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PREFACE.

THE following pages were written to accompany the very
elegant Chessmen with which the Designers have
complimented the Author by associating his name.
leing intended only for boginners, they are divested as
mnuch as possible of whatever might appear perplexing or
repulsive, and the examples for study presented in the
order conceived to be the most natural and easy for
apprehension.

To profit fully by these examples the learner will do
we!l, when he is thoroughly conversint with the prelimi-
navy matter of the first six chapters, to restrict himself
to the examination of one position at a sitting. Let him
commence, for instance, with the casy Check mate of
Diigram No. 4, and when he quite comprehends the
object of each move, proceed to the next diagram, and the
n~it, and so on through the whole, in the scquence in
which they appear. He will soon master this series of
short contests wherein one or two pieces only are engaged
' vach side, and then be in a condition to enter on the
study of the OPENINGS, when the conflict is begun with
the full array of both armies in opposition.

In playing over the several demonstrations his labour
will be greatly lightened, and his progress facilitated, by
the use of the Chessmen to which we have alluded. To
say nothing of their unquestionable superiority in form
und proportion to all others intended for actual play, the
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happy thought of distinguishing the Pieces appertainuig
to the King, so that no confusion can arise throughous
the longest game between the King’s Rooks and Knight<
and those belonging to the Queen,* renders them peculiar: -
adapted for the purposes of Chess Analysis; and is of
itself sufficient, we hope, to entitle them to the preferer.:
of those amateurs who are seeking to improve their
play.
H. STAUNTON

* Tn the Regiwstered Chessmen the King's Rook and Knight are wis-
tinguislied from the same Pieces on the Queen’s side by a small ero \n
stamped on their summit,
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CHESS-PLAYER'S TEXT-BOOK.

BOOK I

CHAPTER I.

PosITION OF THE CHESS-BOARD AND ARRANGEMENT OF
THE MEN FOR BATTLE.

i

Y~nE GaME oF CHrss is played by two parties, each
.~ having a mimic army of sixteen warriors, upon a
1\‘\m’d of sixty-four squares. These squares are usuvally
clloured white and black alternately, and it has become a
"\¢ that the Chess-board shall be so placed that each
Dty has & wlate square at his right-hand corner.

Yiagram No. 1 exhibits the board and Chess-men duly
«*Tinged for the commencement of the game.

lach party, it is seen, has two ranks of men ;¥ on the
fiely stand the Officers, or Pieces, as we term them, and
V' bhe next the Pawns ; and, for the purposes of distin-
£‘fhing these forces, the Pieces and Pawns of one party
al ’fuf a different colour to those of the other.

* “Man" is a general name for any Piece or Pawn.

1
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The eight superior Pieces, on each side, are :

AKing, . . . . . . *
A Queen, . . . . . . w

Two Rooks or Castles (as they are indis- !
criminately called), . .

Two Bishops, - . . . . . i

Two Knights, . . . . . ’

And each of these pieces has his Pawn i
or Foot Soldier .
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The King and Queen occupy the centre squares of
the first, or, as it is generally called, the *royal” line,
and each is supported by a Bishop, a Knight, and a
Rook; while in front, before them, stand the eight foot-
soldiers in a row.* The Pieces on the side of the King
are called the King’s, as the XKing's Bishop, King's
Knight, King's Rook; and the Pawns before them, the
King’s Pawn, King’s Bishop’s Pawn, King’s Knight's
Pawn, and King’s Rook’s Pawn. In like manner, the
Pieces and Pawns on the Queen’s side are called the
Queen’s.t

‘When perfectly conversant with the titles of the men,
and the proper method of arranging them for battle,
which, with the assistance of the foregoing diagram, he
may become in half an hour’s practice, the learner should
acquire a knowledge of the moves and powers of the
forces, to attain which the aid of some chess-playing
acquaintance will be found greatly to facilitate him. He
should then proceed to study the ‘Notation'; that is
the method adopted in this country to describe the moves
made by two players in their conduct of the game.

The following are the moves of the Pawns and Pieces :

Tae PawN.—The Pawn moves forward in a straight
line, one square at each move, as from 7 to f (see diagram,
page 4), excepting at the first move of each Pawn, when

* In disposing the men for play, young players may avoid the very
~ frequent error of misplacing their King and Quecn by bearmg m mind
fhet the White King always 18 set on a Black square, and the Black
King ' a White one.
+ It is not usual 1 Chess works to describe each piece at length ; the
following abbreviations are comronly adopted :

for King.
,» Queen.
5 Rook.
. . . . . . . ,» Bishop.
t. . . . . . . 5, Knight,
. . . , Pawn,

1—2

REEEOR
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one well grounded in the game of more avail than any

written description.

From the above it will be seen that the eight squares

which compose the first rank on either side are each dis-

tinguished by the name of the piece which occupies it
when the men are first drawn up in battle order.

Thus,

The files also—

King’s square, that on which the Queen stands the Queen’s

the square on which the King now stands is called the
square, and so on with the other Pieces.

that is to say, the rows of squares running from top to
bottom of the board—are designated by the particular

Piece which occupies the first square—for example, take
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the K. R.’s square. Here the square on which the King's
Rook stands at starting takes the name of the Officer,
and is known as the K. R.’s square.* The noxt square
forward on the same file is called the K.'s R.'s 2nd,
the next to that the K.'s R.’s 8rd, and so on up to the
8th square.

As the same mode of describing the squares is adopted
by both players, Whitc's first rank of squares is Black’s
eighth, and vice-versd. A little consideration and practice
will render this method of notation quite familiar to the
student. He should begin by setting up the men in due
array; after a few repetitions, and comparing their positions
with the first diagram, he will soon be enabled to arrange
them correctly without referring to the book at all. It
will then be well for him to clear the board of all but a
single Piecc, and practice with that until perfect in its
movements; another and another may then be added,
until the action of cvery one is as easy to him as the
alphabet.

As a first exercise he may begin by playing his Queen
to her square (¢.e., her first square), then play her to Q.’s
5th square, then (diagonally) to Q.’s Rook’s 8th square,
then to Q.'s R.s square, and then home again to her
square. These directions, abbreviated in the manner
described at page 8, would stand thus :

1. Q. to her sq. 4. Q. to her R.’s sq.
2. Q. to her 5th. 5. Q. to her 8q.
8. Q. to her R.’s 8th,

* Properly speaking, the squares on the flrst rank should be designated
as *‘ First,” a8 ‘‘ K.’s Rook's jirst square,” etc. ; but it is customary to use
the word ‘“square” only m this casc, and to omit 1t and give the number
of the square instead when the squarcs of other ranks are mentioned.
Thus in playing & Knight to K. B.’s 3rd square, we describe the move as
merely Kt. to K. B.’s 3rd ; but if the Knight were played to K, B.’s 1st
square or K.’s 1st square, the move would be described as Kt. to K. B.’s
square, or Kt. to K.'s square,
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As o next exercise, he can place the King's Rook on
King’s Rook’s square, and then play as follows:

1. K. R. to his 4th. 4. K. R. to K. R.’s 8th.
2. K. R. to Q. R.’s 4th. 5. K. R. to K. R.’s 8q.
8. K. R. to Q. R.’s 8th.

He might then add the Queen’s Bishop, and play thus:

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

By practising with both Pieces and Pawns in succession,
he will speedily be cnabled to go through a game, or, at
least, an opening of one, from book. Before, however,
attompting this, it may be well for him to understand the
technical terms in use among players, and the relative
value of his men.
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CHAPTER II.
TecHNICAL TeRMs IN USE amMoNe CHESS PLAYERS.

COMMANDING AND ATTACKING.

A. PI1EcE commands any square to which you can move
it (if it is free to move), and attacks any man stand-
ing on & square to which it can be moved.
A Pawn commands the two squares (only one if it is a
Rook’s Pawn) just diagonally in front of it, and attacks
any man standing on either of these two squares.

CAPTURING OR TAKING.

A Piece may capture, or take, any man standing on a
square to which the Piece is able (by the laws of the
game) to move. The captured man is removed from the
board, and the Piece is placed on the vacated square.

A Pawn may, as a general rule, capture any man
standing on a square which it attucks—i.c., on a square
just diagonally in front of it. The captured man is
removed from the board, and the Pawn takes its place.
(See also Taking in Passing, page 13.)

CASTLING.

As a general rule, the King can move only one step
in any direction at a time, but he has the privilege,
under certain restrictions, once in the game, of moving
two squares in conjunction with either of his Rooks.
This compound movement is called Castling, and is per-
formed thus: The player wishing to Castle on his King's
side, moves his King to K. Kt.’s sq., and his K.’s R. to K.
B.'s 8q.
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-

BEFORE CASTLING ON KING'S SIDE.

7B Nl T e |
Folwe s

i /////r/%
AFTER CASTIING ON KING'S SIDE.

M
S

AN

N

It he Castle on the @.'s sude, then he plays the King to
Q. B.’s sq , and the Q.’s Rook to Q."s sq.

BEFORE CASTIING ON QUFEN'S SIDE.

wy % wsey
1 Bl Befys)
N2 /% %//Zé é///y///’// L % /’/; ’

AF1ER CASILING ON QULLN’5 SIDEe

B EalepE|

The restrictions to this operation are:

1st. The King must not be in check.

2nd. The King must not have moved.

8rd. The Rook he Castles with must not have moved.

4th. The King must not pass over, or on to, any square
commanded by an enemy ; and

5th. There must be no Piece either of his own or his ad-
versary’s between the King and the Rook he Castles with.*

CHECK AND CHECK-MATE.

When the King is attacked by any Piece or Pawn he is
said to be in check; and, it being a fundamental principle
of the game that the King can never be taken, whenever
any direct attack is made upon him, the player must be
warned of his danger by the ery of check, whereupon he

* The act of Castling, hiko the ordinary moves, 15 best learned from tho
practical exemplification of a player; but as young amateurs are fro-

quently at 1msue as to the conditions, we have thought 1t better to
describe this movement fully, as well as by diagrams.
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is compelled to do one of three things : viz., to remove his
King out of check, or parry the danger by interposing a
man between his King and the attacking Piece, or capture
the checking man.

‘When he can do none of these three things he is Check-
mated, and the game is won by the other side.

If the King is directly attacked by the enemy, it is
called a simple check; when the Piece or Pawn moved
does not itself attack the King, but unmasks another
which does, it is called a discovered check; and when both
the Picce played, and the one unmasked, attack the King,
they are said to give double check. There is also a fourth
description of check, known as perpetual check, which
arises when a player has two or more squares on which
he can check the adverse King, and his opponent can
only parry one check by affording an opportunity of
another. If the checking player choose to persist in a
repetition of those particular checks, the game must be
abandoned as drawn (t.e., neither player can win).

STALE-MATE,

When a player has his King so circumstanced that, not
being at the mowment in check, he cannot move him without
putting him in check, and at the samne time has no other
Pjece or Pawn to move instead, he is said to be Stale-mated,
and the game must be relinquished as a drawn battle.

DRAWN GAMES.

In addition to the instances just cited, where the game
is drawn by perpetual check or stale-mate, & drawn game
may arise from neither party having sufficient force left
o effect a Check-mate, as a King and a Kt. only, or a King
and two Knights, etc. The game is considered drawn,
too, when one party, having sufficient force left, is
ignorant of the proper way to apply it, and fails to
Check-mate his helpless opponent within the fifty moves
prescribed by custom. It is drawn also where both
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parties persist in repeating the same move from fear of
each other, or where they are left at the end with an equal
force, as a King and Queen against a King and Queen,
or a King and Rook against a King and Rook, when,
except in peculiar cases, the game is resigned as null.
SMOTHERED OR STIFLED MATE,

A Check-mate which is occasionally given by the Kt.

when the adverse King is hemmed in or stifled by his own

forces.
FOOL'S MATE,

The simplest and speediest of all Check-mates, being

effected in two moves, ex. gr. :
WHITE. BLACK.
1. P. to K. Kt.’s 4th. 1. P. to K.’s 4th.
2. P. to K. B.’s 4th. 2. Q. to K. R.’s 5th. Check-mate.
SCHOLAR'S MATE

is a Check-mate occasionally given at the outset of a
game to an inexperienced player, thus :

WHITK. BLACK.
1. P. to K.’s 4th. 1. P. to K.’s 4th.
2. K. B. to Q. B.’s 4th. 2. K. B to Q. B.’s 4th,
8. Q. to K. R.’s 5th. 8. P. to Q.’s 8rd.
4. Q. takes K. B.’s P. Check-mate,
GAMBIT

is derived from an Italian phrase in wrestling, and signi-
fies a feint by which the adversary is tripped up. In
Chess it is used to designate those openings in which a
Pawn is sacrificed at the beginning for the purpose of
leading the enemy into difficulties. The most important
Gambit, and one which includes several others, is called
the King's Gambit, begun as follows :

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.

The Pawn thus offered for capture by White is called
the Gambit Pawn, and when it is taken by the adversary
the opening becomes a Gambit.
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GIUOCO PIANO.
An insiructive modification of the King’s Kt.'s game,
beginning thus:

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

TAKING A PAWN EN PASBANT OR IN PASSING.

When one of a player’s Pawns is at its fifth square, and
an adverse Pawn on an adjacent file moves two squares at
its first move, his Pawn may (at the next move only) take
this adverse Pawn as it passes, exactly as if it had moved
one square only. The young player should thoroughly
master this peculiarity.

QUEENING A PAWN OR ADVANCING A PAWN TO QUEEN.

‘When a player has managed to advance a Pawn to the
eighth or extreme square of a file, it assumes the rank and
power of a Queen, or Rook, or Bishop, or Knight, of his
own colour, as he thinks best; and this is called Queening
or promoting a Pawn.

PASSED PAWN.

A Pawn which cannot be obstructed in its march by

any adverse Pawn is said to be a Passed Pawn.
DOUBLED PAWN.

‘When two or more Pawns belonging to the same

player are on the same file, the foremost one is termed a

Doubled Pawn.
ISOLATED PAWN.

A Pawn which stands alone, without support and pro-
tection from his brother Pawns, is called an Isolated Pawn.
MARKED PAWN, OR PION COIFFE,
is a peculiar game, in which one party undertakes to
place a cap or ring on one of his Pawns, and to check-

mate his adversary with that identical Pawn.
EN PRISE.
‘Whei & Dizce or Pawn is in a situation to be taken by
the enemy, it is said to be en prise.
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FORCED MOVE.

‘Where a player has one legal move only at his com-

mand, it is called a forced move.
FALSE MOVE.

An illegal move, such as playing a Rook diagonally, a
Bishop like a Knight, or Castling when the King is in
check, or after he has been moved, is termed a false move.

THE EXCHANGE.

If a player contrive to gain a Rook for a Bishop or a

Knight, he is said to have won the exchange.
MINOR PIECES.

The Bishop and Knight, in contra-distinction to the

Queen and Rook, are described as minor pieces.
THE OPPOSITION.

A player is said to gain the Opposition when he has so
manceuvred his King as to compel the adverse King to
retreat or abandon the advantageous squares.

PARTY.

Derived from the French word partie, and occasionally
used instead of ¢ game.”

TO INTERPOSE.

When the King is checked, or any valuable Piece
attacked, the man placed between to ward off danger is

said to be interposed.
J'ADOUBE.

An old French expression, signifying ¢“I adjust,” or
“T replace,” used by a player when he touches a inan
merely to rectify its position, without intending to play it.

RANK AND FILE.

The rows of squares running from right to left are called

ranks, while those which run from player to player are

termed files.
SEIZING THE OPEN FILE.

‘When a player takes command of an unoccupied file of
squares by planting his Queen or a Rook at one end of it,
it is customary to say that he has seized the open file.
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CHAPTER III.
ReraTivE VALUE oF THE CHESS FORCES.

THE KING.

As the King can neither be exchanged nor captured,
his value relative to the other Pieces cannot be
estimated.
THE QUEEN.
The average value of the Queen is considered equivalent
to two Rooks and a Pawn.

A ROOK.

A Rook is estimated of the worth of a Bishop and two
Pawns, or a Knight and two Pawns. Two Rooks may be
exchanged for three minor Pieces.

A BISHOP AND A KNIGHT.

These Pieces, practically considered, are of equal value,
though the advantage, if there is any, is thought to be on
the side of the former.

A PAWN
stands lowest in the scale of powers, being usually cal-

culated at about one-third the value of a Bishop or a
Knight.



16 THE CHESS-PLAYER’S

CHAPTER 1IV.
PRELIMINARY GAME,

IN this game, which is taken from * Staunton’s Handbook,”
the reader is supposed to play the White men, and to
have the first move:
‘WHITE. BLACK.
1. P. to K.’s 4th. 1. P. to K.’s 4th.

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

2. B. to B.’s 4th. 2. B. to 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:

8. P. to Q. B.’s 8rd. 8. Kt. to Q. B.’s 8rd.

In playing this Pawn, you- cbject 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. P. to Q.’s 4th. 4. P. takes P.
5. P. takes P. 5. B. takes P.
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Here you have played without due consideration.
Black's third move of Queen’s Knight to Bishop's 8rd
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 Pawn
with your Bishop, giving check. The game would then
most probably have gone on thus:

WHITE. BLACK.
5. B. takes P. Ch. 5. K. takes B.
6. Q. to R.’s 5th. Ch. 6. K. to B.’s 1st.
7. Q. takes B. Ch.

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

But now to proceed with the actual game:

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

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

7. Kt. takes B. 7. Q. takes Kt.
2
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Both parties played well in their last moves. You
rightly took off the Bishop, because, supported by the
Queen, he menaced your Queen’s Knight’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 :

‘WHITE. BLACK.

8. Kt. to Q.'s 2nd. 8. Kt. to K. B.’s 8rd.

You played correctly here in not exchanging Queens,
and also in protecting your Bishop and your King's
Pawn, both of which were attacked by the adverse Queen.
But all this might have been done without impeding the
movements of any of your Pieces, by simply playing
Queen to King's 2nd square. 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. P. to K. B.’s 8rd. 9. Kt. to K.s 4th.

In protecting the King’s Pawn with your King’s 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 King’s Bishop’s Pawn to the
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 to which your King, in Castling on his
own side, has to move. Black’s last move is much more
sensible. He again attacks your Bishop, and by the same
move brings his Queen’s Knight into co-operation with
the King’s on the weak point of your position :

10. P. to Q. Kt.’s 8rd. 10. Q. takes R.

This is a serious blunder indeed. In your anxiety to
save the threatened Bishop, which you feared to withdraw
to Queen’s Knight's 8rd square on account of the adverse
Knight's giving Check at your Queen’s 8rd square, you
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have actually left your Queen’s Rook en prise! Black
takes it, of course, and, having gained such an important
advantage, ought to win easily :

WHITE, BLACK.

11. Castles. 11. Kt. takes B.
12. Kt. takes Kt. 12. Castles.
13. Q. to Q.'s 2nd. 18. P. to Q. 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 determine, if
possible, to prevent her escape by gaining command of all
the squarcs sho can move to. Seeing the danger if White
were to move B. to R.'s 8rd, Black throws forward this
Pawn, to enable him, if possible, to bring the Queen off
by playing her to her 5th square, giving Check :

14. B. to Kt.’s 2nd. 14. Q. takes R.’s P.

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 a very great
command of the field :

15. Q. to K. Kt.’s 5th. 15. Kt. to K.’s 1st.

Very well played. By playing the Queen to King's
Knight’s 5th square, 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 so
moving, you might have played the Knight to Queen’s
Rook’s 5th square, in which case, by afterwards moving
the Rook to Queen's Rook’s square, it would have been
impossible for his Queen to get away :

16. Q. to K.’s 3rd. 16, P. to K. R.’s 8rd.

You prudently retreated your Queen to guard her
Knight's Pawn, which it was important to save, on

account of its protection to the Knight. Black played
2—2
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the King’s Rook's Pawn to prevent your Queen returning
to the same post of attack :

WHITE BLACK.

17. P. to K. R.’s 8rd. 17. K. to R.’s 1st.

Here are two instances of what is called * lost time ”’ at
chess, neither move serving in the slightest degree to
advance the game of the player:

18. P. to B.’s 4th. 18. P. to Q. Kt.’s 8rd.

Again you have failed to see a most important move.
You might have taken the King’s Rook’s Pawn with your
Queen, giving Check safely, because Black could not take
your Queen without being in Check from your Bishop.
All this time, too, your opponent omits to see the jeopardy
his Queen is in if you were to move R. to Q. R.'s square,
and that, as far as practical assistance to his other Pieces
is concerned, she might as well be off the board :

19. P. to K. Kt.’s 4th. 19. P. to Q. Kt.’s 4th.

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

20. P. to K. Kt.’s 5th. 20. P. takes Kt. (Diag.).

Although your Knight was thus attacked, it might have
been saved very easily—in the first place, by your taking
the adversary’s Queen’s Bishop’s Pawn, threatening to take
his King's Rook, on his removing which, or interposing
the Queen’s Pawn, you could have taken the Pawn which
attacked your Knight; or, in the second place, by moving
your Queen to her 2nd square. In the latter case, if
Black ventured to take the Knight, you would have won
his Queen by taking the King’s Knight's Pawn with your
Bishop, giving Check, and thus exposing his Queen to
yours. Black would have been obliged to parry the
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POSITION AFTER BLACK’S 20TH MOVE.
DIAGRAM No 3a Brack
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Check, either by taking the Bishop or moving his King,
and you would have then taken his Queen. This position
is very instiuctive, and merite attentive examination .

WHITF BILACK
21. B.to Q B’s 3rd. 21. P takes Q. Kt’s P.
22. P. to K R 's 4th. 22, P. to Q. Kt.'s Tth.
28. P. to B.’s 5th 28. P. to Kt.'s 8th, be

connng a Queen.

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

at command :

24, R. takes Q. 24. Q. takes R. Ch.
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the King's Rook’s Pawn to prevent your Queen returning
%o the saxe post of attack:
WHITE BLACK.
17, P. to K. R.’s 8rd. 17. K. to R.’s 1st.
Here are two instances of what is called ¢ lost time ” at
chess, neither move serving in the slightest degree to
advance the game of the player:

18, P. to B.'s 4th. 18. P. to Q. Kt.’s 8rd.

Again you have failed to see a most important move.
You might have taken the King’s Rook’s Pawn with your
Queen, giving Check safely, because Black could not take
your Queen without being in Check from your Bishop.
All this time, too, your opponent omits to see the jeopardy
his Queen is in if you were to move R. to Q. R.’s square,
and that, as far as practical assistance to his other Pieces
is concerned, she might as well be off the board :

19. P. to K. Kt.'s 4th. 19. P. to Q. Kt.'s 4th.

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

20. P. to K. Kt.'s 5th. 20. P. takes Kt. (Diag.).

Although your Knight was thus attacked, it might have
been saved very easily—in the first place, by your taking
the adversary’s Queen’s Bishop’s Pawn, threatening to take
his King's Rook, on his removing which, or interposing
the Queen’s Pawn, you could have taken the Pawn which
attacked your Knight; or, in the second place, by moving
your Queen to her 2nd square. In the latter case, if
Black ventured to take the Knight, you would have won
his Queen by taking the King’s Knight's Pawn with your
Bishop, giving Check, and thus exposing his Queen to
yours. Black would have been obliged to parry the
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POSITION AFTER BLACK'S 20TH MOVE.
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:%y// Al @

/
- //z / 4 /é% L
/u // o
B o mep

WHITE

Check, either by taking the Bishop or moving his King,
and you would have then taken his Queen. This position
is very instructive, and merits attentive examination :

WHITE, BLACK.
21. B. to Q. B.'s 8rd. 21. P. takes Q. Kt.s P.
22. P. to K. R.’s 4th. 22. P. to Q. Kt.’s 7th.
28. P. to B.’s 5th. 28. P. to Kt.’s 8th, be-

coming 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, R. takes Q. 24. Q. takes R. Ch.
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You had no better move than to take the newly-elected
Queen, for two Queens must have proved irresistible :

25. K. to Kt.’s 2nd. 25. Kt. to Q.’s 8rd.
26. P. to Kt.'s 6th. 26. P. takes P.
27. P. takes P. 27. B. to Q. Kt.’s 2nd.

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

WHITE. BIACK.
28. P. to R.’s 5th. 28. Kt. takes P.
29. B. to K.’s 5th. 29. Kt. to Kt.’s 4th, dis-

covering Check.

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

80. K. to Kt.’s 8rd. 80. R. to B.’s 6th. Ch.
81. K. to R.’s 4th. 81. Q. to K. B.’s 4th.

At this point you were utterly at the mercy of your
antagonist, but, fortunately, he wanted the skill to avail
himself properly of his vast superiority in force and
position, or he might have won the game in half a dozen
different ways:

82. Q. takes R. 32. Q. takes Q.
83. B.takes Kt’s P. Ch. 83. K. takes B.

This was your last chance, and its success should serve
to convince you that in the most apparently hopeless
situations of the game there is often a latent resource, if
you will only have the patience to search it out. By
thoughtlessly taking the Bishop, Black has left your King,
who 18 not in 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.
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CHAPTER V.
A Few HINTS FOR AN INEXPERIENCED PLAYER.

BEFORE comniencing a game be very careful that the
men on both sides are in their proper places.

2. Habituate yourself to play indifferently either with
the white or black men.*

8. As nothing conduces so much to improvement as
playing with fine players, never lose an opportunity of
doing so by the silly pride of refusing to take odds.

4. Play invariably according to the strict laws of the
game, ncither recalling a move yourself, nor permitting
your adversary to retract one.

5. Do not acquire the bad habit of hovering with your
hand over the board ; it annoys your opponent, and will
beget, on your own part, a feeble, hesitating, style of play
that is fatal to excellence.

6. Learn to play slowly :

¢ Other graces
Will follow in their proper places.”

7. Exhibit no impatience when your adversary moves
slowly, but look upon his tardiness as a compliment to
your skill.

8. Never play too many games at a sitting.

And lastly, When your game is hopeless, surrender at
once, and with a good grace, and do not permit thé loss of
it to discompose you overmuch.

* In modern practice white always commences the game,
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CHAPTER VI
GENERAL RULES AND OBSERVATIONS.

E KiNe.—Beware of playing your King out early

in the game, but rather Castle at once, and generally
on the King’s side. Be careful, however, when you have
so Castled, of permitting an adverse Knight to gain
possession unmolested of your K. Bishop’s 4th sq.; and
never, without due consideration, be tempted to throw
forward the Kt.’s and Rooks Pawns on the side you
have Castled.

‘When your King is checked, it is better, mostly, to in-
terpose a man that attacks the checking Piece than one
that simply covers the check.

Avoid, if possible, subjecting your King to a discovered
check.

Do not be overfond of giving check to the adverse
King ; but when by so doing you can force him to move,
and thus prevent his Castling, it is frequently desirable to
check him.

Always bear in mind that, however dangerous it may be
to play the King into the field during the heat of the
fray, when the superior Pieces are exchanged he should
be brought immediately to the support of your Pawns, the
fate of the game in such cases being generally dependent
on the rapidity and skill displayed in manceuvring this
then important auxiliary.

THE QUEEN.—I4t is rarely good to play the Queen out
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early, because she is liable to attack from inferior
enemies, and, in retreating her, many moves are lost.
Besides, her power is so much greater when she is sus-
tained by other pieces that to make an attack with her
alone is highly injudicious.

Be cautious of playing her in front of your King, and
never employ her to protect or attack any point if you
can do the same as well with a subordinate.

TaE Roox has not much scope for action at the open-
ing of the game, but towards the end he becomes an all-
important officer.

One of the strongest inducements to a good player for
bringing out the other pieces early is that his Rooks may
come into play.

‘When the game is tolerably developed, it is frequently
desirable to get command of an open file by planting a
Rook at one end of it; and when possession is thus
obtained, if your adversary endeavour to dislodge you
by playing one of his Rooks on the same file, you should
defend the one Rook with your other rather than ex-
change Rooks or give up the position. This is technically
termed Doubling the Rooks, and placed thus one before
the other on the same file, where they can mutually sus-
tain one another, they are as strong as a Queen.

Tue Bisgor.—When each party begins by playing his
K.’s Pawn to K.’s 4th sq., the King's Bishop is considered
somewhat superior to the Queen’s, since it can be brought
into the game at once, and placed so as to attack the
adversary on his weakest point—the K. Bishop’s Pawn.
If, while in this position, your adversary challenges an
exchange of Bishops by moving his Q. Bishop to K.'s 8rd,
it is not always desirable to exchange, because, although
you double two of his Pawns on the King's file, you give
him, at the same time, an opening for his King’s Rook
when he Castles.

Seldom or never play your King’s Bishop to Q.’s 8rd
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before the Q.'s Pawn is moved, and, as & general rule,
when playing an ogen game, do not move the Q.’s Pawn
one step only before you bring out the K.'s Bishop, as you
thereby afford him but the King’s 2nd square to go to.

When the other Pieces are off the field, and you are
left with a Bishop and two or three Pawns, it is often
advisable to keep your Pawns on squares of a different
colour to those on which your Bishop moves, as he can
then prevent the adverse King from coming near them;
but when the game is decidedly against you it is generally
better to keep the Pawns on squares which the Bishop can
defend.

‘When strong in Pawns at the end of a game, try to ex-
change off the enemy’s Bishops, since they can impede the
march of your Pawns more readily than either the Rooks
or Knights; but do not indiscriminately change your
Bishops for Knights, or Knights for Bishops. Two
Bishops at the termnation of a game are stronger than
two Knights, and one Knight usually better than a
single Bishop.

Towards the end, when you have Pawns only against
an opponent’s Bishop, it is mostly prudent to get the Pawns
as soon as possible on squares of a different colour to the
diagonal he travels on.

TrE KnN16HT.—At the opening of a game the best place
for the K.’s Knight is K. B.'s 8rd sq., for it there attacks
your adversary’s K.’s P. (if it has been moved to K.'s 4th),
offers no obstruction to the march of your K.'s Bishop,
and effectually prevents the opponent’s Queen from being
played to your K. R.’s 4th sq.

When you have pluyed your Q.'s Kt. to Q. B.’s 8rd sq.,
it is often serviceablo to bring him round by K.’s 2nd to
the K. Kt.'s 8rd, whence he may be moved at a proper
juncture to K. B.'s 5th.

Remember that a Kt. with three or four Pawns at the
conclusion of a game is somewhat superior to a Bishop
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with an equal number of Pawns, since he can spring
from White to Black, and thus attack on either coloured
squares, whereas the Bishop can attack only on squares of
the colour on which he moves.

Tae Pawn.—It is advisable generally so to play your
Pawns that they shall not retard the movements of your
own Pieces. and yet obstruct as much as possible those of
your antagonist. Most players, therefore, strive to occupy
the central squares of the board with their Pawns pretty
early in the game ; but you should not be too eager to
advance two Pawns abreast in the middle of the field unt:l
you are able to maintain them there, either with superior
Pieces or other Pawns.

When you have two Pawns so advanced, should the
adversary attack one of them with a Pawn of his, it is
sometimes better to push the pawn attacked another
square than to take his Pawn, but you must always be
careful of advancing your Pawns too far, because, unless
supported, they are almost sure to fall. Pawns, in the
carly game, are usually better at their fourth square than
at their sixth.

In an open game—that is, where both parties play P. to
K/s 4th at the beginning—it is not generally prudent to
move the K. Kt.’s Pawn or Q. Kt.’s Pawn early in the
opening, but you may do so advantageously in many of the
débuts.

As your K. B.’s Pawn is the most vulnerable point,
always have an especial eye to that, until, by Castling on
your K.’s side, you have given it the support of a R. as
well as the K.; and after Castling, be wary of advancing
the Kt.’s Pawn that is before your K.

When your Pawns stand in a line diagonally, take more
than ordinary care to preserve the topmost Pawn, and never
forget that Pawns united have great power ; but isolated,

very little.
Be careful of advancing your Pawns far forward on
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either side until you see on which side your adversary
Castles.

Keep in mind that a passed Pawn is an advantage
almost always when supported by another Pawn ; that a
Doubled Pawn is not in every case a disadvantage if
united with other Pawns ; that a Pawn being less in value
than a Piece, it is mostly better to defend with it than
with the latter, and that tuo Pawns can very often pro-
tect themselves against @ King;* and, finally, forget not,
when the end of the game approaches, where you have
Pawns, or even a Pawn, against a minor Piece, that you
may win, but that your antagonist, except in the rarest
cases, never cam.

* E.g., set White Pawns at Q.’s 8rd and K.'s 8rd, with Black K. at
K. Kt.'s 6th ; Black, with move, plays 1. . . . K. to B.’s 6th ; White now
moves on the Q.'s P. (or K.’s P. would do); Black dares not take the
K.’s ., for the Q.’s I. would go straight on to Queen ; 80 he plays 2. ...
K. to K.’s 5th ; and the Pawns stay as they are till their K. comes to
help them.

Again, set White Pawns at Q R.’s 4th and Q B.'s 4th, with Black K.
at Q Kt.'s 8rd; should Black, with move, play K. to B.'s 4th, then
R.'s P. goes to the 5th square ; and the Pawns are safe, provided they
are not obliged to move,
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CHAPTER VIIL
ENDING OF GAMES.

BEFORE proceeding to the study of works which treat

of the several Openings or systematic methods of
beginning a game, it will greatly help to familiarize you
with the powers of the Picces if you devote a few hours
to the consideration of the simpler class of Check-mates—
that is to say, those where one party is left with his King
alone against a King and Queen, a King and Rook, and
the like.

HOW TO CHECK-MATE WITH THE KING AND QUEEN.

This is one of the easiest of all Check-mates, for in
the most adverse position for the King and Queen you can
devise, they can force Check-mate in nine moves. The
quickest way to proceed is by confining the solitary King
to one side of the Chess-board with your Queen, and then
bringing up your King to face him, after which Check-
mate follows immediately. A very little practice with a
friend will enable you to accomplish it. There is one
danger, however, you must be warned of, namely, that of
giving Stale-mate instead of Check-mate, an error young
players are very apt to fall into when their opponent has
only his King left. Take, for example, the following
simple situation :
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Here we find (see the remarks on Notation, page 5) that
the White ng is at his Kt.’s 5th sq., the White Queen
at King’s Kt.'s sq., and the Black King at his Rook's sq.
Now at this point an experienced player would see at a
glance that Check-mate can be given in two moves, and
wotld play, first, King to his Bishop’s 6th sq., and then,
when the Black King moves to K. Rook’s 2nd (the only
square open to him), would move Queen to K. Kt.'s Tth
8q., giving Check-mate ; but the tyro, having an eye only
to imprisoning the Black King, would perhaps play his
King to Rook’s 6th instead of to Bishop's 6th sg., leavmg
the adverse King in the situation of Stale-mate. (See
Stale-mate, page 11.)

To accustom you to the notation, it may be well, when,
by the assistance of a Chess-playing friend, you thotough]y
comprehend the method of effecting Check-mate with the
King and Queen, for you to write out the above situation,
with the solution, in the abbreviated form adopted by
English writers ap the game. They would stand thus:

\\\
\
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WHITE. Position. BLACK.
K. at his Kt.’s 5th. K. at his R.’s sq.
Q. at K. Kt.’s sq.
‘White to play first, and Check-mate¥ in two moves.

WHICE. Solution. BLACK.

1. K. to his B.’s 6th. 1. K. to R.’s 2nd,
2. Q. to K. Kt.’s 7th. Check-mate.

HOW TO CHECK-MATE WITH THE KING AND A ROOK.

This, like the preceding, is an easy Check-mate, and may
be mastered in a very short time. In the most favourable
position the single King can take up he cannot protract
the Check-mate beyond eighteen or nineteen moves.

The annexed diagram, No. 5, and solution will show this
plainly :

DIAGRAM No 6 Brack.
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* In nine cases out of ten even the word Check-mate is abridged and
Mate adopted in its stead ; but Stale-mate 18 always written in full,
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The position here, described in writing, would be given

thus :
‘WHITE.
K. at his sq.
K. R. at his sq.

BLACK.

K. at his sgq.

And the system of play to be adopted for effecting the
Check-mate most speedily is the following :

‘WHITE.

1. K. R. to his 7th.
(The object of this move, you will
rcadily perceive, is to restrain the
movements of the Black King to
the extreme rank of squares, he
would otherwise be enabled to
march about the board and delay
the Check-mate considerably.)

2. K. to his 2nd.
(Having so confined the adverse
King that he can parade only
backwards and forwards on the
last rank of squares, you hasten
to bring your King up to assist in

giving the Check-mate.)

3. R. to Q. R.’s Tth.
4. K. to K.’s 8rd.
(Your Rook being now secure for a
few moves, you proceed to march
forward with your King.)

5. K. to K.’s 4th.
6. K. to Q.’s 5th.
7. K. to Q.’s 6th.

8. R. to K. R.’s Tth.
9. R. to K. Kt.’s Tth.
(This move of the Rook is indispen-

sable, Check-mate can only be
given when the Kings are facing
each other, and you now compel
Black to take up that position in
threo or four moves.)

BLACK.
1. K. to his B.’s sq.
(He might move to Q.’s sq., but, as
you will soon understand, that
would hasten his defeat.)

2. K. to his Kt.’s sq.
(He gainsa little time by this move,
since you are compelled to save
your Rook by flight.)

5. K. to Q.'s 8q.
6. K. to Q. B.’s 5q.
7. K. to Q. Kt.’s sq.
(His only hope of delay is by thus
attacking the Rook when he can
reach himn.)

8. K. to Q. B.’s sq.
9. K. to Q. Kt.’s sq.
(If he moves opposite the White
King, Check-mate follows next
move.)
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WIIITE, BLACK.
10. K. to Q. B.’s 6th. 10. K. to R.’s sq.
11. K. to Q. Kt.’s 6th. 11, K. to Kt.'s sq.

(He is now obliged, having no
other move, to face the opposing

King.)
12. R. to K. Kt.’s 8th. Check-maite.

From these examples you will observe that to Cheok-
mate either with the Queen or Rook it is necessary, as
was before remarked, to drive the adverse King to one
of the four sides of the Chess-board, and then march
your own King up to confront him. Whenever you can
bring the two Kings face tn face, with ome square
only between them, and have the move, you may be sure
of the game. In the subjoined position, Diagram No. 6,
the Kings are so placed, and although the Rook is

DIAGRAM No. 8. BLACK.

/ %@/ 7
% %ﬁ// /
// ///E/ //
//// / //
BN ///

‘WHITE.
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behind or masked by his own King, White can Check-
mate in three moves. Write out the situation of the
men and the moves by which the Check-mate is given

thus :
Position.
‘WHITE. BLACK,

K. at his 6th. K. at his sq.
R. at his K.’s 4th.

White to play first, and Check-mate in three moves.

Solution.
‘WHITE. BLACK,

1. R. to K.’s sq. 1. K. to Q.’s 8q.

(This is what players technically (If he go to his B.’s sy. you play
call a coup de repos; the purpose  your Rook to K. Kt.’s 8q., and by
of it is to force Black to move thus commanding all the squares
cither to right or left, and then, on that file compel him to go
by cutting him off from escape, bhack aguin.)
on whichever side he goos, oblige
hun to return and face the White
King again.)

2. R. to Q. B.’s sq. 2. K. to his sq.

(You sewe command of the open file
by this move, and leave the King
no square but his own to fly to.)

3. R. to Q. B.’s 8th. Check-mate.

By setting up these Pieces in similar situations, and
finding out the way to give the Check-mate a few times,
you will discover the principle, and, knowing that, are not
likely to have much difficulty in dealing the coup de grdce,
when you are fortunate enough to be left with such an
advantage against an opponent.

This, however, is only an occasional case; it will
generally happen that your adversary, even when you
have a preponderance of power, has some man left upon
the board beside his King; and when he has, the difficulty
of Check-mating him is much enhanced. We shall give
you several examples of this anon; in the meantime we
proceed to show:
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HOW TO CHECK-MATE WITH THE KING AND TWO BISHOPS.
Place the men as below :
DIAGRAM No 7 BrAck.

7 7N I
P

A\
N

%/// W 7 i

7 77 %/ ///

.,////%%/ o ?/ /?/,/ /%y > T

7 ///y/ 4 ’///’//4%7 ;,m%// /%//27//1
7 %/ y y /2 2 /}

SN\

WY
N N
AW

0N
N

AN
NN

2 Y,
%//% //Z/////%’/

7 :7}/// '/// ’, V//%
% %//////% ’///%/% /7/%/%%”//%///‘
Y, A 7

2447

NN

\\%‘§

N\

WHI1E.
That is to say:
‘WHITE. BLACK.
K. at his sq. K. at his sq.
K. B. at his sq.
Q. B. at his sq.*
And play as follows :
‘WHITE. BLACK.
1. K. B. to K. R.’s 8rd. 1. K. to Q.’s &q.
(This Check-mate can only be ef- (For the r just tioned

focted by drving theadverse King  Black, of course, avoids the

into one of the corners of the  corners of the board )

board ; you play the Bishops,

ealosiated to. provent s gethng

culal prevent his ge

1nto the centre of the field.)

* This, and a few other positions, are borrowed from ¢ The Chess-
Player s Handbook,” published by Messrs, George Bell and Sons, & word
to which thoe present hittle treatise may serve as an introduction.

8—2
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‘WHITE. BLACK.

2. Q. B. to K. B.’s 4th. 2. K. to his 2nd.
3.

8. K. to his 2nd. K. to K. B.’s 3rd.
(As the Rishops can now cffectually
provent the Black King from croes-
ing to the centre, you have tim:
to play your own King forward.)

4. K. to K. B.’s 3rd. 4. K. to his 2nd.

5. K. B. to K. B.’s 5th. 5. K. to K. B.’s 8rd.

6. K. to Kt.'s 4th.* 6. K. to his 2nd.

(Still prudently evading the corner
squares )

7. K. to his Kt.’s 5th. 7. K. to Q.’s sq.

8. K. to his B.’s 6th. 8. K. to his sq.

9. Q. B. to his Tth. 9. K. to his B.’s sq.

(Remark how every move now cir-
cumscribes the poor King's march.)
10. K. B. to Q.’s Tth. 10. K. to Kt’s sq.

(Nearer and nearer to the fatal
angle.)

11. K. to his Kt.’s 6th. 11, K. to his B.’s sq.
12. Q. B. to Q.’s 6th, Ch. 12. K. to Kt.’s sq.
18. K. B. to K.’s 6th. Ch. 13. K. to his R.’s sq.
14. Q. B, to K.’s 5th. Check-mate.
This is a Check-mate which rarely, very rarely, occurs;
but it is so instructive a lesson in the play of the Bishop
that you will do well to study it attentively.

THE KING AND TWO KNIGHTS.

You will be surprised to learn that these Pieces cannot
Check-mate the adverse King if he make the best defence,
unless, indeed, he happen to have a Pawn or Pawns left,
in which case, strange to say, it sometimes happens that
he is Check-mated with a single Knight, as in the annexed
example.

* In describing the moves of the King, it is customary to say either
K. to his Kt.’s 4th, or K. to K. Kt.’s 4th, K. to his B.'s rd, or K. to K. B.’s
8rd indiscriminately. 8o, also, in speaking of the other pieces, it is as

common to say, K. B, to his 6th, as K. B. to K. B.’s 6th, or K. Kt. to his
5th, as K., Kt. to K, Kt.’s 5th, etc.
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Place the men as follows:
DIAGRAM No 8 BLACK.

v U U

N TR

\X

N

2%

Py % /// Z /// 7
b el B 0

vy v o
WHITE.
That is to say:
K. 8t Q. B.s 2nd. K. ot Q. R's Tth.
Kt. at Q.’s 8th. P. at Q. Kt.’s 8rd

and Q. R.’s 6th.

In thi~ position Black's Pawns aro actually assistants
in his defeat, since, but for them, it would be impossible
for the single Knight to give Check-mate; as it is, the
game is very cleverly won, as you will see, in a few moves
only, ex. gr. :

‘WHITE. BLACK.
1. Kt. to Q. B.’s 6th. 1. P. to Q. Kt.'s 4th,
2. Kt. to Q.Kt.’s 4h. Ch. 2. K. to Q. R.’s 8th.
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WHITE.

8. K. to Q. B.’s sq. 8. P to Q R 7th

no e is n
to pl,s,y the suicidal move of P. to
Q. R.’s 7th and leave his Ki.ng
witho t a square to escs, to
when )th Kt calls Che: k ext
mov

4. Kt. to Q. B.'s 2nd. Check-mate.

HOW TO CHECK-MATE WITH THE KING, A BISHOP,
AND A KNIGHT.

This is & Check-mate of much greater difficulty than
that with the two Bishops; but it is more elegant, and,
from its admirable exemplification of the combined powers
of very dissimilar Pieces, merits the nicest consideration.

Set up the Pieces as in Dia.gram No. 9:

/////ﬁf»
////////%/%W//
W m EE
//////
/////

‘WHITE.

’:‘
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That is:
WHITE.

K. at his B.’s 6th.

BLACK.

K. at his R.’s sq.

B. at K. B.’s 5th.
Kt. at K. Kt.’s 5th.

As in this Check-mate it is necessary, not only to drive
the Black King into an angle of the board, but into one
which i8 commanded by the Bishop you may have (i.c., if
you have a Bishop running on a white diagonal, the King
must be forced into a corner square of that colour ; and if
your Bishop runs on Black squares, you must compel the
King, in the end, to move to a corner square that is Black).
You will observe, on setting up the Pieces, that the Black
King is most unfavourably posted for you, seeing that he
occupies a corner square over which your Bishop, being of
a different colour, has no control. This renders the
analysis all the more improving.
BLACK,

1. K. to his Kt.’s sq.

2. K. to his B.’s sq.

8. K. to his sq.

4. K. to his B.’s sq., or
variation A.

(The purport of the first three moves (To avoid confusion, you are recom-

WHITE.

1. Kt. to K. B.’s Tth. Ch.
2. B. to K.’s 4th.

8. B. to K. R.’s Tth.

4. Kt. to K.'s 5th,

you will easily see through ; but it
requires a great deal of experience
to appreciate some of White's play
from this point. You must be
content, therefore, at present to
takeo for granted that he plays in
the way best calculated to effect
Check-mate in the fewest por-
sible moves.)

5. Kt. to Q.’s Tth. Ch.
8. K. to his 6th,
7. K. to Q.’s 6th.

mended to go patiently and ccn-
siderately through the series of
moves dependent on Black's play-
ing his K. to his B.’s sq. beforo
you examine tho variation.)

5. K. to his sq.
6. K. to Q.’s 8q.
7. K. to his sq.

(This is Black's best play; by

moving to Q. B.'s sq. his defeat
is only hastoned.)
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WHITE.

8. B. to K. Kt.’s 6th. Ch.
9. Kt. to Q. B.’s 5th.
10. B. to K. B.’s Tth.

BLACK.
8. K. to Q.’s 8q.
9. K. to Q. B.’s sq.
10. K. to Q.’s sq.

(Hcre again Black plays in the best
way to prolong the game.)

11. Kt. to Q. Kt.’s 7th. Ch. 11. K. to Q. B.’s sq.
12. K. to Q. B.’s 6th. 12. K. to Q. Kt.’s sq.
13. K. to Q. Kt.’s 6th. 13. K. to Q. B.’s &q.
14, B. to K's. 6th. Ch. 14. K. to Q. Kt.’s sq.
15. Kt. to Q. B.’s 5th. 15. K. to Q. R.’s sq.
16. B. to Q.'s Tth. 16. K. to Q. Kt.’s sq.
17. Kt. to Q. R.’s 6th. Ch. 17. K. to Q. R.’s sq.
18. B. to Q. B.’s 6th. Check-mate.

VARIATION A.

Place the men again as in the Diagram, and play the
first four moves over as before; but at Black’s fourth
move, instead of K. to his B. sq., move K. to Q.’s sq., and
go on thus:

‘WHITE. BLACK.
4. K. to Qs sq.
5. K. to Q. B.s 2nd.

6. K. to Q. B.’s 3rd.

(His best move to escape the fatal
White corner square. If he play
instead K. to Q. Kt.'s 2nd, your
proper move is the B. to Q.’s 8rd ;
and 1f after this he play K. to
Q. B.’s 8rd, you can move your B.
to Q. B.’s 4th, and after his next
move play B. to Q. Kt.’s 5th,
compelling him immediately to
go into the angle.)

7. K. to Q. B.’s 2nd.

(His best move, as a very little con-
sideration will show you.)

5. K. to his 6th.
6. Kt. to Q.’s Tth.

7. B. to Q.'s 8rd.

8. B. to Q. Kt.’s 5th.
9. Kt. to K.'s 5th.
10. Kt. to Q. B.’s 4th,

8. K. to Q.’s sq.
9. K. to Q. B.’s 2nd.
10. K. to Q.’s sq.
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WBITE. BLACK.

11. K. to Qs 6th. 11. K. to Q. B.’s sq.
12. Kt. to Q. R.’s 5th. 12. K. to Q.’s sq.
13. Kt.to Q. Kt.’s 7th. Ch.  18. K. to Q. B.’s sq.
14. K. to Q. B.’s 6th. 14. K. to Kt.’s sq.
15. Kt. to Q.’s 6th. 15. K. to R.’s 2nd.
16. K. to Q. B.’s Tth. 16. K. to R.’s sq.
17. B. to Q. B.'s 4th. 17. K. to R.’s 2nd.

(Great care is always demanded
when your adversary rcmains
with his King alone, lest you suffer
him to escape by a Stale-mate ; for
instance, if now, instead of moving
tho B., you were to play Kt. to Q.
B.’s 8th, you leave his King no
move, and not being wn check, he
is consequently Stalc-mated.)

18. Kt. to Q. B.’s 8th. Ch. 18. K. to R.’s sq.
19. B. to Q’s 5th. Check-mate.

HOW TO WIN WITH A KING AND A PAWN,

In learning the moves, as previously directed, of some
player, you will have been apprised of that peculiar
privilege (explained on page 18) which the Pawn has
of obtaining promotion the moment he has contrived to
reach the 8th square of the file on which he marches—a
privilege that sometimes enables one party, by skilful
manceuvring, to have two, and even three, Queens on the
board at once.*

With such an advantage in prospect, it, of course,
becones a point of the highest possible importance
throughout the game to know how and when a Pawn can
be best advanced “to Queen.” We must confine our
attention now, however, merely to those cases where one
side at the end of a game is left with his King and one or
more Pawns against a King alone. 'When one Pawn only

* Tn ** Queening” a Pawn, such Pawn need not be exchanged for a Queen.
You may claim for it a Rook, or a Bishop, or a Knight, if either of those
pieces will better suit the circumstances of your game
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remains, the greatest nicety of caleulation is often required
to know whether it can or cannot be queened, and in nine
cases out of ten this depends upon which King can retain
what among players is known as the Opposition; that is,
in ite simplest sense, the power of keeping back his rival
King, by so playing that at the last, when they face each
other with one square only intervening, the defending
King shall be obliged to yield the opposite square, and
suffer his adversary to get command of that to which the
Pawn is marching for promotion.

The following situations will serve to illustrate, in some
degree, the nature and importance of the ** Opposition,”
but nothing short of practical experience can make you
master of the subjegt in all its bearings. In the first
place, suppose your own and the adversary's King to be on
their respective squares, thus:

DIAGRAM No. 10. BLACK.

/ 5////% /////@////”////l
5 /// //
/%//////////

Wmn

V
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Observe, there are six squares—an even number—
between your King and the opponent’s. Now, either
party having to play can gain the opposition by moving
80 as to have an odd number of squares between the
Kings. If you are to play, you take the opposition im-
mediately by moving the K. to his 2nd, and by this step
you are enabled to cross over to the other side of the
board in any part ; while your adversary is compelled, if
you choose, to remain a comparative prisoner in his own
territory. Two or three moves on either side will make
this plain. Suppose, then, we begin :

WHITE, BLACK.

1. K. to his 2nd. 1. K. to his 2nd.

(If Black play K. to his B.’s 2nd, or
to Q.’s 2nd, you confront his King
with yours by playing on the
next move K. to his B.'s 8rd, or
K.to Q.'s 8rd.)

2. K. to his 3rd. 2. K. to his 8rd.

8. K. to his 4th.

The two Kings are as near to each other as the laws of
the game permit, and Black, it is obvious, must recede,
or, by moving on one side, leave a passage for your King.
The same thing occurs if the Kings are opposed diagon-
ally, as you will find on placing your King at his Rook’s sq.
and the adversary’s at his Q. R.’s sq., and then begin by
moving your King to K. Kt.’s 2nd, his to Q. Kt.’s 2nd,
ete., on the same diagonal until they face each other with
one square betwixt them. No advantage, of course, could
accrue to you by gaining the opposition when the Kings
only are left, as in these cases, because a King cannot
Check-mate a King. But when it is a contest between
King and Pawns, the fate of the game oftentimes depends
upon the relative position of the two Kings.

For example, take the following end-game (Diagram
No. 11);
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DIAGRAM No. 11, BraAck.

B el &=
/ / // //%///
B e
5 // ////////
/ ///////// ///
'
. & T

In this game, if White have to play, he can win ; but if
Black play, he can reduce the game to a drawn battle.
Firstly, suppose ‘White to begin:

.........
1. K. to Q.’s 2nd. 1. K. to his 2nd.
2. K. to his 8rd. 2. K. to his 8rd.

(In similar positions you will find
as a general rule, that yom l\mg
must (ead, not follow, your Piwn )

8. K. toh1s4th 8. K. to his B.’s 8rd.

4. K. to Q.’s 5th. 4. K. to K.’s 2nd.

5. K. to his 5th. 5. K. to B.’s 2nd.

6. K. to Q.’s 6th. 6KtohlssqotoB 3 8q.

(1f Bla kphy s K. to his B’s 3rd,
you advance the Pawn to K.'s 4th,
then MK 5th, and on his after-
wards moving the K. to his sq.
you regain the opposition by
playing your King to his 6th.)
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7 K. to his 6th, and then play forward the Pawn,

winning easily.

Now return the men to their position on the Diagram,

and suppose Black has the move.

WHI1E

2 K. to Q.’s 2nd.

3. K. to his 3rd.

4. K to Q’s 8rd

5. P. to K.’s 8rd, o1 to
K'’s 4th. Ch.

1 K
2. K.
3. K
4. K.
5 K.

BLACK
to his 2nd.
to his 3rd.
to his 4th
to Q.’s 4th
to K.’s 4th.

And, play as you may, you can only draw the game, since
Black will always retain the opposition.
Here 18 another position of the same kind :

DIAGRAM No 12 Brack.

\\

v
7

v ja’ i Y
o & ////%w /%///

vy i W 4
%//j%//////?/////é% 4@7’%/ %////AV/V/
é/zﬁ/ ///?////Z// ////%///// /é// 7 Z%//@/////

\

‘WHITE.
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In this, having the move, you win readily by playing
your King to his 6th, as in the previous example; but, if
Black have the move, he can draw the game; ex. gr.:—

WHITE. BLACK.
1. K. to his 2nd.
2. K. to K. B.’s 5th. 2. K. to B.’s 2nd.
8. P. to K.’s 5th. 3. K. to K.’s 2nd.
4. P. to K.’s 6th. 4. K. to K.’s sq.
(1f instead of moving the King thus
he play to Q.’s 8q., or to K. B.'s
8q., you win. See variation B.)
5. K. to B.’s 6th. 5. K. to B.’s sq.
6. P. to K.’s 7Tth. Ch. 6. K. to his sq.

And you must either abandon the Pawn, or, by playing
your King to his 6th, give Black Stale-mate.

VARIATION B.

Place the men again as in the diagram, and make
the same moves until Black's 4th move, when proceed
thus :

WHITE. BLACK.
4. K. to Q.’s sq.

(If to K. B.’s 8q. White equally wins
by first moving K. to B.'s 6th,
then P. to K.'s 7th, and finally K.
to B.'s Tth, Queening the Pawn
next move.)

5. K. to his B.’s 6th. 5. K. to his sq.
6. P. to K.’s Tth. 6. K. to Q.’s 2nd.
7. K. to K. B.’s Tth. 7. Anywhere.

8. P.to K.s 8th becomes a Queen, and, of course, wins.

In the next situation (Diagram No. 18), although you
have the opposition, you will find it cannot be retained,
owing to the position your Pawn occupies.
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DIAGRAM No. 18, BLACK.

o ,/// ////

////y/
//////@é%
%%/?////

‘WHITE.
Here Black may draw, whether he may have the move
or not.

WWWWWWWWWW

1. K. to his 4th. 1. K. to B.’s 2nd.

(In like manner, if he moves first,
lic would play K. to B.'s 2nd, and
then, on whichever side you
played your King, whether to
Kt.’s 5th or K.’s 5ith, he would face
him in the way before shown.)

2. K. to K.’s 5th. 2. K. to K.’s 2nd.
(Gaining the opposition.)

8. P.to K. B.s 6th. Ch. 8. K. to B.’s 2nd.

4. K. to his B.’s 5th. 4. K. to his B.s sq.

(If he play to K.'s 8q., or K. Kt.'ssq.,
he loses the game, as a very little
consideration will show you.)

§. K. to his 6th. 5. K. to K.’s sq.

(Always retaining the opposition.)
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‘WHITE. BLACK.
6. K. to his B.’s 5th. 6. K. to his B.’s 2nd.

(If you advance the Pawn, check-
g, you must abandon 1ts noxt
move, or give Stale-mato.)

7. K. to Kt.’s 5th. 7. K. to his B.’s sq.
8. K. to Kt.’s 6th. 8. K. ¢ thtssq
9. P. to K. B.’s 7th. Ch. 9. K. to B.’s sq.
e Bamn, or play vour Kng. 1o
hisB'’s oth, and g1ve Stale-mate )

Study the foregoing positions attentively, and remember
that the observations are equally applicable to a King and
Pawn a%a.\nst a King alone on every other file except the
K. Rook’s file and Q. Rook’s file, on either of which the
King can always draw the game, provided he gets before
the Pawn on the same file, no matter how distant he may
be from it.

The reason of these exceptions will soon be apparent if
you examine Diagram No. 14.

/?7///////;/
/%//7/ &
////////%/
By e
B Rl B
//////// =
EEE

‘WHITE.

\
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Here the Black King is already in possession of the
square towards which the adverse Pawn is marching, and,
as he will persist in playing only to the Kt.’s sq., and then
back again to the R.’s sq., you will find it impossible to
dislodge him. Nay, it often happens that when the player
with the Pawn has even got possession of the Rook’s sg.
with his own King, he must rest content with the drawn
battle. For example, look at Diagram No. 15.

In this situation the game must be drawn, whichever
moves first, because if White attempts to make room for
his Pawn to pass to the Q. R.'s 8th, the Black King will
gain possession of the square himself; and if the White
persevere in retaining the corner he must be Stale-mated.
For instance :

WHITL BLACK

1. P. to Q. R.’s 4th. 1. K. to Q. B.’s 2nd
2. P. to Q R.'s 5th. 2. K. to Q. B.’s sq
DIAGRAM No 15 BLACK.

N

\

- / - ) 1
/A//”///// /%%/// e
/W ///// Q//é /////
%/ /// % - /%/
%é // /// ///V//////
N

‘WHITE.

V//// //// 7y 7
//////




50 THE CHESS-PLAYER'S

‘WHITE. BLACK,

8. K. to Q. R.’s Tth. 8. K. to Q. B.’s 2nd.
4, P. to Q. R.’s 6th. 4. K. to Q. B.’s 8q.
5. K. to Q. R.s 8th. 5. K. to Q. B.’s 2nd.
(If the White Kmng now gocs to

Kt.’s 6th, in the hope of advancing

his Pawn, Black will gain com-

mand of the corner 8q. by moving

first to Kt."s 8q and then toR s

%q)
6. K. to Q. R.’s Tth. 6. K. to Q. B.’s sq.
7. K. to Q. R.'s 8th. 7. K. to Q. B.s 2nd.
8. P. to Q. R.’s Tth. 8. K. to Q. B.’s sq., and

‘White is Stale-inated.

As this is an instructive peculiarity in the play of a

King and Pawn against a King, you should examine the

moves again and again, varying the position of the men

occasionally, until you thoroughly comprehend the
_gj_;_\_enm No 18 BLACR.

?/ /// %/

\‘

% 0 /// /
’////,/// /// //

4] 47
e ¢
Vo / Yy /

‘N
é//”/////

Wnrm
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principle, both in theory and practice. In a short time

you will discover that the result is the same whether the

Kings are near, or distant from, the Pawn, and that Black

can equally draw the game in this position (see Diagram

No. 16) as in that previously given.

HOW TO WIN WITH THE KING AND TWO PAWNS AGAINST
THE KING.

Two Pawns united can always win against the King
alone, and in most cases two isolated Pawns win also.
It frequently happens, however, that an inexperienced
player, when remaining at last with two united Pawns, is
unable to Queen either, or suffers his adversary to get into
Stale-mate. Take the following position :

DIAGRAM No 17 BLACEK.

\\\

7 % 7 4 Y 4 2.7
7 77 "y 2 7
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M ;/////% %/////% %//./é
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Z 2 24 7.4

o 4,

7 Y 7.7 1.7
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%

NN
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&\ N\
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4 " 2 7
L i s

WHITE.
Here the Pawns protect each other, for if Black were to
capture the hind one, the other goes to Queen, and the
4—2
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same thing holds good in whatever part of the board they
may be. On this account you have ample leisure to bring
up your King to their support; but although the game is
then won to a certainty by correct play, great care you
will find is required to prevent its slipping through your
fingers. Suppose you begin :
‘WHITE. BLACK.
1, K. to his R.’s 2nd. 1. K. to his R.’s sq.

(If he move elsewhere, you may
obviously Queen the Rook’s Pawn

at once.)
2. K. to his R.’s 8rd. 2. K. to his Kt.’s 2nd.
8. K. to his R.’s 4th. 8. K. to his R.’s sq.
4. K. to Kt.’s 5th. 4. K. to his Kt.’s 2nd.

5. P. to K. R.’s 8th, be-
coming a Queen. Ch. 5. K. takes Q.

(This is the only way to win; by

any other play you will be liable

to give Black Stale-mate.)
6. K. to R.’s 6th. 6. K. to his Kt.’s sq.
7. P. to K. Kt ’s Tth, 7. K. to his B.’s 2nd.

8. K. to his R.’s Tth.
¢ Quecning " the Pawn next move,
and then winning with case.)

‘When the two Pawns are widely apart, the instances
are very rare in which the single King can prevent one or
other going to Queen; and even when the two appear
within his reach, as in the following situation (see Diagram
No. 18), by good play the Pawn can be made to win.

At first view you would think it impossible, with the
White King so distant, to save the Pawns ; but a little
examination will show you that in reality these two
Pawns, though separated, as effectually protect each
other as the united ones in the preceding Diagram. A
few moves will place this beyond doubt :

WHITE. BLACK.
1. K. to Q. Kt.’s 8rd. 1. K. to his B.’s 4th.
(It is quite indifferont which party (If he move to attack either of the
moves first.) Pawns, the other can march on

safely ; the move given is, there-
fore, as good as any other.)
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‘WHITE,
P. to K. R.’s 4th. 2. K. to hls Kt.'s 8rd.
8. P. to K. B.’s 4th. 8. K. to his R.’s 8rd.

(As before remm'ked, attacking
either of the Pawns would bLe
useless.)

4. P. to K. B.’s 5th. 4. K. to his Kt.’s 2nd.*
5. P. to K. R.’s 5th. 5. K. to his B.’s 2nd

(If to R.'s 2nd, White, course,

advances the other Pa.wn)
6. P. to K. R.’s 6th. 6. K. to his Kt.’s &q.
7. P. to K. B.’s 6th. 7. K. to R.’s 2nd.

8. P. to K. B.’s Tth.
(““Queening' a Pawn next move.)

/ % ///% Z//
EEE
B AN
?/////////%/// L
///// /////%//
= & //////3///4/ .
B BB

WHITE.

From these examples of Pawn play, which you ought
to go over repeatedly before proceeding further, you will
have learnt that a King and one Pawn will generally win
against the solitary King, and that a King and two Pawns

* If K. went to R.’s 4th, the White K. would have to come up.
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will almost always do so. You will take it for granted,
therefore, that a Pawn supported by a minor Piece, as well
as the King, must win with ease. In ninety-nine cases
out of a hundred, it is true, he must ; but there are two or
three important exceptions to the rule, and with these we
shall conclude the chapter.

The first has reference to a Pawn on a Rook’s file : we
have just before seen the difficulty of winning with a
Rook's Pawn at the end; but you will hardly be prepared,
from the examples given, to believe that, if you were left
at the end of a game with a Rook’s Pawn, and a Bishop
to support it, you would be unable to win the game. Yet
such will be occasionally the case when your Bishop does
not command the corner square towhich the Pawnismarch-
ing, and the adverse King can get before your Pawn upon
the Rook’s file. Take, for instance, the subjoined position:

DIAGRAM No 19 BLACK.
%/97 %

- » %////47/ Z
// /// // _

4

DN

//7;;;////%//%//
///// /
f//%/////

‘WHITE.

\\\\\\\
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In this example, if Black has to move, you will find it
impossible to do more than draw the game, since he is
sufficiently near to get possession of his R.’s sq., from
whence your Bishop, being on a different coloured diagonal,
can never dislodge him.

A very few moves on each side will render this
apparent.

WHITE. BLACK.

1. K. to his 2nd.

(As a proof of tho extreme nicety
of calculation demanded in such
cases, it may be mentioned that if
ho play the King to his 8q, instead
of to his 2nd, you can win the
game.*)

2. K. to B.’s 8rd.

(And you can neither prevent his
reaching tho R.s sq., nor dis-
possess him of it, without sacri-
ficing your Pawn, after which, of
course, as A Bishop and King
alone can never give Check-mate,
the game must be drawn.)

2. B. to Q. B.’s 4th, or
Variation A.

VARIATION A.
BLACK.

1. K. to his 2nd.

WHITE.

2. P. to K. R.’s 6th.
8. K. to his Kt.’s 5th.
4. K. to his Kt.’s 6th.

2. K. to his B.’s 2nd.
3. K. to his Kt.’s sq.
4, K. to R.’s sq.

And again, play as you will, the game must be drawn,
either by your giving Stale-mate, or sacrificing the Pawn,
or by permitting Black to move interminably from the
R.’s sq. to an adjoining 8q., and back again.

Diagram No. 20 is another proof that a single King
may sometimes draw the game against the rival monarch
with a Piece and Pawn.

*1....K toK'ssq.; 2. B. to B.'s 4th, K. to B's, 8q.; 8. P. toR.'s
6éthl(r2. .. K. to K.’s 2nd ; 8. K. to Kt.'s 5th),
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In this situation White wins if Black has to move,
but, having himself to play, can only draw the game;
ex. gr. :

WHITE. BLAChK
1. Kt. to K.’s 8rd. 1. K. t0 Q. B 2nd.
2. Kt. to Q.’s 5th. Ch. 2. K. to Q. B.’s sq.
8. Kt. to K.’s Tth. Ch. 8. K. to Q. B.’s 2nd.

And the Black King can always retain command of the
same two squares, on whichever side he may be checked.
DIAGRAM No. 20 BLACK.

*HvE W W
CECE

“mmEm
‘BN
N
B 4 W
nEE B
H B mon

HITE.
But, if Black has to mov e first, then:

WHMME. = BLACK.
1. K. to Q. B.s 2nd.
2. Kt. to X.’s 3rd. 2. K. to Q. B.s sq.
8. Kt. to Qs 5th.
And Black King has to come on to Q.’s file, letting his
rival come out of the corner ; whereupon the Pawn Queens.
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CHAPTER VIIIL.

W £ have now to direct our attention to those termina-

tnmwhehbthpt a.rlftwthPleo
Pawns tward the end of a gme In uch cases the
variations are, of course, more numer dcmph ated
than in ﬁhe example hth rto examine d

HOW TO WIN WITH THE KING AND QUEEN AGAINST THE
A ROOK.

In this end-game the superior for: n all general

positions, the only exceptions being those cases in which

the other party escs,pes defeat by a Stale-mate, one of

/// // //z/////
////W///
//%/
///////
%%//

WHITE.

N

\\\
\\\\

&\\




58 THE CHESS-PLAYER'S

Here Black, having the move, can draw the game by the
following ingenious mode of play :

WHITK, BLACK.

. L R.toK.R’s2nd. Ch.
2. K. to his Kt.’s 2nd. 2. R.to K. Kt.’s2nd. Ch.
8. K. to his B.’s 8rd. 8. R.toK.B.s2nd. Ch.
4. K. to his Kt.’s 4th. 4. R.to K. Kt.’s 2nd. Ch.

(It is evident that if you play behind
your Q. he wins her by placing
the R. at K.’s 2nd.)

5. K. to his B.’s 5th. 5. R.toK.B.'s2nd. Ch.
6. K. to his Kt.’s 6th. 6. I. to K. Kt.’s2nd. Ch.
7. K. to R.s 6th. 7. R.to K. R.’¢2nd. Ch.

(And as you must Stale-mate his

King if you take the Rook, he

can persist in repeating the same

checks, and thus draw the game.

If, instead of playing your K. to

R.s 6th, you move to B.'s oth,

Black will play the R. to K, Kt.'s

3rd, Ch., et )

With a few exceptional instances of this nature you
can always win with the Queen against the Rook. Your
endeavour must be to separate the King and the Rook, by
Checking the former and driving him to one side of the
board, and then, by Checking both King and Rook, you
may often win the latter. Take the following instance
(see Diagram No. 22).

In this position, which is given by the celebrated Lolli,
were it your move you would win at once by taking the
Rook, Ch., ete. ; but Black bas to play, and of the great
variety of moves at his command the best has been
found to be R. to K. B.'s Tth, Ch., after which you can
win his Rook, or give him Check-mate in a few moves;

ex. gr. :
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DIAGRAM No. 22, BLACEK.

RN
// //// ;@////
///,/ ////

BE e

‘WHITE.

\\\\\\\\&
\

\\\

WHITE. BLACK.,
1. R. to K. B.s 7Tth. Ch.
2. K. to his 8rd. Dis. Ch. 2. K.tohisKt.’s 8th (best).
8. Q. to K.Kt.’s 8rd. Ch. JKtohlsRthh
(He retires his King, sceing that if
you tk the Rook he is Stale-
mated )

4. Q. to K. R.’s 4th. Ch. 4 R. to K. R.’s Tth.
5. Q. to K’ssq. Ch. . K. to his Kt.’s 7th.
6. Q. to K. B.’s 2nd. Ch. 6 K. to his R.s 6th.

(1f he play the King to hus R.'s 8th
you Check-mate him next move.)
7. Q. to K. B.’s 8rd. Ch. 7. K. to his R.’s 5th.
8. K. to his B.’s 4th. 8. R. to K. B.s Tth.
(I best way to delay the Check-
mate.)
9. Q. takes R. Ch. 9. K. to his R.’s 4th.
10. Q. to her Kt.s 6th. 10. K. to his R.’s 5th.
11. Q. to K. R.’s 6th. Check-maite.
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HOW TO WIN WITH THE KING AND QUEEN AGAINST THR
KING, ROOK, AND PAWN.

With some few exceptions the Queen wins also, though
not so easily, against a Rook and Pawn. The two following
diagrams exhibit both a won and a drawn game:

DIAGRAM No. 28, Brack.

Vi W
////y//t
“mmn
%///@////@
o
Eom
BEE R

‘WHITE.

With the move, White in this position wins:
‘WHITE. BLACK.
1. Q. to K 5th. Ch. 1. K. to his Kt.’s sq.
2. Q. to K.’s Tth. Ch 2. K. to his R.s sq.*
3. Q. to K. B.’s 8th. Ch. 8. R. to K. Kt.’s sq.
4. Q. to K. B'’s 6th. Ch. 4. R. to K. Kt.’s 2nd.
5. K. to his R.’s 6th. 5. K. to his K. Kt.s sq.
6. Q. takes R. Check-mate.

* If R. moved, it would soon be lost by the Q. attacking both K. and
R—eg.,2 ... R. to Kt's 8th; 8. Q. to Q's 8th Ch., K. to B.’s 2nd
4, Q.toB.'s'nhCh K. to K.'s 8q. ; 5, Q. to Kt.'s 8th Ch., K. moves
6. Q. to R.’s 7th Ch., wins R.
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In the next situation, Black, playing first, can draw the
game :

m:am }/u //}wx //@//
///////%// } i »
/ .
////// f’/é‘%
“BEE “
-k
7// / // .

1. R. to K. B.’s 8rd.
2. Q. to K.'s 8th. Ch. 2. K. to his R.’s 2nd.
8. Q. to K. R.’s 5th. Ch. 8. K. to his Kt.’s sq.
4. Q.to K.’s 8th, Ch. 4. K. to his R.’s 2nd.
5. Q. to K.'s Tth. 5. R. to Kt.’s 3rd Ch.
6. K. to his B.’s 5th. 6. R. to B.s 8rd. Ch.
(And will always draw the gamc,
cither by perpetual Check, or by

keeping the adverse King at a
distance, so that he cannot co-
operate with his Queen.)

THE KING AND QUEEN AGAINST THE KING AND TWO
MINOR PIECES.

The Queen usually proves the conqueror against two
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Bishops, or two Knights, or a Knight and Bishop; but
there are many instances in which the weaker force may
draw the game. For these we must be content to refer
the student to the  Chess-Player’s Handbook,” pages
420-428, where he will find these end-games copiously
examined.

HOW TO WIN WITH THE KING AND QUEEN AND A PAWN
AGAINST THE KING AND QUEEN.,

As a general rule, when one side is left with a Queen
and Pawn against a Queen, the game ends in a drawn
battle by means of perpetual Check ; but when the Pawn
has reached the Tth sq., and is, besides, supported by his
King, situations of great interest occur, where the Pawn
can be Queened and the game won.

The following is one of this description :

gAanAM No 25 Br ACK.

/%ﬁ@é%,,
B " B
2
m nnn
@ T
B E LB
B

WHITE.
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WHITE BLACK,
1. Q. to K. Kt.s 4th. 1. K. moves.

(If the Q stirs, 1t 18 evident the
Pawn could go to Queen )

2. K. to K.’s 8th. 2. Q. to K. R’s 8q. Ch.
8. P. Queens, and wins.

HOW TO WIN WITH THE KING AND QUEEN AGAINST THE
KING AND ONL OR MORE PAWNS.

Knowing the amazing power of a Queen, you will readily
surmise that 1n most cases she can stop and win the
adverse Pawns in detail; but there are instances where even
a single Pawn, well advanced and sustained by its King,
will draw the game. The first examples show the method
of winning against & single Pawn, and also against two
united Pawns,

DIAGRAM No 28 BrLACK.

% //"/// //// / '/////%V//
» %//////// 7// ///// //
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/ / //a/i////// //////
e
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WHITE

1. Q. to K. BJs 2nd.
(Preventing his moving the Pawn )

2. Q. to her 4th. Ch.

3. Q. to K.s 8rd.

4. Q. to her 8rd. Ch.

(This, you will observe, compels
Black ether to abandonhis Pawn,
or, by playwng the King wn fiont of
¢, gLocs you tume to brimg up yow)
Kaing onc step )

5. K. to B.s 6th.

THE CHESS-PLAYER'S

BLACK.

1. K. to Q’s Sth.
2. K. to Q. BJs Tth.

3. K. to Q.’s 8th.
4, K, to his 8th.

5. K. to his B.’s Tth.

(1f he went to B.’s 8th, he would
g1ve you time to play your King
again, since he could not advance
his Pawn next move )

6. Q. to her 2nd.
7. Q. to K. B/'s 4th. Ch.
8. Q. to K’s 8rd. Ch.

9. Q.to K. B’s 8rd. Ch.

(Again compelling Black to obstruct
hisown Pawn, and thusgive your
King another move )

10. K. to his 5th.

11. Q. to K. B.’s 2nd
12. Q. to her 4th. Ch.
13. Q. to K.’s 3rd.

14, Q. to her 3rd. Ch.
(Winmng another step for the King )

15. K. to his 4th.
16. Q. to K. B.’s 8rd. Ch.
17. K. to Q.’s 8rd.

18. Q. takes P. Check, and

mates next move.

6. K. to his B.’s 8th.
7. K. to his Kt.’s 8th.
8. K. to his B.’s 8th.
9. K. to his 8th.,

10.
11.
12.
18.
14,

K. to Q.’s Tth.
K. to Q.’s 8th.
K. to Q. BJs Tth,
K. to Qs 8th.
K. to his 8th,

15. K. to his B.’s Tth.
16. K. to his 8th.
17. K. to Q.’s 8th.

This analysis runs to some length, but you must not be
deterred on that account from going through it until you

understand the principle.

In this situation, which is taken from Cozio, the Queen
wins against two advanced Pawns, as follows :
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DIAGRAM No. 27. BLACK.
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WHITF. BLACK.
1. Q. to K. Kt’s 2nd. Ch. 1. K. to Q. B.’s 8th.¥
2. Q.to K. B’ssq. Ch. 2. K. to Q. Kts Tth.

3. Q. to K’s 2nd. Ch. 3. K. to Q. B.s 8tl.
(s best move )
4. K. to Q. Kt.’s 4th. 4. . to Q. Kt.’s 7th, or
Variation A.
5. K. to Q. B.’s 8rd. 5. P. to Q. Kt.’s 8th, be-

coming a Kt. Ch.
(This is the only way to provent
Check-mate next move.)

6. K. to Q’s 8rd. 6. P. to Q. R.s 8th, be-

coming another ICt.
(This also was indispcnsable.)
7. Q. to her R.’s 2nd.
(Winning one of the Kts. next move,
and then, of course, the game.)
*Orl ... K.toB.'s 6th; 2. Q. to K. Kt.’s 7th Ch., K. moves; 8. Q.

to Q. R.’8 8q., and 1he K. comes up to help.
5
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VARIATION A.

WHITF, BLACK.
4. P.to Q. R.s 8th, be-
coming a Q.
5. Q. to her K.’s sq. Ch. 5. K. to Q. Kt.’s Tth,
6. Q. to her 2nd. Ch. 6. K. to Q. Kt.’s 8th.

7. K. takes P.

And the Black Queen can only stave off Check-mate (by
White Qucen to her 2nd) for one move by the sacrifice of

herself.
The exceptions to the general rule of th

18 on a Bushop’s or a Rook’s file, whe

the game.
The following Diagiam is an example:

e Queen winning
against an advanced Pawn are thosc cases where the Pawn
n, owing to the
chance he has of getting Stale mate, Black often draws

DIAGRAM No 28 _ Brack.
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WHITF
. Q. to K. Kt.'s 4th. Ch
. Q. to K B.s 8rd. Ch. 2. K. to his Kt.’s 8th.
. Q. to k. Kt.’s rd. Ch. 3. K. to lus R.’s 8th.

(And you percerve that if the Pawn
19 tiken the Black K 19 btale
mated )

The result 1s tho same frequently when the Pawn 1s on
a Rook’s file, ex gr

BLACK

; 1. K. to his R.'s 8th.
8

DIAGRAM No 29 Br ack.
Ty 4 w Y ava

7 v % 2 ;s -
. % Yodds, W wld, b
7 g 3 7
%/////2 Y 4 v i % ///2

4 7 y 4 P i

7 7 4 | S
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7 ’ﬁ 4 v % Vi /é

Z ? 4 / A /
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i > W Aah, Wh, - %
N e
Vi, #, B, v B

ws Vi 4 v’ /// M ///
W Z // /’/////4// /// %/ //////
, , w |
2" Y e )
V70 7 R I .l

WHI11E

WHITE

1 QtoK ht s8rd. Ch

BIAGK

1 X to K R's 8th.

The game 18 obviously drawn, for if you keep the Queen
on the K. Kt.'s file, Black 1s Stale-mated, and if you move
her away, he can always bring out his King, and threaten

next move to make a Queen.

F.ven, however, when the Pawn is on a Bishop's or a

Rook’s file, you may mostly win with th
your King 18 near the Pawn, ex. gr

e Queen, provided

5—2
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DIAGRAM No 80 Brack
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WHITK BLACK
1 K to hus Kt ’s 4th. 1. K to his R ’s 8th.

(If he ply to the B s §th ycu
cvidently win Ly k to B s 3rd,
and if he move to ht s sth, you
play as 11 Variation A)

2 Q toK R’s6th Ch 2 h to Kt s Tth (best).
3 QtoX R sdrd Ch 8 K to Kt’s 8th.
4 K. to Kt's 3rd

(And if he make a Queen you Chuck

matcat k R 82nd andif a Kt
you win casily i two or thiee

movos )
VARIATION A
WHITE BLACK
1. K to lus Kt 's 4th 1 K to Kt’s8th
2 K to B’s 3rd. 2 P becomes & Q. CTh.

(This1s the right move 1if you play
the K to Kt 89rd heclaimsa ht
and checks both K and Q)
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WHITE

3. K to It s 3rd.
(And let Bli k plyy as he may he
m 1st bo Check mated dircetly )

BIACK

THE KING AND A ROOK AGAINST 1HL KING AND A BISHOP

In this case the game usually ends as a remasc  The
most secure position for the weaker force 18 to get lus
hing to a corner square of a different colour to the
diaonal on which his Bishop plays, and then he cannot
be driven fiom the angle He should also endeasour so
to play his Bishop that your hing cannot face his, with
one square between, and should hikewise keep his Bishop
Jenerally at a distance from your hang If he neglects
these precautions the Rook will often win  The follow
g shows the proper method to move the Bishop in
ordmary cases

Do o o Br ack
, 5/{/7 ///Z//// % /{%j
////y//// 2. A »

//%-%4/// v Z /////%

& /

/// y /Z?//%////é é// / .
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o %///// ///, "
2 [ Del

WHITE



70

[V )

[ B Nain W

©

. R. to Q. Kt 's 6th

. R to K. B.'s 2nd. Ch.
. K to his 2nd.

. K to his sq.

. R. to K. B.'s 6th.

. K. to B.’s 2nd.

THL CHESS PLAYER'S

WHITF BIACK.

1. B. to Q. Kt.’s 2nd.
2. B to Q.’s 4th.
3. B, to Q. B.’s 3rd.

(\s long as he cin prevent jour
hmg confionting his you can
never win )

4. K. to Kt.'s 8th.

5. B. to Qs 4th.

6 1. to Q. B.’s 3rd.

7. B. to Q. Kt.’s 2nd.
8. K. to his R.’s 7th.

(If to R »%thsq , you would win by
moving, your hing to B s 2nd )

9. K. to R.’s 6th.

(lhe mtuation of his Bishop pre

cludes you from facing him, by

King to B s 31d, so the game 18
dwn)

R. to Q Kt.’s 2nd.

R. to K. Kt.’s 6th. Ch.

DIAGRAM No 32 Brack o
W7 4 7 4 Y ///7// /// 7
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THE KING AND A ROOK AGAINST A KING AND A KNIGHT.

The Rook wins in more positions against a Kt. than
against a Bishop; yet here, too, in ordinary instances, the
game is mostly drawn. The player with the Kt. should
try to keep us Kt. as close as possible to his King, and
avoud playwng cither to the corner squares of the board.
The following positions will assist jou greatly in under-
standing the best mode of play for both parties (see
Diagram No. 32).

In this case, owing to lus King being posted in the
corner, you can win without much trouble, whether you
play first or not; ex. gr.:

WHITE, BLACK,
1. Kt.to K. R.’s 2nd. Ch.
2. K. to B.’s Tth. 2. Kt. to Kt.’s 4th. Ch.
8. K. to Kt.’s 6th, and wins.
DIAGRAM No 83 BLACK.
’ -
% 7/
Z 7 z
¥ 5 4
7
4B
é////?//é
7 %
y / '/ , é’ //%/ /;
7 44 7 4 Yy 7, /é
% % Yy 2 7
/////@ ///5 o, //////}/4// /é/ y
v 2 "y 2y ) e 1y
s f/ Z 7 7 //
, i, G, G
V.
s/ R A 7/ 4
Wk Dort Yoir o %A////é

N

‘WHITE.
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In the next situation (Diagram No. 88) you win also in
consequence of the K. and Kt. being too far apart:

WHUITE. BLACK.

1. K. to his sq.

(If he play the Kt. to K. B.’s 8rd,
you move R. to R.’s 8th, Ch ,and
then play K. to his 6th. In lke
manner, if he move his K. to Q.
B.'s 8q , trying to cscape on the
Q.’s side, you play R. to K. R.’s
4th, and in a few moves win the
Kt. by force.)

2. K. to his 6th. 2. K. to B.’s sq.

3. R. to K. R.’s 4th. 8. Kt. to K.’s 6th.
(The only move to save the Kt.)
4. R. to K.’s 4th. 4. Kt. to Q. B.’s Tth.
(If to K. Kt.’s 7th, you play K. tc
B.'s 6ith otc.)
BIAGRAM No. 34 BrAck.

vy ) hE

7

vy Wy w
e d B =
7

2%

%%//’// :///%%% ; /;%V/// %7 Y
_ /’/ % % %/////‘% //,%///A

WHITE.

N
N\
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‘WHITE. BLACK,
5. K. to Q.'s 5th. 5. K. moves.
6. K. to Q. B.’s 4th. 6. K. moves.
7. R. to K.'s 2nd. 7. Kt. to Q. R.’s 6th. Ch.
8. K. to Q. Kt.'s 4th. 8. Kt. to Q. Kt.’s 8th.

9. R. to Q. Kt.’s 2nd, and wins the Knight.*
The following (see Diagram 84) is an example of a
drawn game with these forces:

WHITE. BLACK.
1. Kt.to K. B.’s2nd. Ch.
2. K. to his Kt.’s 6th. 2. Kt. to Q.’s 8q.

(And the game must be drawn.)
He may also, as Lolli remarks, play the Kt. to Q.’s 8rd,
and prevent your Check-mating him or gaining the Kt.;
but if he venture in this situation, to move him to the
corner sq., giving Ch., you inevitably win the game.
For suppose :

‘WHITE. BLACK.
2. Kt.to K. R.’s sq. Ch.
3. K. to his B.’s 6th. 3. K. to his Kt.s sq.

(Observe now that the Kt. is com-
pletely 1imprisoncd. )t
4. R. to Q.'s Tth.
(Evidently either winning the Kt.,
or, if the King is moved, Check-
mating next move.)

THE KING WITH A ROOK AND PAWN AGAINST THE KING
AND A BISHOP.

Since the Rook, as you have seen, can occasionally win
against the Bishop, it is reasonable to suppose that, with

¥ The merit of showing thc way to win in this and soveral other
positions of the same description 1 due to the late Mr. C. Forth, of
Carlow,

t When harassed by the checks of an adverse Kt. towards the end of a
game, young players should r ber that, by placing their King as
above on the thurd diegonal square from where the Kt. 8'ands, it takes the
latter three moves to get into a position to check again,
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the aid of a Pawn, he can invariably do so. But such is
not the case, for there are many positions in which the
weaker force can draw the game. The following are two

of these, and they will repay your study :
DIAGRAM No. 88. BLack.
”//

o V. A 2 /_ 4
V44 77 ;
/Y 7 77 S

2 v A 277
7 // % y 72 y

o .
72 //f' . ///%/;%7/71/ %%W//%/Z//////ZV/////
. ,

w oy,

7 - % 0%
e 7 777 2

N
\\

N\

z
Z

\\\\\
N

N

WHITE.
Wmire, BLACK.
1. R. to K. Kt.'s 6th. 1. B. to K. B.’s Tth.
2. K. to Q.'s 3rd. 2. B. to K.’s 8th.

(M, instead of this move, you play P,
on to Q ‘s tith, Black will move his
K. toQ B. 83rd,and presently win
the Pawn, despite all you cando.)

, 8. K. to Q.'s 4th. 3. B. to Q.’s Tth.
4. K. to his 5th. 4. B. to Q. B.s 6th. Ch.
5. K. to his B.'s 5th. 5. B. to Q. Kt.’s 5th.
And the game must be drawn.
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DIAGRAM No 388 Brack.
7

é// . ,/ / ////
////// /////% N
7

N

. "4/’//? 77
A p /

7 e
vye 7

’ %
4 4 7, Y
P E

Wure

Here (Diagram No. 36) Black draws; he must so keep
his B. on the line K. Kt.’s sq. to Q. R.’s Tth (where it bars
‘White King from his K.’s 6th) as to be able, without the
R. capturing it, to check White’s King (if moved to K.
Kt.’s 6th.). If White plays, 1. P. to B.s 7th, Black must
beware of taking P. with B.; else, 2. K. to B.s 6th, B. to
R.s 4th; 3. R. to B.’s 8th Ch., B. to K/s sq.; 4. R. to
Kt’s 8th, K. to Kt.’s sq.; 5. R. takes B. Ch., wins. He
must play, 1. . . . K. to Kt’s 2nd; 2. P. Queens, Ch,, K.
takes Q. ; 3. K. to B.s 6th, K. to Q.’s sq.; drawn.

THE KING AND A ROOK AND PAWN AGAINST THE KING
AND A ROOK.

This is an end game of very frequent occurrence, and
generally results in a drawn battle ; but there are very
many instances in which, by placing the Rook in a position
to cut off the adverse King from the file on which the
Pawn marches, the latter may be got up to Queen.
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BrAck.

'/ %{/ ,,//;,/ ////// //ﬂ
/é% % //

DIAGRAM No 87

‘Q

/

\\\\

/

7, 7 %

% 77/// % ///
7

%///f//%//// ///// /4% %

me

For example, 1n the above situition (Diagram No. 87)
White, having the move, wins thus :

WHI1Ik

1. B to Q B.s 4th.

2. R to Q’s4th. Ch.

K. to Q. B.Js Tth.
K. to Q. Kt.’s 6th.
K. to Q. B.’s 6th.
K. to Q. Kt.’s 5th.

Rl

R. to Q. Kt.’s 4th, and the

Pawn will Queen.
Here also (Diagram No. 38), with the move, White can

win; ex. gr. *
*n1

BIACKh
1. R. to Q. R’s Tth.*
2. K to his 2nd.
3 R to Q. B.s Tth.
4. R.to Q. Kt’s Tth,
5. R. to Q. B)s Tth,
6. R.to Q. Kt.’s 7th.

KtoQs2nd 2 R toQ s 4th Ch, K to Bs 3rd,

8 K toB stth, RtoQ Kt'sdth,4 R toQ Bs4th Ch,and, 5. R to

Q B s 7th, wms,
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DIAGRAM No 38 Brack
% / 7 ' Y
/ ? é /////

é//

///// //

//////

®

% s /7/// ////
/// ///,,// ////// / // »
y i/ 74
//
// ////// ////// / //////7/ /////é
/ 7 //

il

/ /// /
// %x///

//

i

N

//f

\

//// 4 Y /%
//
1 /// /// 7.
WaITE
WHITF BIACK
1 R to Q’s 6th 1 R to Q B.s 8th,
(By wvanung the Pawn you would
ultimatcly lose 1t )
2 R toQ’s2nd 2 R to Q B’s6th.

Kt’s 2nd Ch
B’s 7th.

8. R toQ
4 PtoQ
5. K. to Q B’s 8th.

to Q. R’s 2nd. Ch

(If he takes the P you gam his R

Ly st grvng Ch at Q At s2nd,
and thenat Q B s 2nd ete )

3 K to R’ 2nd.
4 R toQ’s6th Ch.
5 R to Q’s 5th

(If he playthe R to Q R s 6th, you

reply with R to Q s 2nd, and are
thus enabled to move your King
to Q s 7th or 8th, and push on
the P 1mmediately )

6 K. to Q. Kt.’s 8rd.

K. to Q. Kt ’s 8th, and wins.
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Our next Diagram (No 39) represents an eminently
mstructive situation of this kind, which Cozio gives.

DIAGRAM No 39 Brack.

// 7 Y i
7 4 4 V&7
78 THF CHESS PLAYER'S

Our next Diagram (No 39) represents an eminently
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WHITE. BLACK.

3. R. to K. Kt.’s sq. 3. K. to Q.’s 6th.

4. K. to Q.’s 5th. 4. K. to his 6th.

5. K. to K.’s 5th, a. K. to his B.’s Tth,and
wins,

This is ingeniously played by Black, but you will find,
or we are nistaken, that Cozio has overlooked a move
at White’s command which turns the tables completely.
Set the position once more according to the Diagram,
and begin again with—

WIHITE. BLACK.
1. R. to K. Kt.’s sq.
2. R. takes R. 2. P. to K. Kt.’s Tth.
8. R. to Q. B.s 8th. 3. . to K. Kt.s 8th.

(Becomes a Q , and Checks.)
4. K. to Q.’s 6th.

(Dis Ch, and afterwards Quecning
your Pawn, you ought to win.)

On looking at the situation you will see that playing
your Rook to . B.’s 8th, instead of to K. R.s 8th, makes
a world of difference, since it enables you to discover
Check when you move your King out of Check, and thus
to gain the very time required to Queen your Pawn.

A similar and equally instructive position occurs in the
same author (see Diagram No. 40).

Here Black, without move, wins by the following

interesting play :
WHITE. BLACK.
1. P. to B.s 6th. 1. R. to K’s 6th. Ch.
2. K. to B.’s 2nd (or A). 2. R. to KJ’s 8rd.
8. R. takes P. Ch. 3. R. takes R. Ch.
4. K. to Kt.’s 8rd. 4. R. to K.’s 8rd, wins.
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DIAGRAM No. 40 BLACK.

wor v I
% N

7 //
7 4»4%/,
vl W 7% Y
i 2 i ///
e i D G it
Y WY U e U
%//,/'f/é %, % i '%/u'/l// 2

27 o

220

7 7 =

Wiuire.

VARIATION A.
WHITE. BLACK.
2. K. to B.’s 4th (or B). 2. K. takes R.
8. P. to Bs Tth. 8. K. to B.’s Tth.

(If K. takes R., then K. to Q.’s 8th
wins.)

And, whatever White plays, Black answers by R. to K.
B.’s 6th.

VARIATION B.
WHITE. BLACK.
2. K. to Kt.’s 4th. 2. K. takes R.
8. P. to B.s Tth. 8. K. to Q.’s 8th.
4. P, becomes Q. 4. P. becomes Q., and

Black is a Rook ahead.
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The following variation may also be tried :

‘WHITE. BLACK.
1. R. takes P. Ch. 1. R. takes R.
2. K. to Kt.s 4th. 2. K. 1o Q.’s 6th.
3. P. to B.s 6th. 3. R. to K. BJs Tth.
4. K. to Kt.’s 5th. 4. K. to K.s 5th, and the

P. will be caught in

good time.

An inexperienced player might, with the idea of support-
ing the Rook, move his King, at White's first move to K.
B.’s 2nd ; but,in this case, Black would win easily enough
by playing his R. to K.'s 4th, and then checking your King
from K.B.s 4th.

Black, after 1. P, to K. B.’s 6th, would only draw by
K. takes R.; 2. P. takes RR., Ix. to Q.’s Tth ; 3. P. Queens,

P. Queens,

THE KING WITH A ROOK AGAINST THE KING AND ONE OR
MORE PAWNS,

You have already seen some instances in which a single
Pawn can draw the game even against a Queen ; you
may readily suppose, then, that in similar situations it is
easier to do so against a Rook. And this you will find to
be the case, and that where there are two united Pawns

they often win in spite of him.
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The following are examples 1n point :

DIAGRAM No 41 BILACK.
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Here Wlit» must lose, (ven though he play first -

WHIIK
1 R to k’ssth
2 K to his drd

BIACK
1 K toQ’ 2nd
2 P Qucens, and wimns,

In the position as shown in Diagram 42, Black, having
the fust move, will win the game, v gr

Wit
2 R to Q Kt’s 6th

3 R. takes Kt.s P. Ch.

BIACK

1 P toQ R’sTth

2 P to Q R’s 8th, be
coming a Q.

8 K to Q R’s Tth,
Dis. Ch.
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WHITE BLA(K
4 K toQ B s2nd 1 Q to K’ 8th, and
wins ¥
DIAGRAM No 42 Brack
’/ S v _~——' — % !
i s/ 2 v s g’ #
Y SR N
7 - 7,
7 2
Z % 7 % ////
W 2, Vs v %
Ve = 57 [ s /
/o4 F{/ 4
v 4 -V w7 /
w 7 P , ///'/ // 7
v & / 4
s s ) 7y /%
4 ~ A
-
, 4 A4
Yy 4 ;
Y ¢
= ‘% 7
4
. Ut o ', w .
4 4 4
2 @
T

Wiy
When the Kings arc at a distance (see Diagram No 43)
two united Pawns at ther 6th squares almost invariably
win against a Rook
Suppose Wiate to play first
VWHITE BI ACK

1 Rtok Bs3rd 1 P wQ kt s 7th,
(If y uattack the I iwnstclind at
Q ht suth rQ B soth (ncof
them Queens ¢ jually )
2 Rtoh Bssq 2 P toQ B'sTth
3 Rtoh Rt ssq C(h 3 I toR’s6th
* C a2 m the sume situat: n makes the Ry)k win fiom overlooking
thcm vecf4 Q toh s8th which prevents tli threatoned Check mate
by the Ry k
6—2



BLACK
4. One of the Pawns be-
comes a Queen and

wins.

THE CHESS PLAYER'S
Brack

WHITE

4. K. to K. B.s 8rd.
For the result of a Rook opposed to three Pawns, you

may, when more advanced, consult the ¢ Handbook,

pages 445 456.
DIAGRAM No 48
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N

//N// a\ //% N /// NN\ V.//

KRING AND

AGAINST THI

WHIrL
ROOK.

AND TWO ROOkS
The larger force in this case usually wins with ease by

forong an exchange of the single Rook. Even here,
nowever, the rule is not without exception, as the follow-

ing situation proves (see Diagram No. 44) :

THE KING
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DIAGRAM No 44 Brack
70 0 VY k%
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V%) s .
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WHiIrr
Here from the eircumnstances of his hang bemng placed
m a position of Stalc mate, Black, by offuring to sacrifice
his Rook, can draw the gane
Suppose—

WHITF BIACK
1 RtoQ It s2nd Ch
2 k tolus8th 2 RtoQ Kt ssq (h

(If 3 utike the R Blwk v b
viously Stale mated )

3 K toQ s Tth
1 K toQ B’sTth

(And y u must either give Stilc
mate or suffer porpetual Check )

The next position, from Stamna, as seen in Diagram
No 45, 18 a beautiful instance in which the two Rooks
win

3 RtoQssq Ch
R toQ Besg Ch
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Black, you will observe, now threatens either to Check-
mate at once, or win one of the Rooks; by skilful play,
however, White can force the game. For suppose :

WHITK BIA(H
1. R. to K. s 5th. 1. R. takes R.
(A bwtiful mosc ) (TIe hs no better ply )
2. R.to Q. R’s 6th  Ch. 2. K. moves.
3. . to Q. R’s 5th. Ch. 3. K. moves.
4. R. takes R., and, of courte, wins
DIAGRAM No_ 45 Bracr

i o 24 797
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v Y, et Y
7R 7 I
WHIIE

THE KING WITH A ROOK AND BISHOP AGAINST THE
KING AND A ROOK.

Tor somewhere about two centuries, Chess authorities
have been at issue as to the possibility of the major force
in this case winnmg from all positions; but the much-
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vexed question appears at length to be definitely settled

—and in the negative.

As, however, the subject presents

difficulties quite insurmountable by any but an experienced
player, it will be sufficient in the present treatise to exhibit
two or three of the leading situations, and refer you for
further information regarding it to the ¢ Handbook,”

pages 449

468, where the whole of the very copious and

scientific analysis by which the conclusion is demonstrated

will be fo
which Phi
be forced

und ¢n ertenso. The following is the position
lidor gives as one which the Black may always
to take up. If e had only shown how, the

question would long since have been set at rest, since,
granting him this position (see Diagram No. 46), nothing

PHILIDOR S POSITION

oms BLACK.
v 778 & A
_ 8 8 A A
b & 7
2//?2 ://///; /;///Z; %/%/(/él
@/// /////%/ /////% /;// //%//y

Wiik.
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can be more accurate and elegant than the mode in which

he wins from it :
WHITR.

1. R to Q. B’s 8th. Ch.

2. R.w Q. BJs Tth.
(This is his only way to prevent your
winning immedately, for, as will
presently be shown, when you can
onee oblige him to move the Roock
to your Q.8 sq., or to your Q.'s
“rd, the only two other squares oper,
to him, the game must be won in
u few moves.)
8. R. to Q. Kt.’s Tth.
(You sce here that he is obliged to
occupy one of the two objoction-
able squares just mentioned, since
1f he play the Rook off the file you
mate at once, and if he move his
King to B 'ssq., you play your R,
to K. R.’'s Tth. See Variation L)

4. R. to K. Kt.’s 7th.

5. B. to K. Kt.’s 8rd.

(You play the Bishop thus to prevent
his Checking when he moves the
Rook )

6. R. to K. Kt.'s 4th.

(He rcturns the King thus becauso
you now threaten to win directly
by playing the B to Q.'s 6th, Ch,,
and afterwards the R to K. Kt 's
8th, cte.)

7. R. to Q. Bs 4th.

8. B. to K. R.s 4th.
(This you do to prevent his mter-
posing the Rook when you Check )
9. B. to K. B.s 6th.
10. B. to K.s 5th.
11. R. to K. R.'s 4th.
(And you observe his only way to
delay the mate is by sacrificing
his R.)

BLACK,
R. to Q.’s sq.
. R. to Q.’s Tth.

o

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

4. R. to X. D.’s 8th, or
Variation 1.

5. K. to B.)s sq., or
Variation II.

&

K. to his sq. again.

7. R. to Q.'s 8th, or
Variation III.

8. K. to B.s &q.

9. R. to K.'s 8th. Ch.
10. K. to K. Kt.’s sq.
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Play these moves over repeatedly until you fully com-
prehend their scope and purpose, and then proceed to the
Variations 1., IL, III.

VARIATION L
Beginning at Black’s 4th move :

WHITE. BIACK.
4. R. to K. Kt.’s Tth. 4. K. to B.’s sq.
5. R. to K. R.’s Tth. 5. R. to K. Kt.’s 8th.

(He is compelled to do this, you sce,
in order to mterpose his Rook
if you Check with yours, and
the consequence is that you win
his Rook by force m thiee or four
moves.)
6. R. to Q. B.’s Tth. 6. K. to Kt.'s sq.
(Again threatening Mate, observe ) (e has 1o better move ; if he Check
with the Rook at K. Kt.s 3rd, you
simply mterpose the Bishop.)

7. R.to Q. B’s 8th. Ch. 7. K. to R.s 2nd.
8. R. to K. Rs 8th. Ch. 8. K. to Kt.'s 8rd.
9. R. to K. Kt.'s 8th. Ch., winning the Rook.

VARIATION II.
Beginning at Black’s 5th move :

‘WHITE. BLACK,
5. B. to K. Kts 8rd. 5. R. to K. B.’s 6th.
6. B. to Q.'s 6th. 6. R. to K.’s 6th. Ch.
7. B. to KJs 5th. 7. R. to K. B.’s 6th.

(Ready to interpose again. If he
play the K. to B.'s sq. instead,
you reply with R. to K. R.’s Tth.)

8. R. to K.’s Tth. Ch. 8. K. to B.’s 5q.

(If K. to Q.’s 8¢, you answer with

R toQ Kt.'sTth)

9. R. to Q. B.’s Tth. 9. K. to Kt.'s 5q.
10. R. to K. Kt.’s Tth. Ch. 10. K. to B.s sq.
11. R. to K. Kt.’s 4th. 11. K. to his sq.

(Threatening to Check with the B. (If Black move R. to K.’s 6th, pre-
at Q.'s 6th, and then mate with  venting your B. from playmg,

the R.) your answer should be F. to
K. R.’s 4th.)
12. B. to K. B.’s 4th. 12. K. to B.s sa.

18. B.to Q’s 6. Ch., and you must win.
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VARIATION IIL
Beginning at Black's 7th move.
Again set up the pieces as in the Diagram, and play up
to the 7th move; but on Black's side, instead of R. to Q.s

8th, move :
WHITE. BLACK.
7. K. to B.'s sq.
8. B. to K’s 5th. 8. K. to Kt.'s sq.

9. R. to K. R.’s 4th, and you win evidently.

From the foregoing Variations you may form some
notion of the beauty and difficulty of this problem, but
they form but a very small portion of the multiplied
combinations which spring from it, and with which you
must be acquainted hereafter.
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CHAPTER IX.

END-Gamrs wriri THE KING AND PAWNS AGAINST THE
KiNG AnD PAwNs.

A FEW examples, in which each party is left with his
King and one or morc Pawns, must conclude our
Observations on the Endings of Games.

THE KING AND A PAWN AGAINST THE KING AND A PAWN.

‘When cach side has a single ’awn, and both are able
to Queen at the same time, the battle is mostly drawn. It
DIAGRAM No 47 BLack.

v, 5% Z
W7 7 7 7. 4 Z.
%////% V2% /é VP Yhnttnd’;

/ 7,
A % Z e 4 %’ % 2/’////

7 7 4

e /////,f% 22/7 V2 Z
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2 7 v
/// zZ, y 7 %,
'////"7/////;7//’ '/////////2 ,////5 /41//:7//’/”7%/1//,///2

//////é %///// . //: %/// ///%
w7 V//””,/// 7////////
7 777 "
) 7 AR
, /////@/// S, Niih,, 7///////4

o iy, , sy,

) nt 13 Y
vy 7% % % 7

7 7 ////Z z; /
7// W////ﬁ/////’%/%;’/”/%%/ » %//Mé

R )N

WHITE.
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sometimes happens, however, that one Pawn wn Queening
gives Check, and is enabled by that Check (or another) to
win the adverse Queen. You will comprehend this better
from an example (see Diagram No. 47) which is given by
Cozio.

In this position you will win, notwithstanding Black
plays first, in consequence of your Pawn giving Check at
the moment of becoming a Queen; er. gr. :

WHITE, BLACK,
I. to Q. R.’s 4th.
P. to Q. R.’s 5th.
P. to Q. R.’s 6th.
P. to Q. R.’s Tth.
P. to Q. R.’s 8th, be-
coming a Queen.
6. . to K. R.’s 8th, be- 6. K. moves.
coming a Queen, and
giving Check.
7. Q. takes Q., and wins.*

From this you may learn the importance of observing
the relative positions of the Kings, when you are advancing
a Pawn to Queen.

=

2. P. to K. R.'s 4th.
8. P. to K. R.'s 5th.
4. P. to K. R.’s 6th.
5. . to K. R.’s Tth. {

Lol

.‘-‘l

THE KING AND TWO PAWNS AGAINST THE KING AND A
PAWN.

Although the two Pawns commonly win, there arc very
many cases where the game can only be drawn, especially
when the single Pawn is on a Rook’s file, and is opposed
to an adverse Pawn on the same file. supported by the
Kt.'s Pawn, as in the annered Diagram, No. 48. 1In this
case, whichever party plays first, the game is drawn, and
the same result occurs whether the Black King stands on
his R.s, Kt.’s, or B.'s square. Suppose you begin :

* But Black, not attempting to win, (an draw by 1. K. to K.'s 4th,

White King must go to stop the Black Pawn, whereupon his own Pawn
will fall,
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DIAGRAM No 48 BLAEK
7 % . .
s /////, 7, 4 7
7 7

Y A Y ’
4

%/// 7 V2
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'/ f/////%' 7 // 4 7 //2%
%////%7 /// Ay/ //////// %///

A 7 ’, v 4

é 4 ’, //1

s ‘4, V4, W, %///41

7 7 Y 4 )
///////Ay Z 2 e %////Z
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7/
/ 9
Sk, Wk, s Wi

Y v 7 7 4 ’
{/C 7 5 1 7
7 4 _‘///_/_/_//% 2 4|
WH1I - =
WHIIL BIACL
1 P.to k. bt s 6th 1 Ptolh B 3d.

(If you pliy the k£ 1ward mst 3] (fhe tihethe Iy ucanwm)
Blick moves hus P to the R s

1d wd ycu can do ho more thin
driw the gaume )

9 Ptoh Lt'sTth Ch, 2 K tolt’ssq
And the game 13 drawn
In the following also (sce Diagram No 49) the game
|uust be drawn, whether Wite or Black begins

WHILE BLACK

1. P. to K. kt s 6th 1 P toK R sdra
(If he take the P m this cas? you
win bce Vanation A)

to his B’s 5th 2 K tohis B'ssq.

2. K.
8. K. to his B.’s 6th. 3. K to his Kt.’s sg
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WRITF. BLACK,

4. P. to K. Kt.’s Tth. 4. K. to R.’s 2nd.

(If you

play the K. to his 7th, he

answers with K. to Kt.'s 2nd, pre-
venting the nearer approach of

your King.)
And you must either abandon the Kt.s P., or givo Black
Stale-mate.
VARIATION A.
WHITE. BLACK.
1. P. takes D.
2. P. takes P. 2. K.tohis B.’s sq. (best).
3. K. to B.s 6th. 3. K. to Kt.s sq.
4, P. to K. Kt.’s Tth. 4. K. to R.s 2nd.
5. K. to B.’s Tth, and wins.
DIAGRAM No 49 BLACK.
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The :ewuis is the same when Black has a Kt.'s Pawn
instead of a Rook’s Pawn, as you may speedily convince
yourself by setting up the men as in the last Diagram,
only substituting a Dlack Pawn at Black's K. Kt.’s 2nd
instead of the one at his R.'s 2nd, playing thus:

WHIIE, BLACK.
1. P. to K. Kt.’s 6th. 1. K. to his B.’s sq.
(If you advance the R.’s P, he can

take 1t, and always play s K.

to the corner to stop your other

Pawn, and for the result of yom

moving 1. K to his B.'s 5th, sce
Varjation A.)

2. K. to his B.’s 5th. 2. K. to his Kt.’s sq.
(If to K.'s 6th, Black still plays
his K to Kt. s sq, from whence
you cannot dislodge Inm ')

3. K. to Kt.’s bth. 3. K. to his R.'s sq.
4. . to K. R/s 6th. 4. K. to his Kt.s sq.
(If he take you win.)
5. P.to K. R’s Tth. Ch* 5. K. to his R.’s sq.
And he is Stale-mated.

VARIATION A.

WHIIH BT ACK.
1. K. to his B.’s 5th. 1. K. to his B.’s 2nd.
2. P.to K. Kts 6th. Ch. 2. K. to his B.’s sq.
3. K. to his 6th. 3. K. to his Kt.s sq.

(If K. to hns own gq., you win by
playmg P. to K. R’s(th)
4. K. to his Tth. 4. K. to Rs sq.
5. P. to K. R.s 6th. 5. K. to Kt.’s sq.
(Agan, if he take, you win hy
moving your King to his B.'s 7th.)
6. K. to his 6th (best). 6. I. takes P.
(If he retires his Kiug again to the
R '8 8q., you win by playing your
K. to B.’s 7th, and obliging him
to capture your Pawn, etc.)
Ar4d the game is drawn.

* Or, 5. P. takes P., K. takes P.; 6. K. to B.'s 5th, K. to Kt.'s aq. ;
7. K. to B.'s 6th, K. to B.’s 8q ; & I to Kt, s 7th, Ch. , K. to Kt.'s 8q. }
drawn.
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The next Diagram (No. 50) exhibits a position from
which White wins:

ouenm No. 50 BraAck.

///@////////////
//1///% /////
////,,,

\VIH'I‘I -

N

WHITE, BLACK.
1. K. to Qs 6th. 1. . to Q. Kts 8rd. or
Variation A.

(In a former cdition of this work
themoveoof 1. P. to Q. Kt.'s Gth was
crroncously given as the proper
mode of play.)

2. P. to Q. B.’s 6th. 2. K. to Q.’s 8q.

(If you take the Pawn, Black cun
draw the game.)

8. P.to Q. B’s 7th. Ch. 3. K.to Q. B’s sq.
4. K. to his 6th. 4. K. takes P.
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WHITE. BLACK.

5. K. to his Tth. K. to Q. B.s sq.

6. K. to Q.’s 6th. . K. to Kt.’s 2nd.

7. K. to Q.s Tth. . K. to Kt.’s 8q.

8. K. to B.’s 6th. . K. to R.s 2nd.

9. K. to B.’s Tth. . K. to R.’s sq.
10. K. takes P. 10. K. to Kt.s sq.
11. K. to R.’s 6th (best), and wins.

O @m=am s

VARIATION A,

WHITFE. BLACK.
1. K. to Q.’s sy.
2. T to Q. Kt.’s 6th. 2. K. to Q. B.'s sq.
8. K. to his Tth. 3. K. to Kt.s sq.
4. K. to Qs Tth. 4, K. to R.s sq.
5. P. to Q. B.’s 6th. 5. P. takes P. (best).
6. K. to Q. B.s Tth. 6. P. to B.’s 4th.
7. . to Q. Kt.’s 7th, Ch.,

and wins.

THE KING AND TWO PAWNS AGAINST THE KING AND TWO
PAWNS,

Although the forces here are exactly equal, many
instructive cases arise, where, from an apparently trifling
advantage of position, one party may win. Take the
following (see Diagram No. 51) for example.

Here White, having the move, must win:

WHITE. BLACK,
1. P. to Q. Kt.s 4th. 1. P. to K. B.s 4th.
2. P. to Q. Kt.’s 5th. 2. P. to K. B.s 5th.
8. P. to Q. Kt.’s 6th. 3. I. to K. B.’s 6th.
4. P. to Q. Kt.’s Tth. 4. P. to K. B.’s Tth.

7
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"BEN
, z //// //i
/ ///z % / @

WHITE
5. P.toQ.Kt.’s8th. Queens. . P.toB.s6th. Queens
6. Q. to her Kt’s5th. Ch. 6 Q.takes Q. Ch.
(By exchanging Quucns, and thus
\

where he obstructed the progrees
of yomr Pawn befme Bluck can

do 80, you win )
7. K. takes Q. 7. K to his Kt.’'s 5th.
8. P. to Q. R.s 4th, 8. T'. to K. R.’s 4th.
9. P. to Q. R.’s 5th. 9. P. to K. RJs 5th.
10. P. to Q. R.s 6th. 10. P. to K. R.’s 6th.
11. P. to Q. R.s Tth. 11. P. to K. R/s Tth.

12. I.to Q. R.’s8th. Queens. 12. K to his Kt.’s 6th,

18. Q. to K. R.’s sq.
(And then, bringing youmr King up
to aid the Queen, you obvivusly
win without dificulty )
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In the following position (Diagram No. 52) White also
Brack.

LN T 1
,,///5/ A NN TEEE g
N\ (TE Zze
///// /////,; //% / i<sfEia
%% N N ///// siiize
A Xzg®
A\SAN ///x/ ,///ﬂ// ,//// ~EEEox
M/// %///x/ W e L mmm £

///M//r/ //// /////4//////////// o //////// N m <

///
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7/// /w///// ,/////% NN ////7///, ///////
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/ l
/ ///.//4 NN %%
,V/ N ///a/////// O ///////// ,ﬂ/ W
/ N // N
D /// W//% /// /

/

// ///

//

2 P to K R’s 5th

wins, whether he have the first move or not .

DIAGRAM No 52

Let us suppose Black to begin

—2

Kkt 8 oth from whcnco the 10ad
3. P takes K R.s P.
(f P takes Kt 8 P, Whate takes P,

must gct tho other next move to
t) victory 18 cvident )

(If he tike cithar P with P Whato
Ch, etc)

8. K to B.s Tth



100 THE CHESS-PLAYER'S

WHITk BLACK

4. P.to K. Kt.'s 6th. Ch. 4. K. to R.s sq.
5. P. to Kt's Tth. Ch.

making a Q. and giving

Mate next move.

The foregoing examples should suffice to afford you a
tolerable insight into the movements and powers of the
Chess-men individually, and prepare yjou to understand
the more complex manceuvres arising from the operation
of these several forces when in combination altogether.
Before advancing a step further, however, you are strongly
recommended to play over the whole of the previous
lessons carefully many tumcs. When thoroughly master
of the information they contain, and not till then, you
may proceed to the study of the Openings.

LND OF BOOA L



TEXT-BOOK. 101

BOOK II

THE OPENINGS.

THE importance of beginning a game well—that is, of

rapidly bringing all the force on your own side into
the best positions for inutual sustainment, either in attack
or defence—is too evident to need insistingon. There arc
very many methods of opening the game, among which
are the following :

1st.

2nd.

Srd.

4th.

Tae King’s Knrear’s OreNING.—In which each
party begins by playing his Kiny's Pawn to King's
4th sq., and the first player then moves his King's
Knight to King’s Bishop’s 3rd sq.

Tue KiNe's Bisaor's OrENING.—In which each
side plays his King's Pawn to King's 4th and then
he who had the first move plays King’s I3ishop fo
Queen's Bishop's 4th sq.

Tne QUEEN'S BisHoP's PAwN OPENING.—In which
each player moves his King's Pawn to King's 4th
8q., and the first then plays his Queen's Bishop's
Pawn to B.'s 3rd sq.

Tar King's Gampir.—In which each party plays
the King’s Pawn to King's 4th sq.; the first player
then moves his King’s Bishop's Pawn, and his
opponent takes the Pawn with Pawn.
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These Openings are all begun on the King's side, there
are also many others which commence on the Queen’s
side, as the Queen’s Gambit, the French Defence, the
Sicilian Defence, and what are known as irregular open-
ings ; but for these, as well as for several modifications of
the débuts on the King’s side, you must consult works
intended for a more experienced player.
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CHAPTER 1.
TrE King's KN1gHT'S OPENING.*

roM this fine old game, handed down to us by the
earliest writers on Chess, we have derived many of
the most striking and favourite openings practised.

GAME I
WHITE. BLACK.

1. . to K.'s 4th. 1. . to KJ’s 4th,
2. K.'s Kt. to B.’s 3rd.

Your move of the Kt. gives the name to the opening.
By this move, obrerve, you threaten to win his King's
Pawn. Now he may protect it in five different ways—
namely, by :

P, to K. B.'s 3rd (which is bad).

K. B. to Q.’s 3rd (which is bad also).

Q. to K. B.’s 8rd (which is not very good).

P. to Q.’s 3rd (which is much better).

And Q. Kt. to B.’s 8rd (which is considered the
best).

He may also leave it unguarded, and attack your King's
Pawn with his K.’s Kt. 'We must content ourselves with
examining the consequences of his adopting the two best
of theso moves. Suppose, therefore, in the first place,
that he defends his Pawn by

2. I’ to Q.'s 3rd.

This is known as Fhilidor's defence, because that cele-
brated master recommended it as preferable to all other

* The very limited space at command 1n a little treatise liko this

forbids our doing more than indicate the leading moves of those openiugs
touched upon.
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ways of protecting the Pawn. Subsequent analysis has
pretty clearly shown, however, that Philidor was mistaken,
and that by defending the King’s Pawn thus the second
player has a much more difficult game than by playing
the Q.’s Kt. to B.’s 8rd.

WIHITE. BLACK.
3. P. to Qs 4th. 3. P. to K. B.s 4th.
Your best move is: 8. P. to Q.’s 4th, but you may also
play: 8. B. to B.’s 4th, B. to X.’s 2nd; 4. P. to Q.s 4th,
P. takes P.; 5. Kt. takes P., Kt. to K. B.’s 8rd ; ete.
Black’s 3rd move is that given by Philidor. In Varia-
tion I. we shall see the effect of his moving 8. K. Kt. to
B.’s 8rd, which is thought by many to be better for him.

4, Qs P. takes K.’s P. 4. K. B.’s P. takes P,
5. Kt. to K. Kt.’s 5th. 5. P. to Q.’s 4th.
6. P. to K.’s 6th. 6. K. Kt. to R."s 8rd.

Your move of 6. P. to K.’s 6th is a very powerful one,
as it enables you to threaten to play your Kt. to K.B.s
7th, and thus win the K.’s Rook.

Black moves his Kt. to K. R.’s 8rd, to prevent the
playing of your Kt. to your K. B.’s 7th.

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

Instead of attacking his Q.’s P., you may get a good game
by playing 7. Q. to K. R.s 5th, Ch., and, when he inter-
poses his Kt.'s T'awn, retiring your Q. to K. R.’s 8rd ; or
you may play 7. P. to K. B.’s 8rd, as advised by Von H.
der Lasa. (See the ¢ Chess-Player’s Handbook,” page 65.)

8. K. Kt. takes K.’s P. 8. P. takes Kt.

At your 8th move, in place of sacrificing your Kt. thus,
you will have a fine game by taking the R.s P. with it,
and if Black take the Kt., you may Check with your Q. at
K. R’s 5th; and if then K. moves, you will win his Q. by
B. to K. Kt.'s 5th, Ch.; while, if Kt.’s P. interposes, by Q.
takes Kt.'s P. Ch., you will win his R.
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WHITE. BLACK.

9. Q. to K. R.’s 5th. Ch. 9. P. to K. Kt.’s 8rd.
10. Q. to K.’s 5th. 10. K. R. to Kt.’s sq.
11. Q. B. takes K.’s Kt. 11. B. takes B.

12. Q. R. to Q.’s sq. 12. Q. to K.’s 2nd.*
18. Kt. takes K.’s P. 18. Q. B. takes K.’s P,
(His best move.)

The move given as White's 18th by the chief authors
was 13. K. B. to Q. B.’s 4th; but the variation of taking
the K.’s P. with the Kt., and following that by 14. R. to
Q.8 6th is shown in the work just mentioned to be superior.

14. R. to Qs 6th. 14. Q. B. to K. B/s 4th.

(The winning move.)

Black has several other ways of playing, the conse-
quence of which you will see set forth at page 69 of the
« Handbook ” :

15. Kt. to B.'s 6th. Ch. 15. K. to B.s sq. (best
move).
16. R. to Qs 8th. Ch. 16. K. to B.’s 2nd.

If he take the Rook you take the K.’s R. P. with your

Kt., Checking. and then play K. B. to Q. B.’s 4th, Ch., etc.
17. B.to Q. B.s 4th. Ch. 17. B. to K.s 3rd.

(His best play.)
18. Kt. takes R., and you

must win.
VARIATION I.
Beginning at Black’s 3rd move :

WHITE. BLACK.
8. K. Kt. to B.s 8rd.
This is much less hazardous than the move of P. to K.
B.’s 4th, which Philidor commends.

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

* Not to K. Kt.’s 4th, because of 18, Q. to B.'s 7th, B takes P. ; 14. Q.
takes Kt.’s P.
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And you have the better position, because Black must
protect or move his Q. Kt.'s P., which will give you time
to play K. B. to Q. B.’s 4th, and keep up an attack.

GAME II.--THE GIUOCO PIANO.

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

This is generally acknowledged to be a better defence
for Black than the move of 2. P. to Q.’s 8rd, which we
have just examined.

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

If, instead of playing out your Bishop thus, you move
3. P. to Q.’s 4th, the opening is called the * Scotch
Gambit,” for which see Game III. The present was
named by the Italian masters the * Giuoco Piano,” and is
an opening very frequently adopted by players of all
classes.

4. P. to Q. B.s 8rd.* 4. K. Kt. to B.’s 8rd.
(His best move.)

If at this point you play 4. P. to Q. Kt.’s 4th, and Black
takes that Pawn, you have an opening fertile in beautiful
situations, called the * Evans Gambit.” (See Game V.)

5. P.to Qs 4th. 5. P. takes P.
6. P. takes P. 6. B.to Q. Kt.’s 5th. Ch.
(Best.)

You may also for your 6th move play P. to K.’s 5th, tn
which Black's best reply is 6. . to Q.’s 4th. (See
Variation I.)

7. B. to Q.’s 2nd. 7. B. takes B. Ch.
(Botter than taking your K.'s D,
with his Kt.)
8. Q. Kt. takes B. 8. . to Qs 4th (best).
9. P. takes D. 9. K. Kt. takes P.

10. Q. to her Kt.'s 8rd. 10. Q. Kt. to K.’s 2nd.
And the game is quite even.

* 4. P.to Q.'s 3rd, i8 also a good move—e.g., 4 . . . Kt. to K. B.’s 8rd ;
5. P. to B.'s 8rd, P. to Q.'s 8rd ; 6. B, to K.’s 3rd, B. to Kt.'s 8rd.
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VARIATION L
Beginning at White's 6th move :

WHITE. BLACK.
6. P. to K.'s 5th. 6. P. to Q.’s 4th.

In Black’s situation, it is not uncommon for players to
move 6, Q. to K’s 2nd, When that is done you may
Castle safely.

7. K. B. to Q. Kts 5th. 7. K. Kt. to K.s 5th.
8. B. takes Q. Kt. Ch. 8. P. takes B.

9. P. takes P. 9. B. to Q. Kt.’s 8rd.
(Better for him than Checking with
the Bishop.)
10. Castles. 10. Q. B. to K. Kt.’s 5th.
11. Q. B. to K.’s 8rd. 11. Castles.

The game is about equal for both.

GAME III.—THE SCOTCH GAMBIT.

WHITE. BLACK,
1. P. to K.'s 4th. 1. P. to K.’s 4th.
2. K. Kt. to B3.’s 8rd. 2. Q. Kt. to B.’s 8rd.
8. P. to Q.'s 4th. 8. Kt. takes P.

This is, without exception, one of the most instructive
and entertaining games known, and we regret that our
limits will admit only of a very meagre sketch of its
almost infinite varieties. The reader, however, will find
a copious analysis of this charming opening in the work
so often referred to, pages 154-182.

After the advance of your P. to Q.'s 4th, Black is
obliged to take it, or have a bad position; but he may
take cither with the Kt. or P. The consequences of his
capturing Pawn with Pawn are shown in Game IV.

4. Kt. takes Kt. 4, D, takes Kt.
You can also take the K.'s P, with your Kt., and obtain
@ slight superiority of position.
5. Q. takes P. 5. Kt. to K.’s 2nd.
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He may play 5. Q. to K. B.’s 8rd instead of this move,
but you will still have the better position.

WHITE. BLACR.
6. K. B. to Q. B.’s 4th. 6. Kt. to Q. B.’s 3rd.

If you play the Q. B. to K. Kt.s 5th, thinking to pre-
vent his Kt. from moving, he may still answer with 6. Kt.
to Q. B.’s 3rd, because, although he would leave his Q.
attacked by your B., he at the same time threatens to
take yours.

7. Q. to her 5th. 7. Q.to K. B.’s 8rd (best).
8. Castles. 8. B. to K.’s 2nd.
The game is pretty equal.
GAME 1V,

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

This is now considered a better move for Black than
taking with the Kt.

4. K. B. to Q. B.’s 4th. 4. K. B. to Q. BJs 4th.
(Best.)

For the result of his playing 4. K. B. to Q. Kt.’s 5th,
Ch., see Variation I.

You may also take the P. with your Kt. at once, as in
Variation II., but the move given above may be
adopted.

5. P. to Q. B.’s 8rd. 5, P. to Q.s 6th.

Your move of 5. I. to Q. B.’s 8rd is preferable to the
more inviting one of 5. K. Kt. to his 5th; for although it
appears to enable Black, if he choose, to win a Pawn, he
could only do so at the expense of another more valuable,
since, on his taking P. with P., you could take his K. B.’s
P. with your B., Ch., and when his K. took your B., you
could play Q. to her 5th, Ch., and then capture his B. in
return for your own. He advances his P. to your Q.'s
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6th, foreseeing the advantage you would gain by his taking
P. with P., and at the same time to prevent your getting
two Pawns abreast in the centre. Perhaps his safest play
is to move 5. K. Kt. to B.’s 3rd, which resolves the game
into a position of the Giuoco Piano, before given.

WHITE. BLACK.

6. P. to Q. Kt.'s 4th (best). 6. K. B. to Q. Kt."s 8rd.
7. P.to Q. Kt.'s 5th (best). 7. Q. to K.’s 2nd.
This is his best move. If you snatch at his Kt. he can
take your K.’s P., Ch., and afterwards take the Bishop.
8. Castles. 8. Kt. to K.’s 4th.
9. Kt. takes Kt. 9. Q. takes Kt.
10. Q. to her Kt.’s 8rd.
And whether Black retreat his Q. to K. I3.’s 8rd, or to
K.s 2nd to protect his K. B.s P., you will have a fine

game.
VARIATION I

Beginning at Black's 4th :
‘WHITE. BLACK.
4. K.B.toQ.Kt.’s5th. Ch.
5. P, to Q. B.’s 3rd. 5. P. takes P.
6. Castles. 6. P. to Q. B.s Tth.

Black plays thus to prevent your Q. Kt. coming into
play at the moment. If he venture to take the Q. Kt’s
P. with his P., you obtain a fine attack with your two
Bishops.

7. Q. takes B.’s P. 7. P. to Q.’s 8rd.
8. P. to Q. R.s 3rd. 8. K. B. to Q. B.’s 4th.
9. P. to Q. Kt.'s 4th. 9. B. to Q. Kt.’s 8rd (best).

10. Q. B. to Q. Kt’s 2nd.  10. K. Kt. to B.’s 3rd.
Your game is better developed than Black’s.

VARIATION II.

Beginning at White’s move :
WHITE. BLACK.

4. Kt. takes P. 4. Q. to K. R.’s 5th.
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Although less frequently adopted than the former mode
of play, taking the P. is perfectly safe, and leads to many
striking situations.

Black’s rejoinder is highly ingenious. If you answer
it with 5. Q. to her 8rd, he gets a fine game by playing
5. K. Kt. to B.s 3rd; and if you reply with 5. Q. Kt. to
B.'s 8rd, he obtains an advantage by 5. K. B. to Q. Kt.’s 5th.

‘WHITE. BLACK.
5. K. Kt. to Q. Kt.’s 5th. 5. K. B. to Q. BJs 4th.

You here threaten to win his Q. R. If he play the
obvious move of 5. Q. takes K. I., Ch., you must move
your K. B.to K’s 2nd; and if he then play 6. K. B. to
Qs 3rd, to guard his Q. B.’s I’. from your Kt., you can take
the B. with your Q., winning his Q. in return if he take
Yyours.

6. Q. to K. Bs 8rd. 6. Q. Kt. to Qs 5th.
7. Kt.takes Q. B’s P. Ch. 7. K. to Q.’s sq. (best).
8. Q. to K. B.’s 4th. 8. Kt.takes Q. B’s P. Ch.
9. K. to Q.’s sq. 9. Q. takes Q.
10. B. takes Q. 10. Kt. takes Q. R.

11, Kt. takes Q. R., and you
have the advantage.

This variation is too difficult for you to comprehend at
once; play it over, therefore, repeatedly till you under-
stand the object of the moves; it will repay the study.

But either of the following is better for Black than the
one just given:

VARIATION III.

WHITE. BLACK.
4. Kt. takes P. 4. Kt. to K. B.s 8rd.
5. Kt. takes Kt,. 5. Kt.’s P. takes Kt.
This is your best way of looking after your K.s P.
6. B. to Q.’s 3rd. 6. D. to Qs 4th.

7. Q. to K.Js 2nd. 7. B. to K.’s 2nd.
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VARIATION IV.

WHITE. BLACK,
4. Kt. takes P. 4. B.to B.
5. B. to K.s 3rd. 5. Q. to B.’s 8ra.
6. P. to Q. B.’s 8rd. 6. K.’s Kt. to K.’s 2nd.
7. Q. to Q’s 2nd. 7. . to Q. R.s 3rd.

And the game is even; Black’s last move is to stop,
8. Kt. to Kt.’s 5th, attacking Q. B.’s D,

GAME V.—THE EVANS GAMBIT.
WHITE, BLACK,
1. P. to K.s 4th. 1. P. to Ks 4th,
2. K. Kt. to B.s 8rd. 2. Q. Kt. to B.’s 3rd.
3. K. B. to Q. B.s 4tn. 3. K. B. to Q. B.’s 4th.
4. P. to Q. Kt.’s 4th. 4. K. B. takes Kt.’s P.

This beautiful variation of the Giuoco Piano arises
from the sacrifice of ycur Q. Kt.'s P. at the 4th move,
Black must either retreat his B., or take P. with the B. or
Kt. If he dechnes to take it, and retreats I3. to Kt.’s 8rd,
you might push the P. one step further; then, if his Xt.
went to Q. R.’s 4th, the continuation might be, 6. Kt. takes
P, Q. to B.’s 8rd (threatens to Checkmate you); 7. B.
takes P. Ch., K. to B.’s 8q.; 8. P. to Q.’s 4th (shutting off
his K.’s B. and protecting your Kt.), P. to Qs 3rd; 9. B.
takes Kt., P. takes Kt.; 10. B. to Qs 5th, and you have
a good game. Or, instead of P. to Kt’s 5th, you might
play, 6. Castles, or P. to Q. R.’s 4th,

If he prefer taking the Q. XKt.s P., at move 4, with his
Kt., it is not prudent for you to take his K. P. with your
K. Kt., on account of his playing in reply 5. Q. to K. B.’s
8rd, You had better, therefore, move 5. P. to Q. B.’s 3rd,
as you do if he takes with the Bishop.

5. P. to Q. B.’s 8rd. 5. K. B. to Q. B.’s 4th.

If Black retreats the B. to Q. R.’s 4th, it admits fre-
quently of your playing the Q.to Kt’s 8rd, without the
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danger of her being attacked by his Q. Kt. (See Game II.)
If he retire him to K.’s 2nd or Q.’s 8rd, you must speedily
get an improved attack.
‘WHITE. BLACK.
6. Castles. 6. P. to Qs 8rd.

At your 6th move you may also play 6. P.to Q.’s 4th, as
in Variation I.

If Black, instead of 6. P. to Q.’s 3rd, move 6. K. Kt. to
B’s 8rd, you must reply with 7. P. to.Q.s 4th, and you
insure a great attack.

7. P. to Q.’s 4th. 7. P. takes P.

8. P. takes P. 8. B. to Q. Kt.’s 3rd.

9. Q. B. to Q. R.s 8rd. 9. K. Kt. to B.’s 3rd.
10. P. to K.’s 5th. 10. P. takes P.

11. Q. to Kt’s 3rd.
You have an undoubted advantage.

VARIATION 1,

Beginning at White’s 6th move :

WHITE, BLACK.
6. P. to Q.’s 4th. 6. P. takes I.
7. P. takes T 7. B. to Q. Kt.’s 3rd.

In place of taking the P. you can Castle safely at this
stage, and if Black then take your Q. B.’s . with ., you
will strengthen your attack by playing 8. P. to K.’s 5th.
Should Black at his 7th move, instead of retiring his B.
to Q. Kt’s 8rd, give Check with him, your best move is
8. K. to B.’s sq.

8. Castles. 8. P. to Q.’s 3rd.
9. P. to Qs 5th. 9. Q. Kt. to K.’s 2nd.

This is much better for him than to play his Kt. to K.’s
4th, or Kt. to R.’s 4th. If he play the former, you answer
with Kt. takes Kt., following that with Q. B. to Q. R.Js
8rd; and if he play the latter, you can move Q. B. to
Q. Kt’s 2nd, and then K. B. to Q.’s 8rd advantageously.



TEXT-BOOK, 118

WLITK. BLACK.
10. Q. B. to Q. Kt’s 2nd.  10. K. Kt. to B.s 8rd.
You may now take off his K. Kt., and then move K.
Kt. to Qs 4th, and afterwards P.to K. B.s 4th, with a
fine open game.

GAME VI,
WHITE, BLACK.

1. D. to K.’s 4th. 1. P. to K.’s 4th.

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

8. K. B. to Q. B.s 4th. 8. K. B. to Q. B.s 4th.

4. P. to Q. Kt.’s 4th. 4. K. B. takes Kt.’s P,
5
6.

5. P. to Q. B.’s 8rd. . K. B. to Q. R.s 4th.
6. Castles. P. to Q.’s 3rd.
‘With his B. at Q. R.J’s 4th, he may more safely adopt
the defence of 6. K. Kt. to B.’s 3rd than when the B. is
at Q. B.’s 4th. (See Variation I.).

7. P. to Qs 4th. 7. B. to Qs 2nd.
8. P. takes P. 8. P. takes P,
9. Q. to Q.’s 5th. 9. Q. to K.’s 2nd.
10. B. to R.’s 3rd. 10. Q. to B.s 8rd.
11. B. to Kt.’s 5th. 11. B. to Kt.’s 8rd.
12. Kt. to Q.’s 2nd. 12. K.s Kt. to K.’s 2nd.

The Q. goes back to Kt.’s 8rd, and game is equal.

VARIATION I.
Beginning at Black’s 6th move :

WHITE, BLACK.
6. K. Kt. to B.’s 3rd.
7. K. Kt. to his 5th. 7. Castles.

If you move 7. P. to Qs 4th, his best play is to Castle,
we think.

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

He has a variety of moves at command here. If he
play 8. P. to K. R.’s 8rd, you reply by taking his K. B.s P.
with vour Kt., and, on his capturing your Kt., you take

8
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the Il. with your B., checking, afterwards taking his K.s
P. with P., and then, if hs takes your P. with his Q.’s Kt.,
by checking with your Q. at K. R.’s 5th, you will win
either the Q.’s Kt. or the K.'s B. and have a splendid
position.

Should he at his 8th move play K. P. takes K. B.s P,,
you may advance, as move 9, your P. to Q.s 4th, and if he
then attack your XK. Kt. with the K. R.’s P., you can leave
the K. Kt. to his fate, merely taking, first, the doubled I.
with Q. B., and afterwards the 1. which took your Kt.
and you must have an overwhelming position of attack.

WHILL, bLACK
9. D. takes Qs I 9. K. Kt. tukes P.
10. P. to Q.’s 4th. 10. P. to K. R.’s 8rd.
11. Q. to her Kt.s 3rd. 11. P. takes Kt.
12. B. takes Kt. 12, K. D, takes B.s P,
13. P. to K. Kt.’s 3rd. 13. Kt. to K.’s 2nd.

Black has the better guinc.
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CHAPTER 1II.
Tur KiNg’s BisHOP's OPENING.

N instructive and excellent mode of beginning the
game ; according to Philidor, indeed, the very best
which the opening player can adopt.

GAME I.
WHITE. BLACK.

1. P. to K.s 4th. 1. P. to K/s 4th.
2. K. B. to Q. BB.’s 4th. 2. K. B. to Q. B.’s 4th.

Your sccond nove here is hardly so 'attacking as
2. K. Kt. to B.s 3rd, but it may be played with perfect
safety, and it leads to many fine games.

In answer to it, Black may play his K. B. out also, as
above, or he may move 2. K. Kt. to B.’s 3rd, as in Game II.

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

You have a great choice of moves at this point. If you
play 8. Q. to K.’s 2nd,* the opening is generally resolved
into what is called the ¢ Lopez Gambit.” For that and
the result of 8. Q. to K. Kt.’s 4th, or 8. Q. to K. R.’s 5th,
or 8. P. to Q. Kt.’s 4th or 8. P. to Q.s 4th, see the * Hand-
book,” pages 204-222. Black also may play variously after
your move of 8. P. to Q. B’s 8rd. Perhaps his best
answer is the one above, or 3. Q. to K. Kt’s 4th, or 3.
P. to Q’s 4th. See the “ Handbook,” pages 200 202.

4. P. to Qs 4th. 4, P. takes P.
5. P. to K.'s 5th. 5. P. to Qs 4th.

Black may likewise play 5. Q. to X.’s 2nd, or 5. K. Kt.
to K.’s 5th; but in either case you get the advantage of
position shortly.

* White threatens 4. B. takes P. Ch., K, takes B. ; 5. Q. to B.’s 4th,
Ch., winning a clear Pawn.
8—2
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V/HITE.

6. P. takes Kt. (best).
7. P. takes K. Kt.’s P.

THE CHESS-PLAYER'S

BLACK.

6. P. takes B.
7. R. to K. Kt.’s sq.

If he Check with his Q. at K.’s 2nd first, you should
interpose your Q. B. at K.’s 8rd, and he dare not take it
on account of the jeopardy his R. is in.

8. Q. to K. R.s 5th.

9. K. to Qs sq.

10. K. Kt. to B.’s 3rd.
11. K. R. to K.’s 8q.

12. R. takes Q. B.

18. Q. takes B., and you

have the better game.

8. Q. to K.’s 2nd. Ch.
9. R. takes .

10. Q. XKt. to B.’s 8rd.
11. Q. B. to K.s 3rd.
12. Q. takes R.

GAME II.

WHITE.

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

BLACK.

1. P. to K.’s 4th.
2. K. Kt. to B.’s 8rd.

This is pretty generally thought now to be a better defence

for Black than the former one.

8. P. to Qs 4th.

8. D. takes D.

You may here play 8. K. Kt. to B.s 3rd or Q. Kt. to
B.’s 8rd, and still retain the advantage of the first move.

>

P. to K.s 5th.

. B.to Q. Kt.’s 8rd (best).
. K. Kt. to K.’s 2nd.

. P. to K. B.’s 8rd.

. K. Kt. to B.’s 4th.

9. B. to Q. R.’s 4th. Ch.

The game is about equal.

[ JBES =R

4. P.toQ.s4th(best play).
5. Kt. to K.’s 5th.

6. 1. to Q. B.’s 4th.

7. K. Kt. to his 4th.

8. P. to Q. B.’s 5th.

9. Q. Kt. to B.’s 3rd.
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CHAPTER IIIL
TeE QUEEN’s BisHOP’'S PAWN OPENING.

Tms was, in all likelihood, a favourite mode of beginning

the game formerly, and although it is not so attack-
ing as some others, it may be played, as the great Italian
masters have shown, without disadvantage.

GAME L
WHITE, BLACK,
1. P. to K.’s 4th. 1. P. to K.'s 4th.
2. P. to Q. B.s 8rd. 2. P. to Qs 4th (best).

If Black answer for his second move with K. Kt. to B.s
8rd, you must play 3. . to Q.’s 4th.
3. K. Kt. to B.’s 8rd (best). 3. P. takes K.s P.
He may also play 8. K. Kt. to B’s 8rd, as in Variation I.
4. Kt. takes K.’s . 4. K. B. to Qs 3rd.
You may likewise play 4. Q. to Q. R.'s 4th, Ch., and
then take the doubled P. with your Q.

5. Kt. to Q. B.’s 4th. 5. Q. B. to K.'s 8rd.

At this point, also, you might Check with your Q.
6. P. to Q.'s 4th. 6. P.takesP.(in passing).
7. B. takes P.

The positions are about equal.

VARIATION I
Begirning at Black’s 3rd move.

‘WHITE. BLACK.
8. K. Kt. to B.’s 8rd.
4. P. to Q.’s 4th. 4. Kt. takes K.’s P.
5. Kt. takes K.s . 5. K. B. to Qs 8rd.
6. K. Kt. to Q.’s 8rd. 6. P. to Q. B.’s 4th.

The game is even.
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CHAPTER 1V.
TrE Kinag’s GAMBIT.

HE Italian word ‘ Gambit” was before explained to
mean a feint in wrestling by which an adversary is
tripped up. It is applied in Chess-playing to those
openings of the game in which the first player sacrifices a
Pawn for the purpose of more rapidly liberating his
Pieces and gaining an attack. Of all openings the
Gambits are the general favourites. They afford so many
opportunities for brilliant and daring strategy, and several
such infinite and admnirable combinations, that their study
will always prove a source of advantage and delight.
There are several varieties of Gambits, as the Kine’s
GamBiT; the CuNNINGHAM GAMBIT; the SaLvio and
CocHRANE GAMBITS ; the Muzio GamsBIT; the ALGAIER
GamniT ; the Kine’s Bismor’s GamBIiT ; the Evans
GawmeiT ; the LorEz GAMBIT; and the QUEEN’S GAMBIT;
but the majority of these are only modifications of the
King’s GAMBIT.

GAME I
WHITE. BLACK.
1. P. to K.s 4th. 1. P. to K.s 4th.
2. P. to K. B.’s 4th. 2. P. takes K. B’s. P.*
8. K. Kt. to B.s 3rd. 3. P.toK.Kt.’s4th (best).

Instead of playing the K. Kt. out at this juncture, you
may move your K. B. to Q. BB.’s 4th, which constitutes the
X, B’s Gambit, for the leading moves of which see
Game VI.

* Black may refuse to take the Pawn ; if s0, his best move is probably
2. B. to Q B.'s 4th, or 2. P. to Q.'s 4th, but it usually happens that, by

declining the Gambit, the second player subjects himself to a dis-
advantageous rosition,
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If Bl.ck, in place of advancing his Kt.’s P. now, should
move his K. B. to K.’s 2nd, we get the  Cunningham ”
Gambit. (See Game II.)

WHITE. BLACK.
4. K. B. to Q. B.’s 4th. 4. B. to K. Kt.’s 2nd.

If in lieu of 4. B. to Q. B.’s 4th you play 4. P. to K. R.’s
4th, we have the  Algaier ” Gambit. (See Game V.)

Some of the most beautiful varieties of the Gambit
spring from this point. If Black, instead of moving his
B. to K. Kt.’s 2nd, play 4. P. to K. Kt.’s 5th, it gives rise
to the celcbrated ¢ Salvio,” or * Cochrane,” or * Muzio”
Gambits, the chief moves of which you will find in
Games III and IV.

5. P. to Q.’s 4th. 5. P. to Q.’s 3rd.
You may also play 5. I. to K. R.’s 4th.
6. P. to Q. B.s 3rd. 6. P. to K. Kt.’s 5th.

This move of Black gives him the best of the game, as
you have no option but to retire or sacrifice the Kt.

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 8rd.
9. Q. to her Kt.’s 3rd. 9. Q. to K. R.’s 4th.

And Black will be enabled to develop all his pieces,
while most of yours are kept inactive by his advanced
Pawns.

GAME II.—THE CUNNINGHAM GAMBIT,

This lively variation should properly be called a defence
to the King’s Gambit.

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 8rd. 8. K. B. to K.’s 2nd.

Black plays thus with the objeet of Checking at the
K. R.Js 5th, and compelling you either to move your King
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(by which you would be prevented Castling) or interpose
a Pawn disadvantageously.

‘WHITE. BLACK.
4. K. B. to Q. B.’s 4th. 4. B. to K. R.s 5th. Ch.
5. D. to K. Kt.’s 8rd. 5. . takes .
Your safest move is, perhaps, 5. K. to B.’s sq.
6. Castles. 6. P. takes P. Ch.
7. K. to R.’s 8q. 7. K. B. to his 3rd.*

This is a singular position, and at first sight you will
be startled at your deficiency in Pawns. On looking
deeper into the game, however, you will find that your
pieces are admirably disposed for attack, and that the
greatest possible care will be required from Black to
parry it. .

8. K. Kt. to K.’s 5th. 8. B. takes Kt. (hest).
9. Q. to K. R.s 5th. 9. Q. to K.’s 2nd (best).

Observe the powerful attack you have got upon his
K. B’s P.

10. R. takes K. B.’s P. 10. Q. to her B.’s 4th.

He moves thus to avoid your winning his Q. by the
Discovered Check, and to threaten you with Check-mate.

11. R. to K. B.s 8th, 11. K. to his 2nd.

giving Double Ch.
12. P. to Qs 4th. 12. Q. takes B.
18. Q. to K.’s 8th. Ch. 18. K. to Qs 8rd.
14. Q. takes B. Ch. 14. K. to B.s 3rd.

15. Kt. to R.’s 8rd, and you must win.

GAME III.—THE SALVIO AND COCHRANE GAMBITS.

Like the opening just examined, these are, properly
speaking, defences to the King's Gambit rather than
Gambits themselves.

* 7. P. to Q.'s 4th (to develop Q. B.) is better
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WHITE, BLACK.
J. 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 8rd. 3. P. to K. Kt.’s 4th.

4. K. B. to Q. B3.’s 4th, 4. P. to K. Kt.’s 5th.
Upon you it now depends what form the Gambit shall
assume. If you Castle at this moment, or play 5. P. to
Q.’s 4th, Black can take your Kt., and the Muzio Gambit
is formed.
5. K. Kt. to K.s 5th. 5. Q.to K. R.s 5th. Ch.
By playing your Kt. to K.’s 5th, you appear to make a
formidable attack upon the adverse K. B.’s P., but his
counter-move of Q. to R.s 5th compels you to suspend
aggressive operations and look at home :

6. K. to B.’s sq. 6. K. Kt. to K. B.’s 8rd.
Advancing the Kt.’s I. to cover his Check would be fatal
to you.

Black’s move of 6. K. Kt. to K. B.’s 8rd constitutes the
Salvio defence. Salvio also proposed 6. K. Kt. to R.’s 3rd,
the consequences of which shall be briefly shown in
Variation I. Tf, instead of either of these moves, he play
6. I. to K. B.’s 6th, the Cochrane defence is produced.
(See Variation II.)

7. Q. to Ks sq. (best). 7. Q. takes Q. Ch.

If at your 7th move you take the K. B.’s . with either

Kt. or B., you get a bad game.

8. K. takes Q. 8. Kt. takes K.’s P.
9. B.takes K. B’s P. Ch. 9. K. to his 2nd.
10. B. to K. R.'s 5th. 10. P. to K. Kt.’s 6th.

You may now play 11. P. to K. R.’s 8rd with a slight
advantage in situation.

VARIATION I.
Beginning at Black’s 6th move:

WHITE. BLACK.

6. K. Kt. to R.'s 8rc.
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This is a better mode of defence than playing the Kt. to
B.’s 3rd.

WHITF. BLACK.

7. P. to Q.'s 4th. 7. P.to K.B.s 6th (best).
8. P. takes P. 8. P. to Qs 3rd.
9. Kt. to Q.’s 8rd. 9. P. takes P.

And Black has the better game.

VARIATION IL
Beginning at Black’s 6th move :

THE COCHRANE GAMBIT.
‘WHITE. BLACK.
6. P. to K. B.s 6th.
This is the mode of defence which Mr. Cochrane
suggested instead of playing out the K. Kt.
7. P. to Q.’s 4th (best). 7. P. takes K. Kt's D.

Ch. (best).
8. K. takes P. 8. Q. to K. R.’s 6th. Ch.
9. K. to Kt.’s 8q. 9. K. Kt. to R.s 3rd.

And we prefer Black's game.

GAME IV.—THE MUZIO GAMBIT.
WIHITF., BLACK,
1. D. 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 8rd. 8. 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.

The earliest allusion to this, the most brilliant and
animated variation of the K.’'s Gambit, is given in Salvio’s
Treatise, published in 1604.

By the sacrifice of your Kt. you are enabled so rapidly
to concentrate your forces on the adverse King that
escape from the attack without great loss is mot at
all easy. [astead of Castling at the 5th move you may
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play 5. P. to Qs 4th (see Variation L), or 5. Q. Kt. to

B.’s 8rd.
WHIIE, BLACK.

6. Q. takes P, 6. Q.to K.B.’s 3rd (best).
Black plays thus to defend the Gambit P., which you
cannot take without submitting to an exchange of Queens,
a step especially to be avoided, seeing that you have
alrcady sacrificed a Piece for the sake of an attack, which
is mainly to be sustained by your Queen.
7. D. to K.’s 5th, 7. Q. takes P. (best).
You sacrifice this P. to enable you presently to attack
his Q. with your K.s R.

8. P. to Q.’s 8rd. 8. K. B. to K. R.’s 8rd.
Defending your K. B. and attacking the Gambit P.
9. Q. B. to Q.’s 2nd. 9. K. Kt. to K.'s 2nd.

Your two last moves were preparatory to this one, which
you now threaten to follow by R. to K.’s sq., or Q. B. to
BJos 3rd. It is obvious that Black must save his Q. by
moving her or covering his King with some other Piece.

10. Q. Kt. to B.’s 8rd. 10. Q. Kt. to B.’s 3rd.

If you play 10. B. to B.s 8rd, he Checks with Q. at
Q. B.s 4th, and then secures his K’s R.

11. Q. R. to K.’s 8q. 11. Q. to Q. B.’s 4th. Ch.*

You now see the importance of Black’s 9th move of Kt.
to K.’s 2nd ; but for that he must now have lost his Q. for
a R.

12. K. to R.’s sq. 12. Q. Kt. to Q.’s 5th.

18. R.takes K.'s Kt. Ch. 13. K. takes R. (best).
14. Kt. to Q.’s 5th. Ch. 14. K. to Q.’s 8q.

15. Q. to K. R.’s 5th. 15. Q. to K. B.’s sq. (best).
16. Q.to K. R.’s4th. Ch. 16. P. to K. B.'s 8rd.

17. Q. B. takes double P.  17. I. takes B.

18. R. takes B. 18. Kt. to Q. B.’s 8:d.

* Black's right move here is 11, Q. to K. B.’s 4th.



124 THE CHESS-PLAYER'S

If he play 18. I. to Q.’'s 8rd, or 18. P. to Q. B.s 8rd, or
18. Kt. to K.s 8rd, you can take the K. B.’s P. with your
R., and the Discovered Ch. must be fatal to him.

‘WHITE. BLACK.

19. R. takes K. B.’s P. 19. Q. to K.’s sq.
20. R.toB.’s8th. Dis.Ch. 20. Kt. to K.’s 2nd.
21. Q. takes Kt. Mate.

VARIATION I.
Beginning at White’s 5th move :

‘WHI1E. BLACK.
5. P. to Q.’s 4th. 5. P. takes Kt.

This mode of continuing the attack instead of Castling
was for some time thought to be irresistible ; it is not now,
however, considered so advantageous as the old move.

6. Q. takes D. 6. P. to Q.'s 4th.

You may get a strong but hazardous attack by Castling
here instead of taking the P.

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

Taking the K. B.’s P. with your B., Ch., will give you a
powerful attack, but retreating the B. is more to be
commended.

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

If he play 9. Q. takes Q. Kt.’s P., you reply with 10. Q.

to K. R.s 5th.

10. Q. Kt. to Q.’s 2nd. 10. Q. B. to K. Kt.’s 5th,
11. Q. to Kt.’s 8rd. 11. K. Kt. takes P.
12. Q. K. takes Kt. 12. Q. takes Kt. Ch.

If you take the B. with your Q., Black may play 12. Q.
to K. B.’s Tth, Ch., then 18. Q. takes Kt., Ch., and then,
when you take his Q., 14. Kt. to K. B.’s Tth, etc., winning
your Q. in return.

13. K. to Q.’s 2nd.
There is not much difference in the game.
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VARIATION II.

Beginning at White’s 5th move:

WHITE. BLACK.
5. Q. Kt. to B.’s 8rd. 5. D, takes Kt.

The move of Q. Kt. to B.'s 8rd, instead of Castling, was
first introduced by Mr. M‘Donnell ; the object of it is to
attack the Q. immediately if she go to K. B.s 8rd, and
thus deprive Black of the advantage of the usual defence.

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

And Black has not much to apprehend from your attack.

GAME V.—THE ALGAIER GAMBIT.

‘WHITE., BLACK.
1. P. to KJs 4th. 1. P. to K/s 4th.
2. P. to K. B.’s 4th. 2. P. takes P.
8. K. Kt. to B.’s 8rd. 8. D. to K. Kt.s 4th.
4. P. to K. R.’s 4th. 4. P.to K.Kt.’s 5th (best).

This variation on your 4th move leads to a Gambit
introduced by the German writer Algaier, which, if
not properly opposed, gives the first player a forcible
astack.

5. Kt. to K. Kt.’s 5th. 5. P. to K. R.’s 8rd.
You may also play 5. Kt. to K.’s 5th, as in Variation L

6. Kt. takes K. B.s P. 6. K. takes Kt.

7. Q. takes P. 7. K. Kt. to B.’s 8rd.

8. Q.takes the Gambit P. 8. K. B. to Q.’s 8rd.
This is Black’s best move, and it at once gives the
advantage into his hands.
9. B.to Q. B.s 4th. Ch. 9. K. to Kt.s 2nd.
10. Q. to K. B.’s 5th. 10. B.to K. Kt.s 6th. Ch.
He can afterwards play 11. R. to K. B.s sq., and have
winaing superiority.
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VARIATION I
Beginning at White’s 5th move :
WHITE. BLACK.
5. Kt. to K.'s 5th.¥ 5. P. to K. R.’s 4th.

Your present move is a better one than playing the Kt.
to his own 5th.
6. K. B. to Q. B.’s 4th. 6. K.Kt.to R.’s 8rd (best).
He may also play 6. K. R. to R.’s 2nd.

7. P. to Qs 4th. 7. P. to Q.’s 8rd.

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

9. . to K. Kt.’s 8rd. 9. P. to Qs 4th.
10. B. takes Qs P. 10. P. to Q. B.’s 3rd.
11. B. to Q. Kt.’s 3rd. 11. Q. takes Q.’s P.

Black’s game is to be preferred.

GAME V.—THE KING’S BISHOP’S GAMBIT.

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. B. to Q. B.s 4th. 8. Q.to K. R’s 5th. Ch.

Your move of the B. to Q. B.’s 4th at this point con-

stitutes the K. B.’s Gambit, one of the most complex and
ingenious variations of the King’s Gambit known.

Black’s best reply at move 8 is to Check with his Q.,
a8 he thus forces your K. to move, and deprives you of
the right to Castle.

4. K. to B.’s sq. 4. P.toK.Kt.’s4th (best).
5. Q. Kt. to B.’s 3rd. 5. K. B. to K. Kt.’s 2nd.

For the result of your playing 5. K. Kt. to B.s 8rd, see

Variation I.

6. P. to Q.’s 4th. 6. P. to Q.’s 3rd.

You may also play 6. P. to K. Kt.'s 8rd (see Variation IL.).
7. P. to K.’s 5th. 7. P. takes P.
8. Q. Kt. to Q.’s 5th. 8. K. to Q.’s sq.

¥ Gencrally known as the Kieseritzky Gambit.
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By playing your Kt. to Q.’s 5th, you force him to move

his K. or lose the Q. B.’s .
‘WHITE. BLACK.
9. P. takes P. 9. Q. B. to Q.’s 2nd.

If B. takes P, we might have 10. Kt. to K. B.’s 3rd,
Q. to RJs 4th; 11. Kt. to B.’s 6th, Dis. Check, and wins
Queen.

10. K. Kt. to B.’s 8rd. 10. Q. to K. R.s 4th.
11. Q. B. to Q.’s 2nd. 11. K. Kt. to K.’s 2nd.

Playing your Q. B. to Q.’s 2nd is a highly ingenious
move. If, in reply, Black play 11. I. to Q. B.’s 3rd, 11.
Y. to K. RJs 8rd, or 11. Q. Kt. to B.’s 8rd, you can
obtain a decided advantage in position.

12. Q. B. to his 3rd. 12. K. R. to K/s 8q.

13. Kt. takes Kt. 13. R. takes Kt.

14. Q. to her 5th. The gawe is about equal,

VARIATION I
Beginning atv Whice’s 5th move :
WHITE. BLACK.
5. K. Kt. to B.’s 8rd. 5. Q. to K. RJs 4th,
Playing the K. Kt. out thus early is not thought to be
quite so strong as developing your game on the Q.’s side.
1f Black, in reply, venture to move his Q. to K. Kt’s 5th,
you can take the K. B.’s P. with your B., and if he take the
B. you gain his Q. by playing Kt. to K.’s 5th, Ch., ete.

6. P. to K. R.’s 4th. 6. K. B. to K. Kt.’s 2nd.

7. K. to Kt.’s sq.* 7. B. to Q.8 5th. Ch.

8. K. to R.’s 2nd. 8. P. to K. Kt.’s 5th.

9. Kt. takes B. 9. P. to Kt.s 6th. Ch.
10. K. to R.’s 8rd. 10. P.to Q.’s4th. Dis,Ch.

* And Black has by far the better game.

* A bad move ; 7. Q. Kt. to B.’s 3rd should be played,
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VARIATION I
Beginning at White’s 6th move :

WHITE. BLACK,

. P. to K.’s 4th.

1. P. to K.’s 4th. 1

2. P. to K. B.s 4th. 2. P. takes I,

8. K. 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. Kt. to B.’s 3rd. 5. K. B. to K. Kt.’s 2nd.
6. P. to K. Kt.’s 3rd. 6. D. takes I,

This move of P. to XK. Kt/s 8rd is a daring innovation of
Mr. M‘Donnell's. It is full of peril, but, if not met by
very sound and cautious play, it gives you an overwhelm-
ing attack.

7. K. to Kt.’s 2nd. 7. Q. to K. R.s 8rd.

He retires his Q., fear.agy sha might be lost by your
taking the P. with P., and thus opening an attack from
your K. R.

8. P, takes D. 8. Q. tc K. Kt.’s 8rd.

Black has the better position.
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CHAPTER V.
Various OPENINGS.

Among openings very commonly playcd at the present
time are the

RUY LOPEZ.

WHIIK BLACK,
1. D. to K.’s 4th. 1. D, to K.s 4th.
2. Kt. to K. B.’s 3rd. 2. Kt. to Q. B.’s Brd.
3. B. to Kt.s 5th. 3. Kt. to K. B.’s 8rd.
4. Castles. 4. Kt. takes .

Black only gains a Pawn for a short time; his Kt. is
not securely placed.

5. . to Q.’s 4th. 5. B. to K.’s 2nd.

So that he may castle, and to block the K.s file against
tho White R. If he took P. with P, 6. R. to K's sq.
would pin the Kt., and White would at least recover tho
Pawns.

6. It. to K.s sq. 6. Kt. to Q.'s 3rd.
7. B. takes Kt. 7. Q. . takes B.

The White B. had to take the Kt., otherwise Ilack
would have gained a Pawn. Dlack retakes with the Q. P,
s0 as to free his Q. and 13,

8. D. takes P. 8. Kt. to 13."s 4uh.

If White were now to attack the K. with his K. Kt.’s P.,
it would do no good ; the Kt. could go to its K. R.’s 5th,
and thence to K. Kt’s 8rd. If White were to take Q.
with Q., the B. would retake, and the game would be
quite even.

9
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Black may also play, at move 3, P. to Q. RJs 8rd;
whereupon the B. retreats to Q. R.’s 4th (as if White
thought to win the K. P., we should get 4. B. takes Kt.,
Q. . takes B.; 5. Kt. takes P., Q. to Q.’s 5th; and when
the Kt. is put into safety, Black Q. takes K.’s P., checking),
and Black brings out his K. Kt. to B.’s 8rd. This opening,
as others, branches off in many variations, for which
larger works must be consulted in due time.

FRENCH DEFENCE.

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

Or White way play 8. P. takes P., P. takes I.; 4. Kt.
to K. B.’s 8rd, ete.

4. B. to K. Kt.’s 5th. 4. B. to K.’s 2nd.
Partly so as to castle, partly because White threatens,
by moving on the K. P, to put the pinned Kt. into an
awkward situation.

5. B. takes Kt. 5. B. takes B.
6. P. to K.’s 5th, 6. B. to K.’s 2nd.
7. Q. to Kt.’s 4th, 7. Castles.

CENTRE GAME,

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

As a rule, when your K. P. can take hostile Q. P., it is
well to do it.

8. Q. takes P. 3. Kt. to Q. B.’s 8rd.
4. Q. to K.’s 8rd. 4, Kt. to K. B.’s 3rd.
5. B. to Q.’s 2nd. 5. B. to K.'s 2nd.

‘White’s last move forestalled Black’s Kt. to Q. Kt’s 5th;;
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he can soon castle on the Q. side, and has an open file for

the Q. R.
PETROFF DEFENCE,

‘WHITE, BLACK.

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

2. Kt. to K. B.’s 8rd. 2. Kt. to K. B.’s 8rd.

3. Kt. takes P, 3. P. to Qs 8rd.
Much better than immediately taking the P.

4, Kt. to K. B.’s 8rd. 4. Kt. takes P.

5. P. to Q.’s 4th. 5. P. to Q.'s 4th.

6. B. to Q.’s 8rd. 6. B. to K’s 2nd.

Or White might play 8. D. to Q.'s 4th, P. takes P.; 4.
P. to K.’s 5th, Kt. to K.’s 5th; 5. Q. takes P., . to Q.’s
4th ; 6. P. takes I. (in passing), Kt. takes Q.’s P,

QUEEN'S GAMBIT DECLINED.

‘WHITK. BLACK.
1. P. to Q.’s 4th. 1. P. to Q.s 4th.
2. P. to Q. B.’s 4th. 2. P. to K.’s 8rd.
Or Black may take the P., but should not try to hold it.
8. Kt. to Q. B.’s 8rd. 3. Kt. to K. B.’s 8rd.
4. Kt. to K. B.’s 8rd. 4. B. to K.’s 2nd.

Or White might play 4. B. to K. Kt.’s 5th, B. to K.’s
2nd; 5. Kt. to K. B.’s 3rd, Q. Kt. to Q’s 2nd; 6. P. to
K.’s 8rd, Castles.

5. P. to K.’s 8rd. 5. Castles.
6. B. to K.’s 2nd. 6. P. to Q. Kt.’s 8rd.
7. Castles. 7. B. to Q. Kt.’s 2nd.

This is a very sound and often-played opening, though
it is not easy to explain it to the beginner,

The preceding sketch cf the chief openings is necessarily
so limited that it can afford you but a faint idea of their
almost inexhaustible resources. We shall only add to if,
a8 & pleasant and pertinent conclusion, the following
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CAUTIONS TO CHESS-PLAYERS,

for which we are indebted to a late number of the
Quarterly Review :

% 1st. Chess not until the business of the day is fairly
done, and you feel that you have earned your amuse-
ment.

*2nd. Chess not in mixed society, when it is likely that
your antagonist or yourself will be missed from the circle
by either hostess or company.

¢ 8rd. Chess not with persons much older than yourself,
when you feel sure that you can beat thewm, but not sure
that they will relish it.

¢“ 4th. Chess not with your wife unless you can give her
odds, and then take care rather to overmatch yourself.

% 5th. Play not into the ¢ small hours,” lest the business
of the next day should suffer from scanty rest or late
rising.

¢t 6th. Do not commend your adversary’s play when you
have won, or abuse your own when you have lost. You
are assuming in the first place, and detracting in the
second.

“Tth. Strive to have no choice as to board or pieces,
eto., but if you have any, never wmention it after a defeat.

“ And, lastly, idolize not chess. It is simply & recrea-
tion, and only to be regarded as such. The less selfish
you are in its pursuit, the more patience, the better
temper you bring to the practice of it, the better you will
illustrate its merits as the most intellectual of games, and
establish your character as a philosopher even in sport.”

THE END,



THE CONGRESS
CHESS TIMING CLOCK

NEW AND IMPROVED PATTERN.

Price 21/«

By sunply pressing a_button a player stops his own clock and sets that of
his opponent gomng. There 18 ulso an arrangement to stop both clocks.
The works urc enclosed m a polished muhogany case, with weighted base.
These clocks may be had on hire for tournaments,

E. ROBERTS, Esq., Hon. See. of the English
Draughts Association, writes: “It affords me the greatest
pleasure to inform you that your patent clocks used at the
English Championship Tournament gave great satisfaction.
.. » No hitch of any kind occurred with the clocks, although
the tournament lasted mme days and play taking place ten
hours per day.”

Fully Illustrated Chess Catalogue sent Post Free
to any part of the World.

So’e Makers:
JOHN JAQUES & SON, Ltd., Hatton Garden, London, E.C.



THE ROYAL CABINET OF CAMES

Suitable for Prizes, Presentation, or Wedding Gifts.
BEAUTIFULLY FINISLHED IN BEST POSSIBLE STILE,

Contaimng all necessary for playing the (ames of Chess, Draughts,
Backgammon, Domnoes, Race, Bezique, Whist, Cibbage und other

Games with Book ot Instructions 48 d

No 1 Polished Pme, stained and fimshed as Rosewood or Walnut 218 0
, 2 DPohshed Mahoguny 310 0
» 8 Pohshed Dark Ouk 317 6
,» & Rosewood, supenor fittings 418 0
,» 6 Walnut, Coromandel, 1huya or fatin Wood 880
» 6 Crystal top and Wings, in Walnut Bone fittings 770
,» T With Eliptic Top leather lined, Bone Men 990
» 8 Dutto, wath Ivory fittings 1212 0

Any of the above with Bone Men, 188 extra

POCKET CHESS BOARD.

Chess Students will find thus a convenicnt
foom of portable chess board It wughs
bucly one ounce, imcluding the men

No 1 Best Leather, 34 m. by5mm 4 q

when closed 30

»» 2 Superior ditto . b0
» 8. Letter-case pattern, 63 m by °

4310, when closed 50

JOHN JAQUES & SON, Ltd , Hatton Garden, London, E.C.



THE WHITTINGTON
CHESS BOARD.

With Folding Flaps and Bone Men.

6., 11/~ 8., 13/~ 10 1., 18/6 12 in., 24/-
Shde hd, 7 m., T/~ Ditto, 8 1n. draw out, 10/6

RAILWAY - ..
CHESS BOARDS.

(PEGGED MEN.)
Polished Mahogany. Folding. Complete.

5in,6/- 61,7/~ 8 1., 10/6 10 in., 18/-
12 in., 17/- 14 1n, 22/-

JOHN JAQUES & SON, Ltd., Hatton Garden, London, E.C.



THE CHASTLETON
PATIENCE BOARD.

For playing the game of Patience while seated in :
casy chair, lying in bed or travelling by rail or sca. A
long-felt want for invalids or others who play this fashicu
uble and popular game. The Patience cards are played
into reccsses vn the board, so arranged that when not .
wse it can be put away with cards intact.

PRICES.
With Cards and Handbook complete 47 é
Superior  ,, ,  Folding 9 6
Best Mahogany " " v .. 11 8

Hilustrated Price List of Indoor Games post iree.

SOLE MAKERS :
JOHN JAQUES & SON, Ltd., Hatton Garden, London, E.C.



THE STAUNTON GHESSMEN

e -

i

2111}

“Combiming grace and solidity to a degroe hitherto unknown."—The Tumes.

No £ 8 d
xxx Ebony and Boxwood, small size, in Mahogany hox, lined ... 012 6
Base of ng, 1 dumeter. Heght, 23m,

000 Ebony and Boxwood, mpnhshod Mahogany box, Velvet lined 015 0

Base of ng, 14, diameter. lleght, 8in.
00 Ebony and Boxwood, large ~ze, 1n pohished Mahogany box,
Velvet lined 017 6
Base of King, 1hn diameter. Heu,hf 33in.
0 Ebony and Boxwood, loaded with lead, superior ﬁmsh, in
Mahogany ease .. w 1 50
Size—same mze as No. 00,
1} Ebony and Boxwood, loaded with lead, small mze Club, mn
Mahogany case 1100
Base of King, ]7111 “diametor. Height, 85n.
2 Ebony and Boxwood, loaded with lead, Club size, 1n strong
Mahogany case .. . 250
Buse of King, 2in. diameter. Height, 4hin.
*3  Finest African Tvory, in Leather Casket, Velvet lined ., w 440
Base of King, 1jm. dmmetvr. Height, 2f1n.
*{ Finest African Ivory, in Velvet-lined Leather Casket... .. 6 6 0
Base of King, 11, diameter, Ifeight, 34in,
*43 1'mest African Ivory, small size Club, mn richly ined Leather
Casket 880
Base of ng, lsm. diamcter, Hexf,ht, .igm.
5 Finest African Ivory, Club size, in extra large, rnchly lined
811k Velvet, Leather Casket . 1010 0
Base of King, 2in. diameter, Height, 4}m.
6 Ditto, in handsome polished wood case, fitted in trays with
thvmlons, lined throughout with rich 8ilk Velvet . . 1116 0
*These sets may he had, if preferred, in polished wood cases, lined Velvet

BOLE MAKERS:

JOHN JAQUES & SON, Ltd., Hatton Garden, London, E.C.

B



The ‘In StaTu QUO’
Chess Board,

JAQUES PATENT
As supplied to HWM, KING OF SPAIN,

In LraTnrR
Civrg —

£1 108
£1 168

AND

wiTn
TVORY MFN

£2 bs.
£2 108
£2 168

lhe “IN $1A1U QUO CHE»MS-BOARD 15 so contrived
that the gaume may at any period be discontmued, and the
board folded and placed 1n 1ts case without the Chessmen
being disturbed, To lounwsts and Railway Tiavellers 1t 1s

ndispensable
Extra large size, £2 10s. 0d, or £3 15s. 0d.
Ivory Men, £3 10». 0d. or £4 158, 0d.

¢ No Chess-playcr should be without one **—Zdustrated I ondn N ws

SOTE MAKERS

JOHN JAQUES & SON, Ltd., Hatton Garden, London, E.C.



	00000004.tif
	00000006.tif
	00000007.tif
	00000008.tif
	00000009.tif
	00000010.tif
	00000011.tif
	00000012.tif
	00000013.tif
	00000014.tif
	00000015.tif
	00000016.tif
	00000017.tif
	00000018.tif
	00000019.tif
	00000020.tif
	00000021.tif
	00000022.tif
	00000023.tif
	00000024.tif
	00000025.tif
	00000026.tif
	00000027.tif
	00000028.tif
	00000029.tif
	00000030.tif
	00000031.tif
	00000032.tif
	00000033.tif
	00000034.tif
	00000035.tif
	00000036.tif
	00000037.tif
	00000038.tif
	00000039.tif
	00000040.tif
	00000041.tif
	00000042.tif
	00000043.tif
	00000044.tif
	00000045.tif
	00000046.tif
	00000047.tif
	00000048.tif
	00000049.tif
	00000050.tif
	00000051.tif
	00000052.tif
	00000053.tif
	00000054.tif
	00000055.tif
	00000056.tif
	00000057.tif
	00000058.tif
	00000059.tif
	00000060.tif
	00000061.tif
	00000062.tif
	00000063.tif
	00000064.tif
	00000065.tif
	00000066.tif
	00000067.tif
	00000068.tif
	00000069.tif
	00000070.tif
	00000071.tif
	00000072.tif
	00000073.tif
	00000074.tif
	00000075.tif
	00000076.tif
	00000077.tif
	00000078.tif
	00000079.tif
	00000080.tif
	00000081.tif
	00000082.tif
	00000083.tif
	00000084.tif
	00000085.tif
	00000086.tif
	00000087.tif
	00000088.tif
	00000089.tif
	00000090.tif
	00000091.tif
	00000092.tif
	00000093.tif
	00000094.tif
	00000095.tif
	00000096.tif
	00000097.tif
	00000098.tif
	00000099.tif
	00000100.tif
	00000101.tif
	00000102.tif
	00000103.tif
	00000104.tif
	00000105.tif
	00000106.tif
	00000107.tif
	00000108.tif
	00000109.tif
	00000110.tif
	00000111.tif
	00000112.tif
	00000113.tif
	00000114.tif
	00000115.tif
	00000116.tif
	00000117.tif
	00000118.tif
	00000119.tif
	00000120.tif
	00000121.tif
	00000122.tif
	00000123.tif
	00000124.tif
	00000125.tif
	00000126.tif
	00000127.tif
	00000128.tif
	00000129.tif
	00000130.tif
	00000131.tif
	00000132.tif
	00000133.tif
	00000134.tif
	00000135.tif
	00000136.tif
	00000137.tif
	00000138.tif
	00000139.tif
	00000140.tif
	00000141.tif
	00000142.tif
	00000143.tif
	00000144.tif
	00000145.tif
	00000146.tif
	00000147.tif

