
and you have an easy game.
ANOTHER VARIATION,
Beginning at the 3d move of Whilte.
WHITE. BLACK.

1. P. to K’s 4th. 1. P. to K’s 4th.

2. K. Kt. to B’s 3d. 2. P. to K. B’s 4th.

8. K. B. to Q. B’s 4th. 3. P. takes K’s P.

4. Kt. takes P. 4. Q. to K. Kt’s 4th.

5. Kt.to K. B’sTth(best) 5. Q. takes K. Kt. P.
6. R. to K. B’s sq. 6. P. to Q’s 4th

7. Kt. takes R. 7. P. takes B.

8. QtoK Rs5th(ch) 8. P. to K. Kt’s 3d

9. Q. takes K. R 9. Q. B. to K’s 3d
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10. Q.takes K.Kt.P.(ch.) 10. Q. takes Q.
11. Kt. takes Q.,
and you have ¢ the exchange” and a Pawn advantage.

VARIATION OF THIS GAME,
Beginning at White's 3d move.

WHITE. * BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. Kt to B’s 8d. 2. P. to K. B’s 4th.
8. P. takes P. 3. P. to Q’s 8d.
4. P. to Q's 4th. 4. P. to K’s 5th.
5. Kt. to his 5th. 5. Q. B. takes P.
6. Q to K's2d. . 6..P. to Q’s 4th.
7. Q.to her Kt's 5th (ch.) 7. Q. Kt. to B’s 3d.
8. Q. takes Q. Kt. P. 8. Q. Kt. takes Q. P.
9. B. to Q. Kt's 5th (ch.) 9. Kt. takes B.
10. Q. takes Kt. (ch.) 10. Q. to her 2d.
11. Q. to Q. Kt’s Tth. 11. Q. R. to B’s sq.
12. Q. takes Q. R. P. 12. P. to K. R’s 8d."
13. Kt. to K. R’s 3d. 13. B. takes Kt.
14. K. Kt. P. takes B. 14. Q. takes P.

And he has the superiority in position.

GAME THE EIGHTH.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th. .
2. K. Kt. to B’s 3d. 2. P. to Q’s 4th
8. P. takes P. (best) 8. Q. takes P.
4. Q. Kt. to B’s 3d. 4. Q. to K’s 3d.
5. B. to Q. Kt’s 5th (ch.) 5. B. to Q’s 2d.
6. Castles. 6. B. takes B.
7. Kt. takes B. 7. K. B. to Qs 3d
8. R. to K’s sq. 8. P. to K. B’s 3d
9. P. to Q’s 4th. 9. P. t0 Q. B’s 3d
10. Q. P. takes P. 10. P. takes P.
11. K. Kt. takes P.

Winning of course.
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‘VARIATION,

‘WHITE. BLACK.
P. to K’s 4th. 1. P. to K’s 4th.
K. Kt. to B’s 3d. 2. P. to Q’s 4th.
Kt. takes K’s P. 8. Q. to K’s 2d (best).
P. to Q’s 4th. 4. P.to K. B’s 3d
Kt. to his 4th. 5. B. takes Kt.
Q. takes B. 6. Q. takes P. (ch.
Q. takes Q. (ch.) 7. P. takes Q

There is no advantage on either side.

GAMES
ILLUSTRATIVE OF THE PRECEDING VARIATIONS.

" GaME I.—Between Messrs. Cochrane and Staunton.

PRI soto-

wHItE. (Mr. C.)
P. to K’s 4th.
K. Kt. to B’s 3d.
Kt. takes K. P.
P. to Q’s 4th.
Q. Kt. to B’s 3d.
Kt. takes Q. P.
K. B. to Q. B’s 4th.
Castles.

BLACK. (Mr. 8.)
to K’s 4th,

to Q’s 4th.

to K’s 2d.

to K. B’s 3d.
takes K. Kt.
to K. B’s 2d.
B. to K’s 3d.
to Q. B’s 3d.
takes Kt.

to her 2d.
takes P.

to her B’s 3d.
to K. Kt’s 3d.
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16. Kt. to K. B’s 4th.
17. Q. to her Kt’s 5th.
18. Q. takes Q.

19. K. takes B.

Black snrrendora.
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Gaxe II.—Between MM. Jaenisch and Petroff.

wHITE. (M.J.)

1. P, to K’s 4th. -«

2. K. Kt. to B’s 3d.

3. K. Kt. takes P,

4. P. to Q’s 4th,

5. Kt. to B’s 3d.

6. K. Kt. to Q’s 2d.

7. K. B. to K’s 2d.

8. K. Kt. to Q. Kt’s 3d.

9. Castles.
10. P. to Q. B’s 4th.
11. Q. B. to K. B’s 4th.

12. Q. Kt. to B’s 3d.
13. P. to Q. R’s 3d.
14. Q. B. to Q’s 2d. .
15. P. to Q’s 5th.

16. K. Kt. to Q’s 4th.
17. Q. B. to K’s square,
18. P. to Q. Kt’s 4th.
19, P. to K. B’s 3d.
20. Q. to her Kt's 3d.
21. P. to Q. B’s 5th.
22, Kt. takes P,

23. B. takes Kt.

24. Q. to her B’s 4th.
25. Q. to K’s 4th.

26. P. to Q’s 6th.

27. Q. to her 4th.
28. R. takes B.

29. Q. Kt. to his 5th.
30. P. to Q’s Tth.

31. B.

g
K
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36. Q. to K’s 8th (ch.)

BLAcK. (M. P.)
1. P. to K’s 4th.
2. P. to Q’s 4th.
3. Q. to K’s 2d.
4. P. to K. B’s 3d.

P

. Q. t to B’s 3d.
. K. Kt. to B’s 3d.
. Q.
Q.

d
=
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Kt’s sq.
18. K. B. to K’s 2d.
19. P. to K’s 6th.

20. P. to K. Kt’s 5th.
21, P. takes K. B. P.
22, Kt. takes Kt. (ch.)
23. Kt. to K. Kt's 5th.
24. K. to Kt’s 8q.

25. Q. R. to K’s sq.
26. Q. B. to his 3d.
27. B. takes B.

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

33, R. takes B,

84. K. to R’s 8q.

35. P. to K’s Tth.

36. R. takes Q.

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

# If Black had taken the B. with K. B. P. at this point, the follow-
ing moves show that he would have equoally lost :—

32. Q. takes Kt.
33. K. to R’s sq.

31. P. takes B.
32. P. takes P. (ch.)
33. Q. takes Q. P.

34. Q. to K. Xt’s 3d (ch.), and wins.
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GAME THE NINTH.
THE Givoco Prano.

AN attentive examination of the eight separate methods
of reply to your second move of K’s Kt. to B’s 3d in the
antecedent games, will have enabled you to understand
that four at least of these defences, viz.: P. to K. B’s
8d, B. to Q's 3d, Q. to B’s 3d, and B. to Q. B’s 4th, are
untenable and injurious for the game of the second
player, and that the remaining four, if not absolutely bad
for him, are unsatisfactory, because against the best attack,
they leave the balance of advantage in favor of the party
plaIying first. .

t is now time to consider the consequences to both
parties when Black, abandoning the objectionable or un-
certain modes of play he has hitherto adopted, shall
answer with the move which the best authorities at length
concur in recommending as the proper one, 7. e. 2. Q’s
Kt. to B’s 3d. Upon his playing thus, you have the
choice of three good moves: in the first place to play 3.
K’s B. to Q. B’s 4th, as in the present game; secondly,
8. P. to Q’s 4th ; and thirdly, P. to Q. B’s 3d. The two
latter of which will form the subjects of games here-
after.

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

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

It is generally admitted that Black’s third move is the
best he can adopt ; and the opening now formed is that
which the Italians have entitled the “Giuoco Piano ;” an
opening, less attacking than many others, but one per-
fectly safe for both players, and therefore always in
request, and which usually generates games of the most
solid and instructive kind.

4. P. to Q. B’s 3d. ¢+ 4, K. Kt.to B’s 3d (best)

6. P. to Q’s 4th. 6. P. takes P.

6. P. to K’s 5th. . P. to Q’s 4th (best)
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. K. B. to Q. Kt’'s 5th. 7. K. Kt. to K’s 5th.
. B. takes Kt. (ch.) 8. P. takes B.

. P. takes P. 9. B. to Q. Kt's 3d.
. Castles. 10. Q. B. to K. Kt’s 5th.
. Q. B.to K’s 3d. 11. Castles.

The game is equal.

Variation 1.
Beginning at Black’s 6th move.

WHITE. BLACK.
P. to K’s 4th. 1. P. to K’s 4th.
K. Kt. to B’s 3d. 2. Q. Kt. to B’s 3d.
K. B. to Q. B’s 4th. 3. K. B. to Q. B’s 4th.
P. to Q. B’s 3d. 4. K. Kt. to B’s 8d.
P. to Q’s 4th. 5. P. takes P.
P. to K’s'5th. 6. K. Kt. to K’s 5th.
K. B. to Q’s 5th. 7. Kt. takes K. B’s P.
K. takes Kt. 8. P. takes P. (dis. ch.)
K. to Kt’s 3d. 9. P. takes Q. Kt's P.
Q. B. takes P. 10. Q. Kt. to K’s 2d.
. Q. to her B’s 2d. 11. P. to Q’s 3d.
B. to K’s 4th. 12. Kt. to K. Kt’s 8d.
Q. Kt. to Q’s 2d. 13. P. to Q. B’s 3d.
Q. R. to Q’s sq:

And the game appears to me in your favor.

Remember that at your move 14. you must not, instead
of playing Q. R. to Q’s 8q., take the Kt. with your B.,
and afterwards play 15. Q. Kt. to K’s 4th, because after
taking your B. with K. R’s P., he might move Q. B. to
K. B’s 4th, and thus prevent you moving your Kt. ad-

vantageously.
Variation II
Beginning at White’s 6th move.
WHITE. BLACK.

1. P. to K’s 4th. 1. P. to K’s 4th.

2. K. Kt.-to B’s 8d. 2. Q. Kt. to B’s 3d.

8. K. B. to Q. B’s 4th. 8. K. B. to Q. B’s 4th.
4. P.to Q B’s 3d. 4. K. Kt. to B’s 3d.
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P. to Q’s 4th. 5. P. takes P.
P. takes P. 6. B. to Q Kt's 5th (ch.)
B. to Qs 2d. 7. B. tak B(&)
Q. Kt. takes B 8. P. to Q’s 4th.
P. takes P. 9. Kt. takes P.
Q. to her Kt’s 3d. 10. Q. Kt. to K’s 2d.
The game is even.
Variarion III
Beginning at White's 5th move.
WHITE. BLACK.
P. to K’s 4th. 1. P. to K’s 4th.
K. Kt. to B’s 3d 2. Q. Kt. to B’s 3d.
. K. B.to Q. B's4th. 3. K. B. to Q. B’s 4th.
P.t0 Q. B's 3d 4. K. Kt. to B’s 3d.
Castles. 5. Kt. takes K’s P.
Q. to K’s 2d. 6. P. to Q’s 4th.
B. to Q. Kt’s 5th 7. Castles.
B. takes Q. Kt. 8. P. takes B.
Kt. takes K. P. 9. Q. B. to Kt's 2d.
P. to Q’s 4th. - 10. K. B. to Q. Kt’s 3d.
There is no advantage on either side.
GAME THE TENTH.
WHITE. BLACK.
P. to K’s 4th. 1. P. to K’s 4th.
. K. Kt. to B’s 8d. 2. Qs Kt. to B’s 3d.
. K. B. t0.Q. Bs4th. 8. K. B. to Q. B’s 4th.
. P. to Q. B’s 8d. 4. K. Kt. to B’s 3d.
. P. to Qs 3d. 5. P. to Qs 3d.
. P. to Q’s 4th. 6. P. takes P.
P. takes P. 7. B. to Q. Kt's 8d.
. Q Kt. to B’s 3d. 8. Q. B. to K. Kt’s 5th
P. to Q's 5th. 9. Q. Kt. to K’s 4th
The game is equal.
GAME THE ELEVENTH.
WHITE. BLACK.
. P. to K’s 4th. 1. P. to K’s 4th.
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2. K. Kt. to B’s 8d. 2. Q. Kt. to B’s 3d.
3. K. B. to Q. B’s 4th. 3.°K. B. to Q. B’s 4th.
4. P. to Q. B’s 8d. 4. P. to Qs 3d.
5. P. to Q’s 4th. 5. P. takes P.
6. P. takes P. 6. B. to Q. Kt’s 5th (ch.)
7. B. to Qs 2d. 7. B. takes B. (ch.)
8. Q. Kt. takes B. 8. K. Kt. to B’s 3d.
9. Q. to her Kt’s 3d. 9. Castles.

10. Castles. 10. Q. Kt. to R’s 4th.

" 11. Q. to her B’s 2d. 11. Kt. takes B.

12. Q. takes Kt. 12. Kt. takes K’s P.

13. Kt. takes Kt. 18. P. to Q’s 4th.

14. Q. to K’s 2d. 14. P. takes Kt.

15. Q. takes P.

There is little difference in the positions, but your men
are better disposed for immediate action, and you have the
advantage of a Knight against a Bishop.

Varrariox I
Beginning at White's Tth move.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. Kt to B’s 8d. 2. Q. Kt. to B’s 3d.
3. K. B. to Q. B’s 4th. 3. K. B. to Q. B’s4th
4. P. to Q B’s 3d. 4. P. to Q’s 8d.
5. P. to Q’s 4th. 5. P. takes P.
6. P. takes P. 6. B. to Q. Kt’s 5th ch)
7. K. to his B’s sq. 7. Q B. to K. Kt's
8. Q. to her R’s 4th. 8. B. takes Kt
9. P. takes B. 9. Q. to her 2d

10. K. B. to Q. Kt's 5th. 10. Castles.

11. K. to Kt's 2d.

And it appears to me that White has an unquestion-
able advantage.

GAME THE TWELFTH.
WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
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K. Kt. to B’s 3d. 2. Q. Kt. to B’s 3d.
K. B. to Q B’s 4th. 3. K. B. to Q. B’s 4th
P. to Q. B’s 3d. 4. P. to K. B’s 4th.
P. to Q’s 4th. 5. K. B. P. takes K. P
K. Kt. takes K. P. 6. B. to Q. Kt’'s 3d
Q. to K. R’s 5th (ch.) 7. P. to K. Kt's 3d
B. to K. B’s7th(ch.) 8. K. to B’s sq.
Q. B. to K.R’s6th(ch) 9. Kt. takes B.
Q. takes Kt. (ch.) 10. K. to his 2d
B. takes Kt’s P. 11. Kt. takes Kt.

. Q. to K. Kt’s 5th (ch.), and you must win.

GAME THE THIRTEENTH.
WHITE. BLACK.

P. to K’s 4th 1. P. to K’s 4th.
K. Kt. to B’s 3d 2. Q. Kt. to B’s 3d.
K. B. to Q. B’s 4th 3. K. B. to Q. B’s 4th.
P. to Q. B’s 3d. 4. Q. to K’s 2d.
P. to Q’s 4th - 5. B. to Q. Kt’s 3d.
P. takes K. P 6. Kt. takes P
Kt. takes Kt. 7. Q. takes Kt.
Castles. - 8. P. to Q’s 8d.

. K. to R’s sq. 9. Qs B. to K’s 3d.

White has a little the better game.
VaR1ATION.

. P. to K’s 4th. 1. P.to K’s 4th.

. K. Kt. to B’s 3d 2. Q. Kt. to B’s 3d.

. K. B. to Q. B's 4th 3. K. B. to Q. B’s 4th.
P. t0 Q. B’s 3d. 4. K. B. to Q. Kt.’s 8d.
P. to Q's 4th 5. P. to Q’s 8d.

. P. takes P. 6. P. takes P.

.-Q. takes Q (B 7. K. takes Q.

. B. takes K

you have the betber game.

GAME THE FOURTEENTH.

WHITE.
P. to K’s 4th. L

BLACK.
P. to K’s 4th.
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2. K’s Kt. to B’s 3d. 2. Q. Kt. to B’s 3d.
3. K’'sB. t0 Q. B's 4th. 3. K’s B. to Q. B's 4th.
4. Castles. 4. P. to Q’s 3d.
5. P.to Q. B’s 3d 5. Qs B. to K. Kt's 5th.
6. Q. to her Kt.’s 3d. 6. Q’s B. takes Kt.
7. B.takesK.B. P. (ch.) 7. K. to K. B's sq.
8. K.Kt. P. takes Q. B. 8. Q. to K. B’s 3d.
9. K. B.toK. R's 5th. 9. P. to K. Kt's 3d.
10. K. B. to Kt's 4th. 10. B. to Q. Kt's 3d.
11. Q. to her sq.
You have the better game.
GAME THE FIFTEENTH.
WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th. ,
2. K. Kt. to B’s 3d. 2. Q. Kt. to B’s 3d
8. K. B.to Q. B's4th. 3. K. B. to Q. B’s 4th.
4. P. to Q’s 3d. 4. P. to Q’s 3d.
5. P. to Q. B’s 3d. 5. Q. to K. B's 3d.
6. Q. B.to K. Kt’s 5th. - 6. Q. to K. Kt's 3d.
7. Castles 7. Q. B. to K. Kt's 5th.
8. Q. Kt. toQ’s2d. 8.KKt.toK R’s 3d.
9. P. to Q. Kt’s 4th. 9. K. B. toQ. Kt’s 3d.
10. P. to Q. R’s 4th. 10. P. to Q R’s 4th (best).
11. P. to Q. Kt's 5th. 11. Kt. to Q’s sq.
12. K. B. to Q’s 5th.

The game is in your favor.

GAMES
ILLUSTRATIVE OF THE GIUOCO PIANO.

Gauz IL—Between Mr. D. Harrwitz of Paris and Mr.
Capdebo, a strong Hungarian player.

wHITE. (Mr. C.) BLACK. (Mr, H.)
1. P.to K’s 4th 1. P. to K’s 4th,
2. K. Kt. to B’s 3d 2. Q. Kt. to B’s 3d
8. K. B. to Q. B’s 4th 3. K. B. to Q. B’s 4th
4, P.to Q. B’s 3d. 4. K. Kt. to Q. B’s 84,
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5. P. to Q’s 4th.
6. P. takes P.
7. Q. B.to Q’a 2d.
8. Q. Kt. takes B.
9. P. takes P.
10. Q. to K’s 2d (ch.)
11. B. to Kv’o 5th.
12, B. takes Kt.
13. Castles (with K. R.)
14. P. to Q. Kt’s 3d.
Q. to Q. R’s 6th.

18. Q. Kt. to B’s 3d.

19. Q. takes Q.

20. Q. R. to B’s sq.

21, K. Kt. to Q. B’s 4th.

5. P, takes P.
6. K. B. to Q. Kt’s 5th (cb.)
7. K. B. takes Q. B. (ch.)
8. P. to Q’s 4th.
9. K. Kt. takes P.

10. B. to K’s 3d.

11. Castles.

12. P. takes B.

13. Q. R. to Kt’s sq.

14. Kt. to K. B’s 5th.

15. K. R. to K’s &q.

16. Q. to Q’s 2d.

17. Q. takes P.

18. Q. to Q. Kt’s 3d.

19. R. takes Q:

20. P. to K. B’s 3d.\

21. Q. R. to R’s 3d.

And Black ultimately won.
Gaxe IL. —-—Pla{ed at the Philadelphia Athenseum, between

Mr. M

waITE. (Mr. McC.)
1. P. to K’s 4th.
2. Kt. to K. B’s 3d.
3. K. B. to Q. B’s 4th.
4. P. to Q. B’s 3d.
. P. to Q’s 3d.

6. P, takes P. -

7. B. to Q. Kt’s bth.

8. Castles.

9. P. to Q. Kt’s 4th.
10. P. to K. R’s 3d.
11. B. takes Kt.

12. P. to Q’e 4th.
13. Kt. to K’s 5th,
14. Q. B. to R’s 3d.
15. B. takes P.

16. P. takes P,

17. B. takes B.

18. Q. to'Q’s 4th.
19. Kt. to K. Kt’s 4th,
20. P. takes B.

21. P. to K. Kt’s 3d.
22. R. to Q’s 8q.

23. K. moves.

o

cCabe and Mr. H. P. Montgomery.

BLACK. (Mr. M.)

P. to K’s 4th.

Q. Kt. to B’s 3d.

K. B. to Q. B’s’4th.

P. to K. B’s 4th.

K. Kt. to B’s 3d.

P. to Q’s 4th.

Q. to her 3d.

. Castles.

. B. to Kt’s 3d.

10. Q. B. takes P.

11. P. takes B.

12, P. to K’s 5th.
P. to Q. R’s 4th.
P. tak
P. to Q. B's 4th.

16. B. takes P.
Q
Q

COITOO RN

. takes B.

. to Q’s 3d.

19. B. takes Kt.

20. Kt. takes P.

21. Q. to K. R’s 3d.

22. Q. checks.

23. R. takes P. (ch.), and wins.

Gaxg III.—Between Mr. Horwitz and Mr. Staunton.

wHITE. (Mr. 8.)
1. P. to K’s 4th.
2. K. Kt. to B’s 8d.

BLACK. (Mr. H.)
1. P. to K’s 4th,
2. Q. Kt. to B’s 3d.
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3. K. B. to Q. B’s 4th.
4. P. to Q. B’s 3d.
5. P. to Q’s 4th.
6. P. takes P.
7. Q. Kt. to B’s 3d.
8. Q
9. P. to Q. R’s 3d.
10. K
11. P. to Q’s 5th.
12. Kt. takes Kt.
13. Q. takes B.
14. B. takes K. B.
15. Castles on K’s side.
16. Kt. takes Kt.
17. P. to K. B’s 3d.
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 3d.
22. Q. R.to K. B’s 8
23. K. R. to K, B’s 7th.
24. K. R

. R.

28. Q. to K. B's 5q.]

3. K. B. to Q. B's 4th.
4. P. to Q’s 3d.
5. P. takes P.
6. B. to Q. Kt’s 3d.
7. Q. B. to K. Kt’s 5th.
8. K. Kt. to B’s 3d.
‘9. Castles.
10. K. R. to K’s 8q.
11. Q. Kt. to K’s 4th.
12. Q. B. takes K. B.
13. R. takes Kt.
14. Q. R. P. takes B.
15. Kt. takes K. P.
16. P. to K. B's 4th.
17. P. takes Kt.
18. Q. to K’s 2d.
19. Q. R. to K’s aq.
20. P. to K. R’s 3d.*
21. R. takes Q. P.
22. R. to K’s 4th.
23. Q. to K’s 3d.
24. R. takes K. P.
25. P. to Q’s 4th.
26. R. to K’s 8th.
27. Q. takes R. (ch.)
28. Q. to K’s 6th (ch.)

#* Black would have gained no advantage by taking the Q. P. at

this juncture, or by advancing his P. to K. Kt's 4th, to attack the
Rook. The move in the text was not made without due deliberation,
and we believe it the best on the board.

. 1 White designedly gives up the Queen’s Pawn, to get a counter
attack with his combined forces.

Had he gone to Queen’s square, to protect his threatened Pawn,

%Queon to her Knight’s 3d would have been worse than useless.
W

ite would have won the King’s Knight’s Pawn. (e. g.)

WHITE.

24. R. takes K. Kt. P. (ch.)
25. Q. to K. B’s 7th (ch.)
26. K. R. to K. B’s 6th,
27. Q. takes K. R.

BLACK.
23. Q to Q’s 8q.
24. K. takes R.
25. K. to R’s sq.
26. R. to-K. R’s 4th.
27. Q. takes R.

28. Q. takes R. (ch.), &e.

-] A most important move. Black dare not now advance his 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 2d would have been very bad play, becanse Black
would have checked with his Q. at K’s 4th ; and if then the Queen
were interposed, he would have taken the Q. and played R. to K’s
6th (cb.), and afterwards R. to Q. Kt’s 6th.

(1}
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29. Q. to K. B's 2d.

30. K. to R’s 2d.
31. Q. to her 4th.
82. Q. takes P. (ch.)
33. Q. to K’s 5th.
84. R. to K’s 7th.
35. Q. to ’s 4th.
36. R. to K’s 5th.
37. Q. to her 5th (ch.)
38. R. takes Q.
89. R. to Q. Kt’s 5th.
40. P. to K. Kt’s 4th.
41. K. to Kt’s 3d.
42. R. to K’s 5th.
43. R. to K’s 3d.
44. P.to K. R’s 4th.
45. K. to B’s 4th.
46. R. to K’s 4th (ch.)
47. R. to K’s 8th.
48. K. to bis 3d.
49, R. to K’s 4th (ch.)
50. R. to K. B’s 4th..
51. R. to Q. Kt’s 4th.
52. K. to Q’s 3d.
53.-R. to Q. Kt’s 5th (ch.){
54. R. to K’s 5th,
65. R. to Q. Kt's 5th.
56. R. to Q. Kt’s 4th.
57. K. to his 2d.
58. R. to K. B’s 4th
59. R. to B’s 6th (ch.)
60. R. takes K. Kt. P.
6l. K. to B’s 3d.
62. R. takes K. R. P.
K.
P.
R.
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71 K. to his 4th,
72. K. to Q’s 3d.

29.

7l.

Q. to her B’s 8th (ch.)

. R. to K. B’s sq.

. R.to K. B’s 3d.*
. K. to R’s 2d.

. R. to K. Kt’s 3d.1
. Q. to her 7th.

. Q. to her 3¢ (ch.)
. K. to Kt’s 5q.

. Q. takes Q.

K. to B’s 2d.

. K. to his 2d.

K. to Q’s 2d.

. K. to Q. B’s 8d.
. R. to Q's 3d.
. K. to Q. B’s 4th.

P. to K. Kt’s 3d.
. to Q’s 5th.

Q’s 4th.

K. B’s 3d (ch.)
Q. B’s 5th.
Q’s 4th.

Q. B’s 3d.
K’s 3d (ch.)
K. DB’s 3d.
Q. B’s 3d.
Q’s :)d.

883888833883
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to Q. Kv's 6th (ch.)
es Q. R. P.

E

K. to Kt’s 5th.

And Black surrenders.

#* Heo could not save all the Pawns attacked.
+ Threatening to take the K. Kt. P. with his Rook, and then
oheck with the Queen at her Bishop’s 3d.

This was ill-judged. He should have played R. to K. Kt’s 2d,

%K. to his 3d would have been better.

R’s square.
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Gaue IV.—Between Mr. Horwitz and Mr. Staunton.

wHITE. (Mr. H.) BLACK. (Mr. S. )
1. P:to K’s 4th. 1. P. to K’s 4th.
2. K. Kt. to K. B’s 3d. 2. Q. Kt. to B's 3d.
3. K. B. to Q. B’s 4th. 3. K. B. to Q. B’s 4th.
4. P. to Q. B’s 3d. 4. K. Kt. to B’s 3d.
5. P.% Qs 3d. 5. P. to Qs 3d.
6. K. Kt. to his 5th. 6. Castles.
7. P. to K. B’s 4th. 7. P. to Q’s 4th,
8. P. takes Q. P. 8. K. Kt. takes P,
9. B. takes Kt. 9. Q. takes B.
10. Q. to K. B’s 3d. 10. K. R. to Q’s 8q.*
11. Q. takes Q. 11. R. takes

Q.
12 K. to his 2d.t Q. B. to K. Kt’s 5th (ell )

13. K. Kt. to B’s 3d. . Q. R. to Q’s sq.
14. P. to Q’s 4th.1 . P. takes Q. P.
15. P. to Q. B’s 4th, . Q. R. to K’s sq. (ch.)

12,
13
14
15
16. K. to B's 2d.3 16.
17
18
19
20

K. R. to Q’s 2d.
17. Q. Kt. to Q’s 2d. . P. to Q’s 6th (dis. ch.)
18. K. to his Kt’s 3d. . Q. B. takes Kt.
19. Kt. takes B, . Q. R. to K’s Tth,
20. B. to Q’s 2d. . K. R. to Q’s 3d.
21. Q. R. to'Q’s sq. 21. K. R. to K. Kt’s 3d (ch.)
22. K. to R’s 3d.| 22. K. R. to his 3d (ch.)
23. Kt to K. R’s 4th. 23. B. to K’s 2d.
24. P. to K. Kt’s 3d. 24. Kt. to Q’s 5th.
25. B. to Q. B’s 3d. 25. Kt. to K’s 3d.q
26. K. to his Kt's 4th. 26. B. takes Kt.
27. P. takes B. 27. Q. R. to K’s 5th.
. 28. K. R. to K. B’s sq. 28. K. R. to Kt’s 3d (ch.)
29. K. to B’s 5th. 29. Q. R. to K’s 6th.
30. P. to K. R’s 5th. 30. K. R. to Kt’s 7th.
31. P. to K. R’s 4th. 31. Kt. to Q. B’s 4th.
32. K. R. to K’s sq. 32. P. to K. Kt’s 3d (ch.)

And then Black mates in two moves.

#* From this point we look upon the game as virtually lost for
White.

1 Probably his best move. Had he played P. to Q. Kt’s 4th, Black
might have taken it with his Kt., and upon the B. P. retaking, have
moved K. B, to Q’s 5th, winning the exchange.

1 As good a move, perhaps, as he had on the board. By playing
K. R. to Q’s sq., he would evidently have lost a Piece.

¢ Well conceived. Tempting Black to open the discovered check,
which would cost him “ the exchange.”

| Interposing the Kt. and then pushing the K. B. P. on the Rook
:fterwards would have been unwise, on ‘account of B. to Q’s 3d
(ch.),

Ll Throawnmg, if White took the Q. P., to win a Piece.
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Gaxe V.—Between M. St. Amant and Mr. Staunton.

wHITE. (Mr. 8.)

P. to K’s 4th.
K. B. to Q. B’s 4th.
K. Kt. to B’s 3d.
P. to Q. B's 3d.
P. to Q’s 4th.
Castles.
Kt. takes Kt.
P. to K. B’s 4th.

9. K. to R’s sq.
10. Q. to her Kt’s 3d.
11. Q. Kt. takes P.
12. P. to K. R’s 3d.}
13. P. to K. B’s 5th.
14. P. to K’s 5th.{
15. Q. B. takes Kt.
16. Kt. to K’s 4th.
17. Kt. to Q’s 6th.
18. B. takes K. B. P, (ch.)
19. P. to K. Kt’s 4th.
20. Q. R. to K’s sq.
21. Q. takes Q.
22. R. to K’s 8th (ch.)
23. K. R. to K’s sq.
24. Q. R. to Q’s 8th.
25. K. R. to K’s 8th,

Ll ol o ol of 12 o

BLACK. (M. 8t. A.)
. P. to K’s 4th.
. B. to Q. B’s 4th.

. P.
. Q. Kt. to K's 4th. °
. Q. takes

. P. ta.st B P. (dis. ch.)
. Q. to her 5th.

. Kt. to K. R’s 3d.

ll. Castles.

12. P. to Q. B’s 3d.

13. Q. to K. B’s 3d.

14. Q. to K. R’s 5th.

15. Q. takes Q. B.

16. B. to Q’s 5th.

17. Q. to K. R’s 4th.

18. R. takes B.

19. B. takes K. P.2

20. Q. takes K. R. P. (ch.)
24. B. takes Kt.

22. B. to his sq.

23. P. to Q’s 4th,

24. R.to Q’s 2d.

25. R. takes Q. R.

:oQQQéauuH

26. R. takes R. 26. P. to Q. Kt’s 3d.
27. Q. to K’s 3d. 27. Q. B. to Kt’s 2d.
28. R. takes R. 28. B. takes R.
29. Q to K’s 6th (oh) 29. K. to R’s sq.
80. Q. to K. B’s

Black resigns.

#* The proper move is B. to Q. Kt’s 3d. Taking the Pawn gives

an immediate advantage to White.

1 If White play P. to K. B’s 5th at this point, his opponent may
move Kt.to K. Kt's 5th, threatening to play afterwards Q. to K.
K¢t’s 8th (ch.), and then mate with his Kt. at B’s 7th.

. 1 From this move the attack is very lively and interesting.
§There appears to be nothing better, bad as this is.
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Gaue VI.—Played by correspondence between Mr. Che-

ney, of Syracuse, N. Y., and

two Amateurs of Utica,

. warteE. (Utica.) BLACK. (Syracuse.)

1. P.to K’s 4th. 1. P. to K’s 4th.

2. K. Kt. to B’s 3d. 2. Q. Kt. to B’s 3d.

3. K. B. to Q. B's 4th, 3. K. B. to Q. B's 4th.

4. P. to Q. B’s 3d. 4. K. Kt. to B's 3d.

5. P. to Q’s 4th. 5. P. takes P.

6. P. to K’s 5th. 6. P. to Q's 4th.

7. B. to Q. Kt’s 5th. 7. Kt. to K’s 5th.

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

9. P. takes P. 9. B. to Q. Kv's 3d.
10. Castles. 10. Q. B. to K. K¢t's 5th,
11. B. to K’l 3d. 11. Castles.

12. P. to K. R’s 3d. 12. B. to K. R’s 4th.

13. P. to K. Kt’s 4th. 13. B. to K. Kt’s 3d.

14. K. Kt. to R’s 2d. 14. P. to K. B’s 4th.

15. P. to K. B’s 3d. 15. Kt to Kt's 6th.

16. R. to K’s square, 16. P. to K. B’s 5th.

17. B. to K. B’s 2d. 17. Q. to K’s 2d.

18. Kt. to Q: B’s 3d. 18. P. to K. R’s 4th.
.19. Q. to Q. R’s 4th. 19. B. to K’s sq.

20. P. to Q. Kt’s 4th, 20. Q. to K’s 3d.

21. Q. to Q. Kt’s 3d. 21. B. to Q’s 2d.

22. Q. Kt. to K’s 2d 22. P. to K. R’s 5th.

23. K. Kt. to K. B’s sq. 23. P. to Q. R’s 4th.

24. K. Kt. takes Kt. 24, R. P. takes Kt.

25. B. takes P. 25. P. takes B.

26. P. to Q. R’s 3d. 26. Q. to K. R’s 3d.

27. K. to Kt’s 2d 27. B. takes K. Kt. P.

28. B. P. takes B. 28. B. takes Q. P. '

29. Q. R. to

Bhok announced mate in four moves.

Gaxe VIL.—Between Mr. Popert and another fine player

of London.

© wHIte. (Mr. P.) BLACK. (Mr. —.)
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. Kt. to B’s 3d. 2. Q. Kt. to B’s 3d.
3. K. B. to Q. B’s 4th, 3. K. B. to Q. B’s 4th.
4. P. to Q. B’s 3d. 8. K. Kt. to B’s 3d.
5. Castles.® 5. K. Kt. takes P.
6. P. to Q’s 4t 6. P. to Q’s 4th.
7. K. B. to Q. Kt.’u.')t.h 7. P. takes Q. P.
8. P, takes P. 8. K. B. to Q’s 3d.

% Castling before moving the Q. B. P., and before the adverse K.
Kt. is in the field, appears safer play.
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9. K. Kt. to K’s 5th. 9. B. takes Kt.

10. P. takes B. 10. Castles.
11. P. to K. B’s 4th. 11. P. to K. B's 4th.
12. Q. Kt. to B's 3d. 12. Q. B. to K’s 3d.
13. Q. B. to K’s 3d. 13. P. to Q. R’s 3d.
14. B. takes Kt. 14. P. takes B.

© 15. Q. R. to Q. B’s sq.* = 15. Q. to K’s 8q.
16. Q. to her B’s 2d.1 16. Q. R. to Kt’s sq.
17. Kt. takes Kt. 17. K. B. P. takes Kt.
18. Q. takes Q. B. P. 18. Q. R. takes Q. Kt. P.
19. Q. takes Q. 19. R. takes Q.
20. P. to K. B’s 5th.} 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 6th.
23. B. to Q. B’s 3d. 23. R. to Q’s 8th.
24. P. to K. B’s 6th. 24, P. takes P.
25. P. takes P. 25. Q. B. to K’s 3d.
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 &q.
28. R. to K’s 7th. 28. B. to K. B’s 2d.

‘White now checkmates in two more moves.

Gaug VIII.—Between Mr. Buckle and Mr. Harrwitz.

waITE. (Mr. B.) BLACK. (Mr. H.)
1. P. to K’s 4th. P. to K’s 4th,
2. K. Kt. to B’s 3d. Q. Kt. to B’s 3d.
3. K. B. to Q. B’s 4th. K. B. to Q. B’s 4th.
4. Castles. K. Kt. to B’s 3d.

LEIPT R o

5. Q. Kt, to B’s 3d. P. to Q’s 3d.
6. P. to K. R’s 3d. . Castles.
7. P. to Q’s 3d. Q. B. to K’s 3d.
8. K. B. to Kt's 3d. Q. Kt. to K’s 2d. .
9. Q. Kt. to K’s 2d. Q. Kt. to K. Kt's 3d.
10. Q. Kt. to K. Kt’s 8d. 10. P. to Q. B’s 3d.
11. P. to Q. B’s 3d. 11. P. to Q’s 4th.
12. P. to Q’s 4th. 12. Q. P. takes K. P,
13. Q. P. takes B. 13. P. takes Kt.
14. Q. takes P. 14. Q. B. takes K. B.
15. P. takes B. 15. K. Kt. to Q’s 4th.
16. Kt. to K. B’s 5th.3 16. P. to Q. Kt's 3d.
17. P. takes Kt. P. 17. Q. takes P.

* Threatening to exchange the Kt., and then take Q. B. P. with
the Rook. -
Intending again to take the Kt., and thus win a Pawn.
Well played, the advance of this Pawn secures to him an irre-
sistible attack.
2 This is a very attacking position for the Kt., and generally oo-
ions great embarrassment to an adversary.
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P. to Q. B’s 4th.
B. takes K. Kt.
K. R. to Q’s sq.*
Q. takes Q. B. P
Q. takes Q.

Kt. to Q’s 6th.
K. to B’s &q.

P. to Q. Kt’s 4th,
P. to Q. B’s 5th.
‘Q. R. to R’s 4th,
K. R. to Q. R’s sq.
R. takes P.

. R. takes R.

R.t0 Q. Kt's 7tht

. Kt. takes R.

K. to K’s 2d.

. K. to Q’s 2d.

. Kt. to R’s 5th.

. Kt. to Q. Kt's 3d.
. K. to Q. B’s 3d.

Kt. takes Kt.
P. to K. R’s 4th.

. P. to K. B’s 3d.

P. to K. R’s 5th,

. P. takes P.

P. to K. Kt’s 4th.
P. to Q. Kt’s 4th,

. P.to Q. Kt’s 5th.

P. to Q. Kt’s 6th.
P. to Q. Kt's Tth.
P. becomes a Queen.

18. K. Kt. to K. B’s 5th.
19. Q. Kt. takes B.

20. Q. to Q. B’s 2d.
21. K. B. toQ B’s sq.
22. R. takes Q.

23. Kt. t K's 7th (ch.)
24. Kt. to Q’s 5th.

25. P. to K. B’s 4th.
26. K. R. to Q. Kt’s sq.
27. P. to K. Kt’s 3d.
28. Kt. to Q. B’s Tth.
29. R. takes R.

30. Kt. tn es Q. Kt. P.
31. R. takes

32. K. to B's 2d.

33. K. to K’s 2d.

34. K. m Q’s 2d.

35. Kt. to R’s 3d.

36. K. t.oQ B’s 3d.

37. Kt. takes P.

38. K. takes Kt.

39. P. to K. R’z 3d.
40. P. to K. Kt’s 4th.
41. P. to K’s 5th.

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

44. K. to K/s 4th.
45. K. to K. B’s 5th.
46. P. to K’s 6th.
47. K. to B’s Gth.

And wins.2

#* Prudently taking possession of an ¢ open file.”
White plays with remarkable care and judgment here.
The termination of this game is an improving lesson in Pawn

1

" play
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CAPTAIN EvANns’'s GAMBIT.
GAME THE FIRST.

WHITE. BLACK.
. P. to K’s 4th. 1. P. to K’s 4th
. K. Kt. to B’s 3d. 2. Q. Kt. to B's 3d.
. K. B. to Q. B’s 4th. 3. K. B. to Q. B’s 4th.
. P. to Q. Kt’s 4th. 4. B.takesQ. Kt.P.(best)
. P. to Q. B’s 3d. 5. B. t.oQ R’s 4th.
Castles 6. P. to Q's 3d (best)
. to ’s 4th. 7. P. takes P
. takes P. 8. B. to Kt’s 3d.
. to Kt’s 2d. 9. K. Kt. to B’s 3d.
. to Q’s 5th. 10. Q. Kt. to K’s 2d.
takes K. Kt. 11. P. takes B.
. Kt. to Q's 4th. - 12. B. takes Kt.
Equal game.
FirsT VARIATION, .
Commencing at Black’s 4th move.
WHITE. BLACK.
P. to K’s 4th. 1. P. to K’s 4th.
K. Kt. to B’s 3d 2. Q. Kt. to B’s 3d.
K. B. to Q. B’s 4th 3. K. B. to Q. B’s 4th.
P. to Q. Kt’s 4th 4. Q’Kt. takes Kt. P.
P. to Q. B’s 3d 5. Kt. to Q. B’s 3d.
(See Second Variation.)
SecoNDp VARIATION,
Commencing at Black’s 5th move.
WHITE. BLACK.
P. to K’s 4th. 1. P. to K’s 4th.
K. Kt. to B’s 3d. 2. Q. Kt. to B’s 3d
K. B. to Q. B’s 4th. 8. K. B. to Q. B's 4th
P. to Q. Kt’s 4th. 4. B. takes Q. Kt. P.
P. to Q. B’s 3d. 5. K. B. to Q. B’s 4th.
P. to Q's 4th. 6. P. takes.P.
P. takes P. .7. B.to Q. Kt's 3d
Castles. 8. P. to Q’s 3d.
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11.
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P. to Q’s 5th.

Q. B. to Q. Kt’s 2d.

9.
10.

Q. Kt. to K’s 2d.
K. Kt. to B’s 8d.

Same position as in the game given first.

Variarion IIT.
Beginning at W hite's 6th move.

WHITE.

Qf to her Kt’s. 3d.

" 1.

10.

2.
8
4
5.
6.
7
8
9
0

R 0 B RO

BLACK.
P. to K’s 4th.
'Kt to B's 8d.
. to Q. B's 4th.
Kt. P.

888 =]
soo§
Nﬁw@
- ]
u;
1220

e
To

to B’s 3d.

E
g
r

And your game is preferable to Black’s.

od fed
S h

13.

R e
"UW:O[‘U!‘U"UNO*U"UNN“U

GAME THE SECOND.

WHITE.
. to K’s 4th.
. Kt. to B’s 3d.
. B. to Q. B’s 4th.
. to Q. Kt’s 4th.
. to Q. B’s 8d.
tles

t. to his 5th.
K B’s 4th.

8

. to her Kt's 3d.
. takes Kt.
. to K. Kt's 3d.

_10.

11.
- 12,
18.

RN PN

BLACK.
P. to K’s 4th.
Q. Kt. to B’s 3d.
K. B. to Q. B’s 4th.
B, takes Kt. P.
B. to Q. R’s 4th.
K. Kt. to B’s 3d.
Castles.
P. to Q’s 4th.
K. Kt. takes P.
P. to K. R’s 3d.
P. takes Kt.
K. P. takes B. P.
Kt. to K’s 2d.

Black has the advantage.
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Variamion I,
Beginning at White’s Tth move.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. Kt. to B’s 3d. 2. Q Kt. to B’s 3d.
8. 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 Kt. P.
5. P.to Q. B’s 3d. 5. B.to Q. R’s 4th.
6. Castles 6. K. Kt. to B’s 3d.
7. P. toQ’s4th 7. P. takes P.
8. P. to K’s 5th. 8. K. Kt. to K’s 5th.
9. Q. to her Kt's 3d. 9. Castles. .
10. Q. B. to Q. R’s 3d. 10. P. to Q’s 3d.
11. Q. B. P. takes P. 11. K. B. to Q. Kt's 3d.
12. Q. to K’s 3d. 12. Q. B. to K. B’s 4th.
13. B. to Q’s 5th.
And you win a piece.
GAME THE THIRD.
Varying from the preceding at Black’s Tth move.
WHITE. BLACK.
~ 1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. Kt. to B’s 3d. 2. Q. Kt. to B’s 3d.
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 Kt. P.
5. P. to Q. B’s 3d. 5. B. to Q. R’s 4th.
6. Castles. 6. K. Kt. to B’s 3d.
7. P. to Qs 4th. 7. Castles.
8. P. takes K. P. 8. Kt. takes K. P.
9. Q. to Q’s 3d. 9. Kt. to Q. B’s 4th.
10. Q. to her 5th. 10. Kt. to K’s 8d.

11. Q. B.to Q. R’s8d. - 11. K. R. to K’s sq.
You may then move 12. K. to R’s sq., or 12. P. to K.
Kt’s 3d., and have a good game.
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Gaue L.—Between Mr. Morphy and Mr. Anderssen.

wHITE. (Mr. M.)
1. P. to K’s 4th,
2. K. Kt. to B’s 3d.
3. K. B. to Q. B’s 4th.
P

4. P. to Q. Kt’s 4th.

5. P.to Q. B’s 3d.

6. P. to Q’s 4th.

7. Castles.

8. P. to K’s 5th.

9. K. B. to Q. Kt’s 5th.
10. P. takes P.

11. B. takes Kt.

12. Q. to Q. R’s 4th.
13.. Q. takes Q. B. P.
14. Q. B. to Q. Kt’s 2d.
15. P. takes B.

16. Q. Kt. to Q’s 2d.
17. K. to R’s sq.

18. P. to K. B’s 4th.
19. Q. takes Q. P.

20. K. to Kt’s sq.

21. Q. B. to B’s 3d.

22. Q. to K. B’s 3d.
23. K. to R’s 8q.

24. Q. to K. Kt’s 2d.
25. R. to K. Kt's sq.
26. Q. R. to K. B’s sq.
27. Q. to Q. B’s 6h.

28. Q. to K. Kt’s 2d.
29. B. takes B.

80. Kt. to K. B’s 3d.
31. P. to K. R’s 4th.
32. Q. to K. Kt’s 4th.
33. R. to K. Kt’s 2d.
84. Q. to K. B’s 5th.
35. Q. to K. B’s 6th.
36. Q. to K. B’s 5th.
37. R. takes R.

38. K. to R’s 2d.

39. R. to K. B’s 2d.
40.
41.
42, Kt. to K’s 4th.
43. Kt. takes R.

44, Kt. to K. Kt’s 4th.

GAMES
ILLUSTRATIVE OF THE EVANS GAMBIT.

CETDI I

BLACK. (Mr. A.)
P. to K’s 4th.

. Q. Kt. to B’s 3d.

K. B. taQ. B’s 4th,
B. takes P.

B. to Q. R’s 4th.
K. P. takes Q. P.
K. Kt. to B’s 3d.

. P. to Q’s 4th.
. K. Kt. to K’s 5th,
. Castles. .

P. takes B.

. B. to Q. Kt’s 3d.
. Q. B. to K. Kt’s 5th.
. B. takes Kt.

K. Kt. to his 4th.

. K. R. to K’s 8q.
. K. Kt. to K. R’s 6th.
. Q. to K. R’s 5th.

t. takes P. (ch.)
t, to Q’s 6th.

. to R’s 6th (ch.)
t. to K. Kt’s 4th.

K
K
. Kt. takes K. B. P,
Kt.
K

. Q. R. to Q’s sq.
. P. to K. R’s 3d.
. Q. to K. R’s 6th,
. Q. to her 2d.

. B. takes Q. P.

Q. takes B.

. Q. to her 4th.
. Kt. to K’s 3d.
. Q. to Q. B’s 3d. °
3. R. to Q’s 6th.

K. R. to Q’s 5q.

. Q. to Q’s 4th.

. R. to Q’s 8th.

. Q. takes R. (ch.)
. R. to Q’s 6th.

. R. to K’s 6th.

. R. to K’s Tth.

. K. to R’s sq.

R. takes R. (ch.)

. Q. to Q’s 4th.

Q. takes R. P. (ch.)

91
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45. K. to K¢'s 3d. 45. Q. to Q. Kt’s 6th (ch.)
46. K. to R’s 2d. 46. Q. to Q. B’s 7th (cb.)
47. K. to Kt’s 3d. 47. Q. to Q. B’s 6th (cb.)
48. K. to R’s 2d. 48. Q. to Q. B’s 3®
49. P. to K. R’s 5th. 49. P. to Q. R’s 4th.
50. Kt. to K. B’s 6th. 50. P. takes Kt.
51. Q. takes P. (ch.) 51. K. to Kt. sq.
52. Q. to Kt’s 6th (ch.) 52. K. to B’s sq.
53. Q. takes R. P. (ch.) 53. K. to his sq.
54. Q. to Kt's 6th (ch.) 54. K. to Q’s 2d.

55. P. to K. R’s 6tH.

56. P. to K. R’s Tth.

57. K. to Kt’s sq.

58. P. to R’s 8th (2d Q.)
59. Q. takes Kt.

60. K. to B’s sq.

61. Q. to K. B’s 5th (ch.)
62. Q. to Q. B’s 8th.

63. K. to his sq.

64. Q. to Q. Kt’s 7th (ch.)
65. Q. to K. B’s 7th (ch.)
66. Q. to K. B’s 3d (ch.)
67. Q. to K. B’s 6th (ch.)
68. Q. to Q. Kt’s 6th (ch.)
69. Q. to Q. R’s 7th.

70. K. to K’s 2d.

71. Q. to Q. R’s 4th (ch.)
72. Q. to Kt’s 5th (ch.)

56. Q. takes P. (ch.)

58. Q. takes Q.

59. Q to her 5th (ch.)
60. P. to Q. R's 5th.
61. K. to Q. B’s 3d.
62. K. to Q. Kt’s 4th.
63. P. to Q. B’s 4th,
64. K. to Q. B’s 5th,
65. K. to Q. B’s 6th.

© 66. Q. to her 6th.

67. K. to Q. Kt’s 6th.
68. K, to B’s Tth.

69. Q to Q. B’s 6th (ch.
70. P. to R’s 6th.

71. K. to Kt's Tth.

72. Q. to Kt’s 6th.

And White resigns.
Gaue II. ——Between Mr. Mead, of N. Y., and another strong
player.
. wHItE. (Mr.—.) BLACK. (Mr. M.)
1. P. to K’s 4th. 1. P. to K’s 4th,
2. K. Kt to B’s 8d. 2. Q. Kt. to B’s 3d.
3. K. B. to Q. B’s 4th. 3. K. B. to Q. B’s 4th.
4. P. to Q. Kt’s 4th. 4. B. takes P. -
5. P*to Q. B’s 3d. 5. B. to Q. R’s 4th,
6. Castles. 6. K. Kt. to K’s 2d.
7. P. to Q’s 4th. 7. P. takes P,
8. K. Kt. to Kt’s 5th. 8. Q. Kt. to K’s 4th.
9. K. B. to Q. Kt’s 3d. 9. P. to Q’s 4th.
10. P. takes P. 10. P. to K. R’s 3d.
11. P. to K. B’s 4th. 11. B. to K. Kt’s 5th.
12. Q. to K’s sq. 12, P. takes Kt.
13. P. takes Kt. 13. Kt. takes P.
14. Q. to K. Kt’s 3d. 14. B. to K’s 7th.
15. K. B. to Q. R’s 4th (ch.) 15. P. to Q. B’s 3d.
16. Q B. takes P. 16. Q. to Q. Kt’s 3d.
17. P. to Q. B’s 4th. 17. P. to Qs 6th (dis. ch.)

. a2l
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18. R.to K. Bs2d. *

19. P. takes Kt.

20. P. to K. R’s 3d,
21. P. takes P.

22. K. takes B.

23. Q. B. interposes.
24. P. takes P.

25. Q. takes K. Kt. P.
26. K. to Kt's sq.
27. Kt to Q’s 2d.
28. Q. to K. B’s 6th.
29. Q. to Q. B’s 6th.
30. Kt. to K’s 4tB.

31. Kt to K. B’s 6th (ch.)

32. Q. to Q’s 6th.
33. Kt. takes R.
34. P. takes Q.
35. P. to Q’s Tth.
36. P. queens.
87. Q. takes Q.

1. P. to K’s 4th.

2. K. Kt. to B’s 3d.

3. K. B. to Q. B’s 4th,

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

5. P.to Q. B’s 3d.

6. P. to Q’s 4th.

7. Castles.

8. P. takes P.

9. P. to K. R’s 3d.
10. B. to Q. Kt’s 2d.
11. Q. Kt. to Q’s 2d.
12. P. to K’s 5th.

13. P. takes P.
14. Q. Kt. to K’s 4th.
15. B. to Q’s 3d.

16. Kt. to K. B’s 6th (ch.)

17. P. takes P,

18. Q. to Q’s 2d.

19, P. takes B.

20. Q. takes B.

21. Q. to Q. R’s 3d.
22. Q. R. to K’s sq.
23. Kt. to Kt’s 5th,
24, P. to K’s 4th.
25. Kt. to K. B’s 3d.

.

18. Q. to Q. Kt’s Tth.
?9. Q. takes Q. R.

20. B.to Q. Kt’s 3d.
21. B. takes R. (ch.)
22. Q. to Q’s 5th (ch.)
23. Q. takes K. B.

24. Q. R. to Q. Kt's sq.
25. Q. to K. R’s 5th (ch.)
26. Q. R. takes P.

27. Q. to K. R’s 2d.

28. Castles.

29. Q. R. to K’s 2d.
80. Q. to K. Kt's 3d.
31. K. to R’s 8q.

32. R. to K. Kt’s 8q.
83. Q. takes Q.

84. R. takes B.

35. P. to Q's 7th.

86. P. queens (ch.)

37. B. takes Q.

And White resigna.

Gaxe III.—Between Mr. Anderssen and Mr. Hillel,
wHiITE. (Mr. A.)

BLACK. (Mr. H.)
1. P. to K’s 4th.
2. Q. Kt. to B’s 3d.
3. K. B. to Q. B’s 4th,

11. Castles.
12, P. takes P.

* 13. Q. to K’s 2d.

14, B. to K’s 3d.

15. B. to K. B’s 4th,
16, P. takes Kt.

17. Q. to K’s sq.

18. B. to K’s 6th.

19. B. takes B.

20. Q. R. to Q’s sq.
21. K. Kt. to B’s 4th.
22. Q. to K’s 5th.
23. Q. to K. R’s 5th.

24. K. Kt. to Q’s 5th. .

25. Kt. takes Kt. (ch.)
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26. Q. takes Kt. 26. Q. R.'to Q’s 7th.
27. B. to Q. B's 3d. 27. R. takes Q. R. P.~
28. P. to K’s 5th, 28. Kt. to Q’s 5th.
29. B. takes Kt. 29. Q. takes B. (ch.)
30. K. to R's eq. 30. K. to R’s sq.
31. Q. R. to K’s 4th. 31. Q. to Q. Kt’s 7th.
32. Q. R. to K. R’s 4th. 32. Q. takes K. P.
33. Q. to Q’s 3d. 33. P. to K. R’s 4th.
34. Q. to K. B’s 5th. 34. Q. takes Q.
35. K. R. takes Q. 35. K. to R’s 2d.
36. R. to K. Kt’s 5th. 36. K. to R’s 3d.
37. Q. R. takes P.

Mate.

Gaxe IV.—Between Mr. Morphy and Mr. Marache.

wHITE. (Mr. Marache.)
. P.to K’s 4th.

. takes P. en passant.
9 Cnstleu

10. Kt. to K. Kt’s 5th.

11. B. to Q’s 3d.

12. B. takes B.

13, B. to Q. R’s 3d.

14. B.takes R. -

15. B. to B’s 3d.

16. B. to Q. B’s sq.

17. B. to K. B’s 4th,

18. Q. to Q. B’s 2d.

19. Q. to K’s 4th.

20. Q. takes Q.

BLACK. (Mr. Morpby.)
1. P. to K’s 4th.
2. Kt. to Q. B’s 3d.
3. B. to Q. B’s 4th.
4. B. takes P.
B. to R’s 4th,
P. takes P.
P. to Q’s 4th.
Q. takes P.
K. Kt. to K’s 2d.
10. Castles.
11. B. to K. B’s 4th.
12. Kt. takes B.
13. Q. to K. Kt’s 3d.
14. Q. takes Kt.
15. P. takes P.
16. Q. to Kv's 3d. |
17. R. to Q’e 8q.
18. Q. Kt. to Q’s 5th.
19. K. Kt. to Kt’s 6th.
20. Q. Kt. Mates.

ePISe




Game or Scotch Gambit, is a variation merely of the

KING’S KNIGHT'S OPENING.

Tre Two KN1eHTS’ DEFENCE.
THais, like the Evans Gambit, and the Queen’s Pawn

Giuoco Piano; the second player, instead of moving at
his 8d move, K. B. to Q. B’s 4th, bnnmug out his K.

GAME THE FIRST.

Kt. to B’s 3d.
WHITE.
1. P. to K’s 4th.
2. K. Kt. to B’s 3d.
8. K. B. to Q. B’s 4th.
4. K. Kt. to his 5th.
5. P. takes P.
6. K. Kt. takes K. B. P.
7. Q. to K. B’s 3d (ch.)
8. Q. Kt. to Q. B’s 3d
9. P. to Q's 4th.
10. Q. B. to K. Kt's 5th.”
11. Q. B. takes Kt.
12. Castles on Qs side.
13. Q. to K’s 4th.
14. K. R. to K’'s sq
15. P. to K. Kts4t,h
16. K. to Kt’s sq.
17. Q. to K. R’s Tth.
18. P. takes P.
19. B. takes Kt. (ch.)
20. Kt. takes P.

Ll o

BLACK.

1. P. to K’s 4th.

2. Q. Kt. to B’s 3d.
3. K. Kt. to B’s 3d.
4. P. to Q’s 4th.

5. K. Kt. takes P.
6. K. takes Kt.

7. K. to his 3d.

8. Q. Kt. to K’s 2d.
9. P. to Q. B’s 3d.
10. P. to K. R’s 3d.
11. B. takes B.

12. K. R. to B’s sq.
13. Q. to her 3d.
14. R. to K. B’s 4th.
15. B. to Kt’s 4th (ch.)
16. R. to B’s 5th.
17. B. to K. B’s 3d.
18. B. takes P.

19. P. takes B.

And you must win easily.

GAME THE SECOND.

Kt. to B's 8d. «
. B. to Q. B’s 4th.

. Kt. to his 5th.

. takes K. B. P. (ch.)

BLACK.
1. P. to K’s 4th.
2. Q. Kt. to B’s 3d.
3. K. Kt. to B’s 3d.
4. K. Kt.
5. K.
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10.

11.

12.
13.
14.

ORI EO

Gaue II.—Between two members of the Berlin Chess Club.

1.
2.

LEN®
"C‘D"U!:d"d

E-

CHESS HANDBOOK.

Qs 3d

Q. Kt’s 3d.
K. B’s 4th.
her 2d.

es K. P.

Q to K’s 3d.

Q. takes Kt. (ch.)
Castles.

Q. takes Q. P. (ch.)

gges

6. Kt. to K. B’s 3d.

7. P. to Q’s 4th.

8. Q. B. to K. Kt’s 5th.
9. P. to K. R’s 3d.

0. Q. Kt. takes P.

11. P. takes Kt.

12. K. to B’s 2d.
13. B. to Q’s 3d.

And you must win.

GAMES
ILLUSTRATIVE OF THE TWO KNIGHTS’ GAME.
Gane I.—Between Von H. der Laza and Mr. M.

warre. (V. H.d. L.)

. P. to K’s 4th.

. K. K

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

K

Q. to K. B's 3d (ch.)

. Q. Kt. to B’s 3d.
. P. to Q’s 4th.

. Kt. takes P.

. Kt. to Q. B’s 3d.

tles on Q’s side (ch).
to Q. Kt’s 4th (ch.)

P,
P. t
B.
. P. to B’s 5th (dls ch.)
Cas
. Pt
P

K' to Q. Kt’s 2d, and wins.

wHITE. (Mr. M.)
P. to K’s 4th.
K. Kt. to B’s 3d.

BLACK. (Mr. M.)

P. to K’s 4th,

Q. Kt. to B’s 3d.

K. Kt. to B’s 3d.

P. to Q’s 4th.

. Kt. takes P.

K. takes Kt.

K. to his 3d.

. Q. Kt. to K’s 2d.

. P. to Q. Kt’s 4th.
P. to Q. B’s 3d.

11. Q. to her Kt’s 3d.
Q. B. to Kt’s 2d.

13. Q. to Kt’s 5th (ch.)

14. Q. takes K. B.

CENS T RN

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.

BLACK. (Mr. H.)
1. P. to K’s 4th.
2. Q. Kt. to B’s 3d.

|
|
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. Kt. to B’s 3d.
. P to Q’s 4th.
. P. takes P.’

: to K. B’s 3d (ch.)

15. B. takes Kt.

16. Q. to her Kt’s 3d.

17. R. takes Q. P,

18. K. to R’s s8q.

19. Q. to her R’s 3d (ch.)
20. Q. to R’z 4th (ch.)
21. Q. R. to Qs sq.

22. R. to Q’s Tth (ch.)
23. K. R. to Q’s 8th (ch.)
24. Q. R. to Q’s 7th (ch.)t
25. Q. takes B., mate.

THE KNI1GHT'S GAME OoF Ruy LoPEz.

K. Kt. to B’s 3d.
P. to Q’s 4th.

K. Kt. takes P,
. takes Kt.

o his 3d.

t. to K’s 2d.
Q. B’s 3d.

RS Rg
T

E:w
w-s

Kt.
’s 2d.%
B’s 8q.

C

t
e8

Fbu:w..
o
3

her Kt’s 3d.
his aq.

his 2d.

K. B’s 4th.
B’s sq.

23. his 2d.

24. B. takes R.

—d
PPENSIo P
NNNmNOwNNNwwwowown

885’883

GAME THE FIRST.

‘WHITE.

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

3. K. B. to Q. Kt’s 5th.

wmmng the P.

4. Q. to K’s 2d.

5. P.to Q. B’s

3d.

6. P. to Q's 4th.

7. Kt. takes P.
8. Kt. takes Q.
9. B. takes B.

Kt.

(ch)

BLACK.

1. P. to K’s 4tK,
2. Q. Kt. to B’s

B.
. to Q. B’s 4th.
kes K. B. P. (ch.)

97

to K. Kt’s 3d.
Q. Kt’s 6th.

d.

3. K. Kt. to B’s 3d.

By his 3d move, White threatens to take the Q Kt. with
his B, and then to take the K. P. with his

P. takes P

B. takes Kt.
P. takes B.

RIS

B. to Q's 2d.

K. Kt.,

K. B. to K’s 2d.
P. to Q’s 3d.

And his Bishop is locked, and the position altogether in

your favor.

* Better to take the Bishop with Pawn, and give up the Queen.

+ He might have mated the King on the move at K’s 8th.
7

.
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GAME THE SECOND.

‘WHITE. BLACK.
1. P. to K’s 4th 1. P. to K’s 4th.
2. K. Kt. to B’s 3d. 2. Q. Kt. to B’s 3d.
3. K.B.t0 Q. Kt's 5th. 3. K. B. to Q. B’s 4th.
4. P. t0 Q. B’s 3d. 4. Q to K. B’s 3d.
5. Castles. 5. K. Kt. to K’s 2d.
6. P. to Q's 4th. 6. P. takes P.
7. Q. B. to K. Kt's 5th. 7. Q. to K. Kt’s 3d.
8. B. takes K. Kt. 8. Q. Kt. takes B.
9. P. takes P. 9. B. to Q Kt's 3d.
10. Q. Kt. to B’s 3d. 10. Castles.
Your game is a little better developed.
Variation I.
Beginning at Black’s 4th move.
‘WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. Kt. to B’s 3d. 2. Q. Kt. to B's 3d.
8. K. B.to Q Kt's 5th. 3. K. B. to Q. B’s 4th.
4. P. to Q. B’s 3d. 4. P. to Qs 3d.
5. P. to Q's 4th. 5. P. takes P.
6. P. takes P. - 6. B. to Q. Kt's 5th (ch.)
7. K. to his 2d. 7. P. to Q’s 4th.
8. Q. to her R’s 4th. 8. P. takes K. P
9. B. takes Kt. (ch) 9. P. takes B.
10. Q. takeg P. (ch.) , 10. Q. B. to Qs 2d.
11. Q. takes K. P. (ch.)

And the game is much in your favor.

GAMES
ILLUSTRATIVE OF RUY LOPEZ’S KNIGHT'S GAME.
Gawe I.—Between Mr. Anderssen and Mf. Morphy.

WHITE. (Mr. A.) BLACK. (Mr. M.)
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. Kt. to B’s 3d. 2. Q. Kt. to B’s 3d.
3. K. B.to Q. Kt’s 5th. 3. P. to Q. R’s 3d.

i
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4. B. to Q. R’s 4th. 4. K. Kt. to B’s 3d.

5. P. to Q’s 3d. 5. K. B. to Q. B’s 4th.
6. P. to Q. B’s 3d 6. P. to Q. Kt’s 4th.

7. K. B. to Q. B’s 2d. 7. P. to Q’s 4th.

8. P. takes P. 8. Kt. takes P.

9. P. to K. R’s 3d. 9. Castles.
10. Castles. 10. P. to K. R’s 3d.
11. P. to Q’s 4th. 11. P. takes P. .

12, P. takes P. 12. K. B. to Q. Kt’s 3d.
13. Q. Kt. to Q. B’s 3d. 13. K. Kt to Q. Kt’s bth.
14. K. B. to Q. Kt’s 8q. 14. Q. B. to K’s 3d.

15. P. to Q. R’s 3d 15. K. Kt. to Q’s 4th.
16. Q. Kt. to K’s 2d. 16. K. Kt. to K. B’s 3d.
17. Q. B. to K’s 3d. 17. K. R. to K’s sq

18. Q. Kt. to K. Kt’s 3d. 18. Q. B. to Q. B’s 5th.
19. Q. Kt. to K. B’s 5th. 19. Q. B. takes R.

20. Q. takes 20. Q. Kt. to K’s 2d.
21. K. Kt. to K. R’s 4th. 21. Kt. takes Kt.

22. Kt. takes Kt. 22. Q. to Q’s 2d.

23. Q. B. takes K. R. P. 23. P. takes B.

24. Q. to Q. B’s sq. 24. B. takes Q. P.

25. Q. takes K. R. P. 25. R. to K’s 8th (ch.)
26. K. to R’s 2d. 26. Kt. to K’s 5th.

27. B. takes Kt. 27. R. takes B.

28. Q. to K. Kt’s 5th (ch.) 28. K. to B’s sq.

29. Q. to R’s 6th (ch.) 29. K. to his &q.

30. Kt. takes B. . 30. Q. to her 3d (ch.)
31. Q. takes Q. 31. P. takes Q.

32, R. to Q's 5q. 32. K. to K. B’s sq.

33. R. to Q’s 2d. 33. Q. R. to K’s sq.

34. P. to K. Kt’s 4th 34, Q. R. to K’s 4th.

35. P. to K. B’s 3d. 85. K. R. to K’s 8th.
36. P. to K. R’s 4th. 36. Q. R. to~Q’s 4th.

37. K. to Kt’s 3d. 37. P. to Q. R’s 4th.

38. P. to K. R’s 5th. 38. K. to Kt’s sq.

39. K. to B’s 2d. 39. R. to K’s sq.

40. K. to Kt’s 3d. 40. K. to R’s 2d. . .
41. K. to B’s 4th. 41. R. to K’s 24 .
42. K. to Kt's 3d. 42, P. to K. B's 3d.

43. K. to B’s 4th. 43. R. to K’s sq,

44. K. to Kt’s 3d. -44. R. to Kis b7 .

And the game was drawn.’
GauE II.—Between Mr. Anderssen and Mr Morphy.

WHITE. (Mr. M.)
. to K’s 4th.

1.
2.
3.
4.

BLACH (M&
P. to K¥ 4th. N ’
Q. Kt. tonB’s 3d2 »
K. Kt. to B’s 3d." Y %

Q. Kt. takes ®P..

5. P. takes Kt. "

Ry
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6. P. to K’s 5th.
7. Castles.
8. Q. B. to K. Kt's 5th,
9. P. takes Kt.
10. R. to K’s sq. (ch.)
11. B. takes B.
12. P. to K. B’s 3d.
13. P. takes P.
14. Q. Kt. to B’s 3d.
15. R. to K’s 5th.
18. Q. to Q. Kt's 3d.
17. Q. R. to K’s 8q.
18. Q. homae.
19. Q. R. to K’s 3d.
20. R. takes B.
21. R. to K. B’s 8d.

Gaxe ITI.—Between Mr. Anderssen and Mr. Morphy.

wHITE. (Mr. A.)
1. P. to K’s 4th.
2. K. Kt. to B’s 3d.
3. B. to Q. Kt's 5th.
4. B. to Q. R’s 4th.

5. P. to Q’s 3d.

6. P.to Q. B’s 3d.

7. B. to Q. B’s 2d.

8. P. takes P.

9. P.to K. R’s 3d.
10. Castles.

11. P. to Q’s 4th,

12. P. takes P.

13. Kt. to Q. B’s 3d.
14. B. to Q. Kt’s &q.
15. P. to Q. R’s 3d.
16. B. to K’s 3d.

17. Q. to her 2d.

18. K. R. to Q’s 5q.
19. Kt. to K’s 5th,

20. Q. to Q. B’s 2d.
21. B. takes Kt.

22. K. Kt. takes B.
23. Kt. takes Kt. (ch.)
24. Q. to K. R’s 7th (ch.)
25. B. to K’s 4th.

26. K. to R’s sq.

27. R. to Q. Kt’s 8q.
28. R. takes

29. Q. to K. R’a 8th (ch.)
30. Q. to K. R’s Tth,
31. B. to K. B’s 3d.
32. K. to Kt’asq

6. P. to Q. B’s 3d.

7. P. takes B.

8. K. B. to K’s 2d.

9. B. takes P.

10. K. to B's sq.
11. Q. takes B.
12. P. to Q’s 4th.
13. Q. B. to K’s 3d.

14. P. to Q. R’s 3d.
15. R. to Q’s &q.
16. Q. to K’s 2d.
17. P. to K. Kt’s 4th.
18. Q. to K. B’s 8d.

19. K. R. to K. Kt’s sq.
20. P. takes R.

And Black resigns.

BLACK. (Mr. M.)

1. P. w0 K’s 4th,

2. Q. Kt. to B’s 3d.

3. P.to Q. R’s 3d.

4. Kt. to K. B’s 3d.

5. B. to Q. B’s 4th.

6. P. to Q. Kt’s 4th.
7. P. to Q’s 4th,

8. Kt. takes P.

14. B. to K’s 3d.

15. Kt. to Q’s 4th.
16. K. Kt. to B’s 3d.
17. K. R. to K’s 8q.
18. Q. B. to Q’s 4th.
19. Q. to her 3d.

20. Kt. takes P,

21. B. takes B.

22. Q. takes Kt. (at K’s 4th.)
23. Q. takes Kt.

24. K. to B’s sq.

25. Q. R. to Q’s sq.
26. B. takes Q. Kt. P.
27. R. takes R. (ch.)
28. Q. takes K. B. P.
29. K. to his 2d.

30. B. to K’s 4th.

31. Q. to K. Kt’s 6th.
32. Q. to K. Kt’s 3d.
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33. Q. takes Q. 83. P. takes Q.
34. B. to Q. Kt’s Tth. 34, R. to Q. Kt's sq.
35. B. takes P. 35. P. to Q. B’s 3d.
36. K. to B’s 2d. 36. B. to Q’s 3d.
37. R. to Q’s 3d. 37. K. to Q’s 2d. ©
38. K. to K’s 2d. 38. R. to R’s 8q.
39. B. to Q. Kt’s Tth. . 39. R. takes P.
40. "B. to Q. B’s 8th (ch.) 40. K, to Q. B’s 2d.
41. R. to Q’s 8q. 41, R. to Q. R’s 7th (ch.)
42. K. to B’s 3d. 42, B. to Q. B’z 4th.
43. B. to K’s 6th. 43. R. to K. B’s 7th (ch.)
44, K. to Kt’s-3d. 44. R. to K. B’s 3d.
45. R. to Q’s 7th (ch.) 45. K. to Kt's 3d.
46. B. to K. Kt’s 4th. 46. B. to Q’s 3d (ch.)
47. K. to R’s 4th. . 47. P. to Q. B’s 4th,
48. B. to K. B’s 3d. 48. P. to Q. B’s 5th,
49. R. takes P. 49. R. to K. B’s 5th (ch.)
50. B. to K. Kt’s 4th. 50. P. to B’s 6th.
51. P. to K. Kt’s 3d. 51. R. takes B. (ch.)
And White surrenders.

THE QUEEN’S PAWN GAME, oR ScoTcE GGAMBIT.
GAME THE FIRST.

' WHITE. BLACK.

1. P-to K’s 4th. 1. P. to K’s¥th.

2. K. Kt. to B’s 3d. 2. Q. Kt. to B’s 8d.

3. PtoQ’s4th 3. Kt takes P. _
It is from your third move the openmo' derives its name
of “The Queen’s Pawn Game.”

4. Kt takes Kt. 4. P. takes Kt.

5. Q. takes P. 5. Kt. to K’s 2d.

6. K. B. to Q. B's4th. 6. Kt. to Q. B’s 3d.

7. Q. to her 5th. 7 Q to K. B’s 3d (best)

8. Castles. B. to K’s 2d.

You have a better opened game, but the superiority is
not important.

Variation 1.

Beginning at White’s 4th move.
WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. Kt. to B’s 3d. 2. Q. Kt. to B’s 3d.
3. P. to Qs 4th. 3. Kt. takes P.
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4. Kt. takes P. 4. Kt. to K’s 3d.

6. K. B. to Q. B's4th. 5. K. Kt. to B's 3d.

6. Castles. 6. P. to Q's 3d.

7. Kt. o K. Kt's 4th. - 7. B. to K’s 2d.

Your game is less confined than his, but, you have very

little advantage.
GAME THE SECOND.
WHITE. BLACK.

1. P. to K’s 4th. 1. P. to K’s 4th.

2. K. Kt. to B’s 3d 2. Q. Kt. to B's 3d

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

4. K. B.to Q B's4th. 4. KBwQ B’s 4th.

5. P. to Q. B’s3d. 5. P. to Q's 6th.

6. P. to Q. Kt.’s 4th. 6. B. to Q. Kt.’s 3d.

7. P. to Q. Kt.’s 5th. 7. Q. to K’s 2d.

8. Castles. 8. Kt. to K’s 4th.

9. Kt. takes Kt. 9. Q. takes Kt.
10. Q. to her Kt's 3d. 10. Q. to K. B’s 3d,
11. P. to K’s 5th. K’s 2d. :

b o ok
N -~-O

. P. to K’s 4th.

. B. takes Kt. (ch.)

© 0B U0

. Q. takes B.

. Q. to her Kt’s 5th.
. Q. to her 3d. 11.
. Castles. 12.
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You have a fine game.

Variarion L.
Beginning at White's 5th move.

WHITE.

K. Kt. to B’s 3d.

P. to Q’s 4th.

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

Q. to K. R’s 5th (ch.)

Sl = kel S
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10.

BLACK.
P. to K’s 4th.
Q. Kt. to B’s 3d.
P. takes P.
. B. to Q. B’s 4th.
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13. P. to Q. B’s 8d. 13. Q. to K. B’s 8d.
14. B. to Q’s 2d.

You appear to me to’have the better game.

Variarion II,
Beginning at White's 5th move.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. Kt. to B’s 8d. 2. Q. Kt. to B's 3d.
3. P. to Q’s 4th. 3. P. takes P
4. K. B. to Q. Bs 4th. 4. K. B. to Q. B’s 4th.
5. Castles. 5. P.to Qs 3d
6. P. to Q. B’s 3d. 6. P. takes P.
7. Q. Kt. takes P. . 7. K. Kt to K’s 2d.
8. K. Kt. to his 5th. 8. Kt. to K’s 4th.

And he has at least as good a game as you have. This
variation serves to prove that your castling on the 5th
move is less advisable than the move of 5. P. to Q.
B’s 3d.

Variation IIL,
Beginning at Black's 4th move.

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

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

Black now relinquishes the defence of the P. he has
gained, but he also 1n some degree neutralizes your attack.

5. P. to Q. B’s 3d. 5. P. takes P.
6. Q. Kt. takes P.

You have certainly the advantage in position.

Variation IV,
Beginning also at Black’s 4th move.

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



©ENP oo

10.

CHESS HANDBOOK.

P. to Q’s 4th. 8. P. takes P.

K. B. to Q. B’s 4th 4. Q to K. B’s 3d.
Castles 5. P. to Qs 3d.
P.t0o Q B’s 3d 6. P. to Q’s 6th.

Q. takes P. 7. Q. to K. Kt’s 3d.
Q. B. to K. B’s 4th. 8. B. to K’s 2d.

. Q. Kt.t0 Q. R's3d. 9. P.to Q. R’s 3d.

Q. Kt. to Q. B's2d. 10. K. Kt. to R’s 3d.

Your game is better opened, but there is no very striking
disparity in the positions.

CORNTD o0 =
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GAME THE THIRD.

WHITE. : * BLACK.
P. to K’s 4th. 1. P. to K’s 4th.
K. Kt. to B’s 8d 2. Q. Kt. to B's 3d.
P. to Q's 4th. . 3. P. takes P.
K. B. t0 Q. B's4th. 4. B. to Q. Kt’s 5th (ch )
P. to Q. B’s 3d. 5. P. takes P.
Castles. 6. P. to Q. B’s Tth.
Q. takes P. . 7.P toQs3d
P.to Q R’s 3d 8. B. to Q. B’s 4th.
P. to Q. Kt’s 4th. 9. B. to Q. Kt’s 3d.
Q. B. to Kt’s 2d. 10. K. Kt. to B’s 8d.

The game is about even.

GAME THE FOURTH.
MR. COCHRANE’S ATTACK.

WHITE. BLACK.
P. to K’s 4th. 1. P. to K’s 4th.
K. Kt. to B’s 3d. 2. Q. Kt. to B’s 8d.
P. to Q’s 4th. 3. P. takes P.
K. B. to Q. B’s 4th 4. K. B. checks.
P. to Q. B's 3d. 5. P. takes P.
P. takes P. 6. B. to Q. R’s 4th.
. P. to K’s 5th. 7. P.-to Q’s 4th (best).
K’s 5th is the move adopted by Mr. Cochrane.
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. Q. takes P. 8. Q. takes Q.
. B. takes Q. 9. K. Kt. to K’s 2d.

K. B. takes Q. Kt.(ch.) 10. Kt. takes B.
Q. B. to K. B’s 4th. = 11. Castles.

Castles. 12. K. R. to K’s sq.
P. to K. R’s 3d.
The game is equal.
VARIATION.
‘WHITE. BLACK.
P. to K’s 4th. 1. P. to K’s 4th.
. K. Kt. to B’s 3d. 2. Q. Kt. to B’s 3d.
P. to Q’s 4th. 3. P. takes P.
K. B to Q. B’s 4th. 4. K. B. checks.
. P.to Q B’s 3d. 5. P. takes P.
. P. takes P. 6. B. to Q. R’s 4th.
Castles. 7. P. to Q's 3d.
P. to K’s 5th 8. Qs B.to K’'s 38d
B. takes B. 9. P. takes B.
. Q. to her Kt’s 3d. 10. Q. to B’s sq,
. P. takes Q's P. 11. P. takes P

K’s Kt. to his 5th.

Followed by R. to K’s sq., and you appear to me to
have a better game than Black.

ot

SORPISO R ON =

GAME THE FIFTH.

WHITE. BLACK.
P. to K’s 4th. 1. P. to K’s 4th.
. K. Kt. to B’s 3d. 2. Q. Kt. to B’s 3d.
P. to Q’s 4th. 3. P. takes P.
K. B. to Q. B’s 4th 4. K. B. checks.
P. to Q. B’s 3d. 5. P. takes P.
Castles. 6. P. takes Q. Kt. P.
Q. B. takes P. 7. K. B. to his sq.
. Q. Kt. to B’s 3d. 8. K. Kt. to R’s 8d.
P. to K’s 5th. 9. K. B. to K’s 2d.

Q. Kt. to K’s 4th. 10. Castles.
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13.
. Kt. takes K. B. P.

. P.toK’s
. K. Kt. to B’s 3d.
. P. to Q’s 4th.
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Q. to her 2d.

Kt. to K. B’s 6th (ch.)

11.

P. to Q's 3d. ‘

You have an excellent attack.

VARIATION,
Beginning at Black’s Tth move.
WHITE. BLACK.

P. to K’s 4th. 1. P. to K’s 4th.
K. Kt. to B’s 3d. 2. Q. Kt. to B’s 3d.
P. to Q's 4th. 3. P. takes P.
K. B. to Q. B’s 4th. 4. K. B. checks.
P. to Q. B’s 3d. 5. P. takes P.
Castles. 6. P. takes Q. Kt. P.
Q. B. takes P. 7. K. to B’s sq.
P. to K’s 5th. 8. Q. to K’s 2d.
P. to Q. R’s 3d. 9. B. to Q. B’s 4th.
Q. Kt. to B’s 3d. 10. P. to Qs 3d.
Q. Kt. to Q's 5th 11. Q. to her 2d.
R. to K’s 5q. 12. P. takes K. P.
Q. B. takes P. 13. Kt. takes B.

. Kt. takes Kt. 14. Q. to her sq.

And you must win.

GAME THE SIXTH.

WHITE.
4th,

Kt. takes P.

K. Kt. to Q. Kt’s 5th.

Q. to K.B’s 3d.

. Kt.takes Q. B.P. (ch.)

Q. to K. B’s 4th.

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

-t
c©
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BLACK.
P. to K’s 4th.
Q. Kt. to B’s 3d.
P. takes P.
Q. to K. R’s 5th.
K. B. to Q. B’s 4th.
Q. Kt. to Q's 5th.
. K. to Q’s 8q. (best)
Kt. takesQ. B. P. (ch.)
. Q. takes Q.
. Kt. takes Q. R.
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T 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 extricate, while, to secure yoursin the same
position, he must lose many moves, and thus afford you
ample time for the development of your remaining forces.

VARIATION,
Beginning at Black’s 5th move.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. Kt. to B’s 3d. 2. Q’s Kt. to B’s 3d.
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 K’s P. (ch.)
6. B. to K’s 2d. 6. K. to Q's sq.
7. Castles. 7. P. to Q. R’s 3d.
8. Q. Kt. to B’s 3d. 8. Q to K’s sq.
9. K. Kt. to Q’s 4th. :

And again, I believe, with the strangely changed posi-
tions of his King and Queen, and the facility afforded
you for bringing the Pieces into immediate action, that
the game is very much in your favor.

GAME THE SEVENTH.
Varying from the preceding at Black’s 4th move.

WHITE. BLACK.

1. P. to K’s 4th. - 1. P. to K’s 4th.

2. K. Kt. to B’s 3d. 2. Q. Kt. to B’s 3d.

3. P. to Q’s 4th. 3. P. takes P.

4. Kt. takes P. 4. K. B. to Q. B’s 4th.
5. Kt. takes Q. Kt. 5. Q. to K. B’s 3d.

6. Q. to K. B’s 38d. 6. Q. takes Q.

7. P. takes Q. 7. Q. Kt. P. takes Kt.
8. Q. B. to K. B’s 4th. 8. P. to Qs 3d.

9. K. B. to Q. B’s 4th. 9. Q. B. to K’s 3d.
10. Q. Kt. to Q’s 2d.

And the game is in every respect equal.
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GAMES

ILLUSTRATIVE OF THE QUEEN’S PAWN GAME OR SCOTCH
GAMBIT.

Gaux I.—Played by Telegraph, in the Match between Phi-

adelphia and

warte. (Phila.)

1. P. to K’s 4th.

2. Kt. to K. B’s 3d.

3. P.to Q’s 4th.

4. B. to Q. B’s 4th.

5. P. to Q. B’s 3d.

6. P. to K’s 5th.

7. B. to Q. Kt’s 5th.
8. P.takes P.

9. Q. Kt. to Q's 2d.1
10. B. takes Kt.
11. Q. to Q. B’s2d.}
12. B. takes Kt.
13. Kt to K. Kt’s 5th.||
14. Q. to Q. B’s 3d.

15. P. to K. R’s 3d.

16. Kt. to K. B’s 3d.
17. B. to K. B’s 4th.1}
18. B. takes P.

19. Castles. Q. side.]|||
20. K. R. to K’s 5q.9§
21. B. takes P.

22. B. to K’s 5th.

23. B. to K. Kt’s 3d.

ew York, in 1858.

suack. (N. Y.)

1. P. to K’s 4th.

2. Q. Kt to B’s 3d.
3. P. takes P.

4. B. to Q. B’s 4th,

5. Kt. to K. B’s 3d.*
6. P. to Q’s 4th.

7. K. Kt. to K’s 5th.
8. B. to Q. Kt’s 3d.
9. Castles.
10. P. takes B.
11. Kt. takes Kt.

12. B. to K. Kt’s 5th.3
13. P. to K. Kt’s 3d.
14. P. to K. B’s 3d.¢
15. B. to K. B’s 4th.*#*
16. B. to K’s 5th.11

17. P. takes P.

18. Q. to K’s 2d.33

19. P. to Q. B’s-4th.

20. P. takes P.**#

21. P. to Q. B’s 4th.

22. Q. R. to K’s sq.11t
3. Q. to Q. Kt's 2d.111

#* The best move.

1 Preparatory to the move of Q to Q. B’s 2d.

tThreaang to win Q. B.

P. or take Kt. with Kt., winning

QP
] If Black had played B. to Q. R’s 3d, to prevent White Castling
on King’s side, White would have won a piece by P. to Q. R’s 4th.

|| A premature move.
1 The best move.

# Better than taking Kt., a8 White would then have opened the

- Rook’s file.
11 Better than P. takes P.
11 The best move.

Intending to advance Q. B. P. A strong move.
|| An impudent move, in the face of such an attack.

4 A strong move.

#% P, to K. B’s 5th perhaps stronger. -
Iff Weak. We cannot see its object. Why not Q. R. to Q's 8q?

11 The best move.
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24. Kt. to K’s 5th.* 24.

P. to Q’s 5th.

25. Q. to Q. B’s 4th. 25. B. to Q’s 4th.

26. Q. to Q. R’s 4th. 26. R. to K’s 3d.1

27. Kt. to K. Kt's 4th. 27. P. to K. R's 4th,
28. R. takes R. - . 28. B. takes R.

29. Q. to Q. B’s 2d. 29. K. to R’s 2d.

30. R. to K’s 8q. 30. B. to K. B’s 4th.|
31. Q. to Q’s 2d. 31. P. takes Kt.

32, P. takes P. 32. Q. to Q’s 4th.*# .
33. R. to K. R’s sq. (ch.)}t - 33. K. to K. Kt’s sq.
84. P. takes B. 34. Q. takes K. B, P.
35. Q. to K. R’s 6th. 35. P. to K. Kt’s 4th.
36. B. to Q’s 6th.1} 36. R. to K. B’s 3d.
37. Q. to K. R’s 5th.33 37. Q. to K. Kt’s 34.}
38. Q. to K. R’s 8th. (oh.) 38. K. to B’s 2d.

39. R. to K’s 2q.qq And Black resigns.

Gaue II.—Played by Correspondence between New York
and Philadelphia, in 1857.

wHITE. (Phila.) BLAcK. (N.Y.)

1. P. to K’s 4th. 1. P. to K’s 4th.

2. K. Kt. to B’s 3d. 2. Q. Kt. to B’s 3d.

3. P. to Q’s 4th. 3. Q. Kt. takes P.

4. Kt. takes Kt. 4. P. takes Kt.

5. K. B. to Q. B’s 4th. 5. Q. to K. B’s 3d. .
6. Castles. 6. B. to Q. B’s 4th.

7. P.to K’s 5th. 7. Q. to K. B’s 4th.

8. P. to Q. B’s 3d. 8. P. takes P.

9. Kt. takes P. 9. Kt. to K’s 2d.
10. K. B.-to Q’s 3d. 10. Q. to K’s 3d.

# Preparatory fo Kt to Kt’s 4th, and then B. to K’s 5th.
Prevenfing Black’s contemplated move with the Q.
With a view of withdrawing the B. and playing the R. to R’s 3d.
The first move of a combination, which gave the viotory to Phi-
ladelphia. :
|| Insures the winning of the Kt.
{ A powerful move, as it compels Black to take the Kt., and thereby
opens White’s R’s file.
## If B. takes P., White would have played Q. to K. Kt's 5th,
threatening to check K. and Q. with R., or win the R.
tt Anall important check before taking B., as it prevented an inter-
position of R. to R’s 4th.
1t A very attacking move. Much better than B. to K’s 5th.
¢4 A better move than checking, as it prevented Black’s K. escap-
ing to B’s 2d, and then to K’s 3d. White also threatened P.to K.
Kv's 4th,
| Black would have lost the R. had they taken the B. by a check
at K’s 8th, and afterwards at his 7th.
{{ The coup de grace.
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11. Kt. to K’s 4th.

12. Kt. to Kt’s 5th.
13. Q. to K. R's 5th.
14. Q. to K, R’s 6th.
15. K. R. to K’s sq.
16. Kt. to K. B’s 3d.
17. B. to K. Kt's 5th.
18. Kt. takes B.
19.<Q. R. to Q. B’s &q.
20. B. to Q. B’s 4th.
21. B. takes Kt.

22. P. to K. B’s 4th.
23. B. to Q’s 3d.

24. B. takes P.

25. Q. to K. R’s 4th (ch.)
26. K. R. to Q’s sq. (ch.)
27, K. to K. R’s 8q.
28. R. takes Q. B. P.
29. Q. R. to Q. B’s sq.
30. R. takes R.

31. Q. to K. B’s 6th.
32. B. takes Q. Kt. P

11,
12,
13.
14.
15.

B RONRROW!
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B. to Qs 5th.

Q. to Q. Kt’s 3d.
P. to K. Kt’s 3d.
B. takes K. P.
Q. to K. B’s 3d.
P. to Q’s 3d.

. Q. to K’s 3d.

. P. takes Kt.

. K. R. to K. B’s sq.
. Q. to K. B’s 4th.

. K. takes B.

. P. to K’s 5th,

t.o K’s 3d.

Q. R’s 4th.
Q’s 2d.

K’s 8q.

Q. B’s 3d.
to Q’s sq.
kes R.

K. R’s 4th.
Q. B’s 8q.

FSSSe
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And New York resigns, as they must lose their Q., or be mated in

& fow moves.

Gaug III.—Between Hon. A. B. Meek, of Mobile, and Mr.

wHITE. (Mr. M.)
1. P. to K’s 4th.
2. Kt. to K. B’s 3d.
3. P. to Q’s 4th.
4. B. to Q. B’s 4th.
5. P. to Q. B’s 3d
6. P. to Q. Kt’s 4th
7. P. to Q. R’s 4th
8. P. to Q. Kt’s 5th.
9. Q. to Q. Kt’s 3d.
10. P. takes P.
11. B. to Q. R’s 3d
12. Q. Kt. to Q’s 2d
13. Q. Kt. to K’s 4th.
14. K. Kt. takes P,
15. P. to Q’s 6th.
16, B. takes P.
17. B. takes Kt.
18. Q. to Q. R’s 3d (ch.)
19. Q. to Q’s 6th (ch.)

Marache.

COPID PN

BLACK. (Mr. Meek.)
P. to K’s 4th.

-
©
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)
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to K. R’s 3d.
ecke

%NSSSNSS
D.
-]
-
5
H‘

Black resigns.
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Gauxe IV.—Between Messrs. Cochrane and Deschapelles.
waITE. (Mr. C.) BLACK. (M.D.)

1. P. to K’s 4th. 1. P. to K’s 4th.

2. K. Kt. to B’s 3d. 2. Q. Kt. to B’s 3d.

3. P. to Q’s 4th. 3. P. takes P.

4. K. B. to Q. B’s 4th. 4. K. B. to Q. B’s 4th
5. K. Kt. to Kt’s 5th. 5. Q. Kt. to K’s 4th.*
6. K. B. takes B. P. (ch.) 6. Q. Kt. takes B.

7. Kt. takes Kt. 7. B. to Q. Kt’s 5th (ch.)
8. P. to Q. B’s 3d. 8. P. takes P.

9. P. takes P. 9. K. B. takes P, (ch.)
10. Q. Kt. takes B. 10. K. takes Kt.
11. Q. to her 5th (ch.) 11. K. to B’s sq.
12. Q. B. to R’s 3d (ch.) 12. P. to Q’s 3d.

13. P. to K’s 5th. . 13. Q. to K. Kt's 4th. -
14. P. takes P. _ 14. Q. takes Q.

15. P. takes P. (dis. ch.) 15. K. to B’s 2d.

16. Kt. takes Q. 16. Q. B.to Q’s 2d.

17. Castles on K’s side. 17. Q. R. to Q. B’s 8q.
18. B. to Q’s 6th. 18. K. to his 3d.

19. Q. B. to K. Kt’s 3d. 19. Q. B. to his 3d.

20. Q. R. to Q’s sq. 20. B. takes Kt.

21. K. R. to K’s sq. (ch.) 21. K. to B’s 3d.

22. Q. R. takes B. 22. K. Kt. to R’s 3d.
23. Q. R. to his 5th. 23. Kt. to K. B’s 4th.
24. Q. R. to Q. B’s 5th, 24. Kt. takes B.

25. K. B. P. takes Kt. 25. K. to B’s 2d.

26. K. R. to Q’s sq. 26. K. R. to K’s &q.
27. K. R. to Q’s 3d. 27. K. R. to K’s 2d.
28.-Q. R. to K. B’s 5th (ch.) 28. K. to his square.t
29. Q. R. to Q’s 8th (ch.) 29. R. takes R.

30. R. to K. B’s 8th (ch.) 30. K. takes R.

31. P. takes R., becoming a Q. (ch.)
And White wins.

Tee QUEEN’s Bisaor’s PAwN GAME IN THE KiINg’s
Kn1gHT’s OPENING.

GAME THE FIRST.

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

* This is not the correct move, he should have played K. Kt. to
R’s 3d.
1K. to his 3d would have saved the game.

’
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. Q. Kt. to Q's 2d.

8. P. to K. B’s 4th.

10. P. to Q's 4th.
11. B. to K’s 2d.
12. Castles (best)

And you have a clear Pawn more and a much better
game than he has.

90 =1 O g 02 10 1
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Variarion 1.

Beginning at Black’s 3d move.

WHITE. BLACK.
P. to K’s 4th 1. P. to K’s 4th.
K. Kt. to B’s 3d 2. Q. Kt. to B’s 3d.
. P.to Q. B’s 3d. 3. P. to Q’s 4th.
. K. B. to Q. Kt's 5th. 4. P. takes K. P.
Kt. takes K. P. 5. Q. to K. Kt's 4th.
Q: to her R’s 4th, 6. Q. takes Kt.
B. takes Kt. (ch,)’ 7. K. to Qs sq.

Q. takes K. P.

Gaining a Pawn and a superior position.

GAME THE SECOND.

‘WHITE.

BLACK.
P. to K’s 4th.
Q. Kt. to B’s 3d.
K. Kt. to B’s 3d.
K. Kt takes K. P.
P. to Q’s 4th. -
K. B. to Q. B’s 4th.
B. takes Kt.
Castles.

bkl ol ol A
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Variarion I.
Beginning at Black’s 3d move.

‘WHITE.

ol

Q Kt’s 4th

Q. Kt’s 5th.

t takes K. P.

t Q’s 4th.
to. Q. R’s 3d.

Kt to K. B’s 3d.

lO. B. to K’s 2d.

11. Castles.

12. K. B. to Q’s 3d.

wwmwww

PRSI

BLACK.
P. to K’s 4th.
Q. Kt. to B's 3d.
K. B. to B’s 4th.
B. to Q. Kt’s 3d.
Q. Kt. to R’s 4th.
Q. to K’s 2d.
P. to Q’s 3d.
P. to K. B’s 3d.

Q. takes K. P. (ch.)

10. K. Kt. to R’s 3d.
11. Castles.

And you have an undoubted advantage of situation.

GAMES

ILLUSTRATIVE OF THE QUEEN’S BISHOP’S PAWN
GAME IN THE KING’S KNIGHT’S OPENING.

Gane I.—Between Messrs. Harrwitz and Staunton.

WHITE. (Mr. S.)
. to K’s 4th.
. Kt. to B’s 3d.

B
g
of
B
)
[
3

SoeNmmnosom
mORR
WE
I’

P to Q. Ku's 4th.
10 Q. to Q. R’s 4th.
11. Qastles.®

12. Q. B. to K. R’s 4th.

10.
al.
12.

O RPN
HOOCO VAR

BLACK. (Mr. H.)
. P. to K’s 4th.
. Kt. to B’s 3d.
K. B’s 4th.
. takes P.

FFESN&S
88wt
RO,
, o
Fa =
N
e w

# The following moves will show the probable result of taking the

P. with Kt.:—

11. Kt. takes Q. B. P.
12. P. to Q. Kt's 5th,

11. Q. to her 2d.
12. R. to Q. R’s 8q.

(His best move; if P. takes P., then White plays Q. to her R’s

7th.)
13. Q. to her =q.

13. P. takes P., or B. takes Kt.

And White has little if any advantage.
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13. B. to K. Kt’s 3d. 13. K. R. to K. Kt’s sq.
14. Q. Kt. to Q’s 2d. 14. Q. R. to Q. B’z sq.
15. Q. Kt. to bis 3d. 15. Kt. to Qs 2d.
16. Q. Kt. to R’s 5th. 16. Kt. to Kt’s 3d.
17. Q. to B’s 2d. 17. Q. B. to Q. R’s sq.
18. P. to K. B’s 3d. 18. P. takes P.
19. R. takes P. 19. Q. to K’s 3d.
20. Q. R. to K’s 8q. 20. K. B. to K’s 2d.
27, K. Kt. takes Q. B. P. 21. Q. takes R. (ch.)
22. B. takes Q. 22. B. takes Kt.
23. Q. to K. Kt’s 6th (ch.) 23. K. to Q’s sq.
24. Kt. takes B. (ch.)
And wins.
Gaue II.—Between Mr. Horwitz and Captain Evans.
wHITE. (Capt. E.) BLACK. (Mr. H.)
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. Kt. to B’s 3d. 2. Q. Kt. to B’s 3d.
3. P.to Q. B's 3d. 3. P. to K. B’s 4th.
4. P. to Q’s 4th. 4. P. takes Q. P.
5. P. to K’s 5th. 5. P. takes Q. B. P.
6. Q. Kt. takes P. 6. K. B. to Q. Kt’s 5th.
7. Q. B. to K. Kt’s 5th, 7. K. Kt. to K’s 2d.
8. K. B. to Q. B’s 4th. 8. P. to Q’s 4th.
9. P. takes P. in passing. 9. Q. takes P.
10. Q.-to K’s 2d. 10. Q. Kt. to Q’s 5th.
11. Kt. takes Kt. 11. Q. takes Kt.
12. Castles. 12. Q. B. to Q’s 2d.
13.. Q. K¢. to Q’s 5th. 13. Castlegpn Q’s side.
14. Q. B. takes Kt. 14, B. takes B.
15. Kt takes B. (ch.) 15. K. to Kt’s gq.
16. K. R. to Q’s sq. 16. Q. to K. R’s 5th.
17. B. to Q. Kt’s 3d. 17. Q. to K. R’s 3d.
18. R. to Q’s 2d. 18, P. to K. B’s 5th.
19. Q. R. to Q’s sq. 19. P. to K. B’s 6th.
20. Q. takes P. 20. P. to Q. R’s 3d.
21. R. takes B. 21. R. takes R.
22. R. takes R. 22. Q. to her B’s 8th (ch.)
23. Q. t& her sq. 23. Q. takes Kt. P.
24. R. to Q’s 8th (ch. ) 24. R. takes R.
25. Q. takes.R. (ch.) 25. K. to R’s 2d.

26.. Kt. to Q. B’s 6th (ch.)
And White mates in four moves.

GAIE IIT.—Between Captain Evans and Mr. Henderson.

waITE. (Capt. B.) - BLACK. (Mr. H.)
1. P. to K’s 4th. - 1. P. to K’s 4th.
2.-K. Kt. to B’s 3d. ) 2. Q. Kt. to B’s 3d
.3.P.to Q. B’s 3d. 3. P. to Q’s 4th.
4‘9K 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 3d.




KING’S KNIGHT'S OPENING. 115

6. Kt. takes K. P. 6. Q. takes Kt.

7. B. takes Q. Kt. [sh.) 7. P. takes B.

8. Q. takes P. (ch) 8. K. to his 2d.

9. P. to K. B’s 3d. - 9. R. to Q’s sqv
10. P. to Q’s 4th. 10. Q. to K’s 3d.
11. Q. takes Q. B. P. (ch. 11. R. to Q’s 2d.
12. Q. to Q. B’s 5th (¢h.) 12. K. to his sq. -
13. Q. to Q B’s 8th (ch.) 13. R. to Q’s sq.

14. Q. takes Q. (ch.) 14. B. takes Q. . .
15. P. to K’s 5th. 15. P. to K. B’s 4th.

16. Kt. to Q’s 2d. 16. Kt. to K. R’s 3d.

17. Kt. to Q. Kt’s 3d. 17. Kt. to K. B’s 2d.

18. P. to K. B’s 4th. 18. B. to K’s 2d.

19. P. to K. R’s 4th. 19. Kt. to K. R’s 3d.
20. K. to his 2d. 20. B. to Q’s 2d.
21. K. to his B’s 3d. . 21. B. to Q. Kt’s 4th,
22. P. to K. Kt’s 3d. 22. B. to Q’s 6th.
23. Kt. to Q’s 2d. 23. Kt. to K. Kt’s 5th,
24. K. R. to K’s sq. 24. P. to K. R’s 3d.
25. P. to Q. Kt’s 3d. 25. R. to Q. B’s aq.
26. B. to Q. Kt’s 2d. 26. P. to K. Kt’s 4th.
27. P. to K. R’s 5th. 27. P. takes B. P.
28, P. takes P. 28. R. to K. Kt’s 8q.
29. R. to K. R’s 8q. 29. K. to B’s 2d.
30. R. to K. R’s 3d. 30. K. to his 3d.

31. R. to Q. B’s sq. 31. R. to K. Kt’s 2d.
32. P. to Q. B’s 4th. 32. P. takes P.

33. Kt. takes P. 33. B. to K’s 5th (ch.) -
34, K. to his 2d. 34. B. to K. Kt’s Tth.
35. R. to K. K¢’s 3d. 35, B. to K’s 5th.
36. P. to Q. R’s 3d. 36. Q. R. to K. Kt’s gq.
37. Q. R. to K. Kt's sq. 37. B. to K. R’s 5th.
38. R. to K. R’s 3d. 88. B. to K. B’s Tth.
39. R. to Q. B’ssq. 39. Q. B. to K. Kt’s Tth,
40. R. to Qs 3d. 40. B. to K. R’s 5th,
41, Kt. to Q’s 6th. 41. Kt. to K. B’s Tth,
42. K. R. to Q. B’s 3d. 42, Kt. to K’s 5th,
43. P. to Q’s 5th (ch.) 43. K. takes P,
44. R. to Q’s 3d (ch.) 44, K. to K’s 3d.
45. Kt., takes Kt. 45, P. takes Kt.
46. R. to Q’s 6th (ch.) 46. K. to B’s 4th,
47. P. to K’s 6th. 47. B. to K. B’s 6th (oh)
48. K. to his 3d. 48. R. to K. Kt’s Tth.
49. R. to Q. B’s 5th (ch.) 49. K. to K. KUs 5th.
50, R. to Q’s 2d. 50. R. takes R.
51. K. takes R. 51. K. takes K. B. P.
52. B. to K’s 5th (ch.) 52. K.to K. Kt’s bth.
53. K. to his 3d. 53. B. to K. Kt’s 4th (ch.)
54. K. to Q’s 4th. 54. P. to K’s 6th.
55, R. to Q. B’s sq. 55. R. to Q’s sq. (ch.)
56. K. to Q. B’s 3d. 56. R. to Q. B’s sq. (ch.)

And Black wins.
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CHAPTER III
THE KING’S BISHOP’S OPENING.

Tre Two Kings’ Bismors’ GAME.
GAME THE FIRST.

WHITE. BLACK.
P. to K’s 4th. 1. P. to K’s 4th.
K. B. to Q. B's 4th. 2. K. B. to Q. B’s 4th.
P. to Q. B’s 3d. 3. K. Kt. to B’s 3d.
P. to Q's 4th. 4. P. takes P.
P. to K’s 5th. 5. P. to Q’s 4th.
P. takes Kt. 6. P. takes B.
P. takes K. Kt. P. 7. R. to K. Kt's sq.
Q. to K. R’s bth. 8. Q. to K’s 2d (ch.)
K. to Q’s sq. 9. R. takes P.
K. Kt. to B’s 3d 10. Q. Kt. to B’s 3d
K. R. to K’s sq. 11. Q. B. to K’s 3d
R. takes B. 12. Q. takes R.
Q. takes B. 13. P. to Q. Kt’s 3d
Q. to her Kt.’s 5th.  14. R. takes K. Kt. P
I prefer your game. -
GAME THE SECOND.
WHITE. : BLACK.

P. to K’s 4th. 1. P. to K’s 4th.

. K.B. t0 Q. B's4th. 2. K. B. to Q. B’s 4th.
P. to Q. B’s 3d. 3. Q. to K’s 2d.

. K. Kt. to B’s 3d. 4. P. to Qs 3d (best)
P. to Q's 4th. 5. P. takes P.

. Castles. 6. P. takes Q. B. P.
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7. P. toQ Kt's 4th. 7. B. to Q. Kt’s 3d.

8. Q. Kt. takes P. 8. K. Kt. to B’s 3d.

9. Q. Kt. v Q's 5th. 9. Kt. takes Kt.
10. P. takes Kt. 10. Castles,
11. Q. B. to Q. Kt's 2d. 11. Q. B. to K. Kt’s 5th.
12. K. R. to K’s sq. 12. Q. to her aq.

Your attack is hardly an equivalent for his extra Pawn.

GAME THE THIRD.
TaE ITALIANS’ DEFENCE.

WHITE. BLACK.
1. P. to K’s 4th. : 1. P. to K’s 4th.
2. K. B. to Q. B’s 4th. 2. K. B. to Q. B’s 4th.
3. P.to Q. B’s 3d 3.-Q. to K. Kt’s 4th.
4. Q. to K. B’s 8d 4. Q.to K. Kt’s 3d (best).
5. K. Kt. to K’s 2d. 5. P. to Q's 3d.
6. P. to Q’s 4th 6. B. to Q. Kt’s 3d.
7. P. takes P. 7. P. takes P.
8. K. Kt. to his 3d. 8. K. Kt. to B’s 3d.
9. P. to K. R’s 8d.

The game is equal.

- GAME THE FOURTH.
LeEwis’s COUNTER GAMBIT.

WHITE. . BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. B. to Q. B’s 4th. 2. K. B. to Q. B’s 4th.
3. P. to Q. B’s 3d. 3. P. to Q’s 4th.
4. B. takes P. 4. K. Kt. to B’s 3d.
5. Q. to K. B’s 3d. 5. Castles.
6. P. to Q’s 4th. 6. P. takes P.
7. Q.B. to K. Kt’'s 5th. 7. P. takes P.
8. Q. Kt. takes P 8. Q. Kt. to Q’s 2d.
9. Castles. 9. P. to Q. B’s 3d.

10. B.to Q. Kt's 8d. = 10. Q. to K’s 2d.

The game is even.
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GAME THE FIFTH.

WHITE. BLACK.

1. P. to K’s 4th. 1. P. to K’s 4th.

2. K. B. t0 Q. B’s 4th. 2. K. B. to Q. B’s 4th

8. P.to Q. B’s 3d. 3. Q. Kt. to B’s 3d.

4. P. to Q's 4th. 4. B.to Q. Kts3d3best).

5. K. Kt. to K’s 2d. 5. K. Kt. to B's 8

6. Q. to her 3d. 6. Castles.

7. P. to K. B’s 4th. 7. P. takes Q. P

8. P. to K’s 5th. 8. P. to Q’s 4th

9. B. to Q. Kt's 3d. 9. K. Kt. to K’s 5th
10. Q. B. P. takes P. 10. P. to K. B’s 4th.
11. Q. Kt. to B’s 3d. 11. Q. B. to K’s 3d.

And the game is even.
GAME THE SIXTH.
WHITE. BLACK.

1. P. to K’s 4th. 1. P. to K’s 4th.

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

8. K. Kt. to B’s 3d. 3. P. to Q’s 3d.

4. P.to Q. B’s 3d 4. K. Kt. to B’s 3d.

5. P. to Q’s 4th. 5. P. takes P.

6. P. takes P 6. B.to Q. Kt’s 5th (ch.)

7. B.to Qs 2d 7. B. takes B. (ch.)

8. Q. Kt. takes B 8. P. to Q’s 4th.

9. P. takes P. 9. Kt. takes P.
10. Q. to her Kt’s 3d. 10. P. to Q. B’s 3d.
11. Castles. 11. Castles.

You have the move, and your Pieces are in better play.

GAME THE SEVENTH. /

WHITE.

BLACK.

1. P. to K’s 4th.
2
K. B’s 3d. 3.
4

K. B. to Q. B's 4th.
K. Kt. to B’s 8d.
P. to Qs 4th.
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5. K. B. takes Q. P. 5. Q. B. takes P.

6. Q. to Q. Kt's 3d. 6. K. Kt. takes K. B.
7. P. takes Kt. 7. K. B. to Q. Kt’s 3d.
8. Q. to K. Kt’s 3d. 8. Q. to K. B’s 8d.

Black has the better game.

GAME THE EIGHTH.

WHITE. | BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K.B.to Q. B's4th. 2. K. B. to Q. B's 4th.
3. Q. to K. Kt’s 4th. 3. Q. to K. B’s 3d.
4. P. to Q's 4th. 4. B. takes P.
5. K. Kt. to B’s 3d 5. Q. Kt. to B’s 3d.
6. Q. to K. Kt’s 3d. 6. P. to Qs 3d.
7. Q B.to K. Kt’s 5th. 7. Q. to K. Kt’s 3d.
8. Q. Kt. to Q's 2d. 8. P. to K. R's 3d.

Black has the advantage.
GAME THE NINTH.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. B. to Q. B’s 4th. 2. K. B. to Q. B’s 4th.
3. Q. to K. R’s 5th. 3. Q to K’s 2d.
4. K. Kt. to B’s 3d. 4. P. to Q's 3d.
5. K. Kt. to his 5th. 5. K. Kt. to B’s 3d.
6. Q. takes K.B. P. (ch.) 6. Q. takes, Q.

(best)

7. B. takes Q. (ch.) 7. K. to his 2d.
8. B. to Q. B's 4th. 8. P. to K. R’s 3d.
9. Kt. to K. B’s 3d. 9. Kt. takes K. P.

You have no advantage.

GAME THE TENTH.

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’; 4th.
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P. to

K. Kt. to B's 3d.
P. to Q. B’s 8d.
K. Kt. to his 5th.
Q. to K. R’s 5th.

8. B. takes P.

4. Q. Kt. to B’s 3d.
5. B. to Q. Kt’s 3d.
6. K. Kt. to R’s 3d.
7. Castles.

PPN DO 010

Black maintains his Pawn.

GAME THE ELEVENTH.
. McDoNNELL'S DOUBLE GAMBIT.
WHITE. BLACK.

P. to K’s 4th. 1. P. to K’s 4th.
K. B.to Q B’s 4th. 2. K. B. to Q. B’s 4th.
P. to Q. Kt’s 4th. 3. B. takes Kt. P.
P. to K. B’s 4th. 4. P. to Q’s 4th.
P. takes Q. P. 5. P. to K’s 5th."
K. Kt. to K’s 2d 6. K. Kt. to B’s 3d.
Castles. - 7. Castles
Q. Kt. to B’s 3d 8. P.t0o Q B’s3d
P. takes P. 9. Q. Kt. takes P.
K. to R’s sq. 10. Q. B. to K. Kt’s 5th
Your game is inferior to his
GAME THE TWELFTH.

WHITE. BLACK.
P. to K’s 4th. 1. P. to K’s 4th.
K. B. to Q. B’s 4th. 2. K. B. to Q. B’s 4th
P. to K. B’s 4th. 3. B. takes K. Kt.
Q. to K. R’s 5th. 4. Q. to K’s 2d.
R. takes B. 5. P. to Q’s 3d.
P. to K. B’s 5th. 6. K. Kt. to B’s 3d
Q. to K. Kt’s 5th 7. K. Kt. takes K. P
Q. takes K. Kt. P. 8. Q. to K. B’s 3d
K. B. takes K. B. P. 9. K. to his 2d.
(ch.)
Q. takes Q. (ch.) 10. Kt. takes Q.
K. B. to Q. Kt's 3d. 11. Q. B. takes P.
* 7 - The game is in Black’s favor.
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GAME THE THIRTEENTH.
TeE LOPEZ GAMBIT.

. WHITE. BLACK.

. P. to K’s 4th. 1. P. to K’s 4th.

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

Q. to K’s 2d. 3. P. to Q’s 8d.

. P. to K. B’s 4th. 4. Kt. to K. B’s 3d.

. K. Kt. to B’s 3d. 5. Q. to K’s 2d.

. P. to Qs 3d. ) 6. Q. B. to K. Kt’s 5th.

. P. takes P. 7. P. takes P.

. Q. B. to K. Kt’s 5th. 8. Q. Kt. to Q’s 2d.

. Q. Kt. to Q’s 2d. 9. Castles on Q’s side.
astles on Q’s side.

The positions are equal.

GAME THE FOURTEENTH.

WHITE. BLACK.
P. to K’s 4th. 1. P. to K’s 4th.
K. B. to Q. B’s 4th. 2. K. B. to Q. B’s 4th.
Q. to K’s 2d. 3. Q. to K’s 2d.
P. to K. B’s 4th. 4. K. Kt. to B’s 3d
K. Kt. to B’s 3d. 5. P. to Qs 3d.
Q. Kt. to B’s 3d. 6. P. to Q. B’s 3d.
P. to Q’s 3d. 7. Q. B. to K. Kt’s 5th.
P. to K. B’s 5th. 8. Q. Kt. to Q’s 2d.
Q. B. to K. Kt's 5th. 9. P. to K. R’s 3d.
Q. B. to K. R’s 4th. 10. P. to K. Kt’s 4th.

The game is quitg even.

GAME THE FIFTEENTH.

WHITE. . BLACK.
P. to K’s 4th. 1. P. to K’s 4th.
B. to Q. B’s 4th 2. B. to Q. B’s 4th.
Q. to K’s 2d. 3. Q. Kt. to B’s 3d.
P. to Q. B’s 3d. 4. K. Kt. to B’s 3d.
P. to K. B’s 4th 5. B. takes K. Kt.

-
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6. R. takes B. 6. Castles.

7. P. to Qs 3d. 7. P. to Q’s 4th.

8. K. B. takes Q. P. 8. K. Kt. takes B. -

9. P. takes Kt. . 9. P. takes K. B. P.
10. Q. B. takes P. 10. R. to K’s &q.
11. B. to K’s 8d. 11. Kt. to K’s 4th.
12. P.to K. R’s 3d. 12. B. to K. B’s 4th.
13. P. to Q's 4th. 13. B. to Q's 6th.

And by afterwards moving the Kt. to Q. B’s 5th, Black
must win at least a Piece.

VARIATION,
Beginning at W hite's 4th move.

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

(ch.)

5. Q. to her B’s 4th (ch.) 5. P. to Q’s 4th.
6. Q. takes B. 6. P. takes K. P.
7. Q. to her B’s 4th (ch.) 7. Q. B. to K’s 8d.
8. Q. takes P. 8. K. Kt. to B’s 3d.

And you have an inferior game.

GAMES
ILLUSTRATIVE OF THE PRECEDING ANALYSES.
GaME I.—Played some years since between Messrs. Popert

and Staunton.

WHITE. (Mr. S.). BLACK. (Mr. P.)

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. N

3. P. to Q. B’s 3d. 3. P.toQ’s 3d.*
4. K. Kt. to B’s 3d.1 4. K. Kt. to B’s 3d.
5. P. to Q’s 4th. 5. P. takes P.
6. P. takes P. 6. B. checks.

#* Not so good a move as K. Kt. to B’s 3d, or Q. to K. Kt’s 4th.
1 P. to Q’s 4th would perhaps have been stronger play.
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7. B. to Q’s 2d.

8. Q. Kt. takes B.

9. B. to Qs 3d.
10. P. to Q. R’s 3d.
11. Q. to Q. B’s 2d.
12. Q. R.to Q. B’s aq.
13. P. to K’s 5th.
14, Kt. takes B.
15. P. to K. Kt’s 3d.
16. P. to Q. Kt’s 4th.
17. Q. to Q’s 2d.
18, Castles.
19. Q. R. to B’s 3d.
20. Kt. to K. R’s 4th.
21. P. to K. B’s 4th.
22, P. to K. Kt’s 4th.
23, P. takes B. P.
24. Kt. takes Kt.
25. K. to R’s sq.

26. Q. R. to Q. B’s sq.
27. Q. to Q. B's 24.
28. K. R. to K. Kt’s sq.
29. R. takes R.

30. R. to K. Kt’s sq. (ch.)
31. Q. to K. B’s 2d.
32. B. to K’s 2d.

33. Q. to K. R’s 4th.
34. B. to K. R’s 5th,
35. R. to K. Kt's 3d.
36. B. to K. Kts 6th.3
37. B. to K. B’s 7th.

38. R. takes Q.
39. K. to Kt’s 2d, and wins.

7. B. takes B. (ch.)
8. Castles.®
9. Kt. to Q. B’s 3d.
10. Q. B. to K. Kt's 5th.
11. P. to K. R’s 3d.
12. P. to Q’s 4th,
13. B. takes Kt.
14. Kt. to K. R’s 4th.
15. P. to K. Kt’s 3d.
16. Q. to Q’s 2d.1 '
17. K. to R’s 2d.
18. Q. R. to K’s 8q.
19. Kt. to Q’s sq.
20. P. to Q. B’s 3d.

© 21 P.to K. B’s 4th,

22. Kt. to K. Kt's 2d.
23. K. Kt. takes P,
24. P. takes Kt.

25. K. R. to K. Kt's sq.
26. Q. to K. B’s 2d.
27. Q. R. to K. B’s sq.
28. Kt. to K’s 3d.

29. K. takes R.

30. K. to R’s sq.

31. Q. to K. R’s 4th.1
32. Q. to K. B’s 2d.
33. Q. to K. R’s 2d.
34. Kt. takes Q. P.
35. P. to Q. Kt’s 3d.
36. Q. to K. Kt’s 2d.
37. R. takes B.|

38. ‘K. takes R.

Gaxe II.—Between two Amateurs.

WHITE.

1. P. to K’s 4th.

2. K. B. to Q. B’s 4th,
3. P.to Q. B’s 3d.

4. Q. to K. B’s 3d.

5. K. Kt. to K’s 2d.
6. P. to Q’s 4th.

7. P. takes P.

BLACK.
1. P. to K’s 4th.
2. K. B. to Q. B’s 4th.
3. Q. to K. Kt’s 4th,
4, Q. to K. Kt’s 3d.
5. P. to Q’s 3d.
6. P. takes P.
7. B. to Q. Kt’s 3d.

# P. to Q’s 4th is a better move at this point.
1 Intending, if the Q. Kt. P. should be played on his Kt., to move

Q. to K. Kt’s 5th.
A losgt move.

It would have been more decisive if played to K. B’s Tth at

once. .
| If the Q. takes B., mate follows in three moves.
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8. P. to K’s 5th.
9. P. to K’s 6th.
10. Q. Kt. to B’s 3d.
11. K. Kt. to K. B’s 4th.
12. Q. B. to K’s 3d.
13. Q. R. to Q’s sq.
14. P. to K. R’s 4th.
15. P. to K. R’s 5th
16. Q. Kt. to Q’s 5th.

18. Kt. to K. Kt’s 6th (ch.)
19. P.takes P. (dis. ch.)

8. K. Kt. to K’s 2d.
9. P. to K. B’s 3d.
10. Castles. 4
11. Q. to K’s #q.
12. Q. Kt. to Q. B’s 3d.
13. K. to R’s 8q.
14. Q. Kt. to Q’s sq.
15. P. to K. B’s 4th,
16. Q. B. takes P.
17. Q. takes Kt.
18. P. takes Kt.

And White gives checkmate in three moves.

Gaug III.—TrE Lorez GausiT.—Between Messrs. De Ia

. Bourdonnais and McDonnell.

1. P. to K’s 4th.

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

4. P, to Qs 3d.

5. P.to Q. B’s 3d

6. P. to K. B’s 4th.

7. P. to Q’s 4th.

8. Q. B. takes P.

9. K. B.to Q’s 3d.

10. Q. B. to K’s 3d.

11. P. to K. R’s 3d.

12. Q. Kt. to Q’s 2d.

13. Castles on Q’s side.
14. K. to Kt's sq. .
15. P. takes P.

16. K. Kt. to B’s 3d.

17. P. to K. Kt’s 4th.
18. Q. R. to K. Kt’s sq.
19. P. to K. Kt's 5th.
20. B. takes P.

21. P. to Q. Kt’s 3d.

22. Q. R. to K. Kt’s 4th.
23. P. to K. R’s 4th.

24. Kt takes B.

25. P. to K. R’s 5th.

26. R. takes R.

27. Q. to K. B’s 3d.

28. P. to Q’s 5th.

29. K. R. to K. Kt's sq.1

BLACK. (Mr. McD.)
1. P. to K’s 4th.
K. B. to Q. B’s 4th.
K. Kt. to B’s 3d.
Q. Kt. to B’s 3d.
Q. Kt. to K’s 2d.
P. takes P.*
K. B. to Kt’s 3d.
P. to Q’s 3d.
Q. Kt. to K. Kt's 3d.
10. Castles.
11. K. R. to K’s sq.
12. Q. to K’s 2d.
13. P. to Q. B’s 4th.
14, P. takes P.
15. P. to Q. R’s 4th.
16. Q. B. to Q’s 2d.

X P L I

17. P. to K. R’s 3d.
18. P. to Q. R’s 5th.
19. P. takes P

20. P. to Q. R’n 6th.
21. Q. B. to his 3d.
22. K. B. to Q. R’s 4th.
23. B. takes Q. Kt.
24. Q. R. to his 4th.
25. R. takes B.

26. Kt. to K. B’s 5th.
27. Kt. takes B.

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

# In this opening it is not advisable for the second player to take

the gambit P. with his K. P.

. 1 This portion of the game is full of interest and instruction, and

is remarkably well played.
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30. K. to R’s &q.

31. R. takes K. Kt. P. (ch.)

82. Q. to K. Kt’s 3d.
33. K. R. P. takes B,
34. R. takes Q.*

35. Q. takes R.

36. R. to R’s 7th (ch.)

37. P. takes K. B. P. (ch.)
38. P. one, becoming a Queen.

30. B. takes K. P.
31. K. to R’s sq.
32. B. to K. Kt's 3d.
33. Q. to K’s 8th (ch.)
34. R. takes R. (ch.)
85, Kt. takes Q.
36. K. to Kt's sq.

« 37. K. takes R.
38. Kt. mates.

GaMe IV.—TrE Lorez GauBIT.

WHITE.

1. P. to K’s 4th.

2. K. B. to Q. B’s 4th,
8. Q. to K’s 2d.

4. B. takes K. B. P. (ch.)
5. Q. to her B’s 4th (ch.)
6. Q. takes B.

7. Q. to her B’s 4th (ch.)
8. Q. takes P.

9. Q. to K. R’s 4th.
10. Q. Kt. to R’s 3d.

11. P. to Q. B’s 3d.

12. Q. takes K. Kt. P.
13. Q. to K’s 3d.

14. Q. to K’s 2d.

15. Q. K. to B’s 2d.

16. Q. Kt. to K’s 3d.

17. Q. P. takes Kt.

18. Q. to K. B’s sq.

19. Q. to K’s 2d.

20. Kt. to R’s 3d.

21. Kt. to K. B’s 4th.

22. K. to his B’s 8q.
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13. Q. Kt. to K. B’s 4th,

14. R. takes K. Kt. P.
15. Q. to her 3d.

16. Kt. takes Kt.

17. Q. R. to K. Kt’s sq.
18. Q. R. to Q’s &q.

19. Kt. to his 5th.

20. Kt. to K’s 4th.

21. Kt. to K. B’s 6th (ch.)

And Black can checkmake in six moves.

Gaue V.—Between Messrs. Cochrane and Staunton,

4. P to Q. Kt's 4th.}
5. P.to Q. B’s 3d.

6. Castles.

7. P. to Q’s 4th.

BLACK. (Mr. C.)
1. P. to K’s 4th.
B. to Q. B’s 4th.
. Q. Kt. to B’s 3d.
. B. takes Q. Kt. P,
B. to Q. R’s 4th.
6. B.to Q. Kt’= 3d.
7. P. takes Q. P.

@

o
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* White loses the game by this move.
Tho game from this point forward is admirably conducted by Black.
We have now the same position bronght about which occurs in

the Evans Gambit. .
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8. K. Kt. takes P. 8. Kt. takes Kt.
9. P. takes Kt. 9.. P. to Q’s 3d.
10. P. to Q. R’s 4th, 10. P. to Q. B’s 3¢.
11. P. to Q. R’s 5th. 11. K. B. to Q. B's 2d.®
12. Q. to her Kt’s 3d. 12, Q. to K’s 2d.
13. Q. B. to Q. R’s 3d. 13. Q. to K. B’s 3d.
14. Q. Kt. to Q. B’s 3d. 14. Q. to K. Kt’s 3d.
15. Q. Kt. to K’s 2d. J5. K. Kt. to K. R’s 3d.
16. P. to K’s 5th. 16. P. to Q’s 4th.
17. K. B. to Q’s 3d. 17. Kt to K. B’s 4tb
18. Q. to her Kt’s 4th. 18. K. B. to Q’s sq.
19. Q. to her Kt’s &q. 19. Q. to K. R’s 4th.
20. Kt. to K. Kt's 3d. 20. Kt. takes Kt.
21. K. B. P. takes Kt. 21. K. B. takes Q. R. P.
22. K. B. to K. B’s 5th. 22. K. B. to Q. Kt’s 3d.
23. Q. to her Kt’s 4th. 23. Q. to K. Kt's 4th.
24. K. B. takes Q. B. 24. Q. R. takes B.
25. P. to K’s 6th. 25, P. takes P.
White announced mate in eight moves.
Gaue VI.—Between Messrs. Walker and Daniels,
wHITE. (Mr. W.) .° BLACK. (Mr. D.)
1. P. to K’s 4th. ¢ 1. P. to K’s 4th. A
2. B. to Q. B’s 4th. 2. B. to Q. B’s 4th,
. 3. P. to Q. B’s 3d. 3.-P. to Q’s 4th.
4. B. takes Q. P. 4. K. Kt. to B’s 3d.
5. Q. to her Kt’s 3d. 5. Castles.
6. K. Kt. to B’s 3d. 6. P. to Q. B’s 3d.1
7. B. takes K. B. P. (ch.)} 7. R. takes B.
8. Kt. takes K. P. 8. Q. to K’s 2d.
9. Q. takes R. (ch.) 9. Q. takes Q.
10. Kt. takes Q. 0. K. takes Kt.

11. B. to Q. Kt’s 3d.
12. Q. B. to K’s 3d.

13. Q. Kt. to R’s 3d.
14. Q. Kt. to B’s 2d.
15. P. to K. Kt’s 3d.

11. P. to Q’s 4th.
12. P. to K. B’s 3d.
13. Q. B. to K’s 3d.
14. K. to B’s 2d. -
15. Q. Kt. to Q’s 2d.

16. P. to K. Kt’s 4th, 16. K. to Kt’s 2d.

17. P. to K. R’s 4th, 17. R. to K’s 8q.

18. P. to K. R’s 5th. 18. Q. B. to K. B’s 2d.
19. P, takes P. . 19. Q. B. takes P.

#* If he had taken the P., Black, by taking the K. B. P. with his
B., checking, and when the K. took the B., playing Q. to K. R’s 5th
(ch.), would have gained a more valuable P. in return, and have
deprived his opponent of the privilege of castling.

This is not advisable, It would be better to take B. with Kt.

The notion of this sacrifice originated with Messrs. Hendorson
and Williams, of Bristol, during an examination of the present
opening.
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26 Q. R. to K. Kt’s 8q. 20. Q. Kt. to K’s 3d.
21. Q. Kt. to Q. B’s 4th. 21. B. to Q. B’s 2d.
22. P. to K’s 5th. 22. K. Kt. to Q’s 4th.
23. B. to K. R’s 6th (ch.) 23. K. to B’s 2d.

24. K. 1o Kt’s 3d. 24. P. to Q. Kt’s 4th.
25. Kt. to K’s 3d. 25. Kt. takes Kt.

26. B. takes Kt. 26. P. to Q. B’s 4th.
27. P. to K. B’s 4th. 27. P. takes P.

28. P. takes P. 28. Q. B. to Q’s 6th.
29. P. to K. B’s 5th ’

Black resigns.

TeE Kine’s KN1aHT'S DEFENCE IN KING’s BisHOP’S

N OPENING.
GAME THE FIRST.
WHITE.  BLACK.
. 1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. B. to Q. B’s 4th. 2. K. Kt. to B’s 3d.
' 3. P. to Q’s 4th. 3. P. takes P.
4. P. to K’s 5th. 4. P. to Q’s 4th.
5. B. to Q. Kt’s 3d. 5. Kt. to K’s 5th.
6. K. Kt. to K’s 2d. 6. P. to Q. B’s 4th.
7. P’ to K. B’s 3d. 7. Kt. to K. Kt’s 4th,
8. Kt. to K. B’s 4th. 8. P. to Q. B’s 5th.
9. B. to R’s 4th (ch.) 9. Q. Kt. to B’s 8d.
10. B. takes Kt. (ch.) 10. P. takes B.
- 11. Q. takes doubled P. - 11. Kt. to K’s 3d.
12. Kt. takes Kt. 12. K. B. P. takes Kt.
' 13. Castles. 13. P. to Q. B’s 4th.

14. Q. to K. B’s 2d.
Black has the advantage.

GAME THE SECOND.

: WHITE. BLACK.
3 1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. B. to Q. B’s 4th. 2. K. Kt. to B’s 3d.
3. P. to Q’s 3d. 8. K. B. to Q. B’s 4th.
4.KKt.wB’s3d._ 4. P. to Q's 3d.
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5. P.to Q. B’s 3d. 5. Castles.

6. P. to Q. R’s 4th. 6. P. to Q. R’s 4th.
The game is even.
GAME THE THIRD.

WHITE. BLACK.

1. P. to K’s 4th. 1. PTto K’s 4th.

2. K. B. to Q. B’s 4th 2. K. Kt. to B’s 8d.

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

4. P. takes Q. P. 4. P. takes B. P.

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

6. K. Kt. to B’s 3d.

There is no advantage on either side.

GAME THE FOURTH.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. B. to Q. B’s 4th. 2. K. Kt. to B’s 3d.
8. K. Kt. to B’s 8d. 3. Kt. takes K. P.
4. P.to Q's 8d. 4. Kt. to Q’s 3d.
5. Kt. takes K. P. 5. Kt. takes B.
6. Kt. takes Kt. 6. P. to Q’s 4th.
7. Kt. to K’s 5th. 7. K. B..to Q’s 3d.
8. P. to Q’s 4th. 8. Castles.
9. Castles. 9. P. to K. B’s 3d.

10. Kt. to K. B’s 3d.

Neither party can boast of advantage.

_ CounterR GamsiT IN THE KING’s BisaoP’s OPENING.

GAME THE FIRST.
WHITE. BLACK.
1. P. to K’s 4th. . 1. P. to K’s 4th.
2. K. B. to Q. B’s 4th. 2. P. to K. B’s 4th.
You have now the choice of refusing or accepting the
gambit ; the former is the more judicious mode of operat-

o — .
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ing, and the consequences arising from it will be shown
in this game, while the result of your accepting the gam-
bit shall be considered in the next.

8. P. to Q’s 3d.
P.-to K. B’s 4th.
Q. B. takes P.

Q. P. takes P.

P. to K’s 5th.

. Q. to K’s 2d.

B. takes P.

. K. Kt. to B’s 8d.,

SOEND IR

3. K. Kt. to B’s3d

9. P. to Q. B's 8d.

You have a better developed opening.

Variation L
Beginning at White's 3d move.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. B. to Q. B’s 4th 2. P. to K. B’s 4th.
8. P. to Q’s 4th. 3. P. takes Q. P. g)est)
4. Q. takes P. 4. Q. Kt.to B’s 3
5. Q. to K’s 3d. 5. P. takes P.
6.QtakesP +(ch.) 6. Q. to K’s 2d.
The game is even.
Variation II.
Beginning also at White's 3d move.
WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. B.to Q B’s4th. 2. P. to K. B’s 4th.
8. B.'takes K. Kt. 3. R. takes B.
4. P. takes P. 4. P. to Q’s 4th.
5. Q. to K. R’s 5th. (ch.) 5. P. to K. Kt’s 8d.
6. P. takes 6. R. takes P.
7. K. Kt. to B’s 3d. 7. Q. Kt. to B’s 3d
8. Q. takes K. R. P. 8. Q. to K. B’s 3d.
9. P. to Q's 3d. 9. K. B. to Q. B’s 4th
10. B. to K’s 3d. 10. B. takes B.
11. P. takes B. 11. R. takes K. Kt. P.
9 The positions are equal.
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GAME THE SECOND.

WHITE. BLACK.
P. to K’s 4th. 1. P. to K’s 4th.
. K. B. t0 Q. B's 4th. 2. P. to K. B's 4th.
P. takes P. 8. K. Kt. to B’s 3d.
P. to Q’s 4th. 4. P. takes P.
Q. takes P. 5. P. to Q's 4th.
K. B. to Q’s 3d. 6. Q. Kt. to B’s 3d.
Q. to K’s 3d (ch.) 7. K. to B’s 2d.
K. Kt. to K’s 2d. 8. B. to Q. Kt’s 5th (ch.)
P. to Q. B’s 3d. 9. R. to K’s sq.
Q. to K. Kt’s 3d. 10. K. B. to Q’s 3d.

His game is better developed.

THE QUEEN’S BisHOP’S PAWN’s DEFENCE IN THE KING'S
BisaoP’s OPENING.

PPN DO LI =

. WHITE. BLACK.
P. to K’s 4th. 1. P. to K’s 4th.
K. B. to Q. B’s 4th 2. P. to Q. B’s 3d.
Q. to K’s 2d. 3. K. Kt. to B’s 3d.
P. to K. B’s 4th 4. P. to Qs 3d.
-P. takes P. 5. P. takes P.
K. Kt. to B’s 3d 6. K. B. to Q’s 3d-
P. to Q’s 4th. 7. P. takes P.
P. to K’s 5th 8. Castles.
Castles. 9. K. B. to Q. B’s 4th.
Q. to her 8d 10. Kt. to Q’s 4th.
. Kt. to his 5th. 11. P. to K. Kt's 3d.
. Kt. to K’s 4th. 12. B. to K’s 2d.
. B. takes Kt. 13. P. takes B.
. Kt. to B’s 6th (ch.) 14. B. takes Kt.
. P. takes B.
You have a fine game.
VARIATION,
Beginning at W kite’s 3@ move.
WHITE. BLACK.
. P. to K’s 4th. 1. P. to K’s 4th.
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2. K. B. to Q. B’s 4th.
3. P. to Q’s 4th.

4. P. takes K. P

5. P. to Q. B’s 3d.

6. B. to Q’s 3d.

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

2. P. to Q. B’s 8d.
3. K. Kt. to B’s 8d.
4. Q. to Q. R’s 4th (ch.)
5. Q. takes K. P.

6. K. B. to Q. B’s 4th.
7. Q toK’s 2d.

The game is in your favor.

GAMES
ILLUSTRATIVE OF THE PRECEDING ANALYSES.
Gane I.—Between Messrs. Stanley and Rousseau.

wHITE. (Mr. 8.)

1. P. to K’s 4th.

2. K. B. to Q. B’s 4th.
3. Q. Kt. to B’s 3d.

4. K. Kt. to B’s 3d.

5. P. to K. R’s 3d.

6. P. to Q’s 3d.

7. K. B. to Q. Kt’s 3d.
8. Q. Kt. to K’s 2d.

9. Q. Kt. to K. Kt’s 3d.
10. Kt. takes Kt.
11. P. to Q. B's §d.*
12. Castles.

13. Q. B. to K. Kt's 5th.
14. Kt. to K. R’s 5th.
15. P. takes P.

16. Q. to K. B’s 3d.1
17. B. takes Kt.

18. Kt. takes K. Kt. P
19. Kt. takes Q.

20. Kt. takes R.

BLACK. (Mr.R.)

1. P. to K’s 4th.
2. K. Kt. to B’s 3d.
3. K. B. to Q. B’s 4th.
4, P. to Q’s 3d.
5. Castles.
6. Q. B. to K’s 3d.
7. Q. Kt. to B’s 3d.
8. Q. to K’s 2d.
9. Q. Kt. to Q’s 5th.
10. B. takes Kt.
11. B. to Q. Kt’s 3d.
12, P. to Q’s 4th.t
13. P. to Q. B’s 3d.
14. P. takes K. P,
15. B. takes B.
16. Q. B. to his 5th.
17 Q. to K’s 3d.

8. Q. B. to X’s Tth.
19 B. takes Q,

Black surrenders.

#* White gains a move by this exchange of Pieces.
P. to K. R’s 3d would have been better play.

This is very finely played, and is an example to young players
of the importance of gaining time at chess.
his attack to recover the lost Bishop, the adversary might have suc-
ceeded in dislodging one or other of the Pieces by which he is be-
leaguered, or in bringing his own forces to the rescue, and then have

ultimately retrieved the game.
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Had White paused in
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Gaxe IT.—Between Messrs. Horwitz and Schulten.

E

(Mr. 8.)
’s uh

Q. B’s 4th.
B’s 3d.

Kt. P,

3d

Q. B’s 4th.

K’s 2d.

es P.

to K’s 4th.

iggsﬂ

LB
ESESERWS

al
g

b
(=4
b

-
Pt
o
@
=

SUE

. to Q’s 2d.
K. B’s 3d.
es K. B. P.
her Kt’s 3d.

bk et
39
bl

L
L t b5
ONCOORONOEINONT

E

15.

g

Q. B’s 3d.

9. Kt. takes Kt.
10. B. takes K. B. P. (ch.)*
11. Q. to Kt’s 5th (ch.)
12. Q. takes K. B.
13. P. to K. B’s 4th.
14. B. takes P.

And Black mated by force in three moves.{

GaxEe IIT.—Between Dr. Bledow and Von Bilguer.

waITE. (Dr. B.)
1. P. to K’s 4th.

2. K. B. to Q. B’s 4th.
3. P. to Q’s 3d.

4. K. Kt. to B’s 3d.
5. P. takes P.

6. Q. to her 5th.

7. Kt. takes K. P,
8.

. (ch.)
10. Q. B. to K. Kt’s 5th (ch.)

11. B. takes Q.

12, P. to K. B’s 4th (ch.)
13. Q. B. to K. Kt’s 5th.
14. P. to Q. B’s 3d.

15. K. B. to Q. Kt’s 3d.
16. K. B. to Q. B’s 2d (ch.)
17. K. B. to Q’s sq. (ch.)
18. P. to K. Kt's 4th (ch.)
19. B. to Q. B’s 2d (ch.)
20. Q. B. to K. R’s 4th.
21. Q. B. to K. Kt’s 3d.
22. P. to K. B’s 5th,

23. Kt. to Q’s 2d.

BLACK. (Von B.)
1. P. to K’s 4th.

2. P. to K. B’s 4th.

8. K. Kt. to B’s 3d.

4. P. takes K. P.

5. Kt. takes P.

6. Kt.to Q’s 3d.

7. P. to Q. B’s 3d.

8. Kt. takes Q.

9. K. to his 2d.

12. K. to his B’s 4th.
13. K. B. checks.

14. K. R. to B’s sq.
15. P. to K. R’s 3d.
16. K. to Kt’s 5th.
17. K. to B’s 4th.
18. K. to Kt’s 3d.
19. K. to B’s 2d.
20. K. B. to K’s 2d.
21. P. to Q’s 4th,
22. Kt. to Q’s 2d.
23. K. B. to his 3d.

# Black plays capitally now to the end.
1 It is rarely in actual play one sees so pretty a mate.
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24. Kt to K. B’s 3d.
25. K. to his B’s 2d.
26. K. R.to K’s sq.

27. P.to Q. Kt's 4th.
28. R. takes Kt.#

29. B. to Q. Kt's 8d (ch.)
30. B. to Q’s 6th (ch.)

31. Kt to K’s 5th.
32. P. to K. B’s 6th.}
33. K. to Kt's sq.
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24. R. to K’s 8q. (ch.)
25. Kt. to Q. B’s 4th,
26. Q. B. to Q’s 2d.

27. Kt. to K’s 5th (ch.)
28. P. takes R.

29. K, to B’s sq.

30. B. to K’s 2d.

31. P. to K. Kt’s 4th.t
82. P. to K’s 6th (ch.)

Black resigns.
Gaue IV.—Played between two Amateurs.

‘WHITE.

1. P. to K’s 4th.

2. B. to Q. B’s 4th.
3. Q.to K’s 2d.

4. P.to Q. B’s 3d.
5. P. to K. B’s 4th.
6. P. to K. B’s 5th.
7. P. takes P.

8. B. checks.

9. B. takes B. (ch.)

10. P. to Q’s 4th.

11. K. Kt to R’s 3d.
12. Castles.

13. Kt. to K. B’s 4th,
14. Q. to K. B’s 2d. .
15. Q. to K’s 2d.

16. Kt. takes Q. P.

17. K. to R’s &q.

18. Q. takes K. P.

19. Q. to K. B’s 3d.

20. B. to K. Kt’s 5th.
21. B. to Q’s 2d.

22. Q. Kt. to R’s 3d.
23. Q. Kt. to Q. B’s 4th.
24. Q. Kt. takes P.

25. P. to Q. B’s 4th.
26. K. Kt. to Q. Kt's 6th (ch.)
27. Q. takes P.

BLACK.

1. P. to K’s 4th.

2. P. to Q. B’s 3d.

3. Q. to Q. B’s 2d.

4. K. Kt. to B’s 3d.

5. P. to Q’s 3d.

6. P. to Q’s 4th.

7. P. takes P.

8. B. to Q’s 2d.

9. Q. Kt. takes B,
10. P. to K’s 56th.
11. Castles.

12. B. to Q’s 3d.

13. P. to K. R’s 3d.
14. K. Kt. to bis 5th,
15. P. to K. R’s 4th.
16. B. takes Ka R. P. (oh.)
17. Q. to her 3d.

18. K. R. to K’s 8q.
19. P. to K. Kt’s 3d.
20. P. to K. B’s 3d.
21. P. to K. Kt’s 4th.
22. P. to Q. R’s 4th.
23. Q. to her B’s 3d.
24, Q. to Kt’s 4th.
25. Q. to R’s 5th.

26. Kt. takes Kt.

Mate.

#The terminating moves are admirably played by Dr. Bledow.
1 Itis quite evident that on taking the B., mate would have fol-

lowed next move.
{ Beautifully played.
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QuxeN’s Brsror’'s PawN’s OPENING.
GAME THE FIRST.
WHITE. BLACK.

1LP ’s 4th. 1. P. to K’s 4th.
2. P.to Q. B’s 8d. 2. P. to Q’s 4th (best)
8. K. Kt. to B’s 8d. 8. P. takes K. P.
4. Kt. takes K. P. 4. K. B. to Q's 3d.
5. Kt. to Q. B’s 4th. 5. Q. B. to K’s 8d.
6. P. to Q’s 4th. 6. P. takes P. in passing
7. B. takes P. _
The positions are eqnal.
VARIATION,
Beginning at Black’s 3d move.

WHITE. _ BLACK.
1. P. to K’s 4th 1. P. to K’s 4th.
2. P.t0 Q. B’s 8d 2. P. to Qs 4th (best.)
8. K. Kt. to B’s 3d. 3. K. Kt. to B’s 3d.
4. P. to Q’s 4th. 4. Kt. takes P.
5. Kt. takes P. 5. K. B. to Q’s 3d.
6. K. Kt. to Q's 3d 6. P. to Q. B’s 4th.
7. P. takes P 7. Kt. takes P.
8. Q.B.to K’s 8d 8. Kt. takes Kt. (ch.)
9. B. takes Kt. 9. Q. Kt. to B’s 8d.

10. Castles. 10. Castles.
Neither party has the advantage.
GAME THE SECOND.

WHITE. BLACK.
1. P. to K’s 4th 1. P. to K’s 4th.
2. P. to Q. B’s 3d. 2. K. Kt. to B’s 3d.
8. P. to Q’s 4th. 8. K. Kt. takes K. P.
4. Q. P. takes P. 4. P. to Q's 4th (best)
5. Q. B. to K’s 3d.

The game is quite even.

R
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) GAMES
ILLUSTRATIVE OF THE QUEEN’S BISHOP'S PAWN’S
OPENING.
Gaxe I.—Between Captain Evans and an Amateur.
wHITE. (Capt. E.) BLACK. (Mr. P.)

1, P. to K’s 4th. 1. P. to K’s 4th.

2. P. to Q. B’s 3d. 2. K. Kt. to B’s 3d.

3. P. to Q’s 4th. 8. P. takes P.

4. P. to K’s 5th. 4. Kt. to K’s 5th.

5. Q. to K’s 2d. 5. Kt. to his 4th. °

6. P. takes P. 6. B. te Q. Kt's 5th (ch.)

7. Q. Kt. to B’s 3d. 7. Q. Kt. to B’s 3d.

8. Q. to her 3d. 8. P. to Q’s 4th.

9. P. to K. B’s 4th. 9. Kt. to K’s 5th.
10. K. Kt. to B's 3d. 10. Q. B. to K. B’s 4th.
11. Q. to K’s 8d. 11. Castles.
12, P.to Q. R’s 3d. 12. B. to Q. R’s 4th.
13. P. to Q. Kt’s 4th. 13. B. to Q. Kt’s 3d.
14. Q. B. to Kt's 2d. 14. Q. B. to Kt’s 5th.

5. Q. Kt. to Q. R’s 4th, 15. B. takes K. Kt.
16. Q. Kt. takes B, 16. B. takes K. Kt. P.
17. B. takes B. 17. Q. to K. R’s 5th (ch.)
18. K. to his 2d. " 18. Q. R. P, takes Kt.
19. B. takes Kt. 19. P. takes B.
20. Q. takes P. 20. Q. to Kt’s 5th (ch.)
21. Q. to K. B’s 3d. 21. Q. to K. B’s 4th.
22, Q. R.to Q. B’s &q.. 22. Q. Kt. takes Q. Kt. P,
23. K. R. to K. Kt’s 8q.* 23. Q. Kt. to B’s 3d.
24. K. R. to Kt’s 5th. 24. Q. to her 2d.
25. P. to Q’s 5th. 25. Kt. to K’s 2(!.
26. K. R. takes K. Kt. P. (ch.) 26. K. to R’s
27. Q. to her 3d. 27. Kt. to K. Kt’s 3d.
28. R. takea Kt. 28. Q. R. to K’s sq.
29. K. to B’s 2d.1 29. R. to K’s 3d.
30. R. to K. Kv's 3d. 80. R. to Q’s sq.
31. P. takes R. 81. Q. to K’s 2d.}
82. P. takes P.

Black surrenders.

Gaxg II.—Between Messrs. Cochrane and Staunton.

WHITE. (Mr. 8.) BLACE. (Mr. C.)
1. P. to K’s 4th. 1. P. to K’s 4th.

# Black played ingeniously in offering to give up the Kt. If
White had taken it, he must have been subjected to an embarrassing
attack for some little time.

t+ Had he played on the P. (dis. ch.), he could not take the Q.
until his King was removed.

1 Taking the Q. would have been fatal to him.
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2. P. to Q. B’s 8d.

3. K. Kt. to B’s 3d.

4, K. Kt takes P.

5. P. to Q’s 4th.

6. Q. Kt. to Q’s 2d.

7. Q. Kt. takes K. Kt.
8. Q. B. to K. B’s 4th.
9. Q. B. kes B.

10. K. B. to Q. B’s 4th.
11. K. B. to Q. Kt’s 5th.
12. Castles.

14. Q. B. to K. Kt’s 3d.
15. P. to K. B’s 4th.
16. R. takes P.

17. K. B. to Q. Kt’s 3d.*
18. Q. B. to K. B’s 2d.
19. K. B. takes B.

20. Q. to her 3d.

21. K. R. to K. R’s 8d.
22. Q. to K. B’s 3d.

23. K. R, to his 5th.
24, P. to Q. B’s 4th.
25. P. to Q. Kt’s 3d.
26. Q. R. to K. B’s 8q.
27. P. to Q. R’s 4th.
28. P. to-Q’s 5th.

29. Q. B. takes Q. R. P.1
80. R, takes R.

31, K. to B’s 2d.

82. Q. to her 3d.

33. Q. to K’s 2d.

34, P. to Q’s 6th.

2. P. to Q’s 4th.

3. K. Kt. to B’s 3d.
4. K. Kt. takes P.
5. K. B, to Q’s 3d.

6. Castlés.
7. P. takes Kt.
8. B. takes Kt.
9. Q. Kt. to B’s 3d.
0. Q. B. to K’s 3d.
1. Q. Kt. to K’s 2d.°
12. P. to Q. B’s 3d.
13. Q. Kt. to K. Kt’s 3d.
14. P. to K. B’s 4th.
15. P. takes P. in passing.
16. P. to K. B’s 5th,
17. Q. to her 3d.
18. K. to R’s sq.
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 3d.
24. K. R. to K’s 8q.
25. Q. to K. B’s 3d.
26. Q. R. to K’s 7th.
27. Q. R. to his 7th.
28. Q. R. to his 8th
29. K. R. to K’s 8th.
30. R. takes R. (ch.)

31. Q. to her R’s 8th.}
32. R. to K. Kt’s 8th.
33. Kt. to K’s 2d.

And wins.

Gaxx III.—Between Capt. Evans and M. St. Amant.

wHITE. (Capt. E.)
1. P. to K’s 4th.

to
K. Kt. to Kt’l 5th.g
P. takes P.
K.

Kt. takes K. B. P,

BLACKE. (M. St A.)
1. P. to K’s 4th.

* Bat for this move of resource, Black would evidently have

gained “ the exchange,” at least.

Black

88 now & very menacing position.

%‘ An imgortnnt outlet for his King.

We have here a position almost identical with the leading one

of the ¢ Two Knights’ Game.”
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9. Q. to K. B’s 3d (ch.)
10. Castles.
11. Q. B. to K. Kt’s 5th.
12. P. to K. Kt’s 4th. ,
13. K. B. to Q’s 3d.
14. B. to K. B’s 4th (ch.)
15. P. takes Q. P.
16. P. takes P. (ch.)
17. P. takes B.
18. K. R. to K’s sq. (ch.)
19. R. to K’s 6th (ch.)
20. Q. B. to K’s 3d (ch.)
21. Q. takes K. Kt. (ch.)
22. Q. to her 3d (ch. )
23. Q. to her Kt’s 3d (ch.)
24. R. tukes Kt. (ch.) and wins,
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9. K. to his 3d.
10. Q. Kt. to R’s 4th.
11. Q. to her 3d.
12. Q. to hor 2d.
13. Q. to K. B’s 2d.
14. K. to Q’s 3d.
15. Q. B. takes B.
16. K. takes P.
17. Q. Kt. to B’s 3d.
18. K. to Q’s 3d.
19. K. to Q. B’s 4th.
20. K. Kt. takes B.
21. K. to Kt's 4th.
22. K. to Kt’s 3d.
23. K. to B’s 2d.

Gaxe IV.—Between M. St. Amant and Mr. G. Walker.

waITE. (Mr. W.)
P. to K’s 4th.
P. to Q. B’s 3d.
. P. takes P.
K. Kt. to B’s 3d.
P. to Q. Kt’s 3d.
. K. B. to K’s 2d.
. Kt. to Q’s 4th,
. Kt. takes B,
. Castles.
. Kt. to K. B’s 4th.
P. to Q’s 4th.
. K. R. to K’s 8q.
. Q. Kt. to Q’s 2d.

P. takes P.
). R. to Kt’s sq.
Q. Kt’s 8d.
kes B.
K’s 3d.
Q. B’s 5th.
to K. R’s 3d.
Q R’s 5th.
K. B’s sq.
Q R’s 6th.
K. B’s 3d.
o8 P (ch.)
e (ch.)
Kt. to K. Kt’s 5th.
. B. to K’s 3d.

N
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BLACK. (M. St A.)
1. P. to K’s 4th.

5. Q. B. to K. Kt’s 5th.
6. P. to K’s 5th.
7. B. takes B.
8. Q. Kt. to B’s 3d.
9. Q. Kt. to K’s 4th.
10, Q. to her 3d.
11. P. takes P. in passing.
12. Castles.
13. P. to K B’s 4th,
14. P. to Q. R’s 4th.
‘15. P. takes P.
16. B. to Q’s 5th. .
17. K. Kt. to B’s 3d.
18. K. Kt. to Kt’s 5th.
19. Q. takes Kt.
20. Q. to her 3d.
21. Q. to K. R’s 3d.
22. K. R. to K’s sq.
23. P. to Q’s Tth.
24, Kt. to Q’s 6th.
25. P. takes P.
26. K. R. to K’s 5th,
27. Q. to K’s 3d.
28. R. takes Q
29. R. to K’s 8th.
30. Kt. takes B.

81. R. takes R. (oh.)
32, Kt. to Q, B’s 8th.

And Black wins.

2



CHAPTER IV,
THE KING’S GAMBIT.

THIs opening comprises every variety of the game in
which the first player, after 1. P. to K’s 4th has been
played on both sides, commences the attack by moving

i’ to K. B’s 4th. Should the second player take this
Pawn with his King’s Pawn, he is sau? to accept the
gambit. '

This gambit has many modifications, the names appro-
priated to which will be found in their proper places in
the following pages

Tee King’s GAMBIT PROPER, OB KiINa’s KNIGHT's

GAMBIT.
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 3d. 8. P. to K. Kt’s 4th.
4. K. B. to Q. B’s 4th 4. B.to K. Kt's 2d (best).
5. P. to Q’s 4th. 5. P.to Qs 8d.
6. P. to Q. B’s 8d. 6. P.to K.Kts 5th(best)
7. Kt. to his sq 7. Q. to K. R’s 5th (ch.)
8. K. to B’s sq. 8. K. B. to K. R’s 3d.
9. Q. to her Kt.’s 3d. 9. Q. to K. R’s 4th.

‘You can bring no Piece into action with advantage,
while the field is all before him where to choose.
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GAME THE SECOND.

WHITE. BLACK.

1. P. to K’s 4th. 1. P. to K’s 4th.

2. P. to K. B’s 4th. 2. P. takes P.

3. K. Kt. to B’s 3d. 3. P. to K. Kt's 4th.
4. K.B.t0 Q. B's 4th. 4. B.to K. Kt’s 2d.
5. P. to K. R’s 4th. 5. P.to KR’s3d(best)
6. P. to Q's 4th. 6. P. to Q's 8d.

7. P. to Q B’s 3d. 7. P. to K. Kt’s 5th.
8. Q. B. takes P. 8. P. takes Kt.

9. Q. takes P. 9. Q. B. to K’s 3d.
10. Q. Kt. to Q’s 2d. 10. K. Kt. toK’s 2d. |
11. P. to K. R’s 5th. 11. B. takes
12. Kt. takes B. 12. P. to Q. Kt’s 4th.
13. Kt. to K’s 8d. 18. Q. Kt. to B’s 8d.
You have no adequate compensation for the Piece yon

are minus.
Variariox I
Beginning at White's Tth move.

: WHITE. BLACK.

1. P. to K’s 4th. 1. P. to K’s 4th.

2. P. to K. B's 4th. 2. P. takes P.

3. K. Kt. to B’s 3d. 3. P. to K. Kt's 4th.
4. K. B.to Q. B's4th. 4. B. to K. Kt’s 2d.
5. P. to K. R’s 4th. 5. P. to K. R’s 3d.
6. P. to Q's 4th. 6. P.to Q's 3d.

7. Q. Kt. to B’s 3d. 7. P. 0 Q. B’s 3d.
8. P. takes K. Kt. P. . 8. P. takes P.

9. R. takes R. - 9. B. takes R.

10. K. Kt. to K’s 5th. 10. P. takes Kt.

11. Q. to K. R’s 5th. 11. Q. to K. B’s 8d.
12. P. takes K. P. 12. Q. to K. Kt’s 2d.
13. P. to K’s 6th. 13. B. takes P. (best)
14. B. takes 14. K. Kt. to B’s 3d.

15

16.

B.
B. takes K. B. P. (ch.) 15. K. to his 2d.
Q. to K. Kt's 6th. ~ 16. Q. takes B.

The advantage is all on Black’s side.
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GAME THE THIRD.

WHITE.
P. to K’s 4th.
P."to, K. B’s 4th.
K. Kt. tq.B’s 3d.
. B. to Q. B’s 4th.
. Castles. .
. P.to Qs 4th. *
. P. to Q. B’s 3d.
B. takes B.
Q. to her Kt’s 3d.
.P. to K. R’s 4th.
Kt. to K. R’s 2d.

HOLOND OO

bd

© 00 =1 > or i 09 10
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BLACK.
to K’s 4th.
takes P.
to K. Kt’s 4th.
to Q. Kt’s 2d.
to Q's 3d (best)

B. to K’s 3d.
takes B.

to her B’s sq.

. to K. Kt’s 5th.
. to K. Kt’s 6th.

10.
11.

. "He has a Pawn more and a strong position.

d .

_GAMES
ILLUSTRATIVE OF THE FOREGOING ANALYSES.

Gaxe I.—Between V. H. der Laza and Dr. l}ledow-. .
ware. (V.H.d. L)

K’s 4th.

K. B’s 4th.

t. to B’s 3d.
to Q. B’s 4th.
’s 4th,

to B’s 3.
K s 5th,
t. to K’s 4th.
10. K’s 2d.1
11, Kt. to Q’s 6th (ch.)
12, P. takes B. (disc. ch.) -
13. Kt. to K’s 5th.
14. P. to Q. B’s 8d.
15. Q. to K’s 4th.
16. Q. takes R.

SRR

%Swmss

COPNIM PO
'O

oowp
oNSN

BLACK. (Dr. B.)
. to K’s 4th,

es P.

K. Kt’s 4th.

ﬁ

her Kt’s 5th.
. to his sq.
toK Kv's 5th.
ll B takes Kt. -~ -
12. K. to Q’s 8q.

13. R. to R’s 2d.

14. P. to K. B’s 6th.
15, K. Kt. to B’s 3d.
16. Kt. takes Q.

SOPTaT -
wwowﬁpgwww
ussssys

bed

And White gave checkmate in six moves.

to K. R's:3¢.. .

# The proper move is 5. P. to Q’s 3d.
1 T.hil little game is excellently played by White.
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Gaxe II.—Between V. H. der Laza and Mr. H. of Berlin.

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 3d. 3. P. to K. Kt’s 4th,
4. K. B. to Q. B’s 4th. 4. B. to K. Kt's 2d.
5. Castles. 5. P. to K. R’s 3d.
6. P. to Q’s 4th. 6. P. to Q’s 3d.
7. P. to Q. B’s 3d. 7. P. to Q. B’s 3d.
8. Q. to her Kt’s 3d.* 8. Q. to K’s 2d.
9. P. to K. Kt’s 3d. 9. P. to K. Kt’s 5th,
10. Q. B. takes P. 10. P. takes Kt.
11. R. takes P. 11. Q. B. to K’s 3d.
12. P. to Q’s 5th. 12. Q. B. to K. Kt’s bth.
13. P. takes Q. B. P. 13. B. takes R.
14. P. takes Kt. P. 14. Q. takes K. P,
15. P. takes R. (becommg a Q) 15. Q. takes Q.
16. B. takes K. B. P, (ch.) 16. K. to B’s &q.
17. B. takes Kt. 17. R. takes B.
18. B. takes Q. P. (ch.) 18. K. to K’s 8q.

White mates in three moves.}

Gaue III.—Between Mr. Popert and an eminent Polish

player.
wHITE. (Mr. Z.) BLACK. (Mr. P.)

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 3d. 3. P. to K. Kt’s 4th.

4, B. to Q. B’s 4th. 4. B. to Q. Kt's 2d.

5. P. to Q’s 4th. 5. P. to Q’s 3d.

6. Castles. 6. P. to K. R’s 3d

7. P. to K. Kt’s 3d. 7. P. to K’s Kt’s 5th,

8. K. Kt. to R’s 4th. 8. P. to K. B’s 6th,

9. Q. B. to K’s 3d. 9. Q. Kt. to B’s 3d.
10. P. to Q. B’s 3d. 10. K. B. to B’s 3d.
11. K. Kt. to K. B’s 5th, 11. Q. B. takes Kt.
12. P. takes B. 12. K. Kt. to K’s 2d.
13. Q. to her Kt’s 3d. . 13. P. to Q’s 4th.

14. K. B. to Q’s 3d. 14. Q. to her 2d.
15. Q. to her B’s 2d. 15. P. to K. R’s 4th.
16. Kt. to Q’s 2d. 16. P. to K. R’s 5th.
17. Q. B. to K. B’s 4th. 17. Castles on Q’s side.
18. P. to Q. R’s 4th. 18, P. takes K. Kt. P.
19. Q. B. takes K. Kt’s P. 19. K. R. to his 4th.

[ ]

* Having now your Q. P. protected, and an opening for your
Queen, you can advantageously advance the K. Kt's P., and sacrifice
your Kt., a8 in the Muzio Gambit.

A brilliant and amusing little skirmish.
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20. P. to Q. Kt’s 4th. 20. K. Kt. takes K. B. P.
21. B. takes Kt. 21. Q. takes B.
22. Q. to her Kt’s 2d. 22. B. to K. R’s 5th.
23. B. takes B. 23. R. takes B.
24. P. to Q. R’s 5th. 24. R. takes K. R. P.
. K.

takes R.
Black mates in three moves.

Tae CUNNINGHAM GAMBIT.
GAME THE FIRST.

WHITE. - BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. P. to K. B’s 4th. 2. P. takes P.
3. K. Kt. to B’s 3d. 3. K. B. to K’s 2d.
Black’s 3d move commences the variation known as
the ¢ Curningham Gambit.”
4. K. B. to Q. B’s 4th. 4. B. to R’s 5th (ch.)
5. K. to B’s sq. 5. K. B. to his 3d.
6. P. to K’s 5th. 6. B. to K’s 2d.
7. P. to Q’s 4th. 7. P. to Q’s 4th.
8. K. B. to K’s 2d. 8. P. to K. Kt’s 4th
9. P. to K. R’s 4th. 9. P. to K. Kt’s 5th
10. K. Kt to K. Rs2d. 10. P. to K. R’s 4th
11. Q. B. takes P. 11. K. B. takes K. B. P
12. P. to K. Kt’s 8d. 12. B. to K. Kt’s 4th
13. Kt. takes K. Kt. P.
You must win.
GAME THE SECOND.
WHITE. BLACK.
. P. to K’s 4th 1. P. to K’s 4th.
. P. to K. B’s 4th 2. P. takes P.
. K. Kt. to B’s 8d. 8. B. to K’s 2d.
. K. B. to Q. B’s 4th. 4. B. te K. R’s5th(cb)
P. to K. Kt’s 3d. 5. P. takes P
. Castles. 6. P. takes P (ch.)
K. to R’s 8q. 7. K. B. to his 3d.
K. Kt. to K’s bth. 8. B. takes Kt. (best)
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Q. to K. R’s 5th. 9. Q to K’s 2d (best)
R. takes K. B. P. 10. Q. to her B’s 4th.
R. to)K B’s 8th (dble. 11. K. to his 2d.
ch
P. to Q’s 4th. 12. Q. takes P. (best)
Q. B. checks. . 13. K. Yo Q's 3d (best)
Q. Kt. to Q’s 2d. 14. K. Kt. to B’s 3d.
Q. to K. B’s Tth. 15. Kt. takes K. P.
Q. B. to K’s 3d. 16. K. Kt. to his 6th (ch.)
K. to Kt’s 2d. - 17. Q. takes B
Q. to'her 5th (ch.) 18. K. to his 2d.
Q. to K. B’s Tth (ch.) 19. K. to Qs 3d.
Drawn game.
'VARIATION,
Beginning at Black’s Tth move.
WHITE. BLACK.
7. P. to Q’s 4th.
. B. takes P. 8. K. Kt. to B’s 3d.
. B. takes K. B. P. (ch.) 9. K. takes B.
Kt. takes K. B. 10. K. R. to B’s sq.
P. to Q’s 4th. 11. K. to Kt.’s 8
Q. B. to K. Kt’s5th. 12. K. Kt. takequ. P
B. takes Q. 13. R. takes R. (ch.)
. Q. takes R. - 14. Kt. to his 6t s::h)
K. takes P. 15. Kt. takes Q. (ch.)
He has the better game.
ANOTHER VARIATION.
WHITE. BLACK.
7. B. to K’s 2d.
. B. takes B. P. (ch.) 8. K. takes B.
. Kt. to K’s 5th. (dble. 9. K. to his 3d (best)
ch.
Q. to)K Kt’s 4th (ch.) 10. K. takes Kt.
Q. to K. B's5th (ch.) 11. K. to Q’s 3d.
Q. to her 5th. .

And wins.
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GAME
ILLUSTRATIVE OF THE CUNNINGHAM GAMBIT.
Between two members of the Berlin Chess Club.

warre. (V. H.d. L.) BLACK. (M.J.)
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 3d. 3. K.B.to K's2d.
4. K. B. to Q. B’s 4th. 4. B. to K. R’s 5th (¢ch.)
5. P. to K. Kt's 3d.* 5. P. takes P.
6. Castles. 6. P. takes P. (ch.)
7. K. to R’s sq. 7. K. B. to B’z 3d.
8. Kt. to K’s 5th. 8. B. takes Kt.
9. Q.to K. R’s 5tﬁ. 9. Q. to K’s 2d.
10. R. takes K. B. P. 10. Q. to her B’s 4th.
11. R. to K. B’s 8th (db]o ch.) 11. K. to his 2d.
12. P. to Q’s 4th 12. Q. takes P.
13. B. to K. K ’s 5th (ch.) . 13. K. Kt. to B’s 3d.1
14. B. takes Kt. (ch.) 14. P. takes B.
15. Q. to K. B’s Tth (ch ) 15. K. to Q’s 3d.
16. Q. Kt. to B’s 3d. 6. R. takes R.
17. Q. takes R. (ch.) 17. K. to B’s 3d.
18. Q. to her Kt’s 4th. 18. P. to Q’s 4th.
19. B. to Kt’s 5th (ch.) 19. K. to Kt’s 3d.
20. Kt. mates.

THE SALVIO GAMBIT.
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 8d. 8. P. to K. Kt’s 4th.
4. K.B.t0 Q. B’s 4th. 4. P. to K. Kt’s 5th.
5. Kt. to K’s 5th. 5. Q. to K. R’s 5th (ch.)
6. K. to B's sq. 6. K. Kt. to B’s 3d.
q ;t is this move of Black that constitutes the Salvio
efen

ce.
7. Q. to K’s 8q. (best) 7. Q. takes Q. (ch., best)
8. K. takes Q. 8. Kt. takes K. P.
9. BtakesKBP(ch) 9. K. to his 2d (best).

# The correct reply’is 5. K. to B’s sq.
The best move.
K. to Q’s 3d is the proper play.

|
|
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10. B. to K. R’s 5th. 10. P. to K. Kt's 6th.
11. P. to K. R’s 8d. 11. P. to Q’s 3d.

12. K. Kt. to Q’s 8d. 12. K. B. to R’s 3d.
13. Q. Kt. to B’s 3d. 13. Kt. takes Kt.

14. Q. P. takes Kt. 14. R. to K. B’s &q.
15. R. to K. B’s sq. 15. Q. B. to K. B’s 4th.
16. Kt. takes P. 16. B. takes Kt.

17. B. takes B. 17. K. R. to K. Kt’s sq.
18. B. takes Q. P. (ch.) 18. P. takes B.

19. R. takes B. 19. K. R. to Kt’s 2d.

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’s 4th. 2. P. takes P.
3. K.Kt. to B’s 3d. 3. P. to K. Kt’s 4th.
4. B. to Q. B’s 4th. 4. P. to K. Kt’s 5th.
5. Kt. to K’s 5th. 5. Q. to K. R’s 5th (ch)
6. K. to B’s 6. K. Kt. to R’s 3d.
7. P.toQs 4 7. P. to K. B’s 6th
8. P. takes P. 8. P. to Qs 3d.
9. Kt. to Q’s 3d. 9. K. Kt. P. takes P.
10. K. Kt. to K. B's2d. 10. Q. B. to K. R’s 6th
: ch.)
11. Kt. takes B. . 11. (S takes Kt. (ch.)
12. K. to B’s 2d. 12. Q. to Kt’s Tth (ch.)
13. K. to his 3d. 13. Kt. to his 5th (e (hh)
14. K. to B’s 4th. 14. B. to R’s 3d (ch.)
And he mates you in two moves.
VARIATION,
Beginning from White's 8th move.
WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. P. to K. B’s 4th. 2. P. takes P.
3. K. Kt. to B’s 3d. 3. P. to K. Kt’s 4th.

10
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B. to Q. B’s 4th.
Kt. to K’s bth.
to

B takes K Kt.
Kt. to Qs 3d.
K. to B’s 2d.
K. to B’s sq.

12.

13.

P. to K. Kt’s 5th.

Q. to K. R’s 5th (ch.)
K. Kt. to R’s 3d.

o K. B’s 6th.
takes P. (ch.)
to Q’s 3d.

takes B.

. Q. to R’s 6th (ch )
Q. to K’s 6th (eh.)
P. to Kt’s 6th.

[~

He has a fine attack.

THE CoCHRANE GAMBIT.
GAME THE FIRST.

WHITE.
P. to K’s 4th.
P. to K. B’s 4th.
K. Kt. to B’s 3d.
B. to Q. B's 4th.
Kt. to K’s 5th.
K. to B’s sq.

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.
5. Q. toK R’s 5th (ch.)
6. P. to K. B’s 6th.

In the gewous Gambit you will remember Salvie ad-

vances t

moved to B’s 3d, or R’s 3d sq.

7.

8.

9.
10.
11.
12.
13.
14.
15.

P. to Qs 4th (best)

K. takes P.

K. to Kt's sq.

Q. to her 3d.

P. takes Q.

B. takes Kt.

Kt. takes K. B. P.
K. to Kt’s 2d.

R. to B’s 5q.

7.

8.

9.
10.
11.
12.
13.
14.
15.

is P. one move later, that is, after his K. Kt. is

P. takes K. Kt. P.
(ch., best.)

Q. to R’s 6th.(ch.)

K. Kt. to R’s 3d.

Q. takes Q.

P. to Q’s 3d.

B. takes B.

B. to K’s 6th (ch.)
R. to B’s sq.

B. takes Q. P.

He ought to win.

?
|
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GAME THE SECOND.

WHITE. . BLACK.
P. to K’s 4th. 1. P. to K’s 4th.
P. to K. B’s 4th. 2. P. takes P. .
K. Kt. to B’s 8d. 3. P. to K. Kt’s 4th.
B. to Q. B’s 4th. 4. P. to K. Kt’s 5th.
. Kt. to K’s 5th. 5. Q. to K. R’s 5th (ch.)
. K. toB’s 6. P. to K. B’s 6th.
.BtakesKBP(ch) 7. K. to his 2d.
. P. takes P. 8. P. to Q's 3d.
. B. takes Kt. 9. P. takes Kt
. B. to Q. B’s 4th. 10. P. takes
. Q. takes P. 11. B. to K. R’s 6th (ch.)
. K. to Kt's sq. 12. Q. to K’s 8th (ch.
. B. to B’s sq. 13. R. checks.
And wips.
GAME THE THIRD.
WHITE. BLACK.
P. to K’s 4th. 1. P. to K’s 4th.
P. to K. B’s 4th. 2. P. takes P.
K. Kt. to B’s 3d. 3. P. to K. Kt’s 4th.
B. to Q. B’s 4th. 4. P. to K. Kt’s 5th.
Kt. to K’s 5th. 6. Q. to K. R’s 5th (ch.)
K. to B’s sq. 6. P. to K. B’s 6th.
P. to K. Kt’s 3d. " 7. Q. to R’s 6th (ch.)
K. to B’s 2d (best) 8. K. Kt. to B’s 8d.
P. to Q's 8d. 9. P. to Qs 3d.
. Kt. takes K. B. P. 10. P. to Q’s 4th.
Kt. takes R. 11. Q. to Kt’s 7th (ch.)
K. to his 3d. 12. Q. Kt. to B’s 8d.
. Kt. to B’s Tth. 13. K. takes Kt.
. B. takes Q. P. (ch.) 14. Kt. takes B.
. P. takes Kt. 15. B. to K. R’s 3d (ch.)

And then P. to K. B’s 7th, winning.
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Variation I.
Beginning at W hite’s 9th move.

" WHITE. BLACK.
K. to his 3d. 9. B. to K. R’s 3d (ch.)
K. to Q’s 8d. 10. P. to Q’s 3d.
Kt. takes K. B. P. 11. P. to Qs 4th.
B. takes Q. P. 12. Kt. takes B.
Kt. takes B. 13. Kt. to Q. Kt’s 5th (ch )
K. to B’s 4th. 14. Q. takes Kt.
K. takes Kt. . 15. Q. Kt. to R’s 3d (ch.)
K. to B’s 3d. 16. Q. to her B’s 3d (ch )
K. to Q’s 3d. 17. Kt. to his 6th
K. to K’s 3d. 18. Kt. takes Q. B (ch.)

Black must win.
Variation IIL
Beginning at White’s 9th move.
WHITE. BLACK.

. Q. Kt. to B’s 8d. 9. Q. to Kt’s Tth (ch.)
K. to his 3d. 10. B. to K. R’s 3d (ch.)
K. to Q’s 8d. 11. Q. Kt. to B’s 3d.

Kt. takes K. B. P. 12. Q. Kt. to his 5th (ch.)
K. to Q’s 4th. 13. Q. to B’s Tth (ch. )
K. to his 5th. 14. P. to Q’s 8d (¢h.)
K. takes Kt. 15. Q. to her 5th (ch.)
And Black wins.
GAME THE FOURTH.

WHITE. BLACK.
P. to K’s 4th. 1. P. to K’s 4th.
P. to K. B’s 4th. 2. P. takes P.
K. Kt. to B’s 3d. 3. P. to K. Kt’s 4th.
B. to Q. B’s 4th. 4. P. to K. Kt’s 5th.
Kt. to K’s 5th. 5. Q. to K. R’s 5th (ch.)
. K. to B’s sq. 6. P. to K. B’s 6th.
. K. Kt. P. takes P. 7. K. Kt. to B’s 8d.
P. to Q’s 4th. 8. P. to Q’s 3d.
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9. Kt. takes K. Kt. P. 9. Q. to R’s Gth (ch.)

10. K. to his sq. 10. Kt. takes Kt.

11. P. takes Kt. . 11. B. to K’s 2d.

12. R. to B’s sq. 12. B. checks.

13. K. to Q’s 2d. 13. Q. B. takes P.

14. B. to K’s 2d. 14. K. B. to Kt’s 4th (ch.)
15. K. to his sq. 15. Q. to R’s 5th (ch.)
16. R. to K. B's 2d. 16. K. B. takes Q. B.

17: Q. takes B. 17. Q. B. takes K. B.

18. K. takes B. 18. Q. takes K. P. (ch.)
19. Q. to K’s 8d. 19. Q. takes Q. (ch.

He has a Pawn more and no inferiority of position.

Variarion I.
Beginning at White’s 8th move.
8. B.takes K. B. P. (ch.) 8. K. to his 2d.

9. B. to Q. B’s 4th. 9. P. to Qs 3d.
10. Kt. to Q’s 3d. 10. P. takes P.
11. Kt. to K. B’s 2d. 11. Q B to K. R’s 6th
12. Kt. takes B. 12. takes Kt. (Ph)
13. K. to his sq. 13. Kt takes K.

His attack is irresistible.

Variarion II.
Beginning at White’s 8th move.

WHITE. BLACK.
8. Kit. takes K. Kt. P. 8. Kt. takes Kit.
9. P. takes Kt. 9. Q. to R’s 6th (ch.)
10. K. to his sq. 10. P. to Q’s 4th.
11. B. to K’s 2d. 11. Q. to R’s 5th (ch.)
12. K. to B’s sq. 12. P. to K. R’s 4th.

He has an excellent game.

Variarion III.

Beginning at W hite’s 8th move.
WHITE. BLACK.
8. Q. to K’s 2d. 8. P. to Q's 3d.
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9. Kt. takes K. B. P. 9. P. takes P.

10. Q. to K. B's 2d. 10. Q. B. to R’s 6th (ch.)
12. K. to his sq. 12. Q. takes K. P. (ch.)
13. K. to Qs 8q. 13. Q. takes B.

He must win.

Variarion IV,
Beginning at W hite’s 8th move.
WHITE. BLACK.

" 8. P.to K. R’s 3d. 8. P. takes K. R. P.

9. Q. to K’s 8q. 9. Q. to K. Kt’s 4th..
10. Kt. to his 4th. 10. Kt. takes Kt.
11. P. takes Kt. 11. Q. takes P.
12. Q. to K’s 2d. 12. P. to K. R’s 4th.
13. Q. Kt. to B’s 3d. 13. R. to K. Kt's 8q.
14. K. to his sq. 14. B. to K’s 2d.
15. Kt. to Q s?,th 15. Q. to R’s 5th (ch.)
16. K. to Q’s sq. 16.PtoQB’3
17. Kt. toQ. B’s Tth (ch.) 17. K. to Q’s

18. Kt. takes Q. R. 18. Pton-’lth
19. Q. o K’s sq. 19. P. takes B.

And wins.

An attentive consideration of the foreoomg examples
will lead you to the conclusion, I think, that the Salvio
defence, or that of Cochrane, which varies from it in the
transposition of Black’s 6th and 7th moves, is a safe and
trustworthy method of opposing the King’s Gambit, and
that the danger to be apprehended by the second player, in
advancing his Pawn to K. Kt’s 5th on the 4th move, is
not that his opponent should play the Kt. to K’s 5th, and
admit of the Salvio or Cochrane defence, but that he
should leave his Kt. to be taken, and adopt the powerful
and almost irresistible attack of the Muzio Gambit.
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ILLUSTRATING THE SALVIO AND COCHRANE GAMBITS.
Gaxe I.—Between V. H. der Laza and H——d of Berlin.

WHITE. (Mr H.) BLACK. (V. H.d. L.)
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 3d. 3. P. to K. Kt’s 4th.
4. K. B. to Q. B’s 4th, 4. P. to K. Kt’s 5th.
5. Kt. to K’s 5th. 5. Q. to R’s 5th (ch.)
6. K. to B’s 8q. 6. K. Kt. to R’s 3d.
7. P. to Q’s 4th. 7. P. to K. B’s 6th.
8. P. to K. Kt’s 3d. 8. Q. to R’s 6th (ch.)
9. K. to B’s 2d. 9. Q. to K. Kt’s Tth (ch.)
10. K. to his 3d. 10. P. to K. B’s 3d.
11. Kt. to Q’s 3d. 11. K. Kt. to B’s 2d.
12. Kt. to K. B’s 4th, 12. K. B. to K. R’s 3d.
13. K. to Q’s 3d. 13. B. takes Kt.
14. Q. B. takes B. 14. P. to Q. B’s 3d.
15. Q. Kt. to B’s 3d. 15. Castles.
16. Q. B. to Q’s 6th. 16. P.to Q. Kt’s 4th.
17. B. takes Kt. (ch.) 17. R. takes B.
18. P. to K. R’s 3d. 18. P. to Q. Kt’s 5th.
19, B. takes Q. Kt. P. 19. Q. B. to R’s 3d (ch.!
20. K. to his 3d. 20. Q. takes K. Kt. P.
21. Q. to K. Kt’s &q. 21. Q. to her B’s 2d.
22. Q. takes P. (ch.) 22. R. to K. Kvt’s 2d.
23. Q. takes doubled P., and wins.
Gaxe II.—From Mr, Cochrane’s Treatise.
WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. P. to K. B’s 4th. 2. P. takes P.
3. K. Kt. to B’s 8d. 3. P. to K. Kt’s 4th.
4. K. B. to Q. B’s 4th. 4. P. to Kt's 5th.
5. Kt. to K’s 5th. 5. Q. checks.
6. K. to B’s sq. 6. P. to K. B’s 6th.
7. Q. to K’s eq. 7. P. takes P. (ch.)
8. K. takes P. 8. Q. to K. R’s 6th (cb.)
9. K. to his B’s 2d. 9. K. B. to Kt’s 2d.
10. P. to Q’s 4th. 10. P. to Q’s 3d.
11. B. takes B. P. (ch.) 11, K. to his 2d.
12. B. takes K. Kt. 12. R. takes B.

13. K. Kt. to Q. B’s 4th,
14, K. to Kt’s s8q.

15. B, to K’s 3d.

16. P. to K. R’s 3d.

17. K. R. to his 2d.

18. Q. Kt. to Q’s 2d.

19. Kt. takes Q.

13. Q. to K. B’s6th(ch.)
14. B. takes Q. P. (ch.)
15. P. to K. Kt’s 6th.

16. P. to Kt’s 7th.

17. Q. B. takes K. R. P.
18. Q. to K. B’s 8th (ch.)
19. P. takes Kt.

Becoming a Q., giving oheok, double check, and mate.
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Tae Mvuzio GAMBIT.

IN the two defences to the King's Gambit by Salvio
and Cochrane just examined, when the second player for
his fourth move advances his P. to K. Kt’s 5th, attack-
ing the Knight, White replies by moving his Knight to
King’s 5th, subjecting himself, as was shown, to a counter-
attack, from which escape without loss is difficult if not
impracticable. From this circumstance, apparently,
originated the conception of the ¢ Muzio Gambit,” where-
in the first player instead of removing theattacked Knight
boldly abandons him, and by castling is enabled to bring
an almost overwhelming array of forces to the immediate
assault of the adverse King.

GAME THE FIRST.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. P. to K. B’s 4th. 2. P. takes P.
3. K. Kt. to B’s 3d. 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. (best) 6. Q. to K. B’s 3d (best)
7. P. to K’s 5t 7. Q. takes K
8. P. to Qs 3d. 8. K. B. to K. R’s3d
9. Q. B. to Qs 2d. 9. K. Kt. to K’s 2d.
10. Q. Kt. to B’s 3d. 10. Q. Kt. to B’s 3d.
11. Q. R. to K’s sq. 11. Q. to B’s 4th (ch.)
12. K. to R’s sq. 12. Q. Kt. to Q’s 5th,
18. R. takes Kt. (ch.) 13. K. takes R.
14. Kt. to Q’s 5th (ch.) 14. K. to Qs &q.
15. Q. to K. R's § 15. Q. to K. B’s
16. Q. to K. R’s 4th (ch.) 16. P. to B’s 3d.
17. Q. B. takes P. 17. B. takes B.
18. R. takes B. 18. Kt. to Q. B’s 8d.
19.Rt.akesKBP 19. Q. to K’s sq.
20. R. to B’s 8th (dis. ch) 20. Kt. to K’s 2d.
21. Q. takes Kt.

Mate.

. o A . . - e
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GAME THE SECOND.
Varying from the preceding at Black’s 10th move.

. WHITE.
1. P. to K’s 4th. 1
2. P. to K..B’s 4th. 2.
8. K. Kt. to B’s 8d. 3.
4. K. B. to Q. B’s 4th. 4,
5. Castles. 5.
6. Q. takes P. ﬂ’?est) 6.
7. P. to K’s 5t L7
8. P. to Q’s 3d. 3.
9. Q. B. to Q’s 2d. 9.
10. Q. Kt. to B’s 3d. 10.
11. Q. R. to K’s sq. 11.
12. K. to R’s sq. 12.
13. Q. to K. R’s 5th. 13.
14. B. takes Q. P. 14.
15. Kt. takes Q. P. 15.
16. Q. B. to his 3d. 16.

17. R. takes Kt. (ch.) 17.

18. R. to K’s 8th (ch.)  18.
19. Kt. to K. B’s 6th (ch.) 19.
20. Q. to her B’s 5th (ch.) 20.
21. R. to K’s 8q 21
22. Kt. to Q’s 7th ch.)

23. Q. takes Kt. (ch.) 23.
24. Q. takes B. 24.

25. Q. takes Q. Kt. P.

BLACK.

. P. to K’s 4th.

P. takes P.

P. to K. Kt's 4th.

P. to K. Kt’s 5th.

P. takes Kt.

Q. to K. B's 3d (best)

. Q. takes K. P.

K. B. to K. R’s 3d.
. Kt. to K’s 2d.

. to Q. B’s 3d.

. to her B’s 4th (ch.)
. to Q’s 4th.
. to
. tal

o

her 3d.
kes B.
. Kt. to B’s 3d.
. to K. Kt’s 3d.
K. to B's 8q.
K. takes R.
K. to B’s sq.
Kt. to K’s 2d Sbest)
Q. B to K’s 8
2. Q. B. takes Kt.
K. to Kt’s &q.
Q. R. to K. B’s sq.

OO"UO"UO"UN

And the game is about even.
I think the attack, in a majority of the variations which
arise in this game, may be strengthened by your inter-
posing the K. R. at move 12, instead of retreating the K.

VARIATION.

Beginning at Black’s 19th move.

WHITE.

19.
20. Q. to her 5th (ch.)  20.

BLACK.
K. to Q's sq.
K. to Q. B’s 2d.
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21. B. to K’s 5th (ch.)  21. Kt. takes B. .

22. Q. takes Kt. (ch.) 22. K. to B’s 3d (best)
23. Q. to her 5th (ch.) 23. K. to Ktis 3d.

24. Q. to her 6th (ch.) 24. K. to R’s 4th.

25. Q. to her B’s 5th (ch.) 25. K. to R’s 3d.

26. Q. to B’s 4th (ch.) - 26. P. to Q. Kt's 4th.
27. Q. to B’s 6th (ch.) 27. K. to R’s 4th.

28. P. to Q. R’s 4th.

And he cannot possibly save the game.

GAME THE THIRD.
Varying from the former at White's 8tk move.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. P. to K. B’s 4th. 2. P. takes P.
3. K. Kt. to B’s 3d. 3. P. to K. Kt’s 4th.
4. K. B.to Q. B's4th. 4. P. to K. Kt’s 5th.
5. Castles. 5. P. takes Kt.
6. Q. takes P. gbest) 6. Q. to K. B’s 3d (best)
7. P. to K’s 5th. 7. Q. takes K. P.
8. P. to Q. Kt's 3d. 8. Q. takes R. (best)
9. Q. Kt. to B’s 3d. 9. K.B.t0Q.B’s4th(ch.)
10. K. to R’s8q. 10. K. Ki. to K’s 2d.
11. P. to Q’s 4th. 11. B. takes Q. P.
12. B. takes K. B. P. (ch.) 12. K. to Q’s sq.
13. B. to Q's 2d. 13. Q. takes R. (ch.)
14. Q. takes Q. 14. R. to K. B’s sq.
15. Q. takes P. 15. B. takes Kt.
16. B. takes B. 16. P. to Q's 3d.

" Black has the advantage.

GAME THE FOURTH.
WHITE. BLACK.

1. P. to K’s 4th. 1. P. to K’s 4th.
2. P. to K. B’s 4th. 2. P. takes P.
3. K. Kt. to B’s 3d. 3. P. to K. Kt’s 4th.
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B. to Q. B’s 4th.
Castles.

Q. takes P.

P. to Q’s 4th.

Q. Kt. to B’s 3d.
Q. to K. R’s 5th.

. Q. B. takes P.
11.
12.
13.

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

PRI T

10.
11.
12.

P. to K. Kt’s 5th.
P. takes Kt.

K. B. to K. R’s 3d.

Q. Kt. to B’s 3d.
Kt. takes Q. P.
Q. Kt. to K’s 3d.
B. takes B.

Q. to K’s 2d.

Q. P. takes B.

You must win. *

Variation I.
Beginning at Black’s 6th move.

WHITE.

REOOTOQRARTT
14
o

9.

01D D 2910
wwwwwww

BLACK.
P. to K’s 4th.

.t
. takes Kt. .
t

Q. to K’s 2d.

. takes K. B. P. (ch.) 10. K. to Qs sq.

. to K’s 5th.

With a capital opening.

Variarion IL
Beginning at Black’s 6tk mave.

WHITE.
P. to K’s 4th.

P. to K. B’s 4th.
K. Kt. to B’s 3d.
K. B. to Q. B’s 4th.
Castle: s
Q. ta

P. to s 4th

BLACK.

1. P. to K’s 4th.

2. P. takes P.

3. P. to K. Kt’s 4th.
4.
5
6.
7.

P. to K. Kt’s 5th.

. P. takes Kt.

Q. to K’s 2d.
Q. Kt. to B’s 3d.
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8. Q. takes P. 8. Kt. takes Q. P.

9. B. takes KBP(ch) 9. K. to Q’s 8q.
10. Q. Kt. to Bs 3d. 10. K. Kt. to R’s 3d.
11. Q. B. to K’s 3d. 11. Q. Kt. to K’s 3d.
12. K. B. takes Kt. 12. Q. takes B.
13. Q. Kt. to Q’s 5th. 13. P. to Qs 3d.
14. Q. to K. R’s 4th (ch.)
You ought to win
GAME THE FIFTH.
Koce AND GHULAM KaAssiM’s ATTACK.
WHITE. BLACK.

1. P. to K’s 4th. 1. P. to K’s 4th.

2. P. to K. B's4th. =~ 2. P. takes P.

8. K. Kt. to B’s 3d. 3. P. to K. Kt’s 4th.
4. K. B. to Q. B’s 4th. 4. P. to K. Kt’s 5th.

5. P. to Q’s 4th. 5. P. takes Kt.

White’s 5th move characterizes the game known as

¢ Koch and Ghulam Kassim’s Attack.”

6. Q. takes P. 6. P. to Q’s 4th.

7. K. B. takes Q. P 7. PtoQ B’s 3d

8. B. to Q. Kt’s 3d 8. Q. takes Q. P.

9. Q. B. takes.P. 9. K. Kt. to B’s 3d.
10. Q. Kt to Q's 2d. 10. Q. B. to K. Kt’s 5th.
11. Q. to K. Kt’s 3d. 11. K. Kt. takes P.
12. Q. Kt. takes Kt. 12. Q. takes Kt. (ch.)
13. K. to Qs 2d.

You have the better game.
Variation I.
Beginning at W hite’s 8th move.

8. B. takes K. B. P. (ch.) 8. K. takes B.

9. Q. B. takes P. 9. K. Kt. to B’s 3d.
10. P. to Q. B’s 3d. 10. Q. B. to K. Kt’s 5tb.

I prefer Black’s game.

e — e c— . ot s .

— e —— e
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Variarion II.

Beginning at. Black’s 6th move.

WHITE.

K’s 4th.

K. B’s 4th.
t. to B’s 8d.
Q. B’s 4th.
Q’s 4th.

kes P.

SSNSS

%s.r

t to R’s 8d.
R’s sq.

. takes P.
K’s 3d. -
K’s 5th.
kes B.

takes Q. P.

E8wWe

et'
ﬁ

e Y

10.
11.
12.
13.

BLACK.
P. to K’s 4th.

. P. takes P.

P. to K. Kt's 4th.
P. to K. Kt's 5th.

B. to R's 8d.

to K. B’s 3d.
Q. to K. Kt's 3d.
B. takes B.
B. to K’s 3d.

P

Q. .
Q. takes Q. P. (ch.)
K.

Q.

You have a capital attack.

GAME THE SIXTH.
McDONNELL’'S ATTACK.

WHITE.

. to K’s 4th.

K. B s 4th.

t. to B’s 3d.

. to Q. B’s 4th.
. to B’s 3d.

P.

Q. P.

Q. Kt’s 3d.

smww”

,,.
g¢

Q’s 4th.
K’s Hth.
Q to K. B’s 3d.
Q. B. takes P.

B.
K. R’s 5th (ch,) 10.
11.
12.
13.

14.

©OND O WO

wgpomwowww,

BLACK.

. P. to K’s 4th.

P. takes P.
P. to K. Kt’s 4th.

=
g
s
A
)
®

2
B

. takes Kt.

. to Q’s 4th.

. to Q. B’s 8d.
. B. to K’s 8d.
.t e
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" 15. Castles on K’s side.  15. B. takes Kt.
16. P. takes B. 16. Q. Kt. to R’s 3d.

¢ The game is in his favor.

Our examination of this Gambit would be imperfect
without some notice of a variation in the opening, where
the first player, instead of abandoning the Knight at his
5th move, sacrifices his Bishop by taking the K. B. Pawn,
checking. This attack is not, strictly speaking, a part
of the Muzio Gambit, but it is so intimately associated
with it that I think it better to consider them both under
the same head.

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. K. Kt. to B’s 3d. 8. P. to K. Kt's 4th.
4. B. to Q. B’s 4th. 4. P. to K. Kt's 5th.
6. B. takes K. B. P.(ch.) 5. K. takes B

6. Kt. to K’s 5th (ch.) 6. K. to his sq.

7. Q. takes P 7. K. Kt to B’s 3d.
8QtakesKBP 8. P. to Q’s 3d.
9..Kt. to Q. B’s 4th. 9. Q. Kt. to B’s 3d.
10. Castles. 10. B. to K. Kt’s 2d.
11. P. to Q’s 3d. 11. Q. B. to K’s 3d.
12. Q. to K. Kt’s 3d. 12. Q. to K’s 2d.

Your attack is exhausted.

GAMES
ILLUSTRATIVE OF THE MUZIO GAMBIT.
Gaue I.—Between Mr. Lewis and an Amateur of great

skill
warte. (Mr. L.) BLACK. (Mr.—)
1. P. to K’s 4th. 1. P. to K’s 4th.
2. P. to K. B’s 4th 2. P. takes P.
3. K. Kt. to B’s 3d * 8. P. to K. Kt’s 4th.

S S 4——— P ——— G 1)
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4. K. B. to Q. B’s 4th.

5. Castles.

6. Q. takes P.

7. P. to Q’s 4th,

8. Q. B. takes P, -

9. Q. B. takes K. B.
10. Q. to K. R’s 5th.
11. K. R. to B’s 6th.
12. Q. takes Kt.

13. K. R. takes Q.
14. Q. Kt. to Q. R’s 3d.
15. K. R. to Q’s 6th.
16. Q. R. to Q’s sq.
17. K. B. takes Kt.
18. Kt. to Q. B’s 4th.
19. K. to B’s 2d.

20. Kt. to K’s 3d.

21. K. to his B’s-3d.
22. Kt. to K. Kt’s 4th.
23. K. to B’s 4th.

26. Kt. to K’s 5th.
27. P. to Q. R’s 4th.

28. K. R. takes Q. B. P.
£29. K. to his 3d.

30. Q. R. to Q. B’s 8q.
31. K. R. to Q. B’s Tth,
32. R. takes R.

33. R. to Q. R’s 7th.

34. R. takes B.

35. R. to Q. R’s 5th (ch.)
36. P. takes P.

37. K. to Q’s 3d.

38. R. to Q. Kt’s 5th.
39. K. to Q’s 2d.

40. P. to Q. R’s 5th.

41. P. to Q. R’s 6th.

42, K. to Q’s 3d.

43. R. takes Q. Kt. P.

42.
43.

R R R B O RO O T R

P. to K. Kt’s 5th.
P. takes Kt.

K. B. to R’s 3d.
Q. to K’s 2d.

Q. Kt. to B’s 3d.

. Kt. takes B.

. Q. to K. B’s 5q.
. Q. to K. Kt’s 2d.
. Q. takes Q.

Q. Kt. takes Q. P.
P. to Q. B’s 3d.
Kt. to K’s 3d.

. K. R. to K. Kt’s 8q.
. K. B. P. takes B.

K. R. to K. Kt’s 4th.

.
S
5.
=X

L

Y
a7

s

g
©
=
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. R. to Q. Kt’s 8q.
. P. to Q’s 4th,
. P. takes P,

R. to Q. B’s 8q.

R. to Q. B’s 6th (ch.)
R. to Q. B’s 5th.

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

R. takes Q. R. P.

Drawn game.

159

Gaxe II.—Between Mr. Szen, of Hungary, and V. H. der
Laza, of the Berlin Chess Club.

WHITE.
1. P. to K’s 4th.
2. P. to K. B’s 4th.
3. K. Kt. to B’s 3d.
4. B. to Q. B’s 4th.
5. Castles.

(V. H. d. L.)

DLAOK. (Mr. 8.)
’s 4th.
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6. Q. takes P.

7. P. to K’s 5th.

8. P. to Q’s 3d.

9. Kt. to Q. B's 3d.
10 Q. B. to Q’s 2d.

. Q. R. to K’s 8q.

12 K. to R’s 8q.
13. Kt. to K’s 4th.
14. Q. B. to his 3d.
15. Kt. to Q’s 6th.
16. R. takes Kt.t
17. R. takes K. B. P.
18. B. takes R. (ch.)
19. P. takes B.
20. Q. takes K. B. P.
21. R. takes Q.
22. B. to Q. Kt’s 3d.
23. B. takes Kt.
24. R. to B’s Tth (ch.)
25. R. to K’s Tth.
26. R. to K’s 8th (ch.)
27. R. takes B.

And wins,

6. Q. to K. B’s 3d.
7. Q. takes K. P.
8. K. B. to K. R’s 3d.
9. K. Kt. to K’s 2d.
10. Castles.®
11. Q. to Q. B’s 4th (ch.)
12. P. to Q. B’s 3d.
13. Q. to K. B’s 4th.
14. B. to K. Kt’s 2d.
15. Q. to K. Kt’s 4th.
16, B. takes Q. B.}
17. R. takes R.
18. K. to Kt's 2d.
19. Kt. to Q. R’s 3d.
20. Q. takes Q.
21. Kt. to Q. B’s 2d.
22. Kt. to Q’s 4th.
23. P. takes B.
24. K. to Kt’s &q.
25. P. to Q. Kt’s 3d.
26. K. to Kt’s 2d.

. m— <N . SFEEER————

Gaxk ITI.—Between two Berlin players.

WHITE.

1. P. to K’s 4th.

2. P. to K. B’s 4th.

3. K. Kt. to B’s 3d.

4. K. B. to Q. B’s 4th.

5. Castles.

6. Q. takes P,

7. P. to K’s 5th.

8. P. to Q’s 3d.

9. Q. B. to Q’s 2d.
10. Q. Kt. to B’s 3d.
11. Q. R. to K’s 8q
12. K. to R’s sq.

13. Q. to K. R’s 5th.
14. K. B. takes Q. P.
15. K. B. to Q. Kt’s 3d.
16. Q. to Q. B’s 5th.
17. Q. B. takes P.

18. K. R. takes B

19. Kt. to K’s 4th

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.

b. P. takes Kt.

6. Q. to K. B’s 3d.

7. Q. takes P.

8. K. B. to R’s 3d. 4

9. K. Kt. to K’s 2d.
10. P. to Q. B’s 3d.

11. Q. to B’s 4th (ch.)
12. P. to Q’s 4th.
13. Q. to her 3d.
14, Castles.
15. Q. to K Kt’s 3d.
16. K. Kt. to K. B’s 4th.

17. K. B. takes B.
18. K. Kt. to his 2d. .
19. K. Kt. to K’s 3d.

#* Not considered so strong a move as 10 P. to Q. B’s 3d.

T Well played.

1 Had he taken R. with Q., White would have won a Piece by at
. once playing Xt. to K. B’s 5t.h.

[ i _1
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20. B. takes Kt.

21. Kt. to B’s 6th (ch.)
22. R. takes B.

23. K. to R’s 5th (ch.)
24. R. takes R.

25. R. to B’s 6th (ch.)
26. Q. mates.

20. Q. B. takes B.
21. K. to Kt’s 2d.
22. P. takes R.
23. K. to R’s 3d.
24. Q. takes Kt.
25. K. to Kt's 2d.

Gaxe IV.—Between La Bourdonnais and McDonnell,

waITE. (Mr. McD.)

1. P. to K’s 4th.

2. P. to K. B’s 4th.

3. K. Kt. to B’s 3d.

4. K. B. to Q. B’s 4th.

5. Q. Kt. to B’s 3d.

6. Q. takes P.

7. P. to Q’s 4th.

8. Castles.

9. B. takes K. B. P. (ch.)
10. Q. to K. R’s 5th (ch.)
11. Q. B. takes P.

12. K. R. takes B.

13. Q. to K. Kt’s 5th (ch.)
14. Q. R. to K. B’s sq.

15. K. R. takes Kt.
16. Q. Kt. to Q’s 5th.
17. K. to R’s 8q.

18. K. R. takes Kt.
19. Kt. to B’s 6th (ch.)

1. P. to K’s 4
2. P, takes P.
8. P. to K. Kt’s 4th.
4. P. to K. Kt’s 5th.
5. P. takes Kt.
6. K. B. to K. R's 3d.
7. Q. Kt. to B’s 3d.
8. Q. Kt. takes Q. P.
9. K. takes B.
10. K. to his Kt’s 2d.
11. B. takes B.
12, K. Kt. to B’s 3d.
13. K. to B’s 2d.
14. K. to his aq.
15. Q. to K’s 2d.
16. Q. to her B’s 4th.
17. Kt. to K’s 3d.
18, P. takos R.

BLACK. 'SIM. La B.)

And wins the Qn;aen. '

Gaxe V.—From Ghulam Kassim.

WHITE,

1. P, to K’s 4th.
2. P. to K. B’s 4th.
8. K. Kt. to B’s 3d.
4, B. to Q. B’s 4th.
b. P. to Q’s 4th.
6. Q. takes P.
7. B. takes P.
8, Castles.
9. P. takes Kt.
10. Q. to K’s 4th (ch.)
11. B. takes P.
12. Q. to B’s 3d.
13, Kt. to Q’s 2d.
14. Q. to B’s 2d.
15. Q. R. to K’s sq.
16. K{.lto K’s 4th.

BLACK.
P. to K’s 4th.
P. takes P.
P. to K. Kt’s 4th.
P. to K. Kt’s 5th.
P, takes Kt.
P. to Q’s 4th.
. K. Kt. to B’s 3d.
8. Kt. takes B.
9. Q. to B’s 3d.
10, K. to Q’s 8q.
11. Q. to K’s 2d.
12. R. to Kt’s 8q.
13. B. to K. Kt’s 5th.
14. Kt. to Q’s 2d.
15. Q. to B’s 3d.
16. Q. to K. Kt’s 3d.

ol ol kol o o
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17. P. to Q. B’s 4th.
18. B. takes B.

19. P. to Q. B’s 5th.
20. P. takes P.

21. Kt. to Q’s 6th.

22. Q. takes R.

23. Q. to her Kt’s 4th.

17. K. B. to Q’s 3a.
18. P. takes B.

19. P. takes P.

20. K. R. to K’s &q.
21. R. takes R.

22. K. to Q. B's 2d.
23. K. to Q’s sq.

Whm must win,

Gaxr VI.—Mr. Staunton gives his Queen’s Rook.
(Remove White’s Q. R. from the Board.)

waITE, (Mr. 8.)
1. P. to K’s 4th.
2. P. to K. B’s 4th.
8. K. Kt. to B’s 3d.
4. K. B. to Q. B’s 4th.
5. B. takes K. B. P. (ch.)
6. Kt. to K’s 5th (ch.)
7. Q. takes P.
8. Q. takes P.
9. K. Kt. to B’s 3d.
10. P. to Q’s 4th.
11. Castles.
12. P. to K’s 5th.
13. P. takes P.
14. Q. to K’s 4th.
. to K. Kt’s 5th.
'8 8q.
. B's 4th.
. Kt’s 3d.
Q’s 4th.
. B.
. B’s 5th.
R’s 4th.
. B’s 6th.

OON&N'G'UNO
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BLACK. (Mr.—.)
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. K. takes B.
6. K. to his sq.
7. K. Kt. to B’s 3d.
8. P. to Q’s 3d.
9. Q. Kt. to B’s 3d.
10. Q. to K’s 2d.
11. Q. B. to Q’s 2d.
12. P. takes P.
13. K. Kt. to Q’s 4th.
14. Q. B. to K’s 3d.
15. Q. to her B’s 4th (ch.)
16. Q. Kt. to his 5th.
17. K. Kt to Q. Kt’s 3d.
18. K. B. to K’s 2d.
19. Q. B. to K. Kvs 8q.
20. Q. takes B.
21. Q. to her 2d.
22. Q. R. to Q’s 8q.

And wins.

THE ALLGAIER GAMBIT.
GAME THE FIRST.

WHITE.
1. P. to K’s 4th.

2. P. to K. B's 4th.

8. K. Kt. to B’s 3d.
4. P. to K. R’s 4th.

BLACK.
1. P. to K’s 4th.
2. P. takes P.
3. P. to K. Kt’s 4th.

4. P.toK.Kt's 5th (best)
White’s 4th move constitutes the Allgaier Gambit.
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Kt. to Kt’s 5th. 5. P.to K. R's 3d.
Kt. takes K. B. P. 6. K. takes Kt.
Q. takes P. - 7. K. Kt. to B’s-3d.
. Q. takes K. B. P. 8. K. B. to Q’s 3d (best)
. B. to Q B’s 4th (ch.) 9. K. to Kt's 2d (best)
. Q. to K. B’s 5th. 10. B. to Kt’s 6th (ch.)
. K. to B’s sq. 11. K. R. to B’s sq.
Black has a winning position.
‘VARIATION,
Beginning at Black’s 5th move.

WHITE. BLACK.
. P. to K’s 4th. 1. P. to K’s 4th.
. P. to K. B’s 4th. 2. P. takes P.
. K. Kt. to B’s 3d. 8. P. to K. Kt’s 4th.
. P. to K. R’s 4th. 4. P. to K. Kt’s 5th.
Kt. to Kt’s 5th. 5. P. to K. R’s 4th.
K. B. to Q. B’s4th. 6. K. Kt. to R’s 3d.
P. to Q’s 4th. 7. P. to K. B’s 3d.
Q. B. takes P. 8. P. takes Kt.
P. takes P. 9. Kt. to B’s 2d.
P. to K. Kt’s 6th. 10. KttoQ’s3d
Q. B. takes Kt. 11. P. takes
B. to B’s 7th (ch.)  12. Ktohls2d
Castles 13. Q. to her R’s 4th.
. B. to Q’s 5th. 14. K. to his sq
Q. to her B’s sq. 15. K. to Q’s
Q. to K. Kt’s 5th(ch) 16. B. toK’s;%
P. to K. Kt’s Tth.

And you win with ease.
GAME THE SECOND.

WHITE. BLACK
P. to K’s 4th, 1. P. to K’s 4th
P. to K. B’s 4th 2. P. takes P.
K. Kt. to B’s 8d 3. P. to K. Kt’s 4th.
P. to K. R’s 4th 4. P. to K. Kt’s 5th.
Kt. to K’s 5th 5. P. to K. R’s 4th (best)
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6. K. B. to Q. B's 4th. 6. K. Kt. to R’s 3d.

7. P. to Qs4th 7. P. to Qs 3d.
8. Kt. to Q's 3d. 8. P. to K. B’s 6th.
9. P. to K. Kt's 3d. 9. P. to Q’s 4th.
10. B. takes Q. P. 10. P. to Q. B’s 3d.
11. B. to Q. Kt’s 3d. 11. Q. takes Q. P.
He has decidedly the better game.
GAME THE THIRD.
WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. P. to K. B’s 4th. 2. P. takes P.
8. K. Kt. to B’s 3d. 3. P. to K. Kt's 4th.
4. P. to K. R’s 4th. 4. P. to K. Kt’s 5th.
5. Kt. fo K’s 5th. 5. P. to K. R’s 4th.
6. K. B.to Q. Bs4th. 6. R. to K. R's 2d. i
7. P. to Q’s 4th. 7. P. to K. B’s 6th(best)
8. P. to K. Kt's 3d 8. Q. Kt. to B's 3d.
9. Kt. takes Kt. 9. Q. P. takes Kt.
10. Q. B. to K. B’s 4th. 10. Q. to K’s 2d.
11. Q. Kt. to B’s 3d. 11. Q. B. to K’s 3d.
12. P. to Q’s 5th. 12. Castles on Q’s side.

He has a little better game, but the advantage is not
nearly so decisive as in the second game.

TaE Kine’s Rook’s PAWN GAMBIT. .

GAME THE FIRST. l
WHITE. BLACK. l
. P. to K’s 4th. 1. P. to K’s 4th.
. P.to K. B’s4th 2. P. takes P.
. P. to K. R’s 4th. 3. K. B. to K’s 2d (best)
‘White’s 3d move gives the title to this Gambit. {
. Q to K. Kt’s 4th. 4. P. to Q's 4th (best) ‘
8 es doubled P. 5. P. takes P.
- ‘
—

takes K. P. 6. K. Kt. to B’s 3d.
to K. B’s 3d. 7. Castles.
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8. K. B. to Q. B’s 4th. 8. Q. B. to K. Kt’s bth.
- 9. Q. takes Q. Kt. P 9. Q. to her 3d.
» 10. Q. to her Kt’s 3d. 10. Q. Kt. to B’s 3d.
< 11. Q. to her 3d. 11. Q. Kt. to Q’s 5th.
-~ 12, P.to Q. B’s 3d. 12. Q. to K’s 4th (ch.)
:: 18. K. to B’s sq. 13. Q. Kt. to K. B’s 4th.
: Black has a winning game.
{Var1aTION,
. Beginning at Black’s 3d 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. P.to K R’s 4th. 8. P. to Q’s 4th.
o 4. Ptk 4. Q. takes P.
- 5.Qt K’de(h) 5. Q. B. to K’s 3d.
6. Q. Kt. to B’s 3d. 6. Q. to her 2d.
7. P. to Q’s 3d. 7. K. B. to Q’s 8d.
8. K. Kt. to R’s 3d. 8. Q. Kt. to B’s 3d.
9. Q. Kt. to his 5th. 9. Castles on Q’s side.
10. Kt. takes B. (ch.) 10. P. takes Kt.
11. Kt. takes P. 11. B. to K. Kt’s 5th.
12. Q. to her 2d. 12. R. to K’s 5q. (ch.)
And he has the better game.
3
GAMES

ILLUSTRATIVE OF THE ALLGAIER GAMBIT.

Gaue I—Between Messrs. Anderssen and Kipping, at the

ORGP BN

Manchester Chess Meeting, in 1857.

wHITE. (Mr. A.) BLACK. (Mr. K.)

P. to K’s 4th. 1. P. to K’s 4th.

. P. to K. B’s 4th. 2. P. takes P.

. Kt. to K. B’s 3d. 3. P. to K. Kt’s 4th.

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

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

B. to Q. B’s 4th, 6. R.'to K. R’s 2d.

B. takes P. (ch.) 7. R. takes B.

, Kt. takes R. 8. K. takes Kt.

., P, to Q’s 4th, 9. P.to Qs 3d.
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10. B. takes P.

11. Castles.

12, P. to K. Kt’s 3d.
18. Q. to Q’s 3d.

14. Kt. to Q. B’s 3d.
15. Kt. to K’s 2d.

16. K. R. to K. B’s 2d.
17. Q. R. to K. B’s &q.
18. P. takes Q. B. P.
19. Q. to K’s 3d.

20. B. to K’s 5th.

21. Q. to K. Kt’s 5th (ch.)
22. Kt. to Q. B’s 3d.
23. B. takes Kt.

24. R. takes B.

10. K. B. to K’s 2d.

11. K. to Kt's 2d.

12. Q. B. to K’s 3d.

13. Q. Kt. to Q’s 2d.
14, P. to Q. B’s 4th.
15. Q. B. to K. B’s 2d.
16. Q. B. to K. Kt's 3d.
17. Q. Kt. to K. B’s 3d.
18. B. takes K, P.

19. P. takes Q. B. P.
20. Q. to Q’s 4th.

21. K. to K. R’s 2d.
22. Q. to Q. B’s 38d.

23. B. takes B.

And Black resigns.
Gaxe II.—Between Mr. Cochrane and Capt. Evans,

waItE. (Mr. C.)

1. P. to K’s 4th.
2. P. to K. B’s 4th.
3. K. Kt. to B’s 3d.
. P. to K. R’s 4th.
. Kt. to K’s 5th.
K. B. to Q. B’s 4th.
. Kt. takes K. B. P.
. B. takes R. (ch.)

9. P. to Q’s 4th.
10. B. takes P.
11, Castles.
12. R. takes B. (ch.)
13. P. to K’s 5th.
14. R. takes Kt. (ch.)
15. Q. to her 2d.
16. Q. to K. R’s 6th (ch.)

o

RIS

BLACK. (Capt. E.)
1. P. to K’s 4th.
2. P. takes P.
8. P. to K. Kt’s 4th.
4. P. to K. Kt’s 5th.
5. P. to K. R’s 4th.
6. K. R. to his 2d.
7. R. takes Kt.
8. K. takes B.
9. B. to K. R’s 3d.*
10. B. takes B.
11. Q. takes K. R. P.
12. K. Kt. to B’s 3d.
13. P. to Q’s 4th.
14. K. to Kt’s 2d.
15. Q. Kt. to Qs 2d.

And Black resigns.

Tae King’s BisHor’s GAMBIT.
GAME THE FIRST.

WHITE.
1. P. to K’s 4th.
2. P. to K. B's 4th.

BLACK.
1. P. to K’s 4th.
2. P. takes P.

#* This is the error which loses Black’s game. '.l‘ho correct move is

9. P. to K. B’s 6th.
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8. K.B. to Q. B’s 4th.

3.

Q. to K. R’s 5th (ch.)

White’s 8d move gives the name to this Gambit.

4. K. to B’s sq.
5. Q. Kt. to B’s 8d.
6. K. Kt. to B’s 3d.
7. P. to K. R’s 4th.
8 ’s 4th.
. to K’s 5th.

takes P

ot
S o o
O B O R OO 19 19 O

*17. P. to K’s 6th.

18. Kt. takes Q. B, P.

19. Kt. takes Q. R.

20. B. takes K. Kt.
21. Q. to her 6th.
22. R. to Q’s &q.

P. to Q. Kt’s 4th.

. Q takes K. B. P.

25. Q. to K. B’s Tth.

Q. to

Q

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

25.

. to K. Kt’s 8th (ch.) 26.
. to K. Kt’s 5th (ch.) 27.°
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P. to K. Kt's 4th.

. K. B. to K. Kt’s 2d.
. Q. to K. R’s 4th.

. to K. R’s 8d.
’s 3d.

P O R
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K. Kt's 3d.

s g
13
A
E‘S

. Kt's 3d (best)
P.
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> .
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. to R’s 3d.
. B’s 2d.
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. to Q. B's sq.

And Black is getting into safe quarters.

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

WHITE
6. P. to Q’s 4fn.
7. P. to K’s 5th.
8. Q. Kt. to Q’s 5th.
9. P. takes P.
10. K. Kt. to B’s 3d.
11. Q. B. to Q’s 2d.

. BLACK.
. P. to Q’s 8d.
takes P

to K. R’s 4th.

. P

. K. to

. B. tonQd
- Q

. K. Kt. to K’s 2d.
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Q. B. to his 3d. 12. K. R. to K’s sq.
Kt. takes Kt. 13. R. takes Kt.
Q. to her 5th.
The game is about equal.
Varmarion IL
Beginning at W hite’s 6th move.
WHITE. BLACK.
P. to K. Kt’s 3d. 6. P. takes P.
. K. to Kt’s 2d. 7. Q. to K. R’s 3d.
P. takes P. - 8. Q. to K. Kt’s 3d.
He has the advantage.
GAME THE SECOND.
WHITE. BLACK.
. to K’s 4th. 1. P. to K’s 4th.
. to K. B’s 4th. 2. P. takes P.
. to Q. B’s 4th. 3. Q. checks.
. to B’s sq. 4. P. to K. Kt’s 4th.
. Kt. to B’s 3d. 5. Q. to K. R’s 4th.
. to K. R’s 4th. 6. K. B. to K. Kt’s 2d.
. to Q’s 4th. 7. P. to K. R’s 3d.
. to K’s 5th. 8. K. Kt. to K’s 2d.
. Kt. to B’s 3d. 9. K. Kt. to B’s_4th.
. Kt. to K’s 4th. 10. P. to Q’s 3d.
. P. takes P. 11. Q. B. P. takes P
. to K’s 2d. 12. K. to Qs 8.
wQ B’s 3d. 13. K. R. to K’s
to Kt's sq. 14. P. to K. Kt’s 5th
Kt. to Q’s 2d. 15. P. to K. B’s 6th
to her 3d. 16. P. takes K. Kt. P.
takes P. 17. P. to Q’s 4th.
. B. takes P. 18. Kt. takesK.R.P. (ch)
And he has the better game.
Variarion I,
Beginning at W hite’s Tth move.
K. to Kt’s &q. 7. B. to Q’s 5th (ch.)
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8. K. to R’s 2d. 8. P. to K. Kt's 5th.
9. Kt. takes B. 9. P. to Kt's 6th (ch.)
10. K. to R’s 3d. 10. P. to Q’s 4th (dis. ch.)

11. Kt. to K. B’s 5th. 11. Q. takes Q.
12. R. takes Q. 12. Kt. to K. R’s 3d.
13. P. to K. R’s 5th. 13. P. takes K. P.
14. K. to R’s 4th. 14. Kt. takes Kt. (ch.)
15. K. to Kt’s 5th. 15. P. to K. B’s 6th.
16. K. to B’s 4th. 16. P. to K. B’s Tth.
Black wins.
Variarion II
Beginning at W hite’s Tth move.

) WHITE. BLACK.

7. K. R. to his 2d. 7. P. to K. Kt’s 5th.

8. K. Kt. to Kt’s 5th. 8. K. Kt. to R’s 3d.

9s P. to Q’s 4th. 9. P. to Q’s 4th.

10. K. B.takes Q. P.(best) 10. P. to K. Kt’s 6th.
11. B. takes K. B. P. (ch.) 11. Q. takes B.
12. Kt. takes Q. 12. Q. B. to K. Kt’s 5th.
13. Q. to K’s 8q. 13. P. takes R.
14. K. to B’s 2d. 14. K. B. takes Q. P. (ch.)
And Black wins. '
Varnarion III
Beginning also a White's Tth move.
WHITE. BLACK.

7. B. to K’s 2d. 7. P. to K. Kt’s 5th.

8. Kt. to K’s sq. 8. K. Kt to B’s 3d.

9. Q. Kt. to B’s 3d. 9. Q to K. Kt’s 3d.
10. P. to Q’s 3d. - 10. Kt. to K. R’s 4th.
11. Kt. to Q’s 5th. 11. Kt. to Kt’s 6th (ch.)
12. K. to Kt’s sq. 12. K. B. checks.

13. K. to R’s 2d. 13. Kt. takes B.

He ought to win.
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GAME THE THIRD.

‘WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. P. to K. B’s 4th. 2. P. takes P.
3. B. to Q. B’s 4th. 3. Q. to K. R’s 5th (ch.)
4. K. to B’s sq. 4. P. to K. Kt’s 4th. -
5. Q. to K. B’s 3d. 5. Q. Kt. to B’s 3d.
6. P. to K. Kt’s 3d. 6. Q. to K. R’s 3d.
7. P. takes P. 7. P. takes P.
8. P.toQs8d. 8. Q. Kt. toQ’s 5th..
9. Q. to K. B’s 2d. 9. K. B. to Q. B’s 4th.
10. Q. B. takes P. 10. Q. Kt. takes Q. B. P.
11. B. takes Q. 11. B. takes Q.
12. Q. B. to K. Kt's Tth. 12. K. B. to Q’s 5th.
Black maintains his Pawn.
- VARIATION,
Beginning at Black’s 5tk 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 4th 3. Q. checks.
4. K. to B’s sq. 4. P. to K. Kt's'4th
5. Q. to K. B’s 3d 5. P. to.Q’s 3d.
6. P. to K. Kt’s 3d 6. Q. to K. Kt’s 5th
7. P. to Qs 4th. 7. Q. takes Q.
8. Kt. takes Q. +8. K. B.to K. R’s 3d
9. P. takes P. ° 9. P. takes P.
10. Q. Kt. to B’s 3d. 10. Q. B. checks.
11. K. to B’s 2d. 11. K. Kt. to K’s 2d.

12. Q. Kt. to K’s 2d. 12. K. Kt. to his 3d.
13. K. Kt. to K’s &q.

Followed by 14. K. Kt. to Q’s 3d, winning the P, with
a good situation.

IN the previous games we have followed out, at some
length, the most prominent variations which occur when
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both the attack and.defence in this opening are conducted
upon the principles recommended by the best authorities,
and the result would seem to prove that against every
system of attack in the King’s Bishop’s Gambit at present
known, the defence, though difficult and complex in the
extreme, is satisfactory.

It yet remains for us to consider what are the probable
deviations from the several standard methods of defence,
and in what manner these should be turned to advantage
by the opening player.

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. B. to Q. B’s 4th. 8. P. to K. Kt's 4th.
4. P. to K. R’s 4th. 4. B. to K. Kt’s 2d.
5. P. to Q’s 4th. 5. P. to K. R’s 8d
6. P. tak es P. 6. P. takes P.
7. R. takes R. 7. B. takes R.
8. Q. to K. R’s 5th. 8. Q. to K. B’s 8d.
9. P. to K’s 5th. 9. Q to K. Kt's 2d

10. K. Kt. to K. R’s 8d.
You have the better game.
GAME THE SECOND.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. P. to K. B’s 4th. 2. P. takes P.
3. B. to Q. B’s 4th. 3. P. to K. B’s 4th.
4. Q. to K’s 2d. 4. Q. checks.
5. K. to Q’s sq. g)eSt) 5. P. takes K. P.
6. Q. takes P. ( 6. B. to K’s 2d.
7. P.to Qs 4th 7. K. Kt. to B’s 3d.
8. Q. takesK. B. P. 8. Q. takes Q.

Even game.
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. Q R.to K. B's sq.

VARIATION,
Beginning at W hite's 4tk move.
WHITE. BLACK.
Q. Kt. to B’s 3d. 4. Q. to K. R’s 5th (ch.)
K. to B’s 8q. 5. K.Kt.toB’s3d,or(A.)
K. Kt. to B’s 3d. 6. Q. to K. R’s 4th.
P. to K’s 5th. 7. K. Kt. to K’s 5th.
Q. Kt. to Q’s 5th. 8. K. Kt. to his 6th (ch.)
K. to K. Kt's s8q. 9. K. Kt. takes R.
. Kt. takes Q. B. P. (ch.) 10. K. to Q’s sq.
. Q. Kt. takes Q. R. 11. K. Kt. to his 6th.
. P. takes K. Kt. 12. P. takes P.
. P. to Q's 4th. 13. K. B. to K’s 2d.
. Q. B. to K. B’s 4th. 14. Q. to K. K¢t’s 5th.
. Kt. to K. Kt’s 5th.  15. Q. takes Q. B.
. Kt. to K. B’s Tth (ch.) 16. K. to his sq.
. Q. to her 8d. 17. K. B. to Q’s sq.
. K. Kt. to Q’s 6th (ch.) 18. K. to B’s sq.

And you will checkmate in a few moves.

(A)
5. P. takes K. P
. Kt. takes P. 6. P. to Q. B’s 3d
. to K’s 2d. 7. K. to Qs sq.
.Kt. to K. B's3d. 8. Q. to K’s 2d.
. Kt. to K. Kt's 5th. 9. Q. takes Q. (ch.)
. takes Q. 10. K. to his sq.
. Kt. to K’s 5th., 11. K. B. to K’s 2d
.Kt. to K. B’s Tth. 12. B. takes Q. Kt
t. takes B. 13. P. to K. R’s 8d
to K. R’s 5th (ch.) 14. K. to K’s 2d.
. Kt. to K. B’s Tth. 15. K. Kt. to B’s 3d
. Kt. takes R. 16. Kt. takes B.
. Kt.to Kt’s 6th (ch.) 17. K. to B’s 3d.

. Kt. to K. R’s 4th.
. Kt. to K. B’s 3d.

18. P. to K. Kt’s 4th.

You have the better game.
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GAME THE THIRD.

- WHITE. BLACK.
P. to K’s 4th. 1. P. to K’s 4th.
P. to K. B’s 4th. 2. P. takes P.
B. to Q. B’s 4th. 8. P. to Q’s 4th.
B. takes P. 4. K. Kt. to B’s 3d.
Q. to K’s 2d. 5. Kt. takes B.
P. takes Kt. 6. B. to K’s 2d.
Q to K. B’s 7. B. to K. R’s 5th (ch.)
P. to K. Kts3d 8. P. takes P.
P. takes P. 9. B. to K. Kt's 4th.
Q. Kt. to B’s 3d.
Even game.
‘VARIATION,
Beginning at W hite's 5th move.

WHITE. BLACK.
P. to K’s 4th. 1. P. to K’s 4th.
P. to K. B’s 4th. 2. P. takes P.
B. to Q. B’s 4th. 3. P. to Q’s 4th.
B. takes P. 4. K. Kt. to B’s 8d.
Q. Kt. to B’s 8d. 5. K. B. to Q. Kt’s 5th.
K. Kt. to K’s 2d. 6. B. takes Q. Kt.
Q. P. takes B. 7. P. to Q. B’s 3d.
B. to Q. B’s 4th. 8. Q. takes Q. (ch.)
K. takes Q. 9. Kt. takes K. P.
K. to his sq.

The game is about even, since Black must eventually

lose the gambit Pawn.

O OV 09 b0

WHITE.
. P. to K’s 4th.
. P. to K. B’s 4th.
. B. to Q. B’s 4th.
. P. to Q’s 4th.
. P. takes P.
. K. B. checks.

GAME THE FOURTH.

L
2. P.
8. P
4. P. to Q's 4th.
5. P.
6. Q

BLACK.

P. to K’s 4th.
takes P.
to Q. B’s 8d.
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7. Q. B. takes P. 7. Q. to her Kt's 3d.
8. Q. to K’s 2d (ch.) 8. Q. B. to K’s 3d.
9. P. t0 Q. B’s 3d. 9. Castles on Q’s side.
10. K. Kt. to B's 3d
The game is equal.

GAME THE FIFTH.

Having gbne through the probable variations which
Black may adopt instead of checking with the Q., at his
8d move, we have now to consider those at his command,
(after giving the check,) when he does not play the
usual move of 4. P. to K. Kt's 4th.

WHITE. BLACK.

1. P. to K’s 4th. 1. P. to K’s 4th.

2. P. to K. B’s 4th. 2. P. takes P.

8. B. to Q. B’s 4th. 8. Q. checks.

4. K.to B's s 4. B. to Q. B’s 4th.

5.Pton4 5. B. to Q. Kt's 3d.]

6. K. Kt. to B’s 3d 6. Q. to K’'s 2d

7. Q. B. takes P 7. Q. takes K. P.

8. B. takes K. B. P. (ch.) 8. K. to B’s 5q

9. Q. B. to K. Kt's 8d 9. K. Kt. to R’s 3d
10. Q. Kt. to B’s 3d. 10. Q. to K’s 2d.
11. K. B.t0 Q. Kt's 8d. 11. P. to Q. B’s8d.
12. Q. to her 2d. 12. P. to Qs 4th.
18. Q. R. to K’s sq.

You have the better game.
GAME THE SIXTH.
‘WHITE. BLACK.

1. P. to K’s 4th 1. P. to K’s 4th.

2. P. to K. B’s 4th 2. P. takes P.

8. B. to Q. B’s 4th. 3. Q. checks.

4. K. to B’s sq. 4. K. Kt. to B’s 8d..

5. K. Kt. to B’s 8d 5. Q. to K. R’s 4th.

6. P. to K. R’s 4th 6. P. to K. Kt’s 4th.

7. Q. Kt. to B’s 8d ‘7. P. o K. R’s 8d.
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. P. to K’s 5th. 8. Kt. to his sq.
. K. B. to K’s 2d. 9. P. to Kt's 5th.
Kt. to K. R’s 2d. 10. Q. takes K. P.

P. to Q’s 4th.
You have the advantage.

GAME THE SEVENTH.

WHITE. BLACK.
. to K’s 4th. 1. P. to K’s 4th.
. to K. B’s 4th. 2. P. takes P.
. to Q. B’s 4th. 3. Q. checks.
. to B’s sq. 4. Q to K. B's 3d.
. Kt. to B’s 3d. 5. P. to Q. B’s 3d.
. to Q’s 4th. 6. P. to Q’s 3d.
. Kt. to B’s 3d. 7. P. to K. Kt’s 4th.
. to K. R’s 4th. 8. P. to K. R’s 3d.
. to K’s 5th. 9. P. takes P.
. takes P. : 10. Q. to K. Kt’s 2d.
. to her 4th. 11. B. to K. Kt’s 5th.
. takes Kt. P. 12. P. takes P.
. takes R. 13. Q. takes R.
t. takes K. Kt. P. 14, Q. to K. R’s 8th (ch.)
to K. Kt’s sq. 15. Q. takes Q. (ch.)
takes Q.
You have the superiority.
VARIATION,
Beginning at Black's 5th move.
WHITE. BLACK.
P. to K’s 4th. 1. P. to K’s 4th.
P. to K. B's 4th 2. P. takes P.
B. to Q B’s 4th. 3. Q. checks.
K. to B’s gsq. 4. Q. to K. B's 8d
Q. Kt. toB’s 3d. 5. K. Kt. to K’s 2d.
P. to Q’s 4th 6. P. to Q's 3d.
K. Kt. to B's 3d 7. P. to K. Kt’s 4th. .
P. to K. R’s 4th 8. P. to K. R’s 3d
P. to K’s 5th. 9. Q to K. Kt's 2d
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10. K. R. P. takes P. 10. K. R. P. takes P
11. R. takes R. 11. Q. takes R.

12. Q. Kt. to K’s 4th. 12. P. takes K. P.
13. P. takes P. 13. Q. to K. R’s 8th (ch.)
14. K. Kt. to his sq. 14. Q. Kt. to Q’s 2d.
15. Q. Kt. takes P. 15. Q. Kt. takes K. P.
16. Q. to K’s 2d.

You have the better position.
GAME THE EIGHTH.
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 Q’s 3d.

5. Q. to K. B’s 3d. 5. P. to K. Kt’s 4th

6. P. to K. Kt’s 3d. 6. Q. to K. Kt’s 5th

7. P. to Q’s 3d. 7. K. B.to R’s 3d.

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

9. P. to K. R’s 4th. 9. P. takes R. P
10. Q. B. takes P.

" Even game.
‘VARIATION,
Beginning at W hite's 5th move.
WHITE. BLACK.

1. P. to K’s 4th. 1. P. to K’s 4th.

2. P. to K. B’s 4th. 2. P. takés P.

3. B. to Q. B’s 4th. 8. Q. checks.

4. K. to B’s sq. 4. P. to Q's 3d.

5. P. to Q’s 4th. 5. Q. B. to K’s 3d
6. Q. to her 3d. 6. B. takes B.

7. Q. takes B. 7. P. to Q. B’s 8d
8. Q. to her Kt’s 3d. 8. P. to Q. Kt’s 3d.
9. Q. to K. R’s 3d. 9. Q. takes Q.
10. Kt. takes Q. 10. K. K to B’s 3d.
11. Q. Kt. to B’s 8d. 11. Q t. to Q's 2d.

The game is even

Q
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GAMES

ILLUSTRATIVE OF THE KING’S BISHOP’'S GAMBIT.
Gaue I.—Between La Bourdannais and McDonnell.

warrs. (Mr. MoD.)
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 aq.

5. Q. Kt. to B’s 8d.

6. P. to Q’s 4th.

7. K. B. to K’s 2d.

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 3d.
12. P. takes P.

13. P. to Q. B’s 3d.
14, P. takes Kt.

15. K. to B’s 2d.

16. K. takes P.

17. B. takes Q.

18. P. to Q. Kt’s 3d.
19. Q. B. to K’s 3d.
20. P. to Q’s 5th,
21. K. to R’s 2d.
22, P. takes Kt.

23. K. Kt. to Q’s 4th.
24. K. to Kt’s sq.
25. Q. Kt. takes P.

26. P. to Q. Kt's 4th.t»
27. Q. Kt. to Q’s 6th.
28, P. takes B.

34. K. to Q’s 3d.
35. R. to K’s 8q.
36. R. takes P.
37. K. takes R,
38. K. to his 4th.

BLACK. (M. La B.)
1. P. to K’s 4th. :
2. P. takes P,
3. Q. checks.
4. P. to K. Kt’s 4th.
5. K. B. to Kt’s 2d.
6. P. to Q’s 3d.
7. Q. Kt. to B’s 3d.

8. K. Kt. to K’s 2d.
9. Castles. /
Q

10. Q. R. to Q. Kt’s 8q..
11. Q. to K. R’s 3d.

12. K. Kt. to K. B’s 4th.
13. K. Kt. to his 6th (ch.)
14. Q. takes R. (ch.)
15, P. takes P. (ch.)

16. Q. takes Q.

17. P. to K. R’s 3d.

18. P. to Q. Kt's 4th.
19. P. to K. B’s 4th.
20. P. to K. B’s 5th (ch.)
21. P. takes B.

22, P. to K. Kt's 5th.
23. B. to K’s 4th (oh.)
24. K. B. takes Q. P.
25. K. B. to Q. B’s 4th.
26. K. B. to Q. Kt’s 3d.
27. K. B. takes K. Kt.
28. Q. R. takes Kt. P.
29, K. R. takes Kt.

30. K. to B’s 2d.

31. K. to K’s 2d.

82. Q. R. to K’s 5th.
83. K. R. to K. B’s &q.
34. Q. R. to K’s 4th.
85. K. to Q’s 3d.1

36. R. takes R. (ch.)
87. P. to K. R’s 4th,
38. P. to K. R’s 5th.

# This was a favorite opening of McDonnell’s; he bestowed much
time and labor on its analyses, and discovered many skilful methods

of diversifying the attack.

1 Q. B. to K’s 2d would have been better play we believe.
1 This game is very cleverly played by La Bourdonnais.
12
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39. B. to Q’s 8q.

40. P. takes P.

41. B. to K. B’s 3d.
42. B. to K. Kt’s 2d.

CHESS HANDBOOK.

89. P. to K. R’s 6th.
40, P. takes P.

41. P. to K. R’s 7th.
42. R. to K. B’s 8th.

Mr. McDonnell resigned.
Gank II.—Between the same players.

WwHITE. ' (Mr. Me D.)

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 8q.

5. Q. Kt. to B’s 3d.
6. P. to Qs 4th.

7. P. to K’s 5th.

8. K. Kt. to B’s 3d.
‘9. Q. Kt. to K’s 4th.

10. Kt. to K. B's 6th (ch.)

11. P. takes B,
12.'B. to Q’s 3d.

13. Q. to K’s 8q. (ch.)
14. Kt. to K’s 5th.
15. P. to Q. B’s 3d.
16. Q. takes Kt.

17. Q. takes Q. P. (ch.)

18. B. to Q. Kt’s 5th.{
19. B. takes Kt. (ch.)
20. Q. to B’s 5th (ch.)

BLAck. (M.LaB.)

1. P. to K’s 4th.

P. takes P. =

. checks.

. to' K. Kt’s 4th.
. B. to'Kt’s 2d.
. Kt. to B’s 3d.

. Kt. to K’s 2d.

o K. R’s 4th.

-

2.
3.
4.
5.
6.
7.
8.
9.
0.
1

-

. o Q’s 4th.
12. K. Kt.
13. K. to Q’s
14. K. Kt. takes Q. P.*
15. Q. Kt. takes Kt.
16. Kt. to Q. B’s 3d.
17. K. to his sq.

18. Q. B. to K’s 3d.
19. K. to K. B’s sq.
20. K. to Kt’s sq.

ONNN"UNMPHDN'UO

21. B. to K. B’s 3d. 21. Q. to K. Kt’s 3d.
22. Q. to Q’s 4th. 22. P. to Q. B’s 4th,
23. Q. to K’s 5th. « 23. Q. R. to K’s sq.
24. K. B. to K’s 2d.1 24, P. to K. B’s 6th.
25. K. to B’s 2d.3 25, P. takes B.
26. Q. B. to K’s 3d. . 26. P. to Q. Kt’s 3d.
27. P. to K. R’s 4th. 27. Q. B. to Q’#2d.
28. Q. to her 5th. 28. Q. takes P. (ch.)
29. K. takes P. 29. B. to K. Kt’s 5th (ch.)
30. K. to Q’s 2d. 30. R. to Q’s aq.
And White resigned.

Gaug IJI.—Between Mr. Perigal and an Amateur.

waITE. (Mr. P.) BLACE. ng. —)
1. P. to K’s 4th, 1. P. to K’s 4t
2. P. to K. B’s 4th. 2. P. takes P.

# Had Black checked with his Kt. and taken the Rook, he would
have been mated in five moves.
1 This portion of the game is played by Mr. McDonnell with great
Judgment.
It would have been better to take the Q. B. P. with Q.
It is obvious he would have lost his Q. by taking the P,

A
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3. B. to Q. B’s 4th.

4. K. to B’s sq.

5. Q. Kt. to B’s 3d.

6. P. to K. Kt’s 3d.

7. K. to Kt’s 2d.

8. K. Kt. to B’s 3d.

9. B. takes B. P. (ch.)
10. P. to K. R’s 3d.
11. Q. P. takes B.
12. K. R. to K’s &q.
13. Q. to her 4th.
14. Q. B. takes K, Kt. P.
.15. R. takes R.
18. Q. to K. B’s 4th (ch.)
17. K. takes P.
18. Kt. to K’s 5th (ch.)
19. B. to R’s 6th (ch.)

‘White mates

in

3. Q. checks.
4. P. to K. Kt’s 4th.
5. B. to K. Kt’s 2d.
6. P. takes P.
7. K. B. takes Kt.*
8. Q. to Kt’s 5th.
9. K. to B’s sq.1
10. Q. takes K. P.
11. K. takes B,

13. K. Kt. to B’s 3d.
14. R. to K’s 8q.

15. Kt. takes R.

16. Kt. to K. B’s 3d.
17. Q. to her 8d.

18. K. to Kt’s 2d.
19. K. to Kt's sq.
two moves.
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Gaue IV.—Played some years ago between one of the best
players of the day and Mr. Staunton.
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11. P. to K. Kt’s 3d.
12. Q. B. takes K. B.
13. K. to B’s sq.

14. K. B. to Q’s 3d.
15. Q. B. to K. R’s 2d.
16. Q. to K. B’s 4th.
17. Q. Kt. to Q’s 2d.
18, P. to Q. B’s 4th.
19. Q. to K. Kt's 4th,
20. Q. R. to Q’s 8q.
21. Q. to K. B’s 5th.
22. K. takes B.

BLACK. (Mr. 8.)

. P. to K’s 4th.
. P. takes P.
. P. to Q’s 4th.
. Kt. to B’s 3d.
B. to Q’s 3d.
astles.

to Q.
K
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t. takes P.

Kt. to K’s 5th,

. Q. to K. R’s 5th (ch.)
11. K. Kt. takes P.

12. Kt. takes R. (dis. ch.)
13. Q. B. to K’s 3d.

SOWTINROC

-t
o
-
[~

!

14. Q. R. to Q’s sq.

15. Q. B. to Q’s 4th.

16. Q. to K. R’s 4th,

17. Q. Kt. to K’s 2d.

18. Q. Kt. to K. Kt’s 3d.
19. Q. to K. R’s 3d.

20. Q. to K’s 6th.

21. B. to K. Kt’s Tth (ch.)
22. Kt. to K. R’s 5th (ch.)

And Black wins.

# This is not advisable play.

It is better to take the Pawn with the Bishop.

I Taking the Bishop would ev!

idently involve the losq of the Queen,
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Gaue V.—Between MM. Kieseritzky and Desloges.

waHIte. (M. D.) . BLAck. (M. K.)
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. Kt’s 4th.
4, B. takes Kt. P, 4. Q. to K. R’s 5th (ch.)
5. K. to B's s 5. P. to K. Kt’s 4th,
8. K. Kt. to B's 3d. 6. Q. to K. R’s 4th.
7. K. B. to K’s 2d. 7. P. to K. Kt’s 5th.
8. Kt. to Q’s 4th. 8. P.to Q’s 3d.
9. P. to K. R’s 3d. 9. K. B. to Kt's 2d.
10. K. Kt. to Q. Kt’s 3d. 10. P. to K. B’s 6th.
11. P. takes P. 11, P..takes K. R. P.
12. P. to K. B’s 4th. 12. Q. to K. R’s 5th.
13. P. to Q’s 3d. 13. P. to K. R’s Tth.
14. K. B. to B’s 3d. 14. Q. Kt. to B’s 3d.
15. P. to Q’s 4th. 15. Q. B. to Q R’s 3d (ch.)
16. K. to Kt’s 2d. 16. K. Kt. to R’s 3d.
17. R. takes P. 17. Q. to K. B’s 3d.
18. Q. B. to K’s 3d. 18. K. R. to Kt’s sq.
19. Q. to K. R’s sq. 19. Kt. takes Q. P.
20. Kt. takes Kt. 20. Q. takes Kt.
21. B. takes Q. 21. B. takes B. (dis. ch.)
22. K. to R’s 3d. 22. Q. B. to his sq. (ch.)
23. K. to R’s 4th. 23. K. B. to bis 3d (ch.)
24. K. to R’s 5th. 24. R. to K. Kt’s 3d.
25. R. to K. Kt's 2d. 25, Kt. to his sq.
26. P. to K. B’s 5th, 26. R. to his 3d (ch.)
27. K. to Kt’s 4th. 27. R. takes Q.
28. P. to Q. B’s 3d. 28. K. B. to K’s 4th.
29. K. B. to K’s 2d. 29. Kt. to K. B’s 3d (ch.)
80. K. to his B’s 3d. 30. Kt. takes K. P.
81. R. to Kt’s 8th (ch.) 81. K. to his 2d.
82, R. takes Q. B. 32. Kt. to K. Kt’s 4th (ch.)
83. K. to Kt’s 4th. 33. P. to K. R’s 4th (ch.)
34. K. takes Kt. 34. P. to B’s 3d (ch.)
85. K. to Kt’s 6th. 35, R. to K. Kt's 8th (ch.)
36, K. to R’s Tth. . * 86. Q. R. takes R.
37. P. to Q. R’s 3d. 37. Q. R. to K. Kt’s 8q.

38. B. to Q. B’s 4th.
And Black mates in three moves.

TaE GAMBIT DECLINED.

IF Black does not choose to accept the Gambit, he has
several modes of defence, which may be briefly noticed.
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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. B. to Q. B’s 4th.

This appears to be Black’s best move, if he declines
taking P. with P.

3. K. Kt. to B’s 3d. 3. P. to Q’s 3d.
4. P. to Q B’s 3d. 4. B.to K. Kt's 5th.,
6. B. to K’s 2d (best) 5. B. takes Kt.
6. B. takes B. 6. Q. Kt. to B’s 3d.
7. P. to Q. Kt’s 4th. 7. B..to Q. Kt's 3d.
8. P. to Q. Kt's 5th 8. Q. Kt. to K’s 2d.
9. P. to Q’s 4th.
And the position is, perhaps, a little in your favor.
‘VARIATION,
Beginning at W hite’s 5th move.
WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. P. to K. B's 4th. ~ 2. B. to Q. B’s 4th.
3. K. Kt. to B’s 3d. 3. P. to Q’s 3d.
4. P. to Q. B’s 3d. 4. B. to K. Kt's 5th.
5. P. to Q’s 4th. 5. P. takes P.
6. P. takes P. 6. B. takes Kt.
7. P. takes B. 7. Q. to K. R’s 5th (ch.)
8. K. to his 2d. 8. B. to Q Kt’s 3d.
9. B. to K’s 3d. 9. Kt. to K. B’s 3d.
10. Kt. to Q. B’s 3d. 10. Kt. Q. B’s 8d.
Equal game.
GAME THE SECOND.
- WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. P. to K. B’s 4th. 2. P. to Qs 8d.
3. K. Kt. to B's 3d. 3. B. to K. Kt’s 5th.
4. B. to Q. B’s-lth 4. QK ttoB’s3d
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5. P. to Q. B’s 3d. 5. B. takes Kt.
6. Q. takes B. 6. Kt. to K. B's 3d.

The game is slightly in your favour.

‘VARIATION,
Beginning at W hite's 3d move.

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 3d.
3. B. to Q. B’s 4th 3. P. takes P.
4. K. Kt. to B’s 8d 4. B. to K’s 3d.
5. B. takes B. 5. P. t.akes B.
6. P. to Qs 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 3d.
9. Q. takes P.

You have the advantage.
'GAME THE THIRD. »

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.
2. P. to K. B’s 4th. 2. P. to Q’s 4th.
3. P. takes Q. P. 3. Q. takes P
4. Q. Kt. to B’s 3d. 4. Q. to K’s 3d
5. K. Kt. to B’s 3d. 5. P. takes P. (dis. ch.
6. K. to B’s 2d. 6. P.t0Q. B's 3d (best)
7. P. to Q's 4th. 7. B. to Q’s 8d.
8. B. to Qs 3d. 8. K. Kt. to K’s 2d.
9. R. to K’s sq.

You have a fine game.
‘VARIATION,
" Beginning at Black’s 3d move.

. WHITE. BLACK.
1. P. to K’s 4th. 1. P. to K’s 4th.?
2. P. to K. B’s 4th. 2. P. to Q’s 4th.
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P. takes Q. P. 3. P. takes K. B. P.
B. to Q. Kt’s 5th (ch.) 4. B. to Q's 2d.
Q. to K’s 2d (ch.) 5. Q. to K’s 2d.
Kt. to Q. B’s 3d 6. Kt. to K. B’s 8d.
B. takes B. (ch.) 7. Q. Kt. takes B.
P. to Q’s 4th. 8. Castles.
Q. takes Q. 9. B. takes Q.
B. takes P. 10. Q. Kt. to his 3d.
Equal game.
GAMES

ILLUSTRATIVE OF THE KING’S GAMBIT DECLINED.

Gaxx I.—Played by Mr. Morphy without seeing the Chess-
board or men, against M. Bornemann.

COXIIT PO
CONOURTREIN
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. (Mr. M.)
. to K’s 4th.

K. B’s 4th.

t. to K. B’s 3d.

Q B's 4th.
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. Kt’s 5th,
’s 2d.

8 on Q’s side.
’s 8q.

d.

. R’s 4th.
. Kt’s 3d.
5th.
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. Kvs 3d.
. B’a sq.
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6th.
B’: 7th.
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BLack. (M. B.)
1. P. to K’s 4th,
2. K. B. to Q. B’s 4th.
8. P. to Qs 3d.
4, Q. B. to K. Kt’s 5th
5. K. Kt. to K. B’s 3d.
+ 6. B. takes Kt.
7. Q. P. takes P.
8. Q. Kt. to Q. B’s 3d.
9. P. to Q. R’s 3d.
10. B. to K’s 2d.
1. Q. to Q’s 2d.
12. Castles on Q’s side.
13. P. to K. R’s 3d.
14. P. to K. Kt’s 4th
‘15. Q. R. to K. B’s sq.
16. K. Kt. to K’s sq,
17. P. takes Q. P.
18. K. Kt. to.Q’s 3d.
19, B.to Q’s sq.
20. K. Kt. to Q. Kt’s 4th,
21. P. to K. B’s 4th.
22, Q. R. takes P.
23. P. takes Kt.
24 Q. R. to Q’s 4th,
5. Q. Kt. to K's 2d.

# A manceuvre altogether unforeseen by M. Bornemann.
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26. K. to Q. Kt’s sq.

27. Q. R. to Q. B’s sq. Soh.)
28. K. B. takes Q. (ch.

29. P. to Q’s 5th.*

80. P. takes Kt.

81. P. takes Q. R. (ch.)

26. K. R. to K’s sq.

5 B.
29. Q. Kt. to Q. B’s 3d.
30. K. R. takes Q.

And Black gives up the battle, after fighting for above nine hours.

axME II. —Plaged at the Philadelphia Athengum, between

Messrs.
of Knight.

Montgomery and W. R. McAdam, at odds

Remove White Queen’s Knight.

wHrTE. (Mr. M.)
1. P. to K’s 4th.
2. P. to K. B’s 4th.
8. K. Kt. to B’s 3d.
4. P, to K. R’s 3d.
5. P. to Q. B’s 3d.
6. Q. to Q. B’s 2d.
7. P. to Q. Kt's 4th.
8. P. to Q. Kt’s 5th.
9. P. takes P.
10. Kt. takes P.
11. Kt. to K. B’s 3d.
12, P. to Q’s 3d.
13. B. to K’s 2d.
14. Q. B. takes Kt.
15. P. to Q’s 4th.
16. P. to K’s 5th.
17. K. B. to Q. B’s 4th (ch.)
18. P. to K. R’s 4th.
19, Q. to K’s 2d.
20. B. to Q. Kt’s 3d.
21. Kt. to K. Kt’s 5th.
22. P. to K. R’s 5th.
23. P. to K. R’s 6th.
24, P. to K. Kt’s 4th,
25. Q. to Q. B’s 4th.
26. P. to Q’s 5th.
27. R. to Q. B’a sq. -
28. Q. takes Kt.
29. K. to B’s sq.
30. K. takes B.
31. K. to B’s aq.
32. Q. to K. Kt's8th.(ch.)
33. Kt. mates.

BLACK. (Mr. McA.)

.1, P. to K’s 4th.

2. K. B. to Q. B’s 4th.
3. P, to Q= 3d.

4. Q. Kt. to B’s 8d.

5. K. Kt. to B’s 3d.

6. Castles.

7. B. to Q. Kt’s 3d.
. Q. Kt. to K’a 2d. -
. P. takes
. Q. Ka. to K Kt’s 3d.
. Q. to K’s 2d.

. K. Kt to Q’s 4th.
13. K. Kt. to K’s 6th.
14. B. takes B.

15. P. to K. B’s 4th.
16. P. to K. B’s 5th.
17. K. to R’s sq.

18. Q. B. to K. B’s 4th.
19. Q. to Q. R’s 6th.
20. Kt. to K’s 2d.

21. B. to K. Kt’s 3d.
22. B. to K. B’s 4th,
23. P. to K. Kt’s 3d.

. 24. Q. to Q. R’s 4th.

25. Q. B. takes P.

26. Kt. takes P.

27. B. takes R.

28. Q. takes P. (ch.)
29. B. checks.

380. Q ‘to K’s 6th (ch )
31. B. to Qs Tth

_ 32, R. takes Q.

* Capitally played. Black can take it only at the expense of a

Piece.




CHAPTER V.
. THE QUEEN’S GAMBIT.

GAME THE FIRST. ‘

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.

These moves form the Queen’s Gambit.
8. P. to K’s 3d. 3. P. to K’s 4th.
4. K. B. takes P. 4, P. takes Q. P.
5. P. takes P.- 5. K. Kt. to B’s 3d.
6. Q. Kt. to B’s-3d. 6. K. B. to Q’s 3d.
7. K. Kt. to B’s 3d. 7. Q. Kt. to B’s 3d.
8. Castles. 8. Castles.
9. P. to K. R’s 8d. 9. P. to K. R’s 3d.

The game is equal; but your P. is well placed, and
you have still the move.

‘VARIATION,
Beginning at Black’s 3d move.
‘WHITE. BLACK.
1. P. to Qs 4th. 1. P. to Q’s 4th.
2. P. to Q. B’s 4th. 2. P. takes P.
8. P. to K’s 3d. 8. P. to Q. B’s 4th.
4. B. takes P. 4. P. takes Q. P.
5. P. takes P. 5. Q. Kt. to B’s 3d.
6. K Kt. to K’s 2d 6. P. to K’s 4th.
7. Q. B. to K’s 3d 7. P. takes P.
8. Kt. takes P. 8. Kt. takes Kt. .
9. B. takes Kt 9. Q. to K’s 2d (ch.)
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10. K. B. to K’s 2d. 10. Q. to her Kt’s 5th (ch.)
11. Q. to her 2d. 11. Q. takes Q. (ch.)
12. Kt. takes Q. 12. Kt. to K’s 2d.

You have the superiority.

GAME THE SECOND.

‘WHITE. BLACK.
1. P. to Qs 4th. 1. P. to Q’s 4th.
2. P. to Q. B’s 4th. 2. P. takes P.
3. P. to K’s 4th. 3. P. to K’s 4th.
4. P. to Q’s 5th. 4. P. to K. B’s 4th.
5. K. B. takes P. 5. K. Kt. to B’s 3d.
6. K. Kt. to B’s 3d. 6. K. B. to Q’s 3d.
7. P. takes P. 7. Q. B. takes P.
8. Castles, 8. Castles.
9. Q. Kt. to B’s 8d. 9. Q. Kt. to Q’s 2d.

The positions are pretty equal, but you have still an
advantage in the move.

' GAME THE THIRD.

Before proceeding to the consideration of games wherein
Black refuses the gambit, it may be well to give a brief
example 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. .
3. Q. Kt. to B’s 8d. 8. K. Kt. to B’s 8d.
4, P. to K’s 3d. 4. P. to K’s 4th.
5. K. B. takes P. 5. P. takes P.
6. P. takes P. 6. K. B. to Qs 3d.

_ The game may be called even.

. — e — . e
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QUEEN’S GAMBIT.
‘VARIATION,
Beginning at Black’s 3d move.
WHITE. BLACK.
P. to Qs 4th. 1. P. to K’s 4th.
P. to Q. B’s 4th. 2. P. takes P.
Q. Kt. to B’s 3d. 3. P. to Q. B's4th.
P. to Q’s 5th. 4. P. to K’s 3d.
P. to K’s 4th. 5. P. takes P.
P. takes P. 6. K. B. to Q's 8d.
K. B. takes P. 7. K. Kt. to K’s 2d.
Equal game.

GAME THE FOURTH.
THE ScHWARTZ DEFENCE.

WHITE.
’s 4th.

Q. B’s 4th.
’s 4th.
’s 5th.

. to K’s 3d.

88&7}8888

’s 2d.

kes Kt. -

. to his 3d.
es Q.

. takes P.

. to K’s 3d.

g_bd&"

. to Q’s 8d.
es R.

ERRRR

t. to R's 8d.
Q. R’s 4th (ch.)

. to Q. B’s 2d.

10.
11.

12.

13.
14.
15.

POND oo

BLACK.

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

P. to K. B’s 4th.

B. to K’s 3d.
Kt. to B’s 3d.
Kt.

t. to R’s 4th.

b

Q.

Q.

Q.

P. to Q. B’s 3d.
Q. takes Q. P.
Q

Q.

P. takes Q

P.to Q. Kt's 4th.

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

* You have much the better game.

ta
takes Q. Kt. P.
to her Kt's 3d.
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GAME THE FIFTH.
THE GAMBIT REFUSED.
WHITE. BLACK.

1. P. to Q's 4th. 1. P. to Qs 4th.
2. P. to Q. B’s 4th. 2. P. to K’s 3d.

Black’s move of 2. P. toK’s 8d is the best he can adopt
in declining the Gambit.

3. Q. Kt. to B’s 3d. 3. K. Kt. to B’s 3d.
4. P. to K’s 3d. 4. P. to Q. B’s 4th.
5. K. Kt. to B’s 8d. 5. Q. Kt. to B’s 3d.
6. P. to Q. R’s 3d. 6. P.to Q. R’s 3d.

And the positions are quite even.

Variation I.

Beginning at Black’s 2d move.

‘WHITE. BLACK.
1. P. to Q’s 4th. 1. P. to Q’s 4th.
2. P. to Q. B’s 4th. - 2. P. to Q. B’s 4th.
3. P. takes Q. B. P. 3. P. to Q’s 5th (best)
4. P. to Q. Kt's 4th. 4. P. to Q. R’s 4th.
5. P. to Q. Kt's 5th. 5. P. to K’s 4th.
6. K. Kt. to B’s 3d. 6. P. to K. B’s 3d.
7. P. to K’s 8d. 7. B takes doubled P.
8. P. takes Q. P. 8. P. takes P.
9. B. to Q. Kt’s 2d.

And you have certainly the advantage.

Yariarion II.

Beginning at Black’s 2d move.

WHITE. BLACK.
1. P. to Qs 4th. 1. P. to Q’s 4th.
2. P. to Q. B’s 4th. 2. P. to Q. B’s 8d.
8. P.to K. B’s 3d. 3. K. Kt. to B’s 3d.
4. Q. Kt. to B’s 3d. 4. Q. B. to K. B’s 4th.
5. P. to K’s 8d. 5. P. to K’s 8d.
6. K. B. to Q’s 3d. 6. B. takes B.
7. Q. takes B. 7. K. B. toQ Kt’s 5th.

[ e
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8. P. to K’s 4th
9. P. takes B.

10. Q. B. P. takes Q. P.
11. P. to K’s 5th.

12. K. Kt. to K’s 2d.

8. B. takes Kt. (ch.)
9. Q. Kt. to Qs 2d.
10. Q. B. P. takes P.
11. Kt. to K. R’s 4th.

The game is in your favor.

GAMES
ILLUSTRATIVE OF THE QUEEN’S GAMBIT.
Gaue I.—Between M. De 1a Bourdonnais and Mr.

] McDonnell,
WHITE. (M De la B.) BLACK. (Mr. MoD.)

1. P.to Qs 1. P. to Q’s 4th,

2. P.to Q. B’s 4th. 2. P. takes P.

3. P, to K’s 3d. 3. P. to K’s 4th.

4. K. B. takes P, 4. P. takes P.

5. P. takes P. 5. K. Kt. to B’s 3d.

6. Q. Kt. to B’s 3d. 6. K. B. to K’s 2d.#

7. K. Kt. to B’s 3d. 7. Castles.

8. P. to K. R’s 3d.} 8. Q. Kt. to Q’s 2d.

9. Q. B. to K’s 3d. 9. Q. Kt. to his 3d.
10. K. B. to Q. Kt’s 3d. 10. P. to Q. B’s 3d.
11. Castles. 11. K. Kt. to Q’s 4th.
12. Q. to K’s 2d. 12, P. to-K. B’s 4th,

13. K. Kt. to K’s 5th,
14, Q. B. to Q’s 2d.
15. Q. R. to K’s sq.
16. Q. Kt. takes Kt.
17. K. Kt. takes Q. B. P.3
18. B. takes Kt.

19. Q. takes B. (ch.)
20. Q. to her Kt’s 4th.
21. R. to K’s 5th,

22. P. to Q’s 5th.|

23. Q. to her 4th,

24. P, to K. R’s 4th.

13. P. to K. B’s 5th.
14. P. to K. Kt’s 4th.}
15. K. to his Kt’s 2d.
16. Kt. takes Kt.

17. Q. Kt. P. takes Kt.
18. Q. takes B.

19. R. to K. B’s 2d.
20. Q. B. to K. B’s 4th.
21. Q. to her 2d.

22. P. takes P.

23. K. to R’s 3d.

24. Q. B. to K’s 3d.

# This is a fault. The Bishop should always be played to Q’s 3d

at the present stage.

1 An indispensable move in this opening.
1 The advance of these Pawns should rarely be ventured by any

but tho experienced player.
Capitally played.
An excellent move.
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25. K. R. to K’s 8q.
26. Q. R. takes Kt. P.*
- 27. Q. to K’s 5th.
28. R. to K. R’n 5th (ch.)
29. Q. mate

25. Q. R. to K’s 8q.

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

Gaxe II.—Between M. St. Amant and Mr. Staunton.

waITE. (M. 8t. A.)
1. P. to Q’s 4th,
2. P. to Q. B’s 4th.
3. Q. Kt. to B’s 3d.
4. K. Kt. to B’s 3d.
5. P.to Q. B’s 5th.
6. Q. B. to K. Kv's 5th.t
7. P. to K’s 8d.

12. Q. B. P. takes P.
13. Castles.

14. Q. to her Kt’s 3d.q
15. P. takes P.

16. B. to Q. Kt's 5th.**®
17. K. R. to Q. B’s 8q.
18. B. to K’s 2d. .
19. Kt. to Q. Kt’s 5th.
20. K. Kt. to K’s 8q.
21. P. to K. B’s 4th.
22, K. to B’s 2d.

23. K. Kt. to B’s 3d.
24. Q. R. takes R.

25. B. takes B.

26. B. to Q’s 3d.

27. Kt. to K’s 5th.

28. Kt. to Q. B’s 6th.
29. Kt. takes B. (ch.)

BLACK. (Mr.8.)
1. P. to Q’s 4th.
2. P. to K’s 3d.
3. K. Kt. to B’s 3d.
4. P.to Q. R’s 3d. |
5. K. B. to K’s 2d.
6. Castles.
7. P. to Q. Kt’s 3d.§
8. Q. B. to Q. Kt’s 2d.
9. B. takes B.
10. P. to Q. R’s 4th,
11. Kt. to Q’s 2d.3
12, P. takes P.
13. Q. to K’s 2d.§

Kt. to K. Kv’s 3d.
18. Q. to hersq.
19. B. to K’s 2d.
20. B. to Q. R’s 3d.11
21. Kt. to R’s 5th.
22. Kt. to K. B’s bth.
23. B. takes Q. Kt.

24. R. takes Q. R.
25. Kt. to Q’s 3d.

26. P. to Q. Kt’s 4th.
27. Kt. to Q. B’s 5th.
28. Q. to her 3d.

29. Q. takes Kt.

® The best mode of taking the Pawn.

1 It has been previously remarked that the Q. B. in these games

can seldom be advantageously played to the King’s side.

1 This appears the only safe and effectual way of bringing the

Queen’s Bishop into play.

Threatening to gain a Pawn.
A much better move than advancing the King’l Pawn one step,

which would have cost Black at least a Pawn.

I Well played.
#* A lost move.

11 From this point the game is in Black’s favor.
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80. B. takes Kt.

31. Q. to Kt’s 2d.
32. R. to Q. Kt’s 8q.
33. Q. to her B’s 2d.

34, P. to K. R’s 4th.

35. R. to K. R’s 8.

36. Q. to K’s 4th. -

37. K. to Kt’s 3d.

38. R. to K. B’s &q.

39. Q. to her Kt’s 7th.

40. K. to R’s 3d.

41. R. to K. Kt's 8q

42. Q. to her Kt’s 8th (ch.)
43, Q. to ’s 8th.

47. Q. takes Q. Kt. P.

to her Kt’s Tth.

to K’s 4th.

. to K’s sq

. to her R’a 8q. (ch.)
. to her B’s sq.

53. K to R’s 2d.

54. P. to K. B’s 5th,

55. K. to R’s 3d.

56. P. takes P. (ch.)

=4
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30. Q. P. takes B.*

31. R. to Q. R’s 5th.
32. Q. to her R’s 2d.
33. P. to K. Kt’s 3d.
34. Q. to K’s 2d.

35, Q. takes Q. Kt. P.
36. Q. to her Kt’s Tth (ch.)
37. R. to Q. R’s Tth.
38. P.to Q. Kt’s 5th.
39. P. to K. R’s 4th.
40. P. to Q. B’s 6th.

41. Q. to K. B’s Tth,
42. K. to R’s 2d.

43. Q. takes K. P. (ch.)
44. R. to Q. R’s 2d.

45. Q. takes Q. P.1

46. Q. takes R.

47. Q. to K. Kt’s 8th.
48. K. to Kt’s 2d.

49. Q. to her B’s 4th,
50. P. to Q. B’s 7th.

51. K. to R’s 2d.

52. Q. to K. B’e 4th (ch.)
53. Q. to her 6th,

54. Q. to K’s Tth (ch.)
55. Q. to her 8th.

56. P. takes P.

And White surrendered.

* Black properly takes with the Q. P., foreseeing, in the event of
the capital Pieces being changed off, that a White passed P. on the
Q. Kt’s file would be out of reach of his King.

1 High praise is due to White for the peruna.clous ingenuity with
which he struggled to draw the game.

1 Had he taken the R., White would have drawn the game.
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CHAPTER VI.
IRREGULAR OPENINGS.

GAME THE FIRST.
THE FRENCH GAME.

WHITE.
P. to K’s 4th.

BLACK. -
1. P. to K’s 3d.

These two moves begin the ¢ French Game.”

. P. to Q’s 4th (best) 2. P. to Q’s 4th.

. P. takes P. (best) 3. P. takes P.
P. to Q. B’s 4th. 4. K. B. checks.
B. to Qs 2d 5. Q. to K’s 2d (ch.)
Q. to K’s 2d 6. Q. B. to K’s 3d.
P. takes P. 7. B. takes B. (ch.)
Q. Kt. takes B - 8. B. takes P.

The game is equal.
VARIATION,
Beginning at W hite's 2d move.
WHITE. BLACK.

P. to K’s 4th, 1. P. to K’s 8d.
P. to K. B’s 4th. 2. P. to Q's 4th.
P. takes P. 8. P. takes P.
K. Kt. to B’s 3d. 4. P. to Q. B’s 4th.
P. to Q’s 4th. 5. Q. Kt. to B's 3d.
P. to Q. B’s3d 6. K. Kt. to B’s 3d.
. Q. B. to K’s 3d.* 7. Q. to her Kt’s 3d.
. Q. to her Kt’s 3d. 8. Q. Kt. to R’s 4th.
Q. takes Q. 9. P. takes Q.
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10. K. B. checks.
11. B. takes B. (ch.)

10. Q. B. to Q’s 2d.
11. K. Kt. takes B.

The game is even.

GAME THE SECOND.
THE SICILIAN GAME.

WHITE.
1. P. to K’s 4th. -

1.

- BLACK.
P. to Q. B’s 4th.

These moves commence the ¢ Sicilian Game.” Black’s
move is considered by Staunton the best reply to White’s

move, 1. P. to K’s 4th.

2. K. Kt. to B’s 3d. 2. P.to K’s 8d.

8. P. to Q’s 4th. 8. P. to Q’s 4th

4. P. takes Q. P. 4. K. P. takes P

5. P. to Q. B’s 4th. 5. P. takes Q. P
© 6. P. takes 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 4th

9. Kt. to Q. Kt’s 3d. 9. B. to Q. Kt’s 8d
10. B. to Q. B’s 4th. 10. K. Kt. to B’s 3d
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. ta Q’s 4th. 2. P. takes P.

3. Q. takes P 3. Q. Kt. to B’s 3d.

4. Q. to her sq. 4. K. Kt. to B’s 3d.

5. Q. Kt. to B’s 8d. 5. P.to K’s 8d. -

6. Q. B. to K. Kt's 5th. 6. K. B. to K’s 2d.

The game appears to be equal.
GAME THE FOURTH.
WHITE. BLACK.
1 1. P. to Q. B’s 4th.

. P. to K’s 4th.
13



N

194 CHESS HANDBOOK.

2. P. to K. B’s 4th. 2. P. to K’s 3d.

8. K. Kt. to B’s 3d 3. P. to Qs 4th.

4. P. to K’s 5th. 4. Q. Kt. to B's 8d. .
5. P. to Q. B’s 3d. 5. P. to K. B’s 8d.
6. K. B. to Q’s 3d. 6. K. Kt. to R’s 8d.
7. K. B. to Q. B’s 2d. 7. Q. to her Kt’s 3d.

Black has the advantage.

VARIATION,
Beginning at Black’s 2d move.

WHITE. BLACK.
1. P. to K’s 4th. 1. P. to Q. B’s 4th.
2. P. to K. B’s 4th. 2. Q. Kt. to B’s 3d.
8. K. Kt. to B’s 3d. 3. P. to K’s 3d.
4. B. to K’s 2d. 4. P. to Q's 4th.
5. P. to Qs 3d. 5. P. takes P.
6. P. takes P. 6. Q. takes Q. (ch.)
7. B. takes Q. 7. K. Kt. to B’s 8d.
8. Q. Kt. to B’s 3d. 8. Q. B. to Qs 2d.
9. Q. B. to K’s 3d. 9. Castles.

The game is even.

GAME THE FIFTH.

WHITE BLACK.
1. P. to K’s 4th 1. B. to Q. B’s 4th
2. P. to Q. B’s 4th. 2. P. to K’s 3d.
3. K. Kt. to B’s 3d. 3. Q. Kt. to B's 8d.
4. Q. Kt. to B’s 8d 4. P. to K. Kt’s 3d
5. P. to Q's 3d. 5. B. to K. Kt's 2d
6. B. to K’s 2d. 6. K. Kt. to K’'s 2d
I much prefer his game.
GAME THE SIXTH.
TEE WiNe GAMBIT.
. ‘WHITE. BLACK.

1. P. to K’s 4th. 1. P. to Q. B’s 4th.
2. P. to Q. Kt’s 4th. 2. P. takes P.
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3. P. to Q’s 4th. 3. P. to Q’s 4th.
4. P. to K’s 5th. 4. Q. B. to K. B’s 4th.
5. P. to Q. R’s 3d. 5. P. takes P.
6. Q. B. takes P. 6. Q. Kt. to B’s 3d.
You have no equivalent for the lost Pawn.
GAME THE SEVENTH. . .
TrE CENTRE COUNTER GGAMBIT.
WHITE. BLACK.
1. P. to K’s 4th. 1. P. to Qs 4th
2. P. takes P. (best) 2. Q. takes P.
3. Q. Kt. to B’s 3d. 3. Q. to her sq. (best)
4. P. to Q's 4th. 4. Q. B. to K. B’s 4th.
5. K. Kt. to B’s 3d. 5. P. to K’s 3d.
6. K.B. to Q. B’s 4th.
You have a better opened game.
‘ Variation I.
Beginning at Black’s 2d move.
WHITE. BLACK.
1. P. to ’s 4th. 1. P. to Q’s 4th.
2. P. takes 2. K. Kt. to B’s 3d.
3. B. to Kt’s 5th (¢! Slh) 8. B. to Q’s 2d.
4.KBtoQ B’s 4t 4. P. to Q. Kt’s 4th.
5. K. B.to Q. Kt's3d. 5. Q. B. to K. Kt's 5th
6. P. to K. B’s 3d. 6. Q. B. to his sq.
7. Q. to'K’s 2d. 7. P.to Q. R’s 3d.
8. P. to Q. B’s 4th. 8. P. to Q. B’s 3d.
9. Q. P. takes P. 9. Q. Kt. takes P.
10. Q. B. P. takes P. 10. Q. Kt. to Q’s 5th.
11. Q. to K’s 8d. 11. Q. R P. takes P.
12. Kt. to K’s 2d. 12. Kt. takes Kt.
13. K. takes Kt. 13. Q. B. to Q. R’s 3d.
14. K. R. to Q’s 8q. 14. P. t;) Q. Kt’s 5th (dis.
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P. to Q’s 8d. 15. P. to K’s 3d.

P. to Q. R’s 3d.
You have a good game, and a Pawn superiority.

. Variamion IIL

Beginning at Black’s 5th move.
WHITE. BLACK.
1. P. to K’s 4th. 1. P. to Q's 4th.
2. P. takes P. 2. K. Kt. to B’s 3d.
3. B.to Q. Kt’s 5th (ch.) 3. B.to Q's2d.
4. B. to Q. B’s 4th. 4. P. to Q. Kt's 4th
5. B. to Q. Kt’s 3d. 5. P. to Q. R’s 4th.
6..P.toQ Rs3d 6. Q. B. to K. Kt's 5th.
7. P. to K. B’s 3d. 7. B. to his sq.
8. Q. Kt. toB’s3d 8. Q. B.to Q. R’z 3d
9. P.to Qs 3d 9. P. to Q. Kt's 5th
10. Q. R. P. takes P. 10. Q. R. P. takes P
11. Q. Kt. to R’s 4th. 11. Q. B. to Q. Kt’s 2d.
12. Q. B. to Q’s 2d.
Black’s position is inferior.
GAME THE EIGHTH.
THE FIANCHETTO.
WHITE. BLACK.
1. P. to K’s 4th 1. P. to Q. Kt's 3d.
2. P. to Q’s 4th 2. Q. B. to Q. Kt's 2d.
3. K. B. to Qs 3d 8. P. to K’s 3d.
4. P. to K. B’s 4th 4. P. to Q's 4th.
5. P. to K’s 5th. 5. P. to Q. B’s 4th
6. P. to Q. B’s 8d 6. KKt toK R’s 8d
The game appears to be eq
VARIATION,
Beginning at Black’s 3d move.
WHITE. BLACK.
1. P. to K’s 4th. 1. P. to Q. Kt's 8d.
2. P. to Q’s 4th. 2. B. to Q. Kt's 2d.
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8. B. to Q’s 3d. 8. P. to K. Kt’s 8d.
4. P. to K. B’s 4th. 4. B. to K. Kt's 2d.
5. K. Kt. to B’s 3d. 5. P. to Q’s 3d..
6. Q. B. to K’s 8d. 6. Q. Kt. to Q's 2d.
7. P. to Q. B’s 4th. 7. P. to K’s 3d.
8. Q. Kt. to B’s 3d. 8. K. Kt. to K’s 2d.
9. Q. to K’s 2d. 9. Castles.
10. Castles on Q’s side. 10. P. to K. B’s 4th.
11. K. Kt. to his 5th. 11. P. takes K. P.
12. B. takes P. 12. B. takes B.
13. Q. Kt. takes B.
You have the better game.
GAME THE NINTH.
1. P. to Q’s 4th. 1. P. to K. B’s 4th.
2. P. to Q. B’s 4th. 2. K. Kt. to B’s 3d.
8. Q. Kt. to B’s 3d. 3. P. to Q’s 3d.
4. Q. B. to K. B’s 4th. 4. P. to Q. B’s 3d.
5. P. to K’s 3d. 5. Q. to her B’s 2d.
6. K. Kt. to B’s 3d. 6. K. Kt. to K. R’s 4th.
7. Q. B.to K. Kt's 5th. 7. P. to K. R’s 3d.
8. B. to K. R’s 4th. 8. P. to K. Kt’s 4th.
9. K. Kt. to Q’s 2d. 9. K. Kt. to B’s 8d.
10. B. to K. Kt’s 3d. 16. P. to K’s 4th
Equal game
Vagiarion I.
Beginning at W kite’s 2d move.
WHITE. ' BLACK.
1. P. to Qs 4th. 1. P. to K. B’s 4th.
2. P. to K’s 4th. 2. P. takes P.
8. Q. Kt. to B’s 8d. 3. K. Kt. to B’s 8d.
4, Q. B. to K. Kt’'s 5th. 4. P. to Q. B’s 3d.
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 3d. 7. B. to Q’s 3d.
8. B. to Q’s 3d. 8. Castles.

I prefer your position.
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Variation IL
Beginning at White’s 2d move.

‘WHITE. BLACK.
1. P. to Q's 4th. 1. P. to K. B’s 4th.
2. P. to K. R’s 3d. 2. K. Kt. to B's 8d.
8. P. to K. Kt’s 4th. 3. P. to Qs 4th (best)
4. P. to K. Kt’s 5th. 4. K. Kt. to K’s 5th.
5. P. to K. R’s 4th. 5. P. to Q. B’s 4th.
6. P. to Q. B’s 3d. 6. P. to K’'s 3d.
7. K. Kt. to B’s 8d. 7. Q. Kt. to B’s 8d.
8. Q. B.to K. B's4th. 8. K. B. to Q’s 3d.
9. B. takes B. 9. Q. takes B.

Even game.
GAME THE TENTH.

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

You have the advantage.
GAME THE ELEVENTH. i

WHITE. BLACK. ‘
1. P. to K. B’s 4th. 1. P. to Q’s 4th. |
2. K. Kt. to B’s 3d. 2. Q. B. to K. Kt’s 5th.
3. K.Kt. to K’s 5th. 8. B. to K. B's 4th. |
4. P. to K. Kt's 4th. 4. P. to K’s 8d. -
5. P. to K. Kt’s 5th. 5. P. to K. B’s 8d
6. Kt. to K. B’s 8d. 6. P. takes P.
7. Kt. takes P. 7. K. B. to K’s 2d. !
8. P. to K. R’s 4th. 8. P. to K. R’s 3d. ‘
9. Kt. to K. B’s 3d. 9. Q. B. to K. Kt’s 5th.

Black has the better game, owing to your premature

attack at the 4th move.
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GAME THE TWELFTH.

. WHITE. BLACK.
1. P.to Q. B’s 4th. . 1. P. to Q. B’s 4th.
2. P. to K. B’s 4th. 2. P. to K. B’s 4th.
8. P. to Q’s 8d. 8. K. Kt. to B’s 3d.
4. Q. Kt. to B’s 8d. 4. P.to Qs 3d.
5. P: to K’s 4th. 5. Q. Kt. to B’s 8d.
6. K. Kt. to B’s 3d. 6. P. to K’s 4th.
7. B. to Q’s 2d. 7. Q. to K’s 2d.
8. P. to Q. R’s 8d. 8 P. to K. Kt's 8d.
9. P. to K. Kt's 3d. 9. K. B. to Kt’s 2d.
10. Q. Kt. to Q’s 5th. 10. Kt. takes Kt.
.11. Q. B. P. takes Kt. 11. Q. Kt. to Q’s 5th.
12. Kt. takes Kt. 12. Q. B. P. takes Kt.
Equal game.

* VARIATION,
Beginning at Black’s 1st move.

WHITE.

BLACK.

199

1. P. to Q. B’s 4th. 1. P. to K’s 4th.

2. Q. Kt. to B's 3d. 2. P. to K. B’s 4th
3. P. to K’s 3d. 3. K. Kt. to B’s 3d.
4. P. to Q’s 4th. 4. P. to K’s 5th.

6. K. Kt. to R’s 3d.

You have the advantage in position.

GAMES
ILLUSTRATIVE OF THE PRECEDING ANALYSIS.
Gaue I.—Between Messrs, Morphy and Anderssen.

waire. (Mr. M.) BLACK. (Mr. A.)
1. P. to K’s 4th. 1. P. to K’s 3d.
2. P. to Q’s 4th. 2. P. to K. Kt’s 3d.
3. K. B. to Q’s 3d. 3. K. B. to Kt's 2d
4, Q. B. to K’s 3d. 4. P. to Q. B’s 4th
5. P. to Q. B’s 3d. 5. P. takes Q. P.
6. P. takes P. 6. Q. Kt. to B’s 3d
7. K. Kt. to K’s 2d. 7. K. Kt. to K’s 2d
8. Castles, -8. Castles.
9. Q. Kt. t. to Q. B’s 3d. 9. P. to Q’s 4th
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10. P. to K’s 5th.

11. P. to K. B’s 4th.
12. K. B. P. takes P.
13. Q. to her 2d.

14. Q. B. to K. Kv’s 5th.
15. Q. takes Kt.

16. Q. to K. R’s 3d.
17. K. Kt. to his 3d.
18. R. takes R. (ch.)
19. R. to K. B’s sq.
20. Q. to R’s 4th,

21. Kt. takes Kt.

22. R. to K. B’s 3d.
23. R. to K. Kt’s 3d.
24. B. to K. B’s 6th.
25. Q. takes P.

26. Kt. takes B.

27. Q. to K. R’s 6th.
28. R. takes B.

29. K. to K. B’s 2d.
30. Q. takes R. (ch.)
31. B. takes Q.

32. K. to B’s 3d.

33. P. to K. Kt's 4th,
34. P. to K. R’s 4th.
35. K. to K’s 3d.

10. P. to K. B's 3d.

11. K. B. P, takes K. P.
12. P. to Q. R’s 3d. P
134 Q. Kt. to Q. Kt’e 5th.
14. Kt. takes B.

pq"i

t. to B’s 4th.
Kc. P takes Kt.
22, B. to Q. Kt’s 4th.
23. R. to B’s 2d.

24. P. to K. B’s 5th.
25. Q. to K. B’s s5q.
26. P. takes Kt.

27. K. to R’s sq.

28. R. takes R.

29. K. to K. Kt’s sq.
30. Q. takes Q.

31. K. takes B.

32. P. to Q. Kt’s 5th.
33. K. to Kt’s 3d.
34, P. to Q. Kt’s 4th,

And Black rengns.

Gaxx II.—Played by Mr. Morpby without seeing the Chess-
board or men, against' M. Bierwirth.

wrItE. (Mr. M.)
1. P. to K’s 4th.
2. P. to Q’s 4th.
3. K. B. to Q’s 3d.
4. P. takes P.
5. K. Kt. to K. B’s 3d.
6. Castles.
7. P. to K. R’s 3d.
8. Q. B. to K’s 3d.
9. K. R. to K’s sq.
10. Q. Kt. to Q’s 2d.

11. Kt. takes B,
12. Q. to Q’s 2d.
13. P. to Q. B’s 4th.

14. K. B takes P.
15. Kt. to K’s 5th.
16. K. B. to K’s 6th.
17. P. takes B.

BLAck. (M. B.)
1. P. to K’s 3d.
2. P. to Q. B’s 3d.
3. P. to Q’s 4th.
4. K. P. takes P.
5. Q. B. to K. Kt’s 5th.
6. K. B. to Q’z 3d.
7. Q. B. to K. R’s 4th.
. Kt. to Q’s 2d.
. Kt. to K’z 2d.
. B. takes Kt.
. to K. R’s 3d.
. to Q. B’s 2d.
13. P takes P.
14. P. to K. B’s 4th.
15. Castles on Q’s side.
16. B. takes Kt.
17. K. to Q. Kt’s 8q.

ok
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18. Q. to Q. B’s 3d.*
19. Q. to Q. R’s 3d.
20. Q. R. to Q. B’s sq.
21. P. to K. B’s 4th.
22. Q. B. takes P.

24. Q to K. B’s 3d
25. K. to K. R’s 2d.
26. R. takes R.

27. R. to K’s 2d.

28. Q. B. to Q's 2d.
29. K. B. takes Kt.
30. B. takes K. R. P,
31. B, to K. Kt’s Tth,
32. B. to K. B’s 6th.
33. Q. to K. R’s 6th.
34. Q. takes R.

18. Q. Kt. to Q. Kt’s 3d.
19. Q. Kt. to Q. B’s sq.
20. P. to K. Kt’s 4th.

21. P. takes P.

22. Q. R. to Q’s 5th.

23. Q. R. to K’s 5th.

24. Q. to Q. Kt’s 3d (ch.) .
25. Q. R. takes R.

26. Q. to Q. Kt's 5th.

27. K. Kt. to K. Kt’s 3d.
28. Q. to Q. Kt’s 4th.
29. R. takes B.

30. R. to K. R’s 8q.

31. R. to K. R’s 2d.

32. R. to K. B’s 2d.

33. Kt. to K. B’s 5th.

And Black surrenders, after a struggle of nearly nine hours,

Gaxe ITI.—Played in 1854, between Mr. H. P. Montgomery,
of Philade fphm, and Mr. Pindar, now one of the leading

members o

wHITRE. (Mr. P.)
. to K’s 4th,

. to Q’s 4th,

kes P.

t. to B’s 3d.

t. to B’s 3d.
. to Q’s 3d.1
. to Q’s 2d.

mkea B.

9. K B. to K’s 2d.

10. Castles.

11. P. takes Kt.

12. Kt. to Q’s 2d.

13. P. to Q. R’s 4th.q

woNNomww
wwuws
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the Manchester Chess Club, England.

BLACK. (Mr. M.)
1. P. to K’s 3d.
2. P. to Q’s 4th.
3. Q. takes P.
4. K. B. to Q. Kt’s 5th.
5. K. Kt. to B’s 3d.
6. P. to Q. B’s 4th.}
7. B. takes Kt.
8. P. to Q. B’s 5th.
9. K. Kt. to K’s 5th.
10. Kt. takes B.3
11. Q. Kt. to Q’s 2d.|
12. Kt. to Kt’s 3d.
13. P. to Q. R’s 4th.

* A very ingenious move.

If Black take the Pawn with his

Queen, he of course loses her by “B. takes Q. R. P. (ch.), &c.,” and
if with the Kt. it costs him at least a Piece.
1 A favorite move with several of the strongest of modern players.
ﬁ]’.f White take P. with P., the Black K. B. is brought into play;
and if not, the advance of P. to B’s 5th is threatened.
Chiefly to double White’s Pawns. .
Black foresaw the intended attack on the B. P., and by provid-
ing for it in this way brought another Piece into action.
§ White keeps up the attack on the B. P. with a great deal of vigor.
The move of R. P. two was a very good one.
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14. Q. R. to Q. Kt’s aq.
15. B. to XK. B’s 3d.
16, Kt. to K’s 4th.

17. Q. to Qs 2d.

18. Q. R. to Q. Kt’s 5th.t
19. Kt. to K. Kt's 3d.
20. P. to Q’s 5th.

21. R. takes Q. R. P. {
22. Q. to K. B’s 4th.§
23. Q. P. takes P.

24, P. to K’s Tth.

25. K. R. to K’s sq.
26. R. takes Kt.}

27. Q. to K’s 5th.33
28, Kt. takes P.

29, Kt. to Q’s 6th.

80. Kt. to K’s 4th.

81. Q.to K. Kt’s 3d.
32. Kt. to K. Kt’s 5th.
83. B. takes B. (ch.)
34. Kt. to K’s 6th.

14. Q. to Q. B’s 3d.*
15. Q. to Q. B's 2d.

16. Kt. takes Q. R. P.
17. Castles.

18. P. to K. B's 4th.}
19. Q. R. to Q. Kt's sq.
20. Q. to Q’s 2d.3

21. P. to Q. Kt’s 4th.|
22. Q. to Q. Kt’s 2d.**
23. Q. to Q. Kt’s 3d.
24, K. R. to K’s sq.
25. B. to K’s 3d.11

26. P. takes R.

27. K. R. takes P.

28. K. R. to K. B’s 2d.
29. K. R. to K. B's 8d.
30. K. R. to K. B’s 4th.
31. Q. R. to K. B’s aq.]||
32. B. to Q’s 4th.

33. R. takes B.

84. Q. takes Kt.q§

And Black wins.

Gaxe IV.—Played by Correspondence between New York
and Philadelphia, in 1857.

warre. (N. Y.)
1. P. to.K’s 4th.
2. P. to Q’s 4th. .
3. K. Kt. to B’s 8d.
4. Q. takes P.

BLACK. (®hila.)
1. P. to Q. B’s 4th,
2. P. takes P.
3. P.to K’s 3d.
4. Q. Kt. to B’s 3d.

* The best move.

Black has now resumed the offensive.

% The R. is well posted—for attack and defence.

Threatening to take Q. if P. takes P., and attacking Q. R. at the
same time. There was still another motive for this move, viz.: to
induce White to take R. P., foreseeing the R. would be lost sub-

sequently. -
To enslave the Rook.

A nexcellent move. In this and the succeeding moves, White

played very well. His efforts were directed to saving his R., but, as
the result showed, without success.
## Apparently hazardous, but justified by the gain of time.
11 We believe his best move.
1t White was obliged to lose the exchange, although he fought
manfully against it.
Another very good move in White.
Black’s advantage in the exchange begins now to tell on the

game.
99§ Threatening mate if R. takes Q.
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’s 8q.

o Q’s 3d.
to B’s 3d.
es P.

to K’s 4th.
Q. Kt’s 5th,
. takes Kt.
8.

to K. Kt's 3d.
Q B’s 4th.
Q B’s 2d.

to Q. Kt’s 3d.
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19, . to K’s 8q.
20, B to Q Kvs 2d.
21. K. R. to K’s 2d.
22. Q. R. to K’s &q.
23. P. takes P.

24. K. Kt. to K. R’s 3d.
25. P. takes B,

26. Kt. to Kt’s 5th.
27. Q. to Q. B’s 3d.
28. R. takes Q.

29. Q. takes R.

80. K. to B’s sq.

31, R. to'Q’s 2d.

32, P. takes P,

33. R. to Q’s Tth.
34. K. to Kt’s sq.

to Q. B’s 8th

5. K. B. to Q. B’s 4th.
6. K. Kt. to K’s 2d.
7. P. to Q’s 4th.
8. K. Kt. takes P,
9. B. to Q. Kt’s 3d.
10. Castles.
11. P. takes B.
12, P. to K. B’s 4th.
13. Q. to Q. B’s 2d.

14. Kt. to K. B’s 3d.
15. P. to Q. B’s 4th.
16. B. to Q. Kt's 2d.
17. Q. to Q. B’s 3d.
18. B. to Q. B’s 2d.
19. Q. R. to K’s sq.
20. P, to K. Kt’s 3d.
21. P. to K’s 4th

22. P. to K’s 5th.

23. B. to K. B’s 5th.

24. B. takes Kt.

25. Kt. takes P.

26. Kt. takes Kt.

27. Q. takes K. Kt. P. (ch.)
28. R. takes R. (ch.)

29. Kt. to B’s 6th (ch.)
30. Kt. takes Q.

81. P. to B’s 5th.

82. Kt. to K. Kt's Tth.
33. R. takes P. (ch.)

34. B. to K’s 5th.

35. K. to B’s sq.

36. Kt. to K’s 6th.

87. K. to B’s 2d.

38. R. to K. B’s 8th (ch.)
39. Kt. to K. B’s 4th,

40. P. to K. Kt’s 4th.

And Philadelphia announces mate in six moves.

Gaur V.—Played by Mr. Morphy without seeing the Chess-
board or men, against M. Preti.

wHITE. (Mr. M.)

K’s 4th.

’s 4th.

to K. B’s 3d.
to Q. B’s 4th,
. B’s 3d.

takes K’s P.
takes K. B. P. (ch.)
to Qs 3d.

Ll R Y T

FRRD RN T

RENES WSS

FaT RO, f'o
]

BLACK. (Mr. P.)
. to Q. B’s 4th.

RS T
g
=
[
3
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RRO R YR TY

©®

B. to Q. Kt's 8d.
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10. K. B. to Q. Kt’s 3d.

11. Q. B. to Q. R’s 3d.

12. Castles.

13. P. to K’s 5th.

14. K. Kt. to K. B’s 4th.
15. K. Kt. to K’s 6th (ch.)®

CHESS HANDBOOK.

10. P. to Q’s 3d.

11.

Q. Kt. to Q. B’s 3d.

12. K. Kt. to K. R’s 3d.
13. Q. to K. Kt's 3d.
14. Q. to K. Kt’s 5th.
15. Q. B. takes Kt.

16. Q. takes Q. P. (ch.) 16. K. to B’s 2d.
17. Q. to Q’s Tth (ch.) 17. K. to K. Kt's 3d.
18. K. B. takes B. 18. Q. to K. Kt’s 4th.
19. K. B. to Q’s 5th. - 19. Q. Kt. takes K. P.
20. K. B. to K’s 4th (ch.) 20. K. Kt. to K. B’s 4th.
21. Q. to K’s 6th (ch.) 21. Q. to K. B’s 3d.
22. K. B. takes Kt. (ch.) 22. K. to K. R’s 4th.
28. P. to K. Kt’s 4th (ch.) 23. Kt. takes P.
24. K. B. takes Kt. (ch ) :
d Black surrenders.
GauE VI.—Played at the Phlladellgbm Athensgum, between
. r. Clements and Dr. Lewis.
wHITE. (Mr. C.) BLACK. (Dr. L.)
1. P. to K’s 4th. 1. P. to Q. B’s 4th.
2. P. to Qs 4th. 2. P. to K’s 3d.}
3. K. Kt. to B’s 8d. 3. P. to Q’s 4th ~
4. K. P. takes P. 4. K. P. takes P.
5. K. B. to Q. Kt’s 5th (ch.) 5. Q. Kt. to Q. B’s 3d.
6. Castles. 6. K. Kt. to B’s 3d.
7. K. Kt. to X’s 5th. 7. Q. to Q. Kv’s 3d.
8. B. takes Kt. (ch.) 8. P. takes B.
9. R. to K’s 8q. 9. Q. B. to K’s 3d.
10. Q. to K’s 2d.g 10. Q. B. P. takes P.
11. Kt. takes K. B. P.3 11. K. Kt to K’s 5th.
12. Kt. takes R. 12, Castles.
13. Q. to K. B’s 3d. 13. K. B. to Q. B’s 4th.
14. R. takes Kt. 14. P. takes R.
15. Q. takes P. 15. R. to K’s sq.
16. P.to Q. Kt’s 4th, 16. Q. B. to Q’s 2d.
17. Q. takes R. (ch.) 17. B. takes Q.
18, Kt. P. takes B. 18. Q. takes P.
19. Q. B. to R’s 3d. 19. Q. takes B. P.
20. P. to K. R’s 3d. 20. P. to Q’s 6th.
21. B. to Kt's 4th. 21. Q. to her Kt’s Tth.

22. B. to Q. B’s 3d.
23. K. to R’s 2d.

22,
23.

Q. to Q. B’s 8th (ch.)
P. to Q. B’s 4th.

#* This is more effectual than taking the Queen’s Pawn with Queen

at once.
+ The proper move.
g Well played.

This move, properly followed up, shonld have glven ‘White the

game.
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24, B.to Q’s 2d.

25. P. to Q. R’s 4th.
26. Kt. to K. B’s Tth.
27. Kt. to Q’s 6th (ch.)
28. Kt. to Q. B’s 4th.
29. B. to Q. B’s 3d.
30. K. Kt. to Q’s 2d.
81. B. takes P.

32. B. to Q. B’s 3d.
83. Kt. to R’s 3d.

84. Kt. to Q. Kt’s 5th.
35, P. to K. B’s 3d.
36. R. to K’s sq.

87. R. to K’s 5th.

88. Kt. takes Q. R. P.
39. Kt. takes Q. B. P.
40. R. to Q’s 5th (ch.)
41. B. to K’s 5th (ch.)
42, R. to Q’s Tth (ch.)
43, R. to Q'a 6th (ch.)

44, B. takes Q.

45, B. to Q. Kt’s 4th.

46, K. to K. Kt’s sq.

47, B. to Q’s 2d.

48. K. to K. B’s 2d.

49. B. to K’s 8q.

50. K. to K’s 3d.

51. B. takas P.

52, K. takos P.

53. K. to K’s sq.

54. K. to K. B’s 2d.

55. P. to K. Kt’s 3d.

56. P.to Kt’s 4th (ch.)
57. P. to K. B’s 4th.

58. P. to K. B’s 5th (ch.)
59. P. to K. Kt’s 5th.
60. P. to K. B’s 6th (ch.)
61. K. to Kt’s 3d.

62. K. to Kt’s 4th.

63. K. to Kt's 3d.

24. Q. to Q. B’s Tth.
25. B. to Q. B’s 3d.*
26. Q. to Q’s 8th.

30. B. to Q’s 4th.
31, P. to Q. B’s 5th,
32. Q. to Q’s 8th.

33. Q. to K. R’s 4th.
34. Q. to K. Kt’s 3d.
35. P. to K. R’s 4th.
36. P. to K. R’s 5th.
37. B. to Q. B’s 3d.
38. B. takes Q. R. P.
39. B. to Q. Kt’s 6th.
40, K. to Q. B’s 2d.
41. K. to Q Kt's 2d.
42. K. to R

51. P.to Q’s Tth.t
52. K. to K. B’s 5th.
53. B. to Q’s 6th.

54. K. to K. B’s 4th.
55. B. to Q. B’s 5th.
56. K. to Kt’s 3d.
57. B. to Q’s 4th.

58. K. to K. Kt’s 2d.
59. B. to K’s 5th.
60. K. to Kt’s 3d.
61. B. to Q’s 4th.

62. B. to K’s 3d (ch.)

And Black draws the game.
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* Allowing the escape of the Knight.
+ From this point, we believe Black can draw the game against

i White’s best possible play. The latter part of the game is well played
by Black.
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Gaxe VII.—Played in Oct. 1858, between Mr. James Thomp-

son of New York and Mr. H. P. Montgomery of Philada.

warTE. (Mr. T.)
1. P. to K’s 4th.
2. P. to Q. B’ 4th.
3. Kt. to Q. B’s 3d.
4. P. takes P.
5. Kt. to Q’s 5th.
6. B. to Q’s 8d.
7. P. to K. Kt’s 4th.
8. P. takes Kt.
9. Kt. to B’s 3d.
10. P. takes R. P.
11. B. to Q. Kt’s 5th (ch.)
12. B. takes B. (ch.)
13. Kt. to K. Kt’s 5th.
14. P. to Q’s 3d.
15. B. to K’s 3d.

16. R. to Q. B’s sq.
17. B. takes Kt.

18. Kt. to K’s 4th.
19. R. to K. Kt’s 8q.
20. Q. to K’s 2d.

21. R. to Q. B’s 2d.
22. P. to K. R’s 3d.
23. P. to Q. Kt’s 4th.
24. Q. to K. Kt’s 4th.
25. K. to Q’s gq.

26. P. takes R.

27. R. to Q’s 2d.

28. R. takes Q. P.
29. K. to K’s 2d.

30. K. to B’s 8q.

3l. Q. to K’'s 2d. !

32. R. to Q’s 8q.
33. Q. to Q. B’s 2d.
34. R. to K. Kt’s 2d.

P e ]

.

BLACK: (Mr. M.)
. P. to Q. B’s 4th,
. P. to K’s 4th.
P. to K. B’s 4th.
Kt. to K. B’s 3d.
. P. to Q’s 3d.
Kt. to Q. B’s 3d.
. Kt. takes Kt.
Kt. to Q’s 5th.
P. to K. R’s 4th.

10. Kt. takes K. B. P.
11. B. to Q’s 2d.

12. Q. takes B.

13. Kt. to Q’s 5th.

14. Q. to K. B’s 4th.
15. Castles (Q’s side.)
16. B. to K’s 2d.

17. K. P. takes B.

18. Q. R. to K’s sq.

19. B.to K. Kt’s 4th,
20. Q. to B’s 5th,

21. B. to B’s 3d.

22. K. to Kt’s sq.

23. Q. to K. R’s Tth,
24. K. R. to K. B’s 8q.
25. R. takes Kt.

26. P. to Q’s 6th

27. Q. to K’s 4th.

28. Q. to Q. R’s 8th (ch.)
29. Q. takes R. P, (ch.)
80. P. takes Q. Kt. P,
31. P. to Kt’s 6th,

32. P. to Kt’s 7th.

33. B. to Q’s 5th.

34. P. Queens, and wins.

Gaxe VIII.—Between Mr. Morphy and Mr. Anderssen.

" wHITE. = (Mr. M.)
1. P. to K’s 4th.
2. P. takes P, :
3. Q. Kt. to B’s 3d.

4. P. to Q’s 4th.
5. P. takes P.

.. 6. K. B. to K’s 2d.
7. K. Kt. to B’s 3d.
8. P. takes B.

9. Q. B. to Q’s 2d.

BLACK. (Mr. A.
1. P. to Q’s 4th.

2. Q. takes P.

3. Q. to Q. R’s 4th,

4. P. to K’s 4th.

5. Q. takes P. (oh.)

6. K. B. to Q. Kt’s 5th,
7. B. takes Kt. (ch.)

8. Q. takes Q. B. P. (ch.)
9. Q. to Q. B’s 4th.
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10. Q. R. to Q. Kt'a sq."
11. Castles.

12. Q. B. to K. B’s 4th.
13. Q. B. takes Q. B, P.
14. Q. takes Kt.

15. B. to Q’s 3d.

16. Kt. to K. Kt’s 5th.
17. Q. to Q. Kt’s 4th,
18. K. R. to K’s 8q.

19. Q. to K’s 7th, ¢
20. R. takes Q.

21. B. takes K. R. P. (ch.)
22. R. takes K. B. P.
23. Q. R. to K’s &q.

24. K. R. to K. B’s 4th.
25. B. to Q’s 3d.

OPENINGS.

10. Q. Kt. to Q: B’s 3d.
11. K. Kt. to K. B’s 3d.
12, Castles.

13. Q. Kt. to Q’s 5th.

14. Q. takes B.

15. Q. B. to K. Kt’s 5th,
16. K. R. to Q’s sq.

17. B. to Q. B’s &q.

18. P. to Q. R’s 4th.

19. Q. takes Q.

20. Kt. to Q’s 4th.

21. K. toRs 8

22, Kt. to Q. B's 6th.
23.°Kt. takes Q. R. P.
24. Q. R. to Q. R’s 3d.

And Black resigns.
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Gaue IX.—Between Mr. Morphy and Mr. Anderssen.

wHITE. (Mr. M.)

1. P. to K’s 4th.

2. P. takes P.

3. P. to Q’s 4th.

4. P. to Q. B’s 4th.
5. Q. Kt. to B’s 3d.
6. K. Kt. to B’s 3d.
7. Q. B. to K’s 3d.
8. Q. to Q. Kt’s 3d.
9. P. takes B.

10. Kt. to Q’s 2d.
11. K. B. to Q’s 3d.
12. Q. to Q. B’s 2d.
13. Castles.

14. Q. R. to K’s 5q.
15. P.to K. R’s 3d.
16. K. to R’s 2d.

17. K. R. to K. Kt's 8q.
18, P. to K. Kt’s 4th,
19. P. to K. B’s 4th.
20. R. to K. Kt’s 3d.
21. Kt. to K. B’s 3d.

22. R. takes B,

23. K. to Kt’s 2d.

24. P. takes P.

25. P. takes Kt.

26. P. takes P.

27. K. to B’s sq.

28. Q. to K. B’s 2d.

29. P. takes Kt. .
30. Q. to K’s 2d.

BLACK. (Mr. A.)
P. to Q’s 4th.
K. Kt. to B’s 3d.
Kt. takes P.
Kt. to K. B’s 3d.
Q. B. to K. B’s 4th,
P. to K’s 3d.
. K. B. to Q. Kt’s 5th.
. B. takes Kt. (ch.)
. B. to K’s 5th.
10. B. to Q. B’s 3d.
11. Q. Kt. to Q’s 2d.
12. P. to K. R’s 3d.
13. Castles.
14. P. to Q. Kt’s 3d.
15. Q. to Q. B’s gq. -
16. K. to R’s sq
17. R. to K. Ku 8q.
18. P. to K. Kt’s 4th.
19. Q. to K. B’s sq.
£0. Q. R. to Q’s sq.
21. B. takes Kt.
22. Q. to her 3d. .
23. Kt. to K. R’s 4th.
24. P. takes P.
25. P. to Kt’s 5th.
26. R. takes P. (ch.)
27. P. to K. B’s 4th,
28. Kt. to K’s 4th.
29. Q. takes B. (ch.)
80. Q. to K’s 5th.

ORISR
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31. B. to K. B’s 2d.
32. R.to Q’s sq.

33. Q. takes R.

34, Q. to her 3d.

35. R. to K. Kv’s 3d.
36. Q. takes Q.

37. R. to K. Kt’s 6th.
38. P. to Q. B’s 4th.
39. K. to his 2d.

40. R. takes P.

41. K. to B’s id.

42. R. to K. Kt’s 6th,
43. R. to K. Kt's sq.
44. P. to K’s 6th.

45. R. to Q. R’s 8q.
46. R. takes P.

47. K. to B’s 4th.

48, K. takes P.

49, K. to Kt’s 4th.
50, R. to Q. R’s 8th (ch.)
51. R. to R’s Tth.

52. B. to K. Kt’s 3d.
53. K. to R’s 4th.

31, Q. to Q.'B’s 3d.

32. R. takes R. (ch.)

33. Q. takes Q. B. P. (ch.)
34. Q. takes Q. R. P.

35. Q. to Q. B's 5th.

36. R. takes Q.

37. R. to Q. B’s 3d.

38. P. to Q. R’s 4th.

39. R. takes P.

40. R. t0 Q. B's 7th (ch.)
41. P. to Q. R’s 5th.

42. R. to Q. B’s 5th.

43. P. to Q. R’s 6th.

44. P. to Q. R’s Tth.

45. R. to K’s 5th.

46. R. takes P.

47. R. to Q’s 3d.

48. R. to Q’s 4th (ch.)
49. P. to Q. Kt's 4th,

50. K. to R’s 2d.

51. R. to Q’s 2d.

52. R. to K. Kt’s 2d (ch.)

And Black resigna.

Gaue X.—Played at the Philadelphia Athensgum, March
10, 1859, between Dr. Jones and Mr. H. P. Montgomery,
at the odds of the Pawn and Move.

(Remove Black’s King’s Bishop’s Pawn from the Board.)

waITe. (Dr.J.)
1. P, to K’s 4th.
2. P. to Q’s 4th.
3. K. B. to Q’s 3d.
4. Q. B. to K’s 3d.
5. P. to Q’s 5th.
6. K. Kt. to K’s 2d.
7. P. to K. R’s 3d.
8. Castles.
9. P. takes B.
10. K. to Kt’s 2d.
11 K. to R’s sq.
12, Kt. to his sq.
13. P. to K. B’s 4th.
14. B. takes P.
15. B. to K. R’s 2d.
16. Q. Kt. to B’s 3d.
17. K. B. to Q. Kt’s 5th.
18. P. takes P.
19. B. to K’s 2d.

BLACK. (Mr. M.)
1. P. to Q’s 3d.
2. K. Kt. to B’s 3d.
3. Q. Kt. to B's 3d.
4. P. to K’s 4th.
5. Q. Kt. to K’s 2d.
6. Q. Kt. to Kt’s 3d.
7. Q. Kt. to K. R’s 5th.
8. Q. B. takes K. R. P.
9. Kt. to K. B’s 6th (ch.)
10. Kt. to R’s 5th (ch.)
11. Q. to Q’s 2d.
12. P. to K. R’s 3d.
13. P. takes P.
14. 'Castles.
15. K. B. to K’s 2d.
16. P. to K. Kt’s 4th.
17. P. to Q. B’s 3d.
18. P. takes P.
19. P. to K. R’s 4th.

e —— .



IRREGULAR OPENINGS.

20. P. to K’s 5th.

21. B. takes K. R. P,
22. B. to K. Kt’s 4th.
23. B. to K. B’s 3d.
24. Q. to K’s 2d.

25. Q. to Q’s 3d.

26. Q. Kt. to K’s 2d.
27. B. takes P.

28. Q. to Q. Kt’s 3d.
29. Q. B. to K. Kt’s 3d.
30. K. R. to K. B’s 6th.
31. P. takes R. (dis. ch.)
32. Q. to her 3d.

33. P, to Q. Kt’s 3d.
34. Q. to her eq.
. 35. P, takes Kt.

36. K. to Kt's 2d.

37. Q. to her 3d.

38. K. to K. B’s sq.

39. B. to K’s 5th.

40. B. to Q’s 6th.

41. Q. to K. B’s 5th,
42. K. to Kt's 2d.

43, B. to K’s 5th.

44. B. takes R.

45. K. to B’s 34.

46. K. to B’s 4th.
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20, Kt. to K. R’s 2d.
21. K. to Q. Kt’s 5q.
22, Q. to Q. Kt's 2d.
23. P. to Q’s 4th.

24. K. R. to K. B’s sq.
25. K. B. to Q. B’s 4th.
26. P. to K. Kt’s 5th.
27. Kt. to K. Kt's 4th.
28. B. to Q. Kt’s 3d..
29. Kt. to K. Kt’s 3d.
30. R. takes R.

31. K. to Q. R’s 8q.
32. Kt. to K’s 5th.

33. Kt. to K’s 4th.

34. Kt. takes K. B.
85. R. to K. R’s 8q. (ch.)
36. Q. to K. R’s 2d.
37. Q. to R’s 8th (ch.)
38. R. to K. B’s sq.
39. Kt. takes P.

40. R. to B’s 2d.

41. Q. to K. R’s sq.
42. R. to K. Kt's 2d.
43. Kt. takes P.

44. Kt. to K’s 6th (ch.)
45. Q. to R’s 8th (ch.)

And Black wins.

Gaxe XI.—Between the same
At the odds of the

(Remove Black’s King’s Bishop’s Pawn from the Board.)

wHITE. (Dr. J.)
. to K’s 4th.
Q’s 4th,
Q’s 5th.
to K. Kt's jth.
to Q’s 2d.
t. to B's 3d.

REOOTRTOOONTY
SNwwss

R

13. K. Kt. to Q’s 4th.

14. P. takes P,

15, Castles on Q’s side.

16. K. to Q. Kt’s aq.
14

ﬁ]ayers. (March 12, 1859.)

awn and Move.

" BuACK. (Mr. M.)

1. P. to K’s 3d.

2. P. to Q. B’s 4th.

3. K. Kt. to B’s 3d.

4. Q. to Q. R’s 4th (ch.)

5. Q. to Q. B’s 2d,

6. K. B. to K’s 2d.

7. Castles.

8. P. to Q. R’s 3d.

9. P. to Q. B’s 5th.
19. K. Kt. to Kt’s 5th.
11. Kt. takes B.

12, K. B. to Q. B’s 4th.
13. P. to K’s 4th,

14. Q. takes P.

15. P. to Q. Kt’s 4th.
16. P. to Q. Kt’s 5th.
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17. P. to Q’s 3d.

18. Q. B. to K. Kt’s 5th,
19. P. to Q. B’s 6th.

20. P. takes P.

21. Q. Kt. to Q’s 2d.

22. Q. R. to Q. Kt's sq.
23. Q. to K’s sq,

24. Kt. to Q. Ku 3d.

And Black wins.

Gaxe XII.—Between Messrs. Harrwitz and Morphy.

wHITE. (Mr. H.)

1. P. to' Q’s 4th.

2. P. to Q. B’s 4th.

8. Q. Kt. to Q. B’s 3d.
4. Q. B. to K. Kt’s 5th.
5. P. to K’s 3d.

6. K. B. to Qs 3d.

7. K. Kt. to K’s 2d.
8. Castles.

9. B. takes B.
10. K. Kt. to Kt’s 3d.
11. K. R. P, takes Kt.
12. P. to K. B’s 4th.
13. P. to K. Kt’s 4th.
14. P. takes P.

15. Q. to K's 2d.
16. Q. R. to K’s sq.
17. B. to Q. Kt’s =q,
18. Q. to K. B’s 2d.
19. P. to Q’s 5th.

20. Q. to K. B’s 3d.
21. P.to Q.R’s 84.*
22. P. to Q. Kt’s 4th,
23, Kt. to K’s 2d.
24. Kt to K. Kt’s 3d.
25. K. to B’s 2d.
26. K. R.to K. R’s sq.
27. K. to K’s 8q.
28. R. takes R.

29. Q. to her eq.

80. Q. to her 2d.

81. Kt to K. B’s 8q.
32. P. to K. Kt’s 3d.
83. P. to Q. Kt’s 5th.
84. Q. to K. Kt's 2d.
85. K. takes Q.

BLACK. (Mr.M.)

1. P. to K. B’s 4th.

2. P. to K’s 3d.

3. K. Kt. to K. B’s 3d.
4. K. B. to K’s 2d.

5. Castles.

6. P. to Q. Kt’s 3d.

7. Q. B. to Q. Kt's 2d.
8. K. Kt to K. R’s 4th,
9. Q. takes B,
30. Kt. takes Kt.
11. P. to Q’s 3d.

12. Kt to Q. B’s 3d.
13. Kt. to Q. Kt’s 5th,

14. P. takes P,

15. Q. R. to K’s sq.
16. Q. to K. R’s 5th,
17. Q. R. to K’s 3d.
18. Q. to K. R’s 4th.
19. Q. R. to K. R’s 3d.
20. Q. to K. R’s 5th.
21. Kt. to Q. R’s 3d.
22. Kt. to Q. Kt's &q,
23. Kt. to Q’s 2d.

24. P. 40 K. Kt’s 3d.
25. Kt. to K. B’s 3d.
26. Kt. to K. Kt's 5th (oh)
27. Q. to K. B’s 3d.
28. Kt. takes R.

29. Kt. to K. Kv’s 5th.
30. Q. ta K. R’s 5th.
31. R.to K’s 8q.

32. Q. to K. R’s 6th.
33. Kt. to K. B’s 3d.
34. Q. takes Q. (ch.)
35. P. to Q. R’s 3d.

'® Surely it would have been wiser to play Kt: to K's 2d.

- —

— Y
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38. P. to Q. R’s 4th.
37. Q. R. P. takes P,
38. Kt. to Q’s 2d.
39. P. to K’s 4th.
40. Kt. takes P,

41. B. takes Kt.

42, B. to K. B’s 3d.
43. R. to K’s 4th.
44. B. to K’s 2d.
45. R. to Q’s 4th,
46. K. to B’s 2d.
47. R. to Q’s 2d.’
48. K. to K’s aq.
49. K. to B’s 2d.
50. R. to Q. R’s 2d.
51. P. takes P.

52. R. to Q. R’s Tth.
53. R. takes Q. B. P,
b54. K. to K’s 8q.

36. P. takes P.’

37. R. to Q. R’s 2q.
38. R. to Q. R’s 6th,
39. P. takes P.

40. Kt. takes Kt.
41. R. to Q. B’s 6th.
42, K. to K. B’s 2d.

43. B. to Q. B’s &q.
44. B. to K. B’s 4th.
45. P. to K. R’s 4th,
46. K. to B’s 3d.

47. B. to Q. B’s Tth.
48. B. to K’s 5th.
49. K. to B’s 4th.
50. P. to K. R’s 5th,

51. K. takes K. B. P,
52. R. to K. R’s 6th.

53. R.to K. R’s 7th (ch.)
54. K. to K’s 6th.

And Wlnto resigns.

Gaxe XIII.—Between Mr. Morphy and Mr. Harrwitz,

waITe. (Mr. H.)
P. to Q’s 4th.
P. to Q. B’s 4th.

o

.

PRSP
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17. Q. Kt. takes Kt.
18. Q. takes Q.

19. Kt. to K’s 5th.

20. Kt. takes Kt.

21. Q. R. to Q. B’s sq.
22. Q. B. to Q’s 6th.

BLACK. (Mr. M.)
1. P. to K’s 3d.
2. P. to Q’s 4th,
K. Kt. to K, B’s 3d.

4. P
5. P
6. Q
7. Q.
8. Q.
9. P.
10. Q.
11. K. B. to K’s 2d.
12, Castles.
13. K. Kt, to Q’s 4th.
14. K. to R’s 8q.
15. K. B. to K. B’s 3d.
16. P. to Kt's 3d.
17. Q. takes Kt.
18. P. takes Q.
19. Q. R. to Q’s sq.1
20. Q. B. takes Kt.
21. Q. R. to Q. B’s sq.
. K. R. to K. Kt’s 5q.

# A favorite move of Mr. Harrwitz, though decried by the chief

authorities.

+ Had he taken the Queen’s Pawn, White would have won at least
the exchange by moving Kt. to Q’s 7th.
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23. Q. B. to K's 5th. 23. K. to K. Kt’'s 2d.®
24. P. to K. B’s 4th. 24. Q. B. to Qs 2d.
25. K. to K. B’s 2d, 25. P.to K. R’s 3d.
26. K. to K’s 3d.t 26. Q. R. takes R.
27. R. takes R. 27. R. to Q. B’s sq.
28. R. to Q. B’s 5th. 28. K. B. takes B.
29. K. B. P. takes B. 29, B. to K’s 3d

30. P. to Q. R’s 4th.} 80. P. takes P.

31. B. takes Q. R. P. 31. R. to Q. Kt’s 8q.
32. R. to Q. Kt’s 5th. 32. R. to Q’s 8q.8
33. R. to Q. Kt’s 6th. 33. R. to Q. R’s 8q.
34, K. to Q’s 2d. 34. B.to Q. B's sq.
35. B. takes B. 35. R. takes B.

36. R. to Q. Kt’s 5th. 36. R. to Q. R’s &q.
37. R. takes Q. P. 37. P. to Q. R’s 6th.
38. P. takes P. 38. R. takes P.

39. R. to Q. B’s 5th. 39. K. to K’s B’s 8q.
40. K. to K’s 2d. 40. K. to K’s 2d.
41. P. to Q’s 5th. 41. K. to Q’s 2d.

42. R. to Q. B’s 6th. 42. P. to K. R’s 4th.
43. R. to K. B’s 6th, 43. K. to K’s 2d.
44. P. to Q’s 6th (ch.) 44. K. to K’s sq.

45. P. to K’s 6th. * 45. P. takes P.

46. R. takes P. (ch.) 46, K. to K. B’s 2d.
47, P. to Q’s 7th. 47. R. to Q. R’s 8q.
48. R. to Q’s 6th. 48. K. to K’s 2d.

49. R. takes P. 49. K. takes P.

50. R. to K. Kt’s 5th. 50. R. to K. R’s sq.
51. K. to K. B’s 3d. 51. K. to K’s 3d

52. K. to K. Kt’s 3d.
53. K. to K. Kt’s 4th.
54. P. to K. Kt’s 3d.
55, R. to K. R’s 5th.

52. P. to K. R’s 5th (ch.)

53. P. to K. R’s 6th.
54. K. to K. B’s 3d.

And Black abandoned the game.

Gaue XIV.—(Unclassified.) Between Mr. Morphy and Mr.

Anderssen.
wHITE. (Mr. A.) BLACK. (Mr. M.
1. P. to Q. R’ 3d. 1. P. to K’s 4th.
2. P. to Q. B’s 4th, 2. K. Kt. to B’s 3d.
-8. Q. Kt. to B’s 3d. 3. P. to Q’s 4th.
4, P. takes P. 4. Kt. takes P.
5. P. to K’s 3d. 5. B. to K’s 3d.

S

# Fearing to take the Bishop lest White should obtain an entrance
with the Rook.
l All this is exceedingly well played by White.
The coup juste. From this point it would not be easy to improve
on White’s moves.
¢ Better, perhaps, to have played the Rook to Q. R’s sq. at once.
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6. K. Kt. to B’s 3d. 6. B. to Q’s 3d.

7. B. to K’s 2d. 7. Castles.

8. P. to Q’s 4th. 8. Kt. takes Kt.

9. P. takes Kt. 9. P. to K’s 5th.
10. Kt. to Q’s 2d. 10. P. to K. B’s 4th.
11. P. to K. B’s 4th. 11. P. to K. Kt’s"4th.
12. B. to Q. B’s 4th. 12. B. takes B.

13. Kt. takes B. 13. P. takes P,

14. P. takes P. 14. Q. to K’s sq.

15. Castles. 15. Q. to Q. B’s 3d.
16. Q. to Q. Kt’s 3d. 16. Q. to her 4th

17. R. to Q. Kt’s sq. 17. P. to Q. Kt's 3d.
18. Q. to Q. R’s 2d. 18. P. to Q. B’s 3d.
19. Q. to K’s 2d 19. Kt. to Q’s 2d.

20. Kt. to K’s 3d. 20. Q. to K’s 3d.

21. P. to Q. B’s 4th. 21, Kt. to K. B’s 3d.
22, R. to Q. Kt’s 3d. 22. K. to B’s 2d.

23. B. to Q. Kt’s 2d. 23. Q. R. to Q. B’s 8q.
24. K. to R’s sq. 24. R. to K. Kt's sq.
25. P. to Q’s 5th. 25. P. takes P.
.26, P. takes P, 26, Q. to her 2d.

27. Kt. to Q. B’s 4th. 27. K. to his 2d.

28. B. takes Kt. (ch.) 28. K. takes B.

29. Q. to Q. Kt’s 2d (ch.) 29. K. to B’s 2d.

30. R. to K. R’s 3d. 30. R. to K. Kt's 2d.
31. Q. to her 4th. 31. K. to Kt’s sq. !
32. R. to K. R’s 6th. 32. B. to B’s sq.

33. P. to Qs 6th. 33. R.to K. B’s 2d
34. R. to K. R's 3d. 34. Q. to Q. R’s 5th.
35. R.to Q. B 35. R. to Q. B’s 4th.
36. Q. R. to K Kt’s 3d (ch.) 36. B. to K. Kt's 2d.
37. P. to K. R’s 3d. 87. K. to R’s sq.

38. R. takes B. 38. R. takes R.

39. R. to Q. B’s 3d. 39. P. to K’s 6th.
40. R. takes P. 40. R. takes Kt.

41. Q. to K..B’s 6th.
42. K. to R’s 2d.

41. R. to Q. B’s 8th (ch.)
42. Q. takes P. (oh )

And White loses.
Gaxe XV.—( Unclasmﬁed&{ —Between Mr. Paulsen and Mr.
orphy.

waITE. (Mr. P.) BLACK. (Mr. M.)
1. P. to K’s 4th. 1. P. to K’s 4th.
2. K. Kt. to B’s 3d. 2. Q. Kt. to B’s 3d.
3. Q. Kt. to B’s 3d. 3. K. Kt. to B’s 3d.
4, K. B. to Q. Kt’s 5th. 4. K. B. to Q. B’s 4th.
5, Castles. 5. Castles.
6. Kt. takes K. P. 6. R. to K’s 8q.
7. Kt. takes Kt.

7. Q. P. takes Kt.
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8. B. to Q. B’s 4th.
9. B. to K’s 2d.

P. to Q. R’s 4th.
15. Q. takes P.
16. R. to Q. R’s 2d.
17. Q. to Q. R’s 6th,
18, P. takes Q.
19. K. to R’s sq.
20. R. to Q’s eq
21. K. to Kt’s 8q.
22. K. to B’s sq
23. K. to Kt's sq.
24. K. to R’s sq.

27. R. to Q. R’s 8q.
28. P. to Q’s 4th.
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8. P. to Q. K¥s 4th.
9. Kt. takes P.
10. R. takes Kt.
11. R. to K’s 3d.
12. Q. to Q’s 6th.
13. B. to Q. Kv’s 3d.
14. P. takes P.
15. B. to Q’s 2d.
16. Q. R. to K’s 8q.
17. Q. takes B.
18. R. to Kt’s 3d (ch.)
19. B. to K. R’s 6th.
20. B. to Kt’s 7th (ch.)
21. B. takes P. (dis. ch.)
22. B. to Kt’s 7th (ch.)
23. B. to R’s 6th (dis. ch.)
24. K. B. takes P.
25. B. takes Q.
26. R. to K’s Tth.
27. R. to K. R’s 3d.
28. B. to K’s 6th.

And White resiguns.

Gaxg XVI.—Between Mr. Morphy and Mr. Anderssen.

wHITE. (Mr. M.)
1. P. to K’s 4th.
2. P. to Q’s 4th,
8. K. Kt. to B's 3d.

5. K. Kt. to Q. Kt’s 5th.
6. Q. B. to K. B’s 4th,
7. Q. B. to K’s 3d.
8. Q. Kt. to B’s 3d.
9. Q. Kt. to Q’s 5th.
10. Kt. (Q. Kt’s 5th) to Q. B’s
7th (ch.)
11. Q. to K. B’s 3d (ch.)

12, K. B. to Q. B’s 4th.
13. Kt. takes Kt. (dis. ch.)
14. B. takes P. (ch.)

15. Q. to K. R’s 5th (ch.)
16. P. takes P.

17. K. to his 2d.

BLACK. (Mr. A.)
1. P. to Q. B’s 4th,
2. P. takes P.
3. Q. Kt. to B’s 3d.
4. P. to K’s 3d.

5. P. to Q’s 3d

6. P. to K’s 4th.

7. P. to K. B’s 4th.
8. P.to K. B’s 5th.
9. P. takes B.
10. K. to B’s 2d

11. K. Kt. to B’s 3d.

12. Q. Kt. to Q’s 5th.

18. P, to Q’s 4th,

14. K. to K. Kt’s 3d.

15. K. takes Kt.

16. Kt. takes Q. B. P. (ch.)

And Black resigns.




CHAPTER VII.
ENDINGS OF GAMES.

To play with correctness and skill the ends of games, is an import-
ant but a very rare accomplishment, except among the very best
Elayers. In order to assist the learner as much as possible in this

ranch of the game, we present a number of end positions, with the
proper play necessary in each case. Our selection of positions is
necessarily very limited; but those we give will serve to show the
careful play that is requisite even when the stronger party feels sure
of success, and the danger of defeat if he suffer his vigilance to be
relaxed for & momont.

KING AND QUEEN AGAINST KING.

Diagram 1.
‘WHITE. BLACK.

1. Q. to Q. R’s 7th, 1. K. to Qs sq.

2. Q. to Q. Kt's 8th. Mate.

KING AND ROOK AGAINST KING.

Diagram 2.
WHITE. BLACK.
1. R. to K. R’s Tth. 1. K. to K. B’s &q.
2. K. to K’s 2d. 2. K. to K. Kt’s 5q.
3. R. to Q. R’s Tth. 3. K. to K. B’s aq.
4. K. to K’s 3d. 4, K. to K’s 8q.
5. K. to K’s 4th. ’ 5. K. to Q’s sq.
6. K. to Q’s 5th. 8. K. to Q. B’s 5q.
7. K. to Q’s 6th. ¥ 7. K. to Q. Kt’s 8q.
8. R. to Q. B’s 7th. 8. K. to Q. R’s 8q
9. K. to Q. B’s 6th. 9. K. to Q. Kt’s 8q.
10. K. to Q. Kt’s 6th. 10, K. to Q. R’s aq._
11. R. to Q. B’s Sth Mm.
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Diagram 3.
WHITE. BLACK.
1. R.to Q. R’s 5th,or K. Kt's 1f 1. K. to B’s sq.
h.

5th.
2. R. to Q. Kt’s 5th.

2. R. to K. B’s 5th.
8. R. mates at Kt’s 8th or K. B’s

If 1. K. to K’s 8q.
2. K. to Q’s 8q.

8th.
KING AND TWO BISHOPS AGAINST KiNG.>
Diagram 4.
WHITE. BLACK.
1. K. B. to K. R’s 3d. 1. K. to Q’s sq.
2. Q. B. to K. B’s 4th, 2. K. to K’s 2d.
3. K. to his 2d. 3. K. to K. B’s 3d.
4, K. to K. B’s 3d. . 4. K. to K’s 2d.
5. K. B. to K. B’s 5th. 5. K. to K. B’s 3d.
6. K. to his Kt’s 4th. 6. K. to his 2d.
7. K. to his Kt’s 5th. 7. K. to Q’s eq.
8. K. to his B’s 6th. 8. K. 10 K’s sq.
9..Q. B. to Q. B’s Tth. 9. K. to B’s sq.
10. K. B. to Q’s 7th. 10. K. to Kt's sq.
11. K. to his Kt's 6th. 11. K. to B’s sq.

12. Q. B. to Q’s 6th (ch.)
13: K. B. to K’s 6th (ch.)
14. Q. B. checkmates.

KING, BISHOP, AND KNIGHT, AGAINST
Diagram 5.
WHITE.
1. Kt. to K. B’s 7th (ch.)

2. B. to K’s 4th.

3. B. to K. R’s Tth.
4. Kt. to K’s 5th.

5. Kt. to Q’s 7th (ch.)
6. K. to his 6th.

7. K. to Q’s 6th.

8. B. to K. Kt's 6th (ch.)

°

. Kt. to Q. B’s 5th,
10. E. B. to his 7th.

11, Kt. to Q. Kt’s 7th (ch.)

12. K. to
13. K. to
14. B. to
15. Kt
16.

Q. B’s 6th.
Q. Kt’s 6th.
K’s 6th (ch.)
. to Q. B’s 5th,
to Q’s 7th.

to

18, B.

B.
17. Kt. to Q. R’s 6th (ch.)
Q. B’s 6th (checkmate.)

12. K. to Kt’s 8q.

13. K. to R’s sq.
’

BLACK.
. to Kt's sq.
. K. to B’s sq.
his sq.
his B’s sq.
. K. to his sq.

Q

m aq (best.)
’s 8q.

. B’s s8q.
s 8q.

. B’s 8q.
. Kt’s 8q.
. B’s 8q.

. Kt’s sq.
. R’s 8q.
. Kt’s 8q.
. R’s 8q.
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\

KING AND TWO KNIGHTS AGAINST KING.

The two Knights, with the assistance of the King, cannot force
checkmate, except in some very rare cases.

KING 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 upen your gaining the opposition, which you can-
not always do. ¢

In the next position (see Diagram 6) 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 i@t 2d.

8. K. to B’s Tth, 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 either
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 check, you will win; but
that if the Pawn checks at this point, you will only draw.

In this position (see Diagram 7), you will win either with or with-
out the move ; 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 the opposition, by playing K. to B’s 6th or Q’s 6th, and
then P. to K’s 6th. It is evident that this would equally hold good
if your Pawn were any number of squares less advanced; so that
you invariably win, if you can succeed in placing your King on the
sixth square of the file occupied by your Pawn, and in front of it ;
provided, of course, that the single King cannot attack the Pawn, so
as to compel you to retreat in order to support it. It is perbaps
scarcely necessary to observe, that if the Pawn be upon either of the
Rooks’ files, these remarks will not apply—this contingency will be
considered hereafter.

Diagram 8.

WHITE. BLAGCK.
1. K. to Q’s 2d. 1. K. to his 2d.
2. K. to his 3d. 2. K. to his 3d.
3. K. to his 4th. 3. K. to B’s 3d.
4, K. to Q’s 5th. 4. K. to K’s 2d.
5. K. to his 5th. 5. K. to B’s 2d.
8. K. to Q’s 6th.

If he play K, to B’s 3d, you advance P. to K’s 4th, then to K’s
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5th, and on his afterwards moving K. to his sq., you gain the opposi-
tion, as shown before.

7. K. to K’s 6th.
And then advances Pawn, winning.

6. K. to his eq., or to B’s sq.

Next, suppose Black has the move, and he will draw :—

WHITE. BLACK.

1. K. to K’s 2d.

2. K. to Qs 2d. 2. K. to his 3d.
3. K. to his 3d. 3. K. to his 4th.
4. K. to Q’s 3d. 4. K. to Q's 4th.

b. l(’Ohu; K’s 38d, or to K’s 4th 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
already been remarked, when the Pawn is upon either of the Rooks”
files. In these instances, Black will invariably draw the game when
his King can be placed on any part of the file in front of the Pawn,
it being quito immaterial at what distance the adverse King and
Pawn may be. Even, as in the next example, the player of the gingle
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 2d, and his adversary is stale-
mated. (See Diagram 9.)

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 10), White wins by advancing K.
to Kt’s 5th, then Queening Rook’s Pawn, and upon that being taken,
playing K. to R’s 6th, or B’s 6th, having the opposition.

QUEEN AGAINST A KNIGHT OR BISHOP.

(In all cases, each party is of course understood to have a King in
addition to the Pieces named.)

Diagram 11.
WHITE. BLACK.
1. Q. to her 4th (ch.) 1. K. to his 3d.
- 2. K. to his 4th. 2. Kt. to K. Kt’s 3d.
3. Q. to her Kt’s 6th (ch.) 3. K. to B’s 2d.
4. K. to B’s 5th. 4. Kt to K’s 2d (ch.)
5. K. to Kt’s 5th. 5. Kt. to Q’s 4th.
6. Q. to her 6th. 6. Kt. to K’s 2d.

7. Q. to K. B’s (ch.)

K. to his sq.
8. Q. to K’s 6th.

. K. to Q’s sq.

i

{
i\

-—
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9. K. to B's 6th. 9. Kt. to Q. B's sq.

10. Q. to Q. B’s 6th.
And you must win the Kt.

The Queen also easily wins against a Bishop.

QUEEN AGAINST ROOK.

Diagram 12.
WHITE. BLACK.
1. K. to Kt’s 6th.
2. to K’s 6th. 2. R. to Q. B’s Tth.
8. K. to Q’s 5th. 3. K. to Kt's Tth.
4. K. to Q’s 4th. 4. K. to R’s 8th.
5. K. to Q’s 3d. 5. R. to Kt’s Tth.
6. Q. to K. R’s 4th (cb.) 6. K. to Kt’s 8th.
7. K.to B’s 3d. 7. R. to K. R’s 7th.
8. Q. to Kv’s 5th (ch.) 8. K. to R’s 8th.
© 9. Q. to R’s 6th (ch.) 9. K. to Kt’s 8th.
10. Q. to Kt’s 6th (ch.) 10. K. to R’s Tth.
11. Q. to R’s 7th (ch.) 11. K. to Kt’s 8th.

12. Q. to Kt’s 8th (ch.)
Then takes Rook, and wins.

QUEEN AGAINST ROOK AND PAWN.

With few exceptions, arising from peculiar situations, the Queen
wins also against a Rook and Pawn. Diagram 13, illustrating & won
game, is from Philidor.

Diagram 13. .
‘White moves and wins.
WHITE. BLACK.

1. Q. to R’s 7th (ch.) 1. K. to K’s 3d (best.)

2. Q. to Q. B’s Tth. 2. R. to Q. B’s 4th,

3. Q. to Q’s 8th.* 3. R. to K’s 4th.

4, Q. to K’s 8th (ch.) 4. K. to Q’s 4th.

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

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.

8. Q. to K. B’s 5th (ch.) 8. R. to K’s 4th.

9. Q. to Q’s 3d (ch.) 9. K. to Q. B’s 4th.
10. Q. to Q’s 2d. 10. K. to Q. B’s 3d.
11. Q. to Q’s 4th. 11. K. to Q’s 2d.

12. Q. to Q. B’s 4th, 12. R. to Q. B’s 4th.
13. Q. to K. B’s 7th (ch.) 13. K. to Q. B’s 3d.
14. K. to his Tth. 14. R. to K’s 4th (ch.)

# This is the position which White must endeavor to gain, in
order that he may force the King to his Queen’s 4th, in front of the
Pawn. 15

»



226 CHESS HANDBOOK.
15. K. to Q’s 8th. 15. R. to Q. B's 4th.

16. Q. to Q’s Tth (ch.) 16. K. to Q’s 4th.
17. K. to K’s 7th. 17. R. to Q. B’s 3d.
18. Q. to K. B’s 5th (ch.) 18. K. to Q. B’s 5th.
19. K. to Q’s Tth. 19. R. to Q. B’s 4th.
20. Q. to K’s 4th (ch.) 20. K. to Kt’s 6th.

21. K. takes P.
And wins.

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.

The two Bishops will be able to draw when they can assume a
position similar to that in Diagram 14, or in other words, such a posi-
tion in front of their King, that the adverse King cannot approach.

Diagram 14.
‘White moves first.

WHITE. BLACK.
1. Q. to Q’s 7th (ch.) 1. K. to B. or Kt’s 8q. (best.)
2. Q. to K’s 6th. 2. K. to Kt’s 2d.
8. K. to K. B’s 4th. 3. B. to K. R’s 3d.
4. Q. to Q’s Tth (ch.) 4. K. to Xt’s 3d.
5. Q. to K’s 8th (ch.) 5. K. to Kt’s 2d.
6. K. to Kt’s 4th. 6. B. to Kt’s 3d.
7. Q. to K’s 6th. 7. B. to R’s 2d.
8. Q. checks at Q’s Tth. 8. K. to Kt’s 3d.
9. Q. to K’s 8th (ch.) 9. K. to Kt’s 2d.

10. K. to R’s 5th. 10. Q. B. to K. B’s 4th.

The game is drawn.

QUEEN AGAINST TWO KNIGHTS.
Two Knights can often draw the game against a Queen.

QUEEN AGAINST KNIGHT AND BISHOP.

A King with Bishop and Knight can in many cases draw the game
against a King and Queen.

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 square, and more particularly if defended by
its King, the task is one of more difficulty, and many instructive
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situations ocour whero the Pawn may be Queened and the game
therefore won. .We subjoin an example or two of each kind, by way

of illustration.

Diagram 15,
BLACK.
1. Q. to K Kt’u ath (ch.) 1. Q. to K. Kt’s 6th,
2. Q. to K’s 4th (ch.) 2. K. to Kt’s 8th,
3. Q. to Q’s 4th. 3. K. to R’s 7th,
4. Q. to K. R’s 8th (ch.) 4. Q. to R’s 6th.
b. Q. to K’s 5th (ch.) b. K. to Kt’s 8th.
6. Q. to Kt’s 5th (ch.) 6. Q. to Kt’s 7th,
7. Q. to K’s 3d.
White will always be able to make a drawn game.
Diagram 18.
WHITE. LACK.
1. Q. to her Kt’s 4th,
2. K. moves. 2. K. to Q’s 8th.

8. Q. to Q. R’s &q. (ch.)

3. P. Queens.

d wins,
Diagram 17.

WHITE. . BLACK.
1. P. Queens (ch.) 1. K. to K. B’s 5th.
2. Q. to K. B’s 8th (ch.) 2. K. to his 5th.
8. Q. to K’s Tth (ch.) 3. K. to K. B’s 6th.
4. Q. to K. B’s 6th (ch.) 4. K. to his 5th.
5. Q. to K’s 6th (ch.) 5. K. to K. B’s 6th.
6. Q. to K. B’s 5th (ch.) 6, K. to his 7th.
7. Q. to her 3d (ch.)

Then forces an exchange of Queens, and wins with his remaining
Pawn.

QUEEN AGAINST PAWN.

To all ordinary situations, the Queen of course easily stops a single
Pawn and wins against it; if, however, the latter has reached its 7th
square, and has the suppoﬂ. of its King, there are instances in which
the game must be drawn. Our first position (see Dmgnm 18), will
show the method of winning, and we shall afterwards point out the
exceptions.

Diagram 18.

WHITE. BLACK.
1. Q. to K. B’s 5th (ch.) 1. K. to K. Kt's Tth.
2. Q. to K’s 4th (ch.) 2. K. to B’s Tth.
3. Q. to K. B’s 4th (ch.) 3. K. to Kt’s 7th.
4. Q. to K’s 3d. 4. K. to B’s 8th.
5. Q. to K. B’s 3d (ch.) 5. K. to his 8th,
6. K. to Q’s 4th. 6. K. to Q’s 8th,
7. Q. to her 3d (ch.) 7. K. to his 8th.
8. K. to his 3d. 8. K. to B’s 8th.

9 Q _tnkea P. (ch.) nn.dA wins.
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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 alterna-
tive, however, altogether depends upon the distance which the adverse

g may chance to be from the scene of action. In the next posi-
tion (Disgram 19) the game is drawn.

. WHITE. BLACK.
1. Q. to K. Kt’s 4th (ch.) 1. K. to R’s 8th.
2. Q. to K. B’s 3d (ch.) 2. K. to Kt’s 8th.
3. Q. to K. Kt’s 3d (ch.) 3. K. to R’s 8th.

And it is evident, that if White take the Pawn, his adversary is
stalemated.

The result is the same when the Pawn is on the Rook’s file, as you
will at once see by making the experiment.

The next position (see Diagram 20), is a very ingenious exception
to this rule, and will well repay your attention.

'WHITE. BLACK.
1. K. to Q. B’s 5th (ch.) 1. K. to Q. B’s 7th (best)
2. Q. to K. Kt's 2d (ch.) 2. K. to Q. B’s 6th.
3. Q. to K. B’s 3. K. to Q. Kt’s 7th.
4. Q.to K’s 2d (ch.) 4. K. to Q. Kt’s 6th.
5. Q. to her sq. (ch). 5. K. to Q. Kt’s 7th.
6. Q. to her 24 sq. (ch.) 6. K. to Q. Kt’s 8th.
7. K. to Q. Kt’s 4th. 7. P. Queens.
8. K. to Q. Kt’s 3d.
And wins.
) 4
ROOK AGAINST BISHOP.
Diagram 21.
WHITE. BLACK.
1. B. to Q. Kt's 7th. 1. R. to Q. Kt’s 3d.
2. B. to Q’s 5th. 2. R. to Q. Kts 7th.
8. B. to Q. B’s 6th. 3. R. to K. B’s 7th (ch.)
4. K. to Kt’s 8q. 4. K. to his 7th.
5. B. to Q’s 6th. 5. K. to his 8th.
6. B. to Q. B’s 6th. 6. R. to K. B’s 3d.
7. B. to Q. Kt's Tth. 7. R. to K. Kt's 3d (ch.)
8. K. to K. R’s 2d. 8. K. to K. B’s Tth.
9. K. to K. R’s 3d, &c.
And the game is drawn.
Diagram 22.
WHITE. BLACK.
1. R. to Q. B’s 2d. 1. B.to Q. Kt’s 6th.
2. R. to B’s 8th (eh.) 2. B. to K. Kt’s sq.
8. K. to Q’s 6th. 3. lP} to Q. Kt’s 6th.
4

Q
4. R.to Q. B’s Tth. . B. to Q's 4th (best) -
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5. K. takes B. . 5. K. to Kt’s 8q.
6. K. to his 6th, 6. K. moves.
7. R. mates. .

ROOK AGAINST KNIGHT.

In ordinary positions, and where the Knight is near to, or cannot
be prevented approaching, his King, the weaker party will be able
to draw the game. The method of doing so, however, is not very
easy, and there are many positions (of which we shall give an
example) where the Rook can win.

In the following position (see Diagram 23) White will win either

with the move or without it.

WHITE. BLACK.
1. Kt. to R’s 2d (ch.)
2. K. to K. B’s 7th. 2. Kt. to Kt’s 4th (ch.)

3. K. to K. Kt’s 6th.
And wins.

ROOK AND PAWN AGAINST BISHOP.

Diagram 24.

WHITE. BLACK.
1. R. to Q. Kt's 7th, 1. B. to Q. B’s 5th.
2. R. to Q. B’s Tth. 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 Tth. 4. K. to Kt’s 2d (best)
5. K. to his 6th. 5. B. to K. R’s 4th (best)
6. R. to Kt's 7th. 6. B. to K. Kt's 3d.
7. P. to B’s 8th, becoming & 7. K. takes Q.

Q. (ch.)
8. K. to B’s 6th.
And wins,
ROOK AGAINST THREE MINOR PIECES.
Diagram 25.
BLACK.

1. R. to Q R’s 3d (ch.) 1. B. to K’s 6th.
2. R. to Q. R’s 2d. 2. K. to Kt’s 6th
3. R. to K. R’s 2d. 3. B. to K. B’s 5th
4. R. to Q. R’s 2d. 4. B. to K. R’s 6th.
5. R. to Q. R’s 3d (ch.) 5. B. to K’s 6th.
6. R. to Q. R’s 2d. 6. Kt. to K. B’s 7th (ch.)
%. K. to Kt’s 8q. 7. B. to K. Kt’s 7th.
8. R. to K’s 2d. 8. Kt. to ‘K. R’s 6th (check-

mate.)
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ROOK AND PAWN AGAINST ROOK.

Disgram 26.
WHITE. BLACK.
1. P. to K’s 5th. 1. R. to Q. Kt’s 3d.
2. R. to Q. R’s Tth. 2. R.to Q. B’s 3d.
3. P. to K’s 6th. 3. R. to Q. B’s Sth.
4. K. to K. B's 6th. 4. R. to K, B’s 8th (ch.)
And will draw.

ROOK AGAINST ONE OR MORE PAWNS.,
Diagram 27.
‘White must lose, even with the move.

Sappose :—

WHITE. BLACK.
1. R. to K’s 8th. 1. K. to Q’s 2d.
2. K. to his 3d. 2. P. “Queens.”

&e., &c.
Diagram 28.
. Here White will win the Pawn, and therefore the game.
WHITE. BLACK.

1. R. to K. Kt’s 6th (ch. ) 1. K. to Q’s 4th.
2. K. to Qs 2d. 2. P. to Q. B’s 4th.
3. R. to Q’s 6th (ch.) 3. K. to Q. B’s 5th.
4. K. to Q. B’s 6th. 4. K. to Q. Kt’s 5th.
5. K. to Q’s 5th. 5. P. to Q. B’s 5th.
6. R. to Q. Kt’s 6th (ch.) 6. K. to Q. B’s 6th.

7. R. to Q. B’s 6th.
And white wins.

Diagram 29.
'WHITE. BLACK. )
1. P. to K. B’s 6th (ch.)
2. R. takes P. 2. R.P.« Queens” (ch.)
3. K. takes Q. 3. K. takes R.
4. K. to K. Kt’s 8q. 4. P. to K. Kt’s Tth,
5. K. to K. R’s 2d. o 5. K, to B’s 7th, and wins.
T,
1. P. to K. B’s 6th (ch.)
2. K. to R’s sq. 2. P. to K. Kt’s 7th (ch.)
3. K. takes R, P. 3. P. takes R., and becomes a
. Kt. (ch.), a.nd wins,

ROOK AGAINST TWO ROOKS.

Diagram 30,
WHITE. BLACK.
1. R. to K. R’s 5th. 1. R. takes R.
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2. R. to Q. R’s 6th (ch.)
3.”R. to Q. R’s 5th (ch.)
4. R. takes R.

ROOK AND BISHOP AGAINST ROOK.

211

2. K. moves.
3. K. moves.

And wins,

-

- %,
I

Diagram 31.
WHITE. BLACK. "

1. R. to K’s 8th (ch.) 1. R. to K. B’s sq.

2. R. to K’s Tth, 2. R. to K. B’s 8th.

3. R. to Q’s Tth. 3. R. to K. B’s 7th.

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

5. B. to K. B’s 6th. 5. R. to K. Kt’s 8th (ch.)
6. K. to B’s 5th. 8. R. to K. Kt’s 7th.

7. B. to K’s 5th. 7. R. to Q. R’s Tth.

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

9. R. to Q’s 7th. 9. K. to Kt’s eq.
10. K. to B’s 6th. 10. R. to Q. R’s 3d (oh.)
11. B. to Q’s 6th, 11. R. to Q. R’s
12. R. to K. Kt’s 7th (ch.) 12. K. to R’s sq )
13. R. to K. Kt’s 2d. : 13. R. to K. B’s 8th (eh.)
14. K. to K. Kt’s 6th. 14. K. to Kt's sq.

15. B. to Q. B’u 5th. 15. R. to K. B’s 5th.

16. R. to K. Kt’s 5th. 16. R. to Q. BR’s 5th.

17. K. to B’s 6th (dis. ch.) 17. K. to R’s 2d.

18. B. to K’s 3d. 18. R. to Q. B’s 5th.

19. R. to K. Kt’s 7th (ch.) 19. K. to R’s sq.

20. R. to Q. Kt’s 7th, 20. K. to Kt’s sq.

21. R. to Q. Kt’s 8th (ch.) 21. K. to R’s 2d.

22. R. to Q. Kt’s 6th, 22. R. to Q. B’s 2d.

23. B. to Q’s 4th. 23. R. to K. B’s 2d (ch.)

This is his only move to draw the game; and now, whether you.
take the Rook or not, he will succeed in preventing your winning.

ROOK AGAINST ROOK AND KNIGHT.

Diagram 32.
White, with the move, will win the Rook in four moves.

WHITE. ACK.
1. Kt. to K’s 6th (ch.) 1. K. to Q’a 4th.

(If instead he play K. to his 5th, White will check with R. at Kt's
4th.)

2. R. to Q’s 8th (ch.)
3. R. to Q’s 4th (ch.)
4. K. takes R.

16

[

2. K. to his 5th.
3. K. moves.
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KING AND PAWN AGAINST KING AND PAWN.

WHITE.

2. R. takes R.
8. R. to Q’s 5th.
4. P. to Q’s 7th.

5, P. Queens (ch.)

Diagram 33.
BLACK.

1. R. takes P. (ch.)
2. P. to Q’s Tth.

3. K. takes R.

4. P. Queens.

And wins.

KING AND TWO PAWNS AGAINST KING AND PAWN.

Di " .
First, suppose White moves :—
. WHITE. BLACK.
1. K. to Q’s 4th. 1. K. to Q’s 3d.
2. K. to Q’s 3d. 2. K. t0 Q's 2d.
8. K. to K’s 3d. 3. K. to K’s 2d.
4. K. to Q’s 4th. 4. K. to Q’s 3d.
b. K. to K’s 4th. 5. K. to K’s 3d.

And the game must be drawn.

But suppose Black have to play :—

WHITE. BLACK.
: 1. K.to Q’s 3d
2. P. to K. B’s 5th. 2. K. to K’s 2d.
8. P. to K. B’s 6th (ch.) 3. K. to his 3d.
4. K. to Q’s 4th. 4. K. to Q’s 3d.
5. P. to K. B’s 7th. 5. K. to his 2d.
6. K. to his 5th. 6. K. takes P.
7. K. to Q’s 6th. 7. K. to B’s sq.
8. K. to his 6th. 8. K. to Kt's 2d.
9. K. to his Tth. 9. K. to Kts 8q.

10. K. to B’s 6th.
11. K. to B’s Tth.
12, K. takes P.

13. K. to B’s 6th.
14. K. to B’s Tth.
15. K. to K¥'’s 6th.
16. K. to R’s 6th.
17. P. to Ks 6th.

10. K. to R’s 2d.
11. K. to R’s sq.
12. K. to Kt’s sq.
13. K. to R’s 2d.
14. K. to R’s s8q.
15. K. to Kv’s sq.
16. K. to R’s sq.

And wins.

KING AND TWO PAWNS AGAINST KING AND TWO'

WHITE.
1. K. to his 3d.
2. K. to B’s 3d.

PAWNS.
Diagram 85.
BLACK.

1. K..to his 4th.
2. K. to B’s 4th,
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8. K. to Kt's 3d.
4. K. to Kt's 4th.
5. K. to Kt's 3d.

8. K. to K’s 4th,
4. K. to B’s 3d.
5. K. to K’s 4th.

And the game is drawn.

If Black move, he plays:—
2. K. to his 3d.

1. K. to his 4th.
2. K. to Q’s 4th.

(Were he to move K. to B’s 4th, you would win by 3. K. to .Q's 4th.)

3. K. to B’s 3d.
4. K. to Kt’s 3d.
5. K. to Kt’s 4th.

3. K. to his 4th.
4. K. to his 3d.
5. K. to B’s 3d.

And by continuing to play thus, Black may always draw the game.

KING AND TWO PAWNS AGAINST KING AND THREE
PAWNS.

Diagram 36.
‘With or without the move Black wins.

First, with the move,—

WEITE. BLACK.
1. P. to K. Kt’s 6th.
2. P. to R’s 3d, or (A.) 2. K. to Q’s 5th.
3. K. *o B’s 3d. 3. K. to his 4th.
4. K. to his 2d. 4. K. to his 5th,
5. K. to B’s sq. 5. K. to Q’s 6th.
6. K. to his sq, 6. K. to K’s 6th.
7. K. to B’s 8q. 7. K. to Q’s Tth.
8. K. to Kt’s sq. 8. K. to his 7th.
9. K. to R’s sq. 9. P. to B’s 6th.
10. P. takes P. 10. K. to B’s Tth.
Winning.
(A)
2. P. takes P. 2. R. P. takes P,
3. K. to B’s sq. 3. K. to his 6th.
4, K. to his sq. 4. K. to Q’s 6th.
5. K. to B’s sq. 5. K. to Q’s Tth.
6. K. to Kt's =q. 6. K. to his 7th.
7. K. to R’s 8q. 7. P. to B’s 6th.
And wins.

Next, if White move first he must equally lose.

WHITE.
1. K. to B’s 2d.
2. K. to Kt’s eq.
3. K. to R’s 8q.
4, P. takes B. P.

Winning.

BLACK.
1. P. to Kt’s 6th (ch.)
2. K. to his 6th.
8. P. to B’s 6th.
4. K. to B’s 7th, &o.
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No. 35.
BLACK.

——
WHITE.

No. 36.
BLACK.

| WHITE.
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KING AGAINST THREE PASSED PAWNS.
Diagram 37.

WHITE.

2. K. to Kt’s 2d.
3. K. to Kt’s 3d.
4. K. to Kvt’s 2d.
5. K. to B’s 3d. *
6. K. to Kt’s 4th.

O DD

o

BLACK.
P. to B’s ith,
P. to R’s 4th,
P. to Kt's 4th.
P. to B’s 5th.
P. to R’s 5th,

And wins; because whatever Pawn is moved, the King takes it.

KING AND THREE PASSED PAWNS AGAINST KING AND
THREE PASSED PAWNS.

Diagram 38.

WHITE.
2. P. to R’s 4th.
3. P. to R’s 5th.
4. P. to Kt’s 4th.
5. P. to B’s 4th (ch.)
6. P. to B’s 5th.
7. K. to B's 2d
8. K. to Kt’s 2d.

11. K. to Kt’s 2d.
12. K. to Kt’s sq.
13. K. to B’s 2d.

14, K. to Kt's 3d.

.

L
SCORTSIT AW

11.
12,
13.
14,

‘BLACK,
K. to Q’s 2d.

. K. to Q. B’s 3d.

K. to Kt’s 4th.
P. to R’s 4th.,
K. to R’s 3d.
K. to Kt’s 4th.

. P.to R’s 5th.

to Kt’s 4th.

P.
. P. to B’s 4th.
P.

to B’s 5th.
P. to Kt’s 5th.
P. to B’s 6th.,
P. to R’s 6th.
Is obliged to move his King,

and one of the White Pawns will
Queen.
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ProBLEM 1.
‘White to play and mate in two moves.

~ WHITE.
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PROBLENX 2.
White to play and mate in two moves.

T WHIT.

ProBL u3
: Whttply nd mate in three moves.
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PrOBLENX 4.
White to play and mate in three moves.

—_—
WHITE.

ProBLEX 5.
White to play and mate in four moves.
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ProBLENM 6.
Whtetply dmtith e moves.
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ProBLEM T.
‘White to play and mate in three moves.

WHITE.
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ProBLENM 8.
White to play and checkmate without moving his King.

WHITE.

ProBLENM 9.
‘White to play and mate in four moves.
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PROBLEM 10.
White to play and mate in three moves.
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) ProsrEx 12.
White to 0 move h K og nl one and mate in five moves.
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SOLUTIONS TO PROBLEMS.

No. 1.
WHITE. ACK.
Q. to K. R’s 4th. If 1. KtoKuth
. Q. to K. B’s 6th (aheekm:tn )
If 1. K. to Q. B’s 4th. {
. B. to Q. Kt’s 6th (eheekmute )
Q. If 1. K. to K’s 6th.

to K. B’s 2d (checkm&te )
No. 2.
WHITE. BLACK.
1. R. to K. Kt’s 8th. If 1. B. takes R.
2. R. to Q. R’s 7th (checkmate.)
2. R. to Q. R’s 8th (checkmate.)

If 1. Anything elee. q




SOLUTIONS TO PROBLEMS.

No. 3.

WHITE.
1. B. to K. B’s 7th (ch.) 1.
2. Kt. to Q. B’s 4th.
3. Kt. to Q’s 6th (checkmate.)

No. 4.
WHITE.
1. Kt. to K. Kt’s 3d. 1.
2. Kt. to K. B’s 3d (¢h.) 2.
3. Q. to K. R’s 4th (checkmate.)
No. 5.
WHITE.
1. Q. to K’s 6th (ch ) 1

2. B. takes P. (ch.)
3. Kt. (at R’s ’nh) to K. Kt’s

BLACK.
Kt. takes B.

2. Kt. movees.

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

-

BLACK.
P. takes Q.

2. K. takes R.

h (ch.) 3. Q. takes Kt.
4. Kt.to K. Kt’s 5t.h (checkmate.)
No. 6.
WHITE. : BLACK.
1. Kt. to K. R’s 4th. 1. K. to Q’s 4th.
2. Q. to Q’s 6th. (ch.) 2. K. to K’s 5th,
3. Q. to Q’s 4th (checkmate.)
No. 7.
VHITE. BLACK.
1. Kt. to K. Kt’s 6th. 1. K. to Q’s 5th,
2. Q. to Q. B’s 3d (ch.) 2. K. takes P.
3. Q. to Q’s 3d (checkmate.)
No. 8.
WHIT! BLACK.
1. Q. to Q’s 8q. (ch.) 1. K. to Kt’s 7th.
2. Q. to K’s sq. 2. K. to B’s 6th.
3. Q. to Q’s 2d. 3. K. to K’s 5th.
4. Q. to Q. B’s 3d 4, K. to B’s 5th.
5. Q. to Q’s 3d. - 5. K. to Kt's 5th.
6. Q. to K’s 3d. 6. K. to R’s 5th.
7. Q. to K. B’s 3d. 7. K. to Kt’s 4th.
8. Q. to K’s 4th. 8. K. to R’s 4th.
9. Q. to K. B’s 4th. 9. K. to Kt’s 3d.
10. Q. to K’s 5th. 10. K. to R’s 3d.
11. Q. to K. B’s 5th. 11. K. to Kt’s 2d.
12. Q. to K’s 6th. 12. K. to R’s 8q.
13. Q. to Q’s Tth, 13. K. to Kt’s sq.
14. Q. to K’s 7th. 14. K. to R’s #q.
15. Q. to K. B’s 8th (ch.) 15. K. to R’s 2d.
16. Q. to K. B’s 6th. 16. K. to Kt’s &8q.
17. Q. to K. R’s 6th. 17. K. to B’s 2d.
18. Q. to Kt’s 5th. 18. K. to K’s 3d.
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19. Q. to B’s dth.
20. Q. to B’s 5th.
o
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19. K. to K’s 2d.
20. K. to K’s sq.

21. Q. to Q’s 7th (ch.) 21. K. to B’s sq.
22. Q. to K. R’s 7th. 22. K. to K’s &q.
23. Q. to K. Kt's 7th. 23. K. to Q’s sq.
24. Q. to Q’s 7th (checkmate.)
No. 9.
WHITE. BLACK.
1. Q. to K’s 5th (ch.) 1. K. takes Q.
2. P. to Q’s 4th (ch.) 2. P. takes P. in passing.
3. P. takes P. (dis. ch.) 3. R. to K’s 5th.
4. P. to Q’s 4th (checkmate.)
No. 10.
WHITE. BLACK.
1. Kt. to K’s 5th (dis. ch.) 1. K. to B’s 5th (best.)
2. K. Kt’s P. two. 2. K. takes R.

3. B. to Kt’s 5th (checkmate.)

No. 11
WHITE. BLACK.
1. R. to K. R's 4th. 1. B. takes Kt. (at Bl. Q’s 6th.)
2. Kt to K. Kt's 5th. 2. P. to K’s 3d.
3. R. takes P. (ch.) 3. K. to K's 4th
4. R.takes B. (disc. chockmate.)
No. 12.
WHITE BLACK.
1. K. to K’s sq. 1. K. to K’s 5th
2. K. to K’s 2d. . 2. K. to B’s 4th
3. K. to B’s 3d. 3. K. to K’s 3d.
4. K. to B’s 4th. 4. K. to Q’s 3d.
6. K. to B’s 5th (disc. ch.)
THE END.

MEARSB & DUSENBERY, STEREOTYPERS.

C. BHERMAN & SON, PRINTERE.
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and Geography of the Bible; both of which are, by these means, made
more interesting and instructive. This is, indeed, the only way ta interest
the young in the study of Sacred Geography. It is a book for Sunday
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Bohools, Bible Classes, High Schools, Academies, and Colleges, as well ag
for parents and instructors, and all who would read with intelligent interest

the Sacred Scriptures.

GEOGRAPHIE ELEMENTAIRE A I’USAGE DES
ECOLES ET DES FAMILLES. Illustrée par 15
Cartes et 30 Gravures. Par Peter Parley Half
bound, . . . .

HISTOIRE DES ETATS UNIS D’AMERIQUE,
AVEC NOTICES DES AUTRES PARTIES DU
NOUVEAU MONDE. Par Samuel G. Goodrich.
1 vol. 12mo., embossed backs,

PETITE HISTOIRE UNIVERSELLE A L'USAGE
DES ECOLES ET DES FAMILLES. Par Samuel
@. Goodrich. 1 vol. 12mo., embossed backs,

PHILOLOGICAL, ETC.

FLEMING AND TIBBINS’S FRENCH DICTION-
ARY. An entirely New and Complete French and
English and English and French Dictionary, adapted
to the present state of the two Languages. By Prof.
Fleming, Professor of English in the College of Louis-
le-Grand, and Prof. Tibbins, author of several lexico-
graphical works: with important additions, by Charles
Picot, Esq., Professor of French in the University of
Pennsylvania, and Judah Dobson, Esq., Member of
the Aunerican Philosophical Society, of the Academy
of Natural Sciences, &c., &e. 1400 pages royal 8vo.,
fine sheep, . . .

FLEMING AND TIBBINS’S FRENCH DICTION-

60

94

94

. 300

ARY, ABRIDGED. 1 vol. 12mo., 724 pages, fine sheep, 1 124
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NUGENT'S (Tmomas) FRENCH AND ENGLISH
DICTIONARY. A Pocket Dictionary of the two
Languages. In two parts. 1. French and English.

2. English and French. By Thomas Nugent, LL.D.
452 pages, square 12mo., embossed backs, . . 62¢

DONNEGAN’S (James) GREEK LEXICON. = A
pew Greek and English Lexicon, on the plan of the
fireck and German Lexicon of Schneider; the words
alphabetically arranged—distinguishing such as are
poetical, of dialectic variety, or peculiar to certain,
writers and classes of writers; with Examples, literally
translated, selected from the classical writers. By
James Donnegan, M. D., of London. Revised and
enlarged by Robert B. Patton, Professor of Ancient
Languages in the College of New Jersey; with the
assistance of J. Addison Alexander, D.D., of tha
Theological Seminary at Princeton. 1422 pages royal
8vo. Fine sheep, . . . . 200
The quick sale of 8o many large editions of this Lexicon, ié the best

evidence the publishers could desire of its acceptableness to scholars
generally.

OEHLSCHLAGER’S (J. C.) ENGLISH AND GER-
MAN, AND GERMAN AND ENGLISH DIC-
TIONARY. English-German and German-English
Pocket Dictionary, with a Pronunciation of the English
part in German Characters and German Sounds. By
J. C. Ochlschlager, Professor of Modern Languages in
Philadelphia, formerly Professor of the English Lan-
guage in the College of Quebec. 2d edition. 1 vol.
18mo., embossed backs, . . . . 190

RICHARDSON’S (CearLes) ENGLISH DICTION-
ARY. A new Dictionary of the Fnglish Language.
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By Oharles Richardson. 2 volumes quarte, 2205
pages, .

09 fo

i V)

Richardson’s English Dictionary is acknowledged to be the great The-
saurus of English Philology and Lexicography. Its character as a work
of standard authority is so well established, that few scholars or professional

men will deem their libraries complete without it.

WALKER'S (Jorn) PRONOUNCING DICTION-
ARY. A Critical Pronouncing Dictionary and Ex-
positor of the English Language. To which is an-
nexed a Key to the Classical Pronunciation of Greek,
Latin, and Scripture Proper Names, &. By John

Walker. Octavo, 782 pages, full sheep, . 112%

THE SCHOLAR’S COMPANION. Containing Exer-
cises in Orthography, Derivation, and Classification
of English Words. Revised Edition, with an Intro-
duction and Copious Index. By Rufus W. Bailey.
Embossed backs, . . . :

PORNEY’S FRENCH SPELLER. Porney’s Sylla-
baire Frangais; or, French Spelling Book. Revised,
corrected, and improved, with the addition of the most
necessary Verbs, Adjectives, and Idiomatical Phrases,
alphabetically arranged. By J. Meier, late Professor
of French and German in Yale University,

PHILOSOPHIE PROVERBIALE. Par Martin F.
Tupper, Docteur en Droit, et Membre de la Société
Royale. Traduite en Frangais d’aprés la dixiéme
edition. Recommended and approved as a French
Reader for Schools. 1 vol. 12mo., embossed backs,

HISTORIA SACRA. Epitome Historise Sacre; with
s Dictionary containing all the Words found in the
Work, . . < . . .

60

75
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VIRI ROM.AE. Viri Illustres Urbis Roma; to which
18 added a Dictionary of all the Words which occur in
the Book. 1 vol. 18mo., . . . .

MATHEMATICAL, ETC.

YOUNG’S (Pror.J.R.) ALGEBRA. An Elementary
Treatise on Algebra, Theoretical and Practical; with
attempts to simplify some of the more difficult parts
of the Science, particularly the Demonstration of the
Binomial Theorem in its most general form ; the Sum-
mation of Infinite Series; the Solution of Equations
of the Higher Order, &o., for the use of Students. By
J. R. Young, Professor of Mathematics in the Royal
College, Belfast. 1 vol. 8vo., . .

YOUNG (Pror. J. R.) GEOMETRY. Elements of
Geometry, with Notes. By J. R. Young, Author of
an Elementary Treatise on Algebra. Revised and
corrected, with Addmons, by M. Floy, Jr, A.B. 1
vol. 8vo, . .

YOUNG’S (Pror. J. R.) ANALYTICAL GEOME-
TRY. The Elements of Analytical Geometry; com-
prehending the Doctrine of Conic Sections, and the
General Theory of Curves and Surfaces of the second
order, intended for the use of Mathematical Students
in Schools and Universities. By J. R. Young. Re-
vised and corrected by John D. Williams. 1 vol. 8vo.

YOUNG’S (Pror. J. R.) PLANE AND SPHERICAL
TRIGONOMETRY. Elements of Plane and Spheri-
cal Trigozemetry, with its application to the Principles

40

.125

125
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of Navigation and Nautical Astronomy; with the Lo-
garithmic and Trigonometrical Tables. By J. R.
Young. To which are added some Original Researches
in Spherical Geometry, by T. S. Davies, F. R. 8. E,,
F.R.A.8, &. Revised and corrected byJ D
Williams. 1 vol. 8vo., . .

YOUNG'S (Pror. J. R.) MECHANICS. The Ele-
ments of Mechanics; comprehending Statics and Dy-
namics, with a Copious Collection of Mechanical
Problems, intended for the use of Mathematical
Students in Schools and Universities. With Nume-
rous Plates. By J. R. Young. Revised and corrected
by John D. Williams. 1 vol. 8vo., . . .

McCARINEY’S (WasminatoN) DIFFERENTIAL
AND INTEGRAL CALCULUS. The Principles of
the Differential and Integral Calculus, and their appli-
cation to Geometry. By Washington McCartney,
Professor of Mathematics in Lafayette College. 1
"vol. 8vo., . . . . .

MANN & CHASE’S PRIMARY ARITHMETIC,
Part 1. The Primary School Arithmetic; designed
for Beginners. Containing copious Mental Exercises,
together with a large number of Examples for the
Slate. By Horace Mann, LL.D., and Pliny E. Chase,
A. M., Authors of ¢ Arithmetic Practlcally Apphed “
1 vol. 18mo Half bound, . .

MANN & CHASE’S ARITHMETIC, Part 2. The
Grammar School Arithmetic; containing much valu-
able Commercial Information, together with a system
of Integral, Decimal, and Practical Arithmetio, so
arranged as to dispense with many of the ordinary
rules, By Horace Mann and Pliny E. Chase, Authors

. 125

125

. 125

25
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of “Primary Arithmetic.” 1 vol. 12mo., embossed

MANN & CHASE’'S ARITHMETIC, Part 3. Arith-
metie Practically Applied, for Advanced Pupils, and
for Private Reference, designed as a Sequel to any of
the ordinary Text Books on the subject. By Horace
Mann, LL.D., the First Secretary of the Massachu-
setts Board of Education, and Pliny E. Chase, A M.
1 vol. 12mo., embossed backs, . .

3

GREEN’S (Rrcmarp W.) GRADATIONS IN AL-
GEBRA. Gradations in Algebra, with the First
Principles of Analysis; explained inductively, for the
use of Primary and Common Schools. By Richard
W. Green, A.M. 1 vol. 12mo., embossed backs, .

GREEN’S (RiomArp W.) KEY TO GREEN’S AL-
GEBRA. Containing the entire solution of all the
Questions and Problems; designed for the immediate
Detection of the Pupil’s Errors, and for the Teacher’s
assistance in hearing the Recitations. 1 vol. 12mo.,

KENDALL’S (E. Oris) URANOGRAPHY. Urano-
graphy ; or, a Description of the Starry Heavens, de-
signed for the use of Schools and Academies; accom-
panied by an Atlas of the Heavens, showing the
Places of the Principal Stars, Clusters, and Nebuls.
By E. Otis Kendall, Professor of Mathematics and
Astronomy in the University of Pennsylvania, and
Member of the American Philosophical Society. The
Uranography contains 865 pages, 12mo., with 9 fine
Engravings. The Atlas is in 4to., and contains 18

. 623

100

62%

1001

large Maps. Half bound, . . . - 150
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COATES'S (ReyneLr, M. D) SCHOOL PHYSI-
OLOGY. First Lines of Physiology; being an In-
troduction to the Science of Life, written in popular
language, designed for the use of Common Schools,
Academies, and General Readers. By Reynell Coates,

M. D., Author of First Lines of Natural Philosophy.
Sixth edmon, revised, with an Appendlx 340 Ppages,
12mo., embossed backs, . . 100

PARKE’S (Ur1tar) ARITHMETIC. Parke’s Farmers’
and Mechanics’ Practical Arithmetic. Revised and
improved edition. By Uriah Parke. 1 vol. 12mo.
Half bound, . . . . . 84

PARKE’S (Uriam) KEY TO PARKE’'S FARM-
ERS’, MERCHANTS, AND MECHANICS
PRACTICAL ARITHMETIC. 1 vol. 18mo. Half
bound, . . . . . . 45

READING AND ELOCUTION.
ANGELL’S READING BOOKS.

This is a Series of Spelling and Reading Books, in six numbers, com-
piled by Oliver Angell, A. M., Principal of the Franklin High School,
Providence. The Numbers composing the Series may be briefly described
»s8 follows :—

ANGELL’S (Ourver) READER, No. 1. 72 pages,
18mo. Paper binding, . . . 8

The arrangement of the lessons in this book is sush, that the child com-
rences reading as soon as he commences putting the letters together into
gyllables, the exercise of spelling and reading beiug simultaneous. The
same syllables and words which form the Spelling Lessons, are arranged
o3 Reading Lessons directly opposite, or immodiztely under the Spellm’
columns.
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ANGELL’S (Ouiver) READER, No. 2. 136 pages,
18mo. Half bound, . . . . 14

This is a continuation of the First Number, containing easy Reading
Lessons, most of which are pleasing stories, designed to interest the mind
of the learner, and afford instruction. Spelling Lessons, consiating of
words from the Reading Lessons, precede every Reading Lesson,

ANGELL'S (Ourves) READER, No. 8. 206 pages,
18mo. Half bound, . . . .17

This is & gradual advence from the Second Number, having the Reading
and Spelling Lessons arranged on the same plan. The Lessons, in each
of the numbers, are followed by a set of Questions, to exercise the reader
on what he has read.

ANGELL’'S (Orrver) READER, No. 4. 252 pages,
12mo. Half bound, . . . . 80

Also designed as a Reading and Spelling Book, and containing a variety
of other useful matter.

ANGELL’S (Onrver) READER, No. 5. 296 pages,
12mo., embossed backs, . . . . 50

A Reading Book for the higher classes in Common Schools, with Spell-
ing Lessons and definitions adapted to each Reading Section, with Tables,
Mental Arithmetio, &e.

ANGELL’S (Orurver) READER, No. 6. 504 pages,
12mo., embossed backs, . . . . 715

Being a selection of pieces in prose and verse; designed as a Reading
Book for the highest classes in Academies and Schools,

These six volumes, compiled by Oliver Angell, comprise n series which
is undoubtedly more suitable for the purpose for which they are designed,
than any previous publications; and they are more popular asmong those
who have the direction of education than any ever prepared in this country.
There is a decided advantage in possessing sets of elementary books by
the same author, who has pursted a similar plan with each, rising step by
step, and who, it is presumed, would be better able to preserve the proper
gradation of style and matter, than several individuals would. This will
be found to be the case in the present series.
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HART’S (Jon~ 8.) CLASS BOOK OF PROSE, and
HART’S (Jorn 8.) CLASS BOOK OF POETRY.

Each 384 pages, 12mo. Consisting of Selections from
distinguished English and American Authors, from
Chaucer to the present day; the whole arranged in
Chronological Order, with Biographical and Critical
Remarks. By John S. Hart, LL.D., Principal of the
Philadelphia High School. These volumes are sold
separately. Embossed backs, .

COMSTOCK’S (AnpreEw, M.D.) ELOCUTION. A
System of Elocution, with special reference to Gesture
and Defective Articulation. With numerous Diagrams
and engraved figures, illustrating the subject. By
Andrew Comstock, M. D. 1 vol. 12mo., embossed
backs, . . . . . . .

ENGLISH LANGUAGE, ETC.

COPPEE’S (Pror. Henry) ELEMENTS OF LOGIC;
designed as a Manual of Instruction. By Henry Cop-
Pée, A. M., Professor of English Literature in the Uni-
versity of Pennsylvania, and late Principal Asgistant
Professor of “Ethics and English Studies” in the
United States Mlhtary Academy at West Point. 1
vol. 12mo.,

COPPEE’S (Pror. HENrY) ELEMENTS OF RHET-
ORIC; designed as a Manual of Instruction. By
Henry Coppée, A. M. At press.

SMITH’S (RosweLL C.) GRAMMAR. English Gram-
mar on the Productive System : a Method of Instrue-
tion recently adopted in Germany and Switzerland;

84

100

75
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designed for Schools and Academies. By Roswell C.
Smith, Author of Introductory Anthmetlo, &e. 192

pages, 12mo., . . . 25

HART'S (Jomn S.) ENGLISH GRAMMAR. An
Exposition of the Principles and Usages of the Eng-
lish Language. By John 8. Hart, LL. D., Principal
of the Philadelphia High School. 192 pages, 12mo.
Half bound, . . M4

BETHUNE'S PRIMARY GRAMMAR. The Primary
School Grammar, consisting of Elementary Lessons
in the Analytical Method. Illustrated by sensible
objects and actions. By Mrs. Joanna Bethune. 3d
edition, enlarged and improved. 18mo. Half bound, 2§

HURD'S (Serr T.) GRAMMATICAL CORRECT-
OR. A Grammatical Corrector, or Vocabulary of
the Common Errors of Speech: being a collection of
nearly two thousand barbarisms, cant phrases, collo-
quialisms, quaint ‘expressions, provincialisms, false
pronunciations, perversions, misapplication of terms,
and other kindred errors of the English Language,
peculiar to the different States of the Union. The
whole explained, corrected, and conveniently arranged,
for the use of Schools and Private Individuals. By
Seth T. Hurd. 124 pages, 12mo. Half bound, . 34

THE SCHOLAR’S COMPANION. Containing exer-
cises in the Orthography, Derivation, and Classifica-
tion of Words. Revised edition, with an Introduction
and Copious Index. By Rufus W. Bauley 1 vol.
12mo. Embossed backs, . 60

HART'S (Jomn S.) CONSTITUTION OF THE
UNITED STATES. A Brief Exposition of the Con-

v
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stitution of the United States, in the form of Ques-
tions and Answers. For the use of Schools and Col-
leges. By John 8. Hart, LL.D., Principal of the
Philadelphia High School, and Professor of Moral,
Mental, and Political Science, in the same. 100
pages, 12mo. Half bound, . . . . 80

BOOTH’S (JAMES C.) PHONOGRAPHIC IN-
STRUCTOR. Being an Introduction to the Com-
pounding Style of Phonography. By James C. Booth.

A new edition, * . . . 87

BECKER'S (Grorge J.) BOOK-KEEPING. A
Treatise on the Theory and Practice of Book-keeping
by Double Entry. Designed to elucidate the Prin-
ciples of the Science, and impart a knowledge of the
forms observed by Practical Accountants, in the vari-
ous departments of business. By George J. Becker,
Professor of Drawing, Writing, and Book-keeping in
'the Girard College. 1 vol, 8vo. Half bound, mus-

lin sides, . . . . . . 100
BECKER’S (GeorGedJ.) BOOK-KEEPING. Blanks.

Second Series, . . . 94
THIRD SERTES, . . . . . 75
FourTH SERIES, . . . . . 100

BECKER’'S (Georee J.) SYSTEM OF BOOK-
KEEPING. A Complete and Practical System of
Double Entry Book-keeping, containing three sets of
Books, illustrative of the forms, arrangements, and
uses of all the principal and auxiliary books employed
in the various kinds of mercantile, mechanical, and
professional pursuits, designed as a Key to Becker’s
Treatise on the Theory and Practice of Book-keeping,  ~
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und a8 & Guide for Teachers and Accountants; to
which is added a complete set of Practical Business
Forms, including the most important in use by For-
warding and Commission Houses, a number of mis-
cellaneous forms adapted to various kinds of business,
Abbreviated Journal Forms, Executors’ and Admi-
nistrators’ Accounts, &. By George J. Becker. 1
vol,, 8vo. Half bound, . . . .

RAND'S COPY-BOOKS.

150

By an arrangement with Mr. B. H. Ranp, we shall here-

after publish his Series of Copy-books and Penmanship. The
fdlowing is a list of the same, with the prices.
Banp’s Copy-Books. Nos. 1 to 8, per dozen, . $1 50
Ranp’s ArPENDIX TOo CoPY-Books. Nos. 1 to 5, per

dozen, . . . . . 150
RAND’S AMERIOAN PENMAN, each, . . . 22
RanD’s i’znuusnm, per dozen, . 600
RaND’s PENMANSHIP ABRIDGED, per dozen, 300
RaND’s PracTIOAL SMALL HAND CoPIES, per dozen, 3 (0
RaND’s PIeoE Book, per dozen, 300
Ranp’s ORNAMENTAL CoPIES, per dozen, . 300
Ranp’s Smarn ArpHABETIOAL CoPIES (Xylograph),

per dozen, . . . . . 300
RaND’s SMALL ALPHABETICAL CoPIES, (Steel Plates),

per dozen, . . . . . 800
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